= ¥

I ) i
.-:.;3*5-"'-"
: J

: -as.t’_l‘ébf Lost Souls

 TEMPLE OF THE DOOMED PRINCE
- A'Scenario for AD&D and RuneQuest




N
P BE

vy AVAILABLE IN YOUR
a8 |LOCAL GAMES STORE
Vo,




GAMES WORKSHOP it 02

that?...

Where adventures begin...

“| fear that this will be the last missive | can smuggle out of the Mail
Order Catacombs for some time: ever since the Overlord of the Deeps,
Zlargh of the Black Sun, Bane of Humankind, heard the news that the
infamous Call of Cthulhu game will soon be readily availablein a new
UK edition at a new cheap price, his behaviour has become increas-
ingly erratic. His grasp on reality has never been secure, but now | fear
for his SAN. He is going berserk. Life is becoming very dangerous
down here in Workshop’s shadowy recesses. Ugbash, Agaroth and |
~ are under strict instructions to address our master as “Great

* Cthulhu”; he has devised bizarre nicknames for us. Ugbash is known
as “bloated misformed tentacular Shoggoth”; Agaroth is “the proto-
plasmic blob”. Zlargh’s violent temper has always ensured that our
existence in the depths has varied between rather unpleasant and
excrutiatingly painful; now we are punished for wholly imaginary
insults against the Great Old Ones, whoever they may be. But what's

I must cease! | can hear Zlargh's weird, newly-acquired, high-
pitched gibbering voice approaching; Cthulhu preserve us all...”
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MAILING CLUB NEWSLETTER
A lete 52 page mGAMES WOE:SHOP Cﬂfﬁ]l;()?sun% play-aids and Send us your name and address and uptu 6 first or second class stamps; we will
boxed figure sets. Only 50p pius 20p pAP. e o e 1O WHITE DWARF SUBSCRIBERGT -
CALL OF CTHULHU GW's FANTASY RPG ACCESSORIES

Call of Cthulhu boxed set .
SCENARIOS

Shadows of Yog -Sothoth £? 95
The Arkham Evil .........

Death in Dunwich
The Asylum ........
Pursuit to Kadath .
Fungi from Yuggolh "
Curse of the Cthonians ..... £7.95

"ACCESSORIES

.. now only £8.95

The Cthulhu Companion .. £6.95
Adventurers figures set .... £8.95
Monsters figures set ......... £8.95

Lock out! — Games Workshop's
Cthulhu sourcepack for Britain and
Europe, due out later this year!

Dungeon Mapping Sheets . £1.99
Wilderness Hex Sheets ..... £1.99
Dungeon Planner 1:

Caverns of the Dead ......... £4.95

........................ and watch out for
Dungeon Planner 2: Nightmare
in Blackmarsh!

Dungean Floor Plans
Dungeon Floor Plans 2 .....
Dungeon Floor Plans 3 .....
.... watch out for
ines and Caverns!

Workshop Mail

STEVE JACKSON

POCKET BOX GAMES

an e R e £4.50
G.E.V. £4.50

Battiesun i £4.50
Ogre Book ..... . £4.50
Kung Fu 2100 £4.50
Raid on Iran ..... £4.50

One-Page Buige
Undead :
Nacromancer
INuminati
llluminati Exp.
Iluminati Exp. Kit 2 ...

RECENT RELEASES

Witch Hunt RPG ..........cce.. £9.95
Forever War ..........c.cooe..... £16.95
Forces of Fantasy

(Warhammer] . £5.95

The Normandy Camr..;éugn

Bug Eyed Monsters
Third World War ....

Elghth Army ..
NEW FROM AVALON HILL
Powers & Perils RPG ....... £19.85
Panzergruppe Guderlan E‘Id 95
Decathlon ......... £13.45
VENEUIS . ..cccoimensssannnssanssses £7.45
NEW FROM VICTORY GAMES
1809 .. . £14.95
Vietnam ... < £16,98

NEW FROM MAYFAIR GAMES
FOR AD&D

Dwarves
Elves .....
Dark Folk :
WIZBIOR ...convisaesssnessiusinsanns

SCENARIOS

Swordthrust .........ccccminene
The Contract
Evil Ruins .....
Shipwrecker ;|
Dragons of Weng Tsen ... £4.95
The Keep .. £.

Deadly Power .. £4.95
Tower of Magicks . £4.95
Question of Gravity ........... £4.95

1 Games
i1 Order - our catacombs
contain the largest range

es ever assembled
3]:1?12:none roof! - including
| all the D&D and AD&D |:)ro|~l
ducts by TSR Hobbies; a

i1 the Avalon Hill wargames,t
| everything for Sta&ﬂ::; ;

Car
Battles, Traveller,

¥ﬂnﬁg‘; & Trolls etc., etc.
1 &

rite today
far a pnce llst

HARN - a complete fantasy world
Harn £15.95

CARS CARS CARS

CARS CARS CARS

CAR WARS

Car Wars ... £4.50
Sunday Driv £4.50
Truck Stop ........ £4.50

.« £2.98
£2.95

Car Wars Exp. Ki ..
Car Wars Exp. Kit 2 ...

Car Wars Exp. Kit 3 .... £2.95
Car Wars Exp. Kit4 ... £2.95
Car Wars Map Sheets ....... £4.50
Car Wars Reference Screen . £4.50
Auto Duel Champions ...... £7.85

BATTLECARS

Battlecars .........c.c.. ccceveenes £6.95
Battlebikes . . £4.95
AUTOVENTURES

Suitable for Car Wars and
Battlecars

Module 1: Turbofire .......... £5.95
Module 2: Hell on Wheels

{BEI0) sucmremonsmnuarson £5.95
Module 3: Ultraforce ........ Soon

o IRON CROWN ENTERPRISES
Cities of Harn ... : Rolemaster RPG
Encyclopedia Harnica . £4.95 Arms Law £6.95
Encyclopedia Harnica 2 .... £4.95 Claw Law o . F4.95
Spell Law ..... E£71.95
FANTASY ROLE-PLAYING BOOKS Character Law . . £6.95
Warlock of Campaign Law ... £6.95
Firetop Mountain ............. £1.50 || Arms/Claw Law boxed .. . £10.95
Citadel of Chaos . £1.50 Rolemaster boxed ........... £24.95
Forest of Doom ..... £1.50 Scenarios
Starship Traveller . £1.50 Cloudlords of Tanara ........ £6.95
City of Thieves .. £1.50 Iron Wind ..... .. £6.95
Death Trap Dungeo - £1.50 || Middie Earth
Island of the Lizard King ... £1.50 || Middle Earth Guide & Map . £6.95
Dicing with Dragons ......... £3.95 P ¥ aTe oot T £7.95
Sorcery Spell Book ........... £1.75 || Umbar .... . £7.95
Sorcery: Ardar by . £7.95
Shamutanti Hillg:on s £1.95 Northern Mirkwood .. . £7.95
Sorcery Southern Mirkwood .. . £7.95
Khare Clty Port of Traps ... £1.95 Isengard .. sessrrnnnes EALTD

Send your orders to: Games Workshop Mail Order,
27/29 Sunbeam Road, London NW10 6JP
Please make all cheques/POs payable to

Games Workshop Ltd.

NO CASH PLEASE!

— ——————— et

Telephone orders using credit cards, or enquiries, phone
01-965 3713 Mon - Fri 9.30am - 5.00pm.

Orders under £6.00 add 60p post and packing.
Europe: add 33% carriage/other overseas: add 55% carriage

Please mention White Dwarf when replying to advertisements



10 Market Square Arcade,

(opposite Lewis’s) Hanley,

Stoke-on-Trent, ST1 TNU,
Tel: (0782) 279294

orld

Open Monday - Saturday 10.00 am - 5.30 pm _

As well as role-playing games, rule books, Citadel Min-
atures etc. our two floors stock a wide range of U.K. &
U.S.A. Magazines, books, comics, posters, paperbacks,
and t-shirts on subjects as varied as - martial arts, body
building, mercenaries, sci-fic, fantasy, films, rock, boxing.

. For directions see our full page advert in WD43, or
send a s.a.e. requesting map.

ﬁ

CLYDE MODELS
Glasgow’s City Centre games,
comics and model emporium!

Find us at 44 Candleriggs, Glasgow G1 1LE.
Open Monday to Saturday 9.30-5.15

We stock al that's best in games,
comics and models
Special offers weekly
We stock all Citadel plus much more

Visit us now for your local Dose of Friendly Abuse!!
Hellow Mum

L,

IWaRaER

10 Skerry H|II
Mansfield, Notts

Open Monday 1Tpm-6pm
Wednesday 2pm-7pm
Remainder 10am-6pm

Stockist of Citadel, Asgard,
Essex Miniatures; Torchlight
and Gallia products and more

00

W

M

BOOK ONE
25 Market Place
Whitburn West Lothian
0501-41792

Open Mon-Sat 9.30am-5.30pm

Now stocking large range of
D&D, Traveller, White Dwarf
also large selection of computer software
and Sci-Fi/Fantasy books

Please mention White Dwarf when replying to advertisements

BINDERS

Make sure you keep the coffee stains off your White Dwarf

collection by protecting them in your own White Dwarf binder.

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

UK: Please send £4.50 (includes p&p);
Europe: Please send £5.00 (includes p&p);
Other Overseas: Please send £6.00 (includes p&p);

To: Games Workshop Ltd, 27/29 Sunbeam Road, London NW10 6JP

SWANSEA MODELS & HOBBIES
Plymouth Street
Swansea SA13QQ

Open Mon-Thurs & Sat 9.00-5.30
Friday 9.00-6.00

Games and Miniatures stocked
Worldwide Mail Order Service
a speciality

Axle says:
‘Visit The
Guardroom’

SOUTH BEDFORDSHIRE'S
~—— CENTRE FOR GAMES

//- We stock Dungeons & Dragons,

Runequest, Traveller, Space
Opera figures by Citadel
and Chronicle and much,
: much more.

38 WEST ST., DUNSTABLE. TEL: (0582) 606041
2 miles from Junction 11 on f}re M1




FOR WAR, FANTASY

Ga m es SCIENCE-FI%!'I'IIJON 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

ROLE-PLAYING GAMES by FGU "::\i\\

CHIVALRY & SORCERY Second Edition \I"ILI_AINS & IiFIG!Lnl.NTEs 2nd Edition — Boxed 58l ...........ocoeo. £8.75 R ™
Chivalry & Sorcery: 3 volume boxed set ... 2nd Edition rulebook only £4.35 - 1
C & S Sourcebook: revised edition . B8, Crisis at Crusader Citadel — infro adventure ... £3.65
Swor cforepodeet Yoty 455 laand of bt ApoCaDs ¥ & V AVIUIE £ass ) HAVE )
m:ﬁgm;;%ﬁrgﬂl:ﬂl c::nﬁb:; I EQWHCE tsv L?nl\:mnsd V & VNPC's and their e AD‘:EEE:{:;R!ES
E;ﬁ%aﬁzzf;:%wma;;::r plans .. OB O i e i an bbb LS b e £365 g 1 o 95 DAREDEVILS & a role

playing game of action, in-
trigue, and adventure, The
time s the 1930' when lar-
ger-thanlife  heroes  yralked
crime i the streets and trav-
eled the globe righting wrangs.
Master villains, mysteries, fur.
ious gun battles and cliff-han-
ger escapes are all a part of o
DAREDEVIL's life.
DAREDEVILS includes the
rulebook, a referee’s screen,

and DAREDEVIL ADVEN-

GRENADIER MODELS W_Eﬂouwfsu ) | d AR W aiso availate: More TURES with four ready.to-
= ity metal e baerly o W y based lantasy rpg. M‘M;ﬁ’ww'r. play adventures to allow you
op quality metal figures from the nawn miniatures company i .S, 3 Detaited ! Opera ’ ol o st e oy,

now available in Ergaln Below is a selection of their range. Send gAE for full lists. '{’x"ﬁ" DL g ook .sn.g"‘:i g5 more Space e Sk Dt i

CALL OF CTHULHU - Officially Approved range. £7.95 per box. o %gﬂ’f g B i

Box 1: Adventurers ~ Box 2: Crealtures Wﬁ:‘ : ol Thvils) Cokal
DRAGONLORDS Excelient fantasy range. £5.50 per box MWM N e 3 Another oy
Box 1: Wizards Box 2: Halflings Box 3: Dwarves Box 4: Hirelings Box 5: Qs i u

Fighting Men Box 6: Specialists Box 7: Females Pyeney: The Wiidemess gn Wore 9
Box 8: Thieves Box 9: Wizard's Room Box 10:
Horrors of the Marsh Box 11: Orcs of the Severed
Hand Box 12: Subterranean Terrors Box 13: EGU Bgﬂﬂﬂ(é!MES (BG) & RULES LR} TSR UK Ltd.
Adventurers — Golden Quest jadem: Science Fiction BG ... D & D Exnert 8ot rulbs s
AUTODUEL - Official Car Wars Miniatures all at | Lords &  Fantasy BG D 8 D Expert Rules only
£3.25 per blister . Ten sets in the range. Colony Delta: Science Fiction BG & D.Charictir Rebics hasts

4 ; Oregon Trail: BG. Good solo .. DD Masters Guide
OGRE MINIATURES — Official range £3.25 per Star Explorer: BG Excellent soio & Hiwm “u
D Monster Manual

pack, unless otherwise marked Archwirld: Fholas tor fadlasy baties
1. Ogre Mark V £5.50 (1 per pack) 2. y Heavy Galactic Conquest: SF APG rules .. D Monster Manual 2 ..
Tanks 3. 4 Missile Tanks 4. 4 GEV's 5. 4 Odysseus: History baséd fantasy g D Deflies + Demigods
Howitzers 6. 4 Mobile Howitzers 7. 5 Light Tanks Royal Armies of the Hyborean Age: R D Fiend Folig .............
8. 2 Command Posts 9. 4 Combine GEV's Starships & Spacemen: SF RPG L D Dungeon Masters Screen
re Mlmaéulssg:"e to 1/285 sgh;a B glr:re%‘: HoourdFm:s ;
JAVELLER - Official range. £7.95 per box aracter Folder .....
Box 1: Imperial Marines. Boxes 2& 3-see below. | STANDARD GAMES DN cnarac_m Fecord shael
FANTASY LORDS - new fantasy range all at | & PUBLICATIONS

Homes & Hovels 25 mm cut-out mediev, .£4.35 WILD WEST westemn role playing
Towers for Tyrants 25 mm cul-out medieval keep ..... . £5.25 Boxed set rules, maps, charts efc .. i
AFTERMATH - post hol rpg. boxed £16.95 Troubie on Windows Peak. Wild West scenario pack ..
Into the Ruins. Aft ith book . BUSHIDO Detailed rpg set in the Land of Nippon
Operation Morpheus. Aftermath scenario book ., Boxed set, rule books, maps, charts, tables etc
DAREDEVILS rpg set in the 1930's. VnIIeE of the Mists Bushido Scenario pack
Boxed Set rulebook, scenarios, ref’s screan HER SUNS - Challenging sf rpg
Daredevils Adventures, book of three complete adventures ...... £3.65 Boxed set: 2 rulebooks refs screen and charls ..
PRIVATEERS & GENTLEMEN - naval pg 1755-1820 MERC modern mercenary rpg, skirmish wargal
Boxed Set rules, charts etc £12.50 Boxed set, rules, plastic overiay, charts etc ..
BUNNIES & BURROWS — rabbit rola-playing ... i Ly £4.35 Merc supplament: more rules & skills ...

5 itan
.. £9.85 Wizard's QUESE ......cccceciiiiinsiiasssssissssiines
- EASS Wizard's £16.95
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£7.95 per box Cry Havoc — medieval skirmish game ...
Box 1: ons of the Emerald Idol Box 2: | Cityof —fantasy boardg;
Skeletons — Raiders of the Undead Box 3; Elves Starship Captain — SF boardgame
of the Sylvan Brotherhood The Village - extra rnaguor Cry Havoc .........
The Cro + Bhe, 63 Powers & Perils ...
NEW from GRENADIER Thanresr—newmap I'orCn,l Havoc .......... 2245 HDNLE?MEL?I]'EHTDI.D
DARK CRYSTAL Official range £9.75 per box, Dungeon A box 8 | Xk Ye O e WOHLD P56 FOT TR o
Box 1 & Box 2 both with figures from the film, X2 ... : AC2 - D & D Screen & Expert Mini-Module Atlast, the opportunity 1o be sick asapammwﬂws“‘,h‘“

MODULES-AD&D moon in the comiort of your own home! Worid Class
82 i £3.50 Football is a statistics based game allowing matches
between lop British teams. 18! team squads are pro-
vided, with detailed cards for each player. Select a
team, lakesachmmmasnwmandlmsmyoull

paints & brush. Collectors scale.
TRAVELLER additions to the Official range. g’leﬂafff,?aﬁﬁ:'c‘ﬂ'::l?s”:e‘;ﬂ hﬁ’;ﬁ,’;’;’,
Box 2 Adventurers Box 3 Alien Animals Siege — NEW compatibie with Cry Havoc ..

; EX1; EX2 12 13;
Gl Assault Team Figures, paints & brush £9.75. Thunde-rin' Guns—. Old West excitement .. 0 L2 NT; Q‘ S1.T1 UKY

Speed & Steel - Blitzkreig boardgame ......... g; gf Ud; Wisd

agree that, at the end of the day, WCF has gotﬂ‘!em

NICE DICE PHICE! ; e rate, the tight skills and the commitment to win ave

Standard polyse! 6 d 20 TUNNELS & TROLLS Ocagon Megezine .. 25 R . s i

Or with inked nugs= -, g FANTASY GAMES SYSTEM G W Modules: GW1; GW2; GW3; GW4 _...... sech £3.95

; : Rulebook (2nd edition) G W Minl Module & Referse's Screen .. ....£395s | BLADE
Lo OE X I e o et 28
" - 8 = - e
sg,kger s£|akéos£%mggn ... F2.25 B H Mini Module & Relerees Screen Stormhaven — MSPE advarﬂuregck 26.95
Sword for Hire Solo Dungeon ... £2.50 Sﬂw [Imludr,?;sguduie 1. MSPE ADVENTURES ARE ALSO SU| FOR
Labyrinth Solo Dungeon ... " 225 Ehoduies: T HERO GAMES' ESPIONAGE AND VICE vEF!SA
Bultalo Caste Solo Dungeon . . £2325 mwgg Fr?&m?&"m o
BRI e B L33 ek ok ok koA ok
mﬂﬂd I'i?"”’;‘ffi": Solo D gﬁ G B Rlocues a1 GoziGEa
na of Khazan Solo Adventure inc. Module 0)
ARMORY ACRYLIC PAINTS i S0 e eaaon - 25 | & H&'é:s[ P Sen e 50 H“E‘géLSgHRE\EMEOSFEPHVICE
Al erkill Solo eon ... 5 .

A fine selection of over 60 different colours includi Dungeon of the Bear Levels 1,23 .. £3.50 5 F Mini Module & Referees .

such esoleria as POMEGRANATE: BUBONI Uncle Uglies Underground ..., . £1.50 E:mm E'::;' -------- 4.95 * AVERY FAST TURN ROUND

BLUE: PALOMING & NIPPLE PINK! More normal Circle of Ice Solo Adventure .. 75p ,,,,’f;;,,mmm * POST PAID ON ORDERS OVER £6.00

mm also available, Abyss Solo Adventure ... . 75p y.med * INFORMATIVE FREE NEWSLETTER

ner .75 oz jar. Goblin Lake Solo Adventure .. ... 15p * SPECIAL OFFERS

o i Catacombs of the Bear Cult 1 . £3.00 | ENDLESSGAMES | * TELEPHONE ORDERS
Sea of Mystery Solo Adventure . £3.00 Floor plans for 15 or 25mm M"‘S BY CREDIT CARD
Grimtooth's Traps Game aid ... £3.75 . e £3.99

Dungeon Plans —
Deathtrap Equalizer Solo Dungeon £3.30 Dungeon Plans - Spacious
Blue Frog Tavern Solo Adventure £2.50 Cave Plans - Tortuous
Misty Wood Solo Adventure . Cave Plans
City k Aid for all FRP systems i@

Sorcerer's Apprentice Magazing .

Detalls of how to order are given elsewhers on
this page. Whynotgweusalry you probably
deserve a pleasant surprise.

mm—“m SUper-nero ipg ............. E12.75 ************

Grimtooth's Too Game aid Vel 2 .
= chl - | e a] £6.95
AMERICAN EXPRESS of Kasar i gl g ot ity TRADE ENQUIRIES
WHY NOT ORDER BY TELEPHONE USING Enemis - more £440 | ALLITEMS ON THIS PAGE ARE
ACCESS, BARCLAYCARD, OR AM| THE BEST IN SF Sand of v, Devtryer Champiora mockie . £398 AVAILABLE TO THE TRADE
PRESS Escaps SEND FOR FULL DETAILS
save the trouble of sending a letter and from
TITAN BOOKS

WE PREFER THIS METHOD. We can try to

FGU !
answer any quaries and you wilaso b sure you SPACE OPERA - complete, complex dudge Dredd 17 Jdge Dradd 2

Cursed Earth 1 * Cursed Earth 2

exactly what you want and sooner ling. Judge Caligula 1 * Judge Caligula 2
by retum of post. OTHER SUNS - a totally new system Basic Game: rulebook 95 | Judge Child 1 * Judge Child 2|qududge Child 3
F'GP: UK & BFPO: Order value over £6.00~free | which does not encourage shoot-em-up | De Luxe Game: rulsbook; game aids ........ Judge Death * Ro-busters 1
Up to £6.00 add 25p play. Q Manual: aqui book ABC Warriors 1 * ABC Warriors 2
OVERSEAS: at cost. Please allow for 5 Opera £14.55 Other Suns £11.75 Game Master Pack: reference aids .. Aobo-Hunters 1 * Robo-Hunters 2
this in your order. If In doubt write or phone. PAce Lina e : Adventure Module - Goldfinger . all the above £3.50 each
SCIENCE FICTION ROLE PLAYING Adventure Module - Octopussy Nemesis * Ro-busters 2
OVERSEAS TRADE ORDERS WELCOME COMES OF AGE Adventure Module - Dr. Ne. .... the above 2: £3.95 each

5 Please mention White Dwarf when replying to advertisements



JOIN THEWORLD OF
PLAY-BY-MAIL
WITH KJC GAMES

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.
European rates: same as UK.

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

| —

JOoT'O

7 Lawrence Sherriff Street,
Rugby CV22 5EJ
Warwickshire
Tel: Rugby (0788) 62372

Open Mon-Sat 9.00am-5.30pm

Discount scheme for clubs

“THE WIZARD'S DEN”
62 Bridge Street
Berwick-upon-Tweed

The Borders Stockist
For D&D Games and Accessories
Painted Figures at
excellent prices always available

ESDEVIUM GAMES

LOW COST MAIL-ORDER SPECIALISTS -

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

Some of our special lines . . .
RAGNAROK ENTERPRISES. As their UK agents we now stock all their products...

The new RPG system, justly praised for emphasis on role-playing development and
realistic world design. For more experienced gamers...

YSGARTH RULE SYSTEM: Set of 6 books: Fantasy Character, Battlecraft, Arts Arcane,
Holy Orders, Fantasy World, Last Song of Hergest (Adv): ...
SUPPLEMENTS: (Wine of the Moon, Creatures Fair and Fell) ...
YRS RECORD SHEETS:
BOXED YSGARTH: (Rules set, Char Sheets, 3 Suppl) ......
MINI-SYSTEMS: Ideal for any FRP system. 1: WERES 85p; 2: .
RAGNAROK have produced three series of adventures/scenarios suitable for YRS or
D&D. All self-contained at budget prices.

YSGARTH ADVENTURES: on the low-entropy world of Ysgarth 3: Baelnok and
T O e PR T T T s s SRR S S PRSI DR PSR each £1.15
JAHANNAM/WYRDWORLD: Set in a medium entropy world parallel in background to
the Middle East of the Middle Ages. 1-6 each £1.50; 6, 7 £1.15 each.

UTTGART: Set on this high entropy world 3 titles
ABYSS: is one of the leading small US "zines. Iss 15-27
EIGHT ADVENTURES FROM THE ABYSS

THE DRAGON TREE

Especially for all DMs who want to make their adventures interesting and intelligent.
HANDBOOK OF TRAPS & TRICKS: Over 100 ready-to-play traps & tricks of a wide
variety and type of COMPIEXILY .......cicmmmmrimisiiiis s s s sssssss £6.95
DRAGON TREE SPELL BOOK: Some 225 spells, zero to 10th levels, wide in range

BN UBB cuievibasiinairiiiminssisnis
BOOK OF ARTIFACTS: 200+ treasurefartifacts with users, use, misuse, prices
powers and occurrence
MONSTER FILE Vol 1: Let your players see the beast 7
AMAZON MUTUAL & DESERT PLOTS: new adventures and scenarios ...... each £5.50

These are just some of our games. Our ESDEVIUM GAMES (2w)

catalogue contains details of virtually all 185 Victoria Road, Aldershot,

games available in the UK. Send 16p in Hants GU11 1JU

stamps & 17p SAE {overseas 4 IRC) for a Tel: Aldershot 311443

copy (free with orders over £5) (Shop hours)

Farnham 722269 (other times)

NO POSTAGE ON MANY GAMES FOR
REGULAR CUSTOMERS.

Telephone Order with ACCESS
Payment in £ Sterling please.

Please mention White Dwarf when replying to advertisements




NEW RELEASES
* Personalised Rings * Crystal
Pendant * Ear Rings * and more
Send SAE for a full illustrated list
of all available
Alchemy Metalwear.
Also sent with every order

SERPENT PENDANT in antiqued pt.wter © with fhdll’\
LOVEHUNTER BELT BUCKLE in antigued pewter ta fita 1
LIMITED EDITION of 1,000 individually numbered pieces .,

RING in solid branze or nickel silver ...
SKULL RING in salid bronze or nickel silver ...

OVERKILL CLASP in antigue polish silver plate,
HAND OF DEATH PENDANT in antiqued pewtar
EAGLE RING in solid bronze or nickel silver
THETEMI

PTRESS BELT BUCKLE in antiqued pewter tofita 1
LIMITED EDITION of 1,000 individually numbered pieces ..

J.  RIEDER'S AXE PENDANT in antiqued pewter, complete wit in

K. LOVEHUNTER CLASP in antique polish silver plate, fitted with broo.

Post & Packing: 50p per order (any size)
Cheques made payable to Rieder Design please

TIomMmoO mp»

= wide belt Thi

DISCOUNTS: Mail Order customers receive a discount card worth 7%%.
schools on application, may have a discount card worth up to 15% on bulk purchases.

ik e

DELUXE 6 DICE
INKED POLY SET
SPECIAL PRICE: £1.20

B LIMITED EDITION

- L
£ RIEDE R
. 295
8% GAMES ROOM
a4 e Leicester's Specialist Games Shop,
£2.95 established for over 5 years.
£2.95 SHOP HOURS: 9.30-1.00 & 1.30-5.30 Monday to Saturday
5 BRAUNSTONE C ATE, LEICESTER LE3 5LH
TELEPHONE (0533] 549182
Clubs &
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NEW RECRUITS
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668 Mounted Goblin
& Wolf

669 Heroes &
Fighters

670 Barbarians
{Anglo Saxon) :

667 MOUNTED WARRIOR

|
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The Iargest collectmn in the world

Mare and more fantasy wargamers and role players are finding out
that they could now aflord that large battie with cast your own
maulds from Ponce August The fact is once you have haught the
mould each figure only costs around 10p, And the moulds can be
lised hundreds ol times even by an oo

Orders under £5.00 add 50p postage.
By mail order from Hobby Castings, 129 Oliver Plunket

Street, Cork, Eire, USA: Dunken Co., P.O. Box 717, Calvert, Starter kit including an ore mold . £84.95
Tx 77837 CANADA: Manac, 1429 Kingston Road, Scar mosa:meuﬂlsgm.[mﬂes ]ﬂ-lﬁ:muus] - £1.10
boro, Ont, MLN 1R4. UK trade only Prince August (UK) i "'eTI:H gr makes 30-45 figures) ... ng:
Ltd., Small Dole, Henfield BNS 9XH Ae £3.25

1984 HANDBOOK No. 2 .l\l'.lILMI.E NOW — ONLY 6Op
Avnilable from: Hamleys, W. Hobby and good tay and habby shaps.

Prices quoted are those prevailing at press date and are subject to alteration due to economic conditions.
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ADVENTURE GAMEBOOKS from Puffin
Harness the Dark Force of Destiny in ﬁ vl

THE FABULOUS FANTASY KINGDOM
wHERE YOU conTROL THE ACTION!

ZORK 1

The Forces of Rrill

ZORK 2

The Malitestro Quest
ZORK 3
The Cavern of Doom

Infocom Books by S. Eric Meretzky £1.25 each

Now go it alone!
Steve Jackson

FIGHTING FANTASY
lllustrated by Duncan Smith

Create your OWN Fighting Fantasy adventures and
send your friends off on perilous missions!

Steve Jackson'’s clearly written handbook lays out
all the essentials for creative Gamesmastering, plus
two mini-adventures (complete with Gamesmaster's
notes) for you to experiment with.
£1.75

you’ve everbeen killed by
s evilgoblin,flamed
dragonorturnedtostone
byawizard...

then you need Micro Adventurer-the new monthly
magazine devoted to all microcomputer
adventures, war games and simulations.

Each issue offers a wide range of stimulating features, including:
B Helpline and Contact columns B Reviews of the |atest adventures
B Competitions with exciting prizes B War gaming advice

B Adventures fo type in and play M Profiles of famous adventurers
B Advice on how to write your own adventures

If all this sounds foo good to be true then fill in the form below to make sure
you receive your copy of Micro Adventurer,

SUBSCRIPTION ORDER FORM 1
Please send me 12 issues [a year's subscription] of Micro Adventurer, This order should be accompanied by a chegue made
beginning withthe _issue, payable to Micro Adventurer
UK subscribers
Name = _ Avear'ssubscription is £10.00 — please send this form with
payment o Micro Adventurer, Subscriptions Department,
Address Oakfield House, Perrymount Rd, Haywards Heath, Sussex
UsiCanadian subscribers
A year's subscription at air-speeded rates is US$33 25 — please
send this form with payment to Micro Adventurer, c/o Business
Signature Date_ = Pressinternational, 205 East 42nd St,, New York, NY 10017




",..f-\--.: Standard Games

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

HIGH
STANDARDS

Dungeon Accessory Pack |. £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 II. £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 257 of large consecutively numbered hexes ble for ¢
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,
6" x 4" colours green, biue, 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 1o 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 17 Square £2.95

10 sheets 17" x 257, 17 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 Il The 2nd Afghan War 1879

ign T ing and

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

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.
action. All components sold separate £2.85, DAl Saxon Army, DA2 Norman Army,
F1D Ad .F28 and

City of Sorcerers £9.95
Fantasy adventure game in two parts

Siege (New!) £9.95

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

| enclosed cheque/P.O.

