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GAMES GALLERY 

uters for beginner 

CHOOSE IN AIR-CONDITIONED COMFORT * Expert friendly advice on all aspects of FantasyISci-Fi 

FROM THE BEST STOCKED DUNGEON IN LONDON 
and Wargaming. * Free player-contact service 

* Plus 2 floors of general games and kits - I 
Alarums & *. Games Workshop * Koplow " O.T. Ships 
Excursions Gedemco . Land of Legend Panzerschiffes 

" Arms & Armour Grenadier Master Models Ral Partha 
Asgard * Grimoire Games * M.A.P. Rider Fantasy 

NEW ADDITIONS! ** 
Avalon Hill GroupOne Marshall ENTS . 

* 
S.P.I. 

* Bellona Hammerhead Master's Lab " S.S.G. 
* PLATOON 20 

Bifrost * Has  Press ' Merit Standard Games 
Broadsword Heritage USA Metagaming & Pub. Co. 

X * MODERN BRITISH, AFRICANS, 
Citadel Hinchliffe (Fantasy) Milliput Tabletop * AUSTRALIANS, MERCENARIES, + 
Chronicle Humbrol Naismith Task Force 
Dragon lndic~a Pub. Co. Newbury T.S.R. 

* U.S. ARMY, VIETNAMESE, + 
Eisenwerk Irregular Miniatures Nova W.R.G. 
Industries Iron Crown Osprey 

Sr 
Yaquinto 

3 RUSSIANS, RUSSIAN MARINES AND + 
* E.O.N. I.T. O.S.G. Z & M  * ' HEAVY WEAPON SETS.. . 

F.G.U. ' Steve Jackson * Orisek Industries zocchi 
* Flying Buffalo Games Paranoia Press 

+ >e AND MANY MORE NEW TITLES $( 
G.D.W. * Judges Guild * Pendragon 
Gamelords Kabal Platoon 20 

OPEN Mon - Sat 22 OXFORD ST. LONDON W1 Basement Dept. 
BOUNTY 9.30 am - 9.00 pm and at  52 WESTERN ROAD, BRIGHTON 
HUNTER 
f 10.95 THE LARGEST SELECTION 

, Lm OF GAMES IN THE WORLD, J I 
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Magazine wants you! '1: 
\1 

TSR Hobbies (UK) Ltd, the company that brought you the D&D@ game, is em barking on an exciting 
new venture. In the spring of 1983 we will be launching a magazine about role-playing games. 

IMAGINE Magazine will contain new games material, reviews, news, games aids, discussion and 
original fiction and artwork. This will not be a magazine just about any one role-playing system, nor 
will it be purely for games fanatics. It will be coveringthe entire spectrum of adventure gaming, with 
a special emphasis on introducing newcomers to this fascinating hobby. 

Could you write for IMAGINE Magazine? We are looking for writers and artists to supplement our 
regular contributors. We want articles, games analyses, scenarios, variants. We want to talk about 
things you want to hear a bout, to answer your questions, to publish your letters. 

So i f  you have something that you think others might want to read, we want to see it. And what is 
more, we are prepared to  pay for it! 

All articles should be typed and double-spaced and envelope of an appropriate size precludes returning any 
illustrations/chartsshould beA4-sized blackonwhitepenand rejected or unused material. Each submission will be 
ink artwork. The return of any submission cannot be individually reviewed. Approved material which is printed will 
guaranteed but failure to include a stamped self-addressed be paid for at an appropriate rate. 

ORDERS TO: Chronicle Miniatures, 
Unit 14, Engineer Park, Factory Road, 

w ~ h ) ~ a m > f ~ b  Sandycroft, Clwyd CH5 2QD 

MINIATURES Tel: (0244) 537012 or 380226 

ADVENTURERS. . . . . . . . . . . . . . . . . . . . . . . . . .  .ALL28p NEW FROM THE CAULDRONS OF CHRONICLE 
CF1 Cler~c w ~ t h  Mace Completely redesigned Hobgoblins, bigger and meaner than ever: 

. . . . . . . . . . . . . . . . . . . . . .  CF2 Druid with Spear and Shield CM9 Hobgoblin (4 variants) 35p 
. . . . . .  CF3 Wizard CM9a Hobgoblin (4 variants) with Two-Handed Weapon 35p 

. . . . . . . . . . . . . . . . . . . . . . .  CF4 Illusionist (NEW) CM9b Hobgoblin Chieftain 40p 
. . . . . . . . . . . . . . . . .  CF5 Fighter with Sword and Shield CM9c Hobgoblin ShamanIW. Doctor. 35p 

. . . . . . . . . . . . . . . . . . .  CF6 Dwarf Fighter (NEW) CM9d Hobgoblin Standard Bearer 40p 
. . . . . . . . . . . . . . . . . . . . . . . . . . . . . .  CF7 Fighter with Two-Handed Axe (NEW) CM9e Archer. 35p 

. . . . . . . . . . . . . . . . . . . .  CF8 Ranger with Sword, Shield and Bow CM9f Hobgoblin with Crossbow 35p 
CF9 Elf FighterIWizard 
CFl 0 Thief Back Stabbing SET: 13 Figures all variants including ChieftainlShamanlStandard 
CF11 Dwarf Thief Sneaking (NEW) Bearer . . . . . . . . . . . . . . . . . . . . . . . . . . .  £4.10 - SAVE 56p 
CF12 Assassin in Disguise KOBOLD SET: 10 Figures all variants including ChiefIShaman 
CF13 Assassin with Dagger and Garotte . . . . . . . . . . . . . . . . . . . . . . . . . . . . . .  £2.00- SAVE26p 
CF14 HenchmanIHireling Carrying Everything For details of the number of Hobgoblin and Kobold variants - 
CF15 Female Cleric (NEW) write or phone. 
CF17 Ninja ORC SETS 
CF18 Monk 11 figs (CM21x4:CM21 Ax4:CM21 B:CM21 C:CM21 D) 
CF19 Half-Orc All Different Variants . . . . . . . . . . . . . . . . . .  £2.88 - SAVE 30p 
CF20 Paladin ORC UNIT SETS 
CF21 Female Thief 31 Figs: (CM21x14:CM21Ax14:CM21B:21C:21D) 
CF22 Female Wizard A L L  VARIENTS . . . . . . . . . . . . . . . . . . . . .  £7.91 - SAVE 87p 
CF23 Martial Artist ORC ARMY: All types: includes Wolf Riders, Giant Orcs etc. 
CF24 Fighter with Two-handed Sword S.A.E FOR DETAILS 
CF25 Berserker with Axes 
CF26 Gnome Fighterllllusionist . . . . . . . . . . . . . . . . . . . .  22p 
CF27 Halfling Adventurer. . . . . . . . . . . . . . . . . . . . . . . .  22p NEW! COMPLETELY REDESIGNED ANTI-TYPES: 
CF28 Barbarian CTI Hag.. . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . .  28p 
CF29 Female Barbarian CT3 Ruffian with Dagger . . . . . . . . . . . . . . . . . . . . . . .  28p 
CF30 Female Ranger CT3a Ruffian with Club and Knuckle Duster. . . . . . . . . . . . .  28p 
CF31 Bard CT3b Ruffian Gang Leader drawing Sword. . . . . . . . . . . . . .  28p 
CF32 Left Handed Fighter CT6 Evil Illusionist. . . . . . . . . . . . . . . . . . . . . . . . . . .  28p 
CF33 Female Fighter CT7 Evil Dwarf. . . . . . . . . . . . . . . . . . . . . . . . . . . . . .  28p 

MA1 L ORDER CHARGES: Please add 10% p&p. Minimum 25p - Orders over f15.00 post free. BFPO - UK Postage. Overseas please add 50% - 
fl.OO minimum. TRADE ENQUIRIES WELCOME. 

6 Please mention WHITE DWARF when replying to advertisements 



Check your local game store, or order from us direct, see below. I 
1 IRON CROWN ENTERPRISES I DEPT. W I P.O. BOX 160s I CHARLOTTESVXLLE, VA ~ 9 . 2 1  
I NAME I 

STREET 
IF P.O, R.11, OR W.D., PLEASE INCLUDE PROWE NUMBER. 

\ STATE ZIP ~ :;I# Mm 
SPELL LAW $111* ARMS LAW $10" CLAW LAW $6- BOXED SET $16- 

CHARACTER LAW $10" ROLEMASTER $W 0 I RON WIND $8" 
All non-U.S. orders add $3.00 (U.S.) p o s t a g e . .  .send self- 

addressed, stamped envelope for more information. 

Please mention WHITE DWARF when replying t o  advertisements 7 



FANTASY TRIBE FIGHTERS !1
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The 
NECROMANCER 
An AD&D Character Class 
The necromancer isan extremely evil human who deals with death 
and the undead - the original meaning of the word adopted in 
D&Dforthe 10th level magic-user. Intelligence must be atleast 12, 
constitution at least 14, and wisdom no more than 12. A 10% 
experience point bonus i s  given for 16+ Intelligence. Though not 
a clerical sub-class,experience point levels, hit dice, saving throws, 
and attacking columns are as for clerics. Necromancers use those 
magic itemsavailable to all classes (such as rings and most potions) 
and all magic weapons except swords. They may use any non- 
magical weapon, and any type of armour and shield. 

A necromancer i s  a loner. He prefers to surround himself with 
the dead (and undead), not with life. He rarely subordinates him- 
self to  anyone, preferring to rule his own 'kingdom of the dead'. 
He may, however, employ (or rather, force into servitude) such 
devoted agents of destruction as orcs, gnolls, and trolls. Even an- 
imals smell the necromancer's devotion to death and dissolution, 
and avoid him. 

A necromancer avoids sunlight and open spaces (except on 
moonless nights). He is secretive, furtive, and reclusive as towns- 
people - all sedentary peoples - distrust and abhor the necro- 
mancer and all that he stands for. A low level necromancer us- 
ually resides in a town in order to have access to the necessary 
'materials' of his work. Attempts to maintain secrecy are ham- 
pered by the loathsome nature of the necromancer's work. In 
effect, for each level he rises he loses a charisma point, until he 
reaches rock-bottom (zero). This helps represent the growing 
suspicion of acquaintances and general reaction of people as he 
becomes imbued with Death. When discovered he must flee (un- 
less he can defeat the aroused town) and begin his lone existence. 

A powerful necromancer is often the object of a quest by ex- 
tremely good characters such as paladins, rangers, and high level 
derics. 

Necromancers may communicate with undead, friendly or not, 
and may be friendly with undead just as evil clerics can, using the 
matrix on page 75 of the Dungeonmaster's Guide. However, a D 
result means that the undead are indefinitely under the control 
of the necromancer. Otherwise, to gain 'permanent' control of 
undead, the necromancer presents himself to undead already 
friendly with him, and the Matrix of Clerics Affecting Undead 
[DMGI is  consulted again. I f  the result indicates that the undead 
are affected, then 1-12 are indefinitely controlled by the necro- 
mancer. If a 1 is rolled, the undead immediately attack the necro- 
mancer. 

Control lasts until a good cleric turns the undead in question, 
or the undead moves more than 20 feet times the necromancer's 
experience level away from him, oroutof hislineofsight. However, 
volitionless undead such as skeletons and zombies may be left in 
one location with orders to attack anything that appears etc. 
Control can also be broken by a dispel evil spell, or a D result 
from an evil or good cleric on the matrix. Undead controlled by 
a necromancer who is present are harder to turn/dissolve than 
ordinary undead. Subtract one from a cleric's d20 roll per three 
levels of the necromancer (fractions lost). 

The maximum number of undead that a necromancer may 
control at one time isequal to ten times his level, in hit dice. Vam- 
pires and higher undead beings cannot be controlled. 

A necromancer i s  immune to special powers (such as paralysis) 
of undead which have fewer hit dice than himself, ie a third level 
necromancer cannot be paralyzed by ghouls, a fifth level cannot 
be lifedrained by wights, and so on. Necromancers are unaffect- 
ed by fear of death. Consequently they save at +1 when fear of 
death is the principle emotion (DM'S judgement). As explorers 
of the realms of death, they also save at +2 vs death magic. 

by Lew Pulsipher 
A necromaqer's wounds do not heal naturally, nor by 

cure spells or potions but can be healed by ritually sacrificing a 
human or demi-human, gaining half the victim's hit points in 
healing. The ritual requires special equipment, such as brazier, 
candles, and ritually purified knife, and takes one hourtoperform. 
(Note that the grade 5 ability Drain Hit  Points allows a necro- 
mancer to drain hit points from an opponent, transferring them 
to himself.) 

A necromancer must sacrifice periodically to hisgod of death. 
If he fails to do so faithfully he loses all spell-like abilities until 
he renews a satisfactory schedule of sacrifice (and atones for 
missed sacrifices). 

Sacrifice Table 
L eve1 A verage Maximum Minimum Minimum 

Frequency In tenfa1 Creature Special Sacrifice 
Between Required Required 
Sacrifice Once per Year 

1 4 weeks 6 weeks Dog, cat, horse, Human 
or creature of 

similar intelligence 
2 4 weeks 6 weeks Dog, cat, horse, Human 

or creature of 
similar intelligence 

3 4 weeks 5 weeks Female of above Female human 
4 4 weeks 5 weeks Female of above Female human 
5 3 weeks 5 weeks Chimp, Human virgin 

orangutang 
dolphin, or similar 

intelligence 
6 3 weeks 5 weeks Giant class Human virgin 

(orc, goblin, etc) 
7 Fortnight 4 weeks Female of above Human virgin 

(2 weeks) 
8 Fortnight 4 weeks Female of above Human virgin 
9 Fortnight 3 weeks Human Human mother 

pregnant with 
first child 

10+ Fortnight 3 weeks Human Human mother 
pregnant with 

first child 

For example, a seventh level necromancer must sacrifice at least 
26 times a year with no more than 4 weeks between sacrifices. 
He must sacrifice a female orc, goblin, hobgoblin, kobold, or 
other giant class, or a human, each time. Once a year he must 
sacrifice a human virgin, in addition to other sacrifices. 

As a necromancer advances in experience he more and more 
resembles the undead rather than the living. At second level he 
gains infravision, but his normal sight slowly deteriorates until, 
at tenth level, it is not better in any conditions of light than nor- 
mal sight i s  under a full moon. He tendsto rely on his infravision. 
At the same time, he can see better than other humans into other 
Planes which touch the Prime Material, especially the Negative 
Material. Necromancers also see invisible objects well - 5% plus 
1% per level in addition to the possibility derived from the table 
on page 60 of the DMG. 

At tenth level the necromancer may create a Temple of Death. 
He can possess only one such temple, but if one is destroyed he 
may create another. The Temple of Death must be constructed 
of human bones - the more the better (and bigger) - bonded 
by a mixture of human blood and various thickeners. 



Construction costs 10 man-hours - using living slaves, since 
undead have insufficient dexterity - and 10 gold pieces for every 
10 cubic feet of walls, ceiling, floor, and supports. (Bone walls 
must be at least one foot thick, ceiling and floors half a foot 
thick.) Every 10 cubic feet requires bones of 50 humans and 
demi-humans, and blood of five. Graves and tombs are likely to 
be the primary source of bones in these numbers. Temple bone 
is magically resistant to damage, and structurally strong- treat 
as the hardest type of stone. 

While in his temple a necromancer's power is increased. Sav- 

Necromancers Table 
Experience Points Experience &sided Dice for Abilities: 

L eve1 Accumulated Grade 
Hitpoints 1 2 3 4 5 

0- 1 500 1 1 1 
1501 -3000 2 2 2 
3001 -6000 3 3 3 1 
6001 -1 3000 4 4 3 2 
13001 -27500 5 5 4 2 1  
27501 -55000 6 6 4-2 2 
55001-1 I0000 7 7 4 3 2 1  

1 1000 1-225000 8 8 5 3 2 2  
225001 -450000 9 9 6 3 3 2  
450001 -675000 10 9+2 6 4 3 2 1  
675001 -900000 1 1  9+4 7 4 3 3 1  
900001-1 125000 12 9+6 7 4 4 3 2  

1 125001 -1 350000 13 9+8 8 5 5 3 2  
1350001 - 1575000 14 9+10 8 6 5 4 2  
1575001 - 1800000 15 9+12 9 6 5 4 3  

15th is maximum level. A necromancer gains full experience 
for what his creatures do while he is present, none if he is 
not present. 

ing throws against his powers are at -2, or -1 i f the target is not 
in the temple. The necromancer regenerates damage at the rate 
of one hit point per turn while in his temple. Finally, he may 
call forth skeletons from the temple walls, up to one per 10 cubic 
feet of bones in the temple per day. The skeletons follow his im- 
plicit will - he need not speak or concentrate to cause them to  
act as he desires. These are treated as normal skeletons-The skel- 
etons may not appear simultaneously closer than five feet toone 
another. They never leave the temple. 

Example: a 20 foot square temple, 10 feet high, with one foot 
thick walls and six inch thick floor and ceiling, is 1,200 cubic 
feet of bones - bones of 6,000 persons. The necromancer can 
call forth 120 skeletons per day from the temple. 

When he is killed a necromancer above first level will, unless 
his body is  perfectly preserved, return as an undead type of a 
similar number of hit dice (lower when none is equal; he cannot 
be raised unless the raise dead or resurrection spell is cast within 
one minute per the necromancer's level after death.) The undead 
does not gain experience or levels. Even destruction of the body 
will not prevent this hideous occurrence. The undead appears at 
the grave or last resting place of the necromancer, one week after 
death to the minute. Necromancers of ninth to  fourteenth level 
return as vampires; those of fifteenth level return as liches. 

A necromancer may curse his killer as he dies (assuming he 
has a chance to speak it), as the clerical curse spell but not auto- 
matically removable. Figure the level of the curse as four times 
the necromancer's level. Any remove curse (or dispel evilJ spell 
works against the curse as dispel magic doeson magic. Each cleric 
or magic-user casting remove curse or dispel evil can try once 
only; if he fails the first time, he'll fail every succeeding time 
against this curse, if he bothers to try. 

At fifteenth level, the maximum level attainable, a necro- 
mancer has reached Utter Degradation (from an ordinary point 
of view) or the Ultimate (from his own point of view). He learns/ 
discovers the spells which create a lich from a human being, and 
if he is  killed he 'returns' as a lich at any time from immediately 
up to a week later, as he desires. He may also employ these rituals 
to enable another powerful (and willing) human (at least twelfth 
level cleric or magic-user) to become a lich. A non-necromancer 
becomes a lich immediately - he is  'killed' as part of the rituals. 
Of course, it is extremely difficult to  arrange such an evolution, 
given the distrust common among evil characters. 
Necromancer Abilities. 
Once learned, an ability i s  not forgotten (barring amnesia or the 
like) and need not be relearned in the way a magic-user mud 
memorize his spells from books. An ability cannot be changed 
or substituted, but may be selected more than once. Unless other- 
wise stated, an ability is useful just once per day. Some abilities 
must have another ability selected .at an earlier experience level 
before it is possible to choose the ability in question. For example, 
Animate Dead must be selected before ImprovedAnimate Dead. 
A necromancer may use the opportunity to learn a higher grade 
ability to learn a lower one instead. For example, a third level 
necromancer could have four grade one abilities instead of three 
grade one and one grade two. Later he may put the ability back 
in its proper place, in effect - in the example, when he reaches 
fourth level he could choose one grade two for four and one, 
and a t  fifth level choose another grade two, and a grade three, 
to aive him four-two-one. b 
Grade 1 
Animate Dead 
Cause Darkness 
Evil Eye 
Feign Death 
Grave Noises 
Speak with Dead 
@eak with 

Dead Animals 
Summon 

Skeletons 
and Zombies 

--- - 

Grade 2 ~ r a d e 3 -  -~ ~ r a d e  4 Grade 5 
Control Animate Dead Become Non- Death Angel's 
Shadows Animals Corporeal Shadow 
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Sense Life Manufacture Person From the 
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Wisdom of the See/Know the Zombie Army 

Dead Past 
Summon Wraiths 
Superior 

Animate Dead 
Unholy Strength 

of the Eternally 
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Grade 1 
Animate Dead. Enables animation and control of 1-6 dead human-type bodies,which become 
zombies. The bodies cannot be more than one week dead, plus one day per experience level 
of the necromancer. (If the flesh has been stripped from the bone, the victims become skeletons 
rather than zombies.) No more than six timesthenecromancer'sexperiencelevelofzombiesand 
skeletons animated in this manner may exist at one time. 
CauseDarkness. Equivalent to the MU'S darkness ld'radiusspell. 
Evil Eye. The necromancer's eyes act as those of a vampire except that the effect is to  hold 
rather than chann, and lasts only while the necromancer looks into the victim's eyes. A save 
vs spell is applicable. Only those vulnerable to charm person may be affected. 
Feign Death. Same as the monk's feign death ability, usable any number of times per day. 
Grave Noises Similar to  the MU'saudibleglamer spell except that only noisesappropriate to 
the Romantic idea of a graveyard can be produced: screams, wails, crys, gasps, moans, curses, 
groans, chains rattling, thumps, etc. Moreover, the sounds may be set to be triggered off by 
the approach of any living human (or demi-human) within 10 feet of the location of the spell. 
The noises can be made only between dusk and dawn. 
Speak with Dead. Same as third level clerical spell. 
Speak with Dead Animals. As Speak with Dead, but permits speech only with dead animals, 
not human-types, monsters, or giant animals. 
Summon Skeletons and Zombies. (This description applies to all the undead summoning abil- 
ities.) The necromancer may summon up to a dozen undead of this type or types within a 
range from himself equal to  3" times his experience level, up to  a maximum of 25". The un- 
dead will immediately move as rapidly as possible toward the necromancer. I f  no undead of 
the type(s) specified are within range, or less than a dozen, lower level undead will answer 
the summons, the most powerful first. A necromancer may attempt several undead summon- 
ings, with different summoning abilities, at one time. I f  the undead in question are controll- 
ed by someone, halvethelevelofthesummoning necromancer, divide i t  by the level of the con- 
troller, convert to  a percentage, and roll percentage dice to determine whether the call over- 
rides control. 

The maximum duration of the call is one turn plus one per experience level of the necro- 
mancer. I t  is not necessary for the necromancer to concentrate on the call once it begins; he 
may stop the call at any time. Undead summoned in this manner may be controlled using the 
Undead Control Table, but react as normally encountered undead when they arrive within 
sight of the necromancer. 

Grade 2 
Control Shadows. This is unlike the normal undead control ability of a necromancer, because 
the controlled shadows may be sent out of sight, to  return later and report what they've learn- 
ed. The maximum distance the shadow can be from the controller is 2"times the necromancer's 
experience level. The basic control chance is 10%. increasing 10% for each level advanced af- 
ter he has selected this ability. For example, if he selected this at third level, then as a sixth 
level his chance would be 40%. The maximum number of shadows which may be controlled 
at one time is equal to the number of levels the necromancer has possessed the ability (eg 
third-sixth is four levels). 
Improved Animate Dead. Animate Dead is a prerequisite. The necromancer is able toanimate 
1-6 human (not demi-human) deadwithhalfofthehitdicethey had beforedeath(rounddown), 
which attack as the leveltheywerewhilealivebutwithoutstrengthand dexterity bonuses or pen- 
alties. They cannot wear armour, but have 8-sided hit dice regardless of the type they had 
while alive. They attack by weapon type and are turned as ghouls. Duration is 24 hours, the 
victims cannot be more than one week dead, and the bodies must be more-or-less whole. 
Manufacture Ghoul. Creates a ghoul from a dead human body. The procedure requires one 
week without other activity. and the human must be formally sacrificed in a Black Mass at 
the midpoint of the week. The necromancer may take control of the newly-created ghoul 
using the normal undead control procedure, but otherwise the ghoul reacts as a normal 
independent undead creature. 
Manufacture Ghast As for Manufaciure Ghoul, but aghast is created. Manufacture Ghoul is 
a prerequisite. 
Sense Life. Three times a day, for one turnduration, the necromancer may sense all intelligent 
warm-blooded livinq creatures with 15" of him: he learns direction to  the creaturels) onlv. 
Summon Ghouls a i d  Ghasts. Similar to the grade 1 summoning ability, except that ghbuls 
anu gharts are summoned. Summon SkeletonsandZombies 's a brereq~'s.te. 
Summon LViqhts As qrade 1 sumrnonlnq abil.tv. except tnat Wiqnts are s~mmoned. Summon - .. 
Ghouls and ~has t s  is; prerequisite. 
Wisdom of the Dead. Once per day, the necromancer may question an intact skull to  find 
out what is happening wherever the skull's body skeleton lies. The maximum distance from 
the skull to bones is 20 miles per experience level of the necromancer. The skull can report 
on circumstances occurring up to 50 feet from the body,even if the body is buried. The power 
cannot be used i f  the body is animated or the parts are scattered. 

