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HA'HA' MASTERLY seizing control of the Editor's typewriter,

Marc finally turns the tables cn his compatriots.

- They thought they could squeeze me out, but they were
wrong! This magazine is now mine: let's see how they like having to
write one-line contents listings, eh? I control this issue; and what
2n issue it is...PHEW!

RIGHT, that's enough childish crap for one issue. This edition of
Dragonlords is a very special one for me, for two reasons. Firstly,
I can announce that, at last, after two short years, we are THE BEST
Fanzine around, Official & Approved. As voted in the annual awards,
announced 2t Games Day, on September 26th-27th, in London, Dragonlords
came first, followed (stupidly in my opinion - the damn thing folded
six months ago!) by The Dead Beholder, and then Quasits & Quasars, the
tacky T&T zine. Other mo-hopers gained similarly no-hoper places.

THAT is all very well. We deserved it, for we are the only amateur
RPG magazine of our quantity, quality, and above all, intelligence,
around at the moment. (When Thunderstruck stops patronising itself,
stops pretending to its readershiv, and actually prints something
someone somewhere wants to read, it'll deserve an @ward too.) But in
the end, awards mean bugger 211. Yhet ies important is that hopefully from
next issue, DI will be distributed by Games Workshop Ltd, resulting
also in a boosted print-run. Thanks to Rip and RYODA for making this
possible. This necessary (end¢ innovatory!) step up has been criticised
by some of the peovle close to the m=g=zine, noticeably Fergus, who,
showing his true age (16!) accused us of selling out to big business.
Well, if this magazine was to be kept as a scatterbrained, tatty little
broadsheet selling 125 covies, this would be an accepiable charge. But
lan, Mike, snd I are concerned with the future of this magazine; we
desvarately needed this bigger distribution to reach more peovle, and
this path is the only one to take. We certainly expected the cries of
"Sell out!™: it weuld have been strange if there veren't any. But try,
nlesse to remember that just because we are working with GW, this doesn't
stop us from criticising them as normal. This will rot chenge. I, per-
sonally, would like to see cther things change:

1.Humour - Just because Dragonlords is getting its act together, it does

not mean that we are suddenly going to get all serious about
it. &As long =< someone has something to sy, if it is funny and rele-
vant, it will be nrinted. Dragonlords has always been known for its
"occasionally lighthenrted avoroach and zany madczv laffs" (continued
120 Years On'), and we'll continue to make it an integral nart of the
msgazine. What will chenge, I hope, will be the style of humour: there
snoulé be more satire, more peinted criticism of the stupid side of the
hobby, »articularly (I hope) from the zforementioned Fergus O‘Connor,
who is developing 2 very nice style, whilst retzining an edge to his
humour. Hopefully, we willsee less of the childish silliness, the
teing vaguely humorous just for the sake of it, The dreadful PB ccl-
umn should go too, I think -it just isn't funny anymore.

2.Format - This issue has 32 pages (at least, it has when I'm typing

this); it has 4 more pages than usuzl because we have more
s2dverts. Iike ¥hite Dwarf we a2dd more pages if we are carrying a lot
of them, so our readers (you lot) never lose out. This issue should
also hopefully see the beginning of 2 change in our usual way cf laying
out the magazine. It gets very dull, I feel, reading page after pege
of 'title top-left then solid type®, sc we are going to try and pretty
DragonlLords up 2 little. I'm sure you'll tell us whether you like or
diglike what we're doing to your megazine.




3.System Snobbery - As from NOW, I would like all adventures to be pub-
lished in Dragonlords in at least two systems. For
fantasy-based games I would suggest AD&D and RQ 2s the most popular;
for Science-Fiction based adventures it should be Trav and Space Opera
(Trev = Traveller, dum dum); unless, that is, your fab adventure is in
another system altogether, in which case, if it were up to me, I'd
send it back -as proved by our stupid relisnce on the very poor Laser-
burn system, you would rather have just the big four systems, and then
convert from there if needs be, & note to contributors: Tf you've
written an adventure in only one system, don't worry. I'm sure Ian &
Mike wouldn®t mind 2dding other stats for you; please don't let this
be an incentive to laziness.

4,Reviews - Despite the opinions of one G.Carver, we do, and will con-
tinue to carry reviews of gaming products, films, conven-
tions, and so on. Indeed, our coverage this issue has been drastically
increased (though this is indicative more of the amount of junk being
sent us than a conscious editorial policy). In future, however, we will
generally only re-review a White Dwarf-reviewed game if we disagree, or
have something more to say about the product. But don't let this put
you off; we desparately need outside reviewers for all the areas we
cover; nowadays, we may well be involved with the product to be able
to review it fairly, so please volunteer for us -you'll get some free
gemes 2t least:

THAT will do for the time being., I know (and indeed 2m glad) that
some, if not 211, of the 2bove is not going to be liked. You must
remember, however, 2ll my conservative friends, that Dragonlords will
only remain the best if it can rationelise, if it can see its own
strengths and build on them, whilst at the same time recognising its
weaknesses and doing things about them.

THE second resson that Dragonlorcds is 2z special issue for me is
because it is my last. Yes, you can believe your eyes -I will not be
a member of the DragonlLords editorial triumvirate from January 1st; I
am rema2ining a member of the production team for a time, however (ie
SR carry on doing the Letraset), and cccasionaslly reviews will appear
from my pen. Gredually, I will be withdrawing from the running of DL
too, but only when Mike & Ian feel they can take the extra workload
without endangering their other (acacemic) commitments. I have many
reasons for leaving the fandom ratrace, not least 2 rapidly grow1ng
dislike of the gazmes (I play to roleplay; if I wanted to kill I'd join
the South African police), and the growing emphasis on big business.
And unlike Tim Kalvis, I have no delusions as to where the fandom side
of the hobby is goingy I don't need or want to go with it.

Take care of yourselves and others,

SALUTI,

;Z:="; : (Marc Gascoigne)

(Dragonlords, c/o Ian Marsh, Avalon, Grams Rd, Welmer, Kent, CT14 7Pﬂ]

You may notice, 2s I've szid before, that we have an extra 4

pages this issue; these are covered in adverts, however, so

don't think you'*e getting more for your money, beczuse you

are not - you're just not getting less. These 4 pages are in

the middle of the magazine, so you can tear them out snd
throw them away,.



GAMES DAY 1982 lan Marsh

OK, so first things first, this report is months out of date - but
Then it's only going to be short (after all, you only read this for the
biting wit & the funny captions). Anywdy, faced with another Games Day,
we bravely steeled ourselves for the following objectives:
: To walk off with as many prizes & as much fame as possible.
2: To annoy Ian Livingstone, Steve Jackson & a certain Brian Dolton.
Z: To say "hil!" to everyone we knew (= list follows!).

4: To have fun and flog the zine.
Indeed, we killed two birds with one stone with some of these! But first,
le¢t!'s cover some of the things that havpened.

Dragonlords was fortunate in having twe stands at Games Day - one
«4ith the rabble, on which Mike Lewis set up his zine emporium, & another
shared with Chronicle Miniatures which gave us lots of space to display
the zine and the "Ducks We Have Known" figures. (Thanks, Celia & Nick,
sorry things got a bit "strained" towards the end). With our band of
willing helpers (thanks Paul, Richard, Fergus and others!) this gave us
greater flexibility to assault the hall.

Marc, Mike znd Ian
burst out laughing
when they realise
that Pergus's (our
official Games Day
photographer) flies
are undone. Plus,

a discreet bit of
advertising for
Chronicle} And some
blatant showing-off
of the award!
Fashion note: Mike
is wearing a hand-
painted T-shirt, &
Ronnie Corbett's
glasses.

FO'CONNOR

Much of what happened still remains part of a mad alcoholic haze,
but things that stuck out included playing Judge Dredd with Ian Living-
stone (he didn't stand a chance with Marc, Mike, Ian & Fergus all gunning
for himl), insulting contributors by not remembering who they were (sorry
about that everyone!), joining in on Star Frontiers (yes, I'm afraid Ian
pleyed a TSR game) and gallons of hot black coffee.

We managed to annoy all who we set out to - Steve Jackson (when Mike
went to relieve him of our certificate), Ian Livingstone (when Ian took
third place in Saturday's painting competition & IL judged/presented
prizes!) and best of all, Brian Dolton - who Marc chatted to for ages,
without Brian realising he was talking to his most hated enemy (we even
have photographic evidence!). This also covers two of our claims to fame,
so I'll just mention the third - this being the Games Day Game in the
programme.

This leaves our "thanks to" list which is really too large for
printing, so we'll just mention Fergus O'Connor (again) and Richard lMeade
who put Marc & lan (respectively) up for Saturday night. See you at
Games fair (if we can afford it on our grants!).




Games ad infinitum ____

Another Games Day is over (szid he; the seasoned veteran) & I for
one am glad. Facing a plethora of rules and accessories is old hsat to
most of us., I am fortunate enough to live within easy reach of Games
Centre et. al. but there's something zbout tie atmosphere of Games Day
that exacerbates the confusion generated by so many different zames
oriented products.

The trouble, it seems to me, is that even the most dedicated games
player would never be able to do justice to every deserving system avail-
able by playing said system(s) exhaustively. Inevitably this means that
otherwise worthy systems have to be ignored in favour either of the first
system fate cast upon the player or through systems that have come to be
preferred through other measns - the chief one, I guess, being that the
system is played by the group a player winds up playing with.

Other means include the superlative recommendation of a friend. Some-
how I invariably fail to see the advantage a recommended game has over its
rivals.

One myth which I feel needs exploding or at least exploring is that
of the multi-system system - usually a construct consisting of a witches
brew of a combat system from game A with magic rules from game B etc.
This kind of zame creation & la Frankenstein is usually only attempted by
advanced players who are somehow able to overcome the havoc this kind of
rule swapping plays with the internal logic of gemes systems. Actually, I
doubt whether many people seriously play multi-system zames, though I
suppose many consider the idea.

So, what? Well, I'm trying to suggest that there's an inertia in
each role-playing system which would tend to mean people stick to one
system unless something reasonably traumatic happens to make them change.
I think it's far more likely that players improve the rules they have
rather than buy new rules. This contention would also mean that most
player groups are left with very little time to indulge in the testing of
new rules - yet walk into a zames shop or go to a convention and what do
you see? Games, thousands of them.

