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FAR AWAY IN A CURSED GLADE,
A DRAGONIS WAITING TOMEET YOU...

If you enjoy fantasy role-playing
games but only have time for a quick
adventure, then TALISMAN is the
game for you. It is a unique game
which bridges the gap between board
games and role-playing brought to
you by Games Workshop.

As one of fourteen different characters,
you must go on a dangerous quest to
find the magic talisman. But monsters,
traps and sinister places await your
player-character. Only with skill and
bravery will you survive.

TALISMAN is the ingenious creation
of Robert Harris and is beautifully
illustrated by Gary Chalk. See it in -
your local games or hobby shop now.




When 1t comes to
small figures, we are
big on detail.

[f you are looking for a metal figure of the
fighter who is wearing a cloak, spiked
platemail, horned helmet, face mask,
backpack and is armed with a double-
handed axe and shield bearing a death-
head crest, then the chances are that
CITADEL MINIATURES make one.

CITADEL MINIATURES have won
more awards in the UK for their ranges of fantasy figures than all the
other companies combined. Why? The answer is simple. We at
CITADEL are gamers ourselves. We recognise the need for original,
imaginative and individualised figures — so that’s what we make.
Visit any branch of GAMES WORKSHOP or local hobby shop to
see the variety of our ranges and examine the detail we put into our
figures. We are certain we’ll have what your looking for.

If you prefer to look at our ranges at your
leisure, then send a cheque or postal order
for 95p (made payable to Games
Workshop Ltd ) plus a large stamped
addressed envelope to Citadel Miniatures,
10 Victoria Street, Newark, Notts for the
CITADEL COMPENDIUM. The
compendium features illustrations of the
entire CITADEL ranges, a figure painting
guide, letters, Warhammer rules and
scenarios and more.

i
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During November 1983
UK Subcribers
Re-subscribe
for only £9.00!

e s ss ol

12 MONTHS SUBSCRIPTION RATES:

LHC 8 frelantd £10.00,. e s mmenns s min, sssie sis sie G
I Europe (Air)/USA Elsewhere (Surface) £17.00 ($31.00)

USA & Elsewhere (Air) £25.00 ($45.00) . . ... .........

6 MONTHS SUBSCRIPTION RATES:

UGS Irblamd BE.B0 o Sm aE ok SRS B S R ek ih
I Europe (Air)/USA & Elsewhere (Surface) £9.00 ($16.50). . . . .

USA & Elsewhere (Air) £13.00 ($23.50)

SAMPLE ISSUE:

UK & Ireland £1.00 (75p + 25p p&p)
I Europe (Air) & Elsewhere (Surface) £1.50 ($3.00). . ... .. ..

USA & Elsewhere (Air) £220 (84.00). . . .. ... ... .....

l | RESUBSCRIPTION£8.00. . . v oo o we v i ce ai s oens o

l 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 01-965 3713,

PLEASE PRINT CLEARLY IN BLOCK CAPITALS
|
|

l ................ L R I T wD47

IT'S THE

OF ROLE PLAYING GAMES
YOU'VE BEEN WAITING FOR

THE SUPER HERO
ROLE PLAYING GAME,

Like a breath of fresh air, \3
the CHAMPIONS game system
is bright and heroic in style, yet
simple and complete in design.
And a full list of adventures and
supplements are already available,
with more on the way.

\,

B Rules you'll learn faster than a speeding
bullet

B Adventures that smash through the
imagination barrier

M Super Heroes dealing out death-defying
justice

W Super villains to send tremors of fear
through ordinary mortals

propucTs in THE CHAMPIONS ranGE
INCLUDE:

* CHAMPIONS £12.95

* CHAMPIONS || £6.95

* ENEMIES | & 1| £4.50 each

* CHAMPIONS GM SCREEN £3.95

* ISLAND OF DR. DESTROYER £3.95
* ESCAPE FROM STRONGHOLD £4.50
* DEATH STROKE £4.50

* ADVENTURERS CLUB BOOK £1.95

BETTER WATCH OUT —
YOU CAN'T BEAT

CHAMPIONS

Prices quoted are the R.R.P.

AVAILABLE FROM YOUR LOCAL
GAMES SHOP, OR DIRECT FROM

P.0O. Box 100, Bath Street,
Walsall, W. Midlands.

TN NN S S S S S S e S S S
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The Fantasies
Have Just Begun

NOW FROM THE
GALAXY OF FAN'T-
ASY, A NEW GAMES
SHOP IS BORN. IT BRR-

INGS A WORLD OF
CHOICE TO YOU. EN
TER OUR WORLD AND
SEARCH THROUGH CH-
ESTS FULLOF FANTASY
GAMIEIS AND FIGURES.DI
SCOVERA KNOWLEDGEABIE

STAFF TOHELPAND ADVISE
YOU.COMEL INTOA NEW
AND EXCITING REALMOR
FANTASY. COME TO VISIT

GAMES PEOPLE PLAY..

GAMES PEOPLE PLAY

ROLE PLAYING, SCIFI, FANTASY, WARGAMES,
MAGAZINES & LITERATURE AND COMPUTERS

Weiibeatthey & Wellington Terrace, Notting Hill Gate m
(”?:,L.ﬁ;g:"j London W2 Tel. 553-4345 or 530-2870  omm

VISA
Stand No. 123 OPEN FROM 0am. to 6pm. MON— SAT

vvvvvvvvvvvvvv

Tube 5 Wellington Terrace i JNML 4 -~ ]
Notting Hil Cat : SN L DISCOUNT :
e 11

\J ﬁ [J\} 11 off your first
Kensington Palace Gardens |l = ‘l . | |
TUBE: Notting_Hill Gate (200yrds) i purcaase 3
Circle, Cen_tl_ral & District lines. :__ = 3

M : = i mEEmE EmaAEME EEESEE EE S mS EmE e -
ABOSES: A2 12 5832752 524,586 I VALD UNTIL 30t DECEMBER 1983 B
(Wellington Terrace isa parade of shops.) I EXWUDING COMPUTER HARDWARE :
T T R
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plus new supplements for
Traveller, Star Fleet Battles,

Call of Cthulhu and Car Wars
at these shops in November:

Please mention White Dwarfwhen replying to advertisements 6

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

BUCKINGHAMSHIRE

HIGH WYCOMBE Tel: (0494) 41717
NOT JUST STAMPS
17/19 Crendon Street,
High Wycombe
Open Mon-Sat 9.30am-5.30pm
Closed all day Wednesday
STOCKISTS OF ALL
FANTASY AND WAR GAMES
MAIL ORDER (Lists on request)
Discounts for clubs,
and player contact board

CHESHIRE

CHESTER Tel: (0244) 24900
ARTS AND CRAFT STUDIO

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

Chester CH1 1EF

Open Mon-Sat 9.00am-5.30pm

CLEVELAND

MIDDLESBROUGH Tel: (0642) 247553
THE GAMES STORE

161 Linthorpe Road,

Middlesbrough, Cleveland

Open Mon-Sat 9.30am-5.30pm

Discount scheme for Clubs and Games
Groups, plus player contact board

HAMPSHIRE

BOURNEMOUTH
GAMES CENTRE

60 Commercial Road,
Bournemouth

Open Mon-Sat 9.00am-6.00pm

Over 15,000 games and play-aids in stock.
Discount scheme for Clubs and Games
Groups, plus player contact board

SOUTHAMPTON Tel: (0703) 21789
PASTIMES Il

East Street Shopping Centre,
Southampton

Open Mon-Sat 9.30am-5.30pm

Largest choice of games in the area

HEREFORDSHIRE

HEREFORD Tel: (0432) 58795
D&D Models

23 Church Street,

Hereford

Open 9.00am-5.30pm
Thursday close 2.30pm




LONDON

LONDON
GAMES CENTRE
22 Oxford Street,
London W1

Open Mon-Sat 9.30am-8.30pm

Over 15,000 games and play-aids in stock.
Discount scheme for Clubs and Games
Groups, plus player contact board.

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.

GREATER MANCHESTER

MANCHESTER Tel: (061) 273 6666
ODYSSEY 7

Science Fiction Bookshop, Unit 7,

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

Open Mon-Sat 9.30am-5.30pm

Specialists in SF Books, Film, TV, American
Comics & related items. FGU Games, Chro-
nicle Miniatures, Gem & Fireball Dice. Large
premises. The Precinct Centreis just 2 mile
down Oxford Rd. at junction of Booth St.

WEST MIDLANDS

BIRMINGHAM
GAMES CENTRE
141 New Street,
Birmingham

Open Mon-Sat 9.30am-6.15pm

Over 15,000 games and play-aids in stock.
Discount scheme for Clubs and Games
Groups, plus player contact board.

GAMES WORKSHOP
Unit 37, Birmingham Shopping Centre,
Birmingham B2

Open Mon-Sat 9.30am-5.30pm

Discount scheme for Clubs and Games
Groups, plus player contact board.

Tel: (0203) 24612

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
GAMES CENTRE
31 Lister Gate,
Nottingham

Open Mon-Sat 9.30am-6.15pm

Over 15,000 games and play-aids in stock.
Discount scheme for Clubs and Games
Groups, plus player contact board.

NOTTINGHAM
GAMES WORKSHOP
41a Broadwalk,
Broadmarsh Centre, Nottingham

Tel: (0602) 585744

Open Mon-Sat 9.30am-5.30pm

Discount scheme for Clubs and Games
Groups, plus player contact board.

SCOTLAND

GLASGOW
FUTURESHOCK
200 Woodlands Road,
Glasgow G3 6LN
We have the full range of new US and British
SF paperbacks, comics and media mags.
Together with thousands of back issues,
secondhand titles, posters, portfolios, hard-
backs, T-shirts, plus a substantial range of
SF & Fantasy games, magazines and figures.
SEND 12%2p STAMP FOR CATALOGUE.

SOMERSET

KR\ CpRs

Tel: (041) 3330784

Open 6 days a week
1000am to 5.30pm

158-159 East Reach Taunton
Tel: 85630

STREET Tel: (0458) 46019
(out of business hours)
A PARALLEL UNIVERSE

132 High Street

(rear of Bruno's Hairdressers)

Street, Somerset
Open Saturday’s 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 Mon-Sat 10.00am-5.30pm

(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 9.30am-5.30pm
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-5.30pm

Your local Toy Master
Toys and Games Specialists

BRIGHTON
GAMES CENTRE
52 Western Road,
Brighton

Open Mon-Sat 9.00am-6.30pm

Over 15,000 games and play-aids in stock.
Discount scheme for Clubs and Games
Groups, plus player contact board.

HORSHAM
GOODACRES

6 Sterling Buildings,
Carfax, Horsham, Sussex

Tel: (0403) 52930

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

Your local Toy Master
Toys and Games Specialists

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

Swansea SA1 300

Open Mon 9.30am-5.30pm
Tue-5at 9.00am-5.30pm
Open till 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
THE STAMP SHOP
34 St. Nicholas CIiff,
Scarborough YO11 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

Tel: (0723) 65221

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




GAMES WORKSHOP'S

sAMES
DAY ‘83

ACH ST AT\ON :

chronicle

MINIATURES
UNIT 14, ENGINEER PARK, FACTORY ROAD, SANDYCROFT,
NR. CHESTER CHS5 2QD. Tel: (0244) 537012

cO
ORC \,\C‘T —1 —
WAR
CHARIOT : hr'j: t..«
NEW AND REDESIGNED FIGURES ﬁowl pon | ]
B0 NGNS a we s s e S SRk 35p g e \
M7 WWHGIRE: . 50 sossien o ssin oms son sasupheis 68 5 ssosns 35p
o = o 1 ) e 35p
e 2% 1 & YT g T O O O N 35p

NEW HOBGOBLIN UNIT SET

25 Figs. Set: All types and variants. . . .£9.15: Save £1.00!

ORC SETS

Orc War Chariot: 2wolfpower ... ............ £3.50
Orc War Chariot: 4 wolfpower . .............. £5.00
31 Figs: All types and variants. . ... .. £10.00: Save 85p!
13 Bl AlLVpes v v avany i o e £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!

Saturday November 5th 10.30am-6.00pm
Sunday November 6th 10.00am-5.00pm
Royal Horticultural Society’s New Hall,

Greycoat Street, London SW1
Admission £1.25 per day

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,

UEnd 25p + SAE.

TRADE ENQUIRIES WELCOME

Wy
38 Quecn s Road, Brighton, East Sussex, BN1 3XB England

Telephone: Bnghton (0273) 27702

LISTS: A complete list of Mike's Models figures
is available along with a free sample figure.
Send 37%p in stamps plus stamped addressed
envelope. Or send £1 +20%p stamped addressed
envelope for 10 sample figures + complete lists!

15mm WARGAMES FIGURES

THE BADDIES

WP48 Eastern infantry standard bearer
WP49 Eastern unarmoured spearman
WPS0 Eastern unarmoured spearman
WP51 Eastern unarmoured cavalryman
WP52 Southern unarmoured spearman
WP53 Southern armoured cavalryman
WP54 Southern mounted standard bearer
WP55 Southern foot archer

WPS56 Axeman of the far south

WP57 Barbarian horse archer

WP58 Hillman throwing rocks

WP52 Hillman with javelins

WP60 Half orc with spear

WP61 Half orc with scimitar

WP62 Armoured orc with spear

WPE3 Armoured orc with halberd
WP64 Unarmoured orc with spear
WP65 Unarmoured orc with bow
WP66 Guard orc with scimitar

WP67 Guard orc with pole axe

WPE8 Orc captain with standard
WPE9 Unarmoured goblin with spear
WP70 Unarmoured goblin with bow

WP47 South coast pirate cutlass and knife -

WP71 Unarmoured goblin with scimitar
WP72 Armoured goblin with pole axe
WP73 Goblin wolf rider with spear and bow
WP74 Witch King (WHS8)

WP75 Witch King (WB8)

WP76 Herald of evil (WH8)

WP77 Evil wizard on foot

BAD BEASTIES

WB4 Dragon with outstretched wings

breathing fire

Dragon with folded wings breathing fire

Dragon with outstretched wings and

raised head

WB7 Dragon with folded wings and
raised head

WB8 Mammoth with howdah and crew

WBS9 Wolf

WB10 Wolf with saddle

WB11 Troll with hammer

WB12 Fire demon with sword and whip

WB13 Flying lizard

WBE
WBE

BAD HORSES
WHSE Evil horse

WH9 Eastern horse
WH10 Southern unarmoured horse
WH11 Southern armoured horse

READY MADE ARMIES

RMA 55 Fantasy Good Army

RMA 56 Fantasy Bad Army
RMA’'s £16 inc. p&p

L O SR 8p
M T8 soscs s o walmomim wis Sodowe 10p
12 0 A A =L AR TS 15p
Lo Ele EACE T LI S I PR 40p
MBS oo ool cramiany ©5 RIeRREENR A W We 90p
MBS BB, 77 v 5 i vayateis o G £2.95
et R R L et £2.50
WBO 10, 1822, 23" . s v sivie o als e 10p
WBI- 14,98, 20, 265 o eilsvsii vla iie 35p
o't s A v SR N L) U R 45p
WBIT, I8 & sonvviie s sin svans o v 5ie 20p
VBT % SRl oh oS Sanan i is 50p

NEXT MONTH: THE GOOD GUYS AND DUNGEON RANGE!

POSTAGE AND PACKING - INLAND & BFPO
10% on orders under £10 (minimum 30p). Over
£10 add £1 only. Europe 25% of order value,
Outside Europe Surface 35% of order value.
Airmail 50% of order value.

Please mention White Dwarf when replying to advertisements 8
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ith over 500 replies
W already received, the
job of analysing the

result of The Reader Strikes Back
is going to be quite a task. The
results should be available for
inclusion in issue 48, but we are
not making any promises.

[think itis about time we praised
our excellent artists and it looks
like the cover forissue 44 is going
to win the ‘Best Cover’ category.
Well done Alan Craddock. No
matter what your opinion is about
scantily-clad females, there is no
denying the excellence of Alan’s
dramatic and vivid style. Future
issues of White Dwarfwill certain-
ly be featuring more of his work.

S
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‘ i Following the series on Demons in
' e "“"ML RuneQuest, we thought it was time to

give all you D&Ders a piece of the action. \

Extra-Planar Specialist!
by Phil Masters

\
LY

Introduction

Demonists faithfully serve a divinity in exch > : fithcre e Quter or E.-'eme es, a reac-
assistance. Although a clerical sub-class, they-manscl onusia , f 5 ) due to
resemble mpagic users in their introspectio rabim ecj : ed

If the
d 2nd level
and so on.

Demonist§gall on demons and devils as
andcan mand  many other beings fro

travel, andt ei \astery of arcane lore be

information . 15 They can also cou ose of his
Ly niagts’ ster Demonist, |
Basic Characteristigs . of the Night or |
Alignment: Mus variant of evil.q mi e 6 riceis high".
both — as the profe \}\ basically arant ) - [ 4 L g s
Minimum Statis stfigerce 14, Wis gt \ Figes O / {
tion 8, Charisma 16 0 eﬁ terimtelligs SUOr i il |
gives a 10% experigncE bar  levgl@re gained [
Races and Multi-Class&8 DagiBnists can be human (no f d |

limit), half-elves (maxim s ¥ 110th level) or elves|{maxd
ssassm!demomsts elve

pnists. Mixed-class

7th level). Half-elves ma
half-elves may be fighterig
may use any weapons, bu %
leather armour; fighter/de t
Saving Throws: Save as cI
diabolic possession. ‘*
Melee: Attack as clerics; flaming oil and pois
Hit Dice are six-sided, +1 first level only. Armo
leather or studded leather, any shield may be
are limited to dagger, scimitar or sword (any t
number of weapons: 2. Non-proficiency pena
proficiency per level: 1/4 levels.

e yse, t the demcumstJ
antmentsasa |
|, minimum and |

re exactly as fora JJ

ssin/demonists argl
S4nay use any a
&/ 72 vs magrc;ar )

d as a focus and actﬁ
pe magic. lts loss br
ells until anotherLs
e than one focus at
er alone. Such

d in (un)holy water
ing sanctuary (in
d dedication Tst

n

Followers
e focus for any

Demonists may recruit hirelings
they have a stronghold, howe
run it may be hired. No henc

on a one-job Iasl
fas many agire. of events (at-

eheare allowe dunﬂfsﬂﬂe AN pts ! emous). |
when one demonist, cleric or matBiser ma : aAon . Ragic, wigh
an assistant. A second may be emp E

1e - If
‘,- at7 E%r joery f . pa e\
third at 9th. Only at 11th level and u ﬂh Lany I is

4 f ;.ﬂiﬁm sty (TS F d ‘.;?)

class save paladins, rangers or druids b ‘ u
or higher, a demonist may construct a ‘L pelle

natural powers may be called in to help i )L iy e & : hSWe o er 10%
q : ummoning may be better yet.

R8T WEiNg a focus which is enchanted
Lo ems saving throws.

\-}‘ Wit dice Level
\ Title
: Supplicant
\ Spirit Caller

Magic Items

Any magical dagger, scimitar or sword,
cal leather or studded leather armour m
that protects against enchanted beings,
demonist spell-powers, or thatis usable i .
used. Other items allowed are: Rods of B#guifing

Experience 0%
Level

Staves of Command (as a magic-user), Gandie !
Magic Gauntlets and Girdles, Horns of j % Power Caller
Incense, Prayer Beads, Magic Nets, | a AL Initiate Warlock
Eyes, Spheres of Annihilation, Magig 5 541 Warlock
Scrolls of demonist-type spells ma 6 6-+1 Superior Warlock
on, any scroll spell may becompre > 7 7+1 Pentagrammarist
speII] and used. However, there is af 8 8+1 Initiate Demonist
68% (base), less 2% per experiench iefa Ance-o 9 9+1 Demonist :
failure at 4th level); afailureis 20% likely %o b a reversaljof the 19 10+1  Superior Demonist
1 10+3 Master of Demons
spell, otherwise it is just ineffectiye. 12 1045 Grand Masterof
At 10th level +, spell scrolls may be scribgd, i i ; Dirions

encgipoints per | for each level beyond the 13th,

session or undead. At 16th level +, der(j Ay nonists gain 2hp evel after the tenth.

items as per clerics. They never b
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Spells Usable by Class and Level
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Spell Listings

1st Level

Augury (c)

Dedication

Protection from Evil + (c)
Sanctuary (c)

Soul Shield

Spirit Command

2nd Level
Detect Magic (c)
Detect Spirit +
Divinition (c)
Dust Warriors
Identify (m)
Petition

Plane Source
Ward Element

3rd Level

‘Dispel Magic (c)
Protection from Evil, 10
radius + (c)

Read Magic (m)

Speak with Dead (c)
Spirit Call +

4th Level

Cacodemon (m)

Call Imps +

Contact Other Plane (m)
Exorcise (c)

Spiritwrack (m)
Summons Shadow (i)
Ward Magic

5th Level

Astral Spell (c)

Beast Summons
Charm Spirit

Conjure Elemental (m)
Entrapping Pentagram

6th Level

Call Foe
Commune (c)
Contract

Great Summoning
True Seeing (c)

7th Level

Dismissal

Gate (c)

Legend Lore (m)

Raise Pandemonium

Spirit Trap

Summons Army

Notes: +: reversible. (c): as
clerical spell. (i): as illusionist

DEDICATION

(Conjuration/Summoning)
Level: 1
Range: 3"
Duration: Special
Area of Effect: 1creatureor
object
Components: V,S.
Casting Time: 3segments

Saving Throw: None

An act or item is drawn to the
attention of the demonist's
deity; it does not enchant the
subject, except a focus, and so
cannot usually be dispelled. If
a creature is dedicated as a
sacrifice, providing thisis in the
deity’s interest, the demonist’s
focus gains +3 to hitand +1
damage to strike the sacrifice.

SOUL SHIELD {Alteratlon]
Level:

Range: Touch
Duration: Special
Area of Effect: 1creature
Components: V,S,M.
Casting Time: 2segments
Saving Throw: None

The material componentis the
focus. The spell lasts for 2-5
rounds (d4+1) plus 1 round
foreach 3full levels above 2nd
attained by the caster (so a 5th
level demonist gains 1 extra
round’s duration). It gives +2
on all saves vs enchantment/
charm spells and similar
device or creature powers, and
against any psionic power
that affects the victim’s mind;
it also gives +4 on saves vs
magic jar.

SPIRIT COMMAND
(Enchantment/Charm)

As clerical command spell, but
it functions only on the Prime
Material Plane against beings
from the Outer or Elemental
Planes. However, all saves
against the spell are at -2.

DETECT SPIRIT (Divination)
Reversible

Level: 2

Range: 8" +1"/level

Duration: Special

Area of Effect: 1creatureor
object

Components: V,S.

Casting Time: 5segments
Saving Throw: None

Detects the presence of a soul,
spirit or mentality in any body
or object (enchanted swords,
etc), and whether or not the
mind controlling the body is
its ‘native’. Thus it will not
detect charming or hypnosis,
but will detect possession.
Only the fact of amind is
detected, not its nature. The
reverse, obscure spirit, has a
range of touch and conceals a
single mind or case of posses-
sion from magical or psionic
detection for one round per
level of the caster.

spell. (m): as magic-user spell.
—ererronre

: DUST WARRIORS

(Conjuration/Summoning)
Level: 2

Range: a7

Duration: Special

Area of Effect: 2" x 2" square
Components: V,S, M.
Casting Time: 3segments
Saving Throw: None

Material components are the
focus and a full set of teeth
from a man-sized or larger car-
nivore which are cast on an area
of earth, rock, raw stone, sand
or gravel as the spell is cast.
3-6 skeletons will rise from the
area, the centre of which must
be in spell range. They will
fight for the caster until they
are turned or destroyed, the
caster is slain, rendered
unconscious or moves aut of
spell range ofthe group, or the
magic is dispelled. However, in
any round when none are fight-
ing, the skeletons are 50% likely
to uncontrollably fight each
other to destruction; in this
case, a single skeleton will
strike blows at itself.

PETITION
(Conjuration/Summoning)
Level: 2

Range: 0
Duration: Special
Area of Effect: Special

Components: V
Casting Time: 1round
Saving Throw: None

A demonist may strike a bar-
gain with a being of the Outer
Planes, and gain a promise of
possible supernatural assis-
tance. The being, if notengaged
elsewhere, may be contacted
by petition when the aid is
needed. It does not ensure that
any promises are honoured.

PLANE SOURCE lDl\nnatlon}
Level:

Range: 1"
Duration: Special
Area of Effect: 1creatureor
item
Components: V,S, M.
Casting Time: 2segments

Saving Throw: Special

Reveals the Plane of origin of
any one creature, object or
magical phenomenon in spell
range, or the Plane reachable
by the closest gate or dimen-
sional nexus point. Hostile or
unwilling creatures save vs
spells to avoid their origins
being divined. Material com-
ponent: caster’s focus.

WARD ELEMENT (Abjuration)
Level: 2

Range: 0

Duration: 6 rounds/level

Area of Effect: 5'radius
sphere

Components: V,S5,M

Casting Time: 2segments

: None

Creates a sphere of defence,
comparable with protection
from evil, which cannot be
penetrated by any creature
from one Elemental Plane
specified when casting. Attack
forms related to the element
chosen are weakened by the
sphere, so those inside get a
saving throw as follows:

Fire: +2 on saves vs fire,
and -1 from each damage die.

Water: +2 vs cold attacks;
+3 vs acid attacks; -1 from
acid damage per die.

Earth: +3 vs petrifaction;
-2-5 damage from falling rocks,
catapulted boulders, etc.

Air: +2 on saves vs lightn-
ing, +1 vs poison gas; -1-4
damage from either.

Magical component: caster’s
focus. This will not work on
the Elemental Planes.

SPIRIT CALL (Conjuration/
Summoning) Reversible
Level: 3
Range: 37
Duration: 3rounds +

1 round/level
Area of Effect: Special
Components: V,S, M.
Casting Time: 3segments
Saving Throw: None

Summons 2d6+1 incorporeal
entities from the Astral Plane,
to anywhere within spell range
on the Plane of casting. These
spirits cannot stand full day-
light; the sun drives them back
to their own Plane, and equi-
valent light drives them back to
the shadows. Their own sense
is a limited form of ESP, so they
need no illumination to ‘see’.
Each spirit serves the demon-
ist until dispelled, released, or
the reverse, dismiss spirit, is
cast on them — or until spell
duration expires. Each can lift
up to 20gp in weight and move
with it at a rate of 6”. Their
main ability is to temporarily
activate corpses, one per spirit,
as skeletons/zombies, but they
can then be ‘turned’, returning
them to their own Plane.

As ‘extra-planar’ beings,
they are subject to protection
spells, holy words, etc. Material
component: caster’s focus.

CALL IMPS (Conjuration/
Summoning) Reversible
Level: 4

Range: 2"

Duration: 2 round/level
Area of Effect: Special
Components: V,5 M,
Casting Time: 4segments

Saving Throw: None

Material components are the
focus and a drop of human,
elven, half-elven, dwarvish or
halfling blood. The spell sum-
mons (d6+1) minor monsters
to a désired point in spell range.
Normally these are imps or

quasits [MM] but DM’s ma\¢'[>1
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>allow mephits [FF], dream
demons [WD25], or the like.
The beings will fight until they
are destroyed, spell duration
expires, the summoner is slain
or rendered unconscious, or
they are forced back to their
Plane of origin. These are not
familiars; they will only fight
for the demonist, not perform
more complex tasks.

The reverse, dismiss imp,
returns one creature of any of
the types summonable to its
Plane of origin; a saving throw
is allowed, but at -3. This needs
holy water in place of the
blood. Even familiars can be
dismissed, and none may
return for seven full days.

Die Roll Monster

WARD MAGIC (Abjuration)
Level: 4 ;
Range: 0
Duration: 1turn/level
Area of Effect: 5" radius
sphere
Components: V,S, M.
Casting Time: 4segments
Saving Throw: None

01-06 Aerial Servant
07-13 Demon, Typel
14-17 Demon, Typell
18-19 Demon, Type lll
20-21 Devil, barbed
22-25 Djinni

26-28 Efreeti

29-39  Gargoyle

40-51 Hell hound
52-59 Invisible stalker
60-61 NightHag
62-66 Nightmare
67-69 Rakshasa
70-73 Salamander
74-85 Spider, Phase
86-88 Grey Slaad
89-97 Water Weird
98-00 Xorn

CHARM SPIRIT
(Enchantment/Charm)
Level: 5

Range: 6"
Duration: Special
Area of Effect: 1creature
Components: V,S, M.
Casting Time: 5segments
Saving Throw: Negates

A spherical protective zone is
set up around the caster which
lasts until dispelled, the caster
leavesits confines, orits dura-
tion expires. No summoned,
conjured or extra-dimensional
creature can enter. Undead are
slowed within it — skeletons
and zombies may even have
their animating magic dispel-
led since the sphere also acts as
adispel magic on any spell cast
within or entering its confines.
Even instantaneous spells not
normally susceptible to dispel-
ling, like lightning bolt, can be
suppressed. [tems with spells
cast on them (including skele-
tons, zombies, animated
objects, potions, etc) must be
checked on their 1st and alter-
nate subsequent rounds within
the sphere (ie 1st, 3rd, 5th, etc)
to see if they are dispelled.
The sphere may be dispelled,
but its own power may act to
dispelthe dispel magicfirst! If
two spheres intersect, each in-
stantly cancels the other out.
Material component: focus.

BEAST SUMMONS
(Conjuring/Summoning)
Level: 5

As an MU's charm monster,
exceptitonly affects one crea-
ture not on its own Plane of
origin. The creature will save at
-3, butifit subsequently returns
to its own Plane, an immediate
check is made to see if the
magic is broken. On this and all
subsequent (weekly) checks on
the creature’s own Plane, the
normal chance of the enchant-
ment breaking is doubled.
Material component: focus.

