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MEGATRAVELLER

SCIENCE-FICTION ADVENTURE IN THE FAR FUTURE

KNIGHTFALL S oS nerey

Innocent traders run afoul of local politics and are caught up in the batties of the Rebellion itself. But that's
just for starters! They become prisoners of war, then fugitives. Along the way, they leam of a fabulous pre-
Imperium lost city of high-tech wonders. Can this city’s treasures give ||} one side the advantage that
will win the Rebellion? f

Eight
successive

scenarios, T \ w

plus assorted random M%— ’

nuggetsthattogether make 0 -
ML

this a tense, exciting - 8
MegaTraveller adventure! =
Here's an adventure to knock your
characters’ socks off! Start with an or- CINEMATIC NUGGET FORMAT
dinary situation and gradually escalate Each scenario is composed of several

nuggets: Some are just for atmosphere, but
others are identified as key nuggets that
must be played.

Each nugget has a scene (information for
the players on what they see, hear, taste,
and feel at the start of the nugget} and an
action (information to reteree on how to run

the danger, the intrigue, and the clues
until the only solution is at the end of a
long, arducus journey. But that solution
is impressive: a fabulous pre-Imperial
city of undetermined (but very high)
tech level. Somehow, long ago, it fell

off the maps, and now only a trail ot the action inthe nugget). Each scenario has
clues leads 1o its lost wonders. a referee’s summary on the first page, with

Of course, the adventurers are pur- ’ a a brief description of each nugget by num-
sued by agents from all sides of the u“a ber. This summary includes a special synop- !
Rebellion. Stopping even for a day can sis diagram showing visually how the nug- '
be hazardous to their health. gets it together. :

Knightfail’s cinematic nugget sys-
tem clearly defines and describes the

incidents player characters will pass Rebellion Sourcebook

through in the course of their explo- The Imperium is being torn apart by the Rebellion; the

rations. Caretful detailing makes each once-stable 1000-year empire is rapidiy decaying into

nugget come alive for the players and dozens of petty princedoms. Rebellion Sourcebook covers

referee. every detail of the Rebellion: the sides, leaders, territories,
Knightfall. A MegaTraveller ad- fighting, equipment.

Rebellion Sourcebook. 96-page book. GDW: 0214.

venture. 96-page book. GDW: 0219. ISBN: 0-943580-63.3. $10.

ISBN: 1-55878-062-9. $10.

B — — SINCE 1973~
Look for GDW games at your local game or hobby store. If it doesn’t have them, it can
special order them. Write for our free, full-line GDW game catalog. ‘
By mail, send a check, money order, or Visa/Mastercard number and signature.
Please add 10% for shipping and handling.
By phone, (309) 452-3632 between 9 a.m. and 5 p.m. Central time. PO Box 1646

ket o ———— - Bloomington, IL 61702-1646 ——




Coming in
February...

\y

roleplaying adventure
in a techno-fantastic age

Earth: 1500 years in the future —
or is it Earth 1500 years in the past?

A massive citadel towers over your village and you
tremble at the stories of the strange lifeforms which lurk
in the shadowy wilderness that encircles you. For a
generous offering, the priest-adept will “resurrect” your
tools when they die. The great citadel provides for your
basic needs, while you trade for “seeds,” seeking to fulfil
not only your material needs, but your wants, too. If you
can just buy, beg, or borrow the right “nanneez” and the
right raw materials, then you can finally grow the devices
you'll need to help you on your quest for the ultimate
tool: a GENII (Genetically Enhanced Nanotech
Intelligent Interface)!

Shaping the decayed future with nanotechnology
(molecular-level machinery), machine intelligence, and
genetic engineering, AL puts you on an alien, future
Earth with unlimited adventure possibilities. Remnants
of ultra-high technology make the miraculous become

A.L's new “fuzzy logic” and reality.

object-oriented approach eliminates
the mounds of rules and lets you
start playing right away.

Digest Group
Publications

Earth with area maps of the major 515 Willow Ave.. Woodburm. OR 97071
citadels. $25. Voice or FAX: (503) 981-4752

The basic game includes: 200
pages of background and rules and a \
fold-out world map of the Alien

A.L. Not technology and
magic — but technology AS magic!




VOYAGES

13

Editor & Art Director: James B. King

Contributing Editors: Glen Allison,
Jerry Campbeli

Distribution Manager: Chantelle King

Artists In This Issue: Glen Allison (7,
8, 9); Gary A. Kalin (10, 12, 13, 26, 27);
James 8. King (cover, 6, 18, 19); Alfred
Klosterman (28); Phil Morrissey (22); Blair
Reynolds (14).

Trademark Notice: Most games are trademarks
of the companies publishing those gamas. Use of a
trademark to identify a product commented upon in
this magazine should not be construed as implying
the sponsorship of, nor challange 1o, the trademark
holder.

Voyages SF copyright 1991 by James B. King. Al
rights reserved. Printed In the U.S.A. Voyages SF
is published quarterly by StarLance Publications.
Caver price is $3.00. A four-lssue subscription is
$10 ($11 to Canada, U.S. funds). Mall 10 StarLance
Publications, 50 Basin Drive, Mesa WA 99343,

Advertising: For rates and space reservation or
confirmation contact James King at the address
above or call {509) 269-4497 after 5:30 pm or on
weaekends.

Submissions: We walcome unsolicited
manuscripts and art. However, before submitting
you should write and request a guidelines shaet,
including a seif-addressed, stamped anvelope
(SASE). Also include a SASE or post card with
cofrespondence to assure a response.

Distribution to retailers by:

Action Diract Dist., The Armory, Capital City Dist,,
Chessex, Diamond Comic Dist., Haroes World, Styx
Intl., Wargamas Wast, Zocchl Dist.

Advertisers:

Digest Group Pubtications (4)

Game Designers’ Workshop (Ins. front cover, 21)
Seekar Gaming Systems (ins. back cover)
StarLance Publications {Back cover, 29)

Sword & Starship Enterprises (25)

WELCOME ABOARD

| wouid like to take this opportunity to
encourage our readers to consider expanding
their hobby to include actually writing for the
games they are familiar with. if you have a7y
writing talent and aren’t doing this, you're
missing out on a rewarding part of the hobby.
Though the monetary reward is not great, a
byline, self satisfaction, and the admiration of
your feliow gamers for a job well done are fair
rewards in themselves. Narrowing the subject
to our own particular needs, we at Voyages
SF are always looking to attract the work of
gamers wanting to expand into writing for their
hobby, particularly because one can be
familiar enough to write for only so many
games. The list of popular games is quite
extensive—and varied. SO what would we like
{0 see in submissions?

Wall, cyberpunk is still quite popular, at least
in the game industry. | would prefer Shadow-
run pieces in this genre.

Horror is experiencing a major upsurge in
interest. Pieces for Call of Cthulu, Chill,
Dark Conspiracy, GURPS Horror, and
Vampire are ali quite weicome.

| would like to see more contemporary pieces
as well; Mercenaries, Spies, & Private
Eyes, Daner International, Top Secret/
Sl, and James Bond 007 come to mind.

We'll even consider submissions for
superhero games (Il include Ghostbusters
in this grouping-the fit is as good as it gets).

And, of course, there are a plethora of more
mainstream science fiction games that you are
used to seaing coverage for in our magazine.

But this coverage can be expanded to include
more games as well.

Hey! Let's see that submissiont
-~ James B. King

Voyages SF 15 Survey Results

Reviews 33
Recruiting For Paradise..........c.c...ccocruveeecns 3.2
2300 AD Ship Profile & Size Chart............. 3.0
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Q1: Is this issue better than, as good as, or
not as good as our last issue? 60%=not as
good, 40%=as good as

Q2: Including yourself, how many people read
this issue? 2
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recent issues of the gaming magazines you
read, wherg would you rate this issue of
Voyages SF (1 is high)? 2

Merc: 2000: Going after a Colombian drug kingpin

6 An Obvious And Current Menace

Glen Allison

New rules plus stats for current and prototype aircraft

l 0 Optional Helicopter (VTOL) Rules for BattleTech
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l 4 A solo and a roadwarrior/netrunner team up for a run to Texas
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Morpheus: A Dreams Of Steel adventure

2 2 The Hunt For Patrick Hersh
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Typical Laser Pistols

2 6 The laser pistol is one of the favorite SF personal weapons.
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The Adjutant
MegaTraveller: Wheeled
Service & Support Vehi-
cles, $4.95, May
Infantry Weapons, $4.95, Jul
Wheeled Combat Venhicles,
$4.95, Jul

B.T.R.C.
Timelords: Supertanker of
Death, $6.95 (Sep)
CORPS: Technology 1991,
$5.95, Jun

Chameleon

Eclectic Enter.
Millenium's End RPG,
$14.95, Jun
Nightwalker, $11.95 (Sep)
Chaosium
Call of Cthulhu: Kingsport,
$18.95 (Aug)

Digest Group Pub.
MegaTraveller Alien Vol.
2: Solomani & Aslan:
The second book in DGP's
rewritten and expanded
coverage of the major
alien races. Interior art:
Mike Vilardi, Biair
Reynolds, Rob Caswell,
and William Jordan. Cover:
Dell Harris. 104 pgs. $12.95

(August).
Onnesium Quest: The
Antares Campaign

Sourcebook: Similar to
Flammg Eye, this adven-
ture/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).

MegaTravelier Journal
No. 3: Now almost twice
the size! This issue fea-
tures a new cruiser, details
on megacorps in the
Rebellion Era, and much
more. 104 pgs. $12.95 (late
'91).

The Best of the Travel-
lers’ Digest: This com-
pendium of the best arti-
cles from DGP's premier
Travelier magazine in-
cludes the collected
Psionics Knights campaign
(re-edited for MegaTravel-
ler), the Complete Rebel
Reporter (with new faction
info), as well as some new
material. 104 pgs. $12.95
(late '91).

commliink

A.l. - Role Playing in a
Technofantastic Age:
Nanotechnology, artificial
intelligence, and genetic
engineering all combine to
produce one of the fresh-
est new gaming back-
grounds on the market.
“Not technoiogy and
magic, but technology as
magic* Cover and inter-
iors: Mike Vitardi (Oct).

FASA
Mechwarrior 2nd Ed., $15,?
Renegade Legion 2nd Ed,,

$25 (Aug)
Frost Death, $4.95 (Sep)
Distant Fire, $8, Jun
Prefect, $25, 7
BattleTech: way of the
Clans (novet), $4.50 (Aug)
Reinforcements Rcrds, $8, ?
LostDestiny (novel),$4.50, ?
Blood Name (novel),$3.99, ?
Solaris VIl (boxed), $25, ?

Battleforce (reprint), $25
(Sep)
Lethal Heritage (novel

reprint), $4.95 (Sep)

Wolf Clan Srcbk, $15, Jul

Shadowrun: London Srcbk,
$15,7

Native America Nations,
Vol.1,$12, Jul

Native America Nations,
Vol.2, $12 (Sep)

GDW
Dark Conspiracy RPG, $22,
Jul
A Gathering Evil, $4.95, Jul
Heartof Darkness, $12 (Aug)
Darktek Equipment Guide,
$12(Sep)

New Orleans, $10, ?
MegaTravelier:
Times, $12(Sep)
Merc 2000: Nautical & Avia-

tion Handbook, $18,?

Hard

Games Workshop
Space Marines 2nd ed, $55, 7
Spacefleet, $24 .95, Jun
UitraMarine, $24.95 (Sep)

Hero Games
Champions: Road Kill, $7,
Apr
Classic Organizations, $16, ?
European Enemies, $13,7?
Champions Presents #1, $14

(Sep)

Iron Crown Ent.
Metal Express: Black
Guard, $8, Jun
SpaceMaster:
Artifacts, $14,7
Star Strike: Silent Death
Miniatures Rules, $20 (Aug)

Aliens &

Mayfair Games
cosmic Encounter, $35, 2

DC Heroes: Swamp Thing
Srchk, $8, Apr

Chill: Lycanthropes Srcbk,
$12, Jul

Vampires Srcbk, $12, Apr

Veil of Flesh, $8 (Sep)

Chili Companion, $17,7

Apparitions, $12,7

Palladium Books

Rifts World Book One:
vampire Kingdoms: 176
‘pgs, $14.95. Highlights:
The Vampire as an optional
player character. New
Techno-Wizard devices for
slaying vampires. Villains &
Monsters. Mayan gods,
demons, & temple ruins.
Mystery of the Yucatan
Peninsula, Dual dimensions
co-existing in the same
location. Reid’s Rangers -
Vampire Hunters. Juarez
City - a place of evil and
decadence (mapped). Art
by Timothy Truman, Kevin
Long, & Kevin Siembieda.

Rifts Conversion Book:
200+ pgs. $19.95, October.
By Kevin Siembieda. Art will
include Kevin Long, Tho-
mas Miller, Michael Gusto-
vich. Conversions will in-
clude magic items, various
O.C.Cs, adult dragons,
monsters, demons, faerie
folk, and gods.

Rifts World Book Two:
Atlantis: scheduled for
early 1992.

New Generation (video) Vol. 6
(Aug)

New Generation Vol. 7 (Sep)

New Generation Vol. 8, $39.95
(Oct). Volume 8 contains
the {ast four, and seldom
seen, episodes of the Invid
Invasion/Mospeada/New
Generation.

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

book for Heroes Unlimited
will be 160 to 200 pages
and will contain over 40
villains, secret organiza-
tions, new super-powers,
and adventures. By Kevin
Siembieda and Kevin Long.
Cover. James Steranko.
(Nov)

Rapport Games
Morpheus: Dreams of
Steel, $12,7

R. Talsorian
Modern Weapons: Manuai of
Modern Firearms, $15(Aug)
Cyberpunk: Corp Book |,
$10,7
Night City Srcbk, $18 (Aug)
EuroSourcebook, $10, Jul
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From Paliaoium Books' The Vampire Kingdoms

SGS
MegaTraveller: Lab Ship
plans 2nd ed, $12.95 (Aug)
ISS Express Messengers,
$11.95,?
2300 AD: Kafer Battiescout
plans, $11.95,?

Starchilde Pubns.
Justifiers: Cybermedtech
Srcbk, $8.95, Jul
The Silent Corporation, $9, ?
Hybrid Sourcebook, $7.95,?
Guardians: Organizations
Sourcebook, $4.95, 7

Stellar Games
Afterwars RPG, $14.95, Jun
Late Show: Demonna's

RevENgE, 37.35 (Aug)
Expendables: Xanus W
Fire & Brimstone, $5.95, 7

Steve Jackson
Deluxe llluminati, $30 (Aug)
Deluxe Toon, $19.95, Jul
Car Wars: Reference

Screen, $6.95, Jui

Task Force Games

Central Casting: Heroes Now,
$11.95(Sep)

Starfleet Battlies:
tain's Log #9, $9.95, 7

Captain's SSD Pack, $24.95,
Jul

TourmamentBook '91, $7, Jul

Cap-

Timeline Ltd.
Morrow Project: PF10,
$7.95,7

PF 11 Amerind Empire, $12,7?

