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Adventure Game

-BQ: How do I handle the enormous
ums of money that the criminals in
'Y game are making? Thev have so
tuch that they seem able 10 buv any-
(ing or anvone'
BA: T is cortainly possible ton crii-
I plavers 1o bhecome millionaires, Buy
en a millionaire has some headaches:
Living expenses soar. To maintain
mself in style, any self-respecting
zh level criminal has to give lows of
rties at his mansion. The mansion
Af requires a full staff of servants, 4
of full ume guards, cars, etc. Fnrer-
ting adds wy this ral),
Faoriminal (s making millions,
¢ hive to be dozens of othe Crimi-
»who would like 10 be miking
« millions. Bring in the NPC: rival
gsiers. Have them hit the bieweries,
-k the speakenasies. hea up the
hers runners, e,
member that 30% of all NPCs are
Iy honest. If the law en forcers in
campaign can't cope with he
inals, give them some professional
dssistancy, peterably from the
thition Bureau and the [nternal
nue Service,
certain that vour criminals are
g off heavily o the local poliu-
- Carefully watch their pavroll —
¢ that their hundreds of men are
12 a good enough living 1o stay
A few should be disloval anvway,
»make the game more mteresting.

Sclance Fantasy Game

: Why does a laser gun need so
10 hit Armor Class | and 2 and so
ess for all of the rese
When the Attackers Weapon
Latrix was designed, Weapon
fwas designed o handle ail
aeweapons. T (Jim Ward)
that the weapon would burn i
rough skin or a shield, hur when
el or furs on whnever, g
nelt or burn those and have a
chance ol doing dumiiee,
The GAMMA WORLD~ game
s 50 deadly, my plavers com-

plain that their characters get killed off
almost hefore they have rolled them up!
What can I do to help them last longer?
WA vour chariecters are constantly
dyving. they're probably not being very
caretul. The gome wos designed 1o test
the inrelligence and role-plaving skill

of evervone who tries thes hand.

I as also possible thay soreare throw-
I a hittoo much ar them considering
their beginning swatus. Your radiation
arcas should not all be 16, 17, and 18's.
Your poison attacks should not all be
at Intensity 18. If your non-player char-
acters are using lasers and grenades,
make sure o start your plavers of[ with
the same type of equipment. or at least
make swe that they get i on the first
tewsdventares, Give them subile Wil -
ings of danger, and if they e sii]l
lumping in where Orlens fetr 1o tread,
they deserve thedr hard fate.

GWQ: Will a Mark V Blaster puta
hole in anvthing?

GWAThe tules i “provided the
tuget s killed, does not have 4 torce
shield, or is inanimate. This medns
that 1t wilf do dumage 10 anvthing, but
will pura hole only if the thing dies
with the srike or the Torce Tield 2O
out with the strike. Things like walls
and dirt merely take the damage hu

show no e,
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SFQ: Why can’t 1 make my own races
who have made contact with those
listed in the rulebooks?

SFA: There is nothing given in the
rules that savs vou cannot create new
races. By all means, if vou wanit 1o
Create something for vour campaign
that is not in the rales, do, Tuke a linde
tane and do g right — Jook ar the races
already in the rules and create an
equalh batanced new race,

SFQ: Can I mount a machine gunona
vehicle like an explorer? The rules say
that vehicle-mounted Weapons are not
covered in the rulebook.

SFA: The note ahout vehicle-mounned
weapons acurdly relers 1o fixed and
heany weapons mounted on vehicles,
stech as turves, ball-mowned rachine
guas and Lasers, and missile Leemchers.
1 the referce allosws ir, the chitracters

DL mount a4 mach ine gun or simjlar
wWeapon on a simple ring o post
mount. The cost of the mount and the
modilications to (he vehicle will be 150
Cro A hoverevele and glijet cannot be
mounred with WEAPOIS,

Mounring weapon does nog « hange
anvat the modificee given in the Vehi.
e Combat section, The advaniage of
the mouwnting is that v allows charac-

lers o use the heavier weipons on the
equipment list while in g moving ve-
hicle. However, there is one major
drawback the referee should always
remember — anvone driving through a
civilized arca with a machine gun sit-
ting on their vonf iy almost ceriunly
going (o be arrested!

TOP
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TSQ: What is the difference between
Fortune and Fame Poiness
TSA: The definitions of Fortune and
Fame Points aie as follows:

Fortune Poinr - A factor of how
Lacky are agent is. When an ageni is
gencrated the Administrator secretly
rolls a 10-sided die. The result is the
number of Fortune Poings the agent
will have i his her career. Fortune
Points, once spent, can never be re-
gained or replaced. The agent doesn't
know how many Fortune Points he she
has. The agent only knows how many
have been spent. An agent can spend
one Fortene Poinr o reduce o Frald
wound he she has received o the point
where the agent still has one Lile Level
pomt remaining. In hand-to-hand
combal, an agent can spend one For-
tune Point to remain one potnt above
UNCONSCLOUSIeSS,

Fame Point - A Lacior of how SHCCEs -
ful an agent is. One Fame Pomt is
teceived for each teve] the agent s
obtained. Fach agent knows how nany
Fame Poinis are availible 1o bl
Anagent can spend one Fame Point (o
reduce a fatal wound he/she has
received o the point where the agent
sttll Bas one Lile Level point remain-
ing. In kand-to-hand Combat, an ageny
can spend one Fortune Point 1o remain
one point ahove UBCONsClousnesy, 44
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