R TR IR

be forced into the pentagram.
Spells such as conjure ele-
mental, cacodemon, great
summoning or gate may be
used to place the subject within
the magicinscription, but it will
then be aware of the attempt,
and can use magic resistance
and a saving throw vs spells
to avoid entrapment. There is
also a 25% chance that it will
become aware of the identity
of the demonist — often with
serious consequences for the
latter. More subtle are attempts
totrick the subjectinto a pent-
agram concealed by dust, rugs,
or vegetation, etc, or by use of
charm spells. Even brute force
might work...

nce the victim is within the
pentagram, it activates and
entraps the victim. This must
be done within four hours per
experience level of the caster,
else the magic fades. However,
once the victim is caught, the
only escapeisif another being
of at least cat-size enters the
diagram [note: no animal is
likely to go anywhere near a
trapped and angry being], if
part of the diagram is erased
from outside, or if the captured
being is attacked by weapon or
spell. Bargaining with trapped
beings by offering freedom is
plausible but usually unwise.
Naturally, intelligent beings
will often try to mislead, cajole
or browbeat their captors.

CALL FOE
(Conjuration/Summoning)
Level: 6

Range: 5 +1"/level
Duration: Special
Area of Effect: Special
Components: V,S, M,
Casting Time: 1round
Saving Throw: None

Range: 6"
Duration: 5rounds +

1 round/level
Area of Effect: Special
Components: V,S,M
Casting Time: 5segments
Saving Throw: None

Calls one creature from another
Planein 3segments. The crea-
ture may be of almost any
strength. Conditions available
must be suitable for the mons-
ter; ifthe dice indicate a water
weird where there is no water,
oranxornonacloudisland, a
re-throw is made. 5

ENTRAPPING PENTAGRAM
(Alteration,
Enchantment/Charm)
Level: 5

Range: Special
Duration: Special
Area of Effect: Special
Components: V,S, M.
Casting Time: Special
Saving Throw: Special

This weird, dangerous and
potent spell creates a special
pentagram, some 7' across,
within which a demon, devil,
daemon, night hag or elemen-
tal can be trapped and made
helpless, deprived of all magi-
cal powers and abilities, even
including magic resistance and
the ability to travel between
Planes. Such beings will feel
nothing but undying hatred for
the one responsible, conceiv-
ably masked by fear after long
domination and restraint.
The casting involves scribing
the pentagram with a special
ink of mammal blood, holy and
unholy water, ground chalk,
powdered iron and 3,000gp
worth of rare ingredients. One
hour of uninterrupted work and
spell casting is needed. The
surface used must be solid
rock or stone, with ne other
marks or inscriptions on it.
The subject of the spell must

If a demonist knows or suspects
that some extra-dimensional
monster or group within spell
range has asworn, innate and
ancient enemy or balancing
force somewhere in the multi-
verse, this spell (material
component: focus) will cause
that enemy to appear within
1-4 rounds, in sufficient force
to match their opponents, by
invoking a fundamental balanc-
ing principle in the multiverse.
Greater gods are potent enough
to negate that principle and
prevent their natural foes from
appearing. Foes not wishing to
be called may exert their magic
resistance. The spell has no
effect on the mundane beings
of the Prime Material Plane.
Cases where enemies exist
are djinni and efreeti, Bahamut
and Tiamat, githyanki and
githzerai [Fiend Folio].

.CONTRACT (Alteration)
Level: 6

Range: Special
Duration: Permanent

Components: V,S5, M.
Casting Time: 5rounds
Saving Throw: None

This creates a binding con-
tract between a mortal (who
may be the caster) and a super-
natural creature, of at least
low intelligence, of the Outer
or Elemental Planes. Casting
requires the drafting of the full
agreement, using rare inks
and parchments worth 500gp;
signed in the mortal’s blood.
The contract is consistently
binding, but only to its exact
wording. Evil beings will natur-
ally pervertthe spirit while hon-
ouring the letter. Contracts
made under coercion are not
binding. If the supernatural
being wishes, it may exert
magic resistance to nullify the
contract atthe time of signing,
but any informational spell
will reveal this, entirely nul-
lifying the agreement. The
consequences of a later breach
of contract by the being are up
to the DM (such breaches are
rare), but widespread know-
ledge of the perfidy, the close
attention of furies and gods of
justice, loss of power and wor-
shippers, and other such rest-
raints can be applied. Devia-
tions from the contract by the
mortal cause the loss of one
point of strength and constitu-
tion every 12 hours until the
divergence is rectified, or the
immediate notification and
appearance of the supernatural
being —which hasto be agreed
when the contract is signed.
Outright breach of contract
instantly paralyses the mortal
for 4-16 turns and immediately
brings the supernatural crea-
ture to the scene. The spell tan
only be broken by three full
wishes, cast simultaneously.

GREAT SUMMONING
(Conjuration/Summoning)
Level: 6

Range: 2%
Duration: Special
Area of Effect: Creature
Summoned
Components: V,S,M.
Casting Time: Special
Saving Throw: Special

Essentially a superior cacode-
mon spell, this will summons
any named demon of less than
princely status, any named
devil of less than arch-devil
rank, certain potent entities
from other dimensions pos-
sessing true names, and even a
few demi-gods with that char-
acteristic. The material com-
ponents in each case vary
widely, but always include the
focus and 500+gp worth of
rare and peculiar substances.
The procedure is as for a
cacodemon; casting time is
2d4+4 hours, and the saving
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throw is rolled on 2d10. The
attitude of the being sum-

moned varies with alignment,
butis neverlessthan extreme
irritation. Creatures summoned
will always have full hit die. A
spirit trap spell attack may be
employed by some demonists
against the being summoned.

DISMISSAL (Abjuration)
Level: 7

Range: 127

Duration: Special

Area of Effect: 5" radius
sphere

Components: V
Casting Time: 3segments
Saving Throw: Special

Any creature summoned by
the demonist must depart
instantly, with no saving
throw allowed. Similarly, any
creature brought to the area
against its will and by magic
summons may freely choose
to allow the dismissal to return
ittoits place of origin, regard-
less of its summoner’s desires.
Any extra-dimensional crea-
ture arriving by its own powers
or abilities must save vs spells
at-3ordepart, andin any event
will be stunned for 1-4 rounds.
Finally, any creature willingly
conjured or summoned to the
scene by another’s magic is
automatically paralysed for 2-8
rounds, and for each such,
their summoner must save vs
spells at -4 or see the creature
depart. The spell effects every
such creature withina 5"
radius sphere with its centre
within spell range selected by
the caster. No creature dismis-
sed may depart its home
Plane again for one full year,
unless summoned or conjured
by the caster of the dismissal.

RAISE PANDEMONIUM
(Conjuration/Summoning)
Level: 7

Range: 10"
Duration: 1turn +

1 round/level
Area of Effect: 4" radiuscircle
Components: V,S,M.
Casting Time: 7segments
Saving Throw: None

This hideously dangerous and
chaotic spell summons an
uncontrollable crowd of
‘demons, all of which appearin
an 8" diameter circle with its
centre at a point selected within
spell range. The caster has no
influence over the monsters,
which remain until the sum-
moning magic is dispelled
from each of them, each is
slain, or spell duration expires.
Material component: focus.
The group will comprise: 2-
12 type | demons; 2-7 type ll;
30% chance of 2-8 quasits; 20%
chance of 1-8 manes; 80%
chance of 1-4 of type lll; and a

65% chance of asingle type V.

If no non-demonic beings are

detectable in an area, thereisa
90% chance of an intermittent
fight between those of type |
and those of type Il. There is a
10% chance of this if the only
otheravailable victims appear
weak and non-aggressive.
Otherwise, they will be mostly
interested in slaughtering
mortals, though the stronger
and more intelligent speci-
mens may seek to dominate
the others or hunt down the
richest pickings.

SPIRIT TRAP
(Conjuration/Summoning)
Level: 7

Range: 2"

Duration: Permanent
until broken

Area of Effect: 1creature

Components: V,S5 M.
Casting Time: Special +
1segment
Saving Throw: Negates
As MU's trap the soul spell,
except the range is 2", it can
only be cast on the Astral,
Ethereal or Material Planes,
andthe creature to be trapped
mustoriginate on the Outer or
Elemental Planes.The prison
object, which requires no
further spells to prepare, is a
specially made, hand-sized,
engraved and carved brass
bottle, costing at least 800gp.
It must be corked as the spell
takes effect, and sealed with
wax within an hour (else the
prisoner will escape). Remov-
ing the bung frees the prisoner.

SUMMONS ARMY
(Conjuration/Summoning)
Level: 7

Range: Special
Duration: Special
Area of Effect: Special
Components: V,S,M.
Casting Time: Special
Saving Throw: None

A demonist wishing to summon
asupernatural army must per-
form a long series of tasks to
locate, recruit and transport
the force. Only one such con-
juration is possible in any
lunar month, and in 5% of
cases, noneis. Thus, with a 5%
chance that some unknown
demonist has performed the
magic, there is a 10% chance
that the spell will prove tem-
porarily impossible, evenifno
known character has already
used it that month. The
demonist must castan augury
to check this point, a divination
to ascertain where the magic -
must be performed, and a
contact other plane to reveal
the army available (roll dice
on table below) and to open
negotiations with them. Note
that the Plane to be contacted
will always be two removed
from the Prime Material.

The place of summoning will

deserted spot, 1-100 miles from
the demonistin a random direc-
tion. The demonist must jour-
ney there and begin casting
before the lunar month is out,
else the chance is lost, and
preparations must begin anew.
Once there, four large bon-
fires defining a quadrilateral
big enough to contain the army
to be summoned must be built
to burn rare woods, incense
and spices to a total value of
5,000gp. The fires must be kept
burning throughout the sum-
moning, which will be 1-4turns
plus the materialisation
period of the army (see table).
A demonist who summons
an army and fails to pay them
immediately can expect seri-
ous trouble. Certainly, no other
army will ever subsequently
answer his call unless paid well
and in advance afterthe original
army has been paid at least
treble its usual rate to compen-
sate for delay and disrespect.
A summons army can only
be dispelled if the entire force
is brought back to the sum-
moning point. However, indi-
vidual members can be forced
back to their own Planes by
holy wateror dismissal spells.

Die Roll Army Type

(d100) (Turnsto Materialise)
01-16 Army ofthe Dead (3)
17-27 Army of the Night{4)
28-33 Demon Hordes (2)
34-39 DevilHost(2)

40-45 Swamp Legion (3)
46-51 Insect Swarms (3)
52-65 SlaadiDeath Squad (4)
66-72 Githyanki War-Party (5)
73-84 Tree Spirits(2)

85-00 Warriors ofValhalla (5)

Army of the Dead: A demon
lord’s emissaries comprising
50-300 skeletons and 5-20
zombies led by a ghast. They
will serve, providing it is to
wreak havoc and destruction,
for one lunar month.

Army of the Night: A night
hag, mounted on a nightmare,
in command of her retinue of
5-20 huge vampire bats (as
stirges, but have -3 to hitin full
daylight) as scouts, 4-24 ghouls
and 3-18 shadows as warriors.
She will seek evil souls to
steal, serving for up to one
lunar month for such offers.

Demon Hordes:; A type V or
VIdemon (50% chance of either)
leading 2-8 quasits, 2-16 type |,
3-9 type Il and 1-8 type llI
demons. Seeking chaos and
destruction, they will serve for
up to one lunar month or until
each member has consumed
one human or demi-human
corpse —whichever is less.

Devil Host: A horned devil or
pit fiend (50% chance of either)
commanding 1-8 fire mephits,
2-16 barbed devils, 2-9 bone

will serve for one lunar month
or until each has a victim to
carry off to Hell.

Swamp Legion: Foul crea-
tures from the dismal marshes
of the Lower Planes, led by a
type |l demon, including 5-40
giantfrogs, 3-18killer frogs, 3-
30 poisonous frogs, 3-18 giant
toads, 2-12 poisonous toads,
2-8 ochre jellies, 3-18 lizard
men and 4-24 frog folk [Best
of WD Scenarios Il]. The Leg-
ion is chaotic evil in nature,
and will serve for up to two
weeks in exchange for blood
and flesh — preferably human
or elven.

Insect Swarms: Underlings
of an insect-god comprising
5-30 giant wasps, 3-18 giant
fire beetles, 4-32 giant boring
beetles, and 30-120 giant war-
rior ants. They will serve for
up to one week in return for
2,000gp worth of grains and
fresh meat, and any crops they
should pass over. The
demonist may also petition
for one insect plague in that
time.

Slaadi Death Squad: [FF] A
grey slaad leading 3-18 red, 2-
12 blue, and 1-6 green slaad.
They will serve for one lunar
month in exchange for one live
human slave to take back to
limbo for each squad member.

Githyanki War-Party: [FF] An
8th level knight mounted onan
old red dragon (which they
summon during their material-
isation time) commanding 1 3rd
level githyanki (any class), and
2 6th level fighters. They will
serve for one lunar month or
until the knightis slainin return
for 5,000gp in gems and silver.
There is a 50% chance they
will attack any mind-flayers or
githzerai on sight, contrary to
the summoner’s wishes.

Tree Spirits: Immaterial
beings of the Astral Plane who
will activate 30-120trees to act
as full-power treants and serv-
ing for one lunar month in
exhange for solemn vows
never to wilfully harm forests
or woodland, plus the return
of at least ten square miles of
cultivated land to a state of
forestation. Oath-breakers
can expect vengeance from a
force at least three times as
big as that which served them.

Warriors of Valhalla: 20-120
fighters equivalent in every
way to a group of berserkers
[MM], save that each has a
magic resistance of 10% (leader
types have 20%), and total
immunity to charm and sleep
magic. They serve for battle
glory, plus plunder to the value
of 100gp per head, remaining
for upto three months or until
at least half their numbers are
slainand the slaying has been
avenged by the total defeat of
the enemy involved —
whichever is less.[]

devils, and 1-8 erinyes. They




Open Box

In Open Box new games
currently available are
reviewed by indepen-
dent reviewers. This
issue, an historical RPG,
supplements for Call of
Cthulhu, RuneQuest and
Starfleet Battles are
covered.

PRIVATEERS AND GENTLEMEN
Fantasy Games Unlimited £10.95
You've read Hornblower. You've seen
Mutiny on the Bounty. Now play
Privateers and Gentlemen, the historical
RPGsetinthe period 1755-1815, the age
of fighting sail.

In P&G, the player is a naval officer
who must survive the horrors of battle,
mutiny, capture and the drunken ship’s
surgeon whilst trying to improve his
wealth and social standing. The setcon-
tains; a blank character sheet, a useful
referee’s screen and three rulebooks
that cover all aspects of the period.
Promotions and Prizes is the first book
and deals with character generation and
combat. Character generation can be
long and tedious and so the game is bet-
ter served by agreeing on the past his-
tory of acharacter rather than relying on
several die-rolls. Also, it is not worth
playing a character who's rank is lower
than Midshipman. In fact, the best
games are had by captaining a ship as
this allows the player to give direct
orders for manoeuvre and battle as out-
lined in Heart of Oak.

It is this second book that makes P&G
so unique and so enjoyable. Inside are
rules for designing and fighting different
types of ship. This makes P&G two
games in one; the player takes on both
the role of an officer andthe role of a ship.

The final volume, Tradition of Victory,
gives extensive and detailed background
information, including a most useful
time-line of historic events.

Jon Williams, the designer writes with
humour and authority. He makes rule
reading absorbing and informative. A
nice feature of P&G is the inclusion of a
quick method for generating full and
interesting NPCs. | also like the need for
social graces such as dancing, singing
and carriage driving. These can be just
as important as showing distinction in
battle (remember Hornblower’s first
promotion came because he was 'a good
fourth for whist’).

On the detrimental side, there are no
dice or scenarios in the game. The latter
is lamentable, but designing your own
is no great problem with the books of
C S Forrester and Joseph Conrad alone
containing hundreds of ideas. As a star-
ter, try sending a prize crew to take com-
mand of a captured ship. The players
will have to navigate their precious
cargo to a specific destination whilst

coping with hostile captives, a battered
ship and the threat of recapture by the
enemy.

This game is highly recommended
and can be played as pure wargaming,
pure role-playing or a mixture of the two.
P&G is exciting, flexible and full of
atmosphere. Only the fact that refereeing
a game is so difficult and exhausting
prevents me from awarding full marks.

Rules: 9 Enjoyment: 9
Playability: 7 Complexity: 9
Skill: 8 Overall: 9

lan Waddelow

The Asylum and Other Tales
Chaosiuminc £7.95
Asylum and othertales is the second set
of scenarios produced by Chaosium for
Call of Cthulhu. Rather than being a
series of connected adventures like
Shadows of Yog Sothoth, Asylum offers
seven scenarios of short to medium
length designed to fill the gap between
longer campaigns, and at the same time
can be slipped into the middle of a cam-
paign to spice up a low point or simply
to put the investigators off the scent and
baffle them. The first scenario The Auc-
tion is set in Vienna, Austria, opening
new vistas for the Keeper and the
players; how many of the investigators
can converse in German? That's just
their first problem. The auction itself
offers many occult objects some useful,
some worthless. Who are the discreet
clients of the House of Augsberg? The
investigators are provided with a cut-out
brochure detailing the lots, and the
Keeper with a very useful NPC bidding
table. The Keeper has the option to
extend this scenario with ramifications
relating to the new owners of certain
artifacts.

The Madman, the second scenario
concerns the healing of an insane
mutual friend of the investigators; this is
the shortest of all the adventures, with a
single but crucial twist in the story, ideal
for a short session.

The third adventure Black Devil Moun-
tain has much akin with folklore... beasts
wandering about during the night. An
unfinished letter leads to a real blood-
bath needing the investigators to be
really well equipped for the final show-
down with a terrifying array of natural
and unnatural creatures; highly recom-

mended for a bloodthirsty group!

The Asylum is the fourth scenario, and
it, quite rightly, has pride of place in the
title. A really horrific story based again
on the ‘insane investigator’ premise. A
spate of deaths among the inmates and
a letter dated June 5th, 1814 are but two
ofthe features; excellent detail through-
out which will stretch the skills of the
players. The story lends itself for a whole
weekend. By means of a complete con-
trast the fifth scenario is set onboard
ship, in the cramped confines of First
Class the investigators are trapped by
deceit, avarice and murder; who can
they trust! There is nowhere to run, a
great adventure for the paranoid...

Adventure six is on dry land inves-
tigating strange goings on around
Arkham, entitled Gate from the Past.
This is probably the most potentially ter-
minal for the players and the Keeper
must exercise extreme caution when
running it.

Thefinal scenario Westchester House,
provides the Keeper with an opportunity
to teach the investigators how to sift
clues and judge information for what it
is; red herrings abound in a tale of a
haunted house with a crucial twist.

In conclusion Asylum is a neat collec-
tion providing short interesting adven-
tures. | have always thought that
scenarios go on too long and the vitality
ofthe story and the players tail off. Black
Devil Mountain and Asylum are the
strongest of the group. Quality-wise it
compares very favourably with Shadows.
Don‘t get put off the price!
Presentation: 9 Enjoyment: 10
Playability: 9 Complexity: 7-9
Skill: 9 Overall: 9

Jon Sutherland

SFB SUPPLEMENT 1 -
Fighters and Shuttles
Task Force Games £5.95
The introduction of this expansion to
Star Fleet Battles heralds two new
developments in the Star Fleet Universe.
The firstis the forthcoming Commanders
Rulebook, which will bring the previ-
ously published rules (boxed set and 3
expansions) to an ordered whole. Thisis
to be in a loose-leaf format allowing
expandability by inserting new rules in
the appropriate sections. Supplement
1's rules are thus A4 size and ready
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punched without any overlap of two
rules section on a single page. The sec-
ond development is the idea of supple-
ments which will deal with specific sub-
jects, in this case, fighters, shuttles and
carrier warfare, as opposed to expan-
sions which add a bit to many sections
of the rules. The theory is that if you
don't like or use fighters then you won’t
have to buy this supplement as it is not
necessary for the use of any subsequent
supplements and/or expansions.

As to the supplement itself, unlike the
3 expansion sets there is no errata (this
is supposed to be dealt with in the new
rulebook), and only two main rules sec-
tions. The first of these is for dealing
with Drones as direct-fire weapons.
These rules are not intended to simplify
Drone combat, if anything they compli-
cate it and necessitate different tactics.
However, they are ‘cleaner’ inthat,ifin 1
moves range, a Drone will be fired and
its effect resolved immediately. The
advantages are that fewer counters are
on the map at one time, less moving of
counters need be done and less notes (of
targets etc) need be kept. This rule
appears to work quickly after a bit of
practice. The technique can also be
applied to plasma torpedoes if desired.
Note that this rule is optional only and
you may ignore it. In fact, I'd recom-
mend using itonly where large amounts
of Drone firing is expected.

The second main rule and in my view,
better one, covers dogfighting between
fighters in the same hex. This ties down
enemy fighters and allows effective CAP
(Combat Air Patrol) by defending fight-
ers. It is accomplished by making one
fighter advantaged (ie on his opponents
tail), decided on by speed, dogfight rat-
ing (given forall shuttles, from 0-4), a die
roll and other factors. Combatisin 4
Dogfight Resolution Interfaces each
turn, and allows phasers to be fired 4
times per turn, in Dogfighting only, at
low power.

Fourteen new ships, nine new fighters
and a Multi-Role (super-admin type)
shuttie for each race are introduced,
with 10 new SSD's in the Commanders
format with all necessary information
(turn mode, weapon charts etc) on them.
The ships include Auxiliary Carriers on
freighter hulls, Fed Police Carriers and
Heavy Carriers (20+ fighters) for Klin-
gons, Kzintis, Hydrans, Tholians and the
Romulans. Experimental Gorn and Lyran
carriers are also featured. The 216 coun-
ters provide 139 fighters and 53 Drones
(for Federation and any race colours).

Five scenarios are presented, four of
standard/typical fighter actions, the
other being the Pleiades Turkey Shoot,
featuring 120 Klingon fighters, gunboats
and frigates attacking the last Federation
Carriergroup. The last sheetin the rules
is a Master Fighting Chartand an extract
of the Master Ship Chart showing all the
new ships and many other carriers and
escorts. Onecriticism is thatthere are no
plasticzip-lock bags to keep the counters
in, other than that an excellent addition
to SFB.

Presentation: 9 Rules: 10
Playability: 9 Complexity: 9
Qverall: 7 Jim Sizer

THE BIG RUBBLE: The Deadly City
Chaosiuminc £14

Hard on the heels of Pavis comes its
necessary complement, describing the
vast, supposedly treasure-filled ancient
ruin against whose walls modern Pavis
is built. Again | must disclaim any biasin
this review, although my nameisonthe
box, as provider of the scenario Wolf-
head’s Lair.| had hoped to read words of
wisdom on my scenario from some other
reviewer, but The Man says | gotta
review the Big Rubble and you don’t
argue with The Man. So | will say that,
for reasons not unconnected with The
Great Chart Caper [see Pavis], Wolfhead,
Griselda and a few more are hiding out
in the Rubble. You may come across
them and try to rub them out, grabthem
for ransom, bring them to justice, or
whatever; it will be tough, but not
impossible—after all, these are only pro-
ficient crooks and adventurers, not Rune
level chaotics.

The pack contains three booklets,
common knowledge for the players, the
GM'’s Guide, and the episodes (scen-
arios), also a large-scale map of the Rub-
ble with modern Pavis. The players’ book-
let gives basic information on the Rub-
ble, spots notable for rumours of trea-
sure or other features, general beliefs
about all this, and ways to get in; other-
wise it contains some Lunar licensing
forms (failure to produce one if encoun-
tered by a Lunar patrol will result in bad
trouble) and an account of the Yelorna
cult. This is similar to Yelmalio, Yelorna
being a fighting daughter of Yelm who
has close associations with starlight,
and is for (mainly) female warriors.

The GM's booklet gives much more; of
particular interest is the account of the
Aldryami Garden, which includes des-
criptions of various valuable plants and
some unusual and alarming gangs
(many of them Chaotic) that can be
found in the most dangerous areas,
which are presented with considerable
imagination.

Two large areas, one in each half (itis
bisected by the Zola Fel river), Huntland
and The Big Grazing, are open country,
but only more hazardous to cross for
that. The Troll Stronglands occupy
much of the northern part, the Aldryami
Garden much of the southern, overlap-
ping the ancient walls, Manside is the
other major area, closest to modern
Pavis and safest for humans, but occa-
sional patrols here and inthe open areas
by the Lunar forces do not provide much
security. A network of magically pre-
served roads crisscross the Rubble, the
swiftest means of travel through it, and
three bridges link the northern and
southern halves, but getting across
these will at least involve the payment
of a toll. Hills, crowned by ruins or still
occupied forts, rise in various parts. A
wide variety of encounters, not all
actively dangerous, can be made in all
areas, the chance is only 10%, but must
be rolled every 5 minutes. In contrast
with Griffin Mountain and Borderlands,
no pre-set encounters except foraLunar
patrol and the gangs mentioned (which
are rather special, and should not be
brought on every time) are offered,
except for specific scenarios. Similarly,
no detail except the barest statement is

given on many areas of interest (such as
the Pavis Old Mint or Ogres’ Island) and
only very rarely are stats provided for
really important personages. Unless
Chaosium plans to issue supplements,
much of the Rubble is therefore open to
development by individual GM’s.

Thescenarios: Temple at Feroda takes
a party out of Pavis to the river mouth, to
recover a valuable artifact for the Zola
Fel cultfrom the silted-up ancient site of
Feroda; it is fairly straightforward, and
the GM might want to spice it up a bit.
Krang's Table involves penetrating into
Troll territory to capture an Eiritha table
from a minor clan, this being a magical
artifact of particular value to a local
butcher, who offers 7000L for it. There is
atleastone loose end (how can the trolls
activate it if an Eiritha woman’s POW is
needed?), but more serious is that,
although there is good scope for role-
playing and using one's wits in tracing
the butcher’s information and identify-
ing the clan, the venture seems to offer
precious little chance of success for any
but the kind of party that would hardly
concern itself with such petty doings,
unless | have badly misunderstood it.

Balastor's Barracks, an updating of an
earlier Chaosium'’s product offers the
greatest prize of all, the fable Axe of
Balastor, last human ruler of ancient
Pavis, for which many different cults and
persons would pay extremely highly;
but the Barracks themselves are repu-
tedly the most dangerous underground
area in the Rubble, and there are other
dangers in the neighbourhood. The
Devil’s Playgroundis an odd areain The
Big Grazing, which seems safe if un-
pleasant during the day butis rumoured
a source of chaotic influences; the
players will have been pressured by
Fleeter Nemm, an important priest, to
investigate rumours of underground
tunnels. This offers good opportunities
for information-gathering and role-
playing, as well as a hair-raising descent
below ground, butis survivable, though
tough. It offers almost endless scope for
an inventive GM in developing the sys-
tem of tunnels and what might lurk in
them. Finally, the Puzzle Canal details a
remarkable structure created by a demi-
god priest of the Empire of the Wyrm's
Friends long ago, easily accessible from
the river and traversable by water or
land in most parts; it is inherently magi-
cal and known or reputed to be the site
of various marvels, including burning
water and a picture that foretells the
future. The denizens include many that
one would expect in a watery context,
also fugitives, which | do not imagine
many RQ players will have encountered
before.

In my view, these last two are the most
interesting because they are the least
straightforward,sug?esting some of the
eeriness and magical quality of remains
in a very ancient ruined city; Balastor's
Barracks is a high-class dungeon, in the
variety of encounters and discoveries
offered, and the rest are fairly straight-
forward, needing planning as well as
fighting but not involving anything
really special or peculiar, though some
of the possible encounters in the Rubble
will come as unwelcome surprise.
Overall: 10 at best, much 8-9,
some scenarios 5-6.  Oliver Dickinson
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CRITICAL MASS

Critical Mass is a regular book
review column, edited by Dave
Langford. This issue, Dave
attempts to enrage Asimov fans.

After the
Battle

None of this month’s books have much
to do with battles or their aftermath: my
brain just feels that way, having reached
the culmination of long toil with the
delivery of a novel called The Leaky
Establishment to Frederick Muller Ltd —
you read it here first, and maybe next
Spring I'll be allowed to review this
merry tale of domestic nuclear weaponry.
[‘Triffic’— Mrs Langford.]

Asimov on Science Fiction [Granada
334pp £7.95] is nonfiction for Dr A, who
should have much wisdom to impart.
Unfortunately, though he remarks ‘|
don’t like to explain anything briefly,” the
b5 essays here (eked out with usual
apparatus of forewords and afterwords)
are mostly brief bits of journalism or
monthly editorials from Isaac Asimov’s
SF Magazine (IASFM), too short to say
much about their subjects.

Good things here include clarity,
lucidity, sensible if unsurprising advice
to young SF authors, and condemnation
of the horrid term sci-fi’. Not so good:
Asimov’s pose as lovable egomaniac
grows tedious, with his own stories
forever referred to as examples of excel-
lence in this or that area of SF, with
ceaseless flauntings of his fame, achieve-
ments, awards, with crass hints that the
SF Writers of America should give him
their Grand Master trophy. Also Asimov
is no critic: he maligns 1984 on the
incredible ground that George Orwell
didn't do a good job of predicting the
future. Is there any other SF expert
who's failed to twig that 7984 isn't
prediction but a cautionary tale and
political parable for the year in which it
was written, 19487

If you enjoy Asimov's good-humoured
essay style, and don’t mind bittiness and
repetition, this is an interesting collec-

tion to dip into.

Also from IASFM we have Martin
Gardner's SF Puzzle Tales [Penguin
148pp £2.95]: the tales’ are only brief,
joky camouflage for the puzzles, which
as always with Gardner are brain-
stretching and apt to teach a little pain-
less Higher Mathematics. Many are
familiar from Gardner's former books,
but he’s added new twists to fool smart
alecs, and often a puzzle's solution fea-
tures a variant puzzle, and so on: there
are three sets of answers! Minor irritant:
these being written for JASFM, Gardner
misapplies great ingenuity to work in
Asimov’'s name wherever possible. ‘By
Asimov!’ people swear. On page 123, tir-
ing of the obligation to do this, Gardner
contrives to associate Asimov's name
with the word ‘fat’. Fancy that.

One thing Asimov-as-critic doesn't
like is the British ‘New Wave’ SF
associated with New Worlds magazine
in and after the 60s: all sex and violence,
he complains. Brian Aldiss thought dif-
ferently, writing in 1969: ‘In twenty years
time... collectors will be fighting for tatty
old issues, to read every precious word
he wrote. Other firms will reprint it and
make a bomb.’ Here in 1983 we have
New Worlds: an Anthology edited by
Michael Moorcock [Flamingo 512pp
£3.50], with a smart abstract cover and
the term ‘sf’ hidden decorously on the
back. And indeed the 30 stories, poems
and articles are a consciously ‘literary’
and Moorcockian selection, including
some very good things indeed but little
that | (and less that Asimov) would call
SF. Ballard is represented by one of his
mostimpenetrable pieces, Sladek by his
least Sladekian story, Barrington Bayley
by a tale whose larding of Burroughs
pastiche (William, not Edgar Rice) buries
his usual exhilarating metaphysics. It's
animmensely valuable book for fans, no
less than 131 pages being devoted to a
complete index of all 216 issues of NW.
Butthe magazine's range was better dis-
played in the eight out-of-print Panther
Best SF From NW anthologies.