Swordsmen, US1 Union Infantry,

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

Please send me |

Name/address ........ccocveiirieiiees

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 both U K.
and abroad.

POISON DWARF GAMES
Micromail Ltd., P.O. Box 34,
Leighton Buzzard LU7 8SJ

MAIL ORDER
Dungeons & Dragons
Basic Set (revised) ..
Expert Set ........
Expert Rulebook ..
Module B1
Module B2
Madule B3
Module B4 ...
Module X1
Module X2
Module X3
Book of Treasure Maps 2
Gencon IX Dungeon
Tower of Ulission
Spies of Lightelf

Modron ...

TUNNELS & TROLLS
Tunnels & Trolls Boxed Set ...
Tunnels & Trolls Rulebook
City of Terror ...
Sea of Mystery
Biue Frog Tavern .
Sewers of Oblivion
Death Trap Equalizer
Catacombs of Bear Cult ,
Naked Doom .......
Sorcerer Solitaire
Weirdwaorld ...
Buffalo Castie ..
Overkill ....... ’
Sword for Hire .
Labyrinth ...
Arena of Khazan .
Beynnd the Sl:vered F‘ane (e
Dargon’s Dungaon ..
Misty Wood
Uncle Ugly's Undergrounc
The Complete Dungeon of the Bear
TRAVELLER
Traveller Starter Editlon ...
Book 0: Introduction to Traveller .
Book 4: Mercenary ..
Book 5: High Guard
Supplement 1-4
Supplement 6:11 ...
Traveller Adventures 1-8
Traveller Double Adventure

OTHER TRAVELLER ADVENTURES
Ordeal by E'shaar
Action Aboard ...
The Seven Pillars .

Rescue on Galatea ...
Legend of the Sky Raide £3.80
Trail of the Sky Raiders £3.80

Fate of the Sky Raiders
THIEVES WORLD

Thieves World Boxed Set
Traitor oo
The Spirit Stones .
Dark A
MIDDLE EARTH PLAYING AIDS
Middle Earth Guide & Map

Angmar - Land of the Witch King .. £6.
Ardor - Realm of Southern Middle Earth .. £6.75
Umbar - Haven of the Corsairs ... £6.75
Northern Mirkwood - Wood Elves Realm . £6.75
RUNEQUEST
Boxed Set £7.90
Rulebook ... £5.25
Cults of Prax .. , £5.25
Cults of Terror £6.90
Plunder ........ . wre 120
Q I £11.60
RUNEQUEST BOXED SETS
1: Humanoid Adventurers .. . £3.20
2: Adventurers ........ £3.20
3: Attack of the Broo £3.20
da; Broo Il . . £3.20
6: Humanoids & Aldryam: . £3.20
. RUNEQUEST ADVENTURES
Griffin Mountain . EB.A5

PaVIS s iremssmminnes
Big Rubble
RUNEQUEST GAM

Call of Cthulhil < itiinmmssnusion £16.10
OTHER GAMES

Talisman ...
Warhammer ..
Dr. Who
Apocalypse
Valley of the Four Winds
Warlock ..
Quirks .....
Quirks Expansion Kit 1
Quirks Expansion Kit 2 ...

Judge Dredd o s

Cheques - Made payable to Micromail Ltd
BC Access welcome. Please add 50p to all orders for p&p in the UK. 30% for overseas.

Discount on orders over £20

for schools and colleges.

denizen

25mm fantasy

LEGION OF THE DAMNED: -
FA13 with axe and shield ......
FA20 with sword and shield ..
FA21 Standard Bearer ...........
FA31 Axeman in Plate mail ...
FA32 Wielding “"Mancleaver” . 35p
p&p: add 10% (minimum 25p]
SAE for fully illustrated list

DENIZEN MINIATURES
4a Powis Square, Brighton,
Sussex, BN1 3HH

GERMAN AGENTS: 'FANTASY AND SCIENCE FICTION’,
Wandsbeker Chaussee 45, D-2000 HAMBURG 76.

D.W. GAMES

SHAMBLES ARCADE (inside)

21 HALES STREET
COVENTRY
Tel: (0203) 24612

Bishop St

Corporation
5

Burges

Probably the world’s smallest
the BIGGEST selections of
RuneQuest, Traveller, Games

Hill, Gibsons, Hartland and Citadel Miniatures.

STUDENT DISCOUNT

Apallo Theatrs

Hales 5t . L
Fairfax 51
Shambles | 2 J
Arcade £

games shop with one of
games, including D&D,
Workshop Games, Avalon

CLOSED THURSDAYS
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\WARHAMMER

alf-Orcs

Unlike other creatures Half-Orcs are not easily destinguishable ss belonging to &

definite species. An otherwise normal Human can often dmplay 'Om.-.h‘ features,

whilst the opposite is true of Ores. Why this should be so is uncertain, It has been

suggested that cross-breeding between the spsz::ss has been sccomplished in the

distant pest by means of evil, ‘perverted magic; and that traces of mixed blood
remain in many otherwise normal creatures. The individuals popularly recognised as
Half-Orcs are extreme exampiea of this kind, Men, or Ores, whose physiques are in-

between that of the two races. Harlf—Orcs usually settle in their own small

communities, living away from both I-hmani’ty and Orc-kind. ?ha)r are by natural
disposition violent and mean haarted, and this generally results in them being
forced out of most normal communities. Brigandry, murder and theft are trades

that l’.hte}r turn to most readily Their eervices afe often “hired out to armms of Evil

ma‘wres, lncludlng bath Men and Ores.

Movelws | Bs| s | T[] w1 Al
| b =" 1

HALF-0ORC 4 1 3 z B 1 2 | _]_J

RANDOM [ DESCRIPTION ROFILE BASIC ARMOUR| POINTS RARE
GEN. M Ws|Bs| 5 T W_' I| A| WEAPON VALUE
01-50 Brlgand 413 3|2 B|L|2 1] Sword YES 5
51-85 | 413 3 |2]Bj1}2/1]| Sword NO 44
| B6-90 : 43 32| ci1f3/ 1] Sword | YES 6 30 Max.| |
91-95 Assassin @ s |6 3 |2] claf4[ 1] Sword YES 15 30 Max.
96-00 Half-Orc Character - Chuose Hero or Wizard
SPECIAL PROVISIONS
1. A Battalion of Half-Ores may form part of any Neutral or Evil Novice Acolyte Adept
Army. Any Battalion of Ores, or Evil men, may include 1 : ; ;
Regiment of Half-Orcs. ; Weapon Skill — 3 4 5
Bow 5kill 4 4 4
Strength =3 2 3
SPECIAL RULES Toughness — B B c
1. Half-Ores are subject to Intergoblinoid animosity. Wounds = 2 3
Initiative =3 4 5
2, Half-Orcs Fear units of Elves which are more than half their Attacks — 2 4
own numerical strength - for example 20 Half-Orcs will fear . :
11 or more Elves.
3. Half-Orc Assassi bject ta F They al e £ i
. alf-Orec sassins are subjec o Frenzy. They also use R
poisoned weapons; count all hits as Poisoned. Gonsbibdbing # 14 48
Paints Value — B0 200 — 450
HALF-ORC CHARACTERS - HEROES AND WIZARDS
Each Half-Ore Regiment must have a Regimental Leader. Unless Geperate:the nomper ot spalises follows:=
he is also a Half-Orc Champion his profile will be normal for his 203 Spelis it sach level Iovier thari: Mastar
type. Generate the Leadership Factor for each Regiment by 1D4 Sgells at the Mastery level. y

throwing 1D4.
3 ? F ; Choose the spells you wish to use. You automatically have enough

Each Half-Orc Regiment may include a Reglmentail Champion - talismana ¥a snable you to cast sach spell D3 times,

who may be the same character as the Leader if you wish.

Regimental Champions have the same profile as Minor Heroes.

We at Citadel are pleased to announce a new range of Half Ores -
A Half-Ore Battalion will have 1 Half-Orc Hero to lead it. He may designed by the incomparable Ali Morrison, There are 11 different
attach himself to a Regiment as its Leader, or he may act as an madels in all and individual models will retail at 45p each, but
independant character. Points cost includes a sword, but no other we're offering the following bargain selections. A stamped SAE will
equipment. There are two types of Hero to choose from with the bring you all of our latest lists.

characteristics as given below.
Please send me.

Minor Hera Hera 30 assorted Half-Orcs - only £11 post free I:
i 5 10 different Half-Orcs - only &4 post free I:I
¥
L
5
1
8
32 NAME
35 ADDRESS

A Half-Orc Battalion may include a Half-Ore Wizard. Half-Orcs
worship many dark Gods, and their Wizards form the clergy within
individual -cults. These Cleric/Wizards wear the animal skins of
their own cult animal, often a boar or walf. Half-Orec Wizards are
subject to Frenzy, and so often take to battle as warriors, even
restricting their spell use by wearing armaour.

Choose one of the three grades available. The points cost includes
a sword and personal talisman - usually a staff bearing the head of
a cult animal, the vulture being commonly used for this purpose.

ITADEL MINIATURE

10 Victoria Street, Newark, Notts. Tel: 0636 77495
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n arecent promotional
0 tour of Australiaand New

Zealand, | was often asked
whether or not fantasy role-
playing games were evil in that
players became controlled by
their own characters, trapped in
a satanic world of black magic.
On my return to the UK, | find that
similar accusations have made
the headlines of our national
press, baptist ministers pointing
the finger of doom.

| really am dumbfounded by
these people. If their argument
holds true, why doesn’t an actor
who, for example, plays a vam-
pire or, even worse, a murderer
in a film, go on to do the same in
real life? Or why isn’t the world
full of cowboys and indians or
doctors and nurses, the roles of
our childhood games?

To all those who are mis-

informed, please note that fan-
tasy is not reality.
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Hints and advice on how to set up a logically ordered campaign

background.

Law of Nature

Logic in Fantasy Worlds
by Christopher Hunt

How many times have you heard the
expression ‘Of course it can happen, it's
fantasy!' or‘it's only agame, it's not sup-
posed to be realistic’? When creating
campaigns and dungeons the place of
realism is often forgotten, indeed the
whole fun of creating something is that
you can run wild — do anything. But a
games master who forgets realism
altogether is cheating himself and his
players.

WHAT IS REALISM?

Realism should not be confused with
real life. Aworld can be realistic without
conforming to the constraints of our pre-
sent world. In order to be realistic a
world must have form, it must have a
logical order to it, otherwise it will not be
able to function. In our own world if a
man was hitby a lorry travelling at speed
he would in all probability be seriously
hurt, even killed. If a man jumped off a
cliff the natural law of gravity would pull
him down. Realism in a fantasy world is
creating a series of rules or ideas that the
world will follow. These rules should
bind everyone, even the Gods; and,
once the games master has made them,
even himself. These rules need not be
true to our own world; for example the
games master may wish to alter the
effects of gravity so that all life can float
in the air, or he may decide that on his
world there will be no metal.

Unless there are rules which govern a
world the games master will find that he
has created a mishmash. He may have
loads of ideas but nothing to hang them
on. Consider any good fantasy book or
film. There is inventiveness, action,
excitement but all follow some form of
plot and the rules which govern the
world are clearly defined. Look for a
moment at Gandalf. One of the Istari, a
virtual demigod but what could he do?
He couldn't fly or teleport, he couldn't
even cast a sleep spell! His power sprang
from his wisdom and knowledge.

Yet he was respected as a great wizard.
Tolkien created an order for his world
and he stuck to it.

HOW TO CREATE A REALISTIC
CAMPAIGN
The games master should decide:

1. What natural laws govern his world?

What is the effect of gravity? Do all crea-
tures need food and water? What is the
landscape like, the climate, etc? There is
great scope for variety here; many
games masters never consider the
‘natural laws’ of the worlds they create.

2. What role do the gods play? Decid-
ing the effect the gods have on the world
is important. On the other hand why
have gods at all? Clerics could receive
spells by drawing on the pyschic residue
of the souls of the dead or whatever.
Recent articles in WD50 and WD51 will
also help here.

3. What is the social order within the
campaign? Who has the political power
and how do they relate to those lower
down the scale? How do the different
races relate to each other? For example,
in one world | know of all dwarves were
enslaved — well, they're strong, good
builders, like digging holes...

Conflict

Conflict is the essence of all adventure
tales, even fairy tales. When creat-

ing a campaign the games master
should develop a history; tales of old
wars, past heroics, old legends of former
adventurers. A history will help create
atmosphere (see below) but will also
provide a source for conflict: causes to
fightfor, disagreements to resolve. Con-
flict needn’t simply be goodies v baddies.
‘Right’ can be on both sides — make it dif-
ficult for the players to decide where
they will stand, which side they should
support. Lawful characters especially
can be putinadilemma. Forexample: a
great plague is sweeping the land, itis
discovered that the only way of checking
itis by human sacrifice. Itis a great hon-
our to be sacrificed as by doing so the
person concerned is helping to save the
world. It is considered evil to refuse to
be sacrificed. The spirits of those sac-
rificed are said to return and inhabit
trees and bushes. It is considered sac-
rilege to use wood to make weapons but
there is little metal onthe planetand that
which there is is guarded jealously by
the dwarves who dislike humans as
much as they do orcs. There is also a
continual war between the elves ana
mankind. Both blame each other for the
plague and both believe that one day
they will find one of their own kind to

sacrifice who is so perfect that the
plague will be ended. Both are totally
honourable to each other but both
believe themselves to be spiritually
right. Both have religions which state
that if you don‘t fight for your own side
then you are dishonourable and a cow-
ard. All mages are considered evil and
putto the sword. Some mages are fight-
ing against the dark forces while some
aretrying to get revenge upon society by
summoning demons. On top of all this
both the elves and the humans use hob-
bits as slaves — to provide food for the
two armies. The greatest honour nextto
being sacrificed is to die in combat.
Finally the use of any form of magic, is
thought to encourage the plague.

Depth

Whenever a games master creates
something there ought to be meaning
behind it. It's easy to create a dungeon
with a jumble of rooms, scatter a few
traps about and populate it with an
assortment of monsters; but creating a
living working dungeon is an art. Barg-
ing into room after room hacking up the
monsters and taking the treasure can be
fun for a while butis all much of a much-
ness; it doesn’t come to anything. The
players aren‘t doing anything construc-
tive inthe campaign, they aren’t reacting
to it or being involved. The players can
only be involved if the games master
givesthem opportunitiesto do so. Listed
below are a few ideas on how to give a
campaign depth:

1. Don't make everything simple and
straight-forward. Political manoeuvring,
religion, interference from the gods,
wars, secret sects, social or racial dis-
content etc, all provide complications to
confuse the players.

2. A campaign must be alive. Events
should occur which may have something
or nothing at all to do with the players.
The player characters should fitinto a
campaign. The campaign should not fit
in around the actions of the players; they
should only have a part in it.

3. When creating a dungeon the
games master ought to think carefully
aboutitsdesign. Why is it located where
it is? What is its function? How easy is it
to find? Remember that if a dungeon is
built (ie not a natural cave formation)
then the builders musthave had a pretiy
good reason for doing so as thetime and
expense needed are very great. Where
practicable it helps to have the dungeon
run by some powerful group or thing as
this keeps order and allows the
monsters to organise against attack.
[See The Dungeon Architect, Best of WD
Articles Il for more information].

4, Think carefully about the location of
treasure. Remember that if you are a
monster and have a treasure which you
can’t use then itis a liability — nasty
adventurers are going to kill you for it.
Also, an unintelligent monster is not
likely to keep its treasure for long, some
other creature will get it — treasure
should filter through a dungeon to those
thatcan useit. This can make a dungeon
more dangerous, more realistic.

5. If some evil group control a dun-
geon then they should have an aim or
series of tasks that they are trying to per-
form. This aim should have an influence
upon the campaign if completed; for




example the creation of some horrible
new monster which will terrorise the
local area. A dungeon should always
interact with the outside world, so
that the party, by affecting what hap-
pens in the dungeon, can affect what
happens in the campaign.

6. All dungeons don’t have to be iso-
lated; just as they react wtih the outside
world so they can react with each other.
They can be friendly —even part of the
same network. On the other hand they
could be feuding, sending parties of
their own to loot and plunder the other.
Unlessthe playerscan apply reasontoa
situation, then the games master is not
being fair to the players. Skill, not luck,
ought to decide their fate. Of course, in
order to make a decision the players
must have access to information — they
may receive contradictory or even false
information — but unless there is some
final rationale, they will have no hope of
choosing the right path.

Time

Getthe players used to the fact thattime
can pass quickly; it takes time to recover
from wounds, time to travel, time to

learn new skills etc. There’s no need to
keep them informed of every little detail
or of everything which happens to a
character unless something interesting
occurs. No sensible games master
would spend ten minutes describing
what the character had for breakfast.
The same applies to every village that
the character enters, every pub he visits,
every road he travels on. When setting
up a campaign the games master can
save himself a lot of time if he describes
an area only in broad detail. The only
time he should need to draw up any-
thing is if there is some specific point to
it like adventure. If the players insist on
drawing a map of every village they
come to then draw up a few ‘model’ vil-
lages, a couple of ‘model’ buildings to
give the players, these can be used again
and again because they are not impor-
tant to the general scheme of things.
Creating a realistic campaign does not
mean drawing everything up in fine
detail; what is more important is that
every situation should be logical and
‘real’ so that they can relate to it. But
there is no point making something up
which the players will never need to
relate to—its simply a waste of your time
and theirs.

THE LAW OF NATURE

A campaign, to work properly, needs
time. All the actions, such as wars which
take place in a world need more time to
happen than it takes a party to ravage a
dungeon. One idea which helps give a
campaign depth and adds atmosphere
isto create a calendar of events. Here the
games master lists what will happen
after a certain period of time unless
some other event (possibly action by the
players) stops it. For example:

1. After one week the king’s daughter
will be kidnapped.

2. After two weeks the king will declare
war on a neighbouring state he holds
responsible (especially when the state
he is attacking has several mines pro-
ducing the finest gold in all the land).

3. After one month the secret sect
know as the Dark Circle cause a mysteri-
ous disease which inflicts the troops of
the opposing ruler.

4. The war will last for a total period of
only three months. The opposing ruler is
forced to sue for peace because his army
is too weak to fight.

5. After six weeks a doppleganger pos-
ing as the king's daughter will be ‘res-
cued’ by the soldiers of the Baron Ordac

(known as something of a sorcererin
court circles). The baron is of course
rewarded.

6. After four months the doppleganger
will have succeeded in controlling the
royal family (having used a potion
supplied by the baron).

7. After six months and on the appoint-
ed day the real princess will be sacrificed
by the Dark Circle. Baron Ordac, the sec-
ret head of the sect will perform the cere-
mony at the end of which he will be
invested with the powers of a demon.
All time is calculated from the date on
which the campaign starts. The above is
only a rough and ready list but it serves
as an illustration. Obviously, if the games
master is going to employ a time calen-
dar, time must be recorded, but it's not
necessary to be exact; as stated before
recording everything is time consuming!

Atmosphere )

All campaigns must have atmosphere
otherwise they can be boring. As stated
before a campaign history will help to
create general atmosphere but the
games master should always be looking
for ways of adding a bit of colour. The
great advantage of a dungeon is that
there is always suspense —what's down

that corridor? What's behind that door?
But adventuring needn't be limited to
the dungeon or the wilderness. Towns
and villages also provide the games
master with plenty of scope. Bar room
brawls are useful, corrupt officials can
cause trouble, local vigilantes could
attack the party mistaking them for raid-
ers (large groups of armed men are very
suspicious), or local customs can create
unusual situations (for example a town
might require that all strangers entering
hand in all weapons during their stay).
Having the party pursued is a great way
of keeping the players on their toes.
Remember, an organised dungeon will
fight back—hire an assassin or send min-
ions outto track the party down. An even
better ploy is to have a lawful good
character framed; bringing down the
weight of authority can place a ‘'good’
character in an awkward position. Does
he comply with the law of the land and
possibly end up in prison or worse, or
does he become an outlaw?

If possible a party should always know
fear. It's a great feeling to know that
when your character gets into a fight
with some orcs that he's going to mince
them. But if he's loaded up to the hilt
with magical items then he's likely to
mince anything—an invincible character
can soon become boring; there's no
danger, no challenge, the spirit of
adventure dies. If the players never
know fearthen there's not much pointin
playing the game. Real fear is knowing
that you can be killed at any time. If a
campaign is balanced with experience
points and magical items hard to come
by then there should always be some
monster (apart from those demons and
dragons) which will be dangerous and
create fear.

To create atmosphere the games mas-
ter must be able to get the players to
relate to his campaign. They must feel
that they are a part of it and that actions
taken by them can have an affect on how
the campaign develops. Events within
the campaign must be able to affect the
players to make them consider different
sorts of action. One very good idea is to
create a local history for the player
characters and give each of them a fam-
ily background. Obviously the games
master can go into as much detail as he
likes but anything which he tells the
players must be properly worked out. He
should decide in his own mind the rele-
vance of anything he says. Giving the
player character a friend or an enemy
also provides interest. NPCs can be used
to great effect as sources of information
(or misinformation) help, hindrance,
even romantic interest. It is worth
spending some time creating the
‘character’ of a NPC. Decide his attitude
—is he happy or sad, reliable, trust-
worthy, what he likes and what he hates
and also what knowledge he has of
what'’s going on in the campaign. NPCs
will be involved in activities which may
or may not affect the players. A cam-
paign should be a two way process —all
the characters can effect what happens
in the campaign and the campaign ought
to have an effect on them. Interaction
between the players, the NPCs and the
world in which they live is vital.
Remember — Imagination should go
hand in hand with realism.[]




Barbarian Cultures in
RuneQuest and FRP

by lan Marsh

tribes of Prax area fas-
ittle detailed faction

more equal balan-

cing of beast against
beast and encourages an increasing
amount of power politics between tribes
The following notes will also serve a
general guideline for settmg up a

rational ecological barb-
arian background or area
in a GM’s world, whether
it be set in or out of
Glorantha or for some
other game system,

Barbarian society in
RuneQuest {loosely based
on the North American
Indian) is heavily orien-
tated towards the tribe and
its survival. Tribesmen
herd different animals up-
on which the members
rely for food, clothing
(furs and leathers}, tools
and transport —each herd animal having
its own merits. The preferable thing is to
use another clan’s animals to provide
your needs rather than killing your own
first. To this end, relationships between
tribal groups of different clans will bor-
der on mistrust, despite the common
bond with the Barbarian gods (which are
common to all the clans).

The gods, tribes people and herd
beasts all interact to give a rational soci-
ety — a society that lives on a knive's
edge at the best of times.

Many of the herd animals of Glorantha
will be familiar since they are the same
as, or similar to their equivalents inour
world. The High Llamais a larger version
of llama which inhabits Peru, being of

' y\_tal!er stature and thus more able to take

Impala, Zebra, Rhino,
the same as their
he Unicorn is as
beast can be,
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inent, perhaps also with the Sab!e, -
Impala and High Llama. Open, slightly
dryish plains might be frequented by
Bison, Ostrich, Impala and Rhino clans
(with additional influxes of High Llama
and Sable), whereas mountainous,
rocky terrain and higher altitude grass-
lands would be the haunt of Bolo lizard,
High Llama and Sable. Tribes for ice or
sand deserts are also valid (with the
introduction of camels, say, for the latter).
The relationships between the horse-
men and those tending the Eiritha
beasts is, at best, uneasy. Although one
group may be dominant in an area, all
would tend to unite to drive off the unde-
sireable horse riders (or other excur-
sions into barbarian territory}. Domi-
nance may lead to a friendlier relation-
ship — with specific parts of the plains
being for specifictribes, in proportion to
~ their status.

Given a new environment, the require-
ments of the Barbarian God cults may
change. The emphasis on capturing
other herd beasts may lessen, and
specific terrain preclude ‘heroic
activities’ such as venturing into the
marsh to kill chaos creatures (especially
difficult if you are on high altitude
plains!), Other deeds of note will be
needed as proof of skill and courage.

Barbarian characters are generated by
chance, 25% of the time in RuneQuest,
and yet their adventures often bear little
relevance to the way of the tribe (yet the
benefits of tribal gods and skills are still
reaped). Leave the tribe by all means,
but be prepared to lose your Rhino/
Sable/Bison or whatever and take up
with some foreign god such as Yelmalio.
The barbarian character should interact
with his tribe to some extent, and adven-
tures involving barbarian characters are
more likely in the presence of other
members of the tribal group, even if the

group must eventually co-operate with "

some ‘civilised’ adventurers.

Taken out of Glorantha, tribes will notﬁ:

be dependent on Gloranthan gods.

Changing cult names and subtle details

creates a pantheon more suited to the
new requirements of the barbarian.

Emphasising specific forces like the ele~ .

~ments (fire/ice/water etc), predator
-beasts or terrain features will lead to
other cults which in turn will interact

with the traditional Barbarian Gods. So,

in dry areas, emphasis on the life-giving
properties of water may be of primal
importance and lead to worship of a
water god. Likewise, living in a lofty envi-
ronment buffeted by wind will favour
'stt]arm gods (like Orlanth, say). Changing
i

must for the-=barbanan I ;festyle to

-is used, then onl

 herders.

. Settlements
lished for other

~ forthe barbarian. Metals

existing cults to suit new conditions

VISITING OTHER ELAINS_"

protectors of the tribe. Run onceina
while as a test of player skill as well, the
adventure could prove quite interesting!
Tribes themselves should have mar-
kedly different habits. Unicorn clans, for
instance, should be particularly unusua! i
If the standard mythology of the Unicorn’
re maid can ride
one. The effect, i s of the game,
will be to make Umco clans very small
(say 5-20 herd beasts which are ridden}
with a fair number of foot protectors
dedicated to caring for each beast and
its attendant maiden. Given a natural
course of events, the Unicorn r£dets
all be very young, and
Unicorn-mounted war

cus’toms
' Deprwed Df he

would tend to be ve
and revere the sanctit
perhaps even a taboo
Thus, the animal itself
tinctive traits (smell esp
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of

incomprehendin _
foaming liquid. C? ingerly, he
lifted it to his lips. ‘Bleaugh!
Call this a drink!’ he bellowed.

‘No, it's a bath’, commented the
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The Name of the Game

A Beginner’s Guide to Role-Playing Games

by Marcus L Rowland

Part 3 of a series explaining what role-playing games are about and how to get started.

Once fantasy role-playing games
became available, they began to attract
a lot of attention from science fiction fan-
dom, and SF conventions became the
place where innocents were exposed to
this strange new vice. Several science
fiction role-playing games (SFRPG’s)
appeared, butthere was no clear favour-
ite until Game Designer’s Workshop
(GDW) published Travellerin 1977.

Traveller — The Worlds of the Imperium
Traveller is the most popular SFRPG,
and owes much of its success to a modu-
lar approach which allows referees and
players to buy as much, or as little, as
they need. The basic rules occupy three
small books, but GOW alone have pub-
lished scores of supplements, adven-
tures, and optional rule expansions.

Set several thousand years in the
future, the background to Travelleris a
vast interstellar empire, the Imperium,
containing thousands of worlds and
hundreds of races and cultures. There
are several human races, all of Earth
ancestry but spread through the galaxy
long before the rise of Terran civilisation.

The Imperium is large enough to allow
almost any type of adventure, and pub-
lished sectors give some excellent back-
grounds for events. The Imperium is at
war with another human civilisation, the
Zhodani, and the Spinward Marches
sector is the scene for most of the bat-
tles. The fight has not extended far into
the Imperium, but some areas are seeth-
ing with excitement and will seize any
reasonable chance to rebel. Individual
waorlds offer their own perils, ranging
from hostile governments and environ-
ments to oppressive trade unions.

In the rules for character genera-
tion and combat, characters have six
prime requisites: Strength, Dexterity,
Endurance, Intelligence, Education, and
Social Standing, all rolled on 2d6. All can
be modified in the next stage of the gen-
eration procedure, the character’'s previ-
ous experience. Traveller characters
acquire most of their skills before they
begin their adventuring careers, in vari-
ous forms of military and commercial
service. Once prime requisites are
known the player must choose a service,
then make a 2d6.roll (modified for
characteristics) for the PC to attempt to
enlist. If the roll is unsuccessful the
character is randomly drafted into one
of six basic careers; Army, Navy,
Marines, Scouts, Merchants, and '‘Other’
(usually criminal). It's entirely possible
for a character to be drafted into the
career the player originally chose. Once
in the service (initially aged 18) the
character passes through a four-year
cycle with die rolls determining survival,
promotion and re-enlistment. Skills are
awarded for being a member of a profes-

sion (eg, all Scouts get Pilot skill), for
each term of service, for promotion and
commission, and for reaching certain
ranksin some of the services. Most skills
are awarded randomly and include
enhanced characteristics (eg +1
Strength, +2 Education) as well as nor-
mal professional qualifications (eg Pilot,
Navigator, Rifle). Skills are awarded as
levels (eg Pilot-1, Blade-2, Electronics-3),
and act as modifiers on die rolls in
activities involving the skill. If the
character dies before retirement the
generation procedure begins again —
this can sometimes be a tedious busi-
ness, especially if characters are in the
Scout service (mortality rate 75% or
more). When the character fails to re-
enlist (or retires), pensions and other
benefits become available, including
enhanced characteristics, weapons, and
even private spacecraft. Optional rules
allow characters to master Psionic skills,
but there is prejudice against their use
and mostImperials would cheerfully kill
a known ‘Esper’.

Combat is simple, with a 2d6 roll of 8
or more required to hitwith any weapon,
modified for range, skill, the type of
weapon used, armour, surprise, terrain,
and the physical characteristics of the
user. All firearms do a minimum of 3d6é
damage, with more advanced weaponry
(lasers, fusion cannon, and the like)
inflicting as much as 20d6 in a single
shot. Injuries are subtracted from
Strength, Dexterity, or Endurance, with
the first wound subtracted from a ran-
dom characteristic and all subsequent
wounds taken from characteristics
selected by the victim. Most wounds
seriously hamper a character, since
these three characteristics are used as
modifiers in most combat situations. If
any characteristic drops below zero the
character is unconscious, if all go below
zero the character is dead.

