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Shadows (The original rules prior to Shadows3)


Introduction

	These are my "house" rules for an 
Eternal Champion6 compatible (property of 
Chaosium) based campaign set in the modern 
era.

Background

	The campaign is structured with the 
characters supported by powerful sponsors 
(whose attention is mostly elsewhere) as a 
force in a world filled with change. 

	In Shadows, the world of magic 
returned in connection with a change in the 
magical field that isolated this frame from 
shaping chaos.  The world has now returned to 
its even balance between forces and has seen a 
return of both chaos and magic. 

	Everything has gained a magic cast to 
it -- including people -- and many magical 
creatures have returned.  

	This change came after a severe winter 
and "frost summer" (such as the extremely cold 
summers of the 1820s when the frosts never 
really ended) filled with troubling dreams.  In 
a sudden wave at the end of summer, several 
weeks disappeared and the world changed.  
The time of change is known as "the lost weeks 
of summer." 

	During the change 5% of the people 
were unaffected, about 50% had strange 
dreams and magic memories from the lives of 
2d3 other beings, 40% gained a slight gloss (1 
skill 65%, d3+1 skills at 10%, 2d6 skills at 
5%), 4% were touched (-25% to all current 
skills + 50% of a magical persona) and 1% 
became magical. 

	Magic is now a strong presence in the 
world in both Tychistic and Transmogrific 
forms. 

	Following the "lost weeks of summer" 
those people infused with a half-world persona 
became a merger of their magical persona and 
their original persona, with immediate 
character traits and needs retained.  E.g. John 
Doe lawyer may have woken up to find his 
computer suddenly advanced and his ears 
pointed, but he remained a lawyer with the 
same cases and in the same law firm.  

Generating Player-Characters

	Your characters begin play about two 
months following the time of the "lost weeks 
of summer."  You will have two characters.  
One is an avatar of yourself suddenly touched 
by the dislocations and warps that occurred in 
time and space as chaos returned.  The other 
will be provided by the GM.     

Character creation by the numbers 

	This is how to generate yourself as a 
player-character.

First

	Create an avatar player-character based 
on your best self in the past 10 years using the 
following table. 

                          AVATAR TABLE

SIZ = weight / 12; 180 pound person would be 
size 15.

STR = Bench press (or Nautilus back curl)/ 10; 
If a player bench presses 160 pounds the 
character has a strength of 16. 
	(Note, strengths are linear in this 
system.  A strength of 30 in this system is 
actually weaker than a D&D strength of 18.96 
and a strength of 60 is about equal to a 
CHAMPIONS strength of 20.) 

CON = 1/2 of STR + 7; If a player's strength is 
12, then his or her constitution is 13.  Give 
female characters +2 to CON.  Give 
non-smokers +2 to CON.  Modern people are 
healthy and women are healthier.  (A 
nonsmoking woman would get a total of +4). 

CHA = 1/2 of POW + 6.  So POW 12 = 
Charisma of 12. 

APP = 20 or CHA (whichever is higher).  
"relative APP" (for the characters' social group 
after "the lost weeks) is 13 or comparative; the 
average of your group should be 13 or 14.  
	Characters will thus be at the higher 
APP when dealing with outsiders (and those of 
lower social groups).  Use the comparative 
APP when dealing with each other or those of 
equal or higher social groups. 
	This reflects the advantages of wealth, 
magic, good basic health and surgery on APP. 

DEX = (<%test score * 1.5>/10) + 4; if the 
player's percentile rank from taking the test at 
your state's employment center is 50% then the 
character's dexterity is 11.5.  (Such tests are 
available for free as a part of unemployment 
aid and job suitability testing).  
	Otherwise, if you don't want to take two 
hours on a Saturday to take the tests, assume 
the average in your group is 12 and rate each 
person as better or worse than average. 

INT = (GRE or SAT <Math/100 + 2*Verbal/100> + 2); 300/300 GRE = 
Intelligence of 11. 
	Again, INT is linear.  Note that 
Stormbringer characters can have INT in the 
mid-20s.  

