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The Midole-earth QB’s are back

IRON CROWN ENTERPRISES PROUDLY ANNOUNCES THE RETURN OF THE
MIDDLE-EARTH QUEST BOOKS

This fall, ICE will begin releasing its new
line of Middle-earth Quest books. These popu-
lar design-your-own adventure Gamebooks
will be marketed in the 224 page paperback
novel format, with map inserts (when appropri-
ate) and lavish illustrations. The Middle-earth
Quest character generation system will allow
players to create their own heros, complete
with weapons armor and spells. Alternatively,
players may use the pregenerated character
which will be supplied with each book. A basic
and advanced set of rules will give the reader
the choice of playing at a complexity level
consistent with his or her desires, and a selec-

pHio; les will increase the feeling
of realism in the Gamebooks even more.

‘As bonu elines

NGy e grant Middle-

i

earth Role Playing (MERP) enthusiasts the
opportunity of running their favorite MERP
characters through the Gamebook’s adventure.

Each Gamebook covers a specific, and
original scenario set during the turbulent Third
Age of Middle-earth. For example, in our first
release, A Spy In Isengard, you play one of
Saruman’s most promising apprentices, and
discover that he is being seduced by the
Orthanc stone. Is he turning against the White
Council? You must inform Galadriel in Lérien
at all costs.

In the second book, Treason At Helm’s
Deep, you play a young Eorling warrior atop
the battlements of the Keep on the fateful day
of the Battle of the Hornburg. There you wit-
ness an act of treason by a supposedly faithful
Rider of Rohan. Does he compromise the de-
fenses of the great fortress, or is he a counter-
spy? It is for you to discover, and report to
Gamling, commander of the Keep and Helm’s
Dike. Later books in the series will thrust your
character (whom you can keep playing from
one adventure to the next), into the dark pits of
Moria, or onto a quest for the lost Palantiri of
the North.

During each adventure you'll get your fill of
Orcs, Wargs, Trolls, and a host of other
Middle-earth denizens, unless you have the
stealth to avoid them or the strength to defeat
them.

SPACE MASTER

T = f1=T Tl

Space Master, ICE's critically acclaimed
Science-fiction Role Playing game, has

i
I\

Saruman Sees "A Spy In Isengard” coming to stores soon|

been revised! While the basic concepts
and rules of SM will remain the same, the

Future Law and Tech Law books, included
the popular Space Master Companion ,
and completely reorganized and reformat-

{ designers have taken apart the original

" |ted the systems. Three books will com-

prise the new Space Master: the Role
Playing Game:
1. GM Book: containing three sections, the GM
book embraces the Natural laws (complete rules
for creating solar systems, planetary environments,
cultures and even cities; also handy forms, mission
suggestions, and pages of ideas on running a SF
campaign in every imaginable milieu), /mperial
Laws, newly expanded data on the Terran Star
Empire, compiling all of the general information
athered to date; and finally a starting Adventure to
send the Players on their way.
2. Player Book: Everything the player needs to
know is here, from starting creation rules, to all the

| NEW RELEASES |

Every Issue we'll try to keep you up to date on our
newest products, what's in the works, and what we're
dreaming up on the horizon. ..

For MERP:

Minas Tirith: The first title in our hardback
series Cities of Middle-earth, Minas Tirith
features a double sided 16x20" color map,
detailed descriptions of key locations in
Gondor's capital city and tons of adventures.
($18 — Available now!).
Mouths of the Entwash: An Adventure
Module detailing the wild delta that dominates
eastern Rohan; it links with Rohan. The
swamps and forests in this area are crawling
with hideous creatures. ($7 — available now!)
Shadow in the South: Adventure in the mys-
terious realms to the far southwest of Middle-
earth! Charting new territory, this Campaign
Module delves into the Dominions, seven
realms threatened even here by Sauron's
minions. ($12.00 — August)
Halls of the Elven King: Another in the
Fortresses of Middle-earth series, this module
covers every passage and hall in one of the
(continued on page 14)

TKA

'SM Psions, to the Combat sequence. New skills
are included, and the Character Development
|process is made easy with newly reformatted
|charts and a clearly organized text.

3. Tech Book: The technology of Space Masteris
at your fingertips! All the blasters, multiscanners,

| plasma repeator rifles and Androids any adventurer
|could want.

($30 — available Now)

INSIDE 1.0Q.!
FEATURE:
The Crystal Mage: a RM spell-user, page 4
SYSTEMS:
The Bounty Hunter: A new optional profession for
Space Master, page 15.
Hyperspace Sickness:What it is and how to treat it,
page 14
FICTION:
T'revor’s Tale: Chapter one in a (seemingly) endless
serialized adventure tome. Page 10.
DEPARTMENTS:
This Quarter's Horrorscope by Madame Jarté. Pg 3
Coleman's Corner: Mr. Charlton answers your
questions about our systems. Page 14.
Weather: page 16
LQ. Reviews: Brad and Biff go to the movies! Pg 12.
ICE Mugshots: S. Coleman Charlton and Preston
Eisenhower get booked! Page 9.
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A Note From the Editor

November 25, 2020

National Enquirer on the table. "Let's do a tabloid!"
/And the IQ was born.

Welcome to the premier
issue of the Q! As you may
have noticed, the IQ is not
your typical gaming maga-
zine; the Iron Crown Quar-
terly may require a little ex-
planation.

Asmany of you nodoubt
are aware, Iron Crown En-
terprises took over the pro-
duction and distribution of
HERO products a couple of
years ago. Among them was
the digest-sized gaming
magazine Adventurer's Club.

Aspartof the HERO/ICE consolidation, we decided to
expand the AC and include some ICE-related material in
eachissue. This met withamixed ption. It hi
HERO fansand ICE fans are just two completely different
groups of roleplayers! Something had to be done. We
couldn't just yank out the ICE stuff from the AC, with no

lalternative outlet — we were just starting to have fun
putting together supplemental material (plus we had all
ithose people with subscriptions...)

So, the Great Brains at ICE sat around the big
Boardroom table and thought hard. Finally someone said
"Let's do our own magazine!"

So it was agreed. But we didn't want to do just another
gaming rag; we wanted the IQ to be, well, "different.”

Something fun to read, but with useful material for our
fans. Again the Great Minds thought some more. Then,
someone's eyes fell upon the dog-eared, mayo-stained

In ing issues we hope to bring to our loyal fans
notonly more chapters of the (seemingly) eternal Trevor’s
Tale and more ICE Mugshots, but adventure scenarios for
MERP and Space Master, relevant fiction, previews of
new products, idle gossip, and whatever idiocy strikes our
fancy.