TSR
R.IP.Horror RPG, $20, ?
Battle for Smithfield (card

game), $9.95 (Aug)
Buck Rogers: Phases of
the Moon, $6.95 (Sep)
LunaAccess., $9.95,7
Marvel Superheroes:
Warlord of Baluur, $6.95,7
Spore of Athos, $6.95 (Sep)

West End Games
Paranoia: Mad Mechs, $10
(Aug)
Star Wars: Imperial Srcbk
(reprint), $20 (Sep)
Campaign Pack, $12 (Sep)
General Craken's Rebel Field
Guide, $13, Jul
Torg: Land Below,$15 (Aug)
Crucible of Pain, $12 (Sep)
Orrorsh Srcbk, $18, Jul
Kawana Personal Weapons
Catalog, $13, Jun
Operation Hard Sell, $12, Jun

White Wolf
Vampire RPG, $20, Jun
Ashes to Ashes, $9.95, Jul
Storytellers Screen, $7.95, 7
Chicago by Night, $15 (Aug)
Blood Bond, $8 (Sep)

Blood Nativity (Atlas Games)
$5 (Sep)

aw
Startorce Terra, $28 (Sep)
Gulf Wars Historical Refer-
ence Book, $9.95 (Sep)




IERC: 2000

Ohbvious *» Current Menace

AN




1

Colombia

The Republica de Colombra is a small
country located in the northwestern portion
of South America. It is here that the Andes
Mountains reach their northern terminus.
Colombia lies almost entirely in the north
tropical zone. The tropical heat of this area
1s modified by the higher elevations of the
Andes and high wind action. The subtropi-
cal zone lies 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
feet. Most of the important cities 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 ate a
potential source of income that is only now
being tapped. Up to 10,000 feet the palm
tree is abundant. Toucans and humming-
birds are found everywhere. The tapir,
peccary, and several types of deer are also
found here, as well as the puma, jaguar, and
the spectacled bear. There are plenty of
turtles, lizards and snakes here also.

Colombia 1s a mixing of indians and
whites, which has been going on for the last
four centuries. From the time of the
Conquistadores until the mid-19th century,
the Roman Catholic faith was the only
religion allowed in the country. Even today
in the 2Ist century, 80% of Colombian
citizens are Catholics. Many of the people
living hete are decendants of the Incas and

othet indian groups and still speak
languages in addition to Spanish.
Starting in the 1970s and slowly

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 loids have
slowly taken over the government in
Colombta. The cutrent 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
cartel known as “Black 29.” Although
working behind the scene, Black 29 exerts a
great deal of force to keep the Colombian
government working for them.

There is no extradition of cartel members
out of Colombia and, of coutse, members do
not pay taxes. The Colombian army and
police forces throughout the country go out
of ther way to avoid any possible
confrontation with Black 29. Twenty years
ago, several members of the cartel were
prosecuted for various crimes. Immediately,
a wave of car bombs and sniper assassina-
tions swept the country. In one case, half of

the jury died within twelve houts as well as
the two key witnesses for the prosecution.
Naturally, nothing could be done but
telease the cartel members who then sued
the government for false 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 activities in most of
South Ametrica and has many business and
political connections in the United States.

Three months ago, Black 29 worked out
an alliance with six other criminal organi-
zations working the drug trade. Cocaine
and marijuana shipments to the United
States and Europe have doubled. The
ambassadors to Panama and Colombia have
disappeated and a judge in New Orleans
was gunned down in front of the federal

courthouse. Experts in the White House
state that the situation will get worse
unless the alliance is broken up. And these
experts say that will happen when Monte-
longo and the other organization leadets are
eliminated. Not only would the situation
then return to normal, but drug traffic to the
United States should be reduced.

Mission Briefing

Intelligence 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 criminal alliance.
President Tanner has declared that this
organization is “more dangerous than a
rattle snake coiled to strike™ and must be
stopped. Unnamed sources indicate that
Montelongo will be at his hilltop stronghold
for the next six days and the decision has
been made to go into Colombia and bring
Montelongo out and to the United States.

Caribbean Sea

Cartageqq.‘f"'

Pacific
Ocean

— Equator

Ecuador

Maracaibo

Caribbean Sea

Caracas

Venezuela

Brazil
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Since having U.S. troops on foreign soil is
not socially acceptable (especially if they
were caught), the CIA and DEA have
arranged for a mercenaty group to do the
Jjob. The team is to grab Montelongo and
get him out of Colombia or, failing that,
liquidate him.

There are no radar installations at
Montelongo’s home, but air traffic in and
near Medellin 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 toughly 60
kilometers northeast of Medellin.

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. If the team encountets any hostile
troops or other personnel that might give
away their presence, they have free license
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 not jeopardize their mission.

Retrieval

The team will make a broadcast 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 bridge crosses the stream. Near the
stream, above the storage shed (B) are found
several circular depressions in the earth and
a large amount of green coca leaves drying
in the sun on coatse woolen cloths. Duting
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. LIVING SITE: This is the living
area for the workers and guards. Five

shacks are arranged 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 for 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 alcohot 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 very flammable and
extiemely explosive. Also found
hetre are ten large sacks of dried coca
leaves waiting to be processed. Also
stored 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 cotner
ate 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 cormer are a
35-gallon drum of ether, a 55-gallon

drum of acetone and a one-gallon glass
bottle of hydrochloric acid. Also here are
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
distilling 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 will 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
Medellin. The hilltop is approximately
2,400 meters above sea level. The com-
pound is surfounded 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-link
reinforced with iron bars. The one meter-
high wall is roughcut stone. Guard dogs
usually have the run of the compound after
datk. 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
track. They are continually malfunctioning
and there is a 50% chance that they will not
be turned on. If they do work, the motion
sensors will turn on flood lights 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 garages are
used to house Montelongo’s fleet of
vehicles. C1 holds a 4WD F-250 Ford
pickup (maroon) and a Toyota Landcruiset
(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 datk blue and one
silver) and a Rolls Royce Silver Spirit
(metallic grey).

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

E. MAIN HOUSE: This is the mansion
where Montelongo spends about 10-12
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days a month while he meets with clients
and entertains guests. (Use the mansion
found on pages 76-77 of Merc: 2000.)

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

G. SERVANTS® QUARTERS: This
is where the cooks, guatds, and maids live.

{Use the building on page 179 of 7wuight:

2000, but double the size of the basement
storage room, make it into extra bedrooms,
and eliminate the second floor as well as the
stairs up to it.)

H. GUEST HOUSE: This building is
used for visitors who have not been invited
to stay in the main house. Particularly
underlings of some of the important visitors.
Sometimes, extra guards are allowed to stay
here on a very temporaty basis. (Use the
building on page 178 of 7wight: 2000and
eliminate the garage. Instead, use this area
for a sort of dormitory with four extra beds.
These could be beds for guests’ bodyguards
ot less important undetlings.)

Referee’s Notes

The adventure will take place in two
sections. First, the team will travel from the
abandoned airstrip to the stronghold. Along
the way, encounters with animals and
reptiles can occur or perhaps an encounter
with peasants out trapping birds, hunting
for food, or clearing land for a new field.
About one-third into the journey, the team
should stumble upon the cocaine processing
site. There will be 4-8 guatds, 2 chemists,
and at least 12 peasants working on drying
the coca leaves or treading it into a paste in
a hydrochloric acid solution out-of-doots in
shallow pits in the ground. The guards are
Veteran NPCs, carty either Uzi ot MP-5
SMGs, and are nervous. They will not be
surprised  easily. The purpose of this
encounter is to get the team’s adrenalin
flowing but not get anyone hurt too badly
to continue.

The second part of the adventure will
take place in and around Montelongo’s
sttonghold. There should be at least four
bodyguards in the main house. The guards
should be available in numbers to make this
snatch-and-grab job a bit more than a walk
to the nearest convenience store. Exactly
how many guards there should be will
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
accidentally get in the way during the

firefight that is sure to erupt.

Try to make this part suspenseful at first
as the team sneaks up and into the
stronghold. Then, make the rest of the
adventure full of action and confusion as
the firefight begins. For a little 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 found in this
adventure are Novice NPCs and ate armed
only with machetes or (very rately) old,
worn out bolt action hunting rifles like 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 carry M12 or Uzi SMGs.
Montelongo's bodyguards are Elite NPCs,
weat ITRs and cany Uzi SMGs as well
M92S automatic pistols.

Alternatives

If the players don’t manage to silence the
bodyguards and grab Montelongo, one of
the body guatds can call for help. This help
would anive within five minutes and would
probably be guards from the gatehouse
down at the main road, eight km away.
Another option would be to have someone
arrive to visit Montelongo by helicopter
several minutes before the team moves in
(or even as the perimeter guards are being
silenced) with mote body guards. All of this
can certainly make life more interesting for
the players. B
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OPTIONAL HELICOPTER (VTOL) RULES
FOR BATTLETECH

G A RY

A . K A LI N

The Battlelec/r 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 Fattle7ec/rules.

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-
copter 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
VTOL’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. VTOLs should limit their attacks on a target's frontal
field of fire.

2. VTOLs should maneuver to take advantage of a target’s
limited fields of fire.

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

4. When ANY rotor damage is sustained, withdraw as

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

5. The VTOL's greatest
enemy is another VTOL.

Scale

Each hex on the Batt/e-
7ec/rmap is 100 feet across.

Each hex on the Asro-
7Jec/r low altitude map is
1,640 feet across.

Each turn is equal to 10
seconds of real time.

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 per turn.

HEXS MOVED PER TURN

MPH BATTLETECH MAP AEROTECH
100 15 1
150 22 1.5
200 29 2
300 44 3
400 59 4
500 73 5

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 effective 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 type. All externally
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mounted weapons only fire out the forward 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 purpaoses.

EXTERNALLY MOUNTED WEAPONS

WEAPON WEIGHT AMMO
(TONS) (SHOTS)

MK 50 machine gun pod (Note 1) 1 50
MK 25 machine gun pod (Note 1) 0.75 25
MK-7long rng rocketpod (Note2) 0.1 7
MK-19 shortrng rocket pod (Note 3) 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
inquantitiesof 1,2,3, or7.

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.
Itis a typical anti—-armor missile and does 10 points of
damage.

5. The Hellfire has the range of a standard long range
missile. Itis an advanced anti-armor missile and does 20
points of damage.

6. The Stinger has the range of a standard long range
missile. Itis an advanced air-to—-air missile that can attack
any flying target and does 6 points of damage.

Movement Loss Due To External Weapons

Movement paints are lost when a helicopter carries heavy
weapon loads. Flank speed is not allowed when a helicopter
carries any externally mounted weapons. When a weapon is
fired, ejected or damaged from combat, the helicopter may
regain some of its lost movement points.

EXTERNAL WEAPON CRUISE MOVEMENT

WEIGHT (TONS) POINT LOSS
0.1t005 No loss
06t01.0 25%
1.1t02.0 50%

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

Designing Conventional Helicopters
A few modifications have been made to the standard
design process for VTOLs (consult the Battie7ectr Manual

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 Battle7ec/1 Manual.

REVISED VTOL LIFT TABLE

TONNAGE LIFT FACTOR
1-5 50
6-10 100
11-20 200
21-30 300

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

Speed Limits

Conventional VTOL cruising speed range: 15-20 move-
ment points.

Conventional VTOL flank speed maximum (never to be
exceeded): 30 movement points.

Typical Conventional Helicopters

UH-1 Huey

Origin: USA Type: Utility Transport Helicopter
Speed: Cruise=18 Flank=27

Crew: 2 Passengers: 8

Weight: 3 tons (4.75 max)

Internal Structure: 0.5 tons (1 point)
Controls: 0.15 tons Rotor: 0.5 tons
Armor: 0.85 tons (Armor factor: 14 points)
Armor locations values: Front: 4 Left: 2
Rear: 2 Rotor: 2

Note: The UH-1 can be fitted with an external mounting

1.75 tons. All fixed forward firing.

AH-64 Apache

Origin: USA Type: Anti—-Armor Attack Helicopter
Crew: 2

Speed: Cruise=20 Flank=30

Weight: 5.5 tons (8.8 max)

Engine: 1 ton

Right: 2

Internal 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. All wing weapons are fixed forward firing.

MIi-28 Havoc
Origin: USSR
Crew: 2

Speed: Cruise=20 Flank=30
Weight: 7.5 tons (10 max)
Internal Structure: 1 ton (1 point)

Type: Anti-Armaor/Air Combat Helicopter

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

Weapons: One Machine Gun with ammo for 50 shots: 1
ton (nose mounted with 180 degree field of fire)

Note: The MI-28 has wing pylons with 4 racks for
weapons. Each wing has a mount for one Stinger Missile
Launcher.

Right: 6

Advanced VTOL Combat Operations

The technology for advanced VTOLs using the X-Wing
and RCR rotor systems was available in the late 20th century.
These rotor systems enabled VTOLSs to travel at two to three
times faster than conventional helicopters. X-Wing and RCR
VTOLs are capable of moving at speeds of both conventional
aircraft and helicopters. It's a common tactic of advanced
VTOL pilots to enter the battlefield at aircraft speeds to
engage air cover and slow to helicopter speeds to engage
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 VTOLs the speed

of conventional aircraft and the vertical takeoff and landing
characteristic of helicopters. The X-Wing rotor acts like a
normal helicopter rotor at conventional helicopter speeds of
200 mph or lower. The X-Wing rotor can stop turning while in
flight, converting into an air foil and using a jet turbine engine
for horizontal thrust. This allows a cruising speed of 200 to
300 mph and a flank speed of up to 500 mph. The X-Wing
rotor is driven by compressed air generated with a
conventional jet turbine engine. The compressed air is forced
through slots in the trailing edge of the rotox, giving lift and
control to the vehicle.

The RCR Rotor System

The Rigid—Counter—Rotating rotor (RCR) VTOL uses the
same plastic graphite composite technology that was
developed for the X-Wing. The RCR VTOL has two sets of
rotor blades, rotating opposite of each other. The counter—
rotating blades eliminate the need for a tail rotor, reducing
the weight and compilexity of the vehicle. Normal helicopter
rotors are flexible, allowing great maneuverability but only at
low speeds. The rigid rotor allows the use of a jet turbine to
increase its horizontal cruise speed to 200 to 250 mph and a
flank speed of up to 350 mph.