Three quibbles: it would have been
graceful to reveal thatthe ‘James Colvin’
appearing frequently in the index was a
magazine house name most often used
by Moorcock himself, to add a footnote
to Bayley's ‘The Four-Colour Problem’
mentioning that the mathematical
enigma featured in this story was
cracked in 1976, and to name among the
‘'successors’ to NW the only magazine
doing comparable work today —Britain's
very own Interzone. [£5 for four issues
to 124 Osborne Rd, Brighton, BN1 6LU].

Several books left and not much
space. Piers Anthony's Juxtaposition
|Granada 415pp £1.95] completes the
trilogy begun with Split Infinity and Blue
Adept, an uneasy mix of fantasy, SFand
Anthony's favourite hobby-horse of
game-playing. Most annoying is the
sheer thickness of his characters, who
spend ages having the plot explained to
them or alternatively explaining it to
others. A favourite moment is in Blue
Adept, whose hero enters the forbidden
cave to fight the dragon who has slain
all previous applicants, etc. The moment
of truth comes: hero smites brow in sud-
denrealization and says, approximately,
‘Dear me, | forgot to bring my sword.’
Juxtapositionis more, much more, very

much more of the same stuff from the
previous two, and sometimes | thought
itwould never end, asin afinal stroke of
miscalculation Anthony allows his twin
worlds of magic and technology to
merge in a prolonged tussle — goblins,
golems, tanks, power winches, unicorns,
plastic explosive, magicians, cannon —
which bores on into wearisome farce.

A pleasant little novel is Tea with the
Black Dragon by R A MacAvoy [Bantam/
Corgi166pp £1.50]: it's only just fantasy,
one of the characters being a retired
Imperial Chinese dragon manifesting as
an abnormally strong old man, but the
eccentric blend of mythology, Zen,
prophecy, gentleness and computer
crimeisengaging. Ararething, the com-
puterjargon is correct—probably we can
blame the printers for ‘CPM’ where it
should be ‘CP/M".

Everyone has read T H White's The
Once and Future King (if not, why not?).
A collection of his fine short stories,
including several fantasies, is out in
paperback, The Maharajah [Futura
210pp £2.50]. It includes the noted 'The
Troll’, whose understated frivolity
achieves a curiously scary effect, nearly
as soulchillingly dreadful as a White
Dwarf rejection slip.

Paladin, another disguise for the sinis-
ter Granadoids who appear to be taking
over this column, are doing a series of
‘paranormal’ books under the auspices
of the Society for Psychical Research.
Beyond the Body by Dr Susan
Blackmore [271pp £2.50—gosh, | was on
TV with her once, Granada of course] is
a sensible and hard-headed look at out-
of-the-body experiences. Blackmore
decides that almost certainly OBEs are
subjective, abnormal psychological
states — raising fascinating questions
about similarities between experiences,
even those of obscure tribes. Could they
be a consequence of the 'wiring’ of the
brains? Also included is much analysis
of case histories and the theories of (eg)
Theosophists. Perhaps the availability of
so much information might inspire D&D
players to have another try with the ast-
ral/ethereal rules, which never seem too
popular —maybe because it's irritating
when Tharg the fifth-level Theosophist
drifts astrally off to have fun while
everyone else has to guard his vacated
body from being skewered by gnolls.

Arthur C Clarke's Tales of Ten Worlds
[Pan 205pp £1.75] and Profiles of the
Future [Pan 255pp £1.95] have been reis-
sued forthe umpteenth time. Thefirstis
a story collection including some clas-
sics, the second is a somewhat in-
adequate update of this stimulating
work of futurology first published in
1962. You ought to have them both.

If I've timed this right the next big SF
convention will be Novacon 13 at the
Royal Angus Hotel, Birmingham,

4-6 November. £7 membership to

46 Colwyn Road, Beeston, Leeds 11. WD
readers are invited to challenge me at
the bar with the words, ‘You are Dave
Langford and | claim my right to be
allowed to buy you a pint.”

Today | had a fanletter: ‘If lan
Livingstone can afford to go to Bali for
his hols he deserves to be destroyed in
print by yourself." What can this mean? It
is signed 'Peter Kershaw'... [Thanks. The
enforcers will take it from there. —Ed]]
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ZINE SCENE,

§ZINE SCENE

Zine Scene is to be an occasional column all about fanzines, written by Mike Lewis. It will feature news,
reviews and gossip in the world of RPG fandom.

Hello, good evening and welcome to
ZineScene. As you can see, White Dwarf
has lured yet another fanzine editor to its
pages. Needless to say, I'm purely here
forthe sake of art! I've been informed by
our curly-haired editor that ZineScene
should be an occasional news and
reviews column which also features chat
and provocative comments on the
street-level of RPG fandom. Well, I'll try
to live up to the image, though |I'm sure
thatifl drank as much as Dave Langfotd,
I'd be as witty and down to street-level
(or should that be gutter?).

| hope that those of you who don't buy
or read fanzines (no-one buys them
without reading them, do they?) will find
something of interestin this column and
that you'll be tempted to try one or two
of the things yourself. Mind you, that's
how we all start — with just one or two
fanzines. Once upon a time, | was a mild
mannered D&D player, now look at me:
| await each post with eager anticipation,
and even the sight of a brown envelope
is enough to start the fingers twitching.
The damn things soon grow on you, and
before you know where you are, you've
become a fanzine junkie! But enough of
the witterings of a crazed member of
Fanzines Anonymous and on with the
real meat of this column.

If you are new to the whacky world of
fandom, then the place to start is with
the fanzine addict’s bible: Twenty Years
On. This is a quarterly listing of postal
games, FRP and SF fanzines which gives
addresses, prices and details of content
and style. The man responsible for this
mine of information is Simon ‘Biggles’
Billeness, who (when he’s not gallivant-
ing around Switzerland) can be con-
tacted at 20 Winifred Rd, Coulsden, Sur-
rey, CR3 3JA. 20Y0 is 35p for one or £1
for a three issue sub.

Those of you who actually read the
White Dwarf News page, rather than just
gawking at the pretty pictures of yet
more Citadel miniatures, may well
remember a mention of the Fanzine
Association in WD44. This was the brain-
wave of John McKeown and is still very
much ‘under discussion’ due to a lot of

fanzine editors’ fears of an official
organisation. The planned newsletter is
being produced by Steve Norledge how-
ever, and is available for an SSAE.
Despite these delays, John has gone
ahead with another excellent idea, this
being the Zine Service. This enables
shops and clubs to order several diffe-
rent fanzines from one central source,
thus reducing the hassle of dealing with
several editors. Reaction to the initial
mailing of fliers has been quite good and
hopefully, once shops realise how bene-
ficial the scheme is, they'll be queueing
uptojoinit. Johncan be contacted at 22
Hall Lane, Upminster, Essex, RM14 4AF.

John doesn’t just come up with ideas
like the Zine Service, he also edits a fan-
zine of his own. This is Miser’s Hoard
and is one of the best new fanzines
around. It features discussion, articles,
reviews and scenarios for various sys-
tems and has a high quality of content
and appearance. Certainly well worth
checking out for 50p from John at the
above address.

The damn things soon grow on
you, and before you know where
you are, you've become a fanzine
junkie!

The summer always seems to pro-
duce a large crop of new fanzines, prob-
ably because would-be editors are free
from the education system for long
enough to make their zines a reality. This
summer was no exception and zines
popped up from all over the country.

Steve Norledge, newly departed from
Tempestuous Orifice (now there's a
name to conjure with!) has returned
with Rapscallion, a zine biased towards
postal gaming. Steve intends to feature
lots of chat, FRP and games. The first
issue certainly backed this up, with Call
of Cthulhu, zine reviews, an article on

photography and plenty of games (in-
cluding postal Judge Dredd). Apart from
the oddity of being typed double-spaced
throughout, ‘tis an excellent start. 50p
from Steve Norledge, 75 Hawkhurst
Way, W. Wickham, Kent, BR4 9PE.

Another new zine to burst upon the
scene, is Corrosive Comix. Thisis rather
unique in being a mixture of comic strips
and FRP material. The first issue has
three SF/F related strips and part one of
acontinuing T&T scenario. Whilethe art
isn't going to give Brian Bolland any
great worries, some of it is very striking.
50p from Marc Laming, Corrosive Comix
Unltd, c/o 75 briar Lane, Hatfield, Herts.

Speaking of comics fandom (of course
we were), those of you interested in
comics as well as FRP games, should
check out Fantasy Advertiser. This is a
leading comics fanzine which not only
has lots of news, reviews and chat plus
adverts (...Advertiser — get it?), it now
has a role-playing column. FA is 40p for
40 pages from Martin Lock, 3 Marlow
Court, Britannia Square, Worcester,
WR1 3DP. The latest issue is a team up
with Worlds Collide, another comics fan-
zine, so here's your chance to try two
fanzines for the price of one!

And talking of team-ups (don’t you
just love the way this column flows
together?), the idea has entered FRP fan-
dom. December will see the release of a
one-off team-up issue of Dragonlords
20/Quasits and Quasars 10. DL and Q&Q
are both well known FRP zines and this
is the chance to give the two fanzines a
bit of extra exposure to the other’'s read-
ers; as well as giving the readers a
bumper Christmas issue.

One zine that should be better known
thanitis atthe momentis Wyrm's Claw.
WC seems to be overlooked by most
fans which is a shame; it features arti-
cles, reviews and other fanzine type
things for 60p from Wyrm’s Claw, 119
Derbyshire Rd South, Moor Nook, Sale,
Cheshire M33 3GS.

Well, the word limit, that dreaded
bane every writer fears seems to have
caught up with me, so I'll say goodbye
for two months.[J

GOBBLEDIGOOK by Bil
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wealth of the Goblins so long that
| scarcely remember how the
wish was originally excited; and
was in the Spring of last year
induced to undertake the journey
by finding in Wechsel Wide-walk
a companion whose acuteness
would aid my inquiry and whose
gaiety of conversation and civility of
manners were sufficient to counteract
the inconveniences of travel and the bar-
baric culture of those savages com-
.monly known as Goblins.

f' Thus commences Tralk True-Eye's fam-
- ous study A Journey through the Com-
- monwealth of Goblins: their Nature,

. Habits and Society Reveal’d, which now,
i sadly, remains extant in only one much
¢, mutilated and aged manuscript. Tralk's
i journal and its revealing study of the

i goblin peoples has earned him a place
k' amongst history’s greatest scholars and
L' there follows a condensed and moder-
k. nised version of his study, featuring all
- the salient points that might interest the
E: casual scholar.

¢t Argument: in this study ‘goblin’ is

i treated as a generic term describing

i three similar racial types that together

» constitute an unusual aboriginal anach-
ronism. These goblins ranged from sim-
.. ple, hirsute beings of diminutive stature
i and ‘pack’ orientated nature, to intelli-
ki gent, doughty semi-civilised ‘pagani’. In
b my studies of the goblins, | found no evi-
L. dence to suggest that goblins are chao-
ftic beings, rather they appear as crea-
stures who are balanced as mankind.

sy
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HE THREE RACES -
A Brief Description
< The Lesser Goblins
. These creatures appear to occupy the
='same ecological niche as Runners in
b: Glorantha and are quite similar in some

k' ways.
£ STR: 2d6
'CON: 1d6+4
SIZ: 1d6+2
INT: 2d6
POW: 3d6
DEX: 2d6+6
ICHA: 2d6
[Move: 5/9intrees
‘Skin: 1 point
: Skills: Hide in Cover 60%; Move Quietly

k40%; Camouflage 50%; Listen 50%; Spot
iHidden 40%; (note: this ability is active
gat all times) Climb 80%; Jump 70%.

tLesser Goblins are small hirsute crea-
 tures, generally brown in colour and,
gunlike their more developed brethren,

*

possess a covering of body hair. They
have excellent sight, hearing and smell
and are attentive at all times. They are
inquisitive but shy creatures, that will
rarely trouble travellers unless they are
either incited to do so by their larger
brethren or the travellers in any way
threaten or trespass upon their ‘sacred’
areas.

| believe these creatures representthe
original form of the goblin peoples. They
are small, usually harmless woodland
denizens, who subsist on small mam-
mals, birds, roots, fruit, nuts and fungi.
Culturally they enjoy the lowest form of
society, living in what can only be
described as packs and possessing mini-
mal technology. They live in the trees
without the benefit of fire, but forage
primarily on the forest floor. These
primitives use clubs, slings and nets
{(which they manufacture themselves
from creepers). They possess a simple
language that sounds rather like the
chatter of starlings.

They have no developed religion
beyond an apparently comprehensive
belief in animism (the belief that all
objects are imbued with sentient life),
and this primarily manifests itself in
their awe and respect for certain groves
and old trees. This respect may be
divided into two categories:

a. Respect for the various packs ‘nest-
ing' areas—for whilst these creatures are
nomadicthey do tend to frequent estab-
lished nesting grounds.

b. Veneration or awe for certain
ancient trees or standing groves. Any
creature that is spotted approaching a
nesting area will be harried to lead it
away from the site or to deter its
advance. Any creature thatis deemedto
have desecrated holy ground will usually
be hunted down and punished.

Whilst these creatures hunt for their
meat at dusk they also utilise most of the
morning to forage on the forest floor,
and as a result it is not unknown for the
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Extracts from the Travels of Tralk Tru
goblins in RuneQuest, for GMs to us

rest Goblins to use them as sentries. ...,
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The Common Goblins

STR: 2d6+3

CON: 3d6

SIZ: 1d6+4

INT: 2d6+2

DEX: 3d6

CHA: 2d6+2

Move: 7

Skin: 1 point

Skills: Hide in Cover 35%; Move Quietly

30%; Camouflage 25%; Listen 30%;
Spot Hidden 30%. )
Battle Magic: See the cults (forthcoming
issue).

These are the most common of the three
types. They are gangrel in appearance,
have little if any body hair, and have
gray-brown skin (however their appear-
ance may vary as they tend to smear
themselves with mud, dung or ashes for
hunting and ritual purposes). These
beings’ nocturnal habits, sepulchre type
habitations and general appearance
have linked them with the dead in the
civilised mind. In fact, | have discovered
this to be untrue. They have good eye-
sight and hearing, and a semi-civilised
tribalistic society. They have been
known to train wolves to assist them in
their hunting; possess a more developed
religion than pure animism, and have a
higher technological base than theirles-
ser brethren. (See the culture section for
more information).

Hob-Goblins

STR: 2d6+6

CON: 2d6+6

SIZ: 1d6+7

INT: 3d6

POW: 3d6

DEX: 3d6+1

CHA: 3d6

Move: 8

Skin: 2 point

Skills: Hide in Cover 30%; Move Quietly

30%; Camouflage 25%; Listen 30%;
Spot Hidden 30%.

Battle Magic: See cult listings (forth-
coming issue).

Having compared my old records to the
new, the Hob-goblins appear to be a new
development in the goblin race. Hob-
goblins are usually well-proportioned
intelligent creatures — born leaders in
the goblin world. Their skin colouration
and sense are similar to the Common
Goblin, but many belong to the cult of
Crom Cruach (future issue) and perma-
nently stain their skin agray-green. The
cult of Crom Cruach is elitist, militaristic
and extremely ritualised — it is .
developed further in the cults chapter.

The History and Genesis of the Goblins
According to the records of the Ancients,
goblins were originally a nomad
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who roamed the plains and valleys, and
competed for the food supplies with our
ancestors. They had no recorded agri-
culture and only a loosely knit tribal cul-
ture, and proved no match for humanity.
Our ancestors stampeded the goblins’
herds and slowly liquidated their tribes.
Unable to compete, the goblins were
gradually pushed out of the fertile plains
and into the hills, mountains, marshes,
moors, forests and woodlands of the
world. This change in habitat not only
affected their culture but also engen-
dered a number of varying changes in
their physical nature — resulting in a
number of quite distinct groups.

Spriggans

Those who fled to the hills, moors and
mountains quickly found that the land
was generally inhospitable and the food
supply was restricted. Their initial reac-
tion was to raid each other and the sur-
rounding lands of our ancestors. How-
ever, the fraticidal raiding merely
reduced their population, whilst the
raids into the lowlands usually provoked
a swift response in the form of a hunt,
that normally resulted in the end of the
raiding party or the whole of the tribe
that originated it. Under these pressures
what little society the goblins did have
collapsed and they reverted to the family
nuculei.

Today goblins are still known to
inhabitthese areas, butin much reduced
numbers and they are commonly called

riggans. (All stats as perthe Common
Gp blin but the Camouflage skill is
raised to 60% and they possess the fol-
lowing ‘magical ability’: using low
clouds, shadows or the twilight sprig-
gans are able to project an image of
themselves that suggests a form which
is larger than life. Seeing these images
acts as a demoralize spell against each
witness, who, if overcome will then nave
to make a saving roll at two times his
intelligence or run-away. The image(s)
will possess the power of the highest
Spriggan caster for resistance purposes
and will cost one point of power per
caster).

Spriggans subsist on the poor game
supplies of the highlands and any
foodstuffs they can acquire through
theft or ambush. They are known to
make occasional raids on human
farmsteads, and some farmers leave
offerings at standing stones as insur-
ance against such occurrences. The
Spriggans are crepuscular by nature and
tend to live in bee-hive huts which they
construct out of small boulders and
turfs. Little is known of their religion, but
as their society revolves around the fam-
ily unit, it seems reasonable to presume
that they practice some form of ancestor
Gn WOFShIp Tl “%m
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Marsh or Fen Goblins: Wisps
Those who fled to the wetlands found a
large if not wholly agreeable food sup-
ply, but it would appear that their num-
bers were quickly decimated by sickness
and the attacks of gorps, walktapi etc. It
iscommonly believed thatthese goblins
are no more, but some may still exist.
Wisps would be shy wary creatures with
splayed hands and feet for movement
around the marsh. They would have a
70% Camouflage rating (how else do
you think they survived?), and a CON
equal to Hob-goblins — otherwise all
Common Goblin stats apply.

Modern philosophers believe the spirits
of these goblins are responsible for the
manifestations known as Will-O-Wisps.

Forest (Common) Goblins

The most successful goblins were those
who fled to the woods and forests — the
very regions of their primordial origins.
These areas were well stocked with food
and offered a secure base in which to

i 2 . o # 3
raise families. At first, they undoubtedly
retained their nomadic lifestyle because
they had no knowledge of agriculture,
but with the discovery of mushroom
farming and the domestication of wolves
(which extended their hunting range
and increased the chance of a kill) the
goblins were able to establish small vil-
lages and develop a more stable culture.

Hob-goblins

The Ancient’s records suggest that after
the goblins were driven from the plains
they degenerated into the physical
beings we now know. Thus they are now
a shadow of their former selves and
have adopted crepuscular and nocturnal
habits which man associates with ver-
min and the dead.

However, perhaps due to the pro-
longed period of peace (through isola-
tion) the Forest Goblins have enjoyed, a
new strain of goblin has appeared,
known as Hob-goblin. These beings are
usually found in Dosntlons of power

amongstthe goblins and usually belong
to the exclusive cult of Crom Cruach
(The Dark Serpent, see future issues).

Culture of the Forest Goblins
Chieftains assume their status through
prowess in hunting or combat. There is
evidence to suggest that originally the
goblin chieftain was chosen on an
annual basis and only on the hunting
ground—during the Festival of Renewal.
But this practice has been overruled in
many places by the bullying tactics of
the servants of Crom Cruach, who tend 3§
to decide the chieftainship by advancing
a candidate who will kill the existing
chieftain.

Since the discovery of mushroom 4
farming, goblins have been able to k.
found small, static communities, where
cottage industries such as tanning and
flint fashioning have began to flourish.
However, whilst hunting is no longer
theironly source of nourishment it is still§
their mostimportant source of food, and
the goblins have developed a num ber of
ways to enhance their hunting abilities. -4
They have learned to exploit their lesser =
brethren to trap small mammals and !
birds in return for gifts of darts, mush-
rooms, cured skins and clubs and have
learned to fish using barbed spears.

They have succeeded in domesticating
wolves to track, chase, kill and then

return game to the village. Wolves are
also used as mounts by some of the i3
smaller goblins.

They use flint and bone to arm their
weapons and wattle to make shields.
They have some access to pottery but
usually use skins to carry liquids and
cook food by spit-roasting or baking it
with hot stones.

Goblins are known to use caves as bolt
holes or living quarters but they gener-
ally live in sunken round houses. These
houses are between 10" and 20’ in
diameter, 3' and 5’ in height outside, and :
4' to €' inside. They are usually raised i}
where the soil has good drainage, but 7}
around the edge of the floor a shallow
trench is normally dug, to take excess
water and waste. Goblin huts have only 4
one crawl-way entrance and a smoke- -
hole. They are built out of saplings, wat-
tle and turf. (From a distance players will :
have to make a Spot Hidden roll to spot -j:f
these huts and if a heavily laden player
steps on one thereis achance itwill cave
in). These huts are sometimes raised
solely to house mushrooms.

The goblins enjoy a low level of
technology and their is no evidence to
uggest they have any metallurgical

skills. Consequently if they are found
with bronze weapons they will have
either been stolen, given, or bought.[J;

\l

Nexr !ssue The Cults of rhe Gobhns
e S e



Dear WD,

May | bestow my hu
Marcus Rowland and pu
approval on his article Si ef. Twas
asightfor shifty eyes, and a pleasure for
nimble fingers to hold. Never again will
rich lords awaken to find me helping
myself to their ready cash. Never again
will the gas cloud or poison dart catch
me unawares. Never again will gentle-
men in the street realise as | steal their
purses of gold. And at last | will be the
hero of the party as | aid our band to
escape from pursuing assailants.

Having grovelled sufficiently to
Rowland, lwould now like to know when
we will see a guide to setting up traps. If
| knew how to set the things up, dis-
mantling them would be easier still.

Yours,

Toby Day, London.
ps Could we see a regular spot for
Warhammer.

Thanks for the praise — I'm sure Marcus
Rowiland will be pleased. A regular
Warhammer spot is unlikely, given the
number of departments we have at the
moment. However, there will be more
articles/scenarios on Warhammer, rest
assured. An article on Traps. Hmmmm —
anyone got any ideas? Marcus? —Ed.

Dear WD,

| feel that, arising from the points
brought out by your correspondence
overthe |last 6 months concerning castles
and armies in D&D, come several clear
answers. Any RPG must strive for at
least adegree of ‘realism’, and these two
are elements which, if excluded from
D&D, would substantially alter the ‘feel’
of the game — there are several refer-
ences to both troops and to castles in all
of the D&D works.

The pointis not to sacrifice fantasy for
a greater degree of ‘realism’, or vice
versa, but to provide a rationale or logi-
cal basis for both aspects of a campaign.
To threaten Divine Intervention to pre-
vent the use of magic in pitched battles
seems to me to be one excellent rationale,
for example — one that does not suit my
campaign, however, for there is no men-
tion of pit-fiends or Gruumsh in my 'his-
torical records’. But for a campaign this
isfine. | do not feel there is a need to pro-
vide a list of alternative deterrents, for
each must be consistent with the in-
dividual campaign (forthe record, inm
campaign MU's are few and far between).

As for the heated discussion about
castles, it is a waste of time to criticise
Lew Pulsipher’s excellent articles which
provide one possible alternative. If you
prefer genuine castles then you have to

do could
de some excellent scenarios (re-
member Shogun?). As | said before, this
is not necessary for my own campaign
and would be incompatible with its
atmosphere. If you prefer more magic,
then use Lew's idea, but add complex
drainage systems and escape routes, or
declare that Decanters of Endless Water
do not exist! Finally, the real reason for
this letter is that | dislike the destructive
criticisms offered by other players for
systems which are, after all, suggestions,
and ones which could work in a given
D&D campaign. If you don’t like the
inconsistencies produces by following
every article to its logical conclusion,
change your campaign or try RuneQuest!

Yours,

Edward Whittaker, Oxford.

Dear WD,

While | agree with some comments of
Chris Elliot and Richard Edward in con-
nection with fortifications [WD44], | dis-
agree with their conclusions.

Whether the defenders would be bot-
tled up in a dungeon by the beseigers is
doubtful. The defenders can dig new
tunnels for egress. A long, narrow tun-
nel could be constructed without great
danger of detection, in time. Because
individuals can be so much more power-
ful in fantasy than in reality, a small party
can be a strong sally-force. If done at
night, this is hardly 'sallying forth into
the teeth of a waiting army.’

If the outer defenses of a castle have
been taken or destroyed by the attacker,
the defenders are clearly overmatched
in strength and have no practical chance
of sortieing successfully. If they are
strong enough for that, they would have
been strong enough to prevent the loss
of their outer defense line. Hence, the
defenders’ only hope is to hold out until
the attackers give up or help arrives. If
this is true, then a group of defenders in
a dungeon are much better off than a
group of defenders in a much-more-
vulnerable inner castle or keep. It is no
easier for the attackers to invest an
underground fortress than an over-
ground fortress, if they want to leave
with the bulk of their army.

Consequently, the part-underground
castle serves the purpose of a castle bet-
ter: to keep the enemy army occupied,
notto kill the enemy or ‘set the cost of an
attack high enough to deter casual
aggression’. A castle of any design can
always be overcome without significant
loss by a sufficiently well-organized and
powerful army, merely by starvation
and psychological warfare. But this

army, though winning the battle, will
lose the war if it takes too long.

The castle as sole fortified residence
of amagnate is a different matter froma
group of strategically placed castles

acked up by a field army, for he may not
be able to expect help. Nonetheless, I'd
much rather hole up in a dungeon than
in a keep.

| am thoroughly unimpressed by the
value of a surface keep or wall as afiring
platform. You cant shoot what you can't
see, and with few exceptions no-one can
see more than 60 feet on a dark night.

gi,The attacker can see and mark in day-
~light exactly where doors and windows
““are in surface defenses, in order to deal

with them at night. When troops who
cansee in the dark make up the attacking
force, most assaults will be at night.
Moreover, stone buildings lack the
amount of room for defense in depth
that a dungeon provides, so once the
attackers get through a door or two in
the keep (they have many ways) the
defenders are beaten.

Excavation underground in a D&D
world is much easier than in the
medieval world because there are more
experienced diggers (those who often
live underground by choice) who can be
hired or enslaved. Digging also requires
less skill than building above ground,
and hence is a more suitable situation
for slavery. )

I've found that most of the clever ideas
put forward for easily accomplishing
this or that in AD&D fall flat upon closer
examination. For example, Chris and
Richard suggest use of a Decanter of
Endless Water to drown a dungeon. But
calculation shows that at a rate of 30
[US] gallons a minute, it would take
1.73+ days to fill a 10 by 10 by 100 foot
corridor, hardly a large volume. This
assumes no seepage, no natural chim-
neys that carry away water, and no well
dug by the constructors. Assuming that
athief orassassin could getthe Decanter
down there — a very doubtful assump-
tion —why won't the defenders simply
find the Decanter after it’s run awhile
and break it, thus ending the flow? Even
ifitisindestructible, it shouldn‘t be hard
for a few strong men to move it up and
out ofthe dungeon. If an entire party was
inthe dun?eon, and settraps around the
Decanter, | still think this would be a
minor irritant rather than a major disas-
ter for the defense. After all, they'll have
many days to act. Similarly, the threat of
flooding from outside can be dealt with
by sensible castle placement —rivers
aren’t easily moved uphilll —and by
properly constructed ingress.

Sincerely,

Lew Pulsipher, USA.

Dear WD,

In the last part of my Dealing with
Demons series [WD46], some of the
powers of Lord Adelmar were listed
under the description of Lord Tsienra. |
hope that none of your readers thought
that these were more of the latter's pow-
ers and wasted a summoning or some-
thing as a result.

May Adelmar curse your proofreader
with shrivelling winds of senility and
decay.

Cheers,

Dave Morris, Woking.
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STARBASE

Starbase is a bi-monthly depart-
ment for Traveller ideas, edited
by Bob McWilliams. This issue
we present a special alien’s pack-
age, by Phil Masters.

Aliens

by Phil Masters

The Phulgk’'k’k’k
The Phulgk'k’k’k are a small (4" long),
amphibious minor race inhabiting
Thgg'k'llu (literally ‘sea shore, indefin-
itely extended’), which humaniti call
Vashoon's World, Thagg, or Longshore.
The race resembles Terran crustacea
(nickname ‘lobsters’) but is highly
evolved; the exoskeletal carapace has a
complex, flexible structure, the two pin-
cers are incorporated in handlike mem-
bers, and brain size is quite respectable.
They have a multitude of lensless eyes
on 'stalks’ (giving a wide angle of vision,
but poor focus), concealed hearing or-
gans of moderate efficiency, and a vast
array of chemical ‘taste/smell’ organs
(Longshore has a complex mixture of
gases, generally vented from volcanoes;
sensitivity to the flow and pattern of
these is a strong survival attribute).
Phulgk'k’k’k breathe air and water,
preferring water, and appear to have
evolved from scavenger/intermittents.
UPP as follows:

Strength: 1d+1 Intelligence: 2d-1
Dexterity: 2d-3(min2) BaseEducation: 1d
Endurance 1d+2 Social Standing: 1d+1

Phulgk’k'k’k fight with two claws for 1d
damage each; their carapace is treated
as mesh armour. Most have some useful
skills; calculate Base Educ + 1d-3, with a
positive result being the number of rolls
on the following table; use 1d for this,
with DM -+1 if education (base or after
earlier rolls) is 6+;

1: +1Endurance 4: Liaison
2: Combat 5: AlienLore
3: Mechanical 6,7: +1Education

Note: Combat gives a plus DM in claw
attacks, equal to half the skill level
rounded up. Combat 1-3 also gives car-
bine-2; Combat 4+ gives carbine-1 (see
below on guns). Alien Lore gives an
understanding of non-Phulgk’k’k’k
psychology, society, and tastes; without
it, operating in the interstellar commun-
ity is difficult.

