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It's l ike a Dungeon sometimes 
it makes me wonder how I keep from going under.. 

Well hello Mac-things, m y  name is Teddy B, 
Gunatha couldn't make it as you can see, 
So he sent me along t o  keep you all happy, 
He said 'Tell 'em what's new, but make it snappy!' 
Out any day now there's the GOLDEN HEROES game, 
And i f  you missed this one it'd be a shame. 
It's had a few delays, but it's worth the wait; 
Now it's finally here, and it's truly great. 
There's the 'Caverns and Mines' of FLOOR PLANS FOUR, 
With caves and tunnels and a whole load more. 
And there's DUNGEON PLANNER TWO, which is set in a villa 

The JUDGE DREDD RPG, which will be out in December. 
You can be a Judge, i n  MegeCity One, 
In a new role-playing game thats just so much fun. 
And now m y  time is up, and I've got t o  go, 
So unti l  next month, I'll say 'Cheerio!' 
But don't forget the 'zine thats gonna be Number One, 
Read about us every month, in  THE BLACK SUN!! 
('Don't-eat-me, 'cos I don't taste nice. . .') 

GAMES WORKSHOP CATALOGUE 'THE BLACK SUN" 
A complete 52 page illustrated guide containing over 600 games, play-aids and Send us your name and address and upto 6 first or second class stamps; we will 

boxed figure sets. Only 50p plus 20p p&p. send you free copies of the Newsletter until the stamps run out. 
DON'T FORGETI SUBSCRIPTIONS STILL ONLY f 10 PER YEAR FREE TO WHITE DWARF SUBSCRIBERS! 

Whi te  Dwarf  T-shir ts available n o w !  ! 
NEW FROM THE USA 

i n  blue w i t h  w h i t e  + silver logo!! 
PACESETTER 

(For Traveller) Chill (Horror RPG) . . £11.95 
f4.95 plus 75p p&p. Beltstrike. . . . . . . . .  £9.95 Village of Twilight 

Aslan . . . . . . . . . . . .  £5.95 (Chill) . . . . . . . . . .  £4.95 
K'kree . . . . . . . . . .  £5.95 Highland Terror (Chill). £4.95 

STAR TREK R f f i  
STAR TREK BOX€-D SET . . . . . . . . . . . . . . . . . .  £9.95 
SUPPLEMENTS 
Klingons . . . . . . . . . . . . . . . . . . . . . . . . . . . .  £12.95 
Trader Captains and Merchant Princes . . . . . . . . . . . .  £5.135 
ADVENTURES 
Denial of Destiny. . . . . . . . . . . . . . . . . . . . . . . .  £5.95 
Demand of Honour. £6.50 . . . . . . . . . . . . . . . . . . . . . .  
The Orion Rise . . . . . . . . . . . . . . . . . . . . . . . . .  £6.50 
Margin o f  Profit. . . . . . . . . . . . . . . . . . . . . . . . .  £6.50 
The Vanished £5.95 . . . . . . . . . . . . . . . . . . . . . . . . . .  
Witness for the Defence . . . . . . . . . . . . . . . . . . . .  £5.95 

*NEW* 
. . . . . . . . . . . . . . . . . .  Star Trek Ill Ship Combat. f9.95 
. . . . . . . . . . . . . . . . . .  Star Trek Ill Source Book. £6.50 

. . . . . . . . . . . . . . . . . . . . . . .  In Search of Speck £4.95 
Struggle fo r  the Throne . . . . . . . . . . . . . . . . . . . .  £4.95 

. . . . . . . . . . . . . . . . . . . . . . . .  Star Trek Duels I £4.95 
Star Trek Duels II. . . . . . . . . . . . . . . . . . . . . . . .  £4.95 

. . . . . . . . . . . . . . . . . . . .  Enterpriseship Plans. £14.95 
Klingon Ship Plans . . . . . . . . . . . . . . . . . . . . . .  £1 3.95 

, CARS CARS CARS CARS CARS CARS - 
CAR WARS BAlTLECARS 

........................... ............................ Car Wars €4.50 Battlecars f6.95 
......................... Sunday Drivers ................. £4.50 Battlebikes £4.95 

Truck Stop £4.50 ......................... 

