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e TRAVELLER is different.

" ’ Traveller is not a board game.
N ' vl s Traveller is science-fiction

» S Ntk et o role-playing. P_Ia_yers assume
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. - ' ' .. N TR e their imagination, players

e . explore new worlds, become

Mﬁﬁi—,&ﬁﬁ involved in interplanetary
£R %o conflicts, smuggle, discover
lost civilizations, ... This
game is as limitless as space
itself .. .£5.95 POST FREE

Carrtie [hyesaiaers Wrksbw gy

ng is the new concept in indoor games
ables players to re-create the SF/Fantasy
Worlds of famous authors or create their own. Role-
playing games offer vast scope for imagination.
Various games cover Science Fiction, Fantasy,
Gangster, Pirate and even Superhero adventures.

'\ Games Workshop .is the star
of the science fiction and
fantasy games world. Our
new 1980 catalogue contains
details of over 350 games,
scenarios and accessories
with over 130 photographs.
For your copy plus free
introductory literature, send
a large 13%p stamped S.A.E.
plus 30p in stamps/PO/
cheque to Games Workshop,
1 Dalling Road, London Wé.
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ames Yorkshop

1 DALLING RD, HAMMERSMITH, LONDON W6 Tel: 01741 3445
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+ MANSTERS

Step Right Up!
1200 Intelligent Monsters RuneQuest
For RuneQuest
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Long-sought and long-promised, FOES at last is available. The wait was worth it. In it are 1200 individual char-
acter stats for RuneQuest, covering the classes of intelligent characters Glorantha is known to hold —Aldryami, Beast
Men, Trolls, Undead, Human-Like, Dragonewts, Animal Nomads, Lycanthropes, Flying Creatures, etc., with many
different types in each class. The 37 different character types within those classes give you everything from tiny Pixies
to mighty Dream Dragons, from from Bison-Riders to Were-Bears, from bumbling Cave Trolls to stealthy Thieves. Elves,
Dwarves, Mistress Race trolls, Adventurers (and mis-adventurers) and dozens of more types give the Referee/RQ player
an unprecedented collection of RuneQuest character stats.

Every type is represented by at least one page of statistics. Individual characters are graded according to general
capacity: if you need some duffers to give beginning players confidence, they're there; if you need some Tailed Priests
to make your Rune Lords sweat, they're there. All the statistics were originally computar-generated, then were gone
over several times and individualized as needed. Thus Lycanthropes are presented in their change-forms and in their
original form; every rider has an appropriately equipped and trained mount; individual characters have been tailored for
special circumstances, such as the serving girl at the Inn and her dog, and the checker- (and poker!) playing drones who
hang out there. The author has spent months developing special characters and characterizing touches, including many
hilarious ideas and summations. Guaranteed to be like no other set of stats you've ever seenl|

Gathered by signatures into a strong perfect binding, FOES is similar to Al the Worlds’ Monsters 3 in construc-
tion and durability; it will last a long time. All the statistics are presented in exactly the same fashion, allowing a check-
-off sheet (printed on the inside back cover) system to be used; a FOES statistic can be used dozens of times, if you
like. And, for the first time, every character type has been drawn to scale—you can really see the difference between a
wyvern and a wyrm, or a pixie and a dwarf. Every class of creature is also illustrated separately in typical activities—
beneficent or bloody. FOES, 112 pages, B% x 10%,, by David Forthoffer; illustrations, color cover by Rick Becker.
Now at your local gama store, or postpaid from Chaosium Inc. $11.95

Please allow 4-6 weeks for delivery. Prices as stated good only in USA

INC dueto foreign import duties. All orders must be payabie in US funds. In

* United Kingdom, contact Games Workshop, 1 Dalling Road, Hammaer-

Box 6302dw, Albany CA 94706 smith, London W6 0D, In Australia, write Games Wholesale Ca., GPO

write fOr free illustrated Cﬂtﬂfﬂg Bax P1184, Parth, Westarn Australla 6001,
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TSR HOBBIES (UK) LIMITED

5 Greenlands, Red Cross Lane, Cambridge CB2 2QY
Telephone: 0223 42473

Dear Bob,

You wrote asking for information about TSR in the UK and what new products are
expected from Lake Geneva. Well, events at TSR are moving so rapidly that it is
difficult to keep enthusiasts up to date, but let me tell you about just a few of the
things which are going on at the moment and answer at least some of your questions,

We now have TOP SECRET in the UK - the new role-playing espionage game. This is
yet another top-quality TSR game which I am sure will please and intrigue gamers in
the US and UK alike. No - it is not simply D&D/AD&D transposed into a new format
but a completely new game and game-system in a modern and topical setting. From
what I know of your tastes in gaming, you will like it!

MODULES - you can expect a number of new and exciting modules from us in the next
few months, mainly for D&D/AD&D but also for other games. Here are a few of the
titles which are in work or already on their way:
S3 - EXPEDITION TO THE BARRIER PEAKS (AD&D)
B2 - THE KEEP ON THE BORDERLANDS (D&D/AD&D)
Q1 - QUEEN OF THE DEMONWEB PITS (AD&D)
GW1 - LEGION OF GOLD (Gamma World)

and there are more to come. Our newsletters will announce their arrival (you know
that we send out regular newsletters to the trade and hobby?); now that your name is
on our mailing list, you will get the information soon after it reaches us.

WORLD OF GREYHAWK is being printed and should be here in August, while DEITIES

GODS (the version of Gods, Demi-Gods & Heroes) is nearly ready for
printing; we expect this, too, to reach the UK in August. The new board game
KNIGHTS OF CAMELOT is in its final stages of development; we will let you know
when to expect this,

You will, 1 think, be interested to know that two other games are also proving
extremely popular with UK gamers. DIVINE RIGHT, as you know, is a board game for
2-6 players who, as monarchs, build up their empires through diplomacy, warfare and
magic. Then there are THE AWFUL GREEN THINGS FROM OUTER SPACE. This is
probably the most amusing, yet far from trivial, 2-player game available - easy to
learn and fast in play. (It's at least as good as SNITS REVENGE which I know you
particularly enjoy). Even D&D and Gamma World enthusiasts welcome a change from
their favourite game from time to time!

Forgive the brevity of this letter - we are dealing with many enquiries about D&D,
AD&D, Top Secret and Gamma World in particular, so time is short, Please let me
know if you want more information,

Best wishes and good gaming!

P.S. I know you have done some design work in
the past - have you any current ideas for new
games or modules? Please let us know - we are
always interested in new designs.
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It's fantastic...

... and it’s science fiction. It’s a magazine ...and it’s a game!

It's ARES ! SPI’s fabulous new addition to the gaming world of fantasy and science-fiction.
Each 40 page, bi-monthly, issue is packed with two or more science-fiction or fantasy short stories by
recognised authors, articles on the design and play of science-fiction and fantasy games, reviews and
additional features dealing with all forms of sci-fi and fantasy PLUS a complete, ready-to-play
science-fiction or fantasy game with its rules, counters and mapsheet.

One year's subscription at £8.95 gives you six issues together with their enclosed games.

Single current issue £1.95.

FROM THE SPI RANGE .
OF SCIENCE-FICTION AND FANTASY GAMES

JOHN CARTER, WARLORD OF MARS

A character adventure game, faithful to the
fantasy world of Edgar Rice Burroughs.
Contains playing cards for random events,
movement, acquisition and manoeuvre to

help or hinder the hero as he relentlessly
searches for his mate across the hostile Martian
landscape. Also includes an in-depth analysis
of Barsoomian society.

£12.95 inc P&P ;

FREE ILLUSTRATED

CATALOGUE

]___l Please send me your full illustrated catalogue of SPI games
; [ Please enter my one year subscription to ARES (6 issues) @ £8.95
JUST SOME OF THE SCI-FI/ FANTASY TITLES I O Please send ....... copies of the current issue of ARES @ £1.95 each

AVAILABLE IN THE SPI RANGE OF GAMES [ Piease send ....... copies of JOHN CARTER OF MARS @ £12.95 inc. P&P
£2.05 l [ Please send me the following games:

BattlieFleet Mars £9.50 Stargate

Creature ...Sheboygan £2.95 StarSoldier £6.95 .

Deathmaze £2.95 Swords & Sorcery £10.95 .

Demons £2.95 Titan Strike £2.95 ARE:... Ao cvv ety i irrssrsctisovenssiibesiboriiil visssnsoilhes ressresnn e asihresryFivbes
Freedominthe Galaxy £11.95 Vector 3 £2.95

Gondor £495 War of the Rlng £9.,95 Yo ie g S R R ST TR oy e Gty (2 SR RPN F G |
John Carter of Mars £12.95 Prices include I ___________________ . WD180
Middle Earth £12.95 P&Pin UK, i

Qutreach £6.95 Channels Islands,

Sauron £4 95 Ireland and ‘ ﬂ"ms WE mKE YO“R ORDERS I ,
SO £6.95 British Forces. N I S N N S . . T — -

St ore ey Overseas post axtra. g yp s LTD, FREEPOST, Oakfisld House, 60 Oakfield Rd, Altrincham, Ches WA15 0BR
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USA STARSHIPS LAND IN UK

. STARFLEETS a series of incredibly detailed starships
from five different empires: Entomalian, Aquarian, Terran,
Avarian and Carnivore (pictured left).

. and MAATAC the complete range of ground vehicles
and robots from the five empires. A continuing series,
loaded with detail.

These miniatures can be used to wage fantastic wargames.
STARFLEET WARS are realistic, easy-to-follow rules

for wargaiming with miniatures, based on a "Five Empire"”
scenario. These rules outline the political situation,
starship movement, propulsion and defensive systems,
weapon and weapon capabilities. The game offers virtually
limitless combinations of alliances, operations and more.

NOW AVAILABLE IN THE UK
FROM CITADEL MINIATURES
SAE FOR FULL LISTS

RAL PARTHA COLLECTORS SERIES

Masterpieces in miniature. This range isacclaim- CS1%9a EIf Command Group Trumpeter. . 22p
ed as the finest quality range of fantasy figures CS19b EIf Command Group Standard

yet produced, Each is superbly and accurately L TR e e (g 3bp |
detailed. CS18¢  EIf Command Group Officer . . . . 22p |
cs1 Wood EIf with Bow . . . .. ..22p C531 Dwarf Striking with Spear. . . ... 22p

Csb Wood EIf Cavalry with Spﬂar ...46p CS34 Dwarf with Two-Handed Sword . . 22p

CS6 Sea EIf Standing with Spear. . . . . 22p CS35 Dwarf Striking with Axe. . .....22p

CS7 Sea EIf Advancing with Spanr ...22p CS37 Dwarf Striking with Hammer. . . . 22p

csa Sea EIf Striking with Axe . .....22p CS38 Dwarf Striking with Mattock. . . . 22p

CS10  High Elf with Sword . , .. ... .. 22p CS39% Dwarf Command Group Drummer 22p

CS11  High Eif Advancing with Sword . . 22p CS39b Dwarf Command Group

CS12  High Ef with Spear. .. ...... .22p Horn Blower. . . . .22p

CS14 HighEfArcher. . . ... ..000.. 22p ©S39% Dwarf Cummand Group Standnrd

CS15  High EIf Cavalry with GreatSword 45p e TR Y 22p

Eifin Cavalry with Bow. . . ... .. 45p €S38d Dwarf Command Group Chieftain 22p

CS60 Hobgoblin with Scimitar. . ... .. 22p
CS61  Hobgoblin with Morring Star. . . . 22p
€563 Hobgoblin Archer Loading . . . . . 22p
CS8656 Hobgoblin with Faichion ... ...22p
CS566 Habgoblin with Two-Handed Axe. 22p
CS67 HobgoblinwithClub . ........22p
CS68 Hobgoblin with Halberd . J 22
CS69 Hobgoblin Command Group
Drummer. . . i e 22D I
C569b Hobgoblin Cnmmand Group f
HomBlower, . <« . .. cvvvesns 22p
CS569c Hobgoblin Command Group
Standard Bearer . . . . .. .30p
C589d Hobgoblin Command Gruuu
GBI, - v o5 v vt vova s sionns 22p . )

For your Citadel Catalogue, just send us a stamped (13%p) S.A.E. + 25p in stamps.
| MAIL ORDER CHARGES: UK: Please add 10% p&p (Minimum 10p; Post Free over £10).
OVERSEAS: Please add 33% p&p TRADE ENQUIRIES WELCOME AIll orders despatched same day.

CITADE ]
MINIATURES LT.

dao g d d d P d by o

Newark Folk Museum, 48 Millgate, Newark, Nottinghamshire = Tel: 0636 77495
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%" DWARF ...

Newcomers to the hobby of ad-
venture gaming, after buying a copy
of White Dwarf are often keen
to buy all the back issues for their
collection. Unfortunately, many
of the earlier issues are out of
print, and these days it is un-
economical to reprint. (In fact,
due to recent increased printing
costs, we have been forced to raise
the price of White Dwarf, but
have added four extra pages with
this issue.)

In an effort to help those people
who are without those early issues,
we have decided to publish two
White Dwarf compendiums. One
will be entitled The Best of White
Dwarf Articles, and the other,
The Best of White Dwarf Scenarios.
These will be published sometime
in the autumn.

Looking towards future issues
of White Dwarf, please note that
we are always ready to receive
material and artwork from out-
side contributors. We are not
stupid enough to think that we
know everything there is to know
about SF/F games, and hope that
budding authors will send in art-
icles, scenarios, and ideas.

bt
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copyright of the publishers Games Workshop.
All rights on the entire contents of this publica-
tion are reserved and nothing may be repro-
duced in whole or part without prior consent of
the publishers. ©® Games Workshop 1980. The
opinions expressed in the articles and reviews
are those of the authors and reviewers and not
necessarily those of the publishers.

Display advertising rates and trade enquiries
available on request.

Contributions: The Editor will be pleased to
consider any previously unpublished articles or
artwork for inclusion in WHITE DWARF.
Contributions should be typed, double-spaced,
on one side of the paper only.

Overseas Distributors:

N. America: TSR Periodicals, POB 110, Lake Geneva, Wl 53147.

E. Australia: Models & Figurines, 162a Willoughby Road, Crows Nest, N.S.W. 2065.
W. Australia: Games Wholesale Co., GPO Box P1184, Perth 6001.

Subscriptions:

Remittances should be sent and made payable to GAMES WORKSHOP, 1 Dalling Road, London W6
(Tel: 01-741 3445). WHITE DWARF is published bi-monthly. Annual subscription rates are:
UK — £5.00; Europe — £7.00; USA — $18.00 (airmail); Other — £8.00 (airmail).

Subscription Notice:

Please note your personal subscription number shown on the envelope address label. Please quote
this number in all future correspondence regarding renewals, queries, etc. This subscription number
is held on computer file, and failure to quote it may result in delay in dealing with queries.

Back Issues:

Back issues of WHITE DWARF Nos. 14 onwards are still available at a cost of 60p+10p p&p each
($3.00 each including airmail postage overseas).
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An alternative livelihood for Travellers
by Trevor Graver

n Traveller the armed forces of the galaxies are covered

in great detail, but what about the people who escape the

draft and turn to crime for a living? This article aims to

bridge the gap and expand part of the ‘Others’ section
of the Traveller rules,

To become a criminal, you must escape the draft into the
armed forces by rolling 6 or less on 2D6; DM’s: 1 Education
5 or less; 2 Social b or less.

Failing this roll means that the authorities have traced the
individual and drafted them into a service. (NB: it is still possible
to get drafted into the ’‘Others’, but the character cannot
use these tables and must use the book 1 tables, and he must
serve out his time.)

If enlisted into the criminal world, roll 1D6 to determine
the type of activity:

: Pirate

: Thief

: Thug

: Assassin

: Con Man

: Player’s Choice

DO WLN =

When criminal type is known consult the list below to find
the basic skills for the appropriate criminal type (CT). Learning
these takes 1 year.

Pirate: Gun Cbt—1; Streetwise—1
Thief: Recon—1; Streetwise—1
Thug: Brawling—1; Streetwise—1
Assassin: Disguise—1; J-O—T-—1
Con Man: Liason—1; Forgery—1

After basic skillls are noted, the character must serve all terms
of crime in the same service, unless he goes to prison in which

case when he comes out he may Cross-Train in another CT.
This means that he may change CT and use another CT table
to roll criminal activities on.

Each term has 4 yearly types of criminal activity, basic
training is the 1st year in the 1st term. For resolution of the
other years roll 2D6 for each year on Table 1 below:

Table 1: CRIMINAL ACTIVITY TABLES

Die Roll Pirate Thief Thug Agssassin Con-Man
2 Going Straight | Going Straight | Going Straight | Going Straight | Going Straight
3 Battles Fugitive Battles Fugitive Crimes,
4 Crimes Lying Low Battles Lying Low Fugitive
] Lying Low Lying Low Crimes Battles Lying Low
6 Crimes Crimes Lying Low Crimes Crimes
7 Crimes Crimes Crimes Battles Crimes
8 Crimes Crimes Lying Low Lying Low Crimes
] Lying Low Crimes Battles Crimes Lying Low
10 Lying Low Lying Low Crimes Lying Low Crimes
11 Fugitive Battles Fugitive Lying Low Battles
12 Battles Fugitive Fugitive Fugitive Fugitive

CRIMINAL ACTIVITY SUBTABLES

Numbers in Parentheses mean Reversed Resultse.g. Lose Rep ete.

PIRATE
Lying Going
Battle | Crimes | Fugitive| Low Straight
Survival 6+ 5+ 6+ 4+ 3t
Record 6+ 9+ 10+ 11+ (9+)
REP 8+ 8+ None 11+ (8+)
Skills Bt 6+ 10+ None 10+
DM'’s for Survival: +1 INT 8+; +1 Streetwise 3+
THIEF
Lying Going
Battle | Crimes |Fugitive | Low Straight
Survival 7+ 5+ b+ 4+ 2+
Record 9+ 9+ 10+ 11+ (8+)
REP 9+ 8+ None 12+ (9+)
Skills 7+ 5+ 12+ None 10+
DM’s for Survival: +1 if CT Skill 3+; +1 if INT 9+
THUG
Lying Going
Battle | Crimes |Fugitive | Low Straight
Survival 6+ b+ 4+ 4+ 3+
Record 8+ 3+ 9+ 10+ (9+)
REP 10+ 10+ None 12+ (10)
Skills 5+ 6+ 9+ 8+ 10+
DM'’s for Survival: +2 if Streetwise 3+
ASSASSIN
Lying Going
Battle | Crimes |Fugitive | Low Straight
Survival 4+ 6+ 4+ a¥ 2
Record 8+ 9+ 8+ 10+ (11+)
REP 10+ 10+ None 12+ None
Skills 5+ 4+ 11+ 10+ 12+
DM's for Survival: +1 INT 10+; +1 if CT Skill 3+
CON-MAN
Lying Going
Battle | Crimes |Fugitive | Low Straight
Survival 6+ 4+ 6+ 4+ 3
Record 9+ 9+ 9+ 12+ None
REP 10+ 8+ None |None None
Skills 3+ 5+ 11 None 10+

Crimes: Crimes are those appropriate to CT.

Going Straight: Trying to give up the life of crime. The char-
acter immediately rolls 2D6 again: 10+ he will go straight and
lead a normal life, getting a job etc. He will spend all of his
remaining years in a good job. This means that he rolls on the
Criminal Activity Subtables only until he leaves the service.
Less than 10 and he goes straight for that year only and then
rolls on Table 1 for the subsequent years as normal.
Battles: The character is involved in fights, gunbattles, car
chases, sometimes even space battles with customs/rival gangs/
police/etc.