Perhaps the market is being swollen with a lot of products which
those who matter, the consumers (us), do not need and, worse, cannot
derive much benefit from. For example, TSR have just launched their own
Gangster type game. FGU who made a Gangster game that doesn't seem to
have sold like hot cakes have two games based on fantasy medieval Japan.
I've lost count of the contenders for best SF RPG, & as for D&D, can you
imagine the confusion Fug the Barbarian would face asking the orc on the
door if he could be admitted to the advanced expert dungeon with a basic
advanced ticket!? His solution is mine, hit it}

Superhero games have also had a field day - do we ever get the feel-
ing that we're being exploited? It's not that we shouldn't be able to
benefit from a wide choice of good systems but I would question whether
this is the scenario we are presented with. I mean, if you were a big
time game producer & you thought you could capture a larger share of the
market by pushing out a large number of variants of an existing game
rather than by introducing a new & unique game, which would you choose?

Well anyway, I'll have to stop there, I've fifteen rule books to
read through by the end of the month. Of course, I'll never use them.

*************l*%***%*******i*************%**M**¥**%******i***¥******¥*¥‘}

I WONDER IF WE'VE GOT ROOM FCR THIS DESPARATE PLEA FROM A MR HUMPHRIES?!

************?***%*X**%****%************%%*i******%*i*#*i*****************

WANTED ~ 20 Years On 1, Aerial Servant 1 (come on Simon!), Ringwraiths
Shadow 2, Black Rider 2 and Alien Star 1,2,3. Write to: Andrew Humphries,
53 Hallbridge Gardens, Upholland, Lancs; WN8 OEP.
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Racial Discrimination PA Walker

Four different methods =re given by the DMG for generating player
character ability scorea. The most popular to my knowledge is Method Ome
in which the six scores are generated by roiling 4D6 and discarding the
lovest throw, after which the six numvers obtained are arranged in any
order that the player desires. The main advantage of this system is that
it allows players to choose which the best characteristic is to be, en-
abling them to create a viable character in the profession that they wish
to play. This is all quite reasonable as nc one wants to play a charact
er who is destined to die as soon as he sets foot in & dungeon; nor is
there any point in forcing a player to adventure with a character of a
race or class with which he cannot resdily identify.

Unfortunately, some of the characteristics have & much sreater Lear
ing on the course of the game than others. Wily players are =2ble to pick
and choose between these, arranging them to their own advantage. The re-
sult is that there is a sameness between many of the chsrscters belonging
to experienced players. For instance, after strength, most fighters will
choose either dexterity or constitution ss their next ability, whereby
armour class or hit point bonuses mizht be accrued.

This, you might think, is not
toc important. After all, having
a character who lives is far more
important in the long run than
having one who exudes individuality
and dies. Yet games are without
doubt, better if the players can
role-play to their character's
strengths and wealmesses, and ob-
viously there would be more scope
for this to occur were their abil-
ity scores to show greater varist-
ion from one character to the next.
This would be especially true
if the races could be made to be
more like those of fantasy literat-
ure: the elves - fleet of foot and
gifted in lore and song; halflings
- homely, friendly fellows;
dwarves - sturdy, reliable, yet
taciturn.

You might argue that the rules
in the Players Handbook concerning
racial limits and bonuses do en-
courage this, but in realify, their effect
is minimal. The lower limits are seldom
very important as they rarely deal with =2
charscter's priciple attribute, and the
upver limits are hardly worth mentioning
unlezs you happen to be a half-orc. In-
deed, many people totally ignore these
maximums and minimums anyway, especially
if they are generating a character in a
hurry.




The system whichh I am about to suggest, however, overcomss two of
these problems. It zives churacters a much sreater racisl feel without
maring them unviable in play, snd the rules are such that it is virtually
impossivle to avoid or forget this racial factor.

The six ability scores are still detsrmined by rolling 4D6 & discard-
ing the worst throw, but the way in which they are assigned to the six
attributes is different. The scores are first divided into two sets of
three: the best three zoing into the top set, the worst three into the
second. The numbers in each of these sets can only be assigned to certain
attributes, the limits being determined by race as shown in the table
below. Thus it can be seen that for a dwarf, a number from the top bank
can be placed on either strength, constitution or wisdom but not onto
intelligence, dsxterity or charisma. Once all the numbers have been
assigned, the modifications shown in brackets can then be made. Humans &
half-elves still have a completely free choice as to where their ability
scores are placed.

Most of the limits that I have chosen agree fairly well with the
relative racial attribute weightings as specified in the Players Handbook.
The only great variasnce occurs where gnomes are concerned, the difference
being due to the way that I personally envisage gnomes to be. A more
standard interpretation of this race mizht have constitution, intelligence
and strength as the top bank charscteristics.

Finally, you will note that in the table there is a colwm of racial-
1y preferred weapons. The idea is that just as elves gain bonuses to
hit with bows and swords, so should dwarves with hammers and axes. Hope=
fully this might encourage even more racial role-playing.

Race of Character Top Bank Second Bank Preferred
Characteristics Characteristics Weapons
Dwarf CON (+1), STR, CHA (-1), D&X, Axes
WIS, INT. Hammers
Elf CHA, DEX (+1), CON (-1), STR, Bows, Short/
INT. WIS, Long Swords.
Gnome DEX, INT, WIS. CHA, CCN, STR. None
Half-Orc CON (+1), INT, CHA (-2), DEX, Clubs
STR (+1). WIS,
Halflings CON, DEX (+1), CHA, STR (-1), Short Sword
WIS, INT. Slings.

STOP PRESS...STOP PRESS... MIKE LEWIS IN GANG BANG SCANDALJ} STOP PRESS.. .

Actually, Mike now has copies of Abyss 21 (75p), Lion & Lamb
Chronicles 3 (45p) and Howl't 1&2 -~ an Elfquest fanzine (60p each)., All
prices include P&P. Write to Mike at the editorial address (not Marc or
Ian, otherwise the order will be thrown away)e No doubt Mick still has
copies of Grim Reaper 1&2 (90p) and LLC 1&2 svailable as well, but then
I wouldn't know since I've only had two letters from him this term! (and
you all thought we were orgsnisedi!!).




ALL IN THE MIND by FergusO'Connor ™ ™™™

The main part of this adventure takes place in the dream of
a rather large dragon; areas 7 and 8 represent the characters!
departure from this dream world into the actual mind of the
dragon. As soon as the players have passed through the first dark-
ness, they enter the dragon's fantasy; this "world" should be as
weird as possible, and the party should be made aware tiat some-
thing is amiss. Have wanderers by all means but keep them 'odd'.
The encounters and rooms are laid out as in "Snakepipe Hollow",
though without found items (since it is a dream, not & lived-in
complex). Despite being a dream, all damage is real since it is
the dream creations of a dragon that are encountered.

PLAYER'S INTRODUCTION:

The adventure begins in a small town on the edge of the wilder-
ness (eg. Alone in Northern Sartar) where the characters are
approached by some means or other, by the typical old man. He says
that he has heard that they are adventuring after treasures, and
offers to guide them to an old cave complex for a nominal fee.

After a short journey, the adventurers reach the cave entrance,
and enter... After a short distance, the darkness closes in around
them, & they begin to feel very drowsy. The last thing they re-
member is the old man slipping away...

Upon waking, they find that one wall of the cave has myster-
iously disappeared, and that a rough hewn corridor slopes gently
down into the darkness ahead.

ONE:

TIRST GLANCE: The dark corridor slopes down for 60f, it is 8! wide
and ends in a rough, blank wall.

CLOSER LOOKS: Nothing more can be discerned. A Spot Traps (asked
for) will find... (sees TRAPS).

EXITS: Back out of the passage and into the cave, and out.

TRAPS: The last 10! of the corridor is made of peper; anyone step-
ping on it will break through and fall into a pool of water 10!
wide, 50! long and 15' deep. Use the Drowning rules on p.101 as if
unprepared. At the other end of the pool a corridor rises out of
the pool, 9' high and 8' wide. It leads on for at least 15', be-
fore disappearing into impenetrable darkness!

TWO:
FIRST GLANCE: Darkness, total and utter. The party can assume that
the passage carries on , and disappears into the derkness,
CLOSER LOOKS: No spells, devices or natural abilities will be able
to peer through the darkness. The passage actually goes along for
about 60!, but there are traps...
EXITS: Onward, down Pit (i), as detailed in TRAPS; or back through
the pool to ONE.
TRAPS: (i) After 40!, there is a traditional pit-trap, set off by
any weight over 50lbs. It leads to THREE.

%ii) An open-topped pit, bottomless and full of water. The
only way to zo is via TRAP (i).

THREE:

FIRST GLANCE: The party will fall (or let themselves down on a
rope) for 25%; then there is 20! of a room before a large pool of
water is reached. (The water is about 15' deep).




CLOSE LUCKS: Renecth bthe wabter is an outcrop of rocks (directly below the
shaft). Suspended sbove the water is a duck!

EXITS: Up the shaft to TW0; throush a transparent membrane in the East
wall to FOUR.

HIDDEN SPOTS: There is o cave entrance in the rocks.

TRAY3: None.

D=NIZENS: The duck and, in the cave, a wWalktapus.

TREASURLE: None.

OTHER: On entering the room (via the trap or by climbing down), a charact-
er must roll POWx3 or less or else fall into the water. Otherwise he stays
in the air! If the churacter was on a rope and has failed this roll, tkre
rope has broken snd he falls; otherwise he finds himself in stasis at the
same heizht as the duck. The clizracter will stay in stasis until he speaks
to the duck; the water will then change nlaces with the air and from the
rocks below, the character will see the duck swim away up the shaft, hotly
pursued by the Jalktepus. Anyone not in THREE will now have to deal with
these creatures!

Anyone falling down the shaft takes 4D6 damage on hittinz the rocks,
and then has to fight the Walktupus (as does anyone just falling into the
water). Howsver, the main concern of the wWelktapus is the duck and it will
attack this if ziven the chance.

ny character in the water when the room "inverts" takes 3D6 damage
falling onto the rocks,

After 5 rounds of combat, the Walktapus will disappear as the dragon
is bored. If the membrane is smashed, water from THREE will pour out; the
water is movement class four, snd will stop 5' away from Korchnoi. (FOUR).

FOUR:

FIRST GLANCE: The passage widens into a small room 10'x10', 4 newtling
sits at a stone table concentrating on a sm2ll board in front of him.
CLOSER LOOKS: The newtling looks pretty average (although he isn'tl!). of
more interest to the players is the board. Lhankor Mhy & more clever bods
mizht recognise it as a chessboard. The board itself is made of IRON; the
pieces are golden with jewels set in their heads.

EXITS: West to THREE; East to FIVE.

DENIZENS: Korchnoi the newtling. Korchnoi will challenge characters to a
match, one at a time. If attacked, he will hurl his exploding pawns and
defend himself with the board as a small shield., He disappears if the
characters show other reactions (than playing or fihting), with his
stuff.

