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Deep Space Roleplaying Has Finally Arrived!!! 

he universe is  a perilous place and i t  has yet tc 
be conquered. As a Battlelord, the women wil T love you. The bad guys are always trying tc 

take you out. You'll duel pirates in your sleek 
Bohemian Class starcruiser, or  hunt the viciou 
Arachnid through the Death Swamps of Deneb-Mor 
You might be called on to infiltrate the Rebel higl 
command a n d  gather  despera te ly  needec 
intelligence. Worse yet, some fat, wimp,desk jockey 
waiting on a pension, might order your team to tracl 
down and slay the dreaded Thorgon Monster! 

The 23rd Century is  a dangerous time where goo( 
is  a matter of viewpoint. Survival depends on luck 
savvy, and how many shots are left in your pulsc 
cannon. Battlelords fight more things by 9 o'clock 
than most people do all day! The question is, I'D( 
you have what it takes?" 

Battlelords i s  a skill based roleplaying system 
utilizing percentile dice. Combat i s  realistic, fas 
paced, and quite lethal, applying locational hits tc 
the body. The true excitement of the game i s  playin! 
any one of the 12 unique alien races. You can bi 
a n  Er idan i  Swordsaint ,  M u t z a c h a n  Energ; 
Controller, Genetic Human, Changeling, or even thl 
massive Ram Python! You alone, carve your destin; 
while adventuring across the untamed galaxies. 

Battlelords of the 23rd Century. 
There is nothing like it! 

Bottlelords of the 23rd Century: This 240 page rul, 
book contains everything a warrior needs to know tc 
survive the perils of the 23rd Century. . . $21.95 

Lock-n-Load, The Battlelords' War Monual: The mo: 
powerful weapons supplement ever compiled! Som 
5 1 weapons systems, cybernetics, equipment, Humpt 
Dumpties, and more. . . $15.95 

Injection: This 110 page campaign module detail 
the growth of o brash, untrained mercenary group, int 
a hardened combat team. Contains Battle Maste 
Information pool, and tutorial sections. . . $12.95 

Advanced Character Sheets: 4-page graphi  
character sheets with body armor representation. $3.9! 

_. . 
65% Roleplay 35% Hack-n-Slash I 

12 Alien Races 250 Special Powers 

Remember the ancient Ram Python saying: 
"IF IT MOVES - KILL IT, IF IT DOESN'T M O V E  - PICK IT UP 

AND KILL IT!'' 

W e  at Optimus Design Systems believe that YOU, the 
customer, come first. All ODS products are packed with 
information and loaded with artwork. ODs delivers the 

most quality for YOUR hard earned buck! 
So be smart and play the ODs. 

I AVAILABLE AT STORES EVERYWHERE! 

Optimus Design Systems PO Box 151 1 
Buffalo, New York, 1421 5 (71 6) 885-1 336 I 
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One would think we would have 
learned our lesson with the publication of 
Faeries for Ars Magica back in 1991. The 
fact that some retailers and distributors 
banned that book was damaging to us at 
the time. This supplement was to be a big 
growth book for us - the number we sold 
on our first shipment to distributors was 
actually going to generate a tidy profit for 
us. In the past these first-shipment sales 
generally paid the costs, but didn’t really 
make anything. For profit we had to rely 
on reorders of the book. At the time we 
didn’t fully understand that because of the 
cover of Faeries, which showed a female 
faerie dancing wild and free (and topless) 
in the woods. the 

historical look at the Infernal realms for 
a history-based game. 

I know that people do object to 
such books and I would not force a 
retailer to stock the book on his shelves 
against his will even if I had the power 
to do so. Retailers have every right to 
make the decision not to carry a product 
and they have every right to inform me 
of that decision. What does honestly 
take me by surprise is the hostility 
encountered in conversations with some 
of these retailers. We don’t force them 
to carry the product, so why do they 
think they have the right to force us to 
discontinue the book entirely? 

I also know 
book could not be 
legally sold in some 
regions of the 
country. Hobby 
stores have been 

that there are 
people who are 
simply ignorant 
of what 
roleplaying 
games are and 

- -  
;te raided by police for 

displaying such 
products on the 
shelf for sale to minors. 

including a new supplement for Ars 
Magica, have received the same negative 
attention from retailers. The Maleficium 
deals with Infernal powers during the 
Middle Ages of Ars Magica, and while the 
reaction to it has mirrored that of Faeries, 
there are no laws allowing for such 
“demonic” books to be swept up in raids. 
Demons and their kin are subjects many 
would just as soon see left out of 
roleplaying games. TSR, of course, 
dropped such beasts (in name, at least) 
from Advanced Dungeons & Dragons. 
Other companies, namely Mayfair Games 
with their “Demons” Role Aids supple- 
ment, stepped in to take up the slack and 
offered sales. For valid reasons, but reasons 
I don’t happen to agree with, books that 
deal with such Infernal threats are not 
welcome by some in the roleplaying 
community. The concern is a reoccurrence 
of the negative coverage that rampaged 
over AD&D a decade ago. If products like 
The Maleficium are seen on a store shelf by 
someone who objects to the material, then 
the wheel could go ‘round again. 

I am blithely optimistic in this regard. 
I know that I assume too much of people. I 
expect people to be reasonable and see my 
viewpoint like I feel 1 can see theirs. I 
assume that people who object to such a 
book will make the decision not to buy it 
themselves but will allow it to remain in 
the marketplace for those who do want it. 
I assume that people will be able to see 
that the intent of the book is not to be 
some sort of handbook for Satanism but a 
simple supplement that outlines a 

A couple of our recent books, 

how they work 
(and it would 

thus be easy for them to take the game 
material out of context), but this game 
market is a hobby market that requires 
specialized knowledge. We can’t publish 
material assuming readership by a lowest 
common denominator. I doubt books in 
the needlecraft hobby publish warnings 
about how needles are used only for 
sewing and not for gouging out eyes! 
Sure, demons are more controversial 
than needles, so more attention should 
be paid to the matter, but such care was 
taken. Read The Maleficium - it tells 
you how your character can make a deal 
with Infernal powers, but it doesn’t 
make it attractive. 

The other product with which 
we’ve had problems is “Clanbook 
Brujah” for Vampire: The Masquerade, 
and it does present the same sort of 
problem when sold to minors, so we’re 
going to correct the problem in this 
book in future printings. But I’m just a 
bit perplexed by the problem. The book 
contains a vulgarity, the word “f$%k.” I 
wonder just how many people who read 
the Clanbook are unaware of what this 
word is. Haven’t you heard it in movies 
and read it in books? Sure, movies have 
ratings so younger people presumably 
don’t have free access or exposure to the 
word in that medium, but there’s no age 
limit for fiction, and the aforemen- 
tioned word riddles it. If you don’t know 
the word, please let me know. I won’t 
corrupt you by revealing it and its 
meaning, but I curious. 0 

Donough 
1 Prahlor 

4598-8 STONECATE IND. BlV 
d STONE MTN..  GA 30083 
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From the Pack 
Letters from our Readers 
Please send all letters to: 
White Wolf 
4598-B Stonegate Industrial Blvd. 
Stone Mountain, GA 30083 

iya, Stewart, Rob, Chris, Richard, 
al. - 

I just got WW*.)3 and I’m 
Locked at the number of people 
ho didn’t like the new format! I, 
r one, think you guys are doing an 
credible job of putting together a 
riously hot magazine. The cover 
ock gives it a real “magazine-y” 
el (although a UV coating would 
,ally push it over the top!), and 
le paper stock makes a statement 
)out you guys: a real class act. In 
:rms of coverage, it feels like 
iu’ve struck a real balance with 
iur articles and reviews. And the 
4rtist Spotlight” - what I would 
Lve to be able to do that in Chal- 
nge ! 

In response to people who 
[aim that the mindset of the 
iagazine is going to presentation, I 
:el they’re sadly mistaken. Your 
Stewart) editorial viewpoint is still 
iting and brutally honest, and the 
mtent  of the magazine is just as 
aried as it has ever been. The only 
:a1 change is the magazine looks 
lore dynamic (kudos, Chris and 
.ichard! ). 

topnotch magazine. 
Once again, congratulations on 

Sincerely , 
Steve Bryant 
Art Director 

Challenge Magazine 

Steve - Thanks, man. - RHI 

)ear Mr. Wieck: 

etter in issue #33 complaining 
In response to Jason Smith’s 

ibout the new format, I would like 
:o say, “Bravo!” Jason managed to 
:oncisely convey many of my own 
,pinions. Your dismissal of his 
:oncerns prompted me to write. 

After waiting excitedly for a 
new magazine, I was very disap- 
pointed with the finished product. 
Huge headings, useless black lines, 
background graphics everywhere 
and juvenile drawings do not add to 
the quality of your publication. I 
think your mistake is in categorizing 
Dragon and White Dwarf as 
magazines “that have long been 
able to afford some gloss and polish 
in their product” (and hence 
something to be admired) rather 
than as the cheap, tacky and 
adolescent-oriented publications 
that they are. 

When I first noticed White Wdj 
in a gaming store with issue #15, I 
was immediately drawn to the high 
quality and tasteful presentation. 
Since that day, I have been a 
dedicated reader, even purchasing 
back issues to try to fill in my 
collection. I admire your even- 
handed coverage of a wide spectrutr 
of games, and I must admit that 
White Wolf has introduced me to 
role-playing possibilities I might 
otherwise not have seen. 

your readers with the label of 
having taken “an absurd position” 
in disliking the new format was 
high-handed and uncalled for. The 
problem is not that “by virtue of thi 
magazine being more 
attractive.. .the quality of the 

However, I felt your dismissal o 

iagazine has decreased.” It is not 
lore attractive, rather, it is unbe- 
evably tacky! Large headings and 
iant print may mean less money to 
ay for articles, but they do not 
idicate high quality. The new 
over art has certainly not been up 
3 par, although if you’re going for 
hat “Marvel Comic” look, you’ve 
ucceeded. The big red splotch 
FREE Dracula movie poster), and 
he stupid little game logos are 
xtremely unattractive, and no 
nore attention-grabbing than those 
nnoying “New and Improved” 
igns on boxes of laundry detergent. 
The quality of the binding has been 
educed, and I find the “they won’t 
:now it’s a magazine” argument 
inconvincing. 

As a twenty-two year old 
emale, I probably don’t represent 
Tour target audience. But as a 
welve-year veteran of role playing 
;ames who spends hundreds of 
iollars each year on gaming prod- 
icts, I don’t appreciate a legitimate 
pestion of quality being dismissed 
vith a haughty “I like it, so there!” 
ittitude. 

nany of your readers are people 
,yho are dissatisfied with more 
nainstream publications. By 
lowering your quality to  attract 
those with less exacting standards 
(Le. the people who buy things 
based on big red splotches), you 
may find that you’ve “improved” 
yourself right out of your comfort- 
able niche. As anyone can tell you, 
there are a lot of publications 
waiting to fill your space on the 
shelf. 

I think you’ve forgotten that 

Sincerely, 
K. Kay Carter 

[Ms. Carter - Thank you for your 
comments and critique. If this column 
came across sounding snotty (which 
I’m sure was not Stu’s intention), our 
apologies to all concerned. Personally, 
1 agree with you regarding the binding 
- since most magazines are displayed 
from the front rather than the spine, 1 
don’t see why we couldn’t revert to the 
old binding and still have WW 
recognizable as a magaTine. 

With regard to the color, logos et 
al., I think the criticism is largely the 

(continued on page 42) 
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W I 
THE DARKEST SHADOW 

AN ADVENTURE FOR SHADOWRUN 
BY C. R. SHAVER & JASON RUSH 

“The Darkest Shadow” is a horror scenario for 
Shadowrun set in the New Orleans sprawl. It is de- 
signed for an experienced party, ideally three to five 
characters with at least 60 Karma points each. While it is 
not a necessity, it would be nice if one character is a 
houngan. To use this scenario the GM should be familiar 
with the voodoo rules from the “Moonlight Over Bour- 
bon Street” article in WW #34. 

characters are hired by Rachel Obeah, a prominent 
houngan, to find her missing sister. But this is 
Shadowrun: nothing is as simple as it seems. The girl 
was murdered by Monroe Darcier, a local stage actor 
who is also the notorious Red Light Serial Killer. Darcier 
is also a vampiric boko, permanently possessed by a loa 
of Samedi, the voodoo lord of the grave. Darcier is 
possibly the most powerful creature in New Orleans, and 
GMs need to realize he is not here to be beaten. His job 
is to scare the characters half to death and take his place 

I as an archnemesis for future adventures. If the players 
beat him, the GM did not play Darcier to his full vicious- 
ness. 

1 The adventure is set just before Halloween, and the 
GM should strive to maintain an atmosphere of Gothic 
horror. Fog rolls through the streets, most of the adven- 
ture takes place in the dead of night, and a feeling of 
doom and evil fills the air. Shadows, odd noises, a 
midnight trek to the tomb of voodoo queen Marie 
Leveau and Darcier’s crumbling, musty plantation home 
should all be used to send chills up the players’ spines. 

On the surface, the adventure seems simple. The 

I 

ADVENTURE 
CONTACT 

The GM should choose a character who frequently 
uses Corp or Magic contacts. Two days before Hallow- 
een, the character will meet or be called by a contact, 
who will inform the character that a job has come up. 
The contact will not know many details, saying only that 
“someone’s looking for some info.” If the character 
shows interest, the contact says to expect a call before 10 
P.M. that night. 

Just before 10 P.M. the character’s phone will ring. 
When it is answered, a woman will respond; anyone with 
a vidscreen will see a beautiful black woman in her mid- 
30s. Anyone seeing her and making an Unresisted 
Etiquette (Corp) Success Test (Target Number 4) or an 
Unresisted Etiquette (Magic) Success Test (Target Number 
5) will recognize the woman as Rachel Obeah, a houngan 
employed by the dragon Falthur, owner of the Golden 
Dragon casino. 

Obeah will not reveal much on the phone, skillfully 
deflecting any questions asked. Finally, she will say, “Be 
at Marie Leveau’s tomb at midnight. We can talk more 
freely there.” She will then hang up. 

Any character with Etiquette (Street) can attempt an 
Unresisted Success Test (Target Number 3) to remember 
t h e  location of Marie Leveau’s tomb: the St. Louis No. 1 
Cemetery on St. Louis Street. Anyone knowing the 
tomb’s location will also know that Leveau was the 
voodoo queen of 19th-century New Orleans; the validity 
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of her powers is unknown, but her charismatic hold over 
the city has extended into the 2 1 st century. Her tomb 
has become a shrine of the voodoo community, and 
many regard it as a point of intense arcane energy. 

How the characters spend the time before the 
meeting is up to them. If anyone attempts to get 
information on Obeah only one attempt is allowed, and 
the character must past an Unresisted Etiquette (Corp) 
Success Test (Target Number 4) or an Unresisted Eti- 
quette (Magic) Success Test (Target Number 6). 

1-2 Successes: “Oh yeah, Rachel Obeah. 
She’s into that voodoo thang, or at least she 
was till she moved uptown. Don’t know if 
she uses any magic now.” 

3-4 Successes: “Rachel Obeah used to 
be a big street houngan. But then Falthur got 
his claws in her and she went corp. I think 
she’s still practicing, but now she’s strictly a 
suit.” 

chief business advisor. She tries to downplay 
her  past, but she used to be a fairly promi- 
nent houngan. I may be wrong, but I think I 
saw her during a trid report on some rally in 
the Zulu Nation. Who knows? Maybe she 
hasn’t forgotten her roots.” 

5 or more: “Rachel Obeah is Falthur’s 

Any other attempts at information-gathering should 
prove useless since the characters are very much in the 
dark. CMs should feel free to throw out false bits of 

d information to keep characters on edge. 
During the trip to the St. Louis No. 1 ,  the streets are 

unusually quiet, wrapped in a thick layer of swirling, 
bone-chilling fog. As characters travel they see bizarre 
shadows, figures darting through the mists, and gray 
shapes that vanish before they come into focus. The CM 
should use this opportunity to remind characters that 

.. New Orleans is currently home to the Red Light Killer, a 
: serial murderer preying on the French Quarter’s prosti- 1;;; tutes. Of course, to get to the cemetery characters 

..;. ._ should have to travel through the French Quarter. 

.. . The St. Louis No. 1 cemetery stands a few blocks 
... .__. northeast of the Superdome. It is a grim, shadowy place, 

filled with huge, crumbling tombs and monuments, all 
surrounded by a six-foot-tall wrought iron fence. The 

*..: 
pj::: 1 

gate is unlocked, so entry is no problem. Once inside, 
the characters must make their way through a maze of 
leaning statues, towering mausoleums, and weathered 
crypts to Leveau’s tomb, Just when the characters are 
sure they are lost, they will see the tall white tomb of the 
voodoo queen. It towers above them, its surface marked 
with innumerable red X’s: requests for blessings from 
Leveau. 