CHAOSIUM Timemaster 
Elfquest . . . . . . . .  £19.95 (Timetravel RPG) . . .  £ 11.95 
Ringworld . . . . . . .  £24.95 Crossed Swords 
Ringworld Companion . £8.95 (Timemaster) . . . . . .  £5.95 
M A Y  FA1 R l RONC ROWN 
(For AD&D) (For Merp) 
Angr Wizard 
GRE~ADIER.  

£5.50 Hillmen of the 
" " '  Trollshaws. . . .  : . . .  £4.95 

For AD&D *ALSO NEW* 
. . . . . . . .  f6.95 Please Phone For Prices 

Of  Cthulhu Thiwes Guild 2nd Ed. Boxed 
Horrible Secret of Monhegan Thieves Guild 2 

. . . . . . . . . .  Island. £7.95 Theives Guild 3 
WEST END GAMES Theives Guild 4 
(Boxed Games) Theives Guild 8 
Last Panzer Victory. . f 16.95 Theives Guild 9 

. . . . .  Killer Angels. £17.95 GAMESCIENCE 
. . . . . . . . .  Druid. f16.95 Empireof the Petal Throne 

. . .  South Mountain. f13.95 Tekumel Sourcebook 
. . . .  Battle of Shiloh £16.95 Tekumel Players Handbook 

Eyed Monsters . . .  £9.95 Fantasy Garners Companion 
. . . .  web Starship f16-95 TASKFORCE 

STEVE JACKSON GMtlES (For Starfleet Games) 
. . . . . . . . .  Globbo. £4.95 Starfleet Battles Vol. II Boxed 

Shockwave Starfleet Battles Vol. II Book 
(for Ogre & G w )  . . . .  £4.50 

CALL OF CTHULHU 
. Cali Of Cthuihu boxed set f9.95 SCENARIOS 

Shadows of Yog-Sothoth . £7.95 
................ The Arkham Evil €6.95 
.............. ACCESSORIES Death in Dunwich €6.95 

.. ....................... The Cthulhu Companion £6.95 The Asylum €7.95 
.... .............. Adventurers figures set €8.95 Pursuit to Kadath €7.95 

Send your orders to: Games Workshop Mail Order, Telephone orders using credit cards, or e n q u i r i e s ,  phone 
27/29 Sunbeam Road, London NWlO 6JP 01-965 3713 Mon-Fri 9.30am-5.00pm. 
Please make all cheques/POs payable to Orders under f6.00 add 60p post and packing. 
Games Workshop Ltd. NO CASH PLEASE! Europe: add 33% carriagelather overseas: add 55O/0 carriage 



Miniatures 
Renowned World Wide l o r  rile firzest 
yliality Metal Gar?litlg Mitziatures. 

S.C. 1 
Specialist irz 3 j n 1 ~ 1  Santrirai and Orierztal figures. 

See u s  at the 'National Championships' 
at the ASSEMBLY ROOMS. Market Place. A 
Derby. September 15 th./16th. '84. 

Also at 'ARMAGEDDON '84' at the 
HLXAGON, Readlng 20th 130th September 

Our ds tnbutor  for the USA & Canada is - 
5lr J B Hood. 'WARGAMES' 
141 0, Promenade Bank Centre, S N  3 

R~chardson T t X A S  75080 Tel - 214 387 0360 

25 - 134 fully illustrated 
M.S.L. 7 Catalowe - 

T.A.Dixon, Unit 28, Spring Grove Mills, Linthwaite, Huddersfield, 
W. Yorkshire, HD7 5QG. Tel:(0484) 8461 62  

Tel: (0642) 247553 

DUNGEONS & DRAGONS, 
RUNEQUEST, TRAVELLER, 
TUNNELS & TROLLS ETG. 