TREASURE: The board and the picces: the "reds" with ruby tops are worth
7500L (the King contains Korchnoi's bound spirit, ILT 13, POW 17), & the
"whites" with diamonds are worth 600CL.

OTHER: Playing chess is tricky! Unless the character has played before,
his Play Chess ability will be POW+INT %. Lhankor khy types add nalf this
again %o signify their greater ltnowlesdge. Conduct the match as with
normal RG combzat, with "hit points" equal to % of the Play Chess %. You
attack at your Play Chess ¥ and parry at the same %%. When "hit points™"
fall below O you have lost. A critical hit on an attack roll means an
immediate victory unless it is parried. In one round, vou csnnot attack
and parry except at halved % in each. A successful hit (unparried) does
D10 damage to your opponents "nit points",

If Korchnoit!s "hit points" fall below 10, he will offer a draw. If
this offer is not accepted, Horchnoi will call for an adjournment, turn
invisible and disappear with all his stuff. If both player's hit points
fall below O on the same round, it is a draw, these are the only ways a
draw can result.




Korchnoi wants to give all characters a game; if any refuse he will
be offended and utilise his exploding pewns; four of the pswns of each
colour are explosive, the red causing 2D6 darmage and the white 4D4 when
thrown against s hard surface (eg. floor, some hero's breastplate etCe)e

If a draw is agreed, Korchnoi will be very impressed and offer the
GOOOL set to his opponent as a prize. If Korchnoi wins 211 his matches in
under four rounds he will be unimpressed and offer naught but one EIf
yoghourt to the player who lasted longest. If Korchnoi is taken to four or
more rounds by any player, that player will be given the white exploding
pawns and three ELf yoghourts.

ELf Yozhourt: Korchnoi does not reveal it as such for fear of offending

party members, but any troll tasting it will immediately recognise that

tangy, earthy taste and find it adds 3 points to their CON for 5 rounds

(they might wish to buy up the other characters susplies!). Dwarves will
like it, but to others it will act as a POT 8 poison.

FIVE:

FIRST GLANCE: A wooden jetty, 3' wide extends about 10' into this cave
(%351 by 15'). The jetty is 2! above the water which is 12' deep & 10!
below the ceiling. Opposite the jetty is a 5' (in depth) ovular ledge, on
which four dragonewts are sitting, totally engrossed in what appears to
be a pile of junk on a table around which they sit,

CLOSER LOOKS: Even as the players watch, the four dragonewts (one of each
stage) turn, look blankly at them and slowly meld into one; the crested
dragonewt Sebastiam. He holds a wire in his hand, which trails in the
water. As soon as merging is complete, Sebastian calls over: '"Anyone for
a game of Ti-zin-rin? One gets so frightfully bored playing with one's
own future, you know". (Even dragonewts have bad grammar!).

EXITS: East to FOUR.

TRAPS: If the characters make any hostile move towards Sebastien, he will
pull his wire; this is attached to a vital joint in the jetty, and when
tugzed it brings the whole thing down (treat as unexpected drowning).
DENIZENS: The dragonewt; he sits on a stone stool; on the floor next to
him there is & sling, a shortsword end & small shield. Sebastian will
not answer any questions about the complex.

TREASURE: Among the junk on the table (bones, dice, pottery shards, bits
of paper etc.) are to be found: 3 gems worth 17L, 35L and 1%8L; a dagger,
5 clacks, 1 wheel and an iron greave, already tuned to the dragonewt rune.
OTHER: If the adventurers do swim over (one at a time and unarmed -
Sebastisn is quite firm about this), Sebastian will take no hostile
action but play the game.

Ti-zin-rin is terribly complicated and the chance of a non-dragonewt
being able to understand the rules from Sebastian's explanation is equal
to INT as a percentage. A successful luck roll (POWx5) means a dragonewt
PC will have encountered the game before. Sebastian will suggest the
introduction of financial stakes to make it more interesting - if the
players put up 5000L, he will offer the contents of the table. A novice
player has a 5% chance of beating Sebastian; someone who has encountered
the game before will have a 25% chance.

Win or lose, after one game Sebastian will pick up his weaponry and
walk out through the wall behind him saying: "Gunz-ho chaps, thanks for
the game, but I don't think you youngsters are advanced enough yet to
really challenge me. Oh, by the way, if you do want to zo on, flip the
gold three times". There is no secret door to be found in the wall, and
Sebastian will exit this way before if it seems likely that the players
will overcome him by force.

B



SHO0H

SSIANMYQ

HILVM

A

a

e
TR0
22XXI5X4

7/

g O ———

g




al tunnel with a srey
as the characters can

ST GLANCE: The party appear to be in a cyli
uid on the floor. Thes corridor stretches as
.

R LOOKS: The ligquid is harmless and does nothing. After 220! the
tunnel becomes filled with dsrkness (as ONE) and by the 250! mark all
1izht is extinguished. This pitch bluckness is the final crossover fron
the dream to the brain.
21AITSs If the characters flipped Sebastian's whesl, they were teleportasd
to one end of this corridor and *heir only way out is forward into 3TVEN.
However, as they pass through tiie darkness, each character is svoken to
telepathically thus: "You mortals now have your last chance to leave s
Lefore facing reality. Flip the coin now if you wish to leave. All must
g0, Or none. You have ten seconds". (Time them}] Ha, hal).

If the coin is tossed once, the characters are teleported back to
the passage leading from ONE to the first darkness. If not used within p
ten seconds, the coin disappears.

SEVEN:

FIRST GLANCE: This is identical to SIX but only 70! long, and the walls
are white (bone). (Note: the characters do not know dragon bone &s such).
CLOSER LOOKS: If the adventurers reach the end, there is no darkness.
EXITS: The characters cannot return to SIX; the only way forward is to
EIGHT.

TRAPS: The characters are now in the dragon's spinal column; if they
disturb the liquid (the fools!) they activate the dragon's internal
defences.

DENIZENS: Antibodies, which appear in the above circumstances. Three will
appear if the liquid is disturbed, seeming to rise out of the flcor be-
hind the characters. They are spherical and fill the entire corridor. If
one manuages to kill a character, its job is done and it too will die. Ais
they are movement class five, they can be outrun, but do the characters
know where to run to?

EIGHT:

FIRST GLANCES: A: These are twisting, labarynthine tunnels, «gain with
liguid. There is a chance per round of (No. of characters x7)? of attract-
ing D3 antibodies.

B: These are pools of ick, brain fluid (etc.) =nd zre unplezsant to
enter, If they are disturbed there is a 60% chance of D3 antibodies coming
to investigate.

C: This is the brain itself, the floor before the characters bsing a
seething, bubbling grey mass (ie. the brain). A netwerk of tunnels (A)
lezds from this mein area in every direction. The zrey stuff covers an )
area epproximately 30' in diameter. The ceiling, or the inside of the
dragon's skull is a dome which is 10! above the brain in the centre &

5' above at the edges (where the players enter). The characters are aware
of immense POW emanations and a huge concentration of menna. '
CLOSER LOOXS: The brain itself has many smell pools of zrey liquid
similar to those encountered before, littered over its surface. Carved
into the ceiling are two huge runes: the infinity rune and the beast
rune, As well as the many pulsing, living parts of the brain, there are
"dead" cells and waste littering the area.

EXITS: Lots of tunnels lead off from the main area (C). Only a few lead
to exits - throuszh each ear (D) and throush the nostrils (E). In the case
«hen the party leave by the ears, they wander throuzh the tunnels until
they at last glimpse light! On investigating, they find a small (4! diam)
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opening., After completing s 35! drop onto soft sand, the characters will
find themselves standing by the jow of a 250 dragzon.

Stouid they zo via the nostrils instead, the charscters will have
a similar experience to the ears, but the end drop 1ls only 151%.
DENIZENS: There is a 40;{ chance of D3 antibodies appearing for every
minute spent in the = (including time spent in combst with other anti-
oodies ). Tuere should mited nurber of anbtibodies, put since
this would undoubtebly spel urtains for the party, you might want to
lirit the number to around 15 in total. (3eware, mass combat in RQ can be

little tiresoms!).
STRE: what do you expect?... Anything? Well, HARD LUCK. loney isn't
everytning you know.
OTHER: If the characters start hacking at the brajn, the dragon will
weke (tremendous earthquake in the brain area, and the antibodies will
pour in (D6 per round)). Inflicting 75 points of demage will kill the
bezstie but it kind of cuts down player escape options later! Anyone who
sits and contemplates the brain for 15 minutes (antibodies allowing) has
8 chance equal to INT as a % of permanently gaining one point of INT.
This includes spirits with the party.

The dragon's brain will absorb any battle magic spells cast in the
mzin area (C) up to thiree points. More powerful spells will have only
the first three points absorbed. Any rune magic with over three points
behind it will function normally; less potent offensive rune magic will
not work unless it is tied to either of the dragon's runes. Other rune
magic will function et half efficiency.

THE AFTERMATH:

After D10 minutes after the characters escape from the dragon, it
finally awakes. He is in a cave filled with a zentle magical light, the
only apparent exit being blocked by a huge, immovable store. The stone
contains the spirit of a vanjuished foe who will only move the stone on
the dragon's command. The cave is approximately 500! by 250' snd 100!

high, 2nd contains little save food and dung.

Cn awakening, tre dragon talks to the party thus: (in Tradetalk)
"Ah. I suppose you all unaerstand this vulgar language?" (if not, he will
use kMindspesch). " I thouzht there was some maverick wandering in my mind
end now I perceive the disruptive element to have been you motley crew.®
(If the players have hacked the brain, this is where they get friedl If
they didn't, read on!) "I was not pleased by your interruption for I was
resting. However, since I presume your errival was not deliberately
planned, I shall not punish you. Instead, I will entrust you to my child-
ren in the knowledge that they will better educate you to face the world.
Your incomprehension and (“ere you can add nouns and adjectives of your
choice, eg. "petty belligerence", "mindless bombastic behaviour! etc) have
amused me - slightly - =nd, if you are willing to show repentance, I will
summon my children".

About ten minutes later, a very flustered and incredulous crew of
Dragonewts arrive (s full priest and 3 beaked), the stone rolls back, the
dregon 3o0es back to sleep and the players are led out into the suniizht
of Dragon Pass. Slow fade to black and CUT!} It's = take. How cute.

COMING SOON... \ .
P\K % et “Ba.\‘- A
CE“T\PEDESPiot M WHAT THE PRESS SAID:

ol rule MARC GASCOIGNE: Sexist, racist, overpriced CRAP!
1“01\‘&05 IAN MARSH: Great! ... mind you, | could change a few bits. ..

¢
kozm g?mes MIKE LEWIS: Sorry. what are we talking about again?