Grade 3 
Animate Dead Animals. The necromancer is able toanimate 1-6animalsdead less thana week. 
with the same powers ttiey had when living. They are turned by clerics as undead of half as 
many hit dice. Only animals (beasts one might encounter in our own earth) can be animated. 
Restrictions on numbers are as for Animate Dead (grade 1). 
Create Skull Guand. I f  a human or demi-human is ritually sacrificed in the necromancer's lair, 
the decapitated head may be used as a guardian skull, after one week of further attention. He 
may have no more than his experience level of skull-guards at one time. A skull-guard is a 
skull - the flesh soon sloughs off - with shadowy wlngs. I t  flies rather slowly, 3", one hit 
die, AC2, bitesfor 1-3,and hasthe usual undead immunitiestospells. I t  i s  turned asaspectre. I t  
will never go more than 60 feet from the location of the ritual in which i t  wascreated. Other- 
wise, i t  follows whatever order or series of arders the necromancer leaves with it. Fear eman- 
ates five feet from each skull-guard. Anyone in this area failing to save vs magic flees at full 
spehd for five melee rounds. Once a character has saved, he is immune to  fear from the skull- 
guard in question for the next 24 hours. 
Improved Control Shadows. ControlShadows is a prerequisite. This works justasthat ability, 
except that there is a telepathic link between the necromancer and shadow so that theshadow 
can report what i t  sees as i t  sees it, and can receive further orders. While the lihk is actually 
being used to  transfer information, the shadow glows a reddish colour slightly. 
Manufacture Wight As grade 2 manufacturing abilities, but a wight is created. Manufacture 
Ghast is a prerequisite. 
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Manufacture Mummy. As grade 2 manufacturing abilities, but a mummy is created. Manu- 
facture Wight is a prerequisite. 
Paralyze. For two turns, the necromancer can paralyze any humanoid of man-size or smaller 
which he touches. A save vs paralysis is allowed. 
Possession. Once per day this power may be used against anyone vulnerable to charm person 
who is within 60 feet of the necromancer and in his sight. I f  the victim fails to  save vs spells 
his body is taken over by the spirit of the necromancer, which leaves his own body behind 
(as for a magicjar spell). The victim continues to sound like himself, with the necromancer 
able to speak any languages the victim knows. Consequently, he may attempt to insinuate 
himself into a party of the victim's friends. Detect evil or magic will register that something 
is evil or magic about the victim, though of course i f  the victim carries any magic item there 
will be no differentiation between victim and item. Detectcharm will reveal the possession. 
The duration of possession is determined in the same way that duration of charm person is 
determined. 
SeeIKnow the Past. Once per day, the necromancer may concentrate for 5 rounds and know 
what occurred during the previous 24 hours in the olace he occuoies. 
Summon Wraiths. As grade 1 summoning power, but wraiths are called. 
Superior Animate Dead. The necromancer may animate one person per day, who is no more 
than one week dead. The body, which must be more-or-less intact, has the full powersit poss- 
essed in life, including any spells or magic-using ability i t  had at the moment i t  died - it can- 
not actually learn or memorize more spells. Clerical spells are not available. Duriation is 24 
hours. The undead is turned as a normal undead creature of similar or fewer hit dice. There 
is a 10% chance that i t  will turn on and attack the necromancer, or 20% if i t  waschaoticgood 
in alignment, 25% i f  neutral good, 30% i f  lawful good. ImprovedAnimate Dead isa prerequisite. 
Unholy Strength of the Eternally Damned. This ritual cangive 18100strength tothe recipient. 
A human, elf, dwarf, or gnome must be sacrificed at midnight of a full moon, and the recip- 
ient must pour the blood over his head and drink of it. He takes 1-20 hit points damage and 
then has a chance of gaining 18/00 strength permanently, depending on the victim's nature: 
male 50%. non-virgin non-pregnant female 70%. virgin 85%. pregnant 90%. If successful, the 
recipient is damned and becomes lawful evil. His soul is promised to an arch-devil. Someone 
who unwillingly undergoes the ritual may be saved by death and resurrection/raise dead. I f  
a charmed person is forced t o  undergo the ritual he gets an extra save vs charm. 

Grade 4 
Become Non-Corporeal. The necromancer's body (and +ccoutrements) becomes non-corporeal 
for six turns. This raises his armour class by four, and he can be hit only by magic weapons. 
He can also walk through solids, such as walls. Daylight -not including spells which are the 
equivalent of daylight - immediately causes the necromancer to regain corporality. 
Construct Servant. The necromancer can make servants from dead body parts. These crea- 
tures are enchanted monsters, not undead. The parts must come from humans: two arms, 
two legs, torso, and a head are needed, no more than one from a given body. Bodies must be 
dead less than one day, and neither diseased nor mutilated in the relevant part. Roll for abil- 
ity numbers for the creature using 3d4. I f  the head was a spell-caster (excluding clerics), then 
the servant may be, but never casting spells above first level. The servant gains as many ex- 
perience points as its master when i t  accompanies him (but this experience is an addition, not 
something taken from others in the party), and gains levels as a fighter (or spell-caster if the 
head is of that type). Because of the diversity of parts ~sed~theservantoften looksdeformed. 
One will never be mistaken for a normal human in daylight. 
Create Necromantic Bell. The necromancer may create a bell, only one per person (human, 
half-elf, gnome, or dwarf only). He sounds the bell, the spirit of the dead person appears,and 
he may ask five yeslno questions as though using a speak with dead spell. He can never make 
another bell for that person, and it can be used only once. The bell costs one week plus 1.000gp 
to  make per ex~erience level of the person beinqsummoned. I t  may be madeonly if the necro- 
mancer has a bbdy part or a possession often used or carried by the dead person: 
Life Drain. For two turns the necromancer can drain one exoerience level from anv man-size 
or smaller humanoid he touches. A save vs spells is allowed. A victim reduced below zero level 
is dead - he does not become an undead. Level drain is permanent barring restoration. 
Summon Dead Person From the Outer Planes. Once per day the necromancer may summon 
someone he knew personally. who is now dead, with all normal powers and equipment but 
no magic items, to  serve for one hour. I f  the summoned person is of a higher level than the 
necromancer, or of a different alignment, there is a chance that he will attack instead of serve: 
10% per level above, 25% if neutral, 50% i f  good, 25% i f  evil but of opposite nature (law vs 
chaos). I f  the summoned person was killed by the necromancer, reduce this chance by 20%. 
If a necromancer summons the same dead person very frequently, the dead person's god may 
intervene, usually merely by preventing summoning henceforth. 
Summon Mummies. As grade 1 summoning ability, but mummies are called. 
Zombie. Once a day, the necromancer may attempt to enspell someone (who must be vul- 
nerable to  charm person) within 40 feet. I f  the target fails to save vs spell, he becomes an 
automaton without will, under the control of the necromancer permanently. The victim re- 
tains full powers, and is able to use evil (but not good) magic items or unaligned items. I t  is 
turned as an undead of similar hit dice; i f  the result is 'dissolve', the zombie spell is broken. 
It is also broken if the victim dies and is raised, or by a dispelevil spell. (Compare the necro- 
mancer's level and the level of the caster as one would when determining whetherdispelmagic 
destroys some enchantment). Exorcise can also break the spell. Dispel magic has no effect. 
The victim looks vacant-eyed and IS slow of speech; there is obviously something wrong. Evil 
eye is a prerequisite. 
Zombie Army. The necromancer can animate 1-1.000 bodies less than one week dead; the 
animation lasts 24 hours. Only human-type bodies can be animated.Animate Dead is a pre- 
requisite. 

Grade 5 
Death-Angel's Shadow. The necromancer summons an 'angel' of Death, directing i t  to slay 
one creature within 30 feet of the necromancer at the time the summons is made. The'angel' 
appears immediately. I f  the victim fails a save vs death at minus five, he sees the death-angel 
and dies. Otherwise, there is no effect - no one else even sees the 'angel'. 
Drain Hit Points. Hit points represent fatigue as well as other factors, and in effect the necro- 
mancer is draining stamina from the victim into himself. When the necromancer strikes an 
opposing human, demi-human, or giant class of man-size (not larger or smaller) with a to hit' 
roll five or more greater than needed to hit, the hit points lost by the victim aregained by the 
necromancer. The necromancer cannot rise above his normal maximum of hit points, but the 
drained points can heal damage. Only restoration can renew the victim's hit points - other- 
wise they are permanently lost. 
Frankenstein Creation. The necromancer may create a monster equivalent to a flesh golern. 
Parts must be obtained from bodies less than one week dead and neither diseased nor mutil- 
ated. A total of 50 parts are needed. Roll percentage dice todetermine how many parts may 
be obtained from a particular body: 01 - two, 02-05 - one, 06-00 - none. The creature, 
when assembled, must be animated at night during a thunderstorm. Examining a body for 
parts takes an entire day. I f  the creature meets another of this type (not a normal flesh golem) 
both will run amok and attack each other until one is destroyed. Otherwise, the creature 
follows all voice orders of its creator, but is quite stupid. Construct Servants is a prerequisite. 
The Ineffable Terror. The necromancer continuously projects an aura of feqr in a 50foot rad- 
IUS, which he may 'turn off 'at will. His aspect is so terrible that those within this range who 
can see him must save vs spell or flee for one turn. Only those creatures vulnerable to  charm 
person are affected. Creatures must save every fifth round while in the area affected. 
Summon Spectres. As grade 1 summoning spell, but spectres are called. 

Final comment. Although a necromancer player character is poss~ble, i t  is obviously prim- 
arily a non-player character 'monster'. Any DM using the class for players must enforce the 
peculiar restraints with regard to hjsociation with other living beings, which is why a necro- 
mancer is so hard for a player to use. I 



Starbase is a regular department The group of players pause ex- on the ..referee. The referee we have a tea break. while I 
devoted to readers' ideas for pectantly. Their caller has just (whose eyes are glazed) moves think about your next move?' 
Traveller, edited by Bob finished outlining the next his lips but no coherent sound The players may or may not 
Mc Williams. course o f  action they wish to is produced. With an effort, he realise i t  but .  . . 

take, and all eyes are focused clears his throat and says, 'Shall 

W e  have a Referee Malfunction! .em 

by Bob McWilliams 

There are times when even the most imaginative, far sighted and 
knowledgeable of referees will be unable to deal with a player's 
question, lose his notes, forget what wasgoing to happen next etc. 
The ability to think on your feet i s  a necessary survival trait in 
such circumstances and, as I have stressed in the past, i t  i s  as well 
to be prepared before a playing session. This includes the Traveller 
Referee's Emergency Drill for Survival (TREDS), Mark One, and 
I would be pleased t o  hear any suggestions that could be incor- 
porated into a Mark Two, improved version. 

To some extent the execution of TREDS depends on the type 
of calamity that has befallen the unfortunate referee so when the 
inevitable happens, you will have to pick the solution that seems 
best. I suggest you prepare and practice for the worst - have a 
'dry run' or two. The shades of 'Hitch-hiker'seems to permeate 
the Drill, so I should acknowledge the influence of Douglas Adams 
for providing the correct attitude to employ when disaster strikes. 

1. Don't Panic! (Naturally this is  paramount). 
2. Whatever you choose to do, it must appear to be exactly 

what you were expecting to do a t  this point in the proceedings 
- the show must go on. Remember that you are in the business 
of conjuring an illusion that the players can inhabit. Therefore, 
without hesitation, launch into something that sounds interest- 
ing and that will cover you for the remainder of the playing ses- 
sion. However, sometimes you can't avoid a problem -don't des- 
pair! For example: the referee has just discovered that he hasfor- 
gotten to bring Book I (with all the combat tables) and none of 
the players has one either. The player characters are facing a group 
of argumentative Krull (ten foot high warrior arthropods). 

'Right', you say, 'this gives us the chance to try my new Real 
Time Combat Perception Analysis System, which is based on per- 
ceived targeting rather than actual target size (a good deal of tech- 
nical jargon i s  rather useful camouflage). All we need are your 
character's UPP and skills, plus six drinking straws'. And so on. 

The rules, any rules, can be made up as you go along (but for 
heaven's sake don't send them to Starbase). 

3. Attack is often the best form of defence. Especially if you 
attack in an unexpected direction - once the players are off- 
balance it is  much easier to  control them and to shepherd play 
in a direction you can cope with. For example: the referee has 
mislaid a vital set of notes dealing with the course of events this 
session. He is thus left stranded without a clue how to proceed 
in his intended adventure. Attack, remember. 

'Player A, describe the contents of your stateroom.. . . I see, 
no pot plants? None a t  all? OK, Player B, yourstateroom?'(Goes 
through each players stateroom, getting a description of the en- 
tire contents of each and incidentally wasting over a quarter of 
an hour's playingtime). 'So, not one of you hasasingle potplant- 
not surprising, I suppose, on a tramp merchant'. By now the play- 
ers are worried. I s  their lack of an obvious affection for plants 
going to get them into hot water? The referee has thought up 
what will happen next, during all those boring stateroom descrip 
tions. The equivalent of a Romany caravan ship heaves to along- 
side and the players are encouraged to go over by rota and spend 
some credits. Naturally along with the clothespegs, peat turves 
and lace shawls they just happen to have some pot plants. Should 
the players buy some and fend off whatever they think the ref- 
eree is plotting, or i s  the danger exactly those pot plants? By 
now the referee has had plenty of time to  make up a new plot. 

4. Total existence failure. This should only be used when you 
have really screwed things up. Very simply, the playersare happily 
involved in doing something (keep them busy) when they are in- 
formed that everything just stops. They seem to have passed out, 
and wake up several parsecs away in the local jail or equivalent. 
How did they get there, why, and what happened in between? 
The players must try to find out. The referee hasto find out,and 
before the next playing session. 
And the best of luck to you all out there. 



OPEN BOX 

In Open Box, science fiction and fantasy 
games and rulebooks currently in the shops 
are reviewed by independent authorities. 

JUDGE DREDD 
Games Workshop f7.50 

Judge Dredd comes in a full-colour box, 
with illustrated board, Action, Perp, Crime 
and Sector cards, rules, plastic pieces, a die 
and an Umpty Candy Card Album, giving 
an overview of the Dreddstrip in the comic 
ZOOOAD, which is of interest to Dredd 
fans and invaluable to non-Dredd readers, 
helping them to get into the mythos which 
i s  half the fun. Games Workshop have kept 
true to Judge Dredd's origins with the pre- 
sentation (hardly surprising as the inventor, 
Ian Livingstone is a Dredd fan) -the board 
depicting Mega-City One is by Ian Gibson, 
the box art i s  by Brian Bolland, both est- 
ablished artists on the Judge Dredd strip, 
the cards feature art straight from the 
original stories, the lettering on the cards 
and board is comic-style, and even the play 
of the game captures the comic-book spirit. 

Each player i s  a Judge patrolling the city. 
The winner i s  the one who arrests the high- 
est value of Perps (criminals) and Crimes. 
To start, six Sector cards are turned upand 
a Crime card placed face up in each of 
those Sectors (incoming reports of crimes 
in progress). A Perp card i s  placed face 
down by each crime (the perpetrators who 
remain unknown until a Judge reaches the 
scene). After all Judges have moved, arrests 
are attempted where possible. To negate 
any advantage, a different player moves 
first each round. To make an arrest a Judge 
must score higher than the Perp. The Judge 
has a value of 5 plus a die roll; the Perp can 
be anything from Gestapo Bob Harris (1) 
to Judge Death (10) plus his crime, ranging 
from littering (1 ) to murder (6). plus a die 
roll.Obviously, a Judge needs help. This i s  

provided by the Action cards of which 
each player holds six. These can issue 
special equipmentwhich boosts combat or 
enable Judges or Perps to be whisked about 
the board, plus many other effects. Each 
card has two options, one of which always 
aids combat, so even with a bad hand, a 
Judge has a chance of arresting Judge 
Death for murder. Action cards can be re- 
plenished quicker by reporting to various 
Justice buildings, and Judges defeated by 
a Perp spend a turn in Intensive Care. That 
is the essence of the game. 

The game flows well, and the rules are 
well presented and short. The varying 
effects of the Action cards, however, will 
obviously cause disputes, but in all cases 
that occurred in our review games, a close 
reading of the main rules cleared upall the 
points that arose. The only criticisms are 
that initially the board seems a bit fussy, 
but this seems less apparent after a few 
games and ultimately the comic feel of 
the board is  preferable to a more straight- 
forward one, and the passing on of the 
Turn Start card is often over-looked, but 
given that it is better that a different 
player moves first each round, there 
aren't many other ways of doing it. 

Judge Dredd i s  a good game for some 
light relaxation for both Dredd fans and 
those who have never heard of him. I t  is 
admirably successful in its aims: it doesn't 
set out to be a game of deep skills and 
great complexity; it sets out to be simple, 
playable and as enjoyable as reading your 
favourite comic book - and i f  Judge 
Dredd is your favourite comic-book hero, 
so much the better. 
Overall: 9 Richard Meadows 

DUNGEON MODULES 
U 1  The Sinister Secret 
of Saltmarsh f 3.50 
L1 The Secret of 
Bone Hill f 3.50 
G 1 3  Against the Giants f 3.95 
B3 Palace of the 
Silver Princess f 3.50 
X2 Castle Amber f 3.50 
TSR 

The Sinister Secret of Saltmarsh i s  the first 
of three modules concerned with the area 
around Saltmarsh. U1 leads the party to a 
haunted house where a chain of events i s  
set in motion. The main thrust of the ad- 
venture is  toward problem solving with 
the players having to piece together the 
clues they find. Encountersshould present 
no problems to an intelligent party and 
some monsters have been altered to make 
them less deadly. The module is designed 
mainly for first level characters who should 
leave the module at 2nd level. Unlessyou're 
playing with ten characters it would be ad- 
visable to check the treasure totals i f  char- 
acters are not to progress too quickly. I t  
is left to the DM to design Saltmarsh from 
the guidelines provided, which give the feel 
of the town and simplify the task. 

The provided first level characters come 

equipped with magic items: I fail to see 
how this can be justified, as the module is 
not difficult enough to  warrant the bes- 
towal of magic before play even begins. 
Magic items should be found by players 
as treasure and not come as handouts from 
the DM. However, TSR (UK) are to be con- 
gratulated on their first module, t h e  series 
should prove To be interesting and enter- 
taining. 

The Secret of Bone Hi l l  i s  designed for 
2nd-4th level characters, the adventure 
takes place in and around the fishing port 
of Restenford. The town and the surround- 
ing wilderness are detailed with wilderness 
descriptions being particularly colourful. 
A good feel of the area i s  given and the 
whole module provides an excellent back- 
ground for a campaign. Unfortuately, it 
provides little more than this on a long 
term basis. L1 primarily sets a scene, with 
adventures along the way. Parts of L1 are 
not needed until the arrival of L2 and so 
trying to run this module on itsown could 
prove to be a frustrating experience as the 
designer has given little indication of what 
L2 will contain or how many more mod- 
ules there are likely to be. With the arrival 
of L2 this should become an enjoyable ad- 
venture, having the basis for some very in- 
teresting role-play situations. 

The G series first appeared in 1978and 
their printing under one cover has reduc- 
ed the price a t  no detriment to the qual- 
ity. The original tournament characters 
are included (though they do not conform 
to the PHB, check them before use) as are 
the spel Is crystalbrittle and energy drain 
which were absent from the originals. Char- 
acter levels 8-1 2 are recommended by TSR, 
though a 14th level thief and 13th level 
fighter are included among the nine listed 
characters (who all have two Potions of 



Extra Healing) so be warned, these mod- have acquired there. Each scenario i s  in- improve your Hide Item or Pick Pockets 
ules are tough. I would suggest not play- dividually bound, and the boxalsocontains skill). This i s  realistic: footloose adventur- 
ing these unless you have been playing for a large-scale map of the domain and two ers are low on the social scale, likely to  be 
a few years, successdepends moreon play- very full aids to the GM, a handbook con- viewed dubiously as potential trouble- 
er skill than on high character levels and taining much general information and a makers by the powers that be in a world 
DMing adventures of this level can be a richly detailed encounters book. Every- like Glorantha. But faithful service will be 
nightmare.unless you have had plenty of thing is well-presented, with a minimum rewarded: the terms of the contract allow 
experience. of misprints and several fine illustrations for training, provided by the Duke'sweap- 

Designed for use with Basic Set, the by Lisa Free ( I  particularl~ like the box ons master and priest, as well as pay, sub- 
Palace of the Silver Princess i s  an excellent cover). For the curious and studious, the sistence, and protection from enemies 
introduction t o  the game for new DMsand history of Prax is brought UP to date, spirit and other external dangers. 
players, being fairly simple to complete cults are explained, there is further inform- A nit-picker like myself can usually find 
and play. Included for the DM is a gloss- ation on many of Prax's peoples,andsome what seem to be errors or areas of uncer- 
ary of unfamiliar terms and helpful hints new treasures are described, presented in tainty, but there are few of any real signif- 
on play. The adventure opens with a pro- addition to many from Plunder. icance. GM's may like to  note that the 
grammed section similar to the formatused The scenarios are nicely varied, gener- weapons master and priest are credited 
for solo adventures. This covers the en- ally increasing in complexity and poten- with more spell-points than they can have 
trance into the palace and introduces the tial danger; they involve a preliminary pat- active in their minds at once, so must sup- 
DM and players to the feel and mechanics rol, clearing out outlaw ducks anddisease- press something. Also, iftheweapons mas- 
of the game by suggesting coursesof action. bearing broos, rescuingtheDukersdaughter ter were once a Sword of Humakt he would 
After this the rest of the dungeon is  given from a tower full of Tusk Riders, invest- have at least 2 geases, probably more, and 
in standard form. For a first adventure this igating and clearing the temple-base of hos- these might well have been intensified as 
is  excellent and it ought to replace B2 in tile newtlings, stealing condors' eggs, and retribution for leaving the cult [Cults of  
the Basic Set. finally what looks a very demanding ex- Prax p371; if he belonged to  the compar- 

Castle Amber is the second module for pedition to Gonn Orta's castle in Balazar, able Lunar cult he might escape this, but 
use with the Expert Set and i s  an attempt still have geases. The value of the magical 
to bring.randomness back into D&D. The items taken for trade at Gonn Orta's castle 
3rd and 6th level party become trapped is considerably below what it should be 
in Castle Amber where they are beset by according t o  Griffin Mountain p169, and 
members of the Amber family. Escape lies the same applies to the Yelmalio dagger 
into a wilderness on another world where carried by an Impala tribesman. More 
magic is frowned upon and spell casters generally, the hostility that all animal 
may well come to the attention of the nomads will feel towards horses and their 
Inquisition. Non-humans are going to  riders i s  not brought out until the last 
have a hard time here as they will be very scenario, although it would surely be an 
conspicuous. Amber Castle depends a lot important factor in encounters. On the 
on chance leaving little room for skill and topic of broos, about whom more inform- 
at times can be deadly. ation is given: these are some of the most 

Out of the five modules, only B3 and realistic so far - some carry only minor 
GI-3 don't leave me with reservations, U1 diseases or have ineffective Chaotic fea- 
and L1 will be good modules, at present tures, and the Rune levels of Thed or 
they are incomplete and leave you hanging Mallia are well-presented - but none have 
in the air until the rest of the series i s  avail- positively harmful Chaoticfeatures,though 
able. I don't recommend X2 unless you these are available through the Curse of 
like chaotic adventures and designing Thed (do broos so afflicted survive the rig- 
urban areas. ours of broo life?), and i t  is still, as far as 
Overall: U1-9; L1-8; GI-3-10; 33-10; I am concerned, unclear how they trans- 
X2-6 Jim Bam bra mit disease simply by being in melee with 

BORDERLANDS 
Chaosium f 12.95 

Chaosium are to be thoroughly congrat- 
ulated for this boxed scenario pack,which 
is  the perfect answer for any GM who does 
not have the time to  construct awholecam- 
paign of hislher own and needs something 
for middle-range players (the skills range 
recommended for most i s  about 35-70%, 
with high weapon skills, even up t o  80%. 
A skills master leader and 1-2 beginners i s  
suggested as ideal for the scenarios). I t  pro- 
vides seven major adventures, and scope 
for any number of interesting minor en- 
counters, in the course of a year's mer- 
cenary service under a Lunar Empire Duke, 
given honorable exile to  a remote part of 
Prax and building up a new domain there. 
The mercenaries are imagined to be recruit- 
ed in Pavis, and their contract, of which 
the box contains two copies, provides use- 
ful background information that they will 

to trade for an item of enormous value to 
the Duke, thus allowing a link-up with 
Griffin Mountain. Scope for the GM's in- 
dependent development of scenarios i s  
provided not only by the possible encount- 
ers, but by the neighbouring oasis, Horn 
Gate, of which very few details i re  given 
except that Healers are based there.A Rune 
Master is recommended for dealing with 
the broos, and cleaning out the newtling 
temple will be a major expedition; other- 
wise, the players will be basically on their 
own except at the beginning and end. The 
scope for role-playing progresses to some 
extent throughout, and is always present 
in the sense that the players must behave 
in the knowledge that they are hirelings, 
who have by agreeing to the contract ac- 
cepted the control as well as the protection 
of someone considerably more powerful 
than any of them, who will expect prompt 
obedience. Until the end there will be little 
scope for independent action, and break- 
ing the Duke's law will lead to  summary 
punishment if detected (eg attempting to  

you, whether, once inflicted, you are your- 
self infectious, whether one has to purify 
objects taken from them (if not, why bo- 
ther to detail their wealth?), and so on. It 
also becomes clear from the fact that the 
Duchess dies quickly of 'chronic' shakes, 
and by comparison with Cults of Terror 
p30, that a disease now has four stages, 
'mild' being presumably the loss of 1 point 
a month, 'chronic' 1 point a day - but 
this is nowhere explicitly published, to  
my knowledge. GM's must have been 
making their own decisions about my 
questions, but we could use some guidance 
on this whole area. One minor error noted 
in connection with the broos encounter 
group: all have an unnecessary extra Strike 
Rank with the bow. 

