75p
LIS.A.$300
£53.50
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YOU ARE EARTH'S ONLY HOPE!

| > (o ACTINVITIES
; 0? | Emsarg T

£1GM A
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The professor and his team of experts work frantically to perfect the “Ad Astra” project
at the university’s science center. Just moments before they are ready to conduct their

final test the outer halls of the building shatter as the radioactive mutants of a devas-
tated Earth attack!

Can you as the Human player hold off the fearsome attack of the Mutants? Can you
as the Mutant player defeat the humans and their brave little robots before they escape?

You'll only know after you have played your FREE copy of

ATTACK orcne MUTANTS

This special introductory version of “Attack of the Mutants” is yours FREE when you send
£1.00 ($2.00) for our catalogue of games.
QOur beautiful full colour catalogue has dozens of games from science fiction, history, fantasy and war.

Whether you are new to Adventure gaming or an old hand you’ll find many exciting titles to select from in
this beautiful catalogue.

U.K. Send £1.00 to U.S.A. Send $2.00 to
' YAQUINTO PUBLICATIONS
GAMES WORKSHOP: AY YAQUINTO P
27— 28 Sunbeam Road, \r "
London NW10 AY Dallas, Texas 75224

SPECIAL BONUS OFFER

Order any of these exciting games and we‘ll send you both the game catalogue and the special version of Attack of
the Mutants absolutely FREE.

Swashbuckler £6.95 ($8.00) Demon‘s Run £6.95 ($8.00) Asteroid Pirates  £6.95 ($8.00)
The Barbarians £6.95 ($8.00) Battle £5,50 ($8.00) Time War £9.95(814.00)
Beachhead £4.95 ($8.00) Fast Attack Boats £4.95 ($8.00) Shooting Stars  £11.60(816.00)

Check or Money Order must accompany all arders, Sorry no C.0.D's. Allow three to four weeks for delivery




GAMES WORKSHORP-

ALL MAIL ORDERS TO: 27/29 SUNBEAM RD., PARK ROYAL, LONDON NW10. TEL:
01-965 3713. ACCESS & BARCLAYCARD WELCOME. MAIL ORDER CHARGES:
add 55p p&p for orders under £6.00. Orders over £6.00 post free; EUROPE — Please add 20% p&p;
OTHER OVERSEAS — Please add 33% for surface, or 50% for airmail. ORDERS DESPATCHED
WITHIN 7-14 DAYS UNLESS OTHERWISE ADVISED. TRADE ENQUIRIES WELCOME.

DUNGEONS & DRAGONS

Basic Boxed Set: (for beginners) New version
with Module 82 & revamped rules . . .£8.50
Expert Boxed Set: Expands Basic. . . .£8.50
NEW — NEW — NEW — NEW — NEW — NEW
Basic Rulebk .£3.95 Expert Rulebk £3.95
ADVANCED DUNGEONS & DRAGONS:
Monster Manual ...............

PlayersHandbook . . .. ..........

Dungeonmasters Guide
Deities & Demi-Gods . . .........+

NEW — NEW — NEW — NEW —NEW — NEW
Fiend Folio: Vol. || of Manster Manual. £8.50
WORLD OF GREYHAWK . ....... £6.50
MODULES (ready-to-play adventures):

G Modules: The ‘Against the Giants’ series:
G1&G2....£1.25 G3......... £1.26

D1: Descent into Depths of the Earth ,£1.75

D2: Shrine of the Kuo-toa . ...... .£1.75
D3: Vaultof theDrow. . .. ....... £225
Q1: Queen of the Demonweb Pits, , , .£3.95
$1: TombofHorrors. . .......... £2.95
$2: White Plum Mountain. . .. ..... £2.50
$3: Expedition to the Barrier Peaks . .£4.95
B1: In search of the Unknown. . . ... £2.85
B2: The Keep on the Borderlands. . . .£3.50
T1: The Village of Hommlet . . . . .. .£2.95

C1: Hidden Shrine of the Tamoachan .£3.95

A1: Slave Pits of the Undercity . . . .. £2.95
C2: Ghost Tower of Inverness. . . .. .E2.95
X1:lsteofDread. . . .........00. £3.50
A2: Secret Slavers of the Stockade , . .£3.50
DragonHall . . ......co00000sss £2.50
B [T TS R P £2.99
House on Hangman's Hill . .. ...... £2.99

D&D and AD&D APPROVED SCENARIOS
The Fantastic Wilderlands Series:
City State of Invincible Overlord . . £6.50
City State of World Emperor. . . . . £8.95

Wilderlands of High Fantasy . . . . .£6.50
Fantastic Wilderlands Beyonde, . . .£6.50
Wilderlands of Magic Realm. . . . . . £6.50
Wilderlands of F ic Reach .£6.50
First Fantasy Campaign . . ........ £6.50
Cavernsof Thracia, . . .. ......... £4.50
Verbosh. . . .. £4.50 Inferno..... £3.95
Tegel Manor . .£3.95 Dark Tower , .£3.95
TheMaiteseClue. . . .......00000n £2.95
MGG & i e et A £2.50
Book of Treasure Maps1 .........£295
Book of TreasureMaps 2 . . . ...... £2.99
Mines of Custaleon ., ........... £2.95
Survival of the Fittest. . . . ...... .£2.50
GenCon X1 Dungeons . . ......... £2.35
Operation Ogre
Thiews of Badabaskor . . .. ....... £1.99
Citadalof Fire ................ £1.99
Frontier Forts of Kelnore . . . .. .... £1.99
Under the Storm Giant's Castle . . . . .£1.98
SwordofHope. . . ............. £1.99
Towerof Ullison. .............. £1.99
Temple of Ra Accurssed by Set . , . . .£1.50
Escape from Astigar’s Lair, . .......E150
Dragon Crown £1,256 Furioso ., . .. . £4.50
Treasure Vaults of Lindoran . . . ... .£299
Portals of Torsh £1.99 Ventek . .... £2.50

Of Skulls and Serapfaggot Green . , . .£2,95
Spies of Lightelf £3.50 Crucis Msruht £4.50
Tower of Indomnitable Circumstance . £3.50
Ruins Book 1.£2.99 Ravenskrag. . .£6.95
Portaisof lronTooth. . .......... £2.99

Quest for Lara’'s Tower. . ......... £1.99
Break-in at 3KM Island. . ... ...... £1.99
PLAY AIDS — PLAY AIDS — PLAY AIDS
Dungeon FloorPlans . . . ......... £2.99
D&D Hex Sheets (Pad of 50). ., .... £1.99
DM’s Screen. .£4.50 Judges Shield .£1.75
Rogues Gallery: Non-Player Characters£2,95
Player Character & Adventure Folder .£2.95

Non-Player Character Records . . . . . . £2.95
Campaign Hex System . . . ........ £1.99
Fantasy Cartographer's Fieldbook . . .£2.99
DM‘s Adventure Log . .. ... T . £2.95
Unknown Gods: B3 Gods detai Ied .E£4.50

Village Book 1£1.99  Village Buﬂk 251 29
Islands Book 1 £1.99 Castles Book 1£1,99
Temple Book 1.£1.99 Castles Book 2£1.99
Monsters & Treasure Collection . . . . . £3.50
Geomorph Collection. ., ......... £3.50

& A A A

76 Patrons

Animal Encounters

The Spinward Marcl

NEW — NEW — NEW

Traders & Gunboats. . £
Fighting Ships. . . . .. ........... £1.95
TRAVELLER DOUBLE ADVENTURES:
Shadows/Annic Nova, ’ 2.50
Bright Face/Mithril , 50
The Argon Gambi parh Station. .

TRAVELLER ADVENTURES (Scenarios)

Kinunir. . ... £250 Leviathan, ., .£2.50
Twilight'sPeak . . ... ..... .00 £2.50
Trillion Credit Squadron. . . . ...... £2.50

b
GAMES COMPATIBLEWITH TRAVELLER

Mayday . . . .. £4.95 Snapshot..... £6.95

Azhanti High Lightening. . . . .. .£17.95
Fifth Frontier War: Fast-movlngs:muiation af
Zhodani/lmperium war;starshipssquadrons &
battles, troop units + worlds at war. . £11.95
Invasion Earth: Final battle of the Solomani

PUITIANET o o 5o e ety S e £8.95
Marooned/Marooned Alone, .. ..... £2.50
Library Data A-M . .. ........... £1.96
MAGAZINE MAGAZINE MAGAZINE

Traveller's Journal (No 10): Quarterly.£1.50
Best of Journal: Items from Nos 1-4 . .£2,95

TRAVELLER
50 Starbases:

- p’\F’F‘RlJ\.’ED PLAY AIDS

NEW — NEW — NEW

NEW
Merchants & Merchandise £1.95 Sore

Scouts & Assasins £1.95
Vanguard Reach
Ship's

System Data _\h eets

TRAVELLER — APPROVED PLAY AIDS

Referea's Screen: Shield with tables . .£1.75
Traveller Logbook: Starship records . .£1.89
Starships & Spacecraft: Deck plans . . .£4.26

Ley Sector: Detailed sector with map .£3.50
Astrogator’s Chartbk: Mapping system. £2.95
Encounters in Corelian Quadrant: 4 starships
detailed with NPCorew . ......... £1.99
Encounters in Ventura Quad: As above£1.99
Encounters in Phoenix Quad: As above £1.50

NEW — NEW — NEW — NEW — NEW
Tethys: 156mm starship deckplans. . . .£3.95
Fenris: 15mm starship deckplans . . . .£5.95

Leander: 15mm starship deckplans. . .£3.95
King Richard:15mm starship deckplans £7.95
Glimmerdrift Reaches: New sector detailed
with map. Links with Ley Sector . . . .£3.50
Navigator's Starcharts: Mapping aid . .£3.50

A A A A

TRAVELLER — APPROVED SCENARIOS

Tancred: Adventure among rebel forces £4.50
Dra'’k'ne Station: Mission inside asteroid £3.50

Darthanon Queen: Save the ship! . . . .£2.

<

Port Xanatath: Adventures inPirateden£3.95
Pen-Latol’s World: Survey alien planet. £5.95 -
Nystalux: Adventure on alien world . .£3.95
Geptorem: Pirate's asteroid hideaway .£3.95
Mission to Zephor: Adventure on alien planet
to rescue kidnapped official. . .. .... £3.95

Hydronaut: Alien planet adventure. .
NEW — NEW — NEW — NEW — NEW
Doom of the Singing Star: Massive adventure

.£5.95

with 15mm deckplans & many scenarios. £8.95

Nithus: Planet adventure setting. . . . . £3.95
LomodolV: Planet adventure setting. .£3.95

Sapies: Planet adventure setting. . .. . £3.95
Wabor-Parn: Planet adventure setting .£3.95

V vV V
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| En Garde!: Chivalry & swordplay. . .

SHOPS:

6 ST.

1 DALLING RD., HAMMERSMITH,
LONDON W6. TELEPHONE: 01-741 3445
MONDAY — SATURDAY 10.00-5.30.

JAMES'S SQ., MANCHESTER M2

TELEPHONE: 061-832 6863.

UK— Please

RUNEQUEST

RuneQuest: Fantasy role-playing; the box
contains rules, Apple Lane scenario, monster
book, dice, character sheets + Basic Role-

L e SR Wl ) S £15.95
RuneQuest Rulebook . .......... £8.95
SCENARIOS —SCENARIOS —SCENARIOS
Applaland ......ccc0naanansas £3.95
Snake Pipa Hollow. . . . .......... £4.50
Broken Treelon . . ... .......... £2.95
Duck Tower . .£4.50 Duck Pond. . .£4.50
Hellpits of Nightfang . . . ......... £1.99

City of Lei Tabor: Complete city .
MNEW — NEW — NEW —NEW—NEW NEW
Griffin Mountain: Massive wilderness cam-
paign with over 100 scenarios . . ... £11.95

PLAY AIDS — PLAY AIDS — PLAY AIDS
Foes: Pre-rooled adversaries. . . .. ... £8,95
RuneQuest Shield . ., .. ......... £1.99
Cults of Prax: Gult-by-cult guide to the basis
of RuneQuest magic. History, references,
illustrations and maps. A key document£8.25
The G y Bestiary: M s from legend
& literature to expand your campaign . £8.25
Plunder: 640 pre-generated treasure hoards
plus 43 magical treasures of Glorantha £4.50
RuneMasters: 45 Rune Lords, Priests and
Lords-Priests of the cults complete withspells,
experience, bound-spirits, treasures etc £4.50
NEW — NEW — NEW — NEW — NEW — NEW
Cults of Terror: The book of the bad guys of
Glorantha detailing the cults of nine deadly
deities. Presented in the same clear format as
Cultsof Prax:. ... ivdasiiennas £7.50

OTHER ROLE-PLAYERS & SCENARIOS
Gamma World: Post-halocaust USA . .£7.95
Legion of Gold: Gamma World scenario £2.50
Boot Hill: Hot shots in Wild West. . . .£7.95
Mad Mesa: Boot Hill scenario. . . . . . £2.50
Top Secret: Bond-style espionage. . . .£7.95
Rapidstrike: Top Seeret scenario . . . .£2.50
.£2.95
Superhero 2044: Comic-book heroes . .£3.95
Hazard: Superfhero 2044 scenario. . . .£1.50
Basic Role-Playing: Easy-to-learn & play
introductory fantasy role-playing game -
ideal intro to Runeguest or others . . .£2.99
Temple to Athene: Fantasy role-playing
scenario usable with any system, . . . .£3.50
Mountain of Mystery: FRP scenario. . .£3.50
9 Doctrines of Darkness: FRP scenario . £3,50
9 Doctrines of Darkness |1; FRP scen, .£3,95

OTHER ROLE-PLAYERS & SCENARIOS
NEW — NEW — NEW — NEW — NEW — NEW
The Arduin Adventure: New revamp of old
favourite; box contains: basic rules, adventure,
dice, character sheats & artifact cards .£7.96
Arduin Adventure Rulebook . . . . ... £5.95
The Arduin Trilogy: The original three books
in boxed set for advanced players. . . . £13.96
Free City of Haven: Huge city cempaign for
use with any FRP system . . £10.95
Nightmare Maze of Jigresh: First scenario for
use with Empire of Petal Throne . . . .£1.50
Champions: Comic hero role-player . .£6.95
Stormhringer Role-player based on the Elric
series; boxed. A M e araa £15.95
IronWlnd Detaried area of fantasyworldwith
natives, dungeons, poison & herbs, weather
charts + more for any FRP system . . .£6.50

DICE — DICE — DICE — DICE — DICE
Opaques: Dice in brightly-coloured, opaque,
hi-impact plastic:

D4 . . 50p . 50p D8 ..50p
D10 . 60p D12 50p D20 .
Precious Gems: Dice in brightly-coloured,
hi-impact, transparent plastic - real beauties:
D4 . . 60p D& . . 60p .. 6B0p
D10 . 60p D12 . 60p D20 . 60p
Small Gem Dice:

D4 . . 50p D6 . . 50p D8 . . 50p
D10 . 60p D12 . 60p D20 . 50p
Dice Marker Set: For colouring-in the num—
bers on the above hi-impact dice. . . . . £1.50

Dice Maze:Perspex tower for tumbling dice
down - enlivens throwing the dice. . . .£7.50
2D10: Two percentiledice. , . .. .... . 50p

ng to adverlisern

MONDAY — SATURDAY 9.30-5.30

UNIT 37, BIRMINGHAM SHOPPING CENTRE,
BIRMINGHAM, B2

TELEPHONE: 021-632 4804.

MONDAY — SATURDAY 9.30-5.30

MINIGAMES—MINI-GAMES—MINI-GAMES
St our, zip-locked games:
< mad prof£2.50

Kung Fu 2100: Martial he
Raid on Iran: Free tt
One Page Bulge: Ardenne
NEW — NEW — NEW
CarWars ath & may!
META-GAMES -
Command at Sea. .

this game’
.£5.95

opment of the

rogame from

.£3.650

NEW — NEW — MAYFAIR MINIGAMES
Transylvania: Villagers vs vampires . . .£2.50
LC.B.M: Fast & nasty nuclear exchange£3.96
Space Empires: Multiplayer space war .£3.95
The Castle: Rescue princess from evil. .£3.95
Richard the Lionheart: Richard's campaign
for France, 1194 — 1198 ., ....... 3.95
NEW — NEW — DWARFSTAR MINIGAMES

Barbarian Prince: Solo fantasy quest . . £4,50
Demonlords: Epic fantasy battle, . . . . £4.50
Outpost Gamma: SF man-to-man. . . . £4.50
Star Viking: Space piracy .. ....... £4.50

NEW — NEW — NEW — TSR MINIGAMES

They've Invaded Pleasantville: Movie-style
alien invasion .. .. cveiiceennns £2.95
Saga: The ageof heroes . .. ....... £2.95
Vampyre: Hunt Count Drac ., ... .. £2.95

Revolt on Antares: SF strategy game . .

POCKET GAMES

1 vs starship crew
am

one fantasy .
NEW — NEW — NEW - NEW
jors battle for planet. £3.50
fight Iw ythetic

NEW MISCELLANEOUS PLAY AIDS
Grimtooth's Traps: Book of traps. . . .£3.75
Arms Law: Weapon combat system. . .£7.95
Fantasy Paths: Contains dungeon floor plans
& Basic Role-Playing . .. ........ £11.95
Look! Mo more spilled piles of cardboard
counters with the Nebelwerfer system of
bases + stacking screens, Starter Pack cont-

ains 100 bases + 100 screens . . ... .. £7.95
50 Nebelwerfer Bases. . . . ....... E2.76
50 Nebelwerfer Screens . . . ....... £2.75

Counter Clips: Magnetic counter holders.
for use on map mounted on metal sheet:

100 for half-inch counters. . . ... .. .E6.50
B0 for five -eighth inch counters. . . . . £5.50
Tank Trap: Plastic case with foam insert
formicrotanks:. .. . .. cii-ssacad £1.96

Dry Dock: Ditto for 1/2400 scale ships . £2.95

SAMES

.£3.50 Warp War

Rive -£3.50 Wizard.
lce War ; 5 Black Hole.
HnI\, Wa £2.95 Hot Spot

s & Stones.£2.95 Artifact. .
Ramspeed £3.50 Stalin’s Tanks
Invasion Air Eaters, , ., .....
One World/Annihilator. .
Panzers
Dimensions Demor
NEW — NEW — NE
Fury of the Norsam
I Divine 1
Lords of the Underearth: R
Convertible for u ith Fi

Rommel
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10, Queen Street, Bridlington, YO15,2SF.
Telephone:0262-70421

SEND A LARGE S.A.E. FOR MAIL ORDER

STARFORCE 300 Open Mon-Sat: 9.30 to 5.30 (closed Thursdays)
Trade enquiries welcome
ACCESS AND BARCLAYCARD WELCOME

Space Ships and Ground Vehicles in 1/300th
Scale.From as little as 45p. All Space Ships
come complete with their own Base.

STARFORCE PERSONNEL
25mm Starship crew, plus Aliens. 25p each.
STARSHIPS
1/10,000th Scale Starships. Complete with
their own Base from as little as 40p.

STARDRIVE

15mm Stardrive Vehicles. From 50p. Also
[ in stock: 15mm Tabletop Figures and

CATALOGUE ,

\ Laserburn Rules for 175mm Wargaming.

(;

THE LARGEST SELECTION
OF GAMES IN THE WORLD

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!

— Near Tottenham Court Rd. Tube Station -

4 Please mention WHITE DWARF when replying to advertisements
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* Judges E(;l.rfild *GDW * Tartian Metals < - NEW! — ——— EE\%
* Flying Buffalo * TSR * Traveller 3 4 itadel Miniatures ~
* Star Force 300 *WRG * International Team % 3RD REICH Asgard Miniatures 6;&\‘
* Chronicle * Asgard * Archive &‘_\_&J (Revised Edition) Chronicle Miniatures %
* Yaquinto * Metagaming * Hinchlitfe % GUNSLINGER FASA TRAVELLER %:
* Runequest *FGU * Humbrol FEDERATION SPACE Deck Plans i
* Ral Patha * Eon * Task Force % FINEQUS TREASURY IRONCLADS 'k
* Zocchi * Bellona * Osprey S Miniature Ships =
* Master Models * Newbury * Milliput e e L N e T o
* Citadel NARDADA DARDADADADDADD DR
. @ Open WAR GAMING
9.30 am-10pm CLUB DISCOUNT \
E @)I Mondays to Saturdays | | 10% off goods £75 and over ety
| 15% off goods £175 and over
= =
22 OXFORD ST. LONDON W1 (15t rLoor) [Ew II l E



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 |2dd to

New!

The Forest - a map to expand
your basic Cry Havoc game.
Produced to the high standard
of the other game components,
this map gives the Cry Havoc |
plaver a heavily wooded area to
the maps
available. Cost per map - £2.85

already

pue e

often missing from other board games.

CmD CMRRIORS Full colour wargames and fantasy figures.

F.1. Dungeon Adventure &
F.2. Savages & Swordsmen
D.A.1. Saxon Army

D.A.2. Norman Army

American Civil War

U.S.1. Union Infantry
U.S.2. Confederate Infantry
U.S.3. Union Cavalry
U.S4. Confederate Cavalry

New Felt-Hex

The revolutionary new playing surface for wargames. Made of high-quality felt
in a range of colours. Felt Hex has a one inch hex grid printed on one side for
skirmish or role playing games and it is plain on the other for games at
battalion level etc.

Felt-Hex can be draped over boxes or books to form a realistic terrain, and
whatever the angle the hex grid is still there. No more role-playing games
on maps, if you need a hill or valley with hexes you can now have one. The blue
Felt-Hex is a boon for naval wargamers and may be used with the green or sand
to form coast-lines or islands. Deserts and their undulating sand-dunes can
now be faithfully recreated for the first time.

® Fold it: For easy storage. ® Iron it: On the plain side for a smart finish.
® Glue it: Felt-Hex can be glued to itself to form a larger area.

® 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 is 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.

Magnificent Full Colour W.W.1. aircraft prints.
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.

Now Available

In response to customers requests, we are releasing duplicate
‘Cry Havoc’ maps and counter sets as single items to add to the
basic game. Each item is available at £2.85 each.

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

Please send me copies.

[ FEEE T T

[ enclose

ORDER FORM

“Cry Havoc™
Map 1
Map 2
Co. 1. Counters
Map 3 Forest
Card Warriors
F.1 Dungeon Adventure
F.2. Savages & Swordsmen.
1. Saxon Army
2. Norman Army.
1. Umon Infantry.
2. Confederate Infantry.
U.5.3. Union Cavalry
U.S.4. Confederate Cavalry
W.W.1. Aircraft
print W.1.

W.2.

W.ai.

W.4
Felt-Hex (one inch Hex)
sheets 6ft x 4ft Green
sheets 6ft x 4ft Sand
sheets 6ft x 4ft Blue
sheets 6ft x 4ft Black
Plain Felt 72 in wide x metres required.
Metres Green

Sand
Blue

plus 50p extra for postage

and packaging. On the item or items ordered.

Name

Address

Arlon House, Station Road, Kings Langley, Herts.

Telephone: Kings Langley 68328

Please mention WHITE DWARF when replying to advertisements




& Post to:- Carey & Donaldson P.O. Box 130, Chester CH1 1TD.

6

" You've Fantasy Role

=,

Played On the Table....

.... NOW PLAY
FOR REAL!

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

All you would-be Fighters, Magic Users and Thievesetc.,
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 ‘REAL’ Monsters whilst
searching for hidden treasure.

What do you get for your membership ?

L3 Weapons @ Amour @ Costumes @ Equipment
@ Character Progression w 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? P ah‘-"“"E TRaA

/L’L [ \f’\

£30 Membership per year (T LAl |
plus £1 per adventure — T ekl T+
For further information contact l&{éﬁg e
‘Treasure Trap' by filling in the = |
i ’ ' \ =
form below:- h[%@ﬂf |

SEND NO MONEY-Just a stamped addressed envelope

Name . BT, '

Address =

Age Sex: Male [ ] Female [__]
Preferred Character Class: Fighter ] Magic User ] Thief __]Other ]

Favourite F.R.P. Game __ e

Please mention WHITE DWARF when replying to advertisements



ASTARD

MINIATURES

NOTTINGHAM'S FOREMOST FANTASY AND SCIENCE FICTION SHOP

36 HIGH PAVEMENT,
NOTTINGHAM.

Trade Orders Welcome

The
ASGARD

5. Mary
The Virgin

Churen

Broadmarsh

Shopping
Centre

ASGARD
Bus MINIATURES
Depat

N To MOTTINGHAM STATION

OPEN 9.30 pm till 5.00 pm
Monday to Saturday

Figures by:-
Asgard Citadel Ral Partha,
QT Games and Rules by:
TSR, GDW, Judges, Guild,
Chaosium, Metagaming, Tabletop
Games, Games Workshop.

