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The PCs are in for more than they bargained for when they take shelter
in an old, abandoned house.
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Just Like Magic
Magic doesn't exist in MegaTraveller, right? These seemingly unexplained phenomena and eerie settings might make you wonder
whether science is the only explanation.
Charles E. Gannon
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Management
I hope this special horror issue of
challeLge adds'afew thrills and chills to
your Halloween season.
Theme issues aren't new with Chall e n g e - - ~might
~ ~ remember our equipment issue (40) from last year. But our
way of looking at special issues has
changed dramatically over the past year.
The first school of thought was that a
special issue must arduously stick to the
topic at hand. With that idea in mind, the
equipment issue listed piece after piece
(after piece, after piece) of equipment.
Our aim now is flexibility. We want a
special issue to have an exciting governing theme, but with no limits imposed
within that particulartheme. For example,
if we ever do another equipment issue,
I'd like to see new pieces of equipment,
plus adventures bringing the characters
intocontactwith equipment they've never
seen before, plus variant rules for creating n e w equipment or adapting old
equipment to new uses, etc.
In order to achieve this flexibility, we
first need a topic that is at once exciting,
specific, and open to a wide variety of
possibilities. I think horror as a theme
achieves just that. We've covered awide
range of topics for a variety of systems,
but the unifying theme pulls the whole
piece into a nicely integrated whole.
Special themes planned for upcoming
issues include:

@ A locations issue (49), with a special At the Beach (swimsuit) supplement.
@ And a solitaire issue (52).
I'd like to know what you think about
our horror issue, as well asspecial issues
in general. Fill out the feedback response
sheet on page 96, or just drop us a line
with your comments and ideas. Enjoy!
4
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practice (one might say the creativity) to
make noncombat interesting.
But such games can exist. Look at Call
of Cthulhu; although destroying monsters
is an important part of the game, research
(gads!) is almost equally necessary and
can be morefun. Further, Cthulhuamazes
me because it cultivates an environment
where combat is feared by the players.
Iwill not go sofar asto say that roleplaying combat is not fun; I merely wish to
suggest that other options exist-science
COMPUTER
I let my subscription run out, but I think I'll fiction gaming need not involve chaos.
In light of this, Ifound the Star Trek: The
renew it since your magazine's on the rightfoot
again. I was very impressed when I skimmed Next Generation parody from Challenge
thraugh issue43. It seems very hard to get a 42 to be almost offensive. Parts of it were
group together and have a decent session really quite funny, but I think the article's
of ~ e g a ~ r a v e l l eIrdon't
.
have much time premises about the new series are incorsince I have two jobs. As a result, playing on rectly founded. Its criticisms of the show
computer would be great (I don't have to be are satirical, but also contradictory. For
the referee, which just gets me stressed out example, it claims that the new series is
and depressed). I'm really anxious to get quite sexist. But then it goes on to say that
a hold of a copy of The Zhodani Conspiracy men aren't "real men" because they avoid
fights and bursts of anger. Now who is
game for the Macintosh Plus.
Allen Hopkins perpetuating stereotypes here?
lssue43wasquite enjoyable. You seem
British Columbia, Canada
interested in the effect of your cover art; I
would Iiketo suggestthat your Space: 1889
WOLENGE (PVERMT3ED
I discovered your magazine while travel- covers have a fascinating visual effect.
ling down under and thought I would drop Issue 43 is a good example--one's mind
does flip-flops trying to reconcilethe Victoyou a line telling you what I thought of it.
Basically, I think it's a great magazine. I rian architecture with the science fiction
buy it principally forthe Star Trekarticles, but motifs. Really striking.
The "Secret of the Ancients" article was
I've been adapting a number of 2300 AD
adventuresfor use in my StarTrekcampaign. nicely thought out and catered to a very
I realize that you have great difficulty real need. I have been in the position of
making all of your readers happy, but please having to think on my toes more than I
don't cut back your coverage of Star Trek cared for, but by adapting this article and
and 2300 AD (in particular, cyberpunk). I keeping it for future use, I will get to avoid
f ~ n dthat almost all of your adventures are that feeling at least once. This is the type
useful enough to be converted to other of article that I really appreciate-a fairly
systems and hence find the adventures far straight-forward adventure with few initial
more valuable than the reference material. requirements that is easily adaptable to
The only thing that strikes me as com- other systems. Congratulations to the aupletely worthless isthe collectionof Twilight: thor, Lester Smith. By the way, I really liked
2000 scenarios. If I may challenge your Deathwatch Program (also by Smith).
Also the "Stardate Chronology" in
editorial staff on a point, Ido not believe that
the genre of science fiction requires vio- Challenge 43 was greatly appreciated. I
lence and chaos to be interesting;this is why have been tearing my hair out trying to
1 play Star Trek. The concepts that define figure out how to reconcile the FASAtimethe Star Trekuniverse (thetwoseries, if not, line.This isawell researched article. Sadly,
to the same extent, the game) suggest that some of the material is already outdated
there is something better than all-out war. (we know more about the Enterprise C
The conflicts that one deals with in a well from the episode "Yesterday's Enterprise"),
designed Star Trek campaign are moral in but because it dares try to fit the original
series' stardates into one consolidated
nature, not physical.
Timothy B. Brown, in his editorial of timeline, it is worth occasional patching.
I'IIsign off now, with the commentthat most
Challenge 41, suggested that games without combat are uninteresting and that games articles in 43 were useful and that because of
I
have no peaceful applications. He uses this the overall quality of your magazine, you've
point to prove that science fiction gaming is netted a new regular reader.
1 dependent on violence. Might Isuggest that
Brian Holmes
Ontario, Canada
most game designers haven't had the

I think you are doing a great job. Since I
subscribed to the magazine mainly for the
Twilight articles, I was wondering if it was
possible to have at least oneTwilight article
in each issue, with a new Twilight weapon
in each issue as well. I was also wondering
if you could have more Battletech articles.
Brent Williams
Northville. MI

Announcing Two New A ternative-History Games
from the Pub ishers of Command Magmine!
Mississiippi Banmi! and NATO, Nukes and Nazisa
Mississippi Banzai! (MB) is set in an alternativeworld in which
the Germans and Japanese won World War 11, conquering our
entireplanet.By 1948they dccidetosquarcoffagainstcacholher
in one final nightmarish showdown for total world domination!
The Japanese resolve to strike first, launching a 100-division
offensive in what used to be the heartland of the USA. Their
attack sceks lo surround and destroy the Germans' vaunted 6th
Army inside St. Louis, while other forces race north to Burlington and Ft. Madison to cut the last Nazi rail links with the transMssissippi west. The Germans, of course, counterattack with everything they've got, turning northern Missouri into a battlefield
that makes Stalingrad seem like just a barroom brawl.
NATO, Nukes and Nazis W W ) is set ina world
wherein the Japanese lost W I I as they did in
ours, but the 3rd Reich managed to achieve a
military stalemate, allowing the Nazi statc to
survive in central and castcrn Europe.What followed was a "cold war,"just like ours, but more
intense, with Nazi Germany instead of the Soviet
Union as the bad guys. The western democracies
form NATO as a hedge against German aggression,and in 1992war erupts again in Europcas the &&ans strikefor final mastcry.

MB and NNN are both low-to-intermediate complexity games, for ages 1 3 and up, and each comes with a full-color
map, 300 die-cut cardboard unit counters printed in eight colors, and a rules and alternative history pamphlet (with
separate "Beginners' Rules" to get you started if you're new to wargamingf.
Each is packaged in a ziplock bag, and is sent to you via Ti st class mail. Only
$20.00 each (Overseas add $2.00 per game, CA residents add $1.25 sales
tax). Special: California residents, order both and we'll pay the sales tax.
Command Magazine. Published 6 times a year, 64 pages, with at least one complete
wargame in every issue. Sample issue-$6.00 Three issue subscription-$24.00; six
issucs - $40.00; twelve issucs - $70.00 . Overseas add $2.Wissue surface mail,
$4,00/issue airmail.
We accept Visa, MC, check or M.O. No cash, plcase.

P.O. Box 4017-X,
San Luis Obispo, CA 93403
or Phone::
546-9596

Mail ordersto: XrR Corp.,

Our third issue, which contained the alternative-historygame
Samurai Sunset, sold ouf three weeks afrer publication.
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Ithought it was nevergoing to stop rainingAndersons a d weshouldlaytoandstartbuilding
an ark. Ithadfinally let up, andthestreams were
starting to go down a bit, when we got to the city
We were all soaked to the skin.
Ididn't see a sign, so Idon't know which
city it was. Not that Icare much anymore.
One abandoned mountain of rubble looks
pretty much like all the others these days.
We spent a couple ofhours scoping things
out and looking for a dry place to sleep. It
was that time of year when the clouds are
constantly in the sky, and you never know
when the rain'lls tart again. Like as not it'llbe
what my grandma used to call a 'Toaddrowner," one of those drenching downpours that seem to explode from the sky.
The housewasoneofthoseoldbrownstonelike buildings that seem tobe everywherein the
older residential sections of every city I ever
went through-not much on any one floor, but
they 're severalfloors high. MeandJersey drew
the shoristraws, and we hadto scope theplace
out to see if it was safe.
Idid the upper floors. The walls and roof
were in pretty good shape, and while the
windows were mostly gone, the place still
had shutters a n d doors. Ground floor was a
mess, but the rest of the floors were dry.
Jersey checked out the basement. He
said that it was full of mud and the only way
into it was from inside the house. Iwish that
smog-brain h a d been paying attention-it
would have saved us all some trouble.
any people have become mentally unbalanced by the trauma
of the war, and the few of them
who survive have reverted to a
primitive existence of foraging,
scavenging, and theft. Primitives might be
viewed only as a nuisance but can represent a real threat. This encounter is an
expansion of a situation presented in the
Twilight: 2000 second edition, and also
covers how to administer undergroundfextensive interior adventure situations in subways, mines, caves, railway and highway
tunnels, and the like.

MPROACH
The characters have taken up temporary
shelter in an urban area infested by primitives
(perhapsafter encounteringthe primitiiesearlier
in the day and frightening them off). After inspecting the building, they determine that it is
safe enough to inhabit for a night or two, and
they take a few precautions (post a couple of
sentries, etc.). Unfortunately, the characters
have overlookedthe importanceof a cistern in
the basement-unbeknownst to them, it connects to an old storm drain catchment basin,
which leads to a sewer and into a labyrinth of
underground tunnels, subbasements, drains,
and sewers.

DESCHPTION
The map shows a building being used by
the characters as a temporary shelter.

The walls are in good shape. The windows are without glass, but those on the
bottom floor are fitted with bars (this was
obviously done before the war), and those
on upper floors still have intact shutters
(evidently added afterthe war, judging from
their workmanship).
The building is old, with a wooden floor
(partially collapsed in some places) and a
basement. Transients have obviously passed
through several times, and anything of value
has long since been hauled away (the heavier
plumbing fixtures will still be in place, but the
water supply was cut off some time ago). The
basement is filled with mud and debris, along
with the usual collection of household junk. lt
has beenflodedfordaysand hasonly recently
drained, so everything is covered with a thick
coating of mud, and pools of water are everywhere. If the characters wish to inspect the
basement carefully, they should be allowed to
do so, with the referee emphasizing the smelly,
slimy, disgusting aspects of the site. Locating
thecistern's manhole is atask,Average:Observation.
Cistern: A cistern is a catch basin for rainwater, used in older buildings before city
plumbing systems brought a reliable supply of
water. In some places where the city water
supply was hard, cisterns continued to be used
as a source of soft water for laundry and other
washing purposes. In any case, the cistern in
thisbuilding has not been used inyears,although
the access manhole has remained in place. If
the PCs move the manhole cover and shine a
light into the cistern, they will find it full of water
towlthin afootortwoofthebasementfloor.0nly
if the PCs remain watching several minuteswill
they see that the water level is gradually drop
ping.
It is best not to draw undue attention to
the cistern, and no greater amount of descriptive detail should be lavished on it than
on other aspects of the basement.
Underworld: The maps of the underground tunnels are presented in segments
which the referee should photocopy and lay
out as the characters move through them.
When they enter one section, the area behind them (out of their range of vision)
should be taken up. In this way, the PCs will
never have a good idea exactly where they
are. The referee may select underground
sections at random or lay them out in advance. The referee should make a note
whenever a map section indicates that the
PCs have travelled up or down another
level, and should keep track of how far
beneath the surface the characters are
(some map sections can only be used below a certain level). When the characters
find themselves at level 0, they have successfully made it backtothe street and have
"won" the encounter

REFERJEErnG
THE ATTACK
After nightfall, when most of the characters are asleep, the group of primitives will

infiltrate the building through the cistern.
The water level underground has been
dropping for hours, and many of the underground tunnels in the neighborhood are
now free of most water.
The primitives will be more interested in
stealing things than in killing, and thus will
not risk attacking the sentries except in selfdefense. They will do their best to sneak
from room to room, picking up food, weapons, loose clothing, and other items.
Upping theante: The intention istogive
the players a good reason to have to venture intothe mazes afterthe primitives when
the primitives themselves or their handiwork is discovered. One possibility is forthe
primitivesto steal some vital equipment or a
package of medical supplies. Another alternative is to have the primitives kidnap a
member of the group and haul him bodily
intothetunnels (forapurpose best lefttothe
imagination). This ploy is not well suited to
all situations, however, especially if there is
no convenient NPC to be the victim (PCs
should not be used as kidnap victims asthe
player involved would have very little to do).
After Them!: When the PCs have followed the primitives into the underground,
they should be led on a merry chase, then
allowed to recover their property or their
friend. Thegroup, now in all likelihood hopelessly lost in the labyrinthof tunnels beneath
the streets, can be led through a harrowing
adventure finding their way back to the
surface.

PRrnHTrnS
The referee will need to play the part of
the primitives during the jaunt through the
underworld. Depending on how nasty the
referee wants this scenario to be (it can
provide comic relief or a frightening interlude), the nature of the primitives should
vary from eccentric to deranged.
They should outnumber the party by one
or two individuals, and consist of Novice or
Experienced NPCs led by asingle Veteran.
All should be armed with melee weapons
(clubs, knives, etc.) unless they have managed to steal more potent weapons from the
PCs. They will be covered with mud and
slime, and will present a wild, bestial appearance which should be emphasized by
the referee to heighten the tension of the
encounter.

INTO THE WDERWBRED
The mapswiththisarticleshowthecistern,its
connection with the sewers, and a variety of
map sections intended to be assembled according to the referee's decisions. All sections
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Sewerlwnnel Complex
Copy and assemble the sections of map to form a sewerltunnel complex of the desired extent. Referees
are granted permission to photocopy this page for private use.
The Down and Up markers are intended to be cut out and placed in any location desired.
The cistern access man-hole is indicated by a dark circle in the basement. Referees should cover up
this notice before copying this page to avoid tipping off the players to its location.

First Floor

8
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are at least two meters wide, and they will never second combat phase as the basis of time.
be f~lledwith water (although they should all Players may move at any speed they are
have some water in them, the depth varying capable of but run the risk of not being able
from afew inchesto a meterorso).The referee to see. Acharacter running in total darkness
may use encounters with bats, rats, bugs, or could slam into a wall ortrip over something
other animals to add to the atmosphere of (imagine closing your eyes and sprinting
through an unknown building). A player
imminent peril.
Surfaces inside the tunnels can be con- character can feel his way cautiously along
crete, masonry, cast iron, orstone.Any or all in total darkness at the rate of about one to catacombs can cause a tunnel collapse.
of these can be covered with mud, water, two meters per phase. With a torch, match, Basically, any explosion more powerfulthan
slime (and other undesirable substances)lighter, or candle, acharacter cannot go too small arms fire (including grenades-exfast for fear of extinguishing it, and should cept for nonexplosive types such as chemior be completely dry.
Illumination: It is pitch dark underground, not movefasterthanthree to five meters per cal or smoke) set off in the tunnels may
except forthe firstfew metersoftunnelsleading phase. With a flashlight, a slightly faster cause a cave-in (roll a 1 on a D l 0). A caveto the outside (lit by sunlight unless the PCs speed could be maintained. Speed should in covers an area for three meters on either
enter---or exit-after sundown). Additional iliu- be halved on wet surfaces, quartered on side of the explosion with rubble. It may
mination may be provided by lamps, torches, muddy or slimy ones.
totally block the tunnel (1D l 0 for 3 or less);
Navigation: The PCs will probably want otherwise, thetunnel isonly partially blocked
candles, orflashlights. Characters without light
cannot see and will have to feel their way along an accurate mapof the labyrinthian tunnels (i.e. characters may crawl through). Escapvery slowly to avoid walking into walls or as they explore them. Unless they are will- ing a cave-in is a task-Average: Agility.
stumbling over slight irregulariiies in the floor. ing to carefully measure every step and Failure means the character takes 6D6
Flashlights provide good illumination for a b u t record it, they should not be given one. Part damage points to a random hit location
10 meters (beyond that it becomes almost of the tense atmosphere of this scenario is (reroll on a result of "head"). The referee
impossible to distinguish details). Flashlights derived from the PCs not knowing exactly may wish to assign the hit location based on
also throw very strong light along a narrow where they are, and this should be rein- acharacter'sposition and location when the
cone, but cast very poor light in otherdirections, forced by the referee.
cave-in occurs. Catastrophic failure means
illuminating an area five grid squares long and
thecharacter is killed (oriscritically wounded,
one wide. Torches and candles provide good
COMBAT
if the referee isfeeling merciful). If acharacilluminationfor a radius of four squares and two
Armed and unarmed attacks are conducted ter is killed in a cave-in, his equipment is
squares, respectively. Matches and cigarette according to the standard rules. Fire combat considered crushed beyond use.
lighters provide weak light for one square in requires one or two special considerations.
OthecOther facets of underground combat
each direction foronly ashorttime (evenlighters
Underground Fire Combat: The referee maycomeup(thespreadofgasfromagrenade,
eventually become too hot to hold). There is a should limit the playerstosmall arms and hand for example) that are too complex for mnsid50-50 chance that any given character has a grenades underground. Any firearms used un- eration here. Such things must be adjudicated
cigarette lighter. Every player character can derground have a chance of hitting something by the referee as circumstances dictate. R
have a small supply of matches (each MRE bv ricochet (except
contains a book of water-resistant ones).
shotguns--thepellets
If the players do not have flashlights or do bounce, but lose
some other light source, they can make power so swiftly that
torches from readily available materials they are unlikelyto do
before going intothecatacombs.Atorch will damage). Certain
burn for about 30 minutes, and takes a b u t hand grenades used
underground may
five minutes to make.
Referees should exploit the effects of cause acave-in.Also,
poor or flickering light-in such light, it is gunfire or explosions
easy to imagine things. People may think in an enclosed area
immobile objects are moving, or may see can be painfully loud
things that are not there (a bundle of rags (this last effect may be
can look like a dog ready to leap, and a implemented by the
" T h e w o r m a t i v e Play-By-Mail Magazine"
shadow or pile of rocks can look like a referee if desired, perHaving a hard time setting enough players together for your favorite role
haps causing stun
crouching man).
Sounds: The referee should also take damage without the
Subscribe to PAPER MAYHEM and discover the
advantage of the auditory aspects of being prior necessity of a
world of play-by-mail (PBM) gaming. Virtually every
underground. Is that scrabbling sound the head wound).
facet of PBM gaming is covered by PAPER MAYHEM.
Ricochet:H the PCs
characters hear arat running away, orsome
Fantasy, science fiction, historical and sports. Each
unspeakable horror sneaking up on them? fire their weapons in
bimonthly issue brings you the latest o n PBM games.
PAPER MAYHEM has been publishing news about
Noises made by rats, dripping water, or the underground
PBM games and companies since 1983. We have imechoes of the PCs' own voices can be catacombs,the bullets
proved and expanded to keep up with this ever
exploited to add to the rising crescendo of will ricochet. Forevery
popular activity of PBM gaming.
S o why delay and miss out o n all the fun? Read
panic. Remember that noises propagated shot from any firearm
PAPER MAYHEM a n d take advantage of PBM
through a maze of tunnels can seem to (otherthanashotgun)
come from all directions, and auditory hallu- that does not hit its
cinations are as possible as visual ones. For target, roll 1D10.On a
1518 Adarns St., Ottawa, IL
instance, if a person is listening intently and roll of 1, the shot hits
expects to hear footsteps, he may interpret another target (choa faint sound (such as distant dripping wa- sen at randomamong
ter) as footsteps.
the peopleinthearea).
Explosions: Any
Time and Movement: When underground, the referee should use the five- explosion in the
\

.
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ow the world's most flexible terrain just got better, no matter what the game, we've got
your tabletop covered. Our award winning GEO-HEX@Terrain Simulation System is
now W O sgstem! Either way you get a finished ready-to-use terrain system flocked in your choice
of green valley or tawny desert color that gives you the ability to create rivers, streams, hills, islands, or any terrain feature you can imagine, simply by re-arranging our unique, patented shapes to suit your need. Order
BATTLESCAPE' ''The system with a 1.5inch printed hex grid," if you want to bridge the gap between boardgames
and miniatures, role-playing or sci-fi. Order GAMES CAPE^ if you want a more conventional look without the
printed hex grid.There simply isn't enough room in this ad to even begin to show the wealth of products we offer
for tabletop landscaping; but a s an example we have:

GAMESGAPE" or BATTLESCAPE@
58 finished pieces over 22 square feel of

ready-to-use landscape.

GAMESCAQEmor BAnkESCAPE@
Deluxe Expander Set. 35 pieces over 23
square feel including 25 reversible pieces
with roads on the back!

$84rn95without grid

$99=95with grid

% support both systems there are rough terrain sets, single pieces, battle packs for add on's, and even a Mastcr Terrain Set for large

tabletops. In addition we also list scale model trees, buildings, flocking, foliage, base stands, paints, as well as other fine products
in our color catalog which is available for $3.90 leave flat, featureless tabletop and gamebauds behind; Ask you local hobby dealer
for genuine GEO-HEX@products or contact us directly at the ad&= below, and enter a r e a h of adveture with
BPE" or
BATTLESCAPE". D E W E4QU
!

STEVE JACKSON GAMES' new reGUNSLINGER,the game of modernjet
leases include GURPS Fantasy Folk, combat 1950-1975, will be available from
GURPS Fantasy Bestiary, Autoduel GDW in November. American jets have
Quarterly, Roleplayer 20, Aeroduel, met and fought the Soviets in two places
Roleplayer 21, GURPS Horror second in the skies of the world-Korea and
edition, Autoduel Quarterly and GURPS Vietnam. Gunslinger (which is based on
the award-winning Air Superiority game
Martial Arts.
system) provides dozens of scenarios
CYBERPUNK 2020 is now available pitting American planes against the Sofrom R. Talsorian Games. This second viets in an easy-to-play air combat game.
edition of the hit roleplaying game of the Boxed. GDW: 0442. $30.
dark future features faster, simpler comAMERICAN COMBAT VEHICLE
bat systems and new weapons, enhanced
character creation and background, and HANDBOOK from GDW supplements
new cyberware (including bioware and and extends the basic vehicle listing pronanotech, new cyberweapons and en- vided with the 2nd edition Twilight: 2000
hancements). Plus Netrunnnning 2020 rules. More than 60 vehicles are repre(new programs, abilities and cutting-edge sented (only 11 repeated from the basic
technology in an exciting new Net, and game), ranging from the latest variations
Welcome to Night City (acomplete guide on the M1 Abrams to the M42 Duster
to the mean streets of 2020). Compatible 40mm self-propelled antiaircraft vehicle.
with all Cyberpunk materials. No. CP Vehicles include four versions of the
Bradley IFV, the M I 51 Jeep, M42 Duster,
3002. $25.
M551 Sheridan, M728 CEV, M48A3, M88
MERC: 2000, a December GDW re- ARV, M I 09, MI10, and many other velease, presents a more conventional en- hicles in current or recent service with the
vironment for Twilight adventures. The U.S. Army, as well as three prototype
world never went over the brink of ther- combat hovercraft and two experimental
monuclear war in 1995, but the small laser air defense self-propelled artillery
border wars and petty conflicts continue. vehicles. Plus eight pages of color plates.
Terrorism, revolutions and small "brush- NoTwilight aficionado or modern vehicle
fire" wars present a ripe climate for sol- fan will want to miss it. GDW: 2003. $12.
dier-of-fortune adventures. Merc: 2000
uses the basic Twilight character genTHE WRESTLING theater of the aberation, task resolution, andcombat rules, surd is now a tongue-in-cheekcard game.
but provides a new environment-a more Wrasslin'is a quick-playing strategy card
"civilized" world, but not a less dangerous game from The Avalon Hill Game Comone. Scenarios include mercenary mis- pany that simulates the rough and tumble
sions/campaigns, industrial espionage, world of professional wrestling. Wrestlers
drug cartel raids, hostage rescues, intel- of varying size, skill and disposition wreak
ligence gathering, and more. Detailed havoc upon one another by playing varicoverage of antiterroristand special forces ous hold cards to batter their opponents
throughout the world, including (but not senseless en route to a quick fall or sublimitedto) the Delta Force, Special Forces, mission. For ages 10 and up. $15.
SEALS, SAS, SBS, and GSG9. Merc:
2000 opens new vistas of adventure for
FROM ICE for October are Demons
dedicated Twilight players and contin- Rule (Hero product), Bladestorm (Cyberues to build on thebest combatroleplaying space support), Organized Crime (family
system in the world. GDW: 2005. $16.
boardgame), Space Master Companion I
(sourcebook), Adventurers Club No. 17,
WEST END'S releases include The Se- and IQ Issue No. 10.Other new products
cret Society Wars Adventure (for Paranoia), include Champions i n 30, Death Game
Iris Coordinates (Star Wars adventure), The 2090, Overkill: The Ptolemean Wars, and
Dark Realm (a novel for Torg), Imperial A. McBride's Characters of ME. ICE is
Troopers (miniatures set for Star Wars), The celebrating the tenth year since its incorR&D Catalog(for Paranoia), The NileEmpire poration. For acomplete listing of products
Sourcebook (for Torg), The Possibility Chal- availablethis summer, write to ICE, PO Box
ice and The Forever City (installments in the 1605, Charlottesville, VA 22902.
RelicsofPowrtrilogy),Jedi's Honor(astandalone product), and Vulture Warriors of DiAT YOUR DOOR, a campaign of madmensionX (Paranoiacampaign pack).
nessand terror in the days to come, is now
12
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available from Chaosium Inc.A t YourDoor
is a new set of modern-day adventures for
the Call of Cfhulhu roleplaying game. It
contains six linked Cfhulhu adventures
forming acampaign set in the 1990s.This
is an excellent book for players new to the
Call of Cthulhu roleplaying system-the
effects of the Mythos are generally subtle,
and confrontations with nigh-invincible
powers are few. 130 pages. No. 2326.
$17.95.
BARD GAMES, in association with Jovialis, announces the Cyclopedia Talislanta Volume VI, The Desert Kingdoms.
This book pierces the veil of secrecy
around the Holy Nation of Rajamistan,
revealing the societies of the five Rujan
Death-tribes: the Rajanin, Shadinn,
Aramuts, Virds, and Zagir. To subscribe to
Bard Games' free Talislanta newsletter, or
if you have any questions or comments,
contact Black Savant, c/o Bard Games, PO
Box 7729, Greenwich, CT 06836.
KILL TED! is a new card game from
Blue Panther Enterprises.The object is to
killTed.The first person to accumulate300
points in the process also wins the game.
It's violent! It's exciting! It's quick! It's
violent! It's easy to play! It's pointless! It's
violent! It's new! It's a card game for three
or more players! It's violent! It's on sale!
It's very satisfying! But most of all, it's
violent! Write to Blue Panther Enterprises,
Box 080003, Staten Island, NY 103080009. $1 0.
SOVIET COMBAT VEHICLE HANDBOOK, an October release from GDW,
supplements and extends the basic vehicle listing provided with the 2nd edition
Twilight: 2000 rules. More than 60 vehicles are represented, ranging from the
T-80 and T-90 MBTs to the T-34 of WWI
and post-WWII vintage. Vehicles covered
include T-55, T-62, BA-64 Armored car,
multiple variants of BMDs, BMPs, BTRs
and BRDMs, as well as several experimental vehicles, including combat
hovercraft, an electromagnetic rail-gun
testbed, a binary-propellenttankgun, and
other high-tech weapon systems. Plus
eight pages of color plates. Soviet Combat Vehicle Handbook presents an opportunity no Twilight aficionado or modern vehicle fan can afford to pass up.
GDW: 2004. $12.
INTRIGUE is a play-by-mail game of
interstellar political conflict. Special game

features include political attacks, maintenance costs, free battle reports, free bimonthly newsletter, secret racial sheets,
computer moderation, fast turn-around
time, and threedifferent space movement
technologies. Write to White Lion Enterprises, PO Box 188, Wood-Ridge, NJ
07075. $10 for startup package, $2 for
rulebook only.
THE SOUTHATLANTIC WAR,GDW's
new Harpoon supplement, covers the
Falklands conflict in detail. A chronology
of the war is presented, along with both
British and Argentine orders of battle and
chains of command. Scenarios include
"Stalking the Belgrano," "Lombardo's
Fork," and "Airstrike, Port Stanley." Historically correct ship forms for the ships
and aircraft in the Falklands/Malvinas
conflict are provided. Plus rules for the
land campaign in the Falklands utilizing
Command Decision. GDW: 0718. $10.
FLEETS OF BRUTERRA is now
available for playtesting. A PBM game of
force-building, perpetual combat, logistics, bounty hunting, technological innovation, and catastrophic bomb attacks,
Fleets ofBruterrawas designed to be easy
to learn, skill-oriented, highly interactive,
fun, and intense from the first turn. Contact Anthrobotic Software Group, 1210
Auburn Way North, Suite B128, Auburn,
WA, 98002. $3.50 for rules manual.

playing modules. Other items released an English figure line which specializes in
recently include Elder Aspect Warriors, 6mm figures. For more information, write
Middle-Earfh Heros & Villains, Termina- to Stone Mountain Miniatures, Inc., Box
tor Patches, and 40K Softback.
594, Broomfield, CO 80020.
INFANTRY WEAPONS OF THE
WORLD is a GDW's Twilight: 2000
sourcebook of over 250 pistols, submachineguns, light and heavy machineguns,
grenade launchers, mortars, and manportable rocket and missile launchers.
These represent weapons in active service or under development, or archaic
weapons likely to be encountered in service throughout the world in 1990-2000.
Small arms range from the primitive .69
caliber smoothbore musket and .50 buffalo rifle through breechloaders, leveraction magazine rifles, cap-and-ball and
cartridge revolvers, bolt-action rifles,
semiautomatic rifles and pistols, assault
rifles, battle rifles, civilian and combat
shotguns, and advanced caseless weapons. All major infantry support weapons
are described, as well as man-portable
antitank rockets and missiles, man-portable air defense missiles, grenade
launchers, and light and heavy
machineguns. Invaluable to the Twilight
fan and firearms enthusiast or military
historian. GDW: 2002. $12.

CADILLACS AND DINOSAURS, the
RPG, is coming from GDW in November.
Since 1986, Mark Schultz has beenwriting
and drawing Xenozoic Tales, one of the
most interesting and vividly conceived
comic books on the market. It is currently
published by Kitchen Sink Comix, but
Marvel will begin publishing colorized
versions of the original black and white
books under the title Cadillacs and Dinosaursin Septsmber. The story is set500
years in the future, after a series of geological and ecological catastrophes. The
scattered survivors of humanity fight a
hostile environment with their brains and
afew artifacts of 20th-century technology.
It's a marvelous environment for roleplaying adventure, and GDW is thrilled to
have the game rights. GDW: 3000. $18.
Briefs describes gaming news and releases from a variety of publishers. Announcements should be sent in at least
four months before a product is released,
ifpossible. Write to Challenge Briefs, PO
Box 1646, Bloomington, IL 6 1702-1646
USA.

THE BROKEN COVENANT OF
CALEBAIS, 2nd
edition, an adventure supplementfor
GAMES MASTER INTERNATIONAL, Ars Magica, is now
Britain's new fantasy roleplaying maga- available from Lion
zine, is now on sale in the UK. From the Rampant. Fifty
people who brought you Crash,Zzap, The years ago, the covGames Machine, and Fear. Write to enant of Calebais
The Science-Fiction Role-Playing Game
Games Master International, Case Mill, was destroyed, and
Temeside, Ludlow, Shropshire, SY8 1JW, in the intervening
UNITED KINGDOM. 84 pages. Cover years, no one has
ever discovered
price f1.75.
how or why. Now
MIRTH OF YORE, a cartoons of fan- the broken cov"In 2188,
tasy collection compiled by James B. King, enant will finally be
you are t h e
ships in October. This collection of reprints explored, and the
last best hope
and never-before-published works con- truth of how such a
for
mankind ..."
powerful and well
tains 90 high-quality-and funny-illustrative cartoons, including such artists as defended covenant
Jerry Fuchs, Joseph Pillsbury, and Rich- could possibly fall
ard Tomasic. Write to StarLance Publica- will be unveiled.
tions, 50 Basin Drive, Mesa, WA 99343. Contact Lion Rampant, 3264 Na96 pages. $7.95.
ture's Walk, SuGAMES WORKSHOP'S new re- wanee, GA 30174.
leases include Genestealer, the longawaited expansion to Space Hulk. ConSTONE MOUNtains 15 new miniatures, more floorplans, TAIN Miniatures
and psychic combat rules. Ork Battle has announced
Waterford Publishing House Ltd.
Wagon is a plastic kit for Warhammer that it is now the
Box 3742, Main Post Office
40,000, the ultimate dream car for every e x c l u s i ~ e North
\'ancouver, B.C., Canada V6B 321
warboss. And Doomstones 111is the third American agent for
Phone: (604) 253-4293
volume in the Flame Publications role- Adler Miniatures,

Share the Ahentare!
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Ididn't like the weapons restrictions, but what the heck. This was
going to be an easy job--a tech level I backwater, a careless
navigator who let herself get kidnapped, and an abduction-minded
old coot who claims he3 Mephistopheles, Merlin, and Moriarity aN
rolled into one--and who better than us to get her back and teach
grampa a lesson in manners.
Of course, we couldn't take along any of the fancy gadgets or
guns we're used to using, since the planet had contact restrictions:
sensitive young culture and all that. So in we go with swords and
crossbows, done up in leather like Macbethk henchmen. Shellene
turned her nose up at the primitive precautions, insisting that these
barbaric accoutrements were beneath her dignity. Ossian and the
other ex-military folks had a good laugh at that. I just smiled; I had
managed to sneak a body pistol past customs.
So off we g o to get the fair damsel back from the mad magician.
Piece of cake, right?
The old boy's "house" was a castle that made Dunsinane look
positively cheery. Making our approach under the cover of night
didn't make it seem any less sinister, either. Anshugaar started
cracking jokes about looking for the three weird sisters (the kid's a
Shakespeare buff), but his voice was a little higher than usual and
his speech a little faster. A couple of people laughed-but it was a
thin, worried sound.
Inside wasn't any better. The place was crawling with weird
critters-most from other planets in the subsector. Locals, having
neverseen any of them before, would certainly have taken them for
monsters. As it was, the creep show menagerie, a chaotic collection
of incongruous life forms, was still unsettling-bioluminescent
arthropods, smallgliding carnivores that nipped at the backs of our
hands, and one huge, shaggy monstrosity that hadno head. I heard
Ossian mumble "No head. Must echolocate. Yup, echolocation.
That must be it," as he finished the thing off with a backhanded
sweep of his sword. I also heard Anshugaar's teeth chattering.
That damn castle seemed to stretch on forever--one dank,
cobwebbedcorridorafteranother. Tookme awhile to realize that we
had walked into a maze without realizing it. I held up my hand in the
all stop gesture.
Suddenly, from the rear of our group, I heard the tinkle of fine
crystalshattering. Agreen-yellow vapor boiled up aroundAnshugaar
and one of the ex-marines, and they fell back against the clammy
walls. Even in the dim light, lcouldsee theirpupils contract violently,
telescoping down into little black pinholes.
Even as Anshugaarbegan screaming something about headless
monsters eating him alive--and the ex-marine bolted off with a
lunatic howl-1 heard a click and a WHOOSH. I turned back around
in time to see Shellene drop out of sight as the floor underher swung
away. She shrieked and plummeted into the blackness-gone.
I wasjust starting to admit to myself that this was allgetting a little
weird, when the wallnext to me opened up. Moving through the hole
were gaunt, half-naked figures. Their eyes were either painted
black or they weregone, because there was no reflection from their
sockets. They came forward with scabby hands extended, and I
smelled dead flesh. Very old, dead flesh. Next to me, Ossian
muttered, "Holy Hell. "Appropriate sentiment, I thought, as the hair
on the nape of my neck stood up and I took an involuntary step
backward. I had never been attacked by dead people before.
Looking back on it, I could have wondered if that sickly-sweet
carrion smell was emanating from rotting steaks hidden in their
pockets. But instead, I wasyanking out the body pistokand hoping
against hope that there was some silver in the bullets' alloy.'"

Referees are encouraged to read on,
but players may spoil their fun
if they continue.

or those
fearing
(or hoping) this
introduces genuine
magic to the world
of MegaTraveller,
that is not the case. Rather, it offers a look at those primitive
subcultures which work to create a belief in magic and represent
themselves as witches and wizards. The terms witch and wizard
are used interchangeably in this article. While they do denote
gender, the reader is reminded that any reference to one or the
other refers to both sexes; the scientifically based con artistry that
underlies notions of magic is available to both genders.
The main purpose of this article is to give referees a way to jolt
their players out of the mindset of scientific certainty that is the
foundation of MegaTraveller. With a carefully designed combination of seemingly unexplained phenomena, eerie settings, and
suspense, veteran players might find themselves wondering if
everything in the MegaTraveller universe can be neatly explained
by science. Of course, it can-but an occasional challenge to a
scientific world view not only allows players to discover its logic
anew, but gives them the chanceto experiencethe momentary chill
that accompanies a split second of doubt.

THE SCIENCE OF IblYBGHC
One of the fundamental assumptions of the MegaTraveller
universe is that there is no such thing as magic. Unusual and
advanced phenomena, yes. Psionic powers, yes. But in keeping
with the tradition of hard science fiction, all occurrences must be
explicable within the realm of natural science-and so they are.
However, the nonexistence of magic does not dictate, or even imply,
that noone believesin magic. In ourown seemingly mundaneworld, one
need not look further than the local bookstoreto find tomes on magic, or
past the pages of a newspaper to find a section dedicated to foretelling
future events via astrography (horoscopes).
In MegaTraveller, the concepts underlying the scientific method
become more deeply seated in a culture's psychology as it
progresses. And as its technological tools for investigation become
more refined, the wishful belief in magic dwindles, finally becoming
the province of reactionary antiscience subcultures.
However, in addition to early indigenous mythologies, a belief in
magic may also be engendered by an encounter with an advanced
civilization or technology. To crudely paraphrase Clarke's now
famous axiom, the technology of any sufiiciently advanced civilization will appear as rnagic to any sufficiently primitive civilization. A
case in point from 20th-century Terra: During World War II, various
isolated Micronesian natives firmly believed that the American
supply planes-and their pilots-were magical entities. This belief
persisted for a number of years and was labeled cargo-cultism,due
to the fact that the natives always anticipated marvelous wonders
and gifts being unloaded from the bellies of these great silverwinged gods.
Priirto a general social knowledge (and acceptance) of the scientific
method, the capacrty for belief in magic in a culture is quite large.And on
worldswhere asmall minority discover and control natural phenomenon
that seem inexplicable to the rest, the concept of magic is often used to
explain the phenomena. It isonjust such worldsthat witches and wizards
dwell in the NIegaTraveller universe.

WHERE S
L WE THREE
MEET AGMN?
Witches and wizards are most likely to be found on TLO and TLI
worlds that have been fully interdicted (Red Zone) or have significant trade and contact restrictions in place. In both cases, it is

Challenge 46

15

extremely likely that the populace is not acquainted with the
principles of the scientific method or empirical experimentation. If
they were, they would almost certainly have used the technological
fruits of this knowledge to upgrade their civilization and make life
safer and easier. (Note: Some technophobic enclaves exist that
espouse a pretechnological, pastoral civilization, and are therefore
exceptions to the prior rule of thumb.)

E

T

In these prescientific civilizations, the possession and use of
psionic skills will almost certainly be seen as proof of supernatural
powers. Since the discovery of psionics is usually a chance
occurrence at first, this means individuals who possess them are
likely to share the belief that these abilities are indicative of an
energy and a reality that exists beyond the boundaries of the
mundane universe. Any legends that a human culture retains
regarding its "miraculous" arrival on a world (the work of the
Ancients) and the amazing powers of their (technological) forbears
serve to reinforce this conclusion by providing a mythic framework
for it to fit into.
And so witches and wizards come into being. Before long, these
unusually gifted psionicscometo realizethatthere is apredictability
to psionic powers. As they begin to search for apprentices, and as
eager parents try to press young aspirants into their employ, the
psionics develop the ability to discern the degree of psionic power
inherent in humans. At first, they detect only the stronger levels of
innate psionic strength. Eventually, though, they discover that
everyone has some measure of psionic ability.
From that moment, these witches and wizards have a choice to
make. They may choose to reveal thattheir special power is neither
mystical nor divine, but a human attribute that varies among
individuals as does size, intelligence, speed. Or, they may conceal
that knowledge in order to retain their privileged-and powerfulplace in society. Usually, they choose the latter path.
By the time a civilization has evolved to a stage that includes
cities, commerce, and nation-states, witchcraft (also known as
wizardry) has become an institution itself. The great practitioners of
the magical arts are likely to hold considerable personal and
immense political power. Most important, they are the sole possessors of many generations of secret knowledge-Anowledge
which is actually technological in nature.

AI%S MAGIGA
The magical arts of witches and wizards vary from world to world.
Some civilizations focus on psionics to the exclusion of the other
arts; others de-emphasize psionics. However, for reasons included
in the explanations that follow, the normal observed pattern is for
the various magical arts listed below to develop in tandem.

Playing Those Mind Games
Psionics is the root of all magic as described above. A quick
perusal of the "Psionics" chapter in the Players' Manual should
provide a ready understanding of why primitive cultures would
make the assumption that these powers are, in fact, supernatural.
Witches use these disciplines and powers not only to achieve their
indicated results, butto reinforcethe awe and mysterythat surrounds
the user of the magic. For instance:
Telepaths: Telepaths may discern all types of proprietary information about individuals and their intentions. This allows them to
have an almost prescient ability to predict a scanned individual's
actions and plans. Since this may be done when the telepath and
subject are even miles apart, the telepath may inculcate a general
belief that he can be in all places at all times. The psychological
power is beyond practical assessment. Add the power of telempathy,
which allows the telepath to shape the responses and attitudes of
16
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the subject-used over time and with subtlety, this combination of
powers can mold the behaviors, preferences, and allegiances of
individuals-particularly those with weaker intellects. Telempathy
also affords witches an invaluable aid in training otherwise inapproachable and dangerous animals-which make for useful and
intimidating pets that acquire reputations as monsters. The useand terror potential--connected with telepathic assault hardly
needs to be detailed here.
Clairvoyants: Clairvoyance allows wizards to actually see and
hearwhat is going on in a remote location. When combined with the
above telepathic skills, it becomes possible for wizards to (for
example) spy on secret negotiations and then, via telempathy,
manipulate the reactions of the negotiators. More obvious uses of
clairvoyant skills allow wizards to conduct thorough advance reconnaissance of virtually any locale, thereby nullifying a defender's
surprise ambush plans, andlor discovering the exact location of
even the most cleverly hidden objects.
Telekinetics: Telekinetics obviously possess the potential not
only to undo locks and whisk away certain objects, but they may be
quite lethal as well. Nearly any object hasthe potential of becoming
a projectile. Necklaces become garottes. Knives may jump out of
scabbards and into their owner's back. In combination with clairvoyant-telepaths (whom the Zhodani commandoes call directors),
telekinetics can conduct assassinations and even thefts from
considerable ranges.
Awareness: Awareness psionic abilities, particularly enhanced
strength, convey obvious and highly visible benefits to a witch in a
tight spot. But in actuality, the more subtle skills of suspended
animation, enhanced endurance, and (particularly) regeneration
do far more to increase the witch's aura of mystery and inhuman
vitality. These three skills allow the witch to apparently defy the most
basic human needs and vulnerabilities: An injured witch appears
unharmed two days later. An entombed wizard emerges from his
imprisonment after several weeks, appearing healthy and rested.
Theapparently casual useof such powers is likely to make primitive
witnesses believethat the wizard in fact cannotbe human, since he
clearly does not share humanity's frailties. As a result, rumors may
fly that such persons are half (orwholly) inhuman-with a predictable
mix of awe, fear, and fascination.
Teleportation: Teleportation is probably the most disconcerting
of all the talents. The visceral impact of watching another human
vanish before your eyes---or out of your very grasp-is singularly
powerful. Most of this power derives from the fact that there is no
room for skepticism. Other phenomenon can be dismissed as
strange coincidence, luck, or as stemming from extraordinary skill
in logical deduction, psychology, etc. But teleportation defies all of
the evidentiary and logical laws of time and space.
To even the most informed primitive mind, Occam's razor suggests that if a person simply vanishes from sight, the only rational
explanation is that something beyond the bounds of rationality has
occurred. Extraordinary (and culturally precocious) intellects such
as Archimedes, Da Vinci, and Galileo might see teleportation as
indicating a new domain of science which is invisible to their current
levels of investigation, but the average genius of a primitive
civilization would tend to wager that teleportation is proof positive
of the existence of magic.
In addition to the familiar Zhodani commando tactics of direct
insertion to a target zone, more subtle uses of this ability are
possible, including carrying out the ultimate in "closed room" thefts
and murders.
Precognitives: Of the many special talents, the rarest (and most
disturbing) is precognition. It should be noted that such individuals
are rarely well adjusted. Many are plagued by madness, often
manifesting itself as paranoid schizophrenia. In general, the more
constant and clear the precognitive experience, the greater the
tendency toward insanity, since the human mind is not accustomed

to existing in multip!espaceAimecontinuumssimultaneously(which
is what a precognitive individual is doing). The more sane
precognitivestend to have intermittent visions, usually in their sleep
or after they fall into a trance state-thereby being consciously
distanced from the normal timelspace continuum. Such precognitions are never very precise, and are usually generalized symbolic
representations open to a multitude of possible interpretations. The
precognitions of the "mad seers" are often more precise, but one
can never be sure how accurate (or complete) such afflicted
individuals are in reporting what they see. Even in societies which
have attained a great understanding of the various psionic talents,
precognition is seen as more of a curse than a benefit.
Skill Distribution: Successful witches usually possess two or
more psionic skills, most often at levels of 9 or greater. Promising
apprentices are located at an early age and are usually fully
immersed in their magical studies by the time they reach adolescence. In this way, they acquire the highest possible psionic
strength rating, since the initial rating tends to drop if psionicstudies
are pursued after age 18. In societies where magic orders spring
up, it is not uncommon for selective breeding to be encouraged (or
even enforced) in order to enhance innate power levels or to
promote the emergence of special (nonstandard) psionic talents
such as pyrokinesis (fire starting), cryokinesis (freezing), and
others.

