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STAR FORCE 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 

25mm Starship crew, plus Aliens. 25p each. 

STARSH IPS 

1110,000th Scale Starships. Complete with 
their own Base from as little as 40p. 

15mm Stardrive Vehicles. From 50p. Also 
in stock: 15mm Tabletop Figures and 
Laserburn Rules for 15mm Wargaming. 

10, Queen Street , Bridlington , Y015,2SF. 
Telephone:0262-70421 

SEND A LARGE S.A.E. FOR MA1 L ORDER 
CATALOGUE 

Open Mon-Sat: 9.30 to 5.30 (closed Thursdays) 
Trade enquiries welcome 

ACCESS AND BARCLAYCARD WELCOME 

VISIT  OUR SHOP FOR ALL YOUR SF = FANTASY - WARGAME NEEDS 
Choose from hundreds of Books, Boardgames, Figures & Fanzines, Scenery & Supplements, Micro's & Monsters, 
Rulebooks & Role-Players, Paints, Dice, Brushes, Zip-Locs, Magazines, Accessories & Supplements! 

@@@@@@@@@@@@@@@@@@&@: 
* Avalon Hill SPI * Games Workshop 
* Judges Gulld * GDW * M a r t ~ a n  Metals 8 NEW! 
* F l y ~ n g  Buffalo TSR * Traveller T A S K  FORCE C~tadel  M ~ n ~ a t u r e s  

63 
* Star Force 300 * WRG * Internat~onal  Team 8 3 R D  R E l C H  Asgard M ~ n ~ a t u r e s  63 
* Chron~cle * Asgard * Arch~ve  8 (Rev~sed E d ~ t ~ o n )  Chron~cle M ~ n ~ a t u r e s  
* Y a q u ~ n t o  * Metagam~ng * H ~ n c h l ~ f f e  GUNSLINGER F A S A  T R A V E L L E R  8 * Runequest * F G U  * Humbrol  F E D E R A T I O N  SPACE Deck Plans 6s 

Ral Patha + Eon * Task Force 8 FINEOUS T R E A S U R Y  IRONCLADS 
" Zocchl * Bellona * Osprey M ~ n ~ a t u r e  Sh~ps  

6s 
* Master Models * Newbury * Ml l l l pu t  a % 
* C~tadel  zJo%o%%@%

22 OXFORD ST. LONDON W1 (IHFLOOR) 
- Near Tottenham Court Rd Tube Stat~on - 
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CRY HAVOC 
"Cry Havoc" deals with individuals, single knights, 
spearmen and others to simulate medieval combat 
in a lifelike and convincing manner. 
2 full colour maps printed on canvas textured board, that 
allow for 10 different terrain configurations to be 
produced. 

228 playing pieces. These are also produced in full 
colour, giving the characters an individuality and life so 

avarraore. ~ o s r  per I often missing from other board games. 

F.1. Dungeon Adventure 
F.2. Savages & Swordsme 
D.A.I. Saxon Army 
D.A.2. Norman Army 

L 

American Civil War . 
U.S.1. Union Infantry 
U.S.2. Confederate Infantry 
U.S.3. Union Cavalry 
U.S.4. Confederate Cavalry 

I I 
- . .-y - 

The revolutionary new playing surface for wargames. Made of high-quality felt - Map 2 
in a range of colours. Felt Hex has a one inch hex grid printed on one side for - CO. 1. Counters 
skirmish or role ~ l a v i n s  sames and it is nlain on the other for sames at Man 2 F n r ~ d  i 

I battalion level etc. 
Felt-Hex can be dt 

< - -  - 

.aped over boxes or books to form a realistic terrain, and 

- "Cry Havoc" 
Mnn 1 

- ... Up Y . V. U". 

Card Warriors 
F 1 n~~nnonn  Adventure. - . . - . - -. .a - - . . . . 

whatever the angle the hex grid is still there. No more role-playing games - F.2. Savages & 
on maps, if you need a hill or valley with hexes you can now have one. The blue - D.A. I .  Saxon Army 
Felt-Hex is a boon for naval wargarners and may be used with the green or sand - D.A.2. h 
to form coast-lines or islands. Deserts and their undulating sand-dunes can - U.S.1. Union Infantry. - 
now be faithfully recreated for the first time. - U.S.2. Confederate Infantry. 

- U.S.3. Union Cav, ' Fold it: For easy storage. Iron it: O n  the plain side for a smart finish. 
I 

- U.S.4. Confederat 
Glue it: Felt-Hex can be glued to itself to  form a larger area. 

W.W.1. Aircraft Drape it: Drape it over books or boxes to  form a landscape. 
Overlap it: Cut Felt-Hex into irregular shapes and lay one piece over another 

to form a complex terrain, with rivers, beaches, etc. 

Felt-Hex i s  available in: Sand, Green, Black and Blue 6ft x 4ft at £7.95. 

Plain felt is available in the same colours as  above. 72 inches wide, sold 
by the metre at £3.75. 

Macrnificent Full Colour W.W.1. aircraft prints. 
~ - u 

Each print measures 12 x 13 inches. Available at £1.75 each, or 
£6.00 for the-set  of 4. 
W.1. Pfalz W.2. Albatross W.3. Bristol W.4. S.E.5. 

In response to  customers requests, we are releasing duplicate Name 

'Cry Havoc' maps and counter sets a s  single items to add to the AArlrocc 

basic game. Each item is available at £2.85 each. I 
I 

- print W.1. . 
- W.2. w s  I 
- W.3. 'r;;; 
- W.4. 

Felt-Hex (one in( ' ' 
- sheets 6ft x 4ft G r  
- sheets 6ft x 4ft Sal 
-- sheets 6ft x 4ft BIL- - sheets 6ft x 4ft Black I 

Plain Felt 72 in wide x metres required. 
- Metres Green 
- Sand 

Blue - 

Now Available 

I Map 1. The Village Map 2. The Crossroads 
Co.1. Cry Havoc Counters 

-- 

I enclose plus 50p extra for postage 
and packaging. O n  the item or items ordered. I 
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'you've Fantasy ü ole 

.... NOW PLAY 
FOR REAL! 

Bring your character to life in our fully 
equipped castle in Cheshire. 

All you would-be Fighters, Magic Users and Thieves etc., 
can now act out your favourite characters for real. 

We at 'Treasure Trap' castle will equip you with realistic 
but safe weapons, armour, costumes and other vital 
equipment to adventure in our castle towers and dungeons. 

We invite you and your friends to pit your wits and skills 
against our Tricks, Traps and 'REALf Monsters whilst 
searching for hidden treasure. 

What do you get for your membership ? 
Weapons Armour Costumes Equipment 
Character Progression Open Seven Days a Week 
Free Use of F.R.P. Room Free Use of Club Room 
Shop Coffee Bar Discount on Weekend Activities 

What do you get in an adventure ? 
A two hour real life fantasy experience, passing through 

specially designed scenarios comprising Monsters, Tricks, 
Traps and Special Effects, co-ordinated by our team of experts. 

How much does all this cost? 
£30 Membership per year 
plus £1 per adventure 

For further information contact 
'Treasure Trap' by  filling in the 
form below:- 

SEND NO MONEY-just  a stamped addressed envelope 

Address 

\ Female 0 Age Sex: Male 0 
Preferred Character Class: Fighter 0 Magic user  0 Thief 0 o t h e r  0 

Favourite F .  R.P. Game 
Post to:-  care^ & Donaldson P.O. Box 130, Chester CHI 1TD. 
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36 HIGH PAVEMENT, 
NOTTINGHAM. 

Trade Orders Welcome 

MFM 
1 DWARF THEIF 
1A DWARF FIGHTER 
4 DWARF CLERIC 
4A DWARF WlTH AXE 
12 ELF FIGHTER 
13 ELF LORD 
21 HALFLING THIEF 
22 HALFLING WARRIOR 
24 HALFLING ARCHER 
25 GNOME 
25A GNOME WlTH SPEAR 

38 THIEF 
42  PALLADIN 18A SKELETON WITH SHIELD 
44  ASGARDIAN 
47 ILLUSIONIST 

l o p  19 ELITE SKELETON 
lop 20 GIANT ORC IN PLATE WITH SWORD l o p  

Monday to Saturday 
56 FALLEN HERO ELF 
5C FALLEN HERO HALFLING 
5D FALLEN HERO WIZARD 

OT Games and Rules by. 
5E FALLEN HERO FIGHTER 

TSR, GDW, Judges, Gu~ld, 
Chaos~um, Metagam~ng, Tabletop UK Mail Order Rates min. 25p 10% to f 10. Orders over f 10 POST FREE. 
Games, Games Workshop Overseas Surface 30%. Orders sent within seven days of reciept 

18 Sydney Street, 

Tel: 0273 698424 

ACORN ATOM 
8K ROM12K RAM - £ 150 + VAT ATARl 400 (16K) -£285 + VAT 

12K ROMl12K RAM - £ 199 +VAT ATARl 800 (16K) -f525 + VAT 

TEXAS TI 9914 (16K) - £242 + VAT VIC 20 - £ 165 + VAT 
VlDEOGENlE(16K)-£289+VAT MZ80B-£960+VAT 
INTELLlVlSlON £199 INC. VAT + SECOND FREE CARTRIDGE I ~ ~ ~ ~ ~,, 

TEXAS TI9914 
Whether you need a computer for playing Asteroids or Adventure I VIC 20 SHARP MZSOK 
games or for more mundane purposes - we have a machine to suit ACORN ATOM 

you. I f  you already have a computer then send for our l i s t s  of I VIDEOGENIE BOARDGAMES 
SHARP MZ-80K SF & FANATSY 1 SHARPMZ-80B WARGAMES 
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15mm MINIAT 

gures photographed on this page are 
from Set 5 :  Aliens 

BOX 4 CITIZENS 
1 Un~formed Offtc~al w ~ t h  Commun~cator 
2 Un~formed O f f ~ c ~ a l  w ~ t h  Auto P~stol 
3 Un~formed O f f ~ c ~ a l  wtth Submach~ne Gun 
4 Nobleman w ~ t h  F o ~ l  
5 Lady In Evening Wear 

6 Adventurer ~n Casual Wear wl th Auto Plstol 6 Merchant of Substance w ~ t h  Snub P~stol 
7 Adventuress ~n Casual Wear wl th Carbtne 7 Young Lady of Good Repute wlth Dagger 
8 Adventurer ~n Casual Wear wl th RAM Grenade Launcher 8 Male C~ttzen wlth Blade 
9 Adventurer ~n Sh~p Dress with Hand Computer 9 Female C ~ t ~ z e n  w ~ t h  Auto Pistol 

10 Adventuress ~n Sh~p Dress wi th Snub P~stol 10 Bus~ness Man wlth Hand Computer 
11 Adventurer ~n Shtp Dress wuth Snub Ptstol 11 Receptton8st wl th Commun~cator 
12 Adventurer ~n Survlval Dressw~th Advanced Combat R ~ f l e  12 Colonlst wlth Assault Rifle 
13 Adventurer tn Survjval Dress wl th Auto P~stol 13 Female Colon~st wnth Body P~stol 
14 Adventuress ~n Survlval Dress w ~ t h  Assault Rifle 14 Con Art~st  wlth Su~tcase 
15 U t ~ l i t y  D r ~ o d  w ~ t h  Work Arms 15 ThugIBouncer w ~ t h  Auto P~stol 
16 Soc~al D r o ~ d  (StewardIL~brary Funct~ons) 16 ThugIBouncer w ~ t h  Shotgun 

17 Assass~n w ~ t h  Grav Belt and Snub P~stol 
18 BeggarlThtef w ~ t h  Dagger 
19 Secur~ty Robot w ~ t h  Laser Arm 
20 Androod Female Companion 

BOX 5 ALIENS 
1 Vargr NobleIMerchant w ~ t h  Gauss R ~ f l e  

2 Low Tech Trooper w ~ t h  Rtfle 2 Vargr Off~cer w ~ t h  Auto Pistol 
3 Low Tech Trooper wlth Llght Mach~ne Gun 3 Vargr Off~cer w ~ t h  Laser Carb~ne 
4 Low Tech Trooper w ~ t h  5cm Mortar Pack and Carb~ne 4 Vargr Crewman wlth Repair Gear 
5 Mid Tech Squad Leader w ~ t h  Advanced Combat Rifle 5 Vargr Crewman with Snub Pistol 
6 Mld Tech Trooper wl th Advanced Combat R ~ f l e  6 Vargr NCO w ~ t h  Gauss R ~ f l e  
7 Mld Tech Trooper wlth L~gh t  Assault Gun 7 Vargr Trooper with Gauss Rtfle 
8 M I ~  Tech Trooper w ~ t h  RAM Grenade Launcher T R A  VEL L ER 8 Vargr Trooper w ~ t h  PGMP-12 
9 Mid Tech Gunner wlth Towed Auto Cannon 9 Aslan TraderlElder w ~ t h  Auto Pistol 

10 Mid Tech Gunner w ~ t h  Towed Auto Cannon TM 10 Aslan Capta~n w ~ t h  Hand Computer 
11 Mid Tech LoaderISpotter w ~ t h  Laser Carb~ne 
12 Mid Tech Aid Man ~ ~ t h  Backpack Each set contains 20 individual ii 2:;:: ~ ~ ~ ~ ~ 1 ~ , ? ~ ~ 2 ?
13 H~gh Tech Squad Leader w ~ t h  Gauss R ~ f l e  13 Aslan Crewman wtth Cutlass and Communicator 
14 Htgh Tech Trooper wl th Gauss Rtfle with a of costume 14 Aslan Trooper wlth Accelerator R ~ f l e  
15 Hlgh Tech Trooper w ~ t h  RAM Grenade Launcher 15 Aslan Trooper w ~ t h  PGMP-12 
16 H~gh Tech Trooper with PGMP-12 and They can be used 

16 Droyne Leader w ~ t h  Auto P~stol and Foil 
17 Droyne Warr~or wlth Dis~ntergrator Plstol 
18 Droyne Techn~c~an w ~ t h  Hand Computer 
19 Droyne WorkerlDronelSport wlth Laser R ~ f l e  
20 Droyne WorkerlDronelSport with Dagger 

s. 
I 

2 Brldge Offlcer In Duty Dress wl th Snub Plstol 
3 Female Br~dge Off~cer In Duty Dress at Ease protect and store the figures in 
4 Merchant Master w ~ t h  Snub Plstol 
5 Ch~ef Eng~neer ~n Duty Dress woth Hand Computer once painted. MAIL  ORDER CHARGES: UK: Please add 
6 Engtneerlng Crewman In Duty Dress wlth Tool Set 10% p&p (M~nimum 25p, post free over 
7 Eng~neer~ng Crewman In Duty Dress w ~ t h  Snub Pistol £2.95 per set £10). OVERSEAS: Please add 33% p&p. 
8 Crewman ~n ~ u t y  Dress wlth Tool Set All orders despatched on the same day. 
9 Crewwornan In Duty Dress w ~ t h  Hand Recorder 

10 Crewman in Duty Dress w ~ t h  Snub Plstol 
11 Crewman in Duty Dress w ~ t h  Cutlass TRADE ENQUIRIES WELCOME. 
12 Med~c in D U ~ V  Dress w ~ t h  Analyser PLEASE NOTE: These Traveller figures 

COMING SOON: The new 3rd Edition 
Citadel Catalogue, featuring all the 
new ranges for 1982. 

COMING SOON 
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An interplanetary AD&D scenario 

R ole-playing games now cover a 
multitude of themes - fantasy, 
science fiction, wild west, sam- 

urai, pirates, gangsters, secret agents, 
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possibly be covered in future re- 
leases by the manufacturers? Any- 
body ti ke to hazard a guess? Or even 
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feel should be covered by a role- 
playing game. 
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THE MAGIC JAR 
by Andy Slack 

The object of this article is to  help games masters to convert 
characters from one role-playing system to another. 

This is often done, for one of the following reasons: changing 
the rules, for example a D&D DM wishing to run his world using 
C&S or RuneQuest; incorporating favourite characters or mon- 
sters from another system; or using a second game system to 
form 'another Plane', for eaxample the D&D DM using Boot Hil l  
or Gamma World as an alternative setting which his players can 
enter by gates, astral travel, etc. 

This article contains tables, which for each commonly used 
type and number of dice gives the percentage chance of rolling 
less than or equal to each number. This can be thought of as 
the equivalent roll on ld100, if that had been used instead of, 
say, 3d6. These can be used to convert a character's charact- 
eristics (aka attributes, abilities, prime requisites) and skills/ 
level, as shown in the examples following the tables. Magic items, 
spells, and psionic abilities are best converted by comparing 
descriptions in the two sets of rules concerned, and picking the 
nearest thing to what the character can currently do. I f  there is 
no equivalent, new rules must bewritten. You must use discretion 
in deciding which characteristic in the old system equates to 
which in the new. 

You should keep copies of the original characters in their 
original system so that they can be changed back for that system 

Table 1. 2d6 
Die Roll 

2 

Table 2. 3d6 
Die Roll 

Table 2a. 3d6+ld100 
Dice Roll P(%) 

16 98.1 5 
17 99.54 
18(01-50) 99.77 
18(51-75) 99.89 
18(76-90) 99.95 
18(91-99) 99.99 
18(100) 100.00 

Table 3.4d6 
Dice Roll P(%) 

4 0.08 
5 0.39 

Table 4. 3dA 
(Note: A is used here 
to denote an average 
[2-3-3-4-4-51 die, as 
opposed to a normal 
[ I  -2-3-4-5-61 die.) 
Die Roll PI%) 

6 0.46 
7 3.24 

Table 5. ld20 
Die Roll 

1 

Table 5a. ld20+ld20 
Dice Roll PI%) 

Table 6. 2d10 
Dice Roll 

2 
3 
4 
5 
6 
7 
8 
9 

10 
11 
12 
13 
14 
15 
16 
17 
18 
19 
20 

Table 6a. 2dIO+ld20 
Dice Roll PP%) 

18 97.00 
19 99.00 
20(1-12) 99.60 
20(13-16) 99.80 
20(17-19) 99.95 
20(20) 100.00 

Table 7. ld100 
No table is included 
for Id100 to  conserve 
space; for Id100 rolls, 
the dice roll is equal 
to the P(%) value. 

or to be reconverted to another system to avoid cumulative errors. 

EXAMPLES 
1. En Garde! to Advanced Dungeons & Dragons 
Andre Vallon has a strength of 13, a constitution of 13, and 
consequently an endurance of 169. His expertise with his fav- 
ourite weapon, the cutlass, i s  14. By dint of some not entirely 
legal operations he has acquired a social status of 15. 

Examining En Garde! we find that strength, constitution 
and expertise are diced on 3d6. This will make the conversion 
fairly easy, since D&D also uses 3d6. Thus Monsieur Vallon's 
strength and constitution remain unchanged. We note that his 
social status serves roughly the same function as D&D charisma, 
and since it has a range not far removed from the 3-18 required, 
we decree that his charisma is now 15. Finally for the charact- 
eristics, we decide that experise with the weapons of the period 
is largely a matter of dexterity since little armour isworn, though 
we would be on safer ground had he preferred the rapier; thus 
his dexterity becomes 14. This leaves us with his intelligence 
and wisdom to dice up from scratch. 

Now, what of his class and level? Class first; Andre is  ob- 
viously some kind of fighting man. His social background argues 
against him being a paladin (too honest) or a ranger (too unciv- 
ilised), so we make him a fighter. 

As to his level, that requires some thought. Expertise affects 
the speed of his fighting in En Garde! but attack is a matter of 
writing orders, not rolling dice. We decide arbitrarily that the 
closest thing to this in D&D will be his hit probability, since it 
looks like the easiest way out. Looking at the 3d6 table, we see 
that 14 i s  equivalent to 90.74%. D&D uses 5% increments since 
combat is by Id20 rolls, so we'll call this 90%. Further, most of 
Andre's opponents will not have worn much in the way of 
armour, so let's say he is accustomed to striking at AC 10. So, 
we declare him to have a 90% chance of a hit against AC 10. 
Now, this means there is a 10% chance (100-90) that he does 
not hit, which on the Id20 table is  a roll of 1 or 2 (since 10% i s  
the chance of rolling a 2 or less on ld20). So our man hits AC 10 
if he rolls 3 or higher. We decree that the closest thing to a cut- 
lass in AD&D i s  a broadsword; this has a +2 adjustment against 
AC 10, so without his broadsword on the combat tables Andre 
really needs a 5 to hit AC 10. Looking a t  the DMG tables, since 
there is no 5 to hit AC 10 by a fighter, he could be either 5th- 
6th (a 6 to hit) or 7th-8th (a 4 to hit). Let's try another angle. 

A 0th level fighter hits on an 11 or higher. Therefore he 
misses on a 10 or less against AC 10. Since the chance of rolling 
10 or less on Id20 is  50% (from the table) the chance of a hit is 
(100-50) = 50%. Andre has, we recall, a 90% chance; this is a 
40% bonus. Ah, but 10% of that was due to the weapon, so it's 
really only a 30% bonus. 

In rising from 0th to 10th level, a fighter's hit prob rises from 
50% (1 1) to 95% (2 to hit). A bonus of 45% over 10 levels; so 
on average about 5% per level. 30%/5% = 6, so we can call Mon- 
sieur Vallon a 6th level fighter. This is as far asthe figures can take 
it, so the rest, as they say, i s  left as an exercise for the student. 

2. Spacequest to Traveller 
'Handbrake' Palmerston is  a spacer, whose family are city-level 
merchants. He has the following characteristics: Physical power 
12, coordination 14, speed 18, vitality 8, psi 10, 10 15,empathy 
4. He has many skills, but for illustrative purposes we will con- 
sider only Astrogation, Contact Xenology, and Hand Blaster. 
Astrogation is  a skill which a Spacequest character either has or 
doesn't have; Contact Xenology 'Handbrake' has learnt to 84% 
in a desperate attempt to counter his abysmal empathy, and in 
case that doesn't work he has Hand Blaster -3. Due to abilities 
and experience he has acquired a +3 spacer bonus. 

The obvious equivalent career for this character is the Mer- 
chants. His age is not really important in either system, so we 
will ignore it. Physical power equates to strength; a figure of 12 



translates to a P(%) of 74.07 on 3d6. The closest thing on 2d6 is 
72.22, which gives a strength of 8. Dexterity in Spacequest 
i s  split into two forms, coordination and speed. So we will take 
the average of their values and convert that. (14 + 18)/2 = 16, 
which on 3d6 has a P(%) of 98.15. The closest P(%) on 2d6 is 
97.22, yielding a dexterity of 11. Vitality equates to endurance, 
and by the same method an 8 becomes a 5. 10 15 becomes int- 
elligence 11. Empathy does not translate, but we can see that 
'Handbrake' i s  not going to be a cheerful or friendly character. 
Psi we can use as psionic strength; 10 becomes a 7, and is  then 
reduced to 6 because there is  always a DM of at least -1 on 
human psionic strength in Traveller. We'll be generous and 
ignore aging, but note that for each four years of play under 
Traveller rules the psi strength will drop by one unless 'Hand- 
brake' gets himself trained. 

We also need an education. We know Palmerston has been to 
the space academy, which we assume to  be about as common 
and tough as a university course, and that he graduated to enter 
the game. We happen to know that about 8% of the population 
in real life go to college, and about 3% graduate, so he must 
have 'rolled' a P(%) of 97 for his education (100-3), which gives 
him education 11. 

The last characteristic is social standing; we decide arbitrarily 
that a chap whose family run an entire city must have a t  least 
10 for this. So his UPP i s  8B5BBA. 

The closest thing to Contact Xenology for a Traveller Merchant 
would be Streetwise skill. Ignoring penalties for that atrocious 
empathy, Palmerston has an 84% chance of success. To succeed 
in Spacequest he rolls under this on ld100; to succeed in Trav- 
eller he'll roll some number or higher on 2d6. Streetwise adds 
+I per level to a base 8+ for success. 

An 84% chance of success means a (100 - 84) = 16% chance 
of failure. So on 2d6, i f  he rolls 4 or less (from Table 1, P(%) 
for 4 i s  16.67) he fails. Therefore on a 5+ he succeeds.Therefore 
his skill level i s  (8 - 5) = 3. So Contact Xenology 84% has be- 
come Streetwise-3. 

Astrogation covers Pilot and Navigation, so we will assign 
equal levels in each, each half the spacer bonus since Astrogation 
is  a skill either known or not known, with no stated bonus. The 
spacer bonus is +3; since Palmerston is  established from earlier 
play as a character who is a better pilot than navigator, we give 
him Pilot-2 and Navigation-I, rather than Pilot-1% and Navig-1%. 

We finally decree that Hand Blaster3 is equivalent to  Auto 
Pistol-3. 

3. AD&D to C&S 
Let us consider the D&D fighter Axe, who has 18(100) strength, 

4 intelligence, 12 charisma, constitution 14, wisdom 7, and dex- 
terity 10. He is  8th level, and has acquired a set of +I plate mail 
and a +3 axe, which he uses two-handed. We will need tables 2, 
2a, and 5. 

First, that amazing strength. This i s  the highest possible in one 
system, so it must be the highest possible in.the other: 20(20). 
The intelligence of 4 on 3d6 has a P(%) of 1.85, clearly a 1 on' 
Id20 [5 or lower P(%)]. Wisdom 7 has a P(%) of 16.20, which 
translates to a 3 in C&S. This would reduce Axe's intelligence, 
but it i s  already the lowest possible. Dexterity 10 is still a dex- 
terity 10, since it has a P(%) of 50.00 in both systems. Con- 
stitution 14 has a P(%) of 90.74, so it becomes an 18, easily 
enough to support a 20(20) strength. Charisma is  diced in D&D, 
calculated in C&S; we assume that this is the equivalent of C&S 
appearance and bardic voice, so since a charisma of 12 hasa P(%) 
of 74.07, we will allow Axe bardic voice and appearance both 
equal to 15. 

Since C&S is an environment of greater hostility than D&D, 
we'll allow him to keep his +I plate and +3 axe. The plate will 
in any case be a mixed blessing as people will assume anyone in 
that much armour must be worth a fair ransom . . . 

Now to his level. An 8th level fighter requires a 4 on Id20 
to hit an AC 10 opponent; from the standard 0th level 11 to 
hit, this i s  a bonus of (1 1 - 4) x 5% or 35%. From Axe's new 
characteristics, we can determine his, base PCF, which will give 
us his % bonus, and from the amount by which we had to in- 
crease his PCF we can deduce his level as a C&S fighting man. 
Another exercise for the interested student. 

4. Spacefarers to Traveller 
A fairly easy conversion; since skills are either known or not- 
known, we will translate each one as an equivalent level-I skill. 
Combat ability covers strength, dexterity, and endurance; 
initiative covers dexterity and intelligence. Education and social 
standing are diced from scratch. 

Consider a character of combat ability 15 and initiative 12. 
15 on 3d6 has a P(%) of 95.37; this i s  I I on 2d6, so we award 
our character 11 strength and endurance. 12 on 3d6 becomes 8 
on 2d6, so his intelligence becomes 8. Since dexterity is affected 
by both, we take the average figure of (1 5 + 12)/2 = 13.5, which 
rounds to 14; P(%) = 90.74 which is 10 on 2d6. 

The character is a Trained Soldier.and has Jet Pack skill. 
From the description of Trained Soldier, we see that a basic 
Traveller character already fills the specification due to his 
expertise-% in all weapons. The closest thing to Jet Pack skill in 
Traveller i s  probably VaccSuit,since it subsumes the use of space- 
suit rocket packs. So the character i s  awarded Vacc Suit-1.. 







OPEN B O X  

In Open Box, Science Fiction and Fantasy 
games and rulebookscurrently in the shops 
are reviewed by independent authorities. 

TSR Hobbies Inc. f 8.50 
This is  the latest offering from TSR, the 
fifth weighty tome in the AD&D range. 
It is essentially a second Monster Manual 
with the intention of 'extending the range 
of creatures available for AD&D and to 
collect all the newcomers in one volume 
for easy reference', which it certainly 
does, covering over 150 new 'things'. 

The Fiend Folio format i s  identical to 
that of the MM, clearly and succinctly 
defining the various specifications and 
abilities of the monsters. Similarly, it 
i s  excellently presented, in a nicely illus- 
trated, durable, hardback cover, and a 
well produced interior, with i t s  contents 
accompanied by high quality drawings. 
In fact, it's better than the MM in this 
respect. 

The main difference i s  that the MM 
was solely a TSRIUSA product whilst the 
bulk of FF monsters come from British 
contributors, who are all acknowledged in 
the index. Indeed, many of the contents 
come from White Dwarf's t iend Factory 
files, about a fifth of which have already 
cropped up in White Dwarf as far back as 
Issue 2. The illustrations are mostly Brit- 
ish, some of which have also appeared in 
WD. 

Certain niches and corners of the MM 
are filled out by the Fiend Folio, like 
the giant bat, which seems an obvious 
choice for D&D, the death dog (rumoured 
to be a descendant of Cerberus), the 
demon queen of spiders (which often 
appears in fantasy literature), a new devil, 
the elemental princes of evil, and the 
Drow, who figure prominently in a num- 
ber of TSR dungeon modules. 

The FF contains a very good selection 
of original ideas, sometimes revolting, like 
the penanggallon, a strictly feminine vam- 

pire, trailing steaming and vile smelling 
viscera as its head hunts for victims at 
night. Some are especially inspiring, like 
the caterwaul, such an agile and vicious 
predator that it can attack several times a 
round and avoid almost everything players 
will try to hit it with; the death knight, 
a kind of evil'paladin; the revenant, re- 
turning from the dead through will power 
alone to wreak revenge on i t s  slayer, and 
skeleton warriors, beings similar to 
Tolkein's ringwraiths. 

Also included in the Fiend Folio are 
random encounter tables for dungeons, 
outdoors and the Astral and Ethereal 
Planes. These combine MM and FF crea- 
tures to give new encounter tables super- 
seding those in the DMG, but to be used 
in the same way. Thus the Fiend Folio 
slips nicely into place as a MonsterManual 
extension. 