Designing X-Wing And RCR VTOLs

A few modifications have been made to the standard
design process for X-Wing and RCR vehicles (consult the
BattleTech Manual section on vehicle construction for
complete rules of desiging VTOLs). Advanced VTOLs have
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an increased lift factor. The Advanced VTOL Lift Table is only
used for advanced VTOLs like the X-Wing and the RCR
vehicles and replaces the Lift Table found in the Battle7ec/
Manua/when constructing advanced VTOLs.

ADVANCED VTOL LIFT TABLE

MAXIMUM RCR X-WING
TONNAGE LIFTFACTOR LIFT FACTOR
1-5 140 150
6-10 180 250
11-15 310 450
16-20 460 650
21-25 600 850
26-30 750 1050
Note: Negative numbers are not allowed when
computing the engine rating.

Speed Limits

RCR 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 movement points.

Rotor Armor

The X-Wing and RCR VTOLs have large multi-blade rotor
systems. The rotors may have an armor rating up to 4 points.

Typical Advanced VTOLs
VX-26
Origin: USA  Type: X-Wing Attack Helicopter  Crew:2

Speed: Cruise=48 Flank=73

Weight: 11 tons (13 max)

Internal Structure: 1.1 tons (2 points)
Controls: 0.55 tons Rotor: 1.1 tons
Armor: 2.25 tons (Armor factor: 36 points)
Armor location values: Front: 12 Left: 7
Rear: 6 Rotor: 4

Weapons: One Machine Gun with ammo for 50 shots: 1
ton {nose mounted with 180 degree field of fire)

Engine: 5 tons

Right: 7

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

KA-37

Origin: USSR Type: RCR Attack Helicopter Crew: 2
Speed: Cruise=25 Flank=37

Weight: 8 tons (10 max)

Internal Structure: 1 ton (1 point) Engine: 1 ton
Controis: 0.4 tons Rotor: 0.8 tons

Armor: 1.8 tons (Armor factor: 28 points)

Armor location values: Front: 10 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 50 shots: 2 tons (fixed
forward field of fire)

Note: The KA-37 has wing pylons with 6 racks for
weapons. Each wing has a mount for one Stinger Missile
Launcher. All wing weapons are fixed forward firing.

Helicopters In Combat

The BFattleTec/r rules for helicopter combat and move-
ment are unchanged. The Stinger, Tow and Hellfire missiles
have increased damage values to reflect their real world
abilities. The technology that makes these missiles more
damaging is their anti~armor warheads, not micro chips.
Using them in a Battie7ec/ scenario may off balance the
game. If a 20th century scenario is being played, the missiles
shouid be used. The helicopters and missiles presented here
could represent Clan VTOLs. Players should use their own
discretion.

The Stinger Air-To-Air Missile

The Stinger is a low cost heat seeking missile. It may only
be used against flying targets. Units may defend against the
Stinger by using flare counter-measures. A flare counter—
measure defense represents 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 flares for 10
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. Il
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it was a typical night at Amoid's Bar and
Armory at seventh and Gatesville. Road Warriors
mixed it up with the Corporate Warriors (known as
'Solos’), with the bar's own weapons provided
free ot charge, as iong as the customer checked
his own weapon in with the hat check girl up front.
In one comer of the bar was a stage for the
women to stuff money into the Q-strings that the
men wore. On the other side, naked women
danced for the same reason—cash. The din
coming out of the speakers was the latest by the
cyberband ‘Veribat'. Stardust trails flashed across
the walls and ceiling from the lights shining on the
old fashioned disco globes. Smoke drifted up to
the ceiling from all the clients who still got a high
from doing MaryJane.

Off to the side near the dancing stage with the
women, Johnny Gibson, alias “Shotgun,” sipped
at a Bend-Me-Over as an olive-skinned dancer
flashed him a smile and ground herself down to
the stage floor, leaning over to where Shotgun
watched. Closer and closer she moved until her
ample chest was only centimeters from his face. A
siender hand reached out to stroke Johnny aiong
the right side of his face, near the computer
input/output jacks embedded in his skull at the
temple. These Cybernetic implants allowed the
user to mentally interface with a computer system
and to operate the software from “within.” The girnl
siowly stood back up, turned around to present
her posterior with the thin white strand of her
G-string caught between the two creamy globes
of flesh.

"“Okay darling. Here's a five for that one.” He
slipped a green into her waistband, lingering over
the fee! of her soft skin.

As the dancer stood up to go to another part
of the stage, Shotgun spied an old friend entering
the bar, the one he'd been awaiting for over an
hour now. Johnny moved away 1o intercept the
stunning woman in black ieather and fishnet body
stockings. “Ace! Ace! Over here!”” he yelled.

Along the way to meet his lady friend, Shotgun
picked up snatches of conversations.

“The Japos are going to raise the prime rate
over here again. Can you believe that?”

".heard that there was an accident on the
moon last week. A dome belonging to the
Europeans and all in it were wiped out.”

“Capetown is still holding up under the siege.
Mitsu just delivered a freighter's worth of food
past the blackies blockade...”

Ace had the most beautiful jade green eyes
sparkling under aubum bangs, eyes that tracked
him like the target sensors on a Blackcat stealth
‘copter. Her breasts were neither too large, nor
too smatl, but filled out her outfit perfectly enough
to catch the eye of every man in the bar. She
flashed a shark’s grin. Once he was within range
she said, “"Johnny Shotgun Gibson you oid fart.
Still can'tgetany, isee.”

“Always with the negative vibes, sweetheart.
You know you're the only wench for me. Come on
over to my table and let's catch up.”

“No.lwant to see some real men.”

“Ahbh. It's nice to know that you still care
about me. Anyway, you were the one who
arranged this meeting—and showed up late.”

Shotgun watched as Ace hesitated for a
moment before insearting her right arm through his
left to be escorted back to his table. They were
delayed by a knife fight, but eventually made it
back to his table. Arnold’s trauma team was there
right away to clean up the mess.

Johnny looked his lady friend over. Shelly
“"Ace"” Townsend wore a black fishnet bodystock-
ing made out of kevlar fibers. More keviar body

armor was inside the laggy black leather body suit
with a silver stud spike belt holding a pistol
holster, a similar studded spike collar around her
throat, and her feet were incased in the latest
‘Gestapo’ boots. A very sharp contrast to
Gibson's faded bomber jacket, bluejsans, and
dirty cowboy boots. “Shelly, Shelly, Shelly. Time
has fiown by for both of us.”

“What did you expect after a divorce? You're a
road warrior and a Netrunner. I'm a solo for Mitsu
inc. DO most of my work in the Pacific rim now
days. You wanted to stay here in the ruins of
America. The big bucks are to be had in Japan.™

“Then why are you here asking for me?
Sounds to me like Ace is the Superwoman of
twenty ought thirty four.”

""Dear ex-hubby of mine. | need your talents to
get me to the ruins of a certain place not far from
here. What's more, I'm authorized to pay double
your normal rate. Socoo..you'll be gettin’ fifty K
instead of twenty-five.”” She looked her ex’s face
over very closely, waiting for his answer.

“OK, | want to hear more. Let's blow over to
my digs to chat.”
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One good thing about living in the mountains
of New Mexico in New Albuguergue was that one
could still see the stars at night instead of the
chemical fog that one got in the megacities such
as Los Frisco or the megacomplex stretching

from Norfok north to Boston, with police AV-2s
(Tactical Urban Assault vehicles) and their ambu-
lance cousins crisscrossing the night sky, lights
flashing and sirens screaming to the city below.

Shotgun tumed the wheel of his 2030 Ford
Thunderbird-X into the apartment fortress com-
pound that he lived at. The turbine powered by
meta-alcohol and methane spun itself to rest and
silence in his parking space. The remote-control
missile and .30 caliber chain gun turret on the back
deck remained facing forward as the guill-wing
doors popped open and slid back along the
midnight blue body. Shotgun waved helio to the
night guard back towards the entry way, and
escorted his lady friend into the apartment
building. His trademark, an Atchison assauit
shotgun with a drum magazine in bulipup
configuration, was at the ready in his right hand.

A quite natural smile appeared on Ace’s face,
to which Johnny was puzzled when he opened
the main door for her. When asked about her
sudden smile, she said, quoting the guard, “How
doss old Shotgun get all the good lookin’ ones?”

“If only he knew the real truth about us. But,
how did you—oh. Bionic ears, right? He's a good
twenty-eight to thirty meters away.”

She pointed to her left ear. “It's the latest in
cyber-bionic ears.” Ace kept her smile plastered
on her face. It was one of those smiles women
have saying. “I've got several more secrets and
you're not going to get any (of them).”
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Ace laid her hand along his three-day-
growth-of-beard-covered cheek. ““Still pratend-
ing to be a Texas cowboy, aren't we? Picked up
any new John Wayne, or Indiana Jones cyber-
programs?”

"Justgetinside, willya.”

Once safely cocooned in his apartment they
got down to business. Inside the modest sized
apartment, Shotgun noticed Ace checking out his
video disk library near the flat screen TV. Siim
fingers traced a pattern scanning over the titles.
Most of the films were action/adventure in nature.
The Star Wars and Indiana Jones trilogies. The
original Batman TV series starring Adam West and
the later Batman movies of the late 1980s and
1990s. Several John Wayne westerns and war
movies mixed in with the ‘Conan’ type shows. She
looked back at Shotgun. “And V'l bet that your
cyber-programs match all of these titles.”
Shotgun decided not to respond.

Ace took out a small devide and swept the
room for bugs and other masty electronic vermin.
Once done, she replaced it back into her leather
jacket and sat down at the computer desk. She
slipped a datachip disk out of one of her other
pockets and used the mouse to bring the
information up on screen.

"Mitsu has contracted with me to do a Bag
Job. And to be sure that it's a sanitized job. It will
require you to perform a technical penetration
and locate a certain iaser disc full of neat junk just
waiting for us in downtown Dallas.”

Johnny grabbed the back of her chair and
whirled her around to face him. “Go into that
radioactive pit?! Damn! No wonder you haven't
found anybody yet to take you there. I'm not
going either. Get out of here!" He grabbed for her
arms, but she performed a neat littte martial arts
twist that sent Gibson flying in a ballistic arc over
the sofa into the coffee table, shattering its glass
top.

“Dear,” she went on, “let me finish. There is
somsthing eise that we have to do there. in order
to retrieve this disc out of the vault like | told you
before your outburst, | need a Netrunner to enter
the mainframe in the Williams building—that's
where we are going—and discover its location. it's
hidden in the data files there.”

“No way in Hell! That place is stili going to be
hot for another month. Those terrorists did a real
bang-up job with that extra dirty neutron bomb at
Love Field. And all the smaller ones along the
loop. Plus, the Texas Guard is keeping everybody
out. It's tighter than a ten year old virgin.”

“You mean to tell me that you actually found a
virgin that oid over here?”” she demurely asked.

*You know what | mean, dammit. This can't be
legal, either.”

“Ha ha ha. Legal? What /slegal in the states
now? The USA is no more. It's just a collection of
citystates, totally dependent on imports for food,
energy, raw materials. The Corporates see to that.
The lifestyles that our grandparents lived are
nothing more than faery tales we tell to chiidren.”

“Atleast | didn't just give up to go and live in
Japan. I hear that they are going back to their old
Samurai ways and other quaint old customs.”

"“It's a better lifestyle for me than it was for you.
I get to travel the world doing my job. Sometimes,
I even go up to the European space stations or
even the moon. Look at you. The peopie in this
berg are detuding themselves about bringing back
the old America. It's gone the way of the
pharaohs. The Drug War, the Second Mexican
War, the Fifth Terrorist War finally did in our dear
old country. Not to mention the plague years that
took out over a quarter of the planet's popuiation.

On fopof the deaths still Deing recorded as dying
from AIDS-Two. And need | tell you about the
pollution over here on this side of the giobe?"”

Shotgun climbed out of his coffee table and
went face to face with his ex-wife. 'Asia, my dear
wife, still produces more toxic fumes than Los
Frisco did ten years ago. You are beginning to
believe in our own bullshit press.”

"John,” Ace whispered, ““this is a way to pay
oft New Detroit for that fancy car of yours you had
them build.”

“Wrong, Ace. The Blue Machine is all paid for
after | did that run into Utah for them. In fact, |
receive royaity checks from Ford since they've
started to market the Thunderbird-X. Especially
whan someaone orders the weapons package and
four whesl drive options like | have on the
prototype out there. You see, Ace, Mitsu didn't
get a/the information it wanted about ms and my
affairs like you believed they did.”

Johnny went into the kitchen and came back
with two cans of beer and handed one to Ace.
They drank in silence for several minutes. Ace
ejected her disk and turned the computer off.
Standing, she embraced Johnny. ““| know some-
thing else about this mission that wiil make even
you beg me to allow you to come along. That
same computer mainframe is hooked up to
Central Bank and Trust. Mitsu has one third
interest in it and will allow you to transfer their
funds into your account.”

Johnny's steel grey eyes bored into Ace’s
green eyes. "What is on this disk that Mitsu is
willing to go to war with the nation of Texas
over?”

Kissing him on his stubby cheek, “Ours is not
toreason why.”

*‘But to do or dig’ is how that line ends, Ace.
Even having sex with you again is not going to be
enough for this job. We'll be driving into punk
road warrior territory on the other side of Clovis.
Have to jog down to Lubbock to restock our fuel
and ammo. And then there’s the three hundred
mile stretch between Lubbock and Fort Worth
where farmers battle it out between the punks and
the druggies.”

She undid his red and white plaid western shirt
and rubbed her hands over his hairy chest. He
responded by heiping her out of her jacket and
unzipping her bodysuit, noticing several scars that
were not on her person the last time they made
love. To his trained eye, Shelly's left arm was now
bionic. The newer bionic limbs on the market
today can totally fool anyone. Another surprise
was the fact that he could feel the inserted body
armor beneath the epidermis. To which he
remarked, “'That's one way to keep your figure.”

There was no need for a response. Shotgun
picked his ex up in his arms and carried her into
the bedroom. Their bodies were now on auto-
matic, but their thoughts were on the journey to
come.
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It was a typical mid-morning, mid-August
Texas day. Not a cloud in the clear biue sky
above. The fields to either side of the four lane
divided highway were full of cotton and wheat
stubble. Here and thers, the burnt-out shelt of a
truck or carrested onits rusting matal rims.

From over the slight rise in the terrain raced
Shotgun and his Thunderbird-X, trading
machinegun fire with an old mode! Dodge pickup
and twenty or so punk riders. A few bullets
skipped off the armored right side of the car. The
wind whipped the multi-color hairdos of the
bikers around their faces as another burst was

fired off.

Ace manned the manual controls to the
weapons package from the righthand seat.
Johnny was plugged into the car's computer. In
his mind, fuel flow figures, engine temperatures,
tire pressures, current weight of the car, con-
ditions of the road surface, and hundreds of other
factors received his constant attention with each
millisecond of time passing in the ‘real’ world,
Digital readouts also flashed onto the tinted visor
of his blue and white heimet.

