


The profe,,~r and his team of experts work frantically to perfect the "Ad Astra" project 
at the university's science center. Just moments before they are ready to conduct their 
final test the outer halls of the building shatter as the radioactive mutants of a devas- 
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STARFORCE 300 

Space Ships and Ground Vehicles in 11300th 
Scale.From as little as 45p. All Space Ships 
come complete with their own Base. 

STARFORCE PERSONNEL 
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STARSH IPS 
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The DMf Guide to the Galaxy 
SPACE TRAVEL IN AD8D 

by Marcus L Rowland 

One area of adventure that has received little attention in normal 
AD&D is that of space travel. Suggestions for space travel rules 
in the past have been by incorporation of ideas from heavily 
technological role-playing games, yet there is no reason for this. 

Given a universe different enough that spells and psionic 
powers can be reliably controlled, there is no necessity for nat- 
ural laws to follow those of our own cosmos. As an example, 
consider a universe where the force of gravity could obey an in- 
verse cube law instead of the familiar inverse square relationship. 

Since the force of gravity decreases much more rapidly with dis- 
tance than in our own universe, planets with axial rotation will 
then resemble flattened discs with sharp edges, where centrifugal 
forces gradually spill the atmosphere into space at the equator, 
see below. Most of the gas released will circulate through space 
towards the planetary poles but enough will reach escape velocity 
to allow a constant wind of air to form behind the planet. 
Enough atmosphere may be lost form planets and the sun to 
give space a thin but breathable atmosphere. 

Since the gravity a t  the equator must necessarily be low, 
larger birds and creatures such as dragons would have little diff- 
iculty in achieving interplanetary flight. It 's easy to construct a 
non-magical transport system. Take a light but strongly built 
ship, and sail to the equator (hereafter known as the 'Edge of 
the World'). Use a large kite and lots of really strong cord to 
catch the interplanetary wind, and then release the ship's rigging 
as a larger kite guided by the first and hauling some extremely 
strong rope tied to the bows. If the lengths of rope are correct 
the ship should thus be yanked into space and literally sail off 
the Edge of the World. The crew then haul in the sails for better 
control and the navigator lays in his course for the target planet. 
As the ship reaches i t s  goal a few months later the rigging i s  
deployed to form a hang glider, which allows a soft landing. 
(Fig i). 

Risks are fairly obvious. The wind may blow towards the sun 
before reaching the destination. The ship could be becalmed, or 
enter a zone of toxic gas. Random encounters with dragons, 
rocs, and unknown monsters could add interest to an otherwise 
boring hourney. 

Combat in such an environment uses the system for aerial 
encounters found in the AD&D DM'S Guide, with the ship's 
manoeuvrability being a turn of lo0 per round to a maximum 
of 30' from the prevailing wind direction. The strength of the 
hull will be 1-6 points less than that of a corresponding water- 
borne ship, with fires doing 25-50% moredamage (see Waterborne 
Adventure, DM'S Guide). 

The course would be influenced by the wind and by gravit- 



ational forces, and the crew would not necessarily experience 
free-fall conditions unless the ship became becalmed. 

Supplies might present a problem, and failing the capture of 
birds and ice meteors i t  would be a good idea to carry a cleric 
able to create food and water. 

Interstellar journeys pose more serious problems since transit 
times would be decades instead of months and there might be 
too little air for breathing. One possibility is to  set course, 
commit suicide, and wait for the ship to be boarded at the dest- 
ination by a cleric able to resurrect the bodies. This assumes a 
civilised planet at destination, and i s  not the safest way to travel. 

A similar technique for more normal universes uses the ether 
winds as i t s  propulsive force. The sails and kites used for this are 
made of 'Ether Silk', a substance existing on the prime material 
and ethereal planes simultaneously. It must be manufactured by 
a team of alchemists and high-level magic-users on planets out- 
side the intense gravity field of the sun, but might of course be 
purchased from traders of more technological civilisations. An 
ether ship needs an airtight hull and airtight armour for i ts  
riggers. The sai ls cost 50,000 gp for a small vessel, and in even 
the most uneventful trip suffer 1-0-40% damage. Travel times 
will be weeks for interplanetary journeys but only months for 
star travel, since the ether wind travels much faster than light 
between systems. All trips are made under constant acceleration 
and deceleration, with forces of several g experienced on leaving 
and entering atmosphere and around lightspeed. 

Another natural law violated by magic is conservation of 
energy. I f  we assume a universe where this law can be broken, 
but otherwise much like our own, an obvious possibility is a 
gravity insulator such as H G Wells' Cavorite. 

A ship using this material would consist of an airtight hull 
(eg tarred wood and layers of canvas) with a series of tracks 
around which can be drawn blinds made of the gravity-insulator. 
The crew draw all the blinds, so that theship is hurled intospace, 
then open the blinds that point towards the destination, so that 
gravity from the target planet pulls the ship. 

Obviously such a material would be very expensive (I suggest 
about 500 gplsquare foot) and i t s  construction would need 
many high level spells. However, it i s  reusable. Ships resemble 
spheres with flattened facets (Fig ii). 

Journey time would be days or weeks, depending on the 
gravity fields involved, distance, and course. In many cases it 
would be possible to use the gravity of a large planet or sun to 
give high speed then alter course to the destination. Air supply 
would be the principal factor in the feasibility of trips, and a 
greenhouse lit by acontinuallight spell might be the best solution. 

For interstellar journeys this method has obvious advantages, 
since there seems to be nothing stopping a ship from approaching 

lightspeed, and a ship could pass through Black Holes unscathed. 
This gives a fairly simple method of interdimensional travel. 

Combat might pose problems since alterations of course 
would be extremely rapid. Probably the only effective method 
would be a devastating surprise attack at extreme speed, damag- 
ing some or all of the insulator blinds at first strike. A simple 
way of achieving this is to take an opposing or converging course 
at high velocity, drop a large number of rocks or lead balls, 
then alter course to avoid collision. Some means of locating the 
enemy such as clairvoyance i s  of course necessary. 

In this article I've only given three straightforward examples 
of altered natural law, but of course there are many more poss- 
ibilities. 

Little of the foregoing can make much sense without the 
AD&D DM3 Guide and Players' Handbook. Other books that 
might be useful include The First Men In TheMoon by H G Wells 
which, describes Cavorite, and Star Winds by Barrington J Bayley 
which describes ether ships. 

Here are ship specification for a small merchant craft: 
Gravity 

Type of Ship ~indjammer Ether Silk insulator 
Cost(Equipped)*: 23,000 100,000 600,000 
Running costs*: Sails; 3,000 gp Sails; 50,000 gp, None 

for 2-5 trips 10-40% Damage/ 
trip 

Crew: 15-20, mostly 25-35, mostly 3-7, mostly 
semi-skilled semi-skilled skilled 

officers 
Cargo Capacity: 3-5 tons 3 5  tons Unlimited 

weight, 
limited room 

Size: Length 35-45' Length 50-60' 25' Diameter 
Width 10-15' Width 15-20' icosahedron 

Hull Strength: 5-30(1) 20-40(2) 4-40 (3) 

* Cost equipped includes initial sets of sails, Cavorite blinds, 
etc., plus necessary accessories such as airtight armour. Running 
costs do not include unusual damage, ship's stores and supplies, 
and wages. 
1. There is a 50% chance that damage will be to sails etc. on 

windjammers. 
2. There is a 70% chance that damage will be to sails etc. on 

ether ships. 
3. Extended gravity insulator panels can take only 1 point of 

structural damage before shattering, and i f  theship isdamaged 
in any given area such unrolled blinds will take the first 
impact. 

Fig ii 



OPEN BOX 

Open Box examirles Scier~ce Fictiorl arld Far~tasy games and rulebooks 
curren tf y ir l  the shops. The reviews are writterl by ir~deperiderl t authorities 
who also give the product arl overall ratinn on a 7--10 scale. takirw all 

APOCALYPSE 
GAMES WORKSHOP- f 6.95 

Apocalypse (formerly The Warlord) i s  a exploded. Areas so marked can only be 
game for 2-4 players, each of whom takes entered if you are reconstructing them, 
the part of a warlord in Europe at a time which restores them to non-radioactive 
when civilisation is  in chaos and humanity status, but a player may not explode 
is  divided into many small empires. Each missiles or attack while reconstructing. 
controls several of these empires, and The idea is to kill opponents' armies 
strives to strengthen and unite them, then and then occupv the areas vourself 
eliminate his rivals using strategy, diplo- 
macy, and nuclear missiles. 

The game consists of a board divided 
into irregular areas, 560 army counters in 
four colours, radioactive counters to 
mark devastated areas, interlocking missile 
units to represent the stages of nuclear 
missiles, 28 city counters, and a die for 
resolving combat. 

City counters are shuffled and dealt to 
the players to start the game; by this 
means each player i s  given control of sev- 
eral areas a t  the beginning. Thereafter, 
each turn proceeds as follows: 

First, if a player owns any missiles, he 
may blow any of them up. The number 
of stages a missile hasdetermines its range; 
a 4 stage missile can be exploded in any 
area up to four areas distant from its 
launch site, and so on. When a missile 
i s  exploded on an area, all armies in that 
area and any adjacent areas are removed 
from play, and a radioactive marker is 
placed on the area where the missile 

. . 
without combat. 

Second, extra armies are raised. 
the number of new armies each empire 
acquires depends on the number and 
type of areas under i t s  control (defined as 
areas in which i t  has a t  least one army 
counter). These new armies may be placed 
anywhere within the raising empire. 

Third, movement and combat take 
place. Stacks of armies may be moved from 
the area they are in to any adjacent one, 
but a t  least one counter must remain in 
the area which they leave. Combat i s  
resolved in a unique way with the die; 
the attacker secretly chooses a number 
representing the number of armies he will 
attack with, and the defender guesseswhat 
that number is. I f  the defender i s  correct, 
the attacker loses that number of armies; 
if the defender is wrong, one of his own 
armies is removed. This may continue 
until the defender has no more armies left 
in that area, in which case the attacker 
occupies it with the same number of armies 

or the number selected on the die. Armies 
may attack into adjacent areas only; terr- 
ain type affects the number. which may 
be chosen. A player can continue moving 
and attacking as long as he desires, prov- 
ided he leaves one army of each moving 
stack in each area passed throughtooccupy 
it and has armies left to conduct attacks. 

Each time a player successfully attacks 
an opponent, causing one of his armies 
to be removed, he gains a stage of a 
missile. This may be used to 'start growing' 
a new missile or to increase the range of 
one already in existence. 

The combat system at first seems to be 
all luck, but in fact the probability of 
success depends on how heavily you out- 
number your opponent. I have heard 
Apocalypse called 'Risk with missiles', 
but anyone who says this can't have played 
thegame frequently -once familiar with it, 
many 'obvious' tactics become less ob- 
vious and diplomacy, bluff and double- 
bluff play a much larger role. 

Apocalypse is  a superb game and 1 
would award it a 10 unhesitatingly, 
except that many games take a long time 
to finish. 
Overall: 9 John Olsen 

HIGH GUARD (Second Edition), 
TRAVELLER BOOK FIVE 
Games Designers' Workshop - £2.95 

This booklet is not a new expansion of 
Traveller but a replacement of the first 
High Guard, dealing with space navies and 
large scale starship combat. The character 
generation rules of the new edition are 
identical to those of the old, starship 
design and combat receive a complete 
overhaul. 

The main thrust i s  to improve the 



combat system. This i s  well done, simpli- 
fying the play sequence and grading wea- 
pons more 'realistically' into batteries. I 
also liked the sectioh on small craft design, 
useful to small scale adventures. 

Combat is still handled in the same ab- 
stract way which makes it suitable for 
large campaigns as well assmall adventures. 
I would have liked more detail about the 
effects of combat results on individual 
characters and also more detail in combat 
to allow for tabletop battles. Perhaps a 
set of tabletop rules will be released in 
the future? 

The only criticism I have of this book- 
let is that it had to be brought out a t  all. 
In future I hope GDW will get it right first 
time. 

This booklet is well worth buying if 
your Traveller adventures are strongly 
centred around starships andspacecombat. 
Even if you prefer to keep your feet on a 
planet this booklet could be useful for 
running an interstellar war independent 
of Traveller and role-playing. Owners of 
High Guard one can find all the new mat- 
erial in issues six, seven and eight of the 
Travellers' Journal. 
Overall: 9 Robert McMahon 

reveals the secret of the creatures. This 
includes some charts and procedures use- 
ful for more normal play. As well, there's 
a book of illustrations to show to players. 
(Pictures 45-64 are referenced 44-63 in 
the text.) Finally, there are sixwell set-out 
maps printed on sheets of cardboard. 
Maps II to IV are printed on both sides of 
one sheet, making it impossible to use 
them as a DM'S shield. 

I'd recommend at least a week's study 
before trying to run the module. The 
module is  designed for experienced players 
forming a party of 15 characters of average 
level 7, with 40 magic items. 

Minor objections aside, I found the 
module very enjoyable with ideas and 
creatures eminently suitable for wider use. 
Overall: 9 Marcus L Rowland 

DUNGEON MODULE S3 
Expedition to the Barrier Peaks 
TSR - £4.95 

Expedition to  the Barrier Peaks i s  a new 
AD&D module from TSR, and although 
set in the World o f  Greyhawk i t  i s  a single 
expedition for characters outside the nor- 
mal campaign. 

The objective is  the destruction of the 
source of strange creatures devastating 
the countryside around the Barrier Peaks. 

An A4 book of 32 pages describes the 
environment in detail, with a cover that 

determined by a set of probability tables 
(with the normal distribution, two-dice 
system), so that you will find the game 
gets samey after quite a few plays, but 
the designers have provided lots of these 
tables so this may not be a great problem. 
It should, of course, be possible to have 
one player act the part of ArthurIDM and 
oblige the Knights to face tasks designed 
by the DM'S evil mind rather than the 
tables, whatever you will find the rules 
and tables provided give a lot of flavour 
and interest for some time. 

The Knight has all the choices open 
to a normal paladin, but the main rule 
mechanism deserves mention (and app- 
lause) because it's damned neat and well 
worth thieving. As our knight gallops 
around hacking up people he gains 
Chivalry Points, but the designers, know- 
ing that all power corrupts, rule that the 
important feature is the Knight's Virtue 

KNIGHTS OF CAMELOT 
TS R - f 7.50 

RPGs, I must warn you a t  the outset of 
this review, strike me as the most simplistic, 
inane and mundane games on the market. 
Their only advantage, and frankly it 's not 
often used, is that you the gamer can 
inject your cunning into the game and 
lift it to  a much higher plane and into the 
true clash of wills that gaming should, in 
my opinion, be. For this reason I may be 
a little too willing to  applaud this game, 
when standards are low the one-eyed 
game is king (or something). This is, all 
this notwithstanding, a pleasing design 
with full rules, a helpful se t  of counters, 
and a belief that you (the player-knight) 
should actually experience the world of 
the Morte dlArthur in its full glory rather 
than a cokamamie semi-Tolkienesque 
world. I felt i t  succeeded admirably in i t s  
task, i t  was enjoyable, easy-to-play and 
had some neat design work. 

The game's limiting factor is that ess- 
entially all encounters, adventures, fates, 
tricks, messages, reactions etc etc are 

Level which is his Chivalry Points divided 
by his Virtue Points. So a Knight who 
grows mighty without caring for his 
immortal soul, or remembering the Poor 
and the Church of God, will find his 
Virtue Level getting bigger (whereas in 
this game the First shall be Last, and a 
low Virtue Level is what you want). A 
Knight who does well in combat but has 
his honour doubted can soon find himself 
foully evil. My brother Gilbert had a VL 
of 56 a t  one point (pretty near the Anti- 
Christ methinks). The Knight must there- 
fore judiciously mix in adventures that 
increase Virtue Points. He will under- 
take penances, for example, or go on 
pilgrimages. In one simple rule the de- 
signers have obliged to cease the mindless 
slaughter of most games and to actually 
play the role of that strange creature the 
'parfait gentil Knight'. 

The rest of the rules will surprise no- 
one. There are plentiful supplies of knights 
from the old idylls, the many ladies and 
kings also appear. You fight ogres, dragons, 
bandits, pursue the Questing Beast and can 
even seek the Holy Grail (if you can stand 
thetediousMonty Pythonjokesthatensue). 
Knights go mad, fight tournaments, hold 
castles, serve ladies. 'Tis all passing fine 
indeed, to be a king and ride in splendour 
through Persepolis. 

The map is, perhaps, a little unexcit- 
ing and rather small, and hence rather 
featureless. Although I think the game is  
much better than King Arthur's Knights 
(Chaosium) the maps could well be swap- 
ped. If you wanted to design you own 
scenarios, a better map would certainly 
help. This i s  a minor point however, it is 
otherwise a well-designed game that suc- 
ceeds a t  all i t essays. Players may find 
they cannot complete it in one sitting, 
but there is no problem in returning to 
the game, whose aim is, I should mention, 
to become one of the Arthur Knights (sic) 
of whom legend speaks which implies 
great virtue, mighty feats of arms, and a 
good slice of luck. 
Overall: 7 Charles Vasey 



THE DUNGEON 
ARCHITECT 
Part 2 
THE 
CONSTRUCTED 
DUNGEON gger  Musson 
Being a Dungeon-Master isn't all cakes and ale. There's lots of fun in 
running a dungeon, but a lot of drudgery in creating it. This task has 
three stages: First, planning the overall campaign, which I discussed in 
Part 1. This isn't drudgery; one gets the fun of writing fantasy without 
having to worry about structure,dialogue, or grammar. Stage two (drawing 
the maps up) isn't too onerous, and is our topic in this part of the article. 
Populating the rooms is the real chore; we'll leave that to  Part Ill. So let 
us address ourselves to rooms, corridors, and traps. 

To the beginner, the first response to the immense task of preparing a 
dungeon may be to buy a ready-made module. This has several disadvant- 
ages, not the least being that it is harder to run someone else's dungeons 
than one which you designed and are intimately familiar with. 

So there you are, with graph paper and pen, ready to start drawing. 
The first problem i s  size. If a dungeon is to stand up to repeated exped- 
itions, how large should each level be? I prefer to  err on the side of too 
large than too small, for two reasons. Firstly, there i s  a danger of levels 
becoming exhausted of treasure before parties become strong enough to 
move down. Secondly, it 's more fun getting people lost in large levels. 
The disadvantage of big levels is that they take longer to  populate. 200 
rooms a level is a good number, less below fourth. If you do make a 
level too small, design an extension to the main level which is connected 
via a secret door. I f  the party doesn't detect secret doors very well, their 
attention can subtly be drawn to it by having a wandering monster enter 
or exit that way. 

