WELCOME TO THE BATCAVE
Aegis is organised in 8 ‘cell” structure similar
to that reputedly used by the ClA and many
terrorist  organisations. Each cell s
composed of 3 small group of operatives
who work az an independent team. Because
fitthe or no contact occurs between cedls, i
an agent is captured he can only implicate
the other members of his call, and the
security of the organisstion as a
while remains intact. When a

new cell is created, the
members pool their
resources end influence o
create 3 secret base of
operations, Chapter
three, Ops Centre, details

They are among us

Inn thae el wiorld of Conspirrcy X, aliens ave very nsal, In the
0 yemars since s founding, Asgis has come to the conclision
st of lesest theee distinel types of axtraterrestrial are active
on Enrth. However, despitn continued eflons by Regls
opaiatives, [ile is sctuslly known of thelr capabilities,
muotivations amsd afms.

THE GREYS

The most commonly sighted Mien mce, Greys
stand batween laur s five feel tall, with
smaoth grey skin, large heads and black
eyes, Greys G084 1o jossess strong

psychic powers and their sclence is

bxsed an assoclated principles, although this process and the
they appear fascinated by human avallable options.
technology. Thelr motivations remnin L in  many ways
imclear. Although they are apparently creating a base resembles
responsibie for most reperts of human character generation, bu
and imimal shdections, Greys ara while each player creates his
generally timid and nover directly vislent. own character individually,
The Groys Fave had wite contact with Tha the group a5 a whole must
Black Book, although the nature of thelr co-operate to build an
relationship s unknow cffective base that  will

provide thern with adequate
THE ATLANTEANS "

resources. The majority of
The: Atlanteans are the most this chapter is taken up with a lst of the
mysterious of all the alien mces - their

possible resources, which are divided inte
vedy existence continues 1o be a mattor of Location, Facilifies, Staff, Equipmeni and
dispute. First-hand encounters with the

Special Resources. Each character has a
race remain extromoly rare, and nommally
theeiv presence can only be inferned from
circumstantinl evidence. In the few
subslantisted slghiings the e have
boan, Atlamesns sppear 1o be
nafmal, afbeit attractive, hiinans, The
strongest evidence of thedr
eatraterm=strial nature les in their
technology, which appears 1o be
highty advanced and hasad on
the principies of nonotechnology,

THE SAURIANS

Mogis uses the torm ‘Saorian’ o
relar 1o @ rmce or grodp ol
mces ol reptilion
appearance. The Saurians are very sacretive and
relucizan to interact with the general population.

certain number of points to  spend,
depending on his Influence attribute, and
can galy spend these peints on certain
items, depending on his career and
comnacts. For example, a charasier from 3
military background might be able to
provide weapons and ammunition, but he
would be unable, for instance, to
contribute  towards  equipping &
darkragm,
The concept of the 'ops centre’
is ane of the most original clements
in Conspiracy X - very few syslems
offer anything similar. Although
creating & centre adds to
the time it takes for 3 new
group  to get
playing. often laking a
session all of its awn, the system
works very well in practice. i
gives the plavers 3
chance to gst together
end work as a

Angis has uncoversd a groat deal of evidenee

that the Saurians have, howeser, fomged

exdensive ties with The Biack Book and are

althing e in mechnologlcal research,

Through the Black Book's connactions with

tho mililary-industrial comphex, many

thevelnpments have been incorporated into
manstream US Military programs, such as

the 'stealth’ pircrafi. The Saurins’ alms, thaegh, ore @
muwttor of conjed

group, and the extensive list of oplions
helps to ghve them a fee! for the nature of
the game. OF course, the referez could
always speed things up by providing 5
‘ready-made’ base, but the players would
miss out on an interesting and challenging
part af the pame,

THE NUTS AND BOLTS

The fourth chapler of Conspiracy X,
Tradecralt, explains the specifics of the
fules, The system ilsell is very simple, and s
based around a stendard test. To resche 3
task, the relevant skill or sttribute is
compared to a difficulty number (which
varles from 1 to &) set by the referee. If the
character’s ability s higher than the
difficuity, he succeeds. If the numbers are
equal, the plaver must roll seven or less on
o sic-sided dice - 3 Mormal test = while if
the difficulty is one higher than the ability,
the player must roll four or less 1o succeed
- a Hard lest, Tasks with a difficulty of two or
more higher than the charscter's ablity
cannot be performed by that character,

