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begs to be asked; where is the defi
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The Magazine Featuring

Rolemaster.

Cyberspace. What
is it, and why should |
want it? Good ques-
tions with better an- -
swers. Read on!

Cyberspace is ICE's
entry into the year's
hot new role playing
genre: the world of
wetware-boosted cy-
berpunk gangs, corpo-
rate oppression, and
the global telecommu-
nications matrix.

You know what we're talking about here: Blade
Runner, Mad Max, Neuromancer, and all of those
other visionary dark future works. Now ours
wasn't the first cyber role playing game on the
market — R. Talsorian's Gyberpunk really got the
ball rglling last year, and there have been others.

rrole
playing game — the cyber-bible, so to speak?
Well, right here of course.

Cyberspace, if nothing else, is crammed full of
every conceivable cyber-genre fact and item. [t
definately has the final say on earth's black, cynical
future of hard-driving rock and senseless violence.

Well just what does Cyberspace have anyway?

It's important to point out that Cyberspace is a
complete role playing system — the only other
things you need are two 10-sided dice and a
pencil.

The book starts off with character creation and
action resolution procedures. These constitute
the guts of the rules, and are mercifully easy to
follow. Character classes include the following:
the Sleaze (media magnate/administrator),
Sneak (criminal /criminologist), Killer (assassin/
fighter), Net Junkie [matrix traveller/intruder),
Jockey (pilot/operator), and Tech Rat (hacker/
technician). Skills cover a broad range of talents,
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Review by Kevin Barrett

including: maneuvering, combat aptitude, subter-
fuge, social interaction, cyberspace and techinical
skills. Tasks are broken down into a few simple
groupings. Besides combat resolution, there are
static maneuvers, moving maneuvers, and con-
struction, repair and research projects. All use
the same skill add system, where proficiency is
rated by a number which is added to a D100 die
roll. The higher the modified total, the greater the
success of the task undertaken.

The fundamental rules set also accounts for a
character’s social class and background —impor-
tant factors which mold a character's starting
skills and language learning opportunities.

The rest of the rules
deal with the peculiarities
of the Cyberspace world.
A timeline is provided
which gives the earth’'s
future history up until the
year 2090; the time pe-
riod of the Cyberspace
universe. Background is
provided on life in the
21st century, including
pervading social influ-
ences and castes which
have arisen due to a disproportionate distribution
of wealth. Transportation, communication, space
colonization, and finance (among many other
things) are all addressed in comprehensive es-
says. Rundowns on major corporate entities and
gang organizations are provided along with a cam-
paign area of San Francisco as the 22nd century.
approaches.

No cyber-genre sourcebook would be complete
\:Jithaut a Cyber System listing, and the one in Cy-

utterly- compi No fewer

" than 150 separate wetware items are described,

along with methods for running multiple systems
in combination or sequence. Everything from
integrated polycarbon bady armor to neural activ-
ity controlers are covered. In the same vein,
heaps of equipment descriptions are provided:
clothing, firearms, medications, vehicles, and
other forms of hardware are all there. The
computer sections not only provide complete
construction options, but reams and reams of
specialized programs.

Round this out with netrunning guidelines, a
selection of influential NPCs, an introductory
adventure, and more attack tables and critical
charts than you could ever want, and you've got
one complete cyber-genre tome!

Those who play our Space Master game will be
pleasantly surprised to discover that the two
systems are completely compatible, allowing an
ambitious GM to mix cybernetics into Space
Master’s already rich future milieu.

Well there it is. 208 pages of dense text cyber
heaven. Cyberspace certainly is role playing on
the cutting edge of afuture Dark Age. Enjoy, if you
dare.
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A Note From the Editor

S000, this is how the
Editor's Chair feels...
Kind of creaky, actually.

But, suchasitis,I'min
it and running the IQ,
for at least the next few
issues. Are you scared?
Youshouldbe. Remem-
ber my mugshotinissue
#1? What? You don't
have issue #1121 With
that great picture of moi
and the insightful ar-
ticle about my fascinat-
ing lifestyleand... Well,
enough about me.

So much has happened since the last IQ (and that's
part of the reason I had to take over for this issue, as
Commandante Amthor got himself buried). Abouta
skillion products came out, T went to Florida (but I

guess you don't want to hear about that), The Cham-
pions revision was a smashat GenCon, I got aspeed-
ing ticket (85 in a 55 zone — but I guess you don't
want to hear about that), Cyberspace finally hit the
stands — see the letters of praise below, I broke up
with my girlfriend (again — but I guess you don't
want to hear about that ), and the entire Rolemaster
System has finally staggered out of the printers, and
boy does it look HOT!!

Lessee, what'sin thisissue... Someinteresting stuff
about Omens and storms for Rolemaster/Shadow
World, A big set of MERP optional rules and ad-
denda for you Middle-earth lovers, finally the re-
sumption of T'revor's Tale, the usual features, and a
blg pxctonal of Gen Con for those of you who missed

Also, L i veyin theback
and pleasefill it out— we dowant to know what you
think!

Sincerely,

-

Dear Editor. .

As you may guess, We get letters from all over the world
asking about the 1Q. Just last week, another letter
poured in. Unfortunately, we couldn’t read the crayon.

We got this most interesting letter addressed to the 0

Hil

Most probably we are the first S-F board Game Clubin the
Eastern Block. We are interested in everything that is
connected with SF Games. For the moment our activity
depends on the few games published in Poland.

In this situation we are trying to construct our own games.
One of our achievements is a role-playing scenario called
“Gandalf’s Wand.” It uses our self-made figures! =+
This doesn’t change the ﬁcl l.llal mh‘ng imo account the
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interesting mail lately, and since this IQ issue is
embarrasingly late, we can even include some feedback
mail regarding a couple of the products we're reviewing
in thisissue! (I know you're excited)

—Biff

First, a letter with a bone to pick with some of the 1Q
content...

Dear ICE:

1 would like to compliment you on your work as well as
business. Your

first rate and your supplementary material is superb. Yet,

Iﬁnds(xnedlmglachngmyomIQ I like to call it

information. I enjoy reading your publication, but I find

fack of materials
aged to geta copy of your magannc) (must have been one
of the 200,000 1Q’ s we air-dropped over the Warsaw Pact-
last month. —Ed.)

‘We hope that this letter will be of interest to you and,
awaiting your reply, we remain  yours faithfully,

Jaroslaw Banachowicz

‘And Members of the S-F Board Games Club
COLLAPS

Gdynia, Poland

Wow, Jaroslaw! I had no Idea that Perestroika would be
taking us this far this fast. Yay, Gorby!
—Ed.

it’s like trying to drag i out of a C;
That s, it gets lost somewhere in the babble. Let’s face it,
movie reviews don’t belong in arole-playing magazine. If
you want to keep the babble, why not expand the IQ to fit
in all the nonsense and the gaming information?