"Okay, Ace. I've only got two more LAWS in
the launcher. Can't let you play with these guys
anymore than you aiready have.”

“Shutitup. 'm aiming.”

Another LAWS rocket screamed out of the
launcher to impact against the front end of the last
punk rocker's pickup truck making the vehicie flip
end over end to block the roadway. One of the
bikers couldn't turn out of the way quickly anough
and he flipped end over end as well. The others
decided to let the blue Thunderbird-X pass on by.
Easier pickings were to be had elsewhere.

Ace raised her helimet visor and flashed
Shotgun a victory grin.

Johnny kept the speedometer at a moderate
95 mph pace until the last smoking wreck was
about three miles behind. He pulled off to the side
of the road and stopped, double checking the
radar readouts. No targets closing in on them
from behind. He disconnected the two wires from
the overhead console panel and flipped up the
tinted, electronic visor to his heimet. “"What do
you think about this car now?™

Ace returned his gaze. “Fancy. But it's real
easy touse up alotof ammo."”

“That's why | usually control weapons fire
while I'm in the computer. it's been awhile since !
went punk hunting. Feels good. We'll stop in
Lubbock and get a refil and reload as we
planned.” He reinserted the wire jacks that exited
his helmet at the right temple into the overhead
console and accelerated back onto the roadway,
twin plumes of dust rising from behind the rear
tires.

The trip into and out of the fortress city of
Lubbock created no problems. Shotgun decided
not to stay on U S. 84 to Roscoe and join up with
Interstate 20 there to go into Abilene and on into
Fort Worth. Because it was a heavy traffic road, all
weapons-equipped motor vehicles were required
to have their weapons ‘peace sealed,” meaning
sticking red flags on ail visible weapons and
putting a lock on the inside arming switch. Gibson
decided on U.S. 82 as if he were going to go to
Wichita Falis. it would be at Seymour that he
would take State 114 to Jacksboro and join up
with State 199 into northwestern Fort Worth.

The drive through the South Plains counties
east of Lubbock went without any troubles what
so ever. Things started happening in Seymour.
First they had to evade a Texas Guard Tank
Company battling a combined arms punk army
the size of which neither Ace nor Shotgun had
ever seen or heard about before. It was early
evening by then and the town of Seymour lit up
the sky with tracer rounds. Backtracking and
detouring took the couple down to Haskell and
onto U.S. 380, two hours behind schedule.
Eventually, the Thunderbird-X arrived in Jacks-
boro, Texas, where they tried to make up the lost
time.

Outside of Azle, Ace motioned Johnny to take
a farm market road to the north which he did. Six
miles later, she directed him to park near a burned
out farm not far from Eagle Mountain Lake. The
digital clock in the dashboard was flashing 9:57
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PM. Shotgun checked his motion detection
sensors and viewed the outside world in the
infra-red. No humans or any other animals were in
the area.

"So, what's the plan? Why are we sitting here
in the shadow of ametal tool shed?" he inquired.

Ace turned to look at Shotgun. “First, we get to
stretch our legs. Second, you help me unioad the
ultralight gyrocopter from the backseat. Third, we
fly into Dallas below radar. Simple, really.”

Shaking his head in disbelief, “Why did | even
bother to ask? Okay. Let'sdoit.”

“You know, Shotgun,” Ace said as she
climbed out of the righthand car window, "with
the Quard fighting back in Seymour, it just might
be easier to sneak into Dallas.”

“Ahhh! That feels good,” he said, stretching
his arms up above his head. “Maybe. But don't
betonit. And by the way, how are we going to see
our way into Dallas flying alittie ultralight?”’

“Because, dear, | have the map stored on a
brain chip. You and | both know how to fly this
thing using the low light intensifiers included in
our helmets. But my chip has the latest
information on where the radar sites are, the
condition of downtown, location of patrols and
anti-aircraft batteries. And lots of other neat
stuft.”

*“‘Neat stuff’ she says. | didn't feel any armor
plating in your butt the other night. And | sure as
hell don'thave any in mine.”

"Don't worry. I'll keep us away from the
patrols.”

LR R

“‘Don’t worry, she said. I'll keep us away from
the patrols.’ You're not doing so well at that, are
you?” Shotgun yelled into his mic as he fired off a
drum of solid shot down towards the ground and
behind the little red fiberglass gyrocopter. Target
information was being flashed onto the inner visor
of his heimet from the minicomp hooked up with
his shotgun. It helped him keep track of the type
of ammunition and number of rounds remaining
in the drum.

“Oh will you stop complaining. I'm trying to
drive, can'tyou see!”’ Ace screamed.

A hundred feet below on interstate 30 where
~ort Worth and Arlington joined, a Texas Guard
Hummer drove along at breakneck speed; the
squad of troopers in back fired off their
Sternmeyer M-95A2 556mm NATO caseless
assault rifles using depleted uranium rounds.
Buzzsaws screamed by Ace’s and Shotgun's ears
in the semi-enciosed cockpit of the gyrocopter.
aAnd more important, not one bullet had yet hit
their tiny craft.

Tuming around in his seat to reload and to look
at his ex-wife, Shotgun said, “Damn! Sure would
like to get my own Sternmeyer once we get back
to New Albuquerque.”

"Know what you mean. Looks like we'ill have to
Jivert down to Duncanville, then swing back up
into central Dallas.”

“No way. You'll be fiying over the old Naval Air
Station at Mountain Creek Lake. Tum back to the
north now and follow the Trinity River and head
for Love Field.”

"Thought you didn’t want to go there?”

"l said ‘head for Love Field,’ not ‘fly over.'
once we are within the boundary of Loop 12, tum
back towards 1-30."

“Actually, the Williams building is near the
Market Center. If we made like we really wanted to
go to Love Field, that could buy us some extra
time now since we have been discovered.”

More buzzsaws flashed by the littie gyrocop-

ter. “Do whatever you want, Ace. Just do it!”
Johnny fired off some more rounds.

LR N

While assembling the gyrocopter, Ace had
told Johnny that they would have to land on the
roof of the Williams building and then make their
way down to the computer room. Thankfuily, the
Williams building was only twenty-five stories tall,
one of the litle ones built in the last century.
Landing was no probiem after the coupie ditched
their tail justinside the loop. It was unnerving to fly
between darkened office buildings in that dead
city. Several tall columns of fire with black oily
smoke climbing up into the night sky stood as
grave markers for the thousands who died in the
attack. if it wasn't for the nosa filters both of them
wore, they would not have been able to get this
far into Dallas. Ace glided the little red machine
within scant inchas of one of the air-conditioning
modules. Take-off would require the use of the
little rocket booster nestled undemeath the main
landing gear brace near where the taii boom
joined the main body.

Shotgun finished staking the tie downs into the
roof while Ace checked her sensors. No heat
sources that could be human bodies wera
anywhere near the building. On the outside, that
is.

Entering the building required Ace to punch a
code number into the inspection hatchway.
Twenty minutes later, the two interiopers were
inside the Wiliams building’s main computer
room. The ciean up crews had yet to go through
floor by floor of this building. Johnny carefully
removed what once was a woman from behind a
desk and laid her out on the fioor. Then he seated
himself before a standard interface terminal and
withdrew a small package from his jacket pocket;
a couple’ plug in jacks and an interface modem
with personal datachip disk to store new informa-
tionon.

“Shotgun. I'm going on down to the main fioor
to check out the security office. Be backin ten."”

“OK, Ace. I'll track you through the monitors
when you get down there.”

Once Shotgun was all set, he patched “IN." His
mind filled with images of grey-white static in a
whirlpocl as his “computer program of himseif”
dropped “OnLine.”

* W kNN

Johnny Gibson was now in Michael Keaton's
version of Batman. All around him was the 1989
movie version of Gotham City. This was just one
version of the ‘Comic Series’ of interface
programs out on the market. He had a copy of the
Adam West Batman program, but it crashed in
Utah. The "Batcave” was really .a data wall of
layered static that “reflected” any trace program
from finding the “entry way" that the Netrunner
used to enter the computer system. Shotgun was
using a Level Six protection program, the next to
the best available on the market.

The roads in this city were really the electrical
lines of the system. Computer workstations, disk
storage units, other modems were “buildings.”
Computer “defense” systems were brick walls
that accepted only coded messages to allow the
user to go any further. And there was a large one
right in front of him. Batman (Shotgun) withdrew a
hammer from his utility belt and aimed at the first
wall in front of him. In appearancae, it looked ke a
20 pound sledgehammer. With a mighty swing,
the first wali came crashing down. Batman was
weil aware that using a program would alert any
nearby defense programs. On the other side of

the wall was a medium size, shaggy biack dog
with a spike collar. A Level Three Alarm program. it
leaped toward the intruder, teeth bared. Another
item appeared in Batman's hand from the utiity
beit. it was, of course, a twin-bamreled shotgun,
which he fired. This caused the Watchdog
program to crash and disappear.

Batman called up the Batmobile and it
appeared by his right side. He climbed in and off
the computer car went. Inside the twin seat
cockpit, Batman activated his ‘stealth’ program.
Driving down the city street, the Batmobile raced
past many low level security programs that had
activated since the intrusion into the system one
quarter of a second ago in the “outside real time.”

He stopped before the poiice station and
climbed out. Everything was stit going A-okay.
Using a Level Four Codecracker, Batman gained
entry into the Williams building security office and
swaggered over to the “TV Monitor” room.
Playing with the controls there, he finally sighted
Ace just exiting the elevator on the ground fioor,
checking the comers for any possible ambush.
Opening up the TV console in the computer
generated police station, Batman inserted a ktte
program to relay Ace's image directly back to the
Batmobile (or a litle Sony TV-Watchman pro-
gram that was located inside his utility beit main
program).

That done, he went over to the “Dispatcher”
room to get a copy of this system's map of the
city. He had to stop outside of the room. The
Joker stood waiting for him. The Joker was
actually a cover for what was called in Netrunner
terminology a “Demon.” A program simiar in
function to his utility beit program except that a
Demon carried programs to track down and either
eject a Netrunner or kill one outright, and
everything possibie in between. Batman activated
his “Invisibility” program and brought out his
shotgun again. The beit also provided a special,
ong-shot bullet designed for such cases as this
one. it was a “worm Bullet,” a short program %o
drillinto a Demon and kill it.

Wwith a roaring laugh, the Joker tumed and
attacked. Batman's inwvisibility program mustn't
have been powerful enough to prevent the Joker
from seeing through.

“You can't hide from me now. Ha ha hatt”
cried the Joker, still laughing.

A shotgun biast of fire, and the Demon
crashed to the floor and vanished with one iast
taunt. “You're supposed to be the good guy! You
shouldn’'t have killed me!” Quickly, Batman
entered the room and took a picture with a small
camera that transmitted the image back to the
Batmobile.

It was now time to go over to *“City Hall' which
was in reality the Central Data Processor. There,
inside the massive structure, Batman met the
mayor.

'S0, you are Batman? You've made it this far
and subverted my defense programs. What
information do you request?” spoke the mayor.

In other programs like the Dungeon, the mayor
would be either aking or amighty wizard.

“Thank you, Mr. Mayor. | have been informed
that the Data Disk Fire Amow Able Seven is stored
within the Williams storage vauit. 1 require access
to same.”

The mayor accessed the requested informa-
tion, which took a iong time in the Netverse (Net
universe). Eventually, the mayor answered, “i do
have that file listed in my records, Batman. But,
there is a flag on it—directed to you, Johnny
Shotgun Gibson.”

“"What?! To me directly? How?"
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"It's signed 'Corsair.’ It also has the seal of the
United States encoded.”

"Letme see the flag.”

Before his eyes, a red flag materialized next to
the mayor with a post-it note tacked on. it read:

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
CODE. THIS PARTICULAR AGENT IS CODED TO
ATTACK NON-ASIANS. HOW DO | KNOW THIS? |
WAS ON THE TEAM THAT THE GOVERNMENT
SENT IN TO DESTROY THE LAB. THE GUARDS
CAUGHT VEGAS--REMEMBER HER? | TAPPED
INTO THE NET AND WITNESSED THEM PLACING
HER IN A TEST CHAMBER. IT WASN'T PRETTY.
IT WAS LIKE HER SKIN ERRUPTED IN SORES. IT
TOOKA WHILE FORHER TO DIE.

DON'T LET ACE GET THIS DISK. SHE'S BEEN
MINDWIPED AND REPROGRAMMED! SHE'S THE
PERSONAL SNATCH OF SHO FUJITA, CHIEF
CNO OF MITSU. A REAL BANZAI TYPE DREAM-
ING OF EMPIRE. THE JAPS CONQUERED US
ECONOMICALLY IN THE LAST CENTURY. HE
WANTS TO FINISH THE JOB MILITARILY NOW. |
KNOW YOU. THERE IS A FALSE FILE MISSING
THE REQUIRED PROGRAMMING LINE FOR THE
DNA CODE. GIVE THIS FALSE PROGRAM TO
ACE. —CORSAIR

Shotgun removed the Batman cowl and
looked at the mayor. “When was the message
attached?”

"Two hours, thirty-four minutes, twenty-six
seconds before the Love Field bomb exploded.
Corsair was in the Williams building keying this
information in and was scheduled to leave Love
Field at approximately the same time that the
axplosion took place.”

Johnny thought back to a time several years
ago when he and Corsair would enter Drug Lord
computer nets while they were in the army
together. After a Net raid, the assauit squads
would be air-lifted into the target zone for a
rubout.

“Is there a separate file dealing with Fujita
here? One that | can downioad as well as the fake
program?"

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

“Did you get it?” was all she asked. Her
Mini-Uzi was not pointed all that far off line from
her ex-husband.

“Sure. I'm ready to biow out of here," he said,
standing up. "'Let’s head back up to the roof.” He
gestured to Ace to lead the way.

The journey back to the farm where Shotgun's
Thunderbird-X was waiting had a few close calls.
A Texas Guard air patrol almost spotted them
fiing the little booster on the gyrocopter while
leaving the Williams building. And then another
patrol forced them to almost invade the area
containing the Meacham Field Municipal Airport in
northwestern Fort Worth. Eventually, they landed
atabout fourin the moming.

“Ah, hell. Now we have to tear this sucker
down,"” Shotgun tiredly said, referring to the
gyrocopter. He walked over to his car and input
his security code into the door handle keypad.
Ace, he noticed, was still standing by the
gyrocopter, her Uzi submachinegun pointed at
him in no uncertain terms this time.

“I knew that this was going to happen, Ace.
Yessir, | sure did.” he said, shaking his head sadly.

He tossed his interface modem with the disk still
inside it, into the front seat. "'Tell me before you
try to oft me; how are you enjoying Japanese
society? Especially the one envisioned by
Fujita-san?”