But, overall, this seems to  me a splend- 
idly organised and presented campaign. 
The individual scenarios could be lifted or 
adapted fora GM'sown campaign with little 
difficulty. Scenario packs from Chaosium 
are getting better all the time; long may 
this continue. 
Overall: 10 Oliver Dickinson 



Whips occupy a somewhat uncertain pos- not totally evil, just unpleasant. However, 
ition in the world of Dungeons & Dragons any DM who sees a 'good' character enjoy- 
(and its many cousins); statistics are rare- ing inflicting pain should point out the 
ly provided for their use although some implications. ' 
hobgoblins carry them. Magical, or magic- Whips and cats are ineffective against 
ally-used, whipsare noted in passing, in the undead or creatures that cannot be harmed 
hands of some demons or in the form of by normal weaponry (unless the whip it- 
'feather tokens', but simple, un-enchanted self i s  enchanted, in which case the latter 
lashes rarely appear; probably because can be hit if not undead), or against crea- 
whips have never actually seen much ser- tures that are specifically immune to pain. 
vice as weapons in the real world - and 
the reason for that i s  they simply don't Magic Whips. 
make very good weapons. A whipcan hurt, After the name of each,anexperiencepoint 
obviously, but it i s  unlikely to kill, or even value i s  given, then a monetary value in gp. 
wound effectively. A skijled user may be +I Whip (350xp, 1,000gp). This whip 
able to place highly accurate whip-blows gives +I on 'to hit' dice when in use, but 
to blind, say, or even strangle, but the time otherwise functions as the normal kind. 
spent learning such an art could generally +2 Whip of Power (500xp, 2,000gp). 
be better spent mastering other, more con- This whip gives wielders +2 'to hit', and al- 
ventional, and more deadly, weapons.Thus ways has i t s  effect on the8Specialist Whip' 
history contains no whip-wielding troops column. Users with actual Specialist Whip 
that I know of (other than officers in a skills can also claim +2 on 'effect'dice, and 
few slave-armies), and fiction has given us a modified score of 13or 14haseffect3,XP. 
relatively few users of whips or whip-like +I Whip ofLightning(500xp,2,500gp). 
weapons except oddballs such as Piers This whip has a number of fine metallic 
Anthony's Sos the Rope, and, of course, threads running through it and down i t s  
l ndiana Jones of Raiders fame. length, as do some ornate non-magical 

The fact remains, however, that the whips. It functions as a +1 Whip, but on 
occasional whip can help make life more hitting, in addition to normal effects, the 
interesting for adventurers, andso here are whip inflicts Id8  electrical damage (cf 

Whips in D&D 
two new weapons; the whip, a 5'-10' strip shockinggrasp spell). This drains the whip 
of strong leather with a hand-grip, and the of one charge; it can hold up to 40, and by Phil Masters 
cat (-0'-nine-tails), a shorter, multiple- when found will have 4d10 remaining. If 
thonged implement, the strands of which all charges are drained, the whip becomes ments somewhat, although circumstances 
may be set with jagged metal fragments. an ordinary +I type. The whip can be re- may be argued as justifying it. 
In addition, 'specialist' whip users must charged by an MU of eighth level or higher. Lash of Wrath (600xp, nil gp). This type 
not only select the whip as a weapon to +1 Scourge ofpain (1,20Oxp, 7,500gp). of magical whip appears as, and in tests 
be used with proficiency, but must also This i s  a magical cat-o'-nine-tails that gives will act as, a +I Whip and when used it will 
forgo opportunities to select two other i t s  wielder +I to hit. On hitting, itsubjects give +I to hit. However, when first used 
weapons in order to practice and gain extra i t s  victim to horrible burning pains lasting in anger, two effects will set  in. Firstly, the 
skill with the whip. Non-character races 2d10 rounds, causing penalties of -4 to hit whip will become fixedinthewielder'sgrip, 
using whips always rate as non-specialists. and -2 on dexterity (cf symbol of pain requiring a remove curse (1 0% chance per 

For spell-using classes, whips are ob- spell). If the whip hasscored three or more caster's level), dispelmagic (5%chance per 
viously 'symbolically' wrong -they draw hits in the preceding 24 hours, each sub- caster's level), or some form of wish (auto- 
blood, they are designed to hurt (rather sequent hit has a 5% chance of draining matic) to remove. Secondly, although the 
than assist) natural beings, and are weap- the scourge totally of all magic. whip's blows have normal whipeffect,they 
ons for skilled personal com'bat. Forthieves Lash of Servitude (1,50Oxp, 10,000gp). also act to enrage anyone struck; i f  the vic- 
and monks, they are simply too cumber- This whip, made of the tanned hide of a tim is  already attacking the wielder, he or 
someand unwieldy, whileberserkerswould lemure, has a potent magic cast into it. It she will continue to do so, and if not, he 
findthemimpossibletouse while madwith gives the wielder +2 to hit, and he or she or she is  70% likely t o  start doing so im- 
battle lust. Paladins and rangers would see may select one of three possible effects if mediately (otherwise, attack least liked 
that whips and cats are designed to inflict a hit i s  scored: being present). Enragedvictimsattackwith- 
pain. A whip-user does not aim to deal with 1. Throw on Specialist Whip column out shields or thought for life, gaining +I 
his or her opponents by the simplest poss- of Effects Table with +I on dice; actual to hit, doing +3 damage on any blow, and 
ible method, but rather sets out to COW specialist whip users gain +2. gain (temporarily) 5 extra hit points (cf 
and hurt other creatures, bending them to 2. Throw on ordinary whip table, but emotion spell). Rage lasts 3d6 rounds. 
his or her will. Thus I cannot see a paladin also magical effect. Victim must save vs ScourgeofHeaven ( I  ,750xp,l0,000gp). 
dreaming of using a whip; rangers might spells or surrender to the wielder's com- This rare weapon, made of woven fibres of 
just, as their usual function is to  'whip the mands for 6-24 (2d10+4) turns. If save plants grown in the palace garden of Baha- 
minions of darkness back from the fringes is  made, the victim is  subject only to mut, is a magical cat-o'-nine-tails dedicat- 
of civilisation', as it were, so DMs may rounds of minor confusion, with spell cast- ed to the cause of Lawful Good. Evil char- 
choose to make their own ruling on this, ing 25% likely to fail, attacks at -4. acters attempting to wield it must save vs 
but my feeling is that 'good guysdon't try 3. Throw on ordinary whip table, but wands or take 4d6 damage and perman- 
to hurt people'. So, either kind of whip also magical effect. Victim must save vs ently lose two points of constitution; a 
can be used by fighters, but not by pala- magic or be paralysed 5d4 rounds as by a successful save means only Id6 damage 
dins, rangers, or berserkers; both can be hold monster spell. If victim's save is suc- and no constitution loss. Chaotic or True- 
used by barbarians and assassins. cessfuI,victimisslowed50%for1d4rounds. Neutral characters can wield the scourge, 

Incidentally, none of this means that Use of a Lash of Servitude, 'knowing but it will give them -2 to hit exceptagainst 
no good character can use whips; they are what it is, may strain good characters'align- undead. Chaotic Good characters canwield 



i t  with no bonuses or penalties; Neutral 
Good or Lawful Neutral gain +I to hit 
with the scourge, but only Lawful Good 
wielders gain the following full powers: 

1. +3 to hit. 
2. Evil beings of mortal stature (men, 

demi-humans, humanoids, animals) and 
eight or fewer hit dice/levels are affected 
as by a Scourge of Pain. 

3. Evil characters of ninth or higher 
level must save vs magic if struck; failure 
indicates an effect as a Scourge of Pain, 
success means that lesser pains are pro- 
duced; -2 to hit, -1 on dexterity, dur- 
ation Id6  rounds. 

4. Up to three times in any 24 hours, 
the scourge will produce one of the foll- 
owing effects; lower water (as a ninth lev- 
el  cleric), holdplant (asa ninth leveldruid). 

Non Lawful Good characters can use 
the following powers as well as their Law- 
ful Good counterparts: 

1. Evil creatures of the lower planes 
(demons, devils, night hags, etc) must save 
vs magic if struck by the Scourge (magic 
resistance applies, but consider thescourge 
as 20th level); failure will despatch the 
being to its plane of origin. 

2. Undead can be attacked by the 
Scourge (it is the only whip-like weapon 
that can effect them), and respond as if a 
seventh level cleric had attempted to turn 
them; even if they survive the assault, the 
creatures take 2-5 points of damage, and 
will prefer to avoid the scourge and attack 
other opponents if possible. 

Weapon Statistics Table 
Whip Wt. Space Speed Length Price 
Type Req'd Factor 
Whip 40gp 6' 5 5-10' 4gp 
Specialist 
Whip40gp 4' 2 5 -10 '4gp 
Cat 25gp 3' 4 3' 6gp 

I ~ r m o u r  Class 'To Hit' Adjustments 
Whip 
Type 10 
Whip +3 
Specialist 

Armour Class 
9 8 7 6 5  4 3 2 
+I +I 0 0 -1 -3 -5 -7 

I Whip +5 +3 +2 0 0 -1 -2 -5 -7  
Cat +3 0 +I 0 0 -2 -3 -5 -7 

If a hit i s  scored, roll d l 2  for effect 
Effects Table 

Key to Symbols Used 
Where two symbols are given, divided by 
a comma, both effects apply. 

L: Loss. The whip or cat i s  entangled ot 
caught and snatched from the wielder': 
hand. It must be picked up before it car 
be used again. 

P: Pain. The victim attacks a t  -1 'to hit 
on his or her next blow. 

XP: Extreme pain, The victim attacks at 
-2 'to hit' for one full round of melee. 

B: Blinding. The victim has been hit in the 
eyes and i s  sightless for 2d4 rounds, with 
a 5% chance of having to save vs poison 
or contract an eye infection (see DMG). 

S: Stunning. The victim is stunnedand im- 
mobile for Id6  rounds. 

Dice Weapon Type 
Roll Specialist Numbers indicate an equivalent number 

Whip Whip Cat-o'-nine-tails of hit points damage. Note that strength 

1 L L L adjustments to damage do not work for 

2 L P P whips and cats, although 'to hit' bonuses 

3 P P P do. 

Victims in pain or stunned cannot cast 
spells for one round (pain), or the duration 
of the stun effect. 

The effect of these rules should be to 
limit whips and cats fairly heavily. A few 
users should still remain, however, includ- 



RuneRites is a regular department devoted to  RuneQuest,edited tures with larger or smaller feet are more or less likely to touch 
by Oliver Dickinson. This issue, we have some new weapons. a spike. A person or creature whose hit points are exceeded in 

the leg(s) may fall, with disastrous consequences; the body could 
then be utilised by unscrupulous characters to provide a bridge! 

The Shuriken 
Commonly known as the throwing star, this i s  generally utilised 
by assassins because of i t s  small size and the possibility of coat- 

1 ing it with poison or Blade Venom (one dose coats three). 

Quest ! Range s r R  - D E x  Rate 12 Damage Id3  HPs - 
cost 10 ENc o * 

Basic 05-25% 30-50% 55-75% 
15m S/MR 05% 300 L 600 L 1200L 

New Weapons for RuneQuest 
by Andrew Brice 

I have had a fair bit of reaction to the first column on Unarmed 
Combat, and aim to  run a second column on the same subject 
soon, so any further ideas should be sent to me fast. But other 
stuff has been accumulating, so here is an assortment. Since, as 
Borderlands informs us, the Lunar Empire defeated the Praxian 
nomads at Moonbroth partly by the use of caltrops, what better 
way to start than with Andrew Brice's adaption o f  them to RQ, 
and the shuriken, followed by a questions and answers session. 

* [OD: I suggest 4 = 1 ENC, or perhaps 51 

Flails and Morning Stars 
The flail i s  very difficult to parry, and the chance to parry one 
with a weapon should be half normal, but if the parry is succ- 
essful the flail, like a hafted weapon, should inflict no damage 
on the parrying weapon. They do damage as normal against a 
shield; a parried Crush attack will mean that the flail curls around 
the shield and inflicts normal damage in a random area. (One 
might apply the same rule to weapon parries). In consequence, a 
flail cannot be used to parry [OD: I don't see this;the haft could 
be used, surely, which should be fairly substantial on a flail. 2m, 
according to RQ. The chains could also be used to entangle a 
weapon-blade or haft and perhaps pull it from the opponent's 
hand, but that would require working out separately. At any rate, 
a flaillmorning star parry should certainly not do damage]. 

The Caltrop 
This i s  a small spiky ball, whose spikes are in a tetrahedral arrange- 
ment, so that no matter how it is dropped one spike points up- 
wards; usually it is poison-tipped. Caltrops are most etfect~ve in 
dimly l i t  places, where those retreating can sow them in front of 
an over-exuberant enemy. They are not handled like normal weap- 
ons, but usually carried in a pouch, in groups of 10 (ENC I; cost 
30L); great care must be taken in handling them, especially if 
they are poisoned [OD: I suggest a DEX roll, as with applying 
Blade Venom, or thick gloves!]. One dose of poison can coat 4 
caltrops. They are not generally available. 

If the caltrops are thrown instead of hand-spread, they tend 
to spread out, and due to the possibility that they will not spread 
evenly, the chance of coming to grief on them is  only two-thirds 
what is shown on the table. They can be carefully brushed away 
with the foot (which may hinder someone else), or a character 
can pick a way through;the Movement Factor and chance of com- 
ing to grief in each of the two modes are shown, as well as that 
for hitting one i f  they are not known to be there, for different 
degrees of density of spread of a groupof 10. A path can be clear- 
ed in twice the time, for half the risk. 

Area spread 
over, in 

sq metres 
0.25 
0.33 
0.50 
0.75 
1 .oo 
4.00 

Chance of 
hi t  i f  not 
detected 

95% 
90% 
60% 
40% 
30% 
1 0% 

MF req'd to  clear MF req'd to pick 
path, with chance way, with chance 

of being h i t  o f  being h i t  
% 10% % 40% 
% 8% % 35% 
2/ 8% 2 20% 

1 % 6% 3 1 0% 
2 5% 4 6% 
4 3% 5 3% 

If a character comes to grief, helshe is allowed a saving throw of 
DEX x 2 or less. A normal caltrop does ld4+1 damage; sandals 
or boots only have an armour factor of 1 or 2 [OD: Do chainmail 
trews cover the feet, as medieval plate armour certainly could? 
Even so, they ought to hinder progress, i f  caught on the foot]. 
Much larger caltrops can be used on animals such as elephants; 
the damage inflicted ,bj& caltrop is dependent on the.victimfs 
weight, with a maximum because of the length of the spike. Crea- 

Queries 
I have received a fair number of these in letters, which I have an- 
swered separately; here I pick out some of those that seem most 
interesting, and also publish answers given by Steve Perrin to 
some questions by S Birley. 
S Birley: Can you bind a spirit with a greater POW than your own? 
No, i t s  POW must be reduced by spirit combatto lower than your 
own at the time of binding. 
S Birley: Can an allied spirit initiate spirit combat? 
No, but a Shaman's fetch can. 
S Birley: Can Rune magic matrices be created, and how? 
By sacrificing for the Rune spell and for matrix creation, and 
then using Divine lntervention as well. Once the matrix has been 
created, a Priest may use it as if it had been sacrificed for, 
while an initiate of the creator's cult may use it by permanently 
sacrificing the appropriate amount of POW each time. 
A Brice: Can a Shaman command oneof his controlled spirits into 
combat? 
OD: To judge from RQ p43, I would think so, but he cannot con- 
trol what it will do, and if i t s  POW is or becomes 5 points lower 
than i t s  adversary's, it will not fight. I should imagine this applies 
to spirits of disease controlled by a Disease Master of Mallia,also. 
A Brice: How available is iron, and how much more expensive? 
OD: Iron seems fairly rare, but there is enough in circulation for 
Rune Masters to use it frequently. Note that Rune Priests may 
certainly use iron armour, but must sacrifice 1 point of perman- 
ent POW for all items possessed (more than 1, if these are ac- 
quired on separate occasions); thus, the Priests in Keyes' Rune- 
masters do not have iron armour, because, presumably, they 
have sacrificed for Rune magic instead. As Steve Perrin says in 
WF12, even initiates may have iron weapons or armour, but 
they need to make an initiate-type Divine lntervention to be 
able to use it - chancy, and probably expensive in POW lost. 
I f  this sacrifice has not been made to enchant iron objects 
their use will prevent the casting of any Battle Magic ( I assume 
that simply having such objects, say in a horse or mule-pack does 
not have this effect, but carrying them might). The best guide 
to cost is in Griffin Mountain p70, where iron weapons are stat- 
ed to be ten times the cost of bronze, the same assumption is 
made by Runemasters, pp4. 



An important part of DMing i s  placing monsters and magic items 
in some interesting adventure setting. At one time most DMs dis- 
tributed these more or less randomly, but this mindless method 
is  bound to be unsatisfactory. 

A novice DM tends to make monsters easy to kill, relying on 
extremely numerous or extremely powerful monsters to frighten 
adventurers. He tends to place monsters in homogeneous groups, 
a single race per room or region, where they can easily besurpris- 
ed. Homogeneous groups can be easy prey for a party of adven- 
turers which has the advantage of co-operation among charact- 
ers with quite different abilities - MU offensive magic, clerical 
defensive magic, fighters, and thieves. A good DM will sometimes 
cause a monster to gather a group of disparate creaturestogether 
to take advantage of dissimilar powers, just as the adventurers 
do. Fortunately for the players, monsters tend to lack spell 
casting abilities; nonetheless, a pretty formidable monster group 
can be gathered. Certainly any really powerful monster, such as 
a beholder or devil, will have a variety of minions to serve him 
and to remedy weakness of his own powers, and the more intell- 
igent ones may arrange to re-model their abodes and se t  up alarms 
and traps. 

When you place monsters in a dungeon or other area, think 
not only about how they interact with the adventurers, but how 
they interact with each other. The classic error is to place a mon- 
ster in a room which can be reached only via another room oc- 
cupied by another (hostile) monster. How could this situation 
have occurred? More broadly, if monsters live near one another, 
why don't they kill each other? There must be some relationship 
between them, whether slave, ally, or enemy. Furthermore, where 
do the monstrous inhabitants find food and water? Where do they 
get their treasure? When you first begin to DM these details may 
be more than you want to bother with, but ultimately your places 
of adventure will be improved by attention to such questions. 
Similarly, if and when you begin to devise your own monsters, 
don't just throw statist ics together and think of odd abilities. 
Consider how evolution ('survival of the fittest') and ecology af- 
fect, and are affected by, the monster. Forexample,'cleanupcrew' 
must be the least fecund and least numerous of all dungeon mon- 
sters, or else they'd clear every dungeon of other creatures be- 
cause most monsters have no defence against them. (By the way, 
although monsters have infravision, the intelligent ones would 
normally use light underground because that allows them to see . 
their surroundings much more clearly.) 

A DM can kill any number of player characters if he wants<to. 
This isnotthe object of the game. Moreover,thedefensivestrength 
of a well planned complex in a dungeon is such that, if D&D were 
a competitive wargame between one person playing the monsters 
and others playing the characters, the monsters would often win. 
That's why dungeons are arranged in increasing level of difficulty, 
unrealistic as it is. D&D is  a game, the players expect to have 
some fun, and from this arises the unwritten rule that governs 
every good D&D game: if the players are wary, intelligent, and 
imaginative, and therefore play well, they should succeed. The 
DM mustn't feel that he is  'letting the side down' if the monsters 
fail to kill adventurers. It should not be 'my'troll that dies, but 
merely 'a' troll (which may have deserved to die, who knows?). 
Your job is to  make the game exciting and challenging. Any dope 
of a DM can kill characters, but only the better DMs can run 
consistently good games. In the ideal session the players should 
escape almost literally sweating with fright, but perhaps with 
some reward and with no one dead (or a t  least, with no one ir- 
revocably annihilated). M o s t  DMs err by making everything too 
easy, but to err the other way is  even worse, for you'll find your- 
self without any players. 

Try to maintain some reasonable ratio between the type and 
number of monsters occupying an area and the magic items they 
possess. Ask yourself how the monsters might have obtained the 
items. For example, are orcs, even hundreds of them, really likely 
to possess a fireballwand? No doubt thewand was originally own- 

ed by a rich or powertul magic-user. How could mere orcs acquire 
it from such a person? (It's possible, but most unlikely.) Ina typ- 
ical D&D world most monsters cannot use any kind of magic ex- 
cept weapons and protection. One reason why humans are dom- 
inant in the D&D universe i s  their ability to use all kindsof magic 
items, while monsters cannot. 

I f  monsters have magic items which they can use, they should 
not leave them sitting in their treasure chests. But don't give weak 
monsters magic weapons in order to make them more dangerous. 
It 's too easy to defeat such creatures with spells without resort 
to melee. The player characterswill undoubtedlyobtainthemagic; 
the increase in the power of the monsters is not commensurate 
with the risk that the characters will benefit immensely. 
\In general, magic items should be rare, valuable, wonder-full, 

not ' ommonplace. Items which are expended when used (such 
as scro s and potions) are the best treasure, for the players can 
have the' toys without becoming over-powerful headaches for 
the DM. . b  ne of the bigger mistakes an inexperienced DM can 
make is to jntroduce runaway escalation of magic spell and item 
powers. Examples of such is  magic which will go through an anti- 
magic shell or any device which defeats the immovable object or 
the irresistible force. One soon encounters force blades which will 
cut anything and collapsium armourwhich stops everything. Who 
knows what happens when the twain meet? In the process you've 
ruined the game. The solution to the paladin with his HolySword 
is not to give players or monsters something super-powerful to 
defeat him; rather, let the sword be very rare and hard to obtain 
in the first place. You'll find that your campaign is  much more 
manageable as well as more believable. 

As a DM you must read spell descriptions (and additions in 
the DMG) with care. Wherever there is  a doubt choose the meaning 
which most limits the spell's effectiveness. It's just too easy to 
web a group, pour oil on them, and burn them toa crisp, too easy 
to use magic jar to wipe out small groups of creatures (possess 
them one by one and start a fight amongst them). I f  you think 
it's necessary to change the rules to weaken a spell, do so! If play- 
ers complain that spells are too weak, remind them that enemy 
MU have similar handicaps - and men are the most dangerous 
'monsters' you can meet. 

Higher-level magic-users will dominate the game unless you 
keep close watch over the rule interpretations; even if you do, 
you'll have to accept that MUs are the most powerful characters. 
Most players cannot impose reasonable limitations on themselves 
- the DM must do it. Don't lean too hard on low-level MUs, who 
do have their difficulties, but don't be afraid to change your 
methods as the MUs progress. 

You can find plenty of adv~ce about monsters and magic In 
the Players Handbook and Dungeonmasters Guide. Read it! 

Next issue: Part 111: Some Conclusions. 
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MODULE 1: Introduction 8 radio detonators, 12 time pencils. 
Long ago, before the rise of the Imperium.. . 

1 - 120 domestic video receivers with integral surveillance cameras; 2Jift 
belts. 

On a routine trading flight the starship Green Horrzon ran into trouble. * The corpse is carried in the hope that revival w~ l kposs i b l e  when the 
Ambushed by privateers and severely damaged, the Captain was forced to shlp reaches an advanced planet. 1 -.- _ - 
order an emergency jump. For a week the crew struggled wlth various mal- -.- >% - 
functions, knowing that the ship might well be lost when it returned to SPECIFICATIONS (translated to Aarest human equivalent): 
normal space. Mass : 560 tonnes, 7600 cubic metres. 