POW = INT + (d6-3) (use best of three rolls, 
POW = luck too); INT of 12 probably means a 
power of 13. 

SAN = (POW x 5)% + 20%  alternate:  
enlightened; POW of 13 means a sanity of 
85%.  Sanity in this campaign can be 
replenished and can exceed 100% - Cthulhu 
Mythos skill (except for characters who serve 
Great Old Ones). 

EDU = Will = Years of Education  (~one 
player point per year of school).

Luck = 2d3 for starting luck.

Extra Starting Player Points = 21 - (Luck + 
Will) (minimum of 0)

---notes on WILL, LUCK and POINTS

	Will is used/spent to improve a 
character.  Every point spent allows the 
character to be improved by 1d6% in a skill or 
requisite (will is spent for successful training 
or learning by experience).  Characters do not 
need to keep track of what skills they use in an 
adventure and do not gain 5% each training 
episode.  

	They improve only by 
training/experience and by spending will.  This 
controls character advancement and 
discourages the "golf bag/weapons cart" 
procedures common to some campaigns. 

	Luck is used to be lucky.  Each point 
spent (after the fact) averts one bad result that 
just occurred.

	Players are awarded player points after 
each session of play (usually -3 to +3 points 
with an average of 1 point per session).  The 
player must invest the points in luck or will 
before the next session.  Negative points 
reduce skills or cancel luck.

	Some characters will start with player 
points.  Starting player points may be invested 
in Luck, Will or Requisites (2 player points for 
each requisite point).  (Only starting characters 
can invest player points in Requisites.)   
	This is to balance, somewhat, the game 
effects of lack of education by giving those 
with less education the chance to buy skills 
and/or requisite points. 

	Using Player Points as a limit not only 
slows down the speed of character 
advancement it also contributes to play balance 
and better play. 

Second 

	Create a fictional character based on 
each player's avatar and the rules set of their 
favorite fantasy or SF setting.  Give the 
character adventuring/active experience to age 
30 (that is, create a starting character with the 
your requisites and give them about 9 player 
points worth of advancement a year for ten 
years) (This assumes that they have 12 
successful adventures a year and invest 9 
points into will, 3 into luck -- to keep those 
adventures successful).  

	You can pick any available non-human 
race that appeals to you or have the player play 
a human. 

	Next, having generated a fiction based 
character, create a "real world" character based 
on your skills and abilities.  Reset your age and 
condition to the best age/condition you've been 
in over the last 20 years (part of that time-space 
shift).  Merge the two. 
	The merger can be either 75% of both 
characters plus some special magical gifts 
(table follows) or 100% of both and no gifts.

	Note that gaining obscure magical 
talents or fighting ability may have little impact 
on the normal lives of most people.  I've 
known a number of martial artists and 
ex-soldiers (back from Viet Nam) whose skills 
never affected their lives. 

Third -- the adventure begins 

	Following the "lost weeks of summer" 
(the time when the magic returned) your 
character is approached in a dream by one of 
two beings.  One is faceless and seems carved 
of swirling ice.  The other(s?) are vague, but 
human seeming.  The being seek to recruit you 
to aid them against their ancient and evil 
enemies. 

	Decide if your character wishes to be 
sponsored by the Faceless Lord or the Nine 
Masters.  The Faceless is supernormal, the 
Nine are natural and comfortable in 
appearance. 

	Choose to pick your two gifts from the 
table or to be 100% of both characters.  Choose 
before looking at the table. Your character will 
also receive one "gift set" unique to your 
patron.  The gift set will be disclosed after you 
chose your patron. 


