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THE TRAVELLER SERIES 

I For Refereer Only .. I 

Basic Traveller 
1001 Characters, Supplement 1 

Mercenary, Book 4 
Animal Encounters, Supplement 2 

The Kinunir, Adventure 1 
Snapshot, Game 2 

High Guard; Book 5 
The Spinward Marches, Supplement 3 

Citizens of the Imperium, Supplement 4 
Research Station Gamma, Adventure 2 
ShadowsIAnnic Nova, Double Adv 1 
Bright FaceIMithril, Double Adv 2 

Twilight's Peak, Adventure 3 
76 Patrons, Supplement 6 

Leviathan, Adventure 4 
Best of the Journal, Volume 1 

Traders and Gunboats, Supplement 7 
Mayday, Game 1 

Azhanti High Lightning, Game 3 
The Journal of the Travellers' Aid Society 

Game 
Designers' 

203 North Street 
I 

Normal, l L 61 761 
309 452-3632 
Free catalog o n  request 
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Ga m es OFLlvERWOL 
50-54 MANCHESTER ST., LIVERPOOL L1 6ER Tel: 051-236 2605 

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

FOR WAR, FANTASY AND SCIENCE-FICTION GAMING 

1 FANTASY GAMES UNLIMITED in.. 
Experts recommend FGU: The hobby press loves FGU: Top playan choow FGU: 
~~'~~~a~~p~e ~ ~ ~ T h & " , " ~ ~ ~ t ~ ~ , " n t ~ ~ g l I " , ~ ~ I ' ,  Here IS what "The Beholder" magazine had to say about Space Marines' SF rules have been selected by the 

Space Opera.' " . ~t IS an excellent piece of work and I defy organlsers for use In th~s  year's National Wargames game is the Immense and accurate deta~l with which the to show me a better SFRPG ,, des~gner has set h ~ s  scene." Championsh~p to be held at St. Georges Hall. Liverpool, 5th 
& 6th September 

WHAT MORE CAN WE SAY? ONLY THAT FGU PRICES ARE LOWER THAN EVER AND THAT FGU 
. NEW -PIECES OF EIGHT - NEW: Skull & Crossbones expansion + 3 adventures. .€2.45 

QUALITY IS AS HIGH AS EVER. 

Space marines, €3.95 Galact~c conquest: €2.25 
Archworld. €3.25 G~ac My: f2.75 
Arden €4.75 Gladlators, €2.25 
B~reme &Galley. €7.45 Homes & Hovels: €3.25 
The Blue-l~ght manual €3.25 Leg~on. f2.75 
Bunn~es & Burrows, €3.25 Lords & W~zards: f9.45 
Castle plans, €2.95 Madame Gu~llot~ne. €2.25 
C&S Sourcebook, f4.75 Mercenary €7.95 
C~tadel €2.25 M~ddle Sea: f 12.45 
Colony Delta. €7.95 Rapier & Dagger: €2.25 
Conquest of North Amerlca €4.75 

provldes rules and lnformatlon fora Royal armles of the Hyborean age: €3.25 
Saurians: €6.95 
Starsh~ps & Spacemen €3.95 
Swords & Sorcerors, f4.75 

F~re. Hack & Run €2.25 Towers for tyrants. €3.95 
of Mongo. €3.25 V~llains & Vig~lantes: €3.25 

War of the rlng: €7.95 
Freder~ck the Great. f2.75 Broadsword, €2.45 

SPACE OPERAis a new SF role-play~ng 
system. Regularfuturereleasesof 

I TRADE ENQUIRIES 
WELCOME I 

I I 
Odysseus. A role-playing game of 
adventure ~n class~cal Greece. The 1 
ntstorlca bas sof  rne r-les mares for a 
refresn,?g yd~fferent RPG f2.95 

Land of theRising Sun is a role-playing 
game set In the Japan of the Samural. 
S.R. Turnbull, author of 'The Samurai'. 
turned acr~tical eyeon thegameand 
concluded that the attention todetail and 
accuracy wassuperb. f9.75 

TUNNELS & TROLLS I SELECTED SPI GAMES 1 DUNGEONS AND mAGONS I AVALON HILL I 
Crescendo of Doom €1095 
Cross of Iron f9 95 
M~dway f10  95 
Panzer Bl~tz €1095 
Panzer Leader €1095 
R~chthofen s War €9 95 
Russ~an Campa~gn f9 95 
SquadLeader f l l 4 5  
War & Peace €1095' 
WoodenSh~ps& Iron Men f9 95 
A~rforce €1095 
Dauntless €10 95 
Flat Top €10 95 
Dune €1095 
Mag~c Realm f10 95 
Starsh~oTroo~ers E l0  95 

- - - -. - - - - 
FANTASY GAMES SYSTEM 

Rulebookl2nd edit~on) 
Naked Doom Solo Dungeon €1 80 
Sorcerer Solltalre Solo Dunoeon € 1 80 

........ 
Dragonquest: Fantasy role-plav~na 

f6,95 1 D&D Advanced Players' Handbook €7.95 

Dragonquest Sh~eld 
Dragonquest Adventure D&DAdvanced Monster Manual ff 95 

Ernp~res 1 -6players Medieval €10 50 
Austerl~tz Completely new f4 50 D&D Advanced Referee's Screen €4 95 Sword lor 7 re Solo ~ , n ~ e o n  f 2  00 

-abyrlntn Solo D-ngeon 
0-{faoCasr e SoloD4ngeon €2 00 DeathMaze. FRPCapsule ................. .€2.95 D&D Basic kit includes introductory module 

.......... .... Demons. Wlzard combat board-game €2.95 (81) d~ce set and basic rules ..€6.95 
~ ~ d i ~ ~ ~ l  F~~~ battles . . . .  .f11 .95 D&D Bas~c Rules. . . . . . . . . . . . . . . . . . . . . . . . .  ..€2.95 

Clty of Terror Solo Adventure €3 50 
Beyond the S~lvered Pane €2 25 I 

. . . . . . . . . .  D & D Advanced Referee's Gu~de £9.95 
Deities & Deml-Gods ......................... €7.95 
DeD ADVENTURES and Aids 

.............. G1 La~r of the Hill G~ant Chief M.25 
...... G2 Glacial Rlft of the Forst GiantJarl U. 25 

G3 Hallof theFireGiant K~ng ................. f2.50 
D l  Descent into the Depths of the Eanh 

f 7  50 

Arena of Khazan f2 25 
We~rdworld Solo Dungeon 
Overk~ll Solo Dungeon Ei :t 
Dungeon of the Bear Levels 1.2 3 

Referees Dungeons each €1 25 
Uncle Ugly's Underground 

Referee's Dunqeon € 1 25 
Tne ~ o n ~ e s t  Day €39 95 
Fortress E-ropa €10 95 
C rc-s Max m ~ s  €6 95 

Commando Tact~cal combat f l l 5 0  
C~ty-F~ght Contemporary urban combat- 
h~dden moves €13 50 
Nato D ~ v ~ s ~ o n  Commander f16 50 
Dallas Wrole-playlng E6 95 
PanzerM European Tact~cal armoured €6 95 

I Gobl~n Lake. Solo~dventure 
Sorcerer s Aoorentice Maa 

95P 1 Seelowe* lnvs~on of Br~ta~n. 1940 .......... f6.95 
. . . .  Thecreaturethat Ate Sheboygan €2.95 

Sn~per: WWll tact~cal Si-move . . . . . . . .  .€6.95 
Mech War'77Tact1calArmouredWar. .€6.95 
Slnai' Arab-Israel Wars 1966-73 ............ €6.95 
Fulda Gap NATO vs Warsaw Pact. . . . . . .  €6.95 
BattleforStallngrad. John Hill des~gn ..... €9.50 
Johncarter. Warlordof Mars .............. f12.95 
Kursk. W I I  Eastern Front ................ f9.50 
"War of the Rlng" Large Campaign Game 
frornTolk~en's Book . . . . . . . . . . . . .  .f9.95 
Gondor'-Siegeof M~nasTir~th . . . .  X4.95 

~ 2 3 h n n e o f  the KUO-~oa .... . . . . . . . . . . . . . .  U .50  
D3 Vaultof the Drow ......................... €2.95 ssde 1.2.3; 5. 6. 7 eacnd €1 10 

\.clear War, ooxedcardgame €4 60 1 
TRADE ENQUIRIES WELCOME PHOENIX GAMES 

Streets of Stal~ngrad f 2 6  50 
Bush~do 
Bush~do Referee's screen 

B1 In Searchof the Unknown ................ U .50  
82 Keeoon the Borderlands . . . . . . . . . . .  €3.00 

........................ S1 ~ o m b o f  ~or ro rs  €2.95 
S2 White Plume Mountain ................... €2.50 
S3 Exped~t~on to the Barr~er Peals ......... f4.95 
Qt Queenof theDemonweb Plts ........ €3.95 
A1 Slave P~tsofthe UnderC~ty .............. f2.95 
C1 Hidden Shrine of Tamoachan .......... €3.50 

....................... T I  Village of Hornmlet f2.75 
Worldof Greyhawk .............................. €6.50 
Basic D&D CharacterSheets ............... €2.50 
DM'S Screen. ................... ......... .......... f4.25 
Rogues Gallery, NPCStats ..................... €3.50 
Character Folder, campaign records ....... €2.95 
NPC Character Sheets ........................ €2.50 
AD&DCharanerSheets ....................... €2.50 

Zocchl Poly set: f1.50 

DBx2. 750 

CHAOSIUM 
Runequest boxed kit. ....... €13.95 

PHILMAR GAMES 
Sorcerer sCave & Mystlc Wood €5 95each 
Sorcerer sCave Expansion Kit €2 75 

GAME SCIENCE 
Trade Enqulr~es Welcome 
Emp~reof the PetalThrone E l 5 9 5  
Star Fleet Battle Manual €3 95 
Str~keTeam Alpha f3 95 
Superhero 2044 €3 95 

METAGAMINO 
NEW Mlcro games adventures Treasure of 
the Sllver Dragon. Gra~l Quest. Ram Speed, 
Death Test 2 Rommels Panzers Art~fact all 
€2 95 set 
NEW Advanced Wizard, Advanced Melee' 
In The Labyrinth (Game Masters Module) 

21 x 24 Ins iper 100) €1.00 
34 x 41 (per 100) € 1 .50 
4 X 54 (per 100) €2.00 
5 x 74 ins (per 100) €2.50 
6 x 9 Ins (oer 50) €1.50 

M~ddle ~ a r t h ' w a r  of the Ring. Gondor and 
Sauroninone Box . . . . . . . . . . . . . . . . . . . . . . . .  f12.95 
Outreach: S F explorat~on . . . . . . . . .  .f6.95 
AcrossSuez: Arabllsrael~ confl~ct. . . . .  €4.50 
Sauron* Battleforthe Rina . . . .  €4.95 DM'sAdventure Log ............................. €2.95 

. . .  City State of the World Emperor .€8.95 
C ~ t y  State of the Invincible Overlord. .f6.50 
W~lderlands of High Fantasy . . . . . .  .f6.50 

ZAROONIANS Tnde Enquirim Welcome 
These 23mm tall, ready coloured cardboard 
counters, flxed In plastic stands. provlde c o m ~  
plete dungeon populat~dns for those w#thout 
the tlrne to prepare and paint ,metal figures 
7 5 ~  per sheet (up to 24 pieces) 

COMMAND PERSPECTIVES 
Presentlna the ultlmate In detalled ACW svs- I .. . . . . . . . . . . . . .  

Task Forw 
Starfleet Battles Expansion f3.45 
Star Fleet Battles, boxed . . . . . . . . . . . . . . . .  €8.95 terns. C P games use the same baslc ruies 

with modrficat~ons for each game to br~ng out 
the characterlst~cs of that part~cular battle 
Their two widely acclaimed games are avail- 
able now 

Robots . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . .  ...€2. 95 
Starf~re I .................................... ...f2. 95 
Starf~re ll ..................................... €2.95 
Warof theworlds. boxed ............... ..f7.50 
Intruder ................ .. .......................... €2.95 
Valtenberg Castle ............................. ...€2. 95 

~narpsbur~ .  IZ p lock oag, 
Road to Wasnrngton (Boxed1 €12 95 

TRADE ENQUIRIES WELCOME f995 I f3.50 each 
Micro-Games: Annihilatorlone World; Hot 
Spot; Ogre; C h ~ t ~ n  1 : Melee: Deathtest; Warp 

50p per pack of 10 plastlc stands 
SEND SAE for full list 
BOARD WARGAMES 
Trade Enquir~es Welcome 
SIM-CAN games, TWO NEW RELEASES 
Dark Stars Sin-Can's 1 st S F aame 

Traveller Boxeo 3 boots €5 90 
Mercenary Boor 4 of Traveller €2 90 
rl g i  G4ara Book 5 of Trave ler €2 90 
C t ~ z e ~ s o f  tne lmperldm Trave lerald €1 90 I War. R vets. Olymp ca. Ice War, bacr  mole. 

St~cns & Stones. h o  v War Invas,on of tneA r I 
WHY NOT ORDER BY TELEPHONF 
USING ACCESS OR BARCLAYCARD 
save the trouble of sendtng a letter 
and cheque I-- - I Eaters; W~zard: G E V ~  ........... allatU.20each 

SEND SAE FOR MARCH LISTS , 
........ Sp~nward Marches; Traveller sup €2.50 

...... K~nun~r: TravellerAdventure ...... €2.50 Assault on Tobiuk company-level desert 
I game 

Also ava~lable Lee at the Crossroads. Krigs- 
marine: Raketny Kreyser. Quebec L~bre; IJN. 
Torpedo. I W ~ l l  F~ght No More Forever, Le 
Grande Emplre: Warrlng States. Peloponne- 
stanwar; allat . . . . . . . . . . . . . . .  €7.75 

Commando Wargames: Rolling Thunder 
f9.95 

Research Station Gamma: Adventure.. €2.50 
ShadowslAnn~c Nova: DoubleAdventureU.50 
AzhantoHigh L~ghtn~ng ..................... €14.95 
76 Patrons. Traveller. sup . . . . . . . . . . . . . . . .  €1.95 
Twlllghts Peak: Adventure .................... €2.50 
Levlathan: Adventure .............. .. .......... €2.50 
Bright FaceIMithr~l. Doubleadventure ...€2. 50 
Pen-Latol's World: Adventure ............... €4.95 
Encounters~n the PhoenixQuadrant ...... f1.99 Marshal Enterprl~.: 

La Bata~lled'Austerl~tc zip-lock . . . . .  f17.45 
I La Bata~lled'Es~aanol-Talavera ........... f9.95 

WE PREFER THIS METHOD - W e  can try 
to answer any quer~es and you w ~ l l  aiso be 
sure you aregettrngexactlywhat you want 
and sooner - normally by return of post 
VBP Order value over £4 00 - Free 

Order value up to €4 00 -Add 20p 
UK & BFPO ONLY 

Lev-Sector: Adventure.. ........................ f3.50 

MAGAZINES Trade Enqulrles Welcome 
F~re & Movement. Board wargames journal: 

€1.20 per copy. or SIX copy'sub t7.80 
Gryohon SFlFantasy. percopy . . . . . . . . . .  f 1 .SO 

m 
WE REGRET THAT WE CANNOT PRO- 
CESS ORDERS FOR FIGURES OR OVER- 
SEAS ORDERS 

Peoples' wargakea: 
Korsun Pocket . . . . . . . . . . . . . . . . . .  ..€14.95 
Korsun Pocket. boxed . . . . . . . . . . .  f16.95 
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Send to:  M i t re  Wargames 
29 High Street 
Maidstone 
Ken t  

THE TRIBE 
OF CRRnE 

You task c h ~ e f  of the Leopard people wander~ng 
tube of Crane s ~ t  In  your great wagon awal t~ng 
news from your s w ~ f t  searching o u t r ~ d e r s  
Suddently hoof beats approach The outriders leap 
from thefr mounts to your wagon flushed with 
excitement for they know full well the mean~ng of 
their news But one sector to the North the great 
merchant caravan of the lmpala people has been 
spotted The order 1s gfven To arms to arms1 
You snap your orders Gather my captalns of 
hundreds Let al l  know the tactic w11l be enftlade 
rfght Now m y  arms my mount You heard that 
Kate c h ~ e f  of the Impala people has chosen a 
stand and defend tactic twice before wf l l  he 
aga1n7 You know also that the lmpala people are 
f ~ n e  warrrors as are al l  the people of the many 
tribes Thfs wf l l  be  no r a ~ d  of the strong on the 
weak, but rather a mcghty clash of the TRIBES OF 
C R A N E . .  .. 

Name . . . . . . . . . . . . . . . . . . .  
. . . . . . . . . . . . . . . . . .  Address 

The Tr~bes of Crane I S  a un~que correspondence lnteract~on between players I S  very comlnon 
game al low~ng for lnteractlon between players Alllance trade and combat are always poss~ble 
and the fantasy world of Crane and each other Combat I S  determined ~n part by a compar~son of 
through a continuous game that may be entered at tactlcs used by the antagonists the relattve 
any tlme number of warrlors and the geography 

As a new player you will start as the c h ~ e f  of one The games object~ve IS to Increase the relat~ve 
of the many wander~ng t r~bes of Crane Perhaps strength and prosperity o f  your t r ~ b e  which 1s 
your t r ~ b e  will be of the Sea people or Caravan measured by d~fferent criteria depending upon the 
merchants type of t r ~ b e  and thus ob ta~n  points Players try to 

As c h ~ e f  you will know many secrets of your ob ta~n  high average polnts per turn thus placing 
people and the~r  lands but there will be much you new players on a par wlth those who have been 
have st111 to learn of the lost secrets of Crane It p lay~ng longer 
will be you who dec~de ~f your people wrII remaln In 
the~r  famil~ar homeland or begin a journey to new The  Tribes of Crane may  be enter* for  f6.25. 
lands as you strlve to increase your herds train wh ich  includes the  f ~ n t  f lve turns, a ru le  book, 
warriors and learn of the arlclent lost Secrets that and all -terlal except postage. 
can move your people toward prosperlty and 
dominance Thereafter turns are f1.25 each. A ru le book- 

The land of Crane 1s a complete fantasy world l e t  m a y  be purchased Separately fo r  a.50. 
w ~ t h  a full range of geography from the permanent I 
Ice of the polar reglons to the deserts and lrop~cal 
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- 
forests of the equator I 

C ~ t ~ e s  dot the continents of Crane p r o v ~ d ~ n g  I 
centers o f  trade and homes for the powerful 
Shamans and King Lords I 

The creatures of Crane are as var~ed as ~ t s  I 
geography Cattle goats and t9e car~bou are the I 
mainstay of the tribes depend~ng on the geogra I 
phy But horses and the great mancarrying war 
hawks are Important to the f~erce warrlors Many I 
undomest~cated creatures also Inhabit Crane such I 
as the Euparkerla a hugh b~pedal l~zard that feeds 1 
on cattle in the grasslands of Crane I 

I 
I 
I 
I 

I 
U S  Readers - Please contact Schubel & Son, I 
Sacremento, California. I 

I 
C m 



lividually Hand Sculptured by our own Craf el Master F 

I 
lgure IS Inc 

m 

(. .. a terrific f igurel) . . . .  25p 

and equipment, thus creating personalised figures. 

Concubine & pet Cheetah, 
All carried by four Ogre- 
bearers . . . . . . . . . . .  f3.95 

. . . . .  ES85a Mounted Amazon. 50p 

. . . . .  FANTASY TRIBES NEW FANTASY TRIBES RANGE- ES85b Amazon with Bow 25p 
. . . .  ES85c Amazon with Spear. 25p 

FTG2 Gnoll Attacking with Hand 

FTG7 Great Gnoll with Hand Scimitar . . . . . . . . . .  £1.00 
SOME BEST-SELLERS FROM THE ES 

FTDl Dwarf with Spear and ES35 Land Dragon with Mounted 
. . . . . . . . . . .  Sword . . . . . . . . . . . .  30p Lancer £1.10 

. . . . .  FTD2 Dwarf with Light Crossbow ES43 Armoured Knight. 25p 
. . . .  and Sword. . . . . . . . . .  30p ES46a Skeleton with Sword 25p 
. . . .  FTD3 Dwarf with Sword and ES46b Skeleton with Spear 25p 

Pole Arm. . . . . . . . . . .  3Op ES46c Skeleton with Scythe. . . .  25p 
FTD4 Dwarf with Mace and Axe . 30p ES72 White Dragon (New Wings) £2.00 
FTD5 Dwarf with Axe and Heavy 

Crossbow. . . . . . . . . . .  30p BARGAIN ECONOMY SETS! 
FTD6 Dwarf with Axe and AVAILABLE MAIL ORDER &TRADE 

Hammer . . . . . . . . . . .  30p FOR A LIMITED PERIOD. 
FTD7 Dwarf with Hammer and OFFER CLOSES 30 JUNE 1981. 