DUCK: Room 3

STR: 8 INT:11 POW:12 L -/4 R Relevant skills: None
CCN:11 DEX:14 THP:10 -/3 -/5 -/3 Weapons: None,

S1IZ: 7  CHA: 6  DEP:45% =/4 ~/4 ~/4

WALKTAPUS: Room 3

STR:22  INT: =  POW:11 L 4/6 R
30N :15 . - DEX312 - THP:17 4/5 (z8)
31Z:21 GHAS /=~ i +DERS 0%5 5wl /S5 01 ALT 4 /5

4/6 4/6 4/3 (Spot hidden will reveal
this wound).
Tentacles: 40% SR: 7 2D6
Constrict: 4D6

Chaotic Features: KO regeneration, instead, has water-breathing,

E oW L 2/4 R Gen. Knowledge:GOY
CON:12 DEX:10 THP 11 243 2/5 2/3 Spk/Write Trades: 50/90%
831Z:.7 CHA: 8 DEF:10% 2/4 2/4 2/4 Spk/Write Draconic:90/30%
Dagger: 30% SR:8 D4 +2 25% Play Chess: 95%
Small shield: AP:8 65%

Protection 4; Healing 6; Invisibility; Detection Blank 2; Mobility;
Spirit Binding. (Remember his bound spiritl)
Shield 2 (1 use Rune magic).

DRAGONEWT (SEBASTIAN): Room 5

STRs INTs g POW: 8 L 1/4 R Relevant skills: None.
CON:11 DEXs12 THP:10 1/3 1./5 1/3

81236 CHA:15 DEF: 5“ 1/4 1/4 1/4

Sling: 40% SR D8
Shortsword: 3%5% SR: 8 D6 +1 30%
Small shield: AP:8 30%

Lightwall; Disruption; Healing 2; Shimmer 4.

ANTIBODIES: Treat these as one location targets with THP of 3D6 and 3
point skin armour.
Roll/Crushs: 100% SR:1 4D6. Movement class:5 (remember?).

Dragon stats are irrelevant, as are those of the final dragonewts. 4lso,
the more observant among you will have noticed that the maps are sections
for 1-7, and plan views for 8. If you can't cope with this...

-

-



NEW! JUST OUT!

THE DUNGEON PLAN SYSTEM WHICH YOU
HAVE ALL BEEN WAITING FOR!

e

In two sets (basic and elaborate) each containing more - _ ="ow£3.99
than twenty A4 sheets of pre-drawn, ready-to-cut-out ’g L per set
playing piecés with endless corridors; ¢ ; (+65p p &'p).
stairs, rooms and features. . - : =

o«

% can be used again andvagain' 2 B
% compatible with all FRP games
% infinite variety and size of dungeon .\

St Ll

% eliminates ‘perfect memory’ effect Endless Games; Tel: (092 681) 7048

2 The Old Bakery, Long Itchington, Rugby CV23 8PW

ENDLESS PLANS

E.R.P. AND WARGAMES CONVENTION
EXETER UNIVERSITY

Exeter University?s Gamescon offers a wide variety of F.R.P.,
Boardgemes and Table Top Geaming, Specislist Games Stalls and -
& cheap and convienient bar.

The emphesis is on playing, and GMs for popular F.R.P. games

will be on hand. Our stock of armies and boardgames is limited
Cue to expense, although we wiil provide tables, so please
bring your own.

Owing to our success last year, we can offer this convention
for a pittance of £1-00.

t will be held over the weekend of:

29TH =80T JANDARY

ocr further information concerning travel and accomodation in
learby hotels and B+B, write to: M ¥ #illiams, Cornwall Heuse,
t Germens Rd, Ixster, Devon, EX4 6TG.




Are vou...

»..Lost in uncharted spoce?
.. .Marooned on a desert island?
...Alone in a godforsaken wilderness?

QUEST

-e.Waent to find out about local games clubs?
«..Wonit ko contact other gamers in your area?
. Wit to exchange ideas with other referees?

Do vou...

I+ th4= answerto any of these questions is yes,then QUEST can help you.
DUEST is a contact service for Role-— -Flayers in the U.k. QUEST offers an
easy methaod of finding 2w players, DM's, Fen-Fals and Games Clubs.
Whether vou're locking ftor Wirzards or Warriors, Space Firates or Spies,
Aliens or Mutants, QUEST can find them for you.

To join QUEST, all vou have to do, is to fill in the registration form,
sending it,along with the registration fee to QUEST (addressfound below).
This will enter vou on r register of gamers. Everyone on our register

will recieve four quarterly listings of gamers and clubs already on our
files.

ACT NOW' JOIN QUEST AND OFEN UF NEW GAMING HORIZONS'!
Please ring the gases that you play.

01 ADLD..... seiesnawsoanainseaniss 24 GANGSTER. .vuvuuns Sranpuuese o 47 SPACE OPERA........
02 ADVENTURES IN FANTASY 25 GOLDEN HEROES..... « 4B SPACE PATROL..oerseseseoscnes
03 AFTERMATH!....c0uvese v 26 HEROES OF OLYMPUS. 49 STAR FRONTIERS.
04 ARDUIN GRIMOIRE.......ccuunnn 27 HIGH FANTASY.... 30 STAR PATROL....
03 BASIC DEDevvverrsncannsnnnnes 28 KILLER.ceoesenane 51 STORMBRINGER... .

06 BEHIND ENEMY LINES. 29 LAND OF THE RISING SUN 52 SUPERVILLAINS........ o

07 BOOT HILL...... 30 LASERBURN..... 33 SUPERHERQ 2044.....

08 BUSHIDC.. B A 34 SWORDBEARER......

09 CALL OF CTHULHU... « Geneohintin 32 MAN MYTH & MABIC......ccnnnen 35 THIEVES® GUILD...

10 CAR AR . o o 20n 000 Tl taae 33 THE MECHANCID INVASION....... 56 TOP SECRET.....

L1 CHAMPIONS....v0euns 38 MELEE. oac aten 57 TRAVELLER......

12 CHIVALRY & SORCERY. - 35 MERC...vuc0e 38 TUNNELS & TROLLS.

13 COMBAT 3000........ . 35 METAMORPHOSIS ALPHA.... 39 UNDEAD....uuves

14 CONPANION D4D..... 37 MERC. SPIES. PRIVATE EYE s 60 UNIVERSE.....

13 DAREDEVILS. covuaionesonacnnnes 38 THE MORROW PROJECT........... 51 VILLAINS ¥ VIGILANTES

16 DRAGONQUEST..cvvenvunnns 39 MORTAL COMBAT......couus 62 WARRIOR

17 EMPIRE OF THE PETAL THRONE... A0 DDDYSSENSCL e e anveinee 63 WEB......

10 ENDARIE viuac o coiiniionsasis it 41 ONCE UPON A TIME IN THE IEST 64 WILD WEST...... .

19 ESPIORABE. cioos vii e ois 42 PIRATES & PLUNDER....evvvnnnn B RIIARD. ot cressasas

ZEIPERT DR, . co ool one drnnes A3 ROLEMASTERZZCC. Soitcaines 56 WORLDS OF WONDER...<.evuvsees

21 THE FANTASY JRIP. .o v e 44 RUNEGUEST...... B,

22 GAMMA WORLD.......0vnvs 43 SKULL & CROSSBONES..... 88 ..

27 GANGBUSTERS!......... R 46 SPACEFARERS..scecenssss R
Flease include me on vour QUEST reagister. Flesse FRINT CLEARLY
NAME =
ADDRESS:

(Trevor Graver T/A Quest)
1 close a Uhegue/F.0. to the value of £l1.30. nade pavable to: CDUEST,
GUEST. 2 Cowrt, Hammersmith Grove, Hammersmith. London. Wé

YOUR GUEST 18 ONLy JUST BEGINNING.. . J
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g H B ‘ GAMING AIDS

Two 16k {rogrammes for role- W' A' ENTERPRISE
pl Sryonsty,
SUBSECTO?{ Lokl warbané

S.F. Universe generator, 25 mm. “Fantasp
Creates a subsector with up to 76
systems. Includes subsector map
system data - name, specificatiox,as, A New Range Of Low

danger codes, gas giants. Also

produces system chart, planetary COSt, ngh Quallty 25mm

map, trade data etc. You can edit, F F

save on tape, build up a library.

CHARACTERS FoRARAAAKAK K lgures or Fantasy'
Fantasy player or NPC Lists: 15p+ SSAE To:

generator. Holds up to 20 classes.
Can edit data and save on cassette.
Each character has 6 characteristics]

(including %ages), sex, hand, psi- W.A. ENTERPRISE.

onics (if any% and much more. WARGAME STALL
kAR Ak K 20 St. PETERS STREET

Both programmes designed for most CANTERBURY

popular game of their type but can KENT.

be easily modified. The two plus T i

TWO BONUS PROGRAMME LISTINGS, only EL: CANT. 68844

£4.50. Send cheque or PO to:
M L Rowland, 22 Westbourne Park
Villas, LONDON W2 5EA.

REGN. NO. 2797445

TRILE AMD YOUR

LT e o e o o e et

. JEEYNMOUTH. DEYOH.

I WHEN REFLYING.

ﬁﬁ&*-&-%ﬂ-**%*#%*#*ﬁﬁ-a#
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Fantasy Tribe Palestinians
(These figures are fully comp~tible with other RPGs, such as Recon,
Summer In San Salvador, Merc, Galtieri's Tea Party, etc)

FTP 1: Dead Pazlestinian + bullet wound......B

2: Dead Palestinian + knife wound.......B
FTP 3: Decapitated Palestiniani:....c..c ... A
FTP 4: Selection Asstd Palestinian Heads, 1.0
FTP 5: Dead Pregnant Palestinian Womzn......C
FIP 6: Dead Palestinian BabieS.e...e...e....C

-fully compatible with FTCM 1
Christian Militia

FICM 1: Christian Militia bulldozer w/scoop..U

Jewish Side

PRIEL: Bestnuwringing hanad st el esiosoeniodab
FTJ 2: Reagan wringing handsS.....seeceeeseesB
FTJ 3: Sharon wringing NeCKSe.eesseececeeceeB

ON RAGGED LIMBS.
THE GRIN OF DEATH LEERS FROM
EVERY RANCID FACE

Fantasy Tribe TSR Designers

THEY WERE CALLED UP FROM THE
BOWELS OF THE EARTH,

FTSR 1: Ernst Stavro Gygax w/credit card....B
FTSR 2: Dave Arneson (discontinued line)
FTSR 3: Laurens van der Schick (soon to
be discontinued)...B

FTSR 4: Don Turnbull in wheelch2ire.........D
FTSR 5: Evil Lord Gygax in litter w/concubines

& 3 book-bearing munchkinSe..eeees W
FTSR 6: Paul Mason (shurely SNOME. o'st) s'vs oies + ZLBZEZ 4

FTHERE IS NO ESCAPE.