Double, DoEable, Toil and Trouble
Psionics are only the foundation of the witch's power. The almost
inevitable search for ways to enhance available psionic strength
often results in thediscovery of the various psi-drugs. Even if useful
results are not realized, a spin-off technology from this research is
a greatly enhanced knowledge of pharmacology--often called
alchemy by witches. In fact, primitive witches often possess pharmaceutical knowledge comparable to that possessed by early
interstellar civilizations.
The main areas-and advantages---of this pharmacological
knowledge include:
Psi-Drugs: Psi-drugs are the key to increasing an individual's
psi-strength rating to extraordinary levels, often in excess of 15.
These drugs, although manufactured using primitive techniques,
are often of unprecedented refinement and strength due to the
extreme care and time devoted to their creation. With such drugs,
asingle multitalented psioniccan perform asequenceof astounding
feats in rapid succession, making such a person seem nearly
invincible. These drugs-in addition to their psionic users-are
often the real reason behind the Imperial interdiction of various
primitive worlds. They are also the reason behind the smuggling
and black marketeering problems that are endemicto such planets.
Fast Drugs: Fast drug equivalents are quite common, although
they are most frequently used in nonmedical applications. Fast
drug analogs are often used in conjunction with a nonlethal immobilizing neurotoxin. This combination of slowed metabolism and
loss of voluntary motor functions produces the equivalent of living
death in the subject. Frequently, such subjects arethen buried alive
and are convinced that they have become zombies (some experts
contend that this was the phenomenon at the heart of the 20thcentury Terran voodoo). Witches strengthenthe impact of the death
experience by telempathic reinforcement and supplementary drugs
which render the subject emotionally malleable.
Slow Drugs: These can be used to enhance the reflexes of not
only the witch, but any of her servitors-many of whom already
have considerable combat prowess.
Combat Drugs:These allow afurtherenhancement of awizard's
servitors.
Psycholrspie Drugs: Psychotropicdrugs are compounds which
affect the cognitive mind or psyche of the subject and are often
combined with combat drugs. The most common of these

supplements is the
equivalent of a berserker drua
., which
creates a fearless
frenzy in the subject. Such individuals are likely to
seem possessed,
often performing apparently impossible feats and enduring mortal
wounds for extended periods of time. Individuals on this type of
psychotropic/combat drug "trip" cannot be reasoned with and are
generally fixated on destroying everything around them, starting
with unfamiliar sophonts.
Another oft-used variety of psychotropic drug includes those
which increase a subject's susceptibility to suggestion. This may
produce a heightened tendency to visualize things that are not
present, exaggerateprominentfeaturesof objects which are present,
or simply hallucinate. Such drugs are used by wizards, along with
telepathic manipulation, to create illusionary realities in the mind of
the subject. The subject then later recalls these illusions as having
been real. In this manner, individuals may be convinced that they
have seen displays of incomprehensible power, been threatened
by fantastic monsters, etc.-all of which are evidently at the beck
and call of the wizard. The psychological impact of this is literally
immeasurable insofar as the affected individual is concerned, and
such uses of psychotropic drugs help to bolster the awe and
mystery that surround the users of magic.
Mood-Altering Drugs: These drugs are related to psychotropics, but instead of affecting cognition and perception, they alter
emotional states. Most frequently, they are used to cause a subject
to have a negative or positive mental state for a limited amount of
time. The strongest versions of this family of drug can cause the
subject to have a permanent association between the emotional
state created and a prominent person or object encountered while
under the effect of the drug. This type of mood-altering drug is the
much-mystified love (or hate) potion of legend. In addition to having
any number of "domestic" uses, such compounds can have profound impacts on negotiations, meetings between heads of state,
etc.
Poisons and Injurious Neurotoxins: These types of pharmaceuticals are well known compounds long before psi-drugs are
even discovered by a culture. However, generations of experimentation generally producean unusually extensive pharmacopoeia
of lethalsubstances, offering widevariation intimeof effect, method
of administration, detectability, size of dosage, etc. Multipart poisons are particularly favored by the most unscrupulous wizards as
subtle (and often undetectable) methods of assassination. Toxins
with long onset periods and rare antidotes are used by such evil
sorcerers as a means of ensuring the loyalty of (or compelling
obedience from) unwilling subjects.
Anagathics: These are not a typical member of the wizard's
pharmacopoeia. Most worlds do not evolve a natural source of the
key ingredients, and synthesizing them is all but impossible even at
the higher tech levels of Imperial civilization. But on those worlds
which do have a natural source of anagathics, the probability of
witches and wizards occurring as a social phenomenon is greatly
increased. They are the ones who are likely to discover such a
source of anagathics first, and they are equally likely to reserve it
for their exclusive use. This allows them to accrue increased
power-both psionic and political.

MEGATRAVELLER'

A Fondness for Pets
Another area in which wizards achieve considerable competence is animal training and selective breeding. Their focus is
generally on guardlhunting beasts, but other animals may be
utilized, if they have characteristics desirable to the wizard.
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As previously stated, witches use telempathy-along with standard reinforcement/punishment conditioning-to train animals to
become efficient and unswervingly loyalservants. If awitchdevelops
a particular rapport with a given creature, a very special bond may
arise between the two. The witch eventually may learn to communicate rudimentary unspoken commands telepathically. This is
very difficult and requires a deep understanding of the target
creature's mind, since animal psychology and cognition are radically different from that of humans. However, despite the long effort
involved in this process of mental acculturation, such creaturesoften known as familiars-are invaluable to a witch, particularly as
scouts or thieves.
Witches prefer to train young animals, since they are the easiest
to condition and since they often transfer parental attachment to
theirtrainer (if separated from their parents). Therefore, since most
creatures have comparatively short life spans, witches will tend to
keep at least a small breeding community.

Witches prefer unusual creatures, and often raise a particular
breed simply because it has unusuallalien looks or behavior
patterns. Often, however, witches keep a number of large predators-usually of thecarnivorekillervariety-astheir personalguards.
In addition, witches are likely to keep one or more breeds of pack
animals-usually hunters or scavengers-and let them wander
about the grounds as a roving patrol.
Witches also depend upon various animals for any number of
key ingredients for their alchemical concoctions. Therefore, rather
than constantly combing the wilderness for necessary species,
witches tend to raise their own livestock. It is not uncommon for
certain venomous creatures to fill dual roles as both guard creature
and alchemical ingredient. Consequently, a wizardly environment
is likely to resemble a cross between a menagerie and kennelwith afew surprises thrown in just forthe unsettlement of unwanted
visitors.

Most Deadly Animal
In addition to their dependence upon various creatures, wizards
and witches also recruit humans into their service. Ethical witches
hire retainers much as any other powerful individual might, except
they tend to maintain a greater distance between themselves and
their employees-lest the retainers learn that there's nothing
magical about magic.
Unscrupulous witches wish to control all their retainers fully and
directly. Common methods of acquiring this control involve
telempathic conditioning (although this is only reliable on fairly
weak minds), rescuing and offering sanctuary to otherwise condemned individuals, and engendering chemical addictions. Such
witches are usually generous masters, but they demand absolute
obedience and loyalty. The price of anything less is death.
Witches-unscrupulous or not-tend not to have highly intelligent individuals as their direct servitors; such persons are difficult
to control, unpredictable, and more likely to see through the
carefully woven web of illusion surrounding the witch. Witches tend
to accumulate large, skilled, but not very bright, men-at-arms as
close retainers. If a witch needs the aid of a person of intelligence
and learning, she will tend to strike a deal with the individual and
then.keep him at arm's length. However, some witches do without
human servitors because they find even the most gullible persons
too unpredictable and hard to control.
The only exceptions to the frequent use of the dull-witted as
servantslretainers are the witch's apprentices, who are selected
with the utmost care and caution, since it is to these young minds
that the secrets of witchcraft will be revealed-the most sacred of
which isthe fact that magic perse is a sham.Apprentices orwitches
that violate the code of silence surrounding this secret are in effect
committing suicide, since most magical subcultures make their
members promise to eliminate any traitors as quickly and flarnboyantly as possible.

With a Wave of My Magic Wand
The last element in the wizard's bag of tricks is advanced
technology--of any type. It is important to note that wizards are not
technophobic. Quite the contrary; they know full well that all their
powers are in keeping with the laws of science. So wizards are
actually quite aggressive in pursuing newtechnical knowledge and
acquiring advanced devices. They are equally concerned with
making sure the operation of such devices is seen as magic, not
natural phenomenon.
Wizards are therefore likely to be the first persons in a primitive
culture todiscoversuch things asgunpowder, anesthetics, electricity,
magnifying lenses, magnetism, metal refinement (making steel, for
instance), surgical procedures, and more. However, they tend to
keep publicdisplays of such powers to a bare minimum, in order to
reduce the chances that an observer will notice something that
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reveals the technological nature of the phenomenon.
Not surprisingly, wizards are avid collectors of off-world technologies (and creatures) that are useful both as tools and as props
that enhance their magical reputations. One of the obvious favorites is the laser pistol, which, when concealed in a large-sleeved
robe, becomes the legendary wand of death. Wizards also favor
things as simple as flashlights, calculators, self-contained breathing apparatuses, and--of course-reference texts of all types.
More expensive--but much more impressive-are items such as
grav belts, vision-enhancing goggles, gauss weaponry, holographic
projectors, and even robots.
Of course, since worlds primitive enough to support a belief in
wizards are protected by stiff trade and contact restrictions (if not
outright Interdiction), such high-tech trade is usually conducted
through the rather tight bottleneck of blockade-running smugglers.
But since the stakes are high (wizards tend to pay verywell), there
is generally no shortage of desperate or unethical merchants willing
to attempt such a run.

PIERSONAL AWRIBUTES
Although they may attempt to represent themselves to credulous
native populations as supernatural beings, so-called witches and
wizards are ordinary mortals just like everyone else. But it takes a
special combination of talents and aptitudes to be truly successful
at this unusual career. Those who are less than successful usually
wind up with an early retirement to an unmarked grave.
Obviously, a successful wizard needs to have a great deal of
psionic strength and will usually possess two or more disciplines.
High intelligence is a necessity, and a high degree of dexterity is a
major asset. Once inducted into the secret society of wizards and
witches, a good education is sure to follow.
But beyond all this, a successful witch must be an excellent
manipulator of people. After all, the existence of magic is nothing
more than a multigenerational confidence racket on a monumental
scale. Whetherthe wizard believes this is forthegood of his society
or not is immaterial. By definition, he hasto be an accomplished con
artist. Consequently, most wizards possess skills such as Liaison,
Streetwise, Interrogation, Interview, Psychology, and especially,
Persuasion.
Since the sham of magic is not restricted to a single individual for
a short period of time, but is maintained as a cultural belief over
many generations, witches need a great deal of political acumen
and foresight. They tend to be adept observers of history and
shrewd tacticians (most have at least one level in Tactics).
Common wisdom among witches is "the less you're seen, the
more you're believed." Left with only a few sketchy reports and a
great number of unknowns, people will invent stories which portray
a level of power much greater than that actually possessed by the
witch. Consequently, witches defer direct political control or power,
preferring to pull strings from behind a throne. They use influence,
counsel, and implied threat to attain their objectives-force is the
last recourse. If an adversary is deemed to be implacable (orworse
yet, askeptic), then a witch will strike as hard, effectively, and finally
as she can. However, she is likely to only wound more malleable
and/or credulous foes-and leave them alive to function as her
pawns, haunted and daunted by memories of her power.
In most regards, wizards are rather apolitical. They are not
tremendously interested in notions of nationalism, religion, or any
of the other beliefs that humanity has proven to be willing to wage
war over. However, one political interest and affiliation is shared by
all wizards:They are antipluralistic. They fear any social movement
that suggests that each individual has equal rights and that one of
those rights is to share in determining the fate of his society. Close
on the heels of this first glimmer of emancipation, such people will
also begin to demand knowledge and education. This-not technology per se-is what threatens a wizard's place in society. When

all humans begin to
demand education,
thev also beain to
demand the truth,
and begin todemand
that mysteries be explored and secrets be
shared. The end result is that magic will become demystified, and the wizard's various
supernatural powers will come to be recognized as natural phenomena.
Consequently, wizards are motivated to support hierarchical
societies which insist on believing in fundamental differences
between classes of people. For wizards, it is essential that the
common people believe that the privileged upper classes (to which
the wizards belong) hold their station due to some innate superiority
over the lower classes.
Contact with the lmperium is therefore discouraged for two
reasons. In addition to introducing the concept of the scientific
method, the mere presence of obviously mortal men from the stars
proves that great achievements and access to great power are not
innate, hereditary attributes; they are within the grasp of each and
every human. And in this revolutionary concept, wizards rightly
foresee the beginning of their end.

MEGATRAVELLER"

SOMETmNG WICKED
THIS WAY COMES
Now that the reality behind witches and wizards has been
revealed-as well as the methods they use to fabricate their
miracles-referees can easily develop any number of MegaTraveiler adventure ideas involving these psionicists/scientists/con
artists.
It is important to remember, however, that the player characters
should never have even heardof witches or wizards, outside of folk
tales and fantasy literature. The lmperium does not want to have to
answer any embarrassing questions regarding the fact that some
of its younger member-systems have just recently overcome (?) a
long tradition of active psionics and an absolute belief in magic.
Therefore, the lmperium goes to considerable lengths to stifle any
such information and to maintain interdictions until such time as the
culture is thought to be thoroughly purged of these two embarrassing traits.
However, the Rebellion has thrown many of these orderly, longterm plans into turmoil. Agreat number of interdictions have been
relaxed due to the drain on combat-ready ships imposed by
maintaining an adequate patrol. In some cases, interdiction enforcement has been abandoned altogether. The various conflicts
raging between the different factions have caused some powers to
occupy any garden world available in order to secure necessary
resources andlor deny them to the enemy.
Set against the backdropof the disintegration of the lmperium and its
contact restrictiocs, adventures involvingwitches and wizardscan range
from Gothic-stylechillers to tongue-in-cheek spoofs of the horror genre.
A sample of suitable adventure ideas might include:
Trick or Treat: The player characters are a merchant crew that
has landed on a T L l world still rumored to harbor some witches and
wizards. Although this subculture has just about faded away, one
old wizard has dreams of rekindling the days of magic. So he
kidnaps an NPC crewmember and demands that the local government pay a steep ransom for the individual's safe return.
Unfortunately, the local government has no intention of encouraging the rebirth of wizardry by coughing up a hefty ransom. The
characters can't turn to the lmperium since this is taking place in a
subsector where no one faction is firmly in control-and all the
factions are too busy worrying about military matters, anyway. So
it's up to the players to get the NPC back themselves.
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Of course, the old wizard lives in a house (or castle) in a remote
location. And of course, the house/castle is said to be haunted. And
since the structure sits smack dab in the middle of a large expanse
of flat land, the PCs are best advised to approach under the cover
of night. The referee might want to throw in a full moon (or two) for
classic effect.
This scenario can be played for fun and laughs, or can be deadly
serious. The fun and laughs version would reveal that the deadly,
ancient wizard is actually a pretty decent sort who's a tad senile and
very lonely-and has now grownquitefond of chatting with the NPC
crewmember and doesn't want to give him up. The haunted house
should provide the usual run-ins with snakes (nonvenomous, or
they spit a vile-smelling spray), a pesky familiar (sure, make it a
black cat), a couple of ingenious traps, and even a zombie-like
servitor ortwo, whoturn out to be pretty much normal folks who just
work for the wizard. Their state of general stupefaction is due to
their persistent insomnia-a direct result of theold boy's insistence
on playing a wheezy, old organ (imported from off-world) at all sorts
of indecent hours. Of course, the characters themselves may hear
a few broken chords of Bach's Toccata and Fugue as they go
prowling around in search of their lost companion.
The serious version of the adventure gives the referee a fine
opportunity to pull out all the stops and use the full range of powers
enumerated in the preceding article. The referee is recommended
not to call the antagonist a wizard, or use words like magic or
haunted in describing him or his castle. Rather, the locals should
simply be portrayed as being extremely uncomfortable talking
about the mysterious old fellow, glancing about nervously when
they do. At most, they'll mumble something about, "He's odddifferent." If the player characters decide to undertake the rescue
themselves, the locals will try to dissuade them. Failing that, they
will begin to avoid the characters.
The search of the castle should really test the players' nerve and
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ability to retain a cool, detached rationalism in the face of apparent
magic. Zombies, familiars, horrible guard monsters, traps, psychotropic gas bombs, venomous serpents, and a bewildering array of
psionic powers should leave the more impressionable PCs wondering if maybe, just maybe, magic is for real on this one planet.And
refereesshould rememberthatthe wizard is a masterof illusion and
psychology; he'll never show his hand if he can help it. He knows
the best way to defeat the characters is with their own fears, not a
direct use of his powers. He will attempt to time his countermeasures in a way most likely to unnerve the players. He wants them
to spend time wandering through his strange menagerie, running
into his hideous pets, getting split up into smaller groups by traps
that seal corridors, rotate walls, ordrop people down to a lower floor.
Remember, suspense and terror are heightened by careful timing
and the ability to isolate individuals within an unknown and threatening environment.
Insider Trading: The group is working for one of two factions
competing for the tattered local remnants of the Imperium. The
adversarial faction is fearful that your side's economic superiority
will defeat them in the long run. Therefore, according to your
information, they have sent a group of agents into your territory in
order to sneak onto a poorly patrolled interdicted world known to
have atradition ofwitchcraft.Theirobjective: totradetechnology for
telepaths. This would help the enemy faction out-maneuver the
PCs' faction when it comes to trading and diplomacy. In order to
counterthis move, the player characters must go to the interdicted
planet (with official permission) and stop the enemy agents. How
they do this is up to them, but overt, violent means are likely to
backfire, sending the locals into the arms of the other side. Options
include outbidding the enemy and thereby getting the witches to
agree notto send any of theirtelepaths off-world, searching for and
capturing the enemy agents, or stirring upa local "free men and free
thought" movement that would force the witches to keep their
resources at home in order to fight for their cultural survival. One
way or the other, some (or all) of the wizards will not like the PCs'
actions and will make afewtroublesome plans of their own. But the
purpose of this scenario is to resolve the matter quickly; this is not
intended as a campaign.
Field Research: Schunamann and Sons, AG, the megacorporation otherwise known as SuSAG, hires the player character group
to recover aconfidential research packetthat was lost on a primitive
but unrestricted world. Once there and on the trail of the packet, the
player characters will bump into agents of a rival megacorporation
(Naasirkawould be agood selection) who arealso trying toget their
hands on the research.
Meanwhile, IRIS or llSS security agents are shadowing both
groups. The reason: The research packet is actually a sample of a
locally produced psi-booster drug which SuSAG purchased from
the local secret guild of witches and wizards. However, immediately
after the trade with SuSAG, the wizards learned that Imperial
agents were on the case, and would be sure to apprehend the
SuSAG personnel and follow their trail back to the wizards. So the
wizards eliminated SuSAG's agents and retrieved the package,
only to find that part of the sample had been removed and secreted
somewhere else. For all the involved parties, the hunt is on.
The PCs may decide to abandon SuSAG's employ, but if they do,
the Imperial agents will ask (and, if necessary, compel) the characters to continue in their role as SuSAG freelancers. That way,
SuSAG won't know to replace them with a new recovery team. This
multisided skullduggery allows for all sorts of alliances, doublecrosses, and detective work as the PCs must eventually try to find
the sample and turn it over to someone else before one of the rival
groups manages to kill them. Referees should note that this is a
large-scale adventure. And remember, the PCs will not be up
against a single witch or wizard, but a large and powerful secret
enclave. C2

TerrdSolomad R i d s 0 1 (1827A867A69-F)

Bade?:159-1120

qlAn archaeologist helping with the restoration of the Cheops Historical Site has found the oldest Terran writing
known.
qTDr. Daniel d'Aidre announced today that cave paintings found in the excavation date back 23,000 years. No
translation has yet been made, but the marks and designs clearly point to their being writing, probably for use in a
religious ceremony.
v h e Cheops Historical Site, under the care of the Terran Historical Administration, was flooded in 1106 when
terrorists destroyed a dike holding back the waters of the Mediterranean Sea.

Kraabbib/Core (2BBSA331758-F)

Dab: 212-1120

(IIJulian Trane, distinguished professor of interstellar history, has committed suicide in prison, according to police.
$Guards delivering lunch found Trane hanging from a hand computer strap in his cell.
v r a n e was arrested almost two months ago for ignoring an Imperial Ministry of Information ban against the
publication of his new book, The Inevitability of Night.
qlmperial authorities expressed their regret at the death.
professor Trane's suicide is another in the list of crimes for which the ultimate responsibility belongs to Archduke
Dulinor," a spokesman said.

IhnaxiasmelpE (1724MmA86-D)

Dark: 309-U28

qTSpeculation and rumors about Duchess Margaret's children continue to flood the local press.
YDr. Bakala Setree, a physician with over 40 years o i service in the duchess' household, claims that the recent birth
of twins was a result of artificial insemination.
V h e father of the children, according to Dr. Setree, is the late Emperor Strephon.
qlDr. Setree said Duchess Margaret will soon file a petition with the Moot to act as regent in behalf of her daughter,
Julia lphegenia Cassir Tukera, who as the direct descendant of Strephon would be next in line for the throne.
$Spokesmen for the duchess refuse to confirm or deny Setree's allegations. Neither of the children has been seen
in public since their birth, but holorecordings of the twins have been released.

CapitdCore (2U8A584ia.98-F)

Date: 342-U20

TCapital police are investigating the recent death of Viscount Roberto Avery, a member of the Moot.
$CTheviscount was killed instantly when his airlraft exploded in the air while approaching the home he shares with
his wife and two daughters.
BAssassination is suspected, but police have no leads at this time.
u h e Moot has not met since the assassination of Emperor Strephon by Archduke Dulinor more than four year sago.
Viscount Avery was known to be a strong and vocal supporter of Margaret.

HexosfSpinward Marches (2828B534420-8)

Date: 343-U20

nlmperial authorities under Archduke Norris are investigating claims thatasIan ihateiusing biological warfare have
slaughtered more than half the population of this world.
7Spokesmen have not released complete details, but said "more than a dozen" warships drove away Aslani
insurgents upon arrival at the system.
fMore than the 35,000 people have died in the last week, most of them in the capital city of Dione. Deaths of livestock
are also reported.

CapiLdCore (2UL88586A98-F)

Date: 351-1128

qjNaval spokesmen For Ernperor Lucan have announced continued success in their rimward campaigns.
YSolomani forces cannot stand up to the technological developments that our weapons researchers have recently
completed," said Rear Admiral Daadushaa. "We are, in fact, calling back some of our fleet elements in other areas
so that those ships can be retrofitted.
YThe emperor is preparing an ultimatum to be delivered to the falseclaimants around the lmperium once this update
has been accomplished."
BDaadushaa said he could not comment at this time on the nature of the experimental weapons, but said Lucan's
message would be announced publicly at the same time that ambassadors carried it to outlying regions. R
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The Loreans Ecliptic vanished in 1085. Lanth System
Control recorded nothing unusual as the starshi~maneuvered out and tumbled into jump. But it never emekged at its
destination, D'Ganzio. AN its passengers and crew are presumed dead.
This 600-ton, subsidized liner was constructed in 990 and
operated in the Spinward Marches by Tukera Lines. The ship
served only 10 years before Tukera sold it for reasons not
made public. It sat idle at Rhylanor a full year before being
purchased by Gredig Harper, a former Tukera deck officer
turned free trader/adventurer.
Harper purchased the Ecliptic after suddenly coming into
a substantial amount of money. Zhodani authorities accused
him of stealing severalAncient artifacts from a low-tech world
in the Consulate. These might have brought a high price on
the illegalmarket. His profits from the Ecliptic, however, were
always marginal. Since his assuming the captaincy, the ship
had a history of unfortunate events, including piracy, an
attempted hijacking, and an assortment ofmurders. The liner
developedapoorreputation, making itdifficult at times to turn
a profit. Harper killed himself in 1026.
During Harper's last flight, the jump drive experienced a
failure as a result of blatant neglect. The ir~trudingchaos
actually dissolved some of the drive section, turrets, and
many of the ship's extremities. The Ecliptic made it through
the jump, but three passengers were seriously injured.
Harperjettisoned himself through the upper air lock before a
craft from the Denotam StarportAuthority could rendezvous
with the liner.
Violentevents aboard the Ecliptic stilloccurredeven under
othercaptains to follow Harper. However,some owners used
its history and reports of ghosts as a gimmick to attract
passengers. TheEcliptic hostedmanyhigh-classsociale~ents
desiring a "spooky" atmosphere, and secured profitable
special charters. The disappearance of the Loreans Ecliptic
in 1085 did not end its story, however. People travelling from
Lanth to D'Ganzio periodically claim to have dreams or
visions of the Ecliptic. There are even reports of hearing its
radio beacon in jumpspace, and some insist they have
boarded the lost ship.
From Abyss Rift by Enli lddukagan

Michael R. Mikesh
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n this adventure, the player characters encounter the
Loreans Ecliptictrapped in jumpspace, whilethey are en
route from Lanth to D'Ganzio (Spinward Marches 1719
and 1920). This encounter may happen by accident or
as part of the PCs' deliberate investigation. If this adventure is
intended for a Halloween gathering of players, it is perhaps best to
let the group happen onto the Ecliptic by accident or complete the
investigation portion in a prior session.

PATRON
An agentfor Natton Bonnerwill contactthe playercharacters and
interviewthem for an assignment. He hasconsidered othergroups,
but was not satisfied with their reliability. The agent's investigation
of the characters has not uncovered anything that would make
them seem like poor candidates.
Bonner is a man of substantial wealth on Rhylanor.Theagent will
hint that he is also a private collector of Ancient artifacts. Bonner
wants the characters to track down an Ancient artifact he knows of
through private records from about the year 1000. Called the
Ottem, it was the only item Capt. Gredig Harper did not sell to buy
Loreans Ecliptic.
Harper did inquire about selling the Ottem in 1026, but died
before he could begin serious negotiations. Even then, it apparently
was not passed on to any inheritors, and in any casedid not appear
on the illegal market. Bonner believes Harper hid the item aboard
the Ecliptic, perhaps in a secret compartment of his cabin, and it
was never discovered by subsequent owners. He wants the characters to track down the Ecliptic, search the ship, and bring the
Ottem to him.
If the group has a ship, Bonner will pay the cost of its operation
for a half year (maintenance, monthly payments, and so on).
Otherwise, he'll pay for high passage for the group for a half year
anywhere within the Spinward Marches, subsistence pay between
travel at ordinary levels, and Crl000 per month for each character.
Monthlyfundsforthe group may becollected through an interstellar
banking system. Upon reporting back to Bonner or his agent, the
group will receive Cr50,OOO (or Cr500,OOO if they recover the
Ottem), a letter of recommendation, and possible referrals to other
private collectors. Bonner might also use his influence to assist the
party (e.g. resolve some legal problem the characters left somewhere).
These are minimums, however, and the group can try to negotiate for more. If the negotiation is successful, the referee may
adjust the agreement so as to satisfy the characters (yet not so as
to overbalance the campaign).

SEmCH
If the group does not already have a copy, the agent will at least
mention Lost Treasure Ships of the Abyss Rift-once the characters have the book, allow them to read the excerpt at the beginning
oi this article. Bonner believes the Loreans Ecliptic was not destroyed in jump, but was hijacked to Tavonni (Spinward Marches
1520). This is consistent with other hijackings of the time. If a ship
could not jump to the Sword Worlds, it was stripped of cargo and
abandoned at a Tavonni asteroid.
Since searching ail the space around Tavonni would not be
possible, the best leads may be obtained among the Sword Worlds.
ifport records of the time describe the arrival of cargo similar to that
carried by the Ecliptic, thecrewof the shipthat brought it might have
been involved with the hijacking and know where to find the liner.
This is in fact a red herring-but not necessarily a fruitless one.
Stories about the Abyss Rift are also popular at bars around Sword
World ports, and the Loreans Eclipticis particularly well known and
often mentioned.
The way the tales run, the Ecliptic is still trapped in jumpspace
and is occasionally encountered between Lanth and D'Ganzio.

This facet of the Abyss Rift legends about the Ecliptic is strong in
Sword World versions because Sword World ships trading in the
lmperium claim to have encountered the Ecliptic (at least more
often than Imperial ships).
If the group tries hard enough, it can even find someone who
claims to have boarded the ship. Arna Grundsen was originally a
steward, now astarport tramp. She will be only too happy to tell her
story in exchange for liquor. In 1101, Arna was serving aboard the
Cross Mark, a free trader bound for D'Ganzio, when a rash of
nausea came over a number of passengers and crew. About that
time, she also found a heavy, gray fog blocking the passenger deck
corridor. Arna passed through anyway so as to call engineering. But
in rushing through the corridors looking for a call station, she
realized nothing around her was familiar.
To make matters worse, the only person she could find was a
corpse afew days dead. As Arna made her way back, she heard an
eerie noise coming up behind her. It quickly resolved into the
screams of a child, and a young girl appeared from nowhere
running at her with a bloody head and hands. Arna dashed to the
gray fog and jumped through.
On the other side, she once again found herself in the ship she
belonged in. After a few hours, the engineers did something to
make the fog go away.
In telling this story, the referee should embellish it as much as
possible to give it color. Arna has made a career of telling it, and has
learned to apply showmanship. Although this has earned her a
great many drinks, she is not necessarily believed. Nonetheless,
her story is true, and is consistent with similar tales about encountering the Ecliptic.
The events the player characters experience while in the Sword
Worlds should encourage them to try to jump from Lanth to
D'Ganzio in hope of finding the Ecliptic. Statistically, this would not
be likely to produce the desire result, but for the sake of the
adventure, assumethe PCsget lucky on the third try.Theirchances
are improved if they examine the logs of ships that purportedly met
with the Ecliptic. Studying the navigational records, the characters
can potentially find navigational parameters shared among those
jumps that found the ship.
To identify navigational parameters common to flights that encountered the Loreans Ecliptic:
Difficult, Navigation, Int, 1 day (safe).
Referee:AIIow the usual chance for a retry if a failure occurs.
If the adventurers intend to use the navigational parameters, it is
also important that they leave the Lanth system and enter the
D'Ganzio system at carefully defined locations to have the best
chance of encountering the Ecliptic. The navigational task roll for
the jump is no different than under ordinary circumstances, but
assume thatthey do find the Eclipticon exceptional success. If after
two jumps from Lanth to D'Ganzio the PCs still do not encounter it,
assume they automatically do on the third try.

GATE
Late during the ship's flight through jumpspace, nausea will
suddenly come over a number of the player characters and any
other passengers and crew. This effect is the same as occurs when
a ship misjumps, but in this case, it signals the appearance of the
gatetothe Ecliptic. The specific location of thegateon the PCs'ship
is left to the referee's discretion.
As a suggestion, it could appear someplace where an intruder
could initially slip aboard through the gate unnoticed and steal
something (e.g., a passenger's necklace ordrive component).After
the intruder flees back through, the adventurers will be even more
motivated to enter the gate than by just their search for the Ottem.
When the gate is discovered, read the following to the players.

You findan indistinctpatch ofgray fog more than 1.5 meters wide
and almost three meters high, coming up from the floor. The
perimeter is hazy and ill-defined. It seems illuminated by a light of
its own, giving it an unreal appearance. A shadow cannot b e cast
upon it, nor will a spotlight make it any brighter.
Technically oriented characters might regard this as a rare flight
anomaly called a jumpspace node, and it is indeed related. However, this has the additional effect of acting as agate to another ship
in flight, although in adifferenttime. Characterspassingthrough the
gate will have adifficult time communicating with comrades on the
PCs' ship. Sound, radio, and light do not pass through it. Line
interferenceon communication cablesthrough thegate will be high,
but will work. Cables can slip along the gate perimeter with little
danger, but if pulled to one side or another with enough force (25+
Ibs), they will suddenly disintegrate.

ENCOmTERS ON THE ECLIPTIC
"Spooky" happenings set the tone for the adventure as the
characters explore the Ecliptic. Although most events are characteristicof traditional ghostly occurrences, these are really just sights
and sounds from out of time. The types of phenomenon the PCs
encounter should be regulated by the referee as the adventure
progresses. Initial encounters ought not to involve personalities.
The referee should instead employ mysterious happenings-things
like shadows, fresh blood, strange sounds, etc.
As their time on the Ecliptic passes, the PCs should begin to
encounter "ghost" personalities, but only for fleeting moments.
Beyond this, the encounters become longer, allowing the adventurers to more fully interact with the personalities.
Through this interaction, they may be able to develop a fuller
understanding of what is actually happening.
The referee should keep in mind what is actually going on. These
"hauntings" are not caused by restless spirits, but by the Ottem still
with the ship. The images, sounds, and other sensations are "live"
projections acrosstime. These are usually two-way (but not always).
Thus, an encounter with a "ghost" is simply a communication with
a person from another time, who in turn might believe the adventurers are ghosts.
This makes it possible that contact with the player characters
was recorded somewhere in ship's records. The events that are
projected are largely governed by witnesses on board the ship and
usually triggered byfearor an emotionally traumatic event. Because
of this subconscious human guidance, images need not be complete. For instance, a pool of blood and shadow might come across,
but not necessarily a body. Thus edited, the scenes and visions can
bequiteterrifying indeed. However, they pose nodirectthreat to the
characters since physical contact is not possible (except when in
touch with the Ottem itself). The images are merely sensations
generated by psionics (which might also be interpreted as supernatural). Because they are psionically generated, they cannot be
seen, heard, or sensed in any way by characters psionically
shielded. Likewise, ashielded character cannot be seen by aghost.

Encounter Frequency
Encounters should be selected and used at the referee's discretion. Optionally, a roll to see if an encounter occurs can be
thrown every five minutes (2D for 11+) that elapse. Below are
several examples of what the characters may encounter. The
referee should devise others that he feels are appropriate for the
group and situation.
Elusive Shadows: Randomly selected characters notice
movement some distance away from time to time. When the
movement is investigated, however, nothing is found.
Moises:Scratchingsoundsare heardfrombehind awall, or murmuring
behind a door. Again, no apparent cause can be discovered.
28
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Blood: A growing pool of blood becomes visible, accompanied
by afuzzy shadow of adying man. The body will remain completely
invisible and intangible, but the shadow will seem to grope and
move toward the characters.
Sword: A bloodied sword is stuck in the floor in front of a
stateroom door. (Markings belong to that of a Sword Worldsorder.)
Astruggle is audible within, along with a woman's criesfor help. The
sword and sounds disappear as soon as the sword is touched orthe
door opened.
Darkness: Regions of darkness make their way along a corridor
toward the adventurers from two opposing ends. The group will
likely wish to duck into a room to avoid being engulfed. (A beam of
light cannot penetrate the darkness, although passive IR will work.)
Invisible Barrier: The characters will find that they cannot pass
through a door or hatch even though it was left open. In fact, the
opening is closed. What they see is just an image from the past.
Hanged Man: A corpse hangs by the neck from knotted sheets.
It vanishes almost immediately afterthe characters open the door.
Head: A woman's head appears floating in space. It looks about
with a terrified expression. The woman tries to speak to the
characters, and even screams, but there's no sound. (Only the
image of her head was projected to the adventurer'stime. Likewise,
the adventurers are all she can see.)
Funeral Procession: Men, dressed in formal black attire, carry
acasket along the corridorto the main lounge. They pay absolutely
no attention to the characters. Neither can they be touched.
Under the Bed:A woman bursts from her stateroom screaming
hysterically that there's something moving under her bed. She runs
off in a direction other than toward the characters. If they investigate, the adventurers will find a corpse on the floor on the far side
of the bed.
Klaxons: Alarms sound as soon as a character touches a door.
Smoke seeps out around the edges. If the adventurers open the
door, they see a man trapped at the far corner of the room.
Characters will feelchoked by thesmokeand will notice asensation
of heat, but they are not harmed.
Searching Spirit:Awoman in awhite burial gown and veil slowly
walks the corridor, seemingly oblivious to the characters. She
carries a lantern which lights her way. After passing by, the woman
slowly turns and points to one of the adventurers. She shrieks in
rage, then fades away. (This was really an actress playing the role
of a spirit for visiting children.)
Pirates: Boarders in vacc suits, firing gauss rifles, engage the
characters in combat. The encounter ends when it comes clear to
the players that neither side is taking casualties. (Any shot from
either side simply passes through the image of the other side, but
might be viewed as a miss.)
Axe: A madman with a bloody axe will come at the characters.
Weapon fire will have no effect, but neither will a blow from the axe
on the adventurers. After the first stroke, he disappears.

MYSTERIOUS

U

If this adventure is part of an ongoing campaign, the referee
might also include a ghost that appears several times (she is
actually a beautiful Zhodani agent named Tlinjatl). She a istall, dark
woman with a cold manner. Encounters with her will generally not
last any longer than 60 seconds before fading away.
She seldom speaks, but simply observes the group with an
expression of disdain. Afterthe adventurers recover the Ottem, but
before leaving the Ecliptic, Tlinjatl will appear once more and address the group. She will ask what date they came from and what
is the name of their ship. Then she will tell them an agent will meet
them at D'Ganzio to take the Ottem and return it to the Zhodani
Consulate. The characters will be paid Cr50,OOO.
The Zhodani woman will not have much time in the contact to
involve herself in lengthy negotiation, norwill she be willingtodoso.

She might reluctantly answer a few uncompromising questions,
and perhaps raise her price as high as Cr100,OOO. But if she feels
the group is not cooperative, she will express her distaste for the
characters--calling them looters and thieves who have but the
thinnest veils of morality-and will break contact.
Tlinjatl wasfrequently aboard the Eclipticas Madame Trynafrom
Arden between the years 1059 and 1062. Her mission was to return
the Ottem to the Zhodani Consulate.
Although she failed to find the artifact, she could telepathically
interact with it. Using psi-drugs, she could sometimes project
herself through the Ottem tothe Ecliptids last jump (and only to that
time). During these instances, she watched visitors (playercharacters and others) roam the ship.
Even if the adventurers do not reveal who or when they are,
Tlinjatl will probably have seen and heard enough of thecharacters
without their knowing to be able to track them down later. However,
that job will probably fall to Zhodani agents in the characters' time,
as by that time Tlinjatl will be old or will have died.
alternative!^, if the PCs provoke her enough, she will wait out the
intervening years in a cold berth and deal with the characters
herself.
Lt. Tlinjatl: 587A8B, Age 26, 2 terms, Crl2,OOO.
Skills: Gun Cbt-1, Admin-1 , Forgery-I, Bribery-I , Streetwise-I.
Psi Skills (10):Telepathy, Clairvoyance, Telekinesis.

OTHER BOIBW.DERS
The adventurers are not the only living beings aboard the
Loreans Ecliptic. There are other gates to the liner from other ships
in other times (all after the disappearance of the Loreans Ecliptic).
Keep in mind that these other visitors will be frightened by what
they've encountered and will more readily shoot first than anything
else. Direct encounters with these groups should be held until later
in the adventure, especially afterthe adventurers have learned that
the "ghosts" are harmless. The surprise of running into something
with very real weapons should quickly restore a sense of danger to
the situation.

HBOmDERS FROM OI'%IER TIMES
Num Of
1 20

Description
Corsairs

Tactics Leader
2
L
L

Weapon
Autorifle

2
3

20
ID

Merchants
Navy/scouts

0
1

4

Merchants
Marines

0
2

-

5

ID
ID

L

Snub pistol
Laser rifle

6

1D Merchants

1

-

Autopistol

-

Shotgun
Gauss pistol

Armor
Cloth-1
(vaW
None
Cloth2
("a=)
Cloth (vacc)
Combat
armor-12
None

The referee should try to avoid letting the PCs encounter other
gates, since this could distract them from their purpose and
generate complications. Just assume that the location of the other
gates happens to be where the group has not looked. If acharacter
should go through another gate, assume that the gate leads to a
ship perhaps a year or two forward in time. Should the character
stay long enough to gain useful information of the future, either
have him captured or havethe engineer purge thegate, cutting him
off from returning to the past.

LOREMS ECLIPTIC
The Loreans Ecliptic is a Stellar-class subsidized liner. Further
details about this ship class are presented in Adventure 13: Signal
GK (GDW,1985), although that book is not required for this adventure. The adventurerswill boardthe linerwhen the Eclipticis only
two days into its jump. Of course, the ship has been lost for
decades, but the gate has displaced the characters in time. The

ship is in good
working order, although it is dark.
When the characters board, the
Ecliptic will be at
early evening in its
day cycle. Thus, the
lighting will be low, and other environmental cues will suggest night.
Everyone aboard the ship, however, is dead. Most will be found in
twisted positions with expressions of agony. A successfully performed Forensic or Medical task will reveal that they all died two
days ago.
That they all died from some sort of brain disorder can only be
determined by an autopsy. (In fact, the cause was an intensely
powerful form of psionic mind assault generated by the Ottem
itself.)

MEGATRAVELLER

DECK P
1.
2.
3.
4-13.
14-19.
20-29.
30-32.
33-43.
44.
45.
46.
47-49.
50.
51.
52.
53.
54-56.
57.
58-60.
61-64.

KEY

Reception area
Lift shaft
Ramp
Passenger staterooms
Passageways
Passenger staterooms
Bridge area
Crew staterooms
Low berths
Common area
Engineering
Cargo hold
Afi turrets
Passenger lounge
Galley
Storage
Engineering
Forward turret
Launch dock
Launch

GATE FROM P U m R SHIP-ROOM

13

When the adventurers pass through the gate, read the following
to the players.

You find yourself in a darkened room, which appears to be a
study, judging from the books and tables. The walls are stone, and
so is the eeiling that vaults overhead, Moonlight shines in from high,
narrow windows, offering as much light as the feeble lamps on each
column. Fourpeople sit around a table in contemporary-style chairs
which are out of place among the heavy wooden furnishings. None
of them stir. Nearby, a wispy apparition forms. The transparent
image of an Imperial merchant ship captain turns to the characters
and speaks in mournful tones. "I am withbut hope. No soul can right
the sins of my greed, and so I am banished. Leave me as I must
endure my misery alone." His head droops, and the vision fades
a way.
The group has actually entered a well appointed stateroom,
which includes holographic projector panels on all the walls and
even the ceiling. The occupant, Bernard Vuuton, brought with him
an expensive decor program to make his surroundings appear
Gothic.
To recognize that the surroundings are actually the result of
holography:
Difficult, homeworld tech level, Int, 1 min (safe).
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sions: 73.5 meters long
meters wide by 1 1.5

. Nine. Pilot, navigator,
Performance: Jump-3. 1G.
Capacity: 2 1 passengers, 2 0
omputer: ModelI3.
ch: 2 0 tons. Mounted

. 1 8 0 tons for jump-3.
s for power plant for four

Referee:Usethis task if the character is examiningthesurroundings or otherwise has wandered far enough to possibly collide with
the real stateroom wall.
If the latter occurs, and the task roll fails, the character automatically hits the wall. He takes no damage except to his dignity.
The homeworldtech level forthecharacter, divided by five (rounded
down), is used as a positive DM. The referee may secretly roll this
task himself at his option.

