ICQV2 N9

TR

December 24,2020

BeinG a Stupy oF How To
: AND WHY Not
[N BY DAVE

d dudette: h

in the most outstand

mgmacrocosm of what I— being that totally excellent lover of
life, liberty, and the pursuit of isure, Dave — call my world!
This issue: Dave’s Convention Advice

| Yo dudes! I have provided the | iollnwmg list of cool and
useful tips fordmng up your next Game Con Thing! Solets get
toit!

ys! : starts. Go with lots of
/ﬁr most favome people (t.hls is important) and if possible
get there.

Wﬁwwmwm Getagroup
-~ Ehscoum at all costs — even if you have to beg.
{cammued on page 11)

By Preston Eisenhower

10 Managing Editor

It's that time of year again! Gamers have been saving
up their money and warming up their dice for what has
become the undisputed king of role playing orgies (Even
I'mexcited). If you saw ICE atlast year's bash, you know
that we've taken a bit of a turn off the deep end; count on
that trend to continue. We plan the Return of Christmas
in August, specials throughout the con, and more general
silliness than adults should be allowed by law.

Inside this issue you'll find a guide to what's new,
Aswn s suggestions and tour of the product lines, a handy

the most totally booth staff, and
alotkum ing (if not very practical)
reading material for those slack times between events.

SEMINARS:

GENC

m

N

“Meet Hero Games” yet another chance to squeeze
secrets from the designers and creators of Champions,
Fantasy Hero and more!

DEeMos:

Silent Death: Metal Express‘ learn this new game from
the Designer himself!

Bladestorm: get a sneak preview of ICE's upcommg
fantasy miniatures game/system. 23

Name your Genre: HERO system pros take your chal-
lenge to game their rules anytime, anyone, anywhere! t

REMEMBER:
JBOOTHS 711,713, 745718

‘Fantasy Hero” quiz those who did the revision and live.
to tell!

DEMO BOOTHS A& H
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Since no one liked Brad/Chad's and my movie/TV
reviews, I am forced to restrict my pontificating to the
measly space allotted to the Editor's column (although I
suppose I could expand it a bit...).

‘The most exciting news since lastissue (aside from the
renewal of Twin Peaks, of course) is that Wesley Crusher
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you could drive a Galaxy-class starship through.) Oh,
well. Actually, I give the final Borg episode a one-snap-
up; it wasn't bad.

On a more close-to-home front, this is our Convention
issue of the IQ), and I am proud to say that we are nearly
keeping up withourfivei year goal for thi
quarterly (no thanks to Amthor). Speaking of the Pro—
duction Tyrant, it seems that he's been up to no good this
summer: buying (half) a motorcycle, skydiving (see pic-
torial, pg 11) and indulging in other feats of foolish, life-

isa REAL Ensignnow! At first we were lized by the
possibility that the kid would finally go off to Star Fleet
Academy (where he would get beat up every day by the
bigger, dumber cadets), but of course he missed his flight,
and what could Captain Picard do? Wes was looking

pretty ridiculous in those grey drop-seat pajamas that job."

were supposed to pass for an acting ensign uniform.
Overall thatepisode gets a silliness rating of 8.5: the third
appearance of Lwaxanna Troi (alias Majel Barrett-
Roddenberry), this time in bed with a Ferengi! Ugh! The
only really good STTNG in memory was the one where
they got sucked into a parallel universe where the Federa-
tion was losing the big war with the Klingons. (I never
thought I'd like an episode with that butch chick Crosby
back, butit was pretty good despite the plotirregularities

. There has been some snickering
around Production that hes gomg through a mid-life
crisis—at31! I dafter
he finished Emer. Fine with me; I'like editing the 1Q. To
quote Deborah Norville "lalways said I'd get that midget's

ﬁut there is lots of useful info in this issue about
GenCon, trust me. There may notbe many illos, but then,
as Jesse Helms might say, who needs art?

Dear Biff...

Nobody wrote us any letters for this issue, so I'm forced to steal
mail from other employees. I ripped this letter off the bulletin
board just this morning. (Note that my answers do not reflect

those of the E&D dept of IC'E)

Dear Mike,

First of all, it's not your characters who are the problem, it's the
ridiculously overpowered collection of junk that you guys give
each other every week! All of you GMs need to make some sort
of agreement about the level of power limits on magic items.
Middle-earth is not a land rich with artifacts (certainly nothing
like these thermonuclear arrows ever existed! What table did
youuse?2?2). Perhaps you should consult Treasures of Middle-

earth (don't look at the pictures) and agree to only use the most:

modest items for awhile.

Dear Sirs:

1 fe MERP,

and Shadow World and I hope you could answer them or relay
to someone who can and I want your honest opinion too.

To give you a rough sketch of who I play with, I will list their
i S 2

me) ages 17-21. Most of the time we run 2-3 player-characters
each so we have a fairly powerful party.

Fred the warrior-monk, level 6, Silvan EIf, male
Bumpy the fighter, level 5, Silvan EIf, female

Patch the Warrior, level 5, Dwarf, male

Myrkul the Mage, level 5, Noldor Elf, male

Feanor Fingolfin the Paladin, level 5 Noldor Elf, male
Stoneskull Sledgehammer, level 3 ? Elf male

An unnamed Sorcerer, level 2, ? Elf female

An unnamed Cleric, level 2, ? Elf female

A problem that I have when I'm GM is that the PCs are 00
powerful. They haveahard time finding things tokill them off.
For instance, Fred the warrior monk's total DB w/full parry is
259 plus Fred parries with a mithril quarterstaff that gives him
the luxury of contunual Haste as long as he is holding it. Thad
thrown Smaug at the PCs once and they killed him! George, an
extremely eccentric friend, player and GM gave Fred a quiver
of arrows made by the Valar (hence Valararrows) that cause the

A,
22902; Subscriptions: $5.00 for 5 issues. Queries should be
addressed to JQ Circulation, P.O. Box 1605, Charlottesville,
VA, 22902, call (804) 2954280 or Fax (804) 9774811
Material presented in the IQ is the wozk of the mdwld\la.l

thors and
Iron Crown Enterprises, its ofﬁoers or suff

ISSN 0898-0810

of a20 megaton nuclear ionin the di of
100' Needless to say one arrow did the trick. I have tried to be
fair about this and not say "Oh, they just dlsappeared I have
tried thieve: poisoned food d
good people alike to get nd of them The PC's are in Southern
Mirkwood right now and they are seriously considering de-
stroying Dol Guldur and Sauron with the arrows! I need help
badly!!!

Sincerely, Michael Wagner

or—"
However, you can rescue the situation nght now, and Ivave fun,

t00. Sauron has probably already noticed you guys with the
doomsday arrows while in his Halls of Travel. He should be
able to easily bend his will on these guys and take control of
their minds — no matter what kind of magic items they have,
Sauron can devote 7.5 times their level to controllong them
(e.g., Sauron can use 45 levels on Fred alone. These guys are
toast.

Now, Sauronisa cruel guy, so he won'tkill them. Instead, he'll
'make them walk into Dol Guldur and hand over ALL of their
magic items. He'll chain them up in his dungeon and make them
watch while he (or one of his minions) breaks every item one at
a time (he might melt that quarterstaff down into spoons).
Then, if you feel really mean (remember, this IS Sauron, and
these guys have got a lot of nerve plotting to attack HIM!) he
will drain their best stats (Evil Magician Trait Erosi dgive
them a curse that they cannot ever use magical items again.

Hope that solves your problem.
Biff.

Dear Ice:

I have several questions I would like to ask of you. However,
1 would first like to say that I thought very little of Role-playing
games (rather an avid war-gamer) until I discovered MERP. I
am now an addict of your excellent system and support units.
Keep it up!

Now the questions:

1) Why no Campaign books on the event-filled Ist Age in
Middle-earth?

Address Letters to [Q Managing Editor, P.O. Box 1605,
Charlottesville, VA, 22902. Letters may be edited for length
and clarity.

10 Volumel, #9
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Dirrem fumbled frantically with the lock. Calm down, he told himself. He concentrated, letting his

mind come in touchwith the microrgs that flowed through his system. Tapping into the knowledge they

stored, he attempted to pick the door’s lock again.

'he hallway was dimly lit, but the light from his lantern 8rafton his shoulder was enough to see by.
As he fined the iron lockpick into the door’s lock, he quitely cursed the sorcerer who had cast that

withering spell on his lockpick amoeba.

From behind him, Dirrem could hear the faint Squishing sound of the Thing thatfollowed him. Fear
ran down his back and he began to sweat cold, sticky droplets.

Finally, the lock clicked and the door swung open—revealing asmall dead endroombeyond. “No!”
he cried aloud. He had lost his bearings. He had gone the wrong way. He was trapped with the Thing.

Spinning about, he saw the Natharl’ nacna spawned horror begin to enter into his light. It was

covered with green and grey tentacles that slid alo

and leaving a trail of bluish purple ichor. Amidst

ng the floor making an unnervingly inhuman noise
the tentacles, he could make out red, piercing eyes

that looked at him in a way that tore at his very being. There was no mouth on the creature, he knew,

Jor it fed not on flesh but on souls.

Dropping the lockpick, he drew his spore pistol, from its sheath bud. He did not take the time to aim,
butfired numerous doses of the acidic spores intoits alarmingly close body in rapid succession. There

was no visible effect.

There was no one in the abandoned complex to hear his scream.

Dark Space is a Rolemaster/Space Master genre book that
provides a campaign setting usable for either game system, but
preferably both. This setting is comprised of twenty worlds.
surrounding the Dark Nebula both i
exist. In the Dark Nebula (unknown to the inhabitants of these.
worlds) dwell the Natharl’nacna, also known as the Elder
N e S bess i

and are presented with layouts and diagrams along with their
own rules for combat and damage.

Softech was introduced to the world of Dark Space after a
terrible holy purge was made by a divergent faction of the
Citadel called the Pirathon which eliminated most of the com-
puters, robots and other items of i ic” technol-
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SAMPLE ITEMS

Here are some examples of Softech items. Many of these
items (marked with a *) have alevel of their own, like any living
creature. This level gives a bonus (if any) that they confer,
determined from the skill rank bonus table. Microrgs are
injected into the host’s system (except for bio-enhancers),
while grafts are attached to the host’s body externally. Unless
otherwise noted, all of these organisms are non-intelligent (in
some ways more like plants than animals).

Microres

Organ Armorers* — Protects and strengthens all of the host’s
internals. Host ignores 5% of all organ criticals per level.

Metabolism Augmenters — Speeds up the host’s metabolism
for short periods of time. Host can “Haste” himself at will for
10 rounds/day.