“Amazing, a question from you that | don't
understand. Will wonders never cease?”

Shotgun kept his ex-wife in sight while double
checking that the drum to his Atchison was firmly
seated. He already knew what loads were in it.
Solid shot that he had switched back in the
computer room while waiting for Ace. “Tell me,
Shelly, who were you contacting down in the
lobby? The Net there didn't have a radio tracking
system | could plug into. Was it your lord and
master? Via shortwave satellite uplink maybe?"”

“You're doing quite well on your own. Just go
on with this little drama you're setting up.
Otherwise, give me the damn disk and | might be
forgiven for letting you live out of this deal. And
don't shift that shotgun in my direction anymore.”

“You have heart, lady. I'm guessing that you
already know that this disk contains information
about a germ warfare agent that affects all
non-Asians. And that there must be an antidote
that Fujita-san has promised you for when it
comes time to unleash it on the world. You see, |
came across this very interesting file about your
current main man. It was fun reading. A powerful
corporate executive getting into politics now. But
he has this dream of a new Japanese Empire.
Reading his file made me think about all those
fictional stories of littie tin piate South American
dictators who sheitered the Nazis after Dub'lyoo
Dub’iyoo Two. The long awaited, and hoped for
rise of the Fourth Reich. But—from Japan?!

*Just how do you fit into his plans for the
future, Shelly? He picked you up on the white
slave market or what? Was that how you got your
mind wiped? Or was that after you joined his
organization?"

“Oh shut up! Nosy littie bastard, aren't you? |
was on a job that indeed deait with white stavery.
But my cover was blown before | could get away.
It just so happened that Fujita was in the market
for a concubine. He made me an offer | just could
not refuse. A concubine/solo. | go around with
him doing my regular work and then afterwards,
lethim have sexwithme."”

“Don't tell me you've deveioped the Alpha
Male complex? Being attracted to the most
powertul male thatis around at the moment?”

*] can understand you thinking that way. Now,
remove that chip from your interface modem.
Leave it on the roof and back away from the car.
And leave your shotgun on the roof as well."

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

Before she could put a mask on her emotions,
Johnny caught a quite genuine look of surprise
cross her face. “How—how could you possibly
link me to doing something like that?” she asked.

"Just be speaking up—either way, you confir-
med that you are the one responsible for the job.
While in the Net, as no doubt you are becoming
quite aware of now, | happened to come across
some very good information about your boss and
his business. i've told you about his plans. And
both of us know that he now has the power base
to take control of Japan. But this germ warfare
project leaked out and the other nations of the
world have managed to steal the formula and are
conducting research on it up on the moon--or
they wergbetore you put a damper on things. To
prevent the ESA member nations and the United
States from stopping him, Fujita sent you up

there to destroy their biolabs. Amazing that Mitsu
also had a joint development lab located within
that very same dome. Am | on track so far?”’

Ace’s only answer was to pull the trigger on her
submachinegun. Shotgun ducked behind the
tender of his car barely in time, his Atchison ready.
After counting to three, he popped up and let
ioose with two rounds. Ace wasn't waiting around
to be a target. She had disappeared into the tall
brush and weeds between the shed and the ruins
of the farmhouse.

Another hail of bullets showered him in sparks
from the armor body of his car. The fire was
coming from the tree line going down to the lake.
He mumbled to himself, “Damn. She also has
bionic legs.” He got down on his belly and
crawied over to the shed, thinking along the way
about what Shelly had tumed into. Persons who
had too many bionic and cybemetic implants
began to suffer from cyberpsychosis. They began
to lose empathy with Humanity.

Shotgun was without his helmet now. He
couldn't use the infra-red tracking without it. He
finaily reached the side of the shed and leaned
back up against it, scanning from left to right.
Nothing. “Where is she now?" he subvocalized.

A sudden bang and sheet metal siding gave
way to a feminine arm punching through and
trying to grab him around the neck. A quick
combat roll and he was up and firing. A scream of
rage sounded from the other side of the wall. The
arm, flesh ripped and bleeding from punching
through the wall, now showed the chrome metal
undemneath. Another crash and bang rent the wall
and Shelly “Ace"” Townsend sprang through the
jagged gap in the shed.

Johnny knew that he couldn't penetrate her
chest armor, so he fired at her head to stop her
charge. Even decapitating her with a shotgun
blast did not hait her charge, which knocked the
wind completely out of him. What used to be a
woman, his wife, and lover, turned into a
cyberkiller by one Sho Fujita, was dead.

And one day, Johnny thought, he will be dead
by my own hand.

He laid under the bleeding body till way past
dawn. Tears rolled down his face. There wasn't
much biood sweeping from her body. Only her
head and torso were original parts. All the rest was
bionics and body armor covered with living flesh.
Johnny Gibson decided that he didn't want to
know when Shelly had gone over the cyberpsy-
chosis edge.

Under the front seat was an entrenching tool
that he used to dig her grave. Enough boards
were around to make a cross. While digging, he
thought about the good times the two of them
had when they first married. Plans for the future
that never came about. About living in the future
space colonies that were just starting to be built.
Ot raising a family out there. Away from the
caesspool that the Earth was becoming. How
world events robbed them of their dreams.

Once the task was done, Johnny stared out
towards the western horizon, seeing beyond to a
place where one Sho Fujita planned to rule
someday. And of planning a very different future
for that not so honorable gentleman.

w Rk ok Wk

One year later (vanslaled from Osaka News-
03086robituary column)—

‘The Honorable Sho Fuijita, chairman of Mitsu,
Inc., was found yesterday evening at home... He
was discovered by a household guard in his study
where Fujita was relaxing with a cyberdeck...
Death has been ruled as an accident..” [l
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he Bunker Hi class cruiser is
T one of the oldest classes in the

ASF inventory and some have
been active in the confiicts 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 were built to withstand broadside
energy attacks. The ASF has been
building the Burker A/ class cruiser for
forty years at the rate of about one
every two years. Although the ship was
a sound design, the Orskany CG-24
was the last ship built, because of the
construction program for the new
Aernnedy class cruisers, which began in
2285.

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

The ship itself is 103 meters long
vith the rotational arc of the habitats
neasuring 54 meters in diameter. The
stern of the ship contains an old military
756 magawatt MHD turbine and a 75
magawatt stutterwarp drive, also old
nilitary. The vessel carries 11, 250 tons
of fuel, which takes up nearly two thirds
of the vessel’s volume. Even so, at full
sower this is only enough for fourteen
jays of operations.

The crew consists of 55 ship’s
rersonnel and 100 troops. The crew
ves in two spin capsules amidships
~hich contain the berthing, dining and
iving spaces. The spaces are fairly
cramped since only 25 cubic meters
are allotted per person. However, the
roops are oniy carried for boarding
missions and are not normally carried
on 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

™E Bunker -

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
lasers 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-5 drone on each
pylon. The Brazilian Navy has two
AAS-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 of all Bunker Hill
class cruisers is listed below along with
the ship’s statistics list. ~ *

U.S.S. Bunker Hill CA-04
Commissioned: 2241. In service:
2241-2256. Decommissioned 2258.
Converted to museum at L4 2260.
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U.S.S. Concord CA-05
Commissioned: 2243. In service:
2243-2268. Decommissioned: 2268.
Sold for scrap to Trilon 2268.

U.S.S. Bennington CA—-06
Commissioned: 2245. In service:
2246-2248? Lost in transit to King
from New Melbourne. Probably
destroyed.

U.S.S. Newtown CA-07
Commissioned: 2247. In service:
2248-2275. Decommissioned: 2275.
Sold for scrap to MidTech 2276.

U.S_S. Wilmington CA-08
Commissioned: 2249. In service:
2250-2278. Destroyed while touring
Chinese Arm. Burned up over
Hunjiang. Possible terrorist related.

U.S.S. Germantown CA—-09
Commissioned: 2250. In service:

2250-2253. Suffered engine failure
and bumed up over Earth 2253.

U.S.S. Savannah CG-10
Commissioned: 2252. In semice
2252-2260. Sold to Brazil 2261.
Recommiissioned: Marcilio Dias CG-
04 2270.

U.S.S. Charleston CG-11
Commissioned: 2255. In service:
2256-2260. Suffered fire damage in
2251 during construction. Mothballed
2260. Sold to Azania 2280.
Recommissioned: Joseph Mbutuo
CG-1 2281.

U.S.S. Long Island CG-12
Commissioned: 2254. In service:
2254-2294. Sold as scrap to Trilon
2295.

U.S_S. Lake Champlain CG-13
Commissioned: 2260. In service:

Hill Class Cruiser

2260-2270. Mothballed 2271. Ready
reserve fleet. Under consideration for
purchase by Texas.

U.S.S. White Plains CG-14
Commissioned: 2262. In service:
2262-2270. Mothballed 2270. Sold to
Australia 2295. Recommissioned
H.M.S. Perth CG-101 2296.

U.S.S. Trenton CG-15
Commissioned: 2264. In service:
2264-2267. Mothballed 2268. Under
consideration for purchase by
Canada.

U.S.S. Princeton CG-16
Commissioned: 2266. In service:
2267-2277. Sold to Japan 2278.
Recommissioned: Hirohito CG-10
2282.

U.S.S. Ticonderoga CG-17
Commissioned: 2267.

In service:

L0
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2268-2278. Mothballed 2278-2299.
Recommissioned 2299-present.
Stationed in King system. Conducts
anti-piracy operations.

U.S.S. Saratoga CG-18
Commissioned: 2269. In service:
2270-2274. Reserve status. Damaged
while running German blockade 2274.
Recommissioned 2300. Deployed to
French Arm against the Kafers.

U.S.S. King's Mountain CG-19
Commissioned: 2270. In service:
2270-2275. Damaged docking with L4
station 2275. Mothballed 2280. Ready
reserve fleet.

U.S.S. Yorktown CG-20
Commissioned: 2272. in service:
2272-2280. Mothballed 2280. 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-24
Commissioned: 2281. In service:
2282-present. Deployed to Beta
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

Off Bridge: 6/15 (3) Engineering 12
extra damage control personnel, 100
(5) Ship’s troops, 2 (2) Medical.
Bridge: 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.

last issue?

VOYAGES SF (1 is high)?

Voyages SF 16 Reader Survey

Readers are encouraged to complete the survey below. Either
photocopy this form or list the articie numbers, with appropriate
ratings, on a post card. Rate articles: Excellent=-4, Good=3, Fair=2,
Poor-1, Not Read-0. Please mail compiseted survey by October 1,

1991.

1 Commlink

2 _____ An Obvious And Current Menace
3 ____ Optional Helicopter Ruies For BattleTech
4 Linkup

5 ___The Bunker Hill Class Cruiser

6 _____ The Hunt For Patrick Hersh

7 ____ Trouble On DM-738

8 Words To Game By

9___ Reviews

10 _ Graphics and lllustration

Q1: Is this issue better than, as good as, or not as good as our

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

Q3: Rating in order of preference the most recent issues of the
gaming magazines you read, where would you rate this issue of

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
Lovecratftian nasties - if they have faith
Plus Game Reviews, Commlink, Words
To Game By, and more!

General Information

Warp Efficiency: 3.82/2.64/2.29,
Power Plant: 76MW 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:
550/275/138, Power Plant Hit
Capacity: 275/138, TTA's: 11, TAC:
Active operator, Passive operated,
Fire control (11) Remote pilot (2),
Bridge: Captain, Navigator,
Communications, Computer (2),
Engineering (2), Damage Control: 15
(5 Groups), Ordnance (see text),
Crew comfort: 0, Crew quality: 0. W

FUTURE VOYAGES




The New

TWILIGHT:

2000

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 high-tech equipment
is failing, piece by piece, as spare parts and mainte-
nance time evaporate before the march of an endless
campaign. The frontlines are now held by a few grim and
desperate soldiers.

The U.S. Fifth Division has tenaciously held the 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.

Twilight: 2000—the roleplaying game of World War
.

Characters: Nationalities, new career types, skills,
characteristics, military and nonmilitary backgrounds.

Combat: Revised, realistic, easy-to-learn system.

Travel: Types of travel, time scales, vehicles, encoun-
ters, maintenance, fuel, repairs.

Encounters: Dangerous environments, radiation, dis-
ease, contaminants, reasons for encounters, typical ad-
ventures.

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

Danger: Places to go and reasons to go there. Plus
reasons to wish you hadn’t.

Twilight: 2000: Roleplaying in the devastation of
WWIIL

2nd Edition Twilight: 2000.
The boxed set includes a 288-page basic rule book,
20x28” map of Europe, and blank forms.

SINCE 1973

GDW: 2001. @‘v At your hobby
Boxed. or game store
$24.00. July 28, 1990.

P.O. Box 1646
Stoominglon, Il 61702-1646

“WHAT FOOLS WE WERE to al-
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-
mocraciesflourishedin Greece, and
warred continuously upon each
other.

“How could we have forgotten
thatinthe War of 1812the 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 for war?

“How could we have forgotten
that Hitler was elected?”

Janosz Skrivkin
Chancellor of Croatia
1999
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ADREAMS OF STEEL ADVENTURE BY BRAD MADISON

Introduction

This adventure was designed for 3 to 5
players using the Dreams of Steel
supplement to the AMopheus RPG 1t can be
adapted. however, to any dark future RPG
such as Shadowrun. Cyberspace. Cyber-
punk. ot any science fiction RPG where the
GM feels the burning desire to torment his
players.

The Setting

The adventure is set in the completely
mythical city of Steeltown, one of the six
U.S. cities to survive a nuclear exchange
with the Soviet Union. It is a vastly
overcrowded metropolis, teeming with
violent street gangs, power-hungry crime
lords. desperate legions of homeless people,
and a brutal police force determined to keep
them all in check. Twenty years have
passed since “the Great Nuke-Out™ and all
15 not well.

The Problem

Our plaver characters begin the adven-

ture living in one of the hundreds of
apartment complexes which house the
lucky majority of Steeltown’s citizens.
Cramped, over-priced, and offering little in
the way of privacy, the apartments are still
a vast improvement over living in the
streets.

The only problem the PCs have is that
they have no money to pay next month’s
rent. Steeltown’s landlords have no meicy
towards tenants late with their payments
and it should be stressed to the players that
life on the streets can only be described as
hellish.

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 likely get the PCs killed. In fact, any
illegal acts should be avoided. The GM
should, instead, encourage {or force) the
PCs to look for jobs.

Drawing upon personal experiences, the
GM shouid make this search for employ-

ment as humiliating and frustrating as
possible. Endless lines of fellow applicants
should force the PCs to waste valuable
hours just standing in line. Cold-hearted
interviewers should ask them embarrassing
and insulting questions like: “Would you
submit to a full body search?” or, “Have
you ever petformed, or are you contemplat-
ing performing an unnatural sexual act?”