Thereis a section concentrating onthe
use, construction, and economics of
interstellar spacecraft, (including ship to
ship combat), covering everything from
one-seater launches to 5 kiloton dread-
noughts, Additional sections cover train-
ing and skill improvement, medicine,
and trade. Interstellar flight is rated in
terms of Jumps, with each level of Jump
equivalent to one parsec in normal space.
All Jumps, regardless of distance, take a
week, and require ships to be well away
from large objects like planets. It's
necessary to manoeuvre in and out of
solar systems, making piracy possible.
Maintenance and other problems mean
that ships must usually dock for a week
between Jumps.

Ships become heavier, less economi-
cal, and require better computers and
more advanced technology as their
Jump capacity increases. Jump 2 or 3

(J2 or J3) is usually the best a commer-
cial ship can achieve, and J6 is just
attainable by military couriers carrying
a tiny amount of cargo and minimal
crew. The rules are complex but include
design checklists and several standard
craft, which make setting up much easier.

There are rules covering world design,
equipment (other than weapons), vehi-
cles, and encounters. Each world has its
own animal species, designed by the
referee using the guidelines in this book.
This section also explains how to run
Traveller adventures, feed characters
rumours and other information, engineer
encounters etc.

It's possible to play Traveller with
these rules only, but most referees pre-
fer to expand beyond them. GDW tend
to classify most Traveller material into
groups: The main rules of the game are
available in the UK as the Starter Edition
Traveller.Books 4-6 are rule expansions
for experienced referees.

Book 0. An introduction to Traveller
for inexperienced players.

Book 4. Mercenary expands the
character generation procedure for
Army and Marine characters. It also
includes more weapons and military
vehicles, and a mass combat system for
larger melees.

Book 5. High Guard expands the rules
for Navy characters, and incorporates a
much more complex starship design and
combat system, capable of building craft
as powerful as a Star Wars Death Star.

Book 6. Scouts expands the Scout
trade and gives greatly extended rules
for world and solar system generation.
There are now 13 supplements, eg Sup-
plement 1, 1001 characters; pregener-
ated characters for the services plus sol-
diers, police, and Supplement 3, The
Spinward Marches; Subsector maps
and world data for a galactic subsector.
More will probably appear.

Book-length scenarios are also avail-
able. They cover the plot plus peripheral
information which may be important as
the game progresses. For example,
Adventure 4, Leviathan, is set on board
a huge merchant exploration ship. Sec-
tions cover the history of the area,
rumours, hostile forces, plans of the
ship, characteristics for all crew, sector
maps, and details of several worlds.

To summarise, Traveller remains
popular because it can be run at any level
of complexity, and because there is a
huge variety of material available, all of
whichis setin a coherent universe. Most
of the books, supplements, and adven-
tures are reasonably cheap, remain in
print for a long time, and are readily
available. There are no alien player
characters, but a new publication (The
Traveller Alien) should appear soon, to
cover this omission.
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THE NAME OF THE GAME

Start-Up Materials:

Basic Traveller (Books 1-3; US only);
Deluxe Traveller (Books 0-3, map, scen-
ario, dice; US only); The Traveller Book
(Hardcover: As 0-3, plus two scenarios
and moreillustrations); Starter Traveller
(simplified rules). Basic Traveller,
Deluxe Traveller, the Traveller Book or
Starter Traveller are the minimum for
play. However, Starter Traveller omits
some rules thatcan be importantin more
complexscenarios. Additional Material:
Books 4, 5 and 6; Adventures, Double
adventures and supplements.

Most independent Traveller material
meets reasonably high standards since
GDW grant franchises, then inspect all
products sold under the Traveller label
before release. Manufacturers include
Paranoia Press, Judges Guild, FASA,
Steve Jackson Games and Games
Workshop. Most game magazines have
frequent Traveller articles, scenarios,
and there is a Traveller magazine, The
Journal of the Travellers Aid Society.

Other Science-Fiction

Role-Playing Games

Until recently Traveller was the unchal-
lenged leader of SFRPG's. However,
several systems now contest GDW's
rule of the starways.

Space Opera (SO)
— Fantasy Games Unlimited
Space Opera covers the same areas as
Traveller, but uses much more complex
character generation, world design, and
combat rules. There is also much more
information on ship design, psionics
(the Force), and equipment.

Characters have a large number of
prime requisites, allocated from points
derived from dice rolls, leading to many

figured characteristics. It can take sev-
eral hourstoroll up afully developed SO
character, and the rules reflect the trouble
involved by suggesting that the referee
makes PC's virtually unkillable, using
any sort of escape route (up to and
including Divine Intervention) to save
the characters’ lives. This type of rule is
often very funny in play.

Advantages of Space Opera are the
extremely detailed rules and a variety of
player races. However, this game is
probably best for experienced players.

Star Frontiers (SF) - TSR

This gameis TSR’s assaulton the SFRPG
market, with rules bearing a marked
resemblance to those of Dungeons &
Dragons. The boxed set consists of basic
rules, optional ‘advanced’ rules, and a
scenario. It does not contain rules for
spaceship design or combat, and a sec-
ond game, Night Hawks, is needed to
cover these important areas.

Most aspects of this game are similar
to D&D (see part | of this series), and
experienced D&D players will adapt to
the rules with ease. Several scenarios
and add-on packs have been produced,
all bearing a marked resemblance to
D&D material. A good buy for D&D
players who haven'tthe time to adapt to
a totally new rules structure.

Laserburn (LB) — Tabletop Games
This British mass-combat system is not
a full RPG, but does include characteris-
tics and skills which can be improved
during play, and a historical background
which is easily merged with other
SFRPG's. Character generation is fast,
and players usually run two or three
characters per game.

The combat system consists of rolls to

hit, rolls to penetrate, and rolls for injury
location and effect. Most weapons are
lethal, but the rules make an effective hit
fairly difficult and thus balance their
power when a shot connects. The sys-
tem is fairly quick, with multi-shot
weapons causing the longest delays.
Laserburn is an amusing alternative
to more normal RPG's, and is tied in to
an excellent line of 15mm models.
Beginners should find the rules easy to
learn, though some areas (especially
space travel) receive little or no attention.

Star Trek, The Role-Playing Game (ST)
—FASA

Thisgame is the first SFRPG to be tied in
to a specific work of fiction. This process
has a significant advantage, since most
people who play the game can readily
visualise the scenery and props involved.
It has one disadvantage — everyone
wants to play Kirk or Spock and no-one
wants to play a security guard.

An essential stepin this systemis that
the referee mustindicate which post the
character will occupy when generated,
with die rolls modified to steer charac-
ters towards the desired position.

Combat is based on a roll to hit then
roll to damage procedure, with armour
subtracting points of damage. Most ST
weapons can easily kill, and the rules
stress that Federation personnel should
neverinitiate combat and should always
try to end confrontations peacefully.

An interesting innovation is the ship
combat procedure, in which players act
outtheir duties—controlling the shields,
firing phasers, and shouting ‘The
engines willna’ take it, Captain...". No
single player has complete control of the
ship during a battle, and arguments over
power allocation and tactics are common.

The main advantages of Star Trek are
the familiarity factor and the fact that it's
a relatively easy game to learn.

Other SFRPG's Material: Space Opera
Boxed Set: Ground and Air Equipment
Supplement; Seldon’s Spacecraft Com-
pendium Supplement; Star Sector
Atlases; Scenarios.

Star Frontiers Boxed Set; Night Hawks
(spacecraft); Mini-module and Referees
Screen plus other Scenarios.

Laserburn Basic Rulebook; Forces of
the Imperium (supplement); Imperial
Commander (military rules); Advanced
Rules and Aliens (rules); Robots (supple-
ment) plus Scenarios.

Star Trek Boxed Set; USS Enterprise
15mm Deck Plans; Klingon Type D15
Cruiser 15mm Deck Plans; Klingons
(racial supplement) plus Scenarios.

Currently there don't seem to be in-
dependentsuppliers producing material
for any of these games, and relatively
few articles and scenarios have been
published in popular magazines. All the
games mentioned (including Traveller)
are played with 15mm figures, and there
are many different types available, as
well as a variety of 15mm deck plans.

Finally, it is probable that one impor-
tant new SFRPG will appear in 1984. This
is Ringworld, based on the novels of
Larry Niven and produced by Chaosium,
the manufacturers of RuneQuest.[]

Next issue: Modern-day horror to the
wild west and the comic-world of
superheroes.
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MICROVIEW

Microview is an alternate-
monthly column devoted to
computer gaming, edited by
Russell Clarke.

Apocalypse

and
Battle 1917

As a kind of addendum to my last intro’
where | said we would be pleased to
accept programs for Microview, | would
now like to add that any articles to
accompany these programs would also
be equally as welcome! You are bound
to have noticed that there were two pages
to the last column — so we have plenty of
space for your literary talents!!

This month’s reviews are of Apocalypse
by Red Shift (£9.95) for the 48K Spectrum
and BBC Model ‘B’ and Battle 1917 by
Cases Computer Simulations Ltd of
Cambridge (£6.00) for the 48K Spectrum.

Apocalypse

Available through Games Workshop,
this is a large program based on the
board game of the same name (formerly
Warlord). You get a cassette and rules
booklet in a good sturdy case. The rules
are quite clear and contain no glaring
omissions. The problems begin when
you try to load it. My Spectrum review
copy failed to get to the title screen on
the first two attempts and it was only
after hadincreasedthe volume consid-
erably (I know the Spectrum is relatively
deaf compared to other machines, but
even so...) that a successful load of the
instruction and title occurred. This part
tells you who playtested/designed/
wrote/made coffee for the others and
that there is an Apocalypse hotline for
news (there are two expansions in the
works for the Spectrum version and
number two is in two parts) and to load
the next partforthe game (fine). | did this
with some trepidation as there was a lot
of tape left indicating a long program.
The Spectrum burbled away happily for
a few minutes and then... yes you gues-
sed it: R Tape Loading Error —ah well,
back to square one. A quarter of an hour
later, still nothing.

The next review copy (Il give up too
easily perhaps?!?1?) exhibited the same
nasty temperament, but to a (slightly)
lesser extent... in other words with the
tape recorder at full blast | completed
loading on the second attempt. It's not
all over yet though as there are the data
files to load from the other side of the
tape for the region ‘you are set on dis-
turbing’. Fortunately, these all loaded

impeccably.

| have been told by others that this fai-
lure to load is not an isolated event con-
finedto the tapes lused. On programs of
this size itis definitely nota goodideato
have poor quality recordings (even if it
is an attempt to prevent piracy by ‘dub-
bing from one tape playerto another) as
people are put off very easily (especially
after having shelled out nearly ten
pounds).

| selected the London game as | quite
fancied the idea of devastating the Isle
of Dogs with nukes based at a Liverpool
Street Station silo (!). A two player
scenario (you can have two or four) set
in 7000 AD was selected and construc-
tion of Empires began. Firstthe Empires
were named and a symbol chosen to
represent them. The method used is for
the symbol to be flashed on the screen
for a second or so (giving you time to
press a key to select it) followed by the
next until all are selected (ie two —one
for each of us). Next we chose supply
centres alternately (there are 24) that
formed our territory using the same
technique. | formed a powerful base
south of the Thames with scattered out-
posts to the North (my main northern
base was at Red Shift’s ‘home’ in case
they had built in any advantage — alas
this wasn’t to be!). You are given the
option of letting the computer do this for
you iftrying to catch names as they flash
before your eyes is too much!

After all the centres are set up the first
player gets to deploy his forces. The
areas he has chosen are worth anumber

of economic points (rather childishly cal-
led ‘power points’ in the Spectrum ver-
sion) from which he can choose armies
(4 points), warships (8 points) or nukes
(12 points). These costs are not displayed
onthe screen, but are easy to remember.
Forces are deployed on the map as they
are chosen, by the cursor method used
throughout the program. The cursor
system is the core of Apocalypse; the
cursor is moved around the map area by
area by a group of quite well placed keys
(Caps Shift of the same key gives rapid
‘cross map’ movement, jumping three
areas atatime) and a menu of options is
displayed. By pressing the appropriate
keys you can place forces and display
the information on the area. Movement
is handled in the same manner—the cur-
sor is positioned over the area where the
units you want to move are placed and
the method of movement (eg all units
move, all but one move or just one
moves) is selected from the menu. This
is where the problems begins with the
Spectrum version. Units can move six
areas (nine in open sea) per move and
their path must be plotted area by area,
then ontothe nextgroupandsoon. The
Spectrumis not afast machine and with
large forces this procedure can take an
awfully long time. When a force is
moved into an area occupied by an
enemy force there is an automatic battle
with various options‘open to attacker
and defender —the larger the forces the
more options. The attacker first chooses
an attack plan (while the defender is not
looking!) then the defender replies. If the
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defender predicts the right attack the
attacker is completely wiped out, if he
overestimates it the defence is wiped
out with various scales in between. This
part works well allowing all or nothing
attacks, stubborn, slowly retreating
defences by attrition and so on. There
are some special variations such as inva-
sion and city attacks which give the
defender the chance to make more than
one defence. Overall this part is enter-
taining and can involve much good tacti-
cal thinking.

The end of turn phase allows you to
chose to move something else (if there
is something leftto move) orto end your
move. The next player then goes
through the same sequence.

All turns subsequent to the first give
you the option to launch nukes which
completely obliterate units in the area
they strike and attack those in surround-
ing areas. The economic value of the
devastated area is also reduced. These
units areimmobile and expensive. They
can travel one area per ‘stage’ (each
costing 12 points) so they need to be two
stages at least to avoid blasting your-
self! Fire them if they are in danger of
being overrun or if there is a huge
enemy stack or nuke in range.

Apocalypse is a good rendition of the
tried and tested boardgame with some
improvements (you buy the nuke instead
of miraculously receiving one when you
win a battle) and a few problems (speed
of operation being the most serious). The
BBCversion offers the best value, | feel,
as it has better graphics and is faster
although the two versions are basically
the same game.

Coming soon are some expansion kits
for the Spectrum (and a bit later on for
the Beeb) which give more maps to play
over. Some of these have interesting
variations (guess where Nether Earth is
a parody of ?!), but the game is essen-
tially the same.

Battle 1917 is a ‘wargame’ of sorts (|
say of sorts because although you have
infantry, cavalry, tanks and artillery you
also have a king each and must kill the
opposing player’s king to win). The
instructions arein the program itself and
are excellent. They are complete and
even dynamic! One of the best parts of
the game! This is played by two players
on a 21 by 32 map that is generated by
the computer and is different in each
game. This consists of various terrain
types which affect the different unit
typestoagreater or lesser extent (all ter-
rain types block infantry and cavalry but
wire and forest can be crushed by
tanks!). The two armies (each consisting
of 8 infantry, 8 cavalry, 8tanks, 4 artillery
and the King} are set up at the top and
bottom of the screen by the computer
and are always set up in the same forma-
tion. The units are organised into groups
of four and they always move as a group.
This process is completely different
from that of Apocalypse and contrasting
the two systems shows edch ones strong
and weak points: Speed is an obvious
point of comparison — the greater flexi-
bility of the Apocalypse method (each
unit can move individually in any direc-
tion) is bought at the expense of speed
(because Battle 1917 units move in
groups and you only specify a direction
of movement and speed, things move a

lot more smartly). Battle 1917 move-
ment can be irritating in its inflexibility
though. If a group gets separated (be-
cause one of its units got blocked by ter-
rain for example) you still have to give
group orders and thus your chances of
reuniting units are slim. Even more
irritating (and, | feel, a major bug) is that
the computer always moves the units in
the same order inside the group and as
units cannottpass through each other
movement of some of the group can be
blocked by the others resulting in a frag-
mented gaggle of sorry units if a move
in a certain direction was attempted!
Nevertheless the system works quite
well and a little forethought can
minimise embarrassment caused by
this ‘feature’.

Combat is even more straightforward
—ifyou move a unitsothatitwould inter-
sectan enemy unitthe computer ‘rolls a
d6’and then adds: 1forcavalry and 2 for
tanks with the unit scoring the lowest
total being eliminated and, if it was the
attacker who won, movement is
resumed (unless the group concerned is
already out of movement points). Com-
pared with Apocalypse this is simple
and lacking in almost all tactical subtlety
— it works though!

Artillery are the ‘nukes’ of this game
being able to shoot out to nine squares
range — you state a direction and range,
the computer adds or subtracts one or
does nothing and the resultant location
has all non-lake terrain and units within
it obliterated (see! just like nukes!!).

The object of the game is to destroy the
enemy King. A nice touch is the option
to print out the results for posterity!

Allinall | found Battle 1917 to be more
interesting than Apocalypsein the short
term, but to have less lasting interest
value. Perhaps because every victory is
viewed equally with no opportunity for
personal betterment. Its claim to be the
machine age's answer to Chess can
safely be ignored. Good value though!
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Rating out of ten for Apocalypse and
Battle 1917.

Battle

Apocalypse 1917
Graphics: 8 7
Instructions: 7 8
Playability: 47 8

(Spectrum/BBC)

Long term interest: 8 6
Value for money: 4/6 7
Overall: 6/7 7

And so to this month's GAP (Game-Aid
Program for those of you who weren't
here last time): Do you find it difficult to
name characters (or maybe planetary
systems are more of a problem)?
Hereisashort GAP for the Beeb (written
by Mark Billenness) that provides a solu-
tion. The program can easily be con-
verted to run on other machines —the
following notes will help:

Line

10 Clears screen to text mode

20 Gets rid of the flashing cursor
60 Randomises the random num-

ber generatorie replace with
RAND on other systems
70 % indicates aninteger variable
butthese may be replaced
throughout by floating point if
necessary
The REPEAT-UNTIL loopisin-
finite and can be replaced by a
GOTO atline 280to line 90
90 RND(16) produces arandom
integer from 1 to 16. If your com-
puter can only supply RND(1)
replace with INT(RND({1)*16) + 1
Can be replaced simply by
RESTORE without line number
If your computer does not sup-
portinteger arithmetic K% DIV
2*2isequivalentto INT(K/2) * 2
and RND(2%) is equivalentto
INT(RND(1)*2) + 1 etc.
230 CLSclears the screen
240/250 Printsthe name in double-
height hence the need to repeat
the statement

80/280

150
160

10 MODE7

20 VDU23;8202;0;0;0;

30 REMRANDOM NAME GENERATOR

50 REMBY M.BILLENNESS

60 TIME=RND (-TIME)

70 N%=6:M%=26:P%=13

80 REPEAT

90 L%=INT(RND(16))+3

100 IFL%>12THEN L%=RND(3)+2

110 IF L%>8 AND RND(1)>0.1 THENS0

120 IFRND({1)<0.9 THEN L%=L%+1

130 Q%=M%:B$=""

140 FORK%=1TO L%

150 RESTORE 290

160 IF K%DIV2#2<=>K% THEN X%=RND
{Q%)+N% ELSE X%=RND(N%)

170 Q%=M%+P%

180 FORJ%=1TO X%

190 READ A%

200 NEXT

210 B$=B$+AS

220 NEXT

230 CLS

240 PRINTTAB(10,10)CHR$(141)B$

250 PRINTTAB(10,11)CHR$(141)B$

260 PRINTTAB (5,13)"SPACE-BAR FOR
ANOTHER NAME"

270 R$=GETS$

280 UNTILFALSE

290 DATAAEIOU,Y,B,CD,F,

300 DATAH,J,K,.LLM,N,P,QU,R

‘}nGJ
-

310 DATAV,W,X,E, H,ST,FR,SM
320 DATABR,SH,BL,RR,RN,NG,RD,RT
330 DATALF,HN,LD,CK,RB,NO,DS
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TABLETOP HEROES

New Orcs from Essex

Tabletop Heroes is a regular
column by Joe Dever and Gary
Chalk, featuring figure reviews
and tips.

Since Tabletop Heroes began, we have
received an enormous number of minia-
tures from fantasy manufacturers eager
for us to show you their summer crea-
tions. As a result, this month's feature is
a grand review of the latest fantasy
releases.

We kick off with Essex Miniatures, rela-
tive newcomers to the fantasy field but
an established ‘wargaming’ manufac-
turer. Fig 1 depicts one of their new
dwarves armed with an iron studded
cudgel. Their dwarves are rather chunky,
in keeping with those produced by
Citadel or Asgard, and are well animated
by their designer, Brian Gregory. The
Centaur depicted in Fig 5is another from
the Essex stable (no pun intended!). We
were particularly struck by its statues-
que quality and the overall ‘'nobility’ of
the figure. There is also a version of this
figure that is armed with a bow, but if
you desire a little more variety then try
snipping the top off of the figure's spear
and fashioning the end into a spiked club
with some Milliput. This is a relatively
simple conversion that would enable the
D&Ders among you to follow the Mons-
ter Manual guidelines: 50% of centaurs
encountered are likely to be armed with
this weapon. Also from Essex are their
new range of Orcs (above). Although
well cast and flash-free, they lack the
degree of animation found elsewhere in
the Essexrange. The mostdisconcerting
aspect about them is their scaly skin,
which makes them look more like cuddly
lizardmen than fearsome humanoids

{J R R will be turning in his grave!).

The beast stalking through photo-
graph no 2is Citadel’s new Chaos Hydra.
Although the MM suggests anything
from five to eight heads, Citadel have
opted for the classical seven. Whatearns
this creature its ‘chaos’ prefix is the
enormous mouth located at the base of
the creature’s seven necks. The orificein

guestion is full of extremely unpleasant
teeth and displays a long, spotty, drool-
ing tongue! Gary Keep, who assembled
and painted this figure, strongly recom-
mends a 'dry run’ with the seven necks
before sticking them into position on the
hydra’'s torso. Although the fit of the
locating pegs is fine, the necks can
obstruct one another and do not fitin
every possible configuration. Inciden-
tally, the strange growth featured in the
photo is a piece of dead ivy; it makes
superb swamp/fantasy foliage for any
battlefield.

Fig 3 shows some of Citadel’s |atest
Dark Elves, getting ready to summon
something truly appalling, no doubt!
The range includes both male and
female magic users and fighters. Those
of you who already have the Citadel
boxed set Night Elf Patrol will find these
figures compatible, although they are
slightly larger and more animated. Full
details including stats for Dark Elves can
be found in the Forces of Fantasy
Warhammer supplement.

No evil army should be without at
least one of the Ral Partha ogres as

i

Some Thieves from the Citadel Guild meet in the town square.

shown in Fig 4. Mounted on a War
Elephant, this figure is the epitome of
mindless force. "What ogre isn't!’, | hear
you say. True indeed, but this figure with
its lack of discernible neck or forehead,
and its expression of malevolence
makes it an ‘ogre amongst ogres’. It is
clad in ‘classical’ armour, but this looks
great if it is painted to resemble black
leather. If you paint the studs with a
bright silver, it gives this little beauty a
sort of 'hells-angel’ look, that compli-
ments its mood perfectly. The figure has
good conversion potential with an open-
cast left hand, and there is plenty of
room on the elephant for extra equip-
ment, weapons, banners and the like.

Fig 6 shows part of a fantasy battle
between the forces of good and evil, and
contains figures from virtually every
British manufacturer. The bridge is a
vacuum-formed model from the Bellona
Battlefield range of wargame acces-
sories, whilst the cottages are scratch-
built from card and balsa wood. These
houses are simplicity itself to put
together. Firstly, the basic house is con-
structed from art card cut to the desired
size and shape. This ‘carcass’ is then
glued to a base and a card roof is added.
Wooden beams, doors and window
frames are cut from balsa wood and
glued into position, with the areas in bet-
ween the beams rendered with thinned-
down Tetrion plaster. The roof is tiled
with strips of thin card before the whole
thing is painted. With a little practice, it
is possible to make a cottage like the one
shown, in two evenings. Have a go!

Citadel have recently added to their
range of thieves, some of which are
depicted below. Animated to their usual
high standard, many of these thieves
could readily double for bandits, rebels
or pirates. If your player-characteris one
of the light-fingered brethren, or if you
are considering the introduction of a
thieves guild to your FRP campaign,
then vou can do no better for back-
ground reading than the famous Fritz
Lieber Lankhmar stories, notably
Swords and Deviltry.[]
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TRAVELLER ADVENTURE 11
Murder on Arcturus Station
Games Designers’ Workshop £2.95
This is a murder mystery setin the Solo-
mani Rim (Supplement 10), and a depar-
ture from normal Traveller adventures
in that while extensively detailed, it is
not rigidly structured.

The band have just recovered a mis-
sing vessel for a mining company in the
relatively lawless Arcturus Belt —to find
their patron refusing to pay them.
Shortly afterwards he is murdered. As
prime scapegoat material, and in the
hope of persuading the dead man'’s
estate to cough up their promised
reward for the repossession work, the
band must uncover and produce con-
vincing evidence against the real
murderer.

Nine potential murderers are provided
amongst the people on the station
where the crime occurred. Each is pre-
sented in considerable detail, including
how and why he or she could have been
the murderer, what clues will have been
left, how they come to the adventurer’s
attention, the public (and not so public)
knowledge about them. Alternatively,
given that the band have just been rip-
ped off, the GM may select a player
character as murderer, and place
appropriate clues.

This adventure requires considerable
preparation by the GM. First he must
choose a murderer, and note what clues
(and red herrings) are consequently
available for a determined search to
find. Other suspects (from 2-8 in
number) are then selected, taking care
not to choose ones who can easily be
eliminated. A murder timetable is then
worked out to outline who did what to
whom when; this influences which
NPCs will be seen doing what by the
players in the introductory session. The
possibility must also be considered that
NPC suspects may know what has hap-
pened, or have their own suspicions,
and may attempt to influence the inves-
tigation accordingly by shielding or
incriminating another suspect. Finally,
several of them may be in it together!

£

Adventure T1
Murder on Arcmms Station

In Open Box, science fiction and fantasy games and rulebooks cur-
rently in the shops are reviewed by independent authorities. Ratings
areonascale from 1to 10, in several categories, or as a single overall

mark for accessories.
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Each suspect has one or more alibis
for the night of the crime; sometimes
disproving one will lead to another,
equally plausible, being advanced.

Player murderers must discuss with
the referee what clues and red herrings
are likely to have been left. If a player
murderer is used, itis vital that the group
be encouraged to split up, and ideally
players should not be present at a ses-
sion unless their characters are — this
slows play greatly and may lead to loss
of interest, especially as the characters
may be working against each other.

Sections are provided on forensic sci-
ence, research, and questioning, the
three main ways of solving the mystery.

This is a puzzle adventure rather than
a combat one, and there is little chance
of afightunless things go along classical
TV lines with a trap being set to force the
murderer to incriminate himself.

Great concentration and attention to
detail isrequired by the GM, and also by
the players; and | suspect most groups
will want a fight somewhere in the
adventure, which should be a piece of
pure detective work really. | found this
adventure entertaining, and recommend
itto anyone with the time to do it justice.

Presentation: 4 Complexity: 9
Playability: 6 Skill: 8
Enjoyment: 8 Overall: 7

Andy Slack

KHARE - CITYPORT OF TRAPS
Penguin £1.95
This is the second book in Steve
Jackson's Sorcery series. It uses a sim-
ple combat system, similar to that used
in Fighting Fantasy Gamebooks, plus a
magic system for which you must have
the original Sorcery set. This system is
based on memorising three-letter spell
names, and the presentation of a choice
of five spell names whenever magic is
applicable to the situation. The adventure
must be run without magic if the Sorcery
Spell Book is unavailable. There are 511
numbered sections, most presenting at
least two choices. Many choices are
unavailable if magic is omitted.

The adventure is set in the city of the
title, a nauseating hellhole where the
natives’ sole occupation seems to be
robbing and cheating travellers. The
hero has to cross the city and leave, and
can't get out without learning a poem
which willopen the city gates. The poem
consists of four verses known by four

“h

different city officials, whose identities
are shrouded in mystery. The search for
these officials takes the intrepid hero
through encounters with undead, slav-
ers, muggers, and other undesirables.
The general level of reasoning ability
and logic required is moderately high,
and most of the traps presented can be
avoided by making correct decisions
and deductions, or by the correct use of
equipmentfound in earlier stages of the
adventure.
| liked this book, butlthinkitis only at
its best if the magic system is available
andthe reader is prepared to use it with-
out cheating. For these reasons |'ve
given two ratings, one as an indepen-
dent adventure and one as a continua-
tion of Sorcery.
Overall: Independent Adventure: 6
Continuation of Sorcery: 8
Marcus L Rowland

ESPIONAGE £10.95
BORDER CROSSING
—Espionage Adventure £3.95

Hero Games

Espionage is a modern-day role-playing
game of spies and subversion, consist-
ing of a 64-page rulebook, a sixteen-
page scenario, and three six-sided dice.
It uses the same combat rules as Champ-
ions, the superhero RPG, and is compat-
ible with Steve Jackson's Autoduel
Champions.

Player characters are CIA agents,
developed by a points allocation system
as in Champions. Points buy skills and
unusual advantages, such as luck. Extra
points are bought with disadvantages,
like bad luck or paranoia.

The main emphasisis onthe develop-
ment of individual excellence, rather
than gadgetry. Equipment is issued by
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the controlling agency, rarely retained
by characters once a mission is over.
The rules make it clear that a character
with minimal equipment and brains has
more chance of completing a mission
than someone who uses brute force and
massive ignorance. Blasting everything
in sight is likely to leave characters trap-
ped behind police roadblocks and army
patrols, disowned by their own govern-
ments and in serious trouble with the
agency if they manage to escape. Even
operations in ‘friendly’ territory are run
by the same rules, since intelligence
agencies rarely want their actions publi-
cised. The experience point structure of
the game emphasises this by penalising
the death of enemy agents (they are
more useful alive with their cover
blown), publicity, and the death of civi-
lians. The lack of gadgetry and general
air of realism make this game more cred-
ible than others that I've seen.

