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The "
Death Valley
Free Prison

And you thought this summer was going to
be hot. Just thank your lucky whopper that
you won’t be spending it in Death Valley in the

year 2090!

Death Valley Free Prison is a great new campaign
sourcebook for Cyberspa detallsthewomlngsoj
the world’s largest p e huge walle
prison house r halfa million inmates! And it’s no
country club. The Death Valley environment already
started out as one of the most forboding

pages, the Death Valley Free
sourcebook is jammed full of

rial on DVFP history, security opera- |
tions, major settlements within the

- prison’s boundaries, inmate profiles,

encounter charts and reference notes.
There is also a major new equipment
section detailing those valuable little nick-
nacks inmates can ill-afford to be without.
A complete introductory adventure
rounds outthe book. Butthat's notallyou
get.

We're also including a big 17* x 22"
double-sided color map of the Free Prison
area. One side contains limi }ed player
information (e.g., geographical features
and major bommowns) while the other

side bears the GM’s data (e.g., gang head-

quarters, prison settlements, and sector
boundaries).

Like the book says: “Located on the
border of Nevadaand California, the Death
Valley Free Prison encompasses over
4000 square miles of hell on earth. Within
its borders dwell half a million depraved
gangmembers, battle-scarred mercenar-
ies, renegade net heads, demented road
warriors, psyehopathic felons, and other

- assorted social rejects. Come on in...”

The Death Valley Free Prison Cyber-
space campaign is coming to you this
summer. Don’t miss it.

IN THIS ISSUE

Almost nothing at all about

ATWIN PEAKSa

By the time you are reading this, the limited series of Twin Peaks will have ended, and I
bet we still don't know who killed Laura Palmer. Do we care? YES!!! Will the series be
renewed? We'll know soon. In the meantime, hold on to your horns and have a doughnut

for me.

Actually, this is the IQ summer Beach edition, featuring mostly the usual stuff. The idea
is that you are supposed to take it to the beach to read while tanning (or lying in the sun
smothered in SPF 500 sun block). We thought about changing Shadow World to Shade
|| World for this issue, but just didn't have the energy to getup from the chaise lounge (Hey,

who got sand on my towel?)
At any rate, hop into that neon swimsuit,

8 he Mod
| there’ll be lots more stuff to

appl
conventions and the extended celebration of ICB s ten
OK, twist my: ¢
THE REEBOK AD.

Yes! The fun returns to the IQ just in time for tlle BEACH
issue! Fluff on almost every | pagel And some useful stuff
hidden in between! Enjoy it now, ‘cause the next issue will
likely reekofhatdomepmdnctsnpplemmmmws&mewsl
Speahngofprevwws,lampm'oudtomtmduceanele

Feature, Dave’s World. Check it out somewhere else in this

| issue. IfymreallydowammreplytoDave,weuI’m sure the.
‘burning

1Q staff will forward your

01Q. Stay tuned for an upcor
(he doesn’ t watch “Twin Peaks”), youmi‘ghqustﬁgmehls
true identity (classified Sales & Marketing info).

Q’s, sojust write to Dave, ¢/
“The

(for us) products to broaden your horizons. First, Silent Death
(previewed in 1Q7) should be out by now. A fun starship
combat game with lotso metal minjatures INCLUDED! Be
sure 10 see ICE at Origins & GEN CON to play Silent Death if
yonhaven taireadymzdlt. - We will also be giving demos of an
upcoming fantasy miniatures game/ system at the summer
shows — so look out for Bladestorm too! Late summer we’ll
introduce our first dice game, ICE Cubes.  dice in their
own nifty tray with rules for simple games. Perfect for all the
time you’ll spend travelling to shows, cons, concerts, home,
school, beach, or wherever. And if you have lame friends like
Dave who help you lose your dice you should sull have plenty
for yerself si 11 be six
fond of 6 paks). So, remember to stop by and see us at:
ORIGINS (Booths 73-178)
ATLANTICON
GEN CON (Booths 717 & 718 and more).

And wave if you spot BLU HWY cruisin’ (within the speed

limit of course) up Rt. 66 to Depeche Mode!

"Summer Beach Issue”, June, 1990
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Yes, I'm still here, I'm still running this rag, and I'm
starting to really like it! Some of you may notice a little
sprucing up going on throughout the magazine; I got
bored with Terry's pedestrian attempts at headers.

ONE MaN oN TV

Instead of talking about what is in this issue (figure it
out yourself, bone-head), I would like to follow up on
Aston's comment r.e. the Reebok Ad. I was one of the
lucky few to see the infamous Reebok Pump Bungee-
jumping ad, strategically placed during Married with
Childrena few Sundays ago. Iwas struck by the beautiful
filming, the dramatic effect, and the clever, witty ending.
My channel-switching thumb was paralyzed by this rare
event: an interesting ad. Then whathappens? A storm of
protest from pedestrian weasel-brains (sorry, Swinky)

December 19, 2020

who thought that the 'implied death’ at the end was in
poor taste. Geta life, people! It wasa joke! And Fox, the
network that brings us such truly innovative and hilari-
ousshowsasIn Living Colour and The Simpsons, refuses to
show thead again!!! Don'thaveacow, guys! Iforone will
continue to buy Reeboks. Now, about the New Kids on
the Block doing Coke ads: all that sugar at once has GOT
to be bad for young systems (and I thought they were
anti-drug...).

As for the rest of my limited TV viewing schedule,
those two shows just mentioned each get two snaps up;
Married has slipped to one snap. But one show stands
alone: Twin Peaks gets a well-deserved two snaps up ina
circle! Tam worried about Lynch and his cohorts being
able to carry the show into another full season. I'd hate
to see it falter and die an ugly death as a dull parody of
itself. Anybody for a doughnut?

One day, my log will have something to say about this...

TEIFF -

Dear Editor..

Lots of praise for the Shadow World line in this issue’s mail
bag (do you get the feeling we are throwing out all the hate
mail?). By the way, you can FAX your letters to the IQ as
well! (How exciting!)

—Biff

Dear ICE,

I recently bought Shadow World and three modules: Tales of
the Loremasters, Demons of the Burning Night, and Jaiman,
Land of Twilight, which are all supreme quality. T use
Fantasy Hero for my roleplaying, and have heard that
‘magazine I{‘fi’verlmie%s Club supports the HERO system.
Could you please forward me an address, through which I
can subscribe or get ahold of this magazine.

Yours Faithfully,
Mark Nolan
Dublin, Ireland

P.S. Ifitis anything like IQ, I can’t wait!

Dear Mark,

1 don’t know how useful AC will be for your Shadow World
Adventuring (you'll be just as well off staying with IQ) but

for HERO system stuff in general it will be a real boon. Just
write to our Customer Service Rep, John Brunkhart.

—Biff

P.S. I'm afraid its nothing like IQ.

Dear ICE,

My name is Fredrik Innings and I am the Chairman of the
Swedish National Role-playing Society. InIQ #6 there was
a letter from a Polish boy named Jaroslaw Banachwicz. We
are very i to know about players in the Eastern
Block. If you would like to send us Jaroslaw's address we
‘would be very grateful. If you also know about some other
role-players in the Eastern Block, we would very much like
toknow them t00.

‘We think that you have a great magazine, and we are grateful
that some copies reach Sweden every now and then.

Best Regards,
Fredrik Innings
Stockholm, Sweden

e

Dear Fredrik,

Glad to hear that IQ is making it up to the Northern Euro-
pean countries! I'm forwarding Jaroslaw’s full address.

—Bj
Gentlemen,

Irecently had the pleasure to purchase a copy of your brand
new Elemental Companion and, to be frank, I found it to be
exciting, informative and thought-provoking. Your guide-
lines on introducing the elements into a campaign (were)
very interestiong and gave me a lot of ideas for future
gaming sessions with my group. (By the way, I’'m a GM that
has been a very satisfied consumer of your products for
about 6 years.) Also, your Shadow World line of products is
the base of my current campaign and judging by the howls of
anguish and high-fiveing, my players enjoy your products

| also, to the .
allowances just to buy your products (and the older folks as
ell....)

David J. Raymond
Honolulu

Dear David,

Well, at least they're not spending their money on something
stupid like drugs or New Kids on the Block concert tickets.

— Biff
Dear Rolemaster,

Tam very happy with the quality of products you put out.
They are rich in detail, imagination, and are easy to use. If
you have a flyer that contains the products you put out I
would love to have it. I am the head of the Dungeon
Dwellers Association. We are one hundred and thirty six
strong (we are only three years old) and would like to know
about your products as soon as they come out.

Michael Fox
Oregon City, OR

Michael!

1 knew you looked young on Family Ties, but 3!2! Well, it’s
nice to know that the rich and famous play our games —
though I thought you lived in Malibu. Oh, perhaps this is
your summer house... But anyway, we'll be HAPPY 1o send
you a copy of our NEW catalog with full color cover inside

out.
—Biff

Address Letters to IQ Managing Editor, P.O. Box 1605,
Charlottesville, VA, 22902. Letters may be edited for length

and clarity.

ey s I Violume XXV #8.
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A Hit Location Melee System for meRrp

(and Rolemaster)

This hit location melee system is for MERP battles involving
two comba!anls Itis intended for GMs and players who want
dchoiceintheir MERP: B ful, itwill

increase the amount of time required to resolve battles.

Note: While the critical tables and notes are presented in
MERP terms, with a little extrapolation they can also be
used to resolve Rolemaster battles. There will be no
location specific critical charts, but a GM can either use
the MERP ones or use the normal RM ones and modifythe
results to reflect specific hit locations.

In normal MERP combat, itis assumed that in a given round
each combatant will attack the area of his opponent’s body that
is presented due to the ebb and flow of battle (i.e., he does not
choose the area attacked). The actual part of the body affected
by a critical is determined by a random critical strike roll.

The system presented in this article allows a combatant to
attack a specific part of an opponent’s body and to resolve any
tesnlung critical on a chart specifically keyed to that hit loca-

tion. However, sit hachoice involves deviating from the
normal optimum defense/attack pattern, a follow-up anack by
the opponent can receive a bonus.

In normal circumstances, when a whip, net, or bola is used,
the attacker may not specify a hit location.

Note on Special Body Part Criticals: These criticals
were specifically developed for use in melee combat,
although a GM may allow their use with ambush, missile
fire, and traps.

~Thecolumnusedxsdeumnmedbydue and whether
the nu.uckensnghlotleflhmﬂed Ihhe amcket does not chose a
hit location use the “None” column.

by John M. Ferrone

« The row used is determined by the specific hit location last attacked
by the defender and whether the defender is right or left handed. If
the defender did not attack a specific hit location use the “None”™
Tow.

Note: Ifbothattacker and target are using normal MERP
combat procedures, there is a “0” OB modification.
Note: When deciding what to attack, the attacker must
imagine the position he will be in and parts of his own
body that he is making vulnerable.