Spell Casters* — These organisms have 3 PP/level. They are
very intelligent and can cast spells through the host (at his
behest, but without any effort by him). Note that if the host is
aspell caster, thi: he can cast spellsat the same
time. The microrgs know 1 spell list/level, up to their level.

Bio-enhancers* — These microrgs are semi-empathic and

allow a person to use an item that they are currently living on
as though it was more of an extension of his own body. This
organic link between user and item gives a bonus determined
by the level of the microrgs. The item must be coated with the
nutrient solution every three days.

u

ogy. For a time, onl ic held the worlds. togeth

Ki ige Carriers* — Thy

gscanbeimplanied with
K hasthe layout ™

/¢ ‘which ly foul and incredi al
beings who will stop at nothing to see the all of the creatures
‘who inhabit this universe destroyed (many of these beings can
be found in the “Entities From Deep Space” section of Crea-
tures and Treasures IT).

THE SETTING
The book contains arich and detailed setting describing each
of these twenty worlds, which unknowingly represent the
universe’s first line of defense against the evil within the
Nebula. Th inter izationslike the Citadel,
areligious organization that controls much of society, and the
1, a corporate conglomerate that controls much of the
society’s commerce and economy, are presented in detail.
Other organizations are described, as well as the races, crea-
tures, political and social structures, modifications to magic,

complete society, but in time, Softech came to take the place
that Hardtech once held. The repercussions of the Pirathon
Doctrine are still felt, however, and some Hardtech items
(bumer pistols, cyberdrugs, etc. — including anything from
Space Master that the GM wants) still exist. Low tech items,
such as wagons, indoor plumbing, manual typewriters, and ball
point pens, have remained in use despite their inorganic nature,
‘because of their simplistic nature.

Also included are new rules for spell casting (including rules
for spell casting in a vacuum) and all new spell lists for dealing
with the technology of the setting and for travel through space.
A new plane of existence, nullspace, is introduced as a quick
method of interworld transportation, but is not without its

arily such
ofa speciuﬁc (yetunfamiliar) h’uilding complexor the personal
file of an individual that the hostisabout to deal with,anyrelay
that i ion to the host ically.

GRAFTS

Blade* — Fits onto and covers the host’s hand. This chitinous
blade acts as a short sword with a bonus per level due to its
intimate and living interaction with the host: it is more of an
extension of the host, not just a weapon.

Elemental Skin [Magical as well as biological in construction]
—This grafts ontoa host’s entire body. Itiskeyed toa specific
element(fire, cold, earth, etc.) and when the wearer wills: it,he

dangers. Deadly i
cursed with unlife represent just some of the perils found there.

place to combat the Elder Worms and their servants or have a
multitude of other adventures.

TECHNOLOGY AND MAGIC

One of the aspects making Dark Space unique from all other
role playing settings is its use of a new technology called
Softech. This new science deals with the process of bio-
engineering and takes the principles of DNA and protoplasm
design and modifications to new and original heights. With
Softech, new and unique living creatures are created to perform
the tasks that once only “hard” science could handle. Ranging
from the microscopic microrgs which inhabit and assist the

- inner systems of a human to huge bio-engineered war beasts,

Softechisa science. A y skills
mﬂwmésses&ecoﬁipmuydmﬂedinmsmand
dozens of Softech items are given. ‘These:include biological

armot, weapons, and tools which can be used by humans or

“grafied” onto their bodies 10 become a part of them.

Softech can even create thinking, sem_imx_beingx. such as

dible super-
human powers, making them metamorphs, which are feared
throughout all of society (complete rules for generating

iven). Even the that bridge

the gap nthe worl

Telepathic bioships use powerful psions of their own to travel
toand from nullspace, but only a trained pilot can navigate his
way through dface the chall
therein.

THE NATHARL’NACNA
The Natharl’nacna and their foul minions are described in
horrid detail, along with their own biotech items and starcraft.
Their insidious plots can provide the basis for hundreds of
i heh

will become in the el t, giving an appropriate
effect, and making the hostimmune to the element. Effectsare
as follows for an elemental type:

—earth—hostis AT 12, encased in earth armor. Hand to hand
attacks deliver an additional “A” Impact critical,

— fire — host inflicts additional Heat crits along with all
others. Flammables within 5’ may catch fire. Touch burns.

—electricity — host inflicts additional Electricity crits with all

others.
— air — host is surrounded by swirling winds. He is at -15 to
be hit by i ing attacks.

exciting asthey secretly world:
and set in motion their plans of destruction.

Dark Space can be used as a complete campaign setting
blending elements of science fiction, fantasy, and horror, or it
can be worked into any Space Master campaign as a remote
sector of space. A number of ideas are presented for taking
Rolemaster characters away from their fantasy world (includ-
ing Shadow World) 1o travel to Dark Space for a single adven-
ture or a series of adventures. GMs can also opt to use just the

the spells, orth
G vises ouseis Duk

— cold— host is encased in ice, giving him AT 8, and inflicts
additional Cold critical with all others.

Serpent* — This graft can attach anywhere on the host’s body
and appearstolbx . et h fioh
via the serpent’s tail. This graft is semi-intelligent and will
attack of its own volition when mentally commanded. Its

~attackis amedium bite, withits OB depending onitslevel, and
the level of its poison being 1/2 of its level (round up).

I the
Space is full of unique and original material that can provide

hours of exciting play.

Oth jesof Softechi . : :
incl ity and instinct implants, healing applications,
host armor, and sentient creatures that can serve as guards,
tools, weapons and transportation.

NotE: DARK SPACE WILL NOT BE AVAILABLE FRoM ICE UNTIL THE WINTER/SPRING OF 1991

IQ Volumel, #9
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INTRODUCTION

Bladestorm s a“‘skirmish-style” miniatures game. Each figure represents one
person or creature. You can use these simple rules to regulate small-scale
miniatures battles, skirmishes involving up to about fifty combatants. Simple
and fast-paced, Bladestorm makes an ideal combat system for role players who
are tired of boring batles. It is designed to stand alone, so you never need a
referee.

You can use the Blade m rules to fight mini; battles setin virtually any
fantasy world, but we provide a complete sourcebook and set of scenarios to get
youstarted. The sample setting, the Warring Holds, are setin the unique, isolated
Bladelands — a vast, largely-uninhabited, unexplored wilderness shrouded
within a mantle of ferocious magical gales called Bladestorms. Into this land
of bizarre ruins and unspeakable beasts comes a host of adventurers, warriors,
pirates, explorers, prospectors, freebooters, traders, and settlers, each searching
for a fresh start in a new world. Here, a little battle can decide the fate of a
budding tril ion, and a small group can conquer and forge an empire in

ishi 1i ince any skirmish impacts on history, it’s an ideal

[ —— MINIATURES Bladestormis easy to play, but you still get a ton of material. Lots of scenarios, colorful art,
> o 2 " —_— = handymaps,anddcmilcdbackgxoundmakeﬂnisgpmeanexcepﬁanalvalﬁéforboﬂmﬁ:ﬁmes
Bladestorm will be fully supported by a complete line of miniatures from Grenadier Models. enthusiasts and role players alike. s .

Based on ICEs designs and sculpted by CIiff Linton, th i o " - el i
A Hacs, L ch 2" deep box contains:
the best ever made. They have the realistic feel of a fine G piece, yet capture th , o & coc :
hard-cdged quality associated with beiter Citadel figures. These miniatures are simply cool 0 64 page S APESTORMRILESBOOK contaivingfeiile.
| paintand play with. Grenadier plans to release 6 blister sets in October 1990, and 3 more per concise andahostof: 2
month thereafter. : and optional rules.

* 160 page BLADELANDS SOURCEBOOK containing a
continental overview of the Bladelands and everything you

the scenarios. You also
. jumprightinto battle. .

* 32 page COLOR GUIDEBOOK containing 18 color plates
describing the principal uniforms found in the Warring Holds,
a miniatures painting guide, photos of scenario dioramas, and

: d f factiol ies with Ip ingcolor banners.

* 32 page SCENARIO BOOK containing 20 single-page, tear-
out scenario cards and cut-out terrain forms. : :

*  8pagesofcolor maps, one setdetailing the geography, political
boundaries, and major f of the Bladelands, the other
focusing on area of the Warring Holds. These maps are ideal
for constructing new scenarios and campaigns. %

6 six-sided and 2 ten-sided DICE.

 DESIGNERS’ NOTE

- ~Bladmarmhnsbeendcsignedmbearaw,hard—edgedgamewithanempllsismacﬁonmd
“color. Itisnot only fun and easy to play, ithas a great feel; it’s really entertaining. Everything
from the setting and 108 to the mini: h is designed to cap d:
“chaotic, unexplored quality — the same feeling Cortez felt when he stepped off the boat in
Mexico and banged back his first Margarita. Itis a lot of bang for the buck.

get 32 pages of scenarios, 5o you can

"Extree-fun Convention Issue", Summer-Fall, 1990 5

need to know about the Warring Holds, the starting setting for
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ON THEL.C.E. SHUTTLE

A Scenario for Silent Death
by John Brunkhart

While it is not uncommon for huge corporations to field small, private fighter detachments,
never has a gaming company been able todo so. In Imperial Year 474, however, the firstand only
lethal combat between games manufacturers took place.

Note: This discounts the rebellion of SPI clones on Gygax 3in Imp 212. The losing side
zg; Ith;taction has since devolved into Arcturian Shock Rats, and thus were not actually
ifed.

Thismost! whenemp of I.C.E. (Iron Crown Extraplanetary,
a division of Iron Grown Transtellar Interactive Entertainment) attempted to travel to Tau Ceti for
GenCon 8783 ina rented shuttle, rather than the usual spaceliner. It was the employees’ mistaken
belief that if they skimped on travel arrangements, they would get enough money in their meal

allowance to be able to afford tickets to the once-again-rescheduled grand opening of FASA's o
much-heralded (and much-delayed) ESP Battle Center. The I.C.E. shuttle was loaded with &
spanking-new copies of 1Q #11,346, Rolemaster Companion MCMXXLVI, and “Noisy Death” A Da

game of Land Combat in the Primitive and Brutal World of Ancient Californian Freeways. This

burgeoning market share.

Midway through the journey, the shuttle was suddenly set upon by an Epping Gunboat and a
battered Thunderbird. The marauding craft bore few markings. The Thunderbirdshowed Hobbits
being disintegrated by multiple PPCs while the underside of the Epping displayed an intricate
rendering of a bearded and spectacled game designer from Bloomington’s World. The hapless

the timely intervention of two 1Q subscribers who also happened to be members of the 141st
Devonian Combat Wing. The following scenario depicts this rather unusual action.

