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WHAT IS THE MOST DANGEROUS BEAST
IN YOUR ADVENTURE?

a constipated unicorn in heat [J a pygmy with a backfiring blowgun
a frost-giant that has relocated O] a cross-eyed wizard with the evil eye

to Miami [J I plead the fifth amendment;

a nazgul with diarrhea _ evil spirits may rise
a one-legged giant with bunions O All equally dangerous
Saruman’s mother-in-law . [ None of the above

Answer: None of the above. It may be YOU or it may be someone you know. What do you
look for? A gamer who is looking for some game but can’t find it. A gamer who has read about
a game but no one is stocking it. A gamer who is desperately trying to find some 20 sided dice.
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How can a gamemaster or character rid himée]f of such a dangerous beast? Send him to THE
COMPLEAT STRATEGIST. We can calm the beast with a selection that would be a treasure

trove fit for a wizard.

If he’s not near any of our three locations, then let him call or write our New York store and we
will gladly help the beast.
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WAR GAME HEADQUARTERS

In New York: IT E. 33td St., NY, NY 10016 212-685-3880-1
10:30-6 M-S, Thurs-til 9:00

In New Jersey: 209 Glenridge Ave., NJ 07042 201-744-6622
11-7 Tue-Sat, Thurs-til 9:00

In Florida: 5406 Stirling Rd., Davie, FL 33314 305-961-5660
I11-7 Tue-Sat, Thurs-til 9:00




It would take
you months of
effort to collect
the information
in this single
source on
games.

We've done it for you. The GamesMaster Catalog is the first comprehensive
guide to games. Fully illustrated, it contains photographs, descriptions and
prices of the products manufactured by over 190 game companies. Almost
half of the nearly 1,000 items listed are in full color. The GamesMaster
Catalog is the most complete and up-to-date source available; an essential
reference book for every games enthusiast!

CATEGORIES OF GAMES COVERED:

® Fantasy Role-Playing Games, Adventures and Playing Aids ® Fantasy and Mythology Games
® Science Fiction and Science Fantasy Games ® Historical and Contemporary Wargames

® Gaming Miniatures & Rules for Tabletop Gaming ® Accessories for Gaming (dice, paint,
scenery, etc.) ® Educational & Children’s Games ® Computer, Video & Electronic Games

® Sports Games ® Leisure Time & Family Games ® Books & Magazines for Gamers ® Play-By-
Mail Games ® Calendar of Game Shows for 1981 ® Cross-indexed for Easy Reference

204 pages, 191 companies, 936 products listed, 646 photographs & illustrations, 3 indexes, softbound.
BUY THE | Plociso sand  copy of the GumetMaster Catolog, |
GamesMasTer
Carnaog

Please check one:

[ Enclosed is $10.95 ($9.95 retail plus $1.00
postage and handling) (U.S. and Canada only —
Canadians send U.S. funds)

i

1

i

i

1

i

i

1

1

1

:

i -_—

' [ Charge my [J @ MasterCard [ ey Visa
i Charge No. __ ____ Expiration Date
i
1
I
1
i
]
1
i
i
i
i
i
1
[

AT YOUR
LOCAL GAME STORE | | & voe s

Return to Boynton and Associates, Inc.,
88 Clifton House, Clifton, VA 22024

If they don't have it, use the coupon at right.
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ADVICE

In Shakespeare’s Hamlet, Polonius had some advice for his son
Laertes which I thought could be given to any player character
going off to adventure, fame, and fortune for the first time:

“Yet here, Laertes? Aboard, aboard, for shame!
The wind sits in the shoulder of your sail,
And you are stay’d for. There; my blessing with you!
And these few precepts in thy memory
See thou character. Give thy thoughts no tongue,
Nor any unproportion’d thought his act.
Be thou familiar, but by no means vulgar.
The friends thou hast, and their adoption tried,
Grapple them to thy soul with hoops of steel;
But do not dull thy palm with entertainment
Of each new-hatch’d, unfledg’d comrade. Beware
Of entrance to a quarrel; but being in,
Bear’t that the opposed may beware of thee.
Give every man thine ear, but few thy voice;
Take each man’s censure, but reserve thy judgement.
Costly thy habit as thy purse can buy,
But not express’d in fancy; rich, not gaudy;
For the apparel oft proclaim the man,
And they in France of the best rank and station
Are most select and generous in that.
Neither a borrower nor a lender be;
For loan oft loses both itself and friend,
And borrowing dulls the edge of husbandry.
This above all: to thine own self be true,
And it must follow, as the night the day,
Thou canst not then be false to any man.
Farewell; my blessing season this in thee!”
(Act I, Scene III)

Happy gaming,
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= fiptter Game Mastering==—=

Running Low Level
Dungeons_ 2,

By Robert Plamondon

W erhaps the most crucial adventure in fantasy role-
Il playing is the first game, when a novice player
Jlwith no experience plays a first level character and
&difl enters into a dungeon scenario.

In spite of its importance as a means of “hooking” people
on FRP games, the low-level adventure is often casually
thrown together by Game Masters because it’s “only first lev-
el,” and doesn’t hold his attention the way Asmodeus’ bed-
room torture chamber does.

This leads to discouraging or boring first-level dungeons,
even when run by competent GMs. To help rectify this prob-
lem, I have some suggestions for running a first-level dungeon,
which apply equally to all versions of Dungeons & Dragons,
and most of the other FRP games as well.

First off, I’d like to comment on the philosophy of GMing.

KILLER DUNGEONS
For the last time, the GM is not supposed to be trying to
kill off the players! Some GMs have decided that since they
are playing all of the monsters, their goal must be to beat the
players. This is horribly wrong — if you kill off an entire party
as GM, do you win? Is it a moral victory if you design dun-
geons so nasty that everyone dies and no one enjoys the game?
FRP games are supposed to be fun and the GM is the one
who’s in charge of coming up with an enjoyable campaign.
Even though this point has been stressed in all of FRP liter-
ature, I keep hearing of GMs who take sadistic delight in kill-
ing off the whole party in every expedition.
This would be no problem if they could find a group of
masochists who wanted to be killed once a week. Unfortunate-
ly, these “killer” GMs depend on novice players coming to
their games, as no one with any experience wouldn’t touch it
with a ten-foot halberd. Thus we have the worst GMs doing
much of the recruiting of new players; and after
having their characters killed two or three times in
a row, these players will probably forswear FRP
games forever.
Keeping this in mind, let’s look at some com-
mon problems in low-level adventure campaigns.

LOW HIT POINTS

As I said, probably the most discouraging thing
about first-level characters is that they die all the
time, many GMs (even of the sane variety) think
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that this teaches the players valuable lessons, but by the time a
player’s third fighter in a row dies from a giant ant bite, he
tends to get discouraged. I've seen too many promising charac-
ters die at first level because they had only one hit point or
just 20 gold pieces of starting money.

To alleviate this problem I start first level characters with
the maximum hit points for their class, with constitution ad-
justment, and with maximum starting money. This takes their
chances of survival away from the vagaries of the dice and
keeps the characters from feeling that they’re doomed because
of poor rolls.

BADLY RUN MONSTERS

Another common problem is lack of imagination on the
part of the GM when creating and playing the monsters. Al-
though it’s certainly easier to have every Orc in your campaign
armed with a spear and a short sword, it tends to be excruci-
atingly boring. The monsters need variety, in kind, weaponry,
and in attitude. :

An example is a low-level campaign where Goblin swords-
men would always charge directly to the attack even though
it kept their archers from getting off any shots. Given this kind
of uniform stupidity on the part of the Goblins (and the GM),
it’s not surprising that the party developed strategies that in-
volved destroying the Goblins with arrow fire, since the GM
never let the Goblin archers shoot.

After that, the players found Goblins extremely tiresome;
and rightly so. What the GM should have done was to vary the
Goblin’s tactics, since the survivors would learn something
from their previous encounters. At worst, the Goblins should
have fled the party that had massacred so many of their fel-
lows in the past. At best they would have set traps and am-
bushes, and hired help (such as Ogres, for example) to get rid
of the party.

When the monsters start changing their tactics to protect
themselves from the players, the players find their job getting
harder all the time — which means that the game is still chal-
lenging and therefore interesting.

Another problem with first-level adventures is that there
never seems to be any parleying between players and monsters.
I have found that trying to outwit monsters is often more fun
than fighting them, especially when they’re too big to kill.

Good situations for negotiation can be set up by putting a
relatively large monster with no treasure hoard in the dungeon.
For example, the party would have no particular reason to at-
tack a pair of Ogres met in a hallway if the Ogres didn’t want
the party for lunch. On the other hand, the Ogres might be
persuaded to lead them to a suitable treasure on a bribe or
profit-sharing arrangement. If properly handled, the party
could even con the Ogres into fighting for them. On the other
hand, the Ogres would try to kill off the party by misdirection
if they thought they could get away with it.

A typical plot would be for the Ogres to show the party to
some area of the dungeon with a pit trap. The Ogres would
bring up the rear. The leading party members would fall into
the pit and the Ogres would push in the rest.

This kind of plotting and counter-plotting adds depth to
campaigns that otherwise would devolve into a hack-and-slash

_exercise, and requires that the players use their imagination in
finding the best way to deal with the monsters.

TRAPS

Traps are another method of causing the players to find an-
other GM. Many GMs are fond of putting killer traps in dun-
geons, Since first-level thieves have about a snowball’s chance
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in hell of finding traps, it’s very easy to kill off player charac-
ters this way.

Players resent having their characters bumped off by traps,
and to keep the players in the campaign, the GM should follow

-the following guidelines when placing traps in lower levels:

* Traps should wound, not kill (at low levels — about fourth
or fifth level the characters are fair game).

* If you’re working with inexperienced players, don’t get too
clever with your traps — they have enough problems.

* Channeling traps are often more fun than killer traps. Chan-
neling traps are used to either block off a party’s retreat or
split the party into two groups. A falling portcullis is a typical
channeling trap.

* Traps on treasure are standard operating procedure, so feel
free to use traps here.

TREASURE

Treasure on the first levels tends to be a bit on the lean
side; copper and silver, rather than gold and platinum. This is
fine, as too much treasure gets you into the “Monty Haul”
giveaway show syndrome. On the other hand, treasure can be
made to appear more interesting than a small pile of low-value
coins.

For example, weapons, armor, and provisions are often in
short supply for the first few expeditions. Players will be very
happy to have an opportunity to re-outfit themselves in the
middle of an adventure. The gear on the bodies of dead mon-
sters is certainly treasure — especially if the monster was wear-
ing classy armor and your character is a fighter who could only
afford leather.

Other examples of non-monetary treasure are tapestries,
spices, silverware, and hostages (ransoms can be quite large if
you capture someone important). GMs should do their best to
put lots of variety into the treasure; it adds depth to the game
and gives the players fits trying to decide what’s worth taking
back with them.

KEEP IT MOVING

My final suggestion is to keep the game moving. Not long
ago, I played in a dungeon where fully three-quarters of the
rooms were empty and there was often several hundred feet of
corridor between rooms. Mapping took almost the whole
game.

This was sufficiently boring to cause the players (including
me) to start doing incredibly stupid things just to break the
monotony. The adventure netted us a lot of gold by the time
we were through, but it wasn’t any fun.

To keep this from happening in your campaign, arrange
things so that the game is fast paced. Put monsters in at least
half and maybe in as much as two-thirds of the rooms. Make
your dungeon simple enough geometrically that it’s possible to
draw in the current room (or have the players put it on their
map) in very little time.

CONCLUSIONS

Running a low-level dungeon campaign can be enjoyable for
both the GM and the players if the GM keeps the basic points
of this article in mind. While there are many tricks to the trade
I have not dealt with, you should now be aware of the most
common problems in low-level dungeon design.




Better Role-Playing

¥/ obbits are probably the most popular non-human
Il character type in Dungeons & Dragons. Alas, it
usually isn’t just fo honor Tolkien, whose crea-

a2l tions they age, as the inspiration for the fantasy as-
pect of role-playing games. Rather the rules are such as to
make Hobbits a superhuman adventurer type, able to do al-
most anything a Human can do and with additional over-
whelming advantages in certain game situations. OK, we all
know that Hobbits were supposed to be a peaceful people,
fun-loving, luxury-loving, clever but certainly not brilliant,
honorable, able to endure stress and hardship, extremely accu-
rate with the small weapons they can use but certainly not
anywhere near as powerful or skilled at combat as most Hu-
man soldiers. Yet, Hobbits in D&D bear only little resem-
blence to the above description.

In the original rules set, Hobbits were not allowed to be
anything but Fighting-men. For no apparent reason they were
limited in level advancement to Level 4; their supposed accura-
cy at hurling missiles was accounted for by assigning them +3
with slings. TSR Hobbies assumed anyone buying D&D knew
what Hobbits are, there was no real description and the only
reason they seemed to have been included was to reinforce the
game’s connection with Tolkien’s stories.

The first supplement, Greyhawk, described Hobbits, kept
the Level 4/+3 sling rule, but added a new dimension by allow-
ing Hobbits to function as Thieves. Hobbits were given bounti-
ful advantages in hiding, heisting, and hearing (is that the fa-
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By Ronald Mark Pehr

mous 3 “H”s that diligent elementary-school thief-kids study?)
and were not limited to Level 4. This made Hobbits the Thief
of choice.

Whatever the original intent of TSR was in regard to slow,
hard-won advancement in character levels, the great prolifera-
tion of Game Masters and the many, many play hours that be-
came part of most groups who played D&D meant that charac-
ters began to achieve levels very quickly in real time. This was
particularly true if GMs used the treasure and experience ta-
bles from the rules, characters raked in the loot and ended-up
festooned with magical weaponry to help them rake in the
loot faster. Soon, a “mere” Level 4 Fighter was barely allowed
into some games. That meant if Hobbits were going to be used
at all they had to be Thieves, in which category they could ad-
vance levels ad infinitum.

But wait a minute here. Aren’t Hobbits supposed to be hon-
orable, peacful people? Aren’t Hobbits supposed to be only
three feet tall — which means they have to stand on a couple
of telephone books to pick your pocket or cut your throat?
Yes, but in Tolkien’s original story, the chief character was a
Hobbit who was hired as a “burglar.” Other than figuring out
some clues, and getting lucky, while his Dwarf companions
tripped over themselves like they were the Three Stooges, the
Hobbit showed bravery but not the talents ascribed in D&D
Thieves nor the inclination for a steady life of crime. (Stealing
from a Dragon isn’t exactly crime, and anyhow Gandalf said it
was alright and if you can’t trust Gandalf to give you honest,
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moral advice...) Bilbo’s performance in The Hobbit was
enough. The game rules demanded a special niche for Hobbits,
“everyone” knew Hobbits made good Thieves, they didn’t
make good Fighters (Level 4 only, says so right there on the la-
bel), and they weren’t allowed to be Magic-Users. So, Thieves
it was!

Advanced D&D has not altered the equation: Hobbit =
Thief. The smaller size and weight of Hobbits is given but does
not figure into any of the game mechanics, Hobbits still are
limited in level advancement in everything but Thief, and the
only acknowledgement that Hobbits aren’t just Humans with
good ears and dexterous fingers is that they can’t have the
maximum Strength rating allowed to Human characters.

It is my intention to redress the wrong that I believe has
been done to this short but noble race. The way to do it is to
treat Hobbits not as people with special powers such as good
ears and good saving throws, but as a separate and distinct
race. Hobbits aren’t short Humans, they’re Hobbits. As such
they should be played in terms of what a Hobbit would do,
not what a player who wants a Thief with superpowers would
do.

HOW TO PLAY HOBBITS

Rather than making Hobbits fall into professions which were
formulated by and for Humans, they should simply be what
they are. Hobbits should be played as a distinct character class.
Players elect to be Hobbits, and receive whatever advantages
and disadvantages accrue. Mostly, in terms of D&D, Hobbits
have disadvantage$. D&D has a lot of combat in it (sur-
prising?); Hobbits are not good at combat. Hobbits are three
feet tall and, allowing for greater density in this hardy, long-
lived race, weigh about half what a Human does. They would
be far weaker. Again, allowing that they are stronger than Hu-
man children or those Humans who are naturally short (e.g.,
pygmies, midgets) because of being denser or more muscular/
pound, they’re still weaker than most people, and a whole lot
weaker than standard-issue Fighters and other adventure-types.
Hobbits in the Tolkien stories could function in army units,
and could band together to defeat larger foes, but they usually
relied on missile weapons and/or overwhelming numbers. As a
Dé&D Fighter, a Hobbit would be laughable. He’d be unable to
wear heavy armor or swing heavy weapons and be easily cut
down by most Human Fighters. Sure, Hobbits are hardy. That
doesn’t make them physically strong or any more resistant to
sword blades, and their smaller size would mean that each cut
would do more damage in proportion to their bodies.

What about Thieves? OK, they’ve got the Dexterity to palm
objects, are good at hiding, and we’ll allow they can hear bet-
ter than Humans. But that doesn’t make them Thieves.
Coming from communities where locks don’t exist, crime is
virtually unknown, and most of the folk don’t even own a
sword let alone know how to strike ultra-accurately from be-
hind, where would a Hobbit get his training? He’d have to seek
out Human teachers, which means any Hobbit in a Human
community is somewhat suspect if he’s not known to be a
merchant or farmer — and if he’s an adventurer we know he’s
not one of those. Besides, Hobbits are honest and honorable.
Players are sneaky, they put their own personae into innocent
Hobbit characters, but actually no self-respecting Hobbit
would steal unless he had a very compelling reason. Hobbits do
not turn on friends, Hobbits don’t lie (almost never, and then
only to save their lives), and they’ve got those very real disad-

vantages of being too short to pick pockets or backstab. Now, -

in an adventuring context, which already presumes that the
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Hobbit has left hearth and home to put himself in danger for
some doubtless very good reason, Hobbits may have occasion
to steal from foes. But that’s far from being a bonafide Thief.
Can Hobbits be Mages or Clerics? There was never a sugges-
tion of it in Tolkien. Magic was something they admired at a
distance when friendly Elves and Wizards did tricks. Hobbits
are longer-lived than Humans, not inclined to exploit their en-
vironment, living in harmony with their surroundings, and
more concerned with practical needs than obscure, unproved,
spiritual/mystical doctrines. The idea of studying hard to mas-
ter the environment by supernatural forces would seem to be a
terrible waste of time to Hobbits; to be cooped up reading dry

-texts and thinking when one could be smoking dreamweed,

tending the garden, or getting good healthy exercise by walk-
ing? Nonsense!

Even though magic is useful to an adventurer-Hobbit, it
should not be a part of the character, it simply doesn’t do jus-
tice to the concept of Hobbits as practical, down-to-earth be-
ings. It’s difficult enough for a Hobbit to be brave and adven-
turous — we presupposed a good reason for the player-Hobbit
being there — but it is inconceivable for a Hobbit to be bored,
solemn, and quiet. If a rationale is necessary to forbid the use
of magic it would be that Hobbits are so much a part of the
mortal, natural, material world and so integrated into nature,
that thgir minds, bodies, and souls are too out of phase with
the psychic connections that one must have with other planes
to make magic work. This also explains why they have a natu-
ral resistance to magic; the out-of-phase works both ways.

HOBBITS ARE NOT HUMANS!

The rules for use of Hobbits must maximize the difference be-
tween them and Humans, players must be forced to think as a
character only half the size of others. Start with the basic pre-
rolled characteristics. Intelligence, Wisdom, and Charisma can
stay the same — Hobbits can be as-smart/likeable/knowledge-
able/even commanding as any other character. (Use of Charis-
ma to inspire loyalty would depend on race to some extent in
any event. A Hobbit with Charisma 18 will get nowhere with
an Orc or Lizardman, but then neither will 2 Human or EIf.)
What will change, most particularly, is Strength. Roll only
2D6. For Constitution and Dexterity, roll 2D6+1D8. Ignore %
rolls for characters with 18+ in characteristics, a roll of 19
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adds +1/5% to those benefits that high Constitution or Dexter-
ity gives, a roll of 20 adds +2/10%.

The low Strength will keep Hobbits in their place, it will be
impossible for them ever-to be strong enough to use certain
weapons, carry certain weights, or get combat bonuses, and in
most cases they will be sub-average. That’s the idea. Players
must realize that a Hobbit cannot succeed on raw Strength ev-
er.

High Constitution and Dexterity is not automatic, some
Hobbits will be puny and klutzy, that’s the way it goes. But,
there is a chance that some Hobbits will have the excessive har-
diness and deftness indicated by high Dexterity and Constitu-
tion rolls. This will show up as increased saving throws and re-
sistance to system shock, and in the Dexterity bonus to effec-
tive armor class. It reflects the fact that they’re small but har-
dy, difficult to hit and able to endure. Still, when they do get
hit it is going to do damage to those small bodies. This should
be reflected by allowing Hobbits to roll hit dice on 1D6 only,
adding only one pip per level after the 10th Level is attained.

There still might be a tendency for players to say “Well, his
Strength is so low, let’s make him a Thief. He gets good Dex-
terity rolls and gets those automatic bonuses.” But Hobbits are
not official Thieves. It’s not in their nature and they seldom
get the training. Since Hobbit doesn’t necessarily equal Thief,
game mechanics should reflect this. Don’t give the automatic
bonuses for Thief-talents that accrue to Hobbits, as described
in Greyhawk or AD&D. If they get high Dexterity bonuses
that will influence dice rolls same as for any other character,
and they do have a higher chance of good Dexterity rolls.

There are other limits. A Hobbit has had no training, when
the game commences, in Climbing, Hearing, Pick Pocketing, or
Opening Locks. He is not likely to get this training. Any sort
of Thieves Guild is a basically Human institution — Hobbits
wouldn’t have been part of one, and might not have been ac-
cepted into it in any case. So, Hobbits don’t get the pre-game
training that is presumed to have been given a Level 1 Thief.

STARTING HOBBIT CHARACTERS

Hobbits should commence the game with the assumption that
they are fresh from their little rural village. Being on basically
a selfssufficient, barter economy, they don’t collect a lot of
money. (Their wealth, if any, is in their special possessions —
- pethaps family heirlooms — or the comfort of their homes and
the good taste of their pipeweed.) So, a Hobbit commences
with 1D12 gold pieces, a knapsack, 1D6 weeks’ worth of dried
rations, a fresh change or two of serviceable clothing, a knife,
and maybe a sling. Players may blanch at this — how do they
become noble adventurers? Well, any Hobbit seeking to do so

is coming from humble, simple origins and is that much fur-
ther behind the power curve. Difficult to commence on only
1D12 gold pieces? Well, who said adventuring was going to be
easy? No Hobbit would have accumulated any more than that
before going adventuring, no Hobbit would own leather armor
or grappling hooks or any of that adventurer-gear, and certain-
ly no self-respecting Hobbit would be walking around with a
sword. He'd feel quite foolish.

Hobbits commencing with four or more gold pieces may -
buy padded armor at the outset. Leather armor will not be im-
mediately available, though later a Hobbit could commision a
tanner to make a suit of it. The price will be the same as for a
Human, due to the small, close stitching involved. Metal armor
of any type, except Elfmail, is too heavy for Hobbits to wear.

Hobbits are limited in weaponry, due to their size. They
can use daggers, slings, and darts but can throw them only half
as far as other characters. Swords, clubs, and spears must be
used in two hands and cannot be thrown. The same is true of
handaxes, although Hobbits may own small-sized hatchets
which can be held in one hand and thrown half as far as other
characters throw axes. Hobbits can use shortbows, but they
must be specially-made for their small sizes and shoot only
half as far as regular shortbows. All other weapons are too
large or heavy, including crossbows. This is regardless of actual
Strength roll for the Hobbit, remember he’s small and can’t get
proper leverage to use large weapons.

Hobbits have some advantages in terms of game mechanics.
They may always Move Silently and Hide in Shadows as a
Thief their Level, due to their small size and natural caution.
They receive +1 to hit when battling Giant-class foes and add
+1 to their armor rating. They gain surprise on a roll of 1-4,
their size and quietness again, and recover from wounds twice
as fast as a Human of equivalent Constitution. As an option,
you may allow that Hobbits can Detect/Remove Traps as a
Thief of his level due to a great sensitivity to their surround-
ings and a dexterous touch with their tiny hands, have Hearing
as a Thief due to better ears, and have an innate sense of Good
/Evil when confronting foes.

If you insist on training Hobbits as Thieves, they must pay
for it once the game commences and must have access to a
teacher. (Let’s say a Master of the Thieves Guild or a renegade
Monk or Assassin). They may then learn to Open Locks, Pick
Pocket, and Climb, achieving Level 1 competency at whatever
Level they are at already and gaining increased competency
with increased Level. (E.g., a Level 8 Hobbit learns Thief-tal-
ents, he is Level 1 at them, when he becomes Level 9 he will
be at Level 2 Thief.)

The prime disadvantage that GMs should always be alert for
is the small size. Hobbits never get extra damage from behind
no matter how well trained because they’re too small to hit all
vital areas of Human-sized foes, Hobbits have a movement base
of 9 because of their short legs, Hobbits can’t pick a Human
pocket unless the latter is sitting or down, and even ordinary
tasks become a problem: can’t reach the counter from the bar-
stool, can’t see over ledges, can’t carry large objects (such as
sacks of loot!), can’t get on a horse.

Do the disadvantages outweigh the advantages of having a
Hobbit who can progress levels and live in the fantasy world
without being only a carbon-copy Human Thief with big ears?
If you enjoy role-playing a unique character they do!

DIFFERENT WORLDS



L)
S
d-:,‘

)
A > ‘ 4
\,"%,, Do =4
Tl R (L= 7 g T T > Y \—’ 4 = 7ANGH o,
NI il R By NN

Ps
“ A =Y —~ .,
A N l:' “::'.:e;" .“.‘-:" 3 > L o :’_d,ﬁ‘q\‘\“‘{‘\" ﬂ"" S
g IR S N N s -—y _Na» el
s IR QNS R e

@nce Qour Fantasies Lith
) DragopTocth

> Our personality sets contain fantasy role playing characters with more
action, more drama, more sculptural quality, and, of course, more
character than any other figures available.

Our sets are packaged as kits containing separate swords, axes,
shields, daggers, bows, capes, and heads; which will allow you to \
construct your character as he should be, and allows you to add
subtleties unavailable with other figures. The sets contain the char-
acter on foot and mounted on a horse.
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P8 High Elfin Hero-King ' Dragon

P20 Female Thief or Rogue, Caped

Helm and Thieving
P9 Rogue or Thief, Skulkingly Caped P21 Silent Stalker, Stalking
P10 Sorcerer, Sorcering P22 Gladius—Hero in Roman Style
P11 Swordswoman Armed with Armour
Sword & Spear P23 Barbarian Hero wearing Vulture
P12 Rictus, the Zombie King Helmet and Fur
P13 Swordsman Kane, in Scale P24 Rachir, the Red
Armour Archer—Ranger /Fighter with
P14 Sorceress, Sorcering Bow
P15 Cleric in Mitred Helmet Armed P25 High Elfin Warrior Maiden Armed
with Mace in Scale Armour with Sword
P16 Fool or Jester, Armed with Sword P26 Gundar the Barbarian with Axe
P17 Bard or Harpist with Harp and and Sword
Armed with Sword P27 Subotai the Mongol—
P18 Swordsman Roland with Sword Swordsman with Shield
and Shield in Scale Armour P28 Swashbuckler Fighter with
P19 Elfin Enchanter, Enchanting Cutlass and Dagger

N

3y Complete listing are available free on request. Send to:
" Tom Loback General Artworly 152w. 26th St. No.36
NY.C.,NY.10001
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Gems & Gaming: <
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g\IAGIC

|l ots of people use magical gems and jewels in their
gaming. To make this easier, we have taken all the
traditional magical attributes of common gem
stones (and some uncommon ones) and listed
them alphabetica]ly. We hope that this listing will provide both
added material for your campaign, and inspiration for new
ideas. We have, however, left many favorite gems (aquama-
rines, for example) out because they didn’t have historical leg-
ends of magical powers or functions. You may wish to add
them, fashioning uses for them from the general principals dis-
cussed below. In general, the color of the stone gives the prin-
cipal clue to its uses:

Red is associated with war as the color of Mars/Ares, of
iron, and of blood, and from this takes a meaning of strength.
It is also associated with healing and the healing arts by way of
blood. Thus red stones are often used as protection from fire
or lightning, and in healing magics such as stopping the flow of
blood.

