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GAMES WORKSHOP . 04

Where adventures begin...

“Life just hasn’t been the same around our fetid depths since Zlargh
started redecorating the mail order catacombs. it’s hard enough
getting in eight hours solid whipping without decorators slopping
ox blood everywhere. Zlargh's warped sense of humour knows no
bounds, dressing up in tight fitting leotards isn’t my idea of fun.
Imagine the sight of Agaroth ‘The Unwashed’ prancing madly
about screaming ‘Flame On!’, whilst trying desperately to ignite
himself... Such is the effect of Golden Heroes on our mortifying
master. | lept for joy on the news that ice was slowly spreading in
our stagnant pits, only to discover the |.C.E. in question was the
Middle Earth Role-Playing Game. Pity, hypothermia seems such a
pleasant form of death... Our master’s latest attempt at world
‘domination has blossomed, nay spawned, into The Black Sun, an
expanded newsletter laden with scenarios, reviews and letters, as
well as the regular quiz. ‘Man Things’ injured whilst auto-duelling
have the chance to reek glorious revenge in Battlechairs,, the
Black Sun’s expansion module for Battlecars. My suggestion of a
‘torture tips’ page was flatly refused, much to my annoyance. It
appears Zlargh prefers some odious Man Thing called lan Marsh
to write about the game world instead — what does he know about

‘l“umﬂ.{Pt
X~

Teddy and Gunatha discuss the relative merits of
GW's new RPG Golden Heroes.

GAMES WORKSHOP CATALOGUE R - e 'THE. BL:\C: ‘?‘E‘N‘ p— .
rated mé: ay-alds an end us ur name and address and upto rst or second class stamps; we wi
Adomple 3 page;lb;;t“ mal;ﬁeanuinin&:mﬁm e ::nd you free copies of the Nupwuleﬂar until the stamps run nltlst_
DON'T FORGET! § Bsmlmo ¥1LL ONLY £1o PER YEAR FREE TO WHITE DWARF SUBSCRIBERS!
NEW FROM USA THE MIDDLE EARTH SERIES FIGHTING FANTASY GAMEBOOKS | | HARN CAMPAIGN
TASK FORCE Boxed Middle Earth RPG .. £9.95 Warlock of Harn
Starfire Boxed Set ........... £11.85 Middle Earth RP Books ....... £6.95 Firetop Mountain J Cities of Harn ...
SFB Commanders Rlbk 2 ...... £7.95 Middle Earth Maps ........... £3.95 Citadel of Chaos .... | Encyclopedia Harnica |l ..... £4.95
(At Last) Guide & Map ....... . £6.95 Forest of Doom ... ] Encyclopedia Harnica Il ..., £4,95
Angmar ..... . £7.95 Starship Traveller . :
GDbw Umbar . £7.95 City of Thieves ........... ; LORDS OF CREATION
Third World War ............. £18.95 | | Ardor .. £7.95 Deathtrap Dungeon .......... £1.50| | Lords of Creation ............ £10.45
Northern Mirkwood . £7.95 | |island of the Lizard King ... £1.50 | | Horn of Roland ...........c...... £7.95
TRAVELLER Southern Mirkwood . £7.95 Dicing with Dragons ......... £3.95
Module 2: Beltstrike .......... £8.95 | | Isengard .. £7.95 Fighting Fantasy ............... £1.50
Alien Module 1: Aslan ...... £4.95 Bree and the Barrow Downs . £4.95 ROLE AIDS
Adventure 12: Dagorlad . . £4.95 LONEWOLF SERIES {SCENJ\RIOS!PLAY AIDS FOR D&D)
Secret of the Ancients ...... £2.95 Flight from the Dark .. £1.50 Dwarves .. . £7.95
ROLEMASTER Fire on the Water .. X ERGs .0 £7.95
CAR WARS Rolemaster (boxed) ........ £24.95 Dark Folk . £7.95
Car Wars Exp. Set5 ......... £2.95 Character Law . £6.95 Wizards . £7.95
Arms Law . £6.95 The Keep ...... . £4.95
MAYFAIR GAMES ROLE mos Claw Law £4.95 | | RECENT RELEASES Towers of Magics  fA.95
Shadows of Evil ... 95 Spell Law . . £11.95 Witch Hunt RPG ................ £9.95 Deadly Powers ....... . £4.95
MOrGaiNe ..coeeerrrviriricsinnns E7,95 Arms/Claw Law (boxed( . £10.95 Eg:s:saro\;’\;a;masv - £16.95 | | & lestion of Gravity | F4.95
CHAOSIUM ROLEMASTER SCENARIOS/AIDS | |(Warhammer) ....... -5 | | The Dontree) s i o
B OUEE, i £18.95 | | Cloud Lords of Tanara ...... £6.95 | | The Normandy Campaign . £8.95 ShiDWIECKEr .o " F4.95
Ringworld ...c.cccevvniiiiciinnn £22.95 Iron Wind ......ccoeeee Third World War ............ £18.95 Dragon ofWeng T'sen ...... F4.95
Campaign Law Eighth Army ..........cccveve.. £8.95 Evil Ruins .. . F4.95
CARS CARS CARS CARS CARS CARS CALL OF CTHULHU
CAR WARS BATTLECARS Call of Cthulhu boxed set . £9.95 SCENARIOS
Car Wars ... . £4.60 Battlecars .... - E6.95 Shadows of Yog-Sothoth . £7.95
Sunday Driv . £4.50 Battlebikes .. £4.95 The Arkham Evil . .. £6.95
Truck Stop ... . £4.50 ACCESSORIES Death in Dunwich’ £6.95
Car Wars Exp. . £295 AUTOVENTURES The Cthulhu Companion .. £6.95 The Asylum ...... £7.95
CarWars Exp.Kit 2 .......... £2.95  Suitable for Car Wars and Adventurers figures set ... £8.95 Pursuit to Kadath . ... £7.95
Car Wars Exp. Kit3 ... . £2.95 Battlecars Monsters figures set ......... £8.95 Fungi from Yuggmh ivaisyis B0 NS
Car Wars Exp. Kit4 . . £2.95 Module 1: Turbofire .......... £5.95 Glozal est Authentique ..... £7.95 Curse of the Cthonians ..... £7.95
Car Wars Map Sheets ....... £4.50 Module 2: Hell on Wheels Look out! — Games Workshop’s  Whispers from the Abyss . £7.95
Car Wars Reference Screen . £4.50 (solo} .. wisises DD Cthulhu sourcepack for Britainand  The Horrible Secret
Auto Duel Champions ...... £7.95 Module 3: “Ultraforce ... Soon Europe, due out later this year! of Maonhegan Island .......... £7.95

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!

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

3 Please mention White Dwarfwhen replying to advertisements
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GAMES CENTRE

NOW OPEN AT
22 OXFORD STREET
LONDON W1
Tel: 637 7911

We still have the widest range of Role-Playing Games, Miniatures and
Wargames in the world, plus all the newest items as they are released.

The name may have changed but the range and service hasn't

&.@a('@@/f&
@WNGATE ..

| Basildon 23953

Sunday 19th August
3 Doors Open 9,30 am

3 Admission Free

: AD & D™ Competition

TRADE STANDS - GAMES PEOPLE PLAY -
RAINBOW GAMES - STANDARD GAMES

Tables available for vou to bring your own games
and play -
Why not bring an Army and give a display!

VIKING DISPLAY

BAR SNACKS A WIDLE RANGFE OF REAL ALLE

=
=
=
=
=
=
=
%
E
=
=
£

BRING & BUY STAND

For further details contact -

Gordon Scammell
Towngate Theatre
Basildon

(0268) 23953

Chris Bayliss or
12 The Fryih
Basildon

{0268) 26969

| T

Please mention White Dwarf when replying to advertisements

MEDWAY GAMES CENTRE
1 CHURCH STREET
CHATHAM, KENT
Tel: MEDWAY (0634) 814750

Fantasy Games @ Board Games
Computer Games

Open Mon-Sat 9.30-5.30
m (Closed Wednesday) st

25mm scale building
ACLLSSOTIes,

(Prices trom 15p to £75)
e

DRAGONMEET offer!
10% ofl all orders

postmarked between
21st July - 4th August {$
Send £1 for illustrated

cataloguc 1o: ..
Otherworld ; /4 S
Artifacts, e
‘Fables’, ,c/;‘/

14 EIm Park Road, ./ .
Havant, Hampshire == ;
Tel:Havant 483042 i A —Ee

g S .
OTHERWORLD ARTIFACTS

Madeenguiricswelcome
Allow 28 days delivery.




Games

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

FOR WAR, FANTASY

ROLE-PLAYING GAMES by FGU

CHIVALRY & SORCERY Second Edition
Chivalry & Sorcery: 3 volume boxed set ..
C&S Sourcebook: revised edition
CAS S : |

VILLAINS & VIGILANTES 2nd Edition ~ Boxed set
2nd Edition rulebook only
Crisis at Crusader Citadel ~ intro 80Venure ...
Death Duel with the D yers— V&V

HAVE

Swords & Sorcerers: revised edition
AFTERMATH-- post holocaust rpg. boxed .

Inlo the Fluhs- Mmrma.m scenarno book ..

Sychey‘rhewr ess C

Foa“”cé‘ VAN Mvaraee - ror : ADVENTURES!
tdberitad YOU CAN TOD!
Lsalkn’:u V & VNPC's and their / £ 1 0-95 BT S h e
WEST western role playing playing game of action, in

ditto
DAREDEVILS - rpg set in the 1930's

Bm(ad set ruleboak, scenarios, ref's screen ...

e At - thise t

.......... £10.95  Trouble on Windows Peak. Wild West scenario pack

migue, and adventure. The
time is the 1930% when lar-
gerthandife  heroes  seadked

Boxed set rules, maps, charts elc
£3.65 BUSHIDO Detailed rpg set in the Land of Nippon

r‘ devils Ad e iplete scenarios
Daredevils Adventures 3: and a few more .........
PRIVATEERS & GENTLEMEN - naval mpg 1755-1820
Boxed Set, rules, charts, efc ..

King Over Ihe Water: P&G scenario pack
Decision at : P&G scenario pack ..
BUNNIES & BURROWS — rabbil role pl.avi

crime in the streets and trav.
eled the globe righting wrongs.
Master villains, mysteries, fur
jous gun battles and cliff-han-
ger escapes are all 2 parr of 2
DAREDEVIL's lile.
DAREDEVILS includes the
milebook. a referee's screen,

...... £3.65  Boxed sel, rule books, maps, charts, tables elc ...
... £3.85  Valley of the Mists Bushido 5 io pack

R SUNS — Challenging sf rpg
Boxed set: 2 rulebooks refs screen and charts ...
MERC modem i

Y Pg.
Boxed set, rules, plastic overiay, charts etc
Merc supplement; more rules & skills .....

GRENADIER MODELS

Top quality metal figures from the best known miniatures company in the U.S. and | ¢ ; i 1 i
now available in an Below is a selection of their ra Antasy 180, \n addition (0 (ha standard rles; e basic

CALL OF CTHULHU - Oﬂlciaﬂy Approved range. £7.

1: Advant.

Box Box 2: C
DRAGONLORDS Excellent !antasy range. £5.50

per box.
Box 1: Wizards Box 2: Halflings Box 3: Dwarves Box 4: Hirelings Box 5: Lands of Adventure: ba&cgamewﬂmcmmm Packs
£8.

Fighting Men Box 6: Specialists Box 7: Females
Box 8: Thieves Box 9: Wizard's Room Box 10:

and DAREDEVIL ADVEN-
TURES with fowr ready-to-
play adventures to allow you
T of o start play quichkly,

NEW FROM FGU

Lands of Adventure A brand new, historically based

e. Send SAE for full lists.. | sat contains two "Culture Packs”. These enable the
par box. referee to seta campaign in the Age of King Arthur or in
Classical Greece. Further Culture Packs, detailing other
historical periods will be released from time 1o time.

Horrors of the Marsh Box 11: Orcs of the Severed
Hand Box 12: Subterranean Terrors Box 13:
Adventurers — Golden Quest

AUTODUEL - Official Car Wars Miniatures all at
£3.25 per blister pack. Ten sets in the range.
OGRE MINIATURES - Official range £3.25 per
pack, unless otherwise marked

1. Ogre Mark V £5.50 (1 per pack) 2. 4 Heavy
Tanks 3. 4 Missile Tanks 4. 4 GEV's 5. 4
Howitzers 6. 4 Mobile Howitzers 7. 5 Light Tanks
8. 2 Command Posls 9. 4 Combine GEV's

FGU BOARDGAMES {BG) & RULES gﬁ%

Diadem: Science Fiction BG ...,

Lords & Wi : Fantasy BG E11 95
z i > . £9.75

Archworid: Rules for fantasy battles |
Galactic Conquest: SF APG rules .
Odysseus: History based fantasy rp%
Royal Armies of the Hyborean .kge
Starships & Spacemen: SF RPG ..

D Character Record sheets

% e Miniatures are to 1/285 scale

VELLER — Official range. £7.95 per box
Box 1: Imperial Marines. Boxes 2 & 3—see below,
FANTASY LORDS - new fantasy range all al
£7.95 per box

Box 1: Dragons of the Emerald |dol Box 2:
Skeletons — Raiders of the Undead Box 3: Elves
of the Sylvan Brotherhood

NEW from GRENADIER

DARK CRYSTAL Official range £9.75 per box.
Box 1 & Box 2 both with figures from the film,
paints & brush, Coflectors scale.

TRMFELLER additions to the Oh‘ndal range.

Box 2 A s Box 3 Alien A

Gl Assault Team Figures, paints & brush £9.75.

D Player Character Folder
D NPC Character Record sheets
O DM's Adventure Log

ST!NDAHD GAMES & PUBLICATIONS

SAMURAI

on h-nm Cry Havoe and Siege comes Samurai
Elhm;n% o game of man lo man warfare in
feudal Japan and leatunng: NINJA; ASSASSINS; NIGHT
FIGHTING & HARI I in addition o the standard
STANDARD gualities such as breathiaking maps:
beautiful counters and informative historical b&m&m

Samurai Blades ... 2 MDDULES — EXPERT i
Cry Havoe — medieval skirmish gam Jn X2; X3: X4: X5; 01; M2 each £4.50 WORLD CLASS FOOTBALL - th
City of ~fantasy g —D&DScmn&Emeﬂ Min-Modube ... €395 | Atlast, the opportunity to bemmmmm

MODULES-AD &

82

A1, A2, A3, A4 C1,C2; 12,03
EX1; EX2,G1-3; 11, 12;13, 14 ..
L1, L2; NY; m 51 TH, UKY .,

Starship Captain — SF boardgame ..
The \ﬂ!age extra map for Cry Havoc
The Ci —as above

The Forest - new map lDr Gry Havoc |

moar in the comiort of your own home! World Class
Football is a statistics based game allowing matches
between lop British teams. 1st team squads are pro-
vided, with detailed cards for each player. Select a
team, lakeoschmatcnurtmsandlmwayoull

geon A : bn 2 """"""""" & f;é‘;f i " eschesso | Agree that, atthe end of the day, WCF has got the work

NICE DICE PRICE! Felt hex — cloth playing surface; blue, sand_ 15,16 .. . eachf4gs | rale, "‘lﬁsﬁm skills and the commitment 1o win evel
Standard polyset & dice £1.20 or green. All with printed hex gnid ................ Dragon Magazine ... s £2:50 | NG in sight. Boxed with 4 lop teams ............ tng)

O Wit inkad nus e ‘s’-"’“' Pﬁeufvmx et mﬂ T gm&waﬂﬁrw GW3, GW4 e
polyss 3 - compatible wi avoc ... aspany .

Dmm - Yeoien -Gumf"é‘uwes,fgwm : go\gtmlrlummma Referse’s Screen ... E3 E“m.LAI'.'E e mE i

peed o i Y vate Eyes . -

Spend & Giae) = Bikelelg Doarigama: ... BH Modules: BH1: BH2: BH3; BH4 wach£338 | Jade Jaguar— ISP adventor . £385
TUNNELS & TROLLS ?H Mind Mlc:duleu:_mlemssleScman i £3.85 S‘InrmhlnnE MSPE ad\uantu!e ack . £6.95
op Secret (including Module 1) MSPE ADVENTURES ARE SUITABLE FOR

FANTASY GAMES SYSTEM T 5 Modules: TSZ:“‘FS:!.' T54,T55 HERO GAMES' ESPIONAGE AND VICE VERSA

ARMORY ACRYLIC PAINTS
A fine selection of over 60 diterent colours includi

Rulebook (2nd edition) £3.95 TS Mini Module & Feferee’s Screen |
Tunnels & Tralls, Boxed Sef .. " £hes | nami i (SR 5“*_’_9@1

now available, a new Solo Adventure, Beymd‘l‘he\fale E« 1

of Tears £3.50 Don't forget, we still have the full range of M,:ﬂ,‘:‘,ﬁ :.gsuoﬁui 333 i
TAT Solo Dungeons and Adventures, Referee's Knight Hawks; for Starfronters ...
Dungeons & Adventures; Accessones etc. Lists § F Modules: SF1 SF2; SF3

B3 e ok ok d ok h ok k

"~ fos | MAIL ORDER SERVICE
HERE'S WHAT WE OFFER

such esoteria as POMEGRANATE; BUBONI
BLUE: PALOMINO & NIPPLE PINK! More normal
colours also available.

75p per .75 oz jar.

Sand SAE for full lists.

AMERICAN EXPRESS

WHY NOT ORDER BY TELEPHONE USING
ACCESS, BARCLAYCARD, OR AMERICAN
EXPRESS

save the trouble of sending a letter and
cheque.

WE PREFER THIS METHOD, We can try to
answer any queries and you will also be sure you
are gelting what you want and sooner

by post.
P&F' & BFPO: Order value over £6.00 - free
to £6.00 add 25p
RSEAS: Ch at cost. Please allow for
this in your order. If in doubt write or phone.

OVERSEAS TRADE ORDERS WELCOME

available 2 F Mini leoduIa & Referees SBTIBOI'I
et by * AVERY FAST TURN ROUND
LOST WORLDS — game books E,“;ﬁ;‘é?é:ﬁmﬂg i * POST PAID ON ORDERS OVER £6,00
The ingerous, llustrated, one-on-one, combat game - * INFORMATIVE FREE NEWSLETTER
Pick any two tifles and let battie commence * SPECIAL OFFERS
* SKELETON * DWARF * GOBLIN * HUMAN * HILI. ENDLESS GAMES * TELEPHONE ORDERS
TROLL *WOMAN each ... £1.95 Floor piﬂnsﬁlz'lﬁ mm lls]ures BY CREDIT CARD
I - . B398
Dungeon Plans — Spaciou £3.99 i
ARMADA ORIGINALS Cave Plans — Tortuous .. R |
f -G 2
?o?::u?a the m;tiwn hllss in lhe GHAILOUE 5T senersh:: Cave Plans E3.85 desarve a pleasant surprise.
can be played again anr.i again HERO GAMES
Castle of Dvarisness ............................ o £1.50 Champions — boxed super-hero mpg .. **** ********
The Dan of Dragons ... i Chnmp&on' - supplementary material . £6.95
&= NPC oppon for Ch TRADE ENQUIRIES
Eninsiae ¥ - nre 1o W ALL ITEMS ON THIS PAGE ARE
THE BEST IN SF oy e nsehs hebi Chmmﬁ_g;g AVAILABLE TO THE TRADE
from qulon?l-spy role-playing game ............... £10.95 SEND FOR FULL DETAILS
Border muk_i_g Espionage adventure ... £3.95
GU . 2450 | TITAN BOOKS

Flu'lllu plastic, 25mm, 2D soemry p Judge Dredd 1 * J Dredd 2
SPACE OPERA — complete, complex ooy ool c“j,g';d ik

compellin N P Judge Caligula 1* J

OTHER &ms - a totally new system g:allleS EOMnD ROLE PLAYING GAIIE " J'ﬁgﬂ o Igui ! Judge “Cdagglfk:gge s
which does not encourage shoot-em-up De Luxe Game: rulsbook; game aids .. ns J Death * Ro-busters 1

play. @ Manual: equipment book 95 Warriors 1 * ABC Warriors 2

Space Opera £14.55 Other Suns £11.75 Gmm_’ggm;:ﬁ g L‘IO"D'HI o .Lméé‘Mmmm 2
SCIENCE FICTION ROLE PLAYING Adventure Module - Octopussy 95 | Nemesis* Ro-busters 2* N is the Warlock
COMES OF AGE Adventure Module - Dr. No. ....... 95 .

Judge Dredd 3: these 4 £3.95 each

5 Please mention White Dwarf when replying to advertisements



RITZTOYS
100 Queensmere
Slough, Berks.
Telephone: 753 0678

Open Mon-Sat 9.00-5.30

Large selection of D&D, RuneQuest,
Tunnels & Trolls, Traveller, Citadel
Miniatures, Boxed Fantasy &
Science Fiction Games

SWANSEA MODELS & HOBBIES
Plymouth Street
Swansea SA1 3QQ

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

Games and Miniatures stocked
Worldwide Mail Order Service
a speciality

£GAMESM ASTER

The most comprehensive range of fantasy
figures, board games and computergamesin
Scotland and Northern England.
GLASGOW:
536 Great Western Road
i Glasgow G12 8EL
Tel: 041-334 1583
" EDINBURGH:
13 Forrest Road
Edinburgh EH1 2QH
g Tel: 031-226 3354

" 664 UNDEAD
WARRIORS

“w

666 SKELETON FIGHTER

NEW RECRUITS

Available May 1984

668 Mounted Goblin
& Wolf

669 Heroes &
Fighters

670 Barbarians |
(Anglo Saxon)_ ot

671 Skeleton Rider &ﬁ%\

& Horse Jﬁ"“"

More and more fantasy wargamers and role players are finding et

667 MOUNTED WARRIOR

I ™ ) . .
PRIRCE " & /IQQaST

LY 2
The largest collection in the world

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, ﬁ:&ﬁ;’z:;:‘%g;‘rﬂ;l".‘;':s":%‘"‘ﬂﬁ R e :?:
Tx: 77837. CANADA: Manac, 1429 Kingston Road, Scar- Moiknatat 3}5gr: Imakes 3048 figuwns) o Aty a9

boro, Ont., MLN 1R4. UK trade only Prince August (UK)
Ltd., Small Dole, Henfield BN5S 9XH.

that they could now afford that large battle with cast yous owe
moulds {rom Prince August. The fact is once you have bought =
mould each figure only costs around 10p. And the moulds can 5o
used hundrods of times sven by an o

Each mould - S
1984 HANDBOOK Wo. 2 AVAILABLE NOW — ONLY Sip
Available from: Hamlays, W. Hobby and good toy snd habby shegs.

Prices quoted are those prevailing at press date and are subject to alteration due to economic conditions.

Please mention White Dwarf when replying to advertisements
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The Fantasies
Have Just Begun

NOW FROM THE
GAILLAXY OF FAN'I-
ASY, A NEW GAMES
SHOP IS BORN. IT BR-

INGS A WORLD OF
CHOICE TO YOU. EN
TER OUR WORLD AND
SEARCH THROUGH CH-

ESTS FULLOF FANTASY
GAMES AND FIGURES DI
SCOVERA 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 ORDERS
WELCOMED

{ ‘ } 5 Wellington Terrace, Notting Hill Gate rN
s

London W2 Tel. 727-9275

OPEN FROM 11am to 5.30pm. LATE NIGHT THURSDAY 7.30pM. e
SATURDAY OPENS AT 10am.

. Now openis a complete games shop... Games People Play.
Tube 5 Wellington Terrace Come in and you'll find a great selection of games.

otting Hjjf e @A vast range of board conflict and computer games.
eStocksoffiguresby Chronicle, Essex,Jacobite, Tabletop,

. I\‘ Oracle, Citadel, Skytrex, Denizen, Dixon's Samurai,

Kensington Palace Gardens Prince August, Herrics 1/300 figures and others.

@A large selection of rules, reference books, magazines

TUBE: Nottingt Hill Gate (200ynds) and accessories.

Circle. Central & 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 A2.12, 283'-215252A- %88. to help and advise you. So come and see us. We're the
(Wellington Terrace isa parade of shops.) gamers games shop.

7 Please mention White Dwarfwhen replying to advertisements



JOIN THEWORLD OF
PLAY-BY-MAIL
WITH KJC GAMES

Crasimofl’s World is a PBM game of exploration and
adventure. As a piayer 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.

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

denizen

25mm fantasy

-+—— FA29;
EIf Adventurer

Giant (41mm)
...... 75p
Post & Packing
Under £2.50:
25p
Over £2.50:
add 10%
Send S.A.E. for
illustrated list

DENIZEN MINIATURES
4a Powis Square, Brighton, Sussex BN 1 3HH

”’”Gameskeeer

105 COWLEY ROAD, OXFORD - §
TEL: (0865) 721348

“Purveyors

of the
“Fantastic

D [

™\

BACK ISSUES

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

Numbers: 36, 37, 38, 39, 46, 48, 49, 50, 51, 52, 53, 54

Issues 35-51 (@ 75p each. 52 onwards B5p.

UK & Ireland orders under £6 add 60p p&p. Orders over £6 post free.
Europe add 33% carriage. Other overseas add 55% carriage.

Please make cheques/PO (no cash please) payable to Games Workshop
Ltd, 27/29 Sunbeam Road, London NW10 6JP.

Save money on p&p by ordering WD back issues with your Games order
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he adventure gaming
I 'hobby’ isdying. The US

market leader had to sack
about 150 employees during the
last year and several other com-
panies have ceased trading. But,
| ask myself, what does this
mean? True, several companies
have gone out of business and
TSR have got rid of a lot of
people. But this is not the end; it
merely signals change. Adven-
ture gaming is still popular and
growing, but in a different for-
mat. Book companies and com-
puter games companies are
entering the market to meet the
need of changing desires. |
believe the adventure gamer of
the 80s is alive and kicking but
requires convenience and sim-
plicity in game mechanics due to
personal time constraints. Fun
and excitement are not, however,
to be sacrificed. Successful
games companies of the future
must get the balance rightto give
players more play, less delay!
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The Nam of the Game

A Beginner’s Guide to Role-Playing Games

by Marcus L Rowland

Part 4 of a series explaining what role-playing games are about and how to get started.

Previous articles explained the
mechanics of role-playing, and looked
at Fantasy and Science Fiction role-
playing games. This last article |
examines some qther types of games.
For convenience they are grouped under
generic headings.

FASTER THAN A SPEEDING BULLET

— SUPERHERO GAMES

Most people dream of having secret
powers, so it isn‘t surprising that some
role-playing games are based on comics
which feature superheroes.

Much of the fun of these games comes
from effective role-playing. No red-
blooded Superhero fights a Supervillain
without a speech on ethics and the futil-
ity of crime, and few Supervillains will
kill a Superhero without constructing an
elaborate (and usually fallible) death trap,
and indulging in some heavy gloating.

Champions — Hero Games

A point-allocation system makes it pos-
sible to generate characters without rol-
ling dice, and the combat system accu-
rately reflects the earth-shaking duels
found in many comics.

Characters have eight prime requis-
ites, all initially at a normal human rating
of 10, then improved by paying Power
Points. There are several figured charac-
teristics, which can also be adjusted by

ying the appropriate number of points.

ore points buy skills, powers (such as
Flight or X-Ray Vision), and equipment.

Expenditure over 100 points must be
countered by disadvantages like bad
luck, personality problems, or depen-
dent relatives who occasionally get
involved in adventures.

The combat system is fairly complex,
with many different types of attack and
defence. Characters make a roll to hit,
modified by values for skill, power rat-
ings, and characteristics. Some or all of
the attack is absorbed by the victim's
defences, with any residue causing
physical or mental harm. The calcula-
tions behind this process are moder-
ately complex, but most of the hard work
is done during the design process.
Recovery is rapid, and the rules make
most attacks survivable.

Champions is the most widely played
superhero game, and is reasonably easy
to learn and play. It is compatible with
Espionage and Autoduel Champions
(see below), and supported by supple-
ments and scenarios. Available Material:
Boxed Set (rules, scenario, dice);
Champions 2 (rules extensions etc);
Enemies I, Il (pregenerated villains);
Scenarios.

Superworld — Chaosium Inc
Generation is by a point-allocation sys-

i

tem, in this case derived from randomly
rolled characteristics resembling those
of RuneQuest, and characters spend
points to purchase enhanced character-
istics, skills, or powers, and must buy off
excess points by accepting disadvan-
tages. The rules are more streamlined
than those of Champions. Available
Material: Boxed Set (rules, dice); Bad
Medicine for Dr Drugs (scenario).

Villains and Vigilantes

— Fantasy Games Unlimited

The current edition suggests basing the
characters’ characteristics on those of
the players, then adding randomly
selected powers and skills. Players must
reject one of the powers rolled, and
accept one randomly-selected disad-
vantage. The combat system involves
levels and a table cross-referencing
powers and defences.

V&V is moderately complicated, but
players with a little experience will find
it reasonably easy to learn and play.
Available Material: Boxed Set (rules,
scenario); Rules only; Opponents (pre-
generated villains); Scenarios.

Golden Heroes — Burley/Haines

This British game was originally avail-
able by mail order only, but it will be re-
issued by Games Workshop in a profes-
sional format this month (July). Four
prime requisites (Ego, Strength, Dexter-
ity and Vigour) produce figured charac-
teristics. Hits to kill and concuss are
rolled separately, using 1d6 per point of
Vigour. Each character has between 5to
10 powers that are randomly selected.
However, rather than roll a new power
the player can choose to upgrade a

power the player already has, or select
an advantageous background.

The current system involves several
novel ideas of scenario and campaign
conduct, which will be included in the
new edition. The rules are fast and easily
learned. No additional material is avail-
able, yet. Available Material: Boxed Set
(rules, scenarios, dice).

