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THE SNARK SPEAKS: Egoboo jum by George Cole, 1105 S. State St Apt. #2,
Ann Arbor, Michigan, 48104 (313)665»7289 e e e

cnoen A brief word to all, irrelevant to this zine. I n currently in the first
year of law school and so am (understatedly) ‘busys, No, I have:not finished
the tackle/wrestle table I was -working on, Sorry! I have given up; too many .
variables and too little time to quantify. Currently I run it out of my

head with percentile dice and specific questions; each case is a separate
incidence;.. (But you can expect good, solid hits by blg monsters to toss you -
a.good, . solid distance! People golf is-a dragon s:favorite sport:) And, . -
reflecting my-current clrcumstances, Lawyers have joined: Bureaucrats and -
the.I.R. S.Aas=the-monster-to-bonk-hard in mysworld. Beware the Process Server!

For “those who (k)no(w): What equivalent level Monk is a Brown Belt "
(2nd Kyu) in Ju~Jitsu7 In case I ever have to worry about being transported...

One of the worst problems is the question "why , appearing in any real-.
ity. In D&D, most of the nit-picky ones can be handled with "magic" as the
answer--but: the bigger ones remain., Tossing in a multiversal plane~transfer"
system helps keep the question away, but 1t will still arise. Wandering mon-
sters usually need no excuse--look on them as the DM's versions of player— ;
-characters, after all, or an exyression of Nature. Yes, your usual player- :
chardcters will find that expression quite often obscene. But then, your f““”
Monster will often find your p&ayer—character obscene for equivalent reasons.
As- DM I've found player-characters (damnit, shorthand is now PC) to be on.
the whole nasty, brutdl, destructive, ornery critters. Guess what my monsters
are 1ike?'

. Dungeons, or abandoned cities, or huge crumbling towers, ‘however, are a
sign of organization. Somebodies, sometime, got together and built the bloody
thing. (Excepting the rare results of a wish. ) My ecology is rot completely
worked out; cows abound (comes-out-in-the-wash). But a rough sketch exists,
and people are part of that--to PCs, the most important part, too. As a
result, a pattern of human organization is Ffeflected in each & every dung-
eon. The organization can be past (ye olde abandoned, haunted castle theme)
or present (the existant castle/town).

For characters who wander in out of the multiverse (quite possible) I
feel no obligation to explain the local rules, history, tactical questions
(what width is a fireball springing from a mage's finger7) until they either
ask or ‘observe it. It's a new reality, with new laws of nature. (Surprise!) :
For natives. ,.e. PCs not ctherwise entering the world, an assumption of past
culture exists, which means that a presumption of knowledge ‘of the current
situation exists. On the other hand, they probably have never seen, an Altani,
or a Cynthian, or a Vulcan, etc. (Monster. Ki11t) : ;

; This is a’ prelude to the main theme: monster organization.'or’Why Does
w That Chaotic Command Twenty-Four Barons, Three Churches, and Five Balrogs?
Cause He s a Rockefeller, Friend.

Organizations have an advantage over individuals. This is evidenced by
the fact that wandering monsters, no matter how toligh, usually find it dif-
ficult to take out all of a party in a fair fight in the open. Even first-
levellers can simply scatter; one or two might survive. Why don't lions hurQ
people as a rule? Because those that did, got stomped on hard by the other, .,
surviving humans, Why do lions hunt baboons ? Because the one caught separate?
doesn't have the rest come and avenge him. Why don t lions hunt baboons all

; the time? Because baboons stick together' What's a chaotic? The young-adult
male baboon who didn't quite beat up ol' Big Daddy. Why are there =00) few il
Chaotics° See answer to question two above.
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The Snark Speaks page 2

This is’ why decided that:"bhaotic—NouLLalhTawfhl in my world. was.
going to be essentially a political question,of 'What's your subgective i
~¥lewpoint?" The most organized society is the most Lawful within itself, i.e,
Places assigned, social rules' ‘established, means of advancement set; the most
Chaotic expression is the lone individual against the world, who is recognized
by the rest of the world as ‘being hostile to them. Neutrals just don't have
a recognized affiliation to anytody. - 1

e - RO Evil-Chaotic Priest can 'still have a castle, guards, acolytes. peasa-
nts, etc. all around and organized. But it would be a naturallyheasier organ-
ization to disrupt, especially from within., Probably severely totalitarian to

5 bOOtm The question is always: as I rise . to power.and gather:, poss.ssions, how
can I keep other people from taking them away from me?:Especially when f m
elther sound asleep, or absent:gathering more possessions? The answer: a
- Dungeon! * Why do you find treasure in Dungeons? Because someone put it there
after gathering it together. Why do you find monsters? Because that same some-
one wanted to prevent Joe FC from scattering it to the four winds again.
(And hopefully to garner:dn Joe PC's treasure, too! )(Yes, I have one or
two ‘dungeons in my world that are deliberately run as profit-making trap
areas for their owners.) - .

+‘The organization that put together a dungeon can elther be present or
past. Let's take an example of .the latter type. (Here s how I make 'a dungeon).
Wally Wizard, tired of dodging tax collectors of the local king decided’ to
- “build himself a remote country keep. Finding a suitable area (formerly a.
rather yount Lord's--age two), he gets the local peasants to excavate, etc.
“whilst he uses some magical construction in the process. The local peasantry,
deciding that starving and building this keep go together, take off, “Wally
repels 'some visitors, and settles in, Of course he has to guard against un-

viwelcome types, so a few choice guards and monsters are set ups The tressure,
to keep it safe, is stashed in the lower vaults. ‘Barriers dnd traps establi-
shed, Wally then dies elsewhere. After some ‘looting (that which is easy) the
guards depart., As do. those. monsters free to do 50, when the 'food : (often each
other) gets. low.- -

- Local fauna move into the safer areas as comfortable, pre-built caves.

A wandering tribe of goblins, for the same reason, drives out most of these,
and settles down. Petty bickering, maybe--but boundaries are set,

A county or so off, Joe PC and his friends hear of the goodies and the
existance of this tower. They set off on expeditions (to the tower's inhab-
itants, "raids") to pick up the loot. Goblins, local fauna, pre-set monsters
zand finally Wally's traps are established and conquered. (Ta-dah!) Of course
« -somewhere, anywhere along the line, new wandering types might show up. Or

- an equivalent of Wally decides to move in and renovate. Or even a PC decided
to do so. Then we get the other type~—=-"

a present organization, still functioning. These tend to be nastier by
far, because they are quite often self-fixing. And vengeful, too. The best
defense is & good offense! ,

Past organizations inevitably imply ‘a fallen civilization or a previous
‘heights: (Someone:had to build it sometime!) Present organizations can be the
~clashing-of internal growth, external barbarians against present civiliza-
tions, or the men—against-the—wildrhordes of the ‘American frontier. They
itend to be much, much tougher, too. The really hard ones ‘get known as "wars",
.Joe PC may instigate one such. war--or get involved 'in one another person
rzstarted. A handy hint to all DMs: depending on 'your campaign-time speed, a
- future history pre-set (with room for changes) a c¢ertailn amount, up to where
“PC:interaction is liable to be determinative, ‘1s quité useful. "What s .the
rumors in the bars?" PC asks. "We're at war with the goblins." "Oh. I guess
I won't go »Zisiting the dungeon.:' "Damn right," the DM/bartender/sergeant
snickers.You'll join the Army's preventive raid!" (Which:the DM may have set-
A
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up already as’a horrible fiasco, the only question now being--does Joe PC
survive Balaclava?)

Prezent organizations also tend to be much deadlier in the long run, in
the campaign. The difference is that the presént organization will be to a' -
greater or lesser extend reactive to continual stimuli, .and can change.: i
Unless the FCs take this into account, they're likely to eventually be squash—
ed by thelr own expectations. After twelve raids, the leader of-the local
militia might change his tactics. Or they may deduce your pattern of approach,
and ambush you in your favorite campsite a day earlier. Or: move out, let you come,
and hit you as you return home. Or...you get the idea., .

Naturally, this can be countered, if the PCs get the idea. "Let's make
friends of the locals" is not a bad idea. Neither is "Let's get allies and’ take
the whole thing out'. eventually. Then you get to be the’ government and rob
everybody with their cooperation. (What's the difference between a government -
and a band of robbers? Ask yourself that on Apr. 15th!) Inevitably, too, the
PGs vho survive accumulate gear of 'their own--and have to make arrangements
for 1té stashing whlle they're away! With luck, you -end up with them making
dungeons for you, that:you can then get still others involved in, or at least
steal and place elsewhere in the world--architects do travel and repeat success-
ful plans.

Gy

Yes, I admit it, The equivalent of a Chase Manhattan and’Federal_Reserve
might destroy my premise. Or would it? Can't I just callithose organizations on
a grander scale? How would they deal with 15th level Thieves, aided by 12th
level Magic-Users and ten or so 8th level fighters? Continually raiding NYG°
Hmmm? A

I'11 find out, eventually,_god willing. That's why'I've a multi#erse;é.

A side note on the whole affair: the effect, on the tactical level, of
organizations. :

You have to remember that to the usual PC a dungeon doesn't betray its -
organization in a single raid. Even large numbers of Clairboyance, Commune and
Contact Higher Plane spells will not disciose all of the details. The amount .
of pre-established internal cooperation in a given "dungeon" will depend on your
own feelings while you you establish the affair, However, I strongly advise
against cheating when players succeed beyond your expectations. If you have
set up rules, and the players are good enough, or lucky enough, to beat you at
your own game--rememberiit for the next time! ("Awright, everybody. Nest time
it happens, here's a horn for each of you, and somebody blow it to warn us!")
("Awright, you guys. Youse three are runners. Get outside the Silence spell
and then blow the horns.")("Awright, youse guys. Here's a Very pistol. Fire
it off when they attack.")(("0.K. PCs. Wally, you use Pyrotechnics to draw out
their reserves, and then we throw the Cloudkill."))
pretty badly, abandoned its ‘horde. The twelVe PCs rejoiced, and- began thilr
trek home. Two nights later, they camped in some boulders. There 'was DM die
rolling, and no one noticed the Phantasmal-For¢e-of-a=boulder-dragon. A i
specific question .as .to where they camped, in detail, In the middle watch, the
dragon got a surprise attack at 40 distance...Organized monsters are nasty!
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OPERATION CHAOS #24
A Personalzine by Nicolai Shapero of 8886 marhart Avenue, Tos Angeles,

A 900h5
ror TLOC #8 19 March 1979 phone: 213-MT-15DUXY

*********************************.******""
First - we reprint the infamous REINCARNATE TABLE '

Roww 4 d10 in sequence. then consult chart below. %

0000-0799 * No' change (same species)
0800-1799  Human body i ; 4600-4689“ Pegasus
1800-2499  Dwarven body 4690-4799  Centaur
2500-2999  :Elven body . il 4800-4849:':Hipp0gr1ff | e
3000-3499 . .Hobbit body ;4850f4899;”fUnicorn Tdcad
3500-3649  Werefox/Human “4900-4924 . -Akacorn . ;\ff
3650-3669 . Werefox/Hobbit 4925-4999: Griffin ., ... .
3670-3689  Werefix/Dwarf 500045049 Lammasy, ., r . i .
3690-3699"_Werefox/E1f ‘ 5050-5099 . i Sphinxx. o - ;¢
3700-3849 Wereotter/Human b 5100-5199°  Blink Dog' '’
3850-3869 - Wereotter/Hobbit 5200-5349  Glant Otter
3870-3889  Wereotter/Dwarf 5350-5374  Fhoenix
3890-3899 Wereotter/ELf 5375-5499  Guardian Naga
'3900-412l  Werewolf/Human 5500-5599 Pernese fire lizard
4125-4154  Werewolf/Hobbit 5600-5609 Pernese dragon
4155-4184  Werewolf/Dwarf 5610-5684  Brass dragon
4185-4199 Werewolf/Elf ; 5685-5759 - Copper dragon
4200-4274 Wereagle/Human : ,5760'583hf: Bronze dragon '
4275-4284  Wereagle/Hobbit . 5835-568l+  Silver ‘dragon
4285-4294  VWereagle/Dwarf 9885-5899  Gold dragon
4295-4299  Wereagle/ELf 5900-5989  Wyvern
4300-4374  Weretiger/Human 5990-6099 Nixie , . . |
4375-4384  Weretiger/Hobbit 6100-6299  Ent
4385-4394  Weretiger/Dwarf 6300-6349  Roc
4395-4399 Weretiger/ELf 6350-6399 . Giant Hunting Falcon
LLOOLL44T7l  Werebear/Human i 6400-8399 ILight Horse ' ' '
4h75-448L . Werebear/Hobbit .~ 8400-8999 Medium Horse
Lu85-4l9l - Yerebear/Dwarf ... 9000-9349  Heavy Horse

" 4495-4U99 - Werebear/ELf  9350-9499  Giant Rat
4500-4574  Werewolverine/Human - 9500=9749  Wolf.
L 575-4 584 Werewolverine/hobbit  9750-9999 Iion
4585-4594  Werewolverine/Dwarf : il oS
4595-4599 Werewolverine/Eif hs
Sone beastiesxss RSB e ' : :
SHEEM FOX s ‘type: Robot
IQ—15+1d4 S ke o AL : : )
Mark track as Ranger AC ,Qg357»?mﬂg ' Bite. Beam. Move
I wJai* oo @the o6 64246, 1546’ “111d64+146p 243d67 0 i 15
I1I 41th- i 4 12+41d6 6d8 = 1:2dB+2d6p 2:4d6 . . 18
111 e 30Nk 2+42 12+2d4 848  1"2dB43d6p 2:4a8 w21
3, e 245 14+1d6 9d8 - 1:3d6+3d8p 2:6d6 . -
¥ e 2+47 15+1d6 10d8  133d8+4abp 2:6d6 . < 27
VI 15th 249 15+1d8 11a8 1:4d6+4d8p 2:8d6 30
VII 16th 2411 16+1d10 12410 2:448+5d6p 2:(10+1d6)xd6 36

number before : indicates # of attacks
Beam is energy beam
P indicates poison




‘Operation Chaos s i page’2

SHEEM FOX is immune to Charm, Hold, Paralysis, Slow: Takes & damage o
from energy spells if fails saving throw, and if makgs saving thzow then
energy spells RESTORE damage. : Sk

found: anywhere A
- number occuring: 1-2. if type I or II i i
e ; L typé 'III,IV,V,VIor VIII S0 £

if wandering, no treasure i %
607 in lair, treasure type H/6 ' '

L i i b

_ TYPE: robot

SHEEM DRAGONS

1Q=1542d6

Mark 'vi AQ- N Dex HD i fove .

T Roagrinid 12+1d6 " 1048 ‘ A2/2h

II’ Wi o 12+1d6 1248 15/30
11T 244 15+2d6 15d8 5 o WOBG e
v 246 154246 1848 A T 21/42

v 248 1843d6 . 2448 S S
VI 2+10° 18+3d6 B fo |- Y/ SO
VII 2412 bt R PR~ (i " 36/72
Mark Bite Claw- Tail Eyebeams. .0
I 1:2420 282486 17 oo 433d6 . 238d6

II 1:2d20 212d8 1:3d8 .. 21946

111 1:3d20 2:2d10 1:4d6 . 211046

IV 1:3420 2:2d12 1:448 "~ 231048

v 1:4d20 2:13d12 11 5d6 . 411048

VI 1:4420 2:4d412 1:6d6 - 431048

VII 1:8d10+:%  14434d8+64d8p 1:6d6+2d20 1ightning 4:1248

*save us poison or die, if save take 50% damage and must save vs paralysis

Immune to Charm, Paralysis, Hold, Slow, Polymorph, and cold, If.fails save
vs magic, takes & damage vs energy and/or energy magic., If makes saving +OF
throw, energy weapons and energy spells RESTORE damage.

CREEPIE CRAWLEY MARK IT

ATTACKS: 4 lightning bolts (1d12 each) ‘
4 hypnotic gazes (save vs magic or sleep for 2d6 turns and save means

o
vy e

. no effect)
2 whip (1d6+2d4 poison)
1 bite (3a ; NE )
HIT DICE:6d8 : - INTELLIGENCE: 4+d12
ARMOR 'CLASS: 4+2 ; : o HEXTERITY: 10+d8

Found in ruins, temples, dungeons and on TRAN Blackboards.,

Eeeds on: Hex dumps, and random programmers/hages

Moves{ 10/19 ) :
Treasure type: Aéig x 7 (50% of time) : : 5
ey 1/3 (50% of time) s R o
No occuringx Lair: 1d6 : 45% in lair ‘
ok Wandering: 1d3 ; '

*TRAN_Telecommunications Corp. S der ih i LY e




.Operation Chacs

And some deyelqpmeqtrchartggg.r et

Larger than Man Sized

Level AC

7

5

3
o

2+1
242
242
243

NN EWN

=+ \0
(@]
5

HD.

148
248
3d8
4a8

538

648

848
948
43 . M2 pips 18

=,

BLUE HORROR(one of "the Vance dragons)

_Weapon attacks(2)

2 Move Bite (Claw(2) by weapon'type +

9
12
15
18
18

- per level

Due to the Weapon breakage capability of the Blue H
(multiplier'qfﬁi.B) is applied to the ep progressio
weapon attack, ‘chart calculated off

handed sword in AC:i3:

Level

N0 O30 L FW N

10+

;€Jt=1870k-: ?
Bhatl . oo i g
ICE TIGER (from a monster created by Chuck Cady for
+1 on all attacks (to hit probabilit

ep
£o
15.6k

I

62.5k

by

250k
500k..-
935k

a4 3
a6/ 1-2
ds a3
d10 a4
di2 d5
246 a6
248 a8
2d8 9B
2d10 410

2410 410

NOTE: may only be fighters.

1

er'lé#?l ol

+1 to armor classwif in snow

Level | HD

148
248
348
La8
5d8

648
748
848
9d8
9d8+2

NN EFEWN

= \0 @
o

11+ +2 pips
per level
Assumes 120k/level above 9th for human FM

¥1f resistance roll is made, treat as automatic saving throw (i
only). If resistance roll is not made,
if save), (If this power not granted,

y only)

fﬁ“j: o o
. Normal +1 = 42,

Weapor ¥eapon leapon
Breaks Breaks Breaks

o page 3

+d4

10%

04 ¢

10%
20%
20%

20%
30%
30%

30%

30%

i o,

0% . 0%
0%, . 0%
0% 0%
0% 0%
1@%. 8 o%
 10% 0%
“20% 0%
208 108
20%  10%
20% 10%

dtf&i. an additional 80%
n, Battle axe is assumed as
7th level Blue Horror vs 7th FM with 2

ATWM woL{iT) Mubi it

, Resistdnce jo '

&P

0
6k

g

24k
Uk

95k

‘?;:¢190k
Bl . o
m 715k
1070k

AC Bite Claws(2) Breath Weapk Cold Magic
9 il L e T aRELGT
9 a6 Al 1d6 25%

8 148 "$d6+1 246 35%

8 1d10 146 3d6 45%

7 1d10+1 . 1d6+1 v hudid6io 55%

6 141042 1d6+42. 536 156%

5 141043  1d6+3 646 75%

L 2d6+2 246 746 - 80%

3 24643 2d6+1 S h . . 89%.

3 24643 2d6+1 848 90%

3 24643 2d6+1" 846 . 90%

Fopicn

per

"~ level

2 - % damage
saving throw then rolled (with % damage
multiply ep reg. by 0.75)



Operation ‘Chaos
Ice Tigers (cont)

** save as Vs dragpn breath. Save means iz

3 damage.

2o PAGY, h {

Above calculations are based on 7th FM with greatsword in AC 3 equivalent
vs 7th level Ice Tiger fighting in snow and hence AC 4, .

CENTAURS
Fighters G
Level AC HD

9 148

7 248

6 3d8

5 438

2 5a8

Y 648

3 748

2 848

S24 948
241 9d842 :

fni 948+

12+ 2+1 +2 pips

per level

-
FAFSW)OD\JCwairkﬂthx

FREN
N
X
p—

=
i)
g
-

L.

,hiB;AJPIkJKOJT{fkn\n<h~a\o‘ﬁ?

HD

ia4
244
3d4
Lak
5a4
6l
7dl
8d4
9d4
10a4
11d4
11d4+1
41 per
"o level

O O~ O\ FW N D

100
1|
12
13+

~ Hooves(2)- ).

Attacks;

Hébyes(Z)

"Weapon

%46
“dak
3410

1d6

1d6
1d6
1d6
1d6

146
1d6

1d6

1d6

1
1-2
1d6
1d4

M 3qly

1d4
- 1d4
- ~1d4

S qdk

a4
1d4

v qab
g

*only daggers and bare hands allowed. ) ;
Both ‘assume 100k/1QVP1 above 11th for human MU, and 120k/jeve1 above 9th for

human FM,
" Clerics
Level AC_ HD
e | g s
2 7 2d6
3 6 - 3d6
L [
e 9.4, 4546
6 L ., 646
7 35 746
£8 2 8d6
9+ L s pip
~/*per level_;

by weapon type

““Weapon” _
. by weapon type*

”

Move

9
1<
15
18
18
18
21
21
21
24
2k
24
24 -

Hooves(2) Weapon “Move
146 by weapon type** 9
1d4 12
$d40 - . <18
146 » 18
146 ., f 18
1d6 .. o 18
1d6 .- g 2%
136 X 21
1d6 o 21

*% weapon limitations as for human cleries,

3660 -
.6920f;-
113840
Sk
108 "
230 ..ok
AL
K20k .-
+105k per
level

0 :

© 7360
141900
29,400
58,800
103k
147k
220k
294k
588k
883k

1,178k
+29 5k

‘per levei

'gﬁ‘
Q&? e
323760
.- 5520

11k
2k

-, b6k

92k
184k
+184k
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ROC V

Level AC HD Bite ' ‘Glaw “Mowé " Iep
1 9 1d8 AR TS
2 7 2d8 a6 i s BB e SR s 30D
3 6 3d8 a8 1d4 3/32 470
I 5 La8 d10 1d6.. 6,/10 15k
5 L 5438 a6 ... BB - HIAR. 30k
6 L 6a8 5 e et e Tl 60k
5 L 7d8 4g6 e 248 6/48 120k-
8 3 848 Ladb 2d8 9/56 224k
g 3 948 4a6 2d8 '9/56 448k ™
;0 i il g +2 pips 4d6 248 9/56 +220k per level
per level

ep keyed off 7th level vs 7th level M

Assumes 120k/level for fighter above 9th level ‘o

Being unable to gesture, Rocs may not cast magic. Thus, no mage or clerical\epa
Beling flyer types, rocs may NOT wear ANY form of armor heavier than leather.