For those DMs and players who are 
jaded with the usual AD&D monsters this 
is a must for new, easy reference material. 
For those who don't possess tlre MM, the 
FF often refers you to this work but, 
whilst advantageous, it is not essential to 
own it. 
Overall: 8 Jamie Thomson 

lCBr/l 
Mayfair Games Inc - £3.95 

ICBM i s  an educational but dangerous 
game. I t  i s  easy to play; the rules are laid 
out precisely and clearly, and it only needs 
a single read-through to master. Perhaps 
as a result it is  rather simplistic: all you 
do is  activate the missiles, direct them to- 
wards their targets, take potshots a t  enemy 
missiles with your ABMs, and watch the 
pretty fireworks. After the first couple of 
rounds it becomes merely routine, al- 
though the game isn't long enough to be- 
come boring. The most fun is setting up 
the missile bases before the game proper 
starts. In fact, there are really only four 
important things to think about: placing 
of missile-bases, order of activation, 
placing of ABMs, and allocation of ABM 
rounds. Most of this takes place before 
the playing really starts; after that the 
rules more or less take over, as if the play- 

ers were just helping the game to play 
itself. 

More interesting than the game itself 
are i t s  implications. In one game the US 
player won a 'decisive victory' - even 
though all of his cities had been wiped 
out several times over! This i s  the educat- 
ional side - it shows just how devastating 
nuclear war would be (as if we don't al- 
ready know!) As for the game playing it- 
self, with players as spectators - perhaps 
that's not so far off the truth, either. 

But the game has political overtones, 
too - and these are the dangerous part. 
An American game aimed a t  Americans, 
it tends to suggest that the nuclear force 
of the US i s  not strong enough. One tends 
to feel that the game is weighted in favour 
of the USSR: for example, the Russians 
have more missiles, some of which have 
greater range and power than those of the 
US. An optional rule allows the Russians 
to activate fourteen missiles in the first 
round to the Us's twelve; the USSR 
always has the edge on the number of 
missiles that can be activated. Another 
optional rule -which the designers admit 
has not been playtested - gives the USSR 
twenty ABM rounds to start with, while 
the US receives only two; as if this isn't 
enough, the USSR also gets to start. 

This may or may not be realistic. As a 
game it is unsatisfactory: claiming victory 
i s  academic when your country has been 
wiped out. And for US buyers it may well 
have the effect of endorsing Reagan's arms 
build-up, encouraging players unknowing- 
ly to support escalation. 
Overall: 4 Michael Polling 

THE LEY SECTOR 
Judges Guild - £ 3.50 

The Ley Sector is an area of space in the 
Traveller universe to trailing ofthe Imperial 
core. 

The package consists of a 32 page guide- 
book, and a 25 x 18" map of the sector 
as a whole; this can prove useful during a 
game, as flicking through endless pages of 
subsectors is frustrating when you're try- 
ing to find the nearest Jump route from 
Kzimus to Famarine in a hurry! The map 
defines spatial boundaries, Jump routes, 
and X-boat routes. One thing missing 
from the map is the names of the worlds 
in question; you have to go back to the 
guide book to find out what the name of 
the planet you've misjumped to is. The 
large star map is  useful but requires in- 
timate knowledge of the area, or at least 
Streetwise-5 to find your way around. 

The reverse of the map pictures eight 
geodesic maps of key planets in the sector, 
one error I noticed here was that the tech 
level was missing from the characteristic 
strings printed underneath. A paragraph 
of information is also given for each planet. 

The guidebook contains details of the 
16 subsectors and their world character- 
istics, and also historical library data. 



d O P E N  B O X  
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across). I f  it were not for this system I 
could not recommend the booklet to ex- 
pert Traveller players, but this movement 
system is a rules addition that has long 
been required, and should have been in 
the basic rules set. The adventure is how- 
ever a good one for novice Traveller play- 
ers and referees, and is one of the few 
capable of being played solitaire without 
advanced schizophrenia being necessary. 

Library Data (A-M) i s  cleared for play- 
ers as well as referees use; the material is 
deliberately chosen so as not to  give away 
any information which might compromise 
the referees' moderation of official GDW 
adventures. The avowed intention is  t o  
provide and promote a consistent under- 
standing of the official GDW Traveller 
campaign ethos. 

Information is  in the form of both 
normal library data entries and a series of 

i essays on specific subjects: the basis of the 

1 lmperium and its neighbours; the Solo- 
mani; Megacorporations; the Emperors 
List. A standard map of the lmperium is  
also included. Much of this material has 

rather bland encounter tables which appeared before in various Traveller pub- 
stretch a little too thinly over 41 1 worlds! lications, though some of it i s  new: I found 
They would be suitable for one world at the piece on Megacorporations of the 
the most. lmperium to be most interesting. 

The Ley Sector is useful to those We are promised that Supplement 10 
people wishing to expand the known will complete Library Data by providing 
Imperium, but the standard of Judges entries for N-Z plus further essays: it is 
Guild has dropped despite less typos. disappointing that the two could not have 
Overall: 6 T D Graver been issued simultaneously especially as 

some entries are cross-referenced to  items 
in the second volume. Nevertheless, this 
is an im~or tant  reference work for all 

UNDEAD 
Steve Jackson Games - f 2.50 

This minigame i s  produced in a low cost 
format, and has a correspondingly low 
price tag. It comes packaged in a reseal- 
able polythene bag containing the rules, a 
thin card counter sheet and a large sheet 
of glossy paper which comprises the maps 
and ready reference sheet. In  all not a 
particularly hard wearing game. 

It is based on the novel Dracula by 
Bram Stoker and represents the hunt for 
the Count through the London of the 
1890's by Professor van Helsing and his 
companions. Undead i s  very much a game 
of detection and deception rather than 
being combat orientated. Combat does, 
however, occur and the results are crucial 
to the outcome of the qame, although - .  

,,4AROONEDIMAROONED ALONE Traveller 'players and referees who use the the actual time spent resolving combat 
official Travellercampaign asabackground is small compared to  the time taken up 

(Traveller Double Adventure 4) for their adventures. by the deadly game of hide and seek that 
Game Designers' Workshop -. f 2.50 As to  the overall feelings on these goes on around them. 
LIBRARY DATA (A-M) booklets, I do not think they reach the This is really a game which needs an 
(Traveller Supplement 8) high standard GDW themselves have set in umpire and although a two player game i s  
Game Designers' Workshop - f 1.95 earlier works. It may be that this is inevit- quite enjoyable it is definitely at i t s  best 

able as the volume of material grows. For with three or more players. When more 
Two further booklets have recently been less experienced Traveller players these than two players are involved one takes 
released for the Traveller game system. booklets are.of much more use - indeed the role of the villainous Count, a second 
Both are 48 pages long in the standard A5 Marooned/Marooned Alone would make acts as GM and the remainder play the 
Traveller format. Neither is a wholly new an excellent first adventure purchase, and vampire hunters. The game uses an alter- 
departure in Traveller play aids - both Library Data collects together material native movement system which is  admir- 
continue existing series of material for they probably do not have in another ably suited to  i t s  subject; the vampire and 
referees and players (Supplement 8) and form. I have therefore provided two rat- his minions moving by night and the hun- 
for referees only (Double Adventure 4). ings to  reflect these comments. ters by day. The rules are well written 
Marooned/Marooned Alone deals with MaroonedfMarooned Alone and clearly explained with plenty of ex- 
the attempt to reach civilization after Overall: Novice 10, Expert 9 amples illustrating the method of play. 
landing a crippled lifeboat in the midst of Library Data (A-M) The combat system is  very simple, fast 
a vast wilderness area. This basic plot is Overall: Novice 9, Expert 7 and flowing, but for some reason uses a 
complicated by a number of other con- Bob McWilliams square, rather than the more usual rect- 
siderations, which also suggest directions , angular grid to  regulate movement. 
in which the situation may be developed The quality of the artwork is good - 
further. I should make it quite clear that the map of London, circa 1890, being 
this i s  not a double adventure in the usual particularly attractive and the counters 
sense, with two distinct situations. The are clearly and brightly printed. 
'double' part of the title refers to  two '. On the whole this is quite an enjoyable 
different methods of using the same mat- game, probably best played with a num- 
erial with a party of adventurers in one ber of people and also quite good value 
form and a solitary player-character in for money. I t s  main drawbacks are that 
the other. play can seem a little slow at times and 

The main innovation is - at last - the certain aspects of the rules require a lot 
inclusion of rules and relevantexplanations of imaginative creation on the part of the 
for surface movement expressed in terms GM (although this does not affect play- 
of the portion of a hex moved in a week ability). 
(hexes in this cage being 1043 kilometres Overall: 8 Rob Hugget 



C H A R A C T E R  C O N J U R I N G  

R SMITHS 
by Roger E Moore 

A subclass of the fighter, with special manufacturing and spell 
capabilities. 

War smiths are the makers of armour, shields, and weapons of 
war, as well as locks, tools, and other useful items. Theyworship 
the gods who oversee inventiveness and craftsmanship, and hold 
holy the creative power of fire as represented by the forge. The 
hammer is their symbol of power and skill; it is used as a holy 
symbol and material component in many of their spells, and is 
used with great effectiveness on the battlefield. 

Only humans, dwarves, and gnomes may become war smiths. 
Dwarves may progress to 9th level and gnomes to 6th level pro- 
viding they have strengths of 18; dwarves with strengths of 17+ 
may go to 8th level, and dwarves and gnomes of lesser strengths 
can achieve a maximum of 7th and 5th level, respectively. 
Humans may progress without limit. This class cannot be mixed 
with any other character class by non-humans, but dwarf and 
gnome war smithlclerics can, at the DM'S option, be used as 
player characters. Humans can, however, s t a r t  as war smiths and 
later switch to a second class (excluding the fighter class and sub- 
classes) or switch to the war smith class from an initial non-fighter 
class. Most often humans will combine the war smith class with 
the magic-user or clerical classes, in order to manufacture their 
own magical items. 

Those desiring to become war smiths must have a strength 
and constitution of 14+, wisdom of 12+, and an intelligence and 
dexterity of 9+. I f  strength, wisdom, and constitution scores 
equal or exceed 16, that character gains a +lo% bonus on earned 
experience. War smiths are usually Neutral, but may be Neutral 
Good, Neutral Evil, Lawful Neutral, or Chaotic Neutral. War 
smiths gain constitution bonuses as per the fighter class. 

Skills and Abilities 
War smiths are highly skilled metal-workers, familiarwith leather- 
working, carpentry, and tailoring. This background makes the 
war smith exceptionally competent at smithy-work, armour-craft, 
and weapon making. Given the proper tools, work facilities, and 
a minimum amount of aid from one or two unskilled assistants, 
a war smith can make any type of armour, shields, or helmets in 
the times noted on p29 in the Dungeon Masters Guide. Dwarven 
war smiths are able to make any of the listed armours twice as 
fast as humans, and gnomish war smiths are one and a half times 
as fast as humans. 

Weapons are created by war smiths at the rates listed on p30 
and p34 of the Dungeon Masters Guide, provided the proper 
materials, tools, and work areas are available. No other assistance 
is  needed in weapon-making. War smiths make scabbards and 
sheaths at the same time they make weapons. Dwarves make 
listed weapons in one-third of the time a human can and gnomes 
make them in half the time a human can (the manufacturing 
times listed in the DMG are all human times). 

As war smiths increase in levels, the quality of their manu- 
factured items increases as well. From 6th level onwards, they 
can make items capable of magical enchantment, taking twice as 
long to do so. At.lOth level, a war smith may manufacture items 
of such quality that armour and shields work like +I armour 
and +I shields in all respects, and weapons become +I to hit and 
damage. To make these items, the war smith must take five times 
as long as normal, and must use iron and steel of the highest 
grade. Notice that a +I sword created in this way would still not 
harm lycanthropes or gargoyles, as it is not magical. At 15th 
level and above, war smiths can manufacture non-magical armour, 
shields, and weapons of +2 quality, though this takes ten times 
as long as normal to  do. 

From the 2nd level onward, war smiths are able to  manu- 
facture locks of various sorts. D4+1 days are normally required 
to make a lock, depending upon complexity and purpose. A 

lock may be constructed as part of a door, wall, window, or 
chest, or as a separate item. Extra time may be spent working 
on a lock, making it harder to be picked without the proper key. 
Far each level over the 2nd, a war smith may work an extra day 
.in this manner on a lock. Each day of extra labour subtracts 5% 
from the chance to pick that lock. Magical spells and items that 
open locks (like knock and the Chime of Opening) will function 
in any case as the lock is not magically protected. For example, 
a 5th level war smith decides to fashion a new lock for his 
strongbox. This work would normally take (here the d4+1 is  
generated) 2 days, but he doesn't like thieves so he spends 3 
days more to further refine and complicate the locking mech- 
anism. This produces a -15% penalty on a thief's lockpicking 
ability. War smiths themselves, from their familiarity with lock- 
making, can pick locks from the 2nd level up as a thief one level 
below them in ability. This ability is also subject to penalties for 
locks made by other war smiths. All appropriate racial and dex- 
terity bonuses for picking locks as outlined in the Players Hand- 
book apply to war smiths. 

War smiths of the 5th level and above have a chance of ident- 
ifying magical armour, shields, and weapons. This identification 
process takes 6-36 turns (1-6 hours) of uninterrupted study per 
item. At  5th level there is  a 5% chance of correctly identifying a 
magical item; this chance improves 5% per level thereafter until 
95% accuracy ( a t  23rd level) i s  reached. Note that this score 
must be rolled by the DM, and if the war smith fails to correctly 
identify an item, assume a 20% chance of falsely identifying an 
item, and an 80% chance of coming to no conclusion about the 
item at all. Only one attempt may be made to identify an item. 
Magical scrolls, rings, potions, wands, staves, rods, artifacts, and 
miscellaneous magic items cannot be identified by war smiths. 

Weapons, Combat and Armour 
War smiths are initially proficient with two weapons. Though 
they are able to use any sort of weapon, one of the weapons 
learned at 1st level must be a warhammer. An additional weapon 
i s  gained with every three levels of experience (at the 4th, 7th, 
loth, etc). The non-proficiency penalty for using a weapon is 
-2 to hit. They attack and save using the fighter's tables. Oil may 
be used as a weapon, but only evil war smiths will use poison. 

Because they use it so frequently in metalworking, war 
smiths gain a +I bonus to  hit with the warhammer for every 
four levels of experience they have; 1st through 4th levels have 
a +I bonus to hit, 5th through 8th levels have a +2, and so on. 

From the 1st to  7th levels, war smiths attack once per round. 
War smiths of 8th through 14th levels attack three times every 
two rounds, and from the 15th level up may attack twice per 
round. These attacks apply only to thrusting or striking weapons. 
Against opponents with less than one hit dice, they attack once 
per round per level of experieince they have. 

Armour and shields are used as per fighters. However, a war 
smith may only cast spells while wearing leather armour or none 
at all but certain spells will improve armour class. 

War smiths may use magical items as per fighters. 
Deities 
A war smith's deity may be at most one alignment step removed 
from the war smith; for example, a Lawful Neutral war smith 
could worship a Lawful Good, Lawful Evil, Lawful Neutral, or 
Neutral deity only. Should there be a change of alignment, he 
or she becomes a normal fighter in all respects, though with a 
war smith's hit dice if the change occured after the 4th level. A 
return to war smith status is  possible if the new alignment allows, 
or if the former alignment i s  achieved again, but a quest and a 
considerable sacrifice will be involved. 

Spells 
War smiths are able to cast spells that they receive from daily 
prayer to their deities as a cleric would. War smiths receive their 
first spells a t  5th level and gain more and more powerful spells 
a t  higher levels. Bonuses in the form of extra spells are given to  
war smiths with exceptional wisdom, as per the Players Hand- 
book, p l  I. 

War smiths may be allowed to research and develop new spells, 



but all should be similar in philosophy to those listed and be of 
reasonable power. No spells higher than 5th level may be learned 
or developed. 

SPELL TABLE 

1st Level 
Affect normal fires (M) 
Armour I 
Cure burns 
Detect magic (Dl * 
Protection from normal fire 

2nd Level 
Armour I1 
Flame arrow (M) * 
Heat metal (Dl * 
Produce flame (D) * 
Resist fire (C) * 

3rd Level 
Armour 111 
Firehammer 
Flameblade 
Protection from fire (D) * 

4th Level 
Armour I V 
Fire charm (M) * 
Produce fire (D) * 

5th Level 
Armour extension 
Flame strike (C) * 
Wall of fire (D) * 

Spells similar to those in the Players Handbook are followed by 
a letter; (C) is clerical, (Dj i s  druidic, and (M) is magic-user. 
Those spells marked by an asterisk (*) have been altered so that 
only the war smith's hammer need by used as a material com- 
ponent which will not be destroyed in casting the spells. 

Armour I (Alteration) 
Range: Touch Components: V, S 
Duration: 3 turns/level Casting Time: I  round 
Area of Effect: Person touched Saving Throw: None 
This spell confers AC6 on the recipient. This will not work in 
conjunction with the wearing of any armour other than padded 
or leather, or magical armour of any sort, including leather. 
However, rings of protection and the like (excluding bracers of 
defense) and dexterity bonuses will function. 
Cure Burns (Necromantic) 
Range: Touch Components: V, S, M 
Duration: Permanent Casting Time: 4 segments 
Area of Effect: Person touched Saving Throw: None 
This spell i s  similar to the clerical spell cure light wounds, but 
will only cure wounds caused by fire, steam, or high temper- 
atures. Wounds made by fire based magic may be cured. Cure 
burns restores 1-8 hit points. This spell cannot be reversed. For 
each level above the I s t ,  one extra point of damage may be 
cured; thus at 8th level, a war smith may cure ld8+7 points of 
burn injuries with this spell. 
Protection from Normal Fire (Abjuration) 
Range: Touch Components: V, S, M 
Duration: I turn +I turn/level Casting Time: 3 segments 
Area of Effect: Person touched Saving Throw: None 
The recipient will be able to work comfortably in temperatures 
up to the boiling point of water, and if exposed to open flame 
will take only one point of damage per round if the flame does 
less than or equal to 6 points per round. Half damage will be 
taken from exposure to hotter fires. This spell affords no pro- 
tection from magical fires. 
Armour II (Alteration) 
As armour I in all respects, except that it protects as AC4. 
Armour Ill (Alteration) 
As armour I in all respects, except that it protects as AC2. 
Armour I V  (Alteration) 
As armour 1 in all respects, except that i t  protects as ACO. 
Firehammer (Conjuration/Summoning) 
Range: Touch Components: V, S, M 
Duration : 4- 10 rounds, + I  Casting Time: 4 segments 

round/level (or less) 
Area of Effect: Hammertouched Saving Throw: None 
When cast upon a hammer, flames will radiate in a 3"-6" diameter 
from the hammerhead, giving off light equal to a clerical light 
spell. The wielder of the hammer, who must have been holding 
the hammer at the moment it was touched by the spell-caster 
will not. be affected by the flames and hislher possessions carried 
at the time, will similarly be immune. The hammer will do an 
extra 1-4 points of fire damage in combat and gains a bonus of 
+I to hit, in addition to any magical plusses the hammer may 

have. The hammer may be thrown but will lose the firehammer 
enchantment one round after leaving the user's hand. Magical or 
normal hammers will not be harmed in any way by this spell. 
Flameblade (ConjurationISummoning) 
Range: Touch Components: V, S, M 
Duration: 2-5 rounds, +I Casting Time: 4 segments 

roundh'evel 
Area of Effect: Weapon touched Saving Throw: None 
This spell confers the bonuses to hit and damage as a Flame- 
tongue sword possesses, upon a non-magical sword, scimitar, 
or dagger. The weapon will not be harmed by use of this spell. 
The weapon will shed light equal to a normal torch. 
Armour Extension (Alteration) 
Range: 0 Components: V, S, M 
Duration: Special Casting Time: 4 segments 
Area of Effect: Special Saving Throw: None 
This spell, when cast immediately after one of the armour spells, 
will double the duration of that spell if it was applied to the war 
smith only. 

SPELLS USABLE BY CLASS AND LEVEL 
Spell Level 

War smith Level 1 2 3 4 5 
5 I - - - -  13 4 4 2 2 -  
6 2 -  - - - 14 4 4 3 3 -  
7 2 1 - - -  15 4 4 3 3 1  
8 2 2 -  - - 16 4 4 4 3 2  
9 2 2 1 - -  17 4 4 4 4 3  

10 3 2  1 - - 18 5 4 4 4 4  
11 3 2 2 1 -  19 5 5 5 4 4  
12 4 3 2 1 -  20, 5 5 5 5 5  

* Maximum spell ability level. 

WAR SMITHS (FIGHTER) TABLE 
Experience Level Hit Dice Title 

0-2250 1 Id10 Blacksmith 
2251 -4500 2 2d10 Locksmith 
4501 -9000 3 3d10 Ironworker 
9001-18000 4 4d10 Toolmaster 

18001 -36000 5 4d 10+l d8 Flamemaster 
36001 -75000 6 4d 10+2d8 Craftsman 
75001 -1 50000 7 4d 1 0+3d8 Forger 

150001 -300000 8 4d 1 0+4d8 Deviser 
30000 1-600000 9 4d 10+5d8 Art if icer 
600001 -900000 10 4d 10+6d8 War Smith 
900001-1 200000 1 1 4d10+6d8+2 War Smith 

( I  l t h  level) 
1200001-1500000 12 4d10+6d8+4 War Smith 

(1 2th level) 
300000 experience points per level thereafter. War smiths gain 
2HP per level after the 10th. 
Henchmen and Hirelings 
Hirelings may be taken on by a war smith of any level, though 
they will not hire armourers, smiths, weapon-makers, and the 
like. Henchmen may be taken on at any level, with theexclusion 
of assassins, bards, and monks. Other war smiths may be taken 
on as henchmen, and may assist in the making of weapons and 
armour. War smiths do not norr,ially establish castles preferring 
to take service at existing castles, unless adventuring. 



Although designed for Traveller, this system could be converted to any other RPG. 
Whenever any character i s  wounded, it i s  advantageous to discover the location of the 

wound, so that any special effects (eg blindness, broken bones, etc) can be determined 
and to increase the role-playing atmosphere. (Note: only the damage multiplier need 
be determined for non-player characters.) 

GENERAL AREAS OF WOUNDING 
To find the general area where wounding occurs, roll two six-sided dice: 

Die Special Notes: 
Roll Location A: If the victim is  unable to retaliate and 

2 - Left Arm the attacker i s  a t  Close or Short range, he 
3 - Left Leg may choose exactly (on this and any sub- 
4 - Head sequent table) where the wound occurs, 
5 - Chest but he may not affect any die roll for 
6 - Lower Torso damage. 
7 - Chest B: Any person firing, or throwing, a missile 
8 - Lower Torso weapon may elect to aim. A DM of -3 is  
9 - Chest imposed to hit. I f  a hit is scored, then the 

10 - Right Leg general area (only) may be chosen. The 
1 1 - Left Leg choice should be stated before the dice 
12 - RightArm are thrown. 

WEAPON TYPES 
In addition to doing different amounts of damage, weapons also do different types of 
damage. There are ten basic weapon types: 

1: Bullet: Weapons which propel a metal bullet at high velocity and cause damage on 
impact by kinetic energy. Mainly low tech guns. 

2: Energy: Weapons which fire either high energy bolts or project beams of super- 
heated hydrogen (plasma). Both cause thermal and kinetic energy damage. 

3: Pellet: Weapons which fire a large number of small (3mm or less) projectiles causing 
a number of small wounds instead of one large one. The pellets are usually metal. 

4: Blade: These are flat-bladed cutting weapons with at least one sharpedge including 
some throwing weapons, eg boomerang. They are not always made out of metal, 
eg pottery, plastic, even a blade of super-heated plasma. 

5: Thrusting: Pointed weapons used to pierce the skin, sometimes mounted on poles or 
even fired. They have a hardened point. 

6: Blunt: Melee weapons which do not pierce the skin but cause damage with a clubbing 
action, eg cudgels, clubs, crowbars, etc. 

7: Hands: The hands of a Homo Sapiens, his basic fighting equipment since time im- 
memorial. Not only includes the hands, but all parts of the body used for attack. 

8: Teeth: The jaws of a wild animal used with a biting action. 
9: Claws: The claws of a wild animal, used with a slashing action. 

10: Explosives: Missile weapons which explode, either on impact or on a time fuse. 

Some weapons qualify for two or possibly more types, eg a dagger is  both Blade and 
Thrusting. Here is a listing of all weaponsfeatured in Books 1 & 4  along with their type(s): 

Weapon Type Weapon Type Weapon Type Weapon Type 
Accelerator Rifle 1 Carbine 1 Laser Carbine 2 RAMGrenHEAP 10 
Adv. Cbt. Rifle: Claws 9 Laser Rifle 2 RAMGrenFL 3 

DS 1 Club 6 LAG DS 1 Revolver 1 
HE 10 Cudgel 6 LAG FL 3 Rifle 1 

Assault Rifle 1 Cutlass 4 LAG HE 10 Shotgun 3 
Auto Pistol 1 Dagger 415 LMG 1 SnubPistol 1/10 
Autocannon DS 1 FGMP 14 2 PGMP 12 2 Spear 5 
Autocannon HE 10 FGMP 15 2 PGMP13 2 Stinger 41517 
Auto Rifle 1 Gauss Rifle 1 PGMP 14 2 Sub-mach. Gun 1 
Bayonet 519 Halberd 415 Pike: Sword 415 
Blade 415 Hands 7 ( 1 s t  Attack) 415 Teeth 8 
Body Pistol 1 Hooves 6 (2nd Att.) 5 Thrasher 6 
Broadsword 4 Horns 5 RAMGrenHE 10 VRFGaussGun 1 
Notes: 
A: Where two or'three types are separated by a slash, either the referee determines 
which is  used or the attacker may choose before the general area is  determined. 
B: Types 3 & 10 and those of type 1 which fire multiple-round bursts cause 1-3 hits 
on the specific area charts. 

SPECIFIC AREAS AND WOUNDING 
Once the general area has been determined, the specific area must be located. (They are 
listed under the same headings as the general areas.) The procedure is: 
I :  Throw Id6 on the specific area table for the general area hit; 
2: Adjust any wounding accordingly by cross-referencing weapon type and specificarea 
on the damage multiplier table. 
3: See if any additional damage occurs (eg broken bone) by using area and weapon type. 

SPECIFIC AREA TABLES 
ARM HIT SPECIFIC AREATABLE 

This section covers both arms and the shoulders. If a 6  is rolled 
in determining the specific area then re-roll. 
Die 
Roll  Specific Area 
1 Hand: A broken hand and/or wrist is porr~ble, bath level 3 

broken boner. The chances of a broken hand are: Weapon 
type 1=87%: 2=91%: 3=34%: 4=20%: 5=87%: 6=16%: 
7=03%: 8=21%: 9=12%: 10=98%. I f  the hand is not broken 
then there is a chance of the wrist breaking; if that number 
is followed by another then that is the chance of the wrist 
breaking i n  addition t o  the hand. The chances are: Weapon 
type 1=86%/02%: 2=91%/03%: 3=21%/34%; 4=58%/11%: 
5=92%/09%: 6=42%/12%:7=05%101%:8=75%/16%:9=12%: 
10=98%167%. 

2 Forearm: The chances of a broken forearm, a level 4 broken 
bone, are: Weapon type 1=75%: 2=86%: 3=21%: 4=54%: 
5=62%: 6=30%: 7=04%: 8=64%: 9=21%: 10=87%. 

3 Elbow: The chances of a broken elbow, a level 4 broken 
bone, are: Weapon type 1=94%; 2=97%: 3=42%; 4=89%: 
5=96%; 6=62%; 7=05%: 8=85%: 942%: 10=99%. 

4 Upper arm: The chances of a broken bone, level 5. are: 
- Weapon type 1=72%: 2=75%; 3=16%: 4=64%: 5=65%: 

6=21%:7=01%: 8=23%; 9=09%: 10=84%. 
5 Shoulder: The chances of a broken shoulder, a level 7 

broken bone, are: Weapon type 1=86%: 2=89%: 3=23%: 
4=68%: 5=76%: 6=76%: 7=0%; 8=53%: 9=21%: 10=93%. 

Notes: Any hit on the arm causes anything being carried in that 
hand t o  be dropped. Any hit on the arm which breaks a bane 
renders the whole arm below that paint useless until healed, and 
there is a chance of the arm being amputated at that point (See 
additional damage.). 

Arm Damage Multiplier Table 
Specific Area Hi t  

Weapon 
Type Hand 1 Forearm 2 Elbow 3 Upperarm 4 Shoulder 5 
1 - - - - - 
2 - - - - x 1% 
3 - - - - - 
4 - - - - x 1% 
5 - - - - - 
6 x %  - - x %  - 
7 x %  x'/l x %  x X  - 
8 - - - - - 
9 - - - - - 

10 - - - - x 1% 

Additional Damage Table for Arms Only 
On the additional damage table i f  the percentage number or less 
is rolled then anything below that point of thearm isamputated. 
An additional 2d6 points of damage are taken immediately, 
with ld6 per hour being taken for another l d6  hours. DMs: per 
level of Medic skill - 3. If hospital is reached bleeding ceases. 

Specific Area Hi t  
Weapon 

Type Hand 1 Forearm 2 Elbow 3 Upper arm 4 Shoulder 5 
1 01% 01% 01% 01% 01% 
2 36% 32% 39% 30% 27% 
3 17% 06% 12% 11% 07% 
4 73% 75% 79% 64% 69% 
5 64% 54% 63% 49% 58% 
6 - - - - - 
7 - - - - - 
8 47% 75% 82% 65% 43% 
9 19% 09% 13% 05% 05% 

10 89% 86% 92% 85% 96% 

LEG HIT SPECIFIC AREA TABLE 
This section covers both legs, up t o  but not including the hip 
joints. 
Die 
Roll  Specific Area 
1 Foot: A broken ankle and/or foot is possible. A broken 

ankle is a level 3 broken bone, a broken foot is level 5. The 
chances of a broken foot are: Weapon type 1=87%: 2=90%: 
3=65%; 4=86%; 5=95%: 6=30%: 7=10%; 8=60%; 9=28%: 
10=98%. I f  the foot doesn't break then there is a chance 
that the anklewill break. I f  the percentage chance is followed 
by another then this is the chance of the ankle breakingin 
addition to the foot breaking. The chances are: Weapon 
type l=98%: 2=97%/05%:3=54%/65%:4=89%/75%;5=96%: 
6=38%: 7=24%: 8=72%/17%; 9913%: 10=99%/73%. 

