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THE GREAT CONTINENT On Comes the

Ariving in May: the Iargest supplement for Shadow Worldyet! Larger even that the Master Atlas, H
Emer mcludes two 96-page books of all-new material. One is an Atlas Addendum, packed with ad- s' Ie nt Death
§ ;ﬂt{gga&l g::el:':l n:n;fma;trllon aboutthe Shadow World  Thesecondisdevoted tothe largestcontinent | weir 1 don’t want 10 tread o the toes of Emer, but you
. should know that ICE is coming out with another exciting
boxed game: Silent Death, the first title in our new Metal
Express line. The Metal Express games are intended to be
easy-to-learn, quick playing and fun, with a number of
‘high-quality components — featuring metal miniatures.
Silent Death is a game of space fighter combat set in the
Space Master universe, and although the theme is similar
to our Star Strike boardgame, players will find that the
Silent Death rules are much easier to grasp, making the
game accessible to a wider array of gamers than our
previous efforts.
Silent Death boasts 18 metal miniatures of the star
fighters used in the game’s scenarios. These are fine
sculptings representing eight different designs; and the
vessels were created by Chris Tubbs, the same gentleman
‘who sculpts the Middle-earth figures for the Mithril Mini-
atures line! Alsoincluded in the game are a number of hex
grid playing surfaces, 9 dice, a rulesbook, and a number of
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| | and guidelines for deslgmng your own scenarios. Back-
. ground mfnnmuon is gwen for a number of Fighter ‘Wing
o s = many of whi

Toe EMER Boo) - i THE Ams Al‘)l)LENDUM Book ate 12.iffrent fghierdesignsprovided for

Since the continents were formed, Emer 2 er Atlas p: he structure for the Shadow mmemsmmmswmsphys ‘each carries a

the western hemisphere. The heart of civilization inmany World, and now the Atlas Addendum reveals more of the | deadly array of warheads and/or energy cannon arma-

w‘:ys, Emer cradles unigue races and literally dozns of nmu' workings of this complex, contradictory environ- | ments, and crewmembers to see that they are used effec-
cultures within its varied climes. From Amazons eerie all

ky-me! realms Two entire sections are devoted to the demons and dmt ey 2o umque qmck Cagazenc blion potemialony

The Dark Gods of Ch:

ry in all their evil might Places of power and a selection of

-

ance, loss of armor,
nated weapon syswms and critical hits.

erful ancient artifacts are brought to light, also constructs, lost
- as the gods themselves. There are others: the Dragonlord  technology, and more on magical materials and forging. {
Voriig Kye,ﬂ;eCnl! of Stars, u‘llmspeakabhms Also found here is the tale of the Secret Circle, a dark cult |
lurking beneath eEmmmmoun of arcane power from the First Era which seeks to destroy i
the Essznce itself! }
EMER Includes: {
« Anoverview of Emerian! fthe S The Atlas A Includes:
Regions: Heestra, Tai-Emer, Silaar, UJ, Onar Khfim- = A giant Encounter Chart.
kaan, and Rael. « New Demons. — =
-Ah:suxyofﬂlcnseaﬂdfa!lofﬂleMasmofEmrmd « The Dark Gods. . Crew exp key facet of| Ttallows for
the Emerian Emj » A Glossary and Pronunciation Guide.
« The Sky-ity ommm s « Artifacts and Places of Ess@nce. their targets, while veteran pilots have an easier time
« Many layouts of cities and holds. + New Spell lists, andSpell manifestation. maneuvering their craft out of an opponent’s weapon
« Powerful groups, some benevolent, some inimical tothe  + An expanded timeline. envelopes.
Shadow World. Inside the Emer Boxed Set: ‘The Silent Death rules are layered in complexity, and
« Kaitaine, lmle caplml of the West. « The Atlas Addendum Book (96 pages) although none of them contain difficult concepts, the
A young and bold = The EMER Book (96 pages) beginning gamer has been kept in mind.
lords ahke A 17" x 22" color map of Emer. All-in-all, we think you will really en]oy this new sci-
« Color maps of Eidolon (the sky-city), Kaitaine, Artha, |ence fiction combat game — it’s quick, it’s mean, it’s fun,
(sea capital of Danarchis), and Kenez4n, temple-city of the and it comes with a slew of metal miniature playing pieces.
Lankan Empire Look for the Metal Express games!
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A Note From the Editor

Well, it's March 12,
and 87° outside in
sunny Charlottesville,
VA. Am I thinking
about getting this rag to
the printer?? Noooooo!

But, a certain man-
ager visited me a mo-
ment ago with a three-
footlong 2x2in his hand
with the word's "Pro-
duction Manager's
Helper" scrawled on it
in red magic marker. I
guess I'm not going to
Chris Green Lake this
afternoon. . Cutting classes was much easier than
getting out of this dump.

" The IQ Questionairres are tumblinginto the office
in surprising numbers. Terry is of course delighted
that T'revor's Tale has a high approval rating (not as
high as Bush's, but then, nobody's is).

On the other hand, TV listings didn't fare well, so
1 guess we'll (reluctantly) stay away from the non-
gamerelated hype. Of course, alotof peopleliked the
April Fool's day front page, which had nothing to do
with gaming. You guys are very hard to figure.

Many people complained that the campy stuff (like
Terry's oh-so-witty renewal ads) is taking up valu-
able space for product-related material. Well, we
need more product-related material to put there!
Who do you think writes this stuff —us? Contribute!
You don't get paid, but you get published in the
product with ICE's biggest initial print run! (20,000~
35,000 copies! Immortality! (Until the paper dis-
solves or the ink comes off.) Enough for now.
Traditionally,

e

Dear Editor. .

2. CanIobtain back issues of the above and also
of IQ?

3. In the Dagorlad module my copy doesn’t
seem to have a section 6.43 Clearing the
Marshes (An Ad can you shed any

Dear ICE:

TransAtlantic greetings from an English role-
player! The name’s Stuart, Leeds University
student, ICE devotee, and all-around good guy
(honest).

‘We must be very outof touch over here. For the

past year I’ve been trymg to get my hands on‘

copies of the Adventurer’
lievingit tobe theonly way of obtmmng mforma-
tion on MERP and Rolemaster. Last week,
however, I was in Virgin (the best local RPG
stockist) (You know where to send the cheque,
Richard), they had just received a shipment of
new ICE merchandise and I couldn’t resist buy-
ing Empire of the Witch-King to temper my
dlsappomtment at agam failing to ﬁud the
s Club. T , as I was handi
over my money Twas the ICE address out of the
corner of my eye, you’ve guessed it, a stack of
1Q’s, face down on the counter and what’s more
they were FREE! (IQ vol. 6).

Oh Joy! Oh Rapture (Oh get on with it). What
can I say, except that it was worth the wait? Of
particular interest were “Neue Products” and
“Aston’s Picks.” I went from being starve of ICE
information to sensory overload in the space of a
fewminutes! Alsohighly rated was the excellent
MERP addendum, which I hope is a regular
feature, and the Jaiman review which left my
friend Richard, who runs a Shadow World cam-
paign, positively drooling inanticipation (OK, so
that’s a bit over-exaggerated).

Unfortunately for you, though, I now know
where to send all my questions. I'm sorry if
they’ve been asked before, I’'ve no way of telling.
Anyway, here goes.

1. What was the last issue of the Ad 'S

light on this?

4. What’s the story on Brigands of Mirkwood?
‘Were the typesetters drunk? Whois who on the
NPC table?

5. How much would it cost for me to subscribe
to

Well, that’s enough: for now' I’d be. grateful for
time. Other than at pTease just carry on prod uc-
ing your usual superb FRP material.

Yours Sincerely,

Stuart Butterfield
Leeds

Dear Stuart,

Well! I'm glad you're enjoying the IQ so
terribly much over there, especially withMarga-
ret Thatcher and that Poll Tax thingy.

1. To your questions: the last issue of AC with
Rolemaster stuff in it is 12

2. Maybe; I doubt it— but I'm forwarding your
letter to our customer service coordinator,
John Brunkhart

3. Hmm. I don't know; and neither does anyone
else here.

4. Actually, the Editor was drunk. We're sending
along an errata sheet with the corerct names.

5. 3812 US for 5 issues. Plese send your payment
by international MO (see page 5).

Sincerely,
Biff

Club that covered information on Rolemaster,
Middle Earth, etc.!

Address Letters to IQ Managing Editor, P.O. Box 1605,
Charlottesville, VA, 22902. Letters may be edited for
length and clarity.
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KEVIN LOOKS AT SOME OTHER GAMES
(Or: Canuck Corner Takes a Sabbatical)

1 admit it. Ilove Rolemaster. Why would anyone play
any other game? It boggles the mind to think that people
still play AD&D — or other Role Playing games for that
‘matter. Sure, it's great that the more adventurous consum-
ers have gone over to other systems. In the past these
would have been DragonQuest, Space Opera, Chivalry &
Sorcery, and afew others. These days, people looking for

might try Skyrealms, P or Shad-
awrun. ‘Well that’s all a maner of cholce, and some time
ago 1 chose Rolemaster.

1 have become curious. What could these other Role
Playing systems do that I couldn’t do with Rolemaster?
What were they offering their players? What was I miss-
ing? Well, as we say at the IQ, “Inquiring minds want to
know”, so I admitted that it was time to check out some of
the market’s other games.

Recently I picked up an armload of these Role Playing
systems. I read their Character Development sections,
some of the background material they supplied, then pro-
ceeded to generate a sample character for each. Below I
present my observations for your perusal (as if you really
care, right?).

If I don” tgatmommhofabadreacuonmthcsemm-
reviews, more will in the next issue. If I get a
horrible reaction, I'll make sure to get these in for years to

come.
Call of Cuthulu

‘What a gem this turned out to be. 1was never big on the
horror genre, but we just seemed to have so much of
Chaosium’s Cuthulu product lying around the office, my
curiosity got the better of me. Having never read
Lovecmf 1 cannot vouch for the product’s auth

StaffordzmlhavebeenmbmeCmnon.
- This review
OK, what have we got here?

essentially minor dieties, have been hanging out on earth

since time out of mind. They don’t think like people do,
and get their kicks by perpetrating heinous acts which
usually mvolve the mnnlanm of unsuspecting, decem
citizens. Th
present. day, back o lhe late 19th century. Players are

k into the goings-on of the Great
01d Ones and the cults they spawn. The deeper the players
get into an investigation, the greater their probability of
losing their sanity; as the creatures of the mythos take a
heavy toll on the mental stability of common folk.

The game system is a slightly. modified version of
Runegquest. Stats are rolled on 3D6 (for the most part),
while skills are given a percentile rating. If you want to
attempt to use a skill, you roll 1D100. On aresult equal to
orlessﬂlaly(mrskdlmung.yousnceed Characters are
given a moderately low number of generic Hit Pomls

> Development process until a 100%

Despite all this, I like Call of Cuthulu, and the type of
Role Playing it is supposed to inspire, though I've heard
one Rolemaster grognard mock the game for its adventur-
ing premiss, which simply stated is this: Get as close to
your goal as you can before you go insane, then start anew
character. Ah well, nothing’s perfect.