Fugitive: The character is on the run and may sometimes have
to escape by leaving the planet.

Lying Low: The character has been subject to scrutiny by the
authorities and has to keep a low profile to shake off ‘the heat’.

Now to determine the results of each activity for each year,
roll 2D6 on the appropriate Criminal Activity Subtables for
each of the following:

Survival: Any criminal activity has some danger of injury or
arrest. If the dice roll (including DMs) exceeds the number
needed, the criminal has escaped arrest. A number 1 less than or
equal to the number needed means that the character has been
arrested and will be sent to prison on a 2D6 roll of 9+; DMs +1
per previous arrest, or conviction. (1st arrest automatically gives
1 EP, (see below). Less than that and he has been killed.
Record: Any criminal activity will leave some sort of evidence,
finger-prints retina-prints, hair etc. If the number needed is
rolled, then the authorities have 1 evidence point against the
character, (EP’s) a number higher than needed gives EP’s equal
to the amount the dice roll exceeded the number. E.g. The
number needed is 8+, if the dice roll is 12, the character has
4 EP’s on his record.

Rep: Certain activities give the criminal a reputation, and will
move him deeper int6é the web of corruption. A high rep means
that the criminal will be accepted by other criminals easier.
It may even help him gain skills.

Skills: 1f the number needed is rolled the criminal has gained
a skill. Skills are rolled for on the appropriate CT Table or the
Criminal Life Table (See Table 2) but the player must state
which before the dice are rolled. Criminals who go to prison
may gain skills, roll 2D6 per 3 years in prison: 8+ and a skill
has been gained. This is rolled on the Prison Skill Table. Ex-
criminals roll on the Ex-criminal Table.

Table 2: SKILLS
Criminal Life Pirate Thief Thug
1 +1 Stren 1 Forgery 1 Locksmith 1 Recruiting
2 Gambling 2 Ships Tactics 2 Recon 2 Brawling
3 Brawling 3 Ships Boat 3 Streetwise 3 Recon
4 Streetwise 4 Gun Combat 4 Bribery 4 Gun Cbt
5 Blade Cbt 5 Engineer 5 Vehicle 5 Streetwise
6 Liason 6 Bribery 6 Gambling 6 Interrogation
7 +1 Endur 7 Streetwise 7 Demolition 7 -1 Social
B8 +1 Dext 8 Gunner 8 Gun Cbt 8 Gun Combat
9 Vehicle 9 Engineer 9 Interrogation 9 Brawling
10J-0-T 10 Blade 10 Mechanics 10 Unarmed Cbt
11 Gun Cbt 11 Vacc Suit 1 Electronics 11 Vehicle
12 Lockpick  12Pilot 12 Streetwise 12 Blade
Assassin Skills Con-Man Prison Ex-Criminal
1 Disguise 1 Computer 1 +1 Stren 1 Vehicle
2 Demol 2 Forgery 2 +1 Stren 2 Mechanics
3 Gun Cbt 3 Disguise 3 +1 Endur 3 +1 Social
4 Forgery 4 Electronics 4 +1 Endur 4 Vehicles
5 Vehicle 5 Liason 5 +1 Dext 5 Steward
6 +1 Dex 6 Gun Cbt 6 —1 Social 6 Hunting
7 JO-T 7 Bribery 7 -1 Social 7 Admin
8 Electronics 8 Gambling 8 Steward 8 Commo
9 Unarmed Cbt 9 Streetwise 9 Streetwise 9 Medical
10 Recon 10 Forgery 10 Brawling 10 Gravatics
11 Tactics 11 Commo 11 Brawling 11 Pilot
12J-0-T 12 Computer 12Cross-Training 12 Computer

Prison Terms
If a criminal is sentenced to prison, add up the EP’s on his*
criminal record and see how long he is sentenced for:

1 EP: The character may turn stool pigeon, roll10+, if so
he is given surgery and set free. If any years remain in his term
he uses the lie low chart, and any arrest result means that he
has a contract out on him, Death also means that he has a
contract out on him, but it has been successfully carried out!
2 EPs: 1 year in prison.

3-5 EPs: 3 years in prison.

6—9 EPs: 6 years in prison.

10—15 EPs: 10 years and rehabilitation. (Lose 1 skill level
in non-combat criminal skills, E.g. Streetwise, Forgery,
Bribery etc.

16+ EPs: Vapourisation . . . . .... DEATH!I

Re-enlistment
Throw 5+; DMs +1 per Rep level (Rep—6 gets +6) —1 per year
‘straight’.

Mustering Out .
Use the normal Money Benefit Table as bk 1, but substitute

Table 3 below for material benefits.

Table 3: MUSTERING OUT
Low Passage

+1 Intel

+1 Educ

Tools

Vehicle

High Passage
Vehicle

Surgery

DM'’s: 1+ REP 3+; +2 REP 6+

Tools: A set of burglar s tools, electronux (electrified knuckle-
duster for a heavy), a forgery kit, or an assassin’s weapon
(a gun he has expertise in, complete with carrying case, sights
folding stocks etc.) appropriate to CT.

Surgery: The criminal has surgery (normally costing 30,000cr)
from a “discrete’ surgeon, which changes his appearance.

Wheels: An old term meaning getaway vehicle, the criminal
receives any vehicle listed in the vehicle skill section of
Mercenary (Not High Guard).

CRIMINAL RANKS TABLE

NN WN =

Rep 1: Suspected Criminal

Rep 2: Criminal

Rep 3: Known Criminal

Rep 4: Galactic Enemy 50"

Rep 5: Galactic Enemy 30

Rep 6: Galactic Enemy 20

Rep 7: Galactic Enemy 10

Rep 8: Galactic Enemy b

Rep 9: Galactic Rat (Steel) 2

Rep 10: King Rat (Stainless Steel) 1

*GEN: Galactic Enemy Number, this number is the number

of ‘O’s that follow the criminal rank E.g. GEN 5 = 100000,

that is, any number between the GEN and the next lowest

number.

Skills Gained Through Rank: Rp 3: Streetwise; Rp 5: Forgery;
Rp 9: Computer

Bounty
To find how much a criminal is worth, subtract his GEN from
51 and multiply this by his criminal record times 1000 Cr.

New Skills

Disguise: This skill gives the ability to change one's appear-
ance, for a certain’amount of time, to a certain extent.

Basic Chance: throw 8+ (DM's: +1 per level of expertise; —1
per 2 hours of having the disguise on without touching up the
disguise — make the basic throw again +DM’s).

DM’ for extent of the disguise depend on the situation and
are up to the Referee. E.g. If a male wookie wants to pass
himself off as a female belly dancer from earth, he loses 3pts of
INT.

Failure to make a disguise roll means that suspicion may
arise if the situation dictates. E.g. In a bank raid the criminal
has knocked out the manager and attempts to disguise him-
self as the bank manager. Roll 1st to see if any notice is taken
of the character, roll on the reaction table, a negative response
or worse indicates that someone may realise the manager is
not acting normally, DM’s to the reaction roll +1 if Recon
Skill 2 or more (because the character may have studied the
bank manager before the raid). Then roll to see if the disguise
works with DM’s for how long the person took putting the
disguise on etc.

U A Combat: This skill gives a +1 to all damage done with
hands or feet in hand to hand combat: per skill level.

Lockpick: This skill aids in picking any type of lock when
using the lockpick kit. DM’s: —1 per skill level (see bk 3 page 15).



A regular feature of new [SZ
and interesting monsters
edited by Albie Fiore,

YGTY

any readers have written requesting more low level

monsters, so this issue Fiend Factory features a sel-

ection of minor monsters, most of which have inter-

ing possibilities. The Monstermarks for each are cal-
culated according to AD&D, but, for those readers still using the
original system, the difference is rarely enough to cause any
change in the actual level of the monster.

by Andy Wouldham

No. appearing: 1 (occasionally 2)
Armour class: 10

Movement: 12"
Hit Dice: 1D8
Treasure: Silver only
Attack: 2 claws (% point
each) plus special
Alignment:  Neutral
Intelligence: Low
Monstermark: 36 (level 1 in
12 levels)

This 1° tall creature lives in regions of mild climate, dwelling
largely underground and venturing out onto the surface only
at night, if at all. They are suited to living in darkness and
any strong light source can cause them to become confused
and helpless until they can escape it.

They will not physically attack anything unless they are
cornered and all psionic defenses are exhausted or proven
useless, in which event they will lash out with their tiny front
claws. They have psionic ability of 101—200 and attack/defense
modes of A,D/F,G,H. It is thus not their combat ability which
is cause for concern, they are more feared for their unusual
feeding habits.

On encountering living creatures which show emotional
feelings or responses the empipath begins to radiate an aura,
(radius 3") which can affect from 2—8 individuals. Those
persons unfortunate enough to be affected become uncontroll-
ably emotional, the emotion in them which was most dominant
at the time of the encounter being boosted beyond all pro-
portion. (E.g. Dregg the Dwarf and Edmund the Gnome are
the best of friends, having come through some pretty tough
times together. Yet on that particular morning Dregg was
feeling slightly annoyed at Edmond, having lost to him at cards
the previous night. Then suddenly Dregg becomes .incredibly
violent and in a fit of uncontrolled hatred proceeds to stab
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his friend in the back). A saving throw vs magic negates the
effect of the empipath’s aura as regards the individual, but
it should be noted that the more emotional the individual is
to begin with, the greater the likelihood of him succumbing
to the effects. The empipath feeds by absorbing the violent
energies released by the affected individuals and those around
them as they try to cope with their toubles.

Empipaths are very difficult creatures to find as they can
hide in shadows and move silently as a 14th level thief.

Empipaths are small four legged creatures with large black
eyes and silver-grey fur. They have no tail and possess tiny
claws only on their front paws, they do not possess a mouth.
They speak and understand no languages and communicate
with each other by body movements and chemical secretions.

It should be noted that they are unable to use their emotion
boosting talents whilst under attack and/or being forced to
run or defend themselves.
Comments: A record low Monstermark, but despite that,
this small beast still has considerable potential. It could only
really be used in games where the players are genuinely role-
playing otherwise the DM would have some problems dis-
tinguishing between the players’ and their characters’ emotions.

by Simon Eaton
No. appearing: 3—18
Armour class: 5

Movement: 21"

Hit Dice: 3D8+1

Treasure: Nil

Attack: Special

Alignment:  Neutral

Monstermark: 15.79 (level Il in
12 levels

These are non-corporeal life forces burned into the sands of hot
deserts. Normally they are completely harmless but sandstorms
stir them up and cause them to become active. When this
occurs they appear as a mass of sand grains co-ordinated into
a humanoid form. They automatically cause mules to bolt.
Only silver or magic weapons affect them. Sleep spells only
have a 30% chance of causing a stormbiter to calm down.

Earth elementals can exert full control over stormbiters,

There is a 10% chance per level that a druid can dispel
a stormbiter.

If a stormbiter scores a hit, roll aD10 to determine the result:
if the roll is 1—6 then that amount of damage is given; 7 or 8
then the victim is blinded by flying sand for 2 melee rounds;
9 or 10 then the victim has been stung by sand in weapon
(1—4) or shield (6—6) hand. He must save vs dragon breath
or else the object in indicated hand is torn from his grasp;
swept away and probably lost in the sands.
Comments: A wilderness monster, but one that could be used
underground in- sand filled rooms or sealed in an urn to guard
treasure.

INDEAD NOK

by John Webster

Skeletal Zombie-Like
No. appearing: 2—20 2-16
Armour class: 6 7
Movement: 15" (4
Hit Dice: 2D8 308
Attacks: 2 hooves (1—4 each) 2 hooves (1—6 each)
and bite (1-2) and bite (1-3)
Alignment:  Neutral Neutral
Intelligence: Non- Non-
Monstermark: 16.71 (level Il in 20.48 (level 111 in
12 levels) 12 levels)



These animated corpses of horses can be used as steeds by
skeletons or zombies (each of which ride only the appropriate
type). Mounted skeletons cannot carry more than 50 g.p.
weight of equipment; mounted zombies no more than 75 g.p.
All special characteristics, attributes and defences of skeletons
and zombies apply to that particular type of undead horse.

Normal horses are afraid of undead horses. A saving-throw
against fear must be made for them to attack either sort. Mules
are worse. When in sight or smell of undead horses they must
save against fear or turn and run, If the holder has 14+ strength,
the mule’s saving throw is at +2. If there is no holder, i.e. a
mule trained to follow or pushed along between the ranks,
the mule’s saving throw is at —2.

Clerics turn the skeletal horse as a zombie and the zombie
horse as a ghoul.
Comments: Very staightforward creatures that have featured
regularly in fantasy but for which no statistics have appeared.
| would suggest, however, that the horses be turned as skeletons
and zombies to avoid confusion when they bear a rider. Incident-
ally, the Monster Manual does not state that the undead skeleton
is a human one, so presumably it could be that of any creature,
and a/l should have the same statistics.

by John R. Wh

No. appearing: 1
Armour class: 6

Movement: 12"

Hit Dice: 3D8

Treasure: C.T

Attack: 1—4 bite plus
special

Alignment:  Chaotic Neutral/
Evil

Intelligence: Exceptional

Monstermark: 51.43 (level IV
in 12 levels)

The werefox is one of the rarest forms of lycanthrope. It
will inhabit virtually any type of terrain, though they typically
make their lair in hillsides or disused graveyards. There is a
50% chance of 1—4 young in the lair.

They are generally sly and mischievous, but they especially
hate and seek to dupe or kill (alignment influencing) lawful
priests, and to burn down temples. ‘Old" and ‘ancient’ foxes
are usually above such tricks. An ‘old’ fox is over 500 years
old and has 4D8 hit dice and armour class 5; an ‘ancient’ fox
is over a 1000 years old with 5D8 and armour class 4. When
a werefox is encountered, roll a D12. 1 or 2 and it is an ‘old’
fox; 3 and it is an ‘ancient’ fox.

In its human shape, the werefox appears as a beautiful
woman; in its animal form as a bipedal fox or as a true fox.
Since the true fox form enables the creature to run at 18",
it will revert to this form to flee.

They have full control over their form and are not affected
by the state of the moon. Wolfsbane has no effect on them
nor is it of use in attempting to cure this form of lycanthropy.
However, the sound of or presence of a hound will force them
to assume their animal form, as the two species hate each other,
Reflections show their animal form and lawful good clerics
have a 10% cumulative chance per level of sensing a yellow aura
over the creature’s head. ‘Old" and ‘ancient’ foxes are immune
to all these methods of detection, but hounds will attack them
an sight, though they remain in human form.

The werefox’s main method of attack is not physical combat,
since it is weak in this respect, but by magic. All werefox's
have spells and magic use as a 3rd level illusionist; ‘old’ foxes
have fifth level skill and ‘ancient’ foxes have 7th level skills.
Any scrolls found in a werefox’s hoard will contain only such
spells as are usable by illusionists. All werefoxes can detect
good while ‘old’ and ‘ancient’” foxes can continually use a
protection from good spell. In addition, an ‘ancient’ fox has
a permanent charm person spell when in female form.

They are fond of illusory tricks. A typical ‘trick’ would
be to make a cave littered with decaying offal appear as a
palace and banquet.

Werefoxes are highly adept at pursuing their prey stealthily,
and can move silently and hide in shadows as a thief of level
equal to their number of hit dice. When hunting, whether for
treasure or food, they will attempt to work illusory magic
from a distance, singling out the weakest or most befuddled
member, and then attack, usually from behind. If there is no
chance of surprise, they will use human guise to gain the party’s
trust until an opportunity for a secret attack presents itself.

As with other lycanthropes, the werefox is immune to all
but magical attacks and silver or magical weapons.

Many legends tell of powerful mistresses who were actually
werefoxes.

Comments: The first lycanthrope to appear in Fiend Factory,
and an interesting low level one, although the ‘old’ and ‘ancient’
foxes would be much tougher. Two different contributors
both submitted a werefox based on the Oriental Fox. Since
both were worthy of inclusion, and both had different features,
| took the liberty of combining the two.

by James Meek

No. appearing: 1

Armour class: 4
Movement: 30"

Hit Dice: 2D8+2
Treasure: None
Attack: See below
Alignment:  Neutral
Intelligence: High

Monstermark: Not applicable
(suggest level 11 in 12 levels)

fw

The darkhawk appears as a skeletal black falcon with lumin-
escent green eyes. It seldom alights to earth, perching only
on bare rock if it does, since should it touch any living thing
it will turn instantly to dust (it is undead and accordingly
affected by spells). It can cast fear on individual creatures
from 20", darkness 15’ radius, or create the jllusion of a huge
flock of (100) black ravens. But its most potent weapon is the
beam of green light it can shoot from its eyes once every melee
round, from a distance of up to 15". This has the following
effects: clerics with wisdom 12 or over must save against par-
alysis or be sent into a coma for 1—100 days; clerics with wisdom
under 12 must save against paralysis or die. |If they make their
saving throw, they will suffer as above; phials of holy water will
burst into hellish green flame, with damage similar to that of a
flask of oil; holy symbols must save against fireball or explode
as one; and any item connected with religion or worship, altars,
maces of disruption, clerical tomes, particularly important seg-
ments of temples, etc., must save against crushing blow or
disintegrate.

Unusually for undead, the darkhawk prefers day to night. It

has no infravision, although it possesses incredibly acute eye-
sight. It glides above the clouds by moonlight at night. It
normally exists as a servant of a demon, devil or lich, acting as
an agent against some religion or a scout (it can be used as a
100% effective telepathic crystal ball relay).
Comments: A monster that can cause consternation from a
distance; an obvious target for missile fire. Although the author
states that the creature is ‘'undead’, he omits any effect a cleric
may have on it. | would suggest it be inserted on the Clerics
vs. Undead Table between Ghouls and Shadows.

B e
| have some plans for occasional Fiend Factory special features,

one of which will be coming up next issue. In the meantime,
if you have any views on what kind of thing you would &y

like to see in the Factory, or any other comments, &qi‘..!’p

Jea Rl

LT 2Y

b

send them in. And don't forget to keep those monsters
rolling in.
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]ORTHAN’S RESCUE

bySteen R.Marsh & JohnT.Sapienza,Jr.

INTRODUCTION

This adventure takes place somewhere in the hills off the
trail between Boldhome and Pavis Rubble. The rich noble
Jorthan was captured by trollkin, who demand a ransom of

5,000 lunars. His wife, llessa, has hired the party to rescue
him. She will pay 2,000 lunars for his safe return, or 1,000
lunars for his body.

