
























































25 
Esplonage! 1

M conversions 
by George MacDonald 

Using an Espionage! character in "The Adventure of 
the Jade Jaguar'' is slightly more work than using a MSPE 
character. Any time you come to a numbered paragraph 
with an " *" next to the number, use the special 
conversions on this page to calculate success or failure. 

Unless otherwise specified, any time a character or 
creature is mentioned in Jade Jaguar assume all eight 
primary Characteristics are 10, and that its figured 
Characteristics are equal to their basic values. The 
characters will have Familiarity with their weapons, but 
no levels. They will have a CV of 3. 

Whenever a Saving Roll is called for, Espionage! 
characters should make a Characteristic Roll. Unless 
otherwise specified, IQ Saving Rolls become INT Rolls; 
Speed Saving Rolls become DEX Rolls; and Luck Saving 
Rolls become DEX Rolls. Second-level Saving Rolls are 
equal to Characteristic Rolls at -2. 

Stealth will be complementary to the Characteristic 
Roll whenever Ambush is a modifier to the Saving Roll. 
Survival Skill is complementary to the Characteristic Roll 
whenever Environmental Skill is a modifier. 

In terms of time scale, 1 MSPE round is equal to 1 
Espionage! Turn which is equal to 12 seconds. 

Espionage! characters are more rugged, and less likely 
to die than MSPE characters. When a MSPE character 

1 B: Hernandez is normal, the Razor does 1 d3 Killing damage. 
10: Anaconda is STR 20 when holding, DEX 15, CV 5, and 
does 1d6 Killing with its bite. 
2J: You may also go to 15J if you have any extra inches of 
running. 
2L: Acrobatics is complementary. If you blow it, you get 
attacked with OCV 8 autofire, 1d6+1 Killing damage. 
3A: Use a Perception Roll instead of an IQ Saving Roll. 
30: Anaconda is STR 20 when holding, DEX 15, CV 5, and 
does 1d6 Killing with its bite. 
3C: Use a Perception Roll. 
3J: Arrow attack consists of 3 attacks, OCV 4, 2d6 Killing. 
3K: If your character has any Luck and rolls any sixes, go 
to 10C. 
SA: Use a Stealth Roll. If you blow it, the guard fires his 
UZI Burst fire, Range 6". 
6C: Arrow attack consists of 3 attacks, OCV 4, 2d6 Killing. 
7A: Take 10d6 Normal Attack from explosion. 
70: Enemy has PD 5 and has Boxing (3d6 with Martial Punch). 
7E: You are DCV 0 and the arrow attack consists of 3 
attacks, OCV 4, 2d6 Killing. 
7C: Use a Perception Roll. 
7H: Use a Perception Roll. 
7K: Hernandez is now DEX 8, CV 3, STR 18, and has an 
infinite Stun. If he grabs you and then makes a STR Roll vs. 
your STR, he gets past. 
9A: Use a Perception Roll. 
90: All are INT 8. If they blow their INT Rolls, they'll 
move but be DCV 0 because you have the drop on them. 
Range is 16". 
9C: You are considered dodging, and they are firing 
single shot. You will be out the window and on to 
Paragraph 3H on your second move. 
9H: You can suddenly do 1d6 Killing with your bare hand 
(paw?), + 1 for every 5 STR you have over 10. Hernandez 
is DEX 14, CV 5, and does 1d6+1 w ith his claws. 

would die by blowing a Saving Roll, an Espionage! 
character might survive a blown Characteristic Rol l. The 
modifications to the paragraphs listed below w ill 
sometimes list an attack where the paragraph says to kill 
the character. Apply the attack against the character 
normally and check the results below. 

If the character isn't knocked out by the attack, go on 
to the next listed paragraph as if the character had made 
his Characteristic Check. Keep track of how much 
damage he has taken. If there is no other paragraph 
listed, the character will drag himself out of the jungle, 
defeated. He'll get 1 Experience Point. 

If the character survives the attack but is knocked out, he 
will awaken in a government hospital with a Red Cross 
nurse sponging his forehead. He'll have been defeated, his 
friends are dead, and the country will be in revolution. He'll 
get 1 Experience Point and a grilling from his superior. 

If the character wins the adventure, he'll get 1 
Experience Point for every 200 a.p.'s a MSPE character 
would get. He'll also get 1 Brownie Point for every $5,000 
he would get if he were independent. CIA agents are not 
allowed to keep the money. 

The following are special conversions and rolls 
necessary for different paragraphs. They are listed by the 
number of the paragraph they are connected with. 