(which must be specially made e for them - at a cost equal to that of normal L
human plateo) May never use shields. b

GRIF/'IN :
LEVEL HL* AC  TALON BEAK MOVE EP(FM) EP(MU) "
§ 9 S0 eE - 6/ 0 , 0
g g -2 1ak ' 6/15 . 2360 ; 4860
G i ? & B2 186 G/iB 4720 - 9720
b 6 846 148  9/8f s ShND . 19400
5 % 5 a6 246 9fok . ;.. 18000 38900
6 1€ i 1d4  2d6+1 9/27 37,700 72,700
e :, b 2d8  12/30 75,500 125, 500

B8 3 iah  2a8  12/30 142Kk e

9 iy 2 1d6  3d6 12/33 28lk 459k

10 - 9+ 2 146 348 « 15/33 426k 701k

3 9+ Duid 1d6  3d8 1i5/36 - 568k 943k

12 946 2+1 146 348 15/36 710k 1185k

13 948 242 1d6 348 18/39 852k , WAk o
4+ 42 pips @ 242 1a6 .3d8 - 18/39 +142k per - +2U2k per
o per level level level

¢ "1 S " N R ;

MANTICORE i o # Spikes P
Level _Hd AC Glaw Bite Spike Available Move Ep(FM)

1 1a8 e Gl e T L &2 0

2 248 8 4 $86 146 8 Bt F <. Sagy

3 3d8 7 1-2 b 136 12 9/45 . 1% 61

L La8 6 o2 fab ' 146 16 9/15 ‘5? 12,340

5 548 5 #d6 146  1d6 20 12/18 24,640

6 6d8+1 4 246 148 . 146 24 12/18  "“l9,400
e, e R e 24 12/18 198,800

8 8d6 3 ld4 1410 146 28 12/21 185,000

9 ' digEE - g 1d4 246 146 28 15/21 < o

10 9d8+2 2 1d4 246 1a6 32 15/24 560k

11 9a8+4 2 iah 246 146+ 7 32 18/24 M
124 42 pips 241 1a4 236 136 36 18/27 +185k per

per level 1ovel




SUPERHERO Ly GHARACTER DESIGN

Wayne Shaw !
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This zine is designed to present the constants of character design in
my version of the game "Superhero 44", It will hopefully be useful to those
designing characters and reduce the number of questions necessary to ask the
gamesmaster. Note that these are personal values, and may not apply in other
Skl -games. They are, however, an attempt to get some sense of consistency and

balance amidst various types.

*
The initial set up values for various types are as follows:
= Power Points =~ Pseudodcllars (PDS)
Uniques o il £ D6 x 200
Ubermensch = 50 fo- N Tt le o Ty 3 D6 x 300
Toolmasters =~ 150 o j* 3 D6 x 100

Characteristics as per original rules, except that Uniques receive a 20
point bonus to *ego*; not Charisma. With these power points, the character
"purchases" various abilities, possibly acquiring extra points by the inclu-
sion of one or more "crocks", or disabilities. The following sections will
list the abilities available to various types, and their cost, followed by a
list of disabilities, and their values. :

*

UNIQUES:

Stamina Boosts 5 points per 5 points.

Vigor/Endurance Boost: 5 points per 5 points of *each*

Mentality Boost: 5 points per 5 points :

Dexterity Boost: 5 points per 5 points. . .

Flight: 20 points for a normal flight - speed (20" ), plus 5 points for each

additional 5" of speed.

Gliding: 10 points. (10")

Alr Walking: 10 points

Energy Projection (Beam): 5 points for each 5 points of vigor/endurance done,

range as handgun.

Energy Projection (Burst): as Beam,

Energy Projection (Fan): As Beam, plus 5 points for each 1 diameter affected.

NOTE: Ordinarily, possessors of a single energy casting power (fire, lightning,

cold, etc.) can use all three formats,at will,

Super-Speed- 20 points for each multiplier of normal speed. (Note that this is
~ground and ‘swimming speed plus number .of blows; it does ‘*not* .
enhance glying speed.)

Enhanced Sensess: 10 points for each 100% improvement over the human norm (note

- : that the first 10 points glves lowgrade telescopic and star-
light vision, plus weak boom mike equivalent hearing; 20
points ‘gives IR vision and ultrasonic hearing; and 30 gives

b . shortrange x-ray vision and radio pick-up.) Note that costs

e are halved if only vision *or* hearing is required, not both.
Magnetic Powers: For each 10, gives the following; the ability to manipulate
metal as a 20 stamina, the ability to fly at 5", the ability
to shatter metallic items (transformation at +5, -1 per 10 -
points of power), the ability to throw up a deflector shield
+1 vs, all matter, +13 vs, metal.

Transmutation (Limited)s To one specific material or group of materials. A';;

transformation attack at +5, -12 per 10 points of

. yower.

Transmutation (unlimited): To one specific class of materials, or general with

‘ a +1. A transformation attack at +5, -1 per 10
points of power.
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Continuing Attack Powers ("Pyrotiecs"): 5 points per 2 V/E. or 2 of whatever
characteristic is effected, An initial
- transformation roll is necessary; and
must be made again each successive
attack for the power to continue, -
Invulnerability (Iartial)aio points per + over-3.on armor equivalent, to a
; : «maximun of 8, 6 under most: circumstances. Skin will
also absorb 10 points of vigor per 10 put-into it.
After the number of points-:suitable to produce the
armor is put in, it will cost 5 per 10 for absorption
... value, Note that, plus higher than 6 is only allowed
B oeeed ik under unusual circumstances, and should not be comb-
ined with any other major power.

Invulnerability (Tbtal)xSO points. One or more special susceptabilities must
be built into the character, and this power .ean:only
be combined with relatively minor non—offensive powers.

Force Field Generation: ‘Absorbs 5 points per round pér 5 points; “7°-

Death Attack (or equivalent): Requires missile and transformation, range is

10" per 10 points, minimum 20 points.
Ego Attack Powers; 10 points per 10 points of ego boost on attack, will *not*
" ald on defensey '

Ego Defense Shield: 10 points per 10 points of ego defense boost.”

Size Change (Growth): 20 points per factor of growth, multiplies vigor, end-
urance, and stamina times factor of growth, one is sub-
tracted from that needed to hit character. Also note
effect on environment of increased 'size and wéight. :,

Size Change (shrinkage): 10 points per each 1/10 of normal size, effective -

stamina, endurance, and vigor reduced accordingly.

Built in Life Support (limited): 1.0, water breathing, oxygen mask equivalent

" costs 10 points.
Built in Life Support (complete): i.e. space suit. Costs 20.
Teleportation: 10" per 10 points. Range doubles for each phase spent concen-
trating on it, .
‘Telekineésis: Per }p points; fly at 5" manipulate matter as a'20 stamina,iattack
at 5/5.

Stretching Powers: 10 points per 10" of extension. If a transformation attack
g : is made (+5, -1 per 10 points of power), physical project-
iles will rebound. When entrapment attacks are made, ‘add -
power ‘to stamina for these purposes, and for others attemp-
' ts 'to ‘escape.

Tangleweb Projection: Stamina needed to break as stamina attack vs. power times
three.

’ Self-Transfbrmation (material): Minimum of 30 points, if material is not sub-

: ; Ject to attack, character should not be able

to attack. Other effects dependent on the
nature of the material.

Self-Transformation (Animals)x No creature may have abilities greater than

: the character plus the points applied. Limits
should also be" placed as to the number of

(g : animals turnable - P

Mass/Weight/Gravity Increasex 20 points; -1 on transformation for each 10

' ~ dbove 20, :

Mass/Weight/Gravity Decrease: As above,

Density Control (increase) 10 ‘points will ‘add 10 to ‘your stamina, 1 to your
©  armor value, and double your weight.

Density Control (decrease): 10 points will reduce damage by 1/5, increase your
5  ground speed by 2", and allow interpenetration of
matter 1 melee out of 5. 50 points allows indefinate.

s
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. interpenetration,- gliding, and the solidification
attack.,

Elemental Control (Air): Gives flight at 5", air blasts doing 15 E, 5 V., whirl-

: winds doing same (transformation), and windstorm doing
15 E./5. V. and effecting 5" diameter per 10 points.
Elenenxal .Control (Fire) Cives the ability to resist fire up to 3 the points
j in intensity of the power, throw firebolts (missile)
or call firepillars (transformation) for 10/10 per
.10 p01nts of power, and make a firestorm doing
. 10/10 and effecting a 2" diameter per 10.points.
Elemexn tal Control (water): Gives the ability to move freely through water at
5 per 10 points of power, throw waterjets for 15
B./ 5V. per 10 points, or waves (transformation)
. and tidalwaves for 15 E./ 5 V..and effecting a 4"
g Sl . diameter per 10 points of powers
Elemental Control (earth): Gives the ability %o burrow underground at 5" per
: 10 points, throw stonepellets doing 10/10 per 10-
~points, or cause tremcrs for same damage (trans-
. formation) or cause earthquakes effecting a:3"
diameter per 10 points of power.

Note on E&emental Powers: A number of these powers can be cormbined to produce

: effects not indicated above. For example, air and’
water can be combined for storm control--giving the
ability to produce lightning. Likewise, air and fire
to produce meteor call, earth and fire to suiifon
lava, etc,

Characteristie Draining: -Per 10 points gives the ability to drain 10 points

from a specific chdrdc»eristic into a specific char—
acteristic of the drainer. To have the option of"
draining 'from different characteristics into diff- T
‘erent ‘characteristics, or into different character-
‘‘istics at will, costs 20 points, per 10 points of
' power, To hdve both costs 30 points per 10 points of
power. T6 ‘drain from more than one characteristic
or to imore than one characteristic at a time costs
10 points more per 10 points drained from/to., This
il e contact attack and requires a transformation
i alao- ‘

Clairsentience- 10" range per 10 pointe of power. Range doubles for each

- phase spent concentrating on it. e

Invisibility: base 20, ‘40 will make you Invisible to all light sensors.‘

Darkness Casting: 2" diameter 'for: area,’ 4 range for single +arget ‘intense

v darkness, per 10.

Clinging Ability: 10 points. 343 iR

Super-Swimming: per 10 points, glves 10" swimming ability, and 10 points

stamina advantage in water. it :

Variable Powers: Allows’ ‘several powers to be available, only one to be use~

- Bble att any given time, Tost is 10 points per power avail-

able’ above one, values as per power. Takes one round to ch-"

ahge powers. May *not* be combined with any other class of
Power.

Mulfi—Application Powers (11mited) No more than three powers (four with -

: . " special limitations on one or more of
them) points can be shifted from location
to location at wiils If endurance damage
is' taken, the percent of remaining erdura-
nce or under must be made each round until
recovery, or the powers will not function.
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Multi-Application Powers (unlimiteda Up to 16 uses may be available, Charac-
teristics as above, but a "focus" (1.e.
~ Green lantern's ring, Dr. Spectrum's power
prism) must also be Iresent and therefore
be subJect to theft. : i
,Magic Uses Costs 10 points per 2 "spell slots", A spell slot allows either
. : ,the knowledge of one spell or the ability to throw one spell a
day. Pure magic-users get a bonus of 3 slots. The structure of
spells themselves is somewhat subjective,

Super-Agility: Equivalent to the Ubermensch ability "Acrobatics". Allows such
things as a reduced penalty when firing while moving, and the
ability to operate while in precarious positions, 10 points per

il level.,
Deflector Shield: Allows a reduction to hit probability of opponent, but only
from one direction. 10 points per point of reduction, to a
usual maximum of 3,
Martial Arts: Allowable under special circumstances, and only whem. there are
. 'no boosts to stamina already present,

The Equipment Option: If desirable , a Unique may trade in some of his points

on one or more pieces of specialized €quipment. This.

 trade should not exceed . ... . 50% of his péints,
While this list is not exclusive, these are the basic powers available to a
Unique. ;
£l %
UBERMENSCH;:

Missile.Accuracy (specific weapon): 10 points per -1, ‘maximim of -2,

Missile Accuracy (group): 20 points per -1, maximum of -2.

Increased Hand-to-Hand Sk111 (weapons): 10 points per 10 points of attack

bonus.

R Hand-to-Hand Ski1l (Martial Arts): As ‘above, Note that Martial Arts

T "A" is only available to individuals with
at least 40% of their pts, in Martial Arts,
and the others in the following areas:
Missile accuracy (shuriken), hide in
shadows, move silently, climbing, acro-
batics, or missile evasion.

Defensive Martial Arts (aikido): Per 10 points, +5 offense, +15 defense, +

; ©  vs. missiles., May not be taken with other
martial arts or missile evasion,

Climbing: Allows the scaling of sheer surfaces with minimums ‘of equ-pment

(usually bare hands). In trouble situation, a ‘roll of 8 or better,
-1 per 10 points in the ability is required not to fall. ;
Hide in Shadows: Allows one to hide, in most situations, from individuals not
o0l equipped with I/R equipment or unusual hearing. A roll of 8
or better, -1 per 10 points is reqiiired,
Move Silentlys Allows one to hide from those not actively’ looking for you. A’
r s . roll of 8 or better, -2 per 10 points is required.,

Acrobatics: Allows one to scale ropes with ease, and fight-while hanging from
them. Also allows one to fire while moving/evading with one less
pPenalty per 10 points, Any unusual acrobatic feat requires roughly
8 or better (subject to difficulty) -1 per 10 points invested,

Missile Evasion: Makes the character +1 vs. missiles per 10 points to a maximum

of 42, Cannot be used when surprised.

Tracking: Allows the tracking of ground-travelling individuals and groups.

. A basic 8 or better, subJect to modifiers, -1 per 10 points, -

VNN T N R e
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Detective Work: Allows the deduction of basic information about a committed

crime, modified by previous knowledge. Requires an evidence kit or equivale-

nt, rd a roll of 8 .or better; ~1 per 10 points invested.

Demolitionsx Allows the correct sétting of demolitions charges and similar

materials. Requires sufficient ‘explosives to do the desired
job, and a basic roll of 8 or better, nodified down one per 10
points invested.

Disguisex Allows the modification of apnarent features to another appearance.

/ Gnance of failure: 6 or greater, +i per 10 points invested, subject
to modifications if: poor materials are used. .
Computer Programming: Allows systems cracking and insertion of spurious infor-
£ , : mation in a data~processing system: Reuuires 8 or better
(higher for high security systems) minus i1 per:10 points
invested.
Security Systems: Allows the penetration of security systems without ;the act-
] ivation of alarms or defenses¢ 8 or better, -1 per each
10 invested. £
Rate-Of-Fire Increasc: 10 points per each.350% improvement over normal rate
of fire. Only allowable with weapons wherein the rate
of fire is a consequence of the human factor,

Swimming: Allows the possessor to swim at land movement speed. Gosts 10..

; Each additional 10 will add 5" to this speed to a maximum of 10"

) additional. '

Increased Ground peed Gives 5 additionil ground speed Per 10 points, to

a maximum of 10 additiondl.
The Ubermensch Leap: 10" horlzontal, 5" vertical, costs 10. :
Increased Range: Only possible with thrown weapons, each 10 adds 50% to
range to.a possible 20.

Vehicle Operation (speCific class): Per 10 points gives a 1 point defense
bonus when fired on while operating the
vehicle, and allows survival in a hazard
situation on a roll of 8 or better, +i
per 10 points; to a maximum of 20.

Vehicle Operation (specific vehicle): Per 10 points gives the same value as

the above, but read "2" where "1" is,
and to a maximum of 10 points.

The EQuipment Option: 1t desirable, the Ubermensch may trade some of his

: points in for one or more pleces of special equipment.

This equipment is of the same value as a similar piece
would be for a Toolmastero Again, not more than 60%

‘of the character s points should be applied this way.
Note that it is usually assumed that if this equipment
is subject to destruction, that the character possesses
the knowledge to duplicate it.

<6
TOOLMASTERS:

Many pieces of- Toolmaster equipment are the same in cost to the Unique
- powers of similar or the same characteristicst The: exceptions are as fol-

- lows:

MK. I Sensors: Cost 10, give starlight, ir, and telescopic vision.
MK, II Sensors: Cost 20, as above plus shotgun mike and short range radar,
speed detector. ;
MK. III Sensors: Cost 30, as above, plus long range radar, short range Xx-ray
scanner, metal detector.
MK. IV Sensors: Cost 40, as above, plus long range x--ray scanner, blindsight
radar, chemical Sensor.
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The waered Armor Optionx The powered armor option generally is used when the
desired powers include stamina boost and partial.-
invulnerability, Because of certain inherent dis-

“‘advantages to powered armor, the total lifesuppoxrt
abllity is automatically included in the powered armor
option, free of charge.: Likewise, is a medikit and
comm unit,

g Standard Weapons: Most standard or semi—standard weapons cost 10 to have as a
built in characteristic of armor or similar system, giving
five times . the normal ammo: supply. The exceptions are as
follows: grenade launcher; 10 points, range as handgun,
Missile launcher; 30 points, range as carbine, fires expand

* charges, lasers and sonics; point cost equal to the damage
per 2 seconds.,

"The Skill Option: A Toolmaster can, if he wishes, trade in some of his points

; X .~ for a non-offensive Ubermensch ability(ies). No more than
40% of the points may be used in this way, and the cost is
triple the usual, '

*
DISABILITIES: . |

Points given for disabilities are negative points, i.e. they add to your point
total, not subtract from it, Also note that some disabilities’ do not fit with
some types and some powers. Be logical in your choice of these.
One-and-a-Half Tﬁées Damagex For most medium common energies (fire, elect~
ricity, cold, lasers) this is worth 10 points.
For physical projectiles (i.e. bullets) it is
wopth twice this, or 20 points. .
Double Damage: As above, but worth twice the points. g
VDifficulty in Activating Abilitles: The value in points of this disability
: is equal to the following formula: the
percentage chance of activating powers
per melee turn cumulative subtracted from
42 ten, times five. For example, if the
. character has a five percent chance cumul-
" ative per melee turn of activating his
abilities, this is worth 25 points. Note:
for this crock to be meaningful, a time
or other limit must be imposed. Suggested
or 20 melee rounds, or until out of danger.
Tendency for Abilities to Deactivate: The value in points of this ability is
| o _ ; © equal to five times the cumulative chance
} A, o - of the powers deactivating per melee
: turn. Note again, that there must be
some 1limit on the person's ability to
reactivate his powers. Suggested 1s four
| rounds, or the roll of a D6 in rounds.
The "Hunted" Crock: This is based on the concept that the character is being
! “ hunted for by grcups of beings with his: downfall as a pri-
mary intention, One chance in six per round of these bein-
' gs appearing, 1 to 6 of them. For standard human quality,
. 15 points, for Ubermensch qualith, 20. For each 20 points
of Unique abilities, add 10. -
“Time Limit: 10 points per each round less than thirteen that powers are active.
A minimum of ten rounds to reactivate powers.




SUPERHERO 2044/B - Rule additions and modifications. i ¢  r(Giiiirs i e
Jason Ray gnd Cary Martin and Wayne Shaw oy
***************************************

All: page numbers refer to the original S-44 rules.

1) - Characters may impulse move up to 20% of their normal move for the purs
rose of engaging in melee, Those with a stamina of less than 20 ma.y ncst
impulse move. il

ii) Characters with a 30 or greater dexterity may impulse up to 1" and’ fire
-a missile weapon, i

111) Cp. 22) Uniques add 20 to ego instead of charisma,

a e e e mm e e Am ks e ee we e v e wa e e

iv) In nelee the character that is hit is knocked back 1" for every 10
~points more stamina his opponent has, ot :

v)  '(p. 32) Change damage on steel capped (ball) rounds to zo ena. and
20 vig. : ) et

v:l) I;nles on ﬂash (blinding) attacks=-
‘Success 1s determined as a missile hit at medium l‘ange Wl‘th a dexterity
o,f 20, No other modifications from the chart are used {except Ubermensch
mssile bonus). The only defense vs flash is eye shielding rated between
+1 to +5 (anything that protects better leaves the wearer effectively :
©hlind): +1/contact lensess +2/sunglasses; +3/goggles; +4/visor;
n#5/heavy visor (power armor only). All flash attacks are +1 in day- .
+light. At night flash protection affects accuracy directly, (+2. protec-

© . . . Yion = 42 penalty); and worn.in daylight affects. a.cauracy .di.rectly

. «minus three (+4 protection = +1 penalty), Tauddh BAtus ks

vt} All thrown missiles add 25% to range for every 10 point.s ov’er 25. »

viii) 'Ro throw an obJect of the welght of an auto requires a s‘ta.mina.) of A60,
for 30v/35 end., range as thrown missile., Total body damage. ..