START

Approach to the trollkin lair is through rolling hills from the
east. To the right is a burnt out ruin, about a month old, an-
other burnt out ruin to the left, both partway up’their respect-
ive hills, and between them is a spikewall of pointed logs about
a decimeter in diameter, two meters tall, and with 3 decimeter
spacing between the logs. There is a two meter gap in this wall,
on the left side. The trollkin main house is barely visible
through the wall. Unless the party detect hidden object success-
fully, they will not see the trollkin guardposts (A & B) on the
two hills. If they go through this wall, both will attack at once.
If they go round to either side, the guards on that side will
attack at once, followed ten rounds later by the others. Roll
1D6; on a roll of 1 someone was smart enough to run to the
main house for help. The occupants of the guardposts are:

POST A:

TEENY

RACE: Trollkin SEX: Male L 2/4 R
STR: 8; INT: 12; POW: 15; 213, 2/5 213
CON: 10; DEX: 14; CHA: 10; SIZ: 6 2/4
MOVE: 5 2/4 2/4
DEFENSE BONUS: 20% TOTAL HPS 10
WEAPONS:

DH Spear: SR3; Dam: 1D10; Att: 35% Par: 25%; HP: 15
Sling: SR1; Dam: 1D8; Att: 15%

SPELLS: Disruption; Healing 1

ABILITY: Hear Noise 35%
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TINY
RACE: Trollkin SEX: Male L 2/3 R
STR: 12; INT: 8; POW: 8; 2/2 2/4 2/2
CON: 8; DEX: 12; CHA: 10;SI1Z: 7 2/3
MOVE: 5 2/3 2/3
DEFENSE BONUS: 5% TOTAL HPS 8
WEAPONS:

DH Spear: SR3; Dam: 1D10+BV2; Att: 80%; Par: 80%;

HP:15

1H Spear: SR5; Dam: 1D6+1; Att: 40% Par: 25%; HP 15
SHIELD:

Small: Par: 20%; Arm Pts: 8
ABILITY:

Hear Noise 30%

POST B:

UGLY

RACE: Trollkin SEX: Male L 1/4 R
STR: 16; INT: 13; POW: 13 1/3 1/6 1/3
CON: 10; DEX: 13; CHA: 3;S1Z: 9 1/4
MOVE: 5 1/4 1/4
DEFENSE BONUS: 10% TOTAL HPS 10
WEAPON:

1H Spear: SR5; Dam: 1D6+1; Att: 35%; HP 15
SHIELD: Medium; Par: 40%
SPELLS: Fireblade (4)
ABILITY: Hear Noise 40%

NERFLE

RACE: Trollkin SEX: Male L 2/4 R
STR: 10:INT: 9;: POW: 12 23 2/5. .2/3
CON: 11; DEX: 10; CHA: 12;SIZ: 10 2/4
MOVE: 5 2/4 2/4
WEAPONS: TOTAL HPS 11

Short Sword: SR6; Dam: 1D6+1

Main Gauche: SR7; Dam: |D4+1

DH Spear: SR3; Dam: 1D10; Att: 35%; Par: 30%; HP15
ABILITY: Hear Noise 30%

POST C:

SNERD

RACE: Trollkin SEX: Male L 3/5 R
STR: 10; INT: 10; POW: 4 3/4 3/6 3/4
CON: 15; DEX: 14; CHA: 9;S1Z: 9 3/5
MOVE: & 3/6 3/6
WEAPONS: TOTAL HPS 11

DH Spear: SR5; Dam: 1D10; Att: 15%;
Par: 20%; HP: 15
Light Mace: SR8; Dam: 1D6; Att: 15%; HP10
Sling: SR2; Dam: 1D8; Att: 25%
SHIELD: Small; Par:25%; Arm Pts: 8
SPELL: Countermagic 1
ABILITY: Hear Noise 25%

SNOFF

RACE: Trollkin SEX: Male L 3/5 R
STR: 11;INT: 11; POW: 7; 3/4 3/6 3/4
CON: 13: DEX: 14; CHA: 8;SIZ: 10 3/5
MOVE: 5 3/5 3/5
DEFENSE BONUS: 5% TOTAL HPS 13
WEAPONS:

DH Spear: SR4; Dam: 1D10; Att: 25%; Par: 25%; HP: 16
Light Mace: SR7; Dam: 1D6; Att: 30%; HP: 10
Sling: SR1; Dam: 1D8; Att: 30%

SHIELD: Small; Par: 30%; Arm Pts: 8

SPELL: Disruption

ABILITY: Hear Noise 30%

The trollkin main house is a two storey, greenwood building
partially set into the hillside. It has only one door, and its




only windows are arrowslits. It has a roof of sunhardened
clay tile.

Jellessa’s party (see Room 7) raided the trollkin bandits
a month ago, and all but she were killed. In ruin | lurks her
once-bound 10 point, INT 7 spirit waiting to possess a body.
It knows mobility and xenoheal 2.

All three ruins (I, 11, and 1llI) contain burned bones of
both humans and trollkin.

TROLLKIN MAIN HOUSE

Room 1: Only entrance to house. There are stairs going up
and down, and two obvious doors, one on N wall and one on
W wall. The door is wood bound in bronze, and can be barred,
but isn’t. It contains Sleepy the trollkin guard, whose spear
is leaning on the door. It will fall and wake him if door is
opened. Also, any noise in this room will travel up and down
stairs, alerting the others. The trollkin upstairs will wait for
arrow shots before charging down (they're on guard duty
upstairs), but the ones downstairs will come running. Also
in this room are Angry and Balky, the mules, with 4 saddle-
bags and 15m of rope.

SLEEPY

RACE: Trollkin SEX: Male L 2/6 R
STR: 12; INT: 12; POW: 16; 2/5 2/7 2/5
CON: 16; DEX: 16; CHA: 12;SIZ: 9 2/6
MOVE: 5 2/6 2/6
DEFENCE BONUS: 5% TOTAL HPS 16
WEAPONS:

1H Spear: SR5; Dam: 1D6+1;Att: 35%; Par: 30%

1H Spear: SR5; Dam: 1D6+1+BV2; Att: 35%; Par:30%
SPELL:

Countermagic 1

ANGRY
RACE: Mule L —/4 R
MOVE: 12 —-/4 —/5 —/4
DEFENCE BONUS: 10% —/4
WEAPON:: —/4 —/4
Kick: SR7; Dam: 2D6; Att: 25%; TOTAL HPS 12
NOTES:
Will kick only if approached rapidly.
BALKY
RACE: Mule L —/4 R
MOVE: 12 —/4 —/5 —/4
DEFENCE BONUS: 10% —/4
WEAPON: —/4 —/4
Kick: SR7; Dam: 2D6; Att: 25% TOTAL HPS 12
NOTES:

Will kick only if approached rapidly.

Room 2: The eating room. Contains the dark troll Shamus,
leader of the trollkin, and Clumsy and Thinker, both trollkin.

Shamus and Thinker are talking, and Clumsy is cooking. There
are several tables and a stove with a meal started. There are
two heavy crossbows at the arrowslits in this room, detachable.
There is some chance they will hear a disturbance in the other
room; they notice on a roll of 1 on a D6 when the party first
enter, and on a roll of 1-3 when the trollkin run up from
the basement.

SHAMUS

RACE: Dark Troll SEX: Male L 4/6 R
SOCIAL CLASS: Bandit Chief 6/5 6/7 6/56
STR: 15:INT: 15; POW: 18; 6/6

CON: 15: DEX: 14;: CHA: 16;SIZ: 15 6/6 6/6

HANDEDNESS: Right TOTAL HPS 17
MOVE: 6
STRIKE RANK BASE: 3(1 SIZ + 2 DEX)
DEFENCE BONUS: 0%
WEAPONS:
Maul: SR4; Dam: 2D8+1D4; Att: 50%; Crit: 2%; Par: 40%;
HP: 15; Fum: 98+%
Heavy Mace: SR6; Dam: 1D8+1D4; Att: 30%; Crit: 1%;
Par: 20%; HP: 20; Fum: 97+%
Heavy Crossbow: SR2; Dam: 1D12; Att: 30%; Crit: 1%;
Fum: 7%
SHIELD:
Medium; Par: 30%; Arm Pts: 12
SPELLS:
Bludgeon 2; Countermagic 2; Detect Gold 1; Glamour 2;
Multimissile 2; Speedart 2; Healing 2
ABILITIES:
Sense Ambush 50%; Set Ambush 65%; Eval. Treas. 50%;
Oratory 50%
NOTES:
Speaks Sartar 30%; Lunar 30%; Pavis Trade 50%
EQUIPMENT:
Has a 2pt power crystal and 4 wheels in his pocket; wear-
ing scalemail and padding and an open helm.

THINKER

RACE: Trollkin SEX: Male L 1/4 R
STR: 11;INT: 16; POW: 12 113 VB 138
CON: 11; DEX: 12; CHA: 14;SIZ: 10 1/4
MOVE: 5 1/4 1/4
WEAPONS: TOTAL HPS 11

Carving Knife: SR7; Dam: 1D6; Att: 25%
HP: 10

Club: SR6; Dam: 1D6; Att: 30%; HP: 20
Thrown Plate: SR3; Dam: 1D2; Att: 20%

SHIELD:
Small (Chair): Par: 15%; Arm Pts: 5
SPELLS:
Healing 4; Darkwall; Disruption
NOTES:
Speaks Pavis Trade 60%; Storm Tongue 40%
CLUMSY
RACE: Trollkin SEX: Male L 1/4 R
STR: 12; INT: 12; POW 8 1/4 1/5 1/3
CON: 11; DEX: 3; CHA: 15;51Z: 8 1/4
MOVE: 5 1/4 1/4
WEAPONS: TOTAL HPS 10
MEEItPCI‘?gver: SR6; Dam: 1D8; Att: 15%:

Pot Full of Stew: SR3; Dam: 1D6; Att: 20%;
Thrown Pan: SR3; Dam: 1D6; Att: 15%
SHIELD:
Small (Pot): Par: 15%; Arm Pts: 5
SPELL:
Glamour

Room 3: Storeroom. Its arrowslits are fastened shut. It contains
weak beer and mouldy bread and cheese. Half a goat is also
here. There are some half-fletched arrows at the south end,
and at the middle of the west wall is a sack, half empty, of
seed grain worth 10 lunars a kilo. There are 20 kilos salvage-
able. -

13




JORTHAN'S RESCUE

TROLLKIN MAIN HOUSE

- —rH—
!

¥ - I
i T |

| 3 i |__las
P— T " L L

GROUND LEVEL UPPER LEVEL
each square = 1metre

Room 4: Strawroom for mules. A dark, dank room with a pile
of loose straw and some horseshoes. A very small gorp hides in
the straw: 10 hit points, 9 power points, does 1D6/hit.

Room 5: Common sleeping room for the trollkin. Contains
‘Winner, Loser, and Fool, who are gambling with dice worth
5 lunars, and have 50 lunars in piles on the middle of the floor.
There are 3 selfbows and 60 arrows racked on the walls, but
no armour, It is a semi-basement to house.

WINNER

RACE: Trollkin SEX: Male I 1/4 R
STR: 13;INT: 14;POW: 9 1/3 2/5 1/3
CON: 12; DEX: 12; CHA: 10;S1Z: 13 2/4
MOVE: 5 1/4 1/4
DEFENSE BONUS: 5% TOTAL HPS 12
WEAPONS:

1H Spear: SR5; Dam: 1D6+1; Att: 16%; Par: 20%; HP: 15
Shortsword: SR7; Dam: 1D6+1; Att: 30%
Selfbow: SR3; Dam: 1D6+1; Att: 25%
SHIELD:
Medium: Par: 20%; Arm Pts: 12
SPELLS:
Healing 1; Padding (2)

LOSER
RACE: Trollkin SEX: Male k
STR: 10; INT: 6; POW: 15
CON: 11; DEX: 13; CHA: 12;SIZ: 10
MOVE: 6
DEFENSE BONUS: 5%
WEAPONS:
1H Spear: SR5; Dam: 1D6+1; Att: 25%: Par: 20%: HP:15
Shortsword: SR7; Dam: 1D6+1; Att: 15%
Selfbow: SR2; Dam: 1D6+1; Att: 20%
SHIELD:
Medium; Par: 20%; Arm Pts: 12
SPELLS:
Countermagic 1

1/4 R
13 2/5 1/3

2/4
1/4 1/4
TOTAL HPS 11

Selfbow: SR3; 1D6+1; Att: 10%
SHIELD:
Medium: Par: 30%; Arm Pts: 12

Room 6: Guardroom upstairs in middle of upper floor. Contains
Grumpy, Nasty, and Wimpy, all trollkin, with selfbows. They
are on guard duty, and occasionally look out the arrowslits
on each side. They will stay upstairs guarding the prisoners

unless things get bad downstairs.

GRUMPY

RACE: Trollkin SEX: Male L 2/4 R
STR: 9; INT: 10; POW: 9 2/3 2/5 2/3
CON: 12; DEX: 16; CHA: 10; SIZ: 10 2/4
MOVE: 5 2/4 2/4

DEFENSE BONUS: 5%
WEAPONS:
1H Spear: SR5; Dam: 1D6+1; Att: 30%;
Light Mace: SR6; Dam: 1D6
Selfbow: SR1; Dam: 1D6+1; Att: 20%
SHIELD:
Medium; Par: 25%: Arm Pts: 12
SPELLS:

TOTAL HPS 12

Healing 2
NASTY
RACE: Trollkin SEX: Male B 2/4 R
STR: 9;INT: 9;POW: 4 2/3 2/5 2/3
CON: 11;DEX: 15;CHA: 11;SIZ: 10 2/4
MOVE: 5 2/4 2/4
WEAPONS: TOTAL HPS 11

1H Spear; SR5; Dam: 1D6+1; Att: 30%

Light Mace: SR6; Dam: 1D6

Selfbow: SR2; Dam: 1D6+1; Att: 25%
SHIELD:

Medium: Par: 20%; Arm Pts: 12
SPELLS:

Countermagic 1

WIMPY

RACE: Trollkin SEX: Male & 2/4 R
STR: 7;INT: 7; POW: 4 2/3 2/ 2/3
CON: 12; DEX: 12; CHA: 9;S1Z: 9 2/4

MOVE: 5 2/4 2/4

WEAPONS:

TOTAL HPS 12

1H Spear; SR5; Dam: 1D6+1; Att: 30%; Par: 25%
Light Mace: SR6; Dam: 1D6
Selfbow: SR3; Dam: 1D6+1; Att: 20%
SHIELD:
Medium: Par: 25%; Arm Pts: 12
SPELLS:
Countermagic 1

Room 7: Prisoner room. Door is trapped with deadfall with
spikes, 40% chance of hit @2D4. Hits first one through; if
party open door and wait a bit, it will fall without hitting
anyone. Location %: D10: 1-2 L Arm, 3—5 Head, 6—7 R Arm,
8 Chest, 9 L Leg, 10 R Leg. Jorthan is tied to bed A. His flail
and other property are in a pile next to it. Jellessa is on bed B;
she is drugged and will sleep for 12 hours. She will teach +5%
riding free to party if escorted to the pure horse (bastard) tribe.
Hidden under bed A is a flask of 3 doses of blade venom 2, and
under bed B a sack with 40 wheels, under a flagstone in floor.
Jellessa's broadsword and other property are in a pile next to
bed B.

JELLESSA TIGERBANE

FOOL

RACE: Trollkin SEX: Male L 1/4 R
STR: 11;INT: 4; POW: 11 1/3 2/5 1/3
CON: 11:DEX: 11;CHA: 11;S1Z: 11 2/4
MOVE: 5 1/4 1/4

DEFENSE BONUS: -10%
WEAPONS:

TOTAL HPS 11

1H Spear: SR5; Dam: 1D6+1; Att: 30%; Par: 20%; HP: 15

Shortsword: SR7; Dam: 1D6+1; Att: 20%;
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RACE: Human SEX: Female 1 —/6 R
SOCIAL CLASS: Barbarian —/5 —=/7T —/5
NATION & CULTS: Pure Horse Tribe; —/6

Rune Priestess of Waha the Butcher —/6 —/6

STR: 16; INT: 14;:POW: 19;

CON: 16;DEX: 17; CHA: 17;SIZ: 8
HANDEDNESS: Right

STRIKE RANK BASE: 3(2SIZ + 1 DEX)
DEFENSE BONUS: 20%

TOTAL HPS 16




WEAPONS:

Lance: SR4; Dam: 1D10; Att: 70%,; Crit: 3%; Imp:17%
HP: 15; Fum: 99+%

Halberd: SR3; Dam: 3D6; Att 50%; Crit: 2%; Imp: 12%
Par: 50%; HP: 12; Fum: 98+%

Broadsword: SR5; Dam: 1D8+1; Att: 60%; Crit: 3%;
Par: 30%; Fum: 98+%

Selfbow: SR1/7; Dam: 1D6+1; Att: 60%; Crit: 3%;
Imp: 15%; Par: 5%; HP: 6; Fum: 98+%

SHIELD:
Small: Par: 60%; Arm Pts: 8
SPELLS:

Healing 6; Dispel Magic; Dispel Spirit; Demoralize; Dis-
ruption; Harmonize; Glamour; Spirit Binding; 1Pt Small
Water Elemental; 1Pt Small Salamander (from Oakfed);
3Pt Divination; 3Pt Modify Moon (Makes it equal to
dark of moon; returns weres to human form.)

ABILITIES:

Sense Ambush 50%; Set Ambush 50%; Climbing 30%;

Oratory 60%; Riding 85%; Tracking 50%;
NOTES:

Follow Trail 50%; Read Pavis Trade 90%; Sartar 60% -
Spoken Only; Lunar 15% - Spoken Only; Spirit Tongue
60% - Spoken Only; Dark Tongue 10% - Spoken Only

EQUIPMENT:

Her armour, if she gets it put on, is cuirbolli with one point

of padding: Armour 4.

JORTHAN

RACE: Human SEX: Male i —/5 R
SOCIAL CLASS: Lunar Noble —/4 —/6 —/4
STR: 14;INT: 16; POW: 12 -/5
CON: 14; DEX: 12; CHA: 12;SI1Z: 14 —/5 —/5

HANDEDNESS: Right TOTAL HPS 15
STRIKE RANK BASE: 5(2 SIZ + 3 DEX)
WEAPONS:
Greatsword: SR6; Dam: 2D8+1D4; Att: 50%; Crit: 2%;
Par: 50%; HP: 15; Fum: 98+%
1H Spear: SR6; Dam: 1D6+1+1D4; Att: 50%; Crit: 2%;
Imp: 12%; Par: 20%; HP: 15; Fum: 98+%
Curved Flail: SR8; Dam: 1D8+1D4; Att: 50%; Crit: 2%;
Par: 20%; HP: 12; Fum: 96+%
SHIELD:
Medium: Par: 50%; Arm Pts: 12
SPELLS:
Healing 4; Countermagic 3; Glamour; Disruption; Blade-
sharp 2 i
ABILITIES:
Eval. Treas. 80%
NOTES:
Speaks Lunar 95%; Dark 40%; Pavis Trade 60%;
Alchemist Associate; Guild Member. Is member of a trade
family — they have a royal franchise.
EQUIPMENT:
His armour, if he gets it put on, is ringmail with one point
of padding: Armour 5,

Room 8: Shamus’s private quarters. The door is concealed,
but poorly; +15% on detect hidden object. It contains a large
bed, a decorative club, an extra coat of scale armour, a small
brazier with warm coals, clothing, etc. It also contains Stilletto,
the ogre who is Shamus’s lover, and the brains of the outfit.
She is wearing a necklace worth 600 lunars, and has a 2-point
power crystal.

Hidden under loose flagstones in the floor are a flask with
a sleeping drug (for mixing with victim’s food), 2D4 doses
good for 12 hours each, and a chest containing a snake (12 HP,
30% bite 1D4+1D6 blade venom, SR10, 30% defense) guarding
68 wheels and 3,200 lunars.