As the ship rematerialised the jump drive blew out, showering ~ t s  com- Dimensions: 45.5 metres L; 14 metres H; 19.5 metres W;31.5 metres 
partment w ~ t h  molten metal and killing the Second Engineer. In the res- Wingspan. 
ultant confusion it was several minutes before the Navigator realised they Crew: 7; CaptainIP~lot, NavigatorIComputer programmer, En- 
weren't in the target system, and that a misjump had occurred. gineer, Medic, 2nd ~ngineerl~dok, LinguistISensor oper- 

After several hours work the Captain finally reports to  the crew: 'I'm ator, GunnerISteward. 
glad to say that we've materialised in an explored sector of space, and we're Acceleration: 1 g, Emergency 1.5g (maximum 18 rounds). 
close t o  a habitable world, though it sounds a b ~ t  primitive. If we can fix Jump: 2. 
the jump drive it's only two parsecs to the nearest base. I'm setting course Power: 1. 
for the planet, if we can't fix the drive we might as well be in easy reach.' Engineering: Fusion power plant with gas scoops, single jump drive, 

Cracking her blue knuckles she adds 'By the yay, the computer says two impulse manoeuvre drlves. Technological level 11. 
the planet's called Earth. Anyone ever heard of ~ t ? '  Gravitics: lnertlal compensators, I g  floor fields. 

Electronics: Type 2 bis. computer'with standard software plus inte- 
gral fire control programmes, extensive communicat~on

MODULE 2: Library Data and sensor gear. 
Range: Normal manoeuvre, two jumps, 31 5 tonnes fuel capacity, 

THIS IS A TRANSLATION 104 days supply consumption. 
Armament: One dorsal turret with single pulse laser. Flxed forward 

EARTH/ WSA1008/3 :: X8678734 G :: Sizel, Gravity 1, l  moon. Star G. missile rack, 4 missiles; 2 HE homing, 1 ECM deception 
missile, 1 combination SandIW~ndowlFlare missile. Four 

The planet's atmosphere is contaminated with various forms of mould more HE missiles and one of each other type are carried 
spore and bacteria which have a cumulatively lethal allergeniceffect unless inboard, but cannot be loaded without EVA. See also 
filter masks or immunisation are available. Highest concentrations are at AlrIRaft, Armoury, below. --. :
the equator, the polar and glacial zones are habitable without protection Screens: None. I .

for short periods. Configuration: Close structure, streamlined, light armoured, submersible 
The planet wassurveyed in 8755 (Translators note: 120 Ksiff yearsago) (maximum depth 30 metres at normal pressure). 

at which time local governmental forms ranged from 2 to 4 and 9 to D. In Capacity: 60 tonnes cargo, no Rassenger accomodation. 
accordance with standard Ksiff Conglomeration laws (see section 124355 Ship's Vehicles: 1 enclosed AirIRaft with submersible capacity (max. 10 
Uniform Penal Code) the planet has been declared a cultural quarantine metres), maxlmum speed 180 kph, armament 1 fixed 
zone, pending emergence of a unified planetary government or self- light machlne gun. 
destruction. The penalty for any form of cultural contamination is impris- 
onment or death. MODULE 5: Personnel and Skills 

Ksiff Universal Data Encyclopaedia, 202nd Edition 1 IXXTEW WNlK Female, he~ght 1 2m, blue eyes, grey halr, blue warty sk~n 
Ca~fa~n/P~lot  Merchant Captain 478875 Aue 38 5terms 

MODULE 3: Briefing ~iiot.3, Streetwise-2, Pistol-2, Vacc Suit-2, Computer-1, Cutlass-1 Mesh Armour 
2. TANGJU RUL: Male, height l . lm ,  black eyes. yellow hair, bluegrey warty skin, prosthetic right arm. 

As the ship approaches Earth, i t  quickly becomes apparent that the library Navi@tor/Co,uterprogrammer EX-scout 1st Lieutenant 5 6 9 ~ ~ 9  Age 47 Gterms 
data is somewhat outdated. The vessel carries sophisticated surveillance Navigator-2, Vacc Suit-2, Jack-o-T-2, Computer-2, Rifle-2. AirlRah-1, Pistol-1, Blade-l Mesh Armour 

and sensing equipment which soon picks up numerous signs of a type 5 3. OTNIHOO: Asexual, height 1 . 1 5 ~  purple eyes. brown warty skin, grey hair. 
Medic Ex-Navy 1st Lieutenant 778966 Age 50 7 terms 

or 6 technology, including radio and radar transmissions and massive ),ledic-3, ~ ~ ~ h ~ ~ i ~ ~ l - 1 ,  comp~ter - l .  ~ir lRaft-I ,  Shotgun-1. 8rawling-1 - Jack Armour 
electrical static. By this time, a majority of the damage i s  repaired and it 4. ESEDPWASC: Female, height 1.3m, blueeyes,yellow hair,smooth blue-greyskin. Achlorophylladdict. 

Merchant 3rd Officer 889A52 Age 44 6 terms seems certain that the jump drive can be restored if at least kilogrammes z:f:.4, Brawling.?, Vacc Suit.2, Bow Combat.2, Mechanic.2, pistol.l, Carbine.l Mesh Armour 
of Deuterium Oxide Can be added to its neutron damping system. 5. UYRlG U N l G  Male, height lm ,  grey eyes, grey hair, blue warty skin. A psionic. 

Taking up a polar orbit the ship begins to survey Earth, eventually Linguist/sensors Ex-Scout 2nd Lieutenant 557988 Age 38 4 terms 
Linguistics-3, Survival-2. Su~eillance-2. Carbine.1, Intelligence.1, AirlRaft-1 Mesh Armour finding traces Of the Over a glacial 'Ountry where a 
6. IJJSTARSWIMMER: Male, height l . lm,  green eyes, grey hair, bluelgrey warty skin. 

factory is producing the material. Gunner/Steward Merchant, no rank 798968 Age21 1 term 
Accordinslv the Caatain decides toattemat a secret landins somewhere Gunner-2. Steward-1. Sword-l Jack Armour 

near the plait'and try ' to take some ~euterium Oxide without attracting 
the natives' attention. 

MODULE 4: Starship 'Xxistr Rniak' (Green Horizon). See Map 1 
The Green Horizon i s  a typical merchant explorer of the Ksiff culturerand 
is used in a variety of roles. With the following exceptions, the ship's 
equipment i s  similar to that of later Imperial vessels: 

The sensor room (13) incorporates a variety of detection gear including 
a psionic amplifier (see Crew). The common room (17) has usual games 
computer and exercise machines (A) but also a large mud wallow (B) and 
fresher (C) since communal wallowing and bathing are important social 
functions among the Ksiffchi. The drive room (18) holds the AirIRaft but 
though both the ship and the raft are submersible the room's hatch cannot 
be opened underwater since the drives would be damaged. The suit and 
armoury roomi20) holdsfull vacuumsuitsforall hands (suits in emergency 
lockers 12 are lightweight plastic without armour or radiation protection, 
50 rounds air supply) and the following weapons: 6 missiles (see ships ar- 
mament), 3 carbines, 4 pump shotguns (7 shots), ammunition. There is 
also a pack of 15 filter masks with normal survival supplies. 

The ship is carrying a variety of cargo including domestic goods, milit- 
ary supplies, trade goods and food: 

12 cases x 16 bottles 98% flavoured alcohol; 20 frozen carcasses (non- 
sentient herbivore) in freeze container; 2 empty freeze containers; 1 freeze 
container holding corpse of 2nd Engineer;* 45 cases x 144 sachets plant 
seeds in spiced sauce; 125 canisters f ire-retardent foam ; 16 inflatable boats; 
48 spades; 6 tonnes assorted domestic g!assware; 330 towjitre cans white 
paint; 45 bales aluminised plastic film (light sails); 500kg medical supplies 
Witable for silicon-based life forms, not Ksiffchi [or humans1 ). 

7 containers military stores: 1 suit battle dress; 2 suits combat armour; 
2 light assault guns +24 clips each HE and flechette ammunition, 
scopes; 3 Advanced Combat Rifles (ACR) + 27 clips HE ammunition; 
1 Plasma gun (equivalent to PGMP-12); 15 x 1 kg blocks plastic explosive; 

Note on Ksiffchi: The average Ksiff is a warm-blooded marsupial 1 t o  1.4 
metres tall with hair on its head, arms, and back. They normally have ex- 
tremely warty but dry skin, with the absence of warts a social stigma and 
a sign of congenital disease, mutation, or drug abuse. They have highly re- 
flective slitted eyes with extremely good night vision and moderately good 
day vision, through a filtering third eyelid. They are happiest in moist con- 
ditions and feel uncomfortable in especially dry or hot climates. They can 
stay underwater without breathing aids for 3-8 minutes. 

Most Ksiffchi names relate to places, clans, etc,and are not translatable. 
An occasional ind'ividual or family group will change their name t o  indi- 
cate a particular profession or interest, as in the case of Ij j Starswimmer. 

The Ksiffchi honour psionics, seeking them out inadolescencefor early 
training or testing on entry to military or civilian service. Uyrig Unig, for 
example, was tested on entry to  the Scout service, found to have psionic 
talent, and given intense training by the service, with his service speciality 
being related to his talents as well as acquired skills. His talents are Tele- 
pathy (Level 5), Clairvoyance (Level 6), and Special (Total Recall - no 
strength penalty), with psionic strength 8. He has two ampoules of a drug 
analagous to booster. The psionic booster fitted in the sensor room am- 
plif ies his clairvoyance to permit limited effect from orbital distances with- 
ouy strength penalty. I t  is not portable since it weighs 180kg. requires com- 
puter backup, and must be attached to his head by 14 electrodes. 

A€ the age of 48-55 Ksiffchi metamorphose into an asexual form with 
brown skin, but this has no other effects except that it often causes the 
breakup of family groups. 

In addition to the weapons in the ship's armoury most crew members 
possess their own arms, carried or kept in their cabins: IxxtewWnik: Snub 
pistol, 2 clips each type of ammunition, cutlass. Tangju Rul: ACR + in- 
tensifier sights, 5 clips ammo, 2 blades. Esed Pwasc: Repeating crossbow 
and 21 bolts, revolver (5 shot) and 125 rounds. Ij j Starswimmer: Foil, 
2 daggers. 

". 
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MODULE 6: Objective and Surrounding Area - Long Range Sensor Scan 
The objective is  a factory building forming part of a hydro-electric com- 
plex and industrial plant near a small town. 

The hydro-electric plant is  in two sections, fed by pipes from a moun- 
tain lake, with the factory adjacent to  the upper section on a mountain 
terrace. Pipes and power lines run down the mountain from the upper ter- 
race to a larger industrial complex below, which includes various metal 
refining and chemical processing plants. The upper terrace, however, holds 
only the power plant, the factory, and a few other buildings which do 
not appear t o  be for industrial use. The terrace is connected to the lower 
area and surrounding countryside by several kilornetres of winding road 
and by two parallel metal rods, also winding through several kilometres, 
which are probably supports for some form of ground transport. There 
does not appear to be any facility for aircraft on the plateau or anywhere 
in the near vicinity. The plateau is approximately 150 metres wide by 
300 long, with a surface of moderately rough rock. There appears to be a 
road system connecting the buildings on the plateau. Several metallic ob- 
jects of considerable mass (25-50 tonnes) were detected, probability 67% 
industrial machinery, 43% scrap metal dumps, 25% vehicles, 11% metal 
ore dumps. 

Apart from the nearby town most of the surrounding area is apparent- 
ly uninhabited forest and/or lakes. Most bodies of water are frozen, there 
is considerable snowfall. 

I MODULE 7: Objective and Surrounding Area - Detailed Information 
' See maps 2-4. 

The factory is  in German-occupied Norway in 1943. Heavy water is being 
I produced as part of the Nazi atomic weapons programme. This is known 

to the Allies and there have been a series of Resistance, Commando and 

! RAF raids against the complex. 
Accordingly the Germans hold several hostages in the complex and 

have stationed anti-aircraft guns, troops, and tanks on the plateau. Rein- 
! forcements are available from the nearby town but will take at least 40 

rounds to arrive, although Luftwaffe fighters can reach the area in30rounds 
! given favourable weather conditions. 
I .  In the following description of German troopson the plateau all Troop- 
: ers, NCOs and Lieutenants should be rolled on the Trooper encounter ' table [p39 Supplement I I ,  unless stated otherwise. 

Troopers carry the indicated weapon used at skill level I, on 8+ carry 
I grenades. Those operating heavier weapons, vehicles, or communications 
: equipment also have appropriate level 1 skills, in addition to their basic 
. weapon and skill. 

NCOs carry the appropriate weapon, used at level 2, and grenades on 
! 6+. Those operating equipment have the appropriate skills, also at level 2. 
i Additionally, on 7+ NCOs have a second level 1 weapon skill or level 1 

brawling skill. 
Lieutenants have weapon and equipment skills as NCOs, and carry a I second weapon used at skill level 1 on 5+. On 4+ Lieutenants also have 

; Command-1 or Driver-I skills. German troops are unarmoured except 
j for steel helmets. 
t The plateau is patrolled by 3-5 groups of two troopers accompanied 
' by a guard dog (Chaser, 30kg, 712, Jack, Teeth, A8 F6 S2). 
: AA Guns: Manually loading, H E  shells 88mm, chemical explosive, crew 6, 

T L  6. Crew-I NCO, 5 troopers. Field telephone at each post. Fixed posi- 
tions. 

i Towers: Wooden towers 10 metres high holding two trooper , one heavy 
: machine gun, one arc searchlight. one field tele~hone. 
, Tanks: Heavy armoured. Crew: 1 lieutenant, 2 troopers, 1 NCO r ment: 

! Max speed 40kph. 

h 
I 7.5cm high velocity gun (HE shell), heavy machineIgun, 2 smoke mortars. 

! Motorcycles: Half-tracked with sidecar, light armour. Crew:.2 troopers; 
: armament: 1 heavy machine gun. Maximum speed 60 kph. 
, Steel Bridge: Heavy road bridge with rails sunk in concrete for trains, will 

, take weight of any vehicle on plateau but is  not wide enough for more 
than one t o  pass. Guarded by 1 NCO, 5 troopers. 
Footbridge: Narrow wooden structure, breaking strain 3 tonnes, width 
does not allow any vehicle except motorcycles to use. 

! Gatehouse: Guarded by two troopers with two dogs. 
: Building I :  Disused storehouse occupied by Germans. Room 1 is  used as 
, a guard room, holds 15 troops. Room 2 holds 2 NCOs and 1 trooper, plus 
: a field telephone, filing cabinets etc. Room 3 holds 12 hostages (8 men, 2 
I women, 2 children), plus minimal furniture, bedding, etc. 
, The building itself i s  of brick and timber construction. Parked in front of 
.i the building is a tank, externally intact but missing various engine and 

gun parts. I t  has been cannibalised to repair the other tanks and is  totally 
j '  unusable. 
.: Building 2: This building was constructed as the rail control room and 

coal depot for the complex but is now also used by the German command- 
' ant as his headquarters. 1 : Locked store shed holding railway sleepers, oil 
'1 lamps, engine parts etc. 2: Locked store shed holding coal. 3: Point con- 

!; trol levers, indicators, etc. The room is occupied by two Norwegian civil- 
, ian railway workers and three troopers. 4: Military communications room. 
' The room holds two radio transmitters, the field telephone switchboard, 

a map table, and filing cabinets, and is occupied by four troopers and 
NCOs. 5: Commandantoffice.Occupiedbythecommandant-UPPA98789, 
Auto pistol, skills Pistol-2, Rifle-I, Command-3, SMG-1,and two lieut- I enants and an NCO. This building is  also of timber and brickconstruction. 

Building 3: Purpose-built barracks,constructedof steel-reinforcedconcrete. 
At any given time the building will be occupied by ld6+6 troopers. If the 
motorcycle teams are not needed elsewhere they will also be in this build- 
ing. The NCO's office holds 1-3 NCOs and 1-2 troopers, and i s  fitted with 
a field telephone. 
Building 4: As building 3. If the tanks are not in action their crews are al- 
so based in this building, with the tanks parked outside. 
Crane: This is a large diesel powered crane (TL 5) capable of lifting several 
tonnes. The engine is cold and will take ld6-1 rounds to start,extremely 
noisily. 
Train: The train is  loaded with most of the heavy water produced by the 
factory over several months, and is due to leave at dawn preceded by 
troops on foot and accompanied by parallel road patrols with air reconn- 
aissance. 

Car A is  an open wagon, and is to  hold the Norwegian hostages next 
day. The engine (B) holds a German civilian stoker and is guarded by four, 
troopers, all armed with SMGs. Car Cisa wagon with high lightly armoured 
sides, and holds four troopers with a heavy machine gun, a light mortar, 
and a pack radio transmitter. The sides can bedropped to givethe machine 
gun a clear field of fire. 

Cars D, E and F each hold eight 20-litre containers of Heavy Water, 
the containers being made of glass inside steel canisters, chained and pad- 
locked to the floor, and weighing 50kg. Each car i s  guarded by fourtroop- 
ers, with another inside the car. Car G isa flatbed wagon carrying a light 
anti-aircraft gun, 5cm HE shells, auto-loading, with 3 crew (2 troopers, 
1 NCO) plus a pack radio. Car H is the control car, a lightly armoured 
closed wagon containing two lieutenants and three NCOs with two radio 
transmitters. The car i s  fitted with two heavy machine guns firingthrough 
slits, and stores on board include a pack flame-thrower, medical supplies, 
and tools for railbed repair. Four extra lengths of track are fixed to the 
car's side. When the train leaves next morning this car will also carry the 
German Commandant. 
Upper Turbine Building: This is a massive reinforced concrete structure 
with spotlights fixed along its walls at regular intervals. There are two pairs 
of locked steel doors on its east side, both guarded by troopers with light 
machine guns occupying small sentry boxes (A). 

The building's interior is  brightly lit, and is dominated by six huge 
turbo-electric generators, each 4 metres high. Numerous EHT cables run 
from these generators to  the ceiling cablenetworkand to large transformer 
and rectifier units along the south and east walls (C). There is a series of 
large valve control boxes with protruding wheel handles along the north 
and south walls, manual backups for electrical valves operated from the 
control room (D). Six troopers patrol the main floor. 

The control room (E) i s  a glass-windowed cabin on a steel scaffold three 
metres above the main floor level, occupied by three Norwegian engineers 
and an NCO. There i s  a long control panel under the window along the 
west side of this room, operating the generators, valves, etc. I t  is possible 
to  use this panel to cut power to  the complex's buildings and to the lower 
turbine and distribution centre; the latter would black out parts of the 
nearby town including the local hospital. I f  the water valves were also 
closed power would be lost throughout the town and for somemilesaround, 
including the supply to  the lower Luftwaffe base. I f  power is cut to the 
complex only the radio and field telephone systems will continue t o  op- 
erate, since they are battery powered. There is  a military field telephone 
and a civilian telephone in this room, and an alarm button. 
Catwalk: The catwalk between the turbine building and the factory is a 
slippery steel structure, with locked steel doors at each end. Steps run up 
from each end of the catwalk to the roof of the relevant building. These 
steps are used by the AA gunners stationed on the building roofs. The 
catwalk is also spotlit. 
Factory: Another massive concrete structure, also spotlit. There are bolt- 
ed sliding steel doors in the east and west walls, guarded by troopers in 
sentry boxes (A). The building's interior is brightly lit, divided into two 
sections by a 4 metre high brick partition, pierced by a pair of locked 
metal doors. 

In the NE corner of the north section is a glass-windowed office (B) 
holding the works manager, his secretary, and a German lieutenant. There 
are 3kg of platinum electrodes in the factory safe (X).  The room also holds 
a field telephone and a civilian telephone, plus an alarm button. South 
and west of theofficeare machine toolsand workbenches (C). By day 10-15 
Norwegian civilians work there, at night 1-6. Four troopers and an NCO 
roam this area. 

Parked by the steps to the gantry between this building and the turbine 
building are a fork l i f t  truck, charged for 50 rounds use and capable of 
lifting 350kg, (Dl with three trolleys which the truck can tow.Thetro!leys 
have independent lever-operated brakes which are.normally kept on when 
not in use. In the factory corner by the east doors are three large drums 
of industrial ether, (El. If these are pierced ether will spill over the floor 
and will ignite with any spark, for up to a 5d6 fireball depending on the 
amount spilled. Each drum holds 50 litres of ether. Ether is also a power- 
ful anaesthetic. 

The south part of the factory is  dominated by 40 largeelectrolysis 
units, each connected to several pipes and cables on a complicated sup- 
porting frame. The cables run down from a ceiling network, while the 
pipes run along the frames. Each electrolytic unit is in three main parts - 
an upper electrical chamber in which water is 'cracked' at high voltages 
t o  produce minute quantities of Deuterium and Oxygen, a middle low 
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voltage arc chamber which combines the gases to form Heavy Water, and 
a lower condensation chamber and collection flask which holds the liquid 
once refined. The flask of each unit holds 150 grammes of Heavy Water, 
and is inside a metal jacket bolted to the unit. I t  takes 2 rounds to re- 
move each flask. Two German and one Norwegian civilians work at var- 
ious control boxes (F) around the walls. A German lieutenant sits at a 
table (G) next to field and civilian telephones and an alarm button. 

MODULE 8: Allied Military Operations 
The shipment of heavy water from the plant to Germany is known to 
the Allies, who have made various plans t o  attack the factory and train. 
At eleven PM the night before the train is  due to leave, a mixed group of 
Resistance fighters and Royal Marine Commandos (who landed by glider 
two days earlier) will attack the German Commandants office then attempt 
to free the hostages from building 1. This operation is primarily to divert 
Nazi attention from a larger group who are mining the track and prepar- 
ing various ambushes along the route. The group raiding the complex are 
a Commando Lieutenant, two NCOs and ten troopers, all armed with 
blades, strangling wires and silenced light machine guns (modified Sten) 
and eleven resistance fighters armed with machine pistols, blades,and gren- 
ades. All Commandos have skill level 2 with all weapons carried plus 
Brawling-I. Commando NCOs haveskill level 3with bladesand Brawling-2. 
The Commando Lieutenant hasthesameskillsas hisNCOs pluscommand-2. 
Resistance fighters have skill level 1 with all weapons. The groupalso have 
a bazooka +I 5 rounds. All are unarmoured, should havetheir characterist- 
ics rolled as randomly-encountered troopers [p39 Supplement I I ,  and 
carry additional equipment such as skis, ropes, etc. 

A secondary objective of this operation, should it prove possible, is 
for the group to attack the train or factory. This should only be under- 
taken given perfect conditions. 

Unknown to the raiding party, the RAF also plan to attack the factory 
at 2am next morning. This attack will be made by upto 12 heavy bombers, 
without escort, each dropping 8 tonnes of bombs (HE). The RAF are un- 
aware of the Commando operation. 

MODULE 9: Psychological Reactions of Humans t o  Ksiffchi 
Reactions of humans t o  Ksiffchi vary considerably according to cultural 
background, education, etc: 

Dice Roll GERMANS 
2 Disbelief 
3 Fear 
4 Superstitious Awe* 
5 Confusion 
6 Confusion 
7 Disgust 
8 Hostility 
9 Hostility 

10-12 No reaction** 

NORWEGIANS 
Disbelief 

Fear 
Superstitious Awe* 
Superstitious Awe* 

Confusion 
Confusion 
Confusion 
Hostility 

No reaction" 

BRITONS 
Disbelief 
Disbelief 

Fear 
Fear 

Confusion 
Confusion 
Confusion 
Hostility 

No reaction* * 

* Both Germanand Norwegian legendsincludecreaturesresembling Ksiffchi, 
such as kobolds and trolls. Some individuals may believe they are super- 
natural beings. 
** This means that individuals react as they would to an unexpected hu- 
man intrusion, and may imply that the person concerned i s  either short- 
sighted or drunk. 
Modifiers to the above roll are; Intelligence 8+, +I, Education 8+, +I, In- 
telligence 5-, -1, Education 5-, -1. Reactions rolled on the above table 
are likely to  be of short duration, especially in combat. 

MODULE 9A: Ksiffchi Reactions t o  Humans 
Without exception all Ksiffchi find humans t o  be remarkably ugly, and 
this will make it very difficult for them to distinguish men from women 
and military from civilians. They will find it impossible to distinguish bet- 
ween Norwegian, German, and British combatants. Theonly identification 
they are likely to  make without difficulty is that of children. 

MODULE 10: Referees Notes 
General: This scenario should be played with the aid of Traveller Books 
1-5, plus Supplement I: 1001 Characters. Two additional publications 
likely to be useful are Games Workshop's llSS Ship Files and Paranoia 
Press' Scouts and Assassins. The scenario can be played in two ways. The 
first pits the referee, playing all non-Ksiffchi characters, against the party. 
In the second method players take on Ksiffchi and German roles, suitable 
characters being the German commandant, the lieutenants in charge of 
the factory and the train, and the tank commanders. Referees using the 
first method of play should give players modules 1-6, and can optionally 
accompany modules 2 and 3 with a simplified world map omitting all 
place names and showing the plant's position, and module 6 with a sim- 
plified outline map of the complex showing buildingsand permanent in- 
stallations only, without labels. 