4x) Melee damage bonus: éSTA-ZO%B/ endurance PR wae b e b I
o Sl Lot v g

x) . Character typs modifications (page 22)-= 5 ' o Fow
- Normals 140 pts. RO e G

Toolmasters 140 points
0 sl e e s e e
"~ Ubermensch: 185 poimts =~ = 7 R G e e

x1) - - Shot. rounds are 2x damage at close and ,5x at long range.

i

DIRECT PHYSICAL (DEXTERITY) ATTACKS

it Lo ' -damage- .
class : ¥83pon type b endurance - vigor ' -
] | baton, blackjack, weapon butt, shield, etc, 0 00 v B8 e
2  untrained fist (martial arts (d)) . 8 0 b
3~ martial arts % k RS B R e
TR OBl et T e T e e e
5  martial arts (a) _ B3

6 knife, dagger, staff, etc, it 0
7  sword, spear, etc, 20 o 4‘%20
(i (8-t
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DEXTERITY MODIFICAPION TABLL

W AR W o

circumstances

class 4 .o m LB
plassvz 08 ftadd saal 1o
class 3
class 4 Lk

clasd 5 Lond qu vslugnl van s cRa b 1o AL,
class 6
class 7

holditig whigld:oT ' zosd pedocad el
wearing chain armor
wearing plake ATMOT ... on {[ief b ripe T
wearing leather (crash) ATTOT
wearing flack vest
wearing flack suit
ﬁ-JJ-.u-X.b__.‘.;-&l...L’ 4

daregring baktlecarmor s T6

nbriking from.above or Behing fuslt -
initiating combat: {sccret: st'rlke) FEUE I 0T i ity ; Fae
cannot mOV& feet cyﬂ e e e G R S A x;h._io :’“\:kio
blind:: i o8 SalloR R i e U STy <2047 =20
weapcnxhas longer~réach~- R ] AL P B el on ) AP i
-y et ﬂ;,....._,L....»-g";..la.\--....-..--...-...._‘.‘...........‘_.’-‘...........
evading (cannot attack) CLRALSIG ) IR B GG DY g 2xbase dex.
vigor of' 5-10 TRl ; ; ¢ =10 . A ted0 7y

vigor of 11-19 i : 5 2
ubermensch - 2 8 26 LLi Py x L + 5 +5
toolmasterf,,. st o w . p ool O =5
fighting florentine ( .0 +5

aimed at
aimed at

11nb/head ks e -30 5
body st G Lo B Uheo Sedh vi ugl) Vil idar g
b,

fighting with staff D

TRANSFORMATION MODIFICATION TABLE  afnis; =7 T

target sinitEs ML s e MR e e e SRR s o
human/sentient inanimate 0

formian i o A o e I

other sentient being =~ = =
1nanimatg objéct Bridniiy -2
non-séntiént or-anism- -

enchanted material ! Bon

defender 'S mentality ego e ok
1-10 i :-;0 CRE ‘l_ ;'_l.{ ¥k >~ :( i {: - 'f
11-20 AN +5 FRES I DR £ i
21-30 +10
31+ +15
if target knows of attack +10
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S-44 rule additions and mods.
MODIFIED MISSILE RANGES

Type ROF
thuown missile |
grenade ; i
spear gun i
laser piston 1%
heavy laser ' 1%
handgun ‘ 2 &
nachine-piston 1=
assault rifle LU
carbine 3
shotgun 2
scattergun % .
sub-machinegun i*
BXpand : -
crossbow ; ' spec.
bow ' :

*: burst

Hit Location--

. DN =
DRI OUKO ELo oW N |

-
wn

10

0: head; 1,2,3: leg; 4,5,6: body; 7 8 9:arms.

PEOJECTILE MODIFICATIONS--—

point-blank range
short range .©
medium range
long range
extended range
dexterity: 1-4
59
10-14
15~19
20-25
26-35
36+
shoulder weapon
braced weapon
firing laser (per 2 sec. burst)
ailming for specific targets

second shot at still target
target movinz
target evading
target unseen
firing burst
gyrosteady v
firer is blinded
changing targets
firing gas

drawing and firing
firer moving

battle armor
gun shigld

Ubermensch

prage 3
L Ex
s
L - (land)
7 - (water)
40 i+
60 61+
20 a1
15 20 : ¢
30 50 (range as carbine on S+4)
75 150
30 b5
20 25
15 25
6

L5 60 (fires % full turns)

_bulletproof vest | +3
. bulletproof suit +y

costumed target 42

flak vest
flak suit
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The Wyvern Screams - Comments on TLOC #06

Dirty Tricks (Mike Ganderloy) - Very useful in the main. Thanks. bt S
Archilowe (Lee Gold) - Very interdsting gems. The Fumbled system is dess
extreme than most, and’Iiwill probably use it. * AE
Dismal Lich (Mike Gunderlay, again) - When a Legionnaire of Hell becomes a Type
One Demon does his appearance alter so that he also looks like one? Wheni one
becomes a Type Four Demon is he only hurt sy magical weapons? The levels for
some abilities look a bit strange e.g. Dimension Dosr is L2 whilst Haste is

L4, Shapechange is L7 whilst Polymorph Any Object is L9. Still, a gemerally
good (and original) character class. S ok A i

Thé‘wVverﬁ‘StinEé - Néw Monsters

The Redeye: AC 5/6/8 HD: special Move: 4* NA: 1-2 %lair: 75 Treasure: Type E,
The Redeye is the being from which the Beholder eventually evolved. Redeyes.::
are about 5-6 feet high with very weak bodies and enormous heads. They have ,
3 eyes: ong- isla huge ggntral red eye (from whicht it takes its name); the other -
two are smaller and are on stalks. The Ceritral [Eye fires an'Anti-Magic Ray
similar to that of the Beholder. The other two fire random spells of Level 2-5
with.offensive physical-effects spells.in the form of..rays. .. Redeyes. are.also .
capable of fighting with light weapons (such as rapiers and javalins).but:at. .1 . -
~1 on damage. : " : ; pioe i
The body of the Redeye can sustain 3D6 hit pts of damage, “the” head ‘can:

take 2D6+2 hit pts &5f damage, the EeRtral eye can” také ID6+I Hit pts of damage ™
and the 2 smaller eyes have 1D4 hit pts each. Before an_attack vs the Redeye .
is made roll a D10 for hit location: 1-6=Body 7-8=Head 9=Central Eye
10=0ne of the 2 smaller eyes. AC'for body=6, for head=5, for eyes=8; It
attacks asta 2HD monster. & T i 2

~ Note &hat the Redeye can' uselall threé'eyes at once, but can only use them- ‘"
against beéings in frort of it, ' Intelligence: Roughly Human. Alignment: Law/Evilj’$
The Mind Lead . AC:9 HD: 2+1 Move:4 NAl-10 %lair:nil Treasure:nil,

R O

These loathsome creatures lopk like normal leeches, except that they are much
larger (roughly 2% feet lcng?A:EThéy'are highly intelligent and anyone who is
hit by one will be subject to ‘an attempt b y the leech to seize control of his
body, a saving roll against intelligence baing allowed. Once the leech is in
control, only its death will free the victim (This also does 1-6 pts of shock
damage). Mind Leeches feed on the vital energies of their victime, and this is
reflected by their rapid aging: victims agé_at the rate of 1 year of aging pex -
week. . e :
Mind Leeches are very vulnerable to Psiénics (they_savcmas.lzvintélligénce
and a successful attack will kill them),ﬁaﬁé.nearby'PsiSqii:éptiyiiy_will'dfive

them off. Intelligence: High. Alignment: .Chaos/Evil,

The Drorn AC:variable HD:8 Move:variable ~NA:l %lair:nil ® Trebstiresniloi: |

The Drorn are beings with unstable bodies. -That is, their bodies alter 'shape -

constantly, although a generally humanoid form is always maintained. The

Drorn have no control over the shape that their bodies take. This has:made the .

Drorn hateful of all beings with stable bodies, and the Drorn will always act

in the most intelligently malignant manner possible when dealing with them.

In combat, Drorn will attempt to envelope beings in their unstable bodies,

which will do 4-24 pts of damage per melee mound. Every m.r. roll for ACand

Move: AC=1D10 - 1D6. Move=12+1D8 -~ 1D12 " . . o
Hits against a Drorn which are not made with magical weapons are cured. the:

next m.r. (when the Drorn alters shape these wounds vanish). Intelligeneg:High, - .

Alignment: Chaos/Evil. :

B
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The Hintha are goh11n01ds of a peculiar sort: they are found in small groups, :l
and each group 'has a sort of mass mind. This Super-mind is extrcmely intell-
y igent (If of about 200) but ccn only control the bodies of 10 Hintha, who
; fight as Kobolds, at any one time. For every Hintha controlled subtract 2
§ from its Dexterity score, which is initielly 22 (18/00). The Super-mind can
| also cast spells, but if it does this only one body may be controlled, and it
f has a'Dexterity of only 10. The Super-mind will have unlimited usage ofé4+l-4
random spells of Level 1-2 (Magic-User spells only). UWhen a Hintha dies, its
part of the Super-mind remains alive, so if =1l the Hintha in a group are slain
a disembodied mind still Pxxsts, »lthough it is incapable of affecting anybody
in any way. Intelligence:V.High Alignment:Any.

The Wyvern's Gifts - New Magical Items .

Dragon Goblet - This is a large metal goblet with a small dragon curled cround
the base. The Goblet uses magical energy from other items to function, ond
therefore does not detect as magic., To activate it, put a magical item into the
‘goblet, which will then drain away all the power'in that item. To find out
how much energy it drains compute the valuc of the item in Months to make x
GP cost to make x Minimum Level to make, expressing the total in Magic-Power
Points. It takes 240 MPP to activate thc goblct ond 15 MPP per melee round
of activation. T

Once activated, the Dragon at the bottom of the goblet will grow until
it becomes a very old dragon of the same metal as the goblet. (Note: Cnly one
magical item at a time may be used to power the goblet).

Golden Idol - The idel is »f a random God, and any cleric of that God acts as
if he were B8‘levels higher than he actually is, for® spell purpoaes only, so ;
long as he can see the idol. If a cleric of any othcr God sees the idol then
he is immediately converted to that God's religion (save vs Spells allowed).
He will start agesin as a first level Cleric., (Note, however, that the idol
will then work for him and he will gain the extra spells.)

The Idol is made of Gold and is worth about 10,000 GP to non-Clerics.

Light of Truth - This lantern acts as a normal light, but those who are in the
area 1it up by it may not lie., Also, illusions and Shadow Monsters are dis-—
pelled when the Light is shone upon them.

Dust of Rejoining - When sprinkled on a broken magicol item, this dust will
cause the cracks in the item to close up. How long this taokes depends upon
the power of the item (more power=shorter time) and the item's condition,
(completely smashed items taking very long indeed). The dust will not work on
mon-magical items,

Net of Negation - Any being caught in this enchanted net is incapable of using
its magical powers, e.g. Mages cannot cast spells and Hell Hounds cannot
breathe fire. Beings who normally are only hurt by magical weapons can be
hurt by any werpon whilst caught in this nrt. The net is made of true lead
wire.

Robe of Splendour - The wearer of this magnificent robc gets +4 charisma, and
may use "Charm Person" once a day.

Leech Staff - The holder of this staff,who must be a Magic-Uscr, is incapable
of using his normal spells. However, the staff detects enemies, secret doors
and panels, and points towards trrasure. In combat it may be wielded at +3
hit and damage or may be used to cast 18- point magic missiles at the rate of
one per two rounds. Only when the staff is destroyed does the mage regain his
spells.,
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The Wyvern Presents - Wanderers

Wandarers are clurlc/flghtnr types who are normal y found alone, rarely in’
groups. They may never stay in one place for more than a weck, as they consider
it their holy duty to preach the "true word" of their God all over the woild.,
Those who are not converted within a week are considered hopeless cases. ' -

Wanderers like to travel light, so they moy carry a maximum of 750 GP
weight with them and in any case may wear no armour heavier than leather. They
may use all weapons usable by fighters, tmack as rangers and get spells as
clerics every odd-numbered level:(Thus, a L 9-10 Wanderer—a Level 5§ Cleric).
Wandarers turn Undead as Clerics of equal level,'''They also Have the ability to -
convert people to their own religion. To do this the Wanderir must talk for
some while to the prospective convert. Then the DM must roll the Wanderer's
Level or lower on a D20, Adjustments are as follows:

Same Alignment -1
Opposite Alignment +1
Convertce is a Cleric, Wanderer or Paladin +2

For every 2 pts of Intclligence-over 15 of Convertee +1 -

For every levél of Convertee +1'

If this throw is successful then the prospective convert has been converted.

If it is missed by 1 then he is 1ntrlgued and open to further attempts.
EP - as Clerics
HD - As Fighter of equal level
‘lw,Maglc Items Usable - All items usable by Fighters or Clcrlcs
b U G TU exaapt TOF armout and bulky items,
' " Scorés Needed - 14 or higher W1sdom and Charlsma.

S AN

The wWyvern's Last Note

. Well, that's it for now., More monsters, trcasure, etc. next time.  Untdil™.
then, may you always maké your saving roll.’ St -

gl




SOME ,SPACEQUEST CHARACTER CLASSES RAGES AND ITEMS
by Cary Martin 3ok BEGEY

A SR STAR KNIGHTS o

Coopd & 2411 tapn | L
Psi: 13 b

BONUS SKILLS: Counter-insurgent, thievery/Illusion, :

Receives all warrior bonuses except when using ships guns (inc. speed bonus)
May not use shoulder weapons or power armor.

Recelves spacer speed bonus in real space.

Save as Mutates.. Power points psi score; - .

FOWERS (o] govad bired e Bt v

CLASS * -~ o ;FORCE I i "'“fFORCE II

Detect Psi (0) Yt el dh Damage (1) i il f<b@r'} §1o)
.Selfmaster (80 foi Psychokinesis;(variesg Break Illusion (7) .
Combat. (%) Nega-Grav . .:(varies). Pain Control - (10) .
Psi Scan  §2; Blackout - »§5) N e e
Blip 2 Locate Access (6) Reddopsi (30
Shield (3 Validity Determine (5) Mindmaster I  (15)
Analysis (3) Counter-Psi ' (8) " : Gunner (25

Star Knights cannot‘use the Ships Engineer skill.

COMBAT: For each power point the knight expends (up to his level) he receives
+2 in melee attack and defense and +1 in missile fire (offensive/defensive)
duration: 1 melee turn.

GUNNER: The knight recelves a 3x gunnery score with ships weapons, and does
not need a computer to fire the weapon. Duration: 1-3 melee turns

o
3 L &

PLANETARY SCOUTS R

AUTO—SKILLS:TReal Space astrogation - HD as Warriors -

AUTO GEARa(optiopal) Rigger operation Uses all weapons &

MIN. REQUIREMENTS: 19 13:. i i Scouts recelve the spacer speed
'} i Empathy g .. .. ‘bonus, in. Rea}-Space only.

BONUS SKTLLS: Xenobiologist ‘ ’ , o1
Contact Xenology
Survival Expert

E R B B BE R B B R SR ER L CEE R BE EE B CEE EE EE B EE R R CEE R R R R CEE CEE CEE R R CEE R CEE CEE R

SPACE QUEST RACES !
BH K K K K K KKK K KKK K KK ¥ R K KK KK X K K K ¥ * ok % % *, * * *

MEKHAR / felid

Phys power: 3D6 Gravity Rating: NAAHE
Coord: 3D6+3 01 o5
Speed: 4p6 02-07 1
B 08-10 2
el e S
. Eapatiyy i i LSRRl Rete ot : I "p“ .
L vitalitys f 306 ' | % ot sauad

Mekhar are a proto-felid race. They are never biotechs. This race has . a bughido-
like honor code. They never wear power armor or use shoulder weapons (except

a missile launcher when called for). Mekhar have,claws that have P1/D5; & they
receive an additional +3 offensive/defensive (one only) when fighting with th
their hands. They breathe oxy-nitro, and prefer an environment that is warmer
than a human finds comfortable.

(Adapted from Hunters of the Red Moon by Marion Z. Bradley)
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WANDERERS / énergy being

Phys., Power: =--- Gravity ' IAifespans 103000ﬁt years
Speed: 3D643 nil Initial age: 100+D100
Coord: 3D6 '

IQ: 2D6 R 5% Rating:UXJZQ

Empathy: 3D6

Vitality: 306

Wanderers are energy beings that can move through any physical material that
is free of any type of screens. They tend toward loose ties due to the inab-
ility to accumulate: physical posessions. They are sexually neuter. They
cannot be Techmics due to trouble with dealing in physical/mechanical terms.
They need no rigging for ships functions, but must have the training for the
station. They are never warriors. They are immune to physical attack, radiat-
ion, heat & flame., Thelr vitality is their screen value. They are about 1M

in diameter. They skip the class power nega-grav as it has no bearing on them.

XLYX / arachnid, boron based

Phys. Power: 3D6 .. Gravity .. . Lifespan: 1000+
Speed: 3D643 01-02 .5 Initial age: 50+D10
Coordi -  3D643 R s
1Qs i 306" * algieds RCg

Psi: 306

Empathy: G

Vitality: 206

Ylyx breathe ammonia and prefer a very warm (4000-445000) environment, They
have 8 legs, 4 of which must be used to support the individual, The other
four may hold tools, weapons, etc. They favor fighting in melee with large
spears (which are in reality great sword blades on 8' metal shafts; P:i2D6+1/
D:?). Xlyx regard mammals & avians as fit only for food animals, reptiles &
saurizits for slaves, and energy beings with trepidation. The society is made
up of queens (egg layers), drones, workers, & a general service class (no
Biotechs!)

PIERSONS' PUPPETEERS

FPhys, Power: 2D6 Gravity Lifespan:40401~50

Coord: up6 - 01-02 * .5 °

Speed: 306 03-09. 1 . Rating: NAAGI
1Q: 4pé 10 2

Psis 3D6 i 2By

Empathy: 3D6

Vitality: 206

Puppeteer are raclal cowards. This is important as it will affect all activities
a puppeteer engages in. They are excellent capitalists. They are tripodal
(rear hoof strikes for P1/D6 at +1) and have two arms with their mouths in their
palms, They are NEVER warriors, They greatly fear n-space and prefer to use
real-space when feasables- : m oAl AR, e

(from Larry Niven's "Known Space" serfes.). ” [ B i iaaiH
(p ok e ..”v ) o ’v o i P\, . : caR i

VY
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URSOIDS

(Blarads, 'Béarmen, etc.)
Fhys. Power: 4D6 MWNE L] W S SE AR NE

Coord: 306 - 1
Speed} 306 - 1
IQ: 306 - 1
Psis 306 - 1
Empathys 3D6

Vitality:: 4pé6

Ursoids commonly wear a type of armor worth 3 dice (cost is 200, a.vailable
to ursoids only Bla.rads move. at 3/’+ norma.l.. oo g

f';i’; TN T

' GiiEos pimdY 4G K _
(Rauwoofs, Dogmen. canoids, etc.) A

FPhys. Power: 2D6 o

Coords 3D6+43 i el vl w b

Speeds 3D643 g e B BIE e

IQ: 3D6 a5

Psis 3D6

Empathy: 206

Vitalitys .. @D643. 0 Tl TEVHD AG0 A

Canids do not wear power armor ever, for g._x J::eason. However, warrior. canids
get double speed dodg1n§ bonuses, and no non-warriors get warrior like. dodging
bonus. Canids move at 15 normal. e ; i

(warmblooded live-bearing reptiloids)

Fhys. Power: 3D6-1

Coords 3D6
Speeds 3D6
IQ: 3D6+1
Psi: 2D6
Empathys: 3D6+1

Vitality: 3D6+1

Heskers have 2 points of body armor as skin, They add 5% when attempting
trading. Heskers are of the commercial- caste 75%. They are xw.rtal enemies
of saurians, Bk

SAURIANS, hi«j?rILIANS, etc.
Phys., Power: 4D6 B :

~

Coords 3D6
Speed: 3D6
W i oceny UNDERE v asens s e sadiges
Palgil - BD6mq wolp S o b

Enpathyl o ewe
Vitality: 4pé6

Saurians have 1 dié of’ intrinsic 'body armor. In hand to hang cémbat, unarmed
they get 2 dide P/ 6x damage. Saurians are always -5 on'reaction dicsa. Ain
addition to being =20 for O empathy. %
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;. . LENUROIDS :
(small furry animals w/ prehensile tails)

Fhys. Power: 2D6-1 et :is

Coords 384+ b
Speed: 3D6+1 o
IQ: 306
Psis 4Dpé6
Empathys 4p6

Vitalityz 2D6-1
uemuroids do not become warriors,mever. They will fight, however. If speed
1s sufficlient, lemuroids may fire up to 3 weapons., Lemuroids do not wear
power armor or thought screens. Because of their size, firing is -1 vs then.

A AR R R R EERERFELEE TR X *-* LS SR R IR IR R T
PSIONIC ITEM CHART

01 - 15 Star Stone

16 - 30 Matrix Crystal
31 - 90 Psi Gem

91 - 00 Misc.

STAR STONES MATRIX CRYSTAL (roll D6 for # of pQWerS)H‘Hl

1 Blaze 1 one
2 o Bapstior s oovonod Juone@ o four : ; ; Torde .
3. PFK Blast Fan uaSecrflve T et bahehb Lt e
4  Pulse 4  three 0 o e « TR
5 one
6 two.
PSI GEMS ek
1 - 3 gems set in:
i »ine
2 medallion
3 bracer
4  armband
5 eipclet 41
6 torque .
7 earring (1 only) :
8 rod )

STAR STONES: These grey slick stones are’ primarily combat stones. i in 10
will have telepathy (range: D100 M) :
A) Blaze: P5/D8, as Blaster Beam./2 shots.