The occupation of
the individualmay be
determined by selecting it from the Patron Enmunters lists
in the Referee's
Manual on page 41.

The people around the table are passengers-Ulaya Naakra (a
fashion designer), Harren Borr (a financier), and Julie Borr (his
wife). All were here participating in aseance conducted by Bernard
Vuuton as the ship entered jump. In that moment, all four painfully
died, their hands locked together in a death grip. "Dr." Bernard
Vuuton was a popular author and host of occult documentaries,
known for his showmanship and flair.
One of his favorite shipboard activities was to conduct seances
for fellow passengers, summoning the spirits of the dead who
presumably wander jumpspace. The spirits, however, were just
images projected by the holographic paneling. He has a good
number of pseudoreal personality programs in his collection, the
newest being Captain Gredig Harper.
The Harper program was created with great haste for this trip
aboard the Ecliptic. Being incomplete, Vuuton set it to make just a
brief appearance and not stick around to converse with his guests.
However, with everyone dead, the program never found an opportunity to perform for anyone until the adventurers emergedfrom
the gate.
Among the other items Vuuton brought with him are books
(mostly his own), a divining rod, rune stones, tarot cards, and stage
magic equipment, plus a variety of clumsy looking sensors and
cameras, portable electroencephalographs, seismographs,
holorecords, and a home-built psionics detector.
The psi-detector is an item of dubious reliability, but looks like an
impressively sophisticated hand-held item that generates clicks,
hums, and pulsesof uncertain meaning. Someone with Sensor Ops
skill can handle it in much the same fashion as a neural activity
sensor.

Room
4.
5.
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To locate sources of psionic activity:
Routine, Sensor Ops, Edu, 60 sec (uncertain).
Referee:Even if total truth is rolled, the result can never be better
than partial truth. The sensor will miss sources, indicate false
sources, and distort the readings.This sensor is a very useful
referee device. By exercising referee prerogative, the groupcan be
maneuvered by the readings to go where the referee would prefer
they go on the ship.
This way, the adventure can be better paced and the events
ordered so as to enhance the enjoyment of the game. As soon as
the adventurers emerge for the first time from Vuuton's stateroom,
and if they have not previously reviewed a copy of Abyss Rift, assume that one is laying outside Vuuton's door. It was dropped by
other boarders, like the characters. They walked as far as, but did
not enter, Vuuton'sstateroom. This way, the referee may read to the
PCs the material on the Loreans Eclipticfound at the beginning of
this article.

6.
7.
8.
9.
10.
11.
12.
13.
20.
21.
22.
23.
24.
25.
26.
27.
28.
29.

Room
33.
34.
35.
36.
37.
38.
40.
41.
42.
43.

Passenger Name
Harren &Julie Borr
Baron Ummadkuar
Pheter Wong
Derek Stargard
Mykel Nihlor
Ulaya Naakra
Eler Aut Swizen
Dorothy Middleton
Aram Murdaur
Dr. Bernard Vuuton
Stewart Vernon
Siku Kurlikiran
Alda Schwartz
Teryi Rice, Jr
Capt. Jonn Myers
Jale Enidre
Kahu Ayherer
Dar Oltur
Admiral Gagikiim
Wm. A. J. Crofton

World of Origin
MoraIMora
LanthILanth
InvendoILanth
SacnothISword Worlds
MireIDarrian
ReginaIRegina
IcetindLanth
IvendoILanth
Rabwhar/Lunion
RhylanorIRhylanor
RabwharILunion
MoraIMora
GramISword Worlds
EquusILanth
AramanxJAramis
EsalinIJewell
ZamineIDarrian (Aslan)
JunidyIAramis (Vargr)
LunionILunion
NatokoIRhylanor

Crewmember
Dale Seneker
Arnold Deering
Sadku Nuasiar
Gari Akim-Leames
Margi Elson
Kimu Enu Laun
Dougal Strom
Tob Giko
Dr. Oscar Henrik
Vander san-Barin

Position
Captainlpilot
chief steward
Second steward
Navigator
Third steward
Third engineer
Chief engineer
Second engineer
Ship's medic
Chief gunner

Todeterminethenumberof bodies in astateroom, roll 1D. Ona 1,there
is one corpse (probably the assigned passenger). On a 2, there are 1D
bodies. On 3 i , the stateroom is empty, as the occupant died in another
area. If the stateroom was occupied, the door is unlocked on a result of
3+ on 2D. If it was not occupied, the door was unlocked on a roll of 7+ on
2D. However, thecharacters may happenonto the body of asteward. His
key can accessallstaterooms,as well asthe bridge area. Even fthey do
not find the key, they may be able to open doors usingthe following task.
To open the door to a locked stateroom:
Difficult, Intrusion, Edu, 30 sec (safe).
Referee: The door uses an electronic key. Either Mechanical or
Electronics may be used at DM-1 insteadof Intrusionskill. If thecharacter
does not have proper tools for the skill applied, the task is Formidable.

STATEROOMS
Except Dr. Vuuton's room, no otherspecific passengerstaterooms
are described here.
The focus of play, at the beginning of the explorations, should be
on "spooky" encounters as discussed in the Encounters on the
Ecliptic section above.
With the staterooms left generic, the referee is free to pace
himself so as to heighten the haunting atmosphere for his group.
The stateroom assignments are given in the table to the right.

Characters looking for the Ottem may search each stateroom.
Although theOttem is not in astateroom, searcherscouldfind some
things of value. The referee can suggest this activity by describing
corpses with turned-out pockets or an open stateroom obviously
ransacked, or through an encounter with something of value in the
open, such as a tourist camera.
Individual adventurers might refuse to pick up items out of fear of
reprisals from the "spiriis." This is fine. The referee can even encourage
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such fears by lettingthegroup laterfind a boarder, laden with loot, dead.
(He died by happenstance,but the PCs don't know this.) Some charactersmight refusetolooton moralgrounds,or mightjust lookfor mementos
of the passengers and crewmembers to bring back to their families.
To search a stateroom:
Difficult, searchers, Int, 10 min (safe).
Referee:This is rolled by the referee. The number of searchers in the
room is a positive modifier to the roll, but only one character may apply
his Intelligenceasanadditional modifier.ThecharacterwhoseIntelligence
was applied is also the one to make the check for determination, if
necessary. On success, refer to the Stateroom Valuables Table. The
results of the table below may be applied to passenger or crew
staterooms.

STMEROOM V m U m L E S (ROLE 233)
Die
2

ltem
Currency (2DxCr10,OOO)
Currency (2DxCrI 000)
Currency (2DxCrl00)
ltem of equipment (see table)
Liquor or wine
Nothing or already searched
Jewelty
ltem of equipment (see table)
High passage ticket
Drugs
Courier pouch

Explanation of Stateroom Valuables: Special items are detailed further below.
Equipment: Refer to the Found Equipment Table.
Liquoror Wine: Brands often transported through the Spinward
Marches are Brownie Old Isle whiskey (Cr15 per bottle), Blue
Valonaise wine (Cr12), and Zilan Eiswein (Cr50). The number of
bottles found are 2D-6 (minimum 1).
Nothing: Either the adventurers find evidence that the room was
already searched by other boarders, or there never was anything
here of interest. The referee might want to roll or select something
from the Innocuous Items Table to give the characters anyway.
Jewelry: 1D items will be found. Throw 20. On 6-, the items are
just costume jewelry amounting to about Cr50. On a throw of 7+,
however, the jewelry is real, each item valued at 1D times Crl00.
Drugs:To determine the type and number of doses found, throw
1D. A result of l=Medical slow (2D doses), 2=Fast (2D), 3=Slow
(1D), 4=Combat (ID), 5 =Truth (I), 6=Anagathics (1).
Courier Pouch:The occupant of this room was a special courier,
either for the Imperial Navy or a commercial interest. At the
referee's option, this could lead into another adventure. Otherwise,
the sealed pouch can be returnedforaCrl0,OOO reward and a letter
of appreciation. The letter may earn the characters favorable
treatment in later encounters with the navy or company.

INNOCUOUS ITEMS (ROLE 2D)
Die
2
3
4
5
6
7
8
9
10
11
12
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ltem
Dead animal
Religious book
Prescription drugs
Letterslmessages
Souvenirs
Finelunusual apparel
Tour booklm aps
Pictures
Hotel voucher
Bar chits
Lucky charm

F O m D EQUIPMENT (ROLL 2D)
Die
2
3
4
5
6
7
8
9
10
11
12

Equipment
Assassin's weapon
Map, electronic
Kit, professional
Hand computer
Psionic shield helmet
Camera (video recorder)
Vaccsuit
Translator, language
Respirator
Weapon
Robot

Explanation of Equipment Found: Special equipment is detailed further below.
Assassin's Weapon: If this is rolled, reveal that bullets spill out of
the hollow rod of a luggage clothes hanger when it accidentally
comes apart. This should be enough of a clue that other common
items in the luggage are in fact parts that can be assembled into a
7mm rifle with silencer, stock, and scope.
Kit, Professiona1:This will probably be a medical kit. However, on
subsequent occurrences of this result, it can be replaced with other
kits, such as electronic tools.
Weapon:This might be abody pistolsmuggled intothestateroom.
However, it could be a heavier weapon if this were a crewmember
or an Imperial officer, agent, or nobleman. Sometimes swords are
allowed, occasionally carried by Sword Worlders.
Robot: This is a personal valet (probably a Rashush) initially
found in a reduced power mode. If it's not a more sophisticated
model, it might be insane. Otherwise, it will stay by the remains of
its master much as would an honor guard.
The robot will prevent characters from disturbing its master's
personal effects (short of vioience) and will insistthat the characters
leavethe stateroom. However, skill in Roboticsor Robot Operations
can be used to make it cooperative if not overly eager to assist and
serve.

REGEPrION mEA-ROOM

1

This area involves amghost."If this encounterwilldisrupt the pace
of the adventure, the referee can ignore it and run the event when
the adventurers pass through this junction later. This goes for the
other areas as weli-the referee is encouraged to use his own
discretion. When the encounter begins, read the following to the
players.

A bright light catches your attention. You see the lift begin
descending from the launch dockabove to your level. The sides are
transparent, and its interior lighting contrasts sharply with your
darkened surroundings. You see a man inside. From his dress, he
is obviously a clergyman from a more conservative order in the
Church of the Stellar Divinity (Deneb). He smiles pleasantly,
carrying a travelling case in one hand and a book in another. As he
steps out, he tucks the book under his other arm so as to shake
hands. 'Good dawning to thee, Children. Ibe Reverend Zelrin. If
thou art my fellowpassengers, lcan see Iwill have happy company."
Zelrin will fully expect to shake hands with the adventurers. As
soon as he discovers the characters are intangible, he will begin a
religious tirade, believing them to be unholy beings. The reverend
will use lines like, "Be gone foul demons! Remove thyselves from
Glory's Light and return to the Darkness from whence you came!"
He will keep this up, while waving a book of scriptures, until the
encounter ends.
From the console in this area, the group can easily call up the list
of stateroom assignments.

BMDGE-ROOM

32

Entry through the iris valve at times of minimal alert requires a
crewmember's electronic key. If the adventurers do not have a key,
they may try Demolitions or Intrusion, the latter now being a
Formidable task with an interval of 10 minutes. The group will find
the crewmembers at their posts for entry into jump, but all will be
posed as if they died in anguish, some with eyes wide and mouths
open. Atthe slightest disturbance, thecaptain will roll from his chair,
the keys at his belt clattering loudly as they hit the floor.
The captain's key ring is adorned with an elaborately tied, green
leatherthong. The keys will enable the charactersto open hatches,
lockand unlockturrets, overrideshipsystems, and the like.The ring
also includes aset of large keys.Althoughthese no longer work with
any current ship system, they are important in recovering the
Ottem. Most consoles around the bridge will still be reporting a
successful entry into jump. Others, however, will apparently have
been used since (by otherboarders), particularly the main computer
console. Through the main computer console, the characters can
call up such things as all ship's logs, the cargo manifest, and the
passenger and crew roster.
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Bonner or his agent will have described the type of "captain's hole"
Harper probably used to keep items of special value. R is a metal safe
hidden in the stateroom's framework. Of course, the room's original
paneling, which incorporated a concealed access to the safe, has long
since been replaced. Still, careful reasoningcould lead the characters to
the most likely panels to check behind.
To find Harper's hidden safe:
Routine, Mechanical, Int, 20 min (safe).
Referee:Intrusion skill may substitutefor Mechanical at DM-1.The
characters will find that the safe is not conventional, but is a clever,
metallic "puzzle box"of Vegan design disguised as acomponent of
the framework.
To open the Vegan safe:
Difficult, Mechanical, characteristic, 5 min (safe, unskilled OK).
Referee:There are three distinct steps that must be completed
before the safe will open. Each step requires a successful task roll
to complete. The first step uses the Education characteristic; the
second uses Dexterity; and the third uses Intelligence. A second
character may pick up where the first left off if the first character
desires.
If the characters do not succeed in opening the safe by solving
its puzzles, they may use weapons fire or explosives (which may
call the attention of other boarders on 7+). The safe will take 100
damage points to open. Inside, the characters will find personal
letters, a replacement board to a psi-helm, a leather bag, and a
document pouch.
The leather bag contains 36 gold coins, each valued at Cr400.
This is, in fact, a full set of Droyne coyns.
The pouch contains a ledger of Harper's shadier dealings,

correspondences
with agents for artifact collectors, and
lettersfrom Zhodani
consulate representativesdemanding the return of the
artifacts-particularlytheottem. From thesedocuments, thecharacters will learn that
the Ottem was more than afancy bauble to the natives who owned
it. The beings were Chirpers, and the Ottem played a focal role in
their particular culture. The loss of the Ottem was immeasurable.

MEGATRAVELLER

LOW BERTHS-ROOM 44
The low berths found here are of a "coffin" style. All of them are
in working order. Only threeare unoccupied;their lids have been left
open. When the characters arrive, read to them the following.
The lid on one of the furthest low berths begins to open. As its
hinges are toward you, it is hard to see what or who lies inside.
Heavy breathing is audible even from this distance. A woman with
tangled hair and death& pale skin sits upright and climbs out. Stains
of blood are obvious on her lips and chin. As soon as she sees you,
she drops to the floor and hides behind her low berth.
When the characters advance, they will find no one here. The
space behind the low berth will be empty, as will be the open low
berth itself.Ashortsearchwilldetermine thatthe woman is nowhere
else in the room. It is as if she simply vanished.
In fact, there were four unoccupied low berths, this being one of
them. What the characters saw was not a vampire, but another
vision from the past. The woman was avictim of a low berth mishap.
She revived too quickly and went into convulsions, during which
she bit her tongue. What the characters saw and heard was the
woman immediatelyaftershe regainedconsciousness.Shedropped
to the floor thereafter merely because she fainted.
If thegrouptries to revivethe lowberth passengers, noneof them
will survive. As soon as a passenger is at a point where he is
expected to awaken, he will begin to convulse violently, then die.
The passengers' brains were damaged beyond hope by the Ottem
even as they lay frozen in their berths.

ENGINEERING-ROOM

46

The group will find afew of the more transportable components
missing from engineering, having been taken by other boarders.
This ship section may serve as a good setting for the adventurers
to confront the intruder to the player ship and recover what was
stolen, if this plot element was used.

PMSENGER LOUNGE-ROOM

5%

The adventurers will initially find active passengers gathered in
the lounge, apparently involved in a costume ball. All wear masks
and uniforms or styles from different Imperial periods. As the
characters arrive, aship's steward will call for attention and read the
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news message in the sidebar on page 33.
Stunned, many of the passengers will unmask and begin murmuring among themselves. This is an opportunity forthe characters
to interact at greater length with the personalities. As they have just
begun their trip, the passengers will believe that the adventurers
are simply fellow passengers. They will disregard any lackof proper
dress (this is a costume ball) and will readily engage the group in
conversation. To prepare for this encounter, the referee should be
familiar with the material on the Solomani from the imperial Encyclopedia. This will provide enough material to form nonplayer
character dialogues.
At adramatically appropriate moment, awoman in the crowd will
shriek. Ghastly forms will begin to appear, either seated or on the
floor. These are in fact the dead passengers in the characters' own
time, invisible to all until now. (An adventurer might even have
accidentally stumbled over one prior to this.) The confusing fusion
of images will cause hysteria among several people.
After a minute, however, things will return to normal, and the
playercharacters will be able to see nothing but what is in their own
time. The story of this event was recorded in the Ecliptic's log.
Characters who have already scanned the ship's log, or who
eventually do so, might connectthe record to this experience. Such
a deduction could lead them to the truth: The ship is not "haunted";
rather, the unusual events are communications across time.

CAlRGO HOED-ROOMS 47-49
Nothing of particular interest is in the cargo hold. When the
characters arrive on the cargo deck, things will at first seem normal.
However, soon thereafter, a mist will form (the result of a hydraulic
malfunction from an earlier time). A little further into engineering,
the group will discover a richly appointed coffin (records indicate
that it contains the prepared and sealed remains of an honor noble,
Count Vlakura, being returned to a world rimward). This is merely
a harmless red herring and is not a vampire.

The creature suddenly comes into view, a half-human thing with
luminous eyes. ltbares white fangs and issues a deep bestialgrowl.
If the players respond quickly, they can fire. The form has no
armor, but will try to move to cover. As long as it is outnumbered, it
will remain under cover, occasionally voicing a loud, wolfish howl.
This is not a werewolf, but is an impetuous Vargr corsair, in the
adventurers' own time, eagerto find valuable goods to report to his
fellows. He has grown furious over not having found anything
special. His single-mindedness will cause him not to notice the
characters after they have been in engineering awhile.
Fortunately for him, his fellows, who had the sense to prepare
themselves, are not far behind. (Use the first line in the Boarders
from OtherTimesTable.)They will arrive in either four rounds, three
rounds if they hear gunshots, or two rounds if the Vargr howls. The
corsairs will not pursue if the characters withdraw.

UIEPBER M R LOCK-ROOM

60

While exploring the launch dock, another light will attract the
PCs' attention, this time coming from the upper air lock window. If
the characters lookthrough the window, read to them the following.

A man stands in the air lock wearing the uniform of an Imperial
merchant ship captain. He reads aloud from a prayer book. You
recognize the solemn words, coming from the air lock speaker, as
the same as those often spoken over the dead or dying. After a
moment's pause, he turns his face toward the window. "If you've
come looking for the Ottem, you need not search here."

You catch aglimpse of a hairy animal form as it leaps across from
one tall stack of cargo containers to another.

This is the "ghostVofGredig Harper. As the group might already
guess, this is the scene of his suicide. The adventurers are free to
try to coax additional information from him, but the referee should
liberally call for interpersonal task rolls involving Liaison.
Harper knows much, including the Ottem's erratic ability to
project images across time. He kept the artifact hidden in the
forward turret. Unfortunately, during his last voyage, the forward
turret was sheered away by a failure in the jump field. With the
Ottem lost, he had no meansof recovering from impending financial
ruin.
The ship captain will express deep regrets for his theft. He even
thought often of trying to return the Ottem to the Chirpers. But he
would nevergive ittothe Zhodani. He isconvinced that the Zhodani
would not return the artifact until afterthey determined if it could be
used against the Imperium.
At some point, Harper will select a large key from a key ring,
adorned by agreen thong. Inserting it into the control panel, he will
then engage the overrides so as to jettison himself. Flashing
warning lights and klaxons will come on.
At this point, rush the PCs for their actions. The characters can
open the hatch in an attemptto stop Harper. The hatch is not locked
unless they have the captain's keys. Harper will try to interrupt the
first character to come at him. Even if he fails, the adventurers are
still powerless since everything they see in the air lock is a
projection.
A clearly displayed, five-second countdown will commence. All
characters in the air lock must rolltheir Dexterity or less on 2D toget
out in time. At the end of the countdown, the outer hatch will spring
aside. The air will scream out, sucking Harper into space. However,
the characters will feel no wind at all, regardless of whetherthey got
out in time. In the next round, the interior of the air lock will again be
dark, with the outer hatch securely closed.

Thereafter, describe the sounds of snarling and the movements
of a heavy creature somewhere above. It will continue to move
along the tops of the cargo containers. When the characters
succeed in finding the creature again, read the following.

The Loreans Ecliptic has two turrets, but no forward turret. This
hardpoint was simply capped over after it was lost. But when the
characters find it, they will see a normal turret access hatch, locked

GARGO
Cargo (A-B Ni)
Computers
~adibactiveore
Writings (paper)
Raw hydrocarbons
Nitrogen compounds
Electronic parts
Special alloys
Spices
Raw crystals
Tools
Incidental (coffin)
Reserved (high psg)

FEST
Quantity
13 tons
14 tons
15 tons
11 tons
11 tons
7 tons
8 tons
7 tons
8 tons
11 tons
2 tons
22 tons

Cost
Cr3100

As the characters explore the cargo hold, call for the following
task.
To spot the boarder as he leaps:
Difficult, Recon, Int (fateful, unskilled OK).
Referee:This task is Routine for someone using a psionic shield
or electronicvisual aid. Pass the following information to those who
succeeded in their roll.
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and sealed. T h e group may well overlook this.
In fact, this is a "ghost" of the turret hatch, permanent since the
Ecliptic's entry into jump. However, it is a bit more than a mere
projection, since it can actually be touched and felt. Characters
using a psionic shield will still see only a hardpoint cap, and their
hands will p a s s through the hatch image. Although unshielded
characters c a n touch the hatch, they cannot manipulate it. Cutting
tools and explosives will do no good.
There is, however, a prominent key opening in the center of the
hatch. The necessary key is still on the captain's key ring, which is
the same one Harper used to override the air lock safeties. This will
unseal the hatch.
Unshielded characters may open the hatch and look inside to
see the interior of the weapons turret. Shielded characters will still
see only a c a p . If shielded characters enter, those who remain
unshielded will see their fellows disappear from their sight as each
passes through the opening.
The situation created here by the Ottem is extremely dangerous
to characters in the turret. Should one decide to put on and activate
a psi-helm while inside, he will vanish forever.
Exploring t h e turret, the characters will discover that it is not

conventional. Equipped with a single pulse laser, it doubles as a
one-person escape pod. Characters get their normal search roll,
butthe first success is apouch of diamonds (Cr50,OOO). Only if they
continue the search and make a second successful search roll will
they find the Ottem.
At first impression, the Ottem will look like a 10-centimeterdiameter chunkof marbled glass that was recovered from aflaming
wreck. One surface is rippled, another area smooth, another
impressed flat with a dimpled pattern, and so on. It has an oddly
tapered stem, and a deep hole is pressed at right angles from that.
Note that Tlinjatl will probably make her last appearance at this
time if the referee is using her in this adventure. Of course, she will
not obstructthe characters, but afinal encounterwith otherboarders
might make for an exciting climax to the adventure. As soon as the
Ottem is brought through the gate to the players'ship, all gates to
the Eclipficwill begin to oscillate. The gates will then vanish after 60
seconds. Any boarders still on the Loreans Ecliptic will be marooned on a ship doomed for oblivion. C2
Formore information on fheAbyss Riff,see "Lost Treasure Ships
of the Abyss Riff"by Michael R. Mkesh in Challenge 44.
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theirdonations. As time went on, he insisted
the donations become larger and larger. In
addition to gold, objects of great value were
given (sometimes unwillingly), including a
set of scrolls drawn by lyrairis, the great
airship builder.
Eventually, the villages could give no
more. Marllyr, not believing the villages'
claims of poverty, had the airship in the
lyrairisian scrolls built.
It was a fantastic warship, and Marllyr
wanted to use it to raid the villages that
resisted him and to extend the range of his
greed to cities as faraway as ProteiandPoPoo-Hanna-Kitai.
The day the ship was completed, a terrible sickness fell on the temple. Nearly aN
thepriests were stricken withpain andsores.
Marllyr was the most sick, but he insistedon
planning a raid using the warship he had
built. But on the day he was supposed to
leave on the raid, he fell to the ground and
died.
On the spot in the central square where
Marllyr fell, a tree began to grow. As it
matured, it grew to become a tall twisted
mass of slick, black branches. All around
the trunk were knots which bore the likeness of Marllyr and his loyal priests (those
who had also fallen ill and eventually died).
Everyone who died of the sickness appeared on the tree, which we named the
Tree of Souls.
The remaining priests of Toris reformed
the church, and throughout the centuries
have honored the power that killed the
greedy and malicious Marllyr and his priests.
o u r church at Torisnak protects the wealth
stored in the mountain ternple, for we believe that anyone who has thegreed to try to
remove anything from the vaults which have
remained sealed for centuries will die a
horrible death from the curse of the Tree of
Souls. And we do not want to see anyone,
even the Belgians, die that way.
lyrairis' Ship: If asked, Linwaik will explain that the ship was taken apart and
stored in the temple's main vault. If questioned further, he will say that all of the parts
of the ship should still be intact and that the
ship could be reconstructed and restored to
its original condition.

ACCEPTmCE
If the player characters agree to help the
church of Torisna, Linwaik will promise to
allow them access to the vault for research
purposes if they, in turn, agree not to take
anything from it.
Linwaik will offerthe characters the use of
the church's screw galley (similar to the
Small Bird class), which is unarmed. If the
characters have a ship of their own and
want to use it instead, Linwaik will ride with
them, leaving the screw galley in the city
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where he met the characters. He will ask if
his acolytes can travel with him.

JOURPaEU
Torisnak is located about 400 miles north
of Copratia. If the characters take the
church's screw galley, thetrip will take about
two days after the group reaches Copratia
(or Melas).The referee should calculate the
travel time to Copratia based on the city
from which he begins the adventure (the
ship's best speed is 200 miles a day).
Until the character's ship reaches the
mountain Torisnak is built on, there will only
be the standard hazards of air travel as
described in the Space: 1889 rule book
(page 119). The referee may wish to run a
diversionary encounter if a longer playing
time for this scenario is desired.

ARRIVAL
The characters seethe mountain Torisnak
is built on from many miles away. But thick
fog and clouds prevent a clear picture.
As the characters close with the mountain, examining it with binoculars will reveal
the following:
The temple hugs the top of a tall, steep
mountain. Much of the ternple seems to
have been carvedout of the mountain, with
little outside construction visible through the
clinging vapors which oddly seem to persist
in this area of Mars.
The only temple structure which is clearly
visible is a large wall, which probably surrounds an open air courtyard of some sort.
Further down the mountain, an airship flying
the flag of Belgium can be seen, anchored
to docks set into the mountain.

Fal1ing:Thetemple issurrounded by mist
which makes its every surface wet and slick.
Any characters participating in combat or
making other sudden moves along the dock
risk slipping. To avoid slipping is a Moderate
Agility task. If acharacterslips off the docks,
he will fall about 1 0 feet to the mountain
belowthedocks, then slideafewfeet,coming
to rest 15 feet below the docks. The fall will
not seriously injure a healthy character, but
he will have to make his way back up. The
other characters can lower ropes to the
stranded character, but none are available
(the ship's mooring lines are being used to
hold the shipto the dock). Extra rope can be
found if a character succeeds in a quick roll
against his Intellect (he remembers seeing
where some is stored).
If no rope is available, the character who
fell can climb back up the mountain face ( a
Moderate Wilderness Travel (mountaineering) task or a Difficult Agility task). Failure
means the character has slipped-have
him make a quick roll against Agility. Failure
here indicates that the character falls back
to where he started climbing, taking one
wound in the process.

SURPRISE P m T U

Waiting for the characters in the room
beyond the docking courtyard is a group of
six Hill Martians, each hiding behind stone
chests. These Martians will surprise the
PCs unless the characters have been taking sufficient precautions. The chests serve
as hard cover (+3 to missile saving throws
while behind them). When the characters
enter the room, the Martians will attempt to
take them prisoner. Two of the Martians
speak choppy English. They are all armed
with bolt-action rifles.
To capture the player characters without
From a distance, it's difficult to determine
whether any people remain on board the wounding them,the Martians will throwthree
Belgian airship. To see if anyone is on board large nets which are 10 feet in diameter. To
is a Formidable Observation task. If suc- entangle the characters is a Moderate
cessful, the character will conclude that the Throwing task. To dodge the net requires a
ship appears to be empty.
successful Moderate Observation taskat-1
As the characters' vessel closes on the to Observation skill level (to notice in time to
temple, Linwaik will comment that no one is at dodge) combined with adodge action (quick
the watch towers, nor is there any of the usual roll against Agility). Success at both rolls
activity along the courtyard wall. This worries means thecharacter has thrown himself out
him. H the characters listen, they will not hear of the way of the net. To break free of the net
any gunfire or sounds of an attack (whichthey once it entangles a character requires sucwould in all likelihood be able to hear from this cess at an Impossible Strength task. Chardistance, if afirefight were occurring).
acters who are entangled can still try to fire
(but not melee). It will take them 1 D6 turns
after making a successful quick roll against
DOCKING
Threemoaring spacesareset intothe moun- their Agility to ready a pistol (if they don't
tain. The Belgian ship is do&& in the middle have one drawn); no rifles may be drawn
one. Four people are needed to dock the ship now.
(at least two on the ship and two on the dock).
They will then be at -1 to their skill level
It is possible to steer the shipclose enough to a for purposes of firing, in addition to other
dockfor some player characters to jumpoff and modifiers.The referee may require entangled
tie up the ship. As the ship docks, there will be characters who are firing make rolls to
no interference from the temple. No one is on maintain balance, avoid further penalties to
board the Belgian ship.
hit, etc. as the Martians holding the nets will

type latch. If thecharacterswantto breakthe
doors down, it will require atotal Strength of
8 andasuccessfuI ImpossibleStrengthtask.
Unfortunately, the door is only three feet
wide, so only two characters can put their
shoulders to the door at once.
Small, three-inch-diameter holes are cut
at eye level into all of the doors. The windows are rectangular, measuring only three
inches high and four feet wide. The rooms
the characters and Linwaik are placed in
have been cleared of all objects. Other
rooms contain only a bed, table, chair, and
tapestry depicting the Tree of Souls (a dif-

ferent view in each room). The beds are too
fragile to make useful battering rams.
Company: In additionto their party,the PCs
will discover that Belgian prisoners are being
held as well. The Belgian prisoners'voices will
carryfromtheoppositeendofthe hallfacingthe
courtyard. RanyofthecharactersspeakFrench,
they may overhear enough conversation and,
after one or two successful Linguistics rolls,
deduce the following:
@Allthe priests who occupied thetemple
were killed by the Belgians and the Martian
mercenary force.
@Afterthepriests were killed, the merce-

naries betrayed the Belgians, killing half of
them (nine are left).
@ These mercenaries plan to raid the
temple for themselves and use the monies
to fight the humans on Mars.
@ Some of the Martians believe in the
curse of the Tree of Souls.
e The Belgians do not have a plan of
escape.

MORNING
The characters will be rudely wakened
when five Martian mercenaries, each armed
with rifles, enter the room and drag out two
of the stronqest
- lookinq- characters. Those
two characters will be taken to the courtyard, given axes, and instructed in broken
English tochopdowntheTreeof Souls. If no
one has previously noticed the disturbing
knots on the tree, they will see them now.
When thecharacterstry to chopdownthe
tree, their efforts will have no effect on the
surface of the tree-as if they where chopping into iron or rock. The mercenaries will
not seem deterred by this and will make the
characters continue their efforts. This is
tiring and bone-jarring work (not to mention
being irritatingly and eerily futile), but the
mercenaries will force the characters to
continue untilthey areobviously exhausted.
The entire spectacle can be observed by
the remaining PCs in their room through its
narrow window.

MIDDAY
By the time the two PCs are finally allowed to cease hacking at the Tree, it will be
midday. Just as they stop, they will hear a
terrible moaning sound throughout the
temple, creaking up almost through itsfoundation and the courtyard's flagstones. The
Martian mercenaries look slightly concerned
(and a couple are obviously afraid), but as a
group, they will remain calm.
Linwaik (in the room with the characters) will
turn white at the noise, and with some agitation,
he will relate the following.
The tree is mourning for those who have
tried to harm it. Its wail will call the bilairs
down to the temple from the surrounding
mountains. The bilairs serve the tree. No
oneknows how, but they know to killanyone
who's not a priest. I-/ don't think you humans are in danger.
The bilairs are merciless and, according
to legend, impossible to kill.
They'll come in a huge swarm. Legends
tell of a time in ancient days when the bilairs
appeared just as the Sun was rising. The
sound of their wings could be heard long
before they were seen. The hum was so
loud that the priests of the temple could not
hear each other speak.
When they appeared, there were hundreds of thousands of them-so many that
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Explore the universe envisioned
in the classic writings of H.G. Wells
and Jules Verne: wFere outer space
is filled with "ether" that can be
negotiated with modified sailing
ships; and Mars, Venus and the
Moon are inhabited by strange,
sometimes hostile creatlres.
Control five characters, endowed
with special sl<ills and abilities
you've selected, as they pursue an
elusive, advanced alien race. Visit
the canals of Mars, the dangerous
s w a m p s o f Venus a n d t h e
mysterious underground caverns of

with historical accuracv - is r i ~ e
for exnloration and- rife with
intrigue', as you search for King
Tut's tomb, visit the ruins of a
Mayan city - perhaps even find
the lost city of Atlantis!
Standine
u in vour wav are corrunt
cermanconspirator< a radi&,l
Martian religious cult, and the
a w e s o m e intelligence o f an
advanced alien race - that doesn't
want to be found.
The limited technology of the
Victorian Age and the infinite
mysteries of outer space. Who says

I
I

firefights -in space and on planet surfaces.
And vou'll control everv move thev
1
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piloting a starship to negotiating with
tradesmen, customs officials and other
personalities, you determine each of your
character's actions, all the time.
With over 25 worlds to explore,
hundreds of fascinating characters to meet,
and dozens of plots and sub~lots,
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they blotted out the Sun, casting a moving
shadow over the entire mountain. They
swarmed around the temple, their screeching and the hum of their wings producing a
deafness which persisted for hours after
they had finished their grisly task.

Shortly after Linwaik stops talking, the
characters will hear a low humming noise
which is getting louder. The mercenaries'
fear is much morevisible when they hearthe
humming, although they do stay relatively
calm and turn their eyes to the sky. One
mercenary begins shaking, starting with his
hands, then arms, then his whole body.
Finally, as the humming slowly, but steadily,
increases, he breaks and runs for a courtyard door, throwing it open and bolting inside. The PCscan hear hisfootstepspounding in counterpoint to the humming, which
has grown to a throbbing and seems to
almost occupy the PCs' skulls.
In five minutes, the bilairs appear. At that
point, allthe Martianswill panic. Theones in the
courtyard with riiles begin shooting wildly until
their ammo runs out or they are killed. Martians
without riiles will run out of the courtyard and
onto the docks, where they try to take refuge in
the Belgians' ship, hoping the armor will protect
them. Oneofthe Martianmercenarieswill letthe
Belgians free, knowing that only the Belgians
can pilot their airship away from the temple.
During the attack, the characters in the
courtyard will miracuiously not be harmed. If
they make their way back into the temple,
opening doors other than the ones the panicked Martian has already left gaping will
allow more bilairs into the temple, where
they will attackthe Martians inside. Asone of
the PCs fleeing the courtyard turns an interior corner, he will encounter the remains of
the merc being worried by two bilairs, one of
which will look up and almost through the
PC, as if dismissing him as inconsequential,
before returning to its meal.

MTIERmTSHt

If the player characters notice their return
from the courtyard, they will have 10 minutes to prepare.
The Belgians will dock hurriedly, tieing only
one line to the dock. They will then go to the
courtyardandtothevautt,thinking it unguarded.
Because of their haste, only fiveof the Belgians
will take their weapons with them. The Belgian
force is composed of four Experiencedand f ive
Trained soldier stock NPCs armed with light
revolvers and cutlasses.
If the player characters do not offer any
resistance, the Belgians will open the vault
themselves. If the player characters ambush the Belgians, the five with pistols will
fight whilethe other Belgians run backtothe
ship to get their forgotten weapons (light
revolvers and cutlasses).
If the Belgians defeat the characters,
they will place them in an undamaged stateroom; the referee will have to improvise a
"prison breakepisode. If the Belgians badly
fail a morale roll, they will retreat onto the
airship (a Small Bird type), cast off, and
leave. However, at least four must be alive
forthem tocontrol theshipvery well. If fewer
than four are left, they may surrender to
anyone who makes them the offer (especially military officers), or run down the
mountain to the farm.

VAkTkT
The door to the vault, made of the same
material as the stateroom doors, is not
locked. However, it is a foot thick, six feet
wide, heavy, slippery, and stuck! Opening it
will take a combined Strength of 15. Luckily,
the handle to the door is large, enabling four
characters to work at once.
Whenthedooropens, aloud crackingsound,
like a sharp gun report, comes from the tree
behind the characters, but nothing about the
tree appears to have changed.
The wallsof the antechamber beyond the
vault door are lined with tapestries depicting
previous high priests of Torisna. In the dim
light, their slightly dusty muntenancesseem
ghostly. Just inside and beside the doorway
are five lanterns. Covered urns of oil sit next
to them, along with slightly damp lighting
materials (a PC's matches might work better). Along the floor are several urns containing incense sticks.
The stairway in the antechamber descends 50 feet.

It will take the bilairs about 10 minutes to
kill all the Martian mercenaries.
Presumably, the characters will be using
the attack to escape the mercenaries and
freetheirfriends.Afterthe mercenaries have
been killed, the bilairs will fly off, leaving the
humans and Linwaik.
If the player characters want to leave the
temple, Linwaik will remind them that the
vault is now unguarded and can be opened
The door at the bottom of the spiral stairfor the research he promised the characters case is like the door to the staterooms, but
they could perform.
is not equipped with any kind of latch and
Belgians Return: The Belgians left the will swing open easily. When the characters
temple when freed by the mercenary, and as open the door, cold air will pour from the
the bilairsfly away, the Belgian airshipleaves room beyond. The air inside is just above
the docks. But when the Belgians see that freezing. The mist which persists around
the bilairs have left, they wilt return ,thinking (and within)Torisnak will thicken perceptibly
the player characters have also been killed. as the door is opened.

Inside the vault, the characters see the
chests. The center holds a pile of disintegrated wood, and amidst the pile are a few
metal instruments which have survived the
ages. Curled into a tube on top of the pile is
a large scroll of ageless paper, held together
with a brittle ribbon, which details the construction of lyrairis' ship.
The metal instruments are largely unassembled and are essentially without value unless reassembled usingthe ageless scroll as a
guide. If the characters reassemble the ship,
they will find that the instruments are navigational instruments for space travel (if they succeed at a Formidable Science task roll due to
the weirdconfigurationof theinstruments).This
is an astonishing discovery, as it had been
previously thought that Martians did not have
the technology to travel in space. (The instruments were actually a mystery to even lyrairis,
as they are an artifact which was uncountably
ancient when even he was alive. They are a
remnant of the intelligent humanoid race which
existed on Mars previous to the current Martian
races. For more information on this race, see
Beastmen of Whrs.)
The chests sitting along the wall are full of
Martian gold, minted in hundreds of places,
the heads of long-dead princes adorning
each coin. The chests around the wood pile
are full of scrolls and texts, all made of
ageless paper. Linwaik will point out three
chestscontaining artifacts madeof precious
metals (on Mars any metal is precious).
There are equal amounts of brass, copper,
tin and even lead, along with gold and silver,
plus a variety of gems.
The chest marked 1 on the map contains
wriien histories ofthe Seldon Empire which will
answermanyunansweredquestions historians
have. Chest 2 contains maps showing locations of ancient water pumping stations, which
are complete mysteries to human technology.
Chest 3 contains several books detailing Martian religions across the globe.
All of the chests weigh 200 pounds withouttheir contents. The chests with gold and
artifactsare extremely heavy,weighing about
500 pounds.

When the characters open chest 3, a
faintly glowing mist will riseout of the chest.
As they watch, it slowly takes the form of a
Martian high priest of Torisna. Linwaik, making motions with his hands obviously intended to avert evil, will identify it as the
likeness of the cursed Marllyr.
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and moan loudly. If the characters pounce
on Marllyranddestroy his body (hauling him
out into the stairway, holding him down, and
setting him on fire is one possibility), the
Thank you for freeing my body. It's been powers heevoked in the incantation will still
contained in this chest for centuries, waiting take effect, although his evil presence will
to b e let out. Tell m e what manner of crea- have exited the scene. The characters may
then have time to complete their inspection
ture you are.
of the vault before fleeing or being attacked.
Science Deswesto Know: Since Linwaik
After the PCs have explained who they
are, Marllyrwill identify himself andcontinue: will not allow anythingto be takenfrom the vauk,
the characters will have to copy any of the
Now that my body is free, i must ask you scrollsthey want to keep. Getting tothe airship
for another favor so that it can bejoined with from the lower level of the vault will take a few
my soul. Iwouldask thatone ofyou surrender minutes--how manydependsonhow burdened
your body to me, so that / can use it to the characters are (with equipment or fallen
perform a ceremony to free myself from the companions). At least five minutes is recomTree of Souls. It is a painless matter, and will mended; add tothis as is seen fit. Copying one
last only an hour, I need a healthy body to scroll will take at least 30 minutes (for a poor
copy in optimal time).
perform the ceremony."
Dead Rise: tf the characters get to the
Actually, Marllyr needs any body that has a courtyard before the first 10 minutes have
soul. (His doesn't at the moment-it's in the passed, they will notice that all of the Martians
Tree. Or at least, he believes it's in the Tree.) If are squirming and moaning, even the ones that
one of the characters decides to "lend" Marllyr were horribly mutilated during the bilair attack.
his body, Marllyr will tell him to lie down. Marllyr There isn't anything they can do to stop this
will then attempt to killthe selectedcharacter by (otherthanfurther mutilatingthe Martian bodies
stabbing him through the heart with the dagger sothey are unabletomoanorsquirm-amessy
he carries at his side, but since Marllyr's body is and squeamish business). After 10 minutes
sofragile, hewill notbeabletopersist intheface (but before 20), the zombies will actively fight
of any physicalresistance. If heisshot,thebullet backagainstanyonetrying toNlaythemto rest,"
will do no damage other than to knock him and will also try to grab onto PCs to pull themback--he can't be killed as he is dead already selves upright. The Martian zombies will not
After being thwarted from killing one of attack the PCs.
Once the 20 minutes have passed, the
the player characters, or if no one accepts
his request for a loaner body, Marllyr will reborn Martians will march down to the
lower level of the vault as if drawn by an
speak the following:
irresistibleforce.Asthey walk, what is left of
It is foolish not to submit to my demands. I their faces bear a lonely, lost look. Their
command f o m s which couM kill you a'l if I eyes are dull and sunken, and they moan
wanted. I'lltakeoneofyourbodies nowbyforce! softly as they shuffle toward the vault.
Traffic Jam: The circular stairway presents
At this point Marllyr will start to speak an a problem for the Martian zombies. As they go
incantation. Linwaikcannot identify it otherthan down (stumble, shuffle, creep), it becomes
to say it's a ritual involving the dead. The progressively difficult for them to stay on their
incantation is short--only one sentenceand feet. Eventually, some of them fall. This blocks
Marllyr will repeat it as many times as he can. If theother Martianstrying toget down. Not really
the characters want to prevent him from ac- knowing what to do, the obstructed Martians
complishing whatever it is he istryingto do, they just stand where they are (unless provoked
will have to do it before he completes the first from the rear) and moan loudly until something
sentence. They probably won't be able to suc- happens to clear the way.
It will be impossible for any of the player
ceed, as by the time they ask Linwaik what
Marllyr is doing, he will have spoken the incan- characters to get upor down the stairs while
the Martian zcmbies are on the staircase.
tation at least once.
The best thing they can do is help the ones
who have fallen to clear the path. If the
D M K GAVmRY
The incantation is a spell to animate the player characters allow all the zombies to
dead Martian mercenaries. After he speaks collect in thevault, the stairway will be clear,
the first sentence of the incantation, the and they can leave.
Dilemma: The characters will have to
dead Martians will begin to move. The more
times he repeatstheincantation,thequicker makesomechoices. If they wanttocopythe
the results will be. It will take 10 minutes for scrolls, they will not have time to do so
the bodies to become partially animated before the zombies start down the stairway
(they can crawl and grab at nearby char- and block it. If they decide totake the scrolls,
acters) and 20 minutes for them to become Linwaik will protest. If the player characters
totally animated. Until then, they will squirm insist, Linwaik will make every effort to de-

Marllyr will coalesce until he takes on a
relatively solid form. At that time he will
speak the following:
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stroy all the scrolls he can, either right there
or later. If the zombies get to the vault'sfinal
chamber and hear Marllyr's orders (see
below), the characters will have to leave the
temple to avoid death.
The best optionthe characters can pursue is
todelaythe zombies whilethey copy thescrolls.
Some delay can be created by having some
PCsexittothecourtyardand putsomezombies
to rest early on. The biggest benefit could come
from strategic use of (or creation of) the traffic
jam on the stairway. When the scrolls are
copied, the PCs can let the zombies into the
vault and [eave the temple while the undead
shuffle by.
Further Complication: When the Martian zombies arrive at the final chamber,
Marllyr (if his body has not been destroyed)
will command them to kill the humans, and
they will attack. The reborn Martians are
easy to defeat-their threat lies in their
numbers. The zombies could conceivably
wearthe PCsout, especially if some of them
have been wounded previously.
Likebeforetheydied,the Martiansareruthless
and will fight until they can fight no more. (They
can take three wounds before they cease
fighting. At the referee's option, a shot to the
head---for a reduced chance to hit-may irnmediately take one out.) All their attributes and
skills are reduced by two. (While in the zombie
state, they cannot think at a high level and can
just barely comprehendlanguage.Theycannot
form any words, but instead only moan
ceaselessly and unintelligibly.)