They have limited territorial drives,
and the mating urge is weak until trig-
gered by a complex set of circumstances.
Their chief drive is derived from their
non-sentient ancestors’ danger/food
gathering instinct, producing a tendency
to rush in, make a quick claw attack or
grab for food, then flee swiftly. Thus
Phulgk'k’k’k are impetuous, but rarely
sustain enthusiasm; they usually ‘think
better’ of their first actions within
minutes. Phulgk'k’k’k society has de-

veloped ways of controlling this rush/
panic pattern: they confront all tasks by
forming ‘committees’, which continu-
ally recruit and lose members to main-
tain a balance of enthusiasm and cau-
tion. Consequently, lone Phulgk'k'k’k,
often behave erratically. Through
interstellar trade tech level is now 4. One
industry is the manufacture of light,
waterproof guns (treat as carbines),
designed for Phulgk’k’k’k use.

Phulgk’k’k’k with Alien Lore 2+ can
attune their superb chemical senses to
the particular tastes of other races; thus
they make skilled cooks, perfumiers, and
the like. Phulgk’'k’k’k can be encountered
throughout the Imperium on such work,
or on trade or diplomatic missions.
Player chararacters may even find work
as bodyguardsto a millionaire’s chef, or
pilots to Phulgk'k’k’k travellers.

Phulgk’k’k’k are not recommended as
player characters, as they prefer breath-
ing water, require special diets, and
have a peculiar psychology that may be
hard to role-play properly.

The Ghashruan

Ghashruan originate on Ghashrua, a
desert world lying within the Hiver Fed-
eration. Its inhabitants may be encoun-
tered throughout Hiver space, the
Imperium, and other regions. This planet
is mostly covered in wind-blown sand,
but enough ‘oasis’ regions exist to sup-
port a complex ecology, in which an
intelligent species has evolved from
omnivore/hunter stock. The Ghashruan
are small (average 1-1%am), hunched-
looking beings with leathery grey skins,
two arms, two legs, torso and head, and
long, splayed fingers and toes (four per
hand and foot), which allow them to

move swiftly on soft sand —especially
when they drop to all fours, (speed 2
when onall foursin open country). They
have little taste sensitivity, and can smell
only water vapour, but their hearing and
eyesight are both acute.

When the Hivers first contacted the
Ghashruan, they found a tribal, bronze-

= age society. Population pressure in the

oases led to a pattern whereby youths of
both sexes traditionally went out ‘quest-
ing’ upon maturity — the race retains an
adventurous, ‘tribalistic’ culture, despite
a Hiver-aided advance to high technol-
ogy. Such impulses can easily conflict
with Hiver non-violent co-operation, but
Ghashruan are adventurous rather than
simply violent, and their tradition of per-
sonal loyalty ensuresthem a place in the
Federation.

If Hiver naval vessels are ever encoun-
tered, any ships troops may be Ghash-
ruan. The Federation army has some all-
Ghashruan regiments, where loyalty
and pride run extremely high (in Striker
terms, treat as Aslan, with initiative
requirement levels raised by one). The
armed forces of Ghashrua itself are
equipped to tech level 12, and serve both
as planetary police and as reserve units
for the Federation.

Some Ghashruan mercenaries exist
outside the Federation; the Hivers toler-
ate this provided that other races’ laws
and traditions are not violated. Within
the Imperium, Ghashruan mercenaries
areregarded as good, but slightly unpre-
dictable (treat as Vargr in Striker terms).

Ghashruan characters are generated
normally with these adjustments; -1 to
strength, +1 to endurance, -2 to educa-
tion. Those with education 0 are
‘backwood’ Ghashruan, and automati-
cally qualify as Barbarians, with no other
choices open; others may join any of the
services, as per humans, with the fol-
lowing DMs on enlistment (not on re-
enlistment); Scouts, all military ser-
vices, +2: Barbarians, +1: Pirates,
Belters, -1: Bureaucrats, Sailors, -3.
Ghashruan can go for three times as
long as humans without water, with +1
on morale. They have little time for
bureaucratic niceties; ifa member of the
race receives a level of Admin skill, it is
50% likely to be converted to +1 Educa-
tion instead.

The race has a complex, but some-
times flexible, code of honour and
respect, making their response to other
beings highly unpredictable except when
matters of honour or duty are con-
cerned; to represent this, reaction roll is
double the result.

If players wish to utilise Ghashruan
characters, they must act with Ghasruan
psychology, which referees should also
try to bearin mind at all times. Courage,
loyalty, and some impatience with other
beings are central, as is tolerance of
hardship and any waiting imposed by
physical (rather than administrative)
necessity. Younger Ghashruan (up to
about 28-30 Terran years) tend to the
greatest adventurousness, and have an
impulse to ‘prove themselves'to anyone
who they respect; their elders will form
and declare strong group loyalties, often
combined with some vague loyalty to
the Federation. All loyalty is to the death,
although Ghashruan will demand fair
treatment within their chosen group.C]
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A Cémplete. AD&D City by Daniel Collerton

Part 6: Darkrise on Irilian

:

This is the final instalment in the series which has been descrfb:?.a small AD&D town, Irilian, and providing a sequential
e

scenario; The Rising of the Dark. As before, it is intended for a mode:
some assistance from Irilian’s characters. This issue’s scenario carries on

for a glossary and nomenclature key.

The Tunnel. The mist wall will follow the party
along the east passage, cutting off light and
sound from the well. The walls, shedding a
dim white radiance, will gradually become
obscured as tendrils of black mist start to
twine across the walls and floor. These ten-
drils grasp the characters and, although
insubstantial, their touch will numb: slowing
characters’ movements to half normal. Soon
the passage will be completely blocked; cut-
ting off all sight of the Light ahead. Then two
Shadow Demons [FF] AC9,5or 1, HD 743,
Move: 127, No of Attacks: 3, Damage: 1d8/
2x1d6, Special Attacks: To Hit plus in low
light, Special Defences: Immune to fire, cold
and lightning. Others depending upon light
level. HP 28, 24, will step out of the walls and
attack.

After defeating them and moving on, the
thunder of rapidly approaching hooves
mixed with the howls of wolves and screams
of'Deore Rys’ (Dark Rise) will be heard. From
the mist ahead will burst two Death Dogs [FF]
AC7,HD 2+1, Move: 12", No of Attacks: 2,
Damage: 2x1d10, Special Attacks: Disease,
HP 9, 7, closely followed by a Death Knight
[FFIAC0,HDS9d10, Mave: 12", No of Attacks:
1, Damage: 1d8 (Longsword), Special
Attacks: Spells, Special Defences: Spells,
Magic Resistance: 756%, HP 39, mountedon a
Nightmare [MM] AC -4, HD 6+ 6, Move: 15"/
36", No of Attacks: 3, Damage: 2d4/2x2d4+2,
Special Defences: Smoke screen, HP 41.
These will fightto the death. However, if they
appearto be winning, a roar of Light from the
passage’s end will engulf and destroy them.
The Light comes from a ball of burning light
in the centre of an arched chamber which
opens out after halfamileorso.

The fire is a manifestation of the Light
which has been protecting the party so far. A
character must, of her or his own free will,
step into it. Then the fire will blaze up, blind-
ing everyone for a turn and consuming who-
ever stepped into it. It will then fade to reveal
the naked character, unchanged butfora
coruscating aura of blue-white diamond fire,
which flares about it.

With extreme effort, the character may
extend this aura to encompass a thirty foot
radius about ltself, destroying any manitesta-
tions of the Dark in the area. This is so
demanding that It may only perform this five
times before being destroyed.

In stepping into the fire, the character
becomes part of the Light; the Lightchild.
Through the Lightchild Irilian may be saved
although, as It will realise, the prophecy song
must be fulfilled. This means that the Light-
child must be consumed in a funeral pyre;
specifically in the Temple fire pit. The Light-
child has 100 hit points for the purpose of
attacks by Children of the Dark [see WD46for
Dark Children], and will need to get to the
Temple.

The party will be able to reach the well with-
outdifficulty but they will discover a group of
10 Ore Dark Children [MM and Part 5] AC 6,
HD 1, Move: 97, No of Attacks: 1, Damage:
1d8, Special Attacks: Possession, HP (Dark
[Body]) 6x6(6), 3x6(4), 5(4), who have roped
themselves down to the passage. Ifthese are
destroyed, the party may use these ropes to
climb back up.

Back on the Streets. Two rounds after the
party leaves the well, 30 Goblin [MM]
Darkchildren AC 6, HD 1-1, Move: 6", No of
Attacks: 1, Damage: 1d6, Special Attacks:
Possession, HP (Dark [Body]) 15x5, 10x4, 4x3,
2, will block the party’s path. These will be
joined later b}_‘r _ .

Round 1: 1 Troll [MM)] Darkchild AC 4, HD
6+6, Move: 12", No of Attacks: 3, Damage:
2x1d4+4/2d6, Special Attacks: Possession,
Special Defences: Regeneration, HP 29(27).

Round 2: 2 Ogres [MM] Darkchildren AC 5,
HD4-+1, Move: 9", No of Attacks: 1, Damage:
1 dt‘l-{g]Spm:iaf Attacks: Possession, HP 20(16),
17(12). :

Round 3: 14 Kobolds [MM] Darkchildren AC
7,HD %, Move: 6", No of Attacks: 1, Damage:
1d4, Special Attacks: Possession, HP 10x3(3},
4x3(2). .

Round 4; 6 Bugbears [MM] Darkchildren
AC5,HD 3+1, Move: 9", No of Attacks: 1,
Damage: 2d4, Special Attacks: Surprise, Pos-
session, HP 4x12(11), 10(9), 9(8).

Round 5: 9 Orcs [MM] Darkchildren AC etc
as before. HP 6x6(6), 2x5(5), 5(4).

Round 6: 1 Frost Giant [MM)] Darkchild
AC 4, HD 12, Move: 12", No of Attacks: 1,

Damage: 4d8, Special Attacks: Possession,
Throw rocks for 2d10, Special Defences:
Immune to cold, HP 50(38}.

Round 7: 2 Minotaurs [MM] Darkchildren
ACB, HD 6+3, No of Attacks: 2, Damage: 1d4/
2d4, Special Attacks: Possession, Special
5)89(1?7:1}033: Surprised on a 1in'6, HP 32(27),

Round 8: 10 Unmounted Orcridan [Part 4]
Darkchildren AC 5, HD 1, Move: 9", No of
Attacks: 1, Damage: 1d8 (Longswaord), Spe-
cial Attacks: Possession, HP 10x6(4).

Round 9: 8 Gnoll [MM] Darkchildren, AC 5,
HD 2, Move: 9", No of Attacks: 1, Damage:
2d4, Special Attacks: Possession, HP 6x10(9),
2x919).

Round 10: 4 Flinds [FF] Darkchildren AC 5,
HD 2+3, Move: 12", No of Attacks: 1,
Damage: 1d6, Special Attacks: Possession,
HP 2x11(11), 2x10(9).

Children of the Dark released from the
Dark’s control will fight for Light. In round
two, the surviving Irilian Scouts will arrive to
help the party [Part 4 but down to half Hit
Points and with all spells used]. Four rounds
after that, the Gran Mareschal of the Monas-
terion [Part 4] will arrive with Sil, Ral, Quan,
Ged and their men at arms accompanied by
Teng; summoned either by the Light or Ras’s
horn. They will help the party to the Temple.

At the Mark Geard, the Irilians will be mak-
ing a final stand. The remnants of the Garde
and the Militia will be strung out from Dia-
mentRad to Geld Laen. Behind them, a dense
crowd of old men and women and children
are praying; above them, Aslas and her pen-
tacle still burn; and to their front, a wall of
mist hangs, poised. All around, lightning
forks from the stormy sky to the roof tops.

As the party appears, the mist will rise up
until it covers the entire western half of the
sky and then start to advance. The Lightchild
should go to the Temple fire-pit. As It does so,
the Temple will darken until the only light
comes from the figure in the flames. Gradu-
ally, the Light will increase until, cracking with
power and of a blinding intensity, it blasts

rately large, thinking party of 2nd to 5th level characters with
directly from where Part 5 Jeft off. See Part 1 [WD42]

from the Temple doorway, across the Mark

Geard, into the Dark; spreading, leaping from
house to house and person to person, until
the whole of Irilian is ablaze with white fire.

Around the town walls, the Dark will rise
higher; drawing greater power to itself before
tumbling over the walls and sweeping once
again to the Mark Geard. The Light will dim
then flare up, striking the senses from all in
irilian. When the population awakes, it will be
dawn; a golden sun rising into a cloudless
sky: The Dark laid. Of the Lightchild, there will
be no sign.

Aftermath. Within one seson of Darksfall, Iri-
lian will be much as it always was. When the
Light laid the Dark, all of lts works in Irilian
were undone; thus all who were trapped in
Blaec Fyr were released unharmed (the
humanoids wisely instantly taking to their
heels). Reconstruction will have finished by
then and prominent citizens will have resumed
their normal stations. (If the party failed, the
DM may start a new party off, either assum-
ing that the Dark never existed and that the
players’ knowiedge comes from living in Iri-
lian for a while, or having them penetrate into
Dark-controlled Irilian; attempting to lay It.)

if the party do survive, the Counseil will
vote them the following rewards: 1. To them
and their heirs in perpetuity; the freedom of
Irilian with exemption from all taxes (but not
duties) and automatic citizenship. 2. To them
andtheir heirs in perpetuity; lordship over all
the lands between the Iril and the Sil [Part 1]
from their confluence to the Scearp moun-
tains, subject to the Overlordship of the Coun-
seil Aef Irilian; with all the goods, chattels,
habitments, persons and incomes therein,
subject to a yearly tithe to the Counseil Aefiri-
lian. (Unfortunately, the lands to the north are
lost to Irilian and are occupied by several
major humanoid tribes and numerous mon-
sters; all of which will need to be pacified or
destroyed before the territory could become
profitable. Itis up to the individual DM to pro-
vide further details if wished.) 3. To them for
the remainder of their lives: a pension of 500
gold pieces each per year.

Teral Guthdohtor Aef Abbeie will express
her thanks by raising, resurrecting, healing
etc (except for the Lightchild who, by Its sac-
rifice saved Irilian, cannot be recalled by
any power on the Prime Material Plane) and,
of course, the other citizens of Irilian will treat
them like local heroes.

Irilian may be used as a basis for further
adventures by the DM. The party will have
made powerful allies and enemies, both of
which will seek to use them for their own ends
and the town is the ideal base from which to
subjugate their new territories.

Background Information
Irilian Law. There are four categories: Milit-
ary, Religious, Civil and Criminal. Each has
different courts and penaities and deals with
different crimes.

Military Law. Deals with all offences commit-
ted by members of the Garde and the Militia
when on duty. Crimes are reported to an
officer who then has the power to arrest the
suspect and confine him in the Rivereweac
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. Toruntilmal Minorcrlmes [thosepumshabia
by flogging) are heard before the Cornrnam
_dere Aef Man or Aef Hors. Serious crimes
_to the Garde Cort. This consists of the Gal
- Commandere, who acts as Profost—Mareschal
the Commandere Aef Hors and the Comman-
dere AefMan, Guiltis determined by a major-
verdict. The accused may nominatea
frtend to argue his case or provide his own
defence. Bribery may help a not guilty plea.
Punishments for criminal offences such as
theft, murder and rape are as in the Cort Crim-
inari, Miiltary crimes have these panahles

Cowardice: Fioggmg

Negligently carrying

outaduty: Flogg ﬁg

Refusing to carry F:rsr Offence —Flogging,
outan order: Second offence — Deat

- by drowning.

Desertion: Death by drowning
Mutiny: -Decfmatfon by drowning.

‘Flogging is usually 10-100 lashes with a sys-
temn shock roll needed to survive every 40.
Military Law is, in general, strictly enforced
although the Scouts tend to operate &l its
outer limits.

Religious Law. Crimes committed by mem-
bers of the Religious in Irilian and various
other crimes are tried by the Temple Cort.
This ismade up of the Abbeiess of the Abbeie,
the Gran Mareschal of the Monasterion and
the Primat Aef Irilian; conviction is by a
majority verdict and bribery is of some use in
swaying it. Accused must present their own
defences. Prosecutions may only be initiated
by a member of the Cort but anyone may
report a transgression with a request that it
be acted upon. The Brothors Aef Lagu will
usually hold suspects for trial. Conviction for
a civil or criminal offence in the Temple Cort
will lead to the criminal being unfrocked and
handed over to the Corts Civilis or Criminari
for a quick retrial and punlshment Penalties
for religious crimes are:

Desecration: Death by starvation.

Heresy: Death by burning.

Blasphemy: Minor (swearing)— 1 wika
in stocks by Temple door.
Major—Death by
starvation.

Sacrilege: Death by burning.

Hehglous Law is laxly enforced; it bemg
notoriously easy to secure an acquittal
because of the inter-cult squabbles which
dominate the Templa Cort's workmgs; .

Civil Law All wrong-doing mvo!vmg taxes,

- duties, debts, contracts, rnerchandtsmg and
property are dealt_ with in the Cort Civilis: the
Coroune, two Counseil members and the

Clerc [Part 4], Any Irilian may move a pro-

_ secution by a sworn deposition to the
Coroune who will then have a Landvogt
deliver a summons to the accused to appear
before the Cort. Both accuser and accused
may be represented by scrivener- lawyers
(aS39 2 Luft Met Weg). Conviction isby a
majority verdict; the Clerc does not vote
Punishments are: .

_ 'Evad:ng taxes or Fine equalto twft.‘e tbe
 duties: evasion plus 20 lashes.
Debt: Confiscation of property
. ~ tothevalueofthe sbr
: plus 50%. -
Breach of Contract Fine.
Fraud: - Fineplus up to 100 fashes.
Gwingfaise - Fineplus 1 wika inthe
- measure: Mark Geard stocks.

Action for damages Fine equal to damage
orlibel: _ doneplus50%.
Carrying outa Confiscation of tools plus
~ businesswithout fineand 1 wikainthe

Gild permission: Mark Geard stocks.

Finesra nge from Sﬂsp to ‘ID(}OOQp dependmg; -

- upon circumstances; averagmg a faw hun-

5 wrth their _
- The Cort Clw!ls is convened on Fyrdaeg of
 Storm, Waeter, Hael and Vale of each seson.
- Civil law i is not enforced in Irifian unless the

- asummons:

IRAN,

-dred sllver pieces Crlminals una{ale to pav a
fine are, if fﬂmbse' sold into slavery aieng
amilies to raise funds.

Counseil wants it to be. Thusitis used against
the populous rather than for it and abuses
against it, especially by Counseil members,
are very common and virtually unpunished.

_Criminal Law. This covers all offences against

person and property. Suspects caught com-
mitting a crime may be immediately arrested
by the Garde or any Irilian citizen; the latter
must, however, hand the suspect over to the
Garde as soon as possible. In practice, citi-
zens usually send a Hue and Cry rather than
attempt an arrest themselves. If the suspect
isnot. {:aught in the actor manages to escape
pursuit, any witnesses must make a sworn
statementto the Scirgetefa who will make out
a warrant for the Typstoef and Garde to
apprehend the suspect. Suspects awaiting
trial or punishment are imprisoned in the
Riverewaec Tor.

Crimes are tried before the Cort Criminari,
the Scirgerefa and four Counseil members
assisted by the Clerc. Convictions are by
majority verdict — heavily influenced by the
bribes offered. A defendant may be rep-
resented by a scrivener-lawyer. Common
punishments are:

Treason or
rebellion:
Murder:
Assault:

Death by hanging, draw-
ing and quartering.

Death by hanging.

First offence — Up to 500
lashes, Second offence
—Loss of lefteye, Third
offence - Death by
beheading.

First offence — Loss of left
hand, Second offence —
Death by hanging.

First offence — Loss of
ears and branding on
forehead, Second offence
—Death by burning. _
First offence —80lashes,
Second offence—Loss of
r.t ht hand and nose,

Third offence —Death by

Rape:

Arson:

Theft

. hanging.
Failing to obey First offence — Confisca-
tion of all property,

Second offence —Banish-
ment under pain of death

. by beheadr‘ng.-
: Fa:lu reto obey
a memberoﬁhe :
Garde onduty: 50 i’ashes

Suspects whoare not arrested or who escape
from custady may be tried in absentia. If

- found guilty, they are declared Utlagu —out-
side the Law — and may be hunted down and

killed with impunity. The Cort Criminari sits
on Earthedaeg of each week; punishments
are usually carried out the fol lowing

~ Monadaeg. Although the criminal law is not
- quite so corruptly enforced as the civil law, it

is difficult obtaining a conviction against
someone wzth influence or, espacially,
mcmey

~ Trials. ]n damdm‘g whether a character iscon-
~ victed of a crime or not, the. DM should con-

sider the following points.
The character’s standing in Irilian: citizen
or non-citizen, rich or poor, respectable or

adven!urcus ‘charismatic or not, famous or

notorious, popuiar or not, and so forth The
number and standing of witnesses. The
standing of the person moving the prosecu-
tion. Material evidence. The political position
of the Counseil. The characters and political
positions of the members of the Cort. The

~ bribes paid on both sides and the Bribe Leueié

of the Cort. Bearing these in mind, the DM

should arrive at a percentage chance for con-

viction whlch can than be mihad against.

et

Hue and Cry. Alerts all those within 80 feet
~ who will attempt to pumue and grapple the

suspect so renderin § him or her incapable of
action until the Garde arrives. Up to 3d20
people may form the pursuing crowd; all with
the a:atisncs of normal Irilians. None will risk
their Iives

Encuunters; With a little thought, most
encounters may be used to lead on to some-
thing. The suggested encounters given
should be changed or ignored as circumstan-
ces dictate, and varied with the time of year
as well as of day since festivals, for example,
will dictate what is happening on the streets.
Encounters may either dlrectév involve or be
witnessed by the party; in the latter case, the
character tables may be used to find out who
else is involved. The character tables may
also be used as an index of all the ‘adventur-
ing’ characters and shops in Irilian except for
Teral Guthdohtor Aef Abbeie [Part 2] who
does not leave the Abbeie and so does not
fi?ure_ inthem. Encounters take place on a roll
of 1 on a d6, which should be rolled once per
turn spent out on the streets of Irilian.

Dagung to|Middaeg [Doskta  Middneaht
- Mlddae’ﬁj to Dosk |Middneaht toDagunSg
Accident 003075 001075 |
Addict D76-090 | 076-100) 076-130 | 026-075
Bandit 091-0985 | 101-110| 131140 | 076-090
Bat 1431:145 | 091-115
B | 096-220 | 111-266, 146-285 | 116-165 |
Blood Hawk 221-230 | 256-2651
Booka : 231-245 _
Caravan 246-320 | 266-340| 296-305
Chamberpot, 321-395 | 341-345] 306:330 156-185
Character | 6-470 | 346-420, 331 405_._ | 186245
Costermionger | 471-585 | 421-545
Doppleganger 586-590 | 546-550 506. 510 246-250
Drunk 591-6800 | 551-570; 511-590 | 251-325
Es&apeermal 601-640 | 571-595
Fieg __| 641-666 | 596-620! 591-620 | 326-460
Foed Vandor | 6B6-740 | 621715 621-770 | 451-500
Galtrit | 741-745 |
GangFight | 746755 | 716.720| 771805 | 501-600
Garde 766-7B0 | 721-745 BOG-860 | B01-780
Jragh s s S e
786- 835 ?46—810 861-810. | 781-79%
Kidriap T96-805
Killmoutis B36- 840 i
{Mob Riot B841.850  B11-825 911925 | 806-810
Monster g@? -855 | B26-8307 926-930 | B11-820
Mugaging 56-860 B31-835| 931-950 | B21-870
Pilgrim 861910 | B36-885 |
{Poltergeist. | 951-865 | 871-880
Preacher 911-960 | B86-955| 966-965
Prostitute | 961-965 | 956-960  966:970 | £81-920 |
Rabid Animal | 966-990 | 961-995 1985 |
Rats : 991-995 | 986-995 @ 921-970
Spiders 996-000 | 971-995
Undead et | | 996-000
Was : 996-000 | 996- 00[}. :

Encounter Descnptlo .

Accident. Someone stumbles and falls or a
runaway animal hits him or her: roll under .
dexterity on 1d20 or suffer 1d2 (fall) or 1d6
{animal) damage.

Bandit/Brigand. A group of robbers [MM]
from the wild areas to the north, visiting lri-
fian to dispose of loot and lndulge Lookmg .
for trouble. ’ -
_ Bat, 1d10 Giant Bats £FF}, 10% of the time
accompanied by a Doombat [FF], flit around

~ and, if not kept at bay by fire, attack.

Beggar Awhlnmg beggar with trivial infor-

mation paws at cloaks; demanding largesse.
Blood Hawk. 1d4 Biood Hawks |FF] swoop
~ to the attack.

Booka. A Booka [FF] is surprised while
going about its household chores. -
Caravan. A group of traders pass. Usually :
farmers from the surrounding coumrysade.

around market days, possibly a Merchant
Caravan [MM]; or, very rarely, a g;‘oup Dfnonn -
humans, dwarves [MM], elves [MM] or -

. Fnomes [MM]; or, rarer still, orcs [MM], gob-
~lins [MM], or kobolds [MM].

Chamberpot. A hail of ordure descends
from a window causing a loss of 12+1d4
points of charisma until a bath is taken.

Character. Someone approaches to offer/
request information/help/abuse etc. Roll on

_ the following tables then look the character
_' up to flng:i possible r&aSons for !hm r appfaach,

1d20 '
1-19. Nérmallrlltan
20. Character

23




- )
I
| _QPALE WEG N
I m
g | s
1 1 ! |
o~ =] | |
" G { Caravan Pi I
I 7 L
£ ] I |
.‘4, - I
¥ . :
(2] | Tyt L
2 |
R = =
>[as26 | G '
m
= |
1

ML G
-~ AECTOR K
A ] I
G1 ' |
- ! - | HE !
> T
" : n 'gg?' I_' 1 | I‘r
y . 15 1 8 | a
H 3 |2 | GRIFOUN RN A S ST
m o 11 B K |
8 (! | : LT | |
e £ '; I Ir | |
]
o | ; e T |I
- t | I ] (] (] |
1 Lt e R :
=
MONASTAN CLOS

as30
Ol [\ 0s

MEGN GAET

A

Ny e T —— AR
. = I J |'[_.r_‘:f_, i




TEMPLE

TEMPLE LAEN




RILIAN

Normal Irilian (Part2), 1d10.
~1.Child, Male -

2. Child, Female
3. Adolescent, Male
4. Adolescent, Female

5. Young Adult, Male
6. Young Adult, Female
7. Middle Aged Adult, Male
8. Middle Aged Adult, Female
9. Old Adult, Male

10, Old Adult, Female

Character, 1d100
01-17. Cleric
- 18. Druid
19-62. Fighter
63-65. Paladin
66-67. Ranger
. 68-72. Magic User
73-75. lllusionist
76-82. Thief
83-84, Assassin
85. Bard
86-93, Merchant
94, Sage
95-98. Houri
99-00. Other

Roll 1d10 for status or of parents or spouse
1. Sundi Roll on shop
2. Mastercraftsman shop lists
3. Journeyman {Parts 2-5)

4. Apprentice for occupation
5. General Labourer
6. Porter
7. Animal Handler
8. Personal Servant
9. Farmhand
10. Other

Clerics
1. Chantrman (1)

2-10. Sisters Aef Abbeie (2)
11. Aslas of the Temple (3)
12. Miril of the Temple (3)
13. Pelnos of the Temple (3)
14. Pelase of the Scouts (4)
15. Teng Aef Monasterion (4)
16. Arkis Aef Monasterion (4)

ruids \
1. Acfyst(3)

Fighters
1. Ininae ofthe Grifoun (2}
2. Tislim of the Grifoun (2)
3. Uzuid the moneylender (2)
4. Kullut of the Heafod Aef Orc (3)
5. Sulliga of the Heafod Aef Orc (3}
6. Tirages of the Heafod Aef Orc (3)
7. Firga of the Heafod AefOrc(3)
8. Zigul of the Heafod Aef Orc (3)
9. Sigil ofthe Heafod Aef Orc(3)
10. Agrea of the Heafod Aef Orc (3)
11. Dirim the Moneylender (3}
12. Dirima, Dirim’s wife (3)
13. Thori, Dirim’s son (3)
14. Bombas, Dirim's son (3)
15. Lelfos of the Garde (4)
16. Irsim of the Garde (4)
17. Helas of the Garde (4}
18. Bisil of the Garde (4)
19. Nireal of the Garde (4}
20. Sesil of the Garde (4)
21. Jiral of the Scouts (4)
22. Brehen ofthe Scouts (4)
23. Garli,Erea’s husband (4) _
24. Ankra, Erihim’s bodyguard (4)
25, Telnon, Garos' bodyguard (4)
26. Giniel, Garos' bodyguard (4)
27. Erin, Pelos’ bodyguard (4)
28. Aran, Pelos’ bodyguard (4)
29. Distrian, Pelos’ bodyguard (4)
30. Kilmin, Pelos’ bodyguard {4)
. Brothors Aef Lagu (4)
42, Erizeal of the Thri Seorra (4)
43, Rigisilofthe Thri Seorra (4)
44. Ugilin of the Gnome Juel Aef (5)
45, Kuldug ofthe Gnome Juel Aef (5)
46. Zigfa of the Gnome Juel Aef (5)
47. Perilas of the Sclava-freodom (5)

48. Gisiral ofthe Gild AefVenteners (5)

 Paladins

1. Serial Aef Abbe = (.}
2. Ankos Aef Abbeie (2}

Rangers
1. Tivean of the Heafod Aef Orc (3)
2. Anhalas ofthe Scouts {4)

Magic Users
1. Elas of the Scouts (4)
2. Yhoudeh ofthe Scouts (4)
3. Kirea of the Scouts (4)
4. Arien, Elisim’s bodyguard (4)
5. Zotaquaan Aef Tor Wysard (5)

Hlusionists
1. Imilos of the Scouts (4)
2. Ereaofthe Counseil (4) -
3. Djhela of the Gnome Juel Aef(5)

Thieves

. Agroth of the Beggars (3)

. Shila of the Beggars (3)

. Hirean ofthe Gealgagang (4)
. Korsal ofthe Gealgagang (4)
. Korseal of the Gealgagang (4)
. Pireal of the Gealgagang (4)

. Gildas of the Mark Geard (4)

. Staet Gang member (2)

by —
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Assassins
1. Alis of the Hashishiyy (3)
2. Daergne, Alros’ bodyguard (4)

Bards
1. Gilos of the Grifoun (2)

Merchants
1. Tirouv, Gild Faector (2)
2. Alros of the Counseil (4)
3. Dareon of the Counseil (4)
4. Elisim of the Counseil (4)
5. Erihim of the Counseil (4)
6. Garos of the Counseil (4)
7. Pelas of the Counseil (4)
8. Pelos of the Counseil (4)

Sages
1. Timis (2)

Houris

1. Tiralle of the Heafod Aef Orc (3}

2. Elhiri of the Heafod Aef Orc (3)

3. Giriel of the Heafod Aef Orc (3)
NB: Bracketed numbers show the episode the
character first appeared in. /

Doppleganger. One of Erihim Stormboi’s
clan [Part 4] is recognised as a Doppleganger.