10E: You may Brace and Set for the shot. The Range is 
20", his DCV is 0, you are - 2 OCV due to the darkness. 
10F: Both Guards are PD 5 and have Boxing (3d6 with 
Martial Punch). 
10C: Use a Perception Roll. 
1 OH: If your character has any Luck and rolls any sixes, 
go to 13B. 
120: Sleight of Hand is a complementary skill. 
12H: Hernandez has a normal dagger. 
1 SC: You get first shot at range 16". They will go for Yi 
concealment after your shots. They have Colt Python 
.357 Magnum Pistols. 
1 SE: Hernandez makes an INT Roll vs. your INT Roll. 
1 SH: If you stun the guard, you can take his UZI. 
16A: Use a Stealth Roll. 
17E: You execute a flying tackle; he is DCV 0 because of 
surprise. 
188: Both targets are DCV 0. You are - 1 (-3 on Burst or 
Autofire) OCV for Range. If you use Burst or Autofire, you 
must make an Attack Roll against both targets. 
18K: You are DCV 0 and gunfire consists of 3 attacks, 
OCV 4, 2d6-1 Killing. 
19A: Hernandez is DEX 14, CV 5, and does 1d6+1 with 
his claws. 
20C: Take Yid6 Killing shrapnel from explosion. The 
butterfly lady is at Range 5", DCV 0. If you do 20 Body or 
more, go to 18J; if you do 19 or less, go to 2J. 
21C: If you roll 10 or higher on a Presence Attack, they will 
surrender. Remember surprise modifiers to Presence Attack. 
22A: He is DCV 0, and you will have 1 Turn before the 
guards burst in. 
22E: Use a Perception Roll. 
24C: If you have Transport Skill Helicopter, you may 
make a Combat Vehicle Operation Roll at -2 to control 
the helicopter. 



Adventure Design Rating Sheet 
To rate the adventures, write in a number from 1 to 10, using the scale given 
under each category. If you haven't seen a particular adventure, skip it and go 
on. Feel free to spill over into an attached letter if you have a lot to say - we 
definitely appreciate your input. Even if you've filled out one of these sheets 
before, please continue to do so. It's important for us to know what you want. 
Thank you very much for your time! 
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The Adventure of the Jade Jaguar 



Adventure Design Questionnaire 

1. Would you like to see solo adventures created for: 0 spies 
D detectives 
0 mercenaries 
0 adventurers 
0 all of the above 

2. What are places and/or time periods you would like to see as settings for MSPE adventures? 
Examples: WWII, Holmes' London . . . 

3. Would you like to see adventures blocked into a particular time slot, like WWII or Prohibition? If 
not, would having such adventures bother you? 

4. Because it takes time to create a MSPE character, should we do without "sudden death" 
paragraphs, or would their absence detract from the excitement? 

5. What game system did you use with this solo: Mercenaries, Spies, and Private Eyes or Espionage? 
Do you like the idea of designing the solos to be playable with both systems? 

Thank you for answering this questionnaire. When you're done, just make a copy and mail to: 

ADVENTURE RATINGS 
Blade 

P.O. BOX 1210 
Scottsdale, Arizona 

85252-1210 
MSPE Rating Sheet 1, 4/83 



SO~CERER~S 
j\PP~ENTICE 

a quarterly magazine of 
fantasy and fantasy gaming 

- Fantasy fiction by authors like Tanith 
lee, Roger Zelazny, Manly Wade Wellman, 
Charles de lint, and others 

- Articles by authors like L. Sprague de 
Camp, C.J. Cherryh, Keith Taylor, Glenn 
and Philip Rahman, and others 

- Gaming articles by authors like Ken 
St. Andre, Rocky Russo, Michael Stackpole, 
Paul O'Connor, Larry DiTillio, and others 

- Superb art by artists like Liz Danforth, 
Gary Freeman, Brad Foster, Stephan 
Peregrine, Michael Kucharski, Chris 
Carlson, Paul Jaquays, and others 

Available at better book and hobby stores, or by 
subscription from Flying Buffalo Inc. 
sample copy $2 .50 6-issue subscription $12.00 

BLADE, division of Flylng Buffalo Inc. 
Dept. J1·80 • P.O. BOX 1210 
Scottsdale, Arizona 85252-121 o 

ask for our free catalog of science fiction, 
adventure, and fantasy games and game aids 



HEROIC 
FANTASY 

a new concept in 
play-by-mail gaming 

Magic and mayhem ... and lots of excitement! 
Your hand-picked crew of warriors and wizards 

explores a multi-level labyrinth 
strewn with glittering treasure 

that's guarded by hordes of 
slavering monsters - and 

other adventurers! 

,,,- Completely computer-moderated 

,,,- A multi-player game 

,,,- Run by the only pbm game company 
that's been in the business for 12 years -
serving thousands of satisfied customers 
around the world! 

,,,- If you have access to a computer with a 
modem, you can send and receive your 
game turns by electronic mail! 

For the rules to Heroic Fantasy, 
send $1.00 (in US funds) and the 
coupon below to Flying Buffalo Inc. 
(Please do not request a game until 
you have read the rules.) 

Name ~--------------~ 
Address ---------------

City State Zip ___ _ 

Flying Buffalo Inc. 
Dept. J1·5 • P.O. Box 1467 

Scottsdale, Arizona 85252-1467 

0 check here for a free copy of our catalog 
of fantasy, science fiction, and adventure games 

Copyright © 1982 Flying Buffalo Inc. 
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