Sincerely,
D.C. Wadle
Munster, IN

P.S.: Comply or die. Thanks.

DearD.C.,

We did expand the 1Q; it was only four pages before we
added those 12 o fit in all the babble. Seriously, many
people have written in to say they like the ‘fluffy’ features.
However, in the interest of a more ‘scientific’ analysis, we
are asking our readers to fill out the handy questionnaire
and let us know what they want in the 1Q.

=

‘To Whom It May Concern,

Tobea not f the fine prodi f
Iron Crown Enterprises is the greatest sin in the world to
me. (Now your heads are truly big.) Rolemaster is by far
my favorite system.

1 recently bought copies of Cyberspace, Jaiman — For
Shadow World, and Creatures and Treasures II. Cyber-
space is the best Dark future game out. Itreally hasa great
“feel”toit. Jaimanis the bestShadow World book yet, and
Itbrings back the glory of the older Loremaster and MERP
books. Thope therest are written justas well. C&T I is just
as great as the original. I’ve been dreaming up nasty ways
to assault my players withit. This has been a great season
for you.

(Continued on page 7)

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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NEUE PRODUCT REVUE

12.00
Climb the one hundred mile long Brass Stair up the Garlon Mountains to the village of
the Sky Giams!_A fabled Dwarven gold mine stands abandoned at the peak. Rumors of

W'hal ueasuxes remains and will you find

is set on the continent of Jaiman. It presents one of the great and mysterious wonders of
Jaiman. Seven

Stock TITLE PricE 6012  Sky Giants of the Brass Stair
1510 Elemental Companion 15.00
The definitive Role ™ 144 page for 1 power in a FRP
< % : d G e it Dragons ha G
L0 Sipt ¢ Meon Jote guidelincs for _ it? This 6 page Shadow World™ campai e
the manipulati nnd use of wers and spells, d f new spell lists, new
variant el new. e creatures, complete coverage of the Kulthea: the 100 mile long stairway to the h

elemental planes and classxﬁcauon of elemental material, and a complete history of
‘magic and guidelines for how to use this source material
ina Shadow Warld"‘ campaign Or your own campaign.

5102 EDGE-ON! 9.00
Four adventures for brave, hungry or foolish mercenaries, set in a grim world where
norms are forgotten and capitalism has gone mad. Packed with diagrams and maps of

set in and around the realm of the Sky Giants and four detailed cities/strongholds are
provided. ;

8112  Hazards of the Harad Wood 6.00
Secrets lurk within Far Harad' s Vale of Tears, mysteries that remain hidden for centuries
oreven mlllenma For the mral folk who dwell in the scrublands adjacent to the forest’s

edge, th ddi ‘The lush beauty of the Suza Sumar
foxgoucn ‘menaces all too often. Four detailed scenarios, including all game

near-future locales, this 48 page book presents four i missions. Ad
supplement for Cyberspace.

406 The Zodiac Conspiracy 11.00
This 56 page (48 pgs + 8 pgs color) organization book for Champions provides an
organization of villains usable in adventures or as recurring foes. These 12 villains and
their organization are fully detailed. Match wits with Taurus or lock horns with Aries.
Withstand the songs of Capricorn or the arrows of Sagittarius. Explore the living base,
Zodiakos Kyklos. Can you stop the Zodiac Conspiracy?

6011 Islands of the Oracle 9.00
‘A 64 page supplement for Shadow World seton the Abarquan islands which lie southwest
of the continent of Gaalt. These islands are home to a reptilian race called the Saurkur
and one of the Great Oracles. Included area maps and layouts of the islands, their cities,
ports and palaces. Also provided is valuable information about island politics, trade,
weather and characters. The three adventure scenarios include a visit with the fabled
Oracle, a battle at sea with ruthless Pirates, and a mission to uncover the source of the
ion.

e T e
S e > G

1040  Pirates 15.00
Sail the high seas of the Spanish Main, where life is cheap and gold doubloons flow out
of Spain’s New World colonies like water. Pirates can be used to create a campaign
setting for Rolemaster, Fan:asy Hem Middle- earth, or any other major fantasy role
playing system. simulate 17th century
combatand desi; ‘RobertL ‘This 160 page
contains two fully detailed six detailed scenarios, and

four additional suggested scenarios. Campaign Classic.

8014  Rogues of the Borderlands 7.00
Set in the foothills of the Ered Luin (Blue Mountains), this 40 page Middle-earth
adventure module with 2 pages of color provides: complete layouts and area maps,
concise background information on the region, three fully detailed adventures, and three
other suggested adventures.

8015  Forest of Tears 7.00

‘This Middle-carth adventure is a 40 page module with two pages of color and set in the
Forest of Tears, a jungle area hiding the rammms of the original ii of Bozisha-

statistics, are provided in this 32 page Ready-to-Run module for Middle-earth Role
Playing.

500 HERO System Rulesbook 20.00
The award-winning HERO system lets you role play any time, any place, any technology,
and any power level. The unique character design rules allow creation of any character,
whether he comes from a movie, a book, or your own imagination. Play fantasy fighters,
modem spies, power-armor troopers, or even superheroes — it’s all here! This jam-
packed 224 page tome includes a complete superhero team provided for instant fun. The.
revised HERO system is cleaner, better integrated, and more streamlined than ever
before.

501 Ninja Hero 15.00
Ninja Hero is a complete martial arts handbook for the HERO System.(112 - 128 pgs)
‘This product contains new optional rules, new weapons, new maneuvers — everything
necessary o enhance the existing martial art rules, or o run a complele martial arts
campaign. Simulate martial arts movies or your favorite ninja comics. There are also
ready-to-run scenarios for instant use.

6013  Nomads of the Nine Nations 12.00
This Shadow World: ign explores the vast f 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 f fiery horse-
riding nomads share the region with city-dwelling Shoneb
Empire and the rec]uswe Elubar of the high mountains. The three cultures compliment
h rthrough l.hexrdwerslty Their llmque clxn structure

i 'y strength their pr
comlpt, vast, and vile Shenob Empi of their f¢ ‘64 pages plns
eight pages of full color.
8203 Calenhad 9.00

Located in the northern foothills of the Ered Nimrais, Calenhad, a Fortress of Middle-
earth™, is but one of a chain of seven Beacon Towers. Its watch-fire relays wammg o
Minas Tirith of any attack on Gondor’s frontiers. Whether a Dunlending invasion from
the West, an Orcishraid the Anduin, or civil strife within C: the tower’s
beacon is set ablaze to alert the Capital. This 48 page product mcludes ten pages of

Miraz, the Honnin. Three can be pl. orasagroup. Allcanbe
setup in minutes and each pmvxd&s umque, &sl paoedacuon Compauble WIIJI the Far

to Dungeons & Dragons® as well as most ot.her ‘major fantasy role playmg games.