STILLETTO

RACE: Ogre SEX: Female L 5/6 R
STR: 15; INT: 17; POW: 18; 5/4 5/7 5/4
CON: 14; DEX: 16; CHA: 16;SIZ: 13 5/6
HANDEDNESS: Right 5/6 5/6

MOVE: 7 TOTAL HPS 16

STRIKE RANK BASE: 3(2SIZ + 1 DEX)
DEFENSE BONUS: 0%
WEAPONS:

DH Club: SR5; Dam: 1D12+1D4; Att: 30%; Crit: 1%;
Par: 30%; HP: 20; Fum: 97+%

Long Dagger: SR6; Dam: 1D6+1D4+BV2; Att: 50%; Crit: 2%
Imp: 12%; Par: 30%; HP: 15; Fum: 98+%

SHIELD:
Small: Par: 30%; Arm Pts: 8
SPELLS:

Bladesharp 2; Detect Enemies 1; Disruption 1; Healing 5;

Shimmer 2
NOTES:

Speaks Sartar 10%; Lunar 30%; Pavis Trade 60%; Alchemist
Skill is blade venom 2; natural skin armour 5 is her chaotic
power, plus dismiss elementals.

EQUIPMENT:

Has a 2 point power crystal, a necklace worth 600 lunars
and a wheel and 50 lunars.

Wants to join cacodemon cult.

Has a vial of 3 doses of blade venom 2,

She wears no armour, and looks harmlessly unprotected
(aside from her weapon).

ALTERNATIVEMAP FOR JORTHAN'S RESCUE SCENARIO
Or,’How to run the same scenario twice with some of the sam
people and get away with it.’

This is set up to eliminate the initial fight with the trollkin
guards in the first version, but to provide for two fights, one
going in and one going out. The party gets a chance to sneak
in and overcome Sleepy, the guard in the first cavern (Room 1
in the scenario key). If they fail, he'll flee in either direction
(choose randomly), and the party can either chase him and take
on the trollkin on that side only, or go the other way and get
trapped between the trollkin on the side they went to and
those on the other side, returning with Sleepy to deal with the
invaders. Assuming the party is smart and chase Sleepy, they
will fight their way into the first cave (5 or 9), which are trollkin
'sleeping rooms, each of which has three trollkin in (5 as des-
cribed in the scenario, 9 with the first three from the guard-
posts). When the fight starts there, the inhabitants of the next
room will come in (2 as described in the scenario, 3 as in the
scenario, except it contains Stilletto and the remaining three
trollkin from the guardposts). Note that rooms 2 and 3 have
secret doors leading to room 8, which is Shamus’s sleeping
room as described in the scenario. Room 7 is the prisoners’
room, as described in the scenario, with a door on each end
that the party can open with the keys that Shamus and Still-
etto have, or must force open. After the party has rescued the
prisoners, they can go out the other door, or back the way
they came (which is more likely). If they keep going, they will
run right into the other half of the bandits. If they go back
out the way they came, they will have to fight their way out
of room 1, which will then have the rest of the bandits in it,

trying to figure out what happened to Sleepy.
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Having decided to allocate some of the extra pages
of White Dwarf to a new Departmental Feature,

a look at the questionnaire suggestions (results
published in WD17) showed that many readers were
keen to try new D&D character classes. Refining
character classes is a difficult task as none must be
too powerful and none too weak; TSR are quite
right to keep ‘official’ character classes to a
minimum. However, in keeping with readers’ wishes,
we see no harm in publishing unofficial classes and
sub-classes, and hope that in playtesting them,
readers will send in suggested modifications,
additions or amendments for future publication.
Also, as with other Departmental Features, we invite
readers to send in their own submissions for
Character Conjuring. The classes should have as full
a description as possible, include an Experience
Table, list basic abilities, special abilities, weapons,
magic bonuses, etc. We have in the pipeline
Alchemists, Archers, and Black Magicians, so readers
should concentrate their efforts in other directions.
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erserkers are a subclass of fighters, representing those
warriors who concentrate upon offensive ability and
regard battle as an end in itself. They derive certain
special powers from their lust for combat, but are

weaker than other fighters because of their scorn for armour.

Berserkers are brave in the extreme and many regard dying in
battle as an honour. Berserkers are neutral in alignment, but
may be of lawful, chaotic, good, evil, or true neutral nature.
Only humans may become berserkers and a minimum strength
of 14, a constitution of 14 or greater, and a minimum dexterity
of 13 are required. If both strength and dexterity scores equal
or exceed 16, then a 10% bonus on earned experience is gained.,

For each level of experience, from first through ninth
inclusive, berserkers gain an eight-sided hit die plus two hit
points (d8+2). Thus at third level a berserker has 3d8+6 for hit
points, in addition to any other points derived from his/her
constitution score, From tenth level on, berserkers also gain
three hit points per level as do normal fighters. There is no limit
to how high a berserker may rise in experience levels. The
increase in hit point averages for berserkers is a result of pro-
tection granted by the berserker’s deity (if any) and high level
of physical toughness and endurance.

BATTLE LUST
Battle Just is a special power of berserkers, gained when he/she
decides to attack and has a target within striking distance.
Battle lust remains effective for 2-8 melee rounds, plus two
melee rounds for every level of experience the berserker has.
A fifth level berserker gains battle lust for 12-18 rounds, after
which attacks are made at normal rates per melee round. After
combat ends, a berserker cannot go into battle lust for the rest
of that day unles he/she rests for as many turns as he/she
spent rounds in combat, No berserker can withdraw from
combat once battle lust has been initiated, unless all opponents
are dead, battle lust ends, or no effective means of inflicting
damage on an opponent are at hand. A berserker could not
harm a gargoyle with a non-magical weapon, and so would
immediately attempt to locate a magical weapon, or otherwise
take actions to render the opponent dead or incapacitated.
Battle fust confers the following special abilities upon a
berserker:
1: Multiple attacks per melee round at normal ‘“‘to hit"”
odds, or normal rate of attacks per round made at +2 to hit.
Only one of these two methods of attack may be used during
a melee round though a berserker may alternate between
them from round to round. See the attack table for further
information and details.
2: Immunity to magical spells and psionic powers related
to will force, skrying, or control, and all forms of psionic
attack. This includes ESP, rulership, charm, command, be-
guiling, hypnosis, emotion, fear, scare, domination, empathy,
telepathy, invisibility (psionic form only), and the like.
Psionic blasts will not affect a berserker in battle lust, and
crystal balls, medallions of ESP, and other magical skrying
devices are likewise ineffective. No berserker may ever
possess psionic ability, as patt/e lust is a form of temporary
insanity that destroys all such sensitivity. Berserkers are
subject to all of the above attacks when they are not berserk

BATTLE-LUST ATTACKS PER MELEE ROUND

Normal “To Hit"” +2 “To Hit”
Level Attacks Per Round* Attacks Per Round*
Berserker 1-6 2/1 11
Berserker 7-12 5/2** T bl
Berserker 13 and up 3/1 2/1

This table applies to attacks using thrusting and striking weapons.
* — May be made with one two-handed weapn, one one-
handed weapon, or divided between two one-handed
weapons in either hand.
— B/2 —Two attacks are made in the first round, three in
the second, etc.
3/2 —One attack is made in the first round, two in the
second, etc.
‘When battling creatures with less than one hitdice (e.g., Kobolds,
goblins, O level halflings and men, etc.) berserkers in battle lust
strike twice for each level of ecperience thay have, per melee
round against such creatures.
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BERSERKER’S EXPERIENCE TABLE
S - T
e ‘ e
.
0-2,000 1 dg+2 Shieldbiter
2,001-4,000 2 2d8+4 Challenger
4,001-7,500 3 3d8+6 Destroyer
7,501-15,000 4 4d8+8 Foeslayer
15,001-30,000 5 5d8+10 Deathwielder
30,001-60,000 6 6d8+12 Scourge
60,001-120,000 7 7d8+14 Warmonger
120,001-240,000 8 8d8+16 Battlelord
240,001-500,000 9 9d8+18 Berserker
500,001-750,000 10 9d8+21 Berserker Chief
750,001-1,000,000 11 9d8+24 Berserker Chief
(11th level)
+250,000 points for each level thereafter.

WEAPONS

Berserkers may use oil, but poison use is dependent upon the
DM. They may use any weapons. A berserker may carry one
weapon in either hand if possible, and if he has multiple attacks
per melee round may divide the attacks as desired between the
two weapons. Hurled weapons (maces, hammers, spears, etc.)
may be cast at double the normal rate of fire during batt/e lust,
but missile weapons can be fired at the normal rate of fire only,
regardless of level or presence of battle lust. Berserkers are

initially proficient with four weapons, gaining a new weapons.

expertise with every three levels they rise in experience. A -2
‘to hit’ penalty is incurred for using weapons without pro-
ficiency. Berserkers attack on the fighter’s attack tables.

MAGIC ITEMS & ARMOUR

Magical items usable by normal fighters are also used by ber-
serkers, with the exceptions of all forms of magical armour,
and items that involve the use of psionic energy. Note that
berserkers may not use magical shields, bracers, rings, and
other items such as a lucksword that lower armour class. Magical
helmets, protective or non-protective, may not be worn either.
Only leather armour or furs will be worn for bodily protection.

LYCANTHROPY

Lycanthropy (in whatever form used by the Dungeon Master) is
in no way a requirement to be a berserker, and does not necess-
arily offer any advantages to the berserker. When insane or
in battle lust, a berserker with lycanthropy will assume were-
shape and become enraged, attacking all nearby, making two
times the number of attacks a lycanthrope normally does. In
this state, friends and enemies appear the same and both are
subject to attack. The berserker will, of course, be immune
to normal weapons, but not to silvered or magical ones.

HENCHMEN & HIRELINGS

Berserkers may not gain henchmen until they reach ninth level,
but hirelings may be gained at any level. Henchmen may be either
berserk fighters, berserk clerics, or regular thieves or assassins.
Berserkers do not establish freeholds as do regular fighters. Ber-.
serkers often travel wilderness areas, searching for loot and

combat. Note that berserk followers never check morale.

BERSERKER CLERICS

As noted in the Monster Manual, some clerics have berserker
abilities, Such clerics conform in all ways to the berserker
subclass of fighters, with the following exceptions:

1. No spell use is permitted if the berserker cleric initiates
battle lust, until such time as the batt/e Just ends.

2. When in battle lust, berserker clerics make two attacks
per melee round at normal ““to hit"”" odds, or one +2 attack
per round, regardless of level.

3. Only non-edged weapons may be used by the berserker
cleric.

4, Spell casting is made at the normal rate; this cannot be
hurried up in any way by the berserker,

5. Only deities representing war, combat, or physical prowess
may be worshipped. This includes such worthies as Crom,
Tyr, Thor, Odin, Ares, Mars, Athena, etc.

6. A minimum wisdom of 9 is required, in addition to the
strength, dexterity, and constitutional minima.

7. Experience progression is the same as for a normal cleric,
but for each level up to and including 9th level (High Priest),
substitute a d6+2 for a d8 of hit points.
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A C&é MINI-WILDERNESS SCENARIO

Suitable for 4—7 moderate to low-level characters

INTRODUCTION

The action is set in the forest west of the sleepy village of
Harlow, which lies on the Southern border of Arden in the
region of Southmarch.

With the conflict renewed between the Empire of Arch-
aeron and Arden, Earl Hawkston had summoned his knights
to Castle Guard. They then marched south into Archaeron,
and accordingly, Sir Henry, master of the village of Harlow,
had left with his squire and sergeants to serve his overlord.

However, two nights after his departure, an ogre, aware of
the defencelessness of the village, broke in killing a farmer
?nd his family and carried off their dismembered bodies for
ood, . .

The scenario begins the day after the incident, as the characters
arrive at the village. Lady Cynthia, holding the manor in her
husband's absence, has approached the party offering them
each 2—10 g.p. (varying with their numbers, ecperience levels,
wealth, etc.) for the slaying of the ogre, as she (rightly) believes
that it will run havoc in the area if not killed.

Assuming that the characters agree, they will be told to
start straight away (unless it is already dark). An old farmer
leads them through the fields to the edge of the forest at point
‘A", He tells them to follow the path until it reaches a bridge,
about a mile beyond which the path splits, the right-hand
path leading off into the forest, and the left-hand path to the
hut of a wise man, who the former believes can help the party
find the ogre.

Movement, Food and Encounters

Each hex is % mile (440 yds) across; using the guidelines and
the C&S Sourcebook, this approximates to 1 hex per 5 minutes
on paths and 1 hex per 10 minutes through forest, when walk-
ing or riding (NB if the party leaves the paths, check at the end
of every 24 hours to see if they are lost (p.108)). Contours
are gentle and thus have no effect on movement, and neither
do the streams, the crossing points being merely for con-
venience.

The characters can use their own supplies of food and
water and can supplement these by either purposeful
hunting/trapping (see Sourcebook) or simply killing animals
they encounter. They may also search for vegetable foods,
such as berries and nuts. All the streams can be drunk from.
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All hexes are forested unless marked otherwise, the woods being deciduous
type with a moderate undergrowth of shrubs and flowers.

For the purpose of this scenario, characters will only en-
counter wild animals, using the following guidelines:
On Path: 01-90 Small Animal(s); 91—00 Large Animal(s)*
Off Path: 01—80 Small Animal(s); 81—00 Large Animal(s)*
*re-roll if ‘Legendary Animal’ is indicated.

Roll every two hours, day and night.

B: THE WISE MAN

Following the left-hand path, the party will eventually arrive
at a small glade (‘B') bordered by the forest on three sides
and a stream on the fourth. The path leads through the glade
to a small log cabin surrounded by a vegetable and herb garden,
circles the cabin and leads off into the forest on the other
side. In the cabin lives Istacon, the wise man:

AGE: 60 CON; STR; DEX: 12

CLASS: Forester VOICE; APP: 9

EXPERIENCE LEVEL: 10 INT: 17
(Non-fighter) WIS: 19

ARMOUR: None CHR: 13

WEAPONS: Quarterstaff ALIG: 3

MKL: 5

CONCENTRATION LVL:22.9

PMF: 9.8

EXPERIENCE FACTOR: 20

MENTAL HEALTH: Demophobia and Claustrophobia
PRIMITIVE TALENT MAGICIAN

SPELLS: Circle of Protection, Detect Tracks, Find Direction,
Hold Small Animal, Hold Large Animal, Detect Life, Detect
Observation, Command Small Animals, Animal Messenger
See ‘Non-Fighter Table’ (C&S p114) for Body, Fatigue, etc.

Istacon will greet the party and invite them in for some bread
and gooseberry wine. He already knows what has happened
(if asked how, he will answer abstrusely, such as ‘I know many
things’), and suggests that the party go to the magical stone
pool and under the light of the moon, throw in a silver coin
and a sprig of hazel — if this is done, the pool will reveal in
a vision a clue as to the whereabouts of the ogre. To get to
the stone pool, Istacon tells them to follow the path out of
the glade ignoring the crossroads, to where the path splits in




two; here, he says, the party’s own wisdom will tell them which
way to go. He also tells them that the nearest hazel trees are
to be found % a mile to the north of the pool (NB He will
tell them how to recognise hazel, and if the party have no
silver, he will give them 1 s.p. from a pouch containing 10 s.p.
which he has hidden under his bed.)

C: THE TWO PATHS

Beyond the crossroads the path splits in two. Looking down
either path, the party can see that the left-hand path leads off
in a straight line through idyllic woodland with bright flowers
and strawberry plants growing on either side, whereas the right-
hand path twists and turns between dark and densely growing
oak trees and bramble bushes. Travel down the left path is at
normal speed, but travel down the right counts as though
passing through forest, as the briars impede progress and there
are many areas of boggy ground. However, the left-hand path
is the least safe of the two, for if the party travel down it they
will be attacked half-way down from behind by a raging wild
boar — they will automatically be surprised (NB This will occur
however many times the party use this path, and they will
always be surprised unless they use magick (e.g. spells of
detection).).

D: THE STONE POOL

The two paths rejoin and resume to normal conditions before
crossing a stream, beyond which lies a clearing in the forest
(point ‘D’), In the centre of the clearing is a megalithic stone
table consisting of two squat, pillar-like blocks supporting
approximately 9°X15'X7" high. The Stone Pool is a shallow
basin of rain water on the top of the table (and thus out of
sight from the ground) measuring 4’ across by 6" deep.

If the characters wish to use the pool’s magick, they must
collect a sprig of hazel from the area 2 a mile north of the
pool: assume that they will find the hazel tree copse if they
move into the hex.

The party may have to wait several hours (roll D6) before
there is a break in the clouds letting the moonlight fall onto
the pool. However, this will occur at least once during the
night after/of arrival. As the moon is reflected in the pool,
the characters must throw in the sprig of hazel and the silver
piece, both of which will sink to the bottom and disappear.
The pool then turns an absolute, non-reflective black. After
seven minutes a black and white image of a cave mouth and
then of a five-star constellation will appear and remain until
the moon is obscured by clouds (1—100 minutes later) or
until dawn, If the party look up into the sky, they will see the
constellation to the North-West of them; this shows the dir-
ection they should go, and the number of stars gives the number
of miles.

E: ONE-EYE’'S LAIR

Travelling North-West and presumably searching for a cave
of sorts, the party may chance upon this opening in the rock
set at the end of a small gully (point ‘E’), and believing it
to be the cave they are looking for, tempted to investigate.
The cave itself is dry, and tubular in shape at roughly 6" high
by 30 long. The floor is strewn with twigs, dead leaves and
numerous bones, for the cave is the lair of One-Eye, a grey
wolf packleader.

When the party arrive, the wolf will be out hunting and the
cave will thus be empty. However, he will return five minutes
after the party first notice the cave, and will not take kindly
to intruders (NB One-Eye has —10% hit probability due to
having only one eye.),

If the party should return to use the stone pool, the image
described in D will appear again. If they go back to Istacon
for further advice, he will tell them to go to the pool again
and look more carefully.

F: POACHER’S GROTTO

This is the location the party should have been.directed to
by the Stone Pool visien (i.e. North-West five miles from the
pool: point ‘F’). It is a small, dry cave, roughly triangular
in shape measuring approximately 12° each side by 7' high.
The entrance is placed at one of the apexes and is 4’ high

by 2' wide. The floor is covered with dry rushes and leaves,
apart from the area around the far left corner, where there
is a small, stone-enclosed fire with a billy-can hung above
it. In the far right corner, a cloak lies over a thicker pile of
rushes. Several rabbit skins hang from cracks in the wall.

The cave belongs to John Pebble, a poacher by profession:

AGE: 40 INT; WIS; APP: 10
CLASS: Forester VOICE; ALIG: 10
EXPERIENCE LEVEL: 7 CHR: 11
(Non-fighter) STR: 12
ARMOUR: Leather Jerkin CONDEX: 15

WEAPONS: Short Bow and 20
Arrows, Light Club, Dagger
MENTAL HEALTH: —
See ‘Non-Fighter Table’ (C&S p114) for Body, Fatigue, etc.

Having lived as a poacher for over twenty years, he knows
the area intimately, though he does not know of the magickal
property of the Stone Pool and steers clear of old Istacon
believing him to be a wizard of sorts, It is because of his know-
ledge of the area that he can help the party.

A week previously, John had just left his cave when he
saw the lumbering shape of an ogre pass through the trees
less than one hundred yards away. Overcoming his fear, he
had followed the ogre southwards to see if it was going to
stop near to his cave, However, after a few miles the ogre had
still not stopped, so John returned to his cave believing that
it would find the ruined tower (point ‘G’).

If the party mention that they are looking for the ogre,
he will tell them all he knows and suggest that they look near
the ruined tower, which, he tells them, is roughly eight miles
south from the cave. He will not aid them in the finding or
slaying of the ogre unless he is persuaded to do so (e.g. by the
use of magick, threats, heavy bribes (not of money) etc.).