ARCHITECTURAL FEATURES 
Verticals 
You have three dimensions at your disposal, not two; don't stint on 
number three. A simple symbol code will take care of difficulties. Stair- 
cases between levels, yes, everyone has those, but there is scope for 
corridors that go up and down by steps, slopes and ladders, or sheer 
drops while staying on the one level. If we assume a vertical difference of 
40' between dungeon levels, that s t i l l  gives you easily 20'to play around 
with, without overlaps. Rooms can have tiers, galleries or pits, sloping 
floors. Thieves have climbing abilities which are wasted if everything is at 
floor level. Have high-up nooks with no easy access. Have passages that 
start just below the ceiling of a room, leading t o  a monster lair which 
only those who can climb up to the passage will be able to attack. Extend 
things downwards as well. Trapdoors leading to secret passages are great 
fun; these can run underneath the level to  otherwise inaccessible rooms. 
Some may be burrows that connect up different levesl; they may also be 
inhabited by whatever creature made them. 

Have large features that link up several levels; a huge circular hall, the 
floor of which i s  at fourth level, but whose ceiling goes through third to  
second level. Galleries will go round the walls at third and second level, 
and a staircase might spiral down the walls connectiy all three levels. 
Think big -don't make all your rooms square broom cupboards. 

Use of the vertical can make players suspici0,us and therefore jumpy. 
I f  players reach a corridor junction at which the ceiling gives way to a 
shaft ascending up into blackness, they may well be wary of things 
dropping down from the unseen heights. Or imagine a corridor 15'wide 
where the 5' section either side ascends by steps to run 10' higher than 
the central section. Might not players be leery about walking down the 
middle, perhaps with good reason? Or are the side-sections dangerous? 
Or both? Or neither? 
Rapid Transit 
I t  i s  easy to think all dungeon features hostile, but some help occasionally. 
Imagine that after a year of play, the top three levels have been wrecked, 
and your players are concentrating on a distant part of fourth level. The 
first minutes of each trip are going to be following the same long route 
to get to the section of interest. Eventually players will start adventures 
with: "We go to where we started off last trip -that room that had the 
wights in. Do we get there?" You either sit there for a couple of minutes 
doing wandering monster checks, and then describe where they meet 

something, if they do, ("Well, in that case we hide until it goes away and 
then continue.") or you insist that they repeat the route before you grant 
that they have arrive. The latter is petty. Build in a teleport system that 
circumvents the whole issue, one terminal just inside the entrance, and 
others interspersed evenly about the dungeon, say, four to a level. This 
allows the players t o  get quickly to  where the action is. And back, for 
that matter. 

This encourages good play, as it aids planned adventuring. One of the 
most effective forms works as follows: the party first makes a trip, taking 
defensive spells, avoiding combat wherever possible, to note down 
potential targets in detail. When a promising target has been found, the 
party leaves, and plans a course of action. Then, laden with appropriate 
offensive spells, the party moves in directly to the target, hits it hard, and 
whisks the treasure out via the teleport. 

Of course, even the best-made teleport system fail at times. 
Special Areas 
These can be temporary or permanent, marked or unmarked, as you 
prefer -things like zones of magical sterility, zones of silence or darkness: 
areas subject to  queer noises, gusts of wind, or what have you. Take 
care what you put in special areas - a creature only vulnerable to magic 
in a zone of magical sterility is  awkward indeed. 

VINDICTIVE FEATURES 
Traps 
I mean by "trap" an automatic device designed to harm. These most 
often occur in rooms, and in rooms anything goes;anyone who walks up 
to an unguarded chest without taking any precautions deserves what's 
coming to him. But traps can liven up corridors as well, though traps in 
corridors should be relatively harmless, or look suspicious. Rather than 
a pit trap that sends characters down into boiling acid, have a pit trap 
that sends people down merely into an empty pit, causing no more than 
bruises. 

The rest of this section is devoted to the fine art of getting players lost; 
a neglected aspect, but great fun. So often have I seen this proved: one or 
two people doing most of the talking, some at the back drifting off to 
sleep. Then come the anguished tones of the map-maker: "I don't know 
where we are."; suddenly the heads go up, muscles tense and every ear i s  
cocked. 

I t  i s  worthwhile considering ways to get people lost. 
Geometry 
The most satisfying way is  to  let players get themselves lost. This can be 
encouraged by designing the dungeon so that it is hard to map accurately. 
Hence I cite geometry as my second vindictive feature. 

Simple rectangular grids are the easiest to map. You should not bank 
on being able to lose players by chasing them with a wandering monster; 
they will just take every right turn that presents itself, with the aim of 
coming a complete circle, retracing footsteps from memory, and throwing 
the pursuer off the trail by taking as many turns as possible. 
Variety 
This is an obvious point. It makes things more interesting i f  yourdungeon 
is not so constructed that any one section closely resembles any other. 
Some parts might have predominantly narrow passages, others, wide 
passages. Some might be rectilinear, others a tangle of curving passages. 
Sections might have heavy concentrations of any architectural feature, 
for instance, redundant stairways that go up 10' and then down again. 
These constructional areas might be dominated by one sort of creature, 
as well. There are two reactions that players may have, depending on cir- 
cumstances. Curiosity may be evoked on first encountering a distinctive 
area. Or if a lost party chances upon part of a section they have been in 
before, they may recognise that they are near familiar ground. (Of course, 
it may be a section that duplicates one they know.) 

Sublevels are an interesting way of providing variety: small, virtually 
self-contained sections either between levels, or beyond the edge of a 
main level. These can make a convenient adventure; after a recce trip a 
party may decide to clear out a sublevel. One idea is to  put a sublevel at 
considerable distance from the parent dungeon; make it accessible only 
from a single featureless corridor, say, half a mile long. By the time the 
players get to  it, they will fear having descended a level, even i f  the 
passage doesn't slope. But they will get to  it, for curiosity as to what 
might be at the other end. 
Corridors 
There's no reason why corridors shouldn't be made interesting as well 
as rooms. They might have alcoves with statues in, bitsof interesting junk, 
or even be a chest or two as well. Certain corridor walls may have patches 
of slime on. Corridors can be decorated. They may broaden into squares, 
they may enter squares under decorative arches. Organised beasties may 
take possession of corridors near their lair, barricade them, and man the 
barricades. One shouldn't think corridors are purely a means of getting 
from one room to another. 
Windows 
One small feature i s  the use of windows, which allow a party to  look into 
a room from the corridor, or from another room. For instance, the party 
may spot a small, heavily barred window in a passage wall. Looking 
through, they see an empty room with gold and gems scattered on the 
floor. However, there i s  no door in the wall, so to get in they have to 
search for the way in round the other side. They they find that the only 
way in is through another room guarded by owlbears. Of course, i f  the 
party find a way of getting the gems out through the window grill, then 
good luck to them. 
Water 
Water is  another feature that can add character. Small pools are common, 
but streams or canals can be used in various ways. Some rooms might 



only be accessible from waterways that replace corridors in the wetter 
parts of the dungeon. There are lots of different water monsters, and 
water-related magic; make sure there's opportunity to  use it. However, it 
would be a brave party that trusted a boat that floated downstream with 
the current, down tunnels. Apart from the risk of waterfalls, a grille 
across the tunnel that blocked passage would be dangerous if the party 
had no means of propelling the boat back against the current. 

Lakes are another way of intr0ducingwater;an island in a subterranean 
lake makes a good lair for some villain. Furthermore, if no boat i s  pro- 
vided, only members of the party with flying,water-walking,or swimming 
ability will be able to  reach the island. 

Crooked and wiggly passages are better for confusing players, but are 
not effective on their own. A network of wiggly passageways which 
forms a series of roughly rectangular blocks between every four cross- 
roads, is fairly easy to map taking one block at a time. 

Junctions at angles other than 90% and 45% can be effective. A hex- 
agonal lattice i s  difficult to  map if players do not realize the passages are 
tracing out hexagons. A long corridor that branches off at an angle just 
less than 90%, but which could be taken for 90%. may also cause con- 
fusion. Another device is to  take a distinctive arrangement of passages 
and repeat it, reflect it, rotate it, in different parts of the level. 

Finally, long passages that are arcs of circles with constant gentle 
curvature, are easy to draw with compasses, but the very devil to  map 
properly. 
Trapdoors 
And here I mean ones that plunge the party not into a pit of spikes, but 
down a level or two. Then they have to find their way up from an un- 
familiar and dangerous level. This can be made harder by putting stair- 
cases behind doors. Then the lost party will not find those vital stairs 
just wandering the corridors; they will have to  open doors. 

Consider the fact that you are unlikely to get the whole party in one 
go. If one or two characters fall, what will the rest do? The first reaction 
may well be to lower a rope and pull the fellow back up to  safety. It is 
no bad idea to build in something to stop this. Failing that, there should 
be some interesting crises of conscience as to  whether to  jump in after 
the victim to  help him find his way out. 

A nice trick is to put a trap door at the top of an imperceptibly 
upwards-sloping passage; characters falling through think they have 
descended, but are still on the same level. This can be made moreeffective 
by designing your corridors so that those near the upward end of the trap 
do not connect directly with those near the downward end. 
One-Way Doors 
These can appear as normal or secret doors but they allow passage in one 
direction only. If you use one-way doors, you should design a series of 
areas which only connect at afew points,someof which should be one-way 
doors located in such a way that they will ensure that the party is forced 
to explore for some time before finding a way back to familiar ground. 

Portcullis traps work in a similar way, and can be thought of as one- 
way corridors. (Raised portcullisses are very good for making players 
nervous.) 

I hope Don Turnbull will not mind me revealing that in theGreenlands 
Dungeon all one-way doors are supplied by the Acme One-Way Door Co., 
which places its trademark on the back of all i t s  produce. This is  a kind 
way of informing players that they are trapped and of enabling them to 
distinguish the wrong side of a one-way door from a locked door. 

There is  another use for one-way doors which I call the "room suite" 
trap. Players open a door and see a room (with one other door) contain- 
ing two goblins and a chest. So they barge in, kill the goblins, open the 
chest and find treasure. They now find that the door they came in by was 
a one-way door, and that the only way out i s  through the other door, 
which leads to  another room containing sabre-tooth tigers, umber hulks, 
and other nasties of a vile description. This i s  a reversal of the usual 
sequence of monster-then-treasure. I t  i s  extremely dangerous; the party, 
being cornered, has no option but to  fight a creature that it may be 
neither prepared nor equipped to fight. However, they do have time to  
work out an effective plan utilising whatever materials they have to hand; 
there might be something useful in the treasure. This trap provides the 
DM with a way of forcing players to fight a new monster that they might 
otherwise run away from. 
Vindictive Teleports 
These are the uncontrollable sort, that I label as above to  distinguish 
them from functional teleports. (Of course, until players learn how to  use 
functional teleports, these too may act in a vindictive manner.) The usual 
way of planting them i s  t o  make a room a teleport trap, with some illusory 
treasure in it. The party rushes in to take the treasure, and when it van- 
ishes, they realise they have been conned. The door out now looks on 
some quite different bit of corridor. 

The alternative is teleport doors; these are doors that have teleportative 
affinities with other doors about the dungeon. Teleport corridors are very 
similar. 

As an example, see the diagram. Teleport doors come into three 
different groups: First we have the "there-but-not-back" variety. In the 
diagram, door A/B i s  the teleport door, C/D the receiving door. The party 
etiters on side A, but the door reveals the vista looking from D to C. The 
party goes through the door and is now at C. When they return to  go 
home, they open door CID expecting to  see A but find instead D. So 
they have to find the long way back. Should they reach B, the teleport 
door, when approached from this side, acts as a normal door. However, 
there also exists the 'back-but-not-there' sort of door, which is the first 
type rotated 180%. The party crosses from A to  B without trouble, but 
on the way back via B, the door opens on D. The party must therefore 
find a way round the door. 

The thing is, there i s  no way for the party to distinguish thetwo types. 

When a door does not open on the prospect they expect, they have no 
idea whether they were teleported the first time through, and are at C, 
deep within the dungeon, or whether they are at B, and quite near the 
exit if they can only find a way round the door. 

The third type works in both directions, and will teleport to  C, D, 
or elsewhere when approached from A or B. 

Vindictive teleports may send players down levels. There is a trick 
you can play if your dungeon is in the right situation: This is t o  build a 
sublevel above first level, and teleport parties up to  it. Suspecting they 
have been sent down a level, the party will search anxiously for stair- 
cases up, but find only stairs down, which they will be reluctant to take! 
Eppur si Muove . . . 
The really heavy vindictive features move whole chunks of the dungeon 
around. The simplest i s  the turntable, which gives a crossroads a random 
spin whenever people go over it. This i s  good fun until the players twig to 
what is going on. Then they walk across, check that they've come out in 
the right place, they haven't; walk back again, check again . . . until they 
find the corridor they want. Let them find the control that operates the 
turntable; then they can switch it off. Much the same goes for sliding 
blocks. Good fun at first, but make sure they can be avoided eventually. 
If they occupy a strategic position, they become a nuisance. 

I am not enamoured of sliding blocks, and I think space-distortions 
are over-rated. Players are usually so cavalier with scale on their maps 
that i t  doesn't matter what length you tell them a corridor is; if they , 
think it joins up, they'll join it up. Another nasty I haven't mentioned is  
the illusory staircase, which looks as i f  it goes up but goes down, or vice 
versa. Usually they are only potent i f  trapped as well. As for the other 
sort of illusory staircase, which looks like stairs down, but is  really an 
empty stairwell, comments vis a vis trapdoors apply. 

Going back to  the sliding blocks, one that never gave too much 
trouble was in a square with four exits, one on each side. In the middle 
was a large pillar. If a party entered the square, the pillar would move to 
block off the opening they had come in by. So they couldn't retrace 
their steps. After the party had left by one of the other exits, the pillar 
would move to  block that off. instead, so they couldn't even get back to 
the square. After a couple of hours, the pillar would re-set itself. 

Finally, the grand revolving dungeon. Why be parsimonious? Have 
the whole thing rotate! If you make each level basically circular, with 
exits at regular intervals and all connections between levels planned so 
that they always match up, then you can spin whole levels independently 
of one another, to  the intense frustration of your players, especially if 
any of them happen to be engineers. 

That concludes Part II. Part Ill will be concerned with the contents 
of rooms. 





L E T T E R S  

I would like to add my two-penn'orth 
to your answer to Jon Gilbert's question 
about the silence, 15'radius spell. I think 
Jon's confusion mav stem from a mis- 

Dear WD, 
I feel that perhaps Roger Musson has 

missed out a particularly important point 
in his article The Dungeon Architect. To 
a large extent it does not matter whether 
experience is gained slowly or rapidly but 
i t  must be possible for a competitive sys- 
tem to build up whereby an intelligent or 
lucky player may advance faster than the 
rest. 

Winning i s  not just exiting a dungeon 
alive, but more alive than your fellow ad- 
venturers (perhaps I'm just naturally CE). 

Alan Kershaw, 
Manchester. 

Dear WD, 
Congratulations on a particularly im- 

pressive issue (issue 25). In particular con- 
gratulations on part 1 of The Dungeon 
Architect by Roger Musson. For sheer 
common sense and usefulness, this has 
all the hallmarks of becoming one ot the 
best series ever published in White Dwarf. 
Long may it continue! 

Yours sincerely, 
D J Turnbull, Managing Director, 
TSR Hobbies (UK) Ltd. 

Dear WD, 
Either Lew Pulsipher has never read 

the Silmarillion or he has forgotten an im- 
portant point: Gandalf, along with all the 
other wizards (there were 5 in all), was a 
Maia spirit, a demigod servant of the Valar. 
Also, Narya, the elvish Ring of Fire that 
Gandalf carried, made men brave and res- 
olute but had none of the properties of 
an AD&D Ring of Fire (as far as I am 
aware). But aside from that minor gripe 
Lew's article was interesting and made 
some good points. Now would seem a good 
time to compliment Roger Musson and 
(again) Lew Pulsipher for The Dungeon 
Architect and An Introduction to D&D 
respectively, both good articles. 

Finally I would like to point out to 
Andy Slack that, although Space Opera 
doesn't have a special section on it, ideas 
for scenarios are everywhere;the reference 
to the Lensman series (SO Referee's Hint: 
Get some Family d'Alembert books, also 
by E E 'Doc' Smith.) and Star Wars, 
BRlNT and BOSS, the asteroid mining 

section etc (. . . get Protector by Larry 
Niven). OK, so more initial imagination 
is  required but it also gives more freedom 
to the referee. 

Yours sincerely, . . 
Nick Middleton, Bristol. 

Dear WD, 
Why do crossbows do less damage than 

ordinary bows in AD&D? They were re- 
nowned for being better able to pierce 
armour. 

Graham Wren, 
Winnipeg, Canada. 

-Examination of the missile weapons 
table on P.38 of the Players' Handbook 
reveals that the heavy crossbow is given a 
larger h i t  probability bonus than the ord- 
inary bows against all armour classes, while 
the light crossbow's plusses are equal 
to  those of the best self or composite 
bows. Further, the heavy crossbow has 
greater range than any other missile 
weapon. Thus, the superior penetration of 
the crossbow is already taken into account. 

Dear WD, 
When I got White Dwarf 24 and imme- 

diately turned to see what goodies were 
under Character Conjuring, I confdss to 
being a little disgusted a t  first. Detectives? 
Who ever heard of detectives in medieval/ 
fantastic cultures? 

That was before I sat down and read 
the whole article. I found i t  to be well - 
though, detailed, and more than a little 
tongue-in-cheek. Some of the new spells 
were very interesting (especially the 
escapology ones) and would be worthwhile 
researching for other cleric or magic-user 
characters. Most importantly, as far as 
being believable, the article managed to 
give detectives a place in D&D as the 
solvers of mysteries and restorers of law 
and order. I t  made sense. Congratulations 
to Marcus Rowland for a new character 
class worth the trouble to roll up. 

I f  I may suggest a change to the class, 
it would be to allow only humans, half- 
elves and halflings to be detectives. Elves 
are generally too chaotic, and halflings 
are lawful enough and curious enough to 
get into the detective spirit. 