Referees overseeing the Ksiffchi vs German variant should give the 
above information to the Ksiffchi players and module 7 with the detail- 
ed map of the site to the German players, and control the Allies' operations 
themselves. It should be remembered that if the suggested assignment of 
player characters for the German team is followed characters would only 
know of each other's activities by radio messages, field telephone, or 

direct observation. 
Referees may find the following additional data helpful. 

Module 1: The background to the privateer attack is a complicated net- 
work of trade rivalry involving several spacefaring civilisations. The Ksiffchi 
are not primary participants in this conflict, but tend to sell arms and 
equipment to all sides. 
Module 2: An accurate Ksiffchi analysis of Earth in 1943 AD would be: 
X8669786G. 

The description of Earth's atmosphere as tainted i's a fiction, designed 
to stop chlorophyll pedlars visiting the planet. If the crew wear filter 
masks as directed it is unlikely they will realise this, since most have only 
experienced it as a synthetic drug and are unaware or have forgotten that 
it can occur naturally on some worlds. If masks are not worn Esed Pwasc 
will recognise the smell sooner or later, and may desert her colleagues in 
order to  investigate. 

Elapsed time is 144 years between the original survey and the Green 
Horizon's visit. The figure can be found by consulting navigation dataand 
converting Ksiffchi years to Terran. However, there is no way of finding 
Terran dates or place names from the library data since i t s  compilers sim- 
ply ignored this sort of trivia. 
Module 3: See notes for module 2. 
Module 4: All data is as listed. However, it should be noted that the ship 
now has only enough fuel for a takeoff, normal manoeuvres, and one 
Jump-2. 

I t  is recommended that referees study the characteristics of all com- 
bat equipment with care, especially the Battle Armour and Plasma Gun. 
Both of these devices are shipped with discharged power packs t o  avoid 
accidents, and will need at least 6 hours assembly, adjustment, and charg- 
ing before they are ready for use. 

The ship is  painted dark blue with orange stripes on wing edges, scoop 
intakes, jump drive and hatches, and fluorescent red identification marks. 
Module 5: Ksiffchi usually ignore the fact that they possessbelly pouches, 
which are normally only used by females in the first twoweeks after birth 
of their young. However, these pouches are excellent hiding places for 
small weapons or tools and at their discretion referees may remind play- 
ers of this fact. 

An additional effect of chlorophyll addiction (apart from its social 
stigma) i s  a slowing of reflexes, giving a DM of -1 on all initiative and re- 
action rolls. 
Module 6: As already suggested a simplified sketch map of the area can 
be supplied to augment this module. 
Module 7: The area surrounding the power station and factory is  regular- 
ly reconnoitred by the German Army and Luftwaffe. I f  the ship is  land- 
ed in the open without camouflage it will be noticed on a roll of 8+ each 
day, DM +I per day. There are several ways of hiding the ship, the sim- 
plest being to spray it with white paint (raising observation roll to 9+ 
without modifiers) and more effectively but almost as easily by burying 
it in fire fighting foam or snow (observation roll 11+, no modifiers). For 
maximum security the ship can be hidden underwater, which makes cas- 
ual observation impossible. 

For the purposes of this scenario it i s  assumed that the ship makes a 
landing at night, the crew prepare for the raid throughout the night and 
next day, then attack the next night. If the crew attack earlier the situa- 
tion will be essentially unchanged except that there will be no Allied at- 
tack to divert German attention. If the crew attack after dawn next day 
the train will have left, taking most of the Heavy Water and roughly a 
third of the German forces with it. 

German forces available as reinforcements from the town are a max- 
imum of 3 tanks as described in module 7.6 armoured cars (light armour, 
turret machine gun, max. speed 80kph), and 5 trucks each holding 20 
troopers. 

Weather for the night following the landing is clear at first with some 
snow after lam until mid-morning, with the following afternoon and night 
clear and extremely cold and local open water freezing to a depth of sev- 
eral inches by the next morning. 

There is a slight chance (roll 1 I+) that German observers will notice 
the ships landing, although it will be reported as a bomber crash or glider 
landing. There is  an equal chance that the landing will be observed by 
Norwegians. If the Germans are aware of the landing the number of flights 
over the area will double, giving two chances per day of observation. 
Module 8: The Allied attacks are supposed to be on different nights, but 
there has been a breakdown in communications. If the Allied and Ksiffchi 
raids coincide each is likely to attract the othersattention,and an exchange 
of fire over the width of the complex is  quite possible given the weapons 
used by each group. 
Module 9: Reaction of dogs to Ksiffchi and vice versa - on a roll of 8+ 
dogs will react to Ksiffchi with extreme terror, and make ferocious attacks 
with a DM of +I. On a roll of 10+ this reaction turns to panic and dogs 
will flee, disobeying their handlers' orders. Ksiffchi will not feel any un- 
usual reaction to dogs, but will feel no compunction in killing such ob- 
viously dangerous animals. 

While this scenario is  not based closely on historical events it was in- 
spired by incidents of the Second World War, especially Allied operations 
against the German-controlled heavy water plant in Telemark, Norway. 
Interested referees might find it useful to see the fi lm The Heroes of Tele- 
mark or read any of thestandard workson Norwegian resistance operations 
in the war. 





Dear WD, 
Having played AD&D for many years as 

both DM and player several points have 
eluded me about the game. Your magazine 
has solved many a problem (as well as creat- 
ing a few), but the cleric class still poses 
me with some problems. My question con- 
cerns the cleric weapon restrictions. 

A cleric is in combat with an orc and 
rolls a natural twenty. The DM allows 
double damage. The clericis a using a mace 
and throws 2d6+2 and adds a +2 strength 
bonus. He throws 13 points of damage. 
The poor orc only has 1 hit point and dies 
pretty suddenly. In effect, the cleric has 
killed the orc 13 times over - a  hefty blow 
like that would have drawn blood. Yet the 
PHB states that 'clerics are forbidden to 
use edged and/or pointed weapons that 
shed blood.' The question is are clerics for- 
bidden to  use sharp edged weapons, or are 
they forbidden to shed blood. I f  it 's the 
latter this not only stops them using edged 
weapons but weapons of any sort! I f  i t 's 
the former why can they use blunt weap- 
ons which can cause as much harm. The 
rule in the PHB does not make sense in i t s  
present format nor does it give any ration- 
al explanation when blunt weapons can al- 
so draw blood but be permitted. 

If edged weapons are not permittedthen 
why give clerics spells such as animate ob- 
ject which could be used on a sword or dag- 
ger or a spell which when used creates a 
barrier of whirling, flashing razor-sharp 
blades. After all, i f  a cleric can't use asword 
what's the point of having a spell that 
creates them? This would surely contra- 
dict a l l  his ethics and doctrine. Any 
comments by other readers would be grate- 
fully received. 

Yours, 
Kevin Partridge, Essex. 

-A good point. The shedding blood ban 
seems to  be an anachronism from the early 
D& D bookslchain mail rules, largely based 
on the first Grey hawk campaign - itself 
based on medieval Europe. In  medieval 
times (circa crusades plus) christian priests/ 
clerics couldn't technically shed blood. So 
they used maces when they went to war. 
As most opponents wore plate the mace 
didn't shed blood. In  any case, the mace 
was much more effective against plate ar- 
rnoured opponents, den ring plate and 
stunning the wearer. Unfortunately, most 
D& D monsters/NPCs etc dcn't wear plate. 
Naturally, a mace (often studded) is bound 
to shed (or more aptly splatter) bloodwhen 
a strong blow hits bare or lightly armour- 

ed flesh. I t  would appear that this rule is 
somewhat artificial, especially in the case 
o f  the blade barrier spell. Why follow the 
PH B ruling? I t  would make more sense to 
enforce this rule on a deity/religious basis. 
I f  the cleric is lawful (or chaotic, etc) good 
and worships a healing/christian type god, 
then enforce it. Such a cleric would shy 
away from shedding blood and his priest- 
hood wouldn't train anyone in a weapon 
to do so. I f  the cleric is evil and worships, 
say, a god of murder/death etc he would 
not even care i f  he did shed blood (in fact 

he'd probably enjoy i t )  so the .rule would Dear WD, 
not have to apply here. Indeed, a wargod's I was curious about Charles Stross'mon- 
priesthood might well train their priests ster in the Fiend Factory of WD33. It puz- 
in an axe or sword, for instance. Certainly, zled me that he made the Lord of the Mind 
it's easy to imagine a priest of  Set with a Flayersa chaoticevil being. Surelyinevery- 
poisoneddagger or two. Becarefu1,though. ones eyes this would seem a strange anom- 
One reason why the rule exists is to  limit aly; the highly lawful mind flayers would 
the clericseffectivenessasafighter(orthere certainly not tolerate a chaotic Lord. No 
wouldn't be any fighters - they'd all be matter how powerful Zytra is the mind 
clerics), Thereshoulddefinitelybeasevere flayers would destroy him. The illithids 
weapon restriction on the cleric, even if it would possibly enlist the aid of deity-rank 
does vary from religion to religion. -Ed beings of their alignment, such as Asmod- 

eus, in order to crush this chaotic threat. 
Dear WD, Would a group of elves accept a paladin as 

ln.WD33, Mega-City News, pp31, I read their leader? Would gnolls accept Geryon 
(with much annoyance) the paragraph en- as their Lord instead of Yeenoghu? I think 
titled 'Over the Top' concerning the new not. 
RPG Recon by RPG lnc. My annoyance I would like to hear Charles'reasoning 
stems from the mention of 'obscenities' for making Zytra a demon lord instead of 
in the Vietnam war and the implication an arch devil, orwhatever. Perhaps Charles 
that this makes the game somehow 'mor- is just into chaotic creatures; his excellent 
ally wrong'. The 'obscenities' that are contributions to the Fiend Folio (death 
mentioned, together with the rights and knight, githzerai, githyanki, slaad) are all 
wrongs of that particular war, are totally chaotic, apart from some githyanki. 
irrelevant to a game based on the subject. Now to my second point. The non- 
I see no condemnation of prostitution rack- human deities section of Deitiesand Demi- 
ets in FGUk Gangster RPG, or lynchings gods is incomplete for reasons given there 
in TSR's Boot Hill RPG or SS atrocities in and also deals with Monster Manual mon- 
Squad Leader etc etc. These aspects of the sters only. I would like to  see in WD some 
game background are totally irrelevant to  additions to the ranks of non-human gods, 
thegame (or should be). One final thought leader-types etc. I t  seemsunlikely that any 
on the matter - how many readers have official TSR work will be done to  expand 
seen D&D MUs throw fireballs into rooms upon the non-human mythoi, so WD is the 
full/caves full/woods full of orcs/goblins best place to present something in thisarea. 
etc? But then that's different, isn't it. Oh, How about it? Detailsof sacrifices, spheres 
what fun fireballs are! of control, legends and influence' on the 

Yours faithfully, race are just as important as the statistics 
Gareth Williams, Laleston, S Wales. of course. 

Yours, 
Dear WD, Nigel Squires, Worcester. 

Full marks to Paul Vernon for his Town 
Planner series, apart from being inform- - Charles' alignment inclinations 1 can't 
ative, he puts forward some interesting answer for but we do havea threeissueser- 
ideas. Perhaps you could include a glossary ies called Inhuman Gods by Phil Masters 
of terms used in the series for those who queueing up for publication, which deals 
can't remember their history lessons. A fin- with the Gods, sacrifices etc of  the Fiend 
a l  note; why don't you bring back the old Folio monsters. -Ed 
system of rating reviews (in Open Box). 
This would helpreadersdecidewhichgames 
suited them a lot more than a single over- 
all mark. 

Best wishes, 
Trevor Graver, London. 

-Any other thoughts on this? 

Dear WD, 
I noticed a couple 

of anomalies in WD 
33's Weapons for 
Traveller. The Flame- 
thrower Ammo wt. 
should be 10,000 not 
1,000, the Snub Rifle 
i s  a Zero-G weapon, 
and the Flamethrow- 
er Range Matrix, 
under long range, 
should read -6, not 
+6. 

Yours for better 
proof reading, \ 

\ 
d, 

Ian Brotzman, 
Essex. \ 

4!? 
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Fiend Factory is a regular department 
featuring readers' monsters, edited by 
Albie Fiore. This issue a mini-scenario for 
low level and slightly higher parties. . . 

Lord of 

While approaching the village of Kanuu a t  
the head of a rocky, wooded pass. . . 
. . . Low Level Parties encounter a group of 
ragged people in the woods. They tell of 
strange events in the village the last few 
months. The lord decided to hold weekly 
feasts in the village square. Since the first 
feast, most of the villagers began to behave 
oddly, and some strangers, fighting men, 
seemed to be in charge. The group were 
then driven out, and have since been living 
rough. They know a secret underground 
entrance to the lord's manor from a nearby 
cave, which they will reveal i f  the party are 
willing to investigate. 
. . .Higher Level Parties meet a caravan 
coming from the village. The caravaneers 
are annoyed. Whilethey were camped near 
Kanuu, some of their guards entered the 
village for supplies. they were invited to 
feast and apparently had such a good time 
that most decided to stay on in the village. 

Kanuu 
The village is quiet. People are mechanic- 
ally doing mundane jobs overseen casually 
by armed men, though they are neither in 
fear nor forced. Once a week, a grand feast 
i s  held in the village square around an open 
fire. All are invited. The village lord attends 
but does little. From the lord's village 
manor and from the local temple, passages 
lead down to the village's burial catacombs. 
The only (undrugged) villager who could 
tell of the passages is the village idiot. 

DM'S Information 
Kanuu is  ruled secretly by aspidron dwell- 
ing in the manor. Its cohorts, 2nd level 
fighting men, and the lord (drugged) put 
spidrone on the fire a t  each feast. The sec- 
ret entrance the escaped villagers know 
leads to the catacombs. From the manor, 
apart from the passageway, there is an old 
drain (down which the spidron can go in 
liquid form) that leads to a cavern a t  the 
far end of the catacombs which is the lair 
of dark bats. In the darkness there, the 
spidron has hidden its cabinet. Many of 
the bodies in the catacombs are picked 
clean and many with flesh left are covered 
with small eggs as the place is ridden with 
beggar-lice. Undead rats also scratch about, 
activated by a scroll the spidron had when 
it first crept through the catacombs to the 
manor. Treasure is what the spidron has 
looted from the village (DM'S discretion). 

SPIDRON 
by John R Gordon 

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

1 
7 
8"/%" (liquid, see below) 
5d8 + 3 
See below 
1 touch for 2d8 (special) 
Neutral evil 
Genius 

The spidron is a very rare creature of great 
malignance. Despite i t s  high intelligence, 
i t s  warped mind is infected with megalo- 
mania, greed and loathing for all humanoid 
life-forms (although it will readily co-oper- 
ate with them to achieve i t s  aims). The 
spidron itself is a shapeless, thin, green 
liquid which only maintains a partly 
humanoid form through the power of a 
special magical cabinet, which eachspidron 
possesses. The spidron must return to, 
and enter, the cabinet every 3 days or 
collapse into a powerless green liquid,able 
only to trickle back to its cabinet at %" 
per round, where it will slowly reform. I f  
the fragile cabinet i s  destroyed, the spidron 
i s  reduced to a powerless liquid for ever. 
Thus the spidron will guard i t s  cabinet 
with i t s  life. There is a 15% chance that it 
will be in the cabinet when encountered. 

The spidron wears a shapeless, one- 
piece robe, reinforced by stiffened leather 
which helps the spidron hold its humanoid 
form. A mask, often coming to a point, 
covers the head completely, leaving only 
eye-slits, behind which there i s  only dark- 
ness, for the spidron has no real eyes. 
Similarly, its voice is thin and disembodied 
as i t  does not come from a real mouth. 
Below the waist, it is rather shapeless 
(hence the long robe) and in fact oozes 
along on a single foot, like a slug. I t s  hands 
alone are visible outside the robe, and 
these are long,slimy, fibrousand withered. 
Each finger comes to a point, like a root, 
to which a small silvery ball i s  attached by 
a single fibrous strand. 

The spidron i s  immune to charm and 
suggestion spells and can use the psionic 
abilities ESP and Telepathy at will. 

The cabinet of the spidron, made of 
silver and glass (3'x3'~6'), may be worth 
up to 10,000 gps as a collector's item. The 
cabinet's magical energy gives the spidron 

,i ts functional form. This energy is only 
maintained by placinga living humanoid in 
the cabinet every 7 days. The spidron' 
attacks by a touch which weakens the 
nervous system of the victim. Those 
touched take real damage, but when they 
reach between 0 and -4 hit points they 
fall into a cataleptic state for 6 - 36turns, 
awakening with but 1 hit point. The 
spidron then seeks to drag its catatonic 
victim off and place them in the cabinet, 
where in 1 round all energy is  drained from 
their body (which can only then be re- 
turned to life byresurrection). Thespidron 
can liquify at will, which it will do if 
combat is going against it, leaving its robes 
to collapse, and trickle away unnoticed 
down a drain or crack to reform in its 
cabinet. The spidron will usually keep 
spare robes near the cabinet as it cannot 
hold its humanoid form without them for 
long. Spells of a cold nature immobilise it 
for the spell's duration if it makes i t s  sav- 
ing throw, double that if it fails. Fire does 
normal damage but the liquid is unaffected 
by even magic weapons. I f  it is killed, the 
humanoid spidron reverts instantly to a 
thin, green inactive liquid. 

A by-product of draining energy from 
humanoids in the magic cabinet i s  the drug 
spidrone (3 pinches per man-sized creature 
are prod'uced). This i s  an odourless, blue- 
grey powder, harmless when inhaled or 
dissolved, but a powerful drugging gas 
when burnt (1 pinch covers a %"xl"xl" 
area). Any creatures who inhale the drug 
and fail to save versus poison become 
zombie-like slaves, obedient to the Tele- 
pathic control of the spidron and to i t s  
servants. These living zombies can perform 
mindless tasks such as digging with super- 
vision, but the spidron can only make 10 
fight at any one time (attack as 2HD 
monsters, striking last for Id8  regardless 
of level and dexterity). Those drugged save 
regularly as i f  charmed, so the spidron i s  
careful to regularly re-expose i t s  slaves to 
the drug. The slaves are a useful store of 
reserve energy for the cabinet. The spidron 
can see through i t s  slaves' eyes. I t  is, of 
course, unaffected by the drug. Note that 
the drug is not an offensive weapon, but 
merely a way of maintainingaslave labour 
force to feed the spidron's lust for wealth 
and power. 

As well as the 'zombies', the spidron 
will employ some undrugged humanoids to 
direct the slaves, drug them, act as the 
spidron's guard and its emissaries to nearby 
intelligent or powerful creatures. Spidrons 
often inhabit fortified town houses or 
castles in or near towns, or in catacombs 
beneath them. Towns provide good 
opportunities for gaining wealth and above 
all, dominance so the spidron will usually 
favour them above dungeons and wilder- 
nesses. Those serving the spidron will be 
of necessity evil, placing material gain 
above the sufferings of those enslaved and 
finally destroyed by is. 

l The spidron was inspired by recollect- 
ions of an interplanetary villain in the TV 
series The Tomorrow People.) 



FIEND FACTORY 

BEGGAR-LOUSE 
by Alan Heaven and friends 

Normal Sand Marsh 
No Appearing: . I0  - 20 10 - 20 5 -12 
Armour Class: 6 5 6 
Movement: 4" 4" 4" 
Hit Dice: I d s -  I Id8 Id8  -1 
Treasure: Nil Nil Nil 
Attack: Two pincers for Id4  each; 4 claws for Ihp  of 

damage each; acid spit for I d4  plus special 

Alignment: Neutral Neutral Neutral 
Intelligence: Animal Animal Animal 

The beggar-louse resembles a wood-louse 
with i t s  arched, chitinous back and two 
long antennae, but has two large, sharp 
front pincers and only 8 legs, the front 
razor-edged to help cut up flesh. 

Colour varies according to environ- 
ment, but shades of red from scarlet to 
russet are most common. They are born 
white and develop a pink hue as they get 
older. By maturity (body length 2-1, they 
are bright red, becoming darker as they 
grow older and larger (6"). 

Adult males have a gland in the mouth 
which secretes acid to aid the rapid break- 
ing down of food. This can be used in 
defence: a double spit taking one second 
can be made once every two rounds with 
a range of 1 %' per I "of body length. They 
always aim for the eyes, making an effect- 
ive reduction of a t  least 2 in the taraet's 

Giant 
2 - 5  

6 
4" 

3d8 
, Nil 

As others but pin- 
cers do I d6+7; 

claws, 2hp; acid 
spit, I d8  + special 

Neutral 
Animal 

hatching, taking the form of Mania 
(DMG) with 2 in 6 occurences after 1 
day from hatching; 3 in 6 after 2 days; 
etc, until the pain becomes continuous, 
when the unfortunate victim will die 
in 2-7 hours of the final day. 

In any group of 20, there will be one 
female with 50% chance of two, and a t  
least 5 adult males (5% chance of 6"; 10% 
chance of 4"; 20% chance, 4"). 
Sand beggar-1ouse:These areslightly tough- 
er and usually more brown than red. 
Marsh beggar-louse: Unlike the other types 
it is not afraid of fire and takes only half 
damage from fire based attacks due to 
extra moisture in the chitin. 
Giant beggar-louse: These are 2' - 5' in 
length and lack the dexterity which the 
others use so well, meaning that i t s  AC i s  
based on its naturallv touaher chitin. It 

AC (ie. AC2 becomes AC4) unless-the attacks with acid spit i t  +3 to  hit. 
shield i s  held before the eyes, when the AC 
is increased by 2. Theacid does Id4  points DARK BAT 
of damage causing blindness within Id4 by christopher ~ i , . k  
turns lasting 1 day, if undiluted, with a 
20% chance of permanency. I t s  habit of No Appearing: 1 - 6 
appearing to s i t  down on its back four legs Armour Class: 3 
and outstretch i t s  pincers when threaten- Movement: %"/30" 
ed has earned it the name 'beggar'. Hit Dice: 2d8 

Just as all types live by scavenging, and Treasure: 1, p 
all except the giant beggar-louse leave the Attack: 1 bite for Id8  
skeleton whole (dissolving clothing and Alignment: Neutral (evil tendencies) 
armour when necessary), so all share sim- Intelligence: Low 
ilar breeding habits. These take twoforms: 
1 : The female lays her eggs on a piece of The dark bat hasa 6'wing-span and prefers 

carrion flesh in the lair, producing to live in remote, inaccessible places far 
only 2 - 9 live from 100 eggs. from human habitation, always lairing in 

2: Eggs are laid in the untouched body of naturally dark places. When encountered 
a fresh corpse. The eggs hatch in 3 to 4 at night or underground, they are 50% 
days; if eaten by some largerscavenger, likely to be in their lair (90% during the 
they hatch within 1 day and feed off 
the host. Insanity will occur 1 day after fldaYkark bats slowly exude darkney in 

their lair. After one year the effect is as 
the illusionist's darkness spell; and after 
two years, as a continual darkness spell. 
They can see perfectly well in the dark and 
are 50% resistant to the darkness spells of 
others. They hate light and fight at -1 to 
hit in sunlight or itsequivalent,-2 in bright- 
er light. They will attack torch and lan- 
tern bearers primarily - the beating of 
their wings in combat has a 60% chance 
of extinguishing a torch;20% for a lantern. 
Dark bats can also cast a 5' radius darkness 
spell once per day for a duration of 6 turns 
generally to counter magical light or fight 
in outside of the lair. 

Each hit on a dark bat has a 50% chance 
of hitting a wing, 50% of either. A blow 
aimed specifically at a wing i s  made at -1 
to hit. Each wing can take a third of the 
bat's total hit points before becoming use- 
less. When grounded, the bat is AC9 and 
attacks a t  -2. 

All missiles fired at a dark bat in flight 
are made a t  -2 to hit, -3 if aimed at a wing. 

UNDEAD RATS 
by P IVI Rhodes 

Skeletal rat Zombie rat 
No Appearing: 6 - 36 5 - 20 
Armour Class: 7 8 
Movement: 12" 6" 
Hit Dice: I d4 Id8  
Treasure: Nil Nil 
Attack: I d 4  bite I d4  + 1 bite 

plus special 
Alignment: Chaotic neutral 
Intelligence: Non- Non- 

All normal rats fear undead rats and must 
save versus fear or flee. Consequently, 
these small undead creatures are loathed 
by wererats. Both types have the charact- 
eristics of normal skeletons and zombies, 
immunity to certain spells, etc. 
Skeletal rats: Their special ability i s  that 
anyone attacking them has a 15% chance 
of contracting a disease. If disease is in- 
dicated and the victim fails to save vs 
poison, then a serious disease has been 
contracted; a successful save means that 
the disease is  mild. They take only I hp of 
damage from edged weapons and are turn- 
ed as normal skeletons. An animate dead 
spell will activate 1-8 giant rat skeletons. 
Zombie rats: These are turned as a normal 
zombie. They have 20% magic resistance 
and all weapons do full damage to them. 