Pick. . . . . . . . . . . . . .  30p 
FTD8 Dwarf Standard Bearer with 

Axe..  . . . . . . . . . . . .  30p 
FTD9 Dwarf Chieftain in Plate Mail 

with Sword . . . . . . . . .  30p 

Please note these figures are not 
2nd Edition Catalogue - 40p + 1 5 % ~  SAE. 

personalised. MAIL ORDER CHARGES: 
b Available i n  April 1981. 

UK: Please add 10% p&p (Minimum 14p; Post Free over f 10). 
OVERSEAS: Please add 33% &D. 
TRADE ENQUIRIES WELCOME. All orders despatched on the same day. 
CITADEL USA NOW OPEN. U.S. CUSTOMERS please send $1.00 for our 
catalogue to: Citadel Miniatures USA, 5938 Carthage Court, Cincinnati, Ohio 
4521 2. 
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I n the old days, when games were 
few and the choice was whether 
to  play Diplomacy or Diplomacy, 

there were virtually no people 
interested in games as a potential 
hobby. Then along came Avalor, 
Hill, SPI, and a few others; and 
then came TSR with three badly 
written rulebooks in a little box . . . 
what was it now? Ah yes, I remem- 
ber, Dur~geons & Dragons. People 
liked Dur~geons & Dragons, and 
well you know the rest. Last year 
TSR sold 500,000 sets o f  D&D. 
Now it could be argued that this is  
something of a commercial success 
and that should never happen in 
such an esoteric hobby as gaming 
because that would lower the stand- 
ards of the game manufacturers. I 
would say that the opposite applies 
because the success of D&D has 
attracted many new companies to 
the field, all trying their best to 
bring out a winner. Just look how 
the standards have risen in present- 
ation. Zip-lock bags are almost a 
thing of the past as new games 
emerge with full-colour graphics in 
sturdy boxes. And really bad games 
are just about extinct, as no manu- 
facturer can afford to  have a turkey 
in his range. 

So it's not so bad that hobby 
games are getting more exposure, 
the more the merrier, I say. 

C\ 
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Introduction 
to Dungeons 

Part I1 
Dungeon 
Mastering 
Styles 

by Lewis Pulsipher 



The most important thing to remember 
about D&D i s  that the nature of play de- 
pends on the DM. I f  you try it once and 
dislike it, in many cases it will be dislike 
of a particular style rather than of the 
game itself. I have known players who 
tried "absurd D&Dn and decided D&D 
was a lousy game; but when persuaded to 
try "wargamer's D&D" they loved it. 

Consequently, the first thing you must 
decide when you start constructing your 
own world is "what style do I prefer?" 
Usually you'll want to DM the kind of 
game you prefer to play. 

Basic D&D style ranges from the "sim- 
ulation" through "wargame" to "absurd" 
and finally "novel". As one moves along 
this continuum the DM'S procedures be- 
come less rigorous - remember that no 
DM uses every rule. At one extreme we 
have a DM who uses a pocket calculator 
to compute results, at the other a DM who 
makes up almost everything as he goes. 
Most campaigns fall toward the middle 
of these two extremes. 

The simulationist wants to reflect 
reality as much as possible. A fight with 
broadsword and chainmail ought to work 
just as it did in the Middle Ages. Coins 
should be as scarce as in the same period. 
Some players recreate feudalism and chiv- 
alry, and model their magic after the trad- 
itional magic of the period. These people 
have no place in D&D; D&D i s  solidly in 
the wargarne camp, and simulationists 
should try Chivalry & Sorcery or make up 
their own games. 

The "wargame" style is  how D&D i s  de- 
signed to be played, though this doesn't 
mean you must play it this way. Players 
don't play against each other, but can still 
"win" or "lose" according to whether they 
survive and prosper. As much as possible, 
all that happens should be believable. My 
standard is: could you believe the event 
if you read it in a fantasy novel? 

Now the "absurd" style condones un- 
believable occurrences. Much that happens 
seems arbitrary. There is often plenty of 
button-pushing in such a game. Monsters 
such as a "spelling bee" may appear, caus- 
ing magic-users to foul up spells by mis- 
spelling them. This style i s  great for laughs 
when played occasionally, and some play- 
ers prefer to play it exclusively. The aver- 
age game tends to fall between wargame 
and absurd game. 

Finally we have the "novel" style. In 
effect, the DM writes an oral novel in 
which the players are participating char- 
acters. This can be pretty bad, but the 
players don't mind because they're helping 
to "write" it. In such games the DM may 
make up everything as he goes along. 

As one passes along the continuum one 
finds that players are most passive in the 
novel style and most active in the wargame 
style. (The simulation style stresses realism 
so much that characters tend to be host- 
ages to the dice, the rules, and the DM.) 
When you choose a style, keep the pre- 
ferences of your potential playersin mind. 

In addition to choosing a style, con- 
sider other facetsof the game. First, sow 

DMs rely on fighting to provide action 
and interest to players, while others rely 
on a variety of puzzles. The average DM 
or player prefers fighting with an occas- 
ional puzzle to vary the pace. Unless 
you're good at devising puzzles you'll 
probably take the same line. Beware: a 
few players become bored with frequent 
fighting, but most become bored with 
numerous puzzles. 

Another choice concerns magic. Are 
only the spell-casters, rare items, and even 
rarer areas magical, or is magic almost 
everywhere? I prefer the former, less 
"supernatural" alternative, for there is 
less luck. After all, magic can do anything 
if you l e t  it, and if you do playerswon't 
know what to expect. 

You must choose some relationship 
between risk and reward. When char- 
acters often die and only slowly rise in 
level. players may become discouraged. 
Risk is  too high for the corresponding re- 
ward. On the other hand, when reward is  
higher than risk some players become b 
bored. Level of risk and reward should be 
roughly the same. I prefer low levels of 
both. In this case experienced players sel- 
dom lose characters, but around ten ad- 
ventures are required to raise a character 
one level. Other players like a game with 
25% or 50% casualties per adventure, with 
just a few adventures required per exper- 
ience level. The problem with the latter 
i s  that it becomes difficult to run the game, 
which isn't designed to cope with charac- 
ters above tenth level. Spells become so 
powerful, and options available are so 
numerous, that the DM becomes lost in 
details and possibilities. D&D i s  most fun 
for third to sixth level characters, who are 
strong enough to adventure without fear 
of immediate death, strong enough to 
have more combat options than flight, 
melee, and sleep spells, but not so strong 
that they can laugh at monsters. 

Another aspect of risk and reward is 
whether players earn their results. Risk can 
derive from frequent monster encounters, 
or it can come from unavoidable traps and 
unbeatble monsters. For example, an old 
dragon flies to a party of first level char- 
acters camped outdoors and kills one. A t  
that level players can do nothing - the 
dragon could kil l all of them with a yawn. 
This is arbitrary risk. Reward can be sim- 
ilarly arbitrary. For example, a player can 
pull three levers and gain two intelligence 
points, or a party can kill five orcs and 
find 5,000 gp. The players haven't earned 
these rewards. Whatever relationship of 
risk and reward you choose, avoid arbit- 
rary types. 

To say that risk and reward in a given 
campaign tends to be arbitrary is another 
way of saying that luck plays a great part 
in the campaign. Many wargamers dislike 
luck, for who wants to play well and still 
"lose"? D&D can never be a game without 
luck, but the DM can choose the extent 
to which luck dominates a game. My ob- 
jective is  to force the players to make 
choices. The more often they must choose, 
the more often the skilful player can make 

the better choice and increase his chance 
af survival. For example, some DMs allow 
a sword with detecting powers to operate 
at all times. Consequently the playersgain 
the advantages without needing to make a 
choice. Better to allow the sword to detect 
only when the owner stops for a few 
rounds to concentrate on detection. 

The DM'S attitude affects his style. 
Some DMs just want to see what will 
happen; others want to be entertained. 
This is a difference between impartiality 
and egoism. Is  the DM a neutral party or 
i s  he a "god" who demands that his sub- 
jects - the players - entertain him and 
do his bidding? Ideally, the DM i s  serving 
the players, not vice versa; one supposes 
that the DM enjoys his job also or he 
wouldn't do it, and many enjoy itwithout 
egoism. One may enjoy the sight of one's 
ideas being useful, one may enjoy enabling 
one's friends to have fun, or one may DM 
with philosophical resignation; someone 
has to do it. 

Another form of egoism is a DM'S in- 
ability to distinguish between himself 
and his creations. A strong sense of ident- 
ification is  an asset when you play but not 
when you DM. When the DM conceives of 
the monsters which inhabit his dungeon 
or world as extensions of himself, rather 
than external creations which he manip- 
ulates according to settled procedures, he 
loses any semblance of impartiality. You 
may know the type - his favourite dragon 
gets killed so he says "I'll get you for this" 
- and of course he does, since any DM 
can kill off a group without difficulty. 

Granted there are players who want 
the DM to manipulate their characters. 
They won't mind who want the DM to 
manipulate their characters. They won't 
mind egotistical DMs, may even prefer 
them. Role-playing fantasy is  big enough 
to offer a place for all tastes, but it is sad 
when inexperienced players who want to 
play a game get stuck with a DM wants to 
play god. 

A new DM who has considerable play- 
ing experience will be able to choose a 
campaign style intelligently, but the novice 
may feel lost. In this case i t  i s  best to begin 
with a ready-made module. After you've 
played D&D a while you'll know what 
style of game you want to run. Whatever 
you choose, be consistent. There is no- 
thing more annoying to a player than a 
DM who sometimes runs something one 
way, sometimes another. I f  you find 
you've made a mistake in choice of style, 
don't be afraid to change, but stick with 
the change - don't vacillate. 

In next issue, Part I I I will take a look at 
the spell-using character classes - Magic- 
users and clerics. 
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d Fantasy game and increase scope of play. 
theshops Unfortunately the advanced combat re- 
thorities, sults table does not allow for any depend- 

ence of damage on the range at which one 
is  firing, and most battles involve less 
manoeuvring than in the basic game and 
end with ships simply blasting away at 
each other at close range until one was 

number of additonal rules modules, any 
of which may be used in conjunction with 
the advanced game, and some with the 

inhibit intelligent play - such as a rule in- , 

volving energy expenditure for ship func- 
tions which flatly discourages manoeuvre. 
But others, in the form of asteroid belts 
and off-map black hole gravity, added 
considerably to the feel of the game. 

The optional weapons section includes 
rules for missiles, vampire fields, tractor 

Charles Darwin eat vour heart out for the children (Quir beams. time warps and other unusual 
time has come for Quirks, the game of un- 
natural selection. Eon Products, famous 
for their originality and enjoyability in 
game production have done it again with 
Quirks. This is an evolution game for 1 to 
4 players in which players create strange 
looking plants and animals (quirks of 
nature) and adapt them to survive chang- 
ing climates and challenges from other 
Quirks. 

As is  now expected from Eon, the pro- 
duction and presentation i s  excellent. The 
imaginatively illustrated box housessuperb 
full colour components. These are primar- 
ily sheets of die-cut cards, and i t  does take 
a little time to prepare all these for play 
to avoid tearing. But this i s  a minor com- 
plaint. When all the components are ass- 
embled the equipment consists of a 
climate track which governs the changing 
climate in which the Quirks must survive, 
108 Trait Cards which are used to make 
plants, herbivores and carnivores, a Trait 
Value Slide, and playermarkersandtokens. 

The object of the game i s  for a player 
to have his plant, herbivore and carnivore 
Quirk occupy the upper niche of the plant 
and animal kingdom in a given climate 
and defend them successfully against any 
challenges from other players' Quirks 
currently occupying the lower niches. In - 
other words the object is to be King of 
the Oddball Jungle. 

A player's Quirks are made by drawing 
trait cards. Each card is either the head, 
middle or tail of an animal, or top, mid- 
section or end of a plant, each with a 
partial name which collectively make 
amusingly titled Quirks, e.g. blunkoon or 
cluggorg. There are endless combinations 
of potential Quirks and players can mutate 
them (substitute a section) to adapt to 
changing climates and fend off attacks 
from others. The combat consists of 
challenges against upper niche Quirks and 
this is  done adding up values of the Quirks 
modified by the current climate. It all 
works very neatly and games are usually 
played in an hour. The solitaire game is  a 
bit dull, but rules are also included for 

who are bound to-idve the artwork. 
- 

All in all it is totally absurd but great 
fun and Eon Products must be congratu- 
lated for coming up with another ace. 
Overall: 9 Ian Livingstone 

SHOOTING STARS 
Yaquinto Publications--f 11.95 

Shooting Stars is a -ship-to-ship tactical 
space game. The game simulates space 
actions between the years 2000 and 2055, 
with scenarios in five time periods ranging 
from the initial clashes of Soviet and US 
ships to battles between Earth Federation 
ships and ships of extraterrestrial origin. 

The rules s ta r t  with a basic game - the 
framework on which a more involved sys- 
tem is gradually built. A t  the start of each 
turn, players simultaneously plan the man- 
oeuvres of their ships by placing action 
markers in the appropriate boxes on their 
control console sheet. Play then proceeds 
by phases during each of which a ship may 
turn (adjust facing by one hexside), thrust 
(move one hex forward) and/or drift 
(move one hex in the current direction of 
drift). A ship may fire on another within 
i t s  field of fire (success of the shot vary- 
ing with range and damage has the effect 
of reducing a ship's manoeuvrability, rep- 
resented by a loss of available action 
markers. A ship is destroyed when a l l  
eighteen of i t s  markers have been removed 
from play. At the conclusion of the turn 
the drift for the next turn is determined 
by noting the net movement for the 
current turn. 

This system is delightful to play. The 
combat system plays very satisfactorily 
and has an authentic feel. Unfortunately, 
only two 2-player scenarios are included 
for the basicgame, but playersshould have 
no trouble devising their own. 

The advanced game introduces indiv- 
idual ship.sections, and damage is taken 
to these during a combat. These rules re- 
duce the abstract elements of the basic 

weapo"ssystems. ~hese put a lot of variety 
and uncertainty ito the game, particularly 
since the weapon you select need not be 
revealed until it is deployed. 

The rules are good - concise but also 
complete. Because they contain a variety 
of advanced and optional rules, players 
will be able to put together a package of 
rules that reflects their own likes and 
complexity/playability balance. 

I f  the idea of Shooting Stars appeals to 
you then the game will also. The system 
is simple, and it works. It fully lived up to 
the expectations formed on first seeing 
the box. But there is  a strong negative 
point in the cost. The box contains only 
a hex map, slim rules booklet, dice, die 
cut counters and a few accessories such as 
the control console shoots. These are all 
very attractive, but hardly seem to justify 
the high price. Since all you are getting for 
your money is the basic framework, you 
would be well advised to take a look at 
some of the many similar games on the 
market before making up your mind what 
to buy. 
Overall: 8 Nick Henfrey 



OPEN BOX 

VALLEY OF THE FOUR WINDS 
Games Workshop - f6.95 

When I discovered that there was a game 
based on Valley of the Four Winds, I 
winced. How could anyone produce a 
game from such an unlikely source? 

With trepidation I prized off the lid 
of the glossy bookshelf box, sadly fast 
becoming a display technique for even 
the smallest game. However, Games 
Workshop do not sell you short in Valley 
of the Four Winds. Besides rulebook, 
countersheet and dice you will find the 
story from White Dwarf, and best of all 
a beautiful, full-colour map, already 
mounted on board. No back-folding of 
map-sheets is  necessary, and the counters 
won't flip over a t  crucial moments. 

First impressions of the game may not 
be favourable to those who prefer well- 
structured designs, in which one playing 
piece acts in  much the same fashion as 
another. There are a lot of complex 
special rules and pieces, a l l  of which can 
be crucial to the game. However, the 
complexities are essential, reflecting the 
dangers encountered by Hero on his 
wanderings. The rules are well-written 
and unambiguous, with the special rules 
clearly marked. 

The game begins with the Wind Demon 
sitting in Farrondil and with Hajjin, the 
magician who brought it into the town, 
existing only as a statue somewhere in 
the Stonefinger Mountains. One player 
has the forces of Evil and must take and 
hold Farrondil, while the other has the 
Goodies, who must destroy the Bell using 
the Swan Bones and eliminate the Forest 
Orcs. All the monsters and personalities 
in the story are worked in and most play 
a useful part, though the Wizard of the 
Woods and the Forest Monster are of 
negligible value. 

The game divides neatly into two types 
of action, namely the hacking and slaying 
of the conventional units and the subtle 
activities of the~individual characters. The 

game hinges on the latter, by means of 
cunning exploration rules, which force 
pieces to disperse throughout the playing 
area. On y through exploring certain hexes 
can eith a r player gain the additional 
individuals which will be essential later in 
the game, and neither player knows where 
they will appear. There is  a lot of luck in- 
volved in Exploration, but any advantage 
won here must be translated into material 
gain in the centre of the board around 
Farrondil. Each player must race his 
special pieces back to Farrondil, while 
defending outlying replacement bases, 
from which Units are reinforced. He who 
controls the Wind Demon can literally 
blow his opponents away, but woe betide 
the Evil player who loses Hajjin or the 
Good player who loses Hero. 

Valley of the Four Winds is free-flowing, 
fast-moving, and fortunes swing wildly, 
but the battle builds gradually into a 
final tempestuous climax, which can bal- 
ance on the most slender of knife-edges. 
The tactical system is simple, each piece 
having an allotted score which must be 
successfully thrown on 2d6 for the piece 
to hit an enemy, and a die modifier which 
makes it more or less vulnerable to attack. 
Game balance is  achieved by giving the 
Good player better normal units, while 
the Evil player has more special pieces. 

Lewis Pulsipher has designed a game 
which is  simple enough for the novice to 
tackle, and yet sufficiently demanding to 
offer a challenge to the experienced fan- 
tasy gamer. Information needed by the 
players is quickly and easily available. It 
i s  an ambitious project, successfully ex- 
ecuted, and makes a very enjoyable 
fantasy game. 
Overall: 9 Alan Paull 

TWILIGHT'S PEAK 
Games Designers' Workshop - f 2.50 

This book i s  Adventure 3 for Traveller, and 
requires i t s  buyers to have the basic Trav- 
eller rules (Books 1-3) a t  hand to use it. 

In my opinion it is not only the best 
Traveller scenario yet written, but the best 
F RP scenario of any kind I have ever seen. 

Hyperbole aside, this is the basic plot 
of the scenario: A bunch of down-at-heel 
merchant characters have finally paid off 
the mortgage on their free trader. With 
failing drives and only a few thousand 
credits left, the crew - and a few friends 
working their passages - decide to travel 
down the Spinward Main, a major trade 
route in the Spinward Marches, in search 
of profit. A t  this point, a rumour i s  heard: 
somewhere along their proposed route 
lies a long-lost naval task force carrying 
a fortune in drugs. 

As the crew seek profitable trade along 
the Main, new rumours surface, providing 
additional clues to the location and nature 
of the missing ships. The plot thickens as 
the mysterious Octagon Society and tales 
of powerful alien artifacts appear. . . But 
it would be cruel to reveal more. 

Contrary to my expectation, this ad- 
venture i s  no more expensive than usual, 
although it is  larger. It contains a wealth 
of background information on the 
worlds, organisations etc. encountered, 
more Library Data (always useful), maps 
and animal encounters for the world on 
which the missing ships lie, detailed des- 
criptions of the immediate vicinity of the 
wreck, a map of the Spinward Main 
(which snakes through Regina, Lanth, 
Rhylanor and Aramis subsectors) with 
brief descriptions and a.rumour for each 
world. In additon, the final section of the 
book contains definitions and character 
generation procedures for an alien race, 
so that the book is  still useful after the 
adventure has been completed. Just which 
race it is, I shall not reveal . . . 

The starmaps are presented in the new 
format, with assorted bases and fuelling 
points indicated by symbols on the map 
so that it i s  unnecessary for the group to 
continually refer to the associated stats. 
This system is also used in Adventure 4, 
Leviathan but to be fair, number 3 had i t  
first. It i s  a considerable improvement over 
the Spinward Marches maps. 