BUT, we really want your input! We want to put out a
tabloid that you find useful and informative, and that you
enjoy reading. Write to us and let us know what you like,
what you hate, and what stuff you'd like to see that's not
here already.

S0000, send those cards and letters to:

1Q Editor (that's me, Terry)

/o Iron Crown Enterprises

P.0. Box 1605

Charlottesville, VA 22902

Also, I thought I'd take a few lines to talk about some
new projects we have in the works but not yet ready to be
formally d (a little 'insider i ion', if you
will). As soon as things are firmed up, we'll be announcing
them in the /Q and elsewhere, so don't go calling us about
them, OK?

Anyway, we've started work on a line of modules about
a world specifically for Rolemaster players. The first
product will most likely be a hefty "Guidebook™ to the
world with a large color world-map. More details later.

Unsubstantiated rumors: the next hardbound City of
Middle-earthis Osgiliath... Another Rolemaster Compan-
ion is on the way... Lords of Middle-earth and Treasures
of Middle-earth are bouncing around computer RAMS in
the office...

‘Well, that's about it; see you in the Halloween issue.
TKA
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Every issue we'll include here a few of our
favorite letters.

—TKA

Dear Terry,.
I play Battletech. Do you think that /ron
Crown will ever produce such a popular game?

Sincerely,
Timmy Gordens,
Del Rae, FL.

Dearest Timmy,
Go play in the traffic.
—E

U

Dear Editor,

Umm, like I've sent in my resubscription
notice three times, you know? And I've yet to
see the latest Dragon in my mail box. I want
my Dragon magazines! Do you guys just keep
all the money we send you or what?

Lance Shooter
Los Angeles, CA

Dear Lance,
Yes.
—Ed

2

Ewe———

Dear Mr. Amthor,

I just moved to Charlottesville. It seems
like a really dull place, but I'm sure it must
have some redeeming quality. Where is the
best place to go out and get hammered?

Paul Boudon
Charlottesville, VA

Dear Paul,

You're asking the wrong guy. How do you
think I get so much work done? Because
there's nothing else to do. I'll forward your
letter to Biff; maybe he can help you out.

Dear IQ Editor,
Define the Universe. Please give examples.

Your Truly,
Lester Trychon
Nim Brook, MO

Dear Lester, ;

The Universe consists of everything except
stuff in other Universes. If you want more
detail, write to Carl Sagan. -

IQ Issue #1
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12—Enchant Earth V (HF) Allows caster make healing
salves. The caster may enchanted one of the following:
Deep Earth Dust
—Heals 1-10 concussion hits

Deep y

—Stops bleeding (#) .....

—Heals muscle damag:
Earth Oil

—Heals 1st deg. burn or frost.
—Heals 2nd degree burn damage
—Heals 3rd degree burn damage
Deep Earth Mud
—Heals minor fracture (#
—Heals major fracture (#)
—Heals shattered bones (#)
Deep Earth Water
—Doubles healing time.
Deep Earth Loam
—Heals minor nerve damage (#) ...

13—Heal Metal III (H) Allows caster

rusted, or corroded metal.

14—Heal Stone III (H) Allows caster to heal 10 cu’ of

broken, blemished or cracked stone.

15—Enchant Earth VI (HF) All healis

Deep Earth Water
—Doubles healing time
Deep Earth Loam
—Heals minor nerve damage (#)
—Heals major nerve damage (#)
—Heals minor organ damage (#)
—Heals major organ damage (#) 1 dose

25—Heal Earth V (H) Allows caster heal 10 cu’/lvl of

wasted, blasted, or blighted earth.

30—Heal Metal V (H) Allows caster to heal 2 cu’/Ivl of

rusted, or corroded metal.

50—Heal Stone V (H) Allows caster to heal 2 cu’/Ivl of

broken, blemished or cracked stone.

CRYSTAL MAGIC

(Crystal Mage Base List)
NOTE: When the crystal fruit is eaten it dissolves in the
body it is poisonous to all but the persons protected by
Crystal Infusion. For those that have been protected from
crystal poison the fruit purges the body of all poisons and
heals 10-100 concussion hits. The crystal fruit is about the
size of acherry. The crystal fruit has one seed in the middle
and that is a natural crystal of the caster’s crystal color

salves. The caster may enchanted one of the following: 3
Deep Earth Dust

—Heals 1-10 concussion hits .......
Clay 3

—Stops bleeding (#) .....
—Heals muscle damage
Deep Earth Oi

—Heals 3rd degree burn dama;
Deep Earth Mud i
—Heals minor fracture (#)
—Heals major fracture (#)
—Heals shattered bones (#)...
Deep Earth Water
—Doubles healing time
Deep Earth Loam
—Heals minor nerve dam (#)
—XHeals major nerve damage &) ....uuumvesunune

16—Heal Earth IV (H) Allows caster heal 200 cu’ of

wasted, blasted, or blighted earth.

17—Enchant Earth VII (HF) Allows caster make heal-

ing salves. The caster may enchanted one of the. following:

Deep Earth Dust
—Heals 1-10 concussion hits ...
y

1
—Heals Ist deg. burn or frost...
—Heals 2nd degree burn damage ..
—Heals 3rd degree burn damage

o2 1. tal Flo 1"R 1rd  touch

of course. Each seed is of 1 gold piece value on
the open market.
EeOTE: Touse 11thlevel orhigher spellsrequire the caster

g crystal tongue.
Areaof

Effect Duration Range
1—Crystal Infusion self 24 hrs self
2—Crystal Detection 5'R (o} self
3—Crystal Analysis 1 crystal — touch
4—Crystal Portal I varies .11divl  touch
5—Crystal Location 1 crystal Imin/lvl  self
6—Crystal Portal I varies 1md/lvl touch
7—Crystal Quest self varies  self
8—Crystal Portal Il varies 1rd/vl  touch
9—Crystal Location True ~ lerystal  1minflvl  self
10—Crystal Portal IV varies 11d/vl  touch
11—Crystal Seed 1"R 1rd  touch
12—Crystal Spawn crystaldust 24 hrs  touch
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taken at the time that the caster can uses this spell normally
(without ESF). The task i for a parti crystal,
with failure resulting in the temporary lost of status for
after-life (may try crystal quest once again next level) and
some other penalty may be determined by the GM. Task
must be within the capabilities of the caster.

8—Crystal Portal III (F) Opens a portal between two
crystals. Portal is 3°x 6’x 100", through which anyone can
pass. Both crystals are blackened and crumble to dust are
successful casting of spell.