G: THE RUINED TOWER

The tower is over three hundred years old and was once used
as a lookout post. However, it has been deserted for more than
two centuries, and through time it has deteriorated and the
forest around it has regrown.

All that remains of the tower is the ground floor and its
ceiling, which also acts as the floor of the now ruined first
storey. It is circular, with a diameter of 25’, the walls being
1’ thick granite and windowless. The ground floor is split from
North to South into two semi-circular rooms, with a doorway
in the middle of the dividing wall. The entrance to the keep
is opposite this inner opening (These are rough edged stone,
approximately 7' by 3° wide, with loose stones lying on the
inside of both. There are no doors; these have long-since rotted
away.). The spiral stairs up to the first floor are in line with
both entrances. All that is left of the first storey is a crumbling
1—3' high wall around the lower edge and several loose blocks
scattered on the floor (now the tower roof).

The only resident of the tower is Moribund the ogre, the
monster the party are looking for. He lives in the inner ground
floor room amongst the chewed and gnawed remains of his
many victims (NB He had to enlarge the doorspaces to get in,
hence the rough edges and debris.). If the party arrive during
the daytime, he will be asleep in the north corner on a thick
pile of sheepskins and torn clothing; but even if the party see
him, they will have a difficult time trying to sneak up on him,
for it is extremely dark and bones cover the floor. A lit torch
or lantern will wake him in any event. If the party arrive at
night, he will be out hunting, but will return before dawn.

MORIBUND THE OGRE

LEVEL: Variable, depending on party numbers and character
levels (suggest average of character levels + 1 level per 3
characters).

ARMOUR: Variable with level

WEAPONS: Light or Heavy Club

TREASURE: 30 s.p. on person, Copper and Silver as printed
on tables, Copper hidden loosely amongst bedding, Silver
hidden in crack under Stone Block (weight 160 Dr.) on
1st Floor.
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OPEN BOX

OPEN BOX examines Science Fiction and Fantasy games and rulebooks
anntly in the shops. The reviews have been written by eithar
independent authorities or members of the White Dwarf Test Panel.
Th_n summaries are the Test Panel’s opinion of four good and four bad
points of the game reviewed. The OVERALL figure, on a 1—10 scale,
rates the game itself taking all factors into consideration.

Please note that reviews carried out by people not on the Test Panel do
not receive a rating.

STARFIRE
Task Force Games — £2.95

Starfire is a tactical space naval game
designed for short engagements lasting
no more than two hours. It is an
interesting game, simple to pick up
with a great deal of potential for the
imaginative wargamer.

The game is played between
2 players, with options for 3, con-
trolling fleets of individual ships,
ranging from armed freighters to
superdreadnoughts. The ships are re-
presented on the board by counters
and on each player’s control sheet by
a series of letters denoting the various
weapons and miscellaneous systems
comprising the ship, e.g. each unit of
shield and armour are represented
by S and A respectively and so on. As
the game proceeds, hits on the ship are recorded by crossing out
these letters starting on the left with the shields, then the
inner systems. Certain weapons, however, by-pass these defence
systems, affecting more sensitive and valuable areas of the ship.

A minor criticism of the physical production is that some
of the ship symbols are slightly confusing, a fact which could
lead to mistakes in a large fleet.

Each game. turn is divided into 3 phases — movement,
combat and a tractor beam phase. This latter phase enables ships
to latch onto opponents, drawing them closer to be destroyed
or towed away. The movement system is reminiscent cf asea-
naval game. Spacecraft have turning circles and the facing of the
counters is significant. However, small ships are no faster than
capital ships. The small map, the 360° arc of fire and the long
range of the weapons make manoeuvring of little importance.
You can forget heroic destroyer attacks. This was brought home
to me recently when | attacked 2 superdreadnoughts with a
squadron of half a dozen battle cruisers. At long range | was
suffering damage, so in the best traditions of the Imperial Navy
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| decided to engage more closely — and was quickly annihilated.
That never happened to Beatty! As you can see the large ships
heavily dominate the game.

A lot of thought has gone into the combat system. The
scenarios in the rule book are obviously designed to show
the relationships between the various offensive and defensive
weapons, as they are unbalanced. The combat system can
get rather tedious when large ships are used due to the
method of recording hits and the large amount of die-rolling
needed. Each weapon is fired individually {and in the case of
missiles defended against individually). As a capital ship could
have a dozen or more weapons you can appreciate the problem.
In addition to the standard rules the designer (Stephen Coles)
has added a number of interesting optional rules. The game
board can be cut into 4 segments and used as a geomorphic
map. Firing can be prohibited to the rear of a ship, giving a
dead ‘space’, and some reason for manoeuvring. By far the most
interesting rules addition is an explanation of how to custom
build ships using a points system. This allows the tactical game
to be integrated into a larger strategic game or campaign. It is
great fun thinking up a tactical ploy and then designing ships
tailor made to carry it out.

| am impressed by the thought that has been put into this
design. For a small, inexpensive game it has enormous potential
and is good value for money.

Overall: 8 Gordon Paterson

MAGIC REALM
Avalon Hill — £10.95

Another fantasy role-playing ad-
venture game — with the advant-
age that a referee is not needed
to play. | first viewed the boxed |
Magic Realm with mixed emotions;
for £10.95 the quantity and quality
of the contents far surpasses other }
games of its ilk, and yet the game
seemed to be merely an adaptation
of FRP games in a ‘closed’ rather |
than the familiar ‘open’ format,
losing much of other FRP games’
variety in the process. Needless
to say this turned out not to be
the case. Although the use of inflexible rules does limit play
to a certain extent, the depth of the rules is such to make the
game enjoyable in its own right.

Magic Realm is in fact a boardgame and this probably con-
jures up visions of a static playing surface with fixed features
such as castles, dungeon complexes and temples. However,
Magic Realm’s unique board consists of twenty large double-
sided hex-tiles which in use may create thousands of different
maps, a new one for each game. Buildings are represented by
counters to cause even more variety. Movement is along the
roads, tunnels and hidden paths printed on these hexes —
the rules regarding placement of the map ensure that these
paths are continuous, eliminating dead ends and closed loops.

| was impressed by the combat and magic systems — a
great deal of thought has obviously gone into abolishing the
usual percentage-die-roll-to-hit system so characteristic of
other FRP games to introducing a comparatively simple tact-
ical system relying more on player choice of action than a
die-roll. During cdmbat there are three offensive options and
three defensive options; each offensive option will counteract
one defensive option (e.g. attack ‘smash down’ hits defense
‘duck down’) and, depending on other factors which also
rely on player choice, the attack will either kill, wound or
have no effect on the opponent. Magic may transform the
terrain or be used in combat or otherwise, and is based on a
system of ‘colour magic’ reminiscent of, but not resembling
SPI's game Sorcerer.




An essential in all boardgames is the need for quick and
easy reference to all data. The various charts and tables in
Magic Realm allow for easy accessibility: all necessary inform-
ation is clearly and logically presented. Similarly, rules clarity
and layout is all-important in a game of such complexity, and
Avalon Hill have used their familiar ‘learn a little, play a little
system found in Starship Troopers and Squad Leader. The
rules are oganised into seven ‘Encounters’, each one adding
more rules to the previous one, so that although it may take a
while, the rules are grasped thoroughly.

Whilst elimination of a referee also eliminates the common
arguments between Creator and minions, and frees another
player to adventure, there is no aveiding the fact that it also
does away with the scope of umpired FRP games. ‘All Hope
Abandon, Ye Who Enter Here, For There Shall Be No Pre-
viously-Unnoticed Crack In The Wall Just Wide Enough For
You To Escape The Dragon’s Breath!” There is only one alter-
native, and home computers aren’t yet that cheap. Quests
there are, and character advancement, although the sixteen
characters provided are inflexible, having four ‘levels of ex-
perience’ only. Players gain Great Treasures, Spells, Fame,
Notoriety and Gold in an attempt to outdo the others. Magic
Realm has all the hallmarks.

As a game, it excels. The programmed instruction by use
of Encounters allows the rules to be grasped slowly but surely,
and the colourful board and counters set the scene and create
the atmosphere. As a FRP game, D&D is a better buy, but
as a game Magic Realm has a flavour all its own.

QOverall: 7 Colin Reynolds

HIGH FANTASY —£3.95
FORTRESS ELLENDAR — £3.50

Fantasy Productions Inc.

Announced as ‘the ultimate adventure game’, High Fantasy is the
brain-child of Jeffrey C. Dillow and is marketed by Fantasy
Productions — a newcomer to the field, so far as | am aware.

HIGH FANTASY itself is a set of rules for a fantasy role-
playing game very much on the lines of D&D et. al. The booklet
has been carefully produced and is well presented, with eminently
readable text and tables. To the fantasy game aficionado, the
format is quite familiar — how to create your character, melee,
spell tables and descriptions, weapons and armour tables,
monster tables and descriptions, play examples and notes on
creating the milieu of the adventure. Magical items are hardly
mentioned, and the assumption appears to be that the DM will
prepare these himself according to rather loose guidelines.

Most of the rules are not the blatant copies of D&D/AD&D
rules which many of these spin-off games contain; the melee
system, for instance, is entirely different and relies solely on the
use of percentile dice — essentially, each character and monster
has a chance to hit and a chance to dodge, and it is the difference
between these which determines whether a hit has scored or not.
In fact this system-type pervades all the rules — it is a good

clean one which reduces the amount of arithmetic to an essential
minimum.

One section of the rules which will strike most D&D fans is
the monster list; every single monster has its counterpart (and
in most cases, the same name) in the D&D rules; it's a pity
more originality wasn’t brought into play here.

FORTRESS ELLENDAR is an adventure module designed
for use with High Fantasy but is easily adapted for other role-
playing games. Again, the booklet is attractive and well-presented;
the adventure is fully documented and there is a flow to the text
which is not noticably present in, for instance, many of the
Judges Guild ‘modules’. Apparently this is merely the first of
about half a dozen such adventure modules, and if the others
are as good as this one, they should be worth getting even if you
don't intend to play the High Fantasy rules.

However, as in the case of any new role-playing game
nowadays, any rating on review has to take account, not just of
objective judgement of the game but also of its likely impact on
a market which is already dominated (by D&D/AD&D in the
fantasy field, by Traveller in the sf field and so on). Whether
you are likely to enjoy the game-system is not entirely the point;
the question is — will the game-system contain enough material
which fits your personal taste to the extent that it tempts you
away from whatever system you are using at present, probably
D&D. | believe that the High Fantasy rules are too lightweight
and too limited for that. So my ratings are based on the degree
to which High Fantasy materials will compete with D&D or be
compatible with D&D and (in the case of modules) the degree
to which these make a significant contribution to material
which would be grafted onto a D&D format.
High Fantasy Rules: 4 Don Turnbull
Fortress Ellendar: 7

THE KINUNIR
Game Designers’ Workshop — £2.50

This is the first of a series of ‘official’
adventures to be produced by GOW for
Traveller players, the equivalent of TSR’
Dungeon Modules for D&D in the SF
sphere. Marc Miller and the rest of the
lads at GDW have obviously thought a
great deal about the amount and type of
information required by Referees in order
to run a Traveller adventure, for this is
a remarkably well-produced and com-
prehensive piece of work.

As GDW have emblazoned on the cover
this volume is strictly ‘For Referees Only’, For this reason it
would be giving things away to say much about the contents,
so | shall merely make one or two general comments. For
example, calling this an adventure is a little misleading, since in
fact it contains a number of adventure situations, and hints for
the Referee to construct more. The book’s worth is not there-
fore expended in one fell swoop. Both Referee and players will
get more out of the situations if they have integrated Mercenary
(Rule Book 4) into their campaign, though of course it is com-
pletely possible to play with just basic Traveller. Lastly, even if
your campaign has veered significantly from the standard rules,
very little of the material in The Kinunir will prove useless or
unadaptable. It is similarly useful to other SF role-playing
systems, and even if the Referee never uses the situations given,
it is worth purchasing as an example of cogent presentation of
all the necessary material for an adventure,

| refrain from giving this the maximum rating only because
GDW may well do even better in future — recommended without
hesitation.

Overall: 9 Bob McWilliams
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#ith the aid of wards, spell-casters may create powerful
¥ magical barriers, Wards are very hard, small, trans-
parent, stone-like objects. Non-magical means cannot

: destroy them, and they receive a saving throw of
10 vs. magical fire or lightning; such spells may not affect
some wards at all while their field is operating. There are four
classes, of increasing efficacy. Type One (Primus) is like a thick
plane of glass. Type Two (Secundus) is a thick cylinder. Type
Three (Tertius) is a three-sided pyramid. Type Four (Quartus)
is a cube. According to legends, a full set of a fifth type once
existed, but no man knows where. Each ward is two to three
inches in its longets dimension and weighs one pound.

Two to five wards of the same type must be used to create a
field. The shape of the field is a regular solid with the exception
of when two are used. Two wards create a plane, three create a
three-sided pyramid, four create a cube, and five create the top
half of a dodecahedron (a d12 cut in half with one number facing
directly up). The field created is as high as the distance between
each ward, and (except when there are only two) extends over the
wards to completely enclose the space. Maximum distances are:
two or three — 6% feet; four or five — 10 feet. The field looks
opaque and shining from outside, and like a light mist from inside.

Wards cannot be moved by any means while operating.

The maximum duration of the field is 8 hours, but it may be
dispelled at will by any of the activators, or by a dispel magic
spell cast by a sufficiently high level character: Primus can be
dispelled by a 9th level magic user or 8th level cleric; Secundus,
by an 11th level magic user or 9th level cleric; Tertius, by a 12th
level magic user or 11th level cleric; and Quartus, by a 14th level
magic user or 12th level cleric. Wards must be recharged before
they can be used again. This requires ten weeks divided by the
number of wards used. If five wards are used for a field and a
pentagram is drawn between them, they act as the next higher
type, e.g. Secundus act as Tertius. However, wards are very rare
and seldom found more than two or three at a time.

Whenever a wardfield is touched magically (except by a detec-
tion spell) or physically, all activators are silently warned, and
are awakened if asleep. Wardfields prevent certain creatures and
spells from passing through, inwards or outwards, except that any
spell of any level may pass out. If a creature is prevented from
going through a field, so are its manifestations such as breath, gaze,
etc. Manifestations are thus either totally stopped, or, if powerful
enough, they break completely through. No matter how often
things break through, a field remains in operation until dispelled.

Wards are activated by the casting of certain spells on them
while they are in position. The spells may come from scrolls,
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magic users, or any other possible spell casting method. All
those who cast spells to set a wardfield are the ‘activators’. The
necessary spells may be cast any time during the activation, and
if the activation is interrupted, it may later be resumed at the
point of interruption.

The following list includes ward type, activation type,
which must be cast (with possible substitutes in parentheses)
and the defensive capabilities of the field thus established.
(Magic spells of the level listed are prevented from entering the
field from the outside, no matter what the caster’s level,)

PRIMUS (5 minutes)

Activated by: detect evil, protection/fevil (protection/evil,
10° radius), shield (protection normal missiles), wizard lock.
Defends against: creatures up to and including one hit die
except those using +1 or greater armour, shield or weapon;
normal missiles; first level spells; those inside won't register
on detect evil/good; phantasmal forces won't be believed;
all inside/behind wardfield gain +1 on all saving throws; acts
as protection/evil vs, enchanted monsters.

SECUNDUS (10 minutes)

Activated by: protection/fevil, 10’ radius, wizard lock, dispel
magic, protection normal missiles (wall of ice/fire).

Defends against: as Primus capabilities plus: creatures up to
three dice except those using +2 or greater armour, shield,
or weapon; wraiths; those inside won't register on ESP.
clairaudience, clairvoyance, or wizard eye; second level spells;
illusions won't be believed; +1 missiles; and gives +2 saves for all
protected.

TERTIUS (15 minutes)

Activated by : wall of fire/ice, wall of stone/iron, fear (confusion),
dispel magic cast by at least seventh level MU,

Defends against: as Secundus capabilities plus creatures up to
five dice except those using +3 or greater armour, shield, or
weapon; undead up to and including vampire strength; invisible
or hidden creatures outside may be seen as though normally
visible; third or fourth level spells; +2 missiles; and gives +3
on all saves.

QUARTUS (15 minutes)

Activated by: anti-magic shell, wall stonefiron, repulsion (re-
verse gravity), dispel magic cast by at least ninth level MU.
Defends against: as Tertius capabilities plus creatures up to
seven dice except those using +4 or greater armour, shield,
or weapon; fifth level spells; +3 missiles; and gives +4 on all
saves.



Readers’ thoughts, ideas, views, and criticisms.
Letters to Editor WHITE DWAFIF Games
Workshop, Dalling Road, London W6.

LETTERS

PR DO B o

Dear WD,

| was very pleased to read The Magic Brush in White Dwarf 17,
as at that time | was starting to paint some 25mm figures.
When Sean Fuller said in The Brush that he'd rather paint
with a matchstick, well 1 went one step further, | used wooden
cocktail sticks, because their point is very useful for painting
eyes.

Yours sincerely,

Craig Robertson, Keynsham, Bristol.

Dear WD,

I am writing to congratulate and praise Lew Pulsipher on his
article Chronicle Monsters in White Dwarf 16. At the time
when | first saw them, the ur-viles looked excellent monsters
to use in D&D. Now, after reading The Chronicles of Thomas
Covenant, | think that they are not only excellent monsters,
they are also excellent translations from the books. When
| had finished the Chronicles | felt really inspired to try and
use them in a dungeon — | usually stick to the regular monsters
of the Monster Manual — and the fight which ensued was one
of the most enjoyable that | have ever experienced since |
started playing D&D. Then | placed a larger number in against
a much higher level party, and the result was equally enjoyable.
| have to conclude from this that Lew Pulsipher has done a
great job in making the ur-viles a practical proposition as far
as D&D goes, and also that he has made them into the best
monsters in the game, which are usable at any levels,

As far as any of the other Chronicle Monsters go, the only
other ones which | have tried are the cavewights, upon which
| can give no judgement for they were too strong when | placed
them on a first level. From what | could judge, though, they are
all excellent renditions of the creatures which | had grown to
love in the Chronicles.

While I'm in the business of praising Lew Pulsipher | think
| must also praise the articles which he wrote in the first few
editions of WD on D&D campaigns. Myself and my brothers
had only been playing for a couple of months when we first
read them, and although we thought that most of his ideas
were against our style of play, we can now see that his re-
commendations have given us practically all the bases of our
campaigns.

I would like to conclude by saying that | believe Lew Pul-
sipher ought to be given some credit for his articles which have
appeared in WD since the dawn of time (when it was first
published). Of course, credit also has to go to the others who
have given articles of great value also — Don Turnbull, Roger
Musson and Albie Fiore to name but a few.

So, you guys out there in the Outer Planes, please keep up
the great standard — for us boffins here you're all we've got!

Yours sincerely,

Malory Nye, Aberllefenni, Powys.

Dear WD,

In White Dwarf 17 Simon Downs complained about the
numerous different editions of the Monster Manual. Just reflect
on all those who have bought a first edition DM’s Guide, only
to find that the new second edition has two more appendices,
and such luxuries as the tables for Creatures Generated by a
Monster Summoning VII spell, and also a detachable playsheet!

But even now, those people who sit, smugly grinning because
they bought a second-edition DMG will soon be laughing on
the other sides of their faces as the THIRD edition comes
out, most probably with even more changes. As for Simon
Downs' comment that the apparent revision time for the AD&D
system was down to 9—12 months, it would now seem to be
more like 2—3 months.