407 Invasions: Target Earth 8.00
This 48 page sourcebook for Champions®, is a complete handbook for comic-book
invasions. Learn how to run invasions, find out what leaders are like, and meet the
different types of invading forces. Also included is an entire, ready-to-run invasion.

5101 Sprawlgangs & Megacor'ps 12.00
This Cybersp forpl P
d detailed i ‘what the h dcool wearing. Gangs,

corporations, orbital citizens, arcologists — all are present in this 56 page book with 8
color plates and lots more illos. Includsd are the vamus Megacorporation logos,
structures, military and primary f the Pacific Sprawl aredemled
inall their glory— their colors, cyt y ities. Insights i

cultures as well as more NPC’s for the GM wmplete a hot product.

four guard towers, the gatehouse and the i 1mpressnve Beacon Tower; sample layouts for
a watch-tower on the outer curtain wall and a watch-tower overlooking the inner bailey;
room by room descriptions and adventure suggestions; and statistics for the garrison of
Calenhad as it varied throughout the centuries.

: Hy@w
-
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TREVOR s TALE
The Adventures of a half-Elf-half Diranaki Mystic
in the 4th Age of Eastern Middle-earth

The co-horts:

M'raj: (or “Mirage” as T'revor calls her) A slightly
ditsy Ranger with an Orb that can suck peple’s
souls and use them as fireballs. Her aim is a bit
erratic.

Darien: Mysterious and aloof, Darien always
seems a step ahead of the rest of the party, and can
always be counted on to be sneaking off some-
where (with the loot).

'Vorn: Brain-dead human (Womaw) Monk. Life
expectancy for the body is problemeatic, as he has
a tendency to get in the way of things.

Namu: A Human Mage with strange watery
powers — and an alleged bed-wetting problem.
Coma: "The abomination” an alleged half-elf, half-
dwarf who T'revor hates.

Letter Five
(still in the)
Central Wm?g'y‘;nc
Ty o Rsors

 (ComtinwedfromIQ#4)

Ltk;fwassayug,,fdi«ﬁm:{tﬁattﬁuwasthumr
tomb of the Drago-Lord. (see figure 19L).

SARCOPRAGUS

1
7 sT=fs

(Figure 19L)

The Trident was not much happier, though. Barely
was I in the room when Namu, then Darien dropped in
behind me. We began to look around. Suddenly, there
was a scream from the ladder and the Abomination
landed in the ladderwell with a *FLOP®. Immediately
afterward Mirage landed on the Abomination with a
loud *SQUELCH?, herfeet embedded in the Abomina-
tion's chest cavity. She was apparently unhurt, fiow-
ever. Vorn and Ste” tumbled to the bottom with little
more sKill, but managed to avoid Killing themselves
(barely).

I should mention that Ste’ has been blind since his
tragic anung nccu{mf. and Mlmga, tak_uy advantage

felr hishead
50 that hmnactmamnumwwaura:{cmwn of
course, he can't see inanimate objects like that, but
well...

- Surk, Oops. PoorSte.. .

LAPDZR

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-

Ifledtothefarendof th and consultedwith the
Trident.. It hinted that I was about to meet more guys
who use bows like the ones on my back. The bows,
meanwhile, are really excited. Just holding them makes
me want to come in my pants (excuse me).

About this time the Whirlwind (which was what sent
Mimgemd'w domtﬁesﬁaﬂmaﬁmptﬁ_/mw_ﬁrst

-.fn ¢)

lines, so contact us before you begin to actually work on a
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 setin any of
the territories covered by our existing modules.
M.E. Adventure modules: Open topics include: Harondor,

ipping in the roomeven as Vorn and Mi:
0rb tried. to heal. the squished Abomination. It (the
whirlfwind) only KicKed up a little dust, however, before
Namu cast Airstop and took the wind out of its sails.
Things were just starting to look up (The Abomina-
tion might still not survive surgery) when a Stone Wall
appeared (at dotted line Q-Q) separating Me, Darien,
Ste” and Namu from the rest of the crew. After a
momentary ‘what the (expletive deleted)!?’ reaction, we
went into action: all three spell users bit down on their
faste hierbs and started preparing. I cast an Rirwall
behind the Stone Wall (for our protection); Darien cast
Watchtolook on the other side, and Namuu cast Teleport
onSte'to send him to safety bacK at the town of Surk (I
think_it's Surk...). Anyway, unfortunately, Namu
messed up, and Ste "found himself Teleportedinside solid
earth fifty feet underground in the bottom of the bay of

Linhir, the the Old Forest.

M_.E. Campaign modules: Open topics include: the Shire,
a Dorwinion campaign, Western Gondor, Enedhwaith,
0O1d Pikel Land, etc.

Fortresses of M.E.: Open topics include — Cair Andros,
Mount Gram, any one of the seven Gondorian Beacons,
Ar Pharazon’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
Morgil, Linhir, Aldburg (Calmirg), Umbar, Calembel,
Edoras, etc.

Space Master module series: Campaign modules and
Adventure modules for use with Space Master. Some
suggested topics: Major House Campaigns, Other Or-
ganization Books: VegaPol, Renegade houses, Alien
Races.

ICE Contact: Kevin Barrett.
Star Strike snpport producm: Sc:nario packages with
“Strike and

S e T N

Darien tuned in to the scene of five evil dudes: two
warriors and three bowmen, just as an explosionocked
the room. As the Illusionist ‘Watched' in horror, Vorn
(after taking out one warrior and deflecting one arrow)
00K an arrow through the arm and one through the
fead. He dropped like an overcooked souffle’. The
Abomination (he was feeling better, apparently) after
destroifing one warrior's weapon decided to play tackle
with a bowman. No comment. Mirage crouched in o
corner, orb in hand. Guess what she was doing! Not
foning her fortune-telling skills, I can tell you.

Around this moment Darien cast a Teleport, sending
Mirage back to town. She appeared without incident.
Just thenwe heard a song, and the Abomination took a
nap. Partially due to the airwall, we all resisted the
sultry song's lulling melody. Nemu zapped me tosunny
Surk soon after, and Darien yanked Coma. They then
departed after us, without a moment to lose.