9—Crystal Location True (P) Gives the direction and
distance to any specific crystal that the caster is familiar
with OR has had described in detail within 1 mi/lvl.
10—Crystal Portal IV (F) Opens a l between two
crystals. Portal is 3°x 6’ 1 mile, through which anyone can
pass. Both crystals are blackened and crumble to dust are
successful casting of spell.

11—Crystal Seed (U) Allows the caster to take crystal
fragments, and crystal dust (of the caster’s crystal color
alignment) and 5 teardrops from the caster to create a
crystal seed.

12—Crystal Spawn (E) This is a special familiar. The
familiar is shaped as a multifaceted cut crystal of the same.
crystal color alignment of the caster. The crystal spawn is
created from the 5 teardrops from the caster, crystal dust of
the caster’s crystal color alignment and this spell casted 7
times a day atequal intervals for 7 weeks. Any interruption
of this tight scheduled destroys the spell and all previous
work is lost (must start again from scratch). The crystal
spawn is normally set in a piece of jewelry and is given to
a person the caster wishes to spy upon, or protect. The
caster may have 1 crystal spawn per level. The caster is in
constantcontactwith the crystal spawnuntilitis destroyed,

| or the caster is killed/dies. The caster has a visual range of

1 mile/lvl, audio range of 10 miles/lvl with the crystal
spawn. Any crystal spawn out of this range is felt and only
it’s direction isknown. If the crystal spawn is destroyed the
caster suffersalosses 0f40% of his current concussion hits
and is at -50 for all actions for 1 week. NOTE: The crystal
spawn is able to get up and move about, 1' rd, and has a
visual range up to 50' and an audio range of 100" (whispers
decrease. ng_lge down to 10° while someone yelling &

15—Crystal Vine 1"R 1d  touch
16—Crystal Portal VI ‘varies 1rd/ivl  touch
17—Crystal Bush 1"R 1rd  touch
18—Crystal Portal VII ‘varies 1rd/ivl  touch
19—Crystal Nodules 1"R 1rd  touch
20—Crystal Portal VIIT varies 1rdivl  touch
25—Crystal Tree 1"R 1rd  touch
30—Crystal Portal True varies 1rd/ivl  touch
40—Crystal Rift d. portal ‘varies self
50—Crystal Life self P self

1—Crystal Infusion (F) Allows caster to prepare his body
for the use of crystal essence/magic. Note that without this

Deep Earth Mud
—Heals minor fracture (#)
—Heals major fracture (#)
—Heals shattered bones (#
Deep Earth Water

—Doubles healing time
Deep Earth Loam

—Heals minor nerve damage (#)
—Heals major nerve damage (¥
—Heals minor organ damage (# .1 dose
18—Heal Metal IV (H) Allows caster to heal 50 cu’ of
Tusted, or corroded metal.
19—Heal Stone IV (H) Allows caster to heal 50 cu’ of
broken, blemished or cracked stone.
20—Enchant Earth VIII (HF) Allows caster make heal-
ing salves. The caster may enchanted one of the following:
Deep Earth Dust
—Heals 1-10 concussion hits ...
Earth Clay

Deep

—Stops bleeding (#) ..
—Heals muscle damage
Deep Earth Oil "
—Heals 1st deg. burn or frost damag;
—Heals 2nd degree burn damag
—Heals 3rd degree burn damag;

Earth Mud

—Heals minor fracture (¥)
—Heals major fracture (#)..
—Heals shattered bones (¥)

the use of the other higher level spells on this list

can cause sever damage to the caster. The caster getsanRR
vs the spell level at twice it’s normal level. (i.¢., 3rd level
spell acts like a 6th Ievel spell). If the caster fails their RR
then the following damage is taken:

01—75 Coma (1 to 6 months)

76—90  Mind Death (Vegetable)

91—100 Death
‘The first time this spell is casted the crystal welder color is
chosen, normally it will be the color of his teacher, how-
ever, it can be chosen at random by the GM.
Z;Frystxl Detection (P) Detects any crystal within a 5

R/

3—Crystal Analysis (I) Gi doriginofcrys
and when and how crystal was obtained and worked.
4—Crystal Portal I (F) Opens a portal between two
crystals. Portal is 3°x 6’ 1', through which anyone can
pass. Both crystals are blackened and crumble to dust are
successful casting of spell.

5—Crystal Location (P) Gives the direction and distance
toany specific crystal that the caster is familiar with OR has
had described in detail within 100/1v1.

6—Crystal Portal II (F) Opens a portal between two
crystals. Portal is 3’x 6’x 10', through which anyone can
pass. Both crystals are blackened and crumble to dust are
successful casting of spell.

7—Crystal Quest (T) Allows caster to receive a vision of
a quest that needs to be performed before qualifying the
caster for his place in the after-life. The mission is normal

2 pass. Both crystals are blackes

g Y
Ioudness of the yelling. Crystal spawn will notmove unless
directed by the caster.

13—Crystal Flower (F) A crystal seed is planted and one.
teardrop from the caster and the casting of this spell is all
that is needed to have the crystal seed begin to grow. The.
seed will grow up into amystical crystal flower. It takes one
month for the seed to grow into a mature crystal flowerand
the crystal flower bears 1 tear shaped crystal fruit. Once the.
seed has been picked the flower withers up and dies.
Flower grows to a height of 8". See note on crystal fruit.
14—Crystal Portal V (F) Opens a portal between two
crystals. Portal is 3°x 6"x 10 mi, through which anyone can
pass. Both crystals are blackened and crumble to dust are.
successful casting of spell.

15—Crystal Vine (F) A crystal seed is planted and one
teardrop from the caster and the casting of this spell is all
that is needed to have the crystal seed begin to grow. The
seed will grow up into a mystical crystal vine. It takes two
months for the seed to grow into a mature crystal vine and
itbearstear shaped crystal fruit (1d3/vine per month for the
length of the growing season). At the end of the growing
season the vine crumples and dies. Vine grows 4-8 feet/
month and the crystal fruit grow in clusters. See note on
crystal fruit.

16—Crystal Portal VI (F) Opens a portal between two
crystals. Portal is 3°x 6’x 50 mi, through which anyone can
ned and crumble to dust are
successful casting of spell.

17—Crystal Bush (F) A crystal seed is planted and one
teardrop from the caster and the casting of this spell is all
that is needed to have the crystal seed begin to grow. The
seed will grow up into a mystical crystal bush. It takes six
months for the seed to grow into a mature crystal bush and
another six months for the bush to bear it tear shaped crystal
fruit (1d6/bush per month for the length of the growing
season). Grows to height of 2-4 feet. If the bush is not cut.
down at the end of the growing season then there is 50%.
chance that the bush will sprout a new bush off of the root
system. Crystal fruit hang singularly on the bush. See note
on crystal fruit.