Border Crossing (32-pages plus cover
map) is an excellent scenario for use
with Espionage and FBl's Mercenaries,
Spies and Private Eyes. The Agency has
received film from an East German
defector, showing some unusual milit-
ary activity. The unarmed characters
haveto cross the frontier, travel to a fac-
tory in East Germany, and find out
what's happening there. This may
sound familiar to LeCarré fans —it's
almost identical to the situation in his
novel The Looking Glass War. Much of
the adventure details the problems
characters will encounter on missions to
the Eastern Bloc, such as the need for
forged identification papers and travel
permits, informers, random police
searches, and rationing. There are full
statistics for typical police, soldiers, KGB
agents, and civilians (for both game sys-
tems). Reactions to espionage activities
are also covered. The factory is described
in less detail since the scenario suggests
four mutually exclusive uses for the

ESPIONAGEY

The Secret Agent Role Playing Game

BY GEORGE MacDOMALD AND STEVE PETERSON

facility, each requiring different person-
nel and supplies. All will give players a
hard time, especially those who decide
that violence will give the best results. In
all, a scenario for a group of sensible
players under a well-prepared referee.

| liked Espionage — it's easy to learn,
fast, sensible, and has no obvious
errors. There is one odd omission; there
are no rules for silenced firearms and |
was forced to invent my own. Some
players may dislike the emphasis on CIA
activities and the omission of other
agencies (eg MI6), but | suspect that sup-
plements will appear to cover this area.
Compatibility with Champions and
Autoduel Champions is a definite plus,
and it's nice to see someone apart from
the Chaosium working this way. Border
Crossing shows the potential of the sys-
tem, and could really work with almost
any game of the type. It's odd that
nothing so sensible has appeared before.

EspionageBorder Crossing

Presentation:
Playability:
Enjoyment:
Complexity:
Rules:
Overall:

N0 WwWd
Lonwoen

Marcus L Rowland

PURSUIT TO KADATH

Theatre of the Mind Enterprises £7.95
This is the third TOME scenario for Call
of Cthulhu, and, let me say at the outset,
continues the high standard set by this
company. The 76-page book contains
the eponymous Pursuit and also a shor-
ter ‘bonus’ scenario — The All-Seeing
Eye of the Askali.

Pursuit to Kadath itself is a well-crafted
scenario, a classic cocktail of mystery
and mayhem, which takes the inves-
tigators from the familiar surroundings
of the Miskatonic University (Arkham,
Mass) right across the world in an
attempt to prevent an acquaintance
from performing an unspeakable ritual!

All of the locations which the inves-
tigators will visit are presented in con-
siderable detail. Particularly useful is the
information about the Miskatonic Uni-
versity: this is painstakingly complete
and will provide an excellent base for
any campaign. There is also included a
useful rates supplement on living as a
student — even down to the type of
clothes worn and skill in cooking! One

minor criticism is that many of the maps
are authentic ones of the period —a laud-
able idea, but marred by the fact that
they have been reduced in size virtually
to the point of complete illegibility.

There is one other aspect of this
scenario which caused me some dis-
quiet — the background mythos which is
presented in this scenario inrespect of a
certain deity (to say which one would, of
course spoil arather large amount of the
scenario’s mystery) seems to me to be
more than somewhat at odds with
Lovecraft’'s own writings and also with
some of the information in the main
rules. Fortunately this forms a part of the
background for the keeper only and with
very little work can be reconciled with
Lovecraft and Chaosium. This was a
regrettable lapse on the part of TOME,
butin a game system which was written
as a’labour of love’ by a group of people
who strove to recapture the atmosphere
of brooding terror found in Lovecraft's
work, it is fortunate that these miscon-
ceptions do not intrude into the body of
the scenario.

These points apart, Pursuit to Kadath
is afine scenario which, if well managed,
can produce and excellent ‘crescendo of
terror’, but beware; the final scene could
be aterminal experience for many of the
investigators!

The bonus scenario — The All-Seeing
Eye ofthe Askaliis also well constructed.
Set in Istanbul, the action centres upon
the disappearance of an English
archaeologist and soon developsinto an
investigation of a most unsavoury little
cult! This may seem a most unoriginal
plot for a scenario but the odd political
ramifications, several groups of Russians
—both Bolshevik secret police and White
Russian exiles, coupled with interest
from criminal elements in Istanbul and
you have an excellent example of how to
write a good Call of Cthulhu scenario —
by taking a simple basic plot and covering
it up with layer upon layer of confusion.

All in all, both secenarios are most
creditable.

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

Nic Grecas
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CRITICAL MASS

Tensely the specialists hovered round
the hospital bed. ‘Absolute quiet, please.
Absolute quiet for Mr Langford.’ Outside,
vast crowds of both the Critical Mass
fans waited trembling for the latest sick-
bed news. A Harley Street expert
adjusted the real-ale dripfeed into
Langford’s haggard arm, whispering:
‘God, what happened to him? Did he fall
off Everest? Wrestle a rhino? Get
breathed on by Gary Gygax™?’

‘Worse than that, Doctor. He read the
whole of L Ron Hubbard's Battlefield
Earth in a single weekend.’

‘The... fool. The poor, brave fool.’

I'm on the mend now, but must admit
this trauma has left me briefly incapable
of looking a big fat book in the eye. Thus,
though Heretics of Dune by Frank
Herbert [Gollancz 384pp £8.95] fills this
month's Tasteful Cover spot, there's no
actual review... besides which, | made
my excuses and left after Children of
Dune. Doubtless Heretics is as wonder-
ful as God-Emperor; further reports may
follow when I've convalesced, but don‘t
hold your breath.

Battlefield Earth [Quadrant 819pp
£8.95] should be popular with everyone
who disagrees with all Langford reviews:
| loathed it. Young chap liberates Earth
from vile ‘Psychlo’ oppressors circa
3000AD, wiping out the entire Psychlo
race in such style as to make Hitler
greenly envious, and ends up owning
the galaxy. This, adequate for a 1930's
pulp novelette, is distended to 819 pages
by merciless use of short one-sentence
paragraphs, banal repetition, flatulent
speechifying and other devices from
when authors were paid by the line.

Particularly offensive is Hubbard's
introduction, which tries to rewrite his-
tory and establish him as a major figure
of Golden Age SF. Wrong. (Why do you
think he’s been out of print since then?)
L Ron further explains that this book is
real SF, with plausible science, no fan-
tasy rubbish. Examples of plausibility:
(1) Psychlos have a different periodic
table. (2) Their world’s entire atmos-
phere explodes on contact with uranium.
(3) Their ‘instantaneous conceptual
knowledge transmitter’, designed for
alien brains, happens to work on
humans. (4) They build tough armour:
'Here was a mark where an atomic bomb
had hitit. (5) Someone dissects a
Psychlo and looks at the bits with an
optical microscope. ‘Their structureisn’t
cellular. Viral! Yes. Virall’ In mere para-
graphs this someone, limited to primi-
tive technology, has completely map-
pedthe Psychlo nervous system using a
multimeter and test prods. (6) A planet-
busting atom bomb explodes! Pause. A
second bomb, which was sitting right
next to the first, explodes!| Pause. A
third, afourth... (7) Amoon is reduced to
its constituent electrons and nuclei,
which show no urge to recombine.
Therefore (?) the thing has a vast electric
charge which zaps anything nearby. (8)
Hubbard electrolysis: molecules flow
along a wire. (9) Having 5 talons on one
hand, 6 on the other, Psychlos use base-
11 arithmetic—which we're told is inher-
ently almost impossibly difficult, while
decimal isthe best and easiest in the uni-
verse no matter how many fingers you
have: ‘Whenever they discover it on
some planet they engrave the discover-

Critical Mass /s a regular science
fiction book review column, writ-
ten by Dave Langford.

Brain Death
HERETICS

DUNE

er's name among the heroes.’

Battlefield may sound worth looking
at for its sheer laughable badness. No.
It's dreadful and tedious beyond endur-
ance.. In fact it's [Editor’s note: for legal
reasons we are substituting a less
actionable ending to this sentence] not
as good as Foundation’s Edge.

A Theatre of Timesmiths by Garry Kil-
worth [Gollancz 185pp £7.95], his fifth
novel, is a stab at the always interesting
SF puzzle-environment situation: a
bleaky atmospheric city is made a prison
by surrounding ice-walls, and the half-
senile computer which runs the central
heating is close to failure. Why is the
situation like this; how can our heroes
escape? This kind of book demands a
stream of small relevations en route to
the big ones; Kilworth handles this well,
concluding with a leap into metaphysics
which might have taken me by surprise
if | hadn’t read too much lan Watson.
Effectively and colourfully written.

M John Harrison's In Viriconium
[Unicorn 126pp £2.25] also stars an
afflicted city; here the affliction itself is
metaphysical, a fin-de-siecle langour.
Viroconium is a carefully anachronistic
melange of cities, beautifully described,
exquisitely sleazy. Phrase after phrase
evokes the Yellow Book atmosphere; a
sinister dwarf has ‘a massive signetring
which he treated nightly in powdered
sulphur to maintain its tarnish.” Even the
city’s gods are trying low life, inventing
horrors like ‘donkey jackets, wellington
boots and small white plastic trays
covered in congealed food’ while the
plague zone grows. Oblique and enig-
matic, but wonderful.

From the sublime to Brentford: Robert
Rankin's East of Ealing [Pan 192pp £1.95]
concludes a trilogy begun with The
Antipope and The Brentford Triangle. It
features perpetual motion, robots, time
travel, Merlin, Sherlock Holmes and a
microchip Antichrist plotting to stamp
the Number of the Beast in bar-code
form on every British hand. This profu-
sion of plot devices does take the book

rather too far over the top: its best fea-
tureisthe very funny dialogue of heroes
Pooley and Omally and | laughed like a
drain at (eg) their appalled discovery
that Eden was in Brentford, Babylon in
Chiswick, and the Virgin Mary’s birth-
place in Penge.

Best book this month: Pilgermann by
Russell Hoban [Picador 240pp £2.95].
Like In Viriconium, it uses anachronism
effectively: the time is 1096-99 amid the
incredible atrocities of the First Crusade,
but the eunuch-hero Pilgermann (= pil-
grim) has permeated all space/time
since his death and speaks with the
voice of the 20th century. Important
point here for fantasy writers/gamers:
Dante and Shakespeare achieved their
power with heightened contemporary
speech, and Hoban contrives terrific
effects by mixing Jewish/Turkish
metaphysics with today's esoterica of
waves, particles and mathematical infin-
ity. If you have the imaginative power
you need not fake-archaic diction to
blow readers’ minds. Pilgermann is part
historical novel, part fantasy (Pilger-
mann converses with dead folk, Christ
and Death himself), part theological,
wholly recommended.

The Descent of Anansi by Larry Niven
and Steve Barnes [Orbit 278pp £1.95] is
a quick, slick read: near-future attempt
at a space-shuttle hijack. The familiar
plot gimmick (cf Ringworld) is a
superstrong, superthin cable which is
‘one atom thick’ (blurb), ‘almost as thin
as spider silk’ (p146) and ‘eight-tenths of
a millimetre thick’ (p15): you tell me.
Fast-moving, predictable, inoffensive.

Frederick Pohl’s Starburst [NEL 217pp
£1.75] is also familiar—an inflation of his
Gold at the Starbow’s End, with its crew
of doomed astronauts forced by their
plight to Think Laterally, revolutionize
science and become superfolk. OK at
novelette length but Pohl just hinted at
the details of their offstage apotheosis:
but the more you hear about it the less
likely itsounds, and the book becomes a
prolonged anticlimax. A smooth read,
yes, but the original story is diluted to
insipidity.

Pavane by Keith Roberts [Gollancz
279pp £8.95] is a collectors’ must — first
complete British edition of this SF clas-
sic, with the formerly missing segment
The White Boat. Glowing novel of the
alternate world where the Spanish
Armada won... A few centuries earlier,
James Blish's finest novel Doctor
Mirabilis [Arrow 318pp £1.95] tells the
remarkable story of Roger Bacon.

Stuart Gordon's Fire in the Abyss
[Arrow 322pp £1.95]: competent melo-
drama of Elizabethan knight hauled for-
ward in time by rotten US experiments.
Bugs by Theodore Roszak [Granada
400pp £1.95]: ‘'megashock novel of
flesh-rending microchip horror’ where
bugs emerge from computer programs
and bit people. Someone's Watching by
Andrew Neiderman [Arrow 326pp
£1.95]: yet again ‘something stalks the
young lovers in the empty building” and
need | say more? Malcolm Bradbury’s
Rates of Exchange [Arena 301pp £2.95]
may not be SF, but what the hell: setin
an imaginary country, it's excellent and
witty, and helped me recover from a
stupor induced by the truly appalling
Battlefield Earth.C
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THE CASTLE OF LOST SOULS

A four-part fantasy adventure in which you are the hero. If you did not complete last issue’s adventure
or are playing for the first time, you will now need to roll up a character — go to Getting Started, below.
If you have successfully completed last issue’s adventure go to 1. You may also increase your Initial Con-
stitution by 1 point. Also if your Honour is at least 3, gain 1 point of Honour.

Part Three: The Demon Road
by Dave Morris and Yve Newnham

GETTING STARTED

This is an adventure like the well-known Fighting Fantasy
Gamebooks. Your fate will be determined by the decisions you make
—along with a little luck. Read only those numbered paragraphs you
aresenttointhe text—reading any out of turn may ruin the adventure.
You begin by determining your characteristics.

1. Roll one die. Add 5 to this number. The total is your Fighting
Prowess. The higher the score, the better you are at swordplay etc.

2. Roll two dice and add 10. This is your Constitution. A high score
enables you to resist hardship, disease and poison, and gives you the
strength to fight on even when badly wounded.

3. Roll one die and add 5. This is your Cleverness—how fast you can
think and act in an emergency. Your Cleverness helps when you are
trying to jump clear of a hidden trapdoor, hide from a pursuer and so on.

4. Roll one die and add 3. Add 1 more if your Fighting Prowess is 7
or less. Add 1 if your Constitution is 14 or less. This is your Magical
Fortitude. The higher it is, the better chance you have of resisting the
effects of hostile sorcery.

What you have just done is called rolling up a character. Note down
your scores in each characteristic on the Adventure Record.

Combat

When you have to fight, you will be told the opponent’s Fighting
Prowess, Constitution and armour. Note these down before starting.
A fight consists of a number of combat rounds. During each round,

both you and your opponent get to strike at one another.
for each combat round is as follows:

You try to hit your opponent. Vil

e sequence

Your opponenttries to hit you.

Roll two dice. Ifthe score is

Rolltwo dice. If the score is equal

equal to or less than your Fight-
ing Prowess, you have hit your
opponent. If greater, you have

Opponant protected

missed.
Hit ¢ by armour

/| Roll one die. The scare is your

Determine the damage done by
your blow.

damage roll. If the opponent
has armour, his/its armour
points are subtracted from the
damage roll. Ifthe final scoreis

Oorlessthenthearmour has
provided complete protection.
Ifthe final scoreis greaterthan
0, the opponentis wounded.

Opponant
walnded

Note down the wound you have
dealt your opponent.
Subtract the final wound score
{yourdamage roll minus the

to or less than your opponent’s

’_" Fighting Prowess, he/it has hit

you.

You are completely
protected by
VLT armoLe

Determine the damage done by

4 vour opponent’s blow.

Roll one die. Sometimes there
will be an addition to this, if your
opponentis very strong. The
scoreisyouropponent’s dam-
ageroll. Subtract yourarmour
points from the damage roll.

You are
wounded

Note down the damage your
opponent has dealt you.
Subtract the final wound score

from your Constitution.

opponent’'s armour) from the

opponent’s Constitution.

Adventure Record

Current
Score

. Initial
Characteristic Score
Fighting Prowess ...........ccciiiiininn,
Constitution
Cleverness
Magical Fortitude ........oeeninnminnnnn

Honour

Armour

Gold Pieces

Potions

A

Next round.

If both you and your opponent
are still alive, begin another
combat round. Death results
when Constitution reaches zero.

Keeping Track of Your Characteristics
Keep careful note of your characteristics on your Adventure Record.
Sometimes these characteristics, especially Constitution will change.

Armour

The armour you are wearing reduces the damage you take from a
blow. Your opponents will often have armour as well. In the case of
monsters, this usually represents their tough skin rather than being
actual armour. 1-point armour is leather (or thick hide); 2-point is
chainmail (or horny scales, like a dragon’s). You start your adventure
with chainmail armour, which will absorb 2 points from the damage
ofany blow that strikes you. Note this down on your Adventure Record.

Equipment

Note down your equipment on the Adventure Record. As well as the
chainmail, you have a sword, a dagger, a bow and six arrows, a
backpack for holding treasure, a Potion of Healing (see below), a lantern,
flint, tinder, 40 gold pieces, magical boots, a teardrop, a fragment of
armour, a four leaf clover, and a crystal ball. Whenever you pick some-
thing up during the adventure, note it down on the adventure record.

The Potion of Healing

You start with a flask containing one dose of this potion. When you
drink it (which you can do at any time except during a combat), roll one
die and add 3. This is the number of Constitution points you recover.
'Ifhr. potion cannot, however, increase your Constitution above its ini-
tial score.

Honour

The more chivalrously you behave during the adventure, the more
Honouryou will acquire. Conversely, you lose Honour by behaving in
anunderhand fashion. In many cases it may seem easier to take a dis-
honourable course of action, but be warned that this could make parts
o;}rfoursubsequent adventures more difficult. You begin with 5 points
of Honour.

The Adventure

You are the Champion of the Greengosh family, chosen by it's head,
Hogron. He hired you to rescue his Pather’s soul, captured and taken
tothe castle of the demon, Slank. To do this Hogron told you that you
needed some magical boots, a teardrop, a fragment of armour from
the most chivalrous kni?ht. a four leaf clover, a crystal ball, the ashes
of a saint and the hair of a nun. These last two items you have yet to
collect and are hoping to do so on the journey to the castle. Goto 1.[>




THE CASTLE OF LOST SOULS

1 « You take breakfast with
» the Greengosh family.
Few of the brothers seem talkative
so early in the morning. Some
glower from obvious hangovers
and one or two stare bemusedly
at you as though trying to place
your face. ‘This is the noble
champion who will rescue our
father's soul!” declares Hogron
suddenly, and everyone sits up.
Perterra Greengosh watches you
with a look of palpable skepticism
which you find disturbing in one
so young. The butler brings you
your weapons and backpack. ‘I
have had Mortlake pack some
provisions for your journey,’ Hog-
ron continues. ‘And you will also
find in your pack a small pot con-
taining four applications of a mag-
ical Salve of Healing' (a rather foul
smelling preparation made from
rancid milk, animal fat and rotting
vegetables which actually has
remarkable healing properties;
spreading iton your wounds after
afight will restore 4 points to your
Constitution each time it's used.
Note it with your other items on
the Adventure Record)
Remember, you only have enough
for four applications.

You take afew moments to pre-
pare yourself for the great trials
that await you. Will you succeed,
and live on in legends until the
end of time? Or will you sink into
the mists of obscurity, lost to
some nameless fate in a far-off
land? Only the future will tell.

You pull on the magic boots and
take up your belongings. Hogron,
napkin still in hand, accompanies
you as far as the dinin? room
door. 'l wish you good luck in your
venture,’ he says through a mouth-
ful of toast. ‘I can offer you no help
or advice save these two snippets
of information—first, | have heard
that the two principal goblin tribes
of the Mungo Hills are the Drans
and the Kabbagoos, and that one
or the other tribe are inveterate
liars. Secondly, it is said that
strange phantasms can appear in
the mists enveloping the Swamps
of Bosh. These phantasms can
cause a traveller no hardship as
long as he or she disregards them.
And now, farewell!’

You leave the Greengosh man-
sion and make your way to the
town’s west gate. Somewhere on
your journey you must find a
saint’s ashes and the hair ofa nun.
But for now all that occupies your
mind is that it is a glorious morn-
ing and you are about to embark

on another challenging adventure.
Turn to 42,

2 Ahead of you the hor-

« izonislostina blurof
mist. Realizing that it will be dif-
ficult to find wood to start your
campfire in the dank Swamps of
Bosh, you start to gather kindling
as you descend the trail. As you
reach the low-lying moors and
marshes of Bosh your progress is
slowed considerably, for you
have to wend your way around
tracts of treacherous mire. Out of
the corner of your eye you notice
something — a crystal ball, just off
the path to your left! It looks
unsettlingly like the one you
should have in your backpack. Will
you go over to this crystal ball to
examine it (turn to 25), check that
the original ball is still in your
backpack (turn to 53) or simply
walk on (turn to 94)?

« Youwalkon at brisk

= pace. Youare onyour
way out of the hills by mid-
afternoon. Up ahead of you, you
see that the trail forks in two. One
way will take you on into the
Swamps of Bosh (where you are
headed), but the other pre-
sumably leads to the notorious
Dragonbreath Canyon (where you
definitely do not want to go).
Beside the fork there is a large flat
rock on which squat two tiny,
shrivelled goblins with large
heads and a shock of white hair
over their sharp, wily faces. ‘Are
you a Dran or a Kabbagoo?' you
ask the first goblin as you stride
up to them. He answers so indis-
tinctly that you cannot hear him,
but then the second goblin pipes
up: ‘He said he's a Kabbagoo. Are
you deaf or something?’ Ignoring
his disrespectful attitude, you
demand of the second goblin
which route you should take to
reach the Swamps of Bosh.
‘Swamps of Bosh?’ he replies.
‘You want to Eto left.” As you set
off, he calls after you: ‘Go on,
push off to Bosh!’ Both goblins
start giggling, but you cannot be
bothered to go back and teach
them a lesson. Will you take the
left-hand path (turn to 84) or the
right-hand path (turn to 73)?

« Hejumpsand weaves
« with confusing speed,
and he will be a difficult foe to beat.

Toll Collector: Fighting Prowess: 9;
Constitution: 10; No armour.

If you win, turn to 18.

« Yoursudden attack

« surprisesthe robbers,
who took you for a fellow high-
wayman. You kill one of them
with a single blow. Two more are
occupied holding the captives, so
you have four to fight:

‘Headcut’ Ahool: Fighting
Prowess: 6; Constitution: 6;
1-point armour.

Ipcoll the Sour: Fighting
Prowess: 4; Constitution: 6;

-1-point armour.

Uknor the Barbarian: Fighting
Prowess: 5; Constitution: 8;
No armour.

Lirripon Drool: Fighting
Prowess: 6; Constitution: 5;
1-point armour,

All four of them get to strike at you
each round. If you drank the

otion, however, you can strike
gack at three of them every round!
If you actually manage to beat
them all, turn to 86.

6 The mist’s fingers poke
« and pry, stroke and
search, around your backpack.
You realize that the mist is like an
entity — a wraith which creates
illusions to try and trick you. You
are not fooled. Turn to 30.

. Afteralmostan hour

= you have notgotany
closer to your destination. It is
obviously time to try something
else, and you search in your back-
pack for inspiration. Turn to 72.

8 . Ittakesreal courageto
) . attackalammasu—no
brains, just courage...

Lammasu: Fighting Prowess: 10;
Constitution: 20; fur counts as
1-point armour.

You can escape after three rounds
by running off (turn to 44). If you
kill the lammasu, turn to 95.

. Theman, whose name

« is Garl, feeds you with
a delicious and nourishing stew.
The wine he offers is also excel-
lent— nothing like the rough
homebrew you had expected.
Garl is obviously even more drunk
than you thought. He sits in his
armchair watching you eat, taking
great gulps from his mug and say-
ing things such as ‘You are an
adventurer who has performed
deeds of great credit while | am
but a hermit with a dubious past.
Yet when we belch, where then is
the difference between us?’
Finally, noticing you stifle a yawn,
he shows you to your room. Will
you go to sleep (turn to 46) or sit
up and keep watch (turn to 74)?

10 You identify some
« tracks leadingtothe
other side of the valley. Following

these, you are led to a sort of
shrine. Turn to 90.

1 1 You are walking against
= afreezingwind. You see
a darkness on the horizon beyond
the castle. The storm will soon
engulf you. The whole sky darkens
as the clouds billow up from the
horizon and white stripes advance
to hide the castle from view. Hail-
stones the size of a man'’s fist
pound down all around you. If you
cannot find refuge from the storm
quickly you will be pummelled to
death! Even the mist disperses,
taking shelter wherever it may.
One of the tendrils of mist drifts
down into the ground where you
see a hole like the burrow of a
large animal. If it is a burrow you
may have to fight its occupant —
but that is certainly better than
being battered to death by the
hailstones. You descend into the

hole. Turn to 21.

1 2 Roll one die for the

damagegourarrow

does. To bring the Chonchon
down you must roll 4 or more —
otherwise, although winged, it
stillmanages to fly off (turn to 41).
If you bring it down, turn to 59,

1 3 'Ho there!" hecries,

. stru?gilng with the
fishing rod. ‘A fine one has taken
the bait this morning, but | need a
net before | land him. Will you
hold the rod a few minutes while |
fetch one from my cottage?’ You
can do as he asks (turn to 97) or
decline and go on your way (turn
to 68).

1 4 Fourofthe robbers see
» youcoming and leave
their comrades to massacre the
guard while they deal with you.
You will have to fight all four at
once—they will each getto try and
hit you every round. ?fyou drank
the potion, you yourself will get
three strikes every round (for the
duration of this fight only!).

Emaj Dogbreath: Fighting
Prowess: 3; Constitution: 5;
1-point armour.

Ipcoll the Sour: Fighting
Prowess: 4; Constitution: 6;
1-point armour.

'Headcut’ Ahool: Fighting
Prowess: 6; Constitution: 6;
1-point armour.

Uknor the Barbarian: Fighting
Prowess: 5; Constitution: 8;
No armour,

If you beat all four, turn to 79. If
you decide you cannot beat them,
you can escape by running off
towards the hills (turn to 50).

1 5 You open the phial and
« letthetearfallintoyour
own eye, thinking perhaps that it
will show you the true route to the
castle. Unfortunately this does
not work — and you have now
used the teardrop (remove it from
your Adventure Record). You grit
your teeth and trudge on.
Turn to 82

1 6 By the time you reach

« thetree,the strands of
of hair are no longer there. Or
perhaps they weren't there in the
first place... You continue on your

way. Turn to 6.

1 7 « You step back from the

»« dooras Garl's ponder-

ous footsteps approach. You
watch as the latch is slowly raised.
The door swings open and Garl
stands there axe in hand, blinking
as his eyes become accustomed
to the darkness. With a yell you
swing your sword —turn to 64 for
the fight; because he is surprised
Garl will not get to strike back in
the first round.

1 8 You climb down under

= thearch of the bridge
and search through his belong-
ings. You get 18 Gold Piecesand a
magical Potion of Dazzling Speed.
Note these down on your Adven-
ture Record. After dumping the
Toll Collector’s body in the river
you press on. Turn to 70.

1 9 You scramble fran-

« tically up the cliff. A
voice calls up from below —to
your astonishment, the lammasu
can talk! ‘Look here,’ it says, ‘for
one thing | can jump that high
anyway, let alone fly, so you
might as well come down. More
importantly, | seem to have this
bloody great thorn thing stuck
right through my paw.’ Will you




climb down to help the lammasu
(turn to 60), or stay where you are '

{turn to 35)7

20 « Loseanother point of

» Honour—though you

must surely have none left by
now! You hide the bodies in a
ditch by the side of the road. Gor-
bran had 9 gold pieces in his belt-
pouch —a modest profit, but one
which warms your evil heart. You
continue on your way. Turn to 66.

2 « Theholeis damp, yet

» itisagreatreliefto be

out of the icy bombardment. You
hear a soft squelching. To your
horror the surrounding ‘walls’ are
closing in. A liquid oozes from
them and trickles down around
your feet. Your feet — as you look
down to see they are being sucked
into the ‘mud’. An odour ﬂke bile
rises about you. You cannot
escape, as your legs are trapped
and you feel as though the
strength is being drawn from you
— as a piece of food might feel in
an enormous stomach, perhapsl|
You have only moments in which
to act. Desperately you search
your backpack for something to
use. Will you try using the ashes
{turn to 36), the Salve of Healing
(turn to 51), or the teardrop (turn

to 77)?

2 « Theinstantyou strike

» thefirst spark from your

flint, the Marshons rush forward
eagerly towards the source of
light. You are engulfed by hun-
dreds of slippery, clambering
bodies. More and more Marshons
surge into the stru?gling horde,
anxious to see the light, and you
are soon overwhelmed and crush-
ed by the stampede. Your adven-

ture ends here.

23 « Youwend yourwayup

» tothe hutandrap

smartly on the door. A small flap
opens and a bloodshot eye peers
out at you. Then you hear bolts
being drawn back and the door is
opened by a heavyset man in red
and black robes. Seeing you, he
smiles and holds up the jug of
wine he has in one hand. 'Rs the
sun sinks in its own blood and
night strokes the land with fingers
of shadow, let us drink together
and pass merry comment on the
transience of things!’ It is clear he
has imbibed several jugs of wine
already, as he seems to be slur-
ring his words somewhat. Will
you accept his offer (turn to 9) or
decline and leave, preferring to
camp outside for the night (turn
to 33).

2 4 « Itoccursto you thatif

=« someone has left fresh
flowers by the idol, there may be
a religious community nearby.
Perhaps you could get one or both
of the items you need? Roll two
dice, attempting to score less than
orequal to your Cleverness. If you
sut;cseed, turn to 10. If you fail, turn
to 76.

25 = Abankofmistrollsin

« frontofyou. Youwalk
forward through the mist but can-
not find the crystal ball anywhere.
Somewhat perplexed, you decide
to return to the path and continue
on. Turn to 94.

26 = You have fallen victim
: « toaspell of blood thin-
ning! In future, whenever you are

wounded vou must deduct 1 extra |

point from your Constitution.

Whilst you bemoan your ill-luck,
the detestable chonchon shrieks
with laughter and flies off into the

mists. Turn to 41.
2 « Youtrekontowardsthe
» castle, butevery time
you glance away from it you look
*up to find itis in a different loca-
tion. Nor do you seem to be get-
ting any closer. You decide to try
one of your items. Turn to 72.
28 « Thegodsdo notwant
» theirshrine sullied by
the likes of you. They send one of
their servants — a huge, halberd-
wielding warrior clad in white
armour who steps from a shining
rent in the air in front of you. You
are so taken aback by his sudden
and miraculous appearance that
you do not get to strike back on
the first round. After that the fight
proceeds normally.

Angel Executioner: Fighting
Prowess: 8; Constitution: 14;
2-point armour.

If you beat him, he turnsinto a
stream of clear water and flows
away. Turn to 39.

29 « You helptherobbersto
= killthe lastguard. Lose
1 point of Honour. One or two of
the robbers start pushing the old
man around while the rest go over
to look at the palanquin. You hear
a shriek and they bundle a white-
robed damsel with long black hair
out onto the road. One of the rob-
bers shouts out that the old man
has only a few gold pieces. ‘Inthat
case,’ snarls the leader, spitting
into the dust, ‘we’ll have to enter-
tain ourselves as best we can,
won'twe, lads?’ You are not quite
sure what to do now. You can
attack the robbers and try to help
the old man and the girl escape
{turn to 96) or simply slink away
while the robbers enjoy their ‘en-
tertainment’ (turn to 66).