GIFT TABLE

	Randomly roll for which gifts you 
receive.  If you are uncomfortable with random 
rolls, pick the gifts of your choice and pick the 
fixed values (i.e. for gift #1, instead of rolling 
3d6, take the alternate +12).     The benefits 
are about equal to (or in some cases the same) 
as those available from a chaos gift spell in 
RQII.
1)   +3d6 to one requisite (alternate, + 12 pts); 
2)   +2d6 to one requisite, +1d6 to linked 
requisite (alternate, 8, 4); 
     (i.e. +8 to INT, +4 to POW or +8 to CON, 
+4 to SIZ, etc.) 
3)   20 point Superworld power (alternate, 
5d6+3 points); 
4)   6 point spirit magic (alternate, d5+3 
points); 
5)   2 point rune magic (alternate, d3 points); 
6)   3 point sorcery (alternate, d3+1 points) + 
10% skill; 
7)   +30% skill (alternate, <d6+1>*5%); 
8)   2 Call of Cthulhu spells (alternate, d3 
spells); 
9)   60 point familiar or +30 points to your 
existing familiar (alternate 20 + 3d10 points);
10)  2 RQ II magic items (alternate, d3 items); 
11)  full shapechanger blood; 
12)  Chaos gift of choice (with chaos taint) 
(alternate, roll for two, reroll any rolls that 
call for more rolls); 


PATRON GIFT SETS

THE FACELESS LORD 

	For each that chooses the Faceless 
Lord, the character/player should be told as 
follows: 

	You've taken service with a Frozen 
(and apparently) Tychistic Chaos Shaping 
Entity.  Your body temperature drops 16EC in 
its "normal" state (with noticeable changes -- 
you function just fine at that temperature, 
cannot freeze and can function in environments 
up to 16EC hotter than a normal human).  

	You receive three points of luck, d3+1 
air, d3+1 water elementals and a magical 
weapon (a Stormbringer Demon of Combat, 
requisite points = 125 points).  The weapon 
will serve (without binding) as long as you 
serve the Faceless.  It may, for the 20 point chaos feature cost, have 10 points invested in 
SUPERWORLD or RQIII abilities, skills or 
spells.  

	The Faceless is allied with the Nine 
against the unNamed.
 	He is cold, seemingly dual or 
discordant in nature and somewhat random.  
Those characteristics of his will protect your 
sanity (half all SAN losses suffered).  You may 
learn more of him as you serve.  

	The weapon he provides will attempt to 
kill after it is drawn and will resist being 
sheathed (or holstered or otherwise "put away") 
until it kills after drawing.  It may also be 
bound following normal Stormbringer rules 
(but will thereafter be allowed to challenge the 
binding and is no longer compelled to obey 
other than by the normal magics). 

	You also receive 2d3 million dollars in 
sorted gemstones (raw value) which you are 
advised to sell or invest.  The gemstones are in 
the form of futures on the Chicago Gemstone 
Exchange. 

THE NINE

	Each player/character that chose the 
Nine should be told as follows:

	You've taken service with the Hidden 
Ideals.  You become invisible to detection 
spells and devices and your eyes alter in a 
manner which allows you to see in the dark.  
You gain nine points of luck that may be used 
only to return from the dead.  (similar to a cat's 
nine lives).  

	You gain one earth and one fire 
elemental and a familiar (created by using 
points = 125 requisite points to design an 
animal familiar of your choice that will be the 
general equivalent of a Stormbringer Demon of 
Combat).  
	The animal becomes your familiar and 
your friend regardless of how you act.  It may, 
for the 20 point chaos gift cost, have 10 points 
of RQIII or SUPERWORLD powers, skills or 
spells.  As long as you have your familiar you 
lose all allergies to any plant or animal.  
Animals of similar type now like you.      

	Note that while you will not bring 
equipment back from death with you using the 
luck given by the nine, the familiar and 
elementals will always accompany you on 
those returns. 

	The nine are hidden but natural.  They 
oppose a force that is unnatural and immoral.  
They neither expect nor can accept worship 
from you.  The familiar they have given you 
will remain loyal regardless of your actions and 
intents and you will remain loyal to it. 

	You also receive $750,000 in trust 
funds and an interest in a Red Empire trading 
firm that will produce $190,000 per year in tax 
free income.  Your income is available to you 
through your Red Empire Debit Card and 
Account at Strassburg Mercantile House, 
Luxembourg, P.A. 