IQ Issue #1
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18—Crystal Portal VII (F) Opens a portal between two
crystals. Portal is 3’x 6’x 100 mi, through which anyone
can pass. Both crystals are blackened and crumble to dust
are successful casting of spell.

19—Crystal Nodules (F) A crystal seed is pl. d
teardrop from the caster and the casting of this spell is all
that is needed to have the crystal seed begin to grow. The
seed will grow up into a mystical crystal bush which does
not bearcrystal fruit but has 1d6 crystal nodules onitsroots
(similar to potatoes). It takes the crystal nodules bush six
months to grow and six months to mature and bear the
crystal nodules. The crystal nodule has 1d6 crystals inside
of it but otherwise, the crystal nodule is identical to crystal
fruit. Once the crystal nodules are dug up outof the ground
the crystal nodule bush dies.

20—Crystal Portal VIII (F) Opens a portal between two
crystals. Portal is 3’x 6'x 200 mi, through which anyone
can pass. Both crystals are blackened and crumble to dust
are successful casting of spell.

25—Crystal Tree (F) A crystal seed is planted and one
teardrop from the caster and the casting of this spellis all
that is needed to have the crystal seed begin to grow. The
seed will grow up into a mystical crystal tree. It takes one
year for the seed to grow into a mature crystal tree and
another year for the tree to bear it tear shaj crystal fruit
(1d6/age of the tree). Tree grows 1-3 feet in height and 1/
4 to 1/2 diameter each year. Crystal fruit hand singularly.
See note on crystal fruit.

30—Crystal Portal True (F) Opensa portal between two
crystals. Portal is 3’x 6’x 300 mi, through which anyone
can pass. Both crystals are blackened and crumble to dust.
are successful casting of spell.

40—Crystal Rift (U) Causes the caster’s next crystal
portal spell cast within 3 rounds to open up to 1 year/lvl in
the pastor future. This is completely random (roll d100, on
an even die roll crystal portal opens up in the pastand on
an odd dieroll crystal portal opens up in the future. Crystals
used to form the crystal portal are burnt out and crumble to
blackened dust which is of no use.

50—Crystal Life (U) Allows the caster to stop the aging
effect. Caster no longer ages. NOTE: If the caster fails to
cast Crystal Infusion even for just one day, the caster will
-immediately begin aging and all the days, weeks, months,

will |
consume the caster’s body. (i.e., one particular 75th level

spelluser hasall spell casting abilities cancelled for 1 week
(spell failure). Because the caster is not able to cast the
simple Ist level spell Crystal Infusion on the next. day as
this spell must be casted each and every day for users of
crystal magic, the 30 years and 7 months and 12 days that
the caster has not aged are suddenly thrust upon the spell
user’s body. The spell uscr has aged 367 months and will
mostlikely die from the severe strain or extreme age.GM’s
areencouraged to have the victim’s body rollanRR against
heart failure vs his constitution applying a -1 for each
month aged. In this case the spell caster has ancgative 367.

"Summer" 1988

CRYSTAL MASTERY
(Crystal Mage Base List)
NOTE: Touse 11thlevel or higher spells require the caster
be speaking crystal tongue.
NOTE: Crystal Strength and Crystal Might spells are non-
cumulative.
NOTE: Crystal Blade spells are non-cumulative.
Area of

Effect  Duration Range
1—Crystal Ears self 1 min/lvl self
2—Crystal Strength I self 1 min/Ivl self
3—Crystal Eyes self 1 min/lvl self
4—Crystal Scales self 1 min/lvl self
5—Crystal Strength I self 1 min/lvl self

stal Shot target — 50
T—Crystal Skin self 1 min/lvl self
8—Crystal Strength True self 1 min/lvl self
9—Crystal Shot True target £ 100'
10—Crystal Plate self  Iminfvl  self
11—Crystal Sight self 1 min/lvl self
12—Crystal Bolt target — 100
13—Crystal Might I self 1 min/lvl self
14—Crystal Repercussion target — 100
15—Crystal Blade metal blade 1min/ivl  touch
16—Crystal Might I self 1 min/lvl self
17—Crystal Bolt True target i 300
18—Crystal Blade IT metal blade 1min/vl  touch
19—Crystal Repercussion True target — 300
20—Crystal Might True self 1 min/lvl self
25—Crystal Charge Bolt target — 100
30—Crystal Blade True metal blade 1min/lvl  touch
50—Crystal Charge Bolt True target — 300

1—Crystal Ears (U) Caster is attuned to the vibrations of
all the crystals within 100", thus the caster is able to listen
in at the crystal remote location as if he was there,
2—Crystal Strength (U) Gives the caster +5 strength and
+5 constitution bonuses.

3—Crystal Eyes (U) As Crystal Ears except caster getsa
visual image.

4—Crystal Scale (U) Part of the caster’s skin becomes as oth

hard as a crystal. Acts as AT 9, +5 heat resistances, -10 to
cold resistances.

e

and +10 constitution bonuses.

6—Crystal Shot (E) A small crystal (size of a “BB”) is
shot from the palm of the caster. Use the Shock Bolt chart
and use Impact critical. Downgrade all criticals 1 level
(“A” crit = no crit, “B” crit = “A” crit, “C” crit = “B” crit,
etc.) The crystal BB is half of the size of a crystal seed and
is worth 1 half gold piece.

7—Crystal Skin (U) Part of the caster’s skin becomes as.
hardasacrystal. Acts as AT 13, +5 heat resistances, -10 to
cold resistances.

8—Crystal Strength True (U) Gives the caster +15
strength and +15 constitution bonuses.

9—C00 rystal Shot True (E) As Crystal Shot exceptrange is
100

10—Crystal Plate (U) Part of the caster’s skin becomes as
hard asacrystal. Acts as AT 17, +5 heat resistances, -10 to
cold resistances.

11—Crystal Sight (U) Caster’s eyes become faceted and
caster views the world through ‘many levels. Invisible
objects are now visible, illusions are shapes of power,
powerlevelsoscillate, and the caster can see all this energy/
power levels at night as well as in the day. Caster can not
see beyond 50' range, but has 270 degree vision.
12—Crystal Bolt (E) A crystal fragment (size of pellet) is
shot from the palm of the caster (use Shock Bolt table).
Gives Impact and Stun criticals of equal severity.
13—Crystal MightX (U) Gives the caster+20 strengthand
+20 constitution bonuses.