Well, little ‘bro, here we are in this dump of a town
again, in the middle of this dump of anisland. I deserve
avacation; tracKing around in caves without a break is
not normally my idea of fun. I'think we may be leaving
fiere before too long — maybe heading up to Tarsus. In
the meantime, there fave got to be some sheep around
here...

1. Camnil was a member of the party who died inauspicioulsy after a protracted mental ailment. He bequeathed

his possessions to T revor.

Space Master. ICE Contact: Kevin Bm-ren
Cyberspace Support: A

needed!

ICE Contact: Kevin Barrett.
Shadow World Rolemaster/Fantasy Hero module se-

ries (first re]eases in March 1989): We are looking for
fitintothe

be

settings

ERP

Shadow Worldof. /Fe

inserted into and used with anyone’s campaign.
ICE Contact: John Ruemmler.

C; ign Classic series: (for
Fantasy Hero and MERP) based on a readily recogniz-
able topic/setting (e.g., Arabian Nights, the Orient, etc.).
For example we have published Robin Hood, Vikings,
Pirates, Mythic Greece.

ICE Contact: 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 rules,

of txaps, of i items, ions of
ions of “lairs”, i of ge-
neric mi etc. S izingand
your favorite such FRP material is a good way for you to
get your material published and for us (and you) to get an
idea of your design / writing / organizational abilities.
ICE Contact: Coleman Charlton.

Rolemaster Companion material: Periodically we pub-
lish optional rules, guidelines and material for Rolemas-
ter in the form of the Rolemaster Companions.

ICE Contact: Coleman Charlton.

MERP Companion material: Optional rules, guidelines
and material for MERP in a form similar to the Rolemas-
ter Companions
ICE Contact: Coleman Charlton.

4
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NATURAL AND UNNATURAL
PHENOMENON

Omens and strange events useable for Shadow World or any
Rolemaster campaign setting.
By Monte Cook

Interesting effects can be achieved within a campaign with the use of natural
phenomenon. The effects can be as simplistic as people interpreting natural events as
omens, or can be as complex as the potency and availability of spells being effected by
events in the natural world.

Omens are easily lmmduced into a GM’s world system. ‘When people are supersti-
tious,ob comels, storms, etc. can fgood
orill. AGM can also make omens be much more specific, for example, making a certain
birdasacred animal, and ifitis seen flying east to west, it isa good omen, and if itis flying
west to east, itmeans disaster. This will effect game play on alarge level (Lord Drac will
not send his troops into battle after his astrologer saw that the two moons were in direct
alignment) and on a smaller level (Tesoro the cleric sees a white mouse enter a building,
so he knows it is probably a sign fmm the gods that it is a safe structu:e) Clencs,

December 8, 2020

thle on the subject of environmental effects, another intriguing aspect is that of
‘supernatural” weather. Some examples could be:
Black Rain: A foul, acidic, and dangerous form of weather. Black rain comes during
normal-looking storms, but its effects are not that of normal rain. Any living Lhmg
exposed to black rain will take an A acid critical for every minute exposed. Black rain
usually only lasts for 3-12 mmutes, and it s said that it only occurs as anaftermath to the
agateor
and only occasionally — 3% chance per gate). Sucha gate can easnly taint the dehcate
balance of an world as well as its its stability and purity.
Sending Shower: Almost. always this typ weather fervent
prayer t0 a good deity and is given as a reward for a good deed. This sparkling, silvery
rain heals all it touches, cleans objects, removes vmms, etc. Any hvmg bemg exposed to
awnumg hower 1-
poison or disease in their system. Plants will become vibrant and fnmful — no matter
what their previous condition was. Objects are cleaned and shiny.
Blue Lightning: Thought to be a very good omen when seen (from a distance), this
Ilghmmg does not have to even come in a storm (but there is always at least a cloud for
itto come through). Blue lightning always strikes a target. Itis the retribution of some
god ona wayward or offending follower. It is always flamboyant and impressive if seen
from a distance, but it deals death to those it strikes. Treat it as a +200 lightning bolt that
iti holy critical.

in thatarea

shamans, ifywith inflicts an
fomens. AGM caninclud: y skill, OmenLore,thatcanbebonght
with the same skill costas Divination. This skill would act like other lore skills, ngmg
Omeni

never be completely exact and specific information should mrely be revealed (for
example, Lord Drac knows something bad may happen to his armies, but he has noidea
what). If using this slul.l the GM should take the time to make a detailed set of omens
oratleastomen guil in the world fairly (atleast
80% of the time) as to what they mean.

SaMPLE SET OF OMEN GUIDELINES

East
‘West
North
South
‘White or light colored animal
B! dark colored animal

e na grand scale
Event seen on or near the ground. Effects the world on a small scale

‘Omen seen going into or behind ing else

Firestorms: A rare and destructive storm, this form of weather is one of the greatest fears
of farmers and common people. It only lasts for 1-8 minutes, but every other round
anything exposed to it (including buildings, trees, etc.) is subject to an unmodified
Firebolt. Obviously, many fires are caused by this type of storm, but thankfully rain
usually follows, stoppmg the majority of bl dby the Fi are
thought of iththatofanother,
possibly the elemenml plane of fire.
TIcestorms: Akin to Firestorms, these storms are somewhat less dangemus, but can be
deadly nonetheless. These storms are also referred to as “icicle storms” because they
consistof ashowerofiice (like hail) particles thatare 1" to 8" long and very sharp. Anyone
caught out of shelter in such weather will be subject to 1-3 +0 to +99 (random) dagger
attacks as they are hit by these “icicles” which have been falling through the atmosphere
‘building up tremendous speeds. Icestorms are thought to simply be a freak of nature.
Usually 1 out of 100 hailstorms will be Icestorms.
Powerstorm (Flowstorm in Shadow World): These incredibly rare events probably
have something to do with Essznce Flows (or, in RMC I, earthnodes). It will appear
ed by an overabundant amount of hghmmg ‘Waves
‘magical cyclones. (most of this will not be
visible o those without abilities to perceive such things) and causing very random and

‘Omen seen coming out of something else ... ...Ending or death of something

For example, a black bird seen coming out of a tree in the east and flying into the sky
towards the west, may mean that something evil is becoming disorganized and is falling
apart, signalling its death and that it will effect much of the world. (Or it could mean
something completely different.)