« Sinceitis now getting

30 » late you startto look
around for somewhere to make
camp. You soon find a patch of
high ground and get a fire going
with the wood you collected ear-
lier. After a light supper you settle
down and go to sleep.

You come awake sudddenly.
Hours have passed — the fire is just
glowing embers now. Creatures
are stirring in the darkness all
around you, Slowly you sit up.
Your camp is surrounded by
hordes of Marshons. These are
small, hairless, leathery creatures
with webbed hands and large, lid-
less eyes. They have been attract-
ed by your fire and the starlight
glinting off your sword, stuck in
the ground beside you. They -
move around you like moths
around a candle. From what you
have heard, they eat only fungus
and swampweed — but nonethe-
less you are in the most deadly
peril from them for, if they press
forward towards the light which
has attracted them, you will be
smothered and crushed by the
countless hundreds of them.

What will you do? You could toss
your sword away in the hope that
they will scurry after it (turn to 93),
or light your lantern (turn to 22) or
—if you have one — you could use
your Ring of Light {turn to 67).

3 . Hescratchesthe back

» of hisneck. '‘Don't know

about the strand of hair,” he says
after some thought — ‘don’t nuns
shave their heads when they enter
a convent, anyway? But there is a
sort of shrine nottoo far from here
where some old holy man was
buried. Maybe he was a saint." He
gives you directions and you set
off in search of the shrine. Turn

to 90.
3 2 « Thecreaturesattacking

= you arechonchons,

These disembodied heads fly

using their large veined ears as

wings and attack by biting with

their chisel-like teeth. Three of

them fly in to engage you:

First chonchon: Fighting
Prowess: 5; Constitution: 8;
No armour.

Second chonchon: Fighting
Prowess: 4; Constitution: 4;
No armour.

Third chonchon: Fighting
Prowess: 7; Constitution: 5;
No armour.

They will each get to strike at you
every round, but you can only
attempt to hit one at a time —
unless you drank the magic
potion, in which case you can
attempt three blows a round for
the rest of this combat. If a chon-
chonis down to 2 or fewer points
of Constitution at the end of any
round, it will fly up out of combat.
Ifyou are still fighting at least one
ofthe chonchons after four rounds,
turn to 65. Otherwise turn to 91.
3 « Youspotanicheinthe
» ridge and scramble up
the slope to it. The ledge is quite
wide, and you are able to comfort-
ably stretch out on it. You decide
it is a good place to spend the
night —wolves and the like will be
unable to reach you. You awaken
early the next morning. Add 3
Constitution points for your rest.
You gather your belongings and
continue onwards. Turn to 68.

34 » Youstumble on, only
» totripoveraclump of
turfand fall flat on your face in the
mud. Picking yourself up, you
scowl, set your jaw and start
trudging doggedly towards the
distant castle. You decide to look
for inspiration in your backpack.

Turn to 72.

35 « 'You're being remark-

« ably unhelpful,’ says

the lammasu coolly. 'l mean to
say, why do you humans have to
be so preposterously timid, any-
way?’ It walks off as proudly as its
limp will allow. After some time
you decide it's safe to lower your-
selftothe groundand goon. Turn

to 3.
3 » Youemptythe ashes
» intothe 'hole’ and, with
a sound very like a cough, it spits
you out into the open. Luckily the
haggtorm has now passed. Turn
to 27.

37 « Youclamberthrough

» the bedroom window
and escape into the night. You
trek for several miles with only the
wan moonlight to guide you. When
you stop to check your belong-
ings, you are distressed to find
that you left behind half your cash
in the hurry to get away. Deduct
this from thegold on your Adven-
ture Record. Cold, tired and
impoverished you driftinto a rest-
less slumber and awake early the
next morning. Turn to 68.

38 « Onaplinthinfront of
« theidol, which depicts
the god Lurga during his thirty-
seventh Tribulation, you find a
vase containing fresh flowers.
You should note these down on
your Adventure Record if you
decide to take them. Will you now
carry on towards the Mungo Hills
{turn to 71), place an offering of
gold on the plinth (turn to lg} or
investigate further (turn to 24)7
3 « Youreach into the sil-
« very glow and take the
urn. Peeking within, you see that
itcontains a handful of ashes. You
put the urn in your backpack and
set off again. Turn to 71.
4 « Norwena runs off
« shrieking. You roll
Gorbran’s body into a ditch — dis-
covering 9 gold pieces in his belt-
pouch as you do so—and continue
on your way. Turn to 66.
4 « You continue on for
= sometime butyou still
do not seem to be geﬂingany
closer to your objective. Perhaps
the crystal ball will prove of use
now? You take it from your
backpack. Turn to 98.
« Yousetoutata brisk

4 = paceand soon leave
the fields and meadows around
the town far behind. After some
time you come to a river and,
seeing a bridge only a few
hundred yards away, you walk
along the bank to it. As you are
about to cross the bridge, how-
ever, a tall slender man in grey
robes appears from under the
arch of the bridge and calls up to
you that you must pay a toll of 4
gold pieces to cross here. Will you
pay him the money (turn to 52), or
will you ignore him and cross any-

way (turn to 62)?

43 « Asmall band of rob-

= bershasattacked a

group of travellers. Two guards lie
dead in the road and a third is
battling against impossible odds
to prevent the robbers from get-
ting at the palanquin he was
accornpanying. ou see an old
man with a staff cowering beside
the palanquin. Will you: Help the
guard and the old man? (turn to
45). Help the robbers? (turn to 29).
Avoid getting involved at all?

(turn to 63).

44 « Thelammasu swipes at

= youasyouturnto flee

—roll one die to determine the
damage done by its raking claws.
Your armour protects you from
this as usual. If you are still alive,
you run off, For some reason the
lammasu does not pursue you.
Turn to 3.0>
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45 « Ifyou have a Potion of
« Dazzling Speedthereis
time to drink it now before you
engage the robbers. Considering
the odds you face, it may well be a
good idea — but of course, perhaps
you'd rather save it for when you
face the demon... Decide, and

then turn to 14.
4 « You awakenwitha
« start, instantly aware
of danger. You hurl yourself to
one side just as an axe crashes
down. A fraction slower and your
head would have been split like
firewood! You find your sword.
Facing you in the half-light is Garl,
wielding the massive axe as
though it were a toothpick. You
have removed much of your
armour in order to sleep more
comfortably —it will only absorb 1
point of damage from Garl's
blows in this fight. Turn to 64.
4 « You hastily nockan
= arrow onto your bow
and take aim at the retreating
chonchon leader. To hit it, you
must roll your Fighting Prowess
or less on two dice. You have one
chance to do this before the chon-
chon is out of range. If you hit,
turn to 12. If you miss, turn to 41.
48 « Deductthe amountyou
» decideto leave from
your current gold. You utter a
short prayer to Lurga in which you
compare your current adventure
to his ninth Tribulation. There is
no response from the god. Will
ou now carry on towards the hills
rturn to 71), or investigate further
(turn to 24)?

4 . Asyou step towards

= theurn, ashower of
glittering particles forms a cloud
in front of you. This rapidly
coalesces to form a warrior in
shining white armour who
advances to attack you.

Angel Knight: Fighting
Prowess: 7; Constitution: 11;
2-point armour.

If you beat him, he vanishes like
mist. Turn to 39.

5 « Therobbers quickly

= giveupthechaseand
go back to loot their victims. You
press on briskly towards the set-
ting sun, determined to put sev-
eral miles between you and the

robbers. Turn to 66.
5 « Youdropyourremain-
. ing supply of the Salve
into the ‘hole’, which is unimpres-
sed by the substance’s foul taste
and hurriedly spits you out into
the open air. The hailstorm has
now passed. Turn to 27.
5 « Youthrowthe four
» coinsdown to him and
he pockets them. You can now
continue on your way (turn to 70)
or ask him if he knows where you
can get the last two items you

need (turn to 31).

5 « Asyou open your back-

= packathick bank of fog

engulfs you, obscuring your vis-
ion for a moment. When you look
into the pack, you find that the
items you have collected to deal
with the demon have gone! What
will you do now—go backand tell
Hogron that the mists stole your
equipment (turn to 80) or walk on

(turn to 88)7

5 . Thegirlthrows up her

= armstothe heavens

with a howling scream. The skies
answer with a thunderous rum-
ble, and you see lightning flash
between the clouds. Seeing the
power of her prayer, the robbers
turn and flee. She goes overto the
old man and obviously find he is
still alive, for she revives him with
asimple healing spell. They come
over to you and the girl tells you
that her name is Norwena and the
old man is Gorbran. They and
their guards were on their way to
the convent of the Sisters of Pure
Adoration when the bandits
attacked. Since they now lack
guards, you agree to escort them
—Norwena admits that her prayer-
magic looks more impressive
than it actually is, and a skilled
swordsman mightcome in handy.
Turn to 61.

55 « Asyouwalkon, afew

« tendrils of mist return
to swirl about you. You do not
mind now — the mist is like an old
travelling companion,

Then, in the distance, you see
the Castle of Lost Souls. It cannot
be more than a few miles away!
However, when you look up again
after going only a few hundred
yards, you find that the castle is
no longer straight ahead of you!
You walk towards it for almost an
hour, keeping your eyes on itthe
whole time, but you do not seem
to be getting any closer. Presum-

ably the demon Slank has set
enchantments around his castle
to keep unwelcome visitors away,
so what will you do now? You
could just continue marching
towards the castle, keeping your
eyes on it continually so it does
not change location again —turn
to 11. Or you could use an item
from your backpack —turn to 72. If
you would like to try something

else, turn to 83.
5 « Youarein asacred
» place. The gods look
into your heart and see your past
actions. If your Honouris 7 or
more, turn to 39. If your Honour
lies between 1 and 6, turn to49. If
you have no Honour, turn to 28.
57 « Since Norwena must
« have her head shaved
anyway when she joins the Order,
the Mother Superior is happy to
give you a long, black strand of

hair. You put this in your backpack
and continue your journey west-

wards. Turn to 75.

5 « Youransack hishome

« insearch of treasure he

may have looted from travellers.
You find a Potion of Healing, a
Ring of Light and 4 gold pieces.
Under the floorboards you are
also revolted to discover human
bones from over thirty bodies,
neatly arranged in boxes with
notes on the quality of the meal
each person provided. You pass
the rest ofthe night in a fitful sleep
full of harrowing nightmares and
depart this dreadful place before
the sun is up. Turn to 68.

59 . Youwalkovertowhere
« thechonchon leader
has fallen. The arrow has torn its
ear but it is still alive and thrash-
ing. You grind itinto the mud with
your boot. Noticing a gold ring
through its left ear, you take out
your dagger and cut this free. The
ring is large enough to fit around
your wrist and is in fact a
Wristband of Lightning. Note this
down on your Adventure Record
and turn to 41.

60 « 'Awfully decentof you,’
» saysthelammasuas
you draw the thorn from its paw.
‘Rather embarrassing really —
can'tthink how | came to tread on
the damned thing! If you're head-
ing west let me give you some
advice. There are two tribes of
goblins in these hills —the Drans
and the Kabbagoos. You can
never tell the difference between
them because they mix freely and
wear the same outlandish clothes.,
The only thing is that the Drans
always tell the truth and the Kab-
bagoos always lie. | hope that's of
some help to you.' After thanking
you again, the lammasu takes its
leave of you. Gain 1 point of Hon-
our for helping this noble beast.

Turn to 3.

6 1 « ltoccurstoyouthatif

= youescortthemtothe

convent, the Sisters will probably
be quite happy to give you a few
strands of nun’s hair. If you decide
to do this turn to 69. Of course, if
you are the treacherous sort you
could just grab the damsel right
now and sﬁear her hair off (in
which case, turn to 89).

6 « With astonishing speed

« and agility he leaps up
and lands on the bridge in front of
you. As he does so, he draws a
long curved sword from the scab-
bard slung across his back. ‘The
fine for non-payment of the toll is
9 gold pieces,’ he says with a wry
smile. ‘And the penalty for non-
payment of the fine is..." He
glances significantly at the gleam-
ing blade of his sword. Will you
now pay him 9 gold pieces (turn
to B‘IE or do you prefer to fight

(turn to 4)?
6 « Youleavethe road and
» sneakaroundthe com-
motion. You continue on into the

hills. Turn to 66.
6 . Yourealizethat Garlis
= notahuman being at
all, but a cold-hearted Ogre hun-
gry for your flesh!

Ogre: Fighting Prowess: 6;
Constitution: 13; No armour.

Because of his great strength, add
1 point to the die when rollin%the
damage for his blows. If you beat

him, turn to 58.

6 « Thefourthchonchon,

= which has been hover-

ing over you watching the fight,
now starts to beat its ears furi-
ously and fly off across the marsh.
If you defeat any remaining chon-
chons within two rounds (refer
back to 32 if you can’t remember
their characteristics) you can try
to bring down the escaping leader
with an arrow —turn to 47. If the
combat goes on for longer than
two rounds then the leader is out
of bowshot—if you kill or drive off
the remaining chonchons after

that, turn to 41.

66 « Nightisclosinginas

» youenterthe rolling,

dusty landscape of the Mungo
Hills. High on a ridge you see a
ramshackle hut with a narrow,
twisting path leading upto it. You
can go and seek shelter for the
nightatthe hut (turnto 23) or else
make carnq):) out here in the open

(turn to 33).

6 « Youholdupthering

: » andcauseittoemita
brilliant flash. The Marshons
clutch at their eyes and fall back,
whimpering, blinded by the light.
They scurry off into the safety of

the night. Turn to 78,

6 « Aboutmid-morning

« You are just passing

between two hills when you come
face-to-face with a lammasu —a
winged lion with an almost
human face! However, it makes
noimmediate move to attack. You
recover from your moment of pet-
rifaction and consider your next
action, Will you draw your sword
and fight it (turn to 8), climb the
cliff out of its reach (turn to 19) or
wait for it to move (turn to 85)7

6 « Youescort Gorbran

« and Norwena safely to

the convent. The Sisters of Pure
Adoration are very grateful. If you
have any wounds, they use their
healing magics (restore your Con-
stitution to its Initial score) and if
you are subject to a curse they will
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lift it for you. They give you a
hearty meal and a comfortable
bed for the night. In the morning,
will you continue on your journey
(turn to 75), or will you first ask
them for a nun’s hair (turn to 57)?

70 « Thepath urv intothe

= Mungo Hills takes you

along a valley. As you walk, IYIOU
notice a stone idol down in the

valley. Will you detour to inspect
it(turn to38), or carry on along the

path (turn to 71)?
7 1 « Youtrudge on for many
# = miles.ltislateinthe
afternoon and the sun is dipping
towards the rolling Mungo Hills
ahead of you. You are just
estimating whether you will be
intothe hi?ls by nightfall when you
see a skirmish of some kind some
distance away. Will you go closer
to investigate (turn to 43), or will
you go out of your way to avoid
getting involved (turn to 63)?
7 « Which of youritems
= will you use? Perhaps
the four leafclover (turn to 92), the
little girl’s teardrop (turn to 15) or
the gypsy's crystal ball (turn to 98)
73 « Thetrailtakes you
« down out of the hills.
Increase your Initial Cleverness
score 1 point. Turn to 2.
7 « Aftertwo hours orso
= you are almost nod-
ding off when a slight noise jerks
you awake. You creep over to the
bedroom door and peer through
the keyhole. Garl is moving
around laying the table for a meal.
After putting out a fork and long
sharp knife ﬁe comes to your
door. You realize he is about to lis-
ten atthe keyhole, so you pretend
to snore. He turns away from the
door. Peering out again, you see
he is taking a huge axe out of a
cupboard! Will you gather your
things and make a getaway viathe
bedroom window (turn to 37), or
draw your sword and get ready to
fight him if he comesin (turnto 17)?
75 « Itisafinemorning and
= youenjoy yourwalkup
into the rolling landscape of the
Mungo Hills. After a little while
you come to a stream where a
burly man sits fishing. Will you
reet him (turn to 13? or pass by
turn to 68)?

76 « Youcannotfind any

» trackstosupportyour
theory. With a shrug you turn
away from the idol and press on
towards the hills. Turn to 71.

77 « Youopenthe phial and
= tipouttheteardrop,
but to no effect. You can feel the
stinging secretion on the walls
eating into your skin. Will you
now use the ashes (turn to 36) or
the Salve of Healing (turn to 51)?

7 « Youdriftback offto

= sleepand passthe rest
of the night in comfort — apart
from the clouds of gnats and the
occasional faroff howl of moor-
land monsters. You wake at dawn.
Add 2 points to your Constitution
for the rest. You eat a hearty
breakfast and then press on
deeper into Bosh. Turn to 55.

79 « Seeing you defeat four
« Oopponentssingle-
handed, the remaining robbers
turn tail and flee. Gain 2 points of
Honour for your dashing rescue
of the damsel who now steps out
of the palanquin. Her expression
registers a momentary disapproval
atyour bloodied and travel-soiled
appearance. Then she smiles and
thanks you for your intervention.
The old man gets up, retrieves his
staff and waIEs over to you. You
glance at the guard who was val-
iantly fighting on to protect the
palanquin, but you see that the
robbers managed to slay him. The
old man explains that he is Gor-
bran, a servant of the Sisters of
Pure Adoration. He was escorting
the damsel — whose name is
Norwena — back to the convent,
where she is to be initiated into
the Holy Order. Since they now
lack guards for their journey, you
can accompany them. Turn to 61.
80 « Youmakeyourway

« backupintothe Mungo
Hills. The two goblins are very
amused to see you returning — so
mugch so that one of them declares
between giggles that he is a
Kabbagoo.%’ou travel on east-
wards and, late in the afternoon
of the second day, you arrive back
at the town. Hogron is furious. He
berates you for your incompetence
in losing all the items and finally
dismisses you. Your reputation in
tatters, you gather your belongings
and leave town. You have failed.

81 » Youresistthespell's

« effect. Seeing this, the
chonchon snarls and starts to fly
away. You can try to bring it down
with an arrow. Turn to 47.

82 « Asyougoonasoft,
= low beating comes

across the bleak moors. You listen
to the sound and it seems to form
words — slay, slay, slay...

You look up to see four dark
shapes swooping down through
the mist towards you. If you have
a Potion of Dazzling Speed, there
is time to drink it now before you
are attacked. Cross it off your
Adventure Record if you do. Then

turn to 32.

83 » Youcouldtry heading

« forthecastlebyanin-

direct route, either to the right or
left of where it actually seems to
be (turn to 7). You could try clos-
ing your eyes and heading on
blindly in the direction you last
saw it (turn to 34). Or you could
use an item from your backpack
{turn to 72).

84 « You proceed along the
=« trail, hoping thatyou
have made the correct choice and
that you will soon be in the
Swamps of Bosh. Justthen, a
rumbling comes from below your
feet. The ground shakes and great
fissures and cracks appear across
the path. You fall and are engulfed
by scalding steam that issues out
of the depths of the earth. You
cannot see, and when you try to
cry out the steam sears your
throat. You have taken the trail
leading to Dragonbreath Canyon,
but you will never live to reach
thatterrible place. Your adventure
ends here.

85 « Thelammasu holdsup
» its pawto showyou
that there is a large thorn stuck
right through it. Then, to your
amazement, the lammasu speaks:
‘Um, | seem to have this thorn..."
You realize that the poor creature
means no harm and decide to
help it. Turn to 60.

« Theremaining two

= robbers lettheir cap-
tives go. The old man starts to
hobble away, only to be felled by
a throwing knife in the back. The
girl dropsto her knees, apparently
crying. ‘Quite impressive,’ growls
the leader, referring to your
swordplay. ‘I've seen better,’
replies his equally laconic
accomplice.

Black Rat: Fighting Prowess: 8;
Constitution: 11; 1-point armour.
Fafnir: Fighting Prowess: 8;
Constitution: 13; 1-point armour.

You will have to fight them both
at once. If you drank the potion it
has now worn off. If you are still
alive after two combat rounds,
turn to 54.

87 « Yougrudgingly hand
» him9gold pieces.
You can now continue on your
way (turn to 70) or ask him if he
knows where you could find the
two items you need (turn to 31).
8 « Youhavegoneononly
« aboutahundred yards
when you suddenly come upon all
your missing equipment. It is
lying in a neat pile directly in front
of you. Delighted at this happy
change in your fortune, you
gather up the items before con-
tinuing on your way with a spring
in your step and a merry tune on

your lips. Turnto 6.
8 « Youseize Norwena
« and draw your sword
to cut her long black tresses. Gor-
bran thinks you are attacking her
and jumps on your back. You
shake him off, but he hits his head
on a rock and lies very still.
Norwena starts screaming and
you have to hit her quite hard to
shut her up. Lose 1 point of Honour.
You cut off Norwena's hair and
ut it in your backpack with other
items. If you consider Gorbran a
saint you can also burn him and
collect the ashes. Will you now
release Norwena (turn to 40) or kill
her as well (turn to 20)?
« Theshrineconsists

9 » simply of a marble
dome supported by three thick pil-
lars. Within, on a table of rock, you
can see a verdigris-stained urn. As
you step between the pillars a sil-
very light appears out of nowhere
to halo the urn. If you wish to stay,
turn to 56. You can flee to the hills,
in which case turn to 71.

9 « Hovering directly

« aboveyourhead, the
fourth chonchon glares down.
‘Nemo me impune lacessit!' it his-
ses. Itis obvious thatitis not wish-
ing you well, because the next
moment you feel a hostile spell
closing around you. Try to roll
your Magical Fortitude or less on
two dice. If you succeed, turn to
81. If not, turn to 26.

92. Some people claim
= thatafourleafclover

placed underthe tongue prevents
one from speaking anything but
the truth. But what use is such an
old wives’ tale to you now? You
replace the clover in your backpack
and trudge on in the direction you
imaginethe castle to be. Turnto 82.
9 « You hurl your sword

« away andthe Marshons
scurry after it. They seize the
%Iearning object and carry it off.

s they recede into the night you
can heartheir shrill, bubbly voices
disputing ownership of this new
prize. You are safe, but from now
on you will have to use a dagger
instead of a sword in combat, so
all your damage rolls must be
reduced by 1 point. Turn to 78.

94 . Justahead ofyou,

« draped overthegnar-
led branches of a tree, are several
strands of long black hair. Could
they be nun’s hairs? You could
open your backpack (turn to 53),
go over to the tree (turn to 16) or
ignore it and walk on (turn to 6).

95 « Youstep pastthe
« lammasu’'s body. As

you do so, you notice a large thorn
stuck right through its paw. Just
as well you killed it—it was prob-
ably in a vile temper and might
have attacked someone. Turnto 3.

96 « Doyou have a Potion

« ofDazzling Speed? If

so, you would be well advised to
drink it before attacking the rob-
bers. Remember to cross it off
your Adventure Record if you do
so. Now turn to 5.

97 « Youtakethe rod from
« himand soon find that
you are barely able to hold onto it
—the fish is putting up quite a
struggle. Soon the big man
returns with a net and takes the
rod. With a mighty effort he draws
up a spined, vicious looking fish
the size of a large dog. ‘Quite a
whopper!’ says the man, showing
a set of sharp white teeth as he
grins. ‘How rare to find a person
in these days of selfishness and
antagonism who is prepared to
lend a hand to a fellow creature!
Allow me to offer my Ring of Light
as a gift for your magnanimity.
Moreover, and as a special favour
to you, today | shall dine on fish.”

You are not quite sure what he
means, but you take the magical
ring and thank him before going
on your way. Turn to 68.

9 « Whenyou gaze atthe

» castle throughthe

crystal ball, a shimmering path of
green light is visible leading
through the swamp. Holding the
crystal ball in front of you, you
make your way along the path.
You have been walking for only a
few minutes, intent on the ground
diretly in front of you, when you
notice a dark shape looming
ahead. You glance up from the
crystal ball and almost drop itin
shock. You are at the castle gates.

A mixture of luck and skill has
brought you to the terrible Castle
of Lost Souls. You stand where no
living person has ever stood.

But have you the courage to
enter...? Find out next issuell]
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DOWN
AMONG
THE

DEAD MEN

The Undead in RuneQuest
by Alex McDonald

Alex here provides us with a thought-
provoking article on a subject the RQ
rules treat only sketchily. Games
Workshop's forthcoming Questworld
pack introduces Vampyres, Nightshades,
Mausogoths, Waylayers, and other
denizens of the twilit world between life
and death, and | may run a second article
on these at a later date —DM.

Skeletons and Zombies

These are certainly undead. The first
problem they pose is one of command. |
rule that commands given to a skeleton
or zombie must be spoken by the en-
chanter who created it, and if the com-
mand is not understood (the chance of
which is 50% minus the enchanter’s lan-
guage ability), the creature will continue
to follow its last orders. It takes TMR to
issue orders.

Using dispel magic to deactivate a
skeleton or zombie is not possible
because the Rune magic used in creat-
ing these undead merely activates the
corpse/skeleton, and does not maintain
itin its undead state. Trying to destroy a
zombie with dispel magic 4 is no more
sensible than trying to kill a resurrected
character with dispel magic 6.

Finally, note that a skeleton orzombie
is limited in its weapon skills by the
levels of ability it possessedin life, up to
the quoted maximum of DEXx5%.

Ghouls
Raised from the grave by Vivamort cul-
tists, they cannot drain POW from others
— presumably they regenerate it natur-
ally. (/If so, they aren’t undead. Undead,
by definition, are cut off from the univer-
sal POW flow. This would seem to make
ghouls —living dead — a distinction
drawn in GW's Questworld pack. -DM).
RQ states that ghouls maintain their
status by eating the dead, while Cults of
Terror claims that they hunger for the
flesh of the living. | rule that they must
eat the flesh only of creatures less than
seven days dead. Besides adding horror
value (you may not care about the ancient
bodies in the Catacombs of Crendos, but
what about your newly dead mother

being stolen from the grave?) this also
gives the ghouls a reason for attacking
the player characters.

Certain conditions and defensive
measures will serve to reduce the
chance of being demoralized by a
ghoul’s how!:

Armour covering ears*® -5%
Objects jammed in ears -5%
Character of Rune level -5%

Initiate or higher of Death or Undead cult

Vivamort -20%
Thanatar, Cacodemon -15%
Humakt, Zorak Zoran, Storm Bull -10%

*Except troll helmets, which are made
to channel sound to the ears.

These are cumulative. The howl essen-
tially enhances an adventurer's fear of
death, which will be less for a Death cul-
tist. Characters of rune level will have
endured many battles, and should have
their fears under more control than
others would.

Vampires

These are covered in depth in Cults of
Terror. However, since you must lose all
your POW to become a vampire, it seems
to be impossible to become a Lord-
Priest of Vivamort. Maybe it's just as
well. (Unless a suitable candidate was
elevated from an Initiate to a Lord-Priest
in a single ceremony, perhaps? —DM)

Mummies

It is not stated how these are created.
The mummy in Griffin Mountain was a
former Priest of Zorak Zoran. It is not
unreasonable to assume that a mummy
can be created only with the spells avail-
able to that cult. A create zombie along
with a successful divine intervention
should do the trick. Cults with these
spells canthus create mummies (except
for the Cacodemon cult, whose divine
intervention takes a special form).

To counteract the mummy's demoral-
izing aura, being unable to smell or see
would reduce the chance of demoraliza-
tion by 5%, as would being a Death or
Undead cult Initiate.

Owing to the problems involved in
regaining lost POW, | feel it unlikely that
Vivamort would have many of these in
his employ.

Ghosts, Wraiths & Whirlvishes

These are not undead, even though a roll
of 01-25 for the turn undead spell is
quoted as ‘undead destroyed, released,
or whatever'. Ghosts are a very special
form of bound spirit which does not
count against the binder’'s CHA. A ghost
is boundto an object and may not move
more than 10m from it. (That was Tom
Holsinger's unofficial suggestion in
Wyrms Footnotes 13. | suggest you
don’t use it as hard-and-fast if you like
your ghosts to roam battlements, lonely
moors, and so forth. -DM). Wraiths and
whirlvishes are variant forms of ghost,
and so not undead either.

Thanatari Heads

Once destroyed these become ghosts;
butwhile living and hanging from some-
one's belt they are undead and can be
turned — rolls of 76-95 are ignored and
rolls of 96-00 are treated as 01-25. A
befuddlement may affectthe owner too.

Redcaps

These are affected by turn undead and
free ghost. Redcaps are created at ‘an-
cient sites where much bloodshed has
occurred’ —they are a physical manifes-
tation of the hate, fear and other nega-
tive emotions that were prevalent dur-
ing the battle. When a free ghost is cast,
this POW returns to the spirits until the
redcap comes back a week later. Turn
undead merely disposes of the physical
form, leaving the composite spirit in
limbo until it can form a new body. This
body forms from the very earth of the
battle site itself. It would take a
Heroquest to remove the blight from the
area. Only one redcap is created for each
battle that occurred at a given place.

Healing Undead
There are several methods of repairing
damage to undead.

Skeletons: As long as the skull is
undamaged, a repair spell to each broken
hit location enables the skeleton to
resume its duties. If the skull has been
broken, a new use of create skeleton will
also be required.

Zombies: Zombies heal one hit point
for every 2 points of healing used
(though healing 6 will still reattach a
limb). There is no time limit for healing.
A zombie whose head was destroyed
would need a new casting of create
zombie. Flame damage is irreparable.
Zombies do not heal naturally.

Ghouls: Ghouls heal naturally; all nor-
mal rules apply.

Vampires: These creatures regener-
ate, except for certain forms of damage
(see Vivamort cult).

Mummies: A mummy can only be
healed with repair. A casting of the spell
will reattach a severed limb or restore
1d4 points to a damaged (but not
severed) location. If a limb which has
been reattached with repair is struck
before it gets any points back from
further castings of the spell, it shatters
irreparably.

Thanatari Heads: See cult of Thanatar
write-up.

Redcaps: These cannot be healed.[]
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Ruined gate

Tower for temple gong
Shrine on pyramid

Libra

Administration office
Temple garden, now wild
Living quarters
Refectory

i Colonnade

j Kitchens

k Animal pens

1 Slave pens

m Miscellaneous storehouses,
including Vorodila pen
and subterranean Hra pit

n 200 foot chiff drop to forest

Stream
10 foot slope down
Shaft from 8
Stairs down
Bronze grill
Door

& Curtain




GM’S INTRODUCTION

This adventure is based on Professor M A R Barker's fantasy world
of Tekumel outlined in Empire of the Petal Throne. For AD&D or
RuneQuest — just assume that the adventure is located in some dis-
tant part of your campaign world. Where EPT monsters are used [
have ‘reinterpreted’ these for AD&D and RQ use.