AVALON HILL - FULL RANGE 
SOFTWARE - SPECTRUM, CBM64, 

VIC 20,BBC. 
MAIL ORDER ACCEPTED 
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100 page rules; character sheets; maps; refs 
screen; Introductory scenarios. From Local 
shops; and directly from SEVENTH SCARAB 
FREEPOST, HARWICH, ESSEX C012 IBR. 
No stamp needed. 
Make cheques payable t o  SEVENTH SCARAB. 

Please send me . . . . . . . . .  .copies of the game of 
SPHINX f 14.00 each, inc. P&P. 
My Name ................................... 
My Address ................................. 
........................................... 

........... Allow 28 days delivery. Postcode. 

* 



10 Market Square Arcade, 
(opposite Lewis's) Hanley, 
Stoke-on-Trent, ST1 1 NU. 

Tel: (0782) 279294 

Oper~ Monday - Saturday 70.00 am - 5.30 pm 

For the most comprehensive 
range of fantasy figures, board 

games and computer games 
in Scotland & northern England. 

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

GLASGOW: 
536 Great Western Road 
Glasgow GI2  8EL 
Tel : 041 -334 1 583 
EDINBURGH: 13 Forrest Road 
Edinburgh EHI 2QH 
Tel : 031 -226 3354 
NEWCASTLE : 
97 Pilgrim Street 

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. 

Mid-Beds and North Herts centre for 
role-playing games, Citadel miniatures 

and fantasy books. 

* MAIL ORDER SERVICE * 
NOW AVAILABLE 

Orders over f 10 Post Free. Please add 
75p fcr Post & Packing on lower orders 

Send SAE for complete list. 

We are open Mon-Sat 9.00-5.30 
32 High Street, Biggleswade, Beds 

Tel: 0767 312662 

d e n i ~ e ~  
25mm fantasy 
NEW RELEASES 

FA38 Adventuress . . . . 30p 
FA39 Goblin with sword, in 

scale Armour. . . . . . 35p 
LEGION OF THE DAMNED 

FA40 (Illustrated) Mounted 
Warlord . . . . . . . . . 95p 

p&p: up to f2.50: 25p 
over £2.50: add 10% 

SAE for fully illustrated list 

DENIZEN MINIATURES 
4a Powis Square, Brighton, 

Sussex, BN1 3HH 

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

Find us at 44 Candleriggs, Glasgow G I  ILE.  
Open Monday to Saturday 9.30-5.15 

We stock allthat'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 

Please mention White Dwarfwhen replying to advertisements 

:. 
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Standard Games Latest Release 

SAMURAI BLADES Latest 
Release £9.95 
Fuedal N ~ p p o n  with bushi, monks  

Full Colour Maps/Counters 
a n d  ninja. Man-to-man fighting t o  Cry Havoc Counters £2.45 
be Shogun, Companion t o  Cry Superb full colour counters ideal for 
H ~ ~ ~ ~ .  M~~~ and counters NPC's or Medieval skirmishes. 
separately £2.45. Siege Counters £2.45 
SIEGE £9.95 For use as  NPC's or Medieval battles, 
S to rm the  castle o r  hold out  contains Ballista, Ram, Mangonel 

staunchly. Treachery,  siege 
Trebuchet. 

engines a n d  mining. Companion to  The Village Map £2.45 
Cry  Havoc.  Excellent base for a role playing 

CRY HAVOC £9.95 
adventure or for skirmishes. 
Size 221/,x16. 