See the OB Mod Chart at the bottom of this page

December 19,2020

Hir LocaTioN SPECIFIC CRITICAL CHARTS
This article presents a number of hit location specific critical
charts. The chart used is based upon the hit location chosen and
the critical type (i.e., Slash, Crush, or Puncture).
See the critical charts on the following pages

SHIELDS AND GREAVES

A shield and/or greaves can modify the results of hitlocation
specific criticals delivered to the part of the body protected by
the equipment (i.¢., shield arm for shield, arm for arm greaves,
etc.).

Shield— Negates all severs (including fingers) on the shield arm only.
and reduces all hits, hits/md and stun damage to shield arm by
122.

Ifa‘C’, ‘D’, or ‘E’ critical of 90 or higher is rolled, the shield is
‘broken and the target takes a ‘C” critical withno damagerestrictions
(except perhaps for greaves).

Greaves — Negates all severs (not mcludmg fingers) on the covexed

lim]

limb only

172.
If an ‘E’ critical of 105 orl\lghensmlled‘ the greaveis pmemxwd :
and the full effect of the critical is applied.
Greave on a Shield Arm — As for Shield ubove. except if shield is
broken the Greaves effects above are applied.

“E+” CRITICAL
AnE+ critical is defined as an ‘E’ critical that is delivered by
amodified attack roll of ‘154’ or higher.

EXAMPLE
Garth: Lvl 3, Hits-62, DB-60, OB-74, chain armor, carries a shield
and wields a broadsword in his left hand.
Ore: Lvl2, Hits-36, DB-35, OB—65, chain armor, carries ashield and
wields a scimitar in his right hand.

As Garth rounds a corner inside a cave complex, an Orc
surprises him. Because the Orc surprised Garth, the Orc bas the -
initiative. The Orc uses the initiative to strike first. The Orc
attacks Garth’s torso and rolls a 20; a -10 OB modlsapphedj
‘because no specx.ﬁc hit location was attacked by Garth — the

A

E%ecamse the Om anacked'Gmh’s oxso Garth’s return

attack’s OB Mod due to Hit Location will be modified by an
amount found in the Torso row of the Right-Handed Defender

OB MODIFICATIONS CHART seclionof!hclOBMcdiﬁcaﬁonChan.Imeh:
does not specify a location and uses the normal
Ri | MERP combat is OB mod will be
ght Handed Defender +5. However, he decides to attack the Orc’s
RIGHT-HANDED ATTACKER LEFT-HANDED ATTACKER head and gets a+10 OB mod. Garth rolls a 64,
Hit Location Hir LocATION CHOSEN BY ATTACKER Hrr LocATION CHOSEN BY ATTACKER his mOdj',ﬁed attack roll is 103 & 64+74 (OB)-
:m Attacked Left Right ft  Right Left Right Left Right 35 (Orc’s DB) + 10 (attacking head). The
y Opponent None* Head Arm Arm Torso Leg Leg None* Head Arm Arm Torso Leg Leg damageis’10A” (see AT-1)and the A critical is
None * D S0 Ohis 150 oesis 10 cl0s W0 Sl Coe il DaTe el resclied o
Head +5 0 +10 45 +10 +5 0 +5 0 5 nais el 10k S SRR B s m:diﬁed by _2(5 dug){(,lh&xle;i;s'
Left Arm +5 +10  +10 45 +5 415 0 +5 +15 +15 10 +15 45 +10 (i.e., ‘A’). The modified result of 51 ind.icawstz
Right Arm +5 +10 -5 +10  +10 +10 45 +5 +5 5 -5 0 0 +10 Cheek laceration and 6 more hits.
Torso +5 #5 410 45 0 45 5 +5 +10 0 5 0 0 +5 Because Garth attacked the Orc’s Head, the
Left Leg S 10 10 S S IO MAEED st il Som. 25 +10 +e10. 10k MO Oro'Setumm aftack's OB Mod ane toEht Locd
Right Leg 45 42000 +10 +10 +10 45 SRR D0 st s SR o BgEe s ;&Tx}“gg‘f&‘: 'I’_I’;:“d:a“]‘;‘;‘f';g‘e‘;‘:e’c““‘x
= of the OB Modification Chart. The Orc attacks
Left-Handed Defender Garth’s left leg and thus gets a +15 mod. The
RIGHT-HANDED ATTACKER LEFT-HANDED ATTACKER 033;022 365:)5 ﬂrs a _I';llodc"lf:d_mgi arnt’;l of 115 -
Hit Location Hrr LocATION CHOSEN BY ATTACKER HiT LoCATION CHOSEN BY ATTACKER IR 000 wloa e ICEIvey) B
Las Atacked € Left Right Left Right Left Right Left Right °§‘"°al — rolled on the Leg Critical Chart
y Opponent None* Head Arm Arm Torso Leg Leg None* Head Arm Arm Torso Leg Leg (Sash) '““ modified critical rollis 62: aminor
None * 0 A5 455 0 0 10 DR P S ST O s"ﬁ:’w o oR e 5
Head +5 0 5 +5 +10  +15 +5 +5 0 +5 +10  +10 0 +15 OB mod (the Orc’s head is nsmx'e VuTn:;blse :
Left Arm +5 +5 5 5 0 +0 O +5 +10 410 -5 410 +5  +10 after the Orc attacked the leg area). Garth rolls
Right Arm +5 +15 -10 +15 +15 410 45 +5 +10 45 +10 45 0 +5 293 for a modified attack roll of 157 =93 + 74
Torso 35 10" SSEsEet () e o5 =) +5 TSI s (e o e aR s -35 ﬂ;‘ de?dw resultisa’18E’ critical —rolled
Left Leg BSER 500 RS RS 10 SRE TS 35 00h 4106 R0 107 45 410 on the Head Critical Chart (Slash). The modi-
Right Leg 45 #2510 410 +10 0 0 Sl s g0 a0 ﬁﬁ“ﬁ%ﬂ;ﬂfzwfﬁni% ?emeg:h.[ﬁ
* — None implies no previous attack was made or it implies a choice of the normal combat procedure and critical tables (i.., no hit location is chosen). | Orc drops unconscious due to hits.
Note: For a 2-handed weapon attack, the inant hand ines whether is left- or right- handed. For a weapon used in the “off” hand
e 18l e e ght i et
in his left hand, the dagger attack is made by a Left-handed attacker). S

"Summer Beach Issue”,June, 1990
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SLasH CriTicAL CHARTS

The Slash Critical Charts for specific hit locations are used for the following weapons:
Broadsword, Handaxe, Short Sword, 2-Handed Sword, Dagger, Scimitar, Battle-Axe, Halbard

Head Criticals (Slash)

Modifications: A: -25; B: -20; C: 4; D: +5;
E: +11; E+: 420

01-08 — No extra damage.

09-27 — Minor cheek slash, +3 hits.

12843 — Ripped comer of mouth, +4 hits.

44-65 — Cheek laceration, +6 hits.

66-75 — Nose slashed, +8 hits.

76-82 — Neck location, +8 hits, 2 hits/md.

83-96 — Deep cheek gash, +10 hits, 2 hits/md,
st

97-101 — E.lr cut off +12 hits, 4 hits/md,
stunned 3

102-105 — Eye gouged out, +15 hits, 3 hits/md,
stunned 9 mds.

106-111 — Knocked out for 2 hrs, +10 hits, if no
helm then total of +33 hits.

112-113 — Sword through neck, +44 hits, dies
in 8 mds.

114 — Swoxd in mouth, +60 hits, dies in 2 mnds.

115-118 — Slash jugular vein, +24 hits,
12 hits/md, pass out after 7 mds.

119 — Cloven Head, +62 hits, dies instantly.

120 — Sever Head, killed instantly.

Torso Criticals (Slash)

Modifications: A: -20; B: -12; C: -2; D: +3;
E: +11; E+: 420

01-33 — Small neck, +2 hits.

34-65 — Minor slash, +4 hits.

66-80 — Slash across abdomen, +6 hits,

2 hits/md.

81-88 — Deep laceration across top of chest,
+7 hits, 2 hits/md.

89-98 — Deep pectoral slash, +8 hits, 4 hits/md;

99-100 — Side slash, blade separates two ribs and
lodges between them, +18 hits.

101-103 — Blade embedded under kidney,
+16 hits, 4 hits/md, stunned 3 mds.

104-110 — Slash LAT muscle, +12 hits.

111 — Diagonal penetration from collarbone to
stemnum, +45 hits, stunned 1 md until death,
blade stuck until victim is dead.

112-115 — Sever spine above waist, +34 hits,
20 hits/md, paralyzed perm..

116 — Disemboweled under rib cage, dies
instandy.

117-119 — Sword through stomach, out back,
Mmu.umsknd.xmnmdunﬁlduthbl

l?.()—swm'd lmpaledmhem., +85 hits, dies

stunned in 2 mds.

Arm Criticals (Slash)

Modifications: A: -20;
E: +2(

01-21 Small nick, +2 hits.

22-51 Minor cut, +4 hits.

52-75 Straight, deep cut, +6 hits.

76-82 Carve flesh from forearm, +8 hits,
3 hits/md.

83.94 Slash biceps, reveal bone, +10 hits, drop
hand contents.

95-98 Blade embedded in shoulder, +14 hits,
stunned 2 rnds.

99-108 Cut tendons in forearm and wrist, +1 hit,
+10 hits, drop hand contents.

109-110 Shatter elbow, +21 hits, stunned 6 mds,
drop hand contents.

111 — Fingers sliced off, +20 hits, 3 hits/md,

hand contents.

112-113 — Thumb sliced off, +14 hits,
3 hits/tnd, drop hand contents.

114-115 — Sever hand, +20 hits, 8 hits/md,
stunned 3 mds.

116-119 — Sever arm at elbow, +25 hits,
14 hits/md, stunned 6 mds.

120 — Sever just below shoulder, +35 hits, 20
hits/md, stunned until unconscious which is in
5mds.

C: 0; D: +10;

Leg Criticals (Slash)
Modifications: A: -20; B: -10; C: 0; D: +10;
E: 420

01-16 — No extra damage.

17-31 — Small neck, +2 hits.

32-69 — Minor Slash, +4 hits.

70-78 — Straight, deep cut reveals thigh bone,
+10 hits, 3 hits/md.

79-87 — Deep diagonal gash, +8 hits, 6 hits/md.

88-99 — Carve flesh from thigh, +10 hits,
2 hits/md.

100-105 — Sword point through thigh, +12 hits,
8 hits/md.

106-109 — Slice groin muscles, +10 hits, can’t
walk.

110 — Slice off calf muscle, +14 hits, 6 hits/md,
stunned 3 ds, fall to knees.