Rose is associated with mellowness of personality.

Orange is associated with luxury and pleasures. It is also as-
sociated with cooling fires, and with power against disease.

Yellow is associated with logic. It is also associated with au-
tumn and the passing of strength, and thus with treason, fear,
. and also with greed.

Yellow and green together are associated with triumph and
victory.

Green is associated with living plants, fertility, rain, and
strength. It is a color of hope and confidence, and has associa-
tions with water and the sea.

Light blue is associated with powers of the mind, with clari-
ty of thought and depth of intelligence. It often reflects some
hope and/or aspiration.

Blue is associated with chaste affection, but it also signifies
royalty in some contexts, or nobility of thought.

Lilac is associated with freshness.

Violet is associated with intelligence or knowledge.

Purple is associated with pride and arrogance.

White is associated with the hottest and purest flames, and
thus with purity, truth, and joy. White stones are considered
to carry the powers of heaven.

Grey is associated with quiet and peace.

. Brown is associated with grief, and repentence.

Black is associated with sorrow, but it is also the color of
protection and denial. _

Clear or sparkling stones are considered to have powers.of
diffracting magic, just as a well-cut crystal diffracts the light.
They sometimes are considered to have the opposite power,
that of focussing magic.

These correlations are not hard and fast, but are helpful in
producing a consistent system of your own, even if you decide
to change some aspects to meet specific needs in your cam-
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paign. Dr. Heinrich Seligman and Dr. Budge have both written
extensively on the subject of gems and their attributes in a
scholarly, yet readable manner. Andre Norton has recommend-
ed the latter’s Amulets and Talismans to beginning sword and
sorcery writers. P. E. I. Bonewits’ books on magic are another
useful source of ideas. Note that each of these differ in some
respects from each other and from the associations used in this
article. You will have to use your own judgment on what to
use.

Gems and gem stones were in very limited supply in the
middle ages in Europe. In a high-magic culture, such a thing
would not matter, as the people would have access to stones
from the world over. In a low-magic society, gems may be hard
to come by. If the occurance of gems in your campaign is
small, it makes sense to let any have magic attributes as this in-
creases their value. If there are lots of gems in your campaign,
it may be best to allow only relatively flawless gems have mag-
ic properties, say about 10% of them. The rest of the gems
would simply be used as money, or for decoration.

The magical use of gems required either wearing them open-
ly, or consuming them in the ways described below in the indi-
vidual gem descriptions. If no specific means is stated, the tra-
ditional method is to grind the gem into powder, mix it into
wine, and drink it. The gems whose use required open display
worked by being seen by the opponent, or hit by the opposing
magic. For this reason, even the most sedate individuals often
wore gaudy displays of gems, and fighters wore them into bat-
tle or affixed them to their weapons, armor, and shields.

Gems were prepared for display in several ways, depending
upon the sophistication of the gemsmith. The simplest was to
set a raw stone into a ring, torque, or other decoration. This
was common with barbarian tribes and uncivilized peoples.
The more attractive method is to polish the stone, but leave it
in its natural shape. This improves the appearance of the gem,
but doesn’t waste any of it or reduce its size. A gemsmith of
still greater skill might round a gem into a polished oval shape,
as opals or sapphires are done today, or cut clear stones into
simple facets following the shape of the stone. The next step
up is the “table” cut. This cuts a clear stone so that the facets
are all of equal size. It looks like a pyramid with its upper two-
thirds cut off, mounted against the base of another pyramid,
as a general rule, although other similar cuts were used. The
most sophisticated technique is to cut the gem so that the fa-
cets catch the light in a manner similar to that of a prism. This
means that each gem stone must receive different treatment,
since for example emerald has a different index of refraction
than diamond or glass. This cut results in strikingly beautiful
stones, and is one of the factors that enables diamonds to
maintain their great value in our world.

Traditionally, gemstones were imbued with varied powers
and abilities. This article attempts to list gem stones and their
properties as interpreted for gaming purposes.
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AGATE

RED or Blood Agate is useful as a protec-
tion from spiders and scorpions. It will repel
up to 6D6 hit dice worth per charge, one
charge per D4 carats, depending on quality.
Must be openly displayed and will not repel
any that do not have a line-of-sight on the

~gem.

BROWN or Tawny Agate is highly valued.
It provides protection against spells causing
lack of muscle control, +1 vs. such spells per 2
carats. It also is +1 per 6 carats vs. gaze wea-
pons. It must be worn next to the skin and
cut in a triangle (probably losing carats). One
charge per carat.

GREEN or Sea Agate cures blindness. D20
carats are required. If worn it adds +1 per car-
at to saves vs. blindness. Two charges per D20
carats if washed in sea water, one charge if
not.

BLACK Agate (with white stripes) wards
off disease (+10% vs. catching).

GREY or Dawn Agate when worn in a
square cut on a necklace will protect against
damage to the neck. An amulet will require
2D20 carats and will only work if no other
amulets are worn around the neck or touch
clothing this amulet touches. Will repel 1D4
blows to the neck. )

MOSS or Living Agate gives +1% per carat
in controling plant growth (either naturally or
via spell). Its powers last one year. Set uncut
into armrings. ’

Agate in general is a limited-use stone.
When all the power has been leached from the
gem, it loses all of its luster and has a flat,
“dead” look to it.

ALUM

This provides protection from witch pow-
ers and from hags. To properly bind it costs
3D8 ounces worth. This is mixed with pure
salt from below ground that has not been ex-
posed to the light of the sun. Then a mage
must contact a higher plane successfully and
summon an invisible stalker while a cleric calls
upon his diety and recites CVXII Surah of the
Koran (level squared chance of success for
cleric). The mixture is then ground and fixed
and then rolled into a cloth roll and sewed
within. The invisible stalker will take the dam-
age from witch and hag power in the place of
the wearer. Lasts until the invisible stalker
bound within is slain.

ALATUIR

Similar in appearance to golden amber.
When burnt, it will drive off demons at a rate
of one demon level per 2D6 ounces burnt.

AMBER

RED Amber when rolled into a ball
(4+1D4 ounces) will protect against natural
heat as long as it is held in the sword hand of
the carrier.

GREEN Amber when held to wounds will
stop bleeding until removed from the wound.
The piece of amber must be large enough to
cover half of the wound or the bleeding por-
tion.

YELLOW Amber when burned prevents
" death in childbirth. It requires the entire lump
as it was found to be burned, and at least
6+1D6 ounces is needed.

BLUE Amber is useful for summoning the
“amber phoenix.” It requires a ritual costing a
year of the caster’s lifespan, half of his

wealth, and a complete lump of blue amber.
An amber phoenix will serve for 1D6 months
(as per roc, only casts spells as 12th level
mage). Only mages of greater power magically
than the phoenix can summon it and it re-
quires gaining the name of the phoenix from a
higher plane.

LIVING Amber (amber with animals or
such trapped inside) is useful for the construc-
tion of golems. It requires the same effort as
researching a 7th level spell successfully and
then 1D100 gold pieces per hit point. They
are restored by light and fire spells, move up
to 16", strike like the creature they are mod-
eled after, and need weapons of +1 or better
to hit them.

AMETHYST

An amulet with the name of the sun and
moon upon it, fastened to the neck with pea-
cock’s feathers will protect the wearer from

-becoming drunk. Requires at least 1D4 carats.

ANTIPATHES

SMOOTH and black, it protects from pain
spells cast above water. It requires 2D6 carats,
and must be polished by its wearer for a
week.

ROUGH and filled with small bubbles, it
protects from the side-effects of potions
drunk below water. Must be cut to a 12-sided
surface, and have at least 6 carats remaining.

Lasts for 1D6 months after it is cut. Then it .

crumbles away.

ASBESTOS

This comes in many forms. Only one is
useful for sorcery. This form is a natural rock
crystal of at least 2 carats or larger, and un-
cut. When cut into a ring and worn it will heal
1 point of damage for every die of fire magic
cast at the wearer (and protect from damage
from same). It is good for 1D6 points per car-
at. It will gradually unravel into rock wool as
it is consumed.

BITUMEN .

When taken from the skulls of mummies
slain by other means than fire (5% chance per
mummy), and rolled into an armring it will
protect that arm from broken or shattered
bones. '

BERYL
YELLOW beryl protects from all charms
that require eye-to-eye contact when cut into
a teardrop and worn between the eyes. All of
the gem must be used for one teardrop.
GREEN beryl is useful for curing those

who are short-sighted when ground into a
powder and used as an eyewash.
YELLOW-GREEN beryl protects from vi-
tamin B-1 deficiencies for 1 month per carat.
Then it leaches out into a soft white powder.

B’DISSAI

Also known as clear amber, it is good for
intensifying spells using lightning, 1D4 ounces
when ground into a powder and cast into the
air as the spell is cast will double the spell
power.

CARBUNCLE

This is useful vs. charm and hold spells,
giving +1 per carat to save against such. Roll
the saving throw and then destroy 1 carat for
every 5% missed by. If the whole stone is con-
sumed and the save is still not made, it will
explode doing 1D4 points of damage.

CARNELIAN

CLEAR carnelian is useful for clearing the
complexion of the wearer.

BLOOD or translucent carnelian is a pro-
tection against blood-drains, 1 point is stop-
ped per ounce of carnelian worn.

SARD or opaque carnelian will add 5%
once to the chances of a woman casting or re-
sisting a magic spell.

CATER’S EYE

This is a stone the color of dried blood
with a white pupil of a cat’s eye within it. The
wearer of it must fit it to a ring to use it prop-
erly. It makes him +1 with all spells and -3 on
all reaction dice provoking strife and discord.

CAT’S EYES

These are a useful gem. They may be worn
between the eyes, or on a ring or necklace for
proper use. The stone will protect from death
via spell (such as finger of death or death-
spell) or ability once, after which the gem’s
eye will disappear.

CATOCHITIS

It will cling to flesh like warm tar. While it
is clenched firmly in the sword hand it pro-
tects from charm spells (but not hold spells).
To remove it takes 1D6 turns. It is useless if
split.

CHALCEDONY

When 1D6 ounces is ground and adminis-
tered with holy water, it will break fevers and
add 10% on recovery chances.

CROSS STONES

These are naturally appearing gems in the
form of a cross. When thrown at vampires all
of them that hit explode, doing the vampire
1D6 permanent points of damage.

CRYSTAL

Naturally appearing rock crystal without
flaws can be cut into balls and used as a crys-
tal ball after enchanting the crystal (same cost
as successful research of a 4th level spell).

BLUE-WHITE translucent crystal will al-
low a mage to summon one large storm and a
heavy rainfall with 1D6 hours of work. It will
begin to crumble as the storm ends.

CORAL
RED coral is useful for curing natural ste-
rility. It requires consuming 3D20 ounces.
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GREEN coral is useful for the healing of
unnatural wounds that will not heal. It re-
quires a pound per hit point thereby healed,
and the coral takes the damage upon itself.

BLACK coral cures magically induced ste-
rility when used to slay the causer thereof.

DIAMOND

BLUE diamonds can cure one disease per
3 carats. Water is used to wash the diamond
with and a dose to cure each of the diseases is
obtained. This power can be used once a
month.

YELLOW diamonds protect from snake
poisons, the wearer taking only half damage if
he fails his save. At least 2 carats must be
worn in a single set in a brow circlet or a ring.

RED diamonds function to protect from
the powers of Hell, protecting against 2 levels
of demons per carat (thus a 4 carat red dia-
mond would stop one 8th level or four 2nd
level demons).

GREEN diamonds give +1 per carat on re-
action dice with woodland creatures.

CLEAR diamonds (or white diamonds)
can be used to place great enchantments and
lower the cost of the enchantment (not in-
cluding the worth of the diamond!) by 10%
per carat.

EMERALD

When worn on the right side of the chest it
will cause snakes to die of fright, one hit die
per carat. Must be seen by the snake to work.

FELDSPAR

This is a green stone that when worn upon
the neck protects from sunstroke. It adds +1
to save vs. light spells per carat. Destroy one
carat per 5% save failed by. It does 1D4 dam-
age if it can’t make up the difference.

S % s ey

This is often worn upon the arms set in
bracers. Each stone adds +1 to saves, etc., vs.
hags and their powers. It will return night-
mares to the sender.

‘HAEMATITE
Often called bloodstone, it cures any inter-
nal bleeding that occurs while it was worn.

HEMITITE
Known as black diamond, it adds +1 to re-

action rolls with people of the opposite sex/
same race. Requires at least 5 carats.

IRON PYRITES

Known as foolsgold, this stone will repel
any crocodile or alligator of 2 hit dice or less.
Must be mounted uncut and worn exposed to
the air and against the skin.

JADE

GREEN jade dispels astral sendings, for-
cing them back to their bodies, 1 per ounce.

RED jade when made into axes (about 4
pounds worth) will slay demons (one use).

YELLOW jade protects one from being
charmed by voice when conducting business if
held in the hand and stroked with the thumb.

WHITE jade protects from lightning-based
spells, absorbing 1D6 of energy per % ounce
worn.

BLUE jade is very rare and treasured. It re-
moves the need of the wearer to drink fluids,
each carat replacing 1 quart per day of water
for 6 months, before the luster fades and with
it the power.

JASPER
GREEN jasper is useful for calming wood-

land beasts, 1 ounce per 2D4 dice of crea-

tures.

GREEN WITH FLECKS OF RED is used
for sorceries changing the nature of men (pol-
ymorphs), each ounce adding +1 to the cast-
ing of spells of that type by the wearer. An
amulet made of gold and set with such jasper
is good for 20 spells.

RED OR BLOOD jasper is known as the
Blood of Isis. It protects pregnant women for
the time of one pregnancy (+5% per ounce
with everything).

JET

This is the black stone of power. It has
two uses for which it finds great competition.

Worn by a fighter, it protects him from all
spells that reduce strength (for 3D4 months
of wearing).

Worn by a mage, it protects him from 1D4
attempts at demonical possession.

For use by both of these it is formed into
a disk with a cross on one side and a nonstyl-
ized human heart on the other. The finished
carving will weigh about 5 to 10 ounces and
will be worn from the neck or on the arm.

LAPIS LAZULI

This is a gem favored by clerics.

Cut into a sphere (1%” radius) it will pro-
tect from 2D10 levels of clerical spells cast.

Cut into a cylinder (3”x1” radius) it will
allow a cleric to cast 1D10 extra levels of
spells.

There will be many “fake™ spheres and
cylinders found made of pressed powdered
stone. They have the same appearence but ex-
plode doing 1D4 points of damage when use
is attempted.

MAGNETITE

This is the bound demon stone. It will
draw lightning if worn, but it will also add
1D4 to strength.

When cut into a 5 pointed star and fed the
blood of virgins slain for it for 5 successive
weeks and given the metal filings from a pur-
poseful sword +3 (consuming the sword) it
can embue a dagger with very powerful poi-
son for 5 blows. Those hit must save or die,
saving vs. magic spell. A person wearing such a
weapon cannot benefit from clerical spells nor
walk upon holy ground.

MALACHITE

. When cut into arrowheads and with the
name of a demon written upon the shaft of
the arrow it strikes doing damage (and ex-
ploding) equal to the demon typeflevel in
D8s. This causes the demon 1 point of dam-
age for every 4 points caused and tends to
draw his attention.

MELITITE

When formed into balls and carried by
children, this results in their parents being
aware of what befalls them. The parent must
carve the amulet and wash it in their blood
for it to work. Its powers last 1 week per
ounce.

MILKSTONE

Also known as galaktite, it is semiholy. It
is also useful for all things having to do with
milk, adding 10% per ounce destroyed/con-
sumed in this use.

MOONSTONE

Beloved of Diana and Hectate, this gem
when cut into teardrops of 3 or more carats is
useful for the control of all animals who hunt
by night (+5% per carat on reaction dice).

ONYX

The wearer is -5 on all reaction dice but all
witch magics are reflected back upon the cas-
ter. Each amulet takes 5+1D20 carats and re-
flects only one spell.

OLIVINE

Worn on a ring, this gem reduces the wear-
er's anger and contention (protects vs. that
symbol and power). Very rare.

" OPAL

CLEAR and fire-filled opals add +1 to all
damage spells cast by their wearer for 1D6
spells per carat.

MILKY and fire-filled opals multiply one
plus 1/10 the number of carats the power of
any gaze weapon the wearer has. Thus a two
carat opal would give a 1.2 time increase in
power. There is a 10% chance per use of the
opal consuming its powers.

BLACK and fire-filled opals are luck
stones. +2% per carat (thus 5 carats would be
+10%).

PEARL
These provide protection from drowning,
at one large pearl per ten minutes under wa-
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ter. Pearls are also used for healing.
PERIDOTE

This is a yellow-green gem of rulership,
adding +1 to the morale of the followers of its
wearer if set in 3 carat rings. Very rare.

RUBY

When made into a ring, ruby is good for
protecting from hunger for days equal to car-
ats x 1D6.

A ruby with a star will reflect all disease
spells back upon the caster, with a 10%
chance of the reflection consuming the
stone’s power.

Ruby, when cut into a cube at least 12” to
a side, allows the holder to fly from sundown
to sunrise (only in darkness, other than star-

light/moonlight) at any speed consistent with
encumbrance and wind resistance.

SALT

If quarried in crystal form and never ex-
posed to light, salt will harm the undead, do-
ing them 1D6 points of damage per ounce of
rock salt crystals that strike when thrown,

SAPPHIRE

BLUE sapphires are potent with wind
magic and add 5% per carat to the user’s pow-
ers over such.

YELLOW sapphires are useful when cast-
ing light magics and add 5% per 2 carats.

GREEN sapphires will add 5% per carat to
the user’s control over water magics.

BLACK sapphires can be keyed to any

TAKE
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YOU FIEND!

o s
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Blast away the fiends
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o VAl ) ‘) 4 Become a bold and fearless adventurer, a

1 warrior-king, a cunning and powerful

e i magician — the worlds you explore and

& 7 ; great quests you pursue are limited only by
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N Tunnels & Trolls rulebook
only $8.95

a complete ine of Solitaire and GM Dungeons is also
available, along  with Sorcerers  Apprentice,  our
fantasy and FRP-uriented magazine which teatures
articles on TAT as well as other FRP games

Flying Buffalo Inc.
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Scottsdale, AZ 85252

{inc lude 500 1or shipping & handhng)
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— ask for our free catalog —
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magic type and thereafter the wearer is +5%
per carat with that form of magic.

If the stone also contains a star then the
wearer is doubled in range when casting magic
under the stars.

These stones must be set in rings in order
to make proper use of them,

SARDONYS

This gem, when worn touching the skin of
the user, protects against touch attacks, in-
cluding monkish stun/death powers, such as
the “quivering palm” attack.

SCHIST

This is good for the casting of one fire
spell, at +1 per carat, and then its luster fades
along with its power.

SELENITE

This is a form of moonstone that when cut
into bezels and worn between the eyes pro-
tects from insanity and feeblemind, once per
carat.

SERPENTINE
When made into goblets it detects poison
poured within it for 1D6 times.

SUNSTONE

This gem permits creatures of the day to
act in darkness as if nocturnal, their night vi-
sion being the equal of creatures of the night.
It is consumed as a powder in wine, and lasts
one hour per carat consumed. P

TOPAZ :

This protects the wearer from from all
manipulation of his emotions at +5% per carat
with its powers lasting for many years. It does
not protect against charms.

TURQUOISE

When worn in large necklaces (3D6 stones
of one ounce each) it adds to armor class vs.
cold blooded animals by +4.

Used to brace a weapon (2D6 stones of 5
carats each, cut like diamonds — not smooth)
it will add a total of 4D4 D6s extra damage
(1D6 at a time) to blows striking man-eaters.

Rare sky turquoise is loved by the air
dwellers, and adds +5% per carat to all their
magics. It is clear, unlike the normal opaque
stone,
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By Martin Connell

Since Traveller was released in 1977, sporadic articles have ap-
peared in the various gaming magazines augmenting the basic
system. These have added great new aspects to the game but,
through my own experience and through discussions with oth-
er players, | found that what everyone was most dissatisfied
with was not any limitation of scope, but with the original
computer rules. The computer system presented in Book 2 is
slow, stupid, and grossly overweight. It's straight out of the
1960s. Truly representative of the far future, is it not?

In this article | present a variant computer system based up-
on what | see as trends in the industry and my own experience
with computers. | preface this by saying that | am not a com-
puter specialist. | am a student of Mechanical Engineering. |
have used an IBM 360, and IBM 3033, a PRIME, and several
hobby computers. Several friends who are computer science
majors were also consulted.

I. HARDWARE

Traveller groups all the various aspects of a computer under
one term, the central processing unit, or CPU. | believe a ship's
computer of the future would be more like today’s home com-
puter, a main processor (MP) surrounded by modular peripher-
als to suit individual needs. These peripherals are represented
in Figure 1.

The input to the computational part of the computer (the
MP) comes from two sources, the program file and the data
base. The program file is fairly self-explanatory; it is the stor-
age unit for all programs. The data base is the source of values
for the variables required by the programs. It consists of three
elements: the ship’s sensors, library, and the computer user.
The inputs are processed in the usual fashion in the MP where
it is then directed to either the output file or the ship/compu-
ter interface.
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The output file is where any data that is to be stored goes,
such as generated flight plans, while the ship/computer inter-
face is the link by which the computer directs such physical
mechanisms as weapon control and directional guidance. Both
files are relatively permanent, i.e., the contents will remain in
the files for a long period of time (several weeks) should the
power fail. The MP file is where the MP stores quantities it's
currently using. It is a “scratchpad” and is not permanent,

As the data base and the ship/computer interface are essen-
tially integral parts of the ship, the purchasable units are the
program and output files, and the MP. Each are purchasable
according to the number of “volume points” they are able to
handle. (For further explanations of volume points see Soft-
ware.) Also available is a combined program/output file which
has a user partitionable memory. A user may alot volume
points to program and output files as he sees fit. The advan-
tage of this is that the unit is more flexible but it has the draw-
backs of increased cost and all memory in one location (a high-
er chance of having all memory wiped out in combat). The on-
ly other piece of purchasable equipment is the computer ter-
minal. These are part of the data base hardware but since the
number of these that a ship owner would desire varies, | point
them out separately. Remember, any computer requires at
least one terminal.

For a list of costs and sizes see Table 1.

11. SOFTWARE

A review of the list of software and their descriptions in Trav-
eller will reveal several instances of incomplete information or
a general lack of thought. In contrast to the three categories of
programming the rules use (those being offensive, defensive,
and routine) | prefer to use only two: weapons and movement.

What follows are my modifications to Traveller software.

DIFFERENT WORLDS



FIGURE 1 — REVISED

COMPUTER SCHEMATIC

PROGRAM — w
FILE FILE
SHIP/
SENSORS MP COMPUTER
INTERFACE
DATA 1
LIBRARY RASE
OUTPUT
USER FILE

As an engineer, my intent in design would be to have the com-
puter be able to run the majority of normal ship operations
thus enabling the average size ship to be run by only one or
two crewmen. | have included my rationale for each change as
| feel that, being aware of it, the reader will be batter able to
make his own adaptations.

WEAPONS

Eliminate the TARGET program

A glance at Figure 2, which flowcharts the original firing se-
quence, clearly illustrates that the firing of any weapon is com-
pletely dependent upon the TARGET program. A turret is use-
less without it and the reverse is true. Why, therefore, would
these two items exist independently of one another? Such a
program as TARGET would most likely appear as a piece of
the turret itself, an integrated circuit chip about the size of
your -thumb. (We are talking about the future, remember?)
Even today, most of the tin cans to come out of Detroit have a
microprocessor in them which monitor emission devices, car-
buration, etc.; you dont need to buy a separate computer and
program it to be able to take a drive.

Eliminate the LAUNCH program
For the same reason as above, a LAUNCH program would
be a piece of hardware integrated into the launcher itself.

Redefine the PREDICT programs

If it is possible for a computer to predict the location of a
ship thousands of miles away, as the original PREDICT pro-
gram does, it may as well control the actual aiming of the tur-

ret. This eliminates the necessity of a gunner in most cases (see
the PRIORITY program).

Eliminate the GUNNER INTERACT program

With a computer directing the aim of weaponry, there is lit-
tle a gunner can do to improve hit probability. It is important
to realize that, at a distance of one thousand miles, one mile
only subtends an arc of little more than one tenth of a degree.
It is difficult, if not impossible, to achieve this type of preci-
.sion rapidly by human means. (Note: | play a game where psi-
onics don’t exist, so they cannot aid stellar combat.)

Add the PRIORITY programs

When the computer is faced with multiple targets, a PRI-
ORITY program analyses sensor data to decide upon a prefer-
red target. In the case of a multi-turreted vessel this program
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TABLE 1 — HARDWARE COSTS
MAIN PROCESSORS (MP)

1. Computer specifications are designated by two
numbers: m/n. m is the maximum program size. n
is a time indicator,

. The minimum m is 8.

m is always increased in 4 volume point incre-

ments.

. n is always less than or equal to m, and always
greater than or equal to 8. n can never exceed 24.

. Each MP is abbreviated by a computer model (CM)
number. CM'= m/4 -1.

6. The MP costs (CM-0.4) x (0.44+0.07n) in MCr.

7. The MP weighs CM/4 + (n-8)/2 in tons.

8. The CM can never exceed 13.

FILES

1. Files, whether output, program, or combined, are
rated by their volume point (VP) capacity.
2. A file's minimum VP is 20. It's maximum is 100.
. The cost of a program or output file is (VP x 0.7)
+ 14.1 in MCr.
4. Combined files cost VP-20.15 in MCr,
5. Any file has aimass of VP/8-2.25 in tons.

w

TERMINALS

Standard terminal including CRT 1000 Cr
Terminals with disc reader 1200 Cr
DISCS
Stores 2 VP 2Cr
5 VP 4 Cr
10 VP 6Cr
GUNNERLESS TURRETS
Single Weapon 100,000 Cr.
Double Weapon 200,000 Cr.
Triple Weapon 250,000 Cr
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FIGURE 2 — ORIGINAL PROGRAM FIRING SEQUENCE

LAUNCH

GUNNER

A ——
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TARGET INTERACT

SELECTIVE

it

PREDICT

would be controlled by the central computer to create a coor-
dinated attack. This program is left in a software form to facil-
itate the updating of data weights to meet various situations.
The overriding of this program is the only need for a gunner;
given that certain situations require the subjectivity of human
judgment.

Eliminate the MULTI-TARGET programs
Now that the turrets act independently, this program is no
longer necessary.

Eliminate the ANTI-MISSILE and ECM programs

These are automatically part of the PRIORITY program
and are therefore obsolete. Both of these factors are still sub-
ject to gunner override.

MOVEMENT

Add the GENERATE 1 program
GENERATE 1 creates the flight plans for interplanetary
and atmospheric travel.

Replace the GENERATE program with GENERATE 2

This performs the same function as the GENERATE pro-
gram, being for the creation of flight plans for interstellar
trips. The program size is relatively small until after it is run;
the parameters generated require a great deal of space. This is
based upon experience with present day languages such as DY-
NAMO where a relatively small amount of code, even under
200 lines, can produce pages and pages of data for an output
file. Such a highly used type of computation as this would de-
velop its own compact language such as these.

Redefine the MANEUVER program

MANEUVER will essentially be a NAVIGATE for the ma-
neuver drive. When operating in conjunction with GENERATE
1, it will act as an auto-pilot. The two programs remain separ-
ate so the GENERATE 1 can be run to provide flight plans for
inspection, pilot use, and possible storage.

Redefine the JUMP programs
JUMP now incorporates the NAVIGATE program (neither
one is useful independent of the other),

Eliminate the NAVIGATE program
As above.
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I11. NOTES ON IMPLEMENTATION

Looking at Tables 1 and 2 shows that the size and cost of this
computer system is less than that of the original system. The
reduction in size is due to the obvious strides in technology
that will occur between now and the far future, at the very
least there will be a perfection of bubble memory. The home
computers of today, some smaller than a portable TV set, can
handle such high power languages as FORTRAN, PASCAL,
and COBOL. Think of what will be possible a hundred years
from now. The prices will be lower than in Traveller for much
the same reason. Remember, just ten years ago a calculator
cost over a hundred dollars. Now you can get the same thing,
at about the same size of a thick credit card, for $20. The in-
tent of these reductions are to make it possible to have more
than one computer on a ship. Wouldn't it make sense to have a
medical computer in the sick bay, or an astronomical compu-
ter in the observatory? These would be independent, yet inter-
connected systems.