The Worship of Lord Ksarul

Ksarul, Ancient Lord of Secrets, Doomed Prince of the Blue
Room, Master of Magic and Grammarie, is the god of those who
seck knowledge for the sake of power. Long ago, when gods still
walked among men, Lord Ksarul gathered his forces and brought
these against the other gods in a war for supremacy of the Universe.
He was aided by his monstrous servant, tﬁe minor deity Gruganu,
the Black Sword of Doom. Together these two came close to attain-
ing the ultimate victory they sought, but at last the other gods joined
together and defeated Lord Ksarul at the fabled Battle of Dormoron
Plain. They stripped him of much of his power and then imprisoned
him in a place between the planes of existence —a chamber of flicker-
ing azure light where Ksarul is sunk in deep stasis-sleep. Even the
dreaming mind of Ksarul is still powerful, however, and thus he
guides the loyal Gruganu (who escaped his master’s fate) in an
effort to find the Ten Keys of the Blue Room which will free him to
wreak vengeance on all the gods.

The priesthood of Lord Ksarul (who wear smiling masks of silver.
black velvet robes and a mortarboard-shaped head-dress) is very
highly organized and secretive. But despite their theoretically ‘evil®
aims, many of the priests are simply dedicated men of learning,
respected scholars and physicians. Most of the Doomed Prince’s
followers are thus Lawful Neutral in alignment — although there is a
small inner clique of zealots, the Ndalu Society, who devote their
lives to the search for the Ten Keys and whose methods and align-
ment are definitely Evil.

The Goddess of the Pale Bone

This should be revealed only to clerics, Lhankor Mhy Initiates or
EPT characters with the scholar skill at the appropriate time. The
Goddess of the Pale Bone is one of the Pariaﬁ Gods, an utterly
inimical and Chaotic deity whose worship is almost universally
proscribed. Her few followers are the sort of psychotic outcasts who
give Chaotic Evil a bad name—human sacrifice is the least appalling
of their activities.

PLAYER’S INTRODUCTION

By chance, one of you discovered some information concerning a
temple to Ksarul located in the Do Chaka Protectorate, a region far
to the west. The records you have looked at show that the temple
was founded in the year 2157. (The yearis now 2361). Another brief
reference, dated 2270, states that the temple was abandoned during
the reign of the Emperor Heshtuatl (sometime between 2168 and
2234) and that the priests’ exodus was apparently so hurried that
most of the temple relics and treasures had to be left behind. You
set out at once.

Yourjourney west has brought you over a thousand miles —much
of this along the Sakbé roads, huge raised causeways twenty feet or
more in height and up to fifty feet across. You left the Sakbé road
three or four days ago and travelled north along the River of Red
Agates towards the mountain range known as the Atkolel Heights.
Through a pass you have come to the village of Mandir, nestled at
the foot of impressive cliffs, Somewhere beyond —only a few miles
away now — lies your goal.

GM’S NOTES

The Village of Mandir

The sun is low over the western hills as the party approach Mandir.
In the north, storm clouds gather. The village consists of about
thirty houses — low wooden buildings with many-sided totemic pil-
lars at each corner supporting roofs of black tile.

The party are greeted formally by Tulkesh hi-Nraga (surnames
carry the ‘hi-' prefix.) Tulkesh, a slightly-built man about forty
yearsold, is vill?jge headman and senior member of the Clan of the
Advancing Shadow, a foresters clan which traditonally reveres
Lord Ksarul, to which more than three-quarters of the villagers
belong. He is quite affable towards strangers — particularly if the
party includes Ksarul worshippers — and will invite them to dine
with him and stay for a few daﬁs. No payment is expected unless the
party presume too much on the villagers’ hospitality.

A{so atdinner is a strange young man called Nomikaru hi-Teteli,
the local priest of Lord Ksarul. As soon as the meal has begun he
starts to cﬁew hnequ weed (anarcotic) and becomes by turns either

vague or abstractly argumentative. He is in fact a disgraced member
of the Ndalu Society, who chafes at his demotion to lowly village

priest.

Tulkesh will freely answer any questions. Mandir was settled by
pioneers from the east two hundred years ago. The temple that the
players‘are interested in was founded at about the same time, but it
appears to have become deserted only a half-century later. Tulkesh
is not sure of the details — just that the priests abandoned the place
after a number of unexplained events. One story he has heard is
that the priests were later attacked and killed by outlaws as they
made their way back to the Sakbé road, so a full report was never
made. From time to time since then there have been mysterious dis-
appearances, and nowadays people try to give the temple a wide
berth. Nomikaru adds that there are probably Hra and Vorodla
(see below) guarding the temple compound, and will relish describ-
ing these creatures to the ignorant. The party may choose to look
around the village before heading for the temple. If so, they will
certainly encounter Major Chengath hi-Lantau, a retired army
officer who carves and lacquers decorative wooden screens. He will
carve a screen to order for 200 kaiters/100gps/200 lunars.

Getting There

The trail from Mandir into the hills is steep and overgrown, and
now quite arduous after a recent storm. There is a steady, grey driz-
zle and the skies threaten further storms. for this is Shapru, the
month of rains.

The whole trek takes about seven hours for a moderately-
burdened party. This assumes ten minutes rest each hour. The last
part of the journey involves trudging up a particularly steep and
muddy path, and characters who don’t take a ten minute break at
the top will fight at -1 for the next hour owing to fatigue.

Temple Background for the GM only

Although founded ostensibly as a centre of worship for the people
of Mandir, its major value to the priesthood of Lord Ksarul must
have been as a spiritual retreat: an isolated monastery where priests
could conduct their studies and research without disturbance from
the factional disputes common within city temples. A number of
Hra and Vorodla were provided by the funders of the temple, the
Society of Blue Light, a faction devoted to pure scholasticism and
opposed to the Ndalu Society.

Unbeknownst to the temple founders, the caverns below the
shrine were used millenia ago by devotees of the Goddess of the
Pale Bone. In fact this was the root cause of the troubles at the
temple, as will become clear...

The Temple

As the party approach, the temple’s ruined state becomes clear.
Some time in the past the gatehouse was shattered by lightning,
charred, and then rotted by the elements. The stone wall around
the temple compound has collapsed at several points. The paving
stones within are cracked and subsided, the buildings are tangled
with vines and in disrepair.

Dominating the temple is the twenty-foot pyramid on which
stands the shrine dedicated to Lord Ksarul. Just as the party pass
through the ruined gate, dark, winged shapes rise up from here and
the colonnade below, soaring aloft and then swooping down on the

arty...
ph Tl{ese are Vorodla, guardians of the temple. There are seven of
them:

Vorodla

RQ: S5-point armour; HP10, 11, 12, 13, 13, 14, 15: Move: 6/12; POW:

13; Sword (1d8+ 1+ 1d4 and exposure to Soul Waste), SR7, 45%.

AD&D: AC5;: HD4; HP12, 18, 21, 10, 15, 22, 23; Move: 67/24™;

1 attack for 1-8 +20% chance of energy drain.

gP_T: ACS5; HD4; HP10, 14, 16, 9, 12, 18, 19; 20% chance of level
rain.

Notes: Vorodla are winged undead; dead warriors restructured and
reanimated by the arcane sorcery of the priests of Lord Ksarul.
They fight fanatically until cut apart, and must then be burnt or they
will regenerate and rise up within two turns. By night, or in pitch
darkness, Vorodla fight at +2 (RQ: +10%). There 1s a 20% chance
that a hit by one of these creatures will lower the victim by one
experience level (RQ: exposure to Soul Waste). AD&D: Vorodla
are turned as wights by priests of Ksarul and as ghasts by other
clerics. (On a "D’ result, a priest of Ksarul has a 35% chance of
bringing the creature into permanent, if grudging, service.) They
are Neutral (evil).

Because it is heavily overcast they attack at +1 (RQ: +5% ) even
during the day, unless one of the characters uses weather control or
the like to dispel the clouds.




The Library

The roof has fallen in at the western end — many of the books are
rotten and worm-eaten, but three sealed Chlen-hide (bronze)
chests have preserved the most important books in excellent condi-
tion. There is also a scroll of necromancy and the grey hand

13th HASANPOR, 2215

In the midst of preparations for the
coming ceremony, Iwo priests who
had climbed down to the forest to col-
lect saugiin flowers for the festivities
went missing. One crawled back into
the temple compound in the early
hours of this morning, bloodied and
tattered. His tongue had been ripped
from his head. Ministrations proved
in:rl}iecr.-'ve and he died without pro-
viding an account of what had befallen.

15th HASANPOR, 2215

The Eventuation of Holy Pavar was
commemorated. The celebration was
more muted than in previous years
owing to the absence of four of the six
slaves prepared for streblosis. These
four must have escaped just a few
hours before dawn, but their means
of egress from the temple precincts is
by no means apparent. None of the
other slaves seems to have witnessed
the escape — a story which they main-
\tain even under diligent torture. It
remains a mystery.

27th HASANPOR, 2215
Archdeacon Ishankoi hi-Reshlan has
® disappeared - spirited away, so to

5| speak, in the middle of the night.

e Magical means have been employed
@ in an effort to contact him, to no

® avail. His Holiness the Archiman-

@ drite has sent word via Mandir to the
I8} Palace of the Realm in Khirgar.

al /shankoi has always seemed a stable

: fellow, and it is difficult to believe him
o I

There are no further entries,
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capable of such dereliction of duty as
to go missing only hours before the
Returning of the Mantle of Blue.

29th HASANPOR, 2215

Those of us who thought ill of
Ishankoi have had cause to revise our
Jjudgement since his mutilated form
was found in the Lower Shrine
shortly after lunch. Who can have
performed this horrible deed? Recal-
ling the fate of Shrakan and Elvaru
earlier this month, one is forced to the
conclusion that some monstrous
being has come up from the forests.
In spite of the heavy rainfall, Yugao
hi-Ludum insisted on taking another
message to the runner in Mandir.

3rd SHAPRU, 2215

The heavy storms of the last few days
continue unabated. Tekketal hi-
Kuroda has gone missing. One can
only hope he has not suffered the fate
of Ishankoi. Yugao hi-Ludum sug-
gested at dinner that these strange
events result from an incursion of
Shunned Ones from the forest, and is
himself preparing a note to this effect
to send to the Omnipotent Azure
Legion in Khirgar — though some of
us believe it would be more seemly 1o
first inform the Temple at Mrelu.

6th SHAPRU, 2215

Tekkeral's corpse has been located in
the Hra pit, mutilated if anything even
more gruesomely than Ishankoi. To
some extent this was due to several of

(AD&D: hold monster and disintegrate; RQ: scroll giving 10%
increase in Know]ed‘%e skills) written in the Tongue of the Priests of

Ksarul. The real fin

though, is the temporal codex of the temple

— the daily record of events. The entries of interest deal with the
months Hasanpor and Shapru of the year 2215:

the Hra having mistaken his body for
an exotic item of their diet.

Further, two acolytes have gone
missing.

8th SHAPRU, 2215

Goduku hi-Raitlan has now van-
ished, along with his personal ser-
vant. On the orders of His Holiness,
Yugao hi- Ludum used mediumship
to communicate our troubles to the
Temple at Mrelu. We are assured that
investigators have been despaiched.

9th SHAPRU, 2215

Like one who is infected with the eggs
of the nkek-worm, we have suffered
from a traitor within! Yugao hi-
Ludum has been uncovered as the
source of our woe! Along with two
voung acolvtes he has been worship-
ping atan ancient shrine to the terrible
Goddess o]f the Pale Bone in the
caverns below our temple. After a few
minutes of careful questioning he
lapsed into a ghasﬂ‘_"v calm which he
retained even when flayed alive. After
this his heart was cut out and the
corpse flung into the catacombs where
he had his shrine. The acolytes were
similarly treated, but spoke freely of
a baleful influence which called them
to the caverns. They died more insane
than a Hit'ir. Our troubles are at least
now at an end.

10th SHAPRU, 2215
After the Visitation of the Dormant
Lord, His Holiness the Archiman-

drite was found to be missing. A
thorough search of the catacombs
uncovered his butchered form, treated
not unlike that of Yugao. No magic
could resurrect him. Moreover, there
was no sign of the carrion deposited
in the catacombs only yesterday.

11th SHAPRU, 2215
Two more were found dead, and
those who remained have been forced
to evacuate the temple. Apart from a
few slaves only I remain, for I am too
infirm to travel far. I and the slaves
keep to the library now. I have
released the Hra and even the Vor-
odla in the temple precincts, with
instructions lo attack even those
robed as priests Zf our Supreme
Lord. The Vorodla accommodate
themselves to such orders with relish,
of course, but the Hra seemed dully
reluctant, It is tempting to think of this
as a sort of loyalty, but I know that
the spark of true reason has faded
from their dead minds and it is only
the illusion of thought that I perceive
in them.

The rain is a heavy curtain in the
courtyard. Once or twice [ thought |
glimpsed a figure out there.

12th SHAPRU., 2215

There is food for only two more days,
but I do not think it will come to that.
I have had an idea for a treatise on the
ethology of the Hra. A pity I will
never get the chance to write it.

rr vy T P I TR I T I NI N NN TN I N TN I N I N NN TN NN RN NN NN NI N XN NN TN NN INNXXEINIXININEILIIX

(RQ: detect life). In a}:&pearance Hra are gaunt and grey, seeming
1

much like a wight. A

er killing their foes they drain them of all

The Shrine

The roof of the shrine is of a sturdy, black-lacquered wood which
has suffered little from time and the elements. There are steps up
the south side of the pyramid. The doors are locked.

1. The Outer Shrine. There is an altar stone of blue marble against
the north wall, under a silver crescent moon and azure beetle —one
of the insignia of Lord Ksarul.

2. Side-chapel. Behind a locked bronze grille is a small shrine to
Ey'un, Knower of Skills, the aspect of Lord Ksarul to whom this
temple was particularly dedicated. There is a small steel (AD&D:
platinum; RQ: iron) statue of the skeletal Ey’un. This is worth up
to 150,000 kaitars/75000gps/150,000 lunars, although it would be
considered an act of terrible sacrilege if anyone less than a Cardinal
of the priesthood of Lord Ksarul were to remove it from the shrine.
AD&D players should not be given its full XP value, if it is taken.
(It should be worth about 3,000XP).

3. Steps lead down within the pyramid.

4. A landing. The steps continue down and there is an archway to
the east, from the chamber beyond which issue forth four Hra:

Hra

RQ: 6-po
(1d10+1+2d6), SR7, 75%; will regenerate unless slain by magic;
can detect life at no POW cost.

AD&D: AC4, HD7; HP31, 28, 28, 24; Move: 12"; 1 Attack for4-11;
EPT: AC4; HD7; HP24, 22, 22, 20.

Notes: These huge (7') undead warriors are sometimes used by the
priests of Ksarul as temple guards — but only in the lower
catacombs, as they cannot stand the light of day. They are rurned as
spectres except by priests of Ksarul, who turn them as wights and
gain permanent control of the Hra on a ‘D’ result. Even if com-
pletely hacked apart in melee, a Hra will reanimate after two turns
and pursue its opponents; it has the tracking abilities of a ranger

int armour; HP20, 21, 22, 23; Move: &, POW: 14; Sword

blood and bodily fluids, leaving only a shrivelled husk. If dispelled
by a cleric or slain by a paladin with a Holy Sword, the Hra is com-
pletely and permanently destroyed.

5. The Lower Shrine. A chamber of black stone, intended for the
more sacred and secret rituals. There is a crescent moon symbol
inlaid in polished quartz shards into the floor.

6. The stairs end. A locked bronze grille bars the way.

7. Antechamber to the Inner Shrine. Each of the double doors to
the east bears the Bound Claw emblem on panels of beaten silver.

8. The Inner Shrine. An effigy of Lord Ksarul, carved of black
wood and masked with silver, lies on a couch studded with blue
mosaic. He holds a silver staff topped with a large sapphire cut to
resemble a beetle. The whole room is faced with blue marble.

The mask is worth about 200 kaitars/100gps/200 lunars; the staff,
150,000 kaitars/75,000gps/150,000 lunars. The same applies as with
the statuette of Ey’un in the side-chapel above,

A search of this room will reveal lines of faint scratches on the
floor running between the couch and the east wall. If the couch is
lifted up slightly it can be slid aside to reveal a pit. This requires a
combined strength of 150 (AD&D/RQ: 28).

The Caverns below the Pyramid

These caverns were a centre of worship for the sect of the Goddess
of the Pale Bone centuries before the eastern pioneers colonized
the area and built their temple to Lord Ksarul. The only worshipper
here now is Yugao hi-Ludum, the treacherous priest of Ksarul men-
tioned in the extracts from the temporal codex.

Yugao hi-Ludum

AD&D: 9th level cleric; Str: 16; Int: 11; Wis: 10; Con: 15; Dex: 11;
Cha: 13; AC6; HP50.

Equipment: Shield +3*, Lucern hammer +1*, Wand of Fear (2ch).
Spells: 1st — Curse, command, cause light wounds, sanctuary.

2nd — Hold person, know alignment, spiritual hammer (x2).
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3rd — Cause blindness, cause disease, dispel magic.

4th — Cause serious wounds, poison.

S5th— Commune.

EPT: Oth level priest; Str: 89; Int: 55; Con: 81; Pow: 60; Dex: 52;
Com: 1; ACS; lﬂP38: (+2 hit, +2 damage).

Equipment: Shield +3*, Warhammer +1*, Excellent Ruby Eye
(6¢h). Eye of Allseeing Wonder (31ch).

Spells: Basic MU skills to Nature Control.

I — Fear, plague, shadows.

I1 - Cold, creatures, the hands of kra the mighty.

1Ll — Doomkill, the silver halo of soul stealing.

("These items are only magical when used by Yugao.)

R

STR: 16; CON: 15; SIZ: 11;
INT: 11; POW: 18; DEX: 11;
CHA: 13: HPI16:; Defence: 5%.

Equipment: Medium shield, warhammer (iron): special powered
crystal which gives protection 3 at all times.

Spells: B.<3ﬁtd§l e, demoralize, disruption, bludgeon 3, darkwall,
invisibility, (repair, detect life, silence, extinguish, mindspeech 3,
dispel magic 2).

Rune Magic: Shattering, blinding, shield 3, summon small shade.
Skills: Combat skills 55%  stealth 55%: Berception 80%.

Allied Spirit in bone talisman: INT: 11; POW 15.

Yugao's life-force has been sustained all these years by the power
ofthe Goddess. He presents a grisly spectacle, still in the state that
his erstwhile comrades left him - flayed to the waist, his skin hangs
like a kilt leaving an upper torso of raw flesh and sinew. a skull-like
mask of a face with lidless, staring eyes. There is a gaping hole
where the priests tore his heart out. Most of his abilities now derive
from his deity and so he should be treated as a priest (AD&D:
cleric) as indicated above, Outside the caverns Yugao's life would
ebb away, at the rate of one hit point a turn.

Besides Yugao the caverns hold another danger — the Jalush, a
creature which has guarded the Goddess’ fane for hundreds of
years. The Jalush may be a unique, demonic creature or it may be
the last survivor of an extinct species. It has six limbs, walking on
the back four and using the forelimbs for grasping and striking. It
has an outer integument, smooth and ivory-pale, with sharp clus-
ters of spines at its joints. It stalks with the slow, precise movements
of a praying mantis and strikes with a scorpion’s vicious speed: any
NPC of 4th level (RQ: lay member) or less has a 15% chance of flee-
ing in terror if suddenly confronted by it.

Jalush YA
RQ: HP28; Move: 8; POW: 20; G
Talons (1d8+3d6), SR4, 95%.

Righthindleg (01) 10/9
Rightforeleg  (02-04) 10/9
Left hind leg }OS) 10/9
Left foreleg 06-08) 10/9
Abdomen (09-10) 10/10.
Chest (11-12) 10/10
Right arm 13-15) 10/9
Leftarm 16—18{ 10/9
Head (19-20) 10/10

AD&D: ACO; HP54 (from 11 dice); »
Move: 127; 1 attack for 4-24; Neutral Evil.
EPT: AC1; HP44 (from 11 dice);

Move: 127; Other notes: see below.

Any character hitting the Jalush has a chance of being scratched by
its poisonous spines— 15% if the characteris AC5 or less, increasing
by 1% per AC point above 5. If the character fails his saving throw
he loses 5 points of constitution (AD&D: 1 point) at once and a
further 5 points (AD&D: 1 point) every two minutes. This con-
tinues until the character is cEad or the poison neutralized. This can
only be accomplished with the Ineluctable Eye of Healing (AD&D:
Keoghtom’s Ointment or full wish), and even this will not reverse
the damage! The poison also causes 1-3 hit points permanent dam-
age whether or not the character makes his saving throw! Nothing
short of Divine Intervention will heal its effects. (RQ: the character
must make his luck roll to avoid the spines. The poison is potency
15, and if it overcomes the character’s CON, he should be consi-
dered to have contracted the terminal form of Creeping Chill dis-
ease. If the poison does not overcome the character’s CON, he

merely loses 1 point permanently in the scratched location.)
Thé Jalush has a saving throw ot 6 against all spells. technological

devices, etc. It has keen senses and moves almost silently despite its
size: it surprises the partg onarollof 1-4 on d6 and is itself surprised
only on a roll of 1 on d10.

For any encounter in the caverns, roll dé6:
1-3 the Jalush
4-5 Yugao
6 Yugao and the Jalush
Of course, Yugao is always somewhere in the caverns. Have the
party encounter him in the Goddess’ fane if they haven’t run into
him before then.

9. Low chamber. There is a drop of about twenty feet from the floor
of the Inner Shrine down a narrow shaft which opens into the roof
of this cave. The climb down is not difficult. A tunnel slopes gently
downwards from the south-west part of the chamber. The sound of
running water can be heard.

10. Underground stream. This dries up in summer, but at the
moment is in full flood. The stream is 4" at its deepest point.

11. Secret ‘door’. A boulder conceals the narrow passage. It takes
a combined strength of 85 (AD&D/R(Q: 16) to roll it back.

12. The Goddess’ Fane. This cave is taller than most of those here
and seems to have been enlarged by excavation at some time in the
past. The walls have been stained white and covered with squarish
crimson designs. There is a rough altar —a natural table of rock — to
the south-east. On this is a rough, pitted idol of light grey stone,
depicting a globular being with six thick, curving legs and the face
of a thin-lipped woman,

Anyone touching the idol will receive a fleeting but horrible vis-
ion: a tall, unsmiling woman dissolves into the repulsive apparition
of a torn, rotting monstrosity — the woman’s head, shoulder and
right arm — flying through illimitable darkness towards the viewer.
She wields a great warhammer and seems to be shrieking in rage
with her hair streaming as if in a wind. However, there is no sound.

After amoment this vision fades: the idol will not affect a charac-
ter more than once. Removed from the fane, it loses this power.

13. Skulls and broken bones — the Jalush’s victims over the years.
There is a 4" wide shaft in the floor of this chamber, set with many
razor-sharp chips.

If a character manages to get down the shaft he will feel a sense
of tremendous premonition, as though on the verge of a great dis-
covery. Rather than merely telling the player this, the GM should
try to create a mood, to heighten the sense of significance — describe
the dank air at the bottom of the pit, the rasping of the character's
own breath in the stillness, the rough wood of the torch in his hands,
its heat on his face... There at the bottom of the shaft lies a 67
sphere with a stylized eye-symbol inscribed into it, seeming to
watch the character. When he picks it up it feels almost icy cold, and
remains so even if heated. Though it seems to be made of grey
marble, it cannot be cracked or damaged in any way.

This is one of the Ten Keys required to free Lord Ksarul, presum-
ably concealed here by one of the followers of the Goddess of the Pale
Bone. It cannot be detected as such by magical means, and only a
great scholar could identify it for certain. Nonetheless, anyone who
sees it will have some kind of ‘sixth sense’ as to its importance.

14. Cave entrance and waterfall. The stream emerges fro the cliff
tace. The forest is a hundred feet below. From here characters can
see Lake Ngusinaa stretching to the west and, mistily through the
continuing drizzle, the great mountain peaks in the north. There
are a number of ledges and handholds which make the cliff an easy
climb.

After the adventure

For those who like to loot, there’s about 900 kaitars/450gps/900
lunars in cash distributed around the temple — mostly in the bursary
strongbox in the administration building, but some also in the pri-
vate quarters.

If the players take the temple relics (the statuette of Ey'un, etc)
then they had better be careful about where they sell them if they
don’t want the priests of Ksarul as enemies. Even if they return the
relics to the priests, the latter may still view the removal of these
items from the temple as questionable or even sacrilegious. The
optimum course would be to leave the relics in place and bring back
a Cardinal from the priesthood to recover them. The priests of
Ksarul will give about 25% of the relics” value as a reward to their
discoverer, :

If the party show the Key to Nomikaru hi-Teteli, back in Mandir,
he may try to get it from them so that he can take it himself to the
Eriesthood. This is not to say that Nomikaru will recognize it as

eing one of the Ten Keys, merely that it is an interesting artefact
which could help him to ingratiate himself with his superiors.O]




Dear WD,

| am one of those tedious people who
is complaining about your noble
magazine. Forlam a hobbit—an honour-
able race that is being disgraced by the
employees of White Dwarf. | do not
enjoy being referred to as orc-fodder or
as a shredded hobbit but even more hor-
rifying is the fact that Gobbledigook con-
stantly munches on our cute and cuddly
bodies! My friend Nebraskus Numbskull
(the local giant) strongly advises against
eating hobbits since their leathery hide
can cause indigestion and heart-burn.
Instead, Nebraskus recommends elves
astheirwell-matured flesh is apparently
quite delicious.

Hobbits are only picked on because
they're small and defenceless — so why
not pick on dwarves instead? (Anddon't
give me that dragon-muck that they are
an ancient race and deserve respect).
Zombies are a prime choice because of
their low intelligence, but if you must
continue to take the hydra's spittle out
of a race, | suggest that you pick on
lan Livingstone!

Yours hatefully,

Luvis Lightfinger, Amersham, Bucks.

Dear WD,

Well done! Issue 52 was my third
White Dwarf|38, 51, 52]) and | am thrilled
with your magazine. The additional
pages was a great idea but why, oh why,
did you keep the first ten pages for
advertisements. It seemed such a waste
of good space when you could have
printed some articles which would prob-
ably interest your readers more. The
Name of the Game was interesting and
the series about clerics (Gifts from the
Gods and Bolts from the Blue) were both
good. As for The Castle of Lost Souls, it
was brilliant. The mechanics were much
more realistic than in the fighting fan-
tasy gamebooks. At last we have a good
low-level D&D scenario. The Serpent’s
Venomwas a greatimprovement on The
Ballad of Times Past. Keep up Tabletop
Heroes. It is certainly a great help, but
would be better iflengthened. | am look-
ing forward to the Battle of Pelennor
Fields—if it matches up to the last series
of the Dungeon Master General. Where
is the promised answer to the Thieves
Wordsearchin WD52? | could not spot it
anywhere.

Yours contentedly,

Jeremy Sheldon, London.

Ah, the wordsearch. Sorry about that —
the answer was The Grey Mouser —£d.

Waddelow's
‘eview of the Lost Worlds books

WD52]. These are a gamer’s game,
which well deserve the cult status they
have already attained. | think they are
great fun and if Mr Waddelow cares to
bring his giant goblin to Oxford | am cer-
tain he'll be buying most every round.

Bloodthirstily yours,

Carol Benney, Oxford.

Dear WD,

You may be interested to know that
the SF Writers of America, thatinfamous
organisation (it can't be any good, they
let me join), has been having lots of
recentdiscussion about ‘game rights’ to
books. Julian May, for example, might
be quite keen to ask some sort of
fee for the free use of her Many-
Coloured Land creatures in the Fiend
Factory [WD51], but at least it could be
argued that she gets some publicity
since she js credited. The Estate. of CS
Lewis himself is in no position to comp-
lain, but Harry Harrison is very vocifer-
ously alive, and the Grey Dominators
which come immediately after the
Marsh-Wiggle are clearly intended to be
those recurrent baddies from the Stain-
less Steel Rat books. How do you plead?

To avoid the potential wrath of SFWA
or other writers’ organisations, I'd
suggest that contributors making this
sort of use of copyrighted work should
(a) get permission, and (b) give full credit
to the original author. Doesn't this
sound reasonable?

All the best,

Dave Langford, Reading.

Unfortunately, we can’t always know
whether a submission has been taken
from a book or not (| know, I'm sorry — |
haven't read any Stainless Steel Rat
books!). All we can do is to remind our
readers to be sure to credit their sources
when they do send in such material —Ed.

Dear WD,

So, the snivellers are at it again
(re Jondo Baggins letter WD52). What
do these ‘hobbits’ think they are, telling
us we owe them a living? We owe them
alright, oh yes, for holding back the one
ordering force —yes, and bringing about
its destruction when our whole world
was about to be united under one all-
powerful ruler. It was they who con-
demned the ‘world of men’ (upstart race
thatthey are) to anignorant bucolic exis-
tence of separate warring tribes, when
the peace of the Great One could have
enfolded them all. Indeed it is only now,
after how many thousands of years that
we are coming close to repairing the
damage that was done.

Still, | am pleased to see these insig-
nificant little ‘hobbits’ (they don’t even
deserve to be rated so high as ‘halflings’)
have survived so long in their worm
holes — they make such entertaining
little zombies, and their life energy is
simply delicious. Maybe it says much
that Jondo must reach back into his dim
ancestral past to find even two hobbits
worthy of mention, but | would be
pleased to meet him if he wishes to
debate this point — perhaps over dinner...

Yours hopefully,
Kahiel Nightelf (Necromanceuse),
Bitterne.

Dear WD,

| deeply regret the departure of Oliver
Dickinson who gave us the fabulous
tales of Griselda and numerous useful
RuneRites [WD49, 50 and 51].

I hope Dave Morris (who took over the
column) will continue his good work. His
articles like Dealing with Demons were
interesting, although essentially non-
Gloranthan, but his last articles — D&D
classes for RQ (Runes in the Dungeon)
— must have annoyed RuneQuesters. |
am worried about his introductory
words to RuneRites in WD52: "Where are
the innovative spell-systems, the new
magical items, exotic beasts and spark-
ling ideas?..." Are these topics really use-
ful to RQ referees and players? Some-
how, | feel that RQ is a game that
deserves more than just new monsters
and magic items. What do you think
about it?