111-114 — Blade embedded in hip bone,
+13 hits, stunned 2 rds.

115-116 — Shatter knee, +16 hits, stunned 12
‘mds, fall to ground.

117-119 — Sever at knee, +22 hits, 10 hits/md,
stunned 14 mds, fall to ground.

120 — Sever at middle thigh, +34 hits,
18 hits/nd, stunned 4 rnds, then unconscious,
fall to ground.

Puncture CriricAL CHARTS

The Puncture Critical Charts for specific hit locations are used for the following weapons:
Javelin, Mounted lance, Crossbow, Long bow, Spear, Short bow, Composite Bow

Head Criticals (Puncture)

Modifieations: A: -25; B: -15; C: -4; D: +6;

E: +12; E+:420

01-28 — No extra damage.

29-39 — Grazes an ear, +3 hits.

40-55 — Cheek wound, +4 hits.

56-75 — Forehead gash, +6 hits, 1 hit/md.

76-85 — Weapon lodges in cheek, +5 hits,
hits/md.

86-91 — Weapon through the cheek and into the
mouth, +16 hits, stunned 2 mds.
92-93 — Weapon splits nose and penetrates
skull, +33 hits, stmned for 10 mds, dies in
21 mds if there is no intemal repair.
94-101 — Shot just above eye, can’t see out of
that eye for 16 mds, +10 hits. 1
102-106 — Weapon lodges in neck, +10 hits,

2 hits/md.
107 — Weapon through the neck, punctures
artery, +18 hits, 14 hits/md, uncénscious after
4.1mnds.

108-112 — Weapon stuck in jawbone, +14 hits,
stunned 6 mds.

113 — Weapon through the eye, die instantly.

114-117 — Weapon through the voice box,

+28 hits, stunmed 20 mds, passes out from

lack of oxygen after 6 mds, cannot speak, no
e.

118 — Weapon shot in the ear into brain,

+74 hits, dies in 2 nds.

119 — Weapon penetrates temple, dies instantly.

120 — Weapon in the mouth, through back of

neck, dies instantly.

Torso Criticals (Punclure)
Modificati

D: +12;

25-41 — 43 hits.

42-55 — 46 hits, 1 hit/md.

56-68 — +5 hits, weapon point breaks off in
‘wound, 4 hits/md.

69-74 — Weapon shot into belly, +14 hits,

6 hits/md.

75 — Fatal puncture wound in stomach, artery
punctured, massive internal bleeding, +38 hits,
stunned 6 mnds, dies in 8 mds.

76-85 — Weapon lodges deep in right shoulder,
+10 hits, 6 hits/md.

86-88 — Weapon pierces right rib cage and
punctures the lung, +24 hits, stunned until
unconscious after 2 mds, 6 hits/md.

89-98 — Weapon in the left side above hip,
+10 hits.

99-104 — Weapon cracks stemum but does not.
do much internal damage, +12 hits.

105-107 — Weapon enters body from the side
and severs spinal cord below the ribs, +41 hits,
stunned 8 mds, paralyzed permanently from
the waist down.

108-114 — Weapon cracks collarbone and.
punctures a minor artery, +12 hits, 8 hits/md.

115 — Weapon enters chest just under sternum
and breaks through the back, +82 hits, instant
death.

116-119 — Weapon lodges in a kidney, +36 hits,
10 hits/rnd, stunned 6 mds.

120 — Weapon punctures heart, +100 hits, instant
death.

Arm Criticals (Puncture)

Modifications: A: -20; B: -10; C: 0; D: +10;
E: 420 - - -

(e N e

42-63 — +4 hits as weapon punctures forearm.

64-75 — Weapon his biceps, +6 hits.

76—81 — Wenpon hits artery in biceps, +8 hits,

6 hits/md.

I e S
until weapon is removed,

91-95 — Weapon goes through the forearm,
+10 hits, 5 hits/md.

96-101 — Weapon goes through the biceps,
+12 hits, 7 hits/md.

102-103 — Weapon passes through the hand,
+8 hits, 4 hits/md, drop whatever was in hand.

104-108 — Weapon breaks a bone in forearm,
+10 hits, arm useless.

109-114 — Weapon hits shoulder and lodges very
deep, +14 hits, when removed, the tip breaks
off the weapon 4 inches inside shoulder,

6 hits/md.

115-117 — Weapon through the wrist, +12 hits,
hand useless, drop whatever holding.

118-119 — Weapon breaks bone and punctures
artery in upper arm, +28 hits, 10 hits/md,
stunned 4 mds, arm useless.

120 — Elbow destroyed as weapon splits the joint
in half, +22 hits, arm useless, stunned 8 mds
because of pain.

Leg Criticals (Puncture)
‘Modifications: A: -20; B: -10; C: 0;
+20

— Noextra dnmnge

29-38 — +3 hits.

39-47 — +5 hits/md.

48-61 — Weapon stuck in calf, +7 hits, can’t
walk until taken out, -2 mds.

62-78 — Weapon stuck in thigh, +10 hits, can't
walk until taken out, -2 rds.

79-90 — Weapon chips shinbone, +6 hits,
cannot use leg.

91-98 — Weapon enters one side of calf,
punctures artery and sticks out other side,
+10 hits, 5 hits/md.

99-104 — Weapon passes through thigh,
punctures artery, +12 hits, 8 hits/md.

105-110 — Weapon hits groin, +14 hits,
stunned 10 mds.

111-114 — Weapon sticks in thigh and the
weapon breaks off, +16 hits, 6 hits/md.

115 — Weapon shatters knee cap, +16 hits,
stunned 14 mds, can’t walk.

116-119 — Weapon punctures hamstring,
+10 hits, can’t walk.

120 — Weapon shatters knee from the side,
splitting the joint in half and lodging in the
bone, +28 hits, 4 hits/md, stunned 16 mds
due to pain, can’t walk.
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CrusH CriticaL CHARTS

The Crush Critical Charts for specific hit locations are used for the following weapons:

Club, Morning Star, Flail, Sling, Mace, War Hammer, Quarterstaff

Head Criticals (Crush)

Modifications: A: -25; B: -25; C: 0; D: +5;
E: +10; E+: +20

01-18 — No extra damage.

19-33 — Deep bruise, +4 hits.

34-46 — Impact causes laceration on scalp,
+7 hits, stunned 2 mds.

47-59 — Blow to the side of the head causes
dizziness, +6 hits, stunned 6 mds.

60-67 — Broken nose, +8 hits, 2 hits/md.

68-75 — Blow to forehead, +8 hits, if no helmet,
slight concussion, stunned for 36 mds.

76-86 — Split top lip and crack teeth, +7 hits,
stunned 2 mds due to pain.

87-94 — Broken jaw, +14 hits, can’t talk,
stunned 8 ds.

95-103 — Split chin, +10 hits, blood gushing
6 hits/md.

104-105 — Quick blow to the side of the head.
The left eye pops out of socket, +27 hits,

9 hits/md, stunned 21 mds.

106-110 — Strike to back of head, +14 hits,
knocked out for 2 hrs; if no helmet, major
concussion, an extra 70 hits and knocked out
for 10 total hours.

111-113 — Split forehead open, +20 hits,

7 hits/md.

114 — Shatter bridge above nose, fill sinuses
with blood, ears bleed, +36 hits, 8 hits/md,
unconscious after being stunned 6 mds, dies
in 12 mds unless internal repairs are made.

Torso Criticals (Crush)

Modifications: A: -25; B: -25; C: -1; D: +5;
E: +10; E+: +20

01-24 — No extra damage.

25-39 — Bruise, +2 hits.

40-53 — Solid strike, +6 hits.

54-67 — Knock the wind out of chest, +5 hits,
stunned 2 rnds.

68-76 — Blow to smmach causes victim to bend
over gasping for air, +8 hits, stunned for 6
mds.

77-85 — Blow breaks a rib, +10 hits.

86-91 — Hard impact splits pectoral muscle,
+10 hits, 3 hits/md, knocked backwards 4 feet,
stunned 4 mds.

92-98 — Blow bteaks left collarbone, left arm
useless, +12 hits.

99 — Blow shatters sternum, chest cavity
collapses, victim dies in 3 mds, +28 hits.

100-105 — Blow to backside ruptures ludney,
+22 hnm 8 hits/md internal bleeding, stunned

106410 Blow shatters rib cage, bones
puncture right lung, +18 hits, collapse from
lack of air, stunned 10 mds.

111-114 — Blow hits spine, cracks it, victim
paralyzed from waist down, +16 hits.

115-118 — Blow damages organs in stomach
area, +15 hits, +6 hits/md intemal bleeding,
stunned 2 mds.

Arm Criticals (Crush)

Modifications: A: -20; B: -10; C: 0; D: +10;
E: +20

01-24 — No extra damage.

25-52 — +3 hits.

53-68 — +5 hits.

69-78 — +8 hits, arm bruised badly.

79-87 — Sprained wrist, +8 hits, (40 to OB, if it
is on the weapon arm, effective until wrist
heals, which takes 10 days).

88-94 — Chip bone in elbow, +10 hits.

95-101 — Break bone in forearm, +11 hits, arm
useless.

102-104 — Shatter 21 bones in hand, +13 hits,
hand useless.

105 — Shatter elbow, +22 hits, arm useless,
stunned 10 mds.

106-112 — Quick, sol.\d blow splits bu:cps to
bone, +10 hits, 4 hits/md.

113-116 — Blow causes massive nerve dlmage in
forearm and hand, +11 hits, arm useless.

117-119 — Blow breaks upper arm bone,
+12 hits, stunned 2 mds.

120 — Blow shatter shoulder, force snaps
collarbone 0o, +31 hits, stunned 6 nds.

Leg Criticals (Crush)

Modifications: A: -20; B: -10; C: 0; D: +10;
E: 420

01-26 — No extra damage.

27-54 — +3 hits.

55-69 — +6 hits.

70-80 — +7 hits, thigh bruise.

81-86 — Charley horse, +8 hits, stunned 1 md.

87-94 — Hit knee from side, victim falls down,
+10 hits, stunned 1 md.

95-103 — Blow dents shin, +8 hits, victim drops
hand contents to clutch shin.

104-107 — Blow shatters kneecap, +12 hits,
victim can’t walk or stand.

108-112 — Blow causes an impact laceration on
the thigh, +14 hits, cut reveals bone, 3 hits/

d.

md.

113-114 — Blow cracks knee joint, +15 hits,
can’t stand.

115 — Blow shatters femur bone, +25 hits,
stunned 18 mds.

116-118 — Blow crashes groin area, +20 hits,
stunned 40 mds.

119 — Blow dislocates knee, +12 hits, sunned

mds.

120 — Blow shatters hip, +36 hits, victim falls
to ground, stunned 28 rnds.