2 Shin; The chances of a broken lower leg bone, a level 6 
broken bone, are: Weapon type 1=98%: 2=99%; 3=45%; 
4=89%: 5=95%; 6=40%: 7=06%:8=53%: 9=32%; 10=99%, 
10=99%. 

3 Calf; The flesh of the lower leg has been hit - no additional 
damage is possible. 

4 Knee: The chances of a broken kneecap, a level 7 broken 
bone, are: Weapon type 1=98%: 2=97%: 348%; 4=65%; 
5=89%; 6=28%; 7=05%; 8=52%: 9919%; 10=99%. 

5 Upper leg: A flesh wound. No additional damage is possible. 
6 Upper leg: A bone wound. The chances of a level 8 broken 

bone are: Weapon type 1=79%; 2=86%: 3=48%; 4=40%: 
5=85%: 6=05%: 7=01%: 8=47%: 9912%: 10=90%. 

Note: Any hit on the leg that breaks a boneor does 10+ points 
of damage knocks the victim t o  the ground. 

Leg Damage Multiplier Table 
Specific Area Hi t  

Weapon U Leg U Leg 
Type Foot 1 Shin 2 Calf 3 Knee 4 Flesh 5 Bone 6 
1 - -  x %  x l %  XX - 
2 - - -  x l %  x %  - 
3 - -  x %  - x %  - 
4 - -  - . x 2  - - 
5 - - -  x 2  - - 
6 x %  - x X I %  X% - 
7 x %  - x %  x 2  x %  - 
8 - - -  X l %  - - 
9 x %  - x %  - - - 

10 - - - x 2 X -  - 

'I 



CHEST HIT SPECIFIC AREA TABLE 
The chest area covers the torso from the walst upwards t o  the 
shoulders. 

This includes.everything from the shoulders upwards. I I ;I: hips but not the legs. 

Die 
Roll  Specific Area 
1 Eye(s1: Roll ld6: 1-3=left eye; 4-6=right eye. Blindness I 

might result - roll on additional damage table. 
2 Mouth: The percentage chance of breaking the jaw, a level 

5 broken bone, is: Weapon type 1=40%; 2=48%; 3=10%; 
4=24%; 5=34%; 6=16%; 7=02%; 8=14%; 9918%; lo=&%. 
I f  the jaw is broken roll again on the additional damage 
table to see if speech is impeded. 

3 Neck: A neck wound causes an extra 2d6 points of damage 
each round for l d6  rounds. Modifiers per levelof medicskill 
present are -2 on time; -3 on damage. Every 3 levels of 
Survival skill count as one level of Medic rk~l l .  The chance 
of a broken neck, a level 10 broken bone, are: Weapon type 
1=20%; 2=30%; 3=10%; 4=60%; 5=20%; 6=22%; 7=05%; 
8=08%; 9=03%; 10=45%. 

4 Ears: Roll again on the add~tional damage table for the 
chance of loss of hearing. The chances of a broken skull, a 
level 10 broken bone, are: Weapon type 1=20%; 2=35%; 
3=10%; 4=60%; 5=20%; 6=40%; 7=02%; 8=08%; 9=03%; 
10=45%. 

5 Nose: The chances of a broken nose, a level 2 broken bone. 
are: Weapon type 1=69%; 2=74%; 3=18%; 4=38%; 5=85%; 
6=45%; 7=15%; 8=12%; 9=20%; 10=90%. I f  the nose is 
broken roll again on the additional damage table for the 
chance of los~ng the sense of smell. 

6 General: The onlv extra damaqe Dossible is a broken skull. 

- - 

Rol l  Specific Area 
1 Backbone: The sarne as the chest area backbone; see that 

section. 
2 Groin: This applies to bath male and female. The chances 

of the victim becoming sterile are: Weapon type: 1=28%; 
2=40%; 3=50%; 4=60%; 5=55%; 6=15%; 7=125; 8=20%; 
9=35%; 10=98%. I f  sterilisat~on occurs there is the chance 
of a loss of social stand~ng (ref's discretion), and an add- 
ittonal ld6 points of damage are taken immediately. 

314 Left/Right Hip: This applies to both hips. The chances of 
a broken hip, a level 9 broken bone, are: Weapon type: 
1=92%; 2=90%: 3=35%; 4=85%; 5=95%; 6=28%; 7=12%; 
8=20%; 9=10%; 10=98%. I f  the pelvis is broken an add- 
~tional l d6  paints of damage are taken immediately. 

516 General: Afleshwound,w~th no possibilityof any multiplied 
or additional damage. 

Lower Torso Damage Multiplier Table 
Specific Area Hi t  

Weapon 
Type Groin 2 LeftlRight Hip 314 General 516 
1 x 1% x 1% - 

Die 
Roll  Specific Area 
1 Hean: The wound has occurred in the general vicinity of 

the heart. but not necessarily penetrating it. The chances of 
1-3 broken ribs, a level 2 broken bone, are: Weapon type 
1=30%; 2=42%; 3=25%; 4=60%; 5=35%; 6=42%; 7=10%; 
8=70%; 9=20%; 10=85%; Weapon types 1.2.4.5.10  auto^ 
metically puncture the heart. The chances for the others 
are: Weapon type 3=84%; 6=20%; 7=09%; 8=70%; 9=40%. 
I f  the heart is punctured i t  bleeds causing 2d6 points of 
damage each round far ld6 combat rounds. I t  then bleeds 
far ld6 points of damage per round for 2d6 roundr or until 
seen to by a medic orsomeonewithSurvival skill. 6d6 points 
of damage are then taken per day till hospital is reached. 
The period of hospitalisation is at least 2dSweeks.Strength. 
dexterity, and endurance are all reduced permanently by 
1-3 points. 

2 Lungs The cnancesof 1-3orolen riDr,a level2oro~en bone. 
are Weapon type 1-30%: 2=4Z06: 3=25'o. 4.60%. 5=35"0. 
6-42, : 7- lo",. 8=70°0: 9=20°.: 10=85°, WeaDon tvDer 1. 
2, 4, 5; 9. 10 automatically puncture the lungs'- thebther; 
have the fallowing chances: 3=75%; 6=30%; 7=10%;8=78%. 
I f  the lungs are punctured they bleed for ld6 points of 
damage per round for l d6  combat rounds, -1 round per 
level of Medic present and subtract 0-2 from strength. dex- 
terity, and endurance, permanently. 

3 Backbone: The chances of a broken spine, a level 10 broken 
bone, are: Weapon type 1=85%; 2=90%; 3=20%; 4=82%; 
5=90%: 6=65%: 7=05%: 8=89%: 9=25%: 10=99%. The - - -  . ~~ 

chances of pariysis are: weapon type i=zo%; 2=30%; 
3=07%; 4=20%; 5=2796; 6=26%; 7=02%; 8=19%; 9=01%; 
10=54%. Die modifiers: Per level of Medic skill present, 
-8%; per tech level of hospital above 8, -5%. 

4 Organs: Roll l d6  - l =  kidney; 2= liver; 3= stomach; 4= 
digestive tract; 5= artery; 6= count as 5 or6  below (general). 
K~dney or liver= 10% chance of permanent disability: -2 on 
strength, dexterity, and endurance. ld6 points of damage 
suffered. Stomach and digestive tract =30% chance of death 
in l d6  days unless hospitalized before death. DMs: -5 per 
level of Medic skill present. Artery =ld6 points of damage 
per round for 3d6 combat roundr. DM: -3 rounds per level 
of Medic skill present or 3 levels of Survival skill. Then 2d6 
points of damage per day until hospitalisation. 

516 General; A wound in another area of the chest. The chances 
of 1-2 broken ribs, a level 2 broken bone, are: Weapon type 
1=30%; 2=42%; 3=25%; 4=60%; 5=35%; 6=42%; 7=10%; 
8=70%; 9=20%; 10=85%. 

I Note: Any wound causlng more than 15 points of damage 
knacks the victim to the ground and stuns him for ld6 combat 
rounds. 

Chest Hit  Damage Multiplier Table 
Specific Area H,t 

Weapon 
Type Heart 1 Lungs 2 Backbone30rgans 4 General 5/13 

1 x 6  x 3  x 3  x 3  x3 

..-.-*. 
1: Any hit on the head w ~ l l  stun the victim for 1 combat round. 
and i f  i t  causes more than 15 points of damage will knock the 
victim to the ground. 
2: In all areas, apart from the neck, penetration to the brain is 
possible hence the high damage multiplier. 

a level 10 broken bone, are: Weapon type 1=50%; 2=65%; 
3=10%; 4=34%; 5=30%; 6=50%; 7=01%; 8=12%; 9~09%;  
10=68%. I ,,,,,+ar. 

Weapon 
Type Eyels) 

1 x 4  
2 x 6  
3 x 2  
4 x 4  
5 x 6  
6 x 2  
7 x 2  

Head Hit Damage Multiplier Table 
Specif!~ Area Hi t  

7 x l X  - - 
x 1% - 

9 x l %  - - 
10 x 2 %  - - 

Mouth 2 
x 3 
x 4 
x 2 
x 3 
x 4 
x 2 
x 2 .  

7 x l %  x l %  x l %  - - 
8 ~ 3 %  x 3  x 2  x 2  - 
9 x 3  x 3  - x 1 - 

10 x 6  x 5  x 4  x 3  - 

Neck 3 Ear 4 Nose 5 
x 3  x 3  x 3  
x 3  x 4  x 4  
x 5  x 2  x 2  
x 6  x 4  x 3  
x 4  x 3  x 4  
x 3  x 3  x 2  
x 2  x 2  x 2  

General 6 

BROKEN BONES 
Broken Time Minimum DMs 

Bone Level (Hours1 Time Ih l  i +  or -1 Restino 

In addition to all normal damage sustained from cuts, falls. 
bullets etc there is the possibility of a broken bone. Al l  add- 
itional immediate damage ir listed under the specific areas. For 
a broken bone several things have to be determined: 1) the 
damage taken before hospital is reached; 2) how long the hosp- 
ital stay is; 3) how long the victim must rest when out of 
hospital. 

The broken bones and levels are: 
Level Bone Broken 

1 - Finger 
2 - Nose, rib 
3 A n k l e ,  hand, wrist 
4 - Forearm 
5 -Jaw. foot, elbow, upper arm 
6 - Lower leg 
7 - Knee, shoulder 
8 - Upper leg 
a - ui, 

The Broken Bone Leuelcolumn refers to the level of the broken 
bone. 

The Time (Hours1 column refers to the length of time it is 
necessary to spend in hospital. Th~s is not only treatment time 
but time spent waiting and under observation etc. 

The Minimum Time (hl column refers t o  the absolute min- 
imum amount of time which should be spent in horp~tal, in 
some cases this will be imsossible due to h~oh necessarv time 
o ~ t  n no c rc~mstances rho-lo rne t me go be ow tnar. 

Tne DMs 1- or -I  co l~mn  refers to the DMs on r.me accord- 
ng ro 1ne rech eve1 o f  tne hospntal. For everv recn eve1 ovrr 8 

Weapon 
Type Eye(%) 1 
1 99% 
2 100% 
3 92% 
4 87% 
5 100% 
R 71% 

Additional Damage Table For Head Only 
A hit on areas 1 - Eye(s), 2 - Mouth, 4 - Ear and 5 - Nose has 
a percentage chance of destroying, or at least damaging, the app- 
ropr~ate sense, respectively - s~ght, speech, hearing and smell. 
The table below should be consulted for these affects. 

Specific Area Hi t  

I 
- , , .w 

10 -Neck, skull, spine take the number away from the required time in hospital, for 

Wounding every tech level below 8 add it on. 

Before horpltal is reached some wounding occurs: 1-3 pointsper The Resting column refers t o  the length of time wh~ch must 

6 hours. + 1 hour per level of Medic skill present. be spent resting once hosp~tal is left. To calculate multiply the 

Example: A character assisted by a Medic-2 sustains 1-3 dam- ~~~p~~~{i.$~i!~ i ~ ~ ~ ~ s ~ b ~ ~ ~ ~ gage every (6+2) = 8 hours. 
cannot do any strenuous actions which involve the damaged 
bone I 

Mouth 2 Ear 4 
05% 18% 
12% 19% 
07% 04% 
09% 07% 
11% 26% 
n i w  - 

Nose 5 
03% 
04% 
01% 
13% 
18% 
" '(41 - ,  ," - ,  ," 

7 06% - - - 

8 58% 08% 06% 02% 
9 67% 14% 01% 01% 

10 99% 20% 14% 08% 
The number indicated or less should be thrown on percentage 
dice for that parttcular sense t o  be effected. 

-. -. 
Example: A character with a broken lower leg goes to a tech 

No Hospitalisation level 10 hospital. A broken lower leg is a level 6 broken bone. 
I f  no hospital is available the following procedure should be He rolls 8d6 for hours, 36 then adds 36, giving a total of 72. 
used: Patient must be stationary. Al l  references to thetable refer The hos~ital is tech level 10 so a DM of 110-8) x 6 = 12 is 
to the table under the hospiatl section. Add 5 to the medicex- applied, '12 giving a total of 60 hours. The t/me resting is 2d6-2 
pertise present. treat Medic-0 as Medic-1. This gives the equival- x 60 days. The 2d6 are 5 giving a total of 3; so therefore 
ent tech level for the hospital. 1-3 damage per level of broken time = 3 x 60 = 180 days. So 180 days must be spent during 
bone aresuffered eachday. Divlde total wounds by 4;thisamount which time the character can't perform any strenuous activity 
is suffered every 6 hours. This wounding is suffered until the which involves his leg (running, climbing etc). 
end of the horDitaliratlon Deriod. Normal recoverv rules a ~ ~ l v  
during this period but if at any tlme the characte; would have Cost 
died i t  is assumed that he has died from his wounds. The cost of the stay in hospital is calculated as follows: Multiply 

the length of stay in hours by l d6  (same number every time 
Hospitalisation for the same hospital) and this gives the cost in Credits. In  all 
While In hospital no wounding occurs except in extreme circum. cases a minlmum charge of Cr 50 is enforced. Note on some 
stances. The following table gives the length of time spent in primitive planets this might have to be paid in potatoes, petrol 
hospital. or even 'magic from strange and wonderous worlds'. 
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4 -7  R \I.K \NS ( 1  4 )  
8 GI \Y I \YSS I ?  121 

K.\I.K.\SS. C 4 .  3D8. 4 \ 1  Sr\CKS I 2 PLUS BE.\K 1 3 .  BLOOD LOSS 1 4 .  5% 
\I \GIC KtSIST.\SCE. \IOVE 8". , \LIGS LE. 

USLLSb O I H t R W I S t  BT\S1.11 .\1.1. .\Rt..\S . \ K t  IlI\ILY LI I  BY I.UIIINOCS 
PASELS IN 'SHL C t l L l N G  
********************************A 

1. 200 '  HIGH C,\Vt.. IN I H t  tRTK. \NCE IS ,\ PILL OF ROCKS. \VI'SH X 

PLAYER'S INFRODUCTION 
SI\ h IOUII IS  \GO HllGt. \1F.1.\1. CYI.INI)ERS FH.1. tRO'll  'THb \ K Y  

CODED SQUE.\LS AYL) YOR\I.\L S K  \ S S L  \TIOX ME'SHODS ARE USELtSS 
I S  DECODISCSHF.lK bPEECH. 

R.\LKANSKEPRODCCE BY BUDDISG .\XU C.\NSOT FIGHT UNAKIlED IN 
THIS COSDITIOY. YOI'YG . \ K t  1 2D8 WISH .\STACKS PROPORTIOSALLY 
n r u c c E [ )  

R.\LK.\SS OFTEY LR\VEL .\XU \VORK I I  PERSOSAL CARRIERS, CUP 
LlKE \I.\CHISt.S F lSTFD \\'lSH SSAIL LlKE SYSSHETIC MUSCLE B.\SF.S 

GRI\YIIISG, r ~ t .  L E F T  SM'I ICI (~ .S  'rrlt .  ~ N I I R ~  MA CHIN^ ON ,\XI> 01.1. 
,\NU IHt .  C t .W RAL LOCK ACSIVhSLS r\ MI\GSLIIC Lt.VII,\SION I)t.VICt. 
L I ~  S I S G I H L H A C H I N L  18"  SHE MA CHIS^. W ~ . I G H S  120  ross AI.L LOCKS 
.\Kt. H<)OBYIKhPPt I )  1 0  GIVF. ,\ 2D6 SHOCK IF Mt:I.\I. PICKS ,\Kt. I S  
S t R S t l l .  IHk. MACHINI; PROGK>\hlMlNG I\ SO C0MPLt.X T H A I  I H I R t  IS 
ONLY A 5% C H A N C t  O F  R.\SDOh1 I \MPLRING PRODUCIYG i\N IS11  I.!.. 

S H t  K \I.K \US tSC.\Pt.L1 \\'I I H  hlOl<k. I H . \ S  \ SCORE O F  C.\PSIVL\ .\NI) 
I U C I I  1.001. 11 IS C E K I I \ I S  '1Ht.Y S I O L t  IRE. CROWN AND ORB ( I t  1111 
IIIGH \ S  \KCH 0 t  101.1'1. .\I\'[) PKOII.\Bl.t. SH.\S \IL.\POSS \\'F.RBL.\KEI 
kRO\I 1118 V.\IILIS O t  SHt. I I O  \SIF.RY OF t. 'StRS.\L PE.\CE I H b  
\11\SISC; ISt,blS bl.\Y R E O F  C R t . \ l  PO\$'ER. 

S L L I \ C U L . \ R  LlhlB - U.\\I.\GE 1-6. S T U S  ROD - E F F E C I  h S  IVAND OE 
PARALYSIS. 1-8 CH.\RGES. F L \ M E  ROD - FIRE5 A 20' SPRAY O F  BURN 
LNG M S .  5 1 2  D.\MAGE, 1-6 CH.\RGES: R.\Y G U S  - F.k FECT AS WANDOF 
LIGHTNING BOLTS, 4-24 D.\\I.\Gt. Rz\NGL 50'. 1-10 CHARGES. 1GIRI.E INSTRUCSION. Mt.r\NINGL.t.SS COMbIANDS WILL BL IGNORI.11 

~~- - - -  

I S G  GIRDERS FROM .\ CHUTt  ANI) SI . \CKISG THt..M IN .\ St..\[ YII.1. 
t O U R  . \ K t  S I A N D I \ R I ~  \\'ISH 5 St.N'I.\CLt.S, IHF. OT1It.R 2 ,\Kt. COMHAI 
'SYPLS 1VIIII 2 JOIN1 t:U ,\KMS ,\NU 3 St.NI,\Cl.t.S t IGt l l ' INL ,\S 4UX 
MONSTLRS. 

~~ - ~ -  

.\SSII)O1'E FOR IHt. 111St. \ S t .  IHt. R.\LK\NS VI\~ISt.CSED ,\TI1 F.\PER 
1hII:NTt.U ON SOblt. ChP1lVt.S \ I  FIKSS B01 '  NO\V L t  \\'E TIlF.\I .\LONL. 
POSSIl3I.Y HOl'lNG i l l i \ l  IHBY L\'II.I. IIREELI I S  CI\Y.SI\'SIY 

I TRI\SSPI\RENT PHOTOCHROMIC DOME CAT BL FITTED OVER THE 
CARRIER. .AC2 C>\P.\BLL 01 ABSORBING I ?  POISTS O F  STRUCTURAL 
D,\,MAGE THlS  DOME IVlLL DARK€.\' . \SD HAL\'€ D,\.LIGE FROM I\LL 
LIGHT B.\SED ,\STACKS. I S  VlLIV O t  IHt .S t  b . \CIS  l l l t .  KING O t  SKORG IS St.SDlNG Z\ SHlP 1'0 

K.\I.K 11 IS HOPb.11 IH.\I SOIIF. .\I)\'t.N'Sl'RERS C.\S Rt. FOUSD S O T R Y  
.AN11 .\\'t.KI \NOII l t .R  ISV.\SIOS. RI.SCI'F. SHt. C\PTIVES. . \ND Rt.G\IS 
SHl. SlO1.t.h IRLl\bUKI.. ................................. 

- - -  .~ . . 
DUST .\NU GI\SLS. U'HICH HAVt. C O S I I \ M I S ~ V S ~ D  1 'Ht  SOCI t I I .RY I XI) 
O F  THL C.AVt. LSPOSURL OVLR jh LlIRN Pt.K P O I S I  O t  C U U S I I I I I I I O I  
WILI.C,\USt RI\I>IASION SICKNtSS. t I R S 1  SYMPSOMS , \PPt . \KISC. \ I  1I.R 

THE R, \LK\SS ALSO U S t  IRlPOU t I G H I I S C  SII\CHISLS, 8 0 ' H I G H  \VITH 
50 '  LEGS .\NU .\ 30 '  ROLIY \YD HE.\U SURRL S. I RIPODS ' \ K t  t 1 r I  t  1) 
\VSSH 2 J O l S S E D  \R\IS OR 5 \VL.\KF.K 'I E S I  \CLt.S. \ S U  CARRY LIGHI-  
S I N G  G c l s S  AYD GAS PROJECTORS. THt.Y \IO\'E .\S 30" LEGS - i\C2. 
SLRUCTURE S S R E N G r H  1, KICK t O R  2 2 4  D.\LI,AGt. (1 P O I S S  SSRUCI  
U R \ L ) .  JOIETEU .\KZ.lS - .\C2. STRESGSH I. HI1  t O R  2 1 6  1% POIVT 
STRUCTUR,\L D.\Y \GE \\ 'ORKISC T O G E I H L R )  SF.SS\CLLS - .\C1. 
SIKF.NGI1R '/1, U.\hl.\Gt. 2 12. BOUY - .\C3, S lKUCIUR. \L  S l K t H G I H  5 
. ICKRES .\C2, S I R t . S G I I I  4. PILOT Hi\S 2' S Q C \ R t  h'ISDO\\' (i\C4. 
SSR1:SGlH !4) .\XU 19 t\POSt.U I t  l l l t  \VlYL)O$V IS UF.5'l'ROYF.D IHt .  
lVlSDO\\' I5 R E C I S F I >  UNI)t R \ Ut.t.P CO\VI. 

CL~LIULI\IIV~.. Ut.SIROYISG I l l t  \I\CIIIUI. \VII.I. I)LI..\Y , \SOl l l t .R  I S  
VASION BY 2-4 Yt..\R\ .................................. DM'S NOTES 

LlGHSPilSG G U S  - t1Rt.S 6116 HOl.lS 1 0  ,\ R.\NGt. O t  % hllLL. CH.\RGt. 
~~ ~ 

K\l .h .  \ \ I )  It115 \ I t  \Y\  IH. \ I  1IIt .  SIIIPS CKt.\V >Il'ST I I O D l t Y  IHL. 
RlGGlSG .\XI1 \l.\STb I'OK .\ V t R I I C \ L .  \ t  I l l t K P K O P E L L E U  S.\KLOtk 
I KO11 R\I.K. \Y1) \V11.1. THC5 BE I'Y.\HI.I. SO .\ID THE P,\RTY .\tTt.R 
I..\NL1ISL. 

2 :  I\N O P E S  SHAFT LEADING DOWN 6 0 0 ' 1 ' 0  LVL 2 A S 0  A R O I H E R  300 '  
T O  LVL 3. IT IS BLOCKED 100' BELOW LVL 2 BY A HUGE SLIDIS(: SI.AH - - 
20' THICK, STRUCTURAL STRENGTH 100. WHICtl CAN ONLY RL OPLSG 
BY KEMOTt. COXLROL FROM ROOM 18. THE RALKANS HAVL SUCCEEDEU 
I S  NULLIFYING GRAVITY THROUGHOUT THlS  SHAFS IIFI'VG A M A C n l V l  UI.\\IEILK C \ S  CLOUU (POISON. S.\VE .\I  + I  OR UIL) \VHICH Pt.KSlSlS 

t O R  2-5 ROUNDS 1Ht .S  DlSPt.RSFS. PKOJECSOKS HO1.D UP 1 0  4CIISSILLS. 
.\C3. S I  KUCSUK.\L SSKLNGTH 1%. 

I111 bIIIP IS 1111. CfiSI%A~,VIAI. BAGIL.  \ \ \ I  \I.L\V \KSHIP b lOI 'SSISG SIX 
C \ I  \ I2 \ [  1.1\ F \Ctl C \P \ B L t O l  I O l ' R P O I S S S O t  SlKUGSUK.\LL).\hll\Gt 

PUKCHh5T.D FROM r\ V l S l r l S G  A L l h S  STARSHIP THE DLVICE IS ~ 6 ~ i t . D  
50 '  BELOlV THE FLOOR A S  S H t  BASE O F  THE SHAFT. AND IS POWERED 
FROM THE RI\LKASS ASOMIC POWER PLANl  THF \ H A F T  I F  P A T U O I  7 I T >  . \C . \ ISSI  \ V 0 0 0 .  \I \SS 8 4  SOSS. I.l.SGS11 80'. BE \\I 18'. HULL SSRBSGSH 

17. CR1.K ?O bI1.S (LVL 0 2 FIGHSI.RS) PLUS FOUR O t  t I C E R S  (L\'LS 2 . 4 ,  5. 
7). t  S l  l \ l . \ l  t l l  IOUKNt \' 11\18 5 \Vt t  KS O1:I.  9 \VELKS B.\CK ( \SSII\lISG 
> S 1  \Y 01. I . i \S I H.\S \ \\'F.t K). 

RANDOM ENCOUNTERS IN  SPACE 
ROLL O S C E  PER WEEK 

1-7 NO ENCOUNTER 
8 MF.TEOR/ 

Mf.TEOR1TE 
9 PEGASI ( 1  3) 

1 0  KI-KIN ( I )  
11  WYVERN (1-3) 
12 DR.\GON (S17.E 3-6. 

ANY SPECIES) 
I 3  AIR ELEMENSAL ( I )  
I 4  15  FLOCKS O F  BIRDS 

(HAR\fLESS) 
16 GI.\ST OWLS (2.71 
17 ROC (1) 
18  P1R.YSF.S 
1 9  PTER.\SODOSS (1-61 
20 GIIOST ( I )  

IN \N\ GI\ 'ES WEEK IHLKE IS .\ 5% CH.\SCE OF THL SHIP RUNNING 
I S T O  STILL .\IR \YU Bt.CUhIISG BLC.\LMED FOR 1-6 D\VS.  FOR E \ C H  
D.\V B E C \ L h I E U l H E  JOL'RStC \\'ILL BF. PROLOYGEU BY 2 5 D.\\ b 

R.\LK H.\b 0 / 3  SORbI.\L GK.\VIlY. \VIIH THIY BlIT BKLI\TH.\BLL DRY 
. \ In .  SHE ISV.\SIOS \\'.\S L.\L!SCHLD FROM .\ PL.\SE.\U RISING FRO51 \ 
t  L.\T STONY DFSERT. T H t  SHlP C. \XSOl  I. \ S n  O S  THL PLhTE.\U SINCt. 
. \ L E V E L  L.\SDI\G IS SEt.DF.11. 

RANIlO\I ENCOUNTERS ON RALKAN SURE ALE 
1 GI \ S I  SCORPIOS ( I . ? )  
2 C l \ \ i  \ l I S ( ? ? 4 )  
3 G I \ S I  C t Y I I P t . U E  

(1-81 
4 G l . \ S S  L17.\KIl 11.0) 
-> . \ In  ~ . L ~ . > I I  X I  11. 
6 IK\PPt.K 

(VY1)F.K S . \ \ I l )  
7 lVISL1 W.\LKt.K 
8 I O G I \ \ I  K.\TS (4 Ibl 

I I s . \ s n  s y r ' l u  
I?-?(I I0 t \ C O U \  1I.R 

3: SHlS IS .\ S I \ R R O \ ~ '  U I L I S  SUNNLL WlTH A LOW CEILING RUNNISG 
FKOhl .\ HOLE. I S  SHE PL,\TLAU'S CLIFF SIDE T O  il 2 'WlDE CRACK I S  
I H E  IV.\LL 20' >\BOVL SHE FLOOR IN I ,  ,\ COLONY O F  350  PSEUDO 
GERBIL) LI\'E I S  I H E  TUNSEL,  NESIEU IN A VARIETY O F  O8JECTS IN 
CLUIIIYG OLD BOXES ,\NU S E L L  1)RUMS. .\ T.\NGLE O F  WIRE IGOLD 
V.\LUt. 70GP). .\NU AbbORlFLl  Fz\BRICS AND BITS O F  PLANl  A K ~ R O U B :  
ONE OF SHL .\TIM.\L'S NESTS C O N C M L S  .\ WAND, ALLDAIS'S WAND O F  
WONDER, 75 CH,\RGtS. IF T H t  P A R I Y  MAKE PE,\CEFUI. CONTACT WITH 

POLLS .\Kt. \GI .  S I  kUCSURAL SSKt.RGTll 8. . \XI) . $ K t  LINKED T O  'SHE 
CLSSK. \L  I1ONISOKISG SYSSt.\f OF THF. C O I l P L t S  .\ND THERL IS i\ 

CI'\II'I. \ ~ r ~ t .  CH.\SCL ~ o u s u  ,\ POLE IS S \ \ ' I ICEILD O F F  T u . \ r  

S H t  .\NlM,\LS THLY IVILI. REVE.\L THE. WAND, ,\ SEARCH THOROlIGH 
t S O U G H  LO FIYI) 17 XILI .  T.\KE 8-40 IUKSS.  THF. ANIMALS KNOW Al.lD- 
.\IT'S CURKENS LOC.\IIOS. O \  LVL 2 h N D  rHt.lR Pr\CK 1 F \DFU 15 HF K ~~ ~- 

.\ I RIPOU ~ V I L I .  HL  SFST SO IsvF.sTlG.\rt . .  