*90UsPTOUT
-00 8 gsul sem sowsZ La2A 880U3
Jo sexoq oug uo pejurad aJgenm

gqueumtod STY 4BYL 39uF oyg asoddns

T *joBq STTU* B Sewed pasoq

/48 veonpodd ¥ 28vasas ATatTeg

ouI0s 4NOoQe OT3TETSNYZFUS pumMos 03

pefeiisu oum OMOTH 3Yy 89U ‘TTOM

*I090BIRTY 81} JO DPABIY UOAS

aaasu L1qeqoad eazy ‘dn jusnodq

£raotu Sureq ‘SaspBod EPIO]

uoBuaq *3J5us pojuTITI LTeuLsy

7 yons JoJ 398amq euz Fuieq

97 Kvwustp uT powITnbs sgekeid

-9T0X 480 T ‘yson *mok JOF 4TM

SUTHLq §; OI9YG MOU = ;4 §}00Q OTnNJ

¢ pu® yaruow JIB se+fBvM Lsea,

aU4 $7 8DIN DAJTI0SeD ATaus00d

o1 *uwnTod pIT.M3 Puv PTIB SIU

01 UONT40BII J+pHOI SO dn JIT4S

pur £aq o2 oT4UBAF ST OUM UBW

g jo adoy gsel Sutatrsdsep ouj

st str) ATUTBLI90 QTOWUTY §{UUMTOD

STYU UT sPIY 3B S3Tp Meg ®

FUTAG] Us2q 58U ‘IOBU SeurSpaeoq

g, BurTTapod KLavgTTri ‘Lesmp
SOTABUD 2BUF LOOTF0U Nok GABI

e@urgutad
yn & do0J susTd ou eary Ay
+£aqunod STU3F UT puswep e3aeT
B g00dxe gou op dOUYSIJIOM SouBD R
(300G JOTT®ABA], IBTTIUTS 63 SBM
sB) 9pBJ] }00q SA °UY3 J0JF Pepusy
~ugp ATrasutad eaem 889 °*SG6°6T7
a® BUITISS SOJ0US ©859Y71 PeudBed
osT® EBY SeTnd 3senbeuny eyz JO
UOTSJIOA ¥0BYQ PJBY B DPUB (JI9A0D
guitredde £499ad B y3Tn) G652
98 sdoys eyq UT ST XBJIJ JO £3TNY
Jo Sutqutad jn oul °*suSyBiWeO
asenbeumy aoJy efexosd (eatrsued
~¥e Jouj8d JT) pood Ka8A B OHTT
§¥00T ® G673 3B OTUBTIBAR MOU
ST uMTsoBy) WoJII HOBATTOLL

joumM 4nq -~ weyjg esn gsaul FNOHWOS
qno s8utyy essuj gne udnyo Loyg
KM oyl *GHe|F 28 BUTTTBlSOJL S388
yzoq ‘squrih - g 305 LsBlUBL PuUB
SeUTIBY T[BTJPAWT = g JOTTeABJL -
qQno ©J4B S60J8H PJIBOqpPJIB) JO §39€
oJoul OM] °*SJBM JB) UYJITM UOTF00U
-u0o ou s8Y 3T 3BY3 UL Trnsnun
87 OTYM 35enbuocd pTJIoM nogs
oured paeo B ‘(CGePF) TIBUTUMTTL
pesseTed LTjueoaa OSTB 24, Laysg
‘sowep PS qnoge uo uyI STTU

eq8nq quom ATaseu £oyj3 JI9puUOM
oN *feorad qno 328 JJngs RC SwWOS
gurTres eas Loyl °03 03 008Td oygz
8T o8pTaque) UT SUJFJIOMTOOM SHTT
£31007T 2T (uMeydeu Afu I0J 63T
fggsanoe JO ew J0J jou §5,3F ‘ou
‘oNu) SBWSTIY) JOF 388 QRQ OTSEH
® sucewos Anq 03 jusm nok JT

*seoswaaoutr 9otad s,¥ST

Jo gusuwounouus o48aTdro0ad

s1g 03 uor3dooxs 3BoJal® exB3 03

paagedds doysyaopm eyg LTurelas)

*8LBD ©F59Yq J9Y30 YOBS UYJTIM

T12M Rasa uo Bury998 aq 03 weses
7, uop ¥gL pue doysiyJaoMm sawes

S3SINODY IIMOD ON0a

“*INn0d ¥via

.MﬁmH |
yunl sgaeydrsTnd MeT eovTdeda o7
9TOT3d8 U8B §8 4T peogurad eary
prnoys @M sdegaed) cpessexdut
we T *se8ed of sey 3T ‘oqou
—aeyjand *3Buryz UWEp ou3 yjtMm op
09 38BUM U0 ¥ooq B Juronpodd oas
JOTTTI Buryoo3s sIY3 Jo saeonpoad
oy3 9BY2 PTO3 OST® oas sJuryg
syose doG ST ©0Tdd °*sosn POITWTT
ateys Sutaseprsuod Surstadans ST
YoTyM ‘TTem Arewedaqxe JulTTes ST
(eoTp pepTs A3ITY3) 0L #8U 8yuj
¢80Tq0X0 OTJ93089 JO JurHIel

e +po0f LTTUTPOSOXS

uz §,3T ® 9G°*OU ST J9uWBYH soedg
Y3 JO enssT 389487 °Gg-2¥F ST

uy dX¥ sasM aB) OY3 puB G6-L¥ ST
Jowrp ooedg °*PISTIIOUS PuB wey
~ButaqoN ‘wBySutwatg ‘JI0388UIUE]]
égopuo ur seyouedq yztm sdoys
sows? JO UTBYO JBTNOTLJEd QUO 3B
G6+€T) 0G+¢3 BT saeatraq Lspung
«ggaoong B8 5, 2usd oyg eaoad o2
aenl | 97Ty uorsuedxy SJBM JIB) ©
OST® ST edey] *erna-stu Laof Jo
gasef oy Jo Lsejanoo sayoy-god
futeqTag UT 998 OTJBUSOS SJEM
J8) B ST (U00S) 8UTZEIBN Jeuwrp
sowvdg eygq ur dn Buiwo) censue
PTNOUS ya®q POOTQ SaBM I8) Jut
-q1o0ds ‘TeoTdAq B OF ‘aJdeymeuos
edeyy wr oav £doo oyj °*sejquUE
-TT8TA umMog TTeWE ‘Surgsy eo8ed
Jo youmq ® dn 389q 03 Futkag
Bued eToko Joj0W B 3nogB TI¥ ST
3I °*3Jd8B XoQ eyj3 uo E88TAESY ¢ ouys
Jo eangenosnu snodotpny eul £a
pd¥ ® §;3T TI93F UBO NOX °*SJISATJI]
fepumg PeTTBO SJABM J48) U3TM 08 017
eanqueaps JurfeTd-eTod B peonv
-oad eABY ESW3) UOSHOSL ©A83E



‘666 *@OBIINS OYF UrATO A[HOTnL
TIT# JTaTAS 80 TUM UT PaxEOs
I0 2 pU”® 4T MEJID 03 pesn
3q TI®% u20 susl .J03929foad psay
~JIeA0 9 suohnad xun fuydzafruru)
*SPI0VSI BUTE JIOJ 4UHTUSTAUOD
gy48Y3 08 ‘TT24 se 21 uo pejutad
SPIODAI WiN] PUB PUNOJL 89T8W
gur 9T *spdv avndod gso0w Jo
SOTWOS JULUBAOW 8Y3F YITM ¢ TS
03 PAUSTEeD ST DPTIB oYL w9 12
£gq ;¥ qnoa3 £;3T 3nq SUOTSUSWUTD
P3X9 9] JI2QUAWOI 3,URD I *pPIBOQ
Buths1d pTal eamnbs pegBUTWET
9gaserd B poonpoad eaBy pPTOIT
—=SJ9PPUYH JO EoWB) uMTUSTTTH

*(G6+¢2 38) 2 °*ON

§BT3V J03005 auqs 8 PUE (5623
3B) TTJI9d UT 3TOEE] = 8JnNjUSADP®R
u2? JO wJIoJ 9y1 UT SPTB BaadQ
oosdg oaagoi °*(ueBl - penssT STU]
008ds PBY M JT 4T DPOMETAOI 9AE6Y
P10M puUB) 05+4F £3500 41 ‘we3séds
yqBuIa3 Jv7/ortusng asindod MHomss
83 JO UOISJI2A POTJTTAWLS ®

sosn 9I °*MJIV 4SOF 9Ug JO SJIOpPTEY
WTTJ 8y3z £q neatdsur Aredast

ST PUB £0T9JTU3 9Yyj UT Jutdn
-qQUSADPB qnOUR ST 2T ‘STTASPeJdeEq
PoTTe) ‘UjBWILQIV LU ODTUSNG JO
saeutIsep eyq woLy ewsd aayjous

9ABY PeRTWITU Sewsd Lsequzgd

*sdoys MeUu 3B SOTUOWSJIDD
Sutuado FutwmaoJaed wodI gsed
peuase TTeMm & Surysy ‘euo3sfuraTT
uBAI ‘osanoo Jo st €31 30ds jqou
PIP oum nof JO esou] JOJ Joylne
eyl °*SHdY¥ uo 3oogq TnJosn B e3Inb
8T UOTUM “GH.¢TF “(ensSST STl
noTASd 908) suofvag ULTM BUTOIQ
- 9n0 }ooq Meu B sey (eurzefeu
Jasmg eqTyM quepuedeput Lieodar]
8y3 JO 403Tpe JUIpuvsnJgd eyj FT
oym ey Levs pnoys I ‘uopasd gnok
8eq op I feurzeFew esnoy areUl JO
J03IPe OSTB ST oym Lasuruml oY3)
Sa836 QUATIQ UTM} 54MD JO 2UQ

“pInM]ES

punha

*(°TePe3T) SuMO MH gBYY
‘JasmMg ©3TyM Jo seded sseursnq oug
peeJd 3,uo0p oym nok JO €s0yj3 puru
-oa ouw 3oT) sdoys umo s, doysiyaopm
sowBsH WOJIJ PJIEBY ©Q USAS uUBD
seTquUMJIn °*JJN3S ©UJ HO04E 0] OJoUM
~9WOE PUTJ 03 OABU OUM SJISTIBIOI
03 weyy SBuravepus jou st judjno
OTqBPTWIOJ S, T9PB3TH °*8dnooym
8T33TT 399dxe gsnu nof yjuoi
aed sean8tJ Meu (f 3nO uJIng nok
ueyM ‘TIeM UV °*(°83jodaq 3T) sweT
-qouad L3tafequr ATquesse Tejuen:
-gpungy Fursnsd JJo TTeF 2T LTe
-“BUnjJaoJu) °*JuTags JO 9909Td B uUO
SurtBusp ‘LB seurep 3e LBICSTP uwo
£1889q 950Y3 JO 6UO pEY TOPBIID
48Y3 aBey I °TeT3uUesse sr dn
Sutyogsd (TNITTTHNS PuB8) eATsSULS
-¥Xe geyj3 LTpsq os aeyjzeloj3 s3TJ
1T ©snBoeq §BM STU] 3BY] POAJOES]O
LTtap aeanjgosnusw 8ANETJ TRATI V
*8Jo¥BUl Topow peousTaedxsd JOJ TP
-3Ins Juteq ATuUo S® POQTJOSep ST
3I *0G+6¥3 J0J 3ycnoq egq Mou ued
uoSeap eIny €meu s, TEPBITH



RJEVI‘EWS I'. IMarsh & PCronin

DICING WITH DRAGONS - 4An Introduction To RFG by Ian Livingstone.