During this time, the GM should allow
the PCs numerous dice rolls so they think
they actually have a chance of getting one
of the jobs for which they are applying. If
someone rolls especially well. tell him he’s
made it to the second interview stage
{where, of course, he can bomb out). To
allow the players to have a little fun, let
them get into a brawl with some of the
other applicants and maybe let them trash
the Personnel Dept. of the company to
which they are applying.

Finally, after about a week, the PCs
hear of jobs in the recycling business. They
show up at a place called, “Waste Not,
Want Not,” and walk inside. The first thing
they should notice 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 salary fot
the positions for which they are applying is
$150 per week plus 1% 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
tecycling, they'll be bringing in human
corpses.

As disgusting as this 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 prepated, ate
used as fertilizer on the fields of the huge
city-owned farms which feed the city.
Additionally, the organs of the fresher
corpses can be harvested and transplanted
to other citizens who are victims of the
cancer epidemic which continues to rage
due to the radioactive dust which periodi-
cally blows in from other parts of what used
to be the U.S. The base rate for corpses is
ten cents per pound. If a corpse is less than
an hour old and has organs which can be
haivested, the bonus is five dollars per
usable organ.

If the PCs accept the job, they are told
to teport to work tomorrow morning at 6:00
am (and given 20 dream points).

In the eatly morning darkness, the PCs
artive at WNWN to begin their first shift.
They are supplied with kevlar vests,
identical coveralls and fitearms. The
necessity of these items, which, inciden-
tally, have to be returned at the end of the
shift, will become obvious later in the day.
They also meet their crew chief, Big Al
Hrobosky. Al is a thickly-built, sturdy
looking individual with a full black 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.

Alleads his newly-outfitted crew down
to their “Waste Reclamation Vehicle,” a
modified dump truck with a battered scoop
on the front. 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
stinking, swollen bodies of the dead isn't
teally the hard part of the job. The hard part
is figuring out how to avoid becoming one
of the stinking, swollen dead. This is not an
easy task, as out PCs will quickly learn.

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

At this point, the GM should allow the
PCs to do their jobs and make some honest
money. For kicks you can have them
ambushed by competitors, or just attacked
by a street gang. Bribing the cops to harass
the competition is a common tactic in the
recycling industry. If a PC thinks to do this,
give him 50 dream points. As a plot 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 injury or
death to a gang member will earn the PCs
that gang’s wrath until the “debt™ is
repayed. Another possibility is to have a
cop harass them unmercifully, keeping them
from doing their jobs and ticketing them for
illegal parking or speeding. Any violence
done a policeman will have dire con-
sequences.

GMs should feel free, indeed obligated,
to make the PC’s lives as miserable as
possible.

As a final note, some gamers (and we
know who you ate) will decide to create
their own supply of cadavers by running
around murdering people. The GM should
try to discourage this, but if necessary, have
the PCs’ actions witnessed by an innocent
bystander or a cop. Better yet, have one of
their victims be a street gang member and
have the surviving gang memberts hunt the
PCs relentlessly, even breaking into theit
apartment to try and kill them.

To those players who 1oleplay the best,
give 30 DPs. Everyone else should receive
20 DPs.

The Plot Twist

As if the PCs weren't having enough
fun, we now come to the main part of the
adventure.

One day, while the PCs are out
working, they hear of the disappearance of
Patrick Hersh, the [7-year-old son of
prominent businessman J. Leno Hersh. The
young man's worried parents are offering a
$10,000 reward to the person or persons
who bring back their son ALIVE. While it
may not seem like much to us, $10,000 is a
fortune in Steeltown. It can buy the PCs

virtually anything from a rent-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 their
Jobs.

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
striking it rich. With all this competition,
it’s unhkely the PCs will be fortunate
enough to stumble across the kid and claim
the reward, but for Waste Not, Want Not
the “Hunt for Patrick Hersh™ is turning into
a bonanza. The Evening News reports the
daily body count as gangs of searchers run
into other gangs of searchers and the
inevitable firefight erupts. The PCs are kept
busy just picking up the remains.

It is at this point that the GM can allow
the players complete freedom of action.
They can continue working at their jobs. or
mote likely, they’li decide to try and find
Patrick Hersh themselves. Beyond this, it
would be difficult to predict what course of
action a group of players might take.
They’ll probably try to conduct an investi~
gation of their own and run around
questioning people who might have known
Patrick and generally making a nuisance of
themselves. With this in mind, it might be a
good idea to have some facts and NPCs
ready to help or hinder them in their quest.

Patrick Hersh was a skinny, pimply-
faced young man with long, brownish-
blonde hair. Even though his parents were
wealthy, he didn’t fit in with his affluent
classmates at Westwood Academy, the
private school his parents put him in at the
beginning of the school year. He had no
girlfriend and those who knew him say he
gencrally kept to himself. The one memor-
able aspect of Patrick was his fascination
with phrenology.

Snooping around Westwood should be
made difficult for the PCs, as the rich
generally have strict security measures
which keep away strangets (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 time. The only facts of
value they come away with are his
phrenology hobby and the name of his old
school: John Wayne Memorial High.

At John Wayne, which is located in the
John Wayne Apartment Complex in south-
ern Steeltown, the PCs can find {with
difficulty) 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
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about to reveal what she knows to the PCs
or anyone else. She's convinced the police
that she hasn’t seen Patrick in almost a year
and is equally convincing to the PCs.
However, if they somehow see through the
deception and follow her, she'll lead them to
the “Ye Olde Phrenology Shoppe and
Beauty Salon” located near the Jack
L.ambert Apartment Complex.

At the Shoppe, they meet Master Nick,
the head phrenologist and hairdresser, who
refuses to give them any information until
he’s given them a shampoo and set and felt
the bumps on their heads.

Nick says Patrick has fallen in with a
band of radical phrenologists who want to

WEAPON AV
Spear 3
Rock or Brick 2
Large Handgun 6
Shotgun 3
Submachinegun 10
Assault Rifle 20
Hand Grenade 5
DEFENSE

Wooden Door

Brick Wall

Average Car Door

DV

overthrow the city government and use the
science or phrenology to select more
capable leaders. He doesn’t know how they
plan to do this, but can give the group 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/Identification (CID)
cards coded for those specific levels.
Security will not grant unescorted access to
anyone without a properly coded CID card.
The PCs will have to rely on their wits and
intelligence to get by the security guards.

If they can get to the residential levels

STATS FOR TYPICAL STEELTOWN NPCS, WEAPONS, & DEFENSES

Police Officer (typical patrolman) Street Punk
Defense: MD=5 Kevlar Vest Defense: MD=2 Light Armor
Attack: AvV=2 Nightstick Attack: AV=3 Knife
Dv=2 Dv=1
Attack: AV=3 Small Handgun Hit Points=10
Dv=2 Speed=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. If they are encountered outside the complexes, they will probably
have some sort of protection on them.

The typical homeless 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.

RANGE AMMO
1 4 NA
1 4 NA
4 6 varies
5 6 varies
5 20 varies
0 40 varies
3 4 varies
MATERIAL DEFENSE

5

7

10

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.

of each complex, they will find that neither
man is home and it appears they've been
gone for several days. Aside from numerous
books on phrenology and politics, the only
teal clue they find is in the apartment of the
second man. Wadded up in a wastebasket is
a hand-drawn map of the interior of a
building. There are names written across
what appear to be entrances to a large
room. The words, “soundstage,” “cameras,”
and “audience” can lead the PCs to only
one conclusion: This group of madmen is
going to take over the TV station!

For many in Steeltown, watching
television is the only real pleasure they get.
Old reruns of “Gilligan's Island™ or “The

SPECIAL

NA

NA

NA

NA

1" area

1" area and 1" knockback
1" area and 1" knockback

HIT POINTS
5

15

10
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Facts of Life™ remind them of a time when
life was better: when food was cheap and
plentiful: when people could get in their
cars and travel across the country without
having to worry about radiation or killer
mutants — when life was worth living. To
have someone even inditectly threaten
those old tapes should fill the PCs with
horror. To have their chance at $10,000
ruined by a bunch of nuts should fill them
with even more horror.

Here 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?

Unless their actions change things, the
following events will take place:

1. The Phrenologists for Better Govern-
ment will attempt to take over the TV
station at 6 pm the following day.

2. Patrick Hersh is among the nine
armed men and will go on live TV to 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 rteplaced 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 videotapes, 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.

Hopefully, the PCs will have intervened
will before these events occur.

In my mind’s eye, I see the PCs taking
their dump truck from work to the TV
station and waiting for the phrenologists to
show up. Then, grabbing the kid (which
should be fairly easy since the phrenologists
are armed only with handguns, a couple of
old rifles and a 25 gallon canister of
gasoline) and making a run for the reward.
Just when they think they're clear, a
competing recycling firm, which has
harassed our PCs all game long, makes
another appearance in their own dump
truck. They know the PCs have the kid and
want him fot themselves. A running gun

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

The Survival Bonus for the adventuse is
100 points. Additional Dream Points can be
given to the PCs as the GM sees fit. Il

ANARCHY BY MAIL
presents
GALACTIC ANARCHY

A PBM Game of Galactic
Exploration and Conquest.

100% Computer Moderated.

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

Anarchy By Mail, P.O. Box 873,
Allen TX 75002

SWORD & STARSHIP ENTERPRISES
WE ALWAYS HAVE 25% OFF ALL GAMES

If we don't list a game you are looking for in our ad or our catalog, please let us
know — we do special orders, too! Let us know what you're looking for.

Chaosium Infantry Weapons/World . . . . $3.00 White Wolf Pixaud's Grimoire . . . . . $11.25
Cal of Cthulu RPG $1650 MERC: 2000 . . . . . . . $12.00 Vampire RPG . ........ $15.00 Star Wars RPG . . . . . . . $13.50
Pendragon RPG . . _ . _ . $1650 Bangkok Sourcebook . . . $9.00 Ashes To Ashes . ....... $7.50 Craken's Rebel Field Guide . $9.75
Knights Advenirous . $1425 Cadillacs & Dinosaurs . . . $13.50 Ars Magica RPG . . . . . $1350 Star Wars Sourcebook . . $13.50
TheBoy King . - . .. .. $1425 Iron Crown Enterprises Paths Of Intrigue Cards . . . . $3.75 Miniatures Batties . . . . . $13.50
FASA MERP RPG (boxed set) . .. $13.50 Palladium Books Rebel Alliance Srcbk . . . . $15.00
Shadowrun RPG . _ . _ . $1500 MERP Guidebook Ii . . . . $1125 RiftsRPG ... ........ $18.75 R. Talsorian Games

Shadowrun GM Screen $750 Creatures of Middle Earth . . $7.50 Rifts Sourcebook . . . .. .. $9.00 Cyberpunk 2020 RPQ . . . $15.00
Hatequin . . . . . _ . . .. $9.00 Treasures of Middle Earth . . $11.25 TSR Solo of Fortune . . . . . $7.50
Neo-Anarchist Guide $1125 Cyberspace RPG . . . . .. $13.75 ADD2 Piayer's Hndbk . . . $15.00 Hardwired . . . . . . . . $9.00
Seattie Sourcebook . $1125 Cyberskelter . . . . . . . .. $750 ADD2 DM Guide . . . . . $1350 Chromebook . . . ... ... $9.00
The Gimoire . . . . . . ... $9.00 RoleMaster RPG . . . . . .. $28.50 Monstr. Comp. #9 . . . ... $8.25 Euro Sourcebook . . . . . $7.50
Mectwartior RPG . . . . . $1125 RM Character Records . . .. $9.00 Underdark . . ... ... ... $11.25 Games Workshop

BateTech . . . _ .. ... ... $15.00 RM Heroes & Rogues . . . $12.00 West End Games Talisman . . . . ... ... $26.75
BT Compendium . . _ ... .. $11.25 SpaceMaster RPG . . . . $2250 Torg, Possibility Wars . . . $2250 Talisman Expansion Set . $12.75
Mech Record Sheets #1 . $600 SpaceMaster Companion . . $9.75 Grrorsh Sourcebook . . . $13.50 Talisman Adventure . . . $12.75
GDw Star Strke . . . . . . . . $2250 Cyberpapacy Srcbk . . . . $13.50 Talisman Dungeon . . . $17.25
Dark Conspwacy RPG . . . . $1650 Ammored Assault . . . . . . $26.50 Aysle Sourcebook . . . . $13.50 Talisman Timescape . . . $17.25
Twikght 2000 (2nd ed. Bxd) $2250 Dak Space . . ......... $12.00 High Lord of Earth . . . ... $9.00 Talisman City . . . . .. .. $17.25

SWORD & STARSHIP ENTERPRISES, P. O. BOX 3373, TRI-CITIES WA 99302-3373
For a free catalog,. send a SASE. * ™ * If ordering from this ad, include $2.50 shipping and handling. No COD orders and no delivery

outside confinental USA (for special arangements, see catalog). We accept personal checks (not shipped until check clears) and money

orders. Do not send cash. Orders shipped UPS. WA residents add 7.8% sales tax.
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TYPICAL LASER PISTOLS

G ARY A. KALIN

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 PLAYING GAME

The development of the phaser almost completely ended the demand for hand laser 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 DAM P.B. S M L F AMMO/POWER GRAZE DRAIN
Low-tech Laser 40 1 2-5 6-12 13-26 27-60 50 or 200 30 1
High-tech Laser 90 1 2-16 17-42 43-80 81-160 50 20 1
MEKTON 1I

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.

WEAPON DAMAGE SHOTS BV WA WT COST RANGE
Low-tech laser 1-10 variable 20 2 +2 8 kg 500 cr 100 hexs
High-tech laser 1-20 variable 40 2 +3 6 kg 700 cr 150 hexs

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 pistol with more power. The major drawback is the increased weight.

RANGE AP VALUE MODE
WEAPON S M L S M L SF SB LB WEIGHT
Low-tech laser 4 8 16 4 3 2 1 2 0 55
High-tech laser 6 12 32 6 5 3 1 2 3 5
LASER WEAPONS - PISTOL

FLAREBEAM MARK 4
STAR WARS: THE HOLE PLAYING GAME Model Number - 3156/4L

The technology of Star Wars is very advanced. The low-tech WHEN PLACING AN ORDER y
laser pistol would be very rare. Its use would have peaked over "ot e Monday brougn Frdey and cr '
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these. * All shippment insured at 349.95
. c’zm;“ :::r. Credits
WEAPON DAMAGE SHORT MEDIUM LONG - No heignt chasge.
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TYPICAL LASER PISTOLS

by Gary A. Kalin

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 will fit into a pistol frame.

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.
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“Most people cart think, 1NN BN .