11 KK \Ct  I I\ S O 1  L C  \K11EI) RUI  H.\S R C R l t D  S t l S I l l C  D t . l t C S O R 5  h S  

- ~ ~ -  - -  . . 
ANLMAI FRIEND .\YII\~'II.LNOKMI\LLY BE tOUSDINi \TUNNF.L HLTWTI'N 

h , Y l , t , \ l  I  h , ' l \ l ! R \  ,I \ I\ 1 ' 1 ~ 1 1 1  1 ~ 1 1 ~ 1 ~ R 1 1 . 1 1  ! , I \  l l l t  K , I  h \ \ I )  
! l l  I I  I,,, I I I I , t \ \ \ l  I >I \.$lRI \RI  ' I t ) \ ( ,  \ \ l l d l l l !  I  \I  111\11 1 \I  
< \ L l \ ! , $ k >  \ \ I ) ( ' \ \  11) IIC'I l < l ~ ~ l ~ l t l ' ~  \ I  I  ' h $ \ L , l  > \ l ! l l l  \ \ l l R  

. ~- 

A A I I  20 HIK. BOSH I N  .\R\IODRED C.\RKILKS a l r ~  4 reN-r,\cLt.s AND 
I ULL\'CH.\RCEL) S r U S  KO1)S DOORS FROM THE ROOM ARE HF,h\,Y 
SSEEL SL.\BS SLIDIYG I N I O  I H t  lV,\I.l.\ I F  .\PPRO,\CHFI> WIIHIC 10 '  

F L Y C t  ?. OX I H t  UPPLK P L . \ l t \ U .  C U \ S l b l 5  O f  POLLS 100'. \P.\RT IS-  
tL.ICIISG 2-16 P O I S I S  O t  I I \ \ I \ C t .  BUS OTHLRIVISE IS LlKL FLSCE 1. 

1 H L  SO\VI.R OX I H t  CPPLK PL YIF..\C IS 600 'HlGH A S D  SI . \NDS OVER .\ 
100' Dl \\ILSt.R SH.\F 1 ( \EE 23) \ S D  tOK\IS  P.\KS OF T H t  R.\LK.\SS 
SP . \CtCK\I  I L.\CSCHt.R I S  IS II.\DL O t  STKOSG I\LC\IISIUAI .\LLOY. 
S I K I . \ G I I I  95. . \ \U  IS K I S L t U  BY I 5  ELt,CTRO1I.\GSETS O F  SSRIJCI-  
I'K \I. SSRI  C G l H  2 t.LLCSRIC.\LLY CH.\RGLU SO Gl\'t. .\ 4 U 6  SHOCK 

LOCKED TREY SHOULD BL l R E . \ S E D  .\S HELD PORTALS, r\S S H t  MU 
\P t  I.L. HCI  I l i t  ILOCKS C.\N Ht BROKFS 0PF.N. ................................. 

LlQI'lU C \S I S  .\ 30'JF.l t R O \ I  L.\CH t.YI). ?I16 COLU U,\\I.\GL, FOR 1.3 
ROUSU5. UESSROYISG .\ KlSG WILL IIEL.\Y ISV.\SIOY BY 1 \VEEK. .\ 
C \HL.t U t L \ Y S  IS\.\SIOS RY 3 WLt.KS. .\XU 1 ) t S I R O Y I S G  SHI. t S T I R t .  



OPERATION COUNTERSTRIKE 

LOCK A N D  SLIDE INTO THE WALLS, INY OTHER BUYCON SOUNDS AN 
AI.ARM AND ACTIVATES A SECONDARY LOCK SYSTEM. FOR THE FIRST 

* *  PSlONlC S I R t N G T H  120. A I I A C K I D E t L N C t  MODLS: r\/H. 1, MINOR 
DISCIPI.INES, R t D U C l l O N  A T  I S 1  LEVEL O F  MASTLRY, 'XP,\NSIOS AT 
3 R D  LEVEL O t  MASTERY. M h l O R  DlSClPLlNt. T L L t ~ P O R l A I I O \  . \ I  2 \ D  

C \KOL I H t  C L t V E R :  FEMALE HUMAS THIEF,  LVL 9 . 3 1  HTK, I N T &  DEX 
17. \\'IS 5, , \LIGS N. 
t h l H t K  GUIIB1.F.: RULI.\N CI.\LE CLtKIC.  LVL 4. 14 HTK. NO S P t L L  RON. PAIR O F  DOORS THE BUTTONS ARE MARKED WITH 1 ,  2 , 3 , 4  & 5 DOTS. 

WITH THE 4 DOT BUTTOX. UrHICH IS NOT A PRIME NUMBER, OPENING 
TtlF. DOORS. THE SECOND PAIR O F  DOORS HAS RED, GREEN. BL,4CK. 
YELLOW AND BLUE BUTTONS BLACK, WHICH IS NOT PART O F  THE SPEC- 
TRUM, OPENS THF, DOORS. THlS  ROOM, )\NU .\LL OTHER ROOMS WITH 
IMPORTANT INSTALLATIONS, HAS ,\ SECllRl'TY ALARM HCTTON F1Xt.D 
T O T H E  U'ALL BY THC DOOR. 

LEVEL O F  LI.\STtRY USES. .\LIGI\ NG. 
L O L \  RSIUNG. HUMAN I:Ehlr\LE. B ~ \ R l l h l U .  3 HTK. 
\LJ NOLUN: MALE HUMI\N. LVL 4. MONK O F  MONASCEKY 0 1  ETERNAL 
PLACE, 15  H l K ,  .\LIGN L S .  
YI:ICKBLz\DE: HUMAN MALE tIGI1TF.K. H.\SDIl.  LVL6,42HTK,r \L lGNNE.  
I'YGO lV. \RlSOSL'  HALF-ORC M h L t  r\SS.\SSIY. LVL 4. 11  HTK. ALIGN CE. 
G L D G I  YIUI:Lt: \l,\l.b L)IV.\R\'EN tIGHltK-1I.I.USIONIST. LVI. 2. 8 HTK. 
. \LICS Y 

"' PSlONlC STKt.NGTH 87 ,  r\I 1ACKIDt t I .SCL b lODtS:  .\. DI.\LL. \IINOK 
UISCIPLLNL. LLVST,\TlOS z\T 2Nl) Lt.Vt.LOt .M,\STt.KY. ............................... 

THE ROOM ITSELF HOLDS ,\ LARGE POOL-TYPE RE.\ClOR CONSISI ISG 
OF Z\ GRID O t  RADIOI\CTIVE RLOCKb ,\NO MODEK,\TOR RODS 20 '  HL- 
LOW THF. SUKF,\Ct. O t  .\ POOL O F  Ht.hVY W\Tt.R. T l l t  3 6  CONTROI. 
RODS CAN BE R.\LSEl) OK L0WF.RF.D BY C\HLES CONTROLLH)  I'RO\I 
KOOM 6 ,  WHICH H h S  .\ L,\RGL LLr\DF.D lYlNDOW 20' r\HO\JE THI. I  LOOK 
0 1  5. IN THE SORM,\L ROD POSITION THL RhDlATIOY Lt.VLL I S  'THIS 
KOOM IS EQUIVA1.t.ST T O T H A T O F  1. B C I  I t  S H t  RODSAREW~IHI)RI \WY 
T O  THEIR FULL NORM.\I. ESl'hN'I"TH1S LXVFI. \!JILL QU:\DRUPLT. IF'THI: 
RODS ,\RL t U L L Y  1NSLRTt.D I H E  R,\Dl.\TlON t \LLS 'TO 0 x 1  IIIIKI) 
YOKLlr \ l  AND Pl1WF.R PRODUCTIOS IS SH.\KPI.Y CI'RI.\ILLD. SI.1l'HI.K 

1 1 .  THE RALK,\N LQUI\'ALt.ST 01. A H O S P l l L  S C S K  I S T O T H L  I LOOK 

FOOT. THE ROOM IS GCARDLD H; 2 COMB.\T ROBOT<;K \ IO I IK~~ ' \ ~~~~~ I  
JOINTED ARMS. 2 I t N I , \ C L t S ,  . \ND STUA RODS. .\SOIHt.R l't1KI.I. \OK 
MAL UNARMOURt.D KOHOlS R I I I I  5 TLSI.\CLt.S I L S D  I I I t  Y . \ l S  
AGAINST THL I\'ESl HAL)  O F  THL \ O R I I I  IV.\LL IS .\ SHt1 . t  11\11 IVl l l l  

- 

I H E  L,\CNCH ACCELER.\IOK OK LHF. GR.\\ITY UI'LL1FIt.K I S  2 W11.1. 
Tt1I.S PUNCTION TWO COMH,\T ROBOTS WIIH 4 TENI.\CI.t,S \YU ST('\ 
RODS GU,\RD 1AIS K 0 0 \ 1  .\ND PFKtOKM KOCTISL CI.t..\\ISG .\XI) 

1 4 .  ,\XOTHl:R L.\BOR.\TOR\', \\'IT11 TIIT. S.\ME TYPF OF I.OCK .\S 12 
IHt.Kh , \ K t  SF.\,LR\L tRt . t .S I  \Nl)INC HI.\CHF.S .\KOlIYU I H t  R00hI .  
h l  \VHICH I H E  R \ L K \ N S  \KI. CONDUCIINC V.\KIOlIS t.X1'hKI\1t.YIS 

Tl l tKI .  ,\KT 1\YO R.\I.K\NS GU.\KI)ING I H t  R00\1 .  BOTH I S  \R\IOCRI.U 
C . \KKI~ .KS  ! + r l ~ t ~  S r u s  UOI)S .AND T ~ ~ T . \ c I . I . s ,  15  & 18 I I T K  

\G.\1\\1 IHI. L l lUULt  O t  I H t  Lr\SI W.\LI. IS AN 0Pk.S Yt.RIIC,\L S l l . \ t  I  
DROPPING 400' DOlVh T O  .\ C.\YI. (24). IHT S H h l  1 IS I'SI.1) t O l <  KUHHISH 
UISPOSl\l.. 

. \T BLNCH I. IHKLT. K, \LK\SS,  11. 14. 9 I l l K .  .\Kt. D I S S t C I I S G  ,\ hl.\Lt. 
F.l.t'S CORPSF. (BOI.UYI, liOl.lC'S KKOIt1t.K. 5 t . t  19) It11 \ . \RE USING 
Ft.\'t.K\I. I..\KGt. SC.\I.Ptl.b .\XI) 1)15St-CIIUG 1001 .5  \1.\1)t OF tl,\RD 
t.NtD PL.\II\IUill ,  VALL'L 300GP.  HLNCHtS 2 . 4 ,  7 & 10 .\KI 1 0 1  IN 1'5t.. 

O t  SUPCR-HL.\LII\G, O S L  DOSl. Pt.K 8 0 1  ILL.  SOY^. O l  I H ~  H O I  I L I  S 
ARE M.4KKt.D IN . \S \  W,\Y. 

BEHIND A CONCEALED INSPECTION HATCH IN THE S O R I H  WALL IS A 3 '  
1,) \ \ I t  I1 U 1)Ihl 'St 11 llllBt I J l L I ,  K l ' \ \ l \ l ;  11, K ~ ~ ~ l \ l  12 1111 I I  \ l J t  R 0 1  
l l l t  P,t I  l x , c , t  Kbl l  1 ,>I.<,\\ '  IY I1 \ \ l l .  I  l l . \ \  1 ~ 1 . ~ 1 I l  1,Ilt 11 \ HI,! 
IY 1 1 1 1 ~  l l ' \ \ t  1 \ \ I1  1, I  h \  I \< ,  1,) h l  > l  1 I \I  Il l  \ I1  I Kc,\l RcKl\l  I > 
\, I I K \ I  5 1 1 r l r  I I \ . ~ ~ \ G I I .  1 o . 1 1  \ I  \ .n I ~ Y L I H ~ I I  , l m c j ~ l .  
l l h \ l l ~ t ~ > \ ~ l d l  S l l \ ' l  K l t % , ; l , ,  \ \ I ,  l \ $ O l , \ , ; , ; t  11. \<>Kt1 \I \ \ ! I . '  
\ \ I t  \\ t l  l ' t \ ' f ' / O . l h  ll l , , \ l  l l l l  I Q l  l P \ l l \ l  1111 K \ l  K \ \ ~ c ' \ l ' l l \ l ~  

\ \ I  I U I  c \ n n \ ~ \ c ,  [ ' \I  L I X , I , V ~ I . I I  1.6 h ) I I I ~  \ S I I I .  1.1 I \  I I I I ,  

1 1  H I K  OPERATL A LARGE CONTROL BANK UNDER THE SOUTHERN 
I~ ' I \ I> , J \ \ '  1 1 1 t  ( O \ I ~ , I L >  ~ U I  \ I C > , I I \  \ I ~ , \ I I O I < \  . \ \ I ,  , t < < n t > \ n \  
. \ \ , l l , l ,  ,,'llll'll ,,ll.l. \ , ,I  l l \ , ' t  \ \ \  t  t l l l  I  o x  I111 1111 l , ~ \ l l l , l l . ,  
l ~ l n t c ' l l . \  \ I  F F C I I > G  1111 R I  \ C I < I K  \ n l  i c l  I ' \ I K \  c j t  I IL  I I ~ ) Y ,  \ \ I >  
1 \ ~ ~ 1 1 1 \ \ 1 ~ 1 ~ H l  I I., IHI  111'1 l . > Y \  U \ l > l  \ \ I1  I cl \$l K l \ l ~ l V l l l l ' \ l  < < 8 \  

l h < l l  K ~ l l l ~ , \ ~ ' l l l l l ~  V ~ ~ K \ l \ l . l l \ l l l ~  I l l1  I t l  I  l l \ \ l ~ ~ ~ ~ Y l K ~ ~ l  l % ' l l t t l  
K \ I . I  , o n  I O ~ X ' I R ,  1116 K O I > \ I  V \ I \ \ \ I  \ \ I ) I I  \ I I I  \ \ I )  1 1  n \ t l l  
Is11 1 \It!\ F I l l l \ l  hF \O\18  \OR\!  \I  I  l \ l l l S  I l l t  d l ~ ~ l l l  l l \ Y l >  \ $ ' l l t t l  
~ ~ I \ I K O I ~ I 1 I I  1 1 c , 1 ~ V 1  Ill \ \ \  I ( \ I l K I \  \ \ I 1 0 1  I 0 1  1111 1111111 

TUNNEL 80% O F  THE TIME. ALWAYS ACCOMPA\lED BY 11-20  O l H L K  
ANIMALS. ............................... 

12: THE MAIN DOORS T O  THIS R0O.M ARE F I l ~ l L U  WITH EI.ECTRON1C 
LOCKS CONSISTING O F  TU'O HIITTOUS ONE MARKED WITH A WHITE 

PL,\N THEY ISTCNI) TO USE. I t  THF R \ L K . \ S S  .\Kt. S11ttIClF.NTLY DIS. 
TRI\C'TED. ,\I PRF.SLNS THt. R \ L K \ S S  IN CHARGE 01. THIS PROJt.Cl 
,\Kt. IU S H t  R L t t C T O K Y .  

1II.NCH 5 15 ,\ LhKGI: DlSSl.CIING T.\BI.t. . \ I  WHICH \ K \I.K \ S  ( 1 4  HTK) 
I h  h SPt.CI.\I. I\K\IOCK~.L) C.\KKlLK H'IIH 2 TFST. \CI . IS  2 IOIN1t.D 

H E ~ C H  6 IS o c c u P 1 t . n  H Y  .AX O P I I C \ L  I ~ S I I K G  U ~ V I C F  , \ I  I V ~ I I C I I  ,\ 
R,ALK,\N (14 HTK) IS EXI\I\IINING ,\ L.4RGt SF\fI-TK \ N S Y R I . S I  U,\GGLK. 
THlS  IS 1 3 .  Mi\UL OF GL4SS7EEL. .\NU KI ILIKYS T O  1 H t  H,\NU I t  
THROWN. 11 R I L L  ,\LSO I K \ V L L  L I H t . R t \ L L Y  SHKOIIGH <'P LO 2 ' O t  
SOLID M \TTt.R AT 115  OWUt R'S IVISH THlS I 'OKt~K CAN ONLY BI. I'5t.U 
ONCE h D.\Y. HUT WILL t I 'SCTlON TWICI: I t  I l l l S  IS THI. ONLY \\'.\Y I1 
CAN RETURN T O I H E  SHROI\'t.R'S H \XU. 

USL AND r\S A LOCKED AND HARKED DOOR FOR PICKING LOCKS E I C  
DOORS O F  THlS  TYPE MUST BE UNLOCKED FROM EITHEKSIDE. 

POINT O F  CONST1TUT)ON. AND THE DAMAGE THlS  CAUSES T O  THE 
KE,\CTOR WlLL DELAY AN INVASION FOR 1 2  1 8  MONTHS. SHAFT 2 WlLL 
BE OUT O F  ACTION FOR MOST O F  THIS TIME .............................. 

7: THESE ROOMS, ARE KALKAN APARTMENTS. AT ANY TIME 25% ARE 
EMPTY. 30% HOLD IUVENILES 15% HOLD BUDDING ADULTS 20% HOLD 

UNUSUAI. UOLFM,  rile .ARMOUR O F  X I W ~ :  ACJ. MO\,E 7". 1 ,\TSI\CK 6-36. 
70 HTK, FIGHTS ,\S 12D8 MONSTt l< .  lNT 10, .\LIGN LIE 

I I I  < , < > I  I \ I  I ,  I I ~ I I  I I A S  1 \ 1 1  n 1 1 1  I< \  \ C I \ I I  11 I Y  1 1 5  I I \ < ' ~ ,  \ \ I > <  \ \  

1,t \$Ol<Y \ >  \ > I ' l l  $,I \ k \ l ~ l l ' l l  I l l t  >I 11 '  \ l<><,Hl<> IS l l l l \  I l l ! \  ROOM 18. THRLt. RALKhNS . \ R t  WORKING HI.Kt. 14. 17 B I 1  HI'K. 

. - 
>I t l  I ' l \ l .  \I,( I  I,, \Yl l  I , '  l l ~ l l  1, \< - l lVt  ~ ' t J \ ~ ~ : l < l l  ~ . \ l l l ' l . l ~  cnV t l V  
<)I <'I I'll 1) K O . > \ I ~  \\11.I. 1l.\\ t  NO1 11 I 1 I ~ I I l I K ~  11 ' 111 Kc11~11\\$'11 I HC,LII 
< , l ~ l l l  1,  \ l \ l > l  0 1  P K t < l O l  > %I1 I \I. \ \ I )  OR <,I\!\ ,  \ ' \ I . (  t  1,. l . d < ; t  
1111 > I  I l l  \ l r  .\K1 I I I ~ 1 l  \ OK IVIF\>II \ \I  I  KOII\I> \RI  \ P \ I l > t  I  \' 
l l ' l l ~ l ~ l l l l ~  1~1111 I \I41 I , ,  \ I 1  tv1\1; \ ! \ I \ ,  l ' l t Y > l l >  t  11 o\ Nl\t 
1% \!.I c ~ t  F \c 11 KO<>\! 1, l..\nc,t I I I K I  I I I I \ I ~  ~ 5 1 1 1 ~  \ I .  111.1 I R I  01 

M.\DE 0.i 4"THlCK H.\RS, 100 STROSG FOR 11.1.0 B E S D  

THE KALKi\N LEADER, BELOW WHICH IS A PRINTED SIGN IN THE RAL 
KI\N LANGUAGF.. LOOSELY TRANSLATED I T  READS 'GREAT SENIOR 
BUDDING PARTNER 0BSt.RVES ALL: ............................. 

AND WILL S I I L L  FUSCTIOS. 

1 H L  UI.4MOND HOLDS SIX SPELLS WHICH C A S  ONLY BE USED ONCL. 
DEATH SPELL, DISINTEGRATk. P A R T  WATER. CONTROL I M T H E R ,  CLORE 
Ofi INVULNERABILITY ,\NU SPIRITWRACK. \\'Ht.N ALL H,\VE BEEN U S t U  
THt. GEM DlSlNTF.GRATFS THE CROWN I l b E L F  GENER.\TES A PRO 
TEE'TION 6 R O M  EVlL SPLLL HUT .\FFECTlNG L, \ IFUL ,\TThCKS ,\NU 
SPELLS. IT .\LSO LETS 1 1 s  KE.\RER DETLCT HIGHLY L A W t U L  BEINGS OK 
OH.lEC1S . \ 1 5 0 '  RANGE. \S .\ NON-MAGlC.\LJEWEL I T  IS WORTH 1600GP. 

8: THESE ROOMS BELONG T O  SENIOR R,\I.KAN OFFICERS. EACH IS 
EOlIIPPEI> W l l H  A SLEEPING MAT. T,\BLt:S S H E L V t S  O F  BOOKS DESKS SHE O R B  WlLL NOT HI\I<M OR FCSCTION t O R  NON-CH.\OTICS HOLDING 

IT IT IS .\ 6" S1LVF.R SPllEKE TOPPF.1) W l l H  4 FOOR-4RKOUrEDS\'hlHOL 
O t  CH.\OS. 11 THE SY\IHOL IS TW1Sl't.D CLOCKIL'ISE TtlF.ORB S0UNl)b  .\ 
TISKLING \1CbIC-HOS IVSI. I O U  2 1 ROUYDS T l l C S  SPLITS OPEN. RL- 
1.t 19F.S \ IIYY GK1.t.N 11 \ S U  .\XI) CLOSES \GAIN THE H A R D  RAPIDLY 

IN ANOTHER CORNER O F  I H E  RO0\1  19 ,\ MFCHANIC,\l. YTKF.ST.IH - - - - ~  ~ - - - ~  - .  
TESTING MACHINE. T O  WHlCH HAS BELN F l T l L D  A BLACK 2 HANDEI) 
SWORD MARKED KINGSLAYER IU F.L\'t.S KUNtS.  THlS  SWORD IS ONE 0 5  
THE WEAPONS STOLEN FROM THE MOS.\SIEKY O t  ESERVAL PEACF. 
AND IS ACTUALLY A TRAPPED TYPE IV DEZION: THE SWORD t U S C n O U S  
AS A 1 3  SWORD, LIFE STEALING. AND CAPI\BLE O t  C \STIhG DARKNESS 
15' RADIUS, TELEPAIHIC >\XI1 SPEAKLSG ELVISH, DROW. ORCISH. . \ S D  
ALL EVlL ALIGNMENT TONGUES PLUS COMMON IATELLIGENCE 18. EGO 
25. ,\LIGNMENT CE. ONCE PICKED UP THE S W R D  C,\NNOT HE RELEA5ED 
(NO 5AVE) r\ND WlLL DRAIN A YEAR OF LIFE FOR EhCH MONTH I T  IS 
CARRIED. l l  WlLL ALWAYS TRY T O  DO>flSz\'SL .\ND C O S l R O L  1 1 s  
BEARER. AUD ITS AIM I S T O  CONDEMS THE Ht l \RER T O  HELL. I t  I T C A N  
SUBVERT FIVE MORE V l C l l l l S  T O  D A h l N h l l O N  IT IVlLL BE FREED. I S  
I I I  CURRENT FORM I H E  SIVORD IS U S  \HLE T O  USE ITS FULL POU'EUS 
BUT IS IMMUNE T O  MORMAl. r U R S l N G  OR tXORClSM \ND C.\N ONLY BE 
REMOVLI) BY A WISH O R  HOLY WORD. LVEU Tt3F.N IT RET.\INS 1 1 s  
NORMAL 65% .MAGICAL KESIST.\NCE. OR L'YlIt KI<',\l F.M 1HL:l \I I\ \PPl , \U I S  \Ill)  \ lK Tl l t  ORR \$'ll.l. ' ~ 0 1  

TI.I.I.POU1 \$,IT11 1 1 s  \ ICI I \ I  I I I t  I..\I I1 R PO\VF.KS \I \\ HI L'Stl) \ I  
\ Y \  T I ~ I I .  I 11: ORB IS \ t r o n ~  11 900 GP \>  Y O Y  ~I . \GI ( :  11.11 t . \ ~  

BENCH LO IS O U I  t l l  l t U  FOR CHEMIC,\L tXPt .KI \ IESlS  \ND H \S .\ 
R \ C K  OF 120  R E A G E N I S  180 H l K M L E S b  HUT USLLLSS 8 POISOUS. 6 

T H t R E  IS 4 CONCE.iLED INSPECTION HATCH IN THL S O U l H  W:\LL. 
LEI \DLNGIOTHETUKNEL FR0.M ROOM 11  ISEE I l l .  .................................. 

SYNTHETIC RUBY CHIPS (130  GP). THE .\PP.\R.\TUS WlLL H t  USELtSS 1.6 
ANYONL t S C E P T  AN ALCtIt.HlST, VALUE 100-150 GP TO SUCH SPECI.\L 
lSTS 'THREE RALKANb . \Kt  ,\I l H l S  SIA1'ION. 12. 1 7 . 9  H I K .  

THE PICTURES IN APARIMLNTS 7. EACH O F  THLSE STATUES IS t l r T E D  
U11H A SMALL MICROPI1ONL MONITORLD bROM ROOM 18. EACH O F  
IHESE ROOMS HAS A ROBOT SERVANT. STAND,\RD WSTH 5 TtNIACLLS.  

13: ,\NOTHER L.4BORATORY. U l T H  THE SAME TYPE O F  DOOR i\S 12. 

9: EMPTY ROOMS, UNLIT. WITHOUT tURNISHlNGS OR LQUIPMENT. ................................ 
THE. PlT H.4S 30'HLGH SLIPPERY SIDES I\ND IS OCCUPIED BY 12 CAPTIVES, 
ALL UN4RMED. DIRTY. I S  R.\GS, AND S U F t L R I N G  FROM MILD MAL- 
NUTRITION. N O N t  HAVE MANAGED TO RETAIN ANY OF I H E I R  EQUIP- 
Mt.Nl. WEAPONS. OR MAGICAL COMPONENTS 

1 5 .  .\ 1 . l tT  1lP TO I.\'L I .  I H t  DOOR IS LOCKED 11'1T11 \ PI\NI.I. 01 24 
LIGHIS O\'LK 'THREE I%U1~10NS.  UY\I \KKEI). 1 \ND 2 DOTS. THE LOCK 
tLlNCIIONS IN 'Tllt. S \ \ I E  \I'.\Y \S THOSE. ON ROOMS 1 2  T O  1 4  H U r  RE 
(LUIRLS ITS S U M B t K  TO Bt. ENTERLD .\S I\ B.\St CHRtE SIGNAL. .AND 
LlISPL.\YS 4-24 1.IGlll 5 I F  THh LIFT IS ON LVL 1 I T  WII.1. I . \KE 2 ROUNDS 
'TO 4KKI\'E BEtOKE THL DOOR OPENS. I H E  I.IF1 IS CONIR0LLt .U BY 
1WO BU1"TONS. FOR UP r\ND 1)OWN MO\'tMt.NT. THE CORRIDOR FROM 
1 5  1 0  16 IS t l l l  t D  WITH PKESbUKE PADS (X)  SOUNDING AL4RMS IN 
KO0hl 16. WITH h 30' Dt . tP  PI1 TK.\P (Y) OPESING UNDER \ IYLIGtII 
OVCU 300  1.B. ,\XI) 1VITH IWO LOCKED DOORS PlCKFD ,\T -10% PROH 
.\BILIIY ................................. 

10 \ LhKGF. KEFLCLURY O C C U P l t D  BY 4 5  RALKANb DRINKING 81.001) 
i R O \ I  LARGE TROllGHS RUNNING T H t  Lt.NGTH O F  I t l t  ROOM. 90  KAL- 
h \ Y S  ARE ADULTS: 15 ,  12, 13 .9 .  15. LO. 15 .20 ,  15, 15. 12. 12, 17, 11. 11. 11. 
15, 8 ,  18. 10. 11, 17 ,  18'. 21, 17 ,  13 ,  9". 7, 4 ,  13HTK.  l O A R L 2 D 8 Y O U N G  
1 0 . 8 ,  4. 8"'. 12. 7. 7. 7. 1 3 . 9  H I K  5 ARI. I D 8  YOIING 6 4 1 X 2 H I K  

, ,. 
P K ~ C O C N I I I O N  
HIKYA-NI-GUK: Bz\RBz\K1.\N, LVL 7. 3 4  HTK. S1K 18.34. Dt.X 16. ,\LIGN 
CG. 
I R I S G O  H.\I.UP.\IErMhLE H \LFLING MUStlROOM FARMER, 2 HTK. 
t.WAKl KENI1: MhLt. DW.\RVEN FIGHTER, LVI. 3 ,  22  HTK, STR & CON 17, 
1)t.X 4.,\1.lGN Nt.. - PSlONlC SI'KENGTH 74, . \ l~l,\CK/llt .bt.NCt. MODt,S. I)/,\l.L. I  MINOK 

DISCIPLINL, BODY t.QL'ILIHRIU>1 h T  2ND Lt.Vt.L O t  M.\STt.RY HOLIG hl,\Lt. t.I.VEN Y.\GIC USER. I.\L 4. 9 HTK. ,\l.IGN LG 



OPERATION COUNTERSTRIKE 

16:  \ GUARD ROOM HOLDING FOUR SPECl,4L COMBAT CARRIERS OCCU- THERE I 5  ,\CONCEALED H 4 T C H  IN THE NORTH WI\LL U t  19. REVEZZLING 23:  LAUNCH SYSTEM. THIS CONSISTS 01: h V~.RIICI \L  S H A t  I UP TO I Ht. 
PIED BY 4 D 8  RALKAN CLONES. 2 3  HTK AS ROOM 13 ' s  GUARD. T H E  R0O.M A 4'  SQUARE TUNNEL RUNNING NW AND DOWN AT 3 0 .  LEADING T O  LAUNCH TOWER LINED WITH 4 0  MAGNLIIC ,\CCt.LLR,\TOR RING5 .\NO 
IS EMPTY OTHERWISE. C,\VF. 24 .THE DUSTY FLOOR SHOWS MARKS O F  FREOUENT USE.. . SIX SUPERCONDUCTOR CABLES, WITH I H t  SAMt. S P ~ C I ~ I C I \ T I O V S  .\S 
M**************f********+****** ********+**************** T H O S t  IN THL LAUNCH TOWLR. I t  A CI\PSULE IS T O  Bk L.\UNCHLD 1.1 IS 

SEIZED BY INTEiiSE MAGNLTIC FIELDS AND , \CC~,L~.RI \TED . \ I  1 2  R>\L- 
KAN GRAVITIES (8G)  FOR H ROUND. O S C E  CLEAR 0 I : T H L  IO\VLK'SHt.Kt 
ARE 1% ROUXDSOF FREE F h L L T H E N  i\HE,\\'Y L.\SLKBURII.I)BtKt.ATH 

17:  THE DOOR T O  THIS ROOM IS LOCKED, PICKED A T l O % P R O B A B I L l T Y  
IT IS ANOTHER GUARD ROOM AND ARMOURY. M O  MORL SPECIAL 

211. I'HIS ROOM. ROOM 2 2  A N D T H E  T U N N E L T O T H E  LAUNCHER 23. ARE ROUNDS. D.\M>\CL PER KOUXD FOR U N Y K I . P . \ K ~ . ~  OCCUI'.\SIS . \ I  81; 15 
4 32. AT 6G IS 4 24. 

