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NEW WORLD

W il lhes
Stership captain, explorer, soldier < - - take a science fiction odyssev
ot the tuture, space pirate, spy. to the distant worlds of the galaxy, with

Imperial scout . . . become anv ) Vi i K ;
science fiction character! AN &"ﬁﬁngﬁ _
The Game of the Far Fuiture

Where will you go?

Distant planets, underground
cities, ancient alien ruins, the
edge of the universe . . . journey
to any science fiction destination!

What will vou do?

Build your own starship, explore
the universe, battle alien armies,
save the galaxy or destroy it . . .
create any science fiction
experience!
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ages 1.2 and alder

Traveller 1s science fiction role- friends set off to explore the This package contains 2 booklets
playing. &8 game where you galaxy. totaling 96 pages of rules, descrip-
become the hero or villain. Each tions, information, and adventure
player is a character of the future This special Starter Edition con- material, a two-sided map, and

. . . some smart, some strong, tains all the rules you need to two dice. These abridged rules
some brave . . . and each player learn and play Traveller, as well as are compatible with GDW'’s com-

decides what his or her character an adventure that you can play as plete line of more than thirty
will try to'do. You learn from the soon as you learn the rules. With  Traveller adventure booklets,

rules about spaceships, laser this Starter Edition;-you can also  hardcover books, and boxed sets.
guns, computers, alien creatures, create and play hundreds of other For three or more players and a
and more; then you and your science fiction adventures. ~ referee, ages 12 and up.
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Man-Things
Test Your
Skill

“Sons of Man, this month brings
many new adventures to test your
skill. All the new additions to my
horde of over 500 games and
play-aids are listed in the new
Games Workshop Mail Order Price
List which is available free from the
address below, When you place
your order with Games Workshop
Mail Order, my man-slaves will
labour to deliver the item of your
choice fast, or else they shall know
my wrath.”

GAMES WORKSHOP
MAIL ORDER,
27/29 SUNBEAM ROAD,
LONDON NW10 6JP
Telephone: 01-965 3713

START ADVENTURING WITH GAMES WORKSHOP MAIL ORDER TODAY!
During August 1983, all the new adventures listed below are post free to UK games players

NEW FROM GAMES WORKSHOP BACK IN STOCK
WaFHamTEY. . v s s prmn s §nbnEi £ g £5.95 SnakepipeHollow............ccvivvn.n £4.95
Starter Edition Traveller. . .............. £7.95 RuneQuest Companion.............u... £6.95
Dungeon FloorPlans 111 .. .............. £2.99 BREMEES ..c.c v me sinmis o 5o e e s £4.50
TRUCK SEOP '« sn wvivniva sne we simess b ers oo £4.50
NEW FOR DUNGEONS & DRAGONS SUNERY DEVRES ox <55 vn e w s s aa waraiedy £4.50
X4 (Basic/Expert) levels 6-9: EXPARBION IKIE T o.oivir e o sinimimie o e o mriel e £2.95
Master of the Desert Nomads ............ £3.95 New ExpansionKit2 .................. £2.95
EX1 (AD&D) levels 9-12: Dungeonland . . .. £3.95
UK1 (AD&D) levels 4-7: OUT OF STOCK
Beyond the Crystal Cave. . .............. £3.95 World of Greyhawk
Basic Rulebook
NEW FOR RUNEQUEST Basic Character Sheets
The Big Rubble (at Pavis) .............. £14.95

NEW FOR CALL OF CTHULHU
Death it DUnWICKE. . . . votosdioins oo wimimbims £6.95

NEW FOR MAN, MYTH & MAGIC
The Egyptian Trilogy .. ................ £8.95
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* 2 MINUTES WALK FROM HIGH WYCOMBE RAILWAY STATION
* 3MINUTES WALK FROM CAR PARK
* 5 MINUTES DRIVE FROM EXIT 4 ON THE M40

Avalon Hill Ral Partha Metagaming

International Team Citadel Games Workshop
Judges Guild S.P.l Traveller
Yaquinto GDW Humbrol
Runequest TSR Brushes

Zocchi WRG Flying Buffalo

Magazines and Accessories
Chess, Backgammon, Mah Jong, Puzzles, Playing and Tarot Cards

Games-playing staff to help you

GB and Commonwealth stamps and a// accessories

OPEN 9.30-5.30 CLOSED WEDNESDAY

i3

WE ARE

HERE
%ﬂg Crendon Street,
High Wycombe, Bucks,

GAMING CLUB
SEE—— DISCOUNTS

- -

%%%%@ FAFI? 'I%SA% LWYEI?(!:A EIII:ES

5 "4 CLUB
o DISCOUNT

22 OXFORD STREET, LONDON W1 141 NEW STREET, BIRMINGHAM
52 WESTERN ROAD, BRIGHTON 31 LISTER GATE, NOTTINGHAM

Foll Details ppag L ARGEST SELECTION
Mansger  OF GAMES IN THE WORLD

X5 4
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GAMES WORKSHOP'S

GAMES DAY ‘83

REMEMBER, REMEMBER THE 5th OF NOVEMBER
Games Workshop’s Games Day comes to London a little later this year, on November 5th and
6th 1983 at the Royal Horticultural Society’s newly refurbished and redecorated New Hall.
Individuals and Clubs wishing to present participation or competition events should answer
the classified advertisement on page 34 of this magazine.

TWO GREAT GAMES PLAYING DAYS: PRIZE COMPETITIONS, PARTICIPATION AND
DEMONSTRATION EVENTS, LEADING GAMES MANUFACTURERS, GAMES
PERSONALITIES, THE GAMES DAY AWARDS, AND LOTS OF SURPRISES!

Saturday November 5th 10.30am - 6.00pm 5o &
Sunday November 6th 10.00am - 5.00pm W @0?\(\%

The Royal Horticultural Society’s New Hall, ‘\\,@ 6""& ,go"’
Greycoat Street, London SW1 ‘%Q\“o,@t@@di&;\\

AR &

ADMISSION £1.25 per day S oo

R (O Qe"\ \\ef"
OCP(Q ol
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“Gameskeeper

105 COWLEY ROAD, OXFORD
TEL: (0865) 721348

“We have
something
for everybody

THE
FHWARLORD”
/
GAMES SHOP
We now stock

TORCHLIGHT
FANTASY PRODUCTS

as well as

Dungeons & Dragons * Traveller and most
RPGs and supplements, War Games *

Science Fiction Games * Figures * Bellona

Scenery * Rulebooks

818 LONDON ROAD, LEIGH-ON-SEA

Tel: SOUTHENP 73308
Open 9.30-1.30 and 2.30-5.30. Closed Mondays

TOWN NATHAN

Home!mputers piyaly
Software and Games Htla-aeczg Sg l6,(:'. 7
S51a Queen Street, Tel 744235
Morley, Home computers, software,
Leeds board games, role-playing
tel: 0532 522690 games and books
ZXSPECTRUM At Last’s place we mak
now under £100 peiodn o
you offers you can’t
Ring for more information refuse

We're worth a visit because :-

*We've the biggest range of Citadel figures for
leagues around.

*We've board and adventure games for all ages
from TSR, Games Workshop, Avalon Hill,
Victory Games, GDW, Yanquinto etc. etc.

*We've probably the best range of software in
the North - and we’re improving all the time.

*We've a growing range of computers, periph-
erals, upgrades and books.

Please mention White Dwarf when replying to advertisements

Science Fiction & Fantasy
Adventure Starts Here

Starter Edition Traveller’s new for-
mat rules make this classic Science
Fiction role-playing game even
easier to learn and play.

Boxed set £7.95

New Adventures for
Dungeons & Dragons

£3.95 each
X4 (Basic/Expert):
Master of the Desert Nomads
EX1 (AD&D):
Dungeonland
EX2 (AD&D):
Land Beyond the Magic Mirror
UK1 (AD&D):
Beyond the Crystal Cave

best of the latest US
releases are available
through these shops
during August:



BERKSHIRE

ASCOT Tel:(0990) 20983
JACKSON'S TOY SHOP LTD.

55 High Street,

Ascot, Berks SL5 7HP

Open Mon-Sat 9.00am-5.30pm

Largest selection of games in the area

CHESHIRE

CHESTER Tel:(0244) 24900
ARTS AND CRAFT STUDIO

14, 15, 16 St. Michael's Row,

Chester CH1 1EF

Open: Mon-Sat 8,00am-5.30pm

GREATER MANCHESTER

MANCHESTER Tel:(061) 273 6666
ODYSSEY 7

Science Fiction Bookshop, Unit 7,

First Floor, Manchester University Precinct
Centre, Oxford Road, Manchester

Open 9.30am-5.30pm Mon-Sat

Specialists in Science Fiction Books, Film,
TV and American Comic Material. Large
premises.

HAMPSHIRE

SOUTHAMPTON
PASTIMES |1
East Street Shopping Centre,
Southampton

Tel:(0703) 21789

Open 9.30am-5.00pm Mon-Sat

Largest choice of games in the area

HEREFORDSHIRE

HEREFORD
D&D MODELS
23 Church Street,
Hereford

Tel:(0432) 58795

Open 9.00am-5.30pm. Thurs, close 2.30pm

LONDON

LONDON

GAMES WORKSHOP
1 Dalling Road,
Hammersmith, London W6

Tel:(01) 741 3445

Open Mon-Sat 9.30am-5.30pm

SPECIAL LATE NIGHT OPENING TILL
7.30 ON THURSDAYS, discount scheme
for clubs and games groups, plus player
contact board.

WEST MIDLANDS

BIRMINGHAM
GAMES WORKSHOP
Unit 37, Birmingham Shopping Centre,
Birmingham B2

Tel:(021) 632 4804

Open Mon-Sat 9.30am-5.30pm

Discount scheme for clubs and games groups
plus player contact board.

COVENTRY Tel:(0203) 24612
D.W. GAMES
Shambles Arcade (inside)

21 Hales Street, Coventry
Open 9.00am-5,00pm. Closed Thursdays

10% discount to students (NUS card holders)
over £5.00. 10% with this advert, over £5.00

NORFOLK

NORWICH
THE GAMES ROOM
29A Elm Hill

Tel:(0603) 28140

Open 9.30am-5.30pm
Monday-Saturday

East Anglia’s Favourite Games Shop

NOTTINGHAMSHIRE

NOTTINGHAM Tel:(0602) 585744
GAMES WORKSHOP
41a Broadwalk,
Broadmarsh Centre, Nottingham
Open Mon-Sat 9.30am-5.30pm

Discount scheme for clubs and games groups,
plus player contact board.

SOMERSET

KR yCpRs

Open 6 days a week
1000am to 5.30pm

158-159 East Reach Taunton
Tel: 85630

Tel:(0458) 46019
(out of business hours)
A PARALLEL UNIVERSE
132 High Street (rear of Bruno's Hairdressers)
Street, Somerset

STREET

Open Saturdays only - 9.00am-5.30pm

Also stockists of SF/F Books, Comic Art,
Posters, etc.

STAFFORDSHIRE

STOKE-ON-TRENT
FANTASY WORLD
10 Market Square Arcade, Hanley

(opp. Lewis's), Stoke-on-Trent ST1 1NU

Open 10.00am-5.30pm Mon-Sat.
(Closed all day Thursday)

As well as Role-playing Games, Rule Books &
Miniatures, our 2 floors stock Sci-Fi Paper-
backs, Comics, Rock Books & Film Mags. For
directions & map see our full page ad. in WD
43, or else send SAE requesting directions.

SURREY

CROYDON
PAT'S TOY SHOP
2 Ye Market, Selsdon Road,
South Croydon, Surrey

Tel:(0782) 279294

Tel: 01-688 6542

Open 9.30-5.00. Closed all day Wednesday
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SUSSEX

BOGNOR REGIS
GOODACRES

46 London Road,

Bognor Regis, Sussex PO21 1PY

Open Mon-Sat 9.00am-5.30 pm

Your Local Toy Master
Toys and Games Specialists

HORSHAM Tel:(0403) 52930
GOODACRES
6 Sterling Buildings,

Carfax, Horsham, Sussex

Open 9.00am-5.30pm Mon-Sat
9.00am-5.00pm Thursday

Your Local Toy Master
Toys and Games Specialists

SWANSEA Tel:(0792) 52877
SWANSEA MODELS & HOBBIES LTD.
Plymouth Street,

Swansea SA1 3Q0Q

Open Mon9.30am-5.30pm;
Tue-Sat 9.00am-5.30pm.
Open to 6.00 Fridays

Mail Order a speciality

YORKSHIRE

LEEDS Tel:(0532) 692617
MAGPIE MODELS & COLLECTORS SHOP
4 Regent Street,

Chapel Allerton, Leeds LS7 4PE

Open Mon-Sat 9.30am-5,30pm

Mail Order available on Games, Figures and
Accessories.

SCARBOROUGH Tel:(0723) 65221
THE STAMP SHOP
34 St.Nicholas Cliff,
Scarborough Y011 2ES
Open Mon-Sat 10.00am-5.00pm
10.00am-12.30pm Wednesday

AND ALSO AT:
HOBBIES 15 Hanover Road, Scarborough
Open Mon-Sat 10.00am-5.00pm
Closed Wednesday

SHEFFIELD Tel:(0742) 750114
GAMES WORKSHOP
95 The Moor,

Sheffield
Open Mon-Sat 9.30am-5.30pm

Discount scheme for clubs and games groups
plus player contact board

TO ADVERTISE IN
THE WHITE DWARF RETAIL GUIDE
SIMPLY RING (01) 965 3713
FOR FULL DETAILS




Wizards ; Evil Wizards Wizards

MAIL ORDER CHARGES: UK: Please add 50p p&p,
Send SAE for full lists of all our new additions, or 50p | (minimum 50p, post free over £10.00). OVERSEAS:
and a large SAE with 20%p stamp for our catalogue to: Please add 50% p&p (£1.00 minimum). Please make
Citadel Miniatures, 10 Victoria Street, Newark, Notts. cheques/P.O."s payable to Games Workshop Ltd.

All orders despatched within 7 days.
IQ
N

CITADEL MINIATUR

10 Victoria Street, Newark, Notts. Tel: 0636 77495 N RATM Cone
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he final phase of the new-
I look White Dwarf will be

implemented next issue.
Four more pages will be added,
two of which will be given over
to two excellent cartoon strips;
Thrud the Barbarian and The
Travellers. Over the last few
issues there have been some
radical changes in White Dwarf’s
style and content. Of course, we
cannot hope to please every-
body, but warn you to load your
poison pens in anticipation of
The Reader Strikes Back—a ques-
tionnaire in White Dwarf No 45
for readers’ opinions, views and
pent-up frustrations!
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An Organisation for Traveller Scenarios and Campaigns by Marcus L Rowland

Players Information

Outside the armed forces and megacor-
porations, there are few jobs available
for qualified starship crews. Those posi-
tions offered tend to be poorly paid,
dangerous, or both. Accordingly, when
agroup of unemployed adventurers see
a job advertised in their morning news-
fax their interest is aroused:

Wanted - Pilots/Navigators/Compu-
ter Operators/Engineers/Gunners.
Go-ahead company needs skilled
personnel for small ship charter work
in central Solomani Rim subsectors.
Scale salaries plus 5% per annum
incremented bonus, training, stock
option plan, etc. Contact Interstellar
Charter Enterprises, Commo ICE
324324 ex6.

On applying, the team are given the
company’s local address and instruc-
tions to report for medical examina-
tions, aptitude tests, and interviews.
These include several psychological
evaluations and are as tough as any-
thing used by the Navy or Scouts. Amaz-
ingly, all the team manage to complete
them and are eventually ushered into
the office of the local director. After sev-
eral minutes of innocuous conversation
he reaches into a drawer and pulls out a
small ampoule of clear liquid. ‘This’ he
says, ‘is a dose of Booster. How would
you react if we wanted to include a few
thousand of these in your cargo?”’

Referees Information

ICE carry out all normal spacecraft ren-
tals, buttheir main business is the provi-
sion of ships for any form of illicit activ-
ity, from smuggling to piracy and small-
scale mercenary operations. This is
made possible by the lack of co-operation
between the regions governments,
which makes it difficult for any single
policing organisation to keep track of
their activities. In fact, all the regions
governments have used ICE's services
intheir own intelligence operations, and
on a roll of 5+(2d6) will ignore any alle-
gation of illegal activities which do not
threaten them.

If the players react badly to the ‘drug’
(actually distilled water) the manager
will say that he was simply testing their
reactions, since ICE would never employ
smugglers. They will be offered jobs on
widely separated ships and bases and, if
the jobs are accepted, will be discharged
for some real or invented dereliction of
duty after 3-12 months. They will be
carefully kept away from any illegal
activities.

If the team show a less hostile reac-
tion, indicating a willingness to discuss
the possibility of acting outside the law

given suitable incentives, they will be
given a little information (but no evi-
dence) about ICE's activities and offered
a job as a ship’s crew.

Unlike most criminal organisations,
ICE works only for hire and rarely initiates
projects. The company charges stan-
dard fees for legal work but up to 500%
more for illegal projects. However, there
are few complaints about these fees
since they include forged documenta-
tion, bribes to customs and other offi-
cials, and miscellaneous extras.

‘This,” he says, ‘is a dose of Boos-
ter. How would you react if we
wanted to include a few

thousand of these in yourcargo?’

ICE own fifty-eight ships, all of which
have at least 1% of their hull volume
devoted to concealed storage compart-
ments. These hidden sgaces (usually
inside the pressurised hull) are well dis-
guised and will only be found on aroll of
11+ (DM +1 per level of Engineering
skill) in a routine search, 8+ in a customs
strip search or major repair. They are
screened against most forms of detec-
tions. All ICE ships are frequently ser-
viced and kept in tune for maximum per-
formance. All but the smallest vessels
have abnormally powerful computers
and maximum armaments for the hull
configuration. Trusted captains are
issued with a false ship identity trans-
ponder, false papers, and appropriate
identification symbols and paint for
another shipping line or independent
vessel. Most of the company’s ships are
standard designs including type J Seek-
ers, type S Scout/Couriers, type A, A1,
and A2 Free Traders, and Freight Tractor
Vessels. All these ships can be research-
ed in Supplement 7 (Traders and
Gunboats) except Freight Tractor Ves-
sels, which may be found in Games
Workshop’s IISS Ship Files. ICE also own
several unregistered ships which are
illegal or too radically modified to with-
stand any inspection. These include:

Type S Scout/Courier. 3-ton bomb
bay, triple turret mounting laser/sand/
missile launcher, ECM jammer system,
and external disguise and identification
as a type J Seeker.

Type A2 Far Trader. Modified by addi-
tion of hatches for four G Carriers [Book

2, triple turrets as above plus dorsal
twin fusion gun turret (usp code 4), 48
low berths (including some in hold). The
dorsal fusion gun is mounted on an
added hard point.

Gazelle Class Close Escort. Salvaged
without Imperial knowledge and outfit-
ted as a privateer. Liquid hydrogen tanks
are not available, nor are particle accel-
erators, and the hull is thus fitted with
two triple laser turrets and two sandcas-
ter/missile turrets.

These unregistered craft are based on
uninhabited worlds or in deserted areas
of populated worlds.

The benefits offered in the recruiting
advertisement are genuine, since ICE
prefer to employ highly qualified per-
sonnel, and if a crew are not needed for
avoyage they will be assigned to a train-
ing scheme. Such courses last a month
and utilise advanced techniques includ-
ing hypnopaedia, drug enhancement,
and computer simulations. On a roll of
5+ (DM +1 Int 10+, +1 Dex 9+) such
courses will give their subjects one skill
level inthe area covered, but whether or
not the course is passed pupils will be
exhausted for the next 1-2 weeks and
their Strength, Dexterity, and Endurance
will be temporarily reduced by 1-2 points
(ifinitially more than 4). The stock option
scheme is also genuine, and employees
may buy shares worth up to Cr5000 per
year but may not sell them without the
company'’s permission. Such shares pay
dividends of 3d6% per annum.

A new crew must undertake 2-7 legiti-
mate charters before being trusted with
anillegal mission. During this period ICE
may put a container of nerve gas in the
ships purifier system, with a timer to
triggeritifthe team are late back froman
assignment. Such containers will be
found in a normal search on aroll of 9+,
in an intensive search or major mainten-
ance on aroll of 7+. They are usually set
to release gas two weeks after the
scheduled end of the mission. These
devices will only be used if ICE have
some particular reason to suspect the
crew, such as pilferage or unlikely ‘acci-
dents’ on the previous flight. Once the
probationary period is ended missions
should be assigned from the following
table, which shows a 2d6 die roll, the
assignment produced, any pay increase
involved, and a modifier on the roll for
the next assignment:

Die Roll Assignment Pay Increase Modifier
under 3 High hazard mission (mercenary transport/drug run- +20% 2
ning/organlegging/etc)
4-5 lllegal mission (smuggling/gun running/illegal +10% +1
immigrants/etc)
6-9  Legal assignment (charter flight) - 0
10-11  Training [see below] - -1
T2+ Vacation/Layoff [see below] -/-15% -2
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Referees should design their own assign-
ments bearing in mind the circumstan-
ces of their own campaigns. It should be
remembered that there may be hazards
even in legal flights, training, or on leave.
Training assignments should be rolled
for each team member on the table fol-
lowing, roll d6:
1-2 Speciality (eg pilottrained in
additional Pilot skill).
3 Crosstraining (eg pilottrained in
Navigation skill).
4  Weaponstraining (roll d6, 1-4:
Small arms, 5-6: Gunnery).
5-6 Miscellaneous (roll d6: 1: Vace suit,
2: Medical, 3: Jack-o-T, 4: Forgery and
Bribery (roll for each skill), 5: Steward,
6: Vehicle (see Book 7).
If the result obtained would mean a skill
being increased above level 3, or if the
world concerned cannot offer the course
indicated, reroll the result. A roll of vaca-
tion/layoff indicates a break from al|
duties, If following a legal assignment or
training, a layoff result is assumed, with

no work immediately available (for 1-6
weeks) and pay docked. If this result fol-
lows an illegal or high hazard mission
the team are assigned a vacation for 2-4
weeks, plus one week if the mission was
a high hazard assignment. Vacations are
on full pay.

If referees do not wish player charac-
ters to work for ICE this company may be
used in several roles. Player characters
with backgrounds in crime or intelli-
gence might be aware of ICE’s clandes-
tine role, but will know no exact details.
On a roll of 10+ characters with this
background will be aware of ICE’s exis-
tence. Since ICE frequently use identifi-
cation copied from other lines and inde-
pendent carriers the players’ ship might
be mistakenly identified as a criminal
craft. Characters with work in law
enforcement might be assigned to iden-
tify the secret owners of the company
(actually a consortium of banks plus five
directors elected from the lines mana-
gers) or to find an individual or crew

1. Patron: Crime boss.

Required Skill: Forgery, Streetwise,
Recruiting.

Required Equipment: None.
Player Information: The team are hired
to spearhead a currency forging opera-
tion. They are to take the necessary
equipment to Agidda (Sol 0204) and
supervise its installation and the recruit-
ment of a distribution network. The
group and equipment will be trans-
ported to Agidda by a freighter belong-
ing to Interstellar Charter Enterprises,
who sometimes transport dubious car-
goes for a suitable fee, with the equip-
ment disguised as computer parts and
the team carrying ID as electrical
engineers.

eferees Information: The crime boss

has arranged for the rental of suitable

working for the company. Mercenaries
might be given a short-term contract by
the company.

If referees wish to use a company of
this type in other areas they should do
so, butitshould be remembered that ICE
is based in an advanced and wealthy
region which can support an organisa-
tion of such a size and which contains
several separate political blocs. If used
in another area (for example, the Spin-
ward Marches before the 5th Frontier
War) a smaller line with more long-
distance craft might be needed. A com-
pletely unified region could probably
notsupportan organisation, exceptasa
legitimate charter firm,

The following are scenario outlines
based on ICE or a similar organisation in
the style of Traveller Supplement 6,

76 Patrons. Those listing ICE as patron
assume that player characters are em-
ployees, the other assumes that player
characters are at least partially ignorant
of ICE and its activities.[J

workshops and for a supply of raw mat-
erials on Agidda. Team members will
receive 40% of all profits,

11CE, | gpips officers 8"

: : . S jents heir
1-2: The freighter crew will co-operate | 2. Patro: “cyiys: Ship . The clients, gt
with the team to the best of their abilities. Required . +: Non ally ut t;,-?.erebel Qmupad' freighter
3: ICE have been contracted by Imper- rew ired EQUIP E own an met;;as olom 2 iracy, iy ith ford
ial Intelligence officers, and paid to m‘jnformaﬂon close escortt = o Tfof‘swn' is a stolen "
divertthe team and equipment to meet a P’fizgé d Gazelle c{hs Sirius B{“ "?)!l?fc : eveloﬂ papers: . make noh‘a‘i‘\';\’
‘reception committee’ on one of sa oid in eitfor ev ed the oothly:
Agidda‘s moons. 0359’; af,tg gCCa;‘-lOt Y Léfw‘.tieg-‘:‘hgnd —?:t‘;{(‘;‘; gn '.‘l'-l%zc;i?ﬁe\ﬁng at rtr‘::ta “
4: Arival criminal group is aware of 0 clandes { burgen, mis pB wi he te
the project, and have put 1-3 agents on and c?ﬂ-‘-:rrl and f ar;cg\% tosell !}.‘m._f 3: Anmsgas giant wher push
board as ‘travelling salesmen’. They will p "‘;irectors have & o Apishal [t?i‘ 9 Meshcaoop un decidedtoaMm
notcooperats. - P thecrewwill | ICkL group based i, e Mactorves: "5 The rebelsheve iy Sher is badly
ol 2 . 02). The ct a freld orth team an th {TB.}g_ B
5: As 4, _b#t ICE have been paid to co- ?3 shal an ' pa\’me-nt,;t ig hes_. As 1-2, bué will ISP o be
operate with the second gang. p‘;wh'lch is the be paid s for aintained aNC 1T o drive W
6: As 3, but the ships crew are not se The team C 25000 bo m 5: As5, utthe| ability-
gware of the plan and the ship will be ?,SCzafd rates Wit 5 duced to J1 cap
iverted to its new destination by signal a ce e
from the local le:‘N age?tts gtr:?&\gig;;?na ° complet® o ; :
3: One of the nutrient vats will go

: ICE 2
* ;:gl?i':ed Skills: Ships officers and
w, Medical.
Cnai’haqt.:ire«:l Equipment: None. >
Py ers o twant of llegal medical
nsport a shipme
E.;rrs)pq:.l‘:i'es (mostly stolen organs but_alrs‘ﬁ:
anagathics, addictive drugs, and pSt?‘ce
stimulants) from Cuchulain {Esp?fa aea
0306) to Nusku (Sol 0202). Any safe I: !
may be used, within the limits of a rr?et-
Tradervessel. The supplies recf(\k!“rdqcal-z
iculous monitoring (minimum Me Icon-
skill), most will be stored in freeze 8
tainers but some are in nutrient so t'vil!
tions needing daily care. The team
be paid at high hazard rates.

es Information: The dictatorial
goﬁeefr?mrr?'\ent of Cuchu_la;p‘ea:)er-;;pt?asr:r;g
of political prisoners via I B
i ecasesintheformotiivevic
L';f;?m low storage until needed. Mggtaof
the cargo has been stolen from su'son-
bank, and it includes four living %n o
ers, stored in various freezer modu edl
The Cuchulain police have_dqsco\trernd
the theft and traced the shipmen :sashi
will attempt to intercept the team'dencg
and destroy this embarrassing ?\;;1 hr
of their crimes. For each week of the trip
;?gzqrm%%%duie holding one of the pnst—
oners is faulty, and will startio thaw mgre
after 1d6 days. The occupant will r_eguq
normal medical attention to survive.

nd its contents decay, filling the
\?‘wvt;ﬁjn\?vi?h an almost imoler_able sme!l.t
4: A freeze container which does no
hold a prisoner will malfunction.
-6: event.
Isch‘r.er:gh stage of the journey the referee
should decide the actions of the twoth
Cuchulain navy vessels assigned to ;a
pursuit {equivalent to J:d close gscor_tl_sh
then establish theteam's intentions. ;a
team may be able to bluff their w?‘v ou
of any encounter if they change(t: e oy
ship’s appearance after leaving uc?di(:l
lain. If the ship takes damage an a L
tional weeks event roll shopid be made.
The team must also de_a_l with the;us—
toms and other authorities of all the
worlds visited en route.