The proliferation of computers and their associated hard-
ware does add complexity to the determination of damage in
combat, but it's not that difficult to overcome. Whenever a
‘computer’ result occurs on the standard damage table in Book
2, assign each computer on board a number and roll a die. Re-
roll on unassigned numbers. Once the system has been deter-
mined, roll for whether it's the program file, the output file, or
the MP that has received the damage. In the case of the com-
bined program/output file, there is only two options, the com-
bined file or the MP. The actual damage is determined in the
same fashion as in Book 2 except that each hit a file receives
has a DM of -2 to operate. Once a file malfunctions all infor-
mation in the file is permanently erased.

The possible erasure of all file contents points out the im-
portance of having copies of programs and other critical data.
This is achieved by having information loaded onto discs. Discs
are a circle of treated plastic, also referred to as floppy discs,
which can have encoded data stored on them much like a cas-
sette tape. They come in various sizes according to storage cap-
acity, and are themselves very compact and storable. Terminals
can have their own disc reader for replacing information into
the computer or into the program file. With a disc reader it be-
comes possible to run all the necessary programs a ship re-
quires without a program file, but ship’s business is slowed
down by the turn it requires to load the computer by this
method. For a list of disc costs, see Table 1.

It should be noted that the output file is not strictly neces-
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TABLE 2 — REVISED SOFTWARE LIST

Title Class Size (X/Y/Z) Cost in Cr Effects and DMs
Weapon Programs
PREDICT 1 Offensive 2/3/* 750 +1
PREDICT 2 Offensive 3/3/* 1000 +2
PREDICT 3 Offensive 4/2/* 1500 +2
PREDICT 4 Offensive 5/3/* 2500 +3
PREDICT 5 Offensive 6/2/* 5000 +3
PRIORITY 1 Offensive 11* 1000 A PRIORITY N program permits the
PRIORITY 2 QOffensive 2/2/* 1500 independent operation of N turrets or
PRIORITY 3 Offensive 3/3/* 2500 sets of turrets.
PRIORITY 4 Offensive 4/4/* 5000
PRIORITY 5 Offensive 4/4/* 8000
SELECTIVE 1 Offensive 2/5/* 500 -2 Allows selection of main
SELECTIVE 2 Offensive - 2/6/* 750 -1 compartment or engineering.
SELECTIVE 3 Offensive 2/7/* 1000
Movement Programs
AUTO/EVADE Defensive 2/2/2% 1000 -2
- EVADE 1 Defensive 2/4/* 1500 -1 per 4 Pilot expertise.
EVADE 2 Defensive 2/4/* 2000 -1 per 2 Pilot expertise.
EVADE 3 Defensive 2/5/* 3000 -3 per 4 Pilot expertise.
EVADE 4 Defensive 2/5/* 5000 -Pilot expertise
EVADE 5 Defensive 2/6/* 8000 -1% Pilot expertise
EVADE 6 Defensive 2/7/* 10,000 -5
GENERATE 1 Routine 2/2/5% 750 Interplanetary Flight Plans
- GENERATE 2 Routine 3/7/12t 5000 Interstellar Flight Plans
- JUMP 1 Routine 4/1/* 1000 Required for a jump of 1.
- JUMP 2 Routine 4/1/* 1000 Required for a jump of 2.
- JUMP 3 Routine 4/2/* 2000 Required for a jump of 3.
- JUMP 4 Routine 4/3/* 2000 Required for a jump of 4.
- JUMP'5 Routine 4/4/* 2000 Required for a jump of 5.
- JUMP 6 Routine 4/5/* 3000 Required for a jump of 6.
- MANEUVER Routine 3/5/* 1000 Auto-pilot
- * An ongoing program, cannot be stored. Volume points are used/every turn.
. T Optionally storable.
~ ANTI-HIJACK does not appear as it is integrated into the ship itself.
- RETURN!FIRE does not appear as it is unnecessary with my miniature rules.

sary either, since none of the programs | have presented re-
quire their output to be stored, but it is nice to have a ready
flight plan which an output file can provide when one gets into
a sticky situation. Another advantage of an output file is that
if one only has a small MP, it becomes impossible to run any-
thing other than GENERATE 2 and JUMP when in hyperspace
as the computer's volume point capacity would be exceeded.

Volume points are an indicator of a number of things. First,
in the case of files, it represents sheer space; how much pro-
gramming each can hold. For the MP, volume points not only
represent size, but also time. The volume point rating of the

_MP is the amount of programming it can handle in one turn,
ten minutes. As an example, a four point program in an eight
point MP would take five minutes.

Software is designated in the following form: X/Y/Z. X is
the number of volume points that the unrun program program
requires for storage on a disc or in the program file. Y is the
number of points required of the MP, and Z is the number of
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volume points for output file storage.

The MP is rated by two numbers, M/N. M is the total pro-
gram size that the MP can handle, while N is a time indicator.
An example of this is that a 5/3 MP can handle a 2/4/3 pro-
gram but not a 2/6/3 program. In the first program, the perti-
nent number is four. It will fit in the computer because the
size four is less than the computer maximum size rating which
is five. It would take 13 minutes to run this program as four
divided by three (the MP’s time indicator) multiplied by ten
minutes (the basic turn) equals 13 (eliminating fractions). The
second program, on the other hand, cannot run in this MP as
its size of six is greater than the MP’s size of five. It should be
noted that this makes it possible to run more than one pro-
gram at a time provided the sum of their sizes does not exceed

the size rating of the MP.
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fter having read many points of view concerning
fantasy role-playing gaming styles, including those
of Glenn F. Blacow and Lewis Pulsipher in these

teur publications, I have come to parallel, but different, con-
clusions on this topic. While I agree in the main with the de-
tails espoused by the aforementioned authors, I hold a differ-
ent view of how the points they raise fit together.

It is my opinion that there are only two major considera-
tions in analyzing FRP campaign styles. The first consideration
is the degree of adherence to earthly realities as represented in
game systems, and the second consideration is the emphasis
placed on personal goals, those of the player characters, as op-
posed to goals stemming from the campaign setting itself.

It behooves me to acknowledge that there exist in most
FRP campaigns elements (such as magic) which in no way ad-
here to earthly norms. Similarly, to some extent, all goals must
relate back to the campaign setting. Hence, players must judge
the realism present in a campaign by its mundane aspects, and
must consider to whom the benefits of player-characters’ ac-
tions will accrue. A fair measure of the latter is whether the
player characters are willing to undertake missions for the sole
benefit of non-player characters, gaining nothing for them-
selves save honor and increased social stature within the cam-
paign world.

I view the two main aspects, realism and goal orientation, as
a plane continuum and suggest a two axis model for examining
campaign styles. One axis I label the Realism Axis and the sec-
ond I label the Goals Axis. These two axis form a plane in
which all FRP campaigns can be placed. Interestingly enough,
the extremes of the axis represent the four categories of FRP
gaming named as archetypes in Glenn F. Blacow’s recent arti-
cle. These are shown on the Gaming Graph.

The extremes on the realism axis are well represented by
some of the existing FRP rules systems. Chivalry & Sorcery
and the “Stanford System” lie at the simulation end of this
axis, while games such as Bunnies & Burrows and Tunnels &
Trolls lie at the opposite extreme. The extremes on the goals
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axis are less well defined with campaigns which cater to the
players’ values lying near the power-gaming extreme and those
campaigns where the values of the Game Master are enforced
tend toward the story telling end.

It is my distinct impression that all the extremes are unde-
sirable and can bring about the untimely demise of a cam-
paign. Ideally, a balance must be struck between realism and

GAMING GRAPH

Personal Goals
(Power-Gaming)
.
E
Pure Fantasy O | Realism Axis Stmulation
(Role-Playing) (Wargaming)

Campaign Goals
(Story Telling)
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playability on the one axis and between player goals and GM
goals on the other. This will allow play to flow smoothly with-
out the rules “getting in the way” and will keep player interest
high while preserving the viability of the campaign. Different
players (and GMs) prefer different aspect mixes and a near-
central position in the style continuum, while not perfect for
anyone, at least offers something for everyone.

Lewis Pulsipher in Different Worlds 8 does some interesting
hypothesizing concerning campaign traits. Believability, degree
of uncertainty, player skill required, real time vs. game time,
extent of the supernatural, combat vs. puzzle, the role of fate,
referee interference, player character level, the lords of the
world, risk and reward, basic GM style, degree of player char-
acter immortality, homogeneity of characters, rigid vs. free
form, umpire vs. god, and technology level are the traits he
deems present to some degree in most campaigns.

Some of these traits are variables of placement on the real-
ism axis: Believability, degree of uncertainty, player skill re-
quired, real time vs. game time, extent of the supernatural, and
combat vs. puzzle. There are fewer variables of placement on
the goals axis: The role of fate, referee interference, player
character level, and the lords of the world. All, save one, of the
remaining traits are variables of placement on both axes: Risk
and reward, basic GM style, degree of player character immor-
tality, homogeneity of characters, rigid vs. free form, and um-
pire vs. god. The final trait, technology level, has little bearing
on the campaign style if universally applied and as such is neu-
tral.

The proposed model incorporates the views of both Blacow
and Pulsipher very neatly. The majority of gripes, as Glenn
Blacow suggests, stem from adherents of extreme viewpoints,

while the consensus of players appears to favor a happy medi-
um. Enough reality to permit willing suspension of disbelief
need not strangle innovation and creativity in masses of “red
tape” mechanics. Players desire to role-play their characters
and to establish their own goals without undue GM interfer-
ence, although some GM discretion is needed to curb overly-
enthusiastic players before the campaign as a whole suffers
from their activities. Likewise, wholesale slaughter of player-
characters just because an encounter was designed for a higher
level party is seldom appreciated.

How much of any one trait is desirable is an oft-argued and
seldom-resolved question. I say, to each his own. Fortunately
for all of us, we tend to latch onto and expand upon those in-
fluences in a campaign which best suit our own preferences.
This is the advantage of incorporating some of each aspect in a
campaign. Players in a campaign with an emphasis contrary to
their own preference will bring to the fore previously “hid-
den” aspects. One cannot (and should not) claim a “One True
Way” philosophy if there are other players in the campaign
who desire otherwise.

This creates a natural system of checks and balances which
favors all concerned over the long run. The only hazard is that
differences in emphasis preference can cause breakdowns in
player/player or player/GM cooperation. The one common re-
quirement of all FRP games is a cooperative effort in maintain-
ing the livelihood of the fantasy world. We all need each other
and should never lose sight of this single allimportant realiza-
tion.

ANNOUNCING!
THE GAMES OF BERKELEY
“GREEN TAG SPECIAL”

A special table with all that’s new in FRP and
wargaming at reduced prices!

Anything $10 or less is 50 cents off!
Over $10 to 320 is $1.00 off!!
And anything over $20 is $2.00 off!!!

This means that Fortress Europa that sells normally for
$15 is only $14 and the new Grenadier boxed miniatures,
Thieves and Females are $6.50 each instead of $7! Also, a
super green tag special — Longest Day is $52 instead of
the normal price of $65!

Games of Ber keley = For True Gamers Only!

Come and see our selection!

DUNGEONS & DRAGONS, JUDGES GUILD,
ARDUIN GRIMOIRE, THE FANTASY TRIP,
RUNEQUEST, TUNNELS & TROLLS, BUSHIDO,
TRAVELLER, CHIVALRY & SORCERY,
RAL PARTHA, ARCHIVE, GRENADIER,
CITADEL, MINIFIGS, SUPERIOR MODELS,
BOARDGAMES, PUZZLES, DARTS, CARDS,
BACKGAMMON, CRIBBAGE, DOMINOES,
CHESS, RISK, SCRABBLE, GAME BOOKS,

AND MORE !!!

SENSORY CHESS CHALLENGER 8 IN STOCK!

OPEN EVERY DAY! — 10-7 Mon-Sat, 11-5 Sundays

Near UC Campus.
One block from BART Station in downtown Berkeley.

(415) 843-9436

GAMES OF BERKELEY
2110 ADDISON STREET
BERKELEY, CA 94704
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AZHANTI HIGH LIGHTNING
Frank Chadwick and Marc Miller
Game Designers Workshop

$21.98

Azhanti High Lightning is a set of personal
combat rules similar to, and compatible with,
the standard Traveller combat system. The
boxed set includes scenarios set aboard a class
of large starships, with detailed deck plans
and information on these vessels. The set con-
sists of two booklets, a sheet of 240 die-cut
counters, fourteen 14"x22" sheets of deck
plans, a separate sheet with the combat tables
printed on it, and a pair of six-sided dice.

The physical components of the game are
up to GDW's usual high standards; the deck
plans, done in half a dozen or so colors, are
particularly pleasing in layout and execution.
The %" square counters, printed on the front
with a silhouette and an identifying code, and
on the back with combat information, are
pleasing to the eye, and carry all of the neces-
sary information about each character,

The combat rules {which fill most of the
first book) are descended through GDW's ear-
lier Snapshot system from the original Travel-
ler system. Although not as fast and easy as
the original system, they are an improvement
over the Snapshot system. The original 15 sec-
ond melee turn is still around but mostly as a
background bookkeeping convention
{“Twelve turns until the bomb goes off/alarm
is raised/Marines arrive,” etc.); the major time
segment is the “action phase’” three seconds
long. During each phase, a character may ex-
pend up to six “action points,” which regu-
late the activities possible in a given phase.
Action point costs range from one (for trot-
ting forward one 1.5 meter square) to six or

more for actions requiring more than one
phase to complete {such as climbing between
decks, crawling about in machinery, etc.). At
the beginning of each turn, each character's
general actions (cover fire, aimed fire, move-
ment) are written down, and the characters
carry out these actions (with a few exceptions
and options) for the next five phases.

The gun combat tables are rather interest-
ing, and show one of the major differences be-
tween these rules and the standard Traveller
system. In the usual system, different wea-
pons have various base chances to hit at stan-
dardized ranges, and the same roll is used for
gaining a hit and for penetration, with skill in-
creasing the chance to hit and the chance of
penetration at the same time. In the Azhanti
High Lightning system, weapons have a stan-
dardized set of base chances to hit (8+, 10+,
and 12+) which are applied over a set of
ranges (effective, long, and extreme) which
vary according to the weapon. Thus, a re-
volver has an effective range of twelve squares
(18 meters}, and has a base 8+ chance of hit-
ting a man-sized target at that range (rolled on
2D). Penetration is resolved separately from
hitting, with weapon skill counting only to-
wards hitting; each weapon has a penetration
value, and each type of armor a resistance val-
ue, which modify the rolls on the damage ta-
ble. Damage is somewhat more abstract than
in basic Traveller, the damage table giving re-
sults of “light wound,” “serious wound," and
“death,” which have various results singly and
in combination. There is also a slightly ab-
stracted hand-to-hand melee system.

The last part of the book consists of ten
scenarios, all part of six “incidents” set
aboard Azhanti High Lightning class starships.
The ones we played seemed well thought out
and balanced, except for the ‘blob’ scenario.
The nasty alien ‘blobs’ cannot inflict any

Bridge Stations: The bridge consists
positions, both on and off the central af

Command Locations.
1. Captain.
2. Supernumerary Station.

Engineering and Maneuvering.
3. Chief Engineering Officer.
4. Maneuvering Officer.
5. Jump Drive Bridge Repeaters.
6. Jump Control Officer.

7. Power Plant Bridge Repeaters.

meaningful damage, and the game settled
down to a protracted tour of 59 decks. The
blobs ineffectually inflicted light wounds
along the way, hoping to produce uncon-
sciousness, since there is no limit given in the
rules as to how many light wounds a character
can suffer and still live.

The second book in the set, titled Supple-
ment 5: Lightning Class Cruisers, contains "a
detailed treatment of the background, specifi-
cations, capabilities, and interior layout” of
these ships, which are 60,000 ton monsters
designed according to Traveller Book 5: High
Guard. A large amount of information of in-
terest to those people running “‘standard”
Traveller campaigns is given here; other peo-
ple will find it mostly useful only as a guide
to running the scenarios given in the rules
booklet.

Overall, the system is very good, though
people who run non-standard campaigns will
not get as good a value for their money as
other people might — | imagined that all of
those large and colorful deck plans are respon-
sible for the price tag, and not everyone will
need them, Still, for the Game Master who
cares to come up with a damage comparison
system, blade weapon adjustments to the
sketchy melee system, and animal ratings, this
system can prove to be an interesting alterna-
tive to standard Traveller, and, of course,
Azhanti High Lightning can still be played for
its own considerable enjoyment.

Michael Blum

SOCCOCOEDODDTOO0RCOOOOTOOOOM

ODYSSEUS
Marshall T. Rose

" Fantasy Games Unlimited, Inc

$5.50

Odysseus is apparently an attempt at a role-
playing system for the Homeric Age of
Greece, the Heroic Age of which Homer sings
in his epics lliad and Odyssey. As a mise en
scene for the Bronze Age in the Aegean Basin
it fails miserably. As a role-playing system it is
disorganized, clumsy, and incomplete. The
game lacks color, both of the Homeric Age,
which it claims in its title, and of the later
Classical Age which, in fact, it more closely
approximates.

The rules include character generation,
ship movement and combat, weapons, armor
and warriors, combat and movement, cam-
paign rules, and a section on the gods. They
are written from the point of view of a fanta-
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sy role-player, and assume the reader to be
one as well. There are repeated references to a
“moderator,” but no concrete description of
the moderator's function in the game. Com-
bat is emphasized, but uses a rather awkward
system. Each character, for example, has a
Fighting Skill Number, or FSN, which is in-
creased by the number of kills or assists a
character makes, and decreased by the num-
ber of wounds he or she sustains. Theoretical-
ly, a character's FSN can be infinite. There is
an interesting method of combat resolution,
where players select combat posture cards, at-
tack and defense, and cross reference results,
but this and a few other good ideas are obs-
cured by the cloudiness of the overall system.
On the whole, the rules are disorganized
{""Movement with the ship ... is similar to
movement on land,” but we haven’t been told
about land movement yet!), incomplete (we
are never told how to go about acquiring a
ship), and lack development. Essentially, it is
left to the moderator to finish writing the
rules from a rather disordered and clumsy
outline.

The world in which Odysseus is set is con-
fused and inaccurate. It is a peculiar game of
the Homeric Age of Greece when a player
character cannot hail from Troy or Crete,
wear a boar's tusk helmet as Odysseus himself
did, carry the Boeotian figure-eight style
shield, or use a club for a weapon as did the
greatest hero of the age, Herakles. In the sec-
tion on the gods, Demeter is not to be found
among the Olympians, but Hades, lord of the
underworld, is! The first clue as to what is go-
ing on comes upon opening the rulebook to a
map entitled “Classical Greece,” a period
some 800 vyears after the Heroic Age of
Greece, The final explanation comes in the
“Notes On Realism" section at the end of the
rules, which begins “It is very difficult to find
or even predict a time period in ancient
Greece when iron was being introduced, and
bronze armor was still in predominant use.
Because of this, an entire time period has
been used rather than a specific date for the
game.”” It is indeed very difficult when one's
sources and recommended reading consist en-
tirely of Cliff's Notes on Mythology! It is
therefore not surprising that the rules demon-
strate little knowledge or understanding of an-
cient Greek civilization, either of the Bronze
Age or of the Iron Age.

QOdysseus is a disappointment. The role-
playing world could use a good Heroic Age
game system. With a great deal of interpreta-
tion and interpolation, Odysseus is perhaps
usable by players familiar with role-playing
systems, but the confused nature of its rules,
and the lack of color in its world hardly make
it worthwhile.

Donald Dupont

THE TOMBS OF VALLA
John Scott Clegg
$6.00

The Tombs of Valla is an underground adven-
ture booklet in the World of Dyon series. It is
designed to enable the Game Master to incor-
porate it into his/her own campaign at the lev-
el of challenge for the players that he/she de-
sires. Each time it is played can be different
by using the provided tables to vary the mon-
sters and treasures.

The booklet describes each room on the
five levels of the tombs, gives background in-
formation on many of the people entombed
there, as well as an interesting history of the
surrounding area.

“The Quest for the Amulet of Kysh,” the
scenario given in the booklet, is a difficult and
dangerous undertaking for all but the most
powerful characters. The Tombs of Valla, un-

-like so many other dungeons, is not abandon-

ed. In fact, the King of Mooria keeps the
tombs well guarded. Soldiers and priests pa-
trol the corridors and fearsome beasts await
the unwary behind closed doors. Deep down
on the lowest level, Asperakysh the Demon,
plots revenge against the human race for im-
prisoning him beneath the tombs. Woe unto
those foolish enough to break the seals on his
prison! The King of Mooria has good reason
to guard these tombs! They contain the re-
mains of the sorcerer kings of Mooria along
with their treasures and favorite magical tools.
Vampires and mummies guard fabulous
wealth. In return for their services, they are
allowed refuge of the tombs.

In addition to these features, there are
practical rooms such as kitchens, sleeping
quarters, and storerooms. These rooms can
mislead adventurers and waste their precious
time, as they try to find the object of their
quest and escape before they are discovered.
For once the alarm is sounded, few will live to
see the light of day.

There are 32 magical items listed. Upon
first glance they appear to have too little said
about them, but after some use of the book-
let, | found that | could adapt them however |
desired. | was able to use many of them in my
campaign by adding my own notes where |
thought more information was needed.

There are 16 beasts listed. Information is
provided about each beast so that it can be
used with both Dungeons & Dragons and
RuneQuest. Sandy Petersen, who wrote Gate-
way Bestiary for RQ, adapted these beasts for
use with either game system. | wish the des-
criptions by John Clegg had been more detail-
ed as four of them do not have accompanying
illustrations. From the fine illustrations that
are presented, it seems that these beasts have
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been adapted from real animals from the
earth’s past. Only a few changes have been
made so that they could be used for fantasy
gaming. My favorite is his morgird. Its savage
ferocity and stubborn tenacity enable it to
fight on after it has taken enough damage to
kill it.

My one complaint about the beast section
is the lack of a description for the mesoc. It is
mentioned in the text, accompanied by a tan-
talizing illustration, but no statistics are given.

One aspect that | liked was that the play-
ers in this module need to use their brains as
does the GM. Mr. Clegg has set the stage,
given the plot outline, but left the direction
up to the GM. He has done most, but not all
of the work needed to set up the adventure,
leaving the final details up to you. He has pro-
vided more than enough information to help
the GM set up the campaign. | prefer this type
of module to those that are rigidly fixed and
unchangeable like many of the available mod-
ules have been.

This booklet and map set are a valuable
part of my collection. | can easily modify it
to serve as a similar complex in many parts of
my campaign by using the alternate beasts
and by substituting different guards and trea-
sures. All the random tables needed are in-
cluded, making this simple. | have found that
playing it has been an enjoyable and exciting
experience.

Jeromy Wolfe

HIGH FANTASY
Jeffrey Dillow
Fantasy Productions
$6.00

SHORT DESCRIPTION

High Fantasy is a fantasy role-playing
game system. The rules cover character gener-
ation, character classes and sub-classes, the
combat system, the magic system, the experi-
ence system, and some campaign notes. While
High Fantasy is perhaps the most original
FRP system to be printed since the original
Dungeons & Dragons, it has the flaws of being
highly abstracted and in many areas very arti-
ficial. The main value of owning High Fantasy
is to understand the very excellent scenario
books which are issued by the publishers.

LONG DESCRIPTION

To create a High Fantasy character, one
first decides what character class is desired.
The choices are Warriors (Missile Users or Mel-
ee Weapon Users), Wizards, Animal Masters,
and Alchemists. Warriors are weapons use spe-
cialists. Wizards can use magic spells and cre-
ate magic items. Animal Masters train animals
to perform actions (scout, fight, etc.} on com-
mand. The Alchemists are masters of potion
creation, and have reserved to themselves the
mystery of using firearms.

Then, some inevitable characteristic rolls
are made, all characters must have rolls for
Strength, Quickness, Coordination, and begin-
ning money. All but Warriors roll for begin-
ning proficiency, and Wizards roll for the
number of beginning spells. Sub-classes may
also be chosen. These are those of Armorer,
Healer, Historian, Hunter, Jeweler, Martial Ar-
tist, Sensitive (ESP specialist), and Thief.
There is no provision for cleric types as such
in the game.

The combat system is different from any |
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have previously encountered. Each character
and monster has a calculated or assigned an
offensive total and a defensive total. The per-
cent chance to hit is the first minus the sec-
ond. Once a hit is scored, damage done is
again based on the calculated chance to hit,
modified for various factors. Damage done is
applied against the opponent’s offensive and
defensive totals. There is provision for critical
hits, which do various types of special dam-
age. Damage may be done to both armor and
to the character’s body; this repaired respec-
tively by armorers and by healers.

The magic system consists of spells, which
are organized into categories of difficulty call-
ed planes. There are five planes. Spells are cast
by expending quantities of magical energy
called mannas. It costs the plane number of a
spell in mannas to cast it, and under some cir-
cumstances a lower plane spell can be cast at
enhanced effect by putting more mannas be-
hind it. The spell list provides for all the stan-
dard FRP magical effects. Spells succeed
when the Wizard's innate ability overwhelms
the target’s magic resistance.

The experience system involves the acqui-
sition of victories over ‘roughly equal oppo-
nents.” Five such victories advance a character
to another skill level, and for every four skill
levels the character attains a new plane of
competency. Skill levels and planes both af-
fect the character’s ability to attack and de-
fend himself and to perform various actions
successfully.

Monsters in High Fantasy are assigned vari-
ous factors, which generally remain constant
for all individuals of the monster class. These
factors are: offensive factor, defensive factor,
damage bonus, quickness (which affects the
order in which attacks are resolved) the skill
level of the typical monster specimen, the
movement factor, the relative size, the quality
of intelligence (U or I), any magic resistance,
and undefined quality called the difficulty
factor. There follows a glossary providing a
minimum description of each monster type.
The monsters are mostly of the same familiar
beasties we know from all the RPGs that have
been published before, with some illiterate
variations in name to avoid the usual copy-
right problems. (When is a Balrog a Ballor or
Balro? When it's in a publication not blessed
by the Tolkien heirs that wants to sell copies
in Englandl)

The campaign notes are mostly a guide to
how the characters should expect to spend
the treasure they find after killing the mon-
sters. Wizards must buy research materials to
discover more spell types for their repertory,
Animal Masters must build shelters for their
performing beasts, Alchemists need exotic in-
gredients and gun makings, and Warriors seek
the price of castles and armies. There is no
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hard guide on how much loot to provide mon-
sters of a given level.

DISLIKES

| suppose that the author found merit in
his system, for he has spent quite a bit of ef-
fort in compiling it. For me, however, High
Fantasy has little to offer as a gaming system.
The melee system is highly artificial. While
this artificiality could be excused for some
benefit, such as simplicity, from the playtest-
ing | have done, there is little to choose in
that category from the other systems, espe-
cially the alternate combat system of D&D.
The magic system is as purely mechanical as
D&D's, with the feature of a spell point sys-
tem, and a better graded magic resistance sys-
tem, but nothing to recommend it over many
non-D&D games which have similar features,
but which are better developed (e.g., The Fan-
tasy Trip) or have a greater base in traditional
arcane lore (e.q., Chivalry & Sorcery) or are
simpler (e.g., RuneQuest battle magic or the
Tunnels & Trolls magic system). The lack of
any clerical types in the game cuts it off from
most of the mythic lore in human history,
where the gods are always making waves, usu-
ally involving their priests. Finally, the text is
poorly written, both in terms of organization
and in terms of proofreading and grammar.

LIKES

| found little that was pleasing in this
book. The cover is not exactly something to
write home about, and the interior illustra-
tions are of average quality. The game system
is an interesting lesson on how most of the
other FRP systems in print are relatively simi-
lar in form, by contrast to the stark originali-
ty of High Fantasy.