CARRIERS WlTH 4D8,  2 3  HTK CLONES ARE IN T H E  ROOM PLUS 3 U N ~  
OCCUPIED SPECIAL CARRIERS. TWO COMBAT ROBOTS WlTH ARMOUR, 
STUN RODS AND 4 TENTACLES A R E  ALSO PRESENT. O N  RACKS AROUND 
'THE WALLS ,\RE ,\N ASSORTMENT O F  WEAPONS AND EQUIPMENT: 
4 SLLt-PO\VERLD STUN RODS. THESE ARE IDENTICAL T O  THE CARRIER 
UNITS BUT HAVE r\ BUT1 (DESIGNED FOR A TENTACLE), A CABLE AND 
POWER PACK. 
6 SELF-POWERED RAY GUNS IAS ABOVEI. 

SUCH C H A R l C T E R S  H,\PPEN T O  BE EPILEPTICS THEY MUST MhKF. .\N 
.\DDITION.\L SAVE. .\T -2. TO ,\VOID SUFFERING .\ SEVERE .\TT.\CK. 

PER FOOT O F  BLOCK.\GE. TRIPLED IF  THE E S T l R F  5 . c - 1 .  IS ;Oiht.l lO\~ 
CLOSED AND DOUBLED I F  OVER H.\LF IS CLOSEI). ROOM 2 0  ITSELF Hz\S ,\ ~ ~ O ' C E L L ~ N G A N D I S G U I \ R D E D  BV FOUR NORM.\l. 

R.\I.K\NS IN SPECI.\L COMR.\T C.\RRIEK,S (SEE 13) Fl ' lTLD WITH l'Ul.LY 
CH.\RGED LIGHTNING R O D S A X D  F L \ M E G U N S ,  14, 24, 11, 1 6 H l K . T H t R t .  
IS .\ FORCE FENCE IN1 LlCTlNG 4D6 BlJRX D,\MAGE BETWELN 20 ,\Nil 22. 

THE LI\SER SYSTEM H.\S A STRUCTUR.\L 5 I KENGTH 01: 2 4  \ S D  IS COX 
CEALED UNDER REMOTLLY CONI'ROLLFI) 1)OORb O t  5TRt .NGI t l  70. 
THERE IS A CONCEALED LOCK IN THESE DOORS FOR 1I.\NU.\L OPt.SISG. 
GIVING ACCESS FOR SERVICING. DESTROYISG I RE I..\SLK WILL OH.  \Y 
ANOTHER INVASION BY 4 MONTHS. 

6 GRENADES (EXPLODE AS 4 ~ 6  FIREBALL). 
4 G R t N A D E S  (RELEASE 30 'CLOUD O t  POISON GAS). 
9 GRENADES IRELEASE 20 '  CLOUD O F  FLUORESCENT ORANGE DYE. 

40'  HIGH ............................... 
THE ENTIRE SHAFT IS UNDER OBSERV.\I'ION FRO'II .\ C.\VLR.\ COX 
CEALED IN THE CORRIDOR WALL 30' A B O V ~  THE B.\SE. F T ~ I  t , n  ~ I I H  .\ 
WIDE ANGLE LENS. AND IS BRIGHTLY LII  RY LUMINOUS P.\NLI.S I P T H F  

NONE O F  THE ABOVE ARE O F  SELt -EXPLANATORY DESIGN. THE STUN RALKANS OBSERVE INTRUDERS THEY C.\N .\C.IIV.ATE THEL.\IINC~I 
SYSTEM IN 4 ROUNDS. THlS  WILL ALLOW THELI 'TO SLAD h$F.T,\L \K11- 
OURED CHARACTERS HURTLING INTO THE .AIR AND/OR FRY TtlhZI 
WlTH THE LASER (DAMAGE 6-60) OBJECTS .\CCELEKIYTED B\' THt. hl.\C- 
NETS A R E  FORCED INTO THE LhSER PIWH ,\S PART O F  'THP I:IITI> \ V C l  

21: \ CENTRIFUGF. THE C.\BIN IS .\N UNLSTCH,\MBIR 80 '  LONG .\NI> 10' 
I S  DI \WETER T.\PEKF.I> SI.IGIITLY \T  THE ESDS. THE DOOK OPk.NS I S -  

, Y < T F \ I  F I K , I  >IC,\\ ,>+ 111t s \ < I ~ \ I  \( I I V \ I I \ I :  \ n t  t~ I ( , I I ~ I , . ~ I  
1 l l ~ l . l l ~ R ( , F ~  \ I  K \ > l l o \ l  P O l Y l <  \ I l l \ < :  l l l t  \ l l \ t  T \ \ I >  lt!!$tK \ 
O I \ I \ I I \ ( .  O F  I I G I I I .  I I I K C I I ( : I I O I ' I  I I I F  C U \ I V I  t x  \ \ I ) ~ I  W I I V  \ I I ~  
1J t  \ l t V Y  > \ \ l t \ l > ,  tY11 V I R R \ I I ~  \ $11 \).I. \ I t  I \I .  C ~ l < l I c l \  l Y ~ l l l l  
'1111 , I I \ I  I I I I ~ .  ~ \ I . K . \ \ > (  \ \  \ I  ,o > ~ \ I I ( , I  ~ K I ) ,  I ( ]  1111 , I I \ ~  I h, 
\ \ K l < l l ' >  R < ~ l ' l F > ,  \ \ l l \ l  \ \  217-fc>KlJt K O \ t  < l b  I111 ( R I P  , l > \ l , l  \Ulb 
ING THE S U R t I \ C E  T O  DROP A GAS PROJECTILE DOWN THE bH.\TI. 'THtY 
WlLL OXLY DO THlS  I F  THERE SEEMS 1 0  BF. .\ CH,\NCE O F  IIE.\VY D.\hI- 
AGE T O  THE TOWER AND AFTER CLOSING T H t  DOORS T O  THL SH.\FT 
BASE (22. 2)  OR EVACUATINGTHE LOWER LEVEL O F T H t  COLIPLEX. 

**W*fik***tk******X******Sr******* 

ARL USED. N U  WILLTAKE 2 0  25 POINTS O t  D,\MAGE BEFORESH.ZI'TER 
LNG I F  FORCED. ................................. 

THE CENTRIFUGE CH,\MBER IS  A FLAT CYL1NDF.R WlTH A 45' CEILING, 
TFlF CARIN AN" THE COIINTERWEIGHT CLEARING THE FLOOR BY 5 . . . - . . . . 
t t  t 1 l l l t  ~ O L \ T T K \ ~ ' I I ~ ; I l l  1, \ 18IuCh < # I  >I1 Vl K i J ' \ ?O ' \ l t> ' ,  h l \ > S  
17nO I < > \ $  \ \ I >  V \I 1'1 , \ l l l . l . l~>V GP 11 \O\lEll<,W l l t  \It-,\ t l >  t UU\l 
, 6 4 6  t t u ' t 4 l v t  1\11 u t  11 K \ t l ,  1 0  l )<>K\  I t l l ,  l l1~1l.K l s l l  I C \ 1  > t  .\\ 

RANDOM ENCOUNTERS IN CAVES 24-26 
1 3 G12\NT ANTS (3-18) 
4-6 CARRION ~~- ~ - ~ -  - 

IMMEDIATE CRASH IN THE PRICE O F  SILVER, AND 'THERE IS Z\ 70% 
CHANCE THAT THlS  WILL LEAD T O  THE COMPLETE COLLAPSE O F  THE 
ECONOMY. THE MINIMUM REDUCTION IN SILVER VALUES WlLL RE 
AROUND 95%. 

CRAWLERS (1-2) 
7-8 GIANTSPIDER (1-4) 
9-10 P H I ~ S E  SPIDERS 18 :  THL DOOR T O  THlS  ROOM IS FITTED WITH ANOTHER BI\SE 3 NULIER 

ICAL LOCK, ,\S THE DOOK T O  13. IT IS ALSO EOUIPPED WITH Z\ OXE-U'.\Y (1 2) 
I 1  GIANT RATS (1-18) 
1 2  I 5  STIRGES (4-24) 
1 6  ROTGRUBS (1.10) 
17-18 GIANT SLUG ( I )  
19-20 YELLOW MOULD 

THF TAR1.F. FOLLOWING LISTS EOUIVALENT RALKAN AND NORMAL ~ --- - - - ~  

GRAVITY FORCES, THE DAMAGE CAUSED BY THE STARTING JERK,  AND 
T H L  TIME NEEDED FOR ONE REVOLUTION O F  THE MACHINE: 
ACCFl FRATION RALKINORMALIG 211%1 '1121 412'/rI 511%) 6141 714%) 

RALK)\N 4 D 8 . 2 1  t lTKCLONE WHO CU.\RDS THE DOOR. .\NOTHERTHRt.b. 
BEING A T O T H E R  POINTS , \ROUNDTHE ROOM. 

s F ~ K T M G  D A M ~ G E ,  HIT POINTS:' i:3 ' 1'4 2'6 ' 2'8 ' 3 9  3'12 
ROTATION TIME. SECONDS: 1 4  1 0 8  7 6 5 

GIANT IKI\TS ROLLED ON 'THE ABOVE TABLE ARL SIMILAR T O  THE NOR- 
MAL SPECIES, NOT PSEUDO-GERBILS. ALL VERTEBRATLS ARE 6 LLGGED. THlS IS THE MAIN CONTROL ROOM O F  LHE COMPLtX AND IS F1TTt.D 

WlTH POUR LONG 1NSTRUMt.NT P.AN5.LS ,\NU A HUGE DISPLIZY SCRELX 
COVERING THE E N T l R t  NORTH W I L L .  24 :  Z\ LARGE UNLIT CAVE. WlTH A HIGHLY IRREGULAR FLOOR AND 

Ct.ILING. THLRE IS A LARGE POOL O F  BUBBLING BLACK LIQUID COVER 
ING SHE LOWER FLOOR T O  A DEPTH O t  12'. .\ SHAFT IN THL CAVE'S 
CEILING (TROM 14) ,\NU A 'TUNNEL FROM 1 9  OPENING 3 '  ABOVE THE 
CAVE FLOOR. THE POOL IS AN ACCUMULIZTION O F  CHEMICAL AND BIOL- 
OGICAL WASTLS \VHlCH HAVE MhThMORPHOSED INTO ,\ SLMI-LIVING 
FLUID. 

PANEL ,\ CONTROLS LHL I\CTUI\L FIRING 01: RALKAN S P A C L C R t T .  
AND IS ATTENDED BY SIX RI\LKANS 12. 9. 13. 15, 14. I 8  HTK AND ONE O t  
THE CLONE GUz\RDS. 

MOVINGCABIN OR COUNTERWEIGHT W ~ L L T A K E  4-48 POINTSOF DAMAGE. 
OBJECTS SHOULD SAVG AS AGAINST A CRUSHING BLOW. 

'THE MACHINE IS O F  STRUCTURAL STRENGTH 140 ,  WITH ITS BEARINGS 
AND MO.COKS BURLED DEEP UNDER THE FLOOR. ITS DESTRUCTION WlLL 
DELAY AN INVASION BY 1-3 MONTHS DUE T O  DIFFICULTIES IN THE 
RALKAN TRAINING PROGRAMME. ............................... 

AC4, NONMOVING. 100HI'K. r\TTACKS i\S 15D8 MONSTER, 8 A'rThCKS 2-8 
+ ACID BURNS 1-6. Tr\KES ONLY HALF DAM,\GE t ROM HEA'T. COLD. AND 

PANEL C HANDLES COMMUNICATIONS, INTt.RN,\L SECURITY MONITORS, 
LOCAI. DE1ENCF.S OIJTSIDE THL COMPLEX E'TC. IT IS POSSIBLE FOR 

10 I O U '  I.OY<;. i 1111 P O I Y I \ I ' I  n I O ' I , ~  P \ I  t I I ~ W C I I I  , t v r K t  I ) , , L I I O Y \  
( I t  1'311 l ~ O l ' ~ 1 1 ~  \\'ll.l t \ I  1 11, I t l t  1~lK1Jl1\1~ \ Y l l  l d K \ l  >\I \I  I V001  \ 
o n  ~ I O I ,  I < \ (  K I I I  111t \ I  \ I \  I W I ~  ,\I \ I  I .  POOI ,  \ I  I u k \,IIU 

~ -~ ~~ 

KOPRI.\I E ~ ~ R O C T T Y  . \un no .\PPKOPRI.\TI. D.\M \GE TO ,\ M O N S T ~ . R  
O F  THEIR HI1 POINTS ANI>Sl /h .  HTK. WITH ANOTHER O F  T H t  CLONE GUUZRDS. 22: SPACECRAFT LOADING BAY. T H E  FLOOR IS DIVIDED INTO TWO 

LLVELS. WITH 25 '  BELOW T H E  REST SURFACED WITH SMOOTH CERAMIC. 
'THE UPPER SECTION IS PATROLLED BY TWO O F  THE 2 3  HTK CLONES IN 
SPECIAL C,\RRIF.RS LIKE THOSE USED IN ROOM 20 ,  PLUS FOUR ROBOTS 
WlTH ARMOUR, COMBAT BRhlNS,  STUN RODS AND FOUR TENTACLES. 

i\T THE BOTTOM O F  THE POOL IS AN ASSORTMENT O F  SCRAP METAL 

I.UC lrPPPll  I1 I1OR FORMS FOllR RACKS SCIPPORTING THE ENDS O F  1 2  > t  I t I r  .\ I l l  \ P  O F  KI'RB1.t \ \ D  S l .R\P  O\ TOP O t  i$ l l lCH IS.\  HI '>IZY 
, k t  I t  l1 l \  (t!Vl Kl 11 I\ ~ l l l . l ~ t \ ~ '  \Yl l  ~ l l 1 l l V l \ l ;  \ll;Y> O t  u l \ ~ F C r l l > K  
\ Y I >  01 \ t \ I  I \ u01  \ I )  1'111, > K I  1.t I < ) \ ' $  !vnl,l 15 \ \ f v s I r R l o t ' ,  

..... " .. . ~ - -  - 

GLEAMING CYLINDERS, THE RALKAN SPACECRAFT. EACH IS 180' LONG 
AND 70' WIDE. WlTH A 20' DIAMETER HATCH AT THE WEST END, SCREW- 
ING INTO THE MAlN BODY O F  THE CRAFT. THE INNER COMPARTMENT IS 
150'S40',  STRUCTURAL STRENGTH 170. 

IN T H E  SE PART O t  THE ROOM IS A LARGL TABLL. D l R O U N D  WHICH 
ARE TWELVE RALKANS. ALL IN CARRIERS. THOSE ON T H t  NORTH ,\NU 

HK \ C l  I t I i ~ ' l l 1 1  .\ Ill I lMO1 > lbl>C .\Yll \ lh . \V%V. \RF\T  iVl\l>Oi4 [>I\ 
PL.\YIVl; \ l R \ \ < . t .  \ \  \IHOLI WHICH C H \ U G t  .\I  Kl(;I 'I .AR I U I I  R\ ' \ l . i .  
I l l t  R t  \Kt  1i%'0 \11'11\ ( 1 1  1111\ Illrl"> KI\I ( I \ &  11I \Yl ; IUI .  TI16 \Y\1 

CAPSLILES D ~ G  ARE FULLY LOADED,SEALED,AND LOCKED. EACH HOLDS: 
I P  R I I K A N I  IN DRIJG-INDUCED SUSPENDED ANIMATION. PLUS FOOD 

~ ~ - ~ -  - -  - - ~ - - -  - ~ ~ ~ - - ~ - ~ -  ~ , - - - ~  ~~ -~ - - ~ - .  
BOLS SHOWN AND THE OTHER CAUSING IT T O  EMIT h FAINT LIGHT. * 
................................ . ..... 

\ \ I >  r t  K,O\ \ I  I QI  I I '> I I  \ I  . C O \ I P O ~ F N I ,  t o n  r w o  I R I I ' ~ L I \ ,  1'1 1.q ;*I 
G \ \  \ I I \ ~ l I  t \ \ \ I )  O I I ( , I I I \ I \L .  l ;IIY1. q \K\IOI K1 D 1'1 K O h  \I.  
c ' % ~ k ! t  K, 1'1 1 > o t  I W t l  IVVF o t  \%'t \POY , l s \Rl  I l \ lIl$, 1 I,:, I 
COMB;> B'RAINS FOR C A R R I E R S ; K O ~  NECESSARY COMPONENTS FOR A 
RALKt\N AIRCRAFT. CAPSULES A,  B & C ARE EMPTY I\ND UNLOCKED. 
ChP\III.FS H ~ L  ARE LOADED WlTH EOUIPMEHT BllT DO NOT HOLD RAL- 

25  \ 1 ~ \ I P I  t \ I C I \ I  n t l  K \ Y \  \ n F  \ r t ~ t l $ l l ~ '  I . U V ~ V I  ~ V I I  U ~ I U G S ,  
Hl ' l  .\ t l  IY I 1  \ I >  TO\$.\KlJ> Cll.\O\ \ Y D  I\$.\YITY .\\I> \I \\ b.Vl \ 
\ > O n ~ l I l t  \ ' \ R I ( I L \  n t  1 ~ 1 t 1  U I K ~ I  \I .  R \ I  K \ U S  n t < ; % n n  TI I IS  n r I I \ \ '  
IKIK \> l > \ \ l ; t K l l l  > 111\ '1 \11~>\  \YU \ \ l l K S l l l P P F R ~  \ R l  ~ l b K l l . l ~ t l l  
\ \ I >  I i n . \ l Y i > ' \ $ t ~ ~  I > I I  ~ \ 1 ' 1 ; 1 1 1  ~ ~ ' I I I I  ~ 1 1 . 1  RIG, \ n t  I Y ~ T \ \ T I . Y  K I I  L ~ I ,  
I111 1 \ \ t  t l ~ ~ l 1 K  1, l . t \ ' t l  \ \ I )  IHt lKt  1, \ 1 l l i l l . t  0 1  RI.\l.K H \ \ \ l . l  
R lOCK> ? ' \ . ' x 2 ' . \ l < l ~ l ' \ l J  \ 5 ,  LItFP t l K F  PIT > t i 1  I11 l l l t  t l l < t  PI1 
I ~ h \ l ) l t I t  I1 H \ > \ L I  >l.\I\  I t F \ K I \ C  \ < I 1  \ 'FR L'NIIOI YSY.!II(OLII:~I;P 
\ \ I ]  Y O I  ~ 1 :  I I I A  I H I K  n \ L K \ \  I \ H I < : ~ I  IS I J K I ~ ~ : G I  n \ v n  I ' \ C ~ I Y  
,CILIU> J l i \ L K \ \  'PKIFsIh ' ,  12, I* ,  \> I>  2 2  H I K ,  I >I \ ( ;  ,111 I S  1\11 
I I I . I I T I Y ( ,  1, I \ I 7, I.\ I \ \ I )  I.\,!. 7 (:I I RIG,, ~ S F \ R I W .  \ ' I S T \ I P \ I ,  
o t  1'1 \ \ ' t ~ r i h ~ \  \ U D ( . \ R R Y I Y ( : P O I V , Y F ~ K Y I \ ' T ~  \ U I I \ I \ C ~ S .  \ T T F Y ~  
I I I I >  ~ 1 1 ' 1 1 \ 1 1 1 1 1 1 t  1 1  ~ ( , ~ > I I I P P ~ K ~  I >  1 1  'I I :  111 9 I *  1 5  1 5  1 6  

DESTROYING CAPSULES D-G WITH CONTLNTS WlLL DELAY AN INVASION 
BY NINL WEEKS PER CAPSULt.. 

DtSTKOYlNG CAPSULLS H-L WITH CONTENTS WlLL DEL>\Y AN INVASION 
BY SIX WEEKS PER CnPSULE. 

WOULD BE O F  GREAT USE T O  THE KING O F  SKORG AND HIS MlLlThRY 
STAFF. 

IN THE MIDDLE O F  THE SOUTH WALL IS A LOCKED DOOR T O  .\ LlFT 
DOWN T O  ROOM 19. THE LlFT IS CONTROLLED BY THRF.E BUTT0XS;THE 
UPPER T O  SEND THE L l F T  UP. THE LOWER TO SEND IT DOWN, AND THE 
MIDDLE BUTTON T O  STOP IT. PRESSING A BUTTON ( U P O N  DOWN) ONCE 
SETS THE LlFT MOVING AT 25'iROUND. PRESSING TWICE SETS THE LIFT 
INTO RAPID MOTION. T O  TRAVEL DOWN T O  I 9 T H E  LlFT FALLS FREELY 
FOR 4 ROUNDS THEN DECELERATES .4T 2G FOR 1% ROUNDS. TOTRAVEL 
UP FROM 1 9  T O  1 8  THIS PROCESS IS REVERSED. PRESSING THE STOP 
BUTTON AT THESE SPEEDS CAUSES ,\ 5G DECELERATION FOR TWO 
THIRDS O F  A ROUND. THERE IS AN INTERMEDIATE LANDING IN THIS 
S H A F I  (SEE 14). ........................ 

ON THE L0WF.R AREI\ I S .  L A R G t  M,\CHINt, A 20 'HlGH METAL BOX (X) 
PII'I FI1 WlTH 4 1OINTt.D METAL ARMS ON ITS UPPER S l l R t ~ \ C t .  \VAEN A 

HTK CHANT (ULTRASONICALLY) AND WAVF.'MOR~ SACRIFICIAL KNIVES 
i\ND SPEARS. 

THESE RALKANS WORSHIP THE DEITIES O F  THE CTHULU MYTHOS 
(DEITIES I3 DEMIGODS) IN ONE O F  THEIR MANY FORMS. THE CURRENT 
SACRIFICE IS T O  CTHULU ITSELF. THERE IS A SECRET NICHE IN THE 
SIDE O F  THE SACRIFICIAL SLAB HOLDING A ROLLED SCROLL IN KAL 
Kr\N LETTERS. A RALKAN VERSION O F  'THE NECRONOMICON. ............................. A N ~ I N V A S I O N  BY 6 WLEKS, L L  'THREL WlLL D~:LI\Y'.\N INVI\SION BY 

FOUR MONTHS. 

I t  A CAPSULE IS T O  B t  L,\UNCHt.D IT WlLL Bt. MOVED ~ I \ S T D O \ Y X T H E  

'THIS MECHANISM IS O t  STRUCTUR,\L SIKLNGTH 25  ,\NU \VITHDRI\WS, 
BEHIND THICK REMOIECONTR0LLt .D DOORS WHLN S O T  IN USt.. I t  
DESTROYED THF.RF. IS A 60% CHANCL OF AN tXPLOSIOS C.\USISG 6 6 0  
POINTS O F  DAM,\GE FOR 500 '  E I T H t R  SIDY. O t  THE O P t N I S G ,  .\XI> .\N 
INVASION WlLL BE DEL.\YLD BY 4-6 MONTIIS. 

2 6  TH1, C \ \ ' l  15 l lCCLPI t I I  H \  I I I K F I  \K\ IFI>  K \I.K\YS. t A N  \ I I C \ I  
C I H L  I ~i QOKIHIPPFKI w110  1;1 \RI> 1111 l t \ l l ' l  1 IIIFY \ R t  O F  I n .  2 , .  
I I I I IK \ \ I ,  \ K \ I L I ~ ~ I I I I P O K I  \IILt I I \ \ I t  KOIlS..\I 1.1 1 !.I.\ CII \R(,I I). 
\ \ I )  F Y I ' I . O ~ I \ L  ( :KLZ' . \ l l t~  2 I.\CII I I I I K I  .\Kt I 1 l K t I  I Y l l C  FRO\! 
l l l l \  1 4 \ 'T  .A, R l , \ >  2 \ l lL t  5 lit t O R 1  I t  K\ll\  \ I  l \G  I\ \ >LO$$ I \ 1 \ P  
t K l Y ( ; T l  > V t L  b * , I t  \ \ l l L t  Ill!\  I \ I l l 1  bC81'1H t . \ \ l ,  11 Kt1 
I\ $ l l \ l ,  \ I '  l > l \ > l t  ILI l  HOLt I\ I H t  > l l> t  O b  \ C u t  \ 11 t I\ l l l t  
U.\LI,.\X $1 n t  \ c t  c, n l s t ,  5 1  t~ P L Y  \ x u  t \ ~ t . ~ i ; t \  .A> 3 '  w ~ o t  
11c11.t \ r  1111 B . \ . L I , ~  1111 c ~ ~ t t  Y I  \ R  1111 s o t  111 t . x s ~  I O R U I K O ~  
1111 I.(I\YI K V L \ I ~ . \ I  1111s t \ ~ k \ \ c : t .  I, R I O ~  K F n  R Y  \ V I Y O I I I I  
>1OYF >L.\B \YD IS I +I1 M\ 11'1. 1 ' l l l l ' L l '  \$'OR<IIIPPI K,, \t'lllJ (.\Ilk. 
t V 1  1.Y F R \ > F  \I I IK%(:h \  I\ I l l t .  I V Y Y I I  1111 i% ' l \ l l  0 1  l $ l D t  I111 

19: THIS SMALL ROOM IS PRIMARILY AN OBSLRVATION P O l N l  A T  THE 
BASE O F  T H E  SPACECRAFT LAUNCHING SYSTEM ONE RALKAN IN AN 

ONCE THE SPRAYER Kt.'TR.\CTS THL CAPSULt. MOVhS ON 'THROUGH .\N- 
OTHFR bOKCE FENCE IDi\M4GE 4D61 WHICH WlLL NOT . \ t  t t .CT Ttlt. C.\P 
SULE C O N . T ~ N T S ,  ,lNd THEN P,\ST'~\VO  HUG^ C ~ . K I \ ~ I I C - C O . \ T ~ D  s r h t . ~ .  
DOORS (2 )  AND OVLR ,\ SLCI'ION 0 1  FLOOR. t . \ ' tSTU.\LLY BhlNG 
PLACF.D WlTH ITS t.,\SI t.ND DO\VN\V.\RDS .\I  I H t  B i \ S t  0 1  IIIt .  
LAUNCHhR I ~ ~ ~ . T H E C I \ R R I E R ' T H L S  WITt3DK.\\VS TO I I I t  LO.\DING B.\Y 

THE FLOOR THERE IS A 3O'D,ROP FROM THE FLOOR O F  19 T O  THE MAlN 
t LOOR 

TUNNEL SIVIFTLY OBLITERATES ANY TRACKS IN THE DESERT S,\ND. ................................. 



I would just like to re- perfectly well with one (cheaper) games 

used way of making on it was Monster Manual, Players Hand- 
their dungeons in- book, DMs Guide and so on, all costing 
teresting. I have play- extortionate prices - had we improved 

ed D&D under several gaming? - only marginally. A few days 
DMs and have always ago we played the first system again and 

wondered why they made reached a conclusion: it's not so much 
all their passages 10' wide, or the system you play, or even anything to 

multiples thereof. This phenom- do with realism or non-realism, but with 
non seems to be standard throughout how you role play as an individual in 
D&D world, if the dimensions of the any role-game environment. It i s  the role- 
inous cube are anything to go by. playing (I think) of your gamethat should 

ifiable. With this in mind, I designed a everyone's, and it would be interesting 
mini-dungeon, the widest passage of which to hear what other people think. 
was 6'. The rooms were correspondingly Yours sincerely, 
small. There is nothina remarkable about Simon Miller, Devon. 

Dear WD, 
Marcus Rowland's DM's Guide to the 

Galaxy was useful, thought provoking 
and well thought out. However, one or 
two points are worth making. Firstly, his 
idea of an inverse cube law gravity can be 
attacked on the grounds that orbits de- 
fined under such laws are unstable, so 
that planets would all too easily be sent 
spiralling into their suns - in fact,friction 
with the prevalent interplanetary atmos- 
phere that Marcus describes would do 
the job. 

Secondly, Marcus misses out the most 
reasonable form of travel in an air-filled 
universe; tame rocs and dragons. 

Thirdly, long journeys through 'normal' 
space seems tedious; might we not prefer 
to take short cuts through the Ethereal 
or Astral Planes? 

Finally, there is the crucial point that 
the universe postulated by medieval and 
pre-industrial mysticism - the universe 
of magic - i s  very different from our own. 
Planets and stars are mounted on crystal 
spheres, driven by complex divine mech- 
anisms; or perhaps the world is as in Fritz 
Leiber's Fafhrd and the Grey Mouser 
books - a hollow sphere, a bubble rising 
in the waters of eternity, with the stars 
simple atmospheric phenomena on the 
seas overhead. I f  such theories are true, 
travel to other worlds becomes a matter 
of discovering routes through the mech- 
anism, or swimming through the waters - 
or whatever is appropriate, given the DMs 
version of the truth. Even if we demand 
some 'scientific' justification of such 
views, we may be able to find it; try read- 
ing Larry Niven's piece Bigger than Worlds, 
in his collection A Hole in Space, for a 
catalogue of possibilities. 

I hope that this brief comment will be 
of some interest to people, and also that 
i t  will send readers back to Marcus 
Rowland's highly stimulating article. 

Here's to sailing over the edge of the 
world! 

Yours, 
Phil Masters, Herts. 

this in itself, but the effect on the party 
was quite amusing: there was no missile 
fire; the 10' pole was abandoned after 
some rapid trigonometry a t  the first cor- 
ner of a 4' section of passage: the advent- 
urers also had to devote considerably more 
attention than usual to such considerations 
as order of march, and where the lantern 
was. 