Sincerely, 
Roger E. Moore, Mannheim, Germany. 

understanding of the'purpose of the spell. 
Jon says the 'original function' was to 
quieten noisy parties. That, of course, i s  
a function, but the spell's prime use has 
always been as an anti-spell device. A great 
deal of the changes made in the design of 
the AD&D rules were made to make cast- 
ing spells very much harder. I can assure 
Jon that the silence spell's strengths are 
quite deliberate. 

Incidently, he is  right in saying that 
the spell is available to third level clerics 
and the saving throw against the spell does 
not negate it but allows the saver to move 
out of the spell's area of effect. 

Tom Kirby, TSR Hobbies (UK) Ltd, 
Cambridge. 

Dear WD, 
Ever been a character, in a small group 

being chased by a horde of blood-mad orcs 
down some dark, dead-end corridor, with 
the only escape a huge iron door a t  the 
end which needs a combined strength of 
50 strength points to open? 

No? Well, you get my drift I hope. It 
has always puzzled me that in the above 
example five puny characters each with 
10 strength could open the door, whereas 
two 23-strength cloud giants could not. 
The combination strength thing obviously 
only takes into account strengths of up to 
and including 18. This in effect means that 
a fellow of 18 strength could lift 180 Ibs 
in a military press above his head, 10 Ibs 
per strength point. 

Each exceptional percentage ofstrength 
above 18 would increase this by 1 Ib. 
Therefore a fighter with 18(50) would 
have (18 + [ 1 x 50 / 101 , a combination 
of 23 strength points but not a 23 strength. 
Do you follow? 

When exceptional strength increases 
above 50% the weight pressable above the 
head increases by 41bs per 1%. So a fighter 
with 18(90) strength would have (18 + 5 
+ [4 + 40 / 101 ), a combination of 39 
strength points. Thus when a percentage 
over 90% is  considered, 8 Ibs per I%, a 
person of 18(100) strength would have (18 
+ 5 + 16 + [8 x 10 / 101) or 47 strength 
points! 

So if your character ever gets trapped 
in that dead-end corridor, with no except- 
ional strength fighters along, then you do 
right to quake in your boots, because the 
ogre leader of those mangy orcs has got 
the strength of four men and that rumour 
that he uses thigh-bones to pick his teeth 
is no idle boast. 

I'll let somebody else think about 
strength points for characters with Girdles 
of Giant Strength (much underrated items, 
in my opinion) and suchlike, for I've got 
a problem with a door that needs seeing to. 

Russ Smith, 
Guisborough, Cleveland. 



C H A R  / '  T E R  C O N J U R I N G  

Lizardmen as Player Characters 
by Roger E Moore and Michael Brown 

The case for having lizardmen as player characters in Dungeons 
& Dragons rests primarily upon two novels: The Doomfarers of  
Coramonde, by Brian Daley, and Quag Keep, by Andre Norton. 
Of these, the later is an authentic Dungeons & Dragons novel, 
taking place in E. Gary Gygax's City of Greyhawk, and one of 
the members of the adventure party i s  a lizardman named Gulth. 
The former novel is not specifically connected t o  D&D. It could 
be argued that these creatures have some potential for inclusion 
in D&D, though this of course is a decision that remains up to 
the Dungeon Master. 

I've outlined one possible way in which lizardmen could be 
used as player-characters without undoing the game balance. It 
should be noted that lizardmen do not have very many advantages 
except in aquatic combat, and will not be very powerful in the 
long run. I've assumed lizardmen are essentially warm-blooded 
creatures as the dinosaurs are now thought tb have been; this 
allows them a higher metabolism and better movement. They 
are not particularly emotional beings, and their lives are ruled 
by more basic needs and desires like hunger, lust, and curiosity. 
They respond to  power and might, regardless of the source; 
though many lizardmen worship reptilian deities (such as 
Haaashhasstaak, the Lord of Lizards in the Elric series by Michael 
Moorcock), anyone who demonstrates awesome powers or abil- 
ities to  them and cannot apparently be slain may also be regarded 
as a god. Lizardmen generally hate and are hated by all other 
humanoid beings, for their carnivorous and scavenging habits. 
Humans and kobolds (the latter because of their possible rept- 
ilian ancestry) regard lizardmen more neutrally, though with 
grave suspicion. Some colonies of these beings that possess 
a more advanced culture than others might have learned to 
raise and domesticate certain lizards or dinosaurs for mounts, 
guards, pack beasts, or pets; some might even have learned to 
use pteranodons as flying mounts. A variety of weapons may 
be used by lizardmen, though javelins, darts, clubs, morning- 
stars, and spears will be most common. 

The only bodily protection lizardmen will use are shields 
and possibly open helmets; their scaly hides provide the 
equivalent of  chainmail armour (AC 5, as per the Monster 
Manual). Lizardmen may attack with a weapon or by biting 
and clawing, but not both. They are always of True Neutral 
alignment, and may speak only common, their own lizardish 
tongue, and their alignment tongue. While they do not have 
infravisioj, they can see well in very dim light because their 

eyes enhance what little light there is. I f  a lizardman is slain, 
only a wish or alter reality spell wil l  revive him o r  her. The 
sexes are barely distinguishable, females being slightly smaller. 

Lizardmen non-player characters may be shamans or witch- 
doctors, as noted in the Dungeon Masterls Guide, but player 
characters can only be fighters. Lizardmen warriors may reach a 
maximum of 6th level i f  they have an 18 strength, 5th level 
i f  with a 17 strength, and 4th level otherwise. Whether used in 
"old" D&D or AD&D, the hit dice for a lizardman will be 
8-sided. 

Being primarily aquatic, lizardmen may hold their breath 
under water for as long as a full turn (10 minutes) before re- 
quiring more air. They are not particularly fast on land (6") but 
swim very well (12") and are not slowed down while moving 
through swamps. This aquatic nature has a serious drawback in 
that i f a lizardman goes for longer than a full day without 
wetting i t s  hide well, it will have a 20% chance of permanently 
losing one point of constitution per day thereafter until it can 
get wet again. This damage is due to dehydration, destruction 
of the oils in the scaly skin, and so forth. Lizardmen may fight 
under water without penalty with any weapon of expertise, but 
prefer t o  go "tooth and claw". Bonuses to damage due to  
strength may be added to  claw attacks, but not t o  a bite. 

Lizardmen have an average height of 7' (74" + 4d4", or 6%' 
to 7%') and an average weight of some 350 Ibs. (300 Ibs. + 
10d10 Ibs.) Lizardmen can be aged as half-orcs according to  the 
DMG Aging Tables, or a new system can be devised. Their scales 
are green, though they may have many hues and individualistic 
markings. Below is  a table for generating the characteristics of a 
lizardman player-character. 

Lizardmen are not wholly carnivorous; they subsist on a diet 
of fish, small game, and dried plant material. Many lizardmen 
share a disquieting preference for human flesh and may fall 
upon the dead and dying after a battle and eat them. They tend 
to  be tenacious and uncomplaining of personal discomfort. 

Lizardman Characteristics Table 
Strength: 13-18" Dexterity: 3; 1 2 
Intelligence: 2-1 2 Constitution: 9-18 
Wisdom: 2-12 Charisma: 2-5** 
"Lizardmen do not get a percentile roll for extraordinarystrength. * * This i s  the charismatic effect versus any non-reptilian being. 
Against reptilians, this score should be tripled. 



A M B E R  R E D
This is the winning entry in the White Dwarf Traveller scenario the mission team and the defending forces. The mission team 
competition. Referees should have Traveller Books 1-4; players should be familiar with the contents of  modules 1-5, 7, and 8; 
mav assume the roles of the mission team only, or, i f  sufficient the defenders, i f  players, should be familiar with modules 1, 
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number are present, may be split into two and control and 4-8. 

m 1. PRESS RELEASE 200-1106 starfar~nq community i t  is now dying; drifting clouds of power- 1- 
A spokesman for Tukera Lines today announced the signing of a ful insidibus chemicals threaten t o  overcome the last communities 
contract with the government of WypocILanth (0401). This of Wypoc. The largest of these is  in Angora, with a population 
contract calls for,the transport of 40,000 inhabitants of Wypoc of 40,000 and the only remaining starport. It is Angora that has 
to  DjinniILanth (0501). Many craft will be chartered, and Tukera made the deal with Tukera Lines to evacuate i t s  population. The 
are now accepting applications for employment. inhabitants of Wypoc have little to offer as trade; however, 

A spokesman for the Scout Service confirmed this transfer of Angora sold the satellite Poco, although it has no more right to  
population to a Red Zone, and added that the operation would than the other communities, which are isolated by the clouds, 
be supervised by elements of the llSS and two Kinunir class have no port facilities, are in no position to  argue the sale, and 
battle cruisers of the Imperial Navy. He made i t  clear that only must await rescue at a later date by Imperial forces. 
those of the planet Wypoc are allowed to  land on Djinni, and Approach and Landing Regulations: There is  extensive war 
only ships employed by Tukera Lines could enter the Red Zone. debris in orbit around the planet. Much of this i s  dangerous and 

unplotted, making travel off the approved approach routes risky. 
Wypoc: General Information Landing other than by the approved descent will mean passing 
WypocILanth (0401) E9C4547 C AG through the chemical clouds, possibly with fatal results. The 
This planet has a basic spaceport, extended on a temporary basis entire procedui-e is made more hazardous with the overloading 
to  allow for the expected transport fleet. I t  has no orbital facil- of the ground-based navigation systems, brought about by the 
ities. Planet diameter i s  9,000 miles, the atmosphere is insidious transfer of the planet population. 
in most areas of the planet, and is 40% water covered, with a Other Communities: Of four such, Hygar i s  the main one, 
population of .100,000. The government of Angora, the principal with a population of some 30,000, and a reasonable amount of 
nation, is a representative democracy which forbids the possess- surviving high tech equipment. The other settlements of about 
ions of firearms. The planet i s  orbited by a satellite, Poco 10,000 are situated in areas protected mainly by nature (rather 
(E200000). Wypoc has tech level 12. than energy barriers) from the insidious areas. 

Wypoc has suffered a long chemical war, which has resulted 
2. MISSION BACKGROUND 
The transfer of personnel from Angora, Wypoc to  Djinni has 
begun, several independent craft have been employed by Tukera 
Lines to lift men and material to  larger ships in orbit beyond the 
debris. Two 100 ton scout ships patrol this convoy, beyond a 
Kinunir class cruiser stands watch, its marine complement below 
on the planet surface maintaining civil order. 

269- 1106: The 200 ton free trader Hustler lands on the planet 
at temporary space port facilities and offloads electronic eng- 
ineers with their equipment, sent t o  augment the navigation 
system. Unnoticed 10 of these engineers slip quietly away, and 
disappear into the suburbs of Angora. Gathered together in a 
basement of an undisclosed commercial concern, they meet 
their patron, Johann Auchzt of the Hygar secret service who 
outlines their mission as follows: 
"You have been hired for a dangerous mission requiring the use 
of all your skill. The prize is well worth therisk, gent1emen;those 
of you who survive will be part owners in theship St Christopher. 
The mission is in three parts; first, storming the St Christopher 
which is at the northern extremity of  the space port, due to  be 
loaded in 24 hours time. The defences and layout of  the space 
port and ship are shown on the maps. Second, to travel in a low 
orbit, avoiding the two scout ships in any manner required and 
passing through the debris belt using the 90 ton survey laboratory 
attached to the St Christopher to  select a safe course to  Hygar, 
where passengers and cargo wil l  be awaiting pickup at a secret 
base recently built to  accommodate the ship. Third, the ship 
should proceed to Djinni evading the K i nu n i r class cruiser in any 
manner required. On arrival at Djinni the laboratory should be 
put into orbit, and the lifeboat and ship's boat used to deliver 
the people of Hygar to  the planet surface The St Christopher 
then belongs to  the crew " , 

3. THE MISSION TEAM 
The characters have undergone a familiarisation course on the 
XLS 490 Laboratory ship, St Christopher class. The patron, who 
will accompany the party, will work the laboratory computer 
during flight. With the exception of the pilot and the engineer the 



rest of the team are commandoes and have been trained as such. 
Players may reassign gun and blade combat skills before play 
starts to any other weapons in any combination, so long as the 
total number of skills in each category is the same. The mission 
team may employ any equipment that they can carry up to tech 
level 13, this does not include battle dress. The team has an air 
raft with turret auto cannon. Also available is an ATV crash 
tender for the starport. These vehicles are with the team a t  
Alpha Warehouse 12 hours from loading time, 18 hours from 
takeoff time. It is almost dusk, and the evening is  characteristic- 
ally warm and still. There is a certain urgency about the city as 
the populace prepares to leave. 

4. BACKGROUND INFORMATION ON THE STARPORT 
The port is located in the north of Angora, on the edge of the 
insidious zone, and the St Christopher i s  at a loading bay at the 
edge of the port. A hangar adjacent to the loading bay contains 
equipment and supplies due to be put on board, minor repair 
facilities, and emergency firefighting units. 

At night there are four security men a t  the hangar armed 
with assault rifles, and wearing cloth arrnour. The Navigational 
Assistance Unit is unlikely to have more than five or six men on 
duty at night, with sidearms only. The security platoon at the 
chemical warfare plant has thirty men and three ATV's equipped 
with night detection gear. Their equipment i s  cloth and reflec 
armour, with a mixed armament of laser rifles, ACRs and SMGs. 
If the alarm is raised, squads of Imperial marines should be ex- 
pected to arrive from port road A. The transit camp is occupied 
by citizens due to leave the planet the next day, there are current- 
ly about 200 people in this camp. The warehouses north of the 
transit camp are used to store equipment due to be loaded 
aboard the starships within the next few days. parehouse Alpha 
is  the property of Johann Auchzt and all equipment can safely 
be kept here for up to 18 hours. The transit road has 4 men on 
duty in each of two bunkers, one at either side of the road. The 
electronically guarded gate can be opened from the south bunker. 

Boarding: Access to the St Christopher can be gained by the 
air lock via the external ladder, this is not locked but i s  guarded. 
There is a loading elevator beneath the laboratory; this i s  locked 
and would need to be forced. The inspection hatch at the lower 
engineering deck is open and an external ladder attached. The 
inspection hatch a t  the lower engineering deck is  open and an 
external ladder attached. Two or three of the twelve man crew 
can be seen working here through the night, others can be seen 
about the airlock at dusk (18 hours before the ship is due to 
leave). The remainder are asleep on board. The cargo and boat 
doors cannot be forced. 

Lift off: The patron and the pilot are familiar with the layout 

5. XLS 490 ST CHRISTOPHER 
Designed as an exploration ship the St Christopher has a mass of 
490 tons when the detachable space laboratory is attached, and 
400 tons without this. The laboratory is  capable of maintaining 
orbit for several months, and was designed for orbital survey 
work. I t s  specialist detection equipment is also ideal for detailed 
scanning of ships in space. 

Tonnage: 4901400 
Acceleration: 2G/2 G 
Crew: 10 crew, 2 marines, up to 6 researchers 
Jump : 212 
Po werplant: 2 
Gravities: Inertial compensators and 1G floor field 
Armament: 1 triple laser turret, 1 single missile turret 
Electronics: Computer model 3, (model 1B in laboratory) 
Fuel Caoacitv: 160 tons 
  hi pi Boats: 1 ship's boat, 1 life boat 

Partition walls and cabin doors require 100 points of damage 
before they will break open enough for a human to pass. Cab~n 
doors are sliding. Bulkhead walls and floors are airtight and re- 
quire 1000 points of damage to break through as do the iris 
valves, which are also airtight. These doors are opened by con- 
trols at the side of door, and will not open if there is a vacuum 
present at only one side of the door. The missile turret has an 
autoloader which extends down into the cargo bay, where 
missiles are kept. 

6. THE CREW 

All the crew carry snub pistols, the two security guards have 
laser rifles and wear cloth and reflec armour. The ship's locker is 
in room 10 and contains a further 2 laser rifles, 8 submachine 
guns, and.10 sets of cloth armour. 

The ship's boat has a beam laser, and has on board an air raft 
and an auto cannon. 
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L A DECK 

XLS 4 9 0 ~ ~  CHRISTOPHER DECK PLAN LOCAT~ON 
1. Audio Laboratory 
2. Control Room 27-23. Staterooms s3- Survey Laboratory 
3. Auxiliary Laboratory 24. Qrgo Hold & Missile Storage 34. R~~~~~ Laboratory 25. Airlock 4. Scanner Systems 

26. Common Area 35. Middle Drive R~~~ 
5. Airlock 36. Lifeboat Bay 

27. Cargo H O I ~  6. Airlock 
28,29. Freshers 37. Ship's Boat Bay 

7. Bridge 
30. Upper Drive Room 38. Lower Drive Roorn 

8-19. Staterooms 
20. Galley 31. Blolog~ Laboratory Note: Ceiling iris valves on A deck 32. Electron~c Laboratory lead to turrets. 
7. REFEREE'S NOTES 
Storming of the Ship Lift off 

The four security guards a t  the hangar will send two men on a Due to lack of maintenance there is  a 1 in 6 chance that the 
perimeter patrol of the loading bay a t  infrequentintervals,about engines will fail in flight. During the flight a scout will intercept 
twice an hour. The security platoon will patrol at night and be in the ship a t  maximum laser range and travel alongside engaging 
reserve during the day. These night patrols will be undertaken the ship for five turns, until it enters the atmosphere again and 
every half hour and will consist of a single ATV with 10 men travels through a narrow gap in the chemical clouds, guided by 
aboard. The ATV i s  equipped with night fighting gear and indi- the advanced detection Systems aboard the lab. Entry into the 
vidu.1 Weapons are fitted with night sights. The Imperial marines cloud for any reason will result in two "hits" on the with 
will arrive at the source of any trouble within 10-15 combat normal effects. 
rounds, arriving on port road A in squad strength aboard an ATV. Escape to Diinni 
After a similar delay another squad will ar[ive. The Imperial Lift off after loading men and equipment a t  H~gar will require 
marines are from the ffinunir class cruiser. If this adventure is the ship to pass through the layer of debris, containing many 
not available then each squad should be in battle dress armed still-active missiles. These can be avoided by skilled use of the 
with pGMp 13. The bunkers on the transit road are in radio lab's detection SyfiemS. If for any reason this i s  not d6-2 

contact with the security platoon, and no traffic i s  expected missiles will be encountered, attacking as n~n-~-~al. 
through the night. However, there has been much disorganisation Beyond the debris belt the Kinunb class cruiser must be 
and frequent changes of plan throughout the evacuation. These evaded, or engaged- When arrival at Djinni has been made all will 

bunkers have walls equivalent to double-strength bulkheads and be safe, although the cruiser may Purwe the stolen at the 

firinq s l i t s  facing forward and to either side. discretion of the referee. 