This new range of 15mm Fantasy Figures, usable for role-playing games or
for Tabletop Wargaming, is designed to the same high standards of detail
as can be found in Asgard’s latest 25mm ranges, but cost less than half the
price!

Now you can afford to populate an entire dungeon, or build an army of
thousands. Send 50p for four sample figures and latest Asgard lists.

MDA MFM
1 DWARF THEIF e 10p 1 TROLL oo — 30p
1A DWARE FIGHTER ... 10p 3 RAT 15p
aA DWARF WITH AXE . - 132 3 WEREHA P A
12 ELF FIGHTER S 10h 5 DRAGON ... OSSR R 60p
13 ELF LORD - 10p 6 WRAITH e
21 HALFLING THIEF . 10p 7 GOLEM 10p
22 HALFLING WARRIOR _10p 10 WEREWOLF . 15p
24 HALFLING ARCHER . 10p 1 SALAMANDER ..\, . 30p
%5 GNOME .. . - 10p 13 SPIDER R O S 15p
25 GNOME WITH SPEAR . 5 100 T2 WOTES 16p
33 MAGIC USER 1 16 BALROG £1.50
34 DRUID Z ; 10p 17 ELYING REPTILE WITH WRAITH RIDER _£1.00
38 THIEF ... . 10p 18 SKELETON e 10p
42 PALLADIN P A e 18A SKELETON WITH SHIELD 10p
W emm——
S e 10p 20 GIANT ORC IN PLATE WITH SWORD .. 10p
MDAS 20A  GIANT ORC IN PLATE WITH AXE 10p
1 BARBARIAN ... T 10p 20B  GIANT ORC IN PLATE WITH SPEAR 10p
2 CHAINMAIL BARBARIAN . 10p 20C  GIANT ORC IN PLATE STANDARD BEARER 15p
o A N e S ]gg 22 LIZARDMAN WITH SWORD ... 10p
25 FALLEN HERD ELF o 224 LIZARDMAN WITH SPEAR 10p
5C FALLEN HERO HALFLING 10p 25 GIANT SNAKE 25p
5D FALLEN HERO WIZARD .. .. 10p 26 GIANT LEECH RO
5E FALLEN HERO FIGHTER - 10p

UK Mail Order Rates min. 25p 10% to £10. Orders over £10 POST FREE.
Overseas Surface 30%. Orders sent within seven days of reciept

18 Sydney Street,
BRIGHTON,
Tel: 0273 698424

ACORN ATOM
8K ROM/2K RAM - £150 + VAT
12K ROM/12K RAM - £199 + VAT

TEXAS TI 99/4 (16K) — £242 + VAT
VIDEO GENIE (16K) — £289 + VAT

INTELLIVISION £199 INC. VAT + SECOND FREE CARTRIDGE

Whether you need a computer for playing Asteroids or Adventure
games or for more mundane purposes - we have a machine to suit
you. If you already have a computer then send for our lists of

software.

For those of you still preferring human opponents, we have new
editions of our SF & Fantasy and Wargames catalogues - send

large SAE for free copies.

 4rme

THE BEST
IN PERSONALISED

COMPUTERS AT
LOW PRICES

SHARP MZ 80K
48K -£347 + VAT

ATARI 400 (16K) -£285 + VAT

ATARI 800 (16K) -£525 + VAT
M I - . S S G S S S S e
"PLEASE SEND ME DETAILS ON THE FOLLOWING ITEMS

VIC 20 — £165 + VAT (PLEASE TICK). | ENCLOSE A LARGE STAMPED

MZ80B — £960 + VAT ADDRESSED ENVELOPE.
COMPUTERS SOFTWARE
ATARI 400/800 TRS 80 / VIDEO GENIE 0O
TEXASTI99/4 ATARI 400/800 O
VIC 20 SHARP MZ-80K O

ACORN ATOM

I
|
I
| viDEo GENIE
|
|
1

oooonoo

BOARDGAMES
SHARP MZ-80K SF & FANATSY O
SHARP MZ-80B WARGAMES O

NAME &
ADDRESS

Please mention WHITE DWARF when replying to advertisements




MINIATURES LTD.

10 Victoria Street, Newark, Notts. Tel:0636 77495

Citadel Miniatures U.S. Inc., P.O. Box 12352, Cincinnati, Ohio 45212
RAFM Company, PO Box 62, Paris, Ontario N3L 3E5, Canada

Each Citadel Master Figure is Indiwwdually Hand Sculptured by our own Craftsmen

BOX 1: ADVENTURERS
Adventuress in Vacc Suit
Adventurer in Vacc Suit with Repair Gear
Adventurer in Vacc Suit with Snub Pistol
Adventurer in Vacc Suit with accelerator Rifle

Adventurer in Casual Wear with Auto Pistol
Adventuress in Casual Wear with Carbine

e e

Adventurer in Ship Dress with Hand Computer
10: Adventuress in Ship Dress with Snub Pistol
11: Adventurer in Ship Dress with Snub Pistol

12; Adventurer in Survival Dress with Advanced Coimbat Rifle

13: Adventurer in Survival Dress with Auto Pistol
14- Adventuress in Survival Dress with Assault Rifle
15: Unlity Driod with Work Arms

16: Social Droid {Steward/Library Functions)

17 Down-and-out Adventurer with Dagger and Body Pistol

18: Down-and-out Adventurer with Carbine
19: Down-and-out Adventurer with Auto Pistol
20: Barbarian Adventurer with Cutlass

Adventurer in Casual Wear with Advanced Combat Rifie

Adventurer in Casual Wear with RAM Grenade Launcher

BOX 2: THE MILITARY
1: Low Tech Officier with Revolver
2: lLow Tech Trooper with Rifle
3: Low Tech Trooper with Light Machine Gun

4: Low Tech Trooper with 5cm Mortar Pack and Carbine

5: Mid Tech Squad Leader with Advanced Combat Rifle
6: Mid Tech Trooper with Advanced Combat Rifle
7. WMid Tech Trooper with Light Assault Gun
8. Mid Tech Trooper with RAM Grenade Launcher
9: Mid Tech Gunner with Towed Auto Cannon
10: Mid Tech Gunner with Towed Auto Cannon
11: Mid Tech Loader/Spotter with Laser Carbine
12: Mid Tech Aid Man with Backpack
13: High Tech Squad Leader with Gauss Rifle
14: High Tech Trooper with Gauss Rifle
15: High Tech Trooper with RAM Grenade Launcher
16: High Tech Trooper with PGMP—-12
17: High Tech Sniper with Gauss Rifle and Grav Beit
18: High Tech Trooper with Battle Dress and PGMP—13
19: High Tech Trooper with Battle Dress and PGMP-13
20: High Tech Trooper with Battle Dress and FGMP—14

BOX 3: SHIP'S CREW

1. Bridge Officer in Dress Uniform with Hand Computer
2: Bridge Otficer in Duty Dress with Snub Pistol

3: Female Bridge Officer in Duty Dress at Ease

4: Merchant Master with Snub Pistal

5: Chief Engineer in Duty Dress with Hand Computer
G: Engineering Crewman in Duty Dress with Tool Set
7: Engineering Crewman in Duty Dress with Snub Pistol
8. Crewman in Duty Dress with Tool Set

9: Crewwoman in Duty Dress with Hand Recorder

10: Crewman in Duty Dress with Snub Pistol

11: Crewman in Duty Dress with Cutlass

12 Medic in Duty Dress with Analyser

13: Marine in Battle Dress with Accelerator Rifle

14: Marine in Battle Dress with RAM Grenade Launcher
16: Marine in Battle Dress at Ease

16: Marine in Combat Armour with Snub Pistol

17: Ship's Boat Pilot at Ease

18! Crewman in Vacc Suit with Tool Set

19: Crewwoman in Vacc Suit with Snub Pistol

20: Crewman in Vacc Suit with Snub Pistol

SET 1:ADVENTURERS

Femodrorewn TRAVELLER.

15mm MINIATURES

Approved For Use With

TRAVELLER.

Each set contains 20 individual
figures, with a variety of costume
and equipment. They can be used
to represent player-characters, and
patron and person/alien encount-
ers. Each full-colour box also
contains a special foam liner to
protect and store the figures in
once painted.

£2.95 per set

PLEASE NOTE: These Traveller figures
are not available in the USA.

All the figures photographed on this page are
from Set 5: Aliens

BOX 4: CITIZENS

Uniformed Official with Communicator
Uniformed Official with Auto Pistol
Uniformed Official with Submachine Gun
Mobleman with Foil

Lady in Evening Wear

Merchant of Substance with Snub Pistol
Young Lady of Good Repute with Dagger
Male Citizen with Blade

Female Citizen with Auto Pistol
Business Man with Hand Computer
Receptionist with Communicator

12: Colanist with Assault Rifle

13: Female Colonist with Body Pistol

14: Con Artist with Suitcase

15: Thug/Bouncer with Auto Pistol

16: Thug/Bouncer with Shotgun

17: Assassin with Grav Belt and Snub Pistol
18: Beggar/Thief with Dagger

19: Security Robot with Laser Arm

20: Android Female Companion

“SemNpaaun =

BOX 5: ALIENS

Vargr Noble/Merchant with Gauss Rifle
Vargr Officer with Auto Pistol

Wargr Officer with Laser Carbine

Vargr Crewman with Repair Gear

Vargr Crewman with Snub Pistol

Vargr NCO with Gauss Rifle

Vargr Trooper with Gauss Rifle

Vargr Trooper with PGMP—12

Aslan Trader /Elder with Auto Pistal
Agslan Captain with Hand Computer

11: Aslan Officer with Snub Pistol

12: Aslan Crewman with Snub Pistol

13: Aslan Crewman with Cutlass and Communicator
14: Aslan Trooper with Accelerator Rifie

15: Aslan Trooper with PGMP-12

16: Droyne Leader with Auto Pistol and Foil
17: Droyne Warrior with Disintergrator Pistol
18: Droyne Technician with Hand Computer
19: Droyne Worker/Drone/Sport with Laser Rifle
20: Droyne Worker/Drone/Sport with Dagger

O~ &) b —

COMING SOON

Miniatures

MAIL ORDER CHARGES: UK: Please add
10% p&p (Minimum 25p, post free over
£10), OVERSEAS: Please add 33% pé&p.
All orders despatched on the same day.

TRADE ENQUIRIES WELCOME.

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

Please mention WHITE DWARF when replying to advertisements
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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 Hill
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 1d100, 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. If there is
no equivalent, new rules must be written. 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 Table 5a. 1d20+1d20
Die Roll P(%) 13 4437 Dice Roll P(%)
2 2.78 14 55.63 18 90.00
3 8.33 15 66.44 19 95.00
4 16.67 16 76.08 20(1-12) 98.00
5 27.78 17 84.11 20(13-16)  99.00
6 4167 18 90.28 20(17-19) 99.75
7 58.33 19 94.60 20(20) 100.00
8 7222 20 97.30
9 83.33 21 98.84 Table 6. 2d10
10 91.67 22 99.61 Dice Roll P(%)
1" 97.22 23 99.92 1.00
12 100.00 24 100.00 3 3.00
4 6.00
Table 2. 3d6 Table 4. 3dA 5 10.00
Dije Roll P(%) (Note: A is used here 6 15.00
0.46 to denote an average ¥ 21.00
4 1.85 [2-3-3-4-4-5] die, as 8 28.00
5 463 opposed to a normal 9 36.00
6 926 [1-2-3-4-5-6] die.) 10 45.00
7 16.20 Die Roll P(%) 11 55.00
8 2593 6 0.46 12 64.00
9 37.50 7 3.24 13 72.00
10 50.00 8 11.57 14 79.00
11 62.50 9 27.78 15 85.00
12 74.07 10 50.00 16 90.00
13 83.80 11 72,22 17 94.00
14 90.74 12 88.43 18 97.00
15 95.37 13 96.76 19 99.00
16 98.15 14 99.54 20 100.00
17 99.54 15 100.00
18 100.00 Table 6a. 2d10+1d20
Table 5. 1d20 Dice Roll P(%)
Table 2a. 3d6+1d100 Die Roll P(%) 18 97.00
Dice Roll P(%) 1 5.00 19 99.00
16 98.15 2 10.00 20(1-12) 99.60
17 99.54 3 15.00 20(13-16)  99.80
18(01-50) 99.77 4 20.00 20(17-19)  99.95
18(51-75) 99.89 5 25.00 20(20) 100.00
18(76-90) 99.95 6 30.00
18(9199) 9999 7 35.00 Table 7. 1d100
18(100)  100.00 8 4000 pNo table is included
5 45.00 for 1d100 to conserve
Table 3. 4d6 10 50.00 space: for 1d100 rolls,
Dice Roll P(%) 11 65.00 the dice roll is equal
& 0.08 12 60.00 o the P(%) value.
5 0.39 13 65.00
6 1.16 14 70.00
7 2.70 16 75.00
8 5.40 16 80.00
9 9.72 17 85.00
10 15.90 18 90.00
1 23.92 19 95.00
12 33.55 20 100.00

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, is 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 is worn, 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 is equivalent to 90.74%. D&D uses 5% increments since
combat is by 1d20 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 1d20 table is a roll of 1 or 2 (since 10% is
the chance of rolling a 2 or less on 1d20). 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 is 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 at 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 Oth 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 1d20 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 Oth to 10th level, a fighter’s hit prob rises from
50% (11) 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 as the figures can take
it, so the rest, as they say, is 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, 1Q 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
is 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, vyielding a dexterity of 11. Vitality equates to endurance,
and by the same method an 8 becomes a 5, 1Q 15 becomes int-
elligence 11. Empathy does not translate, but we can see that
‘Handbrake’ is 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 at least
10 for this. So his UPP is 8B5BBA,

The closest thing to Contact Xenology for a Traveller Merchant
would be Streetwise skill. lgnoring penalties for that atrocious
empathy, Palmerston has an 84% chance of success. To succeed
in Spacequest he rolls under this on 1d100; to succeed in 7Trav-
eller he'll roll some number or higher on 2d6. Streetwise adds
+1 per level to a base 8+ for success.

An 84% chance of success means a (100 - 84) = 16% chance
of failure. So on 2d6, if he rolls 4 or less (from Table 1, P(%)
for 4 is 16.67) he fails. Therefore on a 5+ he succeeds. Therefore
his skill level is (8 - ) = 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-1, rather than Pilot-1% and Navig-1%.

We finally decree that Hand Blaster-3 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 +1 plate mail
and a +3 axe, which he uses two-handed. We will need tables 2,
2a, and 5.

First, that amazing strength. This is 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
1d20 [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 is 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 +1 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 1d20
to hit an AC 10 opponent; from the standard Oth level 11 to
hit, this is a bonus of (11 - 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-1 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 is 11 on 2d6, so we award
our character 11 strength and endurance. 12 on 3d6 becomes 8
on 2d8, so his intelligence becomes 8. Since dexterity is affected
by both, we take the average figure of (15 + 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 is probably Vacc Suit, since it subsumes the use of space-
suit rocket packs. So the character is awarded Vacc Suit-1.H
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STARBASE

Starbase /s a regular department. This issue, a short Traveller
scenario.

Are you tired of players treating your latest animal creation to a
fusilade of gauss rifle shots without being asked the colour of
its fur? Try this situation on ‘shoot first and ask questions later’
player characters.

The world on which this situation takes place may be varied
within the parameters given below:

E class starport. Size 6+, atmosphere 4-9, hydrography 2-9,
population 2-5, government 0-7, law level — any, tech level 0-5.
Candidates within the Spinward Marches are: Kegena/Rhylanor,
Leander/Trin's Veil, 876-574/Five Sisters, Cunnonic/Darrian,
Plaven/Cronor.

The primary requirement is that the players should have no
prior knowledge of the world in question, whether they arrive
in their own ship or as passengers on a merchant. In the latter
case the merchant crew should not know anything about the
planet either, to prevent them being pumped for information
by the players, Ther are a number of ways to arrange this (such
as a misjump into the system) or it could be incorporated into
an adventure such as Leviathan, where all worlds are unknown.

The ship’s computer contains no data on the planet, but once
in orbit, a small orbital tranponder station will issue a standard
communications recording giving basic navigational directions
for atmospheric entry and starport location and a statement to
the effect that the starport is usually unmanned but the author-
ities have been informed and someone will be at the port in time
for touch down. There is also a brief statement that the intellig-
ent population is mixed race — both human and native minor
race, the Urthai.

(Referee’s note — The station and landing system is automatic
due to the world tech level, and very basic due to the compara-
tive poverty of the world. Such a system would be inspected
and maintained by an offworld contractor at intervals. No in-
formation on the Urthai will be found in the ship’s computer).

After a routine re-entry, the ship touches down at the star-
port. The landing system switches itself off, and no further
communications are heard. Actually the term ‘starport’ is a
grandiose name for the scene from the viewport — the landing
ground and blast walls are scorched, compacted earth and the
few buildings are dilapidated structures of native wood. Thick
jungle surrounds the place. Everything is very quiet — no one
rushes out to meet the ship. Obviously, some exploration is nec-
essary, so the players form a ground party to investigate.

(Referee’s note — If the ship [or ship’s boat] has a merchant
crew, the referee needs to do a bit of arranging to make sure it
is the players that stumble on the melee described below, either
by dividing the area to be searched between merchants and
players so that the players search the warehouses, or by moving
the location of the melee).

The Starport (see accompanying plan) — Making their way
through the access baffle, the party's view across to the ware-
houses confirms the impression of neglect, with heaps of junk,
weeds and peeling paintwork. Worn areas show the place is still
used, but obviously no one gives a damn about the appearance.
Rounding the last corner of the baffle, tucked under the blast-
wall’s lee — and thus hidden from the ship’s view — is a battered
jeep type ground car, its engine still clicking as it cools. Obviously
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someone did arrive not too long ago, but why no sign of them
now?

The Investigation — Using the plan and the building descriptions,
the referee should moderate the players’ search for the occ-
upant(s) of the jeep. Nothing of any significance occurs until
they approach warehouse D. The unlocked door and slight
sounds of movement within should alert them to suppose they
have made a discovery and so the situation reaches its critical
moment.

The Melee — As the players approach the western half of ware-
house D, they notice that the large door is closed but not pad-
locked as all the others are. If the players are quiet they will
hear slight sounds of movement within. If the players now slide
the door open, the following scene greets them:

The place is a shambles. Crates and boxes are strewn around,
and many split open — their contents (foodstuffs, clothing,
leatherware, pottery and so on) scattered over'the floor. The
adventurers might have time to notice that the skylight is
smashed, and they will certainly see at their feet just inside the
door an automatic pistol which appears to have been kicked
there from within. The padlock also lies on the floor here. The
scene which holds their attention however is in the centre of the
room. Two alien species appear to be in the final stages of a
fight to the death — both are obviously seriously wounded. On
the floor a roughly man sized (about 50 kg) being with feline
features and orange, black and green striped fur that wears what
appears to be a leather bandolier over one shoulder, is des-
perately scrabbling backwards away from the other creature,
which has dull grey and brown scales glistening here and there
with blood. It sways drunkenly and attempts to reach a position
where it can fall on the other to administer the fatal blow.

(Referee’s note — the true situation is as follows. The feline
is a carnivore/chaser and not intelligent. Two days ago it entered
the starport via a tree overhanging the starport fence and since
then has wandered around trying to a) find food and b) get out.
Attracted to the warehouse, by the scent of the foodstuffs in-
side, and finding no way in at ground level, it climbed to the
roof and accidentally fell through the skylight. Most of the mess
has been caused by its efforts to get at the food — in the process
entangling itself with a smashed crate of leather belts and
bandoliers.

The reptillian is of course a male Urthai. Having arrived to
meet the ship and making a routine check of the port buildings,
he too heard noises within. Returning to the jeep, he retrieved
an auto pistol from the glove box, then went and opened the
warehouse padlock. Once inside he slid the door closed again
(to prevent whatever was inside from escaping) and moved in.
At this point the feline pounced, knocking the auto pistol from
the Urthai’s grasp, and since this time the two have stalked and
fought each other until at last the Urthai is gaining the upper
hand).

What happens subsequently in the situation depends on the
player’s actions. If they are trigger-happy (as when | refereed
this situation) they will promptly shoot the Urthai in the belief
that the feline chaser is the native. When a group of armed inhab-
itants — mixed humans and Urthai — come to investigate the
gunfire (the settlement is only a mile or so away), the referee can
take his revenge, and throw the lot of them into prison for man-
slaughter, or rather, Urthaislaughter.
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ticket office, waiting room and immigration control. A few isticated lock than the others, and if the players break in
lounge chairs, an old solid fuel pot boiler, and some out of they will find that it is leased to the landing system mainten-
date notices and a magazine rack. 2) Staff Office, with desks, ance contractors and contains parts and repair machinery and
filing racks and a good deal of disorganised paperwork. In electronics of tech level 11-12. The other warehouse areas
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games and rulebooks currently in the shops
are reviewed by independent authorities.
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TSR Hobbies Inc. £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 is identical to
that of the MM, clearly and succinctly
defining the various specifications and
abilities of the monsters. Similarly, it
is excellently presented, in a nicely illus-
trated, durable, hardback cover, and a
well produced interior, with its contents
accompanied by high quality drawings.
In fact, it’s better than the MM in this
respect.

The main difference is that the MM
was solely a TSR/USA 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 Fiend 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 TSA dungeon modules.

The FF contains a very good selection
of original ideas, sometimes revolting, like
the penanggallon, a strictly feminine vam-
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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 its 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 Monster Manual
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 the MM, the
FF often refers you to this work but,
whilst advantageous, it is not essential to
own it.

Overall: 8 Jamie Thomson

ICBM
Mayfair Games Inc — £3.95

ICBM is an educational but dangerous
game. It is 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 at 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 its implications. In one game the US
player won a ‘decisive victory’ — even
though a/l/ of his cities had been wiped
out several times over! This is 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 at Americans,
it tends to suggest that the nuclear force
of the US is 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
is 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

THE LEY SECTOR
Judges Guild — £3.50

Michael Polling

The Ley Sector is an area of space in the
Traveller universe to trailing of the 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 guestion; 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 | 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.
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The rest of the book is made up of

rather bland encounter tables which
stretch a little too thinly over 411 worlds!
They would be suitable for one world at
the most.

The Ley Sector is useful to those
people wishing to expand the known
Imperium, but the standard of Judges
Guild has dropped despite less typos.
Overall: 6 T D Graver

MAROONED/MAROONED ALONE

(Traveller Double Adventure 4)
Game Designers’ Workshop -- £2.50
LIBRARY DATA (A-M)
(Traveller Supplement 8)
Game Designers’ Workshop — £1.95

Two further booklets have recently been
released for the Traveller game system.
Both are 48 pages long in the standard A5
Traveller format. Neither is a wholly new
departure in Traveller play aids — both
continue existing series of material for
referees and players (Supplement 8) and
for referees only (Double Adventure 4).
Marooned/Marooned Alone deals with
the attempt to reach civilization after
landing a crippled lifeboat in the midst of
a vast wilderness area. This basic plot is
complicated by a number of other con-
siderations, which also suggest directions
in which the situation may be developed
further. | should make it quite clear that
this is not a double adventure in the usual
sense, with two distinct situations. The
‘double’ part of the title refers to two
different methods of using the same mat-
erial with a party of adventurers in one
form and a solitary player-character in
the other.

The main innovation is — at last — the
inclusion of rules and relevantexplanations
for surface movement expressed in terms
of the portion of a hex moved in a week
(hexes in this case being 1043 kilometres

across). If it were not for this system |
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) is 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 to
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
essays on specific subjects: the basis of the
Imperium and its neighbours; the Solo-
mani; Megacorporations; the Emperors
List. A standard map of the Imperium is
also included. Much of this material has
appeared before in various Traveller pub-
lications, though someofitisnew: | found
the piece on Megacorporations of the
Imperium to be most interesting.

We are promised that Supplement 10
will complete Library Data by providing
entries for N-Z plus further essays: it is
disappointing that the two could not have
been issued simultaneously especially as
some entries are cross-referenced to items
in the second volume. Nevertheless, this
is an important reference work for all
Traveller players and referees who use the
official Traveller campaign as abackground
for their adventures.