115-117 — Strike back of ear, knocked out for
5 hours, +30 hits, concussion results and loss
of memory for 2 days.

118119 — Quick blow t0 side of head snaps
neck. Neck broken, +30 hits, dies instantly.

in 11

119 — Blow mpmms spleen, +17 hits, victim dies
mds.

120 — Blow to chest causes heart to stop, instant -
heart failure then death, +68 hits.

eyes bleed, dies instantly, +110 hits.

Some of you Shadow World afficionados may recognize
Andraax as the famous Loremaster turned madman who is said
toroam Kulthea stirring up trouble. Well, mad or not, Andraax
is still the leading authority on all things shadow-worldly. In
irregular columns the wise sage will hold forth on various
topics of interest.

—Biff

This column is devoted to Jaiman errata, as pointed out
to the authors by Mr. Michael Choate of Houston. He,
and several others, have asked for a complete race chart. T
have my little scribes working on it now; maybe it will be
ready by next issue. In the meantime he asks:

Question: The Entrance to the Catacombs of Ur. The main
door is three feet thick and made of Eog. It said (on page 54,
#1) that it was passed by a priest using a Passing spell. I can
find no Passing spell in the Channeling realm. Please
Clarify.

Aha! Very thorough of you! This was obviously a case
q/slbppy work on. tﬁepart q/t&ﬁastanau. Notﬁmﬁt the
priest was in fact an A or
with access to the Mentalist 'Pamry spells.

r

Question: Door #1 to the Tombs of Lankor (desaibéd on page
55) is supposed to be trapped. I cannot find what the trap is
supposedto be.

Another example of an unforgivable omission. If not
disarmed, the trap causes the bronze doors at the other
end of the corridor to close and lock; their inner sides are
lined with Kregora. The hall fills with a 5th level gas —
treat as a Respiratory poison.

Question: Could someone please explain what the Key of
Andraax mentioned on Page 59 does?

I think that I am somewhat qualified to answer.
While it was not clarified in the text, this Key is similar in
nature to the ring-Key described in the Tomb of Andraax.
adventure (pg 64). This Key would work.as well to enter
the Tomab as the ring which the Witch holds. It also has
other uses which I am not prepared to elaborate on.

Question: I would be interested in knowing about the Key of
Time that you speak of on page #43.

The Key of Time (or “Universal Key)is in the posses,
sion of the Jerak Ahirenreth, Kept at one of their citadels,
inside the A7k of Worlds. pp 58-59, Atlas Addendum.
There is insufficient space here to detail all of its powers,
but it is a perilous device indeed — far too powerful to be
controlled by even the powerful. Even the Ark of Worlds,
lined with Kregora, is incapable of fully controlling its
ability to warp time and space. Its power to open all
locked doors is a minor one, to say the least .

Andraax.

Laura Palmer and Bobby Briggs; are they
secretly twins? Andraax knows!
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With all the Shadow World books out now, we though it
would be nice to pmvnde mformauon about how to use and
connect

guidebooks in the Shadow World Series.

‘While most are already located near or on the continents of
Jaiman or Emer, those that could be ‘moved’ by the GM include
suggestions on how best to do so. Other books cover large or
immobile lands; ideas for “linking” these realms to the overall
plot line of Shadow World are included.
< Shadow World Master Atlas

This boxed product is the cornerstone of the series. It
mcludes alarge 3 ft. x4 ft. posler/map of Kulthea’s western

the World Guide 'y maps and
general information (as well as weather patterns and a history
of the Shadow World), and the Inhabitants Guide, covering the
races, beasts and plants of Kulthea. Tables, charts and stats
galore!
+ Quellbourne, Land of the Silver Mist

Set in NW Jaiman, Quellbourne offers a variety of low and
mid-level scenarios intended for small parties in search of
stand-alone adventures.
 Journey to the Magic Isle

Anisland east of the continentof Thuul, the Magic Isle—not
surprisingly — is focused on spells and spell learning. The
adventures are very specific and channeled. This is an ideal
location for fledgling magicians, but warriors will be bored.

Access Suggestion: The Magic Isle is isolated and so can be shifted to almost any.

location. It could even be a hidden isle, not appearing on maps, with no ‘fixed’ location.

-System Note: Fantasy Hero players should probably stay away; system information is
spotty because of the lack of spell support for FH at the time Magic Isle was published.
+ Demons of the Burning Night

This scenario takes place on the isle of Aranmor, southwest of Jaiman. It is an offbeat, eerie
setting involving high-level ancient evils and powerful demonic forces. Not for the squeamish
(or a non-magical party of fighters).

« Tales of the Loremasters, Book I

Seton the exotic Shinh of tropicalislands west. of central Emer
— adventurers battle oulcasts, bandits, vampires and dragons in this series of stand-alone
adventures ideal for FH gamers and RM warriors alike.

+ Star Crown Empire and the Sea of Fates

‘The Star Crown Empire s | d , fartoth ‘Emer. This
book is mostly historical and cultural ma'enal for the GM wnshmg tobegina campaxgn or send
hischaracters toanew land. Heavy on history. f special
interest to FH gamers.

Access Suggestion: Since it would require considerable work to move the Star Crown

Empire, or graft it onto a land adjacent to Jaiman or Emer, I suggest that the players

either must go there as part of an extended quest, pass through a Portal and arrive there,

or are forced there by a freak Ess@nce storm. If the players go intentionally, they could
brave the seas on their own, hire a ship with experienced crew, andlor hire a Navigator.

Note that there will not be any normal trading voyages to a place as far away as Govon.

Even from SE Emer it is a perilous journey across 1500 miles of treacherous open sea.
 The Orgillion Horror

A linked series of adventures begins in a small town along the habitable SE Uj coast in Emer.

Access Suggestion: Orgillion Horror has a slightly different mood than other Shadow

World Advenrure: Though it muches on the concept of the hideous Older Ones, it
8 few links to the common aspects of

Kulthea. lt is easily moved to /ust outside any city; the desert link explamed by a Portal

along the underground passage. Of special interest to FH gamers!
+ Kingdom of the Desert Jewel

Like Star Crown Empire, Desert Jewel is largely a ‘background piece, providing an overview
of a large arid land in NW Thuul. Not unlike ancient Egypl on our earth, Gethrya has a long.
history rich in religi itual. Desert Jewel h: andlayout material

Access Suggestion: Gethrya is far from Emer or Jaiman, travel there is perilous without
a Navigator. I suggest that a GM wishing to send his characters there have them encoun-
ter a strange, temple-like structure se: in a cliffside. It bears the symbols of Gethrya
(though the PCs wouldn’ t recognize them), and inside lies a gate. This temple in fact
exists in two places; it is a spacial link between Gethrya and another location of the GM’s
choosing. When the PCs emerge from the temple, they are in the Kingdom of the Desert
Jewel, and might require some special item to return.
« Tales of the Loremasters, Book II
Abook with ten stand-al “TalesII” provi of uniqs
GMs fill in gaps in their campaign. Of special interest to FH gamers.
Access Suggestion: While set in various locales across Jaiman, these adventures are
easily moved to wherever they are convenient.
+ Cyclops Vale & Other Tales
This features a series of nine linked, low-level but easily made stand-alone adventures set in
the Peaks of Pelegris, in the south of Tai-emer, on the continent of Emer. Of special interest to
FH gamers.
Access Suggestion: Because of the isolated nature of the peaks and context in these
adventures, they can easily be moved to any mountainous area.
+ Jaiman, Land of Twilight
This book i overview of the of Jaiman: i il racesand long,
tangled history. Exght medium to hlgh level adventures take players from the ancient tombs of
forgottenki f Priests of the Unlife! Four adventures can be linked
to form a mighty quest affecting the fate of all Jaiman.
Access Suggestion: This large book contains several ‘high-powered’ adventures. It is
best u:ed in concert with other books set in Jaiman (such as ‘Tales IT’) as part of a Quest,
I the other to advance the ch towards the large, sweeping
adventures found in Jaiman.
Islands of the Oracle
This supplement is set on the Abarquan Islands, 3200 miles east of Emer. Three low to
medium-level 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 Unlife’s power in the region. Of
special interest to FH gamers.
Access Suggestion: While in fact rather far from Emer or Jaiman, the GM could move
the Isles closer or even force the players there by utilizing a flowstorm at sea.-Acting like
a huge, random Portal, a sailing ship could be swept by a storm through a shimmering
curtain and transported thousands of miles (1o just off the coast of the Islands of the

tohelp

Oracle!).
,Sky Giants of lhe B:as; Stau- —e . "
£ Jaiman, in the asWuliris. Seven
low to medium-level adventures set in and around the realm of the Sky Giants and four detailed
cities/strongholds are provided.

Access Suggestion: Since this book is set in a relatively isolated area, it could be moved
to any region adjacent to high mountains.
Nomads of the Nine Nations
Explore the vast grasslands of southwest Thuul, home to the people of the Jengada Allied
Nations. Primarily a background book, Nomads has seven briefly detailed adventures.
Access Suggestion: Nomads is set near the Kingdom of the Desert Jewel, and GMs may
wish to tie these two together. Otherwise, the only expedient way to get PCs here is via
Portal or a Navigator-directed Teleport.
Norek, City-State of Jaiman
Set ina coastal trade city in southem Jaiman, Norek is packed with nine low to medium-level
adventures set both in the city and in the surrounding countryside. Of special interest to FH
gamers.
Access Suggestion: While linked to the Jaiman political situation, Norek could be moved
without too much difficulty to another temperate coastal area.

PRrRODUCT SUMMARY

Title

Shadow World Master Atla
Emer, the Great Continent..
O

The Magic Isle
Demons of the Burning Night
‘Tales of the Loremasters, Bool
Star Crown Empire
The Orgillion Horror
Kingdom of the Desert Jewel.
‘Tales of the Loremaster, Book I
Cyclops Vale & Other Tales ...
Jaiman, Land of Twilight
Islands of the Oracle ..
Sky Giants of the Brass Stair
Nomads of the Nine Nations
Norek, City-state of Jaiman
»

but adventures are covered only briefly.

+ Not set on Emer or Jaiman; requires difficult travel; or GM can ‘transplant” it.

‘6
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BEING A STuDY OF WHAT Is AND WHAT ISN’T
by Dave

Transcribed by Aston

‘What's going on, dudes? I'm Dave, here to tell you all what’s the Word. People come up to
me all the time, because that’s the kind of guy I am, andtheyaskme, “Dave, so like, tell mejpsl
‘what is and is not like the thing that like everyone is talking about?”