B) Burst: P4/D7, as Blaster Burst:/ (10) -

C) FK Blast: P3/D10, as Gamma Beam / 1 shot ey .

D) Pulse: F3/D8, as missile launcher / 1 shot ;ﬁ_f ¢

All require a blip to activate. % '

MATRIX CRYSTALS: Blue-white crystals. All have telepathy 10+D10 km, If
taken forcibly the mutate/psychic must make a vitality ST or lose 95% HP.
If successful lose only 25%. Lose 1 - 100 Power points regardless. e
Powers: % & ‘#
A)Psi Screen (7 minus D6)D6 value, Lasts till. penetrated or uilled away.,“
B) Psi Sereams: Al mutates within 20 m lose 2 - 12 Power points. INCLUDING
WIELDER! S
C) Self Master (constant)

g +3 protection for Psi ST. (constant)

Transportal:s 100m teleport. no error

F) X 10Kg

yevd
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MATRIX CRYSTALS (continued)
G): PX shield: (7 minus D6)D6 armor. cumulative
H) Mindmaster II

Powers "GY & "D" are always on. the rest require 1 blip/use or have 21 uses .

per day.

PSI GEMS: These are clear faceted gems set in silver jewelry. These are the
aiiplifiers. 1 in 10 will have either +3 psi ST (odd) or as Selfmaster (even)
Broadcast power directly through gem." : ; .
A) 2x range ;
2x effectiveness ;
o5 cost . 2
D) 3x range : V¥,
B) 3x effectiveness A,
Fz «25 cost B
G) 2x duration
H) 3x duration

A piece of jewelry will have 1-3 gems, each with one .power. The use of these
are open' to all mutates and psychics, however as psychics have no points,
half and quarter cost gems are useless.

Notes on psi: Artificial psi screens (from stones/crystals/gems) can add to
a total{qfnnokmore than 5D6. The other protection methods are non-cumulative.
. RELATED ITEMS

PSYCH~SWORD: ergy sword.comparable to a Luxblade. PQ/D?. Will function
indefinately for a mutate or psychic.

POWER CRYSTAL: This is a small crystal that holds 2 -~ 11 charges of a Class,
Force I, or Force II power. (Force III cannot be so stored.) Mutate, Biotech
& Technic only, by class.

' HOVER BASE: This is a platform (open) with 2 seats. On one seat (1-3=r1ghtn

L-6; left) is an 1nset crystal on the arm. This is the control crystal, It
flies between 8" & 3' from the ground at speeds up to 40 mph. One blip per

10 minutes. ‘
*"‘-X%***************************-)‘******




BUT I THOUGHT THIS WAS ALL A DREAM. . . #2

Brought to you once again by "the Dreamer Dééhna“Sﬁé WHite who is
now typing away on her brand new Smith-Corona., If anyone wishes
to rédch me they may do s6 ' at 3851 Keystone Ave.' '#24, Culver City
Ca. 90230, . . 837-0955 or 322-0297. Both area code 2l

First,of all, T plan to he moving. around the end of .March, hence
the address above may not be valid after April 1st. (and no.I

am not joking!) The following is a continuation of what I had in
TLOC last issue. This part depicts some of the history.on the
continent called Vehn (Tillarian for Earth) where the Folk of Tézin
reside. So tune the harp and piper play, let the bard sing of
another day. ‘ by v i

THE FOLK OF TEZIN

"Arise my children'"

- ~Slowly the thirteen sat up and found themselves in a place
of beauty.  They weré'in ‘the center ' of ' a“small clearing studded
with white and yellow flowers. Twenty feet away, they saw a
strange,.golden mist hovering . abhove. the .ground and not moving. . ;
Surrounding them, trees raised their lofty crowns against. the
dark dawn sky. The soft breeze, fragrant with the scent of
flowers and other growing things, caressed them and welcomed
them to this new world. Pale light fell from a horned moon above
them and“in the east, brilliant hues began" to paint the sky-
with the colors of sunrise. s b o S A L

.- "Arise my children and greet: the dawn.of a.new day. No
longer shall ‘the shnarz'rim plague you for here there is peace

and plenty if you wish it." The words seemed..to. come from the
direction of the gold mist. Yoea ' : AT
“Meizar stOod”up“and'waveréﬁ'slightly.:fTWhof*. <" who speaks?"

oWl The mist’ rippled i %
3 nwho are you’?"' ol Ak A s el X8 LG SR L e Eoas

"I amthe good which dwells in the hearts of many. I am
hopebringer and 1ifesaver." Taughter’ echoéd like tiny bells
within the clearing. "I have fashioned this place for you and
brought you here far from what would have been your deaths."

"Are we not already dead?" Hiizreen got up and went to stand
beside Meizar. "I remember the attack at twilight. The town
burnt and. . ." she turned terrorstrickened eyes to Meizar and
whispered, "Vessala is no more, Meizar. It was burnt; burnt to
the ground at the hands of the Dark Ones. I remember., . ." Her
voice trailed off.

"Remember your pain and sadness no more," the mist said.
"Behold!"”

The sun rose above the horizon and from it shot rays of
golden radiance that reached into the minds and hearts of those
in the clearing. Painlessly, it burnt away the memories of their
former world leaving behind the knowledge gleaned by the race as
a whole throughout the course of ite rising sentience.

In an instant it was over. Meizar looked down at Huzreen
and remembered they were joined and beyond that, nothing else
seemed important.

In peace they dwelt for many long years and their.numbgrs
began to multiply until they filled the entire valley in which
they woke. During one spring, a hunting party traveling far to
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,the east discovered a range of’ mountalns with a plateau at its"
"Southern tip. Double- tiered it rose ‘far above the forest floor
and on its top the Folk of Tézin built a great and wonderous'
01ty They called it.Sharzen; place_of mystery. Standlng tall
and shlnlng ‘beneath the sun with its fairy-like spires capped
with emerald, ruby and sapphire gem-glass, it was 1ndeed a, place
of. allurement and beauty.
i The Folk of Té&zin were craftsmen without parallel The- ,
Glft given them by the Force which fashloned everythlng into being
was that of blending. Theirs was the power to combine magic,
metal and gems together and create SOmethlng whose value and power
was. greater than any of its . parts separately,
.. Even so, there were those whose sole . thought was to mlne
“the gems the Folk of Tézin needed. They were the first to- Spllt
“off from the parent race and they were called the Mountaln Folk.
With each generation, they became shorter. and stookler and'’ they
gained a hardiness of spirit which was surpassed only by the
very mountains in which they: dwelt. ‘They dug their caverns deep
below the surface and searched ever deeper to unlock the secrets
the mountains had hidden away in their roots. s
4 As’'more and more of /the forest was" chopped down to ‘make way
" for farmland, many came forward and 'said it was ‘their desire to
return to the forest to dwell. Thé Folk. of Tézin allowed them to
go and promised that no trees north’ of the Darkasée River wbuld
be touched. Thankful, they 1eft the plateau and wended thelr
way northward.
~ Each generation brought new chanées to the Forest Folk They
grew.slimmer and their skin became muCh fairer.  The color of
their hair, %rew lighter and their eyes changed from blue to either
the ‘color of fresh spring leaves or else the color of shadows
beneath the trees at tw1l1ght'“ A :

The .three folk lived in peace together for a long time. It
was . said’ that in the art of the. bow, none could surpass the

“prowess of the Forest Folk and in the art of the sword, none could
oppose the Mountain Folk and, w1n, ‘but in the art of maglc, the
Folk of Tézin were unexcelled.

“Then doom struck without warning and the Forest Folk, who
were never ill, fell victim to a sickness which wasted the body
and burned the mind. Their beloved Iskerié& trees, the Five Trees
of Power, began to wilt and die and all thought that the light
and laughter of the Forest Folk had faded forever.

The. Mountaln Folk saw what was happening to their cousins
and took to remalnlng within their mountain strongholds, not :
even venturing forth t0 ‘trade with the Folk of Tézin. '

Kanzra, hageklng of the Folk of Tézin, felt the ‘evil growing
and desired to rid, or at the very least bind, the evil loosed by
the Race of Maglclans -who dwelled on the other continent. He
called together the most skilled smiths and bid them fashion a
sword that would hold great power. Then he turned towards the
greatest Gem Masters in the land and bid them find three gems
and prepare them for holding great evil. And lastly, he faced

| his brothers in magic and spoke to them concernlng the fashioning
} of another ElUldar blade. Though he did not voice it, they too
! knew that this would be the last and greatest of the Elildar blades
ever created.
"But my lord!" One of the smiths spoke up. "Who shall bear
this mighty blade?"
Kanzra sat deep in thought for several minutes till one of

e s
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the mages stepped forward and spoke.
"My lord, if T may suggest, there is one whom the stars have
prophesied a future of wandering." |
"You, speak of my son, Shelzrim. i The Mageklng said drlly

"That is true." Shelzrim returned : "But you cannot doubt
what the stars have décreed." :
"No, I cannot." Kanzra's voice was tinged w1th sadneSs

"So, let it be done. For him let the sword be fashioned 'and may
he bind the darkness and cast it away forever" ‘from our door."
‘ All was done as he commanded. Out of bluesilver was the
blade made 'and’ cleverly worked into the hilt were two items of
great power. The first was the last supple leaf the Folk of"
Tézin had of Sath Lomiel (Elvish: All Golden) Iskeri@, the flfth
and most powerful of the Iskeri&. The second was a: strange stone
made from several gems bound together. Into this the mages poured
all their knowledge and power and woke into life the intelligence
of the sword. They called it Cyvv1th which means *battlefriend®
and they sent for Chezar, son of 'Kanzra Mageking, to bestow- upon
him_ that mighty blade. Chezar accepted the sword and the gems -
and left Sharzen to head across Lirzo Tézin towards Kirama Bay.

Kanzra, standing alone on the balcony of his palace, ‘watched
hlS son trek across the plainsland and lowered his head in sadness.
. "Go in peace my son." He whispered to the moanirg winds.

"Ge in peace and may Eelan Uii watch over and guard you' agalnst
all manners of evil-- for we shall not meet again." ;

Eight months later, the doom Kanzra had foreseen: came 2\
shadow fell across the city at sunset and the people 1ooked up
and cried out.in terror as the dreaded dragon, Iptanarras, -
descended upon them, The Folk of Tézin were ‘helpless agalnst
the awesome might of the dragon for all of their power ‘had gone
into. making the sword. By mornlng, only smoking rulns of a once
great city remained.

Those who managed to escape the holocaust fled" to LerO

. Tézin and began farming communities there. The land was rlch and

after a time, they forgot their fear and settled down into a- new
way of life. Sharzen was remembered only in song and Chezar,
if he was remembered at all, was known as the hero who never '©
returned

The bard's words faded off into the dlstance and I could 'have
sworn I still heard the last notes of both harp and pipe ‘echoing
in the st1llness of the. room. Then I turned over in bed and o
.dlscovered that it had been no mere dream. .

Farewell until next 1SSue,
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being the eighth contribution to TLOC by Kay Shapero, 8886 Earhart Ave.,

Los Angeles, CA 90045 g
***************************************

Having recently had to come up: with ‘a number of reasonably random gems, Iﬁx
have finally gotten around to developing the- following for use with the gem v
table i published in TLOC . 5:

GEM DETERMINATION USING TABLE FROM TLOC 5
1) Roll gem type from table.

2) Determine color as:follows:
a)'1f only one colér given, note color. e
“‘b) if narrow color rangé given (ex., yellow to green),-express gem color
.7 ag’the range, plus a ‘d% roll, 1 - 10%, ‘and 90 - 100% may be considered
pure examples of the extremes, the in between %eges as mixtures in vari-
ous amounts. : :
c) if wide color range given (3 or more major colors - see Topaz for a
horrible example), determine narrow range us1ng d7 (will vary with
‘range), then treat this'range as in (b).

3) Roll size from range given in table (if "any" assume - 1 - 100 ct., )

4) Roll quality as follows:, : : 74
e g Divide size in carats by 15, rounding up-at .5+, and down otherwise.
b) Roll d% the number of times determined in' (a) and average. this is
“the % quality. (large gemstones are less likely to be unflawed, ‘while
large, massively flawed gemstones tend to be cut into smaller, less
. flawed ones.) i - x

i 5) Determine valué as follows:
Value = (/quality x value range + minimum value) X size of gem in carats.

| 6) Indicate cut. When gem may be either cabachon or faceted, unless it is

| likely to be a cat-eye or star, there is a Jquality chance that it is-
faceted; otherwise it is cabachon. If there is a chance of it being .cat-eye
or star, roll d% with 95 - 100 star, 85 - 94 cat-eye. Otherwisey: roll as
for non-cat-eye varieties.

SOME EXANPLES: g R : v
TYPE - COLOR -‘;.: SIZE ~  QUALITY = VALUE = CUT

Chrysophase. - yellowegreen to ‘v ik o L7 .. _. 61 SP 'Geb.,
Sy apple green (57) - " X gy o
Catseye ‘green to yellow 9ct g 9 oot ol op EaN,
Quartz (83), fiberous b Pt Ty
Moss Agate clear. matrix w o 62 ct 63 " 993 SP Cab.
;e ‘black filaments : i .
Sphene i i darkibrown = $high- " o 45 SP Tacet.

Cerussite colorless to 200t v 0 157 SP TFacet.
Sdde brown tinged (81) il

t

*' 4 carat = 1/5 gram, For simplicity s sake, you may consider a cab. of .
1 nm diahcter to weigh 1 carat. (Hideously 51mp11fied, : know, but useful
for game mechanics, anyway.) = ° . : A e

NOTE{ This is for randomly rolled gems. Special DM creations, naturally, nay
vary in both: size'and’ cut, not to mention value.v
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COMMENTS

DIANA MEYERS:You are hereby geased to compléte the Witch: World magic systen
writeup! (good stuff') 340

PEGGY GEMIGNANI: In re the Para-Cleric. It would appear I may not have been
clear enough when I wrote to you. While:I have had no objections to: -your
cleric who spent a couple of months at the clinic (I should have sent: you
information on which spells researched by Duncan which the character has : ... .
earned the "book'"s of by now.), I did not agree to some of the things which
you have implied. Basically, that 15K gp was the price of all of a set of
spells researched by Duncan including the three Anesthesia spells, the three
Sterilization spells and the Increase Fertility spell. A cleric could also
earn the use of these spells for a year's work at the clinic. None of which
had anything to do with the para-cleric program. In other words, the invest~
ment a low level cleric put's into the .Clinic branch of the para—cleric program
is not money, -but the time involved. I assume the confusion cam¢ in because
the length of the program of training was the same as the length of time a
cleric would have to work to earn those spells. As I see it, anyway, there
is no real way of instantly acquiring para—clerical training for money -

it's a training program, which takes time. // Incidentally, for my own para-
clerical program I am not giving any level brevets, instead using your
percentage advancements in identifying diseases, poisons, herbs; and puri-
fying water, along with skills in stopping arterial bleeding, identifying.
and setting various bone fractures, skill in antiseptic techniques and the like.
Full detail's.on Celo's progress in these will also be sent along with

the spell details - he's done quite well, and his friends should be proud
of him, : i :

MIKE GUNDERLOY: in re traps (more or less loosely based on the DTL NFC conv-
ersation) - there are several possibilities you haven't mentioned. For
example, there are a number of traps about the upper reaches of the. Roost
that are downright whimsical. These include nuisance traps set by some or
the more‘obstreperous MU students - basically college pranks. Which can get
a trifle dangerous at times (witness theinvisible block in front of a trap-

door ‘put into a first Tevel corridor over an empty room. Unfortunately for

the party who fell into:-.it, some minitaurs had moved in downstairs between’

the time it was set and their arrival...),but are basically silly. Then,'
there are things like the time a group of students got hold of a mirror of
life trapping and a remote teleport spell. Kept leaving the spell in ‘magical
trap form in likely spots, teleporting the unfortunate who touched it into
the Mirror room, and usually collecting the individual. This only worked - =
once, but, then it wasn't the trap-setter's treasure, and one victim at a. - ui
time was plenty (my, the loot they picked up:.before the day someone threw a

+3 war hammer at a chest, and it got teleported out, to break the mirror...) .
Not all traps need be set to guard treasure. And of those that are, whele, |
you get what you pay for. Some of the MU students may be induced to place’

traps on a monster's treasure to help the monster guard it, but, the lower

the fee paid, the higher likelyhood of the mage pickingisomething truly
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DIANA MEYERS:You are hereby geased to compléte the Witch: World magic system
writeup! (good stuff‘) A

PEGGY GEMIGNANI: In re the Iara-Cleric. It would appear I may not have been
clear enough when I wrote to you. While I have had no objections to: -your:
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spells researched by Duncan including the three Anesthesia spells, the three
Sterilization spells and the Increase Fertility spell. A cleric could also
earn the use of these spells for a year's work at the clinic. None of which

had anything to do with the para-cleric program. In other words, the invest-
ment a low level cleric, put's into the.Clinic branch of the para~cleric program
is not money, -but the time involved. I assume the confusion came in because

the length of the program of training was the same as the length of time a
cleric would have to work to earn those spells. As I see it, anyway, there :
is no real. way of instantly acquiring para-clerical training for money -
it's a training program, which takes time.// Incidentally, for my own para~-
clerical program I am not giving any level brevets, instead using your
percentage advancements in identifying diseases, poisons, herbs; and puri-
fying water, along with skills in stopping arterial bleeding, identifying. :
and setting various bone fractures, skill in antiseptic techniques and the like.
Full detail's.on Celo's progress in these will also be sent along with

the spell details - he's done quite well, and his friends should be proud

of him, ;

MIKE GUNDERLOY: in re traps (more or less loosely based on the DTL NEC conv-
ersation) - there are several possibilities you haven't mentioned, For
example, there are a number of traps about the upper reaches of the Roost

that are downright whimsical. These include nuisance traps set by some of *

the more obstreperous MU students - basically college pranks. Which can get

a trifle dangerous at times (witness the:invisible block in front of a trap-
door ‘put into a first 1&vel corridor over an empty room. Unfortunately for

the party who fell into-it, some minitaurs had moved in downstairs between’

the time it was set and their arrival...),but are basically silly. Then,':
there are things like the time a group of students got hold of a mirror of
life trapping and a remote teleport spell. Kept leaving the spell in ‘magical
trap form in likely spots, teleporting the unfortunate who touched it into .
the Mirror room, and usually collecting the individual., This only worked '~
once, but, then it wasn't the trap-setter's treasure, and one victim at a. -
time was plenty (my, the loot they picked up.before the day someone threw a

+3 war hammer at a chest, and it got teleported out, to break the mirror...)“.
Not all traps need be set to guard treasure. And of those that are, whele, '
you get what you pay for, Some of the MU students may be induced to place”
traps on a monster's treasure to help the monster guard it, but, the lower

the fee paid, the higher likelyhood of the mage pickingisomething truly
whimsical. (ILike the time one thief ran afoul of a trap which made him intan-
gible, retaining Just enough "reality" not to fall through the floor or walk
through-'walls. He was completely invisible, too. Frustration is being just

a bit to intangible to pick-pockets, given such’'an opportunity! He trailed

the party, unnoticed, until the spell wore off,)

***************************************‘

Afraid I don't have that article done yet - I've got rather a back 1og of
Things That Have To Be lWritten, and the following seemend a bit more urgent.
The following is rather more character than Hellsgate history, but, thén,

it's having rather a strong effect on the campaighes.®’

A S
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Here's Allanne with, the story;' & o it e ige

"Now that the war with the Park Lord was over, and it was once :#
" again possible to travel about in the iild, #f not- safely, at
least with the assurance of not walking into a full scale’ battle, a -group of
us decided to go up north to the Forest of the Veen, to investigate a recent-
ly discovered world-gate.called the Temple of Infinity. This being more in
the nature of an exploratory trip than a dungeon smash and grab run, Wwe
didn't worry much about keeping the party power level even, thus the party
included_both those of the ist rank and, of the 10th. Amon the group were i
myself errd level F/MU griffin;7§ my pride-sister Kala /.10 th level B -
human, but under a Permanentized Shape:Change spell, primarily so as to be.. ..
a griffin when desired. Among other things._], Ellen McHale /. human ba, d -
I don't know what leve1_7, Sura Zfe winged cat - scout type, I think.
and a.couple of clerics of the 1st rank from a cult known as the Holy Vandalsd
or some such. thing. I'm stlll not sure by. whom, or even IF, they were s
invited!" £ o ; :

"The most direct route was by sea up to-theiport of Accorus, ‘and from there
inland slightly less than one half day's march to the Temple, an important
consideration, since those who fall asleep in the Forest of the Veen cannot
be awakened until removed .from it. Also, from the report we'd heard from the
party who'd discovered the Temple / An earlier trip involving 4(!) paladins.
otherwise known as the Holier—Than—Necessary Expedition._7, Accorus itself ,
was a sufficiently strange place as to be worth exploration. So it was - in 7
rather different fashion than we had been led to expept for when we arrived,

Accorus-‘

%

~we found the place seemingly deserted, yet so clean that there wasn't even any
‘dust present, The sky was an even slightly glowing bowl, rather like a very .

even overcast, no sun being visible, yet the place remained bright as day
for all of the time we were there. Investigation turned up nothing but more
questions, That, and the discovery: that the chief tenet of the Church of the
Holy Vandals seemed to be "rip off everything'that isn't a fixed geographical