Drunk. A singing, a dancing Irilian (roll on
character tables) attempts to foist his inebri-
ety upon others. Reject, and a fight may
result. = -

Escaped Animal. An animal from the Mark
Geard [Part 3] makes a break for freedom.

Fire. A house is engulfed in flames. 1d8-5
people are trapped inside with 2d4 rounds
before the fire reaches them.

Food Vendor. A street vendor sells uniden-
tifiable grilled or fried things for to eat.

Galtrit. A Galtrit [FF] is disturbed, rises from
the muck and sinks its teeth into whoever is
nearest. . :

Gang Fight. Two or more Staet Gangs
[Part 2] dispute territory.

Garde. On duty: a patrol [Part 2] shakes
down passers-by. Off duty: brutal and licenti-
ous soldiery makes advances.

Hornet. 1d4 Giant Hornets |FF] buzz the
street.

Hue and Cry. Conscientious citizens pursue
amiscreant [Part6]. _ _

Kidnap. If surviving, D'Hel and his followers
[Part 3] ‘ask’ a passer-by to join them for a ser-
vice to Gizherae. Otherwise, the Gealgagang
[Part 4] try an abduction, .

Killmoulis. A mischevious Killmoulis [FF]

practices its f?es upon a pedestrian.

* Mob Riot. Large number of citizens [Part 4]

- demonstrate against the Counseil, the Gods,

or whatever.

Monster. Amonster of one type or another '
(Purple Worm [MM], Thoqqua [FF], Demon

[MM], etc) appears and starts trouble.

Mugging. Roll on the thief character table
to determine the mugger and on the other
tables to find the muggee.

Pilgrim. A group of religious travellers
[MM] process past; usually headed for the
Monasterion but sometimes not.

Poltergeist. A poltergeist-propelled [FF} ob-
ject exits a nearby house; striking a passer-by.

Preacher. One of the Religious (roll on the
clerics table) warns of the dangers of all paths
but the One True Way.

Prostitute. A loose person walks the streets.
Roll 1d4. 1-3: amateur, 4; from the Heafod Aef
Orc [Part 3].

Rabid Animal. Roll 1d6. 1-5: Dog [MM],

6: Market animal [Part 3]. Bite gives acute, ter-
minal, nervous system dysfunction [DMG].

Rats. 1d6 Giant Rats [MM], 10% of the time
accompanied by 1d2 Jermlaines [FF], pounce.

Spiders. 1d2 Giant Spiders [MM] try to
enweb unwary strollers.

Undead. Roll 1d4; the result materialises
and attacks 1-Apparition [FF], 2-Ghost [MM],
3-Spectre [MM], 4-Wraith [MM).

Wasp, 1d4 Giant Wasps [MM] attempt to
seta nursery inside members of the populous.

Expanding and Detailing Irilian
In this series, enough information on Irilian
has been given sothatitcan be usedin acam-
paign without too much further work. Areas
which players are most likely to come across
have been detailed fully, while giving only
general descriptions of other areas — enough
to provide a foundation on which the DM can
build. This was due to space limitations but
also so that Irilian could be fitted into other
campaigns with the minimum of rewriting.
DMsfilling in Irilian’s grey areas may find the
following points useful:

In its overall structure, Irilian is very loosely
based up the ltalian city-states of the late mid-
dle ages and renaissance; in particular, Venice.
In detail and flavour, though, itis pseudo-
medieval English. Any good library will be
ableto provide background material and Paul
Vernon's excellent series, The Town Planner
[WD31-33], will also be very useful. The Irilian
language is a free variant of Old English;
words can be constructed by looking up the
roots of modern English words in an
etymological dictionary and changing the
spelling slightly. Finally, | wouidlc} e to thank
Dominic McAteer for his helpful discussions
of Irilian and AD&D. Remember, Irilian is only
asuggestion; if you do notlike it, changeit.C]
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Dickinson.

Morale

Napoleon is reported to have said that
morale was three times as important as
physical force, yet there is no real way of
simulating itin RQ except by INT rolls or
the leader making a CHA roll, neither
very satisfactory. Here are two contribu-
tions bearing on the topic which deserve
serious consideration. Paddy Barrow's
table should perhaps be applied with
caution, on occasions when a player
might well be expected to be suffering
from previous debauchery; but then
again, anyone can wake up with a head-
ache or a stomach-ache (especially the
latter when in foreign climes!), and there
are some obnoxious characters who
actually seem all the better for a night’s
drinking. The penalites and bonuses
could perhaps be scaled down, but it’s
worth a try. —0OD.

Daily Health
by Paddy Barrow

Nowhere is there any sort of reference
to how a player character feels on a cer-
tain day. It might sound pedantic, but
suppose he/she feels sick or has a head-
ache: this would certainly affect overall
performancein an adventure. So here is
a table to determine how the player is
feeling on any day. It could make a nice
change forthe GM to see an experienced
player erupt into a fit of coughing and
vomiting when confronting a solitary
Trollkin, as a result of the wild party the
night before.

d100
01-5 Uurrgh! Feel sick, head throbs,
feetand arms hurt. See Table 1.
A bitgroggy, maybe a few pains
here and there. See Table 2.
Perfectly normal.

Wow! Feel great, hyper-fit, ready
foranything. See Table 3.

06-15

16-95
96-00

Table 1-1d10

1 Everything wrong, a real griper;
50% effective in everything,
including spells.

Slightly better; 75% effective in
everything (round up).
Headache; -10% to all skills.
Lethargic; -15% to fighting skills
and-5% to all others.

Prone to spells of sickness, at
which point-10% to all skills; 20%
chance of being unable to fight,
due to heavy vomiting.

10 Dizzy spells: see Table 1a.

oo W

Table 1a — 1d8
1 Balance awful; -50% to fighting,
manipulation and stealth skills.

2-5 Slightly off-balance; -10% to
fighting, manipulation, and
stealth skills.

6-8  Veryoccasional spells; -5%to the
above.

Table 2 - 1d4

1 Bit stiff, muscle pains; -5%to all
except knowledge and percep-
tion skills, and spell using.

2-3 Feet hurt; move at 2 normal rate.

4 Normal.

Table 3 - 1d8

1 Fanatical; fights at +15% fighting
skill until below half total HPs
(first fight only).

2-3 Wide-awake and eagle-eyed;
+10% to perception until first
major rest.

4-6 Eager; +5%to fighting and
stealth skills.

7 Hyper-cool; feel as though you

could talk your way out of any-
thing, +10% to Oratory.

8 Incredible: tireless, eager +25%
to fighting skills, +15%to all
other except manipulation skills.
This lasts until three-quarters of
HPs are lost (first fight only).

Force of Will
by Dave Morris

Mental Discipline is a measure of the
force of a character’s will, the ability to
resist hypnotic patterns and melodies,
the demoralising howl of a Ghoul, or the
terrifying aspect of a demon. Lacking a
clear definition, the RQ rules usually use
a character’'s INT for this purpose, but
this is a very unsatisfactory approxima-
tion. Standing one’s ground in the face
of a Ghoul pack is not necessarily a sign
of intelligence, after all — and a Rune
Lord will surely be more self-disciplined
than the rookie Lay Member in his/her

retinue, even though both may have the
same INT.
A character's Mental Discipline Fac-
tor (MDF) is derived as follows:
MDF = %2 (CON + CHA + highest skill
+ 5)

CON is important on the principle of
mens sana in corpore sano; a high CHA
generally indicates a forceful and confi-
dent personality; and the character’'s
highest skill level shows how experi-
enced and disciplined he/she is (Speak
Own Language does not countl). Work-
ing out Griselda’s mental discipline, for
example, we find that with a CON of 16,
CHA of 15, and Shortsword skill at 100%,
she has a MDF of 17. If the Ghoul howl-
ing at her has a POW of 15, it would
have to roll 40 or less on d100 for a suc-
cessful demoralization.

MDF can be used in any situation
where an experienced character would
have an edge over an inexperienced one.
When there is an unexpected encounter,
for example, the GM might have each
character roll MDF times some modifier
to avoid surprise. MDF x 5 would be the
usual roll, but particularly startling
encounters might merit a roll of MDF x
4, 3, 2 or even as a percentage. Similar
rolls can be used as morale checks to see
ifthe NPC hirelings in the party turn chic-
ken when the going gets tough; again,
the extremity of the situation will deter-
mine the MDF modifier that applies.
Such morale checks should be used par-
ticularly on the first few occasions that
beginning characters encounter undead
of any type, to represent the superstiti-
ous terror that such beings can gener-
ate, out of all proportion to the threat
they actually represent. Thus, the first
time a character encounters undead, he/
she must roll MDF as a percentage or be
demoralized; the second time, the roll is
MDF x 2, and so on. Once the character
makes one of these rolls successfully,
this natural fear is conquered and he/she
will be okay in any future encounters
with undead. (On a roll of MDF x 5. |
would suppose; | feel this should always
be required, unless you make a profes-
sion of hunting them. —0D)O]
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Spirits

An Adventure for Bushido
by Oliver Johnson and Dave Morris

iz
F

(exorcism) services, performed over his
bones. The lord intends to test the mettle of
you, his young samurai, by sending you to the
village as bodyguards with Sonjo, a Buddhist
monk who will perform the necessary rites.

‘A rack of cloud across the light of evening
As ifthey too, those distant hills, wore mourn-
ing weeds.’ —The Tale of Genji

Player’s Introduction
Your lord is worried by reports from an outly-

ing demesne, in Kii province. Peasants have Sonjo the monk (level 3 Buddhist Gakusho)
5

been terrorised by a spectral figure on the Str: Damage: -1
moors north of Asamimura village. This ghost  Dft: 10 BAP: 5
appears to be a preta, or unquiet spirit, who Spd: 12 MNA: 1
will only be laid to rest by the proper segaki Hih: 12 BMA: 4
Wit: 20 Power: 40
Will: 25 Hit Points: 16

Skills: Jujutsu(13), Sacred Dance(16),
Rhetoric(16), Butsu-do(17), Raja-Yoga
(10), Gnana-yoga(11}, Tea Ceremony(14),
Meditation(12).

Sonjo is likely to take most of the credit or
blame resulting from the mission — the
players are being sent along merely as body-
guards. Sonjo is an enlightened (but not
Enlightened!) fellow and will see the value of
enlisting Ugestsu's [see below] aid.

Games Master’s Introduction

This scenario is loosely based around a set of
classical Japanese kwaidan (or ghost stories).
The games master should use his own judge-
ment and bring in suitable encounters when
appropriate rather than slavishly following
order, Read through the whole scenario care-
fully as this will provide ideas on how to pre-
sent each encounter,

Description of Asamimura Monastery/Village
The Moors
As the party approach Asamimura village

they will cross a stretch of barren moors, tak-
ing 4 hours. There is a 10% chance of an en-
counter every two hours.

1. 1-3 peasants (day only)

2. The Mujina (dusk or night only)
3. The Rokuro-kubi (night only)
4,1 viper

5.2-12 wolves

6. Watanabe Tetsu

The Mujina

Spirit Rank: 2 BAP: 12
Hit Points: 18 MNA: 2
ArmourClass: 1 BMA: 5

Zanshin: 1 Magi;: BCS: 11
Attack: Tanto, BCS 11, Damage 1d6 lethal.
Spell: Traitor ground (once a day).

She will lure people to her by sobbing and
moaning as ifin distress. She appearstobe a
normal woman, wearing a kimono made of
rich material. Her face, however, is a terrify-
ing blank, without eyes, ears or nose. When
the party is ranged around her she will turn
and reveal the true horror of her identity.

Qut to sea and over the ruined graveyard at
the monastery the dreaded demon fires, or
oni-bi, can be seen to flit among the night's
shadows. The squire’s manor, (fi-zamurai
Watanabe Tetsu) is now deserted and open
to the elements. Tetsu himself had his sanity
destroyed in an encounter with the Mujina.
If encountered, Watanabe Tetsu will demand
money from the party, swinging his katana
wildly while doing so. At other times he will
shout insanely about a ‘faceless woman’,
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Watanabe Tetsu (level 3 Bushi,
former ji-zamurai of Asamimura)
Str: 25 Damage: +2

Dft: 18 BAP: 9
Spd: 16 MNA: 2
Hih: 18 BMA: 5
Wit: 18 Hit Points: 40
ArmourClass: 1 Will: 25
Zanshin:

Atemi-Waza(14), Bajutsu(15), laijutsu{12),
Kyujutsu(14), Armory(10), Hawking(13), Fish-
ing(9), Tracking(10).

Equipment: Dai-sho, a few pieces of armour.

Since being driven insane by the Mujina,
Tetsu has wandered the moors terrorising
travellers. He is clad scantily and is extremely
dirty. Iftaken to the shrine of Ugetsu the kami,
Tetsu will recover his wits. He is a diligent
martial artist but somewhat greedy and
hardly of sterling character,

Because of him, the local peasants give the
area a wide berth; occasionally one may be
found, but it is more likely that he or she will
flee than stop and be questioned. If a peasant
is questioned he or she will report that ‘new
people’ have moved into the village, that it is
indeed the local ji-zamurai who wanders
about the moors and paddy fields half-naked
and mad (this with some embarrassment as
Tetsu was once a much respected and feared
man), thata holy innocent lives in the temple
of the monastery and is fed by pious villagers
from outlying areas, and, that despite the rui-
nation of the monastery, some kind spirit or
person still sees to it that the dead are buried
when they are left inside the temple gate.
They will also reportthattravellers have been
terrorised by a ghost on the moors, particu-
larly religious pilgrims and men of a pious
mien; they, themselves however never ven-
ture out onto the moors at night, so therefore
cannot verify this.

The Monastery

1. The Tori Gate. Beyond the gate stands a
leafy grove. Just inside it there is a small
offering table upon which various votive can-
dles burn. A pallet with a shrouded figure lies
before the table surrounded by bowls with
offerings of rice and fish. This is the corpse of
an old man left there sometime during the
day. If the party approach at night, they may
see the Jikininki appear and devour the
corpse and the offerings, but this will only
occurwhen all the candles on the shrine have
either burnt or blown out. As the players
inspect the pallet they may hear a rustling in
the undergrowth and then the sounds of
someone or something making their way,
rather clumsily, through the bushes. This will
be Hoichi who, having picked up his meagre
portion of food from tﬁe funeral party, is hur-

2 :
Skills: Kenjutsu(17) with Precision Strike(10),

riedly making his way back to the ruined
monastery before the Jikininki arrives for his
dinner. Scattered around the grounds of the
monastery where they are not obscured by
the entangling undergrowth will be seen
numerous go-rin-ishi (the five circle funerary
stone of Nippon).

2. Amidaji Temple. Deserted for a hundred
years and in some disrepair, mosses grow
upon the door posts, holes are visible in the
once-elegant sloping roof, trailers hang down
from the eves. Across what once must have
been an ornamental pond, the monk’'s quar-
ters have all but collapsed into piles of mil-
dewed boards.

Approaching the temple, a strong smell of
incende pervades the air, and (if Hoichi has
not been accidentally slain or is entertaining
Lord Akiyama's ghost in the graveyard) the
strains of an unearthly singing with accom-
paniment of the highest quality from the biwa
will be heard. At night, no light will appear in
the inner sanctuary where the music is com-
ing from. Unseen things will scuttle away at
their approach to hide behind statues and in
crevices in the cracked floor stones. The
players may be alarmed when Hoichi, pre-
senting a spectral sight, rises up beforethem
in the darkness; he will be naked except for a
loincloth, his body is covered with tattoos of
the holy sutras as a ward against evil spirits,
his unseeing eyes will have a glazed and
faintly luminous quality. Sonjo will recognise
the holiness of the tattoos immediately, but
he may be too late to prevent a nervous
player from striking...

Hoichi, the blind, rather timid, biwa (Nip-
ponese lute) player who lives in the ruined
monastery, will tell of certain nights when a
samurai comes to fetch him and takes him to
play before a great lord. Hoichi is unaware
that on these nights heis playing for the ghost
of Akiyama, who finds in the beautiful music
a momentary surcease from his torment.
Hoichi remains in the monastery precincts at
all other times and is safe from the Rokuro-
kubiwho dare notenter, He should be treated
as an ‘extra’ (one hit kills him) with a Biwa
BCS of 19.

3. The Island of the Kami. A small dilapi-
dated shrine made of stone and wood stands
on top ofthe pinnacle island. The shrine was
once connected to the mainland by a rope
bridge which hangs severed from the side of
the island. The bridge appears to have been
cut from the mainland where the cut-through
ends of the supporting ropes can still be
seen attached to stanchions. At night onj-bi
(demon fires) can be seen to flit around the
island, although they are not seen in the
shrine. The good Kami Ugetsu dwells in the
shrine. The Rokuro-kubi who wished to dispel
his benign magical influence from their stalk-
ing grounds, cut the bridge. Ugetsu will
reward anyone who repairs the bridge by

Instruction. The only way to reach the island
is to scale its vertical slopes from a boat; this
will be fatal in nearly all cases (a sheer climb
at -3 from Climbing capability) unless the
player makes use of the rope bridge for the
last fifty feet of the ascent. Despite its rotted
appearance, the bridge is still magically
imbued, and anyone making use of it will be
protected by Ugetsu.

Ugetsu, the local Kami, is a Jigami whose
shrine is set on a pinnacle of rock which could
be reached via a rope bridge from the cliffs.
The Rokuro-kubi cut the bridge to prevent
neighbouring villagers from making offer-
ings to him.

Ugetsu the Kami

Spirit Rank: 4 BAP: 10
Hit Points: 20 MNA: 2
ArmourClass: 5 BMA: 7
Zanshin: 2 Magic BCS: 8

Powers: Instruct, Fertility (fields), Fertility
(births), Control Phenomena within 1.2 Ri
{about 5 miles) of shrine.

Spells: (four times a day each) dark circle,
master of the green, confusing gaze, burning
touch.

Skills: Tonfa-te 14, Nunchaku-te 14, Popular
Dance 16, Fishing 16.

Ugetsu will appear as an impressive man in silk
robes of green dyed with subtle patterns of
brown reminiscent of the paddy fields.

4: The Graveyard. Here there is a 20%
chance of an encounter every two hours.

1. The ghost of Tadafune Akiyama (nights of
the new moon only).

2. The Mujina (dusk or night only).

Two Torii gates (NW and E) lead into the
enclosed areas which is now extremely over- -
grown with ferns and bramble. Around the
walls stand the moss-covered go-rin-ishi
(five-stone tombs) commemorating Lord
Akiyama’s men. In the graveyard, teetering
upon the edge of the eroded cliff-face, stands
a larger go-rin-ishi which covers Aki¥ama’s
grave. An inscription on one of the stones
bears the lord’s name although this is totally
obscured by moss and lichen. Underneath
are lines commemorating the sea battle that
took place off Asamimura in which Akiyama
perished. Players with a good memory for
music may recognise in them parts of the
songs recited by Hoichi in the temple (thatis,
if they have heard them). In front of the larger
tomb and right atthe edge of the cliff, there is
an area of flattened grass and bracken where
it appears someone has been sitting. Hoichi
will be seen to sit here as he recites in front of
the tomb at night; Akiyama who leads him
down to the cliff's edge from the temple,
fades into the five stone tomb at the begin-
ning of the recital. The tomb could be said to
resemble a seated man. Akiyama's treasure
will be found buried underneath his tomb
next to his funerary urn. [see stats.]

The oni-bi frequent the graveyard at all
times of the night, and many can be seen
whirling around Hoichi's head during his per-
formance. Oni-bi are harmless supernatural
manifestations.

At the edge of the eroded cliff parts of the
graveyard’s wall and the lesser tombs hang
over empty space. Looking down one can see
human bones protuding from the cliff-face
where Akiyama's men are about to return to
the watery grave a hundred feet below from
whence they were pulled.

On rough stormy nights a dreadful wailing
can be heard to come from out at sea. The
waters are said to be haunted by the ghost of
a noble warrior, Tadafune Akiyama, who 200
years ago, died with several of hismenina
sea-battle against a band of girates. Their
bodies were brought in and buried up on the
cliffs and Amidaji Temple, a small Buddhist
foundation, was then set up to commemaorate
their deaths. The sea has since eroded the cliff
sothat halfthe original graveyard has collap-
sed away, spilling the mortal remains into>
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[>the waters below — or sometimes onto the
beach, where the Rokuro-kubi come to feast
on the rotted corpses. The spirit of Akiyama
grows increasingly restless as his own grave
will soon be breached by the erosion. His
ghost roams on nights of the new moon—for
onsuch a night was he slain—seeking a priest
who will rebury him and perform the Segaki
service to quieten his spirit.

The Ghost of Lord Akiyama

Spirit Rank: 5 BAP: 10
Hit Points: 45 MNA: 2
ArmourClass: 10 BMA.: 5

Zanshin: 2

Attack: Katana, BCS 19, Damage 1d6+3 lethal.
Treasure: In grave, a netsuke of a ki-rin (The
Steed of Heaven from the Bushido rules, 3
charges).

The %host is a Shura, gauntand wild-eyed but
much as Akiyama looked when alive. He
speaks in a hollow tormented voice, com-
manding those before him to retrieve his
body from its grave on the cliffs and to give it
proper burial elsewhere.

5. The Anjitsu. Here stands a simple stone
tomb covered by moss and lichen. Below it
lie the mortal remains of the bad Buddhist
priest Hobei, now a Jikininki. Players passing
near the grove whilst Hobei is still in human
form may hear a faint moaning sound, and,
approaching nearer, even the sound of grat-
ing teeth. Instead of the tomb, the players will
see an anjitsu or hermitage, in the form of a
small cottage constructed of stone, with a
sloping, gabled roof made of wood. This will
disappear once Hobei has made his confes-
sion and segaki rites are performed over his
body, or when in gaki form.

The Jikininki (corpse eating Gaki)
30

Str: pirit Rank: 3
Dft: 20 Hit Points: 25
Spd: 20 ArmourClass: 5
Hih: 3 Damage: +3
Wit: 5 BAP: 10
Will: 33 MNA: 2
Zanshin: 2 BMA: 7

Magic BCS: 8
Attack: 2 talons, BCS 12, Damage 1d6 lethal

Jo, BCS 14, Damage 1d6+3 subdual.
Spells: Three uses per day of shadow cloak,
as cast by level 2 Shugenja.

Powers: Bewilder (treat as Awe but victims
never pass out and the effect vanishes when
Jikininki departs). Minor Invulnerability
(takes half damage from non-magical
weapons).

The Jikininki is a kind of Gaki. This one was
called Hobei, an ex-Buddhist monk. He usu-
ally appears as a normal man, dwelling in his
anjitsu (priest’s hermitage). He feeds on corp-
ses left at the temple gate. This takes five
rounds, and if Hobei is wounded he recovers
5 hit points by eating a corpse. Hobei will fight
if thwarted from reaching a corpse but once
heis glutted he will depart. In his human form,
Hobei is surly and irascible but basically con-
trite about his condition. He was an avaricious
priestwho thought only of the payment when
he performed burial rites, and this dishonour
has caused him to become a Jikininki. If the
party somehow find out the truth about him
and confront him with it he will break down in
shame and ask to be given Segaki rites. After
the rites have been performed he and his hut
will vanish, leaving the players beside
Hobei’'s moss-covered tomb. Burning the
body is not necessary.

The Village of Asamimura
Consists of a small ji-zamurai mansion and a
dozen or so peasant huts.

By night Asamimura is stalked by such
grisly nightmares as the undead Jikininki and
the faceless Mujina.

The village of Asamimura is in fact quite
desolate — though it appears to be inhabited
by a few hardy peasants these are actually
Rokuro-kubi. By nightthey hunt, with a 16%
chance every two hours of returning to the
village.

The Rokuro-kubi

Spirit Rank: 2 BAP: 12
ArmourClass: 6 MNA: 2
Zanshin: 2 BMA: 5

Attack: Bite, BCS: 12, Damage 1d3 lethal.
Hit Points: Headman 15, Strongman: 18,
Others 10,11, 6,8,9,10, 6, 4.

Treasure: 2silver, 40 copper on their persons
and hidden in their huts. The Rokuro-kubi all
act as classic ‘Average Men’ by day. The
Headman is crafty and Strongman is slow-
witted; all the others (three women and two
children plus men) are of average intelligence.

They appear by day as humble fishermen/far-
mers of the village. They will be hospitable
and put up the party in the dilapidated manor
where the squire Tetsu lived. At night they
revertto type and will attempt to devour num-
bers of the party. If the party approaches
Asamimura at night they will find the village
apparently deserted with several headless
bodies, in a state of perfect preservation,
lying in some of the houses. Moreover the
necks of the bodies will not appear severed,
but look as a stalk does when a leaf has been
plucked from it. The Rokuro-kubi dislike
Hobei the Jikininki—he devours corpses they
would like for themselves. They will tell the
players that a gaki stalks the monastery
grounds and it is probably this that has been
terrorising travellers on the moors.

6. The Village Offering Table. Closer obser-
vation will reveal that the stone shrine at the
centre of the village dedicated to the local
kami, Ugetsu, has had some of its stones dis-
lodged, perhaps in a gale. This damage has
not been repaired, and further disrespect has
been shown to the kami in that the fallen
stones now serve as mooring stones for the
fishing boats drawn up on the beach. The
fishing nets laid out as if to dry next to the
boats will also be seen to be in some state of
disrepair if looked at closely.

7. Beach of Skulls. On the northern edge of
the beach, underneath the cliffs, players may
spot what appear to be small boulders and
bits of white driftwood strewn about. On

closerinspection they will be seen to be skulls
and bones of Akiyama's men eroded from the
cliff above and washed up on the beach by the
tide. These relics will be brown in colour;
scattered amongst them are the far whiter
bones of the Rokuro-kubi's latest victims.

8. The Ji-zamurai’s Mansion. There is a 15%
chance of an encounter for every two hours
spent in Tetsu's dilapidated house.

1. The Mujina (dusk or night only)
2. The Rokuro-kubi (appearing as normal
peasants if during the day)

On close inspection, a few things will appear
to be amiss:

(i) The floorboards of many of the rooms
and also that of the teahouse appear to have
been prised up and then roughly hammered
down again. The garden appears to have been
dug over thoroughly in a number of places
and the earth thrown back loosely to cover
the holes. This damage was caused by the
Rokuro-kubi looking for Tetsu's hidden gold.

(ii) One of the bedrooms (no 3) appears to
be not as dusty as the others. A few spots of
brown, dried blood may be found on the under-
side of one of the tatami mats; the Rokuro-
kubi’s |last victim was devoured here. A pil-
grim staff will be found to have been thrown
into the undergrowth of the garden.

(iii) A bow with a rotted string and a mil-

- dewed quiver of arrows will be found amongst

the weeds on the southern porch (B). A
target butt, partially obscured by climbing
plants, stands against the southern garden
wall (C); one or two arrow-heads are still stuck
into it. Two burnt-out torch stubs stand to
either side of it, set into the ground. Anyone
with any knowledge of archery may make
their BCS role to discover thatthe bow shows
signs of fine workmanship {a 3 Man-Rating
dai-kyu, worth 50 silver when refurbished).

Tetsu, was practising archery one night by
the light of the torches; suddenly he heard the
sound of sobbing coming from the bushes
near the butt. Fearing he had accidentally
wounded someone hiding in the under-
growth, he left his bow on the terrace and
approached the bushes. In the light of the
torches he saw a young woman kneeling on
the grass with averted face. As he neared her
she turned to reveal the terrible featureless
face of the Mujina. Tetsu has been mad ever
since and has never returned to the mansion.

Asuitof armour stands in the living room (A),
antique-looking with fine embossing. A now
extinct clan crest is set into the helmet (the
crest is of a wysteria blossom and is made of
enamel). A character must make his heraldry
BCS to identify as the Tadafune clan emblem.
The armour belonged to Lord Tadafune. Its
value is 90 gold pieces. Itis reputedly haunted,
and this has deterred the Rokuro-kubi from
pilferring it. This rumour has basis in fact; on
moonlit night a low ghostly moaning may be
heard coming from it. A player approaching
closer will hear Lord Akiyama's hollow voice
commanding him to find a Buddhist priest so
that his body may be reburied with proper
rites.

A chest (lock complexity 6) stands in the
storage room of Tetsu's manor. The chamber
is carefully concealed behind sliding panels
which resemble the woodwork of the outer
walls. (Wit Saving Throw to see a Hidden
Thing). Inside the chest are scrolls represent-
ing the deeds of the estate. There is also one
with Tetsu’s family name (Watanabe) setas a
seal into wax. Anyone opening it will be con-
fronted with the following poem:

In the place of cha no yu

Look westward to the setting sun,
Bright beneath the water
Brighter fish than goldfish swim.

(This refers to an urn sunk by Tetsu in the
middle of the pond, in it will be found 9 gold
pieces).

Such accessaries as torches, ropes, linen,
will be found in the kitchen.[J
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TREASURE CHEST

DMs Introduction

The Necromancer [WD35], Malmort was
recently forced to leave the town of
Arkand, as his vile and evil practices had
gotout of hand. He escaped with his ‘life
(badly wounded) and a few meagre pos-
sessions, including his Dorianic Portrait
[see below].

He moved into an ancient burial bar-
row near the village of Coldbrook, itself
about 50 miles from Arkand. Here, he is
continuing his depraved research and
has already grabbed several victims
from the village to manufacture a few
ghouls before returning to Arkand to
have his revenge.