Original game  of mediaeval man-to-  The Crossroads Map E2.45 
Dungeon Accessory Pack 1 £2.95 Hex Paper Pad £1.95 

man combat.  Knight against Stone floors, bare ground, steps, pits Handy A4 size for mapping role playing 
Open terrain for skirmishes. and grtlles. All you need to start your or wargames. 50 sheets. 

knight, judged by the  sword. Size 221/2"x16. adventures. 12 sheets boxed, 1 sheet M~~~~ Hex Pad f 1.95 
Peasants  battle for liberty. C r y  mapping paper. A hex paper with a large hex over- 
Havoc a n d  let slip t he  dogs  of war. The Forest Map £2.45 

CITY OF SORCERERS E9.95 Ambush country for role playing and Dungeon Accessory Pack 2 f2.95 printed, enabling an area from a 

small unit tactics. Size 22'/,"x16. Expand your adventures with boats, campaign to be blown up and drawn in 
Magical research a n d  combat  in t he  trees, furniture, skulls, swords and detail. 50 sheets. 

arcane city. Novices struggle by The Cast'e Map E2.45 much more. 12 sheets boxed, 1 sheet J U ~ ~ O  Hex Clear Plastic £1.80 
courage and scholarship to join the Border castle for those of a modest mapping paper. This is a sheet of clear plastic for use as  
ranks  of t he  wizards. devirse, all fixtures included, draw- ~~l~ playing character pads £1.95 an overlay. 25 or 15mm no'd. 17"x25" 

bridge, tower and battlements. A 
SPEED AND STEEL £9.00 

A timesaving permanent character ~~~b~ 1" Square £2.95 desirable residence for any lord. record. Pad of 50. 10 sheets 17" x 25", 1" grids printed on 
Europe-late 1930's. Arms build-up, Size 22Kx16". Jumbo Hex Pad £2.95 parchment paper. For mapping or pre- 
blitzkrieg a n d  terror  bombing. The Camp Map £2.45 Map your campaign professionally. Each planned adventures. Blue or sand. 
THUNDE-RIN GUNS £6.99 Useful for many role playingor wargame pad 10 sheets, 17" x 25" with 15mm card warriors £1.50 per sheet 
The old west, when men were men, campaigns, features include, marquees, hexes. Hexes consecutively numbered. Full colour figures to atdrole playersand 
~h~ sound of the ,45,s as thesheriff tent lines and defensive ditches. Felt Hex £12.95 wargamers. F1 Dungeon Adventure, 

Size 22';2"x16. 
heads  o f f  the  outlaws a t  t he  pass. Battlefield sized gamescloth 6' x 4' with monsters, dragon and heroes. F2 

Map of Deep Space £2.45 1" hexed side and plain side. Four Savages and Swordsmen. DA1 Saxon 
12'95 Black map overprinted with a white colours for grass, sea, sand and space. Army. DA2 Norman US1 Union 

Stardate 2401, Invaders sighted but 25mm hex. Ideal for all spacecampaigns Plain Felt £6.25 per metre Infantry. US2 Confederate Infantry. 
megamissiles leave the  galaxy free and adventure skirmishes. US3 Union Cavalry. US4 Confederate 
for humanity. 

72'' wide, any length may be ordered. Cavalry. u s 5  Civil War Artillery. Size 22!1/x16. For grass, sea, sand and space. 
Mall Order Please send your cheque postal order to. Standard Games and Publ~cat~ons. Arlon House. Statlon Road. Kings Langley. Herts WD48LF. Post & Package, U.K. add 10% to orders under £8.00. 
Overseas add 30':, to total cost For free brochure send s.a e ACCESS taken Trade enqulrles welcome worldw~de. 

U.S.A. WARGAMES, 1410 Promenade Bank  Centre, Richardson, Texas 75080 Te le  214-387-0360. 
L 

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

- - - - - - 
- - - 
- - 
- - 
- - - JOT0 

- - 
- - 
- - 
- - 
- - - - 
- - - - 
- - - 
- - - - - - 

MAIL ORDER 
- 

Cthulhu Companion ................... ... ....... €6.20 
DUNGEONS & DRAGONS Shadows of Yog-Sothoth ......................... £7.20 
Basicset (revised, ................................. ........................................... 
Expert Set ................................................... £8.40 Death in Dunwich ...................................... €6.20 - - 

Rugby CV22 5EJ .................................................. ................................................ 
- 

Module B l  €3.80 The Asylum €7.20 
- - - - 

Module B2 ................................................ £3.80 Pursutt to Kadath ...................................... £7.20 
- - - - - 

Module 83 ................................................ £3.80 Whis~ers  from the Abyss .......................... €7.20 EZ - - - - 
Warwickshire ....................... . . . . . . .  ................................ 