Part IV: 
Fighters Introduction andThieves 

to Dungeons Lewis Pulsipher 

& Dragons 

THE FIGHTER 
The list of heroic warriors in epic fantasy 
stretches endlessly. Even though magic- 
users are more popular in Dungeons & 
Dragons than fighters, the latter are pre- 
ferred to clerics and thieves, probably be- 
cause of the close identification with the 
literary origins of the game. Magicians are 
the bad guys in fantasy if they figure a t  
all - a "hero" i s  by definition a fighter. 
Yet there isn't much one can say about 
the D&D fighter, for this i s  the most lim- 
ited of the classes in its fields of action, 
though very efficient and powerful within 
this narrow purview. Fighters have more 
hit points than other classes, the best 
armour, and the best weapons. They de- 
fend the spell-casters, attack when necess- 
ary or when spells must be conserved, and 
do those deeds which require toughness. 
On the other hand they can use few magic 
items not related to melee, their save vs. 
magic i s  poor, and they probably take 
more casualties than other classes by virtue 
of being more exposed. Where the magic- 
user i s  finesse, the fighter is brute force;.. 
but even the most avid MU cannot deny 
the joy one feels a t  chopping a balrog or 
giant. 

A party of about 12 characters will in- 
clude about five fighters, two or three in 
both front and back lines as the party 
marches down a corridor. Often a bow- 
armed fighter will follow a dwarf fighter. 
Dwarf fighters are popular, but elf fighters 
are rare. Combination fighter-magic-users, 
thieves, or clerics are also popular and are 
the most powerful charactersat low levels. 

The fighter has a broader weapon 
choice than any other class. Normally a 
fighter will choose one bow, one outdoor 
weapon such as a lance, one sword, and 
one weapon good against plate mailed 
opponents. A composite longbow is  the 
best, though some DMs don't allow use 
of any longbow indoors. Silver tipped 
arrows are a must. Heavy lance is an ex- 

tremely useful weapon for horseback - 
3-18 damage to larger than man size is 
hard to beat. Longsword is superior to 
broadsword or shortsword against good 
armour classes and large opponents, but 
20% of magic swords are broadswords, 
so a few characters may lean toward them. 
The bastard sword is an excellent com- 

promise for the aggressive fighter, but very 
few magic ones exist. Remember that 
fighters choose another weapon a t  fourth 
level, so they can learn to use a magic 
sword if they obtain one of inappropriate 
type. A military pick is the best weapon 
vs. plate and shield; against a monster with 
AC 2 you'll use whatever weapon does 
most damage since hit probability modifi- 
cations don't apply. Some bronze or stone 
weapons should be carried for use against 
rust monsters. 

Often parties are cursed with hack-itis. 

The fighters are so eager to lay steel on 
flesh that alternatives are neglected. Some 
DMs alter the rules to encourage this. For 
example, most "spell point" magic systems 
allow clerics to cast large numbers of cure 
spells. The party hacks anything it sees, 
the fighters are cured, the party hacks, 
cure, hack,adnauseam. This i s  a perversion 
of the game, and boring to boot. In a 
good campaign those with "hack-itis" will 
die of it. Fighters should fight only when 
no other course of action offers a better 
chance of success. A sensible fighter will 
want the odds against him reduced by 
magic or other means before he wades into 
the fray. 

Another aspect of hack-itis is poor 
organisation. Fighters should arrange 
themselves to have the maximum number 
attacking the minimum number of 
enemies. A replacement should be ready 
if a wounded man must disengage. Except 
in desperate circumstances, or during a 
mop-up, several characters able to melee 
should wait in reserve. Some fighters are 
big dumb guys with muscles, but thought 
is needed in any battle. 

Subclasses 
The really interesting fighters are the 
ranger, paladin, and (somewhat oddly) 
the monk. These classes fight often, but 
they have other powers. The monk's 
ultimate role is to fight, but he can use 
his thief-like abilities to gain an advant- 
ageous position before he dives in. Even 
a t  low levels when hand-to-hand combat 
can be dangerous, a monk can contribute 
by throwing a spear, speaking with animals 
("keep the mules calm"), or scouting 
ahead. 

Paladins and rangers are closer to nor- 
mal fighters, and the uses of their powers 
are obvious. Don't waste a paladin's laying 
on of hands to cure hit points; disease is a 
more fearsome enemy. Any clericcan cure 
hits, but a fifth level cleric is needed to 



cure disease. 

General Party Tactics. 
I f  you can, first readsGary Gygax's advice 
on pages 107 and 109 of the Players 
Handbook. Knowing when to fighi, when 
to run away, when to go home, are ess- 
ential to survival. I f  you're not sure you 
can beat the enemy, don't attack. Ascer- 
tain enemy strength and location using 
spells like detect magic and detect evil. 
Always question non-player adventurers, 
local rulers, and denizens of inns and 
taverns, to discover what you might en- 
counter. I f  an encounter looks too tough 
you can come back later fully prepared to 
attack. DON'T BE GREEDY. In  a good 
campaign those whose avarice exceeds 
their wisdom die. 

THE THIEF 
"Someone's coming," whispered the elven 
thief. "You lot wait back there," he said 
as he seemed to disappear into the shadows 
of the corridor. Soon two men in armour, 
followed by another in robes, advanced 
confidently down the passage; the fighters 
charged the adventurers while the MU 
began a spell. "CRUNCH* - the MU fell 
as the thief cleaved his skull from behind, 
and soon after the enemy fighters died or 
surrendered. Thus a first level thief in- 
flicted 14 hits on a fourth level magic-user, 
killing him from behind in one blow. This 
is the stuff of thievish legend, but the 
over-confident thief's fate is a warning: 
later on he tried to sneak down a corridor 
during an archery "firefight", but the 
enemy saw him and shot him dead. 

The average D&D player treats a thief 
as a weak, sneaky fighter or chest opener. 
But to succeed as a thief one must think 
thievishly, to  accomplish tasks by stealth 
rather than force. The strengths of the 
class are the ability to move silently (and 
hide in shadows when not moving), to go 
where no one else can (climb, open locks), 
to strike swiftly (backstab). Thieves are 
poor warriors owing to poor armour class 
and low hit points. And while they're good 
a t  opening chests, this i s  a minor facet of 
their abilities. Most neutral thieves are 
non-human, not only to gain bonuses to 
abilities but to have infravision. A human 
thief in the dark isn't much use to anyone. 

A dungeon party of about 12 characters 
normally includes just one thief (and occ- 
asionally a monk with thief-like powers). 
The thief usually lurks in the middle of 
the party until his skills are required. The 
thief i s  by far the least liked of the four 
main character classes, though not with 
complete justification despite the weak- 
nesses. A player who uses his thief abilities 
fully has more options than a fighter and 
more chances for glory than an MU. Look 
at the roles the thief can adopt: 

Pure Thief. Sadly, a thief in a dungeon 
or wilderness has many more chances 
to steal from his supposed friends than 
from non-player characters. This can 
be unhealthy, for many players happily 
(and justifiably) ki l l  anyone who tries to 
steal from them. For a thief to steal from 
NPCs consistently he must adventure in a 
town, either alone or with other thieves; 
thieves are so unpopular with players 
partly because the average DM doesn't 
provide enough opportunities for theft. 
Moreover, stealing is a dangerous vocation 
- traps and wary NPCs can kil l  a tlow 
level thief pretty easily. Consequently, 
many thieves reach fourth level without 
stealing anything - except from their 
associates. 

Scout. My thieves like to scout ahead 
of the party, especially when a friendly 
MU has turned one invisible. An invisible 
(and possibly silent) thief i s  pretty safe i f  
he has infravision, and he may be able to 
steal something before he returns to tell 
his associates what is ahead. Pits are a 
danger, but one can never be completely 
safe. The party is safer with a scout ahead, 
and for that reason they're likely to offer 
invisibility to a thief unless they distrust 
him. It isn't always in the thief's interest 
to steal, especially from a predominently 
good party. Of course, with a bunch of 
evil characters the thief must look after 
number one. 

Commando. A brave thief can cause 
havoc to enemies by raids into their rear. 
The thief who killed the fourth level MU 
is a good example. More commonly, 
thieves depend on their ability to climb 
and disappear from sight to engage in one- 
man flanking movements. A high level 
thief reading a scroll can be devastating. 
A successful raider can pick up choice 
treasure before the party arrives. But 
careful planning i s  needed. In all cases 
thief and party must work out recognition 
codes so that the party won't accidentally 

kill the thief. When raiding, always kil l  
magic-users first, for they are most power- 
ful offensively and weakest defensively of 
all classes. 

Chest Opener. Thieves are good a t  de- 
trapping and unlocking chests. A smart 
thief doesn't depend solely on the dice 
for safety; positioning and investigation 
may reveal something or save the thief 
even i f  a trap is sprung. Don't stand right 
in front of a chest! And before you try to 
unlock it, be sure it's locked - I've seen 
thieves inadvertently lock unlocked chests. 

Missile Firer. Any tall thief can help a 
party by throwing darts or daggers during 
melee. I f  he can climb to a balcony or 
tree-branch he can have a field day, but 
this is not recommended i f  the enemy 
carry bows. Sometimes missilery i s  more 
effective, and safer, than a backstab. 

Reserve. A thief can fight passably for 
a while; with high constitution or good 
magic items he can be a formidable opp- 
onent, but thieves should fight only as a 
last resort. 

Miscellaneous 
For his first two weapons a thief usually 
chooses longsword and darts or daggers. 
A thief's most prized magic item is a 
Ring o f  Invisibility. This, combined with 
silent movement, trebles the thief's power. 
Hiding in shadows i s  uncertain and cannot 
be combined with movement, a weak 
thing compared to invisibility. 

A smart thief will devise simple objects 
to aid him: A hollow breathing tube allows 
the thief to sneak through shallow pools 
and rivers out of sight; a rope ending in a 
three-pronged hook, a kind of extensible 
pole, and piton rings all help climbing; 
caltrops slow pursuit; and a fake magic 
item or two may scare the rubes. Some 
thieves like to dress as magic users to sell 
fake scrolls, especially when an accomplice 
can cast Nystulls aura or magic mouth on 
them. 

Always "case" a target for several days; 
i f  you blunder into a theft head first you'll 
end up without a head. Try to "frame" 
someone so there will be no pursuit after 
a theft. I f  the heat's on, get out of town 
and stay out. Some victims go to great 
lengths to revenge themselves on a thief. 
A thief who steals from the powerful must 
be prepared to migrate periodically! 

Subclass 
Assassins are similar to thieves but for 
their avowed purpose. Assassins may 
choose to scare people and build a reput- 
ation, or to seem like a normal thief. 
Naturally assassins often work alone or 
with evil rather than neurtal or good 
parties. Much depends on how your DM 
structures the world. 

REMEMBER -THINKTHIEVISHLY 

Next issue: Characterization and 
Alignment. 



T R E A S U R E  CHEST 

Treasure Chest is a regular column devoted to readers'ideas for 
D&D. 

POTION OF QUIET SPELL CASTING 
by M Hoddinott 

This potion allows the imbiber to cast 3spellsmerely by thinking 
of them, without recourse to verbal or somatic components. 
Material components must still be used normally. The effect lasts 
4 hours after drinking, and the 'silent' spells need not be the 
first to be cast; but the silent spells must be cast by the time the 
potion's effect wears off, or the immense build-up of magical 
pressure will drive the imbiber insane. A character unable to  cast 
spells who drinks this potion must inevitably suffer this fate. 

POTION OF INCOMPREHENSIBILITY 
by R A Chadwick and E J Griffen 

This potion renders the drinker totally incomprehensible for 
21-26 turns, minus his constitution. The drinker will not realise 
he is speaking gibberish unless so informed by a fellow player. 
Attempts to  cast spells while under the influence of this potion 
will result in failure, or (at the DM'S option) the casting of a 
different spell with similar components. A second DM'S option 
is for the random noises issuing from the character's mouth to  
be insulting in some other language at an inopportune moment. 

THE THRONE OF LIFE 
by Roger E Moore 

Somewhere within the dungeon, the party encounters a 20'square 
room with elaborate carvings and tapestries. Against the far wall 
i s  a large throne, decorated with motifs of trees and animals, 
and carved with the inscription: 

Whosoever takes seat hereupor, 
shall become one with 

the World of Life. 

Anyone daring to s i t  on the throne will find it is enchanted to  
hold him down; his chance of rising again i s  equal to  his chance 
of Bending BarsILifting Gates. After one melee round, a patch 
of green slime will be released from within the throne and attack 
the character, who will then likely become one with it. The 
throne is  immune to the effects of the slime. 

DAGGER OF THE DUNEDAIN 
by Matthew Williams 

These daggers were forged many years ago by the men of Arnor 
during their war against the Witch-King of Angmar. They are 
made of a strange metal - light, strong and untouched by time - 
and elaborately wrought, leaf-shaped with serpentine decorations. 

These daggers radiate magic if that is detected for. They can 
only be used by persons of Good alignment. True neutrals will 
suffer 2d8 damage on grasping the dagger, and must then drop 
it, never again touching it. Evil persons will sense the powerful 
Good nature of the dagger and stay well away. 

These daggers attack at +2 to hit and damage, and confer a 
bonus of +I to  all saving throws against attacks on the wielder. 
They will never attack Good creatures or persons, but attack 
Evil ones at an additional +I to  hit and damage. 

Any undead creature hit by a Dagger of  the Dunedain isslain, 
and will crumble into dust. However, i f  the target had 10 or 
more hit dice, the dagger then withers and disappears. It has no 
effect on demons, devils, or other undead of 13 or more hit dice. 

A minor type of Dagger of the Dunedain exists, which withers 
after destroying an undead creature of 5 or more hit dice, and 
cannot affect undead of 10 or more hit dice. Some few powerful 
Swords of the Dunedain were also forged. which in addition to  ', their other magical powers could slay any undead being of 15 
or fewer hit dice, and any demon or devil of 10 or fewer hit dice. 
These have no effect on more powerful creatures, and may only 
perform these functions in the hands of a Lawful Good. 

TORFALD'S CARDS 
by Conor Kostick 

The manufacture of this pack of cards requires 16 weeks of un- 
interrupted enchantment, the destruction of a Crystal Ball 
with Telepathy, the expenditure of 45,000 gold pieces, and a 
finely-wrought pack of playing cards, carved or drawn on the 
material of the creator's choice. The pack is  normal except for 
the face cards, which depict persons and places well-known to  
the creator (he may choose which). Whenever a face card i s  con- 
centrated upon to  the exclusion of other actions for a period of 
1-6 melee turns, the card will depict the current surroundings 
and actions oflat the person or place concerned, much as a 
Crystal Ball might be used. I f  the persons depicted are willing, 
telepathic communication can then be established which lasts 
for as long as both parties are concentrating on it. 

LUNAR GLOBE 
by Stephen Bland 

This softly-glowing 2" diameter ball of glass has the effect of a 
full moon on all lycanthropes gazing at it, turning them into 
their were-form unless they make a saving throw by rolling 
their hit points or less on ld100. 
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STICK OF RETRIEVING 
by Alan Evans 

This is  a small wand~about 12-18" long, which glows with a soft 
light. I f  the owner throws i t  while in combat with a mammalian 
monster of animal intelligence or less, the monster must make a 
saving throw vs petrifaction or it will spend 1-4 melee rounds re- 
trieving the stick, during which it cannot defend against attacks 
or attack itself. I f  possible, the monster will then follow the 
owner of the Stick and drop it at his feet, at which point it i s  
freed of the effect of the Stick and may attack once more. The 
Stick has 1-100 charges and affects one land mammal of up to 
4+1 hit dice. 

THE ASSASSIN'S TOOLKIT 
by M F Ozanne 

TIGER CLAWS 
The Bagh Nakh or tiger claw is  an Indian weapon, widely used 
by thieves, assassins and streetfighters. It consists of a bar held 
in the palm of the hand, with a ring at each end into which the 
index and little fingers are inserted. The fist is closed around the 
bar, and a number of metal claws then protrude from the fist 
between the fingers, which are used in slashing and punching 
attacks. Victims appear to have been savaged by a tiger, and the 
weapon may be easily concealed in the palm of the open hand. 
The normal mode of attack is  to rip out the opponent's throat. 
Any character class may choose proficiency in this weapon. 

RUMAL 
The rumal or handkerchief was the weapon of the Kali-worship- 
ping Indian Thuggee sect. A victim can be strangled or have his 
neck broken in a matter of seconds. The weapon consists of a 
carefully twisted strip of silk with a silver coin or medallion 
knotted into one corner. In use, the unweighted end is held in 
one hand and the cloth swung around the victim's neck (which 
must be unprotected, hence no armour class adjustments are 
shown below) with a flick of the wrist; the weighted end is caught 
with the free hand and the weapon is  jerked tight. The rumal 
can be easily concealed and used in frontal or rear attacks. Only 
assassins choosing to be proficient with the weapon may employ 
it. When a hit i s  scored, the assassin has a (20 + 5 x Level)% 
chance of breaking the victim's neck. If the victim survives this, 
then he and the assassin throw for initiative for the next segment; 
if the assassin wins, the victim loses consciousness and may be 
killed automatically by the assassin unless someone intervenes. 
I f  the victim wins, the rumal is useless and the assassin temp- 
orarily weaponless. The rumal may only be employed against 
an unsuspecting foe. 

POTION OF IMPERSONATION 
This potion enables the imbiber to become the exact duplicate 
of anyone of whom he has a clear mental image or a good phys- 
ical image. He may change appearance as often as he desires 
within the duration of the potion's effect, which is 5-8 turns. 

20% of these potions cause the imbiberto become the doppel- 
ganger of the person impersonated, ie he may not change his 
appearance while the potion is  in effect, and is  gripped by an 
irresistable desire to kill the person impersonated before the 
effect of the potion wears off. 

SCARAB OF ASSASSINATION 
Indistinguishable from other scarabs, this ismsimilar to a Scarab 
of Death, and will perform as such unless an assassin picks it up. 
Should an assassin acquire the item, he becomes aware of i t s  
nature but not the command words. 

To use the device, the assassin must plant i t  on the victim - 
roll as if attempting to Pick Pockets - and speak the command 
word. It will then kill the victim as would a Scarab o f  Death. A 
second command word exists which will recall the Scarab before 
Dr after it kills the victim, but this i s  only about 70% effective. 
Once activated by the command word, the Scarab behaves as if a 
Scarab of Death until one person has been killed,'then deactivates 
- after recall if this has been successful.'lf the assassin using the 
device fails his' Pick Pockets roll, and the word of recall i s  not 
known or not used, the Scarab will attack him. 