1 don’t know about you, but I'moff to the graveyard.

Champions

Tknow, I know. Champions, a Hero Games product, is
essentially an ICE product; so what is it doing in this
review? Let’s face it— Hero Games are about as alien to
Rolemaster players as new clothes are to me. We're
mlhng milk and lemon juice, oil and water, hard work and

ice: Heroand er justdon’tmix! And
not just on a game sy basis. P they’re
as different as two Role Playing systems can be. Needless
tosay, afew yearsago (in my haughty and arrogant youth)
the whole Hero Games genre really offended me and my
game-sense. Characters built with “points”, no level
advancement, no meaty combat charts, rampant use of six-
sided dice: GROSS!

‘Thus Champions forms valid material for this review.

1 took a copy of the new Champions hardbound home
oneevening. Having neverreally exerted the efforttoleam
much about the system beforehand, I figured an hour of
scanning the Character Development rules would be suffi-
cient to spend these “point-things” on a slew of skills, and
my work would be done. Ha! I can hear the Hero players
cackling with laughter now. An hour isn’t even enough
time to begm to undersumd 1he mnlutude — nay, the |

acharac-
ter. Tllu‘e are Characteristics, Skills, Talents, Perks,
Eore i and more to choose from. 1had a

and options are i non-
existent. The old “That attack has absolutely NO chance
of taking me out” syndmme, first spawned by D&D is
applicable in some common situations. As if that weren’t
enough, it is possible to buy-upaa skill durin lhe Character
of

succeed at.

‘However, the strong point of the system is that these
weaknesses do mmavushadowdlefocusbfme/gsme—
which is i i
semstobel.henmmmaCngxme,sowlmneedsa

character conceptioninmind before I'started, and although
that obviously restricted the number of skills and powers I
had to read about, there were still a maelsmrm of options
ill had the il

mmed out to be a really interesting
have John Brunkhart to thank for helping

A mutant bomn with a condition known as Cephalic
El isis, Thunderbrain’s head grew to monstrous

vhe

gam
andgameﬂavor IcanseehowagoodGMcouldspellbmd
aplayer character group ina CoC game session. The fall
out of this, 1y, is thata poor orill-p

while he was still at an early age. The in-
creased volume of brain tissue this condition produced
turned Thunderbrain into a mgntxl giant, and subse-

will be left floundering by a Role Playing system which
relies so heavily upon an intricate plot to keep things
interesting. Monster-bashing may be the only recourse.

Thechamcterlwsahlempunogeﬂmmderd;eCoC
rules left me wanting to play — a good sign.

Alexander H. Beauford from Stoorbridge, England, isa
22 year old dilettante. Son of a famous English horse
‘breeder, Alex subsists ona healthy endowment fund set up
some years ago by his grandmother. The steady flow of
income allows him to travel the world and live the good
life. He fancies lumselfa scholar, as well as an outdoors-

which, when lost, will result in shock.

death, dcpendmg on how many are lost at a time. Samty
Points (the unique aspect of the game), are lost when the
character is confronted by grizzly scenes of carnage and

Losing too many poi

you into babbling fits, wlnle losmg all of them leaves you
permanently and irretrievably insane. Samly Points are
very hard to recover once lost. Experience is only gained

man. instructor during the last year
of the Great War, he’s not bad at the controls of an
aeroplane either. Above all else though, he is an accom-
plished fencer, specializingin Epee. Now, if only he could
figure out why that scab on the back of his hand won’t
heal...

The game system is simple and quick to use, which
means that mechanics won’t bog down the narrative of an

when Youdonot

leamn from your mistakes in CoC.

This Role Playing set has a lot of weak points for hard
core, system-oriented gamers. Actions allowed during
combat rounds are left very vague. The firearm system
does not account for actions taken by the defender (like ;
hiding behind partially protective cover). The procedure
for parrying with melee weapons is not well described.

The trade-off, of course, is that detailed and/or
mmcale results of actions mkcn by characters will have to

ion, because you
won'’t get it anywhere else. This Role Playing system,
though good for novice players, will not prop up a novice

quently, a with powers of the mind.
and inventor,
Thunderbrain’s a250 point star. With an INT of 28, EGO
23,and PD of 1, you can see where this guy’s strengths lay
(if you know what INT, EGO and PD stand for, that is —
and I’m not quite sure I remember myself anymore).

I think it would be kind of cool to run Thunderbrain, but
T'm still looking for that elusive Champs campaign.

‘Well, that does it for this issue, more later... As soonas
we get tired of this, I’Il get back to Canuck Corner.

"Ides of March" Issue, March 15, 1990
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TREVOR's TALE
¥ s The Adventures of a half-Elf-half Mystic
: in the 4th Age of Eastern Middle-earth

WARNING!
T'revor's Tale sometimes contains lan-
guage and/or concepts which some
adults may find offensive! If you are
easily offended, don't read this!

Then, a shelf of rock, a bowlof grass set withinit,
all hundreds of feet above agreat plain. The sunrises
thorugh red peaks (vale on the west side). Thereis o
great stand of pine trees on the cliffside. Three doors
are below the shelf, and Sifvan warriors stand guard
over the forest and plain. This is quite possibly Karn
Ord*. I see amidst the trees a number of stone build-
ings, one tall and graceful, with a spire. I hear
pounding as of forges, and see Elves gathered in a
round room. They stand over a natural stone floor,
around a hole in the floor, with red fire from deep
within. One EWf pulls the Trident from the fire with
apairof long tongs. One of the Elves says to afellow
(his fellow looks to be part Diiranaki, by his choice of
dress) “The time will come when your line shall bear
this, and we shallright the wrong done by those sent
with good intentions. But never speak_ of these
things. Donot tell this tale, for those stories that are
ot twisted often return with an improper end.”
Then I see me sitting by fome at Uster Kryl,
faving lunch with you and Tareyl (mutton stew),
when I seeadude coming up the path. I askyouguys
whoitis, andyouanswer ‘Tt's ouruncle Dendien the

hiepherd, (" It's the as in the forge

THE PARTNERS IN CRIME

T'revor: A young half-elf in search of his heritage

Darien: A mysterious Elf and all-around shady
character. Recent recipient of an Artifact-class
helm known as the Ultimate Ilusion.t

M'raj: The original Space-elf. A Ranger witha
wandering mind, she's armed with an orb which
sucks the minds of her victims. She is immune, of
course...

Namu: A well-meaning and rather powerful Mage
with a water fetish.

Coma: ("The Abomination") A short, ugly creature
claiming to be half-Elf, half-Dwarf. A large thorn
in T'revor's side.

The Trident: A powerful, wandlike magic item
which threatens to take over T'revor's very soul.
AND THE ASSOCIATES:

Nandar: Darien's 'Pack Human'

Senkay: A Spastic mortal.

R g’uw!gaqdﬁvﬁéum&%n&m

- clean and soft and wooly. .. I'll say no more.

December 13,2020

against Sauron. Five guys: Saruman, Mithrandir,
Rhadagast, and the Blue Dudes. Saruman went badin
the clutch, Radagast retired to a birdnest, and Mithran-
dir went white, and probably eventually went back to
YValinor. Never heard much about the Blue Dudes.
Wonder what they 've been up to? All the Wizards had
staves; some might have had rather rootlike properties.
Not to mention that the Trident's purpose is to slay
those who have and need no body. Maiar fit the mold
rather nicely. Ithink we ‘re dealing with a wizardgone
bad. Somehow I have afeeling this won 't be apushover.

Cruising into wonderful Tarsa, we fooled around
while I engaged in practicing certain of my skills. The
Abomination did hing irksome, but (app fy)
got himself into trouble in the long run.  Darien
announced that, since he had his nifty new helm, his
quest was complete and e was going to retire some-
where and be a King of something. Sounds pretty dull
to me, but he gave me some magical goodies that he
would no longer need, so I'm not complaining. We
recruited two new people: Nandar the Monk (Darien’s
cousin, who inkerited, apparently, most of his junk,
including the frightening dagger collection) and Onree,
a kind of spastic but basically O.K. dude who reminds
me of Senkay, even though this guy is a Tyrand Senkay
was a Chei. Al those horsey guys look_(and smell) the
same. Ten long weeks later, we headed north towards
Brod; since Namu wanted to go there and it was close.
Of, yeah, I got & pet mongoose; everybody else in the
group got pets, too. It's the trendy thing to do all of
sudden (and we use them as our cover: a travelling zoo).

Somewhere south of Brodwe wandered past some prime.

f, andwhat do you suppose were wandering
inthe pasture?? SHEEPS!! About thirty, all nice and

(on the water)
25 Leer St, SE Q4.

Ipmmwwﬁntﬁcﬁmtogztﬁmmm
a fieavy object (I wanted to use the i

£

themto while attending some quaint local festivals and using

Tarsa, Lochas Drus

Abomination, but the library. I continued to conjutate upon my visions

—

couldn’t find him at the time) and chuck them into the - and exactly what is going on. You have it easy hanging
deptfis. Goodbye to you, badboy bows. out in Hathor; you haven't seen uncle Dendien lately,

After all this I decided it was time for another fit of fiave you? I fiave o feeling that talking o him might

Here Iam, safely aboard the companyyacht, buming frain action. Bearer of the Root. Old man. Now it prove very informative right now, but I also have the
my way north. The sun has been great, though the bar  seems tome that I'read boutfive Wizards cruising feeling that he's hiding out somewhere. Addressevery-
service leaves alot to be desired. Wedivviedup the 100t"  overfrom the Undying Lands to help out the Free guys thing to my Taursa apartment; I'll get it eventually.
fromall the dudes, and I got a a collar that doesn 't fit. -
Yeah. Ok, well. We didget some really coolrecreational
vision herbs, though, so I've been eroding my brain cells
pretty heavily. Good thing Elven brain cells regencrate. |
More on that in a minute.

One point worth mentioning: we popped into bus-
tling Suurk the morning after the big New Moon on
Monday pary (the 15th of the 11¢h month). What a
drag. fh(otﬁingﬁk;sﬁa?)ingrgpfartﬁeﬁargewn :

Anywiy, Wesp

himselfout over the magic items, which included a wand
from S fand or o nalond
a ring from Lindon, remade by the Root-dudes. The
Trident was ‘appalled” by the latter, and Darien tossed
it into the foam before the Abomination could get his
little paws on it.

During one of the brief periods that [wasn't Gorted-
out (I kept seeing golden dragons wandering around in
the rigging)or teasing myhair, I popped one of these hal-
lucinggenic berries. Oh, wow.

... After the parade of giant blue sheep, I see a
village of Elvesin adeep valley between snowcapped
peaks, with many fjords. Standing on the shore are
many noble Elves greeting an old man stepping from
a boat. He is simply dressed (perhiaps in blue).