MODERN DAY MYTHS - SPY RPG'S
Most RPG's involve an escapist element,
and some of the most escapist fiction is
setfirmly in the modern world. Combin-
ing these elements produces the mod-
ern-day spy RPG.

Top Secret - TSR

This was the first spy RPG, featuring a
character generation system resembling
D&D. Prime requisites are generated
randomly, then the character is assigned
to an intelligence agency branch. Each
branch fosters different skills (theft,
assassination, etc), and skillsimprove as
the character gains levels.

No rules expansions have been pub-
lished, but scenarios are available. A
good game for players wanting to con-
vert from D&D with the minimum of
trouble. Available Material: Boxed Set
(rules, scenario, dice); Scenarios.

Espionage — Hero Games

Espionage is a new system, with charac-
ter generation derived from the Champ-
ions rules and compatible with Autoduel
Champions. The rules only cover CIA
agents, but it seems likely that expan-
sions will deal with other services, such
as MI6 and the KGB.

A good game for referees familiar with
Champions, and anyone wanting a
slightly more realistic approach to spy-
ing. The design is slightly untidy, and
may put off beginners who aren’t famil-
iar with Champions. Available Material:
Boxed Set (rules, scenario, dice); Border
Crossing (scenario).

James Bond, the Role Playing Game

- Victory Games

This new game is a media spinoff, based
on the 1980's conception of Fleming's
hero. The emphasis is on gadgetry, girls,
and guns, but the rules are well-
designed, flexible and allow the develop-
ment of characters in a variety of intelli-
gence agencies. Several supplements
and scenarios are available.

James Bond seems likely todominate
this RPG area, simply because of its
name. |t works well, and is reasonably
easy to learn. Available Material: Boxed
Set (rules, character sheets, dice); Rules
only; Game Masters pack; Q manual
(equipment); Scenarios (Dr No,
Goldfinger etc).
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THE NAME OF THE GAME

CHALLENGING THE UNKNOWN
—FANTASTIC ADVENTURERS

Several RPG's deal with man'’s desire to
explore the unknown and explain the
inexplicable. Characters like Doc Savage
and Indiana Jones are popular because
their adventures begin in a relatively
normal world, but still contain elements
of fantasy and ultimate haorror.

Call of Cthulhu — Chaosium Inc
Setinthe 1920's, Call of Cthulhuis prob-
ably the most horrific RPG available,
being based on the Cthulhu Mythos of HP
Lovecraft. Characters are investigators
(professors, reporters, etc), who gradu-
ally uncover strange truths which will
slowly drive them insane.

Briefly, the stories deal with a race of
alien deities who ruled the world before
the evolution of mankind. They still live,
some exiled to space while others are
trapped in crypts beneath the sea. Many
other alien races lurk in the lost corners
of the world, also bearing dark secrets.
Various cults and mystics know that they
exist, and try to use potent spells and
sacrifices to control or worship them.
Knowledge of these beings brings
strange powers, and simultaneously
drives the initiated insane.

At first characters have no knowledge
of the Cthulhu Mythos, and are as sane
as their characteristics will allow. Each
brush with the forces of darkness adds to
the character's knowledge of the Cthulhu
Mythos and simultaneously lowers San-
ity. If sanity is reduced by more than 20%
in a single adventure, the character
becomes insane; if sanity drops to zero
the character can never be cured, and
becomes an NPC (and probably a cultist).

This system is supported by a supple-
ment and numerous adventures, and
can be adapted to other eras and situa-
tions with no supernatural element. The
rules are clear and suitable for begin-
ners. Available Material: Boxed Set (2
rulebooks, sourcebook, etc); The
Cthulhu Companion (rules expansions);
Scenarios/Scenario collections.

Daredevils — Fantasy Games Unlimited
This game is setin the 1930's, and is based
onthe pulp adventures of characters like
Doc Savage and the Shadow.

The complications of this game’s
character generation and combat sys-
tems make it unsuitable for beginners,
but experienced players may enjoy it.
Additional Material: Boxed Set (rule-
book, 4 scenarios); Scenario collections.

Mercenaries, Spies, and Private Eyes
—FBI

A present-day adventure game with a
character generation system derived
from Tunnels and Trolls, incorporating
modern weapons and psionic powers. |t
is easily learned and run, and may suit
beginners. Available Material:
Rulebook, Jade Jaguar (solo scenario),
Stormhaven (for Espionage as well).

After The Holocaust — Disaster Games
Games dealing with Earth after some
natural or man-made disaster are a sub-
species of science fiction RPG’s. The
period can be a few decades to several
thousand years in the future, and the dis-
aster can range from nuclear war to the
energy crisis.

Car Wars — Steve Jackson Games
American civilisation has almost col-
lapsed as fossil fuel reserves are
exhausted. Powerful electrical vehicles
(charged by nuclear reactors and alter-
native power sources) allow communi-
cation between towns, which have
become armed enclaves besieged by
marauding cycle gangs and outlaws.
Most vehicles are armed and armoured,
equipped with an array of machine
guns, rocket launchers and flame throw-
ers which would warm the heart of Mad
Max. Vehicle combats have become a
sport and a necessity for survival.

The basic game deals with vehicle
design and combat, with character gen-
eration almost ignored. Two supple-
ments, Sunday Drivers, and Truck Stop,
cover character generation in more
depth, and add rules for pedestrians and
heavy vehicles. A recent innovation is
Autoduel Champions, a publication con-
verting the Car Wars vehicle design
rules for use with Champions an
Espionage, and adding super powers to
the Car Wars rules.

While not a full RPG, Car Wars is an
enjoyable system which allows limited
character generation, and is easy to
learn and play. Available Materials:
Pocket Box Set (rules, counters, etc);
Sunday Drivers (rules, counters, etc);
Truck Stop (rules, counters, etc); Expan-
sion Sets (road, counters, etc); Autoduel
Champions (A4 Book).

Gamma World - TSR
Recently re-issued, Gamma Worldis set
on Earth centuries after a disastrous
nuclear war. Civilisation has collapsed,
and semi-barbaric tribesmen must re-
conquer a wilderness populated by hos-
tile tribes, mutants, and a few remaining
robots. The game is similar to D&D, with
characters accumulating points for level
increases and collecting technological
equipment to aid survival.

Gamma World is easy to learn and
run. Available Material: Boxed Set
(rules, map, etc); Scenarios.

Aftermath - FGU

Another post-holocaust game, set a few
years after a nuclear war (or some other
disaster). Character generation is com-
plex and heavily orientated towards a
survivalist ethos, with combat and
weaponry the main factors in determin-
ing events. Available Material: Boxed
Set (rules etc); Scenarios.

THE PAST IS ANOTHER COUNTRY -
HISTORICAL GAMES

Most eras have been the subject of at
least one RPG. Their number and diver-
sity make itimpossible to coverthem all,
but a few of the most popular follow.

Bushido — Fantasy Games Unlimited
Set in feudal Japan, Bushido uses a
design system for character generation
and attempts a realistic portrayal of the
period while incorporating some mythi-
cal and magical elements.

FGU's usual attention to detail has
made this game very popular, and the
rules encourage role-playing instead of
violence. Most aspects are easily
learned, and the game is suitable for
beginners. Available Material: Boxed
Set (books, maps, charts, etc); Scenarios.

En Garde! - GDW
Thisgameissetinthe 17th and 18th cen-
turies, and can be played without a
referee. Characters are members (or
potential members) of the French aristo-
cracy, climbing through society and
defeating rivals by intrigue or in duels.
A game which works well as a postal
game orif all the players are moderately
experienced. The absence of scenarios
and direction by a referee sometimes
slows play if the players are inexperi-
enced. Available Material: Rulebook.

Boot Hill - TSR

A Western game of cowboys and out-
laws, using level concepts and combat
methods similar to D&D. Easily learned,
and suitable for beginners. Available
Material: Boxed Set (rules etc);
Scenarios.

STARTING TO PLAY

Beginners sometimes have trouble find-
ing other players, or learning more
about the games they are thinking of
buying. There are several solutions, all
fairly easy:

1: Look for a local games club. Most
magazines and fanzines publish adver-
tisements, and most games shops have
a notice board with club announce-
ments. A reasonably large RPG club
should have members with an interest
in most available games, and giveyou a
chance to try them before buying. Two
warnings —don’t get involved in cam-
paigns unless you are sure that you will
want to continue playing, and don't
commit yourself to too many activities
simultaneously. It's a good idea to find
an introductory scenario or beginners
campaign, if someone will run one. Most
Universities have some sort of club, and
many will admit outsiders.

2: If no club is available, try the per-
sonal adverts which are sometimes car-
ried in magazines and on shop boards.
Many other players have difficulty find-
ing opponents.

3: Find out what the staff of games
shops recommend — they usually try
everything available.

4: Start your own club, or place your
own advertisements. See if any of your
friends are interested.

5: Visit one of the games fairs, like
Dragonmeet or Games Day. It's usually
possible to find any game being played
at these events, though sometimes dif-
ficult-to get a place and join in. Games
fairs often auction second-hand games,
which are sometimes real bargains.

6: Take a chance. Buy the game, and
try it on your own. Roll up a few charac-
ters, and try out the combat system. See
ifthere are any solo scenarios available.
If you like the game, advertise for other
players. If you don't, put it up for sale
and see if the person who buysit has any
games that might interest you.

Once you have started playing, keep
an eye on the advertisements and news
in games magazines. If a game is popu-
lar it's likely that supplements and
scenarios will be published by the man-
ufacturer or by independent groups. It's
also likely that articles and scenarios will
be published. Read what’s written for
other systems, since it's likely that you
can adapt some aspects for your own
use. Read the letters, and keep a look out
for other players in your area.[]
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SPIBERBITE

A Scenario for Basic D&D and AD&D for 1st-2nd Level Characters
by Oliver Johnson

DUNGEON MASTER ONLY Jungle Encounter Table
This scenario should be virtually read out to the players as it (roll d20)
is. Those portions of text that are boxed and labelled DM, Natives (1-6 kasha + 0-2 ushok, see later)
however, should not be read out and are for your eyes only! Snake (constrictor [rock python], poisonous [pitviper]
The scenario is presented initially for AD&D. The Basic D&D or spitting [cobra])
equivalents of AD&D are given in brackets, where necessary. 1-4jungle stirges
Other information is clearly labelled for Basic. 1-4 giant ticks (robber flies)
Giantlizard
PLAYERS’ INTRODUCTION 2-8large spiders
You have been employed by Gorling Grislgum, an ageing Wild boar
cleric, to explore an ancient tomb complex located some- Non-harmful/nuisance encounter (monkeys, parrots,
where in the tropical forests to the south of your country. For brightly patterned dragonflies, etc)
days your ship has been sailing up the Mosquito River. You Jaguar (tiger)
passed the last mark of civilisation a week ago, a settlement Couatl (sabre-toothed tiger)
200 miles downriver. The jungle on either side of the shimmer- | The chance of an encounter is usually 25%; check every
ing river is unnaturally quiet, save for the occasional squawk twenty minutes.
of a brightly hued parrot or the tortured cries of monkeys. = -
Sometimes at night a ghastly howl! will break through the g ane .
gloom and continue its sad ululation for minutes op end. The B . Thi
river-folk believe thesg e the gs of depa Is, but : og in the drench
Go intains th By are mere eg o4 sloth : ap

| g, Yo e, setintoat : : ; 2 gmdacood ;
| %  the jingle, a creepe | : .
' z C "i' : :




SPIDERBITE

DM: If the characters enter the clearing without looking around
first, they will be attacked by the native guards, (who will have
su rpriseYleft to watch over this sacred place. If the characters
think to investigate the perimeter of the clearing before step-
ping from the cover of the undergrowth, they will have a nor-
mal surprise chance on the native guards.

The group of native guards consists of seven kashaand one
ushok (see Natives, later), standing guard in pairs around the
clearing.

ushok: AC7; HP8; first level; Move: 12"; No of attacks: 1;
Damage: 1-6. (Morale: 9.)

kasha: AC8; HP1,3,2,6,4,2,2; Oth level; Move: 12"; No of
attacks: 1; Damage: 1-6 (club) or 1-3 + poison (dart). (Morale: 7.)

ENCOUNTERS
1: Pit Trap

DM: There is a deep pit covered by thin rush matting behind
the altar stone. Anyone running (eg fleeing from the fight with
the natives) towards the blocked cave mouth will automati-
cally plunge into this pit—although by rolling dexterity or less
on 2d10they can seize hold of creepers around the pit's edge
and then drag themselves out again. If a character falls, refer
to 10. If the characters are not fleeing from combat, they will
easily spot the trap and can give the pit a wide berth.

2a: Boulder
The boulder blocking the king’s mouth is carved with native
glyphs which have been painted in with sticky coloured dyes.

DM: If Gorling is still alive he will be able to provide a halting
translation O?the glyphs — ‘Angry...something..of ances-
tors...wait within Krakata’s maw...mouth, rather. The glyph
daubed in purpleisthe one corresponding to Krakata’s name,
by the way.’ y

A total of 40 strength points is required to roll the boulder
aside. The red paint is in fact some vile bacterial culture pre-
pared from the body fluids of jungle stirges. There is a 40%
chance if the characters moving the boulder don‘t take pre-
cautions (and a 25% chance if they do) that they will contract
a connective tissue disorder which will begin to show after 4-5
days.

(If the boulder is rolled aside:) You are terrified by a loud
wailing that issues from the dark cave mouth. Thisis followed
by the flitting white spectral forms of ancestral spirits racing[>




SPIDERBITE

[>towards you out of the blackness.

DM: The characters must save vs fear as if cast by a 6th level
MU (save vs magic or flee for 6 rounds); this saving throw is
at +5, but even if the save is made the effects are equivalent
to a scare (fall into a fit of trembling — if forced to , will fight at
-1} spell. If any characters turn and flee, don’t forget the pit
immediately behind them — they will forget all about this in
their terror. If any characters run into the jungle don’t forget
that they may blunder into traps, quicksand or random
encounters!

The ancestral spirits pose no further threat —once out into
the daylight they will flit over the treetops, dissipating with a
thin, faint howl as they make their way to their place on the
Outer Planes.

2b: Entrance Tunnel
A cavern leads from the mouth into the monolithic head.

Primitive paintings of hunting and battle scenes adorn the
walls.

DM: If the boulder (2a) is still in place—that is, if the characters
are returning by this route after entering the complex via the
pittrap (1)—then the spirits will still be trapped here. A swarm
of wailing, white figures will surround the party like moths
around a light; saving throws must be made as detailed in 2a.
However, the spirits do no physical damage, yearning only
for egress that they might depart to their ancestral hunting
grounds. Panicked characters will thus be pursued down the
tunnel to the boulder and harrassed by the spirits until they
have pushed it aside. These spirits cannot be turned by a
cleric because of their fanatical centuries-long desire to
escape from this place.

3: Pool Chamber
Thereis a poolinthecentre of this large limestone cavern. The
liquid appears to be clear, fresh water.

DM: Anyone remaining within 10 feet of the pool for more
than a minute will be subject to a sleep spell (saving throw vs
spells allowed, howevef}. Whether-the players fall asleep or
not, the surface of the pool will startto come to life and begin
to creep and ooze towards any slumbering characters, even-
tually enveloping them completely unless they are woken or
moved by their colleagues. It is in fact a giant amoeba.

Amoeba: (for AD&D & Basic) AC9; HP14; HD3; Move: 4”;
No of attacks: 1; Its touch acts an acid causing 2-8 points of
damage. (Morale: 11.) Because of its amorphous form the
amoeba will only take 2 damage from edged/pointed
weapons.

_ (Once the “liquid’ has left the pool:) A stone urn is now vis-
ible on the dry bed of the pool. You can just make out some-
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thing brown and shiny with the urn.

DM: Within the stone urn is a brown onyx amuletinthe shape
of a squatting demon. The amulet functions as a Scarab of
Protection. (Basic D&D: treat as a Ring of Protection.)

4: Ways Up and Down

There is a hole in the ceiling of the tunnel. A piece of rope,
made of loosely plaited creepers, leads up into the darkness.
A set of steps, hewn from the rock and cluttered with rubble,
leads down to the north.

DM: The rope is quite safe if used by no more than one person
at a time.

5: Charnel Chamber

You thrust a torch into the room as you climb up. Even before
you have seen anything, you notice the horrible stench. The
room is littered with gory, half eaten remnants of a savage
feast. In the guttering torchlight you see a rough stairway on
the far wall; a glimmer of daylight filters through from above!

DM: Asthe characters climb upin turn, there is a 30% cumula-
tive chance per round that the bull ape sleeping behind a slab
of rock to the north will awaken and attack. It will automati-
cally surprise the party as it charges out, bellowing insanely.
Ape: (for Basic & AD&D) AC7; HP9; HD1+1; Move: 9”; No of
attacks: 3; Damage: 1-3/1-3/1-4. (Morale: 9.)

If the fight goes on for more than 3 rounds then the rest of
the ape tribe in 6 will hear the noise and descend the steps
from their lair to join in.

6: Ape Lair

Sunlight streams in through shafts leading to the collosal
head's eyes. On a granite block in the centre of the room lies a
large golden facemask studded with shards of coloured vol-
canic glass. The sunlight falling on this throws extraordinary
patterns of scintillating colour on the limestone walls.

DM: This is the lair of the apes, and if they have not already
descended to battle the party they will be encountered here.
Apes: (Basic & AD&D) AC7; HP5,5,4,6,3; HD1+1; Move: 9”;
No of attacks: 3; Damage: 1-3/1-3/1-4. (Morale: 7.)

The face mask was part of the royal regalia of Krakata. Itis
an object much venerated by the apes, who will fight to the
death to retain it. The maskis worth about 200gps in a purely
financial sense, but it may cost the characters their lives if left
behind (see Getting Out Alive, below). Because of its size and
shape, it has an effective encumbrance value of 45 (equiva-
lent to 450gps weight).

If the characters leave by means of the eyeslits then the
climb to the ground is an easy one because of the vines cover-

ing the monolith’s face.
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7: Krakata’s Treasure

The room is strewn with earthenware urns, tribal artifacts,
animal-skin shields and barbed spears, of superior workman-
ship to those used by the natives outside.

DM: '}I'he guardian of this treasure is a Necrophidius (Fiend
Folio):

AC2; HP8; HD2; Move: 9”; No of attacks: 1; Damage: 1-8 +
paralysis.

For Basic D&D, the guardian is a crystal living statue(see the|
rulebook for further information), set here when the
monolithic head was built:

AC4; HP10; HD3; Move: 10”; No of Attacks: 1-6/1-6.
(Morale: 11; immune to sleep.)

The main treasure can be found within the urns, and con-
sists of the following:

A bone wand which, when waved over a surface or bet-
ween two objects, will cause a layer of cobwebs to appear
magically. These webs are only as strong as a normal cobweb
—they will not entrap a being (except for flies, of course). The
usefulness of the item to the characters will lie in its trickery
value—to deceive an enemy into thinking that a certain chest
had not been opened for years, perhaps, or in covering an
archway so that pursuers didn’t think anyone had passed
through it...

A jade bust,. There is a bowl-shaped depression in the plinth
of this artifact, and if a character allows 1hp worth of his blood
to fallinto the bowl, the bust will open its lips and speak cryp-
tically of future events in a manner equivalent to an augury.
The device will work each time it is given blood, up to a
maximum of three times a day.

Numerous items of jewellery worth some 15000 silver

pieces.

8: The Web of Hlo-hlo

A frieze of cured animal skins is stretched across the northern
end of this vast subterranean cavern, which accomodates a
thick-stranded web of stupendous proportions. The upper
moorings of the web are invisible in the darkness, but you are
able to see some of the pale objects caughtin it. To your haorror
you realize they are human bones. Enshrouded in a cocoon at
the centre of the web, some 30 feet above you, is what appears
to be a purple bundle. Gold gleams dimly from it in the
torchlight.

DM: The ‘bundle’ is in fact the mummified body of King
Krakata, protected by the giant spider Hlo-hlo which has for
centuries been worshipped as a god. The purple shroud in
which Krakata is wrapped is the other item the characters will
probably need in order to survive [see Getting Out Alive]. The
gold ornaments on his body are worth 120gps.

To dislodge the body, one or more characters will need to
climb up into the web. Anyone but a thief or assassin has a
10% chance per round of climbing of becoming enmeshed in
the web, and will then need 2-10 rounds to cut or burn the
strands away. Perhaps surprisingly, a character under spider
climb (AD&D only) cannot become enmeshed.

As soon as anyone touches the web — it is next to impos-
sible to cross the floor of this chamber without doing so—the
spider will edge down from an upper recess, scuttle across
the web and drop onto anyone climbing it. Allow 3 rounds
before anyone notes its presence.

Hlo-hlo the Spider: AC4; HP14; HD4+4; Move: 3" (12" in
web); No of attacks: 1; Damage: 2-8. (Morale: 10.)

9: Spider's Eggs

The air here is warm, damp and stifling. There is a cluster of
pale, translucent spheres lying together on the ground. Bring-
ing your torches close to one, you can make out a squirming
spidery form within.

10: Bones

DM: Unless characters have climbed down using the creep-
ers orelsecome here from 9, they will have fallen 30 feet and
thus taken 3d6 falling damage. This is reduced by 1d6 if the
falling character lands on the neat pile of human bones
stacked at the bottom of the shaft (85% chance of this), asthe
bones will break his fall. Some ceremonial robes and
necklaces on the skeletons seem to suggest thatthese people
have been the victims of some kind o?ritual sacrifice to the
‘god’ Hlo-hlo.

/

Getting Out Alive (For the DM only)

By the time the party come to leave Krakata's tomb complex,
the rest of the native tribe will have learned of their presence
— either directly from surviving guards or by discovering the
slaughtered bodies around the monolith. A large force will
come to deal with any who manage to survive the tomb and
consist of the witchdoctor, eight ushok and twenty kasha:

Witchdoctor: 7th level cleric with some MU spells; AC7;
HP14; Alignment: Neutral; fights as a 2nd level owing to age|
and consequent infirmity.

Spells: 1st: Cause/cure light wounds; spider climb; cause/
remove fear. 2nd: Web; hold person; silence. 15° radius.
3rd: Speak with dead; cause/cure disease. 4th: Poison/
neutralize poison.

For Basic D&D, the Witchdoctor is a 6th level magic-user/
cleric, other stats as AD&D. His spells are: 1st level: Cause/
cure light wounds; cause/remove fear. 2nd level: Web, hold
person, silence 15° radius, levitate. 3rd level: Dispel magic.

Ushok warriors (for Basic & AD&D)

Level AC HP Weapon
First 1st 8 5 spear
Second 2nd 8 8 spear
Third 3rd 7 14 club & shield
Fourth 1st 7 3 club & shield
Fifth 1st 8 6 spear
Sixth 1st 8 2 spear
Seventh 2nd 7 8 club & shield
Eighth 2nd 8 7 spear

Kasha warriors (Basic & AD&D)

AC8; HP6,3,3,1,6,2,1,4,3,3,4,1,6,2,3,5,2,2,5,5; Oth level;
Move: 12"; No of attacks: 1; Damage: 1-6 (club) or 1-3 plus
poison (dart). (Morale: 7. Ushok’s morale: 9.)

This probably looks like the end of the party but there is an
easy way out, if the characters recall what Gorling told them
about Krakata's prophesied return from the dead. By donning
the purple robe and golden facemask, a character can step out
ofthe monolith and simply by gesturing can cause the nativesr
to prostrate themselves in adoration. It will be simple then for
the party to walk past the natives, who wait patiently to hear
the commanding voice of their revenant king, and hurriedly
return to the ship. Using this strategem to escape should be
worth at least as much as actually overcoming all the natives
in a straight fight—half of the experience going to the charac-
ter(s) who had the idea in the first place, and the other half
goingtothesingle individual who has the courage to actually
go out and try it.

After returning to civilisation, Gorling (if alive) will establish
the intrinsic value of all items and artifacts brought out of
Krakata's tomb and pay the surviving characters 10% of this
amount to divide between them, as a bonus for the danger
they encountered. This will be in addition to the regular
amount he is paying them, of course. If Gorling is dead,
the division of spoils is up to them, though they will have to
pay the sailors if they wish to return home.

Native Warriors. Most of the warriors of the tribe are Oth
level, primarily hunters whose favoured weapons are clubs
and dart javelins. (Against human opponents they will coat
these darts with an aromatic resin; anyone struck by the dark
will have to save against poison at +3 (Basic: +6) or lose 4hp
per round until they are either dead or else saved by a neut-
ralize poison spell.) They called in their own tongue kasha.

The special cha m][?ions, or ushok, of the tribe are fighters of
1st level or higher. They are specialised warriors of the tribe
inits dealings (ie battles) with outsiders. They disdain the use
of missile weapons and the trapping skills which the hunter-
warriors develop, preferring to fight their enemies at close
hand with poison-tipped spear or shield and obsidian-edged
club. Ushok are readily distinguished from the lower-status
kasha by their hair (which they wear plaited into eight thick
strands which hand down to their shoulders), the ‘spiders
eyes' warpaint design and the russet, furry cloaks which are
designed to spread out into eight sections when the ushok is
leaping and running through the jungle towards his prey.

Special note: The poisoned darts used by the kasha are
quite effective at a distance (as in clearings, from boats, etc)
but are almost useless in thick undergrowth. The close pro-
ximity of the trees makes it difficult to get a clear shot in.
Apply a ‘to hit’ penalty of -3 at medium and -7 atlong ranges.
A clever party will realize this and use it to tactical advan-
tage.[] g
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OPEN BOX

FORCES OF FANTASY
Citadel Miniatures £5.95
Forces of Fantasy is the first Warhammer
supplement and physically it follows the
same format, being presented in three
booklets.

Volume 1 (Forces of Fantasy) contains
24 major army lists covering the stan-
dard races such as men, elves and orcs
plus a few exotics (chaos and undead).
Although the introduction includes a

oints value system to give balanced

orces, | find it superfluous, since one of
the keys to a successful battle is the
unbalanced potentials of the opponents.
Technically it is irritating in two ways:
firstly it does not use whole numbers
and resorts to annoying fractions, and
secondly, it is not exhaustive enough to
include all variables — especially magic
and/or artifacts. The lists themselves are
fine if you don’t own many figures; if
you do then you should ignore the ran-
dom generation system. The troop types
are often restrictive and undeveloped,
also the degree of armour available to
each troop type is not specifically stated
and is merely a YES/NO, Sections cover-
ing special rules applicable to troop
types are included — as are examples of
appropriate heroes and wizards which,
although useful are not very detailed.

The second volume (Fighting Fantasy
Battles) is really quite good and deals
with how to set up the wargames table
and items such as siege engines; in par-
ticular it covers those irritating parts of
Warhammerthatdidn't make any sense
at alll A revised turn sequence, a
weapons differentiation table and
further notes on leadership, cool (!),
intelligence, willpower, mounted troops
and mercenaries are included. There are
useful sections on organisation and
painting but the piece ontacticsis fartoo
general to be of any real assistance. The
chapter, Regiments of Renown, contains
interesting potted histories about sam-
ple regiments and gives statistics for the
leader and notes on the regiment’s arma-
ments, dress, shield design and battlecry
(ifany!). The last section expands on the
examples of heroes and wizards given
in the army lists and offers tables of
mounts, followers and talismans.

Volume 3 (Arcane Magicks) enlarges
on the catalogue of spel?s, magical
weapons, enchanted monsters and
artifacts. The treasure section is well set
out and covers the contents of poor
domestic dwellings up to the personal
treasure of a merchant. The magical
monster chapter examines in detail cre-
atures from genies to balrogs in both
physical and magical aspects. The
whole spell system is reviewed and
structured in a much more intelligible
way and states which magical items are
required for success. Magical item
tables replace those in Warhammerand
are much more developed and inspired,
Magical weapons are subdivided into
three major areas — magical, power and
rune — giving the special attack mode of
the weapon and their extraordinary
abilities.

The package is profusely illustrated
with almost consistently good artwork—
in particular the second volume's ban-
ners and shield drawings. The content
varies in usefulness and a ‘tongue in

WA A AVET

cheek’ quality pervades all three vol-
umes. | would recommend Forces of
Fantasy to those people who enjoyed
Warhammer but were unhappy with
parts of it —the additions will undoubt-
edly improve it and hopefully not just
complicate it. The number of additions
do raise one question: why was
Warhammer so jam-packed with
litches in the first place?
ysicalquality: 6 Enjoyment: 9

Playability: 7-9 Complexity: 8
Skill: 7-9  Rules: 6
Overall: 7 Jon Sutherland
DUNGEON MODULES

X5—-Temple of Death £4.50
L2 —The Assassin’'s Knot £4.50
I5 —Lost Tomb of Martek £4.95
16 —Ravencroft £4.95

TSR Inc

The nomad tribes of Sind Desert have
rallied together under the leadership of
the enigmaticfigure known as the Master
and declared war on your country. Your
mission (should you choose to accept it)
is to neutralize the threat to the Republic.
The second of two parts, Temple of
Death starts with the characters
approaching the Black Mountains—and,
beyond them, the strange land of Hule
where the evil Master has his stronghold.

The main body of the adventure, once
the characters have traversed the Great
Pass through the mountains, involves
their undercover operation in Hule and
eventual penetration of the Temple of
Death. Hule is an oppressive totalitarian
state whose social orders are carefully
defined —characters will be of 6th to 10th
level, but the major determinant of suc-
cesswill be whether the players have the
nous for this kind of adventure. They
must enter this foreign land and make
theirway to its capital without attracting
the attention of the Diviners, Hule's
‘secret police’.

Frankly, | have not seen a better D&D
scenario than this. The author, David
Cook, has constructed a logical, continu-
ally challenging, imaginative and vividly
protrayed adventure, and this single
module is perhaps one of the three or
four best role-playing supplements for
any system. As if this were not enough,
there is also some excellent artwork by
Timothy Truman. Top marks, and my
only regret is that the adventure was

are
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designed for Expert rather than
Advanced rules.