The adventure itself is more structured 
than earlier ones in that the players have 
fewer options; certain events are forced 
upon the players whatever they do, thus 
reducing their freedom of action. Unfort- 
unately, this adventure must have certain 
rumours presented a t  certain times or it 
will not work fluidly - but what referee 
or DM has not had to do this himself? 
Handling the rumours requires some 
skill, otherwise players will either ignore 
them or be led at once to their ultimate 
goal. Ideally they should have to collect 
most of the set of rumours before realising 
what the first few, actually mean, a process 
which will take several sessions of play 
and perhaps six months of game time. 

In conclusion, I can only say: This i s  
how Traveller should be. Buy it. 
Overall: 10 Andy Slack 



D E T E C  
The detective is  a new AD&D character class whose functions 
are the solving of mysteries and the restoration of Law. Detectives 
may be human, half-elven or elven, and must be of Lawful- 
Neutral alignment. Since detective spells are quasi-clerical in 
origin any change of alignment may result in their loss. Detect- 
ives cannot be multi-classed. 

The skills of a detective are similar to those of thieves and 
assassins plus limited spell use at fourth and subsequent levels. 
The spells used are quasi-clerical and restored by the passage of 
time. 

Detectives fight as thieves of the same level, can use any 
weapon except spears, lances, oil and poison, and may use 
leather or light chain armour and small shields. Some of their 
thievish abilities (marked * below) cannot be performed in 
metal armour or while carrying shields. Detectives gain a 5% 
bonus on their hit probability in weaponless combat, as a result 
of special training they receive before commencing their advent- 
ures. This training also gives +I hit probability when striking to 
subdue. 

The minimum prime requisites for detectives are strength 14, 
intelligence 14, wisdom 10, constitution 10, dexterity 12, char- 
isma 7. No bonuses are gained for high prime requisites. 

Detectives can use those magical items usable by thieves plus 
chain mail and shields. They cannot make spell scrolls, but can 
use spell scrolls in the same way as a thief. 

Level 
1 
2 
3 
4 
5 
6 
7 
8 
9 
10 
1 1  
12 
13 
14 
15 
16 
17 
18 
19 
20 

Experience 
Points 
0-2000 

2001 -4000 
4001 -8000 
8001-15001 
15001 -30000 
30001 -60000 
60001 - 120000 
120001 -250000 
250001 -500000 
500001- 1000000 
1000001- 1500000 
1500001-2000000 
2000001 -2500000 
250000 1-3000000 
3000001 -3500000 
3500001 -4000000 
4000001-4500000 
4500001 -5000000 
5000001 -5500000 
5500001 + 

Hit 
Dice Spells 
(d6) 1 2 3 4  
1 . . - .  
2 . . . .  
3 . . . .  
4 I . . .  
5 2 . .  - 
6 3 . .  . 
7 3 1 . -  
8 4 1 . -  
9 4 2 -  - 
10 5 2 -  - 
10+1 5 3 1 -  
10+2 6 3 1 -  
10+3 6 4 1 -  
10+4 6 4 2 -  
10+5 7 4 3 1  
10+6 7 5 3 1  
10+7 7 5 4 1  
10+8 8 5 4 2  
10+9 8 6 4 2  
10+10 8 6 5 3 

Title 
Snoop 
Ferret 
Bloodhound 
Shamus 
Gumshoe 
Eye 
Dick 
Sleuth 
Investigator 
Judge 
Detective 
Detective I I 
Detective I I I  
Detective IV  
Detective V 
Detective V I  
Detective VI I  
Detective V l  l l  
Master Detective 
Great Detective 

At  eighth level the detective must acquire a headquarters in a 
large town and advertise his services for hire. The detective must 
not refuse to aid any Lawful cause of his clients. 

At tenth level the detective will attract 1-6 loyal followers 
(who will not necessarily be of the detective's alignment). I f  
there i s  a single follower it will be a detective of level 2-5, 
otherwise the followers will be randomly chosen fighters, 
thieves or magic-users of levels 1-2. 

By twelfth level the detective's constant search for information 
will have given him an accumulation of knowledge similar to 
that of a sage. This knowledge will be general knowledge of a 
broad area (e.g. botany) plus special knowledge of a topicwithin 
that area (e.g. orchids). For a full l i s t  of the topics studied by 
sages see the AD&D DM3 Guide, or DM'S may like to pick their 
own topics. For each additional subtopic of the main area of 
information the detective must gain two levels and spend as 
much time studying as he would learning a language. 

DETECTIVE'S 
THIEF AND ASSASSIN SKILLS 

Pick Pockets As Thief less 15% 
Open Locks As Thief less 10% 
FindIRemove Traps As Thief less 10% 
Move Silently* As Thief less 5% 
Hide in Shadows* As Thief less 5% 
Hear Noise As Thief 
Climb Walls* As Thief less 10% 
Read Languages As Thief 
Disguise Self As Assassin less 10% 

T I V E S
by Marcus L Rowland - & . -ti 

Detectives have an extra 10% chance of noticing disguised ass- 
assins, and consequently many Assassins' Guilds declare vendetta 
against detectives entering their area of operation. 

Detectives may also track in a manner similar to rangers, but 
underground and in urban environments the detective must have 
observed the quarry within one turn (10 minutes) of commenc- 
ing tracking, while outdoors the base chance is only 50% minus 
10% for each twelve hours elapsed before tracking, minus 35% 
for each intervening hour of rain, and plus l%for  each additional 
creature. 
There can only be one great detective in a city, and if another 
enters the two will either engage in non-lethal combat with the 
loser being downgraded to master detective and leaving the area, 
or enter an agreement where one specialises in consultancy work 
and never leaves his home while the other undertakes only active 
cases. This involves sharing fees and magical equipment, and the 
followers of the detectives must each decide if they wish to co- 
operate. I f  such an agreement is reached the detectives may set 
up a detective agency, which will attract 2-5 additional detect- 
ives of levels 1-4 and up to 12 (roll ld12) other followers. 
Lower level detectives may also set up agencies but these will 
not attract followers; all staff will be hirelings. 

DETECTIVE SPELLS 
Level 1 
Comprehend languages: Identical to the 1 s t  level magic-user spell. 
Date: Range I", duration special, area of effect %" level, comp- 

onents V, S, M. casting time 3 rounds, no save. 
This spell establishes the elapsed time since a specific event 

with accuracy of 20% improving by + 1% per level. The spell 
i s  cast on evidence such as footprints, broken swords and the 
like using a mixture of powdered silver and graphite (minimum 
value 20 gp). 

Detect evil/good: Range 6", duration % roundllevel, area of 
effect %" path, casting time 1 round, save negates. 

This spell is a weaker form of the clerical detect eviland will 
only detect strong sources. The detective must select whether 
he wishes to detect evil or good, and must cast separate spells 
for each. Material component i s  a reusable willow wand. 

Detect lie: Range I", duration % roundllevel, affects one person 
components V, S, M, casting time 5 segments, save negates. 

By using this spell the detective can tell if the subject -is 
telling a deliberate lie but cannot detect half-truths or evasions. 
The subject is under no compulsion to te l l  the truth. The 
material component i s  a reusable silver rod, value 25gp. 

Detect secret door: Range 3". duration 1 round/level, area of 
effect 1 Level, components V, S, M, casting time 1 round, 
no save. 

This spell outlines secret or concealed doors in the area of 
wall or floor tested, provided that they are not protected by 
spells such asguardsand wards. The spell's material component 
is  a bag of flour or soot which is hurled at the area tested and 
a reusable wooden rod cut from a doorframe. 

Detect undead: Range 3", duration % roundllevel, area of eff- 
ect %" path, components V, S, M, casting time 3 segments, 
no save. 

This spell informs the detective if there are undead along a 
narrow path provided tiley are not shielded in some way 
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from detection. Material component i s  a bone rod. 
Grade metals: Range object touched, duration special, area 

special, components V, S, M, casting time 7 segments, no 
save. 

This spell identifies the metals in an object provided they 
are also present in the material component, a ring alloyed of 
up to six metals. The spell also indicates which metal i s  most 
common in the object but will not indicate if there are un- 
identified metals present, even if they are most of the metal 
in the object studied. 

Level 2 
Detect chaos: This spell i s  a modification of the detect good/ 

evil spell and reveals strongly chaotic beings provided they 
are not protected against it, and fail to save. The spell's dur- 
ation, range etc. are the same as for detect good/evil. 

Detect evasions: This spell is a modification of detect lie and 
i t s  range, duration, etc. are the same. The spell will notdetect 
outright lies. I f  the detective is I l t h  level or higher the two 
can be cast as a single 3rd level spell giving tripled range and 
duration. 

Detect specific metal: Range 2" +%"/level, duration 5 segments/ 
level, area of effect %I1  path, components V, S, M, casting 
time 5 segments, no save. 

By use of this spell the detective can detect specific metals 
provided he holds the right material component, a rod of the 
metal he wishes to detect. Only one metal can be detected on 
each casting. The rods can be reused. 

Escapology 1: Range 1 person, duration special, components V, 
M, casting time 5 segments, no save. 
This spell causes ropes and simple bindings to fall from the 

detective or another person he touches, provided that he can 
pronounce a single polysyllabicword. The material component 
for this spell i s  a string made from the detective's hair then 
knotted, unknotted, and kept in contact with the detective's 
skin until the spell i s  used. Once the spell has been used a 
new string must be prepared. If the word of the spell is inter- 
rupted the spell will not work and the string will be of no 
further use. 

Read codes: Range special, duration 1 roundllevel, area special, 
components V, S, M, casting time 4 segments, no save. 

This spell allows the reading of any message seen or heard 
provided that the message has been coded from a language 
the detective can read. The material component is a piece of 
paper covered in runes which must be burnt as the spell i s  
pronounced. This spell can be cast with the 1st level com- 
prehend languages spell to give a 3rd level spell of double 
duration incorporating translation from unknown languages. 

Reflect the past: Range special, duration 1 round + % round/ 
level, area special, components V, S, M, casting time 3 rounds 
plus duration of effect, no save. 
This spell produces an image of a past event in a basalt 

mirror (cost 50 gp), provided that the place observed is  visible 
in the mirror before the spell is cast. The detective can see 
back 1 hour per level, but must know to within 10% how long 
has passed since the event to be studied occurred. I f  it was 
dark a t  that time the detective must have infravision in order 
to produce an infravisual image. Since the detective must con- 
centrate on casting and maintaining the spell a second person 
must look a t  the mirror. The material componentsof thespell 
are the mirror (which shatters at the end of the spell) a gold 
wand (150 gp, reusable) and herbs and incense consumed in 
the casting. The efforts involved in casting this spell will leave 
the detective unable to fight for a number of melee rounds 
equal to 20 minus his constitution. Magical protection against 
observation may block this spell, and some of the more 
powerful Gods, Demigods, Devils, and Demons may notice 
and react to observation by this spell. 

Speak with animals: This spell i s  identical to the 2nd level cler- 
ical spell. 

Level 3 
Detect invisibility: This spell is identical to the 2nd level magic- 

user's spell. ' 

Detect metals and kind: An improved form of detect specific 
metals using a wand of mixed alloy rather than the pure metals 
used in that spell. The spell has the same range, duration, and 
limitations to i t s  analytic powers as grade metals. 

Escapology 2: This spell is similar to escapology 1 but causes 
locks on fetters and chains to open. The spell's material com- 
ponent i s  a small working silver padlock which,must be locked 
then picked open by the detective and kept by his skin. The 
padlock can be reused but must be locked and repicked after 
each casting of the spell. 

Knowalignment: Identical to the 2nd level clerical spell. 
Locate object: Identical to the 2nd level magic user spell. 
Read hidden message: An improved form of read codes which 

makes messages in invisible ink, braille, knotted string and 
the like understandable. The spell's other specifications are 
identical to that spell and i t  can be combined with comprehend 
languages to give a 4th level spell of double duration. 

Speak with plants: Identical to the 4th level clerical spell. 
Truth: Range person touched, duration 1 roundllevel, area 

special, components V, S, M, casting time 1 round, save 
negates. 

This spell compells i t s  victim to give truthful but literal 
answers to all questions asked, but the victim will not vol- 
unteer information and can still attempt to escape or fight. 

Vision of the past: Range special, duration 4 rounds + 1 round/ 
level, area of effect 4"+1"/Level, components V, S, M, 
casting time 10 rounds plus duration of effect, no save. 

This spell produces a three-dimensional image of an event 
that occurred in the area on which the spell i s  cast, provided it 
i s  known within 10% how long ago it occurred. The reach of 
this spell is  1 day at I l t h  level, doubling for each subsequent 
level. The area treated must be dusted with fine crushed lode- 
stone, ringed with crushed ruby (minimum value 200 gp), 
and the air above must be filled with fine incense smoke lit 
from one side by a lantern or similar strong directional light 
source. I f  no visible light was present a t  the original event an 
image will still form but it will be grey and ill-defined. The 
spells caster cannot observe the result due to the concentration 
the spell requires. The spell has the same hazards as the spell 
reflect thepast and is  also blocked by spells againstobservation. 

Level 4 
Blink: As the magic-user spell. 
Escapology 3: An improved version of escapology 2 breaking 

welded and riveted chains. 
The material component is a metal fetter which must be 

welded, riveted, and hammered closed then forced open by 
the detective by non-magical means. The detective must then 
keep the fetter, still open, against his flesh until it i s  used for 
the spell. A new fetter must then be prepared before the spell 
can be cast again. 

Feign death: As the magic-user spell. 
lmproved metal detection: This spell extends detect metals and 

kind to detection of any of the common metals, not just 
those in the rod used. The detective will be able to detect 
any metal he has knowledge of, know i t s  concentration in 
the object detected and know if other unknown metals are 
present. This spell has double the range and duration of the 
3rd level spell. 

lmproved vision of the past: This spell gives a longer duration 
(10 rounds + 2ILevel) and a far greater penetration into the 
past, one year for each level above 14th of the detective. The 
spells casting and components are otherwise identical, as are 
i t s  hazards and limitations. 

Polymorph self: As magic-user spell. 
Ungag: All specifications special, casting time 4 rounds, no com- 

ponents, no save. 
This spell gives a detective a chance of escape if bound or 

chained and gagged. By shaping a precise mental pattern and 
thinking a series of polysyllabic words the detective causes 
gags to fall from his mouth, thus letting him cast one orother 
of the escapology spells. The base chance of this spell work- 
ing is 10% plus the detective's level. 

Water breathing: As the magic-user spell. 
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Dear WD, 
Derek Carver's letter re Mythology is 

interesting if only because it reveals what 
variety there is in this hobby. I would 
think seven hours is  a reasonable time- 
span for slow players, and certainly you 
are not going to get it below five hours. I 
regard these times as acceptable, but then 
in our playings we have got down into the 
southern area several times. The playing 
of Mythology is always varied, and i f  all 
players persist in hanging around Greece 
one will, indeed, fail to visit the whole 
map, I have played games where all heroes 
start a veritable Volkwanderung as soon 
as they can. Derek's variant may open the 
game to the three hour garners but I 
strongly disagree that they do not lose i t s  
flavour. Many of the rules are simply per- 
sonal preference, but (and it is a very big 
but) the rule requiring one power point 
to move a Hero is a fatal weakening of 
the most important facet of the game, that 
of moving a 'normal' number of units 
without spending anything on them while 
stashing the points up in some other fea- 
ture for a coup. This variation is wholly 
negative and destructive to the subtle 
nature of the game, now any Hero who 
moved was controlled and can be killed 
for Glory, no risk of losing it is incurred 
by killing an uncontrolled Hero. Perhaps 
Derek's group never got involved in this 
game feature - hence his belief in the ad- 
vantage of his rules. 

Regards, 
Charles Vasey, Croydon, Surrey. 

Dear WD, 
I D&D in the area of Bromley and 

Orpington. At the moment I play an 1 I t h  
level paladin. However, I have a small 
query about the bard character class. 
Basically it is this: can bards ever have 
assassin abilities? Recently I managed 
to sneak a look at TSR's Rogues Gallery. 
It occured to me that while there were 
rangers as well as fighters in the fighters 
section there were no assassins in the 
thieves section! So if it's possible, a little 
advice, please? 

To change the subject, some praise of 
your excellent magazine. Fiend Factory, 
provides some of the most exciting mon- 
sters to Dice & Deal with. 

Character Conjuring i s  one of your best 
articles ever! 

Finally keep up the good work, and 
may you never lose your towel. 

Ever an adventurer, 
T.J. King, Bromley, Kent. 

-While this is obviously up to the D M  
concerned, and the Player's Handbook 
implies that during his thievish phase a 
bard could be an assassin (retaining the 
abilities thereafter), we would recommend 
for reasons of play balance that the bard 
- already a powerful class - not be allow- 
ed assassin powers in addition. The histor- 
ical prototypes of the class - skalds, 
jongleurs and the true Celtic bards - were 
not in any case noted for using such 
PO wers. -Ed 

Dear WD, Dear WD, 
. . . I would appreciate some help on . . . I should like to comment upon the 

how much treasure a DM should put in editorial in White Dwarf 22. 1 myself play 
his dungeon. In White Dwarf 18 Albie several different RPG systems and it i s  
Fiore's Halls of Tizun Thane had several my experience that it is usually the most 
hundred gp a t  various points, with a couple logical systems that have proved most 
of treasures of over 1000 gp and an popular, both as a separate RPG and when 
unspecified - but obviously valuable - incorporated into existing games. It is 
final hoard.Grakt'sCrag byWillStephenson this which has led me to believe that, 
i s  also enjoyable, but the main treasure is  although D&D dominates the existing 
350 gp with four magic items and no other FRP market, it, along with similar games 
treasure much over 100 gp. Although (C&S, Bifrost, Arduin etc.), will soon be 
Grakt's Crag is smaller, it is  designed for superceded by the 2nd & 3rd generation 
higher levels and I feel that the difference games such asRuneQuest and The Fantasy 
is too great. Trip both of which offer more realistic, 

Incidentally I enjoy the mini-modules, but still emminently workable systems. 
but would appreciate more a t  low levels The older works would still continue as 
(1st and 2nd) since this is  a very useful highly useful sourcebooks, providing as 
way of introducing new players and of re- they do many innovative and interesting 
starting players whose characters have just ideas (e.g. Bifrost's rules for divine inter- 
bitten the dust. vention), but on the whole there will be a 

Keep up the good work, swing away from over-complication and 
Graham Lee, London. the stifling effect of some of the older 

systems. 
-The question of how much treasure to I would also like to take this chance to 
put in a dungeon is one whose answer thank Rick Stewart for his excellent article 
varies from campaign to campaign. How Robe & Blaster, one of the most usable 
much treasure is to be won depends on additions to Traveller that I have seen for 
the particular game world and group con- some time. 
cerned; it should be enough to make the Yours from Storm Walk Mountain, 
efforts of theplayers worthwhile, but not Ivan Hohnson, Bushey, Herts. 
so much that characters no longer need to 
undertake the hazardous adventures for Dear WD, 
which they are famous, having bought the Though White Dwarf is, in my opinion, 
neighbouring kingdom with someleftover the best gaming magazine to be found 
for lunch. The DM should feel free to anywhere, i feel that of late the subject 
alter the printed amounts of treasure to matter i s  worsening. I enjoy using such 
suit his own needs and wants, especially creatures as the Hook Horror, Githyanki 
in mini-modules which are not set in a and Svart, but find no inspiration in the 
single, consistent game world. -Ed likes of the Crystal Golem, Grey Sqaarg 

or Creeper - they are too much like their 
Dear WD, Monster Manual counterparts. 

I received my copy of White Dwarf 22 The new character classes 'conjured' 
yesterday and was shocked to read in since issue 18 are also too much like those 

Fiend Factory about Ungoliant. in the Players' Handbook, or totally rid- 

I wish to point out that, in The Two iculous like the Merchant (issue 21). 
Towers Chapter 10, Tolkien saysofshelob, if the articles have 
daughter of ungoliant, IIN~ soft spot had ened, then the Traveller articles have 
she save her I think that greatly improved - Star Patrol, Starbase 
Ungoliant would be of a like make-up. and Criminals are all very useful additions 

to the rapidly expanding Traveller rules, 
Therefore I suggest she be made A.C. -6 and Robe and Blaster was well worth 
all over and her eyes be made A.C. 6. 