As to the overall feelings on these
booklets, | do not think they reach the
high standard GDW themselves have set in
earlier works. It may be that this is inevit-
able as the volume of material grows. For
less experienced Traveller players these
booklets are of much more use — indeed
Marooned/Marooned Alone would make
an excellent first adventure purchase, and
Library Data collects together material
they probably do not have in another
form. | have therefore provided two rat-
ings to reflect these comments.
Marooned/Marooned Alone
Overall: Novice 10, Expert 9
Library Data (A-M)

Overall: Novice 9, Expert 7
Bob McWilliams

OPEN BOX

UNDEAD
Steve Jackson Games — £2.50

This minigame is 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 is 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 game, although
the actual time spent resolving combat
is small compared to the time taken up
by the deadly game of hide and seek that
goes on around them.

This is really a game which needs an
umpire and although a two player game is
quite enjoyable it is definitely at its best
with three or more players. When more
than two players are involved one takes
the role of the villainous Count, a second
acts as GM and the remainder play the
vampire hunters. The game uses an alter-
native movement system which is admir-
ably suited to its subject; the vampire and
his minions moving by night and the hun-
ters by day. The rules are well written
and clearly explained with plenty of ex-
amples illustrating the method of play.
The combat system is very simple, fast
and flowing, but for some reason uses a
square, rather than the more usual rect-
angular grid to regulate movement.

The quality of the artwork is good —
the map of London, circa 1890, being

! particularly attractive and the counters

are clearly and brightly printed.

On the whole this is quite an enjoyable
game, probably best played with a num-
ber of people and also quite good value
for money. Its main drawbacks are that
play can seem a little slow at times and
certain aspects of the rules require a lot
of imaginative creation on the part of the
GM (although this does not affect play-
ability).

Overall: 8 Rob Hugget
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CHARACTER CONJURING

WAR 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. They worship
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 smith/clerics can, at the DM’s option, be used as
player characters. Humans can, however, start 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+. If strength, wisdom, and constitution scores
equal or exceed 16, that character gains a +10% 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, familiar with 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-10th level, a war smith may manufacture items
of such quality that armour and shields work like +1 armour
and +1 shields in all respects, and weapons become +1 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 +1 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 42 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
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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 {at 23rd level) is 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
is gained with every three levels of experience (at the 4th, 7th,
10th, 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 +1 bonus to hit with the warhammer for every
four levels of experience they have; 1st through 4th levels have
a +1 bonus to hit, bth 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 is 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 at 5th level and gain more and more powerful spells
at higher levels. Bonuses in the form of extra spells are given to
war smiths with exceptional wisdom, as per the Players Hand-
book, p11.

War smiths may be allowed to research and develop new spells,
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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 3rd Level
Armour Il

1st Level Firehammer
Affect normal fires (M) Flameblade
Armour | Protection from fire (D) *
Cure burns
Detect magic (D) * 4th Level
Protection from normal fire Armour IV

Fire charm (M) ™

2nd Level Produce fire (D) *
Armour 1l

Flame arrow (M) * 5th Level

Heat metal (D)™ Armour extension

Produce flame (D) * Flame strike (C)*

Resist fire (C) ™ Wall of fire (D) *

Spells similar to those in the Players Handbook are followed by
a letter; (C) is clerical, (D) is 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 | (Alteration)

Range: Touch Components: V, S

Duration: 3 turns/level Casting Time: 7 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 is 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 1st, one extra point of damage may be
cured; thus at 8th level, a war smith may cure 1d8+7 points of
burn injuries with this spell.

Protection from Normal Fire (Abjuration)

Range: Touch Components: V, S, M
Duration: 7 turn +1 turn/level ~ Casting Time: 3 segments

Area of Effect: Person touched Saving Throw: Naone

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 Il (Alteration)

As armour | in all respects, except that it protects as AC4.
Armour 111 (Alteration)

As armour I in all respects, except that it protects as AC2.
Armour IV (Alteration)

As armour [ in all respects, except that it protects as ACO.

Firehammer {Conjuration/Summoning)

Range: Touch Components: V, §, M

Duration: 4-10 rounds, +1 Casting Time: 4 segments
round/level (or less) E

Area of Effect: Hammer touched Saving Throw: None

When cast upon a hammer, flames will radiate in a 3"-6" _diamgter
from the hammerhead, giving off light equal to a clerical /ight

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 his/her 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
+1 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 (Conjuration/Summoning)

Range: Touch Components: V, S, M

Duration: 2-5 rounds, +1 Casting Time: 4 segments
round/level

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: Mone

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 1T - - - - 13 4 4 2 2 -
6 2 - - - - 14 4 4 3 3 -
7 21 - - - 15 4 4 331
8 22 - - - 16 4 4 4 3 2
9 221- - 17 4 4 4 4 3
10 v = = 18 b 4 4 4 4
11 32 201 - 19 5 55 4 4
12 4 321 - 20* 5555056
| abi

Maximum spell ability level.

i3 §: SRS mmﬂ-\-‘.ﬂe
WAR SMITHS (FIGHTER) TABLE

Experience Level Hit Dice Title
0-2250 1 1d10 Blacksmith
2251-4500 2 2d10 Locksmith
4501-9000 3 3d10 Ironworker
9001-18000 4 4d10 Toolmaster
18001-36000 5 4d10+1d8 Flamemaster
36001-75000 6 4d10+2d8 Craftsman
75001-150000 7 4d10+3d8 Forger
150001-300000 8 4d10+4d8 Deviser
300001-600000 9 4d10+5d8 Artificer
600001-900000 10 4d10+6d8 War Smith
900001-1200000 11 4d10+6d8+2  War Smith
(11th level)
1200001-1500000 12 4d10+6d8+4  War Smith
(12th 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 the exclusion
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 norraally establish castles preferring
to take service at existing castles, unless adventuring. |
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SPECIFIC AREA TABLES

Although designed for Traveller, this system could be converted to any other RPG.

Whenever any character is wounded, it is 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 is at 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. If a hit is scored, then the

10 — Right Leg general area (only) may be chosen. The

11 — Left Leg choice should be stated before the dice

12 — Right Arm 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 sharp edge 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 weapons featured in Books 1 & 4 along with their type(s):

Weapon Tvpe Weapon Tyvpe 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 LAGDS 1 Revolver 1

HE 10 Cudgel 6 LAGFL 3 Rifle 1
Assault Rifle 1 Cutlass 4 LAGHE 10 Shotgun 3
Auto Pistol 1 Dagger 4/5 LMG 1 SnubPistol 1/10
AutoCannonDS 1 FGMP 14 2 PGMP12 2 Spear 2]
AutoCannon HE10 FGMP 15 2 PGMP13 2 Stinger 4/5/7
Auto Rifle 1  Gauss Rifle 1 PGMP 14 2 Sub-mach. Gun 1
Bayonet 5/9 Halberd 4/5  Pike: Sword 4/5
Blade 4/5 Hands 7 (1st Attack) 4/5 Teeth 8
Body Pistol 1 Hooves 6 (2nd Att.) 5  Thrasher 6
Broadsword 4 Horns 5 RAMGrenHE 10 VRF GaussGun 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:

1: Throw 1d6 on the specific area table for the general area hit;

2: Adjust any wounding accordingly by cross- referencing weapon type and specific area
on the damage multiplier table.

3: See if any additional damage occurs (eg broken bone) by using area and weapon type.
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ARM HIT SPECIFIC AREA TABLE

This section covers both arms and the shoulders. If a 6 is rolled

in determining the specific area then re-rall.

Dig

Roll Specific Area

1 Hand: A broken hand and/or wrist is possible, both level 3
broken bones. The chances of a broken hand are: Weapon
type 1=87%: 2=01%; 3=34%; 4=20%; 5=87%: B=16%;
7=03%; B=21%; 9=12%; 10=98%. If 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 in addition to the hand. The chances are: Weapon
type 1=B6%/02%; 2=91%/03%; 3=21%/34%; 4=58%/11%;
b5=02%/09%; 6=42%/12%; 7=05%,/01%; B=75%/16%; 9=12%;
10=98%/67%.

2 Forearm: The chances of a broken forearm, a level 4 broken
bone, are: Weapon type 1=75%; 2=86%; 3=21%; 4=54%;
B=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=84%; 2=07%; 3=42%; 4=80%,
5=06%; 6=62%; 7=00%; B=86%; B=32%; 10=88%,

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%; B=23%, 9=00%; 10=84%.

& Shoulder: The chances of a broken shoulder, a level 7
broken bone, are: Weapon type 1=B6%; 2=89%; 3=23%;
4=68%; 5=76%, 6=76%; 7=0%, B=53%; 9=21%.: 10=93%,

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

Arm Damage Multiplier Tabla
Specific Area Hit

Y x Y%

Weapon
Type Hand 1 Forearm 2 Elbow 3 Upperarm 4 Shoulder 5
1 = = = iy
2 — = — i x 1%
3 i = = = -
4 — - x 1%
5 = = =
i % 7= x%
7 % x % }
] =
a9 —
fi] =

1| == |

R B Y I |

x

%

Additional Damage Table for Arms Only
On the additional damage table if the percentage number or less
is rolled then anything below that point of the arm is amputated.,
An additional 2d6 points of damage are taken immediately,
with 1d6 per hour being taken for another 1d6 hours. DMs: per
level of Medic skill — 3. If hospital is reached bleeding ceases.

Specific Area Hit
Weapon

Type Hand 1 Forearm 2 Elbow 3 Upper arm 4 Shoulder 5
1 01% 01% 01% 01% 01%
2 36% 3% 39% 30% 27%
3 17% 08% 12% 11% 07%
4 73% 5% 79% 64% 69%
5 B4% 54% B3% 49% 58%
E s WA b - =
7 - - - = ==
8 47% 75% 82% 65% 43%
a9 19% 09% 13% 05% 05%
10 89% 86% 92% 85% 96%

LEG HIT SPECIFIC AREA TABLE
This section covers both legs, up to but not including the hip

joints.

Die

Rall Specific Area

1 Foot: A broken ankle and/or foot is possible, A broken

ankle is a level 3 broken bone, & broken foot is level 5, The
chances of a broken foot are: Weapon type 1=87%; 2=80%:;
3=656%; 4=86%; 5=06%; 6=30%; 7=10%; B=60%; 9=28%;
10=98%. If the foot doesn‘t break then there is a chance
that the ankle will break, |f the percentage chance is followed
by another then this is the chance of the ankle breaking in
addition to the foot breaking, The chances are: Weapon
type 1=98%; 2=07%,/05%; 3=54%/65%; 4=89%/75%; 5=06%;
6=38%; 7=24%; 8=72%/17%; 8=13%; 10=99%/73%.

2 Shin: The chances of a broken lower leg bone, & level B
broken bone, are; Weapon type 1=88%; 2=00%; 3=45%;
4=89%; 6=05%; 6=40%; 7=06%, 8=53%; 0=32%; 10=00%,
10=88%,

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%; 3=38%; 4=656%;

65=80%; 6=28%; 7=06%; 8=52%; 9=18%; 10=08%.

Upper feg: A flesh wound, No additional damage is possible.

Upper leg: A bone wound, The chances of a level B broken

bone are: Weapon type 1=79%; 2=86%; 3=48%; 4=40%;

5=85%; 6=056%; 7=01%; B=47%; 8=12%; 10=90%.

@ m

Note: Any hit on the leg that breaks a bone or does 10+ points
of damage knocks the victim to the ground,

Leg Damage Multiplier Table
Specific Area Hit

Weapon ULleg ULeg
Type Foot1 Shin2 Calf3 Kneed Flesh 5 Bone 6
1 - - x % x 1% x ¥
2 - - - x1%  x% —
3 — — X% - x % -
4 - - - x2 = -
5 - - - x2 — -
L] x% - x% x1% xh =
7 x % - x ¥ x2 x % -
8 = - - x1% -

] x % — x % - - -
10 - - - x 2% - -
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HEAD HIT SPECIFIC AREA TABLE

This includes everything from the shoulders upwards,

Die
Roll Specific Area

Eyefs): Raoll 1d6: 1-3=left eye; 4-B=right eye, Blindness
might result — roll on additional damage table.

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%, 9=18%; 10=65%.
I§ the jaw is broken roll again on the additional damage
table to see if speech is impeded.

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

Ears: Roll again on the additional 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%;
3=10%; 4=60%; 5=20%; 6=40%; 7=02%; 8=08%;
10=45%,

Nose: The chances of a broken nose, a level 2 broken bons,
are: Weapon type 1=69%; 2=74%; 3=18%; 4=3B%; 5=8b6%;
6=45%; 7=16%; 8=12%; 8=20%, 10=90%. If the nose is
broken rall agaln on the additional damage table for the
chance of losing the sense of smell

General: The only extra damage possible is a brokan skul|
a level 10 broken hone, are: Weapon type 1=b0%;
3=10%; 4=34%; 5=30%; 6=50%; 7=01%. B=12%; 9=09%;
10=68%

Notes
i
and If it 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,

Any hit on the head will stun the victim for 1 combat round,

Head Hit Damage Multiplier Table

Specific Area Hit

Weapon

Type Eyels) 1 Mouth2 Neck3 Ear4 Nose5 General 8
1 %4 x x x3 x3 x3
2 x B x4 x3 x4 x4 x3
3 x2 x2 xB x2 x:2 x2
4 x4 ¥ x6 x4 %x3 x4
5 x 6 x4 x4 x3 x4 x3
(i1 %2 x2 x3 x3 x2 x3
7 %2 x2 x2 x2 x2 x2
g x3 x3 x 6 x3 x3 x3
g x3 x2 x5 x2 x2 x2
10 %6 x5 x5 x4 x4 x4

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-
ropriate sense, respectively — sight, speech, hearing and smei|
The table below should be consulted for these affects.

Specific Area Hit

Weapon
Type Evyels) 1 Mouth 2 Ear4 MNose &
1 99% 05% 18% 03%
2 100% 12% 19% 04%
3 82% 07 04% 01%
4 87% 09% 07% 13%
5 100% 1% 26% 18%
3} 23% 01% — 01%
7 06% — — -
B B8% 08% 06% 02%
9 B7% 14% 01% 01%
10 89% 20% 14% 08%

The number indicated or less should be thrown on percentage
dice for that particular sense to be effected,

.

LOWER TORSO HIT SPECIFIC AREA TABLE

This area covers the torso from the waist downwards, including
the hips but not the legs.

Die

Roll Specific Area

1

2

Backbone: The sane as the chest ares backbone; see that
section,

Groin: This applies 1o both male and female. The chances
of the victim becoming sterile are: Weapon type: 1=28%;
2=40%; 3=50%; 4=60%; 5=56%; 6=15%; 7=12%; 8=20%;
9=35%: 10=98%. I sterilisation occurs there is the chance
of a loss of social standing (ref's discretion), and an add-
itional 1dE points of damage are taken immediately.

3/4 Left/Right Hip: This applies to both hips, The chances of

a broken hip, a level 9 broken bone, are: Weapon type:
1=82%; 2=80%; 3=35%; 4=85%; 5=85%; 6=28%; 7=12%;
D%; 9=10%; 10=98%. If the pelvis is broken an add
itional 1d6 paoints of damage are taken immediately,

5/6 General: A flash wound, with no possibility of any multiplied

or additional damage.

Lower Torso Damage Multiplier Table
Specific Area Hit

CHEST HiT SPECIFIC AREA TABLE

The chest area covers the torso from the waist upwards to the

shoulders.

Dje

Roll Specific Area

1  Heart: 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=26%; 4=60%; 5=35%, 6=42%; T=10%;
B=70%; 89=20%; 10=-B5%; Weapon types 1,245,110 suto-
matically puncture the heart. The chanoes for the others
are: Weapon type 3=84%; 6=20%; 7=00%; 8=70%; 9=40%.
If the heart is punctured it bleeds causing 2d6 points of
damage each round for 1d6 combat rounds. It then bleeds
for 1d6 points of damage per round for 2d6 rounds or until
seen to by a medic or someone with Survival skill. 6d6 points
of damage are then taken per day till hospital is reached.
The period of hospitalisation is at least 2d6 weeks, Strength,
dexterity, and endurance are all reduced permanently by
1-3 paints.

2  Lungs: The chancesof 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%; B8=70%; 9=20%: 10=85%. Weapon types 1,
2,4, 5,9, 10 sutomatically puncture the lungs — the others
have the following chances: 3=75%; 6=30%; 7=10%;B=78%.
If the lungs are punctured they bleed for 1d6 points of
damage per round for 1d6 combat rounds, -1 round per
level of Medic present and subtract 0-2 from strength, dex-
terity, and endurance, permanantly.

3 Backbone: The chances of a broken spine, a level 10 broken
bone, are: Weapon type 1=85%; 2=00%; 3=20%,; 4=82%;
5=00%; 6=6b%; 7=05%; B=B9%; B=25%; 10-99%. The
chances of paralysis are: Weapon type 1=20%; 2=30%;
3=07%; 4=20%; 5=27%; B6=26%; 7=02%; 8=19%; 9=01%;
10=54%. Die modifiers: Per level of Medic skill present,
-B%; per tech level of hospital above 8, -5%.

4 Organs: Roll 1d6 — 1= kidney; 2= liver; 3= stomach; 4=
digestive tract; 5= artery; 6= count as 5 or 6 below {general),
Kidney or liver= 10% chance of permanent disability: -2 on
strength, dexterity, and endurance. 1d6 points of damage
suffered, Stomach and digestive tract =30% chance of death
in 1d6 days unless hospitalized before death, DMs: -5 per
level of Medic skill present. Artery =1d6 points of damage
per round for 3d6 combat rounds. DM: -3 rounds per level
of Medic skill present or 3 levels of Survival skill. Then 2d6
points of damage per day until hospitalisation.

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%;

B=70%; 9=20%; 10=85%.

5

o

Note: Any wound causing more than 15 points of damage
knocks the victim to the ground and stuns him for 1d6 combat
rounds.

Chest Hit Damage Multiplier Table
Specific Area Hit

Weapon Weapon
Type Groin 2 Left/Right Hip 3/4 General 5/8 Type Heart 1 Lungs 2 Backbone 30rgans 4 General 5/6
1 x 1% x1A - 1 %6 x3 x3 x3 x3
2 x 1% x 1% — 2 x 6 x4 x3 x2 ~
3 x2 - - 3 x5 x4 x2 x3 =
4 x 1% x2 5 4 x5 x4 x4 x3 -
5 x 1% x 1% - ] x 6 x4 x4 x2 -
6 x 1% — B x2 x 1% x 1% x 1% —
7 x 1% - — 7 x 1% x 1% *® 1% - -
8 x2 x 1% - 8 x 3% x3 x2 x2 ~
| %1% - — g x3 %3 - ®* 1% —
10 x 2% 10 x B x5 x4 x3 -
Broken Time Minimum OMs
BRO KE N BO NES Bone Level  [Hours) Time (h) (+or-) Resting
1 4di 1 2 ® 1d6
& Bd6 2 2 * 1dE+1
3 8d6 4 4 x 1d&+2
In additien to all normal damage sustained from cuts, falls, 4 Bdg+12 B 4 x 2d3-3
bullets etc there is the possibility of @ broken bone. All add- 5] Bd5+24 12 ] x 1d6+3
itional immediate damage is listed under the specific areas, For 6 Bd6+36 24 ] x 2d6-2
a broken bone several things have to be determined: 1) the 7 8d6+48 36 ] x 2d6-1
damage taken before hospital is reached; 2) how long the hosp- 8 BdE+72 48 8 x 2dB
ital stay is; 3) how long the victim must rest when out of q Bd6+168 B0 10 x 2d6+3
haospital. 10 8dE+336 72 12 x 3d6

The broken bones and levels are:

Level Bone Broken
1 — Finger
2 — Nosg, rib
3 — Ankle, hand, wrist
4 — Forearm

5 — Jaw, foot, elhow, upper arm
6 — Lower leg

7 — Knee, shoulder

B — Upper leg

9 — Hip

10 — Neck, skull, spine

Wounding

Before hospital is reached some wounding occurs: 1-3 points per
6 hours, + 1 hour per lavel of Medic skill present.

Example: A character assisted by a Medic-2 sustains 1-3 dam-

age every (642} = B hours.

No Hospitalisation

If no hospital &= available the following procedure should be
used: Patient must be statlonary, All references to the table refer
to the table under the hospistl section. Add 5 to the medic ex-
pertise present, treat Medic-0 as Medic-1. This gives the equival-
ent tech level for the hospital. 1-3 damage per level of broken
bane are suffered each day. Divide total wounds by 4; this amount
is suffered every 6 hours. This wounding is suffered until the
end of the hospitalisation period. Normal recovery rules apply
during this period but I at any time the character would have
died it is assumed that he has died from his wounds.

Hospitalisation

While in hospital no wounding occurs except In extreme circum-
stances. The following table gives the length of time spant in
hospital,

The Broken Bone Level column refers 1o the level of the broken
bang,

The Time {Hours) column refers to the length of time it is
necessary to spend in hospital. This |s not only treatment time
but time spent waiting and under observation etc.

The Minimum Time (h) column refers to the absolute min-
imum amount of time which should be spent in hospital, in
some cases this will be impossible due to high necessary time
but in no circumstances should the time go below that,

The OMs (+ or -} column refers to the DMs on time accord-
ing to the tech level of the hospital. For every tech level over 8
take the number away from the required time in hospital, for
every tech level below 8 add it on

The Aesting calumn refers to the length of time which must
pe spent resting once hospital s left. To calculate multiply the
hospital stay (in hours) by the modified die roll. This is then
the resting time in days. During this peried of time the victim
cannot do any strenuous actions which involve the damaged
bone.

Example: A character with a broken lower leg goes to a tech
level 10 hospital. A broken lower leg is & level 6 broken bone,
He rolls 8486 for hours, 36 then adds 36, giving a total of 72,
The hospital is tech level 10 so0 a DM of (10-8) x 6 = 12 is
applied, 12 giving & total of 60 hours, The time resting is 2d6-2
® B0 days. The 2d6 are 5 giving a total of 3; so therefora
time = 3 »x 60 = 180 days. So 180 days must be spent during
which time the character can’t perform any strenuous activity
which involves his leg {running, climbing etc).

Cost

The cost of the stay in hospital is calculated as follows: Multiply
the length of stay in hours by 1d6 (same number every time
for the same hospital) and this gives the cost in Credits, In all
cases & minimum charge of Cr 50 is enforced. Note on some
primitive planets this might have to be paid in potatoes, petrol
or even ‘magic from strange and wonderous worlds’,

19



ks
i

T

i

SLIDING DOORS
SECRET DOOR

DOOR

POOL

: 1 Small square = 10 Feet

" Terrace 1 (+200)

OPERATION
COUNTERSTRIKE

by Marcus L. Rowland




1V AD&D ¢ ARIO UTTLISING SPACE TRAVEL METHODS DIS: ENIN
THE ARTICLES THE DM™S GUIDE 1'0 I'HE Y AND THE DURGEON AL
FHE EXDOF THE LINIVERSE (WDPE & i E. TERS AROUND
GTH-8TH LEVEL T IS LONOSELY BASED ON H ;7 WELLS' WAR OF THY
WORLIYS

ek e ke e e ek e ek ook ke ek e ek

e e e e e e o e e e e e R b e e e ke de ke ok ek

PLAYER'S INTRODUCTION
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DM™S NOTES
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GRAVITATION, SO THAT PLANETS ARE DISC SHAPED W) TRAVITY
VEOTHE BQUATOR, THERE 1S 4 BREATHABLE ATMOSE R]. IN SPACE
AND THE SHIFS OF DORN ASKE WINIJAMMERS. OUT NEAR RALK THE
NTMOSPHERE OF SPACE BECOMES THIN AND A R SAILS MUST RE
USED FOR TAKEOTE AVTER THE EXPEDNTION, THERE ARE X0 SEAS OX
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RIGGING AND MASTS FOR A\ VERTICAL, ARTHER-PROPELLED TAKEOFF
FROM RALK, AND WILL THUS BE UNABLE [0 AD THE PARTY AFTER
LANIMNG

TLEE ST §S THIE G \'H\'wn EAGLE,

L BN ALL l\'\HNJIlI' MOUNTING SIN
CATAPALILIS EACH 1
MEATD

i 1 IlL.!iHh‘-l PLUS
7l III]I!II(\I\ VIME 5 WEERS OU'T,
51 \\ OF LESS THAN AWEER)

AWEERS 9! \l K \‘-5['\”

RA\DU‘\I E M.Dl.. 5 IN SPACE

I. }I\( JL'\H‘_R
EME JLUI(-

[HARML
16 GIANT f.n\'[ b (271
17 RO (1)
14 PIKATES
19 FTERAKODONS | 1-6)
20 GHOST (1)

(H llﬂ SHIF RUNNING
Y5 FOR EACH
LAYS,

IN ANY GIVEN WEEK THERE IS A 5% CHANCE
INTO 8T AR AND BECC NG BECALMELY FC
DAY BECAIMEDR THE JOURN. WILL BE PROLONGE II H\

RALK HAS 2/% NORMAL GRAVITY. WITH THIX BUT Iiﬂ.l ATHABLE DRY
AR, THE INVASION WAS LAUNCHED FROM A P'L WG FROM A
FLAT STOXY D RT. THE SHIF CANNOT LAXND ON THE PLATEAL SINCE
A LEVE NINKG 15 NEEDED.