’

Dorianic Portrait
By M Abrahams
A necromancer can use this to forestall
the effects of age, physical evidence of
evil, hit point damage and diseases. The
portrait allows the necromancer to live in
society without seeming obviously vile.

To create a Dorianic Portrait a top
quality full-size portrait must be obtained
(at suitable expense). This must be pre-
sented to the necromancer’s god during
a ceremony at which the ‘minimum an-
nual sacrifice’ [see WD35] must be made.
If his god grants the necromancer’s wish
(60% chance, only attempted once a life-
time) the portrait will absorb the visible
effects of evil into itself, so the picture
ages whilst the necromancer looks as
young, healthy and ‘good’ as the day of
the ceremony. The loss of charisma due
to level rises is negated and the necro-
mancer seems a reasonably ordinary
man (assuming he was not too corrupt
when he created the portrait).

If a saving roll vs death magic is
made it will heal combat damage — up to
1d4.a week, and diseases may be trans-
ferred to the portrait. Keep a note of all
da ma?e and diseases transferred in this
way. If the portrait is destroyed then all
the evil and stored years are transferred
back to the necromancer, wherever he is.
This also happens when the canvas rots
of its own accord. The necromancer’s
charisma will drop to zero and he may
well be killed by the loss of hit points/
diseases. The canvas lasts d20 x 25 years,
If the necromancer dies in combat then
the canvas will crumble and inflict its
burden on the corpse.

Consequently, Malmort is now look-
ing relatively normal.

Players Introduction

The players are passing through the vil-
lage of Coldbrook (or any village the DM
would like to use this for). Not unnatur-
ally, they decide to spend the night in the
village inn.

Immediately apparent is an atmos-
phere of fear and insecurity. Nobody is
found going outdoors at night, windows
and doors are securely locked and
boarded etc.

The village headman will approach
the players, offer them a drink and tell
them this story:

‘There have been several disappear-
ances recently. Search parties have been
completely unsuccessful —no tracks have
been found, no clues — nothing. The
shepherd-boy, Glamis, returned last
night from his day’s work completely
insane and babbling. He is now athome
in his bed, raving.’

Treasure Chest is a regular D&D
department. This issue we pre-

sent a short mini-scenario based

around some readers’ magic
items for a low level party, by
Jamie Thomson.

The

He will offer 160gp (all the village can
spare) to the ‘warrior adventurers’ if
they'll help the village, discover what's
going on, and put a stop to it.

The players should visit Glamis in the
morning. All they will be able to gather,
amid his delirious burblings, are the
repeated phrases, ‘'winged skull’, ‘howl-
ing of the dead’ and ‘the old barrow on
the hill’. Glamis is plainly terrified — out
of his wits with fear... The headman will
explain that the barrow on the hill is an
ancient burial mound, hundreds of years
old. Obviously, the players should pay it
a visit.

The players will be directed to the bar-
row and will find the entrance set into
the side of the hill, flanked by 3 large
Stonehenge-type stone blocks. A smell
of decay, foetid and dark, wafts from the
portal. Inside, is a single cavern — about
30’ x 30". Immediately, Malmort's Skull
Guard [see WD35 for stats| will attack
the players. Malmort himselfis nowhere
to be seen. After dealing with the Skull
Guard the players will see a large slab
with the body of a recent victim on it, in
some sort of state of preparation for
some diabolical necromancy. In a corner
of the tomb stands the portrait of an
extremely degenerate and evil looking
man. What's more the painting depicts
him as severely wounded —in fact barely
alive. A wooden desk (next to a straw
pallet) has various items on it — dead
rats, heads, bottles of blood, Books of
the Dead etc, of course.

Atthis point Malmort himself will enter
the barrow. (He was out getting food.)

ortrait

Malmort, 6th level Necromancer [WD35]
Str: 18.00, Wis: 7, Int: 16, Dex: 12, Con:
15,Cha: 10(5). Abilities: Evil Eye, Speak
with Dead, Animate Dead, Grave Noises,
Manufacture Ghoul, Sense Life, Create
Skull Guard, Unholy Strength of the Eter-
nally Damned (performed on himself).
AC: 10. Dagger, short sword, Ebony
Horn. Hit Points: 24.

Having realised he has ‘guests’ Malmort
(looking fairly normal), will do some
quick thinking and announce himself as
a messenger from the village (‘the head-
man wants to see you'’), to gain a few
moments time. Players may notice a cer-
tain similarity between Malmort and the
portrait if they make a saving roll against
intelligence. As soon as he can Malmort
will blow his Ebony Horn, ordering the
undead to attack the players.

Ebony Horn

by Mark Byn

This ornate b?ack horn does not require
a command word to operate but only
clerics, fighters, thieves and necroman-
cers can use it. Once per week it can be
used to summon undead. When the
horn is blown roll 1d10:

Die Number& Typeof  Chance of
Roll Undead summoned Control
1 1-20 Skeletons 100%
2 1-10 Zombies 100%
3 1-10 Ghouls 95%
4 1-6 Shadows 90%
5 1-4 Wights 85%
6 1-4 Ghasts 85%
7 1-3 Woraiths 80%
8 1-2 Mummies 75%
9 1-2 Spectres 75%
10 1Vampire/1 Ghost 70%/65%

On the round after blowing the horn the
summoner must concentrate on control-
ling the undead (+5% for necromancers).
Check each summoned creature indi-
vidually, those undead which are control-
led are completely at the summoner’s
command, those which aren't may do as
the DM wishes. If the character activat-
ing the horn is good then he/she will be
unable to control any of the summoned
undead and attack on the summoner will
be automatic.

The summoning lasts until the undead
are slain or until 2d4 Turns have elapsed;
whichever occurs first. Should there be
any additional undead (victims of vam-
pires, wraiths etc) they will disappear
along with their ‘masters’.

If the players seem to be defeating his
undead Malmort will Animate the
corpse onthe slab but will only enter the
combat if he has to. He won't try to
escape unless things are going very
badly and he has his portrait. Malmort's
main concern will be to keep the players
away from the portrait, or to separate
them from it. He will order his undead to
this end. He will become very agitated if
anyone goes near it. Destroying the por-
trait will cause Malmort to lose 22 hit
pointsimmediately and he will fall to the
ground, temporarily incapacitated —any
undead will stand motionless while con-
trol wavers (unless he's already
wounded, in which case he'll die — no
chance to curse). The players will have
one free round in which to finish him off
(if they‘ve any brains!).C]
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FIEND FACTORY

Fiend Factory is a regular department featuring readers’ monsters
for D&D and AD&D edited by Albie Fiore. This issue...

MINI-MONSTERS

Tiny Terrors to cause Trials and Tribulations

DIABOLO
By Phil Masters

No Appearing: 4-80
ArmourClass: 9

Movement: 8"

Hit Dice: 1d4

Treasure: Individuals, L; F, W, Tx3
inlair

Attack: Knife for 1-2 points of
damage plus spells

Alignment: Lawful evil

Intelligence: Exceptional

Diabolos are close relatives of kobolds
{with whom they very occasionally co-
operate), and are much the same size
but have paler skins, larger horns, less
strength and greater intelligence.

Each diabolo tribe is well organised
and possesses a spell-book with the full
range of first and second level MU
spells, plus 2-8 third level. Each tribe

member can read this, being a naturally
skilled magic-user, and any diabolo can
memorise up to two spell-levels (ie two
first or one second level spell) for use in
the normal way. In addition, all will be
familiar with the full range of magical
devices possessed by the tribe.

If a diabolo tribe is being randomly
determined, roll 1d20 for each member
and consult the following table for
spell(s) memorised;

1-3 two sleep

4,5 sleeppluscharm

6 twocharm

7-9 web

10 invisibility

11 sleep plus magic missile
12 charm plus magic missile
13 sleep plus shocking grasp
14 charm plus shocking grasp
15 friends plus magic missile
16 sleepplus(1)*

17 charmplus(1)*

18 magic missileplus (1)*

19 (1)*plus(1)*

20 (2)t

* (1) indicates any randomly deter-

mined first level spell.

t(2) indicates any randomly deter-

mined second level spell.

All spells are cast as if by second

level MU'’s.

For every ten diabolos encountered
there will be an additional leader type
with three hit points, able to memorise
an additional (random) first level spell,
operating as a third level MU and doing
1d3 with his knife.

Each diabolo tribe has a large chief,
armed with a 1d6 quarterstaff, rolling
twice on the table above for spells
memorised and then adding one second

.

and one third level spell at random from
the tribal book and with five hit points
and fifth level MU power. This chief will
have three leader type bodyguards.

A diabolo tribe has a 70% chance of
‘familiars’: 40% giant owls (1-3), 40%
iant weasels (1-4), or 20% wolverines

1-4). These will guard the lair.

As with their close cousins, the
kobolds, diabolos generally inhabit dark
places in overgrown forests or under-
ground. They hate bright sunlight, but
have excellent night vision and 60" infra-
red vision. In hand-to-hand combat in
bright sunlight, they operate at —1 to hit.

They also share the kobold hatred of
other life forms (especially brownies,
pixies, sprites and particularly gnomes
who they will attack on sight), and the
delight in torture.

In addition to their own tongue, align-
ment language and common, diabolos
also speak kobold, goblin, and orcish.
They are 75% likely to be able to speak
some others but this would vary from

individual to individual and would

depend on circumstances.

TROLLKIN

By Dan Lukacinsky

No Appearing: 1-3

ArmourClass: 3

Movement: 14"

Hit Dice: 1d8

Treasure: N

Attack: One bitefor 1d4 or
by weapon type

Alignment: Chaotic neutral

Intelligence: Very

The trollkin is a very strange combina-
tion of a brownie and a troll. They prefer
to livein small holes ormounds and are
somewhat sloppy. They love hard drink
and all cheeses. They speak Common,
Troll, Gnome, Halfling, Sprite, Pixie and
Brownie.

Ifthey carry aweapon it will usually be
adagger or a small net, sometimes many
will get together with a large net (10%
chance of being a Net of Entrapment) and
attempt to trap passing creatures, but
their favourite weapons are daggers
(55% chance of being magical). They
never carry anything but a daggeror net,
atleast none have been seen otherwise.

They hate gnomes, halflings and
dwarfs, but their mortal enemies are

32




FIEND FACTORY

pixies who they will attack on sight.

Trollkins have weak infravision at 20",
They may become invisible at will and
have limited spell ability usually one 1st
level magic-user spell determined at
random. Like trolls, they regenerate 3hp
per round and may rebond severed
limbs. Also once per day they may call
lightning as the 3rd level druid spell.
Tﬁey are surprised only on a roll of 1 on
a d6. They make saving throws as a 5th
level fighter.

Very rarely a trollkin may be of a
player-character class (4% chance). It
may progress up to 5th level as a thief,
up to 6th as a fighter or up to 8th as an
assassin.

Trollkins vary in colour from grey-
black to sandy-brown. Their eyes are a
hazel or light-green. Hairis dark to light-
green. They are surprisingly strong —
+1 on any damage they inflict. They
wear finely crafted leather garments and
boots. At 3' tall they are on good terms
with most forest creatures. They have a
life-span of 3000 years.

TRIST
by John R Gordon

No Appearing: 1
ArmourClass: 10

Movement: 0" but can be carried
Hit Dice: 1 hit point

Treasure: Completely variable
Attack: See below
Alignment: Chaoticevil
Intelligence: Very high

The trist is an asexual, truly malignant
creature. Itis born atany source of great
evil or hate (an evil temple, or the site of
a massacre, etc). A large (2'x2'%'), clear
crystal egg appears, inside which the
tristitself lives. The egg is fragile and will
shatter at a blow, killing the delicate trist
inside, which is suspended in ethereal
liquid. The trist appears as a neckless,
shrivelled humanoid head, green,
wrinkled, slimy and continually moving
and twitching. Its eyes are cold, devoid
of mercy or passion and its thin mouth is
arrogant. The ‘head’ is surmounted by
fibrous, rootlike, growths in constant
motion, which give the trist buoyancy.
Then it waits to be found, feeding on
the evilemanations at its birth-place. For
the trist feeds on hate and ceases to exist
without it. Thus the trist is always

scheming to create hatred, upon which
it can feed. The trist can charm up to 3
creatures (who must save v magic if
within 30’ of it). If they fail, they will
become fanatically loyal servants of the
trist for as long as it lives, and will carry
itabout with them so thatit can carry out
its evil deeds. The trist communicates
with anyone who comes within 6" of it.
Once 3 creatures have been charmed,
the trist cannot control any more until 1
or more of them have been killed.

(Note: itis unlikely that the players will
find the trist just after “birth” and be
charmed by it. More likely they will find
itatthe heart of some chaoticand seem-
ingly senseless situation.)

The trist then moves with its fanatical
servants, usually to a town, to stirup and
generate hatred. Itis in planning this that
the trist needs considerable cunning and
intelligence, as well as ruthlessness (it
will not hesitate to have one of its own
servants killed to acquire a more impor-
tant one). Hate can be generated in so
many ways; setting different races off
against each other; encouraging
oppressive government and/or revolt;
even throwing down money in the streets
to generate greed and hatred orthe unfair
favouring of unpopular individuals.

If the trist is found when its followers
are not at hand to defend it, it will try to
convince the playersitis a good or neutral
harmless keeper of information.

Note: should evil players attempt to
enter the trist's employment, it will
merely pay out uneven and unfair wages
to the players, to generate hatred bet-
ween them. (It feels no need for servants
other than its own charmed fanatics).

The tristisimmune to sleep, charm and
suggestion spells and has the psionic abil-
ity of Unlimited Telepathy. Itisimmune to
psionic attacks except Mind Blast.

With their 4’ (average) wing-span and
blood red eyes and beak, Krowks are ter-
rible, black crow-like demons from the
Planes of Hell and the Abyssthat feed on
the pain and torment of the souls there.
They are sometimes sent by the Lords
and Princes of Evil to aid their kind on the
Prime Material Plane or as familiars to
powerful magic-users and illusionists.
Their coming is considered to be an
omen of the worst kind.

They have 20% magic resistance and
have the following powers, one per
round, at will: darkness 5’ radius, fear
(as wand), detect invisible, detect illu-
sion, and detect good. They can teleport
once per day and curse their victims
once per day with their demonic cawing.
Their bite drains one point of strength in
addition to the normal damage.

They have an avaricious greed for
shiny objects and love the taste of
bloody eyes.

KROWKS

by Dale Hueber

No Appearing: 1-12

ArmourClass: 5

Movement: 3"/18"

Hit Dice: 3d8+1

Treasure: |

Attack: Two claws for 1-3 each
and one bite for 1d4+1
plus special

Alignment: Chaoticevil

Intelligence: Low but very cunning

GROMIT

By John Smart

No Appearing: 1-20

ArmourClass: 5minimum

Movement: Vil

Hit Dice: 3d8

Treasure: Nil

Attack: Bite for 1-3, 2 claws for
1d4 each, 2 feet for 1-3
each, tail lash for 1-2
and 4 stings for Thp each

Alignment: Neutral

Intelligence: Low

Gromits are tough, round little creatures,
usually about 3" tall. They are quite dextr-
ous and agile due to their three legs (de-
xterity 12-+1d6) gaining dexterity
bonuses on their armour class. Due to
their small globular shape and their third
leg, they are rather difficult to outflank or
attack from the rear unless surrounded.

Their bodies are dark brown, getting
lighter atthe appendages. Their antennae
are almost black.

The gromit attacks with its beak for 1-3,
its 2 claws for 1d4 each. It can also use two
ofits three feet per melee round doing 1-3
each and a tail lash which hits for 1-2. In
addition it also-has four wire-like anten-
nae protruding from the top of its head/
body, of which it will use 1d4 to attack
each melee round for a ‘sting’ of 1 hit
point each.[]
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World's
Worst
Holiday
Spot

HALF the holiday-
makers who go to
Kadath suffer from
some sort of mental
disorder. Itisthe worst
holiday spot in the
world for insanity
according to Theatre of
The Mind Enterprises.
The US based team
have conducted inves-
tigations in their latest
Call of Cthulhu
scenario, Pursuit to
Kadath. The problem
seems to stem from

WARMACHINE FOR
ESI\I.EE

the minions of Cthulhu
to be found there.

Adventurers are
advised to take precau-
tions if they are taking
a trip there. Avoiding
unwashed fruit, and
tap water will not help,
but Chaosium have
released The Cthulhu
Companion which
contains snippets and
expansions of the
Cthulhu mythos that
should prove of benefit
to anyone planning a
trip there.

Another boost for
intrepid souls is the
release of boxed sets
of Call of Cthulhu
figures by Grenadier
Miniatures. The two
sets available are
Adventurers and
Monsters.

Travel
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Expansion Kits IV and
W tziy Steve Jackson
Games. Both provide
~more road maps and
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,the range* -
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Tony Ackland, the
machine comes com-
plete with a crew of 3
orcs in Citadel Minia-
tures' newest boxed
set. The bidding
should be interesting
and possibly blood-
thirsty with represen-
tatives of each of
Citadel's other new

ARE you planning to
lay siege to your
neighbour’s fort?
Fancy bombarding
those noisy hobbits at
the end of the street?
Then head for the local
Orc village where their
latest Monstrous Orc
War Machine is up for
grabs. Designed by

boxed séts present.
They are (above) Trog-
lodytes and (below)
Lizard Warriors. Both
sets were sculpted by
Tom Meier.

Copper Kudos

COMMUNITY policing
has proved a success
for Judge Dredd, the
cop of the future.
Games Workshop's

ame has become the

rst hobby game to be
selected by the Design
Centre.

Games Workshop's
new release for this
month, Talisman, a
role-playing board
game, is also creating
considerable excite-
ment in the trade. In
the words of one har-
dened gamer, ‘It looks
so good, I'm just itch-
ing to play it'.

Frontiers of
Space Expanded

SCIENTISTS atthe TSR
laboratories claim to
have expanded the
existing frontiers of

3 space. The revelation

comes in their latest
release Night Hawks.
Theircontention is that
this is not a simple
extension of Star Fron-
tiers but details an
entirely new galaxy
with new rules to
match. It is more than
simply an add-on to
Star frontiers: featur-
ing as it does an addi-
tional space battle
board game.

' Trauetfer
o

LOOK OUT

'powscaums
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TﬁE Seout movement

~ will receive a much

_needed shotinthe arm

~ with the release of

Scout,s.frbm Game

- Designers’ Workshop.
Thisis Tr&vé!léﬁBaak

6and. commetes the
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Guamecouts tnragy
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dventure,
: eoinpémon to the
Traveller Book, anda

 new Traveller advah'“ .
 ture Safari Ship. :

Something Chaotic
This Way Comes

AT LAST! Something
to delight the fiends of
the Abyss! The Mark of
Chaos - the generation
of chaotic features for
RPG characters -is a
feature in Citadel Mini-
atures brand new cat-
alogue cum magazine.
magazine. With their
policy of systematically
re-modelling figures,
Citadel found that a
catalogue would be
needed at regular inter-
vals. Hence the new
Citadel Compendium-
an irregular journal.
The first issue not only
contains line illustra-
tions of all the current
Citadel figures, but a
Warhammer Scenario,
The Mark of Chaos, SF
in Warhammer, The
Beginners Guide to
Figures Painting, and
more.

Next Issue

WHAT you've been

waiting for in the next

) sensation saturated

M;:kwood Hauntof

‘the Necromancer.
~ [CE should also

releasin Midd!
Eafﬂ? a%étgﬁeﬂamhlﬁa
afrrze Ring in the fraf
too distant future.

White Dwarf. The Lone
and Level Sands, an
AD&D AND
RuneQuest adventure

~ setinademon-

infested desert tomb;
Database, updating

- computers in Travel-

ler; a new cult for gob-

\' -‘_ lins in RuneQuest plus

all the regular features

. and more.
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AH. .. GLYS...SYRENA
YOU'VE PROBABLY GEEN
WONDERING WHAT AN
ATAR| DEATH SQLAORON |
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CHAPTER TWO: HAYES' SECRET

Hayes now reveals why an Atari Death Squadron is so intent on
burning the ship into vapours...
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O, THE Gree._Ad
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I,
“...0n my last trip | dumped
the spice and tried to make a
profit on the insurance
deal...”

“...Aff mustuv gotwind of itand sent g
out his bounty hunters to get me.”
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NEXT MONTH: ZAP ZAP DIE BLAMO
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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.

Staff Required

Games Workshop require
enthusiastic and hardworking
staff towork atthe London Head
Office and Warehouse. If you are
seeking a career in hobby games,
please send personal details to
the Personnel Manager, Games
Workshop Ltd, 27-29 Sunbeam
Road, London NW10 6JP.

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
yl;:lu}r telephone number if poss-
ible).
The Managing Director
Games Centre
22 Oxford St, London W1A 2LS

Ragnarok Books of Winchester
New and second hand, role-
playing games, modules, supple-
ments, magazines, fanzines and
miniatures; brought and sold.
Figure painting service available,
browsing allowed, friendly advice
freely given on ro!e-playin
games. Stall 10, Antique Market,
Kingswalk, near Post Office.

Painting and lllustrations

25mm Fantasy and Sci-fi figures
painted at very reasonable rates.
Also have a coloured illustration
of you favourite good or evil
characters A4 size from your own °
descriptions. For a sample figure
or asample drawing plus price list
of other FRPG aids send a cheque
or PO for £1 to R Rees, 62 Dickens
Ave, Corsham, Wilts SN13 0AQ.

New Fantasy Role-Playing
Scenarios

The Barrow Downs — £2.50
Zonk—-£1.50

From Charles and Sons, The
Square, Moretonhamstead,
Devon TQ13 8NF. CWO/Large SAE.

For Sale

2nd hand AD&D books, Traveller,
RuneQuest and T&T; lots of it.
Send SAE for list to A Settle,

108 Halifax Old Rd, Birkby,
Huddersfield HD2 2RW.

Miniatures

Over a hundred fantasy figures.
Grenadier, Citadel and Chronicle.
25mm monsters and adventures,
some painted. £8.00. Ring Nick,
Bristol 642177.

For Sale

AD&D modules: B1, B3, 11, 12, L1,
S3, S4, X2, WG4, G1-3, M1.
RuneQuest: Apple Lane. Traveller:
Books 1-4, Adventures 1, 3. Lankh-
mar, Apocalypse, Thieves’ Guild
1, 2. Ring Seb: 01-670-1236.
After 7.30pm.

For Sale

Unused modules as new for £1.50
below retail price. Also D&D
books, aids. ring 0623 24685 or
SSAE for listto J Walker, 2 Albion
Street, Mansfield, Notts.

For Sale

Space Opera plus many supple-
ments, Bushido and Freedom in
the Galaxy. All half-price, plus
p&p. NS, 30 Durlock, Minster,
Kent CT12 4HE.

Little Magic

Little Magic starts trading on 3rd
October 1983, dealing in fantasy
crafts and miniatures. We
specialise in 25mm commission
work for the collector. Enquiries
to Little Magic, Daws Hill Lodge,
Knights Templar Way, High
Wycombe, Bucks HP11 1PU.

For Sale

Pavis £12, Trollpack £10, Border-
lands £10, RuneQuest Boxed Sets
1-7 £2.50, Speciality Sets 1, 3, 5,
£2, Foes £6, 2000 AD 59-123,
192-311. Contact Dave on 051 928
3363 after 5pm.

Treasure Trap

For sale, Chainmail Tunic and
Leather Vambraces, Size 38-40ins.
£55. Tel: 021430 2896 (after 5pm).

For Sale

Q1, G2, C1, S84, GM'’s Shield, FF,
Stormbringer. All good condition.
Phone to haggle for#t:rices,
Aberystwyth 3389 after 4 o’clock.

Hounds of Avatar

We regret to announce that, due
to printing costs and advertising
difficulties we have been forced
to cease publication. Thanks to all
who gave their support to us dur-
ing our short existance. Au revoir.

For Sale .

RuneQuest, Traveller rules/

games aids/scenarios. WRG. War-
ame rules. Good condition. Ring

E‘Iark on Northants 858393.

Sale or Swap

D&D Basic and Expert Rules,
Modules B2, X1, X2 all in good
condition. Contact Nigel Parsons,
1 Newton Villas, Hawker's Bridge,
Wincanton, Somerset BA9 9EE
(33073).

Need a Figure

Painted, converted, or scratch-
built to your detailed require-
ments? Also vignettes or set
pieces produced to order. For
details and price list, send SAE to
Laura McBrien, 7 Turnberry Road,
Glasgow G117 5AF.

Battlestar

‘Hey, heard of Battlestar? A SF
multi-player game? It's rubbish!
You know, raid planets, build your
battlestation, boosting your
popularity with the Galactic Coun-
cil, loan sharks, workers etc, send-
ing out spies and much more. It
stinks! Actions are a staggering
75p, yes 75p for lots of numbers
and words. Turnaround, 1 week
plus free newsletter.

[From S. Wade (WS), 236 Kings-
way, Huyton, Liverpool.] Pathetic!
Quote, ‘One could condemn it as
improbable fiction’ —Bill Shakes-
peare. Huh! I'm seeing my lawyer,
see you soon—A Khomanie. Iran.

Vampire Software

Vampire Software presents Quest
1(for T&T), Quest 2 (for D&D) and
Quest 3 (for RuneQuest) for the
48k Spectrum (£5) and BBC B
(£5.50). Features include Charac-
ter Generation, Treasure Hoard
Generation, Scroll Quest (solitaire
adventure and Treasure Hunt (sol-
itaire). Quest 1 also includes Com-
bat Resolution. Order from Vam-
pire Software, 42 Darkwood Close,
Leeds LS17 8BH. At present make
cheques/PO’s payable to D Evans.

Summit

Anybody whois willing to sell me
a copy of Milton Bradley's game
Summit will be well rewarded.
Write to lan Livingstone, Games
Workshop Ltd, 27-29 Sunbeam
Road, London NW10 6JP.

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.

Help!

DM would like PBM games of
AD&D, Traveller, RQ, Bushido ana
will play others. Please contact:

R CIiff, Follyfield, Felsted School,
Felsted, Nr Dunmow, Essex, in
term. In holiday tel: 0992 50599.

Hinckley Games Group

D&D, RuneQuest, Traveller etc,
7pm-10.30pm every Sunday. The
Greyhound Pub, new buildings.
Ages 18+, licensed bar, new
players needed. Established cam-
paigns, also special adventures
arranged for total beginners. Con-
tact: John Birch, Hinckley 39892.

Battlegroup
The new secretary is Pat Wheeler,
11 Ely Close, Stevenage, Herts

" (Tel: 69513). Any FRP players,
wargamers, modellers in the
Stevenage area are invited to con-
tact me.

Clevedon

Lonely male 13-yr old player/DM
seeks party of AD&D players in
Clevedon area. Will try any other
system. Can play in holiday only.
Contact: Neil Griffiths, 62 Edward
Rd, Clevedon, Avon BS21 7DX.

RPG Ireland

Isn't anyone in Ireland into role-
playing outside Dublin? 21-yr old
novice RPGer seeks other players
in Midlands. Have Traveller, will
try AD&D, RuneQuest, Space
Opera. Contact: Aaron Dunne, Hill
Quarter, Coosan Athlone, Co
Weatmeath, Eire. Tel: 0902 78132.

AD&D Postal Game

Explore Arnach, a world of slav-
ery, danger and where only the
intelligent and strong survive.
Send gAE to JHughes, 31 Tarner-
ton Ave, St Budeaux, Plymouth,
Devon for details.

AD&D Kilmarnock

Elven magic-user and monk look-
ing for fellow adventurers to help
destroy evil in Kilmarnock area.
Must have transport. DMs wel-
come. Must be experienced. Con-
tact: Imriln Sunchild, Adventurers
Guild, 32 Main Street, Craigie
Village KA1 5LY.
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Wanted

Any WD back issues especially
WD26 and 29. Willing to pay.
Philip Sharp, 98 College Road,
Moseley, Birmingham B13 9LP.
Tel: 021 777 8293.

Northern Barbarian in Exile
Newly arrived SF/FRP gamer in

N Wales is looking for a games
group. Contact: Malc Smith, Tyn
Twill Isa, Glan Conway, Gwynedd.

AD&D Spain

Spanish AD&D players are look-
ing for British Pen Pal who would
help them when purchasing
figures and modules. Are there
any other D&D fans in Spain?
Please contact: Jaime De Miguel,
Cea Bermudez no 56, Madrid,
Spain.

T&T Postal

Dungeon delvers rejoice! There is
life outside Khazan. Tunnels &
Trolls postal campaign on the
world of the White Raven. Send
large SAE for details: Simon
Webster, 1 Robertson Drive,
Sheffield S6 5DY.

Game Faire '84

Tournaments, Contests, Games.
This year's Game Faire will take
place Saturday and Sunday Feb-
ruary 25 and 26, at Spokane Falls
Community College. Dorm rooms
are available and the school’s
cafeterial will be serving food.
Snacks will also be available at a
concession booth. The cost of the
Game Faire will be $5 a day or $7
for a prepaid weekend pass (the
pass will be $9 at the door). All
profits will go to the Spokane
Guild School which works with
handicapped children. Contact:
Shannon Ahern, Book and Game
Company, West 621 Mallon,
Spokane, WA 99201, CANADA
(509) 325-3358.

CLUBS

LONDON

The Foundation

Games: All Science-fiction and
fantasy based RPGs.
Comments: Also run Computer
Software, book and comics.
Science-fiction/fantasy clubs.
Meetings and competitions being
organized.

Contact: David Hodson, 104
Debden, Gloucester Rd, Totten-
ham, London N17 6LN.

BRENTWOOD, ESSEX

BUG - Brentwood Unorganised
Gamers!

Games: AD&D, RQ, Traveller,
Stormbringer, Car Wars etc.
Time: 6.30-10.00pm Thursday.
Place: Sherwood House, Little
Highwood Hospital, Brentwood.
Comments: Any age, 50p.
Contact: Pete Whitelaw, 100
Priests Lane, Brentwood, Essex
(SAE please).

CENTRAL LONDON

The London Games Club
Games: RPG/tapbletop games.
Time: 10am-5pm.

