The World Of
Synnibarr Single
Book System

You who have dreamed of finding the love
worth fighting for, the friends worth fighting

Page 1/108



with, and the secrets of the martial arts:
dream no longer. Welcome to Shen Zhou: a
China that never was, a land of mysteries
and adventures, appearing for the first time
in the Legends of the Wulin Role Playing
Game. Welcome to the Wulin itself to the
"world of martial arts,” where the dreams

and ambitions of heroes collide. Become a
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wuxia hero, with a grander-than-life
personality, capable of great joy and
overwhelming melancholy. Step outside the
accepted order of things: it cannot contain
the immense passions and inspirations that
move you. Take up your blade and join
your martial brothers. Master an array of

new and powerful kung fu styles and learn
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the deep mysteries of the secret arts. It's time
to become a legend. Guard the Sun and
Moon. Weave the Divine Iron Web. Invoke
the Hell-Pattern Judgment. Practice the
Hidden Execution Strike. Recite the Mantra
of Immolation. Call upon the Iron Buddha's
Disapproval. Fly like the Golden Crow.

Wield the Lotus-Forged Needles. Master
Page 4/108



medicine, confound your enemies with the
secret arts of intrigue, and read from the
sacred registers. Inflict curses and blessings.
Practice extraordinary Daoist techniques.
Carry the lightning of Heaven hidden in
your hand.

Contributors from a range of disciplines

explore boundary-crossing in videogames,
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examining both transgressive game content
and transgressive player actions. Video
gameplay can include transgressive play
practices in which players act in ways meant
to annoy, punish, or harass other players.
Videogames themselves can include
transgressive or upsetting content, including

excessive violence. Such boundary-crossing
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in videogames belies the general idea that
play and games are fun and non-serious,
with little consequence outside the world of
the game. In this book, contributors from a
range of disciplines explore transgression in
video games, examining both game content
and player actions. The contributors

consider the concept of transgression in
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games and play, drawing on discourses in
sociology, philosophy, media studies, and
game studies; offer case studies of
transgressive play, considering, among other
things, how gameplay practices can be at
once playful and violations of social
etiquette; investigate players' emotional

responses to game content and play
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practices; examine the aesthetics of
transgression, focusing on the ways that
game design can be used for transgressive
purposes; and discuss transgressive
gameplay in a societal context. By
emphasizing actual player experience, the
book offers a contextual understanding of

content and practices usually framed as
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simply problematic. Contributors Fraser
Allison, Kristian A. Bj[J rkelo, Kelly
Boudreau, Marcus Carter, Mia Consalvo,
Rhys Jones, Kristine JO rgensen, Faltin
Karlsen, Tomasz Z. Majkowski, Alan
Meades, Torill Elvira Mortensen, Vi ctor
Navarro-Remesal, Holger PO tzsch, John R.

Sageng, Tanja Sihvonen, Jaakko Stenros,
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Ragnhild Tronstad, Hanna Wirman

Maid: The Role-Playing Game is a comedic
take on a uniquely Japanese cultural icon:
The fetishized modern maid. Injecting the
concept of Maid with 50ccs of anime and
comedy, the players take on the roles of
maids, serving the master (played by the

GM). Sheets are left unfolded and
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mantelpieces undusted when giant robots
crash through the mansion, ninjas attack
and kidnap the young master, and a
demonic pit to Hell opens up in the pantry...
and all before teatime! Play in the modern
comedy setting, or mix it up with 9
additional settings including Victorian era,

old Edo period, fantasy and post-
Page 12/108



apocalypse; and 6 genres including
romance, horror, and action. Due to the
rules system and random events that form
the backbone of the Maid RPG, the game
practically runs itself: Go from opening the
book to playing a game with friends within
just minutes! Three game styles in one: The

traditional scenario-type; the random event-
Page 13/108



driven type; and the "favor race," a race to
the master's heart! Make characters and start
playing the game within minutes of opening
the book. Everything about the game gears it
for Fast Play, Now. Optional character types
including player-character masters and
butlers, and optional rules for seduction and

romantic tragedy. 11 complete adventure
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scenarios. 3 complete "replays,” actual play
scenarios in screenplay format. Great for
learning the feel of the game. The first ever
Japanese tabletop role-playing game to be
released in English! ...which, when you think
about it, totally makes sense in a weird sort
of way. Hundreds of optional items,

costumes, genre and setting events, all
Page 15/108



presented in a way to easily bring them into
the game! Combines the original Japanese
core book and two supplements into one
huge, complete edition of the game in
English. A $75 value!