‘Well, you can imagine that I’'m under a most stupendous amount of pressure to come throngh
for these dudes. I mean, they want to know, you know? So to make my job of trend reporting
all the more easier on my brain, I have taken to writing my observations down for future
reference. % ‘

‘While this has helped me pass on my vast ion of it has al: me
like this amazing reputation as the guy to ask! So it was like just a matter of time before those

" most bodacious dudes and dudettes at ICE gave me a call and said, “Dave, could you tell all of

our loyal readers the latest on what’s hip, what’s hop, what’s in and what’s aflop?” Well, I didn’t
‘want to hear any more stupid rhymes like that so I'said, “Sure! Butlike, stop doing that DJ thing.
“You sound like Casey Casum!”

So here you go. Thisis what I, in my wisdom unsurpassed by mere mortal men and a couple.
of gods (except for the guy with the hammer, who’s just too rad) deem what’s hot, and what’s.
not.

WHAT’S HOT

Cyber-Techno-Anything Games - If it’s covered with chrome and it’s stuck on your bod, it's
just too cool.

The New Kids on the Block - Yo, dudes, go back to your own block. Here’s somcﬁxy 10 for
the trip.

Cheap Cola - Put it in a glass and no one suspects

’re broke!
wouldn’thave to iends would
Paula Abdul - Deep, deep sigh ...
The J: Cool culture, cool language, cool mys, cool mvnes and the m

Canuck Corner

This month, Kevinis just way too busy to spout off on how great the North
Country is. He also has no insights on new Canadian strategies which are
destined to bring about the fall of American civilization as we know it. He
doesn’t even have anything new to say about how much more virtuous
Canadian women are, compared to their counterparts.

In fact, Kevin is currently just plain-out shirking his self-proclaimed re-
sponsibility to denigrate American culture at every turn. We asked this
proud patriot why he couldn’t find the time to give us a few more pearls of

Canadian wisdom. This is what he told us:

“Outof my face, you lame-ass reporter. (o
You think I’ve got time to talk to you
when I've just rifled through The Body)|
Bank, Death Valley Free Prison and
Armored Reserves? Now I've got a
month to write The Ptolemean Wars and
get the next Cyberventure out. Talk to
you? Ha. You must think the sun shines
out your... Listen, I'd rather have my
nostril hairs sucked out by a wildebeast
than waste my time writing more of that
1Q trash.”

Kevin was last seen running down the
hall to the production department trailing
frothy spittle and ranting incoherently.
Pages from a half-eaten manuscript were
strewn in his wake. ‘Nuff said.

Editor’s Note: we have it on excellent
authority that Kevin is actually vaca-
tionioning at that Canadian den of inig-
uity: One-eyed Jack's.

R

\ ‘) )i

cartoons you are ever gonna see!

Science-Fantasy Games - Auntic Em! AurmeEm! I’m n'apped between gﬂm‘ ‘Iflm‘é’snn:
place like the dungeon! There’s no place like the spaceship! AAUGH! A

Rap Music - Phum Pa Thum Pa HHUH HHUH HHUH ... I love it!

Nintendo - When I was akid Ihad an Atari 2600 and an eight-track tape player. Get nlcpu;un'e"

Games with Figures and Stuff - Oh man, do I love toy value!

The Abortion Issue - I'd like give my opinion on this but I'm not like the most totally stupid

on the face of the palnet, you know?

2nd Editions, 3rd Editions, etc. - Hey, Steve, how many times are you gonna print the same
thing over and over and over?

President Bush - Riding the coat-tails of Gorby ..

Sex Education - So are  you people ccmplewly nmve or what?

British Game C: find out exactly how much you’llpay for somelhmg

Gorby - DUDE!

Solitaire Games - I always catch myself cheating.

The Simpsons - Just like back home ...

Little Green Ninja Dudes - What arad comic! What a bodaciously cool movie! What agnarly
video game! What a confusing game!

WHAT'S NOT

Yuppies - You're old, dude, old. So grow up.

Sushi - Like, I fold you it wasn’t cooked! But no, you had to eat it anyway!

Modern Wargames - So like, what if they planned for this humungoid war and then everyone
started being cool to one another? No World War III? Boy, is Frank gonna be angry ...

Jim and Tammy Faye - You’re forgiven, now shut up.

The Japanese Yen - Going down, down, down ...

Country Music - Thank God. I was about to have this, like, major cow.

Apartheid - About @#$%& time, you know?

Oat Bran - ‘Course, I'll still eat that chair over there if it has a little in it.

Disco - Not quite Stayin’ Alive.

General Manuel Noriega - Just plain boring.

One-Hundred Sided Dice - Fore!

Roommate Conflicts - Nobody Knows the Trouble I'm Between ...

That’sall we have for today, dudes! Gotany questions you wantopinionized? If so, letme know. .
So, like, go to the next article ‘cause I'm done here. It’s probably almost as cool as this one!
And remember, Dave knows!

Dave

oSummer Beach Issug", June, 1990
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Affer a hiatus which as gone on Iar too Iang We're

bringing back the ”Mugshots" column, spotlighting vari-
ous Iascmatmg ICE emplayees This issue we present

1. Haines Sprunt

Hmnes Spnmt, ICE cover design specialist, is the true mod- 3
woman. Violinist, poet, and nature lover,

the P After

with Art Honcho and Produchon Commissar T. Kevin
Amithor, | thought it would be clever to have the Produc-
tion/Graphics personnel write Bios on each other. They
drew names, and this is what happened...

— Biff

Andrew Christensen
Andrew Christensen is ICE’s resident paste-up
whiz, stat-camera connoiseur and pessimist-at-large.
He has stated that his goal in life is to achieve the

Halnes is the person responsible for the spectacular, eye-
‘catching graphic wonders thatare ICE’s covers. Everyone here
knows Angus would be nothing if it weren’t for Haines’ genius.
She rules the Art department with a Kevlar encrusted, titanium
fist. The product. ednms will not cross her Production and
inh ce, proffer-
ing Mac IP’s in hopes of gaining favor or gamermg mercy. The
gentle monotone of the NPR DJ’s and the strains of the motion
picture soundtrack Top Ten keep her scorching wrath soothed
for the most part and her single-handed preservation of ICE’s
graphic image is usually enough to preserve her aura of crush-

perfect halftone, and often spends kends and
evenings in the darkroom perfecting his technique.
Andrew recently graduated from the University of
Virginia with a degree in English; however, he’s
gotten over it and is now completely satisfied with
his present and future life-long career at ICE. Turn-
ons for Andrew include “Thunderscanning™.,” wax-
ing naked, and baking delicious chocolate-chip
withjust a dash of extra vanilla (mmm. . .).
is also an acoomphshed film cnuc, whose
includk such

ing power without forcing too many tedious searches for

'ploy

Jennifer Kleine
It is a story of a mild-mannered, red-headed English major
from Cincinatti, but therein lies a tale of greed and decep-
tion!,

g

She was an exmp}ary
leader in and out of the Production D C
and fans alike would watch in awe as she pagemade even the
most difficult of products at hghmmg speed. But alas our tale
has an unfortunate turn. It began when Jennifer grew tiresome
of Shak and Faulkner. She wanted a little more action
in her reading, so she bought a biography of Ted Bundy. She.
was taken by this "dark genre" immediately. Her desire for the
occult and the morose overtook her, as her friends began
noticing personality changes. She traded her 10-speed for a
Harley, her sweaters for a leather jacket. She developed a
strange obsession with silent curtain rods. Eventually, her
greed for power grew so strong that she subtly drove her super-
visor to an early retirement and eased herself into the position.
An old boyfriend claims, "She always told me she was going to
get that midget's job."

At this point there are still many unanswered questions—
Was this other personality always there? How is she so fast at
PageMaking? Did Lee Harvey Oswald act alone? and What
was she doing with that woodchipper at 3 in the moming?

Join us next week when we may or may not give you the
answers.

Suzanne Young
Suzanne is our perky, bright-eyed, lame-duck production
snpervlsor Normally a frenzied blur as she runs around
organizing the office (“All right you gnys! ‘Who has all my red
pens"'"\ qn-mmn taken king aboutin black

her Ph.D. in English literature. We will miss the familiar sight
of her hunched over her desk, hurling layouts and illustrations
around as she mumbles long passages from Kafka and
Nietzsche, or hums gospel songs to herself. When she’s not
trying 10 pry text and art specs away from E&D, Suzanne can
be found in Paste-up, busily inking in turtlenecks and tweed
skirts on the more scantily-clad Spaumasler maidens.
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Kevin Williams

While genmlly a well-behaved boy, Kevin did have a i

vents at school, an obsession
that eventual.ly ]cd o an unhappy encounter with corporal
punishment.

During his later youth, Kevin enjoyed the lifeguard power
trip: sitting in a very tall chair and terrorizing neophyte swim-
‘mers while doting parents hover at poolside.

Now a full-grown adult, Kevin is tallest of the P&G staff
(towering over the beanpole-like Will Hyde by at least three
inches). Kevin is nevertheless fomed to sit at the smallest

theroom. F of physical
and psycholog:cs.l pmlshmentmﬂmedby Suzanne; if so, ithas
failed to dampen Kevin's good humor (though he has had
trouble standing up straight lately....)

Asone of three graduates of the University of Virginia Archi-
tecture School working at ICE (the others being Herr Amthor
and Editor Jesssica Ney), this refugee from Chatanooga finds
some fulfillment by inflicting massive grid plans on imaginary
cities in Shadow World. In response to Kevin's announced
intention to get a job where he can build 'real' buildings, P&G

Amthor tochain him toa

and cancel his i F

Kevin is noted around the department for his stoic Pagemak-
ing, Sahara-dry wit, bleary-eyed morning arrivals and some-
what disturbing ice cream fetish. He is also wanted in seven
states for assorted moving violations (some committed behind
the wheel of a car).

Right: the department gathers on the roof of ICE's downtown
headquarters to catch a view and perhaps a nap.
Below: the Production Dept gives the correct Twin Pe

secret sign (except Kevin, who is a member of the Bookhouse
Boz‘si,e and elusive manager Terry, who appears to be left-
handed)

& GRAPHICS DEPT.
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Ted Dinwiddie
Ted hikes to ICE every day from his home high atop A!‘wn

all kinds of wudwrte get to work. Many is the time he has |
the distance. The adjustment to working in the city has |
been rough on Ted, but he is lcarmng to wear shoes on regular |

howheeﬂdedw working for Iron Crown. Tedandln wifeLisa
have a baby daughter named Branch, who was born during an
unusual trip to a logging camp.

‘When asked what he would most like to contribute to the
world in his lifetime Ted rephed”Mnre beer.”

auto-

William Hyde

Name: Will Hyde (to his enemies, Dr. 'lypefaoe)
Ambition: “To dedicate my life to the creation and prolifera-
tion of stylishly innovative and profitable fonts!”
If He Could Be Any Typeface: Bauer Text Initi:
Ardent Wish: A lifetime supply of Cheez:
Favorite Mac Feature: Multiple Undo.