FoRcEs
GOODGUYS. 1.C.E. Shuttle:Set up firstin Area H.
Shryak Shuttle
Pilot Preston “Biff” Eisenhower CXXIII. Biff was up late last night spell-checking Shadow World
manuscripts without the blessings of caffeine, and is thus currently only Pit 1, Gnr 1.
GunnerShazbotBarrett. Current Metal Express Editor, he will doanything tokeep “Noisy Death”
from being blown up, and is therefore a very motivated Gnr 6.

has achieved amarginal victory, and 0
a of [TV s Crovw S
piLor
24 Plt: O
Gor: 5

MORE GOODGUYS. The 141st Devonian IQ Subscribers: Set up last in Area A.
Pt Viper—  Pilot “Dashing Dave” Haberdasher (Plt 10, Gnr 5)
Thunderbird—Pllot “Big John” Biggubb (PIt 3, Gnr 9)

SpeciAL RuLes
1) Each side rolls for initiative normally, but “Big John” is a very famous and very large
wargamer. Because he knows tactics so well, his Thunderbird will automatically get the very
last move for the first three turns of the game. However, because of his ponderous mass, Big
John's Thunderbird only has a maximum move of “12", regardless of a better starting Drive

value

2) If things get desperate, Shazbot, Biff, and the rest of the booth staff in the shuttle can
gin jettisoning |Qs as chaff. Each bundle jettisoned will automatically jam one torpedo or
| one missile lock-on. Qs can be jettisoned at any time. This will tend to irritate Dashing
ve and Big John, however, who are loyal subscribers. For each bundle jettisoned, roll 1D4.

. = 4 : & If the result is a “17, then Dave and John are so ticked off at this shameless waste of their
shuttle became a prime target for rival game companies who wanted to increase their already  pejoveq tabloid that they will begin to attack the shuttle! Control of their ships moves to the

Marauding Manufacturers’ player.
Victory ConbiTIONS

For the Goodguys to win, the I.C.E. Shuttle must escape off the map from an Area C edge he>
(i.e., from the opposite corner). The area beyond this edge is in the jurisdiction of Tau Ceti'¢
shuttle would have beenfinished off in short order were it not for the spirit of the fearless crewand  GenCon Security forces, and their CAP squadron of 16 Seraphs.

The Marauding Manufacturers must destroy the |.C.E. shuttle to win.

Any other resultis a draw, although TPVs of ships destroyed
1S

may be counted to determine whc

== pilot m—
1 Pulso Loner (1)
To Hit: 208+1D &
Damage: Low
[

Gt A R o i s Sdlline ke =
BADGUYS. The Marauding Mystery Manufacturers: Set up second in Area C.
Epping Gunboat — g
Pilot Brian G. “Screw Them All” Workshopper has PIt 5, Gnr 7.

Gunner A Frank “1889 Kills” Otherworkshopper has Gnr 4.
Gunner B Sam “Battleteched-out” Luise has Gnr 6.
Gunner C Mike “Cybermekton 11 Bigpondman has Gnr 8.
Thunderbird —

Pilot Jordy “The Wiseguy has PIt 7, Gnr 3.

N CRITICAL HITS BN

1— Shields damaged. Reduce
Defensive Value by 1.

2 — Pulse Laser Targeters
damaged. Pulse Lasers may
not be fired until after the next
game turn.

3 — Maneuver Thrusters damaged.
Al turns, including Tight Turns,
cost one extra movement point
to perform.

4 — Missile malfunction. Missile
Launcher loses 1D4 of its
remaining missiles.

5 — Electronic Warfare knocked
out. Shryak Shuttle may no.
longer jam torps. Reduce
Defensive Value by 3.

6 — Gunner killed. Shryak Shuttle
loses use of its Pulse Lasers.

7— Engines sputter. Shryak
Shuttle may only use 2
‘movement points next game
turn. Reduce Defensive Value
by 4 due to additional damage.

8 — Armor Plate compromised.
Reduce Dmg Reduction to 0.

9 — Pilot dazed. Craft may not
move and Missile Launcher
may not be fired until after the

—— Pilot E—
Missile Launcher (F)
Lock-on <

Damage: Low+3

DAMAGE TRACK
5

b next game turn. The gunner
o LT may fire the Pulse Lasers while:
S D =] the pilot s dazed.

o woE] [EIEIER 10— Reactor hit. Shryzk Shuttle
o suffers cataclysmic destruc-

M PULSE LASER SPECS®
Short Range: 1-3 hexes (+1 To Hit).
Medium Range: 4-9 hexes.

Long Range: 10 hexes (-1 To Hit).

Drive: (18]
Tl Tight furn Cost

AD4+3

M | a—Engines severely damaged. |

SN CRITICAL HITS B

1 — Shields damaged. Reduce
Delensive Vale by 2

2 — Laser Targeters damaged.
Pulso Lasers may not be fired
unlil after the next game turn.

3— Maneuver Thusters damaged. ff.
All turns, including Tight Tums, B
cost one extra movement point i
to perform. :

4—Torp Load Jettison. Thunder
Bird loses 104 torps of the.
pifot’s choice.

itinthe nextissue of Sp.

Defensive Value by 3.
2 — Evade Thrusters hit. Redice
Defensive Value by 4.
3— Maneuver Thrusters hit. Pit - f

Viper may no fonger make
Tight Tusns.

it Viper reduced 1o a Drive
value of 1. Reduce Defensive
Value by 7.
5 — Electronic Warlare knocked
"~ out. Pit Viper may no longer
jam torps. Reduce Defensive:
Value by

6— Engines destroyed. Pil Vipor
‘may not move or turn. Reduce
Defensive Value to 5

7 — Hull breached. Reduce
Defensive Value by 5. Al he
end of next game lurn, Pit
Viper vill disintegrale and be
destroyed.

8 Pilot dazed. it Viper may not
move or fire unlilafter the end
of the nex! game turn

9— Pilot killed. il Viper may
perform no further actions.

10— Reaclor hit enerator
dotonates; vessel is destroyed.

™ PULSE LASER SPECSE
Short Range: 1-3 hoxes (+1 To Hit)
Medium Range: 4-9 hexes.

Long Range: 10 hexes (-1 To Hi).

5 — Electronic Warfare knocked
out, Thunder Bird may o
fonger jam torps. Reduce
Dbfensive Value by 5

6— Englnes spulter. Thunder Bird
may only use 2 movement
points next game turn. Reduce
Defensive Value by 6 due
additional damage.

7— Engines severely damaged.
Thunder Bird reduced to a
Drive value of 1. Reduce
Defensive Value by 7 due to
additional damage.

8 — Pllot dazed. Thunder Bird may
not move or fre until after the
next game turn.

9— Pllot illed. Thunder Bird may
perform no further actions.

10— Reactor hit. Craft detonates
andis destroyed.

W PULSE LASER SPECSH

Short Range: 1-3 hexes (+1 To Hit).

Medium Rang

Long Range:

TRl Tight Turn Cost:__| P&
DAMAGE TRACK
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—— Pilot ME—
1 Meld Laser (F)
To Hit: 208+1 D8
Damage: Medium

-Crew -
{ Plt
Gnr: Z

GUNNER A
=== Gunner Ammm| | Gnr:
1 Pulse Laser (F) | | cunners
To Hit: 208+1D4 | iGnr: &
Damage: Low. SRRER T

= Gunner B =
1 Pulse Laser
(FQL)(RGL)(A)

To Hit: 2D8+1P6

-1 Ellllnll' c -
FBHSaRAT
To Hit: 208+1D8
Damage: Low

Damage: Low

NS CRITICAL HITS NN

1 — Shields damaged. Redice
Defensive Valie by 1. -

2— Meld Laser Targeters
damaged. Meld Laser may not
be fired until afterthe next
game tur.

3— Maneuver Thrusters damaged.
Al turns, including Tight Turns,
cost one extra movement point
o perform.

4— Missile maifunction. One
armed Missile Launcher of
pilot's choice loses 1010 of its
remaining missiles.

5— Massive Missile malfunction.
Each Missile Launcher loses
1D10 of its remaining missiles.

6— Gunner killed. One remaining
qunret (selected randomnly) is
filled: Epping loses use of his
Missile Launcher and Pulse
Laser.

7 — Engines sputter. Epping may
only use 2 movement paints
next game turn. Reduce
Defensive Value by 2 due to
additional damage.

8— Pilot dazed. Craft may not
move and Meld Laser may not
be fired until atter the next -
game turn. Gunners may fire
their weapons while the pilot is

9— Crew killed. Epping may
perform no further actions.
10— Reactor hit. Epping explodes

in pyrotechnic display.
M PULSE LASER SPECSB
Short Range: 1-3 hexes (+1 To Hi).
Medium Range: 4- hexes.
Long Range: 10 hexes (-1 To Hi).
W MELD LASER SPECS B
‘Short Range: 1-6 hexes (+1 T0 Hil).
Medium Range: 7-18 hexes.

Long Range: 13-20 hexes (-1 To Hit).
Target Speed Restriction: Target's

4 Pulse Lasers (F) |
TnDHit 208+104+3} | pr: 7
il

Gnr: 3.

=

THUNDER

lm
=
Ga
=o

NN CRITICAL

( KEVIN LOOKS AT SOME MORE GAMES )

What kind of crazy company isthis? Other gaming companies publish rags which they claim
are industry-wide and objective, but are actually self-serving house organs. ICE, on the other
hand, has a confessed house organ and what do we do? Let one of our editors write not one but
a series of articles about games produced by other companies and let him give the competition
better marks. As we usedto say back atExeter “Thankyou very much, sir,mayI have another?”

—Biff

InIQissue#7 I started reviewing role playing games produced by other companies. That first
installment included some words on Chaosium’s Call of Cuthulu and Hero’s Champions.
(HERO is not another company, per se. The HERO line is part of the ICE family of game lines.
Let’s get this straight. Biff.) This time around we’ll be looking at a game by West End.

Since this column is turning into a semi-regular feature (more semi and less regular when
Marketing gets wind of this, KB! Biff.),I'm going to start a rating system. One v is absolutely
horrible, while five ik brings highest accolades.

StAR WaRs: THE ROLEPLAYING GAME

‘When I first saw this game at West End’s GenCon booth three years ago, I almost broke down.
If there was one game I would have wished to have designed myself, it would have been Star
Wars.

Backin the mid-eighties, three companies were in the running for the Star Wars license: West
End, TSR (we suspect) and ICE (in a partnership with FASA). We wanted that license bad.
Imagine, with Lord of the Rings and Star Wars, ICE would have had the two most popular
fictional environments tucked right under its belt. Well, that was not to be; and it was a bitter
pill to swallow when we discovered that WestEnd won out in the bidding with Lucasfilm. Stung
by defeat, I could not bring myself to even look at this rules set until just this year.