OPEN BOX

THE SHADOWS OF YOG SOTHOTH
Chaosium Inc £7.95

The Shadows of Yog-Sothoth is the first
scenario pack released by Chaosium for
Call of Cthulhu. It features a campaign
that takes the player around the world
and ultimately has its climax at the lair of
Great Cthulhu himself, and is presented
inthe form of seven episodic adventures
which build upon each other to generate
the atmosphere of paranoia so prevalent
in Lovecraft's stories. However, if you do
not have the time to treat the scenarios
as a campaign (seven to ten full even-
ings to play), with a few minor adjust-
ments each episode can easily be con-
verted into a self-contained adventure.
The Shadows of Yog-Sothoth also con-
tains two bonus scenarios and a listing
of errata and additions for Call of Cthulhu.

The first of the bonus scenarios is for
inexperienced players and involves
research in Hungary into an obscure
poet’s life. The information provided is
succinct and encourages players to use
their research skills and interact with
NPCs. The other scenario is for experi-
enced players and if the Keeper has a
good sense of atmosphere could be
quite memorable. But | leave you to dis-
cover the grisly secrets of the Boucher
Mansion...

The campaign game opens by intro-
ducing the players to a fraternal organi-
sation known as the Hermetic Order of
the Silver Twilight. Detailed information
is provided on the Order’s secret rituals
and the various degrees its members
aspire to, as well as plans and com-
prehensive notes on the building it
occupies. The investigators are encour-
aged to join the lodge and should
quickly learn that the order is not all it
might appear, but to actually discover
the secrets behind its masonic facade
demands alert play. This scenario intro-
duces three new spells mind blast, make
box (a form of portal creation), and steal
life. It also lays the seeds for two of the
following adventures, a process
repeated in each scenario, which helps
to add coherency to the campaign.

The second scenario, aptly named
Look to the Future, involves the players
in an investigation of another branch of
the Silver Twilight, and it is at this stage
that they will begin to realise they are
dealing with nothing less than an
illuminati. The Coven of Cannich draws
the players to Scotland and features an
archaeological dig, a deserted house,
some caverns, witches and some crea-
tures; followers of R E Howard will
instantly recognise it.

The fourth scenario takes the inves-
tigators to Hollywood when they are
hired by a millionaire who is convinced
that the setfor “The Prince of Babylon'in
Devil's Canyon is haunted. It involves
plenty of interaction between the players
and the NPCs, some useful photographic
equipment, and a new Lesser Servitor
Race. Having finished this assignment,
for better or worse, the scene changes
to Maine where, whilst acquiring new
information the players discover that the
Silver Twilight is no longer prepared to
tolerate their activities and the hunters
become the hunted.

The action now takes on a rapid mom-
entum, as the surviving investigators

are summoned to Easter Island, armed
with a fair knowledge of the Silver
Twilight's nefarious intentions. The
referee is provided with detailed notes
ontheisland and an interesting ‘alterna-
tive history’, whilst the players have to
negotiate the restrictions of the Chilean
governor as well as trying to thwart the
evil practices being perpetrated on the
island. The Watchers of Easter Island
introduces two new artifacts, an horrific
weapon, and demands a high level of
play if the investigators are to continue
to the ultimate confrontation. The final
episode isinspired by Lovecraft's classic
Call of Cthulhu and involves the raising
of R'yleh and...

All'in all the Shadows of Yog-Sothoth
is an excellent and masterly campaign
that demands a high standard of play
throughout. Itis well presented (one fea-
ture is five pages of player-information
which can be photocopied or pulled out
to save the Keeper time) and carefully
managed throughout, and it provides, |
believe, the most exciting and satisfying
adventure available on the market to
date. It might seem expensive but itis
worth every penny.

Presentation: 9 Enjoyment: 10

Playability: 9 Complexity: 9
Skill: 9 Overall: 10
lan Bailey

ILLUMINATI EXPANSION SETS 1 & 2
Steve Jackson Games Each £4.95

The organisation spanned three conti-
nents; its pawns included shopkeepers,
reviewers, and innocent wargamers, but
tonightthe core of the conspiracy wasin,
session. Tonight, the Testers met under
the cold eye of the Designer.

‘Phase One is active, Ladies and Gentle-
men. It will be acomplete success. Now,
therefore, we must consider Phase Two.’

‘Excuse me, Designer, but how can we
be, uh, certain of Phase One's, uh, suc-
cess?’ Few present could decide if the
speaker was brave or simply foolish;
some thought both. The Designer, how-
ever, seemed in a tolerant humour
tonight.

‘Success is certain. Firstly, David Martin
has produced us an excellent piece of
box art; few eyes will not be caught by it.
Secondly, the concept is certain to
appeal to anyone with a pet dislike or a
shred of cheap cynicism. Thirdly, the
game is, if | say so myself, reasonably
good.’

The Designer barely paused before
continuing. ‘Phase Two will follow the
traditional pattern. Two expansion sets
will be released; we may be certain that
our targets will purchase both, and so
we need not bother to ensure that each
is independently usable, or that full
extension rules are included in both.
Each, however, will require its own pack-
a?ing, and each can include a catalogue
of our future plans. Data on the new sys-
tems, groups, and activities involved in
these expansions is in the files before

ou..."
i For a while, the only sound was the
rustle of documents. Then the Tester
who had spoken before looked up. ‘The
American Autoduel Association? Might
that not be construed as self-indulgence,

Some modules and expansion
sets are independently reviewed.

Open Box...

Designer?’

Silence hung in the air like nerve gas.
At length, when all the Testers had
closed their files, the Designer spoke
again.

‘| anticipate certain comments. The
high proportion of Weird groups in this
selection may shift balance in favour of
the Discordian Society; so beit, balance
is a secondary consideration here. We
have, as yet, not acted on suggestions
that we produce a British edition of the
design; initial soundings suggest that
the rampant Americanomania of our tar-
gets inthat area makes that unnecessary.
Are there any further questions?’

‘One, Designer.’ The speaker was a
senior Tester. ‘It has been pointed out
that the notes released in Phase One
failed to note the significance of Robert
Shea, co-author of the original novels.
This was doubtless deliberate, but
should we not prepare for trouble from
Shea?’

The Designer's mouth may even have
quirked at the corners then, butitis
unlikely. ‘Trouble? Shea is an oppor-
tunist. We have actually induced him to
write an introduction to Expansion Set 1.’

The Designer paused. 'Very well,
ladies and gentlemen; all is set. Thank
you for your diligence in this project.
You will be notified of your nexttasksin
due time.’

With that dismissal, he fell silent. The
Testers rose and trooped out of the
room, but for the one who had spoken
twice; his chair had, for some minutes,
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been quietly secreting a fast-setting
epoxy resin.

Expansion Set1 Expansion Set2

Presentation 7 7
Rules 6 5
Playability 7 7
Enjoyment 6 7
Skill 6 6
Complexity 6 6
Overall 6 6

Phil Masters
DUNGEON & DRAGONS
ENDLESS QUESTBOOKS
Revolt of the Dwarves 95p

Revenge of the Rainbow Dragons
TSRInc

95p

These books continue the series of TSR
multiple-choice stories for younger
readers, presenting a decision every
three or four pages of text. Since they do
not use D&D rules, but simply tell the
reader what happens after achoice, they
are of limited use to experienced play-
ers. With this in mind, these reviews are
based on internal logic, fairness,
ingenuity, and enjoyability for the
intended age group.

Revolt of the Dwarves sends Galen, an
untrained boy, on a desperate attempt
to rescue his parents from arevolting (in
every sense of the word) dwarven army,
and to warn the local ruler that they are
about to seize his kingdom. There are a

wide variety of environments-in the
story and many possible outcomes,
roughly half of them being some sort of
failure. Only one of the outcomes resolves
all the problems of the story, by allowing
the hero to stop the war and rescue his
parents with the minimum of blood-
shed. Good features were a reasonably
long decision chain before each ending,
and the chance to explore many differ-
ent areas. The worse feature was a
nauseatingly cute puppy called ‘Woofy'
(who naturally rescues his master on
several occasions) who is a hot favourite
for the Dorothy Parket ‘f'wowing up’
award. Despite their racial origins the
dwarves, when encountered, seem little
more than caricatures of humans. In
spite of these flaws it is an interesting
adventure and will probably provide
several hours amusement.

Revenge of the Rainbow Dragons is a
sequel to one of the earlier books, Pillars
of Pentegarn, and involves its hero and
two cute talking animals in a duel bet-
ween powerful wizards. Most of the
action takes place inside or under a cas-
tle, but there is also the possibility of a
diversion to the Elemental Plane of Air
or to Limbo. One of the routes through
this story poses a simple |Q test which is
most readily solved by cutting up the
page and matching various counters —
since this is actually suggested in the
text, anyone giving the book as a present
might be advised to add a couple of
photocopies of the page if they don't
want to see it mutilated. The story is
fairly complex but there is more of aten-
dency for plot lines to converge than in
most books of the series, so that some
decisions are ultimately meaningless.

Neither book will set the gaming
world alight, but both are suited to their
audience and give good value for
money. Like most players I'm still wait-
ing for some genuine solo adventures
from TSA.

Overall:

Revolt of the Dwarves 5

Revenge of the Rainbow Dragons 5
Marcus L Rowland

DUNGEON MODULES

S4 The Lost Caverns of Tsojcanth £5.50
WG4 The Forgotten Temple

Of Tharizdun £4.50
N1 Against The Cult

Of The Reptile God £3.95
U2 Danger At Dunwater £3.95
TSR Inc

After what appears to have been a long
break from design work Gary Gygax is
back! As well as finding time to work on
the 6th AD&D volume with its new
character classes, monsters and magic,
Gary has produced two modules. Like the
majority of his previous modules they
are for high level characters; 5th-10th
for WG4 The Forgotten Temple Of
Tharizdun and 6th-10th level for S4 The
Lost Caverns Of Tsojcanth. Designed to
challenge high level parties they are
consequently very tough.

The Arch-mage Iggwilv perished long
ago leaving her greatest treasures hid-
den under heavy guard in the Lost
Caverns Of Tsojcanth. Many have search-
ed forthe caverns only to be beaten back

by the ferocious monsters that lair high
in the mountains. The importance of
good play is stressed in the introduction,
to play otherwise will bring a quick end
to the adventure. The rewards of good
play are, however, high-powerful magic
to gain and the satisfaction of success-
fully completing a difficult adventure.

S4 also contains an additional 32 page
booklet with over 30 new monsters and
a smattering of new magic. Not all the
monsters are for use in the module (giv-
ing DMs plenty of scope to spice up
other adventures) magical diagrams are
also given an in depth treatment detail-
ing their creation and effectiveness.

Not far from the Caverns lies the
Forgotten Temple Of Tharizdun which
can be used with $4 or on its own. Fol-
lowing a band of marauding Norkers the
Temple is discovered. The Temple is
brought to life excellently and contains
plenty for players to think about, gaining
entry requires good tactical play and an
imaginative approach is needed to
fathom out the Temple's hidden secrets.
The story does not end here either, a
future work is promised to develop the
plot further.

Lower level adventurers are not for-
gotten in N1 Against The Reptile God,
for 1st-3rd level characters. Arriving in
the village of Orlane the players are met
with mixed reactions, some villagers are
friendly, some distant while others are
very suspicious and guarded. Some-
thing is definitely amiss and the players
have to find out what. Having done so
they are in for a very hard time as the
action quickly develops into a life and
death struggle against the Cult. The vil-
lage is well laid out requiring players to
interact with the populace in order to
piece together the various clues.

U2 Danger at Dunwater continues the
adventure started in U7 The Sinister
Secret Of Saltmarsh. For 2nd-4th level
characters and players who enjoy a men-
tal challenge. Players who attack every-
thing they meet will find the adventure en-
tertaining but will not realise its full poten-
tial. Those who do not overlook obvious
clues will realise thatthere is something
more afoot here than immediately meets
the eye. A lot of thought has gone into
this module, monsters are not there to be
slain, they have personalities and feel-
ings which come across very well. U3
The Final Enemy is scheduled for release
later this year and it promises to be an
exciting conclusion to the series.

At one time modules were scarce, be-
ginners had recourse only to high level
ones foraid and inspiration. Happily this
is no longer the case, both N7 and U2
prove that low level adventures are just
as interesting and exciting as their high
level counterparts. Players who have
scaled the heights have S4 and WG4 to
testthemselvesin, those who haverisen
too fast will find them very difficult, but
those who have earned their levels are
in for some very memorable adventures.

S4 WG4 N1 U2

Presentation 9 7 9 9
Rules 9 - - .
Playability 9 9 9 9
Enjoyment 9 10 9 9
Skill 9 9 7 7
Complexity 9 8 6 6
Overall 9 9 8 8
Jim Bambra
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CRITICAL MASS

For reasons known best to itself the
Book Marketing Council is having a big
SF promotion this October. You may
remember the Best of Young British
Authors promotion earlier this year: this
was estimated to have sold several
hundred thousand extra books by rela-
tively unknown authors whose careers
got a much-needed boost. | predict that
the SF promotion will not sell several
hundred thousand extra SF books, since
in a fit of what looks like cowardice the
selection panel has picked far too many
classics and bestsellers which have
already reached saturation point for
sales. I'm disappointed.

The books: Helliconia Spring (Aldiss),
the Foundation trilogy (Asimov), The
Drowned World (Ballard), Timescape
(Benford), No Enemy But Time (Bishop),
Downbelow Station (Cherryh), 2001 and
2010 (Clarke), White Gold Wielder
(Donaldson), The Stainless Steel Rat for
President (Harrison), Dune (Herbert),
Brave New World (Huxley), The Crystal
Singer (McCaffrey), Dancers at the End
of Time (Moorcock), The Mote in God'’s
Eye (Niven/Pournelle), 1984 (Orwell),
Majipoor Chronicles (Silverberg), The
Citadel of the Autarch (Wolfe), The War
ofthe Worlds (Wells) and The Day of the
Triffids (Wyndham).

Apparently the oldies had to be includ-
ed because there wasn’t enough con-
temporary SF in print which the pub-
lishers were prepared to back (at a cost
of several hundred pounds per book) for
the promotion. The number of British
authors is still shameful for a British
campaign — seven, and three of them
dead. Some authors are unrepresented
because their publishers don't belong to
the Book Marketing Council (and would
therefore get charged an extra 50% for
the privilege of BMC publicity) or are
just plain mean, Where are Britain's Bob
Shaw, lan Watson, Christopher Priest,
Robert Holdstock, John Brunner,
Richard Cowper, Garry Kilworth...? You
may well ask.

One of the bright spots is that Gene
Wolfe's Book of the New Sun tetralogy
will get more attention. The final book
The Citadel of the Autarch was recently
published by Sidgwick and Jackson
(317pp £8.95) and will appear as a paper-
back from Arrow in — what a coincidence
— October. Gene Wolfe himself will also
be visiting Britain around then, and
appearing as guest of honour at the has-
tily scheduled Fantasycon VIl in Birming-
ham. More of this later.

Atlast|'ve been able to read the whole
of The Book of the New Sun in sequence,
and the experience is recommended.
The first three books, in print as both
S&J hardbooks and Arrow paperbacks,
are The Shadows of the Torturer, The
Claw of the Conciliator and The Sword
of the Lictor. The four together are the
best thing in far-future ‘science fantasy’
since Jack Vance's The Dying Earth.

The story seems quite a simple and
rambling one. Severian is an apprentice
—later a journeyman—inthe Order of the
Seekers for Truth and Penitence, better
known as the guild of torturers. Guild
headquarters is pne of the ancient
towers comprising the Citadel of the
Autarch of the Commonwealth...and the
unimaginable remoteness of the story's
future comes slowly into focus as you

Critical Mass is a regular book
review column, written by Dave
Langford. This issue, the latest
Gene Wolfe novel.

Wolfe
at the
Door

realize that this tower has bulkheads,
round windows and a long-disused
propulsion chamber; that an ancient
painting in the nearby Library shows a
knight with a golden visor standing in
stony desert, Earth visible in the sky
behind him; that the operating principle
of the most hallowed of all the Guild’s
torture machines is so nearly forgotten
that the nearest word anyone can man-
age is ‘lightning’...

Severian is a torturer. A lesser writer
would instantly supply him with a
twentieth-century liberal conscience:
not Wolfe. When through half-unwilling
emotional involvement he eases the
death of a ‘client’, he feels himself a
traitor to his guild and meekly sets off
into exile, paying his way en route by
‘practising the mystery of his craft’ (hir-
ing out as public executioner). There are
encounters, fights, giants, subhumans,
robots, alien ‘cacogens’, monstrous pur-
suing beasts, appalling rites, a magicgem
(the Claw), interstellar travel via mirrors,
a war in which things called lances and
spears are high-tech energy weapons —
and a curious fate which from the begin-
ning is guiding Severian towards the
throne of the Autarch.

From that summary, it could be ter-
rible. Instead | think it's extremely good:
marvellously written, with a feel for lan-
guage which Stephen Donaldson would
have done well to imitate. Unlike
Donaldson’s, Wolfe's obscure words
lurk unobtrusively until they seem both
familiar and — thanks to their careful
planting in context — meaningful. Wolfe's
real obscurities are kept outin the open,
nothing up his sleeve: occasionally he
describes an event with piercing clarity
and you still don't know what’'s happen-
ing. But read the books in sequence and
almostall becomes plain; the firsttwo in
particular feature highly enigmatic
events towards their ends, light being
cast on each mystery if you carry straight
on into the next volume.

The Book of the New Sun isn't perfect
—some of the last book’s revelations
about the New Sun itself are less earth-
shattering than one would hope, and a
few minor points stay annoyingly
opaque to the end. But its style, wit,
inventiveness and fresh atmosphere set
it far above today's endless output of
fantasy novels which read like fictionali-
zations of mediocre D&D campaigns. It'l|
do until perfection comes along.

=% B

After which, |'ve not much room left.
Diana Wynne Jones's The Magicians of
Caprona (Beaver 191pp £1.25) can be
found in paperback on the “children’s”
shelves: though not her best boak (try
The Spellcoats), this shows that Jones,
like Wolfe, can write fantasy without get-
ting bogged down in all the old genre
clichés. Set in the same parallel-world-
where-magic-works as her popular
Charmed Life, it features pleasantly
dotty goings-on in an Italian city-state
whose principal magician families are
busily playing Montagues and Capulets
to considerable comic effect... Fun.

Two issues ago | mentioned that Isaac
Asimov had promised to come to Britain
as guest at our 1984 national convention.
It seems he has now decided that his
time would be far more profitably spent
writing another novel, and the search for
a new guest is under way... The Sun
Shines Bright (Avon/Discus 242pp $2.95)
is not a novel but yet another collection,
the fifteenth, of Asimov's slightly too
regular columns from Fantasy and Sci-
ence Fiction. Each essay presents some
interesting insight or viewpoint, usually
scientific; most of them, alas, are pad-
ded and smothered with great wads of
facts, statistics and numbers in general,
the result being relatively dull. When Big
Ike descended to several fascinating
pages listing the largest cities in (a) the
world and (b) the United States which
start with each letter of the alphabet
from Ato Z, | found myself beginning to
snore. For Asimov completists, and
insomniacs.

Books received which | haven't yet
had time to read properly: The Prom-
etheus Man by Ray Faraday Nelson
(Starblaze 233pp $5.95) was runner-up
for the first Philip Dick memorial award
(the winner was Rudy Rucker’s Software,
mentioned in a previous column), and
Dick himself earlier remarked “Mind
bending... this is what real science fic-
tion is all about” — though you can’t
believe every plug printed on the back of
a book. Hello America by J G Ballard
(Granada 236pp £1.50) is the first paper-
back appearance of this 1981 novel by
our own home-grown Master, and seems
considerably more accessible than
works like The Atrocity Exhibition which
managed to put so many readers off Bal-
lard. The Citadel of Steve Jackson and
The Forest of lan Livingstone are abso-
lutely (That’s enough books — Ed).C]
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Some well-known gamers and design-
ers would have us believe that ‘realism’
has no place in fantasy role-playing (FRP)
because, by definition, a fantasy is un-
real. At the other extreme are gamers
who believe that role-playing games
(RPG) must rigorously reflect reality,
even to the extent of adhering strictly to
medieval European tradition. But for
many serious players the demarcation
between the ‘right’ and ‘wrong’ of
realism is the believability of the cam-
paign as a whole. In some ways playing
a FRPG is like participating in a living
novel. If the campaign is less believable
than the typical heroic fantasy novel, the
player'sillusion of living in another world
is broken and the game loses much of its
appeal. Of course, there are players who
will accept almost anything for a laugh,
butin my experience the average player
gets bored with an ‘anything can hap-
pen’ styleif he plays it frequently. Those
who say that ‘anything can happen
because it's fantasy’ ignore the under-
pinnings of epic fantasy — most of it must
be familiar and all of it self-consistent, or
we cannot suspend our disbelief and
enjoy it.

Three characteristics combine to
make a FRP campaign believable. These
are familiarity, self-consistency, and
completeness. Familiarity is attained by
incorporating elements from our own
world, past or present, into the fantasy
world. To be self-consistent, each facet
of the campaign must fit or mesh with
each other, like cogs in af?ear, since
every part of the world affects every
other part. Completeness comes from
preparing each area or institution of the
world which might affect the player
characters.

Familiarity is built into every FRPG to
some extent. Humans are usually
assumed to be the dominant race, just
as on our mundane earth. In categories
not involving magic the characters are
capable of amazing feats, but no more
than we have heard of in our own his-
tory. For example, the super-strong
fighter merely reminds us of the mother
who picks up the end of an auto to save
her trapped son. But beyond this, most
FRPGs assume a medieval European

True S

Realism in D&D and other Fantasy Role-Playing Games by Lewis Pulsipher

background of knights, nobles, and
castles. The romance associated with
castles makes them worth using to
establish a familiar feel, even though
they would be poor defensive works
against magic using attackers who can
go up, over, or through walls. The point
is that familiar objects and institutions —
such as a titled nobility — help make the
game believable, even when other de-
tails of the game imply that such familiar
things should not exist in this particular
world. If too much is changed, many
players just can’t ‘get into’ the game
because they can’t be comfortable with
the atmosphere or feel of the world.

Overfamiliarity can also harm the
game. Many gamesmasters use real-
world religions such as Christianity,
Mohammedism, and Hinduism in their
fantasy worlds. To me, at least, thisis a
jarring reminder of our mundane world,
not a comfortingly familiar background
to a magical alternative. Similarly, the
use of mundane names for characters
(I've known too many Freds...) and mun-
dane nationalities (French, Japanese,
Mexican, etc) detracts from the authen-
ticity of the fantasy atmosphere—it'stoo
much like reading the daily newspaper.

At some point the need for self-
consistency overrides the advantages of
familiarity. If there are too many con-
tradictions, such as the presence of
above-ground castles and powerful
offensive magic in the same place, the
world becomes too distorted to be
believable. Questions about such con-
tradictions get in the way of the adven-
ture. A well-known contradiction which
usedto bother D&D players was the very
low cost of everyday goods compared
with the very large treasures found in
the hands of stupid monsters. How
could the monsters have all this money
— or had it, until the adventurers took it
from them? To some extent this con-
tradiction has been reconciled in AD&D,
and other games treasures are much
smaller so as to match the overall level
of poverty in the world.

A more subtle source of contradiction
stems from the adventurers’ good for-
tune. If it is relatively easy to advance in
level and become wealthy then isn't it

ight

necessary to assume that other persons
have done likewise? Consequently there
should be many high-level adventurers
in the world, with all that implies. Look-
ing from the other side, if every bar-
keeper and storekeeper in town is an X
level adventurer it must be ridiculously
easy to rise up the ladder of success.
Otherwise such persons would find
more lucrative occupations when they
quit ‘trashing for treasure’. If the players
find themselves having a harder, or
easier, time of adventuring than the
social environment leads them to expect
they may begin to lose their beliefin the
world.

Completeness should be built up grad-
ually. Firstthe village or town where the
adventurers live, and the area around it,
can beroughed out. Itis easy enough for
the gamesmaster to avoid committing
himself to too much at this point. As the
game progresses away from simple ex-
ploration of a ‘dungeon’ or other local
place of adventure the gamesmaster can
add other areas and begin to determine
the social and institutional aspects of the
world. Political and social history, cul-
ture and religion, political institutions,
the economy, even ecology must be con-
sidered, and each part must not contra-
dict another. If orcs breed like flies, why
haven't they wiped out humans or forced
them into hiding (political history?). If
several races co-exist peacefully, how
have they managed to do so (social his-
tory)? If monsters infest nearby lands
(ecology), where and how do inhabit-
ants obtain food (economics)? What do
people want to accomplish during their
lives (culture and religion)? These and
many other questions must be answer-
ed, preferably before the players ask
them. On the other hand, if you get bog-
ged down in realistic detail you may add
little to the campaign while opening the
way for more and more contradictions.

The more experienced your players
become, the more you must concern
yourself with believability. If you con-
sider familiarity, self-consistency, and
completeness as you construct and
revise your world you'll satisfy the
players and avoid time-wasting ques-
tions and arguments.[]

15




COUNTERPOINT

Counterpoint is White Dwarf’s new bi-monthly boardgame column,
to concentrate mostly on fantasy and science fiction boardgames,

written by Charles Vasey.

Detective in Sanctuary

The boardgame wing of fantasy and sci-
ence fiction ﬁ;aming is something which
has steadily lost ground to the FRP
hordes since the early Seventies when |
saw my first D&D game. If they have lost
some turf to the role-players (or roll-
players as they so often seem) they have
managed to stomp all over wargames.
Whether the latter is a matter of per-
ceived fact or simply the result of the
manufacturers’ beliefs, the end result
has been that many boardgames now
exist dedicated to the twin subjects.
Counterpoint is here to serve as a news
and reviews column without straying
into the more specialised areas of the
other regular features of White Dwarf,
like Open Box.

According to saucy Tamlyn of I'm A
Genie, | am widely known as a man who
loathes FRPs. Stuff and nonsense my
fine bucko. | have played several of that
ilkand one, Call of Cthulhu, with regular-
ity. | am perhaps best known as a war-
games reviewer for Military Modelling,
publisher of Perfidious Albion, one o
the most infrequent magazines known
to this hobby, and a contributor to and
occasionally contributing editor of sev-
eral US magazines past and present.
Even if it were so that | loathe the sub-
ject, the most notable feature of all my
work is that | have been reviewing
games in print since before 1975 and

that has included a very great many
games that failed to interest or amuse
me. Yetl hope | have still managed todo
a good journalist’s job. In fact | have
been playing fantasy games for many a
long year possessing one of the first
White Bear's to reach this country. When
lan Livingstone asked me to contribute
this column it gave me cause to think
back to the days before Greg Stafford
when most fantasy games were just
Afrika Korps with dragons (and most
wargames were just Afrika Korps with
different uniforms). Things have cer-
tainly improved since then until the
point where the artwork standards of
fantasy gaming reached down and grab-
bed wargame artwork by the neck and
hoicked it upwards. Which leads me
conveniently into some thoughts on a
recent game.