CHAKRAM 
This is  one of the weapons of the Sikh warrior, and may be 
chosen for proficiency by any class. It i s  a steel ring of 4% to 8" 
diameter with a sharp exterior rim. It can be worn on the wrist 
or in a headdress. It is a missile weapon, and' in use is spun 
around the finger and hurled at the enemy. Maximum range 
is 80 paces. 

Next issue's Treasure Chest will be devoted to new D&D spells. 
Entries by 1st September please, in standard AD& D format. 

WEAPON STATISTICS 

Space Speed A C Adjustments Damage vs Damage vs 
Weapor, Size Required Factor 10 9 8 7 6 5 4 3 2 Small/Medium Large 
Tiger Claw 4" 1 ' or less 1 +3 +I +1 0 -1 -2 -3 -3 -4 2-5 1-4 
Rumal 2' 4' 1 Not Applicable Not Applicable 

Rate of Range A C Adjustments Damage vs Damage vs 
Weapor~ Size Fire S M L 10 9 8 7 6 5 4 3 2 Small/Medium Large 
Chakram 8%" 3 25/25 7 + 2 + 2 + 2  0 0 -1 -2 -4 -5 2-5 2-5 



F I E N D  FACTORY 

Fiend Factory is a regular department 
featuring readers' monsters, edited by 
Albie Fiore who, this issue, presents some 

First, the results of the mini-competition 
that I announced in issue 24. This was for 
collective nouns for D&D monsters, the 
best of which are presented here: 

A confusion of umber hulks. .M& S Neary 
Aduplicity of doppelgangers .Phil Masters 
A clot pf vampires. . . . . Colin Reynolds 
Agarden of gnomes. . . . . . Chris Murfin 
Aquiver of manticora . . . . Chris Murfin 
A heard of ear seekers . Steven Norledge 
A shock of volts . . . . . . . Peter Edwards 
A load of bull. . . . . . . . . Macer Gifford 
A fraction of halflings . . . Macer Gifford 
A (re)assembly of trolls . . Roger Moore 
An annoyance of kobolds (any number 

being annoying) . . . . . . Roger Moore 

Shadow goblins are rare, three-foot tall 
impish creatures with small horns of vary- 
ing numbers on their heads, black skin and 
a reptilian countenance. It has been sug- 
gested that they are the result of crosses 
between drow and kobolds, though this is 
only speculation. 

Their usual weapon is a scimitar, but 
they often make use of slings, darts, nets 
and daggers when necessary. Many use 
shields in open confrontation. 

They have very well developed sorcer- 
ous powers, similar to illusionists. Their 
power increases with their level: 

Hide in Spells: 
Lvl HitDice Dex Shads 1 2 3 4 5 
1 % + I  14 30% 2 - - - -  
2 1 + 2  15 45% 2 1 - - -  
3 2 + 3  16 60% 3 2 1 - -  
4 3 + 4  17 80% 3 2 2 - -  

SPELLS: 
Level 1 
Audible glamer 
Change self 
Dancing lights 
Darkness 
Detect illusion 
Hypnotism 
Phantasmal force 

Level 2 
Blindness 
Blur 
Fog cloud 
Hypnotic pattern 
Improved 
phantasmal forces 

Invisibility 
And finally, my personal favourite: an Wall of  fog Magic mouth 
overkill of arch-devils (presumably applic- Mirror image 
able to any number greater than 1) from Misdirection 
Penny Hill. Congratulations apd a free issue 
of White Dwarf to all the above. And now a Level 3 Level 4 
collection of creatures that come in groups: Continual darkness Confusion 

Dispel illusion Emotion 

SHADOW GOBLINS 
by Barney Sloane 

No. Appearing: 4 - 24 (10 - 100) 
Armour Class: 7+ 
Movement: 14" 
Hit Dice: I d 4  + 1 (and better) 
Treasure: I, X - individuals: J, K 
Attack: By weapon type + spells 
Alignment: Chaotic evil 
Intelligence: High to genius 
Monstermark: 2.43+ (level I in 12 levels) 

Fear lmprovedinvisibilit y 
Hallucinatory terrain Minor creation 
lnvisibilit y 10' radius Phantasmal killer 
Non-detection Shadow monsters 
Rope trick Web 
Spectral forces 
Suggestion 

Level 5 
Chaos 
Demi-shado w monsters 
Maze (!) 
Projected image 
Shadow door 
Summon shadow 
Shadow magic 

All shadow goblins have Igp quartzes 
without which they cannot cast any spells. 

  he^ are also very accomplished miners, 
being able to disguise theirwork as natural 
80% of the time. They can disguise pits as 
sink-holes, make secret doors, and dig 
authentic looking chasms. A typical lair 
will contain many such items, secret and 
one-way doors, dead ends and mazes of 
tunnels interconnected by many of their 
own tiny passages (as well as 85% of the 
tribe!). 

They possess 100' infravision, and are 
resistant to all illusions cast by anyone 
their own level or lower. They sometimes 
work with jermlaine to cause the maxi- 

mum of confusion to any intruders by 
stealing, tripping, charming, misleading, 
breaking or wounding. With prisoners, they 
show their chaotic nature and rarely kill; 
instead they usually strip, beat and eject 
them blind-folded out of the complex. 

When a group i s  encountered, there will 
be some higher level types accompanying 
them, in addition to the number rolled, as 
indicated here: 

Number Higher Levels Accompanying: 
Appearing 2nd 3rd 4th 5th 6th 

4 - 8  1 
9 - 1 3  2 1 
14-18 4 2 1 

The line separates the 'war-band' figures 
from the 'lair' figures. Thus a war-band of 
17 shadow goblins would be accompanied 
by 4 2nd level lieutenants, 2 3rd level 
commanders, and 1 4th level captain. 

Shadow goblins have often been report- 
ed to have used giant rats and spiders to 
increase the effectiveness of their attacks, 
and in these instances victims may be killed 
as food for their steedslguardians. 

Dead shadow goblin lords, etc, are 
buried in secret and trapped catacombs 
nearthe lairs,with much treasuresacrificed 
to them. 

by Roger E Moore 

No. Appearing: 1 - 8 
Armour Class: 4 
Movement: 24" (water only) 
Hit Dice: 3d8 
Treasure: Individuals: 0; D in lair 
Attack: 2d4 by touch + paralysis 
Alignment: Neutral 

(chaotic tendencies) 
Intelligence: High 
Monstermark: 315 (level IX in 12 levels) 

Little i s  known of the asrai, though many 
sages experienced in the lore of water-folk 
believe thay may have once lived upon the 
Elemental Plane of Water. They are trans- 
lucent water spirits, feminine in appear- 
ance, and quite beautiful to behold. They 
average 4%' in height and are a deep green 
in colour, with light blue hair and pale 
eyes. Asrai are rarely encountered by 
humans, as they live in the great deeps of 
the ocean in cold and sunless coral citadels. 
Even tritons, mermen and other sea-folk 
have little contact with them, though they 
respect their desire for solitude. 

On moonless nights in cool weather, 
asrai will sometimes come to the surface 
of the sea and engage in play among the 
waves. They disappear long before dawn, 
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however, as direct sunlight will slay them 
immediately. It has happened that one of 
the asrai will be caught by accident in a 
fisherman's net, who will unwittingly keep 
the being prisoner until daylight. In these 
circumstances, an asrai may bargain to be 
set free, offering her coral jewelry and 
aems as ransom. I f  thisfails. shewill attack 
i f  at all possible. The touch of an asrai 
does 2d4 points of cold damage (no save) 
to an opponent and will cause paralysis 
unless a save vs paralysis i s  made. Two such 
attacks may be made per round. 

Asrai are fairly knowledgeable about 
the secret things the sea keeps hidden, such 
as ancient and rich ruins or wrecks; if 
approached very carefully and without 
threat, one might be willing to tell of such 
places. Communication is  difficult with 
asrai, though, as they tend to be flighty 
and have poor attention spans. Small 
events distract them constantly, and they 
also seem to have no normal time sense. 
Everything is  either 'now' or it i s  very 
ancient and almost forgotten about. They 
cannot understand the concept of a future 
time at all. Asrai speak their own language, 

FOREST GIANT 
by M Newton & D Healey 

There' are three types of forest giant: the 
rancorous and eschel (the female) are rare 
while the sentinel is very rarely encounter- 
ed. All have wood-brown skin, but range 
in hair colour from sandy-brown to a 
golden colour for the sentinel, black for 
the rancorous and reddy-brown for the 
eschel. 

All can use a large shield which would 
increase their armour class by 1; but do 
this rarely as their preferred weapon is a 
large battle-axe. They can .attack by hurl- 
ing rocks, for 2d8, or dead trees or branch- 
es, for 2d12 - at -2 for Id12 in 'thick 
forest. They are seldom (20%) encounter- 
ed in their lair. 

Forest giants have a strong affinity with 
their surroundings and have certain spells 
of which they can use up to a maximum 
of 4 per day: pass without trace;purify a kind of studded leather armour, and 
water; locate animals; animal friendship;.. sometimes use wickerwork shields. Typic- 
detect snares & pits; entangle; locate al weapons are: 
plants; warp wood; plant growth; and tree. 
They can only be surprised on a 1 in 6. axe - 30% crossbow - 15% 

Rancorous occasionally (51%) use club - 20% spear - 15% 
wyverns as steeds. sword - 20% 

communicate with all water elementals, 
and a few know common, triton, merman, 
or other such language. 

Fire-based spells do only half damage 
to asrai if they fail to save against them, 
and no damage at all if they do save. All 
other spells affect them normally. Only 
silvered or magical weapons can cause ' 

them harm. Asrai avoid light of any sort, 
though magical light causes them no harm 
or damage, and will flee if acontinuallight 
i s  cast near or among them. 

No Appearing: 
Armour Class: 
Movement: 
Hit Dice: 
Treasure: 
Attack: 
Alignment: 
Intelligence: 
Monstermark: 

Sentinel Rancorous Eschel 
1 - 6  1 - 6  1 - 8  

4 4 5 
15" 15" 15" 

7d8+7  7 d 8 + 1  6d8+5  
Individuals: Mx50; E in lair 

3 - 18 3 - 17 2 - 1 6  
Neutral good Neutral evil Neutral 
Exceptional High Average 

269.5 264 159 
(Level Vl l l  in 12 levels) (Level VII)  

WINTER KOBOLDS 
by Jonathan Hardwick 

No. Appearing: 
Armour Class: 
Movement: 
Hit Dice: 
Treasure: 

Attack: 
Alignment: 
Intelligence: 
Monstermark: 

20 - 100 
7 (6) 
6" 
I d4  + 1 
Individuals: K; P in lair 
plus 15% chance of maps 
or magic 
1 - 4 or by weapon type 
Neutral evil 
Average 
2 (Level I in 12 levels) 

In the northern regions, homesteads are 
sometimes attacked in the dead of night, 
their inhabitants killed and their treasure 
stolen. The raiders are winter kobolds. 
They are more powerful than the normal 
kobold and originate in the northern 
wastes. They are not affected by any sort 
of cold-based spells and can move normally 
in all but the deepest snows. They favour 

Leaders have 5 hit points, use two weapons 
and attack as 1 - 1 hit dice monsters. When 
encountered, they will often (70%) be 
accompanied by their form of magic-user 
who can use: frost fingers, resist heat, dark- 
ness and chill metal (opposite of heat 
metal). 

They fight equally well in bright sun- 
light or pitch dark. They favour caves and 
high places as bases, which will often (70%) 
have either 2 - 8 giant lynxes or 1 - 4 
dire wolves as guards. These beasts are also 
used as steeds, but only on very rare 
occasions. 

To protect themselves against the in- 
tense cold of the regions they inhabit, 
winter kobolds have evolved a thin coat 
of hollow shafted hairs. As an added 
benefit, the hairs can be fluffed out in 
combat, presenting a I.arge attacking pro- 
file consisting solely of inflated hairs. Thus 
opponents with an intelligence of 'low' or 
under have to strike a t  an armou? class 2 
higher than normal, eg, 5 instead of 7. 

Winter kobolds hate all other humanoid 
life, particularly elves and gnomes who 
they will attack on sight. They speak their 
own, their alignment 'and often (80%) 
normal kobold tongues. 

They live for up to 140 years. 

Comments: Tribal monsters are by their 
nature quite straight-forward, but they 

.are very deployable since the numbers can 
be adapted to accomodate parties of 
adventurers of any ievel. I have selected 
monsters to cover a variety of campaign 
settings. Of the monsters described, the 
shadow goblins seem ideal for basing a low- 
level dungeon around, while the asrai are 
suprisingly heavy for a three-dice monster, 
emerging with a monstermark that puts 
them on a par with vampires and liches; 
they are, however, susceptible to sleep 
and are not particularly hostile. W 



WHITE DWARF QUESTIONNAIRE 
Last issue we published our third White SECOND 
Dwarf questionnaire to check on readers' The Lair of Maldred the Mighty 
likes, dislikes and suggestions. Responses by Mark Byng 
flowed in,and we thank you all for your re- THIRD 
plies and suggestions. Here are the results: Bar Room Brawl by Lewis Pulsipher 

EQUAL FOURTH 
The Lichway by Albie Fiore 

1. Give ratings out of 10 for the follow- The Sable Rose Affair by Bob McWilliams 
ing departmental features: 
a) FIEND FACTORY 7.5 9. Would you like White Dwarf to be 
b) STARBASE 6.8 published monthly? 
c) TREASURE CHEST 7.6 YES 72% 
d) OPEN BOX 7.8 CONDITIONALLY YES 15% 
e) CHARACTER CONJURING 6.4 NO 13% 
f) NEWS 7.1 'Conditionally Yes'representsthose readers 
g) LETTERS 6.6 who would only like the magazine to be- 
h) CLUBS & HELP! 6.3 come monthly if the length and quality 

of articles could be maintained. 
2. What other game system would you 

like featured on a departmental basis? 10. The thing I like about White Dwarf is: 
NO OTHER SYSTEM 36% The most common praises of WD were 
RUNEQUEST 17% that it i s  a good source of ideas, that the 
CHIVALRY & SORCERY 12% quality and variety of the articles were 
OTHER (Each 10% or less.) 35% good, and the scenarios were enjoyable. 

The coverage of fantasylscience fiction 
3. What was the best article you have gaming in general is thought to be good, 

read in White Dwarf? especially the coverage of D&D. 
FIRST 
The Dungeon Architect by Roger Musson 11. The thing I don't like about White 
EQUAL SECOND Dwarf is: 
An Introduction to Dungeons & Dragons The most common complaints about WD 

by Lewis Pulsipher were that it i s  too short, doesn't come 
Expanding Universe by Andy Slack out often enough, has too many advertise- 
EQUAL FOURTH ments, and concentrates too much onD&D 
The Magic Brush by Shaun Fuller and Traveller. Readers feel the magazine 
Backdrop of Stars by Andy Slack should also be more serious in content. 

4. What topics or subjects would you 12. The thing I would like to see in White 
like to read in future main articles? This i s  Dwarf is: 
obviously difficult to quantify. In general, Despite complaints about too much D&D 
readers seem to want more coverage of and Traveller, many readers want more of 
Dungeons& Dragons and Travel1er;advice both. More scenarios, more advice to and 
to and ideas for games masters were also ideas for games masters, and a wider range 
frequently asked for, especially with ref- of games covered were also frequently 
erence to setting up campaigns, city and asked for. Less frequently, a Questions & 
wildern'ess adventures, and adapting mat- Answers page, a cartoon strip, and cover- 
erial from other sources such as literature. age of RuneQuest were requested. 
Requests were also made for a comparison 

of lesser-known FRP systems with the 13. My three favourite games are (in 
main ones. order of priority): 

'Here we have used a points system where- 
5. Give ratings out of ten for the stand- by a game scored 3 points for being some- 

ard of artwork: 8.1 one's first choice, 2 for being a second 
choice, and 1 for being a third choice. 

6. Which has been the best White Dwarf Five games scored more than 25 points: 
cover up to now? DUNGEONS & DRAGONS 420 
FIRST Issue 23 TRAVELLER 159 
SECOND Issue 19 RUNEQUEST 54 
THIRD Issue 17 CHIVALRY & SORCERY 41 

SPACE OPERA 28 
7. Do you think it is worthwhile having 

a minigame or miniscenario each issue? 14. My age is: 
YES 92% Replies range from 11 years to 40 years 
NO 8% old; the most common age is 16, and the 
All those readers who differentiated be- average age is 19.7. 
tween the two preferred miniscenarios to 
minigames. 15. The first issue of White Dwarf I 

bought was number: 
8. Which has been the best minigame or ISSUE 1 18% 

miniscenario up to now? ISSUE 15 14% 
FIRST ISSUE 16 11% 
The Halls of Tizun Thane by Albie Fiore OTHER (Each 10% or less.) 

Creature Quiz 
So you thought you knew everything 
there was to  know about SFIF games? 
Well, surprisingly few readers answered 
all the questions correctly although many 
got over 90% correct. However, the first 
three correct entries drawn were from 
Kathy George, Ian Curtis and Graham 
Rawlings who each receive a free year's 
subscription to White Dwarf. For those 
who failed, this is where you went 
wrong: 

. 

1. 
(a) WARP WAR 
(b) SHOOTING STARS 
(c) SNIT'S REVENGE 
(d) STELLAR CONQUEST 
(e) VALKENBURG CASTLE 
(f) DARK NEBULA 
(g) SORCERER'S CAVE 
(h) ATTACK OF THE MUTANTS 
(i) ICE WAR 
(j) CAVERNS DEEP 

2. 
(a) SWASHBUCKLER 
(b) VALLEY OF THE FOUR WINDS 
(c) SWORDQUEST 
(d) DUNE 
(e) ELRlC 
(f) MYTHOLOGY 
(g) HAMMER OF THOR 
(h) ASTEROID 
(i) DIVINE RIGHT 
(j) COSMIC ENCOUNTER 

3. 
(a) FANTASY GAMES UNLIMITED 
(b) SIMULATIONS PUBLICATIONS 

INC 
(c) PHOEN lX GAMES 
(d) CHAOSIUM 
(e) JUDGES GUILD 
(f) AVALON HILL 
(g) TSR HOBBIES INC 
(h) CITADEL MINIATURES 
(i) GAMES WORKSHOP LTD 
(j) YAQUINTO PUBLICATIONS 
(k) ARlEL (PHILMAR) 
. 