Not long ago, Will had a close call with a multiple undo. We
were all working busily in ICE’s action-packed Production
department when, from the vicinity of Will and his machine
(where he was working with heart-rending diligence ona Hero
product), we heard, “Oh no! Undo! Undo!” followed by a

strangled cry. We looked over at Will. He had suddenlx A

become very small. “Will!”” we said. “What happened?”
“I-I-I think I Undid too far!”
He was obviously perturbed. And about six years old, from

the looks of it. We thought fast. “Hit Redo, Will,”we cried.

Soon he was back to normal. “Gosh, you sure gave us a scare,
Will,” we said.

““Geez...y’all are a hoot. Tknew what I was doing,” he said.

We suspect he wasu’ymgloensesomeufthalmne
Hampden-Sydney, but we’ll never know for sure.
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We have a very special letter for Coleman’s Corner in this

—Ed.

Nov. 1989 — April 1990
Dear Iron Crown,

Six of my player’s characters and 10 of their
retainer characters want to attack (i.e., slay, de-
stroy, wipe out, nuke) a small group of 3000 Orcs
and Trolls. They claim that it should be automatic,
while I claim that they might lose a few of their
retainers. When will War Law be out so we can
settle this dilemma?

Yours with Bated Breath,
Monty Hall (and A i

It was at this point that
we tentatively planned
the project for a Fall 1989
release. At that point, our
Marketing department got
sucha good response from
distributors and retailers
that we put an announce-
ment in several places.
Unfortunately these an-
nouncements were pre-
mature. Since then we
have firmed up our prod-

What!? Isn’t killing Orcs one at a time good
enough for you? Now you want to slaughter them
wholesale? Just use Arms Law, make one roll, and
multiply by the sum total of your characters’ level
plus the sum of their magic item bonuses plus their
total IQs plus ...

But seriously, over the last four or five months,
1 have gotten dozens of letters asking “When will
War Law be out?”’; so I thought I would take this
opportumty to give everyone the same answer at
the same November 1990 that’s it, that’s

Ha ]ustlclddmg agam here s the whole story In
late 1988, we gota ﬁrst dxafz submission for Army
Law( dn’tcalli hat’s what the
U.S. Ammy calls their legal system, and there’s no
way we at ICE can fight a copyright like that). It
needed some work, so we got the authors (Ron
Goral and David Eubanks, no relation to Bob) todo
another draft. That got to us in April 1989, and it
was in good shape for what it was intended to do.
That draft was intended to be a completely general
mass combat system in which a GM made numer-
ous detailed decisions for every aspect of a battle
that could have from 2 to 1000’s of participants.

uct annc proce-
dures, and tentative prod-
ucts are no longer an-
nounced. =
At this point, we decided that War Law needed (in

addition to the material already presented) a battle -

system that made many of the key battle system
decisions forthe GM (e.g., scale, unitsize, abstracted
losses and unit integrity, morale, when to go to the
bathroom, etc.). It was also decided that this needed
to be done in-house (i.¢., by me). I spent a few weeks
onitand then other projects requiring less prep work
began to take priority over it: Cyberspace,

a&a W@Eﬂmﬂm&le@glﬂompamon,
v,

g Letterman,
sleepmg, World in Flames, etc. Plus, as Editing and
Development Manager my day-to-day workload has
exploded due to our increased product flow; an
average of 4 products and 300-350 pages a month.

Basically, War Law got shoved onto a back burner.
But now I'm just about ready to start again. It should
take about a month of my time and about a month of
playtesting, so we should be able to schedule it for
Oct. or Nov. of 1990 (probably Nov.).

War Law will be a boxed product with a hex-based
display system and counters; and should sell for
$25.00-250.00 (ha, just foolin’). It allows the devel-

Coleman

opment of units and their skillsusing
a RM development point cost sys-
tem. Itincludes a ‘mass attack table’
for each of the basic RM attack
tables, so that weapon attacks by
groups of combatants can statisti-
cally approximate the actual RM
tables. It includes morale rules,
maneuver rules, ferocity rules, lead-

ers, formations, fortifications, his-
e mgcét%“a'i‘ considerations,

tables, more tables, even more tables, and then

even more tables, — this productis all things to all
people! It’s better than Sex! ... huh?, sorry, I got
carried away. It’s not better than sex, butitis better
than baked bread!

So, stop calling and writing about War Law, I'm
working as fast as I can on it — well, maybe not,
there is that beach trip in June, and Origins in
Atlanta, and tubing, and cook-outs, and swimming,
and parties, and ...

Coleman “Quit Bugging Me” Charlton

m—————

| .. In

: The L.Q. should be available on publication at your favorite retail hobby sto:

YOURTQ AT ZERO? ™

ut if you want to make sure you don't miss an issue of this informa-

1 tive, entertaining rag, we will send the I.Q. direct to your home.
1 You are cordially invited to obtain a membership in the Iron Crown Quarterly Society. Just Five Bucks for five full issues of System updates, pre-
1 publication news, gossip and mindless drivel delivered to your own home. What more could you want? (Non-U.S. Subscribers write or call for exact

subscription rates).

1 Just send this form or a facsimile with your payment (make check payableto to I.C.E.) to: John Brunkhart, 1.Q. Subscription Manager, P.O. Box 1605,

SUBSCRIBERS! This may be your last issue! Check your mailing label;
the number in the upper right is your last issue number!

1 Charlottesville, VA 22902
1 NAME
] Address

JOE GAMER

: City
| State "% 7Ip

1 e e
1 Start my subscription with issue #

1234 MAPLEVIEW DRIVE

CENTERVILLE, ILLINOIS 50301

G 1
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TONS HOT PICKS

BRAVIRN

WRITE for ICE!

(AND GENERAL NEW RELEASE UPDATE)

Currently over 80% of ICE's published products are de- . ST.# TITLE PRICE LINE
signed and written by out-of-house authors. We are always MAY’90%*;
looking for authors | designers for a variety of product lines.
e ) ey e ACI15.............Adventurers Club No. 15 .....$3.00 .HERO
before youbegin to actuallywork on aproject. The ICE contact. 409. v 210:00! ..CHSP
is listed for each series. :
Middle-earth module series: below arc listed some suggested. | [['&7> 1800.............Rolemaster Companion IV ...... seineenee$13.00.........RMSB
topics for the M.E. module lines. .
ICE Contact: Jessica Ney. 6100.. ...Emer Boxed Set 30.00 SWSP
ME. Reqdy—lo-Run modules: MERRs may be setin any of the l@b
territories covered by our existing modules. (S 7010*.............Silent Death (Metal Express series) ...$40.00.........SEMG
M.E. Adventure modules: Open topics include: Harondor,
Edhellond, Linhir, the Ettenmoors, the Old Forest. JUNE:
M.E. Campaign modules: Open topics include: the Shire, a * =
Dorwinion campaign, Western Gondor, Enedhwaith, Old 410.............Kingdom of Champions ............ voexessis DL 81000 5s,. CHISE
Piikel Land, efc. = 312 2 Gorgoroth $18.00 ..

Fortressesof M.E.: Open topicsinclude— Cair Andros, Mount
Gram, any one of the seven Gondorian Beacons, Ar
Pharazén’s monumental tower in Umbar, any one of the
‘White Towers of the Tower Hills, the refuge at Dunharrow,
etc.

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

Space Master module series: Campaign modules and Adven-
ture modules for use with Space Master.

ICE Contact: Kevin Barrett.

(e, Series: different format ?
ICE Contact; Kevin Barr. 909 Revenge o d
Star Strik tproducts: ol ithad 910 Pharsii IT
tures, ships, and crews for use with Star Strike and Space S
Master. ICE Contact: Kovin Bartt. 911 Pit Viper

Shadow World Rolemaslerll"antxsy Hero modﬂe series
(first mleases in March 1989): We are looking for FRP
and ipts that fit into the Shadow
Worldof. /Fantasy H dcanbei dinto
and used with anyone’s campaign.
ICE Contact: John Ruemmler.
C: ign Classit i for Fan-
tasy Hero and MERP) based on a readily recognizable topic
/ setting (e.g., Arabian Nights, Vikings, Pirates, etc.). For
example we have published a Robin Hood module and a
Mythic Greece module. ICE Contact: Kevin Barrett.
General FRP material: ICE plans to publish articles for the
TIron Crown Quarterly and Rolemaster | MERP supplements.
Such projects will include material from anumber of different
optional rules, of traps, collec-
tions of mems, of “ s of
“lairs”, f generic mini
izing and itting your i hFRP:
way for youto getyour materi: and forus (and you)

etc. So organ-
ialisagood

JULY:

s il S T e Al $4.00........
Death Valley Free Prison .................... $16.00..........CYSP
.Norek, City-state of Jai $13.00 SWSP
$15.00 AAA

S Fantasy HERO Companion................ $15.00........HERO

705 Ice Cubes $4.95 ALL
[[5°913-918 .Ships of the Ptolemean Wars........$4.00 each.........MXM
1050. .Mythic Egypt .$16.00.........CACL

8016. (GHOSLWATTIOTS oot oo B s . 810,005 MEAM

* Tndicaf,

togetan ideaof your design/writing/ abilitie:
ICE Contact: Coleman Charlton.
Rolemaster Companion material: Periodically we publish
optional rules, guidelines and material for Rolemaster 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 Rolemaster
Companions ICE Contact: Coleman Charlton.

Write for the I1Q!

SHIAON A

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

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

MEAM = Middle-earth Adventure Module;
MERR = Middle-carth Ready to Run; RMSB = Rolemaster Sourcebook; SMAM = Space

Shadow World Support.

AL l@b " Indicates Aston's Best Picks

Master Adventure; SMBG =
Space Master Boardgame; SMSS = Space Master/ Star Strike Support; SSCS = Star Strike Combat System; SWSP =

"Summer Beach Issue”, June, 1990 11
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Silent Death

SYSTEM UPDATE

Silent Death, ICE’s first
Metal Express game, is
bound to be a smashing suc-
cess. As a follow up to this
miniature-based space
fighter combat game, we've
planned the release of The
Ptolemean Wars — a Silent
Death campaign. It will in-
clude the Starcraft Displays
for six new miniatures, as well
as a bundle of scenarios to
play them in. Silent Death
Rules Annex #1 will also
appear in The Ptolemean
Wars. This addendum will in-
clude rules for new torpedo
types, new energy and projec-
tile cannon, and a system
which will allow you to gener-
ate Starcraft Displays for
miniatures produced by other
companies.

Look for The Ptolemean
Wars in early fall.

NOTE!

g Produced and Distributed by x i
e = Ptolemean Wars will not be
WA Charlottesville, VA 22902 out before Sept-Oct; do not

EEE‘;TL m%?ﬁfgs t—~f call Customer Service for

COMING THIS SUMMER

December 19, 2020

10 NOW AVAILABLE
WORLDWIDE?

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

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

AEH HOBBY, Norway

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

CHRIS HARVEY GAMES, UK.
HOBBYGAMES, UK.