Sanctuary is published by Mayfair
Games who neatly illustrate the way the
wargame hobby has been allowed to
drag behind the fantasy. Mayfair's early
works included such bummers as Sheri-
dan’s Ride and the dyslexic Trans-
lyvania. The artwork was bad and the
rules fairly standard stuff. They did show
a brief burst of skill in Richard the
Lionheart which is unfinished but pos-
sessed of a fierce pride and some mea-
sure of panache. Their Falklands War
game got our publishers into hot water
with the gaulieters of the Right.
Sanctuary is immediately different, the
cover is a startling piece of work by

Walter Velex who did the excellent
Thieves World illustration for The
Chaosium. Inside the box the artwork is
less good but full of feeling. The map is
avery fine six piece board which joinsin
jigsaw fashion that gets rid of all those
problems of map folds. When | remarked
on the better production standards of
this game as compared to its predeces-
sorsto Andy Davidson he remarked that
itwas afantasy game and this meant the
customers expected something reason-
able. Ifthatis so then it's time for the war-
gamers to lobby their manufacturers!

The jigsaw map contains a simplified
map of Sanctuary, the site of the
Thieves’ World books. These, in case
you forgot, (or like me never knew) are
anthologies of stories set in Sanctuary
written by the greater and lesser SF/fan-
tasy writers. When | purchased a copy of
one recently to see what was what, |
found it somewhat weak sub-Tolkien-
meets-Lieber and frankly not really my
cup of tea. Indeed, if Thieves” World can
succeed, then almost any body of fan-
tasy writing can, so why have we not had
a Corum game eh? If the writers will
never challenge Gunther Grass, they do
manage to give that ‘authentic’ Ameri-
can blend of fantasy that is where D&D
has grown. The whole subject is a natch
for agame.

The players have a choice of three
games. The solitaire featuring the player
as the Prince hunting down criminals.
The basic with the players being the
criminals and the police. The Advanced
is a different system yet again. | agree
very much with Andy Davidson's sugges-
tion of playing the basic game with as
many of the Advanced optional features
as can be absorbed. Bright and bouncy,
itreminds me a little of one of the dafter
games which still retains my loyalty —
Heads & Feds a junk game of dope deal-
ing. | should add, mega-points here, you
get little silvery coins to play with in the
game just like at play-school!

A bit different and possibly question-
able as a topic for this column is Sleuth
Publications’ game Consulting Detective.
Ithink Sherlock Holmes is just as much a
fantasy subject as any of the Pixie People.
Be that as it may, this is an excellentgame
with the splendid illustrations of Sidney
Paget. The game is played on a large
map of central London which has been
divided up into clue-points (which
approximate to city blocks). These are
the locations to which you as the detec-
tive go to meet the dramatis personae of
your case. The game posits that the
street urchins that Holmes employed
have grown up and now he needs you
and the rest to take the weight of some
easier cases.

You begin each case by reading the
case which is very much as if you were
reading the real thing. Despite Sleuth’s
American nationality they manage

pretty well to write English of the period;
the dccasional slip can be forgiven as
can the occasional drift towards Chan-
dlerinthe first case which | have played.
The case description will leave you with
a series of names which can be checked
against the Directory provided with the
game. This is extremely extensive and
even included a William Vasey (named
after the American botanist?)! As an
introduction Holmes gives a lecture dir-
ecting you to the various extra sources
of information in Victorian London like
the Public Records Office and the main
mortuary. On selecting your clue-point
and moving there you read the resulting
events in the Clue Book. These are just
the right mixture of clues and red her-
rings. There is, | think, a problem in that
all the clues are printed next to each
other and your eyes may stray (quite
inadvertently | am sure) over other clues.
| suggest you get some innocent to xerox
the clue points and then cut and paste
these separately on sheets of paper.

At some point you will think you have
the villain in which case you answer a
series of questions inthe quiz book, and
score accordingly. The quiz book pre-
vents you from merely guessing the vil-
lain as you must also know a good deal
more than that before you can say ‘Book
him Danno, murder one!” The number
of clue-points you had to visit is then
compared to Holmes' supposed total
(and | bet you he never could have done
it so quickly, said he bitterly) and mon-
keyed around with to give you a score.
This allows you to race against other
players and against the Great Man.

The schema is simple and is simply
enjoyable problem solving. Having only
played one game | was impressed and
feltthe game was worth the £20 | paid for
it. Sleuth have no agent in this country
unless Games Workshop can be bullied
into it. You could contact them at 2527
24th Street, San Francisco, CA 84110.
The game sug?asts a whole range of en-
joyable topics featuring the famous detec-
tives of fiction. | should mention that in
order to solve the crimes you should
adopt Holmes’ methods, | say no more.

The success of Consulting Detective
reminds me of the success of Call of
Cthulhu both being fixed in an era that
appears less amenable to fantasy than it
has proved to be. Anyone who has
played the splendid Shadows of Yog-
Sothoth will know how evocative the
game can be; one almost expects to find
the man with his little finger missing and
Richard Hannay escaping into the mists.
The moral certainties of that period's fic-
tion are sufficient to give the subject the
edge of fantasy whilst remaining true
enough to the life we live nowadays to
be ‘believable’. Remember always that
unless you can believe it and empathise
with the characters you cannot role-
play. Sleuth Publications are promising
further supplements including a Murder
ata Mansion in Kennington. Kennington?
You some kinda wise guy?

Next issue | hope to review Titan and
Dragonhunt with a look at City of Sor-
cerors and Wizardsin the future. | would
also like to do some features on Science
Fiction games (like where are they?) and
on the games that have featured the
work of various authors. Until then, the
game’'s afoot Watson...(
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DEALING WITH DEMONS

Demonology in RuneQuest _
by Dave Morris

Partl: Demon Magic

Demon. To the superstitious this is any
obviously powerful supernatural being.
The word is even used to describe un-
usual Chaotic creatures or the |ess fam-
iliar elementals. In the precise sense,
however, a demon is any being which
lives on another plane of existence and is
capable of acquiring a physical presence
in the world (by this definition, the An-
cients of Theelar, Games Workshop's
own Questworld continent, sometimes
referto the Invader Race from Glorantha
as demons. This usage is valid, if ex-
treme). Note that it must originate on a
plane which to the demon itself consti-
tutes physical reality. The spirit plane
does not qualify, so embodied spirits
such as dervishes (or elementals) are
not true demons.

A couple ofthe simpler demonictypes
have already appeared in RuneQuest
sources. The demons of Wyrms Foot-
notes 10 are Chaotics with material form
but no POW —they cannot use magic,
nor are they affected by it. One of these
appears in Chaosium’s Questworld. A
very different type of demon is to be
found in the Munchrooms scenario of
Trollpak. These know all battle magic
spells and are extraordinary in having
POW, hit points and armour all equal
and interdependent. They seem to be
tied to the Darkness Rune, without
allegiance to Law or Chaos.

Itisfairly well known that the demonic
hierarchy consists of sundry demon
races ruled by ascending ranks of nobil-
ity up to the demon princes, each of
whom may reign over several different
planes of existence. The demonic types
of Wyrms Footnotes and the Munch-
rooms fall into the first group, while the
demons who rule them are all unique
beings of much more fearsome power.

The categorization and study of the
many demonic types forms the
Demonology skill —a Knowledge skill

This is the first in a short series
about demons in RuneQuest.
This installment covers the ritu-
als and devices used when Deal-
ing with Demons. The next two
in the series will be the names
and stats of the lesser and grea-
terdemons. This series will be an
official part of Games Workshop's
Questworld pack. It is not, how-
ever, an official addition to
Chaosium’s Glorantha. It should
also prove easy to convert this
article for use with most FRPGs.

with a base score of 0%. Familiaritywith
this skill meansthatthe character knows

T n|||“‘

something of the interrelationships,
powers and Runic associations of the
various demons. From this he may be
able to infer their weaknesses — if any.
The Demonology skill does not include
summoning techniques or other magics,
although it is useful to know something
about demons before you start trying to
summon them,

The Pentacle of Protection

In case a demon turns out to be hostile,
the Pentacle of Protection is a useful
defence for the summoner. The Pentacle
must be drawn out with various sub-
stances on some hard surface around
the summoner. This takes several
minutes and so must be prepared before
the Ritual of Summoning is begun.
When the Pentacle is complete, the sum-
moner casts a point of battle magic POW
into it, thus activating it for the next
hour. So long as another point is cast
into the design before the hour has pas-
sed it will remain active. Once the Pen-
tacle’s power is allowed to lapse, the
design smoulders away into fine ash.

A hostile demon cannot cast spells
into nor enter an active Pentacle. Neither
can it use summoned minions of its own
to attack the summoner. There are minor
design differences between Pentacles
according to the type of demon the Pen-
tacle is intended to ward against. If the
wrong demon materializes, the Pentacle
is useless.

It takes only a few hours to learn to
draw a Pentacle. Treat this as a skill with
a base score of 70%, adjusted for charac-
teristics as follows:

01-04 05-08 09-12 13-16 17-20 Each +4
INT -10% -05% 4+056% +10% +05%
POW  -05% +05% +05%
DEX -05% +05% +05%

Increase in the Draw Pentacle skill is by
experience only. Remember that the[>
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summoner won't know whether he has
drawn out the Pentacle correctly until a
hostile demon tries to violate it. Also,
one Pentacle cannot be drawn inside
another, so characters cannot ‘double
their insurance’ that way.

Pentacles are notthe summoner’s last
line of defence, by any means. Common
sense and a good grounding in
Demonology can provide a beleaguered
summoner with further wards (special
herbs, words and Runes that the demon
will retreat from, etc) to slow an enemy
demon's attack until it can be dispelled.

The Ritual of Summoning

Obviously, summoning is the form of
magic most people would think of in
connection with Demonology. The Ritual
of Summoning is a skill which can bte
practiced by anyone with POW of at least
10 and DEX and INT both 12 or more. It
has a base score of 0%, modified thus:

09-12 13-16 17-20 Each+4

INT +05% +10% +05%
POW  -05% 4+056% +05%
DEX +05% +056%

The Ritual of Summoning takes three
full turns (fifteen minutes) to perform
and requires several rare components
such as incense, chalks, paints and cer-
tain powders and distillations. These
components are used up in the Ritual
and must be prepared for each sum-
moning, at a cost of 2d4 x 10L. As the
evocator completes the incantations he
rolls against his Ritual of Summoning
skill to see whether the demon appears.
Many demons have an innate resistance
to summoning which acts as a negative
modifier to the character’s chance of
success. Critical and fumble rolls usually
have no special significance, except that
on a roll of 00 some other demon than
the one intended will appear!

Bringing the demon into being causes
a terrible drain on the summoner’s life
force—atthe moment of completing the
Ritual he loses 1d3 points of CON, later
recovering at the rate of one point per
week. Once the demon has been evoked,
it remains on this plane of existence for
1-4 hours and then fades back to its own
world. Only the Ritual of Binding will
prevent this.

Simply evoking a demon does not
give the summoner any control over it,
and if he does not use Binding he will
have to bargain for its services. Consult
the response table in Appendix J of the
RuneQuest rulebook. A demon which
takes an active dislike to its summoner
will attempt to kill him; if thwarted in this
(by a Pentacle of Protection, for example,
or if the summoner is obviously too
powerful) it will depart. A moderate
response indicates that the demon is
prepared to serve, but may drive a hard
bargain; if offered significantly less than
itwould normally expect, it may become
enraged (check response again at-10)
and attack. A friendly demon will prob-
ably settle for a deal close to the sum-
moner's first offer, as long as this is not
wildly short of its expectations. In the
case of NPCs, Bargaining rolls can be
used; if the summoner is a player-
character, however, then the Referee
should take the demon’s réle and haggle.

Once the deal has been agreed and the
demon has received its payment, the

summoner must say, ‘Here then are my
wishes...” and go on to describe the ser-
vice he wants the demon to perform.
This must be concisely and carefully
worded — demons are adept at twisting
the meaning of a casual phrase and at
following the letter of an agreement in
order to discommode their summoner.
The demon will then embark on the task
set and continue until it has done what
was asked of it or until the time limit on
its summoning runs out —whichever
comes first. Demons are typically quite
happy to undertake suicidal missions
because the destruction of their physical
form only returns them prematurely to
their own plane. If the demon’s spirit or
freedom of action is endangered, how-
ever, it will become considerably less
enthusiastic about completing the task
set. If it voluntarily backs out of an agree-
ment, the demon must return 90% of its
payment to the summoner.

The lesser demons are usually called
upon to kill, spy or steal in their
evocator’s service. Although the
demons may have special skills which
make them excellent for such activities,
itis after all much the same sort of thing
for which common thugs or mer-
cenaries might be hired. Demon lords
and princes will not stoop to menial
annihilations and the like, but may be
persuaded to use their grand super-

Slowly, the misty shape
coalesced before him, it's hide-
ously powerful form already be-
coming apparent. ‘By the Runes!
The Pentacle, it’s... aaaaargh’.

natural forces — sometimes to the sum-
moner's lasting benefit. The demonic
Lord Kesh, for example, can teach a
character to brew venoms and acids.
The exact services available from the
various demons, and the payments they
might ask in return, will be described in
the second part of this article, nextissue.

Banishing a Demon

For a number of reasons the summoner
of ademon may wantto banish it before
it would normally fade from this plane
of reality. Banishment requires the sum-
moner to chant a mystic phrase; this
takes five Melee Rounds (one minute),
during which time he can parry and
defend, but not attack. When the chant
iscompleted, the summoner rolls to see
if his attempt is successful — if so, the
demon immediately vanishes. The char-
acter’s chance of successfully banishing
the demon is the same as his chance of
summoning itinthe first place. Only one
attempt at banishment can be made — if
that fails, other means must be used to
destroy the demon.

A character skilled in demon magic
will also be able to use banishment
against a demon summoned by some-
one else. In this case, the chance of dis-
pelling the demon is half what the
character’s chance of summoning that
demon would be. As before, the charac-
ter has only one chance to make the
banish roll.

The Ritual of Binding

Binding eliminates the necessity of bar-
gaining with ademon but it has its draw-
backs in that attempting to bind ademon
without its consent will certainly enrage
it. The Ritual of Binding takes only one
Melee Round to perform, but to stand
even a chance of success the caster must
expend battle magic POW at least equal
tothe demon’s own POW. (The caster can
spread the load over all his bound spirits
and POW storage crystals if necessary.)
These POW points are committed with-
out the character knowing the demon’'s
exact POW, of course. ltisa good ideato
overestimate,

The Ritual of Binding is a Knowledge
skill with a base score of 0%. If the
character makes his roll in this skill then
the demon is bound in his service. In-
stead of vanishing after a few hours, it
remains on this plane until killed or
banished. A bound demon cannot direct-
ly harm the one who bound it, nor can it
deliberately kill itself in order to escape
from this plane. The binder can give it
one command of up to thirteen words,
and the demon will obey this command
literally. Commands such as ‘Obey all
my future commands’ or ‘Serve me loy-
ally’ are not effective, and immediately
freethe demoniftried. Thatis, the com-
mand must specify particular services
and actions rather than establishing
conditions or attitudes for future
behaviour,

Bound demons are not like bound
spirits in any way — the binder cannot
see through their eyes, nor can he use
their INT and POW for spell purposes. A
character cannot have more than seven
demons bound on this plane at one time;
if he tries to bind an eighth, all are freed.

Some demons have a resistance to
binding, which works like Defence
againstthe binding Attack. With enough
POW (and guts!) a character could try
binding a demon lord, but the resistance
of these creatures is often 80% or more.

Binding can in some cases be to the
demon's advantage. It may want per-
manent residence on this plane. Demon
lords invariably desire to return to their
realms as soon as possible, but some of
the lesser demons lead a difficult exis-
tence in their own world and would pre-
fer being bound to this plane. The prob-
lem is one of trust — there is nothing to
prevent a summoner from agreeing to
bind a demon ‘as afavour’ and then giv-
ing it any order he likes. There is thus
only abouta 1% chance of ademon ask-
ing to be bound — if you then actually
keep your word and bind it without giv-
ing it a command, you will have that
demon’s eternal gratitude.

The Pact of the Dark Companion
After successfully bargaining with a
demon its summoner can, instead of re-
questing a service, offer the Pact of the
Dark Companion. This applies only to
lesser demons — demon lords will not
even consider making the Pact with any
except the mightiest human Heroes.
For the demon to accept, the referee
must roll an ‘extremely friendly’ reaction
on the response table. The Pact is then
sealed in any of several revolting ways,
the result of which is that the evocator
gives the demon some of his own life
and soul; his POW and CON both drop>
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You may find the need to
banish the demon. i

5o

Activate the Pentacle (1 POW point), then
roll Ritual of Summoning. fdemon is sum-
moned, lose 1d3 Con.

¥

You could offer it the‘-vlli‘.a;:t of
- the Dark Companion - only
with a lesser demon, mind.

BINDING 1!/

OKAY! okay/
HAH! HAH! HAH/

YOU CAN HAVE
ALL SIXH

BIT'S WRONG
FOR A START/

You could try the Ritual of
Binding. Match the demon’s
POW first. If you fail the
demon will get nasty.

Try bargaining-go fora good
deal, but don't upset the
demon...

- .. AND THEN
STOP AN YONE
LEAVING BY THE
CENTRE DOOR

ON FRIDAYS.

- 18 THAT MORE
, : 9. THAN THIRTEEN
9. "4 4 WORDS?

-5-'._ Is the demon hostile? Roll to see if voﬁ ;
A+ o  drew the Pentacle right. _ :

« O

S0 you're
QUITE SURE

YOU DON'T MIND
GARLIC?

- R S
e .

Got through the Pentacle? How good was
your preliminary research?

¢ = o NS

& you got the Bir{ding right,
give the demon an order.

Bargained suoéessfully? -
set it a service, .

i
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[>permanently by 1 point. They can still
beincreased in the usual way, but species
maximum for these characteristics is
also reduced by one, After sealing the
Pact, the evocator receives the demon’s
mark and the creature departs.

Thereafter, the evocator can call on his
Dark Companion at any time. The nor-
mal summoning procedure is unneces-
sary. There is a 20% chance each round
of calling the demon’s name that it will
hear and come to aid him. It will always
serve to the best of its abilities, but can-
not remain on this plane for a total of
more than twenty-one Melee Rounds in
asingle day. If slain, it vanishes and can-
not rematerialize that day. '

The Dark Companion must slay at
least one sentient being each month, as
it feeds on the release of life-energy. If
this is prevented it will end the Pact and
then seek to slay the evocator before
returning to its own world forever. The
evocator can thus force a conclusion to
the Pact by withholding victims — other
methods are to try banishing the demon
or else to destroy it in spirit combat.

A character can have only one Pact
operating at any given time.

The Curse of Asterion

Also called the Curse of Binding Energy,
this is a technique for dispelling a par-
ticular demon for all time. It is usable
only once in a character’s lifetime (for
reasons which will become obvious),
and in fact only two cases of its use are
recorded — once when the noble Aster-
ion employed it to save his daughter's

. e

0. 0. y—

life, the other when the lunatic mage
Athatturned itagainstademonlordina
moment of arrogant pique.

The Curse is learned by a character
reaching 85% in Demonology. A fairly
short phase, the Curse is only effective
if the character follows through the com-
plex logical arguments associated with
it as he speaks the words of the Curse. A
character using the Curse must thus roll
INTx5 or less on percentile dice for it to
work.

The procedure is as follows: the
character must touch and grapple with
the demon as he (or she) activates the
Curse of Asterion. If successful, both the
demon and the character disappear
forever from this world. Are they both
disintegrated by the power of the magic?
Or transported to a dimension of their
own where they battle on together
throughout Eternity? The truth is
unknowable.

Possessions

The possession spells are a group of
enchantments for possessing people
(usually the caster's companions) with
the spirit-essence of a demon lord. The
demon is not summoned by the spell.
The effect of a possession is to enhance
the recipients’ fighting prowess or other
skills. The exact effect varies according
to the demon invoked.

Possession spells take five Melee
Rounds to cast and have a duration of
three full turns (fifteen minutes).
Although they cost battle magic POW to
cast, possessions do not have to be

memorized within the caster’s INT limit
as battle magic spells must. Instead the
caster must make his roll inthe Cast Pos-
session skill for the spell to work; if he
fails, he loses half the POW cost of the
spell to no effect. Cast Possession has a
base score of 0% with these characteris-
tic adjustments:

a1-04 05-08 09-12 13-16 17-20 Each +4
INT -10% -05% +05% +10% +05%
POW  -05% +06% +05%
CHA  -05% +05% +05%

To casta possession spell one must also
have the talisman appropriate to the
demon lord invoked — this may be a
mask, wand, bell, gong, censer or one of
several otheritems. The caster must pre-
pare talismans for any demon lords he
wishes to invoke, at a construction cost
of 3-18L each. Alternatively, he can buy
or otherwise obtain talismans prepared
by another demonologist. The character
must make his Demonology roll to see
whether he has properly prepared a par-
ticular demonic talisman — Cast Posses-
sion will always fail if the talisman used
is defective.

Three people are affected by a single
casting of possession. To be affected
they must be conscious but passive—the
spell cannot be applied to a character in
combat. Possession can be directed at
subdued or harmonized enemies of the
caster, but he must overcome their POW
for the spell to take effect. Also, posses-
sions do not give the caster control over
the spell’s recipients — the possessed
characters retain their own normal aims
and motives. However, they cannot
under any circumstances harm the cas-
ter so long as he carries the proper
talisman.

The average POW cost of a possession
spell is some 12 points. Exact costs and
effects will be laid outin the third part.of
this series.

Campaign notes
You cannot justwalk into a Lankhor Mhy
college and enrol in demon magic clas-
ses, obviously. Demonologists tend to
be scarce and reclusive for several very
good reasons. One is the fact that they
occasionally indulge in human sacrifice
and other odious practices. Another is
the very high risk taken by the habitual
summoner. Most telling of all, the
priests of established temples consider
demonology synonymous with demon
worship, a threat to their own authority,
and so the practice is universally
frowned upon if not actually outlawed.
How then is a character to learn the
demonic arts? There are two ways —
either collect the rare books and study
them or else seek out one of those reclu-
sive Masters and convince him that he
needs an apprentice. Both means may
well be expensive, but the crucial factor
in the character’s study will be one of
time. The Skills Table reflects this.[J

Demon Magic Skills Table
Time (hours) for a 5% increase in ability

05-25 30-50 55-75 80-100
Demonology 150 300 450 750
The Ritual of Summoning 75 150 250 450
The Ritual of Binding 100 200 400 600
Cast Possession 50 100 150 EXP

Draw Pentacle (Increase by experience only)

Next Issue — The Lesser Demons
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MICROVIEW

Some combat resolution sys-
tems are fairly straight-
forward, others very intricate,
but all hold up play just when
you want to get on with the
action. The first item in this issue’s
Microview is a listing for the Tunnels &
Trolls combat resolution procedure; the
second is a description of the preliminary
work required to implement a melee
resolution program for AD&D -MWC.

TUNNELS & TROLLS COMBAT
by D G Evans

This ZX81 program will work out T&T
combat results. RUN the program, then
press NEWLINE. The screen will clear
leaving the cursor with an L in it. Now
enterthe number of dice that the delvers
get between them. Press NEWLINE and
the number typed will be replaced by the
cursor. Now type in the total number of
the delvers combat adds and press
NEWLINE again. The same process is
carried outfor monsters. The screen will
go blank while the dice are rolled, total-
led up and the combat adds added. The
totals are compared and the amount of
hits the losers will have to take is calcu-
lated, which is then displayed on the
screen. If the totals are level, ‘a draw’ is
printed instead. The computer is now
ready to accept the next set of dice and
adds totals. Before the new combat
results are printed the previous ones are
erased from the screen. As a guide to
how long you'll have to wait for the
results, it takes the computer approxi-
mately ten seconds to roll and total one
hundred dice.

5 RAND

10 INPUTA
20 INPUTB
30 LETE=0

40 FORZ=1TOA

50 LET E=(INT (RND*6)+1)+E

60 NEXTZ

70 LETE=E+B

80 INPUTC

90 INPUTD

100 LETF=0

110 FORZ=1TOC

120 LET F=(INT (RND*8)+1)+F

130 NEXTZ

140 LETF=F+D

150 LET G=E-F

160 LET H=F-E

170 CLS

180 If E>F THEN PRINT “MONSTERS
TAKE";G;“HITS"”

190 |If E<FTHEN PRINT “DELVERS
TAKE";H;"HITS”

200 If E=F THEN PRINT “A DRAW"

210 GOTO 10

Notes: Lines 10 and 20 enter the delvers'
dice and adds. Lines 40 to 60 roll and
total the delvers’ dice. Line 70 adds the
delvers’ dice total to their adds. Lines B0
and 90 enter the monsters's dice and
adds. Lines 110 to 130 roll and total the
monsters’ dice. Line 140 adds this total
to their combat adds. Line 150 subtracts
the monsters’ total from the delvers’
total. Line 160 subtracts the delvers’
total from the monsters’ total. Line 170
clears the screen. Lines 180 and 190
compare the delvers’ and monsters’
totals and print who has to take hits and
how many.

Microview is a regular bi-monthly computer column, edited by Mike

Costello.

COMBAT RESOLUTION

For AD&D and T&T
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AD&D MELEES

by Noel Williams

One of the first programs | wrote was an
attempt to banish all the charts, dice and
cross-referencing from the dungeon dur-
ing that most interesting of times, the
melee. I've always found that | enjoy
AD&D melees before they're fought, and
afterwards, but not very much during,
because all those lookup tables get in
the way. If you use weapon modifica-
tions you might go through the follow-
ing stages in calculating a single blow.
1. Find the weapon of the attacker.

2. Find the armour class of the defender.
3. Find the level of the attacker.

4. Look up the chance to hit for an
attacker of that level.

5. Modify it by the weapon modifica-
tion, for the defender’s armour class.

6. Add any special modifications for
ma_?ic weapons, potions of speed etc.
7. Throw 1d20.

8. If a 'hit’, look up the appropriate hit
dice.

9. Throw hit dice.

10. Look up weapon modification.

11. Add weapon modification to hit dice.
12. Subtract total from hit points of
defender.

13. Is the defender @ HP or below?

14. End the combat or continue and
repeat the process with roles reversed.
Fourteen separate stages.

Of course, the perceptive will realise that
expert players will know many of these
routines, so will not need to mechani-
cally carry each one out. The particularly
perceptive will see that what has been
described above is a simple computer
flowchart. All a program to calculate
AD&D combat needs to do is carry out
the above 14 stages in the right order.
However, if you want to write such a
program, you must decide (a) how much
work you want to do during the execu-
tion of the program and (b) how much
information you want the computer to
give you as it progresses. At one
extreme you could type all the character
stats of your party at the beginning of
the game, together with all the monsters
they might encounter, and every time
the opponents meet, the computer
could work out the entire combat and
simply give you a list of the killed and
wounded at the end. Not much fun. At
the other extreme, your program could
be no more than a series of prompts,
asking ‘What is the chance of a level 3
thief hitting AC5?', and telling you ‘Now
throw 1d20 and tell me the result’ etc, in
which case you're still doing all the
lookup work, and the computeris simply
aprompting calculator. Also rather lack-
ing in fun.

The happy medium takes each of the
stages in the above flowchart, puts all
therelevant general lookup tablesin the
computer, and simply prompts the
player at each stage with a request for
individual information. So it will ‘lknow’
what chance a 3rd level thief has of hit-
ting ACS5, but it has to ask you for the
level and class of your character. In this
way, the player carries out stages 1, 2, 3
by consulting his character sheet, the
DM does stage 6 by looking at his scen-
ario and the computer does the rest. If
you actually want to do all the dice
throwing, you can, but the computer is
quicker, and can display all the informa-
tion for you, such as:

‘Athird level thief needs 18to hit AC5
with a dagger.

You throw 12,

Hard luck, a miss!’

Nor do you need to put all the tabular
information into arrays as several of the
calculations are reducible to formulae.
Forexample, the attack matrix for clerics
isbase 12 plus 1 foreach armour class of
the opponent below 10, and minus 2 for
every three levels of the cleric.