TNWmTED
If Marllyr's body was previously destroyed
(orwhenthezombiesaredestroyed), a howling
noiserisesthroughthestonesofthetempleand
up through the courtyard. Wind whips briefly
around thecourtyard(orthroughthe hallsofthe
temple, if the PCs are still there), tearing at loose
clothing and items of equipment (like scrolls).
Then the sound abruptly ceases. An uncanny
quiet reigns. If Marllyr was not previously destroyed, his body glows briefly, seeming to
swell, then explodes soundlessly into blackness, leaving the air full of foul-smelling dust.
If the PCs carry anything out of the vault,
the referee will have to decide whether the
curse of theTree of Souls carries its legendary weight, and what form it might take.
The PCs should receive two to three experience points, and one close combat point if
appropriate. Linwaik will allow them to take (or
arrange to come back for) the Belgians' airship
as a partial reward for helping him (if it is still
here). The characters may gain renown points
in Heroism, Scientific Achievement (especially
if they recoveredacopy of the lyrairisian scroll),
andlor Exploration.Although the PCs might sell
their story to a newspaper, most would not
believethe more fantasticaspectsof the experience. However, goad money might be made
in turning the experience into a novel. Q

QUAD CON '90, October 12-14 at Palmer
Auditorium, 1000 Brady St., Davenport, IA,
sponsored by The Riverbend Garners Club
and The Game Emporium. This year's
convention will be the fifth annual event.
Scheduled are a variety of roleplaying
games, including AD&D, BattleTech, Callof
Cthulhu, Champions, Marvel Heroes,
Shadovcrun,and others. Plus historical and
computer games, a silent auction, dealers'
room, and miniatures painting competition.
Send a SASE to Quad Con, The Game Emporium, 3213 23rd Ave., Moline, IL, 61265.

games, roleplaying games (including several RPGA events), and a costume parade.
Write CANCON, GPO Box 1016, Canberra
City, ACT, 2601, AUSTRALIA.

PMIRIE CON 13,February 8-10,1991, in
Brandon MB, CANADA. Brandon's 13thannual
game convention will feature AD8D second
edition, Champions, GURPS Supers, Cyberpunk, Magic and Space, Shadowrun, Squad
Leadec StarfleetBatfles, Warhmmer40,000,
and more. Write to Prairie Con, PO E)ox 1731,
Brandon MB, R7A 6J3, CANADA.

GAMEMASTER '90, October 20 in the
Student Unionof BoiseStateUniversityinBoise,
Idaho.Tournamentswill include~ a T r a v e l l e r ,
AD&D, Car Wars, Warhammer, Battletech,
GURPS, Star Trek RPG, Star Fleet Battles,
Marvel Super Heroes, Champions, and Star
Wars RPG, plus a Total Recall adventure.
Contact The Gamemasters Guild, 1511
Bergeson, Boise, ID 83706.

ICI-Fl FREE-STYLE ROLE-PLAY B H D W T L R G A M E S

Announcements must be sent in a
minimum of four months before a convention takes place. Challenge is not
responsible for errors in convention announcemenfs. Write to Challenge Conventions, PO Box 1646, Bloomington, lL
61702-1646 USA.

With IHC's ROC0 Minitanks,
Half the Battle's Won!
You can't beat the realism you can achieve when
you use ROC0 Min~tanksin your mil~taryscene
Modeled In 1 87 scale, they are complete and ready
weather~ngfor more real~sm

STAR CON '90, October 26-28 in the
Americano's Center in Menasha, WI,
sponsored by Star Base Alpha. For more
information, contact Star Con '90, 1112 N.
Lake St., Neenah, WI 54956.
COMMAND.CONTOO, October 27 atthe
St. Louis Community College at Forest Park
campus cafeteria. Events will include RPGA
networkAD&Dgames, RPGs, boardgames,
miniatures battles and the SAGA game
auction. Write to Command.Con Too, PO
Box 9107, St. Louis, MO 63117.
GAELCON '90, October 27-29 in Dublin,
Ireland. Wailed as Ireland's largest convention,
the gathering will include historical and roleplaying games, plus several shops. Write to
Gaelcon '90, Riverside Center 8, Sir John
Rogermn's Quay, Dublin 2, IRELAND.
ROCK-CON XVll GAME FAIR, November 3-4 at the Rockford Lutheran High
School in Rockford, IL. Special guests include Jim Ward, Tom Wham, and Lou
Zocchi. The convention features historical,
fantasy, and boardgaming events covering
the entire spectrum of adventure gaming,
plus an auction, dealer area, and various
RPGA events. The RPGA and Black Hawk
Distributors will sponsor the Don Snow Memorial AD&D Tournament. Write to RockCon Game Fair, 14225 Hansberry Road,
Rockton, IL 61 072.
CANCON '91, January 26-28, 1991, at
the University of Canberra, ACT, AUSTRALIA. Hailed as Australia's biggest convention, the event will feature special guest Jean
Rabe. Scheduled are miniatures, board-

Battle Born RPG
$4.95
Designing Sci-Fi Scenarios
$4.95
Encounters Sci-Fi Scenarios $5.95
BETTER GAMES, ad code CH
PO Box 11424 Burbank, CA 91510
Ca Res add 6 1/2 % sales tax
Fantasy Prodqcts as well, write for catalog.

Send $3 98 for 64 page Color Catalog & Price List
Send cert~fiedcheck MO, MC or Visa (supply card no
exp date & signature)for prompt s r v r e

international

,ept

I-CHL

Phila, PA 19134 USA

DEALER INQUIRES WELCOME

II Quest
GAMES

P.O. BOX 4402
CLIFTON, NEW JERSEY 07012
(201) 365-401 9

ANNOUNCES THE OPENING OF A NEW GAMING STORE LOCATED AT:
35 Montgomery St., Clifton, NJ 07011
(201) 478-2394
Hrs: Fri. 4-8 pm - Sat. 11-7 - Sun 12-4
(Inside The Recon Co.)

*
*
0

DISCOUNTS ON NEW GAMES FROM: TSR, GDW. GAMES WORKSHOP, STEVE JACKSON.
CHAOSIUM. COLUMBIA, FANTASY GAMES. FASA. HERO. IRON CROWN, LEADING EDGE. MAYFAIR.
NOVA. PALLADIUM, TASK FORCE. AVALON HILL. VICTORY. WEST END AND MORE
WE HAVE OUT-OF-PRINT GAMES FROM: S.P.I., G.D.W., O.S.G., BATTLELINE. YAQUINTO. INTERNATIONAL TEAM. AVALON HILL. WEST END MORE.
SPORTS GAMES AND GENERAL INTEREST GAMES
MAGAZINES FROM: THE DRAGON, DUNGEON, WHITE WOLF. GATEWAYS. SPACE GAMER.
CHALLANGE, BATTLETECH, ANIMAG. WHITE DWARF & AUTO DUEL QUARTERLY NEW AND OUTOF-PRINT.
MINIATURES FROM: CITADEL, RAL PARTHA & GRENADIER.
WE SPECIALIZE IN OVERSEAS SHIPMENTS
FOR HISTORICAL GAMES ASK FOR A CATALOG FROM
OUR AFFILIATE:

SEND FOR A FREE CATALOG

RECoN CO.
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Richard S. McEnroe
We were exceeding the speed of light in
downtown Cairo, Illinois. Either that, or the
diagnostics software had crashed again.
Danny andcenovich weretrying to figure out
which, worshipping on their knees before the
guttednavwnsole, offering arcane invocations
from the faded, crack-spined manuals and
circuit diagrams in merry contradiction to each
other. The noise and the lack of results had
Master Chief Drinkwinepaying rigidattentionto
his engineering displays, but so far my instructions to let ourshake 'n'bakeensigns learn from
their mistakes were holding-although he was
undoubtedly cursing the call-up clause in his
retirementpapers. it was safe enough,anyway
Therejust wasn'tmuch troubleoutherepastthe
obit of Mars for even a halfway-rebuilt yard
queen like Vigilant to get into.
At least that's what I thought then.
Thesecurechannelprintoutcameto life with
a squealofprotestfrom the wornplaten,bringing

Danny and Cenovich up out of their argument
with a look on their faces like a couple of
jadclighted deer. By the time they got done
looking at each other to see who was going to
handle it, Drinkwine was tearing the printout off
the receiver and running it through decrypt.
I watched his back stiffen as he read the
clean copy. His expression didn't reassure
me as he turned and handed me the form, a
standard ASF operations order:

CEPT/IDENTIFYINBOUND BOGEYNEG LFF
NEG COh4MO//LASTREPORTPT,UTON GAVE
VLSUAL ID BOGEY AS FRENCH COMMERCIAL,C~RPROSPE~(ANJOU-CLASS)
AND DISPATCH OF BOARDING PAF?IYl/NO
mTRTHER TRAFFIC//IFF INDICATES
ERRATIC COURSE VICINlTY LAST REPORTED COORDS BOGEYRROSPERITE
TRANSJOVIAN SPACE//

MISSION
OPORD ASF 627131 MAY 011631 HRS ZULU1
VIGILANTWILLLOCATENERlFYSTAWS
LUNA/SOU/
PLUTON AND B O G ~ R R O S P E ~ I M ~
WILL REPORT STATUS SAME ASFI
BACKGROUND
OQCAND ACT PER SITUATIONAND SUBSE1. USS VIGILANT (PC-12) ATTACHED QUENT ORDERS11
OPCON ORBITAL QUAFWVTINE COMMAND
FOR lAMlTI3D OPERATIONS//
EXECUTION
2. OQC REPORTS LOST CONTACT WmFN
1.OQC REGS TO SUPERSEDE ASF RULES
PLUToN (ACONIT-CLASS FFG) 1130 HRS OF ENGAGEMENT WHERE RELEVANT11
ZULUTHIS DATEf/PLUToNMISSION INTER2.AMEND~NT(ONETIME)TOOCSREGS:

--
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WORLl) \\v\R 111:

Twilight: 2000 traces the downward spiral in Europe as regional and
ethnicconflict plunge the world into devastation. Inthe ruinsof civilization, the adventures are fast and
furious. The prize is survival, and maybe, just maybe, a safe place to spend the night.

CIIAIIACTIIII BIINIIRI~'I'IO~\T:

A

Twilight: 2000 calls for die rolli
only for basic attributes (players can opt for a point purchase system instead). Prior
career entries are based on minimum attribute scores.
Many Character Types: Character generation includes most nationalities and many nonmilitary backgrounds.
Skills: Skills are based on 1-10 skill levels (instead of the ~revious1-100
skill levels). Skills are attribute based; impro;ement is b a s k on experience. Default skills are available to everyone.
-.&

(IORllglyr:

The Twilight: 2000 advanced combat system is
realistic, easy to play, and (above all) fun.

'B'~{I~\~IIL:

Twilight: 2000 covers travel in detail. Rules cover time scales, types of travel available, upkeep, and events. Travel as an introduction to encounters is also described, as are
vehicle maintenance, fuel, and repair.

n

liNC0IJNrrIIRS:

The new Twilight card
encounter system emphasizes clearly organized,
% easv-to-use, short encounters ~erfectfor a niaht's
gaming. ~ " l e scover the ~ w i l i ~card
h t format, &eating
your own Twilight cards, and administering encounters again and again.
Dangerous Environments: TheTwilight rulescover
radiation, disease, and battlefield contaminants.
Twilight Cards: FourtypicalTwilight card adventures are includedin the
Buildings: Eight typical (and recurring) building interiors are includedfor use in any number of situations:
bar, subway station, farmhouse, etc.
@

I$(bIJIIBWIINT:

Twilight: 2000 has expanded equipment coverage, with a more visual presentation and extensive illustrations. Vehicle statistics are based on up-to-date information and the latest
intelligence.

1

IIOLBI'LAYINB:

Referees responsibilities are spelled out in clear language. More material has
been added to help referees in their quest for fast, fun adventures.
Nonplayer characters are carefully defined, with instructions on administering their motivations, describing their characteristics, and playing out their actions.
Tasks have been expanded and clarified.
The adventures section gives detailed instructions on how to set them up and describe them.
Plus administering experience, the types of rewards to offer player characters (and how much), and motivating
ayers (and characters) to play out enjoyable adventures.

EIl\%l\ItI)OUS ENVIRONRR'IIIN'L'S:

he Twilight: 2000 environment has become more
colorful-it's a bigger, wilder, more threatening world out there. geferees can set adventures anywhere in
Europe with no additional material. Other areas where U.S. troops are stationed are similarlv treated: the
~ i d d l eEast, Far East, and the United States.
Background: The opening situation in Twilight: 2000 covers Poland, with background and details for a
"real" adventure with maps, NPCs, the works. It ends up in Krakow, with a lot of detailed coverage of the city.
Service Background: Military service details are included, with discussions of life in the service, definitions of weird terms (like MOPP, MOS, and klick), and explanations of what equipment is like and what a
typical character might have experienced.

a

The New
?!I

The bsxM set includes a 26313-page basic rule bmk, 20x28'' map of Europe, and blank forms.
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VIGlLANT
REPEAT
TO EXERCISE
TEF&UNAL OPTION WIO CLEARANCE ASFI
OQCII
3. VIGILANTWTAKEmNECESSARY
STEPSTO-MISSIONANDPRESERVE
SIEIPICREW

SUPPORT
NO F U R T m R SHIPYASSETS AVAILABLE
AT PRESENT//
CO
SIGNAL: PER SOP
Ilooked up at Drinkwine. "There's a nav
supplement attached, waiting fordownload,"
was allhe said. The 'God help us" was more
or less implied-and Iagreed with it. The
official wordage all boiled down to: "Something happened. We don't know what. Go
find out, and do something about it. Don't
overreact without orders, but do whatever
you have to do" (with the implicit "we can
always hangyou later'?. More good newswhatever had happened had happened to
an Aconit-class frigate, a ship at least as
goodas ours, in fullcommission andmanned
by experienced regulars.
I'd been standing stilltoo long. Ih k e dup at
Drinkwine and my clutch of ensigns. Tlanny,
reconfigurea mrkstation fornav: We Ytry toget
the main board up en route. Ceno, get off an
acknowledgementtoASFLuna Chief,beready
to download the nav supplement when we've
got a working station.
"People, we just went operational."

NATURE OF THE BEAST
This scenario is meantto be gamed along
the lines of 20th-century fiat screen critic
Joe Bob Briggs'famous horror moviedictum:
"Anyone can die at any time." Picture a
road-show company version of 2000 Maniacsbeing acted out aboard a 747 if you want
the spirit of the thing. As such, the referee
should strive to incorporate certain horror
traditions-the doofus who insists on going
off alone should meet a grisly end, the
macho types who want to tackle the maniacs head-on should find out they've bitten
off more than they can chew, the coward
who tries to abandon his companions to
their fate (or even betray them outright)
should run right into his own doom, etc.

CAST AND SET
The PCs are acrew of recently mobilized
American Space Force reservists. They are
refitting and recommissioning a mothballed
Virtue-class patrol cutter for rear echelon
duty along the American Arm to free up a
first-line warship for service with the
American forces participating in the Kafer
campaigns. The refit has been rough going-even the minimal upgrades provided
are proving difficult to integrate into the
cutter's worn and aging systems. It does not
help that the crew is fresh out of civvies and

either rusty or inexperienced. If the players
want to use previously generated characters,
balance out any excess experience by
makingthe remaining crewmember NPCs a
mix of 80% Green and 20% Experienced.
(Giventhe natureofthe scenario,the players
will probably want to generate some new
characters to whom they have less of an
emotional attachment-if you get my drift.)
The Virtue is an obsolescent class of insystem patrol cutter (PC). In original configuration, Virtue-class vessels mounted a
pair of dorsal and ventral (back and belly)
single laser turrets using the Hyde EA122
laser. For game purposes, treat Vigilant as
an Exeter-class system defense boat (from
Shipsofthe French Arm, pages32-33) with
the following modifications:
6~ Targeting computer + l .
The ship is unstreamlined.
@Theventral (belly) laserturret has been
replaced with a ParkeIEzrael submunitions
dispenser (see sidebar on page 57).
The ship is fitted with one Hyde Dynamics SIM-14 missile pack. However, the
pack only carries one missile; the othertwo
stations are taken up with test and diagnostic
hardware for the refit.
Refit "Difficulties": Vigilanfs refit is a
long way from complete.This could--clmon,
who're we kidding, this w i l k a u s e problems. On a roll of 1-2 on 1D6, the targeting
computer will crash, leaving the ship with
targeting computer-1.Computerskillonthe
part of gunners or engineers can be counted
as a +DM against a crash roll; Computer
skill or Electronicscan be counted as a+DM
to repair the glitch. Gunner skill still counts
as a normal DM in the event of a crash. If the
PCs try to fire their only SIM-14, it will
malfunction-big time. Once the missile
clears the launch cycle-as far as it's been
tested already-it will start to receive all
kinds of junk signals from the targeting
telemetry. For the results, role 1D6 on the
SIM-14 Firing Results Table.

SHM-14 FIRING R E S a T S
1
2
3
4
5
6

It takes off straight ahead, unguided.
It veers off "up" (shipboard perspective), unguided.
It veers off left, unguided.
It veers off right, unguided.
It veers off "down" (shipboard perspective), unguided.
It flies out a maximum of two hexes,
seemingly normally, then turns 180" and
heads straight back at Vgiiant-armed
and tracking. The missile controller can
abortldestrud the missile before laser
detonation on a roil of 3-6 on 1D6, with a
roll allowed once per hex moved by the
missile. Use Remote Operator skill as a
+DM. There is a -1 DM if the missile gets
into the Vigilant's hex; if it does, the missile will target Vgilantand detonate.

PLUTON

PXOSPEEITB

Once the PCs receive the mission, they
will proceed to locate Plutonand Prosperite.
If you want to game out the actual search
using the rulesfrom "Lone Wolf"(Challenge
33) and "Three Blind Mice" (Challenge 37),
remember that an approximate position is
known for the French ships, and it should
not be necessary to search more than a
limited area.
When Vigilant arrives in the appropriate
vicinity, the crew will find the Anjou-class
freighter Prosperite tumbling erratically at
All Stop (passive scan neutrino and IR
emissions, however, indicate that the ship is
still under power). One cargo hatch is open,
venting at least its hold to space. The spin
habitat is not rotating.
Prosperite will not respond to any communications attempts and will not react to
active sensor scans. Her nav sensors are
operating, but no visible attempt is being
made to stabilize the ship aside from some
seemingly random firings of the attitude
thrusters. These thruster activations will
make it impossible to match rotation and
hard dock with the freighter.
There is no sign of Pluton. If the PCs
perform a passive scan, they will find a
bogey lurking at the absolute edge of their
sensor range. Active scan will then do two
things--confirm thatthebogey is Plufon, and
cause the French frigate to begin electronic
jamming of all radio and radarfrequencies.
The frigate will not respond to any attempts
to communicate. If Vigilanttriesto close, the
frigate will evade. If the Americans succeed
in closing with the frigate or attempt to
outdistance the jamming, Pluion will initiate
an attack with both her Ritage-1 missiles
and will close for a gun engagement (Crew
Quality-0). She will not break off before one
or both ships are destroyed. If the PCs elect
to take no action regarding Plufon, the irigate will continue to hover around the fringes
without getting involved-for now.

BOMDHNG PARTY
Because Vigilantcannot dock, the only real
course of action available is a boarding party.
Viglant has only a token arms locker--five old
M-2 "Nine-Forty-Fours" and three Traylor M-57
service automatic pistolsfrom the basic game,
with 300 rounds per rifle and three magazines
per pistol. The crew has standard ASF military
P-suits (treat as full-body inertial armor with
high-threat helmets). In addition, there are five
rigid breastplates designed for use with ASF P-
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suits (and cannot be worn without them). If the
Pcsbeginorganizingafull-scalemilitaryassauk
on Prosperite,the refereeshould have an NPC
(preferably Master Chief Drinkwine) point out
that they do not know what is happening over
there, and it might be nice if they brought along
amupleof wrenchesand band-aidsjust incase
they came in handy, along with people who
know howto usethem. Heshouldalso point out
that Pluton is still out there and is an unknown
quantity,sothe Vigilantwon't want to load upthe
boarding party with all its skilled personnel.
The referee is encouraged to use Master
Chief Drinkwine in the game regardless of
whether other NPCs are used or not. He is the
referee'sbesttoolforcontrollingthe action---the
grizzled old pro who's been everywhere and
seen everything. tf all PCs go with the boarding
party, Drinkwine should go along; 8 they split
between Vgilantand Prosperite, the ref should
use his best judgment as to where the master
chief will do the most good.

BOARDING
if the boarding party first elects to enter
Prospritethrough the exposed hold, it will find
six b d i e s wedged among the cargo and will
discoverthatthe interior hatches will not open.
Instrumentation on the hatch panels will indicate aviable atmosphere on the far side of the
hatches.Attempts toaccesstheship's intercom
will show it to be inoperable.
If the party elects to inspect the corpsesa grisly task in the flickering scarlet emergency lighting-PCs with any level of Medical
or First Aid skill, or P-Suit-3 or better, will
recognize that many of their injuries are not
vacuum-related. Explosive decompression
does not produce what look like jagged
knife wounds and laser burns matching
those scarring the interior bulkheads.
Referee's Note: These bodies are the
only remaining evidence of a savage death
struggle thattookplace in this hold, in which
the losers breached the hatch in order to
taketheir assailants withthem. Ifthe PCsdo
not deduce there was afight, have the most
experienced NPC present suggest it.

RE MESSAGE
If any of the player characters have remained aboard Vigilant, the following will
occur afterthe boarding party moves out of
sight into the hold: Prosperit8s directional
antenna will target Vigilantand briefly punch
a signal through Pluton's jamming. Visual
will be nothing but hash. The audio channel
will pick up a thunderous hammering and
clanging, along with muffled shouting (incoherent, and in French on top of it) through
which a single, female voice will cry: "Les
betes! Les betes fous ont ici!"("The beasts!
The mad beasts are here!") The connection
will then be broken after the sound of several gunshots is heard (becausethefreighter
continues to tumble). When it comes back in
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line, the antenna will be pointing randomly,
and communication will not be restored.
P-suit communications to characters on
the Vigilant cannot break through the
Pluton'sjamming; ifthe PCs have notthought
to arrange a visual signaling system, too
bad-it's in the manuals. The transmission
will also cause Pluton to close to not less
than three hexes from the other two ships.

R E T R m T IS CUT OFF
If the player characters decide to retreat
to Vigilant, they will be discouraged by a
sudden flurry of thruster activations that
send Prosperite into afresh tumble, violent
enough to leave Vigilant no choice but to
move a good distance away. Characters
aboard will have to roll against Dexterity to
avoid injury (P-Suit skill as +DM). If the PCs
decide to try and leave anyway, Pluton will
close and initiate an attack at the first sign of
personnel returning to Vigilant, targeting the
personnel first and shifting fire to the cutter
if it attempts to intervene. If surviving
boarders withdraw to the freighter, Pluton
will break off its attack, firing only in selfdefense against Vigilant.

WWi%I"S WRONG
The PCs can move from the hold to the
internal air locks without challenge. Access will
bepossibleateitherforeor aft lock,althoughthe
locks will have to be opened manually. Once
inside, the boarding party will find the following:
If any player characters are reckless
enough tocrack their visors and check, they
will find the air reeking of various chemical
and metallic contaminants, and a smell
anyone with combat experience will recognize as the stink of death.
e Something is wrong with nearly every
electrical system aboard the ship. The
systems are either dead, erratically operative, or functioning randomly.
@Thespin habitat is presently immobile,
but on a roll of 1-2 on 1D6 may begin to spin
without warning in either direction (the referee should roll periodically). This rotation
will last 2D6 turns and will not be limited by
safety governors-it is possible to run the
habitat upto amaximum of the equivalent of
2Gsof simulated gravity, althoughthe habitat will seize up violently and jam if allowed
to run atthat ratefor 1D6turns.Thedamage
will result in friction/lubricant fires in the
habitat core, giving the PCs the additional
joy of dealing with clouds of halon extinguisher fumes from the firefighting system.
The lighting is extremely erratic, with
the main lights flickering on and off in irregular patterns, combining with the failing
emergency battery lamps to throw eerie,
seemingly moving shadows everywhere the
increasingly nervous player characters look.
ao If the party members open any service
or access panels to inspect the dysfunc-

tionalsystems, they will find that someseem
to have been deliberately vandalized, and
that every bit of exposed plastic and insulation is covered with a layer of downy fuzz.
In many areas, exposed wire and conduit
stripped of all insulation has led to short
circuiting, accountingformany of thefailures.
Closer inspection will show the same fuzz
starting to grow on the plastic of the circuit
panels themselves. The boarding party
should not need to be told the obviousthey are looking at a classic OQC nightmare-a catastrophic contamination-with
themselves standing in the middle of it.

U C A L ASSAULT
if the party members decide to return to
Vigilant(and have not already been warned off
by an encounterwithPluton),the refereeshould
have the most experienced NPC present point
out that they cannot risk carrying the contamination back to the cutter. if they decide to try
anyway, they should get a surprise:
Maniacs: Their way back to the air lock
(either lock) is barred by a barricade composed of 206-3 men and women.Thegroup
of maniacs is a mix of passengers and crew
of all ages and shapes, dressed in torn,
bloodstained clothing and armed with a
variety of improvised weapons plus 1-3
handguns from Prosperites arms locker
(Stracher P-11Ms withone magazine each),
as well as one modified welding laser
(equivalent to a Rottman LKI laser carbine,
DPV l).The laser has nosighting apparatus
but is capable of continuous operation, and
its user will slash it wildly along the corridor.
Roll against Dexterity to avoid the slashing
beam (P-Suit +DM).
The improvised weapons will include fire
axes, power tools (rent a few horror videos for
inspiration), at least one unmodified welder
(DPV 1 at contact range only), and (one time
only) a ship's grapnel gun with a penetrating
head (DPV 1). The grapnel will not wound a
suited figure. However, it will ruin suit integrity,
and the built-in powered winch will drag the
snared victim back to the waiting crew and
passengers-and thosefire axes are specially
designed to chop through interior bulkheads
(how much faith do you have in that ASF-issue
visor?).Two PCs hangingonto asnaredPCcan
provide enough resistance to jam the grapnel's
winch, but PCs doing so will be unable to dodge
the laser-aconsequence that could have dire
results.
Prosperite is a cargo vessel. Referees
are invited to use their imaginations in improvising exotic implements of destruction
from cargo and stores--compressed gas
bottles, for example, sent ricochetting down
narrow corridors as unguided missiles with
their safety valves broken off, or used to fill
sealed cabinswith flammable vaporto make
incendiary booby traps.
Barricade: The crew and passengers,

hidden behind a hastily emplaced barricade
of cartons and repair materials, or concealed
behind cabin doors, will wait until they have
a clear shot, then attack in a frenzy. Individuals with contact-range weapons will wait
until they can make an effective attack before revealingthemselves,then strikewithout
warning or quarter. They will have a
berserker's Strength (determine their
Strength normally, then add +3) and ignore
any wound that does not immediately kill or
incapacitate. The attackers are absolutely
incoherent, and treat all attempts to communicate or reason as nothing more than a
chance for them to get in close for a new
attack. The maniacs will all bear signs of the
plague, which are obvious if the PCs get
close enough for hand to hand attacks (or
examine dead maniacs after the fight).
If the PCsstand andfight, they risk ruining
their P-suit integrity, which effectively maroons them aboard Prosperite unless they
have no regard for spreading the contagion.
However, 106-1 turns of melee combat
after any PCs are engaged in combat, their
assailants' strength begins to fall off rapidly.
The crazed inhabitants of Prosperite will lose
their berserker bonus atthe beginning ofthe
turn following that indicated by the die roll,
and two points of strength on each turn
thereafter, until at Strength 6 they more or
less collapse in wheezing, coughing helplessness. They will not stop trying to kill the
player characters, though, and they will
remain incoherent.

EXPLORING
If the party members back off from the
barricade and attempt to find another way
out, they will discoverthe different locations
in the ship to be as described below. An
Anjou-class ship likethe Prosperitecan carry
a maximum of 25 personnel. The player
characters have no way of knowing how
many were actually aboard or how many
have survived this far. Use the maximum
capacity as an upper limit for determining
encounters with persons living or dead. If
the PCs are having it too easy, pile 'em onthere are lots of sharp things aboard a
starship. If the PCs are still having it too
easy, the referee can even things up by
having a binom of French ship's troops from
Pluton stranded aboard, now also infected
and deranged, in full combat armor with
ready FAM-90s. Now don't you wish you
hadn't fired off that last magazine?

immediatelyoutsidethe lock,obviously killedby
high-powered weapons fire, and a handheld
Beaulieuvideoimagerof French military manufacture. The parasitic fuzz is already beginning
to attack the seals and softer plastic parts. But
if the PCs test it, they will find that the rugged
imagerstillworks and iscapableofplayingback
its stored data.
Thesceneshown by the imager begins in
the air lock. As the inner door swings open
and the camera movesforward, the interior
bridge hatch bursts open and the individualsthe PCs found dead in thecorridorthrow
themselves at the cameraman. There is a
blur of tumbling motion as the imager is
thrown skidding across the deck. It comes
to restfacing back toward the air lock, where
two enlisted French spacers are shooting
downtheir last assailants-aFrench ensign
and anotherfigurein OQCcolors arealready
down. The actions of the enlisted men indicate that the ensign is dead-the power
drill through his visor is an obvious cluebut the OQC official is clearly only wounded.
The panicky spacers hastily stik 'n' swear
his punctured suit and bundle the casualties
back into the air lock-with the OQC official
fighting feebly not to go.

Spin HabiLadlCabins
The spin habitat has double berth accommodations for the ship's maximum
complement of 25 individuals (the captain's
cabin is a single) of standardized layout,
including bunksalongthe rimward bulkhead,
storage lockers (yes, big enough to hide in)
and a fresher stall (tell me you're going
anywhere near anythingthat even looks like
a shower stall in this adventure). There is a
50% chance that the cabin doors will open
automatically. All cabins can be opened
manually, either becausethey are unlocked
or because the locks were destroyed. The
parasitic growth is everywhere, feeding on
natural fibers as well as synthetics in the
clothing, bedding,fixtures, etc. Todetermine
the cabin contents, roll I D 6 on the Gabin
Contents Table.

G m L N CONTENTS
- 2

3-4

Brjidge
There are no living personnel. All bridge
stations are down, either malfunctioning with
the parasitic growth or destroyed by violence.

Forward f i r Lock
H the player charactersboard by the forward
lock, they will f ind 1D6-3corpses in the corridor

5

The cabin is totally vandalized; its
furnishings and contents are utterly
ruined-and liberally stained with
blood.
A deranged passenger or crewmember springs from hiding (we told you
not to go near the fresher) with an
improvised weapon, selecting one
character and attacking until killed or
rendered unconscious. If restrained
("Grab him!""No, you grab him!"), the
attacker will struggle and scream
hysterically until passing out. He will
be unable to be revived.
A horribly disfigured body, savagely
attacked and tortured.

6

A baby-an infant girl who is approximately seven months old--placed in
an inflatable survival ball and hidden
in astorage locker. Theexteriorof the
survival ball is suffering from parasitic infestation, but its airtight integrity has not been compromised, and
the baby shows no symptoms of the
infestation. Plainly, the party cannot
leave her there. Equally plainly, the
characters are going to have a problem getting her out of the ball without
infection. One way that will work is to
laser weld a length of plastictubing to
the ball's entryway in the air lock,
sterilize the enclosed surfaces with a
low-power surgical laser, then transfer
the infant to a second ball from cutter
stores. This procedure with the surgical laser can also be used to totally
sterilize the exterior of the characters' P-suits, although it will be atimeconsuming process. (Of course, this
should be done once clear of
Prosperite.) Vacuum exposure alone
will not necessarily kill the spores-it
will take at least an hour's exposure
to do that, and the referee probably
won't wantto let the playercharacters
stand still that long-will you?

Sickbay
Sickbay is acompact spacewith a mukiiunction examining table and two static automeds.
There isabody onthe examiningtable,covered
with a bloodstained sheet, one arm dangling
limply-an arm that will lash out with berserk
strength to seize a player as the deranged
ship'sdoctorslashesat himwithaprtable laser
scalpel(DPV .6,contact rangeonly).Thedoctor
is insanely cunning, and will endure considerable pokingand pralding toconvincethe player
characters that he is actually another corps*
until one of them presents a vulnerable back.
The two automeds are filled with the parasitic
fuzz, at the heart of which the PCs can just see
what used to be two human beings.

CorridordService Duets
In addition to the cabin doors, other "surprises" might come jumping out of intersections, access panels, and under-floor grills
at the PCs. Aside from murderous crazies,
further hazards are exposed high-tension
wiring due to eaten insulation, fixtures on
the verge of falling due to decayed fastenings, and so on. Open floor grills could be
lethal in the uncertain lighting and with the

Challenge 46

53

random maneuvers of the crippled ship.
Service ducts are so narrow that PCs have
to move in single file. Ventilation ducts are
accessible from almost everywhere aboard
but are too small to pass a P-suited figure
(something to keep in mind if the characters
back themselves into a corner). Ducts also
come equipped with razor-sharpemergency
seals-and the systems aremalfunctioning.

Wolds
Encounters here are limited only by the
referee's imagination and sense of unfair
play ("With a howl of servos, a cargo walker
lurches through the hatchway, manipulator
claws reaching...").

Engineering
Engineering is a death trap (good, we
were short of those), full of arcing, fuming,
sputtering systems and consoles, extinguisher fumes and smoke. Many of the
consoles and assemblies are covered with
what look like scrawled incantations (in
gibberish script) and nonsensical equations,
written in what looks like (but probably isn't)
red paint.
Nowforthegood news-the erraticcourse
of the ship, resulting from system damage
and Marie-Claude's actions, has allowed a
near-lethal tantalum coil charge to build up.
Within 106-3 hours of the PCs' learning
this, the coils will discharge in a lethal burst
of radiation. There is no way to stopthis;the
parasite has destroyed too many control
systems and backups. The radiation may or
may not killthe spores; it wi//kill any humans
left aboard the ship.
At the referee'sdiscretion, thecharacters
may find Marie-Claude here in the clutches
of 2D6-3 maniacs, who are trying to force
her to repair the damaged systems (something utterly beyond her abilities, at this
point). If the PCs succeed in rescuing her,
they will have another problem on their
hands (they needed another one). MarieClaude will still be rational enough to recognize the threat the Kafer plague presents
to all life on Earth and will do everything in
her power to see that the contagion is
contained aboard Prosperite, even if it kills
her-and the characters. It would not be a
good idea to leave her alone near the fuel
controls.

Captain's Cabin
The door has been hammered open and
punctured by numerous bullets fired from
within. The cabin is full of scattered cartridge
casings. A P-11 and several empty magazines float or lay abandoned. The captain's
terminal, flickering and useless, is configured with several "windows" indicating that
someone was trying to reconfigure it as a
pilotinglnav station. No one is present.
The captain's log recorder, or "black box,"
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is still operational. Playing it back, the PCs
can getthe story of the Prosperiteforthe first
time, narrated by the ship's captain, MarieClaude Gastineau, a once-handsome
woman in her middle thirties, now showing
the first symptoms of Greypatch. Her gaunt
expression reflects the horror she has seen.

ship's erratic course. As often as she was
able to take control, system damage from
the Kafer Rot snatched it out of her hands
again and gave it back to the mad crew with
their advantage of redundant systems.
The madmen in their paranoia were unable to organize a concerted attack on her
bastion, or overcome her advantage of
STOW 'OF THJ3
controlling the arms locker. That changed
PROSPERIT=
with the arrival of Pluton and the madmen's
Scientific authorities on Aurore, in the paranoiac realization that OQC would not
beleaguered Eta Bootis system, have been let them reach Earth. After driving off the
unable to come up with a counter to Kafer French boarding party-in the course of
Rot, the fungal blight that is devastating the which the surviving bridge crewmembers
terraformed ecosystem of that world. were killed-the frenzied madmen stormed
Clnstitutdes ~tudes~enolo~iquesarranged
the captain's cabin. This was the point at
permission to send samples of the blight to which Vigilant intercepted Marie-Claude's
the OQC isolation labs at Earth's L-4 point, last transmission.
in hopes that Earth's superior scientific asIf the party members haven't realized it
sets will make better progress. A French before, they have a new problem-every
liaison officer transported the samples player character who cracked his visor or
partway down-arm aboard a French naval who has lost P-suit integrity is now apotential
courier, untilfleet demands and time required homicidal maniac.
the courier to return up-arm. Rather than
delay his mission awaiting furthertransport,
PLAGUE
Passengers and crew encountered with
the liaison used his authority to charter
the plague will bear scabbed, dead-white
passage aboard Prosperite.
What nobody knew, however, was that patches of some kind of infection, accomone of the samples had mutated during panied by severe hair loss. The referee
attempts to sterilize it with UV radiation. The should describe these symptoms to the
mutated strain of Kafer Rot, even more players the first time their characters get
virulentthantheoriginal, attacked a broader close enough to a victim to see the sympspectrum of materials, including certain toms. As inexperienced spacers from the
synthetics-like the seal rings in its container. American Arm, they should not recognize
It also had awholly newside effect, producing the symptoms of Greypatch by sight-if one
a potent psychotropic toxin which induces a of them guesses, do not confirm or deny it.
violent, paranoiac state of mind, while in- Perhaps have the senior NPC present
cubating the normal symptoms of Kafer confuse matters by pointing out that Kafer
Lung and Greypatch.
Rot has not been known to attack synthetUnaware of what had happened, the li- ics. Let 'em sweat.
aison was the first victim of the new strain,
If the player characters open their visors
his toxin-induced paranoia leading him to at any time whileon the Prosperite, or if they
isolate himself in hiscabin until hedied in his suffer a torso or helmet puncture, they are
sleep of Kafer Lung.
infected (P-suits are inflated to less than
By that point, the contamination was normal atmospheric pressure unless otherspread throughout the ship, breaking down wise stated, socontaminating spores will be
life-support filters and infecting the majority drawn in). ASF P-suits have autotourniquet
of the crew and passengers. No treatment limb bands, so punctures on the arm or leg
available seemed to help. The few who will not passcontamination onward. Infected
were not infected fell victim to the violent players will contract Greypatch on the eximpulses of their diseased fellow travellers. posed limbs, however, and must roll normally
Prosperitesnuck through the fringes of the against Kafer Lung if they breathe in conintervening star systems, loitering only long tamination. No patching action will be fast
enough to discharge hertantalum coils. The enough to prevent contamination, which is
infected members of the crew knew only carried in with the penetrating instrument.
that they must get to Earth, that nothing
The mental instabilily will begin long before
any visible symptoms of the plague manifest.
matters but reaching Earth anymore--even
The referee should start to play on it at his own
if they've forgotten why.
Barricaded in the captain's cabin, eating discretion, reflecting an infected PC's growing
only packaged survival rations and canned paranoiawithgoading,leading questions ("Why
water, breathing through a series of filter does he want you to stick your head in that
masks, Marie-Claude fought the madmen locker?"). The best way to do this is to pass
for control of the ship, realizing what could players with infected characters the questions
happen if the Kafercuntagion reached Earth. on private notes. Make sure the other players
It was a seesaw battle, with control of the get dummy notes sothey can'ttellwho'sgetting
ship passing back and forth, explaining the special treatment. Personal experience with
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A series of bizarre vampire murders sweeps Night City.
t is up to the P C s to solve the mystery and reveal the facts.
This moderateb
- difficult horror adventure is intended for a small
group of characters, mostly Police or Medias.
Michael LaBossiere
veryone in Night City knows about
the latest seriesof strangekillings.
So far, 11 people have been killed
by havingtheirblooddrainedfrom
them through double puncture wounds on the
neck. Eyewitnesses reportamanindarkclothes
fleeing thesiteof someofthe murders.Afterthe
first few murders, a group known as the Vlads
came under suspicion---they are believed to
havekilledanotherfivepeopleby d r i v i n g d e n
stakes into their hearts, then draining out their
blood.

ST-TING

THE PARTY OUT

Once the players have been provided
with the above news on the street and any
other information they may have access to,
they are ready to begin. If they are Police,
they will be assigned to the case and will be
attempting to find and apprehend the killer.
If they are Medias, they will be trying totrack
the killer and get a story. Other characters
may be brought in with other motivations.
For example, a player character may be
related to one of the victims or hired by a
victim's family.
The adventure will take placeon October 12.

A STAR IS DEAD
The 12th victim is Vicki Gold, a moderately famous supporting star in the Sense
Net drama, Dead Time. Since Vicki was a
celebrity, her death will create a media sensation and will spur the police and media
into further action.
Vicki's apartment is located in the posh
section of Night City. The entrance to the
townhouse apartment is on the 22ndfloorof
the Palatine Apartment Building. The apartment has two floors, only one of which is
relevant to the case.
The apartment is very chic and expensively decorated. However, it is marred by
the presence of four bodies:
Solo 1:Jack Stone, aveteran Solo bodyguard, is lying dead on the balcony. His left
hand and wrist are shattered, and his right
eye has been removed from the socket (it
was a cybereye). He was killed by having
his heart pulled through his body armor. An
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unfired Uzi smartgun lies on the balcony
floor nearby in a pool of blood.
Solo2:Ann Gables lies dead on the floor.
A 9mm pistol is in her hand, with two rounds
fired. The rounds have not been found. She
has a broken neck.
Solo 3:Miles Stewart's body has had both its
arms torn off.They are lyingbythe kitchen door.
His Uzi smartgun is still clenched in his right
hand. His blood has created a rather large stain
on the white carpet.
Vicki Gold: She was killed by having her
blood drained through two puncture wounds
in her neck. Unlike the other victims, she
had a sensory recording device installed for
her work.

Examining the Data
The damage to the bodies of the three
Solos indicates that the attacker was very
strong-farstrongerthan anormal humanand probably very skilled in the martial arts.
The attacker must also be very fast and
stealthy as he was able to take three skilled
Solos by surprise and kill them.
Vicki Gold activated her sensory recorder,
but it wasdamaged by the beating she took.
All the techs are able to get off it is a blurred
image of a man and the words, "Jani is next,
my dear Vicki."
The Jani referred to is probably Jani
Dark, the female lead of Dead Time.
During the investigation, apartment security reports that four of its guards have
been found dead, with stakes in their hearts.
Forensics will ascertain they were killed just
before the attackon Vicki'sapartment.These
guards were assigned to patrol outside the
building on the side where Vicki's balcony is
located.
The evidence should suggest the following to the player characters:
@ Jani is next to die, so she should be
protected.
The PCs should have a talk with the
Vlads.

R O F THE WHITE WORM
When the player characters decide to
investigate the Vlads, they discoverthat it is

common knowledge on the street that they
hang out atthe Lairof the White Worm, abar
that caters to those who like horror. The Lair
has a reputation for strangeness, even in
Night City; it is also known to be a dangerous place to attend if one doesn't "belong"like the player characters.
Exterior: The exterior of the bar is constructed to resemble the entrance to a dark
cave. White gas vapors drift out of it, billowing in time to the music of a snake charm
tune. Behind the bar is a trash-littered alley,
featuring a couple of rats and agarbage can
or two.
Entrance: The entrance looks like a cave
and is filled with white gas. The Lair has a
cover fee of $5 and a bouncer to back this
UP.
Interior: The interior of the building is
murky and smoke-filled. A white mist constantly spills from the ceiling (obscuring it)
and swirls around on the floor. Strange
noises drift about the place. The walls are
decorated with items ranging from implements of torture to what appear to be parts
of monsters and human beings. Structural
supports throughout the building have been
decorated to look like stalagmites and stalactites.
The crowd consists of peculiar characters, mainly dressed to appear as the walking dead, with white, painted faces, black
lipstick, and dead black clothes.
Bar: Each bar is equipped with the materialto produce the rather nasty looking drinks
the customers demand. The drinks range
from "mixed bloods" to "brain renderings."
The drinks are actually alcohol and various
synthetics, but they look real enough. They
cost from $1-4. If your taste as a referee
runs to this sort of stuff, be sure to play up
how sick-looking the drinks are.
Stage: The stage area is where bands
perform. They are mainly notable for their
loudness and bizarre appearances. They
tend to have names like Walking Dead, Pus
Maggots, and so forth.
Bathrooms: These bathrooms are fairly
straightforward in appearance and function.
They are surprisingly clean, but there are

Dining AreaILiving Room
Parking Lot (Private)

rubber animals in the urinals.
Fire Exits: These doors open only from
the inside. Opening one sets off an alarm,
which will attract the bouncers.