CONCLUSION
High Fantasy is a system with a difference,
but not much else, I’'m not going to change
any of my gaming rules because of this book,
which is unusual -— | almost always find some
neat twists in the latest set of rules I've read.
As | stated in my first paragraph, there is one
reason to buy these rules, and that is to be
able to understand the series of scenario
booklets written by the author for his system
— these contain many elements worthy of ad-
aptation for the individual campaign, set in
the Game Master’s regular system.
Anders Swenson

FORTRESS ELLENDAR
MOORGUARD

Both by Jeffrey Dillow
Fantasy Productions

$5.00 each

Fortress Ellendar and Moorguard are scenario
books written for the High Fantasy rules sys-
tem. They involve expeditions by the player-
characters into dangerous situations where
they must use their skills (or the players their
wits) to overcome strong guardians and ac-
complish specific actions. Both of these ad-
ventures are written for the game to progress
along a particular plot-line, instead of the
more usual player-initiative exploration of a
static environment. They both come with sep-
arate map sheets apart from the rules.
Fortress Ellendar is located in the desert
somewhat to the north of Moorguard. The
fortress has been taken over by an evil enemy

of lawful civilization. The adventurers are
charged to go to Ellendar and deny its use to
the enemy by releasing a deamon who has
been bound somewhere in the depths of the
place. Only limited information is provided
on how this is to be accomplished; solving the
riddle of just how the deamon is to be re-
leased, as well as how to get away afterwards
are important parts of the action. Fortress El-
lendar just might be won in a long evening.

Moorguard is an adventure into the for-
tress/workshop of a Wizard-Artificer named
Cars Marath, The adventure begins as the par-
ty of adventurers is captured by the Bengoli
tribesmen. The whole party is overwhelmed,
and tied up while the tribesmen arrange a suit-
able fate for their captives. On the sixth day
of this captivity, a Wizard-Thief rescues the
characters, and exhorts them to travel to
Moorguard. There, they are to capture the axe
Duramael and the shield Solloment and make
off with them, denying their use to Cars Mar-
ath, The trip to Moorguard is uneventful; up-
on arriving there the adventurers must enter
the Wizard's domain, find and recover the ar-
tifacts, and escape. The plot is complicated by
the local inhabitants, the Wizard himself, a
number of wierd beings called travelers, the
Bengoli tribesmen, and other interesting prob-
lems. This scenario will certainly take more
than one evening to run.

Both of these adventure books have the
feature of presenting puzzles for the players
to fathom, as well as trials for the characters
to overcome. The last adventure of this sort |
reviewed, Temple to Athena (see DW 10),
came out very poorly because the information
which the Game Master was to present to the
players was so poorly organized to defy com-
prehension, even by the GM! In the case of
these books, we have a much happier situa-
tion - there are clear expositions not only of
what the information is, but also paragraphs
telling the GM what to do, and suggestions on
his course of action should the players do one
thing and another. The organization is very
good the monster descriptions are complete
(within the High Fantasy game system) and
each monster is keyed to the portion of the
text where it occurs.

The point of both of these adventures is
that there is a plot which the players are ex-
pected to follow with their characters. While
the characters will face danger in following
this plot, things get much worse if they get on
the wrong track. In order to run this sort of
adventure, the GM must have all of the facts
and details in mind throughout the run. It is
not really adequate to go from point to point,
reading each description for the first time as

.the party encounters a new phenomenon. The

job of the GM is made simpler for the inclu-
sion of separate sheets of information to be
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handed over to the players, freeing the GM of
a lot of unneedful description.

The main problem with both of these ad-
ventures is that they have been written for the
High Fantasy rules, rather than for a more
popular system. | certainly understand that
the whole point of the operation is to help
sell more copies of High Fantasy, but in this
case, the scenarios are considerably better
than the rules for which they are written. A
secondary gripe is about price — these books
are each $5.00. The price is simply out of line
for the material presented — while the text is
well done, the price for so small a book is ab-
surdly high, in comparison to what is offered
by other publishers in the field.

Overall, the decision to purchase these
books will ride on whether or not the poten-
tial buyer wants to use the High Fantasy sys-
tem, or on whether he wants to pay a premi-
um price for what is, in fact, a superior sce-
nario. With a copy of High Fantasy in hand, it
is easy to transliterate the monster notation
to correspond to most of the major game sys-
tems, and these books are both very good ex-
amples of the narrative style of scenario,
which many GMs may wish to examine to up-
grade their own campaigns.

Anders Swenson

TUNNELS & TROLLS
Ken St Andre

Flying Buffalo, Inc.
$14.95 for complete game
$8.95 for rulebook only

Unlike most gaming fans, | was introduced to
fantasy role-playing through Tunnels & Trolls,
rather than through Dungeons & Dragons.
Since T&T has been around a long time (since
1975) and since it is simpler and less expen-
sive than competing FRP systems, | have of-
ten wondered why T&T has not enjoyed a
wider popularity among gamers. Most particu-
larly, I have wondered because | so greatly en-
joy T&T; a richly satisfying circle of FRP
gamers grew up locally with the T&T system,
and even though | have gone on to play many
other systems — D&D, Advanced D&D, Rune-
Quest, The Fantasy Trip — and have familiar-
ized myself with most of the other alternative
systems, | believe that the two years in which
| played T&T exclusively were some of the
most rewarding FRP experiences | have ever
had.

The reasons why T&T has been overlook-
ed or ignored are complicated and subject to
various interpretations. Flying Buffalo has in
the past pursued a fairly low-key merchandis-
ing policy, but with the release of the com-
pletely revised and re-illustrated edition, an
attractive boxed set, and stepped-up advertis-
ing in fan magazines, it is clear that an at-
tempt is being made to seek a wider audience
for T&T. For this new fifth edition a review is
in order — first with a description of the sys-
tem for the uninitiated, and then with a dis-
cussion of those distinctive features of T&T
that recommend it to FRP gamers.

DESCRIPTION

The T&T system is complete in one 96
page booklet, shorter by far than any other
complete system. Often reviewers will discuss
the logical presentation of a system, but the
brevity of T&T eliminates the need for a de-
tailed consideration of the structure of the
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rules. Sections requiring frequent reference
{i.e., weapons and spell lists) are easily refer-
red to, and the rules are discussed roughly in
the order of their need for play. The graphics
and layout are particularly pleasing and de-
signed to facilitate reference, rather than to
cram information into a limited space.

The rulebook is divided into three main
sections. Section one covers basic rules con-
cerning character creation and outfitting, the
monster system, combat, saving rolls, and ad-
vancement through adventure points. The
rules are accompanied throughout with enter-
taining examples, much like RQ with its ex-
cellent and absorbing examples and illustra-
tions of play. This first section essentially pre-
pares one to understand the basic concept of
role-playing and melee conflict. The second
section is really just a continuation of section
one, giving basic rules for character types,
magic, sequence of play, being a dungeonmas-
ter, and an example of a dungeon. The sample
dungeon is rather unextraordinary to the ex-
perienced FRP gamer, but it adequately illus-
trates. planning a dungeon for a beginner. Sec-
tion three contains elaborations that are en-
tertaining but not specifically necessary for
playing the game; there are discussions and
explanations in some detail of the basic con-
cepts, suggestions for play, and optional rules.
A glossary of common and exotic weapons is
provided for the curious.

As for the system itself, T&T is a lineal
descendant of D&D. Character abilities are de-
termined by die rolls; the player determines,
based on his abilities, his character class (area
of specialization); he outfits his character
from a list of weapons and/or spells, accord-
ing to his class, and he sallies forth into the
world searching for adventure, gold, and per-
sonal advancement. However, many of T&T's
systems differ significantly from D&D's sys-
tems. For example, in the magic system, a
T&T mage has more rapid access to higher lev-
el spells, and a spell point system is used to
limit the amount of magic a mage can pro-
duce in a given time period. Mages in T&T can
wear armor without penalty and are, in gener-
al, a little better able to protect themselves in
melee combat. Even more distinctively, no
systemic saving throw versus magic exists in
T&T. Saving throws in T&T are largely a mat-
ter of dungeonmaster discretion, and may be
awarded not so much against magic as against
any great misfortune. The saving roll here is
intended for situations where only tremen-
dous dumb luck will save a character.

T&T's combat system is completely differ-
ent from D&D's: for melee, T&T employs a
very simple system with little attempt to sim-
ulate a realistic melee, while armor absorbs
damage, as in RQ, without RQ's more detail-
ed hit location system. Character classes differ

in T&T from the D&D classes — no cleric, no
thief, none of the more esoteric classes, just
the fighter, magic-user, rogue, and wizard-war-
rior (the latter two classes simply being vary-
ing mixtures of fighters and magic-users).
Monster descriptions are marvelously simple,
consisting of a single ‘monster rating’ number,
which is at once an abstraction of the relative
awesomeness of his menace and a description
of his natural defenses and offensive capabili-
ty. The monster rating is the only figure you
must know in resolving a combat with that
monster. Personal characteristics are increasa-
ble through bonuses awarded upon changing
levels, unlike D&D. T&T also has some enter-
taining rules for the use of guns and for ber-
serk melee, which some folks are very fond
of.

Perhaps the most distinctive feature of
T&T is the relatively small volume of text and
the low cost. The T&T rulebook costs only
$8.95, and the boxed set, containing the rule-
book, a solitaire dungeon, a DM's dungeon,
and six-sided dice (T&T uses only six-sided
dice) is only $14.95. | must emphasize that
T&T is complete in its single rulebook, while
two comparably priced items are not: D&D's
beginner’s rulebook is only a stepping stone
to the complete D&D or AD&D, and the inex-
pensive In The Labyrinth requires either basic
or advanced Melee and Wizard for play.

Incidentally, those who have earlier edi-
tions of T&T will find the changes quite signi-
ficant; Liz Danforth details the major revi-
sions in Winter 1979 Sorcerer’s Apprentice,
the T&T prozine, but the earlier editions and
the fifth edition are somewhat incompatable.

EVALUATION

Among T&T's most attractive features is
its basic attitude toward rules. T&T is basical-
ly an open-ended and non-restrictive system.
D&D, in particular, has acquired the reputa-
tion of a One-True-Way system — that is, a
standardized and authority-centered rules sys-
tem. T&T, on the other hand, explicitly states
its cardinal rules system. T&T7, on the other
hand, explicitly states its cardinal rule in the
rulebook’s introduction, ... adjust the sys-
tem as you see fit to suit your own style of
play.” | respect the comprehensive and consis-
tent system represented by the texts of
AD&D, but T&T is designed to encourage the
player to place the stamp of his own personal-
ity on the game, rather than to acknowledge
the stamp of the developer's personality. |
find literal dependency on the text discourag-
ing in a game whose special significance is in
the fantasy and creativity of the players. T&T
invites you to develop your own systems to a
certain extent, and, at very least, to rely on
common sense rather than a literal interpreta-
tion of the rules. To illustrate the T&T philos-
ophy, compare the AD&D Dungeonmaster’s
Guide, which devotes 44 pages to detailed list-
ings and descriptions of the types of magic
treasures that may be encountered, with the
T&T rulebook, where no such listings or des-
criptions are given — in fact, the subject of
magic items is nowhere explicitly discussed.
In T&T campaigns | have run or played in,
each magic item is a unigue creation of the
DM, sometimes unremarkable, sometimes fas-
cinating; in many of the D&D campaigns of
the high school club where | am the unofficial
advisor, reading the character sheets reveals
most of the same magic trinkets | would find
anywhere else in the United States,

Magic is more fun for a beginner in T&T
than in other systems. D&D, RQ, and Chival-
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ry & Sorcery tend to be relatively restrained
in their access to magic for beginning charac-
ters; in varying degrees, each permits more en-
tertaining magic as the character progresses.
T&T permits rapid access to more sophisti-
cated spells, relatively frequent use of spells
known, and spell lists open to fairly broad
and flexible application; also, a T&T begin-
ning magic-user is somewhat better designed
to defend himself in combat, even after his
magic fails. A D&D beginning magic-user is
particularly pathetic; after he has shot his
crummy one or two spells for the day, he is
practically incapable of defending himself
from a determined rat. Magic is a big enter-
tainment feature of FRP, and serendipitous
use of magic spells is highly regarded; in T&T,
there are plenty of opportunities to cleverly
and creatively use magic spells, even for the
lowest of hedgewizards.

The rhythm and pace of play in T&T is
fast and simple: combat and magic use is
quick and uninterrupted by chart references,
and because the rules do not pretend to have
the same authoritative status of other sys-
tems, there is little opportunity for extended
debate and textbook reference by dungeon
lawyers on the interpretation of conflicting
texts or omissions in the rules. Also, the ten-
dency to rely on common sense rather than
literal rules often speeds play, at least in my
experience. One of my major complaints
about systems like RQ and C&S is how slowly
they play; preoccupation with the rules de-
tracts from concentrated role-playing.

For a DM, the T&T system is easy and
simple to set up for adventures. Unlike D&D
and RQ, with their complex systems of statis-
tics necessary to describe a monster, T&T en-
courages improvisation. More time can be
spent on the ‘role’ of the encountered being,
rather than on his combat statistics. When |
set up a dungeon, | may do no more than
write down the name of a creature, a distinc-
tive feature, and an arbitrary ‘monster rating’;
the detailed description and personality of the
creature will develop on the spot as | play
him, remaining flexible and open to adapta-
tion. For example, one wandering monster
chart listed “‘toasted corpse, animated, 40 mr
(the T&T monster rating, his only statistic).”
When this item appeared down a corridor be-
fore a party, and the players fired arrows into
it, | reasoned to myself, “That wouldn't af-
fect it; they’ll have to think of something
clever to get this one.” However, instead of
trying to kill it, the party decided to capture
and question it. This unusual approach to
handling undead appealed to me, so | impro-
vised a little mini-adventure where the players
set the soul of the animated corpse to rest by
digging up a stolen magic lamp from the fire-
marred ruins of his mansion and returning the
lamp to its rightful owner. By leaving myself
open to the humor and suggestion of the par-
ty, and to the inspiration of the moment, |
avoid many hours of wasted planning of a
creature that the party either never encoun-
ters or isn't particularly interested in. In
AD&D, of course, a zombie is a zombie, and a
mummy is 8 mummy, and every player knows
exactly how they work and what they do,
and, as a DM, you had better have all this
stuff ready in your notes, or you'll have to
waste time looking through the D&D Monster
Manual when your players have an encounter
with one.

One particularly attractive feature of T&T
is the fact that beginning players start out
weak, vulnerable, and broke. One of the most
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satisfying challenges is keeping these turkeys
alive, earning the gold to buy their first de-
cent armor, their first metal weapon — these
minor triumphs are poignant in 7&T. For ex-
ample, an average T&T fighter must be con-
tent to begin adventuring with leather armor,
a small buckler, and a club. Many beginning
RQ and C&S characters begin with few pos-
sessions and little protection, but an average
beginning D&D fighter would be able to af-
ford chainmail, shield, and a shiny long
sword. .

Most experienced players buy new systems
not with an eye to changing their current sys-
tems, but to garner ideas to add to their exist-
ing systems. FRP fans buy compulsively — |
know from experience — just because we're
interested in other ways of doing it. In this
sense, 7&7T is a relatively small investment.
Particularly woth noting are the weapons and
armor charts, the glossary of arms, the hit
point system, the spell point system, the mon-
ster rating system, and the character class of
the rogue. | mention these because | have
used, and continue to use, certain features of
these systems in my own personal FRP vari-
ants.

T&T, unlike most other systems, has a de-
sireable emphasis on the use of information
yielding spells. Two important detection
spells are very inexpensive to use at the first
level. The ‘detect hidden’ spell (called Oh-
There-It-Is) also detects invisible and secret
doors, unlike its D&D counterpart, and a ‘de-
tect magic’ costs no spell points — an inherent
power of magic users. At the second level a
unique spell is fairly inexpensive, called the
‘omnipotent eye." This spell determines the
nature and/or level of a spell found on per-
sons or objects or active in the environment.
This spell enables prudent players to avoid
messing with inordinately powerful objects or
persons, and permits intelligent diagnosis and
planning in response to magical bounties or
calamities. | find that in other systems ‘de-
tects’ and other information spells are rarely
used, either because of restricting limitations
or because a player feels compelled to save his
few spell casting powers for offensive weapon-
ry. A sophisticated player should use spells to
avoid perils rather than have to count on
blasting their way out of them,

About T&T's combat system: first, let me
say that | am not interested in a realistic com-
bat system; in fact, | doubt if I'd recognize
one if it came up and bit me on the bottom.
However, | suspect that the more realistic a
combat system is, the more complicated and
time-consuming that system is. Of the three
systems | am most familiar with, other than
T&T, D&D seems least preoccupied with real-
ism, with RQ and C&S being, in that order,
progressively more realistic, more compli-

cated, and more time-consuming, 7&T is less
complicated or time-consuming thard any of
these systems, and, therefore, it is probably
less realistic. For some, a realistic combat is a
necessary element in establishing a proper at-
mosphere to slip imaginatively into the fanta-
sy role; others find that preoccupation with
the details of the setting interferes with the
action. Using the literary analogy, preference
for plot or setting may be simply a matter of
taste; T&T is more likely to satisfy those pri-
marily interested in the narrative, while those
who are primarily interested in wargaming
and combat simulation would prefer another
combat system.

One thing | can say from long experience
with the T&T combat system: the outcomes
of combats in T&T seem to be more consis-
tent and predictabe than the combats in other
system. It is difficult to precisely compare
such dissimilar combat systems as those of
RQ, D&D, and T&T, but several factors are
worth noting. The ‘impale’ and ‘critical hit’
rules of RQ provide the potential for instant
death on a single unlucky die roll, even when
matched against a vastly inferior foe. In D&D
and RQ, the saving roll and POW versus POW
tables, respectively, introduce a great deal of
uncertainty about whether your combat mag-
ic will be effective. In D&D the roll of a single
D20 generates a linear curve of probability,
with a very poor outcome just as likely as a
very fortunate one; in T& T multiple D6s are
thrown, generating a bell curve of probability,
with average, median outcomes much more
likely than the extremes of poor and good
fortune. In T&T, and RQ and TFT, armor
protects against a constant number of damage
points; if you can fairly accurately anticipate
the range of probable damage points that an
opponent might inflict in a given combat, as
you can with T&T, the risk of combat can be
intelligently assessed. With fairly predictable
outcomes, combat becomes a sensible tactic
rather than a major gamble; playing the role
of a combatant, | would rather rely on being
smart for my own survival rather than trust to
luck.

Avoiding combat can also become a sensi-
ble tactic in T&7. One peculiarity of T&T
combat is that when one side begins to win, it
just keeps winning. With this kind of system,
it is easy to tell when running or surrendering
might be a sensible course of action, while in
other systems, you are encouraged to keep on
fighting to the last breath, on the chance that
you might get in a lucky shot. This feature en-
courages alternate means of conflict resolu-
tion other than combat — for example: nego-
tiation, surrender, bluff, head-long flight,

- hiding - each with its own particular drama-

tic flavor. Another interesting peculiarity of
the T&T system is that closely matched oppo-
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nents can fight almost indefinitely without a
decisive outcome. How often have your FRP
combats ended in a draw? The addition of the
draw to the conventional win-or-lose out-
comes opens up a whole new set of dramatic
possibilities for respectful negotiations be-
tween evenly matched opponents.

There are some things | found unsatisfying
in my use of the T&T system. The movement
system makes perhaps a little too great a de-
mand on common sense — a few arbitrary
guidelines might be nice, though it is easy
enough to develop your own. | also found the
chore of bookkeeping for spell points and re-
gaining strength points a nuisance, The system
seemed to encourage petty fudging and atten-
tion to time duration that | found distracting;
the bookkeeping for each magic-user every
turn while in combat gets to be a pain. Basic-
ally, however, many of the features that |
have described as assets might be distinct lia-
bilities to some tastes — for example: the rap-
id but unrealistic combat system. Here the fi-
nal arbiter must be individual preferences.

ASSOCIATE PUBLICATIONS

One striking feature of T&T is the line of
associated publications put out by Flying Buf-
falo. Just like most other FRP systems, dun-
geon modules have been produced as aids to
DMs. T&T dungeons of this type are not re-
markable, compared to the RQ and D&D sce-
narios.

However, two varieties of Flying Buffalo's
T&T associated publications are distinctly
worthy of examination — their prozine, Sor-
cerer’s Apprentice, and their line cf solitaire
dungeons. Sorcerer’s Apprentice is probably
the most handsome of the FRP fan maga-
zines. The graphics and illustrations are
strikingly good and appropriate to their sub-
ject; | usually don't notice such details, ex-
cept in the negative, but a brief scan through
any issue will confirm my impressions. There
is some unusually good fiction in the maga-
zine; fiction is usually disdained by FRP mag-
azines, and considering some of the fiction |
have seen in other prozines, what they do
print perhaps should have been disdained. In
fact, the fiction in Sorcerer’s Apprentice pro-
vides a much more useful model of FRP at-
mosphere and narrative than a module or an
expository essay. The articles are well-enough
written and generally interesting, but seldom
do they cover any other systems than T&T.
The editorials are lucid, sane, and personal,
with a frank good humor that contrasts sharp-
ly with the sometimes ponderously serious
postures of other prozines. The discouraging
lapses in proofreading that seem to plague
most FRP fan magazines have been largely
avoided by Sorcerer’s Apprentice; the maga-
zine sets high standards for itself and persis-
tently adheres to them. Even if you don't
play T&T, you will find this magazine inter-
esting reading.

The most distinctive of the T&T associ-
ated publications are their solitaire dungeons.
T&T has tried to supply a game aid that no
one else has been very successful at providing.
The solitaire dungeon is a good way for a be-
ginner to become familiar with FRP rules, and
the solitaire dungeon fills the needs of the
gamer lacking game partners, whether from
geographical isolation, or from temporary un-
availability of customary partners. The diffi-
culties of providing quality solitaire dungeons
can only be appreciated after playing one;
Flying Buffalo's writers have been creative
and resourceful in dealing with many of these
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difficulties. It is probably worth buying and
learning T&T just to play one of their solitaire
dungeons; it is an unique and interesting ex-
perience. There is an unusual review of the
T&T solitaire dungeons in the Winter ‘78 issue
of Sorcerer’s Apprentice which is uniquely
and refreshingly candid about varying degrees
of quality in these solo dungeons. It is diffi-
cult to imagine many other magazines permit-
ting publication of reviews that are openly
critical of the publisher's products.

IN SUMMARY

T&T is simple to learn, and quick and easy
to play. It is inexpensive and complete in one
booklet. The system emphasizes creativity
and common sense rather than adherence to
text or rules. It is probably most attractive for
those interested in dramatic narrative and ac-
tion rather than realistic simulation. lts solo
dungeons are unique in the FRP world, and
worth examination in their own right, serving

- a distinct need for many gamers. T&T is a sys-

tem which | believe compares favorably with
the other FRP systems available, and one
which | believe is worth your attention. | have
enjoyed the years | have played the system,
and | believe T&T represents a particularly at-
tractive philosophy of FRP — a philosophy
that deserves your consideration whether you
play the T&T system or not.

Ken Rolston

DUCK TOWER

Paul Jaquays and Rudy Kraft
Judges Guild, Inc.

$5.98

Duck Tower is a RuneQuest scenario booklet,
Briefly, it is the exploration of a ruined for-
tress-temple. The adventurers will mainly be
searching for treasure. A very complex set of
ruins is presented; there are 100 rooms, some
with dangers of their own, and some with
treasures. There are also 17 groups of non-
player characters and monsters which the ref-
eree sets individually in the ruins, and a num-
ber of found objects ranging from the trivial
through the dangerous to the wonderful
which occur on a chance basis in the rooms,
Duck Tower is a ruined temple-fortress of
Humakt, set up by a prosperous tribe of
ducks. In RQ, the ducks are a mutated/cursed
race of man-like creatures, physically similar
to the various cartoon creatures such as Don-
ald or Howard. Functionally, they are similar
to hobbits or halflings in other role-playing
games, although of an admittedly comic as-
pect. They are small and weak, but of great
dexterity. They have feathers, and swim. The

idea of a duck temple to Humakt, the god of
swords and death is outrageous, but there it
15.

The temple-fortress fell hundreds of years
ago, and any treasure which was easy to spot
and carry away is gone long since. Currently,
Duck Tower is home to explorers, outlaws,
dangerous beasts, and the inevitable archeolo-
gist. There is still treasure there, odd items
left undiscovered, and hoards left there by
more recent inhabitants. The whole complex
is really an above-ground dungeon adventure,
with a more reasonable rationalization for the
monsters and treasure than is usually given.

Setting up the adventure is like populating
a new dungeon map. For each monster group,
the referee rolls a D100 to assign a location in
the ruins. For each separate adventure into
Duck Tower, then, the monsters can be in dif-
ferent positions. The found objects occur on a
set chance in each room, varying from 5% to
60%. When it is determined that an object ex-
ists in a room, another table is entered to de-
termined what it is -~ there is a good chance
of a bizarre, worthless thing, and a small but
significant chance of an important magical
treasure.

Running the adventurers through the tow-
er requires a bit of preparation on the part of
the referee. There is only one map, showing
all of the Duck Tower complex. This map
does not have the usual gridiron pattern over-
lay which is usual in the hobby to organize
space and allow easy mapping from book to
game table. However, local players have found
a useful system for using the map which does
not depend on a gridiron.

Instead of building up the picture of the
adventure locale in detail, 10x10 foot square,
the referee presents the players with a sketch
map, possibly just traced from the book map,
showing what is visible from a distance as the
party approaches the temple. As the adven-
turers come nearer, more details can be traced
onto the referee’'s map. The players can
sketch their own map from what the referee
shows them, if they so wish. Fighting encoun-
ters can be fought out with figures on a battle
board as usual.

Adding to the monster encounters should
be easy. Suitable groups of RQ monsters can
be found in FOES, Militia & Mercenaries,
Scorpion Men & Broos, Trolls & Trollkin, or
any of the RQ adventures published by
Judges Guild and by the Chaosium. These
groups could be added to the list of parties in
the ruins, or could be used as substitutes. The
monsters from Duck Tower can be easily used
to augment any of the other published adven-
tures as well, and also are very useful addition
to referee-written scenarios.

To play this scenario, more preparation
seems necessary than in most. Experienced
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players have complained to me that they
couldn’t quite figure out how to run it at all!
Referees will also want to look over the found
magic items carefully, as once they are given
away, they will be in his campaign, and will
affect play balance.

Duck Tower is a good game to play, how-
ever. First of all, it is a realistic portrayal of
the investigation of a set of ruins where any-
thing could happen. Secondly, the encounters
are tough enough to be worth playing, while
in general not of an invariably fatal nature,
unless your characters habitually insist on at-
tacking sylphs and salamanders. The concept
is one which should be applicable to many in-
dividually-written adventures, the found mag-
ical items are a new dimension to the game
{there are no ‘standard’ RQ magic items in the
tower as written) and overall it is a good in-
vestment for all RQ campaign referees,

Anders Swenson
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RESEARCH STATION GAMMA

ACROSS THE BRIGHT FACE/
MISSION ON MITHRIL

Both by Marc Miller

Game Designers Workshop

$4.98 each

These adventures feature the surface explora-
tion of single planets. The Travellers (player
character adventurers) find themselves ma-
rooned aground by various circumstances, and
follow through the scenarios in order to get
off of their various planets and regain their
status as true Travellers. Each adventure fea-
tures a hex-style planetary map, a concise
summary of local physical and cultural condi-
tions, and enough clues for the players to ex-
tricate their characters from the various pre-
dicaments. In Double Adventure 2: Across
the Bright Face/Mission on Mithril, the focus
is on planet-wide travel and exploration, while
Traveller Adventure 2: Research Station Gam-
ma emphasizes the detailed investigation of a
single dungeon-like structure.

Detailed review of these books is made dif-
ficult by the author’s insistence on secrecy —
the books are carefully labeled ‘For Referees
Only’ — the implication being that players
reading the text in advance would spoil their
enjoyment of the scenario. While it is difficult
to write a respectable review without descri-
bing the product in detail, | shall attempt to
forge ahead while spilling as few of the really
important beans as possible. Actually, the en-
joyment of these particular adventures is in
the doing, not in revelation of a particular se-
cret - in order to leave their planets of en-
trapment, the Travellers must run the course,

prior knowledge or no prior knowledge.

The books begin with instructions to the
referee on the proper conduct of a Traveller
game. Pre-figured Travellers are listed, for
players who want a quick start into the game,
and items are listed for special purchase by
the characters at the start of each adventure.
There is a concise presentation of the circum-
stances of each party, then a description of
the world where Travellers will find their des-
tinations.

These adventures all take place on the sur-
faces of planets, and Mr. Miller obligingly pro-
vides the reader with suitable world maps on
which to move. These maps are a modified
Geodesic projection, which maps on a con-
nected series of equilateral triangles. These
can be folded to provide a near-spherical sol-
id, or can be laid out flat to be a page in a
book, as it is in these publications. The map is
further divided into hexagonal areas which are
the unit movement areas for the adventures.
The map system reminds me very much of the
system found in Legacy, which may well have
been the inspiration for the maps used in this
book.