Fourth, preparing for your first move in the 
game . . .

	You've received financial documents, 
had your debit cards initiated, taken some time 
off work, tied up loose ends and had the chance 
to do a little shopping.  In your last Federal 
Express package, along with financial 
statements and projections, there were tickets 
for a flight to St. John's on Shadraiel Airlines 
(a relatively new charter outfit) reserved for 
you in your patron's name.  You've two weeks 
to pack and prepare. 

 
//////////////////////////////////////////////////////////////////////
	The following is Scenario.002 from 
Shadows2.  Following it will be a setting from 
Shadows3.

SCENARIO METHOD

	This is an opposed quest/exploration 
culminating in a puzzle with an armed conflict 
at the end. 

REAL WORLD BACKGROUND 

	This scenario does not have a real 
world back-ground.  It takes place in other 
realms. 

THE SET-UP 

	In the pattern that broke the Teynd 
there are a number of trinities.  For example, 
fox/coyote/wolf are the three brethren that are 
the trinity of the untamed dog.  Wolf had been 
taken over by the wild magic, Coyote had 
allied with the Teynd and Fox was an outcast 
trickster who had become a non-member of the 
Teynd when everything began to break loose. 

	Things were grim.  Coyote tricked and 
enslaved Wolf as a part of a plan to gain more 
power for his conflict with Raven (the unDying 
one) who was the surety for the last Teynd, and 
Fox was a targeted victim for a fell fate. 

	As a result, when a misled and betrayed 
young man in Nebraska was deluded into 
becoming the Teynd sacrifice, Fox allied with 
the one who attempted to save him.  Fox was 
looking for his/her own survival and was also 
acting as an agent of the nine in this endeavor. 
     
	The final result was the breaking of the 
Teynd, the dissolution of Coyote and the 
freeing of Wolf. 

	Coyote has been reborn free of the taint 
the last Coyote had.  (Coyote is fond of getting himself killed in order to get out of messes he 
has gotten himself into).  Wolf is not free.  
	The unMaster of Carrion is attempting 
to possess Wolf and the wild magics.  Fox is 
unable to intervene directly if he is to shield 
the "new" Coyote from the consequences of the 
"old" Coyote's sins (this Teynd business he 
joined only a few score years ago turned out to 
be a much trickier trap than even Coyote was 
ready for and much stickier than even death). 

	So, Fox has come to some of the 
characters for help.  Fox will open a gate into 
the dark side of the dream realm, provide a 
spirit guide and give his blessing.  If the 
characters succeed, Fox will be grateful, if they 
fail, the demon Wolf will be unleashed as was 
direly threatened by the coming of the Fimbul 
season. 

THE INITIAL ACTION 

	Fox appears to the lead character in a 
dream. 

THE DISCOVERY AND INVESTIGATION 

	The characters group up, check some 
tomes in the library and find the dream gate.
     
	The diaries/journals/ancient records 
will not give much direct knowledge but will 
give a fair amount of general knowledge about 
the existence of the dream realms and the 
sweat lodge and purifying rituals.  A good 
preparation period should be rewarded with the 
general outline of the quest. 

FURTHER 
INVESTIGATION/BACKGROUND FACTS

	The characters journey to the backside 
of the dream moon's third twin <the moon has 
four twins in dream time, full, empty, two 
quarters and half> empty.  From there they 
follow a trail through parts of the asteroid belt and then down, dancing past the perils of the 
twins, to the old tower on Mars. 

	If they have accumulated the tokens on 
the path, not lost too much dancing past the 
moons of Mars, and taken the right steps 
entering the dream world, they are ready for the 
confrontation with the Demon that has 
possessed the wild wolf dream. 

THE ACTION

	The characters must enter the tower, 
by-pass, face down or overcome the guardians, 
and face the wild wolf dream. 

THE DENOUEMENT 

	The characters engage in a series of 
three contests with the wild wolf dream.  The 
results of the three contests will determine the 
nature of the final conflict.