Dear Bro,

+ Trevor refers to it as the Helrm of Ultimate Foolery”
«Karm Ord i o lagendary Forge near the Legendary Girthplace of the Firstborn (Cuiviénen)

4 10 VolumeIl, #7
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: Letter Seven
Oh, Vislar, I've been so busythat I haven ‘tKeptup my
Reconstruction of everything could be chancy.

diary.
We left Brod, as there seemed to be a rash of assassina-
tions about. Heading north, where Namu vaguely
wanted to go, we ran into an ambush by bandits, but
sKillfully took_ them out, despite Namu's apprent at-
tempts to cold-ball the group. Crossing into T 'sballic
territory, we considered maKing for Monars, the great
Holy Spot of the T'sball, where we could attune our
amulets. What amulet, you ask? The ones which Keep
our soul from departing if we are struck a fatal blow, O
faulty-of-memory sibling!
Nandar announced that he was going hunting for a
‘special familiar, and returned from a nocturnal adven-
itharatherls egy, claiming it had a small

December 13,2020

Wetravelled some more. I dreamed about where togo — LATER THAT MONTH —
nextt, and found out that Syclax would be a good idea. g4l 've been heading towards Arg-Simourig (sort of)
Sounds [ike fun. Onree’s brothers'assassins droppedin for tfie (ust severalweeRs, but seem to Keep running into
to Kill him, but we got in the way. They didnot fare so “[istle detour problems. Friends of the T'sballwe blasted
well, and got sent fome with bloody noses (or bloody  decided to come and avenge their fellows, so we were
stumps...) Ifollowed a pair of shady characters into & forced toretrent. Unf: fy, there onf
secret tunnelwhich lead to Arg-Sim., but the wus group sion amongst the party as to which way was the escape
wouldn't goalong, preferring totake th verland  rouse and whichway was the dead-end valley. I decided
route. OKay, fine, BE difficult. not towaitfor theidoits hieading up the dead-end valley,

Weeks of aimless wandering ensued, untilat lastwe 5o Onree, Darien theli: Nandarthe lizard s familiar

Monars. Namuscouted it outusing hi fist gnd Namu cruised east towards the Argle-bargle island

powers from the wet ring (the ring he got off the Blue ggain. Coma and M'raj met with a series of unfortunate
Dude, remember?), and returned shaken, frightenedand - accidents along the way behindus andwere forced togo
incoherent (though he is usually incoﬁ:;e:t)- .Z}t:it; ﬁzz another path.
some babes were lounging on atree at the top of this big  Aftersome travelling, we realized that we were bei
arch (see adjacent sketch) talking silently, while crows  pursued. Oluuntagonnzfs turned out to be notﬁm:a[:z

g 5
a s b : w around. Then they noticed Namu, and strted to
dragon init. @wmuhﬁa&ﬁoﬂfﬂ?{d&wﬁuﬁmk szupwitﬁﬁcavy T35 32 Tod Sl tome ke
hatched, out popped ~— according to Nandar; WE Wuﬁmhmﬁitﬁ:tgtﬁe[,u-]y-%ummnyﬁan[
fo P [ hiave boors 9T
wearing a little helm with fioms just like Darien’s. T
fnew Darien wouldn't leave the group. Now Nandar
refers to him as the Great and Powerful Ozz. Curious
name.

Meanwhile, however, Namu realized that the quest
of his lifetime was near. How could we refuse to help?
Afterneedlesslyrunning through this valley full of giant
silver foxes which just about finished us off, we stag-
geredto the entrance of a tomb. ‘We busted in with our
usual panache’, avoided

Adjacent Sketch
ing @ retreat from Monars, we went to Baas

g (sort of) and Beating
Namu Longdoored into Wmsmﬁwﬂ@w (former fiome of Muul Baas, famous Balrog and fake
4C (see layout). oy S

23 dragon). Again, Namu checkedit out, and again e came

back incoherent, his story often conflicting not

with Known facts, but itself.  Of, well.

\& tterest there. Further down the

M#tzrm@wwdwph:u&wgoz%

Simourig (for lack of anything else to do right |
away), we encountered a rather peculiar house.
Tt was purple. White horl wood stained purple,
to be exact, with nails of Platinum. The place
was a loony bin. I wanted to invite Coma,
Nandar (he's started babbling about Ozz all the
time) and Namu o stay, as they would be right
at home, but bit my tongue. I have scars, let me
tell you. After certain members of the group
(who will remain nameless, but theirinitials are
Coma the Abomination and M'raj the Souless
Ranger)looted the hiouse basement (whichi was a
lake, which was filled with a royal treasury of
the T'sball) wefled. (Wedo alot of that now, or
did you notice?) Very soon thereafter, we were
ambushed by 20T sballic troops (WHAT a coin-
cidencel!) who we barely defeated. I turned one
to dust and rendered one — he fiad the gall to
shoot at, and even HITME! — anempty fusk.
of aman (no chest cavity). I merely Killed two or
three others. Nandarwas forced to haulout the

big guns, and the arien/Ozz blasted
| three of the dudes off o hill. I should make that
dragon a little helm.

There was this huge blue marble dude, wearing all ? ! i
to life and started p imental o Yo {4

fing Water-boy.

than five Dog-lords astride mighty ram-steeds. Yes, kid
brother, rams, as in sheeps. How did I know they were
Dog-lords if they were riding sheeps, you ask? Well, this

Sorty-foot long flying dog ridden by o dude in black.

cruised up. No, I have not been hitting the Lu-Jy-
Mirenna again! I really saw this doggy-dude. He,
meanwhile, passed this dog-ball to the sheep-riders,
who, apparently sensing our little presences, crept up
nearus, to stand on a pridge. Not awise move when one
of your opponents is self-proclaimed Ulmo Jr. and can
2ap you with more waterbolts in a round than you can
shake agarden fose at. Well, the sheepsters took the big
hit, with firepower help from dragon and Diranaki.
Only the cleanup remained.

To be continued. ..

.10 NOW AVAILABLE
- WORLDWIDE? .

For our fans and enemies across this planet
we want to assure that you too can have an
IQ! Available through our international
accounts:

JEDKO GAMES, Australia
PROTOCOL, Finland
FANTASIAPEUT, Finland
HEXAGONAL, France
STRATELIBRI, Italy

AEH HOBBY, Norway

TARGET AB, Sweden
COMPENDIUM GAMES, Netherlands
BLACKWOOD GAYLE, New Zealand
VIRGIN GAMES, UK.

CHRIS HARVEY GAMES, UK.
HOBBYGAMES, UK.

CITADEL GMBH, West Germany

Please contact ICE for mailing address of above
accounts if needed.

ICE will fulfill overseas subscriptions at the rate
of $12 (USD) for 5 issues. Please prepay by Interna-
tional Money Order or check drawn on U.S. Bank.

Sool that I am, I Longdoored in to help, but only suc- £

ceeded instunning the creep. This, however, bought time

for Nandar, who came in and, with a lucky shot,
pulverized the mobile rock with a Cracks Call. Not bod.
We fled. Mirage (or M'aj, as she insists it is spelled)
triggered a trap on the way out. She lived, though.

field next to you. Ihear the sheeps in Hathorare | x1 . 1eo o ngicate issue # you want subscription to
really nice. Say fi‘”,"w"?[‘f e Poor Swinky (my start :ilh. AlLIQ’s ordered for overseas snbszxipﬁon
mongoase)‘l tﬂm ffﬁm@;‘ s ﬁ"?ﬂ""“‘ﬁ‘ﬁaf “”,P"‘f{ are sent via Air Mail. Sorry, no surface rates

most of his time in my hackpack. The Abomination is | ;uyilable. ASTON, P.O. Box 1605, Charlottesville,
always letting fis cat out, and it and Swink dont get | ya 22002 USA.

along. I should just let them fight it out; we KNOW
which one will win.
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The HOURI

A Special Profession for

Charming Lady of Il Repute

Rolemaster

A Houri is a semi spell user of the Realms of Arms and
b o i, 3

tion of members of the opposite sex. Normally, female
Houri are alluring to most humanoid men, while male
Houri are alluring to most humanoid women. However,
racial hatred will make this less likely in certain cases (e.g.,
Orcs hate Elves, so an Elven Houri would have a hard time
seducing a Orc).

‘The Houri is a variant profession of Bard.

Hourr Base SpeLL Lists
Alluring Ways Charm’s Change
Kind Kisses Influences
Lores (Bard Base)Mind Mastery (Closed Mentalism)

Weapon Skills: 3/9,6,7,7,7, 15

Maneuvering in Armor: Magical Skills:
.2/*  Spell Lists 47
Runes 5
Staves and Wands 6
ing 13
Directed Spells 10
General Skills:
Climbing 39
- Swimming 21
Riding 21
5  Disarming Traps 6
i “PickingLocks 6
Body Development ...3/9  Stalk and Hide 2/5
.. Perception 271

Other Skills: Refer to Development Point Costs given
‘below for those skills unique to the Houri profession. All
other skill costs are identical to the Bard’s development
point costs.

Prime Requisites: Pr/Me

Academic Skils: ...... Evaluation Skills:

All Skills at Bard’s cost .~ Appraisal 2/5

or 2/5, whichever is higher
Linguistic Skills:
Al Skills at Bard’s cost

or 2/5, whichever is tugher or 1/5, whichever is higher

Subterfuge SKills: ........  Social Skills:

Acting. 1/3 Dij 13
Duping 12
Gambling 13

it 12

Leadership 1/4
Seduction 1212
Magical Skills +1

Perception Skills +1
Subterfuge Skills +1

KISSES
Note: If the caster of a “Kiss” spell actually kisses a receptive
target (as defined in 82 2),his R receives a special -30 modifi-
in addition to normal mods. If the caster of a “Kiss” spell

cation
merely touches the target, there is no special RR
Area of

Effect Duration Range
1—XKiss of Pain * 1 target touch
2—Kiss of Stunning * 1 target 1 deS% failure touch
3—
4—Kiss of Fire * 1 target = touch
5—XKiss of Weakness * 1 target 1 hr/10% failure touch
6—Kiss of Sleeping * 1 target 1hr/10% failure touch
7—XKiss of Slavery * 1 target 1 hr/10% failure touch
8—Kiss of Blinding * 1 target 1hr/10% failure  touch
9—Kiss of Agony * 1 target — touch
10—Kiss of Linking * 1 target 1hr/10% failure touch
11—Kiss of Paralysis * 1 target 1md/5% failure touch
12—Kiss of Coma * 1 target 1 hr/10% failure touch
13—Kiss of Change * 1 target 1 hr/10% failure touch
14—XKiss of Torment * 1 target — touch
15—Kiss of Amnesia * 1 target 1 day/10% failure  touch
20—XKiss of Death * 1 target — touch
25—Kiss of Infancy * 1 target 1 hr/10% failure touch.
30—Blown Kiss * 1 target — 100
50—Kiss of Draining * 1 target — touch

INFLUENCES

Area of

Effect Duration Range
1—Charm Man 1 target 1 hour/lvl 100"
2—Quarrels Il 1target 1 min/5% failure 100'
3—Confusion 1target  1md/5% failure 100"
4—Suggestion 1 target v 10°
S5—Impotence 1target 1 week/5% failure  100'
6—Hold Man ¢ 1 target (¢} 100"
7—Master of Man 1 target 10 min/lvl 50'
8—Jealousy Ltarget 1day/5% failure 100
9—True Charm 1 target 1 hour/lvl 100"
10—Quarrels VI 1target 1 min/5% failure 100"
12—Impotence True 1 target P 100"
13—True Hold ¢ 1 target Ack 100
14—Hate ltarget 1 day/5% failure  100°
15—Antipathy 1 target 1 day/vl touch
20—Lovesick Man 1 target 1 day/lvl 100"
25—Quarrels True 1 target/lvl 1 min/5% fail. 100"
30—Hate True 1 target P 100"
50—Antipathy True 1 target 1 touch

1—Charm Man (M) Target believes caster is a good friend.
Z—anmk (M) Thxee mxgels who arenear each olher (and

arrel they had
reason to dislike each olher ot s spell, this n'ughl cause
them to start to fight.