RANDOM ENCOUNTERS OB
| GLANT SCORPION {12}
2 GIANT ANTS (2-24)
FGIANT CENTIPEDE

(1.1

| GLANT LEZARD (1.2)
SAIR ELEMEXNTAL
6 TRAIPER

IURDIER S A% 1)
TWIND WALKER
S 10 GLANT RATS (4-14)

N RALKAN SURFACE

ALL THE AROVE ARE NATIVE KALKAN SPECIE
JIAVE SIN LEGS. THE GIANT RATS ARE A SPECIES HESEMBLING 81%
LEGGED GERBILS AND ARE MUGH MORE INTEL ENT AND FRIEXNDLY
1 AES, THE SAND SQUID LIVES AN BURROWS UNDER

F RT SURFACE ANIL IS 810, ACEH 10 ATTACES 19 PLUS BEAK 1.5
|| I5A I|I'~J ANT RELATIVE OF THE DOMINANTRALKAN SPECIES:

ANDALLVERTERRATES

3 ATTACKS |"PI[‘: BEAK 1-3, BLOOD LOSS 14
MOVE 8" ALIGN

RALKA AC JDE,
MAGIC RESISTANCE

TENTACLES TOEITHER
D FOR LOCOMOTION,

O ENDING { HARF

RALKANS RESEMBLE HUGE SCALY HEADS WIT

SIDE OF THE BEAKEDMOUTH, ONE EACH SIDE 1S US
e

CTHER THREE FOR MANIE
Ws USED FOR COMBAT, LOCOMOTORY TENTACLES HAVE SMALL
y % USED TO CLIME SMOOTH WALLS (807% PROBABILITY OF
835 UNDER RALKAN GRAVITY)] AND TO ANCHOR THEM IN FREE
THE RALKANS' BODY AND ARE HIGHLY MUSCULAR.
HAVE VERY STRON 5, AND ARE CAPABLE OF

TION WITH 17

'|‘|ll| H CAN AFFECT \lr[[\l\ AS 'I'II} [Ill\l(b'\lh
PATTERN, THEY ARE HIGHLY INTELLIGENT (A FEW HA
POWERS) \\11 GENERALLY FIGHT WITH WEAPONS RATHER THAN TEN

TACLES ANDY BEAK. RALKANS COMMUNICATE BY ULTRASONIC PULSE:
CODED SOUEALS AND NORMAL TRANSLATION METHODS ARE USELESS
IN DECODING THEIR SFEECH,

BY BUDIMNG AND CANNOT FIGHT UNARMED IN
ARE 1-2D8 WITH ATTACKS PROPORTIONALLY

H ALKANS REPRODUCE
NTION., YOUNG

RALKANS OFTEN TRAVEL AND WORK CARR

LIKE MACHINES FITTED WITH SNAIL-LIKE SYNTHETIC MUSCLE H\)l—.b
AND MECHANICAL ARMS OR TENTACLES, THEY ARE USUALLY FITTED
WITH 2.5 LIMBS OR WEAPONS, OF THE FOLLOWIKG ]YI‘L GRIPPING
JOINTELD LIMB DAMAGE 2.8, NO MORE THAN TWO C BE FITTEI:
TENTACULAR LIME - L by STUN ROD EFFECT AS WAND OF
FPARALYSIS ROD - FIRES A 207 SPRAY OF BURN-
ING GA 16 ROES: RAY GUN 2 T AS WAND OF
LIGHTNING .BU.LN 4-24 DAMAGE, RAN 0, 110 CHARGES

PERSONAL CAR CUp-

NOBRMALLY ONLY ONE WEAPON, 1F ANY, WILL BE FITTED. THE CAKRIER
AN ARMS ARE ATS WITH THE IN BODY ABLE TO TAKE 153 POINTS OF
DAMAGE AND THE ARMS OR TE LS 10 EACH,

A THRANSFARENT PHOTOCHROMIC DOME CAN BE
CARRIER, ACZ CAFPARLE OF ABSORBING 12 POIN
DAMAL THIs DOME WILL DARKEN
LIGHT BASED ATTACKS,

FITTED OVER THE
TS OF STRUCTURAL

AND HALVE DAMAGE FROM ALL

A COMPUTEHR CONTROL

. RTING THEM INTO VERSATILE ROBOTS. MOST

CANNOT FIGIT. THE COMP LR IS ACH AND CAN T
BEFORE ¥ \lI_I\L- B

OF DAM; \Lr} FL

12 POINTS OF
TTION AFTER

YPES, ETC

i
FI lLll

LANS ALSD USE
ND A 30 BODY

JOINTED ARMS OH 5 WE
Giy

FRIPOL FIGHTING MACHINES, $0°
HEAD TURRE]D IIH]'{I]J" ARE
KER TE

5 PROJECTORS, THE

i I, KICK FOR 2.24 n\\]\l’.-l
lR\ll JOINTED ARMS ACZ, STRENGTH |, HIT
STRUCTURAL DAM WORKING TOUGETHER) 5 4
STRENGTH %, DAMAGE 12, BODY ACE, RUCTURAL STRENGTH
TURRET A RIRENGTH 4, FILOT A NDOW (AL
STRENG W) AKD 15 EXPOSED IF THE W LOYED. THE
WINDOW [5 RECESSED UNDER A DEEF COWL
LIGHTNING GUN

FIRES I\Hh BOLTS Inl A RANG } III W MILE, GH \Hb}
0-30 SHOY N
L \L

: i Jm\ i
A ]HLLlLl{\I..
*t****************t*t************
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DESCRIFTIONS FOR THE DM

THE PLATEAL 18 SURROUNDED BY A LINE OF 40" HIGH METAL POSTS
DIAMETER, AT 2507 INTERV ALS, T GENERATE A FORCE FIELD
INFLICTING 28 POINTS OF SAVE TO HALVE D
AND HAVE LICK FHEIR I
1F A POST 15 DAMAGED OR N\\II(_IH[! OFF THE ¥
FAILS, BUT THE FENCE BETWE WORKING POLES S FUNCTIONS
ARE ACH, STRUCIUR STHENGTH K, AND AKL LINKED TO THE

TRAL MONITORING SYSTEM OF THE COMPLEX AND THERE 15 A
CUMULATIVE 1% CHANCE PER ROUND A POLE IS SWITCHED OFF THAT
A TRIMOD WILL BE SENT TO UINVESTIGATE

FERRACE
RAXDOM (080" INTERVA
FILLED WITH GRAVEL
CYLINDERS, AND CAN DETE
IMPACTS AT UP TO 40° RANC
MOXITORING SYSTEM, TERKACE

118 N0 GUARDED I!L I HAS BURIED SEISMIC DETECTORS AT

'DEER PITS BRILLED IN THE ROCK
\lth.\)!l 27 LOXNG ANDWIDE SE
WO FOOTSTEPS AT 107 RAN ANDH
HEY ARE LINKED T THE CENTHRAL
205 PATROLLED BY A TRIPOD WITH

FENTACLES, TERRACE 3 18 PATROLLED BY I'WO TRIFODS WITH JOINTED
VRMS,
FEXCE 2, OX THE UFPER PLATEAL, CONSISTS OF POLES 100" APART IX

FLICTING 216 POINTS OF DAMAGE BUT OTHERWISE IS LIKE FENCE I,

THE TOWLR ON THE UPPER PLATEAU IS 600" HIGH AND STANDS OVER \

i DIAMETER SHANT (SEE 23} AND FORMS PART

SPACECRAFT LAUNCHER, IT 15 MADE OF STRONG

STHEXGEH 95, ANIY 15 RINGED BY 15 ELECTROMA

URAL STRI ‘TH 2. ELEF RICALLY CHARGED TO A ADG ST0C
FOUR  ARMOURED SUPERCONDUCTOR CABLES RUN THE TOWER'S
LEXGTH, STHEXGTN 3, ELECTRIC SHOCK 206, AND COLD EXOUGH 10
CALISE 3-8 i'lii\.l\ OF FROST IMAMAGE IF TOUCHED, TF © THEY SI'TRAY
LIQUID GAS IN A '!(J JTET FROM EACH END, 206 COLD DLAM A FOR 1-3
ROUNDS, DE WILL DELAY INVASION BY | K, A
CABLE DELAYS INVA S WELKS, AND DESTROYING THE ENTTRE

TOWER CAUSES A 1142 YEAR [I'I.l..\\'

OPERATION COUNTERSTRIKE

RA 1M ENCOLU,
1-5 ROWOTS (|
47 RALKANS (14)

B GLANT ANTS (712)
O CARKIN CHAWLER

IN UNDERGROUND COMPLEX

1
10 GIANT SPIDER (1.9}
1T FHASE SPLYER (-
1208 GIANT RAT
(PSEULMOGE R
1417 STIRGES (3,
18-20 NO ENCOUNTER

UNLESS OTHERWISE STATED ALL AREAS ARP
PANELS IN THE CEILING,

e e e e e s e e e s s v ke ek ke ek e ke e e ke e de ek

DMLY LU BY LUMINGUS

1t 200" HIGH CAVE l‘- N TILE ROCKS, WITH 4

i THE ROCKS TO

ENTRANCE o

F0l INSPECTION HATCH ALFW I

LOCKED AND BOOHY TRAPPED TO RELEASE A D6 FIRERAL
WHICH ARE THE MACHINES CONTROLS. THESE CONSIST OF A H.J\\n oF
169 RANDOMLY FLASH ERCTWO BUTTONS AND THREE
REYHOLES, THE BUTTO? 'H ONE OR NGO WHITE DOTS,
N0 T MACHING
AW SUCH PRO
LON AND OFF,
VITATION DEVICE
. ALL LOCKS
ARE J'\

L.II TING THE MACHINE 1
\Ilil

BOOBYTRAPFED TO GIVE \ 2
VED THE MACHINE PROGRAMMING 15 S50 COMF
AR CHANCE OF RANDOM TAMPERING PRODL
IGINLE INSTRUCTION, MEAN Ly IMANDS WILL HE

AT THE NORTH END O THE MACHINE SIX MORE ROBOTS ARE UNLOAL
ING GIRDERS FROM A CHUTE AND STACKING THEM IN A NEAT FILI

FOUR ARE STANDARD WITH 5 TENTACLES, THE OTHER 2 ARE COMBAT
IYPES WITH 2 JOINTED ARMS AND 0 TENTACLES FIGHTING AS 4D
MONSTERS.

STE MATERIAL FROM TIHL MACHINE
AND GAS
OF THE CAVE

WILL CAUSE RADI
416 HOURS, TYPL
01-20 BLOOD DISEAS
RESPIRATORY [HSEAS

IS RELEASED \'sk\l)[l) \LI]\]
WHICH HAVE CONTAMINATED 11

POSURE OVER W TURN PER POINT OF COD

IION SICENESS, FIRST SYMPTOMS AFPEARING AFTER
FORMS OF SICENESS, ON PERCENTILE 131
2130 BONE DISEASE: 31.50 SKIN DISE
B 100 BRAIN E DISEASE. IHE S

OF THE IMSEASE SHOULD BE FOUND OX THE FOLLOWING P .
ROLL: 01-20 TERMINAL; 21.50 SEVERE: 51.80 MILD; #1-00 NO 11 N

FHIS ROLL IS MODTFIED BY =1 FOR EVERY TWO FOINTS OF COXSITI
UTION AND BY -5 (]K EAC Fl TURN OF EXPOSURE OVER THE MINIMLUM

NEEDED TO C!

E ILLNESS, ADJUSTED ROLLS OVE
DISEASE AND U mk -u COUNT AS TERMINAL ILLN
CUMULATIVE, DESTROYING THE MACHINE WILL DELAY
VASION BY 24 YEARS.

e e v v e e v v e s s e e ek ok e e e dedede e ek

100 COUNT AS NO
NPOSURE 15
ANOTHER IN

2: AN OPEN SHAFT LEADING DOWN 600° TO LVL 2 AND ANO
TOLVL & IT 15 BLOCKED 100° OW LVL 2 BY A HU

20° THICK, STRUCTURAL STRENGTH 100, WHICH CA

BY REMOT N I'R{H FROM ROOM |

IN NULLIFYT VITY THROU
PURCHASED FROM A VISITT
50" BELOW THE FLOOR AT
THE RALK

‘: ARSHIP, THE DEVICE |.‘| Hl HH-.['
F THE SHAFT, AND 15 FOWERED
THE SHAFT 1S FATROLLED
BY TWO HAL h\ 51 1 TENTACLES, ROLS,
AND ATTITUL OPERATED BY COMPRESSED AIR, 12 & 16 HTK.
mﬁ**ﬂ**********ﬂ*ﬂ*t*tﬂﬂ

DOMED CARRIERS W)

S THIS 15 A NARROW UNLIT
FROM A HOLE IN THE P
THE WALL 20° ABOVE: TH
GERBILS LIVE IN THE TUNN
CLUDING OLD BOXES

L U\Jl]i A LOW CEILING RUNNING
DE TO A 2' WIDE LK\LK I~

s LONY OF

NESTED IN A VARIETY OF

OHJECTS IN
L DRUMS, A TANGLE OF WIRE (GOLD,

VALUE T0GP), AND AXD BITS OF PLANT AND RONE,
ONE GF THE ANI 'S NESTS CONCEALS A WAND, ALID-AJT
WONDER, 75 UHARGES, 1F THE PARTY MAKE PEACEFUL CONTAI

Wit
THE ANIMALS THEY WILL REVEAL THE WAND, A SEARCH 'l'llORl’Jl GH

i! P.\(fK LE
BE FOUNDIN A TU

DER I‘| HER
LEETWEEN

lf. nm V0 ANIEWILL NORMAL
ROOMS 11 AND 13,
gtk ke

e e v e sk ke e e ek ek e e e s e ok e ek

4: THIS LANIMANG AROUND SHAFT £ 15 GUARDED BY 3
AND 20 HTK, BOTH IN ARMOURED CARRIERS WITH 4 AND
FULLY-CHARGED STUN RODS, DOORS FROM THE ROOM ARE HEAVY
STEEL SLAHS, SLIDING INTO THE WALLS 1T AFPROACHED WITHIN 7107
THEY CAN HE LOCKED BY REMOTE CONTROL FROM ROOM 16. ONCE
LOCKED THEY SHOULD HE TREATED AS HELD PORTALS, AS THE ML
SPELL, WUT THE LOCKS CAN BE DROKEN OPEN,

e s e e i v e e e e sk st e el e ke e e ek e ke

SLABS, ANDARE FILI R
i ¥ {-BUTTONS IN A VERT
J'a l'l SHED THE DOORS WILL UN.

A THE DOwaKRs 1o T
WITH ELECTRONIC 1L
ICAL ROW, IF THE

-t

A




OPERATION COUNTERSTRIKE

LOGK AND SLIDE INTO THE WALLS, ANY OTHER BUTTON S0
ALARM AND ACTIVATES A SECONDARY LOCK SYSTEM. FOR TH
PAIR OF DOORS THE BUTTONS ARE MARKED WITH 1,
“IT}I THE 4 IIUI BUTTON, Wl!](.]l 15 NOT '\I'Ill‘lL N blBI'R (II"F

A Bl

ND \LL UIIILR KU‘.L\-‘&I Wi [II
RITY ALARM HUTTON FIXED

U

E I.HJUHS I'HL
ALLATIONS, HAS A S
DOOR.

1
IO THE WALL B

II]} Ill‘[J'\l ITSELT I'IL!LI)‘\ A LARGE I'LJETL TYPE I'U \l—ll}ll C

46 (U'\IKI'DI
E1 FROM
“l[I(.'Il ]!'\\ A LARGE LE \]II‘“WI'\I“JW 207 ARY TLOOR
NORMAL ROD POSITION THE BRAIMATION L IN THIS
TOTHAT GF 1, BUTLF THE RODSAREWITHDRAWN
EXTENT THIS LEVEL WILL QUADRUPLEAF THE
RTED THE RADIATION FALLS TO OXNE TIURD

Q
TO THE [R FULL NORM
HODS ARE FULLY 1}

NORMAL AND POWER PRODUCTION 15 SHARFLY CURTAILED. IHER
KRATOR OR TIE GRAVITY 4 1EK 1 wiLl
OMBAT ROBOTS WITH 4 1 AOLES AND STUXN

T
THIS ROOM AND PE H.'IUK“ ROUTINE OLEANING AND

NCE.
e e v et ok e e Aok s e dodekood ek

HUU\I IIA'i A LOCKED
TIOR
LE RALEANS IN ARMOURED CARRIERS |
11 HTR, OPERATE A LARGE CONTROL BANK UNDER TIE SO0
WINDOW, THE CONTROLS ARE MOSTLY MONITORS AND S by
5 WHICH WILL NOT HAVE ANY EFFECT ON THE PILE, CONTROLS

IROL RODS, WITHIN SORMAL LIMJJ: THE LEFT HAND G
RAISES OR LOWERS ['III I{l'lllﬁ ENMASSE ANDVIF PUSHED IN AND T
WILL MOVE THE i JRMAL LIMITS, THE RIGHT HAND W,
CONTROLS THE FLOW OF HEAVY WATER IN AND OUT OF THE POOGL

17 ALL REACTOR RODS ARE FULLY INSERTED I'HI RE,\l‘TKIIl WILL SHUT
DOWN TOTALLY, AND ALL POWE v SYST

IHE REACTOR CONTHOLS WILL BE STOPPED, II \II
ARE WITHDRAWN BEYOND NORMAL LIMITS THE REACTOR WILL OVER
HEAT, CAUSING SOME DAMAGE AND RAISING ROOM 6 RADIOACTIVITY
TO THAT IN ROOM I. FHIS WILL DELAY INVASION BY 14 MONTHS. |F
BE A DECRE

REACTOR RODS

E MINOR D\!vl‘\bI-, DELAY1)
!“PI’FI‘} ANDALL RODS FL

R
WILL CRACK IHI’ &
ACTIVE STEAM REACTOR GORE WILL TH
AND REACTION WILL IHE DOWN, THE RADI
WILL THEN BE SUFFICIENT TO CAUSE DISEA
POINT OF CONSTITUTION, AND THE DAMA
REACTOR WILL DE ¥ AN INVASION FOR 12.18 \'!U'\l}ib SHAF
BEOUT OF ACTION FOR MOST OF THIS TIME,
e s e e e ke e vk e ke e e ek ke e sl ke e ke e e dede ke ke

7 THESE ROOMS, ARE RALKAN APARTMENTS, AT ANY
EMPTY, 30% HOLD JUVENILE 5% HOLD BUDDHING AD
SLEEPING ADULTS, Ab ]
OCCUPIED ROOMS W
(:I!JI("I:- MM:I— OF

ME 254 ARE

EUIOLS MI'_I AL ANDJOR GEMS, VALUE 10100 GF,
TOOLS OR UTENSILS. « ROOMS ARE SPARSELY

OF EACH ROOM IS A LARC A
THE RALKAN LEADER, BELOW WITICH 15 A PRINTED SIGN IN
KAN | IUAGE, LOOSELY TRANSLATED IT READS ‘GREA
BUDDING PARTNER OBSERVES ALL"
e et ke

B THESE ROOMS BELONG 10 SENIDR RALKAN OFFICERS. EACH 15
EQUIPPED WITH A SLE : L5, SHELVES OF BOUKS, DESKS
AND A SMALL FOOD PREFARATION AREA WITH WARM TUBS OF BLOOD,
CLPS, BOWLS, .\I\D SYRINGES OF VARIOUS NARCOTICS USED BY RAL-
KANS, ALL T U IIIJMAI\UIII SPECIES, SAVE V5 DEATH/PARALYSIS/
VOMITING DE 1IN A CORNER OF EACH
OUT A BLAST UI I)R\

ﬁIIMLIIAII THE PLEASURE CE
A HOOD HP\I\‘;]'\I.- FROM THE
k . BUTTONS O

LINGON A I ONG SPIRS \l f"\I'II F.THERE

THE RIM OF THE HOOD. THE LEFT
IH‘ RIGHT ].I'lI]‘]()"K

SITY 1K PRESSED,
ENSITY FOR MORE TH

|'th A MILD H r\Dr\C[[}' AND I
15 ¥

/ EPILEFTIC FI E
! h'III \(JIt\HLI..Y THROW THEM GLEAR OF THE HOGD THERE WILL
USUALLY BE NO PERMANENT BRAIN DAMAGE.

AGAINS T THE MIDDLE OF THE ST WALL OF EACH uI- THESE ROUMS 15

SIWVER (VALUE 150 GF) AND
URES IN APARTMENTS 7. EACH OF THESE STATUES IS FITTED
SMALL MICROPHONE MONITORED FROM ROOM 18. EACH OF
E ROUMS HAS A m‘:*l(# SERVANT, STANDARD WITH 5 TENTACLES.

e e e s e sk ek ek e kb

91 EMPTY ROOMS, UNLIT, WITHOUT FURNISHINGS OR EQUIPMENT.
Yot e ko

it A LARGE I"_I'ILI(JHY l"l

FROM LARGE TRO

RANS ARE ADULTS: |5,

15 8 1810, 11,17, 189,
]

H iI'II'I1 BY 45 RALKANS DRINKING BLOOD

IC STRENGTH 74, ATTACK/DEFENCE I MINOR

HRIUM AT 2ND LEVE

MODES: DJALL,
LOF MASTERY

** PSIONIC STRENC l MINOR
DISCIPLINES, REDLY
JRD LEVEL OF MAS
LEVEL OF MASTERY

H 120, ATTACK/DEFENCE MODES: AH,
W AT 18T LEVEL OF MAST
Y. MAJOR DISCIFLINE TELE I'URIAIIU\ AT _'\U

*== PSIONIC ST '\L.'I'II BI, ATTACK/DEFENCE MODES: A, DVALL, MINOR
INSCIPLINE, e T 2ND LEVEL ) MASTERY

Lk THIN A
ek e e A e ek e e ok okl e e s ek

THE RALKAN EQUIVALEXT OF A HOSPITAL SL
ARE SIX LARGE VATS DF HLL'I— LIQULD, WITH THE §
THE FLOOKR, FLOATING IN THREE
KANS, GRADUALLY KEC ERA
FOOT, THE ROOM 15 GUARDED BY
JOINTED ARMS, TAC ANTH b
MAL UNARMOURED  ROBO f. WITH 5

AINST THE WEST HAL

INTO THE FLOOK

ES AND JARS,

, B ARE TUXIC IX L
ARE CORROSIVE
. DOSY PR BOT
AY,

AT AS POTHINS
OITHE BOTLES

ARE \I\RK'I Ih AN AS

ATCH IN THE SORTH WALLI1S A 3°
h I() HU:N 12, THE LEADER OF
B FABLISHED A BASE

BEHIND A CON: L\LIUI\:'PI-_(.IIU\
ME’

SII'J"I II\‘lM\\\LrI_LI o

LVER, 100GP), AND WO

T
ANIMALS
***A*?k** ek vie e e e sk i e st vk e ek sk ik ek

FITTED WITH ELECTRONIC
. MARKED WITH A WHITE
A -l\-I GH.ID \S THE PARTY

FHE MAIN DOORS TO THIS ROOM ARE
5 CONSISTING OF TWO BUTTONS, €
{16 LIGHTS \R]L\"IGH)

“l T,

{3 ITON AS ¢ r\\L\IIII
l!UTIH! BUTTON AS 1. IF A WRONG ANSWER 1S ENT 1, O NO ANSWER
15 ENTERED ALARM SQURDS AND THE DOGR LOCKS, THIS TYPE OF
LOCK SHOLUL REATED AS A WIZARILLOCKED DDOR FOR SPELL
LISE AND AS A KED AND BARKED DOGR. FOR FICKING LOCES ETT
DOORS OF THI TE MUST BE UNLOCKED FROM EITHER SIDE

N ARMOUREL
TENTACLES |8 & 12
NAMINING ONE ()I

THE ROOM 18 A LABORATORY IN WHICH 6 RALKS
CARRIERS \\IIII HAY _JOIN'I}.D LIMBS AND
HTK} A} 20T 11, 15,9, \RF.
FROM l'fll

?rl HIK,

THE GOLEM IS NOLLOW
HE WORN AS A SUIT OF
¥

N SPE \k AN ITAS A FATRLY
AID AND AMPLIFY ITH
\'\LF \I.‘xl'i

AND WILL
VING

AR [ \Il'l L. \R\
S MOVEME
ITS WEARER T

EXCRMON lll

LF IU HOL I: :U\II:}
THICK BARS, TOO STRON:

MADE oF 4"

5 THE RALKANS
MOST A (8]}
BUT ONE (8 A
S DGDAMAGE

HITY AXD MAGICAL
BLE FROM AN

NOTHER CORNER OF THE ROOM I8 \ MPLH’\'\.I[ ll STRENGT
CHINE, TO WHICH HAS I‘II‘}-
Swﬂﬂn M \RKLII KINGSLAYER IN
WEAPONS STOLEN FROM THE
CTUALLY A TRAFPED TY
SWORD, LIFE STE.-II',.I
H RA.IJH’.‘. 5l
EVIL ALIGNMENT TONGLIES
i INMENT CE ONCE Ph
II\O SAVE} AND WILL DRAIN A YEAR OF LIFE FOR EAC
CARRIED, IT WILL ALWAYS T'RY TO DOMINATE AND C
BEARER, AND TS AIM I8 TO CONDEMN THE BEARER TO HE
SUBVERT FIVE MORE V) TON T WILL B
RENT FORM THE SWORD | NAKLE 10 UISE TS F
5 IMMUSNE T NORMAL TURNING OR EXORCISM AND CAD
Y A WISH OR HOLY WORD, EVEN THEN IT RET
NORMAL fia% MAGICAL RESISTANCE

THERE 15 A CONCEALED INSPECTION HATCH IN

LEADING 10 THE TUNNEL FROM ROOM 1| (SEE 1),
RS 8.8 5.8 2 8.8 2.8 8.8 8.8 8 88 ke

THE SOLUTH WALL,

LB 2.2 8.2 0.8 8.4

NOTHER LABORATORY, WITH THE SAME TYPE OF DOOR AS
ROOM HOLDS MOST OF THE FRISCH? 5 FROM THE INVASION
I‘.IY AWO RALKANS ARMOURED CARRIERS WITH

AND 12 HIK, AND ANOTHER RALKAN

HI.'IJ

FIGHTING l‘\AK\ILIJ WITH 4 ATTACKS
. THE CARRIER HAS 2 JOINTED ARMS, A ST
NTACLE 15 ELECTRIFIED TO
5 - AND ITS DOME IS AC
L TWO NORMAL ROBOTS

\ JIAL €
1AL I\ MGJ.I[HI—.II oL NE,
BEAK 14, BLOOD LOSS 2
ROD, A RAY GUN AND A 'I NTACLE, T1
GIVE A 206 SHOCK. THE CARRIER MOVE
FAKING 20 POINTS OF DAMACGE HEFORE
ARE ALSO PRESENT.