	The characters then have a final battle 
with the demon and a chance to control the 
direction the wild wolf magic takes after the 
battle.     The Cast of Characters:

Bad Guys:
     the demon
     several failed races dwelling on the dream 
trail
     the cats of Saturn
     the moon beasts

Good Guys:
     the wild wolf magic
     the shadow fox dream guide

By-standers:
     misc. dream dwellers
     the guardians of the tower

TIMING/EXECUTION 

	The characters need to pay attention on the quest.  The tokens they can obtain will 
temporarily increase their powers, help them 
continue on the quest, by-pass guardians, and 
unlock the tower.
     
	To prepare the characters should purify 
themselves with a sweat lodge, study the 
materials and the tomes available to them, 
equip themselves and commit themselves to 
doing right.

	The first upon entering the dream world 
step is the seemingly meaningless peril that 
every dreamer on the dark side faces.  Here the 
characters face moon beasts and the cats of 
Saturn.  This step is referred to in writings as 
the barrier at the threshold and symbolizes the 
natural dangers and antipathy of dreams. 

	The next seven steps are the seven 
magic steps of the quest and occur along the 
dream path.  Each occurs during its related 
travel segment.  Intermixed with these steps are 
encounters which can be turned to steps on the 
quest.

     Zero:     The Moon

	In this step the characters enter the 
dream realm and find their way to the moon.  
The characters know that they have to get to 
the moon, travel to the back side, and find the 
sky trail while avoiding the perils naturally to 
be found along the way.

     One:      The Trail 

	In this step the characters have to find 
the correct trail and follow it.  It is a riddle 
game with time pressure from the pursuit from 
the Moon's natural perils.

     Two:      First Rock

	This is the first stop along the way.  
First Rock is the first stop this trail makes as its way through the asteroid belt.  It is a small 
realm (which is why it is referred to as "first 
rock" -- it is too small to be called much else) 
with a campsite.

	Another group already holds the 
campsite.  If the characters negotiate and deal 
fairly with them they will give some 
information and trade for the first token -- a 
bag of rust.
     
      Three:    Second Rock
      
	This is the second stop.  It is a fortress.  
In it the characters will be approached by a 
young man who claims he is a captive and who 
asks for rescue.  The characters will need to 
untangle truth from lies and to follow the path 
of virtue.
     
	Success will result in the second token 
-- three glass marbles and a warning not to stop 
on third rock.

     Four:     Third Rock

	This is an anchor point for the trail.  
The characters need not stop here, and should 
not.  If they stop, they will be assaulted by 
Seidthra dark masters (minor sorcerous beings) 
and may lose virtue as well as some characters.  

     
	If they progress past third rock and 
press forward, even though the trail appears to 
stretch too far forward without a break, they 
will gain endurance for later use. 

     Five:     Fourth Rock

	This is a nunnery.  It has three sides.  
Pure, defiled and mixed.  The characters 
actions will decide which they see. 

	Fourth Rock is a chance to improve the 
characters' ability to pass by the guardians and to gain a token (six shriveled seeds and three 
leaves) or a chance to improve some skills and 
lose virtue. 

     Six:      The Twin Moons

	The characters must dance past terror 
and madness while passing the two moons of 
Mars.  Proper preparation will have given them 
useful dance steps.

     Seven:    The Stairs 
	The characters descend to Mars while 
losing possessions and equipment.  The stairs 
are treacherous.  The characters will have to 
decide what to keep and what to do without for 
the later confrontation. 

     Eight:    Finding The Tower

	This should be fairly easy.  There will 
be a sand storm, some conflict with sand 
devils, and some possible confusion, but melee 
should only occur if the characters have really 
done poorly or if they are looking for conflict 
(if their desires and dreams are bringing 
conflict to them).

     Nine * * *    

	The final quest step (the ninth or master 
step) is the tower.  Ideally the characters have 
purified themselves so that the guardians have 
no hold on them, present the tokens so that 
they can enter the tower without breaching its 
containment strengths, and by proper action 
and preparation be ready to face the Demon 
wolf.
     