GMs should let characters wait at the tomb, all the 
while building up the cemetery’s morbid atmosphere. A 

~~~~~ cool October-&nd will stir the leaves and trees, stealthy 
rustlings will be heard and characters will have the feeling 
they are being watched. When the group is almost ready 

$;.I:: steps out of the shadows and says, “Sorry to have kept 
you waiting.” This is Rachel Obeah. 

‘a .. , i??: ! ’ ~ ~ ~ . : : ~ ~  to leave, a woman, flanked by two enormous figures, 1 
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Obeah is a tall, sophisticated black woman dressed in 
a long dark coat. Her companions are two Chromed 
Zulus (see W #32) whose muscle replacements 
threaten to tear the seams of their suits. Obeah will 
glance over the characters, her face neutral. She apolo- 
gizes for the grim surroundings and then explains that 
she needs someone to find a missing person. One of her 
bodyguards will step forward and give one character a 
small color photograph of a black girl who appears to be 
in her late teens. The girl’s resemblance to Obeah is 
striking. 

has been missing for about three days. Obeah wants the 
girl found, but doesn’t want any police involvement. She 
offers each character 75,000 ‘f to find Sprite. If asked 
why the girl is so important, Obeah will give the inquiring 
character a cold stare and say, “She’s my sister.” 

Obeah suggests the characters begin their investiga- 
tion the next evening in the French Quarter where Sprite 
worked. She will explain that her sister is a prostitute, 
and she is avoiding normal channels so no word of 
Sprite’s profession will get to her corp rivals. If these 
competitors found out, it would be extremely problem- 
atic for everyone involved. She stresses this last state- 
ment, the Zulus flexing for emphasis. Before she goes, 

The houngan says the girl’s name is Sprite, and she 

Obeah gives the characters a voice-mail box number so 
they can reach her. Finally, she says good night and she 
and her bodyguards vanish into the shadows, as if they 
had never been there at all. 

INVESTIGATION 
The characters will probably begin their search with 

contacts based in the French Quarter. Characters can 
attempt an Unresisted Etiquette (Street) Success Test 
(Target Number 6). 

1-2 Successes: “Hmmm, ya know, I think 
I saw this girl a few days ago, hanging 
around the Quarter. Sort of a rough place for 
such a pretty young thing.” 

3-4 Successes: “Nah, she don’t ring no 
bells. Maybe you better check with some of 
the street girls though; they probably know a 
lot more than me.” 

couple of hookers around Nitemare Alley, 
oh, a couple of days ago. They might be 
able to help you. One’s an Elf named Star, 
wears a lot of chrome and leather. Don’t 
know the other one’s name, but she’s a short 
human with a blue mohawk.” 

5 or more: “I think I saw her with a 

I MECHFORCE NORTH  AMERICA^ 
THE OFFICIAL 

3ACCLECEC). @ 
~~ - 

Now is your chance to get all of the latest information on the Inner Sphere, the Clan invasion and all 
the latest news on FASA products. Mechforce North America (MNA) is the only FASA approved 
players’ organization dedicated to the warriors who count! 

-As a member of MNA you will receive: 
-One 24 page Mechforce Manual 
-One Mechforce Membership Card 
-One Mechforce Membership Certificate 
-One FASA poster (if available) 
-Four quarterly issues of MECH magazine 
-The ability to purchase Battletech products, many of 

-And much, much more! 
which are exclusively available to members 

For more information write to: 
AWOL Productions 
2101 W. Broadway #305 
Columbia, MO 65205-6018 
USA 

Or call 24 hours a day: 
(314)-446-AWOL [2965] 

Membership in MNA is only $20.00 (payable in United States Currency) and all materials are 
mailed US First Class. For postage, Canadian and Mexican memberships require $4.00 extra, 
overseas memberships require $6.00 extra. 
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If the characters ask any of the French Quarter 
prostitutes about Sprite, lower the Etiquette (Street) 
Target Number to 4. All the characters will Itnow that 
Nitemare Alley refers to the old River Walk Mall, closed 
since 201 0. Once a haven for New Orleans’ homeless, 
Nitemare Alley is now a home for junkies and BTL freaks 
only. But even for them, the alley has lost some of its 
appeal, A series of brutal murders and disappearances 
has plagued t h e  Alley since 2047, and the NOMS are still 
baffled. Mages say a dark, evil aura hangs over Nitemare 
Alley, and only the foolhardy and foolish enter it. 

they will realize that the streets are less crowded than 
normal. Although there are plenty of people on the 
streets, it is not the usual press of bodies. A gray pall 
seems to hang over the Quarter; whispers about the Red 
Light Killer can be overheard, and any character malting 
an Unresisted Intelligence Success Test (Target Number 4) 
will hear someone mention bodies found near Nitemare 
Alley. Trying to locate the speaker will prove useless. 

As characters round a corner, they see a crowd 
beginning to form down a side street. At the center of 
the crowd are two slime-covered Night Stalkers blud- 
geoning a ghoul who has crawled from the sewer. His 
shrieks are piercing but are masked by the thuds of billy 
clubs beating thick flesh. 

crowd, and any character malting an Unresisted Intelli- 
gence Success Test (Target Number 5) will spot an Elf 
matching Star’s description. She is a tall, white-haired 
woman; her once-lovely face has been hardened by the 
street. She is accompanied by two other young women; 
one sports a blue mohawk. 

If characters approach Star, she and her friends will 
flirt with the group, trying to turn a trick. Once characters 
reveal their motives, the trio will become standoffish; 
they will stay hostile until cash is mentioned. Star will 
guide t h e  group to a Taco Pup on Dauphine Street, where 
she will introduce t h e  mohawlted woman as Calliope and 
the other hooker as Flash. It takes at least 50 3’ each for 
them to talk, but a successful Unresisted Bribe Success 
Test (Target Number 3) will lower this to 30 3’ each. 

Star and Calliope will say they saw Sprite pick up a 
tall black john outside the Chatterbox Cafe on Canal 
Street a couple of nights ago. The pair were last seen 
heading toward the river; allow a randomly chosen 
character an Unresisted Intelligence Success Test (Target 
Number 3) to realize this would take them near Nitemare 
Alley. 

If asked about the john, Star will say, “Tall, thin and 
real hot. He wore this wiz blue suit and a long black 
coat.” Calliope will chime in and say she remembers he 
carried “a cane or a stick, with a silver handle.” Of 
course, this john is Monroe Darcier. 

previously been staring into her Voodoo Yoohoo 
Chococherry Cola, sits up and announces that she has 
seen a man matching Darcier’s description earlier that 
night: “He was hitting on some of those Bourbon Street 
aints. I remember he was carrying a cane with a silver 

As the characters move through the French Quarter, 

Any night, prostitutes can be seen mingling with the 

As Star and Calliope describe Darcier, Flash, who has 
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handle.” If asked when she saw him, she will say, “About 
20 minutes ago.” 

to find Darcier. Have each character attempt an 
Unresisted Intelligence Success Test every half-hour of 
searching (Target Number 8) to spot Darcier bowing 
dashingly to a prostitute and directing her with his hand 
as they move down the street. 

This news will no doubt send the characters rushing 

THE CHASE 
The characters have a choice: they can either follow 

Darcier or confront him. If the characters choose to 
follow him, have each character attempt a Resisted 
Stealth Success Test against Darcier’s Stealth skill. If 
Darcier wins, he knows he is being followed. Characters 
will see him stop for a moment, close his eyes, and then 
move on at a quickened pace. He has just cast his Bat 
Swarm spell (see NON-PLAYER CHARACTERS) to slow 
the characters while he takes his victim to Nitemare 
Alley. 

characters may follow the pair to Nitemare Alley. There 
they will see Darcier casually backhand the girl uncon- 
scious and then drag her through a broken window into 

If Darcier does not realize he is being shadowed, the 

the mall’s shadowy interior. If the characters make their 
move immediately, he will cast Full Stomach on the 
nearest character in hopes that said character’s vomiting 
of insects will distract the party long enough for him to 
feed. 

will lash out at the closest character with his cane, striking 
for 25M2 Stun damage. He is nearly consumed by 
bloodlust and is not going to let the characters stop him! 
After Darcier strikes out, roll Initiative; Darcier should win, 
and on his actions he will flee, pulling the prostitute with 
him. H e  will also cast a Shadow Spell at full Force, 
centered on the characters, and then a Bat Swarm to 
cover his escape to Nitemare Alley. 

After the characters escape the bats, they should 
follow Darcier to Nitemare Alley. If they tracked him 
without being seen, the characters see him enter; 
otherwise, each character can attempt an Unresisted 
Intelligence Success Test (Target Number 5) to spot the 
broken window. 

The interior of the mall is pitch black, and anyone 
without low-light or thermographic vision will need some 
kind of light source. What they see will depend on how 
long Darcier has had to feed; if they enter immediately, 

If the characters confront Darcier on Canal Street, he 
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they will watch Darcier rip the girl’s throat open and 
greedily gulp her blood. Upon seeing the characters, 
Darcier will throw the body at them, splattering them 
with gore as he disappears into the shadows. 

If the characters enter the mall more than two to 
three minutes after Darcier, they will find the prostitute’s 
lifeless form, her head attached to her body by a thin strip 
of skin. Characters confronted with this grotesque sight 
can attempt an Unresisted Biotech Success Test (Target 
Number 7) to realize that, even though the body lies in a 
huge pool of gore, such an injury should have produced 
more blood than present. 

As characters deal with the body (however they first 
encounter it) they will hear a chuckle. Darcier will step 
out of the shadows at the edge of the characters’ light 
source; his face and suit are drenched with blood. He 
will say, “So someone finally caught on. Well, at least it’s 
just a gaggle of street ruffians, and not the scurrilous 
Night Stalkers.” As the characters bristle at this insult, 
Darcier will bang his cane in measured strokes against an 
exposed pipe. As the smile melts from his face he will 
say, “Did you really think I’d dine unprotected? Catch 
me Fridays at the Saenger . . . .  if you can.” Suddenly, an 
air conditioning duct slams open and five shambling 
forms crawl out. As they approach the characters, 
Darcier, with a flare of his cape, will turn to mist. A 
smell of death and rot hangs over the pale , hairless 
figures; all characters will recognize them as ghouls. 
They will fight until two are injured above Serious level; 
they will then attempt to flee. 

GHOULS (stats identical for all five) 
B Q 5 C I W E R ATTACKS 
7 5x4 6 1 4 5 (5) 4 Humanoid 
Powers: Enhanced Senses (smell, hearing) 
Weaknesses: Allergy (sunlight; moderate), Reduced 
Senses (blind) 

After battling the ghouls, characters may want to 
reassess their situation. They were hired to find a missing 
girl, not tangle with a vampire mage. They can probably 
put two and two together and figure out that Sprite was 
one of Darcier’s victims. So, they’ve done their job, right? 
Right? 

Of course, such is the way of the wuss. When 
characters contact Obeah, she will take the news calmly, 
saying that she will alert the police to the situation at 
Nitemare Alley. But knowing what happened to Sprite 
isn’t enough; now she wants revenge. If any characters 
are interested in dispatching her sister’s killer, Obeah will 
double her initial offer of 75,000 Y. Of course, the silence 
clause still prevails. She just wants this menace dead. 
“For Sprite,” she says, a single tear running down her 
Face. 

TRACKING THE BEAST 
If characters decide to go after Darcier, they are 

handicapped by one thing: they still have no idea who 
he is. But Darcier has given them a clue. If characters 
remember Darcier’s remark about the Saenger, they will 
realize he is referring to the Saenger Theater on Canal 
Street. Characters who call or go to the Saenger will find 
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that a drama troupe called the Midnight Players performs 
there every Friday night, from midnight to 5 A.M. If 
characters go to the Saenger, they can pick up a playbill 
for the troupe’s next production, a modernized version of 
Othello. As the characters flip through the playbill, they 
will find cast biographies, including that of Darcier. 
Beside his photo, his biography says that he is a founder 
of the Midnight Players and lifetime resident of New 
Orleans. 

face, they need to find Darcier. Players will no doubt 
have ideas on how to go about this search, and several 
options are listed below: 

1 )  A mage can summon a watcher and have the 
spirit attempt to find Darcier through astral tracking. 
Darcier is dual-natured, and GMs may give him an 
Unresisted Intelligence Test, with a Target Number equal 
to the watcher’s Force, to realize he is being tracked. If 
he becomes aware of the  watcher, Darcier will engage it 
in astral combat. If the watcher makes it back to its 
creator, it will report seeing Darcier at two locations: a 
small townhouse on Dauphine Street and an old planta- 
tion home in the bayous. 

2) A decker can attempt a matrix run to discover 
facts about Darcier. GMs should use the fast resolution 
system (Virtual Realities, pg. 49) for this run into the New 
Orleans municipal matrix. The difficulty level for the 
Opposed Success Test is 5, and success will reveal two 
facts: Darcier owns a residence at 1 142 Dauphine Street 
and also holds the deed for the Black Cypress plantation 
home, located at Black Cypress Landing in t h e  bayous. 

3) Characters can try their contacts to gain more 
information on Darcier. Any character with a street 
contact can attempt an Unresisted Etiquette (Street) 
Success Test (Target Number 8; threshold 3). Any 
characters who succeed will be told to be at Lafitte’s Rest 
on Decatur in one hour; someone who has information 
will contact them there. Lafitte’s Rest will be fairly busy 
when characters arrive, no matter what time it is. Most 
clubs in New Orleans are open 24 hours a day, the better 
to serve customers with odd schedules. Drinks cost 5 , 
and there is a three-drink minimum. After characters 
have been at the club for about 10 minutes, a young 
black man wearing a black duster and a Corsairs baseball 
cap will walk up and say, “You looltin’ for info?” For 1000 
(non-negotiable) the  man will tell them that Monroe 
Darcier is a very private man, but he does know a little 
about the actor. He lives in a small townhouse on 
Dauphine Street, but he spends a lot of time somewhere 
else. Darcier also has a taste for unusual sex, and is a 
frequent customer of the Different Dreams bordello, 
which specializes in metahuman customers and employ- 
ees. Finally, though he has no proof, the man says that 
Darcier is rumored to be some sort of mage. “Hope I 
helped. Next time you need some information, just ask 
for Johnny Dred,” the young man says before finishing his 
drink and walking away. Characters will realize that they 
have just shared a drink with one of the most experi- 
enced and sought after shadowrunners in New Orleans, 
no doubt malting 1000 for a night on the town. 

Now that the characters have a name to go with the 

Regardless of how the characters go about their 
investigation, they should at least learn of the townhouse 
on Dauphine Street, since it contains clues leading to the 
Black Cypress plantation home. 

Once they discover Darcier’s townhouse, characters 
will probably want to go there. It is a two-story; the 
architecture is a combination of French and Spanish 
styles, and a vine-covered balcony faces the street. 
Characters will see only one door leading into the 
townhouse. Anyone trying to look in the windows will 
find them to be shuttered and locked. The townhouse is 
surrounded by a few other residences, a small bookstore 
called The Forgotten Tome, and two restaurants, the Chez 
Elfin and Lou’s Poboys ‘n’ Such. Any mage who wishes 
to enter Astral Space and scout the townhouse will 
discover that it is empty and contains nothing that even 
faintly radiates magical energy. They will, however, be 
able to tell that several deaths, most of them very painful 
and drawn out, have occurred in the town house over the 
past year. 

To enter the townhouse, characters will have to force 
open a door or window. This requires an Unresisted 
Success Test (Target Number 5). There are only two 
items of interest in the house, so there is no need for 
characters to “dungeon crawl” it. GMs may want to let 
characters wander through the townhouse for awhile, 
describing mundane rooms and furniture, before letting 
them arrive at the library on the first floor. 

The library is a huge room containing several book- 
shelves, a desk, and a few chairs. The few books here are 
mostly reprints of horror novels from the late 20th 
century: Stephen King, Anne Rice, Robert R. 
McCammon, etc. The desk is locked but may be forced 
open with an Unresisted Quickness Success Test (Target 
Number 5). Inside the desk are a few letters, a file 
containing hardcopy reviews of Darcier’s performances 
(all glowing), and other innocuous items. There is also a 
small metal box that contains hard copies of news stories 
dealing with the Red Light Killer. 

framed photograph of a plantation home behind the 
desk. A small plaque on the frame reads, “Black Cypress 
Home, Black Cypress Landing, M. Darcier, owner.” 

Hopefully characters can put these clues together 
and figure out that Darcier is using the Black Cypress 
home as his secret base. Anyone with a datajack can 
enter the matrix and, with an Unresisted Computer 
Success Test (Target Number 4), find information on Black 
Cypress Landing. It is a small island in the midst of the 
bayous, reachable only by boat or by air. A large antebel- 
lum house is built on the island; this house was once a 
tourist attraction before erosion of the swampland 
isolated the island from any major roads. The matrix will 
not reveal this, but the house’s isolation and subsequent 
loss of its tourist trade allowed Darcier to buy it. 

Characters have two options with regard to reaching 
Black Cypress Landing: hire a boat or hire an air vehicle. 
Characters may attempt an Unresisted Etiquette (Street) 
Success Test (Target Number 4) to find someone to 
transport them. Hiring a boat will cost 5000 , and the 

Any characters in the library will also notice a large, 
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boat will leave from a small dock on North Peter's Street, 
near Captain Willie's Bar. Air transport (probably some 
sort of helicopter) will cost 7500 'f, and it will leave from 
International Airport. Black Cypress Landing can be 
found on any large city map, so characters should have 
no problem reaching it. 

THE FINAL BATTLE 
However characters reach Black Cypress Landing, 

their transport will take them to a small piece of solid 
ground in the midst of a great swamp. The air is thick 
with the rich smell of the bayou, and the night is alive 
with the sounds of swamp fauna. As they grow closer to 
the house, allow characters an Unresisted Intelligence 
Success Test (Target Number 3) to notice the animal 
sounds growing continually more quiet. 

field, dominated by a crumbling antebellum home and a 
huge graveyard. Boats will have to deposit characters 
onto a crumbling wharf that creaks ominously under the 
weight. GMs might want to use this opportunity to 
remind the characters of the alligators and other nasty 
creatures they saw as they traveled to Black Cypress 
Landing. 

There is no place for a helicopter to land, so each 
character will have to pass an Unresisted Athletics 
Success Test (Target Number 4) to jump to the ground 
safely. Failure means the character sustains a Light 
Wound. 

the most direct route to the house leads through the 
graveyard. The cemetery is surrounded by an aging, 

Black Cypress Landing is roughly the size of a football 

Once they are at the Landing, characters will see that 
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rusted fence, but the gates hang loosely on broken 
hinges. Most of the cemetery's markers are overturned 
or overgrown, and large tombs dot the graveyard's 
grounds. In the moonlight, the cemetery is a ghastly 
sight, and as the characters move through it, the GM 
should use this opportunity to wear the characters' 
already frazzled nerves that extra little bit. 

As they travel through the graveyard, allow each 
character an Unresisted Intelligence Success Test (Target 
Number 5); anyone with low-light vision receives a t2 
bonus. Anyone succeeding will notice that several of the 
graves have recently been disturbed and that several 
tomb doors stand ajar. As this information sinks in, the 
graves will collapse and the tomb doors will creak open. 
From them will stumble several bizarre figures, revealed 
by the moonlight to be rotting corpses. Characters will 
feel as if they are trapped in a netherworldly production 
of Cone With the Wind, for the shuffling cadavers are all 
clad in the decaying clothes of the antebellum era. 
Several of what appear to be the men carry rusted cavalry 
sabers and wear Confederate uniforms. Any mage will 
recognize these creatures as zombies. 

ZOMBIES (1 5 of them, no less) 
B Q S C I W E R ATTACKS 
7 5x2 7 1 1 1 6 4 7M1 Stun; 5 

armed with sabers, 
7M3 

The house is in a sad state; time has eaten away its 
former glory. It is a three-story structure with a wrap- 
around porch, Corinthian columns, and a multitude of 
large, broken windows. As characters approach they will 
see a shadowy figure standing atop the peaked roof. 
With a savage snarl Darcier will leap down on the 
characters. As he lands before t h e  characters the vampire 
will say, "I believed you dead in Nitemare Alley. But, 
there are stranger things in heaven and earth than dreamt 
of in your philosophies. How unfortunate that your debut 
performance will also be your last." 

This is where Darcier will battle the characters. At 
first he will toy with them, dragging out their demise as 
long as h e  can. If he is pressed or injured, however, he 
will stop fooling around and let the characters have both 
barrels. He will not pursue any characters who manage 
to escape; this way the GM can always use the shadow of 
Darcier to make his characters nervous. Black Cypress 
Landing is Darcier's personal domain (Crimoire, pg. 96), 
and his Spirit Energy is increased to 8 while h e  is in his 
domain. In battle, Darcier will use his spirit powers in this 
order: Fear, Confusion, Alienation, Accident, and Guard. 
He will use his most powerful combat spells as well. 

Darcier for what he is: a Free Spirit inhabiting a vampiric 
human body. If characters manage to survive the 
confrontation with Darcier they may wish to find his true 
name to use against the Spirit in the future. This will 
require an Astral Quest (Crimoire, pp. 69-73) on the 
Plane of the Loa, the plane of voodoo spirits. This quest 
is presented here in a simple manner; the GM may tailor 
it to suit his campaign. 

Any magician entering Astral Space will recognize 
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Astral Quest 
Metaplace Test 
Place of Fear 
Place of Battle 

Place of Knowledge 

Place of Spirits 

Willpower: 10D2 Stun Damage 
Melee Combat Sldl; 1 OS2 
Lethal Damage 
Magical Theory: 1 OM3 Lethal 
Damage 
Astral combat or banishing to 
overcome loa of Samedi (see 
below) 
If a character reaches the 
Citadel, he discovers that the 
spirit’s true name is 
“Kuh-santis.” 

The Citadel 

If a character makes it to the Plane of Spirits, he must 
battle a loa of Samedi with a Force of 10. 

Loa of Samedi 
B Q S C  I W E R 
11 10x2 10 14 10 10 (10)A 11 
Powers: Accident, Alienation, Concealment, Confusion, 
Fear, Guard, and Search 

remember that success in any metaplace allows a 
character to move directly to the Citadel. Finding 
Darcier’s true name will take 1 OD6 hours on the physical 
plane. 

GMs should remember that characters are not meant 

GMs choosing to roleplay the Astral Quest should 

to beat Darcier. H e  is intended to be a meganemesis, 
someone to haunt the characters for years to come. 
While they should be able to hurt  him, characters should 
not be able to destroy Darcier. Even if they manage to 
banish him or destroy his physical body, Darcier is still a 
very powerful spirit and can do a lot of damage to an 
overconfident party. 

REWARDS FOR SURVIVORS 
If characters manage a major miracle and actually 

defeat Darcier, Obeah will be true to her word and pay 
anyone involved 150,000 3’. If characters do not suc- 
ceed, she will still pay the 75,000 ‘f originally agreed 
upon and inform them that she will see to Darcier’s 
destruction. A few days later, however, characters will 
see news reports that Obeah has been Idled during the 
riots following a Humanis Policlub march through the 
Zulu Nation. Anyone following up on Darcier will 
discover that his townhouse is now occupied by a young 
Japanese couple and that the Black Cypress home was 
destroyed in an “unexplained” fire. The vampire has also 
vanished from the Midnight Players. CMs should give 
the characters the impression that Darcier has dropped off 
the face of the earth. Of course he hasn’t; he’s just lying 
low, plotting his revenge. Characters may realize this 
when the Red Light Killer murders continue, though the 
bodies are now being found evenly dispersed throughout 
the citv. 

i I 
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MONROE DARCIER 
FORCE 10. SPIRIT ENERGY 4 

Appearance: Darcier is a tall, handsome black man, 
always attired in the most fashionable of clothes. 

Mannerisrns/Attitude: Usually Darcier is charming, witty 
and flamboyant, always the leading man. Even in combat 
he will smile and insult his opponents as he fights. I f  
injured or pressed, however, he changes, becoming a 
howling, wild-eyed madman: the loa of Samedi showing 
its true nature. While he relies on his charms to attract 
his victims, when he is the Red Light Killer Darcier is 
reduced to a bloodthirsty monster. 

loyalties: Himself 

Attributes 
Body: 17 
Quickness: 17 
Strength: 24 
Charisma: 14 
Intelligence: 14 
Willpower: 14 
Essence: 7 
Magic: 10 
Reaction: 15 

Gear 
Gris-Gris (cane) 
Straight Razor 
Tres Chic Clothing 

Spells 
Analyze Device: 3 
Invisibility: 7 
Batswarm: 6 
Mana Barrier: 4 
Boil Blood: 5 
Mana Bolt: 5 
Heart Burst: 5 
Create Zombie: 6 
Personal Clairvoyance (Extended): 

Skills 
Bike: 3 
Magical Theory: 10 
Sorcery: 10 
Conjuring: 7 
Straight Razor: 8 
Biotech: 4 
Car: 3 
Firearms: 4 
Leadership: 6 
Stealth: 8 
Enchantment: 6 
Unarmed Combat: 6 
Etiquette (Media): 8 
Etiquette (Street): 6 

Detect Enemies: 7 
Possession: 4 
Fashion: 7 
Shadow: 5 
Full Stomach: 4 
Changesex: 4 
Mask: 6 
Invasion: 7 
7 

Spirit Powers 
Accident 
Personal Domain 

Wealth 
Fear 
Sorcery 

(Black Cypress Landing) 

(due to the fact that he is in a 
body, Darcier must resist drain) 

Confusion 
Alienation 
Search 
Guard 
Concealment 

Vampiric Powers 
Enhanced Physical Characteristics 
Infection 
Enhanced Senses (Hearing and Smell) 
Mist Form 
Essence Drain 
Regeneration 
Immunity (Age, Poison, Pathogens) 
Thermographic Vision 

Vampiric Weaknesses 
Allergy (sunlight; severe) 
Induced Dormancy (Lack of Air) 
Essence Loss 
Vulnerability (Wood) 

Notes: Darcier was once a vampiric boko. When he 
overestimated his ability and tried to summon a powerful 
loa of Samedi, all that changed. The spirit possessed 
Darcier’s body and has been using it ever since. Most of 
:he time Darcier keeps up his image of a local actor. 
dith increasing frequency, however, his vampiric 
Aoodlust and the insanity of the loa combine to drive 
iim to commit savage acts of sadism and murder. As the 
Xed Light Killer, he has satisfied these appetites. These 
mpulses are growing stronger, and who can say what 
:vi1 acts Darcier will be driven to commit? For a more 
Lomplete description of Monroe Darcier, Rachel Obeah, 
ind Johnny Dred, see the “Magic Over Bourbon Street” 
irticle. 

Bat Swarm (Manipulation) 
)rain: S1 Type: Mana Duration: Sustained 
Special Effects: This spell summons a large number of 
>ats that swarm in an area the caster wishes. Anyone in 
:his area will be subject to 2D6 attacks each turn from the 
iats. 
3ATS 
3 Q S C I W E R ATTACKS 
I 5x4 0 - 1/5 1 6 6 2L 1 
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Want to chase down out-of control stagecoaches on horseback? How about rescuing a 

beautiful rancher’s daughter and sawing the farm from the ewil banker’s men? What about 
singing by a fireside? Do you thrill at the feeling of standing in the middle of the street at 

noon, sun overhead, spurs jingling as you draw the pearl-handled Colt .45 on your hip and 
spit death at the black-hearted) black-hatted willain? 

orry, pardner, because as it stands today, quality 
roleplaying and the Old West mix as well as 
snake oil and water. 

The Western, despite having been represented by a 
large handful of games over the past 17 years, has never 
really caught on big in the roleplaying hobby. Its sales 
have been moderate to poor, and the lack of sales 
makes for a lack of commitment from the publishers to 
produce support material for any of these games. Since 
support materials are the sign of a healthy game, this 
makes it obvious that the Western genre is a bust, as far 
as roleplaying is concerned. TSR was the only Western 
RPG publisher to offer support material for their game, 
releasing a half-dozen modules for Boot Hill during an 
earlier edition, but they have yet to support their 
drastically different and much-improved 1990 reissue of 
the game. 

It’s easy to see that the history of Western 
roleplaying is pretty bleak, but it is harder to see why. 
The Western has everything a group of adventurers 
could want - lots of action and chances for heroism, 
and a number of legitimate reasons for “group”-style 
play (few roleplaying games address the issue of why 
wildly different types of characters would band together 
like they do). There’s no shortage of source material to 
use, as there are hundreds of Western novels and 
movies, a veritable gold mine of information for an\’ 
campaign. 

Despite all this, the Western roleplaying game has 
a lousy track record. 

First there was Boot Hill, the original Western 
roleplaying game. Four separate editions have been 
published by TSR between 1975 and 1990. For a while, 
you could find it shrink-wrapped with all of the pub- 
lished modules at any Toys ‘R’ Us for about 10 bucks. 
Not the best sign of a game’s success. Next came 
Fantasy Games Unlimited’s Wild West; then, quite a bit 
later, I.C.E./HERO Games’ Outlaw/Western Hero 
(nearly identical sourcebooks written for the two 
different systems). O n  the heels of that was Steve 
Jackson Games’ GURPS Old West, and, later still, Time 
Drifters from Dimensional Strategies Incorporated. 
Somewhere in  there Empire Wargames managed to 
sneak in two editions of the Westhedge Manifesto for 
their Ironhedge mini-game. There’s even a Western 
supplement for the It Came From the Late, Late, Late 
Show bad movie roleplaying game (considering the 
number of bad Western movies, it’s surprising that bad 
Western movie roleplaying takes up only 24 pages of 
the 56-page supplement). There are other games 
available, but no success stories. 

can be revitalized through simple gamemaster advice 
(most of which applies to most other games but is 
ignored when roleplaying in the Old West), and 
provides plenty of ways to introduce the Western genre 
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into existing games and campaigns. Included are 
suggestions for weird Western crossover games which 
run the gamut from horrifying to downright silly. 
Hopefully, this can refresh your own Western campaign 
(if there is anyone running one out there), or can give 
you an evening or so of diversion from dungeon 
crawling, mechwars, and shadowrunnine. 

My Heroes Have Rarely Been Cowboys. Imagine 
gaming with an A D B D  party which consisted 4 entirely of fighters. No paladins, rangers, cavaliers 

-or barbarians. Just generic fighters. And that’s not 
all. Give them the same two or three weapons from 
which to choose. Who would be interested in such a 
limited group? Not many people. Why is it that when 
rolling up Western characters, players always tend to 

meness. What this means is that the 
most important character attributes are accuracy with a 
revolver and the amount of damage they can take. One  
might as well be running a Western wargame, for all 
the attention paid to the characters. Booorrrriiinngg! 
Why saddle (pardon the pun, pardner) a Western 
roleplaying game with such one-note characters when 
there is such a great variety of professions which can be 

pursued in the Old West? 

gunman works for Clint 
Eastwood, but a group 

Sure, the squint-eyed 

of nothing but laconic, trigger-happy tough guys makes 
for pretty dull gaming. Why not create gamblers, con 
men, railroad workers, farmers (whose land gets stolen 
from them in the first five minutes of an adventure), 
saloon girls, gypsies, snake oil salesmen, preachers, or 
nearly anything else? 

greatest Western novel ever written, certainly the 
funniest). Dexter details Jack McCall, a character 
whose job (when he’s not drunk) is that of cat-chaser. 
He is paid to catch and kill the cats which plague 
Western towns. History buffs will recognize that this 
catter is the man who kills Wild Bill Hickok, possibly 
the greatest gunfighter who ever lived. Granted, 
McCall sneaked up behind Hickok and shot him in the 
back of the head while he was playing cards, but that 
was life (and death) in the Old West. 

Too often, Western roleplaying boils down to a 
small group of cowboys whose skill with their sharp- 
shooters is better than their ability to stay on their 
horses at anything faster than a trot. A group with some 
variety of character types provides built-in roleplaying 
possibilities just as in fantasy games. The preacher 
chastises the deputy for his drinking, and nags the card 
sharp for his gambling. Fed up with losing, the farmer 
accuses the card sharp of cheating, while across the fire 
the Indian scout sharpens his knife and remembers the 
first missionaries who came to his tribe and the sickness 
they brought.. . 

Skills that come in handy in the West but are 
ignored in most games are Tracking, Saddle and 
Leatherwork, Lassoing, Survival, Hunting, and other 
abilities upon which any interesting character can be 
based. 

Through retrospective roleplaying (such as that 
used in Amber Diceless Role-Playing and Vampire: 
The Masquerade) the gamemaster can create a believ- 
able history for a group of characters, starting with 

Consider Pete Dexter’s Deadwood (possibly the 

k 

em as children in the same class (or on the same 
wagon train), and following them through 

ing them each with motives and 
well thought-out backgrounds for 
the paths their lives have taken. 
This sort of character generation is 
invaluable to the creation of well- 

adolescence and their teen years, provid- 

rounded characters who feel real to the 
players and gamemasters. I t  elevates them 

from being lists of statistics. 

I Tmeshders: I t  worked for Marty 
McFly and Bill & Ted; why 

it work for you? Time travel 

can play a part in any number of different 
genres, from horror and science fiction to 
superhero and fantasy. The following 
situatioiis are hardly the most original, buL 
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what Western (or roleplaying game) is truly original, 
for that matter? 
- A supervillain has traveled back through time 

to escape the superhero player characters, or he has 
gone there to indulge in some disastrous mucking about 
in the time-stream. Maybe he’s sent the heroes back 
without a chance of returning. Of course, the heroes 
will get back to the present day, but the time spent in 
the Old West between trips will be a lot of fun, with 
lots of anachronistic humor (a la the mediocre film 
Timerider, or crowd-pleaser Back to the Future 111) and 
plenty of chances for adventure. 
- A magical gate takes a group of fantasy adven- 

turers from their medieval land to Dry Gulch in 1874, 
where they must recover a magical Indian artifact and 
restore it to their own world. While dwarves could 
probably pass muster in a Western, imagine the trouble 
elves or half-orcs would have. The gamemaster would 
probably want to limit any transference of gunpowder 
to his or her fantasy world, and might want to limit the 
effectiveness of magic in our own world. 

-While examining an ancient alien laboratory 
belonging to the Great Race of Yith, an investigator 
bumps a small switch and activates one of their time- 
cages, propelling the group from Arkham of 1926 to the 
considerably wilder Arkham of 1866. 
- A temporal warp (probably caused by a systems 

malfunction) strands the crew of a starship in our own 
past, making them struggle not to change the threads of 
history as they try to return to the future. Would the 
“He’s a Chinaman whose ears were caught in a fortune 
cookie machine” excuse work for Kzinti? How would 
six-guns work against a BattleMech? 

First in a line of quality full color T-shirts. 
Mech design also available. Send check or money 

xder  for $16.00 plus $2.00 p&h (for first two shirts 
snly) to: Wayne Bream Jr. 404 St. Joseph street 
Raceland. La. 70394 Character drawings also 
available. Write for information. 

There are also time-travel roleplaying games 
which provide an easy excuse to travel to the Old 
West. Imagine the fuss caused by Dr. Who when he 
can’t find any jelly-babies in Deadwood. Surprisingly, 
the only really successful time-travel roleplaying game, 
Timelords, didn’t feature a Western adventure among 
the dozen or so of its modules. Similarly, the 
roleplaying game Fringeworthy provides characters with 
the chance to explore alternate Earths and different 
periods in its history, and GURPS Time Travel provides 
the same options for adventure, making it possible to 
link the Old West with any of the large GURPS line r-rf 
sourcebooks. 

,, -. & _./ 

West.. . The Final Frontier: Why does the 
Western have to be isolated to the American 
West? Why not set it in Alaska, California, New 

Mexico or Canada? Heck, why confine the genre to the 
United States? Quigley Down Under, a recent Western 
movie, took an American cowboy down to Australia in 
search of a job working for a rancher there. The 
encounter with the unfamiliar customs and Aboriginal 
culture made the film enjoyable and original, more 
than a Dances With Kangaroos. Mexico at that time was 
the definition of lawless and wild, with an altogether 
different culture which could provide lots of interesting 
roleplaying possibilities. Butch Cassidy and the 
Sundance Kid met their deaths in a gunfight with the 
Bolivian Army, after the two outlaws fled America for a 
life of crime in South America. 

/ Billy the Kid us. Cthulhu: Adding horror to a 
Western is an odd idea, but one which works 4 surprisingly well if correctly performed. Life on 

the frontier can be strange and Indian legends can be 
interwoven to provide a creepy tapestry ready for 
horror. 

“The Secret of Castronegro,” a Call of Cthulhu 
module published several years ago, described a New 
Mexico town plagued by a family of degenerate 
subhumans led by a 300 year-old Mexican sorcerer. 
Little in the adventure dictates that it takes place in 
the 1920s (the standard time period for Call of 
Cthulhu adventures) and it can be turned into a weird 
Western with no real effort. Another effective way of 
running horror-Western games is to present them as 
standard Westerns, then add the horror slowly, through 
clues, omens, and a slow descent into nightmare. A 
monumental cattle drive from Arizona to Idaho has 
been plagued with mishaps: strange howling in the 
night and unrecognizable tracks in the dirt outside the 
camp, cattle found dead and mutilated horribly, an 
Indian shaman who prophesies death for all on the 
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drive, mysterious disappearances. Throughout all this, 
the crafty Gamemaster creates a few red herrings that 
make things seem normal, like a few subplots concern- 
ing typical Western elements (cattle rustlers, bandits, 
barroom brawls, etc ...). Suddenly, when all is back to 
normal, the cattle drive turns into an insane stampede 
into the hungry maw of Shub-Niggurath, the Black 
Goat of the Woods with d Thousand Young. Aaiieehh! 

I t  might be noted that several of Lovecraft’s 
collaborative efforts, including the excellent Mythos 
story, “The Mound,” were set in the Old West. 

in the Old West. Chill from Mayfair Games and 
GURPS Old West combtned with GURPS Horror 
provide other opportunities for horror roleplaying in 
the Dark Frontier. 

Fantastic from Tri-Tac Systems describes a secret 
government agency devoted to wiping out the super- 
natural. Established in 1862 by President Lincoln after 
an incident with the paranormal, the ultra-secret 
Bureau has existed since then, dedicated to investigat- 
ing, eliminating or covering up the existence of the 
supernatural manifestations that threaten the Amen- 
can way of life. Though the rules are set in the 1990s, 
there is nothing stopping enterprising Gamemasters 
from creating adventures from the early days of the 
Bureau (a friend of mine created an excellent 1930s 
Stalking adventure where the characters were all long- 

an evil they thought they had vanquished before the 
turn of the century). 

Taking it a bit further, White Wolfs Vampire: 
The Masquerade game offers a few basic suggestions for 
historical roleplaying. Setting a Vampire campaign in 
the time period of the Old West (perhaps set in New 
Orleans, the vampire city of North America) is very 
possible and could be quite interesting. An  immortal 
vampiress has settled down in a frontier town, seeking 
escape from the torture of her existence and trying to 
hide from the hunters who have followed her across the 
world. Will players become the hunted, or the hunters? Call of Cthulhu is not the only choice for horror 

The lesser-known Bureau 13: Stalking the Night 
The Gnl, the Tm Star, and Everything: Using 

props in your Westerns can give a sense of period 8 -J to the game. A trip to the local Toys ‘R’ Us will 
yield a plethora of useful items which can be used by 
the Gamemaster to bring a Western game to life - 
sheriff or deputy stars, fake money, toy pistols, and 
plastic figures. 

Because of the lack of 
interest in the genre, there’s 
precious little available for 
Western miniatures 
aside from Grenadier’s 
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set, making plastic the only other available choice. 
They’re cheaper too, and work just as well, with the 
added bonus that you can find plastic Indians, which 
aren’t in Grenadier’s set. 

of other interesting items - postcards, old photos, 
trinkets, advertisements and even newspapers from the 
time period. Finding an old dime novel is a lucky break, 
and could be a valuable source of info - both in 
creating adventures and characters, and in showing the 
contrast between them and the dirty reality (see either 
Young Guns film for a recent example of the difference 
between the press the outlaws got versus their grungy 