Rather than have one of us experienced hacks rip this book to shreds,
I decided to give it to one of my friends to review, in order to see if
the book did all it was supposed to. So, take it awey, Pete:

As a compiete novice to RPG, I thought that if this book didn't help
explain what it was all about, nothing would. I felt the title was eye-
catching & imaginative (stop sniggering, cynies'= Ian). Initielly, my
attention to the text was held as if I was tackling a favourite novel,
but as I reached the sections on the most popular games (ie. 'Games you
can buy'!), their basic rules & mechanisms, I found the going heavy {even
with some knowledge of M"conventional! wargaming). However, it did clear
up the 8th wonder of the world: why Ian makes duck figures!

Creating a character for the solo adventure (which ran to about a
fifth of the book), I soon perished at the hands of a kindly old lady &
heiipeg vempire (it all comes of not reading "Little Red Riding Hcod" as
a dl)e

Other chapters contained some very useful information sbout game
accessories, figure painting, advice for Dungeon Masters and a well
thought out chapter on computers. If you want to go further, the chapter
"One Step Beyond" gave several opportunities to move away from the sitting
down type of RPG. Finally, a chapter on how to enter the world of D&D -
very informative.

What more could the novice want? Five useful appendices on games,
magazines, figures, shops and mail order companies help tremendously. To
conclude, I felt that the book was well thought out when you consider it
has to cover such a broad subject.

Well, there you have it, a review without any bias from us highly
sarcastic gamers. Next? Well, I'll be feeding Pete to the lions} (We can't
have these newcomers taking over!!).

ENDLESS PLANS - Set One (Basic), Set Two (Elaborate). Endless Games. £3.,99

I must confess, when Allen first sent a sample of these, I was un-
impressed & wrote back saying that it was unlikely that any of us would
use such a product. However, after an explanatory phone-call and full
review samples, I am all to ready to give a more favourable opinion. (1)
Endless Plans are, quite simply, floor plans to aid mapping and combat.
They differ from others currently available in that they are two-tone
(black on embossed grey card) and have no grid system. The first of these
is all a matter of personal taste, and the second is no disadvantage - in
that corridors are standard wiaths, and other dimensions can be easily
gauged. In fact, it makes mapping more realistic in that players only get
a general impression of size, not an accurately measured dungeon. The
plans are extremely versatile in use - room sizes can be tailored to fine
dimensions, and, rooms c-n be made into quite complex shapes with relat-
ive ease. Everything is explained in a comprehensive booklet accompanying
each set, so all in all, not a bad buy.

DUNGEON FLOOR PLANS, DUNGEON ACCESSORY PAD - Standard Games. £2.50

Think of the more popular sets of floor plans currently available.
Right, now think of the same plans, but on matt finished, pastel toned
card. OK, what would you buy? Right, the Games Workshop ones. In all
honesty, the Standard Games pads are pale shades of those we are used %to.
Although they contain some useful bits (small boats, trees & the like),
you'll be better off in the long run with the glossier finished plans.
Right, that's lost our chance of more freebies from Standard Games, 803



SUBSZCTCR/CHLRACTER: M L Rowland, £4.50.

Subsector & Character sre two computer prozrammes for a 16k ZX81,
designed by Marcus L Rowland. "Subsector", as its name suggests, zgenerates
subsectors & worlds suitable for Traveller. It is useful in that you can
keep generated systems stored on tape &, once loaded can be eesily refer-
red to. Its only disadventage seems to be that you cannot link the various
subsectors using travel routes, but it is suggested that = master chart
be kept in order to link these together.

"Character" allows the generation of a wide variety (some 20) of
character classes suitable for D&D. This is one use of computers I can
actually appreciate since it provides a fast means of generating NPCs -
especially in the middle of a game! Mind you, a computer, printer et. al.
can only add to the confused mess on the DM's side of the table!l

If you're not prepared to spend hours writing your own programmes,
then these sort of aids are immensely useful and a boon to the harassed
GM. After all, with all the time you save, you can concentrate on de-
signing scenarios and failing your exams!

[T

-

COMPUTER GENERATED STELLAR SYSTEMS: K Wortelhock, £2.00 or £3.50.

v On a similar line to Marcus's product is a service run by Keith
Wortelhock; Keith is currently offering computer generated star systems
{or sale, azain suitable for Traveller. However, Keith's listings are

for those without a computer. For £2.00 you get 50 pre-generated stars,
and fgr £3.50, 100 stars. A star consists either of several planets or
gas giants, or can be an unsuitable system with no planets of interest.
For a sample listing, if you are interested, you can send an SAE to Keith
(refer to his advertl) before commiting yourself fully. If you play
Traveller and can't run to a computer, then give this a go. IHowever, if
you're reasonably wealthy and can afford tons of electronic paraphenalia,
try lMarcus's programmes instead. Either way, it looks like the age of
convienience is catching up with us fastl



ISN'T IT A ZINE)!

Mike Lewis
Having been deluged with fanzines at Jsmes DJay, 1 had better get on
vith the reviews! (Format Is: size, po2jes, price, address and freaq

CELESTIAL HOMECARE OMNIBUS 2: A5, 36pup, 40p. ITan Gizbs, 25 Bran
avenue, Sheffield, 313 8TT. (?).

This issue is a vast improvement over the f
any worse - Ian). CHO now covers a variety of na
- including Traveller, and appreciation of Keith Laumer (by, well, modesty
forbids me...), reviews, strips etc. and a game called "Towel Combat'.
Artwork is sbout the standard of usual student art which, on the wholse,
doesn't really say much for it. CHO is only likely to appeal to & very
fow who appreciate its attempted humour, but for 40p, it's not that much
money to waste.

r3t one {It couldn't be
erial concerning Sci-Fi

DCOMBOOK OF CHAOS 6: A5, 36pp,
50p (£2.20 for 5). Brandon
Bennett, Wells Gray, The Clough,
Chorley lNew Road, Bolton, Lancs,
BL1 5BB. (Bi~monthly).

Probably the best issue of
the zine to date. It is definate-
1y developing into an APA similar
to Trollerusher, but Brad is
still looking for more contribut-
ors - 3o why not try your hand?}
DC6 contains much the same stuff
you'd expect of any zine - ad-
venture write-ups, scenarios,
etc. (Here follows a typical Mike
comment ). All good stuff. (See,
we told you so - Ian & Marc).

THUNDERSTRUCK 5: A5, 32pp,
TOp. Tim Kalvis, 53 Wick Lane,
wick, S'bourne, Bournemouth,
Dorset, BH6 4JY. (Bi-monthly).
Despite another off-putting
turd brown cover & the obvious
confusion arising from calling
issue 5 of a bi-monthly magazine
a birthday issue (infers un-
reliability, doesn't itl1?), TS5
is a vast improvement over pre-
vious efforts. TS scores on
opresentation - arising from the
number of typeset pages it now
sports, but on more 'mormal!
pages it still has those em-
barassing white spaces between
the script & the spacefilling
fancy border. This issue contain-
2d soms really out of date news,
the usual Patricia B Mantovani
rticle, a Traveller & a RQ
“N_ adventure, a really cack
comic strip, & the inevitable
letters from Mick Lewis, Marc
Jasccigne, PBM et. ale. Well
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worth ths money, though, and congrats. to Tim on producing such an ex-
cellent issue. Mind you, if you csn't stand the false optimism generated
by Tim's editorial and comments, avoid it like the plaguel

QUASITS & QUASARS 6: 45, 52pp, 75p. Dave Hulks, 54 Slimmons Drive, St.
4lbans, Herts. (Bi-monthly).

An extra large issue this, with an extra large price, due to an
enormous (30 page) T&T sclo scenario (which Dave spent two years develop-
ing). It's a pity Dave didn't take more care over its presentation, since
it could be fitted into about half this space, and the printing is ab-
solutely terrible (presumably it is photo copied). Other articles include
a D&D scenario, film reviews, new monsters and (believe it or don't) a
boardgame versicn of PacManl] (entertainnent value = nil). Still, it looks
good value for money, though for 75p, I bet you'd even rather buy WD.

TROLLCRUSHER 24 : A5, 52pp, T5p. Rory Maclean, 24 Barsby Drive, Lough-
orough, Leics. (Quarterly).

Sedly a dissppointment - most of the issue is taken up with a Paul
Blackwell scenario; and the issue seems to be very "empty" - hopefully
next issue will see a TC more like that of o0ld(?). Some of the articles
are very out of date (eg. a Pierre B Moussaka one from 2% years agol). TC
needs contibutions to save its namel

SEJERS 9: A4, 36pp, 80p (£4 for 4). Chris Baylis, 12 The Fryth, Basildonm,
Essex. (Quarterly).

This stencil zine still has pretty bad artwork, but does contain
many useful articles about D&D of a reasonable standard - if AD&D is your
game, take a look at it.

Gamesday saw the arrival of the following new fanzines:

HOUNDS OF AVATAR 1: A5, 28pp, 40p. James McDermott, 18 Hedgerows, Cown
%) Park, whitworth, Nr. Rochdale, Lancs. (Bi-monthly?).

This is a T&T zine, & is A5 unreduced (like Doombook of cChaos when
it first appeared). This issue contains all that is usual for a first
issue, but the contents do show some promise - Hounds could become a very
good fanzine. The editors tell me that they will be branching away from
T&T on to other games soon.

SUPERZINE 1: A5, 16pp, 35p. Dave Salisbury (checues payable to Matthew
Wlliams), 25 Elmdale Rd, Bristol. (Guarterly).