	Facing the wolf in three contests, the 
characters have the chance to tame the wolf 
inside, weaken or channel the demon and 
prepare for combat.  Ideally the characters can 
take turns and rest while the demon is forced to 
endure all three contests/trials. 

	At the final confrontation the characters 
will beat the demon if they've succeeded at a 
majority of the previous steps.  Without 
extreme luck they will not have the ability to 
do so without severe casualties if they have 
failed.

	They have the equivalent of a second 
chance, if they win, as the "tamed" wild magic 
can bring one character back from death and 
give that character a second chance at a 
virtuous life. 

NOTES

	The initial storyline has John Storm 
rescue his brother and break the Teynd.  
Following that, John Storm, Mark Gold and  
James Kay are introduced by Fox and begin 
this quest.  

	While they are on the quest, Ari is 
kidnaped by the characters in the last scenario 
who sever her contacts with John.  John knows 
something is wrong, but is needed on the 
dream quest.  Mark Gold is not allowed to 
progress past the Moon's twin and is called 
back by Charle.  Since his duties and bindings 
hold him to earth, he agrees to investigate Ari's 
problems. 
     
	The two remaining characters progress 
to Mars.  James Kay is confident that given the 
shape of the contests the tokens can be made to 
force, he can overcome the Demon.  At the 
same time Mark reports back that he is barred 
from Japan by influences on the native Kami.  
Someone was prepared for one of the paladins.

	James goes on to face the Wolf, John 
plunges into the Ginsa alone.  There, in the 
Ginsa, the Yakusa have prepared silver torture 
implements, having learned the hard way that 
Ari is a more powerful shapechanger than they 
suspected.  They refuse to back down from 
their purpose.
     
	Alone, tortured, cut-off from magic and 
from rescue, Ari refuses to give up hope.  This 
is not yet the worst she has endured.

	John enters the Ginsa, ungloved and 
accompanied by his two retainers.  Death 
follows as he penetrates to the damp jumbles 
as unstoppable as the divine wind.

	He engages in several short, sharp 
melees, each of which ends as John lays his 
hand upon his opponents.  A riot breaks out 
and he breaks into the headquarters.

	In the middle he confronts the "older 
cousin" and his chief sorcerer.  The melee 
breaks the main support beams for the building 
(a 40 story structure) and the sorcerer's blood 
breaks the restraining pentagram.  Ari breaks 
free and bodies are shattered.

	The "older cousin" is gripped by a 
berserk rage and his tutelary spirit comes upon 
him granting him sufficient POW to avoid 
death by touch for three passes.  Then the 
jackal dragon is slain (and with it goes the 
shapechanging power of that Yakusa clan) and 
all of its familiars decline into slime. 

	The "older cousin" is slain, the building 
finally begins to collapse, and Ari and John 
escape while the police and the camera crews 
engage each other in a fierce melee.

	A land spirit, one of the Kami, attempts 
to bar John's passage and is bound (but not rent 
or slain).  John is then able to teleport home.

	Following this, John and Ari meet the 
other Characters from Shadows, are attacked at 
"home," (the catamaran) and move on to 
separate endeavors following the adventures in 
Shadows. 

 //////////////////////////////////////////////////////////////////////

SETTING, Shadows3//Shadows 1/9

	The world appears to be the way it 
always has been.  National Enquirer has more 
weird stories, but... 
	Your character has had some strange 
dreams, but nothing really out of the ordinary.  
The news reports that recently a foreign 
multi-national corporation has decided to 
relocate and consolidate to your town after a 
variety of cost cutting and other decisions.

	About two thousand families are 
moving in, about 75% from overseas.  Many 
are non-Christians.  The company, a large, 
billion-dollar affair, was put together by a 
powerful Java Dutch family.  It will be going 
public.  It focuses on trade, shipping, some 
mineral exploration, oil and specialized 
machinery.