Natural phenomena directly effecnng player characwrs and the rest of the world
should be handled the part of the GM. An

le of the effe f natural in that being the
Moon ! MageofRMCI]] In the same way that mephasesofﬂlemmncan effect those

effect other, or 1 character professions. All
of the rules should be dmwn up for specific situations and specific effects.
tainworld, born under acertain celestial sign

(like our Zodiac), and every year each signis dominant over the others for one month
— giving anyone born under that sign certain privileges and powers. This can be
translated into game turns as an additional +5 luck bonus, or even a +5 to all actions
during that time. The GM may decide to have things work both ways, and when a
person’ s opposing celestial sign i hewouldbe. lized (-5 to allrolls,
etc.). This can be easily handled by the GM, but he should be careful that the bonuses
and penalties are not so great as to throw anything out of balance.

events. Magical portals may open, magical items may be altered or

. drained, creatures and objects may be destroyed, transported to or from the area, or be

altered inany number of ways. The exact details must be determined by the GM and they
should always be different. Spellcasmrs of the essence realm can try to have a will to will
battle with the storm; if they win, they will absorb power from the storm in the form of
temporary PP (1-100 open ended). If they fail, they will be drained of all PP for 1 week.
Godwinds: An excess amount of “godpower (the unique power that gods alone can
wield—i.e., that Moreeventhan thegods
canwield. Thatexcess power very rarely will wash th
wind. Anychanneling user in thatarea will nempomnly (they will lasx nnul l.hey are used)
gain 1-30PPfrom sucha vind, but makeanRR or
takean A \l. These wil be amoment. Often one person or ob_]ecl
will be the recipient of arandom channeling spell (a healing spell, Lifegiving, blessing,
etc.).
Mindstorm: This is a very rare Dbut powerful storm, much like a Powerstorm or the
Godwinds. Mental energy d b; creatures, whether
they are Memahszs or not. Thls energy usually is scattered out mto the universe, never
will coalesce mass of mental
energy (invisible to the human eye, of course), growing larger and larger as more and
more energy is given off around it. Finally, this energy will begin to move about the

anareain

irf the world. All thinkij within (th uch

'Maoderately complex example: In another world (or the same world,
natural events can directly effect the three realms of magic. An event in the sky can
eﬁ‘ect how well Mentalism works. Events in or on the ground effect essence, but

the

astorm) are subject toa C shock critical and there is a 10% chance per person that they
will be subject to arandom spell from the Mind Erosion, Mind Subversion, Mmd Death

il Mentalist

stable. For
flow of Mentalism for the next week, allowing all who c.ast spells from !M realm to

orMindDi lists. RR’sapply toall effe e
can absorb PP the same as an essence can in a Powerstorm.

add +10 to all spell rolls or (if the event is more di ) PP cost
can be reduced for Mentalism spells by 25% to 50%. Similar effects will happen to
essence users if a startling event happens on the ground (or possibly in a large body
of water), such as a tremor, an earthquake, a volcano erupting, etc. Of course, if an
event takes place in both elements, such as a meteor falling from the sky and landing
on the earth, both realms will be effected. Effects usually last a week, and all
Mentalists who view a sky event are effected, while all essence users within a 1 to 50
mile radius (dependzng onthe .ﬂze of the event) zj’ an eanhbound event are eﬂ%cted
Unfort kafter the effect off, th

equal to the bonus he received (ezlher -10t0 spell rolls or PP cost being 25% t0 50%.
more).

ﬁw’v
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GEN CON:

Here we are, mid-January, and I'm trying to wrest reluctant memories of
Gen Con (August, right?) from my poor befuddled brain. Hmm... let’s
look through the photos...

Lacking FASA’s high-budget Booth (we spend our bucks on the annual
New Year’s Party) ICE—decided to have theme days. Coordinated by the
HACs (Hero Auxiliary Corps), Hawaii day was a hit, and Christmas in
August was an unadulterated smash. The long-awaited Champions
revision made a timely arrival (with the kindly help of Federal Express).
The hardback sold like hotcakes to the delight of ICE cashiers and chagrin
of many a stodgy Rolemaster shopper. In fact, we officially sold out of
Champions books!
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A MANUFACTURER’S PERSPECTIVE

Preston M. B. Eisenhower IV

g ity an
ghldon'tevern

Santa Claus Himself arrived fora visit at the ICE booth, spl:ead good cheer

(and a virulent cold strain). Note thy i i chri
(center), and one of Santa’s merry Eivie:(!:i;gux PR m

7 e S Th...
ger Deanc Begiebing instructs summer intern Chet (ballots

thate’: Chad”) Brinkley in the correct disposal of Tolkien Trivia

e n & o Gen Con ’89 winds down at the MECCA, and even the most
low- i i

¥ - h-quali frothing players have to rest sometime. These two collapsed
ariably high-d! play the before they could make it back to the Hyatt.

| Tolkien Trivia at GenCon XXII

At last summer’s GenCon, ICE once again held its
annual Tolkien Trivia Contest. This contest was run at the
ICE booth and consisted of three questions being posted
each day of the con. Players filled out a ballot with their
name and trivia question answer. The three daily winners
were chosen at random from the submitted ballots, though
their toberightto qualify. These p h
won a free $6.00 module from ICE. At the end of the
convention, all submitted ballots, whether containing a
Tight or wrong answer, were tossed into a bag and one was
drawnat random as our grand prize winner. This lucky soul
won $50.00 worth of ICE product.

Below is a listing of the convention’s Tolkien Trivia
questions. You’ll find the answers on page 7.

1) Who was Gil-galad’s herald at the Battle of Dagorlad?

2) Who was the the Vanyarin lord accounted High King
over all the Elves?

3) Name Aragorn’s mother.

4) What Realm did the Girdle of Melian protect during the

First Age?

5) Who was master of Dol Guldor once the Necromancer
left for Barad Dur?

6) Upon what lake’s shore did the first Elves awaken?

7) Where was Feanor’s body buried?

8) Who was Shelob’s infamous progenitor?

9) What race of men dwelled in the land of Khand?

10) What heraldic emblem was used by the renegade

‘Wizard, Saruman?

11) How many children did Elrond father?
12) In what device did Morgoth place the Silmarils?

Answers on page 7.
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SPACE CADET

December 8, 2020

Space Cadet: [slang] n a man or woman
capable of direct neural interface with the
global communications network; usuaily
refers to those involved in electronic
thefts or espionage.
— Random House Electronic Dictionary
20883 Edition

"Cyberspace is full of wanna-bes:
joystick4ockey signal riders who
think they're the hottest thing since
fusion. Most burn out fast, their
neurons fried by some black ICE in
the matrix. Or if they survive the
run, they get their guts poured on
the street by the hot software
buyer's jittery knifeboy. Oh, well,
one down; there'll be two more in
the net tomorrow..."”
Alec Nova
"Fusers” Gangmember

Cyberspace™ is a comp

J g
set in the corrupt, dirty, high-tech earth of

2080 AD; where Megacorporation repression
collides with Spraw! street wart Mu

bernetic Mercenaries. — a conflict beyond the
boundari

the Earth's global computer matrix, this is the
world of Cyber:

CYBERSPACE Features:

B A complete roleplaying system

B Rules for travel, combat, and espio-
nage in the ethereal, electronic realm
of Cyberspace.