In mast cases, such as using a skill, the
target number for the test Is modified by
one of the character's attributes. For
exampie, the Small Arms: Pistal skil is
maodified by Agility. If a character hag an
above average Agility of 4, tests are
medified by =1 {so a Mormal test requires
eight or less, and a Hard test five or less),

“At once quick and elegant, while still
allowing for an impressive range of
options and level of detail.”

in addition, in the case of automatic
success or failure, the player or the referse
may request that the character make a Luck
test. Two dice are rolled, and if the result is
equal 1o or greater than the characters
Good Luck, they succeed {or succesd
brillkantly, in the case of an automatic
success). i the result is less than or equal to
the character’s Bad Luck, theugh, they il
lor fail miserably for an automatic fallure),

After explzining these basics, the rest
of the chapter then examines a number of
warigtions and specific cases, including
combat, damage and healing. Combat, in
particular, is handled well: it includes one of
the best hand-to-hand systems around and
i5  suitably deadly {remember those
autcmatic swccess nies).

However, the rules are not withoul
some problems. Beyond the Luck test
there's no way of judging the degree of
success or failure of an action, and the
damage fules in particular can be confusing

o use without some thorough reading,
Despite this, Conspiracy X5 rules succeed
admirabdy in striking a difficult balance, being
at once quick and elegant while sdll allowing
for an impressive range of options and level
of detail.

UNCOVERING THE TRUTH

The et three chapters of Covspiracy X deal
in turn with psyehic powers, the supemnatural
and extraterrestrials. Perhaps the most
impressive aspect of the game is the way in
which these arcas are integrated with the
background, forming a comvincing snd
intemally consistert game workd, It would
have besn all too easy for Conspivscy X o
end up 2= a migh-mash of ideas and images,
the bane of many modemsday homo
roleplaying systams.

The final chapter is aimed squarely al
the referes, and Iz the only one to contain
infarmation thal players really shouidn't be
aware of, As well &5 carmying a discussion of
how 1 run Conspiracy X games, and
suggestions for the type of missiens that &
cell might face, it also offers advice about
using The Black Book, aliens, and the
supernatural in the gams, including some
infarmation that Aegis, and thesefore the
players, do not xnow. I anything. this just
goes fo reinforce the strength of the
background., and how much work has
abvicasly gone inio developing this side of
the game.

ON THE DARK SIDE

Conspirscy X lsn't perfect. however. In
addition 1o the problems with the roles
already  mentioned, there's no  index
(although the contents page 15 very
thoroughl, and the book has more than its

fair share of typos and missing words.
Although the game comes with an emala
sheet (which, interestingly, is the only ptace
that tells vou thet six-sided dice should be
el - you can work it out, bot the rules
never actually fell youl, its far from being
comprehensive. 3t nong aof this s
unforgivihle, sspecially considenng that this
Is MME's first roleplaying game.

What is slightly more concerming, and
could cause significont problems for less
experienced referees, 15 the lack of detail
about Aspls itselt. In a game with such 2
strong, well-designed  background,  thiz
deficiency is ewen more noticeablz. For
example, the rules micom you that Asgis is
organised into cells without ewer chearhy

explaining how such a structure works, and
undess you've read a lot of espionage novels
you're not likely to have any idea,

Again, this s far from a fatal flaw, and
the relevant snicrmation will almaost certainly
e included in the forthcoming Aegis
Handbook suppiement. but you can't help
feeling that it really should be part of the

P L i it AR

thimgs alws
Comsparacy X 15 the
wher arminunl of
inspiration referess can
Fird lying aloast, Almmest
anF newspaper headhine
& TV dotamsentagy cin
be woried inka a plot
and that's sl including
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secret Har Wars
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comisnes outting edge
techmalogy with syslemy
derived from aten
designi

rrain rules.

Still, Conspiracy X s the most
impressive first roleplaying release in a long
time, and it's 4 great game. it combines a
sefting and style that will be famillar enowgh
for players and referees to essily understand
with an incredibly detalled and atmospheric
background, clear, simple mules and an
impressive range of origingl and clever ideas,
On the strength of this, New Millennium
Entertainment seems set to become & force
ta be rechoned with, Highly recommended,

Andy Butcher