4. 
(a) APOCALYPSE 
(b) BLOODTREE REBELLION 
(c) SNAPSHOT 
(d) DOCTOR WHO 
(e) INTRUDER 
(f) MAYDAY 
(9) RIVETS 
(h) KNIGHTSOFCAMELOT 
(i) DARKOVER 
(j) MAGIC REALM 

5. 
(a) RUNEQUEST - CHONCHON 
(b) AD&D - AXE BEAK 
(c) TRAVELLER - ASLAN 
(d) THE FANTASY TR lP - OCTOPUS 

OF ClDRl 
(e) GAMMA WORLD - HOOP 



N E W S
I used to be a Lawful Cler~c 

until I d~scovered 
WINE OF DRUNKENNESS Dungeon Edition 5sp. 

by our Original Correspondent WHITE DWARF PIPPED 
Achievement in Miniatures & Role-Playing the Middle Ages (SPI) - 'Best Pre-20th 

At  a gala ceremony in San Mateo, Cali- Games, 1980 were: Ral Partha Condotierre Century Boardgame'; Crescendo of Doom 
fornia, the Origins Awards for 198Mere - 'Best Historical Figures Series'; Ral (Avalon Hil l) - 'Best 20th Century Board- 
presented by the Academy oJMventure Partha Personalities - 'Best Fantasy orSF game'; Azhanti High Lightning (GDW) - 
Gaming Arts and Design. Wny  celebrities Figure Series'; GHQ Micro-Armour - 'Best 'Best Fantasy or SF Boardgame'; Temple 
were in attendance: Greg Stafford, the Vehicular Model Series'; Tacforce (GDW) of Apshai (Automated Simulations) - 
West Coast berserker of Chaosium; Marc - 'Best Miniatures Rules'; Dragonquest 'Best Computer Game'; Streets of  Stalin- 
Miller, the Imperial Ambassador from (.!PI) -'Best Role-Playing Rules'; Twilight's grad (Phoenix) - 'Best Initial Release of 
GDW, and many more. For the first time, Peak (GDW) - 'Best Role-Playing Adven- Boardgame'; Fire & Movement - 'Best 
White Dwarf featured in the voting for ture'; The Courier - 'Best Professi6nal Professional Magazine covering Board- 
the Origins Awards. Unfortunately, there Magazine covering Miniature'; WRG games'; and HMS Review -'Best Amateur 
were not enough US followers of the Renaissance Rules (WRG) - 'All Time Best Magazine covering the Hobby in General. 
mighty micromorph to push him into the Pre-Napoleonic, Gunpowder Miniatures E. Gary Gygax was awarded membership 
top places in the vote. The eventual Rules'; Basic/Advanced Fighter Combat of the 'Adventure Gaming Hall of Fame', 
winner in the 'Best Professional Magazine (Zocchi) - 'All Time Best Air Combat and the Special Combined H. G. Wells 
covering Role-Playing' category was Miniatures Rules'. The Charles Roberts and Charles Roberts Award for the Gamers 
Journal of the Travellers'Aid Society. The Awards for Outstanding Achievement in Choice of 1980 went to Ace of Aces, the 
other H. G. Wells Awards for Outstanding Boardgaming, 1980, went to: Empires of ..high-flying game from Nova. 

SMALL IS BOUNTIFUL 
by our Small Affairs Correspondent I ALIEN INVASION 
Minis are all the rage at the moment as 
even more companies bring out games the 
size of a kobold's lunchpack. TSR will 
soon be releasing 4 minigames: Vampyre; 
Revolt on Antares; They've Invaded Pleas- 
antville and Saga. From Metagaming comes 
A Fistful of Turkeys - a Clint Eastwood- 
type spoof, plus four all new Metagames: 
Command at Sea; The Air  Eaters Strike 
Back; Hitler's War; and Trojan War w ith 1 1 
scenarios straight from the Iliad. Heritage 
a company known for their miniature 
figures has also decided to produce mini- 
iature games. Their first in the Dwarfstar 
range are: The Barbarian Prince (not dis- 
similar to The Barbarian of White Dwarf 
fame); Demonlords; Outpost Gamma and 
Star Viking, a game of piracy in space. 

Not to be outdone Task Force Games, 
who have been busy making some of their 
original Pocket Games into packet games, 
have taken time out to extend their orig- 
inal Packet Game range with Battlewagon. 

A new company, Mayfair Games, has 
also entered the mini-market with 5 new 
games: I.C. B. M; The Castle; Richard the 
Lionheart; Space Empires and Transyl: 
vania, a game of villagers vs vampire. 

KILLER OUT SOON 

A killer could soon be on the rampage in 
your area. Steve Jackson Games plan to 
release Killer in the near future. In this 
game, players attempt to 'kill' their friends 
with water pistols, rubber-suckered darts, 
pillows labelled '2 ton safe', and other 

A report today confirmed that 20 aliens QT Models' Star Hounds range. Pictured 
are on their way to earth. However, they here i s  SH3: Kestrel Interceptor Trainer. 
will pose no threat to life aswe know it, as 
they are 15mm high and are one of CitadelS 
approved for use with Traveller boxed sets 
of figures. Pictured here are (from left to' 
right): Vargr, Droyne and an Aslan from 
Set 5: Aliens. 

DRUNKEN 
Rumours that these sightings were the 

figments of the imagination of the new 
drunken revellers from Citadel's Fantasy 
Specials range appear to be unfounded. 

The other boxed sets also due for release rrl 
soon are: Set I :  Adventurers; Set 2: The 
Military; Set 3: Ship's Crew; and Set 4: 
Citizens. 

Spacecraft sighted recently in many 
hobby stores are in no way connected with 
the aliens. They are in fact new figures in 

1 
NEWSECTOR 1 '  I 

When photographed today (left to right), 
FS65: Comely Wench; FS66: ~ys'terious 

' Scientific sources today revealed that a 
previously uncharted sector of space has 
now been mapped and published by Judges 
Guild. The Glimmerdrift Reaches to trail- 
ing of the lmperium are now available to 
the general public and are approved for use 
with Traveller. Those of you wishing to 
journey there, could probably make use 
of some other approved play aids also from 
JG that are now available: namely, the 
Navigator's Starcharts - a campaign 

SECTOR CHARTED FOR FIRSTTIME 

mapping aid, and 50 Starbases. En route, 
travellers may wish to investigate the 
Doom of the Singing Star, JG's latest 
scenario approved for use with Traveller, 
a massive work with 15mm deck plans. 

Judges Guild have also released their 
first scenario for use with Empire of the 
Petal Throne - Nightmare Maze o fJigresh 
- as well as Portalsof Irontooth, a scenario 
approved for use with AD&D that follows 
on from their previous Portals of Torsh. 

Stranger and . ~ ~ 6 8 :  Grumpy o l d  Boozer 
all seemed perfectly sober and relaxed. 

titled this game ~ndead.  ( ~ n  .unofficial * THE IMPERIAL SECRET SERVICE - A 
source later claimed that this was because I new Traveller career. 

innocuous means. The same company has 
also stated that they will not be responsible 
for unleashing Vampire as thev have re- 

TSR are already developing a game called 

- I * T H E  DUNGEON A T  THE END OF THE Vampyre.) As an additional safeguard, UNIVERSE - A sequel to T , , ~   id^ 
Undead will be accompanied by the release to the Galaxy. 

NEXT ISSUE 

* : ~ ~ f i ~ ~ ~ ~ ~ ~ f " t ~ f ~ P ~- 

of some SF Cardboard Heroes, a move that * INTRODUCT~ON T O D & D P A R T V - W ~ ~ ~ ~  
has been approved for use with Traveller. examines characterisation and alignment. I 



CLASSIFIED 

A l l  classified ads must be prepaid 
at  the rate o f  5p per word. Please 
send copy and payment to White 
Dwarf, 1 Dalling Rd., London W6, 
making cheques/POs payable to 
Games Workshop Ltd. 

For Sale 
25mm fantasylmediaeval figures. 
SAE for list. Williams, 29 Butter- 
mere Rd, Sheffield. 

Not Just Stamps 
Are looking for someone to  assist 
the proprietors in their new games 
shop. That someone will be a 
knowledgable games player, pref- 
erably with retail experience, 
although this is not essential. We 
want a dedicated worker commit- 
tedenoughtotaketheopportunity 
to  grow with the company. The 
position is in High Wycombe. 
Please reply with CV and salary 
required to: Not Just Stamps, 
618 Frogmore, High Wycombe, 
Bucks. 

For Sale 
2nd hand games and game aids by 
Judges Guild, FGU, etc. Unused 
figures by Asgard, Minifigs etc. 
All at % price or less. SAE for 
details, T Bottomley, 1 Oldfield 
Road, Bexley Heath, Kent. 

For Sale FlSF 
Large amount of Citadel Space- 
farers for sale almost all the range 
over 630 figures. Mostly unpainted 
except for undercoat and a few 
that have been started. £60.00 the 
lot,incp&p.Worth nearly £200.00. 
Also fantasy armies 25/15 mm. 
Goblin, orc and dwarf by Citadel, 
Ral Partha, Heritage and Jacobite 
Miniatures. £22.00 for 25 mm 
armies, inc p&p. Plus lots of other 
fantasy figures. For full list send 
large SAE to  Mr S Russell, 21 High 
Street, Wingham, Nr Canterbury, 
Kent CT3 1 AW. 

Quasits & Quasars Fanzine 
36 pages of AD&D, RuneQuest, 
T&T, Traveller and other stuff, 
including boardgame rules and 
counters. Why not try us out? 
Send 60p to  Joyce Hulks, 54 
Slimmons Drive, St Albans, Hert- 
fordshire for issue 1 post free. 

Sale 
FRPG Rules including D&D, 
boardgames, and 25mm figures 
being disposed of by collector. 
SAE please to  A Kells, 50 Mont- 
gomery House, Claremont Road, 
Seaforth, Liverpool L21 IAU.  

Ringwraith's Shadow 
The fanzine you've been looking 
for. No 1 contains: news; reviews 
of games and other fanzines; a 
guide to  fantasy figures;a dungeon 
and new monsters. Excellent value 
at 40p. Available from Stuart 
Goldshaft, 30 Orchard Drive, 
Edgware, Middx. 

Dark Star - The Traveller 
Microzine 
Traveller news, reviews etc. and 
the Travellers' Contact Bureau. 
Price 20p + SAE. Send to: 
T Graver (DS), 69 Lakeside Road, 
London W14 OD2. 

i 

Job Vacancy 
White Dwarf require a full time 
Feature Editor to  work in a small 
editoriallproduction team. Appli- 
cants must have a thorough know- 
ledge of all major role-playing 
games and be familiar with SFIF 
boardgames and figures. A 
command of English language is 
essential, and the ability to type 
is necessary. Good salary and 
benefits will be offered to  the 
right candidate. Please send brief 
details together with a SAE to  
Ian Livingstone, Editor, White 
Dwarf, 1 Dalling Rd, London W6. 

Wyrms Claw 
The RPG magazine with a differ- 
ence. Issues 2,3 and 4 now avail- 
able. 60p + 15p p&p, £4 annual 
sub. Reviews, Scenarios and 
Articles.canvouaffordtomissit? 
37 ~anihawe Cres, Hornchurch, 
Essex RM11 2DD. 

Millenium Games 
Visit Yorkshire'snewestgameshop, 
stocking a good selection of role- 
playing games,fantasy and science- 
fiction boardgames and wargames. 
Also figures, modules, dice etc. 
It's worth the journey as you can 
stay awhile in our games room. 
Ring 0484 643509 (Hudds). Our 
address: 'Millenium Games', 19/21 
Market Street, Milnsbridge, 
Huddersfield, Yorks. 

S.E.W.A.R.S. Fanzine 
Issue 4 now available. 80p inc 
p&p. Subscription £3.00 (4 issues) 
Regular quarterly production. 
12 The Fryth, Basildon, Essex. 

CLUBS 

DURHAM CITY 
The Nameless Group 
Games: AD&D, C&S, Traveller, 

G W. 
Time: To be arranged. 
Place: Members' houses. 
Comments: Ages 13+ DM needed. 
Contact: Mike Lovett, 13 Watling 

Way, Lanchester, Co. Durham. 
Tel: Lanchester 520459. 

DERBY 
'Nameless' Games Club 
Games: Mostly D&D. 
Time: Varies. 
Place: Varies. 
Comments: Any race or align- 

ment welcome! 
Contact: Ian Betteridae. 685 - . ~-~ 

Harvey Road, Alvaston, 
Derby DE2 OEH. Tel: Derby 
73029. 

EDINBURGH 
The Official DSMC AD&D Club 
Games: AD&D, damma World, 

Squad Leader. 
Time: Friday evenings and Satur- 

days. 
Place: Members' houses. 
Comments: Anyone between 13 

and 17 welcome. 
Contact: Derek Alian, 5 Royal 

Crescent, Edinburgh EH3 6PZ. 
Tel : 031-556 7456. 

SOUTH EAST LONDON 
South East London Wargames 
G r ~ u p  
Games: All wargames, D&D, 

fantasy. 

Time: 2nd. 3rd and 4th Fridays 
in month; 7pm-10.30pm. 

Place: Grove Park Youth Club, 
Marvels Lane, London SE12. 

Contact: Chris Hurren.41 Dunnery 
Road, London SE9. Tel: 01- 
857 7264. 

HELP! -- 
Clubs, contacts and events can be 
advertised once at no charge up to 
a maximum o f  40 words. Further 
insertions at the rate o f  5p per 
word. 

AD&D Preston 
AD&D/D&D playing couple seek 
other players in the Preston area. 
We are also interested in trying 
other games, eg Traveller. 
Tel: Longton 617917. 

Hemel Hempstead 
BeginnertoAD&D (age20) willing 
to try any FRP games wishes to  
make coniact with clubs, or indi- 
viduals wishing to  start campaign1 
club, around Hemel Hempstead. 
Please contact: Steve, 4 Chemes 
Court, Hemel Hempstead, Herts. 

players wanted 
Male/female,aged 1611 7, interest- 
ed in fantasylSF literature and 
advanced FRP games (eg Rune- 
Quest, C&S/. Contact Paul Mason, 
16 Cornrake Close, Sutton Cold- 
field, West Midlands B72 1 HY 
(021-354 5003) or Richard Fax, 
30 Grendon Drive. Sutton Cold- 
field, West   id lands (021-355 
2446 1. 

The Great Weapontake of 
Barad-Dur 
Small parties of six are requested 
to take part. Ideas will be grate- 
fully received. So send them to 
32 Tumulus Road, Saltdean, 
Brighton BN2 8FS. 

AD&D Hong Kong 
Regular meetings, visitors or new 
arrivals welcome. Contact Nim 
White, 2 Mansfield Road, Flat 14, 
71F The Peak or phone H-97187 
(evenings). We also wargame and 
boardgame, and are ready to try 
new FRP games if you DM. 

Wanted 
Second hand Traveller boxed set. 
Aease contact Steve Kaul, 143 
Gipsy Rd, Welling, Kent DA16 
1 HT quoting price. 

AD&D Rochdale 
New players and DM seek similar 
group or individuals to  game with 
in the Greater Manchester area. 
Contact B Hammond, 11 1 Sen- 
tercroft, College Bank, Rochdale, 
Lancs. 

Help 
Phoenix I I  is wandering helplessly 
through Av-Kodar,any experience 
gratefully received. Only just heard 
of Glovers resurrection, Alan and 
Sally, 22, Nicholes Rd, Hounslow, 
London. Love from Yenti. 

AD&D Boston 
Would all DMs in the Boston area, 
or anybody interested in joining 
the Darkron campaign (AD&D 
withmodifications),pleasecontact 
me, Andrew King, 24 South Par- 
ade, Boston, Lincs. Tel: 65446, 
for an exchange of ideas, traps, 
dungeons, fanzines, etc. 

Postal AD&D 
Regetriah, a postal AD&D cam- 
paign, rises from the ashes of TAS 
to  be run again. For details send 
to  Matthew Realff, 16 Peacock 
Lane, Brighton, BNI 6WA enclos- 
ing SAE. 

Help 
13 yearoldAD&D player insearch 
of a campaign in Watford area. 
Willing to  learn RQ, T&T, GWand 
other role-playing games. Contact 
Stuart Hippach, 8 The Gardens, 
Watford, Herts. Tel: 92-43561. 

Help! 
17 year old player of D&D would 
like to  get in touch with players 
or clubs in the area. Contact: Paul 
Brook,l Forgewood Drive, Halton, 
Lancs. Tel: Halton 81 1426. 

Waltham Forest 
AD&D and novice Travellerplayer, 
22, out of touch after 3 yearsaway 
from London, wishes to  contact 
anyone in Waltham ForestlEnfield 
areas interested in playing andlor 
swappingideas.Write: Chris Malme, 
35 Russell Road, Chingford, 
London EC4. 

Wanted 
Issues 1-14 of White Dwarf, I will 
pay good prices including p&p. So 
please contact Neil Gunn on 
lpswich 53874 (0473) or write to  
Old Glebe House, Tuddenham, 
Ipswich, Suffolk. 

Traveller in  Harrowgate 
Is there anybody in the Harrow- 
gate or York areas interested in 
Traveller; D&D; C&S; willing to 
try RuneQuest? Also experienced 
in tabletop fantasy or SF. Contact 
Richard Hvmes. 1 The Grove. 
  arrow gate, N.' Yorks. 0423: 
68861. 

Experienced Player 
(Aged 20) wishes to  joinlcontact 
any groups/playerslDMs for D&D 
and other wargames in Mere 
(Wiltshire) area. Please contact 
Kim Harden on Mere 86088 or 
write to  1 Balmoor Close, Mere, 
Warminster, Wiltshire. 

SFIF Canterbury 
Wanted, any young aliens inter- 
ested in playing Traveller or any 
other SFIF wargames in the Can- 
terbury area. Please write: Adrian 
Gower, 101 Whitstable Road, 
Canterbury, Kent.TeI : Canterbury 
68703 between 7.00pm and 
10.00pm. Borag thungg earthlets! 

Des~eratelv Needed 
white ~ w & f  nos. 1-7 and 9-14. 
Good prices paid. Tel: Exeter 
56750 and ask for Mark, or write 
to  158 Pennsylvania Road, Exeter, 
Devon. 