Also I feel that she would not attempt waiting for. 

to eat someone outright but att- But enough of this. Gaming is obviously 

empt to ensnare them in her web, as she more and more popular in the 

each issue of WD. 





l6HP (this means the bsllistae are fired with the same each), 5 black pearls (500 gp each), a pair of silver 
hit probability as a 3rd level fiqhter), and the captains & gold bracers (700 gp), apair of identical wrought 
are 5th level with 2 5 W  gold lmns (1000 gp each) and a brooch of gold 

The distance that the galleys must travel to reach studded withamethysu(4000gp). 
the island may be as long or short as the DM desuer. 5. A wooden chest hasrottedaway revealing theingots 
Encounters outside of the immediate vlcin~ty of the of precious metals which it once contained: each 
island have not been included but n a hardly likely ingot weighs 20 lb, there are 4 of copper (1 gp 
that the ~ourney to the island will be uneventful and each), 9 of silver (10 gp each), 7 of gold (200 gp 
any number of encounters may be introduced at  the each) and 2 of platinum (1000 gp each). 
DM'S discretion. 6. A bronze chest, still intact but the hinges and lack 

In the following descriptions, MM indicates a man- are corroded shut (treat as being wizard locked as 
ster from TSR's Monster Manual; DMG an item or rule regards mffieulty in opening). lnnde are a very 
from their Dungeon Master'sGuide. Monstershave thea good quality gold necklace (1900 gp), an omate 
basic statistics given in the format ( h o u r  Clars; hit silver ring formed by two entwined snakes which* 
dice; hit points;attack) when first encountered. have obsidian chips for eyes and a small jade stone 

held between their jaws (2000 gp); a 2' long, W 
diameter copper rod with eight green bands inlaid 
at  one end, written along its length in invisible 

flalbreb toe fligotp 

(AC6- 12d8- W96-At t  2-1212-12/4-32 +steam by any paladin or ranger of 9th level or above or 
'breath)[MM\. F'ldd here by Maldredwhenshe by m y  good cleric. The last item in the chest is r 

was just a hatchlmg, Shassar has never felt inclined to small iron flask sealed with rune-inlaid wax: Inside 
leave and regards the lagoon as her terntory which she is a viscous blood-red liquid which has a metallic 

An old wreck of a small galley can be seen ability then the chanceperround of an encounter h40% 2E ~ ~ ~ e ~ o t t o m  here in =bout 40 of water and the f int  roll of 2d4 is ignored and n - r d e d  if it + 
(this galley came into the lagoon many years ago, a 3 or 7. (Each item may only be rebovered once but 
before the coral reef had grown too large for ships to creatures may be encountered repeatedly.) 
enter, it promptly had its bottom mashed in by 
Shassar who then ate most of the crew). If investigated 
there in a 10% chance per round per diver that some Tall (90'+), steepdiffs,withoutledgeorrrevice, 
item or creature has been encountered near the wreck, 3:py:z:~t this sandy beach off from the 

rest of the island but near the centre of the rock wall is 
a small, 10' hlgh cave with a narrow, 10' high passage 
leading from its rear. 30' along this pasage stands a 

Coastline cliffs of 90' height 

uncorroded +2 War Hammer nearby [DMGJ. bar and broken padlock now lie on the floor in fyont' 
3. The diver has encountered a giant moray eel. (AC6; of the door. The door's hinges are not discernable from 

5d8; HP23; Att 3-18)[MM]. this side. 
4. A small runty iron chest, so corroded that if moved The obelisk LS the f i r s  of the powerful wards that 

~t will break apart, revealing: 10 obsldian cubes (1" Maldred has left t o  protect his Lair, it is formed from 
per side, worth 50 gp each), 10 moonstones (80 gp stone quarried from the deepest of the nine hells. I t  

III 

L magically banded to the rock floor of the passage identify as hematite - a low value ornamental stone bits and pieces of broken pottery, rope and unidentifi- ceiling. The bottom is weighted by metal beads sewn 
and lts saving throw vr all attack forms (hard blow, worth about 10 gp (in fact it is a Periapt of Wound able =raps of leather and metal can be seen at the to the cloth.) 
fire, frost, lightning, disintegration etc.) is always 2 ClosureJlDMGJ. bottom of the slope next to the doors. Closer examin- 
The runes on the obelisk are very evil in nature and No. 2 lies on its side. It is of a gnome, only the rags ation will reveal the shattered remains of an ornate 
any "on-evil bemg attempting to read them w d  react of a robe cover thewithered body and the only weapons wooden staff, a steel scroll tube bent at right-angles 1, each alcove is a $tone (AC-;HP~~, 31; 
as if they had read zllusrory script and will not re- discernable amongst the wreckage of equipment seem a 0 can be s e e  w i t h  it of t t l .  P o  7:"1:: + w U a l ) [ ~ ~ ]  ha",.. bee,, 
member what they saw.  he obelj& itself radiates a ,  to have been daggers. Next to the body isanoldsatchel esson [DMGI and it is up to the DM to judge whether damaged by previousattacksand have been programmed 
30' diameter cirde of enfeeblement, this reduces the containing 50 cp and a cracked ivory and gold orn- or not the players extract it without damage) and toperfarm the follow~ng functions. 
victim's strength by 50% (acts asray ofenfeeblement. amental hunting horn (worth 90 gp or 900 gp if a a mall clear glass bottle sealed with a wired-on glass 
except that there 1s no saving throw and the effect only mending spell is used to repar it) 
lasts while the victlm a wlthln 15' of the obelisk). Any 

return after nine rounds). 

slippery underfoot and totally uncllmbable by non- The tunnel ends in two 10' high bronze doors. They 

IV v 



amentatlo" to be of entwined serpents, whlch 4-16 pts per round. LABORATORY 
have small chips of obsidian as eyes, and whkch Anyone caught in the exit passage will take no 
support the green gemstone m their laws damage on the first round and half damage (2-8) on 
(value- 8000 gp). each subsequent round but they must, on the last 

100. wand made of plan undecorated bone, K" m round of the f r e ,  make a System Shock saving throw 
diameter and 12" long. It 1s sharply polnted at ar d ~ e  from suffocation caused by lack of oxygen 
one end and capped w ~ t h  a dull grey metal rather thansmoke. 
(tarnished sliver) at the other. The cap may be Any character receiving burns directly from the 
unscrewed to reveal a slver rod attached to its phosphorous (i.e. one who was in the pit rather than 
inside and slotted into the wand. This rod is %" over it) will find that all methodsof heallngthisdamage 
in diameter and 7" long with an inscription, in has only half effect (i.e, a cure light wounds spell re- 
a mag~cal scnpt whlch requires read magic to stores only 1-4, a Potion of Healing cures only 2-5 
decipher, the word 'Divmusmagos', (Wand of etc.). The heat generated by the phosphorous fire falls 
Magic Detection [DMG]: 41 charges left. The into the category of 'Very Large & Hot Fires' when 
wand's command word is 'Divinusmagos' but dealing wlth Flre Resistance. 
it will not work without ns silver power-cae A dispel magic cast at the door just as the trap a 
screwed tightly m 1 activated will automatically prevent its funcuomng on 

Each item may m l y  be recovered once, if it is rolled that occasion (a dirpel magic used in this way merely 
again then treat that roll as an 01-40. negates the trapb trigger mechanism for the round n 

If magic detection is used, it is 20% likely per was cast in, the trap remains pnmed and it may still 
round of searching that one of the four items of magic be set off by later attempts to  open the door). A dis- 
m heap will be unearthed and noticed (this is in add- pel magic cast a t  the floor just as the trap is activated 
~ t ion  to the normal percentage roll for recovery of will only prevent its functianingif it successfully dispels 
intact ,terns). If this occurs, then determine which one a 16th level magic-u9er's spell, success in this case will 
has been recovered by assigning an equal chance of permanently de-activate the trap. In the centre of the 
discovery to each of the remaining magic items and other side of the door is an identical dial (not tied-in to 
rolling the appropriate dice (for each magic item the trap mechanism), if the door has been opened and 
recovered, the chance of noticing another one by using the lock mechanism kept intact; closing the door and 
detect magic drops 5%, however the normal chance of turning either dial will re-lock it. 
recovery remains the same). 

8 ~ ~ ~ ~ ? ~ r m  and its 6' high mit  9 ~ ! ~ ? p ? ~ ~ ? ~ ~ ~ ? ~ ~ ~ ~ ~ ~ ~ ~ ~ r ~  
age a of a deep red marble. The atmosphere is is chill and the floor if struck hard will sound hollow 

warm and the floor, ~f muck  hard, wdl sound hollow. All of thls floor, except for the eastern portion of the 
The passage ends with a locked iron door. The lock is room, a of marble. The east portion is a thick sheet of 
in the centre of the door. It is a dial (similar to  those ice. The ice covers a 5' deep pit which has at  its bottom 
found an safes) and requires a proficiency in opening a large patch of brown mould ((AC9; Att + HP special) 

, locks and keen hearing. The chance of opening it is the [MMI. It is this which stops the ice from melting. If 
average of an attempting characters' Open Locks and this sheet of ice is stepped upon or struck, it will only 
Hear Noise percentages. - break if it fails a saving throw. The required roll to  save 

The dial is trapped; a successful attempt at Locat- (on ld20) is 8 or more; +1 is added to the die roll for 
ing Traps will reveal that, but a succeuful attempt each 10 Ibs weight under 120 Ibs which a on the ice. 
at Removing Traps will only rweal that the trap is or -1 is added for each 20 Ibs over 120 Ibs. Thmw 
magical in nature and is o i , ! ~  activated by an un- required to save for a normal blow struck by a staff or 
su~cessful attempt to Open Locks or by any attempt similar object is a 2. 
to mash the door open. Any character falling into the pit will be drained a f  

8 points; thereafter for 5 rounds it will be either dial willre.lockit. 

VI VII 

Damage Bonus +14; no mck hurling; Open Doors 23 it has been disguised and h detectable lm the same way 
m 24 (9 in 10). Bend Barslhft Gates 100%) for 6 as the section of east wall described m (10) The secret 
turns. Then, for the next 6 turm, theimbiber'sstrength door in the south wall may be opened by pushing hard 
drops t o  3 (Hn Prob -3;DamageAdiustment-1;Welght against its lower half; this will engage a hidden eounter- 
Allowance -350; Open Doors 1 in 6; Bend Barslhft we~ght whtch wlll llft the door up into the ceilmg. 
Gates 0%) Thereafter, the victim will regain 1 point of 
strength per turn but the victim will find that he or she G S E C R E T  CHAMBER . 
haslost 1 paint of strength permanently. This unht chamber has in the centre of its west 
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n but its drawer contains a ceremonial dagger made summoner (the stwe understands common but a char- 
f r o p  a finely honed shard of let black stone, a gold acter must be able to understand stirge if he or she 
coin which has had a continualllght cast upon it and 9 wishes to use it as a scout). If the stirge is killed, the 
vials of Unholy water. Under each bedealargewooden lump of slate must make a saving throw vs the attack 
trunk containing items of female apparel, all of which form which finished off the stirge (count it as magical 
are religious in nature (ceremonial gowns, vestments, stone), failure rmults in the destruction of the f ipnne.  
head-dresses etc.1, some bear bloodstains. Each trunk The stirye can be summoned up to 4 times a d a y  
also contains a silver unholy symbol Fmally, the trunk The metal trunk a S'long, 2'wlde and 2'hlyh and 
under the bed m the south-west corner hasmitaleather made from X" steel plates, weighs 970 Ib empty (with 
bag containing a large sapphire (value 11,000 qpl its present contents it weighs 1050 Ib), has no hinges 
which, if n a detected for, radiates magic as it is the or lock, and has a slot.on lid (like a rhoe.box) which 
prison for a type IV demon (AC-1 l l d8 ;  HP55, Att has been w i z d  locked into postion. It has hadaglVph 
1-411-412-8 + special;Magic weapon to hit +special) of warding cast on it, so any creature who touches the 

they are wizard locked. Actually, both doors are made Gauntlets of Ogre Power [DMGJ.  
of b r a s  and have had a permanent fool's gold cast 

XI 

ock spell is worth 30 strength point%) The pn con- below, t a h g  with it any unanchored characters that 
nr 12,000 cublc feet of water (about74,880gaUons), happen to be in the pit at the time (damage from the 

ance - casung such a suggestion does not break the moving slently. It may be turned by clerics arif a yh 
concentration of the morghiss. If a party seems t o  have and a tmmune to poison, Holy water, sleep, ch 
no loners, then a morghlu will usually causeacharacter and mind-reading spells, likewise it cannot be affe 

energy drain) [ M M I .  They will attack the party m the 
best way that seems possible. If they are turned by a 
cleric or paladin they will, after the durat~on of effect 
has passed, re-enter the Law and attempt to follow 
the party w, as to attack from the rear. 

Movement: 3"/18" 

plus paralysiny poison) 
Alignment: Neutral evil. 
Intelligence: Exceptional. 
Monstermark: 469 97 (level IX m 12 levels) 

to  fall behind by using thls abdlty. At first right of a by spells of mental or emotional attack. 
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m this form the morghiss hlses constantly and a is with the size and quality ~frece~taclethatthelifefome rod (10' long, 1" diameter, weight 35 lb, value 1 7 9 )  
this which n heard if it fails m move silently roll. e kept in, which is why the pillar ~s so large and valu- which is attached to the ceiling. The doors are each 10' wide, 10' high, 2" thlck, 

By hn  arcane powers Maldred has bound this mor- able (sapphire was used because it is blue which is a 
ghls to the pit and it mdy not move further than 100'  pir ritual colour and because it boosts magical abilities, 

CTh i sLooks  like a curtain of metall~c gold coloured 3 6 ~ ~ s ~ f ~ a ~ ~ u m ,  and are very ornate, depict- 

from it Having been without live prey for almost 900 jet is a sod object material) The body's state of sus- 
sann which completely blocks the corridor and ing scenes of Maldred emerging from his Chrysalis and 

years the morghiss has taken to ~leepmg in its lair. it ~ m d e d  animation is broken only by Jamme's life 
which hang  from a gold rod attached to the ceiling. In descending into Hell to  become its greatest hch-Devd 

w~ll  be awaken by any laud noise or v~bratian (such force returning to her body. Jasmine is a human magic- 
fact it is a colony of yellow mould (AC9; Att 1-8 + (Actually each daonrmade of iron plated with platinum 
poison spores) [MMJ. and we~ghs 8115 Ib. 115 Ib of this is platmum which e 

worth 5750 gp ) 
When pushed (even if it were only done Ilghtly) 

~ ~ ~ ~ : E g T ; ~  zcy$ :$;;;$ !;;;,d;;;te;;fi:t;yh~p:i;;;w;$;;$ 
lb. They may be pushed open quite easily. The room is beyond it the room rises to  15' high. In the east wall 
10' hlgh. It has walls of iron (2" thlck plate coated are a pa r  of standard Iron doors. (All alcoves shown 
with lead on the outside) and its floor and ce~lmg are are concealed by an illusion of an ordinary wall. From 
of stone. In the centre 1s a plllar of uon 5' high and 10' inside of the alcove this illusion is transparent It is 
in diameter, from the top of this metal pillar 4 iron important to  note that certam formsof detecungllus- 
bars (6" in diameter) stretch out to the wall along the ions do just that, they do not enable a character to 
north west, north-east, south-east and south-west axes see through an illusion, they only tell the character 
of the room. Close observation will reveal a small gap that he or she is looking at one.) The eastern exn (be- 
between the dowframe and the walls, floor and ceiling hind the doors) is only 6' hlgh. As the leading elements 
of theoutsidecorridor;thelronwalloftheroomdoesn't of the party are about to  mvetigate the east passage 
actually join w ~ t h  the floor or cedmg, there ~c a ma l l  (after they have opened the doors), 2guardianskeletons 

the key). The lack is trapped and, tf the key is not 
gap; the iron pillar is in fact an iron sheath over a stone will charge out from each alcove and attack the party, 

used gas will spray out of the chest filling a 10' 
pillar, this sheath is made of 2" thlck iron plate and at the same time 2 more guardian skeletons, prev~ously 

JASMINE'S MAGIC JAR ROOM stops just short of the floor, there is oil between ~t and hidden m alcoves behind the doors, wB push the doors 
I" the cenve of this room stands a 2' diameter x 1; x 10' area in 1 segment (inhaling the gas requires the stone pillar within. If the bars are pushedmaclack. shut and slide mto positlan two bolts which will effect- 
10' high pillar stretching from floor to  cei~ind a saving throwvs. ~o i son ,  failure resultsin death;success wise direction with a force of at least 80 strength points, ively wizard lock the doors to anyone wishing to open 

and in hot; Inlaid over most of its surface in thc 10s of half of the fharacter's remaining hit the wall will s l o w l ~  rotate. (Antdockwise movement them from the west side. These 2 skeletons win then 
are discs of sapphire (the and thickness of a 5p ~o in t s ) .  The chest contains 5 metal-bound books (not a prevented by a ratchet w thm the plllar.1 If the uon attack the party as well, after a two melee round delay. 
piece) and squares of jet (postage-stamp sized) Neither locked) and a block of let (value 1000 gp) The books doors are kept open, it will be not~ced that there n a 3 guardian skeletons hiding around the corner of the 
of t h e e  precious minerals can be removed from the are Jamme'r spellbooks, on each page containing a northern exit; if the wall s turned further, the door- exit wll  also charge out and attackthe party. NB: There 

without brealtage. Any dwarf or gnome would spell there is also an explosive rune which n 9th level way will reveal another exit to  the south. (There is an guardian skeletons are not very intelligent. They will 
eastern exit passage but it has been concealed by a wait for theeasterndoors to be opened beforeattacking. 
plaster-board facade - for detection purposes t hn  If any of the groups d skeletons are discovered and 
disguise is considered to be a concealed door). When attacked they will defend themselves but none of the 
the door to this room c o m e  into line with thenorthern other groups will come to thea aid unles the eastern 
en*, 3 doombsts will fly in and attack doors have been opened first. They each have 30 HTK. 

GUARDIAN SKELETON 
No. Appearing. Variable 

Alignment. Neutral evil Intell~genoe. Low 
Intelligence: LO-# Monstermark: 86.62 (level V in 12 levels) 
Monstermark 120 (level VI in 12 levels) 

Guardian skeletons are a more powerful version of the 
The doombat is a species of undead bat found in d i r  normal skeleton, created by hlgh level evil characters to  
mal caverns where n seeks to kill all llving things. It guard the)? treasure. They appear as normal skeletons 
attacks by biting for Id6 damage and lashing with its clad in rusty banded mad, usually armed with long- 
barbed tail for Id4 damage, the tall lash also has the swords. 
effect of a ghoul's touch an a victim Their great strength enables them to attack at  +2  

The doombat can be turned ar a wlght on the Cler- damage; they take half damage from edged or pointed 
ic/Undead table. It e dark grey in colour and may not weapons, and regenerate at 2 points per round. If ,  
be easily seen in conditions of dim light. however, they are reduced to 0 hit paints or lens they 
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and cold; fire and electrical attacks do half damage, and containlng a Potion [DMGI: Clinbing; Diminu- 
none lf a save is ach~eved. Holy water does 2- 7 points Extra-Healing; Healing; Philter of Love; a 2' 
of damage per v~al  when flung at them. long, 34" d~ameter wand of some rare whlte wood, 

tipped with a 1" diameter round knob of s transparent 

stores the energy for the summoning spell. It also has FALSE CHRYSALISCHAMBER 
the effect of ordering the monsters to  attack any living In the centre 1s a permanent p w a m m e d  ill- 
m a t u n  p m t  (other than themselves). Oruhalmm amion which dipicts . 1 5  long, I 0  high, glow- 
after ~t s used turns into ordinary non-magical silver. ~ n g  gold crystalline pod which has wlth~n it a shadowy 

The passage to the east is 10' high. It is blacked by human form with hints of horr~ble devlllsh alterauons. 
a heavy iron portcullis. Each successful throw under a This form is moving and appears to  be trying to hatch' 
character's Lift Gstes percentage will only lift this very If a character's nerve doesn't break and the chrysalis 
squeaky portcullis by 6" (and knock spells have na isn't lmmedlateiy destroyed, each observer has a per- 
effect on a portcullis). centage chance, equal to  twice h a  or her intelligence, 

If a dispel magic is cast a t  the pentagram and the of noticing that the movements of the shadowy form 
carter manages to negate a 16th level mapc-user's spell, are repetitious and that n doesn't seem to be making 
then the pentagram is de-activated for a number of any progress m breaking out (check once for every 4 
rounds equal to  the level of the dispeller (When de- rounds spent watchmg). If attacked m any physical 
activated, the orichalcum loses its colour but slowly manner which would normally cause 1 or more points 
regains it as the de-activation periodrunsout.1 If, whilst of damage then the illusion is programmed to shatter 
it IS de-activated, the pentagram is cut, then the spell and, for 1 round, depict an ugly blackcorpse amongst 
is permanently broken and the onchalcum may be sal- the shards and then totally fade away 
"aged, (the weight of metal making up the pentagram 
is 26 Ib. As orichalcum ~t may be sold for 5200 gp, as THE GREAT HALL AND 
sllver its value is only 26 gp) @THE TRUE CHRYSALIS CHAMBER 

The approach corridor is only 6' hlgh and ends 
m two standard iron doors (the pull rings are on the 

Moulded to the centre of the floor is a huge side facing the characters) The north and south pass- 
stone slab 5' wde,  1:' long and 4' thick, on ageways are only 6 '  high. Where they open out lnto 

which rests a mummy (ACZ, 6d8+3, HP45; Att 1-12 + the Hall, they have been sealed with sheets of glanteel. 
disease) [MMI. If the party make any sort of noise m These sheets are AC1 and will take 60 points of 
(371, the mummy will be ready to attack (in fact it damage before shattering. Beyond these sheets of 
may charge down the corridor if it h e m  the characters glmteel, the Hall nses to  40'high. Near the centre is a 
having trouble with the portcullis but it will first look small obelisk ( l ' x  Z'rectangular base, 8'high) made of 
to make sure that at least one character is on its side of a fiery red stone, veined with sickly green lines and 
the portcullis). if the party has been totally silent in carved w ~ t h  runes. It is the second (and last) of the 

to everlastmg torment. 

thew approach, the mummy WIN be s t  rest upon its powerful wards that Maldred prepared to defend his 
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Starbase is a regular department featuring reader's ideas, for 
Traveller . Two topics this issue, on different additions to 
Traveller . . . 1 would also like to take this opportunity to 
mention Leviathan, Traveller Adventure 4, the first to be 
designed and produced in the UK. I hope you will enjoy it. 