- feature of the planet."” Fortunately, or possibly unfortunately, this did not

extend ‘to choosing martyrdom upon being informed by a fellow party member

“With talons and a large beak that: they would put everything backess After

our two maniacs had a run in with a party of L'Drey, who hit Brother GreaSer £
with something that caused him to vanish / knocked several para-weeks ‘sidéways
in time, to return to his own time/space at a rate of one para-day per real
day. His subsequent: fate would make a story in itself, Sheldon? /, wé finally
abandoned the attempt, got a good night"'s sleep, and .set out for the ; :
Temple of Infinity."” Sty :

The Temple " "For all that it was the ﬂild, I felt rather less edgy in the
of Infinity Forest of the Veen than I'had in Accorus. HWe met nothing hut‘,

-~ plants and insects on ‘the trip out and arrived without incident
a great block of slick stone-like material having a pair of great metal’ gat
surmounted by an infinity symbol, which last Brother Vandal (the remaining “'
CHV cleric) promptly tried to steal, only to find the sides of the Temple toQ
slick to climb, After making preparations to deal with any trouble we might
encounter, we opened the doors, to see a dark. dirt-walled tunnel crossing the
field of view as though we, ourseIYes were underground. Inside, once shethad -
passed through a slight, almost. intangible barrier across the doorway,. Sura was
able to smell a faint, musty odor,.Tracks on the floor, plus a pile of dried
leaves with a stronger scent indigated that something unpleasant laired there,
so, after our. scout had returned, ge\ciosed the door and, tried. again,uSure
enough, we.got another views . +uqr ' it i FiE b L Wi
"Before us was a metal-walled céfridor stretching off to our right; while on*
the left, it ended at a pair of shiny metal doors or panels, inset with anot-
her panel bearing a stylized bird of prey overlapping the join. 'Thrush
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Headquarters?', I muttered to myself - not that the bird looked agything like
a thrush. True to his calling, Brother Vandal ran in and attempted to detach
the bird from its location. In the process, he discovered another panel, and
put his hand on it. The two doors slid silently sideways to reveal a deep shaft
into which he peered, and promptly fell. Being nearest 3 made a.grab for his
ankle which missed by an inch, muttered 'I know I'm going to regret this' ,,and
made a wing-assisted dive after him." Gl :

"Sploing! There I was, floating in mid ‘shaft supported Ey sone sort of enérgy
field and feeling a little foolish." " Looking about,. T hoticed several figures'”
floating up and down the shaft, all but one too far away to make out clearly.
The one exception was Brother Vandal, who was’ floating ‘down and to the side
directly below me, Now how...my question was answered, for as- I thought of
moving downwards, I began drifting in the direction of my thought. In my hurry
to catch up with him before he got us all in trouble, I fell too fast and over-
shot, thus giving him time ‘to get to another door''in the side of thé shaft and
open it. Inside was another corridor in which sgeveral humanord but -not human,
beings vearing what ldoked like uniforms were talking together. I announced -
'Excuse us, we were just leaving,', grabbed Brother Vandal and pulled him back
into the shaft. The door closed silently, with no sign that we had even been
noticed.' . : ¢ i

"'Comeion, we're going back to the party‘, I told Brother Vaﬁdal yand started
up. He promptly went down so fast that I'lost ‘my grip on hin, and opened yet
anothier door.’ Insidé this new corridor was something resembling a plate of
spaghetti‘which eyed:us with evident interest’ from two beady blue' &yes on
stalks. This was suffieiently random to arrouse my interest, but not' even tele—
pathy got more:than a feeling of curiosity. - Brother Vandal took* advantage of”
my distraction and dove back into the shaft. I started to follow him down, only
to find that he had gone ;E. : ¢ ’

"This game of tag continued up and down the' lift shaft for severai more doors,
all leading to corridors . 1 containing all sorts of beings ranging from a
winged insectoid of half my.size (in a corridor with noticablyn%ess than Earth
gravity) to what looked like an ambulatory asparagus, and including one corridor
filled with a murky green atmosphere held in by a force field agross. the open-
ing. Whatever that last included was too indistinct to. make out., Finally, I got
a good grip. on Brother Vandal and hauled him back to- the door we'd entered by.
Fortunately, the party had been keeping it open, for although each door had a -
different symbol on 'it, I had been much too busy, to notice that fOUnd on the
one.we'd come out of. The bird seemed to be on all of them.",. .

)

"By this time it was apparent .that we 'd stumbled into an interplanetary hotel,_
or the equivalent. Figuring that we didn't look any wierder than any'of the'’
guests, there was talk of the party finding the lobby and rentint a couple of
rooms for the night, ‘but the thought of leaving the Temple - doorway open‘‘to ‘
this corridor for so long without being able to keep an eye on it or- prévent it
from being discovered discouraged that idea. So we . closed. the door and tried
agaj_n, ; SheE A L U ; cerrs

"Snowfields. Stretching off into the distance with only a few: 1eaf1ess trees to
break up the monotony. With a griffin practically sitting on 'him, and nothing
much in view to .rip off anyway, Brother Vandal stayed put, and it was :Ellen*
McHale who investigated. -There was a definite gravity rise, and she stumhled
upon entering, picked herseélf up again ‘carefully = and stareéd at her hand,- b
which was now./furred and four fingered. So was the other one. Thé gravity no
longer bothered her,: and she had also acquired-a long, ‘grey=furred pelt ‘that
made nothing of the cold, a tail, &nd a muzzle. With the exception of’ color and
height, in fact, she seemed to have turned into an Altan. Curious about this’
unexpected property of the Temple, I followed .and was promptly turned into one

i te
|
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of the familiar red-furred b i Altani, as did Sura the cat, “and anyone else
who came through, with the exception of my bronze fire lizard,Adareth, who'
remained & fire lizard, but retained the ability to fly and appeared to have
adapted quite well to the gravity. I guess, ‘since cold never bothers fire lizards
anyway, he didn't need such a thorough adaptation. At lasty: everybody came on
in, for it had become sufficiently late on" the Forest side that we must either
return immediately, or find a place'to sleep for the night, Testing revealed
that it ‘was indeed possible to - be awakened from sleep on this side of the door,
and our current forms would enablé us to sléep in the snow with no difficulties,
S0 we propped the door open with a fallen log, set & watch both inside and

on top of the Temple (ferried up there by the flying types at first, then using
ropes), and turned in,"

i The Ascention -.Came the dawn, and with it an attempt by Brother Vandal to ‘start
o Brother a fire. In the Forest of the Veen., Collecting’ some of the litter
Vandal i of leaves and small twigs from the ground, he attempted to ignite

v v 1%, from his tinder box. Something kept it from catching for
quite some time, but finally he got a small flame going, which ‘vas promptly -
spat ‘back at him by the litter. Enough is enough. As he began to gather even
more leaves, building the heap up against the base of a tree, the rest of us
went back through the gate to the snowfields, with the exception of Kala, who
shapechanged .to a ,Phoenix and perched on a.limb outside the door . where she
could see him, and give us a running commentary on the action, Once again, he
attempted to ignite the Forest, there was a slight *poof* and he backed away,
slightly scorched from what looked ‘like a small fireball Zré ‘hp worth_
Carrying stubbornness to incredible extremes; he tried again. There was a loud
*whoosh*, as flame leaped out to where Kala was sitting. That was the last of
Brother Vandal! I wonder if‘he made Vandal sainthood ?"

Somé "Throughout the preceeding, I had been preoccupied with a
Surprises’ PuZZle ‘of my own. There was a pile of skis and related gear

memories had beoh oMitha{osmfmﬁ ii nfgﬁ%n“Sﬁﬁe%egﬁéﬁ %t ngee%%fﬁgi%%%on—

ger with every minute. T'Ko and E'Kan seemed similarly" preoccupied... T'Ko?
E'Kan? Wait a minute... And myself, T'Isan, or Allanne? 'Ellen,:Sura?' The
names didn t sound quite right as'I called to the other two. Comparing notes,
we found that the first three of ls to come through the door the'night before
. seemed to have picked up an extra identity apiece. It wasn't like being
posessed, or‘like possessing the’ body of another mind, but mere like having an
entire set of attitudes, memories’and abilities added to our own. I could still
remember, clearly enough, the events that had happened to Allanne the griffin,
“yet I was also’ beginning to remember training at the'Academy Spire, and pilot-
ing space ships. And the mission. There was a job that the three of us were
to do sooness” -

i suppose the wisest thing to do would have been to go back out to:the
Fbrest with, the rest of the group, but then T have never-been accused of over-
'much wisdom, nor have I been in' the habit of turning my back on adventure. Nor,
considering the Altan space force's reasonable attitude t0wards small pets,
_would there be any trouble in keeping Adareth with me. Hllen's entire career
thus faxr’. had ‘been made up of the investigation of strange places and the learn-
ing of new lore. And Sura was’ a cat, with all of a cat's. normal curiosity. So
it was determinéd that the three of us would stay for a while, and see what wo-
uld happen. The rest meant to go on investigating doors, so.we three promised
to be back at this" 'spot in a year or multiple of ‘years: so they could find us
again through ‘the Hall of Flanets. As it' turned out, we needen't have worried
about the door closing on ‘us ‘during the night, for it probed impossible’ to
close until all magical artifacts had passed back through. Even when shut, -
the door was still there in some intangible way, and the three of us sensed
that we would be'‘able to find and ‘reopen it ourselves, whenever we wished. -

R e R
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Somewhat encouraged by this discovery, we put on our skis and headed off to
the city which lay in ‘the: distance beyond where the gate had ‘been."

"Our three Altani identities were apparently already well acquain-
ted. I, Comrictorob Tuu Ira Isan ( the first is a rank indicator -
approximately equivalent to Navy Lieutenant, the second a Pack (i.e. family)
name, the thifd indicates sex - female - and the last personal name) was a
fairly average Altan who had gotten into the Star Arm through the combination
of. a reasonable. school record, a highly influential Pack, and an unusually
high .capability for telepathic attack [fho on 4 d10_7. ., Fortunately, really,
my telepathic resistance was only average, with the result that I had learned.
caution with%that last attribute at an early age. (My7 Well, T'Isan's, anyway.
For purposes of simplicity, I will refer to T'Isan as "me" unless it becomes
important to differentiate the human-turned-griffin from the Altan. It should
be pretty obvious most of the time, anyway. ) My training was as a line officer,
~and my next assignment was to be pilot/commander of a 14 ‘Altan exploratory
~ ship sent to investigate a region of space from which no one had heard in a ..:
1ong time. ~Sura was our Security officer, Tal Ira Ko, rank approximately
equiValent to" a non=com, and by far the oldest and most experienced of all
of us. Hllen had become Esal Ira Kan, rank equivalent to_a non-line admiral,
due to her being one of the rare individuals %_1 in 1000_7gifted with an
empathic healing talent. She had also the peculiarity of height and color often
associated with the ability, a’ silver fox among us red ones. She, of course, -
would be ship s doctor" R

"The three of us, as nucleus of the crew, were given our choice from a number

of individuals to make up the remaining 11 members of: the crews. The final .

tally, besides ourselves was: _

Selaras Kavian Mikaras Deval : another Healer (!), female, from the R'Den
colony where the name schemes differ from Han's.

Su Ira Lin: ‘communications expert

Tau Rien Ira Dobrin: ground survival expert (from L Dyen III where this is a

, " most difficult task indeed!) i

Ysan Ir Sind: planetologist and ancient weapons hobbiest

Bakal lMarkav : biologist/botanist (another R'Den female) :

Ashal, Ir Ko s relief pilot and officer-in-training .. ,

Tuu Ir Larin: second in command ( a very promising young line officer)

Brin Ir Tals: engineer

Au. Ira Riai [TNo, not. THAT one It S a common name._7: weapons systems officer

Kal, Ira Shen: cultural anthropologist and sociodynamics expert .

Cameroi, Skal: xenoecologist (another R'Den, male)

In particular, I had been delighted to- note the R'Den Altani on the duty list,

for the R’ Den\culture is different enough from that on Han to insure that

T'Ko, E'Kan and I would not be the only ones used to dealing with cultures

outside their own.

Han

30 nghtyearé Preparations being complete, we lifted ship and headed for
Per Houp: . - the target area,; a region of space roughly 12 lightyears across
. located at a considerable distance from our starting point, .
even through Jump space where you can move at the equivalent of thirty light-
years per hour. Me made four . stops for- sanity s sake on our way out. Even all-
owing fer the ship's, mind screens, without which the whole thing would have
been 1mpossible, a 14 altan scout ship.can be entirely too small for comfort |
when there's nothing to do but cover distance. In some ways, the: Healers had ..
the worst of it - we gave them as much room as we could, but it's hard. being
6 feet or so tall in a ship built for beings 5'2" in height. The first stop
was an, altan world, much like Han but with slightly higher gravity and average
temperature. As a. result, we tended to stay inside a lot, but it takes a pret~
ty small building to nat feel roomy after a scoutshlp. The second world:.was ..
inhabjited by Korli, a species resembling three foot tall . ground squirrels. They
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prefer 1o live in large groupings and are completely non-telepathic = with'
the result that our first reaction was to unanimously get as far away from P
‘town as possible. No one's shields are THAT good" No'Altan's, anyway. We
spent a few relaxing days in a sparcely populated re¢reational area before’
"1eaving again. = Our next scheduled stop was to be a H' Reli‘world, and we were'
"several hours along in flight when Communications officer $'Lin repbrted a
very large object approaching from behind on roughly the same course'as we
were following, at somewhat greater speed.’ Putting the ship on Battle Alert,
+I-asked her to try and open communications with the whatever-it-was, which -
she did, only to receive her own signal back again, bounced off of it. . This was
not the sort of thing to be expected from another ship! At this point, I was
_suddenly reminded of something, as Biologist Bakal Markav.' Testing this,-I'
maneuvered in & bit closer. and’ sure enough, o & o was a space whale. foi

Any lifeform the size of an asteroid of large dimensions deserves it s own
~paragraphss. This critter was. something I had heard of in both sets of memories.
In fact, back in Griffin'g Lair there is a holo-cube of one, souvineer of a -
trip to:the zoo on Han, [Tyia the Hall . of Planetsd7ihis was the first time I
had ever actually seen one, though! The best description of the thing I can.
give is as a sort of living starship, capable of "diving" in and, out: of Jump
~space;at-will, and feeding on interstellar dust motes the.way certain Terran
whales feed on plankton. No one knows much more than that.about them for,
although they aren't: likely to be intentionally deadly:to.anything much bigger
than, a hydroxyl radical, the wake a space whale kicks up as it moves through
Jump. space is' turbulent. enough to wreck anything smaller than a battleship..

- As a.matter of fact, they don't seem to take much note of. anything too big

to eat, so,: unless someone ever figures out how to get in telepathic range ..
of ome, theiedds are against even finding out how intelligent. they are,. Feeling
rather like a pt boat, next to an. 011 tanker, we backed off again, andl, e

proceeded on, an: alternate course:" i ,gbyﬂ;”

pleasanter to be around than H'Reli, so* ‘We were Just as glad it came out the'
-way it did.. . We reported the last seen location and course of the space whale
.-as-a _hazard to navigation upon arrival, causing at least one freighter (human,
run) to choose an.alternate course, ‘and relaxed.for a few days. The local;
gravity was: somewhat less than Han's, and some heavily snowed regions proved
a.marvelous-place to go skiing. Then it was off again, ‘with one . more stopoyer
,.on an.altan: world.and thence to our destination.,” iy + . L

"In case’ anyone out there is unfamiliar with the identification
of stellar types by spectral class, the 0rder, from most luminous
(and’ largest) to least’ (and smallests) runs O B A F G K ;' Earth's sun being

Inventory

“f a G2 ¢lass star, and ‘Han's sun an F5, For more complete infbrmation, go look

up & Hertzsprung-RuSSell diagram. Stars encountered which were not on the
Main Sequence’ (i.ei'red giants, white dwarfs and the like) will be identified
in the familiar terms for such rather than by spectral class,"

.enough, for a number of wavelengths, notable radio waves, the second planet
out from the primary. shone considgrably more:brightly than the star. After
noting: that, it came as no particular surprise-to us to find that the planet, .
was inhabited. S1lin started feeding the signals through her computer and,- -
within: a few days had them, sufficiently analyzed to understand much of the °
language, .and.. show television pictures on the computer screen. (It s times
like this:that I.begin.to. wonder if;we left all the mages back in D&D land!)s

iThey,were & reptiloid folk, not surprisinﬂ as their world was a fairly hot
one, quite: close to. it' $ primary....And they had a reasonable civilization and.
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technology, having reached, and placed a station on their moon. Fortunately

for us, -they did not have the detection equipment necessary to see our ship
behind our defensive screening ~ in fact we were able to orbit the planet for
several times gathering data without ever being noticed, Standard contact pro-
ceedure being usually saved for after the species in question has developed its
own stardrive and can'be expected to have a’ sufficiently high Yevel civilization
rnot to collapse from the encounter, we left them in ignorance of our visit

and went on to our next destination."

This proved to be a trinary system consisting: of a K type and white: dwarf pair
: orbited b& a G9. As usual for multiple sun systems, there were no: planets. P

"The third system had an F8 primary, many planets plus an asteroid belt, and
a weak beacon set about plantt #6, a gas gilant. This we investigated, it being
the only thing'in the system radiating with the exception of the star and the
gas glant, both of shich showed the expected output. And found a large orbital
factory of clearly altan type, as recOgnized by the ship's computer, Well, NOST
of 'an orbital factory, for one quarter had been: -slagged down by some sort of
heat weapon. Assuming our computer records were accurate, the administrative
section was located in the undamaged part of the factory, so. I located an undam-
aged landing bay, and sent Security officer T'Ko and . T'Dobrin in to see what
records, etc. they could find, under orders to maintain telepathic contact with
the rest of us back at the ship. There were no problems finding the center,
,which was undamaged enough to be readily identified, and the computer: records
were recovered (,a handfull of crystals about the size and shape of d20s).

The cryogeniq chambers were found in a room just outside the admin, center
and, despite the destruction of most of them, one remained intact. ‘And,according
to the data readouts on the front contained a still living occupant. This
~ chamber, we. removed intact and placed in the cargo space of the ship. Being
fully self-contained, and with 40% remaining power, the chamber would escsily
last the trip back until we could get it to the appropriate authorities.-
Considering that the conditlion of the chamber indicated 1000 years or so of -
use, the occupant was going to have quite enough adjusting to do without
having to awalzen in the middle of a crowded scoutshin! Not that we had the
hospital facilities required in the first place.”

"The age of the cryo tank also indicated that what we had found here was a rem-
nant of the Second Imperial War, fought between the humans and the altani, prim-
arily over gas gilant atmosphere mining rights, thus explaining tne wrecked
factOry. The asteroid belt proved to be an even more spectacular form of wreck-
age, for computer analysis of the orbits indicated that it had been formed in
comparatively recent times from what had been an inntr planet well within the:
habitable range. Apparently there HAD been a colony here, once... A closer
inspection of the pieces had’ Planetologist Y'sind practically in fits, for
his instruments indicated elements present which he'd never even HEARD of. e
Stopped. by several chunks to let him'take samples, the last being a piece of hat-
erial ionly.4 inches or so across dnd massing 100 or more times ‘'what he did. After
a futile effort at budging it himself, he attached the’ thing to the grav sled
and brought it back into the ship and was ‘about to' give it ‘a ‘more thorOugh exan-
ination when we spotted something new. Warships. Most obviously wrecked with
large pieces missing, some with no apparent external damage, althoughigll
were indicated on instruments as being completely without power and at the nor-
mal background temperature of thelr location. They formed the wreckage of two
fleets, one set with 4ltan markings, the other with the stylized gryphon and
globe of the Earth Empire, a thousand and some years ago. Confirmation, as if
we d‘really needed it, of the date of “what had happened here. Both sets of
ships included those with‘turrets containing unfamiliar-looking weaponry, and
T'Ko, checked the computer to, see if it could identify them. Apparently so, for
she was. promptly informed that the information was classified. Very classified.
Need to know, and. available only. to those authorized by the Board of Strategy.
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(the ultimate Altani ruling body) Planet wrecking egnipment, or something akin
to the Nova weapon once used to destroy suns?-In which case, I d1dn t really :
want to know, anyhow. There being no practical way to get at the logs or other
records of the warships without considerable -unnecessary risk to .the investiga—
tors due to possibly still operating internal security systems, I reluctantly
dropped the idea and, after getting as much information about the ships and
the wierd elements as we could, pointed the ship for the next star system."

"The next system had a GO primary and a number of planets, two of which were

: (Just barely) in the habitable zone, one with a faintly operating beacon.