existence). Finally, there are literally dozens of long- 
running Western magazines published which can be 
found in bulk at  almost any used magazine or book 
store. They’re chock-full of fiction, artwork, authentic 
photographs, articles and fairly-well researched profiles 
of famous gunfighters, lawmen and outlaws. 

for atmosphere, can add immeasurably to a gaming 
session - frayed old yellow cards for a game of poker, 
an old “Wanted” poster for the NPC villain of the 
evening, all the way to an ancient whisky bottle and 
chipped shot glasses for barroom scenes (of course, the 
bottle should be empty for those garners under drinking 
age). 

to get into their characters), costuming can add a lot to 
any session. Dressing with just a touch of the Old West 
(a denim or plaid work shirt buttoned up to the collar, 
old-fashioned string or bow ties, bandanas, Levis, 
cowboy boots, vests, etc ...), or even just wearing a 
cowboy hat might add an element of “Westernness” to 
the session. 

Another interesting idea might be to get the 
members of your gaming group together and have one 
of those Old Time Western photos taken (there are 
hundreds of tiny galleries across America where this 
can be done fairly cheaply) of yourselves dressed as your 
characters. Give a copy to everyone, and hang one on 
the wall near your playing surface. Another similar idea 
involves making posters or handbills about the charac- 
ters. Any number of novelty shops and mail-order 
services offer personalized “Wanted” posters printed 
with Western-style type on yellowing paper - the 
perfect gift for an outlaw, gunfighter or bandit charac- 
ter. Simply make one up without the player’s knowl- 
edge, then hang it on the wall when everyone arrives. 
Perhaps the reward can be upped as the character grow 
in fame and notoriety. 

An interesting source of player character illustra- 
tions can come from either real photos or interesting 
educational material, such as the Outlaws and Lawmen 
of the Old West and Famous Cowboys of the Old West 
coloring books from Dover. About $3.00 apiece, they 
provide excellent drawings of Western characters on 
high-quality white paper, and are easily colored. You 
can use them as NPCs and also for your own characters. 
There are lots of similar products available, including 

Rummaging through antique stores will get you lots 

All of this paraphernalia, strewn across the table 

For serious garners (or those of you who really like 

several for Indian tribes of the United States which 
give valuable and accurate drawings of Indian costume 
and armament along with cultural information, person- 
alizing each tribe so that players can recognize tribal 
affiliation by mode of dress. 

Finally, though it seems like common sense, it 
should be mentioned that bringing a real gun into a 
gaming session is probably the worst idea a person can 
have. Regardless of one’s views on gun control, it’s 
always dangerous to handle a weapon when untrained 
people are around. One accident can spell the end of 
your gaming group, loss of your friends, and will 
possibly cause a lot of damage to this hobby of 
roleplaying in general. Most important, though, is the 
cost of human suffering which is too great to risk 
fooling around. * 

_Im Readers of the Rio Grade: Using history and 6 important element of any Western. Unlike most 
games, the Western genre is supported by a massive 
amount of usable source material available for free in 
local libraries. The Time/Life series on the Old West is 
an invaluable resource. Bookshelves are brimming with 
Westerns which provide plenty of great ideas for plots 
and characters. The aforementioned magazines, such as 
True West, Wild West, and American Heritage, can 
usually be found in the periodical sections of most 
libraries. Any gamemaster willing to put a few hours 
into research will be rewarded a hundred times over by 
the wealth of ideas available to  enrich any campaign. 

A large portion of most Western games’ rulebooks 
cover real-life gunfighters, outlaws and lawmen. 
However, rarely are these characters detailed with 
much attention to their personalities or accomplish- 
ments, leaving the burden of research upon the 
Gamemaster. Researching these complex and often 
fascinating characters, or further developing their 
personalities, can yield a gold mine of interesting 
NPCs. A few hours in a library will give the 
Gamemaster enough information to turn any list of 
statistics into a fairly realistic portrayal of a famous 
character. A few minutes of simple brainstorming can 
come up with equally interesting personalities for non- 
player characters, elevating them from six-gun fodder 
to villains and heroes which the characters will look 
forward to encountering. 

among many genres is that there is a strong sense of 
history present which is rarely tapped into when 
roleplaying. The influx of new technology into the 
campaign area (telephones, electricity, or even im- 
proved firearms) can inspire fascinating scenarios. 
Characters can encounter the writings of literary rivals 
Mark Twain and James Fenimore Cooper, and can gasp 
at the news that President Lincoln has been assassi- 
nated. 

mythmaking to your advantage is or can be an 

One thing that makes Western roleplaying unique 
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Mythmaking is another important element of the 
Western genre, seemingly at odds with the historical 
element but actually a strong component of it. As 
characters and non-player characters grow in experi- 
ence, their deeds will become known, and they might 
even attract the attention of the press. The previously 
mentioned dime novels might be an interesting 
element in a player character’s life. How will he or she 
react to a (probably inaccurate) literary portrayal? Will 
the character try to grow into the legend, or reject it 
angrily? 

Similarly, the characters might meet a soon-to-be- 
famous non-player character and see that figure rise to 
prominence in the papers on his way into the history 
books. Only the sharpest of history buffs will look twice 
when the characters meet a young ruffian named Henry 
McCarthy (or Henry Antrim). Imagine their surprise 
when he changes his name to  William H. Bonney, Jr. 
(otherwise known as Billy the Kid). Such name 
changes were common among outlaws, and historians 
still argue about the true identities of many Western 
personages. 

Next to Last of the Mohicans: In this age of 
political correctness, the genre of the Western has T undergone some revisionism. Americans are finally 

coming face to face with the truth that our founding 
forefathers destroyed an entire way of life, driving many 
Native American tribes to near-extinction. For years, 
American Indians were treated as faceless savages in 
movies and in books, with few exceptions. They were 
always on the warpath, always collecting scalps, but 
rarely were the reasons behind such actions addressed. 
That vision has changed for most people, and the 
success of such recent films as Dances With Wolves and 
Thunderheart shows that there is an audience sympa- 
thetic to the plight of American Indians, and there is a 
renewed nationwide interest in these nearly vanished 
cultures and their customs. 

Western games, which frequently take their 
inspiration from movies rather than reality, add to the 
insult these cultures have suffered. Oftentimes, when 
Native Americans are addressed in Western games, 
they are described in generic terms, as if there is no 
distinction between the Sioux (the blanket name for a 
good half-dozen buffalo hunting tribes who tradition- 
ally dwelt in earth lodges), the Hopi (Pueblo Indians 
with extensive agricultural development and a rela- 
tively advanced civilization compared to other Indian 
tribes), the Mohawks, Pawnee, Iroquois, Seminole, and 
dozens of others. In comparison, most fantasy games 
offer at least two or three types of elves, and rather 
broader options for their careers than “Indian Brave.” 
TSR, at least, has provided the gaming world with a 
supplement detailing pseudo-Amerinds for their 
Forgotten Realms campaign world setting, but for honest 

and accurate treatment of American Indians in West- 
ern games, the gamemaster is forced to research and 
develop his own versions of those tribes. An American 
Indian campaign might provide player characters with 
the interesting and educational experience of what it 
was like to be considered an expendable non-citizen in 
a land where one’s people have dwelt for a thousand 
years. 

0 ‘bow Arizona Skies: Bringing science fiction 
elements into Westerns can make for a weird and 63 exciting roleplaying experience. Television shows 

such as Star Trek and Battlestar Galactica had episodes 
set in the Old West, and the film Westworld brought 
future-tech and the Western together in an unsettling 
mix. Just as in the time-travel Western, a large portion 
of the excitement and the conflict will come through 
the fear of exposure, the attempt to return to their 
home (or repair their spaceship), and the cross-cultural 
shock which can happen when starfaring races land in 
19th-century America. 

O n  a less science-fictional note, the Borderland 
shared-world anthologies edited by Terry Windling 
detail a world where Elfland has encroached on the 
cities of the 20th century, creating a new frontier 
between planes. Setting the invasion of Faerie 150 
years before creates a number of interesting possibilities 
for gaming. How would pioneers react to this new 
frontier? Would the military try to wipe the Elves out, 
or would they treat them better than they treated the 
American Indians? For that matter, would the Indians 
fear those of Faerie, or would they join with them in 
fighting against the white man’s annexation of their 
lands? Think of it as Shadowrun without the technol- 
ogy. 

0 How the 
Western Q Western 

West Was #I : One problem with 
games is that they resemble most 
movies, which is to say that they are 

predictable and full of one-dimensional characters. 
Rather than looking at the best of the Western crop, 
gamemasters and players often take their inspiration 
from the hundreds of spaghetti Westerns depicting the 
West as a violent, bleak and lawless place where a 
man’s skill with his iron was the only thing on which 
he could rely. This goes back to the suggestions about 
characters. Moody, soft-spoken killers with wills of iron 
and nerves of steel are a dime a dozen for Westerns. 
They limit stories to simple battles of good versus evil 
(or more accurately, the people who pay me versus the 
other guys). 

How often does the same story (evil big-time 
rancher/railroad baron/banker against weaker farmers/ 
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sheepherders who need some hired help) need to be 
told? Westerns are full of other stories and themes, as 
are other forms of literature. If Francis Ford Coppola 
could remake King Leur into The Godfather III, why 
can’t enterprising gamemasters bring epic themes into 
his or her Western games? Why do Western characters 
always seem to be drifters? Integrating them into a 
community and making them a part of what is happen- 
ing can create a fascinating campaign where characters 
are more than two-bit actors in a one-horse spaghetti 
Western. 

Let’s look at just a few of the options available for 
Western gaming. Included with each is a short descrip- 
tion of the strengths of each setting. Entire campaigns 
can easily be structured around these ideas. 

Pioneers - Players are a group of settlers or 
trailmen heading to new territories, perhaps Montana 
or the Pacific Northwest. Threats include hostile 
wildlife, the rugged terrain, and unfriendly or curious 
Indians. A campaign like this can be the beginning of a 
long-range game which literally creates a frontier 
outpost or town around the actions of the characters. 
Integrated into a strong group of settlers, the characters 
literally are the pivotal figures in the area settled. 

The Cavalry - The gaming group is a small unit of 
scouts or soldiers for the U. S. Cavalry. As the most 
visible source of law in the land, they are often called 
on to perform peacekeeping duties and assist settlers. 
The wars with the Indians will test them, and perhaps 
divide them. How will they react to deserters? As 
soldiers, they are part of a large organization with 
certain privileges and responsibilities, and have a firm 
place in any Western setting. 

ment (and sometimes income) for cowboys was the 
rodeo, where they would have the chance to exhibit 
their skills in horseback riding, roping, bronco busting 
and other sports which were a part of their day-to-day 
life. Characters might be professional members of a 
rodeo (such as Buffalo Bill’s Wild West Show which 
toured the East) or it might provide a welcome relief 
from days of cattle herding. 

gunmen or outlaws, why not have the players become 
the law in a small town? All of them could be deputies 

The Rodeo - One interesting source of entertain- 

The Law - Instead of creating a group of cowboys, 
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(with one of them filling the role of sheriff), and the 
day-to-day struggle against lawlessness would be the 
theme around which the campaign would be structured. 
Note that this type of campaign might seem a little 
limiting, confined to one setting and a using a similar 
group of player characters, but the possibilities become 
excellent for adventure and actually broaden the 
motivation beyond a simple reward situation. & ’ ,  

./- 

a Straight to Heck: One idea would be to run 
something that is a combination of a 
Western and post-holocaust or science 

fiction setting. There are already a few examples of this 
available in gaming form. The game Rifts from Palla- 
dium has as its setting an area of the United States 
which has fallen to barbarism, resembling the spaghetti 
Western locale, but with cyber-knights and powered 
assault armor. 

Other sources of inspiration for post-holocaust 
Westerns are the Mud Max trilogy or a little-seen film 
called Slipstream (an obscure gem about a chase be- 
tween a lawman trying to track down an android 
wanted for murder and the man who wants to turn him 
in for a reward - an odd cross between Running Scared, 
Blade Runner and Zardoz). Stephen King’s Dark Tower 
trilogy, set in a future where the world has “moved on,’’ 
presents the engaging saga of Roland, the last gun- 
fighter, and his search for the Dark Tower at the center 
of existence. Filled with threats from both supernatural 
and scientific forces, Roland’s quest draws two humans 
from our Earth onto his own world, where they are to 
be his squires and aid him in his quest or die trying. In 
the books, the gunfighters are similar to the paladins of 
traditional fantasy games, a respected class of noble 
warriors who command respect from those they meet, 
vanquishing evil and spreading goodness and light 
across the lands they once walked. 

Hopefully, after reading this article, you’re 
willing to dust off that old copy of Boot Hill and give it 
another look. Maybe you’ll even think about buying 
one of the other Western roleplaying games on the 
market now and setting up a campaign of your own. 
Are you considering a cross-genre adventure set in the 
Old West with your regular roleplaying adventuring 
group? Hopefully, this article has given you some ideas 
which can be used in your own campaign, regardless of 
the system you play or the time period in which it is set. 
What matters is that as long as the ideals for which the 
Western genre stands (personal courage, exploration of 
a new land, the pioneering drive, a sense of history, and 
the making of a legend) are present in your roleplaying, 
then the spirit of the Old West is alive and well. 
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This article details a setting for use with Ars Magica. I t  describes a tower inhab- 
ited by a non-Hermetic sorceress of considerable power over birds, the air, and divina- 
tion. The Storyguide should place the tower in a region that suits her Saga, but the 
following points should be kept in mind: the tower should be remote from any centers 
of civilization, but close enough to the characters’ Covenant for interaction. It may 
be set in most types of terrain - on top of a hill is most suitable. 

The names and local details given in the article assume that the tower is in or near 
Provenqe, but it could easily be moved by changing the names to those of a different 
region. The sorceress herself is not closely linked to any specific area. 

THE SORCERESS 
Yoasmy the sorceress looks about 30 years old. She 

is tall (about 5’1 1”) and extremely beautiful, with 
waist-length blond hair and sky-blue eyes. 

in the ProvenGal region, under the name of Elise. Her 
beauty blossomed at  an early age, and the family had 
high hopes of a good match for her. Indeed, at the age 
of 10 she was betrothed to the heir of the Baron 
Tarranon. He was truly in love with the girl, and 
declined to marry her until she was 14. His father 
approved of this restraint, recognizing that she wouldn’t 
make much of a wife at 10, and so her family reluc- 
tantly postponed their ambitions. 

Elise was not terribly ladylike, however. She was an 
expert at climbing over walls and disappearing into the 
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She was born into the Ramaigne family, minor gentry 

countryside. She played with the local boys, at first 
pretending that she was a boy as well. Unfortunately 
she began to  believe this, and so one hot day she 
stripped to swim with the rest. Some of the boys 
thereafter wanted to get rid of her, as she was a “soppy 
girl”. However, as she had already proven that she was 
fully capable of doing everything they did (well, 
nearly), she was allowed to continue playing with 
them. 

In time, some of the older boys became aware of her 
differences and began paying her rather more attention 
than her parents would have liked. Having been 
brought up in proper ignorance, Elise was delighted, 
and had no objection to  the games that they wanted to 
play, especially when she discovered how much fun 
they were. 

one of her lovers a few months before her projected 
I t  was unfortunate that the local priest found her with 

 (order #945463) 74.249.136.75



IWOC 73 

W H I T E  W O L F  M A G A Z I N E  29 

 (order #945463) 74.249.136.75



marriage. He dragged the two of them before Elise's 
father, and told him what they had been doing. Her 
father was furious, and quickly drew his sword and 
killed the boy. He might have killed Elise as well, had 
not her mother intervened. Instead he beat her with 
the flat of the blade until she lost consciousness. 

After that, Elise found that iron, in any form, fright- 
ened her. She tried as much as possible to avoid it, and 
so was slightly relieved when her father announced that 
she was going into a nunnery, in order that he might 
have some excuse when the Baron came looking for a 
daughter-in-law. She rightly expected that there would 
be less iron around a nunnery than around a manor 
house. 

As mighr be expected, Elise was initially unhappy at 
the nunnery. She had never been very pious, and the 
quiet decorum required of nuns grated on her. She was 
a good Christian, however, and in time she came to 
accept the less pleasant aspects and concentrate on the 
two things she found that she really enjoyed. The first 
was the singing in the chapel, and the other was the 
garden. There, out from under the eyes of the sisters, 
she could let her reserve go a little. She soon found that 
birds would flock to her and even perch on her fingers, 
and in that garden she found happiness. 

However, she wasn't as unobserved as she thought, 
and rumors began to circulate that she was a witch who 
talked to the Devil's messengers in the form of birds. 
Her lack of ladylike reserve was also taken as evidence 
that she was in league with the powers of darkness. 
Fortunately the Prioress was a sensible person, and 
didn't do anything about the accusations. 

Soon after arriving at  the nunnery, Elise began 
having strange dreams. She would be walking toward a 
tower that she had never seen, and then suddenly the 
tower would vanish and she would find herself in the 
midst of a dream where she was a sorceress and the 
birds came at her command. After a month or so, she 
noticed that the tower was always the same, and that 
every night she got closer before the dream changed. 

opened in front of her as if by magic. Then she began 
climbing a spiral staircase until she reached a door. 
This also opened, and she found herself in a bedroom. 

By now the dreams had been continuing for about a 
year, and she began to worry that they might be the 
work of the Devil. The fact that she was excited at the 
idea of being a sorceress, and looked forward to the 
dreams, only served to make her even more worried. 
And so she asked her confessor what he thought about 
them. She was assured that they were indeed the 
Devil's work, and that she must pray hard to be relieved 
of them. The rumor of her confession spread through- 
out the convent, despite its supposed confidentiality, 
and added to the conviction of the nuns who thought 
she was a witch. Indeed, such was the pressure that the 
Prioress had to agree to call in a Black Friar to examine 
her for heresy, or face revolt from the other sisters. I t  
was a week after her confession, and a week before the 
friar was expected, that the first part of her dream 

Eventually she reached the door of the tower, which 
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ended with her lying down in the bed in the bedroom 
within the tower, and falling asleep. 

She woke up in the tower, with a man sitting beside 
her bed. He soon convinced her that she was in no 
danger, and then set to training her magical talent. He 
was Tarrophel, a non-Hermetic wizard of great power, 
and she was well taught. Her natural mastery over birds 
and the air, and over secrets, was greatly enhanced by 
his teaching. He even managed to teach her a little 
magic in other areas. His one failure was the magic of 
the earth, which she proved to be completely incapable 
of learning. 

After a few years of training she began to dream about 
a white eagle, flying aflame among the mountains. 
Tarrophel encouraged her to follow her dream, and she 
did so, going into the mountains and befriending 
Pannifo, a magical eagle and the son of Remmanos, 
Lord Eagle of the Pyrenees. Remmanos consented to 
his son's departure with the sorceress, and indeed still 
visits them on occasion. 

The dreams soon started again; this time they in- 
volved a swan. Again she followed them. This time she 
found a magical swan which was the bondservant of a 
dark faerie. In exchange for the swan's release Elise 
offered herself in bondage for a period of time which 
would last as long as the river at her feet. The faerie 
accepted the offer, and soon discovered that no river 

persists longer than a moment - the water flows on, 
constantly changing. Elise and the swan fled, leaving 
the faerie to fume and plot revenge. 

The dreams still continued, but now they were of a 
white crow. Again she set out, and this time she needed 
merely to befriend the crow, as it called no one master. 

Not long after that, a white wren appeared at 
Tarrophel's tower, and spoke to her, its words echoing 
inside her mind. Indeed, Rastus proved to be more 
powerful than any of her other birds, despite his small 
size. 

While Elise had to seek out these magically powerful 
creatures, she found that her power naturally attracted 
less powerful birds to her. Over the years of her training 
a large number of magical birds came to her, and served 
her in whatever capacity they were capable of. 

A year after Rastus arrived, Tarrophel pronounced 
Elise fully trained, and told her that she would have t" 
go her own way. He took her to the tower he had 
conjured for her, and told her that her name was now 
Yoasmy. 

Yoasmy set up in the tower, with her four greater 
birds and her whole flock of lesser ones, all white as 
new snow, around her to gather food and information. 
With her magic she garnered information concerning 
the surrounding lands and people, and for many years 
was content. Happiness does not last forever, though. 
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YOASMY 

Int +2 
Str &2 
Prs +3 
Dex +1 
VIRTUES 
Educated 
Venus' Blessing 
Animal Ken 
Mentor 
Visions 

SIZ 0 

Per +1 
Stm *2 
Corn +2 
Qik 0 
FLAWS 
Soft Hearted 
Enemies (x3) 
Common Fear - Iron 

CONFIDENCE 4 

PERSONALITY TRAITS 
Brave +2 
Gentle +2  
Curious +3 
Pious +1 
Trusts Nobles -2 
Loves her Birds +3 

ABILITY 
Provenqal Lore 
Church Lore 
Faerie Lore 
Church Knowledge 
Speak Provenqal 
Speak Latin 
Scribe Latin 
Animal Ken 
Visions 
Alertness 
Charm 
Guile 
Subterfuge 
Animal Handling 
Survival 
Sing 

STECIALTY 
Geography 
Convents 
Faerie forests 
Heresy 
Aristocratic accent 
Ecclesiastical 
Provengal" 
Birds 
Magical things 
Edge of vision 
Men 
Lying to authoritxi 
Whine 
Birds 
Forests 
Canticles 

SCORE 
10 
4 
3 
2 
5 
2 
4 
5 
4 
3 
3 
4 
4 
5 
2 
3 

*Latin in the Scribe Ability refers to the alphabet (as 
distinct from Greek, Arabic etc.) rather than the 
language. 

MAGIC MIGHT 30 (HALF DEFENSE AGAINST 

TERRAM srELLs) 

Gift of Knowledge: InXx Var, Cost 1 point/l5 
levels. This ability allows her any IntCllego effect except 
those relating to Terram. Use Hermetic spells as a guide 
to the level and thus cost of these effects. but do not 
limit Yoasmy to them. 
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Mistress of the Winds: XxAu Var, Cost 1 point/lO 
levels. This allows her to produce any Auram effect. 
Again, use Hermetic spells as a guide. Note that InAu 
is covered by the Gift of Knowledge. 

Lady of Birds: XxAn Var, Cost 1 point/l0 levels. 
She can cause any Animgl effect as long as it affects 
birds or is related to them in some other way. 

This ability allows her to take the form of any bird. Her 
clothes change with her, and the bird may be any color, 
even one not normally natural to its species. On the 
whole she chooses to appear white. Note that the point 
cost also applies when changing back to human form. 

Hand of Tinder: CrIg 10, 1 point. This power 
causes a small flame to emerge from her fingertip and 
remain there as long as she concentrates. This flame 
can be used to ignite easily flammable objects. 

Cloak of Feathers: MuCo 35'1 point per change. 

Vis: Each eye is worth seven points of Intellego vis. 

Roleplaying Hints: Yoasmy is initially rather shy 
of company, as she hasn't had much contact with any 
human beings apart from Tarrophel for several years. 
You (the Storyguide) should therefore avoid eye 
contact with the players and be a little awkward in your 
speech, occasionally not quite sure how best to express 
yourself. 

Yoasmy will be conspicuously uncomfortable in the 
presence of iron, and will ask characters not to bring 
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any into her tower. This may cause some characters to 
leap to the conclusion that she is a faerie. 

When she becomes used to the characters, however, 
Yoasmy will be cheerful and somewhat confiding, 
always careful not to hurt anyone's feelings. 

are threatened, in which case she will use all her 
considerable power to defend them. 

The only exception to this gentleness is if her birds 

STORY IDEAS 
1) Yoasmy's family becomes aware that she is living 

as a sorceress, and decides that the blot on their honor 
is too great to let pass. They decide to have her assassi- 
nated. Yoasmy is warned by her birds, and she turns to 
the Covenant for help. 

In addition to stopping the assassin, the characters 
could try to reconcile Yoasmy to her family - a much 
harder task. 

2) Her betrothed, now the Baron Tarranon, learns 
that she is still alive and not vowed in a nunnery. As 
he is still in love with her (despite being married), he 
decides to search for her. The Covenant is better 
known as a home of wizards than her tower, and so he 
comes to the Covenant seeking to know where she is. 
The characters then have to respond to the situation. 

3) Yoasmy decides that she would like to be 
reconciled to the nuns, as she has not lost her faith. 
The only people she know who could possibly act as go- 
betweens are the characters, and so she enlists their 
help. This will be a very difficult story, but one involv- 
ing almost no  physical violence. 

4) Tarrophel stops communicating with her, and 
she fears that something has happened to him, as she 
cannot find him with any of her magic. She asks the 
characters for help. This also cuts off her supply of 
longevity potion, and if the characters undertake to 
supply it to her, she will owe them quite a big favor. 

Pannifo is a large eagle, with an eight-foot wingspan. SIZE 
CLAWS: 1st +lo,  Atk +9, Dam +8 He is solid white, and his eyes seem to burn with a 

white fire. 
Pannifo is the son of Remmanos, the Lord Eagle of 

the Pyrenees. He is nearly immortal, and had spent 
over a century in the mountains, guarding the eagles 
and driving hostile forces away from their special areas, 
before Yoasmy came to him. 

She came to the mountains, and he saw her watching 
him for many days. As she neither did anything 
hostile, nor harmed any of his charges, he decided to 
investigate more closely. When he did so, he was rather 
surprised that she talked to him, as very few humans 
credited him with the ability to speak. 

He came to her many times over the next few weeks, 
and they became friends. Yoasmy told him of the 
wonders of the rest of the world. He was enchanted by 
the idea, and liked Yoasmy, so he took her to see his 
father. Remmanos consented to Pannifo going to live 
with Yoasmy, but reminded the eagle that he had 
responsibilities, and that one day he would have to take 
his rightful place as the Lord Eagle. 

Yoasmy. The lowlands were indeed as wonderful as had 
been promised, and his father came to visit from time 
to time, so he never lost touch. The only sore point was 
the lack of travel - Pannifo wanted to see the whole 
world, not just one little corner. 

Pannifo gladly took the reminder and left with 

STR +I 
INT o 
STM +2 

DEX +3 
PRS +3 
Qw +4 

PER +4 (+8 ON V I S I O N  ROLLS) COM '2 

FAT +2 
SOAK +3 
DEF +12 

BODY LEVELS: OK, -1, -3, -5, Incap. 

PERSONALITY TRAITS: 
Brave +2 
Wanderlust +2  
Merciful +2  
Gentle +2  

MAGIC MIGHT: 20 

Feathers of Fire: CrIg 20,O points. A t  will, 
Pannifo can change his feathers to white fire; each 
feather is replaced by a single tongue of flame. This fire 
causes +5 damage per round to anyone in combat with 
him, and raises the damage from claw attacks to +20. In 
addition, flammable objects near the eagle will catch 
fire. 

gaze bursts into flames and takes + 12 damage per 
round. The flames will be white, and will continue to 
burn until the target is reduced to a pile of ashes, or 
until it is submerged in water or covered in earth. Note 
that the target may be living or inanimate. 

Ward Against Heat and Flames: ReIg 25, 1 point. 
Effects are as the spell, ArM p. 91. 

Flock of Fire: MuIg 25 ,3  points. Turns a fire into 
2 flock of eagles, all made entirely of flames, that attack 

Burning Gaze: CrIg 30, 2 points. The target of his 
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at Pannifo’s desire. 
1st +5 Atk +5 Dam +5 
One eagle is produced for every point of damage 

that the fire would normally do, and they can only be 
destroyed by water, smothering or an appropriate spell. 
(PeIg 10 to destroy one. ) 

Vis: Body worth 10 points of Ignem vis. 

Roleplaying Hints: Pannifo can actually speak 
Provengal quite fluently, although his voice is some- 

what distorted compared to the human norm. Thus he 
can communicate directly with people who take the 
trouble to talk to him. He is obviously proud, trying to 
stay somewhat aloof from anyone he meets, but his 
reticence rarely lasts if it becomes apparent that a 
person can tell him something about the world. 

In combat, Pannifo will use Burning Gaze to create a 
fire and then fly through it, casting Feathers of Fire and 
Flock of Fire as he does so. This means that the fire 
appears to ignite him and then follow him as a flock of 
eagles. Any opponents not used to  magical effects 
should make Brave rolls upon seeing this. 

STORY IDEAS 
1) Pannifo’s responsibilities catch up with him, and 

his father asks him to deal with a group of humans who 
are disrupting the mountains. He investigates, and 
decides he needs the characters’ help. The humans 
could be anything from diabolists to simple miners, and 
the methods adopted by the characters should vary. To 
make life really complicated, the humans could be a 
new Covenant, setting up in the special area precisely 
because it is special - and has a magical aura. 

2) Remmanos is killed, and Pannifo has to take 
over. His responsibilities do not leave him time to track 
down his father’s murderers, and so Yoasmy promises to 
do so. She in turn enlists the help of the characters. 

3) Pannifo finally convinces someone to take him 
to see the world. This is either Yoasmy, in which case 
they both ask the characters to accompany them, or 
someone from the Covenant. If they (i.e. Yoasmy and 
Pannifo) leave on their own, Yoasmy could get into 
trouble and send Pannifo back to the Covenant to get 
help. This is a good way to get the characters involved 
in stories set a long way from their normal home. 

the world on his own. Yoasmy keeps track of him with 
her magic, and he gets into trouble. She goes to the 
characters for help. This is the seed for stories similar to 
the above. 

4) Pannifo gets sick of waiting and sets off to see 

NEMARS 
Nemars is a magical swan. She is only of average size 

for her kind, but her plumage almost seems to glow 
white. She is by far the most beautiful swan that the 
characters are ever likely to see. 

For many years, Nemars was magically bound to 
Lemaras, a dark faerie. He used her powers for ends 
with which she did not agree at all, but there was 
nothing she could do about it. Indeed, the faerie often 
cruelly tortured her family and friends before her eyes, 
and she was unable to resist due to the binding. 

This continued for years with no sign of release in 
sight, until Yoasmy appeared at the edge of the dark 
lake where she lived. The sorceress soon won the 
swan’s trust - anybody had to be better than Lemaras 
- and together they hatched a scheme to trick 

Nemars’ freedom from the faerie, and then free the 
other birds. 

The trick, as described above, worked perfectly, but 
in his fury Lemaras was revealed to be far more power- 
ful than either Nemars or Yoasmy had thought. They 
were forced to flee, leaving the other birds in bondage. 
While Nemars has been much happier free than she 
was before, her happiness is poisoned by the thought of 
her family and friends, who are still in bondage to the 
faerie. 

STR .I 
INT .I 
QIK o 

DEX 
STM +I 
PER +4 
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SIZE .2 

ATTACKS: NONE 

FAT +I 
SOAK +3 
DEF +6 

BODY LEVELS: OK, - 1 ,  -5, Incap 
PERSONALITY TRAITS: 
Majestic + 1 
Brooding +2 

MAGIC MIGHT 20 

P O W E R S  
Cloak of the Duck’s Feathers: ReAq 5 , O  points. 

Effects as per the spell, ArM p. 83 
Mighty Torrent of Water: CrAq 25, 2 points. 

Effects as per the spell, ArM p. 82 
Deluge of Rushing and Dashing: CrAq 20, 1 

point. Effects as per the spell, ArM p. 82 
Gift of the Floating Wood: ReAq 10, 1 point. 

Effects as per the spell, ArM p. 83 
Chaos of the Angry Waves: ReAq 15, 2 points. 

Effects as per the spell, ArM p. 83 
Bounty of the Deeps: ReAq 30, 2 points. This 

causes edible things native to the body of water on 
which Nemars floats to come to the surface near her. 
They are still alive when they surface, but can easily be 
caught. One use will produce enough food for a dozen 
people for one day. 

Lake in the Desert: CrAq 50, 5 points. This power 
allows Nemars to create a lake wherever she lands. The 
created water remains until she takes off, whereupon it 
vanishes. This lake will be a maximum of 100 yards 
across, and so may be very shallow if created in a flat 
area. 

Vis: Body worth 10 points of Aquam vis. 

Roleplaying Hints: Nemars is perpetually melancholy, 
and constantly thinks of her family. She cannot 
actually speak, and so characters will need to use magic 
to communicate with her. If she does talk to a charac- 
ter, she will broach the subject of her loved ones’ plight 
at some point. 

knock opponents back before fleeing; she has little taste 
for fighting. 

In combat she uses Mighty Torrent of Water to 

STORYIDEAS 
1) Lemaras launches his attack against Yoasmy. 

This attack has been planned for several years by a 
powerful faerie, and so it should be subtle. Warping 
people’s perceptions of her and smuggling fey creatures 
among her birds would be possible lines of attack. 
Yoasmy cannot cope on her own, and turns to the 
Covenant for aid. 

2)  Nemars comes to the Covenant and asks them to 
free her family, as Yoasmy is afraid to. Lemaras has 
proven himself to be a powerful faerie, and as she will 
not be able to trick him again, she knows that she 
doesn’t have enough power to force him to free the 
other birds. 

3) Lemaras kidnaps Nemars and takes her back to his 
lake. Although he can no  longer bind her to obey him, 
Yoasmy is afraid that he will torture her. She asks the 
characters to rescue the swan. 

Usillion appears as a normal crow save for her 
white plumage. Visually, that is her only distinguishing 
feature. 

Usillion lived free, a completely unbound magical 
creature. One day, Yoasmy appeared in her forest and 
began trying to befriend her. A t  first Usillion was 
cautious, but she was gradually won over by the sorcer- 
ess and agreed to go with her. Besides, she was becom- 
ing very curious about human beings. 

ambitious and amoral Tytalus Magus, had been watch- 
ing Usillion with a view toward taking her as a familiar. 
While an intelligent animal could not immediately be 
made into a familiar, Gordius looked forward to the 
challenge involved in crushing the bird’s natural 
intellect without damaging its magical powers. 

At Yoasmy’s tower, Usillion took a great interest in 
all the humans around, reading their minds, learning 
about them, and becoming extremely sympathetic to 
them. 

Unknown to either of them, Gordius, a young, 

DEX +3 
P R S  0 
Qw +3 
C O M  +2 

STR /3 
INT +3 
STM +I 

SIZE 3 
P E R  +3 

S W O O r :  1st +8, Atk +6, Dam +1 

FAT o 
SOAK o 
DEF +lo 
BODY LEVELS: OK, Incap. 

PERSONALITY TRAITS: 
Curious +3 
Friendly +2 

W H I T E  W O L F  M A G A Z I N E  35 
 (order #945463) 74.249.136.75



MAGIC MIGHT 20 

POWERS 
Mastery of Mind’s Mystery: XxMe Var, Cost: 1 

point/lO levels. This allows her to create any Mentem 
effect. Use Hermetic spells as a guide, but interpret 
them; she is a crow, not a person. 

Vis: Head worth 10 points of Mentem G ~ ~ .  

Roleplaying Hints: Usillion will speak directly in 
people’s minds via her magic, although she will not do 
so very often. She will also probe minds to find out 
what people know, and Magi may notice and object. If 
she does communicate with a character, she will be 
very talkative and prove to be very well informed about 
that character and any others. This is a good opportu- 
nity to reveal some dark secret and stir things up a bit 
at the Covenant. 

In combat, Usillion causes intense fear in her 
opponents (CrMe 20), so that they just run away and 
leave her. There are some remarkable stories circulating 
about her, the result of men trying to rationalize just 
what was so frightening about a white crow. For 
example, some people claim that she can summon 

demons from the pits of Hell to aid her, while others 
say that she can change into a dragon when threatened. 

STORYIDEAS 
1) Gordius finally strikes, hidden from Yoasmy’s 

eyes by his magic. She turns to the Covenant to help 
fend off the attacks, and they discover that the attacker 
is a Hermetic Magus. This creates something of a 
dilemma, as technically they should help Gordius, 
while in practice they are much more likely to want to 
help Yoasmy. 

man in the local village, and wants to be made human 
so that he will love her back. This is outside Yoasmy’s 
ability, and so she turns to the Covenant. Once she has 
been given human form, she still has to be taught how 
to behave. And then there are the problems that arise 
when she does win the man. 

3) Usillion probes the mind of a wandering Magus, 
who takes her prisoner, assuming that she is spying for 
his enemy. Yoasmy asks the characters to  get her back, 
and to do so they may well have to help the Magus in 
his fight. If the Magus who holds Usillion is actually in 
the wrong, this could present an interesting moral 
dilemma. 

2) Usillion becomes rather enamored of a young 

Rastus appears to be an ordinary wren save for his 
white plumage. In fact, Rastus used to be a Hermetic 
Magus of considerable power, and a member of House 
Bonisagus. Unfortunately, the problem of demons 
intrigued him, and he began to dabble in forbidden 
studies. 

After a while he did rather more than dabble, and 
became a great authority on the forces of Hell. Such 
activity naturally aroused their attention, and at first 
they were content with their normal strategy of at- 
tempted corruption. However, Rastus was very strong- 
willed and very principled, and so the corruptive 
attempts failed, while Rastus became more and more 
capable at controlling and defeating demons. 

At  last Hell actually became afraid of what this 
Magus would do if left to  his studies, and sent a de- 
monic horde to destroy him. Rastus had been waiting 
for this and, aware that he couldn’t beat all Hell on his 
own, he hid. He hid behind a transformation spell that 
he had perfected to such a degree that even demons 
were unable to detect him. And so he became a wren. 

However, despite his physical appearance, he still had 
human desires for company and intellectual stimula- 
tion. And so he sought out Yoasmy, to hide among her 
many magical birds. So far it seems to have worked. 

STR DEX +2 
T N T + ~  PRs #I 
STM+I Q I K + ~  
PER +6 COM +2 

SIZE #5 

ATTACKS: None physical 

FAT o 
SOAK o 
DEF +I2 

BODY LEVELS: OK, Incap. 
FATIGUE LEVELS:OK, 0, -1, -3, -5, Unconscious 

MAGIC ARTS 
Techniaue Form 
Creo: 30 AnimBl: 4 Ignem: 14 
IntCllego: 32 Aquam: 7 ImBgonem: 13 
Muto: 3 1 Auram: 6 Mentem: 22 
Perdo: 35 C6rporem: 17 Terram: 9 
Rego: 35 Herbam: 5 Vim: 40 

Add eight to all techniques and seven to all forms 
should he return to human form. 

ABILITY 
F’ inesse 
Penetration 
Certgmem 
Parma Magica 

SPECIALTY 
Vis 
Vis 
Vis 
Menteill 

SCORE 
4 
7 
3 
8 
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P l a y  F a n t a s y  

L i v e  T h e m  
w i t h  

A 

A 

There are fineen unique kingdoms to choose from in each game of Aiamaze. 
Each race has its own strengths; the Sorcerer, for example, may not start as 
the greatest military might or political colossal but with the development of hi: 
spell-casters he is able to summon special troops types, cast terrible and 
effective offensive magic, affect the economy of his kingdom, telepurt to the f;  
reaches of Alarnaze, and much more. The Sorcerer Is not a hack and slash 
position; instead; if  q u i r e s  a player who can enjoy, develop and utilize these 
special and powerful talents. Are you such a player? 

A E 

G a m e s !  

I 
"Alamaze is a treat. SDeakina as a aame 
desi ner, it's one of the fine5 desifns I've seen. ' I  

-- dAGON#131 

Alamaze is the highly-acclaimed fantasy play by mail game where 
the road to victory may be traveled many different ways. Compete 
using your wits with economic, covert or political tactics; use raw 
power with military or magical exploits; or, perhaps to the dismay 