14—Crystal Repercussion (F) When the caster snaps his

fingers, he causes his body to vibrate with high pitch sound
cnergy. The caster then focuses this energy into a beam of
sound and directs it at a target. Any glass in the. path will
shatter, delivering a “A” Impact critical to anyone within
the path of the flying glass (about 5'R). The sound beam
causes the target (o take a“C” Impact critical and. everyone
within 10’R must make a very hard orientation roll or they
become stunned for 1 rnd due to the sudden discharge of
noise.

-Crystal Strength II (U) Gives the caster +10 strength |
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15—Crystal Blade I (F) Allows the caster to ‘magically
enchant a metal blade. The blade has crystal strength, is
transparent and is indestructible without the aid of magic.
Adds +40 to OB.

16—Crystal MightI (U) Gives the caster +25 strengthand
+25 constitution bonuses.

173T.gryslal Bolt True (E) As Crystal Bolt except range
is 300"

18—Crystal Blade I (F) Allows the caster to magically
enchant a metal blade, The blade has crystal strength, is
transparent and is indestructible without the aid of magic.
‘This blade will cut through anything that does not have a
magical aura. Thus all non magical armor types are treated
as armor type 4.

19—Crystal Repercussion True (F) As Crystal Reper-
cussionexceptthe sound! canattackatargetatarange
of 300'and anyone with 30' of the caster must make a sheer
folly orientation or become stunned for 1 round,
20—Crystal Might True (U) Gives the caster +30
strength and +30 constitution bonuses.

25—Crystal Charged Bolt (E) As Crystal Bolt except
adds a heat and electric crit of one lower level than the
impact and stun criticals. (i.e., an “A” impact and stun.crit
o heatandcltenic At it it=2 A"
heat and electric crit, etc.)

30—Crystal Blade True (F) Allows the caster to magi-
cally enchant a metal blade. The blade has crystal strength,
is transparent and is indestructible without the aid of
magic, This blade will cut through anything. Thus all non
‘magical armor and magical armor that fails it’s RR vs this
30th Ivl spell are treated as armor type 4.

50—Crystal Charged Bolt True (E) As Crystal Bolt
except adds a heat and electric crit of equal severity as the
impact and stun criticals.

CRYSTAL POWER
(Crystal Mage Base List)
NOTE: Touse 11thlevel or higher spelisrequire the caster
1o be speaking crystal tongue.
NOTE: All spells on this are non-cumulative with each
er.

Area of

Effect  Duration Range
e as s EER:
2—Crystal Adder I crystal 24 hrs touch
3—Crystal Store I crystal 24 hrs touch
4—Locate Minor Cry. Locality 50' R (] 10/1v1
5—Crystal Matrix I crystal 24 hrs touch
6—Crystal Adder IT crystal  24hrs  touch
T—Crystal Store I crystal 24 hrs touch
8—Locate Major Cry. Locality 100' R C 10071
9—Crystal Matrix IT crystal 24 hrs touch
10—Crystal Tongue self 24 hrs self
11—Crystal Store Il crystal 24 hrs touch
12—
13—Crystal Adder Il crystal 24 hrs touch
14—
15—Crystal Matrix IIT crystal 24 hrs touch
16—Crystal Store IV crystal 24 hrs touch
17—Crystal Heart heart 24 hrs self
18—
19—Crystal Adder IV crystal 24 hrs touch
20—Crystal Matrix IV crystal 24 hrs touch
25—Crystal Store V' crystal 24 hrs touch
30—Crystal Heart True heart 24 hrs self
50—Crystal Matrix V 24 hrs touch

crystal
2—Crystal Adder (F) Allows a crystal of the caster’s

crystal color alignment to serve as a. spell adder (+1). Once
the crystal adder has been used once it turns to dust.
3—Crystal Store (F) Allows caster to store powerpoints
inacrystal that has been treated with Crystal Matrix I. The
caster charges the crystal and this spell Stops power loss.
4—Locate Minor Crystal Locality (I) Allows caster to
locate aminor crystal locality. Minor crystal locality is an
area which serves as a x2 power point ‘multiplier for the
caster as long as the caster is in the locality. Area is
normally loaded with crystal’s of the caster’s crystal color
alignment.

S—Crystal Matrix I (F) Allows the caster to create a
power matrix inside of a crystal. This power matrix allows
the caster to store and withdraw the power from the crystal.
Crystal Matrix Iallows the crystal to hold uptoits essence
rating in power. Exceed it’s essence rating and the crystal
cracks and falls to pieces.
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11—Fire Ball (20) 20'R = 100'
12—Heat Armor (10') target 1 min/lvl 10 QY

13—Fire Bolt (300') target — 300"

14—Circle Flame 10'Rx10°x6" 1 rd/lvl 100

15—Waiting Flame 10x10°x10'  varies 100

16—Metal Fires target  Lrd/vl 100 SN

17—Fire Armor target 1 min/lvl 10 | Each issue, we hope to profile at least one or two of the fascinating individuals who make Iron
LG s = 00 | Crown whatit is; who constitute the core of our existence; the focus of our being; the very heart of
10 mmelaion SRk T o | ICE; the center of Iron Crown’s amorphous form. . the ‘staff .

20—Fire Armor True target 1 min/lvl 10' Uz O/l s R %

25—Fire Bolt V varies  51ds(C) 100 | This time we’ve picked the E&D Manager and our junior editor (¥yawn*). Oh, sorry...
30—Stone Fires target 11d/Ivl 100 —TKA
50—Fire Armor Mastery target 1 min/ivl 10

1—Resist Heat (D) Target is totally protected from all
n(a)mmllheaz (;clnf fire), anﬂs adds +10 o RR’s vs heatand - | S, Coleman Charlton

10 to elemental fire attacks.

2—Boil Liquid (F) 1 cu’ of liquid/Ivl can be heated to eonedbytone Bluco
boiling at arate of 1 cu’/rd. .
3—Warm Solid (F) Any solid inanimate, non-metal
‘material (1 cu’/Ivl) can be warmed to 100° at 1 cu’/rd.
4—Wood Fires (F) Causes any wood to ignite and burn.
All wood ignited must be within 1' of caster’s palm.
5—Resist Heat (10') As Resist Heat except all beings
within 10’ of target are protected.

6—Heat Solid (F) Any solid inanimate, non-metal mate-
rial (1 cu’/lvl) can be warmed to 500 degree F at a rate of
100 de; L

7—TFire Bolt (100") (E) A bolt of fire is shot from the. palm
of the caster; results are determined on the Fire Bolt Table.
8—Heat Armor As Resist Heat except install
natural heat and modifies spells involving heat by 20.
9—FireBall(10') (E) A 1'ball of fire is shot from thepalm
of the caster, it explodes to affect a 10 R area; results are
determined on the Fire Ball Table.

