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About the Cover 

This issue's cover features artist 
Nick Smith, who wanted to write his 
own cover description: 

Our fashion-conscious merc, 
Randy, is sporting the latest or- 
ganically grown body armor* from 
the fine folks at Gigewear Ltd. 

BIO PLATE@ comes in a variety 
of decorator colors-black, flat 
black, glossy black, blue black, dark 
black, light black, not-quite-so-dark 
black (medium black), black with 
black highlights and fuchsia. Sur- 
faces include the popular textures 
Slime CoatTM and Liquid FurTM. 

*Muscle tissue not included. 

Challenge, the magazine of science-fiction 
gaming, is published bimonthly. 

Twilight: 2000, MegaTraveller, 2300 AD, 
and Space: 1889 are all trademarks of GDW. 

Most game names are trademarks of the 
companies publishing those games. Use of a 
trademark to identify aproduct commented upon 
in this magazine should not be construed as im- 
plying the sponsorship of the trademark holder, 
nor, conversely, should use of the name of any 
product without mention of trademark status be 
construed as a challenge to such status. 

Challenge01990 GDW, Inc. Printed in the 
U.S.A. All rights reserved. ISSN 0894-5535. All 
editorial and general mail should be sent to 
Challenge, P.O. Box 1646, Bloomington, IL 
61702-1646 U.S.A. 

The issue price is $3.50.One-year subscrip- 
tions (six issues) are $15 in the U.S. and Can- 
ada. Foreign subscriptions (outside the U.S. and 
Canada, but not to APO or FPO addresses) by 
surface mail are $30 per year. Please make all 
payments in U.S. funds drawn on a U.S. bank. 

Submissions: We welcome articles and il- 
lustrations for Challenge. Please inquire before 
submitting manuscripts, enclosing a stamped, 
self-addressed envelope. We will send manu- 
script guideline and format sheets. Art portfolios 
should be addressed to the art director, c/o 
Challenge. Foreign inquiries (exceptAPOIFP0) 
please include an International Reply Coupon. 

The Magazine of Science-Fiction Gaming 

6 Attack. of the Mud Men 
The PCs are in for more than they bargained for when they take shelter 
in an old, abandoned house. 
Loren K. Wiseman 

14 Just Like Magic 
Magic doesn't exist in MegaTraveller, right? These seemingly unex- 
plained phenomena and eerie settings might make you wonder 
whether science is the only explanation. 
Charles E. Gannon 

22 IE-I.P,P.E. 
More than a few surprises may be in store when the players attempt to 
salvage a "haunted" scout ship. 
Robert J. Cosgrave and Michael 13. Cosgrave 

26 Fated Voyage 
Travellers from Lanth to D'Ganzio dream of the Loreans Ecliptic, a 
subsidized liner mysteriously lost in 1085. Some report hearing its radio 
beacon while in jump space, while others insist they've gone aboard. 
Michael R. Mikesh 

36 The Tree of Souls 
When the Church of Torisna is threatened, the only thing that can save 
it is the curse of The Tree of Souls. 
Eric W. Haddock 

47 Contagion 
The official message boiled down to the following: "Something hap- 
pened. We don't know what. Go find out and do something about it. 
Don't overreact without orders, but do whatever you have to do." 
What are we in for now? 
Richard S. McEnroe 
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58 Deadmme 
A series of bizarre murders in Night City terrorizes residents and sparks 
copycat attacks. Only you can solve the mystery. 
Michael LaBossiere 

62 Quicksilver Sayonara (Fiction) 
Homicidal maniacs to the east of me and sociopathic Grunges straight 
ahead .... I looked over at Stealth. "Anytime you want to tell me this is all 
a dream and wake me up, ao ahead." Page 6 . - 
Michael A. Stackpole 

70 The Quick and the Undead 
The quick and deadly vampire, with its legendary cunning and suavity, 
almost begs to be played as a PC. 
Lester W. Smith 

74 The House on the Hill 
A young vampire has left the Gaunt Man's realm, seeking a private 
hunting ground. 
Lester W. Smith 

76 The Space-Eaters 
The Space-Eaters are a cunning and evil race, filled with a vast hunger 
for the minds and souls of other beings. 
Frederick Paul Kiesche 111 

80 The Horror out of Partridgeville 
Three Space-Eaters have broken free of their dimension. 
Frederick Paul Kiesche 111 

85 It Came from Beyond the Stars 
Bartleby's comet is a spacecraft launched milennia ago from Atlantis. 
But what secrets does it hide? 
Lester W. Smith 

90 Imperial Research Station 13 
The PCs find themselves aboard an experimental laboratory ship in this 
deadly mystery adventure. 
Lester W. Smith 
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MEMO I 

the 
Management 

I hope this special horror issue of 
challeLge adds'afew thrills and chills to 
your Halloween season. 