Dates: November 12th & 19th.
Place: Conway Hall, Red Lion
Square, Holborn, London WC2.
Comments: Everyone is welcome.
Contact: Clive Bailey, 62
Tannsfeld Road, Sydenham,
London SE26 5DG:




POISON DWARF GAMES

Mail Order Only
PO BOX 34, LEIGHTON BUZZARD, LU7 8SJ

Role-Playing Games Oy of Tesror. ... s o s wiis s £3.50 CultsofPrax, . . .......... £5.25
Dungeons & Dragons Seaof Mystery . ... ....... £2.20 CUlts O TBINOF: .. o:v vos mrepminis s £6.90
Bagio Sat. voviaiv o v e £7.90 Blue FrogTavern . . . .. ..... £2.20 RuneMasters. . . . ... ...... £4.20
Basic Rulebook . . .. ....... £3.50 Sewers of Oblivion . . . ... ... £2.70 PIUNORY. o caisvas oos axaversie s £4.20
Expart §ot . .:.s va d e e £7.90 Death Trap Equaliser. . . . . ... £3.20 Trollpak s osowemw oy senies £12.60
Expert Rulebook . . ... ..... £3.50 Catacombs of Bear Cult . . . . ., . £2.70
ModuteB1, . . oo f s 553 v a e e £3.20 Naked Doom .. .......... £2.00 RuneQuest Scenarios
ModuleB2. . ............ £3.50 Sorcerer Solitaire . . . . ... ... £2.00 Questworld . . ... ....... 60
ModuleB3. . ............ £3.50 Weirdworld . . . ... ....... £2.00
ModuleB4.............. £3.50 Buffalo Castle . £2.00 RuneQuest Boxed Figure Sets
Module XT. . v vo vt o0 v o one £3.50 ORI, . v o ciavivos sow wre omie £2.00 Set 1: Humanoid Adventurers. . . £3.20
Module X2, . . vv 55 ss swimusrs £3.50 Sword for Hire . . .. ....... £2.20 Set 2: Adventurers . . . . ... .. £3.20
Cavernsof Thracia . . . ... ... £4.50 Labyrinthe. - . coaaas v 52 s £2.00 Set 3: Attack of the Broo . . . . . £3.20
VarBoel v cats it sne wace s £4.50 AreaofKhazan . . .. ....... £2.20 Set 4. Broodl . .o b smieies £3.20
Tegel Manor . ... iov vii sva o £3.50 Beyond the Silver Pane. . . . . . . £2.70 Set 6: Humanoids & Aldryami £3.20
Spies of Lightelf. . . . .. ... .. £3.50 Dargon’s Dungeon . . .. ... .. £2.70 Set 7: Flying Creatures. . . . . .. £3.20
Mines of Custalon. . . ....... £2.70 Mgty Wood . ..o v 0 aisaite 51w o £2.20
Book of Treasure Maps - 1. . . . . £3.20 Uncle Ugly’s Underground. . . . . £1.35 Judge Dredd Game and Books
Book of Treasure Maps-2. . . . . £2.20 Dungeon of the Bear Book. . . . . £3.20 JudgeDredd. . ... ........ £6.30
Skulls + Scrapfaggott Green . . . . £2.20 Judge Dredd Vol 1 . . .. .. ... £2.95
o 5o o SN £1.80 Traveller
Gencon X| Dungeons. . . ..... £1.80 Starter Editon . . <o ws 5o e £6.95 Other Games, Workshop Games
Thieves of Badabaskor . . . . . . . £1.80 Deluxe Boxed Set. .. ....... £7.90 APOcalVPRe .. ..covie mie e ey s £5.75
Citadel of Fire. . . . ... ..... £1.80 Book O: Intro to Traveller . . . . . £2.70 Doctor Who ..o v sa v v saw s £5.75
Frontier Forts of Kelnore . . . . . £1.80 Book 4: Mercenary . . .. ... .. £2.70 Valley of the Four Winds . . . . . £5.00
Under the Storm Giants Castle . . £1.80 Book 5: High Guard . . .. .... £2.70 Mook’ o ciaisa s wevsrenl 6 £5.00
Swordof Hope , , .. .. v £1.80 Supplements 1to4 &6to 9. . . . £2.00 CNIIRKR . i o e R et £4.20
Tower of Ulission. . . .. ..... £1.80 Adventures 1to 8. . . ....... £2.00 Quirks Expansion Kit1 . . . ... £3.20
The Dragon Crown . . . ... ... £1.05 Double Adventures 1to6 . . . . . £2.00 Quirks Expansion Kit2 ... ... £3.20
Tunnels & Trolls RuneQuest
Tunnels & Trolls - Boxed Set . . . £6.25 Boxed Rune Set. . . .. ...... £7.90
Tunnels & Trolls Rule Book. . . . £3.50 RuneQuest Rulebook. . ... ... £56.25

Cheques: Make payable to Micromail Ltd.
Barclaycard & Access welcome

Mail Order: Please add 50p to all orders for p&p in the UK (30%) for overseas)

TABLETOP GAMES

53 MANSFIELD ROAD,
DAYBROOK, NOTTINGHAM

LASERBURN

NOW A COMPLETE SCI-FI COMBAT
& ROLE PLAYING SYSTEM.

ROBOT

HERO WITH 2-HANDED AXE
WIZARD WITH SPELLBOOK AND STAFF
DWARF HERO WITH 2-HANDED HAMMER
OGRE MERCENARY WITH SPIKED
MACE (85p)
GREAT HOBGOBLIN CHAMPION WITH
AXE AND SWORD (60p)
12 EVILWARRIOR IN PLATE + GREAT HELM
13 EVILWARRIOR WITH AXE
14 EVILWARRIOR SWINGING HALBERD
15 DWARFHERO WITH AXE
16 HIGHWIZARD OF CHAOS CASTING SPELL
17 CHAOS CLERIC IN FULL ARMOUR
SWINGING GREAT MACE
18 PALLADININ PLATE WITH CLOSED
HELMET SKELETON WARRIOR
19 SAMURAIHERO

cLo~obaWNnS

(1) Schonestadt Militia

(2} The Army of the South

Evil

(1) Horde of G'NA

{2} The Summonations of Kenlin

FANTASY & ROLEPLAYING IllII.ES

Monster Combat (T.T.G.) . £1.256
Once Upon a Time in the West ... £3.30
Volumn 4 of above - E1.26

Rudis (Gladiatorial)
Retinue (Med - Skirmish)
Herpes |Dark Ages) .......
Pony Wars (Indian fights)

S.F. RULES (TTG)
Combat 3000

Combat 3001, (for above}
Starforce 300
Starguard
Slargound (Fighter Combat) ..
Encounter One (Space Action) .......

SEWERVILLE SHOOT OUT
SEA PRISON SIEGE

15mm LASERBURN ;’0

FIGURES
{10p EACH UNLESS STATED)

ADVENTURERS & STAR SOLDIERS

100 Law Dfficer + Pistol
101 Law Officer + Biot gun

102 Law Officer on Patrol Bike (30p

102A Patrol Bike only (25p)
Adventurer with Pistol
Heroine with Pistol

Hera with Sword & Pistol
Adventurer with Rifle
Thug with Club

Thug with Knife

109 Thug with Pistol

110 Civilian (Standing)

1104 Civilian Walking

‘111 Civilianess

112 Adventurer in L1. Armour
113 Adventurer with 2 Pistols
114 Ad er with Laser Rifle

=1
&

104
105
106
107
108

ANCIENTS

BLEYME ARMY

BL1 HICWITH JAV. 18p
BL2 HICWITHJAV. 18p
BL3 H/CWITHBOW & JAV. 18p
BL4 EHCWITHBOW &JAV, 18p
BLS FOOT ARCHER 9
BLE FOOT ARCHER 9
BL7 ELEPHANT & RIDER £1.26
BLE CAVSTANDARD 25p
BL9 CAV OFFICER 18p
For full list or 15mm Reaper figures and
monsters send SAE,

NEW LASERBURN FIGURES!!

123 SENTINEL LAW OFFICER .. ]
124 FEMALE SENTINEL LAW OFFICER .. 1l)p
320 SCOUT WITH GRENADE LAUNCHEH 10p
321 IMPERIAL ASSAULT SCOUT ...i.... 12p
322 IMPERIAL GUARDIN PFOWER

ARMOUR

417 DISCIPLE IN POWER ARMOUR .

115
116
17

Law Officer in Riot Gear

Law Officer Dog Handler with
Grenade Launcher

118 Guard Dog

18
Gunner standing

As above but sitting

Adventurer in Mesh Armaur

120
121
122

Adventurer + Missile launcher

Law Officer vehicle crewman,/

Adventurer with Support Bolter

206 Space Suied Fig + Laser Rifie

IMPERIAL TRODPERS

With Bolt Rifle

01 With Heavy Bolt Rifle

302 Black Guard Trooper

303 Black Guard Officer

304 Officer

305 Senior Officer

306 With Grenade Launcher

307 With Conversion Beam Projector

308 With Rapid Fire Balt Gun

309 In Power Armour [12p)

310 In Dreadnought Armour (15p)

311 Imperial Assault Droid {26p)

312 Trooper Crewman. standing

313 Trooper Crewman, sifting

314 In Power Armaur -+ Support
Bolter {12p)

In Power Armour + Plasma
Gun [12p)

Imperial Combat Scout + Heavy
Balt Gun

Imperial Fast Scour Bike {35p)

318 Scout Bike only (30p)

319 Scout + Conversion Beam

REDEMPTIONIST REBELS

400 With Force Sword & Pistol
401 With Laser Rifle

402 Wamior Lord

403 With Flame Thrower

404 «With Missile Launcher

485 With Auto-Laser

406 With Heavy Laser

407 Wanrior Lord with Power Axe

==

s
n

n7

10% P&P j A NEW LASERBURN SUPPLE-
, LASERBURN RULES (basic
I\oﬁ‘lr:.rslefizm U.K. 50p Surface Mail Fc;;::?éls - i: gg MENT COVERING ROBOT,
¥ : CYBORGS & ANDROIDS ETC
i IMPER
Send SAE for 24-page catalogueAdd 0O for. Air Mail mEﬂ;::.(ﬁg:{MA_N?? ".T.“h?;vsﬁ £1.85
BRYAN ANSELL (DCADLD STARTER PACK ADVANCED LASERBURN 408 Hedemptionist Trike with 2-man
MINIATURES (25mm) REAPER Rules — Bunker 17 &ALIENS ..o £1.85 JEL )
Revised edition of the most populal fan- 15mm figures ook A
(40p unless stated) tasy wargame rules .. . £2.50 and dice £7.4b (inc, P&P)| STARSHIP CREWS “3 mﬁﬁu‘.‘m;"&mm Trike
10 WEAPONS AND BITS PACK (7 ITEMS) #‘h'?ﬁ'r‘s‘t’fs;'e‘:afl‘;"?u‘r";:a':;'r‘ -, 80p | fland dice £7.4b {inc. PAF) 200 Stash Crawman (50
BLIN'WITH 2-HANDED SPIKED MACE 01 Merchant i i
CLERICWITHCROSS ANDMACE Reaper Starter Pack .......... £12.50 | | LASERBURN 202 Sparce Seou g T
Basic rules, dice and two small 15mm 203 Space Suited Fi gt P
1 < an
PALLADIN IN PLATE g::m Armies £9.60 (inc. P&P) TEHIMETOWEHS HIEST 205 Space Suited Fig. + Laser Pistal 413 As ,bm?', but sitting

414
415

Seated Redemptionist Trooper

Redemptionist Scoul Skimmer
with 2-man crew (£1.00)
Redemptionist Scout Attack
wehicle + 2-man crew (£1.15)

MERCENARIES

500 Officer with Pistol

601 With Assault Rifle

502 With Machine Gun

503 With S.M.G.

504 With Auto-Laser and Jet Pack
505 In Dreadnought Armour {20p)
506 In Pawer Armour (15p)

IMPERIAL 15mm VEHICLES!

Scythe Class Squad Transport Jetcopters
£1.95

Glaive Class Squad A.P.C.5.

Villa Hover-Glawve ... £1.28

V301b Antigrav-Glaive .. £1.28

Vi0le Wheeled-Glaive .. . £1.26

V301d Tracked-Glawe ... .. £1.26

V302 ‘Scorpion 12-man Air Assault
Vehicle ... £2.25
V303 ‘Partizan Scout Vehicle _75p
ROBO TURRETS
|extra weaponey for all vehicles)
V001 Heavy Laser Turret ...
V002 Missile Launcher Turret
V003 Plasma Gun Turret
V004 Conversion Beam Turret ... Bp

Please mention White Dwarf when replying to advertisements
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Introducing

an ALL NEW
ROLE PLAYING
SYSTEM!

Are you good enough
to be the world’s
most famous

secret agent?

Enter The Victory Games World of

>stys Secret Service

-
.

Please mention White Dwarf when replying to-advertisements




WBlack-- - MBaron

25mm SCALE
WHITE METAL FANTASY FIGURES
*ERXXNEW RELEASES* ¥ ##

B53 SKELETON RAMPAGE Boxed setcontaining one Skeleton
King, one skeleton carrying flame standard, five skeleton
warriors in different fighting poses, two skeletons carrying

wounded warrior on primitive stretcher ..... . . E3.75p
B54 DWARF FIGHTER with helmet and wearin eld

war hammer 35p
B55 DWARF FIGHTER Hooded and cloaked figure thrusting with sword ...... 35p
B56 DWARF FIGHTER with horned helmet swinging large war axe ............ 35p

e

B1  WIZARD Wise figure with arm outstretched other arm holding stave ... 30p
B2 DWARF FIGHTER Arms outstretched, supplied with spear, dagger,

sword, axe, shield and an assortment of bags and pouches .
B8 GOBLIN With separate shield, sword, spear and spiked club
B9  SKELETON FIGHTER Ready to do battle with either scimitar,
dagger, spear and shield ... =
B11 MSNK Hooded figure, arms raised to hold sword, dagger or cross ....... 30p
B22 KNIGHT Full armour, horned helmet, separateshiald.gaggar.sword.

club and spiked weapon 30p
B23 SMALL TROLL with separate shield, axe, club and dagger 30p
B24 ELF GENERAL with separate shield, dagger, spear and club 30p
B29 KNIGHT with separate shield, axe and two swords ........... 30p
B33 BUGBEAR Large creature with club, sword, shield and

goodies bag ...... . 90p
B34 LIZARD WARRIOR Supplied with shield, dagger and club 30p
B35 ZOMBIE One of the vast hordes of the walking dead .......... 30p
B38 DUCK ADVENTURER with shield, dagger, sword and pouch . 30p
B33 BATTLING BABOON with shield, pouch, dagger and sword .. 35p
B43  WAR CHARIOT 2 large hell beasts pulling chariot .. £3.95p
B45 DARK LORD large figure seated on throng ............ £1.95p
Bde RIDER OF THE DARK LORD on rearing horse holding lance £1,50p
B48 DERKLEVERIE Large Mad Butcher Troll character (54mm)

with rack of dismembered bodies ... £2.50p
B48 EVIL WITCH of Fire .......oocoouminnenes 60p
B50 WITCHES CALDRON ideal for B49 30p
B51 SERPENT KING Large crowned serpent wielding magical sword . £1.75p
B52 TUR ROC Large lapprox. 54mm) demonic reptilg ......ccoveieresvenenioses £1.75p

POSTAGE AND PACKING INLAND 10% MINIMUM 35p.
ORDERS OVER £10 POST FREE.

POSTAGE AND PACKAGING OVERSEAS 30%.
BARCLAYCARD ACCESS ETC ACCEPTED.
CHEQUES PAYABLE TO BORBUR ENTERPRISES LTD DEPT W, UNIT 3,
BLAKENEY GARAGE, BLAKENEY ROAD, BECKENHAM, KENT, BR3 THA.
Tel: 01-658 0712. TRADE ENQUIRIES WELCOME.

i Y gL THE MODEL SHOP
EAT YOUR HEART OUT GEORGE LUCAS! 190-194 STATION ROAD, HARROW, MIDDX.
HA1 1JU. Tel: 01-863 9788 (01-427 0387)

ASSASS!N SOFTWARE AHKETON FORTIFICATIONS

in collaboration with Buccanee
( . x & DUNGEON TILE SYSTEM

Presents
FA1 50x100mm Straight Dungeon Tile . . . .. .. ... ... 90p
FA2 "Y' ShapedDungeon Tile. . . ...« v v v v v £1.00
FA3 T Shaped Dungeon Tile. . . . .. vv e s v o v v o s £1.00
FA4 Small Dungeon Starter Set (5xFA1, 1xFA2, 1xFA3) . £5.50
FA5 Large Dungeon Starter Set (10xFA1, 1xFA2, 1xFA3). £9.60
FA6 90 Degree Corner Dungeon Tile. . . . . .. ....... £1.00
FA7 100x100mm Dungeon Tile Room . ., . ... ...... £1.50
In versions for the 16K or 48K Spectrums FA8 Rune Doorway SECtion. . . .. ... .vvvvnnnn. £1.00
featuring conflict, gambling and The Unge. Pius FA9 50mm Narrowing to 26mm Dungeon Tile. . . . ... .. 95p
o - s i o4 e St o FA10 26x100mm Straight Dungeon Tile . . . .. ... ... .. 60p
THE FIRST MULTLPLAYER Tl e e i
ADVENTURE GAME FATZ Cavern FIOOP THE . . . . o v oo oe v snesoenns £1.60
FA14 LargeStepped ARtar . . . . . . . v v v o v v o v ai v o £1.00
1-10 (48K) or 1-4 (16K) players wade through the FA15 Upward, Spiral Stairs. . . . . . .o v« v o0 58 sa s s £1.60
gamut ol Beasts, Men and Monsters! Amass your FA16 Precipice Face w/ Narrow Walkway, . . .. .. ... .. £1.60
'0'535 ?f‘f ‘feg"“ bgeek "‘;; a'fj g; ponos ;B";Wr%' FA17 50mm wide Pile Stone Rubble . . ... ......... £1.00
ang spiritual I i 4 "
waakap; the é,:;r p:';?,:rs if you egae'lllhe ‘:ﬁa:& FA18 50x50mm Stra!ght Dungeon T!Ie .............. 50p
When you are strong enough the time comes to FA19 25x50mm Straight Dungeon Tfle .............. 35p
overthrow the King or be crushed by his Army! FA20 25x25mm Straight Dungeon Tile. . . . .. ... ... .. 2228
; FAZ1 200mm Clreilar BOOM. .« .« ¢ c o v sivs s sn sv 5. v s £2,
T S Ao FA22 Largo Round PIlIRS. . . . ..o oo vvevnoenirnns 90p
FAZS Large Sguare PHlaS, o o0y die 0a s e A @i @ 90p

*All items stone cast
*Send SAE for lists

£6.50 Par inc

, MAIL ORDER RATES: We also stock Citadel, TSR,

Ch P blelo T Nath
g i <63 i UK ONLY: Under £3,00- 80p; Denizen, GDW, FGU, Avalon
10 ASH ROAD, LEEDS 6 £3-£6.00 - £1.00; £6-£10.00 - Hill, now in stock Chroniclel

£1.50; £10-£20.00 - £2.00;

Tel: Leeds 744235 Over £20.00 POST FREE
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Back Issue Sale
White Dwarf

rent Issueto #17, 15, 14, 13 ... .o o soes $3.00
#8 and 7 $5.00

All orders outside North American please include
$1.00 postage and handling per magazine.
Money Orders and personal checks gladly accepted.
Please U.S. Currency only

AMERICAN CREATIVE GAMES, INC.

P.O. Box 126

Mount Prospect, 11l. 60056

8p a figure!

You do not have to be a wizard to cast
fantasy figures in our moulds for 8p
each. Even an orc could do it. The
castings will be as good as any bought
figure. If you do not believe it send us
60p in stamps for a sample and
handbook. Or avail of our SPECIAL
OFFER £4.95 including a free hand-
book and p&p for a starters kit
containing a mould for 3 orcs and casting
tools. All you need besides the kit is a domestic cooker for heating
the metal. Additional ingots 99p makes 10-15 figures. Also available
from Hamleys, Games Centre or leading hobby shops

We accept cheques, Money Orders.
Hobby Casting, Dept 112, PI{J ‘[) ‘- F‘I;{JQT I-.“f

129 Oliver Plunket St.,
kCORK, Eire The largest collection in the world

ADVENTURE GAMES

MAIL ORDER SPECIALISTS
STOCKISTS OF FANTASY SCI-FICTION
GAMES AND PLAYING AIDS

Send order to:
Adventure Games

11 Queensmere Court
Verdun Road

Barnes, London SW13

Post paid on orders over £6.00
Orders despatched within 7 days
Telephone orders welcome
Telephone: 01-748 0308

Orders under £6.00 please send
50p for post and packing

Cheques and p/orders payable to
Adventure Games

'\

r
1

] Standard Games

and Publications Ltd
Arlon House, Station Road,
Kings Langley, Herts. WD4 8LF
Telephone: 092/77 68328

HICH
STANDARDS

Dungeon Accessory Pack 1. £2.95.

Boxed with full colour illustration. Contains 12 sheets of illustrated card of flooring, stone, bare
ground, wood, steps, corridors, pits, grills, 1 sheet of graph paper for mapping.

Dungeon Accessory Pack Il. £2.95

Boxed with full colour illustration. This pack is designed to expand your adventure, includes,
boats, rafts, trees, doors, windows, table, chairs, beds, treasure, skulls, swords and many more
items in this pack. 12 sheets, 1 graph paper.

Jumbo Hex Pad £2.95

Size 17" x 25" of large consecutively numbered hexes suitable for campaign mapping and
expanding on commercially produced board games, contains 10 sheets.

Felt Hex £12.95

Playing surface for role playing and the wargamer. One inch hexes printed on high quality felt,
&' x 4" colours green, blue, sand, black.

Plain Felt £5.25 per metre, 72 inch wide, colours green, blue, sand and black.

Hex Paper Pad £1.95

For all mapping needs also useful for role playing adventures. Size A4 Pad containing 50 sheets.
Macro Hex Pad £1.95

A hex paper with a large hex overprinted, enabling an area from a campaign map to be blown
up and drawn in detail. 50 sheets.

Jumbo Hex ‘Clear Plastic £1.80

This is a sheet of clear plastic for use as an overlay.

Size 17° x 257 can be used over and over again. Hexes are numbered consecutively.
Jumbo 1° Square £2.95

10 sheets 17" x 257, 1” grids printed on parchment paper with air brush terrain.
Campaigns in Focus £9.95 per set

40 pictures, full explanation on rear Vol | The Crimean War, Vol [l The 2nd Afghan War 1879

Role Playing Character Pads £1.95

50 A4 sheets of paper suitable for Dungeon
Adventure. Saves hours of writing

Cry Havoc £9.95

Medieval skirmish game of knights,
peasants, bowmen,

Starship Captain £12.95
Science fiction game, 9 playboards, realistic
action. All components sold separate £2.85.

City of Sorcerers £9.95
Fantasy adventure game in two parts.
Siege (New!) £9.95

Companion game for Cry Havoe with
compatible scenarios. Maps and counters
sold separate £2.85.

| enclosed cheque/P.O

Thunde-rin-guns (New!) £9.95
Role playing game set in the wild west. Full
colour illustrated characters.

Speed and Steel (New!) £10.95
Set in Europe in late 1930°s early 1940's.

Card Warriors £2.00 per sheet

Full colour figures to aid role players and
wargamers.

DA1 Saxon Army, DA2 Norman Army,
F1 Dungeon Adventure, F2 Savages and
Swordsmen, US1 Union Infantry,

US2 Confederated Infantry, US3 Union
Cavalry, US4 Confederate Cavalry,
USS5 Civil War Artillery.

Please send me

Name/address

Send to the above address. Postage and package free U K. only. Overseas add 15% to the total
cost. For free brochure please send s.a.e. ACCESS taken. Trade enquiries welcome bothU K
and abroad

=
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OTHERWORLD ARTIFACTS

CASTLE TOWER BUILDING SYSTEM

(Deigned by C.J. Bulis B.A. [Architecture]) Vi Ct or i an
A Adventure

/ﬂm"‘: 3
1(’(7!“ T

This new range builds into our
‘existing castle walling system and by Stephen Smith
comprises sections of curved walling
(including doors and windows) 15

scale feet high that can be assembled The first “Truly British’ role playing game
T to form ring segments which may be
im "‘l-"l"l;-j stacked to build towersfturrets as : 3
-+ m; required. Other accessories include appearing at Games Day 83

base rings, multi purpose turret tops,
secondary towers, balconies and
conical tower roofs,

Also new to our general range of
25mm scale accessories are 6 different
sizes and styles of window, ‘wooden’
beams and panels and roofing tiles.

This new range has so many comb-
inations and uses that we suggest you
make your own selection from our
new enlarged catalogue, well worth
75p (includes p&p, no coins please).
IT you already have our o/d catalogue,
send 25p for add-in pages listing new
items from OW94 up.

Approx. £3:00

Otherworld Artifacts,

Westmount House, 49 Kingston Lane,
Southwick, W. Sussex

(Tel: Brighton 595353)

Overseas orders add 50% post and
packing please.

TRADE ENQUIRIES WELCOME
SEE US AT GAMES DAY
NOVEMBER 5th and 6th

f-__—__\\-——:-// Sm=—— By

STAR THE TRIBES

MASTER || OF CRANE
game. SHRSRRET o P o i e SRR

Whether it's the excitement of alien races in the vast reaches of outer space . . . or the thrill of tribal
intrigue, trade and combat on another planet . . . MITREGAMES offers the best in play by mail gaming.
STARMASTER is a game of galactic exploration, diplomacy, and conquest, in which you begin by
designing your own race. THE TRIBES OF CRANE is set in a beautiful, intriguing planet of fertile plains and
myriad seas - you are a tribe struggling for wealth, strength - and survival! All turns processed in under a
week.

STARMASTER costs £7.50 to start (including rulebook and the first two turns). Each additional turn costs
£1.50

THE TRIBES OF CRANE costs £6.50 to start (including rulebook and the first four turns). Each additional
turn costs £1.50

For further details, write to:

Lothlorien

77 Burntwood Grange
Wandsworth Common
London SW18

Tel: 01-870 1290

US players contact Schubel & Son, Sacramento, California 95821

Please mention White Dwarf when replying to advertisements 42



REMEMBER

TEMPESTUOUS ORIFICE
32pp 60p (£2.20pa)
AD&D,RQ, TVLR,BUSH , CofC
15 YORK CLOSE,MORDEN,
SURREY ,CR2 1DU

Fanfasy

advertiser

4ypp 40p (£2,00pa)
FRP,SF,FIIMS,COMICS
M LOCK,3 MARLOW COURT
BRITTANIA SQ,WORCESTER

QUASITS & QUASARS
36pp 60p (£3.60pa)
AD&D,RQ, TVLR, T&T

D HUIKS, 54 SLIMMONS DRIVE
MARSHALWICK ,ST ALBANS

WYR MS E%I’)R?p (£4.00pa)
CLAW

119 DERBYSHIRE RD SOUTH
38pp 45p (£3.50pa)

SAIE,M33 3JY
FRP,POSTAL DIP ETC

T
P TAMLYN,2 POPLAR RD

THE COPPICE,AYLESBURY
28pp 75p (&4.50pa)

BUCKS,HP22 5BN
VARTIOUS + OWN SYSTEM

abgss. ..

5 YEW TREE CLOSE
BROADSTATIRS,CT10 2LR
32pp 75p (£A4.50pa)
(APA),AD&D,TVLR,RQ

GRIM
oo PRGNS REAPER

BROADSTAIRS,CT10 2LR

MISER’'S HOARD

28pp 50p (£3.00pa)
VARIOUS SF&F FRP

ST MARY'S,22 HALL LANE
UPMINSTER,ESSEX

RVA<STOAC

28pp 50p (£2.00)
AD&D,RQ,BUSH, TVLR

W J LUCAS,19 OLDEN MEAD
LORDSHIP ESTATE
LETCHWORTH ,SG6 2SP

32pp 80p (backissues)

SWORDPLAY AD&D : VIR
SWORDPLAY 8 WHITEFRIARS WAY
sworDpLAY  SANDWICH,CT13 9AS

ZINES

43

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

Crasimoff'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

WHITEIDWARE
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

Bhi g e £ o el e

Please enrol me in Crasimoff's World. Enclosed is £6.00 for which |
receive the rulebook, set up material and the first four rounds. '
Future rounds are £1.25 each.

K.J.C. Games, 5 Vicarage Ave., Cleveleys, Lancashire FY5 2BD I

Please mention White Dwarf when replying to advertisements



ESDEVIUM GAMES

LOW COST MAIL-ORDER SPECIALISTS —

OPEN

® Come & see the BIGGEST & BEST

Selection of Games, Rules & Accessories

in the South

Sclence Fiction

Vil Legion (IT) A 16.95
i The Morrow Project (TL) R £6.95
Freedominthe Galaxy (AH) £14.95
Starfleet Battles (TF) £14.95
Exp Kit 1 £4.95, Kits 2, 3£5.95
Federation Space (TF) £13.95
Battle Damage: Code Red (TF) £4.50
SFB Commanders Rulebook £9.85
Batlecars £6.95 _
Cosmic Encounter (EON) £12.95
CE Expansion Kits 1-8 £4.95 sach
Quirks (EON) £4.95, Expansion Kits £3.95
Ogre, GEV, Ogre Book (SJG) £3.85 each
Dimension Demons (MGC) £2.50
Mitlenium, Idro (IT) £15.95 each
Battlesuit (SJG) £3.95
Berserker (FB) £5.95
Attack Force (TSF) £2.95
Interstellar Wars (Att) £7.85
Kroll & Prumni (IT) £13.95
CarWars (SJG) £3.95
CarWars ExpKit 1 &2 £2.75 sach
Sunday Drivers (SJG) £3.95 (CW Suppl.)
Truck Stop (R) (CW Suppl) £3.95
AutoDuel Champeons (SJG) £7.95
CW Refs Screen £4.50
Star Frontiers (TSH) A £8.95
Star Frontiers Modules 1, 2£3.95
HKnighthawks (TSRA) E8.95

»

(o3 2

* % % %

LE B S ey

SF-Space Opera R,S(FGU)
Basic Boxed Set £9.