1—Kiss of Pain (M#) The target I s20%of his total (not Target s incapable of making decisions,
cﬁ’e@mﬁ@%ﬁm%’“ - s ‘Target will follow a single suggested act that

2—XKiss of Stunning (M*) Target is stunned.

4—Kiss of Fire (M*) As Kiss of Pain, except that target takes
40% of his hits.

5—XKiss of Weakness (M*) Targets Strength is reduced to 1.
6—Kiss of Sleeping (M*) Target falls into a deep slecp.
‘7—XKiss of Slavery (M*) Target mustobey the caster inall things
that are not completely alien to him.

8—Kiss of Blinding (M*) The target is blind.

9—Kiss of Agony (M*) As Kiss of Pain, except that the target
takes 60% of his hits.
m—Klmo'Llnldng(M‘)Themxellsmuuﬂyhnhedmﬂw

iy i5on

the outcome of a contest of Wills.

11—Kiss of Paralysis (M*) The target is paralyzed.

12—Kiss of Coma (M*) The target is in a coma.

13—XKiss of Change (M*) Target is “changed” into a frog (or a.
toad). This spell can be canceled if the target is kissed by a
“royalty” of the opposite sex. A GM should feel free to modify
this spell to fit into his campaign.

14—Kiss of Torment (M*) As Kiss of Pain, except that target
takes 90% of his hits.

15—Kiss of Amnesia (M*) Target is an amnesiac, remembering
of his past for the duration of the spell.

20—Kiss of Death (M*) As Kiss of Pain, except that the target
is dead.

25—Kiss of Infancy (M®) Target regresses to infantile state.
30—Blown Kiss (M*) If aKiss spell is castimmediately after this
spell its range is 100". This still requires a cooperative target for
the -30 RR modification.

50—Kissof AsKissof Pain,

drained of his “life force” as mAbsolulwu.Thls lxiefm is

caster, heall

“Mana” to the fullest.

4—Suggestior

is not completely alien to him.

S5—Impotence (M) Target is totally impotent.

©6—Hold Man (M) Target is held to 25% of normal action.
77—Master of Man (M) Target obeys caster as in Suggestion.
8—Jealousy (M) The target is extremely jealous of aperson that
the caster choses.

9—True Charm (M) As Charm Man, but will affectany sentient
creature.

10—Quarrels VI (M) As Quarrels I1l, except affects 6 targets.
12—Impotence True (M) As Impotence, except for duration.
13—True Hold (M) As Hold Man, except that it will affect any
sentient creature.

14—Hate (M) As Jealousy, except that the emotion is hate.’
15—Antipathy (M) A “antipathy” effect is cast on an object,
making sentient/thinking beings want to keep away from it.
20—Lovesick Man (M) The target is in love with the caster and.
will “waste away” if denied his loved one: he will lose 1 pt of
temporary Co each day they aren’t together, going into a coma if
it reaches zero.

zs—Qlumls True (M) As Quarrels IlI, except that it affects 1
target/Iv]

30—qu True (M) As Hate, except duration is permanent.
50—Antipathy True (M) As Antipathy, except for duration.

10 Volume I, #7
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ALLURING WAYS

Note: In the spell descriptions on this list, the caster is assumed
lobe/emalamdxhzmrgduwunudwbemak However, the

mmmmd.dcwhnmc-suvmhu The spell lasts as long as

the caster does not repel/reject the victim too harshly. The RR
lgﬂmlﬂustpeﬂudlrecﬂymﬂmwedbyﬂuﬂmrm“chmly/
Vm"'n well as the circumstances of the occasion. As an

target “Man”
caster (i.e., the Houri) attractive. This obviously includes most
h‘mmoldmaln,bmmelmglltmlbetﬂ'md Bmdzth:

account. E.g., Elves will not be very interested in Goblins, but
Dragons often lust for human princesses (heaven knows why).

Areaof

Effect Duration Range
1—Attention * 1 target — 100'
2—Glibness * 1 target. 10 min self
3—Enthrall Men Il ¢ 1 target C 30
4—Seduce * 1 target — self
5—Silver Tongue * 1 target 10 min self
6—Attraction * 1 target 1md 100
7—Ecstasy. 1target  11d/5% failure touch
8—Great Attention * 1 target 1md 100"
9—Transfer Charm 1 target B 10'
10—Enthrall Men X ¢ 1 target o) 30"
11—Seduce Men 1 target special 10
12—Love Spell 1target 1day/5% failure 100"
13—Youth 1 target 1 month/lvl self
14—Sympathy 1 target 1day/lvl  touch
15—Seduce Female * ltarget 10 min/lvl
20—Seduction True * 1 target - self
25— Love True 1 target P 100'
30—Sympathy True 1 target P touch
50—True Youth 1 target. P touch

1—Attention (M*) The target’s attention will focus on caster.
2—Glibness (P*) Regardless of wether the casterislying ornot,

lie
perception skill, spells, etc.).
3—Entbrall Men ITI (M) The caster enthralls 3 men with her
ﬂnwm;rpeedl.mahngﬂwxfmgudwnsmmdmgl 'l‘hzy

Q—Sedm(P‘)Camgmlﬂjbcnns l|=r
S—Sﬂvc'l'm(M‘)A!hwslhecaslemhcsowdan
mymm; at isn’t obviously out of touch

Hmmm‘)mwgﬁmﬂwywlwmhﬂwum
until they are no more than 3 feet apart.

7—Ecstasy (M) Target is in seventh heaven (i.c., extreme ec-
stasy/joy). For the duration of the spell, he is at 50% of normal
activity. le.h:vn.l]hlveumdmym comzbackfom\ore.
8—Great.
vﬂlfocnlondlem.
9—Transfer Charm (M) A Charmed being transfers his adora-
tion to a person chosen by the caster.

10—Enthrall Men X (M) As Enthrall IIl, except that up to 10 ff~Z A\ D

targets can be affected.
11—Seduce Men (M) A target is “seduced” and will, if properly

i ISYOURIQ

approach, Mﬁl&xpeﬂlsldﬂnble&mgdlsddwz
spell that gives +50 bonus to the caster’s seduction skill.
u—lnnSpeﬂ(M)Theurgawﬂlfaﬂmhvewxmgmnm

chosen by the caster.

13—Youth (F) The caster appears to be any age desired.
14—Sympathy (M) A “sympathy” effect is cast on an object,
making sentient/thinking beings want to be near it.
15—Seduce Female (M*) The caster may seduce on another
“female” without penalties. Any humanoid target under the
effects of this spell may also be affected by the *Men’ spells on
this list that normally only affect male targets. Seduction and/or
“Men"” spell effects end when this spell expires.
20—Seduction True (M*) As Seduction, except that any sen-
tient being of the opposite sex may be seduced.
25—Love True (M) As Love Spell, except for duration.
30—Sympathy True (M) As Sympathy, except for duration.
50—True Youth (F) The target has two years of his. age “re-
moved” (i.e., rejuvenation). If the spell fails, the target is killed
and his total true age returns immediately. Thespellnuybecm
repeatedly and effects are cumulative; however, each time it is
culonlhesameurget,the\mnmdxﬁedfﬂhnechmoemmases
byl D for each caster-t

B\
)

December 13,2020

HOURI'S CHANGE

Area of

Effect Duration  Range
1—Study 1 target — 300"
2—Face Shifting True self 1 hr/lvl self
3—Glamour self 10 min/vl self
4—Change To Kind self 10 min/lvl self
5—Misfeel Kind + ¢ self © self
6—Glamour True self 10 min/lvl self
7—Misfeel Calling * ¢ self (o self
8—Enhance I self 10 min/lvl self
9—Dream Girl self 10 min/lvl self
10—Change Sex self 1month/lvl  self
11—Misfeel Power « ¢ self C self.
12—Enhance I self 10 min/Ivl self
13—Unpresence ¢ self & self
14—Enhance IIT self 10 min/lvl self
15—Misfeel ¢ self C self
20—Lord Enhance self 10 min/lvl self
25—Muisfeel True self 10 min/vl self
30—Change Sex True self 1 month/lvl  touch
50—Holy Presence ¢ self (¢ self
1,2,5,7,11,13,15,25,50 — As the spells by the same names on the
Mystic base list, Mystical Change.

3—Glamour (F) The caster can enhance her facial features,
giving her mAppemnc'e of 100.

4—Ch: tothe
form of: ithin 20% of her This
cmbemdmmemefmnohspmﬁcpam
6—Glamour True (F) The caster can enhance her facial fea-
tures, giving her an Appearance of 102.

8—Enhance I (F) The caster can enhance her facial features,
giving her an additional +5 to her Appearance bonus.
9—Dream Girl (PM) Caster “changes” into a form that is for
appearances the “ideal mate” of one target studied. The
target gets a RR that represents his resistance to being studied in
thls manner. No range modifiers apply.

—
—
—

opposite sex in terms of all physical factors.

12—Enhance II (F) As Enhance I, except bonus is +10.
14—Enhance I (F) As Enhance I, except bonus is +15.
20—Lord Enhance (F) As Enhance I, except bonus is +20.
30—Change Sex True (P) As Change Sex, except that the caster
becomes a true member of the opposite sex (i.e., genetics,
personality, and all psychological factors are also changed).

——————
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By Preston Eisenhower IV

Since my firstinterview with thereclusive Shadow World Content Editor and

December 13,2020

Lords of ME, Vol. T
Lords of M-E, Vol
Lords of ME, Vol Il

was

and a

S0 overwhelrmngly popu]ar, I thought I would try (at great personal risk) to hnnt down the Mr.

Amthor again. After the interview I've included a couple of hype p

summary — for your amusement.

Surprise, surprise; he was in Production swearing at another recalcitrant hard drive. Ignoring a
“better stay away from him’ look from Suzanne (the Production Supervisor — the one who actually
gets things done around here), I pulled up a chair.

PMBEIV: Got a minute?
TKA (snarling like a caged ferret) Don’t tell me. Your
t00. I think it iracy: they all talk to
each other and decide to go on strike at once. How else
do you explain three blowing up in the space of two
weeks, all with supposedly completely different prob-
lems.