10—Control Fires (F) Caster can control the temperature
range of a fire (i.¢., extinguish a fire, flare it up, etc).
11—Fire Ball (20') (E) As FireBall (10°) except it affects
a20'R area.

12—Heat Armor (10°) As Heat Armor except all beings
within 10" of target are protected.

13—Fire Bolt (300') As Fire Bolt (100) except range is
300'.

fujeA(IO’R x10'x6". Apyonctl‘l_lwoug}l it takes an “A” heat - . -
Cr Al ORIl Born in Richmond (capital of the South

caster and is immobile. 5 ,
15—Waiting Flame (E) Creates a cube of flame (10'x 10' | during the War of Northern Aggression),

his grandfather Preston. 1didn’t ask what the
first PMBE went by; I was too confused. And
yes, he is related to our Thirty-fourth Presi-
dent, although “distantly”.

Biff was born on July 6, 1965 in the small,
upstate New York town of Oswego, and
attended Exeter Academy. He went on to an
Ivy League school (whose name we shall not
mention, but its name starts with “H”) and
became a Brother of Sigma Phi Fraternity (are
you sick to your stomach yet?). After receiv-
ing an Undergraduate English degree in 1987,
he came to the University of Virginia here in
Charlottesville for Graduate Study in Som-
ethingorother. He and I talked at lunch the
other day; he was of course wearing his usual
khakis, rumpled white button-down and loafers
with no socks. Here’s how he explains his
interest in FRP:

“Somehow I stumbled onto Roleplaying
back during my Exeter days, and played it all
of the time while in school there. It interfered

| with lax —” (lacrosse) “ — practice some-

times, which was a bummer. My GM hated -
lacrosse, and did terrible things to my character
when I didn’t show up for his game. Pretty

o
X109, it takes 1 complete round for the cube to form and | Coleman Charlton grew up (more or less) hmfh’ Ll 3 :
be effective. An““A” eritical is dealt for each round passing during the 60's in the wilds of Fluvanna T guess so. How often did you miss ses-
through (orin). Cube of flame will burn for 1 rd/lvl and the sions?”

effectcan be delayed up to 24 hrs; triggered by time, sound, Couf“y - D urmg the 70's he attended the Uni-
violent action, etc. versity of Virginia, where he overcame the

16—Metal s (F) Causes a metal object to burst into | twin distractions of boardgaming and fantasy
flames, the object can be upto 11b/lvlin mass. If the object mIe—playin g to receive a BA in Mathematics,

isonabeing, it getsaRR and if itfails the being takes a heat :
crit. of a severity determined by its location s body. | then (eventually) a MA and a PhD in Com-

17—Fire Armor (E) As Resist Heat except fire. spellsare | puter Science (becoming a ten-yeared student
gffecwd (tge bohl.-mgl ?:eballl)é Fi}:;:/cheat cxg.icals are | in the process).
lecreased by one level (i.e., “E”s become “D”s, “D”s
become “C”s, “C”s become “B”s, “B”s become “A”s and .Om‘i Gl Founder§ o Im'n Ch e
“A”s are ignored) and all fire/heat concussion hits are | Prises in 1980 (on April Fool's Day) Coleman
reduced by 1/2. : 3 co-designed ICE's modular Rolemaster FRP
18—FireBolt (S00') (E) As Fire Bolt (100) butngis S00'. | system, He also designed Middle-earth Role
19—Immolation_(i;) Caster’s body is covered with POW- | provin and a variety of products includi h
erful flames. He is immune to all forms of fire. Anyone g al ty products including the
within 5" suffers an “A” heat critical (NORR). Anyone in | Fellowship of the Ring boardgame, the Lonely
h “C2h ical. Physical attacks | M in board and Creatures and

from the caster that deliver a critical also deliver an “A” = it
heat critical. All items on the caster’s person are immune Treasures. Currently the §tnzand Dogslops

to Fire for the duration of this spell, but any materials he | ment Manager of /CE, he has developed and
touches (or walks on, etc) after he immolates must make a | handled production on numerous other ICE

RR or be ignited. products.

20—Fire Armor True As Fire Armor except fire/heat
criticals are decreased by two level (“E”s become “C’’s,
s become “B7s, “Cs become “A”s and “B” and “A” | Preston Maxwell Bennett
criticals are ignored) and all fire/heat ion hits are | ;. h

reduced by 3/4. S
25—TFire Bolt V As Fire Bolt (1 00°) except five bolts of
fire are shot from the palm of the caster, at a rate of 1/md.
30—Stone Fires (F) As Metal Fires except a 300 sq’
surface as affected and a “C” critical is given each round
passing through (or in) the 3' flames.

50—Fire Armor Mastery As Fire Armor True except
target cannot be harmed by fire based attacks.

"Summer" 1988

Reported by Lambert Bridge
Preston claims that his mother actually
started calling him “Biff” as a (no doubt
strapping) youth, and the title stuck through his
collegiate years. He explains that Biff is based
on Bennett, since his father went by Max and

(continued on following page)

3
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Photos by Beart Hiavin.
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TREVOR s TALE
The story of a young Half-elf in search of fis heritage
in Fourth Age Middle-eartf.

A few words of explanation are no doubt in order.
These annals are the annotated (and somewhat cen-
sored) letters of one T'revor Arain, a half Noldo, half
Diirakhan (and offshoot of the Womaw) Mystic adven-
turer. T revor’s name translated is a corruption of the
Sindarin” ore” (heart) and “vorn” (black) with the
Diirakhan masculine “T" prefix.

T'revor's personality is a bit curious, perhaps worthy
of note, as is the psychological makeup of his home
culture. Dirakhani grudgingly respect the Valar, but
the idea of hipping anything is dousl,
irksome to them. This may have presented a conflict in
T revor's upbringing, as of course, all Elves revere the
Valar (though, on the other hand the Noldor are
probably the most egotistical of the Kindreds, and their
worship is perhaps the most ‘grudging’).

At 21, T revor is still quite young and more than a
little confused. The abrupt death of his friend Carnil
(after nursing him to health from his brain injuries) had
an effect, not to mention the discovery of the insidious
nature of the paired bows (see the Tale), and so
Carnil's unwitting Betrayal. Subsequent study of
Carnil’s copious (if disorganized) notes only served to
confuse the young Mystic further. A battle of wills with
the powerfull; h d Trident proved i lusiy
and during this period the Vanyar Elf Lindenar ap-
peared and evaded T revor’s best attempts at keeping
him alive, ending up as a claw ornament for a dragon.
These events served only to harden his demeanor and
force him to a singl of purpose, its
nly appeasing the Trident, but avenging Carnil's

iiEe ut avenging C |

In demeanor T revor affects a pouting, permanently
Ppissed-off countenance as his ‘image.” Indecision is not
one of his faults, nor is cowardice. On the other hand,
careful planning is not one of his skills (including
pondering the repercussions of certain acts). He relies
heavily on gut feelings and leaps of intuition, as well as
irregular attacks of deductive reasoning.