- 
Module 84 ... €3.80 Fungl from Yuggoth €7.20 - - - - 
ModuleB5 .......................... .. ................. €3 80 Curseof thecthon~ans ............................. €7.20 

- - - - - 
ModuleB6 .................................................. €3.80 Glozal est Authentique ............................ £7.20 

.................................................. ModuleXl £3.80 TH~EVESWORLD 
Modukx2 ..................................................... Thlevesworld Boxedset ........................ €12,70 Tel : Rug by (0788) 62372 
Module X3 ................................................. £3.80 MIDDLE EARTH PLAYING AIDS - - - - - - - 
ModuleX4 .................................................. €3.80 MiddleEarth Role-Play~ng GameBook .... £5.90 - - - - 
Module X5 ................... .. .......................... £3.80 B~~~ & the ~ a ~ r o w  Downs ........................ £4.20 - - -- - 
ModuleM1 ................................................ £3.80 ~ ~ d d l ~ ~ a ~ t h  Guide & Map ........................ £5.90 = - 

.............. ................................................. ModuleM2 £3.80 Angmar-Land of theW~tchKing £6.75 Open Man-Sat 9.00am-5.30pm - 
TUNNELS & TROLLS Ardor - Realm of Southern Middle Earth .. €6.75 

- - - - 
Tunnels & Trolls Boxed Set ....................... £6.25 Umbar - Haven of the Corsalrs €6.75 EZ - - - - .................. - 
Tunnels & Trolls Rulebook ........................ €3.50 Northern Mirkwood . Wood ElvesRealm . £6.75 = - - 
Cltyof Terror .................... ... ................ €3.50 lsengard .................................................... £6.95 E 

- 
..................................................... ........................................... sea of Mww u.30 Dagorlad Discount scheme for clubs g 

Blue Frog Tavern ...................................... £2.30 Cirith Ungol ................................................ £4.20 
- - - 

Sewers of Obliv~on .................................... €2.50 RUNEQUEST 
Death Trap Equaltzer ................................. €3.20 Boxed Set . €7.90 
Catacombs of Bear Cult ............................ £2.50 Rulebook ................... .. ........................... €5.25 
Naked Doom .............................................. £2.00 cults of prax ................... .. ..................... €5.25 
Sorcerer Solitaire ....................................... £2.00 Cults of Terror ............................... ..- ......... €6.90 
We~rdworld ............................................ €2.00 Snake Pipe Hollow .................................. £4.20 
Buffalo Castle ............................................ £2.00 city of Lei Tabor ................................... €4.20' 
Overkill .......................... .. ....................... £2.00 

........................................ Sword for Hire £2.20 ........................................................... 
Labyrinth ................................................ £2.20 scorpion nail ........................ .. .......... €4.20 

................................. ~ ~ & ~ ~ ~ ~ ~ ~ e ; n d ' p ' a ' n e e : : : : : : : : : : : :  : S n o ~  Kings Bride 
€4.20 

RUNEQUEST BOXED SETS 
Dargon's Dungeon £2.50 1, ~ ~ ~ ~ ~ ~ , d  ~ d ~ ~ ~ t ~ ~ ~ ~ ~  €3.50 .................................... ........................ 