The most common science fiction personal weapon missing 
from the descriptions in Traveller Books I and 4 is the light 
sabre, laser sword, force blade or whatever. Despite misgivings 
as to  its practicality (and is this item really better than other 
traditional and cheap weapons?), I feel i t  i s  too popular to ignore. 
I therefore present the two versions used in my own campaigns. 

Laser Sword/Foil 
These weapons when inactive consist of a short handgrip, the 
interior of which contains the force projectors, attached by a 
cable to a power pack worn on the user's back. The grip is usually 
hung from a waist belt. Recessed controls are located in the 
pommel of the grip. When activated, a limiter attached to the 
grip by a filament extends, with the field behind. This operation 
takes two seconds or so. A second, inertial field i s  also activated, 
which can be varied to alter the total blade weiaht and the 

Strength Requirements 
Req.Str DM Adv.Str DM Weak BlowlSwing DM 

Laser Sword 6 -1 10 +I -2 
Laser Foil 5 -1 9 + I  -1 

Range Matrix 
Close Short Wound Inflicted 

Laser Sword - 1 + 1 2d6+4 
Laser Foil 0 + 1 2d6+1 

Armour Matrix 
Nothing Jack Mesh Cloth Reflec Ablat Battle 

Laser Sword +4 +4 +2 +2 +I +3 -2 
Laser Foil +3 +3 +I +I 0 +2 -3 

Weapon Weights and Prices 
Base' Pack Length3 Base 

Wt,gr Wt,gr Rounds2 mm Price Cr 
Laser Sword 500 ,2500 50 80011 00 3000 
Laser Foil 350 2000 50 7501100 2500 

Ammo4 
Price Cr TL  
1000150 12 
1000150 12 - 

weapon's centre of gravity to match the user's personal prefer- 
ences. I f  the weapon is not so adjusted, a DM of -1 is imposed Notes: 1. Weight may be altered + 50 gr. by field effect - see 
on all rolls to hit. One combat round, during which the user i s  description. 
treated as evading, is required to adjust the controls for this 2. Number of combat rounds of use. 
purpose. Once the controls are set, the weapon has the same 3. Withlwithout laser blade extended. 
characteristics each time it i s  used. 4. Cost of power packlrecharging cost. 

LASER D AND FOIL 

PER ARDUA . . . AD ASTRA 
Spacecraft designs for Traveller have been occupying much of 
my time recently. As a spin-off from this, I realised that the 
question of Jump space has not been explained in Traveller. 
This i s  probably deliberate, as Jump drive is a prop without 
which the whole rationale of adventures in different star-systems 
becomes impossible. The more complex such a device is  made, 
the less believable it becomes. But there is one area which can be 
looked into without suspension of belief -Jump drive mishaps. 

In Traveller Book 2, apart from total drive failure (what 
happens then - do you 'fall' back into normal space?), the only 

other possible disaster that may take place is the misjump. 
Commendable, GDW refrain from allowing such things as 
randomising the constituent molecules of ship and contents, 
which may be realistic, but would end the game rather abruptly. 

However, consider a complex piece of machinery such as the 
present-day motor-car. All sorts of things can go wrong besides a 
complete lack of forward motion (drive failure) and the collapse 
of the steering geometry (misjump). So let's have a more varied 
selection of Jump drive problems. I have some of my own, but 
I should like to receive other ideas before devoting a Starbase 
column to them. 



Alignment in 
RoIePIaying Games 

by O.C. Macdor 
Since the first edition of D&D one of the components of FRP 
games has been the concept of alignment. Players had to choose 
whether their characters were to be Lawful or Chaotic. TSR soon 
added the idea of Good and Evil so that alignment was defined 
by two sets of extremes. The reasoning behind this expansion 
seems to have been the problems inherent in describing a person- 
ality on a single scale; by adding another dimension, a greater 
range of personality types could be represented. 

The Chivalry & Sorcery rules had a less rigid approach. They 
allowed a greater range of alignments between the extremes by 
placing alignment on a defininte scale. At the same time they 
kept the original system of having only a single dimension for 
alignment thus limiting the descriptive power of alignment. The 
C&S system however never tried to be anything other than a 
rough guide to behaviour; the authors added a note stating that 
characters of opposite alignment need not attack one another, 
and that respect and friendship could occur between them. This 
i s  something that the D&D rules have only hinted at. Many are 
the games in which alignment differences justify mass slaughter. 
The single dimension system of C&S also avoided arguments 
generated by the D&D system as to the differences between 
Good or Lawful, and Evil or Chaotic. 

Yet other systems have other ways of describing alignment; 
the Arduin Grimoire uses a system similar to D&D, having Law- 
Chaos and Good-Evil axes, but also giving finer distinctions, 
such as Marginally Lawful and adding the possibility of characters 
being plain Amoral or Insane. All this really goes to show is that 
few people can agree on any one system for alignment. 

This i s  partly due to what rules on alignment are trying todo, 
which is  provide an indication of a character's motives and per- 
sonality. This is doomed to failure if players rely too heavily on 
alignment as a guide. Personalities are too complex to be defined 
by one or two words, and people differ in their definitions of 
good. One country may look on human sacrifice as a Lawful 
act, using it to appease a hostile god to guarantee a good harvest, 
while most other people would consider it as Evil; alignment is 
a matter of opinion. Other things do not f i t  into alignment sys- 
tems; the classicexamples are animals, these cannot be considered 
Evil because they eat humans - they know no better. But can 
they really be considered Neutral, the alignment most would 
assign them? The most sensible suggestion regarding the align- 
ment of animals is  to describe them as being hungry, they do 
not f i t  the human conception of alignments. 

Not all Role Playing Games use alignment, no science fiction 
game I have seen does, and RuneQuest does without the idea as 
well. Do these games lack something, or have they simply found 
that the concept is redundant? I would say that the latter istrue. 
Players are now coming to realise the potential of Role Playing; 
they are beginning to develop the personalities of their characters, 
and therefore the differences between them are becoming less 
the artificial restraints of alignment and class, and more the diff- 
erences between individuals, as in the real world. No longer is it 
sufficient to describe Fred the fighter as being Chaotic-Evil; he 
may well be that, but he is  also more. He will have particular 
likes and dislikes, he may be brave or cowardly, possibly being 
particularly terrified of certain things, etc. 

Alignment serves some useful functions. It gives something 
on which to start building a personality for a character, but this 
often leads to stereotypes, particularly with less experienced 
players. RuneQuest does this better by encouraging characters 
to affiliate with a particular cult, and because all cults have part- 
icular standards of behaviour that they expect from their mem- 
bers they tend to guide the formation of a character's personality. 
One might say that all those belonging to a particular cult are 
likely to be very similar; but the range of cults i s  much larger so 
the problem would not be so acute, even if it did occur, which I 
do not think it does. The cults only serve toguide their members, 
they, can rarely enforce dictates. They also set a wider range of 

iald 
guidelines than the simple Good-Evil scale, many of which allow 
for several interpretations, all of which may be correct depending 
on the area or social class a character comes from. A system 
such as this, which gives wider characterisation guidelines en- 
courages players to develop their characters in .other directions 
as well. Of course the cults of RuneQuest are not the only way 
of providing a basis for character development, even the D&D 
character classes have some effect in this way, but it is one of 
the most developed so far produced. 

Alignment also keeps the personality of a character relatively 
constant; i f  a player has Lawful Good written on his character 
sheet then he is under an obligation to always play that character 
as Lawful Good. A better way of achieving this is to make each 
player write a personality report on his character. He is required 
to state whether a character is good or evil, brave or cowardly, 
any particular likes or hates etc. Sometimes, so as to add depth 
and colour to a character, and perhaps explain any quirks of a 
character's personality, the player and games master will develop 
a history for him. By doing this the players are encouraged to 
indulge in greater characterisations, producing a group of indiv- 
iduals rather than a set of character sheets. This can only give a 
game more depth and interest. 

There is one aspect of alignment which is more difficult to  
deal with. This is  the occurence of aligned magical items, part- 
icularly swords in D&D. Such items can exist in a game that does 
not use alignments, but require the games master to adjudge a 
character's worthiness when he attempts to use them. Obviously 
in a campaign where such items are common this could lead to 
arguments developing. It is possible to tackle the problem though, 
again RuneQuest has done so with the idea of cults; a character 
may find a sword, for instance, which is only usable by Humakti 
cultists and if anyone of a different cult attempts to use it then 
the sword may not function properly, or even attack them if the 
character i s  opposed to Humakt. A weapon in RuneQuest may 
also contain a spirit which has to be overcome in spirit combat 
before it can be used. This however is not really solving the 
problem but approaching it from another direction. That is not 
to say that this method is inferior, after all it achieves the same 
end, that of having certain items usable only by certain charac- 
ters. Some players disagree with it though. A possible solution 
for these people is  to limit the use of aligned magic items to 
those characters that clearly belong to the extremes of the align- 
ment scale, such as paladins. Thus only those characters that are 
extremely Lawful would be able to use a Lawful sword, and 
only those that were extremely Chaotic would be harmed by it, 
all others would be affected in more subtle ways. This more 
subtle approach would require garners who are moreexperienced 
as role-players than many are, there being little direct pressure 
that a games master can bring to bear on a character to simulate 
effects on a character's mind. For those cases where such a 
subtle approach is  not feasible a games master could cause a 
minor amount of damage to the character. Alternatively more 
emphasis could be placed on magic items that cause changes of 
personality or have particular aims. (Thus characters are made 
truly Good or Evil, or are forced to adopt a quest of some kind.) 
This has the advantage that it closely resembles the way magical 
items tend to work in mythology and fantasy literature. 

To sum up, although the terms Good, Evil, Lawful and 
Chaotic may have a place in characterisation, the concept of 
alignment adds little to the game. It serves no essential purpose, 
and possibly leads to stereotyped characters, particularly among 
less experienced players. As an alternative, I propose personality 
profiles, where players write a few lines describing the person- 
ality and history of each of their characters, with the help of the 
games master in some areas. 1 also suggest characters be encour- 
aged to join some form of organisation to give them some base- 
line upon which to develop a personality, and to give others 
some idea of how thev can be expected to behave. 



FIEND FACTORY 

April comes but once a year, and when it does it usually brings some tomfoolery. To celebrate, Albie Fiore 
selects some of the more eccentric morlsters to have graced the White Dwarf letter-box. 

BONACON 
by David Taylor 

No. Appearing: 1-30 
Armour Class: 7 
Movement: 15" 
Hit Dice: 1 d4 
Treasure: Nil 
Attack: 1 butt for ld4, plus special 
Alignment: Neutral 
Intelligence: Animal 

The bonacon is a member of the cattle 
family and looks somewhat like a Texas 
Longhorn. I f  attacked or frightened, it 
defends itself by turning its tail toward 
the foe and breaking wind with devastating 
power. Anyone within a cone 2"x2"x6" 
extending from i t s  rear will be knocked 
flat and killed by the stink unless a save 
versus poison i s  made. Even those making 
their saving roll will be knocked back one 
move and rendered helpless for 1-10 
melee rounds by severe vomiting. The 
bonacon can also attack by butting in the 
usual way. 

Bonacons are a wilderness beast, and 
are usually encountered in small herds 
which are known as wind ensembles. 

There also exists a very rare sub-species 
known as the pegaso-bonacon. This has 
pegasus-like wings sprouting from i t s  fore- 
quarters and uses its backward blasts of 
flatulence to make rocket-assisted take- 
offs. It has a move of 18" when flying. 

LLORT 
by Andrew Key 

No. Appearing: 1-1 2 
Armour Class: 4 
Movement: 12" 
Hit Dice: 6d8 + 6 
Treasure: D 
Attack: 2 claws, ld4+4 each; 

1 bite, 2d6. 
Alignment: Chaotic evil 
Intelligence: Low 

This creature is in reality a troll afflicted 
with nilbogism (see the nilbog in White 
Dwarf 6). Like the nilbog, when struck it 
gains hit points equal to the amount of 
damage it would normally have sustained. 
However, in contrast to a troll's normal 
regenerative ability, the llort has a degen- 
erative ability which s ta r ts  operating three 
rounds after it was first hit. Through this 
ability the Ilort loses 3 hit points per round 
until it reaches zero and dies, though it 
may then be brought back to life by hit- 
ting it or pouring poison down i t s  throat 
(it will immediately start to degenerate 
again unless burned or immersed in acid, 
whereby it can retain i ts  hit points until 
hit by a normal weapon again). 

The overall effect of this i s  to  make a 
llort terrified of weapons until hit, after 
which i ts  life becomes a desperate race to 
get adventurers (or other creatures) to 
continue to hit and, preferrably, burn it. 
(I t  lacks the nerve to keep bashing i t s  head 
against a wall as it still feels pain.) 

TODAL 
by Marcus Barbor 

No. Appearing: 1 
Armour Class: 8 (about that of a musty 

sofa) 
Movement: Special 
Hit Dice: Not applicable 
Treasure: Nil - but may give gifts 

or bribes 
Attack: Special 
Alignment: Chaotic, unbelievably so 
Intelligence: High 

The todal i s  an agent of a devil sent to 
punish evil doers for not doing as much 
evil as they should. It looks like a blob of 
glup; sounds like rabbits screaming; and 
smells of old unopened rooms. The other 
half is worse! 

It i s  made of lip and feels as if it has 
been dead at least a dozen days. It moves 
around like monkeys and shadows. The 
todal cannot be killed but itself kills by 
gleeping. It emanates an aura of cold and 
even frightens octopi to death. 

The todal never appears as a wanderer; 
most frequently i t s  arrival is presaged by 
an unusual event - reincarnation, a run 
of 20's in combat, a tarot card, etc. All 
players must save as for death ray against 
its aura of cold and as for wands against 
fear. Characters get +I  for each point of 
wisdom over 10 in their save against fear. 
Those with a wisdom of less than 6 who 



fail to  save against fear, must roll again to 
save against dying of fright. Failure tosave 
against either cold or fear causes paralysis 
until the todal leaves and 1 point of con- 
stitution is lost permanently. 

The todal is  more concerned with 
chaotics though it may bribe cajole or 
threaten lawfuls and neutrals to change 
alignment (no need to roll for death or 
insanity if they do). Chaotics must con- 
vince it that they have been really evil and 
chaotic or be given a heavily chaoticgeas. 
Even those that do convince it and those 
that change alignment may be given a gift 
which will have a high probability of 
having an unpleasant side-effect. 

Failure to perform any geas may cause 
the return of the todal to exact retribution. 
I t  attacks by gleeping which is worse than 
badgers. 1 - 4 hits are subtracted from the 
victim's constitution and are permanent. 

It may be turned by clerics as if a 
vampire; by fighters and thieves by a 
blow with a lawful sword and by magic- 
users with spells though i t  saves as a 12th 
level cleric/MU. 

The todal is reluctant to attack lawful 
or neutral characters since it will have to 
withdraw immediately to purge itself of 
the non-chaotic infection. 

The todal communicates telepathically 
so conversations cannot be overheard 
except by characters with that ability. 

TALI MONSTER 
by Craig Edwards 

No. Appearing: 1 
Armour Class: 0 
Movement: 2" 
Hit Dice: 7d 8 
Treasure: Z 
Attack: 1 every 2 melee rounds 

for 2d8 plus special 
Alignment: Lawful evil 
Intelligence: Very 

There is only one Tali Monster. It is 15' 
tall and weighs 3,600 pounds. I t s  skin is 
yellowish, very greasy and covered in 
warts and acne. It is extremely fat. Hidden 
in the rolls of fat is i t s  treasure. Because it 
is so fat, it cannot move without the aid 
of 35 goblins, which alwaysaccompany it. 
These goblins carry the reams of flab 
above their heads. 

Following the Tali Monster is a horse 
and cart driven by a hobgoblin. In the cart 
are 150 pit props. These are used to prop 
up the fat when the goblins have to rest, 
which is every two hours. 

The Tali Monster has no spells, but is  
magical - hence i t s  Armour Class. 

When used to attack the Tali Monster, 
a blunt weapon has a 30% chance of 
bouncing off the flab; a cutting weapon, 
20% chance of bouncing off; and a thrust- 
ing weapon has a 25% chance of slipping 
harmlessly along the skin because of the 
greasiness. . I f  they are surprised, there is a 40% 
chance that the goblins will lose their grip 

on the flab. I f  they do, then the 35 goblins 
will be crushed to death. 

The Tali Monster's opponents may 
elect to attack the goblins. Once the 23 
goblins nearest the edge of the flab have 
been killed, the rolls of fat will subside 
over the others, either crushing or suffo- 
cating them. 

The Tali Monster can attack with either 
of i t s  massive fists, or with i t s  breath 
weapon which stinks of garlic, whisky 
and tobacco. The breath affects an area 
1" wide, 1" high and 2" deep. Any char- 
acter failing to save will be nauseated for 
2-5 melee rounds and fight at -3 to hit. 

Since its treasure is hidden in the rolls 
of fat, there is  only a 30% chance of find- 
ing anything unless the fat i s  peeled off. 

The goblins can put down the creature 
to enable them to attack, but only half 
of them can get out to fight on the first 
melee round; another quarter arriving for 
the second melee round and the remainder 
arriving for the third. Of course, this will 
leave the Tali Monster temporarily strand- 
ed, though it may still fight. 

The creatures favourite food is boiled 
halfling, but it also eats elf meat because 
of the status value this gives it in the eyes 
of the goblins. 

DUNGEON MASTER 
by Malory Nye 

No. Appearing: 1 
Armour Class: 4 (Chainmail and Judges 

Shield) 
Movement: 12" 
Hit Dice: As many as he likes 
Treasure: Perhaps a 1st Edition 

Greyhawk? 
Attack: Special 
Alignment: Tends to chaotic evil 
Intelligence: ? 

The dungeon-master is a nasty-looking 
humanoid with beady eyes and a pointy 
head who hates all forms of life - partic- 
ularly characters who rise in level. He has 
particularly nasty tendencies. 

There is a 30% chance that a dungeon- 
master will follow a party around the 
dungeon, telling them what they can and 

cannot do, and if they do something 
against his will, he will usually threaten to 
lower their prime requisite by 4 or change 
their alignment. 