The Assassin’s Knotis not quite in the
same class as X5, but is nonetheless an
entertaining murder mystery for AD&D
characters of levels 2-5. Aithough one
cannotfault the set-up of the adventure,
this module gives no feeling of being
part of a real world with a real history —
unlike the evocative background of X5,
itis difficult to believe or be interested in
the world of L2. Younger players may
enjoy it for the puzzle aspect, however.

Lost Tomb of Martek is the last of the
Desert of Desolation trilogy, an AD&D
module for 7th-9th level characters. It is
of the high standard one expects from
Tracy Hickman, and there is plenty of fun
with spacetime distortion, a Mobius
Tower (guess what that is !) and other
interesting events as the characters
close in on their goal: the tomb of the
millenium-dead wizard Martek. There is
the sense throughout this adventure
thatthe characters are agents of destiny,
heroes fulfilling a chain of events set in
motion long ages ago — the author has
succeeded admirably in creating this
effect, with touches such as the guilders
and Maddogs, dimwitted inbred descen-
dants of, respectively, thieves and pala-
dins/good warriors who became trap-
ped in the tomb over many centuries.
However, it is interesting to compare
this to Temple of Death—both are excel-
lent adventures for characters of roughly
the same level, but itis certainly true that
after /5 the characters would have to
retire (what could follow such a world-
shattering adventure?), whereas X5
could be used without ending the
campaign.

By the same author, with Laura
Hickman, Ravenloft is a straight Hammer
horroryarn—the lands of Barovia are fog
shrouded and overlooked by the brood-
ing Castle Ravenloft. Characters of levels
5-7 find themselves playing cat-and-
mouse with Count Strahd. But who is the
cat and who the mice? The adventure
should be a lot of fun —light relief’ of a
nerve-wracking and deadhﬁ sort. My
only complaint concerns the series of
tedious puns — personally, | prefer
humour in an adventure to come from
the characters themselves rather than
being of the sort which works against
the fantasy-reality. It is quite difficult
enough to convince a group of players
that they are actually adventurers in
some weird medieval world some-
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where! That being said, /6is full of clever
touches, including a variable-outcome
enerator so that the module can be dif-
erenteach timeit’s played, and features
some first-class illustration and
graphics. Ah, the children of the night...

X5 L2 5 16
Presentation: 10 7 10 9
Playability: 9 7 8 9
Enjoyment: 10 6 9 8
Skill: 9 7 8 6
Complexity: 10 8 8 6
Overall: 10 7 9 8
Dave Morris
SHERLOCK HOLMES -
CONSULTING DETECTIVE £19.95
THE MANSION MURDERS £9.95

Sleuth Publications

Tired of Dragon slaying? Sick of blasting
Aliens? Or has dread Cthulhu taken your
last point of SAN? Perhaps a change of
pace is what you need! If, like me, you
first read Sir Arthur Conan Doyle’'s
immortal series about Holmes, Watson,
Moriarty et al as a small boy, then the
world in which these heroes moved will
always be a special place for you. Sleuth
Publications have painstakingly
recreated it for you in these offerings.
Although not a role-playing game in the
accepted sense (no characteristics or die
rolling for a start), neitherisita
boardgame (there isn't a board). Players
are asked to imagine that they are a
group of Baker Street Irregulars — street
urchins who, though more mature, pros-
perous and clean than those described
in A Study In Scarlet still aid Holmes in
his constant struggle against crime.

Consulting Detective consists of a
brief rule book; a map of the London of
Holmes' day; a directory to the map, list-
ing all the various protagonists and wit-
nesses in the cases by geographical
location; a newspaper archive —which
has a wealth of clues in it; a quiz book
which enables you to compare your per-
formance with that of Holmes and finally
the clue and case books, all in a sturdy
3-ring binder.

The clue and case books are the heart
of the game. One first selects a case to
solve (there are ten provided) and reads
an introduction to it in the case book -
here the authors have managed to
imitate Conan Doyle's prose style very

CONSULTING
DETECTIVE

accurately. One then looks up clues in
the clue book after having found their
location using the directory. When you
are sure you know who did what to
whom and why, you can look up Holmes'
solution and grade your performance
against his by the number of clues you
looked up.

It is possible to play the game with
almost any number of players, either co-
operating or competing and solitaire
play is particularly enjoyable —it took me
almost a week to solve the first case, and
| even found my sleep was disturbed by
thinking about possible solutions.

Although there are only ten cases,
each one is put together like a Swiss
Woatch —with numerous blind alleys and
red herrings to throw you off the scent,
and the wealth of detail provided is
astonishing.

Mansion Murders gives you a
further five cases to solve — all of which
are of the same infuriating baffling stan-
dard as those in CD - and you are pro-
vided with detailed floorplans for a man-
sion which plays an important part in
each case (the mansion is located in a
differentareaineach one,andisinvary-
ing states from palatial to downright
seedy).

Both games are profusely illustrated
with period illustrations by Paget of
Holmes at work and beautifully
produced.

| like this game very much and urge
you not to be put off by the high price —
it's worth every penny!

Presentation: 9 Complexity - Rules 3

Enjoyment: 9 -Cases 9
Skill: 9 Overall: 9

Nic Grecas
COMMANDER'S SSDBOOK 1 £3.95
COMMANDER’'S SSDBOOK 2 £3.95
COMMANDER'S SSDBOOK 3 £3.95
Task Force Games

These booklets are creations of the
Amarillo Design Bureau and published
by Task Force Games as play aids to the
Commanders Edition rules of Starfleet
Battles, though they can be used with
the original Designers Edition.

Each booklet contains 48 SSD (Ships
System Display) sheets. Book 1 contains
the majority of the Federation, Orion,
Andromedan and Kzinti Fleets. Book 2

covers the Klingon, Wyn, Lyran and Hyd-
ran Ships, while Book 3 includes most of
the Romulan, Gorn and Tholian Fleets.
The most notable absentees are all Com-
merical shipping (including Q-ships and
Police Shipsrand Bases. These will be
presented in a separate booklet. Pseudo-
fighters, we are told, will be presented in
another Supplement.

The SSD sheets hold all the data
necessary to fly the ships of your choice;
this includes the ship itself, the ship’s
Turn Mode, how much it costs (in Warp
energy) to move your ship, and a rules
reference so you can find the ship
description — if you have the Comman-
der's Rules. The sheets also have the
Weapons Tables used by each type of
ship. The main Godsend are the ‘check
off’ boxes (or should that be Chekov?) for
crew, boarding parties, drones, probes,
anti-drones, shuttles, and mini SSD's for
Fighters.

The booklets also present a goodly
few new ships and some modifications
to some old ships. There's the Federation
Strike Cruiser, designed to do the same
thing as the Kzinti CV and some Federa-
tion Destroyer variants —the DDL and
the DDG — both modified to increase
Power/Firepower ratio of the under-
powered craft. The Federation also gets
its own Frigate and a modification
to it, the FFG, which adds to the Frigate
Firepower. Book 2 adds the D6M, a D6
variant with Mauler attachment design-
ed for Fleet fire support, with almost a
third extra power than the original
Romulan Falcon Mauler. Book 2 also
adds the D6D — the Klingon answer to
the Kzinti Drone Frigate but with more
firepower, again designed to give Fleet
Fire Support. The Wyn get modified
Lyran Destroyers, and Kzinti Frigates to
add to their Fleets.

Book 3, the latest of the series, adds
the KRC, the Romulan Command Cruiser
— a variant of the Klingon Command
Cruiser. The Romulans also get some
Klingon Tugs, suitably modified ‘The
Romulan Way'. We also find that Romu-
lans modified their War Eagles for
Scouting and Cargo duties, which nicely
rounds outthe Romulan Fleet. The other
main ship addition is that of the Tholian
Web Tender which releases other Tho-
lian ships for more front line duties. The
Tholian Web Tender is a modified small
Freighter with all cargo replaced with
APR and the addition of two Web units.
Book 3 also adds a somewhat confusing
Supplement to the Master Ship Chart
which lists the costs of the Federation
Improved ships and the new shipsinthe
Federation Fleet. It also adds one new
ship, the 'NMS' — | assume this is the
new Mine Sweeper modification to the
new Light Cruiser. It also gives listings
of several other ships not yet presented
including Gorn and Hydran Command
Cruisers.

In general, all these books are of avery
high standard. All three booklets fall into
the ‘very nice to have category’. They are
not, however, essential to the game, but
they do speed it up —which is what they
are intended for.

SSD SSD SSD
Book1 Book2 Book3
Presentation: 10 10 9
Overall: 9 9 9
Stuart Aston
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CRITICAL MASS

The mighty Critical Mass computers
have analysed a representative sample
of three readers’ letters, to reveal the
three questions most often asked:

1: ‘Why did you reviewgro old A but
nottheinfinitely wonderful B? Probably
because B wasn't sent for review.

2: '"Why review hardbacks which no one
can afford?’ Because the publishers
(whom we must humour) send them —
and libraries can afford them.

3: 'Why a column on books in a games
mag?’ | blackmail the editors... no,
because countless games have their
roots in books. Thus CM covers the Raw
Material.

You want games? Martin Gardner's
Wheels, Life and Other Mathematical
Amusements (W H Freeman 261pp
£13.95) comprises 22 revised and
extended ‘Mathematical Games' col-
umns from Scientific American. From
halma, nim and chess to to esoteric new
games like Slither, this is a goldmine of
tricky ideas for tricky GMs. Want to
number four 6-sided dice so that
whichever one a sucker chooses, you
can pick another which gives you a two-
to-one chance of rolling higher? Try
4,4,44,0,0; 3,3,3,3,3,3; 2,2,2,2,6,6;
1,1,1,5,5,5. Two times out of three, each
will beat the next — and the last will beat
the first... Here too are revisions of the
three famous pieces on Conway’s sol-
itaire game Life, which has absorbed
several National Debts’ worth of compu-
ter time since 1970. Fascinating.

Nearly non-fictional is The Planiverse
by A K Dewdney [Picador 272pp £2.95],
which builds on geometrical fantasies to
invent Arde, a literally two-dimensional
world with a convincing physics and
ecolo%y. Arde has no north or south:
available directions are east, west, up
and down, which should simplify
Adventure games. Construction is dif-
ficult because a nail driven through a 2D
plank automatically separates it into two;
but balloons are easy since an airtight
loop of string will enclose a volume (or
rather, an area) of 2D gas. Dewdney even
devises a workable flat steam-engine.
This delightful book will be inspiring 2D
game scenarios any second now,

Two ‘mainstream’ novels this month
deal with the ultimate fantasy game of
solipsism — the one inside your head.
(NB — both contain naughty bits to
offend younger readers’ parents, and
Imagine editors). John Fowles’ Mantissa
[Granada 190pp £1.95] is staged within
the brain of a thinly disguised Fowles in
no-holes-barred confrontation with his
version of muse Erato, once in charge of
love poetry but now stuck with the
ghastly responsibility of inspiring the
Modern Novel. Although packed with
allegory about what creativity/
inspiration actually is, the book is won-
derfully, unexpectedly funny. An in-joke
or so too many, but great stuff.

Similarly, Alasdair Gray's 1982, Janine
[Cape 347pp £8.95] happens inside the
head of ‘an ageing, divorced, alcoholic,
insomniac supervisor of security instal-
lations who istippling in the bedroom of
a small Scottish hotel." Sounds unpro-
mising; but it's very witty and powerful,
with the hero continually losing control
over the rude fantasies he's trying to
enjoy. ‘| have only once had enough self-
control, enough insomnia to shepherd

Critical Mass is a monthly
science fiction and fantasy book
review column, written by Dave
Langford.

SOLITAIRE

all my fantasies up to one point and it
brought on a very bad attack of hay fever.’
God and several SF themes make guest
appearances, and there's a chapter of
the most boggling typography since
early Alfred Bester. This one knocked me
flat. Agentlerintroduction to Gray is the
author-illustrated Unlikely Stories,
Mostly [Penguin 276pp £4.95], an
uneven but excellent collection of fan-
tasies and parables, mostly. Bestclosing
lines: ‘For two thousand years this con-
struction gave employment to mankind
and a purpose to history. But there was
a sky. We reached it. Everyone knows
what happened after that.’

Graham Dunstan Martin's The Soul
Master [Unwin 292pp £9.95] is nearly a
fine fantasy novel, with some goodish
writing and a nifty central idea. Arch-
baddie Kosmion absorbs other men,
building an army of puppet extensions
of himself; but his flaws are multiplied
with his body, and the Kosmions' per-
ception of the world has fatal gaps - lit-
erally. | admired the ingenuity, but less
so the writing: portentousness, remin-
ders of the author’s presence (‘How shall
| putit?” he wonders in print, breaking
the narrative spell) and overuse of Sig-
nificant Understatement. Flawed, but
definitely worth attention — and far bet-
ter than Unwin'’s other offering, Frost by
Robin W Bailey [Unicorn 209pp £2.95],
an utterly routine and derivative fantasy.
‘This is Demonfang, and a warning
comes with it: do not draw it idly from
its silver sheath; once removed the dag-
ger must taste blood,’ etc.

Stephen R Donaldson has put away
his bizarre dictionary for a seven-story
collection, Daughter of Regals [Collins
349pp £8.95]. The long title story is
about the best — a Melodrama of
Monarchs, Mages, Regals, and Capital
Letters. Its interesting system of magic—
sorry, Magic — goes thus: only certain
rare mythic ‘Creatures’ are Realand thus
Magic, with common Magery invoking
images of these. High-class Magic is

limited to Regals, shapeshifting human/
Creatures. The story concerns Chrysalis,
the plain (but at least not leprous)
daughter of the late Phoenix-Regal, sur-
rounded by intrigue on the evening of
her hoped but unlikely Ascension to
Regal status. The plots are too neatly
symmetrical and the denouement (vis-
ible 40 pages in advance) slightly
fudged, but it's a Good Rattling Yarn.
Other stories are less interesting: one
aboutachapina 7984-ish world turning
into a unicorn is, in the author’s words,
simple-minded; another falls into the
trap of fake archaism — '‘Mayhap all
unknowin? | ate the mushroom of mad-
ness,’ etc. It's a patchy collection, whose
strong points are the first story (as
above) and the last, ‘Ser Visal's Tale’,
more gory melodrama with witches and
an Inquisition, related with ghoulish
relish. Donaldson’s SFis less successful.

The Book of the River by lan Watson
[Gollancz 208pp £7.95] is a surprise:
from the most fiendishly intellectual SF
author in Britain comes a story which is
straightforward, colourful, lighthearted...
and the first volume of a trilogy. Heroine
Yaleen is one of the riverwomen plying
up and down the eastern shore of an
immense river which splits the world in
two, and can't be crossed owing to the
sinister, gelatinous Black Current run-
ning its full length. The current only
allows women to sail the river; itisin
fact the vast ‘worm of the world’, tail in
the river-source mountains and head far
out at sea, collecting souls by way of
rehearsal for being God. Yaleen develops
an exceedingly odd relationship with the
Worm. ‘Outside, the world was in chaos.
A giant tadpole wanted to make love to
me, or something. And the roof was fal-
ling on my head. In such amoment, what
could save a girl but a sense of humour?’
Not exactly major Watson, but good-
humoured and enormously readable.

Mute [NEL 441pp £2.50] is another of
Piers Anthony’s sprawling space
operas, in which Knot, a mutant who
makes people forget things, joins sexy
galactic agent Finesse and numerous
psychic fauna (including crabs, weasels
and, so help me, fleas) to combat the
possibly evil Lobos who want to take
over the mighty Galactic Co-ordination
Computer... Parts are exciting; parts are
risible; Anthony’s tortuously fair conclu-
sion may surprise trad space-opera fans.
His heart's in the right place, but heisn't
half verbose and didactic. Better, any-
way, than his fantasies.

Also: Greybeard by Brian Aldiss
[Granada 272pp £1.95], minor classic of
universal sterility reissued with a lovely
cover showing ruined Oxford. The
Weird of the White Wolfand The Bane of
the Black Sword [both Granada £1.95;
155pp & 171pp] are revisions of early
Moorcock warks, now forming volume
3 and 5 in the definitive saga of Elric,
proud possessor of the unhealthiest
complexion in fantasy.

Award news! Critical Mass’s hot tip
John Sladek won the BSFA novel award
for Tik-Tok [Gollancz), and a special
Eur?:pean SF Award went to The Science
in SF by Langford, Nicholls and Stable-
ford [Michael Joseph/Mermaid] —
whoopee. | am too modest to tell you
about my two Hugo nominations this
year...[l
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From J.R.R. TOLKIEN’S
THE LORD OF THE RINGS"

THE

comes ICE’s first fantasy boardgame ]FE]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

e 65 plastic playing pieces
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_ RING®

Relive this
classic
adventure as
the meager
forces of the
Fellowship
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against
Sauron’s
awesome
might.

® 40 die-cut counters

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

$25.00 (U.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 ENTERPRISES,
INC., a division of ELAN MERCHANDISING, INC., Berkeley, Ca.
5] [IRON CROWN ENTERPRISES, INC.
P.0. BOX 1605

CHARLOTTESVILLE. VA 22902
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Lost on the barren moors of Spathea
after nightfall, you have little hope of
surviving to see another dawn. You have
trudged on through the freezing mud for
hours but finally you stumble and sink
to your knees, your iron will no longer a
match for your weariness, You bow your
head and compose yourself to meet
yourgod. Youronly regretis that you did
not die in battle.

Through the closing haze of darkness
you seem to see a light, and dully you turn
your head to watch it approach. An old
man stands before you holding a lantern
aloft. When, in later years, you think
back to this moment it seems that you
recallvividly the look of quiet strength in
his grey eyes, the sound of his cloak as
the gale snaps it around his frail body...

Beckoning you to follow, he turns and
walks away. Somehow vou find the
strength to rise and stagger after him.
Helding the bobbing lantern up to guide
yvou, he leads the way to a small cottage
where a welcoming light shines from lat-
ticed windows. A few more steps would
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take you to the cottage door, but your
fatigue is too much and you pass out.
Barely conscious, you sense yourself
being lifted up and carried towards the
cottage. As in a dream, you abstractly
wonder at the strength in the old man’s
arms. He takes you inside and lays you
on a pallet beside the fire. Your last
recollection is of thick fur blankets being
drawn up around you.

It is noon before you awaken. At first
you remember little, but as fragments
and tatters of memaory return from the
previous night you are amazed to find
yourselfin a dusty, derelict cottage
There is no sign of your rescuer and
there does not seem to have been a fire
in the grate in the recent pasi. Outside,
the bleak landscape lies bathed in cold,
winter sunshine. You see smoke rising
from beyond a wooded hill and head in
that direction, An hotr's walk then
brings you to the village of Hobvale,
where you quick!y seek out an inn and
treat yourself to an ample and warming
repast. Then, sitting by the fire with a

cup of mulled wine in your hand, you
relate the events of the previous night to
the innkeeper.

'An extraordinary tale,” he says, 'but
one which | have in fact heard once or
twice before from other travellers like
vourself. Some years ago an old
Humakti monk called Zarafon lived in a
hermitage out on the moors. Anyone
who came to his door would receive
shelter, and he often went out with his
lantern when a sudden storm or blizzard
might have caught wayfarers unawares.’

"Why, then, clearly this was he!' You
are on your feet at once. 'Come, man. |
ant no churl. Tell me where he lives now
and | shall go to thank this monk and
reward him for his kindness.'

The innkeeper shakes his head and
waves you back to your chair. '"Hah! [
cannot think you would care to under
take the journey. He took in a stricken
traveller some ten years past and then
died himself when he braved the storm
to fetch the man a doctor. So you see, he
resides now in the fabled Hall of Humakt!’

THE UNQUIET GRAVE

The Return of the Dead in RuneQuest and FRP

i
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& by Phil Holmes
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For thousands of years people have
enjoyed ghost stories. A dip into the
folklore and literature of any country wil!
uncover dozens of variations on the
theme. Unfortunately this rich vein of
imaginative material is all too often
reduced to absurdity by the need to
frame everything in simple game-terms.
How impoverished and inadequate the
modern horrors of adventure gaming
can seem when compared to the arigi-
nals from which they were derived
(Grendel, Dracula, the Green Knight, the
Ralrog et al).

hem. It would be very difficult

ything like Macbeth in a stan-

LGB ACNGRIN T and POW, bound to
AN in 10m of a particular object
ELGEELIEhable with free ghost) or a fig-
ImEhdadMacbeth’s guilt-ridden imagina-
WELRIGETily established by casting
LG Pspirit when the ghost next shows.
Bi{etytelling allows ambiguity whereas
games enforce the tedious certainty of
Aristotelian logic.

| am not suggesting that creatures
should not be defined at all in game-
terms, however. But there should cer-
tainly be a shift away from the present
ules-and-stats approach which makes
i4All too easy to roll hosts of uninspired
(=l om encounters. There must be a
LELWEE of (and fear of) the unknown when
Ehleelilgliering fantastic creatures, par-
HEN I hosts and undead. Players
IR & hink of such things as stan-
GEIG M- ilew |d they ever feel that they
or anyone else{RGERelsls M Iale It ERVI-12Y
much about ther§
To help deal witeRiglEslfeloll=Tea Ml T-I-RES
a new term for refere Qe V- 1:TeETe18
A revenant is anyone WilsRE1(0igaERidelas!
the dead — whether in phyS{[EIR{sII HEE]
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an apparition, or as an ambiguous and
undefined combination of the two.
There is no one set of stats for all reven-
ants, because they are not all of one
nature — some you can fight, some you
can engage in spirit combat, but many
can only be dealt with by discovering
their particular weaknesses. Zarafon's
revenant could be thought of as asort of
‘psychic residue’. It could not harm a
character, nor be harmed. It could not be
pigeonholed as a RuneQuest spirit
because it was not a conscious and
reasoning entity, it was a part of this
honourable man which did not fade
from the world when his body died and
his soul passed on, Revenants like this
will appear in scenarios as a means of
giving the characters clues to past
events, assisting them, hindering
endangering them or simply to create an
eerie effect.

Revenants may be brought into exis-
tance when a person dies as a result of
grossinjustice, or with a task or duty still
to complete. This is the nebulous and
inconstant magic of the human psyche;
there is no create revenant spell! If you
left acompanion to die then his revenant
might pursue you with a view to evening
up the score. Maybe he can only be laid
to rest if you go back, find his body and
give it adecent burial. Or maybe you will
haveto fightthe revenant because it will
only be satisfied by your death. Possibly
the revenant will depart if you can
merely fool it into thinking you are dead.
Scenarios involving a revenant will thus
often revolve around finding out what it
wants and then accomplishing this with
mininmal unpleasantness to yourself!

Revenants are a useful way of keeping
powerful PCs on their toes; the charac-
ters might be able to turn Vivamort Rune
Lords with their hands tied behind them,
but they will just have to rely on their
wits when facing a revenant which
inconveniently ignores all the usual
tricks for dealing with undead.

Any powers that a revenant possesses
should be counterbalanced by specific
vulnerabilities. These could relate to the
way the revenant arose — so if a person
died inafire, his her revenant could mani-
fest itself in a form mutilated by horrible
burns, becoming able to utilise flame-
related attacks and be harmed by the
simple spell extinguish.

When you're devising a revenant,
start by deciding on its 'life’ history and
how you're going to bring it into the
scenario, and only then work out its stats
and powers (if any) - let your imagina-
tiontakethe lead and make the rulesrun
to catch up! Second, take great care in
the way you play a revenant. Supposing
you have a revenant which wants a
character dead; it might make repeated
attacks night after night, but it would not
planits attacks as would a human assas-
sin. Revenants are isolated fragments of
apsyche, and they lose their qualities of
awe and strangeness if made to act like
rational living beings.

SCENARIO OUTLINES

The High Priest of Nebr'volent

After discovering the pyramid of a wealthy
Ancient, a High Priest in imes long past, the
characters return home with a fortune in
tomb treasures. Shortly afterwards, a suc-
cession ofdeaths among the NPCs who
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accompanied them alerts the player
characters to the danger they arein. The
next night, one of the PCs is visited in a
dream by the High Priest's revenant. In
the dream, the character finds himself
running, parchied and weary, across the
desert sands. In the moonlight, he sees
an oasis and heads for it. As he cups his
hands to drink, however, his relief turns
to dread - for reflected in the water he
sees a terrible apparition standing
behind him. It is the mummified corpse
ofthe Ancient, dressed in its priestly fin-
ery. It reaches for him with clawlike
hands but he cannot move or turn to
defend himself. The water in his hands
turns to dust and he awakes in a cold
sweal. The dream recurs every night,
and each morning the character finds he
is getting weaker. (In game-turns he is
losing a point of CON every four nights.)

Consulting their priests, the player
characters are told by the sages of Lhan-
kor Mhy that someone must sit with the
character while he sleeps and cast spirit
block on him the moment that it seems
the dream is beginning. The priests of
Humakt recommend the same procedure
but involving the spell free ghost. The
latter course proves partially effective —
it drives back the revenant until the next
time the character goes to sleep, but the
priests are charging a great deal each
time they are called onto cast the spell...

The other PCs probably realise it is
their turn once the haunted character is
dead, so they do everything possible to
keep him alive.

In desperation, (and after a gentle hint
from the Referee) the character goes
down to the docks and seeks out a
notorious sorcerer who lives there. This
fellow consults his books, charts and
astrological devices and then explains
that the tomb was cursed. He tells the
character that he has only one hope
(choose the solution which fits best into
your campaign}:

1. (for long-term campaigns). The
characters must gather together the
priestly regalia they stole and return
them to the tomb. The problems arising
from this are that they possibly do not
have enough cash to buy back some of
the items, or a collectorwho bought one
of the items refuses to part with it. Once
they manage to get back all of the items
and set off for the tomb, the haunted
character loses no more CON - biit he
doesn’t recover the CON he's already
lost until all the items are safely back and
the tomb sealed,

2. (for episodic campaigns). The sor-
cerer knows of a way to help the charac-
ter fight back: he must go to sleep
clutching a pile of salt in_ his left hand
and an antique jade shortsword (pro-
vided by the sorcerer] tied to his right
with a silk cord. When the revenant
appears behind him in his dream he is
abletothrowthe caltup into its face and
then, with its gaze momentarily averted
from the pool, he is freed from his
paralysis and able to turn and fight it
This is a straight ‘physical’ battle; no
spells can be used. The character and
the revenant are closely matched, and
neither has armour. The revenant wields
a light mace of mauve stone, so the
character has an advantage in that his
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weapon canimpale —and because of the
silk cord he cannot lose hisgrip onitifit
does. Neither weapon takes parrying
damage. If he defeats it he wakes to find
he is back to full health. If he doesn't
defeatitthen he never wakes up, and the
next PC will have to pay the sorcerer for
his services.

A Noble Knight

This is intended as a sub-plot to run
alongside whatever ‘'main’ adventure
the characters are on at the time. A
number of strange events occur over a
period of several days — eg a golden
hawk leading the characters to a com-
panion who has fallen in the hills and
broken his leg, a lion which silently
approaches when they are lost in the
mountains at night and guides them to
safety etc Mention enough of these that
the players have a sense of something
significant in the offing, but keep them
busy enough with the main adventure
thatthey don't havetimetoanalyse it all
Eventually, while traversing a mountain
pass, they are ambushed by trolls.
Things look bad for a while until the sud-
den intervention of 'an armoured knight
on horseback saves the day. The knight
turns out to be an uncommunicative
sort, though he does reveal his name
(Helvelas) and that he worships Yel-
malio. He walks with a slight limp. At the
next town the characters |ose him, but
he meets up with them when they con-
tinue their trek into the mountains in
search of whatever tomb or treasure
trove they are after. Helvelas accom-
panies them when they enter a cavern
complex infested with broos and other
chaots, and several times steps into
melee to save a character's life as the
party fights on towards its objective.
Finally, after a pitched battle in the main
cavern chamber, the characters look
around to find Helvelas gone. But while
aathering and decontaminating the
broos' treasure, they discover the
corpse of a knight in the shadows under
a shelf of rock to one side of the cave
Healers or sages with the party can tell
that he died of a wasting infection -
probably caught from the broos when
they took him prisoner. His left leg was
broken. Although his armour was rusted
over the years, the characters can still
recognise the heraldic design on the
breastplate. A golden eagle onaredsun
- Helvelas' coat-of-arms. His revenant
has helped the players reach his body so
that they can administer the proper fun-
eral rites.

Recommended sources

Films: The Fog. The Life and Times of
Judge Roy Bean; High Plains Drifter:
Rashomon, Don Giovanni,

Books: Ghaost Stories of an Antiquary by
M R James; Dracula by B Stoker; British
Folktales and Legends by K Briggs; The
Room in the Tower by E F Benson. The
Bull and the Spear by M Moorcock.
Articles scenarios: Bloodsuckers
|WD37): Kwaidan |WD47|: More Dead
Than Alive |WD34!; the Graefgeard
sequence in Irilian [WD42|; Pharaoh
|AD&D Module 13]

Not all of these are strictly concerned
with revenants, but they are valuable as
inspirational material



Finieous Fingers Returns!*

Hide the singing swords. Lock up the jewels. The greatest
thief in gaming has moved to Fantasy Gamer Magazine'!

Finieous now appears in full color in every issue of Fantasy
Gamer along with all his friends and fiends: Charly, Fred,
Mergatroid, Bored-Flak the Bolt Lobber, Skraig, and all the
rest.

If you haven’t been reading Fantasy Gamer, here are a few
of the things you’ve missed (we don’t want you to miss any
more):

® A Gamer’s Guide to Victorian London

® Harn, a feature review of Columbia Games’ generic fantasy world

® The Solimar Quest, generic role-playing adventure in which you may
become a god

® The Thing in the Darkness, a solitaire role-playing adventure involving

the Cthulhu deities
® Slasher Flick, complete game of mayhem in the style
of hack and slash horror films

Game reviews, fiction, generic supplements
for use with your favorite FRPG, playing tips,
and Finieous Fingers — only in Fantasy Gamer.
Ask for it at your favorite hobby shop. Say,
““Finieous sent me.’’