and possible demise of your adversaries, use a devastating 
combination of tactics. 

The strategy is intense, the action fast paced. and the 
well-phrased and varied descriptive results highly-anticipated. 
There is no need to spend excessive time completing the turn 
sheet as computer processing relieves the burden and 
time-consuming monotony of placing your orders in a particular 
sequence. 

Every game has a victor and placement standings for each 
kingdom with a maximum game duration of 40 turns. Play balance 
assures that it is your skill and daring that will make the difference 
as each of the First Cycle kingdoms have achieved first, second, 
and third place standings. 

To begin your adventure in the amazing world of Alamaze, send 
$1 5 for an entire set-up package that includes two informative and 
explicit rulebooks, a large five color map, and the first two turns of 
play. Thereafter, your laser-printed turns cost only $6 and may be 
delivered to Pegasus Production by the means most cunvenient 
for you (mail. phone or FAX). 

"Alamaze is the best fantasy PBM I have ever 
olayed. ' I  -- Stewart Wieck in WHITE WOLF 
Magazine #2 1 

P e g a s u s  
P r o d u c t i o n s  

P O B  2 4 8 W  

W a y n e s ~ i l l e ~  
N C  2 8 7 8 6  

Free brochure also available. Rules alone 
available for $8. 

Winner of the 1988 Origin* award for h e 4  
PRM and the 1987 Paper Mayhem magazine 
best PBM award. I 
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ABILITY 
Concentration 
Meditation 
Hermes History 
Hermes Lore 
Magic Theory 
Occult Lore 
Church Lore 
Legend Lore 
Speak Latin 
Scribe Latin 

STECTALTY SCORE 
Ignoring Pain 4 
Resting the body 3 
Demons & Diabolists 4 
Diabolists 4 
Vis 8 
Demons 14 
Corrupt ion 4 
Demons 4 
Occult terms 6 
Codes 5 

STELLS 
As a powerful wizard, R a m s  knows many spells. A lot 

of them are related to demons, but a lot are not. If you 
think a particular spell would be common in the Order, 
he probably knows it. Don’t forget that he can use 
spontaneous magic as well. 

He has also mastered several spells. Most of them 
relate to demons, and are not detailed here, but three 
do not and are relevant. 

Clenching Grasp of the Crushed Heart - PeCo 40, 
ArM p. 87 
Hands of the Grasping Earth -MuTe 15, ArM p. 97 
Words of Unbroken Silence - CrMe 5, ArM p. 94 

Roleplaying Hints: Rastus uses Words of Unbroken 
Silence to speak to people, since he can cast it with no  

chance of fatigue. However, people have to speak out 
loud to reply. Since only his interlocutor can hear what 
Rastus is saying, this can lead to people getting rather 
funny looks. Rastus is a little reticent, and tends to 
assume that an ulterior motive lies behind everything 
-habits built up over years of dealing with demons are 
hard to dispel. He is also rather arrogant. After all, Hell 
considered him enough of a threat to be worth elimi- 
nating rather than trying to corrupt. This arrogance 
may yet corrupt him. 

In combat he either uses Hands of the Grasping Earth 
to hold opponents while he gets away, or just kills them 
with Clenching Grasp of the Crushed Heart. He may 
kill people for rather less provocation than the charac- 
ters think reasonable, as he does not consider 
nonmagical people to be particularly valuable. 

STORY IDEAS 
1 ) Demon spies arrive in the area looking for 

Rastus. The characters have to deal with a sudden 
increase in the number of locally active demons, and 
Rastus will eventually offer his aid. This will result in 
the characters finding out his background, and prob- 
ably inadvertently giving him away. They will then 
have to find a way to get rid of the demons perma- 
nently. 

2 )  After the characters do a big favor for Yoasmy, 
Rastus tells them where he hid his library. This library 
is probably the best source of demonological lore in the 
world - in or out of the Order. Unfortunately, there 
are a few problems involved in getting it, and probably 
a few demons keeping an eye on it. Even if the books 
are retrieved, characters may well have to deal with the 
suspicions that House Quaesitoris would probably 
harbor about the members of a Covenant with such a 
good library on demons. 

3 )  Rastus tires of being a wren and decides that he 
wants to rejoin the Order as a human Magus. Before he 
can do this, however, he needs the characters’ help to 
get all the demons off his back. If they successfully help 
him, he will join the Covenant, bringing his library 
with him, and will personally teach characters for one 
season per year. 

TH 
These are almost ordinary, except that they are all 

white and can communicate with Yoasmy. They also 
have minor (no point cost) magical powers that make 
it easier for them to hide and give them sharper senses. 
Assume that they all have Magic Might scores of 5 
unless you want to create some with other scores. In 
any event these scores should not exceed 10. These 
birds spy for Yoasmy, and steal food. Most of this food 
comes from wild plants, but some comes from the fields 
of local villagers. The lesser eagles (i.e. not Pannifo) 
have been known to carry off lambs. 
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STORY IDEAS 
1) The Covenant’s food supplies are raided by some 

white birds. The characters decide to investigate, as 
such disparate species acting together is very unusual. 
This is a good way to introduce them to Yoasmy. 

2 )  The local villagers claim that a white eagle has 
started carrying children off. They have heard of the 
sorceress and threaten to burn down her tower. The 
characters should quickly eliminate Yoasmy’s eagles as 
possible culprits, and they then have to find the real 
villain to deflect the villagers’ wrath. 

THE TOWER 
The tower in which Yoasmy lives is constructed from 

white marble and is obviously of magical origin. The 
area in which it is set has a Magical Aura of 4. 

is 12 feet in external diameter and 90 feet from the 
ground to the bottom of the second stage. Glazed 
windows spiral around the tower in two lines. 

The second stage is 20 feet in external diameter, 
spreading out equally on all sides from the lower part, 
and is 25 feet tall. All the sides are glass; narrow strips 
of white marble divide it into twelve panels. 

The third stage is 40 feet high and spreads out to 30 
feet in diameter at its widest point. I t  is shaped like a 
half-opened rose; all the petals are constructed from 
marble filigree, with many spaces in and out of which 
Yoasmy’s birds fly constantly. Around the base small, 
curling triangles of marble form sepals; water constantly 
flows over and off them. 

Overall, the tower looks like a marble rose. This is 
because the rose is Tarrophel’s emblem, and he built 
the tower. 

The tower itself comprises three parts. The lower part 

INTERIOR 
Each interior room is 10 feet across and circular, with 

a 15-foot-high ceiling. Each room has two windows, 
though their positions will vary from floor to floor. 
One-foot-wide spiral stairs run around the walls of the 
rooms, and a column of water flows up near the stairs, 
through holes in the floor and ceiling. The stairs take 
exactly one circuit of the rooms to rise one level, and 
are simple slabs of stone, anchored only to the wall. 
There are no handrails, and characters with a fear of 
heights may well be nervous about climbing them. A 
brazier hangs from the center of each ceiling; the 
braziers on the top four floors are lit. 

Note that the rooms of the tower are very small, 
especially since the stairs take up space along the edge. 
If there are more than a couple of people in any one 
room, it will definitely feel crowded. All the surfaces - 
walls, floors and ceilings - are plain marble. This is 
because they were all created by the same spell that 
built the rest of the tower, and it would have been 
complicated to create them from different materials. 

Anyone new to the inside of the tower will be 
surprised to see birds constantly flying about. Those 

watching them carefully will observe that they keep the 
braziers stocked with fuel, bring in food, and even clean 
the rooms. If a character is particularly filthy, she will 
find herself pestered by birds trying to clean her up. 

GROUND FLOOR: RECETTION AREA 
The only notable feature of this floor is the door, 

which is enchanted bronze: very tough indeed. (Soak 
+30, 20 levels damage to break down, or Re/Pe Te 40+ 
to open by magic. ) I t  is also enchanted to open 
normally only to a certain password, known only to 
Yoasmy. Not even the birds know it (with the probable 
exception of Usillion), as they don’t need to use the 
door. Yoasmy does use the door, having been warned by 
Tarrophel that it is risky to take different forms too 
often. 

FIRST FLOOR: STOREROOM 
Like it says. There do not seem to be very many stores 

around, though, even in winter, and all the things 
stored here are rare - spices, fruits and the like. There 
are also lengths of cloth and wood to repair the furnish- 
ings. Tarrophel enchanted this room so that things 
stored here do not decay in a normal length of time. 
(For example, fruit will stay fresh for a year. ) At your 
option, they might never decay, in which case this is, 
at least on the surface, a violation of the Limit of 
Essential Nature. This should make the characters 
eager to see Tarrophel. 

SECOND FLOOR: LIVING ROOM 
This is where Yoasmy relaxes if she wants to relax 

indoors. I t  is also where she cooks; this room’s brazier is 
rigged to a system of pulleys so that it can be lowered, 
and spits and pans are attached as fittings. A finely 
crafted harp usually leans against the couch. Note that 
the room would be crowded with two people in it - 
this tower was not designed for the reception of visitors. 
The furnishings are of simple design, constructed from 
pale wood and upholstered in light blue. 

THIRD FLOOR: BEDROOM 
Again, like it says. The bed is a plain four-poster with 

white sheets and off-white blankets, all acquired by 
helpful birds. The bowl and ewer (jug) on the wash- 
stand are pewter. The clothes on the rail are mainly 
variants on white robes, though there is a nun’s habit, 
now rather too small for her. 

FOURTH FLOOR: CHATEL 
The existence of this room is likely to shock charac- 

ters. Yoasmy has not lost her faith, and even got a 
sympathetic friar to consecrate this room. As a result it 
has a Dominion Aura of 5, increased to 10 around the 
altar. If Lemaras’ attack, or that of any other magical 
being, is causing her severe problems, she will hide in 
here and send her birds for help, either to the charac- 
ters or to Tarrophel. 
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The altar is very plain, but it does contain a relic 
worth one Faith Point, which Yoasmy can use if she is 
touching the altar. 

FIFTH FLOOR: LIBRARY 
The lectern in here is normal library furniture for the 

period - bookshelves weren’t invented until about the 
17th century. The books are chained in shelf space 
under a sloping reading surface, and are lifted to the 
lectern for reading. The library has the following scores: 
Provenqal Lore 5, Church Lore 2, Church Knowledge 
1. All the books were written by Yoasmy, and are in her 
own hand. There are 10 volumes in total. 

Viewing room: The windows are enchanted. Any- 
thing that is seen through them is seen perfectly 
clearly. A man several miles away would look no bigger 
than normal, but Yoasmy could still make out every 
hair on his head. The magic of the windows will be 
customized to the location of the tower, so that Yoasmy 
can watch all approaches to her tower, no  matter what 
obstructions would normally impede her line of sight. 

If the tower is on a hill, the magic of the windows is 
effective as far as the horizon, though not through walls 
or other obstructions. Indeed, if the characters’ Cov- 
enant is in line of sight of the tower, Yoasmy will know 
a lot about things that occur outside or in view of a 
window facing her tower. 

Note that the stairs stop on this level. The only 
access to the aviary is by flight - not that this is a 

DUEL - Finally a set of rules you can play AND afford! These 
rules cover all the basics, with an emphasis on fantasy. Includes a 
basic fantasy setting, and a solo! Features the most innovative 
Magic System you’ve ever seen! If a spell can’t be simulated in this 

$7.95 
MEGA-DUEL -The advanced rules for Multi-Genre Role-Play- 
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Master Screen! $7.95 
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MEGA-DUEL, the DUEL GameMaster Screen, Player Refer- 
ence Cards, and a complete Adventure for 3-5 players! The best 
value in Role Playing you have ever seen! $19.95 
Revolution: 2220! - A pulse-pounding, two-fisted worldbook for 
DUEL, set in the near future. Aliens have come to Earth, ap- 
parently to join us, but then betray us. Can you free the Earth from 

$7.95 
Wooden Ships & Iron Men - Welcome to the Victorian Age! 
Steamers, elusive technodrones working with the powerful cal- 
culating engines pioneered by Babbage and Edison, dictate world 
policy. Mighty steam-powered Robots, built of Iron and Wood, 
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problem for Yoasmy or her birds. 
Aviary: There is a stone grid over the floor, and a 

solid floor under that. The water from the column runs 
over this constantly (thus cleaning the place) and flows 
out of the aviary over the marble sepals mentioned 
above. The aviary is always full of birds, and they are 
usually singing. This would be pleasant if there were 
slightly fewer species, but as it is it degenerates into 
simple noise. 

STORY IDEAS 
1) Yoasmy becomes discontented with the plain 

decor of her tower, and asks the characters to help her 
do something about it. She doesn’t want charity, just 
contacts to people who can provide more ornate things. 

2) The sheets on the bed are embroidered with the 
crest of the Covenant, and anyone who pays attention 
to such matters will know that some sheets went 
missing a while ago, at about the same time as a small 
amount of vis. 

3) Yoasmy is not very good at playing the harp, and 
will ask any skilled character to teach her. Indeed, she 
may see the character playing at the Covenant, from 
her windows, and send one of her birds with an invita- 
tion. 

4) The characters notice that Yoasmy doesn’t have 
any stores, even in winter, as her birds bring a constant 
supply of food. They decide to find out from whence 
this food is comes. This will involve tracking the birds 
to some magical location, possibly even to Arcadia. 

MEETING YOASMY 
The following ideas are suggestions as to how you call 

introduce Yoasmy to the characters. Some of the story 
ideas given above could also serve this purpose. 

1) The characters require some piece of local infor- 
mation in the course of a story. They have heard stories 
about the all-knowing sorceress in the area, and so they 
go to see her. In all probability, she will be able to help, 
and will probably be happy to. 

2) Yoasmy observes the Covenant via her magic and 
decides that it would be a good idea to be on friendly 
terms. She therefore sends an invitation by one of her 
birds, for a single Magus to visit. The characters may 
suspect a trap, but the only reason behind the limited 
invitation is the small size of her tower. 

3) In the course of a story the characters accidentally 
kill one of Yoasmy’s birds. She is annoyed at this, and 
various magical troubles begin to plague the Covenant. 
A group of covenfolk have to visit her and try to 
smooth things over, probably by undertaking some kind 
of service. 

4)A fanatical traditionalist Quaesitor arrives in the 
area, intent on tracking down non-Hermetic wizards. 
He has heard of the sorceress and demands that the 
characters seek her out and help destroy her. If possible, 
the characters should be encouraged to side with 
Yoasmy against the Quaesitor - that way you don’t 
waste the setting on a single punch-up. ,a, 

‘4’ 
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(continued from page 5 ) 
product of a pervasive (and legitimate) 
concern that WW (like many other 
underground phenomena that “go 
corporate”) might lose its edge. Sure, 
there’s something cool and vaguely 
subversive about underground mags, 
with their rough-hewn production, 
B&W illos, and personalized slant. 
(Hell, I loved the old Dragon magazine 
circa ’79 through the early ’80s.) On 
the other hand, adding the new 
production processes simply opens up a 
lot of new options - it  doesn’t 
necessarily detract from the content. 
An article’s gonna read the same 
whether it’s manually typed on 
notebook paper or formatted on slick 
glossy paper a la Vanity Fair. Maybe 
the new look will grow on you (or at  
least become tolerable) after a few 
issues. - RHI 

Dear Stewart, 
I read the Letters section in 

#33, and noticed how some readers 
simply slaughtered your new format. ’ with fold-outs, scratch-n-sniff, 
Well, I’d like to make my com- 
ments on the format too, as I am a 
longtime reader, and felt qualified I personality. But it’s character, and 
to do so. I not color that sells magazines, you 

I rather enjoy the color thing. I i have both ... bummer. 
feel in some places some good old- ’ 

fashioned B&W illustrations should 
he thrown in.. .as they say, too 
much of a good thing.. .but 1 like 
the color addition. I looked through 
my old stacks of WW after the new 
format was introduced, and saw 
where some color could’ve done 
wonders. 

I do miss the old style of 
binding, with the hard spine and 
heavy cover. I’ve always liked this 
about your magazine. I t  makes the 
magazine last longer in my storage, 
and just gives it a neater appear- 
ance. I love the addition of top 20 
lists; I don’t know if you’ve ever had 
that in previous magazines, hut all 
the ones I’ve read in the past 
haven’t had it. And despite what 
everyone seems to think, I find 
nothing lacking in the text. Sure, 
#30 sucked, but everyone has a 
down day once in a while. Better to 

I he just #30, and not a rotten issue 
I every other publication! I still see 
I White Wolf as being a more per- 

sonal/less corporate ‘zine; I don’t 
’ think you could trash that feeling if 

you put it in all-color and 3-d with 
one of those tacky hologram covers. 
But being an international maga- 
zine, it does almost have to look 
like one anyhow. Ads for mega-corp 
games, full-page, every other page, 

whatever, would be pushing it, but I 
see no problem with the magazine’s 

I would, however, like to see 
more coverage of PBMs. You lost a 
lot of that. Putting in a PBM 
Corner just after Silicon Dungeon 
(which I think has also benefited 
from your new format) would be a 
great idea. 

Anyway, I love “Shadows 
Across the Big Easy.” I was so 
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impressed with this series of articles, 
I xeroxed them, added some 
additions of my own, and am 
continuing to bind them in a loose- 
leaf. I read one or two of the other 
magazines that feature Shadowrun, 
and it’s so annoying when the 
article is a page and a half of semi- 
useful shlock, and just when I see 
potential, the article’s over. Twelve 
pages of text, maps and stuff in 
#33.. .all stuff I can’t wait to use in 
the next meet of our group, and it’s 
all very playable. Can ya b’lieve i t?  
Kudos to you, sir (what’s a “kudo” 
anyway?) 

Well, in closing, I enclosed a 
pair of line reviews, so inspired by 
Mark Santillo’s letter (great review, 
by the way, Mr. Santillo; nothing 
like being on the spot for good 
results, huh?). Hell, I might even 
send you a manuscript or two of my 
own (I’ve got a hoxful), to contrib- 
ute to the best doggone swell 
gaming magazine around. 

well, but think about the old 
binding; that’s the one thing I miss 
the most! 

Hope your new format works 

Kevin Montanero 

[Kevin - Wow, another reader 
dissing issue #30. That was before my 
stint here, but I’ll have to dig out a 
copy; general consensus seems to be 
that it’s fodder for the birdcage. Glad 
you like the post-revisionist WW, 
though. 

As far as PBM goes, you should 
be pleased to note that coverage of said 
genre makes its triumphant(?) return 
to these pages this very issue. How’s 
that for service? 

I see you’ve put in yet another 
vote for the old binding; the grass-roots 
movement is growing. Whudduya say, 
guys? 

With regard to the last portion of 
your letter, the part about submitting 
articles - you, the readers, are this 
magazine. If you have something you 
want to see in print, by all means send 
it in. Don’t be intimidated; WHITE 
WOLF relies on material from you 
guys, and our circulation is only 
10,000 - it’s not like sending a story 
to the New Yorker or something. - 
RH] ’,# 
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BY SHANE HENSLEY 

CO Of 

the nt 

its tall. . . 

Now. 

The Surge is an event that could happen in a 
standard Torg campaign. It simulates the moment 
when the High Lords have finally drained enough 
possibility energy to alter its use and availability by 
Stormers and Storm Knights alike. 

The Surge is also a way to make the game deadlier 
and slightly more difficult, and to even up battles 
between those who are reality rated and those who are 
not. Finally, The Surge can be used as a transition into 
a sort of second edition. Some have complained that 
while the Torg system is light years ahead of many 
other games, its one problem is that ‘ords’ are no match 
for their reality rated opponents. The Surge changes 
this, but gives the campaign a story based event that 
changes the rules system, rather than an arbitrary rules 
revision. 

Insertion of these rules is easy, and can take place 
at any time during an ongoing campaign. A good time 

for this is during a combat with otherwise overpowered 
foes, such as a squadron of Nile shocktroops or a small 
band of edeinos. Such groups are normally no  real 
threats to a band of Storm Knights, so the rounds after 
The Surge should allow you and your players to note 
the difference before a more lethal situation arrives. 
Feel free to read or paraphrase the text below to add 
tension to The Surge. 

You stop suddenly. Something is coming; some- 
thing is changing. You feel your heartbeat slowly 
increase, and a weird silence settles over everyone 
around you. Your ears detect no sound, but your mind 
hears the growing thunder of horses approaching on the 
horizon. You nervously glance about, barely noticing 
the cold sweat that slides into your darting eyes, but 
there is nothing to see. Your heart beats faster, blood 
pumping through muscles that expand in expectation 
of. 
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What! There is nothing save an impending feeling 
of helplessness and alarm. Your finely tuned senses 
detect a slight shift in your axioms. You picture them 
crystallizing into a pane of glass, fighting to keep out a 
raging maelstrom that threatens your reality. The panes 
start to crack; white crevices race through your imag- 
ined cocoon as a terrible reality storm buffets your 
conjured shield. You hear the raging wind screaming as 
it fights to destroy your axioms; the sound is almost 
deafening. And then.. . 

There is silence. You hear only five billion desper- 
ate cries of remorse as the panes of reality finally crack 
and shatter into a thousand pieces of what-if. The wind 
catches most of the shards in a whirling vortex of 
possibilities and scatters the others like rain in a gale. 
They spiral upward, disappearing in an imagined bank 
of black clouds that hovers over you. You reach out 
with every effort of your will, trying to catch them with 
some unseen projection of your mind, but to no  avail. 
Earth’s reality has changed. 

Forever. 

The above describes the way some Storm Knights 
and Stormers may sense the sudden change in Earth‘s 
possibility pool. Core Earth characters adventuring in 
other cosms should feel the effects too, as the field of 
possibility energy around them suddenly weakens. 

The R 
So how does this affect game play? The list below 

should make Torg more realistic without seriously 
affecting the cinematic feel of the game. 

G 
The biggest change is to the Torg damage chart. 

The two columns, Ords and Possibility-Rated, have 
been averaged to produce a standard Combat Result 
Table. Paste this chart over the one on the 
gamemaster’s screen for easy reference. 

A mortally wounded character, say a Storm Knight 
that’s had an arm snapped by a Nile Empire Walking 
God, will probably be completely healed in three to 
four days under the current system. The following 
change to the healing rules on Page 19 should make 
getting wounded a little more dangerous without 
seriously cramping the flow of the campaign. 

The difficulties listed for the various types of 
wounds (Page 19) remain the same. However, the 
character may only remove one wound level every five 
days. Thus a Heavily Wounded Storm Knight will heal 
to Wounded after only one night’s sleep, but would 
remain so for the next five days before he can check 

Result Points 

S 

1 

2 

3 

4 

5 

6 

7 

8 

Effect 

1 

01 

2 

K1 

0 2  

W02 

Knockdown W3 

Knockdown W03 

Knockdown W04 

Result Points 

9 

10 

11 

12 

13 

14 

15 

+2 

Effect 

KnockdownNVnd K6 

Wnd K7 

2Wnd K8 

2Wnd K9 

3Wnd K10 

3Wnd K11 

4Wnd K12 

+I Wnd +2 Shock 

46 M A R C H  / A P R I L .  1 9 9 3  

 (order #945463) 74.249.136.75



again. After five days, the Knight may check every day 
until the wound is finally healed. 

modifiers from the Infiniverse Update. 
Note that injured characters should use the 

S 
A character may spend a possibility to roll again, 

but the second roll is not guaranteed to be a ‘10’ or 
better. This applies both to normal possibilities and 
those gained from card play. 

Under the current system, a character can succeed 
at anything, provided he has the possibilities. This can 
be anticlimactic if a particular situation is life-threaten- 
ing or bears great consequences on the situation at 
hand. The above change allows a character to stack the 
odds in his favor, but with no guarantees of the out- 
come. 

“grow wings” and attempts to jump a 20-foot gorge. 
Quinn’s player rolls a 10, followed by a 3, for a total of 
13. He wisely decides to spend a possibility, and rolls a 
third time. He rolls a 7,  which brings his die total up to 
20, a +7 on the bonus chart. He then plays a Hero card 
and rolls the die a final time, getting a 4 on his last roll. 
His total is a 24, or +8 on the bonus chart. 

Example 2: Quinn’s land rover plunges into the 
gorge and the mercenary decides to jump for an 
overhanging vine on the opposite side. He’s got an 
Acrobatics of 14, and the gamemaster tells his player 
that Quinn will need a 15 to grab the vine. Usually, 
Quinn could guarantee his success by spending a 
possibility, and his player could coolly sit back and suck 
up his slurpie. After The Surge however, the player 
rolls a 1, spends his possibility and rolls a 9, for a total 
of 10, or -1 on the bonus chart. Now Quinn needs to 
grow wings. 

Example: Quinn Sebastian tells his land rover to 

Reconnection 
The current rules are a little ambiguous ‘is to when 

a character may attempt to reconnect to his axioms. If  
taken literally, the player gets to make an attempt the 
very next time he needs to roll a die. The rules intro- 
duced after The Surge keep a player from intimidating 
his companions or other such nonsense simply to roll a 
die. 

Whenever a character is in a stressful situation, 
such as combat or interaction with an obviously hostile 
opponent, she may forfeit an action and attempt to 
reconnect instead. This may be repeated as long as the 
situation continues. 

When in a non-hostile environment, such as 

during detective work or normal character interaction, 
the character may attempt one reconnection per scene. 
Of course, if the Knight makes her one attempt for the 
scene and fails, but is subsequently involved in combat, 
she may forfeit her action and try again, as described 
above. 

M 
While it is nice to use one die total to determine 

the success of multiple actions in one round, characters 
will usually either fail all of their actions miserably or 
accomplish them with outstanding success. It is rare for 
a player to succeed at one task and fail at another 
within the same round. Also, a player may save up a 
good card hand for one round, and then attempt several 
actions simply because he knows his total will be so 
high. After The Surge, reality works a little differently, 
though no less dramatically. 

Each player announces all actions at the beginning 
of the turn. If she announces that her character will 
take multiple actions, use the following procedure: 

adding a Difficulty Modifier of +2  as per the Multi- 
Action Chart. She may play cards and spend any 
possibilities before the effects of the action are revealed. 

The character then checks her second action, 
adding a Difficulty Modifier of +4. She may spend 
additional possibilities and cards on this action, and the 
effects are decided. Cards and possibilities spent on 
earlier actions do not affect this total. 

. ..And so on until all of the character’s actions are 
finished. Remember, she may not stop before all of the 
actions are accomplished unless the failure of a previous 
action dictates that latter actions are impossible or 
pointless. The player may announce that she will take a 
second action only if her first action succeeds, but she 
still incurs the relevant difficulty increase regardless of 
whether or not she actually takes the second action. 

The character generates a total for her first action, 

Example: 
Tobe, a renegade corporate ninja, has been caught dead 
in the sights of a Mar-Sec agent. Tobe’s player an- 
nounces that he will attempt to trick his opponent by 
glancing suddenly at a nearby doorway. If the goon 
turns his head to look, Tobe will jump him. 

the right, and his player rolls a trick total, taking the +2 
DN into account because he might attempt a second 
action. Tobe rolls pitifully, and the guard doesn’t even 
flinch. Tobe wisely decides not to leap into the Mar- 
Sec agent’s gun barrel, and so doesn’t attempt the 
second action, even though he has already ‘paid’ for it.iii 

This is a conditional multi-action. Tobe glances to 
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After 500 years of 
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peace, the old races are 

rising against man’s rule of Alamaze. The Second Cycle Of Magic Is Now Upon 

Us! New Kings (and now Queens) are thus introduced into the most recent develop- 

ment from Pegasus Productions. The Second Cycle has much the same feel as the 

First Cycle games and the fine playability aspects of the game have remained un- 

changed. There are, however, many refinements, enhancements and additions to 

challenge even the most accomplished gamesperson. 

Rating = 4 

Moderated by: 
Pegasus Productions, P.O. 
Box 248, Waynesville, NC 
28786 

Reviewed by John Moe 

For those of you who have yet 
to play Alamaze, I offer an intro- 
duction. Alamaze is a closed- 
ended, computer-moderated play- 
by-mail game set in a fantasy realm. 
The game is played on a four-color 
map comprising six different 
terrains. You assume the crown as 
the leader of one of 15 different 
kingdoms struggling to become the 
ruler of all Alamaze. In the First 
Cycle games there are 18 kingdoms; 
only 15 are in any one game. The 
18 kingdoms are: Elf, Barbarian, 
Dwarf, Dragon, Sorcerer, Westmen, 
Paladin, Underworld, Urik, 
Swampmen, Ranger, Witchlord, 
Halfling, Gnome, Darkelf, Giant, 
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Warlock and Nomad. Each king- 
dom is unique and has strengths and 
weaknesses that need to be ex- 
ploited and protected in order to 
succeed. 

All kingdoms need resources in 
order to enhance their abilities. 
These resources are provided mainly 
through the control of the numer- 
ous population centers spread 
throughout the map. At the 
beginning of the game the 12 cities 
on the map are the only PCs 
(population centers) that are 
known to all players. In addition to  
these cities, over 100 other PCs 
(towns and villages) will be on a 
given game board; these PCs move 
from game to game, and thus are 
not given permanent positions on 
the map. 

The most important resource 
produced is gold. Gold is used 
during the majority of actions that 
are available for kingdoms to 
undertake. Another resource 
provided by PCs is food, necessary 
to maintain a kingdom’s military, as 
it loses effectiveness if not ad- 
equately fed. 

The world of Alamaze is 

divided into 10 regions. The 
approximate location of each region 
is given on the map but the exact 
borders are not given because they 
also change from game to game. A 
kingdom can gain control of a 
region by owning PCs totaling more 
than half of the population of that 
particular region. 

All kingdoms have the same 
basic abilities. Every kingdom has a 
ruler, a wizard, an army, emissaries, 
agents and heroes. The initial 
ability in each of these areas is very 
kingdomdspecific. Emissaries are 
the nobility of a kingdom: Princes, 
Dukes, Counts, Barons, etc. They 
are mainly used to influence the 
PCS. 

Kings have a broader effect on 
the world than emissaries. A King’s 
influence determines how many 
actions can be taken by his king- 
dom in any turn and may be 
increased by a variety of actions 
(Kingly, militarily, High Council 
issues, and/or possibly magical) to 
provide the kingdom with more 
orders. 

sins, saboteurs, and spies of the 
Agents are the thieves, assas- 
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I<ingciom. Nlany ot tneir missions 
are highly dangerous. There is a 
safe option of training to advance 
an agent in level and thus increase 
its chance of success and escape. 

A kingdom may only have up 
to four active military groups at any 
time, but there can be as many 
soldiers in each group as a kingdom 
can muster. The military’s actions 
are as expected. They attack other 
groups, PCs, investigate sightings of 
magical artifacts and move from 
place to place. The military groups 
also hold the heroes and wizard(s) 
of the kingdom. The heroes are the 
Captains, Generals, Marshals and 
Warlords of the kingdom; they add 
to a groups effectiveness. A king- 
dom begins with between one and 
six wizards. Wizards are limited in 
level according to their kingdom. 
Most often wizards are assured of 
advancing to level three, four or 
five although magical kingdoms can 
advance to level eight. Wizards can 
affect nearly any aspect of a game 
with their spells. 

many different ways. The standard 
victory is achieved by controlling 
five of the 10 regions. Each 
kingdom also has a secret victory 
condition that can be used to 
achieve victory. There are also 
team games in which five teams of 
three kingdoms compete against 
each other. This version has a team 
victory, achieved when any one 
team controls seven regions. 

Victory can be achieved in 

The Second Cycle 
Many significant changes have 

been made to Second Cycle. The 
changes begin with the kingdoms. 
The Dragon kingdom has split into 
two factions, a Red Dragon and a 
Black Dragon. The Trolls have 
consolidated their position and are 
now a legitimate new power. Two 
races (Demon Princes and Ancient 
Ones) that have heretofore existed 
in secrecy have decided to take an 
active interest in the affairs of 
Alamaze. Special rules and/or 
abilities have been added to  

ennance nearly every Kingaom, so riarural erieiiiy, L L  L I T L U I I L T ~  

even the old familiar kingdoms 
from the First Cycle have changed. 
The Elf, Witchlord, Warlock, 
Sorcerer, Dwarf, Giant, Gnome, 
Underworld, Ranger and Darkelf 
round out the remaining kingdoms. 
The Second Cycle is a team game; 
two of the teams form a “Good” 
alliance, two teams form an “Evil” 
alliance and the last team is the 
“Neutral” alliance. In addition to 
the previous potential victories, this 
also presents an Epic victory 

difficult to ignore a natural enemy. 
In the First Cycle many cities 

began the game under the control 
of active kingdoms. Cities in the 
Second Cycle, however, all begin 
controlled by humans. The humans 
are not an active kingdom but in 
order to gain a city using emissaries 
it must first be neutralized, and that 
difficulty has been increased. A 
military group can still take a 
city outright. 

Emissary actions are 

Objective (ESO) for 
each kingdom. A n  
ESO is a series of 
criteria to achieve 
by either turn 10 or 
turn 15. Each 

different ESO along 
with different rewards 
for achieving the 

enemies are 

enemies no matter 
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Millennium’s End is a game system like noth- 
ng you’ve ever played. Combat uses plastic 
iverlays and “Body Maps” (diagrams of people, 
animals, or objects as seen from the attacker‘s 
ioint of view) for hit determination. A non- 
iblative damage system works with real-world 
dfects, like blood loss, shock, and impair- 
nent-all derived from a single table. The 
iierarchical skill system is flexible and power- 
‘ul. And the “Clue Tree” adventure format al- 
owscomplex, challenging adventures that don’t 
‘ailroad players’ ideas or bog down in play. 

A creative blend of reality with just the right amount 
I f  fiction and technology ... offers as much as games 
wice its price.” --White WoM 

‘The combat system ... is internally 
~ consistent and cohesive, and gets a 
I lotdonewithlittleroll- 

1 
ingofdice.”-The * scro// 

“One area where this 
r gamestandsoutfrom 

f you haven’t played Millennium’s End yet. 
check it out. You’ll be amazed that a “realistic’ 
system can be so fast, flexible, easy to play 
and just plain fun. 

If you don’t see Millennium’s End 
at your game store. ask for it 
Or contact: 

Chameleon Eclectic Entertainmeni 
P.O.Ebx10262 Blacksburg,Virginia 24062-0262 
8 n n  A ? F  Q Q ? ~  

loyalty is affected by “regional 
control and regional reaction” 
additional modifiers. There has 
been a change in the order to 
promote emissaries, so more Princes 
and other ranking emissaries can be 
expected. There is also a price (in 
terms of the King’s influence) that 
has been added to the recruiting of 
new emissaries. Emissaries (includ- 
ing Kings) may now be either 
female or male. This does not affect 
their power but does allow for better 
roleplaying. The lowest of emissar- 
ies, the Envoy, has gained addi- 
tional importance; he now doubles 
as jester and the kingdom will suffer 
slightly if he is kidnapped or killed. 
Restrictions have been placed on a 
king’s order to raise influence and 
his order to affect other kingdoms’ 
actions in other regions. 

There have been a number of 
economic changes in the Second 
Cycle. The 10 regions are now very 
unique in their production. A 
village in an excellent agricultural 
region will produce around 11,500 
food; the same village in a poor 
farming region will produce about 
4500 food. The same can be said 
for gold from region to region. Food 
has taken on greater importance in 
the Second Cycle as some orders 
now require food in order to be 
executed. Food and gold can now 
be traded on the open market by 
any kingdom at a predetermined 
rate, a special order which once 
existed only for the Halfling 
kingdom. Many restrictions have 
been put on trade between king- 
doms; these help enhance the 
reality of play. 

The military has also benefited 
from new orders. Groups can now 
intercept other kingdoms’ groups in 
an effort to engage them in battle. 
Once a group has intercepted an 
opposing group, the attackers may 
then pursue the defenders through a 
different order so that the two 
groups can continue to fight. Sea 
power has become increasingly 
important through the addition of a 
few new rules. All kingdoms need 

to pay better attention to what is 
going on militarily because the two 
Dragon kingdoms, the Giants and 
the Trolls are all able to field very 
impressive militaries very quickly. 

Agents have been given several 
additional orders to consider. Three 
involve spying on multiple areas 
while limiting the search to specific 
goals (PCs, groups, and unusual 
sightings). The Track Group order 
has also been modified. Special 
Status Points are now awarded for 
all prisoners, depending on rank, to 
reward the agents’ proficiency in 
their kidnapping efforts. 

at various times throughout the 
game. Each kingdom is assigned 
Status Points for controlling certain 
things. In the Second Cycle, Status 
Points are also totaled for the 
teams. The top two teams receive 
minor bonuses, while the last-place 
team can make a once-per-game 
“Appeal to the Gods.” If the 
Appeal is answered, each member 
of the last-place team receives 
assorted boons from the Gods 
which could significantly enhance 
each team member’s strength. 

Cycle have recently been made. 
Pegasus Productions has now 
opened up a non-team Second 
Cycle game for those who prefer a 
more individual-oriented environ- 
ment. A few private games are 
currently running, so if you can get 
a number of players together, a 
private game might be preferable. 
New players can enter a private 
Second Cycle game without playing 
a First Cycle game beforehand, 
although they might be at a disad- 
vantage by doing so. Artifact and 
PC locations have recently been 
changed, so experienced players no 
longer have as big of an advantage 
as they once had. 

All of these changes make the 
Second Cycle a fresh, exciting and 
dangerous addition to the First 
Cycle games which Pegasus Produc- 
tions has been running for over five 
years. fi 1; 

Status Point updates are made 

Some changes to the Second 

‘d 
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It’s a Thursday evening 
and your steady is watching 
television, all your gaming 
friends are on holiday in the 
Bahamas, and it’s raining. Are 
you bored to tears? 

Not if you’re playing PBM 
games. If, like myself, you are a 
fan of postal gaming, then you 
let out a loud cheer at finally 
having some time alone to 
work out your plans of galactic 
conquest without interruption. 
For the next couple of hours 
you can be purchasing space- 

Not Just For A Dull Evening? 
by Judith Proctor  

~ ~~ 

WHITE WOLF Magazine is renewing its 
coverage of the play-by-mail (PBM) hobby 
in cooperation with Flagship, the leading 
international PBM magazine. Since it has 
been some time since we ran PBM material, 
and because we have gained several new 
readers since our format change with WW3 I, 
we thought it would be helpful to print this 
introductory article. 

-~ 
ships, checking star charts, and phoning your allies to see 
who can lend you 50,000 MegaCredits! 

With that out of the way, you can take time to select 
the team for your football game. Can you get a decent 
quarterback in the draft? Should you replace your 
placekicker, who was injured last game? Can you make a 
deal with one of the other coaches? 

your Middle-Earth turn. The Witch King of Angmar has 
advanced his forces toward Moria and one of your allies 
tells you that the Nazgul are also on the move. Can you 
persuade the elves to  help out before the enemy arrives? 

Postal gaming is not just an alternative when you 
can’t find friends for tabletop games; it is a complete 
hobby in its own right and attracts new players every year. 
There are now 185 postal games running in the U.S., and 
those are just the ones with addresses listed in Flagship 
magazine. There may be even more. 

Postal gaming allows you to run the complete range 
from roleplaying in the Wild West (Stand and Deliver), 
running a civil war in Central America (El Mythico), 
coaching a football team (many games), wargaming in a 
fantasy world (Alamaze, Warriors and Wizards, and 
others), handling economics in a medieval world (Mer- 
chant Princes), building railways in the early days of the 