‘What a surprise!

This is easily the best set of role playing rules I have ever read. Normally for these reviews
the most I do is figure out how to create a character, then scan the game mechanics. The Star
Wars rules told me all about this in just 10 very entertaining pages. I was so impressed, I
continued to read the entire 142 page book.

Not only are the rules simple to learn, but the advxcc given by lhe desngner, Greg Costikyan,
onhow torun a game with the feel of th i
on the Code of the Jedi. Also; excellent guldehnes for scripting advenmres. Here you will get
ideas for suspending player’s disbelief, all the way down to finding out what sort of noises you
should make when one of your fires his blaster. of play abound, and
for t.he most pan, t.hey e very wmy

that showsmp one mmor t in the system: slarung characlers tend to be pretty much on the
wimpy side. I'd suggest starting characters as the designer intended, but grant plenty of

1— Shields damaged. Reduce
Defensive Value by

2 — Laser Targeters damaged.
Pulse Lasers may not be fired
until after the next game turn.

3 — Maneuver Thrusters damaged.
Al turns, including Tight Turns,
cost one extra movement point
o perform.

4 — Torp Load jettison. Thunder
Bird loses 104 torps of the:
pilot's choice.

5— Electronic Wartare knocked
out. Thunder Bird may no
longer jam torps. Reduce
Defensive Value by 5.

6— Engines sputter. Thunder Bird
may only use 2 movement
points next game turn. Reduce
Defensive Value by 6 due
additional damage.

7— Engines severely damaged.

* Thunder Bird reduced o a
Drive value of 1. Reduce
Defensive Value by 7 due fo
additional damage.

8— Pilot dazed. Thunder Bird may
oL move o e unil e the
next game turn.

9 — Pilot llllal Thunder Bird may
perform no further actions.

10— Reactor hit. Craft detonates.
and is destroyed.

points during the first few adventures in order to increase the skills of the characters
rapidly. Soon they’ll be ready to take on the Empire’s worst (short of Vader, of course).

The game’s “roll-X D6s-and-exceed-this-number” system 1sq|||ckandsnfﬁcwntfnt thisrole-
playing-heavy environment. Like Call of Cuthulu, the source material is more than enough to
prop up simple game mechanics. One thing I parti liked was that the system was not
“modifier hell”. In fact most die roll modifiers in the game are considered to be optional rules.
An adept GM could run a complete session without referring to the rules set once.

A question begs to be asked at this point: Why hasn’t this fine game caught on? Why doesn’t
it seem to have a huge following? The key to the answer lies in the fact that after the rules and
the sourcebook came out, there was no real support for the game for what seemed like at least
ayear. That’s the kiss of death in this industry. New systems need tons of support. Have you
looked at the Torg line that’s just come out? Believe me, West End learned its lesson.

Back to the game.

As far as player characters go, you get 24 archetypical templates for character types like
“Quixotic Jedi”, “Pirate”, and “Old Senatorial”. Each has numerous game skills listed on his
character sheet, each of whxch is covered by stock die codes t.he better the code, the greater
the chance of success when using the skill. To players get
“dice” to distribute among the skills that they’d like to specialize in. This isa very quick process.

As for me, I think I'd tend towards playing the “Brash Pilot” or “The Merc”. I'd buy-up
Piloting and Blasters and the let the Imperial Stormtroopers die where they fell. Now that’s Star
Wars.

By the way, I knew I was getting sucked into this garae when I pulled out my old movie
soundtracks and played them while I was reading the rules. 1977 was a great year.

Star Wars: the Roleplaying Game
w

M PULSE LASER
Short Range: 1-3 hexes (+1 To Hit)
Medium Range: 4-9 hexes.

Long Range: 10 hexes (-1 To Hit).

Overall Rating:

Ease of Understanding: %k

Elegance of System: Yok

Interest Generated: Yirieiork

Here are the rating summaries for the games reviewed in IQ issue #7.

Call of Cuthulu Champions
Overall Rating: Yeériric Overall Rating: %+
Ease of Understanding: Yo Ease of Understanding: yri
Elegance of System: Yryrit Elegance of System: Yot
Interest Generated: Yoikvevrdt Interest Generated: ey
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I 1 the interest of timeliness, we present the GenCon Booth Staff. Now you know who these
people are and what to do to them when you see them

NAME: JOHN BRUNKHART
'JB”, “The Destructor”, “Master of
OWN"

ight: 6" 5/8", several inches shorter
when slouching (often)
Age: 22 11/12

Color: White with a green/brown
at has a black circle in the middle

Color: Brownish (No style, just an

uncombed jumble)

Cover: Customer Service, Suspected

Sales Assistant

Suspected Offenses: Criminally negli-
genttime management (“every otherday’s
a holiday, every other day’s a hell’), Fal-

_sifying Customs Documents “Because it
savestime, andnoone ever looks atthose
things anywa)?‘ Maintaining a hazardous
disposable waste site in his office, Imper-
sonating an Edning & Development em-
ployee, safety

for number of Role-Playing cam-

December 24,2020

NAME: MONTE COOK

AKA: The Dakotian, Videoman, The
Flatlander
Helight: 5'11"
Age: 22
NO PHOTO AVAILABLE | Ege Golor: Bue

(JUST LOOK FOR THE Hair Color: Red, wanna make something

HAIR) of it?
Cover: ICE intern and writer of a book no

one likes

of being
a corporate spy for Games Workshop, or -
an agent of Cthulhu. Subverted and con-
vinced office staff to play other company’s
game once (well, twice). Actually tried to
defend South Dakota as people berated it.
Numerous fraudulent claims of not being a yankee (its SOUTH Dakota), Convinced
HERO editor, Rob Bell, to include stupid things (Wimp World?) in his latest book.
Subliminally influenced everyone to make sure to leave out his name in most book
credits. Provided Coleman Charlton the material for a series of bad, tired, and lame
jokes. Continues an ongoing campaign to get ICE to publish a series of stranger and
stranger manuscripts. Most Serious Crime To Date: Sucks at volleyball.

Identifying Features/Mannerisms: The person about the office who seems to have
the least idea of what he is doing (and there is some tough competition for that title).

i itha smile
he hangs up (Oh lhe Hypocnsy'). Spreading vicious rumors about Rob Bell
res/Mannerisms: Absolutely no taste in clothes, hair styles, music,
nduced!motwadesag mstgovemmentregulahon liberals, recycling

" after any piece of normal conversation whichfits the meter
Ink stains on Raves

against vicious verbal attacks upon his home and hearth. Often
makes heinous spelling errors (oh, wait, thats not an identifying feature, that allows him
tofitin easierinthe Editing and Developmenl Department). Generally nondescnpl (hey,
do you work here?) and oblivious to all that is around him (perhaps thankfully so).

NAME: DEANE BEGIEBING
AKA: Aston

Height: Short

Age: 34 and damn proud of it, thank you!
Eye Color: Deadly, Deep, Dark Brown
Hair Color: Auburn, known to change
hilites depending on budget & season
Cover: Sales Manager, Export Encyclo-
pedia, GENCON MASTER

itand run

with office p |

en route to the copy machine.
behind

Chief
plot to
- bring J decent radio to Charlottesville. Ac-

cused of rerouting funds to purchase neat

things for GENCON each year. Known
traffic hazard en route to Depeche Mode
concerts, ACC basketball games and
parking spaces. Several counts of con-
spiracy to make unsuspecting victims buy.
voice and the fax machine.

favorite

more ICE eyes

Chronic addiction to TV sports. 21 reported ooums of bodily assault on a dance floor.
-No convictions.

Identifying Features/Mannerisms: A face you know you cantrust, even when those

notorious eyes are behind shades. No rhyme or reason in dressing for daytime, though

known to have acute aversion to the classic dress for success corporate business-

woman look. Nighttime is story .. the
music. Often found scanning any sporls section for tennis & basketball results or any
entertainment sections for live music. (love that newsprint smudge!). Annual habit of
being stressed out before, dunng & after mid-, Augusl Known to listen to Nitzer Ebb,
Gene Loves Jezebel & g Blue sound levels while
plowing through reams of papers trymg to “get everylhmg ‘done” before departing for
business trips or vacation.

- — -

NAME: CHAD BRINKLEY

AKA: Chet, Nairobi, Uganda, Zimbabwe,
The Xerox Man

Height:5'10"

Age: 18 (Juvenile Delinquent)

Eye Color: Brown... No Blue

Halr Color: Brown (and really long.)
Cover: Hero Games Intern and Master of
Photocopies

Irritating
| people by using the copy machine for 6
hours straight. Horrible abuse of the En-
glish language (exceecing even Coleman
Chartton’s.) Writing my firsttwo manuscripts
for a line other than Hero. Defending
Space:1889 from unnamed members of
the office staff. Shadow World sympathizer..
Depeche Mode Junkie (2500 Miles for 2
Concerts in 1 Month.) Wearing a hairstyle

ding quest fornew that s out of fashion. Six counts of impersonating Rob Bell, three counts of imperson-

ating “Biff” Preston Maxwell Bennett Eisenhower 1V, and twenty seven counts of
impersonating Ted Theodore Logan.
Identifying F Unp long hair tied back into a pony
tail. Clothing varies but you can bet its nol stylish or nice! And yes... he does have
glasses (Contacts are for wimps!) Often heard uttering phrases such as: “That’s so
Cooll”, “It's hip, it's hop, it's happening.”, “Bogus” and “No... Really.”

THE GENCON STRAFF
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NAME: PRESTON MAXWELL BENNETT
EISENHOWER IV

AKA: “Biff", “Joe Ivy League”

Helght: 6'1"

Age: 25 (“you want to see a driver's li-
cense? Isn't my Yacht Club membership:
card good enough?”)

Eye Color: Blue-grey

December 24, 2020

NAME: KEVIN BARRETT
AKA: Alien

Helght: 6'5" (or so)

Age: 27

Eye Color: Bloodshot green
Halr Color: Brown, short and kinda spiky
Cover: Editorof a bewildering array of ICE
series.

(o] Part of interna-

Hair Color: Brown,

(though he'll deny it).