Theme issues aren't new with Chal- 
l e n g e - - ~ ~ ~  might remember our equip- 
ment issue (40) from last year. But our 
way of looking at special issues has 
changed dramatically over the past year. 

The first school of thought was that a 
special issue must arduously stick to the 
topic at hand. With that idea in mind, the 
equipment issue listed piece after piece 
(after piece, after piece) of equipment. 

Our aim now is flexibility. We want a 
special issue to have an exciting govern- 
ing theme, but with no limits imposed 
within that particulartheme. For example, 
if we ever do another equipment issue, 
I'd like to see new pieces of equipment, 
plus adventures bringing the characters 
intocontactwith equipment they've never 
seen before, plus variant rules for creat- 
ing new equipment or adapting old 
equipment to new uses, etc. 

In order to achieve this flexibility, we 
first need a topic that is at once exciting, 
specific, and open to a wide variety of 
possibilities. I think horror as a theme 
achieves just that. We've covered awide 
range of topics for a variety of systems, 
but the unifying theme pulls the whole 
piece into a nicely integrated whole. 

Special themes planned for upcoming 
issues include: 

@ A locations issue (49), with a spe- 
cial At the Beach (swimsuit) supplement. 

@ And a solitaire issue (52). 

I'd like to know what you think about 
our horror issue, as well asspecial issues 
in general. Fill out the feedback response 
sheet on page 96, or just drop us a line 
with your comments and ideas. Enjoy! 

IGHT 
I think you are doing a great job. Since I 

subscribed to the magazine mainly for the 
Twilight articles, I was wondering if it was 
possible to have at least oneTwilight article 
in each issue, with a new Twilight weapon 
in each issue as well. I was also wondering 
if you could have more Battletech articles. 

Brent Williams 
Northville. MI 

COMPUTER 
I let my subscription run out, but I think I'll 

renew it since your magazine's on the rightfoot 
again. I was very impressed when I skimmed 
thraugh issue43. It seems very hard to get a 
group together and have a decent session 
of ~ e g a ~ r a v e l l e r .  I don't have much time 
since I have two jobs. As a result, playing on 
computer would be great (I don't have to be 
the referee, which just gets me stressed out 
and depressed). I'm really anxious to get 
a hold of a copy of The Zhodani Conspiracy 
game for the Macintosh Plus. 

Allen Hopkins 
British Columbia, Canada 

WOLENGE (PVERMT3ED 
I discovered your magazine while travel- 

ling down under and thought I would drop 
you a line telling you what I thought of it. 

Basically, I think it's a great magazine. I 
buy it principally forthe Star Trekarticles, but 
I've been adapting a number of 2300 AD 
adventuresfor use in my StarTrekcampaign. 

I realize that you have great difficulty 
making all of your readers happy, but please 
don't cut back your coverage of Star Trek 
and 2300 AD (in particular, cyberpunk). I 
f ~nd  that almost all of your adventures are 
useful enough to be converted to other 
systems and hence find the adventures far 
more valuable than the reference material. 

The only thing that strikes me as com- 
pletely worthless isthe collection of Twilight: 
2000 scenarios. If I may challenge your 
editorial staff on a point, I do not believe that 
the genre of science fiction requires vio- 
lence and chaos to be interesting; this is why 
1 play Star Trek. The concepts that define 
the Star Trekuniverse (thetwoseries, if not, 
to the same extent, the game) suggest that 
there is something better than all-out war. 
The conflicts that one deals with in a well 
designed Star Trek campaign are moral in 
nature, not physical. 

Timothy B. Brown, in his editorial of 
Challenge 41, suggested that games with- 
out combat are uninteresting and that games 

I have no peaceful applications. He uses this 
point to prove that science fiction gaming is 

1 dependent on violence. Might Isuggest that 
most game designers haven't had the 

practice (one might say the creativity) to 
make noncombat interesting. 

But such games can exist. Look at Call 
of Cthulhu; although destroying monsters 
is an important part of the game, research 
(gads!) is almost equally necessary and 
can be morefun. Further, Cthulhuamazes 
me because it cultivates an environment 
where combat is feared by the players. 

I will not go sofar asto say that roleplay- 
ing combat is not fun; I merely wish to 
suggest that other options exist-science 
fiction gaming need not involve chaos. 