USA (Continental Rails), space opera (many games), etc. 
The list is almost endless. Wherever your dreams lie, there 
is probably a postal game where you can play them out. 

The advantages of play-by-mail games are many: 
1. You have lots of time to plan your move - no 

problems with trying to finish the game in a single 
evening. You can spend days on each move and make an 
in-depth analysis of what you want to do. 

2. I t  can often be tough finding enough players for a 
tabletop game, especially if you have just moved into the 
area. When you play postally, you take your friends with 
you. You can play in the same game for years if you wish, 

Of course, you’ll have to find another evening for 

and when you are playing 
against 20 or 100 other 
people, you can be sure 
that they will always be 
coming up with new 
tactics and ideas. 

3. A large computer- 
moderated postal game 
can be incredibly 
complex. You couldn’t 
handle that in a game at 
home without spending 
all evening looking up 
tables and rolling dice. 
.. 
You might get i t  in a 

home computer game, but you lose the fun of having live 
opponents. 

4. If you ask anyone why they play postal games, “th- 
people” is the most popular answer. You meet a great 
bunch of people. I have friends out there whom I have 
never met in person and probably never will. I talk gaming 
to them, but I also know their views on politics, folk 
music, favorite books, and all the things you discuss with 
friends anywhere else. It is also a hobby free of prejudice. 
Are those people out there black, white or piebald? Who 
knows, who cares? One friend has no fingers on his right 
hand. I only discovered this after I’d known him for a year, 
and by then 1 knew him well. If I had met him first, I 
might have found myself reacting to the disability rather 
than to the person. PBM gamers, like all gamers, come 
from every walk of life. Like gamers in general, they tend 
to be intelligent, articulate, amusing and great to know. 
The bonus is that while you can have a great friend next 
door, I can have one in Hawaii! 

How about costs? 
Turns in a PBM game can cost from $1 -$20 a turn 

depending on the game. If you compare this with what 
you might spend on a roleplaying game by the time you 
have bought all the supplements, sourcebooks and figures, 
it is not unreasonable. 

Some games can be amazingly simple and inexpensive 
to play; just fill in a few orders, sit back and wait for the 
results to drop through the letter box. Some of the more 
expensive ones will give you page after page of informa- 
tion, all of it relevant and absorbing. If you spend an 
enjoyable evening working out your orders for Beyond the 
Stellar Empire, then that could be considered very good 
value for six dollars. 

those who want to expand their gaming beyond the 
limitations of what is possible in one evening with half a 
dozen players. 

In short, play-by-mail games are the perfect hobby for 

‘4’ 
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n at 
the moment: there are a lot of new players coining in through Computer Gaming World ads 
and elsewhere (and, hopefully, Dragon ads starting in December), but not a huge number of 
ambitious new games. Some of the larger moderators seem very cautious about investing in a 
major launch while the recession persists, and we're tending to see more new scenarios and 
me-too designs than creative leaps forward. For what it's worth, our advice to anyone hesi- 
tating over the release of a new game with genuinely original elements is that this is a good 
moment to take the plunge. There's a lot of new blood out there waiting for, uh, a good- 
looking vampire to come along (trying not to mix the metaphor). 

There are no new games in the latest Paper Mayhem which we've not heard about di- 
rectly, but the Canadian Wargames Journal reports developments, and Computer Gaming 
World has sane  interesting electronic mail news summarized below. 

Computer-Moderated SF 
Simcoarum Systems has started the 

first cciniinercial Gime of Freedom 
recently. This space game places players 
in the roles of colony governors; they 
must decide whether to rehel against 
Earth o r  remain loyal. Each game has up 

and is set on a map of IO0 

Prohahly the largest game introduced 
at hdC(i11 (;I PAM convention spm- 
sored each year by Andon Games) \v;is 
Galactic Gambit by Bard Interactive 
Games. This game is a t  first glance 
reinini\cent of  the Starweb genre of 
games, in that it ha.; several character 
types that deteriiiine skills. With that, 
however, the similmties end. 

;is Psycho, Trader, Pirate and Monxch.  
Each class earns victory points f(>r 
different activities; each also has 
individual benefits and (sonietinies) 
disadvantages. Plancts h;ive industries, 

There are nine cliaractcr c 

agriculture, refineries, mines and 
popnlation. Each planet alsc has its own 
individual Tech Level, as well ;IS 

defensive hxes .  
There are four types of ship: the 

iininanned Probe, manned Scouts, Cargo 
ships, and Battleships k>r cornhat. Each 
has offense and defense ratings, cargo t i i d  

fuel capacity, and ;i fuel usage statistic 
(which determines how far the shili can 
travel before needing refuelmg). I t  is also 
possible to customize ships h y  adding 
additional capabilities. 

Space is deep and you \vi11 not be 
able to reach many planets during the first 
few turns. This will give you  time to b u i l d  
up your econc>mic lwse a hit before you 
run intt, other playei-s. Travel is accoin- 
plished by himply moving in the direction 
you \vish: there is no need for  'paths' 
het\veen 5tars like Starweb. The tither 
way to move is throiigh Stargates, hut y o u  
must first travel to :i place ;rnd huild a 
Stargate there. 

Orders are given in code strings; 
each order description contains an 
example to aid the player in properly 
filling the order. Because of the large 
number o f  possible orders, this is very 
helpful. Orders can also be sent elcctrcmi- 

the player $1 per turn. 
e who liked Starweb hu t  

wanted more detail and fewer re\trictions 
on inoveinent. this looks very promising. 

Outerquest Simulations. This is an 
einpire-huilding game with 20 players per 
game. It is closed-ended and ~ i s c s  laser- 
printed turn reports. Combat is simulta- 
neous and OS hoasts it can hanille every 
fleet of every player in 17iie comhat. We 
will take a nitlre detailed look ;it the game 
next ibs~ie once we receive a copy of the 
ruleh. 

and has been packaged in a snazzy new 
rulehook which contains the improve- 
ments developed during the test. Rcgular 

Next newcomer is Deep Space by 

Perseus Arm is now out of playtest. 
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fees are $20 for startup and three turns. 
An order entry game aid is provided free 
for PC owners. 

Flying Buffalo is offering a game of 
Bitter End Starweb (play until one player 
owns half the universe) with innovative 
pricing: you pay $50 divided by the 
number of players left, which means it 
should start at $3.33 (if the maximum 15 
sign up); the fee will never rise above $10. 

DragonByte is at last churning out 
the new Empyrean Challenge rulebook 
steadily, sending players around 24 pages 
with each turn. The complete book 
incorporating all the new rules is expected 
to be 260 pages long, so it’ll be mid-’93 
before it’s complete (in the meantime, 
players are using the old rules + lots of 
updates). This is still the most complex 
SF game, very much for players who relish 
“ultimate challenges.” This version also 
requires one to cooperate with (or betray) 
15-player teams. If you like complex 
games but don’t like diplomacy, you’ll 
prefer Maxi-Challenge with its one-player 
homeworlds; there’s also the compromise 
Ultra-Challenge with five-player teams. 
We plan on reviewing this game again 
once the full rules are available. 

Deltax has dropped Starglobe from 
its line in order to concentrate on other 
games which are more in demand. 

Fantasy Wargames 
Our former Battlelords reviewer, Rob 
Stock, tells us that the game has halted, 
for the present at  least, due to lack of 
demand. Deltax has dropped 
Suhterrania for the same reason as 
Starglobe (as above). However, the 
company is relaunching the old 
favorite Domination, a fast-moving 
game which did very well in the ratings 
until it languished under its former 
GM. 

Although Terra I1 is history in 
the U.S., Hexagon continues to run 
the game in Europe, and offers it to any 
deprived American addicts for a hefty 
$5.50 plus postage. Its address: 
Woerthstr 5, D-W-6200 Wiesbaden, 
Germany. This computer-moderated 
tribal game is run bilingually in English 
and German - you can choose what 
language you want to play in (varying 
from turn to turn if you wish!). 

new Legends module called “North 
Island Campaign.” The game follows 
the basic Legends play but adds new 
religions and factions. Several new 
races, some new weapons and spells 
make the game a little different 
without changing the basic Legends 
success. Setups for this game should be 
starting shortly. 

Midnight Games has introduced a 

Non-Fantasy Wargames 
After many long phone calls we’ve got 
the details of what’s happened to the 

extremely ambitious wargames launched a 
couple of years ago by Historical Simula- 
tions lnc. The old Historical Simulations 
has split up; Steve Phillips now runs 
World War 11, while Neil Salter will 
potentially run the other games, still 
under the HSI label, at a much higher 
cost ($60+/turn). So far we understand 
there are insufficient takers at the higher 
HSl prices, so we’ve taken them out of 
Spokesman until we hear that new games 
are likely to start. By contrast, we’re 
satisfied that Steve has got World War I1 
well in hand and are happy to put him 
into Galactic View. Steve is setting up his 
own company (Damage lnc.), but 
inquiries should go to him personally for 
the moment. 

Orphans of the old HSI Napoleonic 
Wars design may want to consider playing 
an international game with Strategic’s 
smooth-running monthly operation. 

Simcoarum Systems has started 
programming its newest game, which will 
be titled Guns of ‘14. This game will be 
set in Europe of 1914 and will include 
every country of Europe and their actual 
borders at that time. The game will 
combine war with the economics of 
running a country, including resource 
allocation, production and politics. 

was Warlords by Monastic Software. This 
is a rather simplistic-looking wargame 
with only six players per game. Population 
is assigned to produce either Agriculture 

A new game introduced at AndCon 

or Industry, to research these, or to be 
drafted into the army or navy. Money is 
received from taxes and can be used for 
research. Money, Population, Agriculture 
and Industry can all he traded to other 
players. For anyone looking for a ‘beer and 
pretzels’ wargame that won’t occupy a lot 
of time but still provide enjoyment, this 
may be a good starting point; we’d 
welcome player comments. 

excellent (and free) World Conquest 
newsletter, now up to Vol. 3 #2 - there’s 
not much of interest to nonplayers, but 
players will find its tips and game-related 
chat agreeable additions to the game. 
They have also published the FLAGSHIP 
diary of the game in one complete booklet 
- again free on request, I think. 

an extensive ad with details of Sover- 
eignty. This game in played with a very 
unusual format - the GM sets up 16 
players per game, sends each a 100-page 
rulebook, and then leaves the players to 
send their monthly turns directly to 
everyone else. GM functions are per- 
formed by players, who are elected to 
perform them by vote of the others. There 
are lots of military options (numerous unit 
types a la World Conquest), economic 
activities and political decisions. Startup 
is $30, and that’s all since you run the rest 
of the game yourself! We’re curious to get 
rumors on this - how does it work in 
practice? $d 

b 

Prime Time continues its slim but 

The C a d i a n  Wargames Journal has 

When you’re through playing with spells and incantations, get physical in ... 

I II he Ultimate Game 
of Magical Combat 

Open the gates to the animal kingdom! Soar through the air as an eagle, then swoop in and 
become a tiger to hunt down your prey. Attack as a ferocious tyrannosaur. or escape into the 
water as a sleek manta ray. From ant to whale, all the creatures of the world are yours. 

A fast-paced boardgame of tactical combat 
between transforming wizards, Shapeshifrer: 
includes a 16 page rulebook, 11” x 17” trans. 
formation chart, 17” x 22” color map and 6( 
counters, all in a handy ziplock bag. 

Look for Shapeshifters in your local gamc 
store, or order direct by sending $8.00 plu: 
$1 S O  postage and handling to: 

Fat Messiah Games 
P.O. Box 341 136 
Los Angeles, CA 90034 
(CA residents add 8.25% tax.) 
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The Horselords 
ohan is amongst the most strategically important areas in R Middle-earth Broad and flat with good grazing it offers the only 

accessible route f rom Eriador to Rhovanion and the south As 
Gondor s borders contracted in the Third-age it s tenure of Rohan 
became increasingly important both as a defence of the heartland 
across the Ered Nimrais and as the link with Arthedain in the north- 
west But with the kingdom s waning strength this task proved more 
difficult year by year Events came to a head in 2510 when the 
p r o m c e  was attacked and overrun by Easterlings and Orcs 
Fortunately for Gondor her ruling Steward Cirion was a wise and far- 
sighted man who saw clearly that his own power was no longer 
sufficient to  hold the province 

Eotheod fierce Northmen with ancient ties of friendship to the 
southern Kingdom Eorl their king answered the plea and led his 
army of horsemen southwards to Cirion sa id  The Eorlings won a 
great victory over Gondor s enemies driving them from the land 
Cirion as a token of gratitude for Gondor s deliverence and with an 
adroit eye for its future security offered the province to Eorl and his 
successors in return for an oath f rom the horselords of perpetual 
friendship to  the Southern Kingdom 

Accordingly he sent an urgent appeal to the people of the 

Gondor was thus secure and the horselords who renamed it the Riddermark 
prospered in their new land 

Rohan was invaded by a Dunlending/Easterling coalition The Rohirrim ( for 
such were the Eotheod now called) suffered much and were besieged in the 
fastness of the mountains Meduseld was even taken by their foes After the 
Long Winter of 58-59 Frealaf the new Rohir leader sallied out of his mountain 
refuge and attacked the enemy Simultaneously Gondor s army marched north 
to their aid Their enemies defeated the horselords were restored to  Rohan 

The greatest test of Rohan s friendship with Gondor came during 
the War of the Ring (3019 T A ) The Wizard Saruman who was himself 
becoming a military power attempted to subvert the Royal house of Rohan 
away from Gondor to his own cause His agent Grima who had insinuated 
himself into the councils of the old King Theoden. poisoned the Kings mind 
with his masters lies and induced in him such torpor as to turn away from his 
old ally Gondor during the hour of her greatest need The coming of Gandalf to 
Meduseld however broke Grima s spell and cast away the doubts and fears 
that had clouded the King s mind Theoden remembered the ancient oath of his 
people to Gondor he led his host first to  lsengard where Saruman had 
declared himslf and won a victory over the Wizard s forces Thence they rode 
east to Minas Tirith to  fight by Gondor s side at the battle of the Pelennor field 

Two centuries later in 2758 the allianre proved its worth when 

M263 Rohir foot-warrior 
(longsword) 
The mail coats of the foot warriors are generally shorter than 
those of the cavalry and this one is made of cheaper ring- 
mail His helmet is a quite elaborate variation with eye guards 
and a decorated reinforcement spine probably an heirloom 
from a somewhat more illustrious ancestor The practice of 
handing down military items from father to son was a 

common custom among the Rohirrim and dates f rom 
the far off days of their Eothraim forbears whose kings 
would wear the helmets of enemy cheifs that they slew 
in single combat as a badge of victory and would pass 
them down to their sons The nobles in turn were 
emulated by their subjects 

M259 
Rohir Warrior with axe 

This foot-warrior wears a mail shirt the most 
common type of Rohir body defense and a simple 

metal cap a variant of which could be of leather 
His weapon is the hand axe which together with 

the bow and spear would have been the most 
popular infantry weapons His shield depicts the 

ubiquitous running white horse of Rohan and 
would be surrounded by a field of green 

The Dunlending has moustaches rather than a beard which is considered the mark of the Iow- 
born He fights bare-chested and wears a heavy cloak fastened at the neck with a tripart- 
pattern clasp Dunlendings are inordihately fond of jewelry and wear much of it in the way of 
torcs arm rings and clasps His weapon is a short sword of southern design. probably 
imported from Umbar by Saruman Dunnish made swords are inferior His shield is of native 
design showing the moon and two of it s phases a popular motif of this peoples matriarchal 
religion 

a Northman sword and wears a variant of the infantry pot-helm with a nasal reinforcement 
His rohir opponent mail clad and cross gartered in usual northmen fashion carries 

M260 King Theoden on 
rearing horse 
Theoden, king of the Mark is shown mounted on his 
horse Snowmane at the battle of Pelennor fields He 
wears a coat of long mail with a patterned edge His 
helmet is topped by a plume a distinction which 
showed either the wearer was a nobleman or a royal 
guard The wearing of plumes is an ancient practice 
dating back tc the days of their Eothraim ancestors 
who probably adopted the custom from their Sagathic 
enemies 

M261 Rohir 
foot warrior and Dunlending 
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M262 Eomer 
(mounted) 
Eomer was Theoden s 
nephew He rose to promi- 
nence and at the start of the 
War of the Ring was the third 
marshal of the Mark Upon the 
death in battle of Theoden s 
own son Theodred Eomer 
became the King s heir He 
fought with the Rohir at the 
battle of the Hornburg and 
rode with Theoden and the 
host to Pelennor field where 
after the King s death he was 
declared King of the Mark 

Eorner is armed and clad 
like most of the Rohir 
horsemen with yet another 
variant of the pot-helmet 

M267 Rohir 
foot archer 
This figure represents one of 

Rohan s light troops and is 
more poorly clad and armed 
than the others He comes 

from the lower strata of 
society but as a free man 

would owe military service to 
his local lord in the general 

muster of Rohan The 
longbow and the throwing 

spear were the usual 
weapons of these troops 
light infantry being of partici i r  use aqainst the mounted 

Easterlings Over his tunic he wears a simple protection of 
soft leather (for ease of movement) which is held in place 

by a belt He carries his arrows in a quiver at his 
back and a small dagger at his left side I 

I 

this time reinforced by a M265 Rohir 
Standard bearer cross-shape of metal strips The fact that he wears no plume can be traced to the period of 

disfavour which he endured, when Grirna held sway over 
Theoden who nearly disinherited him The horse was the most important motif 

of the Rohirrim and was held in high 
esteem The Kings banner was 
surmounted by a carved horse s head in 
gold with a green pennant upon which 
lay a white horse A helmet plume would 
be worn by such an important figure as 
the Standard bearer of the King who 
would ride by the King s side and remain 
with him throughout the battle This 
figure carries no shield but is zrmed with 
a long cavalry sword Apart froni the 
plume distinction this figure is clad as 
any other rider 

M268 Rohir 
foot- warrior 
(spear) 
This figure is somewhat 
better clad and armed 
than the archer but for 
all that his mail IS a 
simple affair and 
secured with the belt in 
the same fashion as the 
foot- archer His 

1 

principle weapon is the 
spear but he is also armed with the Rohir version of a 
Northmen lonasword As an infantrvman he is medium/ 

M264 Charging Rohir 
warrior with spear 

The principal weapon of the cavalry trooper was the spear Used for both stabbing 
and throwing the spear charge would form the initial shock of the cavalry attack 

being discarded in favour of 
the horseman s longsword 
once close combat began 
Rohir tactics would 

heavy rather t i a n  light and though not deployed as much in the field as 
the missile troops would probably have been raised equipped and 
garrisoned in his local area in time of crisis Sbch troops would be 
recruited exclusively in the southern and more heavily 
populated part of the land and used to man the many 
strongholds and beacon towers along the length of the Ered 
Nimrais obviously vary depending 

on the enemy Against the 
Dunlendings cavalry would 
be the main factor charging 
into the flanks of their 
massed infantry and turning 
the wild Dunnish charge into 
a rout Against the 
Easterlings themselves 
expert horsemen light 
infantry would play a much 
more important role in Rohir 
tactics 

' M266 Hama i 
Hama WdS the captain of 
Theoden s household 
troops at Edoras and is 

I OfMeduseLd 

I 
described as the 
doorward of Meduseld 
He is clad in a long mail 
coat which IS silvered 
and ornately edged He 
wears a green-plumed 
helm with and carries a ' 

This text i s  support material for Middle-earth 
f igur ines manufactured by Mithr i l  Macroom 
Co Cork Ireland under licence f rom Tolkien 
Enterprises Inc 

These f igures are available f rorn good hobby 
and game stores 

Trademarks and copyrights 1992 Toikien Enterprlses Inc Merp IS  cop.rlyl1t 01 iror Cro, I 
Enterprises Inc 1992 

circular shield bearing the stylised motif of the midday sun The sun is an 
ancient symbol of this people with an exclusively Royal significance and 
in all probability predates the horse The Midday sun symbol is used now 
only by the King s bodyguard but nobles sometimes have a rising sun 
symbol on their scabbards as has this figure Hama accompanied 
Theoden to the battle of the Hornburg where he perished 
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by Roger Spendlove 
Deep in the attic, wedged between two boards you’d never known 

were there, shrouded in seemingly a century’s accumulation of dust, you 
discovered a mysterious box. Was it left by the previous owners, perhaps 
- or the builders? The box bore no identification at all. God alone knew 
what treasures, mysteries, old love-letters or just plain junk lay within. In 

Unfortunately, when you unsealed the container, you revealed some- 
1 any case, the box begged to be opened. 

thing so horrible, so unspeakably terrible, you may forever regret having 
discovered that unknown corner of the attic. And because of you, the 

I horror will spread to those you know.. . 

“The Calling of Craxuul-Thk” 
is a Live-Action Roleplaying 
scenario for six players and a Game 
Master. Only you (the GM) should 
read the remainder of this article. 
The scenario can be played in a 
single evening, at a single location 
(your home), with a few simple 
props. 

The first step, as always, is to 
invite a group of friends. You can 
inform them they’ll be playing a 
LARP game, if you wish - or leave 
them in the dark! In either case, 
briefly mention that you found 
something interesting in your attic/ 
basementlwherever, and thought 
they might want to see what you 
found and play with it a bit. Before 
they arrive, collect and prepare the 
props. 

Props: 
Box: Find a sturdy yet beat-up 

container - either cardboard or 
wood. Make it look old and dust- 
covered, with stains, scratches and 
so forth. 

Book: The ideal prop would be 
an actual volume on the occult, but 
any book will suffice. Within the 
context of the game, it’s an ancient, 
arcane tome of cabalistic knowledge 
and ceremonies. This prop contains 
the game’s most important clues: 
you can either transcribe the texts 
from this article into the book‘s 
margins, or merely insert photocop- 
ied versions of them among the 
pages. One of the primary obstacles 
of the game is the players’ search 
through the book, reading the 
arcane lore to figure out which bits 

apply to their situation. Then they 
must use what they’ve learned to 
exorcise and vanquish the demon 
Craxuul-Thk. If you have the time 
and inclination, make up some 
additional notes - especially red 
herrings that might throw the 
player off track. Place the book 
within the box. 

puzzle with several pieces which can 
he taken apart and reassembled. 
Leave it intact, and place it within 
the box, perhaps wrapped in cloth 
or wax paper. 

Bell: Any sort of old-looking 
handbell: brass, ceramic or what- 
ever. Put it in the box as well. 

Mask and/or Costume: 
Anything you can get your hands 
on to transform yourself into a 
hideous, beastly fiend from Hades. 

Amulet: A three-dimensional 
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As with all props, the more elabo- 
rate it is, the more convincing it’ll 
be. However, you must be able to 
don this costume in a minute or 
less, so don’t get too elaborate. 
Compensate with elaborate 
roleplay ing. 

you want to put in the box to add to 
the atmosphere and enigma. For 
example, an old-looking, used 
candle; old jewelry; a dried-up 
inkpot and quill pen; dust or dirt or 
ashes; and so forth. 

Necklace: Any ornate, ancient- 
looking piece of jewelry (it could 
even be a brooch, bracelet, belt, or 
anything you can wear); it must 
have the following symbol inscribed 
on it: 

Miscellaneous: Anything else 

If you don’t want to mar a piece of 
real jewelry, make a prop from 
simple arts-and-crafts materials and 
inscribe the symbol with paint or 
glitter or such. In the story of the 
game, this was the first object you 
touched upon opening the box, and 
it allowed the demon Craxuul-Thk 
to begin affecting your mind. 
However, the fiend is still en- 
trapped in the amulet, so it forces 
you to conceal the necklace. 

Before the guests arrive, 
put the open box on a table, and 
store the mask/costume in a hidden 
but accessible spot. 

Process of Discovery 
Upon your guests’ arrival, you 

should begin roleplaying immedi- 
ately. Act like an automaton: 
simple movements, speaking very 
little, no expression of emotion - 
perhaps every once in a while, let 
loose a subtle hint that the real you 
is struggling within. They will 
quickly realize that something is 
amiss - which will force them into 
a problem-solving mode. You 
should wear the necklace prop 
described above, but keep i t  
concealed. 

The game situation is that upon 
opening the box you discovered in 
your attic, you partially released an 
ancient and unspeakably horrible 
entity. Craxuul-Thk possessed your 
body and forced you to invite 
friends over, expecting them to give 
it full and unconditional release 
from ancient imprisonment. When 
the dupes arrive, show them the 
opened box and encourage them to 
examine its contents. 

When the players begin 
examining the strange items, act 
intrigued by the amulet. You cannot 
touch it yourself. Try to get one of 
the players to pull it apart and see if 
they can figure out what it is. Once 
the amulet is disassembled, 
Craxuul-Thk’s spirit is freed from 
his ancient prison, whereupon it 
immediately possesses you. 

Stop! Everyone close your eyes!” 
while you don the mask and/or 
costume as quickly as possible. 
Move the necklace to a prominent 
position. Perhaps turn on some 
eerie music. When you’re ready, 
position yourself to make a dramatic 
entrance (e.g. sitting in the middle 
of the table around which the 

At this point, call out “Time- 

players are gathered; rig up some 
lights and smoke FX if you can - 
do anything impressive). 

When you call “Time In,” you 
are Craxuul-Thk, a fiendish demon 
so foul that even your fellow 
demons banished you from Hades. 
At long last you have been released 
from your imprisonment in that 
cursed amulet. As GM and NPC, 
you can roleplay this as you wish, 
but at least be loud, obnoxious and 
domineering. 

Craxuul-Thk’s goal at this 
point is to get the mortal peons to 
destroy the amulet, which is the 
only object in the universe capable 
of imprisoning the fiend. However, 
because of its power, you cannot 
touch the amulet yourself, but must 
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convince the humans to do it for 
you. 

Being a supernatural beast, you 
have the following powers: 

Inflict Monomania: If you can 
look someone in the eyes for three 
seconds and then say “Simon 
says.. .write the entire multiplica- 
tion tables,” they must perform that 
action until released from the 
psychosis by an unafflicted human. 

Mental Enfeeblement: If you 
can touch and hold another 
person’s foot for five seconds, you 
may hand them a Rubik’s Cube (or 
some such puzzle), telling them “Do 
not speak until you’ve solved this.” 

As GM you are also guiding the 
players toward a successful conclu- 
sion of the game, so be judicious 
about whom and how many people 
you afflict. Obviously, if everyone is 
trapped, the game is over and the 
players have lost. You would then 
be in the embarrassing situation of 
having to explain that the players 
lost a game for which they really 
didn’t even know the rules or the 
objective! Therefore, carefully guide 
the players into solving the mystery 
themselves. 

the players, they will 

no  doubt search for a solution to 
their problems. The answers are to 
be found in the book, in the 
handwritten margin notes: clues to 
the origin of the demon, how to 
escape its afflictions, and how to 
entrap it once more into the 
amulet. See Sidebars 1-4. 

A clue in the book hints at a 
method for escaping the demon’s 
afflictions. Essentially, a sane player 
must take the hand of an afflicted 
player while the two of them jog 
around the block three times; as 
this takes place, the sane one 
reminds the victim who he or she is. 

Construction and 
Ceremony: 

Searching through the book, 
the players will discover clues about 
how they might solve their prob- 
lems. However, they must solve a 
few riddles and puzzles in order to 
truly know what to do. 

amulet. Once reconstructed, 
Craxuul-Thk can no longer touch 
anyone (which eliminates his 
Mental Enfeeblement power). Next 
they must inscribe the amulet with 
the demon’s name-symbol (the 

First, they must reassemble the 

device marked on the necklace). 
Then a sort of “elder seal” 
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must be constructed around the 
amulet. The book contains no 
diagram of the solution to the Elder 
Puzzle, thus requiring that the 
players solve a verbal geometry 
riddle to determine exactly what to 
construct. 

For your reference, the solutio11 
is to make three rings (each large 
enough to contain the prop of the 
amulet), each connected to another 
at a 90" angle, and to the third ring 
at an 180" angle. I t  should look like 
this: 

I' 
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ADVENTURES ON Return to the World of the 

Solitaire Adventures - $16.95 US.) 
Available in better Game and Hobby stores 

or write to: 

THEATlE OF THE MIND ENTERPRISES, INC. 
The Byrne Building (2nd Flr.) a Lincoln & Morgan Sts. 

Phoenixville, PA 19460 
PA residents please add 6% sales tax 

Go hunting with your uncle! See strange and interesting creatures 
who contest your position in the food chain. Meet the local 
inhabitants and learn about their curious customs. Get into more 
trouble than you bargained for.. . 
Join a trading caravan and travel to distant places! Meet interesting 
natives and trade for strange antiquities. Go see 
places long forbidden to foreigners. Get into more 
trouble than you bargained for.. . 
Avoid marriage by journeyng to Penom! Learn the 
curious habits of more insects than you ever knew 
existed. Have fascinating conversations with those 
who actually live here. Get into more trouble than 
you bargained for.. . TEK-1003 
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E A.C.E. Agents! 
complete 
roleplaying game 
Rating = 4 
Publisher: 
Stellar Games, 
P.O. Box 156, 
Swanton, OH 
43558 
Author: Steve 
Savage (with 

A.C.E. Agents! 

I Cerny and I 

M ytczynskyj ) 
Price: $14.95 
Reviewed by Christopher Earley 

A.C.E Agents! (never forget the 
exclamation point) is roleplaying in the 
secret agent genre the way it was meant to 
be. Or at  least the way it would he if 
everyone in the world watched too many 
reruns of Get Smart in their formative years. 
Or at least the way it would be if, instead of 
secretive, the agents were part of a big 
corporate extension of the government that 
made a TV show, a comic book, and a line 
of toys all based on said agents and their 
exploits. Or at least the way it would be if 
said agents were, by and large, demented 
“escapees from a costume party” who 
expected the public to cheer for them when 
they were done engaging in adventures of 

violence.” 

(A.C.E.) is dedicated to stopping high-tech 
terrorism first and foremost, preferably with 
lots of destructive weapons and high-tech 
gadgets of their own. In the A.C.E. 

“ . intrigue, action, and extreme personal 

Alpha Commandoes Echelon 

Agents! world, the big enemy is 
P.Y.T.H.O.N. (acronym’s meaning not yet 
agreed upon by the bad guys), an organiza- 
tion of international criminals and evil 
agents mirroring A.C.E. in ego and 
weirdness but out for world domination and 
lots of money (nobody cheers for them, and 
they don’t get royalties for toys based on 
their agents and gadgets). The Alpha 
Commandoes have priority over cops, the 
military, even the FBI, and a research 
facility known as Zone Omega (0-Zone for 
short) is dedicated to producing all sorts of 
neat, experimental stuff for the agents. 

Moving past the campaign, we find 
the familiar Stellar Games mechanics, well 
presented, with a few additions. Among 
them: rules for inventing experimental 
equipment, an elegant vehicular combat 
section, and stun damage via Conscious- 
ness points. This last addition is important 
for maintaining the lighter atmosphere of 
the game and allowing PCs and NPCs to 
survive assorted modes of getting hurt. PCs 
have a Public Relations score too (which 
-eplaces the generic Luck score) and must 
dways worry about their good-guylfair-play 
mage to keep the TV show and comic- 
3ook people happy. 

un, with enough background and 
2ersonalities to get up and running. An 
3dventure would have rounded out the 
3ook nicely, and the frequent persona 
pores were more forced than funny, but 
;tory hooks are easily developed and the 
undamental setup is humorous without 
3eing annoying. 

All in all, 160 pages of well-designed 
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c 
”Fighter’s Challenge” is a one-on-one 

adventure designed for one player or a very 
small group of players consisting of no more 
than three PCs. This module is primarily 
designed for a single warrior class PC of 
levels two through four, but multiclassed 
warriors, priests, and thieves can get 
through the adventure, provided alterations 
are made. Because of the emphasis on 
physical combat, mage characters are not 
recommended. 

The module revolves around the 
village of Sturnheim and its surrounding 
mvirons, which are fully detailed in the 
text. The PC arrives in town in time to 
witness several thugs accosting an old 
adventurer. Before he dies he gives the PC 
the clue to finding a great horde of lost 
:reasure. But it’s not as simple as just going 
Ind getting it, and the PC will have to 
:ontend with many evil creatures along the 
way. 
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The mystery behind the module is 
well thought out and there are several 
intriguing NPCs for the PC to meet; all are 
fully detailed giving ample roleplaying 
opportunities for both the DM and player. 

What makes this adventure most 
interesting is the fact that very little is as it 
seems at first. Many apparent enemies turn 
out to he friends, heroes turn out to he 
cowards, and the beautiful is most often 
monstrous. This theme carries throughout 
the adventure and keeps the PC (in his o r  
her toes and the action from slowing down. 
In addition to the main plotline, several 
well-done side adventures are given; all of 
them test the player’s ability to see what is 
hidden helow the illusion. 

Although the module is very well 
constructed in the areas of roleplaying and 
story line, it does have its problems. The 
primary one is that iriany of the encounters 
are too difficult even for a well-equipped 
fourth level warrior. Since this module is 
billed as a one-on-one adventure it’s a poor 
idea to include so inany tough situations in 
which the PC stands a good chance of 
being killed and/or he or she is forced to 
hire s o  many NPCs that he or she might a s  
well have bought along other PCs to start 
with. There is also the possibility of 
acquiring very large amounts of treasure 
and magic items. If one character did 
manage to complete the adventure by 
himself or herself, he or she would end up 
with a staggering ainount of both. 

“Fighter’s Challenge” is a well-written 
adventure that keeps the mystery, surprises 
and action at a high level and should be an 
enjoyable experience for both player and 
DM. 

Despite its problems, however, the 
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There is an adage in our world to the 
effect that you can’t teach old dogs new 
tricks. In the World of Greyhawk that 
apparently isn’t so. “Rary the Traitor,” a 
new game accessory from TSR, spends most 
of its beginning trying to rationalize the 
improbable event that Rary, one o f  the 
oldest and most stable arch-mages in the 
World of Greyhawk campaign setting, was 
evil all along. Well, if the people at TSR 
say it’s true I guess we have to believe it. 
Fortunately this unlikely event forms the 
backdrop for something the Greyhawk fans 
have been asking for all along - a 
detailing of specific regions of Oerth. 

In this case it’s the region of Oerth 
known as the Bright Desert. With their bid 
to take over Oerth foiled h y  Tenser and 

Otiluke, Rary and his compatriot Lord 
Rohilar have resorted to their backur plan. 
They have managed to wrest control of the 
area from the monsters and nomads 
populating the region, and have set 
themselves up as monarchs. The introduc- 
tion and first chapter of this accessory 
explains the circuinstances surrounding 
Rary’s descent into evil, his destruction of 
Tenser and Otiluke, and the current powers 
and personality of Rary and Lord Robilar. 

The remaining three chapters detail 
the weather, peoples, terrain and dangers of 
the Bright Desert, allowing players to 
explore several adventure possibilities. 
These adventure possibilities inainly deal 
with the recovery of an ancient evil artifiact 
hidden somewhere in the desert, an artifiact 
which Rary seeks a s  well. Many interesting 
possihle locations are given but none of 
these highly complex areas are detailed. 

The final chapter contains three short 
adventures for experienced parties of ninth 
level and above. They include a recently 
reopened duergar mine led by a beholder, 
the true final resting place of the Scorpion 
Crown, and Rary’s fortress. 

All the locations mentioned in the 
text and inore are shown on B very nice, 
color poster map o f  the Bright Desert. 

it tries to cover too much. The very 
important areas - Rary’s fortress and the 
location of the Scorpion Crown - should 
be complex and well-developed. Instead, 
they are seriously lacking. The reader is let 
down hy the fiact that this great artifact of 
evil is held in such a lackluster area. 
Moreover, the fortress of arguably the most 
powerful mage on Greyhawk ia totally 
unspectacular and (aside froin Rary 
himself) poorly defended. 

If one can overlook the ohvious 
incongruities and fairly simplistic short 
dungeons at the end, this product provides 
a nicely fleshed out geographic area for 
adventuring opportunities. In this sense it 
is a good resource for those LIMs running 
campaigns in the World of Greyhawk 
setting. In all other senses, however, it is 
suhstantially lacking. 

The higgest flaw in this product is that 
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This is actually far from the case. The 
“Treasures of Greyhawk” is actually a 
compilation of 14 short adventures that 
can he completed in a minimum of gaming 
sessions. 

reached from specific locations on Oerth 
and all are centered around a unique 
magical item of formidahle power or a 
treasure of great value (hence the title). 

The experience level for which these 
dungeons are designed varies widely: two 
for 4th, three for 6th, two for 7th, one for 
8th, three for 9th, one for 11 th, and one for 
18th level characters. In addition, one 
adventure called “The Well of All Heals” is 
for characters of any level and provides a 
means for permanently inaimed characters 
to heal themselves. 

A nice mix of adventure types is 
included; there is something for everyone, 
ranging from urban, to underground, to 
outdoor adventures in the jungles far to the 
south. Along the way the characters can 
acquire powerful friends and enemies and 
possihle bases of operation that will make 
them feel more in touch with their 
surroundings. Almost all the adventures 
take care to provide ways in which 
reaching the goal can lead to further 
opportunities. 

their unique enemies or goals. Most 
notable are “The Helm of Selnor” which 
involves a harbarian using a minor Suloise 
artifact to turn people into an army of 
raucous harbarians with glowing purple 
eyes; and “Crossing Into Steel” a very 
inventive plot concerning a paladin’s 
ultimate sacrifice in an attempt to continue 
her fight against evil forever. Probably the 
most important of the adventures for those 
involved in a campaign in which inernhers 
if the Circle of Eight have died is “Bighy’s 
Modest Home” which provides the players 
in opportunity to resurrect the arch-mage. 

Unfortunately not all are this 
inventive hut even those are nice solid 
adventures. Not every adventure written 
has to he new and inventive; it’s nice to 
tackle the traditional fare once in a while. 

for those who run Greyhawk campaigns 
and can he fairly easily adapted to other 
similar campaign worlds such as the 
Forgotten Realms. 

All the adventures are set in or are 

A few of the adventures stand out for 

This product is certainly worth buying 
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A quick glance at the title of this 
product might lead one to conclude that it 
was some sort of listing of treasures, magical 
or otherwise, that could he found in the 
World of Greyhawk campaign setting. 
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adventure for a low-level PC mage or for a 
campaign involving only up to three 
characters. The module is, of course, of 
most benefit to a mage but other classes 
can succeed with a few alterations. 

The story line of the adventure 
,nvolves the small village of Northbank, 
which is fully detailed within the module. 
The location is nonspecific and can easily 
be incorporated into any TSR campaign 
setting. In the past, this village was a 
bustling town serving a nearby large 
wizard’s guild. But now, 11 years after the 
guild’s dissolution, it is a sleepy village with 
but three remaining wizards. When trouble 
begins, in the form of haunting visitations 
and then murder, it’s up to the PC (with 
the help of some NPCs) to solve the 
mystery and stop the murders. 

and roleplaying over combat, an important 
point when dealing with characters who 
have only a few hit points. The module is 
elegantly set up - not only providing 