~ ~ ~ ~ ~ p Y d S ~ i i ' n ' d e ; ; ; ; u n ' i ~ ~ : : : : : : : : : :  :::$: 2: Adventurers .......................................... €3.50 

The Complete Dungeon of the Bear ......... f3,00 
3: Attack of the Broo .................................. £3.50 

Beyond the Wall of Tears f2,50 4: Broo II £3.50 ................................................. .......................... 
............ ................... 

Gamesmen of Kasar 
f2,50 5: Dragonewts .... £3.50 

RUNEQUEST BOXED ADVENTURES 
TRAVELLER Traveller Starter Edition f6,95 Paws €12.70 ...................................................... ............................ 

.............................................. .............. BookO: lntroductiontoTraveller f2,40 Big Rubble £12.70 
Book 4: Mercenav f2,40 Questworld €11.60 .............................................. 

OTHER GAMES 

",~",",i~",",,"su,a,~d,,:::::~::::::::::::::::::: Talisman €5.75 
............................................... 

Supplements f2,40 
Warhammer .......................................... €5.00 

Traveller Adventures ......................... f2.40 Dr. Who .................................................... €5.75 
......................... ........................ .............. Traveller Double Adventures f2,40 Warlock .. €5.00 

...................................... Forces of Fantasy €5.00 

CALL Call of OF Cthulhu CTHULHU Boxed Set ......................... f9,20 
Judge Dredd ............................................. €6.50 

Cheques - Made payable to Micromail Ltd. 
BCI Access welcome. please add 50p to all orders for p&p ~n the UK. 3o%for overseas. 

Discount on orders over f20for  schools and colleges. 

GREEN MACHINE GAMES 

19 EAST STREET THE WARGAMES STALL 
TOWER HAMLETS INDOOR MARKET 

DOVER, KENT. 20 ST. PETERS STREET 
TEL: 0304-203372 CANTERBU RY 

Mon-Fri: 9-5.30 TEL: 0227-68844 
Sat: 9-5 Mon-Fri: 10-5 

Sat: 9.30-5.30 

Stockists of most Roleplaying,'Wargame, 
Fantasy and Sci-Fi Games. 

Also Fantasy and Sci-Fi posters in stock. 
2 



Games 
FOR WAR, FANTASY 

AND 
SCIENCE-FICTION GAMING 

MAIL ORDER 
50-54 Manchester St., Unit 20, Merrion Centre, 63 Allerton Rd., 85-87 Victoria St., 
Liverpool L1 6ER. Leeds 2. Liverpool L18 Liverpool L1 6DG. 
Tel: 051 236 2605 Tel: 0532 456376 Tel: 051 722 9022 Tel: 051 227 1505 

TRADE 
89 Victoria St., 
Liverpool L1 6DG 
Tel: 051 236 2605 

Chart a Course to Adventure 
Trivateers 

No doubt about . 
Sailors do it at sea 
You can do it at home. 

PSI World: Th~s a rpg wh~ch has psychics as its central 

Detalls of how to order are given elsewhere on 
this page. Why not give us a try - you probably 
deserve a pleasant surprise ************, 

WHY NOT ORDER BY TELEPHONE USING 
ACCESS, BARCLAYCARD, OR AMERICAN 
EXPRESS 
save the trouble of sending a later and SEND FOR FULL DETAILS 
cheque. - TITAN BOOKS 

Judge Dredd 1 'Judge Dredd 2 
Cursed Earth 1 ' Cursed Earth 2 

COMES OF AGE OVERSEAS TRADEOFlDERS WELCOME 
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LAUNCHES 
Adventure I in the Runemagic Series 

for the BBC-B 

- 1 

12 Cullwood Lane, 

Please mention White Dwarfwhen replying to advertisements 8 
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L ast issue I mentioned 
that Games Workshop are 

DEPARTMENTS 
to release RPGs based on 

12 
Dr Who and Judge Dreddm At the z?,","k"Fsome new games by independent reviewers recent US games convention, 
Origins, I saw much evidence of CriticalMass by Dave Langford 14 
licenced character RPGs as well; The latest science fiction and fantasy books reviewed 
Marvel Heroes, Star Trek, Indiana 