Yours sincerely,

M.T.N. Gascoigne, Margate, Kent.

Dear WD,

| would like to comment on the night rider in the Fiend
Factory of White Dwarf 17. Most of us will instantly recog-
nise this creature as one of the most powerful and terrifying
to step from the pages of fantasy literature, and yet it is
insulted with a Monstermark of 54. The creature that could
control hordes of orcs because of the fear it instilled in them —
there is something wrong. | suggest the armour class be changed
to —1 and the hit dice to 13D8 plus 13. This gives a Monster-
mark in excess of 2000, more reasonable | think.

However, to me the Fiend Factory is a superb feature,
though | think the emphasis should be more on lower level
monsters, which will see more use in the majority of dungeons.
So can we have more of the svart, nasnas and githyanki types
please?

Yours sincerely,

Jonathan Barrett, Bournemouth, Dorset.

Dear WD,

| must take exception to the ill-conceived remarks of David
Bell (Letters, WD17) regarding dexterity and armour class. The
links beween hit points, armour class and dexterity are
obviously very important when dealing with the problem of a
realistic, yet simple to operate combat system.

Hit points reflect combat ability, extent of combat
fatigue, and luck in terms of damage sustained by the victim's
body. Someone with high hit points is lucky enough or skilful
enough to deflect blows away from vital areas of course, continual
minor wounding will result in progressive loss of hit points,
representing increasing battle fatigue, until the weakened
character’s desperate parrying fails and the victim takes a mortal
blow — or, in hit point terms, reaches zero or lower.

As David Bell points out, “If a creature is highly dextrous it
will dodge well”. But it does not follow that it will attack well,
as he suggests. My hobbit thief has an 18 Dexterity so he
dodges well, but only a 4 strength, which means he does not
fight well. A creature which is highly dextrous cannot necessarily
absorb a lot of damage. A low level thief may gain armour class
advantage, through dexterity, but his few hit points mean that if
he fails to dodge he will suffer greatly.

Furthermore, armour class advantages gained through high
dexterity will generally not apply when being shot at. The
extraordinary ability to dodge missile projectiles should be
confined to high level special characters, such as Monks. The eye
can follow the flight of an arrow, but cannot predict the point
of impact with any degree of accuracy. If in doubt, try
watching a beginners’ archery class and try to predict which
shots will hit the targets!

To sum up: hit points represent ability to sustain damage;
high dexterity represents ability to dodge blows. And long live
the 4 hit sneak-thief!

Yours sincerely,

Alan Paull, Luton, Beds.



TREASURE CHES

TREASURE CHEST is open for contributions relating to D&D
additional rules, character classes, magic systems, objects, tricks and
traps etc.
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NON-PLAYCR
CHARACTERS

EDWIN
by Julian Lawrence

4th Level, Neutral, Half-EIf Magic User:
AC10; 11HP; S5; 114; W9; C10; D8; CH10; Weapons: Dagger

This mage on discovering he was host to a warlock cat (WD170)
decided to drown his sorrows and now spends all of his time
totally drunk, and pestering people saying ‘Are you my friend’,
If the answer is ‘no’, he will ask again and again, but if it is
‘yes’ he will smile and tell them of their fate as his familiar’s
next meal.
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ADONDEL
by Will Stephenson

3rd Level, Chaotic Good, Half-Elf Thief:
AC8,; 13HP;810;19;W13:C15;D 14, CH13; Weapon: Longsword;
Treasure: 19 g.p.

Adondel is slightly taller than average, with dark hair and blue
eyes. He is the product of a meeting between a magic-user
and a drunken elf serving wench, who later became the mistress
of the mage. His father taught him the rudiments of magic use,
and the art of picking pockets, but was disappointed when
he chose the latter vocation. He was bitten by a mad dog
early in his life (but luckily survived), hence his fear of these
animals.

Upon leaving his parents, he did well in life until he con-
tracted a noxious disease from a mummy. A good church
was prepared to solve this problem, provided he worshipped
their god. He did so, and was cured, but is hounded by assassins
from his previous church, whose efforts to eliminate him he
has narrowly dodged several times. During one assassination
attempt, he was forced to commit triple murder and had to
flee the city. Since then he, with his mistress and son, has
been fleeing from kingdom to kingdom, his would-be killers
close behind.

He has understandably developed paranoid tendencies,
and is constantly on the watch for assassins, real or imagined.
Adondel makes what living he can from the occasional theft.

BROMOSEL (The Torch)
by Callum Forbes

2nd Level, Chaotic Good, Human Fighting Man:
AC6; 12HP; S17; 110; W9: C12; D17; CH12; Weapons: Handr
Axe, +2 Neutral Broad Sword; Treasure: 10g.p.

Bromosel is a tidy, cheerful and well-spoken 23 vyear old.
The third son of a successful tradesman and city born, he
stands 6'2", is of medium build and has red/brown hair, brown
eyes and a tanned complexion.

His sword is usually for hire to parties of generally good
alignment, who will find him to be a trusting and witty com-
panion, not above taking risks which might reward him (this
is how he came by the +2 sword). Unfortunately, he is also
a pyromaniac (see Dungeoneer Compendium) hence his nick-
name and his habit of collecting torches, lanterns, etc. He
can't resist fire and usually acts of arson follow him around.
He has managed to ‘accidentally’ burn down a tavern and he
is an expert on fire in general.

He has a flash pellet (one only) which is hidden in the seam
of his tunic sleeve to be used as a last ditch in emergencies
only. He is +2 on all fire-based attacks and +1 on saves versus
fire.

DOMESTUS
by Will Stephenson

2nd Level, Chaotic Neutral, Human Barbarian:
AC6; 22HP; S6,; 19; W8, C18; D17; CH10; Weapon: Longsword,
Treasure: Nil

A slightly short type, with dark blond hair and blue eyes, plus
a week's beard, he is of dubious parentage and frequents seedy
taverns. This barbarian is dirty, sweaty, and smelly — he breeds
all known germs. In one pocket he keeps his pet rat, “FANG",
and in the other an ever-ready pint of cheap ale, plus some
garlic to chew upon. Early in life, he learnt the art of fist-
fighting, and has a greater skill in this than most men, although
he prefers to use a dirty sword in his right hand, and a battered
shield in his left.

None but the cheapest inns will accept him as a lodger,
and he may fight rather than wash.



KELMAR
by Stephen Mills

3rd Level, Chaotic Good, Human Fighting Man,;

AC-1; 22HP; S17; 16; W9; C15; D16; CH12; Weapons: Battle-
Axe; Treasure: +1 Shield, Scroll of Protection from Lycan-
thropes, 357g.p.

Kelmar is at the moment trying to take part in some great
good to purify his alignment after he somehow got mixed up
with an almost totally evil party. He holds his alignment very
highly and condemns all evil (which didn’t go down very well
with the last party). He is a pessimist due to the fact that up
to now his luck has all been bad. There is one legend surround-
ing Kelmar which concerns a hobbit spirit; it is rumoured that
the medallion he always wears round his neck puts him in
constant contact with a halfling demi-god whom he freed from
a trap while he was still a boy. This is untrue and only arose
as quite frequently he makes contact with a halfling by the
name of Matado. The medallion is in fact the holy symbol
of his chaotic good god. His general appearance is not all that
stunning although he is slightly over-weight.

FRED, BILL & CHARLY
by Andrew Lucas

Ist Level, Neutral, Human Fighting Men:

Fred: AC7; 8HP: S11; 110; W12: C11; D8 CH10; Weapons:
Short Bow; Longsword; Treasure: 4 g.p.

Bill: AC2; 10HP; S10; 18 W9: C14; D11; CH7; Weapons:
Spear, Longsword; Treasure: 4 g.p.

Charly: AC4; 7HP; S13; 18 W9, C9: D9; CH12; Weapon:
Battle Axe, Treasure: 6 g.p.

Fred, Bill and Charly are an inseparable group of 3 Fighting
Men who tend to overshadow even the best of their masters,
and also to outlive them. Their main characteristic (one shared
by all of them) is their incredible loyalty but this is offset
by their ability to bungle nearly every task set, often involving
deadly traps, and while this usually kills off their hirers they
always seem to survive. They are all moustached (but not
bearded) men of average height, build, looks (and character-
istics!) with rather worn armour and weapons and numerous
battle scars. They are all jolly and friendly but with no sense
of style and can be quite troublesome due to their ability
to come up with ill-timed statements, e.g. “Is he dead?” (a
corpse with his head missing and 6 arrows in the back); “Are
you all right?"" (to a character who has fallen face down in
a 20’ deep pit full of poisoned stakes and vipers); ‘“What's
this do?"" (button marked “Danger Poison Gas Release”, which
is, of course, duly pressed).

GORNLI
by Andrew Lucas

3rd Level, Lawful Neutral, Dwarf Fighting Man:
ACS8; 18HP; S18(00); 113; W11, C13; D13; CH6,; Weapons:
+3 Hammer,; Treasure: 300g.p.

Gornli is a short, swarthy dwarf with a huge bushy beard and
large work-worn hands. He is lawful in the extreme, hating all
chaotics but with a particular disliking for Elves. He has a
violent temper and is given to hurling his +3 war-hammer about
at all and sundry once enraged. He is skilled as a weaponsmith/
armourer/blacksmith and is often found running a smithy,
where he is known to have used his anvil to ward off thieves.

His most notable feature is the absence of his right leg.
This is a legacy from the time when he worked as a dragon
keeper for the legendary lords of the Dragon lIsle. He is ex-
tremely knowledgeable about dragons and can converse freely
with them, often supporting their causes (slandering dragons
makes him very angry).

FELIX THE NEWSTELLER
bv Graham Brand

6th Leve!,'Neutra!, Human Fighting Man:
ACS8; 43HP; S15; 112; W13; C15; D9; CH16,; Weapons: Cudgel/
Mace

The Newsteller is a portly man, balding slightly, but in mag-
nificent health for his age, with that talent granted to only
a few of being able to cause a hush merely by entering a room.
He invariably wears coarse brown robes, and is accompanied
on his travels by his apprentice-boy, the tawny-haired Caspian.

At each town Felix makes his way to the best tavern, strides
up to the small platform usually provided for travelling jugglers,
tricksters, minstrels and the like, and raises his arms above
his head.

“Who will pay me for my news?!”” he booms in a voice
rich with years of laughter. The boy then goes round the inn,
collecting coins — silver, copper, electrum, even gold, all go
into Caspian’s hat. When enough has been collected for the
Newsteller's dinner, the sumptuousness being decided by the
quality of the news, Felix begins, and recites all he has heard
from neighbouring districts in the recent weeks.

Felix has been doing this for many years, travelling hard
and fast, but obviously while local news is always fresh any-
thing he has to tell of distant lands is necessarily months out
of date. Still, he and his creed are still the fastest and most
reliable news service available.

The purpose of Felix is to provide parties with information
vital to quests and dungeon adventures. Felix will always
require receipt of a hot meal and flask of mead, his profession
is his news.

MARTE TOLLOVOX
by M. Gascoigne

2nd Level, Lawful Good, Human Paladin:
AC3; 2HP:S16;112: W14, C9; D11, CH17,; Weapon: Longsword;
Treasure: 8 s.p.

Marte is 64 years old and decidedly decrepit. He is also very
jealous of the man he hangs around with, Roban Rodan (see
below). He envies the younger man’s success, piety and his
completely amazing luck. Poor old Marte has become mean,
cowardly and depraved in the time since he met Roban and
is in danger of losing his Paladinhood. He is particularly envious
of the younger man’s sword, and keeps staring at it, for the
only treasure he has managed to obtain is a Potion of Hill
Giant Breath that has evaporated anyway.

ROBAN RODAN
by M. Gascoigne

&8th Level, Lawful Good, Human Paladin:
AC3; 51HP; S17; 114; W16, C14,; D14, CH18; Weapon: +5 Holy
Sword; Treasure: 11s.p, 4 c.p.

Roban is 29 and incredibly handsome. He is a born leader and
has done very well in the world. He feels sorry for old Marte
and attempts to arrange quests in an attempt to cheer him up,
but all these seem to do is depress the old man even more.
He has a warhorse called Congqueror and often goes riding
him with Marte in tow on his own tired out nag. He is so brave
and courageous and good looking and dashing and pious, he
is almost a crashing bore.

For next issue, we invite readers to submit non-magical items
of interesting but dubious use e.g. a Whistle of Pig Calling
or a Jar of Jellied Stirge Repellent. Costs in g.p. or s.p. should
be given along with all relevant details.
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tis turn 17 and the position looks very bad. The Computer

has just informed you that Berserkers have landed on three

of your planets and are slaughtering the populations there.

You are also under attack in four areas by the GROMON
empire, and the vitally needed fleets bringing in raw materials
have been ambushed by pirates at World 115. Moreover even
your home planet is at risk as a religious maniac known only
as ““The Apostle” has converted almost half your population
to his own pacifistic religion. A few more converts and your
own people will disown you. And if all that wasn't enough,
there’s some nut outside your office door waiting to see you
to try to buy something called “The Lesser of Two Evils”
for 1,000,000 credits. It has been a bad day.

Does that sound like the ultimate gamer’s nightmare or the
sort of SF game you read about in books? Well, thanks to
the “computer revolution™ it is neither. The situation outlined
above could happen to anyone of several thousand people
who are currently playing a Computer Moderated (hereafter
known as CM) wargame. STARWEB is probably the most
popular of many such games now on the market and it is
almost certainly the first one to provide literally massive
amounts of unique information to each player.

CM gaming began back in the late 60’s (Remember the 60°s?)
with a company called Flying Buffalo Inc. (FBI). FBI! then
was running a simple CM game called Nuclear Destruction,
which was so popular that it led to the programming of a second
game Battle Plan. Both these games have retained their pop-
ularity over the years but it is with STARWEB that the hobby
has really taken off.

So what is different about a CM game? Well, firstly it is the
amount of information provided for the players. All CM games
are played by mail (PBM) and, as such, have a slight resemblance
to Diplomacy, itself probably the one PBM game of which
most gamers have heard. In Diplomacy, however, the amount
of information given to the players is very small. So small
that it can all be duplicated on one sheet of paper which is
circulated to the players. There is no secret or unique inform-
ation; every player knows what every other player ordered.
With a CM game it is different. For example, in Nuclear Des-
truction the production that each player orders his country
to make is secret and only by utilising spies can other players
find out a little of his plans. In Battle Plan there are production
schedules for everything from aircraft to missiles, navies, and
industry — and all this is secret. Moreover when play reaches
turns 14/15/16 in STARWEB the sheer volume of unique
information being put out would effectively rule out running
the game without a computer to handle the data. For example,
a player in a current UK game of STARWEB is on turn 17
and has 95 separate lines of highly compacted information to
soak up. Try typing that 15 times, because that is how many
players there may be in a game of STARWEB.

You may have gathered by now that CM games are both
complex and expensive. Well this is true. A TURN fee (not a
game fee) for STARWEB now costs £1.30 in the UK and $3
in the USA, Admittedly Battle Plan is “only’ 75p and Nuclear
Destruction 25p, but with a game possibly going on for 20
turns, or two years real time, that is equivalent to a night out
for half a dozen people! But in terms of sheer play value the
CM game takes a lot to beat. Certainly the early turns of
STARWEB will take players little more time to work out than
a turn of Diplomacy, but by the time a player reaches the
middle game he will be spending probably two evenings working
out one turn. And loving every minute of it! Indeed some
computer programmer players in the UK have been known
to write their own programs to handle their games.
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by Chris Harvey

The term “‘Computer Moderated’”’ tends to put people off
this growing side of the hobby, but unnecessarily so. A player
need have no knowledge of computers to play the games, and
indeed most players haven't even seen a computer, CM gaming
could be one of the biggest growth areas for wargaming in the
next few years. STARWEB, for example, has already spawned
a similar game called PELLIC QUEST which is even more
expensive, and many companies in the USA are bringing com-
puters into their PBM systems for record keeping. Flying
Buffalo could justifiably be called the leader in the field today
and they are working on a new gigantic Space Battle game
with 40 players per side.

So the future for CM gaming is bright indeed. So far in the UK
there are no professional games being run of this nature, but
it can only be a matter of time. Note the use of the term “pro-
fessional’. There are, unfortunately, plenty of amateur hacks
who will promise to run a CM game perhaps manually. And
for a few turns they may do just that. After about 10 turns
of a game like Battle Plan though, let alone STARWEB, you
can be fairly sure that the drop-out rate among amateur games-
masters would make Diplomacy magazine editors look like
bank managers in terms of reliability.

So if you like what you've read, then save up your pennies,
cross those empty evenings off your diary and jump into the
new hobby of CM PMB,

The Final Frontier? Not by a long chalk.



. . . TSR continue to expand their num-
ber of products. Hot off the D&D pro-
duction line comes The Rogues Gallery,
a booklet of pre-rolled NPC’s; Non-

Player Character Records, which are
blank sheets for the referee to record
NPC details; Permanent Character Folder
& Adventure Records, for players to keep
an accurate record of their favourite
characters; and Module C1 -The Hidden
Shrine of Tamoachan, the first official
AD&D competition dungeon . ..

. . .Judges Guild have released Viridistan,
The City State of the World Emperor,

Molten Magic takes a look at some of the new
science fiction and fantasy figures which are
becoming available. The code letters and
numbers shown on the photographs are purely
for identification purposes and not those
used by the manufacturers. The manufacturers’
codes are shown in brackets after the title
of individual figures.

. Ral Partha

. Djinn (ES69)

. Armoured Giant (ES67)

. Asgard Miniatures
. Barbarian (ADAS1)
. Female Magician ([ADAS3)

. Superior Models
. The Invincible {TS01)

. Citadel Miniatures

Young Dragon (FF55)

. Giant Snakes (FF57)

. Mummy (FFB0)

. Giant Frog (FF56)

. Skeleton Warrior (FF52)
Left Handed Fighter (FA26)
. Amazon with Sword (FA27)
Amazon Priestess (FA28)
9. Houri with Dagger (FA20)
10.Large Beetles (FS41)
11.Large Spider (FS40)
12.Rats (FS48)

13.Large Slug (FS46)

14.Large Bugs (FS42)

WVNONBWN=SE =0 N=0 N=

H attack on a human frontier

a massive 3 book, full colour 34" x 22"
city map and 2 22" x 17" wilderness
maps playing aid for D&D; Inferno is
a dungeon for AD&D and enables the
referee to send his players to Hell; The
Treasure Vaults of Lindoran is a dungeon
in which players search for the fabulous
treasure of an elven king; Duck Tower
is a Runequest scenario based on a ruined
citadel . . .

. . . The Chaosium have just released All
The World’s Monsters Vol 1ll which
includes details on how to convert
monsters to Runequest, Also new is
Foes, a statistical profile of 1200 Rune-
quest monsters . . .

. . . SP! continue to increase their SF/F

§ range with John Carter of Mars, the game
{ of the books; Time Tripper with an

journeying through
involving an alien
planet;
Against 4 Worlds being a battle game in
outer space. Also new is their own SF/F
magazine, Ares . . .

. . . Games Workshop have announced
the dates of their two conventions,
Dragonmeet 11l will be on 2nd August
at Chelsea Town Hall, and Games Day "80
will be on 27th September at the Royal
Horticultural Hall . . .