A hopeful sign - as. we had ‘'now been cooped up in the ship for two or three
months, I was as much on the lookout for a good rest stop as for useful data
for the authorities back home. The closer of the two planets was much too :
hot, and with too little atmosphere to consider Seriously. The' planet iwith the

beacon wasn't that much better, being a hot, sandy place, ‘but it could be

handled at the proper latitude ‘as long as you wore a breather mask. This beacon
was on the surface of the planet instead of in orbit, next to a small landing
strip on which we landed, beside a'small building. There was a slight force
screen about the entirc-area which kept the sand off of the landing field

but was no barrier to anything more solid. After having T'Ko and T'Dobrin |
check out the area, I allowed Y'Sind to get out his equipment and start surv-
eying, then, leaving sufficient force to 1lift ship if necessary, let everyone
get out and stretch their legs. Rank hath its priviledges - I left T' Larin :

!

in charge of the ship force and got out ‘mysel®,”

It WaS,; as Quizic would have put it, rather like herding blink puppies. :
We iwere all in great need of room to stretch - Y'Sind was busy. digging a hole
down to where his instruments indicated something was buried under the sand,
the biologists,Cameroi Skal and Bakal Markav: were searching dilligently for
life, uncovering a rock with lichens on it with delight more appropriate to the
discovery of the secret of life, and everyone just’ staring off’ into ‘distances
farther than the hull of the ship, with the result that nobody noticed, at
first that A'Ko was missing. At least not until we heard’ ‘faint sounds from
the building and I noticed that I couldn't find his mind anywhere about. I
sent T'o into the building, with ‘instructions’ to look it over and retrieve
A'Ko if he’was in there, then come back out to report if, as I suspected, the
building was mind shielded. Sure enough, ‘A'Ko- had decided to investigate the
building and had ‘been delighted to discover that, as he entered through the air-
lock, both air circulation and lights came on, the latter illuminating all sorts
of interesting; if unidentifidble (to hir at least) equipment. By the time i
T*"Ko found him, he had finished 1ooking over the main r¥oom and started down ‘a
shaft to the lower level. He was dissuaded: from going further and brought back
outside along with the news that the place contained ‘what- looked like planetol-
ogical “equipment,’ Being reasonably sure bhat our Security officer would have said
everything that needed to be said to Kim, I confined my remarks to T'Ko, Aftér
all,: I hadn t given any orders that people were to stay out of that building.

At length Y'Sind' S exca\ations uncovered what appeared to be part of a space

ship hull buried deep in the sand, and I called him over to laok at the equipm-
ent inside the building. T' Ko was right, for the building proved to -be atplanet-
ological Survey base, the records of which indicated an approximate age of 2000
years. Figuring it might keep him out of trouble, I sent A'Ko along to assist
T'Ko in investigating the lower level. This centained living quarters:..and: the
thoroughly mumnified, remains of the.survey. crew! And a message, from the com~-...
mander of the base explaining that the shuttle they had been using for transport
had somehow missed the end of the’ landing field and crashed into the sand, ; -
wrecking it past repair with the materials at hand. Unfortunately, not only; .«
were the supplies on, hand inadequate for survival until they were: expected..

back (let alone,. until someone might look for them - they d meant to resupply
wherever was handiest), noone knew exactly where they d been going in the first
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Blace. So.with some embarassment (in the commander s case: at. .,
least)at an essentially dumb, though lethal :situation.  they rec-.
‘orded various messages and killed themselves. We.gave the remains
the appropriate rites and cremated them'" : :

"In the interest of sanity, we remained on the planet for: a week

- long enough so that when | overheard Y'Sind muttering: abou+ all
that lichen on his nice rocks, and the biologists griping about
all the sand on their nice lichens | was reasonably sure that +hey

were kidding. We also rigged up a. smal l breathing apparatus for
Adareth so that he could iy around, outside. While he had put up
with it about as well as the .rest of us had it is rather trying
for ‘a: fitre lizard having to remain insude somethlng as ‘small as
the ship -for months, especially,since. "'had asked him not to go
between when people. . could seée him. Frankly,;_ wanted to keep that
abklity . a.secret exccpt in the case of a real emergency - it ;
wouldn i+ .do for the authorities to get too interested in ‘my pef...
He wasn 't too happy about the fact that his battle station was
inside one of the life tanks ln +he blio section, either, but he
woutd have taken -up- too much room if 1'd trled to have him insude
my . spacesunt with me . - ;

Then it was on to the next star This one “was a real wierdie
The system consisted of an F6 star which was rapidly beling pulled
into 'the accretion disk about thé other component, ‘aiblack, hole.
Forfunately for us, we'l'came out of Jump space well away from the
spectacular x-ray beam emitted from the middle of the disk.

We took readings on everything we could Think of, and went: on

Z:Excuse the: change in- typeface - the above was done on Lee Gold s Selectric.
——K

"The next system consisted of an 4 primary almost smothered in planets incl-
uding two in the habitable zone. Qur first stop, however, was planet #8,
a large gas giant [Té - 3x Jovian;7 about which:.circled another operating 5
beagon. lWhen we were about 8 planetary diameters out from the Pplanet, . e
three large ships came up from the surface of the gas giant headed directly
at us. Paranoia time! I must have put. the ship on Battle Alert, asked

.S/Lin: to try to contact them, and started the. ;ship back out.to ten planetary

diameters,in.:case we had to use the Jump drive ‘within 6 seconds. The commun-
ications officer had a little trouble, but finally established contact with
them and I relaxed just.a bit. While we hadn't heard of their. having colonies

.out this way, the beings in question were indisputably Ilirians, a rather.
i ~easy.going race-inhabiting gas giants. while not members of the Hegemony, the

Ilirians often trade with them, giving atmoshperic mining rights in exchange
for a.variety of manufactured.items. These were evidently no exception, for,
when I was put in touch with the planetary leader (an 1ndividual faintly res-
embling a slightly squashed crab) hir first question-was "Where have you been?"

"S/He (does anybody out there know a good’ indeterminate pronoun? I don't know -
" how many if any sexes Ilirians have, much less how to tell them afart) ‘positi-
‘vely ‘glowed at the suggestion of resuming trade. (I :suppose it should be™

noted that culturally, the Ilirians have one rather large problem - with a
natural lifespan of something ‘like 500 or 600 years, coupled with fairly free

J“use ‘of “a number ‘of drugs to extend it even further, their individuals ténd to-
*“1ive for 'so long that cultural, and éspecially technical progress is so slow-

as to be nearly nonexistant. Witness how in all this time they had neither de-
veloped their own sta¥ drive to replace those the Hegemony had - supplied, or fo-
und a way to investigate why the inner planets had not contacted them for so !

vlong: Uhile the entity I spoke with was probably not old enough to remember
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the last Altan trading visit, hir parent(s) might well have.) We promised to
mention their existance to those who might be interested in their trade and .
left, to investigate those inner system planets. 0

Planet number five was obviously inhabited, signs of agriculture being plainly
visible from ‘orbit as were a number of cities, and many lights on the night
side. We ampped the place from orbit, taking as mich' data ‘on everything as we
could get from orbit then, then located a reasonably sheltered place feolt -
which we could” observe one of the cities from a distance and landed. After all,
at the very least we really,should Verify the spe01es of the inhabitants.

i o Shen and ¥'Sind were just setting out in a mind shielded grav sled to place
some pdeces of equipment, when T Ko spotted a slight fignre on top of an over-

1t collapse, Just as a crossbow Uolt ‘came out of the’ und,rbrush, catching her
in the leg. Then Y'Sind fired at the source. of the, bolt, and ‘the fight was
over. We' checked the area for signs of anyone else, finished setting up
”ship s defenses (including a line of intruder sensors and a camoflage web
about the ship rendering it functionally invisible), Selaras healed T'Ko (and
retired to her “bunk” to'”recuperate), and inspected our find. ‘They were ;j“
certainly Altani,,male, and’ the equivalent of twelve to fif’een year year
old humansw They had also obviously not eaten very well for most ‘of their lives.
Consequently,‘when the first one revived about three hours, aft" ascertaining
_that he krew a’ rather fornalized version of L'Doran Universal), S'Lin and o
;fK Shen, whl ‘a8 communicationi specialist and cultural anthropologist were s
‘“conducting this part of the' nvestigation, offered him some food, Judging
by his" reactions, while the agricultural level was reasonably high. ‘the gener-
al technical level was considerably 1ower ‘About the equivalent ‘of terran )
Alexandrian level _7' Certainly, hé hhd never seen anything to’ match the =
“plastic plate the food was on, or the knife they lent' him to eat it with,
He was‘extremely polit repeatedly referring to the two scientists as "High-
born" and’ askin; elatfvéiy few of the’ questions he obviousiy had“ The‘formal-
ized Universal e spoke appeared to be'a' carefully preserved, perhaps ceremon-
ial. language, for when: his younger partner revived, the two of them exchangedf
a rapid seriés of remarks’ in'a’ anguage which obviously had 1881 roots in the
first, ' but had been substantially modified, ‘It was only vaguely recognizable
althoughlisome of 'us could mgke ,out references to "the wizards that once were"
and .g;:couple of other-fragments. Anyway, the elder broke off the: conversation
quicklyy either not wanting to offend the: two.'Highborn" or possibly not :
wanting to give too much:awayi e alse fed the youngerione.:lhen, on $'Lin's~
suggestion,I sent  T'larin. out ostensibly to deliver an:order, both:of the-mgwﬁ
young Altani wereimost: enlighteningly confused at his evident rank..Apparently,
theni-there. were no male: 'Highborn siat-least,in their experience.; The event-:
ual conelusions:of S'Ein and-K!Shen were that politically and culturally, .ther
planet; was divided:into a number: of ;separate states, of which the local ones:
y at least, were matriarchal, -operating on a caste system. The two: young-
hunters were-of the lowest. class, above which-thare were at least .three- more
- merchants, artisans, etc.y 'above them a minor neble class composed mostly. :
of male relatives and/or mates of the highest-class, the matriarchs or "High-
born". In general, female members of any given class. tended to be socially; -
the equivalent of the next highest class, In all, a rather typical developing
Altan society for the given technological level.

"After. ooncluding the interviews, we' tcok the two a couple of miles away to
release them, struck camp, and departed, well before local dawn. ‘As the sound
of g;ship lifting on contra-grav is approximately : equal to ;that of a 7&7 taking
off, . the hunters undoubtedly . observed our departure, however we were far .enough
away from the nearest settlement so that it was unlikely that anyone else .did.
I doubted that anyone else would hear about us either - that older boy seemed .
a rather smart individual, Privately, I hoped that he could survive his current

|
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social situation long enough for that intelligence to do him some’ good. As r
we set out for the other' pdanet Ain the habitable range, I commented to T'Ko..
"Well, looks 1like I finally" made Wizard it LY e e

~ "Planet number four showed little sign of intelligent 1ife except for the’
obvious presense of small wood fires on the night side. We had just landed.
after ‘the usual orbital survey, when a figure 'rose out of the: grass and threW'
a stone axe at us, which bournced harmlessly off of the hulls Well, you could. ’
fault his/her brains, but you had to admit that whoever that 'was had guts.

it glanced over at K'Shen "Want to interview that one?" Not really needing

any more data ‘than that stone axe implied, we'departed.” : e

"Two more systems followed in’ fairly rapid succession. Both were "binaries;

one a white dwarf paired with an A8, the other a K9 and an M9 giant. On the :
third, the instant we came out of Jump space; the entire weapons board 1lit up,
causing me to put the ship on Battle Alert and make yet another ‘mental entry

in the "Systems That Gave The Captain Heart iailure" file. We had' ceme out
of Jump directly into the prath of a huge communications maser pointed outsystem
from planet number five. Tortunately for us, we weren't very'far from'an . .
asteroid belt, which was making its own little interruptions in the bean," so

we imitated the rocks and drifted out of 'its path unobserved. The weapons::

_ board readouts returned to normal and stayed ‘there. A collective sigh of! relief,
: and we returned to our more normal- investigation status, the equivalent of
wartime eruising. The primary was an F7, and planet number five was: ohviously
occupied, with interplanetary transport capabilities of a high7order; 'although
apparently not including contra-grav vehicles. There was one notable. exception
from the ‘continuous-acceleration rocket' -driven craft out at the other end.i:

of’ that commnications maser was'a noticably red-shifted Bussard ramjet headed
for the system containing the two Altan inhabited worlds and the Ilirian’ ‘
colony. Amazingly enough, we weren't spotted as we completed our inVestigations
as best as possible (obviously landing on the planet was not practical.is)
and departed. Here,at least was one system which could be safely contacted:
without much risk to the culture. In fact it was almost imperative, if" e o
wanted to stop them from contacting the Altani of the system for which'the’ :if
ramjet was headed. Presumably someone will be there to méet them in about- 8
years'when the ramjet arrives. Once again, we went back into Jump space.

"The next two systems consisted of a rather complicated quaternary array of
w K7, an MO, a M4 and an A2, and a single massive M5 glant which, if A% had
ever had any planets had eaten them back when it'd left the main sequence 5
and swollen, . After, that, we found a G2 whose third planet had a predominantly
oxy-nitro atmosphere with a truly incredible (20%) xenon content, along:with .
.a:number of other inert gasses. To the delight of the biologists, it had life
on-it, although none was sentient. After the usual orbital -SuUrvey, we. landed,
taking the usual precautions (including environmental suits, as xenon: puts 5
Altani to sleep with the same rapidity &s it does Terran mammals) and turned,
the scientists loose on it., Between Y'Sind digging holes in. whatevex didn't
move, and Pakal Markav and Cameroi Skal taking samples of everything that |
didn't move fast enough (I fully expected THAT pair, to come in dra ging,a P
stunned brontosaurus and ask if they could store it in the. hold,ss) it was
an interesting planetfall,” : g

€

Two more systems, both binaries - a BO and M9, and a H9 and an A#, and We
were finished with the study atrea. So-ittwas tack to Han, to the tuné of -
excited conversation from all the scientific sorts onithe information they had
tincovered. Y'Sind's massive rock from the destroyed planet proved to be a
chunk of some 4th stable series element, probably created by the. explosion. )
ihen he wasn't expounding on that, the biologically inclined were- constructing
theories on how lifeé managed to not only exist on-a planet with a 20% xenon
concentration in its atmosphere, but to actually require xenonito survive.,,:

\
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Or the anthropological types would have some interesting new deduction about
the inhabited planets. Not bothering to stop anywhere en route back home,
we arrived in considerably less time than it had taken us to reach the study
~areas Thank goodnessess'

‘ Bed) "Thus it went. Debriefing lasted a long time, but T'Ko, E'Kan
Epd ig“€111 had plenty of time for other things, including meeting the indiv-
idual we'd brought back in the cryo tank. After the initial shock of finding
herself 1000 years rast her own time, she was doing quite well in retraining.
The three of us also got in a little shopping, before we had to turn up at
the entry point from the Temple of Infinity to meet the others from D&D land,
1R personally, felt more and more reluctant as the date grew closer, but it
-wasn't until we had almost reached the area that I realized why. Quite simply,
I didn' t really want to go back. Not that I hadn't had rather a lot of fun
in D&D land, and I would miss the griffin pride considerably, but I had
a far stronger sense of belonging here than I had ever had back there, and,
despite the occasional shocks of the survey trip, I had enjoyed it far more
than anything else I had done in a long time. And it was not as if that would
be an unusual assignment, either - thanks to the success of this mission I’
had been confirmed in command of the scoutship which meant I would be doing
-this sort of thing frequently., It turned out I was not the only one who felt
this way, for T'Ko announced to ‘the rest of us before the gate opened ‘that
she intended to stay. And so, after the door from the Hall of Pianets opened
for us, did I."

***************-)(-***********************

Since the above expedition, the retread human/griffin/bat/hhatever Altan pop-
ulation threatens to expand considerably. So far Jordan- Brown 'S ‘Personne.,
has already joined T'Isan, using a wish to give himself & name and: background,
and two, possibly three of Wayne Shaw's characters are considering it. Ever
get the feeling that you were being followed? £8 0 Fd

My apologies to Nicolai but this is not going to come out an even number
of pages, sigh. A

Bye all,
Kay/Allanne/ Comrichtorob Tuu Ira Isan
PENFENFENF AN AN AR AE AN RN BN EEEE BEEE S # L I R
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RUNES IN SPACE
¢ . Part, I : ‘
by. Nicolai Shapero 8886 Earhart ‘Ave. Los Angeles, Ca. 90045 213-MI<1-DUXY

In this issue of The Lords of Chaos, my wife described a strange science. ..
fiction role playing game currently undergoing design and playtesting in the
mad publisher's lair. In orderithat one and all might make somewhat more -
sense of this insanity, I will be publishing the first version of the rules . § i
here in TLOC. (Apologies, by the by, to Steve Perrin for the horrible = 7
working title but...thems the breaks.) i

Incidentally--this SI'RP game depends heavily upon Runeguest for much of .
its mechanics, so anyone at all interested in trying 1o set up their own
campaign had best be advized to buy a copy of Runequest ASAP, ;

CREATING TH CHARACTER. -- The Characteristics rolled :
Strensth: Used to determine the encumberance,allowed, and damage adds with
melee weapons. Hodifiable by experience.

Effective Strength: Used to calculate all skill modifiers as Per Runequest.
For all species in Runes in Space, this characteristic is a function
of the raw Strength roll,(above). Modifiable by experience.

Intelligence: Used to determine initial skill percentages in certain technical
skills., May NOT be modified by experience. - o

Effective Intelligence: Used to determine skill modifiers as per Runeguest.

Telepathic Strike Capability: ' A déterminant of the ability of the character
to launch telepathic probes or attacks-against other individuals. "
A rating of .zero in this characteristic indicates that the character is
completely incapable of learning or béing trained to use any "extranormal"
mental powers. lhere this characteristic is non-zero, the individual may
he trained as a telepath (a value of 4 is necessary to.qualify as a
functioning telepath). This characteristic, if non-zero at the start of
the character's career may be improved upon by training andfexPerience.

Telepathic Resistance: A measure of the character's ability to screen
himself against mental ;mobes/invasions. Hay be iqcxeased by experience
and/or training (independently of telepathic strike capability).
FOR THE PURPOSE OI' DI ENSE AGAINST MAGIC (a la Runequest) TREAT TELEPATHIC
RESISTANCE TIMES TWO THIRDS AS POVER(unless character in question is being
run using Runequest rolls, in.- which case his TR roll should be set to 1.5
times his power roll), :

man sized ;
Basic Health: Rolled on 4D10 for allAspecies. This characteristic indicates :.
basic body recovery rate for damage taken. liay be improved with training,
exprcise and experience, b v ¥,

man-sized - :
Endurance: Rolled on 4D10 for allAspecies. Indicates how long strenuous activity
may be continued. liay be increased through training.

Constitution (as in Runequest)equals 0.7 times the average of Endurance and Basic
health. Fot i gy :

Reaction Speed: Used in jl&ce of dexterity for determination of Runequest
strike rank.
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Effective Dexterity: Used to determine the“skill adds for Runequest skills Wbt
(and other déxterity based .skills to be-enumerated: later), MNay be increased.

Harksmanship: Rolled on 4D10 for all characters.  Initial roll + 255 equals the
basic hit probability for a character with a handgun., This hit probability
will be modified by circumstances. Hay be improved by training.._.‘

Leadership: Rolled on 4D10 for all characters. Used as a modifier in. NPC reaction
rolls...multiply by 2/3 to determine Chardsma,i=: “ww Ui i o
May be modified by experience.

Size: Used as size in Runeguest.
CHARACTERISTICS "OR THE VARIOUS RACES IN RUHES IN SPACE

Humans: Strength 3D6+4  Effective Strength = Strength roll
~ Intelligence 3D6+2 Effective Intelligence = Intelligence FOLL. s
“ Basic Health 4D10 Endurance 4D10.

Reaction Speed 3D6 Effective Dexterity = reaction speed roll . .
Phrksmanship hDiO i Leadership 4510 i | s cduesy
Size 3D6H4: | 5 frghad 5

Telepathic Strike Capability- 0 on roll of 1-5 on D6
_ : 1 on roll of 6 on D6
Telepathic Resistance 1D4+1 :

H'Reli ' Stremgth 408 Effective stiéngth 2/3 x Strength roll
- Intelligence 3D642 =  Effective Intelligence —.intelligence roll
Basic Hedth '4D10  : Endurance = 4D10
- iReaction Speed 4D8 = :Effective Dextérity 2/3 x reaction speed roll
- Marksmanship 4D10 Leadership MD10
- 8ize 3D6. el ol
Telepathic strike and Telepathlc re51stance as per humans
Bjoran .-Strength 10D6 . Effective Strength = 2/3 x Strength roll
Intelligence 3D6+42 Effective Intelligence = intelligence roll

Basic Health 10L10 . [Indurance = 10D10
Reaction speed 3D6-1 . IEffective Dexterity = reaction speed roll
3 Jarksmanship 4D10 ~ Leadership 4D10

Telepathic strtke as per human and‘h'reii
Telepathic Resistance = 2D6

Altani ‘,Strength 4p10° 'rwfective Strength = 2/3 xxstrength roll
' ‘Intelligence 4D10 Effective intelligence = =2/3 x intelligence roll
Basic Health 4D10 Endurance 4D10°

Reaction speed 4D10 Effective. dexterity = 2/3 x reaction speed roll

Harksmanship 4D10 . iLeadership 4D10

Size 3D6 - 1 .
" Telepathic Strike Capability 4D10

Telepathic Resistance 4D10




THE ARDUIN TRIIOGY: A REVIEW

comes to you from Mike Gunderloy, 930 N. Bushnell Ave., o
Alhambra, CA, 91801; phone (213)-284-0940. This is Pretzel Press
publication #79, and is intended for general distribution among
FRPers everywhere in the multiverse. ' ;
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THE ARDUIN TRILOGY is a masterwork of rules additions for
D&D by Dave Hargrave. It consists of three volumes: THE ARDUIN
GRIMOIRE, WELCOME TO SKULL TOWER,® and: THE RUNES OF DOOCM. All
three volumes are available from Dave's Multiversal Trading
Company for $8.95 each. Multiversal's address is 2161-C Salvio
Street, Concord, CA, 94520; phone (415)-671-7256.

THE ARDUIN TRILOGY is not D&D, but it is not another game--
rather, it is a D&D supplement. It depends on the original
trilogy by E. GarX G¥§ax for its foundation, but expands and
changes extensively e basic game of D&D. It is a hybrid game.