Fantasy Gamer is published by Steve Jackson Games, Box 18957, Austin, Texas 78760 USA and is distributed in the U.K.
and Europe exclusively by Games Workshop, 27-29 Sunbeam Road, Park Royal, London NW10 6JP Great Britain.

*Hobbits, get out of town by sundown.

Please mention White Dwarf when replying to advertisements 24



CRASH COURSE

Mohawk hair... safety pins... studded
dog collars and leather jackets. There's
no mistaking the punks. Imitating the
pictures and styles of 50 years ago,
many of the gangs of 2034 have adopted
the punk look. Watch out; they're deadly.

This article is primarily intended for
referees who would like to introduce
punks as a new hazard in their cam-
paigns. However, players may find it
amusing to create punk duellists or cyc-
lists as their next characters!

Types of Punk Gangs

The punk ‘uniform’ tells you the wearer
feels alienated from society, and wants
you to respect and fear him. But punks
come in several different varieties. ..
some far more dangerous than others.

Town Gangs. Usually groups of 12 to
20 youths, 16 to 20 years old, evenly
divided between male and female. They
are likely to be armed with bike chains,
switchblades, etc, in addition to pistols
and the occasional SMG. Some town
gangs are vicious and aggressive, pro-
tecting their ‘turf’ fanatically against all
comers. Other ‘gangs’ are nothing more
than groups of teenagers playing at
being fierce. Unfortunately, they all look
alike. Most town punks share an interest
in music (New New Wave) and other
modern forms of self-expression, and
some are actually intellectuals!

Cycle Gangs. A 'punk’ cycle gang is no
different from any other outlaw cycle
group. Most of the members are male,
ages ranging from 18 on up . 40 to 60
members make a respectable-sized
gang, though smaller groups will often
be encountered. Cycle punks often care
nothing for the music, art, etc, that goes
with the ‘punk scene’ —they just adopt
the dress because it frightens and
offends the citizens. They are normally
encountered in ruined cities, or in the
wild areas between cities, where they
can prey on traffic. Like town punks, they
will claim a territory — but instead of a
few city blocks, they may stake out a
whole county.

Society Punks. Children of well-off
parents, looking for a new way to shock
Mummy and Daddy... or older dilet-
tantes seeking new thrills for their jaded
tastes. Found in small groups, they may
be moving in the best society circles,
‘slumming’ at a duellist bar, or just driv-
ing down the road in an expensive cus-
tomised battlecar, looking for a fight.
Unlike other punks, they will be clean! If
a woman is wearing a sterling silver
safety pinin her nose and her dog-collar
glitters with real diamonds, that's a dead
giveaway. Society punks aren’t likely to
be dangerous in hand-to-hand combat,
but they might very well shoot you dead
with a chrome-plated Luger... or chase
you down the highwayina $40,000 killer
car, just for kicks.

For obvious reasons, none of these
three types of punks get on well with the
others, and when they are thrown
together, a battle is likely to develop.

Punk Vehicles and Weapons

If a Town Punk gang has any vehicles at

all, they are likely to be light unarmed

scooters or older lightly-armed autos.

Individuals will be heavily armed. If you
are using Sunday Drivers hand-to-hand

~ rules, a bicycle chain hitsonaroll of 5 or

Crash Course is a regular
bi-monthly Car Wars column,
written by its creator, Steve
Jackson of the US.

PUNKS
IN
2034

better, doing 1d-4 damage. A broken
bottle hits an a 6 or better, doing 1d-3
damage. A switchblade or other knife
costs $25, hits on a 6 or better, and does
1d-2 damage. If you are wearing body
armour, though, knives and bottles will
do 2 points less damage when they hit.

Some of the less vicious town punks
carry Mace sprays. A spray-can will hita
cyclist or pedestrian up to 1” away on a
roll of 8 or better; it has 10 charges, and
costs $50. A successful hit does 1d-3
damage, and is not stopped by body
armor. However, Mace does not kill. Its
effects are similar to those of tear gas.
Roll 1 die for each victim: ona 1, he is
unconscious for five minutes. On a 2
through 4, he is at -6 on any To Hit roll,
and can only move by crawling at 3
squares/turn.Onabor6, heisat-3to hit
for the rest of that turn and the next 3
turns. Warning: Although a punk who
Maces you may be unwilling to kill, he
probably will be willing to stomp you
unconscious as you crawl around on the
street.

Cycle Punks will be equipped like any
other cycle gang. They delight in weld-
ing jagged blades to their cycles (see
Sunday Drivers) to allow them to sides-
wipe and slash pedestrians. In hand-to-
hand combat, they may use heavy
wrenches (hitting on a 5 or better, doing
1d-3damage) or large sharpened screw-
drivers (hitting on a 7 or better, doing
1d-1 damage). Screwdrivers, like knives,
will do 2 points less damage when they
strike body armour.

Society Punks may be equipped with
absolutely anything. Referees should
use their imaginations to devise weird
and warped weapons. Some possibilities:
cattle prods (hit on a 5 or better, do 1d-5
damage but stun victim, useless against
body armour); throwing knives (dam-
age like regular knives, range up to 1",
hitting only on an 11 or better unless the
thrower is actually skilled... in which
case, they might hit on an 8 or better);
stink bombs (leaves the victim smelling
like a skunk); or sharp-filed teeth (biting
in hand-to-hand combat for 1d-5 dam-
a?e, hitting on a 4 or better). The decor
of a society punk’s vehicle should also
be outlandish. Remember — these
people are wealthy and twisted.

Getting on with Punks
When the players encounter a punk
group, the referee should role-play the

punks as much as possible. Remember:
they are all alienated and potentially vio-
lent, each in their own way. Society
Punks are looking for a thrill; Cycle
Punks are looking for trouble. Town
Punks may be looking for either, or both.
And they will all show up, in force, when
the players least expect them! The
referee should reward players who
handle themselves well in a surprise
situation. Here are three stories about
punk encounters.

Osgood Barnes found himselfin a
road duel late one night. He won, but his
car was so badly damaged it would not
drive. While he was trying to repair it, a
cycle pack surrounded him. He kept his
cool and asked the gang leader lf his cus-
tomised cycle was his own work. The
cyclists, nonplussed at his lack of fear,
were soon talking motors with him.
They ended up helping him fix his car —
and then escarted him into town.

Bobbi O’Shea stopped at a truck stop
for dinner —to find that the place had
been taken over by a group of punked-
out rich kids. She tried to mind her own
business, but they wanted some fun.
They forced her to strip to her under-
wear and stand on a table singing the
national anthem. Eventually, t %ey lether
go. What they didn't realise was that
Bobbiwas a truck driver—and when she
got to her rig, she steamrollered their
custom Jag before she left.

Three-Mile Hansen was a skilled duel-
list, visiting downtown Baltimore for an

DA conference. All the same, it was
foolhardy of him to leave his hotel by
himself and walk down to Burger Heaven
to getsome French fries and a shake. As
he left the restaurant, he was surround-
ed by a dozen Mohawked teenagers,
asking ‘What are you doing on our turf?’
With a perfectly straight face, Three-Mile
replied, ‘I'm going to a costume party!’
He dumped the milkshake on his own
head, stuck one French fry in each ear and
each nostril, and continued on his way.
He had out-punked the punks... and they
let him go.

Punk Encounters

Surprise Party. This is the most basic
encounter. The players are in a vulner-
able position, and suddenly find them-
selves surrounded by vicious-looking
punks. Thsxrtype and objectiveare up to
the referee. Don't give in to the tempta-
tion to make ita simple blood-mad cycle
gang, though. That isn’t an encounter —
it’s a deathtrap.

Protection Service. This can work two
different ways. The punks might control
a parking lot on the outskirts of a zone
where armed cars may not enter. They
are obnoxious but reliable, and for a fee
they will take % ood care of your car while
you're gone. Or a punk gang may
demand that you bribe them, or some-
thing will happen to your car someday
when you're not around.

Help Wanted. A town gang asks the
players for help against a cycle gang that
has been invading their turf. In return,
the town punks will lend a hand the next
time the players’ group needs some can-
non-fodder in one of their own exploits.
Punks can be good allies, since part of
their self-image makes them act crazy
and fearless. .

May your safety pins never rust![]
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MAN AND BEAST

MAN AND
BCAST

Animal Cults in D&D
and other Fantasy Role-Playing Games
by Tony Parry and Jerry Vaughn

Introduction

A great diversity of religions are covered in the numerous
worlds of Fantasy Role-Playing Games. However, one area of
worship which has received little or no attention (except,
perhaps, RuneQuest) is zoolatry—animal worship. The follow-
ing article is a suggested method for introducing animal cults
into campaign and if a Referee is prepared to spend some
time, is easily modified. It has been developed for an
Advanced Dungeons & Dragons campaign, but it can be con-
verted to any game system with ease.

Historically, cults of animal worship were a natural develop-
ment within most pre-industrial tribes of humanity. The best
known form of animal worship is totemism, which has been
defined as ‘an intimate relationship between a group of
kindred people on one side and a species of natural objects on
the other side, which are called the totems of the human
group.’Intrue totemism this relation represents a more or less
reverent attitude towards man’s animal partner. More often
than not the relationship with the animal not only takes on a
religious format, it also becomes a part of the social life of the
tribe. Usually, a tribe admired an animal for a particular qual-
ity, gradually leading to worship. After years of devoted wor-
ship by the tribe, these animals acquired ‘spirits’ of their own,
and itis this spirit which bestows knowledge and gives power
to its worshippers. As civilisation developed and expanded
many of the cults disappeared as the more refined religions
arose, but there are still numerous cults in existence. Exam-
ples of animal worship are still apparent in the world today.
The Kwena tribe of the Tswana in South Africa has the
crocodile as its animal, and in Samoa there is a tribe which
worships the eel.

Requirements

Listed alongside each cult in the list of Selected Cults are the
characteristics needed in order to become a member of that
cult. Each of these is listed in order of importance, and the
scores in these characteristics will help to determine the
initiate’s advancement in the cult hierarchy. Alignment also
plays an important role in the candidate's advancement; the
nearer the person’s alignment is to neutrality, the better his
chance of successful advancement is.

Organisation

Cult organisation is based on much the same lines as a clerical
order in Advanced Dungeons & Dragons, with only the elite
reaching the cult’s equivalent of high priest.

Initiation

Initiation into a cult can be an arduous task. An initiation test
must be taken by each potential candidate. For this test the
candidate is left at night, naked, alone and unarmedin an area
where the cult animal is known to frequent —such as a
waterhole or gametrail. During this test the candidate will be
visited by the cult’s animal ‘spirit’. A circle of protective force
will surround the candidate’s material body, whilst the actual
test takes place on the Astral Plane. During the test the candi-
date will be shown the joys of belonging to that particular cult,

amongst other things. If the candidate is considered accept-
able for membership he will be given his first animal talisman
(gv). However, if rejected there is a possibility that the candi-
date will be killed, especially if the cult animal is carnivorous.
Normally the candidate will not remember anything about the
cult whatsoever if rejected. The candidate will be refused
admission into the cult if he possesses some ulterior motive,
such as joining to gain specific information on a certain item
or to steal a cult artifact.

Selected Cults

CultClass Individual Cult CultRequisites Cult Talisman
Ape Gorilla Strength Tooth
Constitution
Bear Brown Strength Tooth
Constitution
Polar Strength Tooth
Constitution
Bird Eagle Dexterity Talon
Strength
Vulture Strength Talon
Dexterity
Boar Boar Strength Tusk
Dexterity
Warthog Strength Tusk
Dexterity
Cat Lion Strength Tooth
Dexterity
Panther Dexterity Tooth
Strength
Puma Dexterity Tooth
Intelligence
Tiger Strength Tooth
Dexterity
Deer Deer Dexterity Antler
Intelligence
Antelope Dexterity Horn
Intelligence
Dog Coyote Dexterity Tooth
Intelligence
Fox Intelligence Brush
Dexterity
Wolf Strength Tooth
Constitution
Reptile Alligator Strength Tooth
Dexterity
Crocodile Strength Tooth
Dexterity
Snake Dexterity Fang
Charisma

Notes: The Cult Requisites are listed in order of primary
importance. Thefirstis the Prime Requisite Factor, which must
be above |12 for a character to be eligible for membership. The
second is the Secondary Requisite Factor which must be
above 9 for a character to be eligible for membership. These
two figures are also used in the computation of the member’s
chance of advancement and also of initiation.

Advancement

In order for aninitiate to advance in the cult hierarchy he must
amass experience points equal to that of a cleric of equivalent
level and also undertake a further test of worthiness. The foll-
woing formulais used in calculating the chance of a candidate
becoming an initiate, and of advancing a level in the cult.

Success: Base Chance + (Candidate’s Requisite Factor +/-
Alignment Factor) — Cult Level.
Base Chance: 30% y
Candidate’s Requisite Factor: +5% per point over 12 (Prime
l;equis:lite Factor), +1% per pointover 15 (Secondary Requisite
actor).

Alignment Factor: -10% (Lawful good, Lawful evil, Chaotic
ood, Chaotic evil), -5% (Neutral good, Neutral evil), +/- 0%
Lawful neutral, Chaotic neutral), +5% (True neutral).

Cult Level: -5% per level after level Il
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For example: Bruno, a Chaotic good fighter with 17 Strength
and 16 Constitution, wants to advance from cultlevel Il to cult
level IV in a bear cult.

Success Chance: 30% (Base Chance) + 26% (Candidate’s
Requisite Factor) -10% (Alignment Factor) -10% (Cult Level).
= 36% chance of successful advancement.

Animal Talismans

Each time a cult member advances in the hierarchy, his animal
talisman increases in potency. This talisman is the member's
symbol of membership and is also the medium through which
the member gains power. Each talisman possesses the pow-
ers of its level and of those below it.

Cult Level Power
| Communicate
1l Detect
11 Locate
IV Hold
\% Charm
VI Command
VIl Summon
VIIl  Assume Animal Form

IX  Call Guardian Spirit

Explanations

Communicate: The bearer can talk with the animals
associated with that particular cult. Since all cult rituals and
proceedings are conducted in the animal tongue it is an essen-
tial part of membership.

Detect: Enables the bearer to detect the presence and
number of the cult animal within a 180’ radius.

Locate: The bearer can locate up to three particular animals
of the cult within a 3% mile radius.

Hold: This particular ability allows the member to keep at
bay 1-4 cultanimals for 1-6 hours, if, for any particular reason,
they are angry with him.

Charm: Akin to the druidic spell charm person or mammal,
itallows the wearer to befriend 1-3 cultanimals, so long as he
wears his talisman. The same restrictions apply here as with
charm person or mammal.

Command: A stronger version of charm, allowing the
wearer to command 1-2 cult animals for up to (Charisma)
weeks.

Summon: Bearer can summon up to three cult animals
within a 2 mile radius and if the terrain is correct.

Assume Animal Form: Like the druidic ability the bearer can
assume the shape of the cult animal for a duration of (10+ Con-
stitution) hours. When in animal form all abilities, except mind
and hits are as the animal. However, the animal instincts also
apply. The shapechanger is not affected by situations of
extreme stress or the phases, as lycanthropes are. The animal
form the cultist assumes is unusually large and powerful. If kil-
led in changed form the cultist will revert to his normal form.
Human shape can be re-assumed at any time prior to the
greatest duration. The use of this power is limited to once
every seven days. _

Call Guardian Spirit: This unique ability is usable once every
three months. The Guardian Spirit is the physical manifesta-
tion of the spiritual being. Itis a more powerful representation
ofthe cult’s animal. The Guardian Spirit cannot be harmed by
normal weapons and is able to pass through material objects,
because of its partial existence on the Astral Plane. The man-
ifestation instils in all non-cult members fear, as the magic-
user spell, and great respectin all cult members. The Guardian
Spirit possesses powers as if it held a Talisman of level VII. In
addition all animals of its Cult Class (gqv) cannot attack it and
will show reverence or fear.

Cult Benefits and Restrictions

1. When someone becomes an initiate in a cult he will
become a respected member of the society in which the ani-
mal is worshipped.

2. Clerics, paladins and monks are unable to join a cult.

3.The hlgher a member advances in a cult, the greater his
responsibilities. Members of cult levels |-VIl must attend rituals
at least once a month, those of cult levels VIII-1X must attend
all rituals. Failure to attend will resultin the confiscation of the
animal talisman and eventually in expulsion from the cult.

4. If someone is refused entry into one cult he can try to
become a member of another, but will never be accepted.into
the first cult, no matter where he tries.

Uses
There are many ways in which these cults could be introduced
into a scenario or campaign.
~ Players may come across some cultists and incur their wrath
in some way (raiding one of their settlements or crossing a cult
member.) This allows the referee to run some interesling
adventuresinvolving summoned cult animals and ‘weremen’
etc (like those horror stories from the 1920’s and 1930's).
Player characters may become involved with one of these
cults and attempt to join one; this could be especially important
for a druid character. In fact some GMs may like to make the
animal cults an essential part of the druid class in their
campaign.
Remember, it is only a suggestion—modify and make use of
it as you will.CJ
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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.

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. The sequence

for each combat round is as follows:

Part Four: The Evil Eye
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
are sentto inthe 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 Censtitution is 14 or less. This is your Magical
Fartitude. The higher itis, 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.

You try to hit your opponent.

Youropponent tries 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
missed.

Opponent protected

Hit by armour

to or less than your opponent’s

™ Fighting Prowess, he/it has hit
[ you.

You are complataly

Determine the damage done by
your blow.

Roll one die. The score is your
damage roll. If the opponent
has armour, his/itsarmour
points are subtracted from the
damage roll. Ifthe final scoreis

;ﬁl.lr armour

Determine the damage done by

Oorlessthenthearmourhas
provided complete protection,
Ifthefinal score is greater than
0, the opponent is wounded.

Dpponent l

wounded
Note down the wound you have
dealt your opponent.
Subtract the final wound score

{your damage roll minus the
opponent’'sarmour) fromthe

4 vouropponent'’s blow.

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

You are
wounded

Note down the damage your
opponent has dealt you.
Subtractthe final wound score
from your Constitution.

Adventure Record

Current
Score

Initial
Characteristic Score
Fighting Prowess ...........cccceviinnininens
Constitution
Cleverness
Magical Fortitude

Honour

Armour

Gold Pieces

Potions

opponent’'s Constitution.

Y

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
of any blow that strikes you. Note this down on your Adventure Record.

Equipment i

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 little girl’s teardrop, a
fragment of a chivalrous knight's armour, a four leaf clover, a saint’s
ashes, a crystal ball, and a nun’s hair. Whenever you pick something
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.
It cannot, however, increase Constitution above its initial score.

Honour

The more chivalrously you behave during the adventure, the more
Honouryou will acquire. Conversely, you lose Honourby behaving in
an underhand fashion. You begin with 7 points of Honour.

The Adventure

You are the Champion of the Greengosh family, chosen by its head,
Hogron. He hired you to rescue his father's soul, captured and taken
tothe castle of the demon, Slank. To do this Hogran told you that you
needed some magical boots, a teardrop, a fragment of armour from
the most chivalrous knight, a four leaf clover, the ashes of a saintand
the hair of a nun. All these items you have collected in your journeys
and have already undergone many hardships to reach the castle of
Slank. Goto 1.




1 « Youstand atthe very

» threshold ofthe Castle
of Lost Souls. The mists of the
swamp seem to shrink away from
it. Its presence is awesome — you
cannotgrasp any sense of its size;
it seems endless, eternal... The
walls tower dizzyingly above you
into the glowering, dull red sky.
Perhaps in the castle’s unreal and
inhuman architecture you glean
something of the twisted mind of
its master, Slank. You notice a
twinkling light. A solitary candle
burns in one of the windows - to
the left of the doorway, apparent-
ly on the first floor. All else is
shrouded in darkness.

The castle is not guarded; none
of the tortured souls that enter
ever leaves. With weapon in hand
you advance slowly across the
drawbridge. You reach out—does
your hand tremble just a little
now? — and push open the heavy
mahogany door. Turn to 12.

2 . Afterashortdistance

» thecorridorturnstothe
right. At the corner there is a low,
fire-blackened door with a pewter
handle. If you wish to open the
door, turn to 73. If you wish to
ignore it and carry on, turn to 6.

3 « Youdipyourhandinto
» the pool andtakethe
stone bottle. Will you remove the
stopper from it? If so, turn to 63. If
not, note it down and turn to 44.

4 « Youreyesareoffhim

« foronlyamomentas
you reach for your backpack, but
when you look again he is no
longer there. Strange and in-
explicable things are obviously
commonplace here —you will
have to be vigilant. You turn back;
go to 41.

5 » Youdouble upinsud-

= denandintense agony.
For long minutes you crouch
there by the fire, incapacitated by
the terrible pain. At last you are
able to rise, but you have perma-
nently lost a point from your Initial
Constitution. You can now open
the larder (turn to 22) or go through
to the next room (turn to 58).

« Alittle further along the

» corridoryoucometoa
large oak portal with an iron latch
in the shape of a bat. You push it
open and survey the room beyond.
Directly opposite is a high arch
leading from the room. Staring
down from above this arch is a
rather noxious bas relief of a
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sneering inhuman face.

A low whimpering draws your
attention to the occupant of the
room — presumably one of the
poor souls Slank torments for his
pleasure. She is a slender woman
with light brown hair, her wrists
bound by leather thongs to a
wooden beam above her head.
Her feet rest on a red-hot metal
plate. You can see the sick
ingenuity of the arrangement —
she is able to lift her legs clear of
the plate, but eventually her arms
ache so much that she has to
stand on it again and get burned.
She sees you and starts pleading
for you to release her. If you do,
turn to 53. If not, turn to 37.

7 . Didyou leave either the
« cloverortheteardrop
on Slank’'s mask? If so, turn to 75.
If not, turn to 43.

« Youcouldtry to heat

« theknife using your
lantern, which might help to cut
theice. If you do that, turn to 86. If
you have a jar of salt, go to 55.

9 « Youfind atwisting

« flight of stepsleading
up out of the dungeon. To your
immense relief, the door at the top
is not locked and you emerge into
the candlelit entrance hall. You
decidetotry the stairs—turn to 34.

1 0 « Itisexhausting work,

« butyou eventually
manage to dig the mask out of the
ice. Turn to 35.

1 1 « Therauchwurm dissi-
« patesintothe smoke
from which it formed. You reach
out and grasp the golden hilt of
the sword you have fought for.
Certainly it is a worthy prize: as
you swing it through the air it fol-
lows your intentions with an
almost sentient precision. You
add 1 to your Fighting Prowess
while fighting with this weapon.
Seeing nothing else of value inthe
room, you decide to leave —and
you are incidentally saved from
electrocution a second time by
your magic Wristband. Turn to 6.

1 « Youstepintoa

» shadowy, cloistered
hallway that reeks of funeral
incense. All is bathed in the gut-
tering, smoky light of myriad
black candles. A wide staircase
leads up to the first floor. Over to
one side of the hallway you see
double doors carved with arabes-
que designs. Will you open the

doors (turn to 49), or proceed up
the stairs (turn to 34)?

1 3 « Youwalkalongashort

» tunnelandenteracir-
cular room with a pool in the mid-
dle. There is one other exit from
the room—a doorto your left. You
can go back and take one of the
other doors — either the one with
the copper plaque (turn to 88) or
the one with the bronze plaque
{turn to 70) — or you can cross the
room (turn to 83).

1 « Youleavethe newt's

« eyeinthe eyeslitofthe
demon mask. There seems to be
nothing else you can do here, so
you crossthe icy floor to the arch-
way and step through. Turn to 18.

1 « Yougulpbackthe

= magic potion. For the
duration of your fight with the
Undine, you can strike three times
in every combat round. Turn to 50.

1 6 « Beforeyoucangofur-

= theryou need asource
of light. Will you take down the
pine torch (turn to 25), or would
you prefer to light your lantern
(turn to 67)7

1 7 » Youcan use the crystal
« ball (turnto 66) or the
three strange silver coins {turn to
24). If you have neither of these,
or decide not to use them, turn back
to 37 and open one of the doors.

1 « Youareatthefootofa
= rough stone stairway
that winds up around the walls of
a narrow, circular tower. Staring
into the gloom, you discern a
crimson glow far above. You
climb up and up — hundreds of
feet, it seems. At last you reach
the top of the tower. There is only
one door offthe landing—a heavy
iron portal with a glowing, gloat-
ing red face inscribed into it. It
swings back as you approach and
you pass through into what must
be the topmost chamber of the
tower. Qutside you can see mas-
sive, ponderous storm clouds
against the starless night sky.
There is a curtained alcove on the
other side of the chamber. As you
cross over to it, a sibilant voice
seems to speak from within you,
extolling the virtues of an eternity
in service to the demon. If you
have any Honour, try to roll equal
toor less than your Honour score
on twao dice. If you succeed, turn
to 46; if you fail, turn to 27. If you
don't have any Honour, turn to 74.

1 9 « Chuckling humour-

« lessly, hecloses his
grip on you. You cannot move.
‘Quite wrong,' he says. ‘Clearly
your riddling skills leave much to
be desired, but perhaps they will
improve when you've been a guest
at my castle for an eternity or
two!’ By his duplicity, the arch-
fiend Slank has captured you. You
are his prisoner forever, and the
adventure ends here.

2 «. Dovyou havethe ashes

»« ofasaint? If so, you
scatter these over the demon’s
body—turn to 89. If you don‘t have
any ashes, turn to 84.

2 1 « Hereachesintoapouch

« athisbeltand pro-
duces a number of wicked-looking
devices. ‘Pilliwinks is a game
played with the fingers,’ he ex-
plains as he fixes the thumbscrews
onto you. Paralysing pain shoots
up your arms. Through waves of
agony you see the figure before
you dissolve and alter — he is no
longer an old man, but a tall figure
clad in black robes.

‘A generous soul is a lost soul,’
says Slank with a demonic smile,
‘Allow me to welcome you as my
castle’'s latest guest.’

Your adventure has ended, but
the torment is just beginning...

2 « Humantorsosdripping

» with gore hang on rust-
ed meathooks along the larder
walls. You can see maggots
crawling on some of them. Slank
obviously likes game adventur-
ers. Ranged on wooden shelves
you can see a number of jars and
bottles. You lean closer to read
the faded labels; they contain all
manner of ingredients. There is a
jar of newt's eyes, another of
frog's toes, one contains a pickled
dog's tongue and the next holds
fillet of fen snake. One bottle has
no label, but its contents are
unmistakeably lizard legs. Among
the more normal ingredients, you
notice red pepper, parsley and
salt. You can take up to three jars
if you wish — note them down on
your Adventure Record. Feeling
your gorge rise at the sight and
stenc% of the demon’s awful lar-
der you continue on your way
(turn to 58).

23. ‘Oh. Well, at least you
« musthavethe ashes of
asaint’? If you do, turn to 72. If not,
turn to 33. (Gorbran was not a
saint, by the way, if you met him
in last issue’s adventure.)>
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2 4 « Youtossthethreecoins

=« downonthefloorin
front of you. One lands with the
unicomn’s head uppermost, the
other two with the serpent’s head.
Does that give you any ideas? You
can retrieve the coins if you wish,
then turn back to 37 and choose
which door to open.

25 « Asyou takethetorch

« fromthe bracket, you
set off a trap! A hatch you had
carelessly failed to notice opens
beneath you and you plummet
some 13 feet onto a cold stone
floor. Somewhat dazed, you stag-
ger to your feet and look around.
In the bleary light and choking
dust you can just make out a
figure chained to the wall. As you
approach with the torch you see
he is an old man with a clouded,
sightless right eye.

‘l am Vimbol Greengosh,’ he
tells you. ‘Are you the champion
my sons have sent to rescue me?
If so, help me out of these chains
and your reward will exceed any-
thing you can imagine.’

If you wish to do as he asks, turn
to 60. If you would rather leave
him chained up, turnto 9.

26 « You pullthe folds of
» therugaroundyou. It
is comfortably warm and you are
glad you had the foresight to
bring it. Will you now try to get at
the mask (turn to 77), or leave
through the archway (turn to 18)?
2 » Slankistryingtocon-

= Vince youtoserve him.
You dimly realize that he is prob-
ably using magic, but you cannot
resist. You have always been the
sort of halfheartedly unethical
person who is easily led by those
of strongly good or evil character.
Slankis very definitely in the latter
category. He steps from the
alcove and you feel the last of
your will desert you as you kneel
before him. Now and forever, you

are his cringing thrall...
2 « Youpoundthe door
« with yourfist, pro-
ducing a booming echo. After a

few moments a small panel is slid
back and the occupant of the room
examines you. You see his eyes
alight on the talisman Hogron
gave you; immediately he gives a
cry of delight and starts to clear
his barricade from the other side
ofthe door. You wait nervously in
the passage, praying that all this
noise won't alert the demon.
Finally the door opens and the old
man ushers you in. The place is a
vast, vaulted library with books
and pamphlets lining every inch
of the walls from floor to ceiling.

"You've come at last!’ says the
old man, crying with joy. ‘| knew
my lads wouldn't let me down —
I'm Vimbol Greengosh, of course.’
He shows you to a leather armchair
by the fireplace and thrusts a
glass of tawny port wine into your
hand. Obviously, although Slank’s
prisoner, he is not completely
without creature comforts. He
takes down a musty tome and
opens it at a chapter headed Deal-
ing With Demons. ‘Now listen
carefully, for there isn’'t much time.
You should have a number of
items, and this book describes
how each item will affect Slank.
Firstly, a four leaf clover will have
much the same effect on him as a
crucifix has on a vampire — he
won't want to touch it or go any-
where near it. Second, if you throw
my daughter's teardrop into his
left eye you'll blind him complete-
ly, as I've already managed to
destroy hisright eye. Now, do you
have the fragment of knight's
armour and the hair of a nun?