AD&D Boston 
Are there any AD&D clubs in 
Boston or thereabouts who would 
let a 15 yr-old player join their 
ranks? Contact: Paul Carter, 10 
Sea Lane Butterwick, Boston, 
Lincs. Tel : Boston 76031 5. 

Wanted! 
Monsters in.AD&D format. I offer 
three monsters for every two you 
give me, this isan offer you cannot 
refuse. Contact: David Franklin, 
Wayside, Noremarsh Road, 
Wootton Bassett. Swindon. 



dragon seen in 
new street station 

ON 5th SEPTEMBER 1981 

Games Workshop have landed in central 
Birmingham with huge stocks of games and 
playing aids from GW, TSR, GDW, Judges 
Guild, Metagaming, Task Force, FGU, 
Chaosium, Yaquinto, Eon, Phoenix, 
Avalon Hill, SPI, Philmar, and more. We 
have figures from Citadel and Asgard a t  
our specially built figures bar. We also 
have a specialist staff to serve you, headed 
by manager Laurence Miller. 

Come and visit the Science Fiction, 
Fantasy and War gaming centre of the 
Midlands. 

SPECIAL OPENING DAY 
OFFERS: 

10 only Boxed Basic Dungeons & Dragons. . . . . . . . . . . . . . . . . . . . . .  .e1.00 
10 only AD&D Fiend Folio. . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . .  f 1.00 
10 only Valley of the Four Winds. . . . . . . . . . . . . . . . . . . . . . . . . . . .  .f 1.00 
10 only Traveller Boxed Set . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . .  .f 1.00 
10 only Warlock . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . .  f 1.00 

ONE OFFER ONLY PER CUSTOMER 

GAMES WORKSHOP 
Uni 



No game is 
complete without 

the Gamer! 
Britain3 NE Wmapzine for 

games players 

' * 8 pages of Wargames by Nicky Palmer 

* 4 pages of SFIFantasy Games 

* Regular features by top writers 

* News and Reviews 

* Special Offers and much, much more! 

ORDER IT NOW FROM YOUR NEWSAGENT 
OR TAKE OUT A SUBSCRIPTION. 
(£4.80 per annum for U.K. subscribers) 
Dept. M, AHC Publications, 

ISSUE 1 AVAI LAB LE AT 
YOUR NEWSAGENT NOW 

23a George St, Luton, Beds. 

3 0  Please mention WHITE DWARF when replying to  advertisements 



John W Bogndl L t d  E~gn~lll 44 P-IIY bn14 
WeonTrerttTelZB574 W 

A D A Y  O F  SCIENCE FICTION & FANTASY GAMES 1 
Experience what's new in the SF/F games and miniatures 
world. Meet the personalities and, perhaps, win a prize 

in one of the many competitions at: I 
CHELSEA OLD TOWN HALL, 

KINGS ROAD, 
LONDON SW3. 

SATURDAY 8th AUGUST, 1981. 
DOORS OPEN 10.30-.6.00 

ADMISSION 75p 

Inside the Old Town Hall (of Horror) will be: 
* TRADE STANDS * GAMES COMPETITIONS * 

FIGURE PAINTING COMPETITIONS (25mm single and 
multi-figure classes) * COMPUTER GAMES * GAMES- 

Probably the largest 
selection of Games 

2,Castle St.,Kingston 
Tel: 01-549 6486 

chrzonfcLe 
Miniatures CREATURES & MONSTERS 

CM.l Hill Giant 
CM.2 Ogrewithclub 

* 
ADVENTURERS CM.3 Bugbear 

3 b  
3op 

CF.l Cleric with mace CM.3A Bugbear with Two Handeo 
CF.2 Druid with spear & shield Weapon 
CF.3 Wizard 

SOp 
CM.38 Bugbear Chieftain 3Op 

CF.4 Illusionist with wand CM.4 Zombie =P 
CF.5 Fighter with sword &shield CM.5 Mummy 
CF.6 Dwarf Fighter with chain CM.6 Werewolf 

mail &hammer CM.7 Wight 
@% 

CF.7 Fighter/Henchman. Left CM.8 Vampire 
26p 

handed with equipment & CM.9 Hobgoblin 
=P 

lantern 
25P 

CM.9A Hobgoblin with Two Handed 
CF.7A Left Handed Fighter Weapon 25P 
CF.8 Ranger with sword, shield & CM.98 Hobgoblin Chieftam 26p 

bow C M . ~  0 Troll 35P 
CF.9 Elf FighterMlizard holding CM.11 Cyclops 3 6 ~  

staff CM.12 Lich 25P 
CF.10 Thief back stabbing CM.13 Medusa Z ~ P  
CF.l l  Dwarf thief sneaking ANTI-TYPES 
CF.12 Assassin CT.l Hag,(Black& Midnight) 26p 
CF.13 Assassin with dagger & CT.2 TheGrim Reaper 

garotte behind back 
28P 

CT.3 Ruffian with dagger 26p 
CF.14 HenchmanlHireling carrying CT.4 Ruffian with sword 25p 

pack, lantern etc. etc. etc. CT.5 Brigand with sword & 
CF.15 Female Cleric-robed. Shield 
CF.16 Samurai Adventurer CT.6 Insane Illusionist 

=P 

CF.17 Ninja 
26p 

CT.7 Evil Dwarf Fighter 25p 
CF.18 Monk CT.8 Dark Elf FighterAhief 25p 
CF.19 Half-Orc New relea- 
CF.20 Paladin CF.24 Fighter with 2 handed 
CF.21 FemaleThief sword 
CF.22 Female Wizard 25P 

CF.25 Berserkerwith axe 25p 
CF.23 Martial Artist CT.9 Evil Human Fighter 25p 

A U  THE ABOVE CM.14 Ghoul 25P 
AT 26 PENCE ORDERS TO:- 

P I N ~ M ~ I ~ O X ~ L ~  Chronicle Miniatures 
Minimum 26p - 0rd.n owr el0.00 unit 22, p0.t tm 

ovwaoa. pl..n add 33% 
Blaenau Gwent Workshops 

Airmall p l u n  add SOX Pond Road, Nantyglo, 
Brynmawr, Gwent. 

TRADE ENQUlmES WE-E TsI. 0495 31 2851 /0495 308748 

Please ment ion WHITE DWARF I len replying t o  advertisements 3 



I ESDEVIUM GAMES SHOP OPEN: 9.30 on  on, - 1.30. Tues; 2.30 Thurs, - 5.10 Fri. 

n a r c c . 1 ~ ~ 1 ~  I a 
9.15 - 5.15 on Saturday I LOW COST MAIL-ORDED P n r C ' A  ' 'PTP 

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

in the South Fantasy - Role Playing 

Fantasy and Science Fiction miniatures at 
manufacturers prices p&p 10% [12p min. - 

Fantasy Games Board Waraames - PreXXth 
Dungeons & Dragons-R 

- 
Century 
t War and Peace (AH) £ 1 1.95 
t The Ironclads (Yaq) £ 11.65 

Ironclads Expanslon Kit £10.50 
Middle Sea IFGU) £ 12.45 

t Mvstic Wood fPhll £6 50 
* Bas~c Set £8.50. Rule Book £ 2 40 

D & D Expert Set £8 50 
t Monster Manual £8.50 
t Players Handbook £8 50 
t Referees Gulde £9.95 

Delties & Deml-Gods £8.50 
Dungeon Modules: 
G1.2.3.D1,2,S2 £2.80 each 
Baslc 61. TI. A l .  D3 £3.25 each 

t Klngmaker (AH) f 10.95 
Ram Speed (MGC) £ 2.95 
Trfreme £ 1 I 45 
Gladlator (AH) £8.95 
Campaigns of Napoleon (WEG) £ 10.95 

t Klngmaker (Phl) £ 10.50 
McPherson's R~dge (TF) £7.50 
Thin Red Line (Yaq) £12.90 
Barbarians (Yaq) £ 5.95 
Arcola. 100 Days (OSG) £3.1 5 each 
Robin Hood (OSG) £3.75 
Emplres of the M~ddle  Ages (SPI) £ 11.95 
Bonaparte In Italy £1395 
Devil's Den (OSG) £8.95 
20th Maine (OSG) £3.1 5 
Fury of the Norsemen (MGC) £3.15 

S Cave Expanslon Klt £2.95 
Fantastic Encounters S £3.00 
Mlddle Earth (SPI) £12.95 

t War of the Ring (SPI) £9.95 
Superhero 2044 (FGU) R £4.10 

* Hazard (JG) (SprHero Aid) £1.70 
Swordquest (TF) £4.1 5 
Valkenburg Castle £3.15 
V~l l~ans and Vlaliantes (FGUI R £3.50 

Science Fiction Expert Set Niodule XI  £380 
C2 - Ghost Twr of lnverness (Ivls 5-7) £3.25 
0 1  C1 C A P 5  . Svroras 8 Slafs ,SPI £695  - Snootfng Stars (Yaqt E l  1 95 

Ddne ,Ad B. R £ 1  195  

- . , - . - . . - - 
5 3  - Expedltlon to the Barrler Peaks £5.35 

Al-Slave Pits (for lvls 4-7) £3.25 
World of Greyhawk £6.50 t Starfail (Yaq) B £9.45 

Starfleet Battles (TR £ 9.95 
t Starf~re, Asterold 04 (TF) £3.10 

Dark Stars (SlmCan) £7.75 
Mayday (GDW) £4.70 
Dark Nebula (GDW) £4.70 
The Awful Green Thtngsfrom OuterSpaceE7.95 
John Carter of Mars (SPI) '212.95 

t imper~um (GDW) £8.50 
ASteoId lGDWl £4.70 

Mythology (Y&) £ 11.95 
Hero, Swashbuckler (Yaq) B £600  each 
Heroes (TT) R £3 05 
Warlock (GW) £6.95 
Valley of the Four Winds (GW) £6 95 
Hammer of Thor (GSi) £ 15.90 
Dragon Lords (FGU) Bxd £9.45 
Lords of the Underneath (MGC) £3.15 
Skull 8 Crossbones (FGU) R £7.95 
Pieces of Eight (FGU) (Sac aid) £2.60 
Dragon Pass (Ch) £ 10.95 

Best of Dragon £2 75 
Temple of Ra Accursed £1.70 

* The Unknown Gods (JG) £4.90 
* The Spies of Lightelf (JG) £3 80 

Furloso (D6) £5.35 
Sword of Hope, Tower of Ullsston £2.20 each 
Standlng Stones (ScaD) £2.65 
Offlclal DBD Mtniatures £4.25 8 £7.00 

* Handbook of Tricks a Traps (Dl) £4.95 
Monster File No. 1 (DT) £3.50 

* Monsterpack-1 (Lair) £1.65 @ 
Board Wargames-XXth C e n t u ~  

Kung FU : ' ~~OO(SJG)  £2.00 
Time Tripper (SPI) £5.70 
Laser Tank (JG) M £1 .70 
Bloodtree Rebellion (GDW £9.50 
Final Front~er (RP) £9.95 
Starfire Ii. Robots (TF) £3.10 each 
Space Opera (FGU) R, Bxd £9.75 
Ice-War, Chitin, Rivets 
Ogre. Olympica. Black Hole, Holy War, 
invasion of the Air Eaters (MGC) £2.40 each 
Warpwar, Artlfact (MGC) £2.99 each 

t Cosmic Encounter £8.50 
t CE Expans~on Kits 1-5 £3.00 each 

GEV (MGC) £2.99 
Quirks (Eon) £8.95 
Spacefareis Rules (SF Skirmishes) £2.1 5 
Steliar Conquest £8.95 
Godsfire £1 1.95 

The Fantasy Trip (MGC) R 
In the Labyrinth (for Referees) £3.80 
Wizard, Death Test II £2.60 each 
Melee (4th Edn). Death Test iI £3.15 each 
Advanced Melee, Adv Wizard £3.80 each 
Tollenkar's Lair f 2.40 
GratlQuest. Sliver Dragon £3.15 each 
Security Station £3.1 0 

Power Politlcs/Diplomacy 
/Economic Games 

Diplomacy (Phl) £9.00, (AH) £1 2.45 
Samurai (AH) £10.95 
After the Holocaust (SPI) B £10.95 
Der Fuhrer (LS) SIB £2.99 
Roaring 20's (Yaq) £6.95 
Machlavelli (AH) £1 0.95 
Apocalypse (GW) £6.95 
Nuclear War (FBI) £5.25 
lmperium Romanum £17.90 
Mercenary (FGU) Bxd £8.00 

War of the  ori ids (TO £7.50 
Dr Who (GW £6.95 
Freedom in the Galaxy (SPI) £1 1.95 
Battlefleet Mars (SPI) £ 10.95 

* Dimension Demons (MGC) £3.10 
Starships 8 Spacemen (FGU) R £4.20 
Space Patrol (LZ) R £4.20 
Amoeba Wars (AH) £ I I .95 
Trlplanetary (GDW £8.95 

* Attack of the Mutants iYaal £6.00 

Armor (Yaq) £1 5 95 
Beachhead (Yaq) £5.25 
Fast Attack Boats £5.25 
The Lonaest Dav (AH) £40.00 

Tunnels and Trolls ~FBI)  R 
Revised Rulebook £4.00 
Character Sheets £ 1.65 
Solo Dungeons: 
Overkiii. Buffalo Castle, Labyrinth £ 2.20 each 
Sorcerer Solitaire, Naked Doom £2.20 each 
Beyond the Silvered Pane, Sword for Hire. 
Arena of Khazan £2.40 each 
Citv of Terror £3.95 

 ort tress-E..ropa' Art) £1 1 95 
Ace of Aces YZW Aer all E9 95 
Sfa an's Tands xMGCI £3 25 
Operation pegisus (TF) £3.25 

t Squad Leader (AH) £1 1.95 
t Cross of Iron (AH) £ 10.95 

Rald On Iran (SJG) '21.99 
* Alr Force (AH) New Edn £ 11.95 
t Crescendo of Doom (AH) £1 1.95 

Warsaw Pact (TF) £7.50 
Armour at Kursk (TF) £5.35 

* Third Reich (AH) £1 1.95 

Business Games 
Bureaucracy (AH) £ 13.95 
Acquire (AH) £1 1.95 
Administrative Waltz (Phl) B £9.45 
1829 (HT) B £ 17.00 
Fortune (Phl) B C12.90 
Oil Depots 8 Ironmaster (DGW B 95p 
Rail Baron (AH) B £1 1.95 
Business (Wadd) C9.95 
Foreign Exchange (AH) £1 1.95 
Market Madness (Yaq) £6.95 

Sports Games 

Aster0 a P rates ,Yaq) ~6 00 
Aznant n.gn L gntn ng f 1490  
Demon's Run (Yaw £6 00 

~ e h e r s  of oblivion £3.20 
The Toughest Dungeon £3.20 
For Dungeon Masters: 
Uncle Ugly's Underground Level £1.05 
Dungeon of the Bear 1,2 8 3 £1.65 each 
Goblin Lake, Abyss £1.05 each 
Circle of Ice £1.05 @ Magazines 

Runequest(Ch) R£7.95(2nd Edn) 
BasKetoal Strategy (Ad) £10 95 
Ma.op -eag,e Basebal (Ah) E 12.95 Boxed Runequest £13.95 

Source Packs £1.65 each 
Cults of Prax, Foes £7.95 each 
RuneMasters. Plunder £4.35 each 

Regatta (AH) £1 1.95 
NBA Basketball (AH) S E l  1.95 
USAC Auto Racino (AH1 S £10.96 SF - Traveller R,S (GDW) 

t Basic Rules Set £6.00 
Mercenary, Highguard £3.10 each 
1001 Characters, Animal Encounters 
Citizens, Spinward Marches £2.10 each 
76 Patrons, Traders 8 Gunboats £2.1 0 each 
Logbook £2.04, Screen £2.10 
Traveller Journal £1.50 

Gateway Bestiary £5.25 Title Bout (AH) S £12.65 
Baiastors Barracks £2.1 5 SPI Baseball, Football £4.75 each 

The Space Gamer (MGC) £1.50 

* Apple Lane £3.80 Speed Circuit (AH) f 10.95 The Dragon (TSR) £2.75 

Snake Pipe Holiow £3.80 Neck 8 Neck (Yaq) £6.00 
White Dwarf 95p 

Broken Tree Inn (JG) £3.25 Best of White Dwarf Scenarios, 

Duck Tower C4.80 Articles £1.75 each 

Helipits of Nightfang £2.04 Other Games Dungeoneer Journal £2.25 
Runequest Shleld £2.20 StormLord 65p 
City of Lel Tabor (JG) £5.35 Hexagony (AH) £10.95 Different Worlds £1.60 

* Duck Pond (JG) £4.75 Game of Ancient Kingdoms (HT) £10.00 Sorcerer's Apprentice £1.30 
Ephemeris £7.50 Fire 8 Movement £1 .75 

Chivalry 81 Sorcery (FGU) Taxi ( P ~ I )  £8.50 Strategy 8 Tactics (+ game) £2.95 
Rulebook £5.95 Mentalis £4.50 Wargamer (+ game) £3.25 
Sourcebook £5.25 Source of the Nile R £ 1  1.85 . Allen Star 75p 
Swords 8 Sorlerers E 5.25 Civilisation (HT) £17.00 . New Beholder 9Op 
Destrier £3.1 5 Elect~on (lnt) £7.90 The Grenadier IGDW) £1.50 
Arden £ 5.25 Rubik's Cube £6.25 SEWARS 80p, Palantir 55p 

t Saurians £6.95 S~ngmaster's Notes on Rubik's Cube £1.70 WyrmS Footnotes £1.45 
Judge's Shield £2.60 Simple Approach to Maglc Cube 70p Ares (SPI) £2.60 

Mortal Combat R £3.90 Motorway £8.95 Aerial Servant. Black Rlder 65p each 
Escape from Colditz £10.65 Wanderer. Wyrm's Claw 75p each 

t*Cardboard Heroes £1.99 Hare 8 Tortoise £8.95 Gryphon £1.65 

Starshipsi spacecraft £4.70 
Scenar~os: 
Twiliaht's Peak Leviathan. Kinunir. 