I'HE I‘I'I HAS 30° HIGH SLIFFERY SIDES AND IS OCCUPIED BY 12 CAFIIVES,
L DHRTY, IX RAGS, AND SUFFERING FROM MILD MAL-
& H'\\‘I" MANAGED TO R IN ANY OF THEIR EQUIP-

. 7, 94 WTK, 5TR 18,34, DEX 16, ALIGN

ATE=MALE HALFLING M
MALE DWARVEN FIGH

SHROOM FARME!
®, LVL 3, 20 HTK

: ELVEXN MAGIC USER, LVL 4, 9 HTK, ALIGN LG,

4

CARODL THE CLEVER: FEMALE HUMANX THIEF, LVL 4, 31 HTK, INT & DEX
17, WIS 5, ALIG
FATHER €
LISES, ALl A
LOLA HEIUNG: HU M.’\\ I I MALE, BARMAID, 3 HTE

\IJ NOLL \ MALE HUMAN, LVL 4, MONK OF MONASTERY OF EVERNAL

HUMAN MALE CLERIC, LVL 4, 14 HTK, NO SPELL BON.

AN MALE FIGHTER, BANDIT, LVL 6,42 HTK, AL
HALFAORC MALE AS: L, 11 HTE, AL
MALLE DWARVEN HIIIL\]I]\INI

N CE.
LVL ¥, 8 HTK,

GUDGE YISGLE:

ALIGN N

FTLL POV IS LD KNISHED EXCEFL FOR A WATER TROUGH, A BAG OF
FOOD [DRIED MEAT), A DRAIN, AND SOME SLEEPING MATS,

Le 8 a3 Frdkede ek Ak *dedek
I-I. ANDTHER LABORANTORY, WITH THE SAME r\J-l nr LOCK A8 |2

NIDING BENCE UM TS ROOM

HE ARE it
\llll'll \ I \I'I RIMENTS,

\I \\Illl i IIII

SEVERAL FHEL.ST
RALKANS ARE CONDUCTING

THERE ARE TWO RALKANS GUARTING THIE ROON, BOTH N ARMOURED
CAHRIERS WITH STUN RODS AND TENTACLES, 15 & 18 HTR.

AGAINST THE MIBULYL OF THE
DROPPING 400" THOWN 1O 8 A
MSPOSAL,

CASTWALL IS AN OPEN VERTICAL SHAFT
{241 THE SHAFT IS USED FOR RUBBISH

AT Hl\{!ll |IIK|! it

KANS 1, |1 # HTK, \Iil !Il‘\'\ll TING \\I\II

BENCH 4 18 00
ARE STUDYIN

SEUDOGERBILS. THEY ARE HAVING LUT TLE SUCE

IN THEIR STUIMES AND THE ANIMALS HAVE PREFARED AN ESC

FLAN THEY INTEND 10 USE 1F THE RALEANS ARE SUFEICIENTLY IIIH
ED, AT PR NT THE RALKANS IN CHARGE OF THIS PROJECT

\l!\!'\ AND \
SAW (DAMAGE

CAT IL! I’IHIII H; \It{:l (1) I-IIK i 'II!il \lll}l

BENCH 4 15 DCCUPIEDY BY AN OPTICAL TESTING DEVICE AT WHICH A
» TR 15 EXA \ LARGE SEM FARENT DAGULR
s +3, MADE OF ¢ AND BETIUTRNS TO THE HAND 1F

ETHERLALLY THROUGH UPF TO 2 OF
1 THIS FOWER CAN ONLY BE USE
TWICE 1F THIS IS THE ONLY WAY 11
AND

THHROWN, IT WILL ALSO THAY
bULIlI\!\rIli‘. H Il‘\ OWNER
L ¥

ML L |y L AL HOSE I\ THIS ROOM \\I]
II.IMI'.I Ill IHHH RALKANS ARE \MIHI\I'III-HI HE. 4 IT & 1 HER

BENCH 9 15 GCCUPLED HY AN ASSORTMENT OF ITEMS STOLEN DURING
FHE INVASION, THESE INCLUDE AN ASSORTMENT OF
VALUE 160 GP}, THREE BROAD SWORDS
SULL OF PLATE ARMOUR, VARIOUS DOMESTIC IMPLEMEA TS, AND T1E
CROWN AND ORR OF THE HIGH ANARCH OF 20017

CROWN CAN-ONLY BE

WIJIII\ Il\ CHADOTICS, AND INFLICTS D6
5 | SLET SET WITH 3
DMAMOND, EACH EMERALD WILL
P, LIGHTNING BOLT (11106), CHARM
1 LVL MU
AS RINGS,

ANDWILL STILL FUNCTION

DIAMOND HOLDS SIX SPELLS 'ﬁIIILII CAN ONLY BE USED ONCE:
l‘.{)W’R(JI WEATHER, GLO

THE
BEATH SPELL, DISINTEGRA
OF INVULNERARILITY,
THE GEM DISINTEGR, 5
TECTION FROM EVIE SPELL

\}'I‘I‘L
SPELLS. 11 ALSO LETS 115 WEARER DETECT HIGHLY LAWFUL BEINGS OR
OBIECTS AT 50" RANGE. AS A NONMAGICAL JEWELTT IS WORTH [600GP.

BUT

THE &RE WILL NOT HAKM OK FUNCTION FOR NONACHAOTICS HC
VLT §s A 6" SILVER SPHEME TOPPED WITH A FOUR-ARROWED 5
1AUS. |F THE §
LING 15

L 1

FIRERALL 0N IMT
NORMAL SHAPE
SYMEGL MAKES
I"{H ]MORPHIN!.- AN

3 : L

'IHF THE ORB 10 '\.t}ﬂ\l\l \II\PI

II I'IIITIJ AL \I\ IUK oN IIR'\] " i

LEPORT ITS HOLDER A RANDOM 13

TE SUBJECT WILL NOT MATERIALISE

TRWATER BT MAY APPEAKR IN MID Al

I‘UHI WITH IS VICTIM. THE LATTER POWERS MAY BE L
T QRE 1S WORTH 500 GF AS 5 NONMAGICAL ITEM

EP A1
5 \CK OF l'U R I's (80 HARMI
STRONG  ACIDS, FLAMMARLE LIQUIDS,
CRUSHED DIAMONDS (120 GP), CRUSHED LODES
125 GPj, PURIFIED WATER, SALTPETRE, SULFHUR, POWDER IJ COPPER,
3 1 RL'IS\ CHIPS {130 GP)., IHE APPARATUS WILL B ro
IXC E VALUE 100-150 GP* T
h]% THREE !i-\lk\\b ARE AT TS TION, 12, 17,9 HTK.

ON THE SOUTH WALL IS ANOTHER POSTER OF THE RALK: \'\ V' EADER,
COVERING A LOC DOOR LEADING, VIA A LOW SERY]

i F ROOMS 18 TO 19,
BY (T8 00U,

STOPPED AT

THIS CORRIDOR IS THE LALR OF A PHASE S‘FJDJiR. 251
*ﬂmmm*******m
TIE DOUR 15 LOCKED WITH A PANEL OF

151 \IIEIH' 10 LY1L 1
i BUTTONS,
LW

XMARKED, | AND ']"Jf.ll\ FHE L.(
E .

NG ALARMS IN
A B0 DEER UNDER A WEIGH |
ND WEFH TWO LOCKED DOORS PICKED AT - 10% PROT.

e e e e i e e e e o ke e e s e ke e e

OVER 400 LB,
ABILITY




16: A GUARD ROOM HOLDING FOUR SPFECIAL COMBAT CARRIERS DCUOL
PIED BY 418 RALKAN CLONES, 23 HIK AS ROOM [3°5 GUARD. THE ROOM

15 EMPTY OTHERWISE,
Hokk T de i ek ek

17: THE DDOR TO THIS ROOM 15 LOCKED, PICKED AT -10% PROBABILITY,
IT 15 ANOTHER GUARD ROOM AND ARMOURY. TWO MORE SPECIAL
CARRIERS WITH 4D4, 29 HTK CLONES ARE IN THE ROOM PL 3 TN
At RRIERS, TWO COMBAT ROBOTS WITH ARMOUR,
)4 ENTACLES ARE ALSO 'R INT. ON RACKS AROUND
SORT! OF WEAPONS AND EQUIFMENT;
-I’('IWHU-D iTLIh RODS, THESE ARE IDENTICAL TO THE CARRIER
AVE A BUTT |DESIGNED: FOR A TENTACLE), A CABLE AND

:

UNITS BU
TOWER PACK,
6 SELF FOWERED RAY GUNS (AS ABOVE).

G ORENADES (EXPLODE AS 4D6 FIRERALL)

4 GRENADES (RELEASE 30° CLOUD OF POISON GAS).

B GHENADES [HELES 20" CLOUD OF FLUORESCENT ORANGE DYE,
EMITTING A FOUL SMELL BUT HARMLESS. THIS DYE WILL NOT RECOME
INVISIBLE AND TAKES 3-6 DAYS TO WEAR OFF CLOTHING, SKIN, ETC.

4 FIREPROCF SUITS FOR RALKANS {MAY FIT SMALL DWARVES OR LARGE
HALFLINGS)

FEXFLANATORY DESIGN. THE STUN
WRONG WAY ROUND, THE RAY GUNS
T THE FLOOR WHEN APPARENTLY AIMED

ATU L RUBBERY

NONE OF 4 \ﬁﬂ\«F ARF l‘H'

\H \VI'I ||l
LS EXPLODING

AT
LGM \ll.'s"\l—'llhTHL\’f\RE&Ql. EED,

KTS FOR RALKAN WEA.
(1 GF EACH, 20 JEWELLED
LVER WIRE, VALUE 40 GP
ER COMPONENTS OF NO USE TO

18, ALSO AN
ITHE SHELV,
. VALLE 10 G
AN ASSORTM

SSORTMENT OF SFARE

ARENT PLASTIC CASE HOLDING
IT ARE A SWORD (+3 DANCING

FINED T0 THE EAST WALL 15
A FEW SOUVENIRS OF THE
BLADEY, A SMALL JEWEL

5 AND IN
N TRAPPED TO GIV
AND WILL TAKE 20.25 FOINT

ING 1¥ FORCED,
e v e 7 e e e e e vk e e s e e ke e ek ek e ik ok

6 SHOCK 4
OF II’\M AGE BE l'lHlI_'iH\'rrl K-

"i THE DOOR TO THIS ROOM 15 F

LOCK, AS THE DOOK TO 13, S0 EQUIPPED WITH A ONE-WAY

AND WITH 4 NOZZLES AROUND THE FRAME

IRE P\R \1 Y‘ai‘\ GAS IN A LIDL‘[) R\l'[DL\
s i

ED WITH ANOTHER BASE § NUMER

G
\I'II)\ THE DOOR, ANOTY
IND THE ROMOM,

(]
RALKAN 408, 24 HTK THREE

BEING AT OTHER POIN

THIS 18 THE MAI
WITH FOUR L0,
COVERING TH

NTROL ROOM OF THE COMPLEX AND IS FITTED
i A HUGE DISPLAY SCREEN

INTROLS THE AGTUAL FIRING OF RALKAN SPACECRAFT,
DED BY SIX RALKANS 12,815, 15, [4, 1EHTK AND ONE OF
LGUARDS

f\NH A

TROLS INTERNAL PRE-LAL NT OF CAPSULES
ALK AND INTERNAL RATIONIN CTRICAL FOWER
1T 18 ATTENDED BY ANOTHER SIX RALKANS 12,17, 11,

TO THE RIGHT.
7,14, 19 HIK.

!'k IHI HIK

lllillhll]{lﬂ N.\h\ DOOR IN THE M-
\ D r\IRi I{\I‘J }'KUM U'l'JJEH l‘()MJ"L.l'xl i
AL

I‘[LE
10 CHANCE OF PRODUCING ANY MEANINGFUL RESULT.
THF ROOM 15 A LARGE TABLE, D AROUND WHICH
LL LA KS. THOSE ON THE NORTH
l.l]lhl\L HALKANS IN UNARMOUHED CARRI
TE 19, 22, 10, 8 1B, 14, 21, 14, 17 ITK, AT THE |
\ OTHER 4D 23 IITK LONE
. WEST r\n E

IN THE SE PART OF

6, Il[()(![l
- PhJU\ll

SPECIA l—E!\IHJ\I' (,'\RR[J R,
I.H- JLI'\I I'H NTACLE, THE R\LL,\'\H
r AND ARE MORE Of
WEEKS \"Ea\D W |E'\ THERE WILL BE A SUITABLE PL

TGH UNCTIONS OCCUR FOR TWO WEE

OF ahURh, TWO OF 1
BLUE MARKERS IN

RESENTATION 5100
WOULD BE QF GREAT USE TO THE KI'\{ ()i bKDRG AND II[b MH I'I'\:R\
STAFF.

IN THE MIDDLE OF THE SOUTH WALL 15 A LOCKED DOOR TO A LIET
DOWN TO ROOM 19, THE LIFT [S CONTROLLED BY THREE BUTTONS; THE
UPPER TO SEND THE LIFT UP, THE LOWER TO SEND IT DOWN, AND THE
MIDDLE BUTTON TO STOP IT. PRESSING A BUTTON (UP OR DOWN) ONCE
AT 25'/ROUND, PRESSING TWICE SETS THE LIFT
TO TRAVEL DOWN TO
FOR 4 ROUNDS THEN DECELERATES AT 2G FOR 1% ROUN
UF FROM 19 TO 18 THIS PROCESS 1S REVERSE!
BUTTON AT THESE SPEEDS CAUSES A 56 DECE
THIRDS OF A ROUND. THERE IS AN INTERMEDIATE

SHAFT, [SEE 14]. ok etk ek

19: TIES SMALL ROOM I5 PRIMARILY AN ORSERVATION POINT AT THE
BASE OF THE SPACECHAFT LAUN G SYSTEM, ONE RALKAN, IN AN
UNARMOURED CARRIER WITH & TENTACLES, 18 HTK, 15 SETTING UP A
IV CAMERA CONNECTED TO ROOM 18 BEHIND THE HEAVY ARMOURED
GLASS SHEET IN THE SOUTH END OF THE ROOM. 1T 15 AIDED BY TWO
ROBOTS WITH SPECIALISED TOOL-TIPPED TENTACLES (ARMOURED AND
STANDARD), THERE 15 A CONCEALED KEYHOLE TO THE EAST OF THE
WINDOW, WHICH ACTIVATES MOTORS RETRACTING THE GLASS INTD
THE FLOOR. THERE 1S A 30" DROP FROM THE FLOOR OF 19 TO THE MAIN
FLOOR.

REVEALING
ADING TO

Frdeddeok

THERE 1S A CONCEALED HATTH ENORTH WALL OF 19
A 4 SQUARE TUNNEL RUNNING NW AND DOWN AT 30,
CAVE 24. THE DUSTY FLOOR SHOWS MARKS OF FREQUENT

L8 8 8. 8.0 8 8888 28 L35 8.8 8 8 8 3

ALL LIT BY INTENSE FLICKE
'O THE WALLS AND CE1
MUST SAVE OR SUFFER 5 ERE HEADACHE \F”E.R
-1 CHAKACTERS HAPPEN TO BE EPILE
ADDITIONAL SAVE, AT <2, TO AVOID SUFFERING A SI\' RE ATTACK.

NY CHARAC

3 WITH FUIL
H "-1 11, Iﬁ”JK I'EII

E. THE CARIN IS AN UNLIT CHAM
KED SLIGHTLY AT THE E:

WARD AND IS
THE WEST E»
TWO KKOBRS AND

NE STARTS THE DOOR WILL
1EN THE MAGHINE STOPS, 1HE €O
E CABIN TO A HALT AT THE E a
HERE WILL ALWAYS BE A SUDI JE Rl\ FHR(}WI\(»
WARDS THE OUTER WALL, FOLLOWED BY A STEADY

STANT SPEED. BOTH MAY CAl
FORCE (1N NORMAL GRA
FER'S COXNSTITUTION THEY WILL
DN STEADY SPIX

i
SOME [\_]LK\. 3
MULTIPLIED Y 3 EXC
TAKE §-3 POINTS OF DA

AGE FER ROU

THE CENTRIFUGE CHAMBER 15 A FLAT CYLINDEK WITH A 45° CEILING,
THE CABIN AND THE COUNTERWEIGHT CLEARIN 'HE FLOOR BY &
FE THE COLD CK OF SILVER 30°X20°X10°, MASS
1760 INS AN SOMEHOW REMOVED FROM
THE MACHINE AND R'E'lUIC\I'E} 115 BLOCK WILL CAUSE AN
IMMEDIATE CRASH IN THE PRICE OF SILVER, AND THERE A T0%
(HA‘\ARA THAT THIS WILL LEAD TO THE COMPLETE COLLAPSE OF THE

OMY. THE MINIMUM REDUCTION IN SILVER VALUES WILL BE

TABLE FOLLOWING LISTS EQUIVALENT RALKAN AND NORMAL
ROES, THE DAMAGE CAUSED 8Y THE START I\L JERK, AND
DED FOR ONE REVOLUTION OF THE MACH

THE
GRAVITY ¥

3) 3(2) 4t2%) a) ﬁHI (47%)
14 26 .9 5812
mn 8 7 3 5

NTRIFUGE 15 HALVED BY A SAVING THROW
MENT AND MAGIC ITEMS SHOULD SAVE AGA 18
A FALL 4\\1\' OBJECT OR PERSON STRUCK BY THE

1 LLTAKE 4-48 POINTS OF DAMAGE,
OBJECTS SHOULD SAVE AS \I"-'\i\l?!’ A CRUSHING BLOW,

ITHE MACHINE 15 OF STRUCTURAL STRENGTH |40, WITH ITS REARINGS
'\\m MOTORS BURIED DEEP UNDER THE FLOOR. 1TS DESTRUCTION W
¥ AN INVASION BY 1.3 MONTHS DUE TO DIFFICULTIES IN T
AN TRAINING PROGRAMME.
***m*m*m*m*mmm***ﬂ

. THE FLOOR 15 DIVIDED INTO TWO
| REST SURFACED WITH SMOOTH CERAMIC,
TH l'l'I'LR SLC’ ION IS PATROLLED BY TWO OF THE 23 HTK CLONES IN
FSED IN ROOM 20, PLUS FOUR ROBOTS
TUN RDDS AND FOUR TENTACLES.

THE ENDS OF 12
A EA(. 15 180" LONG
W-

VDERS, T
WITH A 20" T.IM\]F
BODY (OF THE ©

AL STRENGTH 170

GLEAMIN
AND 70" WIDE,
ING INTO II!L MAI
150°X40°, STR

D SUSPENDED AKIMATION, PLUS FOOD
COMPONENTS FOR TWO TRIPODS, PLUS 54
a ARMOURED PERSONAL

8 AL NOT DELAY ANOTHER INVASION,
rlt \ CAPSULES ARE STOCKPILED IN A CAVE 4 MILES SOUTH
iX, HOLDING CAPSULES AND TWELVE GUARD
ACLES & COMBAT BRAINS.

ROYING CAPSULES D-G WITH CONTENTS WILL DELAY AN INVASION
INE WEEKS PER CAPSULE

DESTROYING CAPSULES H.L WITH CONTENTS WILL DELAY AN INVASION
BY SIX WEEKS PER CAPSULE.

o0' HIGH M[: IaL IGUK [hr

ON THE LOWER AREA IS A LARGE MACHINE, A
/ L ARMS € 1
i3 BE MOV LIJ'IHI' REMO ¢

AT, DESTROVING BNE W1
AN INVASION BY 6 WEEKS,
FOUR MONTHS,

CURKJDGR \l' POINT v 1
ABOVE THE FLOOR AND SP

DESTROYED THERF,
FOINTS OF DAMAGE
INVASION WILL BE l'll-.L.-\Vl-.'l] RY

ONC HE SPRAYER RETRACTS THE CAFSULE MO
OTHER FORCE CE (DAMAGE 406] WHICH WIL
SULE CONTENTS, AND THEN FAST TWO HUGE C !
DOORS (Z) AND OVER A SECTION OF FLOOR.
PLACED WITH ITS ST END DOWNWARDS AT
LAUNCHER (23). THE CARRIER THEN WITHDRAW
AND THE DOORS (£) CLOSE,

L2 288 2 8 3

h I1'\1I.\ BEING
THE BASE OF THE
O THE LOADING BAY

L.t 8. 2.0 8.8 88 S8 s 5

OPERATION COUNTERSTRIKE

231+ LAUN

E Dl A VERTICAL SHAFT UF TO THE
LAUNCH N

'Ilt" ACCELERATOR RINGS AND

- FICATION AS
LE 15 10 HE LAUNCHED 1115
NSE MAGNETIC FIELDS AND CE. l.E RATED AL
G) FOR ¥ ROU ONCE Cl
5 OF FREE FALL THE
STEEL SLIDING DOORS UNDER THE bil A
A BEAM THAT C

ACCELER/

IF ALL
AND IER I'\ ASIOY

15 SOMEHOW BLOCKED OR CL
FER FOOT OF BLOCKAGE, iE'E

CLOSED AKD DOUBLED lf OVER HALF 15 CLOSED,

THF L \SER 5\bTFM HAS \. STRUC

GIVING ACCESS FOR SERVICI
ANOTHENR INVASION BY o4 MONT] “-b

THE ENTIRE !H\I‘l I35 UNDER ('I“hl RV \ll(‘\ }RU“ \ L\\!J " f.l)'\

G oW

OURED CHARA RS HURTLING INTO T
WITH THE LASER [DAMAGE

NETS ARE FORCED IN
SYSTEM, FIRS
DISCHARGES
DIMMING (}I
OF MANY

§ PROJECTILE DOWN l?ll’
3 TO BE A L'I] ANCE [Tll T'II

AGE TO THE TOWER AND
BASE (22, Z) OR EVACUATLS LOWER LEVEL OF THE Ci I'IPI. LX,

e Ak

RANDOM ENCOUNTERS IN CAVES 24.26
1:8 GIANT ANTS (3.18)
46 CARRION
CRAWLERS (1-2)
7-8 GIANT SPIDER (1-4)
Q.10 PHASE SPIDERS
(-2}
11 GIANT RATS (5-18)
12-15 GES [4-24)
16 ROT GRUEBS {1-10}
17-18 GIANT SLUG (1)
YELLOW MOULD
GIANT RATS ROLLED ON THE
MAL SPECIES, NOT ESEUDO.GERBILS. ALL VERTEBRATES

ABOVE TABLE ARE SIMILAR TO THE NOR-
ARE 6 LEGGED,

24: A LARGE UNLIT CAVE, WITH A HIGHLY tklll(xl LAR FLOOR AND
CEILI HERE 15 A LARGE POOL OF BUB LACK LIQUID COVER-
Ih L LOWER FLOOR TO A L \ SIMJ] IN THE -\

G FROM 14) AND A TUN
. 5 AN ACCH
'ES WHICH HAVE M

E THE
AL AND BIOI
n’_’!RN{OSI’,D IN'I'U A SEMLLIVING

FLUD:

ACH, NON MIJ\- [\I(- |l|0 TK. ATFACKS AS 1508 MONSTER, 8 ATTACKS 2.4
M—.N‘ ONLY HALF DAMAGE FROM HEAT, COLD, AND
O 'O ALL FORMS OF MENTAL
3 1TS VICTIMS BY AIR AND
CKS ARE BLOWS FROM PAEUDOIODS UP
0" OF PSEUDOPOD, SEVERED SECTIONS
THE GROUND AND FORM SMALL POOLS

{4 N\I'\ HODY, SM/ FOOLS ATTACK WITH APF
EROQCITY AND DO APPROPRIATE DAMAGE TO A MONSTER

LIF- ll[l.“'l |l[l POINTS AND SIAE,

GROUND \’U!R'\'

T 10 LONG, 5 IT
OF FSEUDOPLY
HH II.UW B/

AT THE BOTTOM OF THE POOL I8 AN ASSORTMENT OF SCRAF METAL
FLUS TWE GOLD BARS (73 GP EACH) .\"II) bl.x SMALL EMERALDS {40 GP
EACH), ALL OF WHIGCH HAVE FALL R BEEN THROWN DOWN THE
Sk T FROM 14 AND BOUNCED INTO 11“ POOL. UNDER THE SHAFT IT:
SELF 15 A HEAP OF RUBBLE AND SCRAF ON TOPF OF WHICH 15 A HUMAN
hKI. FTOI\ COVERED IN MILDEW AND SHOWING SIGNS OF DISSECTION
A AROUND THIS SRELETON'S WRIST 1S A MYSTERIOUS
WITH A BULBOUS DISC AND A TRANSPARENT WINDOW DIS-
LAY STHANGE SYMBOLS WHICH CHANGE AT REGULAR INTERVALS,
THERE ARE TWO S5TUDS ON THIS DISC'S ONE CHANGING THE SYM.