	In addition, a local citizen group has 
decided to build a green belt.  The design is 
long and straight, with irregular sides and is to 
be planted with native plants and some unusual 
imports.  The group is attempting to involve 
the city government in order to obtain the 
condemnation power to force the sales of some 
businesses and homes in the proposed area.

	The nation's first secured large scale 
private blood bank is also opening, run by a 
younger daughter of the Java Dutch family.  
The bank foresees a growing need of certified 
blood and blood equivalents as disease and 
other problems grow.

	A peculiar anolomous limestone fold 
has been discovered under a portion of the 
community.  It was probably placed there in 
some ancient cataclysm.  The fold may well 
contain seepage caves and has some university 
kids interested in exploration.
	Your significant other has been offered 
a part-time or full-time paid internship on a 
project related to one of the above news items.  
You are invited to a party for employees and 
their spouses, friends and lovers.

	Low key beginnings, and potentially 
devastating problems.  The characters all start 
as avatars, gain a second character as they 
make plot line choices, and, if lucky, may gain 
some minor help from friendly forces.

	Some plot hooks are obvious.  The 
redevelopment project is probably an attempt 
to open a ley line.  The multinational 
corporation will bring lots of strangers to 
town.  The blood bank may or may not be a red 
herring.  The ley line may trigger all sorts of 
things.  It is an open and flexible setting, well 
suited to mini-plots interwoven with the major 
plot lines.

COMMENTS:

	Lisa Padrol:  KNA Sales, 16 Emerson 
Road, Northboro, MA  01532 has my Shadows 
campaign available on shareware disks.  It is 
their Volume 857 ($2.75 for 5¼"; $3.75 for 
3½").  

	Also suggested are 1162 (Galactic 
Battles) and 1149 (Atlantis).  Since it is 'buy 
three, get one free' try 542 (Colony) or 949 (No 
Beer) to fill out the quartet.

	The most common comment on the 
Shadows material by recent readers has been a 
desire to make it survivable for weaker 
characters.  Did talk to an old player from my 
original CALL OF CHTHULHU based 
campagin this Sunday.  He was thinking of 
transposing it all to SHADOWRUN.

	MASKS OF NYARLATHOTEP is 
one of the same packs that convinced me to run 
my first CALL OF CTHULHU campaigns.  An excellent choice!

	Lee Gold:  a couple of dice is a great 
symbol for gamers (perhaps "Shakespeare" 
mask symbols for A&Eers?).

	You proposed a number of very good 
essay topics.  \\  I will try to do an essay series 
on various strong points characters of mine 
have built and the considerations they had in 
building them.

	Steve Gilham:  Greg Stafford appears to 
have a great deal of sympathy for the Lunar 
Empire and I've always found him partial to it.  
//  I've been thinking of a D&Dish campaign 
where all characters have clerical powers.  

	Each character takes the archtype 
closest to their personality.  From 5% to 95% 
of their experience points go to a clerical 
package (depending on how close they are to 
the archtype), the rest to the character class.  
There would be no gods in the campaign.

	Ken Rolston:  not all capital crimes 
were pardonable by all parish priests.  A 
number of capital crimes against the crown 
(such as poaching) could be pardoned by the 
parish priests on the edges (especially the 
North West edge) of the empire where 
governmental control was weak and the church 
was still in competition with the pagans.

	It worked very well to bind people to 
the parrish priests who were completely 
(though indirectly) under the control of 
Charlemagne (via his control over the church).  
It was a meaningless grant of power in that at 
the edges the penalties were hard to enforce 
while the pardons gained a great deal of good 
will and leverage.

	Robin Laws:  I won't even bet you a 
jelly donut on the "martians."  I think you are 
probably going to be more or less right with cultural bias taking care of the rest. 
	A "shattered book" -- Stand on 
Zanzibar or Mona Lisa Overdrive -- is one 
where the narrative skips back and forth 
between story shards, working up to a 
conclusion.  I used to like the technique but 
seem to have seen it too often recently.