This is the product of the "British Champions Association”. The 1st
issue covers Chempions in various ways, plus reviews, etc. Difficult to
judge on just the first issue, but worth trying if Superheroes are your
thing.

MISERS HOARD 1: A5, 20pp, 35p (+P&P?). Ian McKeown, 22 Hall Lane, Up-
minster, Essex, RM14 1AP. (?).

Another zine of standard content - but slightly different in that it
has a 1% page ad. for a computer programme for generating AD&D characters!
MH is very well printed and hopefully will be able to keep this up since
it improves looks no-end! For such a ridiculously low price, it can't be
a bad buy.

We'd just like to get Trevor Graver off our backs and say that his
zine Dark Star has folded (years before our mention in DL11) and he'd
appreciate not getting any more requests for copies! At least he wished
us happy Christmas!



Splash I All Over! g0

Last issue, we showed you just how easy it was to convert your mass
production figures into individuals in their own right. The next step
is to transform this epoxy/metal mess into an attractive, well turned
out figure by painting. We are aware that other articles have been writ-
ten sbout this subject, but it is felt that some of the suggestions made
in them are wrong and impractical for the novice to master. In painting,
there are several techniques that can be used to good effect, itts just
a question of trying them all to see which suits you best. Before deal-
ing with painting, we'll just run over some of the equipment you'll need:

(1) Brushes. You get what you pay for in this area. All we can do is
reiterate the old point to buy sable brushes & not worry about the tiny
sizes just so long as the ones you have go down to good points. If you
can afford them, go for Inscribe brushes, otherwise Humbrol or Windsor &
Newton will do. Nylon brushes, incidentally, tend to curl after prolong-
ed immersion in solvents/brush cleaners and are best left alone.

(2) Paints (obviously). There are three types of paint that are of
interest to the budding artist - enamels, acrylics and oils. 0il paints
apre a bit fiddly so we'll ignore them. Of the other two, Stuart uses
enamels (Humbrol being the obvious choice) and Ian uses acrylics (both
Heritage and Armoury). However, don't let anyone hogwash you into think-
ing that acrylics are the bees knees in paint - they require a different
technique to enamels and, before varnishing, sre very susceptible to
chipping. Also, when you buy acrylics, get them in pots rather than tubes
since pots are more economical in use. Regardless of paint type, go for
a large variety of colours (warning: a large number of acrylics can take
you over the £20 limit!l).

(3) Thinners. Actually, this is a misnomer since when we mean thin--
ners, we actually mean brush cleaner that can be pressed into use for
thinning paint! For enamels, turpentine is best (get it from an ironmong-
ers rather than an art shop) and white spirit a poor second (it is ideal
as a cleaner, but tends to break paint up for thinning). Never add turps
or spirit to the paint tin - you need actual cellulose thinners for this.
For acrylics, all you need is a handy bathroom tap since you can thin
paint and wash brushes in ordinary water.

(4) Varnish. One of the better matt varnishes is produced by Hinch-
cliffe Models (it really is matt!). This will do for any paints you've
used, and comes in at ever popular container, a spray can (destroy the
ozone layer nowll}). Ian actually uses Cryla matt varnish thinned 50/50
with turpentine - this gives a slight sheen, but has the advantage that
when stripping figures, it washes off easily in turps. Stuart finds that
'Spectrat! - a varnish available from most car accessory shops - is good.

The first step in painting is to undercoat your figure (essential
for acrylics). For enamels, a thin coat of Humbrol matt white produces a
satisfactory base for future painting. Alternatively, you can use a spray
paint, although you may need to retouch areas afterwards that the spray
hasn't reached. Spray from at least a foot away and use sweeping motions.
A bit more preparation is required for acrylics due to the fact that they
are water based. The best undercoat Ian has come across is Heritage
Primer (ref no. 9545) which actually etches into the figure. Even if you
have only handled your figures a little, it is best to wash them in warm
soapy water, rinse and dry them, before priming. Otherwise, you will see
areas where the paint 'stands back' from the metal surface due to grease
being present. Washing your figures is not a bad practice for enamels
too.



Having primed or undercoated your figures, let them dry for about
24 hours before commencing with the colours. There are three rules you
should bear in mind for the next stages:

(a) Always mix the paint well.

(b) Where possible, paint lighter colours first.

(¢) If you can see it, you can paint it, so don't worry too much
about fiddly corners, 'cos they'll be easier than you think}

Let's move onto the paints themselves, primarily enamels since they
are easier to get hold of. Enamels seem to get a poor press as far as
serious modellers go, but there is nothing really wrong in dirtying your
brush with Humbrol's products. You'fll find that consistency and colour
varies from batch to batch, but variations are often so minor and of no
concern to us since we're not worried about historically sccurate colour
schemes. #hen you use enamels, have two pots of thinners handy. After
you've finished with a particular colour, wash the brush in one pot & then
in the other. This will give you a pot of dirty thinners and a pot of not
So dirty thinners. This helps keep the brush nice and clean and lengthens
its useful life.

This article intends to show how it is possible to create superb
works of art - but this may not be your aim! Perhaps you just want to get
painting out the way as soon as possible (crys of "don't we alli"), Fear
not, there is indeced a technique that allows you to vastly improve the
appearance of simply painted figures! How we do this is quite simple -
we use drybrushing. Drybrushing is a technique whereby you dip the brush
in the paint and then proceed to wipe most of the paint off again (usually
on a bit of card). The brush is then dragged over the surface of the
figure - and only applies paint to raised parts of the moulding, leaving
any recesses the original colour. Drybrushing figures a light grey (over
all colours except white) crudely highlights the figure, making it look
impressive from a distance (close inspection can be disappointing...).
Right, now for you budding experts...

Firstly, let's deal with flesh colouring. You can be really daring &
mix your own flesh or just use a commercially available flesh. In the
latter case, Airfix flesh is much better than Humbrol for a N. European
colour (unless you're into excessive suntans!). Firstly you should paint
in the whole flesh area (face, hands etc.) with the basic colour, then
clean your brush. Now mix a slightly darker flesh (basic + Humbrol leath-
er is good) and a slightly lighter flesh (by adding white to the basic
colour). where there should be shadows, apply the dark colour, snd on
raised sections or highlights, apply the light shade. Using a clean brush
very slightly dampened with turps, carefully blend from highlights to
shadow to produce a gradual transition from the two extreme shades. Also,
to complicate matters further, you shouldn't completely obliterste the
contrast of colour - this is tricky to explain and master as a technique!
Aim for = balance that doesn't completely obscure the baze colour. If
you want to mix your own flesh colour, start by mixing yellow and brown,
then white to produce the shade you require. A little red is optional -
use this for lips and cheeks, but excessive red gives faces a pink look.
You can also add a touch of silver to a brown flesh mix for a bronzed
barbarian look (Note: Ian's never tried this so shoot Stuart if you don't
like this!). Apply the flesh as before, shading with brown and highlight-
ing with a light shade. Areas that deserve special mention for shading are
under the chin, below the helmet rim and between fingers and toes - in
these cases you need more contrast for good effect.



Let the flesh tones dry before putting in the eyes. The most effect-
ive way of painting eyes involves three stages. Firstly, paint in a black
oval, secondly a smaller white oval, and then dot in the pupils (green or
blue eyes are best since dark colours tend to give a2 permanent "stare").
Thus the eyes will have a very ICine black cutline - and despite derogatory
:omments about mascara, definately improves the figure.

Now you can paint in the other parts of tre figure in any colours
jou desire - trying to paint light colours first (since dark colours tend
to show through light colours). Also, paint in any wood or fur black -
why? Well, stay tuned. While the paint is still damp, you can shadow in
any folds and creases in clothing to create a feeling of depth on the
figure. To do this, take the original colour and add a small amount of
dark brown or black to it. This mixture should be blended in to such areas
s under packs, straps and belts and around cuffs. Next, while the paint
is still damp, highlight using a lighter tone of the bzse colour, blending
this in over raised areas of clothing, the tops of straps/belts, and
snywhere you think it "looks good". Remember ta desl with one colour at a
time, allowing it to dry before starting the next one (be patientl).
To create lighter tones of colours, you can use yellow or white mizxed in
wwith the original colour. Yellow is best suited to highlight greens,
reds and most browns, otherwise use white.

Fur and wood are best done using a drybrushing technique. For a brown
fur or for wood, drybrush over those black areas with a chestnut brown.
You can go to town and carry on with successively lighter colours and less
brush pressure, right up to a light cream colour. This multiple coating
technique gives a better effect than just a single drybrushed coat.

Armour can be painted a number of different ways to render it eff-
ective., One of the simplest is, prior to undercoating, to paint a black
wash (1 part thinners to 1 part black paint) over all the armoured aresas.
When this is dry, drybrush with silver. This uses the natural metal colaur
of the figure to best effect. You can now carefully undercoat all the non-
armoured parts of the figure. Plate armour can be done after undercoating
by painting gunmetal and drybrushing with silver. (Emergency gunmetal can
be made by mixing black and silver). Of course, you are not limited to
just iron armour - for a really fancy finish you can use bright glossy
colours or Humbrol red, green and blue metallics. Gold or bronze coloured
armour are also quite simple - Antique Bronze is a very useful colour in
that it can be used to shade gold or 'firebronze!, and by itself as a
dark yellow metal. A useful tip for metal paints is to mix the paint out-
side the tin - using 2/3 of the thick part to 1/3 of the thin part of the
paint. Swords etc. can be painted silver and highlighted lightly with
white. Magic weapons can benefit from a coat of Humbrol's red/orange re-
flective paint, although this needs a white undercoat to look effective.

Those brief leather tunics on female figures can be painted in bright
gloss colours - and don't forget white for a change, although black looks
good against a pale flesh colour. Use the talcum powder trick mentioned
last issue for jewels on equipment - remembering to paint them gloss.

How about some special techniques for monsters? Well, undead look
good with a flesh colour of Humbrol unbleached linen or a pale cream mix.
You can mottle this with dried blood and rotted flesh in crimson/purple.
Staring red gloss eyes on a vampire are enough to make even the most
stalwart fighter rush to the safety of his foam-lined box (sic)e For ogres
and orc-types, try the barbarian flesh colour with even more silver added.



Lizard-men can be painted in green/yellow and then over-psinted with the
THIN part of the green paint once it has settled - this gives a wet look
to the skin. Don't forget to add rust on some weapons, and use a black
wash on equipment to give a grimy effect - particularly on orcs and gob-
lins, Lastly, jellies, oozes and puddings benefit from a gloss varnish
after painting.