In light of this, Ifound the Star Trek: The 
Next Generation parody from Challenge 
42 to be almost offensive. Parts of it were 
really quite funny, but I think the article's 
premises about the new series are incor- 
rectly founded. Its criticisms of the show 
are satirical, but also contradictory. For 
example, it claims that the new series is 
quite sexist. But then it goes on to say that 
men aren't "real men" because they avoid 
fights and bursts of anger. Now who is 
perpetuating stereotypes here? 

lssue43wasquite enjoyable. You seem 
interested in the effect of your cover art; I 
would Iiketo suggestthat your Space: 1889 
covers have a fascinating visual effect. 
Issue 43 is a good example--one's mind 
does flip-flops trying to reconcilethe Victo- 
rian architecture with the science fiction 
motifs. Really striking. 

The "Secret of the Ancients" article was 
nicely thought out and catered to a very 
real need. I have been in the position of 
having to think on my toes more than I 
cared for, but by adapting this article and 
keeping it for future use, I will get to avoid 
that feeling at least once. This is the type 
of article that I really appreciate-a fairly 
straight-forward adventure with few initial 
requirements that is easily adaptable to 
other systems. Congratulations to the au- 
thor, Lester Smith. By the way, I really liked 
Deathwatch Program (also by Smith). 

Also the "Stardate Chronology" in 
Challenge 43 was greatly appreciated. I 
have been tearing my hair out trying to 
figure out how to reconcile the FASAtime- 
line.This isawell researched article. Sadly, 
some of the material is already outdated 
(we know more about the Enterprise C 
from the episode "Yesterday's Enterprise"), 
but because it dares try to fit the original 
series' stardates into one consolidated 
timeline, it is worth occasional patching. 

I'IIsign off now, with the commentthat most 
articles in 43 were useful and that because of 
the overall quality of your magazine, you've 
netted a new regular reader. 

Brian Holmes 
Ontario, Canada 
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Announcing Two New A ternative-History Games 
from the Pub ishers of Command Magmine! 

Mississiippi Banmi! and NATO, Nukes and Nazisa 
Mississippi Banzai! (MB) is set in an alternative world in which 
the Germans and Japanese won World War 11, conquering our 
entireplanet. By 1948 they dccide tosquarcoffagainstcacholher 
in one final nightmarish showdown for total world domination! 
The Japanese resolve to strike first, launching a 100-division 
offensive in what used to be the heartland of the USA. Their 
attack sceks lo surround and destroy the Germans' vaunted 6th 
Army inside St. Louis, while other forces race north to Burlington and Ft. Madison to cut the last Nazi rail links with the trans- 
Mssissippi west. The Germans, of course, counterattack with everything they've got, turning northern Missouri into a battlefield 
that makes Stalingrad seem like just a barroom brawl. 

NATO, Nukes and Nazis W W )  is set ina world 
wherein the Japanese lost W I I  as they did in 
ours, but the 3rd Reich managed to achieve a 
military stalemate, allowing the Nazi statc to 
survive in central and castcrn Europe. What fol- 
lowed was a "cold war," just like ours, but more 
intense, with Nazi Germany instead of the Soviet 
Union as the bad guys. The western democracies 

form NATO as a hedge against German aggression, and in 1992 war erupts again in Europc as the &&ans strike for final mastcry. 

MB and NNN are both low-to-intermediate complexity games, for ages 13  and up, and each comes with a full-color 
map, 300 die-cut cardboard unit counters printed in eight colors, and a rules and alternative history pamphlet (with 
separate "Beginners' Rules" to get you started if you're new to wargamingf. 
Each is packaged in a ziplock bag, and is sent to you via Ti st class mail. Only 
$20.00 each (Overseas add $2.00 per game, CA residents add $1.25 sales 
tax). Special: California residents, order both and we'll pay the sales tax. 

Command Magazine. Published 6 times a year, 64 pages, with at least one complete 
wargame in every issue. Sample issue-$6.00 Three issue subscription - $24.00; six 
issucs - $40.00; twelve issucs - $70.00 . Overseas add $2.Wissue surface mail, 
$4,00/issue airmail. 
We accept Visa, MC, check or M.O. No cash, plcase. 

Mail orders to: XrR Corp., P.O. Box 401 7-X, 
San Luis Obispo, CA 93403 
or Phone:: 546-9596 
Our third issue, which contained the alternative-history game 

Samurai Sunset, sold ouf three weeks afrer publication. 
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