Few would consider him ‘friendly.” ‘Civil’ is some-
times pushing it. The Abomination (One Coma, who
claims to be half Elf, half Dwarf) is a personal thorn in
his side, but he has mixed feelings, being a half-Elf
himself. Dwarves, however, he has always despised,
and Coma strikes him as particularly Dwarvish. That
Coma flaunts his supposed heritage is especially
disgusting.

1t is the Fourth Age (in Western Reckoning) and
T'revor begins his adventure heading east from the isles
of the E-Sorul Sare towards the legendary Vulm Shryac,
isle of Dragons. He is seeking his Uncle Dendien, who
disappeared some years earlier and apparently was
involved in the strange events which have been occur-
ring in the East.

Throughout his adventure, T revor has been writing
to one of his older brothers (a somewhat slothful Noldo
named Ithloss who has taken up permanent residence in
a waterfront citadel in the Miimakan converted to a
resort) with reasonable regularity. So, without any more
babbling, I'll let T revor introduce his letters.

Ed.
My name is Trevor Arain, and this is my story:
My mother is of High Noldorin blood, my father is
i. The i s a group are descended from the
figh men of Hildorien, related to Sifvan Elves as well as the
Womazw. Some connection with the Lords of Uster Krl,
Sfriends of Kodul (don't ask). I have one younger sister and four
older brothers; all the brothers and I kaving left home, seeKing

information in the southiern lands. Just what this was all afout
10

was never made clear, fiowever. My uncle (apparently my
Sfather's brothier, as fie dressed as o Ditrakfiani in my vision) is a
shepherd, but also very long-Gived (maybe some Elvish blood
there, t00), and extremely powerful and influential, as e
appeared in a vision of a scene at Uon with several Noldorin
Elves as they forged the Trident. Perfiaps fie retired to
shiepfierdom, even as I plan, eventually.

After a long sea voyage, [ washied up on a beach off Vilm
Stiryac, and there my Tale egins.

Letter One

Aboard a Small Yacht,
off the Coast of Vulm Shryac

The sicuation would be humourous if this group weren't in.
such serious trouble. And I thought I was chaotic; some of these
fools are outright spastic.

Let me digress for a moment and explain recent events.
First, as you Rnow, I set sailfrom our ancestral hiome in E-Sorul.
Sare only about a month after you left for Hathor. The dreams
fiad really begun to bother me, and Mother wasn’s making fiome
life any easier.

Things fegan to go wrong almost immediately. Iwas
shipurecked in this storm, fieaded for Vilm Shyrac, and stuck on
@ boat with some mortal. He wasn 't too bad, though (for a
mortal). He did share his unlimited rations supply with me.
Anyfiow, like, after two weeks (yeak, two; I got agreat tan) in
this rowboat, we ran aground on a small island in a group of
shioals, not far from the mainland of dreaded Vilm Sfiryac. My
destination after alll My luck wasn 't so fad. Too bad I lost my
map of the island and fiad no idea where to find Uncle Dendicn.
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tips of the fork, as they glow blue (very pretty). Unfortunately
there was a big guy in front of me (Sen-Kay or somethiing) so T
yelled “Duck!” Fortunately for him, fie ducked. I blasted. This
process went on for several rounds: I would blast the sucker
while Sen-Kay ducked, and fie would stand up and wail upon the
dude. The only catch came when this monK-type jumped in my.
way and I (accidentally) blasted him in the back, Lucky for him
Twas a little off balance and only grazed him. He said “Hey,
watch where you shoot that!”

I replied “If you get in my way, I'l blast YOU!”

THe didn't get in my way again.

Well, in the end we wasted them, only to discover that all
the famed books we were after (of, yes, this expedition Ijust
joined is on a book-fiunt) were actually made of STONE. These
guys are really out of it. Stone dudes, stone books. If it weren't
for Camil and the Trident, I'd be out of here. Anyway, we soon.
Sfound out that the boat that these sharp dudes came in was
feading out to sea. Apparently Sen-Kay, who was supposed to
be guarding it (and guarding some prisoners on it) abandoned fis
post. Real smart. Sooo, Darien and I and the Trident (and the
girlin the 8-pound laen rock) cruised out to do an air strike on:
the boat and recover it. After careful observation and bat sonar

5, fized that there were two illusi creeps man-
ning the boat while the prisoners were pretending to still be pris-
oners. Unfooled by this weak ploy, we moved in. Darien
employed the ballista on the ship, and I employed the Trident.
We fried their posteriors. With a particularly skillful maneuger
o my part, we expertly returned the boat safely to land, only to
discover that other members of the group hiad been ramdomly
playing with magic items. Veryunsmart. One got his brain
fried to dust (but it was a Dwarf, sono great loss).

Netg time: The gt the Orf, and amulets.
ICE MUGSHOTS

(Continued from previous page)
“Uh, about half the time. I did have other interests!”
“I see. I guess you never suspected that you would

| A
dudes in danger. Bolting into a small cave (which turned out to

be a big cave) we stumbled — Gterally ~ upon a band of
travellers who fiad just barely survived an altercation with some.
of the locals. One guy, later introduced as Darien, spent a ot of
time flying and invisible and hiding. Several of the others fiad
suffered a brutal spell and fiad wurmed to rather fine stone
sculptures. One hiad been transplanted from a watch into a (aen
rock.(don't ask; I don't Know either). One, the only Eff in the
group, fiad been bashied in the fiead by several large rocks. T
immediately took it upon myself to look after the Elf (who, I
Sfound out, was named Camil), especially after I'noticed one of
the Duwarves in the group (the other was only giving stony
stares) eyeing greedily Carnil's magic items. We immortals fiave
t0 look after our own. After examining Camnil’s fody and
relieving fim of items e wouldn't be needing for awhile, I
opened a credit account with Darien (who doubled as the
group's hierb store and loan office), and secured the fierfs to get
Carnil back on his feet. I also agreed to help look for some books
which this group was after.