Such a program is simplicity itself to
write as you merely follow the game
flowchart, and saves so much time,
tedium and litter during play that it's
well worth the effort. Now that it no
longer takes 45 minutes to calculate the
effects of 1 minute's game action, | actu-
ally enjoy being killed. Well, almost.[
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This article is the third in the series of six
describing Irilian: a small AD&D town. [t
covers the north-east quarter and gives
the third instalment of the scenario
series, The Rising of the Dark, which
continues directly from Part 2. DMs may
wish the paladins from the Abbeie,
Serial and Ankos (Part 2) and/or the
Chantrman (Part 1) to join the party to
provide advice and assistance. See Part
1/WDA42] for the glossary and nomencla-
ture key. Those areas not fully described
will be completed in later episodes.

X1 3 Riht Khalkedon Weard (I3). ST 2, N1 2,
N2 1, CN CO. The house appears derelict and
deserted. All ground floor openings are brick-
ed up and upper storey windows are boarded
over. However, anyone making a successful
Locate Secret Doors roll will notice a loose
section of board on the back door, easily
removed to reveal a new well-oiled lock. Open-
ing the lock, unless a successful Remove Traps
roll is made, will sound a bell in the cellar.

Inside, the feeling of dereliction is rein-
forced: the plaster is crumbling off the walls,
the ceilings and stairs have collapsed in
places and rats may be heard scuttling about.
The floor is covered with rubble but seems
firm. The rat noises come from a pack of 15

iantrats [MM], AC 7, HD 2, Move: 12", No of

ttacks: 1, Damage: 1d3, Special Attacks:
Disease, HP 3x4, 4x3, 5x1, 3x1. An aura of evil
and foreboding comes from a skull guard
[WD35], AC 2, HD 1, Move: 0/3", No of
Attacks: 1, Damage: 1d3, Special Attacks:
Fear, Special Defences: Immune to sleep,
charm etc HP 6, which hovers in the second
storey. It has been ordered to use its fear
power to drive the rats onto intruders before
attacking them itself, least armoured first.

Ifthe centre of the room is cleared of rubble,
a trapdoor will be found; below it a ladder
leads down into the cellar, The ladder may be
covered by a darkness spell [see later for
details]. From the hole rises a stench of decay.

The cellars of 3 Riht Khalkedon Weard and
its two neighbours (both again derelict) have
been converted into a secret temple of
Gizherae, the Goddess of Sweet Sufferings.
Gizherae has at present 30 followers inlrilian,
although the number is increasing rapidly as
more converts are made. Except for Elhiri,
one of the houris from the Heafod Aef Orc,
none of the members of the congregation are
above journey-man status or have any real
influence. All have the statistics of normal
Irilians. It is mainly the promises of rewards
to come which are enticing new worshippers
to join the cult.

Gizherae is not, however, a true goddess
but a succubus [MM], AC 0, HD 6, Move:
12"/18", No of Attacks: 2, Damage: 1d3/1d3,
Special Attacks: Energy Drain, Special
Defenses: +1 or better weapon to hit, 70%

’ Khalkedon Weard
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A Complete AD&D City by Daniel Collerton
Part 3: 3 Riht Khalkedon Weard

Magic Resistance, HP 35, Powers: cause dark-
ness, ethereality, charm person, esp, clairaudi-
ence, suggestion, shapechange, gate (not
currently functioning), who has found this a
convenient way of obtaining victims —every
wika or so her priest D'Hel and a group of wor-
shippers sand-bag a passer-by late at night to
join in the ‘feast’. D'Hel is a drow [FF] Necro-
mancer [WD35], RA Drow, SX M, AL CE, CL
Necromancer, LV 6, HP 37, AC 0, AG 503,

WE 4930, BL50,5T12,IN 15, WI11,DE 14,CO
9, CH 8, Ml +2 Chainmail, +2 Shield, Drow
Cloak and Boots, +2 Shortsword (NSA),
Demons Knife (associated with Gizherae)
[WD34], WN Knife, who in addition to posing
as Gizherae's priest, is her lover. His powers
are:

1st level: animate dead, cause darkness, evil
eye, speak with dead. 2nd level: manufacture
ghoul, wisdom of the dead.

3rd level: create skull guard, paralysis.

Totally evil, thoroughly nasty, irretrievably
damned, D'Hel is enjoying himself beyond
his wildest nightmares.

As guards, acolytes and companions, D'Hel
controls 4 zombies [MM], AC 8, HD 2, Move:
6", No of Attacks: 1, Damage: 1d8, Special
Defenses: Immune to sleep, charm, hold and
cold-based spells, HP 2x12, 1 x11, 1x8, and a
ghoul [MM], AC 6, HD 2, Move: 9", No of
Attacks: 3, Damage 1d3/1d3/1d6, Special
Attacks: Paralysation, Special Defenses:
Immune to sleep and charm, HP 13.

The temple complex has three sections, a
common room, the temple itself and Gizherae
and D'Hel’s quarters. The common roomis a
large bare room having little in it other than a
couple of torch cressets, two doors and the
ladder up to the trap door. The temple has the
atmosphere of a charnel-house; it reeks of
rotting meat. The walls are lined with old
grave-clothes and well-chewed bones and
bits of flesh are piled up in corners. The room
is otherwise bare except for a large stone slab,
chipped and stained, which serves as the
altar, and a large X shaped cross which
swings slowly back and forth above it. The
cross is used to hold prisoners awaiting sac-
rifice who are suspended head down overthe
altar. It is currently occupied by Hssuss, a
lizardman [MM].

Gizherae and D'Hel’s quarters are in the
cellar of the remaining house. The walls
are lined with black velvet and a black
silk carpet covers the floor. Large crimson
cushions lie scattered about and are heaped
up in one corner to form a bed. A grotesque
statue in the centre of the room supports a
guttering lamp of human fat which provides
the only illumination. Various contorted low
tables occupy positions around the walls. The
general impression is of luxurious decadence.
The small room houses the latrine and the
temple treasury (10,000gp of gems in a
locked, poison-needle trapped chest, to
which D'Hel has the key). It has an iron-bound
oaken door (3 DPV) which is always left open
but which will automatically shut and lock if
passed through. D'Hel intends itto actas a
final refuge. It contains a ladder leading to a
locked trap door which opens into 2 Riht
Khalkedon Weard. From there D'Hel would
hope to make his escape; mingling with the
crowd in Khalkedon Weard while the door
delayed pursuers.

If Gizherae and D'Hel are alerted by the bell
as the party opens the lock above, Gizherae

will be waiting in an ethereal state in the com-
mon room having first cast darkness on the
ladder. D'Hel will%e in their quarters with his
undead. Gizherae will allow the first four
members of the party to climb down the lad-
der before she materialises and knocks it
away. D'Hel, Gizherae and the undead will
then all melee. Gizherae and D'Hel will
attemptto extinguish all light sources. If they
are successful, any creature without infra-
vision will fight at -4 to hit. If not forewarned,
Gizherae and D'Hel will be in flagrante delicto
in their guarters.

Ifthe fight goes against them, Gizherae will
go ethereal and leave and D'Hel will make for
his bolt-hole, leaving his undead to delay pur-
suit. Ifthey survive, they will attempt to setup
shop elsewhere in Irilian.

Hssuss, the lizardman, will be near death
when the party reaches him but will survive
long enough to be able to ask them to return
his body to the Lesardman Ham where the
correct rites can be observed.

Waetergaet (G2). To reach the Lesardman
Ham, the party must pass through the
Waetergaet. Since lizardmen are banned
from entering Irilian, they will need some
convincing explanation for Hssuss’ body or
be quick with their ‘donations’ to escape
being carted off to the Rivereweac Tor for
further questioning.

The Lesardman Ham Irilsbank (G1). As the
party approachesthe village, they will be met
by the headman, Tssuss who will recognise
his son Hssuss. Grief-striken, unless explana-
tions are quickly made, he will attack. If con-
vinced otherwise, he will give orders for the
proper rites to be observed before question-
ing the party further, As he talks, behind him
can be seen the preparations for Hssuss’
death feast— mainly the preparation of his
body for roasting. Brokenly, Tssuss will tell
how his son developed an unnatural love for
a 'lady’ from the Heafod Aef Orc. No matter
how he had tried to persuade him otherwise,
several nights ago Hssuss had slipped over
the town walls to an assignation. Since then
nothing had been heard. The lady’s name
was Elhiri.

12 The Heafod Aef Orc (G2). Dodging the
heads swaying in the wind, the party may
enter the inn, having first to give up all
weapons other than daggers. Anyone asking
for Elhiri will be directed upstairs —alone.
Elhiri will only speak if paid her standard fee,
1gp/turn, and even then will prove evasive. If
questioned directly about the lizardman she
will deny all knowledge and attempt to
seduce the questioner. In fact, as the latest
recruitto Gizherae's cult, she had been asked
to provide something special in the way of an
initiation sacrifice — Hssuss.

If the seduction waorks, Elhiri will use her
kiss of slavery on her interrogator; using her
mastery to misdirectthe party to 2 Luft Theof
Rad, a completely innocuous emptv house.
Otherwise she will attack, calling for help and
claiming that the character tried to rape her.
She will by aided by the other houris. If the
party hears the commotion and tries to inter-
fere, they will not be allowed upstairs but
instead asked to leave. The houris will try to
pummel the character unconscious before
stripping him or her naked and throwing
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them out of the window (1d4 damage plus a
05% chance of drowning in the mud if not
rescued within 1 round). Elhiri is a false lead,
she knows nothing about the Dark.
Meanwhile, members of the party down-
stairs will be able to overhear the latest (for
once true) rumour which is sweeping Irilian.
The dwarf treasure caravan which left Irilian
a couple of days before returned that morn-
ing, moving slowly down the Dauthr Weg sur-
rounded by a black cloud which disappeared
as the wagons rolled through the Gealgegaet.
The horses pulled of their own accord: the es-
cort was dead —nailed to the sides of the carts.

The Mark Geard (F4). Rescuing their comgan-
ion from the mud or returning from 2 Lu
Theof Rad, the party will notice that most of
Irilian’s population appears to be running
towards the Mark Geard. If they join the flow,
they will arrive as a woman, a cleric by the
looks of her, is haranguing the crowd from
the roof of what aprears to be a temple.

‘...Fools! Vermin! You come scuttling from
your holes to hear me who was Aslas
Radedohtor, chief cleric of Laidhanas, Primat
AefIrilian yet you know not what you hear. |,
who saw you into this world, will see you out,
for | have seen the Darkness and It is good. |
have welcomed It and It has entered me as It
shall enter you. So shall we be as one. But |
see that you do not understand. Look!”

With this, Aslas will walk out into the air
until she is suspended above the centre of the
Mark Geard.

“You shall be as these.’

And she will gesture five times at random
into the crowd (Thereis a 1in 2000 chance for
each of the party that one of them is indicated
[roll 00 on d100 followed by 1 on d20]). Each
time, the person pointed to will burst into
black flame and rise screaming until they are
on the same level as her, forming a pentacle
about her.

‘And as |’

And Aslas herself will hang in the air,
screaming; burning with black flame.

Aslas has, of course, been possessed by the
Dark. The crowd in the Mark Geard will remain
still, shocked motionless, until Aslas herself
ignites whereupon they will panic and flee.
20+ 1d20 will be killed in the stampede, an-
other 4d20 wounded. Ifthe party remains still
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they will be safe but, if they join the rush, each
has a 20% chance of suffering 1d6 damage.
The Black Fire is a manifestation of the Dark.
It may not be dispelled, wished away or
affected in any manner by any being or oblject
below Lesser God or Artifact status. It only
appears around living beings. The being affect-
edwill be keptalive b]r:tha Fire although con-
tinually burning. The Fire does 1d10 damage/
segment to anything other than the being
which it surrounds. It will move to follow the
being about which it appears. While burning,
a creature may only speak and even then
must make a saving throw versus death
magic for each word. Failing this means that
the being has been so overcome by agony
thatitis unable to speak. Any number of sav-
ing throws may be attempted per word.
Should the party attempt to join Aslas on
the roof before she walks off, they will find the
stairs up the gong-tower blocked by two
dream demons [WD25] AC 2, HD 2d8+3,
Move: 8"/12", No of Attacks: 2, Damage: 1d4/
1d4, Special Defenses: Immune to invisibility,
phantasmal farce, colour spray, hypnotism,
esp, hallucinatory terrain, phantasmal killer
15% Magic Resistance (50% Resistant to
lllusionist Magic), Powers: ventriloguism,

dancing lights at will, phantasmal force, hyp-

notic pattern 3/Day, gaze reflection, invisibil-
ity, minor creation, maze 1/Day, HP 15, 13.
The demons will be invisible. Their first attack
will be to use their mazes on any obvious
spell-casters; thereafter they will use their
wings. Because of the construction of the
gong-tower, only one dream demon and two
characters will be able to melee at any one
time. Regardless of how successful the party
is, it will not be able to reach the roof before
Aslas starts her walk. Any spells cast at Aslas
will be ineffectual; physical objects hurled at
her will be consumed by the Black Fire — as
will the hurler. No saving throw.

Ifthe party investigates Aslas’ quarters, they
will see a small lead-bound boo lyinrl; open
on her table. It radiates evil so strongly that
this can be felt even without the use of a
detect spell.

It is the Tzuthi Ag Necrozth. If glanced at,
there is a basic 30% that the viewer will
become possessed by the Dark and begin to
burn with the Black Fire (No saving throw).
For each word actually read, this chance

CURRENT

increases by 05% (roll for each word). A
character must always start at the beginning
and, once burning, cannot read further. The
first 14 words are:

The Dark-Ruled Void.
In the beginning of time was the Void and.it...

For each word that a person in the Black Fire
wishes to relay, a saving throw versus death
magic must be made.

The party should take the book; closed and
preferably inside a securely locked chest to
Teral Guthdohtor at the Abbeie.

Background Information
Gates/Towers (see Part 2 for further details)

Waetergaet. Towers, 34 DPV each, portcullis
10 DPV, Gates 10 DPV, 2 Ballistae on each
tower. Towers 20x20x30ft, Gate 20x10x20ft,
Towers 2 storeys and cellar each, occupied
by: Left Tower, Hliehhanman Comandere,
4th and 5th Irnan of the Hliehhanman, Right
Tower, Blodmarchant Comandere, 1st and
2nd Irnan of the Blodmarchant.

The Waetergaet's towers are the same as
those elsewhere on the walls. The gate-wall
itself is manchicolated to allow boiling water
to be poured on attackers, The portcullis and
gates may be operated in the same manner
as, and open and close at the same hours as,
the Gealgagaets (Part 2). While the gates are
open, one Irnan will be on duty; collecting
tolls, examining travellers and directing traf-
fic. Like the Gealgagaet bridge, the bridge
across the Iril was built so that it could be eas-
ily destroyed if Irilian were attacked but after
it collapsed during the rainy season 34 years
ago, it was rebuilt with such strength that it
would now require 200 man-hours to damage
to the point where it will be uncrossable.

Riverewaec Tor. 20 DPV, 2 Ballistae on roof,
20x20x30ft, 2 Storeys and cellar, occupied by
the 3rd Irnan of the Blodmarchant.

The town gaol is in the cellar of the tower.
Three large cells can hold up to 20 prisoners
each; another five can accomodate two each,
these being reserved for more important or
dangerous criminals. All prisoners are strip-
ped naked and fastened into leg irons>
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managedh surwve long en ou gh toreach tha>
rrank of curate: the highest ever for a cleric of
Esrif. This has, however, done nothingto
calm his naturally hot-tempered and impul-

_sivenature. Each cleric has a Oth level acolyte
~ who is being prepared to follow their foot-

. _ste s but none of these are even close to

ination. .
'fh& clerics will provide all normal clerical

- items and services for the normal ‘donations’ 5

‘and will train derccsm their religions fm' fhe
usual fees.

12 The Heafod MOrc 1 LuftSamla Laan {GZ]‘
ST 2,N13,N222, CNBA,BC 25, CM 0.8, NC
6d10/6d8/20d10+10d8, NS24,RC3.
. So-named because of the tarred orc-heads
which hang from the rafters both inside and
_out, the Heafod Aef Orc is Irilian’s most
notorious inn. The heads are the result of
the famous house policy of a free drink for
an orc's head. This has become semi- -
institutionalised to the Orc Hunt which is halc!
on the third Monadaeg of Cu each year. The
Hunt begins at the Heafod Aef Orc at Dagung
and ends at the same ;rn‘!ace at Dosk. The
hunter to return with the most orc-heads
gains the title of Heafod Cyning; a purely hon-
onary title which carries with it a year's free
_run of the Heafod Aef Orc. The present
Heafod Cyning is Zigul, the arena champxon
‘As might be expected, the Heafod Aef Orc's
‘bouncers are both numerous and exception-
ally vicious.
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All three are hardened to their work and_virrli '

not hesitate to rob anyone stupid enough to

~_give them the chance. They also administer

the drug dens. Elhiriis a recent convert to the
lzhetae
The remaining seven pmstrtutes areall
human; one is male, the rest female. AL CN,
Lvo, HP 5,4x4, 3,2, AC 10, AG 13+ 1d8, WE
~ 3d20,BL 1d10, ST, IN, W1, DE, €O, All 8+1d4
CH 12+1d6 Mi None WN Dagger Prices
range from 1to 50gp depending upon the ser-
woesldeswed The houris costthree times the
usua
_ The drug dens are a series of small rooms
bare ex: for couches and pallets upon
which addicts can recline while taking their -
drugs. The drugs available are given intable 1.
Type gives the class to which a drug

NAME RA SX AL CL LV HP AC AG WE BL ST IN WI DE CO CH WN
60lvis H M N F 0 4 7 18+ 4d20 5sp 12 10 10 10 10 10 Shortsword
Kullut %0 M NE F 3 24 5 31 389 10 14 9 7 12 16 9 Shortsword
Sullign %0 F N F 431 518 98 2 13 10 12 13 17 8 Shortsword
Tirages MW M EE F- 4 17 5 19 430 2 160 1?1 14 9 12 12 Shorisword
e ] : : +0/+ . 5 &
Firga H MIN F 5258 5 24 658 3 156 8 10 10 13 14 Shortsword
M| Ring of Contrariness (DMG) .
 Kulle and Mayhne, 2 ogres [MM] ACS5, belongs.

HD4+1, Move: 9", No of Attacks: 1, Damage:
1d10, HP 25, 23.

The Heafod Aef Orc’s Edgm»l.md floor dnnkmg—
halls are usually packed, mostly sweaty,
almost always foggrh by smoke and perma-
nently dangerous. The corner of the western.
room holds the cock-pit where badger-baiting
and cock- and do? fights are held at 30
minute intervals. In the eastern hall is a small
sunken arena where each night at the 11th
Neahture, Zigul, the arena champion, fights
to the death against a humanoid taken from
the ho[din% pens in the cellar. A consumate
actor, Zigul always manages to make the
fights look anything other than the walk-
overs that they are. Betting on all the conflicts
is intense and often crooked.

Zigul. RAD, SXM, ALCN, CLF, LV 6, HP 43,
AC 0, AG 120, WE 3785, BL 100, ST 17,IN 12,
WI 11, DE 15,C0 17, CH 13, Ml + 1 Chainmail,
+2 Shield, +3 Hammer {Dwarven Thrower)
[DMG]. WN Hammer.

A silent, saturnine dwarf with no real likes
and an excess of dislikes, in his spare time
Zigul acts as a debt collector for Uzuld, the
dwarven moneylender. Since he does not like
it to be known as magic, Uzuld will not throw

_his hammer unless forced to. Upstairs are the
brothel and drugs dens, run by three houris
[WD13]. See below for stats,

Spells: Tiralle: 1st charm person x 2, fascina-
tion, silvertongue, impotence.
2nd influence, jealousy, ecstacy,
3rd hold person, bodyguard.
Elhiri: 1st charm person, fsscrnatmn, impo-
tence, kiss of sleeping.
2nd éeafausy, ecstacy, kiss of wounding.
3rd kiss of slavery.
- Giriel; 1st srivertongue, kiss of sa‘eepmg x2.
~ 2nd ecstasy.

NAME RA SX AL CL L HP AC WE

Special drugs aliow the user’s soul to
momentarily shift to another plane of exis-
tance. The three differ in the planes to which
they allow travel. Blaeclotos will only allow
the soul to go to the Elemental Planes;
Geoluhlotos to the Positive and Negative
Material Planes and only Purprelotos allow
travel to the Outer Planes. Travel is instan-
taneous but which plane is actually arrived at
within a certain group is entirely random.
Whatever is experienced by a soul on another
plane is also suffered by the body in Irilian.
Thus Doses to Side Effects, Side Effects and
% Lethality are all special also and depend
upon what is encountered on the other
planes. Beings with no souls [DDG] are
immune to the effects of these drugs.

Haﬂucmogemc drugs cause the user to

xperience sensory hallucinations and

elusionary ideas — usually intensely plea-
su reable but 05% of the time dangerous, a
belief that the user can fly for example, or ter-
rifyin‘;, a delusion that the user is suffering
from leprosy perhaps.

Tranquilisers give the user a feeling of
inner peace and contentment. For the dura-
tion of the effects of the drug, they are
immunetoall fear-causmg spells and powers

_but tend to be difficult to motivate and func-

tion at only 90% of their normal abilities.
Stimulants give a feeling of unusually good
health and boundless energy to the user. For
the duration of the effect, all abilities are at
110% of normal (eg a charactar would hit 10%
‘more often, cast spells 91% of the usual
time, move 10% faster, etc) but when the dr‘u’g
wears off all abilities drop to 70% of their nor-
~ mal level for twice that length of time.
Dependencyis the chance of a user becom-
ing psychological ly dependem upona drug.

BL ST IN WI DE CO CH WN

Tirale E M CN H 6 11 10 3532 100 13 13 9 13 13 17 Dagger
MI +1 Dagger, Philtre of Love (DMG). L -
Eihid W' F CE H €16 & 1784 %0 9 12 11::_1_2 14 15 Dagger

Ml: +1 F}mg of Prmmon :
N WA

It should be rolled for each dose taken. It

failed (ie the number or less comes up on

d100), then the user is dependent upon the

~ drug and must take a dose within (15 daeg
divided by the % Dependency). Failure to do

this will cause the userto lose 1 point of each
of INT and W per daeg for the % Dependency

- number of daegs after the deadline has pas-

sed after which the lost points are regained at
the rate of 1/daeg. However, if either IN or Wi
reaches zero, it stays there and the character

_becomes effectively a vegetabie (IN = 0) ora

complete hebephrenic [DMG] (Wl = 0). Nor-
‘mal cure disease spells are ineffective against

_ drug-induced characteristic losses.

% Addlction is the chance of a user becom-
ing pbysaologtcaily addicted to a drug. It is
used in the same way as % Dependency but
the deadline before withdrawal effects are felt
is (30 daeg divided by % Addiction) and
1 point perdaeg is lostoff ST, DE, CO and HP.
If any of these reaches zero the user will die.
A character must be psychologically depen-
dent before addiction is possible. Failed %
Addiction rolls before then are disregarded.

% Lethality is the chance that a dose of a
drug will befatal. Itisrolled for each dosebut
only if the user is addicted.

No of Doses until side effects mamfest

~ themselves should be rolled and noted for

each user when the first dose is taken. Side
Effects, Price/Dose, Size of Dose and How
Taken, are self-explanatory.

% Availability is the chance that the Heafod
Aef Orc has the drug in stock. If not in stock,
the chance increases by 20% for each wika
delay.

Habituation. As more of a drug is taken, the
amount of it needed for the user to experi-
ence its full effect increases. For every 10
doses taken, the dose needed will increase b
a cumulative 20%. Habituation disappears it
no drugs are taken for a period of daegs equal
to the sum of % Dependency, % Addiction
and % Lethality.

Overdosing. Taking more than one dose
within the duration of effect of a drug will
have two effects. Duration itself and the
actual effect of the drug will be multiplied by
the number of doses taken (modified by
Habituation) but % Dependency, % Addiction
and % Lethality are multiplied by the cube of
the number of doses taken and % Lethality
must beimmediately rolled, even if addiction
is not present.

Forexample Telgas, af‘ghtar, startstotake
Wuduflor to increase his martial prowess. His
ﬂtgt;sglcs are ST, IN, W1, DE, CO, CH, all 12,

Rolling 2d20, he may take 80+ 16 {the
number rolled) = 96 doses before schizo-
phrenia develops.

After 10 doses, he finds that he has to take
1% flower heads to get the effect that he used
to get with one.

\fter 15 doses, he fails his % Dependency
roll and becomes dependent upon Wuduflor.

~ Disliking this, he tries to kick the habit. After

two daeg (15/8) he starts to loose points of IN
and WI. After 8 daeg, he hasIN and W| both 4

-and beginsto gain pemtsagam ‘After 16 daeg,

‘he is back to normal.
Chastened by this expaner;ce, hethereafter

_ stays away from Wuduflor for a year until he
finds hrmself in the midst of a battle in which

ls’
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I>heads of the drug. This means that he moves
and hits at 133% or normal (110% x 3) but that
% Dependency, % Addiction and % Lethality
are all multiplied by 3 cubed = 27. Thus they
become 216%, 27% and 27%. Telgas is auto-
matically dependent, fails to make the

% Addiction roll and so is addicted but makes
the % Lethality roll and so does not die.

Once again he tries to kick the Wuduflor
habit. As before, after 16 daeg he is no longer
dependent. On the 30th daeg (30/ 1 = 30) he
loses 1 point off each of ST, DE, CO and HP.
These are regained the next daeg, after which
he is no longer addicted.

Telgas is then for the moment free of the
Wuduflor compulsion. He has taken 18 doses
in all and so has another 78 to go before he
develops schizophrenia. Should he survive
that long.

The rest of the upper floor is given over to
accommoeodation. Currently in residence are
Sigil and Agrea Hinthan, a husband and wife
team of bounty hunters; Tivean Feallan, an
undercover investigator for the Gild of Her-
balists and three Kenku [FF], a drug
smuggler, Tk'k and his bodyguards Hree and
Whoe-Whoe,

NAME RA SX AL CLLVHP AC AG WE BL ST

Market Deag. On Market Deag, stalls,
arranged in five north-side rows occupy the
southern section of the Mark Geard. Owner-
ship of a stall is a prerogative to Irilian citizens
and many of the major craft masters maintain
a stall which is used on Market Daeg to sup-
plement their normal shops. Each stall is
restricted to one type of produce: mostly
foodstuffs; vegetables, fruit, butter and
cheese; fish or meat both fresh and smoked,
salted or otherwise preserved; but small
manufactured goods such as clothing, shoes
or household items are also on offer. The
allocation of stalls is controlled by the
Counseil,

In the north west of the Geard is the bear-
pit; a 10ft deep, 20ft across pit where brown
bears, ACB6, HB 5+, Move: 12", No of Attacks:
3, Damage: 1d6/1d6/1d8, Special Attacks:
Hug for 2d6; fight to the death against packs
ofwild dogs, AC7, HD 1+1, Move: 15", No of
Attacks: 1, Damage: 1d4, for the entertain-
ment of the crowds.

To the south of the bear-pit are the pitches
of the caravan merchants. One caravan will
normally be present with produce not usually
available in Irilian: exotic herbs and spices,

IN WIDE COCH MI WN

Sigil H M N F 638 -4 38 108910018™ 14 12 17 14 12 SeeBelow Longsword
+2/+4
Agrea H F N F 532 -3 32 864 7517 16 13 16 16 13 SeeBelow Longsword

Magic ltems: Sigil: +2 Shield, +1 Platemail,
+1 Longbow, +1 Longsword (NSA)

Agrea: +3 Platemail, +1 Longsword (NSA)
Tivean: +2 Longsword (NSA), Bracers of
Defense AC 2, Ring of Truth (will empatheti-
cally give the degree of truth of up to five
statements/daeg.)

Kenku: AC 5, HD: Tk'k, Hree 3, Whoe-

Whoe 3, Move: 6"/18", No of Attacks: 3,
Damage: 1d4/1d4/1d6, Special Attacks: Tk'k
web, call lightning, shocking grasp, magic
missile, Hree magic missile, Whoe-Whoe:
magic missile, Special Defences: shape
change, invisibility, Disguise, 30% Magic
Resistance. HP: Tk'k 19, Hree 10, Whoe-
Whoe 10.