The remainder of the books covers what is
to be found as the players have their Travel-
lers act within the game context to bring
themselves back alive. In the Double Adven-
ture, the characters are free to roam over the
entire planet surface in handy all terrain vehi-
cles, which come across as a sort of super Win-
nebago. These vehicular paragons can travel
across all areas of the planets. As the players
move from hexagon to hexagon, different
types of terrain are entered, and different cir-
cumstances, flora andfor fauna are found.
Man, of course, is just a particularly deadly
type of fauna. In Research Station Gamma,
less attention is paid to the hazards of over-
land travel, and more time is spent on specific
encounter details. There is no reason at all
why detailed encounters could not be made
for the planets in the Double Adventure
book, nor why a terrain type encounter ma-
trix could not be made for Vanejen, the plan-
et containing Research Station Gamma.

As far as they go, these books are remarka-
bly well written, with only a few problems.
The small format is well filled. The treatment
of a map-hex of hundreds of thousands of
square miles as a single unit made impassable
from one direction by the luck of one die roll
would stand revealed as crude if the map sys-
tem were to be used for continuing back-and-
forth travel. For this advanced use of the sce-
nario, a slightly more complex treatment of
the impassable landforms would have to be
devised.

Overall, these books are pleasant to read
and provide cheap entertainment, considering
the going price for movie tickets. The Double

Adventure in particular is self-contained and
suffices for evenings when neither referee nor
players wish to extend themselves to invent
new situations, nor to worry about the conse-
quences of their actions in the subsequent seg-
ments of a campaign. The activities in Re-
search Station Gamma will definitely have
lasting consequence, and a sequal adventure is
promised to tie up various themes suggested
in the present volume. Finally, the author’s
system of creating and mapping a world
should be of interest to all referees concerned
with world-building, whether they run Travel-
ler worlds or sword & sorcery campaigns.
These two books are well done.

Anders Swenson

SKULL & CROSSBONES

Gerald D Seypura and

Anthony le Boutillier
Fantasy Games Unlimited, Inc
$12.00

Early this year, several player characters from
the Traveller campaign which | referee were
transported back in time to the Caribbean,
circa 1680 AD. | prepared for this by spend-
ing nearly a week of spare time in the bowles
of a library, and my preparation paid off
when the adventurers ignored their ostensible
mission and took up with a group of pirates.
Ashore and afloat with the crew of the bad
ship True Lady, the characters had a grand
time of it, getting the feel of the period: gam-
bling, wining, wenching, and sightseeing
ashore, and traveling about Jamaica and the
Carribean on foot, in carriages, and on board
various vessels. After a year or so of mischief,
the adventurers returned regretfully to their
proper time.

About two weeks after this, | saw an early
copy of FGU's role-playing game Skull &
Crossbones, and was understandably sur-
prised. If this had come out a month or two
earlier, would all of my own research have
been in vain? Eventually, of course, | had to
buy the game.

Skull & Crossbones consists of a 32 page
rulebook, a separate sheet with the various
combat tables, and other information listed
on it, a sheet of die-cut playing pieces, a sam-
ple of a ship record sheet and a character rec-
ord sheet, both to be copied, a 17%""'x23"
sheet of deck plans of period ships and boats,
a smaller sheet of 69 cut-out deck guns, and
finally a hex pattern map of the Caribbean
and nearby areas backed with a hex grid left
blank to be used in ship to ship combat.

The quality of the material components is
good, with few typos and fair artwork by

MITHRIL
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Mike Gilbert. The inclusion of die-cut coun-
ters for marking positions is certainly wel-
come, since not everyone owns lead figures,
which are in any event scarce for the Spanish
Main period; a listing of acceptable figures is
included on the last page of the rulebook. The
counters themselves are not inspiring, falling
heir to the limitations of a half inch square
format.

The rules themselves are easy to under-
stand and play. They are divided into three
sections: Character Generation, Combat (both
by ships and between men), and a Game Mas-
ter's section.

In the Character section, players generate
characters by rolling 4D6, finding the charac-
teristics of Strength, Agility, Intelligence,
Constitution, Luck, and Leadership. The play-
er then chooses a specialty for the character.
Characters may be either gunners, sail mas-
ters, or navigators. This is followed by a final
roll, this time for beginning equipment, and
then the character is ready for play, at level
one with no experience points.

The experience system is similar to that
used for the other games using experience
points, such as Dungeons & Dragons, Tunnels
& Trolls, Chivalry & Sorcery, etc. |, for one,
have never liked experience point systems,
preferring individual skill increments as in
RuneQuest or Traveller, Characters in Skull &
Crossbones can rise to level seven, pirate
chief, or even to pirate king (effectively level
eight), by gaining experience points and there-
by enhancing their abilities. Most experience
points come from the acquisition of money
{one point per gold piece} and the defeating
or killing of opponents. Officers can get suc-
cess bonuses for doing well in their various
specialties. Pirate chief requires 100,000 ex-
perience points and pirate king 1,000,000,
but both of these ranks can be reached only
with the connivance of some non-player char-
acters, since they require election (shades of
D&D's Grandfather of Assassins!).

The ship combat system is very sketchy,
but easily playable. GMs who desire more de-
tail and realism can add to the system if they
so choose (for example, by differentiating be-
tween types of cannon, or by adding systems
from Bireme & Galley or from Tradition of
Victory. The hand to hand combat system is
rather interesting, with a matrix of various
tactics and their combined effect; this is one
of the better rules in the game. Weapons ex-
pertise is entirely separate from experience
level, which | find commendable in the game.

The GM'’s section contains notes and ta-
bles on what has come before, with all of the
obvious necessities (healing of wounds, sea en-
counter tables, land encounters, reactions of
NPCs, general notes on play) sketchily laid
out. The whole book uses a rule numbering

system, and this, combined with the small
glossary, should ease the task of the GM in
finding references. There is no index and no
table of contents, however.

The game overall has a very ‘light’ feeling
— there is just not enough substance here. In
an attempt to get both a RPG and a miniature
ship game in one book only 32 pages long, the
authors have severely cramped both. This
makes for a disappointing product, given the
many excellent games which have been re-
leased in recent years. Important subjects,
money (both its form and what it will buy),
inland communities, the presence of Indians
among the pirates, etc., are ignored, or only
sketched in.

In general then, no, my own extensive re-
search was not done in vain — while this game
presents an adequate framework for a West
Indies campaign, the picture isn't there. In
fact, the rules themselves give very little feel
of the period | have gained from my own
studies. The last page of the rulebook says
that FGU has a set of ‘advanced rules’ in the
works, along with specific scenarios for the
game. "’

Skull & Crossbones is a reasonable invest-
ment for the GM who wants to run a pirate
campaign in the classic Caribbean period. The
ship drawings and maps are very useful, while
the rules themselves should provide at very
least a strong base on which to construct a
campaign.

Michael Blum
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DATESTONES OF RYN
TEMPLE OF APSHAI

Jon Freeman
Automated Simulations
See review for prices

With the advent of microprocessor technolo-
gy, it was perhaps inevitable that some dis-
gruntled role-player would try to replace his
Game Master with a computer. Automated
Simulations’ DunjonQuest games are the re-
sult of this effort -— dungeon adventures that
can be played solo on the APPLE, TRS-80, or
PET microcomputers.

Computerization of role-playing games has
many advantages, especially in solo adven-
tures. The computer can handle the arithme-
tic in combat very quickly, allowing "real-
time" fighting. A ten second combat round
takes several minutes to play in a standard
game, while in a computer version a ten sec-
ond round can easily played in ten seconds.

Computer GMs lack human frailty; they
don’t have colds, midterms, or jobs to worry
about. If you wake up at four in the morning
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and want to play a computerized dungeon,
you can. Computer games are neat.

They're also limited; by memory space, by
the TV display format, and by their inflexibil-
ity — you can’t do anything the programmer
didn‘t decide to let you do.

Automated Simulations has put out a
number of fantasy role-playing adventures
known as the DunjonQuest series. These con-
form to the traditional “kill the monsters and
take their treasure' scenario. The action is
usually in an old underground cave complex,
with secret doors, traps, and wandering mon-
sters the typical dungeon setting.

Heroism is more fun if you know just how
well you're doing, so the DunjonQuest games
award experience points at the end of each
adventure.

The games make extensive use of compu-
ter graphics. The outline of the room is drawn
on the TV screen, and the player character,
monsters, and treasure are all shown in the
room, In the APPLE version the character and
monsters are drawn in high-resolution graph-
ics, and look great.

The programs are done in “real time” -
most games will wait forever for you to enter
a command, but if you dither in DunjonQuest
the monsters will happily march on your un-
resisting character. You gotta be fast, and this
adds to the excitement.

Commands are entered by pushing a single
key. To move forward you type a number
from one to nine, to search for traps you type
""8,'" etc. There are lots of commands — the
number varies from game to game — but you
can parley with monsters, grab treasure or
drop it, fire normal or magical arrows, drink
potions, and do many other things. There are
also lots of things you can’t do, but the sce-
narios are so well set up that I've rarely want-
ed to do anything that wasn't covered in the
commands.

Characters are generated by obtaining six
characteristics with ranges from 3 to 18. This
isn’t very original, but it wasn’t intended to
be -- the game was designed to correspond
closely with the traditional FRP games. This
allows people with an FRP background to
play the DunjonQuest games with ease; all of
the concepts are familiar.

DATESTONES OF RYN

This is an introductory module for the
series. The player always plays the character
Brian Hammerhand, and always starts with
the same equipment.

The scenario is as follows: Rex the Reaver
and his band of robbers raided the keep of the
Duchy of Ryn and made off with the Duchy’s
most prized posession, the Datestones. The
bandits fled to a conveniently located cave
complex when the local cavalry gave chase.
The Duke decided to send in a volunteer to
scout out the caves, kill some robbers, and
perhaps recover some Datestones. Lots were
cast, and you, Brian Hammerhand, lost. The
game starts when you enter the first chamber
in the cave complex.

Datestones of Ryn has a time limit; the
game lasts 20 minutes. If you aren’t out of
the caverns when your time runs out, you do
not get experience points for any Datestones
you may havé picked up; and recovering the
Datestones is the way to clean up on experi-
ence points. This time limit may be frustra-
ting at first, but it's what keeps the game in-
teresting even after you've memorized the
caverns and their contents. There are too
many rooms to loot in the time allowed, and
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the “race against time” keeps the challenge
alive even after 20 or 30 playings.

Because the game is easy to play, and chal-
lenging enough to play many times, | would
recommend Datestones of Ryn to all of you
with access to an appropriate computer.

Cassette version are available for the AP-
PLE with 32K and APPLESOFT in ROM, or
48K with cassette APPLESOFT; the TRS-80
Level 1l with 16K; and the PET with 16K. All
cassette versions cost $14.95.

Disk versions are available for $19.95 for
the APPLE with 48K and ROM APPLESOFT
and the TRS-80 with 32K and TRSDOS.

TEMPLE OF APSHAI

| liked Datestones of Ryn alot, but | love
Temple of Apshai. This is a much larger game
— it has four dungeon levels and more than
200 rooms — and has extra features.

The adventure takes place in the ancient
underground caverns once dwelt in by the
worshippers of Apshai, the Insect God. The
human inhabitants seem to have died out, and
the caverns are populated largely by giant in-
sects and the undead. The caverns were
known for their deposits of gems and gold.

Temple of Apshai gives you a lot more op-
tions than Datestones of Ryn — you can
choose your equipment, pick one of four dun-
geon levels to explore, play as long as you
like, and play any character you like.

Characters can purchase equipment from
the innkeeper when not in the dungeon; this
turns out to be a very enjoyable exercise in
haggling. There is an "asking” price on each
item, but by patient haggling the price can be
reduced, sometimes dropping as low as one-
third the asking price. If you don’t like this
sort of thing, you can save time by paying the
asking price.

There are several armor types available,
ranging from none to full plate, as well as two
sizes of shield. There are five types of edged
weapons: dagger, short sword, broadsword,
hand-and-a-half sword, and great sword. Char-
acters can also buy bows, arrows, and healing
salves {which aren’t very potent).

This wide range of weaponry and armor al-
lows you to try widely different strategies. |
have tried Conan-type characters; all brawn
and no brains, carrying a shield but no other
armor, and bashing everything they see. I've
also tried characters armored with full plate
and shield, clanking slowly through the dun-
geon. Picking armor and weapons is a lot of
fun, and helps characterization.

The temple has four dungeon levels of in-
creasing nastiness; an inexperienced character
would be unlikely to survive the first three
rooms of the second level, and | have yet to
work a character up enough in experience to
allow him to survive the third level.
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You can have the innkeeper roll up a char-
acter for you, or you can choose his charac-
teristics yourself. This allows you to transfer
characters from other RPGs games into Tem-
ple of Apshai. Since the weapons and combat
are set up for human fighters you'd have trou-
ble trying to fit other character classes into
the scenario, but transferring fighters works
pretty well.

I've never noticed any bugs in Datestones
of Ryn, but Temple of Apshai has a couple
{perhaps a program involving the Insect God
has to have some bugs). Sometimes the inn-
keeper raises his prices during bargaining, in-
stead of lowering them, This is annoying, and
I'm sure it’s not supposed to happen. If you
offer him zero silver pieces for the item he'll
start over, and usually he behaves himself on
the second try. The other problem occurs
when you're lurking in a doorway. If you lis-
ten at the door and hear a monster, while at
the same time a wandering monster appears
behind you, the program gets confused as to
which monster is where. Usually it will dis-
play the wrong monster, although it will be-
have like the right one.

The disk version of Temple of Apshai dif-
fers from the tape version. On the disk version
you can store your characters on disk; in the
tape version you have to write everything
down if you want to play the same character
again. The disk version lets you store the cur-
rent state of the dungeon — which treasures
are gone, what monsters are dead, etc. —
while on the tape version you get the dungeon
in its original state every time you load it into
the computer.

The tape version costs $24.95 and is avail-
able for the TRS-80 Level Il with 16K, the
APPLE with 48K and either cassette or ROM
APPLESOFT, and the PET with 32K. The
disk version costs $29.95 and is available for
the TRS-80 with 32K and TRSDOS, and the
APPLE with APPLESOFT in ROM.

| found both Datestones of Ryn and Tem-
ple of Apshai highly enjoyable. Temple of Ap-
shai is more expensive, but well worth the ex-
tra cost because it is so much bigger than
Datestones of Ryn.

Robert Plamondon

DRAGONQUEST

Eric Goldberg

Simulations Publications, Inc.
$9.95

DragonQuest (formerly DragonSlayer, before
that DragonFlayer) consists of three booklets,
120 die cut counters, and a hex map printed
on both sides. The set is boxed with a full col-
or cover.

Overall the game is what many gamers
have come to expect from SPI over the years.
The tactical display map is interesting; finally
a game company has included some of the
equipment that almost all of the them recom-
mend on having to play their games. The
counters are passable, though hardly the best
that SPI has ever produced. The rules are vin-
tage SPI.

The booklets of rules are ordered by sub-
ject and | will deal with them in sequential or-
der as they are presented in the game. The
first booklet deals with character generation
and combat, the second contains the magic
system and the third presents skills, monsters,
and adventures.

As everyone knows, fantasy role-playing
games begin with the generation of a charac-
ter to play with during the game. In DQ the
system is really quite simple. First the player
rolls 4D5. If you don’t have a five-sided die
(and no one in this dimension has any) you
merely roll 1D10 (not provided, but 20 of the
counters will substitute nicely), divide by two
and round up. Once you have your total you
compare that total {a range of 4-20) to a ta-
ble and get a number (the number of total at-
tribute points your character will have) and a
letter. You then go to another table and com-
pare the letter to it to get another number.
This number indicates what the maximum for
any one of your attributes may be.

Once the player has determined how many
attributes points he has to work with and
what the maximum number any attribute can
be, he must then divide the attribute points
between six attributes. Each character can
have one attribute equal to the maximum that
his attribute can be, two attributes that are
one less than the maximum and two that are
two less than the maximum unless he has no
attributes at his maximum in which case he
may have three that are one less than the
maximum or up to all six being two shy of
the maximum.

Once attribute points are portioned out,
the player can easily compare his endurance
attribute to one table to get his fatigue points
and compare his agility to another table to get
his action point total.

The actions cited above are the action one
must take to have a basic character. In flesh-
ing out the characters one must roll dice to
determine the following; right or left handed-
ness, race (if one desires to be other than hu-
man), aspect of birth (a determination of
your time of birth that may or may not help
or hinder actions for an hour of the campaign
year), and heritage (which determines posi-
tion of birth, social standing of family and ini-
tial experience and money). Perhaps the most
silly portion of the character development
that involves dice is the determination of sex.
If a male player wants to play a female char-
acter, he must roll 01-25 on D100 to be able
to play this cross sexual role. If, on the other
hand, a female wishes to play a male character
she need only roll 01-75 to be allowed to do
s0.

The character generation system was poor-
ly thought out. The whole system could have
been simplified into one or two tables that
deal with rolls of D10 or D100, eliminating
the bothersome necessity of having to deal
with 1D5. A D100 creates just as workable a
bell curve as 4D5, with much less work. For-
cing players to have to keep track of the as-
pect of their birth is non-functional as it does
not affect the majority of the characters more
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than four times in a game year, and it forces
the Game Master to keep track of the time of
year and the aspects of the player characters
in his game.

The next section of DQ is combat. The
combat system is cumbersome and vaguely
workable. Each combat round lasts for ten
seconds and consists of a variable number of
pulses. During these pulses each character per-
forms an action, either martial or movement,
by expending action points (a function of
agility). Agility also determines who moves
first in each pulse.

Every weapon in the DQ system has a base
percentage to hit a foe. When in range the
player who expends action points for an of-
fensive martial action rolls D100 to see if he
hits his opponent. If he does hit he checks to
see if he rolled low enough for a grevious
wound or damage on endurance (as opposed
to fatigue points). This is important since en-
durance must reach zero before the character
can die. To determine the amount of damage
done the player rolls 1D10 and adds the wea-
pon bonus for that weapon. The damage
comes off of fatigue points, unless the roll in-
dicated a grevious wound or an endurance
wound (when fatigue points are all used up
damage is taken on endurance).

This seems fairly easy to work out and the
list of moves and martial action would seem
to supply option that would yield a highly
realistic combat system.

Reality is one thing that is neatly removed
from the combat system. Each character, on
the average, has over 40 hit points. Most char-
acters can afford some armor or a shield
making killing them very difficult as the most
damage that can be done by the most power-
ful weapon is 20 points. In addition to this
the standard tactical procedure used by most
players is to delay acting until their foes have
used up their action points, run around be-
hind them (placing their foe at a disadvan-
tage) and then hacking the life out of them.
Since no one dies easily this pattern gets re-
peated ad nauseum.

The realistic nature of the combat system
is really exploded when you consider the case
of a prisoner being executed by beheading. If
the executioner uses a great ax and has the
prisoner bound and on his knees he has a 90%
chance of hitting his target. Even if he does
maximum damage for his weapon, 16 points
per hit, it would take him at least two strikes
to do the job, and that is only if he did dam-
age on endurance both hits.

In determining the percentage you need to
roll to hit your foe you must consult one of
three tables. Each table is poorly organized
and forces each person to either memorize it
or search through it each time he or she wish-
es to attempt to hit anyone. All three tables
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could have easily been cross referenced for
ease and speed of play.

Though the majority of the combat sys-
tem is a dark cloud (or white elephant} it does
have its silver lining. The Grevious Injury Ta-
ble is worth its weight in gold. It is witty and
would function as a magnificent substitution
or addition to a critical hit table for any other
system.

Overall the combat system is tedious. A
simple man-on-man fight took five minutes to
resolve, when any number of other systems
could have finished it in a minute or so. While
assigning actions per pulse does add an inter-
esting sort of choreography and graphic real-
ism to the fight, it creates a nightmare for a
GM if he is going to run a larger twelve-on-
twelve fight.

The second DQ booklet deals with magic.
Of the three books this one is the best. The
magic system is well balanced and logical.
Magic is divided into three branches: Thauma-
turgies, Elementals, and Entities. Each of
these divisions are subdivided into colleges.
The branches consolidate the spells of one
type together and provide a background for
an alignment of magic users (alignment here
deals with how each mage deals with members
of other branches, not how they deal with the
world in general).

The magic system works on a fatigue point
expense for spells, or a time and material cost
for rituals. Each spell or ritual has a base
chance of success, rolled against D100. Each
spell or ritual may be raised in rank, in-
creasing the duration or effects of the spell.
The effects of each spell is described fully,
though sometimes one has to look to a similar
spell in another college for the full descrip-
tion.

The magic system in DQ is the most com-
plete section of the rules. It not only provides
a workable magic system that can be adapted
for other FRP games, but it also provides the
closest thing to a world view that one can find
in the rules. Most of the spells can be traced
to commonly described magic from fantasy or
the real world; all of the demons used by the
College of Greater Summonings are straight
from Terran mythology.

The last book of DQ deals with skills,
monsters, and adventure. DQ has a new and
novel system for using experience points. Ex-
perience points are spent to increase your
rank with a skill or spell, or to increase an at-
tribute (not beyond your maximum). Skills
are divided up into professions. Weapons skill
rank increases increase the percentage chance
of hitting. The weakness of this system is that
the initial experience point cost (1000} for
reaching novice (rank 0) is very high, leaving
beginning characters with only their weapons
and spells to aid in their initial survival.

Perhaps the most disappointing section in
all of the DQ system is their monster section
of the rules. It seems to me that the majority
of the monsters in DQ are incredibly close in
description and actions to those from the
AD&D monster manual. DQ does not seem to
have even attempted to do anything innova-
tive in the way of monster creation, action, or
research.

The adventure section of the rules is not
much better than the monster section. In the
adventure section of the rules we are told how
we may organize a party and the number of
experience points we are to be awarded if we
complete our “mission.” The GM is instructed
how to work the mechanics of an adventure
without any suggestions of adventures or

without any sort of hint at world view. This is
not bad, in and of itself, but it leaves the GM
only with suggestions about how to handle
experience and the timing of the GM’'s ac-
tions.

In genearl DQ appears to be a game system
that was designed with good intentions. There
are several good and innovative ideas in the
game design, but they get obscured by the
clumsy methods used in implementing them
(like the 4D5 for character generation and the
proliferation of tables that could have been
better organized). The system is workable,
but not easily so, and to my mind, less playa-
ble because of that fact.

DQ functions as a FRP game the same way
a sledge hammer functions as a mousetrap.
Both get the job done, but the effort involved
in getting it to work is not worth the end re-
sult.

Michael A. Stackpole

THE DESIGNER REPLIES

The regularly scheduled ‘prideful designer ver-
sus opinionated reviewer’ debate has been
temporarily shelved while the designer ram-
bles on about the genesis of his game.

DESIGNER NOTES

Thank you. The idea to do a fantasy role-
playing game for SPI came out of a discussion
between Greg Costikyan and myself on the
plane back from the 1978 GENCON. We both
were familiar with the then existing FRP sys-
tems, and knew — in our heart of hearts —
that we could do better. Therefore, the pro-
posal was rather enthusiastically sprung upon
SPl management immediately upon our re-
turn. Then, things became complicated.

As everyone knows, New York contains
some of the very best FRP referees and play-
ers. So Greg and | felt obliged to invite five of
these immensely talented individuals to join
in this bold new venture. Before anyone had
quite realized what was happening, the gener-
al consensus was that the game would be de-
signed by committee. And since the combined
design fire-power could easily tackle all but
the most challenging of problems, the finished
product should be configured as the be-all and
end-all of FRP games.

With all the bothersome details of the pro-
ject solved (and armed with a host of impres-
sive demands), Greg and | returned to SPI
management, They saw a proposal designed to
appeal mainly to veteran FRP gamers, costing
at least six times the normal game budget, in-
volving seven people, only one of whom was a
full-time employee of the company. | like to
think that it was because of the respect Greg
and | commanded that our scheme was consi-
dered quite seriously.

There was, and is, no doubt in my mind
that a superior FRP game requires a lengthy
development period. Very soon after reaching
that conclusion, | began to have serious mis-
givings about working on a complex game as
part of a fully democratic committee. | felt if
| were to be responsible to my employers to
deliver a completed manuscript by such-and-
such a date, and then place myself in a posi-
tion where | could not be sure of doing so,
my ethics would be compromised. The com-
mittee was then informed that | would have
to be vested with a certain degree of authori-
ty. A few severely strained friendships later,
the design group was hopelessly splintered.

Meanwhile, back at SPI management, this
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rift had been noted. Well, if the prospective
designers weren't in agreement, the company
was certainly not going to take a large gamble.
SPI's counterproposal involved simplifying
the game considerably, and doing the whole
thing on the cheap. | rejected this out of
hand, and went off to work on Kursk (an ex-
cellent game, by the way; even though it has
nothing to do with role-playing, you should
all rush out and buy it). Greg Costikyan join-
ed with four ex-members of our ill-fated com-
mittee, and began work on High Fantasy (yes,
they know the title will have to be changed).
No one is sure whether that FRP game will be
completed in our lifetime, as the authors pro-
mise a rulebook larger than the Encyclopedia
Brittannica. On the plus side, the finished pro-
duct is unlikely to be missing anything players
are likely to need to know.

Dragonslayer, as it was then called, went
into hiding for a few months. Come the win-
ter of 1979, the SPl management, in its infi-
nite wisdom, decided thata FRP game was an
appropriate release for the next year's ORI-
GINS. A hasty compromise was effected,
which is to say neither party was satisfied
with the arrangements, and | dragged out my
notes of several months previous.

| soon began to miss the deadlines which
had been so optimistically arrived at, and so
Dave Ritchie was shepherded into the project
as a co-developer, Dave had not had much
previous experience with FRP games, but he
was (and is) an ardent medievalist, and was
willing to make decisions where | would hesi-
tate. Ted Woods was brought in to flesh out
the magic system, and the project ran smooth-
ly for a while.

| won't pretend that what Dave Ritchie re-
ceived from me was a polished design, and he
saw no reason to do so either. Because Dave
can be — um — rather stubborn about his be-
liefs at times, parts of the project began to di-
verge from the course | had originally envi-
sioned for them, This, for those who follow
Gigi D'Arn in these pages, is one of the main
reasons why | no longer work for SPI.

Still, the original design is quite recogniza-
ble in the final rules. The combat and monster
rules are currently not as | would like them to
be, and do not interface with some of the oth-
er systems quite as well as they should. Des-
pite this rather unusual admission of dissatis-
faction with a facet of a personal design (after
all, designers must have large, airy offices in
which their prodigious egos can fit), | consi-
der DragonQuest — renamed after a brief legal
skirmish with a miniatures company — to be
one of the best FRP games. It certainly has
the highest component value, while providing
innovative systems and correcting some prob-
lems which have plagued all previous FRP
games. And | hope the FRP game |'m now de-

signing for Avalon Hill will come to be consi-
dered the best in its field.

NOW FOR THE REBUTTAL

Yes? ... What do you mean my time has
run out? | was just getting started ... Well, |
understand that Mr. Stackpole is a busy man,
but couldn’t he — ... Alright, I'm going to
give him a piece of my mind!

Reviews which methodically plow through
sub-systems in order, and then only lightly
touch on how these sub-systems work as a
whole do not bring out the best in me. A FRP
game is the sum of its parts, and should be
considered that way. However, if that's how
Mr. Stackpole chose to do his review, than my
response ought to follow the same format.

After brilliantly deducing that the abbrevi-
ation ““D5" required the players to halve the
result from a D10 roll, the review concludes
the character generation process could have
been streamlined into a two-part operation.
Unfortunately, such a change would skew the
carefully worked-out probabilities for the oc-
currence of each value. The reasoning behind
the limitations on playing characters of oppo-
site gender is that, in a medieval society, ad-
venturing females are quite rare (this reason-
ing, | must admit, looks a bit specious upon
reflection). | believe the character generation
system to be superior to any other, an opin-
ion shared by Forrest Johnson in The Space
Gamer: “The character generation system is
the best |'ve seen, a brillian compromise be-
tween “rolling up” characters and distributing
points between the characteristics."’