After the game, I was told that it was 
the most interesting dungeon that the 
players had explored as there had been 
more factors to consider than combat 
and puzzles and traps. 

I do not claim any authorship for the 
idea, there must be many DMs who have 
tried similar ideas; I do, however, think 
that many DMs need reminding that 
there is  more to a dungeon than monsters 
and magic. 

Yours sincerely, 
Michael Wilkinson, Nottingham. 

Dear WD, 
It strikes me that in most Fantasy 

Role-playing magazines at present, there 
are countless 'new system' role-games 
being reviewed. What I find myself object- 
ing to is  the fact that most reviews say 
'should make an interesting change from 
D&Df. Surely someone can get as much 
as he can from one particular game sys- 
tem, adapting and rule-changing as he goes. 

There is also a feeling among fellow 
D&D players and I think generally in the 
D&D world, that in order to get anywhere 
in gaming you must own all the supple- 
ments, have all the miniature figures and 
you must get all the back issues of mag- 
azines that have the slightest thing to do 
with D&D. It is this 'esteem of possession' 
that game manufacturers can cajole you 
with, so beware; but you know more 
than you think you do. How this relates 
to my first point, of new fantasy role- 
playing systems, i s  that whatever system 
you play, you needn't swap for a bigger 
and more expensive one, but adapt and 
change the one you already have, how 
you want to. Otherwise you can fall prey 
to the 'big business' gaming companies 
and spend all your money without im- 
proving your game your way one morsel. 

Dear WD, 
Much as I enjoy the Fiend Factory 

monsters, I feel that the format leaves a 
lot to be desired. I realise that in the in- 
terests of conserving space, the omission 
of such things as Frequency and % In Lair 
i s  justifiable. However, if a monster has 
an exceptional magic resistance or psionic 
ability, surely it would be better to record 
this in the summary at the beginning 
rather than hide i t  in the description. Also 
most monsters have at least one special 
defence, and I feel that this should be in- 
cluded in the standard summary format. 

What I really can't understand,though, 
i s  why you consider the monstermark to 
be so essential. Yes, I know that it's a 
very clever and accurate way of rating the 
monster's overall power, but who needs 
such scoring to two decimal places? I 
would instead suggest the use of the xp 
value, calculated fairly simply from the 
Dungeon Master's Guide. The xp value 
would give a sufficiently accurate power 
rating, and would also considerably aid 
the DM in lessening essential preparatory 
work. Please swallow your pride, and 
abandon the monstermark. 

Criticism aside, I must applaud the idea 
of integrating the monsters into a mini- 
scenario as in WD21, WD23 and WD25. 

Yours gratefully, 
David Hulks, St. Albans. 

Dear WD, 
I would like to make a small complaint 

about the cost of sending a letter to you. 
For starters I would like to complain 

about the variety of different stamps you 
need; one moment i t  is sp the next it's Cr. 
This is all really very confusing. 

Secondly, people from this time and 
planet have serious problems trying to 
get these stamps (nearest place for Cr 
stamps is Alpha Centauri regional post 
office, and the last time I could get sp 
was SR 62). 

Thirdly, do you realize what you can 
get for 5sp? A very good pint of mead, 5 
pints of ale or even 16 chickens. 

Yours, 
Fang McFang, Aizir Llor. 



MAG 
Treasure Chest is a regular feature devoted to readers ideas for 
D&D. This issue, some new magic items. . . 

WEBBING DEVICES 
by Roger E Moore 

There are several types of magical items that can produce webs 
similar to the second-level magic-user spell web; these items prove 
very useful in capturing opponents without causing them phys- 
ical damage. Use of some of these items may be hazardous, 
however. 

The Wand of the Spider may be used only by magic-users. I t  
generates web spells as i f  cast by a sixth level magic-user. The 
webs will last 12 turns, and have a 3" range. It may berecharged. 

Web Capsules are small, 2" diameter spheres that are usually 
white in colour. When thrown a t  an opponent or solid surface 
there is a 95% chance that a capsule will burst, forming a 10' 
diameter sphere of sticky webs that will last for 6 turns. Escape 
for any creature caught in these webs i s  the same as for escaping 
from a web spell. The tables on p64 of the Dungeon Master's 
Guide should be used (Grenade-Like Missiles). Any person carry- 
ing Web Capsules who also takes a fall has a risk of bursting the 
capsules when he or she hits bottom; there is a 20% chance of a 
capsule exploding per 10' of distance fallen. 

Wrist Spinnerettes are rare devices that f i t  onto a person's 
wrist just below the palm. Only fighters, thieves, and assassins 
may make use of them. A Wrist Spinnerette is activated by 
uttering a command word. The user may command the Spinner- 
ette to generate a web similar to one cast by a sixth-level magician 
in range, duration, and area of effect, or may fire a single rope- 
like strand some 60' in length that is non-adhesive except on the 
end of the strand. The tip of the strand will adhere to any surface 
(except utterly frictionless ones) 95% of the time, and will hold 
for one hour. The strand will support up to  6000 gp weight be- 
fore it snaps. This latter use of the Spinnerette is handy when 
the wearer is trapped in a pit, has to climb a sheer cliff or wall, 
or needs a temporary swing to cross a chasm. I t  should be noted 
that if the 5% chance of the t ip of the strand not being fully 
adhesive occurs, this will not become immediately apparent to 
the user until hefshe has climbed half-way up the length of the 
strand, swung half-way across the chasm, or so forth. At that 
point the tip of the strand will pull loose and the climber(s) will 
fall. Spinnerettes have 20 charges each and cannot be recharged. 
Each charge may be used either as a web or climbing strand. 

All webs generated by any of the above devices are highly 
flammable, as with any normal web. See the spell web (Player's 
Handbook, p72) for details. 

BOOTS 0 F ADHESION 
by Roger E Moore 

These magical boots are enchanted to grip any surface firmly, 
even slick and frictionless ones, to  permit normal movement. A t  
a special word of command, these boots will automatically lock 
in place to prevent the wearer from falling. A second word of 
command allows the wearer to walk up the sides of walls and 
across ceilings without falling off. The boots obey only the 
wearer's commands, so an enemy cannot command a character's 
Boots of Adhesion to lock in place and prevent the character's 
escape. The boots will not stick to any living material. 

JECKYLL'S POTION 
by Andrew Icing 

This vile blackish-purple potion fumes and bubbles, is vaporous 
and has a burning and bilious flavour. When drunk it causes the 
suppressed side of the drinker's character to temporarily gain 
control. This causes an alignment change for the duration of the 
potion's effect. Thus a Chaotic Good person would become 
Lawful Evil and a Lawful Good person would become Chaotic 
Evil. Neutral persons will become insane for the duration of 
effect, due to the conflict between the different sides of their 
character. Lycanthropes will be forced to adopt their wereform. 
This potion is the ruin of any paladin fully affected by it, as he 
will probably lose his status. In special cases which might excuse 
him (ignorance of the potion's effects is not sufficient), the pal- 
adin might be let off with a couple of major quests. Similarly, 
other aligned characters (rangers, clerics, black priests, etc) will 
have to heavily atone for their actions. However, due to their 
fanaticism, highly aligned characters are better able to fight the 
potion's effect, and should be allowed a saving throw. I f  the 
throw is made, treat the victim as though he were neutral, and 
he will not have to atone for his actions. 

The potion will come into effect 5-8 rounds after it is drunk, 
during which time the drinker will feel increasingly disorientated, 
and i t s  effects will last for 4-7 turns, a t  the end of which time 
the character will again be disorientated for 5-8 rounds. Each 
time a dose of JeckyllS Potion is consumed, there is  a 5% cum- 
ulative chance that it 's effects will be permanent. 

The special ingredientpneeded to make this potion are the 
crushed brains of an empipath (WD19), a were-creature (killed 
in were-form), and a moonstone. 

A special variant exists as a gas, which is always kept a t  high 
pressure in tightly sealed vials. When the vial is unstoppered, the 
gas will pour out effecting everybody in a 3" radius. This can be 
fun when opened by a Lawful Good party! 

BOOTS O F  STRIKING 
by John S Davies 

These items of magical footwear will have no effect on magic- 
users or clerics. I f  worn by a fighter or thief there is  a 50% 
chance each time the wearer fights that they will cause the 
wearer to drop hisfher weapons and fight by kicking, doing 
damage equal to a second level monk. After this has happened 
for the first time, the boots can only be removed by a remove 
curse spell. The class that will benefit from wearing these boots 
are monks. When worn by a monk they increase movement rate 
by 1" per turn, and allow the monk an extra attack every other 
round. Thus a first level monk will gain 3 attacks every 2 rounds, 
while those monks with 5 attacks every 4 rounds would gain 1 
attack on the first round, 2 on the second, 1 on the third and 3 
on the fourth, and so on. When found these boots will appear as 
shapeless, low, leather boots, and when put on they will adjust 
to f i t  like a second skin. 

THE SEA SWORD 
by Georgia S Moore 

This is a magical weapon that may be any one of the different 
varieties of swords listed in the magical swords table in the DMG 
(ie, longsword, broadsword, shortsword, etc). Intelligence, ego, 
and special abilities are determined as for any other magical 
sword. When first grasped in the open air, this sword will seem 
to be very unbalanced and will strike to hit with a -3 penalty. 
However, when used underwater it may be wielded with ease as 
a normal sword could not; it will strike with a +3 bonus to  hit 
and the user will gain a + I  on initiative rolls against any under- 
water opponents. The sword does not confer the ability to 
breathe or move through water upon the owner. I f  made of 
metal, the sword will not rust under any circumstances. 



F I E N D  FACTORY 

Fiend Factory is a regular department featuring readers' morlsters, edited 
by Albie Fiore. 

First, the Fiend Factory Poll; as happened last time, several readers have also sent in 
their votes for the worst five monsters to have appeared in White Dwarf so we are 
extending the deadline to enable others to vote. The Fiend Factory Poll is now for the 
best five and worst five new monsters to have appeared in White Dwarf, either in Fiend 
Factory or elsewhere in the magazine (eg in a scenario). Please send your votes to: 
Fiend Factory Poll, White Dwarf, 27-29 Sunbeam Road, Park Royal, London NWlO 
to arrive not later than January 8th 1982. 

This issue I have selected some creatures of differing types: a non-combative plant, 
an 'atmosphere' monster, a special, a tribal monster and a legendary-type monster, but 
they do have one thing in common -they all come. . . 

OUT of the WOODS 

THE WHISPERING 
TONGUES DRIVER ANT 
by Simon Miller by Albie Fiore 

These plants can be found wild in woods 
and forests where thev act as the eyes and 
ears of the woodland creatures, telepathing 
news of any intruders. They can easily be 
grown as pot plants and are often placed 
conveniently as a precaution against in- 
truders above or below ground. However, 
they can only be without natural light for 
2 days at the most, after which they must 
be placed in daylight for a t  least a week. 

They make excellent spies as any action 
or talking in their 'sight' or 'earshot' can 
be reported telepathically to their owner. 

A plant can be employed by anyone 
with psionic power, or with one of the 
various magical true seeing devices with 
whom it will communicate in an easily 
understood universal symbolic tongue. As 
payment, the plant must be fed a special 
humus known only to alchemists other- 
wise a plant will accept service but will 
give false alarms or no warning when it 
should. The plant knows noallegiance and 
can be taken over by someone else. This i s  
why it is  also known as 'slaytooth', 'slipper- 
tongue' or 'the betraying plant'. 

When communicating, the leaves rustle 
as though a gentle breeze were blowing 
through the plant. The communication is 
telepathic but only within a 30" radius 
beyond which the plant's psi-waves cannot 
travel, nor can they pass through lead. 

No. Appearing: 1 army 
Armour Class: See below 
rdlovement: 6" 
Hit Dice: See below 
Treasure: Nil 
Attack: See below 
Alignment: Neutral 
Intelligknce: Animal 
Monstermark: 29,473 (level XI1 in 12 

levels) 

These 1"-2" long ants are voracious forag- 
ers, marauding in vast armies of about 20 
million. (One army is treated as a single 
monster.) Fortunately, they are very rarely 
encountered, and then only in tropical, and 
near- and sub-tropical forests, savanna and 
scrublands. When encountered, there is a 
33% chance that they have camped and are 
foraging or a 67% chance that they are 
simply passing through in a 2' (orso) wide 
column. In either case, their presence is pre- 
ceded by encounters with various creatures 
escaping them. Wandering monsters are 
thus encountered a t  +I on the encounter 
roll for each % mile under 3 miles thatthe 
ants are distant. Only small creatures will 
be fleeing in panic, and only if the antsare 
foraging. Man-sized and larger will simply 
be making their way out of the army's path. 

When th'e ants forage, they cover an 
area of 8,000 sq. yards (1 50' radius) around 

their camp, though sometimes (20%), they 
forage as a 100 yard wide column in a line 
from the camp. When foraging, anything 
will be attacked. In combat, a hit indicates 
that the victim has been surrounded and 
will then take 1-6 hits per melee round 
until he leaves the foraging area. When the 
ants attack, they do so as an 8 hit-dice 
monster and the victim's armour is ignored. 

Attacks on the ants are always success- 
ful but are delivered by area - eg if the 
ants are crushed by a shield of area 1 sq. 
yard, then 1 sq. yard of ants has been kill- 
ed. The army can take 8,000 such hits! 

The army will cross small streams, large 
streams 95%, small rivers 80%, and large 
(50 yards wide or more) rivers 70% of the 
time. They will be washed some distance 
downstream dependina on the flow. 

The ants only forage when the queen is 
laying eggs - the reason the camp is set up. 
The queen will be concealed in an under- 
ground nest at the centre of the foraging 
area, or, if they have foraged in a column, 
at the rear of the column. The nest must 
be located as if a secret door. I f  the queen 
is  killed, the ants will mill in confusion for 
2 turns before resuming their foraging. 

I f  not foraging, the antswill not attack. 
If the queen isattacked, however, thev will 
form a foraging area around the queen 
and attack. 

When they are foraging, beasts of an- 
imal intelligence or less (horses, mules, 
etc) will be difficult to control and will 
be liable to bolt if given the opportunity. 

BIRCH SPIRIT 
by C N Cartmell 

No. Appearing: 1-4 
Armour Class: 2 
Movement: 6" 
Hit Dice: 8d8 
Treasure: B (under tree) 
Attack: 2 hands for Id8 + special 
Alignment: Evil (neutral) 
Intelligence: High 
Monstermark: 1026 (level XI in I 2  levels) 

The birch spirit is the soul of a murdered 
dryad. I t  detests all humanoid life whom it 
blames for i t s  death. Each spirit is linked 
to one particular birch tree from which it 
may never move more than 3". Since it is 
thus always in its lair, it cannot be turned 
by a cleric, but can be dispelled by one of 
12th level or higher. The spirit and itstree 
are immune to fire or cold based attacks 
but take double damage from lightning. 

Appearing as a 15' tall, spectral, tree- 
like humanoid with extremely long twig- 
like fingers, it attacks all non-magically 
armoured targets as if they were AC10; can 
only be hit by magic weapons; and has a 
magic resistance of 10%. In combat, if the 
spirit scores 5 or more over what it needs 
to hit, it has clutched its victim's heart 
with its spectral hands. The victim will 
then collapse for 1-4 rounds and for each 
round unconscious will age by 10% of his 
initial age. Also, for each round unconsc- 



FIEND F A C T O R Y  

ious, the victim loses 1 hit point per hit die 
permanently. I f  the damage accrued by 
this exceeds the victim's total, he will die 
and be unraisable by any means. I f  the 
victim survives, he may regain the hit 
points by use of full wishes at a rate of 1 
wish per hit point per hit die (ie if the 
victim had lost 3 points per hit die, 3 
wishes would be necessary). If the victim 
were wearing a Scarab o f  Protection, it 
would negate this attack a t  the expense 
of one charge. 

I f  the spirit drops below 0 hit points, it 
will flee into i t s  tree where it will regener- 
ate at the rate of 1 hit point per turn. 
During this time, it and i t s  tree are defence- 
less. I f  the tree i s  destroyed, the spirit i s  
killed forever. 

CHAMELIAD 

and can climb any surface with.no chance 
of slipping due to the natural suction pads 
on their palms and feet. A chameliad can 
alter i t s  colour to match i t s  surroundings 
making it difficult to detect (85% 'hide' 
and move silentlv), enabling it to sur~rise 
80% of the time, and giving i t s  opponent 
in combat a penalty of -4 to hit. 

They live in groups of 10-100. I f  20 or 
more are encountered,one will be a leader- 
type (5d8) who the others will consult 
before any group action. In any tribe, there 
will also be 2-3 hunters, the only chamel- 
iads to use a weapon - a wire garotte. The 
camouflaged hunters sneakup from behind 
and attempt to garotte their victim,striking 
at +4, but alerting the victim if they miss. 
The hunters' main prey is  the hated goblin. 
Apart from goblins, chameliads interfere 
little in the affairs of others, being content 
only to observe. If, however, one of the 
tribe is  killed in malice, the rest of thetribe 
form a death pact and will seek retribution 
on the killer or perish in the attempt. 

BLACK UNICORN 
by Alan and Anthony Howcroft 

No. Appearing: 1 
Armour Class: -2 
Movement: 40" 
Hit Dice: l l d 8 +  11 
Treasure: U (~21, S, T 
Attack: 2 hooves, Id8  each; 2 

strikes with horn. 2d8 per 
strike + special 

Alignment: Chaotic good 
by R D Bowes Intelligence: High 

Monstermark: 7051 (level XI1 in I 2  levels) 
No. Appearing: 1-100 
Armour Class: 4 These large, fierce creatures are jet-black 
Movement: 15" except for their long, smooth, ivory-white 
Hit Dice: 3d8 horn.They are highly agile, havea powerful 
Treasure: D frame and present a truly fearsome and 
Attack: Two Id4  claws formidable sight. 
Alignment: Neutral Dwelling in thickly forested mountain- 
Intelligence: Very ous regions far from human habitation, 
Monstermark: 53 (level IV  in 12 levels) they are capable of covering even the most 

treacherous terrain with incredible speed 
Chameliad tribes dwell in forests in well- (25"). jumping distances up to 3" forward, 
constructed, camouflaged tree-houses or 1%" vertically and negotiating exception- 
subterranean caverns. The natural colour ally steep rock faces. They often guard 
of the tree-dwellers is green, while the cave- long abandoned, lost or legendary places. 
dwellers are grey. They are extremely agile Although they shun human contact, law- 

ful or chaotic good elves, half-elves and 
humans with a 17 or 18 charisma may 
charm and use them as steeds (female: 18 
chafisma - 85%; 17 - 50%; male: 18 
charisma - 55%; 17 - 20%). Thev are un- 
affected by charm spells - see below. The 
charmed unicorn may only be ridden if 
both rider and unicorn believe the cause to 
be good. The charm i s  dissolved once the 
unicorn has been dismounted at the com- 
pletion of the journey. For each successful 
charm, the charmer gains +5% on any 
future attempt to charm that unicorn (95% 
maximum). For each unsuccessful charm, 
10% is  deducted. I f  any person makes a 
successful charm, the unicorn will bear a 
maximum of 3 nominated riders, unless 
they are evil. 

A black unicorn will refuse to enter any 
dungeon containing humans orhumanoids. 

Unicorns only attack if provoked, if 
they believe their opponent(s) to be gen- 
erally evil, or if their lair or place they 
guard is entered. When a black unicorn is  
about to fight, a wave of fear ripples out 
(1 1" radius). All characters must save vs 
spells or be affected as for the spell for 11 
melee rounds. Characters of 8th level or 
higher save at +4. 

Anyone hit by the unicorn's horn in 
combat must save vs paralysation or be 
inflicted with aparalysis that will be fatal 
to characters of 7th level or less within 
1-4 turns, and to 8th or higher characters 
in 6-24 turns. On the 1st melee round, 
the unicorn charges into combat; it cannot 
strike with its hooves and can only strike 
once with i t s  horn but does so a t  +4 and 
for double damage - the victim, if hit, 
mlist save twice vs paralyzation. 

Black unicorns are immune to poison, 
can sense the approach of an enemy from 
40'; and surprise opponents 7 out of 8 
times. They are totally immune to all mag- 
ic, having a continual 10' radiusanti-magic 
shell, even when asleep. The shell will also 
protect any riders. 

Three times per day, a black unicorn 
can dimension door to appear up to 60" 
away from i t s  former position. This ability 
may also be used whilst i t  carries riders. 

They speak unicorn but can understand 
common, dryad, elvish and centaur. 

The horn of the black unicorn, when 
crushed and mixed with holy water is a 
soverign remedy for all diseases and a cure 
for poison. Female magic-users can also 
use the horn as an ingredient for aphilter 
of love with permanent effects. Just below 
the horn, in the centre of the beast's fore- 
head is  a small blue gem which, if taken, can 
be used as an anti-magicshell, activated by 
concentrating for one segment. The shell 
covers a 10' radius around the gem, lasts 
for 1 round per experience level of the user 
and can be used but once per day. 

Comments: A record high Monstermark 
for the driver ants, but they can be used 
against parties of any level. U 



BEST GAME (An9 Type) 
I st - Dungeons & Dragons 

3rd - RuneQuest 

BEST WARGAME 
I st - Diplomacy 

2nd - Kingmaker 3rd - Squad Leader 

BEST ABSTRACT GAME 
I st - Rubik's Cube 

BEST FAMILY GAME 
I s t  - Monopoly 

2nd - Cosmic Encounter 

BEST TABLETOP RULES (Any Period) 
I st - Starfleet Battle Manual 

2nd - WRG Modern 3rd - Spacefarers 

BEST ELECTRONIC GAME 
I s t  - Battlezone 

BEST GAMES INVENTOR 
1st -Gary Gvgax 

2nd - Greg Stafford 3rd - Marc Miller 

BEST GAMES MANUFACTURER 
I st - TSR Hobbies 

3rd - Games Workshop 

BEST RANGE HISTORICAL FIGURES 
1 st - Citadel: Dark Ages 
2nd - Citadel: Medieval 

3rd - Hjnchcliffe: Napoleonics 

BEST RANGE SFIF FIGURES 
I st - Citadel: Fantasy Tribes 

2nd - Citadel: Fantasy Adventurers 
3t-d -Asgardl Fantasy Adventurers 

BEST SFIF GAMES MAGAZINE 
I s t  - White Dwarf 
2nd - The Dragon 

rd - The Journal o f  the Traveller's A id  Society 

BEST GAMES FANZINE 
I st - The Beholder 

2nd - DragonLords 3rd - The Storm Lord 



-NEWS 

HAS LIFE LOST ITS THRILLS? 

GNOLL 
CHIEFTAIN 
ARRIVES 
IN TOWN 
Citizens of the capital were witness 
yesterday to an extraordinary sight 
as the Gnoll Chieftain's Chariot 
with Crew pulled by 2 Giant Boars 
(FTG13) arrived from Citadel Mini- 
atures. The chief wasaccompanied 
by Scurf, the mage, Jim Crow, the 
royal standard bearer and a driver. 

Also arriving in town, but less 
ceremoniously, were a group of 
rampaging skeletons also fresh 
from Citadel's Fantasy Tribes 
range. They made no bones about 
their intentions. As can be seen in 
our picture, the Skeleton attacking 
with Scimitar (FTS2, right) iSkel- 
eton with Axe and Shield (FTSI  1 ,  
centre), and Skeleton hacking with 
Sword (FTSIO) were not on a 
peaceful mission. 

ZHODANI 
ALLEGE 
IMPERIAL 
INFILTRATION 
by our Travelling Correspondent 

Zhodani sources today claimed 
that the lmperium were carrying 
out covert infiltration operations. 
Jishedreiriashav, the Zhodani 
spokesperson, stated that the in- 
cidents occur in the latest Traveller 
adventure (No. 6 ) .  Expedition to 
Zhodane. in which lm~erial  ad- 

I 1 venturers equipped with a person- 
alitv overlav device infiltrate a 

Vicar and 
Judge in Hoax 
News arrived today that the 
emperor has died without an heir. 
Claimants for the throne have fill- 
ed the castle, but who are the 
imposters and who the true heir? 
Among the claimants are a vicar, a 
judge, a thief, a peasant, a king, 
and a wizard. &But the whole 
affair would appear to  be a Hoax, 
the new game from Eon Products. 

Those seeking to discover the 
imposters may wish to consult the 
Runes. This will probably reveal 
little about the hoax as the Runes 
in question is also a new game from 
Eon, which concerns discovering 
secret words by logic rather than 
foretelling the future. 

Lost City 
Found ! 
A long lost city has been discover- 
ed deep in the heart of the latest 
module from TSR. The module, 
11: Dwellers of the Forbidden City, 
i s  an AD&D minicampaign for 
intermediate level characters. 

Judges Guild have also released 
a swatch of AD&D scenarios. 
Dragon's Hall i s  a new solo dun- 
geon; Quest for Lara's Tower, 
House on Hangman's Hill, and 
Tower of Indomitable Circum- 
stance are all straightforward ad- 
ventures, and Masters of Mind is 
a rules set for psionic combat. 

Judges Guild have also released 
Break in at Three Kilometer Island, 
a Villains & Vigilantes adventure. 

~hddani  b&e. Imperial sources 
denied the allegation, but added 
that the adventure would be avail- 
able in the near future. 

Available now from the Imp- 
erial archives is Invasion: Earth, 
a re-enactment of the final battle 
of the Solomani Rim War. Both 
these items are published by the 
Imperial Stationary Office - 
Games Designers' Workshop. 

News has also come in of a 
proposed commando raid in the 
Gateway Quadrant. This is to take 
place in Judges Guild's newadven- 
ture, Amycus Probe.The adventure 
is part of JG's Gateway Quadrant 
Campaign, as are their other new 
releases - Crucis Margin, a new 
sector, and Ghostring, a detailed 
planet complete with a native race 
and one major scenario plus 
additional variants. All these items 
are approved for use with Traveller. 

THE RUNES 
Citadel Miniatures will be casting 
the Official RuneQuest Figures in 
the UK for release some time in 
the new year. Although the figures 
are not yet available, we have 
managed to get a sneak preview of 
some of the production masters 
of the range sculpted by the Perry 
twins, Michael and Alan. Shown 
here are a Demi-Bird, Broo and 
Bugbear. 

SUBSCRIBE NOW 
See page 36 for details 

CALLING ALL I D&D I FINGERS DOES 
CTHULHUS THE WALKING 
New horrors are stalking the world 
of fantasy gaming. Chaosium's Adventure 
Call of Cthulhu brings to life the 
horror-fantasy writings of H. P. 
Lovecraft in a new role-playing Raises 
game. The two-book rules set 
provides all the spinethilling 
details PIUS two new characteristics I Treasure 
- education and sanity! 

NEW WORLDS The Fantasy Role-Players Society 
Other new role-playing worlds to at Altrincham Grammar School 
be explored are Thieves' World for Boys - Ian Livingstone's old 
from Chaosium, and Heroes of school - raised El50 for charity 
Olympusfrom Task Force Games. by staging a sponsored game of 
Thieves' World i s  a scenario pack Dungeons & Dragons. The game 
usable with all the best role-playing lasted for 36 hours. Survivors 
systems. Based on the popular presented their treasure t o  the 
novels Thieves' World and Tales National Spastic Society. 
from the Vulgar Unicorn, it brings 
the city of Sanctuary to life for BACK TO ORIGINS 
all adventurers. Heroes of Olympus Origins '82 - the US National 
i s  a roleplaying come board game Adventure Gaming Convention - 
featuring the heroes and villains returns to its birthplace, Baltimore. 
of Greek mythology. It will take place on July 23-25. 

Finieous Fingers, the well-known 
thief and chicken, has left his 
home in The Dragon and taken up 
residence in Adventure Gaming, 
the new hobby gaming magazine 
edited by Tim Kask, former editor 
of The Dragon.Adventure Gaming 
is published by Manzakk Publ. Inc. 

NEXT ISSUE 
Coming in the next issue of White 
Dwarf magazine, will be: Weed 
War - a Traveller mini-scenario; 
This is, of course, quite Impossible 
- concerning time-travel in D&D; 
and The Town Planner - a new 
series on the planning of a quasi- 
medieval economy and town sett- 
ings for campaigns. 