* Research Station Gamma, 
ShadowsIAnnic Nova £2.60 each 

+ Ley Sector (JG) C3.70 . Best of Travelleis Journal E3.10 
Pen-Latol's World £6.00 
Encounters Ventura Quad £ 2.95 
Port Xanatath, Geptorem £5.25 each 
Mlsslon to Zephor. Nystalux £5.25 each 

t Special Offer I ESDEVIUM GAMES (We) 
* New Arrival 

R Role Playing Rules 

These were just some of our games. Our catalogue contains details of virtually all games 
available in the U.K. Send 16p in stamps & 1 5 % ~  s.a.s. (overseas 4 i.r.c.1 for a copy 185 Victoria Road 
(or free with orders over £4.001 I ALDERSHOT Hants G u l l  1 J" 

payment in E Sterling please. 

ne  orders and ~ a v  bv ACCESS I - NO POSTAGE ON MANY GAMES FOR REGULAR CUSTOMERS 

MAIL ORDER CHARGES: p&p included for UK/Eire/BFPO/APO lEuropel Overseas: 
Surface Mail - Add 25% (minimum 7 0 ~ 1 ,  Europe Air Mail - add40% (minimum 90pl; 
Air Mail elsewhere - add 75% /minimum £ 1.401 except Yaq, AH & Phl games - add 

32 Please mention WHITE DWARF when replying to advertisements 

Tel: Aldershot 31 1443 
o r  (evenings) Farnham 722289 

700%. 



TRAVELLER 
Science-F iction Adventure in 
the Far Future C 

GDW's award winning SF 
role-playing game! 

Game Designers' Workshop Games Workshop 
P.O. Box 1646, 1 Dalling Road 
Bloomington, l L  61701 Hammersmith, London W6 
USA UK 

Military Simulations 
18 Fonceca Street 
Mordialloc, VIC 3195 
Australia 

Please mention W H I T E  DWARF when replying to advertisements 33 



34 Please m e n t l o n  W H I T E  D W A R F  when r e p l y i n g  to  a d v e r t i s e m e n t s  

a m es LiVERPOOL 
50-54 MANCHESTER STREET, LIVERPOOL L1 6ER Tel: 051 -236 2605 

for Star Fighters wagon masters and battle against natural and man made 
hazards, rather than the other participants. 

Skull & Crossbones: £7.95 
Space Mannes. f3.95 Galact~c conquest. £2.25 
Archworld, f 3.25 Giac My: £2.75 
Arden £4.75 Gladlators. f 2.25 
B~reme & Gallery. £7.45 Homes & Hovels f 3.25 
The Blue-llght manual £3.25 Leglon. £2.75 
Bunn~es & Burrows £3.25 Lords & Wizards £9.45 
Castle plans £2.95 Madame Gu~l lot~ne,  f 2.25 
C&S Sourcebook: f 4 . 7 5  Mercenary: f 7.95 
Cltadel: £2.25 M~ddle Sea, f 12.45 
Colony Delta £7.95 Rap~er & Dagger, £2.25 
Conquest of North Amertca: £4.75 Royal armles of the Hyborean age £3.25 
Destrier: P2.75 Saur~ans. £6.95 

Starsh~ps & Spacemen f3.95 
Swords & Sorcerors: £4.75 

Weirdworld, Solo Dungeon ......... f 1.80 
Overkill, Solo Dungeon ................. f 2.00 
Dungeon of the Bear, Levels 1, 2. 3, f 1.50 
Uncle Ugly's Underground ............... f 1.50 
Dargon's Dungeon, Solo ................. f 3.00 
Circle of Ice, Solo .......................... 95p 
Abyss, Solo Adventure ............... 95p  
Sorcerer's Apprentice Mag .............. f 1.1 0 

... T&T Character sheets, pad of 25 f 1.50 
Sewers of Obliv~on ................... £3.00 

TRADE ENQUIRIES WELCOME 

DICE 
Zoochi Poly Set £1.75 
lndlvldual poly dice: 4 5 p  each 10.,,lG,T 
D20 x 2: 8 5 p  
D8 x 2: B5p 

DlCE 50p 

Gem Dace, poly set: £4.25 a 
Griptop Bags 
2% x 2% ins (per 100)£1.00 
3% x 4% (per 100) f 1.50 
4 x 5% (per 100)£2.00 
5 x 7% Ins (per 100) £2.50 
6 x 9 ins (per 50) f 1.50 

Task Force 
Starfleet Battles Expansion . . . . . . . . .  f 3.95 
Starfleet Battles, boxed .................. £9.95 
Spellbinder . . . . . . . . . . . . . . . . . . . . . . . .  £2.95 
~ ~ b o t s  ........................................... £2.95 
Starfare I ................... .. ................. f2.95 
starfare II .................................... f 2.95 
War of the Worlds, boxed ............... £7.50 
Swordquest, boxed ................... ........ £4.95 
valkenburg Castle ........................... £2.95 - p-q . [===I 
l+ui , t v l ( h  L,<. 

WHY NOT ORDER B y  TELEPHONE 
USING ACCESS OR BARCLAYCARD 
save the trouble of sending a letter 
and cheque. 

WE PREFER THIS METHOD -Wecantry to 
answer any queriesandyouwillalsobesure 
you are getting exactly what you want and 
sooner - normally by return of post 
PEP Order value over f 4 . 0 0  - Free 

Order value up to f4.00 - Add 20p 
UK & BFPO ONLY 
WE REGRET THAT WE CANNOT PROCESS 
ORDERS FOR FIGURES OR OVERSEAS 
ORDERS. 

................. Starfall. Sf game f 9.45 
. . .  Battle. beg~nner's album game f4.95 

Ultimatum. Contemporary, strategtc £8.50 
CV Battle of Midway . . . . . . . . . . . . . .  f12.95 

. . . . . . . . . . . . . . . . . . .  Beastlord: fantasy f 10.95 
Panzer. WW2, tactical . . . . . . . . . . . . . .  f 11.95 

........................... Ironclads. naval f 10.95 
Swords andthe Flame:colontal rules £2.95 

. . . . . . . . . . . .  Murfreesboro': ACW £9.45 
....................... Mythology: fantasy f 11.95 

Thin Red Llne: Battle of Waterloo f 12.95 
Great Redoubt: Battle of Borodino f 12.95 
'88': WW2. Western Desert. tactical £1 1.95 
Ptckett's Charge: Battle of Gettysburg £1 1.95 

. . . . . . .  Swashbuckler. album game £5.95 
Ironclads Expan~on Kit . . . . . . . . . . . .  f 10.50 
Beachead. album game . . . . . . . . . .  £4.95 
Mar~ne  2002' sf . . . . . . . . . . . . . .  f 11.95 
Fast Attack Boats: album game ....... £4.95 
Hero: album game .......................... £4.95 
Armour. WW2, n/wEurope, tactical £1 5.95 

. . . . . . . . . . . . . . .  Shoottng Stars: sf f 11.95 
Dallas: album game ..................... f 6.95 

TRADE ENQUIRIES WELCOME 

COMAND.PERSPECTIVES 
Beat to Quarters Super-detalled Napoleonic 
naval rules ................................. f 5.95 
Presenting the ultimate in detailed ACW 
systems. C.P. games use the same basic 
rules wtth mod~f~cat~ons for each game to 
bring our the characteristics of that Partl- 
cular battle. 
Sharpsburg, (Zip-lock bag) .............. £9.95 
Road to Washington (Boxed) ......... f 12.95 

TRADE ENQUIRIES WELCOME 

................ Traveller. Boxed. 3 ooks £5.50 
Mercenary. Book 4 %  Traveller ..... £2.90 

..... H ~ g h  Guard: Book 5 of Traveller f2 .90 
Cit~zens of the Imper~um: Traveller aad f 1 .90 
Spinward Marches: Traveller sup. £2.50 .. 
K~nuntr: Traveller Adventure ........... f 2.50 
Research Statlon Gamma:Adventure £2.50 
Shadows/Annic Nova. Double Adv'ture f 2.50 
Azhant~ High Lightn~ng f 14.95 ............... 

.............. 76 Patrons Traveller sup. f 1.95 
............ Twallghts Peak: Adventure £2.50 

Levlathan: Adventure .. . . . . . . . . . . . .  f 2.50 
Br~ght  Face/Mtthrll. Double Adv'ture £2.50 
Pen-Lat0l.S World, Adventure ......... £4.95 
Encounters In the Phoenlx Quadrant f 1.99 
Ley-Sector: Adventure .................... £3.50 

MAGAZINES Trade Enquiries Welcome 
Fire & Movement. Board wargames journal 
£1.50 per copy, or four coples sub, f 6.00 

..... Gryphon SF/Fantasy, percopy. f 1.50 

G2 Glaoal Rlft of the Forst G~ant  Jarl f 2.50 
.......... G3 Hall of the Fjre G~an t  K ~ n g  f 2.50 

D l  Descent ~ n t o  the Depths of the Earth 
....................................... £2.50 

.............. D2 Shr~ne of the Kuo-Toa f 2.50 
....................... D3 Vault of the Drow f 2.95 

. . . . . .  B1 In Search of the Unknown f 2.50 
. . . .  B2 Keep on the Borderlands f 2.95 

. . . . . . . . . . . . . . . . . . .  S1 Tombof Horrors £3.50 
. . . . . . . . .  S2 Wh~te  Plume Mounta~n f 2.50 

S3 Expeditton to the Barr~er Ptts . . .  £4.95 
0 1  Queen of the Demonweb Plts .... f 3.95 
A1 Slave P~ ts  of the Under C~ty . . . .  £2.95 
C1 Htdden Shr~ne of Tamoachan . f 3.95 

. . . . . . . . . .  T1 V~llage of Hommlet f 2.75 
World of Greyhawk . . . . . . . . . . . . . . . . . . . .  f 8.50 
Basic D&D Character Sheets ........... f 1.95 
Expert Set . . . . . . . . . . . . . . . . . . . . . . . . . . . .  £ 8.50 
Rogues Gallery. NPC Stats . . . . . . .  f 2.95 
Character Folder,campaignrecords . £2.95 
NPC Character Sheets . . . . . . . . . . .  f 2.95 

............... AD&D Character Sheets f 2.95 
DM'S Adventure Log . . . . . . . . . . . . . . . . .  f 2.95 

.... . . . . . . . .  Clty State-World Emperor f 8.95 
... Ctty State - Inv~nc~ble Overlord f 6.50 

Computer Games: Good selectlon of cas- 
settes for TRS80. Lv l  II now ava~lable. Send 
for l~sts 

. . . . . .  Aceof  Aces: W W l  dogfights £9.95 
r 

ZARGONIANSTrade Enquiries Welcome 
These 23mm tall, ready coloured cardboard 
counters, fixed In plast~c stands, provtde 
complete dungeon populations for those 
w~thout  the tlme to prepare and patnt metal 
figures. 7 5 p  per sheet (up to 24 pieces) 
50p  per packof 10 plast~c stands. 

SEND SAE for ful l l ist 

BOARD WARGAMES 
Trade Enquiries Welcome 
SIM-CAN games: 
Dark Stars Slm-Can's 1 st S F. game Assault 
on Tobruk. Company level desert game. 

Also ava~lable. Lee at the Crossroads. 
Kr~gsmarine; Raketny Kreyser; Quebec L~bre. 
IJN; Torpedo; I Wtll F~ght No More Forever, Le 
Grande Emptre. Warr~ng States; Peloponne- 
slan War; all at .............................. £7.75 

.......... Commando: Rolling Thunder f 9.95 
Marshal Enterprises: La Bata~lledeDeutsch- 
Wagram. comlng soon. 
La Bata~lle d'Austerlitz, zip-lock ...... f 17.45 
La Bata~lle d'Espagno1-Talavera .. f 9.95 
Peoples' Wargames: 

. . . . . . . . . . . . . . . . . . . . . . .  Korsun Pocket £14.95 
.................. Korsun Pocket, Boxed £ 16.95 

. . . . . . . . . . . .  Atrforce f 10.95 

. . . . . . . . . . . . . . . . . . .  Dauntless. f 10.95 
Flat T £10.95 
Dune f 1 0 . 9 5  

. . . . . . . . . . . . . . . . . . . . . . . . . . . .  Maglc Realm £ 10.95 
. . . . . . . . . . . . . . . . . . . .  Starsh~p Troopers f 10.95 

. . . . . . . . . .  The Longest Day £ 39.95 
. . . . . . .  Fortress Europe f 10.95 
. . . . . . . . . . . . . . . . . . .  Clrcus Max~mus £6.95 

. . . . . . . . . . . . .  Caesar Ales~a £ 9.95 
Gunsof August . . . . . . . . . .  £1  1.45 
Amoeba Wars . . . . . . . . .  f 10.95 

. . . . . .  Moonstar . . . .  £9.95 
Gladtator . . . . . . . . . . . . . . . . . . . . .  f 7.95 . 
CHAOSIUM 
Runequest, boxed klt £1  3.95 . . . . . . . . . . . . . . . . .  
Dragon Pass, fantasy boardgame . f 10.95 . 
PHILMAR GAMES 
Sorcerer's Cave & Mystlc Wood £5.95 each 
Sorcerer's Cave Expanston klt . . . .  £2.75 

GAME SCIENCE 
TRADEENQUIRIES WELCOME 

.............. Emp~re of the Petal Throne f 15.95 
Star Fleet Battle Manual .................. f 3.95 
Str~ke Team Alpha ........................... f 3.95 

............................ Superhero 2044 f 3.95 

METAGAMING 
. . . . . . .  Lords of Underearth. boxed f 2.95 
. . .  Fury of the Norsemen, boxed £ 2.95 

.................. Securlty Statlon. boxed £2.95 
. . . . . . .  Dtmenslon Demons. boxed £2.95 

Advanced Wtzard; Advanced Melee. tn The 
Labyranth(Game MastersModule)£3.50each 

VISIT OUR NEW 
PAINTED - FIGURE 

SHOWROOM 
NOW OPEN E 

SEND SAE FOR LATEST LISTS. - 



F 

GAMES USED TO BE JUST FOR KIDS; BUT NOW THERE ARE A NEW GENERATION OF GAMES. 
GAMES WORKSHOP'S GAMES ARE SPECIALLY DESIGNED FOR ADULTS AND OLDER CHILDREN. 
THE RULES MAY BE A BIT LONGER THAN IN YOUR AVERAGE GAME - BUT THESE ARE NOT 
AVERAGE GAMES. THEY DEMAND SKILL, STRATEGIC PLANNING, AND DIPLOMACY, YET THEY 

ARE EASY TO PLAY AND ARE GREAT FUN! 
DOCTOR WHO - Dalsks, Cyhr- VALLEY OF THE F W R  WINDS WARLOCK b a cardgtaying duel APOCALYPSE requlrerdlplmnatlc 
men and other aliens will be met IS deo~gned as an introduction to bmween wizards, each with a sal- skllk and a poker face m plavm~ 
and must h ovarcome by strength the hobby of f a n w  bond wr- ection of beautifully illusb-atd attempt to build nuclar empirep. 
orcunningarplayersrsemhthe garn ing . Inawor ldo f~ icand  spellstocaaTheymustbech~san Thed ie i smtusda8amndom 
glaxy for the Kay of Chmnos. K-9 monsters4 the forcer of good and skllfully. as they may be reflected, element,butmthe medium for out 
and others who can glve help will evil are locked in an epic struggle. or wander off target, and they use thinking your memy In a totslly 
be found. Most Importantly, hems Each must seek the help of power- power, the exhaustion of whih utique m b a t  m m .  Powwful 
wlll bedlacovered thathavestrenge ful independent being in a quest eiiminates the w i d .  The novel nucleer weapmry d& the rpim 
powers. T h w  must be uA judle linked to the main kttlewhere the ptay-m invoI~alltheplayers to a game that combines aimpla 
lourly and with forethought. The undmd hordes a n  besieging the continually in afast, flm-nggame. rules with hiih skil l  and g m t  fun. 
great variety of Items ensures that city. The dkcovery of theindawn- 'one of the mosr~romisingmn~ (Formerty publbhed ar M.) 
each game lfi different and builds dents ensures variety and demands to came our way for a long the % work of wW, Mititary Mod- 
to  an excltingand hllarlouoclimax. quiokvvitted changes In teerics. Games & h 4 e s  - Spring 19W. e l h g  magazine* Augrst 1980. 
For 2-6 plwom, @ f 0 a d  over. For 2 play- a& 11 to adult. For 24 play- eged 32 to adult. For 2-4 pl.yar, rgd 10 to du l t  

EACH OAME COMES IN A FULL-COLOUR, If W X  8%"'~  2X" BOOKCASE BOX, WITH FULL-COLOUR MOUNTED PLAYING BOARD. 
1 EACH GAME COSTS f &96, INCLUDING POSTAGE AND PACKAGING 

---n--- 

= ~ k h d  WD2B. 17h8 Hythe Rd, London NWlO SRT.. 

Plsam wnd me: I Ow . . .  Doctor Who Qty . . .  Valley of the Four Winds ( . . , Warlock .. .Apocalypse 

I enclose- a chequslpwtel order for E ...... M2. Tel: 083-832 6883. 
( Or debit my l o  BE0 ....................... I M y Q r d N o . k . . . . . . . .  64 paam mail order Eetelogur. 
Signaturn . . . . . . . . . . . . . . . . . . . . . i i i i i i . . . . . + -  

........................... I Mme (Block Upitots) 
M d r m . . . . . . . . . . . . . . . . . . . . .  .............. .................................... FOR ACCES8 AND BARCLAYCARD HOLDERS: 

Ems ~ a l a h q a  Ltd. R q h w  M. 1461092 ----------- TELEPHONE 01480 4776 



The Official AD & DTM 1'43 -. 

Figures Collection is 
Now you can add a fant~stic, new dimension to yourAD&Dgame 
with the first ever colleclior~ of AD&D figures recognised and 
approved by the game originators. These 25mm high white metal 
stand-up figures, cach mnuldcd with intricate detail of tighiing 
stance, clothitig. wcapoilry, ar~nour and accessories enables you 
to achieve a new level of im.~gin,~tive involvemerif in A N D  arJ :- 
vour oarIicular adv~ntures. 

These characters are available in packs of 10 and 20, costing 
around E3.50 and E6.50 respectively. There is also a special 
AD&D "Adion Art" p ck which contains 12 different figures pLs 
a selection of durable\crilic *aids, a brush and a painting guide. 
With this you can colwr the characters and t k i r  equipment to 

lr own design. The hc~ion Art pack costs around f 6.50. 
prices include VAT. ' % 

from your local ROBO stock- 
Isl. If In dlifIculty,  writ^ l o  
s at TSR Hobbles lUKl Ltd.. 

IB trade marks 8 and 
..sraln dsnotn lhe tr--- 
marks of TSR Hobbles IN., 
Lakm Geneva Wlscon*h 
USR 

iclmml W Brunl 