Yours,

Christian Rossiquet, Orvault, France.

Don’t worry, Dave has plenty more
than simple items etc lined up for
everyone —Ed.

Dear WD,

Having been playing D&D for six
years, | am now beginning to see it fol-
low the same downward course as the
rest of society. Just as religion pref-
ers blind faith to individual free thought,
and as our educational system fills us
with knowledge, whilst it seeks to rob us
of the intelligence to use it, so D&D
is becoming a game of rules and not
individuality.

Like a unicorn which once ran free in
the woodlands, so our minds, free of
restriction, once interpreted and fleshed
out the outlines of the basic rulebook.
But now this unicorn, once almost
immune to magic, has been caught and
bridled by the ‘Game Wizards'. Now it is
burdened down by rules, magazines,
supplements, new monsters, new magi-
cal items, new dungeons, even new
Gods. It struggles in vain against the
ever growing constraints of its masters,
who no longer enjoy its fast free move-
ment, but instead take interest only in
how much it will carry, and the sale
value of its horn.

As a gaming magazine, you have the
opportunity to get off this crippled crea-
ture's back, to encourage thoughtful-
ness and initiative among your readers,
and to publish articles containing
suggestions about broadening the
game, not narrowing the already stifling
confines for creativity.

Yours pessimistically,

Robert Bradshaw, Oxon.
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DO YOU HAVE WHAT IT TAKES
TO BE A HIGHWAY WARRIOR?

TH-F. GAME OF DEADLY DRIVING

| BATTLECARS |

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.

And if there wasn’t enough danger
on the roads, a new menace on two
wheels has appeared...

BATTLEBIKES

BATTLEBIKES is the first Expansion Set for BATTLECARS to
introduce duels between bikes or duels between bikes and cars.

It is not a game in itself.

BATTLECARS — The Game of Deadly Driving from Games Workshop



FIEND FACTORY

Fiend Factory is a regular department featuring readers’ monsters for D&D/AD&D, edited by Albie Fiore.
This issue, two linked non-material creatures.

Now You See Them,

Now You Don't

SURROGATES AND SHAPELINGS
by Fred Lee Cain

No Appearing: 1-10

ArmourClass: 10-2
M_ovament: 9"
Hit Dice: Surrogates: 10HP

Shapelings: 5

(+3 hit points while

Matter-phasing)

Surrogates: Nil (though

may be set to guard trea-

sure)/Shapelings: A-H.

1(or2)for1-6or

by weapon

Neutral, Neutral-Good,

Neutral Evil

Surrogates: 0-8

Shapelings: Average

tovery

Psionic Ability: Surrogates: Nil
Shapelings: 01 (Matter-
phasing [equivalent—
but notsame—as Body
Weaponry]). Attack/
Defence Modes: Nil

Treasure:

Attack:
Alignment:

Intelligence:

Surrogates

Surrogates are a non-material form of
golem (5-7" high), produced by a Neutral,
Chaotic neutral, Neutral good, or Neutral
evilclericof notlessthan 11th level; ora
magic-user, cleric/magic-user, or illusion-
ist of 12th level. This involves a suit of
apparel, mail, or armour; a tome or scroll
for the initial spell using a geas and a
magic jar spell; along with a silver, gold
or electrum medallion of a pentagram-
in-circle, which must be made by a 14th
level magic-user at a cost of 10,000gp
and can be used 10 times — each time
animating 5 suits of apparel. (This
medallion can be re-charged by a magic-
user of sufficient rank; it will cost
8,5600gp). The medallion is enscribed
with an incantation that can open a por-
tal from the Prime Material Plane, using
a minor gate spell, to the Positive or
Negative Plane of the summoner’s
alignment, to allow a small portion of
the basic universal life ‘force’ (Light or
Dark), to enter the waiting recipient ves-
sel. After that, the surrogate will respond

much like an invisible stalker and will
either stand silent like an empty suit of
armour, until commanded to obey; or
unseen until ordered to manifestitselfin
the trappings of the garb it was first cal-
led into (if the surrogate was created in
the garb of aservantitwill be aservant;
into the armour of a warrior or knight, a
fighter etc).

In starting out, a surrogate-animation
will have no Intelligence being, in effect,
only an automaton like a golem, capable
of carrying out only simple orders: (at-
tack, guard, kill, serve, etc). In order to
carry out more complex orders (such as
a guard that would answer to a password,
admitting friends, serving others) its
intelligence must be raised. A wish or a
reverse feeblemind spell can do this.
The proper scroll inscribed by a 12th
level druid and a mistletoe wand blessed
by an archdruid are needed. This spell
will raise the Intelligence of a surrogate
by 1 point each Summer or Winter Sol-
stice (the only times when it will work),
and will work on only one animation ata
time. After a surrogate has gained a
total of 6 points of Intelligence, there isa
75% chance of it gaining 1-3 points of
Wisdom with that (and with any follow-
ing gain in Intelligence). When first
created, there is a 1% chance that a sur-
rogate may run amok and refuse to obey
orders. With any increase in Intelligence,
the chance of disobedience (depending
on alignment of the person that created
them) is: good alignment: 2% (order is
not understood); 5% if ordered to do
something evil. Add 5% for each point of
Intelligence above 8 and 2% for each
point of wisdom. Neutral alignment: 2%
(order is not understood); 10% if order-
ed to do an act of good/evil outside of
alignment or service to master. Evil
alignment: 2% (order is not under-
stood); 5% if ordered to do something
good—add 10% for every point of Intelli-
gence above 6. 5% chance of mutiny;
add 10% for every point of Intelligence
above 7 and subtract 5% for every point
of wisdom.

Once animated, there will be a 'solid’
butinvisible form filling out the contain-
ing garb or armour. Unless ordered to
occupy that suit, the surrogate will have
no tangible form or substantial ability
with which to do anything. These ani-
mated forms cannot be truly ‘slain’ or
wounded (destruction of their contain-
ing form merely releases them back to
their source-plan of origin; lopping off
an arm would simply be cutting off an
empty sleeve). However, if the surrogate
has attained 7 Intelligence and 3 Wisdom,
it has developed enough ‘individuality’
to become a separate, (Neutral) ‘free
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spirit’ with a potential for rebirth/incar-
nation and would revert to its plane of
alignment if its containing material garb
should be destroyed. If the surrogate
has 8+ points of Intelligence and has
done enough deeds of a positive good
nature to rate an 8 in Charisma (1 point
Charisma for every 10 deeds), it will
have developed an individual personal-
ity that will continue to exist as an invis-
ible but stable and tangible ‘shape/form/
presence’ capable of surviving even
removal or destruction of its containing
garb, with a definite male or female per-
sonality of shape and existance. If suffi-
cient evil deeds are done within the
aforementioned prerequisites, the sur-
rogate can become a wraith.

Shapelings

There are rumours of a race of these
invisible, humanoid beings that existon
a far-distant island. They take full dam-
age from magic weapons but only 2
from ordinary ones. They have a 50%
chance of Matter Phasing during combat
rounds during which their bodies turn
intangible to any blows, although they
can still strike with full force and cast
spells (this power can also be used to
penetrate barriers, locked doors etc;
treat as a passwall spell). In alignment,
they are Neutral good or Chaotic good
(25% each); Chaotic neutral (30%), Neut-
ral (5%), or Neutral Evil (15%); and are
capable of mating with human, elven,
halfling or half-orc stock. Any young
produced from such unions resemble
the non-shapeling parents’ race (10%
likelihood of invisibility), but are capable
of briefly Matter Phasing into trans-
parent insubstantiality for one round,
every other melee round (25% chance).
During this state, they cannot be
attacked or attack others.

In physical build and population-
scale, shapelings are about the same as
mankind. Population-ratio is usually
about 55% female, 45% male and in life-
span and maturity, are, to all intents, the
same as humans. They are visible only
viathe apparel they wear. When dealing
with other races, shapelings will often
wear a stately, handsome or beautiful,
metal mask (appropriate to their age and
sex), in order to make dealings with
them more comfortable.

For cosmetic purposes, their bodies
can ‘take’ make-up to render them vis-
ible. Shapeling thieves will often use a
water-soluble make-up, which they can
remove with a quick rinse; reverting to
invisibility. Similarly, a shapelin?f
dancing-girl using such ‘wash-off’
cosmetics, can have a really unique end
to her act.

Some Chaotic neutrals of this race
make superlative ninjas! Shapelings can
rate 1-4in surprise on a 6-sided die. Any
weapons a human or elf can use, they
can use. Generally, shapeling fighters
favour cowled or helmeted suits of
leather, studded-leather, chainmail, or
plate armour. In fighting —whether as
individuals or in hosts — weapons most
used are generally double-curved long-
bows, longswords, spears, handaxes,
bastard-swords and throwing knives.
Shapeling fighting hosts (300-1000)
often hire out as mercenaries and their
spectral appearance has a (40%) chance
of causing a loss of morale points in an

enemy (in part because they are often
mistaken as wraiths or other undead
monsters).

As thieves, assassins, magic-users,
illusionists, rangers, monks and other
classes, shapelings have the same
talents and — except for invisibility — the
same disadvantages as humans though
they rarely rise above 10th level in any
of these classes. Even their powers of
Matter Phasing (a psionic power of the
same nature as Body Weaponry) and
natural invisibility are not a guarantee of
invincibility; if caught unaware shape-
lings can be betrayed like any other solid
being protected by an invisibility spell.
Rain, snow or dust will ‘outline’ them;
paints, dyes or tar will coat them and
stick to them. If in water, a ‘bubble’ or
‘hole’ will outline however much of
them is submerged. Soft surfaces will
betray their footprints — as will doors, if
they're too fatigued to Matter Phase
(which requires health and alertness just
like any other physical exertion). A cloth
thrown over them will betray their pre-
sence and a being protected by an invisi-
bility spell would be just as invisible to
them as any other character. Their invisi-
bility does not include the apparel or
equipment they wear (that requires a
spell). Likewise, their power of Matter
Phasing only extends to their garments
and any items that could be carried eas-
ily on one’s person. Although able to
strike while insubstantial, in order to do
s0, they have to make theirweapon solid.

Curiously —when divested of garb —
shapelings say that they can see each
other; claiming that they appearto each
other as a sort of phantom/bubble/out-
line of a human/elven form, with fea-

tures 'highlighted’ by a sort of soft,
silvery-blue glow; a trait that can be in-
herited by offspring of mixed marriages.
Shapelings seem to be able to 'intensify’
their particular brand of invisibility so as
to appear invisible even to elves!
Shapeling invisibility can be penetrated
by a wizard eye spell.

Shapelings often ‘claim’ they have
souls (it seems more likely that — like
elves —they have ’spirits’ that are ‘re-
cyclable’and able to re-incarnate; but
shapelings with human or halfling blood
— like half-elves —would probably have
souls; and shapelings choosing to inter-
marry with humans or halflings, would
(like elves) doubtless be given a ‘choice’
by the Divine/Celestial Powers as to
which race they wished to be spiritually
‘counted with'.

Possessed of a somewhat ironic and
tongue-in-cheek sense of humour,
shapelings have an inherent ‘edge’ for
playing pranks and gathering gossip;
but their humour is never malicious —
although sometimes a little roguish.
Even a shapeling fighter can often have
a keen wit and sense of the ironic. In a
word, shapeling humour can best be
described as ‘sardonic’. ‘Now you see
me, now you don't... —or did you?!’

Like halflings, elves and dwarves,
shapelings are a somewhat secretive
people; delighting in the gaining and
use of hidden secrets and lore; though
this is not so much a matter of course as
merely the application of a natural
advantage in such things.

Note: a shapeling hit by a feeblemind
spell would suffer a loss in Intelligence
but would not be transformed into a
surrogate-form.[]
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From J.R.R. TOLKIEN’S
THE LORD OF THE RINGS" TH]E

comes ICE’s first fantasy boardgame PE]L]L@WSH]IP

As Sauron you control the forces
of darkness including Balrogs,
Dragons, Nazgul, bands of orcs,
and other evil servants. You must
seek and destroy the naive dupes
of the Valar in their attempt to
kReep THE RING from its rightful
master. * As the Fellowship
player you must elude and mis-
direct the minions of Sauron as
you bear the heavy burden of THE
RING towards its destruction in
the land of swelling darkness ®
Struggle for the control of the
greatest focus of power in MIDDLE-
EARTH, THE ONE TRUE RING.

This 2-player boardgame in-
cludes:

*a 21" x 26 Dbeautifully
rendered, full-color, mounted map

* 65 plastic playing pieces

Relive this
classic
adventure as
the meager
forces of the
Fellowship
are pitted
against
Sauron’s
awesome

might.

e 40 die-cut counters

* And over 220 playing cards,
depicting Balrogs, Dragons,
Wizards, Dwarves, Elves, Hobbits,
etc.

$25.00 (LL.S.) £ 22.95(ULK.)

THE FELLOWSHIP OF THE
RING® is available at better stores
everywhere, in the UK contact
GAMES WORKSHOP of LONDON;
in AUSTRALIA, JEDKO GAMES.
Look for our 2 new MIDDLE-
EARTH BOARDGAMES this
summer.

all copyrights and trademarks: TOLKIEN ENTERDRISES,
INC., a division of ELAN MERCHANDISING, INC., Berkeley, Ca.

[] IRON CROWN ENTERPRISES, INC.

=48 P.O. BOX 1605

gl CHARLOTTESVILLE, VA 22902
Creators of MIDDLE-EARTH ROLE PLAY-
ING, MIDDLE-EARTH ADVENTURE &
CAMPAIGN MODULES, LOREMASTER
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WHERE TO GO FOR
THE BEST IN GAMES
AND SOFTWARE:

Games Workshop
Unit 37, Birmingham Shopping Centre
Birmingham B2. Tel: (021) 632 4804
Open Mon-Sat 9.30am-5.50pm

Games Workshop
1 Dalling Road, Hammersmith, W6
Tel: 01-741 3445
Open Mon-Sat 9.30am-5.30pm
Late night opening Thurs till 7.30pm

Games Workshop,
162 Marsden Way, Arndale Centre,
Manchester. Tel: (061) 832 6863
Open Mon-Sat 9.00am-5.30pm

Games Workshop
41a Broadwalk, Broadmarsh Centre,
Nottingham. Tel: (0602) 585744
[ » Open Mon-Sat 9.30am-5.30pm

Games Workshop,
95 The Moor, Sheffield
Tel: (0742) 750114.
Open Mon-Sat 9.30am-5.30pm

1 *GAMESMASTER |

¥~"“ Y ‘t \'\
i & *’t’:
ir IS WHERE YOUR QUEST BEGINS
F;,,ﬁ‘. . .' i For the most comprehensive
Wf% range of fantasy figures, board
A ﬁ“‘,;”’ b, games and computer games
\ jﬁi in Scotland & northern England.

A new name in games, but with years
of experience behind it. Now open in:

Sy
¥ p .:,r’rf,’r"’
Tk

GLASGOW:

536 Great Western Road
Glasgow G12 8EL

Tel: 041-334 1583
EDINBURGH: 13 Forrest Road
Edinburgh EH1 2QH

Tel: 031-226 3354
NEWCASTLE:

97 Pilgrim Street
Newcastle-upon-Tyne
Tel: 0632 322418

Watch out for a new Gamesmaster
shop opening soon in YORK!




DRAGONMEET ‘84
CENTRAL HALL
WESTMINSTER SW1.
SATURDAY 28th JULY,
10.00am TILL LATE
ADMISSION £1.00.

S

*COMPETITON AND PARTICIPATION GAMES FOR:-
ADVANCED DUNGEONS & DRAGONS RUNQUEST
TRAVELLER CALL OF CTHULHU GOLDEN HEROES
STAR TREK AND MORE!

*COMPUTER GAMES

*FIGURE PAINTING COMPETITION

*ROLE-PLAYING FOR BEGINNERS

*TRADE STANDS

THE ANNUAL FESTIVAL OF
FANTASY AND SCIENCE FICTION
ROLE-PLAYING GAMES.

L, DRAGONMEET ‘84,4

THE BRITISHHAVE LANDED!
GAMES WORKSHOP US

9110F RED BRANCH ROAD, COLUMBIA, MD 21045
Telephone: (301) 964 0262

and will take

NP
ORIGINS 84 ~

= by Storm!!
with
Dr Who e Judge Dredd e Talisman e Battlecars ® Calamity ® Warlock ® Dungeon Floor Plans
1-3 ® Dungeon Planner 1 ® Dungeon Mapping Sheets ® Wilderness Hex Sheets ® Warhammer
e Citadel Miniatures ®
* Warhammer Demonstration game will be played throughout the convention *

New: Golden Heroes RPG e Battlebikes ® Forces of Fantasy ® Dungeon
Planner 2 ® New Citadel Miniatures — never seen before in the USA.
Visit Booth 74/75. 21/22/23/24 June.

43 Please mention White Dwarf when replying to advertisements



TREASURE CHEST

Treasure Chest is a regular department for AD&D/D&D. This issue,
something on role-playing — not necessarily just for D&D either.

Goals for Role-Playing

by J Anthony Nanson

The knight who allows his enemy to
retrieve his sword before engaging
him... The samurai who carries out his
duty though there be no material gain...
The magician who searches far and wide
for the magical component that will
enable him to enchant a fountain to
dance of its own accord... The Errol
Flynn type who sneaks past the guards
to meet his loved one and arrange her
escape to join him in the Greenwood...

These are the sorts of scenes we see
on filmsand in literature associated with
heroic adventure. These characters
direct their activities in the pursuit of
goals such as honour, love and fame
which are of an abstract nature and not
likely to feature in a RPG except in the
case of a conscientious player who
single-mindedly adopts the stance of a
chivalrous knight or whatever. To
players the mark of success in RPGs is
the acquisition of cash and/or levels of
ability which themselves depend upon
securing cash, killing monsters etc. Thus
the course of success becomes: Hack,
Slay, Take Money, Take Magic Items.
Some people are worried by the award
of XP for monsters and treasure in
AD&D and might also demand justifica-
tion for the gain of experience points by
achieving power, discovering a lost con-
tinent, following a loved one to the ends
of the earth etc. The following is a

suggestion for encouraging players to
follow goals in the tradition of heroic
adventure.

When generating his character, each
player selects four general aims from
the list below (or of his own devising if
consented to by the referee) and
arranges them in order of priority. The
referee then, with great care and tact,
awards experience for each category,
varying with the players degree of
achievement in it. This is multiplied by
four for the first priority, three for the
second and two for the third. Greater
deeds shold be more heavily rewarded,
particularly to cater for the higher
experience point costs for high ability
levels. Referees may like to work out a
scale of experience point awards corres-
ponding to their own particular game
system.

The Goals

Furtherance of Scholarly Studies: history,
linguistics, customs etc.

Furtherance of Art: music, architecture, craft etc.
Furtherance of Science: and technology.

Wealth: finances or hoards of treasure.

Earthly Pleasures: wine, women, drugs etc.
Romance: true love.

Power over Others: political, religious or in under-
waorld etc.

Fame: renown far and wide.

Rank: on social scale or in institution such as
military etc.

Preservation of Status Quo: corresponds to AD&D
neutral.

Preservation of Nature: priority for druids.
Preservation of Order: corresponds to AD&D lawful.
Comradeship: friendship, feasting etc.

Risk: physical or financial.

Commercial Business: set up trading caravans, run
merchant ship etc.

Collecting: jewellery, antiques, weapons,
paintings etc.

Religious Service: obviously priority for clerics.
Battie Glory: eg AD&D XP system.

Image Cultivation: adopting distinctive appearance,
vehicle, style etc.

Freedom: corresponds to AD&D chaotic.

In addition experience should be
awarded for the mere use of any skill a
character possesses. Otherwise charac-
ters may conceivably gain no experience
during a scenario. Imagine a thief who
climbs a 300’ cliff to enable a friend (who
has Romance a priority) to rescue his
sweetheart. The thief should be well
rewarded for his outstanding climbing.
He would be due further experience if
Welfare of Others or Comradeship were
amongst his goals.

Concentration on a specific aspect
within a general aim should be well
rewarded. A character who makes an
effort to build up a collection of swords
through the ages gets more credit than
one who collects everything he finds.

The initial choices do require a little
daring on the part of the player. He could
select Wealth, Battle Glory, Mystical
Power and an alignment-type goal and
then carry on essentially as before. But
choosing an interesting combination he
may find the motive to take the initiative
in taking courses of his own design
rather than simply following the
referee’s plot-line. Players should realize
that their experience points may not
come directly from adventures butfrom,
say, the way in which they utilise the
money earned for a mission — perhaps
to design a new ship etc.

A player may alter his series of goals
by relegating one or more of them down
the priority list for three months and
then promoting the aim currently at the
same priority level to the higher posi-
tion. If a goal is relegated from fourth
position then a totally new one may be
chosen to replace it after 3 months.

Some character classes, such as Pala-
din and Samurai, require stringent
adherence to certain principles and the
referee might also restrict choice of

oals somewhat for certain racial types

see DMG p16]. Determining a series of
goals for NPCs of the blander sort (eg
fighters) may add a little colour to
encounters.

The following are examples of typical
combinations for some races and
professions.]

Paladin

Preservation of Nature Persecution of Evil
Religious Service Welfare of Others
Preservation of Status Quo Preservation of Order
Rank Religious Service

Druid

Ranger Mank

Weltare of Others Self-Discipline
Expansion of Civilisation Preservation of Order
Self-Discipline Rank

Chivalry: mercy, fairness etc.

Mystical Power: finding spells, magic items etc.
Patriotism: acting in country’s best interests.
Discovery: bringing new knowledge to own
civilisation.

Experience Wonders: travelling through strange
lands, other planes etc.

Intrigue: secret scheming and potting.
Materialism: tare for horses, castle, private
island etc.

Welfare of Others: corresponds to AD&D good.
Responsibility: to carry out task, take care of
charges etc.

Expansion of Civilisation: the pioneering spirit.
Wanton Destruction: preferably for NPCs!
Cruelty: preferably for NPCs.

Persecution of Evil: priority for paladins!
Competition: relish race to complete guest etc,
Personal Feat: hunting, mountaineering etc. ‘Do it
because it's there'.

Creation: make magic items, design starships etc.
Self-Discipline: managing without or controlling
one's behaviour

Trickery: thwarting authority, playing practical
jokes etc.

Honour: duty to liege, family, friends or own dignity.

Persecution of Evil

Thief

Wealth
Personal Feat
Trickery

Risk

Barbarian
Freedom

Battle Glory
Earthly Pleasures
Honour

Samurai

Honour

Battle Glory

Image Cultivation
Ran

Cleric (lawful neutral)
Religious Service
Preservation of Order
Rank

Power over Others

Religious Service

Assassin

Wealth

Intrigue

Fame

Image Cultivation

Magic-User

Mystical Power
Experience Wonders
Creation

Discovery

Orc/Half-Orc
Earthly Pleasures
Power over Others
Cruelty

Wealth

" Knight of Quality

Chivalry
Honour
Fame
Competition
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The next two months will see the release of
the re-emergence of: Air War THE classic m
Victory, not just another Waterloo wargame

buta real‘ciassic_:ﬂ

the UK by July, the price . . . £59.95!1111

PS. We did titter somewhat the the Battle Over Bri
in which it states ‘it is good as a solitaire’. Having
| that it uses both hidden deployment and movement
| recommend that you play it solo —

it is, in fact, impossible!

ESTMINSTER

dults and £2.50 for

four new wargames, TSR/SPI herald
odern air combat game. Wellington's

hem,

While on the subject of high prices GDW have at last released the much promised
Fire in the Fast, the revised version of Drang Nach Osten; it will be available in

tain review in Imagine No 14
played the game we can report
therefore we would not

. e North American
version of Crasimoff's World s
1 enquiries should be
made through t

sic D&D/AD&D

f. i
i so that you'll be suitably jealoys!
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able in early J uly,

th'ThB SL:?Jmef loﬁéks like a really busy time for us
| pusyear: We're working on Citadel Comn endi
| Realm of Chaos for Warhamme e

f r and our new RPG
Rogue Trader; with luck they should all be ayal-

by‘!é%v ccin’cide with the release of Golden Heroes

WE Ie preparing two boxed sets of Superhero

our spare time

new HQ in Eastwood, Notts, I've enclosed a photo |

Yours sincerely,

=AW,

Citadel Minjatures.

PS1bet GW aren't brin

I ging out as much as we are
during June/July?!

Citadel, .
DB’T";anks for the recent letter, as you say we il .
have to pull out all the stops to keep up with yIC:L’L
production schedule — but I think we're up to it!
For example we will be bringing out Golden ;
Heroes, Dungeon Planner II and the UK ed:txpnlo
COC in June, and we've got lots of games and play
aids in the pipeline, we should be able to be more
specific by next month, However, we can nova;:
announce that we are to print FASA's Star Tre
RPG and will be importing all the supplements.

Golden Heroes looks like it’s going to be a really
good RPG; all problems with the original versmnd
have been ironed out and the zlirt\.v‘ork is very good.

Dungeon Planner II looks like it will be evenf
more useful than DP [; it's a village on the edge o
the marshes. The source material covers the adjoin-
ing lands and is geared to set acampaign in the area.

We've now got the exclusive rights for Steve
Jackson Games, Iron Crown and Columbia Gamsres
(Harn etc) so it's been a pretty busy time here!
Iron Crown have brought out a Middle Earth RPG

we're moving to our ‘plush’ |

|

|

|

|

|

!
_-° 7

A

nd are releasing this year two more boardgames;
ioneiy Mountain (from The Hobbit) and Battle
of the Five Armies — 1ﬁ they're as good}aleeﬂcw-
hip of the Ring they'll be pretty popular!
: l’?haf.'s just about it then. We look forward to
your next letter,
Yours,

dpie: ~
TS i

|___‘-—L “Games Workshop Ltd.
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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?js payable to Games Workshop
td.

For Sale

Cloaks: Adventurers for the use
of (£8.00). State colour preferred.
Semi-circular with hood to hide
you better. Also full costume ser-
vice to order. Roger Price Services,
67 Highfield Road, Coventry.

Character Generator

RQ character creation prog-
ramme for the Spectrum. Send £4
to: Romsoft, 6 Erroll Road,
Romford RM1 3DJ.

For Sale

£200+ role-playing games -+
magazines. SAE for lists to; MPL,
19 Ditton Court Road, Westcliff-
on-Sea, Essex.

For Sale

White Dwarf (1-53), Beholders

{1-25) plus lots of SF/F RPG stuff

and boxed games. Undergrad

needs the cash. SAE for details to:

yike Barrows, Eliot College, UKC,
ent.

Foresters

A new AD&D character class. For
details, including spells, send £1
and SSAE to: Richard Mallett,

8 Essex Road, Stevenage, Herts.

The British Science Fiction
Association

As we believe in keeping you
informed about SF, for your mem-
bership the BSFA sends you a
total of 22 publications in six
mailings per year dealing with SF
Books, Films and News. Mem-
bership is £7 ($14) per year to:
Sandy Brown, Dept WD,

18 Gordon Terrace, Blantyre,

Lanarkshire G72 9NA, Scotland.

For Sale
Much AD&D, Traveller material.
Phone: Halifax 0422 52809.

Old Dwarfs For Sale
White Dwarf nos 1 to 48. Sell as
set. Ring: 0623 24685.

Evil army up for grabs
Excellently painted 26mm evil
fantasy army. Skeletons, orcs,
goblins, monsters etc by Citadel.
90 pieces, £90 plus postage. Ring:
0623 24685.

For Sale

Basic Traveller, Striker, Adventures
1-8, Doubles 1-6, Supplements
1-11, 1SS, Ref Screen. All in excel-
lent condition. Ring Martin on:
Leamington (0926) 23283.

SPS

SPS offers you a large range of
(un)painted fantasy figures, 18
armies, siege equipment, diorama,
pieces, etc, at competitive prices.
Send 50p for illustrated catalogue/
painted sample to: 113 Chester
Road, Macclesfield.

For Sale

WD1-16, 18-36. Offers? Ring
Graham Buckell: 01-353 2000
x2437 (day).

For Sale

AD&D books and modules,
RuneQuest rulebook, Champions
and others. For prices, tel:

Rugby 61785.

Sculptor Wanted

For designing fantasy figures.
Excellent quality needed. Contact:
John Corpe, Nottingham (0602)
878160.

For Sale

350 26mm fantasy figures, £45 ono.
Also many modules. S Nixon,

4 Dunston Bank, Dunston,
Gateshead, Tyne and Wear.

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.

Wanted

Any secondhand AD&D modules,
especially D1-2, D3, 13-5, 3 and
WG4. Good prices paid — good
condition only! Also, anyone in
the Anglesey area wishing to play
AD&D will be welcome. All
enquiries, tel: Moelfe 595.

RPG Avon

14-yr old GM/player seeks club/
players/GM in the Avon area.
Plays AD&D, Traveller,
RuneQuest, Call of Cthulhu, T&T,
Boot Hill — willing to try others.
Also interested in a postal game.
Ring Nick on Bristol 642177.

North London

Couple, 28-50, wanted for regular
AD&D games. Small group,
beginners or experienced players
welcome. Please ring: 01-450
4395.

Please Help!

| want WD23, 26, 40-42 and 44-47,
and am very willing to pay! Also
any RQ add-ons — Cults of Prax/
Terror, etc. Contact: Mark Overend,
55 Sandford Grove Road, Nether
Edge, Sheffield. Tel: (0742) 587505.

Missing Link

White Dwarf 12 needed — willing
to pay any reasonable price!
Phone Jon Sutherland on
01-965 3713.

Telford/Shifnal area

Role-player (aged 18) seeks other
role-players in Shifnal/Telford
area. Plays mostthings especially
Car Wars, DragonQuest, MSPE
and Aftermath. Will play AD&D

if forced. Ring Stuart on:

(0952) 460 167.

Wanted

Heritage Middle Earth figures
painted/unpainted. Send details
to: A Dynarowski, 14 New Street,
Chasetown, Walsall, Staffs

WS7 8XY.

Strike Out!

Young Striker player in
Chelmsford area wishes to con-
tact other players. Willing to learn
other games. If interested, write
to: lain Bruce, 5 New England
Close, Bicknacre, Essex, or
phone: (0245) 4003 between
6-7pm Mon-Fri.