details of all the possible encounter areas 
but also a day-by-day schedule of events 
from the time the PC reaches the village. 
The story is populated with interesting 
characters with whom the PC can interact; 
the important people in town are given 
names and personalities. Moreover, there 
are many NPCs from whom the PC can 
obtain assistance, including a witty 
swashbuckler and a lovely but argumenta- 
tive paladin. 

a great start for any mage PC. By the end 
of the adventure any player can easily find 
a safe base from which to operate. The 
town itself contains both a spell compo- 
nent shop and a shop that sells paper, 
parchment, spell books and other supplies. 
More importantly, there are at least two 
mages in town that would be willing to 
accept the PC as an apprentice or train him 
or her as he or she advances in level. The 
mystery presented is a good one and leads 
the PC through an interesting series of 
events and dead ends without becoming 
frustrating. With interesting personalities 
for the DM to roleplay, this adventure 
should be fun for all involved. Single-PC 
modules are a rarity and really good ones 
are rarer still. This one is well worth the 
price. 

The adventure stresses mystery solving 

This is an excellent module that forms 
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The sequel to “Freedom” and “Road to 
Urik,” “Arcane Shadows” places four to six 
5th to 8th level characters in the City- 
State of Urik. In this installment, Tyr has 
been overthrown, and the armies of Urik 
have been turned back. The characters 
receive a summons from the Veiled 
Alliance, and are pursued across the desert 
by templars. During their flight, they 
receive aid from a legendary slave tribe, 
encounter a lost valley, and try to help the 
Veiled Alliance finish a ceremony that may 
set Athas on the path of rebirth 

This box follows the same format as 
previous Dark Sun modules. Inside the 
cover of the slipcase are a helpful Master 
Table to all the NPCs in the adventure, 
and a guide, ‘How to Use “Arcane 
Shadows”’. The Story Book, “Facets,” has a 
12-page short story by William W. Connors 
that serves as a good setup; DMs should he 
careful about letting players read it, though, 
as it also has the statistics for the NPCs 
(some of whom appeared in the previous 
modules, and have gained a level or so 
here), with a punchline or two that could 
be given away. Between the DM’s and 
Players’ books there are ample amounts of 
maps, and the artwork inside the latter 
shows a lot of improvement over prior 
adventures. 

Like the rest of the DSQ-series, 
“Arcane Shadows” complements the Prism 
Pentad novels, but can be played as a 
stand-alone adventure. A copy of the Slave 
Tribes and Dragon Kings supplements, and 
the Dark Sun Monstrous Compendium 
Appendix might be helpful to the DM, but 
enough information is included to wing it. 
Serious DS fans might find this worth a 
read even if they don’t intend to run it. 
However, while this is an above-par 
ADGrD module, it still doesn’t quite 
justify the cost. Dark Sun flip modules are 
on average $3 to $4 more expensive than 
regular adventure supplements; all you 
seem to be paying for is fancy packaging, 
not extra goodies. 
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This hardcover supplement for Dark 
Sun contains new background material 
that should have been included in the 
boxed set, but, according to author 
Timothy B. Brown, TSR didn’t want to 
spoil the surprises that were revealed in 
the first DS novel, The Verdant Passage. 
Sound like a marketing ploy to get another 
20 bucks out of loyal AD&D fans? 
Probably. Unlike some previous hardcov- 

ers, though, this one is for the most part 
worth it. The front cover touts that it 
“presents the most powerful characters, 
magic, and psionics ever!” and follows 
through with its promise. 

The rules for characters up to 30th 
level are worth reading. Spellcasters get the 
best deal here. At 21st level, Defiler/ 
Psionicists begin the transforination into 
Dragons (the main Big Secret revealed 
here), Preserver/ Psionicists become strange 
angelic creatures called Avangions, and 
clerics change into the type of Elemental 
with which they’re most closely affiliated. 

Rogues become Illusionists upon 
gaining 21st level. High-level Fighters gain 
entire units of followers, defined in 
BATTLESYSTEM terms. I found that to 
read like an enticement to buy more TSR 
products; it would have been more 
appropriate as a separate supplement. 

end of the stick. They automatically draw 
the attention of the Order, a shadowy 
organization dedicated to ‘pure psionics’. It 
the character is of Neutral alignment, they 
invite him in. Joining doesn’t seem to yield 
any advantage other than the privilege of 
serving the Order. They’ve got no interest 
in anything other than pure research into 
mental powers. Being a member has got to 
be as exciting as playing a cloistered cleric 
shut up in a monastery. 

If one refuses, however, or is Good or 
Evil, he’s marked for death. A good 
percentage of high-level psionic characters 
will thus gain an enemy, where other 
classes get bennies. There are good 
roleplaying and adventure opportunities 
here, bu t  it doesn’t measure up. 

The new spells and psionics are 
indeed powerful and, in many cases, nasty 
Only an insane DM would let his players 
get his hands on any of this stuff, but it’s 
great material for villains in any campaign 
world. 

Over all, Dragon Kings is an attractive 
package with useful information for 
A D B D  aficionados in general and Dark 
Sun buffs in particular. 

High-level Psionicists get the short 
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Dune Trader IS a supplement covering 
a topic I don’t think has ever been handled 
in detail by TSR before - merchants. All 
of the major mercantile houses of the Tyr 
region, as well as many of the minor ones, 
are covered, including their histories and 
relationships to the Sorcerer-Kings. The 
trading customs of all the races of Athas, as 
well as those of the desert raiding tribes, are 
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explained as well. 
A n  entire trader campaign is outlined, 

including a list of both common and exotic 
trade goods and their prices. Many of these 
items aren’t in the Player’s Handbook, or 
have different pricing structures due to the 
availability (or lack thereof) of resources on 
Athas. Prominent NPCs are detailed, with 
personalities and motivations as well as 
game statistics. A new creature, a reptilian, 
ostrich-like riding animal/ beast of burden 
called the Crodlu, is given a full Monstrous 
Compendium entry. 

This accessory also includes a new 
character class for DARK SUN - the 
Trader. While not stated to be a Rogue 
subclass, Traders do advance on the same 
experience table, and share the same 
THACO as Thieves and Bards. Even most 
of the proficiencies and special abilities 
they possess are those of Rogues - all 
normal thieving skills, mastery of poisons, 
and fast-talking. The difference is in how 
the Trader should be roleplayed: an actual 
non-combat-oriented character class for 
Advanced Dungeons and Dragons!!! 

The class is limited to humans, elves, 
and half-elves, for reasons not entirely 
explained. I can’t picture trying to bargain 
with a half-giant, gith or thri-kreen, but I 
can still picture haggling halflings (feral as 
they are), and can’t imagine dwarves not 
dickering over prices. 

This is a good supplement for 
Dungeon Masters and players who like the 
type of well-rounded background informa- 
tion that makes a campaign more ‘real’. 
TSR should do this type of merchant 
supplement for all of its major AD&D 
settings, or at  least a ‘generic‘ Trader 
sourcebook (a Complete Merchant’s 
Handbook, maybe) for more standard 
fantasy campaigns. 
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various other types of slaves, including 
artisans, concubines, farmers and domes- 
tlCS. 

Slave Tribes also shows what life is like 
for a slave in each of the City-states in the 
Tyr valley region. Each place has slightly 
different customs and attitudes toward 
bondage and subjugation. While most 
places treat slaves as subhuman at best, 
there are exceptions. The Shadow King of 
Nibenay, for example, allows some slaves t( 
learn how to read and write, employing 
them as scholars.. .albeit for dark purposes. 
In Balic, masters allow small amounts of 
freedom and provide a reasonable standard 
of living, more akin to feudal indenture. 
And in Tyr, of course, slavery has been 
abolished completely -for the moment, a 
least. 

The origins of forced servitude are 
explained, most of which are obvious, at 
least if you have a passing acquaintance 
with real-world history. Arguments are 
even made why slavery is necessary to the 
continued existence of Athasian civiliza- 
tion (apparently, life would be worse for 
everyone without such a massive, cheap 
labor force). 

The tribes themselves are given great 
attention; their camps are also extensively 
detailed, as is information on  how they 
survive and even (on rare occasions) thrive 
in the desert. Many NPCs are also 
included, complete with personalities and 
motivations as well as game statistics. 
There are also tables to help Dungeon 
Masters and players create their own tribes. 

Slave Tribes, while a campaign-specific 
accessory, could be useful to DMs running 
any campaign that includes slave trade. 
The entire concept draws a finer line 
between good and evil than most subject 
matter in fantasy RPGs (even otherwise 
good characters can own slaves), and 
exploring that fine line is one of the strong 
points of the Dark Sun setting. 

The title of this DARK SUN 
accessory is slightly misleading. The blurb 
on the back cover of Slave Tribes purports 
that it details the various bands of slaves 
who have escaped captivity, and now live 
in freedom in the deserts of Athas. That it 
does, true, but not exclusively. 

of the paintings and illustrations shown 
throughout DARK SUN products), and 
the characters in the novels, players can 
easily get the impression that the bulk of 
Athas’ slave population is composed of 
gladiators. The meat of this supplement 
goes far beyond describing life as a post- 
apocalyptic Spartacus, however. I t  outlines 

Based on the cover art (as well as most 
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by Brom, are also included to allow players 
to organize the monsters however they 
wish. 

Encounter tables break down the 
generic ‘desert’ into several sorts of terrain, 
including ‘Stoney Barrens’, ‘Sandy Wastes’, 
and ‘Rocky Badlands’. If the landscape 
weren’t strange enough, the unique flora 
and fauna make this setting increasingly 
alien. Under ‘Animal, Household’, for 
example, we find not dogs and cats, but 
beetles and lizards. To quote the text: 
“These ‘pets’ are considered neither cute 
nor cuddly as no such creature can be 
found anywhere on Athas.” Herd animals, 
likewise, are reptiles and giant slugs. 
Appetizing. 

Variants of old, familiars monsters 
abound, and are sure to throw jaded players 
a curve or  two. Since dragons are major 
threats, the bestiary is rounded out by 
elemental drakes. Not native to the Dark 
Sun world, these reptilian terrors have 
emigrated from the elemental planes. 
Proper air, earth, fire and water elementals 
are outlined, in both Greater and Lesser 
varieties. Golems of Ash, Chitin, Obsidian 
2nd Sand show that Athasians make do 
quite well with the materials they have at 
hand. And, of course, several species of 
killer plants (my favorite is the Spider 
=actus) and giant insects (Megapedes!!!?) 
run amok. The majority of critters included 
?ither use psionics or are resistant to them. 

“Terrors of the Desert” is an invalu- 
ible tool for Dungeon Masters running a 
:ame in this setting, and DMs who have 
included psionics in non-DARK SUN 
zampaigns should look here for interesting 
zhallenges. 

Reviewed by Berin Kinsman 

“Terrors of the Desert” is the first 
Monstrous Compendium appendix to deal 
with the AD&D Dark Sun setting. This 
96-page supplement deals with the 
creatures found in the barren wastes of the 
world of Athas. Following the same format 
as all previous Compendium appendices, thc 
pages are unbound and three-hole-punchec 
for easy insertion into a notebook. Four 
blank-tabbed dividers, featuring paintings 
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Badlands is an alternative roleplaying 
system which stresses the roleplaying 
potential of what are traditionally called 
the monster or evil races. 

basic, game system including a good 
character generation system, magic and 
skills for each race, tribal affiliations, 
equipment costs, magical items, monsters, 
deities, several adventures, and the 
complete Badlands campaign setting from 
whence this product derives its name. 
Badlands comes in a three-hole-punched 
format, and can easily be placed into anv 
standard notebook. 

This product provides a complete, if 
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The majority of the Badlands game 
system is race-driven. That is, all abilities 
are based on which of the eight races is 
chosen during character generation. 
Consistent with the Badlands unique 
approach, none of the traditionally good 
races are available, but their darker cousins 
are. The player may choose from: dark 
elves, dwarves, goblins, humans, orcs, ogres, 
vampires or darklings (a type of halfling). 
This choice then determines allotment of 
statistic points, skills acquired, special 
abilities and magic potential. The 
emphasis here is on individualizing the 
character not by class but by race and the 
player’s own roleplaying. This system offers 
a wide variety of choices for each race so 
that the character can develop in the 
direction the player wishes to take. The 
goblin race as a character class choice is 
unique as each individual goblin is so weak 
that the player runs a pack of goblins as his 
one “character.” 

The value of this product lies in its 
unique viewpoint on what in most other 
games are NPC evil races. They are not 
viewed in black-and-white terms, but as 
persecuted peoples akin to the American 
Indians, who are being driven off their 
lands toward extinction. The characters 
must fight to gain their lands back and 
restore their own cultures. They are not 
simply evil creatures but complex beings in 
a world where good and evil are very 
relative. 

is a violent and unforgiving place, a very 
gritty setting appropriate to these races. 

Compared to the many detailed 
roleplaying systems on the market today, 
this game system is extremely simplistic; 
however, the ideas presented therein are of 
value to those interested in its unique 
concept. This game may well appeal to 
those wishing for a change of pace or those 
who feel constrained by a strict, clear-cut 
good and evil setting. Moreover, the races 
and especially the Badlands setting itself 
could be incorporated into an existing 
campaign offering the possibility for many 
unique adventures. 

The Badlands campaign setting itself 

Battlelords of the 
23rd Century 

Battlelords of the 23rd Century complete 
roleplaying game 
Rating = 3 
Publisher: Optimus Design Systems, P.O. 
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Battlelords brings you to the universe of 
the not-too-distant future. Whether you 
are a spy, merc, rebel, pirate or adventurer 
you have a lot of skills and toys (like 
cybernetics or pulse weapons) from which 
to choose. The game is designed for 
roleplayers as well as those who like the 

smell of plasma in the morning. 
Presented in an 8-1/2 by 11 -inch format, 

Battlelords has a glossy, full-color front and 
back cover and a richly illustrated black- 
and-white interior of 240 pages. The Table 
sf Contents covers three detailed pages; 
xganization is well laid out. A t  the end of 
the book are a two-page Character Record 
Sheet for photocopying and two Combat 
Reference Tables concerning Quick and 
General References. 

Beginning characters are not just 
bunches of stats. Several tables add very 
interesting points to highlight a PC’s 
background. Statistics are based on 
percentile dice. These stats are modified by 
the racial parameters of your character. In 
addition to regular statistics, you can get 
special powers like Matrix Controllers, 
Healers or Empaths. There are six 
background tables that could relate to your 
character’s history. You can get a lucky roll 
and start out with more credits (cash); you 
could also get unlucky (like the extreme of 
having just one week or so to live because 
of a terminal illness). Alignments are 
handled to reflect your character’s basic 
regard for the laws of society and percep- 
tion of good and evil. 

include humans, Gen-Humans (clones) 
and offworld races. These races can 
specialize in such things as healing, 
empathy or brutality. Sections dealing 
with living in the future cover corpora- 
tions, laws, the Alliance, different types of 
cities and other factors of the 23rd 
Century. Besides cyber add-ons, there are 
over 200 weapons, surface vehicles, shuttles 
and deep space vehicles from which to 
choose. 

Combat is based on percentile dice; the 
turns are one second. The flow of combat 
is fairly quick and smooth. You can pick up 
this system without any hangups. How- 
ever, I caution you to generate two or three 
characters at one time because the damage 
tables are lethal and the heavy-hitting 
weaponry can splatter or vaporize someone 
in no time, despite your armor. 

Battlelords of the 23rd Century 
attempts to present a system in one book, 
which is all you need to start rolling and 
gaming. It succeeds with a mix of the not 
too complicated and the detailed as to 
stats, equipment and combat system. 

game. Although you get rules for ship-to- 
ship combat, there are no stats for the 
Arachnid Crabships (the cream of the 
spider-like Bad Guys’ space fleet). Thus, 
you can only battle them on the ground 
(bad news, as these guys are mean). I 
thought that the Arachnids deserved more 
coverage than what they got. The research 
on “archaic powder weapons” (our black 
and smokeless powder firearms) is very 
lacking. Some typos are scattered 
throughout the text. Despite all this, if you 
are looking for a fairly quick and easy 
system, check out “Battlelords of the 23rd 
Century”. It provides a basis for a 
beginning game cosmos. 

The 12 races available to the characters 

There are some problems with the 

Call of Cthulhu 
Blood Brothers 2 
Rating = 4 
Publisher: 
Chaosium Inc., 

Street, Oakland, 

Authors: Gilan, 
Love, Ho, 
Grundy, 
Rowland, Ross, 
Monroe, 
Klusrens. 

950-A 56th 

CA 94608-3 129 

- ----- - - ~ ~ ~ ,  
Aniolowski, Watts, Willis, Brooks, Chase, 
Geier, Gibbons 
Price: $18.95 
Reviewed by Wayne Ligon 

Blood Brothers I brought to life film- 
based scenarios using the Call of Cthulhu 
system, but not based on the Mythos. BB2 
follows in that tradition, serving up nine 
more scenarios mixing terror, humor and 
film trivia in equal proportions. Each 
scenario has pregenerated characters 
accompanying it since most of these tales 
are designed to run two play sessions at the 
very most. Some can be completed in as 
little as three hours. An added bonus are 
the ‘advertisements’ for the film in which 
you’ll be starring. With a little work, some 
of these make excellent party/game 
crossovers, and are good ways to introduce 

-3 

Send a S.A.S.E. for price list. Or 
send $1 .OO (refundable with order) 
for our photo illustrated catalogue to: 
LANCE & LASER MODELS, INC 
P.O. Box 14491 Columbus, Ohio43214 
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people to roleplaying. 
My all-time favorite has got to be “El 

Tigre, y la Piriinede de Destruccih,” based 
on the superhero-wrestler movies made in 
Mexico during the ’60s and ‘70s. If you 
have the time, set ou t  some chips and pop 
one of these howlers in the VCR prior to 
the game to get everyone in the mood. 

“Alive and Kicking” puts a British 
spin on [he Detached Body Part suhgenre; 
it involves soccer players, murder, obsession 
and a right leg that keeps going and going ... 

and one that has the possibility to scare the 
bejeezus out of  anyone who plays it, try 
“The Evil Gun,” where the Old West meets 
the Undead, presided over by a nameless 
stranger who can whistle up anyone he 
kills. 

has to go to “Nightmare in Silence,” based 
on the old Gernyan silent films such as Der 
Golem. Since it 
are encouraged to use placards and mime to 
communicate. It can make for a ... most 
unusual game session. 

of spirited film fun, and I heartily recoin- 
inend BB2. 

For a inore genuine horror scenario, 

My award for ‘Most Unusual Scenario’ 

a silent feature, players 

All of the scenarios here provide lots 

Catalyst Series 
Grimtooth’s 
Traps Lite 
Rating = 2 
Publisher: 
Flying Buffalo 
Inc., P.O. Box 
1467 Scottsdale, 
AZ 85252 
Authors: 
Various (Edited 
hy Paul Ryan 0’ 
Connor) 
Price: $9.95 
Reviewed by Christopher Earley 

remembered Grimtooth line of generic 
dungeon traps is called “Traps Lite,” and it 
is aimed at game inasters whose primary 
desire is to cause the player characters pain, 
annoyance and/or humiliation - but no 
honest-to-goodness death and destruction. 
Well, almost none of that good stuff. 
Grimtooth does get in an entire section o f  
six-skullarated megadeath traps, and as the 
text points out, even the nuisance rating 
inarkers (little lawyer icons called “suits”) 
can work out to skull-rated daniage at the 
high end. (They claim that 3.336 suits 
equal one skull, but this severe underesti- 
mate is given for humor’s sake alone.) 

The 80 pages of this supplement are 
divided into sections covering room traps, 
corridor traps, door traps, item traps, 
science fiction traps, the already mentioned 
megadeath traps, and a short comic 
illustrating the adventures of Grimtooth 
and his sister, Grimtina. In addition to 
Grimtina, readers make the acqiiaintance 

Insrallinent number five in the fondly- 

of two other Grimtooth-related personali- 
ties, Spike the Grim Dog and futuristic 
Grimhuck, all of whom get into the action 
hy introducing sections of their own and 
narrating the follow-through text of the 
traps. A complete index rounds out the 
book. 

With the trap count now in excess o f  
500 all [old, the Grimtooth line is showing 
its age. I t  would he missing the point to 
mention that dungeon-delving (and its 
offshoots) are considered passt in this day 
and age - you’re expected to leave your 
snobbery at the door when you enter the 
Grimtooth’s Traps domain, and this I tried 
to do. Even so, the collection of traps for 
this installment is less than inspiring. 
With nearly 40 contributors, one would 
hope for a little freshness if nothing more. 

While there is commendable variety, 
and an indication of a new direction for 
growth with Grimbuck‘s SF traps, this hook 
has only a handful of ideas that show 
original thinking, and a lot of graphic and 
textual filler. Some of the things that 
count toward the quota of 101 traps are 
pretty thin - veritable vignettes- while 
others arc so arhitrary and unfair as to he 
“tricks of the gods” rather than creative 
traps. Strangely, the best piece in the book 
is a tried and true stone-and-lever classic, 
proving that the material from the old days 
can still be enjoyed when done well. 

Champions 
Champions of 
the North 
Rating = 3 
Published by: 
Hero Gaiues/Iron 
Crown Enter- 
prises, P.O. Box 
1605, 
Charlottesville, 
VA 22902 
Author: Jon 
Mattson 
Price: $14.00 

I 

Reviewed hy Sean Holland 

Champions ofthe North is a 142-page 
sourcehook detailing Canada for the 
Champions world. 

The hook opens with a foreword and a 
hrief section on the hows and whys of 
international adventure, and includes some 
useful advice. A three-page section details 
how skills, powers and disadvantages can he 
affected by traveling to foreign climes. 

13 pages detailing the lay of the land, 
geography, climate and major cities of 
Canada, with adventure notes and the 
addresses of the tourist bureaus for each 
city; 10 pages o f  notes on the culture of 
Canada, its history, notes on politics, and a 
hrief overview of the myths and legends of 
the area; notes on Law and Order in 
Canada, the Canadian Character, and For 
The Visitor. 

Then we have the heroes and villains 

Next we have “Welcome to Canada”: 

of Canada, a total of 39 characters in all 
Starting with the teams, we have: 

The Sentinels, a government- 
sponsored national team with three 
branches (Central, Atlantic and Pacific), 
led by the hero Skylark; 

RAID, a quartet of super thieves: 
The Infiltrators, a loose groups of 

villains led by Psion, a powerful psionic and 
heliever in mutant supremacy. 

Quite a few lone characters are 
provided, people like: 

Lord Dire, scientist and would-be 
world conqueror (although he only seeks to 
save the world froin itself): 

x villain (depends on his mood) with a 
loose grip on reality; 

killer of mutants. 

short scenarios and a good-sized adventure 
are included to round out the hook. 

Champions of the North is a useful 
sourcehook. If your campaign is set in or 
near Canada 1 recommend that you pick it 
up; if not, you might want to take a look 
anyway. 

The Incredible Leaper, a campy hero 

Purifier, an operative of Genocide and 

Finally, several adventure ideas, two 

Normals Unbound 
Rating = 3 
Published by: Hero Games/Iron Crown 
Enterprises, P . 0  Box 1605, Charlottesville, 
VA 22902 
Authors: Brmnon Boren &. Patrick E 
Bradley 
Price: $13.00 
Reviewed by Sean Holland 

“Normals Unbound,” a 94-page 
sourcehook for Champions, hilled as “the 
Enemies hook for your Secret ID,” details 
the norinal people who populate the worlds 
of Champions games. 

The hook opens with six pages of 
advice; three tell how to use the hook, 
while three concern the design and 
development of normals in a superpowered 
world. All of this contains good advice and 
lays the groundwork for looking at the 
characters who make up the remainder of 
the book. 

sections. These are: O n  the Streets, 
detailing criminals; In the Name of the 
Law (you can figure this one out); In the 
Shadows, a collection of occult personages; 
O n  Campus (you got it!); My Life as a 
Hero, an assortment of people who help 
supers (geneticists, psychologists, hut- 
lers.. .); In the Media Spotlight (go on, 
guess); and Thanks for Your Support, 
general supporting characters. 

The characters presented range from 
the traditional (Aunt Mary or Freddy the 
Fink - informant at large) to the 
dangerous (Anaiiias Topps, illegitimate 
businessman), the unusual (Blaise Morgan, 
witch, or Dugger Buch and his superbike), 
and the downright bizarre (Iggy the 
Vampire or Sparky the Wonder Dog). All 
are well-detailed and interesting. 

If you are tired of just playing the 

Sixty character are presented in seven 
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“fight of the week” in your Champions 
game, I recommend “Normals Unbound.” 
This is a good book to facilitate roleplaying 
in a supers game; gamemasters of other 
super systems might want to take a look. 

Champions Universe 
Rating = 3 
Published by: Hero Gaines/lron Crown 
Enterprises, P.O. Box 1605, Charlottesville, 
VA 22902 
Authors: Monte Cook, et al. 
Price: $18.00 
Reviewed by Sean Holland 

Champions Universe is a 188-page 
sourcebook covering the background and 
current status of the Champions Universe 
as detailed in the Champions Rulebook 
and all of its supplements. 

introduction and overview; this overview 
nicely puts the genre in perspective. 
Following the overview is a 19-page 
Tiineline (from 500,000,000 B.C. to 1992). 
The Timeline primarily deals with the 
characters from the various Champions 
supplements, weaving them into a grand 
historical pattern; my only complaint about 
the timeline is that it does not include 
enough “real world” events (such as how 
the major events of World War 11 or 
Operation Desert Storm affected the heroes 
in the Champions Universe). 

detailing what they have been up to, recent 
changes and current plans. This is followed 
by brief sections on the U.S. Government 
(and its Super Soldier Program), the 
Media, Technology and Magic. All good 
solid background material here. 

Then there is a World Overview, 
giving brief descriptions of the paranormal 
situation all over the world, including 
Antarctica (where danger lies below the 
ice.. .). This is followed by the Grand 
Galactic Survey, which lists all of the alien 
races that have appeared in the various 
Champions supplements, and gives a brief 
description of their homeworld( s). 

which details the interactions between 
superheroes and villains. Included are 
high-end versions of the Champions super 
team (as presented in the Champions 
Rulebook), updated versions of the 
Freedom Squad, the villain group 
Deathstroke, solo villains Malachite “the 
perfect man” and Doctor Draconis, and the 
new solo heroes Sniper and Mind Titan. A 
new organization Aftermath Inc., which 
specializes in cleaning up after super 
battles, is also presented. A few other 
supporting characters round out the 
section. 

A campaign scenario, “In the Shadow 
of Worlds,” involving up to four hero teams 
and interdimensional supers, is also 
included. 

Concluding the book is a glossary of 
characters and organizations, listed by the 
Champions product in which they appear. 
Very useful, this. 

Champions Universe opens with a brief 

Next is a sections on Organizations, 

Then we have Superhuman Relations, 

Overall the Champions Universe 
supplement is quite useful to a Champions 
gamemasters, especially ones who have not 
created a Champions Universe of their 
own. 

Dungeons & 

Night Howlers 
Rating= 4 
Publisher: TSR 
lnc., P.O. Box 
756, Lake 
Geneva, W l  
53147 
Author: Ann 
Dupuis 
Price: $10.95 
Reviewed bv 
Keith H. 
Eisenbeis 

“Night Howlers” is the fourth in the 
Creature Crucible series of game accessories 
for Dungeons and Dragons. This 
supplement examines werewolves and 
other 1 ycanthropes. 

“Night Howlers” offers complete 
information on all the aspects of integrat- 
ing lycanthropes into a campaign. The first 
of the two books, the “Werewolves’ 
Manual” includes detailed information on 
the lycanthrope as an optional class. 
Players can not only choose to play 
werewolves, hut also werebats, werebears, 
wereboars, werefoxes, wererats, wereseals, 
weresharks, weretigers and devil swine. 

Separate experience point tables for 
each class keep all the were-types on an 
even basis. In the interest of game balance 
and long-term playability the PC does not 
begin with all his or her werecreature 
abilities. For example, as the character 
advances in werewolf level he will first be 
able to change into werewolf form at will, 
then become immune to normal weapons, 
then summon wolves, and so on. Further- 
more, being a lycanthrope is not an either/ 
or proposition. The PC can still advance 
in level in his original class. 

The second book deals with all the 
other aspects necessary to run a 
lycanthrope in a campaign. It is interesting 
to read and explains the history and gods of 
the lycanthropes, as well as other areas of 
importance such as silver, wolfsbane, cures 
and special abilities. It also describes how 
to write and adapt adventures. 

One of the best features of this 
iccessory takes up the majority of the 
second book. This section descrihes a 
Zomplete setting, called the Valley of the 
Wolves, for long-term campaigns involving 
uerewolves. A large, colorful poster map 
shows the whole valley and points of 
nterest. This Valley of the Wolves has a 
significant population of werecreatures, 
nost of whom belong to a secret society 
:ontrolled by a local baron who is a 
werewolf himself. This allows the PCs to 

operate without constant fear of being 
hunted down and the rules of the werewolf 
packs keep the PCs from running wild. In 
addition, it allows for many adventure 
possibilities, as the PCs can work for or 
against the werewolf organizations. 

This is an excellent product and will 
be interesting to use with Dungeons and 
Dragons; it could also be adapted to other 
settings, especially a Ravenloft campaign. 
It also excels in the fact that the atmo- 
sphere of the campaign setting greatly 
enhances all aspects of playing a 
lycanthrope; the French names, the lonely, 
forested hills and other details create an 
eerie landscape with tons of possibilities. 
There are more extensive systems for 
playing werewolves in other games but this 
is the best available for Dungeons and 
Dragons. 

Empire of the 
Petal Throne 

Prussia, PA119406-0668 
Author: M.A.R. Barker 
Price: $15.95 
Reviewed by Wayne Ligon 

A companion book to the first volume 
in this series (which showed you how to 
:reate a character and a history), Part Two 
LS a series of solo adventures designed to 
Introduce yoii further to the world of 
rkkumel and to provide you with some 
xevious experience before entering the 
IPG proper. 

The format for these solo adventures 
s very different from those you may have 
ilayed before. There is no long string of 
lumbers where your actions bounce you 
lither and fro across the book. The 
idventures mainly consist of long blocks of 
.ext, allowing you to make decisions based 
in what has happened during the preced- 
ng minutes or days. There is a simple 
ihstract combat system for the few times 
IOU might actually fight something (and, 
res, you can lose and die just like in the 
real’ game). Lists of secret societies, 
nfantry divisions for you to join, useful 
eyes’ (technological items of great power), 
ind some shopping lists round out the solo 
mrtions. 

The most important use for this book, 
hough, is to provide the player and referee 
vith another glimpse into the huge 
latchwork that is the world of Tkkumel. 
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Like Part One, it provides you with 
glimpses of daily life as well as adventuring, 
glimpses that are necessary to provide the 
proper atmosphere for play in Tkkumel. 

The book IS strictly geared to the 
world and milieu of Tekumel: very little of 
it is useful as a sourcebook for another 
game. It is a godsend to players of Empire 
of the Petal Throne, though, since very 
few adventure scenarios have ever been 
available for this game. 

The Tkkumel 
Bestiary 
Rating = 4 
Publisher: 
Theatre of the 
Mind Enterprises 
(TOME) Inc., 
P.O. Box 60668, 
King of Prussia, 

Authors: M.A.R. 
Barker and Victor 
Raymond 
Price: $15.95 
Reviewed by Wayne Ligon 

PA 19406-0668 

The flora and fauna of Tekumel is the 
most unique in any gaming universe in 
print: no elves, no dwarves, nothing that 
even resembles them. Instead, we get 
another look at Prof. Barker’s fascinating 
world. 

The book is divided by terrain types. 
Creature descriptions vary in length, and 
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are frequently accompanied by illustrations 
(a must given the bizarre nature of most 
Tkkumel wildlife). Unlike some similar 
books, not all creatures covered are 
carnivorous or adventurer-threatening. A 
lengthy entry is given for the placid 
Chlen-beast, whose hide essentially 
replaces iron on metal-poor Tkkumel. 

the multiple intelligent species of 
Tekumel; these entries are the only ones 
that could have done with some expand- 
ing, even though they comprise the most 
lengthy descriptions in the book. 

‘Game’ information is mostly 
restricted to the centerpiece, which 
contains all the statistics for the various 
creatures, and a method for calculating 
fighting ability on the last page. 

All in all, the Tkkumel Bestiary 
serves as a needed reference work for the 
Tkkumel gamer, and can also be used as a 
sourcebook by anyone looking for 
something beyond Elf/Dwarf/Troll/Goblin. 

The best section is the discussion on 

Fringeworthy 
Fringeworthy 
complete 
roleplaying 
game 
Rating = 4 
Publisher: Tri 
Tac Systems, 
P.O. Box 61, 
Madison Hts, 

Designer: 
Richard 
Tucholka 

MI 48071-0061 

L, 

Price: $20 
Reviewed by William Hale 

Fringeworthy has been on the 
market since 1982 and although it has a 
very loyal following, it has never truly 
received the attention that it deserves. 
The players assume the roles of those who 
are Fringeworthy, a rare mental ability that 
is only present in one in every 100,000 
individuals and allows them to travel the 
pathways to a thousand alternate worlds. 
With a premise such as this, the only limit 
to the game is the imagination of the 
players and the gamemaster. 

Although the game mechanics are 
intentionally simple to promote 
roleplaying over an evening of rolling dice, 
the game nonetheless presents a wonder- 
fully realistic system which admirably 
complements the mood of the game and 
allows a speed and ease of play which is 
unmatched by other games. As evident by 
other titles produced by this company, Tri 
Tac Systems believes that complicated 
rules and an overabundance of charts are 
not necessary to build a captivating 
atmosphere and with Fringeworthy the 
company succeeds in grand fashion. 

Based on a d20 skill system, resolu- 
tion of success or failure is quickly and 
painlessly determined by the roll of a d20; 

if the score is equal to or less than the skill 
in question, the character succeeds. This, 
coupled with the user-friendly layout and 
concise, easy-to-use index, does not impede 
the gamemaster’s plotline with the 
constant need to reference arcane and 
obscure charts from the nether depths of 
the book. Experience points are used in the 
game as a means of determining when a 
character advances in level and thus 
receives extra points to add to existing 
skills or to purchase new ones. The 192- 
page book is complete with weapons, 
vehicles, creatures and a detailed political 
history of the world of the Fringeworthy. 
This is a game which complements the art 
of roleplaying. 

As Fringeworthy is a game of 
exploration in a hundred million other 
earths, it will require a bit of work on the 
part of the gamemaster in order to keep the 
players sated, but this should be nothing 
short of pure joy with an imaginative and 
insightful game such as this. I would 
recommend this game to any who enjoy 
their roleplaying clean and swift, without 
unnecessary clutter, and set in a back- 
ground of absolutely limitless scope and 
variety. 

GURPS 
GURPS Bunnie: 
and Burrows 
Rating = 5 
Publisher: Steve 
Jackson Games, 
Box 18957, 
Austin, TX 
78760 
Author: Steffan 
O’Sullivan 
Price: $16.95 
Reviewed by 
Shane L. Hensle! 

5 

mVri JACKSON 

First off, I have to say that I’m the 
kind of person who enjoys as much realism 
as possible in the otherwise fantastic games 
we play. So when I told my friends that I 
was reading Bunnies and Burrows, their 
reaction was nothing less than pure shock. 

me assure you that if I can be persuaded, 
you might also. Garners have slain a 
hundred evil dictators and saved tens of 
villages from certain doom, but what 
happens when you’re presented with the 
same obstacles, but all of your spells, guns, 
tools, superpowers, and half of your 
intelligence is taken away? Still bothered 
by the context? Okay, assume you’re an 
alien burrower on a world where the native 
population is a fickle and almost omnipo- 
tent race of technologically advanced 
giants. That’s the challenge facing the 
player in Bunnies and Burrows. 

Bunnies and Burrows is a well-written 
book that inspires great tales of adventure, 
and challenges even the most veteran 
roleplayers. In a typical BBB session, each 
player assumes the identity of a rabbit with 
its own distinctive advantages, disadvan- 

Before you skip to the next review, let 
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tages and skills (a la GURPS). These 
rabbits then (hopefully) work together to 
solve some common problem. This is 
usually sotnething as mundane as finding a 
missing friend or stealing carrots from a 
garden. During the adventure, the 
characters will usually evade or trick their 
way past other animals, surmount the 
difficulties of being only a foot tall, and 
hide their limited intelligence from 
mankind. You have no Desert Eagle .44s, 
no LAW rockets, and no all-powerful 
“fireball of blazing doom” spell to get you 
out of these jams -just your own raw wit 
and hopefully, a little bit of luck. 

BBB details the animal’s savage view 
of the world, the interrelationships of the 
various species, the constant threat of 
mankind’s intrusion, and how to mesh all 
of this into an intriguing game. The 
campaign and adventure ideas are 
inspiring, and the real-world habits of the 
animal kingdom are faithfully translated 
into game mechanics (for instance, a dog 
shaking a rabbit in its jaws will automati- 
cally do one die of damage every round). 

been a silly subject and turned it into one 
that can be filled with depth, drama, and 
above all, a challenge of raw wits. Note 
that I said can, because for those of you 
who really enjoy games like Toon or 
Teenagers From Outer Space, Bunnies and 
Burrows can certainly fit this mold also. 

For those unfamiliar with the original, 
Fantasy Games Unlimited originally 
published Bunnies and Burrows in 1976. 
The game was and is loosely inspired by 
Richard Adam’  Watership Down. 
O’Sullivan has captured the sometimes 
serious, sometimes light-hearted nature of 
the subject and turned it into what I 
consider one of the best sourcebooks of the 
year. 

O’Sullivan has taken what could have 

GURPS Mixed 
Doubles 
Rating = 3 
Publisher: Steve 
Jackson Games, 
Box 18957, I 
Austin, TX 

w 

78760 
Author: Spike Y. 
Jones 
Price: $16.95 
Reviewed by 
Shane L. Hensley 

“Mixed Doubles” is a book of 
character descriptions and statistics for 
GURPS Supers. Spike Jones seems well- 
versed in the mechanics of the game 
(without a doubt the most complicated of 
the various GURPS genres), and has spent 
a lot of time and effort actually designing 
the powers and abilities of the 46 heroes 
and villains within. 

of presenting every entry as a component of 
a team or pair of adversaries. A typical 
couple are Streaker and Pacesetter (the two 
beautifully illustrated on the cover by John 
Zeleznik). Streaker is an aging super- 

What sets this hook apart is the idea 

speedster and Pacesetter his nubile 
‘apprentice.’ Dauntless, a hero who draws 
his power by confronting his fear, and 
Mocker, a villain who uses fear against his 
opponent, are an example of  the adversarial 
relationships presented. 

and well fleshed out. Each entry has a 
detailed history, ways to fit it into a 
campaign, a discussion of his or her 
abilities, and battle tactics. If the character 
is too powerful or too weak for a particular 
campaign, there is even a power variations 
section to beef up or tone down the 
offending super. 

Over all, the characters are original 

Hero System 
CyberHero 
Rating = 3 
Published by: Hero Games/Iron Crown 
Enterprises, P.O. Box 1605, Charlottesville, 
VA 22902 
Authors: Michael Fine, Michael McAfee, 
Curtis Scott 
Price: $20 
Reviewed by Sean Holland 

CyberHero is a 223-page campaign 
book that brings the cyberpunk genre to 
the Hero System (or vice versa). 

CyberHero opens with a brief 
introduction, then moves straight into 
character creation. This section discusses 
character motivation and provides 15 
character archetypes (including an 
Artificial Intelligence). Notes on Skills, 
Talents, frameworks for cybernetics, and 
Disadvantages (including suggestions for 
Hunteds and Psychological Limitations) 
are included in this section. Fifteen sample 
characters (one for each archetype) round 
out the Character Creation section. 

ways the heart of any cyberpunk game 
system. CyberHero handles this neatly by 
integrating the highly flexible Hero System 
powers into the net as programs. Thus, the 
virtual reality of the Net becomes its own 
world where cyberdeck-generated personas 
interact with the Net and each other: an 