Cover: Editor, gofer, one-time reception-

ist and typist, all-around good guy

Suspected Offenses: Two counts of
et

Y
counts of being drunk at Happy Hour,
innumerable moving traffic violations in
his “bimmer”. Has been known to freely
misquote Wilde, Milton and Shakespeare.
Unable to complete Master's in English
Literature due to “Reader’s Block.” Hustled
staff with claims “I'm not a jock” but turned
outtobe a stud in with every beer WARNING:

tional conspiracy which brought Future
Lawto US and thereafter developed into
Space Master. Felony: System Sabo-
tage for creating Silent Death. High
Treason for failing to embrace all RMC
supplement professions; Aggravated Ar-
mored Assaultfor several counts of Pro-
duction Dept. terrorism. Inciting illegal
Star Strike. Fourteen counts of Gross
Indecency for overseeing the develop-
ment of numerous gamebooks. Several
immigration law violations have been sited, though more evidence is required for
successful prosecullon

i more
witnesses claim he LIKES New Kids on the Block music!
Identifying Features/Mannerisms: Always wears preppy attire, frequenﬂy in round
spectacles or ray-ban Seems and
terrifying intellect. Suspecied in /Q editorial takeover plot. Has unnatural fear ot
synthetic fibers and the nouveau riche. Likes to “Slum around” in Production Dept.

NAME: ROB BELL
AKA: That Damn Hero Editor, The Re-

( mg;g p for hi
int estimates by,
oh, 400% (and turning magazine articles
into 160+ _page books) Thinking hes

ing the point; Taking leaves of abseuce to
or F ——
parsonahng William S. Preston, Esq. and Jacko, the energizer battery guy; The
Champions GM’s Screen.

Identifying Features/Mannerisms: Arriving in the office at 11:30, scratching, reading
the paper, and then leaving to go to lunch. Eating Froot Loops after 2:00 a.m. Striking
fear into marketing with “I think this product will be a little long...”. Drives a’77 sportscar
with “BE A HERO” plates.

NAME: S. COLEMAN CHARLTON
AKA: “Doctor Dink”, “Coolman”, “Lucky”
Helght: ~6'5" (taller than Kevin Barrett)
Age: 37 (old enough to know better)
Eye Color: ICEy Blue
Halr Color: Brown (unstylish by current
- standards?)
Cover: Editing and Development Man-
ager & Rolemaster Guru (?)
Suspected Offenses: Five counts of ed-
iting (?) and developing the Rolemaster
Companions and the Elemental Compan-
ion. Three counts of bringing in cheap
(they never pick up a tab) foreign migrant
laborers (yankees from Canada, South
Dakota, and lllinois) to slave away in ICE’s

Identifying d “geek” look. Berate’s ICE game

Goofy, f
systems. Tends to wear T-shirts from other oompames

NAME: JOHN MORGAN
AKA: Croc (member of the O'dile mob.)
Helght: A wee tad short of six foot.
Age: 33
Eye Color: Brown
Hair Color: Dark Brown
Cover:
Expert.
Suspected Offenses: COn’lus No
American natives by talking in “voices”,
Corrupting Americal ing 5
spellin %

ut of
ldenmylng Feature:
F e glare and

f fists
itering
Inserts

when discussing product delays, Re vhen

colorful non- English phrases int ten excited. T y tohang around
large bodies of water like coffee machi ash: air-conditic and
state parks. the casual with an app aura of i ility.

NAME: TERRY KEVIN AMTHOR
AKA: Ter-bob, Mr. Invisible

Helg| gl s

Age: “Who wants to know? Hey, I still get
carded for beer.”

Eye Color: Blue

Hair Color: Brown (formerly blue or
purple) and gelled into immobility
Cover: Art Director/Production Manager,
master of the Macs and guardian of the
secret soﬂware.

Fi its of first
degree rrmnuscnpt murder, two counts of
assault with a deadly disk drive, three
felony counts of art attitude. Wrote
(‘butchered’) several Shadow World
modulesincludingthe infamous Emer. He
may strike again. Suspected in famous
debacle. Frequently

sweat shop: Editing & D Nu-
merous counts of muurdunng da English
and felony leval.
Uncountable counts of gross pnekyness with regards to various manuscript routings.
during volleyball games

S0,
and a multitude of boardgames

Tall, four-eyed athlete, sp canlifts
and boardgammg Nondescript, yet conservative dresser Uses late 60s & early 70s
slangwitha Canadian accent (actually its an accent “oot” of Tidewater Va, En?). Listens
to music from the same period while often commenting to nearby young punks: “They
don’t make music like this anymore!”

1Iees the US when threatened with dead-

lines; wanted in five countries. Suspected of having recently acquired half amotorcycle
and taking up skydiving; may have death-wish (or is just plain stupid). May be armed
with a bad attitude and a glare of death (usually aimed at Eisenhower, who is hanging
around in Production). Hovers over F and like a mother
hen (see IQ #8 mugshols) Approach with caution.

Identifyin Willwear wear
to 1ashlon noir (prelenbous all-black, with Biff's Wayfarers). Oecasswnaliy in the
ccompany of a mustelid with brown fur, black tail and feet, answers (sometimes) to the
name 'Swink'). May be the infamous Swinker-dinker-dii, fanged and dangerous.

"Extree-fun Convention Issue", Summer-Fall, 1990
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PORTIN FOO LS

PART 1: SKYDIVING

Well, in the survey you guys said you wanted to know more
about the Iron Crown staff, so you can’t say you didn’t ask for
it. On these pages we feature two articles: one is coverage of
the annual Americas Pup tournament held at Origins and
GenCon, and here is a brief pictorial, feamrmg a couple ofICE

correctly. As you tumble through space accelerating towards
120 mph, you are to count to five (“Arch-thousand, two thou-
sand”, etc.). At “five”, you look 'up' to see if your canopy has
deployed — the main canopy is on a line attached to the plane
and should open automatically. If not, it's time to pull the rip

staffers who appear to have a death wish.
rumored to include spelunking, bungee -jumping, deep—sea
diving, and Niagra Falls rafting.
Hey, it's ﬁne with me if Amthor wants to kill himself; I'm
really enjoying the editor’s chair.
—Biff

Few 'recreational’ activities inspire more delicious fear than
skydiving. It's one of those sports that people say “wouldn't it
begreatto...” butnever getup thenerve. Well, Kevin Williams
(of Production; see issue #8) and I steeled (and our

re cordonyourreser

‘Uh-huh. For those who think they
might freeze up, there is one final fail-safe: a little black box
attached to your reserve chute which senses that you have been
falling too far too fast and after a certain period of time triggers
ic reserve chute Bryan said they're
preny reliable — in fact one saved a guy's life just yesterday.
Just gréat. My stomach started doing little 'Vogueing' movesall
by itself.
Assuming you have ‘canopy deployment’, there are a num-
‘ber of nagging little things that can go wrong: line twists, semi-

checkbooks: training and first jump cost a tidy $125! Subse-
quent jumps on a static line are 'only' $35) and headed to a
nearby county airport determined to jump out of a perfectly
good airplane.

But... it's not as simple as it sounds. They don't just strap a
parachute to you and shove you out of a big military transport,
where it all happens automatically and you land gently and on

stuck steering toggles (you have to steer this

thing!) and others. We learned how to deal with these as well,
Finally, there’s the landing. The ground is zooming up
towards you and you better know how and when to pull the
‘brakes on that big piece of nylon over your head, and how to
land without breaku\g aleg. AsKevin and I were psyching

December 24,2020

Terry gets ready to drop into oblivion

itseemed like every
someone who had parachuted and broken .wmahmg Most

target without having to think. AsBr; ) said
at the beginning of the day-long training session “This is not
like. some mller coaster ndc you can die if you make a wrong.
decisil all, the plane is a Cessna four-

SparnnFoolsKe Tamie >

“ISYOUR IQ SUBSCRIPTION LOWER THAN YOU'D LIKE?”

The time arrived. We donned our and cl

The. ion is oddly like being underwater and unable to
tell which way is up or down. It seemed like I was tumbling as
Icounted... one thousand three... then I felta strong but gentle.

into the plane. I was stressing. Kevin was stoic. Our third
sporting fool —Dave— was clearly having a great time. Dave
e erstanc W ly theli limb

P ane, rigl ‘when

that door pops, you feel like you're abom to be sucked out..
Butit wasabreath of cool air when the door flew up and lm!e
more. Weletoutawhoop (of relief). Thenit was time for Kevin
toclimb out on the strut. T hxd an excellent view as he scooted

pull at my I looked 'up' to see my chute open
perfectly; unfurling like a beautiful (and reassuring) flower

beforeThad worry Mgmd;kngndk@ga my
heart. But — the straps leading up to the canopy were Lwnslegi
(oh no!). Almost wit thinking, I reached up and jerked on -

Ience (though I admi a day). You can aim the
canopy (which is propelling you forward at 15 mph, though you

can hardly tell it) by pulling your straps. Far below me wasthe

airport: a tiny strip and a cluster of almost unidentifiable

hand hand end of th thenatBryan's
signal... dropped out of sight like a rock.

Bryan leaned out of the hatch. “He seems to be doing OK...”
he said noncommittally.

Then I scooted up. This isn't so bad, I thought, 3500 feet of
pure nothingness within inches of my butt. That pretty green
checkerboard below was miles of farmland. Somehow it just
didn'tregister. Maybe it wasall that adrenalin pumping through
my system. We checked my static line and I swung out. The

1 could also see Kevin's canopy much nearer the
ground, making his final approach to the open field where we
were to land.

For four minutes it was just me and the clouds. The view was
incredible.

My landing was acceptable if not glorious: I prudently kept
‘my feet together and collapsed in a three point landing, Dave
bounced on his butt. Kevin proudly announced that he had
landed on his feet (well!).

thered up our d hiked back

first shock was the blast o7 air; other than that on
holding on (I didn't loox down). Then I looked back at Bryan
and he said “Go!” I dropped into oblivion.

|  The L.Q. should be availabl

subscription rates).

1 Charlottesville, VA 22902

at your favorite retail hobby store. But if you want to make sure you don't miss an issue of this informa-
| tive, entertaining rag, we will scnd the L. Q. direct to your home.

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-
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

Just send this form or a facsimile with your payment (make check payable to to L.C.E.) to: John Brunkhart, I.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! A

Aﬂer dnchmg our harnesses we headed across the street to the
“Pizza Shanty” for the best beer of our lives.
‘We're going back next week; we hope to get in two jumps.

3

: NAME

| Address

I Git JOE GAMER

s 1234 MAPLEVIEW DRIVE
jState 1 7Ip CENTERVILLE, ILLINOIS 50301
: : Start my subscription with issue # &

e e e S e e

8

*Note: you must start your subscnpuon with the next issue or later

-_--—------—-----—-------—-—----_J
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1990 America’s Pup Report

WRITE for ICE!