Announcement!
Menthor the Wanderer pulps
Kazor Darkfied again!

Prog problem

Wanted — progs 1-200 of 2000AD.
Send prices to: lain Harrison,

21 Evelyn Ave, Ruislip, Middx
HA4 BAR.

AD&D Lincoln

Any (hopefully fairly experienced)
AD&D/RuneQuest player in the
Heighington area wishing to join
an existing club which meets at
weekends (ages 10-13) write to:
S Robinson, 7 Carlton Mews,
Heighington, Lincoln.

Worksop Warriors

Wargames, AD&D, Call of
Cthulhu, Warhammer and others.
Meet at the Unicorn public house.
Bridge Street on Wednesdays at
6.30pm to 10.00pm (separate
room, no age restriction). Further
info' contact: Dave Benjafield on
Worksop 480482.

D&D Club
Ages 12-16, Oxted/Redhill area.
Phone Jane on: Oxted 5611.

Arcanacon Il

August 23-26, 1984. Role-playing
and boardgames con. AD&D,
free-form Traveller, RuneQuest,
plus many minor RPG tourna-
ments. To be held at University
High School, Parkville, Mel-
bourne, Australia. Contact:
Arcanacon, c/o 105 Cardigan St,
Carlton 3053, Australia.

Desperate
Have T&T (boxed), Starfrontiers
(boxed), CW for PHB and DMG, all
in fab condition, so must books
be. Books sent within two weeks
2et CW exp 2 free! To: BWingfield,
oley House, Old Swinford Hosp,
Stourbridge, West Midlands.

AD&D London NW6

New campaign requires adult
experienced players. Contact:
Philip, at home on 01-328 7791.

St Albans

FRPG novice (25, male), recently
moved into area, seeks fellow
players/DMs. Interested in most
systems but esp RQ. Please con-
tact Kevin Yeldman, 20
Woodstock Road South, St Albans,
Herts. Tel: 62558,

Wanted

Dragon Nos 61, 51 and any before
46, also White Dwarf numbers
7-29, 33 and 35. Willing to buy
separately. Write to Samantha
Hayman, 17 Waterslap, Fenwick,
Ayrshire KA3 6AJ with prices, or
phone: 056-06 429.

New in York

DM/player (aged 15) moving to
York and looking for fellow RPG
fans — DragonQuest, AD&D,
Traveller, RQ, GW and Bushido.
Contact: Mike, Brecon 9331 or
write to 6 Lewis Pugh Ave, Dering
Lines, Brecon, Powys.

RQ in Merseyside

15-yr old RuneQuest player seeks
club or players in local area.
Willing to learn other FRP games.
Writeto: Robert Yates, 5 St James
Drive, Bootle, Merseyside L20 4EL.

CLUBS

HANTS

Lymington RPG Club

Games: AD&D, RuneQuest and
other popular games.

Time: Tuesdays 7-10pm.

Place: Lymington Community
Centre.

Comments: Everyone welcome.
Contact: Simon Farwell,
Lymington 77930.
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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 AWORLD OF
CHOICE TO YOU. EN
TER OUR WORLD AND
SEARCH THROUGH CH-
ESTS FULLOF FANTASY
GAMES AND FIGURES DI
SCOVER A KNOWLEDGEABIE

STAFF TOHELPAND ADVISE
YOU.COME INTOA NEW
AND EXCITING REA LM OF

FANTASY. COME TO VISIT
GAMES PEOPLE PLAY...

GAMES PEOPLE PLAY

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

MAIL CROERS 5 Wellington Terrace, Notting Hill Gate m
OPEN FROM 11am to 5.30pm. LATE NIGHT THURSDAY 7.30pm. g
SATURDAY OPENS AT 10am.

\_/ Tube 5 Welhngton Terrace Now open is a complete games shop... Games People Play,

Come in and you'll find a great selection of games.

otting Hill Gate
/-J\l @A vast range of board conflict and computer games.
. [\‘ #Stocks of figures by Chronicle, Essex, Jacobite,
Kensington Palace Gardens Tabletop, Oracle, Citadel, Skytrex, Denizen and others.

®A Jarge selection of rules, reference books, magazines

TUBE: Notting Hill Gate (200yrds) and accessories.
Circle. chntral & District lines. ®All major and most minor role playing systems.

MAIN LINE: Paddington Terminus
: At Games People Play you'll meet a knowledgeable staff
BUSES AZ.QJBJI.ZZSZ‘SZA. %88 to help and advise you. So come and see us. We're the
(Wellington Terrace isa parade of shops.) gamers games shop.

47 Please mention White Dwarf when replying to advertisements



UNDER THEIR PRAIME DIRECTIVE - THAT OF PROMOTING INTEREST IN SPACE TRAVEL, SCIENCE FICTION, ASTRONOMY AND UFOLOGY,

ISTRA (UK]

IS PROUD TO PRESENT..,

Baok your seat sboard the Star Ship ULTIMA for the journey of a lifeiise,

Your trip r he Solar System will begin from the TELEPORT STATICN in the
CENTRAL HALL, THINSTER, where you will be beamed aboard the massive star-cruiser.
1984, and

rth-Bound cruiser.

The ULTIMA will be making daily trips between the 6th and 11th of AUGUST,
luxury and entertainsent of any conventional Ea

offers all the comfort

TELEPORT BOARDING SYSTEM TRADERS' CABINS FOOD AND REFRESHMENTS FULLY POSTED CORRIDORS THRAOUGHOUT

Far more information, your Passports and Boarding Tickets, contact , 24725 Faoley St., London, W1, 01-631 4582

TABLETOP GAMES
53 MANSFIELD ROAD,
DAYBROOK,
NOTTINGHAM

LASERBURN

NOW A COMPLETE SCI-FI COMBAT
& ROLE PLAYING SYSTEM
LASERBURN RULES (basic

NEW
OFFICIAL
TRAVELLER

REAPER 15mm FANTASY

— 15mm figures

REAPER

Reaper Starter Pack
Bagse rules, dics and b

force
Reaper Armies £9.60 linc. P&P)

onations of Kenlin

and dice £7.45 |inc. P&P)

TARIM TOWERS HEIST
SEWERVILLE SHOOT OUT
SEA PRISON SIEGE

(10p EACH UNLESS STATED|

ADVENTURERS & STAR SOLDIERS
100 Law Officar

rules) ......... were £1,85
10% P&P FORCES OF THE IMPERIUM ... £1.60
M,n° 16p in U.K. 50p Surface Mail IMPERIAL COMMANDER \rn|I|1EI|\- D6 DICE 30[) EACH
b combat rules) ... .. £1.85
Overseas:
Send SAE for 24-page catalogue Add 60% for Air Mail Emgregmgx” I — 35] T

Space Suited Fig. + Lasar Pistal

EDh Space Suited Fig, + La

Goo IMPERIAL TROOPERS

111 5ch 300 With Bolt Rifie

(20 The & 1 With Heavy Bolt Rifle
£l 15mm LASERBURN FIGURES Black Biard Tronpet
Black Guard Officar
Officer

With

STRHSHIPCREWS 2.man
CHARACTER MONSTERS Starship Crewmen
FIGURES 11p each Ape 15p
£275 LASERBURN
Attack of the Fungoid Trols ..o 5P SCENARIOS £1.50 EACH
The first scenario for Reapar BUNKER 17

FANTASY & ROLE PLAYING RULES 101 Law Ctficer + onversion Beam Projecto
15p Combat (TT.G. £1.25 102 Law Officer o With Rapid Fire Bolt Gun
F15 15p me in the West (Gun Fignt E360 1024 Patrol Bike o ol In”nw‘rﬂrmmll 12pl
i £1.25 103 Adventurer with Pisto . e TN RN B
Dwartin GIANTS £1.25 Heroinewith Pistal %, AT Loaet o 1k
n i 605  InDreadnought Armour (20p)
Dwearfin Hill Giant |30 35p .. E1BS with Sword and Pistol 506 InPower ArmoLr [15p]
with 5 85p £285 Adventurer with Rifle Trooper Crawmar % bl irearblicl
Fi#  DwarfinPlate with 85p £1.85 Thusg with Club In Power Armaour + Support
Hammer 55p Thug with Knife Balteri12p] IMPERIAL 15mm VEHECLES'
Eif Magic Liser T5p 108 Thug with Pistol 315 InPower Armour « Plasma Scythe Class Squad Trlllupnrl
EIf Fighter . ELBS 110 Civilian {Standing) Gun|12p) Jetcopters ... — N
DRAGONS £1.60 1104 Civilian Walking 318 Imperisl Combat Scout + Heavy Glaive Class uul A P C. S
Red Dragon £185 £1.85 111 Civilisness Bolt Gun Valta 2 £1.%
Black Dragon ... E1.85 £1.25 112 Adventurerin LL Armour 317 Imperial Fagt Scout Bika [35p) Vioh £1.25
DEMONS £1.60 113 Adventurerwith 2 Pistols 318 Scout Bike only |30p) Va0c e £1.28
Winged Fiend [30mm) 35p ) Senee e AR, I-] ::dver.iure- with Laser Rifle 319 Scout ~Conversion Beam \J;gd lraued Glg-vr- 7 . 125
A et 115 Adventurer + Missile Launcher V302  Scorplon 12-man Alf
S ;JII ¢ Archdeacon (40mm ; 1.‘; NEW LASERBURN FlGURESI ! 116 LawOfficer in Riot Gear REDEMPTIONIST REBELS Assault Vehicleg ... £2.25
P 123 SENTINEL LAW OFFICER ........oooovvnnes 10p 117 LawOfficer Dog Handier with 400 With Farce Sword & Prstol V303  Partizan Scout Vehicle ... 78p
18 124 FEMALE SENTINEL LAW OFFICER ... 10p enade Launcher 401 With Laser Rifie V3 Imperial Scout ... £110
P 2\ p
320 SCOUT WITH GRENADE LAUNCHER . 10p | 18 GuardDog N2 Maniotiont ROBO TURRETS )
GOBLINS ) FI.!’INl.Ii REPTILE 321 IMPERIAL ASSAULT SCOUT ... 12p (RE] :.:woﬂltzr Vehicke Crewman -1[‘.. .’\:!HI Flal.n‘- Thrower [extra weaponry 'I)I'.lll vehicles]
Standerd Bearer 25p  WithLordaf Gunner Standing 404 With Missile Launcher V01 Heavy Laser Turret ... Bp
Advancing « Sword .. 15p  Chaos Rider . £1.50] 322 IMPERIAL GUARD IN POWER 120 Asabave butsitting 405 With Auto-Laser VoDZ  Missile Launcher Turret Bp
Artacking + Sword 15p  |or Knight of Chaos Rider) BRMOUIR. i i i 121 Adventurerin Mesh Armour With Heavy Laser VO3 Plasma Gun Turmet o Bp
Attacking + Axe ... 15p 417 DISCIPLE IN POWER ARMOLR 122 Adventurerwith Support Belt 407 Warrior Lord with Power Axe w004 Conversion Beam Turret 8p
2 Horsed Scythed Chariot & Driver S0p ROBOTS (3 types} each
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 ASTARSHIP
~ATYOUR COMMAND

STAR FLEET BATTLES

The bridge of the Federation Heavy Cruiser grows hectic as
a Klingon D7 Battlecruiser suddenly appears on the screen.
You must act quickly. Will you try to outrun the deadly ship
or stand and face the challenge?

STAR FLEET BATTLES captures the thrill of starship command.
You must out-think, out-shoot and out-maneuver your oppo-
nent in a warp-speed dogfight or lose your crew and ship to
a massive alien monster or a starship from another race.

The game includes 216 full-color die-cut playing pieces, a
large tactical map, comprehensive rules of play, and charts
and ship displays to reduce the complexities of space
combat.

TASK FORCE GAMES
The NEW FORCE in gaming.




LOST
WORLDS

FANTASY COMBAT BOOK GAMES

Designed for use in fantasy dungeon-type adventures or with
miniatures the LOST WORLDS™ book games enable players
to immediately take on the role of any character in the
series (see list below) and engage in tactical combat with any
other character. Each book contains all the necessary
information to manipulate the combatant — you need two
books to engage in a single combat — that’s all ... no dice,
no complex tables, no endless wads of rules. Just two books!

Play is SIMPLE, FAST, IMMEDIATE and gives players
a genuine feel for the weapon they are using while the
removal of die rolling from the game means real tactical
skills can be developed by the beginner as well as the veteran
fantasy gamer. Combat can be fought as a game in itself or
as part of a fantasy adventure based on other well-known
game systems. The pocket-sized books are ideal for play
while travelling by car, bus, train or plane, or while taking
a well earned break from the day’s toil.

The LOST WORLDS™ system gives you a completely
free choice when matching up opponents and you will find
that there are a huge number of combinations for you to
try out (e.g. with 4 books you can set up at least 22 different
situations including several multi-player fights).

Start your collection NOW by sending for your selection
of books to the address given below

£1.99 inc. P&P
EACH BOOK

(UK & Overseas)

Please send payment with order

(Remember you need two books
for a single combat)

)

Book 1 Man in chainmail with sword and shield

Book 2  Skeleton with scimitar and shield

Book 3 Dwarf in chainmail with 2 handed axe

Book 4 Giant Goblin with mace and shield

Book 5 Woman in scale with sword and shield

Book 6 Hill Troll with club

Book 7 Barbarian with 2 handed sword

Book 8 Wraith with sickle (available soon)

Book 9 Fighter Mage with magic sword (available soon)

Available from Emithill Ltd, Dept. W0054, 60 Oakfield Rd,
Altrincham, Cheshire WA15 8EW i"mk auttor detadls

(Trade enguiries welcomed) of new releases

—a L

- =

Gameskeeper

105 COWLEY ROAD, OXFORD
TEL: (0865) 721348

“Purveyors

of the
“Fantastic

GAMES STORE
161 Linthorpe Road
Middlesbrough, Cleveland
Tel: (0642) 247553

Open Mon-Sat 9.30am-5.30pm

Discount scheme for clubs and
groups, plus player contact board

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

KRACKEI{S
GAMES SHOP

For probably the widest range of role-playing,
war and sports games in the southwest. Also
metal figures, robot models, posters, Judge
Dredd magazines, +T. Shirts, + Video Arcade - all
can be found at:

The Joke Shop, 158-159 East Reach, Taunton

Tel: Taunton 85630
Opening hours 10.00-5.30 (Closed Thursdays)

e S,
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SETE

Basic Adventure Offer
For those who are brave enough to accept our challenge of
real life fantasy adventuring we offer our “basic” dungeon to
give prospective members a taste of TREASURE TRAP
before they are fully committed to membership. Send £10
now and ring BUNBURY (0829) 260876 to make a booking.
The £10 will be deducted from your membership fee should
you decide to join.

If you wish to receive further details send a stamped self-
addressed envelope to:

Fantasy Experience (Wargames) Ltd,

P O Box 130 Chester CH1 1TD.

Cheques should be made payable to:

Fantasy Experience (Wargames) Ltd.

— Summer Holidays at

“# TREASURE TRAP

Are You Looking for an Alternative Holiday?
Are You Looking for a Taste of Adventure?
Are You Capable of a Challenge?

If So, Then Treasure Trap Challenges You

Treasure Trap are now opening their doors to members
and non-members alike for the duration of the summer,
offering a seven day holiday package which will appeal
to those of a more adventurous nature.

From June to September, each week you will have the
opportunity to spend your holiday in our Treasure Trap
Castle, situated in Cheshire only half an hour from the
M6, this Norman style Castle is set in acres of wood-
land, surrounded by picturesque countryside.

Treasure Trap is a real life Fantasy Role Playing
(F.R.P.) game which is the natural progression from a
tabletop game, where fantasy adventures can now
become a reality. This is where Treasure Trap is
unique, whereas each player in a tabletop game will
state his or her next move, in Treasure Trap you will
actually act out your character and will have to fight
monsters, cast spells, disarm traps or even perform
minor miracles.

Each player no longer has to refer to complicated rules,
delve through reams of paper, search for lost dice or
borrow pencil rubbers—all these are unnecessary when
you begin your first adventure. Just step into a cos-
tume, “take up your sword & shield”, and taste your
first experience in real time adventuring down our dark
dungeons, if you dare.

What Does the Holiday Entail?

During your seven day stay all activities listed below
are included in the cost, with the list of optional extras
allowing you to choose your type of holiday with us.

* Introductory Basic Adventure * Second Advanced
Adventure * Overland Adventure * Game of ‘Manhunt’
* Bar Room Brawls * Chance to Monster for Other
Adventures * Use of a Weapon for the Week * A
Choice of Interesting Coach Trips * Use of Tabletop
F.R.P. Equipment * Three Meals a Day * A Bunk Bed
* Pick Up from Chester or Crewe

Optional Extras

* Metal Weapons Combat Course * Make Your Own
‘Treasure Trap’ Weapons * Extra Adventures *
Archery Tournament * Banquet * Extra Coach Trips *
Costumes

What Will All This Cost?

A seven day package all found will cost you only £46 for
existing members and for non-members another £23 to
give you an associate membership. You may then stay
an extra week for only £46. Membership is £46 per
year. If you join the club the extra £23 will be deducted
from the first year’s fee.

Please mention White Dwarf when replying to advertisements



MEDWAY GAMES CENTRE RITZTOYS
1 CHURCH STREET 100 Queensmere
CHATHAM, KENT Slough, Berks.

Tel: MEDWAY (0634) 814750 Telephone: 753 0678
Fa"tas‘{;(jz,";ﬁie?gaﬁffames Open Mon-Sat 9.00-5.30
Large selection of D&D, RuneQuest,
Open Mon-Sat 9.30-5.30 Tunnels & Trolls, Traveller, Citadel

(Closed Wednesday) Miniatures, Boxed Fantasy &
m Science Fiction Games

= aoE e
VISA
R

25mm scale
building accessories ~R
for modellers and
gamers. New up-
dated catalogue
£1.00 (inc. p&p)

from:

Oth‘erworld 45 BARLOW MOOR ROAD, DIDSBURY,
Artifacts, MANCHESTER M20 0TW. Tel: 061-434 5390
‘Fables’, ROLE-PLAYING GAMES AND AIDS, MINIATURES, BOARD

GAMES, FANTASY, SCIENCE FICTION, COMICS, MODELS,
TOYS, POSTERS, T-SHIRTS, BADGES, POSTCARDS, CARDS. ..

NOW. AVAILABLE: painted figures from 95p. Figure painting
service (from 55p per figure)l by Serendipity Painting Services.
Also new early medieval armies (up to 100 to order). Siege and

14 EIm Park Road,

Havant, Hampshlrc
Tel: Havant 483042
Access/Visa auceptcd

Allow 28 days o 2 : war machines to order.

delivery. ;L‘ T et ¥¢ HOLOGRAMS EXHIB{ITION igs' .
e f Buses direct from Manchester (42,45,46,15

Trade supplied. OTHERWORLD ARTIFACTS and Stockport (306, 316, 370)

UNICORN GAMES

MAIL ORDER  ONLY
6 WOODHAM ROAD,CATFORD, SE& 2SD

BASIC D4&D

 § HECORD
SHADY DRAGON INN.....

BASIC DAD MODULES....svanaavans

62 Brewer Street, London W1
Tel: 01-437 0761/ 734 6124
Open Mon-Sat 10.00am-6.00pm

randos numbers. ..
LANKER T:CAVERNS OF

LOWER JAMES ST

S0L0 Dab
BOXED MINIATURE SETS

ML BLIZEARD BASE, i\ vvrorniismibnbuninss il

M2 MAZE OF THE RIDDLING MINOTAUR........ 4.50

ADVANCED DD

PS5 HOKSTEROUS ORC W,
WARRLORS OF Cl
553 KNIGHTS UF CuAl
55 WARRIOR ENIGHTS OF LaW

DUNCEON MASTERS Gl
PLAYERS HAKDBU
MONSTEE MANUAL

MONSTER MANUAL II....... Hi05 +3.95
DUNGEON MASTERS SCREEN......cervecsnses 4,95 56 WHITE DWARF CHARACTERS . .....ovvesnse .95
PICCADILLY
PICCADILLY ClRCUS ADVANCED DAD MODULES RUKEQUEST HOXED MINTATURE SETS

T BOX1 ,HUMAROLID ADVENTURERS.....
T BOX2.ADVENTL!
T BOKS . DREACONEW
OXT .DEMONS. . .

12 TOMB OF THE LIZARD KING..vsvssnanans
13 PHARDAH. .ovsuvuses
T4 OASIS OF THE WHITE Pal
15 THE LOST TOMs OF MARTEK
16 RAVENLOFT.:suass
U2 DANCER AT DUNWATER
U3 THE FINAL ENE
N1 THE CULT OF THE
EX] DUNGEOKLAND
Dungeons & Dragons * AD&D * EXZ LAND SEYOND

UKl BEYOKD TuE CRYSTAL CAVE.....cocvvass 4.50

Traveller * Games Workshop * VARHANER
RuneQuest * Citadel * Avalon Hill * RARMAORER DICE SET-. .. -e. v

REGIMENTS OF THE RENOWN

BUGMANS UWARF HANCERS
THE ENIGHTS OF ORIG
GROMS GOBI ARD , .
MENGIL MANHIDE'S L

HARSBOTH & BLACK

HOARD GAMES

TALISMAN:THE MAGICAL JUEST GAME.
JUDGE DREDD GAME. .

Board Games * Chess * Backgammon * UNICORN CAMES L:MLET L BATTLECARS....vvvss
* i *® ALL ITEMS POST FREE IN THE UK. ADD 30% OVERSEAS SEND FOR A
Puzzles * Dice RETURNED TO YOU BY FIRST CLASS POST 'FREE’
CHEOUES PAYABELE TO UNICORN GAMES PLEASE. LEAFLET. ..
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25mm ROLE PLAYING MINIATURES
UNIT 7, CHAPMAN CT,
CHARFLEETS ROAD,

CANVEY ISLAND ESSEX.

- No.52 Skeleton warrior in helmet & mail
No.563 Skeleton warrior with sword & shield
No.60 Gnoll thrusting cutlass

No.B1 Gnoll firing great bow

No.62 Gnoll attacking with long-shafted axe
No.63 Gnoll menacing with ‘skull-denter’
No.64 Gnoll striking with axe

No.65 Gnoll Chieftain

No.66 Gnoll Witchdoctor

NEW PRICES FOR 1984 No.52

A=23p J=70p R=£2.20
B=25p K=80p S=£2.50
C=28p L=90p T=£2.75 MAIN LONDON AGENT;
D=41p M=£1.00 U=£2.95 RYE STAMP & HOBBY SHOP
E=34p N=£1.15 V=£3.25 190 RYE LANE
F=39p 0=£1.35 W=£3.50 ;Egﬁ:"m‘ GSSE; 209?
G=48p P=£1.70 DRAGON= 0 I-t {——
H=60p Q=£2.20 £5.20 ek i
NEW:
LIZARDMEN p— - U.Efffx UDSA "
GNOM ES e Unnt tates Distributor:
‘WARGAMES'
MOUNTED ORC LEADER ngViSA 1410 Promenads Bank Centre,
ONE Richardson, Texas 75080.
SEND STAMPED ADDRESSED ENVELOPE FOR FREE NEW CATALOGUE, | 0268 682308 | Al enquiries call:214/387-0360

SOLO FANTASY GAMEBOOKS
NOW EVERY CHILD CAN BECOME A HERO IN THE MAGICAL

WORLD OF FANTASY GAMEBOOKS
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GAMES SHOP

We now stock
IRREGULAR MINIATURES SIEGE
EQUIPMENT * CHRONICLE MINIATURES
PLATOON 20 FIGURES
GALLIA 25mm BUILDINGS
as well as
Dungeons & Dragons * Traveller and most
RPGs and supplements * War Games
Science Fiction Games * Citadel Figures
Torchlight Fantasy Products * Rule Books
Davco Microtanks * Lidless Eye Fantasy Lists

818 LONDON ROAD, LEIGH-ON-SEA
Tel: SOUTHEND 73308
Open 9,30-1.30 and 2.30-5.30. Closad Mondays

NOT JUST STAMPS
17/19 Crendon Street,
High Wycombe, Bucks.
Tel: (0494) 41717
Open Mon-Sat 9.30am-5.30pm

Closed all day Wednesday

STOCKISTS OF ALL FANTASY &

WAR GAMES. MAIL ORDER (lists

on request). Discounts for clubs,
and player contact board.

pesevossTOOOTORDOPRBRSDOR Y

——THE ROLE-PLAYING GAMES MONTHLY

SUBSCRIPTION - ONE YEAR/TWELVE ISSUES:
UK & Ireland £10.00 ..........

Europe (airmail) £20.00 .
Other Overseas (surface Mail) £20.00 .......ccovverirnreissrerisssssassssssssssssessss
Other Overseas (airmail) £30.00 vives

IMPORTANT: Are you renewing a subscription? ........ccoceecvmvnniinninnns

O OOopo

TOY & COMPUTER SHOP
Unit 20A
Rathfarnham Shopping Centre
Rathfarnham, Dublin 14, Eire

NOW STOCK! D&D, RuneQuest,
Traveller, Warhammer and a
growing range of FRP’s
and accessories

2000000000008 4800000000800088

0000000090000 00800000000000RSRRIRRGRRS

orch(ighc
fancasy products .

BRING YOUR GAMES INTO
THE THIRD DIMENSION NOW! ===

Each room and passage complete with detailed stone-
worked dungeon walls and realistic flag-stoned floors.
Hand-cast in resin, and carefully designed to comprise a
re-usable modular dungeon system. For more details,
plus FREE SAMPLE DUNGEON DDORWAY. Send SAE
now to: TORCHLIGHT FANTASY PRODUCTS (Dept. W),
23 CLIFFTOWN ROAD, SOUTHEND-ON-SEA,

ESSEX 5§51 1AB

TRADE ENQUIRIES WELCOME

%
2

,
NI GRIRA

MAIL ORDER SERVICE AND CLUB DISCOUNT SCHEME

SNNIINN

THE TIN SOLDIER |

FANTASY FIGURES
15mm & 25mm
SEE THE THE ENTIRE RANGE AT
THE TIN SOLDIER SHOP, 31 Si. Pauls Road,
Southsea. Tel. Portsmouth §27251.

e iy

COMING SOON:
Samurai
Napoleonics
Colonials

WE ALSO MAKE:
15mm Medievals
15mm Hellenistics
15mm Aztecs
25mm Aztecs
15mm Dark Ages

BACK ISSUES
Fill the gaps in your collection while you can, issues still in stock are:
30, 31, 32, 36, 37, 38, 39, 41, 43, 45, 46, 47, 48, 49, 50, 51, 52 and 53.
Many of these include ‘classic’ articles, see detailed list in Issue 53.
}( Issues 30-51 — 75p each, 52 onwards — 85p
1 Please make your cheques/POs payable to (no cash accepted) Games
Workshop Ltd., and send them to MAIL ORDER, GAMES WORKSHOP LTD.,
27/29 SUNBEAM ROAD, LONDON NW10 6JP.
| ALL PAYMENTS IN BRITISH CURRENCY PLEASE
VISA (Barclaycard), ACCESS, AMERICAN EXPRESS and DINERS CLUB
card holders can subscribe by telephone on 01-965 3713,
| PLEASE PRINT CLEARLY IN BLOCK CAPITALS

NAME
| ADDRESS .......

Please mention White Dwarf when replying to advertisements

If renewing, please state subscription number, = o 4™
Rame e e 15mm Universal Soldier g P

re you changing address? ....... I
If changing address, please state subscription number, old address and UK. MAIL ORDER AUSTRALIA
new EddeSIS‘ P.O. Box 49. Send for list and sampie 424 GCOIF St,
US Subscribers please contact GAMES WORKSHOP US, 9110F Red Southsea, (Large sae & 15p U.K.) Sydney,
Branch Road, Columbia, MD 21045. Hants., PO5 3SD. : = N.S.W.
BINDERS
Available again soon! Each binder has a red “leather-look” finish,
C}\ﬁhite Dwarf” embossed on the spine, and holds 12 issues.

—£4.50 each including p&p. Please sand reneees binders.
Europe—£5.00 each including p&p. Pleasesend ... binders. STATIONERY & GAMES
Other Overseas—£6.00 each including p&p. Please send .......... binders. 4 The Crescent East
r

Cleveleys, Blackpool, Lancs

Large selection of: AD&D, D&D, T&T,
Citadel Miniatures, Warhammer, Traveller etc

CLUB DISCOUNT AVAILABLE

) T
CLEVELEYS :BC;II:JHIA
TOWN CENTRE ] L. Fdene
T

R e TRiamwa vHEE

®) BLACKPOOL —>

« FLEETWOOD 0

SEA
-
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FAR AWAY IN A CURSED GLADE,
ADRAGON IS WAITING TO MEET 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.

Alignment; g
S o Start: "
N ﬁf’;ﬁf‘i}d »tmun;;é’""“
I“‘rfﬂg;fb in Compy, """ (1t 10 your
2 Aferrlig :
Yoy £ lhe die : .
I lﬁ:‘ﬁ‘f fo the m"""‘ sz_wng_ 3
met, Shield gr,

10f e g <.
: 4ay Sworg, Hel.

. . - - :_;wm?ﬁm"::‘m:ﬁg%,_
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.
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" Somewhere, on the other side of your imagination . ..

-

... 18 a world where magic really works, werewolves lurk in lonely
forests, fell magicians plot in ruined towers, dragons roam the skies
and ghosts stalk empty graveyards. You have your wits and a sword...

... and a role-playing game.

If vou have ever read a book or This is what the DUNGEONS & There is your imagination, guided

seen a film and thought ‘I wouldn’t DRAGONS® game is about. You by the rules, a few dice, pencils and
do that!” when the hero does take on the part of a character in a paper. There are no limits to what
something stupid, then role-playing fantasy world. This character you or the other players may
games are for you. Imagine a story might be a dauntless fighter, a attempt. You don’t move a

where you can make decisions and crafty thief or a skilful wizard counter round a board —
change the outcome. a story where — or even a dwarf, elf your character has
you are the hero or heroine . , . or halfling! exciting advenfures in

a world as fantastic .
TSR's DUNGEONS & DRAGONS Basic Set as you want it to be.
contains everything that you need to free your

imagination and start playing. Within 20 minutes

you'll be on a quest.

TSR UK Ltd

The Mill .
Rathmore Road

CAMBRIDGE CB1 4AD e e N

Telephone: Cambridge (0223) 212517

DUNGEONS & DRAGONS is a trademark owned by TSR Inc.