TREASURE CHEST 

Treasure Chest is a regular department devoted to readers'ideas for D&D, 
edited by Jamie Thornson. This issue, a collection of odds and ends. The 
winner of WD33's D&D fighters wordsearch, with the correct answer of 
Sir Lancelot (actuat'ly everyone got that) is Mr C A Mee of Buxton, Derby- 
shire who wins a years subscrip tion to White Dwarf ! 

D&D MAGIC WORDSEARCH 
by Graham Staplehurst 

P O T I  O N L V E V A S  

A M T C H S I  N I  M I  D 

K M U H U A V E A A l  E 

C l  U J G R E T A G L A  

I T T L S I  E L T I  K T  

R H O E E R L O S C C H  

K O O B L L E P S C E E  

37 words are hidden in the grid shown 
above. They are written in any direction: 
up, down, left, right or even diagonally. 
The word AMBER has been given to you 
to start you off. All you have to do ismark 
in the other 36 words. When you have 
done this, you should have one letter left 
over and unused in any of the words. To 
claim the prize, just send the location of 
this letter on a postcard to  White Dwarf 
by 1st December, 1982. The first correct 
entry drawn out of a hat will win a signed 
copy of Ian Livingstone's new bookDicing 
with Dragons. The other 36 words are: 

Amulet Gate Rod 
Black Haste Rope Trick 
Charm Jump Save 
Cure Kite Sleep 
Death Light Slow 
Dig Lore Somatic 
Diminish Magic Sword Spell Book 
Ego Material Strike 
Evil Mithril Verbal 
Eyes Molten Vial 
Fireball Pipes Ward 
Frost Potion Warlock 



Midgard's Brightest Dai ly 

THUMBS UP 
FOR NEW 
FIGURES 
Five strange figures have been 
sighted in the city recently. They 
claim to have originated not a 
million miles away from a well- 
known book by Douglas Adams. 
The group emanate from a new 
figures company, Denizen Mini- 
atures, and star in their Personality 
Range. The five pictured here are: 

(left to right), P2: Hitch-hiker 
carrying bag; P I :  Hitch-hiker in 
dressing gown; P3: Two-headed 
hitch-hiker; P4: Android hitch- 
hiker; and P5: Girl hitch-hiker. At 
themoment they are only available 
by mail order from Denizen Mini- 
atures but should be appearing in 
the shops shortly. 

I Hunt 

I 

1 Champions AII ' i 
Wilderness back 1 , I 

on the Map 

Games Workshop's Wilderness Hex 
Sheetswill shortly be back in print. 
Their release will be accompanied 
by Dungeon MappingSheets, a pad 
of 50 specially gridded sheets for 
mapping dungeons and buildings 
especially designed to link with 
the Dungeon Floor Plans sets. 

Good News for 

Glory Hunters 

Glory Hole has been located by 
Judges Guild. This universal play- 
aid i s  located just outside thewalls 
of the City State of the Invincible 
Overlord and i s  an old dwarven 
mine. Just what lurks in the mines 
remains to be discovered by glow 
hunters bold enough to venture 
down the mines. 

Other releases currently avail- 
able from Judges Guild are: Heroic 
Expeditions, three separate quests 
for use with any role-playing 
cam pa ign ; and Fantastic Personal- 
ities, which gives the background 
and low-down on 78 great non- 
player characters for use in any 

Militant 
RuneQuesters 
Demand Glitch 

The reigning Champions of Chaos 
have arrived in town to defend 
their number one spot in the 
Citadel Miniatures range of boxed 
Speciality Sets. Five of the nine 
were pictured here but our camera- 
man decided not to  question their 
identities. One of the Champions, 
believed to. be Ulrik Bloodletter, 
said 'If you want to see some real 
gut-ripping, be at the Ogre-ball 
park tonight.' The Champions of 
Chaos can also be found currently 
in your local figures shop. 

Family at War 
The amicable world of Family 
Business, a new game currently 
available from Mayfair Games, 
hides a ruthless mob war amongthe 
most dangerous criminals of recent 
times. The game i s  played with 
cards and a die. Mayfair's other 
new game is Encounters in which 
each player's party of heroes meets 
monsters guided by the other 
players. 

Search for 

Cause of Famine 

A famine which threatens the 
village of Far-Go is to be investig- 
ated by a group of adventurers in 
TSR S new Gamma World module : 
Famine in Far-Go. Volunteers 
for this introductory adventure 
will find i t  available now in their 
local stores. 

Earth Located 

The Earth has finally been located 
in The Solomani Rim by, Game 
Designers' Workshop. This Travell- 
er supplement charts the Solomani 
sector in thestyle of Thespinward 
Marches. Also new out from GDW 
i s  The Best o f  the Journal: Vo l2 ,  
which features some of the best 
items from issues 5 to  8 of The 
Journal of the Traveller's Aid 
Society. 

Minor glitches have come to light 
in the RuneQuest play-aid, Solo- 
Quest..The publication of the UK 
edition has been temporarily held 
back while a glitch hunt takes 
place so that the Maguffin Hunt, 
one of the three solo adventures 
in the book, can proceed unhind- 
ered by glitches. 

role-playing campaign. I I I 



S M A L L  ADS 

CLASSIFIED - HELP! 
Lost in the Wilderness? AD&D Shrewsburv 

A l l  classified ads must be prepaid 
a t  the rate o f  lop per word, display 
ads £3.00 per scc. Please send copy 
andpayment to White Dwarf, 27/ 
29 Sunbeam Rd, London NWlO 
6JP, making cheques/POs payable 
to Games Workshop Ltd. 

Then you need Quest's End, the 
quarterly gamer listing of garners 
and games clubs in the UK. To 
join Quest send your name and 
address, a list of your favourite 
RPGs and a cheque for £ 1.50 t o  
Quest, 2 Essex Court, Hammer- 
smith Grove. Hammersmith. 

Clubs, contacts and events can be 
advertised once a t  no charge (max- 
imum 40 words). Further insertions 
at  the rate o f  5p per word. 

A small but dediceted group of 
players i s  decimated by departures 
to university. Anyone welcome 
to join. Contact: Dave Shotton, 
Thewardens House, Moston Green, 
Harlescott, Shrewsbury, Shrop- 
shire. Tel: Shewsbury 51 131. 

Anyone Daft Enough? 
If you have issues 1-6, and, or 8-14 
of White Dwarf. this insianificant 

Skull Burst 
A newly developed, full brawling 
system for incorporation into 
RPGs. Almost every attack and 
defense possible covered. Sim- 
ple, realistic and extremely 
playable. Costs only f 1.75 & 25p 
p&p to  Skull Burst Games, 
Ingleside, Hopgoods Green, 
Bucklebury, Berks RG7 65Y. 

London W6. Send immediateiy 
or sooner, as your Quest is only 
just beginning. 

person would iike to pirchase 
them. Contact: Stuart Gough, 3 
Washbourne Road, Wootton 
Bassett, Swindon SN4 8BS. 

Recruits Wanted! 
Lord Capells Regt of the Sealed 
Knot. Pikemen, Dragoones, Mus- 
keteers and Camp Followers etc 
arerequired.Basedin NW London, 
Middx and Herts area. Contact: 
Jim Gibson, 79a Vaughan Road, 
Harrow, Middx, HA1 4EF. Tel: 
01 422 0757. 

For Sale 
Arms Law, several TSR modules 
and other scenarios. Phone (0224) 
51 831. 

Postal Campaign 
I am starting a non-profit making 
campaign based on the AD&D 
rules. All those brave (or foolish 
enough) t o  venture are welcome. 
Please send a SAE for full details 
to Steve Pashley, 15 Warwick 
Drive, Maldon, Essex. 

Micro DM 
Bored with generating characters, 
NPCs, names, villages or fantasy 
ideas? Let our computer do these 
tedious tasks. Tell i t  your needs 
and it'll produce poisonous plants, 
demons' surnames, or castle 
rooms. We also sell programs, fig- 
ures, armies and flags and offer 
a superb painting service. SAE 
to  Williams, 29 Buttermere Rd, 
Sheffield 57 2AX. 

Thame 
17-yr old Male, Human, with ex- 
perience, dungeons,and characters 
on quest for T&T players in or 
nearThame.WiIlplayAD&D,C&S, 
Traveller, i f  put in thumb screws. 
Contact: Caius Jennison, 92 Park 
Street, Thame, Oxon. 

For Sale 
D& DIFRP modules & play-aids, 
half RRP. Will split or swap for 
Traveller rulebooks. SAE for lists 
to Graeme Davis, Holly Cottage, 
London Road, Binfield, Berks 
RG 12 5AA. 

RPG Cambridge 
Any players of RPGs or other 
games needed to  join established 
campaigns of AD&D, RQ, DO 
hybrid,AD&D and Traveller var- 
iants. Contact: Cambridge 355854 
and ask for Gavin. 

Wanted 
Cheap Players Handbook, DMs 
Guide, Traveller rules. Contact: 
Shaun Pimlott, Hendte, Ferndale 
Rd, LlandudnoJunction,Gwynedd 
LL31 9NT. 

Dungeon Delvers 
Need a special figure for your fav- 
ourite character? High quality fan- 
tasy figures painted t o  collectors 
standards. Sample figure £ 1.50 
+ 20p p&p or SAE for further 
details. C Abbey, Lumbertubs, 
Mutton Hall Hill, Heathfield, 
E Sussex. 

Sinclair Owners 
Dungeon Masters Game Aids tape 
for the ZX Spectrum (as seen at 
ZX Microfair). Generate characters 
without tiresome dice rolling. Re- 
solve combats. Also includes pro- 
gram eliminating the use of dice 
during play. 4 programs for £4.95 
inc p&p. Also Computer Aided 
Dungeon Design. Over 50,000 
levels ready designed. Spectrum 
tape £4.95. Listing available for 
all programs for ZX81 16k or 
Spectrum 16k £2.00 each. Cheques 
& PO'S to  Star Dreams, 9 Bain- 
bridge Close, Seaford, Sussex. 

Wanted! 
WD1-23. Contact: Michael Parr, 
Purfleet 6492, after 7pm. 

Players Wanted 
Any RPG players or DMs (espec- 
ially AD&D, beginners and nov- 
ices especially welcome) in the 
Shrewsbury area. Contact: Trevor 
Clews on Bayston Hill 4481, Sun- 
days or write t o  16 Sunfield Gar- 
dens, Bayston Hill, Shropshire. 

AD&D Basingstoke 
17-yr old AD&D player seeks ad- 
venturers and a DM in the Basing- 
stoke area. Contact: Dave on 
Basingstoke 3654. For Sale 

Large number of FRP magazines 
- Dragon, Alarums and Excur- 
sions, Trollcrusher, Underworld 
Oracle etc. Send SAE for list. 
Ian Summer, 28 Norwood Grove, 
Beverley, N Humberside. 

Desperately Needed 
Metamorphosis Alpha rules or 
boxed set, any condition, if com- 
plete. Contact: Graham, 1 Cremyll 
Close, Stubbington, Hants or ring 
Stubbington 61677. 

RuneQuest SE London 
16-yr old RuneQuest enthusiast 
looking for playerslDMs 16-18yrs 
in the Blackheath/Lewisham/ 
Greenwich area. If interested please 
write to  Rahul Naidu, 69 Merriman 
Rd, Blackheath, London SE3. 

For Sale 
Basic Traveller with adventures 2 
and 5. Also Snapshot game. £12 
- W Plowman, 12 Malthouse Rd, 
Buckland, Portsmouth, Hants. 

Monsters! Monsters! 
Game wanted. Reasonable price 
paid, f 5 ?  Contact: Colin Evans, 
26 Boundary Rd, Chatham, Kent. 

Fantasy Postal Campaign 
For further details write enclosing 
SAE to  Peter England, 42 South- 
view Rd, Highbrooms, Tunbridge 
Wells, Kent. 

AD&D/RuneQuest Bramley 
AD&D player wishes to  meet any- 
one in Bramley, Godalming, or 
Guildford who plays any RPG. 5 
years AD&D experience (DM and 
Player), age 15. Keen computer 
programmer. To play on Sundays. 
Contact: James Manktelow, Guild- 
ford 893907. 

CLUBS 

DERBYSHIRE 
FRP 81 Wargames Group 
Games: AD&D, Traveller, Rune- 
Quest, Stormbringer, Call o f  
Cthulhu, Bushido, Gammaworld, 
Top Secret, Mere, Wild West, and 
other +wargames and some board- 
gaming. 
Time: 6.30-10.1 5pmonThursdays. 
Place: llkeston Institute, ( to the 
side of llkeston library). 
Comments: Willing to  try other 
games to  please members, any age. 
Contact: P Straw, 270 Heanor Rd, 
Ilkeston, Derbyshire DE7 8TG. 

STEVENAGE, HERTS 

RuneQuest Twickenham 
Very experienced RQ player, age 
17, seeks RQ campaign in Rich- 
mond/Twickenham area. Can 
travel. Fairly recently finished 
campaign and getting desperate 
for a game. Contact: Michael 
Barrows, 43 Cole Park Road, 
Twickenham, Middx or tel: 892 
8689. 

FEEDBACK RESULTS - ISSUE 34 
Cover. . . . . . . . . . . . .  .6.76 
Weapons for Traveller . . . .  5.49 
Town Planner Part 11 1 . . . .  6.28 
Starbase . . . . . . . . . . . .  5.50 
Rumble at the Tin Inn . . . .  5.82 
Arms at the Ready Part I I  . . 6.14 
Alternate RPG Dept . . . . .  4.10 
Book/Film Reviews. . . . . .  6.01 

RuneRites . . . . . . . . . . .  .4.95 
Brevet Rank. . . . . . . . .  .4.93 
Fiend Factory. . . . . . . . .  6.18 
Treasure Chest. . . . . . . . .  6.37 
NewsISmall Ads. . . . . . . .  6.63 
SF/F Fiction. . . . . . . . .  .6.37 

. .  SF/F Boardgame articles. 6.20 
Play by Mail . . . . . . . . . .  3.37 

RQ/AD&D Hereford 
Please, please could any Rune- 
Quest or AD&D players co,ntact 
me i f  they live in the Hereford 
area. I am 13yrs old and a keen 
player. Contact: Julian Avis, 
Ladywell Cottage, Turnastone, 
Vowchurch, Hereford or tel: 
Peterchurch 668. 

FEEDBACK FORM - ISSUE 35 . - - 1  
rate each of the following on a scale of 0-9. A '0' indicates 

ou do not play the game or did not read the feature. Other ( 
- 2 marks from 1-9 should beawardedon the basisthat 1 isabsolutely ' 

terrible, 5 is average, and 9 i s  excellent. 
1 FRONT COVER 8 LETTERS 
2 THE NECROMANCER 9 OPEN BOX 
3 LASHING OUT 10 FIEND FACTORY 
4GREEN HORIZON 11 TREASURE CHEST 
5 GAMES DAY REPORT 12 GUIDE TO DMlNG 
6 RUNERITES 13 SMALL ADS 
7 STARBASE 14 NEWS 

AD&D Holland . 
AD&D enthusiast (22yrs) seeks 
contacts with beginners, players 
and DMs to exchange knowledge 
and ideas. Please write name, 
address and experience to: Peter 
Schkavendeel, Elandweide 1 1 1, 
3437 CP Nieuwegein, Holland - 
within one month you'll have an 
answer. I Would you like to see a Best o f  WD Articles / I? YeslNo I 

Would you like to see a Best o f  WD Scenarios I / ?  YesINo 

I If the answer to the above questions is  'yes' which articles and/or 
scenarios would you like to see in a Best of? . . . . . . . . . . . . . . . .  
. . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . .  

If you were the editor of WD, which regular features would you expandl 

AD&D Hampstead London 
15-yr old wishes to  meet other 
AD&D players to  join club in 
West Hampstead area. Willing to  
learn other role-playing games. 
Contact: Stuart Oordon, Flat D, 
10 Cleve Rd, West Hampstead, 
London NW6 3RR or tel: 01- 
328 8702. 

Battlegroup 
Games: AD&D, wargames, board- 
games, D&D, 're-enactment', 
modern outdoor exercises. Other 
suggestions and games welcome. 
Time: Thursday evenings,Sundays. 
Place: Variable. 
Comments: Members must be 14+. 
Contact: P Bone, 35 St Margarets, 
Stevenage, Herts. Tel: 51 741. 

Please give your name and address o i  WD Subscription No. and send 
(!o: Feedback, 27-29 Sunbeam Rd, Park Royal, London NWlO 6JP. 1 
C - - - - - - d  

30 



by Paul Vernon 
TWO complete scenar ios for beg inn ing  

characters, each  consisting of Dungeon,  

Wilderness and U r b a n  Adven tu res  . . . 

sanokf~k - A Gnomic Village under 
seige . . . 

T)OLBOLD -A Border Outpost totters 
the brink of civil war . . . 

P L U S an ideal introductory adventure 

UK & EUROPE £2.95 

USA $5.95 includes 

CANADA$6.95 postage8 

AUSTRALIA $7.95 packing 

ChequesIP.0 '~.  made payable to 

NORTHERN SAGES 

ACKSTEADS, BACU 

NOW IN 
NEWCASTLE 

You can f ind RuneQuest, Traveller, Judge Dredd, 
Citadel Miniatures, Dungeon Floor Plans, White 
Dwarf, Apocalypse, Star Fleet Battles, Car Wars, 
Thieves World and many more exciting games 
f rom Games Workshop at 

Leisureworld, 2 High Friars, Eldon Square, 
Newcastle upon Tyne, Tyne and Wear N E I  7XG 
Telephone: (0632) 61 6 432 

THE 
TRIBES 

OF CRANE 
* A superb play-by-mail fantasy game 
* Tribal warfare, diplomacy and intrigue 
* 200 Tribes, and still growing 
* Turns processed i n  under a week 
* £6.50 t o  start - further turns £ 1.50 

For details of THE TRIBES OF CRANE, STARMASTER 
and GLADIATOR, write to: 

MITRE WARGAMES, 
Lothlorien, Stockdale, @ M~lton Heelands, Keynes, 

BUCKS MK13 7NB 

US players contact Schubel & Son, Sacramento, California 9582 1 

Please mention WHITE DWARF when replying to advertisements 31 
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amesFair '83 
ON FRIDAY, SATURDAY & SUNDAY 25th, 
26th & 27th March 1983 at Reading University 

special guest E. GARY GY GAX 
* NEW EARLY START - Opening at 12  noon on 

Friday, GamesFair '83 offers a longer weekend of hobby 
gaming than ever before. * THE AD&DT" OPEN CHAMPIONSHIP - A n  
individual, knockout competition to find the British AD&D 
Champion of 1983. Held over Saturday and Sunday this 
limited entry event must be booked in advance. * NEWAD&DTEAM COMPETITION -Afun, single- 
round competition for teams of 5 players on Friday 
afternoon. Team leaders: send an sae for information. * DEMONSTRATIONS - Experience the n e w  
STARFRONTIERS" and GANGBUSTERS" role-playing 
games at first hand. * ALLTHE ESTABLISHED FAVOURITES-Including 
T r a v e l l e r ,  A p o c a l y p s e ,  R u n e Q u e s t ,  1 8 2 9 ,  
Railway Rivals and many more. * R E S I D E N T I A L  OR N O N - R E S I D E N T I A L  
PLACES - Non-residential bookings entitle you to ful l  use 
of all the convention facilities including inexpensive hot 
and cold fod, extended bar (adults only), ideal gaming 
areas and an impressive array of arcade computer games. 
Residential bookings entitle you to all these plus two 
nights i n  a private bedroom and ful l  breakfast on Saturday 
and Sunday. Booking in advance is essential, no-one can 
be admitted at the door. * W E  NEED YOUR HELP. Rel iable,  care fu l ,  
experienced DMs are needed to help run the AD&D 
competitions. Please mark your application form accord- 
ingly if you would like to help us. 

Successful bookings will beconfirmed by post. Full details and confirmation of events 
will be given in the GamesFarr programme. 
Only those who book in advance can be admrtted. 
Refunds (mlnus a f2.00 administration charge) will only be possible on cancellations 
made before 31st January 1983. Persons under 14 years of age cannot be admrtted. 
The symbols'" and @ denote trade marks owned by TSR Hobbies Inc. Wisconsrn USA. 

I PA Discount applies to members'tickets only. If booking 
for more than one person please include ALL names and 
addresses. 

BOOK EARLY TO AVOID DISAPPOINTMENT. 
TICKETS WILL NOT BE AVAILABLE AT THE DOOR. 

BOOKING FORM 

Please make cheques/POs payable to  TSR Hobbies 
(UK) Ltd., and send to  the organisers at GamesFair, TSR 
Hobbies(UK) Ltd., The Mill, Rathmore Road, CAMBRIDGE 
CB1 4AD. Telephone 21 251 7. 

Please send me .... residential ticket(s) for 
GamesFair '83 at £27 ( f  25 for PA 
members) each. f ...... 
Please send me ... non-residential ticket(s) 
for GamesFair '83 at £7 (f 6 for PA 
members) each. f . . . . . .  
I wish/do not wish to  enter the AD&D 
Open. Fee f1 .50  f ...... 
TOTAL f ...... 
I am/am not a member of the PA. 
My membership number is ........................... 
I do/do not wish to help D M  one of the competitions. 
(Please give details of your experience on separate sheet). 

I M y  name: 
M y  address: 

and adventure Tunnels & Trolls w~ l l  transpo 
you to unexplored planes of ex~stence where 

amazlna exDerlences awalt you - e~ther as an I/' 
/' orlndl;~dual as part of a group And the rules 

don't get In the way So come, brave warrlor, a 
whole new world awaits you 

Tunnels & Trolls Boxed set £6 95 
Tunnels & Trolls Rules only £3 95 
A SELECTION OF OUR SOLO ADVENTURES 
Naked Doom f 2  25 Clty of Terror E3 95 
Sorcerer Solfiatre '22 25 Sewers of Obl~v~on C3 00 
Sword For H~re f 2  50 Sea of Mystery '22 50 
Arena of Khazan f 2  50 Blue Frog Tavern E2 50 
Beyond the Stlvered Pane E3 00 Mrsty Wood E2 50 

GM CONTROLLED DUNGEONS 
Castle Wards - GMs ~ntroductory 
scenario to Dungeon of the Bear 50p 

. .  Uncle Uglies Underground. £1.50 
Catacombs of the Bear Cult . . £3.00 
T & T Character Sheets. . . . .  £1.50 

circle of ice Grimtooths Traps. . . . . . . .  f3.75 

NOW ONLY /NEW FROM FL YlNG BUFFALO] 

I 75p EACH I BERSERKER 
A completely new, exciting and colourful board game for two 
players. Become the armed forces of mankind in a struggle 
against the fearsome robotic dreadnoughts from space 
whose sole intention is  to destroy Earth. Become the aven- 
ging Berserkers, planning their attempt to wipe out this 
source of conflict. Components include playing map, space 
Tracking Sheets, full colour die-cut counters, rules, book 
and die. Complexity level: Fairly easy to intermediate. 

AVAILABLE NOW-  only £7.95 

THE MORROW PROJECT 
The role playing game of mankind's last fight for survival in 
the aftermath of nuclear holocaust. An all new, exciting game 
system designed to test you to the l imit - CAN YOU 
SURVIVE? Only f6.95 
LIBERATION AT RIVERTON - first of aseries of completely 
self-contained scenarios for the Morrow Project. Can be played 
as a single session fire-fight or as part of your ongoing 
campaign. Available NOW! £4.95 
MORROW PROJECT - GMs screen and charts - £3.50 
Availble now. 

SPECIAL OFFER 
When reolvina, if vou will kindlv tell us where vou , , -. , 

saw this ad., we'll send you a TUNNELS & TROLLS 
Pencil with your order, ABSOLUTELY FREE 

We are also U K dtstr~butors for the complete ranges of games from 
CHAOSIUM PRODUCTS STEVE JACKSON GAMES 

MlDKEMlA PRESS ADVENTURE GAMES INC. 

k Send SAE for cataloaue and ~ r l c e  ltst 

' 

Please make all payments (cheque P 0 ) t o  

Please also all 
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d y f  THE 

1 GAMES SHOP I 

- - - -  

6 4 w?TRwm" I 
Dungeons & Dragons, Wargames, Fantasy 

and Science Fiction Games I 

--.- 

Open 9.30-1.30 and 2.30-5.30 
Closed Mondays 

An excellent range of good Family Games 
plus much o f  interest t o  the Military 

Modeller and Militarian 

Y \ 818 LONDON ROAD, LEIGH-ON-SEA 
Tel: SOUTHEND 73308 

IMSBY * 
GAMES - FIGURES- RULES - DICE 

GAMES WORKSHOP, AVALON HILL, TABLETOP, SPI, 
GDW, FGU, SPACE OPERA, NEWBURY, MAGAZINES, 

T&T, D&D, TRAVELLER, WRG, RUNEQUEST, 
CITADEL, MINIFIGS, HINCHLIFFE, ETC. 