RuneRita edited by Dave Morris 2 1 
Jones, and lMiddle Variations on the Vampire in RuneQuest 
Earth to name but a few. 
Do the games companies believe Lew'sViews by LewPulsipher 25 
that players prefer to identify What do wizards do when they retire? 
with established heroes rather 

Thrud the Barbarian than playing themselves in a by Carl Critchlow 31 
Thrud kills a lot of things 

role-playing game? If so, why is 
D&D still the most popular Starbase edited by Bob McWilliams 32 
game? I'd be interested to read A new alien race for Traveller 

someofyourviewsonthissub- TheTravellers by Mark Harrison 33 
ject on the Letters page. Blip Blip Blip Proot, Barrimaniloh! 

Fiend Factory edited b y Albie Fiore 34 
Majipoor Monsters- a collection of creatures from the works of Robert Silverberg 

Tabletop Heroes by Gary Chalkand Joe Dever 36 
Hints and tips on constructing figure bases 

Letters 39 
Readers' views, questions and comments 

Treasure Chest 42 
A Crossword competition and some spell tips 

Newsboard by Jervis Johnson and Jon Sutherland 45 
What's happening in the role-playing hobby plus Gobbledigook 

Small Ads 48 
Clubs, Help! and Classifieds 
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ELVES 
DWARVES 
DARK FOLK 
WIZARDS 
Mayfair Games f 7.95 each 

There should be a certificate as in the 
film industry attached to some FRP pro- 
ducts these days. And in the case of the 
first three Role-Aids named above it 
could be an X - X for execrable, excru- 
ciating and extortionate. The one thing 
that can be said forthem is thatthe price 
should dissuade.any self-respecting 
gamer from buying them. I fail to see 
why we need yet another set of pseudo- 
anthropological treatises on marriage 
customs amongst magical folk (Margaret 
Mead has a lot to answer for) not least 
when the said treatises are badly'writ- 
ten, badly illustrated and badly prodf- 
read. Surely somebody at Mayfair 
Games is aware that a 'diety' (sic) is not 
a god? Style and presentation are bad 
enough, but the books are prime examples 
of the determinism so popular at present; 

"The true nature of Trolls needs to be 
examined under the unbiased lens of 
knowledge and illuminated by the light 
of the lamp of truth." 

Note the 'scientific' attitude to gam- 
ing, an attitude surely inconsistent with 
the fantasy element of role-playing. The 
approach which tells you that Dwarven 
sex-equality was established during the 
vears 2690-2143BP onlv serves to demv- 
stify the mysterious and to humanisethe 

The very purpose of the books (to aid 
role-playing) is negated by the pseudo- 
scientific style, for prospective Dwarves 
must search a pudding of 'facts' to 
recover any useful material. Nor is the 
search made any easier by the use of 
illustrative anecdotes or interesting 
stories which incorporate information 
the authors wish to convey. And in the 
end, the information is of little worth 
save as general background to the 
scenarios which form the areater Dart of 
the books. These advent&es are not 
specifically designed for elves, dwarves 
or dark folk, despite the apparent inten- 
tion to change player attitudes to (for 
example) trolls. Indeed the dark folk 
hardly escape from their traditional role 

as opponents a-nd amusements of adven- 
turers. Poor misunderstood trolls remain 
poor, misunderstood and better dead. 

Fortunately for my blood pressure, 
Wizards is a much better book. It suffers 
from the same appalling presentation 
(anvbodv who ~roduces an Arthurian 
addentuie and ialks about the 'Seige 
Perlious' should be bastinadoed to 
death), but succeeds almost in spite of 
itself. I have not come across a more 
effective translation of literature into 
FRP, and I actually enjoyed reading 
some of the scenarios which, generally 
speaking, captured the atmosphere of 
the novels they drew from. The stories 
are well thought-out (especially Gil- 
gamesh) have reasonable objectives 
and credible characterisations. I did take 
exception to the hybrid Dark Age and 
Chivalric background to the Arthurian 
adventure, for the justification of the 
action was inconsistent with the plot. 
Accepting this however, The Pillar o f  
Clinschor plays well enough. 