Unfortunately Carmil had suffered some brain damage, and
ratfier expensive restorative hierbs were going to be necessary. As
it was, fie was able to function (more or less). In the meantime, I
Sfigured his magic items were safer on my warm body. He fada
nice bow, part of a set, which has a purpose to slay Betragor”
Elves. Sounded fine to me, although I made a note to ask fim
the details when fis brain returned. Also, fie came with a nifty
bowguard and a studly Trident Kind of item, which the rest of
the group said fe secured from an unpleasant sorcerer fiere on the
island. Apparantly the Sorcerer o longer fiad need of the iterm,

be working for a RP game company.” et
> Noper e e

“What do your parents think of all this?”

“Mom thinks it’s OK, but Dad really wanted me to
get something further north. ‘There’s only one real golf
course in Charlottesville, and skiing in Virginia really is
Iess than optimal, you know, Preston.” he said. He’s
right, of course; the slopes here are all really pretty
much beginner material. I have to go home to
Gramma’s in Vermont every winter for real skiing.”

“Uh, yes, I understand you are quite the skiier.”

“Yah.”

"So, did you play FRP at all in College?

“Yeah, actually, I did play while I was at Hah-vahd.”
(his accent, not mine— LB) “I played D&D mostly, but
we got hold of one of the early Arms Law/Claw Laws in
about ’85, and that really turned the corner for us.”

“I guess your fraternity brothers knew nothing of this
questionable activity.”

“Uh, no, they didn’t know. Um, come to think of it,
can we not print this?”

“Do you really think any of them will read /Q 7

(Biff laughs nervously, adjusts his tortoise-shell
glasses he only wears at movies and to impress girls.)
“No, but when I run for President, this will no doubt
surface.”

His role at ICE is still in the formative stages, though
Preston has worked in Customer Service and on the IQ
Ci ion Staff. He’s just starting to try his hand at

as fie fiad left the material world. T a
rapport with the Trident (which fiad a feminine disposition) an
elected to make use of it at the first opportunity. Good thing,
since the locals were still about, and some of these guys
suggested we take them out. We cruised down the hall, and cor-
nered one of the native runts in a room. He giggled and some of
iis flunKies jumped OUT OF THE WALL! Creeps of store!
Thie fight started; I whipped out my snazzy new Trident to laid
waste to the creeps. It fires Firebolts from the two outer gem-

10

some editing chores. Chief Editor TKA comments:

“Well, Biff’s a great guy and everybody likes him. I
think he was at his best when he played receptionist last
summer — but don’t print that; he’Il kill me. Anyway,
he’s coming along in Editing, though he’s a little erratic
at the computer. ‘His Bimmer’s not always in gear,” I
think they say.”

IQ Issue #1
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NEW RELEASES

(continued from page 14)

Space Master Combat Screen: The perfect
companion to the new Space Mastertole playing
game, the Combat screen features the most
commonly used tables, placed conveniently on
the screen and in a 16-page booklet: Criticals,
Maneuvers, etc. ($6.00 — available now!)

For Rolemaster: > L
Mythic Greece Age of
Heroes: This Role-
master Classic provides
Rolemaster and Fantasy
Hero stats for role-play-
ing in the Age of Heroes.
The character creation
system lets you play
extra-powerful Greater
Hero or even Demi-god
characters!  (§15 —

available now!) — ot
Rolemaster Companion II: Here is something

for every Rolemaster GM and player! Thirteen
new professions, 65 new spell lists and over 100
new optional skills! ($12 — available now!)
Gamebooks:

Narnia Solo Adventure: #4 (Lost Crowns of
Cair Paravel)is due outin July, to be followed by
Return of the White Witch in September.
Middle-earth Quest: Books one and two (Spy in
Isengard and Treason at Helm's Deep) will be

-~ sutin August, followed by #3 in November.

WRITE FOR THE IQ!

Send for submission guidelines today!

A Space Master optional profession

By Karl Alexander Borg and Jordan Sky Greenstone
Bounty Hunters are, in general, a profession who specialize in the retrieval of wanted individuals. How-
ever, the Bounty Hunter is not adverse to hiring his or her services out in other outlets such as protection
or item retrieval, as long as the pay is good. The Bounty Hunter often works within a guild, a person
merely learns how to contact the guild and negotiates a fee with Bounty Hunter to be hired. These
services extend to companies or governments who require them and can pay. It is also not uncommon
for a company or government to possess their own network of Bounty Hunters.
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Prime Statistics: Ag/In

Astronautic Skills

Secondary Skills
A ics:

- ---(i.e. none)

Maneuver in Armor Orbital Pilot: 3 1/4
N-space Pilot: 4 Acting:
) Pilot: 5 AC isi
N-sp: gation: e Adr it
Hyperspace Astrogation: .5 Animal Healin
Sensor Analysis: .... .3 Animal Training
Weapon Skills E/W Communication: 2/4  Appraisal:
1/6,2/5,2/6,10,15,20 Athletic Gam
.3 Caviang: ..
/4 C i
Technics: 3 Dance:
Computer Technics: 2/7 Dip
Pow. Sys. Technics: 5 Di
Crime Technics: 1/4  Diving:
Medical Technic: .....5  Drug Tolerance:.........ccc.coeec..
Cybernetic Technic: 5 Falsification:
Genetic Technics: . 7 Foraging
Scientific Skills Frenzy:.
General Physics: 1 i
Adv. N i i
Marine Pilot: .. Chemistry: 2
Special Skills H E 2
Ambush: ... Al y: <
Linguistics: : 217
Tachion Physics: ..i:....iuueeuiies 6
B listry (Xeno; 2
Botany (Xeno): 1
Zoology (Xeno; i2
History(Xen: 3
v,
Medicine (Xeno): )
Medical Practice .8
Combat Skills Genetics: 0
Airborne ASSAUIt: ..........cc..orseee Cyberneti -8
Combat Pilot: Ei Skills
AFV Cr T al En .4
Alien Environment: Weapons Design: ...... -3
Electronics: 4 Per/Lvl
Computers: .... g +2/Lvl. to Combat, +1/Lv. to

Stalking, +1/Lvl. to Hiding, +1/
Lvl. to Tracking, +1/Lvl. to
Interrogation, +1/Lvl. to Disarm

To Bur Retailers?

Retail Store Name:

Contact/Attn To

Address:

City/State Zip.
Phone: ( ) =

not sell direct.

Quantity of IQ.'sneeded:_____

Note: this is for reciept of the 1.Q. and other free promotional material only. For sales, contact your distributor; L.CE. does

Each Issue of 1.Q. should be available at publication from your distributor. But —if you wish to guarantee
receipt of a set quantity of the 1.Q, fill in this reply form and mail to ICE, P.O. Box 1605, Charlottesville, VA,
22902; or call 1-800-325-0479. Get 'em while they're hot — we do not plan on keeping back issues!

"Summer" 1988
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