Ground & AlrEqumem £3.25

Qutworids, Star Sector Atlas 1,2, 11 £3.85 each
Alien Base, Martigan Beit £3.25 each

Probe NGC 8436 £3.25

Seldon's Starcraft Compendium £3.75

Vaultof the Nier Queyon £3.25

Aowsion 2, Incedus 3 £3.25 each

Fasolt In Peril £2.75

* %

SF-TravellerR, S (GDW) £8.95
+ Starter Edn£7.85, Traveller Book £10.95
Mercenary, Highguard £2.85 each

1001 Characters, Animal Encaunters, Citizens,

Spinward Marches, 76 Patrons, Traders &
Gunboats, Library Data A-M & N-Z_ Fighting
Ships, Solomani Aim £2.50 sach
* Forms & Charts, Veterans £2.95 each
Ship Plans:
Tethys, Leander £2.95 each, Fenris £4.95
Fasa Adventure Class £8.95
s Aslan Cruisers. % Merchants £8.95 each
Scenarlos
Twilight's Peak, Leviatian, Kinunir, Ras. Stn
Gamma, Tnill Cr Squad
Marooned/Marooned Alone
Argon GambitDeath Station
Chamax Plage/Horde, Expedition to Zhodane
Broadsword, Prison Planet,
Divine Right, Night Conquest
Shadows/Annic Nova £2.50 each
Nomads of the World Ocean £2.85
Tarsus Module £8.95
Doom of the Singing Star (JG) £8.95
Legend. Trail. Fate of the Sky Aaiders £4.50
@ach (3 books)
Rescue of Galatea (FASA) £4.50 each
Ordeal by E Shaar, Action Aboard,
7 Pillars, (FASA) £4.50 each
Alien Star 80p, Dark Star 25p
* BestolJTAS|II£2.95
4 Striker MR £10.95

Ok 4% A

Thieves Guild Scenarios
1£7.95,2 3£5.95¢ea, 4-7E4.95ea,
Prince of Thieves, Compleat Tavern £3.50
Free City of Haven £11.95

* Havenll£9.95
Demon Pits, Mines of Keriday £4.95 ea.

<> Special Offer
 New Arrival

R RolePlaying Rules
S PlaysSolo

B Boardgame

M Miniature Rules

SHOP 9.30-1.30. 2.30-5.15 on Mon, Tues, Thurs, Fri

9.15-5.15 on Saturday
Closed all day Wednesday

Wide selection of boards, pieces & sets for CHESS, GO, SHOGI, MAH JONG,
BACKGAMMON, TRI-CHESS, RUBIK'S CUBES, OCTAGONS, PYRAMIDS, SNAKES ..

CITADEL, RAL PARTHA, Q.T. & T.S.R. Fantasy and Science Fiction miniatures at
manufacturer's prices p&p 10% (30p min.—£1.30 max.). Overseas p&p 30% (80p min.)

Fantasy — Role Playin

D
*

*
R

*RRARE HOTP AR AR

ungaons & Dragons (TSR)R
Basic Sel
D& DExperl 5&1“,96, Rulebook £3.95
Fiend Folio, Monster Manual, Players
Handbook, Deities & Demi-Gods £8.95 each
Dungeon Masiers Guide £8.95
TSR Adventure Modules (Levels)
{1-3)81,T13.50 each, B2, B3, BAN1, U1, U2
£3.95each + M1, M2 S £4.50 each
(2-4) L1E3.95, (3-14) X1, X2, X3 £3.958ach
(6-8) X4, X5 £3.95 each
(4-T) A1, A3£3.50 each, A2, A4, % UKT1E3.95 each
#*(5-7)11,12£3.95 each, 13, |4 £4.50 each
(5-7)C1 £4.50, C2 £3.50, (5-10) S2£2.95
(6-10) 54 5,50, WG4 £4.50
(6-14) 51 £3.50, |8-12) S3£5.50
(6-9)G1-2-304.50,(+ ) D1-2£4.50
{10-14) D3 £3.50, Q1 £4.50
(8-12) EX1, EX2£3.95 each

ole Playing Scenarios
Tulanof the Isles (MP) £3.95
Ciry State of the World Emperor (JG) £8.95
Giory Hole Dwarven Mine (JG) £2.99
Jonril, City of Carse (MK} £5.50 each
Heart of the Sunken Lands (MK) £7.95
Starslone (NS) £2.99
Thieves World £14.95
Dark Assassin, Traitor, Spirit Stones £5.50 each
Amazon Mutual Wants You (DT)£3.95
Best of White Dwarf Scenarios,
Articles . |1 £1.50 each

Role Playing Aids

Handbook of Traps & Trcks (DT) £5.95
Monster File No. 1 (DT).£3.95
Dungeon Floorplans 1,2, 3£2.99 ea
Grimtooth's Traps 1,2 £3.75

Dragon Tree Spafibook £4.95

Book of Artifacts £4.95

Book of Plots (DT) £4.95

King Arthur Companion (Ch) £14.95

Middle Earth fICEl R£6.95

Angmar, Umbar, Ardo
Northern Mirkwood t?_gs

Runequest (Ch) R £8.95 Bxd

Fulebook £5.95, Hardback £10.95
Runemasters. Plunder £4.95 each
Cults of Prax £6.95, of Terror £7.95
Foes £9.95, Gateway Bestiary £5.95
Trolipak £14.95

Scanarios

% %%

The Big Rutble £14.95, Favis £14.95
Griffin Mountain £9.95

Snake Pipe Hollow £4.95

Apple Lane £2.95

Duck Pond £3.95 each

Questworld £12.95
Borderlands (Ch) £12.95

Solo Quest £4.95

Scorpion Hall {Solo 1l) £4.95

Snow Queen {Salo Ill) £4.95

Chivalry & Sorcery (FGU) £12.95

*

Sourcebook 2 £4.50
Swords & Sorcerers £4.95

Tunnels & Trolls (FBI)£6.95

Rulebook 3.

Salo Dungeans

Deathtrap Equalizer Dgn £3.50

Buffalo Castie, Overkill, Labyrinth,

Sorceror Solitaire. Naked Doom,

Weird World £2.50 each

Arena of Khazan, Sword for Hire

Sea of Mystery, Misty Wood,

Blue Frog Tavern! £2.75 each

Sewers of Oblivion, Beyond the Silverad

Pane, Dargon's Dungeon, Gamesmen of Kasar

£3.00 each

City of Terror £3.95

Abyss, Circle of ice 7Speach

For Dungeon Masters:

Uncle Ugly's Underground Level 1 £1.50

Dgnof fhe Bear Levels |, 1| 1l £1,50 each

Catacombe of the Bear Cult £3.00

Dungeon of the Bear Complete Book £3.50
Tritang (3 Scenarnos) 55p

These are just some of our games. Our catalogue confains details of virfually all games available in the U.K. Send
160 in stamps & 17p 5.4.8. (overseas 4 i.r,c.) for a copy (or free with orders over £6.00)

MAIL ORDER CHARGES: UK/BF PO/ Under £6— Add 35p, £6 and over— post free

Overseas Surface Mail - Add 30% (Minimum B0p). Europe Air Mail — Add 40%

add 75%

You may phone orders and pay by ACCESS

£1). Air Mail elsawh
Payment in £ Sterling please

£1.501 except Yag, AH & Phi, IT, games —add 100%

Other Role-Playing Games
Arduin Adventure (Bxd) £7.95
Ardun Trilogy £13.95
<»  Adventures in Fantasy (AGI) £7.50
+ Behind Enemy Lines (FASA) £16.95
* Guns ol Navarone (Scen.) £4.85
% Bntish Commandos (scen) £4.95
Boot Hill (TSH) £8.50
Ref's Screen, Modules £2.95 each
Bushido (FGU) £9.95
Call of Othulhu £18.95
* Arkham Evil £6.95, Y
%  Death in Dunwich £6.
* Daredevils (FGU) £9.50
+ DragonQuest (SPI) £8.50
# Dragon Quest Book (SP1) £7.50
DO Modules £2.95, £3.95, £6.95
+# Champions (HG)£12.95, || £6.95
* Enamies |, || £4.50 each
+ Espionage (HG)£10.85
Gangbusters (TSH) £8.50
Ref's Screen, Modules £2.95 ea.
% GB3—Deathatthe Docks £2.95
Gamma World (TSH) £8.50
Ref's Screen, Modules £2.95 each
Haroes of Olympus {TF) £13.95
Man, Myth & Magic (Yag) £14.95
Death Io Setanta and other adventures £3.95
The Egyphian Trilogy £4.95
% Privaleers & Gentlemen (FGLU) £10.95
* James Bond 007 (Vic)
Basic Rulebk. O Manual £7.95 ea
GM Pack £6.95
Octopussy, Gokdlinger £5.95 ea
De Luxe Game £11.95
* Mercenaries, Spies & Private Eyes £5.50
] Jade Jaguar £3.95
s Supervillains (TF} £7.95
* Superworid (Ch) E18.95
Stormbringer (Ch) £18.95
% ToChallenge Tomorrow (Rag) £5.50
Top Secret (TSR) £8.50
Rel's Screen, Modules £2.95 sach
Wild West (FGLI) £8.95
Trouble on Widows Peak {Scen) £2.75
& Worlds of Wonder (Ch) £14.85
Thunde-rin Guns (SGP
*  Warhammer i |!Luf- r}g:’

-Sothoth £7.95
. Asylum £7.95

Ysgarth Rule System R£7.95
Supplements 1, 2€1.70 each
* Boxed Set (Rules, Supplement
Record Sheets) £10,95
Mini-Systams: Weres £0.70
Character Fole Playng £1.45
Uttgart & Wyrdworid Scenarios £1.00 & £1.45
Abyss Magazine £1.00

Fantasy Games

* Dragonslayer (SPI) £6.90

* Barbanan Kings (SPI)£3,95
Mystic Wood (PH1) £7.95

Demons {SPI) Boxed £5.75
Sorcerer s Cave (HPG) £7.95

Ihad. Odyssey (IT) £9.95 each
Zargo's Lords, Wohrom (1T) £15.95 each
City of Sorcerers (SGP)£9.95
Ilurmenati {SJG) £4.35
ltuminati Exp Kits 1. 2{SJG)  £4.50
Necromancer (SJG) £3.95
Talisman {GW) £6.95

W Sanctuary £12.95

Other Games

2218 Baker St (HPG) £7.95

Extra Case S5et£2.75

Pro-Tennis (AH) £11.95
Cvilisation (HT) £18.00, (AH) £15.95
Interplay £8.95 * Grass£6.95

Calamity (GW) £7.50

Acquire (AH) E13.45

1829 (HT) £19.00

1829 Northern B (HT) £20.00
FHailway Rivals (AG) £4.75
Gapital Power ((T) £9.85

* o %R * AR

*

Historical Board
Wargames

Forward to Richmond (Www) - £7.95
Gettysburg—High Tide (Phoenix Ent) £16.95
Close Assault (Yaq) £9.95

Remember Gordon {Phoenix Ent) £13.85
Great Mediagval Batthes Cuad (SPI) £11.95
Yorkiown (IT} £11.85

Jena (IT)£12.95

Attila (IT) £13.50, Austerlitz (IT) £16.95
Victory at Waterioo (Aft) £7.95

DAK, ¥ Scourge of God, # Napoleon's Last
Triumph {SimCan) £12.95

Siege (SGP) £9.95

Speed and Steel (SGP) £10.85
Gunslinger (AH) £14.95

Bull Aun (AH) £11.85

Tactics (AH) 8.95

Up Front (AH) £18.95

B-17 Queen of the Skies (AH) S£11.95
Ambush (Vict) S£18.95

NATO, Next War in Europe (Vict) £13.45
Mato Divisional Commander (SPI) 23.95
Ace of Aces, Powerhouse £10.95 each
Stalin's Tanks (MGC) £2.50

Squad Leader (AH) £13.45

Crossol [ron (AH) £11.95

Crescendo of Doom (AH) £11.95

Anvilof Victory {AH) £21.95

Ther Finest Hour (GDW) £19.95

Battle for Italy (AH) £4.95

Hundred Days Battle (AH) £4.95
Fredrick the Great (AH) £8.95

Napoleon at Bay (AH) £15.95
Conquistador (AH) £13.45

Gulf Stnine (Victory) £23.85

Hell's Highway (Victory) £15.95

The Civil War (Victory) £14.85

ok N
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Magazines
* Imagine £1.05

* Tempestuous Orifice 55p
W MNexusE2.00

The Space Gamer |S.JG) £1.78

The Dragon, Bestol TD 1, 2E2.70 each
White Dwarf B0p

Thunderstruck 65p

Traveller's Journal £1.55

The Fantasy Gamer {SJGI E1L.75
Ditterent Worlds £2.00

Sorcerer's Apprentice: £1.90

Fire & Movement £2.00

Strategy & Tactics, Ares £3.95 each
Doombook of Chaos 65p

‘Wargamer ( +game' £4.00

Autoduel Quarterly  £2.00

Hounds of Avatar 55p Trollcrusher 75p
Swordplay, Misar's Hoard 55p each
Moves 85p, Phoenix £1.25

Wyrm's Claw 85p General (AH) E1.85
Punt & Pass, Dragon Lords 80p each
Red Giant 55p, S.E.W A AS. 65p

J Senseless Carnage Soc 50p
Quasits & Quasars 60p

k% %

Comguter Games

ssattas
Acquire. Foreign Exchange, Galaxy, Guns of
Fort Detiance, Lords of Karma, Shootout at OK
Galaxy, Space Staton Zuly, Stocks & Bonds,
WG, Voyager £14.85
B1 Nuclear Bomber. Conflict 2500, Bomber
Attack, Midway Campaign, North Atlantic
Caonvoy Ralder, Nukewar, Planet Miners, Road
Hacer£11.95ea
Andromeda Conguest £13.95
Flying Ace. Moon Patrol, Vorrak, Magor League
Baseball, Telengard £18.95 ea
Dnieper Aiver £18.95, Tanktics £17.95
Empire of the Overmind £21.85
GFS Sorceress, Close Assault £21.85
Legionaire. Fradericksburg £25.95
ZXB1: Breakout £1.95, Defender, 30 Monster
Maze £4.95 ea.
Specirum’ Escape £4.95
A0 Tunnel. Knot in 3D £5.95

ESDEVIUM GAMES (w7)
185 Victoria Road

ALDERSHOT Hants GU11 1JU

Tel: Aldershot 311443
or (evenings) Farnham 722269

£

—NO POSTAGE ON MANY GAMES FOR REGULAR CUSTOMERS
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SCIENCE FICTION BOOKS

FANTASY GAMES & COMICS
DUNGEONS & DRAGONS

MINIATURE FIGURES
POSTERS T-SHIRTS
OPEN:- TUES - SAT
10 AM~6PM

16 AVENUE ROAD
HERNE BAY &
KENT
. Tel 63941

& ¢ 4

GAMES SHOP

We now stock
PLATOON 20 FIGURES

as well as

Dungeons & Dragons * Traveller and most
RPGs and supplements * War Games *
Science Fiction Games * Figures * Bellona
Scenary * Rulebooks * Torchlight Fantasy
Products * Naismith & Mikes Models 15mm

Figures * Davco Microtanks * Sewars Magazine

: 818 LONDON ROAD, LEIGH-ON-SEA
o m Tel: SOUTHEND 73308

Open 9,30-1.30 and 2.30-5.30. Closed Mondays

orch(gfTc

BRING YOUR GAMES INTO [%

THE 3rd DIMENSION NOW!! [ s B -\
From the grandest of Wizard's Chambers othe | \ﬁ
barest of dark cells. Many different rooms, passages, q
steps and junctions, plus a great range of finely \
detailed accessories, all hand-cast in stone-coloured’ v/\

resin at a reasonable price.

*Send SAE for free catalogue and sample dungeon
doorway to: TORCHLIGHT (DEPT. W),

23 Clifftown Road, Southend-on-Sea, Essex

TRADE ENQUIRIES WELCOME .J

ot Al A T (Y
EZ IS SIS TSI L
. LONDON STOCK;EI%dﬁgtmrw:r?&:lnhbiu, Peckham,

NOW! -~ CAVERNS

EXTENDING OUR DUNGEON PLAN SYSTEM
WITH NATURAL CAVES & CAVERNS

NN

(ENDLESS PLANS)

45

Pssst!
Come

Goody-goodies got you down?
Bored by the same, routine games?
Wish you didn’t have to share the loot?

Do you want something more challenging than
filling out a form or blackening a circle on a
computer-read card?

Tired of restricting deadlines, high fees, and
little or no personal attention to what you want
to do?

THEN

Let DEVIL'S ADVOCATE GAMES take you away
from it all! We offer three new—and unique—
alternatives to the plethora of existing, ho-hum
PBM's:

WHODUNIT?—A game of mystery and sus-
pense, set against the backdrop of a major U.S.
metropolis. As a fledgling private detective,
can you make a name for yourself by solving
crimes in the crime-ridden '20’'s and '30's?

Room 4 is an internationally famous (and in-
famous) spy bureau, working for its own ends.
You are its newest agent. Are your skills up to
the challenge of international espionage?

REVENGE!is a totally new approach to fantasy
PBM role-playing gaming. Instead of being
bound to the usual goals of rescuing maidens
and chasing the Bad Guys, YOU can be the evil
wizard, fiery dragon, or black knight. The only
limitation on your character is your own imag-
ination. . ..

Set-up is $6 per game; turns are $3 each. All of
our games have been designed to allow max-
imum player input throughout play. To enter,
send check or money order to:

DEVIL'S ADVOCATE GAMES
P.O. Box 1117
Beltsville, Md. 20705 U.S.A.

(Foreign orders, please add $1)

_J
Please mention White Dwarf when replying to advertisements



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

CHIVALRY & SORCERY Second Edition
Chivairy & Sorcery 3 volume boxed set :
C&S gaumabﬂok 2 supplementary matenal
Swords & Sorcerers revised second edition
Bireme & Galley C & S naval combat .
Castle Plans 25 mm scale castle floor pl
Fortification Plans 25 mm fioor plans
Homes & Hovels 25 mm cut-out medieval building:
Towers for Tyrants 25 mm cut-oul medieval keep ...
AFTERMATH - post holocaust rpg. boxed ...
Into the Ruins. Aftermath scenario book ... . 95
Operation Morpheus. Aftermath scenario book .. £5.50
DAREDEVILS rpg set in the 1930's. -
50

Boxed Set rulebook, scenarios, ref's screen ... i
Daredevils Adveniures, book of three complele adventures ... £3.
PRIVATEERS & GENTLEMEN - naval rpg 1755-1820
Boxed Set rules, charts el ...
BUNNIES & BURROWS - rabbit role-playing

ROLE-PLAYING GAMES by FGU

VILLAINS & VIGILANTES 2nd Edition — Boxed set
2nd Edition rulebook only .
Crisis al Crusader Ciladel —iniro adventu
Death Duel with the Destroyers - V & V adven
Istand of Dr. Apocalypse — V & V Adventure
FORCE - V & V adventure
Opponents Unlimited V & V NPC's and their
organisations
WILD WEST western role playing

Boxed sel rules, maps, charts elc ...

Trouble on Windows Peak. Wild West scenano oacic
BUSHIDO Detailed rpg sel in the Land of Nippon
Boxed set, rule books, maps, charts, tables efc
Valley of the Mists Bushido Scenario pack

LAND OF THE RISING SUN - Samurai peniod Japan I'Dg 4

Boxed sel, rules, CHAMS 1 ...........icooouursionssoomsisssoe £11.95 'R"gwmffl il :;?(u gﬁ
MERC modern mercenary rpg . skirmish wargame £ aso?to::\ oy Sz:ﬁanu Pﬂd‘ s
Boxed sel, rules, plastic overlay, charts elc .. £8.95 Opoumiio g" A A
Merc supplement; more rules gsklhs ................ £3.50 n Peragrine: Scenano p

15mm SPACE OPERA FIGURES

Tre first four releases of a fine range of SF 15 mm miniatures are
now available. Supplied in packets of 5 different hgures they
combine quality design with sensible prices 65p per packet

SOH1 HUMAN ADVENTURERS SOA1 ALIEN ADVENTU RERS
S0H2 HUMAN ADVENTURERS SOA2 ALIEN ADVENTURERS

DUNGEONS & DRAGONS
This major revision of the top selling D&D game is now
available. It is boxed and consists of 2 books: a Players
Manual and a Dungeon Masters Rulebook plus a set of
dice. The presentation is specifically designed for
complete newcomers to the hobby and allows a
beginner to start playing literally within minutes of first

BASIC SET - NEW EDITION

opening the box. Introductory adventures are growded
in the text and are designed to be played SOLO. Group
adventures are provided later in the rules. There is no
longer any need to be hesitant about starting role-
playing —with this set you'll be adventuring immediately

THE SPACE OPERA ROLE-PLAYING SYSTEH
Space Opera: boxed set with rules, charts etc. £11.95
Martigan Balt: Scenanio pack ... £3.50
Alien - Scenario pack
Probe NOG 8436: Scenario pack ..
Vault of the Niet Queyon: Scenano

Slﬁ! Sector Atlas 1: planets in Iha Terran Sector .
Star Sector Atlas 2: the Mercantile League ......
Star Sector Atfas 11: the Confed System Alliance
Cutworlds: Star Sector & scenario ideas .........
Ground Air Equipment; Sp Op heavy weapons
Seldon’'s Compendium of : ship-plans .
Space Marines: expanded ground cOmbal rules ... £4.95
Lates! Space Opera adveniure is Agents of the Rebellion. It's a
scenario pack of mystery and intngue thal sees the characters
operating in the clandesting world of espionage and infiltration . £3.75

FGU BOARDGAMES (BG) & RULES (R TSR UK Ltd. ) AVALON HILL fantasy/sf boardgames
FEI#NSELSA& TFI?;.;.ESM Diadem: Science Fiction BG )... £1£,5!:l D & D Basic Set rules, dice, ... Alpha Omega 2 o
ASY GAMES S Lords & Wizards: Fantasy BG D & D Expert Sel, rules dice, adv
Rulebook (2nd edilion) ... ... £395 | (e Delta: Scienoe Fiction BG .. D & D Basic Rules only ..............
Tunnels & Trolis. Boxed Set 2 . £6.95 Qregon Trail: BG. Good solo D & D Exper Rules ony .. A
Naked Doom Solo Dungeon . E2.25 Star Explorer: BG Excelient P D & D Character Records sheets
Sorcerer Solitaire Solo Dungeon £2.25 Archworld: Rules for faniasy ba A D & D Dungeon Masters Guide
Sword for Hire Solo Dungeon £2.50 | oloic Conguest SF RPG m|'es ADAD Piayers Handbook ..
Labynnth Solo Dungeon £2.25 | oo estis History based fantasy o AD&R
Buffalo Castie Solo Dungeon £2.25 | Royal Amies of the Hyborean Age: . & ¥
City of Terror Solo Adventure £3.95 Starships & Spacemen: SF RPG . ; Wizard's Ques!
Beyond the 5|Ivsrgg Pane Solo D £3.00 ' mﬁ: . Wieand's ues
Arena of Khazan Solo Adventure PIED I oo i anaes s : .
Wairdworld Solo Dungeon ... ... £225 | STANDARD G#" ‘older . : Samural
Overkill Solo Dungeon ... ... . £225 | & PUBLICA Wfﬂ sheets E’-g Circus Maximus
Dungeaon of the Bear Levels 123 £3.50 CryHavor % ey S ¥ F L W =~ oo Eg.ﬁﬂ
Uncle Ughes Underground £1.50 | Cityol . .
Circie ol Ice Solo Adventure 75p S{a,s,,,p Cap,a, ROLE PLAYING IN FEUDAL JAPAN :sfg
Abyss Solo Adventure ... ... 75p The Village -
Goblin Lake Solo Adventure 75p The Cros-
Catacombs of the Bear Cult 1 ... £3.00 The Fr sach £3.50
Sea of Myslery Solo Adventure £3.00 Dur ~ach £3.95
Grimtoath's Traps Game aid ... £3.75 Dt uutiACL “E4.50
Deathirap Equalizer Solo Dungeon £3.30 Felthes =
Biue Frog Tavern Solo Adventure £2.50 or green;
Misty Wood Solo Adventure €250 | Clear Pa b b B G A LA
City Book Aid lor all FRP systems €750 —1— Empire of the Oumind‘a g 1?4%?\58 A0 . £21.95
S (e Miguins 572 | TRAVELL. Voysger 1" TC16 T16A32 A132 P32 :
Gnmtw!h sLu;GameandVol?. Eg;g Starter Edilion 4 'PIGMBPIGAHE -
amesmen asar " AT ! X
Boxed Set : s;c .'“’ .
De Luxe Boxe o AI32
NICE DICE PRICE! m" :
Standard polyset 6 dice .. ::,20 Official
gélﬂ:: gﬁdm"mﬁm numerals i 51:333 COTL“B: ;’3"-" KEY —*= on cassete; += on disc, P= Pet A= Apple
Fireball polyset ... E:g LI 11; At= Alari; T= TRFedB? KTC TRS Colour;
Or with inked numerals . B1 numbers= memory required in K,
Transparent Gem polyset E; g I'?)::;ELLER Comp l-‘l"
Or with inked numerals ... o A 2 BUSHIDO THE WAY OF Tl'lE WﬁRHIO
- Snapshot .
e £| S s “WAKARIMASUKA? = Y T2 oAk Ak ek kk
30 sided dice ke 1. 80p | InvasEnEa ... 8 Module T ach £298
i 5L
Nickel/Copper Plated D30 60 (B Frombar WRE v U e N0 G | MAIL ORDER SERVICE
Nickel/Copper Plated other sizes BOR | =5 FNER s i e 5 F Modules: SF1 & L s each £3.95 HERE'S WHAT WE OFFER:
5 F Mini Module & R esScreen .. ... £295
Fire & Movement Issue 35: Cossacks Are Coming. EOUX:ES(;UEST __________________ £8.95 Dawn.gawnl u ..... : o * AVERY FAST TURN ROUND
aaqu ganl games; Ace ol Aces/Bounty Hunter; Rules only £5.95 Fanlasy Forest ......... POST PAID ON ORDERS OVER £6.00
mialures; Computer Games: news; reviews. st e e e S 505 | EndiessQuestBooks * INFORMATIVE FREE NEWSLETTER
The Flmnylﬁlm-r Issue 1: First issus of The Trollpack .. 5"_'95 Ares (S F/Fantasy mag t 17y ] [ £3.95 * SPECIAL OFFERS
Space Gamer's stablemate includes FREE GAME Runequesl Character Sheets i TELEPHONE ORDERS
“Both are £1.75 each per issue Papheic gl MAN, MYTH & MAGIC BY CREDIT CARD
*Six ssue sub (inc. p&p) £10.50 Apple Lane g Boxed Set with introductory module £14.95
“Back issues available. Borderlands i Death to Setanta ....... £3.95 Details ol how 1o order are given elsawhera on
e ] Kingdom of the Sidhe ... gg this page. Why not give us a try - you probably
‘ - £3. deserve a pleasant surprise.
Soloquest n pion .
Sologuest 111 Snow King's Bride . . The éiastmbury Law”nm g::
b SR R, R X fAsgeniiariel..... =
Egyptian Trilogy . £8.95
Runequest Aules in Hardcovers £10.85
Gritfin Mountain ... . £9.95 WILDERLANDS ************
Big Rubble .........cccocooiviniiine £14.95 CAMPAIGN
from JUDGES GUILD
STEVE JACKSON GAMES i TRADE ENQUIRIES
WHY NOT ORDER BY TELEPHONE USING | Car Wars: motorised murder and £8.95 MOST ITEMS ON THIS PAGE ARE
ACCESS OR BARCLAYCARD gay‘&em R T " gg‘; 2.9 AVAILABLE TO THE TRADE
save the trouble of sending a letter and ar Wars Exp Kil 1: more mm & m . . 6.
cheque. i CW Exp Kit 2 more & more mm & m £225 - e SEND FOR FULL LISTS
Sunuagal)nvgs CW rp adventure .. £3.95 £6.50
= Ti W + . .
WE PREFER THIS METHOD. We can try 1o ,.L“:gf,u,?gmeﬁ',?.:gj;ﬂ,’ﬂ';’;’,":;m m,g i el - £8.50
answer any queries and you will also be sure you re: classic game of super tanks . ... £3.95
are getting exactly whal you want and sooner OE\; expands wpon the Ogre idea .............. £3.95
nomally be return of post Battlesuit: power armoured infant £3.95 g‘g
P&P Order value over £6.00 Free lurminati: the stealthy alternative-".. £4.25 £3.95
Order value up to £6.00 Add 25p lliurminati Expansions 1 & 2; each £4.25 u_'“
Necromancer: wizard combal .. £3.95 )
OVERSEAS TRADE ORDERS WELCOME CB Heroes: latest releases ... . £1.99 95
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DO YOU HAVE WHAT IT TAKES
TO BE A HHGHWAY WARRIOR?

- THE GAME OF DEADLY DRNING

T MTLE@MS

Have you ever pressed the imaginary
button on the dashboard of your car to
vaporise the idiot driver in front?
BATTLECARS is a game in which
‘dangerous driving’ takes on a whole
new meaning. Vent your frustrations
on other players by arming your car
with machine guns and rockets. Watch
with glee as cars explode into fireballs.
Drive on and smile as the next victim
comes into range. Set the gunnery
computer and squeeze the trigger —
then BOOM!

How long can you survive in the
deadly arena of the future? Do you
have what it takes to be a highway

.~ warrior?

Only by playing BATTLECARS, with

| its unique simulation of driving skill
. and combat, will you ever find out.

BATTLECARS is the latest title from Games Workshop, developed
by lan Livingstone and Gary Chalk over a period of three years.
But this is just the beginning; Expansion Sets, Role-Playing
Supplements and Miniatures are yet to come.

BATTLECARS — The game of deadly driving



One mistake and youte just
one more piece of debris

== ==

o

‘

-

Space is big, cold and hostile. There is nobody
to run to for help. You are on your own. Only
the very best can survive in TSR's Knight
Hawks science fiction game. Are you up to the
challenge? The pilot of the sleek fighter, the
gunner in a space dreadnought, the navigator
on the jump to Prenglar. All these challenges
and more are available with this expansion kit
for the STAR FRONTIERS™ game.

(And Knight Hawks is also a great game in its
own right].

{night HEIV\?I(S from TSR

The game features:

K New space skills.

sk Detailed aspects of interstellar travel,
financing and constructing a star ship, etc.

%K Plenty of new rules material including
traditional science fiction elements.

Ask your games retailer for details or contact

TSR UK Limited,
\ The Mill, Rathmore Road,
!: Cambridee CBl 4AD
LAS  Telephone 0223 212517

STAR FRONTIERS is o trade mark owned by TSR Hohbies Inc