elegant solution to the problem of the Net. 
This section fills nearly a quarter of the 
book and goes into great detail. Examples 
of cyberdecks, personas and programs are 
given, as well as a description of a netrun 
itself. 

Following the Netrunning chapter is 
the Campaign section, containing a short 
piece on campaign types and styles, 
followed by 60 pages of examples of 
equipment, weapons, cyberware, vehicles 
and the latest fashions. 

Then we have the Cyberpunk Future, 
a discussion of the genre and its view of the 
future (and the future is dark...). Four 
pages of cyberpunk slang and brief 
descriptions of a few megacorporations are 
nice. San Francisco in 2090 is provided as 
a campaign setting. Ending this section is 
the short adventure, “To Raise a Ghost.” 

Next is Netrunning; this is in many 

The book ends with three appendices: 

G A M E S  G H O B B l € S  

Avalon Hill 
RuneQuest Deluxe Ed ............................. $22.50 
Shadows of the Borderland (RQ) NR ........ $12.00 

Chaosium 
Call of Cthulhu (5th ed.) ........................... $16.50 
Mountains of Madness (COC) NR ............. $30.00 

Stormbringer (4th ed.) ............................ $16.50 
Melnibone (SB) NR ................................. $14.25 
King Arthur: Pendragon ........................... $16.50 
Pagan Shores (Pend.) NR $14.25 

Adventures in Arkham Country (COC) NR . $14.25 

FASA 
Shadowrun (2nd ed. Hardcover) .............. $22.50 
Grimoire (2nd Ed.) .................................. $11.25 

Game Designer’s Workshop 
Mythus Fantasy RPG ............................... $19.50 
Mythus Magick (Mythus) . . . . . . . .  $18.00 
Dark Conspiracy RPG .............................. $16.50 
Protodimensions v.1 (Dark C.) NR ............ $9.00 

West End Games 
TORG: The Role Playing Game ................. $22.50 
The Gaunt Man Returns ........................... $11.25 
Creatures of Tharkold NR ....................... $13.50 

White Wolf 
Ars Magica RPG (3rd ed.) . . . . . . . . . . . . . . . .  $18.75 
Vampire (2nd ed. Hardcover) ................... $18.75 
Clan Book: Gangrel NR ......................... $7.50 
Anarch Cookbook NR .......................... $11.25 
Werewolf ................................................ $15.00 
Caerns: Places of Power (Werewolf) NR . $11.25 

All of the games marked “NR’ are new releases by the 
manufacturer, scheduled for release by Feburary. If these 
games are not released by the scheduled date, the Cornrnis- 
sary will ship as soon as the product IS available. 

We also carry a wide variety of board games, role 
playing games, and miniatures. Some of our lines 
are: ColurnbiaGames, FlyingBuffalo,, I.C.E., Mayfair, 
Steve Jackson Games, Theater of the Mind, TSR, 

The Commissary Games & Hobbies 
P.O. Box 1941 Tomball. T& 
77377-1 941 

FREE SHIPPING on U.S. orders over $75. Texas Residents 
add 8.25% sales tax. Please include $4.00 shipping on all 
U.S. orders under $75. (Ask ship- 
ping for international orders.) Most 
CODand MoneyOrdersareshipped 
the same day. Others allow 2-4 
weeks for delivery. Minimum order 
$15 All prices subject to change 

I 

Catalog, $3 VfSA. 
28 pages, 1000s of products1 
refundable with first purchase 
- 
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A is conversion notes between Cyberspace 
and CyberHero; B is a timeline; C is a 
bibliography of cyberpunk sources. 

CyberHero is a solid addition to the 
Hero System, and if you are a fan it is well 
worth a look. For players of other 
cyberpunk-type games there are a few good 
ideas, but probably not enough to make it 
worthwhile for you to buy this book as a 
reference source. 

Man 0’ War 

Man 0’ War 
Rating = 5 
Publisher: Games Workshop 
Authors: Nigel Stillman, Andy Jones and 
Bill King 
Price: $54.99 
Reviewed by: Chris McDonough 

Not many new games are as truly inspired 
and exciting as Games Workshop’s Man 0’ 
War game. For all you GW fans out there, 
this one is a masterpiece. The box contains 
everything one needs to stage a raging sea 
battle, including: a 78-page rulehook; 3D6; 
enough cardboard counters, tokens and 
chips to choke a dwarf; ship templates; two 
decks of cards; range rulers; numerous 
pieces of cardboard islands; 12 war galley 
miniatures; and, for the first time - little 
ziploc haggies in which to put it all! 

disappointed; the contents seemed slim and 
there were only 12 tiny miniatures inside. 
This is not what one has come to expect 
from GW. I must admit, my one remaining 
complaint after further inspection is the 
scarcity of miniatures. The game itself, 
however, is phenomenal! The rules are 
extremely simple and yet seem to cover 
almost every contingency, from ramming 
and boarding actions to cannons, catapults, 
and changes in the wind; the game even 
has a complete magic system. It seems that 
GW thought of everything with this one. 

Each turn in the game begins with an 
initiative roll. If the roll is a tie then the 
wind shifts direction based on whether the 
result is even or odd. 

Players then move on to the magic 
phase. Depending on the power level of the 
wizard in a player’s force, said player draws 
a number of spell cards, and may then cast 
one against any ship on the board. The 
spell descriptions are quite exciting and 
truly invoke the dark, gritty feeling of the 
Old World. For example, one spell allows 
the wizard to bring the masthead of an 
opponent’s ship to life; the masthead then 

O n  first perusal I was slightly 

attacks the crew, wreaking havoc on the 
hapless victims. The opposing wizard may 
sacrifice one of his one spell cards (if it is 
from a conflicting college) in an attempt to 
dispel a successful casting. The enemy 
wizard may then return fire. 

Movement and combat make up the 
next round and are equally simple. A player 
moves based on whether his ship is under 
sail or driven by rowers, a very convenient 
turning template dictates maneuverability. 
To fire, one simply pulls in range and rolls 
a die. One roll determines the success of 
the shot, the location of a successful shot, 
and the resulting damage. One may also 
ram and initiate hoarding actions by 
touching an opposing ship. 

During the last phase, the players 
mark abandoned and sunken ships, and 
draw new magic cards to replace those lost. 

neglecting to tell you about some of the 
other enticing features - like the Dwarven 
Ironclads, Nautilus subs with torpedoes, 
Elven Sea Dragon ships, Orc Hulks, 
offshore fortresses and long-term campaign 
rules - but I’ll leave you to discover those 
things on your own. 

That’s it in a nutshell. Of course I’m 

Millennium’s End 
GM Screen and 
1999 
Datasource 
Rating = 4 
Publisher: 
Chameleon 
Eclectic, P.O. 
Box 10262, 
Blacksburg, VA 

Author: 
Charles Ryan 
Price: $ 11.95 
Reviewed by Allen Mixson 

24062-0262 

This new release for Millennium’s End 
has a GM screen, hit location figures, two 
copiahle character sheets and the 32-page 
“1999 Datasource” booklet. The heart of 
the GM Screen is the Trauma Level, 
Impairment Level and Secondary Effects 
tables. The OM Screen is 32 inches long 
when fully extended; it contains tables 
covering Selected Weapons, English to 
Metric Conversion (nice, since the game 
uses the Metric System), Vehicle Corner- 
ing, Vehicle Crashes, Aiming Factors, 
Aiming Modifiers and other useful tables. 
Combat, damage resolution and vehicular 
tables are all there for you. Also included 
is the Body Map foldout. This is an 11” x 
17” laminated sheet that combines the 32 
Body Maps (hit location figures) from 
previous releases into one source. 

The “1999 Datasource” booklet covers 
the city of Miami; it also provides an NPC 
Record Sheet, a listing of some NPCs and a 
section on new equipment. There is a 1999 
calendar and a five-page list of events in 
1999, by the month; this list details events 

around the world, in the USA and in 
Miami. You get a map of the greater 
Miami area and source material about the 
region. Blackeagle’s Top Ten Clients and 
the Client Blacklist delineate 14 persons 
whom you should welcome or kick out of 
your office. Tips on the Blackeagle Miami 
branch and networking in Miami cover 
some important things you should know. 

for the PCs and will be useful during long- 
term game play. You even get a three- 
person Metro-Dade police patrol team. 
Additional weaponry, accessories, vehicles 
and ammunition extend the Millennium’s 
End rulebook listings. New vehicle and 
weapons tables, with updated information, 
are provided. The “1999 Datasource” ends 
with a vehicle chase and combat 
worksheet; this can easily he photocopied. 

Production is clean and crisp, reflecting 
Chameleon Eclectic’s commitment to 
quality. If you are a Millennium’s End 
gamer, this product is well worth the price. 

The eight NPCs listed are good contacts 

Operative’s Kit 
Rating = 4 
Publisher: 
Chameleon 
Eclectic, PO Box 
10262, 
Blacksburg, VA 

Author: Charle: 
Ryan 
Price: $ 14.95 
Reviewed by 
Allen Mixson 

24062-0262 

Two booklets and more are part of this 
newest release by Chameleon Eclectic. 
The Tactics and Investigations Handbook 
for Operatives is a real eye-opener. At first 
glance, it looks like it’s printed by the 
Blackeagle/Blackeagle Corporation and is a 
module or another set of rules for 
Millennium’s End. Wrong! What you 
have here is a hook that spans games and, 
to a certain extent, time. It is an easy-to- 
follow, 88-page instruction manual about 
investigations and operations. The 
Investigation Management section covers 
the investigation of leads, events and 
background checks. What do you do if you 
are first on the scene of a crime? What do 
you do if your employer wants you to start 
investigating a cold trail? Want to know 
how to dust for fingerprints and lift them? 
It’s all here, gleaned from real-world books 
and manuals. 

The section on Tactical Operations 
details plans, principles, field movement 
and hodyguarding. Urban assault problems 
and tactics, whether in the street or in a 
building, are covered in detail. Field tactics 
and problems are dealt with in an instruc- 
tional and well-defined chapter. The hook 
has lots of illustrations that relate to the 
chapter subjects. 

The second booklet the package 
contains is the Operations Policy Hand- 
hook. This is a 24-page manual that sets 
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forth the BE/BE Company’s policies on 
operations (contracts, relocations, cell 
organizations), support (legal and medical 
support) and benefits -just to mention a 
few. Company history, organization and 
scope are explained. This booklet will 
give the GM quite a bit of information 
about the Blackeagle/Blackeagle Corpora- 
tion. 

Other items included in the package 
are a four-page company newsletter, a 
Blackeagle/Blackeagle bumper sticker and 
a BE/BE car window sticker. Additionally, 
there is a card that you can fill out and 
send in with a small photograph (your 
own or otherwise). Chameleon Eclectic 
will laminate the ID card part of it and 
send it back to you for free. The ID card 
will identify you (or whoever’s in the 
photo) as a member of the Blackeagle 
Corporation. 

I highly recommend the Operative’s 
Kit. It gets high marks for the work and 
degree of professionalism that Chameleon 
Eclectic puts into it, and the fact that the 
Tactics and Investigations Handbook can 
actually be used in real-life situations. 
Plus, you can use i t  if your game timeline 
is anywhere from the 1920s to immediate 
post-holocaust. For those Millennium’s 
End garners, the Policy Handbook adds 
depth to the company and the stickers and 
ID card are icing on the cake. 

Mutazoids 
(2nd Edition) 

City 
Sourcebook 
Rating = 3 
Publisher: Whit 
Publications, 
P.O. Box 1397, 
Murray, KY 
42071 
Authors: 
Christopher 
Clark, Nigel D. 
Findley, Edward 
S. Bolme, Boh 
Etheridge, Ken Whitinan, Brett Maddox 
Price: $12.95 
Reviewed by Christopher Earley 

The first in a line of supplements for 
the newly revamped Mutazoids game 
(“Post-holocaust role-playing in a world of 
mutants and super powers”), “City 
Sourcehook” is an 80-page sourcebook/ 
adventure detailing the cities of the year 
2073, in a land under the rule of the grim 
Second Republic government in the wake 
of a devastating mutant plague. 

“City Sourcebook” begins with a 
refresher course on certain aspects of the 
setting’s history, with the role of the city as 

its perspective. This is followed by a 
collection of character profiles covering thc 
categories into which most NPC city 
dwellers fall; this section is presented as 
entries in a biased handbook which the 
bigoted government distributes to its 
Enforcer police unit, of which organization 
the PCs are assumed to he members. These 
entries also contain statistics templates to 
guide development of NPCs in the game. 

political organizations - sanctioned and 
unsanctioned - of the year 2073, the 
support systems that allow a city to run 
smoothly (water, power, sewage and 
communication), and some fairly straight- 
forward urban planning schemes popular in 
the cities of the Second Republic. Of the 
material mentioned so far, the political 
organizations make for the best reading, 
including information on the Jamlocks (the 
mob of the future), Barsonists (the major 
dissidents), the wonderfully named 
Children of the Holy Plague, and many 
more of 2073’s adventure-inspiring spheres 
of influence. 

In fairness, though, the other sections 
are also useful and well thought out. If 
they seem slightly bland, that just goes with 
the territory of inherent genericism - 
which itself promotes tailor-designing of 
cities to GM tastes within the framework 
provided, and so can be easily forgiven. 

Next come sections on influential 

9 Just When You Thought the Cold War Was Over. .. 
NUCLEAR  PROLIFERATION!^ 

1 The sequel to the Nuclear War & Nuclear Escalation Card Game. 
ALCLEAH PROLIFERATIOV 15 the explosively funny 
card game for 2 6 players of all ages Choow which world 
power you’ll play; Little Bittyland, Bananaland, Bermuda 
Tnangland, Ragmad, or one of many others included Use 
your countries Special Power, secrets, top secrets, & propa 
ganda to gain control o f ,  or eliminate your enemies popula- 
tion. When that inevitably fails, all-out war breaks out as 
players launch stealth bombers, submarines, scudmissles, and 
fire atomic cannons at each other. Stop attacks with patriot 
anti-missles, stealth fighters, decoy missles, saboteurs, and 
other special cards. And look out for Klodzilla and the dreaded 
computer virus. Nuclear Proliferation adds special trading 
sessions, new top secret and other special cards. It’s a 
sarcastic, humorous look at the futility of Atomic Warfare in 
the post-cold war 199O’s, and can be played alone, or com- 
bined with Nuclear War, Nuclear Escalation, or both! $19.95 

Available at your local game store or order direct from 
Flying Buffalo P.O. Box 1467, Scottsdale AZ 85252 

Please include $1 for postage & handling 

And try the Nuclear War Computer Game! A solo 
version of Nuclear War where you play against 4 com- 
puter opponents. Available in IBM format in both 3 1 / 2  
or a 5  1/4” version. Also available for the AMIGA. Please 
specify when ordering . $19.95 

W H I T E  W O L F  M A G A Z I N E  71 
 (order #945463) 74.249.136.75



Finally, the adventure is called “Mute 
Music”; it spans 30 pages, making it the 
first “complete” adventure ever published 
for Mutazoids. Mutes are essentially 
anarchists in training, the unorganized 
junior-level punks who reject all authority 
figures, especially Enforcers. They have a 
unique and subversive brand of music that 
the Second Republic (through its Congress 
for a Safe America) finds offensive and 
therefore has banned. In the adventure, 
the PC Enforcers stumble across the path of 
an illegal mute music pressing company 
while tracking down the manufacturers of a 
new drug. Further details are omitted to 
avoid ruining the plot, but it’s an interest- 
ing one. And any hook that suggests 
listening to Joy Division must he good. 

Pendragon 
The Spectre 
King 
Rating = 4 
Publisher: 
Chaosium Inc., 

Street, Oakland, 

Authors: Martin 
Bourne, Peter 
Corless, Mike 
Dawson, Carry 
Fay, Mike Manol 

950-A 56th 

CA 94608-3 129 

Price: $18.95 
Reviewed by Chris Hind 

“The Spectre King” packs five medium- 
length adventures, guidelines for running 
the Grand Tourney of Logres, and an 
article about the university city of 
Cambridge into its 126 pages. 

The product’s namesake is a chilling 
adventure where Saxon King Hengest 
(from Arthurian history) returns from the 
dead to avenge his dishonorable death. 
Unlike many Pendragon adventures, this 
one (like most of the others in this book) 
allows for plenty of player freedom. 
Hopefully, this trend will continue. 

“The Grand Tourney of Logres” 
introduces a gamemaster to the ceremony, 
events (joust, melee, challenges), rules and 
prizes of a common knightly event - the 
tournament. With these rules and 
guidelines concerning unusual attendees, 
chronology, and the tournament circuit, 
the GM has all the tnaterial necessary to 
provide a glorious break from the usual 
adventuring. 

In “The Adventure of the Werewolf,” 
passing reference to a cursed knight in Le 
Morte D’Arthur is expanded into a freeform 
scenario about very human passions and 
weakness. The otherwise excellent 
presentation is weakened when King 
Arthur announces his wish that the 
mystery be solved (more subtle motivation 
already exists). 

superficially similar in plot to the “Spectre 
King” scenario: a king troubled by a 
haunting warrior, a hermit with all the 

“The Adventure of the Ghost Knight” is 

answers, and a bane-weapon. But unlike 
the former, this adventure treats its 
antagonists as monstrous and evil rather 
than somewhat sympathetic. In addition, 
the scenes are presented very well, 
especially the memorable beginning. 

Using the “Cambridge” article, 
gamemasters or players can now create 
scholarly characters. The real 13th-14th 
century history of the university city has 
been adapted to fit the Pendragon 
chronology. 

weaker than the others. Scenes and 
characters are not as well-defined, and the 
plots allow for less player initiative. Still, 
the story ideas are good. “The Adventure of 
the Helmed Knight” is a Beauty-and-the- 
Beast scenario. “The Adventure of Homed 
Boar” concerns encroaching Angles and a 
long-lost son. 

What I liked most about this product 
was that one-third of it has tournaments in 
common, allowing one adventure to unfold 
each year at the Grand Tourney. The only 
thing missing were the excellent handouts 
which Chaosium products usually contain 
(though no adventure suffered from this 
lack). 

another masterpiece with “The Spectre 
King.” 

The last two adventures are somewhat 

Not surprisingly, Chaosium has forged 

Rifts 
Rifts 
Conversion 
Book conversion B o d  
Rating = 4 
Publisher: 
Palladium 
Books, 12455 
Universal Drive, 
Taylor, MI 
48180 
Author: Kevin 
Siembieda 
Price: $19.95 
Reviewed by Charles Peirce 

The “Rifts Conversion Book” is the 
latest offering for the Rifts game, and is 
sure to be a much-used sourcebook for all 
Rifts campaigns. The “Rifts Conversion 
Book  provides an invaluable source of 
information, detailing new rules, magic, 
classes, dimensions and creatures. Each is 
well-written and the hook provides many 
hooks for stories and characters. 

thus very little in this book is new. The 
creatures, classes and magic are all 
adaptations of things found in Palladium’s 
other games. They have been adapted to fit 
into a world overflowing with magical 
energy. 

One gets the minor conversions, 
explaining the effects which occur when 
the various beings from other Palladium 
worlds enter the Rifts world. These notes 
are fairly extensive when dealing with the 
Palladium RPG, Heroes Unlimited and 
Beyond the Supernatural (BTS). 

The hook really only glosses over 
conversions for The Mechanoids, RECON 

However, it is a conversion book, and 

and Ninjas &a Superspies. Such is to be 
understood though, as RECON is the least 
compatible of Palladium’s games and The  
Mechanoids will be getting its own 
sourcebook for Rifts in the future. 

Several new classes are included here: 
nore mutant animal options, Superhumans 
md the Warlock have all been added. I 
wish more notes had been added for using 
3TS classes in a standard Rifts campaign, 
.ather than the simple guidelines on what 
:hese characters are like when they travel 
:o Rifts Earth. 

In-depth descriptions of the Palla- 
Iium RPG and the BTS conversions make 
ip the majority of this book. Almost all of 
:he races and creatures from the Palladium 
RPG and Monsters B Animals are included 
iere, presenting dozens of new racial 
:haracter classes. The more traditional 
Palladium races of Wolfen, Elf, Dwarf and 
3oblin are detailed, along with more exotic 
xeatures such as the Faerie Folk, Bug 
Bears, Lizard Men, Ratlings and Sphinx. 
Also detailed are Adult Dragons, extremely 
nore powerful than the hatchling variety, 
and as the book itself states, easily on par 
with some of the various greater demons 
m d  supernatural creatures of the Rifts 
world. 

The BTS conversions detail more 
traditional horror creatures, along with 
several that are not so traditional. 
Zreatures detailed (and some expanded as 
sptional classes) include Banshees, Ghouls 
(several varieties), Entities and 
Lycanthropes of all types. 

into the different creatures of a more 
extreme power class: Beings Who Would 
Be Gods. These creatures are extremely 
powerful, easily capable of destroying most 
adventurers with little effort. They include 
the various elementals, the Palladium 
RPGs Old Ones and the demonic hordes 
of Hades and Dyval. 

Scattered throughout the entire hook 
are various clues into the past (and future) 
of the Rifts World and the Palladium 
World. The hook contains excellent 
illustrations by Michael Gustovich. 

“The Rifts Conversion Book  is not 
without its problems. I wonder why some 
conversions were even included in the 
book. Creatures like the Devil Digger, 
Feathered Death and Owl Thing are SDC- 
based monsters who aren’t even known to 
exist on Rifts Earth, making them 
practically useless for most campaigns. 
Also, a few of the creatures, such as the 
Death Weaver, Dybbuk and Mindolar, 
have already been detailed in Rifts Source 
Book One: Vampire Kingdoms. Though it is 
nice to have all of these creatures in one 
place I would have preferred some more 
new creatures. 

“The Rifts Conversion Book” is a very 
good resource for any Rifts Campaign. This 
book will probably be most enjoyable to 
those people who have not seen this 
information elsewhere, providing the most 
new ideas and information. Still, this book 
is a vital addition to the Rifts world and is 
a good investment. 

The conversions end with a long look 

72 M A R C H  / A P R I I .  1 9 9 3  

 (order #945463) 74.249.136.75



I 

I 

 (order #945463) 74.249.136.75



Rifts 
Sourcebook 
Two: The 
Mechanoids 
Rating = 3 
Publisher: 
Palladium Books, 
12455 Universal 
Drive, Taylor, 
MI 48180 
Author: Kevin 
Siembieda 
Price: $11.95 
Reviewed by Charles Peirce 

I Mechanoids, the true appeal of this product 
was the first few pages, pages which 
foreshadow the future and present a 
thematic conflict for the Rifts world. 
Apocalyptic dangers approach and earth 
will need heroes to defend her. First are the 
Mechanoids, to be followed by the Four 
Horsemen, and still others in the future. 
These threats seem to encourage epics of 
high adventure and help to escape the 
focus of looting and destroying. 

This seems to be a promising 
campaign focus for Rifts games, I only hope 
Palladium’s products will continue to 
emphasize this plot, instead of making 
token references to it. In the past, one of 
the major themes of Rifts has been 
humanity’s crawl back into power, but the 
supplements have done very little to 
support or encourage that story element. I 
hope that does not become the fate of this 
theme. 

Regardless, this book is worth having 
based on these pages alone, a very 
refreshing change in a Rifts product. Even 
if you disagree, the Mechanoids themselves, 
new character options (such as Mechanoid 
PCs), adventures and new character sheets 
should entice you. 

really ruined this product for me. The 
Splugorth are yet another hideously 
powerful, evil, and omnipotent tentacled 
mass from another dimension. The Rifts 
world is already teeming with this type of 
fiend; do we really need more? Likewise, do 
we really need the other things included 
with them: hordes of creatures (most rather 
boring), new (redundant) weaponry and 
even more magic (yet again, redundant). 
Rifts doesn’t need countless numbers of 
monsters, magic and weaponry, but if 
they’re going to be foisted on us they 
should at least be interesting. 

It’s not all bad though. Hidden here 
and there are little gems which will really 
add to someone’s game; it’s just that you 
have to sift through everything else to find 
them. Concepts such as the Modern Cult 
of Dragonwright, the Sunaj and the Secrets 
of Rune Magic are very interesting, but not 
one of these concepts receives the amount 
of space given to the endless quantities of 
inonsters and magic. 

Whether or not you like Atlantis will 
depend on what you want. If you feel the 
need to populate the Rifts world with yet 
more monsters, magic and weaponry, then 
definitely purchase this book. If not, 
definitely pass on this one. 

The Rifts RPG has (among other 
things) tied all of the various Palladium 
worlds and games together, creating a 
tighter continuity and allowing for hints 
concerning one game to be thrown into 
another. With that in mind, “Rifts 
Sourcebook Two: The Mechanoids” brings 
the line full circle and offers some 
interesting glimpses of the future. 

Palladium RPG and since then the 
Mechanoids have appeared sporadically in 
various forms (a Heroes Unlimited 
supplement, a newsletter, a comic series), 
but have never really received an in-depth 
focus since those early days. Until now. 
The Mechanoids, psychotic alien cyborgs 
determined to destroy all humanoid life are 
back, emerging from a rift and unleashed 
upon the people of Earth. 

The Mechanoid Invasion was the first 

While it was nice to see updated 

$5 Rulebook 
$4Turn Fee 
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Rifts World 
Book Two: 
Atlantis 
Rating = 2 
Publisher: 
Palladium Books, 
12455 Universal 
Drive, Taylor, MI 
48 180 
Author: Kevin 
Siembieda 
Price: $14 95 
Reviewed by Charles Peirce 

Rifts: The Splugorth Sourcebook is 
wonderful. Everything you ever wanted to 
know about the Splugorth is detailed. 
Unfortunately, it’s not supposed to be the 
Splugorth Sourcebook; it’s supposed to be the 
Atlantis World Book. And as this product 
tries to live up to the precedent set by its 
predecessor, “Vampire Kingdoms,” it fails 
miserably. 

My general feeling upon reading this 
product was just how misleading and 
redundant it seemed. For the most part, 
Atlantis just describes the Splugorth and 
their magic, technology, pets, allies, etc. ... 
Atlantis itself receives only about 20 pages 
of coverage (out of the books 160 pages). 
Now admittedly, since the Splugorth 
control Atlantis, one should get quite a bit 
of information on them, but not at the 
expense of the world information - 
especially since in the past (“Vampire 
Kingdoms” preface), Mr. Siembieda has 
argued that the information in his products 
coincides with the type of book published 
(world info in a world hook, monsters and 
such in a sourcebook). So why does this 
feel more like a sourcehook than a world 
book? 

That aside, it was the redundancy that 

Shatterzone 
The  River of God (novel) 
Rating = 3 
Publisher: West End Games, 
RR 3 Box 2345, Honesdale, 
PA 18431 
Author: Greg Farshtey 
Price: $4.95 
Reviewed by Chris Hind 

* * * * a t  I 

This is the first of a series ot novels 
introducing a new science fiction universe. 
This setting will be featured in the 
Shatterzone roleplaying game, which is due 
to be released in the summer of ’93. 

As a novel, “The River of God” is a 
decent read, with good characterization, 
interesting settings, and a straightforward 
but firm plotline. To get an idea of the 
book, consider this quick blurb concerning 
the characters (incidentally, character 
interaction - if not development - is the 
novel’s strongest suit): Marta, the valkyrie- 
like mercenary who has lost most of her 
humanity. MacTaggart, the aging hired gun 
who seeks a final score so he can settle 
down. Ex-scout Cooper finds that his 
pacifistic nature strained by increasingly 
brutal situations. Caj is a sociopathic 
techno-geek. And Pelking is the ambitious 
Fleet officer whose mission to apprehend a 
galactic agitator takes them all into the 
mysterious Shatterzone. 

God” becomes a window into the 
Shatterzone RPG. I assume the book is 
fairly representative of the game, since 
Greg Farshtcy is author and co-author 
respectively. The appendix at the hack of 
the book provides a clear overview of the 

More than just a novel, “The River of 
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setting. Faster-than-light travel is accom- 
plished by Hyperdri ... oops, I mean 
“Quantum Drive.” Archaic-type firearms 
are called “slug-throwers.” Interstellar 
explorers have contacted many alien races. 
The newly formed Consortium of Worlds 
forcibly maintains peace over the galactic 
colonies, who have a history of fighting 
succession wars (read Galactic Empire, 
Rebel Alliance, and Star Wars). Granted, 
many of these elements are necessary for a 
good science fiction roleplaying game. But 
the combination is a bit too familiar, too 
cliched .... 

I see on ly  a few new developments. 
“Cold-sleep” and “blind-flying” are 
necessary since even with the Quantum 
Drive, interstellar travel is measured in 
days, weeks and months. During space 
combat, missiles seem to be the weapon of 
choice rather than lasers. “Bolters” are 
alien refugees who to have navigated the 
Shatterzone while fleeing a super-powerful 
menace beyond Consortium space - the 
Armagon. And the Shatterzone itself- a 
great river of rocks at the edge of the galaxy 
- has great potential as a setting. 

My interpretation from the novel is that 
Shatterzone will he nothing more than a 
gritty version of Star Wars, which seems 
doubly bothersome since both RPGs are 
from the same company. Though game 
systems will likely differ, it doesn’t seein as 
though the setting will be much of a 
change. And without a unique setting ~ 

one that will allow for different sorts of 
adventure than what is usual - I’m not 
very enthusiastic towards this summer’s 
release. But then again, maybe I’ll he 
pleasantly surprised! 

As for this novel - “The River of God” 
- you could “steal” ideas from it  for, say, a 
Star Wars adventure. And if you are in the 
market for a science fiction RPG, maybe 
you should spend $5 a s  a preview to 
Shatterzone. You might save money in the 
long run. 

Star Wars 
Dark Force 
Rising 
Sourcebook 
Rating = 4 
Publisher: West 
End Games, RR 
3 Box 2345, 
Honesdale, PA 
1843 1 
Author: Bill 
Slavicsek 
Price: $20 00 
Reviewed by Chris Hind 

I 
Right off, I have to adinit to being 

biased against this product due to my 
enjoyment of Timothy Zahn’s Star Wars 
novels. I doubted that the contents of a 
clever book could he dissected and 
reassembled in a roleplaying format while 
preserving its spirit. I was wrong. 

The author has compiled many of the 

novel’s trappings into a well-organized, 
entertaining and enlightening product. 
Chapters divide topics into The New 
Republic, Remnants of the Empire, and the 
Fringe. Planets, Aliens, Droids, Equipment, 
Vehicles, Starships and the Force each 
have their own chapter as well. Each 
chapter integrates concepts from Dark 
Force Rising with the estahllshed reality of 
Star Wars: The Roleplaying Game. In 
places, the author must have had to fill in 
gaps with inference and imagination; but 
he maintains a smooth narrative through- 
out. 

The main purpose of this sourcebook is 
to provide roleplaying stats. In that regard, 
it delivers. Templates include those o f  
heroes such as Luke Skywalker and Mon 
Mothma, villains like Admiral Thrawn, 
Captain Pellaeon, and Joruus C’baoth, and 
political neutrals like the nefarious Niles 
Ferrier. Also included are statistics for less 
important characters - such as Anselm 
(exactly, “Who!”) and a generic Imperial 
pilot - who seem too minor to hother 
with (especially since Chewhacca’s stats are 
missing!). But I do admire the fact that this 
is intended as  be &definitive sourcebook 
of Dark Force Kising. 

The Force chapter compiles the usual 
Force powers and a few new ones, such as  
Short-term Memory Enhancement. The 
Planets chapter describes such planets as 
Endor and Churba in standard planet-log 
format. The Aliens chapter updates stats 
for known races (e.g., Barabel, Defel), 
provides more information on Ewoks, and 
introduces new aliens like the Noghri and 
Sluissi. Equipment contains essays on holo 
transmission and life-form analyzers. All 
these chapters balance roleplaying 
specifications for new and old trappings (all 
of which are significant to the novel) with 
descriptive detail. 

Extras include maps of Peregrine’s Nest, 
the luxury sub-ocean cruise ship Coral 
Vanda, Lando’s Ladyluck, and finally the 
interior of an AT-AT. 

roleplayers who enjoyed Dark Force Rising. 
For the price, I disagree. However, 
roleplayers who enjoyed the novel and wish 
to enhance their games with Zahn’s 
imagination will find the sourcehook 
worthwhile. Even for GMs who have not 
(gasp!) read the original, Dark Force Kising 
Sourcebook has plenty to offer. 

Gamemaster 

The book hills itself as useful for non- 

Publisher: West 

Honesdale, PA 
18431 
Author: Bill 
Olmesdahl 

..,%,‘. Price: Reviewed $10.00 by Chris L t . . m  

Hind 

It seems a s  though I just finished 

“...the intensity of the Amber game 
indicates Wujcik is on to something. 
When success in every action depends on 
the role and not the roll, players develop 
a sense of both control and urgency, 
along with creativity that borders on 
mania.” 

Allen Varney, Dragon Magazine 6182 . 
“While I would not recommend Amber 
to novices, it is a must buy for 
experienced gamemasters and players 
looking for new challenges.” 

Steve Crow, White WolfMagazine #31 . 
“If you want to see what roleplaying 
might someday become, read Amber.” 

Mark Rein-Hagen, VampireTMdesigner . 
“As a sourcebook, Amber is brilliant. 
Everything you could ever want to know 
about Amber and its inhabitants is in 
there. I would recommend Amber to 
Zelazny fans on that merit alone ...” 

Robert Hatch, White Wolf Magazine . 
“...the game would be less with dice. 
The open format of the game would be 
ruined with complicated calculations and 
tables of numbers.” 

Steward Wieck, White Wolfpublisher . 
“The Amber game is absorbing. The 
very first time I ran it was magical ...” 

Lester W. Smith (Dark ConspiraciesTM) 

Send us a stamp, and we’ll send you 
more information. Or plunk down 
$22.95 at your favorite store. By mail 
Amber is $25. Amberzine is $10 an 
issue, or $40 for a 5-issue subscription. 
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reviewing the last “Gamemaster Screen” for 
Star Wars. Well, the revision of the main 
rulebook has made a new screen market- 
able, if not absolutely necessary. 

Physically, this product consists of the 
screen(s) and a 48-page booklet. All 
essential charts and tables are compiled on 
not one but four double-paged screens. This 
seemed a bit maddening until I realized the 
method behind it. The first two screens 
contain combat and difficulty charts on 
one side, template and skill lists on the 
back; obviously, these can be propped 
upright (one side for GM reference, the 
opposite for players). The third screen 
contains equipment and healing tables on  
one side, starship/equipment/vehicle and 
character logs on the back; since such 
charts are most often used before and after 
a game, this screen can be put aside while 
playing. The fourth screen holds astroga- 
tion and Force difficulty charts on one side, 
miscellaneous charts on the reverse; a GM 
might refer to this screen while designing 
or improvising an adventure. 

are an interesting concept. Photocopied 
and cut out, a GM could use them as files 
for NPC stats, and custom or invented 
vehicle/ship/equipment types. Players could 
use the ship log to record their own ship’s 
statistics. The second item is a Skill Level 
chart. Have you always wondered, “How 
good is 5D Blaster? Or Luke’s 13D 
Control?” Well, 2D is average for a human, 
5D is better than most professionals, and 

Two details worth noting: first, the logs 
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13D is close to the best in the galaxy! This 
chart puts player character skill levels in 
perspective, and allows a gamemaster to 
create suitably skilled ” 2 s .  

The true problem with the screens is 
that they are staple-bound to the booklet, 
making their separation more difficult than 
necessary. 

The booklet has been designed to kick- 
start the GM’s imagination. An introduc- 
tion provides guidelines for customizing the 
adventure hooks found in this product, but 
also pertains to store-bought “modules” and 
home-brew scenarios. It covers the creation 
of setting, character and plot. It also 
describes methods of getting PCs involved: 
hooks, prods, ego manipulation (“This 
mission is critical to the continuation of 
our Galaxy!”), portents of doom, in medias 
res, and winging it. 

In the next six chapters, the author 
provides hooks for adventures concerning 
exploration, quests, alien species, mystery, 
the Force and smugglers. Each chapter 
begins with an intelligent overview of the 
genre, and goes on to describe six adven- 
ture hooks. All told, there are 36 plots! 
The GM need only create stats for NPCs, 
location maps, and an outline of events. 

The clearly formatted charts and many 
adventure ideas make this “Gamemaster 
Screen” a useful product. 

r The Politics of 
Contraband 
Rating = 4 
Publisher: West 
End Games, RR 
3 Box 2345, 
Honesdale, PA 
18431 
Authors: Gary 
Haynes, Paul 
Arden Lidberg, 
Brian J .  Murphy. 
William 
Olmesdahl, and Eric S. Trautinann 
Price: $10.00 
Reviewed by Chris Hind 

this adventure is the unnecessary number 
of NPCs: some pages are cluttered with 
stats, and the space could have better been 
filled with encounters. 

I loved “Free Time.” Seemingly simple 
enough to the players, the GM should 
enjoy the well-designed and ironic plot. 
The emphasis here is on players’ choices 
and quick thinking. And their final 
decision (perhaps made unknowingly) 
makes a difference to the story’s outcome. 

“The Right Place.. .” ranks as average. It 
has some interesting characters (a jovial 
Hutt!) and events. However, one plot twist 
is strained even by Star Wars standards, and 
the final scene does not consider the 
possibility of the PCs fleeing rather than 
fighting. 

claims that this job will be “simple, clean, 
easy money.” Well, nothing about “Easy 
Money” is simple, clean or easy. My first 
impression of this adventure was: Confu- 
sion! Four groups conspire against the 
heroes and one another; their identities 
and relationships are not clear on a first 
reading. However, a couple of rereads and a 
flowchart later, I discovered this to be an 
excellent adventure. The conflict is subtle 
in the background and brutal in the 
foreground, the plot is extremely open- 
ended, and the conclusion provides 
suggestions for the many possible outcomes. 

Concerning the product as a whole, I like 
the addition of Set-Ups (how to get the 
PCs involved in each adventure), the 
sidebar format NPC descriptions, the 
handouts, the quick planet descriptions, 
and the excellent illustrations. 

“The Politics of Contraband” contains 
above-average adventures for smugglers, 
free traders, and (with a little modification) 
most other character types 

In the final adventure, the PCs’ employer 

Tunnels 8 Trolls 

“The Politics of Contraband” (60 pages) is 
a collection of five short adventures for 
smugglers set in the New Republic era 
(circa Heir to the Empire, by Timothy 
Zahn). The introduction presents a sample 
smuggler crew and ship. Players may 
customize the Brash Smuggler and Faithful 
Co-Pilot templates as characters, or a 
gamemaster may use these as guides to the 
sort of abilities required in the adventures. 

namesake (“The Politics of Contraband”) 
- is the poorest of the bunch. The players 
wander aimlessly for a while, then are 
dragged by the ear. Worse still, in one 
episode the heroes are captured regardless 
of their skill, cunning, or even die rolls! 
Guidelines for player initiative should have 
replaced a couple of useless encounters. 

“The Art of Betrayal” is better, having a 
strong smuggling atmosphere, an exciting 
climax, and a neat reward ( i f  the PCs can 
get their hands on it). The only fault with 

The first adventure - the product’s 

Mage’s Blood and Old 
Bones 
Rating = 3 
Publisher: Flying 
Bufhlo Inc., P.O. Box 
1467, Scottsdale, AZ 
85252 
Authors: Various 
(Edited by Danforth & 
Stackpole) 
Price: $7.95 
Reviewed by Christopher Earley 

Mage’s Blood B Old Bones is a fiction 
anthology set in the (shared) world of the 
Tunnels & Trolls universe. There are 
seven short stories in this trade-size 
paperback, along with a foreword by 
Dennis L. McKiernan and an afterword by 
Michael A. Stackpole, who also writes the 
anthology’s closing selection, titled “Wind 
Tiger.” All told, the book runs 192 pages. 

The other authors contributing to this 
collection are, in order of appearance, co- 
editor Elizabeth Danforth (“Imp-Possible 
Situations”), T&T guru Ken St. Andre 
with a pair of entries (“Two Worst Thieves 
in Khazan” and its sequel, “Under Khazan 
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-Naked Doom”), Bear Peters (“Where 
There’s a Wizard There’s a Way), my 
personal heroine Katharine Kerr (“One 
Small Detail”), and Mark OGreen 
(“Compatriot Games”). As mentioned, 
Stackpole’s piece finishes up. 

Tunnels & Trolls game world isn’t 
necessary to appreciate these stories; 
nonetheless, gamers who have played T&T 
at some point in their roleplaying careers 
should get a kick out of seeing this cadre of 
“movers and shakers” bring the T&T 
experience to life with varying degrees of 
success. The afterword is also a fun read for 
anyone interested in hearing anecdotal, 
behind-the-scenes tales about the industry. 

But the stories, alas, are gaming 
fiction. Though McKieman and Stackpole 
go to great pains to let us know they are 
aware of the pitfalls of the medium, and 
though they claim Mage’s Blood is proof 
against these pitfalls, the anthology as a 
whole doesn’t really rise to a higher level. 
Or if it does, it only rises to the level of 
indifferent non-gaming fantasy fiction, 
which isn’t enough of a difference to note. 
Part of the problem may he the topic. In 
conforming to the humorous, lightweight, 
adventure-module orientation of Tunnels 
& Trolls, the authors are prevented right 
off the hat from going anywhere that we 
haven’t been before as fiction-reading 
gamers. 

authors’ writing skills and the characters 
they brought into being were all memo- 
rable in their own ways, with a minimum 
use of cookie-cutter templates. 1 was 
especially impressed by Elizabeth 
Danforth’s strong writing in the closing 
scenes of her entry. The best traditional 
short story of the bunch belonged to 
Katharine Kerr, though personal bias could 
he a key factor in this opinion (the woman 
is, after all, my fantasy fiction heroine). 

As one would guess, knowledge of the 

I have no complaints with any of the 

Vampire: The 
Ma&----- l e  

Clanbook: 
Brujah 
Rating = 4 
Publisher: 
White Wolf 
Game, Studio, 

Stonegate Ind. 
Blvd, Stone 
Mountain, GA 
30083 
Author: Steve 
Crow 

4598-B 