PMBEIV: Um, no,
talk to the others.

TKA: Youmean they don’t talk to it. Maybe if you took
that silly polo sticker and embroidered alligator off it....

PMBEIV: — Actually I was hoping we could chat about
the Emer project.

TKA: Sure. That reminds me, did you print out those
charts last night like I asked?

PMBEIV: Uhhh... no. The laserwriter was all jammed up
with Kevin's Silent Death Crap...Xou ks
it gets after it has to download too many fonts. But
anyway, how is Emer going? It’s even bigger than
Jaiman, I understand.

TKA: Almost twice the size, Biffster.

PMBEIV: And you’ve written the whole thing?

’l'KA (Palmasaplcmofdmﬁnmkmper on

witha ffectof: “Multiple
Bad Blocks: re-initialize.” There follows an interlude of
invective as he raises his fist to punch the screen, then
calms down.) Yep, pretty much so. Pete (Fenlon,
Pesident of ICE) contributed some interesting bits from
his old campaign, and you helped, of course. Oh, and the
Fantasy Hero stuff, I had nuh-thing to do with.

PMBEIV: Of Course. Let’s talk about the contents.

‘TKA: (spinning in the chair away from the Mac, as if to put
itoutof hismind) Two books, each 96 pages. A full color
map, about22" x 17", Emer on one side, four cities on the
other. All in a box with a spiffy pic on the front.

PMBEIV: And in these nearly 100-page big books, oh
father of Shadow World?

TKA: Well! One is called the Atlas Addendum, and it
contains stuff I (speaking frankly) would have liked to
have putin the first books, but either didn’t have room or
didn’t have time, or just didn’t think of it. There is a
pantheon of evil gods to balance those goody-two-shoes
Lords of Orhan, plus more demons than you can shake a
staff at. After all my big talk about bad guys with
pczmmhty in the first interview, there weren’t vary
many ing bad guysin the atlas. Now th
guys galore. Somany JR (John Ruemmler, the infinitely
patient Shadow World Series Editor who puts up with
TKA’s schedule and thatthe ‘mood’
‘was too dark.

mine’s fine, but you know it doesn’t

At

PMBEIV: Do you agree?
TKA: Not really; I guess I like it kinda dark. Shadow
‘Worldisn’t supp exceptil protecled

places. Unlike Middle-earth, which is mostly nice,
Shadow World is mostly scary.
PMBEIV: I don’t suppose your work on the C)

series has had any effect?

TKA: Ha! I don’t think I was getting dark enough for
Kevin (Barrett, Tsar of Cyberspace); my style may be a
little too ‘cutesy’ for the genre.

PMBEIV: Hey, how about that great art by Janet Aulisio,
though? I love those guys in Sprawigangs and Meg-
acorps, and the ones I saw in production for Cyber-

Rogues bar
is totally excellent... (trailing off from my ‘Ted” impres-
sion under the withering gaze of TKA).

TKA: You been lalkmg "
,‘A % & that’s ChadQC Yﬁwm sbwkagax‘n;
domg those Fanlaxy Hero conversions.

TKA: Anyway, there is a more complete timeline in the
AA, with lots of stuff which explains some of the cryptic
stuff in the first Arlas. Overall, I'm pleased with it.

PMBEIV: And the Emer Book?

TKA: Not surprisingly, it is a survey of the continent,
including all of the important cultures (mm'e than a
dozen, I think) climate, et cetera. The

adventures and some strange and bizarre ‘places of
interest’. And of course the Jerak Ahrenreth.

PMBEIV: The who?

TKA: They’re evil, they’re powerful, and they’ve got
plans for Kulthea. And they live in really cool hideouts.

PMBEIV: Isee. T inJaiman.

TKA: (mmngoﬁmemhnppyMac)lhadbenugelback Di

10 W

PMBEIV: Yeah, I hear you’re pushing the deadline for
Emer.

TKA: I't‘s getting close, but I'm sure I’1l make the latest

ne.

PMBEIV: Maybe if you didn’t goof off so much, you
could get up earlier on the weekends and get your butt in
here!

SHADOW WORLD
FOR ROLEMASTER & FANTASY HERO
STHEO00

’l‘l(A:.Me! You’rethe one who woke up in
along night at the House...
(About this time the conversation became irrelevant...)
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ANNOUNCING HERO SYSTEM RULESBOOK™

THE FIRST & LAST WORD IN UNIVERSAL ROLE PLAYING SYSTEMS

Q & A ABOUT THE HERO SYSTEM RULESBOOK

Q1. WHAT IS THE HERO SYSTEM RULESBOOK?

The HERO System book is the 224 pag iece for the award winning HERO
System. Iti lete rul that gi it i i
game set anywhere in space and time. Using this rulesbook, players can play fantasy
warriors, science fiction space jockeys, deck-punching cybercowboys, or all three! The
only limit is the imagination.

Q2. WHAT’S INSIDE?

The HERO System Rulesbook contains:

Introduction to the HERO System: The first section of the book, this
introduces you to the HERO System. There are guidelines for
players new to the HERO System or role playing in general.
There are also notes for players who have played HERO
Games (like CI ions or Danger i before.

Character Creation: This section contains all the rules and
guidelines needed to create characters for the game. It
canbe used by players designing theircharacters, or by
the Gamemaster designing his villains. These rules
can be used to create any character from fact or
fiction.

Combat and Adventuring: This section has all the
rules needed to handle an adventure. There are
rules forcombat, i Xp
rience. There are also extensive optional rules.that
the GM can use according to taste.

C: Sheets: This contail sheets
and otheruseful accessories to help the game play
smoothly. Players can photocopy these for per-
sonal use. .

N S—

Q3. WHAT IS THE HERO SYSTEM?

The HERO System i: d-winnil i
tem. The HERO System is generic, that is it can be used to
play in any role playing setting. Champions is a part of the
HERO System, and is the superhero role playing game using
the HERO System.

Q4. IS THE HERO SYSTEM COMPATIBLE
WITH OTHER GAMES SYSTEMS?

The HERO System, being flexible, can be used with the game
products for any systems. We will also include conversions for
prominent games in the appropriate campaign books. For example,
Fantasy Hero will contain conversions for Rolemaster™ , GURPS, and a
Advanced Dungeons and Dragons®. In conjunction with ICE’s lines of S
games, the HERO System will be used jointly with Rolemaster and Spacemas-
ter™ ina wide variety of products, including the Shadow World™ line and the Campaign.
Classics™ line.

Q5. WHY IS THE HERO SYSTEM BETTER THAN OTHERS?

The HERO System is the original uni i and i
revised and improved when Champions hardcover was published in August 1989. The
HERO System is intended to be intuitive —that s, all the rules follow from a few simple
guidelines. Rather than trying to have “A Rule for Everything”, the HERO System tries

idateits rules into a few simple guidelines. Thus, f a HERO Game can

usually be run without i to and rules

The HERO System also has a slightly different focus from other games. Unlike some
systems, where the player characters start out as sniveling weaklings, HERO System
characters start out as heroes — men like Conan and Gandalf. This lets players play the
characters they want to play — important heroes, involved on important adventures.

Finally, the HERO System has a unique character design system that allows players to
design their characters from the ground up. Since th di ly on,

Ch le playing game using the HERO System. The Champi-
ons hardcover contains th lete HERO Syste lesb along with the Campaign
Book for superhero gaming. The HERO System Rulesbook does not come with any
Campaign Book, but these can be bought separately. The HERO System, as presented in
Champions and the HERO System Rulesbook is completely identical — even the page
numbers are the same.

Q7 WHY DID ICE PUBLISH THE HERO SYSTEM
RULESBOOK SEPARATELY FROM CHAMPIONS?

Si pl ight not want to buy the Champi 1p
don’t like superhero role-playing), we decided to publish the HERO System Rulesbook
separately. :

Q8. CAN | USE THE HERO SYSTEM RULESBOOK
BY ITSELF?
U : e S -
setting. The HERO System Rulesbook is a complete rules system,
m}d prov-des ‘all the rules you shmlld nc_aed torole play. Howeyer.

Don’t despair! Although experienced gamers should be able
to use these rules by themselves, ICE Inc also publishes
Campaign Books. Each Campaign Book provides extensive
information and guidelines for a parti ign setting,
For example, Fantasy HERO will include spells, fantasy
floorplans, background information — everything neces-
sary to help HERO System player simulate fantasy litera-
ture. Because they include so much information, they are
extremely useful even to experienced gamers. They are
recommended for any gamer who wants to play in the
given genre.
Ice Inc. are committed to supporting the HERO System
Rulesbook with a broad range of Campaign Books of the

Q9. WHAT CAMPAIGN BOOKS* ARE IN

THE WORKS?

ICE, Inc. is currently planning to produce the following
Campaign Books:

Ninja Hero: The HERO System Sourcebook for Martial
Arts adventuring! Ninja Hero will have extensive quide-
lines for GMs who want to run their favorite martial arts

comic-book or movie. More than 30 different styles are
described, along with dozens of variations and weapons.
There are also several ready-to-run adventures for player
characters.
Fantasy Hero: Completely redone and rewritten, the new Fantasy
Hero will kickoff a whole new chapter for fantasy gaming. Fantasy
Hero contains pai ideli magic items, ch iptions,
floorplans, dozens of creatures, hundreds of spells — everything afantasy GM
could want for a fantasy campaign. Fantasy Hero will also receive regular
support from ICE’s Shadow World line, which will contain complete FH stats
inevery product. Special Fantasy Hero products, like Vikings and Pirates, are
also in the works.
Other Campaign Books: Other campaign books are in the works. Topics
include Horror Hero, Star Hero. Modern Hero, and many more.

Q10. SHOULD | BUY THE HERO SYSTEM RULESBOOK IF |
ALREADY OWN CHAMPIONS?

No, you don’t have to. The Champions hardcover already contains the HERO
System Rulesbook.

Q11. WHO IS THIS PRODUCT AIMED AT?
e s, Gol b any Eanls Sl y

can play the character he really wants to. And HERO’s unique poim—desi@ syslt—cm is
balanced to prevent any character from being more powerful than any other.

Q6. HOW IS THE HERO SYSTEM RULESBOOK DIFFERENT
FROM THE CHAMPIONS® HARDCOVER?

0 gammg Experienced gamers need only purchase the HERO System RuIe;book:
beginners should almost certainly buy the HERO System Rulesbook and the Campaign
Book for the setting he is interested in.

* (ALSO KNOW AS GENRE BOOKS, WORLD BOOKS & SOURCE BOOKS)
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WHAT DOES ALL THIS MEAN?