B The most detailed and extensive cy-
bernetic rules available.

B A beleagured San Francisco of 2090
AD, one dark corner of a living, chok-
ing worldenvironment.

10
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= JAIMAN, LAND

SHADOW HYPE: An unbiased review of

Nine Nomads: In the southwest of the strange circular
continent of Thuul lies the Jan, nine realms who are
united against evil incursions from a neighboring king-
dom. But invasion may come by anouther route, for
followers of one of the Dark Ones — an evil god of
Char6n — lurk in a hidden bog. Will their acts of terror
and subversion overthrow the Jan?

Nextissue: apreview of the upcoming Emer, a
boxed super-continent module with large Atlas
!

by Preston M. B. Eisenhower IV
‘The most ambitious effort in the Shadow Worldline yet
ions might show that it contain:
rial than even the Atlas books), Jaiman is a jam-packed 96
pages. (They even had to shrink the typeface to crowbar it
into the 96-page format, I hear).

The book is brimming with races, evil powers, citadels,
losttombs, and no less than ei; Fourof these
adventures can even be linked into a grand quest which
could affect the future of Jaiman.

Thy of thi i than the talented (if
slightly unbalanced) father of the Atlas Guidjebo?kks.

Cloudlords of Tanara, lost tomes of the early days of ICE.
‘While remaining consistent with the relatively limited
scope of those earlier products, Jaiman updates that infor-
mations and brings it into the larger fold of the Jaiman

“IMPORTANT LOCATIONS!

Gryphon College: the mysterious enclave of an ancient
order, Gryphon College contains many mysterious. Are
the residents as benevolent as they seem?

The Library Complex of Nomikos: The most famous
library in the world and its scholarly inhabitants are de-
scribed, along with complete layouts.

iS obsidian citadel, inclu 3
rsicio ik

ADVENTURES!

* Cult of the Third Moon: A mysterious cult is terrorizing:
a small town in Rhakhaan. Before they know it, the
players are swept into the conflict.

« The Curse of Andaras: Andaras, one of the Dark Gods,
is master of a heirarchy of Priests with loathsome pow-

ers. Tounbind willreq ping
a formidable mountain temple.

» Living Prison: Zaris, the powerful Animist of Gryphon
College, is held captive by demonic servants of the
Unlife. Rescuing her will mean the College's gratitude;
failure will mean certain, hideous death.

* Pride of the Gryphon: The PCs must enter the lost
catacombs of Ur and brave ancient terrors to recover an
ancient artifact —and unlock the mysteries of the cata-
combs. 2

* Legacy of the Sea-drake: This is actually four adven-
tures which are designed to be linked, but can be inter-
spersed with other adventures as part of a grand quest.

oF TwiLIGHT
ipp (including Evil Gods, additional

Urcomive Smo.w Woren Books _ history, more on demons), color maps, and even
Sky-Giants of the Brass Stair: Intheland of Narlshawin - more info on the greatest continent ontheplanet:

NE Jaiman, ﬂ‘le Tgr?'lqg“sm Stair marches l}p the  mrver.
lostcity, cultures
clash.
ASTONS HOT PICKS
(AND GE! W RELEASE UPDATE)
ST.# TITLE PRICE LINE
DECEMBER: (Available Now)
il s T Denizens of the Dark Wood ..........coc.ouuniivenane $i6:005% o5 MERR
n§= 1410 Cr & T i $13.00 RMSB
6009 .. Cyclops Vale $ 6.00 SWSP
9020.. Armored Assault $35100 SMBG
GM Screen & A ies $12.00 CHSP
Challenges for Champions $9.00 CHSP
JANUARY ’90: (Available Now)
9013. Vessel Compendium #3 $12.00 SMSS
9107 .. Disaster on Adanis Tz we. o DS 0 $6.00........... SMAM
901. Spirit Rider (3 per pak) $4.00 MIN
902 Thunder Bird (2 per pak $4.00 MIN
N p— Night Ha’ﬁﬁ‘(iﬁep:pib) . ~$4.00 MIN
905 Sal der (2 per pak) $4.00 MIN
o6 Epping Gunboat (2 per pak) $ 4.00 MIN
JANUARY ’90: (After Jan 20th)
E§= 1510 El 1 Companion
5102 Edge-On
IQ#6. ICE Quarterly Issue 6

406 The Zodiac Conspiracy
6011 .. ...Islands of the Oracle
BRUARY ’90:
AC14..............Adventurers Club #14 (Comic Size)
1040 Pirates
IL‘E' 5101 .. Sprawlgangs & Megacorps
601 Sky Giants of the Brass Stair
8014.. Rogues of the Borderlands ..
mgb 8015 Forest of Tears
AT e Invasions: Target Earth
MARCH ’90:
BE e i Hazards of the Harad Wood
501 Ninja Hero
500.. ..Hero System Rulesbook ..........c..cvvvunrrurinnnnes
8203 Calenhad
60135 i1 Nomads of the Nine Nations

A" [@3 " Indicates Aston's Best Picks

KEY: CACL = Campaign Classic; CHSP = Champions Support; CYSP = Cyberspace Support; FOME =
Fortress of Middle-earth; HERO = Hero System Products(other than Champions); MEAM = Middle-earth
Adventure 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.
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Male Female