Sigil and Agrea are coldly efficient profes-
sionals who allow no-one nor nothing to get
in between them and their quarry. Onlyifitis
less bother will they bring their prey back
alive. Tivean is a master spy currently work-
ing for the Herbalists to try and discover who
is behind theillegal drugs trade in Irilian since
it is giving them a bad reputation (and break-
ing their monopoly}.

The Kenku have a shipment of 10000gp of
Wuduflor which they are waiting to sell to
Pelos Irilsdohtor and her half-brother. .

Common customers at the Heafod Aef Orc
are (parentheses give the % chance of a
character being present):

2d4 of the Irilian Scouts (35), Stormwealcan,
Hliehhanman and Blodmarchant Comanderes
(15 each), Gisriral of the Gild of Venturers
(20), Torgul the Assassin (20), Gildo the thief
(20), 1d4 of the Gealgagang (30), Perel of the
Sclava Eschape (20), Djhela of the Psionic
Fellowship (10}, 1d4 Staet Gangs (70), 2d20 of
the Garde (100).

The Heafod Aef Orc is owned through a
series of front men by Pelas Irilsunu and Pelos
Irilsdohtor and is the centre of most of the
criminal goings on in Irilian. The only reason
why it has not long since been closed down is
their defense of it in the Counseil; their argu-
ment being that it is better to have disorder
concentrated in the Heafod Aef Orc where it
is easily contained rather than spread out
over the rest of Irilian.

Mark Geard. The Mark Geard is a large cob-
bled area in the centre of Irilian, usually rather
bare but, on Market Daeg and Great Market
Deag, crowded with a large variety of stalls,
costermongers, entertainers, hucksters and
wandering citizens.

+1/+1

Tivean H F CG R 891 -2 44 106475017
+1/

17 14 18 18 14 SeeBelow Longsword

unusual weapons and clothing, rare jewellery
and furs and fine materials — all at exorbitant
prices, of course. There may even be a reputed
treasure map or minor magical item on offer.
The caravan will have the composition given
inthe MM but, apart from two bodyguards for
each merchant, none of the guards will be
allowed armed into Irilian. If an item desired
is not possessed by the caravan, there is a
small (generally 2d20 %) possibility, depen-
dent upon.an item’s rarety, that it might be
brough by a future caravan (1d4 caravans
time) if a character especially asks for it. The
cost would necessarily be excessive.

To the east of Geld Laen, the covered way
into the Mark Geard, are the animal pens.
Most normal livestock is available; oxen, cat-
tle, sheep, horses, asses, donkeys and mules;
dogs, cats, hawks and similar pets and slaves.
The price of a slave is calculated at the cost of
employing afreeman to do the slave's job for
eight years.

Animal feedstuffs comprise hay, barley and
corn, Barley and corn are also used for human
consumption.

Wanderin? throughout the crowd on Mar-
ket Deag will be troupes of entertainers from
the Grifoun; tumblers, minstrels and
storytellers; confidence tricksters and
hucksters and pickpockets from the Gealga
and Staet Gangs.

Great Market Daeg. Although Eenerally simi-
lar to Market Daeg, Great hﬁar et Daeg is on
an altogether greater scale. Three caravans
will be present and exotic animals such as
griffons, hippogriffs or pseudodragons may,
rarely, be on offer.

Great Market Daeg also functions as a
primitive employment exchange where pros-
pective employers and employees may meet.
Available for hire will be bearers, porters,
pack handlers, valets, labourers and linkboys;
reapers, stackers, winnowers and threshers;
cowmen, sheperds, teamsters and general
farm hands and other semi-permanent
employees. Most will wish to serve at least
until the next Great Market Daeg. Hiring rates
can be taken from Paul Vernon's series in
WD23-31.

Finally, there will be 44-1d4 mercenary
bands (see DMG for details) seeking
employment.

Player Characters Attempting to Sell Goods.
Other than obvious treasure, gold, gems,

jewellery etc, which may be sold at the Gild
Faector's, Uzuld's, Dirim’s or the Goldsmith's,
Silversmith's, Jeweller's or Gemcutter's for
80% of their actual value, goods may be dis-
posed of in Irilian by selling them to a shop
specialising in those articles. Characters will
receive 40% of the item’s retail price.

Shops (see Part 2 [WD43] for shop
nomenclature).

bS1 Architect. 29 Mark Geard (F3), ST 3,
N14,N25,N37,CN PO, CM 1.0, YE 18495,
WE 19876.

bS2 Baker. 3 Riht Berullos Clos (H3), ST 2,
N14,N25,CNBA,CM 1.1, YE9078, WE 4038.

bS3 Baker. 5 Luft lle Rad (14), ST 1, N1 5,
CN CO, CM 0.9, YE 7986, WE 3976.

bS4 Basketmaker (makes wicker baskets).
4 Luft Lettorn Weg (H2), ST 1, N1 3, CN CO,
CM 1.0, YE 7458, WE 3108.

bS5 Bottlemaker {makes clay bottles). 3
Luft Khalkedon Weard (13), ST 2, N1 3, N2 5,
CN CO, CM 1.0, YE 5987, WE 1978.

bS6 Boxmaker {[makes wooden boxes). 11
Luft Berullos Clos (13),ST 2, N14,N25,CNBA,
CM 1.0, YE 9187, WE 4024.

bS7 Brewer. 8,9, 10 Riht Ambre Chare (H4),
S71,3,2,N13,4,N20,3,2,N30,4,0,CNPO,
PO, CM 1.0, YE 15098, WE 7034.

bS8 Bricker (makes bricks). 6 Luft Khalke-
don Weard (13), ST 2, N1 3, N2 3, CN PO,
CM 1.0, YE 6003, WE 1857.

bS89 Builder, 1 Riht Khalkedon Weard (H3),
ST3,N13,N25, N34, CNAV,CM 1.0,
YE 13456, WE 6352.

bS10Butcher.5 Luft Temple Laen (H5), ST 2,
N13,N24,CNPO,CM 1.1, YE9457, WE 4012.

bS11 Butcher. 2 Luft Draconem Weg (G3),
ST1,N14,CN0.85, YE 8076, WE 3907.

bS12 Cabinet-maker (high class furniture).
5 Riht Haesel Rad (J4), ST 3, N13, N24, N3 5,
CN PO, CM 1.0, YE 21354, WE 10978.

bS13 Carpenter. 7 Riht Berullos Clos (H3),
ST2,N14,N26,CNPO,CM 1.0, YE 9043,
WE 4068.

bS14 Cartmaker (carts). 21 Luft Chrisopace
Rad (G2),ST 1,N13,CNCO,CM 1.0, YEB975,
WE 4032.

bS15 Carver (carves wooden objects). 6
Luft Peritot Weg (G4), ST 2,N14,N23,CNBA,
CM 1.0, YE 19573, WE 8574.

bS16 Coach-maker. 1, 2 Luft Berullos Clos
(G3),ST 2, N15,N24, CN BA, CM 1.0,
YE 16294, WE 8673.

bS817 Cofferer (makes wooden coffers). 11
Luft Gnagan Laen (H4), ST 2, N1 5, N23,
CN PO, CM 1.0, YE 8974, WE 4126.

bS18 Coffin-maker. 5 Riht Ambre Chare
(H3),ST2,N11,N23,CNCO,CM 1.0, YE 7530,
WE 3075.

bS19 Dairy. 6 Riht Ambre Chare (H3), ST 1,
N13,CN BA, CM 1.0, YE 6043, WE 1486.

bS20 Distiller. 2 Luft Monath Laen (H4),
ST3,N14,N24,N33,CNAV,CM1.0,
YE 21354, WE 10485.

bS21 Furbisher (cleaner and polisher). 1
Luft lle Rad (I3}, ST 2, N1 3, N24, CN PO,
CM 1.0, YE 4834, WE 1435.

bS22 Fuster (woodworker). 1 Riht
Amechiste Weg (F3),ST2,N13,N25,CN PO,
CM 1.0, YE 10897, We 4750.

bS23 Goldsmith. 34 Mark Geard (F4), ST 3,
N15,N24, N38, CN AV, CM 1.0, YE 904786,
WE 52931. As jeweller but will only work in
gold. Skill level 76-90.

bS24 Greengrocer (vegetables). 7 Luft
Achete Weg (F4), ST2,N13,N25,CNBA,CM
1.1, YE 8692, WE 7450. Cover address for Tor-
gul the Assassin.

bS25 Joiner (wooden frames for saddles).
5Riht lle Rad (14), St 2, N1 5, N2 6, CN PO,
CM 0.9, YE 7931, WE 2854.

bS26 Marbler {marble works and sculptors).
3 Riht Gnagen Laen (H3), ST 3, N1 4, N2 6,
N3 5, CN PO, CM 1.2, YE 28945, WE 15475.

bS27 Mason (stoneworker). 1 Luft Toln
Weg (F2),ST3,N16,N24, N35,CN BA,CM 1.0,
YE 13645, WE 6493.

b528 Miller. 1 Luft BlaecWeg (12), ST4,N13,
N2 1,N31,N41,CN PO, CM 1.0, YE 18075,
WE 9045. The mill is windpowered; the upper
three stories are able to pivot to face the wind.
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bszs Money!enderfsauken 1 F[l ht Sh Pwtscnon‘ As well as pmsoa neadla -
Draconem Weg (G3), ST 3, N14, N2 5, N35
 CNAV,CM 1.0, YE 150845,(WE89430 The
- owners are the dwarven family of Dworg, a
_scion of the Khazal clan. It consists of the
parents Dirim and Dirima and two sons, Thori
_and Bombas See above for stats. Dirim and
_ his wife are a contented couple who are well-
.~ liked (for dwarves) in Irilian. Their sons '
_ though, have become embittered by the con-
_tempt in which their race is held and are vew
 touchy on that subject. _
Money deposited with Dirim for one com-
plete year will gain 1% of its value in interest
minus a 100gp handling charge. Thus at least
10000gp must be on deposit for awhole year
 before any profit is made. He will lend up to
~ 1000gp on good surety for 2% compound
 interest/wika ie B8%/year, repayable within 1
year. lf money is deposited with him, Dirim
‘will write a letter of credit for that amaunt
minus 1% fee which will be accepted by 85%
of bankers (98% of dwarf bankers). Dirim has
- B0DOgp on deposit with him at most times.
 bS830 Net-maker. 2 Riht Lettorn W iH2I
ST1,N14,CNCO,CM 1.0, YE5989,

5831 Pamfertaalms saddlebows). 6 Luft ile
_Rad {14),ST2,N13,N26,CNBA,CM 1.0,
YE 6024, WE 2084

bS32 Pasteler (grinds pigments). 5 Riht
Achete Weg (F3), ST 2, N14,N26,CN PO,
CM 1.0, YE 5794, WE 1908,

'bS33 Pavior (lays pavements). 1 Riht Theof
Rad (H2), ST 2, N14,N24, CN BA,CM 1.0,
YE 9068, WE 4089,

bS34 Plasterer. 2 Luft Temple Laen (G5),
~ ST2,N15 N26,CNCO,CM 1.0, YE 13674,
 WE 6574.

b835 Potter. 15 Riht Berullos Clos (13}, ST3,
_wﬁdsol\iz 6,N3 7,CN CO, CM 1.0, YE 12953,

54,
 bS36 Rope-maker. 3Riht Toln Weg (F3],
5T 2,N11,N25,CNPO,CM 1.1, YE 8758,

Hashishiyy, a Gild of Assassi ns which main-
tains a representative in Iritian. Irilian is too
small to have a Gild of its own. Protected
shops are identified by having a small ornate
H carved over the main entrance and on the
~ strongboxes. Any character robbing a pro-
tecteg ‘business is marked down by the thd
for assassination if located. With the Gild's
_extensive underworld links, location is usu-
alfy very rapid. Consequently, very few Sur-
vive ta rob a protected house a second time.
Protection costs a business 7% of its profits
or 600sp/year, whichever is the greater. All of
the shops mannonsd in here are protected

Gild of Beggars. Alﬂ‘lough itisa Glid in no
more than name, Irilian’s beggars do have a
loose organisation of their own which distri-
butes pitches and looks after their interests in

a future beggar must donate all of his or her
possessions except for clothing and a beg-
?B‘SE bowl to the Gild and agree to hand over

of the daily take. In exchange, the beggar
gets a place at one of the two flop- houses that
the Gild runs and a bow! of gruel each Dagung
and Dosk. Non-member beg%ar‘s aresetupon
and often given some real Ilctidn'to'add to
xhelr supposed disabilities.

B1 Flop-house, ‘[1 B}f‘;{ Berul!os Clos (13),
ST2,N14,N23,C

- B2Flop- -house, 2 tht Mmhkr Laen (C7},
ST2 N1LL N?&,CN CO.

Tha Gild has no formal links with 1he under-
world but pays 20% of its profits to Pelos Iril-
sunu and his half-sister and is often used to
collectinformation. 1000sp will buy the Gild‘s
services for 1 wika, -

Apart from the Gildmaestre and his assis-
tant who are low-level pickpockets, the 37

WE 3256. beggars who make up the Gild have the
*_ b837 Saddier. 7, 8 Riht lle Rad (14), ST 2, 2, statistics of nermal Irilians.
N13,5,N23,6,CN PO, BA, CM 0.9, YE 10989,
WE 4563. NAME
. b838 Sail-maker. 6 Luft Berullos Clos (H2], groth, H MCN T 2 156 8 47 1968100 13 16 7 14 11
ST3, N14,N25,N36,CNBA,CM1,0,YE8795, Gildmaestre . .
WEdGZS Shila, H FENE T 1}
bS839 Sawyer (planks and beamsl 6 Luft Assistant

Toln Weg (G3), St 1,N14, CN PO, CM 1. <

YE 6538, WE 3075.

. bS40 Stainer {stams wood). 3 Luft Peritot
Weg (G4), ST 2, N14,N25, CNCO,CM 1.3,

YE 5735 WE 1287.
bS41 Strin er{stnng} 5 Luft Toln Weg (G3),

- 8T1,N14, CIaBA CM 1.05, YE 5967, WE 1857.
bS42 Stuffer {stuffs furniture), 6 Luft Achete
Weg (F2}, ST 2, N1 3, N2 4, CN BA, CMDQ

YE 6032, WE 1498. :
 bS43 Table-maker. 4 Luft Amechiste Wag

(F3),ST2,N15,N26,CNCO, CM1 1, YE 9530,

WEZ3275.
bS44 Tiler (roofin N% tiles). 1 Luft Khalkedon

Weard (H3), ST 2, N15, N2 4, CN- BA, CM 0.8,

YE 5904, We 1906 .

Each beggar has some real or pretended
affliction such as blindness, leprosy or a mis-
sing limb. The Gild and the Staet Gangs are

currently in a state of b’elligerént ﬂautf;ality‘--

- Gild of Hashishiw The Gild's representative
in Irilian and its surrounding area is Alis Esrini,
currently undercover as a vegetable trader
(bS24), Torgul. RAH, SXF, ALNE,CLA,LV6,
HP22, AC 3, AG 34, WE 7450, BL 300 ST 14,
IN 13, WIS, DE17,C0O 13, CH 12, MI ng of
Protection +4 on AC, +2 on Savmg Throws,
+3 Longbow, B +3. Arrom, +1 Longsword
 {NSA), Periapt of Proof against Poison, [DMG],
- Searab of Assassination (WD26), WN Bow.
bS45 deerboxman 3 Luft Dwe g Clos Poisons: 2 doses each of ingestive Poisons
{14),ST2, N18, N24 CN PO,CM 1.1, YE 8957, Types A-D and Insinuative Peisons Types A-D
WE 4006. {DMG]. Alis is currently banished to Irilian as
bS46 Turner [turns wooden objects). 3Luft,  punishment for a failed assassination attempt.
Because of some earlier experiences as a
trainee, she hates men and deh% tsin makmg
~ them as miserable as possible. She prefers to
make her assassinations from a safe distance
using her missile weapons and an insinuative
poison. She owns two houses in Irilian:

CN BA, CM 1.0, YE 10897, WE 4563

~ bS47 Upholsterer (covers furniture}. 4 Luft
HelLaen (G3),ST2,N186, N24 CNAY, CMO 9,
_ YE 6597, WE 2943,

bS48 Vintner (wine). 8,9 Luft“Gnagen Laen
(H4), ST 2, N14,N25,CN PO, CM ? 1,

YE 24536, WE 10980.

- bS49 Whees‘wnghr 20 Luft Ch rrsopace Rad
(G3),8T2, N14 N25,CNCO,CM 1.2, YE 6043,
WE 2093.

bS50 Wineshop. 7 Lufi le Rad [I4] S1:

4 N1 4, N24 N35 CN BA, YE 895? WEd‘!OG

{F‘.E) ST2,N13, N25 CNBA, CM 1.1

'AZ Deserted house. 1 Riht Mag :kos Weg
(C7),8T 2,N14,N25,CN PO.
 Torgul fives in the house on ‘Achete Weg,
keeping the one on Maglkos Whg as a refuge
in mnas oftrcuble, -

" do sovia the Heafod
4 9 Narw BaﬂIeAxe.‘- -

tfaps and other common protections, many
~ofIrilian’s sho gs'aré rotected by the Gild of  because of the Irilian dislike of shadowy

afairly desultory way. To become a member,

RA SX ALCL LV HP AC AG WE BL ST IN WI DE CO CH MI

A1 (bS24) Greengrocer. 7 Riht Achete Weg

L

Char&é{é(s wr»shmi;o contact’rorgu‘f may
fOrc. By long tradition
in Irilian, as&essmatmn is not totally secret.
The assassin’s jdentity is not known but who
_asked for the assassination is. Under Irilian
law, wishing for someone’s death is not il

 legal although arranging it is; thus, once the

announcement is made in the Heafod Aef
drc, all contacts with the assassin are made
in secret. The initial announcement is made

figures manipulating them; so long asthe
identity of the ill-wisher is known so that the
prospecﬁvswctl mhasachanceto reply,thay
are not too worried about the actual killing.
This does, of course, mean that the victim
. gets to know that he or she is on a death-list.
There are then two choices for the victim to
- make beyond fleeing the town or taking pre-
cautions. Firstly, he or she can aztempttu buy
_outthe contract for 150% of the assassin'sfee;
secondly, he or she may put out a counter
contract on the original arranger. In the latter
case, both the prospective victims may with-
draw, Insmg their deposits or both may con-
tinue to their deaths.

A few daegs after the announcemem is
made after she has had time to investigate
and is convineced that the reg uest is genuine,
Torgul will make contact to discuss fees.
Naturally, she will be in disguise.

If there is a greater than 50% chance of suc-
cess,TerPuI will take the job for standard Gild
fees; half payable before, half after the job is
completed. If she has less than a 50% chance,
shewill call in a higher level assassin who will
have at least a 50% chance and who will
charge standard Gild fees plus 8% travelling
expenses. Assassination attempts will con-
tinue until the assassin is dead; the Gild will
notfollow up attempts which have lead to the
death of one of its members.

Player character assassins who attempt to
go solo in Irilian will, if they come 1o her

. notice, be ‘asked’ by Torgul to join the Gild of

Hashishiyy. If the character agrees, she will
provide training and advice; otherwise she
will attempt to kill the newcomer. if the
character survives, he or she will become the
new Gild representative unless already a
member of another Gild in which case he or
she will be eliminated as soon as possible.
The Gild of Hashishiyy is a large, powerful,

WN
8 None Shonword

9 B 38 987 7510 12 10 14 13 9 None Shorsword

well-organised Gild whose leader has Gild-
master status. It is up to the mdjwdual DM to
decide upon its exact structure.

R4 The Druid, 5 Riht Toln Weg (F3). ST 2, N1
3,N23,CN BA.

Druidic affairs in Irilian are looked after by
Acfyst. R&H,SX F, ALN,CLD, LV 6, HP 24,
ACB,AG 34, WEZO-# BL100,ST9, IN‘EZ Wi 15,
DE 12, CO 15,CH 18, MI +2 Spear, + 1 Leather

Armour, +1 Shield [DMG], WN Spear.

Spells: 1stanimal friendship x 2, !ocaw animal
X 2, speak with animals x 2.
2nd charm person or. mammal X 2 cure light

 wounds, heat metal.

3rd hold animal, pyrotechnics.

4th animal summoning 1. '

Acfyst spends most of her time roaming the
countryside surrounding Irilian and so ﬁ
only a 15% chance of being in town on any
one daeg. Sheisfanatical in her protection of
nature and animals and will argue with or
even attack anyone she sees mistreating
either. Consequently she spends much of her
time in the Mark Geard trying to stop the bear-
baiting or in the Heafod Aef Orc attempting to
prevent the animal fights. In neither is she
very welcome. Her house is overrun with
wounded animals and guarded by pots of
_whlsperlng tongues [WD281.L1

.'Nexﬂssue Parr4 rhe Southsasr Eluarwr. - ;
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LETTERS

Dear WD,

I've found the experience system in
Universe (SPI) eminently stealable, and
adapted it for Traveller. In the hope that
others can use this, this is how it works...

1. A character must amass n experi-
ence points in a given skill to increment
his expertise level from (n-1) to n.

2. A character gains an experience
point by either following a course of
instruction or rolling a natural 12 when
dicing to use the skill under stress, then
rolling his Intelligence or less on 2d6.

3. Courses of instruction last 6 months,
and cost Cr1000 x n per month exclusive
of food and lodging. They are given by
characters of expertise-5 on worlds of
population 6+; an instructor can teach
as many pupils simultaneously as half his
Intelligence. Obviously skill levels be-
yond 5 cannot be learned from courses.
This system works quite well with basic
Traveller, and fits very well with the four-
year college courses of Book 2 with
respectto time and money spent for skill
increases.

Along similar lines, most people have
Mercenary and the Instruction skill
doesn’t specify costs or availability. I've
found it workable to say that a course
costs Cr500 x desired skill level, and
instructors can be found who can teach
up to an expertise level equal to the
square root of their world’s population
level, rounded down — eg a population
10 world has instructors who can take
you to expertise-3; higher levels are only
found among player characters (and then
rarely). Skills like Forgery of course
require a Streetwise roll to find an
instructor, and the world must be suit-
able, eg no Pilot instructors on a tech 4
planet with an X starport!

To explain the discrepancy in costs,
and maybe encourage people to use the
less time and space-consuming Book 1
characters more often, consider that
Book T characters have many fewer
skills, which therefore cover wider areas.

For example, any Book 1 scout, army
or marine veteran ought to be able to
live off the land — perhaps finding food
for one character per term he served —
but characters from the expanded sys-
tems need Survival skill to do this.
Again, Book 1 Gunnery skill allows
characters to fire any turret-mounted
weapon on any vehicle; to do this with
an expanded character you would need
skillin Ship's Lasers, Ship’s Missiles, the
various particle, meson and energy
guns, and about five different kinds of
Field Artillery Gunner. Your expanded
character may have three times as many
skills, but he can probably do no more
with them than his Book 1 counterpart.
The extra detail should help you build
the character, not just get you ludi-
crously high DMs with your favourite
weapon.

Keep the Gnome Fryers burning,

Andy Slack, Reading. ==

=

Dear WD,

| was interested in Chris Felton's letter
[WD42] concerning the role of magic-
users in battle. A magic-user can have a
profound effect on a battle. Let's face it,
at high level they're pretty devastating,
butthe question is why are they fighting
and would they risk the wrath of the gods?

For most MUs battle is akin to suicide
—even at 5th level one fireball and that's
it, not much left and the chance of being
cut down. Any MU in battle would have
abalance of spells, offensive and defen-
sive. The higher level MUs would be
advisors to Generals and so unlikely to
bein battle, while Lords among that pro-
fession would hire armies to go and do
the fighting for them.

However, an MU’s powers in battle
would be recognized. In most large
armies, both sides would have access to
MUs; in many cases | would suggest
they would be held in reserve, as neither
side would be willing to use them, for
fear of reprisal use of MUs or even
Divine Intervention.

There are circumstances, though,
where magic-use would be used —for
limited engagements. In a multiverse
there must be thousands of small wars,
raids and skirmishes, far more frequent
than out-and-out war. The gods cannot
be everywhere and it is unlikely that a
thousand-a-side battle would capture
their attention. In such cases sides may
use their MUs. Retaliation can be
minimized as a side may think it can
inflict a lot of damage before the enemy
can get its MUs into battle.

Magic can be a problem for generals—
when used it can be devastating but can
the wrath of the gods and the chance of
counter magic be risked {and could a
general find a ma%ic-user idiot enough
to risk his or her life in this manner).

Yours,

Richard Thorpe, Stafford.

Dear WD,

Although Lew Pulsipher’s article in
WD42 - Castles in the Air— has its heart
in the right place, in that it encouraged
peopletothinkthrough the implications
of the D&D and AD&&D rules, we feel
that he has fallen into the very trap that
he was trying to avoid.

It is a little unfair to criticise Chivalry
and Sorcery, which after all is no more
setinthe ‘real’ Middle Agesthan are the
films Camelot and Excalibur, when all
the features that he lists as peculiar to
D&D, from flying to homunculi, have
been borrowed by fantasy games from
medieval myth, legends, and bestiaries.
(Beside the fact that the Middle Ages

believedin magic; we know that witches
couldn't fly and didn’t have familiars,
but at the time enough people believed
they did to get alot of old ladies burnt at
the stake.)

More to the point, far from being a
more realistic fortress for the D&D world
than the conventional castle, dungeons
are still vulnerable to most of the
weapons used against castles, and have
their own, possibly fatal, weaknesses.
No castle, medieval or otherwise, was
immune to a properly conducted siege,
and the same would apply to an under-
ground castle. An impregnable fortress
can very soon turn into an embarras-
singly tight bolthole if your attacker
refuses to storm your vicious defences,
but instead concentrates on starving
you out, or perhaps the ultimate indig-
nity, burying the entrance with your
troops inside it. For all their faults, over-
ground castles expose an attacker to
fire from a strong defensive position.
Once the minimal surface defences of a
dungeon were demolished by siege
weaponry, there would be little point in
sallying forth into the teeth of a waiting
army. The entrance would still be the
‘killing ground’ found in conventional
castles, but this time for the defenders
rather than the attackers.

Excavating underground would in any
case have its own problems, which have
plagued mining from Stone Age flint
mines to the present day, particularly
fire, damp and flooding. One of the best
ways to attack a ‘dungeon’ castle would
be to flood it. The diversion of a local
river would not be especially difficult,
particularly with wizards on the attack-
ing side, and there would be little point
in countermining if the tunnels were to
be flooded, and collapsing them merely
helped to flood your refuge.

For those who object that D&D is not
about mass combat or sieges, consider
this. A single thief or assassin, placing a
Decanter of Endless Water on one of the
lower levels of a dungeon, and com-
manding it to produce at its maximum
rate of 30 gallons a minute, could create
havoc. Imagine trying to shift the equi-
valent of a water cannon (rememberitis
described as being powerful enough to
kill small animals) through several levels
of a dungeon. If the castle had been
penetrated by a party of player character
types, the Decanter could be protected
by magical traps, making removal or
detection even more difficult.

Conventional castles were finally out-
dated by the speed of modern armies,
rather than their firepower. Martello
towers were built in the Napoleonic
Wars, when artilley and firearms were
common, and the Maginot Line was con-
structed when tanks were to be reckoned
with. The point is not that castles were
vulnerable, they always were, to assault
or siege if properly conducted, but that
they formed part of a balance of power
which set the cost of an attack high
enough to deter casual aggression. A
similar balance would need to operate
in the D&D multiverse, and if this were
the case, dungeons would be no better,
and in many ways worse, then the tradi-
tional castle.

Yours constructively,
Chris Elliott and Richard Edward,
London.
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RuneRites is a regular RuneQuest department, edited by Oliver Dickinson. This issue...