A Space Master Explanation

Michael Veach

The Space Master GM book gives several
charts for creating a planet, but these chart fail to
explain the relationship of all these facts to the
geology and ecology of the planet. All ofthe charts
are self explanatory as to what is being found, but
some of these facts are important to determining

Now whatdoes all of this tell us? Both the Earth
and Mercury have densities around 5.5 while the
moon is only 3.3. Both the Earth and Mercury
have a magnetic pole and the moon doesn’t. This
means that Mercury will have an iron/nickel core
and a protective magnetic belt around them, that

what kind of life will be found and what kind of - will keep out Gammaand X-rays produced by the

economy the planet can have. N

Type, orbital radius, and eccentricities are
pretty self explanatory. Type is imply whetheritis
a gas giant or a rock planet. Orbital radius will
effectthe temperature, length oftheyear, and tidal
pull of the star. The closer to the star, the greater
the temperature, the shorter the year and the
greater the tidal pull. Remember, Sol has a tidal
pull on Earth that is almost as great as Luna, so
that if the Earth was closer to the sun, one can
imagine the changes this tidal pull would have on
the oceans. Eccentricities affect a planet in many
ways and this will have to depend upon the GM as
to how eccentric the planets orbit is and how it
relates to life on the planet.

Next there is circumference, density, gravity,
and escape velocity. Every planet will have a
circumference, but its major factor is only in
figuring the surface area of the world. To figure
the surface area, first you must find the radius of
the planet. To find this divide the circumference
by 2 pi. Surface area is equal to 4 pi R squared.
Density is the factor from which muchinformation
can be learned. Density is figured in grams/

‘centimeters cubed, and water has a density of 1.

The size of a world is related to its density in that
the more matter found in @ smaller area creates a
more dense world. The Earth has a density of
5.52, the moon has a density of 3.3, and Mercury
has a density of 5.43.

sun. The moon however has little or no iron or
nickeland is made up of mostly silicates. Saturn’s
moon lapetus hasadensity of 1.2and is little more
than a frozen snowball. Gravity and escape veloc-
ity are directly related. The higherthe gravity, the
higher the escape velocity and the harder it is for
gas to escape the planet. This allows for a thicker
atmosphere.

The atmosphere is the next important factor to
consider. The best way to show the importance of
thedifferenttypes ofatmospheres, isto look atthe
history of the Earth’s atmosphere. When the Earth
was first created, it probably had a hydrogen/
helium atmosphere. This all leaked off the Earth
very early in the history of Earth. This was
replaced by out-gassing from vulcanism. Vol-
canos release mostly Carbon Dioxide, Nitrogen,
Water Vapor, and Argon. Earth’s atmosphere was
predominantly CO, at this time, and it remained

this way for many millions of years. The water §

vapor cooled and fell to the Earth to form oceans.
This allowed the CO, to dissolve in the water, and
some Oxygen was then formed when this mixture
reacted with Calcium, but it was plant life forming
in the oceans that took the CO, out of the atmos-
phere, making Nitrogen the predominant element.
The atmosphere eventually evolved to where it
was a couple of hundred years ago (about 18th
century).

It was during this time that an ozone layer was
formed, allowing life to leave the protective cover-
ing of the seas, and move to land. =Since the
Industrial Revolution, the burning of hydrocar-
bons have raised the level of CO, and other con-
taminates. By the time of the Empire, there is no
telling how much man will have polluted the
atmosphere, making new factors in the mixture.
Another important fact that can be measured from
atmosphere is the planet’s volcanic history. This
can be done by measuring the amount of Argon in
the atmosphere.

The Hydrosphere of a planet is the next impor-
tant factor in exploring a new planet. The amount
of free standing water is determined on the chart
in the GM book. This is the percentage of the
surface with free standing water. To find the
actual area, simply multiply this percentage by the
surface area found earlier. GMs may wishto allow
ahydrosphere to be rolled at a penalty (say a-50)
for planets with a O, atmosphere. This could be
a planet in the early stages of development, like
Earth a few billion years ago, ora planet like Mars.
Mars does have a hydrosphere, but the water is
locked into the polar ice caps and the soil.

Temperature is important in that it can be used
to judge the greenhouse effect of the atmosphere.
A planet further out in its orbit with a warmer
temperature will have a higher amount of green-
house effect, than a planet with the same tempera-
ture rating closer to the star.

All of these factors will help to determine what
kind of life will be found on the planet. This
information should help the GM fill in the gaps left
inthe information provided inthe GM book. These
facts are all determined by sensors in present day
probes to planets in our solar system, and can be
determined by sensors from the starship in a
Space Master campaign.

10
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WRITE for ICE!

Currently over 80% of ICE's published products are
designed and written by out-of-house authors. We are
always looking for authors | designers for a variety of
product lines. Each series has its own individual guide-"
lines, so contact us before you begin to actually workona
project. The ICE contact is listed for each series.
Middle-earth module series: below are listed some sug-

gested topics for the M.E. module lines.
ICE Contact: Jessica Ney.

M E. Ready-to-Run modules: MERRs may be setinany of
the territories covered by our existing modules.

M_E. Adventure modules: Open topics include: Harondor,
Edhellond, Linhir, the Ettenmoors, the Old Forest.

M_.E. Campaign modules: Open topics include: the Shire,
a Dorwinion campaign, Western Gondor, Enedhwaith,
Old Piikel Land, etc.

Fortresses of M.E.: Open topics include — Cair Andros,
Mount Gram, any one of the seven Gondorian Beacons,
Ar Pharaz6n’s monumental tower in Umbar, any one of
the White Towers of the Tower Hills, the refuge at Dun-
harrow, etc.

Cities of M.E.: Open topics include — Dol Guldur, Minas
Morgiil, Linhir, Aldburg (Calmir€), Umbar, Calembel,
Edoras, etc.

Space Master module series: Campaign modules and
Adventure modules for use with Space Master.

ICE Contact: Kevin Barrett.

Cyberspace Series: numerous different format possibili-
ties. ICE Contact: Kevin Barrett.

Star Strike support products: Scenario packages with
adventures, ships, and crews for use with Star Strike and
Space Master. ICE Contact: Kevin Barrett.

Shadow World Rolemaster/Fantasy Hero module se- |
ries (first rek.ases in March 1989): We are lockmg for
FRP

fitintothe

Shadow World of He d
msmedmmandusedwxmanym 's campaign.
ICE Contact: John Ruemmler.
Campaign Classic series: (for.
Fantasy Hero and MERP) based on a readily recogniz-
able topic / setting (e.g., Arabian Nighvs, Vikings, Pi-
aRobin Hood
ICE Con-

rates, eic.).
module and a Mylhlc Greece module.
tact: Kevin Barrett.

General FRP material: ICE plans to publish articles for
the Iron Crown Quarterly and Rolemaster | MERP
supplements. Such projects will include material from a.
number of different authors/designers: optional m!&;,

ions of traps, c¢ ions of items, i
5 of “lairs”, ions of ge-

efc. S

December 13,2020

ASTONS HOT PICKS

(AND GENERAL NEW RELEASE UPDATE)

ST.# TITLE PRICE LINE
FEBRUARY ’90: (Available Now)
Pirates $15.00

Sky Giants of the Brass Stair..
Rogues of the Borderlands
Forest of Tears
.Invasions: Target Earth
MARCH ’90: (Avmlable Now)

..$12.00

8112. .Hazards of the Harad Wood
= 500. .Hero System Rulesbook £
501t NinjaHeros 3% Basnnodzan 350
8203 Calenhad
SI0L.Lon Sprawlgangs & Megacorps ...
APRIL’90: :

.Nomads of the Nine Nations ..

MAY’90**:
400 Invaders From Below ...........cceccuuiuenne 10.00..........CHSP
= 1800 Rol Companion IV -$13.00 .......RMSB|
[ 6100............ Emer.Boxed:Setz............ 5 $30.00......... SWSP
[ =°7010*
JUNE’90:
410
= 3112
5104.

I 5105. . i
.Iron Quarterly Beach Issue Free All
SN ICE Summer Catalog Free All

* Tndicate

your favorite such FRP material is a good way for you to
get your material published and for us (and you) to getan

idea of your design / writing / organizational abilities.
ICE Contact: Coleman Charlton.
ion material: Periodit we pub-

change from previous announcements.
** May is HOT!!!

KEY: CACL = Campaign Classic; CHSP = Champions Support; CYSP = Cyberspace Support; FOME =
Fomessofmddlereanh HERO = Hero System Products(other than Champions); MEAM = Middle-earth

lish optional rules, guidelines and material for Rolemas-
ter in the form of the Rolemaster Compaawns
ICE Contact: Coleman Charl

MERP C i i n-«- J rules, gui
and material fo{MERPmafmnsuni]armlheRnlemas
ter Companions
ICE Contact: Coleman Charlton.

Module; MERR = Middle-earth Ready to Run; RMSB = Rolemaster Sourcebook; SMAM = Space
Master Adventure; SMBG = Space Master Boardgame; SMSS = Space Master/ Star Strike Support; SSCS =
Star Strike Combat System; SWSP = Shadow World Support.

AL " Indicates Aston’s Best Picks

"Ides of March” Issue, March 15, 1990
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questions for this issue...

Yes, the champion of rulesmongers everywhere returns, with a mailbag full of ing’|

Coleman's Corner

3) Concerning the Bladerunes (Arcane List) of RMCI
3.11, when you talk of base chances of have an item
receive a Bladerunes cast upon them you base that chance
upon each magic or non-magic “plus”. Does each “plus”
equal a“+5” bonus ora “+1” bonus? I mean, there’s not

4

Dear ICE,

1) Since the release of Campaign Law, you’ve been stead-
ilyil i and types of y skills yet
have maintained that they are optional. Now that Skadow
World is in production and all of its NPCs have one or
more of these optional skills and since the only real
difference between some of the new character classes and
the originals is their secondary skill development costs,
what is your ded method of P! of
secondary skills for PCs?

2) Is it possible for a spell caster to be harmed by his/her
own offensive spells?

Robert P. Derme

N. Tonawanda, NY

Dear Robert,

In answer to your questions (they are all only recommen-
dations):

Re secondary skills— If all ot the RMCII skills are used,
1 recommend that PCs be given 50% more development
points to expend only on secondary skills. AGM may wish
to restrict certain combat-oriented skills.

Re spells—A spell caste
(e.g., spell failure, a too-close fireball, a drifting stun
cloud, etc.). However, spells automatically centered on
the caster will not affect him (e.g., Minor Ultrasonics —
Tllusionist base list, Sound Molding).

Coleman

Dear ICE,

Could you please clarify the terms “1/2 encumbrance
platemail” and “1/2 weight chainmail” with respect to
Rolemaster’s Armour Table and MERP?

Also, could you advise me upon initializing the throwing
of sand into a foe’s eyes in order to blind him?

Richard Grant
Essex, England

Dear Richard,

1) “1/2 encumbrance platemail” and “1/2 weight chain-
mail” means that the armor’ s weights and encumbrance
penalties are halved (round off). For Rolemaster, this
means that the armor's Minimum Maneuver Penalty,
Maximum Maneuver Penalty, Missile Attack Penalty, and
Quickness Penalty (see ChL & CaL Table 15.3.3) are
halved. For MERP, thi that the special Mc

and Maneuver penalty for the armor is halved (see MERP.
chartRS-1,the Character Record Sheet); for example, the
\penalties become -8 for SL, -15 for RL, -23 for Ch, and -
30 for Plate.