Many of the basics mentioned above apply equally well to acrylics
with regards to colour schemes. However, due to the extremely fast drying
times of aerylics, the blending technique is very difficult to carry out.
As with enamels, it is best to have two pots of brush cleaner (in this
case, water) handy, and rush to the bathroom tap occasionally for a more
thorough cleaning,

The technique Ian uses for acrylics involves applying the base colour
and letting it 9%1 vefore applying a wash of a slightly darker shade over
this base. #hilst this wash is still damp (it takes longer to dry than
'neat! acrylic) a lighter shade is blended into the highlights. To get an
even better colour transformation, you can also reapply some of the base
colour between shaded and highlighted regions, blending it in carefully.
This technique tends to totslly alter the base colour darkening it) so
it is often better to use a brighter or lighter base colour than the
intended, final colour.

Acrylic metal paints are also tricky to get the hang of - being a
thinner consistency than Humbrol metals, and hence it is harder to get a
bright, solid colour from them. Howsver, they do give a good effect when
painted over black - the black showing through, giving a pleasing broken
effect.

Right, now for a few final words! Acrylics take some time to get

used to & you may be better off starting with enamels. However, if you
suffer from skin complaints (Ian suffers from eczems), acrylics may suit
you since you'll only be dealing with water based paints rather than an
agressive organic solvent. Now you know how to paint figures, don't let
anyone tell you that you're doing it ™wrong" - there sre lous of styles

to suit individuals. 4ll we can say is remember that they are fantasy
figures 2nd use bright paints to their best effect. Don't be afraid to
experiment - you can get away with hidsous colour clashes on fizures of
this sizel If you want to learn more secrets, just grab us at conventions!
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RIGHT, LET'S FILL UP THE FOURTH PAGE OF THIS ARTICLE WITH SOME PERSONALS!
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ZX81 16k MC/BASIC SCI-FI ADVENTURE: £5.00. Send to Richard Roberts, 52
alesmead Road, Bishopstoke, Hants, S05 6HL.

16K _ZX81 micro-computer for sale. Includes manual, sound-board & books.

ATso Chess and Galaxians programmes. Only £935. Phone (01) 527 3902 for
details.

WNANTED: Someone who can write really abusive letters to a certain Nick
SpaIEIng, 30 Durlock, Minster, Kent, CT12 4HE and can take coming in on
a blatant "in"- joke. Ability to reply essential - apply to Ian at the
editorial address! (And if you take any of this seriously, you need your
head examinedl!). Fergus?...



TAIL-END)

DUCKS WE HAVE KNOWN: The duck figures are now available from Bill at

the Wargame Stall, Canterbury. See the ad. this issue for the address.

The range is currently: DL1 Gandrake, DL2 Sordrake (Lord of the Wing),

DL3 Eldrake & DI4 Duck Savage (25p each plus P&P). I haven't had time to
design any more due to pressure of work! Also, I haven't had & reply from
Bill about the figure situation, so he may not have got round to making
any more since the first 200 sold out at Games Day. Just persevere, that's
all I can say at present! More news next issue.

STORMLORD : 0K, so Stormlord 15 has just struggled out, only to become
the subject of another takeover! (And, I haven't even had my sub. copy
vet!). The dreaded Matted Quarterbrain says he's likely to become the
official editor-in-chief, with Matt Realff and Jerry Seligman (current
editors) both doing their bit. If you're interested in finding out what
the hell's going on (shades of INB), write to Matt Quartermain c/o C24,
Saltash Hall, Brunel University, Uxbridge, Middlesex, UB8 3%PH.

SOL III: The 15th Official Star Trek Convention takes place over 27th-
Z0th May 1983 at the Grand Hotel, Birmingham. Lee Owers is in charge, and
for information & registration details you should write to: The Sol III
Convention, 39 Dersingham Avenue, Manor Park, London E12 (enclosing SAE).
Svecial appearances by James Doohan (Scotty) and Walter Koenig (Chekov),
plus Anne McCaffrey & Bob Shaw as guests should mske it worth attending.
Lee wants to dispel the idea that one has to don pointy ears and !'Trekkie!
persona to enjoy the event, so there should be plenty for SF fans and
Gamers to do as well.

PLAYERS ASSOCIATION NEWS: PAN will be incorporated intc the new
Winagine" magazine, PA members getting a "substantial" discount (so it is
said on a subscription. So they had better, we all cryl! It seems
ludicrous that you should join the PA and then be invited to shell out
more money in order to get your newsheet] Ah well, there wasn't really
very much else those lovable half-wits at TSR could do in the circum-
stances. Thers, I ve probably offended them now! (out just wait until the
next letter arrives guys!). While I'm talking about "Imagine", they've
alsc obviously got enough articles since they don't seem to have been
toting for them recently. We shall see...

WONDERWORLD: This lovely establishment no longer stocks us. Funny, isn't
it, how 1t is sited in the home territory of that scourge of Boots 2it
repellent counter, Tim Kalvis. Not that we've anything against Tim and

his minions, but we sesm to sell well everywhere except Bournemouthl

A LETTER FROM AMERICA: I received a lovely letter from Matt Tabery the
other WoekK, some of which is worth repeating here (it relztes to my
editorial in issue 12):

"Now Ian, just wait one demn minute. It's gospel truth that what
Judges Guild puts out is pure and unadulterated crap. I know that, you
know that, practically the entire gaming world knows that!!! But not to
say that we "money grabbing Americans" are trying to put the screws to
our UK gamers. I know that it's nice to buy individually , the game
miniatures, but what we do here is 3¢t together with some fellow gzamers &
chip in to buy the whole set, box or whatsver. Now granted, not all
Grenadier miniatures are great, but the majority of them are OK. When you
boil it all down, I don't care if it's approved by TSR or the Grand
Floogle of Flanterus; if it looks good and fits well with my campaign, I
don't care if it's approved or not. I hope this is the attitude of most




gamers, &nd let's change the attitudes of those who are anxiety stricken
when they buy a product that's not approved by TSR."

OK, Matt, I've not got anything agalnst Americans, I'm just riled by
"oig business™ mentalities. I mean, if I didn't agree with your points of
view, I wouldn't print this letter would I? Besides, it's just Canadians
thatees

RED KEN STRIKES AGAINI: Hot on the heels of every other Sunday Magazine
1s "You" from the Mail on Sunday (no, I didn't buy it, I have more sense
than thatl!), with an article on those violent Treasure Trap people. (Well,
one of them did "axe" me at Games Day!). In this, they ended up with a
summery about Gemes Workshop as follows: e

"Mr Ivan Livingstone, marketing director of....%
Thus, it is confirmed that Mr Livingstone is straying to the left of
politics! what we want to know is when Red Ivan is going to redistribute
some of last years £2 million turnoverl

THE YEAR AHEAD: I'm aware that some of you may have tried to get hold
ol nie on the telephone this term and failed miserably either due to ¥i¢
%¥¢ sorry, British Telecom adding a number to the Guildford number with-
out informing lots of people, or, quite simply, because I've been out.

I can't do much about the former, but in the latter case, I'm on the
final year of my degree course and don' want to mess it up after all this
effort. Thus, this wopk takes priority over DragonLords at all times.
Hence my attitudes towards ads. on the back cover). This may mean that
DL will be late occasionally, especially around Easter, but I'm afraid
this is unavoidable since Mike, Marc and myself will all be heavily in-
volved with exams. Meanwhile, we'll do our best.(So now you know...)e

AND FINALLY, ESTHER: The next DragonLords free gift is unavoidably
delayed since: (a) they sold out & Games Day, and (b) I haven't got

round to making new masters yet! Hopefully, it will end up being a mcdel
cf BP! Also, I'd just like to say please mention DragonLords when you
resly to sdverts, especially for Quest, Endless Games znd Standsrd Games.

for

d.think thatts Tt..s
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Steve Shambeasz, 221 Cccos Avenus, & PA 1507%5 . BEAT

lick Harrison, 27 Isrefielé¢ Avenue, Leicester, LE3 2EZ.

Scott Bauer, 128 lMeureen Circle, Pittsburg, CA 94565, USA.

Gavin Dobson, %30 Chester Road, Stretford, Manchester, MI6 EA.

Ivor Carr, St Davids University College, Lampeter, Dyfed, Wales. (Ba&...).
Trevor "I'm getting a lot of plugs this issue" Graver, 2 Essex Court,
Hammersmith Grove, Hammersmith, London W6.

Tim Brown, 4 Coniston Drive, Farnham, Surrey.

Richard Sawtell, 7 Octon Grove, Torre, Torquay, Devon.

Andrew Lee, Ewing House, Pollock Halls Of Residence, Edinburgh Uriv.
Richsrd Meade, 28 Cholmeley Crescent, Highgate, London, N6 S5HA. (now in
the Egon Ronay Good Food Guide, 1982).

Fungus 0'Yellowbelly, The Beeches, St Andrews Square, Surbiton, Surrey,
KT6 4EG (who must be guite fed up with all these name changes).

Ch yes, an¢ CELIA LUND - cough up or we hand the negatives to NICKI}

Ivan "grin and bear it" Livingstone, Steve "the Stirrer! Jackson & lastly
Gery "wait until you see the trousers as welll" Chalk from their
respective mega~firms.

ADVERTISING:

Trade ods. sre £2 per quarter page from ready tc print copy. If,
hewever, you want us to draw up an ad. from your sxzetches, it'll cost
twice as much (since I'm fed up getting spider-scrawl, hondwritten yucit.).
In future, no computer printed (ie. dot letters) ccopy will be accepted
{s0 get a daisy wheel or a golfball to do it!). Rececipts will be sent
with a copy of the issue in which the advert appears. Personals are free
up to 30 words and cost a mere 2p per word over this limit.

SUBSCRIPTIONS:

3snd 60p per issue reruired in Fostal (rders or Cheques. Please limit
subs. to 6 issues maximum. Cheques should be made payable to Mike Lewis,
NOT DragonLords. US sub. rates are £1.20 per issue by eirmzil. sSend every-
thing to Isn though.

BACK 1SSUES:
We only have issues 6,7,8 (only 5 ccpies) and 13 left. Send €0p for
each issue you require (stating siternatives). Try Tangley Model Workshops

in Guildford for others (it saves Iesn having to go down and buy back
issues!;.

CCHNTIZUTIONS:

Will be used if iLhey are of z00od quality and legible or if you
include a large encugh clheque to meke it worthwiile for us to risk it!
We're slso looking for a bit more interior artwork - so why not try your
hand? Remember, for srt, we sre A4 reduced to AS - so a cover, fer
instance, should be drawn on A4 NOT A5. Any queries (for eds, subs or
even corffibutions can be directed at Iasn - phone Guildferd 577803 (from
9th January, end be patientl) or Dasl £7G4. (over Christmesje

. B |

Well, toet wrava up enother ivsue, Hepoy Christimes & zcodbyelees