‘This hybrid is not for everybody. It reflects Dave's style
of gaming, and you have to like this style before the trilogy
will be much worth to you. The attitude which Dave (and I) have
towards FRp is that it is an endless vista. The rules in The~
Arduin Trilo%y are designed in such a manner as to expand the
horizons of FRp with bigger monsters, more danger, and: better
rewards for those facing the danger. o B D

This is not to say that Dave is a giveaway lMonte Hall type
DM. One look at the Experience guidelines (yes, he's even

3 rewritten the experience system) will convince you of that--
325 EP for killing something 4 times your size, for example.
‘There are a number of broad categories that the rules 1n
The Arduin Trilogy fall into. I will attempt to discuss the major
categories that I see in the work in greater detail below.
There are a large number of character classes in the trilogy,
ranging from rewrites of such famlliar ones as The Paladin, to
expansions orn ones barely mentioned in the original rules {the
Sage), to totally new ones (the Rune leaver). On_ the whole, these
classes are well balanced, with advantages and disadvantages. Some
of the explanations are not too complete, such as the one for
ninja, but this should serve mostly to encourage some thought on
the %art of the individual DM. A few of the classes require that
... you be rather firmly attached to Dave's Mana point system, beling
' hot very adaptable to Gygaxian or Klutz Factor magic--the Rune
Weaver 1s a good example of this sort. ey g
There are a fair number of new rules and clarifications 1in
the trilogy on just how magic works in Arduin. One of my main
complaints has to do with The fact that he doesn't bother to adapt
the original D&D magl¢ to Arduln spell points. Dave glves mana
point costs for all his new spells, but neglects 1o ist them
for established ones from Gygax's rules. I suspect that this 1s
" pecause of copyright and similar legal bushwah, but perhaps 1
can persuade Dave to release hig listing of costs for amatuer
publication. of ik .
0f course, this brings us.to the question of new spellsi
which Dave has provided in abundance. There are hundreds of lage,

Cleric, and Druidic spells in the trilogy. These range from the
absurdly weak (Anti-web aura, which keeps webs from sticking) /
to the extremely powerful (The Curse of Tindalos , a 20th level
mage spell which would be bad news for almost anyone. The spells
are clearly explained, and will add variety to any game which
uses them. Some people may be wary of letting all of these spells
out into the world; I would suggest they preserve the bas;?

D&D list as the public spells generally kpown.and use Dave's

as Ancient Lore fcund only on scrolls. This will keep these *
spells under control and add variety to your game'w1thout allowlng
Dave's spells to dominate magic to the exclusion of the old:i
favourites. ;

R ST e
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. _Some: people will no doubt be disturbed by some of the spells,
thinking that theyare: unbalanced or %00 silly. I have not found .
the:spg;ls to work out this way, but for those who doy: there is
a simple answer: eliminate the spells that bother you: Remember,
the Arduin Trilogy is a set of rules additons, not a definite "
set of rulee; you are free to pick and choose what you want to
use. : AgS i1 ' ; e PR

There is a:large assortment of mnew treasures presented, as’ .,
well as a good-set of magical price charts, something whixch the - ..
game of D&D has been in ‘definite need of. The '‘magical items .. ..
tend'ﬁo be very powerful (+5 being seen in not a few'spots), but
used in small numbers, they will add spice to your game. 5
' There are many netes on combat scattered through the trilegy,
including-new rules for familiar weapons; complete ‘ruled for .~
unfamiligr weapons, and tables  for such things-as critical hits™
and fumbles. I am not qualified to expréss an opinion on the .
accuracy of these rules; all I can say is that they~plag ity
Be careful with the critical and fumb{e tables though, because.
they are really vicicug. Dave says that they should be applied
once per 100 strikes, and this is still enough to make“tﬁem gl e
important addition. ; . i i * : Wik

And then we come to monsters--lots and lots of them,. as.
well as .tables for the chances of encountering them. Many of
these monsters seem to be the same after a while, perhaps a ©

result of -their proliferation, but all can be used in the ganme if
you want .to. The monsters. for the most part are very poweFful
compared to those in the original game, but fit right into -a more
dangerous universe, or into spots off the beaten path. for .good '
reason.- Dave does not, unfortunately, make his listings quite -
compatible with what most people are 'used to; you will have to - .
come- up with your own thances for treasure, for.example. Also;, he
perpetuates an annoying error found in the origimal printings:of
MONSTERS AND TREASURE {(D&D..Vol. II): He gives "% liar" for each ' :
creatuer. While thisg’ is a'useful concept, it is not the same as .
the "% in lair that you ‘are probably used to, and this may

perhaps be a source of confusion to less experienced DMs. -

We come next to what I onsider -one of the best parts of the
Arduin trilogy: Demon lore. Dave has supplied this rather extensively,
giving rules for Summoning and.controiling demons, names. and il
descriptions-of Greater and Lesser demons, and descriptions of.
the 21 planes of Hell, among other things. Demons are,'and should
be, fearsome things. Dave's demons’are almost a last resgort to
face courageous players with. This'is far and away.the best set
of demonclogy rules I have seen. : R IO e L

‘There are a number of miscellaneous tables scattered throughout
the trilogy, dealing with guch things as rope breakage, rein-
carnation, Hell spirals .(reminiscent of The Pattern in the: Amber. ,
series) and a number of other things. Some of these are moxre ' .. |
useful -than others, but even if you don't feel like using Dave's-
exact tables, they should give you ideas for use in your -own
world:. ‘ B Wik A

.1 have saved the best for last. Dave gives extensive
information on a subject neglected in most FRP, rules: The design
and detailing of a world. In over 40 pages of tightly-packed 1
information, Dave lists facts and figures on such things. as The
Imms of Arduin, the Principle Noble Families and Highwaymen = .
of the Realm, places where treasure has been found, History,

the Arduin calendar, and such things. This is not information . .
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which I would recommend stealing wholesale for your world, but
information to be used as a base for your own world. Dave has ,
put many hours of thought into deciding what the details of a-
world should be, and by all accounts Arduin is a well-detailed

world. Draw up, for example, your own table of Inns using Dave's

‘as a guides It will be hard work, ‘but worth:it in the knowledge!
.that you will: gain ofrgyours own worlds workings. i CrrrgTanyivs hlieos

In fact, this is howi I -use much of thecmaterial cinifher: snivns
' Arduin Trilogy--not straight from Hargrave's.pages,«but rathenbl..
» tempered with my own ideas. Used in" this manner;otheArduin
Trilo%g:eanWbe'a-source of almost éndless inspiration, . o f G
e abowve should not be construed to mean the trilogyiis . -
perfect; no set of rules is anywhere near perfect. There are
. some glaring ommisions. The biggest is the lack of drganization.
. Rules relating to the same subject are in differerff’parts, often
different volumes of the trildgy. Worse, not only are there no

cross-references, but there is no idex either. This'disorganization
is .the natural result of .the.fact that the Trilogy.was.now .. . =
“written all at once; Dave, and his worlds, grew and changed i, :soc
between Volumes I and III. I'm afraid.the only cure for. this i rar
to, use the trilogy; after a.while 'you will know where the, ¢ i
parts that you want.are located. tqs b 4« it wad i n
One more ~thing that:. -should:be mentioned is the artwork.:
Volume I has illustrations by Erro%,ptis; Volume II has more
Otus work plus many by Morno; and olume - III has work by Greg

Espinoza and Qtus again. This is the best collection of art in

any, set of FRP rules that: I know of, with the possible exception
of Empire of The Petal Throne. The Trilogy is almost worth buying
just to look &tthe pictures: Py g s

To sum up, 'I'd say that no referee who “has decided to
expand his world beyond the horizons of the original rules should
be without The Arduin Trilogy. I have cribbed ideas for my
world from such disparate sources as.Empire :.of The Petal Throne,
Traveller, and Chivalry and: Sorcery, but ngne of ,these has been.,

as much use as the Arduin Trilogy to me.;Buy it, jyou'll be amply
. repaid in ideas and enjoyment. ... S o snE o
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" 3200 NE 36th Street #907
sy gl Tee L L Ft. Lauderdale, FL 33308
typed by Charlie Luce--on the office typer ik o x
for hopefully more readable results. g

As time has péssed o hévg~déve10péd~a new philosophy about dungeoneering and
world adventuring. Most come to"worlds ‘like robbers bent only on greed and violence,

~ having no purpose but to seek gold to be spoiled in-wastful living: But in a PBM

world, I have walked, I have seen,thé.c0mmontfolk,:those-whose'dreamghareﬁdf settling
down, of safety of property and from disdeasé. I have met those of most lawful temp-
erment. who put honor and love before life; and I have seen such things reflected on
Forest Children as cheating who' troubled"themselves to follow that path.

In time, one becomes almost sorry for a matured world whose staging area can
find no worthy opponent. I. saw in interacting between PC and DM a ballet dance’ of
life and death. If it is done right, if combat is done with style and magic with in-
tellegence and clerical powers with wisdom, it is a wonderous thing to see,

A PC must be more than a robber and 1andlesé'lout; he must be a fully rounded per-
sona with a purpose: forever searching for knowledge, not ashamed to work, not ash-
amed to feel the softer emotions, and not afraid to think. The day of the battler
vs. the butcher is ending. D& is revealing itself as the thinking man's game, with
EP given for interacting among PC and NPC, for cooperation and léarning the fine art
of skillful attacks, as credit for cutsmarting a beastié' as well as outfighting it.

/ a brief interruption: HEAR, HEAR!' --CL /. e L s P
‘As D& matured, so did I. I saw D& would be a living game with a purpose to
learn, to know, to feel, to understand the mechahics*behing'a world and afgame,;

'Pérhéﬁs;“és I travel the long roadlfo'buiidingvé wbrlq,.you,Wbuld like to know
something behind the Purpose behind the mechanics of that world. 3 ‘

Let themisﬁéak for themselvéém‘j”

I am Mirrorlight--rainbow planet traveling in ‘the Endless Seas. Long ago I
was born of my Rainbow Sun. As she cooled, she ‘threw off part of herself. Then
Naldar the Hospital and Cosmic the Creator reached down and took the pieces of
the sun: her blood, her tears, her flesh; took them and fashioned a world, They
then fashioned two people, the Clay Mother and the Thunder Father, and gave
them charge over the mewborn world,

Three sons they had: the lord of fire, the lord of water, and the lord of
air, and one daughter, Nova, the lady of the land. Now Terron, ruler of the
worlds above the world, the lord of air, was content to live on his clouds
above the world; but the lords of Fire and Water grew hateful of each other
and abused their powers.

Now did Clay Woman make from the lady of the land, her daughter Nova, people
made of clay, and she breathed life into them and gave them to Nova to people
the lands.

Now did the lord of fire take up his flaming sword ana go against the lord of
the sea with his dripping trident and flowing beard. Then did the sea boil and
the land-burn' until there were none living there, and Nova cried out at the
murder of her children.

At this did Clay Woman and Thunder Father send for Naldar the Hospital and his
brother Cosmic the Creator to put and end to this wrong. The twin creation
gods rebuked the lord of fire and water and sent them back to their dominion,
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"Never agaln shall you “interact ‘to’ destroy the ‘land.” The good lord of air
Terrom, ‘who did'ho harm, will remain fréé in the ‘cloudy world of hls domaln,f B
but you two who have murdered your sister's children shall remain in hér domin-':
ion, limited by it and confined within its borders." : 4

Clay'Woman plcked up the p1eces of the clay people and and made another clay
amn, and he was called Pax, for peace was restored in his time. But hé& did not
llve £or part of him was nuss1ng Now the twin Creators when out upon the End-
less Sea saw the Sons of S€ar ‘Bbrn and the Eldritch race, and from them they
fashioned the missing part,..and Pax lived., That part was hlS heart. "

But there was no womar for Pax to marry, so thé Thunder Father created &’
great ship and gave it the power to sail the Endless Sea, using his Thunder Bolts.
He told Pax his son to:seek races whose hearts were like his, and loved the peage
to which he was born;:.to seek wives from them and learn of -their .knowledge, So- -
Pax went out in his ship of light and learned of the ways of many races., Many
wives he: had, including many, demi-goddesses. His seed was scattered.over the End-
less Sea, and his children paid the debt to those who had fashioned his hearnt-so
that he mlght live. One of his seed was Mondo whose sisters Alean and Leona mar-
ried the decendents of the Star Born and Eldritch Race., When they fled to the

. stars, the sons of Leona and Alean began the’ long Journey to gather together the

seed of Pax and return to‘M1rror11ght Mg g :

: They, my sons, have come to me to bring into being the _many races who 1nher-
ited’ nmy world. The long sleep was over, and myself and my two ch11dren my‘sat-
telites, wotild host many nations; all due to Pax‘and his débt to- those who had
given him his heart

b o S e Fiate i '

So shall unfold the tales of world who was brldge between many races, for
numerous and strange were the races of Mirrorlight, the sons of Nimord the man
created from the Star Born races; some were known for their maind ‘and exotic'®
beauty, sons, of Leona and her mighty mate. Those of the Eldrltch Races, sons -of
Alean and her fair husband, and those’ saved by’ Marion ‘the’ daughter—in—law of
Noah from-the Flood that came. Now those born of her’ ‘blood line who ‘¢atie with

~their mythos brothers and sisters remember the Nexus that had been opened .to..
save the creators, not man, from the flood for they had commltted no wrong.

One of theses was. Bronze-Dragon King he~who builtrthe C1ty of,Bronze Dragh
on King; he dreamed a dream of .a city; calledjthe Golden Globe wh;ch yould .
trade with many worlds, many nexi Adventurers .and, trader5~would bring tales of
many: worlds and: the knowledge and ways of many; peoples. He bullt the City. that
was to be his Tomb; he built the Trading City, his monument he bullt the. Golden
Globe and commlsloned his ships built as were those of Pax and Mbndo hadpbeen,
to sall the Nexus in search ‘6f wonder.‘ : . : ‘ e o

And: this- klng, this trader and friend ofmdragons, who was sard to have rldrﬁ
den to his weddings on the back of the Platinum Dragon, king of all the dragon
kinds, bu11t the Palace of the Dancing Do11."Even to 1nan1mate thlngs he ‘gave
11fe ‘as a monument to his great love for Nlnja Dan01ng Girl:

fabulous Bronze Dragon King, of his Tomb C1ty and his Trading Clty, and the Pal-
ace of the Daricing Doll he built from 1iving rock; “these taleb wWill be unfolded.

More stories of wonder and adventure to follow next time.,. 7"
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Comments on last TLOC: LR R SV T SRl ‘

Ken Pick, is not the words Battle Magic interchangable with the ones Power Rit-
ual? A Shaman . is called to his calling by an Allied Sp1r1t whom he generally
gets during a purlflcatlon ritual. ;

Diana Myers, you might try grouping colors under the 12 31gnS‘of the Zodiac and
under the four elements.‘ If you take 12 hours to figure out what disease, inj-
ury or poisons have happened aren't you a bit too late? When a Cleric knows his
Wisdom is weak, isn't he going to get the idea he is rot going to make fourth
level spells under your system? Otherw1se very good work,

Kay Shapero, very good work. On the Pararclerlc it has been suggested that the
brevet .on cure and neutrallzlng p01son be up to the DM.

: Charlle Luce, interesting p01nt\about ‘mages:--using voice, Clerlcs using prayer :
and illusionists using hands. Illusionists should tell the1r party what they
are dolng so that they w111 have a save against the spell and roll for dlsbellef

i
{ iir

Mike Gunderloy, 1nterest1ng zine. D1d ‘you name the. ‘mancy: used to d1v1ne by the
throwing of bones that was used in the German rites and throw1ng of c01ns 11ke
used in the I Ching? e

I remember a lot of eXcltement in a MIT dpngeon over a JOCk strap which gave
you a rash but also gave you a better’ chance of father1ng a male chlld Usable 4
only by males, of course. :

Wouldn't the war hammer be purlfled by flre without. harmlng it? 1’ am surprl—
sed that the Dwarf's party d1d not get, h1m, he was more ,dangerous. than the Be-
holder. :

Steve Perrin, good Alchemlst rules——Runeq uest is not the only game which needs
such rules. . i aRa Ol oy

Deanna Sue White, very lovely and w911‘spoken.f

For anyone who is’ 1nterested Cosmlc the Creator and Naldor the Hospltal b
are from Scott RlCh'S Mldgard Ltd “'h,;' iy, e crid S
vFpad A VIR SRR Peggy ,.,»_.\,-‘
=== == =, - = == L = ===ttt
‘A' S"HORT COMMEN’I‘ZINE FROM THE ONE-EYED MYSTIC by Charlie Luce
NICOLAS CHAOSLORD: Those Illusionists ave showing themselves to be far:too. po-
tenfl (yours, not mine). Whilé amusing torhit a party with in a non-serious.en-
counter, they seems to be able to deal with any party they wish to when: tun-’
1ntellegently (and agre551vely) Have you done any mod1flcat10n S1nce the: wrlte-
up appeared? P : o 14 B

DIANA MYERS: I enJoy your Color Maglc very much though haV1ng to relevel each
mage that comes into Witch World can be 1rr1tat1ng. How is the expansion work
coming albng? Are the- ‘rules for 1mprov1sat1on worked out enough to publ;sh?

151

KAY An all around exellent zlne for the campalgn referee—-lots of lore to sp1ce
thlng up, and beastles to. f111 ln the gaps in the w11derness Well met'

PEGGY: I have done some work on exotlc species' reproductlon. Whlch ones d1d you
have 1n mind? - S

ILLUSIONISTS The duratlon id for those feared as the standard Mage spell
DEANNA: Next, please? .

& EH

Next time maybe even a real zine--0K?
Charlie L.
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b Beattie'”251u'E311L93k-311d4#203r-Sacramsnto,ACAN25828
-.SPACE QUEST: Screens and ArmOr i

Overall, SQ is a good system. But like any system it has its problems, The
biggest problem that I-see is-that of screens and armor. ;

Screens and Armor, 4in theory anyway, are supposed to protect you. Screens
and armor in SQ hardly give any protection at all. For example. Power armor:
generates, on the average, 10,5 points" of screen. A blaster,: on beam setting,
does “14 points of ‘penetration, ‘on the average. So, on ‘the average, there will
be 3.5 ‘points of penetration, Times a damage factor of 10 , and ‘we have 35
points of damage. An average ist level warrior (human or ‘Trilax) has 28 hit'
points. (Average viatlity ofi-10.5 x-2 +:7 = 28). One shot.and he's dead. Some
protection. Remember the blaster gets two shots. If the first hit doesn't kill
him, the second will for sure., Let's go one- aten, further. Power armor comes
equipped with -a -blast rifle. -On beam: setting the B-rifle does, on the average,
.21 points of penetration damage vs power armor. (21~10.5)10 = 105 points of .
damage. That's the equivalent of a 12th level warrior ((10.5)(2) +(12)(7)

105 HP for an average 12th level warrior).

TS ‘my feeling that PCs and NEGs ‘alike could do with‘a 1ittle’ more rotec-
tion, I've 'come up with some ideas and I present them for your interest and
amusement. Comments and suggestions will be appreciated. - ‘ﬁn~ % ﬂﬁw b

1) Use' a a8 instead’ of d6 when rolling for -armor and screéns. Continue using
a dé for penetration and damage. This will help somewhat, particularly on the
lower ‘ehd. Using this method a blaster does an average 14 points penetration
Vs an average power armor screen of 13.5 for an average‘penetration of 1§55 e
5 points of damage. The blast rifle still does a lot of damagem however, ?5
points. About’equal to a 7th level warrior (on the average)

'

2) Upgraderscreen and armor. It seems to me, that screen and armor would be
deslgned to. counter whatever: weapons were most often used. With this in-
mind, power armor. should be able to stop most of: what its: going to come up
against. Since a blast ¥ifle does 6 dice of penetration,i let's glve power :

armor 6 dice of- screen. And 6 dice of armor to stop AP missiles and the like.

,"»1“

Typh IR SF G o bl ¢ 7 1 Armor s

Power Armor 6 dice (a6) 6 dice (d6)

Duolevel Screen - . & .7 r ‘o T R .
Monolevel Screen N L RS - YAy o
Q-screen Harness & il 2 diee (d691. il

Macroplast Armor i 2 " ot S
Space Al‘mor R A - 2 " : " hd
Combat Space Armor e _ 4' " "

This may make battles a little longer, but it's more reasonable, I think.

Battles become more than a quick draw duel.,

3) The "steady state" theory. Having screems that generate a variable amount
of protection doesn’t seem to be such a good idea. You could never really
depend on them., Screens "should" generate a constant amount of protection.

Type Amount of P points absorbed
Monolevel Screen 25
Duolevel Screen 50
Q-screen Harness 75
Power Armor 75

Each type of screen can absorb so much penetration energy before overload-
ing and failing. This is cumulative. No penetration energy gets through the
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screen until the screen reaches its overload point. After this point is rea-
ched all energy gets through to do damage. The screen unit should have a
chancé to recover from the effects of absorbing energy. Every 20 mt(a GAL-
minute) that the screen has not been under attack 10 points are recovered.
Or it .might only be recovered when the suit or belt gets a new charge. At
any rate, once the screen is "breached" it is lost and can't generate any
nore screen until repaired, replaced or recharged.

This method is more predictable, and it reminds me of E.E. Doc:Smwith's
space battles., As screens took more and more damage, they changed color thr-
ough the spectrum until they went black and collapsed.

4) This last idea is an "exotic". (Ité borrowed from Dune by Frank Herbert B
A-screen-shield stops all projectile weapons of any type with no harm to the
wearer. An energy attack of any type (be it an energy projector like a blast~

‘er, or a handweapon like a luxblade, or gamma Bace) that contacts the screen-

shield will result in an explosion equal in force to a 1 ERG Crystal explosion.
The only weapons that can penetrate the screen-shield are the non—energy hand
weapons.