My view of the combat and monster sys-
tems has been stated earlier, though two
points raised by Mr. Stackpole require an an-
swer. An execution hardly qualifies as a com-
bat situation, | can’t believe that any referee
would really use the combat procedure for a
beheading. Secondly, since Advanced Dun-
geons & Dragons attempts to include every
mythological creature, it is not surprising that
DragonQuest duplicates it in this regard. One
would expect two different games on the de-
fense of Moscow in 1941 to include the same
historical units.

Naturally, | am pleased that the magic sys-
tem is to Mr. Stackpole's satisfaction; Ted
Woods deserves full credit for originating the
college concept.

Mr. Stackpole errs in criticizing the initial
cost for skills: he should have noticed that
one skill can be acquired for one-tenth the
normal cost (and each character begins with
enough Experience Points to use this benefit
right away). Also, guidelines are given for how
to construct an adventure, which isas far asa
designer can go without actually providing a
“’canned’’ adventure,

If the most clumsy methods hampering

FIRE GIANT

Natural Habitat: Rough, Caverns
Frequency: Rare Number
Description: Fire giants are large huma|
Talents, Skills, and Magic: Scc 6.6
Movement Rates: Running: 400-500

PS: 15-33 MD: 4-22 AG: 3-]
EN: 20-38 FT: 18-24 WP: 4-]
PB: 5-23 AP: 7-11 NA: N¢

Weapons: Fire giants prefer the club ar
Rank 1-3 with these weapons. Armor hg
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players from enjoying DragonQuest require
halving a die-roll and searching through slight-
ly disorganized charts (all located in the same
section of a rulebook), then the game is the
easiest to play on the market.

Alright, Mike Stackpole and | disagree,
and let’s leave it at that. In closing, | note that
while mice have escaped from conventional
mousetraps, none have survived being spatter-
ed about by a sledgehammer.

Eric Goldberg

HODOOOOODUTOTINOROOTOROCOIOT

CITY OF LEI TABOR
Paul Nevins and Bill Faust

Judges Guild Inc.
$7.98

This is a RuneQuest playing aid by the au-
thors of Verbosh. The book is 96 pages long
and contains illustrations by Kevin Siembeda,
Aaron Archero, and Bill Faust.

This book is similar to the city/campaign
books published by Judges Guild for use with
Dungeons & Dragons rules. It contains the
plan of a small fortified town with detailed
descriptions of some of its inhabitants, with
an emphasis on the military types, all in a well
detailed RQ format. Maps of the territory sur-
rounding the town are also provided, along
with descriptions of some of the more inter-
esting inhabitants thereof.

The town of Lei Tabor is the seat of the
Ducal House of Lei, which is a relic of a once
proud imperial line. The Duchy of Lei Tabor
extends for an indefinite distance from the
city, and is defended by the collection of
standing and militia army units in the capitol
city. Bandits range where the armies cannot
catch them, and beyond the bandits range
trolls and broos. The town itself is dominated
by the ducal house, the various military units,
and the Cult of Lei Kung.

The ducal house and the several military
units are closely linked. The House of Lei is
run by the current duke, who is a Rune Lord
and head of the Lei Kung Cult. His daughter
is a powerful adventurer who vanished in the
wilderness. His four sons are in town — they
are above average in all attributes except for
the second son, who has an INT of only 11.
The ducal guards, the Hammars of Kung, are a
crack military unit. Other regular army units
are stationed outside the walls. In addition,
there are city wall guards, guard cavalrymen,
various weapons masters, free mercenaries,
and the city militia. Anywhere from four to
ten of each type of soldier are detailed in the

- book, as are the duke and his sons.

The Cult of Lei Kung is described accord-
ing to the excellent outline used in Cults of
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Prax. Lei Kung is a Storm cult with a second-
ary emphasis on armor and weapons making.
It would make a good adventurer's cult in a
non-Gloranthan world. A Rune Lord and sev-
eral Rune Priests are listed with all statistics.
Between the temple and ducal family and the
various military officers, there are a lot of use-
ful high-level characters described which
could be used in any scenario calling for high-
power human non-player characters.

Another city cult is T'sei, the Thieves
Guild. This cult is also well done, and covers
the same thorough outline from Cult fo Prax.
The Thieves Guild has all the facilities attrib-
uted to it in the RQ rules. There are some
master thief Rune Lords and Rune Priests,
and a number of lesser stealthy and light-fin-
gered types all of whom could show up any-
where. The city also contains lesser temples,
including some of the standard cults.

There are disproportionately few buildings
and enterprises in the book not connected
with the military or their support. Those des-
cribed include several inns, a tailor shop, an
engineer, a butcher, a baker, and a brewery.
QOutside the walls are another inn, an under-
taker's, and a gathering place for trolls.

The most interesting groups described in
this book are the wandering criminal bands
found in the wilderness. There are the Via
Duck Gang, Ch'ao Kai's Ogres, the People’s
Liberation Front, Fass Duck’'s Gang, and the
tough Fey Brotherhood. Somewhere in the
hills live some nasty Broo, and the low crimi-
nal who provides them with armor.

As a city, Lei Tabor is laid out in a con-
ventional, traditional pattern. There are iden-
tifiable features not keyed on the map, such

as the market square and the community
wells. Many of the buildings drawn on the
map are not described in the book, allowing
the referee to vary the town as he sees fit,
possibly adding the civilian facilities badly
needed to balance the military. There is only
one gate to this town, a common feature of
places designed by the authors, and one which
I find highly unusual — most historic walled
towns had several gates. Although the map
shows a large river flowing just outside the
town walls, there are no water-oriented insti-
tutions, such as bridges, boating concerns, or
fishermen., The size and population of the
town are not given, a practice common to all
Judges Guild cities.

There are a few details of the city which
the ambitious referee will want to fill out for
himself:

— Duke Lei's daughter is probably running
around the landscape with a hefty entourage.
She would make a dandy encounter.

— There are no details of the city bureau-
cracy, nor of the ducal government. With all
those soldiers running around, there would be
no need for a separate watch, but the odd
quircks of various officials in town would
spice up any game.

— Most referees will want to make a list of
the military units — they come thick and fast
in the book, and may get confusing.

— The city is definitely Chinese in charac-
ter - a little research in the local library could
provide more details to add to the effect.

— More encounter groups can be found in
other RQ games and aids, just mix and match.

Overall, | am glad that the authors have
turned their energies to write a city in the RQ
system. Purchasers should not be put off by
the ugly cover. Lei Tabor could be transplant-
ed into any world to be the ‘town’ from
which most adventures start. With the publi-
cation of this book, many RQ referees will
never have to write out an NPC soldier again,
ever. This book should be in the library of all
ambitious RQ players,

Anders Swenson
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Presenting...

DRAGON
CAVERNS

Enter the dreaded Dragon Caverns and slay one of the
four dragons rumored to be living there, For one to four
players, the player-champion must decipher the cavern
maze and fight and conquer a host of dangerous monsters
to succeed. There are giants, zombies, trolls, orgres, war-
riors, hobgoblins, werewolves, men, and ghouls to battle
or attempt to ally. There are many treasures along the
way. Sacks of silver, gold, gems, and jewelry pave the
cavern floor and occasionally one will find special items
like the Sword of the Dawn that adds strength to the
champion or a healing potion that can save a champion's
life. The quest is to slay a dragon and come out alive with

as many gold and treasure as you dare.
BY LEONARD KAUFER
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By John T. Sapienza, Jr.

/4| f fantasy gaming can be said to have an equivalent
in books, surely that equivalent is in the pulp fic-
tion of the 1930s and 1940s. Full of exotic cities

: 3 and peoples, fabulous treasures, and beasts of
shapes and powers that could only have crawled out of night-
mares, these tales of adventure in far continents or alien
worlds gripped the imagination of hundreds of thousands of
readers, including those who grew up to be the famous writers
of science fiction and fantasy today. These stories may have
lacked literary polish and intellectual depth, but they had life
and action in plenty. Probably the most famous of the writers
in the pulps was Edgar Rice Burroughs, author os many series
of novels starring Tarzan, John Carter of Mars, and others per-
haps less memorable. His novels still sell briskly today.

How is pulp fiction the equivalent of fantasy gaming, you
may be wondering? Consider the elements used: Characters
that have little depth in personality or “real” history, societies
that have pizazz and flashy colors but little to suggest that
they really would hold together a culture, feudal nobility that
seems to outnumber the commons, small nations at war with
each other but with borders that the characters seem to cross
with ease, monsters with little apparent reason for existing
where and how they do, treasures spotted around seemingly at
random, and in amounts that could keep everyone in luxury if
it weren’t for the fact that their arrival in public would cause
the value of gold to drop abruptly, and similar features are
found in many fantasy gaming campaigns. It seems likely, in
fact, that a lot of the approaches taken in gaming have their
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origin in pulp fiction. It works in books and in gaming so long
as the participants are so tied up in the action that they don’t
have occasion to stop and worry about details.

Given an acceptance of the conventions and limitations of
pulp fiction, it can be very enjoyable as light entertainment,
either as gaming or reading. And so it is still being written, of-
ten in slavish imitation of 1930s formulas, but sometimes with
a bit of originality in details and a sufficiently light touch as to
keep it from bogging down.

The most successful series being written today of this kind
of book is the Scorpio books published in the USA by DAW
Books. The series is now eight years old, having begun in 1972
with Transit to Scorpio by “Alan Burt Akers” (DAW Books,
UY1169 $1.25). The latest volume, the 23rd, is Beasts of Ar-
tares by “Dray Prescot” (DAW Books, UJ1555 §1.95). The au-
thors are in quotation marks because they are really pseudo-
nyms, the actual author being a mystery. However, the Janua-
ry issue of Fantasy Newsletter identified the author as Ken-
neth Bulmer, a well-known British SF writer.

The Scorpio books are what the Barsoom books should
have been, an open ended adventure series that takes the read-
er from one end of the planet to the other. In fact, these
books go farther than that, since the author explicitly states
that in some of them the hero has been transported in time to
deal with a problem his masters want done in such a way as to
influence what is going on in other areas in a certain way. This
may sound confusing, but it’s actually lots of fun, and has the
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handy effect of letting the hero interact with his grown chil-
dren after leaving them still infants in a prior book.

The series begins with what is surely a parody of the con-
vention that introduces the Burroughs® Barsoom books, notes
transmitted by the hero to Earth from another world and pre-
pared in book form by the author, who pretends to be merely
the editor of real histories told by a real person. But the Scor-
pio notes arrive in the form of cassettes, of all things, from a
world in which the tape recorder does not exist! Where does
he get all those spare cassettes to record on? Don’t let this
bother you, it’s all picture framing that vanishes once the story
starts, in any book of this nature.

Dray Prescot, as the story goes, was born on Earth in 1775.
He was an Englishman who served as a Lieutenent in the Brit-
ish sailing navy, and was a regular roughneck. For reasons nev-
er fully explained, he was rescued from African shipwreck and
native attack by a glowing blue scorpion that appeared in the
sky over him, a symbol that was to haunt him throughout his
later life, for its appearance signified the transition from where
he was to somewhere in Kregan beneath the twin suns of An-
tares, naked and required to not only cloth and arm himself,
but also to perform some task for his masters that his natural
wit must discover for him, since they almost never explain his
mission. And you think you have troubles. . .

Prescot finds himself pushed back and forth by the two
main, although hidden, powers on Kregen. The first are the
Star Lords, whose power carries him from Earth to Kregen and
back again several times in the series. Against them, at least
partly, are the Savanti of the hidden city of Aphraste, whose
medical knowledge makes Prescot effectively immortal in the
first volume, an extended lifespan of about 1000 years, with
rapid healing of wounds. He still hasn’t found out exactly
what each side wants of him, but has begun a campaign to
eliminate slavery in the later books, probably more the influ-
ence of the Savanti than the Star Lords. I think.

No matter, the campaign sense of the books is in Prescot’s
exploration of Kregen, uncovering wonders and misery, friends
and enemies and sometimes both, depending on which identity
he is wearing at the time. There is an arms race between the
empires on the northern and southern continents, with a pow-
er-mad magic user working behind the scenes to keep war go-
ing someplace at all times, including wars of conquest and civil
war in Prescot’s own country of adoption. On top of it all, you
have secret societies, both religious and paramilitary, political
and economic struggle, pirates and bandits, arenas and other
entertainments. And the relationships between the different
intelligent races of Kregen, of which there are many: Apim
(humans) are only barely the majority race, if that, for there
are many “Diffs,” Fristles and Jiklos, Lamnias and Miglas,
Rhaclaws and Chuliks, and many other beast-men, each des-
cribed sufficiently to distinguish it from the others by appear-
ance and behavior. There are so many different beasts and
places and weapons and cultures that the author has been do-
ing a series of glosseries at the end of a number of volumes.

What does this have to do with gaming? Well, to begin with,
a Scorpio fan could set a campaign on Kregen and have ready-
made a vast number of details to plug into that campaign. You
can run any level of adventure in such a setup, for the novels

. provide situations for anything from single combat in the are-
na or as a player in a live game of jikaida, to the march of the
phalanx in the civil wars in Vallia, if mass battles are your
thing. In addition, one of the recent novels contains the most
effective fictional setting of a dungeon expedition I have read.

A Fortune for Kregen (DAW Books, UJ1505 $1.95) is a
transitional volume in Jikaida Cycle in the series. The books
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are written in groups of three to six volumes, each cycle carry-
ing forward a main theme in itself, but also tying into other
cycles in the history of the adventures of Dray Prescot and the
people around him. In this book, Prescot is recovering from a
near-fatal wound incurred in a live game of jikaida, the local
version of chess, in which the pieces are warriors who must
battle to the death for possession of the square the attacking
piece attempts to move into. (Shades of Barsoom, in The
Chessmen of Mars') The plot thickens when Prescot is rounded
up by the local police in a sweep through the slums for victims
for the games, survives his game, and is sold into slavery. His
new owner drags him along on an expedition into Moderdrin,
the Humped Lands, whose most prominent feature is a series
of moders, small hills containing tombs whose treasures have
been protected by a network of traps and guardians presided
over by a moderlord who delights in trapping victims and
feeding on their psychic energy as they struggle and die within
the tomb. Needless to say, our hero escapes slavery and
emerges from the moder to face his real enemy at the end of
the book. The author seems to have had great fun, since the
last chapter contains a suggestion that Prescot will return to
Moderdrin again.

In the course of exploring the tomb, Prescot encountered a
number of novel monsters. I have written up some of the most
distinctive, with some changes from the novel to fill in missing
information (including names), or to modify some features for
game balance.

In addition to the monsters, Fortune contains a number of
interesting treasure items. Actually, you could turn the Hollow
Carapace into a potential treasure, by giving the +2 plate ar-
mor and the +2/+2 sword a higher chance of not dissolving.
But more distinctive are the following:

The Room of Heart’s Desire provided the hero with his fa-
vorite weapons when he needed them, but they dissappeared
when he emerged from the moder. This suggests another trea-
sure guardian, an enchantment that creates tangible illusions
that detect as magical objects. The chances are that the most
attractive treasure in the room will be illusionary, and the par-
ty will carry out illusions instead of some of the genuine trea-
sure there, with the illusions disappearing one day after they
were removed from the room.

The Blade Bracelet made the user guaranteed to hit every
time, for one fight. This suggests a more restrained bracelet
that gives the wearer +2 to hit with any hand weapon, or possi-
bly only with weapons of a certain type, with no duration lim-
it or with a certain number of charges. That’s the equivalent of
one combat class promotion, not nearly as severe as always hit-
ting.

The Belt of Invulnerability made the user totally unhitable
for one fight. This suggests a more restrained belt that gives
the wearer +4 protection against a specific type of weapon,
with no duration limit or with a certain number of charges.
Possibly it might be a useful powerlimiting feature to make
the bracelet and belt interfere with each other, so that you can
use only one or the other; the combination of bracelet and
belt in the book made the hero invincible at a critical time in
the action.

to the monsters

of Moderdrin...

33



DUST MONSTER

Armor Class: 5
Move: 67

Hit Dice: 4

No. of Attacks: 1
Damage/Attack: Special
Size: M

The Dust Monster is a more powerful version of the Rust Mon-
ster. They look like powerful leopards covered in dust. A suc-
cessful attack by the monster causes the area hit to turn to
dust (save vs. magic prevents this) regardless of what material
it is (unlike the Rust Monster, which can only affect metal).
While the monster is alive, a hit onto its dusty hide will cause
the weapon used to turn to dust after 1D4 melee rounds if it
fails to save vs. magic for every hit. After the monster is killed,
its dusty hide is harmless, and the dust if collected will provide
2D4 doses of powder which if thrown on skeletons will cause
them to turn to dust.

ENERGY SHEET

Armor Class: Special

Move: 6”

Hit Dice: 6

No. of Attacks: 1 per victim
Damage/Attack: 2D6

Size: L

iV

The Energy Sheet looks like swirls of smoke or folds of insub-
stantial gossamer, white and leperous in appearance. It is ac-
companied by an aura of blue sparks that sizzle and spit. It is
usually big enough to enfold up to three victims at a time. It’s
armor class is irrelevant, since weapons pass right through —
the monster is only subject to magjcal attack. When killed, it
dissipates, leaving a few (1D6) little glittering blue stones.
Throwing or slinging one of these Pellets of Lightning creates a
20 hit point lightning bolt.

Armor Class: 4

Move: 37/12”

Hit Dice: 4 + 2

No. of Attacks: 1
Damage/Attack: 1D6+1
Special Attack: Hypnotic gaze (save vs. Paralyzation)
Size: L

The Giant Hypnotic Spider is very much like other spiders in
its appearance and habits. But it has a gaze weapon that hyp-
notizes the victim into standing perfectly still staring at the
spider if the victim fails to save against it.

HOLLOW CARAPACE

Armor Class: 0
Move: 6

Hit Dice: 4-6
No. of Attacks: 1
Damage/Attack: 1D8+
Special Attack: See below
Size: M

The Hollow Carapace is a magical automation, a walking suit
of plate armor, usually purple in color and carrying a purple
sword and a purple shield emblazoned with the image of a fe-
rocious creature such as a dragon or griffin. The sword is +2 to
hit and +2 to damage. Attacks on the Carapace have a 25%
chance of hitting the shield, in which case the weapon dis-
solves if it fails to save vs. magic. If the Carapace is “killed,” it
dissolves leaving the shield and sword behind. The shield, how-
ever, turns into the monster emblazoned upon it 1D6 melee
rounds later. The resulting monster is in miniature form, no
larger than a horse, with the same specifications as the Cara-
pace had. The purple sword will kill the monster with one
blow, if used. When this monster is killed, it dissolves. Normal-
ly (90% chance) the sword will dissolve also, doing 2D6 dam-
age to the hand of the person holding it if it is not dropped
promptly when it begins to dissolve.

LAUGHING SHADOW

Armor Class: 7 in the
dark or with a See
Invisible spell, oth-
erwise 0 from invis-
ibility

Move: 12”

Hit Dice: 3

No. of Attacks: 1

Damage/Attack: 1D6

Size: S

The Laughing Shadow is a doglike creature with a peculiar de-
fense — it is visible only in the dark, as a faintly outlined figure
(as with a Fairy Fire spell). If there is any light in the room,
the Laughing Shadow is completely invisible, even when at-
tacking. It usually lives in areas inhabited by other monsters
that the attacker needs light to see, but which can themselves
see in the dark ... this can be quite frustrating if the victim
cannot see invisible objects. The monster is named for its hye-
na-like laugh.
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LEAPING JAWS

Armor Class: 5
Move: 6”/12”
Hit Dice: 3

No. of Attacks: 1
Damage/Attack: See below
Size: S

The Leaping Jaws are leathery balls with enormous mouths
equipped with sharp fangs. They have short arms and legs, and
the ability to levitate. They usually suspend themselves on the
ceilings of rooms or caverns waiting for victims to walk under-
neath. Then they drop down and bite, enclosing the head and
drawing the victim up to the roof to be digested after the vic-
tim suffocates in 2D4 melee rounds or dies of bite damage at
1D6 per round while held this way. A complete cloak of Jaw-
hide, requiring ten bodies to make, gives the wearer the ability
to levitate.

MONSTER OF MUTUAL LOATHING

Armor Class: 7

Move: 12”

Hit Dice: 6

No. of Attacks: Special
Damage/Attack: See below
Size: M

The Monster of Mutual Loathing looks like a young man or
woman with no armor, who comes walking up with a wide, za-
ny smile. Those who see it and fail their save vs. magic insist
on attacking it. A hit on the monster does its damage to the at-
tacker, and the number of attacks and their damage are those
of the attacker. This is a magical automaton, and its effect is
magical, so the attacker gets a save vs, magic on damage on ev-
ery hit “done” to the attacker via his/her hits on the monster,
taking half damage on a save. The monster doesn’t attack any-
one — it doesn’t have to!

POISONOUS PEAR

Armor Class: 5
Move: 127
Hit Dice: 3
No. Attacks: 2
Damage/Attack: 1D4, plus 1D6 poison W /8
Size: S

The Poisonous Pear is a pear-shaped creature bristling with
brown spines. It bounces along, propelled by its ten legs. It
hisses, and stinks like a sewer. Each leg is equipped with a poi-
sonous sting, doing 1D6 additional damage on a hit (none if
the victim saves vs. poison). After the monster is killed, 1D6
doses of its poison can be recovered. If applied as a salve, this
will cause a wound to close up; it will seal off a stump, but will
not restore a severed limb. It does 3D6 points of cure when ap-
plied to wounds, but at the risk of being poisoned the same
amour)at if the poison gets deep into the wound (save vs. poison
to see).

SNATCHBAN

Armor Class: 2

Move: Special

Hit Dice: 3-4

No. of Attacks: 1
Damage/Attack: Special
Size: S-M

The Snatchban is another m'agical automaton, but one that
takes many forms, such as whips, ropes, snakes, tentacles, skel-
etons; basically anything that can grab. Although the Snatch-
ban can grab, it usually cannot move, so its victims must come
to it. The function of the Snatchban is to foil attempted theft
of treasure, and their usual method is to whip out of a chest
being broken into and seize the intruder in a deathly grip that
does 1D6 damage a round. The victim must roll under or equal
to his/her DEX or be seized. The Snatchban cannot be hit with
weapons of less than +2 enchantment.

SUFFOCATING HOOD

Armor Class: 8

Move: 6”

Hit Dice: 3

No. of Attacks: 1
Damage/Attack: Special
Size: S

The Suffocating Hood is a round, umbrella-shaped translucent
and shining creature that is 3’ in diameter with a long thin ten-
dril 12-15° long hanging down from its middle. The Hood
floats through the air, and when it grabs a victim with its ten-
dril, it reels itself down over the victim’s head, suffocating the
victim in 2D4 melee rounds. Attacks on the Hood during this
are 30% likely to hit the victim, instead. @@
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CULC OY RALI

By Greg Costikyan

Kali is an extremely complex goddess, and the interpretation offered here is only one of many possible.
Indeed, this cult is based primarily on the Thuggee cult suppressed by the British during the 1840s. The
worship of Kali continues unabated in India, but apparently her worshippers no longer engage in human
sacrifices — or at least, one hopes such is the case. Certainly other interpretations and visions of Kali are
possible, and to most of her worshippers she is neither as vicious nor as dark as depicted here.

“Come, Mother, Come!

MYTHOS AND HISTORY

In appearance, Kali’s body is the darkest blue, almost black.
Her face is disheveled and bristly. Round her neck she wears a
long necklace of human skulls. Her purple lips stream with
blood; her tusk-like teeth lie over her lower lip; her tongue
protrudes from her mouth. She has eight arms, each grasping a
weapon or a severed human head.

According to the Devi-mahatmya, after the demon brothers
Sumbha and Nisumbha subdued the gods, the gods petitioned
the Great Goddess to save them. She appeared in the guise of
Parvati (the wife-goddess), calmed the gods, and went forth to
battle the demon armies. Growing angry in battle, Parvati’s
face became dark as ink, and from her brow sprung Kali, arm-
ed with a sword and noose. Kali lept into the fray, and waded
through the demon hosts, decapitating and drinking the blood
of all who stood against her. According to this legend, there-
fore, Kali is merely an aspect of the Great Goddess. In some
areas of India, notably Bengal, she is herself believed to be the
Great Mother, and the other major female deities are merely
aspects of Kali.

Kali is, at least during this Day of Brahma, the creator of
the world. Because of this, the world reflects her madness. She
is giddy, terrible, drunk with power, she dances the dance of
destruction with her husband Siva.

Life is suffering. People are born only to suffer miserably
and then die. This is the way of prakrti — of “mere matter.”
But prakrti, unlike the Western conception of matter, includes
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“Who dares misery love,
And hugs the form of Death —
Dance in destruction’s dance,
To him the Mother comes.”

— Swami Vivekananda

For Terror is Thy name,

Death is in Thy breath,

And every shaking step

Destroys a world for ever.

Thou “Time,” the All-Destroyer!
Come, Mother, Come!

mind and the ego as well as mass. Prakrti is life and thirst for
life; it is the desire for sensory pleasure, for material goods, for
the improvement of the circumstances of life in this world.
Prakrti blinds man to his essential nature and makes him un-
able to come to spiritual maturity, leaving him forever on the
wheel of karma without hope for nirvana.

Kali represents prakrti. The world rushes headlong toward
destruction, dancing in a mad dance of constant activity, tur-
moil, and disruption — as Kali dances her wild and uncontrol-
lable dance of death. Kali by her existance instructs humanity
in the trap that prakrti lays for those who do not find the infi-
nite — for she shows what underlies prakrti, i.e., suffering,
death, and destruction. Before a human can achieve nirvana,
he must understand and accept — indeed, embrace — prakrti.
Kali, representing death, suffering, and turmoil, represents
some aspects of prakrti, and a human must learn to embrace
Kali fearlessly before he can achieve spiritual maturity.

As an aspect of the Great Goddess, Kali is the Great Bitch.
She is the Angry Mother — a fearsome figure who may strike
viciously, who cannot be appeased, who inflicts pain on her
children for inexplicable reasons — but who remains a Mother,
and, like all mothers, must be loved.

NATURE OF THE CULT

The Cult of Kali is a cult of murderers who believe that Kali
demand lives as a sacrifice. It is the only cult in India which
practices blood sacrifices. It exists on two levels; on one level,
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it is an open cult with many worshippers who worship the vari-
ous aspects of Kali and participate in many rituals, including
animal sacrifices, without necessarily engaging in murders. On
another level, it is a secret network of Thugs, who worship
Kali as Bhowani the death-dealer, and periodically murder to
feed her. Anyone might be a Thug, including the apparently
respectable merchant next door; whole villages sometimes con-
sist of Thugs.

Thugs are prohibited from killing wandering holy men, wo-
men, and certain classes of merchants. To do so is a crime
against Kali and may result in expulsion from the cult and the
disfavor of the Goddess.

ORGANIZATION

Each temple of Kali is an entity of itself; although there
may be contacts and cooperation among temples, there is no
over-riding heirarchy. Some temples, indeed, engage only in
animal sacrifice and have nothing to do with the Thugs; tem-
ples openly practice human sacrifice only in areas where the
cult of Kali dominates the local power structure, or where the
power structure is decadent or in disorder and cannot prevent
human sacrifice. Most temples which engage in human sacrifice
do so covertly and attempts to keep such sacrifices secret from
the authorities. As well, anyone overzealous in searching out
Thugs and those who engage in human sacrifice is likely to
find himself dead, so as long as a temple does not become too
obnoxious about its practices, it is usually left alone by those
in power.

Some worshippers of Kali believe that she is the preeminent
goddess of the pantheon, while others believe that though im-
portant, she is only one deity among many. In either case,
they recognize the existence and importance of other manifes-
tations of the Divine Energy, and may also worship other gods
and goddesses.

Anyone, including those who often or primarily worship
other deities, may be a lay member. Initiates, or chelas, gener-
ally worship Kali primarily, and may be Thugs.

LAY MEMBERS

Anyone may be a lay member of the cult, simply by wor-
shipping at the cult’s temple frequently. Temples are usually
situated at cremation grounds or other places associated with
death and destruction, such as ancient battle fields. Services
are frenzied, Dionysian rather than Apollonian, and often in-
volve orgies. Lay members do not worship to placate the god-
dess of death — she cannot be placated — but because they rec-
ognize the existence of death and misery and understand that
a goddess of such is as worthy of awe as any other. Wednes-
days are holy to Kali, and regular worshippers generally attend
services to her at that time.