Alas Vegas

Dragons of Autumn Twilight

Wraeththn
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Starfarer's Handbook

Buttery Wholesomeness

Gurps Compendium 11

Winner of the 2012 Origins
Award Pull up a chair and
see how the world's top game
designers roll. You want

your games to be many
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things: Creative.
Innovative. Playable. Fun.
If you're a designer, add
"published" to that list.
The "Kobold Guide to Board
Game Design" gives you an
insider's view on how to

make a game that people will
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want to play again and
again. Author Mike Selinker
(Betrayal at House on the
Hill) has invited some of
the world's most talented
and experienced game
designers to share their

secrets on game conception,
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design, development, and
presentation. In these
pages, you'll learn about
storyboarding, balancing,
prototyping, and playtesting
from the best in the
business.

Dragons from the distant
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past gather to engulf the
world of Krynn in war.
Their leaders united the
economic power of the Lyran
Commonwealth and the
military might of the
Federated Suns into a

massive stellar empire: the
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Federated Commonwealth. But
great power bred great
corruption, and civil war
now threatens this uneasy
coalition. This field manual
provides a profile on every
Lyran Alliance regiment,

including their loyalties,
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as well as 'Mechs and
equipment unique to this
powerful House.

60 Tips, Tricks, and Games
to Take Your Mind to the
Next Level

Heroes of Legend
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Advanced Dungeons and
Dragons Monster Manual II

A Red & Pleasant Land

The First Book of the
Wraeththu Chronicles
MYFAROG (Mythic Fantasy
Role-playing Game) (4th

edition) is a fantasy role-
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playing game, with a setting
based on European
mythology, religion and
fairy tales. The rules are
very modular, meaning you
can play the game rules
light or rules heavy, as you
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please. The rules are
designed to make sense,
and to give the players the
ability to immerse
themselves in Thulé; a
highly credible fantasy
world similar to Middle-
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earth and the European
Classical Antiquity (some
places touching into the
Viking Age or the Bronze
Age), but yet different. In
Thulé, sorcery and the
ancient deities are real, and
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the world is inhabited by
not only humans, but also
elves, nymphs, dwarves,
orcs, gnomes, halflings,
ettins and trolls, as well as
other creatures. This art-
minimalistic 218 page core
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rule-book (with black-and-
white interior) is an all-in-
one rule-book, so it
contains all the information
you need to play the game
(and to make your own
adventures and campaigns)
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indefinitely. A digital high
resolution map of Thulé can
be found here:
www.myfarog.org. Because
the setting is based on real
world locations (Lofoten
and Vesteralen in Northern
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Norway) you can also use
online map services, to get
highly detailed and realistic
maps of the world of Thule,
in any scale you want. NB!
You need a set of polyhedral
dice to play the game.
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In Lilith, we trust!All about
the Voodollars brings the
payment to Stars into the
spotlight.Included are rules
on how to use Voodollars,
how to give them out and
even how to create a pool of

Page 32/108



group Voodollar for your
troop of players.You'll also
find more updated
Voodollar currency and
learn the history of the
famous witches on each of
the denominations.Part 2 of
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the supplement covers
finances in the world of
witch girls and includes
new skills, traits,
equipment and more!
The Ultimate Adventures
Guide 1.This is the
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Synnibarr player's
rulebook. It
includes:Version 3.06
Adventurer character
creation: Races, guilds, and
organizations. Including
the living dreams of the
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Worldship and the famous
talking racoons. These
rules cover the player from
mortality to demi-godhood,
with over 100 short stories
about the exciting
Worldship Synnibarr! From
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basic to advanced combat:
Create gladiators and learn
the "Advantage Combat
System." Locutious
Cognomen: The Book of the
Mystic Arts: Detailed are
abilities and spells in
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Alchemy, Chi, Earthpower,
Magic, Mutations and
Psionics. These are in
addition to general abilities
such as wings, astral
projection and runecraft to
mention but a few. Also
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included are the details for
the mysterious Venderant
Nalaberong! Featuring
unique provisions:
cybernetics, power-armor,
special drugs and
chemicals, weapons and
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vehicles -- including
starships and flying
submarines, the skill
system and general
guidelines for play. The
guidelines for game play
adjusting characters and
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provisions, as well as
adjusting the specifics
within each and every
special ability, or spell, in
the game.