His worst tendency is his insistence on 
rolling some magical dice twice for 
wandering monsters each time a player as 
much as blows his nose. Other attack 
forms include the dreaded reading o f  the 
rules which must be treated as asleep spell. 

If physically attacked, he will consult 
his matrices and do his best to confuse his 
attackers with irrelevancies, such as the 
fact that Newton's 3rd Law precludes the 
use of a two-handed weapon within any 
10' radius. 

Although he claims to know the whole 
lay-out of the dungeon, he is never willing 
to tell anyone anything and frequently 
seems to get lost himself. ( I t  i s  rumoured 
that he probably knows nothing at all.) 

Sleep, charm, cold, . . . well, in fact no 
spell affects him unless you can persuade 
him otherwise, and all weapons do only 
half damage. 

He is susceptible to bribes of a t  least 
500 gp - treat as a charm person spell with 
a bonus for higher prices. 

Comments: The bonacon is  quite straight- 
forward, so to speak. I particularly like the 
collective noun for the herd. (Incidentally, 
I thought it might be quite interesting to 
think up collective nouns for some of the 
official D&D monsters, for example a 
club of ogres. Readers are invited to send 
in their suggestions, the best of which will 
be published. Rewards will be as for 
monsters published in Fiend Factory i.e. 
a free copy of White Dwarf magazine, or 
your subscription extended by one issue. 
Please send your suggestions by June 1st.) 
The Tali Monster would probably be the 
most amusing\to encounter. I can imagine 
adventurers springing out continually in 
repeated attempts to surprise the goblins. 
I have deliberately omitted the Monster- 
marks, and leave it to the individual DM'S 
discretion whether and how to use this 
month's selection. 

For those of you who enquired as to what 
the Monstermark is, the original has now 
been republished in The Best o f  White 
Dwarf - Articles. w 



T R E A S U R E  CHEST 

Treasure chest is a regular feature devoted to  readers' ideas for THE 0 F NO-R ETU RN I NG 
D& D. This issue: by John Cheall 

This appears as a perfectly normal pit, perhaps leading to a 
deeper level as it has metal rungs on one wall. Depending on 
i t s  location, such a pit may be of any diameter and depth. 
The inquisitive adventurer will no doubt venture down the pit 
only to find a pressure pad at the bottom which when stepped 
upon causes the metal rungs to retract into the wall. The pad 
requires a weight of at least 500 gp upon it to be activated. The 
walls of the pit are usually of polished stone, and it is impossible 
for any character other than a thief to climb out - even thieves 
are at half their normal chance of climbing in such a pit. The 

SET'S VENOM walls are also too hard for spikes to be hammered in. 

by Neil Constable 
DOOR-BUSTER'S DEMISE 

A suitable party, nearing the end of a trip, are in search pf the by R~~~~ E. M~~~~ 
legendary poison, Set's Venom, supposedly contained in a small, 
cylindrical diamond phial 6" by 2", 

Upon opening door A, a 30' x 30' room with all four walls, 
the ceiling, and the floor apparently tiled in black obsidian, is 
viewed. The only outstanding feature being a marble statue of 
Set (C), holding an oval gem which sheds a pale green light on 
the scene, sitting on a raised dais of black obsidian, 4' square. 
Further investigation - for example someone entering the room 
- will show that 819 of the room's 'floor' i s  in fact a 10'deep 
pool of black-tinted water, which reflects the ceiling tiles as if a 
mirror. By causing ripples, the party can observe that the centre 
10' x 10' section of the floor is what it seems (B). 

When some method of reaching B has been found, the statue 
will be seen to be solid, and the gem likewise, though if removed 
from the hands of Set it will explode, doing 2d10 damage to all 
within 5' and Id10 to all within 10'. Close inspection will reveal 
a 12" cubical coffer (D) under the statue's abdomen. Pulling 
this out will cause the lead counterweight of the statue's t a n  (E l  
to fall, opening chute J down which water will trickle into the 
fountain I, shaped as a hideous mask. Opening the coffer will 
reveal a human skull, upon which the following is engraved in 
common: 

Sink like a stone, squirm like a snake 
I f  you would ever find my hate. 

If a smallish person swims downward, tunnel F(2' square) 
will be found, leading to the ladder (G) formed of two reptilian 
statues with interlinked claws. A chest bolted to the wall con- 
tains a coffer (H). To open it, it must be lifted out; this releases 
a loop of wire which holds G erect by removing an iron pin. 
The ladder promptly falls over, forming a grille which blocks the 
entrance. To add to the intruder's problems, after two turns the 
water from chute I will fill the wall fountain, which since it - 
like part of the chute - is made of plaster,wiII cause i t t o  disinte- 
grate. The trickle of water now becomes a torrent as the plaster 
in the chute weakens. 

Inside the coffer H is a small diamond phial, which does 
indeed contain Set's Venom, which the occupant of the flooding 
chamber may take himself. The properties of this poison are left 
to the individual DM. 

A lot of players in a dungeon (this author included) enjoy kick- 
ing open doors and charging immediately into dark rooms to do 
combat with i t s  inhabitants. I f  this tactic has become a habit 
with players in a particular dungeon, the DM can devise special 
traps for such characters to instil a bit of caution into them. 

Along a normal corridor is a normal door. I f  the characters 
listen at the door they will hear sounds of conversation within, 
very much like kobolds. Players may be tempted to charge in 
and melee such obviously ineffectual monsters; if the door is 
opened, there will be found a 10' x 10' room devoid of anything 
except two kobolds who will look up in surprise, and then make 
faces at the party. Such impudence can hardly go unnoticed! 

In actuality, the kobolds are permanent illusions that can 
move about in a limited manner. Anyone watching them gesture 
for a t  least three rounds will notice there is  something odd about 
them, and an attempt to disbelieve them will give the players a 
saving throw to avoid the illusion. This isn't likely to happen, 
however, if the players aren't the careful sort. Those charging 
in will find the floor i s  illusional, also, though it cannot be 
dispelled. Persons falling through the floor drop 30'to 60' down 
a shaft (with a permanent silence spell on it to negate sudden 
cries) onto a large fluffy pile of yellow mould, which will break 
their fall but explode, forcing everyone to make a saving throw 
or die. Only one point of damage will be sustained for every ten 
feet the party falls. Of the persons charging into the room, the 
first will automatically fall down the shaft. I f  walking into the 
room, the second person following closely behind has a 50% 
chance of stopping just before entering, having seen the lead 
man fall. I f  running, the ones following the leader have much 
reduced chances of stopping (10% for the second man, 20% for 
the third, etc.). 

At the bottom of the shaft may be found (under all the mould, 
which must be burned away) a secret door leading to a small 
amount of treasure. Note, however, that the walls of the shaft 

' 

are so smooth that any climbing must be done a t  a -75% penalty. 
Adding insult to injury, the illusionary kobolds will continue to 
gesture and make faces at the survivors at the top of the shaft. .' 

bne-way door, thus effkct ive~~ trapping them. 

intention of crushing them against the entrance 
5'wide gap i s  visible to each side of the advancing- 

mere lath and plaster and so the adventurers will be 
d into a deep pit for 3d6 damage. 

lease by the 1st of May. 
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The new D&D Expert Set begins where 
the Basic Set leaves off with expanded 
rules, dice (again), and the first Expert 
Module XI:  The Isle of Dread. Also it is 
hoped that the long-awaited Fiend Folio 
will be published by August. Other Basic 
Modules planned for release later this year 
are B3: The Palace of the Silver Princess, 
C2: The Ghost Tower of Inverness, S4: 
Dwellers of the Forbidden City, A3: 
Assault on the Aerie of the Slavelords, 
and A4: The Dungeons of the Slavelords.. 
. . . Yaquinto are producing games a t  a 
rapid pace in their Album Game range. 
The new album games have been taken a 
step further by including a liner box for 
component storage, and the game's cover 
folds around and locks into the box giving 
a book-like appearance. The new titles are 
Demon's Run in which playersdesign their 
own starships to compete in the Starcup 
Challenge Racing Series zooming through 
a space 'race course' littered with black 
holes, time warps, hot spots and gravity 
wells; Attack of the Mutants is  a two- 
player game in the spirit of 1950's horror 
movies in which dumb old Professor 
Applewhite and his dull daughter Penny 
and a few other stereotypes must save the 
world from howling mobs of mutant 
thingies; Asteroid Pirates is  a game of ship- 
to-ship combat in space in which fighters 
stalk each other through whizzing aster- 
oids in an attempt to vaporise each other 
and cargo ships; The Barbarians is  two 
games in one of which Sack Rome covers 
the fall of the Western Roman Empire to 
the barbarians and Mongol covers the 
invasion of Eastern Europe by Mongol 
hordes; Adventurer i s  a game of man-to- 
man brawling and combat in the far future 
similar in condept to the earlier Swash- 

. . . Games Workshop have announced the 
dates of their two conventions. Dragon- 
meet I V  will be held at Chelsea Old Town 
Hall, Kings Road, London SW3 on Satur- 
day, 8th August 1981. Games Day '81 
will be held at the Royal Horticultural 
Society's New Hall, Greycoat Street, 
London SW1 on Saturday, 26th and 
Sunday, 27th September 1981. . . 
. . .Metagaming have released more Micro- 
Games. Security Station is  MicroQuest 5 
and is a programmed adventure in a high 
technology labyrinth set in Earth's post- 
atomic ruin. Dimension Demons (Micro- 
Game 17) pits alien invadersfrom a hellish 
dimension against the humans of Ishom. 
The Lords of the Underearth (MicroGame 
18) i s  a two player game of fantasy-tactical 
combat in an underground labyrinth with 
the usual quota of dwarves, orcs and 
treasure. It can also be converted for use 
with In  the Labvrinth. Furv of the Norse- 

armoured space'warriors battle for control 
of a planet, and SurvivalKhe Barbarian is 
a double game package containing two 
games that were first published in White 
Dwarf. . . 
. . . For once the phrase 'easy-to-learn' 
rings true. Chaosium's new Basic Role- 
Playing is just that. This complete game 
introduces the conceDt of RPG's to - - - - , -  - - -  ~- 

novices in simple steps, in a book that 
contains counters and a playboard . . . 
. . . Games Workshop have just released 
Spacefarers - the SF skirmish adventure 
rules designed specifically for use with 
Citadel's Spacefarers range of figures. . . 
. .Citadel themselves ~ ~ - - ~ - -  ~ . . 

were recently visited 
by top US figure 
designer, 'Tornado' 
Tom Meier of Ral 
Partha. Tom spent 
some time a t  Newark 
designing trolls for 
Citadel's Fantasy 
Tribes Ranae. Show1 

D&D CLONES! 
buckler. Other Album Games due out this 
year are Superiority, The Fall of South 
Vietnam, Apache, Neck and Neck, Market 
Madness and The Roaring Twenties . . . 

. . . TSR have sub-divided D&D yet again. . . . GDW have releasedTriplanetary which 
Now there i s  a D&D Basic Set with re- has been out of print since 1976. It has 
vised, easier to learn rules, the dice are been revised and now includes erasable 
back, and the B2 Module is  now included. maps for plotting space combat with 

vector movement. . . 

men ( ~ i c r o ~ i s t o r ~  4) i s  a two player game 
of Viking raids in the tenth century.. . 
. . . Judges Guild have released Duck Pond, 
a campaign adventure approved for use 
with RuneQuest in which Frwack the 
Duck meets Oarssanai the Dragonewt in a 
fight to the death. Unknown Gods is  a 
booklet of 83 Gods approved for use with 
D&D. . . 

. . . Task Force Games have released 
Expansion Set 1 for Star Fleet Battles and 
i t  includes two new races, 30 new ships, 8 
new scenarios and 2 new mini-campaign 
games. Following this will be Federation 
Space, a boxed strategic Star Fleet game 
linked directly to Star Fleet Battles. New 
pocket games are Spellbinder in which 
warlocks control fantasy armies, Ultra 
Warrior i s  a game in which two heavily 

here are F ? T ~  (right), Troll hurling Rock 
and FTT4, Troll in Chainmail with 
Scimitar. Citadel's other new range, Weird 

Fantasy featuressuch 
characters as WF4, 
Spaced-out Druid 
(left) andW F5, Dwarf 
with InferiorityCom- 
plex . . . 
. ..Grenadier's official 
Advanced D&D 
Range are now avail- 
able in the UK and 

come in foam-lined, full-colour present- 
ation boxes. w 

NEXT ISSUE: 
*WHAT MAKES A GOOD 

CHARACTER CLASS? - How to 
design balanced character classes. 

*AN INTRODUCTION TO D&D - Pt. 
I I I, the spell-using classes. 

"LOWER CANON COURT - D&D 
mini-game of chaos a t  the council 
of clerics. 



Games Designs Wanted 
Games Workshop are looking for 
science fiction and fantasy games 
from freelance designers. Games 
will only be accepted for consid- 
eration if a fully working proto- 
type plus full rules are submitted. 
Please write to  the Production 
Manager, Games Workshop Ltd., 
1 Dalling Road, London W6. 

Place: Methodist Church Hall, 
Bower Mount Road,Maidstone. 

Contact: Graham Armstrong, 12 
Ashford Road, Maidstone, 
Kent ME14 5BH. 

Wanted 
White Dwarf numbers 4 and 10, 
please contact Phillip Milburn at 
14 Shaftesbury Cresecent, North 
Shields, Tyne and Wear. Tel: 
Whitley Bay 52731. 

All classified ads must be prepaid 
at the rate of 5p per word. Please 

, send copy and payment to'White 
Dwarf, I DaNing Rd., London W6, 
making cheques/POs payable to 
Games Workshop Ltd. 

SUFFOLK 
Proposed Gaming Group 
Games: AD&D and others. 
Time:Saturdayafternoon,evening. 
Place: Gt. Barton, near Bury St. 

Edmunds. 
Contact: Ralph Raistrick, 'Green- 

ways', Westwood, Gt. Barton, 
Bury St. Edmunds, Suffolk. 
Tel: Gt. Baton 372. 

Wanted 
White Dwarf 1-14 inclusive. Prices 
negotiable. Tel : Nottm. 232 958. 

Attention A l l  Fanzines! 
Let it hereby be known that 
Games Day '81 (26th and 27th 
September) will feature an official 
fanzine stand. A payment of £10 
per fanzine is required before 
1st August, for which you will be 
mentioned in the programme. 
Please send your payment to  
Games Workshop Ltd., 17/18 
Hythe Road, London NWIO. 

Scenarios Wanted 
Games Workshop are looking for 
Traveller and Runequest scenarios 
for publication. Please send sub- 
missions to the Production Man 
ager, Games Workshop Ltd., 1 
Dalling Road, London W6. 

RP Poole 
Frantic addict begs to  be attacked 
by DMslplayers following invol- 
untary exile to  Poole. Reasonable 
experience of D&D, RQ, Traveller. 
Will try C&S, DragonQuest. Con- 
tact:Tim Moyse.9 Firsway,Upton, 
Poole BH16 5HU. Tel: Lytchett 
Minster 631 172. 

NOTTINGHAM 
Forlorn Hope Wargames Society 
Games: D&D, other SF/F games. 
Time: Tuesdays. 
Place: Carlton Forum Leisure 

Centre, Conningsby Road, 
Nottingham. 

Contact: Adrian Shepherd, 4 
Foxhill Close, Nottingham 
N E4 100.  

Calling Umpires and Clubs 
I f  you would like to  run a game 
or your club would like to  put Games Galore 

Is an annual open day/show of 
board and wargames held by the 
Circle Battlegroup on May Day 
bank holiday between 10:30 am 
and 10:OO pm at the Circle 
Community Association, 623 
Kingstanding Road, King- 
standing, Birmingham 844 9TA. 
Fully catered, with ample parking. 

Salute '81 
South London Warlords' yearly 
showcase of wargaming. Demon. 
strations, participation, trade 
stands, competitions. Sat. 25th 
April, Kensington Town Hall, 
Hornton St., W8. For further 
information, send SAE to: John 

on on a demonstration game at 
Dragonmeet IV (8th August) and/ 
or Games Day '81 (26th and 27th 
September), please send details of 
preferred game and/or demon- 
stration to  Andy Slack, Games 
Workshop Ltd., 1 Dalling Road, 
London W6. 

HELP! 

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. 

Merritt, I 1 0  Salehurst Rd., 
London SE4. Fantasy Figures for Sale 

15mm fantasy - 185 figures - Postal Fantasy Wargame Campaign 
Players wanted to  control kings, 
emperors, orc warlords, mercenary 
captains, urvile loremasters etc. 
Write to: Gerard Hogan, 14 Lester 
Drive, Eccleston, St. Helens, 
Merseyside. Please enclose SAE. 

Grimcon Ill men, dwarves, gnolls, trolls etc. 

A fantasy and science fiction Unpainted £7.50. I. Henderson, 

gaming convention. May 22-25 at 32 Dalswinton Avenue, Lochside. 

the Oakland Hyatt House, 455 Dumfries. 

Hegenburger Rd., Oakland, CA 
94612. For further information 
write to: Grimcon, PO Box 4153, Painted fantasy figures. Send SAE 

Berkeley, CA 94704, USA. for list to: Arvedue, 37 Cedarwood 
Drive, Leyland, Lancs. PR5 1 HN. 

Fantasy Austria 
Are there any C&S, AD&D, 
Traveller etc. garners here in 
Vienna? Contact Robert Herzner, 
Jagerstr. 35/15,1200 Vienna. Tel : 
0222 33 32 58 evenings. 

Back Issues 
Please, anyone got White Dwarf 
issues 1-14 for sale? Contact 
M.C. Evans, Dept. of Biology, 
Univ. of York, Heslington, York. 

Large Collection 
Secrets of the Koan Collector selling cheaply large 
1s a new, quality fanzine devoted collection fantasy, wargames, 
On the D&D. Issue One boardgames, rulebooks. Send SAE 
isout now and contains material for list to: D. ~ ~ l i ~ ~ ,  10 

Burlek', Graham Buckingham Place, Clifton, Bristol 
Staplehurst and others. Cost is45p BS8 1 LJ. 
an issue includina ~ostaae). Avail- 

D&D Weston 
Experienced player/DM with own 
campaign would like to  contact 
other players in the Weston-Super- 
Marearea. Contact: Chris Costello, 
37 Southdown, Ebdon Road, 
Worle, Weston-Super-Mare. Tel: 
Weston 51 501 3. 

Wanted 
White Dwarf nos. 4, 10 and 12. 
Also The Dragon nos 1-31 (except 
21 and 23). Contact Norwich 
408839 and ask for Peter. 

able from ~revo;  ~ e i d h a m ,  
Science Fiction and Fantasy Soc- 
iety, Arts Federation Pigeon Holes, 
Union Building, University of 
Warwick, Coventry CV4 7AL. 

Oh No, Not Another One! 
Yes it 's that time again. Time to  
quickly move on to the next 
not even stopping to  register that 
Dragonlords issue 4 is now out, 
price 60p (inc. p&p), from Mike 
Lewis, 5 Yew Tree Close, Broad- 
stairs, Kent. 

White Dwarf 
Nos. 1-10, offers. S. Harry, 12 
Uxbridge Road, Rickmansworth, 
Herts. 

AD&D NW5 
AD&D player would like to join 
an AD&D club in or near NW5. 
Simon Fuller, 17 Clevedon Man- 
sions, Lissenden Garden, London 
NW5. Tel : 01 -485 7286. 

Alien Star 
Bi-monthly Traveller magazine. 
30 A4 pages. Issue two out now, 
contains Convoy Orion - advent- 
ure in deep space, Traveller class 
yachts -ship plans and scenarios, 
Rockard city - scenarios centred 
around a derelict outpost, and an 
experience system for skill im- 
provement. Send 60p post paid to: 
Robert McMahon, 16 Egdon Drive, 
Merley, Wimborne, Dorset BH21 
ITY. 

Put Down Your Wand! 
Use a pen and SSAE to  register 
with EggoCentral. 777 individuals 
and 207 clubs now registered - 
there must be someone near you! 
Terry Devereux.32Windmill Lane, 
Southall, Middlesex UB2 4ND. 

CLUBS 

NORTH-MANCHESTER 
Proposed Club 
Games: Mainly AD&D. 
Time: Saturdays. 
Place: 6 Hamilton Rd., Whitefield, 

Manchester. 
Comments: For boys aged about 

12 - 16. 
Contact: Jeremy Stanley, 

6 Hamilton Road. Whitefield. 

Military Miniatures 
Author, writing book on paint- 
ing military miniatures, welcomes 
correspondence with other artists 
to  help create the standard refer- 
ence work for this area. Write for 
questionair to: Alan L. Abramsky, 
No. 5 Muirfield Court, Roanoke, 
Texas, 76262, USA. 