INITIATES
Anyone who has attended services regularly (on an average
of once a week) for three months or more, and who can find
at least one initiate to vouch for him, may apply to the temple
for initiate (or chelas) status. He must supply a live bullock or
sheep as an offering, and is then secluded for a week, during
which time he is taught the secret recognition signals of the
_cult, the cult jargon (which should be treated as a language of
its own, understandable by others who speak the primary lan-
guage of the area at a 25% modifier) which he will learn at
40%, and is subjected to various rituals. These rituals involve
quite a bit of pain, and should not be attempted by the weak-
hearted. Should the initiate candidate not be genuinely de-
voted to Kali and joining for his own reasons, he has a
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CONx4% chance of hiding his true intentions. If they discover
that he is joining for ulterior motives, he will be subjected to
further meaningless rituals, told he is initiate, and automatical-
ly refused Rune Lord and Rune Priest status if he applies for
such in the future.

Assuming he is genuinely accorded initiate status, he must
then leave the company with a group of other initiates, and
kill one sapient being. It doesn’t matter who he kills or where,
but he must kill. If for any reason he fails to do so — he finds
himself unable to do so, the victim escapes, or the like — it is
assumed that the goddess Kali rejects him, and the other initi-
ates will kill him.

INITIATE BENEFITS

During the course of initiation, an initiate is taught the cult
jargon at 40% and the secret recognition signals of the cult. If
a weapon master is available at the temple, the temple will pay
the weapons master to teach the initiate in the use of the
strangling cord and the war pick at up to 35%. (Treat the war
pick as a war hammer if no rules for war picks are available).
Further training in the two weapons is available at half of the
normal cost.

The cult will provide two weeks training in the following
skills for one week of full time service: Dancing, Sexual Tech-
nique.

The cult will teach one battle magic spell from the follow-
ing list to the initiate: Detect Enemies, Dispel Magic, Demoral-
ize, Spirit Shield, Fanaticism, Vigor.

RUNE LORDS

The usual RuneQuest requirements must be met by a-candi-
date for Rune Lord status. In addition, a Rune Lord candidate
must kill one person on the order of the temple. The temple
may choose someone near and dear to the candidate in order
to make sure of his loyalty — a comrade, his child, etc. — or,
more pragmatically, it may choose someone it wants offed. In
either case, it should not be too difficult — physically, if not
emotionally — for the candidate to kill his target.

One of the weapons skills which the candidate knows at
90% must be either the strangling cord or the war pick.

Upon acceptance as a Rune Lord (after ceremonies which
last a full month), the Rune Lord will be given a war pick (pos-
sibly of iron or a Rune metal — if the last, probably truesilver
or magically reinforced silver) which will return to his hand
upon command. (Note that the war pick is not generally a
throwing weapon, but this is useful during fumbles and the
like).

A Rune Lord is generally free to do as he chooses, but the
temple may require him to perform one important service each
year — generally an assassination.

RUNE PRIESTS

In addition to the normal requirements for becoming a
Rune Priest, or Guru, a candidate must learn to embrace Kali.
To do this, he must first undergo ceremonies lasting a full
month, during which time he is taught how to snap into a
trance upon repetition of certain mantras. (This ability is con-
sidered learned at 80%, may not be learned at higher percen-
tages, and makes the Rune Priest immune to Fear spells and
fear-projecting magics — assuming he succeeds in snapping into
the trance, of course. In a trance, a Rune Priest may not use
either battle or Rune magics, but may fight and operate nor-
mally otherwise.)

After this period of training, the candidate will be taken to
a cremation ground or other place sacred to Kali, where he will
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spend a night. During the night, an avatar of Kali will appear
and put the candidate to a test; this test may be one of several,
and its precise nature is left to the referee. For instance, the
avatar may engage the candidate in spiritual combat; it may
demand that the candidate sacrifice something of value to Kali
(the testicles are one possible sacrifice); or it may simply con-
front the candidate with his inner fears, which the candidate
must surmount (POWx5 or less on D100 to successfully sur-
mount fear). Should the candidate fail the test, his body will
be found at the testing sight in the morning.

RUNE MAGIC

The following standard and Cults of Prax Rune spells may
be used by Gurus of Kali: Concealment, Absorption, Divine
Intervention, Extension I, II, III, Multispell I, II, III, Spell
Teaching, Shield, Divination, Detect Truth, Fear, and Berser-
ker.

In addition, the following special Rune spells are available:

STRANGLE Cost — 1 POW point

Range — 10 meters Duration — 10 melee rounds or death,
whichever comes first
Nonstackable Reusable
A glowing black loop appears around the neck of the spell’s
target, and begins to strangle him. Each melee round, 10
points of damage are inflicted. Any armor around the neck
does reduce this damage. Each melee round that the target
does nothing else, he may attempt to rip the loop from his
neck; he has a STRx4% chance of doing so each melee round.

@amvmaﬁtprz
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ROLE-PLAYING GAMES AND AIDS
Chaosium, Excalibre, Fantasy Arts Enterprises,
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AND MUCH MUCH MORE!!!
————— R -—

GAMEMASTERS HOBBIES, INC.
4627 GEARY BLVD
SAN FRANCISCO, CA 94118
(415) 387-4118
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DEATH-WISH Cost — 1 POW point

Range — 20 meters Duration — 10 melee rounds

Nonstackable Reusable
The target of the spell suddenly halts whatever he is doing; a
premonition of death has come over him, and he will wait pa-
tiently for it to arrive. He will face death without fear but with
equanimity; for a member of the Cult of Kali this is the appro-
priate and most holy way to die, and consequently, it is ex-
ceedingly good karma to kill one under a Death-Wish spell.
The target will take no action to halt someone who is attempt-
ing to kill him. Each melee round, the target may attempt to
break out of the mood imposed on him by the Death-Wish
spell; he has an INTx4% chance of succeeding each round.

ASSOCIATED CULTS

Siva, god of destruction, is usually spoken of as Kali’s hus-
band. Also associated with Kali is Devi the mother, Parvati the
wife-goddess, and Bhowani. There may or may not be some
historical connection between the cult of Kali and the Moslem
Hashisheem.

ADVENTURES IN FANTASY

The next generation in Fantasy Role-Playing Games

by
DAVID L. ARNESON & RICHARD SNIDER

You arc the knight sent upon a quest by the king to battle
villains and creatures right out of mythology. From dwarves
to dragons, your wits will be just as useful as your sword.
This game comes complete with separate charts, 20-sided die,
sample adventure, and complete rules for starting on the road
to high adventure.

Now only $20 postpaid!

Send check or money order to:

ADVENTURE GAMES, INC.
871 Edgerton St.
St. Paul, MN 55101
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GAME GCONS

January 16-18, 1981 ORCCON
Sheraton-Anaheim Hotel, Anaheim, CA
ORCCON
c¢/o Tim Curran
3342 Quail Run Rd
Los Alamitos, CA 90720

February 6-8, 1981 GENCON SOUTH
Beaches’ Ramada Inn, Jacksonville, FL

GENCON SOUTH

5333 Sn Monica Blvd N

Jacksonville, FL 32207
February 14-16, 1981 DunDraCon VI
Inquire address below:

DunDraCon

386 Alcatraz Ave

Oakland, CA 94618

March 14-15, 1981
Le Baron Hotel, San Jose, CA

SiliCon

March 20-21, 1981 Simcon III
University of Rochester, Rochester, NY
Simcon III
Box 5142
River Station
Rochester, NY 14627

May 22-25, 1981 Grimcon 111
Oakland Hyatt House, Oakland, CA
Grimcon
PO Box 4153
Berkeley, CA 94704

June 12-14, 1981 MichiCon 10
Oakland University, Rochester, MI
Metro Detroit Gamers
2616 Kenwyck
Troy, MI 48098

July 3-5, 1981 Pacific Origins
Dunfey Hotel, San Mateo, CA

July 3-5, 1981 NanCon 88-I1I
Holiday Inn, Houston, TX

Nan’s Toys & Games

1385 Galleria Mall

5015 Westheimer

Houston, TX 77056

July 23-26, 1981 Gen Con East
Cherry Hill Inn, Cherry Hill, NJ

Gen Con East

PO Box 139

Middletown, NJ 07748

July 24-26, 1981 Atlanticon
University of Maryland, Baltimore, MD
Atlanticon, Inc
PO Box 15405
Baltimore, MD 21220

September 11-13, 1981
DRAGON FLIGHT
Seattle University, Seattle, WA
The Brass Dragon Society
PO Box 33872
Seattle, WA 98133

November 13-15, 1981 WinterCon 10
QOakland University, Rochester, MI

SiliCon Pacific Origins Metro Detroit Gamers
478 W Hamilton (147) PO Box 5548 2616 Kenwyck
Campbell, CA 95008 San Jose, CA 95150 Troy, MI 48098
£
> u‘;.’ﬂ?_ Test your mind—not SQUADRON LEADER SERIES COMPUTER GAMES
A B your reﬂexas_\'“h are avallable from the tollowing retallers and distributors:

~ SQUADRON LEADER Games

Command a Fighter Squadron
in any of six of the decisive
campaigns of World War |i;
RAF: The Battle of Britain
Will this be your finest hour?

MiGs and Messarschmidls
Russians vs Garmans on the Eastermn Fronl

Germany

Winged Samural
Ravaul island, key 1o Ihe Soulhwes! Pacilic

Malla Strike (available Winter, 1980)

’
LAY =) Jagdstattel
o \\,;;'/‘Tgi The Dayhght Bomber Ofensive over

d o Beleaguered Brlish oulpost on Mussolini's doorstep

Chennault's Flying Tigers (available Winler, 1980)
The ar war over Ching, 19374942

Squadron Leader games are not just shoot ‘em up arcade
. games, but detailed historical simulations. Each of these
~games gives you a choice of dozens of combinations of
- friendly aircraft (controlled by you) and enemy aircraft (con-
trolled by the computer). Each is carefully researched and
simulated for factors of speed. manueverability, firepower,
sturdiness, and rate of climb. Success or failure depends on
your ability to learn and exploit the advantages and
weaknesses of every aircraft.

Each game includes an audiotape cassette for 16K TRS80
Level I, Apple Il (16K or larger), and the new 16K PET; loading
instructions; a tactics reference card; and player’s manual, in
an attractive bookshelf box. Price is $19.95.
Discovery Games * 936 W. Hwy 36 * St. Paul, MN 55113

THE ARMORY
3424 Jansllen Dr
Balimore. MD 2420

BALBOA GAME CO.
630 W. Willow St.

Long Beoch, CA 90806
THE PROGRAM STORE

4200 Wisconsin Ave

Washington, DC 20015
COMPUTERS PLUS, INC.

6120 Franconia Ra.
Franconia, VA 2234

DAYTONS
700 on the Mall BLUE LAKES COMPUTERS
Minneapolis MM 54501 3240 University Ave.

NYCOM technology Store
4500 El Camino Real

Los Allos, CA 94022

BYTE SHOP of HAYWARD

1422 B Shreat
Haywaord, CA 94541

COMPUTERLAND of HAYWARD

22634 Foolnill Biva
Hoyward, CA 94541

POLK'S MODEL CRAFT HOBBYS INC.
344 5ih Ave
B New York. NY 10001

COMPLEAT STRATEGIST
11E 33ra St
New York, NY 10016

PENN-HURST DISTRIBUTORS
. NW MIDWEST HOBBY & GAME
1142 § 95th Ave,
Zesland, MI 49464

ZOCCHI DISTRIBUTORS
0 01956 Pass Reaa
Gullport, MS 39501

Madison, Wi 53705

AFFORDABLE COMPUTER SYSTEMS
3400 £l Camino Real
Santa Clara, CA 95051

THE ORIGINAL BYTE SHOP
1415 £l Comino Real Wesl
Mountain View, CA 94040

COMPUTERLAND of LOS ALTOS
4546 £l Camino Real
Lost Altos, CA 94022

MALIBU MICROCOMPUTING
23910 A DeVille Way
Malitu, CA 90265
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Star Trek returning to TV?
Dé&D movie news
More for Shogun fans!

QUESTION 1: What's the point of “Sword of Hollywood*?
ANSWER 1: As Different Worlds has constantly endeavored to

show, the world of adventure role-playing is more than just
the games themselves. Good role-playing thrives on ideas
and movies and television are certainly a part of the re-
source material an inventive gamer can draw from. DWW has
opened up the game realm by publishing game philosophy,
game business, and game resources along with the tried-and-
true charts and tables, variants and reviews. This column
represents one more step in that welcome direction.

QUESTION 2: What are the drawbacks?
ANSWER 2: The nature of the film and television industry is

undeniably chaotic. This means that since DWW is not (sadly)
a monthly, every now and again some “hot” item | write
will by the time you read it be a) not so hot anymore or b)
partially or completely changed or untrue. | will do my best
to confirm everything. Another major drawback is the scar-
city of fantasy products from Hollywood, or to be more
precise, the sword & sorcery type fantasy we associate with
fantasy role-playing. Happily, for the moment there hap-
pens to be a great number of fantasy pieces in either pro-
duction or planning, but believe me, this is an exception
rather than the rule. S&S has been low priority to all but a
dedicated few filmmakers for many reasons, the most major
of which is budget. Science fiction is another story. Since

-By.‘

LARRY DiTILL

the success of Star Wars the movies have turned more and
more to SF themes, but that trend too is definitely dying
down. However, it is my belief that when the Dino DeLau-
rentis production of Conan finally hits the screen it will be
a blockbuster ala Star Wars and make FRP-type fantasy the
big trend.

QUESTION 3; What is Hollywood?
ANSWER 3: When | say Hollywood in this column, take it as a

generic term for the film and TV industry as a whole. Most
of what | tell you about will be emanating from Los Ange-
les, but | also intend to drop a few lines about foreign pro-
ductions, international TV, etc.

QUESTION 4: What exactly will this column be about?
ANSWER 4: Hopefully a little bit of everything. | will try and

keep you abreast of the latest films and TV shows which re-
late directly to adventure role-playing, drop a few hints
about some old movies and TV shows you might want to
check out for ideas, get some inside dope from writers, pro-
ducers, etc., and maybe pass along a thought or two that
will contribute to raising the role-playing consciousness.

QUESTION b: Why you?
ANSWER 5: Quite simply | love films and TV, am an FRP fan-

atic, and besides loving show biz | have worked in it profes-
sionally for some seven years as both writer and publicist. |
figure I"'m qualified.

5k 5k 5k ok ok ok ok ok ok k K %k k >k ok ok %k kK

HAPPY POSSIBILITIES FOR TREKKIES:
Gene Roddenberry, the creator of Star Trek
announced that he has been negotiating with
Paramount Pictures for a possible return of
Star Trek to television. Roddenberry favors a
format of six to eight 90-minute to two-hour
episodes a season, the only format he claims
the show’s original stars would consider, I'll
give you a little inside on this — a few years
ago a brand new Star Trek series was in the
works at Paramount. Scripts were written,
other scripts were being solicited and the idea
wes just about ready to launch. The series
would have been made sans Spock, replacing
him with a full Vulcan named Xon and adding
the characters of Commander Decker and llia
who appeared in the motion picture, | went in
on that series and still have the “bible” for it
(a bible is show biz slang for a treatment of a
show) and it looked as hot as ever, even with-
out spock. However, just about that time Star
Wars hit the scene and the major film compa-
nies began to climb all over themselves to cash
in on the revived interest in outer space epics.
The series was shelved and the movie put into
operation. | think it was the wrong move, Star
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Trek being to me the penultimate TV show.
At any rate, it now looks like Star Trek might
be back where it belongs on the tiny tube and
Il fill you in as things move along.

THE D&D MOVIE LIVES!: A few issues ago
| sent DW an item about the D&D movie
which Gigi D'Arn published, an item claiming
that the D&D movie was temporarily and
probably permanently shelved. To support
my claim that Hollywood is chaotic, that item
is now somewhat less true. A tentative title of
Dragon Maze has been announced for the film
and a director named Eric Karson is supposed-
ly set. The film will be about the James Dallas
Egbert incident if it is made. Here's the as-of-
thissmoment situation: the company which
has the rights to the film is still considering it,
but it is not their top priority. The film is still
possible but it is not now in production or
even pre-production. In other words, only
that tentative title and director really exist
{and that is probably changing as you read
this). If and when production starts | shall tell
you as soon as possible. Quite frankly, | have
doubts about the viability of the project from

both commercial and audience viewpoints.
However, we can do nothing but wait and
judge, so let's just do that.

FOR BUSHIDO AND LAND OF THE
RISING SUN FANS: The enormous and well-
deserved success of Shogun will without a
doubt be responsible for a spate of samurai
epics hitting the American market in the next
year. When something makes money in Holly-
wood, everybody wants to do it again and
again. As a long-time fan of the samurai film,
| am happy about this, though | also am
somewhat worried that an excess of badly-
dubbed cheapies will be coming our way.
Nothing is more frustrating than a dubbed
samurai movie, the Japanese language being
one of great impact and resonance. Neverthe-
less, | am overjoyed to report that in the fore-
front of the Japanese imports is the epic
Kagemusha (Shadow Warrior). Kagemusha is a
drama of feudal warfare in the 16th century
and is directed by none other than Akira Ku-
rosawa. Those of you who have seen classics
such as Seven Samurai, Throne of Blood, San-
juro, and Yojimbo know that Kurosawa is the
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undisputed master. Hopefully because of Sho-
gun the film will also be widely distributed
around the country, The American release is
co-sponsored by Francis Ford Coppola and

George Lucas.
The Fighting Shaolin A

Holy Man Of Kung Fu Duels

The Devil’s Evil Power -,

In A Blistering Assault °
Of

T
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LEEN -Lady @
°] Bruce

" KUNG FU
EXORCIST |

OF THE SHAOLIN MASTER.. g
SEE HIM WALK ON WATER

MARTIAL ARTS AND MAGIC: My kung-fu
connection, Neva Jean the Dragon Queen, tip-
ped me to two Chinese productions which
mix martial arts and magic, for those of you
who are fans. The first is called Dragon vs.
Dracula and is touted as the Prince of Dark-
ness in full battle against the King of Kung-
Fu. The second is called Kung-Fu Exorcist
and features Kathy Leen “‘Lady Bruce Lee”
and the Holy Man of Kung Fu in a struggle
against diabolic forces. While | wouldn't call
most martial arts movies “art,”” they are usual-
ly great fun and contain much wildness that is
usable in FRP gaming (weird weapons, crazy
fighting techniques, picturesque magic, etc.).
For you younger fans, | would strongly sug-
gest attending such flicks with older brothers,
friends, etc., since audiences can get a little
roguey. Also, if there is a Chinese theatre in
your town showing kung-fu flicks, by all
means catch them there. The films made for
Chinese audiences and in the Chinese language
are usually superior to the dubbed American
versions.

—

TITLES TO WATCH FOR: DragonSlayer —
an epic S&S film being shot in England is a
joint production of Disney and Paramount. It
was originally scheduled for Christmas but
now has been pushed back to June of 1981,
Hawk the Slayer — more S&S with Jack Pa-
lance as the villain. Knights — epic King Arthur
movie, again being shot in England, by direc-
tor John Boorman. Nicol Williamson plays a
surprising Merlin, a very young, vital Merlin as
opposed to the usual hoary mage in old robes.
Space Vampires — an outer space horror epic
from the novel by Colin Wilson is due in De-
cember of 1981. Director is Zoran Perisic who
directed the flying sequences in Superman.
Scanners — a SF thriller that should be
coming your way in January of 1981. Evil
Speak — terror from the depths of a compu-
ter. And finally for all you fans of Kharis and
Adef Bey (a star for the reader who knows
who that is) beware, Dawn of the Mummy is
completing shooting in Cairo.

ARE WE READY? YES!: Revenge of the Jedi
is now set to shoot in fall of 1981 at the EMI
Elstree Studios in London. George Lucas is
writing the first-draft screenplay and will exe-
cutive produce. No director has been set, The
vast preproduction work for the third Star
Wars epic will begin early in 1981.
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QUICKIE NUMBER ONE: Charles H.
Schneer was recently awarded the National
Association of Theatre Owners Production
Showmanship Award. If Mr. Schneer’s name
is not familiar, tsk, tsk, you haven’'t been
reading the credits. Charles Schneer is none
other than the producer who over the years
has brought us the wonderful Sinbad series
featuring Ray Harryhausen’'s incredible stop-
motion animation. | congratulate Mr. Schneer
for devoting himself so whole-heartedly to
fantasy over the years and for winning the
award. His next production which should be
hitting the theatres next year is a big-budget,
big star fantasy which will feature the most
stupendous Harryhausen magic yet. It's called
Clash of Titans.

QUICKIE NUMBER TWO: Several years ago,
| read a novel by William Goldman called The
Princess Bride. That novel is a must-read for

every FRP freak, being both an incredible
piece of story-telling and the most puckish lit-
erary joke you ever were sucked in by. After
reading the novel, | was lucky enough to get a
look at the screenplay version also penned by
Mr. Goldman (who as you should know wrote
Butch Cassidy and the Sundance Kid and
Magic among others). The script was not quite
as stupendous as the novel but was still pretty
terrific (a hint for you purists — no movie
should ever be compared to its book version,
they are two different media). Unfortunately,
many moons have come and gone and no
word of a film production of The Princess
Bride has come forth. At any rate, read the
book, you won’t be sorry. | guarantee it.

a multi-player, hidden movement,
play-by-mail strategic space game

Pirates plunder and foul shipping lanes,
Apostles convert populations to their “true”
faith,
sections of the galaxy, Berserkers run
amuck and destroy
Collectors scramble for ancient treasures,
and Merchants maintain the balance of
trade . . . sometimes . . .

Once every three weeks, you'll mail your
instructions for the tun to us. We run the
turns through our computer, and mail you
a printout description of what happened 1o
your empire that turn.

For a copy of the rules and more details,

Flying Buffalo Inc.
P.O. Box 1467-DW
Scottsdale, AZ 85252

— ask for our free catalog —
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PERSONALITIES OF
ROLE-PLAYING GAMERS

By Lewis Pulsipher

One of the most enjoyable aspects of
participating in fantasy role-playing
games is watching how the players react
—what kinds of personality they adopt
in the game (or what inner personality
comes out), since few players adopt a
really different personality for each
character. Sometimes you can spot a
typical personality after a few minutes
of play. Quick perception may help you
survive the adventure, for often your
comrades can be your worst enemy, in-
tentionally or not. Of course, many
palyers combine several of the types
listed.

THE BARBARIAN

This may be the most common person-
ality. He likes to be a warrior, whatever
his class he likes to attack and is impa-
tient with planning. He does well in easy
worlds but often dies when in tougher
surroundings. Don‘t depend on him to
guard your magicians. His motto or key
phrase is ““up and at 'em, lads.”

THE NEUTRAL

If the barbarian isn't the most common
personality, the neutral is. He doesn’t
care about principles, he just wants
money (and magic)—but he perfers to
despoil non-players rather than risk the
enmity of his associates. His motto is
“what’s in it for me?”’

THE CHAOTIC
This fellow is rather like the neutral, but
much less predictable. In fact he doesn’t
much care if he lives or dies. His motto
is ““what the hell.”

DIABLO

This guy is so lucky he must be in lea-
gue with the devil, so lucky he begins to
rely on it. Witness the sorcerer who, in a
desperate situation, risked casting a
gound zero fireball because he knew he
would make his saving throw. He did.
His key phrase is “‘a twenty!”’
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THE GLIB TONGUE

This player will try to talk to anyone he
meets in hopes of gaining some advan-
tage; and he’ll try to talk his way out of
any jam, especially one he got into be-
cause he talked too much. If any non-
player character asks you about the glib
tongue’s character, say you don’t know
him! His key phrase is “let's talk this
over.”

THE EVIL ONE

This player really enjoys being evil. Kill-
ing isn't enough—torture, extortion,
confidence games, complicated plots are
his meat and drink, though he is not
necessarily good at dreaming up such
plots. Keep an eye on this guy—better
yet, play with someone else or you'll re-
gret it. His key phrase is “’die a thousand
deaths!”’

THE COWARD
Why fight if you can run away? This
rare player only steals from babies. He
can be amusing in small doses. His key
phrase is “‘not me!”’

THE BIG MOUTH
This fellow talks a proverbial blue

streak, but seldom contributes to the.

game. Game Master and serious players
must raise their voices to be heard over
the bigmouth’s account of what he did
yesterday, or of the one (girl, boy, fish,
monster, whatever) that got away. Get
rid of this guy as soon as possible. His
key “’phrase’’ is ’l, me, my, mine.”

THE MANIPULATOR

This player, related to the bigmouth, is
always saying ““we do this”’ or ‘‘some-
body do this,”” but when he's asked or
pinned down his character is never do-
ing it. He also likes to move around
pieces or figures without the consent of
the GM or other players. His key phrase
is “he did it.”

THE SNEAK
This guy is a loner. He likes to snoop
around on his own, even when he’s not
a thief character. Don’t depend on him,
and think about frisking him at adven-
ture’s end.

THE GOODGUY

In contrast to the neutral, who will at-
tack anyone except his associates if he
can gain from it, the goodguy attacks
only those who are doing, or have done,
evil deeds. Moreover, he doesn’t like tor-
ture or execution of prisoners, and he
wants to properly bury all the dead. He
is especially ‘‘good” when playing a
priest or cleric character. His motto is
“bless you my son."”

THE PUPPET
This player does whatever his ““master”’
tells him—or in some cases, whatever
anyone tells him—as long as it isn't ob-
viously very dangerous. The master the
puppet chooses is usually an experi-
enced player, sometimes a neutral,
sometimes a goodguy. Puppets are use-
ful, but treat them well, like a valued
hireling. His motto is “‘what shall / do?”’

THE CALCULATOR

This player weighs all the risks, carefully
considers the alternatives, and if the
odds aren’t in his favor he goes else-
where, Listen to him when things get
tough but don’t let him spoil the hero-
ism of the game. His key phrase is ‘’too
risky."”

THE ENTREPRENEUR
He plays the game as though it was the
stock market. He is ever looking for
ways to make money without stealing it
—slavery, animal trapping, tolls, tax
farming, you name it. For example, |
knew a high level character who stuffed
shields and weapons of defeated mon-
sters into a bag of holding in order to
sell them in town. The entrepreneur’s
key phrase is “‘wanna buy a used

" sword?"’

THE SIMULATOR

Very rare in fantasy games, this guy
likes to talk about weapon capabilities,
the tensile strength of Toledo steel
forged in 1404, the average size of medi-
eval soldiers, and so on. Occasionally he
can be useful, occasionally boring. His
phrase is ““we (they) couldn't really do
that..."”
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Wargame Headguarters
for Southeast Florida
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S5 STIRLING ROAD DAVIE, FLORIDA 33314

MOVED OR MOVING?

If you have or is going to, please let us know. We're
sure you wouldn’t want to miss any issues of your
favorite magazine. When you send your new address,
be sure to include your old city, state, and zip code,
and the date effective. That way we’ll know where to
pull out your old address and when.

HAPPY NEW HOME!

THE LIGHT BRIGADE IS AT YOUR
COMMAND ... and awaiting your order for
troops and equipment!

MINIFIGS, HINCHLIFFE, RAL PARTHA, AIRFIX,
HERITAGE, GARRISON, DRAGON TOOTH,
MIKE'S MODELS, ROCO MINITANKS, CITADEL,
McEWAN, SUPERIOR, ARCHIVE,

FRP Games, Boardgames, Books, and Imports.
OPEN SEVEN DAYS A WEEK
SPECIAL ORDERS ACCEPTED

OFFICIAL SUPPLY CATALOG - $3.00

Price of catalog includes:
- A 5% discount on all orders over $10.00
- A commission into the Light Brigade, plus Commis-
sion Certificate (suitable for framing).
- Prompt, courteous, and experienced service by war-
gamers for wargamers.

Light Brigade Hohbies

1811 BROADWAY ST

CONCORD, CA 94520

(415) 689-0732
Telephone orders gladly accepted with VISA/Master Card.

. . .because sometimes it’'s’
more fun to play the bad guys.
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QUICIA PLUGS

THE TOMBS OF VALLA -- A scenario book
of 68 pages, it comes with four 8%"x11"
maps. Taking place in the world of Dyon, the
book covers room descriptions, encounter ta-
bles, random treasures, history of Valla, magic
items, and a special section on monsters.
Though not geared for any specific FRP sys-
temn, the monster section is keyed for D&D
and RQ based campaigns. Designed and avail-
able from John Scott Clegg, 1785 N 1500 E,
Provo, UT 84601, for $6 postpaid.