PAX Draconis
Forthcoming Books
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The World of Synnibarr

Shadowrun Anarchy

Witch Girls Adventures: All

about the Voodollars

The Door to Saturn

Describes the characteristics and

attributes of a variety of monsters,
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zombies, demons, giants,
werewolves, animals, and aliens for
use in the Dungeons and Dragons
game
An exciting crossover between the
Starfleet's finest crew and Earth's
greatest mutant heroes who must
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team together to stop a deadly
threat to the Federation. On the
planet Xhaldia, ordinary men and
women are mutating into bizarre
creatures with extraordinary
powers. But is this a momentous
evolutionary leap or an unparalleled
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catastrophe? The very fabric of
Xhaldian society is threatened as
fear and prejudice divide the
transformed from their own kin.
Dispatched to cope with the
growing crisis, Captain Picard and
the crew of the Starship Enterprise™
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receive some unexpected visitors
from another reality -- in the form of
the group of mutant heroes known
as the uncanny X-Men®. Storm,
leader of the X-Men, offers their
help in resolving a situation that is
agonizingly similar to the
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human/mutant conflicts of their own
time and space. But when hostile
aliens appear in orbit around
Xhaldia to try and abduct the
transformed for use as a
superpowered force in an attack on
the Federation, even the combined
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forces of the crew of Starfleet and
the X-Men may be unable to
prevent an inferno of death and
destruction. Starfleet's finest crew
and Earth'’s greatest mutant heroes
will need all their powers and
abilities to save the Xhaldian
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people and stop a deadly threat to
the Federation.

-- Another best-selling rules

supplement for the GURPS system.

-- Convenient lie-flat binding, so this

valuable reference book will last a

long time. -- Includes the popular
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Mass Combat System for GURPS!
Book of Drakes

Mythic Fantasy Role-playing Game
Basic Game

The Ultimate in Transgenre Gaming
Kobold Guide to Board Game
Design
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From Enchantment to Fulfilment
From a shallow grave in the desert to
a life-and-death game at the top of
the city, ALAS VEGAS is a four-part
journey through a nightmare casino
city. The book includes the Fugue
mechanics, three additional

campaigns, a stand-alone story game
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and contributions by outstanding
RPG designers from around the
world.

Adventure in the world of Everglow,
nestled in delicate balance between
the elemental planes. It is a world of
magic and mystery, where the fey

are in control and the humanoid
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races are secondary. Foremost of the
fey are Ponykind, who rallied behind
their Queen to form the greatest
empire Everglow had ever seen.
We've brought ponies, griffons,
felines, and other strange creatures
to life in a world all of their own,

where they are the primary PCs.
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Don't want to run a game all about
ponies? That's alright! Use our post-
empire suggestions to add ponies to
any other existing world. Many
spells, archetypes, and bloodlines are
also usable by non ponies or other
settings. New godsNew spellsNew

class archetypesNew equipmentNew
Page 54/108



bloodlinesNew races

Storm Constantine's first novel,
expanded and re-edited from the
original 1980s edition, with extra
appendices and chapter heading
illustrations. New edition 2007.
"Terror hung in the air like the foul-

smelling smoke from a gutted house,
Page 55/108



where people have been burned alive
inside. I could feel it. "Wraeththu. I
shiver to say the word. Something
has happened to them. Where did
they come from? How did it happen?
Why is it spreading like a plague? "I
have seen. I have seen what they do.

I have seen their faces. They always
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take their dead with them, always.
There is a secret. Dont you
understand? A secret. Wraeththu are
not what they seem. They are more
than they seem." Ground-breaking
when they first appeared, the
Wraeththu Chronicles chart the

history of a new race of
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hermaphrodite beings who come to
replace humanity on Earth. Daring,
erotic and magical, these editions
include deleted scenes', which have
now been restored and expanded.
The book also includes new chapter
heading illustrations by acclaimed

fantasy artist, Ruby.
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Marvel Heroic Roleplaying
Tales of Vampire, Mages and
Mutants

The Worldship Chronicles
Dungeon Master's Guide
Dogs of Hades

Legends of the Wulin

A terrible Red King wars with an
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awful Queen, and together they
battle into being a rigid, wrong
world... and this book has
everything you need to run it.
(And any other place in your
first, second, third, fourth or fifth
edition game that might require

Page 60/108



intrigue, hidden gardens, inside-
out-rooms, scheming monarchs,
puzzles or beasts, liquid floors,
labyrinths, growing, shrinking,
duelling, broken time, Mome
Raths, blasphemy, croquet,
explanations for where players
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who missed sessions were, or
the rotting arcades and parlors
of a palace that was once the
size of a nation.)