MAIL ORDER ADD lo%, MIN. 50p, FREE OVER £20 

D. HEWINS MODELS & HOBBIES, 
7 EAST SAINT MARY'S GATE, GRIMSBY, 

SOUTH HUMBERSIDE. 0472-47088 

JUSTOUT! 
THE DUNEON PLAN SYSTEM WHICH YOU 
HAVE ALL BEEN WAITING FOR! 

DELVERS, DUNGEON BUILDERS 
AND MODELMAKERS 

Flooring & Spiral 
Staircase as included 

in Boxed Set 1 

Just for  you: A 25mm scale construction system of  highly detailed 
cast stone pieces that can be arranged to form almost any dungeon 
layout three dimensionally, complimenting the quality o f  your 
miniatures for maximum realism. Al l  pieces come ready tinted, but 
can be easily over-painted t o  suit your own colour scheme. 

SET 1 : 220 scale feet o f  polygonal stone walling sections (1 0 scale 
feet high), 3 opening doors, one straight and one spiral stone stair- 
case & 2,975 scale sq. ft. o f  rough slab flooring pieces. 
This boxed set for  £7.25 inc. p&p. 
SET 2: 145 scale feet of cavern rock walling (av. ht. 10 scale feet), 
80ft. of which hasledges (miniaturescan actually stand on them), 
3 free standing rock pieces & 2,975 scale sq. ft. of flooring pieces 
(a different selection than Set 1.) 
This boxed set for  only £5.30 inc. p&p. 

BOTH sets together for £11.99 inc. p&p (Mail Order Only) 
Orders to: OTHER WORLD ARTIFACTS, Westmount House, 
49 Kingston Lane, Southwick, W. Sussex. 
Send S.A.E. for list of individual items. 
Please allow 21 days for delivery. TRADE ENQUIRIES WELCOME. 
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The Fantasy Role-Playing Game 
CULTS OF PRAX - UK edition now available a t  only X5.95 
Cults of Prax is the main RuneQuest supplement offering players the 
choice of fifteen rune cults which act as a guide to the behaviour of 
player characters and give access to the powerful spirit 'rune-magics': 
Aldrya the Elf Godess; Chalana A n o y  the Healer; Daka Fa1 Cult of 
Ancestor Worship; Eiritha the Herd Mother; Humakt the War God; 
Issaries the Trader God; Kyger Litor the Troll Ancestress; Lhankor 
Mhy the Knowledge Lord; Orlanth God of Adventurers; Pavis the 
City Cult; Seven Mothers Cult of the Lunars; Storm Bull the 
Berserker God; Waha the nomads diety; Yelmalio God of Light and 
Zorak Zoran the Troll War God. 
The organisation, myths, customs and rune magics of each cult are 
fully described. While excerpts from The Travels of Biturian Varosh 
set the cults in the context of Glorantha - the  RuneQuest gameworld. 
Please note: Whilst Cults of Prax was created for RuneQuest, it can 
also be used as the basis for religion and alignment in other fantasy 
role-playing games and in Quest World the new adventure world for 
RuneQuest. 
WATCH OUT! 
The UK editions of the RuneQuest solitaire adventures SoloQuest 1 
and Scorpion Hall will be available soon. 

Chaosium games are distributed in the UK by Games Workshop Ltd. If you experience any diffichlty in 
obtaining the game or supplement of your choice, simply send an SAE to 

Games Workshop Ltd., 27/29 Sunbeam.-Road, London NWlO 6JP for a price list and mail order form. 

L 

wf/7-t-' 
DWARF 
BINDERS 

Makesure you keep thecoffee stains off your White Dwarfcollection 
by protecting them in your own White Dwarf binder. 

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

Send £2.95 + 55p p&p to Gamesworkshop Ltd., 27/29 Sunbeam Rd., 
London NWlO 6JP. Overseas customers: Europe - please add 20%; 
Other Overseas - please add 33%; Airmail - please add 50% for p&p. 
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EDER @ L,?~..,. D E s d  

AMES ROOM 
MAlL  ORDER and RETAIL SHOP 

5 BRAUNSTONE GATE 
(Off Narborough Road Tel: (0533) 549182 

Open 9.30 - 6.00 Mon-Fri 
- 'i LEICESTER LE3 5LH 9.30 - 5.30 Sat 

SOME EXTRACTS FROM OUR CATALOGUE 
BUSHIDO TRAVELLER 
Boxed Set . . . . . . . . . . . . . .  f9.50 Deluxe Boxed Set. . . . . . . . . .  f8.50 
Valley of the Mists (Scen) . . . . .  £3.25 Book 4 Mercenary . . . . . . . . .  €2.95 
AFTERMATH . . . . . . . .  Book 5 High Guard. €2.95 
Boxed Set . . . . . . . . . . . . .  £11.95 Supplements 1 to  4 & 6 to 9. each €1.95 
Into the Ruins (Scen). . . . . . . .  €3.75 Adventures 1 to  7 . . . . . . . . .  €2.50 
RUNEQUEST Double Adventures 1 to  5 . . each £2.50 
RuneQuest Boxed Set . . . . . . .  f8.50 Azhanti High Lightning . . . . .  £17.50 
RuneQuest Rulebook. . . . . . . .  €5.95 Invasion Earth. . . . . . . . . . . .  £8.95 
Cults of Prax. . . . . . . . . . . . .  €5.95 Fifth Frontier War . . . . . . . .  £11.50 

. . . . . . . . . . .  . . . . . . . . . . . . . . . .  Cults of Terror £7.50 Striker €8.50 
. . . . . . . . . . . .  RuneMasters. €3.95 TRAVELLER BOX:D FIGURE SETS 

Trollpak . . . . . . . . . . . . . .  f14.50 Set 1: Adventurers Set 2 :  Military 
Plunder. . . . . . . . . . . . . . . .  f3.95 Set 3:  Ship's Crew Set 4: Citizens * 
Foes . . . . . . . . . . . . . . . . .  f8.50 Set 5 :  Aliens . . . .  Al l  E3.50 per Box 

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

Borderlands £12.50 TUNNELS & TROLLS 

. . . . . . . . . .  
Griffin Mountain f11.50 Boxed Set f6.50 
RUNEQUEST BOXED FIGURE SETS T &  T Rulebook. E3.50 
Set 1 : Humanoid Adventurers Set 2 :  Grimtooth3 Traps. . . . . . . . . .  €3.50 

. . . . . . . . . . .  Adventurers Set 3: Trolls Set 4:  City of Terror. €3.50 
Beast Men Set 5: Dragonewts ' Set 6:  Sea of Mystery . . . . . . . . . . .  €2.50 

. . . . . . . . . .  Remember - back issues of White Dwarf go fast. There are only Humanoids & Aldryami * Set 7: Flying Blue Frog Tavern £2.50 
. . . . . .  . . . . . . . . .  limited stocks of the following back issues still available: Creatures * Al l  D .50  per Box Sewers of Oblivion M.50 

Judge Dredd. . . . . . . . . . . . .  f6.95 Deathtrap Equaliser. . . . . . . . .  £2.95 
Merc . . . . . . . . . . . . . . . . .  f9.50 Space Opera Boxed Set. . . . . . .  f9.50 

NOS: 24,25,27,28,  30 - 34 Car Wars . . . . . . . . . . . . . . .  £3.50 Dungeons & Dragons Basic Set . .  f8.25 
PLUS HUNDREDS OF OTHER ITEMS 

M A l L  ORDER: Please add 50p to  all orders for pap  in the UK. (30% for overseas). 

.50 each ($3.00);  USA & Elsewhere (Air): Orders are normally despatched within 3 days, but please allow up to  28 days. 
CHEQUES made payable to RIIEDER DESIGN. 
CATALOGUE: For our complete catalogue, send a stamped addressed envelope, 

que/PO (no cash accepted) to Games Workshop and 20p in stamps. 
to Games Workshop Ltd., 27/29 Sunbeam Rd., DISCOUNTS: Mail Order & Visitors receive a discount card worth 7 W % .  Clubs & 

hook on application, may havea discount card worth up to  15% on bulkpurchase 
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ESDEVIUM GAMES ' 

LOW COST MAIL-ORDER SPECIALISTS 

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

@ C o m e  & see the BIGGEST & BEST Wide selection of boards, pieces & sets for CHESS, GO, SHOGI, MAH JONG, 
BACKGAMMON, TRI-CHESS, RUBIK'S CUBES, OCTAGONS, PYRAMIDS,SNAKES ... 

Selection of Games, Rules & Accessories CITADEL, RAL PARTHA, Q.T. & T.S.R. Fantasy and Science Fiction miniatures at 

in the South manufacturers prices p8p 10%(20p min. - E l  . 20  max.)Oveneas pap 30% (80p mln.) 

@ 
Fantasy - Role Playing Cardboard Heroes £2.45 Board Wargames - PreXXth 

Sets 1 - V1 11, Traveller Set 1 
Dungeons Dragons (TSR) . Cops, Crooks8 Heroes VB VSet 1. 

Century 
Basic Set £8.50, *Rule Bookf3.95 War and Peace (AH) f 10.95 
D 8 D Expert Set £8.50. Rulebookf3.95 Other Role-Playing Games Ram Speed (MGC) £3.50 
Fiend Follo, Monster Manual, Players Arduin Adventure (Bxd) £7.95 Campaigns of Napoleon (WEG) £ 10.95 
Handbook Deit~es 8 Demi-Gods £8.50 each Arduin Trilogy £13.95 Yorktown (IT) £1 1.95. 
Referees Guide £ 9.95 Adventures in Fantasy (AGl) £ 11.50 Jena (IT) £ 12.95 
TSR Adventure Modules: (Levels): Boot Hill (TSR) £7.95 Attila the Hun £ 10.95 
(1-3): E l ,  TI £2.95 ea, B2.B3,B4,Ul.£3.50 ea. Mad Mesa (Module) £2.50 Alaric the Goth (SSI) £10.95 

Science Fiction (2-4) LI £3.50, (3.14) xl,x2,£3.50 each Refs Screen 8 Minl-Module £2.50 House Divided (GDW) £7.95 

Vli Leglon (IT) R £ 16.95 (4-7) Al,A3.£2.95 e a  A~,A4,11.£3.50 ea. Bushldo (FGU) £9.95 Little Big Horn (IT) £16.50 

* The MorrowProiect VL) R £7.50 (5-7) C1 £3.95. C2 £2.95; (5-10) S2 £2.50 Call of Cthulhu £ 14.95 Attila (IT) £ 13.50 

Dune (AH) B, R £10.95 (6-14) S1 £2.95; (8-1 2) S3,S4, £4.95 each Gamma World (TSR) £7.95 Austerl~tz (IT) £16.95 

Freedom in the Galaxy (AH) £ 12.95 (6-9) GI-2-3 £3.95, (9+) Dl -2 £3.95 Legion of Gold (Module) £2.50 JacksonICorinth (SPI) '2 15.50 

Federation Space (TF) £ 10.95 (10-14) D3 £2 95, Q1 £3 95 Ref's Screen 8 Mini-Module £2.50 Gunslinger (AH) £1295 

Starfleet Battles (TO £ 12.95 * Monster Cards 1-4 £1.50 ea  Famine in Far-Go £2.50 Struggle of the Natlons (AH) £ 12.95 

Exp Kit 1 £4.95. Kit 2 £5.95 Official D8D Miniatures £4.50 8 £7.50 Gangbusters (TSR) £7.95 * Robin Hood (AH) £5.95 
Awful Green Outer Space 7,50 Clty State ofthe lnv~ncible Overiord(JG)£6.50 Trouble Brewing (Module) £2.50 Llttle Round Top (AH) £5.95 
Cosmlc Encounter (EON) £9.95 Wra~th Overlord (JG) £8.95 Heroes of Olympus (TFl £ 13.95 + F~ re  When Ready (MGC) £3.50 

CE Expansion Klts 1 - 7 £3.95 each 
Man, Myth 8 Maglc (Yaq) £ 12 95 * Bounty Hunter(Nova) £10.50 

Quirks (EON) £4.95, Expans~on Kits £3.95 FRP Scenarios & Aids * Pirates 8 Plunder (Yaq) £ 12.95 Alamo (TSR) £2 95 

Outpost Gamma. Star Viking (Her) £4.50 Handbook of Traps 8 Trlcks (DT) £5.95 Merc (FGU) £9.50 
* Grav Armor, Star Smuggler (DS) £4.50 each. * Dragon Tree Speil Book £4.95 Soldier Klng (GDW) £8.95 Board Wargames - 

Ogre, GEV, Ogre Book(SJG) £3.95 each ' Book of Artifacts (Di) £4.95 
Stormbringer (Ch) f 14.95 

* Supervillains (To £7.95 XXth Century on 
t Dlmens~on Demons (MGC) £2 95 * Monster File 1 £4.25 Top Secret (TSR) £7.95 East 8 West (IT) £1 5.95 

Millenium £ 14.50. ldro (IT) f13.50 Amazon Mutual Wants You (DV £3.95 
Rapidstrike (Module) £2 50 Trenchfoot (GDW) £7.95 

Dr Who (G.W £6.95 3 Quests for Adventurers (Nec) £2.40 
Ref's Screen 8 Mini-Module £2.50 Hof Gap, Fifth Corps (SPI) £6.95 ea. 

* Judge Dredd (GW) £7.50 Cit~es, Towns of the Outlands £4.50 each Wild (FGU) Fall of France (GDW '2 16.50 
GravBall (FASA) £ 9.95 City Book (FBI) £7.95 

* Berserker (FBI) £7.95 Thieves World (Ch) £14.95 
Trouble on Widows Peak (Scen) £ 2.75 '73 (GDW) 9.95 

* Worlds of Wonder (Ch) £ 12.95 Norge (IT) £14.95. Rommel (IT) £1 6.95 
* Helltank (MGC) '23.50 * Traitor, Spirit Stones £4.95 each. 

@ 
Ace of Aces (WWI Aerial) £9.50 

Revolt on Antares (TSR) £2.95 Ace of Aces Powerhouse £9.50 
Azhantr High Lighting (GDW) £17.95 The Fantasy Trip (MGC) R Stalin's Tanks (MGC) £3.50 
Rescue from the Hive (SPI) £5.95 in the Labyrinth (for Referees) £3 50 Squad Leader (AH) £1 1.95 
Kroll 8 Prumni (IT) £12.95 Wizard, Melee. Death Test 1, 11 £3.50 ea Cross of Iron (AH) £10.95 
Car Wan  (SJG) £3.50 Advanced Melee, Adv W~zard £3.95 each Crescendo of Doom (AH) f 10.95 

* Sunday Drivers (SJG) £3.50 Grail Quest. Sllver Dragon £3.50 each Anvil of Victory (AH) £ 17.95 
Aftermath (FGU) R £12.50 Unicorn Gold Securlty Stn (MGC) £3.50 each Third Reich (AH) £10.95 
Into the Ruins (Scenario) £3.75 Master of the Amulets £3.50 Ostkrieg (SG) £2.95 
Unlverse (SPI) R £ 12.95 Their Finest Hour (GDW) '2 16.95 
Un~verse GM's pack (SPI) £5 25 Fantasy Games PanzerArmee Afrika (AH) £ 10.95 
F~f th Frontler War (GDW) £ 11.95 

@ 
Dragonslayer (SPI) £6.90 Storm over Arnhem (AH) £ 10.95 

Star Patrol (GS) R £10.95 Saga (TSR) £2.95 Command at Sea (MGC) £6.95 
Mystic Wood (PH1) £7.50 Hitler's War (MGC) £5.95 
Sorcerets Cave (HPG) £7.50 

SF-Space Opera R, S (FGU) war of the Ring @PI) £9.95 
Basic Boxed Set E9.90 Illad, Odyssey (IT) £9.95 each 

Ground 8 Air Equipment £3.15 Wohrom (IT) £14.95 
Outworid. Star Sector Atlas £3.95 each Barbarian Prince, Demonlords (DS) £4.50 
Alien Base, Martigan Belt £3.25 each Dragon Pass (Ch) £ 12.95 
Probe NGC 8436 £3.25 Undead (SJG) £ 2.45 
Seldon's Starcraft Compendium £3.75 Tunnels and Trolls (FBI) R £3.95 * Dragonhunt (AH) £ 1095 
Vault of the Nler Queyon £3.25 Boxed Set £695  Character Sheets £1.65 '- Vlklng Gods (TSR) £2.95 

* Rowsion 2, incedus 3 £3.25 each Solo Dungeons: * Psychic (Eon) £6.95 
Overkill. Doom, Sorcerer Buffalo Castle. Solitaire. Labyrinth. Wierd World. Naked £2.25 * . Goblin Encounters (DS) £4.50 (May) £7.95 

@ 
@@ 

Business Games 
Empire Builder (May) £ 14.95 

Misty Wood, Sword for Hlre. Blue Frog Tavern. ' Dragonrage (DS) £4.50 Bureaucracy (AH) £ 12.95 
Area of Khazan £2.50 each + Iliuminatl (SJG) £3.95 Acqu~re (AH) E 11.95 
Sea of Mystery £3 00 Titan (AH) £10.95 1829 (HT) £ 19.00 
Clty of Terror £3.95 Valley of the 4 Winds (GW) £5.95 * 1829 Northern Bd (Hi) £20.00 
Beyond the S~lvered Pane, Dargon's Dgn, Warlock (GW £ 5.95 Fortune (Phl) B £12.90 
Sea of Mystery, Sewers of Obl~v~on £3.00 ea  Rail Baron (AH) B £ 11 95 
Deathtrap Equalizer Dgn £3.50 power Politics/Diplomacy/ Business (Wadd) £ 9.95 
C~rcle of Ice. Goblin Lake, Abyss £0.75 each Economic Games Foreign Exchange (AH) £ 10.95 

SF - Traveller R, S (GDW) For Dungeon Masters: Diplomacy ( P ~ I )  ~9.95.  (AH) E 11.95 Railway Rivals (RG) £4.75 
Deluxe Edition £8.95 Uncle Ugly's Underground. Samura~ (AH) £9.95 Capital Power (IT) £9.95 

+ Hardback Rulebook £9.95 Dungeon of the Bear 1,2 8 3 £1 .50 each Machiavelli (AH) £9.95 
Book 0 ,  Mercenary, Highguard £2.95 each Catacombs of the Bear Cult £3.00 

Magazines 
Apocalypse (GW £6.95 

1001 Characters, Anlmal Encntrs, Citizens, 
Nexus £2.00 

Sp~nward Marches. 76 Patrons. Traders a Runequest (Ch) R £595 Emplre (IT) £13.95 The Space Gamer (SJG) £1.75 
Down with the Klng (AH) £8.95 

Gunboats, L~brary Data, Flghtlng Shlps Hardback Rulebook £9.95 
The Dragon. Best of TD 11 £2.60 each 

* Cults of Praq £ 5.95 
Medici (IT) £9.95 

llSS Ship Files, Solomani Rim 
White Dwarf 80p 

Merchants8 Merchandise, Scouts8Assas1ns, Cults of Terror £6.95, Foes £8.95 
Sples (SPI) £1 0.50 Best of WD Articles. Scenarios £ 1.65 each 
Kingmaker (HPG) £10.50. (AH) £10.95 

Vanguard Reaches, Beyond,SORAG,f 1.95 ea  RuneMasters, Plunder £3.95 each 
Interplay (MGC) £ 1.00 

FieFdonlan Consumer Report £3.95 
Junta (CWW) £9.95 Thundeistruck 65p 

Gateway Bestlary £4.95 
Shlp Plans: 

Family Business (May) £7.95 War Games 70p 
Scenarios 

Tethys, Leander £3.25 ea. Fenris £5.00 Other Games Travellet's Journal £1.55 Griffin Mountain £1 1.95 
* Merchants. Aslan Cruisers (FASA) £8.95 ea  ~ p p l e  ~ a n e  £2.95; snake pipe HOIIOW £3.95 

' 221 8 Baker St, (HPG) €7.95 Pegasus, Adventure Gam~ng £2.10 each 

Scenar~os: * Extra Case Set 1 £2.75 
StormLord 6011, New Beholder 80p 

Broken Tree Inn (JG) £2.95 
Twilight's Peak. Leviathan. Kinunir, Jolly' Roger ( I l l  £6.90 Different Worlds £1.80 

Duck Tower, Duck Pond (JG) £3.95 ea  
Research Station Gamma, MaroonedIMar. Helipits of Nlghtfang £1.99 Civ~i~sat~on (HT) £ 19.00, (AH) £ 13.95 Sorceret's Apprentice £ 1.50 

Alone, Trillon Credit Squadron City of Lei Tabor (JG) £4.95 Doublethink £5.50 Fire 8 Movement £1.75 

Argon GambitIDeath Statlon Off~cial Boxed Minatures Sets 1-7 £3.95 ea. Skirrid, Entropy £6.90 each 
Magic 8 Mayhem 70p 

* Chamax PlaguelHorde, Broadsword * Trolipak £14.95 Election (Int) £7.50 * Quaslts 8 Quasars 65p 
Expedition to Zhodane, * QuestWorld £12.95 Netheworld £1 0.50 Doombook of Chaos 45p 

ShadowslAnnlc Nova £2.50 each Maneater £7.45 Strategy B Tactics (+ game) '23.95 
Borderlands £ 12.95 

Black Spy (AH) £5.95 
Wargamer (+ game) £4.00 

Waspwinter (JG) £3.99 * SoloQuest I 8 II S £5.95 each 
Ra (IT) £8.95 

Alien Star 85p 
Doom of the Slnging Star (JG) £6.50 

* Rescue on Galatea, Trail of the Sky Ralders, Guild Scenarios Escape from Colditz £ 10.95 
Trollcrusher 80p 

Pisa £5.95 
Ares (SPI) £3.95 

Ordeai by Eshaar, Action aboard (F.A.S.A) E7.95, 2-3 f4.95 ea 4-6 E3'95 ea. 
Pr~nce of Thieves £3.50 Moonstar (AH) £9 95 

Red Giant Black Rider 55p each 
£3 95 each 

SeaHawks (Orca) £ 12.95 
wanderer,'wyrrnvs Claw 70p each 

Traveller Boxed Figures Set 1-5 £3 95 ea  Free City Of Haven 0.95 
Sqwyrm (Eon) £6.95 

The General (AH) £1.70 
Punt 8 Pass, Dragon Lords 60p 

t Special Offer High Passage £2.99 

* New Arrival These were just some of our games Our Catalogue contains details of virtually all games 
available in the UK Send 16p in stamps 8 16Mp sa.e (overseas 4 i r c j  for a copy (or free w~ th  
orders over f6 001 

R Role Playing Rules MAIL ORDER CHARGES: UWBFPO/Under f6 - ~ d d  25~1, £6 and over- post free. 

ESDEVIUM GAMES (5W) 
185 Victoria Road 

El 
Overseas: Surface Marl - Add 30% (Mlnrmum 80pj Europe Air Mail - add 40% 

S Plays Sol0 (minimum £ 1); Alr Mail elsewhere - add 75% rnlnimum f 1.50) except Yaq, AH 8 phi, IT. 
games - add 100%. 

ALDERSHOT Hants G u l l  1 JU 
Tel: Aldershot 31 1443 

or (evenings) Farnham 722269 
B Boardgame Payment in E Sterhng please. 

M Miniature Rules YOU may phone orders and pay by ACCESS - NO POSTAGE ON MANY GAMES FOR REGULAR CUSTOMERS 



DRAGONTOWER! 
FIGURE CARRYING CASES 
A convenient and safe way to  carry and protect 
your painted figures - 

D RAGONTOWE R! carrying cases feature: 
* Individual foam compartments for 30 figures. 
* Small, compact, shockproof case. 
* Carrying handle and snap clip locks. 
* Safely holds most figures up to 60mm high! 

post free. 
DRAGONTOWE R! figure carrying cases £4.95, 

From Peacock Games & Leisure Ltd., 
16 Abbotts Walk, Neath, SAlO 7DB 

ENQUIRIES 

NORTH WEST LONDONIS 
LARGEST SELECTION OF GAMES 

VISIT US FOR YOUR SF - FANTASY WARGAMES NEEDS 

* Avalon Hill * Marshall Ents. 
* Chaosium * Paranoia Press * T.S.R. 