A Hot Time
at the White Worm
The Vlads areclustered in a section of the
Lair of the White Worm where the tables are
made of coffins. They are drinking what
appears to be blood. They will leave (if not
disturbed by the PCs) at 11 p.m. to meet
their Master. Any approach by police who
identify themselves as such will cause the
Vlads to try to flee. If their escape is cut off,
they will fight.
MoresubtleapproacheswiIIhavesomewhat
different results.The Vlads are always willing to
put on a show for the media and will talk about
how they like to drink blood and so forth.
If one or two Vlads are captured and
"persuaded"somehow, they may reveal that
the gang killed some guards and secured
the area while their Master went for a "drink
the other night. They will also reveal that
they are supposed to meetthe Master at the
back of the Royal Oaks Condominiums at
midnight tonight. They can only describe
the Master as, "Way out. Totally vampire,
you know, man."
If the Vlads are attacked and escape,
they will keep their appointment, but will go
to the meeting as stealthily as possible.
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VISITOR I N THE NIGHT
Once the player characters are aware of
the Master's plan to kill Jani, they will undoubtedly wish to prevent herdeath. Sense
Net will be very willing to cooperate with
Police or independent Solosto prevent Jani
from being killed. Jani will also agree to use
herself as bait for the killer. If the PCs are
Medias or not the type of people Sense Net
would allow nearJani, then they will have to
find their own way into the action.
The Royal Oaks is very luxurious, with a
walled-in area of green grass and trees.
Various support buildings and condominium
units are housed within this security area. It
is well protected against intrusion.
Exterior: The complex is surrounded by
afive-meter concrete wall. Access is gained
via an electronically locked metal gate. Security cameras are spaced at intervals
around the wall, providing complete coverage of the area. The condo is a wood and
brick structure built in an octagonal shape.
Beside it is a very large built-in pool and a
bathhouse.
Interior: Jani's condo is fairly modest, for
a star. The elegantly decorated dining areal
living room is where she entertains guests
and holds the required parties. It features
numerous "conversation groups" of furniture. The kitchen contains the latest in food
preparation equipment. The guest rooms
are luxurious. The large rooms are for VIPs;

smaller rooms are for less important guests.
The den is well appointed and features an
antique wooden roll-top desk and a leatherupholstered sofaand armchairs. Jani's room
is elegant, but reserved. Her library is well
stocked with books and is equipped with a
computer terminal. Most of the literature is
17th- and 18th-century philosophy
(Descartes, Leibniz, Malebranche, Locke,
Hume, etc.).
Jani's servants live in the apartment
buildings next door to the Royal Oaks.

Attack
If the player characters are involved with the
defensive planning, let them come up with the
ideas. If not, plan out a reasonable defense.
Everything willbeokay until 1Op.m.Atthattirne,
DavidSander,one of the Solospresent,will say
he feels ill and begin to act edgy. If the PCs act
concerned, one of the Solos will tell them that
Davidgets edgy at night-at least since his last
trip to the body shop.
At a little before midnight, the Vlads who
survived the meeting at the Lair will gather
outside the building. David will offer to go out
and talk with them. If he is allowed to do so, he
will give them a key to the gate and the house,
as well as the sequence to disable the security
system. If a player character goes out with
David, he will do his best to get the key to the
Vlads, even lf he has to kill or disable the PC.
At midnight, after returning to the condo,

David will start killing the Solos. If the Vlads
have the key, they will swarm in and attack.
The attacking Vlads will be supplemented
by seven to 10 other Vlads who have Pistol
skill (+2) and are armed with Llama Commanches (.44 revolvers) and wearing armored T-shirts (SP=l 0). The Vlads will try to
kill everyone (except David, of course) and
drive stakes through their hearts.

IRE
Unknown to Sense Net, one of its securrty Solos is the vampire murderer. What
occurred is this: David Sander was close to
the edge sanity-wise, and when he was
injured during the last filming of Dead Time,
he had to get more cybernetic parts. This
drove him totally into cyberpsychosis.
His association with Dead Timefocused
his insanity into making him think he is a
vampire-but only at night. During the day
he actsfairly sane, and he is not aware of his
nightly activities, except for bad dreams and
afoul taste in his mouth when he wakes up.
Of course, he can't drink all of his victims'
blood. He first subdues them, then uses a
portable suction pump to drain them out.
His intendedvictimsallworkedforSenseNet
in some capactty, and he was able to tridc them
into letting him into their apartments under the
pretext of being on Sense Net business.
In vampire mode, he eventually came in
contact with the Vlads, and they have adopted
him as their hero and esteemed leader.

damaged. They will try to keep violence to a
minimum, but tend to have short tempers.
There are six bouncers in all. One will be in
the cage in the entrance making sure people
pay, and the rest mingle with the crowd.
Int
4
Tech 3
CI
5
Ref 7
Luck 4
Att
3
Emp 5
Bod 8
Ski1ls:Athletics (+4), Melee (+4), Pistol (+2).
Hardware: Cyberaudio, radio splice (to
communicate with each other).
Equipment:Nightstick, .45 Colt automatic,
kevlar jacket (SP=I 8).

Bartenders and Customers

Jani Dark

These NPCswill try to run to avoid trouble. kf
the referee wishes, he can put in some more
exceptional types to liven things up.

Jani is a college graduate (M.A. in philosophy) and a very skilled actress. She
also writes someof the scripts for Dead Time.
While her character on Dead Time is a
ruthless vampiress, Jani is a rather nice
person. She is brave, and while she has no
desire to die, she will do what she can to
help capture or kill the murderer.
Int
8
Tech
5
CI
7
Ref 7
Luck 7
Att
10
Emp 8
Bod
5
Skills: Athletics (+4), Persuasion (+3),
Seduction, Wardrobelstyle (+6), Gen.
Knowl. (+4),17th- and 18th-Century Philosophy (+3), Martial Arts (+3), Pistol (+2),
Acting (+6).
Hardware: Two interface plugs, cyberoptics, equipped for braindance recorder
(see Rockerboy).

m i c a 1 Wads
Every member does his best to look like
a vampire. This rangesfrom dressing upfor
the part to actual surgery. All of them are a
bit crazy and earn their living in illegal ways.
There will be eight to 12 Vlads in the Lair of
the White Worm at any time.
Inl
4
Tech 3
Ref 6
CI
6
Luck 3
Att
4
Emp 3
Bod 5
Skills:Athletics (+2),Melee (+2), Martial
Arts (+I).
Hardware: Vampires, some have cyberoptics with infrared.

END
If David kills Jani and escapes, he will
continue to stalk victims, dropping further
and iurther into the depths of insanity. The
referee will have to improvise somewhat.
Police will be slightly reprimanded, but left
on the case. Less-than-scrupulous Medias
may comeoff such an occurrence fairly well,
as they may have actually gotten some
really ripe footage of an actual celebrity
murder! In either case, the referee will have
lo handle the PGs'continuing plans to catch
David (or further milk the story).
If David does not kill Jani, but escapes, he
will be back to try again.
If the PCs aid in defeating the vampire, they
will be amply rewarded by either their department or media company and by Sense Net. tf
Mediasgetfilmofthevampire in action and turn
in a good story, they can enjoy a brief moment
of fame (while cyber-related insanity is getting
more common, really unique insanities are still
newsworthy).

NPCS
The characters may encounter the following NPCs in this adventure.

Bouncers
The bouncers at the White Worm keep
order and ensure that the bar remains un-

biomonitor, two cyberarms, cutoff chip (see
Challenge43"NewCyber Equipment,"page
54).
Equipment: Kevlar jacket (SP=18),
smartchipped Styer GB80 and two clips,
smartchipped CAWS and two clips.

David Sander
David is the "vampire" but does not realize it. During the day he will think and act
normally, but as it gets darker he will startto
slip into insanity. At 10 p.m. he will go
completely over the edge.
When David is in vampire mode, he will
tend to rely on his martial arts skills, but can
still use his guns. He knows that the Sense
Net Solos will trust him, and he will use that
to his advantage.
However, he is insane, and he will not
behave rationally. Further, in vampire mode
he will have as aprimarygoaldrinking Jani's
blood. To maintain the mood of the scenario, when David switches overto vampire
mode, be sure to describe him and his
actions as if he really were a vampire and
not just a cyberpsycho.
Int
7
Tech 5
Ref 9/11
CI
8
Luck 6
Att
7
Bod 9
Emp 0
Skills: Athletics (+6), Pistol (+6), Rifle
(+4), Basic Tech (+2), Martial Arts (+8),
Rotorwing Pilot (+2), Gen. Knowl. (+4),
Wardrobe/Style (+4), Awareness (+6).
Hardware:Vampires, cyberoptics (2) with
infrared and targeting scope, interface plugs,
cyberaudio with radio splice, Rippers,

Sense Net Security Team
Normally, a couple of the members of
Sense Net guard Jani and her home from
weirdos, excessively inquisitive Medias,and
overzealo~sfans.
With the murders and the possible threat
to Jani's life, Sense Net has beefed up
security measures somewhat. A full sixman Sense Net security team now guards
her condo, including Sense Net's crackteam
leader, David Sander. These five normal,
professional, but amiable, Solos work for
Sense Net security for their living. They are
loyal to their company. They have no idea
that their leader has succumbed to cyberpsychosis.
Int
6
Tech 4
Ref 819
CI
8
Att
7
Luck 6
Emp 5
Bod 7
Skills: Athletics (+4), Martial Arts (+4),
Pistol (+4), Basic Tech (+2), Melee (+4).
Hardware:Reflex boost, cyberoptics with
target scope and light enhancement, two
interface plugs.
Equipment: Kevlar Jacket (SP=I 8), combat knife, HKP9S and two clips, smartchipped H&K MP5 and two clips, two-way
radio headset. 0
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normally define a "rude awakening" as any awakening
that takes place before noon, but Kid Stealth gave that
phrase a new depth of meaning. Stealth would maintain
it was my fault because I was the one dreaming about
cuckolding a chrome-fisted underworld kingpin when
the Kid clapped his own steel hand over my mouth. The kiss of cold
steel against my lips is not something I enjoy at the best of times,
and two hours before dawn is seldom the best of times.
My eyes focused on Stealth and his identity registered in my
brain a half-second before my fingertightened on the trigger of the
Beretta Viper I'd snaked from beneath my pillow and pressed to his
side. Stealth gave me a satisfactory grunt and dangled the gun's
clip from his flesh and blood right hand. He pulled his metal hand
away from my mouth and flipped the clip back to me. "Good
instincts."
I pulled myself up into a sitting position, letting the sheets slip
down my hairychesttomy waist. I pulledtheslide backonthe pistol,
and one bullet popped out intothe bed. "Ikeepone in the chamber."
Stealth nodded in the half-light,the lasertracker built into his right
eye making asmall crosson his pupil. "I know. Nine millimeter, silver
bullet with inertial silver nitrate explosive tip."
The matter-of-fact tone with which he delivered his assessment
of the bullet that had been aimed at his stomach somehow robbed
it of all its deadliness. I'd survived six years with Doctor Richard
Raven, and I'd seen aides come and go, but Stealth had to be the
strangest of them all. The bullet in my gun, he had decided, could
not punch through the kevlar clothes he wore, nor get through the
subdermal armor that protected his body.
That, or he didn't care if it could.
"What the hell's going on? Is Raven back from the Elven
Holdings?"
Stealth shook his head. "Still there. No word on his return."
I fed the loose bullet back into the clip, then reloaded the pistol.
"That answered the second question, what about the first?"
"La Plante."
That one name, spoken in a sepulchral whisper like the rustle of
a sidewinder slithering across dry gravel, answered lots of questions. Etienne La Plante was the kingpin who played a cameo role
in thedream I'd been enjoying. I'd recently helped liberate an Elven
princess from him. Unbeknownst to me until the middle of that little
adventure, it turned out that Moira Alianha was betrothed to Dr.
Raven. Raven had taken her back to the Elven Holdings south of
Seattle two weeks ago, and then had been summoned back again
afterthe Night of Fire and the battle for Natural Vat. That meant he
left Kid Stealth, Tom Electric, Tark Graogrim, Valerie Valkyrie and
me to watch over the store while he was away.
La Plante held a special place in Kid Stealth's heart. Stealth had
first come to Seattle as La Plante's enforcer. Inevitably La Plante
assigned Stealth the joboi killing Raven. Stealth was good enough
to get two of Doc's aides-my head missed being mounted on his
trophy wall by a stroke of luck or two-before La Plante decided to
put a pinch hitter in for Stealth. That individual, known on the streets
as the Chauffeur, fitted Stealth's feet with a large pair of cement
blocks, then dumped him in the Sound.
Setting the pistol on my nightstand, Ithrewthe covers back, then
turned on a light. "What did our friend do this time?" Naked-'cept
for the silver wolf's-head amulet worn at my throat-l padded over
to the closet as Stealth puzzled over how to answer that question
in his customarily taciturn manner. I looked at the clothes hanging
there and almost chose a normal T-shirt and pair of jeans to wear.
You're going somewhere with Kid Stealth.
I opted for black pants woven of kevlar and a heavy kevlar
sweater with trauma pads over my chest and back.
"I don't know. An Ear says a VIP is Sprawling, and La Plante is
calling in some heavy favors to make him happy." Even as he
spoke, Stealth moved his head back and forth, letting hiscybernetically augmented senses scan for the sounds of anything out of the
ordinary. I silently hoped the Blavatskys down in 2D didn't decide
to play "I've Been Bad, Teacher" while Stealth monitored the area.

"Your
street
source didn't know
who the VIP was or
why he was here?"
Stealth answered
me with an exasperated expression that
said, "If Iknewthat, I
would have told you."
I refrainedfrom answering with my you-never-know-unless-youask shrug and zipped up my pants. "La Plante was holding Moira
for some Mr. Johnson from outside SeaTac. I bet there's a connection-l bet this VIP was the one who wanted her."
Kid Stealth's eyes narrowed for a half-second, and I knew he'd
filed away both my conclusion and the fact that I'd made the
connection. As tough as he was, and as much of a perfectionist as
I'd seen him be, Stealth seldom advanced theories on his own. He'd
study a situation and offer his observations, but he left the guesswork up to others. He'd made his living dealing in dead certainties
before joining Raven, and since becoming one of his aides, he'd
found plenty of people to jump to conclusions for him.
Most of Stealth's body part replacements and modificationswere
made by choice, to eliminate as much uncertainty as he could. His
mechanical left arm-the original, I gathered, he'd lost in an old
accident-had been improved so it could lock in position to hold a
sniper rifle steady for hours on end if need be. It could also punch
through concrete blocks, but that was a bonus that came from its
design specifications. Stealth's eyes had been modified to include
a laser sighting system, night vision, and infrared vision to aid in
shooting targets. He'd probably have replaced his right hand but he
needed it for the "touchh"--whether squeezing a trigger or throwing
one of the many stilettos hidden on his body.
He'd even gone so far as to have the upper left lobe of his lungs
replaced with a slow-release oxygen system that eliminated his
need to breathe when lining up those one-klick assassination
shots. That special option saved him when the Chauffeur dumped
him in the ocean-La Plante hadn't paid for it, so he didn't know
about it. It gave Kid Stealth 10 minutes to figure out how to get his
legs out of a rock or become fish food.
On my list of thingsto do with aspare 10 minutes, havingtofigure
a way out of a deathtrap did not rank real high.
I pulled on a heavy nylon jacket with kevlar and shock pads sewn
into breast and back. "Where?"
When that hint of asmile writhed onto his lips, Ifelt an immediate
urge to dive back into bed. "The Rock."
I let my jawdropopen. "The Rock? Did theydoagoodsensectomy
when you went in for your last lube and tune?" The Rock was the
nickname given to what had formerly been a seaside resort hotel
that La Plante had "acquired" when his organization cannibalized
another criminal cartel. It had previously been used as a notoriously
hedonistic retreat for criminal megabyters and corporate warlords
deciding to "do the Sprawl."After word of Stealth's survival leaked
out, The Chauffeur, at La Plante's request, had fortified the place
and made it into an open challenge to the local government,
Stealth, or Dr. Raven to close down.
Stealth looked at me as if Iwere the one operating in an alternate
reality.
I raised an eyebrow. "We do have Tom Electric going with us,
right?"
He shook his head. "He's visiting."
I hesitated. Tom occasionally dropped out of sight, and that
generally meant his ex-wife had come into Seattle. The six months
between her visits were enough to let Tom forget why they had
gotten divorced, and the week he spent with her always made him
more than happy they had split up.
"What about Valerie or Tark?"
Another shake. "Valerie's a decker. She doesn't like guns.
Plutarch is still nursing the chest shot he took in the Night of Fire.
The Orks are reluctant to put him in the lineof fire for something that
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doesn't directly benefit them, so he's out." Stealth forced himself to
smile especially broadly. "I did leave a message for Raven in case
he gets back, and Idecided not to call La Plante to tell him we were
coming."
I exaggerated a sigh. "Thank God for small miracles."
His grin became purely evil. "It gives us the element of surprise."
That and an army division mightget us in. Divine intervention and
an army division might get us back out again.
Stealth tossed me the key ring from the topof my dresser. "You're
driving."
"Guess again, Stealth." I shook my head and batted the flying
keys onto my bed with my hand. "My Fenris is brand new, and Istill
remember what you did to the upholstery in the Mustang IV."
Stealth squatted down in that peculiar way only he can, but didn't
look the least bit contrite. "I'll be careful." Balancing on his left foot,
he extended his right leg and plucked the keys off the bed with his
claws. "Besides, you have that new radarbane paint job and a
sunroof."
I took the keys from his foot's titanium talons and suppressed a
whole-body shudder. In that 10 minutes atthe bottom of the ocean,
Stealth could only see onething to do--aside from dying that is. He
used his belt and shirt to tie tourniquets around both of his legs
above the knees. He pulled some plastique from a compartment in
his left arm and created some very small shaped charges which he
fastened to his own legs. He set them off and managed to make it
to shore.
Raven found him and kept him alive. Both of Stealth's legs were
gone from the knees down. He'd taken lots of other damage-his
left arm showed scarring from a shark hit-but he refused to die or
surrender to the depression that would have swallowed anyone
else. Though he never said much during that time--ar since-l
knew it was his hatred for La Plantethat kept him alive, and his awe
of Dr. Raven that kept the rest of us alive.
Stealth worked with Raven to design himself a new pair of legs.
The original humanoid design was abandoned when Stealth located a better one while scanning CD-ROMs on animal biology.
Wearing an expression I'veonly seen on thefacesof lottery winners
orthetriminally insane, he pointed it out to me. "Deinonychus," he
said, reverently chanting that word like a mantra. "Terrible claw."
It took some convincing, but he prevailed on Raven to help him.
Human thighs grafted down into titanium shins and feet. Birdlike in
construction, his new legs featured the elongated foot bones that
made it look as if his leg had an extra joint. Each foot had a dewclaw
and three toes-the innermost of which was truly athing to behold.
Both stronger and larger than the other two, it had a huge sickleshaped claw that pulled back toward the ankle while Stealth ran. It
turned funny-looking legs into razorhook-equipped limbs capable
of slicing through foes and, in Stealth'scase, let him climbincredibly
sheer walls as if he were a fly on a pane of glass.
No, he hadn't ripped upthe upholstery in my Mustang.Theclaws
just dripped blood all over it.
I tied some black, rubber-soled shoes on my street-legal feet,
cocked the Viper and stowed it in my pants at the small of my back,
then followed Stealth out into my living room. He leaned over the
back of the couch, then turned and handed me my MP-9 submachinegun and a satchel bulging with clips. Ifelt the weight of the
ammo pouch, then shook my head. "Planning quite the little war,
aren't we?"
He shrugged. "We'll have surprise, but I don't know for how long."
He pointed at the satchel. "I handloaded your silver bullets, but I
used mercury in them instead of silver nitrate. I wanted totry asilver
nitrate suspension in a gelatin of my own manufacture that approaches the viscosity of mercury, but I couldn't finish it this quickly.
Ialso boosted the powder upto six full grainsso your bullet will have
the velocity you need to make a mess of the target. I hope you don't
mind."
Ifelt an odd chill run down my spine. I realized he was speaking
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about loading bullets for maximum effect in the same voice my
mechanic used to describe tuning the Fenris' 12-cylinder engine. I
headed for the door as Stealth shouldered his Kalashnikov, carefully avoiding any bump or jarring to the boxy laser sight mounted
on the barrel. When activated, the laserwould send out an invisible,
ultraviolet beam that would paint a dot on the chest or head of a
target. With his eye, Stealth just located the dot, then pulled the
trigger and put a bullet through it.
I let him precede me from the apartment, and then locked it. As
we worked our way down to the basement garage, Stealth paused
on the second story landing and stared at the door to 2D. "You've
got strange neighbors, Wolf."
I shrugged. "The Blavatskys have hired a tutor."
Stealth's eyes grew wide. "They have tutors for that stuff?"
Iwaved him forward. "Get your mind out of the gutter. I think it has
something to do with the new math."
Stealth remained silent until we reached the basement and
stripped the cover off my Fenris'body. The sleek vehicle lacked the
sharp angles and lines of a Porsche Mako or a Ford Astarte, but it
still looked as though it were moving at Mach 1 while standing still.
Theflat blackfinish absorbed thegarage's meager light and flashed
none of it back. The Fenris might as well have been built out of
shadow, so well did the radarbane coating Raven had given it
prevent the reflection of electromagnetic radiation.
I unlocked it and climbed into the cockpit as Stealth folded
himself up and dropped intothe passenger seat. I slid the MP-9 into
the door holster on my side. Stealth laid his Kalashnikov gently in
the area behind ourseats and produced an ugly little Nambu Hachi
machinepistol to use if we ran into early resistance.
I reached over to punch in the ignition commands, but Stealth
wrapped his metal hand around my right wrist before I could do so.
I looked over at him and frowned. "You should have gone when we
were upstairs."
That got to even him, and his fierce expression lightened for all
of a nanosecond. "We might run into some difficulty before we get
there." His eyes shut for a second, then popped open again. "There,
I'm geared up for anything now. Don't you think you better do your
stuff?"
I hesitated. Kid Stealth, being an amalgam of all the best
technology money could buy, prepared himself for combat by
opening circuits and running diagnostic programs built into the
ROMs mated with his brain. In literally the blink of an eye, he went
from being an abnormally vigilant and quick-reacting individual to
someone who could move faster and accomplish more in a single
heartbeat than even most other augmented people. He was that
good-probably the best-and with him going from idle to overdrive
was nothing but a change of perceptions.
Me, well, I'm not augmented in a mechanistic way. Growing up
in the SeaTac sprawl of gray canyons and trash-strewn alleys, I
never had the resources that allowed me even the most basic of
modifications. In a day and age when almost any street tough had
razor claws that popped from beneath his fingernails on command
or an eye that could see in the dark, I was left to what the gods, in
their perversity, gave me at birth. In a world where Man the Tool
Maker took great delight in making himself into Man the Tool, Iwas
consigned to the slender side of natural selection known as
extinction.
I had nothing.
Then I discovered the magic.
Actually, the magic discovered me. From the time of puberty in
which the monster inside me festered and grew to the day I met
Richard Raven and gained control over it, my life was indescribably
interesting. Streettoughs learned quickly that he who assaulted me
during daylight hours would end up a bloody smear along an alley
at night. Those who lived-the majority, in fact-gave me wide
berth, which made life a bit easier; but the blank times of which I
remembered nothing made it a living hell.

I gave Stealth a hard stare. "I don't like driving jazzed."
Stealth shrugged philosophically. "You might not get the chance
later."
Reluctantly I nodded in agreement. I settled myself comfortably
in the seat and let my head drift back to the headrest. The fingers
of my right hand drifted up and unconsciously caressed the silver
amulet at my throat. Drawing in a deep breath-and savoring what
I feared would be the last of the new car scent from my Fenris-l
cleared my mind and started the journey within.
Six years ago a series of savage murders had most of SeaTac's
citizens cowering in fear. They had been tagged the Full Moon
Slashings by the Newsnet pundits, and the fact that I could not
rememberwhere I'd been during the killings preyed on me.Actually,
waking up bathed in blood is what scared me, and that's when I
heard the Elven high lord had sent some of his heavy hitters into
town to clear up the problem.
Fortunately Raven found me before the Elven paladins did. He
taught me that the beast within me was not always the enemy, but
that it was a gift from the Wolf Spirit. He talked me through one of
the changes I undergo when the spirit becomes overwhelming, and
he taught me how to control the spirit. He also prevented the
paladins from murdering me while I learned howto master my inner
self. Then the two of us, to the paladins'dismay, broughtthe Slasher
down by our lonesome.
Deep inside myself Istepped through the blackcurtain sheltering
the wolf spirit from everything else that I am.As black asthe Fenris,
the wolf spirit let a low growl rumble from his throat. Bloody
highlights flashed across his glossy coat, then evaporated like
scarletfog. "You come to me atthe behest of The Murder Machine?"
I smiled, which increased the growl slightly. "Yes, Old One. Kid
Stealth sends his love."
The old wolf lifted his head as if sniffing the air. "Had you let me
take control of the situation, that machine would never have gotten
your friends."
Ice watergurgled through my guts, but lturned my anger and fear
back on the Old One. "No, Stealth might not have gotten them, but
I might well have done his job for him."
The Old One shrugged. "I am, you are, we are a predator. Prey
is ours to take, and our skills are to be employed in its taking."
"Then lend me those skills, Old One. Stealth promises plenty of
good hunting."
The wolf dropped its lower jaw in a lupine grin. "Strike swiftly,
Longtooth. I will make your strike sure and deadly."
I opened my eyes, and instantly my supernaturally enhanced
senses reported to me a world to which I had been oblivious only
moments earlier. From Stealth I smelled machine coolant, cordite,
and anxious anticipation without a hint of fear. As the Fenris'engine
roared to life, my head filled with chemical scents, and the desire to
be out underthe open skies almost overwhelmed me. Slipping the
vehicle into gear, I drove it out into a nighttime that, while dark, held
few secrets from me.
The arc light glare of the Fenris' headlights burned the hopeless
expressions on the faces of the street people into black masks of
despair. Some people shrank back from the harsh light as if it were
a laser vaporizing them, while others shuffled forward zombie-like
and raised grubby hands in mute pleas for some kindness. Their
hands fell slowly when the afterimage of thevehiclefadedfrom their
sight.
A tiny knot of razorboys from the local grunge gang called the
Bloody Screamers scattered as if I'd launched a grenade into their
midst. Ifought the Old One's attempt to drive the Fenris through the
Orks. As soon as we sped past, the Gillettes slithered from the
shadows and taunted us with the insane yelps and howls that gang
uses as a trademark. Stealth glanced at the steering wheel and
then the closed sunroof, but I shook my head. "Not worth the time
it would take to mop up the blood."
Speeding through the streets, I interpreted Stealth's occasional

grunts or nods and
steered accordingly
on a course he had
chosen. I knew
where the Rock was
located, but Stealth
had picked out a
route that would be
safe and would give us ample opportunity to see if anyone was
following us. Finally he told me to stop the car, and I found myself
parking in the shadow of the old Kitchner Fish Cannery-a property
that abutted the Rock's fenced-in territory on the north side.
I turned the car's dome light off before either one of us opened
the doors. As we alighted, neither of us shut the Fenris up-just as
we didn't need the light to announce our arrival, we decided we
could do without the sound of the doors slamming shut. Stealth's
feet made less noise on the gravel outside the carthan mine did, but
I slid my MP-9from the door holster more quietly than he pulled his
Kalashnikov from behind the Fenris' seats.
Off tothesouth Icould seethe pinkglow of the Rock's nightlights.
I figured the distance we'd have to cover at something just under a
kilometer, and that began to worry me. Stealth can hit targets at
twice that range with ease, and I half began to imagine him up in the
Kitchner building giving me all the covering fire Icould handle while
I went in alone. I turned to confront him with this new, startling
conclusion, but he held his left hand out to forestall anything I might
say.
He slid the fingers of his right hand beneath his black hair and
pressed them to the mastoid bone behind his right ear. "Copy that,
Outrider 1--our backtrail was clear. Bring it in. Let's do it, my
friends."
I instantly knew he was using some of his built-in electronics to
stay in contact with confederates who had been watching our
approach, but before Icould try todraw aconclusion about who they
might have been, a door in the Cannery slid open and a weak,
yellow light silhouetted adozenfigures of various sizes and shapes.
Almost instantly, above the fish smell, Icaught the scent of one or
twogrunges, and hacklesroseonthe backof my neck. Who... what?
Then it hitme, and I turned to Kid Stealth without trying to hide
my anger. "You didn't tell me you'd brought the Redwings in on
this-"
Stealth's head came up, and he unconsciously let himself rise to
his full 10 feet of height. "I need you, Wolf, to bring this off. I also
need them. Bury the hatchet. The enemy of my enemy ...."
"...is still not anyone I'd want marrying my sister," I finished it for
him. Stealth had developed a habit of doing anything he could to
annoy La Plante after they parted company. One of those things
wasto rescue other La Plante loyalists who had somehow run afoul
of the chrome-fisted Capone. Bloody-handed butchers and petty
criminals alike, Stealth pulled them out of whatever terminal situation they found themselves in and had formed them into a band that
called themselves the Redwings-a not-too-distant allusion to
Raven's band of people.
I'd not liked them from the start because we'd tangled over their
excessive use of violence in certain situations. While Raven left it
up to Stealth to keep them in line, and Stealth freely offered them
to assist whenever we needed some added talent, I preferred
selecting my own gillettes from theover-abundant supply lurking in
SeaTac.
I spat the sour taste out of my mouth. "Well, I'll have no trouble
with target acquisition."
Stealth smiled in a most grimly amused manner. "I knew you'd
thinkthat way, so Ialso got you some backup. I hired Morrissey and
Jackson-they're on the inside and will take this section of the
warning grid down for us."
I frowned. "Morrissey and Jackson?"
Stealth settled back down on his spurred haunches. "The two
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street samurai you used to rescue MoiraAlianha. You know, the two
who called us in on the Nat Vat thing?"
I laughed aloud, letting some of my tension go. "You mean Zig
and Zag." I nodded with satisfaction. "Good. They shoot straight
and fast."
"Glad you approve. When your two boys take the fence out, we
go in hot." Stealth pointed off toward the seashore. "La Plantetends
to concentrate his guards on the wet side because he expects me
to bob up out of the water and come at him from that direction. We'll
go in at the other end and just start ripping things up."
I tossed Stealth a quick nod, and he signaled the Redwings to
move forward. The light from inside the Cannery went out, and the
men deployed themselves with quiet efficiency. I followed behind
Stealth and hunkered down when he did as we approached the 12foot-tall cyclone fence topped with thick coils of razor wire.
Two figures silhouetted themselves against the Rock's glow as
they sauntered toward our position. Stealth moved his head back
and forth acouple of times, then allowed himself a grim smile. "A bit
late, but it's them." He moved forward, and Ijoined him at the fence.
Zig, asolidly built razorboy sporting a long coat and a Kalashnikov,
gave me a nod of recognition. "Sorry we took so long, lads. The
VIP's yacht arrived late at the docks--only came in about an hour
ago. Assignments got scrambled. It looks like something is going
down very shortly-the yacht's owner and La Plante wandered off
for a heated chat."
Zag--bigger than his Caucasian partner and wearing an orange
and black gang jacket with the Halloweener insignia torn offfished a remote control device from his pocket. He pointed it at the
section of fence and hit a button. "There, it'sdown. I hope this thing
is reporting back normally the way you said it would. If not, we'll
have more trouble than we need in about two minutes."
Stealth answered eloquently by reaching out with his right foot
and clawing away some of the fence. In a half-dozen passesunaccompanied by warning sirens or the shouts of guards-he
opened a hole large enough for us to drive the Cannery through. I
crossed over first and took up a forward position with Zig and Zag
asthe Redwingscamethrough. "Zig, tell me more aboutthis yacht."
The streetfighter shrugged. "Don't know that much about ships.
I make it a 60 footer at least and capable of transoceanic travel. The
crew are wee, little, brown guys who findthings like razor claws and
the like to be amusing. I suspect they're like you-they rely on
magic instead of chrome. All of them carry nasty looking daggers,
but they're not strangers to guns."
Iturned to his partner and gave the black man a gentle elbow in
the ribs. "Yacht have a name?"
Zag shrugged. The red light in his right eye flickered as he tried
to remember if he'd seen any name on the ship's hull. "Nothing I
saw, but it did have some funny stuff where I would have expected
the name to be. And in the cabin I saw there were no pictures, only
geometric designs."
I frowned. Funny writing and geometric designs meant only one
thing to me: Moslems. Growing up I'd known a family that ran a
restaurant down on the strip. They claimed their people had come
to Seattle before the Awakening from a place called Syria. I knew
that was some place on the other side of the planet, and I knew
Islam waswidespread enough to makethe ship's point of origin any
place from Spainto Indonesia. Even with that wealth of information,
however, I couldn't puzzle out what someone from so far away
would want with Etienne La Plante.
Stealth crouched down behind me. "Heard the questions and
answers. What do you think?"
I swallowed hard. "I think someone has gone to incredible
expense to get something from La Plante. If we assume that
something was MoiraAlianha, we can explain thevisitor's anger. La
Plante probably would have apprised his client of the problem only
shortly before the visit, so the fact that they are talking means La
Plante must have offered something as a substitute."
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"Acceptable." Stealth gritted his teeth. "Conclusion?"
I shook my head. "Finding out who the client is would probably
be good. If La Plante has offered a substitute for Moira, it might be
another individual, in which case I can see a rescue as being in
order."
Stealth nodded and called one of the Redwings over. "Grimes,
you and the boys will go in as planned. Start at the east end of the
complex and work west, but stay away from the docks. Go for lots
of pyrotechnics, and don't start blasting civilians."
Grimes looked a bit crestfallen at the last parameter of his
mission, but he accepted it. Stealth turned back to Zig, Zag, and me
as Grimes slunk away. "We'll go into the docks and recon the area.
We'll see what we can see, and then, if needed, take some action
when the party begins at our backs."
The Redwings took off and headed back away from the ocean.
Stealth stalked forward and took point for our detachment. We
crested the rise leading toward the Rock, giving me my first view of
the resort. Even in the dark, the long building with five stepped
levels did look interesting. I found it very easy to impose bright
banners on the balconies and put bathers around the pool on my
mental composite of the place. At the same time I deleted the
barbed wire strung around the perimeter and the razor wire awnings above the balconies.
Off to my right, toward the ocean, I saw the massive clubhouse
and marina area. From in between a couple of boathouses Icaught
a glimpse of the yacht riding the ocean's gentle swells. The ship's
design and flying forecastle made me think of a shark cruising
through shallow water-the yacht just had an air of menace about
it.
The Old One's voice echoed up from deep inside. "There lairs a
foe who could challenge even your Raven."
Great! Homicidal maniacs to the east of m e and sociopathic
grunges straight ahead, and now there's anotherplayer who could
challenge Dr. Raven. I looked over at Stealth. "Anytime you want to
tell me this is all a dream and wake me up, go ahead."
Stealth raised an eyebrow. "What?"
I shivered. "Nothing, just let's be careful. Something is not right
about that ship or the person it brought with it."
Zig and Zag both did a quick double-check of their combat
systems, but Stealth just took my warning in stride. "Let's find out
if you're right." He set off down the slope at a quick pace, and his
bobbing gait almost succeeded in making him look funny. I say
"almost" because just as I thought of the phrase "bunny hop" to
describe how he moved, stray light glinted from the sickle clawsruining an accurate analogy.
I dashed after him, and the two razorboys followed quickly.
Though we could not keep up with his pace, Stealth waited at
important junctions until we caught up, then headed off to secure
the next point along our path. Twice, when we arrived, we found
dead guards with thin stilettos buried in their throats. Neither of
them had managed toget off ashot, but with their silenced weapons
it would have hardly mattered.
Stealth finally stopped behind the nearestof the two boathouses.
The windows of the building were completely blocked with packing
crates-telling me that La Plante used the boathouses for storage.
Between the first building and the second Isaw a scattering of other
crates, or parts thereof, and got a clear view of the ship Zig had
described earlier.
Stealth pulled me down and cupped his hands over my ear. "I
mark seven crewmembers on the ship. Cross-correlation of their
conversation pegs their language as Malay with a heavy Arabic
influence. And you're right-there's something strange about that
ship. It's all lit up, but I can't hear any engines."
I sniffed at the air. "No gas vapors." I turned to Zig. "Did they
refuel?"
"Not so's I noticed. lad."
The intrusion of voices ended our whispered conversation.

Appearing on the sea side of our hiding place, Etienne La Plante
strolled along with a man that Zig silently indicated owned the boat.
From thetopof hiswhite-haired headtothetipsof his blackshoesand for the length of the perfectly-tailored, black, double-breasted
suit he wore-La Plante looked evety inch an aristocrat from the
days beforethe Awakening. Only the silver of his artificial right hand
seemed out of place, but it didn't break the image-it just dented it
a bit.
His stocky guest stood a bit below average height, but the Old
One growled awarning that prevented me from dismissing the man
outright. As I studied his olive-skinned, hawk-nosed profile I caught
his brown-eyed gaze darting warily around. The man missed
nothing and stroked his black moustache and goatee thoughtfully
while La Plante babbled on endlessly. I saw no obvious signs of
chroming, which meant the man had to be taken very seriously.
I always take magickers very seriously.
Following La Plante and his visitor at a discreet distance, the
Chauffeur affected the air of a jilted lover or a young sibling aching
forthe adult privileges his older kin has been accorded in thefamily.
I could read his concentration as he struggled to overhear any and
all remarks that passed between his boss and the smaller man. The
ship's lightsglinted from theslender man'ssunglasses as heturned
and once again commanded the cadre of grunges and razorboys
behind him to keep silent.
The subhuman grunges-low-life Orks out for a quick yen and
some excitement-simpered and groveled when scolded, but the
razorboys met the Chauffeur's looking-glass stare with glares of
their own. The two gillettes in the middle were supporting a young
woman who marched along as if drunk. Her head lolled to the side,
and I saw aflash of red hair as she pulled free of one man and tried
to escape the other. Her remaining captor just tightened his grip,
and a grunge tackled her. She cried out in despair, but grunge
laughter quickly swallowed the sound in huge hyena-gulps.
Suddenly the sound of an explosion behind us heralded the start
of the Redwing assault. La Plantedroppedtoone kneeand covered
his face with his metal hand. The guest darted toward the gangplankof his ship whilethe crewmembers scrambled their way down
belowdecks. The Chauffeur barked orders at his minions, and they
instantly deployed themselves in defensive positions.
Abandoned by her captors, the girl got up and began to stumble
away toward the second boathouse. The Chauffeur pointed at her,
dispatched a razorboy after her and signaled him by drawing a
finger across his own neck. Four-inch talons sprouted from the
street samurai's fingertips as he got up to go after his prey.
If I'd stopped to calculate my odds of success, I'd have failed.
"She's mine," I shouted as I vaulted the crate in front of me and set
off. With my reflexes jazzed the world around me moved at an
unbelievably torpid pace. As my feet hit the ground, I snapped a
shot off that hit the gillette in the left shoulder, slowly spinning him
to face us. Stealth's shot followed immediately and jackknifed the
street samurai like a tanker truck on ice.
I was three steps into the open ground between the two boathouses, and only the closest of the grunges had seen me. As he
turned and started to bring his lngram up, everything above the
bridge of his nose vanished, and his bady toppled back as if its
bones had become water. As if I needed confirmation of what had
happened, the report of Stealth's Kalashnikov echoed back from
the ship.
Zig and Zag added their firepower to Stealth's effort by the time
I'd closed half the distance to the girl. La Plante had already spun
and dived toward the edge of the jetty. Bullets savaged the wooden
decking all around him, butthe silver-handed man lived acharmed
life and avoided Stealth's retribution. A slug from someone's rifle
blasted the Chauffeur to the ground, but he kept moving and
scurried to cover. Icouldn't smell blood because of the corditefilling
the air, but I figured him to be smart enough to be swathed in kevlar
the same as me.