The new collection of fast-paced,
dark and erotic sci fi/fantasy
short stories/novellas by Raven
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c.s. McCracken. Inside you'll
find:THE BRIDES: How the
Brides of Dracula, hot sexy
female vampires, have always
been secretly calling the shots
by making Draculii as fall guys
and what happens when they
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create the wrong dark
prince.MERLIN'S KNOT: A group
of young people unravel the
secret Celtic knot code and
bring about the resurgence of
magic.VELOCITY SYNDROME:
The third is an Orwellian take on
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the near future, where there are
groups of low-powered mutants,
humans have chips in their
brains, and the world is
drowning.

Compelling tips and tricks to
improve your mental skills Don't

Page 65/108



you wish you were just a little
smarter? Ron and MartyHale-
Evans can help with a vast array
of witty, practicaltechniques that
tune your brain to peak
performance. Founded incurrent
research, Mindhacker features
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60 tips, tricks, andgames to
develop your mental potential.
This accessible
compilationhelps improve
memory, accelerate learning,
manage time, sparkcreativity,
hone math and logic skills,
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communicate better, thinkmore
clearly, and keep your mind
strong and flexible.

The Role-playing Game

The City Beneath

| Eat Butterflies

The Ultimate Adventurers'
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Guide,

Campaigns and Combat

Rifts Japan

Temporal lllusions is a tale about an
assassin forced to save the Worldship
from the delusions of his employer, a
psycophathic mutant trapped between

time. *¥****THE WORLDSHIP
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MUST BE DESTROYED...In a few
twists and turns, they made their way
to a tram, of sorts. Red velvet
cushions, leather, and brass gave the
device the appearance of an ancient
seagoing conveyance. Its door opened
automatically when Lilem moved to the

tram.The mage managed a question.
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"How do you know about all of
this?""My father was a member of a
group called "Sanctus." He raised me
to be one of them, as well, until |
discovered the truth hidden in the
archives -- the truth about the last
days of our true home, Earth.""That's

just a myth," replied the mage
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halfheartedly, fighting to remain
conscious. Outside the tram's
windows, they passed by great
wonders, and she could barely
manage to hold open her eyes.
Rounding a corner, they came upon a
forest of transparent tubes as tall as a

Forbidden City skyscraper. Each
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contained an undulating plasma cloud.
Orbiting amongst them were whirling
gyros of orange and black light, each
appearing to be harvesting energy like
sentimental bees gathering pollen. It
was beautiful and mysterious, thought
Bethany."No, little mage, it is not just a

myth." Lilem leaned in close and
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straightened her hair and helped her
into a better sitting position."This ship,
in reality, was created so that we
would escape our true fate. There was
a vote ... the faithful lost to the
cowards, and humanity fled its rightful
punishment... ******** Erom the

creator of Sci-fi-Fantasy role-playing
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comes this first adventure based on
the World of Synnibarr, the invisible
legend of the Centiverse.

Garden of Athena is a planet of
adventures among the ancient
Greeks... but in the far future, with
energy spears and Pulse shields.

Experience science fiction with epic
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politics, and epic battles to make all
the Greek poets proud. Nearby
barbarian planets are subdued,
mostly, and the city states are at the
height of their power. Yet all is not well
in the state of Methone. By the time
this epic's told, the characters will

either be Heroes, or tragic witnesses
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to the end of an era. Draw your Hades
blade and fight for all that's right.
Offers tips, advice, and strategies for
creating worlds and adventures that
players can enjoy while participating in
the roleplaying game.

SenZar

What Is Dungeons and Dragons?
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Temporal lllusions

Maid

Worldship Atlas

Central Casting One

Roleplaying game set in a strange
undercity that warps to match your
heart's desire.
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Shadowrun Remains One Of The
Most Beloved Gaming Settings Of
All Time. The Cyberpunk-Crossed-
With-Fantasy Setting Has A Wide
And Enduring Appeal, And
Anarchy Provides Rules For A New
Style Of Play In This Great World.
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Storytelling Come To The Fore In
This Book, Allowing Gamemasters
And Players To Work Together To
Craft A Fun, Fast-Moving Gaming
Experience. Whether You'Re
Brand New To Tabletop Role-
Playing Or A Long-Time
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Shadowrun Player Just Looking
For A Different Way To Enjoy
Your Favorite Setting. Shadowrun:
Anarchy Offers A Fun, Fantastic
Storytelling Game.