If you have both these items
turn to 64. If not, turn to 23.

2 « Somehow you man-

« agetodrag yourselfthe
last few yards and slump through
the archway. The coldness is pre-
sumably a magical effect restrict-
edtothe lastroom, for after a few
minutes you stop shivering. Rub-
bing the circulation backinto your
sword-hand, you look around
you. Turn to 18.

30 « That'sright!’ he says,
« histone of surprise
veiling a slight irritation. ‘| didn't

expect you to get that one. All the
same, | don't see how you could
have cheated, so | suppose I'll
haveto letyou go for now...' Sud-
denly he spits in your face! You
blink and rub your eyes, and when
you look again he is nowhere to
be seen. You go back to the top of
the stairs and try the other direc-

tion. Turn to 41.
3 1 « AsSlankflails about
» blindly, you raise your
bow and shoot the specially pre-
pared arrow straight into his evil
heart. He falls dead at your feet.

Turn to 20.

3 « Youdescend aflight of

» stairsintowhat seems

to be a pillared ballroom with a
floor of polished white marble.
There is a shadowed archway
across on the other side of the
room. However, as you walk war-
ily towards this, you make a start-
ling discovery — the floor under-
foot is not marble at all, but solid
ice. Several inches below you, fro-
zen in the ice, you can see a
bizarre demonic mask. As you
peer down at this you suddenly
realize how cold the room is get-
ting. Your hands are turning blue
and your teeth chatter uncontroll-
ably. Do you have a bearskin rug?
If so, turn to 26. If not, turn to 59,

33 « Vimbolshrugs. Too
« bad. Still, maybe you
can finish Slank off anyway —
you'll just need to be that much
more careful. Now, | wish you
good luck.” He shows you to the
library door and the two of you
shake hands. As you continue
along the corridor you can hear
him replacing the barricade on the
other side of the door. Turn to 2.

34 « Youclimbupto the first
« floorlanding. From
hereyou cango left (turnto41) or
right (turn to 61).

35 « Themaskis of black-

« laquered wood decor-
ated with silver, and could be a
fanciful representation of a
demon's face. You have seen its
like at several masquerade par-
ties, although never crafted with
such chilling effectiveness as this.
Curiously, the mask has only one
eye —the left —and that has a
quartz lens set into it. Will you
touch the mask (turn to 47), take
out one of your items (turn to 79),
or depart through the dark arch-

way (turn to 18)?

3 « You pouralittle of the

= oilfrom yourlantern

onto the surface of the pool,
thereby calming the troubled wat-
ers. The Undine immediately
becomes quiescent and sinks
back into the pool. You cautiously
dip your hand into the still water
to take the stone bottle. If you
wish to unstopper this now, turn
to 63. If not, note it down on your
Adventure Record and turn to 44.

3 « Afterabrief, uneasy

« glance atthe bas relief,

you pass through the arch and
make your way along a narrow,
twisting passage that leads deep
into the heart of the castle. You
pass through a succession of
gloomy chambers and finally

climb a worn flight of steps to a
landing where three doors face
you. Each of the doors bears a

plaque with an inscription on it:

Copper plaque — To slay me you

must pass through this door.

Bronze plaque — You should not

pass through this door.

Lead plaque — The correct path is

gor beyond the copper-plaquered
oor.

You grit your teeth. The demon is
obviously toying with you. His
mistake. You could open one of
the doors—the door with the cop-
per plaque (turn to 88), the one
with the bronze plaque (turn to 70)
or the one with lead plaque (turn
to 13). Or you could take an item
from your backpack (turn to 17).

3 « Youenteralarge, low-

» ceilinged room with

no other doorways. In the centre
of the room stands a tall man in
voluminous robes. He wears a
patch over his right eye and
stands by a pool of blood which is
flowing from a gash in his arm. If
you wantto talk to him, turn to 82.
If you want to take an item from
your backpack, turn to 4.

3 « Youliftthe ladle and

= sipalittle of the mix-
ture. Roll five dice — if you score
equal to or less than your Con-
stitution, turn to 5. If you score
greater than your Constitution,
turn to 68.

40 « Youstandoverthe
« fallen body forseveral
minutes, half expecting Slank to
rise a second time, and ready to
renew the battle at once if he
does. But he used the last of his
sorcerous power against you; this
time he stays dead. Turn to 89.

4 « Youadvancealonga

« narrow corridorillum-

inated by the amber glow of oil
lamps. Shortly you cometo a door
in the left-hand wall. You can try
the door (turn to 51) or continue
on along the corridor {turn to 2).

42 « Doyou have the Wrist-

« bandofLightning? If
so, turn to 62. If not, an electrical
discharge as you try to step into
the alcove hurls you back across
the room. Deduct 4 points from
you Constitution; if you are still
alive you decide to leave and con-
tinue along the corridor —turn to 6.
Smiling viciously,

L]

43 « Slankstepsfrom the
alcove and stands before you,
huge and awesome and casting
no shadow. You hear the rumble
of the approaching storm,
drowned out by Slank's laughter.
His surcoat and boots and vam-
braces are as black as the night
and trimmed with silver; his pale
skin has a translucent gleam. At
first glance the face might almost
be considered handsome — but
then you see the clouded, sight-
less right eye, the face around it
scarred and mutilated by terrible
burns. The good eye shines with
an awful, corrupt light and the
expression twisting those fine
features is one of utter evil.

Slank holds a lacquered mask
in his left hand, and he brings this
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up now to cover his face. The
mask has a quartz lens which
shields his good eye, so even if
you have the teardrop you cannot
use it. Neither is there time to
draw your bow — you must fight

him. Turn to 48.
4 « Willyou leave the cir-

» cularroomthrough the
door to your left (turn to 58), or
will you return to the landing and
open the door with the copper
plaque (turn to 88) or the door with
the bronze plaque (turn to 70)?

45 « Which ofthe following
=« will you use againstthe
Undine? The Ring of Light (turn to
80); the Potion of Dazzling Speed
(turn to 15); your lantern ?tu_rn to
36). If you decide not to try any of

these, turn to 50.

4 « Slankis using his foul

= magictotry and per-

suade you to serve him, but no
demon will ever corrupt an hon-
ourable and undauntinlg_lspirit like
yours. Grimly, you push the cur-
tain aside. Turn to 7.

47 . Themaskissocold
« thatitburnsyourfin-
gers. You try to wrap it in your
cloak, but you can still feel the
unnatural chill of it sapping your
body heat. You cannot take it with
you, then. Will you take an item
from your backpack (turn to 79),
or leave the room (turn to 18)?
48 « Slankadvances on you
= with apanther’s grace,
his robes fluttering in the breeze.
There is a cold, damp, earthy
smell like a waiting grave. The
talons of his righthand are almost
acubitlong; they sparkle like crys-
tal and are razor-sharp.

Slank: Fighting Prowess: 12;
Constitution: 23; 3-pt armour.

If you manage to defeat him, turn
to 20.
Beyond the double

49 2 doorsyouseeadimly
lit room. A pine torch burns in a

bracket on the wall. The same
heavy incense you noticed before
lingers here. At the far end of the
room you can just make out a dar-
kened archway. There is blackness
beyond. Will you return to the
hallway and go upstairs (turn to
34), or cross the room to the arch-

way (turn to 16)7

50 . Youarefighting an

« Undine, or Water

Elemental. Every time you hit it
you must roll your Magical For-
titude or less on two dice —failure
to do this means you lose 1 point
from your Fighting Prowess,
down to a minimum of 4.

Undine: Fighting Prowess: 6;
Constitution: 5; No armour.

If you win, turn to 3.
51 « Thedoorseemstobe
« tobe barred or bar-
ricaded shut. Will you knock (turn
to 28), or carry on to the end of the

corridor (turn to 2)?

5 . Thecorrect answer is

= 'peerless’. [fyou
answered this, turn to 30. If you
answered anything else, turnto 19.
. Youslice through her

53 « bonds with your knife
and carry her over to a corner of
the room where you gently set her
down. Gain 1 point of Honour for
your charitable action. The
woman nurses her blistered feet
for a while, then looks up at you
and speaks. ‘| was a witch, and |
sold my soul to the demon in
return for knowledge and occult
power. For helping me, | will give
you what little aid | can.” She puts
a catskin pouch around your neck
— increase your Magical Fortitude
by 1 above its Initial level for as
long as you wear this. She also

ives you three silver coins.

"These may show you the way,’
she murmurs cryptically. Each
has a unicorn’s head on one face
and a serpent’s head with a forked
tongue on the other. You are
about to question her further
when you see that she has passed

out. You moisten her lips with a
little wine, then pocket the coins
and leave. Turn to 37.
54 « Cursetheluck! Your
» knife breaks. Ifyou
didn't have a sword then you are
now without any weapon at all,
and must subtract 2 from your
damage rolls from now on until
you find one. If you do have a
sword, you are certainly not going
to risk breaking its blade on the
ice. You decide to leave the
damned mask where it is and go
through the archway. Turn to 18.
55 « By pouring saltover
= theiceyoulowerits
freezing point; it starts to melt,
and you now have little difficulty
in digging down to the mask with
your knife. Turn to 35.
Before continuing on

[ ]
56 = yourway, you could
take either the poleaxe or the
now-lifeless rug. You cannot take
both because they are rather
bulky items. You then proceed to
the double doors atthe end of the

room. Turn to 32.
5 « Youleavetheteardrop
= inthe mask’s oneeye
and then cross the room to the
archway. Cross the tear off your
Adventure Record. Turn to 18.
58 « Youenteralong, oak-

« beameddining hall
with fading portraits high up on
the walls. Ignoring two smaller
doorways, you make your way
along the table towards the
double doors at the far end of the
room. You pass a wide stone
hearth where a raging log fire
crackles and spits. Over the hearth
hangs a great poleaxe and on the
floor in front of it there is a fine,
white bearskin rug. You can either
go over to the hearth (turn to 76)
or carry on to the double doors
{turn to 32).

59 « Youpanicand runfor
» thearchway, butyour
feetslip on the ice and you scram-
ble frantically on all fours. Roll
four dice, attempting to score
equal to or less than your Con-
stitution. If you succeed, turn to

29. If you fail, turn to 65.
60 « Youhavenotroublein
= breaking the rusty
manacles from his wrists. ‘What a
generous soul you are!” he
exclaims, favouring you with a
rather peculiar smile. ‘How about
a game of pilliwinks?* Will you
accept his offer (turn to 21), or
decline to play (turn to 71)?
6 « Youwalkalong ashort
« corridorandcometoa
low door. If you want to go
through this door, turn to 38; if
you want to turn back and go the

other way, turn to 41.

6 « Anincandescent bolt

» arcsacrossthealcove

entrance as you step through it,
but the energy is absorbed by
your Wristband and you are
unharmed. The sword hangs on
the wall before you. The rubies
glitter and the metal gleams in the
wan light of the two braziers to
either side of the alcove. As you

reach for the sword, thick smoke
billows up from these braziers
and coagulates into a dark serpen-
tine form in the air above your
head. With a shock, you realize
this smoke-creature is alive and
intent on fighting you!

Rauchwurm: Fighting Prowess: 5;
Constitution: 8; No armour.

If you win, turn to 11.

6 « Anemerald vapour

« issuesfromthe open

neck of the bottle. When it clears
you find a tall figure with green
skin standing before you. Arms
folded across his barrel-like chest,
he bows low. ‘Greetings, master!’
he booms. ‘| am Ghilbee, and for
releasing me | can grant you skill,
stamina or knowledge.’ If you
choose skill, he will restore your
Fighting Prowess to its Initial
level. If you choose stamina, he
will restore 4 points of your Con-
stitution. If you choose know-
ledge, he gives you a clue to
defeating Slank (turn to 69 to find
out what it is). After performing
whichever of these services you
request, he vanishes. Turn to 44.

6 « Followinginstructions

« inhis book, Vimbol

affixes the sliver of armour to the
point of one of your arrows. He
then restrings your bow using the
nun’s hair. “This will kill Slank at
once if you shoot him through the
heart,’ he explains. ‘Lastly, then,
do you have the ashes of a saint?’

If you do, turn to 72. If not, turn
to 33. (Incidentally, if you did last
issue's adventure and burnt Gor-
bran thinking he was a saint, you

were wrong.)
6 « Youareonlyafew
» yards from the arch-
way, but the terrible cold numbs
your limbs and you slump down
on the icy floor. You cannot feel
any pain, but you realize you are
dying. You note with dispassion-
ate wonder the curious sighing
sound your breath makes as it
freezes on the air. Strangely calm,
you surrender to the eternal dark...
6 « Thedoorsdo notlook
« anydifferent when

viewed through the crystal ball.
Turn-back to 37 and think again.

67 « Holding up your lan-
« tern,you cross overto

the archway—only to find that the
passage beyond ends in a blank
wall after only a few yards. You
search in vain for a secret panel,
but you are finally forced to accept
that it is a dead end. Puzzled, you
return to the hallway and try the

stairs. Turn to 34.

68 « Theeffectofthe brew

= hitsyou like a poleaxe

and you fall to the floor. Thisis the
favourite soup of the demon, but
to any mortal it is a virulent
poison. The life ebbs from your
pain-wracked body. Your quest
has ended in failure.

69 . Before hedisappeared,
= the genietold you
cryptically that ‘the eyes have it’
and suggested that you go back
to the landing and try another of
the doors. Turn to 44.[>
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7 « Youopenthedoorinto
= whatseemstobea
kitchen. It is full of smoke and
steam and is almost unbearably
hot. Looking around, you see a
cauldron bubbling over the roar-
ing fire and a small doorway to
onesidethat presumably leads to
the larder. Directly across the
kitchen from where you entered
is a copper-bound door stamped
with odd runic designs. You can
lookinthe larder (turnto 22), look
in the cauldron (turn to 85) or go
to the next room (turn to 58).
7 1 . Heshrugsand seems
» tofadeawayintothe
shadows. You are alone. Go to 9.
72 « 'Excellent. After killing
» Slank you must scatter
the ashes over his body. Now, |
wish you good luck.’ You shake
hands before taking your leave of
him and continuing along the cor-
ridor. Behind you, you hear push-
ing the library furniture back
against the door. Turn to 2,
73 « Theroom consists ofa
« hexagonal main cham-
ber with a large alcove off the far
end. Hanging on the wall in the
alcove you can see a gilded
longsword decorated with rubies.
As you step closer, you notice an
acrid smellin the room and a blue-
white flickering across the alcove
entrance. Will you step into the
alcove (turn to 42), or continue
along the corridor (turn to 6)7
74 « You are one of the most
» disreptuableandun-
principled degenerates of all time.
Slank is trying to convince you to
become his servant, but no way
are you going to take orders from
awimp like him! You sneer and
rip down the curtain. Turnto 7.
Smiling viciously,

75 « Slankstepsfromthe
alcove and towers over you in his
robes as black as night. At first
glance his face might almost be
considered handsome — but then
you see the clouded, sightless
right eye, the face around it scar-
red and mutilated by terrible
burns. The other eye shines with
an awful, corrupt light, and the
expression twisting those fine
features is one of utter and inhu-
man evil. From outside the tower
comes the rumble of distant thun-
der, and Slank answers it with
triumphant laughter.

If you have Perterra Green-
gosh’s teardrop, you can cast it

into his eye —turn to 87. If you
don’t have this item, you must
fight him —turn to 48.

76 « Asyoustep forwards,
» therugcomesto life

andrises up, challenging you with
an eerie, hissing growl.

Bearskin Rug: Fighting Prowess:
5: Constitution: 7; No armour,

If you defeat it, turn to 56.

7 « Youattackthe ice with

« yourknifeblade, but it

is refreezing as fast as you can
chipitaway. If you are determined
to reach the mask you will have to
think of something else to try —
turn to 8. If you are ready to give

up and go through the archway,
turn to 18.

78 « Slankcanscentyour

« fearandalmost hear
your racing heartbeat — although
blind, he is yet dangerous. He
lunges atyou with the long, spark-
ling talons of his right hand, using
them as a fencer uses a sword.

Slank: Fighting Prowess: 7;
Constitution: 23; 3-pt armour.

If you defeat him, turn to 20.

79 . Ifyou havethem, you
» canuse:thefourleaf

clover (turn to 81); the daughter's
teardrop (turnto 57); a newt'seye
(turn to 14).

If you do not have any of these,
or do not wish to use them, you
now leave the room (turn to 18).

8 « Yourring emits a blind-

» ing pulse of light, but
this has no effect whatsoever on
the creature. It strikes you with a
watery fist as you fumble for your
weapon — roll one die to deter-
mine the damage from this blow,

then turn to 50.
8 . Youleavethecloverin
« the mouth of the demon
mask. That should prevent Slank
fromtouchingit. You trudge acros
the icy floor to the archway and
step through. Turn to 18.

82 « Hecomesoverand

« lays his hands on your
shoulders — apparently in a ges-
ture of friendship, but you feel as
if you are bound in shackles of
cold iron, He fixes you with his
one good eye and says, ‘| have a
riddle for you. My first is equality,
my last is inferiority, and my

whole is superiority —what am 17’
Decide on your answer (think
carefully!) and then turn to 52.

8 « You notice a bottle of

= grey-greenstoneatthe
bottom of the pool. Before you
decide whether to reach in and
take it or not, the surface of the
pool starts rippling and heaving
like a lake in a storm. Suddenly a
watery being rises up out of the
turbulent pool. Will you draw your
weapon (turn to 50), or find some
other way to fight it (turn to 45)?

8 « Hushed, whispering

» voicesseem to call
from outside the tower — "Awake,
master. Death cannot hold you.'
You go to the window and look
out, but there is nothing but the
night and the howling wind.

Something stirs behind you.
You freeze at the sound, then
slowly turn... Slank has risen
again, but altered now to his true
form — he is much smaller than
before, stooped, almost frail. His
faceisgrey and lined, twisted and
misshapen such that the hollow
sockets of his eyes are not level.
The effect is even more horrible
than his previous appearance.

‘I still have one life left,” he
snarls. The voice is a strangled,
halting croak. His power is greatly
diminished, but you will have to
fight hard to prevail against him.

Slank: Fighting Prowess: 7;
Constitution: 18; 2-pt armour.

If you beat him, turn to 40.

8 « You getawhiff of the

= stuffinthe cauldron

when you are only halfway across
the room, and it almost puts you
off taking a look. When you do
look, you wish you hadn't—itisa
green, slimy broth full of unmen-
tionable ingredients. If by any
chance you wantto drink this foul
brew, turn to 39. Otherwise you
could continue on into the next

room (turn to 58) or investigate
the larder (turn to 22).
« Rollonedie.lfyou

8 « scoredorless, turnto
54. If you score 5 or 6, turn to 10.

87 . Thelittle girl'steardrop
« islike anacidto Slank.
He screams in rage and pain and
clutches at his eye. Did Vimbol
Greengosh explain to you the pur-
pose of the armour fragment and
the nun's hair? If so, turn to 31. If
not, turn to 78.

8 « Youpassalongawind-

« ingtunnel and entera
vaulted room lit with a sombre
green radiance. A dark silhouette
takes form in front of you. A tall,
majesticwaman. She is — magnifi-
cent. You stand in awe. A watery
green hue dissolves from the
room as she lifts the veil covering
her face and you stare into the
unfiltered light of her eyes. They
shine like polished jade. You try
to turn away, but, try as you
might, you cannot break her mes-
merizing gaze.

Mournful voices seem to echo
in your head, greeting you —the
voices of a hundred stony victims
entrapped by the gorgon to
become her companions and lov-
ers. They stand in shadowed
alcoves all about. Your world is
with theirs now.

Share silence...

89 « Fromanupperwindow
« youwatchthe exodus
of the thousands of souls Slank
had kept imprisoned here, some
of them for aeons. They file from
the castle and out across the
swamps, where they fade from
your mortal sight as they passinto
the afterlife. You scan the milling
throng for Vimbol Greengosh,
and finally catch sight of him —
capering merrily, he dances away
from the castle towards whatever
fate the afterlife reserves for
merchants...

At last you are alone in the
castle. You descend through the
empty halls and stride away
across the marshes. You do not
look back until you reach the
Mungo Hills, and by then there is
no sign of the castle.

As you make your way back
towards the town, you find that
seers and wizards have already
learned of your success. Bal-
ladeers roam the villages singing
epic songs which tell of the
archfiend’s destruction and which
refer to you as Demonslayer, or
Knight of Souls, or several other
rather flattering titles.

Hogron and his brothers have
invited the whole town to an
alfresco party in your honour. You
are carried shoulder-high through
the streets to the main square,
where Hogron delivers a long-
winded speech and then presents
you with a chest containing 700
gold pieces and a suit of
enchanted chainmail!

Your quest is ended. But keep
your Adventure Record some-
where safe, for who knows what
great deeds yet await you?[]
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LETTERS

Dear WD,

I've not GM’ed RuneQuest, though |
have played in several campaigns for
some years; and like many others |'ve
met, the major fault | find with the sys-
tem is that magic is too common. When
every random monster and peasant you
meet has several thousand Lunars
worth of spells ready for use, magicis no
longer the rare and wonderful thing of
fantasy; and even in an ancient rather
than a medieval setting, that should be
the case. Further, cults are selling their
major assets — the spells — rather than
trying to keep them secret.

| suggest the following two modifica-
tions to avoid this; first, cults should not
teach battle magic spells to laymen, but
only to characters of at least Initiate rank
in their own or allied cults. Second, to
become an Initiate, in addition to all
other requirements, a character should
have INT, POW and CHA each of 12 or
more. It is better to use the alternate
character generation methods of
Appendix A, so that PCs who want to,
have a reasonable chance of meeting
this requirement.

Magicwill then, as in most fantasy and
mythological literature, be available to
the heroes and villains — but not to the
beggars, peasants and minions sur-
rounding them. The cults also retain
slightly more power, mystery and awe.

| congratulate Robert Dale on produc-
ing one of the few items in RuneRites
that have interested me, and also Mark
Harrison for capturing so well the
flavour of Traveller adventuring in his
cartoon. I'm sure most Traveller GMs
have read itand said to themselves, 'Yes
—that's so-and-so’s character exactly.’

Yours,

Andy Slack, Hampshire.

Dear WD,

|'am disturbed about the reduction in
the number of articles on Traveller, and
the corresponding increase in the
number of RQ articles. In issues 45-52,
RQ articles outnumbered Traveller ones
by 3to 2 and, as a Traveller referee, |
must protest. Surely RQ is not that much
more popular than Traveller?

Yours gamefully,

Paul Cray, Preston.

Dear WD,

Snap out of it you Dwarfsters! Issue 53
puts your magazine well into middle
a?a, and already it seems to show signs
of failing health. Firstly, it is looking
somewhat overweight, with articles
such as the brilliantly repetitive Fiend
Factory and the first resort of the un-
imaginative DM, a scene from Lord of
the Rings. The sense of humour seems
to be wearing thin as well, Thrud and
Gobbledigook fell almost as flat as the
imfamous Travellers this month, and
only Critical Mass managed to maintain
its acidic reputation. In the words of your
reviewer, the Fighting Fantasy
Gamebooks on which the Castle of Lost
Souls is based, are aimed at ‘nine to
twelve year olds’. Why on earth do you
waste paper on things like this when
your own survey showed the average
readers’ age to be fifteen?

Only Tabletop Heroes proved useful;
it was instrumental in soaking up most
of the coffee | spilt while still in shock
after reading the rest of issue 53.

| urge you to reconsider both the for-
mat and content of the next issues, or |
and several other people will have to
give up on what certainly used to be the
best RPG magazine around, and turn to
something else — Imagine™ that!

Yours hopefully,

Robert Waite, Leicester.

Dear WD,

I would just like to congratulate you on
your highly entertaining, and most use-
ful, series of articles on that most deadly
of assassins the ninja (WD56-59).
Messrs Elliot and Edwards did a superb
job of a rather difficult subject and | am
looking forward to many more fine arti-
cles from this entertaining pair.

Yours,

Claire Voyant, Cambridge.

Dear WD,

Having bought WD since issue 9, | wel-
come any innovations. It has cer-
tainly improved in content, but | feel |
must put pen to paper over the latest RQ
additions.

Recently, many additions have seen
the light of day in your RuneRites col-

umn, such as the RQ character classes
(WD49), Runeblades (WD39) and now

Rings (WD52). Itis not that | am comp-
laining about the quality of these arti-

cles, they are a colourful and welcome
addition, but their relevant position in
any RQ campaign is questionable.

RQ character classes may well be jus-
tified by helping younger players adjust
tothe game, but to me they seem like an
attempt to bridge the gap between RQ
and D&D, producing a system hybrid.
Surely the point of the RQ system was
that it prevented putting characters into
classes which created restrictive
stereotypes?

The argument againstthe ringsis one
of proliferation; the artifacts are
extremely powerful, some of the rings
having Rune spell qualities, and they
would not be found in the backpack of
any beginning adventurer. These items
could easily overbalance the game if
they are ten-a-penny.

Yours,

Richard Ashdown, Stroud.

Dear WD,

When | open my copy of White Dwarf,
the firstthing | turn tois the letters page.
To my mind, this is the best part of the
magazine as it offers arguments, helpful
comments and optional rules. To this |
am sure many agree. | don't see letters
as bitchy, but a valuable addition to the
quality of role-playing aid that you
produce.

| think that a certain Mr Pulsipher gets
enough space in the letters page as it is,
without you meriting him with his own
column, which, to my mind, leaves the
unfortunate beginner with more
unanswered questions after having read
Lew’s Views than he/she had before! To
put a pessimistic tone overthings, | have
to say that WD will start to begin a down-
hill slide if it continues to print such dirge
as The Travellers. Not only is it
extremely unfunny, but three cartoons
in one publication is a bit much to expect.
Please, please, please scrap either Lew’s
Views or The Travellers, or even both
and add another page of letters.

Yours,

B P Stevens, Writtle, Essex.

To be fair, The Travellers appeals to
many of our ‘elder’ readers, who seem to
appreciate its more subtle humour —Ed.

Dear WD,

After reading a preview about RQ3
recently, itappears as if the rule changes
will be so great, that it will be a totally
new FRP system. Do | understand that all
the previous RAQ supplements will not be
compatible with the new system, and
more importantly, that the new supple-
ments to be released by Avalon Hill will
be incompatible with the old? It seems
to me that Avalon Hill is abandoning pre-
sent RQers in favour of its new system.
Also could you please enlighten RQers
about the future of the game in the UK.

Yours,

David Robb, Edinburgh.

RQ3 is still a mystery as far as the UK
market is concerned! However, it does
look like the game has essentially the
same framework, with many new ideas
and improvements —Ed.




HYRNOTIZED BY THE EVIA.
TO-ME KU-PA , THRUD ARRIVES
IN THE LEGENDARY CITY OF

@The Three Tasks of Thrud

SUYDM-BODE ON THE SECOND
OF HIS THREL TASKS— TD STEAL
THE. ‘EYE OF THE SERPENT FROM
THE. TEMPLE OF ST, IN A BUSY

ptr 4:

——

CITY SUCHAS THIS,A LONE
BARBARIAN WILL AUWAYS ATTRACT
THE ATTENTION OF THE CITY
GURD - TO AUOID THIS, OUR
HERD ADOPTS A CLEVER DISGUISE

L

N

eal”
g

¢ Becond

-

35




N
D
>
@

a
Q
%]

S

b=
c
o

=
m

5
>
2
Lo

oM
b

R}
0

=
&
&
=1
=]

g
=]
=

[

TABLETOP HEROES

Tabletop Heroes is a regular
figure review and general fantasy
modelling feature, by Joe Dever
and Gary Chalk. This issue, new
standards for the industry in...




TABLETOP HEROES

This month we've included a brief sec-
tion on how to make model flags. We
hope to include more practical model-
ling hints in future articles. If you have
any useful orunusual tips for painting or
modelling, dodropus aline. We'd like to
start a Fantasy Figure Forum where
readers, whether beginners or seasoned
veterans, can share their ideas and tech-
niques. Send your ideas to FFF, c/o
White Dwarf, 27/29 Sunbeam Road,
London, NW10 6JP, and we will publish
the name of any reader whose hints we
feature.

Fig 1 shows the beautifully detailed
Ral Partha ‘Frost Giant’ (P13/1d) on his
holidays (...a walk in the Black Forest?).
This specimen has been painted to
depict a native of a more temperate
clime, but it is particularly stunning
when painted in shades of blue and high-
lighted in white. This ‘noble’ giant would
make an interesting and perhaps teetotal
adversary to some of Citadel’s latest
Giants range (C28). If the 'Warhammer
view’ of alcoholic giants [see WD48]
halds true, then this character should
have no difficulty in beating his more
inebriate kinfolk.

Fig 2: This Citadel Night Goblin Stan-
dard Bearer (C13/1f) comes with the
standard moulded onto the figure, and
bears the 'lidless eye’ emblem that has
become a widely used ‘evil’ symbol
amongst fantasy gamers. It is part of
Citadel’s large Night Goblin range; a
tribe of lesser nasties that are equally
suited to the dungeon as to the fantasy
battlefield.

Fig 3: Sir Cedric Heartthrobb
in the company of Corbitt Shortstuff,
famous dwarf jester of the Citadel
Dwarf Kings Court set. The mount-
ed knight is from the Essex range
of Feudal Knights, which also features
dismounted versions of their ‘horsed’
figures. The setting of atournament pro-
vides an excellent ‘raison d'etre’ for
many fantasy scenarios; the training
ground of the great warrior, an oppor-
tunity for the unknown and fortuneless,
the career of the NPC and the favourite
spectacle of any fantasy populace.