KNIGHTS AND MAGICK — This is a game
system for medieval and fantasy combat. It
comes boxed with three 48 page rulebooks,
one 32 page rulebook, one 16 page rulebook,
and 11”x17" sheet of charts and tables. De-
signed by Arnold Hendrick, the five volumes
cover game rules and systems, recruiting and
preparing armies, adventures, scenarios and
campaigns, monster index, and magick spells

index. More medieval and miniatures oriented
than fantasy or role-playing, it also contains
historical information, army lists, and paint-
ing guilde. It retails for $19.95. MERLIN —
This is a fantasy adventure game of magical
combat. It comes with eight miniatures, a die,
paint brush, twelve containers of paint, tray,
painting guide, four pages of rules, and an
8%""x11” map, all in a box. Designed by Greg
Stafford, the rules cover characters, magick
spells, familiars, and others. It is $14.95. Both
are available from Heritage USA, 9840 Mon-
roe Dr (116), Dallas, TX 75220.

CARDBOARD HEROES — These are 40 fig-
ures printed on cardstock, in color, with both
front and back pictures of the characters.
There are humans, elves, dwarves, halflings,
fighters, wizards, clerics, thieves, etc. Comes
with a list of figures and instructions for their
use. Figures are drawn in color by Denis Lou-

GREAT MOMENTS IN TRoLL HISTOR )y = S

LIFE IN OTHER IDIIMIIEWS'I@N

PHRAVD SPELLWORKER NOTED TROLLMAGE.

CONJURING FROM THE BooK oF CRIMSON CURSES,

AND

DARK DooRWAYS. MAKES SvecessFul CONTACT wiTH
NEW LiFE FORCE., WELLOMED WITH OPEN mls PHMUD

WA4S IIWITED o ws:r THE N&:w woRLD
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bet. The retail price is $3. KUNG FU 2100 --
This game, designed by B. Dennis Sustare,
comes with 112 counters, and a 21"x32"
sheet printed both sides with rules, map, rec-
ord sheets, tables, ads, etc. Also available at
$3. THE SPACE GAMER WALL POSTER —
This is a 17°x22" full-color poster of the TSG
28 cover. $1.50 is the price. All of the above
are available from Steve Jackson Games, Box
18957, Austin, TX 78760, add 25 cents per
item for postage, Texas residents add 5% sales
tax.

TREASURE OF THE SILVER DRAGON —
This is a programmed solitaire fantasy adven-
ture for use with Melee and Wizard. The game
can, however, be used in group play or by a
GM. There are special rules for encounters, es-
cape, depletion of areas, morale, combat with
wizards, rest and recuperation, experience
points, Dragonodons, and ending the adven-
ture, as well as the adventure itself. Designed
by Howard Thompson, the book is 60 pages.
It also comes with an 8%"x11" map. Comes
boxed for $3.95. DIMENSION DEMONS —
This is a planetary SF boardgame for two
players. The components are 84 counters, a
12""x14" map, 16 pages of rules, and a die, all
in a box. Designed by Fred Askew, the game
involves trans-dimensional projection, pop-
back, transports, breeders, and slags. It fea-
tures a dual map system to represent dimen-
sions. It also sells for $3.95. Both are available
from Metagaming, Box 15346, Austin, TX
78761, add 50 cents for postage and handling.

HIGH GUARD — A new edition of Book 5
for Traveller, by Marc Miller, provides new
rules for naval characters and starships, their
construction and combat. Retails for $5.98.
TWILIGHT'S PEAK — Adventure 3 for Trav-
eller is a 64 page scenario designed by Marc
Miller. Set in the Spinward Marches, it deals
with a search for the remains of a military ex-
pedition lost on a mission over a century ago.
It provides crew briefing, the Spinward Main
subsector, rumors, Fulacin world data, animal
encounters, description of the Octagon, libra-
ry data, and notes about the Octagon Book
and the Droyne. Available at $4.98. 76 PA-
TRONS — Supplement 6 for Traveller is de-
signed by Loren Wiseman and sells for $3.98.
This 48 page rulebook provides 76 patron en-
counter situations. They range from playboy
nobles to terrorist hijackers. Each contain sev-
eral different options for variety. ASTEROID
— Designed by Frank Chadwick and Marc Mil-
ler, the components include a 24 page rule-
book, eight 5%"x8%" geomorphic map, 120
counters, and a die, all in a box. The game is
about a psychopathic computer out to demol-
ish the population with the use of robots. Ba-
sically for two players, each side selecting var-
ious options. The price is $5.98. All of the
above are available from Game Designers’
Workshop, 203 North St, Normal, IL 61761,
postpaid, lllinois residents add 5% tax.

ABYSS — A T&T pocket adventure, this soli-
taire dungeon is designed by Paul Creelman.
Based on medieval Christian mythology, this
16 page scenario features a propensity of illu-
sionary tricks and traps. Number two in the
series, it is priced at $1.99. CIRCLE OF ICE
— Another solo adventure (pocket adventure

DIFFERENT WORLDS



3) by Paul Creelman, this 16 pager featuresa
quest to map a route through the frigid barri-
er which is a power unto itself. Also priced at
$1.99, both are available from Flying Buffalo
Inc., PO Box 1467, Scottsdale, AZ 85252,
add 50 cents per order for postage.

THIEVES® GUILD Il — This is the second
book in the series designed by Kerry Lloyd,
Richard Meyer, and Michael Watkins, It is 32
pages loose-leaf, and features temple-looting
and tomb-robbing scenarios and adventures
with a complete description of the Tombs of
Shale-Chuun. There are traps, guards, throne
rooms, treasure chambers, arcane items and
mystical pieces, monasteries, etc. Available
for $5.95 from Gamelords, Ltd., 18616 Gros-
beak Ter, Gaithersburg, MD 20760, include
$1 per order for shipping and handling, Mary-
land residents add 5% sales tax.

TIME TRIPPER — A SF boardgame by James
Dunnigan, this boxed game sells for $5.95.
The components are a 17'x11"" map, 100
counters, 16 page rulebook, and a die. For
one to four players, the rules cover random
time travel, battles, command time travel, en-
durance, experience, and optional rules that
include team play, treasure hunting, negotia-
tions, and use of a timemaster. Simulations
Publications, Inc. published it, available
through mail order dealers and retail outlets.

TANCRED — Designed by Dave Sering, the
48 page rulebook introduces a new system
that has only one human habitable planet. Ba-
sically a description of that one planet, it cov-
ers its capitol and starport, taverns, encoun-
ters, rumors, cities, wild animals, security,
mercenaries, scenarios, and more. Approved
for use with Traveller, it sells for $5.98. LEY
SECTOR — Comes with a 22''x34'' map and a
32 page rulebook, this approved for use with
Traveller guidebook covers 16 subsectors
along with encounter tables and rumors. Sells
at $4.98. DARTHANON QUEEN — This 32
page approved for use with Traveller book is
designed by Ray Harms, Michael Reagan, and
Dan Hauffe. This is a scenario taking place on
a merchant ship in the Ley Sector. There are
44 places to explore and is sold at $3.50. LA-
SER TANK — This comes with three sheets of
33 cut out vehicles and 48 weapons for use
with miniature SF armored combat rules. The
scale is 15mm and there are APCs and AFVs
with guns and turrets. There are two pages of
simple combat rules. The cost is $1.50. DUCK
POND — Designed by Rudy Kraft, this is an

approved for use with £Q campaign book. It
is 64 pages with 100 areas to explore, 19 addi-
tional encounter descriptions, and 51 NPC
stats. The price is $5.98. THE TOUGHEST
DUNGEON IN THE WORLD — Approved for
use with T&T and M/M!, this solitaire dun-
geon is designed by Ken St. Andre. Designed
for first level adventurers, the object is to ac-
cumulate 10,000 GPs. The price is $4. All of
the above are available from Judges Guild,
Inc., RR 8 Box 9, 1221 N Sunnyside Rd, De-
catur, IL 62522, add $1 for postage and hand-
ling, lllinois residents add 5% sales tax.

THE MORROW PROJECT — This is a role-
playing rulebook describing a system for sur-
vival after a nuclear war circa 1989. One hun-
dred fifty years after cold sleep the players
wake up in a world very different and peril-
ous. The 68 pages of rules cover targets, radio-
activity, biological contamination, mutations,
characters, weapons and equipment, vehicles,
armor, damage, poisons, diseases, weather,
technology, encounters, fauna, and other
notes. Designed by Kevin Dockery, Robert
Sadler, and Richard Tuchloka, it is available
for $12 plus $1 for postage and handling from
TimeLine Inc.,, 31316 Carmody Dr, Warren,
MI 48092.

THE IRON WIND — A 68 page book, this is
an extensive description of a world. Not speci-
fic to any system, rather it provides a world
description and mythos for GMs to use with
their individual rules. There are descriptions
of temples, palaces, citadels, military units,
weather, herbs, poisons, peoples, price lists,
magic items, etc. Designed by many, it is
available for $8. ARMS LAW — Includes 35
sheets of weapon, critical strike, fumble, and
movement charts and tables, it also comes
with a 24 page rulebook with examples and
explanations of their use. The basic premise is
to provide a new logical, detailed, and man-
ageable system for resolving combat, The bat-
tle round sequence involves spells, missiles,
movement, and melee. There are rules for ar-
mor, shields, parry, and maneuvering. Design-
ed by Kurt H. Fischer, Peter C. Fenlon Jr,,
and S. Coleman Charlton, it is priced at $10.
Both are available postpaid from Iron Crown
Enterprises, PO Box 6910, Charlottesville, VA
22906.

MAGE — The first module of the Archaeron
game system, this 48 page book is designed by
Wilf K. Backhaus. It is adaptable to other
FRP systems and can be used alone for con-

tests between magicians. The rules include
character generation, types of magic users,
modes of magic, spells, and animals. Don't
know the price but it's published by Archae-
ron Games, Ltd., PO Box 5063, Station E,
Edmonton, Alberta, Canada T5P 4C1.

DUNGEON TRAPS — This is simply a des-
cription of eight traps for use in dungeon ad-
ventures. Diagrams and detailed descriptions
for their use are included. Available from
Reilly Associates, PO Box 8144, Rochester,
NY 14617, for only $1 plus 25 cents for pos-
tage and handling.

RUNEQUEST — Now available in a boxed
version, its contents include: the second edi-
tion rules; a 16 page booklet titled Basic Role-
Playing which is an introductory guide to
RPGing with simplified RQ rules; Apple Lane,
now in a 32 page typeset format; Fangs, a 16
page booklet of pre-generated character and
monster stats; 16 pages of character sheets;
and all the dice needed, one 4-sided, one 8-
sided, one 20-sided, and three 6-sided. Avail-
able for $19.95 from Chaosium Inc., PO Box
6302, Albany, CA 94706, add $1 for postage
and handling, California residents add appro-
priate 6% or 6%% sales tax.
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Fantasy Game Center
War Game Headquarters
for North New Jersey

209 CLENRIDGE AVENUE
MONTCLAIR, NJ. 07042

TUES.-SAT. 11:00 AM. TO 7:00 P.M.
THURS.-OPEN TILL 8:00 P.M.

Fantasy Game Center
Wargame Headquarters
for Greater New York

10:30 A.M. TO 6:00 P.M. DAILY OPEN TILL 9:00 ON THURS.
11 EAST 33rd STREET, NYC, NY 10016

We Pay Shipping On All Mail Orders. Sorry No C.0.D.’s
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FLIPPANT FLIPPANCY ARTICLE

Dear Sirs,

Greg Costikyan’s article might better have
been entitled “Flippancy in Article Writing."”
At least | assume that the more obnoxious
comments were written in a humorous vein,
However, there is one area where | hope he
was being flippant, but I'm not entirely sure.

This involves the various comments deni-
grating players who get annoyed by flippancy
{or back-stabbing). | agree with Greg that the
object of FRP is to have fun. However, this is
also the object that the “serious” players are
pursuing, albeit in their own way. | have no
objection to flippant FRP so long as all those
involved are aware of the gag and are interest-
ed in playing that way. Even a little bit of
flippancy mixed in among generally serious
FRP is unobjectionable. In days of yore when
| gamed at MIT, many an otherwise deadly
serious expedition was lent a touch of spice
by the improbable antics of the legendary
Charlie Cleric — garbed in yellow raincoat,
wings of flying, and bearing his shield embla-
zoned with a “Smiley” face.

What | would object to, and what 1'm not
sure that Greg does, is FRP behavior which
occurs at the expense of the enjoyment of the
other players. This applies as much to serious
FRPers who make life miserable for the oth-
ers by playing their characters to the hilt, as
to the laughing yahoo who dooms characters
that his fellow players care deeply about by
running through the dungeon halls banging on
doors.

Greg's suggestions on how to run a flip-
pant character are well-written, but | think
that he should have recognized that any style
of play which intentionally abuses the right of
another player (or the GM!) to enjoy the
game is despicable.

Chuck Huber
Arlington Hgts, IL

Different Views

EVEN MORE ON SNOBBERY
Dear Tadashi,

TO DAVE HARGRAVE

In DW 9 you took exception to my men-
tion of GRIMCON | in my article “System
Snobbery” (DW 7).

APOLOGIA — | was out of line to imply
that GRIMCON 1I's organizers purposefully
loaded the con schedule with Arduin-style
dungeons. Your clarification of the problems
in organizing that con showed that this was
inadvertant. | was wrong, sorry.

NOT SO APOLOGIA — You take me to
task for being insufficiently informed. | must
protest. | was there the entire three days and
when | wrote about GRIMCON the basis of
my info was the Official Schedule which | still
have. There are a total of 13 strictly FRP dun-
geon runs listed. Seven of these are specifical-
ly stated as-Arduin (5) or Arduinian (2), The
tournament dungeon which ran throughout
the con was not categorized but since | played
in it | know it was also Arduin.

ABSOLUTELY UNREMORSEFUL -—
Never in “System Snobbery” did | ever say or
even imply that system snobbery is a trade-
mark of Arduin. My article clearly stated that
all systems of role-play are valuable and it is
people themselves who perpetuate the idea
that some are better than others,

| WONDER WHO — Mr. Hargrave states
that the GMs in any system were actively
sought at the con. | have no reason to doubt
that. However, | and a friend of mine were in
the open gaming room GMing throughout the
con and neither of us was approached.

WHAT | DIDN'T SAY OR WHO'S MISIN-
FORMED HERE? — | never suggested “load-
ing" a con schedule with TSR games. Mr. Har-
grave seems to be laboring under a misappre-
hension that | am some kind of agent for
Gary Gygax or in the employ of TSR. | am

not. My idea of a good FRP convention is
DUNDRACON because they do offer a wide
spectrum of FRP games and styles.

TO GAMERS

If you can help out the folks at any con
that is trying to provide more varied and bet-
ter gaming by volunteering your GMing skills
in any system, please do it. Let's keep our
FRP cons growing and going! Up with FRP,
down with system snobbery!

ADVENTURE

WORLD STATISTICAL CATALOG -
Build a quick reference

library of basic planetary
data for the worlds in your
universe. 50 cards -- $1.75

Larry DiTillio
Los Angeles, CA

SPACE SHIP REGISTRY - Handy
reference file for keeping

track of the vessels plying
your space lanes. 50 cards

per pack -- $1.75

DUNGEON TRAPS - 8 designs
to instill caution -- $1.00

om—3000wumDO

Add 25¢ postage/handling.

EILLY ASSOCIATES

“ PO BOX 8144
ROCHESTER
N.Y 14617

LYLE GRIEGOLIET
B852-8083

* TRAINS * MODELS * CRAFTS " COLLECTABLES

Lyle’s Hobby & Craft Center

3B NORTH CASS AVE
WESTMONT, ILL 60559

6254 Foothill Blvd
Tujunga, CA 91040

] &M HOBBY

(213) 248-3703
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Dear Tadashi,

Some bad news from your area, dear. Ap-
parently the Feb 1981 DUNDRACON will
not occur, since the Leamington Hotel people
have cancelled recently and without warning,
and it is way too late to schedule another ho-
tel (this sort of thing has to be done at |east
6-8 months ahead of time). All may not be
lost, but it looks that way. Pshaw: | was at
the Leamington once, and it was exactly the
sort of lightless, dingy place perfect for dun-
geon crawls, But maybe that is why it's get-
ting a complete face-life . . . and thereby can-
celling the con.

OK convention news: Metro Detroit
Gamers have had to push MICHICON 10 to a
week later, June 12-14, 1981, now. Please
note for reservations, calendars, etc. And
EASTCON has been sanctioned by the GEN-
CON people and is now officially GENCON
EAST.

Bad convention news again: for some rea-
son, though, ATLANTICON (24-26 July) has
been scheduled for the same weekend as
GENCON EAST (23-26 July). What gives? It
does look like the Game Manufacturers Asso-
ciation (GAMA) people will be going to GEN-
CON EAST, though, and so that might be the
one to attend, if you want my humble advice.
Rumour reports that GARY GYGAX might
appear.

Department for being over before it was
started: Metagaming's $10,000 treasure hunt
for the silver dragon is over, and put those
shovels back in the garage. The dragon was
found by THOMAS DAVIDSON, a 32-year-
old student in chemical physics at Univ of
Texas. Metagaming hid the dragon near the
solar research facility at Sunspot, NM (kind of
out of the way for you guys in Massachusetts,
right?). Davidson and his wife spent about
$400 for the trip, spent an hour and a half
finding the right stump to fit the clues in the
game, and probably were back home some-
time the next morning. They pay-off was
$10,000 cash and the dragon itself, worth
about $4000 at current silver prices. Now that
all you sleuths have one answer and can work
the clues backward to see how the idea works,
you can get ready for the NEW Metagaming
treasure hunt game, titled Unicorn Gold, due
sometime in 1981. And isn’t gold worth quite
a bit more than silver?

Congratulations to DAVE HARGRAVE
for his recent marriage, but like a typical MCP
he forgot to mention her name in his note!

JAMES DUNNIGAN has resigned from
SPI. Several sources indicate general dissatis-
faction and profound differences of opinion.

FEB/MAR 1981
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CHRISTOPHER WAGNER, the original pub-
lisher of S&T before Dunnigan took it over

" more than 60 issues ago, has stepped in as the

new president of SPl. The problems must
have revolved around the company's financial
condition, but beyond points apparent to ob-
servers (that SPI had not kept its market share
over the last 3-4 years and that it has been
very late to enter F&SF gaming with real
commitment of resources), | have learned
very little about the situation. Comments
have been polite and very closed-mouth. It
seems safe to assume that Mr. Dunnigan will
continue to design games and continue to im-
press the field with his innovative and elegant
designs.

More movements within: | understand
that Archive Miniatures will be moving soon
to Eureka, CA, up on the north coast near the
Oregon border, that being a better place for
NEVILE and BARBARA STOCKEN to raise
children. That is likely true: Eureka is the
kind of place where people still make pies
from scratch. Further, MIKE STACKPOLE
{Flying Buffalo) and PAUL JAQUAYS (free-
lancing artist for most of gaming’s Third
World) may be headed for Hartford, CT, to
work temporarily for Coleco, a big-time toy
manufacturer. No one seems to know what
they’ll do there, but | would imagine they’ll
be doing computer-moderated adventure
games (dungeons to you). And it may not be
a physical movement, but WILF K. BACK-
HAUS seems to have severed relations with
ED SIMBALIST and FGU: the former has
launched a new game company, Archaeron
Games, Ltd., producing the Archaeron Game
System. The first book Mage, is just publish-
ed, and book two, Warrior, has been promised
for Jan 1981.

Negotiations in progress: SPI is reportedly
after game rights for JACK CHALKER's Well
of the Worlds series, hexes and all. The Chao-
sium's Thieve’s World is nearly inclusive now,
with agreements for D&D, AD&D, Traveller,
and TFT material to appear in it. Martian
Metals will be doing GREG STAFFORD's
Troll Balf, complete with 15mm miniature fig-
ures and Troll Ball cards.

Speaking of Chaosium, Tadashi, | heard a
small breeze about an exchange of letters be-
tween TSR and you guys, but more | hear not
from either end. Do | have to Chaosium-
watch as well as TSR-watch,

And here are some upcoming titles for
1981. The envelopes please. Ah, from TSR, a
SF RPG titled Star Frontiers, designed by
LAWRENCE SCHICK. For Metagaming,
GREG COSTIKYAN's Trailblazer, a free mar-

GOSSIP

ket trade and interstellar exploration micro.
Task Force Games have a flyer announcing
Ultra Warrior (SF man-to-man armored com-
bat), Dungeon Tiles (a game aid?), Federation
Space (a strategic Star Fleet game, and | hope
it has an Enterprise counter), and Heroes of
Olympus (their first RPG lets you be Jason,
etc.), and the usual more. GDW will be bring-
ing out Leviathan {Adventure 4 for Traveller),
Invasion: Earth (a Traveller boardgame), and
Best of the Journal (reprints of the more valu-
able material from the early JotTAS for all
the fellow Travellers).

Along with all his other projects, PAUL
JAQUAYS is also looking for monsters for his
RuneQuest/Gateway Bestiary Volume Two
project. If you have a favorite creature that
has been play-tested in your campaign, send a
self-addressed stamped envelope to: Rune-
Quest/Gateway Bestiary, PO Box 1528, Jack-
son, MI 49204,

Exchange on WJR radio: REDMOND SI-
MONSEN pushing SP1‘s Dallas game, is on
with SOUPY SALES. Simonsen says that buy-
ers can role-play J.R. Sales thinks that’s better
than on TV: when you shove your grapefruit
in your girlfriend’s face in RPG, she gets vita-
min C too.

From BILL SOMERS: the flea market at
WINTERCON was being abused by at least
one guy selling painted figures, and thereby
competing with some of the dealers. When
Metro Detroit Gamers followed policy and
ejected him, he sued them. Now no flea mar-
kets at that group's cons.

| notice that the survey in Ares 5 lists the
top SF game as Traveller (7.5) and the top
fantasy game as RuneQuest (7.4). Role-play-
ing is really here to stay.

BILL SELIGMAN is starting an APA for
fans of computers and RPGs, to be titled
MENTAT. Those interested should contact
him at 667 Rugby Rd, Brooklyn, NY 11230,

Congratulations to ALEXIS GILLILAND
for winning SF's Hugo Award for Best Fan
Artist. Long extensively-present in Science
Fiction Review, his appearances in your maga-
zine, Tadashi, give it two class acts, (And
modesty forbids . . .)

Boxes, boxes: JEFF DILLOW's High Fan-
tasy may appear in a boxed version, with sce-
narios. And Grimoire Games has hit a snag in
producing a boxed Arduin version, titled Ba-
sic Arduin: an unfunny situation of typeset-
ters refusing to set a lot of tabular material,
throwing back production for weeks. The
game will probably not appear till 1981, and
good-bye Christmas — something that no
manufacturer likes to think about.

Question of the month: who else {besides
TSR, | mean) is negotiating for a movie based
on their RPG? Hint: some of the principles
are not pear-shaped.

Love,

v
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TOVGHEST DVNGEON
in the WQRLI#

Toughest Dungeon in the World

The Toughest Dungeon in the World is a Solitare
Dungeon approved for use with Tunnels & Trolls tm
and Monsters! Monsters! tm. This Dungeon is written
by Ken St. Andre, author of both Tunnels & Trolls
and Monsters! Monsters!. An unusual scenario because
you can be either a player character (EIf, Dwarf, etc.)
or a Monster character (Troll, Orc, etc.). $4.00

T UNExOWN Goops

83 Gods are included in this highly descriptive 48
page book. Approved for use with Dungeons &
Dragons tm. $5.50

Ley Sector
An entire Traveller Sector on a single 22" x 34" map in three colors,
the reverse side giving detailed maps of 8 significant Planets along
with complete Historical Background. Plus a 32 page Guidebook with
individual Subsector Maps, including all Statistical Details, also
Encounter and Rumor Charts and Tables. A Valuable Campaign Aid
Approved for use with Traveller tm. $498

udges Guild

Tancred B8 Bax 8

d 1221 N. S ide Rd. M-
48 page Adventure with four complete Scenarios; Dacat::‘“!‘flﬁezs;zm‘l

Planetary, City and System Maps, 15 mm scale Ph. (217) 422-1930

?FVSII printed on Cover. Approved for use with 5 Please add $1.00 for Postage and Handling
2] TRAVELLER™ ‘e secier raveller tm. $598 E IL. Residents add 5% tax
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FOR THE FIRST TIME EVER....

Richard Berg’s Review of Games

A Bi-Weekly Gamesletter of Independent Opinion and Criticism

...provides subscribers with timely and professionally An excerpt from the Iatest
written reviews of games recently released or about to gmtissue...

hit the market. The inimitable Richard Berg edits this . )
independent newsletter and helps you examine the ® Richard Berg on Yorktown.

components, game system, physical quality, play- “You {mve never seen a better-looking wargame in
ability, and historicity of at least three new games in  Your life...[but] of all the battles to reproduce,
each bi-weekly issue. Also featured in each issue of Yorktown is one of the poorest. There was not only
the newsletter is *‘Grapes,”’’ a column that keeps you, Phep liftle herorcs.ar. Yor‘lftown, there was very little of
the subscriber, informed of the latest hobby/industry amztgaazrﬂ‘tg.- S T s e R
news and gossip. If the newsletter saves you front

Send check or M.O. to:
buying a couple of turkeys — or one big buzzard — it | p l
will pay for itself in no time! i - SPI pep. 1255 rBROG i
———— e f I 257 Park Avenue South New York, N.Y. 10010 l
i on tmiss asingleissue o NAME e
Richard Berg's Review of Ga mes I ADDRESS ___ = l
25 SSUES PER YEAR I — e STATE ____71p i
MAILED VIA 1st CLASS MAIL l .h,fm:w.t:.jne{;:_|:mh_\‘c;.‘:psn:;;; g:]Richard Berg's Review of Games I
TO INSURE “FRESHNESS” e i
Bl You can use Visaor  Mastercharge (check one):
$20 for a one-year subscription P R __ Exp.Date !
rrrrrr s rrr s r ey

THE FANTASY
AND
SCIENCE
FICTION
MAGAZINE
WITH A
GAME

Subscribe
to:

Every issue of Ares contains a ready to play fantasy or science
fiction game, top-rate fiction, science fact articles, fantasy
background pieces, and reviews of the media! Subscribe with
the special 5 year sub and save money!

Get the FIVE YEAR SPECIAL
for only $49 before prices rise!

Send check or
M.0. to:

P’ SPI Depi. 1256

257 Park Avenue South New York, N.Y. 10010

Please enter my subscription to Ares:

1 yr (6 issues): $14 T 2 yrs (12 issues): $26

3 yrs (18 issues): $36 | SPECIAL 5 vyrs (30 issues): $49
Name
Address i —
City State Zip_____._
You canuse | | Visaor [ | Mastercharge (check one).
Accl.Nr. - — Exp. Dae sy

SPECIAL: Use this coupon.or address your order to Dept. 1256

Reproduction of DragonQuest map and sample playing pieces for Arena of Death. and receive a FREE game!



’~. - DRAGON PASS'

-

& - DRAGON PASS
% DRAGON PASS

g i g L You know this board game as White Bear & Red
_ } Moon, and under that title it established both the
7 fantasy world of Glorantha and the ‘our-world’ com-
S, pany of Chaosium. Now the game is boxed, fully
' re-done [new combat system, completely re-written

'\“‘, £-~ . rules, new re-oriented map, expanded counter mix],
0 4 and even had a title change. All the historical and
ille ‘]# 4
) f
M
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- “ o : : .
A -\ *‘\ A mythological data and illustrations are present; new
M . '
[ : 1'1 N research has altered some previous map relations.
B e
| ; I ’ %
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The seminal game for the world of RuneQuest.
’ By Robert Corbett and Greg Stafford
14/ ; 5 7
/4 ¢ Boxed, rules and notes, 300 backprinted i, o 7,,*"‘
\ é“‘l counters, 22x34 full-color map. e

available mid-November 1980
price to be announced

e LR
o e

Available for $14.95 plus $1.00 for postage & handling from: CH%?J ar,
Chaosium Inc., PO Box 6302-DW, Albany, CA 94706. N4
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o BOXED RUNEQUEST $14.95 §

RUNEQUEST BOOK $11.95 ]

Add 51.00 for postage & handling. Availablz
from: Chaosium fnc., PO Box 6302-DIW,

Albany, CA 594706. s