ROy
i

think, the small fraction who
oo think mostly can't do it
very well. The extremely tiny
fraction who think regularly,
accurately, creatively, and
without self-delusion -- in
the long run these are the
only people who count” -
Lazarus Long

most of the remainder worn't I

I found myself in the
extremely happy position of
having found, not one, but
two writers who come from
that tiny fraction, as well as
several others who are just
consistently good. Summer's
generally the season one
thinks of doing something besides curling up with
a good book, | know. Still, | think you'll find
yourself not begrudging the time spent with most
of these.

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

If you read only two books this summer, let this
be one of them! | found myself totally captured in
the first paragraph and not wanting to stop, even
when it was time to go to work, eat or sleep. 77isis
truly powerful writing at its finest, | kid you not.
Enough “hard” science to keep the most staiwart
Niven fan in ecstasies; Air Ops and combat that is
the finest I've ever come across; a razor keen
sense of insight on human natures; all rolied into a
relentless narrative.

So, after all that, you might ask, "Waeli, what's it
about?” It's about two people, and three Peoples.
It's about wars, air/space craft and some of the
design considerations that should go into them;
it's alove story worthy of The Bard, with a happier
ending than most of his tales. it's about three
worlds in one solar system: Tannia, Erde and
Occo; jointly colonized 192 years prior. Of them,
only Tannia and Erde maintained contact,
generally by warring upon each other. Eventually
Tannia defeated Erde and then spent nearly
twenty years incorporating the Erdans into their
society as teachers, attempting to regain the
Terran heritage they lost but Erde retained. Anton
Norveldt, of Erde, is a man with a dark secret from
the war, who has tried to live a quiet, retiring life on
Tannia as a professor of the Classics. That was
betore he met Maggie, a woman young enough to
be, if not his daughter, his veryyounger sister. His
love for her, and the less-than-peaceful resump-
tion of contact with Occo, provide the heart of this
fantastically good book. Scouryour favorite 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 of those you really
should read this summer. If you enjoy 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 w7 boring, then you'll probably enjoy
Insugrection as much as | did. Generally, when
've read any extraordinary work, | have a real
difficult time enjoying whatever | read next. | read
Insurrection right after finishing War Birds and
so7/ enjoyed it to no end! The writing is clear,
concise and well paced. The descriptions of
ship-to-ship actions doesn't ieave you wondering
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WORDS TO
GAME BY

Jerry Campbell

what happened; yet the 'tech” side of the story
doesn't overshadow the human side. Largely a
work on human freedom, the political thoughts of
the writers aren‘t forced, yet are not so honeyed
that you miss them going past. A thought
provoking story, particularly nowdays when most
of us (at least in the States) are losing more
freedoms than we’re gaining.

If for some reason you can't get a hold of a
copy, Baen Books is very good about sending
copies to those who write for them — and they
donr’tcharge “S&H" either! Their catalog number
for Insurrection is: 72024-4. Send $4.50 to:
Baen Books, P.O. Box 1403, Riverdale NY 10471.

Surface Action
David Drake. 1990 Ace SF. 236 pp.

David Drake is probably best known for his
“Hammer's Siammers” series of future armored
vehicle combat. Surface Action, while still a
fast-paced combat SF tale, is a bit different from
Drake's other stories.

First off, all the action is on Venus, a
terraformed Venus, where the combatants are
only marginally more deadly than the flora and
fauna. Anybody wanting to game a /ea/y hostiie
planet, here you go! Secondly, there are no tanks!
This one is all about Wet Navy ships and most of
the tech isn't ail that far gone from what wa have
today; a generation or two at the most.

Still, all the guys with guns are mercs, and the
batties are written from an individual type
viewpoint, lest the reader forget that war is, in the
final analysis, very gory, icky, and damned painful
tfor those involved; which is one of the things that
makes Drake's stories so good, they're “real.”

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

Hmmm... This book's cover touts itself as
"“**Starring Brion Bayard**" Well big, whoopin’
deal! | suppose there're many fans of Mr. Laumer's
Imperium 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

invaded by sentient rats from
a parallel universe. Instead, it
winds up being a rambling,
disjointed hodgepodge of
muddily described scenes,
flat characters, weak jokes
punctuated with bouts of
untransiated Swedish.

| normally expect quality
from Baen Books, which is
why t bought this book. It
appears they were trying to
go on the strength of Keith
Laumer's name instead of the
quality of writing. Personally,
I've never believed that Mr.
Laumer has written anything
good outside of his Bolo
works. | still feel that way.

ELosTERM A EES

Clarke County, Space
Allen Steele. 1990 Ace SF. 231 pp.

Allen Steele is going to be one of those authors
who, in years to come, is going to be spoken of as
one of "“greats” of the SF field. Despite the mildly
comy title, this is one /7 read! Rather akin to
Heinlein’s The Moon Is A Harsh Mistress inits
“flavor,” Clarke County is about the first L-5
colony and some of the, ahh... different types that
might choose to inhabit it. A couple of well-paced
mystery/action sub-plots (perfect for you 007
tans) and an overall air of believability that comes
from having put considerable thought and
research into getting the tech parts “right,” make
this a story to truly enjoy. The “Church of Elvis”
angle is fun, too! | plan to try and find Mr. Steels’s
earlier work, Orbital Decay, just to see if it's as
good as this ona. The only fault? The book really
does need a page or two of fine drawings/maps to
clarify the locations of some of the scenes, as well
as the overall looks of the colony.

*** Oldies***
While you're rummaging through the musty
recesses of your favorite library or used book
store, keep your eyes peeled for these classics!

Space Viking
H. Beam Piper. 1963 Ace Books. 243 pp.

Now, my personal copy is so old thatit shows a
price of $1.95. Old, indeed! However, this gem of
Piper's has seen reprint a few times since his
death and shouldn’t be too difficult to locate. The
story line revolves around a group of “tringe”
worlds that managed to not only survive, but
actually created a means of prospering after the
dissolution of the intersteliar civilization they once
were a part of. What you don’t immediately realize
until you're well into this wholly captivating tale is
that you're being given both a history lesson anaa
“down and dirty” short course in Poly-Sci! The
blending of technologies and Piper's ideas on
how FTL ships might appear are enough to get
any GM's brain buzzing. A keeper.

Decision At Doona
Anne McCatfery. 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 world calied
Doona. Entirely suitable to both species, yet
neither group can afford to engage in awar over it.
Is peaceful 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 thatnow. 1l
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Americans In The Ether; Military Dress.
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Three-dimensional Distance Calculations.
2300 AD: The Kafer Connection. Mega-
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VoyagesSF 10 $1.50
SAVES71.00
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MegaTraveller: Images of the Shattered
Imperium; Zidhaedz Ciose Escort. Space-
Master: Spacial Delivery. Star Wars: S400
Police Vest. Review: Aibedo RPG.

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. If 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.

VoyagesSF11 $250

Star Wars: A Day At The Auction. Star
Trek: Ships Of The Fleets. SpaceMaster:
Silk Scorpion. Gurps Space: Red Sun Black
Death-Part 2. Reviews: Worlds Beyond;
High Colonies; Star Wars Galaxy Guide series.
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MegaTraveller: Exercise; Katiin C. Buchan-
non. Reviews: Torg; Buck Rogers XXVc.

VoyagesSF 14 $275

Unofficial Combat Errata for the Palladium
RPG System. Shadowrun: The Go-Bet-
weens. Star Wars: Gunsmiths; Effects of
wounds. MegaTraveller: Solomani Space
Fighters; Corsair Contention. Gurps Auto-
duel: Case of the Haunted Car. 2300 AD:
Encounter at Hesperus. Reviews: Rifts;
Reich Star; Attack of the Humans, Gurps
Cyberpunk.
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VoyagesSF15  $2.75

MegaTraveller: Recruiting for Paradise. Batt-
leTech: 20th Century Air-To-Air Combat with
AeroTech; Idiots Don't Drive Battiemasters. 2300
AD: Ship Profile and Size Chart. AutoDuel:
Espionage is Alive and Well. Reviews: Cadillacs
& Dinosaurs.

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

and get 4 quarterly
issues for just $10.

JUMPSPACE
Only 50 cents each!

Voyages SF evolvaed from this low print run, amateur
‘zine devoted to GDW's 7raveler We've discounted
the $2.50 cover price to clear our Inventory!

#3: The Human Spirit (fiction); Hornet 23E Main Battle
Tank; Modifiad Scout Courier; Smuggler's Wish List.

#4: A Moment With Naval Architect Tyler Purcell; Smaf!
Craft For System Defense; Sentry Class SDB; Mk XV
Liquid Explosive.
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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 reaims of the hobby
gets pretty serious. Gamers, this is just what you need to
tickle your funny 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. Stock No. 1003. ISBN 0-9627030-2-8.

Ask your local dealer for these fine products or order direct from the publisher:
StarLance Publications, 50 Basin Drive, Mesa Washington 99343.

Include $1.50 per order for P & H. Washington residents include 7.5% sales tax.
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Dark Conspiracy

336 page rule book. $22.

Game Design.: Lester W. Smith. Developmernt:
Frank Chadwick, Loren K. Wiseman, Julia Martin.
Front Cover: Larry Eimore. Back Cover: Dell
Harris. /mnteror Art: Janet Aulisio, Timothy
Bradstreet, Steve Bryant, Paul Daly, Elizabeth
Danforth, Amy Doubet, Larry Eimore, LaMont
Fullerton, Earl Geier, Dell Harris, Rick Harris,
April Lee, David Martin, Ellisa Martin, Timothy
Truman, Kirk Wescom.

Pubisher- GDW Games, PO Box 1646,
Blooming IL 61702-1646

Dark Consprracy is GDW's entry into the
horror gaming market, joining the ranks of c/u
Vamprre, and of course, the venerable Caf of
Cln,

As far as | can figure from the background
given in the monstrous ruiebook, human civiliza-
tion of the future has detereorated due to a
crippling economic depression, a shortage of
wealth that has caused governments to lose
authority and power. As expected, the private
sector moved into the power void and soon
established a sort of economic tyranny of the sort
seen in most cyberpunk genre universes: The
companies own everything and the common man
is less than a cipher. While corporate executives
live in splendor and wealth, their guards keep
away the starving and homeless which corporate
policies have created. Cities can't afford to hire
police 1o patroi their areas; law has eroded into a

sort of corporate feudalism—those areas that
can afford to hire police have them, and those
that can't don't. Huge areas of the gigantic
metroplexes are patrolled by gangs that control
through terror and raw firepower.

Technology has not marched forward; rather,
it's gone off at an angle. Retro-40s is the style;
art-deco is back. Cars are fuel-snorting, metal
monsters with running boards..and computer-
controiled engines under the hood. Computers
still rule, but they have metal-key keyboards, like
old typewriters (or the computers in Max
Headroom: Twenty Minutes into the Future).
Telephones are tough old plastic AT&T models,
indestructable instead of shoddy. Sure, there are
spaceships and microchips, but the look of the
future is the iook of the past.

As if this wasn't bad enough, strange things
have begun to happen, events that sound like
they were lifted from tabloid headlines (more on
that fater). Actual monsters are seen, in the cities
and in the corporate-farmed countryside. The
difference is that these monsters leave carcasses
when pumped full of lead, corpses suitable for
scientific research. These monsters are very, very
real.

And so are the places they frequent. whole
counties of countryside, whole boroughs of
Cityspace, are warped and twisted into grotesque
parodies of their former selves, changed as if by
some titanic, primal force. These places are called
Dermon/ands. Few venture in, even fewer return to
teil of their journeys—and then usually from the
asylum.

What's happening? That is the central
question in Dark Consprracy, and answaring it is
the central quest of the game.

Dark Conspiracy uses the revised Twiwght:
2000 system, a tried and proven game system
that works pretty well. As usual, this latest
incarnation of the system has a few changes that
might be useful to those refereeing Twignt: 2000
or Merc: 2000, its supplement. One of the
changes concerns the wound values; Dak

Conspiracy contains a rule about a minor
wounding level (at 1/2 hit points, a character is
“scratched” and suffers minor penalties). Another
excellent addition is the flamethrower in the
weapons section; for years, the ultimately mili-
taristic 7wiight: 2000 ignored flamethrowers, as
did 77avederand Stkerbefore it. This avoidance
gave the impression that someone in GDW's
rules writing team had a phobiac aversion to
flamethrowers... But that's solved now.

Twilight: 2000 players wishing to play Dark
conspiracy might want to generate new charac-
ters (although they can use their old ones if they
wish), bacause the new character generation rules
give half again as many skill ievels per term. This is
explained as being necessary for player-charac-
ter survival... It's honestly tougher to survive
against monster menaces than against armed
deserters with tanks.

The reason? Dark Conspiracy adds the new
dimension of psychic powers to the 7wiligNit: 2000
game system. Not fantasy magic by any means,
these psychic powers are quite acceptable and
do not upset the game system. And anyone
who's ever heard anything about paranormal
powers will recognize the listed abilities, ranging
from simple telekinetic tricks to mind alteration
and thought projection. The few psychic skills are
so fiexible that they cover a huge variety of
paranormal activity. Monsters (or Dark Minions, as
they’re called in the book) have psychic powers.
Humans can too, but very few humans are born
attuned to the psychic, and attaining the powers
at alevel equal to the monsters is difficult.

One note not made clear in the book: Psychic
ilusion powers only work on living minds. A
psychic illusion can fool a person, whether that
person is looking at it with the naked eye or
through a vision device, such as a camera or
infrared scope. That is, if the psychic projecting
the illusion knows the person's watching them.
Security cameras, sending their signals to distant
watchers, aren’t the least bit fooled—they see the
projector as what it really is. Robots aren’t fooled

Dark Conspiracy art copr. 1991 GDW. inc
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gither. they're out of luck, because the PCs have no

In play, the monsters use their psychic
powers to conceal themselves and frighten away
the humans. Human psychics can use their
powers to find the monsters and pierce the
mental veil protecting the unnatural creatures.
Once the monsters are revealed in their true
guises, they die pretty easily.

More easily than the player-characters. The
Twilight: 2000 system has been enthralled by high
firepower since its inception, and its designers
worked matters so that PCs can survive the
high-death environment. Darx Consprracy, tied to
this system, differs from other horror games in
this regard. Characters die pretty easily in, say,
Call of Cthu, but in Dark Consprracy an average
PC can absorb a fuii M-16 burst to the torso and
not only be alive but stil moving pretty well!
Tough or strong PCs take a burst from a medium
machinegun before they realize they've been hurt.
Meanwhile, a grizzly bear goes down from just a
litle less damage.

Of course, this is made a little better by the
quick kill rule, where an aimed shot to the head or
forso can kill with a single shot. But the
unrealistically high amounts of damage needed to
injure a PC detract from the horror. After ail, how
horribie can this beastie be if it can't do much
more than "'scratch’” a character?