In Fig 4we happen to chance upon the
beginning of a bar-room brawl, started
no doubt by an argument over the divi-
sion of the pile of gold on the tavern
table. The scene features most of
Citadel’s Diorama Set Two (C34/2a) and
Townsfolk (C32/2), who provide the non-
player character background to the four
polemical adventurers. The bar-room
brawl is an ideal scenario for a large
group of players, especially where the
Dungeon Master has limited prepara-
tion time. The basic idea is to bring
together player characters with oppos-
ing orinflicting roles, within the confines
of a fantasy tavern. As each player
attempts to fulfil their ‘objective’, usually
at the expense of another player, so
chaos ensues and the fun begins. Best
of White Dwarf Scenarios 1 has an excel-
lent bar-room brawl scenario that comes
complete with floorplans and character
detalls.

The decrepid wizard in Fig 5is an early
Citadel casting from their old Fantasy
Specials range, which has since been
superceded by a new seated occupant
who is younger and less sinister. He is
reading a book on an accompanying lec-

turn and is now part of Citadel’s Diorama
set C34/2e, the rest of which features a
necromancer with altar and victim; all
very useful accessories for an evil tem-
ple or lich chamber. Talking of useful
accessories, many readers have expres-
sed theirirritation at the lack of ‘'smaller’
accessories that are currently available.
Iltems like candlesticks, plates of food,
stacks of books, wine goblets etc can
really enhance a dungeon setting, and
often inspire scenarios in their own
right, but just do not appearin manufac-
turers’ lists. Well, good news for all you
sticklers for detail, for Rick Priestly of
Citadel Miniatures informs us that they
can supply small accessories to indi-
vidual customer’s requirements. Send a
SAE to Rick at Citadel, and he'll be
pleased to assist your quest for dungeon
perfection. The warrior escort depicted
around the seated wizard are Great Gob-
lins from the Citade/ C12 range (C12/1d).

Fig 6 shows two new Ral Partha
figures, both elves, from their PO1
range. The elf shown holding a two-
handed axe is their EIf Hero, whilst the
standard bearer is in fact a converted
High EIf; the flag staff and the shield hav-
ing been added to the original figure.
The elven flag is made of paper and was
constructed as shown below in the Flags
and Banners feature. The device of ship
and stars has been painted in white but
shaded with pale blue as opposed to
grey. This helps to enhance the ultra-
clean look, and it is a useful tip to use
when painting paladin’s cloaks or
cleric’s surcoats. Conversely, when you
wish to use white on an ‘evil’ figure, a
touch of green can bring out a very ‘un-
natural’ look.

Next month, we hope to be featuring
sci-fi figures, both in 15mm and 25mm
scales, and we'll be setting our phasers
to stun!

Flags and Banners

The method detailed below is one that
we usually use to construct banners,
pennons or any other type of miniature
flags. Painting both sides of the flag
while itis flatand opened out, is strongly
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1: Use a piece of thin paper (no greater
than 70g/m? substance). Using a ruler
and set square, draw the basic shape of
your flag, taking care to leave sufficient
‘sleeve’ where the flag will wrap around
the flagpole. Now draw your motif on
each side of the flag with a sharp pencil.

2: Paint your design with enamel,
acrylic or poster paint. Do not forget to
include the ‘sleeve’, which is often best
painted in the same colour as the flag-
pole. Small details, lettering and outlin-
ing can be added once the paint has
dried. Arapidograph penis ideal for this
sort of embellishment, but excellent
results can be obtained from a much
cheaper ‘dipping pen’ and indian ink.

recommended, rather than attempting
to paint the banner once it has been
stuck in place. Note that the following
method is identical for all flags, regard-
less of their shape.

3: Fold the flag in the middle and wrap
itaround the flagpole so that the ‘sleeve’
becomes moulded to the shape of the
staff. Now carefully spread a contact
adhesive (Uhu, Bostik, Evo-stick etc) to
one side of the inner surface of the flag,
and press the two sides together around
the flagpole. Itis essential to use as little
glue as possible when sticking the two
halves together.,

4: Shape the paper so that it appears
to be blowing in the wind. Flat flags are
most unconvincing. All that remains to
donowisto paintalong the edge where
the two flags meet (this will help to hide
any seepage of glue), and varnish the
entire flag and staff once the paint has
thoroughly dried.[]
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RUNERITES

RuneRites is a regular RuneQuest column, edited by Dave Morris.

Mystic Triptych

This issue we have a trio of ideas foren-
livening your campaign — a new Rune
spell, a weird new monster and a new
magic item. | particularly like the Ring of
Holding, as it should provide an enter-
taining réle-play exchange between
Referee and player when the ringwearer
bargains with his captive.

NIGHT SHRIEKERS
by Oliver Johnson

These monsters are bizarre, bipedal pre-
dators which have evolved from large
bats. The legs have developed from the
bat’'s wings while the grasping hind
limbs grow forward along the creature’s
body to hang below its fanged jaws.
Night shriekers have retained the sonic
‘sight’ of their bat ancestors, and their
eerie screeching can be heard by night
as packs of them run through the forest
in search of prey.

STR: 2d6+2 Rightleg (01-04) 0/4
CON: 3d6 Leftleg (05-08) 0/4
SIZ: 1d6+4 Body (09-11) 0/6
POW: 2d6+5 Right'arm’ (12-14) 0/3
DEX: 2d6+14 Left'arm” (15-17) 0/3
Move: 10 Head (18-20) 0/3

Hit Points: 9-10 average
Defence: 15% average

Armour: none

Bite: (1d6+1), SR6, 50%.

Claws: (1d4 each), SR6, 60%.
Skills: Listen/Spot Hidden 100%.

(This nocturnal horror has been taken
from Dougal Dixon'’s excellent book
After Man, where itis one of many crea-
tures that inhabit a chain of subtropical

dominate most ecological niches. The
discovery of such islands on Glorantha,
Questworld, or wherever could provide
a few Darkness cults with an intriguing
array of familiars. But remember that the
theory of evolution would be unknown
in these worlds, and the night shriekers’
resemblance to bats would remain but a
curious mystery. -DM)

islands where bats or their descendants

THE RED DEATH
by Steve Foster

Cost: 3 POW
Range: 160km
Duration: 1 lunar month

This non-Stackable, non-Reusable spell
requires about half a wineglass of the
intended victim's blood. This is pre-
pared by casting matrix creation on it.
Then, on the night of the full moon, the
red death spell itself is cast on the blood.
The caster makes an immediate attempt
to overcome his victim's POW —and,
because of the spell’s virulent intensity,
his chance is increased by 10%. If he
fails, the victim is not affected and will
be unaware that any attack has been
made on him,

If the caster’s attack is successful, the
victim is afflicted with the red death and
can only be saved by the death of the
caster before the night of the next full
moon. The symptoms of the death are:

1st week — painless red blotches
appear on the victim's face.

2nd week — the blotches spread; the
victim temporarily loses 1 point of CON
owing to illness.

3rd week — the blotches cover the
whole body; they become slightly pain-
ful, reducing the victim by 5% in all skills
except languages, owing to loss of
concentration.

4th week — the blotches become lep-
rous red sores oozing a red ichor;
another point of CON is lost.

The Final Night — eight hours before
he is to die, the victim experiences hal-
lucinations which (if he can decipher
them) provide clues to the identity and
current location of the spell’s caster; this
gives him a last chance to save himself,
since the coming of dawn will see him
reduced to a purulent slime...

With the demise of the caster, all symp-
toms of the death will reverse within a
few melee rounds. No other healing

spells will be effective, though divina-
tion and the like can be used to give
information about the caster, of course.

(Although this spell sounds just right
for Red Goddess worshippers, Steve
designed it for a non-Gloranthan setting.
Note, therefore, that ‘1 lunar month’
means 28 days, not the 7-day cycle of the
Red Moon. Steve adds that the spell is
available only to High Priests of certain
Death cults — Mallia and Thanatar, | sus-
pect. The Black Fang Brotherhood
should not have it. Theircultis not really
that tough, and with their special power
to block divinations it would make them
unbeatable! —-DM)

THE RING OF HOLDING
by Yvonne Newnham

This is a pale yellow stone in a setting of
red gold. If looked into, the character
must roll POWx5 or less on d100 or be
drawn within the stone. He then van-
ishes from the physical world and can be
seen as a tiny wraith-like figure within
the ring by whoever wears it. The ring-
wearer can converse with the trapped
character and can free himifthe charac-
ter agrees to perform some service on
his release — the character will be magi-
cally bound to perform this service as
soon as he can. Forexample, the wearer
might require a trapped character to go
on a quest to obtain a legendary item for
him; if the character agreed, he would
be freed from the Ring and would be
constrained to set out on the quest
immediately. For every month spentin
the Ring, there is a cumulative 1%
chance that a character will go mad. If

this happens, he may insanely refuse to
agree to perform any service at all, mak-
ing itimpossible for the wearer to get
him out of the ring. Since the ring can
hold only one person atatime, a recalcit-
rant victim can make it unusable, so the
wearer must attempt to come to some
agreement with his captive before the
latter goes mad from his confinement.[J
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FIEND FACTORY

The Gods of the Shapelings

The invisible people covered in last
issue’s Fiend Factory worship a vast
pantheon of Neutral (or at times, Good-
inclined) deities who are known as The
Procreators of Eternity! Only a few have
the vaguest personification — presented
below are some of them.

THE PRIME TECHNICIAN

— Greater god (god of knowledge,
science and craftwork)

Armour Class: -2

Move: 14"/24"

Hit Points: 340

No of Attacks: 1

Special Attacks: Can bring forces of
nature to bear (lightning, tornado etc).
Also can raise wisdom and intelligence
of a character temporarily.

Special Defences: See above. Can tele-
port from danger.

Magic Resistance: 80%

Size: M (6')

Alignment: Neutral

Worshipper's Align: All alignments
Symbol: The balance and chemical retort.
Plane: Limbo

Cleric/Druid: 20th level cleric/

14th level druid.

Fighter: 5th level fighter.
Magic-User/lllusionist: 30th level each.
Thief/Assassin: Nil

Monk/Bard: Nil

Psionic Ability: 11

S:20(+3,48);1:24; W:24;:D:21;C: 21;
CH: 20.

The Prime Technician is a robed and
cowled figure clad in light-grey; embod-

iment of the blind and dedicated, dispas-

sionate and amoral search for know-
ledge. A true Neutral.

The Technician is second in com-
mand of their conclave. Like his fellows
in ‘appearance’; he is depicted as a
humanoid figure dressed in robes,
gloves and vacant cowl, of dark blue,

by Fred Lee Cain

Fiend Factory is a regular depart-
ment for readers’ monsters in
Dungeons & Dragons, edited by
Albie Fiore. This issue, the gods
of last issue’s creatures.

with a long staff of dark wood entwined
with a brazen serpent clutched in one
hand. (Treat as a Staff of Magi/Power).

THE CHAMPION

— Greater god (god of courage, battle,
and martial skill)

Armour Class: -5(plus +4 plate armour)

Move: 20"/30"/20"/18"

Hit Points: 380

No of Attacks: 2-3

Damage/Attack: By weapon type and
5-50 (+12)

Special Attacks: Gaze will act as a fear,
death, spiritwrack, dispel evil, flame strike
or disintegrate spell (eyes appear and
glow red when gaze is used as a weapon).
Touch of hand can act as a lightning bolt
and if The Champion strikes with his fists,
there is no Save against this (a Save may
be possible if the blow is a kick).

Special Defences: Can teleport, regener-
ation in 3 rounds of any damage. Also,
gaze has powers of know alignment, dis-
pel evil; and confusion (no gave on any
of these).

Magic Resistance: 80%

Size: M (7' tall)

Alignment: Lawful neutral
Worshipper's Align: Lawful neutral (can
be inclined toward Good or Evil; but
must be dedicated to ‘martial virtues’ of
‘order’ and 'honour’).

Symbol: An empty, crested, blue-black
helmet with raised visor.

Plane: Limbo (The Halls of Eternity)

Cleric/Druid: 20th level cleric/
13th level druid.

Fighter: 20th level
Magic-User/lllusionist: 28th level
magic-user/25th illusionist
Thief/Assassin: Nil

Monk/Bard: 17th level monk/
12th level bard.

Psionic Ability: ||

S:23(+5, +11); 1: 24; W: 24; D: 21;
C: 23; CH: 22.

The Champion, Marshall of all the armed
hosts of the Procreators, is an armour-
clad figure armed with a +3 Vorpal
Sword; Wand of Fear/Fire and lllumina-
tion; Spell Projector (pistol; multiple
options of spells of: hold person, flame
strike, explosive runes, lightning bolt
and cone of cold). Clad in blue-black +4
plate armour with a silver Belt of Levita-
tion, he is the ultimate, personification
incarnate of the blindly obedient profes-
sional soldier. His battles against such
foes as Orcus, Tiamat, Belial and Nyar-
lathotep have been epic encounters,
from which the Procreator and his num-
berless legions have always emerged
unvanquished.

THE HIGH OVERLORD

— Greater God (arbitrator of Destiny,
First among the Procreators)

Armour Class: -1

Move: 20"/36"

Hit Points: 400

No of Attacks: 2(+ spells)
Damage/Attack: 10-100 (+16)

Special Attacks: Gaze of eyes can pro-
ject a temporal stasis spell or (against
any devils, demons etc of the nether
planes) spiritwrack (no save). A touch
from either hand will act as a lightnin
bolt, cone of cold, or disintegrate spell,
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Special Defences: Teleport, regenera-
tionin 3rounds of any damage. Immune
to any weapons less than +4.

Magic Resistance: 95%

Size: M (6')

Alignment: Lawful neutral
Worshipper’s Align: Any alignment
(though evil worshipper’s are usually
only Neutral evil).

Symbol: A circle divided vertically into
two halves; half black, half white.
Plane: Limbo

Cleric/Druid: 29th level cleric/14th level
druid.

Fighter: 11th level fighter
Magic-User/lllusionist: 29th level MU/
26th level illusionist.

Thief/Assassin: Nil

Monk/Bard: Nil

Psionic Ability: Il

S$:23(+5,+11);1: 24; W: 25; D: 22; C:
23; CH: 23.

The High Overlord is an unseen figure,
apparently clad in armour beneath a
cowled and belted jumpsuit, with a
circlet-band of small, linked, square
plates of gold encircling the brow of his
hood (like an Arab burnoose). His garb
is aneutral shade of russet-brown, worn
over banded gauntlets and armour of sil-
vered steel. The High Overlord is recog-
nised as chief administrator over the
Procreators and is a figure of impartial
authority, who makes decisions based
on pure necessity, unbiased by emotion,
hardship or gain.

Itis rumoured that on rare occasions,
the High Overlord will manifest himself
(secretly), in the guise of a tall smiling
handsome man of middle years, with
slender youthful frame and features,
silvery-grey hair; charming gracious
and educated speech. He is always clad
in white apparel appropriate to the cul-
ture and setting to intervene when Fate
requires it—always to restore the
balance of order.

THE ALL-LOVING

— Greater goddess

(goddess of benevolence)
Armour Class: -2

Move: 20"/25"/18"/15"
Hit Points: 360

No of Attacks: 2
Damage/Attack: 20-50

Special Attacks: See text

Special Defences: See text

Magic Resistance: 76%

Size: M (5'2')

Alignment: Neutral good
Worshipper's Align: All alignments
Symbol: Silver halo and wand
Plane: Limbo/Elysium
Cleric/Druid: 20th level cleric/
16th level druid.

Fighter: 15th level fighter
Magic-User/lllusionist: 23rd level
magic-user/illusionist.
Thief/Assassin: Nil

Monk/Bard: Nil

Psionic Ability: ||

S:19(+3,+7);1: 21; W: 23; D: 23; CH: 24.

The All-Loving is a youthful (and
shapely) feminine figure seen only in a
close-fitting, yellow-and-dun-hued
jumpsuit; with golden belt; fur-trimmed

boots and gauntlets; and a shadowy,
fur-lined cowl; with a silver, circlet-band
hovering motionless over her head as a
halo and sometimes, a brown cape that
functions as a Robe of Blending. An
apotheosis of all that is loving and pro-
tective, she is one of the more actively
benevolent figures among the Proc-
reators of Eternity; bestowing a particular
watichfulness over those in love or those
especially dedicated to an ideal; or to
those who are lost, lonely, or bereaved.
Though preferring to act unseen, she
will, iftaking an active role (in particular,
in defence of the young and/or inno-
cent), be able to provide one or more of
the following spells: bless at +3; protec-
tion from evil; create food and water;
find the path or to answer 1-3 questions
or grant 1-3 wishes. If involved in battle,
she will strike with a silver wand that can
inflict 20-50 points damage on a hit, or
serve as a Rod of Thunderbolts.

General Notes
The realm of the Procreators is a
shadowy nether-domain, forming a
labyrinthine complex of palaces and
laboratories, located between Limbo
and the Plane of Concordant Opposi-
tion; ..neither overly cheerful nor
unpleasant. A place of mystery and lore;
waiting and making; seeking and find-
ing. For any beings of Good and Neutral
alignment, it is quiet and shadowy — a
peaceful and pleasant place of wonders
unveiled; where dream-like waking
merges with happy but lifelike dreams.
For beings of Evil alignment, unbeing
alternates with a shadowy dream-life,
where nightmares threaten to become
reality.

Visitors to their realm — mortal or
otherwise — are received with gracious
indifference. Although not directly or
openly allied with any pantheon of
Good, the Procreators are no friends to
Evil and have, on more than one occa-
sion, launched highly feared and suc-
cessful incursions into the realms of the
Lords of Evil, for reasons known only to
themselves.

Although they cannot be invoked,
sometimes—during threats of great Evil
—they will respond to a plea for aid (3%),
appearing in great, armed hosts — often
in eagle or swallow-shaped, flying bird-
ships, or (ifat sea) in huge fleets of shark
or crocodile-shaped war-vessels; to a

great, majestic fanfare of trumpets and
drums (the Procreators herald only their
arrival; never their victory). On such
occasions, if battle is the order of the
day, they will fight relentlessly and with-
out yielding or regard for odds; but
sometimes, some of their ‘help’ may be
of ‘questionable’ value, as they will (10%
of the time) not hesitate to employ
weapons of highly destructive enchant-
ment that would threaten Good as well as
Evil. Such weapons usually resultin a
manifestation of power drawn from one
of the Elemental Planes, creating some
local form of natural upheaval or cata-
clysm (such as a tidal wave, hurricane;
earthquake, meteor strike etc). Since
such tactics may obliterate any and all
combatan s for an area covering any-
where fror 50’ square to 10 square
miles, survival may depend on precau-
tions and quick thinking. It's not certain
whether the Procreators don‘t realise
the magnitude of some of their attacks
orinatrue Neutral point of view, see life
and death as only twin parts of nature.

There seems to be some evidence
that, at least sometimes, this neglect is
something of an oversight, as (45% of
the time), if an individual can catch the
attention (in time) of a specific Procreator
(or group) and throw themselves on its/
their mercy and beseech rescue, the Pro-
creator(s) will provide some means of
protection or escape.

Very rarely (1%) a specific Procreator
will elect to answer a prayer of a Neutrally
inclined character. The High Overlord is
something of an oracular figure and may
appear (usually enthroned) to bestow
information or advice (50% chance the
help of a Seer, Sage or Scribe is needed
to fully translate or interpret the infor-
mation so it can be helpful [the Procrea-
tors will never give false or deliberately
harmful advice]. The Prime Technician
may provide information, technical
advice and inspiration for a specific
problem. The All-Loving can provide a
wide range of aid if her help is specifi-
cally requested. (The DM may wish to
provide identities for other Procreators
covering other fields, or clear sugges-
tions for others suggested by Players).

Procreators will only respond person-
ally to one plea from a character (if at all),
and may demand a service in return; but
they do notdemand offerings or answer
for sacrifices (or even insist that one
requesting their aid be one of their wor-
shippers)! They cannot be summoned
or gated.

Their manner when perceived is lofty,
dispassionate and detached; with more
of a emotionless zeal of self-absorbtion
fortheir own ends. Their eyes will some-
times be seen in the shadows of their
helms orcowls; pale, glowing and (usu-
ally) blank, their voices are purported to
sound rather calm, sepulchral and sol-
emn, but not really unpleasant or fright-
ening (or sad, angry, or hinting much of
any emotion).

Final Note: Inspiration for Surrogate-
Forms comes from art and stories of
Steve Ditko, The lron Warrior; Jack Kirby
and from the Walt Disney movie Bed-
knobs and Broomsticks. The Procreators
of Eternity were taken from a two-part
story inthe B&W comic-magazine Weird
Tales of the Macabre.l
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Bwards Voting%tm

The 1984 Games Day Awards will be presented at Games Day ‘84 on 1st and 2nd September at
the Royal Horticultural Society's New Hall in London. It has been decided by the awarding body

that the Awards will be decided prior to the event by postal ballot. All you have to do is write
down your three choices in each of the categories below and send in the completed Voting Form,
duly signed, to: Games Day Awards, 27-29 Sunbeam Road, London NW10 6P to arrive no later

| A
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Anybody who is the least bit inter-
ested in playing games will know
about Games Day. First established
in 1975, Games Day attracted nearly
10,000 visitors last year to witness
and participate in two days of
frantic playing. Games Day does
not, however, centre its demon-
strationsaround ‘classic’ games such
as Chess or Monopoly. Titles that I
are featured strongly form part of
the new generation of adventure
games. These include role-playing |
games such as Dungeons & Dragons,
Traveller and RuneQuest, science
fiction and fantasy boardgames
such as Talisman, Car Wars and
Starfleet Battles; historical games
such as Diplomacy, Kingmaker and I
Squad Leader; and computer games. ' |
All these games can be seen and
played whilst some 40 manufact- l
urers and representatives will be
there to show and explain new and | J
existing titles. Indoor games playing

is a fun and expanding activity and I
Games Day '84 will be the largest

Iy

Best Role-Playing Game

Best Fantasy Boardgame

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

Best Abstract Game

event of its kind in the world. If I K Best SF Figures Manufacturer

you want to find out what is new in |
the world of games, come to:
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than Tst August 1984, All Voting Forms, after the count has been made, will then be entered for a
draw, for which the first five forms drawn at random will enitle their senders to 2 complimentary
tickets to Games Day '84.

| Notes: Please vote for propriety games only, not classical games such as Chess, Go, etc.

L Best Historical Figures Manufacturer
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Games Day is an annual event organised and

| hereby declare that | have voted only once in the 1984 GAMES DAY AWARDS ballot.
sponsored by Games Workshop Ltd. Signed
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Sole United States Distributor
‘Wargames'

1410 Promenade Bank Centre,
Richardson, Texas, 75080

All enquiries call 214/387 - 0360
Huge stocks of all our ranges
plus all our new releases.

Executioner with head of victim.

Orc with Axe & shield (2 var.)
Orc with club & shield (2 var.)
Ore firing crossbow (2 var.)

Orc Armoured thrusting spear (3 var.)

Orc firing bow (2 var.)

Orc with Death Banner

Orc beating Battle Drum
Trumpeter

Chieftain with axe

Guard - Armoured Halberdier
Champion in Plate Armour
Orc with sword and dagger
Orc rabble attacking with spear
Orc rabble with axe & dagger
Orc rabble with sword & shield
Orc rabble with club & shield
Great Orc leader riding
armoured War Pig!
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German Agent:
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West Germany.
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POISON DWARF GAMES
Micromail Ltd., P.O. Box 34,
Leighton Buzzard LU7 8SJ
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DUNGEONS & DRAGONS
Basic Set (revised)
Expert Set
Moduie B1 .
Module B2 .
Module B3 .
Module B4
Module B?

Madul

on 01-965 3713.

ARMOUR CLASS 10

T-SHIRTS
AVAILABLE NOW!!

Wrap your mightily thewed barbarian
torso in a figure-hugging new-style
White Dwarf T-Shirt. Impress your
hirelings this summer!

Available in SMALL/MEDIUM/LARGE
at only £4.95 plus 75p p&p.

Cheques made payable to Games
Workshop and address to T-Shirt
Offer, Games Workshop, 27/29 Sun-
beam Road, London NW10 6JP or
phone Games Workshop Mail Order

Module X2 .
Module X3 .
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Module M1 .....
Module M2
TUNNELS & TROLLS

Tunnels & Trolls Boxed Set ...

Tunnels & Trolls Rulebook £3.50
City of Terror ....... £3.50
Sea of Mystery . £2.30
Blue Frog Tavern . . £2.30
Sewers of Oblivion . . £2.50
Death Trap Equalizer ... £3.20
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Naked Doom ....... . E2.00
Sorcerer Solitaire .
Weirdworid ...

Buffalo Castle .
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Sword for Hire ....
Labyrinth
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Uncle Ugly's U . £1.36

The Complete Dungeon of the Bear ......... £3.00
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of Kasar £2.50

TRAVELLER

Traveller-Starter Edition .

Book 0: Introduction to Traveller
Book 4: Mercenary .......

Book 5: High Guard
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Supplements 1-13 ..,
Traveller Adventures
Traveller Double Adventures 1-6 ...
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Discount on orders over £20 for schools and colleges

OTHER TRAVELLER ADVENTURES
Ordeal by E'shaar
Action Aboard
The Seven Pillar:

Rescue on Galatea

Legend of the Sky Raiders .. T £380
Trail of the Sky Raiders . £3.80
THIEVES WORLD

Thieves World Boxed Set ... £12.70
MIDDLE EARTH PLAYING AIDS

Middle Earth Role-Playing Game Book ... £5.90
Bree & the Barrow Downs .. £4,

Middle Earth Guide & Map .
Angmar - Land of the Witch
Ardor - Realm of Southern Middle Earth .,
Umbar - Haven of the Corsairs ... £i

Nerthern Mirkwood - Wood Elves Realm . £6.75
ISBRAGATT ... oeasmvrmmmmmitinssasision £8.95
RUNEQUEST

Boxed Set

Rulebook

Cuits of Prax
Cults of Terror .
Plunder
Questworld
RUNEQUEST BOXED SETS
1: Humanoid Adventurers
2: Adventurars ...

3: Attack of the Broo .
4: Broo I
5: Dragonewts
AUNEQUEST ADVENTURES
Pavis
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OTHER GAMES
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Dr, Whe
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Quirks Exp
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Judge Dredd ..
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TREASURE CHEST

Treasure Chest is a regular department for readers’ D&D ideas.

Arch Enemiesin FRP

by J H Dickson

‘Oh no, notthat filthy umber hulk again!’
came the unanimous cry.

This umber hulk, which started as a
wandering monster, had somehow turn-
ed into an arch enemy. It had outwitted,
escaped from, robbed blind and even
murdered members of the party, and
now it was here again. It had stolen a fol-
der — a very important folder, which it
used as an inanimate hostage if things
got rough.

‘Kill me and you'll never get it," was
the umber hulk's standard reply to a
threat.

The ‘ransom’ for this folder was grate-
fully received by the fiend many times,
though each time he found some new
way of getting out of delivering. He was
the arch enemy.

But allgood things must one day come
to an end. When he assaulted Zimone,
the high priestess, in front of the rest of
the party, it was the final straw.

Battle took place and the umber hulk
died; the folder was found on the hulk's
person, and so came about the end of a
fearful arch enemy. It was ailmost a
shame to kill him.

Every party should have an arch
enemy. People who spend the majority
of their lives hacking and slashing and
doing their best to slay and maim mon-
sters can hardly help it. Those sort of
people tend to be rather unpopular with
monsters. They make enemies easily.

Survivors from a monster massacre
are the obvious candidates. Their
friends and possibly family have been
slaughtered, they have been injured,
their dwellings ransacked and posses-
sions stolen. Revenge is strong in their
hearts.

Only the most powerful or stupid
monsters will run yelling after the party,
sword flailing. If the characters have
defeated them once, why shouldn’t they
again, now the monsters’ numbers are
fewer?

Put yourself in'the place of the
vengeful monster. It would not only
planthe attack very carefully, but would
usually rally support first, too. Other sur-
vivors and nearby bands of monsters
might help, the other bands not neces-
sarily of the same race; elves might help
against dwarves, anyone might help if
they might be next on the party’s hit list.
Mercenaries may be hired.

As characters become more powerful,
so should their arch enemies. A magic-
user with only write, shield and magic
missile spells, and 5HP, may well have
nothing more deadly than an orc for an
arch enemy, but even a member of Uruk-
hai is nothing to a mage flinging light-
ning bolts around, as he may well
become. Eventually, nothing is left but
to use demons and devils.

Don't go too far — Geryon can defeat
any character — or should be able to if
your campaign is well run. One of my

players made exactly that mistake, and
he is no more.

Also remember that on the Prime
Material planes the greater devils and
arch-devils can be killed and re-killed as
many times as they have points of con-
stitution, which makes them excellent
arch enemies.

Arch enemies should appear reason-
ably regularly, if only to test their power
against that of the character, which is
everincreasing. Don't make the mistake

"You! | should have known, you
swine.’

'Yes, itis|—do you think I'd let
this opportunity to kill you slip
out of my hands? Take that,
you dog!’

of making them appear too often, how-
ever; it gets a little monotonous, and you
know from real life that you get tired of
even your favourite things if sampled
continuously.

NPC arch enemies can be the most fun
to DM, and are the most long running.
The reason for this is that they advance
in levels like the characters they are the
arch enemies of, and so, unlike the orc
mentioned earlier, are always a match

forthe character, and hence a challenge.

For this reason, an NPC arch enemy is

also the easiest to DM, and the best
choice for the beginner.

With the monsters that don’t increase
in ability, and therefore become less of a

challenge, three options are open to you:

1. You can allow the failing arch

enemy to retire gracefully, and intro-
duce another.

2. You can have a momentous ‘last

stand’ in which the arch enemy upholds

his honour in a final fight, while he still
poses a threat, almost always resulting
in his death. This always goes down well.

3. The arch enemy neither retires nor

admits his defeat, but simply becomes

more devious. He uses all his abilities to

the full. He relies more and more on his
cunning tc outwit his foe than on his
sword arm.

Finally, the rival’s dungeon; this can

be a special dungeon hired outto wealthy
characters, or their arch enemies, or
both, or can be justa highly entertaining
scenario—itamounts to the same thing.