	Found the movie reviews interesting.

	Badmash:  In Old English, a rather 
nordic tongue, "man" meant both man and 
woman.  You'll note from the sagas a rather 
large amount of equality.  With the Norman 
invasion and various changes, by c1500 man 
was generally used for male and women had a 
legal status similar to property.  

	There is clear proof of improvement 
from c1500 to c1900.  Obviously it is only 
improvement as there is still not even close to 
full equality in practice. //  I haven't the 
slightest proof as to your being anti-equality, in 
fact, from your beligerence I would assume the 
opposit.

	I'll note that the dramatic changes in 
women's rights in Norse countries and in 
England give credence to Suzette Haden 
Elgin's The Judas Rose.  On that topic, book 
three in the series is almost available.

	Alan Kellog:  Actually, when I try cases 
on Saturdays (as I did on October 26, 1991 and 
will be doing on November 2, 1991) I tend to 
be sleepy rather than cranky. // In Tonga the 
nobles and royalty are all well fed and as large 
as pro football linebackers.  The "normal" 
people are much smaller and very intimidated.

	I just mailed most of my 
SHADOWRUN books to Bob Smith, an old 
friend of mine.  Lost track of him until just 
recently when he called from Maine.  I'll 
probably be sending him my copy of A&E 
#195.
	Chris Jaggard:  When I worked that 
summer at TSR the design team used to 
browse toy stores looking for plastic/rubber 
monsters.  I don't know of any licensing that 
was done.

	Spike Jones:  Reading your zine 
suddenly made me think of something.  Play 
some ping pong.  Instead of using one ping 
pong paddle, use two.  Now try it with tennis.  
Are you more effective?  Could Chris Everett 
stage a comeback using two racquets instead of 
one?

	John Redden:  YES!!  It is by far better 
to just give the characters set piece defined 
items with no explanations of how the items 
work than to explain the gear.  The system 
should do that.  TRAVELLER would have 
worked better if it had taken that approach.

	My favorite prop book is the AD 100  
(the Archetectual 100 Best Designers issue that 
features examples and floor plans for each 
designer -- that is 100 modern and near modern 
floor plans and exterior photo shots -- 100 
settings for encounters and adventures).

	Chris Pesl:  I'd like to see a review of 
"Floating Vagabond" that detailed what play 
and the adventures were like.  ??  !!  ?

	Gregg Allen:  I appreciated your 
reviewing RIFTS as I've had some curiosity 
about it.  You saved me some effort (though I 
am curious about those vampire kingdoms). // 
Re:  Palladium System.  How did Siembieda 
get his distribution contracts?  What kind of 
sales does he have? 

	Jonathan Tweet:  My favorite high tech 
armor is fused quartz chainmail over closed 
cell foam.  Corning in New York is where I 
first saw fused quartz in 1974.  Really tough 
stuff. // What sort of non-firearm ranged 
weapons are allowed?  Flash powder comes to mind as an important weapon.

	Avram Grumer:  Cthulhoid creatures 
also bent space around themselves and were 
unnatural, twisting the minds of those who saw 
them.  I'm not sure if that sort of thing can ever 
be acclimated to.

	Part of not letting the horror pall is 
getting into the melieu and feel of it all so that 
you are role playing the horror as well as the 
courage.

	Matt Stevens:  The system I wrote up is 
actually the "state religion" in Yugoslavia (or 
was, under Tito).  Without the tax and welfare 
caveats.  I added those for relief.

	Nicole Lindroos:  I was hoping for your 
comments on White Wolf -- sour grapes or not, 
they offer a great perspective.  Please 
reconsider.

	Peter Hildreth:  Most of my defense 
work is non-issurance defense work.  Business 
litigation sort of thing. // I feel that the price for 
an open society is worth it. // The 
LONESOME NODE is Suzette Haden Elgin's 
personal magazine.  Interesting stuff on 
language, feminism, religion, etc.  Elgin is an 
Ozark feminist.  Hard to describe, but a good 
perspective.