Male Female Male Female Stocki- Stocki-

Height Height Weight  Weight ness ness
Race inches inches pounds  pounds factor  factor
Rural/Urban Men 70 64 160 125 1.000 1.022
Dwarves/Umli 57 53 150 135 1736 1944
Silvan Elves 72 69 148 115 850 750
Sindar Elves 7/ 73 192 145 902 799
Noldor Elves 79 75 218 167 948 849
Half Elves 75 71 200 140 1.016 839
Beornings 76 67 220 145 1074 1033
Black Numenoreans 76 70 225 150 1099 937
Corsairs 75 69 220 145 1118 946
Dorwinrim 69 62 160 110 1.044 989
Dunedain 77 70 225 150 1.057 937
Dunlendings 70 66 175 135 1.094 1.007
Easterlings 66 61 140 100 1.044 944
North Aradrim 65 60 130 100 1015 992
South Haradrim 75 72 180 140 915 -804
Lossoth 65 63 175 140 1366 1200
Northmen/Rohirrim 73 65 190 130 1.047 1.015
Variags 69 63 160 125 1044 1072
‘Woodmen 3 65 195 140 1.075 1.093
Woses 57 53 145 120 1.678 1.728
Harfoot Hobbits 41 39 54 51 1.680 1.843
Stoor Hobbits 43 41 65 61 1793 2821897,
Fallohide Hobbits 45 43 62 62 1459 1.672
Orcs 48 48 60 60 1163 1163
Uruk-Hai 66 66 145 145 1.081  1.081
Half Orcs 68 65 150 140 1023 1.093
Trolls/Olog-Hai 120 110 850 650 1054 1047
Half Trolls 85 82 290 270 1012 1.050
Stockiness = Weight x 2143.7

Height x Height x Height

3.0 MAGIC ANDSPELLS

3.1 INSTANTANEOUS SPELLS

Spells marked in the MERP book with an asterisk (*) take no time to cast, take effect
instantly, and allow full normal action for the round in which they are cast (including
casting some other spell). These spells can be cast anytime during a round.
3.2 RUNES AND DEVICES

Items with imbedded spells, including Rune papers, will respond to the “Detect
Essence” spell because that Realm was invoked during their enchanting. If the item

ontai ing spell, it will al: tothe “Detect Channelling” spell. MERP

characters may produce channelling runes through the cooperation of two characters,
someone in the Essence Realm with spell Law and a Channeler with the desired spell.
Two Essence Realm people could work together also. Charged items, (wands etc.) may
be recharged by repeatedly casting upon them the spell they were designed for, one
casting for each stored spell. Be sure to roll each spell and watch for fumbles.

December 8, 2020

4.0 HERBS

4.1 NAME CHANGE

There are two herbs int he MERP book called “Arlan.” Confusion is eliminated by
changing the name of the second one to “Arthound” (Sindarin for “Royal-root”).
4.2 STUN RELIEF

Stun relief herbs can be taken in advance of receiving a stun critical. To see if the dose
works, use number of minutes since the herb was taken as a percent chance of failure. If
the d100 roll is equal to or less than the time in minutes, then the herb has failed.
4.3 LEARNING TO IDENTIFY HERBS

Herbs can be positively identified by means of the “Plant Lore” spell (#1 on Plant
Mastery List). If successful, the caster will then be able to positively identify that herb
‘whenever it is encountered, provided it is still in plant form. Also, someone who has a
specimen and who can positivelyidentifyit, h character toidentifyit. The
latter method requires a role on the perception column of the Static Maneuver Table by
the student. It is “easy” for animists and rangers but “very hard” for others. Absolute
failure or blunder means he or she will not be able to identify the herb (except by spell)
until her or his perception bonus improves.
4.4 USING ATHELAS

‘The following rules provide a detailed interpretation of the Athelas guidelines in the
MERP book:

hel N e e 3

(one day). Only that is, true Dunedain and Black Numenore-
ans, have any chance of using the “Westman’s Weed” for any other healing. This
excludes mixed race characters. For the purpose of using the herb, the men of the West
(and, of course, women) are ranked in the following table. The last three categories are
not possible for player characters. In the absence of other information, a Numenorean
character’s nobility rank can be determined by a die roll (d1000) as shown. Any healing
is possible, except live-giving. Failure uses up the herb dose but there are no other side

effects and addi attempts with additi doses are

d1000Rank e Chance of Healing
001-674:Full blooded Numenorean of no nobility. 1%

675-874Lesser nobility. 2%
875-974Greater nobility. 5%
975-994Distant relation to a royal family. 10%
”&mw tnotinsuccession. . 20% -
i dron i o et S el

—Ruling Monarch but not so Ordained. > 70%.

—Ordained Black Numenorean King, ruling or not. 80%

—Ordained Dunadan Monarch, ruling or not. 900%

4.5 ADDITIONAL HERBS AND POISONS

Name Codes Form/Prep Cost Effect
'USEFUL HERBS

Menlar e-C-6 cone/brew. : 65gp Cures any non mental disease.

Ulnaza e-W-7  leaffingest 450gp Antidote to any poison if taken
within one day.

Gort  m-T4 leaves/dry/ 10gp Euphoric stimulant/hallucinogen.
crush/inhale +10 to user’s PR bonus for 2 hrs.
then -50 activity for 1-10 hrs.

Tartiella t-S-1  weed/dry/chew 4sp 1-10 hrs Euphoria all stats (or stat
bonuses, whichever is worse) are.

down by 10.

Feduilas -M-4  flower/ingest 11sp 1-5 hrs +20 essence RR but AG
‘bonus is down by 10

Galena  t-T-5 leaf/dry/smoke 1sp “Pipeweed” is a relaxant, -20 to
activity.

POISONS
Gorfang t-U-8  moss/liquid 210gp (level 3) Nerve damage, fail RR
1-50: lose use of 1-4 limbs >51: die.

Aconite m-V-7 leaffingest or 50gp ‘Wolf types (Lupine) take 1 hit/rd
treat arrow and must save vs 9th level poison
every 5 rounds or die.
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5.0 ACTIONS

5.1 INCLUDING ARM GREAVES
The MERP book critical tables mention lcg armor a total of six hmes and always in

acontext that makes the leg gr . Arm arme i only
once and in a context of being dlsadvanmgecns to the wearer. Changes are neoessary if
the arm greave concept is to survive. Our ges to eight of the critical

shown below. One makes leg armor a disadvantage to balance the smgle original arm
greave entry. Six entries show specifies only leather arm armor and was added to CT-

8 to provide a bit more toleather vs All entries have been chosen
formi change to th g tables. In the ab: of arm greaves, they revertto
the original MERP entries.

CT-1,36-50: Blow toforearm. +5 hits. If no arm armor, stunned 1round.

CT-1, 81-86: Blow to weapon arm. +8 hits. Stunned 2 rounds. If no ar
armor: tendon damaged, arm broken, useless.

CT-2,81-86: Slash weapon arm +10 hits, 1 hitperround. If noarm armor,
muscle and tendon damage, arm useless.

Cil‘-3, 33-50. Minor forearm wound. +2 hits. If no arm armor, stunned

round.

CT-3, 81-86: Strike to weapon arm, +10 hits. If no arm armor: bone
broken, stunned 3 rounds.

CT-5, 36-50: Leg attack. Spun about but breaks loose. If leg armor:
stunned 1 round.