Agillette stood up
right in front of me. I
could see from the
way he moved and
reacted to me that
he'd not seen me'at
all and had been
angling ashot atone
of my compatriots. 1 shoved the MP-9's snout into his stomach.
Because of the speed Iwas running, he folded around it like a knight
skewered on a lance, so I kept my finger off the trigger and sprinted
the last three steps to the woman.
Stealth screamed something at me but I lost everything except
his urgent tone amid the gun battle's thunder. I saw flickering
movement and light over by the ship, but I was so intent on the
woman that it didn't register fully. Even the acrid, oily scent didn't
trigger any emergency alarms in me.
Travelling roughly Mach 2.086, the bullet smashed into me
between the shoulder blades, just to the right of my spine. Even
though the kevlar of the coat snared the bullet before it could
penetrate my hide and the trauma padding absorbed some of the
projectile's energy, it still hit with quite a punch. It lifted me from my
feet like a leaf in a cyclone and tossed me forward. My left arm
scooped the woman to my chest as my MP-9 went flying. A
heartbeat later Itwisted in the air so my back hit the boathouse and
shielded her from the collision.
Suddenly a dragon's tongue of fire flickered out through the
space we had occupied before the bullet gave my feet wings.
Withoutthinking Idrewthe Beretta and pumped two rounds intothe
grungewearing theflamethrower. Thefirst bulletdrilled an ugly hole
in his rightthigh, dropping him towardtheground.Thesecond bullet
took him high in the chest, and his dead body rolled to the foot of the
gangplank.
Before the body expended all its momentum, La Plante's visitor
appeared at the head of the gangplank and gestured toward the
wharf area. In aflash of blinding gold-white fire, a monstrous figure
appeared-a creature utterly out of proportion with all of us. With
golden skin and eyes to match, the heavily muscled cat-thing
laughed aloud in a hideous voice as a grunge whirled and emptied
his lngram into it. The bullets ricocheted off in a puff of gold dust,
leaving faint freckles on the creature's chest.
In return for the decoration, the lion, wearing a woman's head,
playfully swatted thegrungewith its right paw. When the body hitthe
ground and stopped rolling, its chest sagged like a broken zeppelin.
The torpedoes in La Plante's employ immediately threw their
weapons down and lit out for the marina clubhouse and parts
beyond. I would have joined them except the conjured beastie
stood between me and that possibility.
Kid Stealth, firmly gripped in his own form of battle madness,
leaped over the crates he'd been using for cover and attacked the
lioness. His leapcarried him 15feet into the air and 20forward, with
sickle claws glittering like stars in the night sky. The Hachi in his left
handsprayedgunfireoverthe left side of the human profile, then his
claws hit. The metal on metal scream ripped its way through the
night, then died as a feline roar of pain accompanied the gold
curlicues Stealth tore out of the monster's left shoulder.
The creature dropped away from Stealth and rolled quickly to its
back. Stealth retracted his claws and jumped free to avoid being
caught and crushed beneath it. In doing so, however, he hung
motionless in the air just long enough forthe cat's right paw to bat
him out toward the bay. He arced overthe yacht's prow, and I heard
a splash, but could not see anything to determine if he lived or died.
The creature pulled itself into a sitting position. Its tail swished
back and forth, knocking the dead grunge with the flamethrower
into the water. Despite wearing a woman's face, it licked at the
wounds in its shoulder like a cat and briefly stemmed the flow of
molten golden rivulets running down its left foreleg. When I moved
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forward to put myself between it and the woman I'd rescued, its
head came up, and it hissed at me in a nasty fashion that had the
Old One urging me to give myself over to his control.
The sorcerer who had conjured up the creature looked down at
me from the ship. "My sphinx seems to have cleared the battlefield
of friend and foe alike, excepting yourself, of course." He squinted
at me, then a most evil smile possessed his lips. "Is it possible you
are the Wolfgang Kies mentioned as the person who took the Elf,
Moira Alianha, from La Plante?"
I nodded and stood slowly without dropping my pistol. I waved
both Zig and Zag back with my left hand-l knew with the sphinx
between them and the sorcererthey couldn't get a shot off at him.
I also knew that if the sphinx was powerful enough to kill Stealth, it
would make catnip out of those two, so Ididn't want them shooting
it. I smiled as graciously as the Old One's nattering would allow.
"You have me at a disadvantage."
The little man brought himself to attention and bowed his head.
"I am Hasan al-Thani. I have been sent to obtain the woman La
Plante had for us. While we had preferred the Elf, we will accept the
flame-haired woman with emerald eyes."
Something about Hasan irritated me, much likethe wet, sucking
sound of a nasty chest wound. In midsentence his lips and words
began to move out of synch, and Igot the feeling that Iwas hearing
the words more in my mindthan Iwas with my ears. Ishook my head
to clear it, but between his monologue and the Old One's continued
war chants, I found it impossible.
I stabbed my left hand into the air and shouted at both of them.
"Hold it!Are you telling methat you want meto just hand thiswoman
over to you so you can cart her off somewhere?"
Hasan smiled woodenly. "We do not see that you have any
choice." He gestured toward the sphinx. "If you do not, we will kill
you and take her anyway."
I brought the Viper around and pointed it at the unconscious girl.
"So if I blow her away, you'll just leave?"
Hasan's eyes grew wide with shock, then narrowed to a more
thoughtful size. "We do not believe you would do that. We call your
bluff."
I dropped to one knee and triggered the remaining dozen bullets
in the Viper. Spent shells rained over the wharf like cylindrical
hailstones. Hasan ducked back by the sixth shot, but did not realize
until later that he'd not been the target of my assault.
Stealth's shots, and those fired by the grunge, had only blown
fragments of metal from the sphinx because they attacked this
creature on only one level of its existence. They hit the shell it wore
when summoned to the material plane. While they could damage
it or even cripple it, they couldn't kill the creature itself. Even the
rents Stealth had carved into it with his claws had started to heal
over.
My silver bullets, I was pretty sure, could affect the monster on
the metaphysical plane. Silver has magical properties that make it
perfect for killing all sorts of summoned demons and things like
werewolves. It's been considered sacred and necessary for countless rituals down through the ages. As the Viper's slide snapped
back for the final time, I just knew I just had to be right.
I wasn't.
Sure, I'd done some damage. The sphinx had recoiled from my
barrage and the silver bullets had indeed hurt it. I'd centered the
shots on the face and the dozen silver projectiles had savaged the
creature's nose by blowing its tip off. The sphinx's reaction was
sluggish, and it appeared to lose its balance at one point, but it
recovered before it could pitch over backward into the bay.
Hasan reappeared on the ship's bridge and glared at me. "You
leave us no choice. Kill him."
As the sphinx got up on all four paws and stalked toward me, I
realized where I'd probably gone wrong. Demons and werewolves
might have had some natural aversion to silver-an allergy to it, if
you like. The sphinx was not a demon or a werewolf-it was a
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summoned spirit-which meant I needed something else to kill it.
Being plumb out of sphinx leukemia virus, and suddenly regretting
the loss of the flamethrower to the bay, I tried to remember if I had
life insurance and if whoever I'd named as beneficiary really
deserved the money.
"No matter," I muttered to myself as Itossed the Viper aside and
backed away slowly, "the Mr. Johnsons at Kyoto-Prudential will
figure my tackling this to be suicide."To kill this thing would require
attacks on both the material and metaphysical planes. Itoyed with
the idea of letting the Old One have his way with me, but I knew I'd
end up like that grunge and Kid Stealth. It had to be something
magical and physical, but with a creature this size, it also had to be
big.
Really big.
in fact, it had to be as big as the black coyote that materialized
out of the shadows above and around me. For a half-second I
thought the Old One had managed to manifest itself outside my
body, but his howl of outrage at being seen in the form of a coyote
quickly disabused me of that notion. The canine beast sheltering
me growled in a low voice, then lunged forward at the sphinx, its
ebony teeth gleaming with the light of the fire the Redwings had
started.
As the two titans nipped and swatted at each other, I dove over
to where the woman lay. Asecond or two later Zig and Zag joined
me. Zig grabbed my shoulder. "Raven's here-he got Stealth's
message. He said to get her out as fast as possible. He says he
can't be sure how long he can hold the Sphinx back!"
I lifted thegirl intozag's arms, then told Zig the ignition sequence
forthe Fenris. "Get her home orto a hospital. Go, go, the car is back
at the Cannery."
Zig hesitated. "Raven said to get you out of here, too. He said
there's something very wrong here."
"He's got that right. Go, I'll catch up with you later." I massaged
my left leg for a second, and I saw them both shudder as they
recalled the last time I'd sent them awav.
The street samurai vanished into the shadows, and Iturned back
to find Raven. Up over on top of one of the crates near the first
boathouse I spotted him. Wreathed in the golden nimbus of a
defensive spell, he looked magnificent. Incredibly tall, even for an
Elf, he looked very much like a human because of his poweriul
build. Hiscopperyskin and high cheekbonesbespoketheAmerindian
heritage he was likewise heir to, and the sea breezes pushed his
long black hair back from his well muscled shoulders. Fists thrust
into the air so he could channel more energy into the coyote he had
created, he looked every bit a god.
Opposite him, now standing on the yacht's bridge, a purple glow
surrounded Hasan. Sweat beaded up on his forehead and pasted
his black hairagainst his pate. He also held hisfists aloft, but I noted
atremble in his limbs that I had not seen in Raven. Hasan, powerful
though he might be, was not Raven's equal in skill or magical
energy. The battle would not last long.
The sphinx jumped back on its hind feet and slashed with a paw
atthe shadowcoyote.Thegolden claws sliced through thecanine's
snout like sunlight streaking through boarded-up windows, but the
wounds sealed themselvesquickly enough. Thecoyote responded
by lunging in and catching the sphinx by the throat. The attack
bowled the feline over, but it managed to twist free, leaving the
coyote's black teeth stained with gold.
A new surge of magical energy swept forward from the ship,
making my hands and feet tingle as if I'd stepped on a live wire. The
sphinx's wounds healed over immediately, and then the creature
became half again larger. I shot a glance at Hasan, but instead of
seeing a man crippled by the effort, he looked as if he had been
rejuvenated in the process. The purple glow now stained the ship's
bridge and forecastle, and Hasan stood invincible within its cocoon.
Raven's limbs quaked with the strain of sustaining the coyote.
The defensive spell around him shimmered, then died because of

the lack of energy to maintain it. Raven's lips peeled back from his
white teeth in an angry snarl as he redoubled his effort. The tremors
in his limbs ceased, but the pain on his face told me he would not
be able to last for long.
1have to do something. I'd tossed down the Viper, so Ilookedfor any
weapon I could find to let me shoot Hasan. Strictly speaking, it was not
good form toshootasorcererbattlinganothersorcerer, but I'd rather have
Raven angry with me for a breach of honorthan have to bury my friend.
I sponed and scooped up my MP-9and cocked it.
Recalling the special loads Stealth had made, I drew a bead on
Hasan. The silver should get the bullets through the spell, eventually, then the mercury loads will do him. Something for magic, and
something for flesh.
It hit me like a virus wasting a database. I shifted aim and
squeezed the trigger. As soon as I burned that clip, I jammed
another home and let it rip. Something formagic and something for
flesh, especially if it's gold flesh! Poor pussycat.
The mercury loads in the silver bullets bonded instantly with the
gold of the Sphinx's flesh. The silver bullets themselves did their
stuff on the ethereal portion of the creature. The result manifested
itself in a bizarredisplay of feline leprosy. Silvery gobbetsof demoncat splashed to the wharf. The beast whirled to snarl at me, and I
let a burst go that ate away half its lower jaw.
The coyote hit it hard on the left flank. The sphinx twisted back,
but its hind right leg gave along a line I'd scored with several shots,
crashing the beast down on the docks. Idirected a stream of fire at
its spine, burrowing in just at the base of its neck, while the coyote
distracted it with lunges and feints. Once my fire severed its spine,
the creature lay still for a moment, then evaporated into a mist.
I ran over to Raven as the coyote likewise disintegrated. Raven
had slumped to his kneeson the crate and held himself up from total
collapse on his hands. His chest heaved, and the black curtain of
his hair hid his face from me. Sweat glistened on his arms and
shoulders, and I saw droplets stain the wooden crate.
I reached over and squeezed his left shoulder in congratulations.
"We got him, Doc. We got his demon."
Raven shook his head and looked down at me. "He's not
defeated yet." He pointed back atthe yacht, purple highlights being
etched onto his face by the glow still surrounding Hasan. "He's
getting an energy boost from the ship. It's an allied spirit of
incredible power, and it's using him as a conduit. Whatever summoned it must have been unbelievable."
The same voice I'd heard Hasan use before now burst into my
brain without using the sham of having the man's lips move. "It is
true, Richard Raven, what summoned me was beyond your mortal
ken. You have interfered with the mission my master has sent me
on, and now you must pay! But first, you will see this one of your
friends die because I relish the pain it will cause you!"
I felt magical force begin to gather around me, then tighten like
a chain wrapped around my chest. It crushed in from all sides, and
I wanted to scream, but I could get no air from my lungs. I wanted
to beg Raven todestroy the ship, but Irealized that was impossible.
Now do you kill a 60-foot-long allied spirit?
The burning agony drove me to my knees. The Old One howled
in pain and fought to win my release, but even it was helpless
against the power that held and crushed me. Sparks began to float
before my eyes, then great shimmering balls of light sizzled across
my field of vision.
I knew the end had come.
I felt certain the explosion I heard was my heart bursting, and the
sudden cessation of pain only meant I'd died. Icould smelldeath in
the air, and I recall having been disappointed that it did not smell
differently when it came for me. I waited for the blackness to steal
my sight, but it did not. In fact, the light grew brighter, and I laughed
that death was not so dark and grim after all.
Then I realized I'd heard myself laugh.
That meant I wasn't dead.

I scrambled to my
feet just in time to
have a second, larger explosion blast
me back into the
boathouse wall.
Whereas the first
explosion had only
torn asmall hole atthe baseof the ship's superstructure, the greater
blast punched fire outthrough all the portholes belowthe main deck
and pulsed aflaming coronaoutoverthedeckitself.Thenthe whole
superstructure lurched to port and dropped down a deck level. The
ship listed to port and started to take on great floods of water.
High on the superstructure the purple glow imploded. Acolumn
of fire whirled up into the air, and Hasan combusted instantaneously. I saw his skeleton outlined in black against the golden fire,
then it too vanished.
The ship screamed, then sank from sight in a steaming caldron
of bubbles.
By the time Doc Raven helped me to my feet and we both picked
ourway through flaming debris to the edgeof the wharf, Stealth had
managed to awkwardly haul himself upout of the water. His left arm
hung limply from his shoulder and showed where most of the
working parts had been crushed when the Sphinx had batted him
out of the air. Water poured from the open compartments in which
he carried plastic explosives, and his talons gouged their way into
the decking to steady him.
Raven and I exchanged warm smiles, while Stealth turned and
nodded grimly at the burning allied spirit. "Underwater 1 could see
no props or jet nozzles-the ship had no natural way to move. I
figured that made it very special; therefore, I resolved to destroy it.
Then agrunge corpse strapped to aflamethrowerdrifted down from
the surface, so I improvised a bomb. Not much can stand up to
napalm and semitek."
His mention of the flamethrower brought my earlier encounter with it
back to mind in full sizzling detail. I shifted my shoulders around to ease
the soreness in my back. "By the way, that was pretty tricky shooting you
did when that grunge popped up with the torch gun."
Stealth nodded solemnly. "He was hatf hidden, so I couldn't go for a
headshot.Abdy shotwould haverupturedthetank,andthatwould have
roasted you alive." He shuddered and glanced at his tattered left arm.
"Burning to death is not something I'd wish on anyone."
Iturned to Raven. "You should have seen it. He nailed me in the
back and knocked me forward into the woman I was trying to save.
That blasted us out of the way of the flamethrower." I looked back
at Stealth. "It's agood thing you remembered Iwas wearing kevlar."
The look of surprise on his face took a second or two to die. Ifelt
achill pass between us, but it drained away as Kid Stealth punched
me lightly in the shoulder and gave me a genuinesmile. "Yeah, I'm
glad 1 remembered, too." Q
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Playing a Vampire P C

Lester 'TN: Smith
ampires in Shadowrun are relegated to the roles of NPCs---for a
number of good reasons. On the
one hand, it is difficult for other archetypes to compete on an equal
basis with a creature which can assume mist
form and slip through the thinnest crevice and
whose regenerative powers heal wounds virtually asquickly as they are received. Ontheother
hand, it is tough for a vampire PC to interact
reasonablywithother PCs, whom it cannot help
but view as potential meals, and whoview it with
fear, loathing, and hatred. But the quick and
deadly vampire, with its legendary cunning and
suavrty, fits the Shadowrun ambiance so well
that it almost begs to be played as a PC. The
purpose of this article, then, is to provide rules
andguidelinesforrunning avampirearchetype.
In some places, this article summarizes
rulesfrom the Shadowrunrulebookor refers
players and referees to specific pages of
that book. In others, it interprets the official
Shadowrun rules, fleshing them out with
added detail. But in no way does it contradict
the official rules; it is compatible with all
Shadowrun material published thus far.
Perhaps the best way to comprehend the
material in this article is to first look over the
Vampire archetype sheet, then read the
material below.

SPECIAIL, PCImRS
Enhanced Senses: Avampire has superior
abilities of hearing and smell. Exact effects are
left to the referee to decide, but it is suggested
that a vampire PC be treated as having the
equivalent of canine hearing and smell.
Essence Drain: Some might considerthis
moreof acurse than a blessing, but with this
power, vampirecharacterscan increasetheir
Essence by drinking blood from other humanoids. See page 176 of the Shadowrun
rules' "Critters" section for details.
Immunity t o Age: A vampire character
simply never ages, and consequently never
becomes enfeebled by age.
Immunilyto Pathogens: When resisting
infections or diseases, a vampire PC gets a
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Shadowrun rules do not explain this weakness (as far as I can tell). I suggest that
whenever a vampire PC is deprived of air it
suffer one point of stun damage every three
minutes, in much the same way as it suffers
wounds upon exposure to sunlight. Once
the vampire reaches unconsciousness, it
takes no further stun. But it cannot recover
until exposed to air once again, at which
time it recovers immediately.
Essence Loss: Vampires have no Essence of their own; they must take it from
othercreatures (see Essence Drain above),
and they lose one point of that borrowed
Essence each month. At Essence 0, a vampire can live for three days (one per point of
Body) before dying permanently. The
maximum Essence a vampire can attain is
12. Note that a vampire's Strength attribute
varies with its Essence rating. A vampire's
Strength is equalto itsMbirth"Strength(which
is the same as the original human it was)
plus its Essence.
Vulnerability (Wood): When used
against vampires, wooden weapons are
treated as having a wound category one
step higher than normal. Simple contact
with wood affects vampires as a Nuisance
Allergy (it just annoys them). Note that
wounds incurred by wooden weapons are
subject to Regeneration (see above) in the
same way as other wounds.
Other Weaknesses: First, avampire simply
cannotdigest normalfoodand drink, only blood.
Ingesting anything but blood causes nausea
andvomitingwithin minutes. ltissuggestedthat
the referee have a vampire character who has
ingested normal food or drink make a Body
Attribute check, Arduous level, every minute to
avoidvomiting.0nesuccess means it holdsthe
stuff down; two or more successes means it is
able to hide its discomfort as well. These rules
can also be applied to abnormal food or drink
(keroseneandstyrofoampacking,forexample).
Second, vampires are denser than humans and have a harder time staying afloat
in liquids. (Even when in mist form, a varnpire is heavier than water.) To reflect this,
SSES
Allergy (Sunlight, Severe): For PC vampire characters should add 3 to their
vampires, the PC allergy rules apply more Target Numbersfor Swimming checks. Note
reasonably than those for critter allergies. that failure results in lossof air, which begins
The PC takes a Light wound when first to induce Dormancy.
exposed to sunlight, with an additional Light
wound every three minutes (Body=3) thereREFErnErnG A V r n P
Vampires in Shadowrun are powerful creaafter. Also, these wounds are not subject to
the effects of regeneration until contact with tures with superhuman abilities. Fortunatelyfor
sunlight is terminated. It is suggested that purposes of play, they also have very serious
the referee treat these wounds as regen- weaknesses. One way of keeping a vampire
erating at the same rate at which they were PC in check--of balancing it somewhat with
incurred, although the Shadowrun rules are other PCs-is to play up those weaknesses.
The primary weakness is a vampire's need for
not specific in this regard.
For example, a vampire PC becomes secrecy. Face it, as powerful as vampires are,
unconscious after 27 minutes of exposure humanssimplyhavetodestroythemwhenever
to sunlight, rolling for a 1 in 6 chance of possibleto keepfrom being reduced to a servideath at that time and every three minutes tor race for vampire masters. Thus, a vampire
thereafter. The PC would require 30 min- PC will seek to disguise its true nature to pass
utes out of the sunlight to regenerate these itself off as somethingotherthan what it truly is.
Your job as referee is to make that task
wounds completely.
Induced Dormancy (Lack of Air): The difficult by realistically taking advantage of the

number of automatic successes equal to
two times its current Essence rating.
lmmunity to Poisons: When resisting
the effects of poisons, a vampire PC gets a
number of automatic successes equal to
two times its current Essence rating.
Infection: A vampire can infect other
humanoids with vampirism. See page 177
of the "Critters" section for details.
Mist Form: A vampire PC can control its
molecular cohesion to change to and from a
mist. This change takes one action. In this
form, the vampire can pass through any
space that a bacterium or virus could fit
through. As well, a vampire in mist form
gains Immunity to Normal Weapons (see
page 176 of the "Critters" section for details), including those to which it is normally
vulnerable (see Vulnerability, below). Magic
and sunlight will affect a misted vampire
normally, however, the latter returning it to
corporeal form instantaneously. Also, a
vampire that becomes unconscious in mist
form automatically revertsto its normal form.
Vampires in mist form aredenserthan air,
which means they will tend to settle to the
ground (or floor, or whatever). They can,
however, flow upward along any solid surface as long as contact with that surface is
maintained. Referees are encouraged to
make their own rulings about unusual circumstances such as climbing in heavy
winds, moving in vehicles that are accelerating at high-G, and the like.
Regeneration: A vampire is incredibly
difficult to kill. If such a being takes a Deadly
wound or reaches Unconscious on the
Physical side of the Condition Monitor, roll
1D6, and the creature dies on a roll of 1 (1
o r 2 if the damage is from fire, explosives, or
otherthings that affect a major portion of the
body). All other damage disappears at the
end of each combat turn.
Thermographic Vision: Vampires are
able to see in the infrared spectrum as well
as dwarves and trolls do.
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creature'sweaknesses.Thisdoesn't meanthat
you should go out of your way to hassle the
player, but you should do such things as:
e Give other party members an occasional roll to notice that their friend never
eats or drinks in their presence.
s Leave the burden of avoiding daylight
meetings completely to the vampire player.
e IfotherpartymembersseethevampirePC
assume mistform or heal itsetf of wounds, give
them an occasionalchance to recognizethese
things as vampiric powers rather than spell
effects,to represent the fact that the PCs might
stumble across information somewhere that
would make them suspicious.
On the other hand, just because your
players know the Shadowrun rules backward and forward and can spot a vampire a
mile away, don't let their characters act on
that knowledge until they somehow make
the discovery themselves. Of course, in any
roleplaying campaign, it is always a good
idea for referees to include powers and
effects not in the official rules, in order to
keep the players guessing and make the
game world seem bigger than the rulebook
and full of mystery. if you are in the habit of
doing this, a vampire PC will have a somewhat easier time convincing the other PCs
that he is some sort of specialized magician.
And maybe, if the vampire PC works with
them long enough and is compelling enough,
by the time the other PCs discover the
vampire's secret, they will have become
such friends that they won't destroy it out of
hand.

P

GAVMP

"So you don't see
hummer. There are
augmentations, and then there are augmentations. I can do the job, whatever it is,
better than you'd expect. But just don't watch over my shoulder; I don't appreciate
scrutiny. When people get too nosy, bad things start to happen to them.
"You won't get a better price. So why not give me a shot? I'll deliver."
Commentary: Just weeks ago, this character was a normal citizen (well, at least
as normal as they come in 2lst-century Seattle). Then she met up with one of the
undead, and after draining her of Essence, that old vampire left her to rise to unlife
herself-it may have been a sudden streak of mercy, or maybe it was cruelty. Now,
the new vampire must learn to survive on the streets.
But being so recently alive, this vampire seeks to retain some semblance of
normalcy, to maintain contact with humans as something otherthan a predator. Her
newly acquired powers can help in this respect, but one wrong move will reveal her
nature to the living, calling their wrath down upon her. It is a dangerous game she
plays, but at least it makes her feel alive.

Attributes:
Body: 3
Quickness: 12
Strength: 3+Essence
Charisma: 4
Intelligence: 3
Willpower: 3
Essence: Variable
Magic: 6
Reaction: 5
Skills:
Etiquette (Street): 4
Conjuring: 1
Magical Theory: 3
Sorcery: 3
Stealth: 5
Unarmed Combat: 4
Cyberware:
None
Contacts:
None
Gear:
Knife
Ordinary Clothing
Plastic Restraints
Spells:
Invisibility: 5

Your character has a great deal of power,
but it is so outnumbered by living-as opposed to undead-beings that it remains
very vulnerable to destruction. And if those
beings discover your character's true nature, they will have littlechoice buttodestroy
you. To allow a vampire to exist is to risk
vampires taking over the entire world. As
well, there is little love lost between individual
A vampire player character has a number of special powers and weaknesses.
vampires, as they tend to be solitary creaPowers: Enhanced Senses (Hearing and Smell), Essence Drain, Immunity to
tures who perceive others of their kind as
Age, lmmunity (Pathogens, Poisons, and Infection), Regeneration, Thermographic
competitorsforfood and threats to their own
Vision.
secret existence.
Weaknesses: Allergy (Sunlight; Severe), Induced Dormancy (Lack of Air),
Because your character is a player charEssence Loss, Vulnerability (Wood), Inability to Digest Food and Drink, +3 to Target
acter, rather than a monstrous opponent to
Numbers for Swimming.
PCs, it is assumed that he retains enough
humanity to want to live like a human as
much as possible. Shadowrunning allows but in all ways he appears to be human. It is rately with the referee, ratherthan including
such a creature a chance to use his special up to the player to come up with some sort it in the normal events of an evening's play,
abilities in ways that will provide the money of story to account for his allergy or to and the player may be able to pass off his
necessary to keep up the pretense. If he is disguise it, but that is part of the fun to refusal to eat or drink as some sort of a vow
careful enough and loyal enough to the playing a vampire. The second major prob- not to do so in public.
other PCs, he might eventually be able to let lem is explaining away thevampire's special
As a final note, remember that like a manthem in on his awful secret.
powers. Most likely, he will claim to be some eating tiger,the vampire is both the hunter and
Until that time, however, he must be ex- sort of specialist mage or shaman, but the the hunted. Even if the other PCs come to
tremely careful to convince them that he is story must be convincing.
recognize him for what he is and still remain
something other than a vampire. There are
A third, less serious, problem involved in friends, the rest of the world will always be his
two major problems involved with this, how- disguising the vampire's nature is his need enemy. Ifshadowrunnersliveontheedge,then,
ever. The first is the vampire's allergy to for blood to keep up his Essence, and his vampire shadowrunners live on the veriest,
sunlight. That would be easy enough to inability to keep other food or drink down. thinnest edge of that edge. There is simply no
explain away if he were truly metahuman, Hunting for blood can be worked out sepa- room for a misstep. C
2
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hisadventureencounteris intended
as a subplot or interlude in a longer
adventure. Or it can serve as an
introductory adventure for players
new to Tocq. Note that while the
as
adventure hasbeensetin ~estern~ustralia,
referee you can change this to a more suitable
location, if you like. The adventure consists of
only one act, broken down into five scenes.
Plot:The PCs make an emergency landing
near a tiny village in the Australian outback.
They suffer avery cold receptionbut eventually
learn that the villagers have a good reason for
their suspiciousness. Something has been
preying upon the children in the village, with
several disappearances over the past few
weeks. When the PCs probe deeper, they
discover a young vampire who has left the
Gaunt Man's realm, seeking a private hunting
ground, so to speak. In the battle that ensues,
thePCsgainsomefamiliaritywith Torgvampires,
finding that they are somewhat different from
Core Earth legends.

After landing, the PCs discover--on an Average roll against Air Vehicles--the remains of
a bird in the plane's air intake. Further examination reveals that a clump of feathers entered
the carburetor, became soaked with fuel, and
eventually exploded, breaking a hinge pin on a
mixturevalve.Thefuel linewasblownlooseand
is pouring a steady stream of fuel out onto the
ground. The fuel leak can be halted easily. But
it will take about four hours at a machine shop,
and a Difficutt roll versus Air Vehicles, to fix the
carburetor and get the plane ready for takeoff
once again.

SCENE TWO

Whenthe PCsgoto Pikersville, asthevillage
is called (a walk of approximately two hours),
they find the villagers to be secretive and unfriendly. Pikersville has always been very isolated, and with the strange events throughout
the world, the villagers have grown almost
paranoid in their suspiciousness toward outsiders. Becausestormknghtstendtobeunusual
(my own PCs include,among others, a woman
SCENE ONE
in medieval plate mail and a fellow with a jet
The PCs are on their way by air to a secret pack, for example), the villagers are doubly
gathering of stormknights at a ranch 100 miles suspicious.
south of Broome, Western Australia, near the
Eventually, however,the PCs meet Greasy
edge of the Great Sandy Desert. The purpose Ben, thevillagedrunk, who for a bit of money
of the meeting is to discuss the problem of is willing to talk with them. Ben tells them
dealing with the well meaning but terribly mis- individuals have been disappearingfrorn the
guided Victorians. Late in the afternoon on the village recently, mostly children. Many people
day of the flight, about two-thirds of the way to have blamed it on aferocious packof dingos
theirdestination,thePCsdevebpenginetrouble. roaming the area, but a few of the children
Their aircraft begins to lose power and attitude. disappeared from their own homes. The
Every time they try to nose up and climb, the villagers are almost crazy with fear.
enginesputters,dangerously neartocutting out
Ben mentions that he has seen lights up
altogether,only to resumeoperationwhen they at the old Saxton place, the deserted ranch
nosedown. Eventually,the engine gives aflash up on the hill about two miles out of town,
of fire and a loud bang, then goes dead. At the and he thinks some lunatic has moved in
sametime,thefuel gauge registersthatthefuel there and is abducting the children.
level is dropping rapidly. They have no choice
but to land.
SCENE THREE
Fortunately for the PCs, a level stretch of
The PCs go to check out the old Saxton
ground liesaboutfivemilessoutheastofasmall place. On the way, they are attacked by
village. Fromtheair,thevillage appearsto have dingos, one to four (lD2Ck5) per party
about 50 homes, many of them trailers, clus- member. Each dingo hasthe following stats:
tered around a main street with afew business
buildings. A Difficutt Perception roll will reveal DEX
6
14
MIN
the remains of a ranch, including an old farm- STR
10
CHA
4
housealmostburied inbrush, anothertwo miles TOU
9
SPI
4
northwest of the village. The ranch appears to PER
13
be abandoned. As the PCs pass over the
village, a halfdozen adults stand in the middle Possibility Potential
of the main street, peering upward at the plane.
None
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Natural Tools
Bite-damage value 9
Claws-damage value 6

Skills
Running
Stealth
Tracking
Intimidation
Trick
Test
Willpower
Taunt

S C E m FOUR
After dealing with the dingos, the PCs
finally reach the old ranch, where they spot
a rundown old shack almost buried in brush
and dead trees. Apparently, the grounds
were once irrigated to maintain a garden
and hedges. But the plant life has long since

withered and died from lack of water, leaving a treacherous tangle of branches and
thorns. Holed up in the shack is a young
vampire. Stats for the vampire are as given
on page 19 of the Torg Worldbook,with the
exceptions that this one has no Alteration
Magic skill but does have Fire Combat 1.
If the PCs arrive at night, the vampire will
be active and will seek to attack them separately or in pairs, rather than all at once.
After taking 10 points of shock, he will retreat to the shack, where he has a rifle (a
Sharps 1855) and adozen Molotovcocktails
(treat as hand grenades with the following
burst radii: Short 0-2, Medium 4, Long 8).
tfthe PCs arriveduringtheday,they'llfindthe
vampire insidethe shack, sleeping with his file.
(Remember, if the PCs are defeating the
vampire too easily, you can up his Possibilities
andlorsomeof hisskillstomakethebattlemore
of achallenge.You might also bring some more
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dingos intothefight, rationalizingthatthevampire
has some sort of animal control power.)

SGEIVE FIVE
After defeating the vampire, if the PCs take
some sort of proof of his existence back to
Pikersville, the villagers will aid them on their
way, allowing them the use of a machine shop
to repair their plane's carburetor and giving
them food and drinkforthe remainderof thetrip.
Just how enthusiastic the villagers are in their
change of attitude is left to the referee, based
upon how heroic the PCs acted. Q
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Beings and Mythos:
Frederick Paul Kiesche 111

t first 1didn1<ee anything but the talltrees, all white and
glistening with the fog, and above them a thick, white
mist that hid the stars. And then something long and
white ran quickly down the trunk of one of the trees.... It
ran so quickly down the tree that I couldn't see it clearly.
And it was so thin anyway that there wasn't much to see. But it was
like an arm. Whoeverheardof an arm as tallas a tree?Idon'tknow
what made me compare it to an arm, because it was really nothing
but a thin line, a string .... But itgave me the impression that it was
looking for something that it had dropped. For a minute the hand
seemed to spread out over the road, and then it left the tree and
came toward the wagon. It was like a huge white hand walking on
its fingers with a terribly long arm fastened to it that went up and up
until it touched the fog, or perhaps until it touched the stars...."
The fog was like a living thing. Its long fingers reached up and
slapped us relentlessly on the face. It curled about our bodies and
ascended in great, grayish spirals from the tops of our heads. It
retreatedbefore us, andas suddenly closed in andenveloped us....
It was the shape that towered above the trees, the vast formless
shape that moved slowly to and fro across the sky.... "If we see it
clearly we are lost!. .." 'Fray that it remains without form!"
From "The Space-Eaters" by Frank Belknap Long

randomly determined direction. (Roll 1D8. I : N 2: NW 3: W 4:SW
5:s 6:SE 7:E 8: NE.)After afirst encounterwith a Space-Eater in
the physical sense, the drone is recognized as what it is-the
huntingltracking call of a Space-Eater!

LIFE CYCLE

A Space-Eater cycles through three forms, called (because of
their rough resemblance to these familiar earthly things) the fog
form, the hand form, and the brain form. Unless the Space-Eater is
successfully attacked by physical or magical means (see below), a
creatureof this race will arrive in a new dimension in its fog form and
start to change on the following schedule:
Hours 1-3:Space-Eater in fog form.
Hours 4-6: Space-Eater in hand form.
Hours 7-9:Space-Eater in brain form.
It is suggested that the Keeper make a sliding scale to help him keep
track of what form the Space-Eater in question is in. This could be done
simply by makinga line with 24divisions (to represent the hours of a day)
and another line with nine divisions (broken up into three sections, to
represent each subcycle of the overall life cycle). These two lines are
made so that you can move them around (i.e., make one on one piece
of paperandanotheronasecondpieceof paper), sothatthe smallerninehour cycle can be moved around on the 24-hour cycle.
The Space-Eaters are a race from another dimension, only rarely
At the end of the ninth hour (unless the Space-Eater has been
connectedwith ours.They are an immensely cunning and evil race, filled successfully attacked, see below), the cycle will start over again
with avast and relentlesshungerforthe mindsandsouls of otherbeings. with the fog form and work its way around again. This will continue
When an intelligenceotherthantheirown travelsthroughthe dimensions until one or another of two goals is reached: the complete destrucand contacts them by accident (nobody wants to contact the Space- tion of all life in the dimension the Space-Eaters are in or a
Eaters on purpose!), they attempt to follow that intelligence back to its successful attempt at driving away the Space-Eaters.
homedimension.There they feed on that dimension's life forms until the
During all stages of the cycle, the Space-Eater will attract an
Space-Eaters are full (usually when all the life in that dimension is unnatural amount of moisture to its body. The closer you get to the
creature, the thickerthe fog will be (in the case of the fog form, this
consumed) or until they are driven away.
Whenemuntered,whetherinanotherdimensionorinad7ar~er'shome would be the center of the fog bank, as the creature is then so
dimension, adroningsoundwill be heard bythe character (actually, it will be diffuse that you can actually walk into the body).
heard telepathically, but until a character is able to deduce this, every
impression should be given that the droning i
s heard with the ears). A
FOG FORM
The Space-Eater has no solid physical appearance; it is unorgacharacter who is first encountering the Space-Eaters (or i
s encountering
thematoneofthe'bindingtimes3may attempttoescapecontactbywinning nized, and its molecular "structure" exists in a highly incoherent
a POW vs. POW struggle on the ResistanceTable.These attempts should fashion. The only way to determine where the creature is would be
be made by the Keeperwithoutthe knowledge of the playercharacter, as in to walk through the fog that is attracted to it. The Space-Eater will
be at the center of the fog bank (the place where the fog is thickest).
this example:
Attacks against the Space-Eater in the fog form and against a
Keeper: "Youhear a droning sound, as if a vast hive ofbees were character by a fog Space-Eater are outlined below.
approaching you. "
Player: 'Whereis it coming from ? /searchthe area around the house."
G
1D6+2
Keeper: (Rolls POW vs. POW; the Investigator is free.) "The STR
CON
4D6+4
sound vanishes when you attempt to locate it. "
SIZ
8D6+8 (varies--gas form)
Player: (Mot knowing how lucky he is.) "Darn!"
INT
3D6+3
A successful match for the PC means that the Space-Eater has POW
3D6+3
1D6+1
lost contact with the character. If the creature wins the match, it will DEE(
MOVE
4
be ableto find the character no matterwhere he goes-acrosstime
and space to the character's home dimension or physically in Weapon Attack
Damage
whatever dimension he and the creature happen to be in. I D 6 Smother* 20%
Paralyze
Space-Eaters will be able to bind themselves to one character (or Bind** POW vs. POW No damage, but if successful, the SpaceNPC) at a time, following that person to his own dimension and
Eater is now able to track the character.
*The fog will attempt to condense around a character (unless it is
manifesting themselves within 2D6 miles of the character in a
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wounded, see below) and cut off his breathing. This will paralyze the temporary basis. When its form shifts again, thegain will be lost, and the
characterfor206 minutesandtemporarily drain 1D6fromthecharacter's creature will only have whatever STR and POW it would normally have
CON. Essentially,this slows avictim down to make it easiertocatch later. for itsform. In addition tothe lossof STRand POW, within aperiodof 3D6
**A fuller explanation of binding is provided under Binding and minutes, thecharacter's brainwill begintofeel "cold"---a burningcoldthat
will cause him to shake and shudder constantly. This shaking and
Space-Eaters.
shuddering will be so bad at times that the character will have to roll
Armor: Because of the highly unorganized and incoherent against his DEX to keep from falling down (Keeper's discretion).
If the victim is able to break his binding at the start of the
natureofthe Space-Eater while in this form, knives, spears, bullets,
etc. have no effect on it. Explosions will have only one-quarter of penetration, the Space-Eater will let him go. The referee should roll
their full effect on the creature (for afuller explanation, see below). for STR and POW loss (10 3 points each), but the victim will be able
Primal Signs will have full effect. (Primal Signs are discussed under to regain backsome but not necessarily allof the lost characteristics
within 10 minutes. (Roll 1D6. 1-2:1 point 3-4:2 points 5-6:3 points.
Attacking Space-Eaters, below.)
SAN: Seeing a Space-Eater in fog form will cost the viewer no Roll for POW and STR separately.) Whatever is not regained is
SAN, primarily because there is nothing for the viewer to focus on permanently lost. The brain chill described above does not occur.
**A fuller explanation of binding is provided under Binding and
and lose SAN over!
Space-Eaters.
***Thewhip attack occurs when the Space-Eater uses its body
FQPm
The Space-Eater is becoming physically coherent and orga- to physically strike an intended victim. This attack can be used
nized when it obtains this form. It resembles a long, thin, white arm against bound or unbound victims: It is used to keep the victim
or rope, ending in a "hand" of many fingers or tentacles. The exact within easy reach of the creature by paralyzing him until the SpaceEater changesform again. The whip attack is similarto the fog form
sizeand thicknessofthearm and fingers will be hard todeterminebecause the creature still attracts a lot of moisture (and is still smother attack in that it temporarily drains 1D6 points of CON when
wrapped in fog) and because the shape and thickness, as well as it paralyzes the victim for 206 minutes.
Armor: The Space-Eater still has no armor, but it is not yet
the total number, of the "fingers"constantly change. They become
coherent and organized enough (the shifting of size and density, as
thicker and thinner, grow and decrease in number, etc.
At this stage, the creature spends much of its time in trees or well as the variable number of fingers is an indication of this) for
otherthickvegetation. Afavorite hunting trick is to remain in a tree attacks to have full effect. Knives, spears, bullets, etc. will have one(or similar organicstructure) until avictim walks underneath it, then quarter of their full effect, and explosions will have one-half of their
jump down. A Keeper could make good use of this habit, especially full effect (see below). Primal Signs will havetheirfull effect. (Primal
Signs are discussed under Attacking Space-Eaters, below.)
with the proper (ahem) atmospheric use of the thick fog.
SAM: Seeing a Space-Eater in the hand form will cause the PC
to lose 1D l 0 points of SAN, unless he is able to make his SAN roll,
G
GTIERISTICS
whereupon the character will lose only one point of SAN.
STR
3D6+3
CON
4D6+4
B
FORM
SIZ
4D6-t-4
The Space-Eater obtains its most coherent and dense shape during
INT
3D6+3
this stage of its life cycle. R resembles a brain, with a tail made up of the
POW
3D6+3
nervesof the spinalcord. The brain is approximately one foot in size, and
DEX
'2D6+2
the tail is about six feet in length. The brain moves by edging on atrail of
MOVE
6 crawling18 leaping
slimeextrudedby asuppleforefoot, much inthesamemannerthatasnail
W e w n Attack
Damage
moves along the ground. The brain also has the ability to leap while
Sting* Automatic
1 D3 of STR and POW
attacking, as well as being able to crawl up walls or trees, or hang from
Bind** POW vs. POW No damage, used to "track" victims
branches, ceilings, etc., by means of suction. The Keeper should delight
Whip*** 40%
1D6 CON
"With this attack, the Space-Eater drills into the forehead of a in describingthisformofthe Space-Eaterto his players:itsslimyform, the
bound victim, making a hole in the forehead and going all the way shiny trail it leaves, the sucking sound it makes when it moves, the
through the brain (without coming out of the other side).This attack pulsating"veins" on the exterior.
Once a Space-Eater has attacked a victim and killed him, it will
will happen painlessly and instantaneously, like a hot knife going
through butter. Note that although the attack is automatically remain by the body until it changes back into the fog form, making
successf uI, it can only be used against victims that are bound to that no attempts at movement unless it has to defend itself or desires to
particular creature (that is, those on whom it has executed a paralyze another potential victim if that victim approaches closely.
successful bind attack). If a character is not bound to that particular
C
GTERISTHGS
Space-Eater, this mode of attack cannot be used.
4D6+4
Bound characters are still allowed an attempt to break away from STR
4D6+4
a bound state at the beginning of the Space-Eater's sting. Adodge CON
2D6+6
must be made by the character (using a DEX roll). If successful, the SIZ
3D6i-3
creaturethen physically misses the victim, and thevictim must win INT
3D6+3
asuccessful POWvs. POWstruggleto escape his boundstale. The POW
3D6i-3
Space-Eater will continue to strike until the character fails his DEX DEX
MOVE
8 crawlingll0 leaping
roll or escapes the bound state.
When a character finally fails at a dodge attempt, the Space-Eater Weapon Attack
Damage
begins to penetrate his skull. At this point the charactercan make a last- Drain* Automatic
Fulldrainof STR, POW and SAN, aswell as
ditch POW vs. POW attempt on the Resistance Table to escape his
consumptionof all nervoustissuein skull and
boundstate. Ifthespace-Eater'svictimfailsin his POWvs. POWattempt,
spinal column (see below).
the victim will not lose blood, but will lose I D3 points of STR and POW. Bind*" POW vs. POW No damage, used to 'track" victims.
The Space-Eater will gain these points of POW and STR, but only on a Whip*** 50%
Paralyzes

*This attack can o n l r b e used against victims that are bound to
a particular Space-Eater. If another victim is approached, even if it
is bound to another creature, it cannot be attacked in this fashion.
Victims who are drained must have been successfully stung.
A character that is bound will feel the cold in his brain and the
droning grow in intensity. If a controlled character is attacked by a
brain form Space-Eater, the Space-Eater will leap from the ground
and wrap its tail around the neck of the character. The character
may throw it off in a STR vs. STR struggle, but onlyif he also is able
to make his DEX roll (the "cold" will make his shaking increase, so
movement will be more difficult). If the Space-Eater manages to
hold on, it will insert its tail into the hole made previously and drain
the characteristics of STR, POW and SAN. It will then cut a circular
section out of the top of the skull, remove that section, and eat the

brains and spinal tissue of the victim.
If the bound character is able to throw the Space-Eater to the
ground, he will have achance to attack it physically or engage it in
another POW vs. POW struggle in an attempt to shake the binding.
**A fuller explanation of binding is provided below.
***The whip attack can be used against bound or unbound
victims. In this attack, the brain leaps and uses its tailto lash around
the victim's throat in a paralyzing attack. This will cause the
character to lose 1D6 points of CON and to be paralyzed for 2D6
minutes. This attack is similar to the whip attack of the hand form
and the smother attack of the fog form.
Armor: The Space-Eater is at its highest stage of coherency and
organization during this form. Bullets, knives, etc., will have onehalf of their normal effect, and explosions of any kind will have their
full effect. Primal Signs will have their full effect. (Primal Signs are
discussed under Attacking Space-Eaters, below.)
SAN: SAN loss at this stage is greatest. Acharacter who sees a
Space-Eater in the brain form will lose 1D20 points of SAN if he fails
a SAN roll. Even if acharacter is ableto make asuccessfuI SAN roll,
the character will lose 1D6 points of SAN. If a bound character is
successfully drained, he is killed, and all SAN is lost (of course).