CITADEL GMBH, West Germany

Please contact ICE for mailing address of above ac-
counts if needed.

ICE will fulfill overseas subscriptions at the rate of $12.
(USD) for 5 issues. Please prepay by International
Money Order or check drawn on U.S. Bank. Also
Pplease indicate issue # you want subscnpuon to start
with. All7Q’sordered for

via Air Mail. Sorry, no surface rates available. John

details; write to Kevin if you P.0. Box 1605, C| ille, VA 22902
oo iy & Sl o o —— —
NOW THAT YOU’VE FOUND YOURIQ ...  LostRealmof Cardolan Shyy 12 ADVENTURE & CAMPAIGN SUPPLEMENTS
'We'llclue you in on products currently available for MERP, M’;n:'a‘m“hd ST#3110 - War On A Distant P‘h':l:m
Rolemaster, Spacemaster and a partial list of HERO system L oo:m N munm 15
i ts 1l it select sto; distribu- pire of the Wit
tg‘;a'rgxlngpmdnc aswell... now at select stores (or distribu o MIDDLE EAR’I‘H

(Prices are Manufacturer’s Suggested Retail - USD)

Lesgue of Merchans ..

Raiders From the Fron 59
MIDDLE-EARTH ROLEPLAYING i SHADOW WORLD(for Rolemaster & Fanmsy l-lero)
RULES & SYSTEM SUPPLEMENTS CITIES O] Shadow World Master Atla:
4 i ST#80007.. $10 i f By
ME%; %:l:!“:'Wk STH#8100 $15 ROLEMASTER Dcmmo; mlgx:{;ml
) .. STHBOOL ..o $6 ( , 2nd Edition Rol has a Red Band) ?{: 8::1:«??:« £
M:E Guidebook ST#2200. 59 RULES & SYSTEM SUPPLEMENTS Kingdom of the Desert Jow
M-E Guidebook II. STH2210 1 Rolemaster 2nd Edi ST#1000 $38 Tales of the Loremasters, Bk
Lords of M-E, Vol 1 STH8002 12 (Contains #1100, moo & #1300) Cyclops Val
Lords of M-E, Vol. II. STH#8003 12 Amms/Claw Law(2nd Ed) Jaiman, Lang
Lords of M-E, Vol HI STH8004 12 Spell Law (2nd Ed) Tslands of the Oracle
£ Middle-earth THE00S 10 Character/Campaign Law(2nd) Sky Giants of Brass Stair
Treasures of Middle-carth THI006 $15  RM Combat Screen .... Nomads of the Nine Nations ST#601
ADVENTURE & CAMPAIGN SUPPLEMENTS Creatures & Treasures ST#1400 12 CYBERSPACE
Creatures & Treasures 1T ST#1410 13
Rolemaster Companion | STHIS00 2 NEAR FUTURE RPG
Rolemaster Companion II .. STH1600.... 12 Cybe
Rolemaster Companion Il & Megacorps ..
Elemental Compani STH#1510 15 (F;dsw"
CAMPAIGN CLASSICS
Robin Hood ST#1010 s15 HERO SYSTEM
Vikings. ST#1030 $13 HERO SYSTEM RULES & CAMPAIGN BOOKS
Pirates ST#1040 s15 Hero System Rulesbook 500 $20
SPACE MASTER Ninja Hero 501 $17
RULES & SYSTEM SUPPLEMENTS CHAMPIONS RULES & SUPPLEMENTS
Do on e St Rran e (e oo
onthe (Note: Contains Hero System Rules, #500)
Deniens of e Dark Wood §—,w,,}, Ghampions GM S ST#401
lazards e Harad d Games. ST#402
Rig:h £ Roh ’ Stiois S‘r" “cﬁ':m = Jfﬁs
R Vessel C ium #3: Imperial Ships STHO013 ystic Masters
Lorien ‘The Zodiac Conspi STH406
Havens of Gondor ST#3300 12 Rl STE00 Tivisiois Tacse Eort STHAOT ..
Sea-Jords of Gondor. T#3400 12 Day of the Destroyer ST#408
%) s i IO Volume XXV #8

12
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VISIT ICE AT GENCON
% OREESED

Learn to play SILENT DEATH
Private Lessons From the Designer at the
Demo Booths!

BUY OUR NEW TITLES!
BUY THOSE OLDER HARD TO
FIND TITLES!

A Trivia!

teJ
Sty
i ,,Io”-g;ta “afe
Don't Miss
"Christmas i e
August™! DE
' Welcome the return of
Santa Returns! ALOHA fantasy HERO
“ STAY TUNED: NEXT ISSUE FERTURES MUGSHOTS OF THE GEN CON BOOTH STRFF!!! —II

GENCON EVENTS SPONSORED BY ICE

(see the GenCon PreReg Booklet for details)
Seminar: “What’s Happening at ICE?” — grill the designers!
Demo: “Silent Death — Metal Express” — learn this new game from the = designer himself!
Demo: Bladestorm — get a sneak preview of ICE’s upcoming fantasy miniatures game/system!
Seminar: “Fantasy Hero” — grill those who survived yet another revision and lived to tell!
Demo: “Name your Genre” — HERO System pros take your challenge to  gaming with their rules anytime, anyone, anywhere!
Seminar: “Meet HERO Games”— another chance to grill editors & designers abouth Fantasy Hero or any other HEROic topics!

"Summer Beach Issue', June, 1990 3
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NEW RELEASES

(See Aston’s Picks for Release Dates)

Stock Title Price

AC15 Adventurers Club™ (AC) Issue No. 15 $3.00
‘The second issue to use the new comic-size format. This 32 page bible for HERO Game
players includes material 'y to the new rules for Ch ions®, Hero System™ , and
Fantasy Hero™. This issue provides a complete Champions adventure, gmdelmes for setting
up a mentally balanced superteam, previews of upcoming products, and much, much, more.

410 ngdom of ChamplonsTM $18.00
A 208 page k for Ch ions® set in Her Majesty’s United Kingdom of
England, Scotland, Wales, and Northern Ireland. Take your All-American to

Stock Title Price
AC 16 Adventures Club No. 16 $3.00
The Fanmsy HERO lssue' AC16 will contain a complete Fantasy HERO adventure. It also
errata. Add on new product previews, regular
features, and a new Champlons cartoon, and AC16 is a must-buy for HERO fans. This will be
the first issue in our “beefed-up” 48 page format.
502 Fantasy HERO™ Campaign Book $20.00
Ongmally listed for May, lhlS lcng awaned producl is bemg taken in-house for editing by Rob
f the

Britain and match wits with new dastardly British super villains. New campaign material for
adventuring in the U.K. as well as a dozen scenarios complete amajor support piece for the top
selling Champions hardcover. It’s time to leave behind the New York skyscrapers, and explore
a country where you think you speak the language. Welcome to Modern Britain, the Kingdom
of Champions.
1800 Rolemaster Companion IV™ $13.00
Rolemaster Companion IV (ROCO IV) continues the tradition of this top-selling series, by
expanding ICE’s Rolemaster fantasy role playing system with a variety of optional rules, spell
lists, and guidelines. In addition, this 96 page supplement provides a complete index of all
Rolemaster spells and spell lists, along. wnll a complele Checklist/Index of all optional rules,
and spell lists in ion,and th I Compan-
ionsI-IV. So,summon your sages, get Our your sp ‘wvlr d yourquill-pens— your
campaign is about to be enriched by Rolemaster Companion IV.

3112 Gorgoroth™ $18.00
Fromthe blasted plain of Gorgorothrises Mount Doom. Sauron harnessed this volcano’s fires
to-forge the One Ring, and only here can the One be This 144 page

suitable for Middle-earth Role Playing™ and most other major fantasy RPG systems, includes
a four page color insert; and details lhe major strongholds of Gorgoroth — mcludmg Mount
Doom and Carach Angren. Three acf icked scenarios. (%Qy S
pected entre to the volcanic plateau thax smokes under Sauron’s o -
8016 Ghost Warriors™ $10.00
Solve the mystery of the Riddle Caves, the dark labynmh twisting through the roots of the
southern Misty Their y to th y of the Ghost Warriors that haunt
the foothills, and the bizarre rituals pracused in moonlight by a revered shaman. This 48 page
adventure module for Middle-earth Role Playing™ contains a color terrain map, three chilling
adventures, and a new system for cavern adventuring.
5104 The Body Bank™ $10.00
Here are a batch of all new characters for GMs and players of Cyberspace™ and the other
Cyber -genre games. The second in a series of Cyberspace character r compendiums, The Body
27of§zn isco’s most
herown i 16 of them in full color! TheBodyBank
is 32 pages with a eight page color insert.
5105 Death Valley Free Prison $16.00
To deal with an ovcrburdenad pnstnn system, Death Valley and the Mojave Desert are
into a i urity iary in 2070 AD. By 2090, people are entering of
their own volition! The Jalled gangs and entrapped settlements are awash in petrol fumes, axle
grease, and twisted pride. Enter the Death Valley Frzz Prison campaign area where your

Cyberspace™ characteris bound forafist-full of high . This 112 pag with
a four page color insert is the largest Cyberspace support product yet.
6100 Emer™ The Great Continent (Boxed Set) $30.00

A new giant boxed set to complement the Shadow World legacy, Emer will consist of two 96
page books, a full color continent map and four color city maps. The first book is a supplement
to the Shadow World Masler Alla:. mcludmg new races, gods, and general information about
the Shadow World. The A timeline, ancientartifacts, hidden
places of power, and for all Shadow W date. The second
book will survey Emer, the Greatest Continent on the Shadow World. More than a dozen
kingdoms inhabit this land, from the floating city of Eidoln to the steaming jungles of Khum-
kaan to the hidden land of Itanis.

= 7010 Silent Death™ — the Metal Express™ $40.00

Silent Death is an exciting new boxed game of space fighter combat. Crammed full of metal
miniatures, dice, maps, counters and more, Silent Death pits man and machine in an endless
struggle against brutal enemies, and the cold hard vacuum of deep space. With simple rules and
marvelous components, Silent Death is sure to be an instant hit with Sci-Fi fans and gamers.