Creature Creations

New Monsters For RuneQuest

THE KIRIN
by Dave Morris
STR: 3d6+18
CON: 2d6+10
SIZ: 3d6+18
INT: 3dé
POW: 2d6+9
DEX: 3d6
CHA: 3d6
Move: 12

Hit Points: 21-22 average. Hit locations as
for griffin; but hitting the wings will sim-
ply damage your weapon, since they are
pure energy. The hornisinvulnerable (a
blow to the head should have some
chance of hitting it).

Armour: 5-point skin.

Attacks: Butt (2d10+damage bonus),
SR7, 85%.

Kick (1d8+damage bonus), SR7, 70%.
Wing (see below for damage), SR3, 40%.
Spells: Battle magic to limit of INT; if
POW over 18, 1d8 Rune spells. Horn acts
as a powered crystal (roll 01-24 on Crys-
tal Table).

Skills: Sense Chaos 100%; Sense Traitor
100%.

The kirin (kirin’) are bizarre skyborne
creatures, looking something like a very
large mountain goat as big as a
warhorse, with an almost human head,
one horn, and wings like living light-
ning. They roam the world in pursuance
of a curious quest, to seek out and chal-
lenge all those of treacherous and self-
ish disposition. As soon as the kirin’s

magical senses locate such a being
beneath it, it dives down out of the
clouds to attack. Though a kirin will
sometimes do battle with a Chaos crea-
ture, it reserves its full ferocity for pro-
fessed lawfuls who have become per-
verted in their ideals.

The kirin ensures that it never has to

fight morethan 2 or 3opponents atonce

by fending away others with its incan-
descent wings. These cannot be parried
(though they can be avoided by Defence);
any being struck suffers 1-3 separate
wounds for 1d6+6 damage each.
Armour will protect as normal against
this, but all metals absorb damage
equally (6 points). The kirin will not use
its wings against its chosen enemy, as
this is contrary to its sense of honour.

Kirin can fade onto the spirit plane at
any time, and will do this to engage in
spirit combat or to escape a fight which
is going against them. The transforma-
tion to this ethereal state takes TMR and
is characterised by the bright gold col-
ouring of the kirin changing to a pale
cloudy blue. They are fond of ale, and
sometimes, up among the mountain
peaks, travelling Rune Lords have known
one to share their campfire for some
crusading chit-chat and a jar or two.
They carry no treasure but the horn
which springs from their forehead: this
may be attuned and used as a crystal, at
the cost of the enmity of every kirin in
existence.

[Dave feels that kirin are rather fastidi-
ous and pompous characters— ‘a sort of
crusading bureaucrat’— and not to be
played as wise, paternal, etc -OD.]

GOLEMS

by Simon Basham

STR: 4d6

CON: 3d6

SiZ2: 15

INT: 3d6(=POW of Gorp used in crea-

tion) halved; round up.
Rune Points used in creation
{(minimum 2, can be boosted) x 10.

POW:

DEX: 3d6

CHA: 2d6

Move: 5

Hit Points: 11-12 average.

Armour: 4-point skin. This is tough but
flexible. Smashing weapons can effec-
tively i%nore it, sending shock waves
through the skin.

Attack: Attacks with both fists
(1d3+damage bonus) at DEX x 5%, SR8,
and can parry with arms at DEX x 3%. A

golem might also try to kick (1d6+dam-
age bonus), but is more likely to stand
firm and use its arms. The fists should
be able to Crush (as RQ pg100 or

WF14, pg12).

Chaotic Features: A Golem will have the
same Chaotic Features asthe Gorp used
in its creation, if any.

These much hated creatures of Chaos
are not of natural origin; they are
created by Chaos Rune Priests as guar-
dians and emissaries. Theircreationis a
long and complex process, culminating
in the casting of a create golem rune
spell to bind the various parts together.
The head must contain a human skull
bathed in blood, and the life force is
supplied by a gorp thatis bound into the
chest. The golem is not undead, and
thus cannot be turned like skeletons and
zombies. Golems are favoured servants
of their gods, and have a POW equal to
ten times that used in their creation;
they regain POW as normal, but cannot
cast Battle Magic. (POW could be lost to
spirit combat, artifacts or places (eg the
Dead Place) which drain it. Their INT
derives from the POW of the gorp used
in their creation, as set out above. Hit
locations are as for humanoids.[O

CREATE GOLEM
Range: Touch
Stackable: No Limit
Cost: 2 POW points
Duration: Permanent
Not-Reusable
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FIEND FACTORY

Fiend Factory is a regular department featuring readers’ monsters, edited by Albie Fiore.

Tribes and
Tribulations

A Collection of Tribal Monsters for D&D

WODENNIAN
by Phil Masters

No Appearing: 4-32
ArmourClass: 3

Movement: 18"
Hit Dice: 5d8+2
Treasure: H; individuals L,M
Attack: By weapon type plus
tail for 2d8
Alignment: Chaotic good
(plus a few neutrals)
Intelligence: Low-genius

Wodennians, sometimes known as
dracocentaurs, have the bodies and
muscular tails of large lizards, but the
front bears a humanoid torso. Their
arms are somewhat manlike, and their
heads would resemble those of a short
snouted crocodile were it not for the
swelling braincase. Although carnivores,
they are basically a peacable race, and
their size and power prevents them from

being molested by most other creatures.

Mostly they wander steppe grasslands
in nomadic tribes, but occasionally

small bands of adventurers will wander
in human areas.

In any group, 10% will be warriors of
1st to 3rd level, and, in addition, for
every 10 wodennians present, there is a
5% (cumulative) chance of 1-4 specialists.
For each specialist, throw 1d8: 1-3 =
cleric; 4-6 = magic user; 7 = druid; 8 =
illusionist. Such specialists are of level
1-6, and a party of 30 or more woden-
nians will have a cleric leader of 7th
level; otherwise, the highest level warrior
present commands.

If an entire roving tribe is encoun-
tered, there will be females and cubs
present equal to 100% and 50% of the
males, only fighting in self-defence or to
defend the young. Females have 2d8,
tail lash for 1d8, and bite for 1-3; the

young have 1d8 + 1, and tail lash for 1d4.

Wodennian warriors are the equiva-
lent of human fighters, and they and
specialists have three more hitdice than
their human opposite numbers of the
appropriate type (d10, d8, or d4), and
strike blows as three levels higher. All
wodennians can use their tails against
opponents to the side or behind, but not
to their direct front. Wodennians can
direct tail and hand weapon attacks at
different opponents, and the latter do

damage by weapon type +1 for strength.

Typical wodennian arms are as follows.
All specialists: quarterstaff; warriors:
50% halberd and 2 darts, 25% longbow
and mace, 25% sling and morningstar;
others: 25% quarterstaff and dagger,
50% morningstar, 25% shortbow. Their
weapons are suited to their size and are
too heavy and unwieldy for humans of
less than 18/60 strength to wield.
Wodennians speak their own lan-
guage, common and their alignment
tongue. They are covered in glossy
brown scales of remarkable strength.

BLACKLINGS
by Dan Lukacinsky

No Appearing: 20-200
ArmourClass: (Base)5

Movement: 9

Hit Dice: 1d8

Treasure: E

Attack: By weapon type
Alignment: Neutral evil

Intelligence: Exceptional

were once hairfeet, but took to living
underground and through the years
have gradually developed a pitch black
skin. They hate all living things, espe-
cially drow who they will attack on sight.
They also hate half-elves, dwarves, orcs,
half-orcs and gnomes. Goodwill exists
towards the goblin and kobold races.
Blacklings can move very quietly and
hide in shadows 100% of the time. They
speak blackling, halfling, orc, goblin,
kobold, gnome, elven, dwarf, hobgob-
lin, drow and common.

They wear their own specially wrought
chainmail whichisusually +3or +4. Itis
thought to be of black mithril, a very rare
substance worth 100 times the value of
gold, but no one knows for sure as the
blacklings will never sell their mail. No
hurled weapon (arrows, spears, etc) or
edged weapon can pierce the mail, but
sometimes, if the hit is hard enough (2
or more above that required to hit), the
mail itself will actually be thrust into the
flesh of the wearer causing 1d4 points of
damage.

Blacklings typically use short swords,
spears and short bows. They save ver-
sus spells/rods/staves/wands and
poison at 5 levels higher than normal.
They have superior infravision at 90°.

When in their lair, usually a large dark
cavern, there is a 25% chance that there
will be 2-12 worgs. Also for every lair,
there is one tribal chieftain of 3d8 hit dice,
AC: (Base)4, with a +2 spear and +4
chainmail, together with two 2nd level
fighters with 2d8 hit dice, AC: (Base)4
with +1 short swords.

Blacklings are generally superior to
hairfeet being a trifle taller, 3'2', and a bit
stronger. They have jet black skin and
theireyes are generally red. Their hairis
black or white, depending on age.

When not dressed for battle, they usu-
ally wear fine black silk garments. They
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rarely visit the surface world because
the sunlight hurts their eyes, causing
them to fightat —2. They have a lifespan
in excess of 900 years.

WOHK
by Anthony Bufton

No Appearing: 50-240
ArmourClass: 8

Movement: g

Hit Dice: 1d8+1

Treasure: 50% chance 10-40
opaque black gems

Attack: 2clawsfor 1-2 each;
or by weapon type

Alignment: Neutral evil

Intelligence: Low

These small (3’ tall by 1'%’ broad), car-
nivorous humanoids live exclusively in
subterranean environments, seeing by
means of a light emanating from the
single eye in a 6" wide by 100" long
beam. Apart from touch, this is theironly
sense. Vision is adapted for the darkness
and is much impaired by full daylight or
equivalent, causing temporary blind-
ness to wohk. The nature of this sight
means that non-reflectors are effectively
invisible to wohks. This causes them to
be fascinated by opaque black items.
Commonly, huge hoards of such items
are collected by them, for example: coal,
black cloth, black dragon scale, etc, and
certain gems such as jet.

The usual tactic for a moving party of
wohks is to rely solely on the leader’s
lightemission while all other individuals
are ‘switched off’, thus obscuring the
number in the group. A typical group is
armed as follows: 9% unarmed; 20%
missiles (2); 50% rough club and mis-
sile; 20% rough club; and 1% miscel-
laneous scavenged weapon. The clubs
are fashioned from scrap iron, wood,
rock or any other hard substance to
hand. Missiles vary from bottles to
bricks to stones (even precious stones),
all being treated as sling stones for
range, ‘to hit’ and damage due to
strength and throwing skill.

Wohk tribal lairs are complexes of
rough caverns or any other easily
defendable dungeon regions. Wohks are
30% likely to be encountered in their lair.

Reproduction in their population is by
spontaneous regeneration. When a
wohk dies, 1-3 fully grown wohks will
sprout from its corpse in 5-10 days
unless the body is burnt or immersed in

acid. These offspring have a high muta-
tion rate, and therefore 10% of all wohks
encountered will have some physical
mutation to the good or bad. Mutants
are leftto individual DM's inventiveness,
for example: extra limbs, horns, poison
glands, etc. The leader of a wohk tribe
will lead by brawn only and therefore
will probably have several mutations in
its favour. Because death leads to an
increase in the populace, wohks know
no fear of being killed and are unrelent-
ing in combat, never checking morale
unless being attacked by fire or acid.

They communicate by a crude lan-
guage of grunts and signs.

These uncommon creatures have pale
grey, smooth skin. Their nails and teeth
are brown/yellow. Their extreme stocki-
ness (average weight 120 pounds) is
emphasised by the absencs of a neck,
the head being part of the torso. The
light emitting from the single eye is yel-
low/white and can thus easily be mista-
ken for a lantern from a distance. Note
that all parts of the description may be
affected by physical mutation.

YELGS
by Mark Monaghan

Yelg Were-Yelg
No Appearing: 50-200 See below
ArmourClass: 4 4
Movement: 15" 167
Hit Dice: 2d8+2 3d8
Treasure: D DM
Attack: 2 claws for 1d4 each,

bite for 1d4+1;

or by weapon type
Alignment: Chaoticevil Lawful evil
Intelligence:  Low Averageto

exceptional

These green-scaled humanoids are
similarto orcsin terms of height, weight
and facial features. They are creatures
of an unholy nature and it is even possi-
ble that they are some form of lesser
demon. Although unaffected by holy
water, they fight and save at —1 when
they are within 10 foot of a holy symbol.
Their other weaknesses include a dis-
like of fresh and salt water which forces
them to skirt lakes and rivers except
where there is a bridge, or it is shallow
enough (2 foot or less) for them to ford.
Although they are poor mariners, there
are instances where they have risked
small seacraft; butthisis rare and would
only take place whenthere is no alterna-

tive and they are accompanied by a
strong chieftain.

When the temperature drops below
freezing point, yelgs become ‘slowed’,
as for tﬂe slow spell, and will avoid con-
frontation except for self-preservation
and to protect their treasures.

Although their scaly hides make them
AC4, when any weapon strikes a yelg,
there is a 5% chance that it will strike the
creature in its vulnerable eyes or
stomach causing double damage.

Every yelg encountered is 1% likely to
be a were-yelg, able to assume human
form at will—often leaving their people
to infiltrate human settlements to bring
about their eventual destruction.
Although unaffected by wolvesbane, the
phases of the moon etc, the touch of a
holy symbol will cause the were-yelg to
assume its true form, as will its death.
The were-yelg suffers from all the yel-
gish weaknesses except the slownessin
cold conditions. Whereas yelgs are
totally carnivorous, were-yelgs, while in
human form, will possess human eating
habits. Were-yelgs, with their greater
intelligence, consider themselves vastly
superior to yelgs and dislike their natural
form, preferring to appear human even
when living with their tribe. 15% of all
were-yelgs have an additional power
that enables them to see through the
eyes of any yelg within 100 miles and to
control the yelg by some weird form of
telepathy. The presence of a holy sym-
bol within 10 foot of the yelg or were-
yelg breaks this strange link.

A yelg tribe tends to inhabit ruins,
natural cave systems and the like. Each
tribe is normally leaderless and there-
fore there is little co-operation among
tribr members except to take part in dis-
organised raids on human settlements.
However, in some tribes, an especially
intelligent were-yelg will take a position
of leadership, often after returning from
life in a human settlement where they
have acquired skills as an illusionist or
magic user. Although they remain static
in terms of hit points, fighting abilities,
saving throws, etc, they otherwise may
rise to 12th level in either class. Such
were-yelgs rule their tribe with an iron
fist and tolerate none of the usual yelgish
indiscipline. While under the rule of a
were-yelg, yelgs will even mine and
build with surprising competence.

If 100 or more yelgs are encountered
in their lair, there will be the following
additional creatures there: females
equal to 20% of the total number; yelgl-
ings equal to 10% of the total number;
8-160 eggs; and 1-20 prisoners, kept
either as slaves or food and 90% likely to
be human. Yelgish females, if forced to
fight, do so as 1 hit dice monsters with
two 1-2 claws and a 1-3 bite. Yelglings
will not fight.

Yelgs have little love for other races
(humans, they loathe) but will tolerate
kobolds (having a reptilian appearance
and an evil nature in common), how-
ever, even these they will bully.

Yelgs, in addition to theirown tongue,
are 50% likely to speak common. Were-
velgs speak yelgish, common, and law-
ful evil and are capable of learning
others. Yelgs have a human lifespan.C]

Yelgs are derived from Norman Power’s
book The Forgotten Kingdom.
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TREASURE CHEST

Treasure Chest is a regular D&D department. This issue, something for clerics.

Seeing the Light

Another look at
Clerical Conversion in D&D
by Graeme Davis

As Roger Musson pointed out in
WD20, the D&D cleric is, or rather
should be, more than just a spell-
casting fighter, medic, and exor-
cist. While there is a lot to be said
for the less subtle approach with
regard to irredeemable unbeliev-
ers, a far greater moral victory is
to be ?ained by the conversion of
the infidels, which in one blow
neutralises an implacable enemy
and gains a staunch ally. Consid-
eration of the magic-user spell
charm person should give some
idea of the practical possibilities,
and conversions can add im-
measurably to a game.

The article by Roger Musson on
this subject was long-overdue;
recognition of the curious ano-
maly in the rules whereby no pro-
vision had been made for clerics,
and more especially paladins,
wishing to spread the One True
Faith rather than doom and des-
truction, but the ‘first one to six’
system he suggests, while simple,
does overlooﬁ one or two impor-
tant things.

Charisma should play a major
part, as should racial preference;
a half-elftrying to convertagroup
of hobgoblins, for example, will
usually end up getting eaten, and
other modifiers should be impos-
ed by the numbers on each side,
the difference in alignment bet-
ween convertor and convertee,
and other circumstances.

The following rules are pre-

sented with these points in mind,
and hopefully provide a reason-
ably realistic conversion system
for most circumstances.

Conversion may be attempted
by any cleric or paladin or cleric
subclass. Firstly, a reaction roll is
made to determine whether or no:
the convertee will listen. All reac-
tion roll modifiers are taken into
account, the result being as
follows:

Hostile  —notinterested

Uncertain —roll again at = 15%
accordingly

Neutral —rollagain

Friendly —listens

Being tied up, held at sword-
point, etc, is not conducive to
sympathetic listening — under
such circumstances the reaction
roll is made at -50%.

Once the convertee is listening,
conversion requires a number o
turns equal to the convertee’s wis-
dom of uninterrupted conversa-
tion. Minor interruptions such as
people coming in and out will
merely be distracting, but wan-
dering monsters and other major
interruptions will negate the
whole attempt.

The convertee is allowed a sav-
ing throw, based on the conver-
tor's Persuasiveness
(Wi+2Ch+2Lvl) and the conver-
tee's Resistance (In+Wi+Lvl), as
follows:

Table 1
Convertee's Convertor's Persuasiveness
Resistance 15- 16-20 21-25 26-30 31-35 36-40 41-45 46-50 51-556 56-60 60+
10orless 10 12 14 16 17 18 19 20 21 22 23
1116 8 10 12 14 16 17 18 19 20 21 22
16-20 [:] 8 10 12 14 16 17 18 19 20 21
21-25 3 6 8 10 12 14 16 17 18 19 20
26-30 3 6 8 10 12 14 16 17 18 18
31-35 - 3 6 8 10 12 14 16 17 18
36-40 - - - 3 6 8 10 12 14 16 17
41-45 - - - . 3 ] 8 10 12 14 16
46+ - - - - 3 6 8 10 12 14
Table 2: Racial Differences
Convertor
Convertee Dwarf EIf Gnome Half-elf Hobbit Human Half-orc or monster type
Dwarf - +5 +1 +3 +1 +3 +7
Elf +5 - +2 +1 +2 +3 +5
Gnome +1 +2 - +2 +1 +3 +7
Half-elf +3 - +2 - +3 +1 +5
Hobbit +1 +1 +2 +3 - +3 +5
Human +3 +2 43 +1 +3 - +3
Half-orc +7 +5 +5 +4 +3 +2 see Monster Type Subtable
or monster type
Monster Type Subtable
Convertor
Convertee Half-Orc Orc Goblin Hobgoblin Bugbear Kobold Ogre Gnoll Lizardman Troll
Half Ore = . 2 I + +3 +3 +3 +3 +3 +4
Orc +1 - +2 +2 +3 +3 +3 42 +3 +4
Goblin +2 +1 - +1 +1 +2 +3 +2 +3 +4
Hobgoblin +3 +2 +1 ~ +1 +3 43 <43 +2 +4
Bugbear +3 +2 +2 +1 - +4 +2 42 +3 +3
Kobold +2 +1  +2 +2 +2 - +3 +2 +2 +3
Ogre +2 42 +3 +2 +1 +4 - +2 +3 +3
Gnoll +3 +2 43 +2 +2 +3 +3 - +3 +2
Lizardman  +4 +3 +4 +3 +3 +3 +4 43 - +3
Troll +3 +3  +4 +3 +2 +4 +4 +3 +2 -

NB: This table is not intended to be exhaustive; other monster tgps races with tribal

spellcasters may be treated in the same wi

Notes: 1. Conversion of a charm-
ed individual lasts only as long as
the charm. 2. Convertees who are
clerics or paladins may attempt a
counter-conversion; in this case
the character with the higher per-
suasiveness score starts, and sav-
ing throws are made alternately,
each failed saving throw countin
as one penalty point. Attheend o
the discussion (by interruption or
by the conversion of one party)
both parties are affected accord-
ing to their total penalty points, as
follows:

Penalty Points  Effect
15 No effect
6 Experience points
7 Loss of one level
8 Loss of half experi
9 Loss of half experi
10 As above plus con

Convertees with high wisdom re-
ceive the Magical Attack Bonus to
this saving throw. This saving
throw is unmodified by magic
items (Tncludfn? scarabs, etc, but
a philactery of faithfulness gives
the wearer +4), but modifiers
exist for circumstances, as shown
below:

For each minor interruption: +1

Convertor is of different race:
see Table 2

Convertor is of opposite sex: -2

Convertor has moral support of
same faith: -2/individual

Convertor has moral support of
different faith: -1/individual

Convertee has moral support:
+1/individual

Convertee is charmed: -4, ne-
gate racial difference (see note 1)

Convertee is a cleric or paladin:
+4 (see note 2)

Conversion would not alter
aiignment: -2

onversion goes against racial

alignment: see Table 3

ay, as may any other PC races used,

Table 3: Racial Alignment
Conpversion Conversion from
LGLN LENG N NECGCNCE

LG - +14+3+1+1+3+2+3+4
LN 4+1- +14+1+1+1+3+3+43
LE +3+1- +3+1+1+443+3
NG +1+143 - +143+1-+2+3
N +1 414141 - +14+2+142
NE +3+1+14+3+1- +3+2+1

CcG 424344414243 +143
CN +3434+342+142+1- +1

CE +4+3+3+3+2+14+3+1 -

NB: These modifiers only apply where

alignment is decided by race.

reduced to minimum for that level

ence points ) Tt
ence points plus all special abilities
version

Special abilities (clerical spell
use, etc) may be regained upon
atonement, as may 10-100% of
experience points lost. Change of
deity requires atonement and 1-4
months training before the char-
acter may operate as a cleric. A
converted paladin may never re-
gain lost abilities or experience.

Multiple Conversions
Conversion of more than one indi-
vidual is taken as the individual
with the highest Resistance score,
with a moral support modifier
according to the total number of
convertees.

Experience

Experience for successful conver-
sions may be given according to
the Asbury system (WD5-8), treat-
ing Conversion as a percentage
ability, or according to the DMG
kill bonuses for the races con-
cerned, modifying for level where
appropriate.[]
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NEWS

The Star

Midgard'’s Brightest Daily

TROUBLE BROOING

There have been outbreaks of
fighting in the borderlands
where groups of Broo have gone
on the rampage. Their murder-
ous onslaughts have been
depicted in Attack of the Broo,
the revamped Set 3 from Citadel
Miniatures” RuneQuest range.

Pictured above are some of the
figures from the set. Pictured
below are some of the Warrior
Knights of Law, Citadel’s newly
released Speciality Set 5, who
were heading for the troubled
areas to help quell the Broo.

KKK KKK

WIN £50 WORTH OF GOODS

White Dwarf is holding another
mini-module scenario competi-
tion with prizes for the best three
entries. The winners will see
their entries published in WD, as
will any runners-up. Just send
us your scenario before 1st
October 1983. All entries should
be typed on one side of each
sheet, double-spaced and can be
written for ANY role-playing sys-
tem of your choice (eg AD&D, RQ,
Traveller or any other game).
Entries will be judged on origi-
nality, role-play capacity, playa-
bility and all round fun.

1st Prize:

£50 GW Gift Voucher
2nd Prize:

£25 GW Gift Vouvher
3rd Prize:

E£10 GW Gift Voucher

The Games Workshop Gift Vou-
chers may be exchanged for
goods to their value at any
branch of Games Workshop or
for goods ordered through their
Mail Order Service.

Remember — entries must be
received by 1st October, 1983!

NO TROUBLE

WITH RUBBLE

ZINE SCENE

A new feature of this year's
Games Day will be a special Zine
Stand run by Mike Lewis of Dra-
gon Lords, the entertaining and
scurrilous winner of the Games
Day ‘82 Award for Best Fanzine.
Any editors who would like their
zine to appear on the stand at
Games Day should contact Mike
c/o 5 Yew Tree Close, Broad-
stairs, Kent.

Steve Norledge has left Tem-
pestuous Orifice to start his own
zine entitled Rapscallion, the
firstissue of which should be out
by August. Steve is also trying to
form a Fanzine Association to
promote this area of the hobby
by attending more conventions,
advertising more widely,
organising a newsletter for zine
editors to keep them informed of
new developments and the like.

Any editors interested in this the
idea should write to Steve Nor-
ledge, 75 Hawkhurst Way, W.
Wickham, Kent.

A new zine on the scene is The
Adventurer, which is mostly
devoted to Tunnels & Trolls. The
first issue has already sold out.
Forthcoming issues will feature
small solo dungeons, new rules,
monsters, traps, etc, solo reviews
and more. Anyone interested
should write to: The Adventurer,
Littlehampton School, Little-
hampton, W. Sussex.

Zine Scene will be a regular
feature of White Dwarf from
now on. Any zine editors who
would like to air their views or
have a mention/review of their
zine, should write to White
Dwarf, and mark the envelope
Zine Scene.

Hard on the heels of Pavis
comes The Big Rubble. This new
boxed RuneQuest scenario pack
from Chaosium is a companion
to Pavis and contains details,
maps and scenarios set in the
rubble of Old Pavis. The popular
RuneQuest scenario Snake Pipe
Hollow ia also back in print

Games Workshop have pub-
lished the UK edition of the long
out-of-print, monster RuneQuest
scenario book, Griffin Mountain.
This detailed campaign setting
will be in the shops this month.

The long awaited King Arthur
Companion from Chaosium is
also now available. This is a
reference work covering the
Arthurian legends.

In the pipeline from Chaosium
is Asylum, a book of scenarios
for Call of Cthulhu, which is
scheduled for release sometime
during the summer.

LEGION OF THE DAMNED
ON THE MARCH
Denizen Miniatures, greatly

encouraged by the response to
their figures, have announced
that they intend to expand the
Legion of the Damned figures
from their FA range into a series
of their own. Two new members
of the FA range, FA20: Legion of
the Damned with Sword (right)
and FAZ21: Legion of the
Damned with Standard, are pic-
tured here.

Denizen Miniatures have also
just released many other new
figures in this range as well as a
couple in their SF range. Plans
are also afoot for their figures to
be produced in the USA in the
near future.

ON THE TREASURE
TRAIL

Flying Buffalo the distributors of
Tunnels & Trolls in the UK have
just announced a forthcoming
competition called the Tunnels
& Trolls Twenty Minute Trea-
sure Trail. First prize is £200
worth of games plus 50 runners-
up prizes of Tunnels & Trolls.
The competition centres on a
new mini-game called Treasure
Trail, which contains the entry
form, and is designed to be a
real brain teaser even to experi-
enced role-playing gamers. Tre-
asure Trail will be available in
the shops shortly and the com-
petition runs from the end of
July until the 22nd October. The
winner will also be invited on an
expenses paid trip to Games
Day, where it is hoped that the
prize will be presented by Ken
St. Andre the American inventor
of Tunnels & Trolls.

CHAMPION CALLED
TO ORDER

Joe Dever, winner of the Origins
‘82 AD&D Championship has
now joined Games Workshop.
Joe was formerly SF, Fantasy &
Wargames Manager with Games
Centre. It was in this capacity
that he attended Origins. His
new post with Games Workshop
is as manager of the Mail Order
Department and organiser of the
Mail Order Club, which will
mean plenty of involvement
with gamers through the MOC's
regular newsletter.

NEXT ISSUE: There's Irilian,
Part 4 of the D&D super-series;
stats for the Lesser Demons in
RuneQuest; a Warhammer
scenario; thieves in D&D; and
two great new cartoon strips
that'll get even the meanest
Mind Flayer laughing.

33




SMALLADS

CLASSIFIED

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

Would you like to work at
GAMES CENTRE?