ATLANTA (IQ News Service) — The 1990 America’s Pup
Competition began during the Origins *90 show in Atlanta, As
usual, it wasa i ffair by industry full of the
same color and pageantry you might see in a Bulgarian tick-
judging contest. Millions, no dozens, of people showed,

(Publisher’s note: I think ICE could have come back.)
Mayfair squared off against Task Force/LEG in the third
game. This was only the second time in Pup history that a

Currently over 80% of ICE's published products are de-
signed and written by out-of-house authors. We are always
looking for authors [ designers for a variety of product lines.

predominately female squad (in this case Mayfair) took the | Each series has its own individual guidelines.

field, and they kicked butt. Task Force/LEG didn’teven score,
despite the h f Hall-of-Famer John Olsen. It was a solid

offering largely derisive support for their d praying
that they wouldn’t get busted for defacing the Atlanta Hilton’s
acclaimed running track (where the contests were held).
FASA is the current Pup holder. They’ve owned the Pup for
three years, despite a storm of constant accusations, investiga-
tions, justi buse, and bad weather. The T¢ Co-
chairmen, Jordan Weisman and Pete Fenlon, cajoled eight
companies into entering this year’s opening round. The il-

lustrious participants included crack groups from R. Talsorian -

Games, Mayfair Games, The Armory, Task Force/Leading
Edge Games, ICE, Chessex (the favorite), West End Games,
and Grenadier Models. All eight teams were hoping to unseat
the bastards... er, folks, from Chicago.

This year’s game was a variation on an older model used in
the 1984 competition. Three-man teams played soccer (aka
“football”) using a ping-pong ball. Each player held araw egg
in one hand and a water balloon in the other hand. The two
goals were flanked by zoal posts reflecting this year’s latest big
releases: WEG’s TORG, Games Workshop’s Deathwing, and
TSR’s vaunted Buck Rogers RPG, and ICE’s Silent Death.
Scoring (when there was any) went like this:

« 5 pts for a goal;

+ -2 points for crushing the ball;

* -2 points for dropping and busting an egg;
= -5 to -10 points for throwing an egg;

- +and -1 to -20 points for offering the Ref an unsatisfactory
‘bribe.

T

, gan 2 P
(“Old Eyes”) Stackpole served as Referee and accepted only
cash... no checks, no credit cards. The current Pup Director,
Dave Wylie of FASA, acted (and I mean, acted) as Umpire.
Jordan Weisman stood around a lot, but I think he set up the
field.

Mister Wylie che he pairings in )| d
show at the FASA booth. WEG faced The Armory in the firs|
game, a close affair characterized by the kind of hard hitting
you might see atadebutants’ badminton party. This game was
long andugly. Still, it was the best game of the day. WEG won
in a rousing comeback.

The second pairing involved Mayfair and Task Force/LEG.
Due to obvious impropriety, however, the ICE team greased
Mr. Wylie’s palm a bit and succeeded in moving their contest
‘with Chessex intothe second slot. A shrill protest from Mayfair
ensued, but tonoavail. ICE got to play, bumping the other four
contingents. (This sort of psychological warfare is a mark of
a seasoned Pup team.)

Unfortunately, ICE still couldn’t win — even with crowd
support, custom uniforms, and a good-looking seven-man
team. First, they brought too many guys (including Kevin
“Alien” Barrett, Rob Bell, Chad Brinkley, John Brunkhart,
John “Croc” Morgan, and Hall-of-Famer Coleman Charlton)
and killed their renowned rhythm. Second, they played the
‘muggers from Chessex, a group noted for fielding huge dudes
(e.g., Don Reents and Herb Barents) and vicious criminals
(everyone else). Third, Chessex abused the unwritten rules,
scoring two goals off plays which were later declared illegal.
Fourth, Chessex abused the ICE players. Fifth, team captain
Pete Fenlon was plagued with some sort of embarrassing
spasms. Sixth, their overall play (excepting Kevin Barrett)
sucked. Seventh, Chessex bribed the Referee at the start of the
game. And eighth, ICE fielded an Australian. ICE was down
by 15 points when they unleashed a hail of water balloons (or
were those eggs?) and then began chanting “Disqualify ICE;
disqualify ICE.” The Ref ignored their pleas, but ICE was
finally thrown off the court when they spouted inappropriate
comments about the Director’s unsuccessful vasectomy.
Chessex won by default with less than a minute to go.

Viike  HISTORICAL NOTE: The Amer I

win.

By the fourth game, the court was so slippery that the Ref
could barely stand. (No, he was not drunk.) It was no surprise
thatRTG took on Grenadier in aless than epic battle. Grenadier
was led by another Hall-of-Famer, Bob (“Hairy Legs”) Watts,
and apparently trained for months before taking the field. The

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 suggested
topics for the M.E. module lines.
ICE Contact: Jessica Ney.
M_.E. Ready-t0-Run modules: MERRs may be set in any of the
territories covered by our existing modules. o

game began with the Ref slapping a -10 penalty on RTG’s M,.E' Advenure modules: Open topics include: Harondor,

Linhir, the E the Old Forest.

“Guest Star” (Mark N forsl ingan egg

into an opponent’s chest. It went downhill from there, with | M.E. Campaign modules: Open topics include: the Shire, a

Grenadier winning by 25. (RTG did pretty well for a rookie
squad.) The only highlight of this game was a spectacular fall
byaGrenadier player. He tore up hisarm real good, forcing the
Official Pup Medic (Ed Watis) to whip some serious bandages
on the wound.

Atthis point about eight spectators rushed the field, tossing
balloons at the Misters Stackpole, Weisman, and Wylie. Ev-
eryone missed, but one guy (I won’t mention who) missed so
badly (3 times!) that the crowd broke into thundering applause.
T was really embarrassed. One guy’s balloon, though, turned
into an egg and hit Dave Wylic hard enough to draw blood. The
audience was roused into a frenzy.

Thus ended the first round of the 1990 America’s Pup.
WEG, Chessex, Mayfair, and Grenadier advance into the
quarter-finals, which will be held at GenCon. Two winners
among the four will advance to the semi-finals. The winner of
that round will advance to a “round-robin” final with The
Californians (last year’s finalist) and FASA (the Pup Holder).

Dorwinion campaign, Western Gondor, Enedhwaith, Old
Pukel Land, etc.

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
Morgul, Linhir, Aldburg (Calmirg), Umbar, Calembel,
Edoras, etc.

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

ICE Contact: Kevin Barrett.

Cyberspace Series: numerous different format possibilities.

ICE Contact: Kevin Barrett.

Metal Express: Game systems and support products:ICE.

Contact: Kevin Barrett. ,

consists of the two Co-Chairmen, two appointed Hall-of-
Famers, and a representative from the Pup-holding squad.
‘This Committee is responsible for choosing the game (which
must involve a raw egg), setting the rules, and inviting the
participant teams. This year’s Committee consists of Jordan
‘Weisman (Co-founder of the Pup), Pete Fenlon, Bob Watts,
John Olsen, and Dave Wylie.

DaVE's WORLD
(Continued from page 1)
= If you are travelling to the South, eat lots of grits, preferably

at truck stops. Don’t forget to pick up the latest issue of
Truckers Digest Mc ine (The

(first releases in March 1989): We are looking for FRP
ignand ad

Worldof. /Fantasy He, into
and used with anyone’s campaign.
ICE Contact: John Ruemmler.
Campaign Classic series: Sourcebooks (for Rolemaster,
Fantasy Hero and MERP) based on a readily recognizable
topic / setting. For example we have published Robin Hood,
Mythic Greece, Vikings, Pirates, and Egyptian module.ICE
Contact: John Ruemmler.
General FRP material: ICE plans to publish articles for the
Iron Crown O ly R /MERP
Such projects will include material from anumber of different
2 X

F:
ing). If you get bored, play “Count
* Chuck chickens and/or frogs into pots at every opportunity. I
ic, but

‘amily of Truck- optional rules, collections of traps, collec-

t the Wafle Houses”, tions of items, ions of , collections of
“lairs”, f generic mini etc. So organ
izing and submitti ur i h FRP materialisa good

personally find that chickens are a bit more
never play Tic-Tac-Toe against one, you just can’t win!

* Never let an Artist drive. They have the tendency to practice
the art of Zen Driving (find a car thatlooks like it knows where
it’s going and follow it).

* Beware of spring-lo :ded animals.

» Avoid the following areas at all cost: Big Bone Lick State
Park; Stinking Creek Road; Raccoon Valley (They sell
nighterawler soft ice cream there - honest!); and all blasting
zones.

« If things get slow, break into a few verses of “Oh, Possum
Man”.

* Be sure 1o go to church, especially if it’s been converted into

_ arestaurant and bar.

* Remember that Arby’s won’t sell you the Babar toys unless
you buy a Fun Meal.

«Itispossible to survive on Pop-Tarts and Mountain Dew alone.

* DON’TFORGET YOUR SHADES!!!

- Later Dudes!

you
‘way foryou to getyour material published and for us (and you)
togetanideaof your design /writing /organizational abilities,
ICE Contact: Coleman Charlton.
Rol C material: Peri ‘we publish
optional rules, guidelin:s 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 IQ!

ipts that fitinto the Shadow

"Extree-fun Convention Issue”, Summer-Fall, 1990

11

11



ICQV2 N9 December 24, 2020

12 12



ICQV2 N9

Thisis another in a series of articles in the IQ which discuss
an interesting upcoming product. Mythic Egypt is the newest
in our line called Campaign Classics, sourcebooks which
cover aspecific miliewin Earth's dim past. As the title suggest,
Muythic Egypt is much more than dusty history. In our Egypt,
the gods live, magicians have very real power, and every day
is an adventure.

Itis aI.w important to note that Mythic Egypt contains, full
system inf ion not only for , but the
NEWFanlasy Hero! We're also quite proud afthz loo/z of this
latestinthe C ign Classics series, abit of ad
the staid, ‘texty’ approach some people accuse u: of. Thu

sampler page is meant to give you a taste of the exciting
upcoming book. (CheckAston's Picks or New Product Updates

for availability dates.)
— Biff

|NTRODUCTION

MythicE; S 1

It includes game statistics for the Fantasy Hero and the
Rolemaster/MERP systems, but contains information useful
to anyone who wants to fantasy game in ancient Egypt.

Mythic Egypt is about the Egypt of the imagination. The
book includes a great deal of information about the Egypt of
history, but 8oes beyond it, to include sinister pyramxds,
restless and ancient magics. I have al.

Part IV provides the Game Statistics about non-player char-
acters (NPCs) such as monsters and gods. Treasures, valuable
tips to the GM, Fantasy Hero Spell Colleges and Magic Items
round out this part of the book (which also includes a bibli-
ography and an Appendix).