SMALL  ADS 

CLASSIFIED For Sale AD&D Lewisham Wanted 
Darkover (£6), Od~sseus (£2), Beginner to  AD&D wishes to con- Please could someone supply me 

All classified ads must be prepaid White Dwarf 5, 10 and 11 (£5). tact players to  form a specifically with White Dwarf nos 1-9, 12-14. 
at the rate of lopper word, display Write to N Middleton, Camway AD&D and fantasy wargaming Good prices paid. Contact: Nigel 
adsf3.00perscc. Pleasesendcopy Cottage, Temple Cloud, Avon. club in the Lewisham area; Con- Baker, 11 Repton Court, The 
and payment to White Dwarf, 27/ tact: Michael Sullivan, 43 Veda Avenue, Beckenham, Kent BR3 
29 Sunbeam Rd, Park Royal, Lon- Twinworld Rd, Ladywell, Lewisham SE13 2EN. Tel: 01-658 7179. 
don NW10, making cheques/POs A brand new fanzine with 40 7JQ. Tel: 01-690 0914. 
payable to Games Workshop Ltd. pages of AD&D and Traveller in Traveller Croydon 

A4 format. Issue one is packed AD&D Walsall Traveller player/referee, age 13, 
For Sale with features including two ad- Experienced AD&D player, some wishes to start up a small novel 
Mint Dragon issues 1-8 inc. Strat- Ventures in AD&D and 'The Psi-1 DMing in urgent need of oppon- Traveller club in the Croydon area, 
egic Reviews - all 7. Serious backers'; a Traveller scenario . . . ents in the Walsall area. Hope to age 12 up. Please phone 668 8769 
offers: S Elsen, 25 Oakdene Park, Rush 55p to: Twinworld, form some sort of club if enough between 6-8 weekdays, all day 
London N31 EU. SAE for non- Mike Straaten, I 8 O  Edwin Rd, interest. Other forms of wargam- weekends. 
rarities. Rainham, Kent ME8 OAH. ing welcome (esp board wargam- 

ing). Contact: Mike Homer, 45 Desperately Wanted 
Quests for Adventurers Cameron Rd, Walsall WS4 2ET. Journal of the Travellers Aid 
A new collection of three exciting CLUBS Society, nos 4 and 5. Excellent 
scenarios adaptable for any role- Help prices paid. Write to: Dan Lloyd, 
playing system. May be used to- NOTTINGHAM 13 yr old D&D player would Hill House, The Hill Cranbrook, 
gether as a campaign. Available Valhalla Wargames like to get in contact with players Kent. 
from your local games shop or Games: D&D, War of the Ring. or clubs, willing t o  play other fan- 
direct, post free at £2.25. from Time: As arranged. tasyorSFgames.Contact: Richard Do You Play 
Draken Games, 'Entwood', Station Place: Members' houses. Nunn, 112 Woodville Rd, New AD&D, Traveller, SF andlor Fan- 
Road, Dersingham, Norfolk, PE31 Comments: Ages 12-18. Exper- Barnet, Herts. Tel: 01-440 4352. tasy boardgames in the Wolver- 
6PR. ienced DM needed. hampton area? You do - then 

Contact: Allan Toombs.82 Repton Help Eric the Kinfinder is looking for 
Bleeeaaauugghhh!!! Rd, West Bridgford, Nottingham AD&D, Traveller etc. Players you. Contact his aide, Stuart Par- 
Yes friends, that familiar sound NG2 7EL. Tel: Notts 231815. wanted in Melton Mowbray area. sons, 52 Tudor Court, Dudley 
reminds you that DragonLords 8 Ages 12-18? Interest in Middle Port, Tipton, W Midlands. 
has now burst onto an unsuspect- BRIGHTON Earth advantageous. Andrew 
ing world. Take a chance: send 60p Brighton Wargames Club Wells, The Homestead, Burton Help 
to Marc Gascoigne, 53 St Games: D&D and Traveller. Road, Melton Mowbray, Leics. Are there any players of Traveller 
Matthew's Parade, Kingslev, Time: Every Sunday afternoon. in Chobham area. Brand new 
Northampton. Contact: A MWood.6MonkClose. D~~~~~~~~~~ colwyn player wants to  locate or form a 

Coldean, Brighton, East Sussex ~d~~~~~~~~~ of both sexes needed group. Please contact Philip 
Congratulations! BNI 9AH. to start a Dragonquest gaming Holland. Pear Tree Rise. Chertsev 
'Very enjoyable', 'I'm most im- group aged from 15-20. Contact: Rd, Chobham. Surrey. Tel: Chob- 
pressed', Really good 'zine', ANYWHERE Colin Wilson, 17 Llanelian Rd, ham 6377. 
'Presentation excellent; Refresh- The Blue Regiment of the London o ld colwyn, clwyd, ~ ~ 2 9  g u ~ ,  
ingly different approach': Just a Trained Bands (part of the Round- TeI: 0492 55503(evenings). Green- Wanted 
few of the comments received head forces of the Sealed Knot horns and novices gladly welcome. Good condition boxed RuneQuest 
about Quash& Quasars, the 36pp English Civil War re-enactment NO experience required. for reasonable price. Contact: Mr 
fanzine to, beat all fanzines. society) are looking for recruits A Veit.36 Downlands Rd, Purley, 
AD&D, dungeons, monsters, etc anywhere in the country. Inter- Surrey CR2 4JE. 
plus Traveller, RuneQuest, T&T, ested? Please contact: Steve Payne, FISF RP Games Loughboroughl 
Gangster! and others. Issues 1-3 98 Suffolk Road, Barking, Essex. Nottingham Urgently Wanted 
available from J Hulks, 54 Is there life here in the wilder- Players between 10-15 wanted for 
Slimmons Drive, St Albans, Herts, TUNBRIDGE WELLS ness7 Recently returned t o  the AD&D willing to try most games. 
at 60p each (post paid). Dark Tower Society area, I seek F/SF campaigns t o  Contact: M Gopson, IChichester 

Games: D&D, Traveller, Myth- join. Contact: Chris Payne. 10 Drive. Purlev. Surrev. 

Wyrms Claw 
The source of new ideas and per- 
spectives for all FRP people. 
Issue 7 out now, some back 
copies available. With reviews, 
scenarios and articles at 60p+15p 
pap, or £4 annual sub -can you 
afford to miss i t?  37 Fanshawe 
Crescent, Hornchurch, Essex 
RM11 2DD. 

Exeter University Wargames 
Society Convention 
The Society will be hosting a two 
day Convention over the last 
weekend of January next year 
(30thl31st Jan 1982) and we 
wish t o  extend a cordial invit- 
ation to one-and-all to attend. 
Programme events will include 
lots of FRP'ing, table-top battles 
and boardgames of all shapes 
and sizes; if you'd like to come 
along,drop us a line to the address 
below, giving a rough idea of 
numbers and interests, and we'll 
send you the details. Write to: 
EUWS c/o Jerry West, Cornwall 
House, St German's Rd, Exeter, 
Devon, EX4 6TG. 

Cut-Price Card Games 
for Christmas 
4-up, BlackfeetlStarships, Classic 
& children's playtime card games 
at 1 15 to 113 discount. Send SAE 
for full details to: Dave & Val 
Sutton, Toys Games & Hobbies, 
90 The Mount, Coventry, CV3 
5HH. 

ology, ~poca l~pse  and. others. 
Time: Every Saturday at 2 pm. 
Contact: Colin Pennington, 34 
Stanley Road, Tunbridge Wells. 
Tel : T W 20645. 

SOUTH CROYDON 
S Croydon AD&D Association 
Games: AD&D (some board- 
games). 
Time: Sundays 2-7 pm. 
Place: ~embers' houses. 
Comments: All welcome in Coul- 
sdon, Purley,and S Croydon areas. 

HELP! 

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

AD&D St Albans 
New DM (aged 17) wishes to start 
a World of Greyhawk campaign, 
but needs players. Role-playing 
experience preferred, but even if 
you just want to  say 'Hello!' 
please phone St Albans 39739 
and ask for Dave. 

Help! 
13 yr old wants to know if there 
is  anyone in Greece to play AD&D, 
Traveller, or play by mail -any- 
thing. How about exchanging 
game ideas. Waleed Harzburn, 14b 
Dionisou, Kifisia, Athens, Greece. 

Angrave Road, East Leake, Lough- 
borough Leics, LEI 2 6JA. Tel: 
East Leake (050 982) 3632. 

AD&D Purley 
A 16 year-old player (with sev- 
eral years experience) wishes to 
get in touchljoin any players1 
groups within 5 miles of Purley, 
that. meets on Sundays. Please 
write to  Paul Hallett, 118 Riddles- 
down Rd, Purley, Surrey. Thanks. 

AD&D Oxford 
2 experienced teenage AD&D 
players want to join campaign in 
the Oxford area. Please contact: 
Chris Lampard, 41 The Garth, 
Yarnton, Oxon, phone: KID 
6701. Or Simon Piggot, 2 Manor 
Road, Bladon, Oxon, phone: 
Woodstock 81 1489. 

Car Wars 
PBM Car Wars tournament starting 
soon. Turnaround about one 
week (hopefully), 6-10 players1 
tournament. Design your own 
cars, drive in and fight. People 
with their own set should contact: 
Sean Dowie, 14 Lisburne Road, 
London NW3. Tel: 485 4306. 

Is Anybody Out There? 
21-year old D&D player seeks 
exchange of ideas, rules, etc, 
mostly for playing evil characters. 
Contact: Malcolm B Maynard, 
5334-45th Ave, Delta, B C, 
Canada V4K 1 L1. 

Minifigs Lord of the Rings Figures 
Wanted by Lord of the Rings fig- 
ure collector. Reasonable prices 
paid. Contact: Allan Toombs, 82 
Repton Rd, West Bridgford, Nott- 
ingham NG2 7EL. Tel: Notts 
231815. 

Help! 
Any campaigns in the Abingdon 
area? Player (22) seeks D&D, 
Traveller, other FRPs and Board- 
games. Have universe will travel. 
Contact: Callum Potter, 20 Cham- 
brai Close, Appleford, Abingdon, 
OX14 1 NT. Tel : Sutton Courtenay 
441. 

Stabcon 4 
Stabcon 4 will be held over the 
weekend of 8th-10th January 
1982 at Woolton Hall in Fallow- 
field, Manchester. For further in- 
formation contact: Dave Waring, 
11 Grandfield Avenue, Radcliffe- 
on-Trent, Nottingham. 

Wanted 
Traveller Journals nos 6 and 7 
urgently required. Good price 
paid. Contact: Neal, Lindfield 
(W Sussex) 2653. 

Play by Mail 
Players wanted for gangster postal 
game. For further information, 
please send a SAE to Andy 
Seamark, 10 Woodstock Road, 
Bushey Heath, Herts. 



Mi niatures (25mm scale) 

ADVENTURERS 
C F l  Cleric wlth mace ANTI-TYPES CREATURES & MONSTERS 

,CF2 Druid with spear & sh~eld CT1 Hag (Black 5 Midnlghtl25p CMl  Hill Giant 45P 
CF3 Wizard CT2 The Grim Reaper 28p CM2 Ogre with club 35p 
CF4 lllurionist wi th wand CT3 Ruffian with dagger 25p CM2a Semi-armoured Ogre wlth 
CF5 Fighterwithsword &shield CT4 Rufflan wlth sword 25p shield 40P 
CF6 Dwarf Flghterwith chaln CT5 Brlgsnd + rwordlrhield 25p CM2b Ogre Chieftain 45p 

mail & hammer CT6 Insane l l lus~on~st 25p CM3 Bugbear 30P 
CF7 FighterlHenchman left CT7 Evil Dwarf Fighter 25p CM3a Bugbear wlth two-handed 

handed + equbpment & CT8 Dark Elf FighterIThief 25p weapon 30P 
lantern CT9 Evil Human F~ghte; 28p CM3b Bugbear Chieftain 35p 

CF7a Left-handed fighter CTlO Evtl Cleric 25p CM3c Bugbear Shamaniwitch 
CF8 Ranger +rword/shield/bow C T l l  Armoured Evil Fighter 25p doctor X'P 
CF9 Elf Fighterwizard holding CT12 Slaver 25p CM4 Zomble iredeslgnl 25p 

staff CM5 Mummy 
CM6 WerewoM 

ZZP 
CFlO Thief backstabbing 

CM7 Wight. 
2 8 ~  

C F l l  Dwarf thtef sneaking 
CM8 Vampire 

2 5 ~  
CF12 Arsassrn 

CM9 Hobgoblin 
2 5 ~  

CF13 Assassin with dagger & 2 5 ~  
garotte behind back CM9a Hobgoblin with 2-handed 

CF14 HenchmanIHireling carry- weapon 2% 
ing pack, lantern etc. etc. ODDS 5 BODS CM9b Hobgablln Chieftain 30p 

CF15 Female cleric. robed CB1 Table with 2 benches 35p CM9c Habgoblfn Shamanlwitch 
CF16 samurai Adventurer CB2 Treasure Chest 25p doctor 

CB3 Statue 25p CMlO Troll 
2% 

CF17 Nlnia 
25p CM11 Cyclops 

3% 
CF18 Monk CB4 Beggar 

CB5 Sarcophagus 35p CM12 Lich 
3 5 ~  

CF19 Half-Orc 
CM13 Medusa 

25P 
CF20 Paladin 

CM14 Ghoul 
2 5 ~  

CF21 Female Thief 
CM15 Gargoyle 

2 5 ~  
CF22 Female Wizard 40P 
CF23 Martlal Artist CM16 Wererat (Manrat form) 25p 
CF24 Flghter + 2-handed sword CM17 Flesh Golem 35P 
CF25 Berserker wi th axe CM18 Fire G~ant *  
CF26 Gnome Fighteril l lurion~rt CM19 Giant Troll* 
A l l  the above are 2Op CM20 War Dogs (pr)' 
CF27 Halfling Adventurer 20p Availablem~d-Declrendforpricer 
CF28 Barbarian 2 5 ~  
CF29 Female Barbarian 25p 
CF30 Female Ranger 25p 
CF31 Bard 2 5 ~  

ORDERS TO: 
Chronicle Miniatures 

Please add 10% p&p 
Min~onuni 25p Orders over f10 00 

Unit 22, 
post froe Blaenau Gwent Workshops 

Overseas please add 33% Pond Road, Nantyglo, 
Aoranael please add 50% Brynnlawr, Gwent. 

ENOUIRIES WELCOME TeI. 0495 312851/0495 308748 

> 

New book-out now 

Fantasy Role 
Playing Games 

from Arms and Armour Press, 2-6 Hampstead High St., 
London NW3 1 QQ. 

For immediate delivery use our 24 hour answering service, 
(01 -794 3277). quoting your AccessIBarclaycard no. 

224 pages; 
illustrated. 

The Drawn s a trade mark of TSR Hobbles Inc. C o ~ v r s h t  1981 

BLACK 
DONALDS 

GAME SHOP 

3 WAVERLY PLACE 
ABERDEEN 

Aberdeen 23740 

THE MOST COMPREHENSIVE STOCK 
OF WARGAMES FIGURES AND BOARD 

GAMES IN N.E. SCOTLAND 

CAN YOU FIND IT?  
8 10.00 awaits the person who does 

All the clues are in the game available a t  your local games shop. Or in case 
of difficulty, Unicorn Gold i s  obtainable from Games Workshop Ltd., 
27-29 Sunbeam Road, London NWlO 6JP at a cost of £3.95 plus 50p p&p. 

Unicorn Gold is MicroQuesr 6 and requires Melee and Wizard in order t o  play it. 

Please mention WHITE DWARF when replying to advertisemenb 3 1 



games &K models 

, AD&D, Runequest, Tunnels & Trolls, Chivalry & Sorcery, Fantasy Trip, Traveller, 

E or TELEPHONE for all your GAMES & RULES by Avalon Hill, TSR, SPI, Yaquinto, GDW, 

FIGURES & MODELS BY: Citadel, Ral Partha, 

l%oz JARS - FLOURESCENT COLOURS 
g, Backgammon, Domin- white - blue - yellow green - yellow - orange - light red - blue red 

l%oz JARS METALLIC COLOURS 96p EACH 
Rich gold - pale gold - Britannia silver 

more fascination from 

/Eon/ 
Ex~ansion Sets 6 & 7 

I ~ O ~ C O S M I C  ENCOUNTER I 
I Add 24 new aliens and LUCRE, a monetary 

system, with these two new sets. I 
I ALSO NEW! I 
I H O A X - t h e  game of imposters 

R U N E S - a  different kind of I 
I word game I 
AND DON'T FORGET- I 

DARKOVER 
based o n  the  novels by  

QUiRKS 
the  game o f  

MARION ZIMMER BRADLEY un-natural selection 

Ask for EON games at your local 
hobby and game store. 

EON PRODUCTS, Inc., 96 Stockton Street, Dorchester, MA 02124 1 

Tired waiting 
for your games to arrive ? 

Visit our shops in the north and take 
time to browse at your leisure around 

our huge range of Fantasy, Sci-Fi 
and Wargames. 

You will find all the new titles from 
leading publishers in stock and we 

willingly offer advice and help you 
find the game to interest you. 

Puzzles, Tarot Cards, Reproduction 
Cards, Jigsaws, Electronic Chess and 
Backgammon, Mah Jong, Go, Books 

and magazines and much much more. 

NEWCASTLE SHOP NOW OPEN 

GAMES GALLERY ADULT GAMES SHOPS 
13 Forrest Road, Edinburgh 031 -226 3354 
536 Great Western Road, Glasgow ,041-334 21 11 
103 Grey St, Newcastle-Upon-Tyne 0632-61 2999 

QPEN MONDAY TO S A T U R D A Y  9.30 TO 5.30 

32 Please mention WHITE DWARF when replying to advertisements 





34 Please mention WHITE DWARF w h e n  r e p l y i n g  to  a d v e r t ~ s e r n e n t s  

ESDEVIUM GAMES 
LOW COST MAIL-ORDER SPECIALISTS 

SHOP OPEN: 9.30 - 1.30. 2.30 - 5.15 
on Mon, Tues, Thurs, Fri. 
9.15 - 5.75 on Saturday 

Come & see the BIGGEST & BEST 
CITADEL, R A L  PARTHA & LEVIATHAN Fantasy a n d  S c i e n c e  F ic t i on  m in ia tu res  a t  Selection of Games, Rules & Accessories manufac tu re rs  p r i ces  p & p  100,~ ( 1 2 p  min.-9op max.) Overseas p a p  30% ( 5 0 p  min.) 

in the South Fantnsy - Role Playing Mortal Combat R £3.90 Other Games 

@ 
Dungeons & Dragons R Cardboard Heroes £ 1.99 . Grass f4.35 

Basic Set E8.50, 'Rule Book £4.04 Sets I, 11, 111, IV. Game of Ancient Kingdoms (HT) £ 10.00 

D 8 D Expert Set £8.50, Rulebook £ 4.04 Ephemeris £7.50 

* Fiend Folio, Monster Manual £8.50 ea. Fantasy Games Jolly Roger (IT) £7.50 

Players Handbook £8.50 Tabu (IT) £ 7.50 

Referees Guide £ 9.95 t Mystic Wood (Phl) £6.95 Mentalis £4.50 

Deities 8 Demi-Gods £8.50 Demons (SP1) Boxed £4.75 Source of the Nile R £1 1.85 

Dungeon Modules: t Wizard's Quest (AH) £ 10.95 Civilisation (HT) £ 17.00 
Gl,2,3,Dl92,S2 £2.80 each t Sorcerer's Cave (Phl) £6.90 Doublethink £5.75 

Science Fiction Basic B~,TI, AI, ~3 £3.25 each S.Cave Expansion Kit £2.95 Sklrrld, Entropy £6.90 each 
+ Swords & Stars (SP1) £7.95 Expert Set Module XI, L1, £3.80 each Fantastic Encounters S £3.00 I Q Game £2.90 

Shooting Stars (Yaq) £ 11.95 C2 -Ghost Twr of lnvemess (Ivls 5-7) £3.25 Middle Earth (SPI) £12.95 
* Election (lnt) £7.90 

Dune (AH) B. R £ 10.95 Q1, C1 £4.25 War of the Ring (SPI) £9.95 Rublk's Cube £5.90 

t Starfall (Yaq) B £9.95 S3 - Expedition to the Barrier Peaks £5.35 Superhero 2044 (FGU) R £4.10 Singmaster's Notes on Rubik's Cube £1.70 

Starfleet Battles (TO £9.95 Al-Slave P~ts (Ivis 4-7) £3.25, A2. A4, £3.80 Hazard (JG) (SprHero Aid) £ 1.70 
Simple Approach to Magic Cube 70p 

Starfire, Asteroid 04 (TF) £2.95 World of Greyhawk £6.50 Swordquest (TF) £4.1 5 Escape from Colditz £ 10.65 
Dark Stars (SimCan) £7.75 The Unknown Gods (JG) £4.90 Zargo's Lords (IT) '2 10.95 Hare 8 Tortoise £ 8.95 

Mayday (GDW) £4.50 Thieves Guild I £8.95, 11 8 111 £4.50 ea. * Illad (IT) £8.95 
Game of Nations £9.45 

Dark Nebula (GDW) £4.50 * Temple Book I (JG) £2.1 5 Odyssey (IT) £8.95 
Othello £7.50 

The Awful Green Things from Outer Space ' Book of Ruins (JG) £3.25 Magic Wood (IT) £7.50 
£7 95 Dungeon Tiles £7.95 Arduin Adventure (Bxd) £7.95 Power Politics/Diplomacy 
John Carter of Mars (SPl) £ 12.95 Haven City £ 10.95 Warlock (GW) £6.95 

* Portals of Irontooth (JG) £3.20 Hammer of Thor (GSi) £ 14.95 
/Economic Games 

lmperium (GDW) £8.50 
Asteroid (GDW) £4.50 * 3 Quests for Adventurers (Nec) £2.40 Dragon Lords (FGU) Bxd £9.45 Diplomacy (Phl) £9.00, (AH) £ 12.45 
Kung Fu. 2100 (SJG) £1.95 * Official DBD Miniatures £4.25 8 £7.00 Transylvania (May) £2.70 Samurai (AH) £ 10.95 
Time Tripper (SP1) £ 5.95 * Handbook of Tricks 8 Traps (DT) £4.95 The Castle £4.25 After the Holocaust (SPI) B £1 1.95 
Wreck of the BSM Pandora (SP1) £4.95 Monster File No. 1 (DT) £3.50 Stormbringer (Ch)R £14.95 Der Fuhrer (LS) S,B £2.99 
Bloodtree Rebellion (GDW) £9.95 Monsterpack-1 (Lair) £ 1.65 Dragon Pass (Ch) £10.95 * Roaring 20's (Yaq) £6.95 
Starfire II, Robots (TO £2 95 each 

@ 
Machiavelli (AH) £10.95 

Space Opera (FGU) R, Bxd £9.90 Apocalypse (GW) £6.95 
Ground & Air Equfpment (FGu) £3.15 The Fantasy Trip (MGC) I3 lmper~um Romanum £17.90 
Outworld. Star Sector Atlas(FGU) £3.95 each In the Labyrinth (for Referees) f3,80 

Mercenary (FGU) Bxd £8.00 
* Martlgan Belt (FGU) £3.25 

Wizard, Melee, Death Test 11 £3.1 5 each 
' Empire (IT) £ 16.00 

Warpwar, Artifact (MGC) £2.99 each 
Cosmic Encounter (EON) £8.50 Advanced Melee, Adv Wizard £3.80 each 

CE Expansion Kits 1-7 £3.00 each Tclienkar's Lair £2.40 
GrailQuest, Silver Dragon £ 3.1 5 each 

Business Games 
GEV (MGC) £2.99 Bureaucracy :AH) £ 13.95 
Quirks (Eon) £8.95, Expansion Kits £4.04 Security Station £3.1 0 Acquire (AH) £ 11.95 
Stellar Conquest (MGC) £8.95 Fantasy Masters Codex £7.50 1829 (HT) B £ 17.00 

* Dawn of the Dead (SP1) £5.95 

@ 
Board W a ~ a m e s  - PreXXth Fortune (,,I) B £12.90 

* Diadem (FGU) c 13.95 Century Oil Depots 8 Ironmaster (DGW) B 95p 
* Outpost Gamma, Star Viking (Her) £3.95 Rail Baron (AH) B £1 1.95 

Dimension Demons (MGC) £2.95 t War and Peace (AH) '2 1 1.95 Business (Wadd) £9.95 
Amoeba Wars (AH) £10.95 Middle Sea (FGU) £1 2.45 Foreign Exchange (AH) £ 11.95 

* Triplanetary (GDW) £8.95 t Kingmaker (AH) £ 10.95 Market Madness (Yaq) £6.95 
Attack of the Mutants (Yaq) £6.00 Ram Speed (MGC) £2.95 Railway Rivals (RG) £4.35 

* Asteroid Pirates (Yaq) £ 6.00 Gladiator (AH) £8.95 
* Azhanti High L~ghtn~ng (GDW) £14.90 Campaigns of Napoleon (WEG) £ 10.95 
* Demon's Run (Yaq) £6.00 t Kingmaker (Phl) £10.50 Sports Games 
* Kroll & Prumni (IT) £9.95 Tunnels and Trolls (FBI) R £3.95 . Th~n Red Line (Yaq) £12.90 
* Car Wars (SJG) £ 1.99 Barbarians (Yaq) £ 5.95 Across the Board (MPH) £7.50 

* Aftermath (FGU) R £12.50 Boxed Set £ 6.95 Arcola, 100 Days (OSG) £3.75 each Line Stand (Gsi) E9.75 

Into the Ruins (Scenario) £3.95 Character Sheets £ 1.65 Emplres of the Mlddle Ages (SPI) £12.95 Monday Manager f4.95 

Unlverse (SP1) R £12.95 Solo Dungeons: Bonaparte in Italy (OSG) £1 3.95 Minden Association Football £3.75 

F~fth Frontler War (GDW) £ 10.95 Overkill. Buffalocastle, Labyrinth, Naked Doom, * Yorktown (IT) £ 9.95 Baseball Simulation £ 12.50 

@ 
Sorcerer Solitaire, Sword for Hire, £2.20 each . Jena (IT) £ 15.00 Run Chase Cr~cket (GU) £3.70 
Beyond the Silvered Pane, Waterloo (IT) £1 6.00 NBA Basketball (AH) S f  11.95 
Arena of Khazan £2.40 each * Attila the Hun £9.95 USAC Auto Racing (AH) S £ 10.95 
City of Terror £3.95 Alarlc the Goth (SSI) £9.95 * Title Bout (AH) S £12.95 

* Dargon's Dgn, Sewers of Oblivion £3.20 each * Jihad! (SimCan) £7.75 Neck & Neck (Yaq) £6.00 
The Toughest Dungeon £3.20 Oregon Trail (FGU) R £9.95 
Sea of Mystery £2 50 * Fury of the Norsemen (MGC) £3.15 
Circle of Ice, Goblin Lake, Abyss £ 1.05 each 
For Dungeon Masters: 
Uncle Ugly's Underground Level £1.05 Board Wargames- 

SF - Traveller R,S (GDW) Dungeon of the Bear 1,2 8 3 £1 .65 each XXth Century on 
Deluxe Edltlon £ 13.95 Catacombs of the Bear Cult £2.50 

t Baslc Rules Set £5.95 East 8 West £ 16.00 

Mercenary, Highguard £2.95 each Runequest (Ch) R f  7.95 (2nd Edn) * Trenchfoot (GDW) £8.50 
Hof Gap (SPI) £6.95 @, 

1001 Characters. Anlmal Encntrs, Citizens, 
Spinward Marches, 76 Patrons, Traders 8 

Boxed Runequest £ 14.95 Fifth Corps (SPI) £6.95 
Source Packs £1.65 each 

Magazines 
Gunboats, Library Data, Fighting Ships. 

* Tito. Paratroop (SPI) £6.95 each 
* llSS Ship Files. Starship Layout Pads £1.95 ::(: ~~~2rFf~,"95f7'95 each 

* Suez Fall of '73 France (GDW) (GDW) £9.95 £ 14.95 
The Dragon (TSR) R £2.75 
The Space Gamer (SJG) £1.50 

each 
* Ship Plans: * RuneMasters. Plunder £4.35 each Battle for Stalingrad (SPI) £ 10.50 White Dwarf 95p 

Tethys, Leander £3.70 ea. Fenris £4.95 Gateway Bestiary £5.25 '88', Panzer (Yaq) £1 1.95 each Best of White Dwarf Scenarios, 

K~ng Richard $6.50 Scenarios: Fast Attack Boats £5.25 Articles £1.75 each 

Scenar~os: 
Griffin Mountain E9.95- The Longest Day (AH) £40.00 Pegasus €2.1 0 

* Twilight's Peak. Leviathan, Kinunir, Bale8tors Barracks £2.1 5 Fortress Europa (AH) £ 11.95 StormLord 65p 

* Research Station Gamma, MaroonedIMar. Apple Lane, Snake Pipe Hollow E3.80 * Kanev (PG) £7.95 Different Worlds £ 1.60 

Alone, Broken Tree Inn (JG) £3.25 Ace of Aces (WWI Aerial) £9.95 Sorcerefs Apprentice £ 1.30 

Triillon Credit Squadron 
Duck Tower £4.80 Ace of Aces Powerhouse £9.90 Fire 8 Movement £2.25 

* Argon GambitIDeath Station Hellpits of Nightfang £2.04 + Stalin's Tanks (MGC) £3.25 Strategy 8 Tactics (c<  game) £3.95 

ShadowsIAnnic Nova £2.50 each 
Runequest Shield £2.20 Operation Pegasus (TF) £3.25 Wargamer (+ game) £3.25 

Ley Sector (JG) £3.70 
Clty of Lei Tabor (JG) £5.35 Squad Leader (AH) £ 11 45 * Allen Star, Quasits 8 Quasars 75p 

Pen-Latol's World $6.00 
Duck Pond (JG) £4.75 Cross of Iron'(AH) £9.95 + New Beholder 9Op 

Saples, Lomodo IV, Nithus £5.25 each. Crescendo of Doom (AH) £ 10.95 The Grenadier (GDW) £1.50 

* 50 Starbases (JG) £4.70 Raid on Iran (SJG) £ 1.99 SEWARS 80p, Palantir 80p 

* Glimmerdrift Reaches (JG) £3.75 
Chivalry & Sorcery (FGU) Divine Wind (SimCan) £7.75 Wyrms Footnotes f 1.45 

Doom of the Singlng Star (JG) £6.95 
Rulebook £6.50 Next War (SPI) £30.50 Ares (SP1) £2 95 

Dark Star 2Op 8 s.a.e. 
Sourcebook 124.95, II £4.50 Assault on Leningrad (WWW) £4.25 ' Red Glant, Black Rlder 65p each 
Swords 8 Sorcerers £4.95 Armour at Kursk (TF) £5.35 Wanderer, Wyrm's Claw 75p each 
Arden £4.95 Destrier £2.75 * Third Reich (AH) £ 10.95 The General (AH) £1 75 

.t Special Offer Saur~ans £6.95 

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

R Role Playing Rules (or free with orders over ~4.00) 

MAIL ORDER CHARGES: BFPO/APO (Europe) Overseas' Surface 
S Play So10 Mail- Add (rn~nirnurn 70p). Europe Alr Mail- add 40% imrnirnum 90~):  

Air Mail elsewhere - add 75% (minimum f 1.40) excepf Yaq, AH & Phi 

ESDEVIUM GAMES (W8) 
185 Victoria Road 

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

B Boardgame games - add 100%. 
Payment in £ Sterling please. 

M Miniature Rules YOU may phone orders and pay by  ACCESS - NO POSTAGE ON MANY GAMES FOR REGULAR CUSTO'MERS 
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r Following the success of GamesFair '81 - '. . . undoubtedly this 
year's best convention.. .'TSR proudly announce 1 

I ON FRIDAY, SATURDAY AND SUNDAY, 2nd,3rd, and 4th 
APRIL 1982 AT READING UNIVERSITY 

WITH SPECIAL STAR GUEST 

E. GARY GYGAX 
GamesFair '82 offers a fu l l  weekend o f  ADVANCED DUNGEONS 
& DRAGONS (R) and other great games, including a chance t o  
compete in the second AD&D(TM) Open Championship for the 
title 'British AD&D Champion'. Also featured will be a wide spect- 
rum of  Hobby games to  test your skill including Traveller, Apoc- 
alypse, 1829, Railway Rivals and a number o f  NEW games. There 
will again be the ever popular array o f  computer arcade games. AS 
AN EXTRA SPECIAL FEATURE E. GARY GYGAX WILL BE 
PRESENT THROUGHOUT THE WEEKEND ANSWERING 
YOUR QUESTIONS AND POSSIBLY RUNNING A DEMONST- 
RATION GAME. 