We are looking for Managers
and Staff for our specialist
games and toys shops
throughout England.
Warehouse staff also required.
Write with details of your inter-
ests and background, Sales abil-

ity essential. (Please include
your telephone number if poss-
ible).
The Managing Director,
Games Centre
22 Oxford St, London W1A 2LS

Games Day '83 — Events
Games Day is the largest event
of its kind in the world. We re-
quire experienced Games Group
or Clubs to create and run Com-
petition events or participation
games of AD&D, Traveller and
RuneQuest; Participation events
of the most popular FRPs — for
beginners and experienced play-
ers; Demonstrations of Fantasy
and Historical miniatures war-
gaming; and participation games
of classic boardgames like
Starfleet Battles and Car Wars.
You supply the event and ref-
erees. | supply advice, play aids,
figures, electrical requirements
{If computers are to be used) and
certainexpenses. For further
details contact: Clive Bailey,
Games Workshop, 27/29 Sun-
beam Rd, London NW10 6JP

Wanted

Unpainted Airfix Romans,
Ancient Britons, Sheriff of Notting-
ham and Robin Hood figures.
Phone 995 7138 after 7pm most
evenings.

Portraits Drawn

A portrait of your character/NPC/
room drawn to your description
(b&w. Ad size). £2.50inc p&p, SAE
for details. Sarah J Petley, 7 Cut-
bush Lane, Southampton.

For Sale

RuneQuest (boxed) Cults of Prax
—£10. Borderlands — £9. White
Dwarf 10-17-£6. Dune £6, Middle
Earth (SPI) - £6. Monster Manual
£5. Middle Earth, Angmar, Umbar
(lron Crown)—£12. Tel: Martin,
Nottingham 233086.

Wanted: Spells

Rooneo Red no has a complete set
of MU and lllusionist spells. She
now wants to get hold of all the
new spells out and about. Please
send spells to: Rooneo Reds Spell
Book, 35 Wheathill Rd, London
SE20 7XQ. I'm willing to pay
‘reasonable’ prices for spells or
swap for other spells.

Always Welcome

New members to help support
free enterprise in space, promote
space exploration and oppose the
Moon Treaty. For further informa-
tion write to: Free Space and
Space Settlers Society (WD), c/o
Chris Forrest, 8 Barton Bridge
Close, Raglan, Gwent,

For Sale

Deluxe Traveller plus supple-
ments, adventures, figures £17.
AD&D DM’s Guide, Player's Hand-
book, T1 Module £13. Phone 0387
68696.

Dragon For Sale

House purchase forces sale of ‘83
MEE Gold Medal Diorama ‘Return
to the Meyr’. Serious offers only
please. Phone: Dave Cowdery,
Watford 37623.

For Sale

Space Opera plus erratas: £8.00,
10 SO character sheets: £0.50,
Seldons Compendium of Star-
craft: £2.50. Contact: N Hedderley,
11 Minns Rd, Grove, Wantage,
Oxon.

Ragnorok Books of Winchester
New and second hand role-
playing games brought and sold.
Also large selection of Sci-Fi,
chess and popular fiction. Stall 10,
Antique Market, Kingswalk, Win-
chester, Hants.

For Sale

D&DModules: S3,B1,11. Monster
Manual (PB), Thieves Guild | & I,
Apocalypse. All very good condi-
tion. Ring 01 670 3584, 7-9pm,
Mike.

For Sale

D&D Basic Set; Expert Set; WD29,
32-42: AD&D PHB; DMG; MM; FF;
Deities & Demigods. AD&D stuff
unused. £60 the lot. Phone 02357
3560 after 6pm.

Sale or Swap

RuneQuest rules, SoloQuest 1,
Cults of Prax, Questworld, Troll-
pak, Borderlands, Traveller scen-
arios, D&D Endless Quests 1-6. All
in very good condition. Contact:
Graham Ross, 64 The Chase,
Ickenham, Uxbridge, Middx UB10
8ST. Phone 0895 59118.

HELP!

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

Selwg

South East London Wargames
Group, Annual Open Day, Sunday
25th September, 1983, Greenwich
Borough Halls, Greenwich, London
SE10. Wargaming demonstrations,
participations and Military Model-
ling competition. For competition
lists and further information,
please contact: Chris Hurren on 01
857 7264 or send SAE to Selwg,

41 Dunkey Road, Mottingham,
London SES.

D&D Sheffield

14-yr old D&D player wishes to
contact other players in Sheffield.
Please contact: Mark Hides, 240
Jenkin Rd, Brightside, Sheffield.

Wanted

AD&D players Solihull to join a
new group ‘The Solihull Firefoxes'.
For more information write to:
Robert Kielty, 10 Dingle Lane, Sol-
ihull, West Midlands B91 3NG. (En-
close stamp).

AD&D Maidstone

Lonely 15-yr old experienced giant
killer seeks AD&D contacts. Must
be of roughly same age group in
Maidstone 3746 after 6pm.

Car Wars

Any Autoduellists anywhere inter-
ested in forming the English Auto
Duel Association? If so, contact:

N C Ford, 56 Gaynes Park Road,
Upminster, Essex. Any ideas also
welcome.

Postal Fantasy Campaign?
Campaign is expanding and
wishes to take on extra players.
Regular turns, game updates and
newsletters every 3 weeks. Robert
Nott, Rosslyn, Wellington Rd,
Porthleven, Helston, Cornwall.

AD&D Guildford

Experienced AD&D players, 18+
invited to games on Sunday after-
noons and/or Wednesday even-
ings. Apply to: Mitch May,
Guildford 505751.

Edinburgh

3 AD&D/Traveller players (age 14-
15) seek clubs/campaigns/players
of above (or over) RPGs in Edin-
burgh area. Reasonably new to
these games but experienced in
others. Will DM if necessary. Con-
tact: Mark, 031 447 2385 or
Graeme, 031 445 2005.

Wanted

25mm Gangster figures, rules,
cars etc. Write to: S Russell, 21
High Street, Wingham, Nr Canter-
bury, Kent CT3 1AW.

Wanted

WD1-26 and WD29. Also Dieties &
Demigods, 1st Edition with 17
pantheons, including Moorcock’s
Melnibonean mythos and Love-
craft's Cthulhu mythos. Good
prices paid. Contact: Paul, day 01
928 gDBO ext 2989, evenings 04747
5638.

Wereback

AD&D, RuneQuest, Traveller
scenarios, £10 competition dun-
geon, the Gary Gygax interview
and much more in Wereman 6.
The last word in fish and chip
insulation. Send 50p to J Wallis,
Eton College, Windsor, Berks.

AD&D Glasgow

16-yr old player seeks campaign

run by players around that age

group. Please, please contact:
tephen Simpson, 129 Reid St,

Glasgow, G40.

MonteCarlo PBM

Choose your car and race for 1st
prize in this non-profit making
play-by-mail competition. Full
rules provided — possible ‘world
series’ dependant on numbers.
First come first served. Write; K
West, 29 The Moors, WGC, Herts.

Help!
Group of 3 looking for players or
DMs for AD&D in Milton Keynes
area. Contact: Bill Blaby, 143
Black moor Gate, Furzton,
Milton Keynes.

Wanted

Players for postal Diplomacy. Free
except for postage. First applic-
ants will be accepted. Contact:
Nigel Baker, 11 Repton Court, The
Avenue, Beckenham, Kent

BR3 2EN.

Help!

Grom the nimble and young
Gnome illusionist/thief seeks
adventure/players/club in Bath
area foran AD&D campaign. Con-
tact: Matthew on Bath 315656
after 6pm or write to 4 Widcombe
Terrace, Bath.

Whoops!

Small AD&D group misuses
Amulet of Planar Travel and loses
itself on the Elemental Plane of Air.
New ideas and personnel (18+)
required urgently to brin%them
down on earth. Contact: Chris,
Southampton (0703) 843078.

GOBBLEDIGOOK by Bil

(L FinisH THS
LATER THEN . ]
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PLAY-BY-MAIL GAME

FULL TIME GAMESMASTER

OVER 200 DIFFERENT PLAYERS
FULLY DESIGNED FANTASY WORLD
BI-MONTHLY PLAYERS NEWSLETTER

FLEXIBLE GAME SYSTEM GIVING
FREEDOM OF CHOICE AND ACTIONS

RUNNING FOR OVER TWO YEARS

Crassimoff's World is a PBM game of exploration and
adventure. As a player you assume the role of chieftain
in a band of brave adventurers set on gaining knowledge
and power. Your party will set out from a small town,
knowing nothing about the world apart from a few
rumours. As you travel you will learn more about the
land and its secrets, encountering other parties, races and
creatures.

“There are tokens detailing magic, spells, creatures,
parties met, artifacts, treasure, money, and many
other items which you discover as you play the game.
KJC Games has been running Crasimoff’s World for
over a year now, and the effort the gamesmaster puts
into each turn never ceases to amaze me. Most players
find themselves offered a different scenario each turn,
or find that a new twist has happened to an existing
adventure.”

As reviewed in

WHINLEIDWARE

37

If you wish to enrol in Crasimoff's World, send a £5.00
cheque/P.0. payable to K.J.C. Games. For this you will
receive a rulebook, set up material, the latest newsletter,
and the first four rounds. Future rounds are £1.25 each.
Copies of the White Dwarf review are available free of
charge from K.J.C. Games.

Return to:
K.J.C. Games, 5 Vicarage Avenue,
Cleveleys, LANCASHIRE FY5 2BD

R TR I

I Please enrol me in Crasimoff's World. Enclosed is £5.00 for which |
| receive the rulebook, set up material and the first four rounds. l
Future rounds are £1.25 each.

NAME ... oo it 5ot Aoln ip RERTRL S IS i s i mib I
I a3 T e e . R R T B, e T R |
I Return to: I
K.J.C. Games, 5 Vicarage Ave., Cleveleys, Lancashire FY5 2BD I
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Re-subseribe
for only £9.00!

I I N N S - S S S S S . S —,

12 MONTHS SUBSCRIPTION RATES: l
UGS ralad BT 00 oo o s o, o ans aie ) e O
Europe (Air)/USA & Elsewhere (Surface) £17.00 ($31.00). . . . O
USA & Elsewhere (Air) £25.00 ($45.00) . . . ... ........ O I
6 MONTHS SUBSCRIPTION RATES: l
UK & lreland £5.80. . . . . . ... ... @'t itennnnnnnn O
Europe (Air)/USA & Elsewhere (Surface) £9.00 ($16.50). . . . . O '
USA & Eisewhere (Air) £13.00 (2350} . .. ... ........ O
SAMPLE ISSUE: l
UK & Ireland £1.00 (75p +25p P&P) . . . . v v v v v v v v a s O
Europe (Air) & Elsewhere (Surface) £1.50 ($3.00). , . ...... o]
USA & Elsewhere (Air) £2.20(84.00). . . .. ... ........ O I
RESUBSCRIPTION£9.00. . . . . ... .....ouuuvnn... O i
Please make your cheques/POs payable to (no cash accepted) Games
Workshop Ltd., then send them to GAMES WORKSHOP LTD., I
27-29 SUNBEAM ROAD, LONDON NW10 6JP,

VISA (Barclaycard) & ACCESS holders can subscribe by telephone I
on 018965 3713.

PLEASE PRINT CLEARLY IN BLOCK CAPITALS l

wous
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- a new range of
25mm fantasy

denizen
NEW RELEASES
FA20 Legion of the Damned with Sword . 35p
FA21 Legion of the Damned with Standard35p
FA22 Rune Heroine with Cloak & Sword. 30p
FA23 Rune Hero with Sword & Shield . . 30p

FA24 Paladin drawing Sword. . . ... .. 30p
(FA20 & 21 are companions to FA13)
SCI-FI RANGE
SPEL. FuniraCity. Bon.. . o ox +3 sivisisss 30p
SF2 Future City FemaleCop. .. .. .. 30p
SF3 FutureCity Villain. . .. ... ... 35p
SF4 Space Adventurer Advancing . . . . 35p
SF5 Space Adventurer cocking Gun . . . 35p

P&P 10% (min. 25p) * SAE for full list

DENIZEN MINIATURES
1 Laurel Cottages, Keymer, Hassocks, Sussex BN6 8QT
Trade Enquiries Welcome

NOW'! -~ CAVERNS

EXTENDING OUR DUNGEON PLAN SYSTEM
WITH NATURAL CAVES & CAVERNS

BACK ISSUES

Remember - back issues of White Dwarf go fast. There are only
limited stocks of the following back issues still available:

Numbers: 27, 30, 32, 34, 35, 36, 37, 38, 39, 40, 41, 42

UK & lIreland: £1.00 each (76p + 25p p&p); Europe (Air) and
Elsewhere (Surface): £1.50 each ($3.00); USA and Elsewhere (Air):
£2.20 each ($4.00).

Please make your cheques/PO (no cash accepted) payable to Games
Workshop Ltd., and send them to Games Workshop Ltd., 27/29
Sunbeam Road, London NW10 GJP.

i =
GWENT'S NEW

SPECIALIST GAMES CENTRE

Send now or ring for your games guide, price list
and details of our group visiting service - orcall in
to our showroom on Monmouth Road, Raglan,
Gwent NP5 2ET. Tel: (0291) 690 214.

Hours 9.30am - 8.00pm. Monday to Saturday.

STOP PRESS:
PLEASE CONTACT US FOR DETAILS OF OUR
FUTURE GAMES WEEKENDS

NEW RELEASES FROM THE USA
CAR WARS Expansion Kit 2
THE BIG RUBBLE, Chaosium’s latest scenario pack, and
companion to Pavis
KING ARTHUR COMPANION, Chaosium’s reference
work on Arthurian legend
SNAKEPIPE HOLLOW, back in print ;
CAPTAIN’S LOG No.1, first in an irregular series of
magazine-style supplements for Star Fleet Battles . .£4.50
DEATH IN DUNWICH, a new book-format scenario for
Call of Cthulhu
THE EGYPTIAN TRILOGY, three part adventure pack
for Man, Myth & Magic
CLOSE ASSAULT, a game of World War || man-to-man
combat
AVAILABLE THROUGH
YOQUR LOCAL GAMES SHOP NOW!

Please mention White Dwart wnen replying to advertisements

cbhronicle

UNIT 14, ENGINEER PARK, FACTORY ROAD, SANDYCROFT,
NR. CHESTER CH5 20D, Tel: (0244) 537012

25 CM5: i\ﬁl"lurnm\r; CM7: Wight; CT;: Evil Dwarf
NEW AND REDESIGNED FIGURES

GRS NSNS . oo oo s ed mpuvune 3509 ois fate 35p
B T S S e v Yy ] 356p
CENE IO i D frra 1ot vt voenilanis 74 Vim oy Eliamg Wi 35p
CERES HaM e 3 o s 50 monmnaa ma st e asiarm wy 35p
CF24 Fighter with Two Handed Sword . . . ... .. .. 35p
RS - ElffFighter/Wizard =0 00 o0l 8 of Beud e boa s 35p

NEW HOBGOBLIN UNIT SET
25 Figs. Set: All types and variants. . . .£9.15: Save £1.00!

OrcWarChariot . ............. N A, | £3.85
ORC SETS

31 Figs: All types and variants. . ... .. £10.00: Save 85p!
11 FiaB Al LYPES ..ols e cin oimimcmis bt s £3.50: Save 35p!

ORC ARMIES: For full details send SAE

KOBOLD SET: 10 figs. all types & variants £2.30: Save 25p!
Ruffian/Thief Set: 5 figs. all types . . . .. £1.30: Save 20p!
MAIL ORDER: Please add 10% (minimum 30p); 50% Airmail;
33% for Surface and Europe. Post free over £15.00 (UK only).
For full lists of Adventurers, Monsters, Anti-Types, Odds & Bods,
plus Orc Army details and news of new and forthcoming releases,

\s_end 25p + SAE. TRADE ENQUIRIES WELCOME_)




( Y
' DESIGN %
FRE Specially designed
GAMES ROOM FETESAE
SKULL RING
MAIL ORDER and RETAIL SHOP WITH EVERY MAIL ORDER OVER
5 Braunstane Gate, Tel: (0533) 549182 THE VALUE OF ?20
(off Narborough Road  Open 9.30-6,00 Mon-Fri Also available for sale at just £3.95
North), LEICESTER 9.30-5.30 Sat post free
LE3 5LH 3
SOME ITEMS FROM OUR COMPLETE CATALOGUE o
TRAVELLER TWilight'sPeRk. 5ty .5 oo viv st son £2.25 Legend of the Sky Raiders. . . . . . . £4.50
NEW Starter Edition Traveller. . . . . £795 Leviathan ... .. .. ¢eoave0w s £2.25 Trail of the Sky Raiders . . . ... .. £4.50
Hardbacked Rules. . . . ... .... £10.95 Trillion Credit Squadron. . . .. ... £2.25 Fate of the Sky Raiders , . ... ... £4.50
SPECIAL REDUCTIONS Expedition to Zhodane. . . ... ... £2.256 Rescueon Galatea ... ........ £4.50
FOR AUGUST ONLY Broembbvord o on s el T £2.25 PLAY AIDS
Book 4 Mercenary . .. ........ £2.756 Prison Planoti ci. . oov vov cvs ms 5s £2.25 Starship Layout Sheets, . . ... ... £1.99
Book 65 High Guard. . ......... £2.75 DOUBLE ADVENTURES HSS-Ship il o« v son e wnin s £1.95
SUPPLEMENTS Shadows/Annic Nova. . . ... .. .. £2.25 Merchants & Merchandise . . . .. ... 99p
1001 Characters. . .. . ... .. ... £2.25 PBright Face/Mithril . . . .. ... ... £2.25 Scouts & Assasins. . . . . . .. .4 ... 99p
Animal Encounters . . . . ....... £2.25 Argon/Death Station. . . .. ..... £2.25 Vanguard Reaches . ... ... ... .. 99p
Spinward Marches. . . . ........ £2.25 Marooned/Marooned Alone . . . . . . £2.05 Bavond: NS vt s SRR 99p
Gl . Lt e ol Me s o dMemting £2.25 Chamax Plague/Horde . . . ... ... £2.28 BORAG: S0 IV v e e g i ameis e we 99p
JO PR O o35 o v ix win i@ o wie)s £2.25 Divine Right/Night of Conquest, . . . £2.25 Ship'sPapers. . .. . ... ... .... £1.50
Traders & Gunboats . . .. ...... £2.25 BOXED FIGURE SETS System Data Sheets. . . .. ... ... £1.50
Library Data A-M. . . . ........ £2125" TSRpBBraw . L e et e £3.75 COMPATIBLE GAMES & RULES
tibraryDataN-Z. . . . oo s oe wu s E2:05 ‘CHIZENg. . L4 i i sl ssersre ate £3.78  Mayday: .ov i voamre b sta v . £6.95
Fighting8hips. . . . . . ..o s s E2.25 TANGIES 5 2R e ok vim, sia e snite 3755 Shepehats s o vn aiva Bl i b £6.95
The Solomani RImM . ... v« o v s cn s £2.25 APPROVED SCENARIOS Azhanti High Lightning . ... ... £17.95
ADVENTURES Ordeal by E'shaar. . . ... ... ... £450 InvasionEarth. . . ... ........ £9.95
Kinunir, . . .. . oot v v v e e £225 ActionAboard ... .......... £4.50 Fifth Frontier War . . . .. .. ... £11.95
LFtesearch Station Gamma . . ... .. £225 TheSevenPillars ... ......... BREE  SUEREE . oy oy viaiv o ot et £10.95J
MAIL ORDER: Please add 50p to all orders for p&p in the UK. (30% CATALOGUE: For our complete catalogue, send a stamped addressed
for overseas). Orders are normally despatched within 3 days, but please envelope, and 20p in stamps.
allow up to 28 days. DISCOUNTS: Mail Order & Visitors recieve a discount card worth
CHEQUES made payable to RIEDER DESIGN 7%%. Clubs & Schools on application, may have a discount card
worth up to 15% on bulk purchases. _J

ADVENTURE SEASON CONTINUES

“During the Games Workshop Season of Adventure
life is tough for all of us who slither and crawl.

In London, Birmingham, Manchester, Nottingham
and Sheffield, humans can find all the latest
supplements, play-aids and miniatures, plus some
great special offers too."”

The Games Workshop Season of Adventure -
Good News for Humans, Bad News for Orcs
NEW FROM GAMES WORKSHOP

WWHIETAIIMER . D oo e wm ST e sy (e £5.95
Starter Edition Traveller . . ................ £7.95
Dungeon FloorPlans Il .. ................ £2.99

NEW FOR DUNGEONS & DRAGONS

X4 (Basic/Expert) Master of the Desert Nomads£3.95
EX1 (AD&D) Dungeonland. ...............£3.95
UK1 (AD&D) Beyond the Crystal Cave. . ... .. £3.95

NEW FOR RUNEQUEST
The Big Rubble (at Pavis) . ............... £14.95

NEW FOR CALL OF CTHULHU
Death in Dunwich. .. ...... ... ..., £6.95

NEW FOR MAN, MYTH & MAGIC

GAMES WORKSHOP ITD : The Egyptian Trilogy . .......c..covvvuen... £8.95

37 Please mention White Dwarf when replying to advertisements




FREE Dungeon Doorway with each enquiry
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t".' fancasy products _: gé
S 1S
\é I-_iare at last - the fantasy playing aid you've been waiting for ‘u
\ since Arioch knows when| A finely detailed range of dungeon
\/ chambers, passages and accessories cast in sturdy resin to v
F bring your games one step closer to reality. K
k’ Send ?AE ::: dzt:i!s toou TﬁHC:LI(:.HT“LEFPT'W'I.

B R g
DN N 15

LONDON STOCKISTS: Games Centre and Adventure Worlds

You do not have to be a wizard to cast
figures in our moulds for 8p each. Even
an orc could do it. The castings will be as
good as any bough! figure. Avail of our
introduction offer kit £2.95 each incl
pép containing a mould for 3 orcs +
casting equipment.

3 FIGURE MOULD ea £2.80

651 Barbarians 658 Dwarves
652 Men of the City 659 Orcs
653 Dwarves 660 Female
Adventurers
654 Wood Elves 661 Wraiths

656 Trolls, Goblins 662 Hirelings &
Treasures

657 Wizards 663 Cave-inen

Additional ingot 85p, makes 10-15 figures

HOBBYCASTING, Dept. 71, 129 Oliver Plunket Street, Cork, Eire
We accept cheques, money orders, Access, Visa, American Express.
Over £5.00 post free,

o

Vorcon Wars

A COMPUTER MODERATED
PLAY BY MAIL GAME

Are you interested in battle and trade scenarios in
the near future? Then VORCON WARS, an
advanced strategy PBM game is for you!
VORCON is a small planet in a distant solar system.
Your journey has led you there to explore and
trade with the Vorcons. However so have many
other players throughout the UK. Conflict is
inevitable! On you quest, build fortifications to
protect yourself and lay minefields to protect the
unwary. Position signal beacons for surveillance
over your large and increasing territory, and then
use transporters to move your men instantly to
scenes of conflict. Build and launch a satellite for
even more detailed information about the terrain
and other players. Ultimately, a persistant adversary
can be attacked using full nuclear offensive, in a
quest for planetary superiority.
This and much more can be yours when you play
VORCON WARS. Turns are processed two weeks
or less and cost £1 per turn but £1.50 will pay for
your full introduction package of rule book,
example sheets, blank map sheet and first three
truns. Write soon as game ten is just starting.
Send cheques or PO's to:

J.M. NICHOLSON, 71 JUNIPER, BIRCH HILL,

BRACKNELL, BERKS.

OTHERWORLD ARTIFACTS
SET 5: INNER CITY GATES
(Designed by C.). Bulis B.A. [ Architecture] )

NEXT MONTH:
Expansion Set for
City Gate with
Castellated Walkways

Another addition to our range of 25mm gaming/modellingaccessories.
This set contains a large double gateway 20 scale feet wide - with a
working bolt mechanism to ‘lock’ the doors - which can be used
either as small city gates or an interior dungeon doorway. With this
set is an introductory selection of a new larger walling system (20
scale feet high with the angled base blocks as shown) which has an
- alternate stonewall pattern on the reverse side and can be used in
many different ways, representing either city or dungeon walls.
Also included is a large stairway unit which can be used asa dungeon
staircase or city walls observation platform.

Boxed set 5 costs £8.25 inc. p&p.

If two or more boxed sets are ordered, deduct £1.00 from total cost.
For fully painted sets, add £2.00 per set.

ORDERS TO: Otherworld Artifacts, Westmount House,

49 Kingston Lane, Southwick, W. Sussex. (Tel: Brighton 595353)
Please allow 28 days for delivery.

Overseas Orders: Plcase add 50% for post and packing.
CATALOGUE NOW AVAILABLE - 50p inc. p&p

Barclaycard [Access accepted. TRADE ENQUIRIES WELCOME

Please mention White Dwarf when replying to advertisements
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HE HELD AT THE BOROUGH HALL

GAMES SURETAULLAR 15 TO
UH WL TAKE FLACE ARE ..

O TOHEER Sni 1982, EVENTS WH

JOINTLY SPONSORED BY

Néwsletter .20k D

STAFFORD'S FIRST EVER

GAMES SPECTACULAR

SATURDAY SEPTEMBER 24th, 1983
THE BOROUGH HALL, STAFFORD

DUNGEONS & DRAGONS

Entry forms and enquiries — please send s.a.e.
or telephone

J. W. BAGNALL LTD.

18 SALTER ST.. STAFFORD. Tel. 0785 3420




ESDEVIUM GAMES

LOW COST MAIL-ORDER SPECIALISTS —

Come to Esdevium Games and see the best
display of games in the country.
Open 5 days a week (closed all day Wednesday).
Fastest telephone mail order service.

Some of our special lines. . .

The INTERNATIONAL TEAM games. Large mounted mapboards,
die-cut counters, beautiful artwork, Generally simple or simple/
moderate complexity. (Number of players in brackets.)

KROLL & PRUMNI: Exploitation and colonisation among the stars
12) i R SR AT i s tow Dl RN Ere e e s £13.00
IDRO: Revolt of the Tritons in the undersea world of Moog (2) .£14
WOHROM: Contenders for the throne must battle with swords and
L LT 4 R D b gy ISy £16.00
VIl LEGIO: Simple RPG of galactic exploration (3-7). . . . £16.00
MILLENIUM: Strategic/tactical game of interstellar combat and
invasion (2) £16.00
ZARGO'S LORDS: Magic duelling for power in the fantasy world
Of Zargo {F-A) L o L sietis v an KNG e s asEE R N £16.00

THE DBA%QN TREE
Especially for all DMs who want to make their adventures interest-

ing and intelligent.
HANDBOOK OF TRAPS & TRICKS: Over 100 ready-to-play traps
5.95

& tricks of a wide variety of type and complxity . . . . .. .. £

DRAGON TREE SPELL BOOK: Some 225 spells, zero to 10th
levels, wide inrangeanduse. . .. ... ... v v v e s £4.95
BOOK OF ARTIFACTS: 200+ treasure/artifacts with users, use,
misuse, prices powers and OCCUTeNCe . . . . . .« « + + « 2 » » £4 95
MONSTEF! FILE Vol. 1: Full of instructions to show your players
and descriptionNE TOF YOU . + o« v« svomws 3w s @ia's on % £4.25

YSGARTH RULE SYSTEM (Ragn): A new RPG system, widely accl-
aimed for emphasis on RP development & realistic world design £7.95

These are just some of our games.
Our catalogue contains details of
virtually all games available in
the UK. Send 16p in stamps &
16%p SAE (overseas 4 IRC) for
a copy (free with orders over £5).

ESDEVIUM GAMES (4W)
185 Victoria Road, Aldershot,
Hants GU11 1JU

Tel: Aldershot 311443

(Shop hours)

Farnham 722269 (other times)
NO POSTAGE ON MANY

GAMES FOR REGULAR

Telephone Orders with ACCESS
CUSTOMERS

Payment in £ Sterling please.