'be harmed by his own spells

2) You could develop an OB with “thrown sand” (as a
thrown weapon). 1 would use the Grapple Attack Table
(Small attack maximum) with double normal shield DB
andnoweaponDB; and the targetmay use part of his OB
to parry. A non-zero result would deliver no normal
damage but it would force the target to make a Resistance
Roll against a 1st level attack, modified by -1 per hit
delivered and -10for each severity of any critical (i.e.,-10
foranA, -20fora B.

Coleman

Dear ICE,

Onpage 6, section 2.15 (The Duelist) of RMCIII, the class
table lists the level bonuses as follows:

Arms Law Combat +3

Body Development +3

Athletic Skills +2

‘Gymnastic Skills +2

Thisapp ible on page 103
RMCH lists all the gymnastics and athletic skills.

Ts this am?ct,‘ax; 1 jocs ihﬁ :né:mthai e‘g‘yﬁﬁagifc
skills receive a +4 level bonus?

‘Thomas Curry

Baltimore, MD

Dear Thomas,

This is a lmz.uake in RMCIIL, you can run it as a +4
Gymnastic level bonus; but I prefer the +2 for Athletic
skills and +2 for C skills that you i
Thanks for the correction and the comments.

- Coleman

Dear ICE,

1) Irecently wrote you asking whatto doin the case of hits/
crits for doors, etc. However, I would like for you to
provide a few examples of concussion hit totals for the
following items: wooden door, iron door, both doors with
bars, and wooden and iron chests.

2) How much would you suggest it costs for PCs to hire the
use of aspell (e.g., healing spells from a Cleric, unbarring
spells for a stubbom chest, etc.)? I was thinking a #GP/
level of the spell, but if so, how much per level of the spell?
Please give me an example (especially in the case of how
much it would cost (donation) for the PCs to get a Lifegiv-
ing spell cast).

many “B; +1”in the system. My
friendis saying that hismagic sword+5 has a 100% chance
of being able to receive a Bladerune (20% chance per
magic plus time 5). Ithink it’s a20% chance (each plus as
being equal to each +5 increment). Please help us resolve
this dispute.

4) I'm confused about some of the spells on the Life
Essence Healing (Healer Base List) of 10.64 RMCIL.
‘What's the difference between Restore Life Essence and
Heal Life Essence? Do you have to cast Heal Life Essence.
before being able to cast Restore Life Essence upon a
person? And what about Cleanse Life Essence? Does it
mean that it can neutralize natural poisons and diseases
within the body or just certain poisons/diseases that some.
weird types of GM-created undead that inflict only “life
essence” wounds?

5) Give me an example of how the Sense Ambush/Assas-
sination skill (using the results of the RMCII 11.2 chart)
can be fused with the Surprise rule of RMCIII into one roll.
Asitis, there would have to be 2 rolls performed and what
if the Sense Ambush skill was successful, but the PC blew
his surprise roll? Please give me an example of how this
can be resolved.

Kurt Stegall

SanJose, CA

Dear Kurt,

- 1) As I said before, we don’t have a fixed method for

handling damage to structures; but if you want, try these
(unplaytested) values: Wood (S0 hitslinch), Reinforced
Wood (100 hitslinch). Ialso suggesta breakagefactor for
the door equal to the attacking weapon’s BF and with an
automatic chance of breakage (see ChL Section 7.3.6).
Finally, I suggest that the only bonus for such attacks be
the weapon bonus and the attacker's stat bonus.

2)The cost of spellsis entirely dependent upon your world
system. I suggest: 10+ [(level of the spell) x (level of the
spell caster)] ingp. Soa10th vl spell caster casting aSth
Iyl spell 60 goldpieces, butaSthlvlspell caster
casting the same spell might only cost 35 gold pieces.

3)Youare correct, the RMCI author is a long time D&Der
and sometimes drops into the old ways: a +5 RM sword
has a 20% chance.

4) The exact use of life levels is dependent upon a GM’s
world (we don’t normaily use them), but my interpretation
of the RMCI optional rules is as follows. Life levels can
be lost temporarily (and return as outlined in RMCII
Section 6.1) or permanently. Temporarily lost life levels
can be “Restored” instantly. Permanently lost life levels
must be “Healed” and then “Restored”. “Cleanse Life
Essence” only neutralizes poisonsidiseases from “life
essence” wounds from “weird types of GM-created un-
dead.”

5) Either use the RMCII procedure (3.2) or Sense Am-
bush/Assassination, SAA (they are both optional rules). If
You want to use both, try using the highest SAA bonus in a
group as an additional modification to the surprise roll.

Coleman
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~1gIT I[E AT GEN[IN

BOOTH #’S: 711, 713 and 715 - 718
PLUS DEMO BOOTHS: A and B

SEE ICE CELEBRATE 10 YEARS!

DON’T MISS TOLKIEN TRIVIA! CHECK OUT THE SALES SPECIALS!

WISE EMER AUTHOR TO AUTOGRAPH YOUR COPY OF THIS STELLAR CREATION ANDANSWER YOUR QUESTIONS!

CRAM MORE NOISY PEOPLE IN OUR BOOTH AREA THAN FASA or CHAOSIUM!

WELCOME FANTASY HERO'S RETURN! BACK

LEARN TO PLAY SILENT DEATH! I S S U E S

Private Lessons From the Designer at the Demo Booths! OF I Q {]
o

SNEAK PREVIEW OF A FALL PRODUCT!

% BUY OUR NEW TITLES! BUY THOSE OLDER HARD TO FIND TITLES! o iinintoon SPEND $588 o

SING HAPPY BIRTHDAY TO US & MAYBE WE’LL SAVE YOU MONEY ... MAYBE!

2 « 1 IRNS!

ICE GENCON- AUGUST 9 - 12, 1990
BOOTHS 715/718 BE THERE ALOHA

ADVERTISE IN AC! , ICE WANTS YOU!

ICE, Inc is looking for motivated individu-
A Club (AC) some of the most cost-effective advertising you can do to get your message : B :
out to a readership of dedicats ists. Our rates start at $140 per page. Impressive discounts are ?ls to wortl_(l;l th‘: vl:'ar;}_lou.s 2 fulﬁél{ng duties
available for multiple-advertisements. 1 areas ot GISpatch, Snpping, anaiinyentory,

The current circulation is 4500 copies sold — total readership figures not available at this time. The magazine control. Preference will be give to those with
is distributed in the United States, the United Kingdom, Canada, Sweden, New Zealand, and Australia in hobby, gaming experience. Please forward your re-

game, book, and comics speciality stores as well as through subscriptions. sumé to:
The 32 page comic-book format includes articles and features on Champions®, Fantasy Hero™ and all of the
Epesiesiened bylep Gamess ICE Warehouse Management
If you are interested in advertising in AC, then please write for more information to: P.O. Box 1605
Adventurers Club Advertising Charlottesville, Va, 22902
P.0. Box 1605 L
Cha;lotmwlle, Va, 22902 Altemnatively,
s phone (804) 295-4280 or
Alternatively, phone (804) 295-4280 or fax (804) 977-4811. fax (804) 977-4811.
"Ides of March" Issue, March 15, 1990 13
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NEW RELEASES

(See Aston’s Picks for Release Dates)

Stock Title Price
AC15 Adventurers Club™ (AC) Issue No. 15 3.00
Th i ic-size format. This 3 ible for HERO Game

players includes material complementary to the new rules for Cha{rlpians”, Hero

Stock Title Price

3111 Greater Harad™ 14.00
Another action packed Middle-earth Campaign Module, Greater Harad is located
south of the burning sands of Far Harad near the seven cities of Siraj. The seven cities
the trade routes of Greater Harad, a fertile riverine domain tucked between the

System™, and Fantasy Hero™. This issubjpmvides a ccmp_len-, f‘l

setting ing products,
and much, much, more.
IQ8 . Iron Crown Quarterly (IQ) Issue No.8 Free

Lock up your daughters. Dust off your woodie. It’s time for the summer beach edition
of IQ! Yes, folks, this next edition of the ever-popular IQ will go on sale just in time for
the Origi ion and the illies. with the frivolity will be the
usual intense in-depth treatment of what is new and upcoming at ICE, plus regular
articles.

408 Day of the Destroyer 7.00

“Ihave become Death, the shatterer of worlds...” With these words, Dr. Destroyer—
the greatest and most evil mind ever — announced his return. His most i

harsh desert and the daunﬁng}spires of the Yellow Mountains. Dynasties come and go

in this vast, i ‘The only law i Now, though, anew terror
fronts the Haradrim. Akhorahil the Ringwraith — the awful Storm King — plots the

conquestof Greater Harad. Subverting local rulers, he hopx 1bj i iti

on behalf of his Master, the Lord of the Rings.

3112 Gorgoroth™ $18.00

From the blasted plain of Gorgoroth rises Mount Doom. Sauron hamessed this
volcanors fires to forge the One Ring, and only here can the One be destroyed! This 144
page supplement suitable for Middle-earth Role Playing™ and most other ‘major fantasy
RPG systems, includes a four page color insert; and details the major strongholds of
Gorgo;oth — _ including Mount Doom and Carach Angren. Three action-packed

scheme ever is revealed in this new Champions adventure. In the next 72 hours, nine out
of every ten humans on earth will die. Can your heroes find and defeat Dr. Destroyerin
time to prevent a global holocaust? They have three days. The clock is running...
409 Invaders from Below™ $10.00

Hidden in the subterranean depths are the Subterrans, a hideous race of savage

 humanoids. Their leader, King Earthwyrm, plots the destruction of mankind. The

invasion is about to begin. Invaders from Below is a 64 page organization book for
Champions. It provi ) iption of the kingdom of Subterra, details of the
the stats and for King yrm and his 12

Iperp d Darkli and eight pl ios. Written by Scott Paul
Maykrantz: Cover Art by Jackson Guice.

410 Kingdomof Champions™ ________$1800

vide with an entre to the volcanic plateau that
smokes under Sauron’s eyes.
5103 CyberRogues™ 10.00
Cyl is the firsti iesof Character C: i ICE’s Cyberspace role
playing game. This40 pag i with8 fcolori ions depicti

the gritty characters provided within. Each character comes with background informas

tion and complete statistics so that they may be used by players and Gamemasters alike.

5104 The Body Bank™ $10.00
Here are a batch of all new characters for GMs and players of Cyberspace™ and the

other Cyber- g Thy dis iesof Cyberspace ch: i

The Body Bank details the stats and backgrounds for 27 of San Francisco’s most

i i i ities. Each receives his or her own illustration — 16

o g
in full The Body

A 208 page for Ch ® set in Her Majesty’s United
Kingdom of England, Scotland, Wales, and Northern Ireland. Take your All-American
superheroes to Britain and match wits with new dastardly British super villains. New
campaign material for adventuring in the U.K. as well as a dozen scenarios complete a
major support piece for the top selling Champions hardcover. It’s time to leave behind
the New York skyscrapers, and explore a country where you think you speak the
language. Welcome to Modern Britain, the Kingdom of Champions.

