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“Fifty-nine, sixty.” Solitaire finished counting.
“As far as | can tell, we still have three million, a
hundred and sixty thousand, five hundred and sixty
presents to deliver.” She glanced up warily at her
teammates, daring them to dispute her calculation.

“In one night?” Seeker was incredulous.

“So? We've already delivered a lot more than
that. In one night. Quit whining, and enjoy the ride.”
Quantum had stopped trying to keep up with the
sleigh, and was perched on top of the sack of
parcels.

There was silence foramoment. The night was
chilly, andthe cold moonlight mingled with the warm
red glow emanating from the lead reindeer.

“My friends,” said Obsidian. “All over the galaxy,
local annual cycles are celebrated with gift-giving,
and there is often a legendary justification in terms
of some folk-hero who once gave gifts and is still
supposed to do so.”

“You mean like the Santa Claus that some
parents tell their children about?” Solitaire asked.

“Is this one of your usual rambles, or is there a
point to all this?” added Quantum.

“The point, my friends, is that | never expected
to meet the said legendary folk-hero, let alone find
myself standing in for him, nor to have to try to justify
to myself the fact that one large but otherwise
ordinary-seeming sack with room for perhaps a few
dozen parcels appears to contain millions of them.
| am unable to understand the physics of it, let alone
of this apparent time-dilation allowing the parcels to

"ABOUT THE AUTHOR

You really want to know? | don't even have'an allitera-
tive name, in the approved comics manner. ['ve been
gaming since university, which was quite a while ago.
My day job is marrying peopile. It isn't as interesting as
it sounds, at least since | lost the urge to giggle during
the service.

The really interesting things about me (in this
context) are my previous publications from Atlas Games:
Thicker Than Blood, a scenario for R.Talsorian's
Cyberpunk 2020, and With A Long Spoon for Over The
Edge™. Indispensable!
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be delivered in a single night.”

“It's magic!” said Solitaire and Quantum at the
same moment.

“Nice to see the girls agreeing on something for
once,” said Seeker, and ducked Quantum’s fist.

“Uh, Defender?” said Santiago.

“Yes?” Defender was concentrating on driving
the sleigh.

“You know that full moon behind us?”

“Yes?”

“The one that seems to be being obscured by
something very large and bat-shaped?”

“Hey, bandit at six o'clock high!” cried Seeker.

“Oh no, Idon’t believe this,” Defender protested.

“l think you’d better take evasive action.”

Defender suppressed a shudder. Bad enough
to be in (sort of) control of a totally non-aerodynamic
reindeer-powered sleigh. But to dogfight in one...

LIGHTENING UP

What do you do the night after saving the world?
Inthe comics, theansweris oftenthatyouhave asilly,
lighthearted issue. The tensions built up by high
dramaare best relievedby laughter, and lighthearted
scenarios are usefulas acontrast to continual world-
saving, moral dilemmas, or fear of sudden death.

Cheerful, non-threatening scenarios are also an
excellentopportunity for PC characterdevelopment.
Players find roleplaying easier in a “safe” scenario
thanin a high-pressure one where a wrong decision
could mean defeat or death. In addition, it allows
them to use skills that never come up in the normal
combat-heavy adventure (such as Negotiation or
Shopping).

Onetime when comicstraditionally have different
content is for the Christmas season (a few super-
heroes have even been known to celebrate
Chanukah). After a particularly serious adventure, a
good way for the players to further develop the
personalities of their characters and to define the
relationships between them would be through the
everyday activities that aren’t devoted much time in
an action comic: Christmas shopping, for example.
The characters have a chance to purchase pre-