This idea does away with armor completely. It also reduces the combatants

to. usiqg swords, maces,y etce. in most fighting situations. A nice twist,

If any nf these alternatives are used (especially the last one!) some of
the monsters will have to be redesigned to fit into the new scheme of things,

- Personally, I like the second idea because it's effective and is still - ,
basically the same system used in the rules. But I think #4 would be fun to
play around with also. i :

Who am I? I'm currently attending school here in Sacramento at CSUS. I've
been interested in FRP since '73 or '74. I haven't played much in the last
couple of years due to lack of people to do it with. (I'm very shy). For
Tantasy RP I prefer RUNEQUEST, but will Pplay anything. I like SPACEQUEST more
than I like TRAVELLER, and I'm just getting into BUSHIDO which looks really
good. By the way, Jjust to avoid confusion, I'm male,:!

I'm a Roger Zelazny fan and I read lots of fantasy and science fiction
(probably more than I should considering I'm a student). I hope to contrib-
ute to TLOC on a regular basis, but only if I have something to share.

Enough of me for now. Time to wrap this up. One last comment. How many of
you have read the Well of Souls books by Jack Chalker? Wouldn't that make a
perfect FRP wcald? With high-tech hexes, and low~tech hexes, and magic you
could use it for the background of any type or game you wanted, and include
anything you wanted. I wonder if Chalker FRPs, or has ‘even heard about 1it.

That's all for now, or until midnight at the well of souls.



ANNOUNCING

The newest gaming aid on the market.

The F.R.P. Character Card. Produced by DEL ENTERPRISES
13817 Runnymede Van Nuys, Ca. 91405 (213) 782-1326

Why is this character card different from all other character sheets?

All other character sheets are on 8%'" x 11" paper, but the
character card is on 5" x 8" cards., :

All other character sheets have 3 holes for insertion in notebooks.,
The character card has 93 1/8" holes all around the edge of
the card, 1/8" apart from each other, and 1/16" away from
the edge of the card.

All other character sheets are filled out with pen/pencil, but
the character card requires pen/pencil and a hole punch,

On all other character sheets we do not punch even once, but on
the character card we punch at least 3 times,

Why does this character card require a punch and a needle, when no
other character sheets require either?
On all other character sheets we must flip through a notebook
to find a character, but with the character card you need
only slip the needle through the holes to find a character.
The holes with the clipped edges will not be able to retain
their grip on the needle and will fsll off, taking their
card with them.,

Why does this character card require an index, when all other
character sheets only require paper dividers?
On all other character sheets their 3 holes sre not even numbered,
but on the character card, the holes are numbered: 1-30,
R1-R18, B1-B28, L1-L17. By assigning each numbered hole a
different attribute of a character, you can clip that edge
of the hole and find that card in less than 15 seconds.

Why is it called the F,R.P, Character Card?
Characters from many games can use this card, including E.P.T,
D&D, T&T, C& S, Space Quest Runequest, ...
The back of the card is blank so that you can put the
specialized information you need for each seperate game.
The front of the card has a standard character sheet on it.

The F.R,P, Character Card comes as either: 40 cards & needle & punch
& instructions in a 6" x 9" ziPlock bag for $7.95 or &e
30 cards & instructions in a 6" x 9" ziplock bag for $6.00.




__.WITCH WORLD % ALL THE COLORS OF MAGIC
- Diana Myers 3532 Mentone #2 LA.,CA. 90034 -« .

Other Magic Using character classes are adaptable to the Color Magic system.
Druids use the same principles and spells as Color: M .ges do but are li-ited to
Green, Brown, Indigo, and Gold. The exceptimn is(of course) the-Raise Dead. Some
character classes use m re,than one col'r at first level, howeve only limited
portiorns of these col.ors are useable -nd the character, can never use the other
portions of those colors, nor can they ever use any other:-olors., They are essen-lally
speciallists. Hewever n. speci:17..st boius 1s allowed. The only bonus is selng acle
‘o start with more hd: one color a. iow leveli .. The Il:.sronist cnaracter ciass
uses portions of Silver, Ble, an Yellcw Magics. Silver Magic includes visual,
tactile, and t.ste illusions, 't does not inclu.e Moon Magic, lycantropes, the ,
nmetal Silver, s.eep, or dr ams. Blu Magic incl-des sonic, scent, and some t-lepachic
illusions “ut does nct inilae g'r, wind, sonic damage spei.s, bir's and o:her
flyin creatures, ES., pe:c .ptive psi talents, etc., Yellow Magic ancludes the
mlsdetecticns,’thé”n‘ndetecti~ns,'aﬁd,othertsimiiar effects, but does not:include
magic resistance;'méﬁig.turning; reflections, inversions, and protections, etc. The
WERE~RIDERS éJe'fighteréillusipnists,whose Silver Magic includes Moon Magic, the Metal
Silver, and lycanthrcpe related spells(since they ARE weres). Alchemists use portions
of Green and Cr_ per Mag c. Gr ..n Magic includ s herbal alchemy, ‘rganic chemitry,
dﬂtect/énalyze plants and plant based substances, etc. but does not include th
growth plant, speak with plant, control plant, br magicall h aling effects., C ppe.
Magic includes chemical alchemy, inorganic chemstry, enchant . ng of 1,t;ons,aetect/
analyze minerals, etc, but does not include mining, met ‘ur y, s. theraft ‘kalls, oF
the making and enchanting of magic weopons and items. Bardic Types'use Magicdl Bl: .,
Clerical Blue, and Orange Magics. Magical Blue inclu-es all s n ¢ damage spells,
sonic illusions, speak languages, -nd :1: other basically sonic effects. Because ‘a
-a°d ' s a performer and needs to be sensitive t> his/her audi nce (whatéve. i is),
t.e Magical Blue ar a also incl des e pathy “elepathy, ESP,ckairaudience, an. “ost ,
detect spells. Magical Blu . d s not inc¢ ude ecatroll of birds, wind, ete, (lirieal "
Blue inc.udes blesses and damns, speak with. nimals(no contrl implied),Circles ~f
rotecti n and binding, nd Remcve Curse, bw. d.es nt include Wisd m/7 -0’ ishness,
Create Water/‘.od,Quest, C mmune, Word of Reca. . ,:ind the Path, ¥ .nd Walk, o andy of
the Clerical Symbcls. Orang Mag c includes the suggesti.n and-charm-like spells,
but does not include the Thief .Skills, treasure evaluation, dexterity .r self-
confidence spells. ' inother Magic Using subclass I have generated is the Mage -
Be:st Master (ot the s.me as the east Master cl-ss previcusly written up in
Alarums and Bxoursion§), his class h-s ~he same E.P. requirements-an: number of
spell s the regudar Rolctr Mage.They use porti-ns ~f -lue, Brown. G ey, and Bl&ck
lagics.Blue Mogic inciudes br s and «th-r flylng cre tures, but does ncti:incfiude
soric .a-age s.el's, sumc ‘1lus.on spells,wind or-air magic, ! . perceptive psi
(wath the exception ¢f : .1 al empath ;. and . n:-al telepathy). Brown Magic inelu:es
‘zimals; -eptiles, and -th - gr o nd and undergroun:i creat.res;hunting and tracking
spells, but noi gpells vhat .e.i with the eart: -tself. Grey Magic 1:cludes ~mph’bi-
clans,f sh,and other water cr atures, but nc: fog, clouds, ra'n. or wa'er splis,
lack incl des .sects .n arachnids and simlar creatures bu’ dces not ainclud :
any cf *he Mag c¢ d-aling w th dea.h; and un eath. There is a subclass of mage called
the artaficer, who can enchant from first _eve’ ut uses no 'combat'-'magic. This,
in my system w.uld be simply a Colr'Mage whe':is speciallizing in Copper-Maglc-odly
and would get the bonuses I have previously deseribed.for speciallizing. There
have been a large number of Eéper/ﬁsychqugsioni§t-classesawrittenAup. Because -
the Wit:h World Color Magic systenm is bqsedggn the assumptiron*that Magis IS P 1,
thic ‘ype of clag is, rrelevant t. .th's sy tem... . . 5
R (P E b ; R Lo




~IFTH LEVEL CONTINUED (clerical spells continued from ny last zine)

Constitution III " Range=3", Affects 1 entity, Duration 9 days
Adds 3 points of Constitution to life forms,
Subtracis 3 points of Const: tut:on from unlife,
~ebilitation II. ~ Rangce=3", Affects 1 entity, Duration9 days
¢ Subtracts 3 points of Constitution from life ‘forms, o ,
. Adds 3 points of Const'tuti n ‘o wnlife,. '
Regeneration I s Ny vange=3', .ffects 1 entity
‘Regenerates minor ‘i-bs, partly severed limbs, extermal features,etc.
Rejorn. -otally severed 'imbs .f repl ced within constitution of viet.m
- mnutes. .2es not regenerate Germ Plasm; wnternal organs, or brain tissue.

It takes: 2 weeks before he process is complete and - he affected l;:b 8. f

. ~usable. OR This s:ell wall cancel Degene ate I.:
Acts as iegenerate I .~ unlife. S
Degene.cate I : L Range= ", Affects 1 entity

.ege erates Min'r .im's, external features, etc. Caster specifies, It takes‘f
2 weeks fo the pr cess to be comple‘ed. During the first week the affected

Treglon becomes gradually weaker and weaker, During ' -e ' econd weék the
affected area degenerates away. Since the victim takes no damage to Hit
Points, it may -be some time before he/éhe/it notices anything wrong. OR
This spell will cancel Regenerate I. e :
Acts as Regenerate . to unlife.

SIXTH LEVEL SRR )
Cure VI T g Range=3". .ffe ts 1 entity
. Cures 16d6+16 p ints of damage to life f rms.
. Causes 16d6 points of damage to unlife. -
Uncure VI . - Range=3", Affects 1 entity
Causes 16d6 points f damage to 1life forms.
- Cures 16d6 +16 points . f damage to unlife. i
Regeneration .II B Range=3", Affects 1 entity" e
Regenerates Maj r 11 bs, Intern 1 Organs, Brain: tissue, Cernm plasm; “te. -
It takes 2 weeks bsfure the process is complete and the affected area 'is
usabl ..(In the f'rst week the tissue grows back. In the serond week the
musc. e t.ssues become stronger and the nerves _ eestablish' coordination. |
This also applies to Regenerati n:I, ab-ve.) OR This spell acts:like - ;
Regeneration I, but only takes 2 days for the process to be completed,
OR This spell will e¢anccl Degeneration II, OR This spell will cancel a
Decenerate I and act as a rejular Regeneration I, OR This spe X
- Acts'as Dezenerate II to unlife. o S
Dereneration II ; } - Range=3", Affect 1 entity - 5
Uegenerates i.ajor limbs, Internal Organs, etc. It is the opposite of
flegeneration II, above. See also, Degeneration I above,
Acts as Regeneration II to unlife., ‘ :

SEVENTH LEVEL

Cure VII . . ‘Range=3", Affects 1 entity
Cures 22d6 422 points of damage to life forms, - . '~
Causes 22d6 points of dama~e to unlife, . . = .
Uncure VIE- .. | il e ¢ Ranze=3", Affects 1 entity -
Causes 22d6 points of damace to life forms, = ' - TRy
Cures 22d6 422 points of dama;e to unlife, - o
Constitutthon IV Range=3", Affects {1 entity, Duration 16 days
Adds 4 point of Constitution to life forms.
Subtracts 4 points of Constitution from unlife,
Debilitation IV Range=3", Afiects 1 entity, Duration 16 days
Subtracts 4 points of Constitution from life forms.
Adds 4 points of Constitution to unlife.
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Re‘;eneration III i \ A Ra.n(re-B"; Affects qne entity, )

v int deﬁenerates anything Angtantdy. , oo oo
Deseneration III Ranie=3", Affects 1 entity
Degenerates anything instantly, caster specifies location.
Symbol of Stunning
Stuns 150 level points.

o

CLERICAL PRAYURS

IRt LEVELT o ] N

Detect iazlc ot danLe=u ’ Duration 20 mins.

is‘ta'ndard : s REG N D [
Detﬂct il Ran~e=12". duration 1 hour = |
- Standard i O SO AL PR Y
Detect Cood ' ' ﬁanue-lz" Duration Lhour . L
As a-erve.}‘ ) (B \ S PESE
Detect Curse : Ra.ng,e=6", Dura.tion 20 mins, .o
Detects the presence of a,eurse on being.or object. -
Blessing I Ranse=3", Duration 3 hours, Affects 1 entity

+1 to hit, +1 to saves, does not sta.ck with other bless type spells.
OR Cancels Damnin;; I, OR Cancels a Damn I on one entity. H
Damning I Rangze=3", Duration 3 hours, Aflects 1 entity
; , -1 to hit, -1 to sayes, does not stack with other dammns.... e Y
OR Ca.ncels blessinf I. OR Cancels Bless. I on one; entity. Gpd
jisdom.I , . . 5 .+ .. Range=3", Laration 1./day, Affects 1 entity
; ; +1 to d.sdom. not sta.ckable with-other :isdom $pells or devices.
(" hod ‘.L‘a.nt me the [1Sd0m to be a better cleriCescecess’ ) etc.,
loolishness I . ;. ; ‘Range=3",~Duration 1 day, Affectsi:1 entity '
-1 to ;isdom, xm(ﬂot Stacha’ole ra:i.th other spells or effects ef the same type)

s ;?“’GO‘:QL V I’;, R SO ¢ PR ae NI B F Y 35-'1'7 '
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.+ Cirele of ;Frotection I ... .. - :Han e= adjacent, Duration 3 hours, Aadius 1 ncter

9 stationary cirelc vhich may shield up to 3 mansized beings from those
-.0f .opposite alicnment or uniriendly intent. sSuch beings cannot cross over
~ the! perincter of ‘the circle, There is eff ectively a wall of Torce that
will' prevent any hamd/claw/tenticle from passing through. If someone in . -
the circle hits soncone/thing outside the circle with,melsc weopon,missil:
1'C070N, . O mag.c. then that mmconc/thinb has en opportunity to try to cnter
th: cirele by makin  a savin_ ‘throw.uhen ﬂ(/uh(/it reaches the Circle.
Circle of 2indin~ I Ran{fn-B y duration 3 hours, Jcdius {1 meter - ~
A stationary circle vhich imprisons up to 3 mansized bein: s(or 1 very larre
bein;, provided it fits in thc circle) of opposite ali-nment oriunfriendly
intent, IT someone outside strikes the imprisonecd one vith-a nélec weopon,
Tissile weopon,.or dazte thcn the one inside has an opportunitc tb.:i'cgcarpr&p
one ‘chanco perhit, ‘The -risconcr must make @ ‘Saving :throw to cscape, The-
viotin, ol courscyi¢els 2 sc-vin tror n..’n‘cn the (Circle 4s #rsk: crﬂzwﬂ&mm.
igoe ¥ It was qlieotive.:

Zless I Ran'e=3” ,Duration 1 hour, Affect, 20 entities
4 #1 to hit, +1 to save,io - - (standard) SR
Jamn I 'ﬁan.j;e- ‘. Duration 1 hour, Affects' 20 cntities
-1;to hit, -1 to saves,.ils . v . i
Find Traps Ran-e=3", Duration 20 mins.

otandard




57C0LD L.VIL CONTINULD -

speak Lan ua es ifan;e=3", Duration 1 day, affects 1 entity
decipient may speak one languare. It is nesesary the the recipicnt hear
some words of the ‘desired lan ua:e beforc h/she may spcak ity(pcr,IhQ.Leewit)
speak 1ith Animals g Range=3", Ouration: 1 hour,. Affects caster only
standard ek el HROLE g LR S . b -
Sundsool pa s laddue=s meters,: i i o644 on N dorki A AL
standard A

PIPLER I bl RO S

g
£y

~dlence

LHIAD LIV.L

Locate Objcct sanze=9’ # 1 /Level of Caster, Duration until Tound
Standard : ’
llemove Curse Ran .e=3 ,ialfects 1 Curse
standard il ; 2 et e : o
Slessin. II lan e=3", Duration 9 hours, Affects'i .entity
42 to iit, 42 to Saves: i 0 AP R
Damning II Range=3, Dutation 9 hours, Affects 1 entity
~2 to Hit, -2 tosBRvemoiieo o ) e ety il
.isdom II Ran~e=3", Duration 4 days, affccts 1 entity
+2 to .isdom BE R Sb TR el
.0olishness II Sy Range=3", -Duration 4 days, Affects 1 entity il
" -2 to wisdom . - AP AL S A !"qg_.
OURTH LiVEL 3 i ' s s gl Sk S
Circle of Frotection II . - .- Ranges-adjacent, Duration 9 hours, Radius 3 meters
As Clrcle of Protection I; but may protect up to 27 man-sized beinrs
It may protecct lar er'than mansigzed-beings, but such a bein, equals several y
mansizedbein:s. A mule or 1i:ht hors. = 3iiiB,a medium horse = 455, and a
heavy hdrse = Silan.sized Beings, | el aRg v S0, e
~ Clrcle of ‘Zinding-II. . - * - Ranye=3", Duration 9 hours, Radius 3 meters i)
“odisrCirele of -UAndin_ I, but may imprison 27 mansized beings.(dlso see
Circle of Protection II above.) : ‘
Bless II Ran: e=3", Duration 2 hours, Affects up to 40 entities
standard bless tines 2, :
Dime TXaudin: cormen O opoiiey .Ran; e=3" , -Duration 2 hours, Affects up to 40 entities
oioDAnncE thmed 8 ccfor oo i o A ik e
Spealtito Frants oo 1. doo jlante=3",: Duration 1 hour, Affects caster only
SrStandgpd i D s Eav i g S b b d e b SIS R L v G
Create .ater:.: i .ol oeir | Rt S S R RN S AR SR ol e
LoorStandeed . 00 BSOS e Dol adciy : :

e ol

bt |
2 o

2 B B onell ey P T e

COmmunC . '\ B ,’ . :' ’_v’ j a3 e ot ¢ 0% ,:',j s T ‘ ) { —,, oA ; ,—N; ¥
vl ARORARER .t M i o (o e e g |

Juent ‘ : ;

e . Standardiucoseic gl gl —q; : f %
Create s00d:: ¢ o rps : T Ehell

sk i Stiandard, F e Rl Y : 5 e o oty bl -:.;;...,'
dlessing III Range=3 ', Duration 27 hours, Affcects 1 entity
143 to Hitio43 fo.Saves: uio.n o L ek e
Damnin;, III @an;cﬁﬁﬁ.;Duration 27 hours, Affects 1 entity =
“o i le3 toSHity =3 to:Baves roidsig LR | Tk
dsdom III fan_e=3", Duration 9 days,.Affects 1 entity
43 Yo Ldsdom  Liunihu 5L mdRfen { ' ot

¢ U= . &4 .' L a
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TIFTH LIVEL CONTINUED

‘oolishness III fanpze=3", Duration 9 days, Ai7ccts 1 entity
-3 to lisdom
Dispel Lvil Radius 3"

Dispels Ivil Clerical spells and scndings.This does not dispel the soul or
a lich or any other seli-motivated undead out ol its body, any more than

a Dispel Good will seperate the soul of 1life form from its body. It requires
an Ixorcise to Dispel a FPosscssion.

Mspel cood nadius 3
Dispels ‘ood Clerical spells or scndin:s.
lxorcise I Ran e= adjaccnt

orces a chost, dybbuk, or lecsser Demon out of a body that it has rosscssed.
Once “orced out o: the body , the ;host, dybbul, or lesser Decmon can never
roturn to it.The chance of success of the spell is as a Dispel Macic, with
the cleries leovel versus the level of the ‘host, dybbuk, or lesser dcmon.

SISTH LIVIL
Cirele ol Protcetion III Ran;c= adjacent, Duration 27 hours, Radius 9 meters
As Circles oi' Protection I and II but may protcet up to 253 man-sized beln;se
Circlc of 2indin; III Ran_c=3", Duration 27 hours, :dadius 9 mecters
s Circlc oi bindin I and II, but may imprison up to 253 man sized beings.
Bless III Ran =3 , oJuration 3 hours, A~ ’ccts up to 60 entities
Standard Sless times 3
Dampn III dange=3", Duration 3 hours, A{iects up to 60 entities

Damn I times 3
ind the “ath

Standaxrd

ospeak with llonsters Rance=3 , Duration 1 hour, A{ects caster only
Standard

Jord o Rcecall
Standard

Ixorcise II Range= adJjacent

4s Exorcisc I, but afiects greater Demons. If you use this spell versus
-hosts, dybbuks, and lesscr Demons, therc is a 20 percent lcss chance that
the spell will fail,

SEVIAITH LEVIL

Slessing IV lange=3"', Duration 81 hours, Afieccts one entity
44 to Hit, + to Saves

Damnin; IV Ranse=3', Duration 81 hours, Aifects 1 entity
-4 to Hit, -4 to saves

isdom IV Range=3 , Duration 16 days, Affects 1 entity
+ to 'isdom

oolishness IV Range=3', Duration 16 days, Aficcts 1 entity
-4 to isdonm

ind alk
Standard

Ixorcise III Range= adjacent

Ls xorcisec i, but a’cet CRIATIR DaOK3 and LA D3iOLS. IT you use this
spell versus -hosts, dybbuks, lesser demons the chance of failurc is 40 percent
lcss than Ixoreise I. I: you usc this spell versus ;reater Jemons,the chance

, of ‘allurc is 20 porcent less than .xorcise II.

symbol o Frotecction

o onc o. oppositc ali nment or hostile intent may pass by this symbol.
The entity concerned will be warned ol e« I7 the cntity i nores the warn 0y
then hefshe/it 141l be dicintecrateds