. . . Phoenix Games have released a sam-
urai role-playing game entitled Bushido.
They also have three more FRP scenarios
for future release: The Courts of the
Uncrowned Kings, The K'nai Gorath, and
The Demon Pits of Caeldo . . .

American soldier
time; Worldkiller

. .. Games Workshop have announced the
forthcoming release of four boxed games.
Continuing with their heavy involvement
with SF/F, the titles are Valley of the
Four Winds, a hex-gridded fantasy battie
game based on the story of the same
name serialised in White Dwarf; Warlock
is a card and boardgame of duelling
wizards; Dr Who has been licenced from
the BBC and is a boardgame in which
players travel through the cosmos in
search of the Key of Chronos; and an
updated version of the currently out of
print nuclear wargame, Warlord, which
will be released under a new title. Antici-
pated release date is September . . .
. . . The Empire Strikes Back, the |atest
episode in the continuing Star Wars saga,
has been released and carries on where
Star Wars left off, Creator George Lucas
now plans to make Star Wars into a nine
part series in three trilogies, each con-
cerned with a different period in the Star
Wars universe. The original Star Wars and
nowThe Empire Strikes Back are episodes
4andb...

Next Issue:

DUNGEONS &... DRAGOONS? - Historical
troops for D&D

GRAKT'S CRAG - A D&D mini module

STAR PATROL - Scout Service in Traveller

FIEND FACTORY

TREASURE CHEST

CHARACTER CONJURING

OPEN BOX
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CLASSIFIEDS

Magazines

White Dwarf, Fantasy and Wargames magazines are available in Bourne-
mouth from G, Baines (newsagent), 2—4 Richmond Hill; D. Gritten,
131 Richmond Park Road; and ‘‘Moonraker’’, 5 Grand Parade, High
Street, Poole, Dorset.

Wanted!
Wyrms Footnotes Nos. 1—4. Name your price! Write to Mitch Ferley,

436 Truro Street, Penticon, B.C.,-Canada V2A 4C7.

Wyrm's Claw

Britain's answer to axe. Issue 1 out in June. All role-playing games,
monsters, NPC’s, Dungeons, etc. 32pp, A4 size, high quality print - 60p.
Contact: Lazarus, 37 Fanshawe Crescent, Hornchurch, Essex (Tel:
Hornchurch 54819).

The Wanderer

A new role-playing ‘zine, devoted to all RP games, Issue 1 now available
from A. Kells, 50 Montgomery House, Claremont Rd., Seaforth, Liver-
pool, L21 1AU, Price 60p including postage, and includes: a Runequest
scenario, DM's guide to Headhammer's House, a solo dungeon, and
much more!

Job Wanted

By male (20). Intelligent but a bit inept; well up on basic D&D, Traveller,
T&T, and wargames in general. Knows a lot about SF/F literature; writes
good english; try anything interesting, In Scotland maybe? Please write to
Box 01, White Dwarf, 1 Dalling Road, London W6.
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Clubs, contacts and events can be advertised once at no charge up to a
maximum of 40 words. Further insertions at the rate of 5p per word.
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D&D Christchurch, (Dorset)

Experienced Player/DM would like to contact group or players for
8 — 12 week campaign Mid-June to September. Contact: Steve, 17 Stoke
Lane, Westbury-on-Trym, Bristol BS3 3DP or Phone 0272 505656.

Games S

E_

e | THE MIDLANDS' PREMIER GAMES SHOP
Fantasy, SF & Wargames.

Clubs, Contacts

A contacts and clubs list is being started in the Leicester area. Could
all wargamers who are looking for contacts, and all clubs, send details
and addresses to Robert Harrison, 17 Canon Close, Oadby, Leicester,

Traveller Swindon

Am running a Universe in the Swindon area and am looking for players.
Anybody interestel please contact: Ken Mardle, 3 Chester Street,
Swindon, Wilts.

Is Anybody Out There?
14 year-old player of D&D and Arduin Grimoire seeks exchange of
ideas, rules, monsters, etc. Contact: Edmund Chattoe, 318 Raeburn
Ave., Surbiton, Surrey,

Wanted

To buy or borrow, the Tekumel Journal from issue 2, and also a copy
of The Book of Ebon Bindings. Contact: Christopher Dodd, 8 Skipton
Road, Silsden, Keighley, BD20 9JX (Tel: 0535 563127).

Starbase
Does anybody know where | can get Starbase Scenics in this country?
Please write to Nick Middleton, Camway Cottage, Cameley, Temple
Cloud, Avon.

Dungeons Convention

To be held around July/August. Potential attendees or dealers should
write to IlliCon, lllinois Fantasy Fellowship, 727 Brummel Street,
Evanston, |llinois 60202, USA.

PacifiCon

Golden Gate Gamers will again be presenting PacifiCon at the Dunfey
Hotel in San Mateo, California from 30th August to 1st September
198B0. More information from David Hinkley, PacifiCon, PO Box 5833,
San Jose, CA 95150,

Wanted
Details of Samurai, Healer, Berserker, Alchemist and Aborigine, Also
rules for MCG’s Hymenoptera. Please write to Jules Lawrence, 18 Weet-
wood Ave,, Leeds 16.

Terrier 80

North Cheshire Wargames Association will be holding Terrier 80 on
26th and 27th July at The Armoury, Greek St., Stockport, Cheshire.
D&D and trade stands will be featured.

Thungeons & STARSHIPS (T0

pecialists

45 Summer Row, Birmingham B3 1JJ.
021-233 1302

Our range of games is
too wide to list but we

panies & most minor
ranges. D&D is a specia-
lity, full range TRAV-
ELLER in stock as well
as the latest SPI &
Avalon Hill, Telephone
for further information
(or send SAE for our
catalogue).

the Battleline games bel

LEON AT WAR’ (SPI)
£6.50.

some of short life such as

and some permanent such
as ‘WAR OF THE RING’
(SPI) @ £6.95 & ‘NAPO-

If you wish to order by mail: UK Please add 10% post & packing,

On most items we charge P&P at cost and yvou will be credited
have acomplete stock of We a_lwavs have a rar_lge of with any difference. For single magazines please enclose a large
all  major game com- special offers available, stamped, self-addressed envelope.

Why not order with ACCESS or BARCLAYCARD, either
write details as shown below or telephone your order, giving
your Card Number, Name (as shown on your card), addrass and
order.
Written ACCESS/BARCLAYCARD order:—
To ACCESS/BARCLAYCARD:— | authorise you to debit my
ACCESS/BARCLAYCARD Account with the amount of £
My ACCESS/BARCLAYCARD Number is
Name (as on ACCESS/BARCLAYCARD)

Cardholder’s Address

ow

@

(Block Caps)

Trireme

28

Please mention WHITE DWAR

—H — e

MINIMUM ORDER BATTLELINE GAMES.

accepted is now set This company have now ceased game

at £2.50. Orders for 2 p;oductior_!u & I_:I['n'i)lfoliowing are al one _waym

less will not be met that are still available:—

& will be sent back, ? Airforce/Dauntless Expansion, last Fleet Stl"eet

after deduction of 1 TRty A PTG R Pl et - SAPAA (e SRRy P

return costs. Alpha Omega .... mﬂuﬁs
Dauntless ......... Monpay - SATURDAY
FHt TOD o oaimistisne my 5 s wosnsivin s : 10,00 -5,30pm
Fury In The West (Shiloh) ............. £5.95 m
Insurgency —— e,
Machiavelli
Shenandoah
Viva Espana Li One] St

Newhall Street

qJONe wa

F when replying to advertisements




By Paul Karczag. The official ADVANCED DUN-
GEONS & DRAGONS tm tournament dungeon from
Wintercon VII, based on available maps and phot-
graphs of Hedingham Castle in Essex, England. 48
pages long with full-color, heavy-duty cover, the
“dungeon” contains the key to a magic book; this
key is the subject of a quest by the players. Five
detailed dungeon levels with keyed rooms and secret passages
are provided, as is a list of pre-rolled characters from the
tournament. These characters are mostly members of a
thieves’ guild, a spoof of the old private detective sagas, led
by Sam “The Spade”. Also included are some new magic
items such as magic card decks, and a labyrinthine set of
caverns beneath the castle (also keyed and populated). This
product has been officially approved for use with ADVANCED
DUNGEONS & DRAGONS tm. $4.00U. S.

Judges Guild

1221 N. Sunnyside Road
Decatur, IL. U.S.A. 62526
Ph. (217) 4221930

U.K.. Customers contact:
Games Workshop
1 Dalling Road
Hammersmith, London
England, W6 0JD.

Please mention WHITE DWARF when replying to advertisements
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Games......

50-54 MANCHESTER ST., LIVERPOOL L16ER Tel: 051-236 2605

OPEN: Mon.-Sat. 9am to 5.30pm

) R
FOR WAR FANTASY AND SCIENCE-FICTION GAMING

BEARHUG GAMES all ot £2.25

ZULU SERIES:

Rorkes Drift: Melee and meale bags

Naka. Ethnic unpleasantness

isandhiwana: Gallamt Brits, wictorious Zulus
Ulundi: Imperial revenge, Zulus crushed
SAMURAI SERIES:

Bushi: Sword v Sword, Acupuncture the hard

way
TOURNAMENT SERIES:
Jousting. Lances and lists
Melee: Dismounted combat
GLADIATOR SERIES

Men v Animals

Men v Men

FOREIGN LEGION SERIES:
Moulay Ishmael; Desert wrongs
Macta: French follies

BEARHUG FRP AIDS

Treasure Chest, Die-cul counlers repre
senting typical dungeon treasure items. Zip
locked | | £1.95
Treasury, Die-cut coonters of wvarous
denominations of dungeon money Zip
locked £2.
Accoutery, Typical dungeon weaponry reg-
resented by die-cul counters Zip-locked£2.95
Compleat Trove, A combination pack o
the above three Zip-locked ag;
The above stems are intended for use in FRP
games 10 allow a quick and accurate record 1o
be kept of items characters carry or hnd

TUNNELS & TROLLS
FANTASY GAMES SYSTEM

Fantasy role playing at a reasonable price:
Tunnels and Trolls Rules (revised edition)
£3.50

..£1.80
£1.80
£1.80
£1.80
£1.80
£3.50
£2,40
£2.40
£2.256

Naked Doom, Solo Dungeon ...
Sorcerer Solitaire, Solo Dungeon ..
Buffalo Castle, Solo Dungeon
Labyrinth, Solo Dungeon......
Deathtrap Equalizer, Solo Dungeon
City of Terror, Solo Adventure. ...
Sword for Hire, Solo Dungeon ..
Dargon's Dungeon, Solo Dungaon
Beyond the Silvered Pane...
Arena of Khazan ..
Wierdworld, Solo Dungeon .
Overkill, Solo Dungeon
Dungean of the Bear, Levels 1, 2, 3,
Reterees Dungeonseach .............oovr0ree
Uncle Ugly's Underground,
Referea’s Dungeon ..

Goblin Lake; Solo Adventure.
Sorcerors Apprentice Mag
Issue 1, 2,3, 4 each

DUNGEONS AND DRAGONS

D&D Basic Rules .. ...£2.95
D&D Advanced Plavefs Handbook — more
details on Characters. Levels, New Classes,

Spells etc. Softback............... .£4.45
Hardback. . ..£8.9F
D&D Advanced Monster Manual — over 350

Maonsters and their characteristics

D&D Boxed Set - Basic Hules, Dice Sat anc

B1(Complete Adventure|. ... ... £7.50
D&D ADVENTURES
G1 Module (TSR] - Hill Giants Lair...........£1.95

G2 Adventure in the Glacial Rift of the Frost
Giant Jarl ., £1.95

G3 Hallof the Fire Giant Klng £2.26
D1 Into the Depths of the World £2.25
D2 Shnne of the Kuo-Toa £2.26

D3 Vault of the Drow £2.75
B1 IinSearch of the Unknown-complete begin-
ners Dungeon £2.50
S1 A Testing Trip with the Emphasis on
Thinking out Probiems rather than just
Bashing Things £2.50

MORE AIDS AND E

DUNGEON FLOOR PLANS £299
D&D CHARACTER SHEETS . £1.50
D&DHEX SHEETS £1.50
POLYDICE SET £1.50
2x DB 50p
2xD10 . 50p

3% D6116mm, 1 each red, glasn and whitel
ZOCCHI UNINKED POLYHEDRAL DIC
1)

SET
HEX SHEETS 270mm x 400mm (16mm
hexes) 10 for 30p

Korsun Pocket — by People s Wargames Four
maps, 2.400 couners, operaticnal game of
the 1944 Barttle in which two Soviet Tank
Arries encircled B0.000 Germans. A recent
Military Modelling review said Korsun Pocket
“i15 a dehinite must for the World War || gamer
who likes a brg game ™’ £14.95

Trade Enquiries Waleom for all kems above this line

MARSHAL ENTERPRISES
LA BATAILLE D'ESPAGNOL-TALAVERA
300 counters, 34 x 44" map, chans retfer
ance sheets and 2nd editon rules

£9.85 post paid

Diplomacy £6.95
Kingmaker £7.75
Sorcerors Cave, Advanced Cards; New £2.76
Mystic Wood, New £5.95
Englsh Covil War £6.75
Imperial Governar/Strategos £6.75
Sorcerors Cave. . £65.95
Duplicate S C Area Cards {60) £1.75
Duplicate S C Hazard etc Cards £1.25

MICRO-GAMES £2.20 sach
Annihilator/One World: Two complete games
for the price of one Separate maps. Specual
Offer......... . E1.75
HotSml Batﬂa una multen planet ...£2.20
Also available; G.E.V., Ogre; Chitin 1; Melee;
test; Warp War; Rivets: ica, lee
War, Black Hole; Sticks and Stones; Holy
War, Invasion of the Air Eatars; Wizard.

SELECTED GAMES FROM SPI

The Creature that ate Sheboygan; Smash hit
capsule game.
Death Maze. FI ps

Demons: Wizard combat board game
Medieval Quad.. £11.
Commanda: Historical or role- plawng tactical
combat .. .E£10.95
Crty-F-gm Contempornrv urban combat
N IOVBS. i L st £13.45
North Afnica Quad, Cauldron (Gazala) Crusader
(Tobruk)  Kesserine and  Supercharge
|Alamen) £7.95
Panzer 44 Tactical Armoured Combat in
Europe 1944 .. .£5.95
Seslowe* Invasion of Britain 1940.. ... £5.95
Sniper House to House Fighting in WWII,
Simultaneous Movemeant. £6.95
Mech War ‘77 Tactical Armoured War. £5.95
Sinai* . Arab-israsli Wars 1966-73 £5.95
Fulda Gap. NATO vs. Warsaw Pact £6.25

“War of the Ring'': Large Campa»pn Game
from Tolkien's Book ... £8.40
Gondor*- Siege of Minas Tirith .
Middle Earth®. War of the Ring,
Sauron in one Box...

Outreach 30th Csnlnw Spacs War Cclomza
tion and Exploration..... .. ...£5.,95

Sauron® Battle for the Fllng £4.95
Starforce. Interstellar War 25th Cantury,
Strategic/Tactical £5.95
Starforce Trilogy  Starforce, Starsoldier and
Outreach : £11.95
Starsoldier Individual Combat in the 25th
Century . . £5.95

W War I Grand Stralaguc Level . £6.95
West Wall Quad. Arnhermn Bastogne, Hurigen
Forest and Remagen £7.95
NATO Soviet Invasion of Europe £5.95
W Warll- Global Warinthe 1970's £5.95

ADVANCED DUNGEONS & DRAGONS

"GDW Selected Games

Drang Nach Osten, Zip-locked £10.95
LaBataille de la Moscowa, Boxed £16.50
Road 1o the Rhine, Boxed .
Blood Tree Rebellion, Boxed, SF £9

Marita-Merkur, Boxed
White Death; Boxed
Operation Crusader; Boxed

Meltennr\r (Traveiier Book 4] - Mare Rules, information
- £2.90

WE STOCK THE FULL RANGE OF SPI, AH., GDW,

0OSG GAMES ALONG WITH ALL OTHER MAJOR

[AND MOST MINOR] PUBLISHERS OF WAR, FAN-
TASY & S.F. GAMES

£9.956
Now available in Hardcovers
RECOMMENDED GAMES
Strike Team Alpha SF man-alen combat
Either a board or figures game £3.95

Star Fleet Battle Manual' Each player captains
a Starship—baldly £3.95
Dune. boardgame of the book War and
Peace,.... .£10.60
Magic Realm’ Supnrb FRP board game £10.60
Wuard s Quest: Great family fantasy DE;TE

Squad Leadaf Supeer\."U'h tactical garr\gea i

Crossof lron: Mustbe usedwith S.L ... £8.46
Crescendoof Doom, S.L ... v £10,60
Sopwith: WWI air combat — L£7.45

Algha Omega Ship to ship space halltasﬂl 95

Shenandoah; Excellant ACW campmgn
game.. £7.45
Mig Killers: Post- WWIlair combat. .. £3.50
Aobert the Bruce  Caledonian cracker  £6.00
Aunequest Excellent F A P system . £7.95

Cults of Prax . Supplement to Runeques1 £7.95
Apple Lane: Runequest scenana a5
Snakepipe Hollow . Runequest scenario £3.50
Broken Tree Inn: Runeguest scenario  £2.95
Ballastor’'s Barracks RQ scenario £1.95
Trolls & Trolikin: RQ pre-rolled monsters £1.50

£5.95
Aunes of Doom: Vol 1ll of A G. ‘New Spelis,

tons Victory, Kharkov,
Issue 19: ACW Games, Road to the Rhine,

Pearl Harbor | Revised, boxed ; Scorpion Men & Broos. As above £1.50
Red Star, White Eagle; New, boxed £8.95 Militia & Mercenaries Pre-rolled NPC's £1.50 |
Beiter, Boxed £8.95
Unentschieden; Zip-locked gnne | Eoo ol Moriaters-. Myihologion bt whisen FIRE AND MOVEMENT MAGAZINE
Double Star, Boxed £8.50 | Baok of Demons Based on genuine black | The leading independent magazine for simula-
Case White; Boxed £B.95 | magic works. Gives details of 85 demons £2.95 | 1on Wargames enthusiasts, F&M is a profes- [E=S=
Bar-Lev. Boxed £8.95 Vilage: 10 cut-out buildings for 25mm sional magazine of high phys:ca! quahw 1] Bury spwath Acces

| The llad, Boxed £8.95 | figures g Reviews, criticisms and d ysis of ||
SF/FANTASY GAMES Arduin Grimoire: Highly detailed FRP system mes from the best I:nc:;n names in the ‘J;;G Ngéc El:‘.lsl;DE(!;F| B;’A“'Igtjsgggg

il i with a col

"Lm;Tm o e e i Welcom';";élgl?ull Tower vl " of sbov? 96 stlmutat-ng and informative Wargamas save the trouble of sending a letter
Three Book Boxed Set 1o enable you to Plan the Un- | Much new ¥ ions journal. ) N and chaque.
varse of your Choice £5.75 | classesetc.. . 4 y Issue 18; Vietnam "65-76, Agincourt Walling-

WE PREFER THIS METHOD - We cantry
to answer any quenes and you will also be

TORPEDO. Tactical sub&ASW warfare 1939-
45. Playable as a separate game or in conjunc-
tion with 'LIN' (with which it is entirely
compatiblel, Torpedo prowvides one vessel-
per-player actions through to combined sub,
surface and air actions on the Murmansk con-
voys. Many specal rules plus ships from all
major beligerents A AR -0