CREATING CHARACTER
BACKGROUNDS

You can play any of the usual fantasy role playing profes-
sions in Mythic Egypt, except that professional human fighters
‘must be low-class or foreign. But profession, race, and stats do
notmake acharacter. They are only the framework for the game
mechanics. To give the character dramatic reality, you must
create one just as you would create a character for anovel ora
play.

December 24, 2020

Both methods can provide a satisfying roleplaying experi-
ence. It simply depends on what you want. For the rest of this
section, I will assume that you are composing an imaginary
personality. But even if you are not, your projected self still
needs a background.

‘Why are you here? This is an especially urgent question in

Egypt, where few of the human natives go adventuring unless

it is thrust upon them. Here are some briefly-sketched sample

careers:

A professional magic-worker waiting for the next high-
paying client.

« A merchant specializing in trade of magic items between
Egypt and Phoenecia, with some smuggling on the side.
(Rogue or Ranger)

« A tomb-robber from a long line of hereditary tomb-robbers.

Some people are starting their first careers and are at loose
ends:

Is your character someone else, or just you, posedto , o . Ker - o
the fantasy world? If you are simply projecting yourself into Rt undels' s f U
the | world, it makes your acting job much ¢ easm;ymL

simply ask, “What would I do in this situation?”

On the other hand, to play a character with a personality not
your own offers a challenge and a satisfaction similar to stage~
acting; you must then keep this imaginary personality in mind
and ask, “What would Thnex (or whoever) doin this situation?”

Some people are fres| om a disaster:
« A Greek warrior who came as part of the guard attached to a
diplomatic mission but screwed up, was sacked and is now
looking for work.
« A priestess of Isis, sent away from her home temple because
of poverty, looking for a new position.

the mythology somewhat (the real ancient Egypt had at least
four conflicting sets of myths about the same gods) and made
up the Retid demi-gods out of whole cloth. So do not mistake
this for a book on Egyptology, although I have used historical
and archeological sources to provide a good deal of back-
ground detail.

The Egypt of the imagination is an excellent place for
fantasy gamers to visit. It contains an ancient civilization,
learned and aristocratic, with great cities full of wizards,
thieves, and nobles. Yet just a short walk beyond the city is a
wildemess alive with monsters, arcane folk, and the treasure-
packed homes of the restless dead.

One of the dominating features of Egypt is Time, in great
quantity. Egyptian history is far too long to ignore, yet Egyp-
tian culture changes little over all that time. As aresult, you can
use Mythic Egypt to set an advemure in any of several periods
—ﬂle bulous eras when god: on the throne

many human
l.helr k.mgdoms in isolation, or the more turbulent and cosmo-
politan times when Egypt was ruled by Persian emperors or the
Prolemies.
Mythic Egypt also contains a wealth of suggestions for

in 10.0. : &
HOW TO USE THIS BOOK
Mythic Egypt has four main parts. The first is the Player's

_ Section, which gives information about generating characters

mdpvvtdesemmlbackgmmdabmnﬂ

gypL
_ The second section is the Gamemaster’s Section and con-.

tains several scenarios and adventure ideas for GMs.
mnhndsecmnuuesmg,whlchglmgeomphncal
information about Egypt and its neighbors.

WALL SURROUNDING COMPLEX

5. 1515 SHR
6+ ATUM SHRINE
7RA SHRINE
X P 8- PRIESTS AREA
— SSToRACE

MORTUARY TEMPLE OF ATUM HOTEP

L)
(=]
—_
=

COURT
3 + SANCTUARY OF OSIRIS ATUM-HOTEP
4 ANUBIS SHRINE
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(See Aston’s Picks for Release Dates)

Stock Title Price  Stock Title Price

ACI16 Adventurers Club No. 16 (Aug/Sept) $3.00 7011 Overkill:The Ptolemean Wars™ (October) $14.00

The Fantasy HERO issue! AC16 will contain a complete Fantasy HERO adventure, It also  The province of Greater House Ptolemus has been invaded by Colosian troops along with
i ited Champi errata. Add onnew previews, regular ing hoards from the Black Plague and Behemoth Warbands. Interstellar war is at

features, and a new Champions cartoon, and AC16 is a must-buy for HERO fans. This will be
the first issue in our “beefed-up” 48 page format.

AC17 Adventurers Club No. 17 (Oct/Nov) - $3.00

hand. In the vanguard of the deep space invasion fleets fly elite squadrons of starfighters. They .

will have first contact with the enemy. Overkill: The Ptolemean Wars is a grand campaign
expansion set for the Silent Death ™ Metal Express™ game. Included are new. ship displays for
players who wish to use new spaceships produced since the initial release of Silent Death . A

Now in its eighth year of publication, the AC is the perfect for players i in
the super herorole playing and universal role playing systems designed by Hero Games. Edited
by Jeff George with contributions from HERO authors, this comic-book size (10.25" X 6.625")
quarterly publication with a heavy-stock cover, now has 48 pages . Each issue has a high “shelf-
life” duetothe i i

gaming d the 1'4 g COV Ith
of articles on Champions ®, Hero System Rules™ , Fantasy Hero™, and all of the other Hero
Games. Recent and upcoming issues include material complementary to the revised rules of
Champions and Fantasy HERO. There are also columns previewing upcoming products. Find
out where Hero Games is going and what we are doing.

411 Ch in 3-D™ (September) $16.00

iter-sheet of th game markers is supplied with the 64 page book.
7500 BladeStorm™ boxed es rules (N ) $30.00
The Bladelands are a wild, chaotic area shrouded within a mantle of ferocious magical gales
called Here, a little battle can decide the fate of a budding tribe or nation.
I is a skirmish-style fantasy mini game. Each figure represents one person or
creature. Simple rules regulate small-scal battles involving up to fifty

BladeStorm s a fast-paced combat system for fighting minatures battles in any fantasy world,
but we provide a sourcebook and set of scenarios to get you started in the Bladelands This rich
b: ‘material P setup their own mini; igns and provides an ideal
setting for aminiatures game. BladeStorm contains: a64 page rulebook, a 160 page Bladelands

Ever wonder what hap;)ens after your superhero steps through that portal? And
exactly where do you go when the Necromancer banishes you to another Plane? C| in

a 32 page scenario book, a 32 page color guide, two full color maps, and a set of

3-D answers these questions and much, much, more. This huge 144 page sourcebook has

i idelines for running extra-di ional Champi d . Complete, de-
tailed dimensions have been supplied by some of the BIG Champions authors: Aaron Allston,
Rob Bell, Scott Bennie, George MacDonald, and Allen Vamey. Toss in a campaign to tie it all
together and Champions in 3-D is a must-have item for all HERO fans.

412 Demons Rule™ (October) $7.00

- Anew gang of punks— The Demons — have hit town. They are giving other street gangs and

law enforcement auth of trouble as the
dudes are so tough they have superpowers! Is it possible that

eaw,%un;w territory. Some of these
e Demons are really ...demons?

eight dice. Mini are available from Grenadier Models Inc.

7600 Organized Crime™ boxed boardgame. (Oct/Nov)  $29.95
The Gang have d i d aNational focus. In Organized Crime, upto four
players assume the mantle of the Boss and try to survive the gangland world of dirty dealing and
double-cross. The winner of the gameis the sole surviving Boss. Players generaterevenue from
controlling cities (turf), business investments, and illegal activities. The game also includes Hit
Men, Corrupt Officials; and the all-i National C¢ issi keeping people honest
I from 2-4 players. C i amounted board, four sets of playing pieces,

playing cards, scrip money, and dice. -

suitable for collectors of spaceship miniatures

913-918  Ships of the Ptolemean Wars™ (Aug/Sept) $4.00 each
Here come six new starfighter miniatures for the Metal Express series premier, Silent Death,
Flown by the battle-scarred SMAC Regiments of the titanic Ptolemean campaign, these new
fighters are sleek, rugged, and armed to the teeth. Each blister Ppack comes with the fighter’s
Silent Death game stats and contains 2-3 scale spaceships. Included in the series of six is the
notorious Death Wind — featured on the cover of Silent Death.

913: Blizzard 914: Kosmos 915: Hell Bender 916: Death Wind 917: Glaive
918: Drakar

1050 Mythic Egypt™ (Aug/Sept) $16.00
Step into the dust and heat of Mythic Egypt, where Pharaohs and Sorcerers 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 wildemess where Djinn and Sphinxes wander, and restless Muminies
guard the treasures of Royal Dead. The Pharaoh rules asa god, but in this ancientland, even gods
can be assassinated... and even the slain canrise to fight again} A 160 page perfect-bound book
for Rolemaster and Fantasy HERO' players, but also adaptable to most major fantasy role
playing systems.

5106 Death Game 2090™ (September) $9.00
There’s a new stimtech game technology hitting the streets and everyone is playing. It’s the
ultimate cyberspace experience. But when is a stimgame only a game, and when does it cross
the threshold into grim reality? Find out in Death Game 2090, the second 48 [page Mission File
for the Cyberspace ™ role playing game

| Demons Rule is a 32 page adventure for Champions® 8007 Angus McBride’s Characters
More, more, more! Hoton the heels of the d (and awaited) Fantasy HERO™, - ;.f,f’fzﬂﬁ"l‘”"{r"‘f"
the 144+ pqgefamsy HERO Compmi?nh‘asc‘ver‘yﬂlmg you would wantto make yourFfma.vy of p ‘Angus ide’s best work. Each 3 At el
*——ﬁﬁﬁmﬂ?m‘g;?’? hundredsofm ans for fangasy, {2112y description of the action and full game statistcs for the characters depicted. An ideal
locations, So expand your hms even further — pick up the Fantasy HERI()) Campanion.y Christmas gift for Tolkien fans, connoisseurs of fantasy art, and fantasy role playing gamers.
913-918 are Metal Express™ miniatures for use with the Silent Death™ game. They are also 8016 Ghost Warriors™ (September) $10.00

Solve the mystery of the Riddle Caves, the dark labyrinth twisting through the roots of the
southern Misty Mountains. Their depths are key to the mystery of the Ghost Warriors that haunt
the foothills, and the bizarre rituals practised in moonlight by arevered 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.

9002 Space Master Companion I™ (October) $13.00
Hereitis! An optional and variant rules compilation for the popular Space Master RPG. In-
cluded are: i kill listings with new i d d i

idelines for iplete strategic-level game for Space Master allowing players to run one or
more of the Great H i i danup tate of the Spa
Master gaming Universe. This 96 pag will be amust-haveitem for pl f Space
Master.
9021 Armored Reserves™ (late August) $15.00
A vehicle compendium for Armored Assaulf™ containing an 80 page book and 160 vehicle.

ored R p P fthe Armored A Itb 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 aerocraft — most of them fully
ill i0s an paign ideas for Space Master™ are also included in this

v
valuable package.