BOLS SHOWN AND THE OTHER CAUSING IT TO EMIT A FAINT LIGHT.
e o e e de e e sk ke Aok Rk

25: A TEMPFLE, MOST RALKANS ARE ATHEISTIC LAWFUL EVIL BEINGS,
BUT A FEW TEND TOWARDS CHAOS AND INSANITY AND MAY EVEN
WORSHIF VARIOUS DEITIES. NORMAL RALKANS REGARD THIS BEHAV.
10R AS DANGEROUS DEVIATION AND WORSHIPFERS ARE STERILISED
AND BRAINWASHED 1F CAUGHT WHILE CLERICS ARE INSTANTLY KILLED,
THE CAVE JOR 15 LEVEL AND THERE IS A CIRCLE OF BLACK BASALT
BLOCKS $X8'N2° AROUND A 30° DEEP FIRE PIT. NEXT TO THE FIRE PIT
15 ANOTHER BASALT SLAS BEARING A SILVER UNHOLY $¥YMBOL (175 GP')
ND A YOUNG [(1D8 4 UIM IU\LI\‘\'!I WHICH IS DRUGGED AND UNCON.

18, AND 22 HTK, USING h?LLLh .\\u

INED KNI\'F_"& AND MACES, A1'1'E ND
THIS VICTIM WHILE |1 WORSHIPPERS 12,14, 9, 17,8, 10, 9, 1B, 15, 15, 1§
HTK CI [ULTRASONICALLY} AND WAVE MORE SACRIFICIAL KNIVES
AND SPEARS,

THESE RALKANS WORSHIP |
(DEITIES & DEMIGODS) IN O
SACRIFICE 1S TO CTHULU |

5 OF THE CTHULU MVTHOS
B MANY FORMS, THE C

i A ROLLED SCROLL IN RAL-
ETTERS, A RALKAN VERSION OF THE NEGRONOMICON,
2.2 8 2. 8.2

KAN

26: THIS CAVE IS OCCUPIED BY THREE ARMED RALKANS, FANATICAL
CTHULY WORSHIFPERS WHO GUARD THE TEMPLE, THEY ARE OF 14, 20,
14 HTK AND ARMED WITH PORTABLE FLAME RODS, ALL FULLY CHARGED,
EXPLOSIVE GRENADES (# EACH). THERE ARE THREE EXITS FROM
TII[R CAVE, [A) RUNS 2 MILES BEFORE TERMINATING IN A SLOWLY TAF.
TUNNEL. {B) RUNS % OF A MILE THEN 1 MILE SOUTH EAST, TERM-
NATING AS A 4" DIAMETER HOLE THE SIDE OF A GREVICE IN THE
RALKAN SURFACE. (C) RISES STEEPLY AND EMERGES AS A 3 WIDE
HOLE AT THE BASE OF THE CLIFF NEAR THE SOUTH EAST CORNER OF
THE LOWER FLATEAU, THE NTRANCE IS BLOCKED BY A FIVOTED
STONE SLAB AND 5 USED BY THE CTHULU WORSHIFPERS, WHO CARE.
FULLY ERASE ALL TRACKS IN THE TUNNEL, THE WIND OLf
TUNNEL SWIFTLY OBLITERATES ANY TRACKS IN THE DESERT SAND.
et v e e et ke ek e kol el e dede e ke ook
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Dear WD,

Marcus Rowland’s DM’ 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 — is 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. If 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.

| hope that this brief comment will be
of some interest to people, and also that
it 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.

24
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Dear WD,

| would just like to re-
mind readers of a little-
used way of making
their dungeons in-
/ teresting. | have play-
/ ed D&D under several
DMs and have always
wondered why they made
all their passages 10" wide, or
/ multiples thereof. This phenom-
enon seems to be standard throughout
the D&D world, if the dimensions of the

gelatinous cube are anything to go by.

| am of the ‘realistic’ school of D&D
players, and | devoted some time to think-
ing about this, deciding that it is unjust-
ifiable. With this in mind, | designed a
mini-dungeon, the widest passage of which
was 6’. The rooms were correspondingly
small. There is nothing remarkable about
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 at 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, | 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.

| do not claim any authorship for the
idea, there must be many DMs who have
tried similar ideas; | 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 | find myself object-
ing to is the fact that most reviews say
‘should make an interesting change from
D&D’. 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 | 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, is 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.

For example, my friend and | once got on
perfectly well with one (cheaper) games
system, until we bought D&D. From then
on it was Monster Manual, Players Hand-
book, DMs Guide and so on, all costing
extortionate prices — had we improved
gaming? — only marginally. A few days
ago we played the first system again and
reached a conclusion: it's not so much
the system you play, or even anything to
do with realism or non-realism, but with
how vyou role play as an individual in
any role-game environment. It is the role-
playing (I think) of your game that should
be tops, not the system by which you
play (surely this is what you play to escape
from). However, this is my opinion, not
everyone's, and it would be interesting
to hear what other people think.

Yours sincerely,

Simon Miller, Devon.

Dear WD,

Much as | enjoy the Fiend Factory
monsters, | feel that the format leaves a
lot to be desired. | realise that in the in-
terests of conserving space, the omission
of such things as Frequency and % In Lair
is 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 it in the description. Also
most monsters have at least one special
defence, and | feel that this should be in-
cluded in the standard summary format.

What | really can’t understand, though,
is why you consider the monstermark to
be so essential. Yes, | 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? |
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, | 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 vou.

For starters | would like to complain
about the variety of different stamps you
need; one moment it 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 | could get sp
was SR 62).

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

Yours,

Fang McFang, Aizir Llor.



MAGIC
ITEMS

Treasure Chest /s 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. It
generates web spells as if cast by a sixth level magic-user. The
webs will last 12 turns, and have a 3" range. |t may be recharged.

Web Capsules are small, 2" diameter spheres that are usually
white in colour. When thrown at 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 is 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 fit 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. It should be noted
that if the 5% chance of the tip of the strand not being fully
adhesive occurs, this will not become immediately apparent to
the user until he/she has climted 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 OF ADHESION
by Roger E Moore

These magical boots are enchanted to grip any surface firmly,
even slick and frictionless ones, to permit normal movement. At
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.

TREASURE CHEST

JECKYLL'S POTION
by Andrew King

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. If 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 its effects will last for 4-7 turns, at the end of which time
the character will again be disorientated for 5-8 rounds. Each
time a dose of Jeckyll’s Potion is consumed, there is a 5% cum-
ulative chance that it's effects will be permanent.

The special ingredients® needed to make this potion are the
crushed brains of an empipath (WD 19), a were-creature (killed
in were-form), and a moonstone.

A special variant exists as a gas, which is always kept at 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 OF STRIKING
by John S Davies

These items of magical footwear will have no effect on magic-
users or clerics. If worn by a fighter or thief there is a 50%
chance each time the wearer fights that they will cause the
wearer to drop his/her 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 fit 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 +1 on initiative rolls against any under-
water opponents. The sword does not confer the ability to
breathe or move through water upon the owner. If made of
metal, the sword will not rust under any circumstances.
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Fiend Factory /s a regular department featuring readers” monsters, 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 NW10

to arrive not later than January 8th 1982,

This issue | 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

by Simon Miller

These plants can be found wild in woods
and forests where they 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 at 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 no allegiance and
can be taken over by someone else. Thisis
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.
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DRIVER ANT

by Albie Fiore

No. Appearing: 1 army

Armour Class: See below

Movement: 6"

Hit Dice: See below

Treasure: Nil

Attack: See below

Alignment: Neutral

Intelligence: Animal

Monstermark: 29,473 (level XII 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 at +1 on the encounter
roll for each % mile under 3 miles that the
ants are distant. Only small creatures will
be fleeing in panic, and only if the ants are
foraging. Man-sized and larger will simply
be making their way out of the army’s path,

When the ants forage, they cover an
area of 8,000 sq. yards (150’ 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. If the queen
is killed, the ants will mill in confusion for
2 turns before resuming their foraging.

If not foraging, the ants will not attack.
If the queen is attacked, however, they 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 1d8 + special
Alignment: Evil (neutral)
Intelligence: High

Monstermark: 1026 (level X1in 12 levels)

The birch spirit is the soul of a murdered
dryad. It detests all humanoid life whom it
blames for its 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 its tree
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-



ious, the victim loses 1 hit point per hit die
permanently. If the damage accrued by
this exceeds the victim’s total, he will die
and be wnraisable by any means. If 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 of Protection, it
would negate this attack at the expense
of one charge.

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

CHAMELIAD

by R D Bowes

No. Appearing: 1-—-100
Armour Class: 4

Movement: 15"

Hit Dice: 3d8

Treasure: D

Attack: Two 1d4 claws
Alignment: Neutral

Intelligence: Very

Monstermark: 53 (level IV in 12 levels)

Chameliad tribes dwell in forests in well-
constructed, camouflaged tree-houses or
subterranean caverns, The natural colour
of the tree-dwellers is green, while the cave-
dwellers are grey. They are extremely agile

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 its colour to match its surroundings
making it difficult to detect (85% ‘hide’
and move silently), enabling it to surprise
80% of the time, and giving its opponent
in combat a penalty of -4 to hit.

They live in groups of 10—100. If 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 sneak up 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 the tribe
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: 11d8 + 11

Treasure: U(x2),S T

Attack: 2 hooves, 1d8 each; 2
strikes with horn, 2d8 per
strike + special

Alignment: Chaotic good

Intelligence: High

Monstermark: 7051 (level X1l in 12 levels)

These large, fierce creatures are jet-black
except for their long, smooth, ivory-white
horn. They are highly agile, have a powerful
frame and present a truly fearsome and
formidable sight.

Dwelling in thickly forested mountain-
ous regions far from human habitation,
they are capable of covering even the most
treacherous terrain with incredible speed
(25"), jumping distances up to 3'* forward,
1% vertically and negotiating exception-
ally steep rock faces. They often guard
long abandoned, lost or legendary places.
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
charisma — 85%; 17 — 50%; male: 18
charisma — 55%; 17 — 20%). They 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 is 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. If any person makes a
successful charm, the unicorn will bear a
maximum of 3 nominated riders, unless
they are evil.

FIEND FACTORY

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
(11" 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 a paralysis 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 its horn but does so at +4 and
for double damage — the victim, if hit,
must 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’ radius anti-magic
shell, even when asleep. The she// will also
protect any riders.

Three times per day, a black unicorn
can dimension door to appear up to 60"
away from its former position. This ability
may also be used whilst it 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 a phifter
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-magic shell, activated by
concentrating for one segment. The shel/
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. ]
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GAMES DAY AWARDS 1

RESULTS

BEST GAME (Any Typel

1st — Oungeans & Dragons
Znd — Travefler 3rd — RuneQuest
BEST WARGAME

1st — Diplomacy
2nd — Kingmaker 3rd — Squad Leader

BEST SF/F GAME
1st — Dungeons & Dragons
2nd — Traveller 3rd — RuneQuest

BEST ABSTRACT GAME
1st — Rubik’s Cube
‘2nd — Othello 3rd — Black Box |
BEST FAMILY GAME
15t — Monopoly
2nd — Cosmic Encounter 3rd — Risk

BEST TABLETOP RULES (Any Period)
1st — Starfleet Battle Manual
2nd — WRG Madern 3rd — Spacefarers
BEST ELECTRONIC GAME
1st — Battlezone
2nd — Asteroids 3rd — Galaxian
BEST NEW GAME
1st — Ace of Aces
2nd — Valley of the Four Winds 3rd — Warlock

BEST GAMES INVENTOR
1st — Gary Gygax
3rd — Marc Miller

BEST GAMES MANUFACTURER

1st — TSR Hobbijes
2nd — GDW 3rd — Games Workshop
BEST RANGE HISTORICAL FIGURES
1st — Crradel: Dark Ages
2nd — Citadel: Medijeval
3rd — Hincheliffe: Napoleonics

BEST RANGE SF/F FIGURES

1st — Citadel: Fantasy Tribes

2nd — Citadel: Fantasy Adventurers
3rd — Asgard: Fantasy Adventurers

BEST FIGURES MANUFACTURER
1st — Citadel
2nd — Asgard 3rd — Ral Partha

BEST WARGAMES MAGAZINE

1st — Military Modelling

f—

f
L _}2nd — lan Livingstone

2ond — Fire & Movement 3rd — Strategy & Tactics
BEST SF/F GAMES MAGAZINE
1st — White Dwarf

7 2nd — The Dragon

vd — The Journal of the Traveller’s Aid Society

BEST GAMES FANZINE
1st — The Beholder
2nd — DragonLords 3rd — The Storm Lord

BEST GAMES PERSONALITY
1st — Don Turnbull
3rd — Charles Vasey




TIRED? LISTLESS?
HAS LIFE LOST ITS THRILLS?
You need resurrecting.

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), Skel-
eton with Axe and Shield (FTS11,
centre), and Skeleton hacking with
Sword (FTS10) were not on a
peaceful mission,

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. sBut 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 TSA. The module,
11: Dwellers of the Forbidden City,
is an AD&D mini-campaign for
intermediate level characters.
Judges Guild have also released
a swatch of AD&D scenarios.
Dragon’s Hall is 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,

ZHODANI

ALLEGE
IMPERIAL
INFILTRATION

by our Travelling Correspondent

Zhodani sources today claimed
that the Imperium were carrying
out covert infiltration operations.
Jishedreiriashav, the Zhodani
spokesperson, stated that the in-
cidents occur in the latest Traveller
adventure (No. B), Expedition to
Zhodane, in which Imperial ad-
venturers equipped with a person-
ality overlay device infiltrate a
Zhodani base. 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 [nvasion: 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 new adven-
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 Travefler,

WRHJTE
DWARF

NEEDS YOU!

SUBSCRIBE NOW
See page 36 for details

CASTING OF
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,

CALLING ALL
CTHULHUS

New horrors are stalking the world
of fantasy gaming. Chaosium's
Call of Cthulhu brings to life the
horror-fantasy writings of H. P.
Lovecraft in a new role-playing
game., The two-book rules set
provides all the spine<chilling
details plus two new characteristics
— education and sanity!
NEW WORLDS

Other new role-playing worlds to
be explored are Thieves” World
from Chaosium, and Heroes of
Olympus from Task Force Games.
Thieves” World is a scenario pack
usable with all the best role-playing
systems, Based on the popular
novels Thieves’ World and Tales
from the Vulgar Unicorn, it brings
the city of Sanctuary to life for
all adventurers. Heroes of Olympus
is a role-playing come board game
featuring the heroes and villains
of Greek mythology.

D&D
Adventure
Raises
Treasure

The Fantasy Role-Players Society
at Altrincham Grammar School
for Boys — lan Livingstone's old
school — raised £150 for charity
by staging a sponsored game of
Dungeons & Dragons. The game
lasted for 36 hours. Survivors
presented their freasure to the
MNational Spastic Society.

BACK TO ORIGINS

Origins ‘82 — the US National
Adventure Gaming Convention —
returns to its birthplace, Baltimore,
It will take place on July 23-25.

FINGERS DOES
THE WALKING

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 guasi-
medieval economy and town sett-
ings for campaigns.
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CLASSIFIED

All classified ads must be prepaid
at the rate of 10p per word, display
ads £3.00 per scc, Please send copy
and payment to White Dwarf, 27/
29 Sunbeam Rd), Park Royal, Lon-
don NW10, making cheques/POs
payable to Games Workshop Ltd.

For Sale

Mint Dragon issues 1-8 inc. Strat-
egic Reviews — all 7, Serious
offers: S Elsen, 25 Oakdene Park,
London N31 EU. SAE for non-
rarities.

Quests for Adventurers

A new collection of three exciting
scenarios adaptable for any role-
playing system. May be used to-
gether as a campaign. Available
from your local games shop or
direct, post free at £2.25, from
Draken Games, 'Entwood’, Station
Road, Dersingham, Norfolk, PE31
GPR.

Bleeeaaauugghhh!!!

Yes friends, that familiar sound
reminds you that DragonLords 8
has now burst onto an unsuspect-
ingworld. Take a chance: send 60p
to Marc Gascoigne, 53 St
Matthew's Parade, Kingsley,
Northampton,

Congratulations!

*Very enjoyable’, ‘I'm most im-
pressed’, Really good ‘zine’,
‘Presentation excellent; Refresh-
ingly different approach’: Just a
few of the comments received
about Quasits & Quasars, the 36pp
fanzine to. oeat all fanzines.
AD&D, dungeons, monsters, etc
plus Traveller, RuneQuest, T&T,
Gangster! and others. Issues 1-3
available from J Hulks, 54
Slimmons Drive, St Albans, Herts,
at 60p each (post paid).

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
p&p, or £4 annual sub — can you
afford to miss it? 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
(30th/31st Jan 1982) and we
wish to extend a cordial invit-
ation to one-and-all to attend.
Programme events will include
lots of FRP‘ing, table-top battles
and board-games 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, Blackfeet/Starships, Classic
& children’s playtime card games
at 1/5 to 1/3 discount. Send SAE
for full details to: Dave & Val
Sutton, Toys Games & Hobbies,
90 The Mount, Coventry, CV3
5HH.
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For Sale

Darkover (£6), Odysseus (£2),
White Dwarf 5, 10 and 11 (£5).
Write to N Middleton, Camway
Cottage, Temple Cloud, Avon.

Twinworld

A brand new fanzine with 40
pages of AD&D and Traveller in
A4 format. Issue one is packed
with features including two ad-
ventures in AD&D and ‘The Psi-l
backers’; a Traveller scenario . . .
Rush 55p to: Twinworld, c/o
Mike Straaten, 180 Edwin Rd,
Rainham, Kent ME8 OAH.

CLUBS

NOTTINGHAM

Valhalla Wargames

Games: D&D, War of the Ring.
Time: As arranged.

Place: Members' houses.
Comments: Ages 12-18. Exper-
ienced DM needed.

Contact: Allan Toombs, 82 Repton
Rd, West Bridgford, Nottingham
NG2 7EL. Tel: Notts 231815.

BRIGHTON

Brighton Wargames Club

Games: D&D and Traveller.
Time: Every Sunday afternoon.
Contact: AMWood, 6 Monk Close,
Coldean, Brighton, East Sussex
BN1 9AH.

ANYWHERE

The Blue Regiment of the London
Trained Bands (part of the Round-
head forces of the Sealed Knot
English Civil War re-enactment
society) are looking for recruits
anywhere in the country. Inter-
ested? Please contact: Steve Payne,
98 Suffolk Road, Barking, Essex.

TUNBRIDGE WELLS

Dark Tower Society

Games: D&D, Traveller, Myth-
ology, Apocalypse 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: Members’ houses.
Comments: All welcome in Coul-
sdon, Purley,and S Croydon areas,

HELPI|

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
waord.

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
isanyone 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,

AD&D Lewisham

Beginner to AD&D wishes to con-
tact players to form a specifically
AD&D and fantasy wargaming
club in the Lewisham area; Con-
tact: Michael Sullivan, 43 Veda
Rd, Ladywell, Lewisham SE13
7JQ. Tel: 01-690 0914.

AD&D Walsall

Experienced AD&D player, some
DMing in urgent need of oppon-
ents in the Walsall area, Hope to

form some sort of club if enough
interest. Other forms of wargam-
ing welcome (esp board wargam-
ing). Contact: Mike Homer, 45

Cameron Rd, Walsall WS4 2ET.

Help

13 yr old D&D player would
like to get in contact with players
or clubs, willing to play other fan-
tasy or SFgames. Contact: Richard
Nunn, 112 Woodville Rd, New
Barnet, Herts. Tel: 01-440 4352,

Help

AD&D, Traveller etc. Players
wanted in Melton Mowbray area.
Ages 12-187 Interest in Middle
Earth advantageous. Andrew

Wells, The Homestead, Burton
Road, Melton Mowbray, Leics.

Dragonquest Colwyn

Adventurers of both sexes needed
to start a Dragonquest gaming
group aged from 15-20. Contact:
Colin Wilson, 17 Llanelian Rd,
Old Colwyn, Clwyd, LL29 9UH.
Tel:0492 55503 (evenings). Green-
horns and novices gladly welcome.
No experience required.

F/SF RP Games Loughborough/
Mottingham

Is there life here in the wilder-
ness? Recently returned to the
area, | seek F/SF campaigns to
join. Contact: Chris Payne, 10
Angrave Road, East Leake, Lough-
borough Leics, LE12 6JA. Tel:
East Leake (050 982) 3632.

ADB&D Purley

A 16 year-old player (with sev-
eral years experience) wishes to
get in touch/join any players/
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 811489.

Car Wars

PBM Car Wars tournament starting
soon. Turnaround about one
week (hopefully), 6-10 players/
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 1L1.

v

Wanted

Please could someone supply me
with White Dwarf nos 1-9, 12-14.
Good prices paid. Contact: Nigel
Baker, 11 Repton Court, The
Avenue, Beckenham, Kent BR3
2EN. Tel: 01658 7179.

Traveller Croydon

Traveller player/referee, age 13,
wishes to start up a small novel
Traveller club in the Croydon area,
age 12 up. Please phone 668 B769
between 6-8 weekdays, all day
weekends.

Desperately Wanted

Journal of the Travellers Aid

Society, nos 4 and 5. Excellent
prices paid. Write to: Dan Lloyd,
Hill House, The Hill Cranbrook,
Kent.

Do You Play

AD&D, Traveller, SF and/or Fan-
tasy boardgames in the Wolver-
hampton area? You do — then
Eric the Kinfinder is looking for
you. Contact his aide, Stuart Par-
sons, 52 Tudor Court, Dudley
Port, Tipton, W Midlands.

Help

Are there any players of Traveller
in Chobham area. Brand new
player wants to locate or form a
group. Please contact Philip
Holland, Pear Tree Rise, Chertsey
Rd, Chobham, Surrey. Tel: Chob-
ham 6377.

Wanted

Good condition boxed RuneQuest
for reasonable price. Contact: Mr
A Veit, 36 Downlands Rd, Purley,
Surrey CR2 4JE.

Urgently Wanted

Players between 10-156 wanted for
AD&D willing to try most games.
Contact: M Gopson, 1Chichester
Drive, Purley, Surrey.