D&D Bristol 
Relatively new 15 year old player 
of D&D seeks club or other loners 
who might be interested in form- 
ing a club in the Clevedon/Bristol 
area. Contact Jeff Bartlett, 9 
Castlewood Close, Clevedon, Avon 
BS21 7HR. Tel: 877786. 

Help! 
Old Alchemist with experience in 
both Traveller and D&D living in 
isolated hollow without transport 
requires players to referee. Opp- 
ortunity to  be a player also 
appreciated. Contact: Christopher 
Murfin, Warren Lane Bungalow, 
St. Leonards,BeauIieu, Hampshire, 
SO4 7XH. 

Fantasy Figures for Sale 
15mm fantasy - 185 figures - 
men, dwarves, gnolls, trolls etc. 
Unpainted £7.50. I. Henderson, 
32 Dalswinton Avenue, Lochside, 
Dumf ries. 

chester M25 6 0 ~ .  Tel: 061-' 
796 021 8 D&D Brighton 

Two playersof D&D wish to make 
contact with anyone to exchange 
ideas on sword and sorcery and 
other things. Contact: Paul 
Southgate, 32' Tumulus Road, 
Saltdean, Brighton; Morgan Kane, 
11 Lincoln Cottages, Brighton. 

SOUTH EAST LONDON 
South London Warlords 
Games: Any. 
Time: Mondays, 7 pm. 
Place: St Clements Church Hall, 

Friern Rd, East Dulwich SE22. 
Contact: J. Merritt, 110 Salehurst 

Rd,Crofton Park, LondonSE4. 

For Sale 
Painted fantasy figures. Send SAE 
for list to: Arvedui, 37 Cedarwood 
Drive, Leyland, Lancs. PR5 1 HN. D&D Channel Islands 

Experienced D&D player wishes 
to  find contacts in the Channel 
Islands area (lives in  Jersey). Please 
contact: Mark Young, Taunton 
School, Staplegrove Road, 
Taunton, Somerset TA2 6HD or 
La Solana, La Haute Hill, St. 
Baelade, Jersey, Channel Islands 
Tel : 0534 41632. 

Help! 
I've recently moved to  Exmouth, 
South Devon, and am desperate 
to meet serious wargamers/clubs 
in the area. Experienced in D&D 
but prefer RuneQuest - very 
willing to try Traveller, have own 
figures/rules - Neil,57 Hollymount 
Close, Exmouth, Devon. 

Dark Tower Games Club 
Many games,paintingcompetitions 
trade stands selling games, figures 
and rules, every Saturday after- 
noon. St. Barnabus Church Hall, 
St. James Road, Tunbridge Wells, 
or ring Tunbridge 354370. 

MAIDSTONE, KENT 
Maidstone Wargames Society 
Games: D&D, any wargames. 
Time: 2 pm, third Saturday in 

month. 



Please mention WHITE DWARF when replying to advertisements 3 1 

ESDEVIUM GAMES, SHOP OPEN: 10.00 - 1.30. 2.30 - 5.10 
on Mon, Tues, Thurs, Fri. 

LOW COST MAIL-ORDER SPECIALISTS 9.15 - 5.15 on Saturday 

Our NEW SHOP is now OPEN ! 
Come & see the BIGGEST & BEST 
Selection of Games, Rules & Accessories 

- 
CITADEL, RAL PARTHA & LEVIATHAN 

Fantasy, Science Fiction and Gangster miniatures at 
manufacturers prices p&p 10% [12p min. - 90p maxl 
Overseas p&p 30% [50p min.] 

in the South Fantasy -- Role Playing Fantasy Games Board Wargames -PreXXth Century 
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G3, D l ,  D2 £2.50 each D~vine R~qht (TSR) £7.90 t Imperial Governor (Phl) £7.45 
D3, £2.75. Sl .  82 £3.00 each t Sorcerer's Cave (Phl) £6.50 * La Bataille D'Austerlitz (Mar) £17.45 
B1 llntroductoryj £2.50 S. Cave Expansion Kit £2.75 t Kingmaker (Pho £8.75 

Science Fiction S2 - White Plume Mountain £2.70 Fantastjc Encounters S £3.00 McPherson's Ridge (TFI £7.50 
T1 -Village of Hammlet £2.90 Middle Earth ISPI) £12.90 Thin Red Line (Yaq) £ 12.90 
C1 -Shrine of Tamoachan £3.50 t War of the Ring (SPI) £9.90 Bloody April (SPI) £16.50 

Shooting Stars (Yaq) £ 11.95 S3 - Expedition t o  the Barrier Peaks £4.95 Snits Revenge (TSRI £4.95 Arcola. 100 Days (OSG) £2.95 each 
Dune (AH1 B, R £11.95 * Al-Slave Pits (for lvls 4-7) £2.95 Stomp (Chl £2.25 Robin Hood (OSG) £3.50 

t Starfall (Yaql B £9.45 * World of Greyhawk £6.50 Swordquest (TFI £3.90 Empires of the Middle Ages (SPII £10.95 
t Timewar (Yaq) B £9.45 * Best of Dragon £2.15 Valkenburg Castle £2.90 Bonaparte in Italy £13.95 
t Starfire, Asteroid 04 (TFI £2.90 
t Cerberus (TF) £2.90 

Q1, Queen of the Demon Web Pits £3.95 Villainsand Vigilantes lFGUl R £3.25 Devil's Den (OSG) £8.95 
Temple of Ra Accursed £1.60 Mythology (Yaq) £11.95 20th Maine (OSG) £2.95 

Starfleet Battles (TFI f9.95 " Escape from Astlgar'g La~r £1.60 
Mayday (GDW) E4.50 Hero, Swashbuckler (Yaq) B £4.95 eact Of the (MGC' f2.95 

Dark Nebula (GDW) £4.50 M~nes of Custacon, Book of Heroes (TT) R f2.90 
The Awful Green ThingsfromOuter Spacef7.80 U, 'd~ra:~~S~,"~~ ~~se,?.ast le f2.04 

Warlock (GW) £6.95 
John Carter of Mars (SPI I £ 12.90 Frontier Forts of Kelnore £2.04 

Valley of the Four Winds (GW) £6.95 

t lmperium (GDW) £8.50 Skulls and Scrapfaggot Green £3.20 
' Spellbinder (TF) £2.90 

Asteroid (GDW) £4.50 Surv~val of the Fittest S £2.50 
Hammer of Thor (GSi) £15.90 

Kung Fu:2100 (SJG) £1.95 
Time-iripper (SPI) £4.50 Sword of Hope, Tower of Ultss10n £2.04 ea. : ~ ~ ~ , " ~ ~ ~ ' , ~ ~ ~ U f " , . , " ~ f 9 , 4 5  

* Galactic Grenadiers (RP) £9.95 Maltese Clue £2.95 
Caverns of Thracia £4.50 

Lords of the Underearth (MGC) £2.95 
Double Star (GOW) £8.95 
Bloodtree Rebellion IGDW) £9.50 City State of the World Emperor £8.95 

Final Frontier (RPJ £9.95 Official D&D Miniatures £3.80 & £6.80 

@ 
'@ 

Board Wargames -XXth Century on 
Starfire I I  (TF) £2.90 
Robots (TF) £2.90 

The Fantasy Trip (MGC) !? Streets of Stalingrad (P~I)  £26.50 
* Space Opera (FGU) R, Bxd £9.75 In the Labyrinth (for Referees) £3.50 Nato Div. Commander (SPI) £16.50 

Ice-War, Chitin, Rivets, Wizard, Death Test I, £2.25 each Kursk (SPII f9.50 

Ogre, Olympica, Black Hole, Holy War. Melee (4th Edn.), Death Test l l  £2.95 each China War (SPI) £4.50 

Invasion of the Air Eaters (MGCI £2.25 each * Advanced Melee. Adv Wizard £3.50 each Battle for Stalingrad (SPI) £9.50 

Warpwar, Artifact (MGC) £2.95 Tollenkar's Lair £2.25 t' '88'. Panzer (Yaq) £11.95 each 

t Cosrn~c Encounterf8.50 GraiIQuest £2.95 Armor (Yaq) f15.95 
t CE Expansion Kits 1 - 5 £3.00 each Silver Dragon £2.95 Beachhead (Yaq) £4.95 

GEV (MGC) £2.60 Security Station £2.95 Power Politics/Diplomacy Fast Attack Boats £4.95 
Warriors of the Green Planet Trllogy £8.90 

@ 
The Longest Day (AH1 f40.00 

Creature ... Sheboygan, Vector 3. 
/Economic Games Fortress Europa (AH) £ 11.95 

Quirks (Eon) £8.95 Samurai (AH) £10.95 
Ace of Aces (WWI Aerial) £9.95 

t Darkover (Eon) £8.50 After the Holocaust (SPI) B £8.95 : ~ ~ ~ , " i ~ , " ~ ~ g ( ~ , " , ~ \ ~ ~ , " ~ , 9 0One World, Hotspot (MGC) $2.25 each Der Fuhrer (LS) S, B £2.99 
Stellar Conquest £8.95 Junta (CWWI B £8.95 

Rolling Thunder (CP) £10.75 

Godsfire £ 11.95 Machiavelli (AH) £10.95 
Air Cobra (OSG) f13.95 

" Intruder (TFI £2.90 t* Class Struggle £ 11.95 
t Flat Top (BTLI £11.85 

* War of the Worlds (TF) £7.50 Apocalypse (GW) £6.95 
t Squad Leader (AH) £ 11.95 

* Dr Who (GWI £6.95 Nuclear War (FBI1 £4.60 
t Cross of Iron (AH) f10.95 

* Freedom in the Galaxy (SPII £71.95 Tunnels and Trolls (FBI) R t' lmperium Romanum £17.90 
Raid On Iran (SJG) £1.95 

Battlefleet Mars (SPII £9.50 Revised Rulebook £3.50 Mercenary (FGU) Bxd £8.00 
Air Force (AH) New Edn. £11.95 

Starship Troopers (AH1 £ 11.95 Solo Dungeons: 
t Crescendo of Doom (AH) £1 1.95 

Dimension Demons (MGCI £2.95 Overkill, Buffalo Castle, Labyrinth £2.20 each Business Games Warsaw Pact (TFI £7.50 

Starships & Spacemen (FGU) R £4.20 Sorcerer Solitaire, Naked Doom £1.90 each Acquire (AH1 £11.95 Rommel's Panzers (MGC) £2.90 

Space Patrol (LZ) R £4.20 Beyond the Silvered Pane, Sword for Hire, Adrn~nfstrat~ve Waltz (Pt~l)  B f9.45 PrOchOrOvka (TF) f2.95 

Arena of Khazan £2.40 each Dampfross (BuSp) £7.65 New Third Reich (AH) £11.95 

@ 
C ~ t y  of Terror £3.70 1829 (HT) B £16.90 
For Dungeon Masters: Fortune (Phll B £12.90 

Uncle Ugly's Underground Level 1 £1.35 011 Depots & lronmaster (DGW) B 90p 

Dungeon of the Bear 1,2,& 3 £ 1.35 each Rail Baron (AH) B £11.95 

Abyss £ 1.00 
TransClyde f4.75 
Foreign Exchange (AH1 £ 11.95 

Runequest (Ch) R f7.95 (2nd Edn) 
Boxed Runequest £13.95 Sports Games 
Source Packs £ 1.65 each 
Troll & Trollkin, Scorpion Men & Broos, Basketball Strategy (AH) £10.95 

Militia & Mercenaries 
Regatta Major League (AH) £1 Baseball 1.95 (AH) £12.95 @ Cults of Prax, Foes £7.95 each The Space Gamer (MGCI £1.50 

SF - Traveller R, S (GDW) RuneMasters, Plunder £3.95 each NBA Basketball (AH) S £11.95 The Dragon (TSRI £2.15 

t Basic Rules Set f5.90 * Gateway Bestiary £4.50 USAC Auto Racing (AH) S £10.95 White Dwarf 85p 

Mercenary, Highguard £2.95 each Balastors Barracks £2.00 Title Bout (AH) S £12.65 Best of White Dwarf Scenarios, 

1001 Characters. Animals Encounters Apple Lane £2.95 SPI Baseball, Football £4.50 each Articles £1.70 each 

Citizens, Spinward Marches £1.95 each Snake Pipe Hollow £3.50 Win, Place, Show (AH1 £10.95 Dungeoneer Journal £2.04 

76 Patrons £ 1.95 Broken Tree Inn (JG) £3.00 Speed Circuit (AH1 £10.95 StormLord 60p 

Logbook £2.04. Screen £ 1.90 Duck Tower £4.50 Different Worlds £1.60 

Traveller Journal £1.50 Hellpits of Nightfang £2.04 Sorcerer's Apprentice £ 1.25 

Starships & Spacecraft £4.50 Runequest Shield £2.20 Other Games * Fire & Movement £1.50 
Azhanti High Lightning £14.90 * City of Lei Tabor (JG) £4.95 * Hexagony (AH) £ 10.95 Strategy & Tactics (+game) £2.95 

Scenarios: Chivalry & Sorcery (FGU) Game of Ancient Kingdoms (HTI £10.00 Wargamer (+game) f2.85 

Twilight's Peak £2.45 Blockade £9.95 Alien Star 75p 
Leviathan £2.45 Rulebook £5.45 Doublethink £5.50 Beholder, Palantir 55p each 

Kinunir £2.45 Scurcebook £4.75 Ephemeris £6.35 The Grenadier (GDWI £ 1.50 

* Research Station Gamma £2.45 Swords & Sorcerors £4.75 Epaminondas (Phll £3.95 Spectre 65p. Palantir 55p 

ShadowslAnnic Nova £2.45 Destrier f2.90 Taxi (Phll £8.50 Wyrms Footnotes £ 1.45 

Tancred (JG) £4.50 t Arden f4.75 Mentalis £4.50 Ares (SPI) £1.95 

Dartanon Queen (JG) £2.50 t Saurians £6.95 Source of the Nile R £11.85 Aerial Servant. Black Rider 65p each 

* Ley Sector (JGI £3.50 Judge's Shield f2.50 Civilisation (HT) £17.00 Wanderer, Wyrm's Claw, 70p each 

Mortal Combat R £3.90 * Election (Intl £7.90 Gryphon £1.65 

t Special Offer t *Cardboard Heroes f 1.90 

* New Arrival These were just some o f  our games. Our catalogue contains details o f  virtually all games 
available in  the U.K. Send 16p in  stamps & 1 5 % ~  s.a.e. (overseas 4 i.r.c.1 for a copy 

R Role Playing Rules (or free with orders over ~4.00) 
MAIL  ORDER CHARGES: p&p included for UK/Eire/BFPO/APO (Europe1 Overseas: 

S Play So10 Surface Mail - Add 25% lminimum 70p1, Europe Air  Mail - add40% (minimum 90pl; 
Air  Mail elsewhere - add 75% (minimurn £ 1.401 except Yaq, A H  & Phl games - add 

ESDEVIUM GAMES (W4) 
185 Victoria Road 

ALDERSHOT Hants G u l l  1JU 
Tel: Aldershot 31 1443 
or (evenings) Farnham 722269 

B Boardgame Payment 100%. in f Sterling please. 

M Miniature Rules - NO POSTAGE ON MANY GAMES FOR REGULAR CUSTOMERS 



ANNOUNCING- - 
I THE FIRST EVER I 
BRITISH D&D I 

I Calling all dedicated Dungeons & 
Dragons enthusiasts - don't miss the 
first ever D & D "GamesFair" - a I 

Join the 
D a D Players 

. . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . .  
l wish to help D,M the 'Open' Please give derails of experience 

' Name: (MrIMrslMiss). 

. . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . .  
. . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . .  I Address: 

I  . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . .  
. . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . .  

I . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . .  I would like to run.a game of my own  Please specify I  
I I  . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . .  

. . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . .  

I 
1 Your name and address will be available to other members. If you do 

. . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . .  
not wtsh to be so listed, mark heren  I I Please mark envelope "D & D Players Assocation". 

Please make your cheque or PO payable t o  TSR Hobbies IUK) Ltd., 
and send to the organizers at GamesFair, TSR Hobbies (UK) Ltd.. 1 The D Et D Players Association is organised by TSR Hobbies (UKI Ltd, sole importers and 

The Mill, Rathmore Road, Cambridge, CB l  4AD. marketers of Dungeons 8 Dragons@ Fantasy Role Playing Games. 

Telephone Cambridge 0223 21251718 1 TSR Hobbies (UKI Ltd. The Mill, Rathmore Road, Cambridge CBt 4AD - - ---- L l l l l l l l l l l l l l l l l l l  

fantastic summer convention to be held at 
Reading University o n  Friday, Saturday 
and Sunday, the 10th. 11th and 12th of 
July 1981. 
Here is your chance t o  play Dungeons & Dragons and other 
great games, and take part i n  the 1981 British AD & D 
Championship. There wi l l  be exciting prizes for the winner 
and the Champion wi l l  be announced at the GamesFair. 
This fun-filled, skill-testing weekend wi l l  feature many top 
hobby games and wi l l  include Traveller, Apocalypse, Divine 
Right and 1829. For any idle moments there wi l l  be an array 
of arcade-style computer games. FU// details of all the features 
and attractions will be printed in the Games Fair programme. 

There will be a maximum of 150 weekend residential places. 
Tickets at €21 each include two nights in your own University 
studyibedroom plus full English breakfasts on Saturday and 
Sunday. Residential tickets also include entry to all the days 
games and the AD 8 D Open Championship. There will also be 
250 weekend day tickets available at €3 each allowing access to 
the GamesFair. For these tickets holders all game entry fees will be 
extra. 

(Members of the D Et D Players Association wi l l  receive a 
special discount of 5% on all advertised prices). 

Because of the limited number of tickets available, please use the 
order form below and avoid disappointment. We regret that non 
ticket holders will not be allowed entry during the convention. 
Persons under the age of fourteen also cannot be admitted. 

32 Please mention WHITE DWARF when replying to advertisements 

The D & D Players Association is for everyone 
interested in the Dungeons & DragonsB fantasy 
role-playing game-the game that is gaining 
tremendous popularity in the UK. Whatever your 
involvement in D & D, the Association will give 
you a unique opportunity to widen your interest- 
a forum for YOU to air views and ideas and to 
receive all the latest D & D news and events. I t  
will also put you in touch with other D & D 
members and clubs all round the country. The 
Association is open to everyone, experienced 
players and those who are just beginning to enjoy 
the game. 

In addition to the bimonthly D & D Newsletter, 
Association members are eligible to receive 
special offers at pre-publication discounts, 
reductions on other D & D official activities, 
including entry to the forthcoming UK Games Fair 
to be held in July, and post-free service on all 
items ordered from us. You will also receive the 
Association's official lapel badge, membership 
card and sticker. All this for a current member- - ---- 

ORDER F O R M  
to TSR Hobbies (UK) Ltd.,The Mill,Rathmore Road.Cambridge.CB1 4AD 

I . . . .  Please send me residential t icketls for the GamesFair. I 
Please send me . . . . .  weekend day ticketis for the GamesFair. 

I M y  name . . . . . . . . . . . . . . . . . . . . .  I 
. . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . .  

ship fee of only f 1 per year. 

You will find that the D & D Players Association 
adds a new dimension and new interest to  your 
game. TO join, simply complete the Coupon with 
your name and address and send it back to US, 

together with your cheque or PO for E l ,  payable 
to TSR Hobbies (UK) Ltd. 

I 
Address 

I r l l l l l l l l l l l l l l l l l l  
. . . . . . . . . . . . . . . . . . . . . . . . . . .  Postcode . . . . . . . . . . . . . . . . . .  1 To: Tom Kirby, TSR Hobbies (UK) Ltd, The Mill, Rathmore Road, 

Cambridge CB1 4AD. 

I 
I am a D & D Players Association Member 

"" 
I Please enrol me as a member of the D & D Players Association. 

I wish to enter the D & D British Open Championship (£1 fee to 
I ! I enclose my first year fee of tl. 

non residential ticket holders) 



'(THE LARGEST SELECTION 
OF GAMES IN THE WORLD 

When you visit our shops you can be certain to find the games you want. 
We stock over 4000 different items. 