SPACE-EATEW
Binding is what setsthe Space-Eaters apart from other creatures
in the Cthulhu Mythos. It is similar in operation to the binding used
by the Cthonians or the hunting ability of the Hounds of Tindalos;
however, it does not cost a Space-Eater any POW to bind itself to
acharacter, and the character can still move (the binding acts more
like a tracking device than anything else).
There are several times during its life cycle that a Space-Eater
can attempt to bind itself to a victim, and several times that a bound
victim can attempt to break free. Note that if a Space-Eater is sent
backtoafogform,thiscountsasoneofthetimesthatabound victim
can atternpt to break free. Space-Eaters can bind any victim in any
part of the world. They will usually only bind victims within reach
(because of their slow form of travelling) for ease of feeding. A
Space-Eater may bind up to ID100 victims during each binding
time, and morethan one Space-eater can attemptto bind to a single
victim (although the Keeper should be merciful in this respect).
However, of course, each victim can make an attempt to escape at
each stage mentioned below. And, of course, the Space-Eater can
only physically attack one victim at a time.
To breakfree, in all cases, the victim must successfully do battle
with the Space-Eater in a POWvs. POW struggle on the Resistance
Table. Note that at certain times, a victim may have lost POW, and
the Space-Eater may have gained POW during thetime acharacter
was bound, so the odds can gradually stack up in favor of the
Space-Eater!
The first stage at which a Space-eater can attemptto bind avictim
and that a victim can attempt to break free is when a Space-Eater
is initially contacted--either in the creature's home dimension (prior
to an attempt on the part of the Space-Eater to track the visitor back
to his dimension) or in the victim's home dimension. This first stage
is also considered to exist (for purposes of breaking free) when a
Space-Eater is reduced to its fog form as a result of an attack.
The second time a victim may atternpt to break free is when the
Space-Eater shifts from fog form to hand form. This is also the
second time the creature may attempt to bind new victims.
Thethirdattempt atfreedom comeswhenaspace-Eatertriesto attack
a bound victim and drill a hole in the victim's forehead. This must be
coupledwith a DEX roll in which the victim successfully dodges the hand
on .its first (and subsequent) passes, until the Space-Eater either
successfully attacks or the victim is able to break away. The creature is
unable to bind new victims in hand form after 15 minutes to half an hour
past the time in which it changed from fog form.
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the creature must return to the dimension of the Space-Eaters. If
this attack is taking place in the home dimension of the SpaceEaters, then the Space-Eater is rendered essentially harmless, and
the character will be permitted to leave without being tracked
(unless another Space-Eater is tracking him!).
Primal Sign: The only way to drive a Space-Eater back to its
home dimension, using "magical" means that will not cost a
character points of SAN or POW is to use what is known as a Primal
Sign. If the character is searching for clues and makes asuccessful
Idea or Cthulhu Mythos roll, he will realize that he must make an
impression of a primal religious sign: a Star of David, a Christian
Cross, an Egyptian Ankh, a Pentagram, an Elder Sign, or some
other form. The character must make some sort of somatic,
physical, or visual representation of the sign. The effectiveness of
the different methods of sign making are indicated as follows:
Physica1Sign:Thecharacter uses across, ankh, etc., in physical
form (i.e., the character takes a cross from around his neck and
holds it in front of him). This has a 20% chance of working.
Motion Sign: The character makes the sign somatically (with
hand motions). For example, acharacter crosses himself. This has
a 20% chance of working.
Motion Sign with Artificial Light: Making the hand motion with a
flashlight or another artificial light source. This has a 30% chance
of working. In addition, being near an artificial light source alone
with the first two methods mentioned adds 05% chance of the sign
driving the Space-Eaters back to their home dimension.
Motion Sign with F1ame:This can be any kind of flame-match,
A variety of methods can be used to attack Space-Eaters.
Physical Attacks in Fog Form. The Space-Eater starts out burning newspaper, lantern, bonfire, torch-as long as acharacter
highly unorganized and incoherent in nature in fog form. Physical can outline the sign with flame. This has a 70% chance of working.
attacks will have the following effectiveness:All knives, bullets, etc. "Outline" means that a character would take a torch and make the
(penetrating attacks) have no effectiveness against the Space- sign of the cross, for example.
PhysicalSign with F1ame:Taking a Primal Sign and setting it on
Eater. All explosions have one-quarter effect.
Physical Attacks in Hand Form. In the hand form, the Space- fire. Forexample, achurch catches on fire and thecross burns. This
Eater increases in organization and molecularcoherency. Physical has an 80% chance of working.
Making a Primal Sign several times (crossing oneself several
attacks with knives, spears, bullets, etc., have one-quarter of their
normal effect; all explosions have one-half of their normal effect. times in rapid succession) will add +01OO/ to the chance of success.
Physical Attacks i n Brain Form. When a Space-Eater has (As an example, our character is using flame. That will give him a
transformed into the brain form, it has reached the highest amount base chanceof 70%of driving away the Space-Eater. He wavesthe
of coherency and molecular density. All bullets, knives, etc., will flame in the shape of a cross four times. This gives him a +04%
have one-half of their normal effect, and all explosions will have bonus-a total of a 74% chance of the sign working.)
The Keeper should realize that physically confronting a Spacetheir full effect.
Interrupting the Life Cycle. If a physical attack is carried out Eater--especially one in the hand or brain form that is attempting
which reduces a Space-Eater's hit points to zero, the creature will to choke a character or drill a hole in his brain-may excite a
not be killed, nor will it be sent back to its home dimension. Its life character so that panic and desperation set in. If the playeris acting
cycle will instead be interrupted. No matter what form it is in, the in such a fashion (showing signs of fear), make the characteratcreature will be changed back into the fog form. It will remain that temptingtoform aPrimalSign roll his DEXorunder.An unsuccessful
way for the rest of the current cycle (i.e., if it is in the second hour roll meansthat, in hispanic,thecharacter hasfumbled (droppedthe
torch, for example). A really good roll means that the character was
of the hand form, it will remain in fog form for the next four hoursduring which it would have normally transformed into the brain ableto master his panicand face the Space-Eaterwith asteely glint
form), plus the full range of the next cycle (another nine hours), in his eye, driving the creature back to where it belongs!
If a PC succeeds in driving away a Space-Eater in this fashion,
making, in this example, a full 13 hours in the fog form. When
recovering from a physical attack, a Space-Eater will be unable to a primal, psychicscream is heard, and the Space-Eater is returned
move, bind, or use the smother attack to defend itself. A bound to its home dimension to lick its wounds and plot revenge. The PC
character may make an attempt to free himself by use of a POWvs. should receive a 1D20 boost to his SAN (provided he feels that
POW struggle on the resistance table. If successful, the victim will Space-Eater problem has been resolved-meaning that no more
have all the creature's recovery period to make an escape or to find are in evidence). His character has helped save the universe and
may have learned not to poke around in obscure dimensions
some way of driving the Space-Eater back to its own dimension.
Magical Attacks. When attacking Space-Eaters by magical without a road map! R
means, all magical attacks will have their normal effect, exceptthat
The creatures in this article are taken from "The Space-Eaters"by
wheneverthe word "kill"is used in the magical damagedescriptions
or when the effect of death would occur, substitute the effect of Frank Belknap Long (as collectedinTales of the CthuIhu Mythos, edited
having the Space-Eater return to its home dimension or being by August Derleth, and published by Ahham House and Ballanfine
disrupted to the fog form as mentioned above under Interrupting the Books). The Space-Eaters are a Lesser IndependentRace.
Life Cycle. The fate of the creature is determined by using a
For an adventure involving the Space-Eaters, don't miss "The
percentile die: On a roll of 1-75, it is disrupted; on a roll of 76-100, Horror out of Partridgeville" in this issue!

The fourth time a victim may attempt to break free is when the
Space-Eater shifts from hand form to brain form. Note that at this
point, a bound victim has lost some POW and the creature has
gained some POW. The struggle takes place during the transition
from one form to another, when the creature still has its temporary
gain. This is also a time when the creature may attempt to bind a
new victim.
The fifth time a victim may attempt to break free is when the
Space-Eater is attacking him in the brain form. The process is
similarto the oneoutlined above-adodge must be made using the
DEX roll. The creature will then physically miss the victim, and the
victim must win a successful POW vs. POW struggle. If the victim
is not successful in his POW struggle, the creature can make
another leap, the victim make another dodge, etc., until the combat
is resolved one way or another. The Space-Eater is unable to make
an attempt at binding new victims after 15 minutes to half an hour
past the time in which it changed from hand form.
At each point where a character can make a POW vs. POW
struggle, the Keeper must do it for him unless the character fully
understands what is going on. The Keeper should be fair when
doing this for the character, and allow the character every chance
to break loose from the creature. After all, the object of the game is
to scare people and make them sweat, not to kill them all off without
any chance of surviving!
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n September 1920, a casual acquaintance of the investigators (Dr. Henry Armitage, chief librarianof Miskatonic
University) receives a bizarre letter from a writer friend.
Afew days later, the friend is found dead-apparently of
murder, but a murder of very strange form and circumstance. Dr. Armitage thinks--on the basis of that letter-that
supernatural forces are at work, forces that caused the death of his
friend!
The writer, Harold Langley (a noted author of occult fiction for
popular magazines and local newspapers) was killed while experimenting with the occult. He accidently contacted the Space-Eaters,
an obscure independent race of beings in the Cthulhu Mythos.
Three of the Space-Eaters broke free from their dimension, killing
Langley, and are now wandering the area, looking for more food.
The adventure takes place at or near Miskatonic University, but
Keepers may alterthe location and time. The Keeper should show
the PCs a newspaper article outlining the facts in Langley's death.
That night, while gathered in the Student-Faculty Club (if the
investigators are connected with Miskatonic University) or a local
social club, they will be approached by Dr. Henry Armitage, who will
ask for their help.
Langley's was killed the night before the characters learn of the
mufder. Determine the exact time of the death and start the "clock"
on the cycle of the Space-Eater's form-changing life cycle. Emphasize to the PCs that a heavy fog has covered the area since the
death (it will remain throughout the adventure, starting in the
morning of the first day). For a more detailed explanation of the fog,
see Fog below.

CILiUES
Certain clues will give the players insight into the mystery before
they encounter the Space-Eaters. The first clue should be the
article in the Arkharn Advertiser, the local newspaper. From there
the players should encounterthe fog, then meet with Dr. Armitage
and read the letter he carries.
An article appearing in the Arkham Advertiser on September23,

A - - -

-

the Letter
It is the shadowy
terrors that lurk behind and abovethem
that are mysterious
and awful....
Our little brainswhat can they know
of vampire-like entities which may lurk in dimensions higher than
our own, or beyond the universe of stars? I think sometimes they
lodge in our heads, and our brains feel them, but when they stretch
out tentacles to probe and explore us, we go screaming mad....
Coldly malign intelligence from beyond the stars--suppose there
were a greater horror? Suppose evil things from some other universe
should decide to invade this one? Suppose we couldn't see them?
Suppose wecouldn't feel them? Suppose they were of acolor unknown
on Earth, or rather, of an appearance that was without color?
They would not exist for us? They would exist for us if they could
give us pain. Suppose it was not the pain of heat or cold or any of
the pains we know, but a new pain? Suppose they touched
something besides our nerves-reached into our brains in a new
and terrible way?You cannot oppose what you cannot seeorfeel....
Suppose they should eat their way to us through space!"

Eanglley's Behavior
Armitage will state that Langley always struck him as an odd
chap and that he was always talking of places other than our own
time and space. Langley believed it was possible to travel to other
dimensions or other times by freeing one's mind/spirit/essence
from the body and allowing it to roam through time and space.
Langley spent a lot of time in the Miskatonic University Library and
studied the many occult books that are found there-including a
rare edition of The Necronornicon. Afew days before Armitage got
the letter, Langley claimed that he was on the verge of a big
breakthrough in dimensional travel. Then Armitage heard nothing,
got the letter, and again heard nothing-Langley ceased his usual
daily visits to the library and did not call or write. Then Armitage
heard of the murder.

1920:

Writer Mwdered in His Home
Harold Langley, a local occult writer, was killed in a bizarre
murder last night in his home. Langley was 42.
Police state that the investigation is proceeding "smoothly," but
they have no leads at this point. Two Miskatonic University professors are reported to have found the body when keeping an
appointment with Langley.
Langley wrote occult fiction for popular magazines and local
newspapers. Some of his more famous stories are "The House of
the Worm," "Shadows of Yog-Sothoth," and the infamous "The
Defilers,"which set a record last year when it was published by this
periodical and caused 110 letters of indignation to be written by
local readers.
Details of the murder are being held pending notification of
family. No relatives are presently known, so police are making
official inquiries.
The investigators will be approached by Henry Armitage (M.A.,
Miskatonic, Ph.D., Princeton, Litt.D., Johns Hopkins) of the
Miskatonic University Library. Armitage was a friend of Langley's
and assisted him in his research on the occult (the Miskatonic
University collection of occult books is known around the world).
Armitage received a letter from Langley shortly before the
murder. On the basis of the letter, several conversations with
Langley, and Langley's strange behaviorbefore hisdeath,Armitage
thinks the murder was not committed by humans, but by something
from the Cthulhu Mythos. He showsthe investigators the letter, and
asks for their help:

FOG
By now the investigators should be ready to venture outside. The
Keepershouldkeepcarefultrackofwherethespace-Eatersareandtheir
current form--this will helpto determine what "random"eventsand clues
the investigators will find in order to helpthem to unravelthe mystery.As
the Keeper tracks the creatures' movements, and as the investigators
movethroughthecountryside,the Keeper should indirectly indicatetheir
current location through talking abutthethicknessof the fog (i.e., it gets
thicker as the investigators move toward the Space-Eatersand thinner
as they move away from them).

mmM mV1FRTISER

At theofficeoftheArkharnAdvertiser, the investigators may learn
the following for each successful FastTalk or Oratory roll: A reporter
will say, Langley was killed in "a horrible fashion-his head," then
the reporter will shut up and refuse to talk any further. If the PC is
successful with another roll, he will learn that "it looked like he was
shot in the head, but it was peculiar--everything was gone." What
"everything" is the reporter will refuse to disclose. On further
successes, the reporter will reveal that the police are unofficially
"very puzzled" by the murder. He will also reveal the names of the
two professors who found Langley's body: Melvin Giles of the
Department of Anthropology and Welles Kedding of the Department of Economics. Both were close friends of Langley and visited
on a regular basis for tea and conversation.

MI3

GEES' HOUSE

If the investigators visit Giles' house, they will find a very shaken
person. Giles will not be able to reveal much more than the reporter

Challenge 46

81

at the ArkhamAdveftiserdid--other than that he and Kedding went
for their usual Sunday night visit and found the house apparently
empty. They noticed that things seemed disturbed and that the
house wasfull of fog. Thinking that Langley had gone for awalk and
left a window open somewhere (allowing the fog to enter), they
looked around downstairs, checking all the windows, then went
upstairs. There they found the body. After revealing this, Giles will
shut up and refuse to talk any further.

'(KELLES mDDING'S HOUSE
If the investigatorscheck Kedding's house, they willget even less
information than from Giles. Kedding will refuse to talk to the
investigators unless they have brought Armitage along. He will then
talkto Armitage in a secretive fashion. If questioned later,Armitage
will reveal only that Kedding thought the police were on the wrong
track and that perhaps 'there was something to Langley's stories of
'vast and unknown powerful forces in the universe."'

SNERIFF
At thecounty sheriff's office (in Arkham, in the County Complex,
along with the coroner, the courthouse, etc.), no information will be
available-the police are very curt and abrupt. They will resist all
attempts at Legal, Fast Talk, Oratory, Bribery, etc. They wiil say the
investigation is "proceedingwandthat details will be released to the
public if necessary. If the investigators persist in questioning the
police, they will be threatened with arrest for interfering with police
business. If the investigators persist further, the police will arrest
them, and they will spend a night orthree in jail (someone, perhaps
Armitage, will eventually get them out if the police don't just release
them-having "learned their lesson'-by then).

GOROmR
At the county coroner's office (located at the County Complex),
players will only be admitted on asuccessful roll of Oratory, Law, or
Bribe. Fast Talk attempts will only result in having the doors shut in
their faces, and further attempts at the former skills will become
I

I

minutes after the
first humans come
out into the open,
Kharll the mutant
Bobcat devours five
of them.
124,999 BC-Humans
invent the Axe.
124,998 BC-Tides
turn in human's favor
and cat skin coats are
all the rage.
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more difficult (impose an appropriate modifier). If the investigators
reveal that they are friends of Langley (a slight lie if Armitage is not
there), the coroner will grudgingly show them the body.
Langley is pale and waxen. There is asmall hole in the upper left
portion of his forehead, like a bullet hole, but no blood is present.
The hole is utterly smooth-no jagged skin or bone-as if whatever
made the hole was so powerful and fast that it cut through skin and
bone before it had achancetosplinterthe bone ortearthe skin. The
skull cap is missing from the top of the head, and the brain is gone.
Upon questioning, the coroner will reveal the following:
@The"bullet hole" was made approximately three hours before
the skull was removed.
There is no exit path for the hole, unless one counts the
removal of the skullcap. However, that can't contain the exit path
because of the natureof the wound and the angle of the hole, which
would indicate an exit somewhere at the base of the skull.
@ T h eskullcap was removed in much the same fashion as the
hole was created-no tearing of the skin and no splintering of the
bone are evident (the skullcap was found near the body). Although
some blood was spilt, the amount that one would normally expect
from such a massive wound was not present.
Not only is all of the brain missing, but a good portion of the
nerves that go through the spinal column are missing as well.
@ Langley lived for about three hours between the "bullet hole"
wound and when his brain was removed!

NEIGHBORS

OM CLUES

At any of the houses in the neighborhood, either in Partridgeville,
Mulligan's Wood, or the surrounding area, NPCs will talk (on a roll
of Oratory, Fast Talk, Law, or Bribery) about the fog, the death,
Langley, etc.-in general.
The Keeper should be keeping track of the Space-Eaters (and
their life cycle).At the propertime, he should attempt to ensnarethe
investigators or NPCs with them in the psychic trap of the SpaceEaters' binding attempts. Therefore, it is possible for investigators
or NPCs to have encountered the Space-Eaters in avariety of ways
at this point.
If the investigators encounter the creatures, the Keeper should
determine actions and results as explained below. If only NPCs
have been "approached" and boundlattacked, the investigators will
have to search and question before they start learning strange
things. Neighbors and NPCs will revealthatthey have seen strange
shapes. Some people will appear shaken and refuse to talk, and
some may even have the "bullet hole" marking.
Finally, if the Space-Eaters'life cycle brings about a murder, the
investigators may discover (or hear of) another body-with the
same grisly characteristics as Langley's!

MULLIGAN'S WOOD
In Mulligan's Wood, the fog will be especially thick (at least one
Space-Eater should stay in the wood). The Keeper should use all
his storytelling skill in building an eerie atmosphere and may even
wish to use extra props (eerie music, incense, candles, wind
chimes, "dry ice" and water to make fog, etc.) to help to sustain the
spell. The investigators should encounter the Space-Eaters here
first if possible-the trees (draped with moss and dripping with
condensation), sick and dead plants, and ever-present fog should
make it an ideal place for an encounter.
As the investigatorsmake their way through the wood, they will also
discover more clues. Dead animals and possibly one or more dead
tramps are present, all with mutilations similar to Langley's--even
squirrels with tiny little "bullet holes," and the missing brains and skullcaps! But be sure not to overdo the number of bodies strewn about.
Follow the life cycle of the Space-Eatersexactly. It is permissibleto have
some dead animals and N P C s i f the Keeper wants more dramatic
clues, then hecan allow afewof the attacked NPCsto escapethe grasp
of the Space-Eaters. There should never be more bodies than the
number of Space-Eaters (in this case, three) plus the number of "life
cycles" that have passed could account for.

Open window (second floor)
Closed windows (both floors)
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Howard Langley's house will be in disarray. First, if the investigators look around the outside of the house, they will find a slime
trail (about afoot wide, with indicationsof asmallerUtail"markinside
the wider "foot" mark) leading from the woods to the Langley house
(this is indicated by the direction the grass is pushed, leaves are
piled, etc.). The trail will proceed to the side of Langley's house and
continue up and through the open window of the bedroom (the
investigators need not be told that this isthe bedroom, only that the
trail leads through an open window-if they eventually enter and
search the house, they will be able to deducethisthemselves). The
PCs can enter the house without any problems, as there is no lock
on the door. The house is full of fog. On the ground floor, they may
discover the following:
Living Room: The living room contains a fireplace, table, and
some random furniture. Achair to the right side of the fireplace has
been knocked on its side, facing right; the fireplace set located on
the left side of the fireplace has been knocked over (to the left) and
scattered about-if the contents are examined carefully, the investigators will find that the poker is missing. Finally, a lamp has
been knocked off the table in the middle of the room (another lamp
remains there intact). The fallen lamp is lying on thefloor, shattered,
in a pool of slowly spreading oil.
Library: This room contains approximately 800 books on a wide
variety of subjects (history, anthropology, science, fiction, etc.).
There are fewbooksontheoccult-Langley preferred toworkatthe
Miskatonic University Library.
Bathroom: This is a normal bathroom, except for the fact that
there is no (gasp!) hot water.
Kitchen:The kitchen looks normal. tt isa little messy (after all, Langley
was a bachelor), but nothing out of the ordinary will be apparent.
Storage Room: Access to the storage room is through the
kitchen. The room is situated under the stairs which lead up to the
second floor. It is filled with a variety of canned foods, dried meat,
dried and fresh vegetables, dried and fresh fruit, etc.
Stairs: Due tothe heavyfog, unlessthePCs have alight,they will find

mes is proud to present:

Once, long ago, monsters roamed among
men. The occasional conflict was to be
expected. Then, they all disappeared.
The knowledge of monsters degenerated
to myths...
Now they are back. But this time the
humans are slightly better armed.
Skill Conlbinatics!
85 different and unique skills!
66 different weapons, and mles
for making even more!
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it difficutt to go uptothe second floor without tripping on the stairs. (Call
for DEX rolls, and see if the investigators drop anything if they fail.) Oil
lamps can be found in the living room, library, and kitchen.
Second Floor: Looking down the hall, the PCs will notice that all
the doors, except forthe one leading to the study, are closed. The
door leading to the room with the open window will be immediately
to their right when the PCs reach the top of the stairs.
Langley's Bedroom: Upon opening the room, the investigators can
see a bed, wardrobe, dresser, andchair.Thewindow isopen, and aslime
trail leadsfrom thewindowtothe middleof the room.Afewdropsof blood
are scattered on the floor near the chalk outline of a body. H the PCs
examine the wardrobe, they will find nothing but clothing. In the dresser,
the PCs willfinda boxcontaining$50,severalcufflinks and rings, and two
items of some importance-an ornate gold cross and a green, fivepointed, star-shaped piece of soapstonewith an Elder Sign engraved on
it (this is an Elder Stone). They will also noticethat the door leading from
Langley's bedroom to his study is partially open.
LangleyisStudy:This room is messy,mostlyduetoalackof cleaning.
H the room issearched,the investigatorswillfind many books and papers
scattered around. They will also find a pile of papers on Langley's desk
that has some relevance to the case. Reading these papers will add 8%
tothe reading Investigator'sCthulhuMythosskill and will cost 1D4points
of SAN. Those investigators who read the papers will find that the notes
discuss Langley's attempts to travel into other dimensions, as well as
some of the outlandish creatures he contacted on his trips.
Second Floor Bathroom: An ordinary looking bathroom.
Guest Bedrooms One, Two, and Three: These bedrooms obviously have not been used in many years; they are shut up and
dark, and smell very musty.

ATNIOSPHEm
While the investigators are in the Langley house, the referee
should emphasize the eerie atmosphere of being in a murdered
person's house. If the investigators spot the slime trail while looking
around outside, the thought should occur to them that whatever
killed Langley might still be inside the house! After all, there are no
slime trails moving away from the house (the Space-Eater that
killed Langley returned to fog form before the police arrived). A
careful Keeper could really raise the blood pressures of the investigators as they creepfrom room to room looking for the killer.

IEVEms
Much of this adventure is linked to the unique life cycle of the
Space-Eaters, so the adventure has deliberately been kept very
open-ended. The Keeper will have to keep track of game time and
the corresponding subcycle that the Space-Eaters are in. Also, the
Keeper must keep tabs on where the Space-Eaters are so that he
can indicate tothe PCs howthickthe fog is at the moment (and how
close the players are to actually finding the Space-Eaters). If a
Space-Eater binds to an NPC, the death of the NPC should be
announced in the papers the next day. Or, if the Keeper feels
additionalclues are needed, the investigators could also run into an
NPC being attacked, one who is experiencing the buzzing sound
associated with the Space-Eaters' binding ability, or even one who
has the "bullet hole" marking.
If more and more time passes and the PCs have not yet been
able to solve the mystery behind the deaths, the Keeper may want
to intervene more strongly and drop a few blatant clues. One
possibility is to have an NPC relate to the investigators how he was
able to drive off the "monster" when he "pulled the holy cross from
around (his) breast and drove it away!" R
The adventure is inspired by "The Space-Eaters" by Frank
Belknap Long, as collected in Tales of the Cthulhu Mythos, edited
by August Derleth, and published by both Arkharn House and
Ballantine Books.
For background information for use with this scenario, see "The
Space-Eaters" in this issue.

Lester W. Smith
he following scenario is intended as an introductory
adventure for use with It Came From The Late, Late,
Late Show (also called ICFTLLLS or Late Show). The
scenario's difficulty is appropriate for beginning characters, and thefilm length isshort enoughfora new Directorto explain
the basics of the game to novice players, for those players to roll up
Actors, and for the adventure to be run all in one evening.
For those people who might not own a copy of Late Show, with
minimal trouble the adventure can be adapted to other role-playing
systems. Ashort overview of Late Showis provided below to aid in
this adaptation.

SYS7fEM HHGHUGNTS
It Came From The Late, Late, Late Show is a rather unusual
roleplaying game in which players take on the roles of Actors who
are themselves playing roles in a B-movie. In many ways, playing
a Lateshowadventure is much like playing in any other roleplaying
game. That is, player characters wander about solving mysteries,
engaging in combat, and interacting with nonplayercharacters (it's
as if you're actingfrom ascriptthat hasn't yet beenfully written). But
the B-movie format adds on some things that other roleplaying
games do not.
For one thing, if PCs die in a Late Show adventure, it is their
movie characters who pass on, not the Actors themselves. This
means that the Actors will still be available for later films (although
it would be difficult for them to play in a sequel to the film they died
in). Rather than suffer an actual loss of life, Actors lose out on
opportunitiesfor Fame, the most important attribute in the game. To
helpensure theirsurvival, however, Lateshowcharacters havestunt
doubles who can step in and take their places during combat, just
before an adversary strikes. Stunt doubles have the same number
of Survival Points (Late Show hit points) as the Actors they replace,
and once those points have been used up, the doubles are
unavailable until the next movie. As well, once Actors themselves
start taking damage, makeup is available periodically to restore a
few lost Survival Points.

F
Fame is a very important Actor characteristic in Late Show. In
general, the higher your PC's Fame, the better your PC is treated.
In fact, the higher his Fame, the better his wardrobe and the more
equipment the props department is willing to let him sneakonto the
set. This last is important because while the referee might not have
planned for a character to have a compass-for example-in his
pocket, the referee may be averse to wasting time and film by
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stopping, taking the item away, and reshooting the scene, unless it
is absolutely necessary.
Late Show also has rules for the PCs to sacrifice Fame points to
cause a break in the film, allowing them a chance to avoid a
particularly nasty situation as long asthey begin the next scene with
a plausible, though perhaps fantastic, excuse for their escape. As
well,there are Fame-related rulesforwalking off theset and holding
out for more favorable working conditions. ("I refuse to be killed so
ignominiously. If I have to bestepped on by the giant lizard, I at least
want to give a dying soliloquy.") While the first two uses of Fame
mentionedabovearedifficulttosimulate withoutthe actual LateShow
rules, most roleplaying games have some sort of PC characteristic
that can be rolled against during contract renegotiation.

REFEREES
For referees-Directors, in Late Show parlance-Late Show
offers some unusual benefits. If a Director decides a combat
sequence is not working out well, for example, that sequence can
be reshotto make it more exciting. Let us suppose, for instance, that
the players are rolling really well and their Actors are beating your
giant blood-sucking octopus black and blue, but the octopus isn't
landing a blow on the Actors in return. No problem. Suddenly the
Directorshouts, "Cut! You call thisafight scene?This isterrible!Get
some makeup out here and fix this monster. OK, let's try this scene
again, without the weapons. Oh, and let's open with Daphne being
grabbed by the beastie, so she won't be able to attack it. Places,
everyone. Ready, roll 'em."The monster getssome Survival Points
restored, and the PCs begin the fight from scratch (literally, in this
case, as they are now bare-handed) and minus one party member.
Of course, if thefight had been going againstthe PCsfrom the start,
the Director might still havecalledfora retake, giving the PCs better
weapons and maybe declaring that one of them begins the scene
with an automatic hit on the monster.
Another benefit of Late Show is that it gives a perfectly reasonable
excuse for a group to play a Wild West adventure one week, a horror
scenariothe next, a science-fictionadventure the followingweek, and so
on. Becausethe playersare usingthesamecharactersthroughout,there
is no lost senseof continuity, and it has been my experience that players
getjust as involvedin a"fiim"adventureastheydo in a"realnone.In some
ways, they seem to appreciate a film adventure even better, partly
because while they play the same Actor from film to film, they might be
called upon to play different roles each time, and roleplaying B-movie
Actors encourages players to ham it up.

ACTORS
LateShowActorsgain experienceand improve intheirskills, as in any
other roleplayinggame. In actualrty, though, they are improving in their
abilities to look and sound convincing in those skills (which, when you
think about it, is much the same as what roleplayers themselves do). Of
course, if a particular skill doesn't fit well in a particular adventure, the
Director can declare by fiat that it will not be allowed.

lRULES
Rulesforskilluse and combat in LateShoware extremely simple.This
is one of the reasons the following adventure can be easily adapted to
other game systems: There just aren't that many statistics to adapt.
In fact, one good way of using Late Show is as a movie roleplaying
sourcebookforsomeothersystem,assumingtheothersystem isgeneric
enough to allow for films concerning different genres and time periods.

BASIC INFORmTION
This adventure is designed in the spirit of B-grade science-fiction
films of the late 1960s and early 1970s. After your players as-
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semble, explain that this rather short space adventure film is being
created on a very low budget, and they will have to work with you
to bring the most out of a limited amount of money. Because of this,
costumes are cheap, and they will have only two sets to work with.
The first is a small office, and the second, an outdoor lot. (Full
descriptions of the sets are given with the appropriate scenes. It is
suggested that detailsof those descriptions be given to the players
only when each scene is reached.)
After explaining this much to the players, you can assign roles to
their Actors.

FILM ROLES
/t Camefrom Beyond the Stars is intended to be run with three to five

players. If you are running it with a group of five, assignActorsto each of
the roles listed below. Emma von Brauner, Bobby Mitchell, and Jack
Warner must be played as PCs; others can be NPCs.
Dr.von Brauner: (A part for an Actor in his late forties to early
seventies. Von Brauner's wardrobe consists of extremely thick
bifocals, and a long, white lab coal over dark slacks and wing-tip
shoes. The pockets of the coat are full of pens, pencils, rulers, slide
rules, wire, and vacuum tubes.)
NASA laughed at you when you told them your study of ancient
texts revealed that the newly discovered Bartleby's Comet was
actually aspaceship launched millennia ago from the lost continent
of Atlantis. So you decided to build your own rocket craft and fly to
the comet to retrieve proof that would clear your name. Returning
home from your painful meeting with NASA, you cashed in your life
savings and immediately began construction of Emma's Triumph,
as you've dubbed the rocket, in your own back yard.
You are a serious scientist, with a thick (ham it up) eastern
European accent. Now that Emma's Triumph is almost ready to fly,
you are not at all abashed to let the world know of your selfestablished mission to Bartleby's Comet.
Emma von Brauner: (A part for an actress in her mid twenties,
orone whocan pose as being that age. Emma is tall and very pretty,
with a luxurious figure, but she hides her attractiveness behind
reading glasses, a bun hairdo, and a baggy lab coat.)
You are a very attractive young woman, but most men you meet
seem threatened by your height and your considerable intelligence.
To avoid facing those facts, you have poured yourself into your
father's work. But now a young newspaper reporter has entered
your life. Hecame to interview yourfather about the rocket ship, and
you find that he is too blindly optimistic about everything in general
to ever notice how stupid you make him look by comparison. What's
more, he seems to like you, too.
Note: By the end of the film, you must fall in love with Bobby
Mitchell, the young reporter. Audiences expect it.
Bobby Mitchell: (A part for an Actor in his early twenties, or one
who can pose as being that age. Bobby is an incessantly cheerful
young fellowwearing penny loafers, tan corduroy slacks, and a blue
letter sweater from his old college.)
Gee willikers, isn't life grand! Here you are just graduated from
Parker City College, and already you've got a job on the Parker City
Gazette. What's more, the chief has just sent you on your first
assignment-to interview some old professor who's building a
rocket ship at home. And he's even put you in charge of a
photographer. Does it get any better than this?
Yes, it does. By golly, the old man with the rocket ship has a
beautiful young daughter, and she seems to like you. She is kind of
brainy, but heck, you don't mind. After all, you're an up-and-coming,
hotshot reporter with the world by the tail.
Note:By the end of the film, you mustfall in love with Emma von
Brauner. Audiences eat that sort of thing up.

Jack Warner: (Apart for an Actor in his mid thirties to late forties,
or one who can pose as that age. Warner is a morose, worldly wise
fellow dressed in a cheap suit and afedora with a "Press" badge in
the band. He carries a Brownie camera with an immense flash
assembly slung around his neck.)
Jeez, theold man is really miffed at you thistime. It isn't yourfault
you had a hangoverthe day the governor called a press conference
and confessed to mass murdering a bus load of nuns. So you forgot
to put film in the camera; anyone could've made that mistake. But
now the chief has sent you off with a cub reporter on some fool's
mission, and what's worse, he put the cub in charge.
Oh well, you figure the chief will calm down within a day or two. if not,
you'll just have to talk with hiswife. After all, isn't that what sisters are for?
Mortimer Aikens: (Apart for an Actor near forty, or one who can
pose as that age. Aikens is a soft-spoken man dressed in gray
coveralls and paint-splattered work boots.)
You've been Dr. von Brauner's chief assistant for five years
now-five years that have allowed you to remain close to his
daughter Emma, the woman of your dreams. You are certain that
she would accept your proposal-after all, she smiles at you every
morning when you say "hello" (even though she smiles at everyone
else as well, you're certain she does so only out of politeness to
them). But you want to make something of yourself before you ask
herto marry you, something shecan be proud of. Unfortunately, you
haven't yet figured out what that something should be.
Now this idiot reporter has shown up and started making a pitch
for Emma, and you are speechless with rage. Can't she see what
a fool he is? Maybe you'll have to warn him away, somehow.
Note: At some point during the course of this film, you must betray
Bobby Mitchell, the cub reporter. For dramatic purposes, it should be
during the middle to end of the film. But you must not make it obvious to
Emmathat you intend him harm. An example of an appropriate betrayal
would be if Mitchellfell into quicksand and you handed him a branch but
"accidently" let it slip when he pulled on it.
Mike Adams: (An Extra (NPC) who works as another assistant
to Dr.von Brauner.Adams is asmooth-featured, bland sort of fellow
in his early thirties.)
Butch Wayne: (Another Extra working as an assistant to Dr. von
Brauner. Again, the bland sort who works well as stage dressing,
without drawing attention away from the Actors. One point the
Director should realize from the start, however, is that Wayne is
under the hypnotic control of the movie's villain.)

place at the optimum
time.
Stats for the brain
are as given on page
39 of Late Show but
you may wish to drop
the damage it does
down to 25 or 30
points, ratherthan50. (If you are usingsomeothersystem,just make sure
the brain hastelekineticpowersandtelepathiccontrol, and that itcan give
your PCs a decent fight.)

SGEl\alES
In places, particular Actors should be instructedto deliver particular
lines--this is partofthe natureof movie roleplaying. ButActorsshouIdbe
encouraged to ad lib from these basic lines as well.
It issuggested that the referee read through all the scenes before
play. And feel free to modify events as you see fit, especially once
things are well underway. Remember, the ostensible purpose of the
scenario is to create an entertaining film.

Scene 1
Location:Just outsidethedoortotheeditor'sofficeof the Parker
City Gazette. Bobby Mitchell, cub reporter, has just exited the office
when he meets Jack Warner, photographer, outside and explains
the assignment given them by the Gazette's editor.
Script:The Director should warn theActorplayingMitchell notto have
thedooropen very far when thecamerastarts rolling becausethe interior
oftheoffice isactuallythesetforthecontrolroom ofvon Brauner'srocket.
Also, it should be explained to the Mitchell and Warner Actors that their
dialogue is intended to set the scene for the audience, revealing basic
information upon which the rest of the plot will be built. Don't be afraid to
make them shoot the scene over afew times until you are satisfied that
goal has been met.
In actuality, the main purpose of this scene is to provide the Director
withachancetodemonstratewhatroleplaying anActorwhois roleplaying
a movie character is all about. The Mitchelland Warner Actors will serve
asguineapigsfortheothercastmemberstowatch.AstheDirectorchides
them to keep the door closed and to think about the audience, the dual
nature of the game will begin to set in. Besides, the bit about the door is
good for the session's first laughs.

Scene I1
Dr. von Brauner is correct in his theory that Bartleby's Comet is
actually a spacecraft launched millennia ago from the ancient lost
continent of Atlantis. Little does the doctor (or any of the other cast
members, for that matter) know, however, that the craft serves as
acelestial prison cell for an evil, disembodied, psionic brain. Unable
to destroy the brain, the ancient Atlanteans built a temple upon the
comet, locked the brain inside, and launched it into the depths of
interstellar space, where the brain could do no more harm.
But the brain has been collecting space junk for the past several
thousand years and has finally assembled enough to construct a rocket
engine, with which it has returnedto the solar systemto have vengeance
upon humans. Unfortunately,the engine burnedout just beforethe brain
could make its last course correction. Now, insteadof headingdirectly for
Earth,the cometwill passclosely by that planet beforegoingon to plunge
into the sun. The millennia of hard work with no human thought for
sustenance haveweakened the brainto theextent that such afate would
now destroy it. Discoveringtelepathically that Dr. von Brauner intended
a trip to the comet, the brain has taken over the mind of von Brauner's
weakest willed assistant, ButchWayne, to ensurethatthelaunch willtake

Location: Interior of the rocket ship's control room. This room
has been paneled in tin sheeting, with small circular holes left over
the windowsto represent portholes. It containsthreesilver-painted,
plywood control panels, with old dials, switches, and levers interspersed with Christmas-tree lights across the tops and fronts. A
half-dozen bar stools have been fitted with automobile seat belts to
serve as futuristic-looking acceleration couches.
Script: Inside the control room, Dr. von Brauner, his daughter
Emma, Mortimer Aikens, and the doctor's other two assistants are
running through aseries of last-minute tests to ensure that the ship
is ready to fly. Mitchell and Warner enter (past the camera, which
is set in the doonvay to ensure the Parker City Gazette stencil on
thedoordoesn'tshow)and introducethemselves. Dr. von Brauneror Emma, if no one is playing the doctor-explains the Atlantis
theory to the newspapermen. Mitchell ogles Emma. Aikens stares
murderously at Mitchell. Warner snaps pictures of everything (the
Director should warn him to keep the flash away from the movie
camera). And the assistants work blithely away in the background.
Everyone should be encouraged to ham it up.
Suddenly, all of this activity is interrupted by a thunderous roar,
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and the rocket begins to take off! No one seems to know why it has
happened (while everyone was busy talking, Butch Wayne pushed
the launch button, but this should be kept secret from the Actors).
Everyone rushes for acceleration couches, of which there are two
too few, so someone will be forced to endure the ride on the hard
floor. After a few minutes, though, the rocket reaches space, the
engine cuts out automatically, and the people on the floor discover
that they have survived with minor bruises.
Next, the Director should run three special effects. The first is
zero-G. For this effect, one of the Actors should ask another for
some object, such as a pencil, and the Director should float it
through the air while the Actors fake surprise for the camera. Of
course, the Actors themselves remain firmly rooted to the floor, as
do the stools, control panels, and anything else that is lying around
loose. After all, this is a very low budget movie.
The second special effect is an asteroid storm. One of the
characters at a control panel should suddenly look up and say,
"Brace yourselves, everybody; we're about to enter an asteroid
field!" While the Actors all act frightened, people hidden behind the
tin panelling begin banging on it with hammers, causing an awful
racket and leaving big dents in the metal. After a few moments,
however, the asteroid field is passed, and the banging stops.
The third, and final, special effect concerns life support. Several
of the Actors should begin to nod off, while another tries unsuccessfully to light a pipe or cigarette. Suddenly the Actor with the
malfunctioning lighter leaps up and cries, "The air is going bad!" at
which point one of the others (someone who has worked on the
rocket) answers, "The life support must be malfunctioning!" Immediately thereafter, a red light beginsflashing and asiren goesoff,
while everyone rushes about grabbing tools and attempting to solve
the problem. Of course, they succeed without any casualties.
A short time later, the doctor announces, "We're approaching
Bartleby's Comet. Everyone brace yourself for landing." The
cameraman shimmies the camera to simulate the firing of the
rocket engine once again, and when he stops, Aikens and the other
two assistants get out space suits (simulated by silverized ski outfits
with welding helmets), while everyone else crowds around the
portholes for a view of the comet's surface. To the group's
amazement, grass and trees wave in a gentle breeze outside.
"Of course," the professor exclaims, smacking his forehead with one
palm, "Asthecomet approaches thesun, gasses boil off to create its tail,
and obviously they've also formed a breathable atmosphere."
"It's just as well," Emma adds. "We didn't have enough space
suits for everyone on board."
The group heads for the air lock (walking toward the camera,
which begins a fade to black).

Seene III
Location: The surface of the comet. This scene is shot in the
outdoor lot using a cheap red filter on the camera to create an
otherworldly look. The Actors and Extras are gathered at the base
of the rocket, of which the audience can see only a step ladder to
the left and a single giant tailfin (silver-painted canvas stretched
overatwo-by-fourframework) across the background to center and
right. (In fact, other than a tiny model for moving shots, the ladder
and fin are all of the rocket that actually exists on this set.) Also,
during this scene, the Actors should be encouraged to exaggerate
their motions to indicate the comet's low gravity.
Wipt: While theActors stand about and try toportray excitement,the
camera pans around, then closes upon whoever is standing nearestthe
tail fin. A sheet metal screw falls from above, bouncing off this Actor's
head, followed by another, then another, and so on, until the Actor looks
upward. Suddenly, that Actor realizes that the fin is coming unscrewed
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from the rocket, with only one screw remaining. The group has only
seconds in which to run away before the last screw comes out, causing
the fin to fall toward the Actors, while the rocket, without its support,
crashessidewaystotheground! (tf no one is playingthe doctor, this is an
excellent point at which to get rid of him. Have him run to the rocket,
apparently in an attempt to hold it up with his bare hands, only to be
crushed beneath it when it falls.)
This disassembly should prove to be something of a mystery to
the group. Investigation will reveal that the screws are not stripped
but instead were somehow unscrewed (telekinetically, by the
disembodied brain, although the Actors have no way of knowing
this yet). Examination of the rocket will reveal that it is still
spaceworthy, if only some way could be devised to get it off the
ground. At this point, someone in the group notices that the rocket
has fallen to point directly toward a gently sloped hill, which means
that it might be possible to launch it horizontally, using the hill to arc
it skyward. For this plan to succeed, however, skis must be
constructed on the nose of the ship, using the lost fin for material.
If none of the Actors suggest this plan, the Director can have an
Extrado so. Remember, because the fin and ladder are allthat exist
of the rocket on this set, all of this examination actually takes place
off camera, with the involved Actors coming back to the ladder to
explain things to the rest of the group.
Beforetheconstruction can befinished, however, nightfalls, and
it is time for the camp fire scene.

Seene IEV
Location: Night scene (dark lens filter) of Actors around a
campfire.
Script: This is a good opportunity for Emma and Bobby to snuggle
while one of the other Actors sings some cheesy love song. While the
song progresses, players are encouraged to wander off for snacks, etc.,
which is exactly what an audience would do at this point. After the song
is over, everyone settles down to sleep, and the camera fades to black.

Scene V
Location: Same as Scenes Ill and IV.
Script: Dawn breaks (don't forgetto removethe dark lensfilter) on the
party clustered around the burned-out fire. Suddenly, someone notices
that hull panels have been removed from one side of the ship, and the
engine is missing. Immediately thereafter, someone else notices that
Butch Wayne is gone, and Mike Adams is dead, atthough there is not a
markon him. It isobvious that Wayne could not have carried the whole
rocket engine off by himself, and there wasn't time for him to have
disassembled it into conveniently sized parts. (Only the Director knows
that the giant, disembodied brain has telekinetically stolen the engine,
sucked the mental energy completely out of Adams--leaving him brain
dead-and telepathically commanded Wayne to come reassemble the
engine at the brain's hiding place.) The Actors have little choice but to
explore the comet, looking fortheir engine. There are three laser pistols
for them to take along.
If they are trying to act "appropriately stupid," as Late Showputs
it, the Actors will likely split up and search separately. The Director
should switch the camera from one Actor to the next, going around
the table, using this time for rolls against twisted ankles, falls into
pools of bubbling liquid or quicksand, and the like. This is an
excellent opportunity to do away with any Extras, allowing the
Directorto concentrate upon the Actors through the rest of the film.
Eventually, someone should make a successful Search (or
equivalent talent) roll. That Actor spots an ancient Atlantean temple
on a mountain top (it is, of course, a painted backdrop, and looks
something like an Aztec temple, but surmounted with a pointed
minaret). That person may then gather the rest of the group back

together for an assault on the temple. if not, the Director can get
everyone else pointed in the right direction by telling them they see
their rocket's radio assembly flying by high overhead, and when
they follow it, it leads them to the temple. In either case, the entire
party should reach the temple at the same time.

Scene Vlt
Location: Interior of the converted office, once again. This time
representing the interior of the Atiantean temple (the control panels
and bar stools have been removed). Inside the room, Butch Wayne
is wiring a paper mache engine assembly to one wall when the
Actors enter. (He is completely under the mental control of the
disembodied brain, which means he acts like a zombie.)
Script: Undoubtedly, the Actors will rush to halt Wayne's work.
But a force field stops them about a yard away, and a disembodied
voice suddenly echoes around the room-the voice of the giant,
disembodied, psionic brain monster from ancient Atlantis. "You
fools," the voice says, "You have fallen into my trap." The brain
explains how unbeatable it was in ancient Atlantis, how the ancient
Atlanteans finally imprisoned it on this comet and sent it into the
darkness between the stars, how it collected junk to build a rocket
engine and head back for the solar system, how the engine burned
out before the last course adjustment toward Earth could be made,
how the comet is now headed for the sun, how the brain devoured
Adams' mind to gain the necessary power for telekinetically stealing the Actors' rocket engine to turn the comet back toward Earth,
and how the brain will devour all thought on Earth thus gaining its
revenge on humans. Of course, the brain adds, the Actors will be
the first to succumb to its mental hunger.
Then the brain floats into room, from behind the camera. It is the
size of a go-cart, with pulsing veins in various locations and buggy
eyes protruding from its front. The Actors should make a Terror roll

(or your system's
equivalent), then
combat begins.The
brain tosses things
at the Actors telekinetically ortries to
take over the mind
of aterrifiedActorto
make that Actor fight against the others. During the combat, the
brain drops its control of Wayne as well as the force field protecting
him. The Director can use Wayne to help the brain, if desired, or
have him cower next to the rocket engine.
Eventually, the Actors should defeat the brain (it has been
weakened from centuries of starving in space), with at least Emma
and Bobby surviving. Tearful overacting is encouraged if any of the
Actors have died, with the camera fading to black.