CT-8, 81-86: Strike to weapon arm. 2 hits per round. If no leather arm
armor: muscle and cartilage mangled, arm useless, stunned 6 rounds.
CT-9, 6-79: Blastto shield arm. +10 hits. Shield orarm armor destroyed.

If none arm broken, stunned 3 rounds.

December 8, 2020

6.0 EQUIPMENT ADDITIONS

Here are some items of equipment in addition to those shown in table ST-4 of the
MERP book.

Item Price Weight in pounds
Bandage, 1cp. 020
(Stops up to 3 hits/round)

Cooking Pot (for herb brews) 2bp 0,50
Cord, 100 feet 1bp 1.00
(Supports no more than 20 1bs.)

Grappling Hook 1sp 2.00
Robe 55¢p. 2.00
(Price equals shirt plus pants)

Shield, Dwarf size 55bp. 8.50
(+25 DB for anyone under 5 foot)

Shield, Hobbit size 55bp 5.00
(+25 DB for anyone under 4 foot) >

Sling A ition Stone Free 0.10
(Foraging required)

Fur Cloak or Fur Bedroll 2gp 6.00
Goose down Bedroll 4 gp. 1.00

7.0 MISCELLANY

7.1 LIGHT DURATION

Torches burn 1 hour (360 rounds).

Lanterns hold one pint of oil and exhaust it in 6 hours as mentioned in MERP book.
7.2 FALLING DAMAGE

As explained in MERP, a character may subtract his agility bonus from his falling
damage. roll. Buthe may choose instead to subtract either his diving bonus or 60% or his

bonus.
7.3 USE OF POISON

This is an addition to the MERP rules for poison use: “If an attempt is made to use a
weapon to inject poison and the attempt results ina fumble, then, in addition to the rolled.
fumble result, the pmson is injected into the wielder.”

Eia

5.2 PARRYING

A defender can parry only one missile attach or one melee attach per round. A shield
is required to parry missiles. Either a shield or a melee weapon (in hand) is required to
parry a melee attack. Each parry number subtracts from the melee OB for that round.
‘When a shield is used to parry, the defender’s highest melee OB may be chosen as the

source for the parry bonus. When a weapon is used, the OB applicable to that weapon
must be used. An animal, even a Beorning in bear form, may not parry except for the
absurd case of animal using a shield or weapon. Instead, animals can make use of their
increased DB that applies when they run away.
5.3 STALKING AND HIDING

Stalking i Ived on the MM table asp elcorhalfihech

for theround. The perception of the bestp ial veri from

the roll.
Hiding is resolved as a Perception maneuver for the potential observer. Add the
observer s pemepuon bonus and subtract the hider’s hiding bonus from the roll. The
can beadded to th lts al shownin the MERP

Peroepuon SM Table.

Blunder: Hider’s Ambush maneuver, if attempted, will succeed automatically if within
10 feet.

Absolute failure: +50 to hider’s ambush maneuver if within 10 feet.

Near success: Something is there, but what?

Absolute success: Hider believes he has successfully hidden until/unless searcher
reveals otherwise.

5.4 AMBUSH

Ambush is resolved as a movmg maneuver, and the mult is interpreted as the
bush i

Lembas weighs the same as regﬂm- waybread but is never offered for sale. It keeps 4

‘many days while its leaf wrappings are intact but spoils in 20 hours if opened or

Lembas is inedible to evil aligned characters. (“Dust and ashes, My Precious, dust and
ashes.”) Tn addition to providing nutrition, 1/3 of a day’s ration will relieve 1-5
concussion hits. One day’s ration consumed within proceeding 24 hours has the

following additional effects:

Affected Roll Comb. w/other food Lembas alone
ColdRR +10 +20
Fear RR +20 +25
RR for Essence or Channeling from an evil source  +10 +15
Ambush Maneuver -20 -20

7.5 COLD WEATHER SURVIVAL
Exposure for more than a brief period to temperatures below 55 degrees will
against cold, The attachlevel is 1at 55 degrees and increases
by 1level for each 5 degrees below 55. Target level has nothing to do with player level
but is determined as follows:

Character Condition Target Level

aked Istlevel - 5
Normal Clothing 1st level
‘Wool Coat 2nd level
Full Cloak (Cloth) 3rd level
‘Wool Bedroll 4th level
Full Fur Cloak or Fur Bedroll 6th level
Goose down Bedroll 10th level

RESISTANCE ROLL FAILURE EFFECTS:
Missed by Effects

1-15 1. Slight, 7-day, common cold. -10 to pmepuon
16-35 1. Bad 7-day cold. -15 perception and -5 activity.
2. Mild Hypothermia. “Confusion” as spell untilimprovement allows
another save
36-65 1. Mild Hypothermia, as above.

2. Pneumonia if exposed more than 3 hours, requires rest in a warm
place for 21 days or spell or Meneler herb.

probability of success. If th the difficulty 3. Mild frostbite if temperature < 31 degrees.
should be modified accordingly. 66 or more 1. Pneumonia if exposed more than 3 hours.
2. Severe Hypothermia, treat or die in one hour.
3. Severe frostbite if temperature < 31 degrees.
14 10 VolumeIl, #6
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‘The character’s Cold Bonus adds to all rolls and the disease bonus may also be added -~ L
to this sum in order to resist the common cold or pneumonia part of the effects. =
(Hypothermiaisnot a disease.) Bundling Bonusesare: 2 snugglers, +20; 3,+30;4, +35, i
5 or more, +40. Lembas Bonus: +10 if one day’s ration eaten within 24 hours prior to
exposure, +20 if lembas ration was only food in previous 24 hours, Huddling very close
to a campfire adds +85.

Forexample: Frodo and S huddled her intheir elfin cl )afte

a day of relying exclusively on Lembas. The night temperature is -2 degrees.

Therefore the attack levelis 12 and the target level is 3. Lucklessly Sam rolls an 02

which, with bundling and lembas bonuses, is adjusted to 42 which is 37 below the

required79. This subjects himto mild h i ildfrostbite. Th bit
must be assigned to his nose or ears because Hobbit hands and. [ feet are immune to
cold. Assuming his constitution is average, his total disease bonus is +30 so his
disease failure is only 7 below the required 79 and he only has a slight coldinstead
of Pneumonia.
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: 3. Which game or game system, produced by ICE, is your favorite?
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I 5. If the Gaming articles from past issues were combined into a 32
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1 More!  TooCool Great ~ So-so  Sucked Didn'tread companies' games? (If 50, we don't want to know!)

| Cyberspace (5] a m] m] Q Q

| Note From the Editor O m] m] a a a IQ QUESTIONNAIRE #2
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