22 OXFORD STREET LONDON WI 
(Specla1 Dept: F~rst Floor) 

FANTASY FANTASY 

both branches: 

SCIENCE FICTION 

126 CHARING CROSS RD. 
LONDON WC2 

You know this board game as White Bear & Red 
Moon, and under that title it established both the 
fantasy world of Glorantha and the 'our-world' com- 
pany of Chaosium. Now the game is boxed, fully 
re-done [new combat system, completely re-written 
rules, new re-oriented map, expanded counter mix], 
and even had a title change. All the historical and 
mythological data and illustrations are present; new 
research has altered some previous map relations. 
The seminal game for the world of RuneQuest. 

By Robert Corbett and Greg Stafford 

Boxed, rules and notes, 300 backprinted 
counters, 22x34 full-color map. 

Please mention WHITE DWARF when replying to advertisements 



The new FRP & Games M a g a z i n e  
GAMES - ARTICLES - REVIEWS 

Issues  2 & 3 now a v a i l a b l e  ,a t  60p 
each( inc  p&p),from:OriginalThought 
37Fanshawe Cres.,Hornchurch,Essex. 

Annual sub; ~ ~ 2 4 ,  U S A $ ~ ~  ,Europe£6.50,Other£8 

Probably the largest 
selection of Games 

you will ever see 

Tel: 01-549 6486 9
WAR GAMING n FANTASY AND TRADITIONAL 

\ 
Stockists of Mini-Figs, 

Citadel, Asgard, 
Ral Partha, Hinchliffe 
Skytrex, QT Models, 

Historex, Avalon Hill, 
TSR, Judges Guild, 
Philmar, Blandford, 

W.R.G., Newbury 
Master Models, Osprey, 

etc., etc. . . . . . 
OVER 2000 MODELS 

ON DISPLAY 
fine painted 

I PECKHAM, LONDON \D&D figures for sale. 

SE15 
TEL: 01-639 5097 

I NORMAL SHOP HOURS \ 
John W Bagnall L t d  

CAR PARK OPPOSITE 

~ o n l k n t T e l ~ 4  
- 
34 please mention WHITE DWARF when replying to advertisements 



POCKET GAMES 
STARFIRE 
Starfire captures the suspense and terror 
of battles between fleets of space warships 
ranging from massive Superdreadnoughts 
to lowly Corvettes. f 2.95 

STARFIRE II 
Fighters manoeuver to attack gigantic 
starships in this fast game of space com- 
bat. Can be played alone or combined 
with Starfire. f 2.95 

ASTEROID ZERO-FOUR 
Both players command an asteroid base 
armed with missiles, laser towers and 
manned spacecraft in this game of space 
combat. f 2.95 

CERBERUS 
Cerberus was the first planet of another 
star to be reached by man. But it was 
already colonised by Tau Ceti and the 
Centians wanted no visitors. f 2.95 

INTRUDER 
An alien monster is loose on deep space 
station Prometheus. The crew must either 
caDture it or destrov it before it killsthem! 

f 2.95 
SURVIVALIthe BARBARIAN 
A double game. In Survival, Jardine 
fights his way through the jungles from 
his crashed starship to the Imperial Re- 
search Station. In the Barbarian, Vaarn 
fights goblins, wraiths and zombies in his 
struggle to unify the remnants of man- 
kind. Both games were originally pub- 
lished in White Dwarf magazine. SOON 

VALKENBURG CASTLE 
High Fantasy comes to life in this game 
where young LordHobart VanValkenburg 
attempts to reclaim the family castle. 

f 2.95 

SPELLBINDER 
Warlock generals lead their armies in this 
decisive game of Fantasy combat. f2.95 

ROBOTS! 
Two or more players design and build 
their own combat robots in this game of 
fast action and quick destruction. f2.95 

GUNSHIP! 
Modern tactical combat in Europe comes 
to life as players use nimble and deadly 
helicopters to sma'sh Russian tanks. £2.95 

A SERIES OF INEXPENSIVE 
MINI-GAMES, COMPLETE 

AND READY TO PLAY WlTH 
BOARDS AND COUNTERS 

INCLUDED WlTH THE 
RULEBOOK AS INSERTS. 

DRAMATIC FULL-COLOUR 
ART ILLUSTRATES THE 

RULEBOOK COVERS. 

BATTLEWAGON - 
Players manoeuver up to 6 of history's 
most powerful ships in this fast and 
enjoyable game of naval action. £2.95 

TO NO END 
The SS attack at Budapest, January 1945. 
A tense game of Hitler's last gasp in the 
east. f 2.95 

ULTRA-WARRIOR 
The Ultra warriors are, literally, one man 
armies. With their weapons, they can turn , forests into ash, glaciers into lakes, and 
fertile fields into lava beds. Their defenses 
are all but invulnerable. The Ultra warrior 
has nothing to fear - except another 
Ultra warrior! SOON 

POLAND 1939 
An updated (and vastly improved) version 
of the original (1975) release by JP pub- 
lications. Using traditionalmechanics with 
special rules, this game demonstrates how 
bold (and how lucky) the Germans really 
were in Poland and how close they came 
to losing the war in the first few days. 

MARINE! 
Another previous release by JP publi- 
cations, this game has undergone massive 
redevelopment. Squads of Marines con- 
ducts invasions, assaults and raids during 
World War I1 and the modem era. SOON 

HITLER HITS BACK 
Using the popular and innovative Proch- 
orovka system, this game portrays in 
dramatic terms, the attack (August 1944) 
that could have trapped Patton's entire 
3rd Army! Can a single Division of US 
Infantry 'hold back 4-~anzer Divisions? 

SOON 
POINT RED 
This game is specifically designed as a five 
player game. Each player represents arace 
occupying a universe. By the way of 
'Point Red', the players can journey to 
other universes. Migration can be surpris- 
ingly peaceful, since some creatures 
actually like planets with corrosive at- 
mospheres. However, when the Creeping 
Void starts destroying one Universe after 
another, the race for safety becomes 
hectic. Versions for two to four players 
are also provided. SOON 

Please mention WHITE DWARF when replying to advertisements 

- 



N. E. GAMES 'N' CRAFTS 
for 

FANTASY * SCI. FI. * WAR Games 
Rule Books * Familv Games 

Figures by CITADEL * ASGARD 
RAL PARTHA * PENDRAGON 

10 Heworth Road, Concord, 
Washington, Tyne & Wear. 
District 1 1. Tel: 467736. 

White 
Dwarf 
Binders 

I 
Make sure you keep the coffee stalns off your White Dwarf collection 
by protecting them in your own White Dwarf binder. 

Holds 12 issues 
'Red Leather' finish 
White Dwarf embossed in silver on soine I 

Send f2.95 + 50p p&p to Games workshop Ltd., 17/18 Hythe Road, 
London NWlO 6RT. OVERSEAS CUSTOMERS: Please add 30%. 
AIRMAIL: Please add 60%. 

T H E  
OLDSOLDIER 

IS MOVING. . . . . . 

Our grand new 

GAMES & PUZZLES 
STORE 

will be opening on 6 th April 1981 at: 

6 Green Street, Cambridge 
Telephone: Cambridge 355 188 

For a mind-boggling selection of all types of 
games, puzzles and Fantasy figures . . . . . . . . . . . 
all the major games manufacturers stocked. . . . . 
pay us a visit . . . . . . .you wont be disappointed. 

HlNCt-ILlt-FE, U L  f'AK-T t i  + M I N I ~ I G S ~  

THE 
D&D PLAYERS 
ASSOCIATION 

t!pbQ$N 
Zhe 2-10 player fantasy boardgarne 

Ask for our games, booklets, and play atds at your local yarne and 
hobby shop. 

4625 S. Sherman St.  Dimension Pix, Inc. Englewood, cu solio 

O~str~buted In the UK by Games Workshop Ltd , 

GAMES WORKSHOP ;;~;;h;~;h;~~;~;;;gdon NW1O 6RT 

i s  preparing a Nationwide register o f  D&D clubs. 

This register will be distributed to  all D&D PA 
members and club news and activities will be 
regularly published in the PA Newsletter. 

GET YOUR CLUB ON THE D&D MAP! 

Send the name, contact address, meeting place 
and date to: 

D&D PA CLUBS REGISTER 
TSR Hobbies (UK) Limited 

The Mill 
Rathmore Road 

Cambridge CB1 4AD 

Please mention WHITE DWARF when replying to advertisements 



SOUTH 
LONDON 

WARLORDS / WARGAMING 

CLUB 

TRADE 
COMPETITIONS 
BRING & BUY 

HORTON ST. 
W.8. 

KENSINGTON 
TOWN 
HALL 

DEMONSTRATION 

CROFTON PARK, CAMDEN HILL RD 2 
S.E.4 -1: 

KEN- 
SINGTON 

0 
UNDER- 
GROUND 
STATION 

A FANTASY DUNGEON I r 
I I BY NICHOLAS SCALES I 

1 

THE FIRST IN A NEW GENERATION OF 
FANTASY GAME PRODUCTS 

from 
SCALE DESIGNS 
Also available soon.. .. 

SD02 "THE LABRYNTH OF LERAGE 
Distributed by: 

B i t l e p  f lobel  Work$bop$ 
PETWORTH ROAD, WITLEY, GODALMING, 

SURREY. Tel: Wormley 2200 

Please mention WHITE DWARF 

FOREVER PEOPLE 
NOW HAS 

TWO LOCATIONS 
. 

BRISTOL 
59 PARK STREET 

BATH 
14 KINGSMEAD SQUARE 

Tel. 0272 25454 I I Tel. 0225 66474 

1~ BOTH SHOPS ARE OPEN SIX DAYS A WEEK, IOAM-6PM 1 
Sm F, BOOKS 

DUNGEONS&DRAGONS 
MARVEL & D, C, COMICS 

MINIATURE FIGURES 
Ii POSTERS, BADGES 

UNDERGROUND COMIX 
WARREN MAGAZINES 

TRAVELLER, RUNEQUEST 
HIGH TIMES, ART BOOKS 

S, F, FILM MAGS ETC 

chrzonfcle Miniatures 

ADVENTURERS CREATURES & MONSTERS 
C F l  : Cleric with mace CMI  : Hil l  Giant. . . . . . .  45p 

. . .  CF2: Druid w i th  spear & shield CM2: Ogre with Club. 35p 
CF3: Wizard CM3: Bugbear. . . . . . . .  30p 
CF4: Illusionist wi th wand * CM3A: Bugbear wi th two- 
CF5: Fighter wi th sword and handed weapon. . .  30p 

shield * CM3B: Bugbear Chieftain . 30p 
. . . . . . . .  CF6: Dwarf Fighter in  chain CM4: Zombie 22p 

mail wi th hammer CM5: Mummy. . . . . . . .  22p 
. . . . . . .  CF7: FighterIHenchman. Left- CM6: Werewolf 28p 

. . . . . . . . .  handed with equipment * CM7: Wight 251) 
and lantern * CM8: Vampire. . . . . . . .  25p 

+CF7A: Left-handed fighter +CM9: Hobgoblin . . . . . .  25p 
with Shield * CM9B: Hobgoblin Chieftain 25p 

CF8: Ranger wi th sword, * CM10: Troll . . . . . . . . .  35p 
shield and bow CM11: Cyclops 35p . . . . . . .  

CF9: Elf Fighter/Wizard 
CF10: Thief backstabbing 
CF11: Dwarf thief sneaking ANTI-TYPES 
CF12: Assasin * CT l  : Hag (Black and Midnight) 

. . . . . . . . . . . .  CF13: Assasin wi th dagger and 25p 
. .  garotte behind back * CT2: The Grim Reaper. 25p 

CF14: HenchmanIHireling wi th * CT3: Ruffian wi th Dagger . 25p 
carrying pack, lantern * CT4: Ruffian with Sword . 25p 

CF15: Female Cleric - Robed * CT5: Brigand with Sword and 
'CF16: Samurai Adventurer Shield . . . . . . . . .  25p 
*CF17: Ninja * CT6: Insane Illusionist . . .  25p 
*CF18: Monk * CT7: Evil Dwarf Fighter . . 25p 
'CF19: Half-Orc. 
'CF20: Paladin 

CF21: Female Thief 
A L L  THE ABOVE @ 25 PENCE NEW RELEASES 

Please add 10% P&P. Minimum 25p (f 10  & over Post Free) 
Overseas please add 33'%. Airmail plCse add 50% 

TRADE INQUIRIES WELCOME 
ORDERS TO: Chronicle Miniatures. 
Un i t  22, Blaenau Gwent Workshops 

Pond Road, Nantyglo, BRYNAWR, GWENT. 
TEL: 0495 312851 / 0495 333748 
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3ungeons  & Dragons. C i t y  S t a t e  Of The I n v i n c i b l e  O v e r l o r d .  Stomp. G a n g s t e r .  L o s t  Abbey Of Cal thonwey.  
A r m i e s  & E n e m i e s  Of A n c i e n t  C h i n a .  K o r s u n  Pocke t , .  4 t h  D i m e n s i o n .  B e c k e t .  E l e c t i o n  X .  C o s m i c  
E n c o u n t e r .  I r o n c l a d s .  M a c h i a v e l l i .  O u t d o o r  S u r v i v a l .  A f r i c a  K o r p s .  Wooden S h i p s  h I r o n  Men. R o b i n  
Hood. Normandy. La B e l l e  A l l i a n c e .  C a m p a i g n  F o r  N o r t h  A f r i c a .  D o u b l e  S t a r .  A i r  War 1980. S n i t ' s  
Revenge SPI F o o t b a l l .  Up Scope.  T e r r i b l e  S w i f t  Sword. Borodino .  I a p e r i u m .  War I n  The West. O p e r a t i o n  
C r u s a d e r .  The K i n u n i r .  La B a t a i l l e  De P r e u s s i c h - E y l a u .  Valkenberg  Z a s t l e .  The Dungeon ! l a s t e r ' s  Guide. 
A r e s  C o d s f i r e .  A r t i f a c t .  I n t r u d e r .  T ~ u n n e l s  h T r o l l s .  B o o t  H i l l .  I n  S e a r c h  3 f  The Unknown(B1).  T e g e l  
M a n s r .  The D r a g o n l o r d s .  A l l  The  W o r l d ' s  M o n s t e r s .  Arden .  A g a i n s t  F o u r  W 3 r l d s .  B u s h i d 3 .  The L o n g e s t  
Day. Dungeon F l o o r p l a n s .  T h i r d  Reich.  P o l y h e d r a l  Dice.  S t a r f a l l .  Kandroc Keep. S t a r s h i p s  & Spacemen. 
The R u n e s  Of Doom. High  F a n t a s y .  F i r s t  F a n t a s y  C a m p a i g n .  Naked Doom. Demon D i c e .  O g r e .  I n v a s i o n  Of 
The Air E a t e r s .  D e a t h  T e s t .  C i t a d e l .  V i l l a i n s  h V i g i l a n t e s .  Yayday .  Yalu .  S t r a t e g y  1 .  S a m u r a i .  
1nvas ion :Amer ica .  Top S e c r e t .  T h i r t y  Years  War. B a t t l e f l e e t -  Marc. Tyre.  King A r t h u r .  Ardennes Quad. 
Demons. War Of The  R i n g .  N a p o l e o n  A t  Bay. I r n p e r i l m  Romanum. ; = ~ r n a  W o r l d .  C a e s a r ' s  L e q i 3 n s .  NBA 
S a s k e t b a l l .  UFO. Nukewar .  I n d y  500.  U i v i l  War. Dover  P a ' , r o l .  h m p a i ~ n .  
~ e t r o p o i i s .  1829. D i r e c t  c o n f l i c t  I n P e ~ h a p ~  The BEsti?. Once Upon A T i n c  19 Tne Wes t .  
Darkover .  Class S t r u g g l e .  F a n t a s t i c  E Vienna. j l a r s h i p  i-mrnand. 5ungeon 
M a s t e r ' s  Screen .  F i g h t  I n  The S k i e s .  'Sebect ion of Gamesox". Panzer  ? r a n d s .  i Jh i f?  Death. 
S p a c e f a r e r ' s  G u i d e  To The P l a n e t s ( 2  r h e r o  2044 .  !4e lo? .  S x j r d q u e s t ,  

' &ttt~~dlt# STFIRSHIPS LTD. 

Xer i ' a -Nerkur .  F i r e  & S t e e l .  Go. D e c l i  s t i c  Wood. War I n  Surope.  S w o r l s  
& S ? r c e r y .  K i  v .  B l o o d y  A p r i l .  P a t r o l .  A ! e x a ? ? e r  The  ; r e a t .  
3 :  --:nofen's Wag, Zdvanced D u n ~ e o n s  & _,  memm~nv. S ~ e e d  Circu;:.  B?ac;+,lnrd. 

, Hryitw~th- 

- - .  
3 s t t l e s  T I .  M o t o r u q y .  i l i : r o - : , i ? i i e v a l :  Ts:::is TI. S . i 3 r d p i a y .  3 e i  S t a r  W h i t e  

7 .  - .  ;ag-3.  Thiev r e s s  Of Badabaskor .  War A t  5ea. .- ,at Top. 7 e r ; ? r 7 ~ s .  Yidvay.  'Cambra: To S.-.ai.  Sea 
:cry. The Awful Green Thir.qs Fr;a O?lter Spac?.  J : . i r ; r ival  3 f  The ": test .  '!erbosh. 

R u r ? e q u e s t .  S p a c e  M a r i n e s .  ? l i n e s  Of K e r i z a v .  C i t y  o f  T e r r o r s .  i n d i s n  O c e a n  
I n  The L a b y r i n t h .  S o l d i e r - s .  ; l , ~ b a l  War. E r p i r e .  N A T O  D i v i s i 2 ~ 3 1  Co?lm?nder .  
Y a i n e .  F o o t b a l l  S t r a t e g y .  F o r 9 i g n  E x c h a c g e .  ? l o y  L I A t t a q u e .  The ; r e a t  ? ? . ? o u b t .  

S e a s t r i k o .  Kingdoms M i c r , ? - A n z i e n t s .  D i e p p e .  ? r 3 - 3 a s k e ' ; b 3 i l .  : : s a i n  ?r:?tlnt.or 
n i m a l s .  Cosmos.  M s r t a l  r;,:mbst. 3000BC-!25LAD A n z i e n t s .  ? a i l  3f T t e  ? i r e  , ; iar i t  
Nigh t fang .  Whi te  Bear/Red !4oon. The : a , ~ e r r , s  3 f  T i r a c i a .  S t r e e t  ;f ,St 2 :  :ng?s$.  
Beda Fomm. B l o o d t r e e  R e b e l l i o n .  F a i l  '3f ; - c r l i k .  Sys',em 7 : ! J 1 .  3 V  ,:L-:-!li:ry L 
IJSAC Auto-Race. 31  i  t z k r i s g .  Arr.hem. 

T h i s  a d v e r t  s h o w s  a p a r t  o f  o u r  e n t i r e  
r a n g e ,  why n o t  w r i t e  f o r  o u r  f u l l  p r i c e  
l i s t  ( e n c l o s i n g  a s t a m p e d ,  a d d r e s s e d  
e n v e l o ~ e )  or o r d e r  w i t h  ACCESS/BARCLAYCARD. 

Games Specialists 

45 Summer Row. Birmingham 83 1JJ. 
021-233 1302 

I e i t h e r -  i n  w r i t i n g  o r  by t e l e p h o n e .  
OPEN: MONDAY-SATURDAY 1000-1730 (5.30PM). I 

NSF4 CRUISER (PARIS CLASS) N S ~  TANKER (ATHENS CLASS) 
N S F ~  CRUISER (SHARK CLASS) NSF7 DREADNOUGHT (DRAGON CLASS) 
NSF8 EXPLORER (DRYAD CLASS) NSF9 CRUISER LT (BANSHEE CLASS) 
NSFlO TRANSPORTER (TROLL CLASS) NSF11 DRIVE UNITS TO UPUTE FTL. EXPLORER 
NSF12 SPACE LINXR (ATLANIC) NSF13 STAR DESTROYER (GNOLL CLASS) 
NSF14 RIM RAIDER (MORGAN CLASS) NSF15 ASSAULT SHIP (HUNTER CLASS) 

CLEAR BASE AND WIRE INCLUDED 
SEND S.A.E. FOR PRICE LIST t o  Q.T-.MODELS. 10 QUEEN ST. BRIDLINGTON. YO15 2SF. 

Please mention WHITE DWARF when replying to advertisements 