. Inaddition, aLarry
Elmore cover is planned. Expect a dynamic pmducl in late July, just in ume for the Gen Con
convention. Fantasy comes to the HERO syslem‘ This full-fledged 208+ page Campaign Book
shows  you how to run a fantasy campaign using the HERO system. There are extensive
for designing fantasy setting up a magic system, simulating fantasy
combat, and setting up a fantasy campaign. Dozens of fantasy weapons, hundreds of spells,
quick character design templates, a mass battle system — its all here! Also provided are
conversions for most major Fantasy Role Playi products
with their Fantasy Hero (FH) characters. Top it tall off with ready- -to-run scenario ideas and FH
becomes a must-buy for any fantasy fan. Sure to be a big hit for summer.
503 Fantasy Hero Companion™ $15.00
More, more, more! Hoton the heels of the revised (and awaited) Fantasy HERO™ ,
the 144+ page Fantasy HERO Compaman lwseveryt.lung you would want to make your Fantasy
HERO better. Th icitems, more beasts,
and more Colleges of Magic. Also included are rules for mass combat and floor plans for fantasy
locations. So expand your horizons even further — pick up the Fantasy HERO Companion.
705 Ice Cubes™ $4.95

A compl f six p diceina case with gamil Included

are the rules for two complete games, each wnh three variants, wluch prowdc fast play and

ips o is ]
sepamed from its neighbour by a thin foam lining so as to preserve Lhe ﬁmsh of these collector. “1

items. A clever gift item and also suitable for the dice collecting/role playing market.

1050 Mythic Egypt™ $16.00
Step into the dust and heat of Mythic Egypt, where Pharaohs and Sorcerors scheme and battle
in wealthy cities strung like pearls along the Nile. Outside the belt of narrow rich land hugging
the Nile, is the Desert wildemness where. Djmn and Sphinxes wander, and resv.less Mummles
guard the treasures of Royal Dead. The Ph: god, butin thi:

can be assassinated... and even the slain can rise to fight again! A 160 page perfecl bound book
for Rolemaster and Fantasy HERO players, but also adaptable to most major fantasy role
playing systems.

S
92}223@%&;33%2&2&; X

6014 Norek™, Intrigue in the city-state of Jaiman $13.00
The merhant princes of Norek fear invasion from the Lugrokiarmy to their west. Lord Boshkar,
pawn of the Unlife, threatens bloodshed and usurpation. Prince Kier of Norek seeks the Sea
Drake Crown which will gram hnm the powers 1o protect his realm. The Elves of the Forest
ity-state may hel King is wary of involvement with men. The fall
of Norek might lcad to the collapse of Jaiman’s two remaining independent states. In this.
campaign book for Shadow World™ you must choose sides or risk a fall before the dark flood

of the Unlife. Included is detailed i ion on this port on the shore
of Jaiman — its politics, its enconomy, its peoples, and its neighbours.
9021 Armored Reserves™ $15.00

A vehicle compendium for Armored Assaulf™ containing an 80 page book and 160 vehicle
cardboard counters. Armored Reserves provides players of the Armored Assault boardgame
with the stats for a number of new and deadly combat units. Included within are armored
vehicles, personnel carriers, naval vessels, powered armor suits and acrocraft — most of them
fully illustrated. Many scenarios and campaign ideas for Space Master™ are also included in
this valuable package.

14
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TREVOR's TALE

The Adventures of a half-Elf-half Mystic
in the 4th Age of Tastern Middle-earth

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

THE PARTNERS IN CRIME

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

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

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

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

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

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

Hiiri: A boy of perhaps 15 who claims to be T'revor's
nephew and has an aura like a Maiar

AND THE ASSOCIATES:

Nandar: Darien's 'Pack Human'

Senkay: A Spastic mortal.
S—— - Letter Seven
i
Xyrus, city of
Thizving Monks
Land of Arg-Simourig

Dearest Brothier:

This place is 6 z00. I Know I fiaven't written in monthis, but I've
been busy, and spending a lot of time in small blizzards. You know
me. A Lot has happened though. I doubt that this will all be in

ical order, but let me fit the fighlights:

Wi v s e T
riders and cruised across the watery area around the unique isle of Arg-
Simorig (pronounced ‘arglebargle’] one-time home of X Ultor, golden
& naive il ook quired)

in a stable somewhiere.

Anyway, on the way there we stopped off at this island named
Baalt. You Kinda wonder about these places, where the big sign
above the docks in the Rarbor reads “Welcome to Baalt, land of
thieves.” In‘Baalt, if you are caughit using magic, you are a fool'. (I
didn’t get caughs.) Everybody is in a thief gang. There we saw a
murder, did some spying, saw some war-Kites (don 't ask) and Coma.
the Abomination got in trouble.

We fled Baalt and eventually got to Xyruus, city of Monks (who
are also thicves). There I impersonated a bunch of people (not all at
once, foolt), we found out some weird info on ‘things’, and Coma the
Abomination got in trouble.

We travelled down the western coast of Arg-Sig, seeking the
Treestaff for M'raj, who said it would free fier people, destroy evify
and rid the land of cockroackes. Rash claims, those, but typical of
the arid-brained Ranger who cannot track. ‘We found ‘the staff’,

il left th fio Meri

trapped in a hole in the ground surounded by prehensile vine-roots
(note the key word: root). I almost convinced the Abomination to
make a try for the staff, but failed to Reep a straight face. We
pressed on, and then were ruthlessly attacked by more creeps or
Slying dogs. Coma the Abomination got in trouble. We escaped.

At some point we encountered a fiuge wingless drake (I think on
the mainland north of Arg-Sig, but I don’t remember too good) that
seemed rather fluent in word-magic (a powerful form of enchanting
which is far more Basic and powerful than the weaKling spells us
normal enchanters use; it may fave something to do with the Music
of the Ainur or somesuch). This I did not care for. We fled.

Then we ran around in central Arg-Sig for awhile, and got assled
by deviant Elves (not my Kind of deviant, unfortunately) then [
played Pecping Tom on this chick in a big house on the island in the
middle of the lake in the middle of Argsig. She tumed out to be The
Mediator and current wearer of one of the Helms of Ultimate
Foolery. She also fiad golden dragonsKin armor. We know what
Fappened to Kod baby.

Ansyway, I felt the weakness of normal lust briefly, having finally
met 6 woman up to my standards. When it turned out that she was
the Mediator, though, and not necessarily willing to be my wife and
slave, I lost interest. Her loss. (She might also not bea 'she’. OF,
well).

Then there was another fight in which I refused to participate, not
sure whose side I wanted to be on (still thinking about ‘fier’). I got
ouver that fast, though, and (ife returned to normal. The brief reprieve

forthe SHeon popularion of RS R Ve to put people (ike this back together again. I Rada Lu-Jy-Mirenna bod
Let's see, next we ran around; got in trouble (especially Coma the  vision, telling me (I think) it wouldn't work, It was really a bummer.
ination) and got separated.- M raj and I got somehow stuck.i . Th : - 5 .

December 19, 2020

Letter Eight
Today
Somewfiere along the
East Coast of Endor

Dear Bro's

Tuery time I think_things can't get worse, they do. Here we are,
minding our own business attuning amulets, when we get mugged by
dog-dudes. I'mean, whose side are these guys on?

Let me start over. We were attuning amulets, and got maybe two
done, when we stopped at this friendly Inn in the middle of nowhere.
Who do we run in to, but this Kid, says hie's from Xyruus, says fie'’s
looking for me (OF, Vialar, myfirst thought: not fatherfiood:). Tuurns out,
though, fie is mynephiew, andrelated to Dendenien. e s pretty flipped
out; talks to Eru all the time. There was also this Bard who wanted to
join: our group, Mooldik.or something.

Anyway, we're minding our own business, eating mutton stew,
when these canine creeps attack the inn! They e basically all wet tomy
thinking, having these wierd arrows that tum anything to water. I
mean anything.

So Hiiri (thiat's the Kid's name) and I are trying to slip out through
the barn, when these guys blow the place up. Subtle. Then we try to
climb out the chiimney, when I fiear somebody sneaking up behind us. T
Blast ehem (it turns out to be the innKeeper woman; of well). We get

i face (Dufi-duhl) ey ith

it and T 812t fer (e s this wisted double crassbou) fut she
somefiow eludes our fire, and shoots the Kid! He tums to a puddle! This
made me really angry. We wasted them.

I then went on a quest to reassemble Hiiri. His soul was in the
arrowhead, fis bodyin the process of watering the grass. Darien (Oops.
Uk, Nandar) transferred his soul and body into il of asies in some
tricky box, “A big help that is”, I said. But Nandar said fie fiad.... a
Plan. We Ts % dtobeable

Vhe ills of W, S Simorig, in a it with this old (about 40) codger

named Wus, and fiis four bunnies. This was a real wierd trip, let me
tellya. The rabbits talked. No, [ was NOT smoking Rasmusa stems
again. Then M'raj woke up this tree, which talked about as fast as
our younger brother Tjyrn thinks: not too. Well, this place seemed to
be the main highway for the ‘old man- young girl” couples, who
passed by often, along with some fell beasties and war Kites (I told
you not to ask). I turned to prayer for awhile to calm my nerves, and.
we left for Xyruus once again to meet up with. “the guys”.

Once reunited with such personages as The Abomination, Ofinree.
of the Horsey Smell, Skafin the Suspicious and Nandar Who Isn't
Really Darien Wearing Another Helm Of Ultimate Foolery (nudge,
nudge, wink, wink).

We decided to attune our amuless (sort of ke going bowling, T
think), then do what [want (for a change): go to Rudge and see my
mwmw,:ammfmmtwwkymm(ftﬁh&h

5).

That's about it for this letter; I'll try to write again soon.

T'revor

Wet could. %

At last we found fim in Tarsus, and, in consultation with the
Sflipped-out Mystic Camil Rnew, Namu reassembled the Kid. What a
relicf! We ate doughnuss. The kid glowed with a strange sifvery-white
light. We decided toregroup and conti i f, when
we discovered that Ofinree and The Bard (I wonder if fe's from
Wetwang?)hiad been captured in araid up the coast. Great. We scope
out the place: the Isle of Mirrors, complete with Dog-lords, water
people, duudes flying war Kites inside (didn't I tellyou not to ask about
those?) and aBIG ROOT. We attacked. Iwas the diversion while the
others got the guys out. This weird old woman with a lithp asthked me.

Itoldfier: . Sh didn’t
appreciate my fumour, claiming that we all ‘wood die o tewwible
death” Get real dentures, lady. Shie asked Namas his name and he told
fier. Not smart, water-boy. She might be calling him for a date soon.

We finally got going, having escaped the Isle of Mirrors, the old
woman, and more squadrons of Doglords, and took a ship north.

Ifavea SHiriisn' telling ings fie's paging
back my loan to him Gike a good Kid, but I can’t imagine where hie's
getting the bucks. Tfiope fieisn tprostituting himself o ing. Of,
‘well, it's none.of my business what fie does for kicks. Ijust wish fe
wouldn't call me ‘uncle Trevor’.
there. if things fieat up here.
for a vacation.

T o wiic
1 know Nam is ready,

Trevor

"Summer Beach Issue”, June, 1990
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