The character and arch enemy enter

the dungeon at opposite ends, and must
search out and kill each other. Make a
record at all times of wherethe arch
enemy is, butdon’ttell the player unless
they meet.

The two rivals use their ingenuity to

lower their opponents HP as much as
possible first by setting traps, while
avoiding those set by the opponent.
Monsters should be scarce in this dun-
geon; powerful monsters could kill one
or the other of the rivals and that would
defeat the object of the dungeon, but
should be present in small numbers.
Leave a few false trails too, just to add a
little more spice.CJ
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STARBASE

Since Traveller is a game of science fic-
tion rather than scientific fact referees
should consider the possibility of design-
-ing a universe with an unusual structure.

Curved Space

The normal Traveller universe is appa-
rently infinite, with each sector joining
another in a flat plane spreading across
the universe. An enterprising referee
could consider ‘folding’ a single sector,
by having the “top’ join the ‘bottom’ and
the ‘left’ the ‘right’. This is illustrated in
figure 1, showing a normal sector sur-
rounded by four others, and a ‘folded’
sector surrounded by itself, The bound-
aries between the ‘top’ and ‘bottom’,
and between the ‘sides’, are of course
undetectable —in fact non-existent—and
are crossed by jump routes like the
boundaries between normal sectors.
Advantages for a referee are compact-
ness, with a finite number of systems
necessary to fill the universe, and the
fact that short cuts are available which
limitthe longest possible journey to half
a sector. This can have dramatic effects
on the resolution of events. However, it
does mean that large political organisa-
tions such as the Imperium are unlikely.
Referees wishing to add more systems
can add another “folded’ sector parallel
to the first, linked by a few long jump
routes (Fig 2). For more unusual effects
itis possible to link the ‘top’ of a sector
to one 'side’ and the ‘bottom’ to the
other, as in figure 3.

Space Warps, Wormholes, etc

These anomalies in the normal structure
ofthe universe can be of any size, from a
few centimetres in diameter to the width
of a solar system. Objects entering them
are instantaneously connected to another
area of the universe. Small warps have
value as transport and communications
facilities, although they will rarely be in
convenient locations, while a really
large warp might surround a solar sys-
tem, which would in effect be in two
locations simultaneously. Ships jump-
ing into the system in one location
would have an exactly equal chance of
jumping out into the area surrounding
either of the locations. Ifthereisn’t a sys-
tem in the corresponding destination
hex it might be a little unfortunate, so a
kind referee should have an identical
pattern of systems within a four-parsec
range of each location (Fig 4). The two
linked locations could be a few parsecs
apart, as illustrated, or at opposite sides
of a sector. Another possibility is that a
ship entering such a system would be

Starbase is an alternate-monthly
column for readers’ ideas for
Traveller, edited by Bob
McWilliams. This issue, some-
thing on varying universal ‘laws’.

The Edge
of
Infinity

Variant Universes
in Traveller
by Marcus L Rowland

duplicated in both surrounding areas
when it jumped out. Players could be
aware of the duplication, and of their
‘dopplegangers’ fate —they might be
psionically linked so that if one died, the
other would die—or could remain ignor-
ant until the referee chooses to let the
‘two’ ships meet. Worlds in the middle
of a space warp would probably have a
lot of peculiar features — twice the nor-
mal number of stars in the sky, a sun
abnormally rich in heavy elements (it
absorbs twice the usual amount of inter-
stellar dust), and very high gas and
micrometeorite counts throughout the
system and so on.

Wormholes are similar to space
warps, but involve travel at the speed of
light rather than an instantaneous pas-
sage between one location and another.
However, it would be impossible to tell
the difference unless players actually
travelled through such a hole, for they
would experience no passage of time
while the universe aged by years or cen-
turies. If referees use either warps or
wormholes they should be extremely
rare, with only one or two percampaign.
They should not be.combined with any
form of closed universe.

Unnatural Laws
In this section are all the odder sugges-
tions of science, science fiction and
pseudo-science, from Velikovsky's
unusual version of celestial mechanics
(based on the 1920s idea of atomic
physics) to the more outlandish ideas of
speculative physics and mathematics.
Breakdown of Probability: an area of
the universe experiences localised alter-

ations of normal probability, with con-
sequent chemical and physical instab-
ilities, peculiar coincidences (everyone
dials the same wrong number simul-
taneously), and a general breakdown of
cause and effect. See The Infinite Man by
Daniel F Galouye for one slightly
extreme description of this process.

Dimensionless Number Anomalies:
an effect which causes strange dis-
crepancies between the normal results
of measurement and calculation and the
results of actual work. A typical effect
might be that two metre long girders are
welded together to produce one a hun-
dred and sixty centimetres long. See
Getaway From Getahwei by Colin Kapp.

Artificial Universes: some sort of arti-
ficial structure, as small as a single system
oras large as the ‘real’ universe. It might
even be a wholly imaginary creation, a
figmentofthe ‘'mind’ of a suitably power-
ful computer. This concept embraces a
huge variety of possible structures, with
many strange phenomena for players to
encounter. For variations on this theme
see The Maker Of Universes by Philip
José Farmer, Counterfeit World by
Daniel F Galouye, and The Hitchhikers
Guide To The Galaxy by Douglas Adams.

Velikovsky Mechanics: in this peculiar
system, planets can suddenly develop
orbital instabilities and fall towards their
sun, approaching other planets but being
repelled by enormous electrostatic
charges. Other effects of these close
encounters are the formation of hydro-
carbons in the atmosphere, with some
being converted to edible carbohydrates
(eg manna), odd orbital effects such as
temporary halts in a planet’s rotation,
and the like. Interested referees should
read Worlds In Collision by | Velikovsky,
but turn off their critical faculties while
doing so.

Referees must make every effort to be
fair and consistent. Once a particular
anomaly is realised the players should
be given every possible opportunity to
exploit it, if they can think of suitable
methods. Above all, the referee should
exercise as much restraint as possible —
a universe in which every second system
holds a black hole, a space warp, or
some other peculiar manifestation will
soon become boring for players and
referee alike. Outside whatever varia-
tions are used, the referee should stick
as closely as possible to orthodox play.
When a suitable balance between con-
ventional play and unusual physics is
achieved, both the referee and players
should find an added interest in the
game.[]
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Fig 1: Nermal sector compared to a
closed folded universe. Sector A is
surrounded by sectors B-E with the
borders crossed by several jump
routes a-d.
the arrows.
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Fig 2: Sector A has four edges 1-4
finked as shown. Two jump routes are
illustrated, one linkin, ’g the ‘Top'to rhe
‘Bottom’, a, and one
The jump routes follow directions a!
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linked to the other. Jum,
the ‘bqttom’ to one si
the ‘top’ to the other ‘side’.

inking ‘sides’,

Fig 3: A folded universe with the ‘top’
linked to one ‘side’ and the ‘bottom’

route ‘a’links
‘, and ‘b’ links

Fig 4: Two parallel folded universes A
and B linked by a few jump routes
(suggested length J3, or longer with
‘stepping stone’ systems.)
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SMALLADS

CLASSIFIED

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

Traveller For Sale

Books 0-5 + first edition High
Guard, Sugplemenrs 1-13, Adven-
tures 1-9, Double Adventures 1-6,
Striker (boxed), Vanguard
Reaches, Beyond, SORAG, Mer-
chants and Merchandise, Scouts
and Assassins, IISS Ship Files,
Action Aboard, FCl Consumer
Guide. Good condition, worth
over £110, £75 ono. Also 2000AD
86-346, £60 ono. Write to:

A Sheppard, 89 Gordon Road,
Corringham, Essex S517 7QZ.

Still Going Strong...
SEWAH'S?bi-muntth} fanzine, 12
The Fryth, Basildon, Essex. Two
different back issues for £1.00 incl
p&p. Yearly subscriptions £4.00.

Wereman 9, Not Down, Not Out
SAGA's defeat of J Wallis has left
him unemployed — Wereman
goes on— RQ, AD&D, Traveller
and more, 44 pages. 50p to:

R Barb, Spring Wood, Hedgerley
Lane, Gerrards Cross, Bucks.

DM Aid

A game assistance program for
the world’s most popular FRP
game. Generates characters and
monsters, handles encounters
and combat, saves on paper-
work. For the 48K Spectrum;
only £6.95 (+45p p&p) from:
TNT Software, 4 Marchmont
Street, Edinburgh EH9 1EJ.

Never Seen A Fanzine?

Try Shadowfire as an introduc-
tion; multi-system scenario, reli-
gion in FRPs, fiction, reviews and
excellent art. 60p to: Richard Lee,
226 Graham Rd, Sheffield S10 3GS.

For Sale

As new; boxed RuneQuest £6.00,
boxed Traveller £4.00, Morrow
Project £4.50, T&T rulebook,
Catacombs ofthe Bear Cult, Com-
plete Dungeon of the Bear, Sewers
of Oblivion, Blue Frog Tavern
Gamesmen of Kazar £12.00, Cry
Havoc £5.00. Will pay postage.

G Hughes, Camelot, East Twthill,
Caernarfon, Gwynedd LL55 1PF.

For Sale

AD&D set plus dice, 4 books:
DM'’s Guide, Players Handbook,
Fiend Folio, Monster Manual, £35.
Tel: Cleethorpes 696902.

For Sale

Wizards £10, Gangbusters +
modules £12. Tel: Stoke-on-Trent
818248.

A4 Adventures

For all you downtrodden Tunnels
& Trolis players. Send 40p + large
SAE to: Geraint Davies, 2 Dochdivy
Road, Llandough, S Glamorgan
CF6 1PB.

S/FRPG Sale
Send SAE to: Zunder, Ranmoor
House, Shore Lane, Sheffield.

Fight Galactic Oppression!

Join The Cluster Rebellion, a com-
puter-moderated postal game set
in a future interstellar society. For
£1 per turn you can help to over-
throw the tyranny of a hereditary
dictatorship spread over 40 star
systems.

Played on a two-weekly cycle,
Cluster, also offers intermediate
objectives, with a free turn for
10% of the players in each turn of
the game.

For a free booklet on the
back?mund of the game and
details of how to join, write to the
address shown below—no obliga-
tion, no SAE needed.

Emjay, 17 Langbank Avenue, Rise
Park, Nottingham NG5 5BU.

The Pink Pearl
48K Spectrum. Explore the ruined
temple. Journey through slimy
tunnel systems. Battle against the
forces of evil, appearing in the
form of goblins, dragons, hob-
oblins, snakes, serpents, etc.
isarm traps, solve numerous rid-
dles. Reclaim the mysterious Pink
Pearl from the murky depths of
the deadly lagoon, located in the
bowels of an erupting volcano, and
return to a hero's welcome. This
mystic adventure contains well
over 200 locations, with a massive
vocabulary of 155 words, com-
plete with over 90 messages to
amuse and enchant you! At £4.95
incl p&p, it's a must for any true
adventurer! Astrosoft (W), 101
Church Rd, Ferndown, Dorset
BH22 9ET. Order today for
immediate despatch!

For Sale

New Gamma World with GW1,
GW3, screen—£10. Fiend Folio £6.
Will split or negotiate. Phone Nick
on: (02357) 2489.

For Sale

Dragonquest, Quirks, llluminati,
Valley of the Four Winds, Valken-
burg Castle, Dragon Rage, Survival
+ Barbarian. Phone: (0733) 75539.

For Sale

Every existing T&T adventure.
Also, Solos 1, 8, 10, 16. £1.75 per
item. Rule book £3. Tony Ellis,

8 Hillcrest, Mayland, Chelmsford,
Essex CM36AZ. Tel: (0621) 740608.

Holiday Cottage

Self cater 5, on farm, quiet, good,
£50-£125 pw. SAE to: Thomas,
Esgergraig, Beulah, Newcastle
Emlyn, Dyfed. Tel: (0239) 75671.

HELP!

Is there life in Milton Keynes?
Are there any clubs or persons in
the Bletchley or Milton Keynes
area (16+) who could show me
how to GM or play RuneQuest, as
| have no experience at either.
Contact: P Keary, 43 Frensham
Drive, Bletchley, Milton Keynes.
Tel: 642281.

Medieval Combat — Live!

The Medieval Combat Society
requires more members — knights,
ladies, squires, men-at-arms,
longbowmen, etc, for their re-
enactments of 14th century foot
combat. Plus banquets! Wargam-
ers, FRPers and historians equally
welcome. Contact: Nick Gale,

10 Edgell Rd, Staines, Middx.

RQ in Merseyside

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

En Garde PBM

Competent players, enthusiastic
beginners needed for postal En
Garde! game. Established group
of players, 4 week turnaround.
Further details: SSAE to S R
Wells, 4 Grange Close, Great
%Igr;n, Leicester, or tel: Gt Glenn

Mercy!

17-yrold male AD&D player seeks
group of players anywhere in the
area of Birmingham of any sex,
age, race, alignment or football
team. Write to: Steve Allsop,

282 Witton Lodge Road, Perry
Common, Birmingham B23 5LT.

Challenge!

Ogawa Yatsuburo, a great silver
petal bushi of lajima Province and
son of O Yoshimura, scourge of
the mongol fiends, desires
revenge upon the miscreant
inhabitants of the barbarian
ronin’s mansion.

Essex Player

Young player looking for club in
my vicinity. Enjoys fantasy war-
gaming and all RPG. Experience
in D&D, T&T, RQ and willing to
learn. Contact Simon: Brentwood
212086.

Eastbourne, East Sussex
Wargames club. New members
welcome for wargames in all
periods from Ancient to Modern,
AD&D, general boardgames. Club
nights Mondays and Wednesdays,
but clubrooms available through-
out the week if required. Phone:
0323 59546 or 24416 for details.

Starfleet Battles PBM
Opponent wanted for SFB PBM
system described in Nexus 6.

ust have access to Commander's
Rulebook and Expansions 1,2 and
3, or Commander's Rulebook vol-
ume ll. Please write to: Mike Scott,
10Hough Green, Chester CH4 8JG
enclosing SSAE.

Penpal

AD&D Lendor the half-orc, or SF
Marzii the Yazirian, requests a
penpal. AD&D or SF. Please write
to: Kevin Smith, Block 28, 12 Floor,
Baguio Villas, Pok-Fu-Lam,

Hong Kong.

Hell Hounds

Play-by-mail RPG club. Free mem-
bership. Features AD&D, Call of
Cthuthu, Traveller, RuneQuest
and even Car Wars games.
Interested? Contact: Hell Hounds,
116 Shaggy Calf Lane, Slough,
Berks SL2 5HQ.

Milford Haven

19-yr old wants to join club or
form one with players of similar
age in the Milford Haven area (or
nearby). Plays RQ, AD&D. Con-
tact: Mark Hughes, 71 Pill Road,
Milford Haven, Dyfed.

Wanted

WD42 and WD44 in good condi-
tion. | am desperate!

Phone: 050 784 771.
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CLUBS

SLOUGH

Games: Traveller, RuneQuest,
Call of Cthulhu and others.

Time: Wednesday 7.30-10.00pm.
Comments: Limited members but
all ages welcome.

Contact: Stephen Saunders on:
Slough 20867.

BLACKPOOL

Cleveleys Games Club

Games: RPGs; mostly AD&D, but
will try others and wargames.
Time: Every Wednesday 7.30pm.
Place: Darleigh Hotel, 16 Clegg
Ave, Cleveleys but please ring
Kevin to confirm.

>omments: We are anewclub, no
axperience necessary, all ages
yvelcome.

Contact: Kevin Cropper on:
(0253) 855511.

LONDON, HAMMERSMITH
Shadow Warriors

Games: Any FRP.

Time: Saturday 12-6pm, every
week.

Place: Hand in Flower Hotel (1st
floor), 1 Hammersmith Road,
London W14 (80yds from Olympia).
Clorll;act: Trevor — just turn up at
club.

WITHAM, ESSEX

Witham Wargamers

Games: Board wargames and
RPGs. Bring your own games as
well.

Time: Most Saturday afternoons.
Place: Members' houses.
Contact: D Ezra on Witham 513157.

GARSTANG, LANCS

Golden Sword of Garstang
Games: AD&D and Traveller.
Time: Mainly Thursday evenings
and some specials at weekends.
Place: Members' houses.
Comments: Minimum age 18+
Contact: Mike Bullock, Pepper
House, Old Lancaster Road,
Catterall, Garstang, Lancs, or
ring: Garstang 5246.

HOLDERNESS

The Rheinrhehm Travellers
Games: AD&D, RQ, SFplus others
—willing to try others or wargames.
Time: Fri, Sat and Sun evenings.
Place: Members' houses.
Comments: Ages 14-17 welcome.
Contact: Simon Miles, North-
lands, Westwood Ave, Hornsea,
E Yorks HU18 1EE.

Tel: (04012) 2296.

CHEPSTOW

Morgdens Fantasy Club

Games: AD&D/Basic D&D.
Time: To be arranged.

Place: To be arranged.
Comments: New club; all wel-
come (novices and experienced
players). Also good artist wanted
for club magazine!

Contact: Morgden, 2 Sycamore
Ave, Chepstow, Gwent NP6 5JU.

RUTLAND

The Berserkers

Games: D&D, AD&D, will try
others. ;

Time: To be arranged.

Place: Players' homes in Oakham.
Comments: Small group of fana-
tics require more victims. No kids!
Contact: G Haynes, 7 Wreake
Walk, Oakham, Leics.



Standard Games Latest Release

Samurai Blades

Games

SAMURAI BLADES Latest
Release £9.95

Fuedal Nippon with bushi, monks
and ninja. Man-to-man fighting to
be Shogun. Companion to Cry
Havoc. Maps and counters sold
separately £2.45.

SIEGE £9.95

Storm the castle or hold out
staunchly. Treachery, siege
engines and mining. Companion to
Cry Havoc.

CRY HAVOC £9.95

Original game of mediaeval man-to-
man combat. Knight against
knight, judged by the sword.
Peasants battle for liberty. Cry
Havoc and let slip the dogs of war.

CITY OF SORCERERS £9.95
Magical research and combat in the
arcane city. Novices struggle by
courage and scholarship to join the
ranks of the wizards.

SPEED AND STEEL £9.00
Europe-late 1930's. Arms build-up,
blitzkrieg and terror bombing.
THUNDE-RIN GUNS £6.99
The old west, when men were men.
The sound of the .45’s as the sheriff
heads off the outlaws at the pass.
STARSHIP CAPTAIN £12.95
Stardate 2401, Invaders sighted but
megamissiles leave the galaxy free
for humanity.

Auvailable from good to

game s ops.

Full Colour Maps/Counters

Cry Havoc Counters £2.45

Superb full colour counters ideal for
NPC'’s or Medieval skirmishes.

Siege Counters £2.45

For use as NPC's or Medieval battles,
contains Ballista, Ram, Mangonel
Trebuchet.

The Village Map £2.45
Excellent base for a role playing
adventure or for skirmishes,

Size 221x16",

The Crossroads Map £2.45
Open terrain for skirmishes,

Size 221,"x16",

The Forest Map £2.45
Ambush country for role playing and
small unit tactics. Size 22%,"x16".

The Castle Map £2.45

Border castle for those of a modest
devirse, all fixtures included, draw-
bridge, tower and battlernents. A
desirable residence for any lord.

Size 221,"x16".

The Camp Map £2.45

Useful for many role playing or wargame
campaigns, features include, marquees,

tent lines and defensive ditches.
Size 2214"x16",

Map of Deep Space £2.45

Black map overprinted with a white
25mm hex. ldeal for all space campaigns
and adventure skirmishes.

Size 221,"x16"

Accessories

Dungeon Accessary Pack 1 £2.95
Stone floors, bare ground, steps, pits
and grilles. All you need to start your
adventures. 12 sheets boxed, 1 sheet
mapping paper.

Dungeon Accessory Pack 2 £2.95
Expand your adventures with boats,
trees, furniture, skulls, swords and
much more. 12 sheets boxed, 1 sheet
mapping paper.

Role Playing Character Pads £1.95
A timesaving permanent character
record. Pad of 50.

Jumbo Hex Pad £2,95

Map your campaign professionally. Each
pad 10 sheets, 17" x 25" with 15mm
hexes. Hexes consecutively numbered.

Felt Hex £12.95

Battlefield sized gamescloth 6" x 4" with
1” hexed side and plain side. Four
tolours for grass, sea, sand and space.
Plain Felt £6.25 per metre

72" wide, any length may be ordered.
For grass, sea, sand and space.

Hex Paper Pad £1.95 -
Handy A4 size for mapping role playing
or wargames. 50 sheets.

Macro Hex Pad £1.95

A hex paper with a large hex over-
prmted enabling an area from a
campaign to be blown up and drawn in
detail. 50 sheets.

Jumbo Hex Clear Plastic £1.80
This is a sheet of clear plastic for use as
an overlay. 25 or 15mm no'd. 17"x25".

Jumbo 17 Squanz £2,95

10 sheets 17" x 25”, 1" grids printed on
parchment paper. For mapping ar pre-
planned adventures. Blue or sand.

Card Warriors £1.50 per sheet

Full colour figures to aid role players and
wargamers. F1 Dungeon Adventure,
monsters, dragon and heroes. F2
Savages and Swordsmen. DA1 Saxon
Army. DA2 Norman Army. US1 Union
Infantry. US2 Confederate Infantry.
US3 Union Cavalry. US4 Confederate
Cavalry. US5 Civil War Artillery.

Mail Order - Please send your cheque/postal order to, Standard Games and Publications, Arlon House, Station Road, Kings Langley, Herts WD4 8LF.
Post & Package free UK. only, Overseas add 15% to the total cost. For free brochure send s.a.e. ACCESS taken. Trade enquiries welcome worldwide.

62 Brewer Street, London W1
Tel: 01-437 0761/ 734 6124
Open Mon-Sat 10.00am-6.00pm

PICCADILLY

PICCADILLY
CIRCUS

LOWER JAMES ST

A

Dungeons & Dragons * AD&D *
Traveller * Games Workshop
RuneQuest * Citadel * Avalon Hill *
Board Games * Chess * Backgammon *
Puzzles * Dice *

UNICORN GAMES

BASIC DED MODRUILES....ovssvassasvinibaisi

81 IN SEARCH OF THE UMKNOWN.
B2 KEEP OF THE BORDERLANDS..
B3 PALACE OF THE SILVER PRIN
B4 THE LOST QLTY.....uss
BS HORROR OM THE HILL,..
01 THE GEM AND THE STAFF...
X1 ISLE OF DREAD
X2 CASTLE AMBER....
X3 CURSE OF XANTHON
A& MASTER OF THE DE
X5 TEMPLE OF UEATH......cpeus

S0LO D&D

M1 BLIZZARD PASH.....ovncasrsnssssrsnans 4.50
M2 MAZE OF THE RIODLING MINOTAUR........ 4.50
ADVANCED DaD

DUNGEON MASTERS GUIDE.....ovessenscnnss 10.95
PLAYERS HANDEOOK...... .
MONETER MANUAL, .....

MONSTER MANUAL 11,

ADVANCED DAD MODULES

12 TOMB OF THE LIZARD KING....pseesseessdha 50
13 PHAROAR. .o cvrnnnvanns .o4,50
L4 OASIS OF THE WHITE PALM .50

15 THE LOST TOM& OF MARTEK. .35
16 RAVENLOFT....conees . 95
U2 DANGER AT DUNWATER .50

U3 THE FINAL ENEMY..
N1 THE CULT OF TH:
EX| DUNCEONLAND .
EXZ LAND BEYOND THE MAGIC MIRROR., - 450

MAIL ORDER ONLY : T |
8 WOODHAM ROAD,CATFORD, SE6 25D S5 =
BASIC DA&D RUNEQUEST
BASIC SET.. 9.50 POXED SET...
EXPERT SET 9,50 RUBEQUEST RL:
DAD CHARACTER RECORD SHEETS. 2,95 CULTS OF PRAX, ...
SHADY DRAGON INN....coveevsnsasnans PIUUER. X RUNEQUEST COMPANION,,.....

RUNEQUEST CHARACTER SHEETS
QUESTWORLD . u s vcvisssnsnsn
PAVIS ., .00
BIG RUBBLE
SOLOGQUEST
SOLOQUEST 11

NUH KINGS W

GENERAL ROLE PLAYING AIDS

DUNGEOH FLOOR PLANS I,IT,ITT....... each.2.9%
DUNGEQON MAFPING SHEETS..
WILDERNESS HEX SHERTS...
DRAGON UICE percentage..
DRAGON DICE random numbe
DUSNGEON PLANMER I1:CAVERNE

BOXED MINIATURE SETS

STARTER SET.ADVENTURERS,
STARTER SET.MONSTERS
CP] TROGLOUYTES....
CP4 LIZARD WARRIDRS
CP3 MONSTEROUS ORC WAR MACHINE.
551 WAHRIORS OF CHADS.....
553 KNIGHTS OF CnoAOS......
585 WARRIOR ENICHTS OF LAW .
556 WHITE DWARF CHARACTERS.............. 3

L Lk o R L s
Eloboheetl
e & e e

RUNEQUEST BOXED MINIATURE SETS

BUNEQUEST BOX| .HUMANOLD ADVENTURERS.....3.95
RUNEQUEST BOXZ.ADVENTURERS
RUMEQUEST BOXS .DREAGONEWT! .
RUNEQUEST BOX7 .DEMONS.....csvasesnssnses 3 95

REGIMENTS OF THE RENOGWN

BUCHMANS DWARF RANGERS......cocsssasnssaa3.50
THE HNIGHTS OF ORIGOD..

CROMS GOBLIN GUARD, 50
UK| BEYOND Taf CRESTAL CAVE.............4.50 MENGIL MANHTDE'S DARK ELVES. -+3,50

HARBOTH & BLACK MOUNTATN BOYS........... 3.50
WARHAMMER

BOARD CAMES
WARHAMMER :MASE COMBAT ROLE FLAYING......5.95
WARHAMMER DICE SET.scsvvcevsssssssasssesdod5 TALISHAN:THE MAGLCAL \JUES1H\HE axsavelsB5
FORCES OF FANTASY . JUDGE DREDD GAME. seren wud oS0
UNICORN GAMES LEAFLET. . 0uucesssaonsnsens FRER  BATTLECARE .o ovvsnrsnsinrenanrsnsiossans 6.95
ALL ITEMS POST FREE IN THE UK. ADD 30% OVERSEAS. SEND FOR A
RETURNED TO YOU BY FIRST CLASS POST 'FREE"
CHEQUES PAYABLE TO UNICORN GAMES PLEASE. LEAFLET...

Please mention White Dwarf when replying to advertisements
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ESDEVIUM GAMES

LOW COST MAIL-ORDER SPECIALISTS —

SHOP
OPEN

Wide selection of boards, pieces & sets for CHESS, GO, SHOGI, MAH JONG,

BACKGAMMON, TRI-CHESS,

CITADEL, CHRONICLE, Q.T., DENIZEN + WARBAND, Fantasy and Science Fiction

miniatures at manufacturer’s prices. P&p 10% (30p min.-£1.30 max.).

Overseas p&p 30% (80p min,)

Science Fiction

*
*
*

. A%

* O%w

* %

Company War (Downbelow Stn) (May) E16.85

Vil Legion {IT) R £13.85

Other Suns R £11.95

Freedom in the Galaxy (AH) £16.95

Starflost Batles (TF) £17.95

SFB Expansion Kits 1, 2, 3£5.95 ea.

Federation Space (TF) £13.95

Battle Damage: Code Red (TF) £4.50

SFB Commanders Rulebook £7.95

Battiecars (GW) £6.95
Battlebikes (Exp) (GW) £4.95
Battlecars/Car Wars Expansion.
Turbofire, Hell on Wheels (GW) £5.50 ea.

Ogre, GEV, Ogre Book (SJG) £4.50 each

Dimension Demons (MGC) £1.95

Millenium, Idro {IT) £15.95 each

Battlesuit (SJG) £3,95

Berserker (FB) £5.50

Sword and the Stars (SP1) £6.95

Universe (SP|) RE12.95

Kroll & Prumni {IT) E13.95

Car Wars (SJG) £4.50

CW Expansion Kits 1, 2,3, 4 E2.85 ea.

CW Sunday Drivers (SJG) £4.50

CW Truck Stop (SJG) £4.50

AutoDuel ChampnunstSdG! E7.95

CW Refs Screen £4.50

Star Frontiers (TSR) A £9.50

Modutes SF1, SF2, 5F3 £4.50 ea.

SF Knight Hawks £9.50

SF-Traveller R, S(GDW) £7.95

*

*

*
*

*

SF-Space OperaR,

*
*

* %

Traveller Book £8.95

Highguard, Mercenary £2.95 sach
Scouts £3.95

Forms & Charts, Veterans and

all sarlier supplements £2.95 each

Nomads of World Ocean £2.95
Earfier Adventures (1-8) and
Double Adventures 1-6 £2.95 sach
Tarsus (Module 1) £8.85

Doom of the Singing Star (JG) £8.95
Legend, Trail, Fate of the Sky Raiders £4.50 each
Rescue of Galatea (FASA) £4.50 each
Ordeal by E Shaar, Action Aboard,

7 Pillars (FASA) £4.50 sach

Best of JTAS II, Il £2.95 each
Striker M A £10.95

Azhanti High Lightning £18.95

Ground & Air Equipment £

Outworlds, Star Sector Atlases 1, 2, 11,12 £4.]Sea.