Dragonstar is a unique space-

fantasy campaign setting for the
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d20 System. This volume is the
definitive resource for weapons,
ships, and hardware in the
Dragonstar Universe, a place
where dragons rule the galaxy,
starships are powered by fusion fire

and arcane rituals, dwarven
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prospectors search for adamantite
in asteroid belts, and elven
loremasters conduct secret
experiments in living space
stations.

Heart

The World of Species
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Mindhacker

Ponyfinder: Campaign Setting
Enchantments of Flesh and Spirit
Gurps Banestorm

In this powerful and elegant
story set in a future Earth very

different from our own, a new
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kind of human has evolved to
challenge the dominion of Homo
sapiens. This new breed is
stronger, smarter, and far more
beautiful than their parent race,
and are endowed with psychic as

well as phyFs)ellge%ls/%lsfts. They are



destined to supplant humanity
as we know it, but humanity
won't die without a struggle.
Morghi sought to discredit his
rival Eibon and gain power, but
at what cost?

Welcome to the land of Yrth, a
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magical realm of incredibly
varied races and monsters -
including people snatched from
our Earth and other worlds by
the cataclysmic Banestorm!
Whole villages were transported

- from such diverse locales as
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medieval England, France,
Germany, and the Far East. Now
humans struggle with dwarves,
elves, and each other. The
Crusades aren't ancient history
here - they're current events!

Characters can journey from the
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windswept plains of the Nomad
Lands - where fierce Nordic
warriors seek a valiant death to
earn a seat in Valhalla - to
Megalos, the ancient empire
where magic and political

intrigue go hand in hand. Or trek
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south to the Muslim lands of al-
Wazif and al-Haz to explore the
forbidden city of Geb'al-Din. This
book updates the original Yrth
of GURPS Third Edition Fantasy
and Fantasy Adventures. It

provides GMs with a complete
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world background - history,
religion, culture, politics, races,
and a detailed map - everything
needed to start a GURPS
campaign. Phil Masters
(Discworld and Hellboy RPGS)

and Jonathan Woodward
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(Hellboy and GURPS Ogre) have
added new peoples, places, and
plots, as well as lots more on
magic and mysticism, all of
which conforms to GURPS
Fantasy and GURPS Magic. So

prepare to make your own mark
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on Yrth. Plunder elven ruins
while evading the desert natives.
Play a peasant-born hero ... an
orcish pirate . . . a Muslim
double agent commanded to
infiltrate the Hospitallers. Yrth

awaits the legend of you!
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Flashbacks, Blackjack and
Payback

Rifts

Mechwarrior

Myfarog

Planet X

Transgression in Games and
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Play

Small and Mighty (and
sometimes mighty small)!
There are no such things
as "lesser" draconic
kin, but lurking among

the further branches of
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the dragon's family tree
are many strange and
wondrous creatures
perhaps less powerful
than their cousins but
no less crafty or

formidable. Shaped by
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their environment and
powerful shapers of 1it,
drakes interact with
humans and other races a
great deal, and from
such relationships and

rivalries are great
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adventures born! The
Book of Drakes takes you
on a guided tour of the
workings and habits of
these enigmatic and oft-—
overlooked creatures.

Herein you'll discover
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More than 20 drakes
ready for play,
including the crag
drake, moon drake, and
alehouse drake Beautiful
full-color illustrations

by Hugo Solis Drake
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spells, feats,
familiars, and abilities
A system for building
your own drakes for any
party of any level, in
any environment! From

Midgard to your home
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setting, drakes provide
unique adversaries,
unusual companions, and
compelling NPCs. Don't
miss this chance to push
your game to the next

level.
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This Worldship Atlas I
opens the door into the
fantastic background and
mystery that surrounds
the World of Synnibarr.
The Worldship, once more

on its endless voyage
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through the stars, 1is
filled with places and
creatures of wonder like
no other in the
universe. The manual
includes... Synnibarr

languages, currency,
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transportation, and the
planetary economy,
intermixed with other
information vital to the
adventurer. There are
descriptions and

information about
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landmasses inside and
outside the vast
Worldship, from the
mysterious floating
continent, the Forbidden
Continent, the Ring of

Frost, plus many more...
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The denizens are
detailed 1like never
before, their
physiology, behavioral
characteristics,
habitat, physical

descriptions, and much
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more for each species.
And then there are the
Great Spirits and gods.
This new Worldship Atlas
gives you an in-depth
look of the Worldship

Synnibarr, inside and
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out, like never before.
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