ICE, Inc
P.0. Box 1605
Charlottesville, Va, 22902
USA
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TREVOR s TALE
The Adventures of a half-Elf-half Mystic
in the 4th Age of Eastern Middle-earth

WARNING!
Trevor's Tale sometimes contalns language and/
or concepts which some adults may find offen-
sive! If you are 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.

M'raj: 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 Mage
with a water fetish.

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

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

Hiiri: A boy of perhaps 15 who claims to be Trevor's
nephew and has an aura like a Maiar

AND THE ASSOCIATES:

Nandar: Darien’s 'Pack Human'

Senkay: A Spastic mortal.

Then Milldik and Nom and Ofinree apporently couldn't take it
dleft. I \ar i about the ithpy

witch who knew his name, and Ofinree heard the plains calling (“..
Ofinreceeceeeee, Ofinreceeeee.....”) Kinda like a Kid calling it 's mommie,
like you used to do when I beat you up, little brother. That was fun.
fi . fi (o).

going toa southisle for away. There I shall unite a great wand of
power with its body. And there shall be a staff like that of my
master’s master. And Fate shall once again rule, but now no one,
ot even men shall escape its low. And all will serve their destiny,
Jjust as I. And although this is sad, my dear, it is my destiny to do
this; I fiave no choice. ¢
The (ittle girl asks: “Brother, why?” (she is my mother?)

“Because that is Fate. That is the Law.”

“I am scared.”
“Tunderstand, though I'no longer feel as you do. Run along.”
Thegirtbegi & ill and waves. He

g backover

nods, and [ooKs south o the sea. The sun sets in thewest. Isecinto

his eyes, and there is no glimmer, only dark blue (ike a decp pool.

Into that image comes & room, and in. the room are eight men (four

seated on each side). On the left is the Fisherman (Virdiak, Lianis,
’

Nan tp
and came back diffe i not sure fiow. The Trident kn.
though.

Leading the group with my usual wit and charm, we crassed a river
north of Bear-land (actually called ‘Typh’ T learned) to avoid the
mountains shaped like bears. Torak (the club-foot Monk) and Coma
Jeered at me, and I finallygot tired of it. Finding the situation un-bear-
ble [ loft, dragging Hiiri with me.

We find a short argument about responsibility and the lack. of
practicality of the two of us travelling through Syclax withiout rein-
SJorcements. I told Hiiri e coutd go back to the group if he wanted. He
did.

After giving thesituation some thought, Irealized thati i
t0,g0 on alone. Now, I'may be alot of things (ajerk, an creep, a stubb
creepy dunderfiead, a good-for-nothing son of a bilrog, a not-nice guy,
etc.), but [t it never be said that Trevor is stupid. I also didn’t want
to leave Hiiri unprotected. So, I'returned to the group and flew afiead,
invisible and checKing for presences. T Reptin touch with Hiiri and e
led the group. It was kind of funny: this 16 year old Kid directi
b

Pallands'), myuncle, and: On theright is aman in blue-

erl{ﬂlamr‘ ,Mcﬂ!taruzjmﬂ(wf/mﬁawﬁuﬁ' are brighter. T
4rs i e 5

mmﬂhqu&ﬁgﬁm

“My Lord wanderer, your aimless journey will never end, so long as

‘you betray your fate.”

“I make my fate, so I am Fate.”

(Alatar Laughs) Your order is built upon the spirits thas will pass
in the nigh eroants 7 i1

Y
in the dusk. My order, my son, is coming soon, and the world will
beas a garden withiout need for the tears of your aimiess sheep.”
“I called you friend once, now I pity you, for your destiny is to
wither in the darRuess, just as your servants die beneath the Night
of the Long Winter.” I see the dark pools of Pallando’s eyes, the
bright light of the setting sun, then nothing but darkness.
Suddenly in the darkness I hear a woman's voice: “I loved your
uncle. Ilove you.” I sensea calm familiarity. “Twould rescue his
spirit, just as I shallrescue the spirit of his lord, who I have loved;

of tough, hardened adventurers. *Snicker*.

We got out of Typh — bear-fy slipping unobtrusively through the
‘perimeter defenses— and hustled onward south and west. Many days
and miles laterwe arived in Ralian, at the fine stacked city of Reen. It
even had figh-rises. Hiiri decided thatitwas time to sleep in areal bed

again.
We spent afew daysin Reen, Coma (did I mention that e now goes

- Letter Wme
Today
East of Agen’

Dear Brother of Leisure:
Isfiould tell you that some of the group members are referring to this
journey as “T'revor's Big Adventure ™. If they want to call it that, 0%,

but I really wish they would call me by my true name, Arxdukanga.

We got out of Aegan, travelling in an uneventful manner to Dar
Dunadsr, where everybody folds paper. Paper houses, paper obelisks,
paper boats. And you know what a little pyro I was as a child. It was
fard not setting fire to the whole place.

We bought this boat shaped (ike a beaver (or was it a beaver shaped
like aboat?)and started sailing along. For exsraeffect, Nandar’ caused
the eyes to glow, and smoke to come from the nostrils. It became
Theodore, Beaver Boat from Hell. Irode on top, appearing in my true
form as Arxdukanga?

Well, some buffoons pulled up in a lizard boat and wanted money.
Of all the stupid ideas. Tinformed them that ArxduKanga pays tribute

¥ . s

tonoone. Th tricks, and
i offthe Gver t” i fiigh
0 s / A i

say ‘scaarry!” Not for Arxdukanga.

Hiiri and I flew out of the way, and while Nandar's “fire lizard”
took out the flanks, Namu and I blasted the net. Unfortunately, the
Beaver Bont took the Big His. Wehiad tosalvage some blubbering group
members, then clambered up to the side.

fiad a close encounter with a trap, but, despite the super
coordination and fealing sKills of The Amulet Which Speaks and
A gt 2l e G :

on,
without our boat or a clue. Hiirirobbed Mildik, and I fiad to pay the
creep back. Parenthiood!

Weran into these bear bridges, bear statues, and other general bear
crap (not literally) including a bear attack in the woods. Well, we fiad
to take a few of the little furballs out, but overall it wasn't a big deal.

Of;, yeafi, the Torak the monk got hiis foot shot off somefiow. Udun
if I Know fiow fie did it; just one day he had no foot. Must've been one
of those battles I slept through.

by ﬁmimhﬁmudiyzjmnﬁoggmrynpbuqﬂhmwmzw
of s types.  Forcing the group to action after

1i
my goal: Syclax! Ak, Syclax, acity infamous for bringing us such evils
as the Whise Mage, (Shurun Dilrax), and ugly flags. Slipping past the
city, we amived at an ancient temple with a chair on top. I hopped up,
and proceeded to fave the vision which was the culmination of myBig
Adventure (Phase I)....

Isit in the chair and let my mind wander. I set aside the Trident
z £ Sttt Lok 5

and your i oldest blood is bound by fate shall be free like
that of the men who walk these shores. Love me and you shall be

free. I am now mistress ere, and I am love.”
I'realize that it is Mormiresill®

The chair asifit is endowed withap or presence.
I feelmy dream fias been ended prematurely— and I am in communi-
cation with the Mediator:

“Where is my uncle?”

“Battling fis fate, and yet defending his end far to the south.
shall, as e Rnows, never see you. He does not understand my love. ™
“Did Virdiak understand?” s 5

“No, his spirit wandered, and love is order.”

“What about the faceless man?”

“There is no love where there is no spirit.”

“What is your purpose?”

“Come to me; I am of your Kind. This is our world not theirs.” She
sits on @ small stool, on a balcony of fier palace, o beauty beyond

am immediately blinded by @ purple reflection from four pools of

water. From the swirling water in one| . pops up and looks

atan old man in deep blue robes sitting in apurple chair. The Fish

speaks: "My Lord Virdiak, who do you summon from the well
e

You, Dendien; that is why you are fere.”

“Why? I hiave been asleep for so long.”

“Tofinishyour ciore, for you have made the top of my staff; it seeks

completion. .. "

“Where shall I go?"

“From my home to the wells of the Uttersouth, to the isle farthest

south. You shall find that which you made long ago. Unite the

parts, and bring them to my lovely home in Kai'ish. You have seen

frow you will die” 3

“My Lord, that fate is what binds me to you; nothing more.”

et that is enough.” In ks eyes, there is a flat blackness (like

death; the absence of life); there is also a worn-out quality to him,

tired and complacent. A glimmer from a ring on fis finger: bright,

blinding, flickering purple.

A break, and I see Uncle ie long )standing before

thre Eloes, ol Kneling and . 9t sass: ou oo besraed
3 , , sl

Hour, PEgopit
that donot move, except to break the ground wewalk on. By this
you shall pay.

The first EIf, Sylvan, says “How, my Shepherd?”

You shall pay as I have: You shall know your end.”

The second Elf speaks: “I shall sooner die.”

“In a sense, you shall.”

From a mist behiind the Elves a door opens and a light blinds me
again. The mist clears, and I see Dendien shepherding on a hill in
E—SorulSare. Beside himis ayoung girl. He speaks to er: “Iam

e Ks: Shewould di by dissuad-

Then the Trident sp
ing the dissuader. Her love would chiange things.”

I ask the Mediator: “How do you feel about the Trident?”

“Tt is the dark side of my love s spirit.”

Tiecline i offer b insights into the Mediator: sheis ike
the wind, a dark spirit, full of passion, hungry and imperfect. Ol and
gifeed, she seeks to be rid of the shiackles of her race. She is Avari, yet she
Knows the Eldar well. She knows their lords.

1 break contact.

- H:Im"o(c,ﬁm wMﬁmW:@g&mSy@MWﬁm

Miildak him?)and apair of ng
vagrants burst out of the woods at that moment to rejoin M'raj,
Nandar/Darien, Cavstiid, Hiiri and myself.

OF, well, I Rnow you're on the edge of your Geack recliner, so I'll
write again soon as the Big Climax; of My Big Adventure nears.

Trevor.

1. West, actually, but I couldn't resist. James Dean'’s got nothing on

me...

2. Ok, yes. Luir i thy ):
afamous Sorcerer-lord and Melkoric Priest of the Second Age, creator
of the Igaak-swords. Ed..

3 ions of identitic

of other ine, but there isn's much doub
4. Again, who do we think we 're fooling fiere?
5. The Mediator, the Sylvan ELf-woman with golden-white air who
3 5 8
fias one of of Ultimate.

armor. eak, that fiot witch.
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