Which brings up a central problem of the
Twiight: 2000 system. Only firearms are allowed
to use the quick kill rule. Melee weapons are
excluded from using this rule, and their damage is
50 small that it takes all day to kill a man using an
axe or a chainsaw. Wouldn't Jason be surprised...
And very few of the monsters use firearms, SO

compunctions about using the biggest guns they
can buy (including the .50 M2HB—just don’t take
itinto a patrolied area). An axe does less damage
than an M-16, and a grizzly bear's titanic punch
only does equal damage. And forget unarmed
combat altogether; if a bear can’'t KO a character,
what chance does a mere human have? The
Twilight: 2000 rules concerning non-firearm
combat are in need of serious revision.

Like 7raveder, the Twilight: 2000 character
generation rules could use one serious area of
revision. GDW designers seem to be enamored
©of the idea that the older you are, the more skilled
you are. Therefore, every game they've made is
populated by antique PCs. Dask Conspiracy gives
more skill levels per four-year term than any GDW
game to date, but the PCs still usually end up
relics if they want decent skills. This ignores the
fact that blood coois with age; older people are
less likely to go out and put themselves into
danger if they can help it. Something having to do
with the wisdom of experience... GDW should
seriously look into revising their rules to aliow
younger player-characters to acquire enough skill
to survive. Somehow, young soldiers seem to
have done acceptabie throughout the ages.

Half the book is consumed presenting the
rules to run the game. Dak Conspiracy is a
complete game, unlike the 7wignt: 2000supple-
ment Merc: 2000 or the incomplete Caaiacs and
Dimosawrs. The other halt of the book is used to
outline the world and the Darkling monsters that
areinvading it.

Once you plow through the rules and reach
the background information, it's pretty interesting

reading. Lester Smith does a fair job of explaining
how the Darklings appeared, why they're there,
and what they're doing. In addition, the section or:
alien Darkling technology is fascinatingly weird
—the alien computers are wonderful, and really
disgusting. Dark Conspiracy explains monsters as
waell as any other horror game 've seen, and does
a much better job of it than some horror games.
Les not only outlines the monsters, but gives
good advice on how to referee horror. Heavy
firepower may be imposing, but properly handled
uncertainty is a great equalizer.

The adventure material deserves special
mention. The central adventure, ‘“Ravening
Wolves,” is a good beginning adventure, but the
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adventure suggestions are a comedy riot, and
make for good adventures to boot. Les has gone
to the tabloids and lifted actual tabloid headlines
of weird occurances and strange events that
intrigue the imagination. After all, there are plenty
of tabloid stories that would make great adven-
tures as long as the referee can make up away to
explain how they could really happen! And they're
aweekly source of ideas.

Les has promised supplements, with more
monsters—one of the great strengths of this
game is its monster flexibility, since any sci-fi
monster can be 'plugged in” and fit, according to
the background (fans of bad sci-fi movies
rejoice)—and more background locations and,
hopefully, technology. One of the things | was
disappointed to find was the lack of stuff availabie
to be bought. Not that the electronics section was
lacking—how many peopie will get the joke about
the “Radio Shack MST 3000 Motion Detector'?
Who made it, Joel or the Evil Scientists? There are
no costs for housing, food, or clothing, the
essentials of life. How can characters maintain a
lifestyle without knowing how much it's going to
cost?

And what do the characters do? They have
jobs and occupations while they're being genera-
ted, but those jobs don't pay anything after
generation. What are the characters supposed to
do, become fuil-time monster hunters? Not much
money in that occupation.

And how does a referee convert costs from
Twilight: 2000 equipment to Dark Conspiracy?
There is a lot of equipment availabie from the
former that would work nicely in the latter.

Hopetully, these questions 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 20th century equipment) will be answered in
future supplements and expansions. it wouid
have been nice to have had these questions dealt
with in the massive rulebook, but there wasn't
space to include complete background and
complete rules in the same volume. The Dak
Conspiracy book pretty much stretches the limits
of how large a perfect-bound book can get.

Dark Conspiracy is a good beginning. It's
bloody enough to satisfy the weapon freaks that
play Twig/nt: 2000, and spooky enough to baffle
the mystery fans. It needs help, due to the fact
thatit’s the first GDW game since 77ave/erto deal
with problems of day-to-day existance—after all,
Dark Consprracy characters can have lives
outside monster-hunting—and these simple but
voluminous details seem to have been ignored.
With a couple of supplements, Dark Conspiracy
can be truly complete. As it stands, a good
referee can start a campaign and incorporate
other details as they appear.

- Crag Sheeley
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Millenium’s End

144 page perfect-bound book. $14.95

Garme Des/gn: Charies Ryan. Cover and Interior
Art: Charles Ryan.

Publiisher: Chameleon Eclectic Entertainment,
PO Box 1332, Centreville VA 22020-1332.

Background

Mienium’s Enc is a game set in the near
future, a slightly dark future, that includes a limited
nuclear war in the Middle East during 1991 as well
as increased drug smuggling, increased terror-
ism, global political unrest, and global warming.
The currentyearis 1999.

Layout

Mitenium’s E£no is broken into four main
parts: The Character, The Game, Combat, and
The Campaign. “The Character” covers creating
your characters and purchasing equipment. "The
Game” includes using skills and attributes, skill
descriptions, character improvement, and using
vehicles and computers. “Combat,” of course,
covers combat of all types and damage, as well
as healing. “The Campaign” details the near-
future history, technology, and running adven-
tures. Also included are a two page index, seven
pages of charts, a blank record sheet for
photocopying, and two clear Attack Overlay
Sheets tor determining combat results. There are
38 pieces of artwork, some of which are cropped
illustrations from other pieces in the book.

Game Mechanics

Creating a character is pretty straight forward.
You start by dividing 25 points among ten
attributes. Each attribute must have at least one
point and can have 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 Education Points for skills gained in
colleges and trade schools. Some skills can be
purchased using either kind of points, but others
are specific to either Background or Education.

Skills are broken down into different cate-
gories such as Academic, Creative, Reflexive,
Physical, etc. A Bonus is given based on the
appropriate attribute. When Basic Skills are
developed, Subskills are developed further. Basic
Skills can only be developed up to 55 at the start
and Subskills can only be developed up to half of
the appropriate Basic Skill. To determine the
target number you have to roll under for success,
you add the General Skill Bonus, the Basic Skill
level, and the Subskill level.

Combat resolution is a bit different than what |
have seen elsewhere. The attacker states the
target point on his/her opponent, the referee lays
the clear overlay with its center point over the
target point on an appropriately posed drawing of
a figure provided in the book and the player rolls
percentile dice. If the player rolls over the required
number, it is an obvious miss. If the player rolis
under the number, the referee checks to see how
close the roll was to the required 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 under the
required number.
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Skill use is resolved by rolling a number on
percentile dice that is less than the skill ievel total.
The referee factors in any modifiers and if the
player rolis well enough, he/she succeeds in
using the skill.

What I Liked

There are several things | like about this
game. There is a two page Table of Contents and
a two page Index. There are plenty of skills listed
to choose from, and | like the way they are broken
down with attributes determining a Talent Base
modifier, a Skill and then a Subskill listed
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underneath the Skill. The way the skill points are
arrived at is as logical as anything I've seen,
although some people might need a calculator to
do the job right. The treatment used for car
chases and ordinary driving is unusually detailed
as well. And | like the idea of the clear overlays
used for determining success in combat—it's a
unique and interesting touch. One other thing |
really liked: the sample adventure. Here, you find
an adventure presented in the form of a story,
with sidebars giving needed game information
such as PC and NPC stats and maps. Also well
done is the example Ciue Tree Flow Chart
showing the important events in the adventure,
how they are connected, and what clues can be
leamed from each event. Referees running
mystery and adventure campaigns can pick up
some good ideas for connecting and relating
clues needed in a game by looking at the sample
adventure and the Clue Tree.

What I Didn’t Like

There are a couple of things | didn't like. First
of all, the artwork is mostly average to mediocre.
The people in the artwork look awkward, like
something is wrong but you can't quite tell what it
is. Sacond, the record sheet has so much material
crammed onto it that it is difficult to find some
things and there is little space availablg for things |
feel are important. More space should be
provided for additional Subskills that players
might want to leam. And four short lines is not
enough for notes on character background. A
better arrangement wouid have been to use both
sides of the page (putting history and background
on the back and leaving more space for skills on
the front).

So..What About The Game?
| think that Millenium’s End is a reasonable
buy. In spite of the not-so-great artwork and the
minor probiem of the crowded record sheet, | like
it. if you are looking for an RPG dealing with
modern and near-future roleplaying without
magic and a ton of cyberware, Milermum's End
would be a good ong to 00k at. Referees using
another game system can use this game as a
good source of ideas and background material.
Several products are planned for release in the
near future: a package of two adventures, a
sourcebook for Black Eagle/Black Eagle company
operations, and a software package for the MAC
that rolls dice, helps speed up character gener-
ation, resoives combat and keeps PC and NPC
records up-to-date.
- @GlenAllison

Afterwars

128 page perfect-bound book. $14.95.

wntten By Timothy McFadden Game Design:
L. Lee Cerny, Walter H. Mytczynskyj. Cover
Artst- Pamela Shanteau. mteror Arists: L. Lee
Cerny, Bradiey K. McDevitt, Rob Prior, David
Zenz.

Pubiisher: Stellar Games, Box 156, Swanton OH
43558

Background

The Arferwars history diverges from ours
starting in 1984 when Mikhail Gorbachev is
appointed supervisor of the Hydroelectric Works
in remote Uzbekistan. Things get worse from that
point on. After this, history is recorded in months
and days before the cument game day, leaving
the referee to decide the dates upon which all of
these events took place. Not to give away any big
surprises, but sixteen months and two weeks ago,
a massive nuciear launch and retaliation took
place killing about 2.5 billion people worldwide.
Immediately, ‘nuclear winter” became reality.
Currently, the death toll has exceeded four billion
and all governments have collapsed.

Layout

Arterwarsis divided into three separate parts:
Character Generation and Background informa-
tion, Game Master Information, and Equipment
Listings (aiso including all the tables and refer-
ence charts at the back). There is a three page
Table of Contents and fifteen pages of various
charts as well as a blank record sheet at the back
of the book. There are 35 pieces of art as well as
numerous drawings and pictures of military
equipment taken from NOVA Cube in Newark,
Deleware.

Game Mechanics

Afterwars requires the use of ten-sided dice.
When creating a character, you could use as
many as 6D10 at one time. There are eight
attributes ranging from Strength and Fitness to
Will and Luck. To create your character, you roll
4D10 for each attribute, then choose a character

Afterwars art copr. 1991 Stellar Games
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class. These classes determine which types of
skills (Survival, Hobby, Military, or Degree) are
available to you and how good you can be with
these skills at the start of the game. For example,
“Mainstreamers” get three summing (adding)
rolis in Degree skills, six summing rolls in Hobby
skilis, two summing rolls in Survival skills, and four
summing rolls in Military skills. That means that
skills in each skill type get a number of D10 to rolt
for your starting bonus for that skill. For exampie,
8ach Hobby skifl you pick gets 4D 10 that you roli
and add together. So, each time you pick
Basketweaving as a Hobby, you roll 4D 10 and add
them. You can pick a skill more than once (up to
the limit of your character class) to get better in
that skiil.

Skill use is done using percentile dice.
Success is determined by roiling equal to or under
the bonus for that particular skill. The attribute
Luck can also be used as a skill (Luck/5 rounded
off and can be no greater than 20). Combat is
resolved the same was as other skills.

What I Liked

I liked the variety of different possible
encounters, the descriptions of them were good.
The list of skills was complete enough to do the
job and enough equipment was listed to satisfy
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most collectors. | liked the possibility of psionics
in PCs. And there are a couple of interesting
possibilities for the referee to add some surprises
to the usual “post-holocaust” scenarios.

What I Didn’t Like

Well, what can | say? Here's another
post-holocaust RPG. | have always felt that most
post-holocaust scenarios get rather boring after a
while. Perhaps this game system will not fall into
that trap. Perhaps it will. There are no sample
adventures and no scenario ideas to be found
here, either. | don't really care one way or the
other. Also, the record sheet is rather boring with
a list of Skilis and Attributes on one side and a
strange arrangement of boxes for Background,
Equipment, and a grid for keeping track of
weapons and ammo. There is nothing really
wrong with A/ferwars but for some reason, | can't
seem to get excited about it.

So..What About The Game?
| would not recommend this game to many
people. There are several similar games already
on the market that are better. For referees, this
RPG might be useful 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 simple
game system with a litie bit of background
material dealing with a post-holocaust scenario,
this one might do. But the referee would have to
do quite a bit of work to get it going since there
are no adventures or other supplements available.
It you have some extra cash floating around and
you want to try it out, go ahead. But you'li
probably get tired of it after you've faced your
six-thousandth Mutant Scav or five-hundredth
Crazed Survivalist.
- GlenAlison

A Gathering Evil

The First Dark Conspiracy Novel. $4.95.

By Michael A. Stackpole. Cover Artist: Dell
Harris

Publisher: GDW, PO Box 1646, Bloomington IL
61702-1646

A Gathering Evil is the first novel published
tor Dark Conspiracy, GDW's new roleplaying
game of horror in a very near future.

After reading through the RPG rulebook, |
rather felt that the world situation was a littie
contrived, at least where the horror elements were
concaerned. All kinds of monsters, called Dark
Minions, lurk and prey among us, yet people don’t
know or don't believe they’re there. But the novel
showed these minions among us to be much
more subtle—but still quite deadly—in the
pursuit of their dark ambitions, and of far fewer
numbers than | believed there were after reading
the RPG.

After a rough-and-tumble beginning, the
story seemed a litle 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 read, with one
quip after another: "We're a pair. 'm dressed to
stun, and you're dressed to kill." Though some
readers might tire of the clever phrasing, | did not.
(Stackpole's witty style used in his Shadowrun
stories is what, more than anything, endeared me
to him as an author.)

Novels written to take place in the fictional
backgrounds of RPGs are a great idea, as they
serve to provide substance for a background and
suggest and create the atmosphere of a game
world, something which is usually more difficult to
do effectively in an RPG rule book. A Gathering
Evil does an admirable job of this and, for myseif,
I'm looking forward to reading more novels
—hopefully by Michael Stackpole—to follow-up
this one. Until then, "You know what they say,
'Praise God, but pass the ammunition’.”

~-James 8. King
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Hey, look at what we‘ve

got for you!

HEROES or YESTERDAY

an0 TOMORROW

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 A Gamer’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.
ISBN 0-9627030-1-X.

Ask your local dealer for these fine books or order direct from the publisher:

StarLance Publications, 50 Basin Drive, Mesa Washington 99343
Include $1.50 per order for P & H. Washington residents include 7.5% sales tax.