Full details and confirmation o f  events will be given in the Games- 
Fair programme. 

Both residential tickets and non-residential tickets wil l  admit 
holders t o  the convention complex throughout the weekend. 
Residential tickets include two nights in  yourown university study- 
bedroom and full English breakfast on Saturday and Sunday. 
Inexpensive meals will be available to all ticket holders throughout 
the weekend in the convention area. 

Entry to the two-day AD&D Open Competition is limited and 
must be registered in advance. The competition is only open t o  
those booking tickets and a £1.00 fee is payable. Sdccessful 
bookings will be confirmed by post and programmes sent before 
the event. Tickets will be issued at the convention complex, and 
will be needed to  gain access to convention facilities. We regret 
that non ticket holders will not  be allowed entry and that refunds 
(minus a £2.00 administration charge) wil l  only be possible on 
cancellations made before 31st January 1982. Persons under 14 
years o f  age cannot be admitted. 

We need your help 
*Reliable, careful, experienced DMs are needed to  help run the 
AD&D Open. Please mark your application accordingly i f  you 
would like to be a part of this great event. 
*Would you like to run your own game? Let us know in good time 
and we will advertise i t  in the GamesFair programme. L IIIIIIIIII 
BOOKING FORM: To  TSR Hobbies (UK) J Ltd. 

Please send me.  . . residential ticket(s) for  GamesFair '82 
@ £26 (£25 for PA members) I 

(~lease'add £2.50 if you req;ire a 
superior room with a sink) . . . . . . 

I 
Please send me. . . non-residential tickets for  GamesFair 

'82 @ £6 (£5  for  PA members) . . . . . .  I 
I wishldo not wish to  enter the AD&D Open. Fee £1.  . . . . . . I 

I TOTAL . . . . . . I 
I I amlam not a member of the PA. 

My membership number is. . . . . . . . . . . . . 
I do/do not wish t o  help DM the Open. 

I 
I (On a separate piece o f  paper, please 

give some details o f  your experience.) 
I 

1 I wouldlwould not like t o  run a zame I - 
I 

of  my own. Please specify: I 
. . . . . . . . . . . . . . . . . . . . . . . . . . . .  

I MY name: My address: . I 

1 Please make cheques/PO's payable to TSR Hobbies (UK) Ltd., and 1 
send to  the organizers at GamesFair, TSR Hobbies (UK) Ltd., ( The Mill, Rathmore Road, Cambridge, CBI 4 A D  Telephone: 
Cambridge 0223 21 251 718. 

I I I Y I I I I I I I  

BOOK EARLY TO AVOID DISAPPOINTMCNl- 

I I f  booking for more than one person please include all names and 
addresses. 
I t  you do not want to  deface your WHITE DWARF send the 
information on a piece o f  paper. I 

b CHRISTMAS SUBSCRIPTION OFFER 
A ~ a k e ~ t  a White Dwarf subscription as a Christmas presentA 

for your fantasy gaming buddies. 

6 ISSUE SUBSCRIPTION 

UK-f 5.50 

USA-$26.00 (airmail) 

Europe-f 8.50 

Together with the recipient's December issue of White Dwarf 
we will send a special Christmas card informing them of their 
present, the sender's identity, and the issue number that the 
subscription will commence with if their present subscription 
has yet t o  elapse. 

to: Games Workshop Ltd., and send to: Games Wo 
., 27-29 Sunbeam Road, Park Royal, London 

WHITE 
DWARF 

1 BINDERS 
Make sure you keep the coffee stains off your Whrte Dwarf collection 
by protecting them In your own White Dwarf binder. 

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

Send f2.95 + 50p p&p t o  Games Workshop Ltd., 27-29 Sunbeam Road, 
London NWlO 6JP. OVERSEAS CUSTOMERS; Europe: pleaseadd 20%; 
Other Overseas: nlease add 33'??: Airmail: nlease add 500/. fo r  n&n. 

Miniatures for Fantasy Gaming in 54mm. 
All masters individually sculpted. 
Animation second to none. 
Send large s.ae. for details to:- 

J. J. Marlow 
ILLUSION 
Sleepy Hollow 
Brafield on the Green 
Northampton. tel.N'ptn 891496 

Trade enquiries welcome 

I 
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FORB~VE,R PBOPL~ 
NOW HAS 

TWO LOCATIONS 
1B7R 1 S 'T (0 )Lj IB ATlH 
59 PARK STREET 14 KINGSMEAD SQUARE 

Tel. 0272 25454 I I Tel. 0225 66474 

BOTH SHOPS ARE OPEN SIX DAYS A WEEK, 10AM-6PM 

S. F, BOOKS 
DUNGEONS&DRAGONS 

MARVEL & D. C. COMICS 
MINIATURE FIGURES 

POSTERS, BADGES 
UNDERGROUND COMlX 

WARREN MAGAZINES 
TRAVELLER, RUNEQUEST 

HIGH TIMES, ART BOOKS 
S, F, FILM MAGS ETC 

Issue 1 & 2 of the new bi- 
monthly RPG magazine 

available now 
+ Module-like D&D scenario, 

news and views inc. Traveller 
by Robert McMahon 

* Artists include Alan Hunter 
* Subs. in multiples of, UK 60p 
+ lop P&P, USA $5 inc. P&P, to 

87 Boscombe Grove Road, 
Bournemouth, Dorset, England 
Strike it before it strikes you! 

SOUTH BEDFORDSHIRE'S ONLY SPECIALIST 
HOBBY GAMES AND MILITARY MODELLING 

SHOP IS NOW OPEN 
STOCKIST OF:- 

DUNGEONS & DRAGONS * TRAVELLER 
RUNEQUEST TUNNELS & TROLLS 

SPACE OPERA CHIVALRY & SORCERY. 
PLUS A RANGE O F  FANTASY FIGURES BY 

CHRONICLE & CITADEL. 
A GOOD SELECTION OFBOARD GAMES ALWAYS 

IN STOCK. 

THE GUARD ROOM 
38 WEST STREET, DUNSTABLE. Tel: (0582) 606041 

TRAVELLER 
Science-F iction Adventure in 
the Far Future 

GDW's award winning SF - 

role-playing game! 

Game Designers' Workshop Games Workshop 
P.O. Box 1646, 27/29 Sunbeam Road 
Bloomington, l L  61701 Park Royal 
USA London N W l O  

UK 
Military ~ i r n u l a t i o ~ s  
18 Fonceca Street 
Mordialloc, V I C  3195 
Australia 

Please ment ion WHITE DWARF when replying t o  advertisements 
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Ga m es .. LlvERPOOL 
50-54 MANCHESTER ST.. UNIT 20. MERRION CENTRE. 
LIVERPOOL L1 6ER LEEDS 2 

. 

.... 

P&P . Order value over f6.00 - Free MAGAZINES TradeEnquiries Welcome battle whlch marked the cllmax of the 1809 
.................................. Order value up to f6 .00  -Add 25p Fire & Movement: Issue 25 ......... f 1 . 9 5  campalgn f 24.45 

................. . . . . . . . . . . . . . . . . . . . . .  Gryphon: Issue 3 f 1 9 5  La Bata~lle d'Austerl~tz f 17 .45  
...... £9.95 

SHOPS OPEN M0N.-SAT. 9 a.m. to 5.30 p.m. 

TASY AND SCIENCE-FICTION GAMING a 

FANTASY GAMES UNLIMITED inc . 
SPACE OPERA TRADE ENQUIRIES CHIVALRY & SORCERY 
T h ~ s  f ~ n e  system now has supplementary mater~al whlch For those C&S fans who have felt a l~t t le  neglected re- 
prov~des referees w ~ t h  scenarios. star.sectors. equipment cently we now have ava~lable C&S Sourcebook 2 Con- 
and ~deasall of w h ~ c h  enlargethe scope of anycampalgn WELCOME talns more deta~ls on Doors. Locks . Weaponsm~thing. 
Look out for lots more material. plus the Space Opera Spells for NPC's. Runes . Alchemet~cal Materials. Mag~c  
magazlne . 'PK Crystal'. out soon Items . Strateg~c WarfafZ; system and lots more 

I ROLE-PLAYING GAMES I 

CHIVALRY & SORCERY: med~eval/fantasy role-playlng STARSHIPS & SPACEMEN - sf role-play~ng 
. . . . . . . . . . . . . . . .  Chtvalry & Sorcery rulebook ............................. £6.50 Rulebook E3. 95 

C&S Sourcebook 1; supplementary mater~al . . . .  £4.95 SPACE OPERA - sf role.playing 
C&S Sourcebook 2. supplementary materlal . . . . . . . .  £4.95 Boxed Set with rules. charts. etc f 9.95 .................... 
Swords & Sorcerers; supplementary materlal . £4.95 ~~~~~d & E ~ ~ ~ ~ ~ ~ ~ ~ .  SO heavy weapons ... £3.15 

. . . . .  . . . . .  Saurlans . preh~stor~c soc~ety and beasts f 6.95 ~~~t~~~~ ~ ~ 1 ~ .  SO scenario pack 1 £3.25 
. . . . . . . . . . . . . . . . . . . . .  Arden: C&S scenario pack £4.95 star sector ~~l~~ 1; planets In the Terran Sector f3. 95 

Elreme & Galley . C&S naval combat .................. £7.45 outworlds . s tar  sector scenario ........... ~ 3 . 9 5  
Castle Plans; 25mm scale castle floor plans £2.95 AFTERMATH - post holocaust role.playlng ......... 
Fort~f~catton Plans; 25mm floor plans . . . . . . . . . . .  f2.95 ~~~~d set; 3 rule books. tables. etc . .  £1 2.50 
Homes & Hovels; 25mm cut-out medieval buildlngsf3.25 Into the Rulns . Aftermath scenarlo pack 1 .. £3.75 
Towers for Tyrants . 25mm cut-out medieval keep £3.95 VILLAINS & - superhero role~playlng . . . . . . . . . . . . . .  SKULL & CROSSBONES - piratical role-play~ng 3. 25 Boxed Set; rules. map charts. etc £7.95 Rulebook . . . . . . . . . . . .  . . . . . . . . .  
P~eces of Eight . S&C scenarlopack. ships, boats. etc . £2.45 WILD WEST - western role-play~ng 

GANGSTER - crimlnal underworld role-play~ng Boxed Set: rules. maps . charts. etc . . . . . . . . . . . . . . .  £8.95 
Boxed Set. rules. charts. etc . .............. £6.75 Trouble on W~dows Peak W ~ l d  West scenarlo pack £2.75 
FLASH GORDON & THE WARR~ORS OF MONGO BUNNIES & BURROWS - ~ntelligent rabbit role-play~ng 

. . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . .  . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . .  Rulebook £3.25 Rulebook f 3.25 

BOARD GAMES 
. . .  Colony Delta; human vs allen sf combat £7.95 

. . . . .  I Diadem; clash of r~val  planetry emplres f 13.95 
Conquest of North America; h~storjcal game 

Of colOnlsatlOn 4.75 . . . . . . . . . . . . . . . . . . . . . . . . . . . . .  
The Drag0n Lords: wargame . . . . . .  f9.95 

. . .  Wizards: wargame f9.95 
. Middle Sea: multl-player feudal empires game £12.45 

Oregon Trail; Old west wag0n lralns ................... f9.95 
Mercenary; renalssance warfare and intr~gue . £7.95 

_Madame Guillotine: the french revolution . . . .  f 2 .25  

RULE BOOKS 
. . . . . . . . . . .  Space Marines; sf ground combat f 3.95 

. . . . . . . . . . . . . . . . . . . . .  Archworld; fantasy battles £3.25 
. . . . . . .  Down Styphon; p~ke  & shot/fantasy £2.25 

Fire . Hack & Run; pre-1880 sk~rmlsh £2.25 . . . . . . . . . . . .  
Frederick the Great: 7 years war £2.75 . . . . . . . . . . . . . . . .  

. . . . . . . . . . . . . . . . . . . . . .  Giac My; war In Vletnam £2.95 
Gladiators; combat l n  the arena . . . . . . . . . . . . . . . . . . . .  f 2.25 

AVALON HILL 
Crescendo of Doom . . . . . . . . . . . .  f 10.95 

. . . . . .  crossof Iron £9.95 
. . .  Mldway . . . . . . . . . .  £10.95 

. . . . . . . . .  ~ a n z e r  Blitz £10.95 
. . . . . . . . .  Panzer Leader . £ 1  0.95 

. . . . . . . . . . . . . . . . . .  Filchthofen's War £9.95 
. . . . . . . . . . .  Russlan campaign f9.95 

. . . . . . . . . . . . . . . . . . . . . . . . .  Squad Leader f 11.45 
. . . . . . . . . . . . . . . . . . . . . .  Warand Peace ........... f 10.95 

wooden ships & lron  en £9.95 
Alrforce . . . . . . . . . . . .  . . . . . . . . . . . . . . . . . . . . . . . .  . . f 1  0.95 

Dauntless . . . . . . . . . . . . . . . . . .  f 10.95 
F l a t ~ o ~  . . . . . . . . . . . . . . . . . . . . . . . . .  f 10.95 
~ ~ n e  . . . . . . . . . . . . . . . .  f 10.95 ~ a ~ l c  ~ e a l m  f 10.95 
StarshlpTroo~ers . . . . . . . . . . . . . . .  £10.95 

. . . . . . . . . . . . . . . . . . . . .  The Longest Day f 39.95 
. . . . . . . . . . . . . . . . . . . .  Fortress Europe f 10.95 
. . . . . . . . . . . . . .  Circus Max~mus f 7 .95  

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

. . . . . . . . . . . . . . . . . . .  Amoeba Wars f 10.95 
. . . . . . . . . . . . . . . . . . . .  Moonstar £9.95 

. . . . . . . . . . . . . . . . .  Gladtator £7.95 

CHAOSIUM 
. . . . . . . .  . Runequest boxed kit f 13.95 

.. Dragon Pass. fantasy boardgame f 10.95 

PHILMAR GAMES 
Sorcerer's Cave & Mystlc Wood f5 .95each  

. . . . . . .  Sorcerer's Cave Expans~on klt £2.75 - 
GAME SCIENCE 
TRADEENQUIRIES WELCOME 

......... Emp~re of the Petal Throne f 15.95 
Star Fleet Battle Manual £3.95 . . . . . . .  
Str~ke Team Alpha . . . . . . . . .  £3.95 
Superhero2044 . . . . . . . . . . . .  £3.95 

PEOPLE'S WARGAMES 
KANEV 
A S'ngle map' 200 'Ounter game of lhe lar- 
gest So''et operation In WW2 
Exciting. playable and unpred'ctable . 

~ ~ ~ ~ ~ ~ ~ , " , y , , " ~  ~ o ~ ~ ~ p " s  Boxe. . f-$:zz 
TRADE ENQUIRIES WELCOME . 

VISIT OUR NEW LEEDS 
SHOP IN  THE MERRION 

CENTRE 

. SEND SAE FOR LATEST LISTS 

TUNNELS & TROLLS 
FANTASY GAMES SYSTEM 

Rulebook (2nd edlt~on) £3.95 ................ 
Tunnels & Trolls Boxed Set f6.95 . .......... 

........... . Naked Doom Solo D~~~~~~ £2.00 
... Sorcerer Solltalre. solo ~ ~ n g e o n  £2.00 . ...,., sword for nlre solo D~~~~~~ £2.00 

................. Labyrinth. Solo ~ u n g e ~ ~  £2.00 
........ ~ ~ f f ~ l ~  castle. solo D~~~~~~ £2.00 

City of T ~ ~ ~ ~ ~ .  solo Adventure ........ f3. 75 
............. Beyond the Silvered pane £2.25 

A~~~~ of ~h~~~~ £2.25 
............. Welrdworld. Solo  eon £2.00 

.................... overkill. Solo ~ u n ~ ~ ~ ~  f2 .00  
~~~~~~n of the B ~ ~ ~ .  ~ e ~ e l s  1. 2. 3. £1.50 . ............... Uncle Ugly's Underground £1 5 0  
Dargon.s Dungeon. Solo . . . . . . . . . . .  f3. 00 
C~rcle of Ice Solo . ............................. 

Abyss. Solo Adventure ~5~ . . . . . .  
~ ~ b l ~ ~  ~ ~ k ~ .  solo ~d,,~,,~,, re . . . . . .  

A~~~~~~~~~ M~~ £1 1 0  . . . . . . . . .  
T&T character sheets. of 25 . £1.50 
sewers of obllvlon £3.00 ................ 
Catacombs of the B~~~ cult 1 £2.50 . . .  
sea of M ~ ~ ~ ~ ~ ~ .  solo ~d~~~~~~~ £2.50 . 
~ ~ ~ ~ ~ ~ ~ ~ h . ~  T ~ ~ ~ ~ .  G~~~ £3.75 ....... 
TRADE ENQUIRIES WELCOME 

. DICE 
Poly Set (6 H ~ g h  Impact d~ce) £1.50 
D4 3 5 p  each D l  2: 3 5 p  each 
D8 3 5 p  each D20 . 3 5 p  each 
~ 1 0  . 3 5 ~  each ~6 from Sp each 
Natural D20 - numbered 1-20 3 5 p  each 

Griptop Bags 
2% x 2% ~ n s  (per 100)£1.00 
3% x 4% (per 100)£1.50 
4 x 5% (per 1 0 0 j f 2 . 0 0  
5 x 7% ~ n s  (per 100) £2.50 
6 x 9 ~ n s  (per 50) f 1.50 

ZARGONIANS Trade Enquiries welcome 
These 23mm tall. ready coloured cardboard 
counters. flxed In plastic . provide 
complete dungeon populattons for those 
without the time to prepare and palnt metal 
figures 75p per sheet lup 24 Pleces) 
5 0 ~  Per pack of 10 plast~c stands . 

SEND SAE for fu l l l ~s t  

] . 

N C R  B A  
save the trouble of sending a letter 
and cheque . Encounters tn the Phoen~x Quadrant f 1.99 pedo; I W ~ l l  Flght No More Forever Le Grand 

Adventure . . . . . . . .  £ 3.50 Empire. Warr~ng States: ~e lo~onnes lkn  war  . 
Adventure £2.50 all at ............................. .. ............. £8.95 

YAQUlNTO GAMES 
Barbartans album games £5.95 . . . . . . . . .  
Asterold P~rates album game ........ £5.95 

....... Demon's Run: album game £5.95 
Attack of the Mutans. album game £5.95 

.... Roar~ng Twent~es: album game f 6.95 
......... Neck and Neck album game £5.95 

........ Market Madness: album game £6.95 
. . . . . . . . . . . . . .   me wars. sf game £9.75 

........................ Starfall sf game £9.95 
Battle- beginner's album game ....... £4.95 
Ult~matum contemporary. strategic £8.50 

. . . . . . . . . .  . CV Battle of M~dway  f 12.95 
. . . . . . . . . . . . . . . .  Beastlord fantasy f 11.75 

. . . . . . . . . . . .  Panzer: WW2. tactlcal f 10.75 
ironclads naval ..................... £10.75 
Swords and the Flame colon~al rulesE2.95 
Murfreesboro': ACW ..................... £9.95 
Mythology: fantasy f 10.50 . . . . . . . . . . . . . . . .  
T h ~ n  Red L~ne:  Battle of Waterloo f 12.50 . 
Great Redoubt Battle of Borodino. f l2 .50 
'88' WW2 Western Desert tact~cal £1 1.95 . 
Plckett's Charge Battle ofGettysburgfl1.95 . 
Swashbuckler album game £5.95 . . . . . .  
Ironclads Expansion Klt £9.95 . . . . . . . . .  

. . . . . . . . . .  Beachead album game £4.95 
.. . . . . . . . . . . . . . . . . . . . .  Marine 2002 sf £1 1.95 

..... Fast Attack Boats. album game £4.95 
. .................... Hero album game £4.95 

Armour WW2. n/wEurope. tact~cal f l  5.95 
. . . . . . . . . . . .  Shoot~ng Stars sf f 11.50 

.................... Dallas: album game f 6.95 
lRADE ENQUIRIES 

COMAND PERSPECTIVES 
B~~~ auarrers ~ ~ ~ ~ ~ . d ~ ~ ~ ~ l ~ d  ~ ~ ~ ~ l ~ ~ ~ i ~  
naval . . . . . . . . . . . . . . . . .  £5.95 
presenting the ultimate In detailed ACW 

c p .  games use the same basic 
rules with mo~lf lcatlons for each game to 

. bring our the character~st~cs of that partl 
C U I ~ ~  battle . 

. . .  Sharpsburg. (ZIP-lock bag) £9.95 
...... Road to Washmgton (Boxed) f12.95 

TRADE ENQUIRIES WELCOME 

£5.95 
~ ~ ~ , " ~ , " ~ r ~ ~ , " , " ~  ~ ~ ~ ~ ~ v e l l e r  .... £2.90 
H ~ g h  Guard Book 5 of Traveller £2.90 ... 
Ctt~zens of the Imper~um.Travellera~d f 1 . 9 0  
Sp~nward Marches Traveller sup . £2.50 
K ~ n u n ~ r  Traveller Adventure £2.50 
Research Statlon Gamma Adventure f 2.50 

. . . . .  

Shadows/Ann~c Nova' Double Adv'ture f 2.50 
Azhant Hlgh Llghtnlng £14.95 . 

. . . . . .  76 Patrons Traveller sup f 1 . 9 5  
Tw~ l~gh ts  Peak Adventure ...... f 2.50 

. . . . .  £2.50 

pen-~ato1.s ?:EE%I?h":rbub~e World Adventure AdvVture £4.95 f 2.50 . . . .  

DUNGEONS&DRAGONS 
D&D Bas~c Set . rules.d~ce. adventuref8.50 
D&D Expert Set . rules . dice. adv £8.50 . . . .  
D&D Basic Rules only £3.95 . . . . . .  

. . . . .  D&D Expert Rules only £3.95 
...... D&D Character Records sheets f 1.95 

. AD&D Dungeon Master's Gulde £9.95 
.............. AD&D Players Handbook £8.50 

. . . . . . . . . . . .  AD&D Monster Manual £8.50 
........... AD&D Deit~es & Demigods £8.50 

. . . . . . . . . . .  AD&D Flend Folio £8.50 
AD&D Dungeon Master's Screen . £4.50 

...... AD&D Character Record sheets f 2.95 
. . .  AO&D Player character  older £2.95 

AD&D NPC Character Record sheets £2.95 
. .  AD&D DM'S ~dven tu re  Log f 2.95 

Rogues Gallery . NPC slats .............. £2.95 
World of Greyhawk £6.50 
B1 D&D Basic Mod £2.95 
62 D&D Basic Mo f 3 .50  

D&D f 3 .50  
G1 AD&D Module £2.50 
G2 AD&D Module f 2.50 
G3 AD&D £2.50 

AD&D £2.50 
D2 AD&D Module £2.50 
D3 AD&D Module £2.95 

. . . . . . . . . . . . . . . . . . .  S1 AD&D Module £2.95 
. . . . . . . . . . .  S2 AD&D Module £2.50 

. . . . . . . . . . . . . . . . . . .  S3 AD&D Module f 4.95 

........................... T1 AD&D Module £2.95 
. . . . . . . . . . . . . . . . . .  C1 AO&D Module f 3.95 
.................... C2 AD&D Module .... £2.95 

0 1  AD&D Module f 3.95 ......................... 
. . . . . . . . . . . . . .  A1 AD&D Module £2.95 
........................... A2 AD&D Module £3.50 
. . . . . . . . . . . . . . . .  A3 AD&D Module f 2.95 
. . . . . . . . . . . . . . . .  A4 AD&D Module f 3.50 
............................ L1 AD&D Module f 3.50 
.......................... Boot H ~ l l  Module 1 f2.50 

............... Gamma World Module 1 £2.50 
..................... TO Secret Module 1 £2.50 

GLme Snooze 2 now ava~lable . News . re- 
. vlews new tltles . Board games. f~gures 

games . role.play~ng. sports games . PLUS 
w ~ n  a hol~day for 3. wtth the sex symbol of 
your cho~ce . ~n Gdanskl Game Snooze 3 0 p  

Gorget and Sav
magazlne Issue 2 . . 9 5 p  . .  
GAME SNOOZE and G&S a'va;l'able to trade . 

BOARD WARGAMES 
Trade Enquiries Welcome 
SIM-CAN games: 
JIHAD1 The r~se  of s lam 63.1732 £ 8 9 5  . DIVINE WINO Strategic Pac~ f~c  War 

. . . . . . . . . . . . . . . . . . . . . .  game £8.95 
Also available . Dark Stars . Assault on To- ,,., ,, a, the crossroads ~r.egs,ar, ne. 
~ake tny  Kreyser Quebec ijbre: I J ~ .  Tor- . 



- E - 
GAMES USED TO 8E JUST FOR KIDS; BUT NOW THERE ARE A NEW GENERATION OFOAMES. 
GAMES WORKSHOP3 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 

AREEASYTOPLAYAMDAREGREATFUN! . 
DOCTOR WHO - Dsl&, W r -  VALLEY OF THE FOUR WINDS WARLOCK is a card-playing duel APOCALYPSE requires diplomatic 
man and other aliens will tre mizt is designed as an introduction to barween wizards, each with a wl- skills and a poker f m  as players 
and must be overcameby strtse~gtk the hobby of fantasy board war- ection of beautifully illustrated attempt to build n u d m  emphs. 
or cunning as players m h  the gaming. In a world of magic and $palls to EBstTheymustba chosen The die is not used as a random 
galaxy forthe Key of Chmos.  K B  mansters, the forces of good and skilfully. as they may be reflected, dmmt. but asthe medium for out 
and others who can give help will evil are lacked in an epic struggle. or warder off tawt, and they us! thinking your enemy in a totally 
be frmnd. Most importantly, items Each must seek the help of power- power, the exhaustion of which unique combat system. Powerful 
will bed ismvar~ ths thaves t ran~  ful Independent beings in a que~t  eliminate the wizard. The rmw4 nuclear weaponry adds the spice 
powers. Thee must be used judic- linked to thr main battiewherethe pley-system involvesailtheplayers to a game that combhas slmpte 
iously a d  with forethought. The undaad hordes am baeiegiw the continually in a fast, flowinpgitme. r u l ~  with high skill and great fun. 
great variery of items ensires that city. Tho disewery of the indepen- 'one of the r n o s t p n w n i ~ ~ a  (Formerly published as Warlord'.) 
each game is different awl bu ildr dents enrum variety and demands to come our way for a long the. ' 'n work of genius', WIItary Mod- 
to an exciting a d  hilarious climax. quick-wltted changes in tactics. Games B Puzzles - Spring 1981. d i n g  maguine, August 1980. 
For 24 pleye~q qd 10 and over. Por 2 playorr, qd 11 to duh. For 26 phy- @ 12 to d u k  Fw 24 pl- a@ 10 to d u l t  

EACH GAME COMES IN A PULL-COLOUR, 11%"~ 0Wx 2%" BOOKCASE BOX, WITH FULL-CDLOUR MOUNTED PLaYlFIG BOARD. 

@me shops,includingour own in: 
Lodm 1 Oalling R a d ,  Hammer- 
smlth, We. Tel: 01-741 3445. 

. . . Doctor Who . . . Apocelypra 

Or by sendinga cheque/M for70p 
Onc P W f o r  our 64 pageanalwe. 



nt mini prices! u= 

T k  are new+ TSR" mini games featuring some 
thrilling new themes, attractively produced In colQur 
viih a pair of quality dice, and priced at only =95. 
(cbapm than many pther games of an infeiior 
qmhty). This is your opportunity to play exdting 
fantaw w m a  thedre auick and easv to learn and 
can &de hours-of fa'scinating 

VAMIWREtu Minimme - Have I 

i for h u l a ,  must take terrible &ks to find 3 of his 
/ coffins in Tmnsyluania's Carpathian ~ountai& In 
I tho d v m c d  game only ib bravest can defeat the 

rsampyre within the heavily guarded walk of Gstle 
I Dracuk. 

THEY'VE TWVABW P L E A S r n L L E r n  
Minigame - A game of alien infiltration - creates 
an atmosphere of creeping paranoia as owby-one 
reside& d thii unsuspecting town are hmed into 
gl-eyed strangers. The "Normal" t6wnspeople 
must find and defeat the d i n  before they too are 
"1nvaded"' r I . s FLC ' 

I 
REVOLT OH MARESm Minigame features 3 different science SAGAm Age of Heroes Minigame features Norse 
fiction scenarios pitting seven large family dans (the Seven Houses heroa combating awesome m d e q  winning fab- 
of I m i h )  against the d i n g  Imperial Terran Empre; in league ulous treasures and ruling great Iringdoms in their 
with an alien invasion; or in an all-out stmggle amongst them- quest to gain the gat& g h y  And to be an 
selves immortatized legend in song! and stmy. 

- Here are the vely latat Dungeon Modules - for 
low h a 1  characters, hinging you a new group of 
adwinture settings a d  not- on how to expand 

I /- - -  - DWGEOM MODULE E# At your wwbr dwnture games d- tor the Basic Game ' - - .:supplier. If in difficdty cmtack 
PBLBCE OF TEE SEVER 

1 rmncmm 5' 

(Chamctar h e l s  1-3) 5 ,--i 
- .  

mMG€OllB MODULE L1 
tor the Advanced G a m  

m E s E C B E T Q F ~ H I U  (Charackr Lwls 24) @ 1 9 8 i T S R ~ q l n c A l K i t s ~ ~
TSR Hobbitas (UK) Ltd 

DUMZOZaflVlMWLEU , . TheMitl,-RathmoreRd, 
- for the Advanced Game - 

, DWELLERSUFTfiE ' ; 
FORBIDDM CFFY 9 .  +: 

(Character levels 4-7) 