Visit Balazar
& the Elder Winds

Griffin Mountain, the giant
RuneQuest Campaign source-book,
covers Balazar & the Elder Winds - lands to the

these harsh barbarian lands and encounter over 400
NPCs and monsters with Games Workshop’s UK
edition of this popular RuneQuest supplement.

R R R I R I

New UK edition to be published late August 1983
£9.95

north of Prax. From September you can journey to

GRIFFIN MOUNTAIN IS COMING

39

ADY _.J URES

Dungeon Floor Plans III - a new play-aid designed
to enhance the realism of your adventures:

ROOF TILES: For high level escapades and city
adventures.

TIMBER FEATURES: for stockades, piers and
wooden walkways.

STONE /DIRT OUTDOOR FEATURES: for
battlements, fortifications and quaysides.

BOATS: for piracy and exploration - Rowing Boats,
Rafts, Sailing Dinghies, Coracles, Canoes, Marsh/
Swamp Punts, River/Jungle Traders, and Coastal
Merchant Ships.

DUNGEON FLOOR PLANS III ONLY £2.99 PER
BOXED SET.

AVAILABLE NOW AT BETTER GAMES SHOPS
EVERYWHERE.

© 1983 Games Workshop Litd.

Please mention White Dwarf when replying to advertisements



TABLETOP GAMES
53 MANSFIELD ROAD,
DAYBROOK, NOTTINGHAM
10% P&P

Min. 16p in U.K. 50p Surface Mail
Overseas:

Send SAE for 24-page catalogue *9d 0% for Air Mail

& ROLE PLAYING SYSTEM
LASERBURN RULES (basic
rules) ..

combal rules)

LASERBURN

NOW A COMPLETE SCI-FI COMBAT

£1.85
FORCES OF THE IMPERIUM- £1.60
IMPERIAL COMMANDER (military

ADVANCED LASERBURN
AND ALIENS
INCLUDES MORE ADVANCED RULES

FOR LASERBURN AS WELL AS DE-
TAILS FOR 5 ALIEN RACES

£1.85
SEND SAE FOR LIST OF | 5mm ALIENS

Reaper 15mm Fantasy REAPER
Revised edition of the most popular fan-
CHARACTER MONSTERS tasy wargame rulas . £2.50
FIGURES 11p each o Attack of the Fungoid Trolls ... 60p
The first scenario for Reaper
F1  Magic User w/Stalf Ogre l!.‘amml Haanet Btartor PAck .0, ci, £12.50

F2  Magic User w/Wand Troll (25mm) ..

Basic rules, dice and two small 15mm

STARTER PACK
Rules — Bunker 17
156mm tigures

and dice £7.45 (inc. P&P

RECORD SHEETS

408 Redempnionist Trke with 2-man
crew (500!

LASERBURN

lpad of 50) .. . £1.95 408A Trike only {35p]
408 Trike Gunner only
STARSHIP CREWS 410 Redemptionist Command Trike
200 Starship Crewman (50p}
201 Merchant 411 Warnor Lord with Power Sward

* 202 Space Scout

and Sun Gun [12p)

F3  Clenc in Chainmail  Ghoul .. 203 Space Suited Fig ioni
£4 Cleric in Plate Skelaton Warrior fna:;azr :::::l R i OR) gg::IEARR:?S £1.25 EACH 204 Starship Offcer 412 :e:':;‘_lxmmﬂ crewman,
:: ;hla‘f ::Ii.:heﬂ i g 12p Gau‘; i % TARIM TOWERS HIEST 205 Space Suited Fig + Laser Pistol 413 As above but sitting
£ Bard (s w“h g: 198 1) Schonestadt Militia SEWERVILLE SHOOT OUT 206 Space Suted fig + Laser Rifle 414 Seated Redemptianist Trooper
78 Fi:hlel in Chainmail Roga. o, v 200 |(2) The Army of the South SENPRISON SIEGE IMPERIAL TROOPERS 415 Redemptionist Scout Skimmer
F9 Fighter in Plate  Gargoyle ... 20p | Ev/ " 15mm LASERBURN 300 With Bolt Rifle with 2-man crew (£1.00)
F10 Female Magic User Wyvern . £2.20 | (1) Horde of G'NA i i 416 Redemptionist Scout Attack
i 2 FIGURES 301 With Heavy Balt Rifle !
F11 Female Cleric 7 Headed Hydra . £1,30 | (2) The Summonations of Kenlin 302 Black Guard Trooper vehicle + 2-man crew |£1.15)
5 Froml R Moies Rt e e (10p EACH UNLESS STATED) 303 Black Guard Dfficer MERCENARIES
Chainmail CHADS oo 26p |ATTACK ON THE FUNGOID TROLLS, ADVENTURERS & STAR SOLDIERS  0¢ 011 500 Officer with Pistal
10 S T 26y SCIANO 0 FOR e op| | MBS 02 sy, v
late 3 Law Officer + Riot 4 2
F15 Dwarl i Chainmail Knight of Chaos ... 16p 102 Law leite: an PI:!lIEI“gIkR (30p gg; m:: g:::I:;si‘rl;naiflﬂgu:m'mm ggi :::: i.:ﬁul.asal and Jet Pack
' i ;
F16. Deet o Pl w1 it [l FANTASY & ROLEPLAYING RULES | |03 ot Bike onh (250) 309 In Power Ammour {12p) 505 In Dreadnought Armour (20p)
FI7 Dwarf in Chainmail  Fire Glant {40mm| Monster Combat (TT.G) ............ £1.25 | 104 Heroine with Pistol 310 In Dreadnought Armou 15p) 506 In Power Armour {15p}
oot Fo a3y 0nce Uson Tme in i Wosi £330 | 103 e m oasd s 11 st At 1 5
35 bl Pt @G~ 00 ket 1 | e 313 Trcapés Creman. sifing IMPERIAL 15mm VEHICLES!
F19 Eil Magic User DRAGONS Retinue (Med.- Skirmish) . 108 Thug with Knife 314 In Power Armour + Support Scythe Class Squad Transport Jetcopters
F20 Ef Fighter Aed Dragan g220  Heroes (Dark Ages) -....... 109 Thug with Pistol Balter {125} £195
g agon . -+ P AT 315 In Power Armour + Plasmi y
Black Oragon ... £2.20 ony Wars (Indian fights) 110 Cavilian (Standing| G 3 , W APLE
DEMONS 1104 Civilian Walking o un I]C rJ}I o Glaive Class SQL;: APLS -
. S.F. RULES (TTG) 111 Civilianess il a v30la ‘Hayer g s
Winged Fiend (30mm) ... S 359  Combat 3000 ... 112 Adventurer in it Atmour alt Gun i W30y Antigrav-Glane i
Satanic Archdeacan l‘ﬂmmi ’ 5 ¢ i ; 317 Imperial Fast Scout Bike (35p) Va0te Wheeled-Glaive £1.25
Balrog (35mm) . 8ES Combat 3001 (for abowp 113 Adventurer w!rh EPnstaI_s 318 Scout Bike oy (30} V3014 Tracked-Glae £125
ol g:::gg:adsw ::; ig:imﬂ::: TIT&;:EF::::hm 319 Scout = Conversion Beam V302 'Scorpian’ 1 2-man A Assault
Starnound (Fignter Combat) 116 Law Officer in Riot Gear REDEMPTIONIST REBELS RIS, o S -
GOBLINS ELYING REPTILE 17 lavEUfhl:der Dog Handler with :gl;l \\x!m[nrce gulwurd&Ppslul vio i s L
renade Launcher ith Laser Rille
ROBO TURRETS
118 Buaed Dog 402 Warrior Lord
i:\f‘a‘fc’i:g?;:m‘a” t zg 'é"'r::;';":l::: ENCOUNTER 1 119 Law Officer vehicle crewman/ 403 With Flame Thower Le[rgl’ z“p"T" fu‘;“ senicia]
Attacking + Sword ... 18 (or Knightof Chaos fider) | ot EDITION SPACESHIPS ACTION(| Bunnst sigading 404, With Missile Launcher V002 Missre Launcher Torret s
Argeking & B L 18 9 RULES . £1 60]| 120 As above but sitting 405 With Auto-Laser V003 Pl'””’ 'E-;“"Fl er Turrat ... Bp
121 Adventurer in Mesh Armour 406 With Heavy Laser V004 I:asma “HB ”m!r s B
122 A er with Suppont Bolter 407 Warnor Lord with Power Axe onversion Beam Turrel . Bp
Mail Order only
30 LAKE STREET, LEIGHTON BUZZARD, BEDFORDSHIRE
Telephone: 0525 376600
SPECIAL INTRODUCTORY OFFERS
Role-playing Games Cityof Terror. ... ..ot s R £3.25 Cultsof Terror. . ..........
Dungeons and Dragons Sen ol MVSIBIV. w v £2.00 Gateway Bestiary .
BEbe R L R e £7.50 Blue:Frop Tavern ... vvws vonrssass .. £2.00 Plunder.......
Basic Rulebook .. .iooeevonivnnisnes £3.35 Sewers of Oblivion .................. £2.50 RuneMastersé4.00 Tml]pak .. £12.00
Expert Set.iv i ss B e £7.50 Death Tr:p E:f ual:sar.l.r, - Sgg
Expert Rulebook. .....c.ovieveaneinns £3.35 Catacombs of Bear Gulf.............. 2. .
o R £, Naked DOOM. . .. c.uoinsiussenensins £1.90 Runequest Scenarios
N A o s b o e g BT AT £3.25 Sorcerer SOULRAITe ooy v vmwwosmae v £1.90 B TR e T N £11.00
Medule Bau 0 oVl Sl a5 £3.25 We[i}_r({wcrld i ﬁ gg
Modutle X1 ovumnnmaasitans el s £3.25 Buffalo Castle ..ovvsonmnnvemmorvsees - ~
MOGUIE X2 o e ooneors e F325  OWIKAL..... . ooereo £1.90 o e ent Bonol Slgea Sety
R £4.25 Qo Tt Hipe. o i el AT £2.00 Set |: Humanoid Adventurers ........ £3.00
S N e £4.25 Labyrnthes s s s e £1.90 Set 2 AGVERTHTETR . . oo o iy eprmmmimas £3.00
Tegel Manor ... oo oeoeinn i £335 Area of Khazan. . ... L O £2.00 Set 3.. b Sy e ggg
Spies of Lightell. .. ... oviiieiii, £3.25 Beyvond the SilverPane .............. £2.50 Set4iBroo.....ooiiiiiiiiinnn o
Mines of Custalon. ... i .. vuivesarsnas £2.50 Dargon's Dungeon .................. £2.50 ;g{g Baagggf}?g:‘ahﬁhﬁlﬁ‘ SRS £300
Book of Treasure Map%—l ........... £2.50 5 E i s L S . £2.00 SRy i ceenes &3
Book of Treasure Maps—2 ........... £4.25 Y Set 7: Flying Creatures........... oo £3.00
Skulls to Scraplegeett {Jrecn .......... £3.00 Traveller
MOEON . .vvrvirosrrersraeermrynrne £2.00 Deluxe Boxed Ser. .oy siniiiias £7.50 Judge Dredd Game and Books
Gencon X| Dungeons . .............. £2.00 Book 0: Intro to Traveller ............ £2.50 JUAZEDIEA. .+ v vvvsvrereenneenees . £6.00
Thieves of Badabaskor. .............. £1.65 Book 4: Mercenary............ siehialem £2.50 Judse Dredd Vol 1 - vo0itoiiiinens £2.80
CHAdBLOTFIe ooy o5 suisvvmann i i ai £1.65 Book 5: High Guard, ... vceesiowssmms £2.50
Frontier Fortsof Kelnore. . . .......... £1.65 Supplements | todand 6109 ......... £1.95 !
Under the Storm Giants Castle. ... .. £1.65 Adventures [ 108 ... . vvreren.nnn £1.95 Other Games, Workshop Games
Svwordof Hope. ... ..o evvevromsvaresms £1.65 Double Adven................. 1to6 £1.95 Apocalypse
Towerof Ulussion. ..........occvnnn £1.65 Doctor Who
The DragonCrown. . ........oous. ... £1.00 Runequest Valley of the Four Winds
il - Boxed RuneSet. ..., ool £7.50 Warlock
Tunnels and Trolls Runequest Rulebook . ............... £5.00 Quirks....... SR A
Tunnels and Trolls—Boxed Set . ...... £5.95 ECURE BT PERR o v stema v ww siies vons. £5.00 Quirks Expansion Kit 1 .............. 00
Tunnels and Trolls—Rule Book. . ... .. £3.25 1 RN - e JE - £8.00 Quirks Expansion Kit2........ creee. £3.00

Cheques: Make payable to Micromail Lid.

Please mention White Dwarf when replying to advertisements

Mail Order: Please add 50p. to all orders for p. & p. in the U.K. (30% for overseas)
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A GUIDE TO BUILDING
YOUR TRAVELLER ADVENTURE

Each of the tables below consists

of a general

category, with each item placed in suggested

order of purchase. In general terms, items at
the top of each list may be reqmred to make
full use of the items further down for role-
playing adventure with TRAVELLER.

IRAVELLER

Science-Fiction Adventure in
the Far Future

thet Ear Fiffure

GENERAL RULES

NEW: Traveller the game of the future.

Revised presentation Traveller rules
compatible with the whole range and
ideal for beginning players £7.95

GUIDELINE ADVENTURES IN THE
SPINWARD MARCHES

Across the Bright Face/Mission to
Mithril £2.50

The Kinunir £2.50

Leviathan £2.50

76 Patrons £2.50

1001 Characters £2.50

Animal Encounters £2.50

FCI Consumer Guide (FASA) £4.50
Citizens of the Imperium £2.50
SORAG (Paranoia Press) 99p

OFFICIAL CAMPAIGN
BACKGROUND

Library Data A-M £2.50
Library Data N-Z £2.50

The Spinward Marches £2.50
The Solomani Rim £2.50
Beyond (Paranoia Press) 99p
Vanguard Reaches 99p
Journals of the

Traveller's Aid Society £1.50
Best of the Journal Vol. 11 £2.95

DETAILED ADVENTURES IN THE
SPINWARD MARCHES
Shadows/Annic Nova £2.50
Research Station Gamma £2.50
Twilight’s Peak £2.50

Expedition to Zhodane £2.50
Chamax Plague/Horde £2.50

Divine Intervention/
Night of Conquest £2.50

ADVENTURES IN

THE SOLOMANI RIM
Marooned/Marooned Alone £2.50
Argon Gambit/Death Station £2.50
Prison Planet £2.50

ADVENTURES

BEYOND THE IMPERIUM

Legend of the Sky Raiders £4.50
Trail of the Sky Raiders £4.50
Fate of the Sky Raiders £4.50
Uragyd'n of the Seven Pillars £4.50
Ordeal by Eshaar £4.50

Rescue on Galatea £4.50

Far Traveller Magazine £2.95

STARSHIPS

Mayday (boxed) £6.95

Traders & Gunboats £2.50

Broadsword £2.50

11SS Ship Files (Games Workshop) £1.95
Action Aboard (FASA) £4.50
Adventure Class Ships |

(FASA, boxed) £8.95

Adventure Class Ships |1

(FASA, boxed) £8.95
Aslan Mercenary Cruisers
(FASA, boxed) £8.95
Merchant Class Ships
(FASA, boxed) £8.95

ADVANCED SPACE COMBAT
High Guard £2.95

Trillion Credit Squadron £2.50
Fighting Ships £2.50

Fifth Frontier War (boxed) £11.95
Invasion Earth (boxed) £9.95

ADVANCED GROUND COMBAT
Mercenary £2.95

Snapshot (boxed) £6.95

Striker (boxed) £10.95

Azhanti High Lightning (boxed) £17.95

PLAY AIDS

System Data Sheets £1.50
Ship’s Papers £1.50

Starship Layout Sheets £1.99

BOXED 15mm FIGURE SETS

Set 3 - Ship’s Crew £3.95

Set 4 - Citizens £3.95

Set 5 - Aliens £3.95

N.B. As Boxed Figure Sets sellout,
they will be replaced by blister packed
groups.

TRAVELLER HARDBACK SERIES
The Traveller Book (rules) £10.95

Traveller is published by Games Designers’ Workshop and distributed in the United Kingdom by Games Workshop Ltd.
See the range at your local games shop today.

|
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Games

FOR WAR, FANTASY
AND
SCIENCE-FICTION GAMING

MAIL ORDER TRADE
50-54 Manchester St., Unit 20, Merrion Centre, 63 Allerton Rd., 85-87 Victoria St., 89 Victoria St.,
Liverpool L1 6ER. Leeds 2. Liverpool L18 Liverpool L1 6DG. Liverpool L1 6DG
Tel: 051 236 2605 Tel: 0532 456376 Tel: 051 722 9022 Tel: 051 227 1505 Tel: 051 236 2605
PEVATEERA & GENTLEVEN 15mm SPACE OPERA FIGURES

CHIVALRY & SORCERY 2nd EDITION

One of the original RPG's C & S is an historically based
medieval role playing system. This new edition combines
the details for which C & S was always justifiably famous,
with new levels of rules clarity and organisation C & S2isa

boxed three volume set at £12.95,

DEVILS RPG.

le %ﬁmmm In the years 1750-1820. Includes
boolu charts, tables, atc. Boxed £10.95.

DAREDEVILS ADVENTURES
Amdmmmmmummrmni}

battles with modal ships. Three

to
any opponent of villainy. Completa with maps, characlers ste.
£3.50.

The first four releases of a fine range of SF 15 mm
miniatures are now available. Supplied in packets of 5
different figures, they combine quality design with
sensible prices 55p per packet.

SOH1 HUMAN ADVENTURERS SOA1 ALIEN ADVENTURERS
S0H2 HUMAN ADVENTURERS SOA2 ALIEN ADVENTURERS

ROLE-PLAYING GRS Spac ert od sy s, o 1398
st with ru
WlLRY & SORCERY Second Edition & VIGILANTES 2nd Edition — Boxed set ................. £7.85 anigr:ol: pack £3.25
&umammmw lebook only £3.95 Alien £3.25
CAS 2sup|:lemmllry Citadel - intro £3.25 Probe NOG 8436 10 pack £3.25
Death Duel with the D —\ d £3.2§ \faulldlhers‘IQuwm io pack £3.25
. Isiand of Dr. Apocalypse — V & V Advent. £3.25 Incedus 3: S pack £3.25
£2985  FORCE-VAV £3.25 Rowson Il; Scenario pack £3.25
- its Unfimited V & V NPC's and their ;mliinPadl“‘ pac]k“’e_r %g
. £3.25 ar Sector Atlas lanets in aman Seclor ..
Towers for T) ZELI'I'FHMMIMIWBIM . £3.95 D WEST westem role playing Star Sector Atlas 2: rmm
AFTERMATH — post pg. boxed £1250  Boyed set rules, maps, . €895 || StarSector Atias 11- mwmsmmm .. £3.95
Into the Auins. A book 8375 Trouble on Windows Peak. Wild West scenario . £275 || Outworids: Star Secior £3.95
Operation Morp £4. BUSHIDO Detailed rpg set in the Land of N
Dmsﬂw.‘skmqulhhﬂg: poso  Boxedsel ruie books, maps, charts, lables
Boxed 4 Valley of the Mists Bushido 5 i
Daredevils Adventures, book of three complete adventures ...... £3.50 OF THE RISING SUN — Samurai period Japan rpg Opera Sy wmgand
GANGSTER —criminal ng Boxad sel, rules, charts efc £9.95 || another fine adventurs, OPERATION PEREGRINE. The task for the
Boxed Sat rules, charts elc £7.95  MERC modem Y 1Pg. is to smash a lsed criminal syndicate. Full of
BUNNIES & BURROWS — rabbit role-piaying .. B398 Boyed sel, rules, plastic overiay, charts efo . £9.50 ascinating and original NPC's & encounters. It's fought

TUNNELS & TROLLS
FANTASY GAMES SYSTEM

FGU BOARDGAMES (BG) & RULES i ’{

. E3.95
£6.95
£2.25
gg Cmquaﬁ SFR ruias . £8.
. E3%95 Flwaj Armmclt HyhornnnAge 5 : gg
... £3.00 K
225 | STANDARD T%Ausss s
Im.rols & PUBLICATION: £3.50
WNM hed: Eﬁ %H[ﬂm modm;'l‘shn'rimgme . £350
game . . £3.50
Circle S::suoﬁ'\mmre g Starship Captain —SF g
.. 5p The Village - extra map for Cry Havoc .
£3.00 The Crossroads — as above .............
£3.00 | The Forest—new map for Cry Havoc sach £3.50
. E3T78 DungeonFlnorPlan role playing aid .......... 32; sach £3.95
£3.30 y Pad as above .. ... E2.50 M1 sach £4.50
250 Felt hex — ﬂull}#&ﬂnr&whzmmblue sand ?P%LXE:;EMMD‘D N
or green. All wilh pr xg . . X2 X3, each £3.95
c?m%sﬁwm "G50 | CloarPrastc Hex Sheet - overiay MODULES -AD &D
£1.75 - £2.95
A1, A3:C2,D3; 51, T1 ...
Gmnmn\s ‘op Gamaand Vol 2 ................. £3.75 Tﬂ.ﬁVELLER e
£5.95 01,01-2 G143; QT W@t 13;
H|CE DICE PR|CE! Eoolco Irm'oduclmwTrws!Iar £2.95
£1.30 | Books: quhGua:d
.. £1.30 Official Traveliar
£1.50 Official Traveller Adventures
. E176 Official Travaller Doubls Advs. .
polysel . .. 195
Or with inked numerals

Five assorted colour D6

THA\“ELLEFI COHPA'HBLE GAMES
Mayday ... . £6.95

40p
30 sided dice Top
30 sided dice inked ... .. Bop Azhanti
Invasion Eaj
Fire & Movement lssue 33: Articles on G1 Anvil, G1 Fifth Frontier War .
Anvil of Victory, & The Stale, Wings ikar
Miniatures, Computer Games, Reviews, Inte S F Mini Module & Fleferees Screen ............ £2.95
News, Letters. RUNEQUEST Dawn Patrol
The Space Gamer lasue 63: Sk i Top | Riles oy €595 | Endless Quest Books -
Is""" o faniasy adventure; rEVIBWSI NEWE | CUlls of PIAX ... £5.4 Ares (S F/Fantasy mag + game) .
AL oot s
“She wm.?&p}h 0?536 issue gumst Character Sheets ... Eﬂ g MAN, MYTH & MAGIC -
. 15ud - Boxecl Set with Introductory modul . £14.85
Back Issues avallable. Apple Lane 6295 | Dagihic Gelanta oy 5 . £3.95
£12.95 Kingdom of the Sidhe . E3.96
Suluqusaﬂ £4.95 Ngwggngn Reacti . £3.85
1 Haill £4.95 The Glastonbury Labyrinth . £3.85
goioquwlll Snow King's Bride ... :z:g: Ascent to Hell .. . £3.95
avis 14.
Aunegquest Aules i in deonvers ................. £10.95 WILDERLANDS CAMPAIGN
from JUDGES GUILD
STEVE JACKSON GAMES ET AN O Iy WOMU RIS v oo o
WHY NOT ORDER BY TELEPHONE USING | CarWars: motorised murder and i abe
ACCESS OR BARCLAYCARD ; E395 | Giory Hole Dwarven Mine f
save the trouble of sending a letter and | Car Wars Exp Kit 1; more mm & m 8225 | \Widerlands of High Fantasy | £6.50
cheque. CW Exp Kit 2: more & more mm & 2250 | Wilderlands of Fantastic Reaches
Sunday Drivers: CW mp adventure £3.95 Ei Wilderland | pg
WE PREFER THIS METHOD. We can try to | Aot Ei08 I RIara Supemer . £395 | Widertands of the Magic Reaim ......_._..
anwswer any queries and you will also be sure you re: classic game of super tanks £3.95
are gefting exactly what you wanl and sooner O%V smfunds upon the idea ... ... £3.95
normally be return of post. infantry £3.95

P&P Order value over £6.00 Free
Order value up to £6.00 Add 25p

OVERSEAS TRADE ORDERS WELCOME

shx s

Iuminati: the mawmamam =
Ihuminati Expansions 1 & 2; eagh .

AVALON HILL lantasy/sf boardgames
Omega .

COMPUTER GAMES FROM AVALON HILL
Shootout (at OK Galaxy)." Aa?PﬁNtET!BTEC‘Iiﬁ

Moon Patrol:* N —— £1
Andromeda Conqm TI6A16 P16 A2
£13.45

Lords of Karma:* T48 A32 P32 ..
Contflict 2500:* T16 A16 P1E At32

Empire of Overmind:® T48 A48 £21.
v T016T18A32A|32P32 £14.95
Ga £14.95

T15A18 P16 ANE ..
MDNZI.IIIJ:' A3z

GFS

KEY - "= on cassste; += on disc; P= PslA-Apple
11; A= Afar; T= 'TRS 80; TC= TRS Colour;
numbersv= memory required in K,

0.2.2.2.2.8.0.0. 8.8 8.8 1

MAIL ORDER SERVICE
HERE'S WHAT WE OFFER:

* AVERY FAST TURN ROUND
* POST PAID ON ORDERS OVER £6.00
* INFORMATIVE FREE NEWSLETTER
* SPECIAL OFFERS
* TELEPHONE ORDERS
BY CAEDIT CARD

Detalls of how to order are given eisewhere on
this page. Why not give us a try — you probably
desarve a pleasant surprise.

2. 2.8.0.0.8.0.8.0.8.0 8¢

TRADE ENQUIRIES
MOST ITEMS ON THIS PAGE ARE
AVAILABLE TO THE TRADE
SEND FOR FULL LISTS

DRAGONQUEST ROLE PLAYING SYSTEM
Boxed Set £8.50

'
Enchanted Wood

Frontiers of Alusia ....
Palace of Ontoncle ..

Please mention White Dwarf when replying to advertisements
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- LET’S SMASH SKULLS

WARHAMMER is the long-awaited
dual system for fantasy gaming
written by Citadel Miniatures’

own Bryan Ansell, Richard
Halliwell and Richard Priestly.
Whether you enjoy role-playing
adventures or mass battles,
it’s all here for you in this
three volume boxed set.
Simple enough for the

novice to learn, yet meaty
and innovative for the
experienced gamer to
enjoy.

WARHAMMER gives you rules for Movement * Psychological Factors * Shooting *
Combat * Flying Creatures * Fighting Tabletop Battles * Fighting in Dungeons *
Creature Lists * Wizards and Magic * Spells * Necromancy * Random Generation *
Enchanted Objects * The Games Master * Player Characters * Creating Adventures *
Character Advancement * Injuries * Starting Expeditions * Running Campaigns *

- Encounter Charts * plus two special scenarios: THE ZIGGURAT OF DOOM and
THE REDWAKE RIVER VALLEY.

WARHAMMER is available in better shops everywhere or, in case of difficulty, available post free
at £5.95 from Citadel Miniatures, 10 Victoria Street, Newark, Notts. (Telephone: 0636 77495).
Please make cheques payable to Games Workshop Ltd.
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2 J¥'s no secret. We started working in

the dungeon seven years ago, and

there’s no stopping us now! Nothing

could keep us from the world of
science fiction...not even the con-
tinued world popularity of our inner-

space DUNGEONS & DRAGONS®

game system.
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2 Teaper

We've added the best designers,
artists, and now, AMAZING™
magazine with George Scithers as
its editor. And with our full-scale
campaign, advertising support is
like never before.

Give us a call or send for your free
catalog today.

New Direciions For A Proven Leader

TSR Hobbies, Inc.,

TSR Hobbies, (UK) Ltd.

POB 756,C135 The Mill, Rathmore Rd.
Lake Geneva, W1 53147 Cambridge, ENGLAND
(414) 248-3625 CB14AD
DUNGEONS & DRAGONS® and REVOLT ON ANTARES® are registered rademarks owned by TSR Hobbies, Inc. ™ designates other trademarks owned by TSR

Hobbies, Inc. #1982 TSR Hobbies, Inc. All Rights Reserved.