* Orisek Industries * Standard Games 
* Steve Jackson * S.P.I. 
* Humbrol * Ral Partha 
* Bellona * Milliput 
* Yaquinto * Metagaming 

* Games Workshop * G.D.W. * Quarterdeck Games 
* People's Wargames * Command Perspectives 

Shop Open 9.30 - 6.00. Wednesday 9.30 - 5.00. 
Mail Order Cost: Under £3.00 : 80p; £3.00 - £6.00 : £ 1.00, £6.00 - £ 10.00 : £ 1.50; 
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THE GUARDROOM 
38 WEST STREET, DUNSTABLE, BEDS, Tel: (0582) 60604 1 

STOCKISTS OF DUNGEONS & DRAGONS - 
TRAVELLERs- RUNEQUEST - SPACE OPERA - 

BUSHIDO - AFTERMATH - TUNNELS & TROLLS - 
CHAMPIONS - PIRATES & PLUNDER - 

MAN, MYTH & MAGIC 
ALSO: AVALON HILL GAMES AND OTHER 

FANTASY & SCI-FI BOARD GAMES. 
25mm FIGURES BY CITADEL & CHRONICLE 
15mm FANTASY ARMIES - GOOD OR EVIL 

STARTER PACK INCLUDES MIDDLE EARTH 
RULES, JACOBITE FIGURES AND DICE 

I E8.50 INC. POSTAGE I 

.as guards slumber, denizens 
tunnel stealthily beneath 
the citadel. ...... N 

A new range of 25mm fantasy figures I 
DENIZEN Miniatures I 

1 Laurel Cottages, Keymer, Sussex B N ~  8QT 
Send SAE for details. Sample figure and lists 30p 

Trade Enquiries Welcome 

:MANCHESTER UNIVERSITY PRECINCT CENTRE, 
OXFORD ROAD, MANCHESTER. 

DUNGEONS & DRAGONS, 
TRAVELLER, RUNEQUEST, 

CITADEL MINIATURES SOLD 
ALONGSIDE A SUPERB RANGE OF 

ENGLISH & AMERICAN SCIENCE 
FICTION BOOKS, MAGAZINES, 

POSTERS, CAPS, T-SHIRTS, ROCK 
BOOKS & POSTERS. 

The Precinct Centre is located a half mile down 
Oxford Road at the junction of Booth St. Walk 
under the Phoenix and up the escalator. We are 

MON-SAT. 9.30 A.M. TO 5.30 P.M. 
TELEPHONE: 061-273 6666 

'Ahether you're a committed adventure games player 
looking for the magazine which compliments your 
hobby, or a newcomer to role-playing adventure 
seeking information and advice White Dwarf i s  
the magazine for you. 

White Dwarf is the monthly voice of British 
adventure gamers featuring articles and scenarios 
for Dur~geor~s & Dragons, RuneQuest, Traveller and 
Tunnels & Trolls. We also include reviews, news 
and other topics of interest to all role-playing 
adventure gamers. . 

I,,,,,,,,,,,,,, 
I 12 MONTHS SUBSCRIPTION RATES: 

UK & Ireland £10.00. . . . . . . . . . . . . . . . . . . . . . . . . .  
Europe (Air)/USA & Elsewhere (Surface) £ 17.00 ($31.00) . . . .  

I USA & Elsewhere (Air) £25.00 (145.00) . . . . . . . . . . . . . .  1 6 MONTHS SUBSCRIPTION RATES: 
UK & Ireland £5.50. . . . . . . . . . . . .  , . . . . . . . . . . . . .  

. . . .  I Europe (Air)/USA & Elsewhere (Surface) £9.00 (8  16.50). 
USA & Elsewhere (Air) £13.00 ($23.50) . . . . . . . . . . . . . .  I SAMPLE ISSUE: 
UK & Ireland £1 .OO (75p + 25p p&p) . . . . . . . . . . . . . . . .  I Europe (Air) & Elsewhere (Surface) £1.50 ($3.00). . . . . . . . .  

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

USA & Elsewhere (Air) £2.20 ($4.00). 

I 
I wish to begin my subscription with the current issue. 

Please make your cheque or PO (no cash accepted) to  Games 
( Workshop Ltd., then send them to GAMES WORKSHOP LTD., 

27-29 SUNBEAM ROAD, LONDON NWlO 6JP. I VISA (Barclaycard) & ACCESS holders can subscribe by telephone 
on 01 -965 371 3. I PLEASE PRINT CLEARLY IN BLOCK CAPITALS 

. . . . . . . . . . . . . . . . . . . . . . . .  N A M E . . . . . . . . . . . .  

ADDRESS. . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . .  
. . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . .  
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FOR WAR, FANTASY 
AND 

SHOPS: Open 9.30 to 5.30 - Monday to Saturday. MAIL ORDER TRADE 
50-54 Manchester St., Unit 20, Merrion Centre, 6 3  Allerton-Rd., 85-87 Victoria St., 89  Victoria St., 
Liverpool L1 6ER. Leeds 2. Liverpool L18. Liverpool L1 6DG. Liverpool L1 6DG. 
Tel: 051  2 3 6  2605  Tel: 0 5 3 2  456376  Tel: 051  7 2 2  9 0 2 2  Tel: 051  2 2 7  1505  Tel: 051  236  2605.  

TRADE ENQUIRIES 

VILLAINS & VIGILANTES 2ND EDITION BUSHIDO 
One of the or~ginal Superhero rpg's,V&Vis back ina new edition The World of Nippon, part fact. part legend, is skillfully re- 
and better than ever! VEV 2 features super-powers. super- AFTERMATH - created in thls superb rpg Recently awarded 10/10 in a "White 
heroic combat, character creation, secret identit~es, encounter Role-playing in a world of post-holocaust devastation. A Dwarf" revlew, Bushido is a masterpiece of practical game de- 
possibilit~es, how to run campaigns, etc. Boxed Set. £7.95. grlm subject, but an excellent game. Boxed set contains: 3 slgn Boxed, with rule books, referee's screen and campaign 
Rulebook only: £3.95. rulebooks, referee's screen. master copy of character sheet. map: £9.95. 
Crisis at Crusader Citadel - V&V intro adventure: £3.25. introductoryadventure inseparatebookletandsheetofcard Valley of the Mists - A gem of an adventure, as lovingly 
Death Duel w i th  the Destroyers - V&V adventure: £3.25, counters. £1 2.50. created as the orlglnal game. "Valley" isa variedand challen- 
Island of  Dr. Apocalypse - V&V adventure: £3.25. Into the Ruins - a complete Aftermath scenario: £3.25. glng Bushido scenar~o: £3.25. 

ROLE-PLAYING GAMES 
CHIVALRY & SORCERY:- medievaI/fantasy role-play~ng VILLAINS & VIGILANTES 2nd Ed~tion - Boxed setf7.95 
Ch~valw & Sorcery rulebook ....................... Under rev~s~on  2nd E d ~ t ~ o n  rulebook only £3.95 .................................. 
C&S Sourcebook 2' supplementary material ............ £4.50 Cr~sis at Crusader Citadel - intro adventure ......... £3.25 
Swords & Sorcerers; supplementary material .......... £4.95 Death Duel wlth the Destroyers - V&V adventure £3.25 
Saurians; preh~storic society and beasts ............... .£6.95 Island of Dr. Apocalypse - V&V adventure f 3.25 ....... 
Arden; CES sce'nario pack ..................................... f4T95 AFTERMATH - post holocaust role-p~ay~ng 
Bireme &Galley; C&S naval combat ...................... £7.45 ~~~~d set; 3 rule.books, charts, tables, etc. . . . . . .  £12.50 
Castle Plans; 25mm scale castle floor plans .......... £2.95 into the R ~ ~ ~ ~ ,  ~ f t ~ ~ ~ ~ t h  scenario pack . . . . . . . . . . . .  £3.75 
Fortif~cation Plans; 25mm floor plans ................... £2.95 WILD WEST - western role.playing, 
Homes & Hovels. 25mmcut-out medieval buildingsf3.25 ~ ~ ~ ~ , j  set, rules, charts, etc . . . . . . . . . .  £8.95 
Towers for Tyrants; 25mm cut-out medieval keep 3 3 . 9 5  ~ ~ ~ ~ b l ~  on widows peak; wild west scenario pack £2.75 
SKULL & CROSSBONES - piratical role-play~ng BUSHIDO - Deta~led rpg set in the Land of N~ppon 
Boxed Set; rules, map, charts, etc. ......................... £7.95 Boxed set, rule.books, map, charts, tables, etc, ...... f9,95 
P'ecesof Eight;S&Cscenariopack,shlps,boats,etc. f2.45 Valley of the Mlsts; Bushldo scenarlo pack ......... £3.25 
GANGSTER - crim~nal  underworld role-playing LAND OF THE RISING SUN -Samurai per~od Japan rPg Boxed rules, charts, etc. .......................... f6.75 Boxed set; rules, charts, etc . . . . . . . . . . . . . .  f 9.95 

FLASH & THE OF M0NGf0~5 MERC - modern mercenary rpg/sk~rmish wargame 
rule book Boxed set; rules, plastic overlay, charts, etc ...... £9.50 

THE SPACE OPERA ROLE-PLAYING SYSTEM 
Space Opera boxed set, w ~ t h  rules, charts, etc. . . .  £9.95 
Mart~gan Belt; Scenar~o pack f 3.25 .............................. 
Allen Base; Scenar~o pack £3.25 . . . . . . . . . . . . . . .  
Probe NCG 8436; Scenar~o pack f 3.25 . . . . . . . .  

'Vault of the Nl'er Queyon; Scenar~o pack £3.25 . . . . . . . .  
lncedus 3; Scenar~o pack f 3.25 .................................. 
Rowslon 11: Scenario pack ................................. £3.25 
Star Sector Atlas 1; planets In the Terran Sector . £3.95 
Outworlds. Star Sector and scenarlo ideas . . . . . . .  f3.95 
Star Sector Atlas 11; the Confed. System Alllance f 3.95 
Ground Air Equ~pment; SO heavy wepons ....... £3.15 
Seld0n.s Compendium of Starcraft. shtp plans ... .  £3.75 

. . . . . . . . . . .  Space Marines; ground combat rules f 3.95 
: 

RULE BOOKS 
Archworld; fantasy battles . . . . . . . . . . .  ~ 3 . ~ 5  
Blue Llght Manual, ACW tabletop rules £3.25 . . . . . . .  
F~re, Hack & Run; pre-1880 sklrmlsh . . . . . . . .  £2.25 
Freder~ck the Great. 7 Years War . . . . . . . . . . . .  £2.75 
G~ac My, war In V~etnam . . . . . . . . . . . . . . . . .  £2.95 

AVALON HILL 
. . . . . . . . . . . .  Squad Leader ..El 1.95 

. . . . . . . . . . . . . . . . . . .  Cross of Iron f 1 0 . 9 5  
Crescendo of Doom . . . . .  £10 .95  

. . . . . . . . . . . . .  Panzer Blltz .£10.95 
. . . . . . . . . . . . . . .  Panzer Leader f 10 .95  

. . . . . . . . . . .  Russ~an Campalgn f 9.95 
. . .  War & Peace . . f10.95 

Wooden Ships & l r o n ~ e n  . . .  £9.95 
Alrforce . . . . . . .  . . £10 .95  
Dauntless . . . . . . . . . . .  £10.95 
Flat TOP .... ..f 13.95 

. . . . . . . . . . . . .  Dune £10.95 
Realm . . . . . . . . . . . . .  .f10.95 

. . . . .  Starshlp Troopers . . f 10 .95  
. . . . . . . . .  The Longest Day f 38.75 

. . . . . . . . . . . . . .  C~rcus Maxlmus .£7.95 
Gladlator . . . . . . . . .  f 7.95 
Caesar Ales~a . . . . . . . . . . . . .  f 9.95 
Guns of August £11.95 
Down With The King . . . . . .  £8.95 

. . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . .  Gunslinger . . . . . . . . . . .  £12.95 
Storm Over ~ r n h e m  £10 .95  
Struggle of the Nat'ons £12.95 
COMPUTER GAMES 

. . .  M~dway  Campa~gn £10.95 
. . .  . . . . . .  Nukewar £10.95 

.. . . .  Planet M~ners  f 10 .95  
. . . .  Lords of Karma £12.95 

. . . . . .  Confllct 2500 f 10.95 
Tankt~cs . . . . . . . . .  . £15 .95  

. . . . . . . . . . . . . . . . . .  R~ver Dn~eper £15.95 
. Emp~re of the Overmtnd £17.95 

. .  . Guns of Fort ~ e f ~ a n c e  £12.95 
Voyager 1 . . . . . . . . . . . . . . . . . . . . . . . . . .  £12.95 
Galaxy . . . . . . . . . . . . . . . . .  .... . . . .  f 12.95 

QUARTERDECK GAMES 
Ironbottom Sound Tactical naval Surface 

actions off ~ u a ~ a l c a n a  ~ o x e d £ 8 9 5  
Norway 1940 Strateg~c/operat~onaI In- 3;:; of N y a y  Coastal batterre. paras 

f 9.95 

TRADE ENQUIRIES 
All items on this page (apart 
from Avalon Hill) are available 
to the trade - send for full lists. 
GORGETANDSASH: a magaztne coverlng 
warfare from 1500 to 1789 
Issues 2 & 3 ava~lable at f 1.95 each 
lssue 4 now out: Features Luetzen. Gen- 
darmes In Imp Army' ' 
Tallard's Army at Blindhelmand much more 

f 1.95 

SEND SAE FOR LATEST LISTS 

SWEDISH GAMES 
25% 'OWER 

Ostkr~eg 1944-5, E front tact~cal £2.95 
Dark Passage. Sovlets In Pak~stan £2 .95  
Def~ance Vtetnam battle £2.95 
Holowczyn 18th century battle' £2.95 
Southern Flank Turkey ~nvaded! .. f 2 .95  
Tau Cet~ SF tBctlcal ground combat £2 .95  
38th Parallel Strategdc Korean War £2.95 
Thesegames, whlch areall boxed(apartfr0m 
the last 2) represent great value 

TUNNELS & TROLLS 
FANTASY GAMES SYSTEM 

Rulebook (2nd e d ~ t ~ o n )  ~ 3 . 9 5  ................. 
Tunnels Trolls, Boxed Set . . . . . . .  f6,95 
Naked Doom, Solo Dungeon ..... 2,00 
Sorcerer Sollta~re, Solo Dungeon .. £2.00 
Sword for H~re, Solo Dungeon £2.50 . . .  
Labyrinth, Solo Dungeon ............. E2,00 
Buffalo Castle, Solo Dungeon ......... f2,00 
City of Terror, Solo Adventure ........ f3,75 
Beyond the Silvered Pane ............... f2,25 
Arena of Khazan ..... P2,25 
Weirdworld, Solo Dungeon ........... 2,00 
Overkill, Solo Dungeon ................. f2,00 
Dungeon of the Bear, Levels 2, 3, 
Uncle Ugly's Underground £1.50 ............... .............................. Circle of Ice, Solo 
Abyss, Solo Adventure ........................ 99p 

Lake ........................................ 
....... 

Catacombs Sea of Mystery, of the Solo Bear Adventure Cult 1 ,,,,: f2,50 f 2 . m  ..... 
Grlmtooth.s Traps, Game f3,75 

Equalizer, Solo Dungeon f3,30 
Blue Frog Tavern, Solo Adventure .. f2,50 . 
Sorcerers Apprentice Magazine 12 f 1 . 5 0  
Mlstv Wood, Solo Adventure £2.50 

TRADE ENQUIRIES WELCOME. 

NICE DICE PRICE! 
HUGE PRICE REDUCTIONS FOR 
POLYHEDRAL DICE 

. . . . .  Polyset of 6 HI-Impact dice £1.10 
Or wlth Inked numerals. . . . . . . . . .  .£1.20 
De Luxe Polyset with numeralsfl,30 
Fireball Polyset . . . . . . . . . . . . . . .  ,,P1,95 
or w,th Inked numerals, . . . . . . . .  £2.25 
~~~~~~~~~~t . . G ~ ~ , .  polyset . . . . . .  .f1.95 
Or with numerals. . . . . . . . . .  £2.25 
one C O I O U ~  po~ysets avaiable in standard 
d ~ c e  or gem dlce at no extra cost - 
MAGAZINES 
~i~~ & ~ ~ ~ ~ ~ ~ ~ t :  issue 27 . . . . . .  f 1.75 
~i~~ & ~ ~ ~ ~ ~ ~ ~ t :  issue 28 ........... E 1 .75 
The Space Gamer: Issue 53 .......... f T.75 
Gryphon: Issue 1 . . . . . . . .  £1.50 

. . . . . . . .  Gryphon: Issue 2 f 1.50 
Gryphon: Issue 3 ... .. £ 1.95 
Subscr~pt~ons available'for all these mags 

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

WE PREFER THIS METHOD - We can try to 
answer anyquerlesand you w~l la lsobesure 
you are getting exactly what you want and 
sooner - normally by return-of post. 
PEP. Order value over f 6 00 - Free 

order value up to £6 00 -Add  2 5 ~  

OVERSEAS TRADE ORDERS WELCOME 
a 

OFFICIAL AD&D 25mm 
FIGURES 
by Grenadier-Models 
smal l  BOX Sets of IU tlgures or equ~valent 

. . . . . . . . . . .  W~zards ..£4.50 
. . . . . . . . . . . . . . .  Half'1ngS f 4.50 

£4.50 . . . . . . . . . . . . .  
~ ~ ~ r e l ~ n g s  . . . . . . . . . . . . . . . . . . . . . . . . . . . .  £4.50 
~ ~ g h t ~ n g  Men. ............................... £4.50 
~ p e c ~ a l l s t s  . . . . . . . . . . . . . . . . . . . . . . . .  f 4.50 
Female Characters ...................... ..£4.50 
Th~eves . . . . . . . . . . . . . . . . . . . . . . . . . . . . .  £4.50 
,W~zard's Room ..... . . . . . . . . . . . . . . . . . . .  ..f 4.50 
Den~zens of the Swamp.. ................. f4 .50 
Ores' La~r  . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . .  . f 4 . 5 0  

, . . . . , .  Below £4.50 
Large Box Sets of 20 figures or equ~valent 
~ u n g e o n  Explorers . . . . . . . . . . . .  f 7.50 
D~~~~~~ ~~~~t~~~ . . . . . . . . . .  f 7 .50  

. . . . . . . . . .  Woodland Adventurers f 7 .50  
~ o m b  of Spells . . . . . . . . . . . . . . . . . . . . . .  £7.50 

. . . . . . . . . . . . . .  Dragon's L a ~ r  .£7.50 
Large box painting sets 12 f~gures t palnts 
Actton Art Dungeoneers . . . . .  ..£7.50 

. . . . . . . . . . . . . . .  Act~on Art Monsters £7.50 
OFFICIAL G A M M A  WORLD 2 5 m m  
FIGURES 
by  Grenadier Models 

. . . . . . . . . . . . .  Adventurers. £7.50 
. . . . . . . . . . . . . . .  Denwens f 7.50 

N ~ ~ ~ :  ~h~~~ figures are also suitable for 
other games such as FGU's Aftermath. 

COMMAND PERSPECTIVES 
Beat to Quarters: Recent reviews in the 
.Phoenix. magazine and In .Mllltary Model- 
Ihng' have been full of pralse for this excel- 
lent Naval Wargames system coverlng the 
period 1775.1815, ~h~ game can be played 

WIVI;~~ ;;~eco~;te;Bpy;;;dO~;rw;~ 

;;:;,y;;:: ;::;zd";;~;s,,";ta;;",",";; 
14 scenar~os as well as u n l ~ m ~ t e d  potentla1 
to des~gn your own games ........ f 7.95 
Road to Washington (boxed) . . . . .  f 12.95 

' TRADE ENQUIRIES WELCOME 
. 

PEOPLE'S WARGAMES 

BLACK SEA'BLACK DEATH: An exciting 
tact~cal/operat~onal game of an Eastern 
Front amph~bious land~ng. Boxed. 
KANEV: LargestWW2 Soviet alrborneoper- 
at ion £8  95 boxed. 
KORSUN POCKET: ..stalingrad on the 
Dn~epr" Boxed f 19.95. 

STEVE JACKSON GAMES 
*now ~n handy ~ las t ' c  boxes 

. . . . . . . . . . . . . . . . . . .  Car Wars" f 3.50 
. . .  . .  Ogre*. £3 .50  

G E V.' . . . .  £3.50 
. . . . . . . . . . .  Killer. £2.99 

Cardboard Heroes - Traveller . . .  f 1.99 
Cardboard Heroes - VIII. & 

V~g~lantes . , . .  ,99 
. . . .  Game Des~gn Book 1 f2.99 

. . . . . . . . . . .  The Ogre Book Vol 1 .£2.99 
Cardboard Heroes Plastic Bases f 1 .99 

~ T S R  HOBBIES IUKI ~ t d .  
D&D Bas~c Set; rules,d1ce.adventuref8.50 

... D&D Expert Set; rules, d~ce, adv £ 8 .50  
D&D Basic Rules only . . . . . . . . . . .  £3.95 

............... D&D Expert Rules only f 3 .95  
...... D&D Character Records sheets f 1.95 
. . . .  AD&D Dungeon Master's Gu~de £9.95 

AD&D Players Handbook .... . . . . . . . .  £8.50 
AD&D Monster Manual .................. £8.50 
AD&D Deltles & Demigods . . . . . .  £8.50 
AD&D Fiend Folio . . . . . . . . . . . . . . . . . . .  £8.50 
AD&D Dungeon Master's Screen . .  £4.50 
AD&D Character Record sheets ..... f 2.95 
AD&D Player Character Folder . . . . .  £2.95 
AD&D NPC Character Record sheetsf2.95 

............ AD&D DM'S Adventure Log f 2.95 
.............. Rogues Gallery NPC stats. £2.95 

World of Greyhawk ...................... .... £6.50 
131 D&D Bas~c Module .............. f 2.95 

..................... 82 D&D Bas~c Module f 3 .50  
83 D&D Baslc Module .................... .f3.50 

.................... X1 OED Expert Module £3.50 

..................... X? D&D Expert Module £3.50 
GI-G3 Combined AD&D Module ..... £3.95 

...... D l -D2  Combined AD&D Module £3.95 
. . . . . . . . . . . . . . . . . . . . . . .  D3 AD&D Module £2.95 
.......................... S1 AD&D Module £2.95 
........................... S2 AD&D Module £2.50 
............................ 5 3  AD&D Module .£4.95 
......................... T I  AD&D Module £2.95 

C1 AD&D Module ........................ £3.95 
.......................... C2 AD&D Module .£2.95 

..................... 01 AD&D Module f 3.95 
....................... A1 AD&D Module £2.95 

~2 AD&D Module. . . . . . . . . . . . . . . . . . .  £3.50 
A3 AD&D Module . . . . . . . . . . . . . . . . . . . . . .  £2.95 
A4 AD&D Module" ...................... .'.f3'50 
L1 AD&D Module .......................... '...f3'50 
I1 AD&D Module. ........................ " 3'50 

~ :a~~~~Z" : : : : :  ,, : :::::::::: a:.:: ~ z ~ ~ : ~ & , : , : : : : : : : : : : : : : , , : : : z : : :  
............................. ".f7'95 

'Oat . . . . . . . .  """.""'.f2.50 Module 

:zF ~ ~ ~ : ~ : . ~ d d " i e . 1 .  .......................... Zz.2; 
~ o o t  Hill MI~I-Module & RefsScreenf2.50 
Gamma World MI~ I -Modu le  & Refs 

Screen f2,50 
TOP Secret ~ ! n l - ~ i d u l e ' &  Refs 

Screen - -  £2.50 . 
TRADE ENQUIRIES WELCOME 

ARCHAERON GAMES SYSTEM 
MAGE: An frp maglc system for use on ~ t s  
own for magical games; conjunc. 
tlon w ~ t h  'Warr~or' as an Independent rpg or 
as an alternattve maglcsystem for any other 
rpg 
WARRIOR: The hand-to-handcombatequl- 
valent of 'Mage' 
In book form at f 2 . 5 0  each or £4.75 for 
both 

' 

MARSHAL ENTERPRISES 
La Bata~lle de Deutsch-Wagram A 1400 
Counter. 34" 88" map game of the huge 

which marked the clamax the lBo9 
camPalgn ...... f24.45 





A m  

m y  t 'playab 
The new STAR FRONTIERS science fiction role play- 
ing game from TSR is a real breakthrough. We've 
deliberately kept the basic rules and character estab- 
lishing stages as short as possible, so you get into the 
game faster. Then, STAR FRONTIERS" game offers 
almost unlimited adventure development with a giant 
60 page expanded games rule book covering character 
progression, skills, movement, expanded combat, 
vehicles and vehicle corn bat, creating creatures, 
equipment, frontier societies, and with guidelines for 
refereeing and creating an adventure. Don't settle for 
anything less than STAR FRONTIERS'" game - it'll 

, change your opinion of science fiction role playing 
? games. 

Available from better games shops now, or write to: 

TSR Hobbies (UK) Ltd, fi 
The Mill, Rathmore Road, i 

n,,!;it,~~m,.i~ Cambridge CB1 4AD 
: lee TSA ~obbips IQC. MI l ~ m s  rtsnrwd. * .<I 3 

STAR FRONTIERS' is a trademark owned by TSR Hobbies Inc 1 

I 