~~~ 

Price: $10.00 
Reviewed by Berin Kinsman 
The first in a series of sourcebooks designed 
to explore the Kindred clans in depth, 
Clanbook: Brujah has got everything you’d 
expect it to have. The Brujah’s history and 
traditions are revealed at length, and their 
relationships with the other clans, as well 
as the Gothic-Punk world’s 

Lupines, Mages, Faeries, and Ghosts, are 
clarified. A “Who’s Who” of notable 
members of the bloodline is here, as well as 
templates for various 
Brujah character types. Although this last 
concept has been used before in 
other games, I like its introduction into the 
Storyteller system. There’s also a nifty four- 
page character sheet just for Brujah PCs. 
Overall, the material is of the same high 
quality as previous White Wolf releases. 

was the controversy surrounding it. A 
games retailer/distributor near where I live 
has recently announced that he’ll no longer 
carry this supplement after his stock is 
depleted. I’ve also heard a rumor (uncon- 
firmed) that another distributor hack east 
has made a decision to drop ALL White 
Wolf products because of Clanbook: Brujah. 

What’s the deal! The credits state that 
“Due to the mature themes presented 
within, reader discretion is advised.” I was 
under the impression that mature themes 
and adult-oriented roleplaying was what 
Vampire was about all along. The members 
of Clan Brujah are most notorious for their 
sometimes senseless violence. The (in my 
opinion, tasteful) depiction, in both prose 
and illustration, of blood and personal 
horror have been a staple in this game 
since the First Edition rules. Did the guts 
‘n’ gore content go up? No. That wasn’t the 
concern. 

The Brujah are also a clan of 
malcontents and rebels. They question 
authority; they fight for ideals. According 
to this supplement, Robin Hood, Ben 
Franklin and Lenin were all allegedly under 
Brujah influence, if not actually Kindred, 
and the respective revolutions against the 
establishment they fought all conformed to 
clan philosophy. And here’s where the 
trouble starts: what Harlan Ellison called 
Dangerous Visions. 

The retailer in question was ‘dis- 
turbed’ hy the ‘Rapper’ archetype, who 
bears a strong resemblance, physically and 
politically, to gangsta-rap artist and Body 
Count frontman Ice-T. The BIG problem is 
that this hook has a few four-letter words in 
it, used in cultural context. For some 
reason, people feel threatened by words. 
Words convey ideas, and ideas fuel change 
and revolution. The irony of it all is, 
THAT’S what the Brujah are about. 

What made this book stand out for me 

Who’s Who 
Among Vampires: 
Children of the 
Inquisition I 
Rating = 4 
Publisher: 
White Wolf 
Game Studio. 
4598-B 
Stonegate Ind. 
Blvd, Stone 
Mountain, G A  
30083 
Author: Dan Greenberg 
Price: $16.00 
Reviewed by Berin Kinsman 

Let’s cut to the chase - this overly-long- 
titled supplement has the information 
gamers have been longing for: where Vlad 
Tepes, a.k.a. Dracula, fits into the Gothic- 
Punk world of Vampire: The Masquerade. 
Tepes and 12 other Kindred are described 
in prose and lavish illustration; their lives 
and unlives intertwine to form a compel- 
ling story of the Gothic-Punk world’s 
Middle Ages, the Inquisition, and the 
formation of the Camarilla and the Sabbat. 

As I read on, though, I actually began 
to regret Dracula’s inclusion here. On one 
hand, I want to see more, a full sourcebook 
on the Prince of Darkness; the material 
here only whets one’s appetite. On the 
other, I fear he may overshadow the other, 
often frightening, always moving tales. The 
entry on Etrius, for example, relates the 
founding of Clan Tremere, and makes one 
feel the tension and sense of loss that goes 
hand in hand with undead existence. 
Montan0 embodies the torture that plagues 
Kindred with high Humanity, and stands 
out as one of the rare members of Clan 
Lasombra to reject the Sabbat for the 
Camarilla. Jalan-Aajav, in contrast, is 
brutality incarnate, a Gangrel turned 
assassin for the Black Hand. 

about this book. The running/in-joke 
‘Special Thanks To’ credits that have 
become as much a company trademark as 
the inclusion of lyrical and poetic quotes 
are conspicuously absent. The back cover 
sports pictures and bios of Greenberg, as 

White Wolf was obviously very serious 
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well as artists T o n y  Harris, D 
Alexander Gregory and Timothy 
Bradstreet, who looks unnervingly like 
one of his own characters. A t  only 72 
pages, this book could have retailed for 
the $10 price at which other Vampire 
supplements of similar length are sold, 
but the decision was made to publish in 
a larger format, with glossy paper. I t  
looks like a Paper Tiger art book, but 
more sturdily bound. It works well, 
showcasing the illustrations. 

aren’t any game mechanics included. 
For this, you should feel fortunate; you 
don’t W A N T  to run into these 
vampires. Besides, it maintains the air 
of mystery when you can’t nail down 
for certain what these Kindred are 
capable of. I hope White Wolf does 
more with these wonderful characters 
in the future. 

The bad news, folks, is that there 

Warhammer 
Fantasy Roleplay 

Castle 
Drachenfels 
Rating = 4 
Publisher: Games 
Workshop, 343 I-C 
Benson Ave., 
Baltimore, MD 

Author: Carl 
Sargent 
Price: $19.99 
Reviewed by 
Anthony Ragan 

When Games Workshop pub- 
lished Jack Yeovil’s novel, Drachenfels, 
it brought game-based fiction to a 
whole new level of sophistication. 
With the release of “Castle 
Drachenfels,” gamemasters and playt. 
now have the opportunity to explore 
the Great Enchanter’s nightmarish 
nalace. 

The 112-page book contains a 
geography o f  the land around the 
castle, a gazetteer to the castle itself, 
guidelines for running adventures, 
suggested major and minor themes for 
adventures there, and sections detailing 
new magic, monsters and pregenerated 
characters. 

The descriptions of the castle and 
the adventures are the main sections of 
the hook. Many of the locations are 

I 21227-1072 

very creative, as one would expect from 
Carl Sargent. The  four chambers of 
Chaos and the Puppet Theatre are 
among the best. Extensive use of “warp 
passages” make the castle very difficult 
to map, as does the tendency of the 
buildings themselves to move a bit 
when one isn’t looking. While 
exploring the castle, players will come 
across scenes described in the novel, 
such as  the “poisoned feast” of 1907. 
There are a few NPCs with whom to 

interact in Castle Drachenfels, and 
encounters with them range from the 
dangerous to  the eerily humorous. 
Though Sargent provides one or two 
“safe” areas in which players may rest 
and recuperate, a tour of the castle is 
generally a trip through the macabre 
that captures the spirit of Yeovil’s 
novel well. 

There are many suggested adven. 
tures, ranging from stopping cultists 
who want to resurrect Drachenfels to  
finding the secret to destroying the 
castle itself. One  adventure about a 
rather “heartless” patron provides a 
particularly ingenious hook for the 
players and fits the setting especially 
well. Minor plots are suggested, such as 
personal quests for the PCs or the 
patron(s) who hires them. These are 
tied in nicely to the various locations 
and should provide hours of fun 
roleplay ing. 

new spells and items, including a very 
necessary “cure insanity” spell. All the 
spells and items seem well thought out 
and balanced in terms of power. The  
new monsters are nicely done, and 
provide needed expansion to the rather 
limited roster of Warhammer undead. 
Especially welcome are new rules on 
spirit combat, which for the first time 
provide rules for possession by ghosts 
and, by extension, demons. 

If I have but one criticism of  the 
work, it lies with the perfect-bound 
format. T h e  nice handouts are all 
bound at the back, requiring the GM 
to either cut up his expensive book or 
risk mangling it at a photocopier. This 
quibble aside, though, “Castle 
Dracher@s” is a fine addition to the 
W R P  line that I highly recommend. 

T h e  section on new magic offers 

Wizards 
Wizards 
complete 
roleplaying gar 
Rating = 4 
Publisher: Whit 
Productions Inc., 
P.O. Box 1397, 
Murray, KY 
42071 
Author: Edward 
S. Bolme (with 
Brett Maddox, et 
ul.) 
Price: $16.95 
Reviewed by Christopher Earley 

For those who know the name 
Ralph Bakshi, the art gracing the cover 
of this product (the famous red, 
pajama-wearing robot and his two- 
legged mount) will confirm that this is, 
indeed, a roleplaying game hased on  
Bakshi’s animated cult classic film of 
the same name. For the uninitiated, 
Ralph Bakshi is the creator of a grim, 

humorous, disjointed, fantastical 
cartoon called Wizards - a unique 
post-holocaust vision of technology 
and magic, mutant Nazi armies and 
Tolkienesque faerie heroes, set in 
motion by two wizardly brothers 
engaged in a continent-spanning 
grudge match. Wizards is the game 
that brings this conflict to life for the 
roleplaying crowd, more than 15 years 
after the film was first released. 

Two million years have passed 
since the holocaust which ended the 
world as we currently know it. Mutant 
humaniry and the reemerged magical 
ancestors of humanity, the faeries, have 
once again spotted the sun through the 
clearing radioactive haze, and civiliza- 
tions have taken root on  the continent 
of Halcionia. Magic, the force o f  
harmony and faith, has been locked in 
an eternal war with technology, the 
force of hostility and control; with the 
most recent exchange, magic has 
finally gotten the upper hand, and the 
world n o  longer works according to the 
laws of physics. Magic is real, and the 
faerie races have won the best lands, 
pushing the mutants into the deserts 
and radioactive wastes. Technology 
does not  work without its own super- 
natural catalysts, s o  it has become 
something of a black magical art. T h e  
epic battle between the world’s two 
known wizards - the faerie magician 
Avatar and his mutant technomancer 
brother, Blackwolf - is the center- 
piece of the Wizards campaign, which 
is set prior to  the events of the film. 

Whit  Productions has done a 
commendable job with this odd, cultish 
license. The mechanics are a perfec- 
tion of simple and familiar systems 
which have become common in today’s 
RPGs, with career-packaged skills, 
point-purchase attributes and advan- 
tages, and D20-based task resolution. 
There are few actual spells, but a clear- 
cut system is provided to create many 
spontaneous supernatural effects. 
Combat is simple while still handling 
shock damage, automatic weapons, and 
other sorts of detail. 

Also included are a deeper history 
than can be gleaned from the movie 
itself, a description of famous charac- 
ters, a solo adventure, an introduction 
to  the basic areas of the continent, 
details for a small assortment of 
monsters (including the wonderful 
“weather dragons”), and a somewhat 
mundane introductory adventure. All 
in  all, this product should interest the 
initiated and uninitiated alike. One 
only wonders how many variations on 
the theme exist, and whether a 
Wizards campaign can enjoy long-term 
success. If the film’s promised sequel 
hits theatres this year, perhaps we can 
exDect a new diversitv to  keeD the 
game world viable. :# 
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1. TSR: Complete Elves 
2. White Wolf: Clanbook: Brujah 
3. White Wolf: Who’s Who: 

Children of the Inquisition 
4. TSR: Spider-Man Sourcebook 
5. TSR: Player’s Handbook 
6. Palladium: Rifts Mechanoids 
7. (tie) TSR: Volo’s Guide to Waterdeep 

(tie) TSR: Dungeon Master’s Guide 
8. Flying Buffalo: Grimtooth’s Dungeon of Doom 
9. FASA: Grimoire 2nd Edition 

10. White Wolf: Vampire: The Masquerade 2nd Edition 
11. R. Talsorian: Chromebook II 
12. TSR: Treasure Maps 
13. Hero Games: High-Tech Enemies 
14. TSR: Magic Encyclopedia Vol. 1 
15. White Wolf: Vampire Players Guide 
16. TSR: Marvel Advanced Rules 
17. TSR: Fiend Folio 
18. TSR: Complete Fighter 
19. TSR: Complete Wizard 
20. West End Games: Star Wars 2nd Edition 

1. TSR: Magic Encyclopedia Vol. 2 
2. White Wolf: Players Guide to the Sabbat 
3. TSR: Creative Campaigning 
4. TSR: Thief’s Challenge 
5. White Wolf: Rage Across New York 
6. TSR: Complete Elves 
7. TSR: Players’ Handbook 
8. Task Force: Captain’s Log #11 
9. TSR D&D Dungeon Master’ Screen 
10. TSR: Darklands 
L 

11. TSR: Dungeon Masters’ Guide 
12. TSR: Krynnspace 
13. TSR: Von Richten’s Guide to the Lich 
14. TSR: Assassin Mountain 
15. White Wolf: Vampire 2nd Edition 
16. R. Talsorian: Cyberpunk 
17.West End: Galaxy Guide #7: Mos Eisley 
18. FASA: Grimoire 2nd Edition 
19. TSR: Character Record Sheets 
20. Mayfair: Legion of Superheroes 2995 

1. TSR: Player’s Handbook 
2. FASA: Shadowrun 
3. TSR: Dungeon Master’s Guide 
4. TSR: Wizard Spell Cards 
5. TSR: Monstrous Compendium I 
6. White Wolf: Vampire: The Masquerade 
7. TSR: Complete Bard 
8. FASA: Battletech Readout 3055 
9. TSR: Fiend Folio 
10. White Wolf: Vampire Players Guide 

11. TSR: Terrors of the Desert 
12. TSR: Complete Psionics Handbook 
13. TSR: X-Forces 
14. TSR: Monstrous Compendium II 
15. FASA: Battletech 
16. TSR: DM’s Screen 
17. TSR: Complete Fighter 
18. Palladium Books: Rifts Atlantis 
19. Palladium Books: Rifts 
20. White Wolf: Werewolf: The Apocalypse 

‘These lists is based on numbers of units sold Thanks to Hobby Games Distributors (3710 W Touhy Ave , Skokie, IL 60076) for providing this lists 

Commentary: This is our first year-end list so we have no history of information on which to base much of a commentary; remember also 
that these numbers reflect only sales within the game hobby. Sales to other markets, like bookstores, dramatically affect how companies 
perform in this industry. We can, however, draw some obvious conclusions. For example, TSR continues to dominate the roleplaying game 
market. Twelve products of this top 20 are TSR releases. Furthermore, we see that they can succeed with nothing but AD&D products. 
Only one of the 12 products, X-Forcesfor Marvel Superheroes, is non-AD&D. The other eight positions on the list are held by three 
companies: FASA, White Wolf and Palladium Books. In fact, these four companies (including TSR) rule the list until position #34, which is 
held by West End Games’ Star Wars Roleplaying Game. FASA’s Shadowrun continues to sell at a fantastic rate, assisted in part by a 
second edition of the game late this year. The same is true of Vampire: The Masquerade. For a game with a limited number of support 
products, though a more consistent schedule of late, Rifts also continues to sell very well. We’ll see how this list shakes up next year with 
a number of big releases from FASA (“Dogs in Space”), White Wolf (The Masquerade and Mage), West End Games (Shatterzone) and 
others. Other major products and where they stacked up are as follows: Dark Sun (#40), D&D Basic Set (#44), Call of Cthulhu 5th 
edition (#75), Mythus (#84), and Amber Diceless (#92). 
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On ihe Lorizon 1 

1. Our Shadowrun multi-issue special concludes with 
this issue, so it’s time to begin the next installment- 
based game material. For the moment called 
“Cyberfang” (and that will change, but it’s a good 
single-word reference), the new material combines 
Cyberpunk 2020 and Vampire: The  Masquerade. It’s 
divided into three installments, and the first deals with 
the power balance among the clans and various other 
factions (like mummies) in Night City. Also included 
is a new Discipline relating to technology and rules for 
vampires “upgrading” with cyberware. 

2. Our first ever WW story for Pendragon appears next 
issue. Called “The Treasure of Galilee,” the premise is 
that Lady Galilee, a relative by marriage of the player 
knight’s lord, comes to  his court seeking aid. Saxon 
reavers are ravaging her father’s lands in search of 
plunder. The player knights are sent to see what can be 
done. 

3.  We want to let you down off your Shadowrun fix 
slowly, so next issue’s “Items for Any Realm” includes 
magical items for use with that game. Statistics are 
included so the items may be used in a GURPS game 
as well. 

4. Our “People of the Land” column also returns next 
issue with an article that was first mentioned a while 
ago. I t  presents a nontraditional view of dwarves, as the 

ones we are used to seeing are based on the mythology 
perpetuated by J.R.R. Tolkien. Here’s the race from a 
fresh perspective. 

5. “Silicon Dungeon” was absent from the issue as it has 
undergone a transformation. It will return next issue 
with a facelift in format and presentation. We will treat 
our coverage of computer games like we do roleplaying 
material. One game, the best of the lot of the issue, will 
be featured, but then a dozen or more others will be 
covered in a paragraph. This will give you a look at 
more games as we can now at least pretend to be 
covering a real percentage of the games released. 

6. Play-by Mail material will continue next issue with a 
good selection of material. The excerpts from Flagship 
Magazine will continue, and we will also feature a short 
article from the perspective of a player new to PBM as 
well as a review of a game the beginner has tackled, 
“Darkness of Silverfall.” 

7. Our Feature Review next issue will be a special 
preview-review of West End Games’ new release, 
Shatterzone. A review of the novel that introduces this 
setting is in this issue, but the game itself will be 
attended to next. Look to WW this summer for a 
number of advance reviews of new games from FASA 
and White Wolf as well. I Qib 
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The roar of cannon and 
of mighty blood-drenched 
warriors echo across the seething 
waters. Warships crammed with 
fierce warriors do battle for 
supremacy on the high seas. As 
admiral of the fleet, you are 
responsible for the ships and 
crews under your command. But 
beware the cruel sea, as fickle 
ocean currents, treacherous 
rocks, whirlpools and the whims 
of the four winds may combine 
to betray you at the very moment 
of victory. aginb -__ I_..._I .n m e  World of Warhammei 
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