500 Hero System Rulesbook™ 20.00
The award-winning HERO system lets you role play any time, any place, any
and any power level. The unique ch i ! ionof any
character, whether ie,abook, or your ownimagination, Play fantasy
fighters, modern spies, power-armor troopers, or even superheroes — it’s all here! This
j 24 page tome includes a compl provided for instant fun.
The revised HERO system is cleaner, better i and more ined than ever
before.
501 Ninja Hero 17.00
Ninja Hero is iplete 176 pag ial arts handbook for the HERO System. This

product contains new optional rules, new weapons, new maneuvers — everything
necessary to enhance the existing martial art rules, or to run a complete martial arts
campaign. Simulate martial arts movies or your favorite ninja comics. There are also
ready-to-Tun scenarios for instant use.

1800 Rolemaster Companion IV™ 13.00

Rolemaster Companion IV (ROCO 1V) continues the tradition of this top-selling
series, by expanding ICE's Rolemaster fantasy role playing system with a variety of
optional rules, spell lists, and guidelines. In addition, this 96 page supplement provides

lete i ofall 11 lists, al i 1 ‘hecklist/
Index of all optional ions, and spell listsin l ICompan-

pag ig] insert.
5105 Death Valley Free Prison $16.00

Todeal with Death Valley and the Mojave Desert are
into a i security penitentiary in 2070 AD. By 2090, people are
entering of their own volition! The jailed gangs and entrapped settlements are awash in
petrol fumes, axle grease, and twisted pride. Enter the Death Valley Free Prison
campaign area where your Cyberspace™ character is bound for a fist-full of high stakes
adventure. This 112 page book with a four page color insert is the largest Cyberspace
support product yet.
6013 Nomads of the Nine Nations™ 12.00

Explore the vast grasslands of southwest Thuul, home to the peoples of the Jengada
Allied Nations (JAN). Nine nomadic tribes united under the leadership of their Supreme
Jengada dwell in tents on the open plains. These fiery horse-riding nomads share the
region with city-dwelling refugees from the neighboring Shoneb Empire and the
reclusive Elubar of the high ins. The thi il i one another and
strengthen each other through their diversity. Their unique clan structure provides the
necessary strength o enable these peoples to resist their principal enemy: the corrupt,
vast, and vile Shenob Empire — persecutors of their forefathers. This 72 page book
includes eight pages of full color. .

6100 Emer™ The Great Continent (Boxed Set) 30.00

Anew giant boxed set to complement the Shadow World legacy, Emer will consist of
w0 96 page books, a full color continent map and four color city maps. The first book
is a supplement to the Shadow World Master Atlas, including new races, gods, and
general i ionabout th 'World. The Ad Iso includ
timeline, ancient artifacts, hidden places of power, and complete race statistics for all
Shadow World products to date. The second book will survey Emer, the Greatest
Continent on the Shadow World. de i inhabit this land, from the

ion, and the Rolemaster Companions I-IV.. So, summon your sages, get our your spells
books, and sharpen your quill-pens — your campaign is about to be enriched by
Rolemaster Companion IV.

ng city of Eidoln to the jungles of Khum-kaan to the hidden land of Ttanis.
7010 Silent Death™ — the Metal Express™ 40.00

Silent Death is an exciting new boxed game of space fighter combat. Crammed full
of metal miniatures, dice, maps, counters and more, Silent Death pits man and machine
in an endless struggle against brutal enemies, and the cold hard vacuum of deep space.
With simple rul Silent Deathi: instant hitwith
Sci-Fi fans and gamers.
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SPELL CATALYSTS AND UNIQUE SPELLS

Supplemental Material for Rolemaster and optional material for Shadow World
By Monty Cook

SPELL CATALYSTS
As an optional rule to make spellcasting more intricate (and maybe more like spells
of myth and fiction) the GM can allow certain substances to make certain spells work
more effecnvely, thereby becommg spell ca!alysts Depending on the GM, a spell
catalyst 4l b mspe!lsontcomd

Example 1: Inaparticular world, the GM decides that the magician profession
should deal with only with elements (he may even change their profession’s name
to Element Lord or something). That works well with the base lists, but what about
the open and closed lists? Well, many lists can be described as “elemental” in
nature such as Spell Wall (caster is enshrouded. mﬁery, chill, wispy, etc. force that
protects himfrom spells), Detecting Ways (caster “tunesin” withthe earthto gain

be very specific. Theeffectsof aspell 5o b

options for the GM to choose from. Spell catalysts should be consumed when used.

Option 1: Choose a very general spell group for a catalyst, but make that catalyst rather

expenswe or hard toobtain. For example, make a vial of holy water (make holy water
haps 10-20 GP per vial) forall

20 GP worth for essence, and a fairly rare herb (a “Difficulty of F’u\dmg rating of 7-

8) for Mentalism spells. Effects for using a spell catalyst using this option should be

moderate— something along the lines of a+10 bonus to spell rolls, or 50% additional

range or duration, efc.

Option 2: Choose catalysts that are not quite as expensive or rare, but make them be far
more specific. For example, a number of specific herbs (“Difficulty of Finding”
between 4-5) for many of the different healing spells, holy water for clerical “Bless”
spells, sulfur for fire spells, animal hide or hair for Beastmaster spells, etc. This opuon
wﬂlreqm:ealo(ofworkanmeGMspan.buutwdlgxcal.ly“ﬂeshom"
individualize his magic system. Allowing fairly easily obtained substances to be used
as cavalysls requires that their effects be light — perhaps a +5 spell roll bonus, a 1 PP
reduction in cost (with a minimum of 1), a 25% increase in range or duration, or
something along those lines.

Option 3: A catalyst for spells can be for a general of spells, as in Option 1, but it is
extremely difficult to obtain. The price (if it can be purchased) should be AT LEAST
200 GP, and should be very hard to find. It may even call for a complete adventure in
and of itself to obtain (for example, the Diamor is a special magical crystal that will
greatly help any “Information” spell and “grows” like a plant but is only found in the
cavern of the Wyvem Lords...). The effects of these catalysts should be substantial,
such as a doubling or even tripling of range of the spells or cutting the PP cost in half,
etc.

3 i , but make the catalysts specific to a small group of spells
as in Option 2 above.

Option 5: AsOptions 1,2 and/or 3 above, combining the catalysts types. For example,
there may be a special wood that is fairly rare that will serve as a moderately powerful
catalyst for all of the channeling realm (Option 1), but for the really daring there is also
a specific catalyst for “Repulsions” spells that is very potent (Option 3) — of course
that catalystisa vampires tooth...this option would of course require the most work for
the GM.

Option 6: As Option 1 above, but the catalysl is not consumed when used, and can be
used over and over (th need to by d, as in Option 2, if you think this
is too powerful). Such catalysts could be a silver holy symbol for channeling
spellcasters, a wand of a certain magical wood for essence users and a Focus Crystal
(costing about 30 GP) for Mentalists. These catalysts could be called spell foci, and
could be used in conjunction with other catalysts. As an additional option, these foci
could be used also (or instead) for helping in magical skills such as Reading Runes,
Attunement, Power Perception, etc. A +5 bonus for such skills is recommended.

Option 7: AsOption 6 above, except instead of receiving a bonus for having a focus, a
spellcaster suffers penalties for NOT having a proper focus unless he has trained
specifically not to need a focus — requiring an extra development point cost (an
additional 25% of the original cost, with a minimum of 1 dcvclopmem point lS

Acaster who has lost, forgot, broke,
from his focus should suffera penalty such as a-10 for all spell. and/orshll rolls,a25%
decrease in duration or range, or an extra 2-3 PP cost for each spell. Such an option will
certainly have casters guarding their foci closely, especially since learning not to use
afocus will prove to very expensive in development points. Of course, it shouldn’tbe
that hard to get a new one, unless you are on a desert island, at the 157th level of a
dungeon, floating through the void, etc.

UNIQUE SPELLS
In each particular world or campaign, a GM should feel free to make spells, spell lists
or spellcasting, as given in any of the Rolemaster books, unique to his world or specific
areasinhis world. Anexample of thisis giveninRMC14.19 Cleric’s Law, where clerics
are able to have spell lists that fit their demw spheres of influence in a specific world.

fitsinto

the world and the GM is prepared for ), S0 any radditional
from the modifications for making the spell unique should balance out.

ledge), etc. Gate Mastery could be significantly changed s0 that creatures
summoned would not be normal , but their el
the GM would normally decide that a giant. frog would come with the summo,
would be a fiery frog or a cold frog, etc.) that would be composed of a :pccxf ic
element and would inflict an additional critical of the appropriate element. The
demonic gate spells would summon either elemental demons or elementals. This
would make that list much more powerful, but than the GM might decide that these
“Element Lords” cannot gain spells from lists such as Rune Mastery, Spirit
Mastery and Spell Reins because of their decidedly un-elemental nature.

e A

Examka Another vanauon of the Gate Ma:rery list could bethis: Ifacertain
groupof'sp da group of li ul ChangesI and Il (RMC
1IV) and Shapechanging Ways (Arcane, RMCI) and also had the Gate Mastery list,
the GM could change Gate Mastery to go along with their other “body altering”
lists. In this version, Gate Mastery spells would not summon creatures but would
allow the caster to create them using his own body. These spells would enable the
caster to take matter from his own body without doing him harm and create the
desired creature out of that “protoplasm.” He could devote a number of his own
i ‘""'to thep P d *hu the creature would d ine their hits

’slevel ti ber of hits the caster devoted). The
ca.mr would not have those hits until thz creature wn.r dispelled and the matter.
taken back. No harm would come to the caster if the creature took damage. This
could very well make the creatures much more powerful, but the caster would be
devoting his own flesh to make them powerful. Demonic Gate spells would be
handled the same way. The list name could be changed to “Creature Creations.”

Example 3: Mystics in a certain world might be thought of as “undercover
agents” and so their spells can be cast secretly — i.e., you cannot tell they are
casting a spell by looking at them, and require no ESF roll to cast a spell with no
free hand. Clerics in this world are flamboyant spellcasters and receive an extra
+10 spell roll bonus when they have both hands free and raise them toward the
heavens or clasp them together as if praying.

‘These examples show how spells and spellcasting can be made to be very different.
Two spelicasters may have the same list as far as the spell levels and spell names are

butthe li very differenti ity. This will make the world more
interesting and unique. Other such areasa GM may want to “flesh out” are what spells
look like when they are cast, what it feels like to be healed magically, and what the
dlﬂ'erenoe is (ifany) between Healing and Lay Healing (in my world, Healing is pleasant
for ‘while Lay Healing is done with scalpels and heat
formprwoundsmdnsqmtepamfnl) For help in what spells look like, a GM can look
to some of the fantastic fantasy art that is available now. Most players will tell you that
such contributions by the GM make the game more interesting and easier and more
enjoyable to role play in.
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