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 1NT, 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.



chronicle

Miniatures

ADVENTURERS

CF1  Clerie with mace

CF2 Druid with spear & shield

CF3 Wizard

CF4  lllusionist with wand

CF5  Fighter with sward & shield

CF6 [hwarf Fighter with chain
mail & hammer

CF7  Fighter/Henchman left
handed + aquipment &
lantern

CF7a Left-hancad fighter

CF8  Ranger + sword/shield bow

CF9  EIf Fighter/Wizard holding
staff

CF10 Thief backstabbing

CF11 Dwarf thief sneaking

CF12 Assassin

CF13 Assassin with dagger &
garotte behind back

GF14 Henchman/Hirefing carry-
ing pack, lantern etc. 8lc

CF15 Female cleric- robed

CF16 Samurai Adventuntr

CF17 MNinja

CF18 Monk

CF18 Half-Orc

CF20 Paladin

CF21 Female Thief

CF22 Female Wizard

CF23 Martial Artist

CF24 Fighter + 2-handed sword

CF25 Berserker with axe

CF28 Gnome Fighter/|llusionist

All the above are 20p

CF27 Halfling Adventurer  20p

CF28 Barbarian 25p
CF29 Female Barbarian 25p
CF30 Female Ranger 25p
CF31 Bard 25p

Pluase add 10% p&p
Ordars ovar £10 00

Minimum 25p
post frae

QOverseas please add 33%
Airinail please sdd B0%

TRADE ENQUIRIES WELCOME

(25mm scale)

ANTI-TYPES

CT1 Hag (Black & Midnight]25p
CT2 The Grim Reaper

CT2 Ruffian with dagger  25p
CT4 Auffian with sword 25p
CT5 Brigand + sword/shield 25p
CTE Insane lllusionist Sp
CT7  Evil Dwarf Fighter 26p
CTB Dark EIf Fighter/Thief 26p
CT9  Ewvil Human Fighter 28p
CT10 Evil Claric 2
CT11 Armoured Evil Fighter 25p
CT12 Slaver 25p

0ODDS & BODS
B1 Table with 2 benches 35p

CREATURES & MONSTERS
CM1  Hill Giant 45p
CM2  Ogre with elub 35p
ChM2a Semb-armoured Ogre with

shiald 40p
CMZb Ogre Chieftain 45p
EM3  Bugbear 30p
CM3a Bugbear with two-handed

WEARGN 30p
CM3b Bugbear Chiefrain 35p
CM3c Bugbear Shaman fwitch

doctar 30p
CM4  Zambie {redesign| 25p
CME  Mummy 22p
CME  Werewnlf 28p
CM7  Wight 25p
CM8  Vampire 25p
CMS  Hobgoblin 25p
CMBa Hobgoblin with 2-handed

weapon P
CMBb Hobgoblin Chieftain  30p
CMBe Hobgoblin Shaman/witch

CB2 Treasure Chest 25p doctor 25p
CB3 Statue 25p CM10 Trall a5p
CB4 Beogar 25p CM11 Cyeclops 35p
CBS  Sarcophagus 3Bp  CM12 Lich 25p
CM13 Madusa 25p
CM14 Ghoul 25p
CM15 Gargoyle A0p
CMTE Wererat (Manrat form) 25p
CM17 Flesh Golem 35p
CM1B Fire Giapt*®
CM18 Giant Troll*
CM20 War Dogs (pr}*
* Available mid-Dec/send forprices
ORDERS TO:

Chronicle Miniatures

Unit 22,

Blaenau Gwent Workshops
Pond Road, Nantyglo,
Brynmawr, Gwent.

Tel. 0495 312851,0495 308748

New book~out now

BLACK
DONALDS

GAME SHOP

3 WAVERLY PLACE

ABERDEEN
Aberdeen 23740

THE MOST COMPREHENSIVE STOCK
OF WARGAMES FIGURES AND BOARD
GAMES IN N.E. SCOTLAND

Fantasy Role

Playing Games

from Arms and Armour Press, 2-6 Hampstead High St.,

London NW3 10Q.

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

9%"x6%";
224 pages;
illustrated.
£7.50 (plus
£1.10 p&p).

The Dragon is  trade mark of TSR Hotibies Inc, Copyright 1981

UnicomGold

CAN YOU FIND IT?
% 10,00 awaits the person who does

All the clues are in the game available at your local games shop. Orin case
of difficulty, Unicorn Gold is obtainable from Games Workshop Ltd.,
27-29 Sunbeam Road, London NW10 6JP at a cost of £3.95 plus 50p p&p.

Unicorn Gold is MicroQuest 6 and requires Melee and Wizard in order to play it.

Please mention WHITE DWARF when replying to advertisements 31



games & models

IEDER DESIGN

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

/ Space Opera etc.

VISIT, WRITE or TELEPHONE for all your GAMES & RULES by Avalon Hill, TSR, SPI, Yaquinto, GDW,
< 0SG, Judges Guild, FGU Flying Buffalo, Chaosium, WRG, Metagaming, WWW, Philmar, Games Workshop,

a oy b Newbury, Skytrex, Tabletop, Eon, D6, Cry Havoc, Task Force, Sim Can, Hartland Trefoil, Nova, Steve Jackson,
i f CWW, Games Science, Ral Partha, Studio Anne Carlton, Parker, Waddingtons, Railway Rivals, plus many others,

FIGURES & MODELS BY: Citadel, Ral Partha,

Chronicle, Grenadier, Valiant (Ships & Space- PLAKA PAINTS

craftl QT Models. Phoenix Models Barton Min- The figure painter’s dream, Strong, vivid colours, in an easy and cheap to use
= - h ¥ ¥ paste form. Fast drying, permanent, waterproof watercolours,
iatures & others, 1% oz JARS — STANDARD COLOURS 66p EACH

ACCESSORIES: Plaka Paints, Handover brushes | Biack - white - lemon - yellow - orange - vermilion - carmine - deep madder -

dice, rnagazines & fanzinas, books 1uniforms' red violet - blue violet - blue deep - blue - blue pale - turquoise blue - blue
green - green deep - green - green middle - vellow green - yellow ochre - yellow

\ gaming, modelling, battles, history, armour etc.) Pkl sl doi

. WIDE RANGE OF: Chess sets, boards & access- 1%z JARS-_ FLQURE-QCENT -COLOURS

) ories, jigsaws, Mah Jong, Backgammon, Domin- white - blue - yellow green - yellow - orange - light red - blue red
oes, Pub Games, Go, Tarot Cards, family games, 1%o0z JARS METALLIC COLOURS 96p EACH:
puzzlas, computer games etc. A F:rl:h gold‘-hp;ga gﬂl::I- Blrm_mnla ::_var a
NEW SPECIAL: mounted & framed OLD e ol el
_ElGAR ETTE CARD SETS. Pure Kilonsky sable long hair artist brushes, hand-made in London by A.S.

) Hand Ltd. The k professionals use. 00 - 95p; 0 - £1.10; 1- £1.27;
2.£133;3-£1.85

PRICES: IF THE ABOVE COMPANIES PRODUCE IT —WE STOCK IT. FIND THE LOWEST PRICE IN ANY

i ( : , AD IN THIS MAGAZINE, AND WE WILL MATCH IT.
4[ ) MAIL ORDER: Please add 50p to all arders
vy N under £10. Over £10 free. Catalogue & details
7, S \ with SAE or order. Gift tokens available.

t‘; LN DISCOUNTS 5, BRAUNSTONE GATE

f— ALL CUSTOMERS: mail order & visitors receive a dis- LEICESTER

j count card worth 7% %, LE35LH

CLUBS & SCHOOLS receive a discount of 10% off purc- | TELEPHONE (0533) 549182

hases over £35 & 15% off purchases over £85. OPEN FROM 9.30 TILL 6.00,
MONDAY TO SATURDAY.

more fascination from Tired waiting

! for your games to arrive ?

NEW!

Expansion Sets 6 & 7
for COSMIC ENCOUNTER

Add 24 new aliens and LUCRE, a monetary
system, with these two new sets.

ALSO NEW! '

HOAX—the game of imposters

RUNES —: different kind of

word game

AND DON’T FORGET

DARKOVER QUIRKS

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

based on the novels by the game of
MARION ZIMMER BRADLEY  un-natural selection GAMES GALLERY ADULT GAMES SHOPS
13 Forrest Road, Edinburgh 031-226 3354
Ask for EON games at your local 536 Great Western Road, Glasgow  041-334 2111
hobby and game store. 103 Grey 35t, Newcastle-Upon-Tyne  0632-612999
EON PRODUCTS, Inc., 96 Stockton Street, Dorchester;, MA 02124 OPEN MONDAY TO SATURDAY 9.30 TO 5.30

32 Please mention WHITE DWARF when replying to advertisements



THE BEST
SELECTION
OF SCIENCE

FICTION,

FANTASY&
WARGAMES
INTHE
MIDLANDS.

John W Bagnall Lt
_E_agﬂ_i_ll 44 Poczeilly Honlew

CAOJP StokeonTrent Tel 263574

selection of Games
you will ever see

2,Castle St Kingston
Tel:01-549 6486

NEW GAMES SHOP
NOW OPEN IN HIGH WYCOMBE

‘NOT JUST STAMPS’
17/19 CRENDON ST.,
HIGH WYCOMBE , BUCKS

Tel:HIGH WYCOMBE
(049k) 41717




ESDEVIUM GAMES

LOW COST MAIL-ORDER SPECIALISTS
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Science Fiction

Swords & Stars (BP1) £7.95

Shoating Stars (Yaq) £11.95

Dune (AH) B, R £10.95

Starfall (Yaq) B £9.95

Starfleet Battles (TF) £8.95

Starfire, Asteroid 04 (TF) £2.95

Dark Stars (SimCan) £7.75

Mayday (GDW) £4.50

Dark Nebula (GDW) £4.50

The Awful Green Things from Outer Space
£7.85

John Carter of Mars (SP1) £12.85
Imperium {(GDW) £8.50

Asterold (GDW) £4.50

Kung Fu: 2100 (SJG) £1.95

Time Tripper (SP1) £595

Wreck of the BSM Pandora (SP1) £4.85
Bloodtree Rebellion (GDW) £9.85
Starfire |I, Aobots (TF) £2.85 each
Space Opera (FGU} R, Bxd £8.90
Ground & Air Eguipment (FGU) E3.15
Outwaorld, Star Sector Atlas (FGU) £3.95 each
Martigan Belt (FGU) £3.25

Warpwar, Artifact (MGC) £2.99 each
Cosmic Encounter (EON) £8.50

CE Expansion Kits 1-7 £3.00 each

GEV (MGC) £2.99

Quirks (Eon) £8.95, Expansion Kits £4.04
Stellar Conguest (MGC) £8.95

Dawn of the Dead (SP1) £5.95

Diadem (FGU) £13.985

Outpost Gamma, Star Viking (Her) £3.85
Dimension Demons (MGC) £2.95
Amoeba Wars (AH) £10.95

Triplanetary (GDW) £E885

Attack of the Mutants {Yaq} £6.00
Asteroid Pirates (Yag) £6.00

Azhantl High Lightning (GDW) £14.90
Demon's Run (Yaq) £6.00

Kroll & Prumni {IT) £8.85

Car Wars (SJG) £1.99

Aftermath (FGU) R £12.60

Into the Ruins (Scenario) E3.85
Universe (SP1) A £12.85

Fifth Frontier War (GDW) £10.85

SF - Traveller R,S (GDW)

Deluxe Edition £13.95

Basic Rules Set £5.95

Mercenary, Highguard £2.895 each

1001 Characters, Animal Encntrs, Citizens,
Spinward Marches, 76 Patrons, Traders &
Gunboats, Library Data, Fighting Ships,
IS5 Ship Files, Starship Layout Pads £1.85
each

Ship Plans:

Tethys, Leander £3.70 ea Fenris £4.95
King Richard $6.50

Scenarios:

Twilight's Peak, Leviathan, Kinunir,
Research Station Gamma, Marooned/Mar.
Alone,

Trilllon Credit Sguadron

Argon Gambit/Death Station
Shadows/Annic Nova £2.50 each

Ley Sector (JG) £E3.70

Pen-Latol's World $6.00

Saples, Lomodo IV, Nithus £5.25 sach

50 Starbases (JGj £4.70

Glimmerdrift Reaches (JG) £3.75

Doom of the Singing Star (JG) £8.95

Dark Star 20p & s.ae,

Special Offer
New Arrival
Role Playing Rules
Play Solo
Boardgame
Miniature Rules

You may phone orders and pay by ACCESS

e Come & see the BIGGEST & BEST
Selection of Games, Rules & Accessories

Fantasy - Role Playing
Dungeons & Dragons R

* Basic Set £8.50, "Rule Book £4.04
D & D Expert Set £8.50, Rulebook £4.04
* Fiend Follo, Monster Manual £8.50 ea.
Players Handbook £8.50
Referees Guide £3.95
Deities & Demi-Gods £8.50
Dungeon Modules:
G1,23,01,252 £2.80 each
Basic B1, T1, A1, D3 £3.25 each
Expert Set Module X1, L1, £3.80 each
*  C2-Ghost Twr of Invemess (lvls 5-7) £3.25
Q1,C1 £4.25
53 - Expedition to the Barrier Peaks £5.35
* Al-Slave Pits (lvis 4-7) £3.25, A2, A4, £3.80
World of Greyhawk £6.50
The Unknown Gods (JG) £4.90
Thieves Guild | £6.95, || & |1l £4.50 ea.
Temple Book | (JG) £2.15
Book of Ruins (JG) £3.25
Dungeon Tiles £7.95
Haven City £10.85
Portals of irontooth (JG) £3.20
3 Quests for Adventurers (Nec) £2.40
Official D&D Miniatures £4.25 & £7.00
Handbook of Tricks & Traps (DT) £4.95
Monster Fila No. 1 (DT) £3.50
Monsterpack-1 (Lair) £1.85

T
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The Fantasy Trip (MGC) R

In the Labyrinth (for Reterses) £3.80
Wizard, Melee, Death Test |1 £3.15 each
Advanced Melee, Adv Wizard £3.80 each
Tellenkar's Lair £2.40
GraillQuest, Silver Dragon £€3.15 each
Security Station £3.10

* Fantasy Masters Codex £7.50

"
Tunnels and Trolls (FBI) R £3.95

Boxed Set £E6.95
Character Sheets £1.65
Solo Dungeons:
Overkill, Buffalo Castle, Labyrinth, Naked Doom,
Sorcerer Solitaire, Sword for Hire, £2.20 each
Beyond the Silvered Pane,
Arena of Khazan £2.40 each
City of Terror £3.95

* Dargon's Dgn, Sewers of Oblivion £3.20 each
The Toughest Dungeon £3.20
Sea of Mystery £2.50
Circle of Ice, Goblin Lake, Abyss £1.05 each
For Dungeon Masters:
Uncle Ugly's Underground Level £1.05
Dungeon of the Bear 1,2 & 3 £1.65 each
Catacombs of the Bear Cult £2,50

Runequest(Ch) RE7.95(2nd Edn)

Boxed Runequest £14.95
Source Packs £1.65 esach
Cults of Prax, Foes £7.95 each
Cults of Terror £6.85
* RuneMasters, Plunder £4.35 each
*  Gateway Bestiary £5.25
Scenarios:
Griffin Mountain £8.85
Balastors Barracks £2.15
* Apple Lane, Snake Pipe Hollow £3.80
Broken Tree Inn (JG) £3.25
Duck Tower £4.80
Hellpits of Nightfang £2.04
Runequest Shield £2.20
* City of Lei Tabor (JG) £5.35
* Duek Pond (JG) £4.75

Chivalry & Sorcery (FGU)
Rulebook £6.50
Sourcebook, | £4.85, || £4.50
Swords & Sorcerers £4.95
Arden €495 Destrier E2.75
Saurians £6.95

These were just some of our games. Qur catalogue contains details of wirtually all games
available in the U.K. Send 16p in stamps & 15Mp s.a.e.

for free with orders over £4.00)

MAIL ORDER CHARGES: BFPO/APO (Europe) Overseas: Surface
Mail- Add (minimum 70p), Evrope Air Mail- add 40% (minimum 90p);
Air Mail elsewhere - add 75% (minimum E1,40) except Yag AH & Ph!

Mortal Combat R £3.90
Cardboard Heroes £1.99
Sets I, 11, 111, IV.

Fantasy Games

t+ Mystic Wood (Ph1) £6.895
Demaons (SP1) Boxed £4.75

t+ Wizard's Quest (AH) £10.85

t Sorcerer's Cave (Phl) £8.90
S5.Cave Expansion Kit £2.95
Fantastic Encounters S £3.00
Middle Earth (SPI) £12.95
War of the Ring (SPI) £8.95
Superhero 2044 (FGU) R £4.10

* Hazard (JG) (SprHero Aid) £1.70

Swordquest (TF) £4.15

Zargo's Lords (IT) €10.95

lliad (IT) £8.95

Odyssey (IT) £8.95

Magic Wood (IT) £7.50

Arduin Adventure (Bxd) £7.95

Warlock (GW) £6.95

Hammer of Thor (GSi) £14.95

Dragon Lords (FGU) Bxd £9.45

Transylvania (May) £2.70

The Castle £4.25

Stormbringer (Ch)R £14.95

* Dragon Pass (Ch) £10.95

s s o

Board Wargames - PreXXth
Century

t+ Warand Peace (AH) £11.85
Middle Sea (FGU) £12.45
1 Kingmaker (AH) £10.85
Ram Speed (MGC) £2.85
Gladiator (AH) £8.95
Campaigns of Napoleon (WEG) £10.85
Kingmaker (Phl) £10.50
Thin Red Line (Yag) £12.90
Barbarians (Yag) £5.95
Arcola, 100 Days (OSG) £E3.75 each
Empires of the Middie Ages (SFI) E12.95
Bonaparte in Italy (OSG) £13.95
*  Yorktown (IT) £8.95
*+ Jana (IT) £15.00
*  Waterloo (IT) £16.00
*  Attila the Hun £8.95
* Alaric the Goth (SSI) £8.95
* Jihad! (SimCan) £7.75
* Oregon Trail (FGU) R £8.95
*  Fury of the Norsemen (MGC) £3.15

Board Wargames -
XXth Century on

East & West £16.00

Trenchioot (GDW) £8.50

Hof Gap (SPI) £6.95

Fifth Corps (SPI) £6.95

Tito, Paratroop (SPI) £6.85 each
Fall of France (GDW) £14.85
Suez '73 (GDW) £8.95

Battle for Stalingrad (SPI) £10.50
'88, Panzer (Yag) £11.95 each
Fast Attack Boats £5.25

The Longest Day (AH) £40.00
Fortress Europa (AH) £11.95

*  Kanev (PG} ET.95

*  Ace of Aces (WWI Aerial) £9.95

R

Ace of Aces Powerhouse £9.90
Stalin’s Tanks (MGC) £3.25
Operation Pegasus (TF) £3.25
Squad Leader (AH) £11.45
Cross of Iran (AH) £8.895
Craescendo of Doom (AH) £10.85
Raid on |ran (SJG) £1.99
Divine Wind {SimCan) £7.75
Mext War (SPI) £30.50
Assault on Leningrad (WWW) £4.25
Armour at Kursk (TF) £5.35

*  Third Reich {AH)} E10.95

SHOP OPEN: 9.30 — 1.30. 2.30 — 5.15

on Mon, Tues, Thurs, Fri,
9.15 — 5.15 on Saturday

CITADEL, RAL PARTHA & LEVIATHAN Fantasy and Science Fiction miniatures at
manufacturers prices p&p 10% (12p min.- 90p max.) Overseas p&p 30% (50p min.)

Other Games

.

Grass £4.35

Game of Ancient Kingdoms (HT) £10.00
Ephemeris £7.50

Jolly Roger (IT) £7.50

Tabu (IT) £7.50

Mentalis £4.50

Source of the Nile RE11.85

Civllisation (HT) £17.00

Doublethink £5.75

Skirrid, Entropy £6.90 each

| @ Game £2.90

Election (Int) £7.80

Rubik's Cube £5.90

Singmaster's Notes on Rubik's Cube £1.70
Simple Approach to Magic Cube 70p
Escape from Colditz £10.85

Hare & Torioise £8.95

Game of Nations £9.45

OCthello £7.50

Power Politics/Diplomacy
/Economic Games

Diplomacy (Phl) £9.00, (AH) £12.45
Samural (AH) £10.856

After the Holocaust (SPI) B £11.96
Der Fuhrer (LS) 5B £2.88

* Roaring 20's (Yag) £6.85

Machiavelli (AH) £10.85
Apocalypse (GW) £6:95

* |mperium Romanum £17.80

Mercenary (FGU) Bxd £8.00

*  Empire (IT) £16.00

Business Games

Bureaucracy ;AH) £13.95

Acquire |AH) £11.85

1829 (HT) B £17.00

Fartune (Phl) B £12.80

Qil Depots & Ironmaster (DEW) B 95p
Rail Baron (AH) B £11.85

Business (Wadd) £8.95

Foreign Exchange (AH) £11.85
Market Madness (Yaqg) £6.95

Railway Rivals (RG) £E4.35

Sports Games

Across the Board (MPH) £7.50
Goal Line Stand (Gsi) £8.75
Monday Morning Manager £4.95
Minden Association Football £3.75
Baseball Simulation £12.50

Run Chase Cricket (GU) £3.70
NBA Basketball (AH) S £11.85
USAC Auto Racing (AH) S £10.95

* Title Bout (AH) § £12,95

MNeck & Neck (Yag) £6.00

Magazines

The Space Gamer (SJG) £1.50
The Dragon (TSR) R £2.75

White Dwarf 85p

Best of White Dwarf Scenarios,
Articles £1.75 each

Pegasus £2.10

StormLord 65p

Different Worlds £1.60

Sorcerer's Apprentice £1,30

Fire & Movement £2.25

Strategy & Tactics (« game) £3.85

Wargamer (+ game) £3.25

Alien Star, Quasits & Quasars 75p

MNew Beholder 80p

The Grenadier (GDW) £1.50

SEWARS 80p, Palantir 80p
Wyrms Footnotes £1.45

Ares (SP1) £2.95

Red Giant. Black Rider 65p each
Wanderer, Wyrm's Claw 75p each

The General (AH) £1.75

foverseas 4 i.r.c.) for a copy

ESDEVIUM GAMES (W8)

185 Victoria Road
ALDERSHOT Hants GU11 1JU
Tel: Aldershot 311443

or (evanings) Farnham 722269

games ~ add 100%.
Payment in £ Sterling please.

— NO POSTAGE ON MANY GAMES FOR REGULAR CUSTOMERS
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CRASIMOFFS WORLD

Crasimoff’'s World is a new type of fantasy postal
game in which players use their chosen characters
to roam an intriguing world of magic and danger.
The aim is to improve your character’s points and
the amount of people in your group so that you
can dominate a particular area.

Towns are scattered all over the continents and at
these it is possible to buy and sell, trade, and gather
information. Each town is separate and there is
often fighting between them.

There are the powerful descendants of Crasimoff’s
dying race and other savages, wild beasts, and
animals that need to be watched.

There are the old power halls, vanishing towers, and
gods’ temples from Crasimoff’s days that are now
unused and forgotten by most.

Players meet to fight, trade, make pacts, and join
alliances; but the main rule is that, within the con-
fines of the game, anything is possible.

Crasimoff's World can be joined for £5.00. For this
you get a rulebook, the first five rounds, and all
necessary equipment. Future roundsare £1.00 each.
Rulebooks may be bought separately for £3.00.

Send to K.J.C. Games, 5 Vicarage Avenue, Cleveleys, Lancashire FY5 2BD

Cheapest SFEXH
Game Supplier
in SWEAEN?

Judge for yourselves after you’ve seen my
prices.

I'm an SF&F gamer that sells games on a low-

profit, low-price basis so that other gamers can

get hold of the games they want without

having to stretch their budget beyond the limit
of existence.

Vast range of titles in stock.

Send for list of games today and enjoy the
sight of games sold at reasonable prices.

Mikael Borjesson
Dirigentgatan 6
S$-42138 V FROLUNDA
SWEDEN

WIZARDS
& WARRIORS

Wizards and Warriors is the most realistic and
playable play-by-mail game on the market.

“Sure it is. What makes it so great?”

Well, as a beginning player, you become a
human, orc, dwarf, halfling, or elf in command of
a small group of adventurers. The world is over-
flowing with magic, dragons, demons, giants,
elementals, raiders, pirates, gnomes, undead,
strong but killable gods, and over one thousand
other creature or character types.

“Sounds good! What about the cost and proc-
essing speed?”