Scene W1B
Location: Camera opens on a view of a rocket model, with skis
attached to the nose, then switches to the interior of the rocket's
control room, with surviving Actors belting into the bar stools (which
have been returned, along with the control panels).
Script: Emma should tell Bobby that everything is ready for takeoff,
explaining forthe audience's benefit that the engine fitted back into the
rocket very nicely and that the nose skis will give the exact trajectory
necessaryto return to Earth. Emmaand Bobby mug it upforthecamera,
then the rocket model is shown against a backdropof stars, with a paper
plate painted like the Earth hanging dead ahead. Q
If you are interested in Late Show and cannot obtain a copy
through your localgame store, you can write to Stellar Games at PO
Box 156, Swanton, OH 43558.

Despots & Emperors
If you're one of the above or would like to be,
hg0BIUS-I is the PLAY-BY-MAIL game for
you. You too can mercilessly pound enemy
colonies into rubble while your slavering hoards
of planetary attack forces flame in from orbit!
Tired of playing against a computer? Well here's
your chance, because you'll be playing against
up to 11 other players, as flesh and blood as
youself, and just as anxious to get their hands on
your empire as you are to get your hands on
theirs. Diplomacy, Grand Strategy, Combat,

intrigue, economics, logistics -- Mobius-I has it
all. And for just three (eountem) 3 dollars
we'll send you the 68 pageexrensively exampled
rulebook and directions on how to join a game.
Send $7.00 and we'll send you the rules to ALL
of our play- by-mail games, including
STARWEB, WORLD-WIDE BATTLEPLAN,
ILLUMINATI (PBM), HEROIC FAhTASY
and many more! Mention where you saw this
add and we'll include a coupon good for 1/2
off on your setup fee. AS^ for our free catdog.

Send to: Flying Buffalo Inc., PO Box 1467 Scottsdale, A Z 85252-1467. If you have Visa
or Mastercard you may phone in your order at: (602)-945-6917, or FAX it at: (602)-994-1170. Be
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Lester W. Smith
'Lift-off in 25 seconds! Get your behinds
on board and seal that hatch!"
"1'11take that aisle seat, if you please. "
"Where do we stow our baggage?"
"Where's the head?"
"Where did you collect this mob?"
"Just can the wisecracks and pay attention to that starboard repulsorlift. It's been
running kinda spotty.'"
"I've got a bad feeling about this trip. "
"Yeah? Well maybe you'd rather wait
around for the lmperials to land?"
"Point taken. I'llpay attention to the starboard repulsorlift. '"
MI1 right, everyone, this is your captain
speaking, You'dbestbuckle in tight-it looks
like we're in for a very bumpy ride."

characterized as an immigrant's paradise.
The ship is scheduled to lift off just after
noon.
But now news reports reveal that lmperial
vessels have entered the system. People
are streaming toward the spaceport, as ship
after ship lifts off ahead of schedule. You join
the throng racing for the spaceport, determined not to miss your ride off-planet.

REFEREE'S INFORUTION

This adventure is intentionally deadly, which
means it is unlikely that any of the PCs involved
will survive, afactwhich could sourthings if you
use the normal PCs the players have &come
attached to. As well, some of the mystery and
fear to be experienced in the adventure relies
upon the PCs not knowing one another. So
mperial Research Station 13" is have your players choose new PCs for this
a special Halloween adventure adventure. Also, take each player aside for a
for the Star Wars roleplaying few minutes, to ask each to explain how he
game, recommended as adiver- perceives his new character. As no one will
sion from (not a part of) your knowwhat you havesaidtotheother players in
normal campaign. Players takeon the roles private, the players will have no way of knowing
of refugees thrown together on a private ifthey can fully trust one another or if you have
vessel fleeing an lmperial invasion of the placed a wolf among the sheep.
The PCs'transport is astock lightfreighter
Tegrat system-the PCs' only relation is
thatthey all ended upon the sameship. Part which requires a crew of two, but these two
of the fun and mystery of this adventure is characters should not know each other any
involved in the PCs getting to know one better than the other characters do. There
are two ways to ensure this. One is to
another on their voyage.
explain that the captain has recently lost a
PLAmRS' INTRODUCTION copilot and has just hired on someone new.
Over the past several months, the Em- Alternatively, the regular copilot might have
pire has been steadily increasing its pres- failed to show up for takeoff, leaving one of
ence in your section of thegalaxy, sweeping the passengers to fill in. (Of course, the
from system to system in a concerted at- captain fully intends to return forthe original
tempt to root out pockets of Rebel activity. copilot once the Imperials have moved on,
Asthis waveof Imperial attention rolls along, most likely in a few weeks.)
Synopsis: With the Imperials invading
another wave precedes it, a wave consisting not only of fleeing Rebels, but also of the planet Tegrat, refugees begin racing offdisplaced citizenry. Some of these citizens planet. In one tiny cargo vessel, the Sideare underworld figures who have decided winder, a motley assortment of previously
things are becoming too hot to remain prof- unacquainted creatures (the PCs) find
itable. But many are honest business people themselvesthrown together in their attempt
whose lives have been disrupted by Impe- to escape. The Sidewinder lifts off on the
rial seizure of property and goods, or whose heels of a multitude of other ships evacuatclienteles have moved on to other worlds, ing the planet, only to encounter a wave of
TIE fighters, which makes its jump to hyahead of the influx of lmperial troops.
For whatever reason, you have found perspace more troublesome.
After making the jump, the PCs spend a
yourself part of that wave of displaced
people. Most recently, you have been on the few days in hyperspace getting to know one
planetTegrat, seeking transportationto some another, but this is interrupted when the
other portion of the galaxy. Just hours ago, hyperdrive cutout suddenly operates, dropyou finally clinched a deal with a cargo ping them into realspace right next to an
carrier headed for Tatooine, a planet he lmperial escort frigate that has been con-
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verted to an immense laboratory facility.
The PCs'vessel isdrawn in by tractor beams,
but it is not boarded.
Unknown to the PCs, the laboratory ship
has served as the site of experiments to tap
into the dark side of the Force, experiments
that created a partly sapient, fog-like entity
thatfeeds uponthe lifeforceof other sapient
creatures. All that remains of the original
crew is one desiccated human whose dead
body has been possessed by the dark side
creature. Using knowledgecontained in that
body's dead brain, the creature has reprogrammed the ship's R2 and 3 P 0 droids,
making of them an army of warrior slaves.
But even with the aid of these droids, the
creature is unable to fly the frigate because
the last of the crewmembers disabled its
drives before they died. The creature needs
the PCs' ship in order to escape to populated planets before it grows so weak that it
can no longer maintain its existence. It hopes
to lure the PCs deep into the frigate, then
take over the Sidewinder before they can
prevent its escape. Rather than make an
armed boarding attack on the PCs' vessel,
then, the creature and its army of droids lie
in wait for the PCs to come to them.
On board the Sidewinder, the PCs have a
limited food supply. As well, they discover
that they cannot repairtheir vessel while the
tractor beams remain on it. So they have no
choice but to enter the frigate, expecting to
find lmperial troops. Instead, they encounter armed resistancefrom the reprogrammed
droids. Eventually, they discover the desiccated "human" leading the droids, and when
they shoot him, the dark side creature
streams out, takes over one of the PCs, and
races back toward the Sidewinder, where it
locks itself in with a couple of droids and
begins repairs.
If the PCs are not careful, thecreaturewill
escape in their ship to bring horror to the
population of planet after planet. The only
way to destroy it is to starve it, which entails
stranding it. Because the creature can take
possession of whoever it wishes, the PCs
can only accomplish this by destroying their
own vessel and stranding themselves.

EPISODE ONE
The PCsassembleattheSidewinder,astock
light freighter on which they have booked passage. The crewmembers (whether PCs or
NPCs) work feverishly to get everyone aboard
and everything dogged down before takeoff.
Then, with acurt notification tothecontroltower,
which in the general confusion doesn't even
reply, the Sidewinderroarsoff planet and races
for a hyperspace jump point, on its way to
Tatooine.
But several waves of TIE fighters precede
the Imperial capital ships approaching Tegrat,
and they stand between the multitudinous refugee vessels and their jump points. 1D6+2 TIE

fightersfocustheir attentionon the Sidewindel;
and a short battle is fought while the freighter
does itsfinalcalculationsforthejump. Whenthe
crewmembers decide it is time to initiate the
jump to hyperspace, the referee should make
theirAstrogationrollinsecret(tosetthingsupfor
episode three).

a mind to. (It is likely that the PCs expect
more lmperial ships to show up before long.
After all, who would leave an Imperial escort
frigate just floating, abandoned, in space?)
The upshot, then, isthat the PCs will haveto
enter the Imperial ship and shut down the
tractor beams.

EHPHSBDE W0

EPISODE F O m

After this fast-paced introduction to the
adventure, the PCs are given some time to
get to know one another somewhat the first
few days of hyperspace travel. The referee
should encourage them to size one another
up, perhaps developing budding friendships
because of the danger they have faced
together, perhaps remaining suspicious of
one another, as they see fit.
One external factorthat might affect their
interaction is that if the ship was hit more
than once during its escape from the Tegrat
system, the referee should inform the players that the heating system is malfunctioning somewhat, leavingthe interiorverycold.
The only heavy articles of clothing on the
vessel are two atmosphere suits for the
crew; everyone else will have to make do by
wrapping up in extra blankets.
The referee should allow this PC interaction to go on for as long as people are having
fun with it. When things begin to lag, however, begin the next episode.

An escort frigate is a huge vessel, and
this one has been added to extensively. It is
not likely that anyone not stationed on such
a vessel would have an accurate knowledge of its layout. In other words, there is no
map for this part of the adventure. The
referee need only describe to the players
that their characters are traversing a maze
of corridors. To find their way about on the
vessel, the PCs will have to consult a wall
terminal for a ship's directory, call up the
location of the tractor beam generators,
then note the corridors and turbolifts to use
to get there.
As the PCs are making their way through
the ship, they find themselves sniped at by
droids-42 and 3 P 0 units that have been
reprogrammed for combat. The R2 units
have a Blaster skill of 3D and are carrying
blaster pistols; the 3 P 0 units have a Blaster
skill of 2 D i 1 and are carrying blaster rifles.
There are virtually unlimited numbers of
each type, but they only attack in ones and
twos, their purpose being not so much to kill
the PCs as to decoy them deep into the
frigate. Note that although the droids are
armed and dangerous, the referee can also
play up the black humor in their attacks.
That is, as the PCs return fire on these
droids, they turn and flee, R2 units whistling
and twirping madly as they trundle around
corners or down side passages, and 3 P 0
units crying out such things as "Oh my stars
and garters!"-in very proper English-as
they run away.
Eventually, after chasing these mechanical snipers for some time, the PCs come to
a lab room holding six droids and a tall,
emaciated human. (The refereeshould have
this encounter take place when the players
begin to weary of being sniped at.) The
human takes cover while the PCs battle the
droids. Then, after all the droids are destroyed, hestands upto run away. If the PCs
shoot him, hefallsoveron the first hit. As he
falls, he strikes his head, which breaks apart
in a shower of dry, crusty fragments. If they
do not shoot him, but capture him instead,
he falls over when first touched, with the
same results.

EPISODE THREE
On the fourthday of travel, the hyperdrive
cutout activates, damaging the engines in
the process. Outside, the PCs spot the
mass that apparently caused the cutout, an
Imperial escort frigate (see page 31 of the
Star Wars Sourcebook for escort frigate
stats).Thefrigate has been modified somewhat, with extra lab facilities built out along
its sides, and it is labeled simply "13."
Although the vessel appears to be deserted
(most of its running lights are off, and it radiates
very little heat from the power plants), it locks
onto the Sidewinderwith its twin tractor beams
and begins drawing the freighter in, firing one
turbolasertofurtherdisabletheshipif necessary
(inwhich case it hitswithremarkableprecision).
Eventually, the Sidewinderisdockedto theside
of the frigate, but no one attempts to board the
freighter.
The PCs now have a couple of problems
to solve. Their hyperdrive engines are damaged (and possibly their sublight engines, if
the referee deemed that necessary to disable the freighter). When the PCs attempt to
conduct repairs, they learn that the tractor
beams are creating a flux in the drive systems, which makes diagnostics impossible.
In other words, to repair their ship, they will
first haveto shutdownthetractor beams.As
well, their food and water are in limited
supply, which means that they cannot simply wait here indefinitely, even ifthey wereof

EPISODE F
As the PCs lookon, horrified, a black mist
rises from the body, a mist that consists of
part of the very essence of the dark side of
the Force (see the referee's synopsis for
details). If anyone has remained on the

Sidewinder; the mist rushes back toward
that vessel, intending to enter and possess
the body. If, instead, all of the PCs have
boarded the frigate, the mist will enter and
possess the PC closest to the freighter, who
will then run back to the ship. In either case,
the refereeshould runthis as achasescene,
with armed droids attempting to block the
PCsfrom reaching thecargoship beforethe
mist does.
Once a possessed character reaches the
Sidewinder; he will lock the other PCs out,
then make a call to droids in the tractor
beam control rooms, ordering them to shut
the beams down. Next, the possessed PC
will launchoff from thefrigate, using sublight
drives if they are operational, or simply
drifting free if they are not.Afterthat, the PC
spends whatevertime is necessaryto repair
the freighter's hyperspace engines, planning to escape to some populated region of
the galaxy.The PCs'best meansof preventing this is to use the frigate's weapons to
destroy the Sidewinder before it can escape, thereby stranding the creature, as
well as themselves. If stranded, the creature will eventually starve to death. Unfortunately, this will only happen after it has first
consumed the life force of each of the PCs
stranded with it (each character it drains will
give it about one month of continued existence). By stranding the creature, then, the
PCs will have given their own lives in order
to save millions elsewhere-a heroic, if horrific, sacrifice.
Special Note: Only PCs with the Force
skill "Control" have any hope of avoiding
possession by the dark side creature. The
difficulty numberforthis attempt is 20, or 15
forcharacterswiththe specificControl power
"Forceof Will,"asdescribed inthe Star Wars
Rules Companion, page 65.
Optional Alternate Ending: Obviously,
the outcome described above is a far cry
from the normal space operatic tenor encouraged in the Star Wars roleplayinggame.
Instead of leaving the PCs to this dark fate,
you can have a Rebel ship with a strongly
Force-oriented NPC arrive before the dark
side creature takes its second victim. After
destroying the creature's physical manifestation, that NPC could then explain to the
PCs that he sensed the disturbance in the
Force and came to investigate. Their heroic
self-sacrifice would thus be rewarded in a
way more fitting with the nature of the Star
Wars milieu. Of course, then you have to
award skill points. D
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Lester W. Smith takes a IookatRavenloft
and At Your Door, two unique horror roleplayinggames. Then Craig Sheeley reviews
Waaargh the Orks by Games Workshop.

Ravenloft
TSR, lnc. $1 8.00.
Design: Bruce Nesmith with Andria
Hayday
Boxed set. includes one 144-page
rulebook; four large,color maps; 24color,
cardstocksheets of tables and locations;
and one transparent map overlay.
Requires AD&D rules (second edition
preferred).
The Ravenloft boxed set is a horror
roleplaying setting with two major distinctions that set it apart from other horror
roleplayinggames.Thefirst isthat Ravenloft
is intended for use with AD&D, allowing
garners familiar with those rules to adapt
their fantasy roleplaying to horror. Thus,
traditional horrorcreaturessuchasvampires
and zombies are once again able to instill
feelings of terror in AD&D characters, effects that tend to be ignored by the fantasy
rules. Ravenlofts second major distinction
is that it sets out to convey a Gothic horror
setting, reaching back to Mary Shelley, Bram
Stoker, and E. A. Poe for its roots, rather
than concerning itself with the modern or
Lovecraftianhorror of most horror roleplaying
games. That Gothic horror setting is conveyed well in Ravenloft. There are rulesfor
Gypsies, fortunetelling, and curses-all
essential elementsof Gothic horror-as well
asforwerebeasts, vampires, and the effects
of fear and horror. Also, there is ample aid to
referees-from rulesfor adapting characters
to this horrorsettingtoadvice for making the
most of the Gothic mood.
All of this is fit into a logical background
that Ravenloft calls the "Demiplane of
Dread." That background is described in
sufficient detail, with amultitude of locations
and denizens, to support a long-standing
campaign. And the color art on the box
cover and 24 cardstock sheets, as well as
the black-and-white art of the book, convey
the atmosphere necessary for such a
campaign. It is difficult to thinkof anything to
complain about concerning Ravenloft .About
the only criticism is that because it is intended as an alternate world for AD&D, it
retains elements of fantasy that are not
normalforGothic horror. Butthoseelements
are there to allow fantasy characters to
wander into the realm of Ravenloft, not to
insist that all campaigns use them. It would
seemeasy enoughtotonedownthefantasy
elements and emphasize those of Gothic
horror. In conclusion, then, the Ravenloft
92
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boxed set makes an excellent addition to
AD&D, as well as providing a viable alternative to other horror roleplaying games.

Chaosium, Inc. $1 7.95.
Design: L. N. Isynwill, Herbert Hike,
Mark Morrison, Barbara Manui, Chris
Adams, Scott D. Aniolowski, Lee Gibbons, and Earl Geier.
178-page book.
Requires Call of Cthulhu Now rules
At Your Door is a collection of modernday adventures for use with Cthulhu Now.
The adventures can be run either individually, ignoring the interconnections among
them, orcollectively in one long, interwoven
campaign.The adventures are imaginative,
with lots of detail to involve playersdeeply in
the course of events. Illustrations provided
throughout are intended not merely for referee use, but as play aids as well. At Your
Door includes also just under three dozen
player handouts, which are reproduced in a
convenient appendix at the end. While the
campaign is truly horrific, and player character losses are likely to be high, a rationale
allows new PCs to benefit from the discoveries of their unfortunate predecessors.
The adventures in the campaign need
not be run in a linear progression. In fact, the
players may begin one adventure, find clues
that lead them into another, return to an
earlier adventure for a short while, and so
on. This allows players to feel that their
choices are open-ended, while still providing all the information a referee needs to
deal with theiractions, assuming the referee
has become familiar with the book.
At YourDoor's one problem worth noting
is that the authors often use inappropriately
inflated language, thereby obscuring their
meaning. A professor of mine once suggested that in orderto avoid the appearance
of snobbery, we should be very picky about
ourown usageof language butveryforgiving
of others. Unfortunately, there are times
when inappropriate language usage interferes with clear communication, and I think
At Your Door suffers from that problem. At
the risk of seeming snobbish, then, let me
cite a pair of examples. In "A Little Secret for
the Keeper," at the bottom of page 13, the
authors summarize a fictitious document
titled "Ending History." In their summary, is
the following text: "Left to its predilections,
humanity will unfortunately recapitulate its
arrogant and disastrous growth again and
again." Note thatthis text is not a quote from
the fictitious document, but merely a summation of the fictitious author's intent. As
summation, it is ponderous. But the real

problem is with the use of the word "recapitulate." A person can recapitulate an argument, restating it in brief to emphasize
the main points. An individual can recapitulate the history of his or her race, acting
out in one life a summation of the race's
experiences. But a race cannot recapitulate
its own history; it must "repeat" it. In the
quotation above, "repeat" is exactly correct,
while "recapitulate" must be stretched out of
shape to fit. One can only assume that it is
evidence of pretentious language usage,
especially considering that two paragraphs
earlier the authors make the mistake of
using "whoever1'-a subject pronoun-instead of "whomever"-an object pronoun.
Granted, these two examples may seem
niggling. But the problem is that sections of
the text are so full of such things, including
long,convoluted sentencestacked together
by unnecessary semicolons,thatthe reader
can hardly help thinking the authors are
workingtoimpress ratherthancommunicate.
Or that they are swept away by their own
language use. (An intentional sentence
fragment, as is this one.) But enough of this.
Do I recommend At Your Doof? Absolutely.
It is very imaginative and is generally designed to make refereeing as easy as possible. It ought to be a lot of fun to play. Just
be prepared to wade through some obtuse
passages.

Waaargh
the Omrks!
Games Workshop. $24.95 (U.S.).
Design: Nigel Stillman and Bryan
Ansell.
Stories: William King
Two-hole-punched, unbound game
book in cardboard sleeve. 104 pages.
For gamemasters and players.
May 1990.
Waaargh the Orks! is Games Workshop's sourcebook concerning the background and culture of the Orkoid space
races in the universe of Warhammer40,OOO
Rogue Trader:
Waaargh the Orks! is a compendium of
whimsically presented information on
Orkoids, covering subjects from biology to
space travel. Some of the articles have
already been published in White Dwarf
magazine.
The format is both interesting and entertaining. Facts about the Orks and their
smaller subject kindred (Gretchin and
Snotlings) are presented in an easily digested style, lavishly illustrated by Games
Workshop's stable of artists. Stories of Ork
fiction interrupt the factual writing at irregu-

Lester W. Smith and Craig Sheeley

lar but frequent intervals. Both stories and
information are often amusing in their portrayal of Ork life.
'Ere yoo stoopid reviewin' git! Shaddup
an' tell 'em what's in da book, den!
Waaargh the Orks!starts like one of the
old Traveller alien modules, explaining
Orkoid physiology, including a plausible
explanation for why they've got green skin
(symbiotic algae in their skin layers, which
also makes them tougher). From there it
diverges to cover the origin of the Orks,
created asaslave race by asuper-intelligent
race of smaller Orkoids. This lost race, the
Brainboyz,gainedtheir intellectfrom a mindenhancing fungus. Naturally,theorksstarted
eating it, gained a momentary boost, and
rebelled. Unfortunately for future prospects
of smart Orks, they forgot to continue cultivation of the fungus-when it died out, so
did the Ork race's chances of acquiring a
high IQ. The Brainboyz, deprived of the
symbiotic fungus, degenerated to Snotlings,
arguably the least intelligent Orkoids in existence.
Ork society and social order is simple:
Orks live in gangs composed of members of
different clans. These clanscoexist in peace
(more or less), working together as a
wargang when they go to war. Ork social
order divides gang members into a minimal
pecking order, with Da Boss at the top, Nobz
(elite, experienced warriors) next, and Boyz
(regularorks) as a numerous "middleclass."
Gretchin and Snotlings make up a lower
class of servitors. Specialist castes, such as
the torturerlphysician Painboyz, the
Snotling-seller Runtherdz, the captive psychic Weirdboyz and the technician
Mekaniaks rank differently, occupying a
place somewhere between Boyz and Nobz.
White Dwad articles on the clans and
their symbols are included for use in figure
painting, along with new material on backbanners and Orkglyph-script, which passes
for their written language (a language easy
enough for a race of near-illiterates to read).
Watch it! Ican't read what yer sez dere,
but Iknows a sneer when I 'ears one. Keep
to da book.
Ork customs and manners (the former
beastly and the latter nonexistent) can be
gleaned from the stories and text. Orks live
simple livesof thoughtless loafingalternating
with mindless violence, unfettered by concepts such as law, social responsibility, and
"keeping up with the Joneses." They are a
race without angst, a condition which renders them inviolate by the soul-eating warp
creaturesthat curse the Warhammer40,OOO
universe. To an Ork, existence is its own
explanation. They can't understand the idea
of asking, "Why do I exist? What am I here
for?"-a common concept shared by other
races. If an Ork can't shoot it or eat it, he
ignores it.
SinceOrksusetechnolqy roughlysimilarto
most of the other races in Warhammer40,000,
technology is not detailed. Relations with other

races are given minor treatment, as appropriate-Orks don't care much for other races, so
they don't think much about them. And in truth,
other races try not to think much about Orks, if
they can-unless the cry of 'Waaa-Ork!" rises
again.
Dat's it! Enuf ov dis stoopid 'uman stuff
about kustoms an' all dat. Tell 'em about
Waaa-Ork!
Infrequently,an OrkMekaniak undergoes
a revelationwhichtriggersadesireto buildto construct an image of the Ork gods, Gork
and Mork. This image is always a monster
warmachine, an embodiment of the gods'
qualities of cheerful, mindless violence. Orks
call them Garganfs. The machines are also
the Orks' answer to the human and Eldar
Titans-in the story about a Waaa-Ork, the
mek who starts it ail is inspired by the sight
of one of these eight-story warmecha.
Sometimes, the Waaa-Orkspirit spreads,
a pseudo-psionic event that infects Orkkind across the stars. Clans stop fighting.
Everyone feels good and exhilarated for no
reason. Gargant-building projects spring up
without intent, and the Orks ready for war.
Though it can take several centuries to build
to a climax, a Waaa-Ork always ends in the
Orks spilling out across the galaxy to blast,
burn, destroy and conquer in a racial lemming-stampede of violence.
Awright, awright! Enuf ov dis gibberin';
I'm gettin'bored sittin' 'ere wiv noffin' ter do.
Wrap it up an' letz go get some grub. Ifancy
a nice, juicy squig onna stick about now.

IE&TALUATION
Waaargh the Orks!paints a lovely picture
of an unlovely race. It's a great pity there's
no Warhammer 40,000 Rogue Trader roleplaying game-arks make perfect player
characters. They don't like rules; they love
heavy armament; they like doing what they
want to do when they want to do it; and they
don't take cheek from anyone. In their own
way, they are happy, well adjusted homicidal
goons, interested in a good time and lots of
gunplay. As it stands, commanding an Ork
force in Warhammer40,OOOwargaming has
one unique advantage: Stupid tactical errors can be passed off as '"iithful roleplaying." Not that Orks are always stupid. Often
they're just as canny as anyone else, and
are quite heavily armed. And there are
usually lots of them. For those people interested in roleplaying Warhammer40,OOG's
space Orks or those wanting background
data on Orks or on the universe in general,
Waaargh the Orks!is very helpful and quite
amusing.
Yer. Disun's got nary a rule innit If yer
wants da rulez, yer gotz ter get dat stuty
magazine. Dat's where da rulez iz.
Waaargh the Orks!contains not one rule for
Warhammer 40,000 Rogue Trader. Rules for
Ork army lists, vehicles and specialist castes
areonly printed in issuesof WhiteDwarf.So far,
five separate articles about Ork organization
and gear have been published that are not

repeated in Waaargh the Ofis! These articles
concern data for warmachines, the army list,
and the rules for Weirdboy psionics. Only the
last two are in issues new enough to be found
easily--fortunately,they arethe most important.
The army list is necessary (and formidableOrks have a herolchampionpercentageof upto
37%, contrastedwith the normalaverageof 152Wh), and the Weirdboy powers article is important if you're going to use Ork psykers. Their
articles are in print in White Dwarf123 and 124,
respectively. Complete rules for Orks in
Warhammer 40,000 are being gathered for
Waaargh theOfis!ll, the companion volume to
be released in the future.
Waaargh the Orks! would have been a
much better supplement if the Games
Workshop folks had taken a little more time
on it, doubled the size of the bookto include
all of the rules, added more illustrations,
hardbound it, and raised the price $10,
making it the size, price and content of a
regu1arbook.A~it stands, Waaargh the Orks!
is too much money for too little product.
If you're looking for source material, or
are just interested in a very expensive
reading book, checkout Waaargh the Orks!
If you're looking for Ork rules, get issues 123
and 124of White Dwarfand wait for Waaargh
the Orks! 11-and hope the rules won't
change too much in the meantime. fi

GRAAF SIMULATIONS
Great postal games since 1982
CONTINENTAL RAILS
The best game of American railroad robber
barons ever. Fierce competition as 15 players
race to build the best railroads and make the
most money in each game.
Rules $3.00 Game Entry $12.00 $4.OO/turn

-

-

SPIRAL ARM II
The highly rated and popular space game of
colonization and warfare for up to 50 players per
game. Map of 650 stars, technology, alliances,
battle modes, and economics.
Rules $2.50 Game Entry $15.00 $5.00/turn

-

-

FEUDAL LORDS II
The enhanced original game of medieval power
politics in the age of King Arthur. Fifteen barons
compete to become King of England using
economics, military might, and diplomacy.
Rules $2.50 Game Entry $10.00 - $3.50/turn

-

The fast and fun game of exploration and
conquest set in a vast fantasy world. Up to 200
players per game, no due dates, 29 types of
terrain, 84 types of creatures, magic spells,
special attributes, much more.
Rules $1.50 Game Entry $10.00
Variable Turn Fees

-

All games are completely computer moderated.
You do not need a computer to play, just a pencil
and a keen mind.
CaN or write us for a free brochure with more
detailed information on these games.
GRAAF SIMULATIONS
P.O. Box 96, St. Clair Shores, MI 48080
Phone: (313) 772-9595
Fax: (313) 772-9659
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Challenge Classifieds, Box 1646,
Classified Ads
Challengeaccepts all gamingrelated classified ads, subject to
the amount of space availableand
good taste. Challenge does reserve the right to refuse any ad.
Challenge will not be held liable for errors occurring in advertisements. If you find an error in
your ad, please send a corrected
version to Challenge.
Classified ads are free, and run
for at least one issue, longer as
space permits. Any reasonable
length is accepted, but all ads are
subject to editing. Please type
ads.

Display Ads
Write to receive our rate card.

LOOKING FOR PARTNERS in
the creation of a roleplaying system which is to cover all time
periods. Plan to incorporate in
Knox, TN area in FebruarylMarch
1991. Contact Scott Tolle, Bldg
1041, Camp Lejeune, NC 28542.
(46)
GAMEMASTERS WANTED for
all GDW roleplaying games.
Demonstrators also required for
most GDW boardgames, including Azhanti High Lightning and
Star Cruiser. For Gaelcon '90,
Riverside Centre 8, Sir John
Rogerson's Quay, Dublin 2, IRELAND. October 27-29. Contact
Kevin Dodd, Ballydoogan, Sligo,
IRELAND. (46)
SONS AND DAUGHTERS of the
empire--yourqueen callsfor your
aid in recovering England's most
brilliant scientist and his sisters
from the clutches of her enemies.
Countdown to Armageddon is a
play-by-mailcampaign forspace:
1889. Players race to locate and
rescue the scientist before his
discoveries can be perverted to
bring aboutworldwide chaos. For
a free information packet, send a
SASE to Countdown to Armageddon, c/o D.E. Brynelsen,
21W127 Tee Lane #3, Itasca, IL
60143. (46)
I CHALLENGEall MegaTraveller
players to play against me by
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mail. Cost is just two stampssend one on a SASE and one
loose. For more information, write
to John Moore, PO Box 2992,
Glen Ellen, IL 60138. (46)
FOR THREE FREE VISITS to the
Largo Adventurers' Guild (playtesters of Twilight: 2000 Urban
Guerilla, Gateway t o the Spanish Main, "Tyger, Tyger, Burning
Bright," and many other adventures) just mention this ad (ask for
the free wax job). Located at 600
1st Ave. SW, St. Petersburg, FL.
Children must have their parents'
permission. For more information,
you can write to Capt. Thomas E.
Mulkey USA (Ret.),63430thAve.
S., St. Petersburg, FL 337053716. (46)
PLAYERS WANTED for game
competitions every Saturday and
some Sundays at F~rstEmpire
Games. ~dm-issionis free, and
several games usually run simultaneously. Play begins at noon
and continues until finished. Located in the Muldoon Mall in Anchorage, AK. (46)
EN GARDE! How many of you
rememberthis littlegem of agame
from GDW? We'restarting a PBM
campaign and invite allwhowould
be swashbucklers to participate.
Contact Samos Swordsmen, d o
Gunther Bellows, Route 2, Box
157, Micanopy, FL 32667. (46)
MANHATTAN Traveller fan seeks
adult players in the New York City
area for Traveller campaign. New
Jersey players welcome. Contact
Richard Marin, 5546th St., Union
City, NJ 07087. (45)
FOR SPACE: 1889 campaign,
Countdown to Armageddon.
Wouldlike to contact players in the
Dupage County, IL area, but
would also consider running this
campaign as a PBM. I am also
interested in exchanging ideas
and technical data with other
Space: 1889 devotees. Contact
D.E. Brynelsen, 21 W127 Tee
Lane, Apt. 3, Itasca, IL60143. (45)
TRAVELLER players desperately needed for campaign in
South Bay area (San Jose). Experienced or beginners welcome.
Contact Rick Novy, PO Box

391442, Mountain View, CA
94039-1442. (44)
MEGATRAVELLER character
generators for IBM compatibles:
basic, mercenaries, naval characters, scouts, COACC flyers.
Colorful programs with windows,
menus, automatic or manual
generation. Any one for £8 or all
five for f 12, including disk and
airmail postage. Kevin Berry, 257
New North Road, Islington, London N1 ENGLAND. (44)
ARCHDUKE NORRlSwants you!
Players wanted for play-by-mail
campaign based upon "Nail Mission" from MegaTraveller Rebellion Sourcebook. Campaign
will focus on role playing rather
than rules crunching. Realistic,
nontraditional player characters
preferred. Beginning and overseas players welcome. Send
SASE for more information to The
Rebellion Campaign, c/o David
Johnson, 8300 El Munco #730,
Houston, TX 77054. (44)
BATTLETECH players. The
472nd FederatedCommonwealth
BN Samos Swordsmen want you.
Join a growing 'Mechforce chapter as a local or correspondence
member. Pick your own 'Mech
and call sign; develop a persona;
receive our newsletters;and have
a chance to run a 'Mech company
in our play-by-mail campaign.
Contact Gunther H. Bellows,
Route 2, Box 157, Micanopy, FL
32667. (44)
BALTIMORE Co./Towson Twilight: 2000 or Combined Arms
group seeks a gamemaster. Must
have reasonable experience.
Over 16 please. Five plus dedicated players. For more information, contact Bryan Gibbons, 61 l
Dunkirk Road, Towson, MD
21212. (44)

TRAVELLERdataon diskfor IBM,
Atari, Amiga, Mac. Send SASE
for list of data contents to Bryan
Borich, HlWG data editor, 3890
50th St., San Diego, CA 921053005. (46)
DISCONTINUED gaming items

bought and sold. We currently
have in stock many discontinued
and hard-to-find Traveller
supplements and magazines, as
well as items for most game systems. We also buy gaming materials in good condition and will
consider trades and swaps. Write
to Games, Inc., 320 South 10th
St., Easton, PA 18042. (46)
ALIENS, TRAVELLER: 2300(first
edition). Star Hero. Universe/
Delta Vee!, and a variety of
SpaceMaster/StarStrike and
Traveller/MegaTraveller material. Send SASE for information to
C.A. Weuve, PO Box 424, College Park, MD 20740. (46)
OLD AND OUT-OF-PRINT
Traveller material. Journals, rule
books, and other stuff. Send a list
ofyouritemsof interestoraSASE
for our list of merchandise. First
Empire Games, 1251 Muldoon
Road, Suite 23, Anchorage, AK,
99504. (46)
SOURCEBOOKS and supplements for 2300 AD, Twilight:
2000, and Traveller. Send SASE
for list to J. Schaeffer,539 Chicora
Rd #6, Butler, PA 16001. (45)
NPC STATS for Twilight: 2000.
The 3rd platoon (Body Snatchers), designed as a prisoner
snatch team in strength, includes
22 rangers plus one medic. They
can be used for various missions,
such as LRRP, or as individuals
to fill out your campaign. Each is
unique, with his own worksheet
stats, DOB, serial number, nickname, hometown, personality
outline, and detailed equipment
load according to his specialty or
assignment. Plus other useful information and worksheets. Over
40 pages in all. Send $10 plus $2
postage and handling to D.
Rough, PO Box 2283, Taos, New
Mexico, 87571. Please specify 3rd
platoonlrangers. (45)
MORE THAN 30 wargames for
sale-excellent condition. Plus
numerous wargame and military
books. Send self-addressed,
stamped envelope for complete
list to Mark Walker, 9278-C Lake
Murray Blvd., San Diego, CA
921 19. (44)

HAVE YOU EVER wished you
could command an elite counterterrorist organizationand help put
a few of the bad guys out of commission? Would you like to have
a team of up to 10 of the best men
and women under your control,
with an arsenal of weapons that
would make even Ollie North
jealous? If you everwanted complete freedom in a role-playing
wargame, then Tactical Terrorism is the game for you. One 25page instruction booklet, six dice
(one each of four, six, eight, 10,
12, and 20 siders), one floor plan,
and 30 game pieces. Please mail
check or money order for $21.95
plus $3.50 postage and handling
(California residents add 6.25%
tax) to S&S Productions, Stewart
W. Young, 1630 Sequoia Dr.,
Yuba City, CA 95993. Please allow fourto six weeks delivery. (44)

SPACE: 1889 players-the
Royal Technical Exchange is
looking for your vehicle and
weapon designs for use in the
wonderous Space: 1889 universe. Help this exceptionalgame
to grow by sharing your ideas with
others of a like mind. For more
information, send a SASE to
Royal Technical Exchange, c/o
D.E. Brynelsen, 21Wi27 Tee
Lane #3, Itasca, IL 60143. (46)
PRIVATE Industries will exchange

designs for any system in this
magazine. I also design weapons,
vehicles, and starships for a fee.
Samplepacketavailableonrequest
(please specify game system). For
more information, contact Mike
Schade,4586s. Elm Place, Broken
Arrow, OK 74001. (44)

TRAVELLER: BeyondSectorand
The Vanguard Sector by Paranoia Press. Will buy originals or
complete photocopies. Will swap
photocopied Traveller material.
Send prices and list of wants to
William McConnell, Box 1164,
Raymond,Alberta, CANADA, TOK
250. (46)
AIRPOWER 3-4, Security Leak
1-3, Starletter 1-58, White Dwarf
99, White Wolf 1,4andothers.Will
pay collector prices for originals
only (no photocopies). I also buy
collections. Bill Jaffe, Game
Collector's Guild, PO Box 2645,
Fairfax, VA 22031. (46)
DIGEST 11and 12. Am willing to
pay good price (better condition,
better price). Please send information to Jussi Myllyluoma,
Forskarbacken21-413, S-10405,
Stockholm, SWEDEN. (46)
BACK ISSUES OF Challenge,
White Dwarf, Dragon, and Dungeon magazines. Any issuetany
quantity. Send an accurate list

with descriptions for my offer.
Contact M. King, 371-H Kenai
Ave., Ft. Richardson, AK 99505.
(46)
TRAVELLERIMegaTraveller
pen pals. We also offer a library
service for Traveller/MegaTraveiier hard-to-get items. For more
information, you can contact Keith
Collins, the Traveller Library
(UK), 10 LancasterAve., Dawley,
Telford, Shropshire, TF4 3RH,
ENGLAND. (44)

Can't get enough
THE ADJUTANT the Imperium's
only newszine published for army,
marine, and mercenary characters.
$1.50 for a sample isse $9 for a sixissue, one-year subscription. Write
to TheAGutant,c/o M.S. Graphics,
121 N. First St., Salinas, CA939063225. (46)
ABA PROCEEDINGS. Exclusively MegaTraveller fanzine
covering Vland Domain and all
areas coreward and spinward.
Each issue includes 1 or more
starships of TL14- (no TL 15).
Issues 1 to 8 total 53 pages. This
is a HlWG fanzine.Send $1 for
current eight-page issue to
Clayton R. Bush, PO Box 85,
Crowley, CO 81033. Send SASE
for list of available HlWG documents. Starship spreadships
available in WK1 format on 5'14"
disks. (46)

Voyages SF is a quarterly, highly illustrative
magazine providing usable
articles for a variety of
science fiction games, and
will keep y o u informed of
the industry through
reviews a n d announcements of current and upcoming game releases.
Ask your retailer t o stock

Voyages SF or

subscribe
direct b y sending $10 ($11
t o Canada, U.S. funds) to:

Here's a fantasy present day world wrth 120 nations, a
dynamic economic system, diplomatic and military options,
and covert actions. A total of 20 players each control one of
w ~ and race to a 'victory point' goal.
the m ~ p o nations,
lz Each game turn, every 2 weeks, your ideas are entered
into our computer. You then receive a plain english
printout describing the results. All you need is a pen, paper,
and mailbox t o start gaming.
is This exciting game is only $4.50 per turn (avg. 17
hrrns/game). A Startup Package is $1 1.OO (includes comprehensive rulebook + 2 turns) ; for the rules alone send $4.00.
INNER DIMENSION GAMES

51 Henry W. Dubois Dr ~ v e
New Paltz. M Y 12581
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Rate each article from 0 to 5. 0 means you did not
read the article. 1 indicates great dissatisfaction, and 5
indicates great satisfaction. 2, 3, and 4 are shades in
between. To use a separate sheet, list each article
number,then your rating. Send responsesto:Challenge
Feedback, PO Box 1646, Bloomington, IL 61702-1646

Challenge 47 will be mailed to subscribers November 1
and released in December.
IGHT:

& ~ G A

0 1 2 3 4 5 Article
1. Attack of the Mud Men (Twilight)
[ZIaC]C]C][ZI
C] [ZI C] [ZI [ZI [ZI 2. Just Like Magic (MegaTraveller)
C][ZI C] C] C ] C] 3. H.P.P.E. (MegaTraveller)
C]q [ZI C] [ZI
4. Fated Voyage (MegaTraveller)
C] q C][ZI [ZI 5. The Tree of Souls (Space: 1889)
C]q [ZI C] [7C ] 6. Contagion (2300 AD)
[ZI C ] C] [ZIC] C] 7. Dead Time (Cyberpunk)
C] [ZI C] [ZI [ZI [7 8. Quicksilver Sayonara (Shadowrun)
[ZI [ZI C] C] C][7 9. The Undead (Shadowrun)
C] C]C][ZI C ] 10. The House on the Hill (Torg)
C]o[ZIC][ZIC]
11. The Space-Eaters (Call of Cthulhu)
C] 1771 C] C] C]C] 12. Partridgeville (Call of Cthulhu)
[ZI q [ZI C] C] C ] 13. Beyond the Stars (Late Show)
C]q C] C] [ZI C] 14. IRS 13 (Star Wars)
C]C ] C ] [ Z I C ] C ] 15. From the Management
C ] q C] C] [Z1C ] 16. Letters from our Readers
C ] C ] [ZI C] [ZI 17. Briefs
[ZI q C] C] C] q 18. Traveller News Service
CIUElCICIU 19. cartoon
[ZI q C] [ZI [ZIC ] 20. Conventions
[ZIOC]C]C][7 21. Reviews
C] [ZI C] [ZI [7 22. Classifieds
[ZI C ] [ Z I [ Z I [ Z I 23. In My Opinion
C] C] C] C ] C] C] 24. This issue's cover art
C]C ] C] C]C] 25. This issue's interior art
C]q 123C][ZI [ZI 26. This issue as a whole

FREE Drawing!
Send us your feedback, and you will automatically
be entered in our drawing for a FREE copy of Red
Empire, the new card game of Soviet political intrigue.
Build your power and purge the opposition. But watch
out-if events go too far wrong, everyone loses!

Congratulations to Brent Williams of Northville, MI,
who won a copy of Red Empire for sending in his
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by Adam Geibel, plus "Used Car
"Escape from KO
Lot" (new equipment for spicing up any Twilight: 2000
campaign).
LLER

It seems like an easy (if somewhat illegal) way to pay off
our debts-or is it? Find out in "A Baker's Dozen," a
Hinterworlds adventure. Also "Knights of the Blue Feather,"
"Two Small Steps," and more!

2300 AI)
New programs for2300 AD cyberjockeys,plus "The Wired
Society," informationtechnology and its impact in 2300 AD.

SPACE:I889
"Song of Doom": Join the Minstrel in its baptism of fire in
a skirmish against two notorious pirate brothers.

MORE!
Plus Shadowrun, Torg,Battletech, Renegade Legion, Star
Trek, Star Wars, Cyberpunk, GURPS, and much more.

Marc W. Miller
Consider the distinction between terror and horror.
Terror is an extreme form of fear. Terrorists create fear
though random killings and bombings. Street gangs systematically attack anyone who opposes them. Brutal governments subjugate populationsthrough deliberate campaigns
of fear or terror. Horror is an extreme form of revulsion. It
goes beyond terror because it touches our inner feelings.
There are fine lines between these two ideas. Terrorists
dare not step over the line into horror or they will alienate
everyone, even their own constituency. On the other hand,
horror stories and horror comics (not of terror stories and
terror comics) appeal to us on some inner level.
The point has been made that terror is newly learned by
each generation: What terrified people once upon a time
eventually loses its power to create extreme fear.
Horror, on the other hand, keeps returning to the same
symbols and myths: vampires, ghosts, zombies, werewolves.
Even modern horror movies reach back to the familiar
poltergeists or dream ghosts of yesteryear.
This issue of Challenge is created to reach beyond terror
and show horror in a science-fiction setting.
And if you liked this horror issue of Challenge, you will
almost certainly like our new roleplaying game coming in
February: Dark Conspiracy. Write for our free four-page
brochure on the game, its background, and its basic theme.
It'll make your skin bristle!

COACC

REFEREE'S COMPANION

REBELLION SOURCEBOOK

COACC controls aircraft in the Imperium. Here is aircraft pilot character
generation, aircraft design and combat,
plus a campaign to win the Rebellion on
one world.
96-page book. GDW: 0216. $10.00.

Rules expansions for the MegaTraveller referee: includes large-scale
combat, timekeeping, communications,
research, mapping, technology, and aliens.
96-page book. GDW. 0215. $10.00.

A fierce Rebellion shakes the Imperim--each faction fights for a piece of
the rich star-spanning empire. Here are
the Rebellion's sides, leaders, territories,
and equipment.
96-page book. GDW: 0214. $10.00.

'