Also available at £7 75 each

RAKETNY KREYSER: Tactical naval 1975-1999. DIEPPE
QUEBEC LIBRE: Power politics |JN; WWII tactical naval

WARRING STATES: n [faal for Ancients fans,
this garme deals with the Unificabon of China
231-221 BC This is a Grand Strategic game for
2:7 players with tums representing one year
and a hex scale of 47km. Rules are included
which specifically display Eastern
philosophies and methods of warfare  £7.75

W
| WILL FIGHT NO MOHE FOREVER: A most
unusual game played on both the strategic and
tactical levels, this recreates the epic 1700
mile retreat of the Nez Perce Indans in 1877
They eventually surrendered but not before
they had fought the US Army in 13 suc-
cessful actions durng which they were
outnumbered over 101 £7.75

Tactical game of 1942 battle. LE GRAND EMPIRE Strategic Napoleonic Wars game.
combat. PELOPONNESIAN WAR. Athens vs Sparta

E@Enmirf.ﬁm:?m‘ _____ e, E'g ﬂ?;:::ll:f S::E‘%r:;:ﬁa:t; me FRP tnfhgr:g Napoleon at Bay, Cobra and Caen sure you are getung e_latllv what you wan|
Kmumr Cnmplameedlurunwnlurz = £2.45 tabletop battles, medieval and/or fantasy £6.50 and sooner — normally by return of post
aveller Logbook  Character records £1.99 Price £1.20 per issue. P&P:. Order value over £4 00 - Free

sam.hnpsm Spacecraft Starship deck plans. C & S Source Book. Expands C&S. Detailson | gy ion (6 issues) £7,80 post free Order value up to £4.00 ~ Add 10%
Can be usad with 25mm figures ., .28 | running feudal campaign £4.95 | Trade Enquiries Welcoms d P
Godsfire Acclaimed SF game now baxed £11.95 | C&S Swords and Sorcerors: Details of more e . UK BERO ONLY
Staitar Conquest. New boxed edition £8.86 | pnmitive races ) £4.95 WE REGRET THAT WE CANNOT PRO-
Darkover New game from the Cosmc Encounter £8.50 Book. of Eben 'Bmc.i‘;nés EPT Demomc ELYING BUFFALO CESS ORDERS FOR FIGURES OR OVER-
hierarchy .. NUCLEARWAR €3.75 SEAS ORDERS

TRADE

ENQUIRIES

WELCOME
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ESDEVIUM GAMES

LOW COST MAI/L-ORDER SPECIALISTS

eBOARD WARGAMES, SIMULATIONS

e Role-Playing Rules
e Miniature Rules
eDice & Hex Sheets

Science Fiction

* Dune (AH) B, A £11.40
t* Starfall (Yag) B £9.46
t* Timewar (Yaq) B £9.45
* Starfire, Asteroid 04 (TF) £2.95
* Cerberus £2.956

Starflest Batties (TF) £8.95

* Mayday (GDW) £4.50
* Starquest (OS5G) £2.50

* Dark Nebula (GDW) £4.50

John Carter of Mars (SPI) £12.90

T imperium (GDW) £8.40
Alpha Omega (BTL} £9.80
Starforee Trilogy (SP1) £17.90
Starfighter (GTG) £7.96
Belter (GDW) £8.95
Double Star (GDW) £8.50

* Bloodtree Rebellion (GDW) £10.50
Gamma World (TSR} £7.60

* Marine: 2002 (Yaa) £11.90

* Colony Delta (FGU) £8.96

Second Empire £9.75

Warpwar, |ce-War, Chitin, Rivets,

Ogre, Olympica, Black Hole, Holy War,

* Invasion of the Air Eaters (MGC) £2.20 each

t Cosmic Encounter £8.40

| CE Expansion Kits 1 - 4 £2.95 each
GEV [MGC) £2.60

Warriors of the Green Planet Trilogy £8.90
Creature ... Sheboygan, Vector 3,
Titan Strike, Stargate (SP|) £2.60 each
Darkover (EON) £8.40

One World / Annihilator,

Hotspot (MGC) £2.20 each

Stellar Conquest £8.90

Godsfire £11.80

SF - Traveller R, S (GDW)

Basic Rules Set £5.75
Mercenary (Bk 1V) £2.80
1001 Characters £1.90
Animal Encounters £1,90
Kinunir Scanario £2.45
Logbook £2.04 Scresn £1.90
Starships & Spacecraft £4.50
Travellers Journal £1.50
Highguard (Bk V) £2.90
Citizens, Spinward Marches £1.90 sach
Dra"k'ne Station (JG) £3.60

-+ -

.- s

SF - Other games

Starships & Spacemen (FGU) R £4.20
Space Patrol (LZ) R £4.20
Spacefarers Guide to the Planets
Sectors |, |1 £6.30 sach

The Awful Green Things from Outer Space £6.50

Fantasy — Role Playing
Dungeons & Dragons R

t  Basic Set £7.25, Rule book £2.95

T Monster Manual £7.90 (Saftback £4.90)
I Players Handbook £7.90 (Softback £4.90)
*t Referees Guide £9.90

Dungeon Madule G1, G2 £1.95 aach
G3, D1, D2 £2.26 sach

D3, £2.75,51 £2.95

81 {introductory) £2.50

52 — White Plume Mountain £2.50

T1 - Village of Hammie1 £2.75

C1 — Shrine of Tamoachan £3.50

.

53 — Expedition to the Bamer Peaks £3.50

* Temple of Ra Accursed £1.60

Escape from Astigar's Lair £1.60
Original Set D&D £7.95

Greyhawk, Blackmoor £3.75 each
Eldritch Wizardry £3.756

Gods, Demi-Gods & Heroes £3.75

*  Ad. D&D Dungeon Masters Screen £4.95

City State of the Invincibile Overlord £6.50

Wilderiands of High Fantasy £6.50
Fantastic Wilderlands Beyonde £6.50
Mines of Custacon, Book of

Treasura Maps £2.96 ea.
Under the Storm Giants Castle £2.04
Frontier Forts of Kelnore £2,04
Skulls and Scrapfaggot Green £3.20
Survival of the Firtest § £2.50

* Sword of Hope, Tower of Ulission £2.04 ea.

* Maltese Clue £2.95
* Caverns of Thracia £4.85
Operation Ogre £2.40

Tunnels and Trolls (FBI} R

Revised Rulebook £3.60
Original Rules £1.80
Solo Dungeons:

Buffalo Castle, Labyrinth, Deathtrap Equalizer,
Sorcerer Solitaire, Naked Doom £1.90 each
Beyond the Silvered Pane, Sword for Hire,

Arena of Khazan £2.40 each

City of Terror £3.70

For Dungeon Masters:

Uncle Ugly's Underground Level 1 £1.36
Dungeon of the Bear 1.2 & 3 £1.35 each

Runequest (Ch) R £7.95 (2nd edition)

Source Packs @ £1.60 each
Tralis & Trollkin, Scorpion Men & Broos,
Militia & Mercenaries
Scenarios:
Balastors Barracks £2.04
Apple Lane £3.20
Snake Pipe Hollow £3.80
Broken Tree lon (JG) £3.20
Cults of Prax £7.95
* Foes £7.95

Chivalry & Sorcery (FGU) R
Rulebook £6.95
Sourcebook £5.36
Swords & Sorcerers £6.35
Destrier £3.80
t* Arden £6.45
I* Saurians £8.95

Spacefarers Guide to Alien Monsters £5.30  * Mortal Combat R £4.00

Special Offer

*  New Arrival

R Role Playing Rules
S Play Solo

B Boardgame

M Miniature Rules

These were justsome of our games. *
details on virtually all games available in the U.K. Send 16p
in stamps & 13%p s.a.e. (overseas 3 i.r.c.) for a copy (or

free with orders over £4.00).

Prices include UK /BFPO /APO - Europe p&p
Overseas, add 25%

CITADEL, RAL PARTHA & LEVIATHAN

Fantasy, Science Fiction and Gangster miniatures at
manufacturers prices. p&p 10% [12p min. — 90p max.]

Fantasy Games

T' Mystic Wood (Phl) £6.95
Demons (SP1} £1.95

* Death Maze (SPI) £2.50

*  Magic Realm (AH) £10.95

*t Wizard's Quest (AH) £10.95

* The Besstiord |Yaqg) £10.90

1* Divine Right (TSR) £7.90

t Sorcerer's Cave (Phl) £5.95

t Swords & Sorcery (SPI) £10.40

t Middle Earth (SP1) £12.40

t War of the Ring (SPI) £8.90

Snits Revenge (TSA) £5.26

Dungeon (TSR) £7.50

Spellmaker (GTG) £7.98

Elric [Ch) £8.50

In The Labyrinth (MGC) £3.50

Advanced Melee (MGC! £3.50

Lords & Wizards (FGU) £8.85

Fantastic Encounters 5§ £3.00

Citade! (FGU) £2.75

Stomp (Ch) £2.25

Meles, Death Test (MGC| £2.20 sach

Wizard IMGC) £2.20

Gangster (FGU) R £7.40

*  Villains and Vigilantes (FGU) R £4.25
Boot Hill (TSR) B £7.50

* Advanced Wizard IMGC) £3.50

.
-

.-
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Power Politics/Diplomacy
/Economic Games

After the Holocaust (SP1) B £9.76
Canadian Civil War (SPI) B £7.50
Der Fuhrer (LS] 5.8 £2.99

*  Junta (CWW) B £7.50
Warlord (Hayes) B £10.50
Diplomacy (AH) £11.40

*  Class Struggle £8.95

Business Games

Administrative Waltz (Phl) B £10.45
Dampfross (BuSp) £7.656

1828 (HT) BE14.90

Fortune (Phi] B8 £13.80

Oil Depots & lronmaster (DGW) B 90p
Railway Rivals (DGW) B £1.50

Rail Baron [AH) B £10.95

TransClyde £4.76

Sports Games

Basketball Strategy (AH) £9.20
Major League Baseball (AH) S £11.40
Regatta |AH) £9.25
NBA Basketball (AH) S £11.40
USAC Auto Racing (AH) S £11.40

* Title Bout [AH) S £11.40

Other Games

Game of Ancient Kingdoms (HT) £7.50 *

Blockade £9.95

Remy £7.95

Twill £6.45

Doublethink £5.50

Ephemeris £6.35

Epaminondas {Phl) £3.95

ManEater £6.65

Mentalis £4.50

The Hobbit Game £6.40
* Source of the Nile R £8.50
*  Tributary £3.75 (Suppl.]

Board Wargames —

Pre XXth Century

1* War and Peace (AH) £10.95
T' The tranclads (Yaq) £10.90

Middle Sea (FGU) £13.90
t Kingmaker (AH} £8.96

Expansion Cards (AH) £3.30
* Napoleon at Leipzig (OSG) £9.90
* 100 Days (DSG) £2.50
t* Imperial Governor (Phl) £6.90
* Zulu — 4 games (Bearhug) £2.25 each
* Sticks and Stones (MGC) £2.20

* Acre, Lille, Tyre, Sevastopol £6.50 each

*t Decline and Fall (Phi) £7.26
English Civil War (Phl) £7.25
Kingmaker (Phl) £7.76

Great Mediseval Quad (SPI1) £11.40
MNey vs Wellington £6.90

Thin Red Line (Yaq) £12.90
Bloody April {SP1) £15.50

Board Wargames —
XXth Century on

* Panzer Pranks (Ch) £2.95
*  Army Group South Quad (SPI) £10.90
*  Dark December (OSG) £7.90
PanzerKrieg (OSG) £7.95
Rommel & Tunisia (OSG) £9.90
* Sink the Bismarck (AH) £9.30
Bar-Lev (GDW) £0.45
Case White (GDW) £9.45
*  Marita-Merkur (GDW| £12.50
* Beda-Fomm (GDW) £3.95
** Panzer (Yagl £11.80
*  Ultimatum (Yag) £8.50
* CV (Yaa) (Midway! £12.:80
Ardennes Quad (SPI) £11,50
t  Westwall Quad (SP1] £7.90 Bxd
Cityfight £13.920
Air War ‘80 £12.90
Dauntless (BTL) £10.80
Expansion Kit {BTL) £7.00
t Flar Top (BTL) £9.80
t Sguad Leader (AH) £10.95
1t Crossof lron (AH) £8.95
* Cross of |ron Scenarios £3.00
* Squad Ldr Expansion Soards £1.70
1* Crescendo of Doom [AH} £10.95
t Seagtrike (Phi) £7.95
t* Bartle (Yag] £5,50

Magazines

The Space Gamer (MGC) £1.25
The Dragon (TSA) £1.95
White Dwarf 85p
Dungeoneer £1.95
Judge's Guild Journal £1,95
Stormlord G0p
Differant Worlds £1.50
Sorcerar's Apprentice £1.25
Strategy & Tactics (+ game) £2.95
Wargamer (+ game} £2.85
Troll crusher B0p
Demonsblood 65p
Beholder 80p
The Grenadier (GDW) £1,16
Spectre 60p, Palantir 60p
Wyrms Footnotes £1.45

* Ares (SP|) £1.95

, Nlusionists Vision 60p

Our catalogue contains

ESDEVIUM GAMES (9w)

2 Morley Road

FARNHAM Surrey GU9 8LY
Tel: Farnham 722269

— NO POSTAGE ON MANY GAMES FOR REGULAR CUSTOMERS

Please mention WHITE DWARF when replying to advertisements
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DRAGONMEET 1

Y o
A B '

OPEN 10.AM

N

... until 6.00pm Saturday 2nd August 1980
at CHELSEA OLD TOWN HALL,
KINGS ROAD, LONDON SW3.
ADMISSION 75p

Inside the Old Town Hall {of Horror) will be:
*TRADE STANDS * GAMES COMPETITIONS * FIGURE PAINT-
ING COMPETITIONS (25mm single and multi-figure classes)
* GAMES PLAYING AREA * SNACK BAR * AND MORE

SEE YOU THERE!

STAR COMMANDER

Star Commander is a new Science Fiction Adventure game from
Necromancer Publications. Easily adaptable for play by mail as well
as face-to-face, Star Commander is unique in that it allows gaming on
two levels, At the character level, players control but a single character,
with his own unique abilities and characteristics. Dozens of possible
careers beckon as the character starts out on his home planet, At the
leader level, each player, through his character if wished, controls a
planet and guides it through military, political and economic affairs.
Star Commander is emphatically NOT just another rip-off of games
already on the market, It combines many unique features into a new
and exciting game! Full rules, including (if desired) free inclusion in
our postal campaign, £2.50 post free.

NECROMANCER PUBLICATIONS
132 Ramnoth Road, Wisbech, Cambridgeshire, PE13 2JD

59 Park Street,

Bristol,
U.K.

TEL. 0Z72-72545

P;ohahly the largest
selection of Games
you will ever see

2 Castle St.Kingston
Tel:01-549 6486

)
Tel 698424 @

Me 18 Srey S 4

BRIGHTON *

S.F. FANTASY == WAR GAMES
' FIGURES ¢ CITADEL , ASGARD,
HINCHLIFFE, RAL PARTHA

* MINIFIGS.
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SF33 ARMED COMMAND CENTEH[HAM] 40p NEW RELEASES

SF34 HVY TANK (RAMORIAN) 2 FOR 40p SF43 MOCCASIN TRUCK 2 FOR 40F
SF35 ARMED SCOUT CAR (RAM)2 FOR 40p SF44 % TRACK TRUCK (RAM) 40p
SF36 CARRIER 10 DROIDS (RAM) 40p SF45 DRONES for SF21 2 FOR 40p
SF37 ARMED A.P.C. (RAM) 2 FOR 40p SF486 TRACK PACK 2 PAIR 20p
SF33 ARMED MORTAR (RAM) 2 FOR 40p SF47 DROID PACK for SF36 40p
SF39 HOWITZER CARRIER (RAM) 50p SF48 "LEVIATHAN" self deploying
SF40 E.D.V. CARRIER (RAM]) 2 FOR 50p missile tower appox 6" high

SF41 SOLAR LANCE (RAMORIAN] 50p SF49 POLARIANS super fast inf 40p
SF42 RAMORIAN TROOPS 40p SF50 MOLE SUBSURFACE TANK 2 B0p
8.A .E. For FHLL EEETS, SF51 MOLE SUBSURFACE A.P.C. 2 B0p
PLEASE ADD 10% P8P, OVER £10 SF52 MOLE SUBSURFACE MORTAR 2 60p
POST ‘FREE.,

Fﬂﬂnﬂ 18 COMMERCE SQUARE,
b u HIGH PAVEMENT,

e
I h e Asgard Specials
NB1 The Barbanan (84mm) . SR - i ]
NB2 The Dragon (160mm high. 190mm 1ongl £12.95
MNB3 The Dragon Rider : SRR .
NB3A Dragon Saddle S50p
DAS1 Barbarian Adventurer R S 35p
New Goblins

FG4 LesserGoblin = 12p
Car FG5 Giant OrcinPlatemail ... 30p
J Park FG6 Large Half Goblin with Swordand Bow..., - 25p
FG7  Large Half Goblin with Axe and Bow ...25p
FG8 Large Half Goblin with Speararu:rBow 1 M eSS
St. Mary FG9 LesserGoblin Knight FENEE S -
The Virgin FG10 Large Rat (for FG3) SREWRE -

Churen ) New Monsters

FMa3 Giant Griffon
FM44 Large Djinn.,.....
FM45 Ogre Skulls (2) RIS
FNME PRSI . st it herrasiinmsgioriamsisisssiores S0P,
FM47 Wraith ... *
FMA8 Dragonetl...........c.ocooroviiinrns

FMEO LargeWcIlman e R R R
FVIST WWIGR...... oot inroiinns

FM52 5 Rabbits.. : K - ==
FMS3 Huge Balrog
FME54 Mushog...

FMSS5 Skeletal Necromancer,
FMBE Large Cavernan ..

uJ; h Pavement

Commerce 5q.

Church

ASGARD
MINIATURES

A To NOTTINGHAM STATION

FMS7 Giant Wolf .. SRR R S
FMBE Wyvern Attackmg .

Large Stocks of Figures by:

Asgard, Citadel, Ral Partha. Open Tuesday to Saturday

9.30 a.m. till 5.00 p.m.

Games & Rules by:
TSR, Tabletop and Fantasy Games All orders despatched within 14 days from receipt of order
Unlimited. UK MAIL ORDER RATES: 10% to £10 (Min 25p); over £10 Post Free

Overseas Air Mail: 40%, min charge 40p. Trade Orders Welcome

Please mention WHITE DWARF when replying to advertisements 33



HIGH FANTASY
ADI/EN T URES

Available World

NEW FANTASY
GAMES!

ELY & = ; o ?
Fortress Ellendar 5 e g THE DEHYSIC - TERRA ASH
deffrey \.'__|\|u-.~u- - c AN YON

TBR i TBR

NEW
CREATURES

NEW MAGIC

NEW HEROES

INFORMATION:

TWINN:-K INC.
P.0. BOX 31228
INDIANAPOLIS, IN 46231
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_TOP SECRET

THE GAME OF
_ESPIONAGE |
FOR ADULTS |

Now it’s spy&cou terspg, 1n anew role play-
ing game of espionage.Secret missions,
assassinations,all the action ofan inter-
national thriller-with you as an operative!

TOP SECRET, WHEREVER BETTER GAMESARE SOLD

TSR Hobbies (UK)Ttd. The Mill, Rathmore Road
TheGameWizards Cambridge CBl1 4AD