The rulebook, setup and first turn are only
% 5. Thereafter, turns are just $ 2.50 ($ 2.00 to
US and Canada players) which includes 4 special
actions. Extra special actions are 25c¢ each. Turns
are processed the same day received and sent out
the next day!

“GREAT! How do | join?”

Just send $5 (US funds) to:

Rebel Enterprises,
R4, Box 802,
La Follette, TN 37766,
USA

“Look out Sauron! | just happen to have

this ring, see...”

Please mention WHITE DWARF when replying to advertisements
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Following the success of GamesFair '81 - ', . . undoubtedly this
year's best convention . ..' TSR proudly announce

GAMESFAIR '82

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 full weekend of ADVANCED DUNGEONS
& DRAGONS (R) and other great games, including a chance to
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 of NEW games, There
will again be the ever popular array of 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 of events will be given in the Games-
Fair programme.

Both residential tickets and non-residential tickets will admit
holders to the convention complex throughout the weekend.
Residential tickets include two nights in your own university study-
bedroom and full English breakfast on Saturday and Sunday.
Inexpensive meals will be available to a/f 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 to
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) will only be possible on
cancellations made before 31st January 1982, Persons under 14
years of 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 il 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 it in the GamesFair programme,
- O I O O O S S - .
BOOKING FORM: To TSR Hobbies (UK) Ltd.

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

(Please add £2.50 if you require a I

superior room with a sink)

non-residential tickets for GamesFair

'82 @ £6 (£5 for PA members)

Please send me . . .

I wish/do not wish to enter the AD&D Open. Fee £1.

TOTAL

I I amfam not a member of the PA.
My membership numberis. . . . ... ......
| do/do not wish to help DM the Open:
I (On a separate piece of paper, please
give some details of your experience.)
I I would /would not like to run a game

of my own. Please specify:

""""""""" My address: . |l
I

Please make cheques/PO’s payable to TSR Hobbies (UK) Ltd., and I
send to the organizers al GamesFair, TSR Hobbies (UK) Ltd., '

My name:

The Mill, Rathmore Road, Cambridge, CB1 4AD. Telephone:
Cambridge 0223 212517/8.
- O B B e B M B . .
BOOK EARLY TO AVOID DISAPPOINTMENT

If booking for more than one person please include all names and
addresses.

It you do not want to deface your WHITE DWARF send the
information on a piece ol paper,
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Would your
gaming pals like a !

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 to elapse.

and give the recipient’s, and your own, name and address.
Please enclose a cheque/PO for the appropriate amount made
out to: Games Workshop Ltd., and send to: Games Workshop
hLtd., 27—29 Sunbeam Road, Park Royal, London NW10.

WHITE DWARF

for Christmas?
22D LR

CHRISTMAS SUBSCRIPTION OFFER

Take out a White Dwarf subscription as a Christmas present

for your fantasy gaming buddies.

UK—£5.50
USA—$26.00 (airmail)
Europe—£8.50
Other—£12.00 {airmail)

Just write requesting the Christmas Subscription Offer

Y

WHITE
DWARF -
BINDERS

Make sure you keep the coffee stains off your Whire Dwarf collection
by protecting them in your own White Dwarf binder

i

R

&

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

Send £2.95 + 50p p&p to Games Workshop Ltd., 27-29 Sunbeam Road,
London NW10 6JP, OVERSEAS CUSTOMERS; Europe: please add 20%;
Other Overseas: please add 33%; Airmail: please add 50% for p&p.

ILLUSION

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

Please mention WHITE DWARF when replying to advertisements



“VER PEOPLE
~ NOW HAS |
TWO LOCATIONS

BATH

14 KINGSMEAD SQUARE
Tel. 0225 66474

BRISTOL

59 PARK STREET
Tel. 0272 25454

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

S. F. BOOKS
DUNGEONS & DRAGONS
' MARVEL & D.C. COMICS
MINIATURE FIGURES
POSTERS BADGES

UNDERGROUND COMIX
 WARREN MAGAZINES

TRAVELLER, RUNEQUEST

'HIGH TIMES, ART BOOKS

5. F. FILM MAGS ETC

'SEND S.A.E. FOR MAILORDER :

Gl B L N RN N R o @ 5]

s

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
+ 10p P&P, USA $5 inc. P&P, to
M. Parnell,

87 Boscombe Grove Road,
Bournemouth, Dorset, England

Strike it before it strikes you!

ATLAST...

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 OF FANTASY FIGURES BY
CHRONICLE & CITADEL.
A GOOD SELECTION OF BOARD GAMES ALWAYS
IN STOCK.

THE GUARD ROOM

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

This is Free Trader Beowulf,

calling anyone. . .

Mayday, Mayday. . . we are under
attack. . . main drive is gone. .

turret number one not responding. . .
Mayday. . . losing cabin pressure

fast. . . calling anyone. . . please help.. .
This is Free Trader Beowulf. . .

TRAVELLER

Science-Fiction Adventure in
the Far Future

GDW'’s award winning SF
role-playing game!

Mayday. . .

Science-Fiction Adventure in Game Designers’ Workshop Games Workshop

the Far Future P.O. Box 1646, 27/29 Sunbeam Road
Bloomington, IL 61701 Park Royal
USA London NW10

] UI(
Military Simulations
18 Fonceca Street
Game Designers Workshop Mordilloe, NIG &85
&) Australia
i
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Games......

50-54 MANCHESTER ST,
LIVERPOOL L1 6ER
SHOPS OPEN MON.

UNIT 20, MERRION CENTRE,
LEEDS 2
-SAT. 9 a.m. to 5.30 p.-m.

FOR WAR FANTASY AND SCIENCE-FICTION GAMING

FANTASY GAMES UNLIMITED inc.

SPACE OPERA

This fine system now has supplementary material which
provides referees with scenarios, star-sectors, equipment
and ideas all of which enlarge the scope of any campaign
Look out for lots more material, plus the Space Opera

TRADE ENQUIRIES
WELCOME

CHIVALRY & SORCERY

For those C&S fans who have felt a little neglected re-
cently we now have available C&S Sourcebook 2. Con
tains more details on Doors. Locks, Weaponsmithing,
Spells for NPC's. Runes, Alchemetical Materials, Magic

magazine: ‘PK Crystal’, out soon Items, Strategic Warfaf@ system and lots more
ROLE-PLAYING GAMES BOARD GAMES
CHIVALRY & SORCERY: medieval/fantasy role-playing ~ STARSHIPS & SPACEMEN — sf role- pIavmg Colony Delta; human vs alien sf combat £7.95
Chivalry & Sorcery rulebook £6.50 Rulebook £3.95 Diadem; clash of rival planetry empires ... .. £13.95
C&S Sourcebook 1, supplemantary material £4.95 SPACE OPERA st role-playing Conquest of North America; historical game
C&S Sourcebook 2 supplememtary material £4.95 Boxed Set with rules, charts, etc £9.95 of colonisation £4.75
Swords & Sorcerers; supplementary material Ground & Air Equipment; SO hea\.rv. \.d;leapona 53'15 The Dragon Lords; Fanrasv wargame . £9.95
Saurians; prehistoric society and beasts Martigan Belt, SO scenario pack 1 £3‘25 Lords & Wizards: fantasy wargame . . £9.95
Arden; C&S scenario pack z Star Sector Atlas 1, planets in the Terran Sector .[3-95 Middle Sea; multi-player feudal empires qame £12 45
Bireme & Galley, C&S naval combat . . Outwerlds: Star Sector and scenario ideas £3‘95 Oregon Trail; old west wagon trains ... - £9.95
Castle Plans; 25mm scale castle floor plans . £2.95 AFTERMATH — post holocaust role-playing b Mercenary; renaissance warfare and mtrugue -y
Fortification Plans, 25mm floor plans £2.95 Boxed Set; 3 rule books, charts, tables, elc £12.50 Madame Guillotine; the french revolution £2.25
Homes & Hovels, 28mm cut-out medieval buildings £3.25 Into the Ruins: Aftermath scenario pack 1 £3.75 E BO
Towers for Tyrants: 26mm cut-out medieval keep £3.95 VILLAINS & VIGILANTES — h foon RUL OKS
SKULL & CRAOSSBONES — piratical role- Dldwng Rulebook R a\unfga Space Marines; sf ground combat £3.95
Boxed Ser; rules, map, charts, etc 7.95 uieh0o! Archwaorld; fantasy battles . - £3.25
Pieces of Eight; S&C scenario pack, ships, boats, etc. !.‘2 46  WILD WEST — western role- playing Down Styphon; pike & shot /fantasy £2.25
GANGSTER — criminal underworld rale-playing Boxed Set; rules, maps, charts, etc, ........ e E8.9B Fire, Hack & Run; pre-1880 skirmish ... E2.2B
Boxed Set, rules, charts, ete. ... 6.75 Trouble on Widows Peak: Wild West scenario pack £2.75 Frederick the Great; 7 years war ~E2.75
FLASH GORDON & THE WARRIORS OF MONGO BUNNIES & BURROWS — mwllrgen: rabbit role- pla\rmg Giac My; war in Vietnam ... £2.95
Rulebook Rulebook . £3.25 Gladiators; combat in the arena ... £2.25
TUNNELS & TR DUNGEONS & DRAGONS AVALON HILL
FANTASY GAMES 5\%#%3 YAQUINTD GAMES D&D Basic Set, rules, dice, adventure £8.50 Crescendo of Doom ... £10.95
Rulebook {2nd edition} £3.95 | Barbarians album games ... £5.95 D&D Expert Set; rules, dice, ady £8.50 Cross of lran £9.96
Tunnels & Trolls, Boxed Set ... .. £6.95 | Asteroid Pirates: album game £5.95 D&D Basic Rules only ... ... £3,95 Midway ... £10.95
Naked Doom. Solo Dungeon £2.00 | Demon's Run. album game . £5.95 D&D Expert Rules only £3.95 Panzer Blitz £10.95
Sarcerer Solitaire, Solo Dungeon .. £2.00 Attack of the Mutans: album game £5.95 D&D Character Hecardslsheets ....£1.95 Panzer I..L‘ﬁ(ljﬁr R £10.95
Sword for Hire, Solo Dungeon . £2.00 Roaring Twenties album game ... £6.95 AD&D Dungeon Master's Guide . £9.95 Richthofen’s War £9.95
Labyrinth, Solo Dungeon ... .. £2.00 | Neck and Neck album game .. £5.95 AD&D Players Handbook £8.50 Russian Campaign £9.95
Buffalo Castle. Solo Dungeon £2.00 Market Madness: album gamu ... fB.95 iD&D Monster Manual ... £8.50 Squad Leader £11.45
City of Terrar, Solo Adventure ... £3.75 Time Wars: st game ... F9.75 D&D Deities & Dermigods .. £B.50 ‘War and Peace . £10.96
Beyond tha Silvered Pane £2 25 | Starfall: sf game ... £9.95 AD&D Fiend Folia ......... . £8.50 | Wooden Ships & Iron Men £9.95
Arena of Khazan ... ... £2.25 Barttle: baginner's dlbum uame ... £4.95 AD&D Dungeon Master's Screen £4.50 Murforce £10.95
Weirdworld, Solo Dungeon £2.00 Ultimatum: contemporary, strategic £8.50 AD&D Character Record sheets £2.95 Dauntless £10.95
Owerkill, Solo Dungeon ... £2.00 | CV: Battle of Midway ... . £12.95 AD&D Player Character Foider ... £2.95 Flat Top oo £10.95
Dungeon of the Bear, Levels 1, 2. 3. £1.50 Beastlord, fantasy ... £11.76 AD&D NF'C_ Character Record sheets £2.95 Dune ... £10.95
Uncle Ugly's Underground .. T f180 Panzer: WW2. tactical £10.75 AD&D DM's Adventure Log ... £2.95 Magic Realm £10.95
Dargon's Dungeon, Solo ... £3.00 Ironclads: naval ... ] £10.75 Rogues Gallery, NPC siats - £2.95 Starship Troopers £10.95
Circle of Ice, Solo 95p | Swords and the Flame colonial rules £2.95 | World of Greyhawk . The Longest Day . :
Abyss, Solo Adventure 95p Murfreesboro” ACW £9.95 B; D&g g.asnc Module ... ; Fgmes:ﬂEurupe
Goblin Lake, Solo Adventure 95p Mythalogy: fantasy . £10.50 ET Bz asic Mm:lultle ..... £3.50 Circus Maximus
Sorcerer’s Apprentice Mag | 1.10 | Thin Red Line: Battle of Walarl_oo £12.50 D Expert Module £3.50 Caesar Alesia ...
TR&T Character sheets, pad of 25 . £1.50 | Greai Redoubt Battle of Borodino, £12.50 G1 AD&D Module £2.50 Guns of August
Beawars of DBTIVION ... £3.00 ‘88" WW2 Western Desert, tactical £11.95 G2 AD&D Module .......... £2.50 Amoeba Wars
Catacombs of the Bear Cult 1 £2 50 | Pickett's Charge: Bartle of Gettysburg £11.95 G3 ADAD Module .. £2.50 Moonstar ...
Sea of Mystery, Solo Adventure .. £2.50 | Swashbuckler album game . £6:06: | RTADED Madule ... : Gladiator
Grimtooth’s Traps, Game aid £3.75 |'0|"|C|ad‘3 E’(DEHS'O“ Kit . wne £9.95 | D2-ADSD Modula ...
Frase enmies wetcowes 7 | xche diivine £ g8 | 017080 e
DICE Fast Attack Boats alhum game .. £4.95 52 AD&D Module Dragon Pass, fantasy boardgame .. £10.95
Poly Set {6 High Impact dice): £1.50 Hero: album game £4.95 53 AD&D Module

D4 35p each 35p each
D8: 35p each D20. 35p each
D10 35p each D& from Bp each

Natural D20 — numbered 1-20 35p each

Armour WW2, n/ wEurnne |ac1uca|£15 95

Shooting Stars: st .. £11.50

Dallas album game ... !.‘6 a5
TRADE ENQUIRIES WE:‘.COME

T1 AD&D Module
C1 AD&D Module
C2 AD&D Module
01 AD&D Module
Al AD&D Module

Griptop Bags

2V, = 2V, ins (per 100} £1.00
3% = 4%, (per 100) £1.50

4 = Y, (per 100) £2.00

5% 7'y ins (per 100) £2.50
6 = 9 ins (per 50) £1.50

ZARGONIANS Trade Enquiries Welcome
These 23mm tall, ready coloured cardboard
counters, fixed in plastic stands, provide
complete dungeon populations for those
\._vnhnut the time to prepare and paint metal
figures 78p per sheet (up to 24 pieces)
50p per pack of 10 plastic stands

SEND SAE for full list

COMAND PERSPECTIVES

Beat to Quarters Super-detailed Napoleonic
naval rules y £5.85
Presenting the ultimate in detailed ACW
systems. CP. games use the same basic
rules with madifications for each game to
bring our the characteristics of that parti-
cular battle

Sharpsburg, (Zip-lock bag) ... £9.96
Road to Washington (Boxed) ... £12,85

TRADE ENQUIRIES WELCOME

A2 ADED Module
A3 ADE&D Module
A4 ADRD Module
L1 AD&D Module
Boot Hill Module 1

Gamma World Module 1 .. 2
Top Secret Module 1 £2.50

PHILMAR GAMES
Sorcerer's Cave & Mystic Wood £5.95 each

Sorcerer’'s Cave Expansion kit . £2.75
GAME SCIENCE

TRADE ENQUIRIES WELCOME

Empire of the Petal Throne £15.95
Star Fleet Battle Manual £3.95
Strike Team Alpha £3.95
Superhero 2044 ... £3.95

Game Snooze 2 now available News, re-
views, new titles. Board games, figures
games, role-playing, Sports games. PLUS:
win @ holiday for 3, with the sex symbol of

N
WHY NOT ORDER BY TELEPHONE
USING ACCESS OR BARCLAYCARD

save the trouble of sending a letter
and cheque

Hus itwub e

WE PREFER THIS METHOD — We can try to

answer any queries and you will also be sure

you are getting exactly what you want and

sooner — normally by return of post,

P&P: Order value over £6.00 — Free
Order value up to £6,.00 — Add 25p

OVERSEAS TRADE ORDERS WELCOME

Traveller; Boxed, 3 books £5.95
Mercenary Book 4 of Traveller £2.90
High Guard: Book & of Traveller £2.90

Citizens of the Imperium: Travelier aid £1.90
Spinward Marches: Traveller sup £2.50
Kinunir: Traveller Adventure £2.50
Research Station Gamma Adventure £2.50
Shadows Annic Nova: Double Adv'ture £2.60

Azhanti High Lightning £14.95
76 Patrons: Traveller sup: £1.95
Twilights Peak: Adventure .. £2.50
Leviathan: Adventure £2.50

Bright Face/Mithril. Double Adv'ture £2.50
Pen-Latol’s World: Adventure ... £4.9

Encounters in the Phoenix Quadrant £1.99
Ley-Sector: Adventure £3.50
Trillion Credit Squadron; Adventure £2.50
Tradars & Gunboats Traveller sup. £1.95
IISS Files: Traveller ship plans ... £1.95
Glimmerdrift Reaches: Tr. sector £3.50

your choice, in Gdansk! Game Snooze 30p

Gorget and Sash; early modern warfare

GAME SNOOZE and G&S avallable 1o trade

PEOPLE'S WARGAMES

KANEV

A single map, 200 counter game of the lar-
gest Soviet Airborne operation in \WW2.
Exciting, playable and unpredictable
Designed by John Prados. Boxed £8.556
Korsun Pocket (Boxed) vererenene. £19.96
TRADE ENQUIRIES WELCOME

magazine lssue 2 95p

BOARD WARGAMES
Trade Enguiries Welcome
SIM-CAN games:
JIHAD! The rise of Islam 632-732 . £8.95
DIVINE WIND: Strategic Pacific War

game . ... £8,95
Also a\raulable Dark Stars, Assaulr on To-
bruk; Lee at the Crossroads. Kriegsmaring;
Raketny Kreyser, Quebec Libre; IJN; Tor-
pedo; | Will Fight No More Forever; Le Grand
Empire; Warring States. Peloponnesian War;
Al AR e i £8.96
MARSHAL ENTERPRISES

La Bataille de Deutsch-Wagram A 1600
counter, 34" = 88" map game of the huge

MAGAZINES Trade Enquiries Welcome

Fire & Movement: issue 25 £1.95
Gryphon: issue 3 ..., . £1.96
4 copy subs for either mag £7.80

battle which marked the climax of the 1809

campaign ... . £24.45
La Bataille d ‘Austerlitz . £17.45
La Bataille d’Espagnol Talavera £9.95

VISIT OUR NEW LEEDS
SHOPIN THE MERRION
CENTRE

SEND SAE FOR LATEST LISTS
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GAMES USED TO BE

WA

THE GAME

JUST FOR KIDS; BUT NOW THERE ARE

RLOCK

oF DOELLING WIZARDS

A NEW GENERATION OF GAMES.

ypse

cal

Apo

GAMES WORKSHOP’S GAMES ARE SPECIALLY DESIGNED FOR ADULTS AND OLDER CHILDREN.
THE RULES MAY BE A BIT LONGER THAN IN YOUR AVERAGE GAME — BUT THESE ARE NOT
AVERAGE GAMES. THEY DEMAND SKILL, STRATEGIC PLANNING, AND DIPLOMACY, YET THEY
ARE EASY TO PLAY AND ARE GREAT FUN!

DOCTOR WHO — Daleks, Cyber-
men and other aliens will be met
and must be overcome by strength
or cunning as players search the
galaxy for the Key of Chronos. K-9
and others who can give help will
be found. Most importantly, items
will be discovered that have strange
powers. These must be used judic-
iously and with forethought. The
great variety of items ensures that
each game is different and builds
to an exciting and hilarious climax.
For 2-6 players, aged 10 and over,

VALLEY OF THE FOUR WINDS
is designed as an introduction to
the hobby of fantasy board war-
gaming. In a world of magic and
monsters, the forces of good and
evil are locked in an epic struggle.
Each must seek the help of power-
ful independent beings in @ quest
linked to the main battle where the
undead hordes are besieging the
city. The discovery of the indepen-
dents ensures variety and demands
quick-witted changes in tactics.
For 2 players, aged 11 to adult,

WARLOCK is a card-playing duel
between wizards, each with a sel-
ection of beautifully illustrated
spells to cast. They must be chosen
skilfully, as they may be reflected,
or wander off target, and they use
power, the exhaustion of which
eliminates the wizard. The novel
play-system involves all the players
continually in a fast, flowing game.
‘one of the most promising games
to come our way for a long time.”
Games & Puzzles — Spring 1981.
For 2-6 players, aged 12 to adult.

APOCALYPSE requires diplomatic
skills and a poker face as players
attempt to build nuclear empires.
The die is not used as a random
element, butas the medium for out
thinking your enemy in a totally
unique combat system. Powerful
nuclear weaponry adds the spice
to a game that combines simple
rules with high skill and great fun,
{Formerly published as Warlord.)
‘a work of genius’, Military Mod-
elling magazine, August 1980,
For 2-4 players, aged 10 to adult.

EACH GAME COMES IN A FULL-COLOUR, 11%"'x 8%"x 2%" BOOKCASE BOX, WITH FULL-COLOUR MOUNTED PLAYING BOARD.

%E:

I Please send me:
Qty . . . Doctor Who
I . . . Warlock

| enclose a cheque/postal order for £.......

Or debit my 2] ?‘ O
My Card NO.iS &« v v v v o v v o u s
SIGNELUIR, G i 0% 5 Evs
Name (Block Capitals) . . . .. ..
ALAress: o amre o vmasae o @

EACH GAME COSTS £6.95, INCLUDING POSTAGE AND PACKAGING.

ames Workshop Ltd, Dept M6, 27-29 Sunbeam Road, London NW10,

Qty . . . Valley of the Four Winds
. . . Apocalypse I

I_Gamas Workshop Ltd, Registered No. 1467092

GAMES WORKSHOP

Discover these and more at top
games shops, including our own in:
London: 1 Dalling Road, Hammer-
smith, W6. Tel: 01-741 3445,
Manchester: 6 St. James’s Square,
Manchester M2, Tel: 061-832 6863,
Birmingham: Unit 37, Birmingham
Shopping Centre, Birmingham B2.
Tel: 021-632 4804.

Or by sending a cheque/PO for 70p
(inc P&P) for our 64 page catalogue.

Games Workshop Ltd., Head Office and Mail Order Departments:
27-29 Sunbeam Road, London NW10, Telephone: 01-9656 3713.

TELEPHONE ORDERING
FOR ACCESS AND BARCLAYCARD HOLDERS:
TELEPHONE: 01-965 3713




SUPERIOR NEW MINI GAMES

REVOLT ON ANTARES" Minigame features 3 different science
fiction scenarios pitting seven large family clans (the Seven Houses
of Imirrhos) against the ruling Imperial Terran Empire; in league
with an alien invasion; or in an all-out struggle amongst them-
selves.

.. i oLt - PN

af mini prices!

These are new TSR™ mini games featuring some
thrilling new themes, attractively produced in colour
with a pair of quality dice, and priced at only £2.95
(cheaper than many other games of an inferior
quality). This is your opportunity to play exciting
fantasy games, they're quick and easy to learn and
can provide hours of fascinating play.

e

VAMPYRE" Minigame — Players, in their hunt
for Dracula, must take tenible risks to find 3 of his
coffins in Transylvania's Carpathian Mountains. In
the advanced game, only the bravest can defeat the
vampyre within the heavily guarded walls of Castle
Dracula.

TS Y

THEY'VE INVADED PLEASANTVILLE"
Minigame — A game of alien infiltration — creates
an atmosphere of creeping paranoia as one-by-one
residents of this unsuspecting town are turned into
glassy-eved strangers. The “Normal” townspeople
must find and defeat the alien before they too are
“Invaded”.

SAGA" Age of Heroes Minigame features Norse
heroes combating awesome monsters, winning fab-
ulous treasures and ruling great kingdoms in their
quest to gain the greatest glory and to be an
immortalized legend in song and story.

New Modules Too!

DUNGEON MODULE B3
for the Basic Game

Here are the very latest Dungeon Modules — for
low level characters, bringing you a new group of
adventure settings and notes on how to expand

your play.

At your regular adventure games
supplier. If in difficulty contact:

PALACE OF THE SILVER

' PRINCESS

(Character levels 1-3)

DUNGEON MODULE L1

for the Advanced Game
THE SECRET OF BONE HILL
(Character levels 2-4)

DUNGEON MODULE I1
for the Advanced Game
DWELLERS OF THE
FORBIDDEN CITY
(Character levels 4-7)

'Tﬁtgaerimrds
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