Alien Base, Marligan Belt £3.%5sach
Casino Galactica, Incedus 11l £3.65each

Seldon's Starcraft Compendium | & || £4.35 each

Vaultof the Nier Queyon £3.65

Rowsion 2, Probe NGC 8436 £3. 65each
Fasalt In Peril £295

Operation Peregrine £4-35

Agenis Rebelion £395

Fantasy Games

*
*

* %

Sanctuary £16.95

Barbarian Kings (SP1) £3.95

Mystic Wood (PH1) £7.85

Demans (SPI) Boxed £5.75

Sorcerer's Cave (HPG) £7. l.a
Warawolf £4.95 FA

Elric (AH) £13.45

liiad, Odyssey (IT) £9.95 each

Zargo's Lords, Wohrom (1T) £13.95 each
City of Sorcerers (SGP) £9.95

lluminati (SJG) & Exp Kits 1, 2 E4.95 ea.
Necromancer (5JG) £4.50

Dragon Pass (AH) £13.45

Magic Realm, Dragon Hunt (AH) £13.45 ea.
Tian £13.45 Wizards (AH) £16.95

{> Special Offer
* New Arrival

=S oDwnwD

Role Playing Rules
Plays Solo
Boardgame
Miniature Rules

’d;FGU) £14:55

You may phone orders and pay by ACCESS

Fantasy — Role Playin
Dungeons &Dragons (TSR)R

Basic Set£9.50 D&D Expert Set £8.50
* Maonster Manual || £9.95
[Fiend Folio, Monster Manual, Playars
Handbook, Deities & Demi-Gods £9.95 sach
Dungeon Masters Guide £10.95
TSA Adventure Modules (Levals:
(1-3)B1,2,3.4,5 N1, U1, 2£4.50 ea.
M1, 2 {Solo) £4.50 each
(2-4) L1, (2-5) % L2, (3-5) U3 E4.50 ea.
(3-14) X1, 2, 3(6-9) X4, 5 £4.50 ea.
(8-12) EX1, 2 £4.50 ea.
(4-T) A1, 2,3, 4, UK1 £4.50 ea.
(5-7)11, 2,3, 4,C1, C2 £4.50 ea. |6 £4.95
(5-10) 52 £3.50 (6-10) 54 £6.50
(6-10) WG4 (6-14) 51 £4.50 ea.
+* (7-9)15£4.85 (8-12) S3£5.50
(6-9) G1-2-3 £4.50, (+) D1-2 £4.50
{10-14) D3, Q1 £4.50 ea.
+ World of Greyhawk £9.50

Runequest (Ch) R £8.95 Bxd
Aulebook £5.95, Hardback £10.85
Cults of Prax £5.95, of Terror £7.95
Aunegquest Companion £6.85
Scenarios
+ The Big Rubble £14.95. Pavis £14.95
+  Gritfin Mountam £8.95
Apple Lane £2.85
Duck Pond £3.85
% CQuestworld£12.95
Solo Quest £4.95
Scorpion Hall (Solo 1) £4.95
Snow Queen {Solo1Il) £4.95
Duck Tower £3.85
Broken Tree Inn £2.95

* %

Ysgarth Rule System R£7.95
Supplements 1,2, 3£1.75ea.
Boxed Set (Rules, Supplements) £11.95
¥sgarth Adventures £1.20

% Adventures from tha Abyss £2.85
Mini-Systems: Wares £0.70

Character Aole Playing £1.45

Uttgart & Wyrdworld Scenarios £1.00 &£1.45
Abyss Magazine £1.00

Role Playing Aids
< Handbook of Traps & Tricks (DT} £6.85
+ Monster File No. 1 (DT)E4.50

Floorplans 1, 2, 3 £2.99 each
Grimtooth's Traps 1,2 £3.75
Dragon Tree Spellbook (OT) £5.50
Book of Artifacts (OT) £5.50

DT\ £4.95

BTN oo
Lost World Combat Books (Nova) £1.85ea.
Desert Plots (DT) £5.50 =
Dwarves, Dark Folk, Wizaras (May) £7.65 sach

Role Playing Scenarios
* Curse on Hareth £
 Brotherhood of BoIL Snwis of Gems
£7.95 ea.
# Ham E15.95, City of Hamn £8.95
% Heartol the Sunken Lands (MK) £8.95
+ Starstone (NS)£2.89
*  Swordthrust, Shipwrecker (May) £4.95 ea.
+ Dark Assassin, Traitor, Spirit Stones £5.50 each
% Amazon Mutual Wants You (DT) £3.95
+ Baestof White Dwarf Scenarios,
Articles |, || £1.50 sach
Tortured Souls 1,2.3 £1.95 ea.
+ NoHonourin Sathporte (CIP) £3.95
Question of Gravity (2-5th) £4.95
Tawer of Magicks (3rd-6th) £4.95
The Contract (3rd-8th)  £4.95
Dragons of Wena Tsen (6th-9th £4.95

Thieves Guild Scenarios
1£8.95, 2, 3£5.85each, 4-7 £4.95 each
Prince of Thieves £3.50

Free City of Haven £11,95

Haven [l — Secrets of the Labyrinth £8.95

* o % o %

* ¥

Th g f

Mines of Keridav, Demon Pits of Caeldo  £4.95 sach

9.30-1.30. 2.30-5.15 0n Mon, Tues, Thurs, Fri

9.15-5.15on Saturday
Closed all day Wednesday

® Come & see the BIGGEST & BEST

Other FIoIe-Plavlng Games
<> Afiermath (FGU) £16.95
+ Into the Ruine £3.95
+  Operation Morpheus £5.94
“  Sydney: Wildernass Campaign £4.95
Boot Hill (TSA) £9.50
Ref's Screen, Modules £3.95 ea.
Bushido (FGU) £12.95
Callof Othulhu £18.95
Arkham Evil £6.95, Yog-Sothoth £7.95
Death in Dunwich £6.95, Asylum £7.95
Cthihu Companion £6.95
Pursultto Kadath £7.95
Daredevils (FGU) £10.85
Lords of Creation (AH) £10.45
Hom of Roland (Exp) £7.95
DQ Modules £2.95, £3.95, £6.95
Champions (HG) £12.95, || £8.95
Enemies |, 1| £4.50 each
Espionage (HG) £12.95
Gangbusters (TSA) £9.50
Ref's Screen Modules £3.95 ea.
*  GB4-Vanishing Investigator £3.95
Gamma World (TSR) £9.50
Aef's Screen, Modules £3.95 ea.
Man, Myth & Magic (Yaq) £16.95
Death to Setanta and other Adventures £4.95
Eqyptian, Norse, Trilogies £8.95
Middie Passage (RaaN) £3.95
Powers and Perils (AH) £19.95
Privateers & Gentiemen (FGU) E12,50
James Bond 007 (Vic)
Basic Aulebk, O Manual £7,85 each
GM Pack £7.95, Dr No £6.85
Octopuasy, Goldfinger £5.95 each
De Luxe Game £11.
For Your Information £7.85
4 Mercananes, Splas & Private Eyes £5.50
Jade Jaguar £3.95
*  Superworld (Ch) £18.95
Stormoringer (Ch) £18.85
Stormbringer Companion £7.95
Thunderin’ Guns (SGP) £6.99
+* ToChallenge Tomorrow (Rag) £5.50
Top Secret (TSR) £6.50
Rel's Screen, Modules £3.95 ea.
Wikd West (FGU) £7.95
Trouble on Widows Peak (Scen) £295
Victorian Adventure (SKS) £3.50
Warhammer (Citadal) £5.95

Middle Earth {ICE! R EE 95
Map £3.95

Nnnhelikwoodt? !5

Angmar, Umbar, Ardor £7.85

Southern Mirkwood £7.95

Fellowship of the Ring B £21.95

Rolemaster (ICE) £29.95
Arms Law £6.95, Spell Law £14.95
Claw Law £4.95

* %% %

*%

b
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+ Chivalry & Sorcery (FGU) £14.55

Sourcebook 1 E540, 2 £4770
# Swordss Sorcerers€ 43S

Tunnels & Trolls (FBI) £6.95
Rulebook £3.95
Solo Dungeons £2.50, £2.75, £3.00, £3.50
Other Games

* 2218 Baker St (HPG)£7.95
+* ExtraCase Set£2.75
Pro-Tennis (AH) £13.45
Civilisation (HT) £18.00, (AH)
Interplay £8.95 % Grass £6.95
1829 (HT) £19.00

1829 Northern Bd, (HT) £20.00
Rally (IT) £10.95

The Gardan Game £15.95
G1-The Galaxy Game £8.99
Thiangle £8.95

Taliesin £12.50

Campaign Trail (GDW) £13.25
Shocks and Scares (HPG) £8.50
Westminster (HPG) £10.95
Scotland Yard (Raven) £10.95

£17.95

Tkt AR B

games. Our

details of virtually al games availabie in the U.K

Send 18pinstamps & 17ps.ae. {mrsns4a r.c.} for a copy {or free with orders over £6.00)

MAIL ORDER CHARGES: UK/BFPOYUnder £6 —Add 35p. £6 and over - post free
Overseas Surface Mail - Add 30% (Mimimum 80p). Europe Air Mall— Add 40%

Payment in £ Sterling please

fminimun £1). Air Mail elsewhere — add 75% minimurm £7.50) except Yag. AH & Phi, IT, games — add 100%

Selection of Games, Rules & Accessories
in the South

Historical Board
Wargames

* %

*%

LS

***‘-}

*

Yorkiown (IT)£11.95
Jena (IT) E12.95
Aftila (IT) £13.50, Austerlitz (IT) E16.95
Victory at Waterloo (At) £7.95
DAK, % Scourge of God, s Napoleon's Last
Triumph (SimCan) £12.95
Sieae (SGP) £8.95
Samural Blades (SG) £9.95
Gunslinger (AH) £16.95
Tactics (AH) £10.45
Bull Run (AH) £13.45
Up Front (AM) £21.45
B17- Queen of the Skies (AH} S £13.45
Ambush (Vict) £19.95
NATO, Next Warin Europe (Vict) £13.45
NatoDivisional Commander (SPI) £23.85
Ace of Aces, Powerhouse £10.85each
Aca of Aces — Flying Machines £10,95
Squad Leader (AH) £14.95
Cross of Iron (AH) £13.45
Crescendo of Doom (AH) £13.45
G.I, Anvil of Victory (AH) £24.85
Their Finest Hour (GOW) £18.95
Col, CoD, Rogue, WWW Scenarios £4.25 each
Battle for taly (AH) £5.95
Hundred Days Battle (AH) £5.95
Fregerick the Great (AH) £10.45
Conguistador (AH) £14.85
Gulf Strike (Vict) £24.95
Hell's Highway (Vict) £15.95
The Chvil War {Victory) £14.95
Panzergruppe Guderian (AH) £14.95
Vietnam 1965-75 (Vic) £16.95
1809 Napoteon's Danube Campaign (Vic) £14.85
Lawrence of Arabia, Kirovgrad (3W) £12.95 each
Armies of the Potomac, Tennessee (3W) £12.95 ear
To the Woll's Lair (PWG) £12.95
Gazala 1942, Aachen (PWG) £17.95
Korsun Pocket £19.95, Kanev £8.85
Near East (GOW) E11.95
Assault (GOW) £14.95
Normandy Campaign (GDW) £8.95
Red Storm (Yaq) £14.95
Western Desert (GDW) £13.85
Blue Max (GOW) £16.95
The Brotherhood (GOW) £8.95
Mariborough at Blenheim (WEG) £5.50
Fire on the Volga £19.95
Battle for the Factories £22.95
Amhem Bridge, 8th Army (Att) £8.95 each
Forward to Richmond (WWW) £9.95
Close Assault (Yaq) £10.95
Remember Gordon (Phoenix Ent) £13.85

Computer Games

Large range of computer games by AH, 51, and
many others — on Cassettes & Discs —for
Atarl, Apples, Pets, Spectrum, BBC, Dragon,
Z¥B1. . s.ae forlists. State machine

Magazines

t
*

*

44t A

Imagine £1.05

Tempastuous Orifice 55p

Nexus £2.50

The Space Gamer (SJG) £1.95
The Fantasy Gamer (SJG) £1.95
The Dragon, Best of TD 1, 2, 3 £2.70 ea.
White Dwarf 90p

Traveller's Journal £1.85

Different Wurids £2.50

Heroes (AH), General (AW) £2.60 each
Miniature Wargaming BOp
Demonsdrawl 45p

Vacuous Grimoire S0p

Sorcerer's Apprentice £3.95

Fire & Movement £1.95

Strategy & Tactics, Ares £3.95 each
Doombook of Chaos 85p

Wargamer { +game) £4.00

Autoduel Quanterly £2.00
Hounds of Avatar 55p, Trollcrusher 75p
Swordplay, Miser's Hoard 55p each
Moves 95p, Phoenix £1.25

‘Wyrm's Claw 85p, Warlock £1.00
Punt & Pass. Dragon Lords 60p each

ESDEVIUM GAMES (5W)

185 Victoria Road

ALDERSHOT Hants GU11 1JU

Tel: Aldershot 311443
or (evenings) Farnham 722269

~NOPOSTAGE ON MANY GAMES FOR REGULAR CUSTOMERS

51

Please mention White Dwarf when replying to advertisements




GALAXY

60 High Street Maidstone Kent ME14 1SY

Telephone: (0622)682575 or 679265

FOR FANTASY, WAR &
SCIENCE FICTION GAMING

Shop hours: 9.30 am to 5 pm.
Monday to Saturday. Browsers welcome.

TSR UK
D&D Basic Set, rules, dice . . . ... ... £9.50
D&D Expert Set, rules, dice . . . .. ... £9.50
D&D Players Handbook . . .. ... ... £9.95
D&D Dungeon Masters Guide . . . . . . £10.95
D&D Monster Manual | . ... ...... £9.95
D&D Monster Manual Il . . ... ..... £9.95
D&D Deities and Demigods . . ... ... £9.95
PD&D Fiend:Folio . t.c o oa s e s £9.95
Full range of D&D Scenariosall at . . . . £4.50
Full range of AD&D Scenarios from . . . £3.50
World of Greyhawk (revised) . . . . ... £9.50
Due soon - Module X6 (solo) . . ... .. £4.50
Basic D&D Combat Shield . . £4.50
Modua UK2... v ciswns o £4.50
Module UK3. . ........ £4.50

ROLE AIDS AD&D SCENARIOS

TIEMEME <o s owaEadE e v EERSE G £4.95
Deadly Powers . .. ............ £4.95
Swordthrust = . 05 v e s e siee £4.95
Dragonsof Wen T'seng . . .. ...... £4.95
Full range availableat . ... ....... £4.95

JUDGE DREDD GAMES & BOOKS

Judge Dredd Game . . . .. ... ..... £7.50
JUAERDYedd'l .. i e s s £3.50
Judge Dredd 2 ..c . cee s s saies £3.50
JudgeBrede 3’ o5 i i dwoaeals £3.95

Full range available.

GAMES WORKSHOP GAMES

BREEIEREIE v lire 5o e oad wix acslelen £6.95
BEtHIBETKEs v . s i o e e £4.95
L P £7.95
ORI & oov son i wname B e B sl £7.50
DectorWho . .. o s o ws aesmes £6.95
IRON CROWN
Middle Earth Role Playing Book . . . . . £6.95
Breeand BarrowDowns . . .. ...... £4.95
DOBOTE. i vs wonimieis i mdgEdnaTone £4.95

Plus Rolemaster and Middle Earth Role Aids

LARGE BOXED GAMES

The Fellowshipofthe Ring . . . .. .. £22.95
T £13.45
I e e s R £13.45
EWE icass vsi staiwens i sie saeiinss b £13.45
B - R P S £16.95
Starfire {boxed edition) . ... ..... £11.95

Plus large range not listed.

AVALON HILL

SquediLeater . . .00 L. eeees o £14.95
3er ol o T TN e L B £13.45
CrescendoofDoom . .......... £13.45
Gl-Anvilof Victory . . . .. ...... £24.95
AICTONERS . .o s o Daciiew om 5 s e £13.45
PR i taes i asiess 75 oW a0 el aas £13.45
BattleoftheBulge . . . .. ... .... £13.45
Flab Foprmr: w0 od® oo s s5es £17.95
FapcetOED - S lis on vn s £11.95
Liftywafig; ;5 vl vaie as o s v £13.45
Napoldar ;55 (00 Siiels ti oo e £11.95
PanzerBlitz . . . ............. £13.45
Panzer Leader. . .. ........... £13.45
Storm Over Arnhem . . . ... ... .. £13.45
WO . o v s wrmivriig i wis ooa £11.95

Plus full range.
TSR/SPI WARGAMES

AR L ooa s % a0 c@aw s £24.95
Battles Over Britain . . . ........ £24.95
Battle for the Ardennes . . . . ... .. £24.95
Wellington’s Victory . . . . ... .. .. £24.95

Plus full range.
SHERLOCK HOLMES

Sherlock Holmes - Consulting Detective £19.95

MansionMurders . . .. .. ... ... .. £9.95
East End Adventures. . . ... ...... £9.95
OTHER RPGs

WILEN HURY L5 e drwie sva sie sieyeie wim £9.95
Pirates & Plunder . . . .. ... ..... £17.95
CARWARS

L R R (DTSR - £4.50
SUndayDrVErS . vs vis ro e ee rmas £4.50
TIUGK SEOD o a5 g s o wis s n £4.50
CarWarsMap Sheets . . . . . .. ... .. £4.50
Car Wars Reference Screen . .. ... .. £4.50
Expansion Kifs . oo vih s e i v £2.95
CALL OF CTHULHU

CRILOF-CthRUIRU v .00 o 250 sipe 56 5.0 @ £9.95
The Cthulhu Companion . ........ £6.95
Shadows of Yog- Sothoth . ....... £7.95
Glozal est Authentique . ... ...... £7.95
Full range available.

BOOKS

Endliegs.Ouest Books i co-: os =64 cin s £0.95
ZOPK TR BF By, ssimm a5 Boalsae £1.25
Island of the Lizard King . ........ £1.50
Deathtrap Dungeon . .. ......... £1.50

Full range available.
Middle Earth, Rolemaster, Warhammer, Traveller,
Dice, Figures etc., etc.

WE OFFER:

Telephone orders by credit card.

Same day despatch of all in - stock items.

If you don’t see what you want listed,
please ask. We probably have it.

Helpful and considerate service - Why not try us!

Galaxy, 60 High Street,

Maidstone, Kent, ME14 1SY even quicker
your Access or Barclaycard

m over the phone

(0622)682575 or 679265

Please send your orders to: Please make Cheques/POs Post & Packing:
payable to: Galaxy. Or for
response use Up to £5: add25p

UK & BFPO over £5: Free
Overseas: add 30%

Discount on orders over £20
for schools, colleges and clubs.

Please mention White Dwarf when replying to advertisements




 TORTURED

"TORTURED SOULS!"™ for value-for-money gaming;
4 or more modules in every issue, including a solo.
3 issues already available, issue 4 arriving soon
(UK gamers - catch us at DRAGONMEET).

On sale now at better games shops everywhere.

Also available at £1.95 per issue (UK), or £2.50

(Europe), £3.50 elsewhere (Airmail) direct from:
BEAST ENTERPRISES LIMITED

DIVINITY ROAD, OXFORD, OX4 ILR.
\ "TS™" DON'T JUST ASK FOR IT - DEMAND IT! )

U _‘_‘_‘—‘-—H_\__\_\_\_\_—L: e

; 3 E . gk
1) = /7 IMAN AVID FAN OF ROLE-PLAYING GAMES, i
- WARGAMES, AND LOW-LEVEL CHARACTERS o
£t {WELL COOKED) .. _ 'r'_‘r
~ | soicoro STRATEJEY XK T
o m ’,

-

Don .
~ WHERE I'VE ALSO DISCOVERED AN AMAZING
RANGE OF MINIATURES X
13 Rue Pdirer de Narcay " —
75014 Paris 4
Tel: 545.45.87
Matro pte D'ORLEANS
- -

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 dungh?on system. For more details,
plus FREE SAMPLE DUNGEON DOORWAY. Send SAE
now to: TORCHLIGHT FANTASY PRODUCTS (Dept. W),
23 CLIFFTOWN ROAD, SOUTHEND-ON-SEA,

ESSEX SS11AB z
SUMMER ‘84 LIST NOW OUT!

I IIGRINA

STOP PRESS: S1 Dragon's Caveand C18 Tavern
Table & Benches now available!

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

By

Games Workshop,
95 The Moor, Sheffield
Tel: (0742) 750114.
Open Mon-Sat 9.30am-5.30pm
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TABLETOP GAMES
53 MANSFIELD ROAD,
DAYBROOK,
NOTTINGHAM

10% P&P
Min. 16p in U.K. 50p Surface Mail

Overseas:

Send SAE for 24-page catalogue Add 60% for Air Mail

LASERBURN

NOW A COMPLETE SCI-FI COMBAT

& ROLE PLAYING SYSTEM.
LASERBURN RULES |basic
FUIESE) vorressrnrmensnsrsrnsarnsrserssnyes
FORCES OF THE IMPERIUM

IMPERIAL COMMANDER {rnillitaal'y
. £1.85

combat rules) .

NEW

OFFICIAL
TRAVELLER
D6 DICE 30p EACH

CHARACTER
FGURES 11p sach

F1 Mags LUserwStafl
F?  MagicUserwWand
F3  Clencin Chainmail

Fd4  Clencin Plate
F5  Thief

FE  Assassin

F7  Bad

Fi Fighterin Chainmall

F8  FemaleinPlate

F10  Female Magic Liser

F11  Female Claric

F12  Female Thief

F13 Female Fighterin
Chainmail

F14  Female Fighter in
Piate

F16 Dwartin Chainmail
with Axe

F16  Dwarlin Platew Axe

F17  Dwarfin Chainmail
with Sword

F18  Dwarfin Piate with
Hammer

F18  Elf Magic User

F20  ElfFighter

DEMONS

Winged Fiend (30mm) ...

Satanic Archdeacon (40mm)

Balrog [35mm] ..

Manticore ...

Giant Slug ...
GOBLINS
Standard Bearer vouns BBP
Advancing + Sword .. 15p
Attacking + Sword ........ 15p
Attacking + Axe ... 15p

REAPER 15mm FANTASY

MONSTERS

|- PR ———
Ogre (25mm)| &p
Troll [25mm]
Ghoul
Skeleton Warrior ..
Liche
Lizgrdman with Club ..., 15p
Lizardman with Sword . 15p
Naga: ...
Gargoyle ...
Wyvamn ...
7 Heasdad Hydra
Mounted Lord of

BhBOR ... e i iy
Mounted Knight of

CHEOS o..ier e i
Lord of Chaos
Knight of Chaos
Minotaur ..

GIANTS

Hill Giant {30mm] ... 40p
Fire Giant {40mm) ... B5p
Frost Glant (50mm} ... B5p
Stone Giant (40mm) ... T5p
Ent =

DRAGONS
Fied Dragon ...
Black Dragon ...

FLYING REPTILE

With Lord of
Chaos Rider
{or Knight of CI

Revised edition of the most popular fantasy
fules 0 B
Attack of the Fungoid Trolls ......... T5p

The first scenario for Reapar.

forces.

Reaper Armies £9.60 [inc. PAP)
Good

1] Schonestadt Militia

12] The Army of the South

Evil

{11 Hordes of G'NA

12) The Summonations of Kenlfin

FANTASY & ROLE PLAYING RULES
Monster Combat [T.T.G.) o
Once Upon a Time i the West (Gun Fight|
Valumn 4 of above .

Rudis {Gladitoriat) ..
Ratinug {Med, Skirmish
Heroas [Dark Agea) ... i
Pony Wars [indian fights] ..........

5.F, RULES (TTG)
Combat 3000
Combat 3007 i
Srarforce 300

SEaUENg e nisiin,
Starhound (Fighter Combat) ...

2 Horsed Scythed Chariot & Driver Y

STARTER PACK

Rules - Bunker 17
—15mm figures

and dice £7.45 linc. P&P)

Encounter | (Space Action] ®
NEW LASERBURN FIGURES!!
123 SENTINEL LAW OFFICER 10p

124 FEMALE SENTINEL LAW OFFICER .... 10p
320 SCOUT WITH GRENADE LAUNCHER . 10p
321 IMPERIAL ASSAULT SCOUT ......ccce.
3z

)

IMPERIAL GUARD IN POWER

41

-

DISCIPLE IN POWER ARMOUR
ROBOTS {3 types) each

LASERBURN

SCENARIOS £1.50 EACH
BUNKER 17

TARIM TOWERS HEIST
SEWERVILLE SHOOT OUT
SEA PRISON SIEGE

15mm LASERBURN FIGURES

(10p EACH UNLESS STATED]

ADVENTURERS & STAR SOLDIERS

100 Law Officar + Pistol

101 Law Officer + Riot Gun

102  Law Officaron Patrol Bike {30p)

1024 Patrol Bike only {25p}

103 Adventurer with Pistol

104 Heroine with Pistol

105 Herowith Sword and Pistol

106  Adventurar with Aifle

107 Thig with Club

108 Thug with Knife

108 Thugwith Pistol

110 Civilian (Standing)

1104 Civilian Walking

111 Civilianess

112 Adventurerin L1 Armor

113 Adventurarwith 2 Plstols

114 Adventurer with Laser Rifie

115 Adventurer + Missile Launchar

116  Law Officer in Riot Gear

117 Law Officer Dog Handler with
Grenade Launchar

118 GuardDog

119 Law Dfficer Vehicle Crewman
Gunner Standing

120 Asabove butsitting

121 Adventurerin Mesh Armour

122 Adventurerwith Suppart Belt

Advenced Lesarburn & Aliens . t‘l.;I

ROBOT BOOK ............ £1.8

STARSHIP CREWS
200 Starship Crewmen

201
202
03
204
205
208

Marchant

Space Scoul

Space Sulted Fig

Starship Officar

Space Suited Fig. + Laser Pistol
Space Sulted Fig. 4 Laser Rifle

IMPERIAL TROOPERS

300
301
302

36

n7
ki)
38

With Balt Rifle

With Heavy Bolt Rifle

Black Guard Trooper

Black Guard Officar

Officer

Sanior Officer

'With Grenade Launcher

With Conversion Beam Projector
With Rapid Fire Bolt Gun

In Power Armour {12p)
InDreadnought Armour (15p)
Imperial Assauit Droid (25p)
Trooper Crewman, sianding
Trooper Crewman, sitting

In Powar Armour + Support
Bolter {12p]

In Powar Armour + Plasma
Gun [V2p)

Impenial Combat Scout + Heavy
Balt Gun
Imperial Fast Scout Bike {35p)
Scout Bike only 30p)

Scout+ Convarsion Beam

REDEMPTIONIST REBELS

400
401
402
403
404
405
406
4m

With Force Sword & Pistal
With Laser Rifle

Warrior Lord

With Flama Thrower

‘With Missile Launcher

With Auto-Laser

With Haawy Lasar

Warrior Lord with Power Axe

408 Redemptionist Trike with 2-man
crew{50p|

4084 Trika only (35p]

409 Trike Gunnet anly

410 Aedemptionist Command Trike
(50p!

411 Warrior Lord with Power Swoed
and Sun Gun

412  Redemptionist Crewmar,
standing

M43 Asabove, butsitting

414 Seated Redemptionist Trooper

415 Redemptionist Scout Skimmer
with 2-mancrew {£1.00)

416 Redemptionist Scout Attack
wehicie + 2-man crew (£1.15)

MERCENARIES

500 Officerwith Pisiol

501 WithAssault Fifle

502 With Machine Gun

603 WithSM.G,

504  With Auto-Laser and Jet Pack
505  |nDraadnoughtArmour [20p)
606 InPowsar Armour (15p)

IMPERIAL 15mm VEHICLES!
Seythe Class Squad Transport

V30b  Antigrav-Glaive 50
Vile  Wheeled-Glaive ..
V30d  Tracked-Glaive
V302  Scorpion 12-manAlr

Assault Viehicle ... £2.26
V303  Partizan Scout Vehicle 75p
Va4 Imparial Scout .................. E1.20
ROBO TURRETS

®{extra weaponry for all vehicles)

V001  HeawyLaser Turret ... Bp
V002 Missile Launcher Turrst Bp
V003 Piasma Gun Turret ......... 8p
V004  Conversion Beam Turret . Bp

“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

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

10 Market Square Arcade,
(opposite Lewis’s) Hanley,
Stoke-on-Trent, ST1 TNU.

Tel: (0782) 279294

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.

THE

“WARLORD’

GAMES SHOP
We now stock
IRREGULAR MINIATURES SIEGE
EQUIPMENT * INTEGRAL TERRAIN

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 * S.EZW.A.R.S.
Avalon Hill Games

818 LONDON ROAD, LEIGH-ON-SEA
Tel: SOUTHEND 73308
Open 9.30-1.30 and 2.30-5.30. Closed Mondays




InCall of Cthulhu
even librarians get bitten by the
Formless Spawn of Tsathoggua
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of H P Lovecraft

playing Game in the Worlds

SECOND
EDITION

(e 1
s YO s’

Enter the awesome universe of the
Cthulhu Mythos, those dread tales in
which magic, science, arcane lore, and
dark destinies irrevocably sear the lives
of those for whom the bizarre and the
curious have unseemly attraction. A
universe where only a small band of
brave men and women stand between
the world as we know it and the un-
utterable evil of the Old-Ones whose
minions plot the return and rule of their
mighty lord, Cthulhu.

As a player, your characters are the
investigators, the guardians of life and
sanity; as the Keeper (Gamesmaster),
you'll evoke an atmosphere of the
fabulous 1920’s and reveal the cosmic
horror underlying the events of the
time.

This complete role-playing game is
ready to use and the fast-moving Call of
Cthulhurules provide fascinating funin
a world of gothic horror in the true '

Lovecraft tradition. —

Call of Cthulhu is Chaosium Inc’s registered name for its H P Lovecraft role-playing game.
Produced under licence in the UK by GAMES WORKSHOP Ltd.




' Somewhere, on the other side of your itﬁaginat.ioh o

... is 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 you 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 adventures 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 i
Rathmore Road

CAMBRIDGE CB1 4AD e i N

Telephone: Cambridge (0223) 212517 |

DUNGEONS & DRAGONS is a trademark owned by TSR Inc.
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