I retain mixed feelings about Wizards 
on the grounds that though there is 
material in the bookfor several evenings 
play, there will be problems integrating 
the differing scenarios into any long- 
term campaign (unless of course they 
have the same setting), and the book 
therefore lacks unity Wizards succeeds 
on its own terms, to some extent, 
despite the presentation, but it is of 
limited value otherwise. Elves, Dwarves 
and Dark Folk are merely amateur 
rehashes of widely current material lack- 
ing the redeeming features of a coherent 
setting or adequate presentation. 
Methinks I smell a fast buck! 

Elves, Dwarves, 
Dark Folk , Wizards 

Presentation: 5 6 
Content: 3 6 
Overall: 3 6 

Robert Dale 

THE TRAVELLER ADVENTURE 
Game Designers' Workshop E9.95 

This is the companion to the Traveller 
Book. It is a Travellercampaign set in the 

Aramis subsector of the Spinward 
Marches and can be used with any set of 
Traveller rules. 

The basic plot as it appears to the 
adventurers: The band are the crew of a 
subsidised merchant, the March Harrier, 
assigned to a route in the Aramis sub- 
sector. While taking a brief vacation on 
Leedor as their ship is overhauled, a 
starship crashes, apparently because of 
crew negligence. Another ship hastily 
leaves port when a message is delivered 
by the band. Then while touring a 
museum, the group meet a Vargr being 
assaulted by thugs; since he is a player . 
character, they likely help him out. The 
Vargr has been robbed of a mysterious 
brooch which he goes to extraordinary 
lengths to recover. It becomes apparent 
that nefarious forces want this brooch 
returned for no obvious reason, and that 
the Vargr's claim to it is not entirely legal. 

Leaving Leedor with the Vargr, the 
band are then taken through a carefully 
plotted series of adventures on world 
after world in the subsector, gathering 
clues as to what is going on along the 
way, making NPC friends and enemies 
of various kinds, and trading. Eventually 
all is revealed and a dramaticconfronta- 
tion settles the villain's hash once and 
for all -or  does it? 

The campaign proper has almost a 
dozen set-piece scenarios, to be encoun- 
tered in a specific sequence; these are 
interspersed with shorter commissions 
ofthe type found in 76Patrons, intended 
as red herrings and spacers. Even these 
are as detailed as full blown adventures. 
These shorter scenarios could be omit- 
ted, in which case a dedicated group 
playing ni htly could get through the 
whole pac a age in a week or two; or left 
in together, perhaps with some adven- 
tures of the referee's choosing, in which 
case a typical group could talte up to a 
year (real time) to getto the end-the lat- 
ter course is strongly recommended. 

Marc Miller's alter ego, Marc hault- 
Oberlindes, appears frequently as a 
powerful friend the adventurers make 
early on. Equally powerful but less obvi- 
ousfriends and enemies are also present. 

Each of 26 worlds are described; 9 in 
some detail, the rest by thumbnail 



sketches. Each transpod company and 
other major organisation resident in the 
subsector is briefly explained. Well- 
written introductory sections and special 
rules give the GM a thorough grasp of 
what is going on. There is an essay on 
the historical background of the Spin- 
ward Marches subsector. Finally, and 
perhaps best of all, there is what must 
be the definitive description of Vargr - 
an &page section detailing society, 
attitudes, character generation and so on. 

In conclusion, this is a superb cam- 
paign capable of entertaining a group of 
up to 8 players of any experience for up 
to a year. The GM should be fairly experi- 
enced to get the best from it, as it is quite 
complex and lengthy and there are sev- 
eral separate and detalled maln plots 
and numerous subplots to keep trackof. 
Its main disadvantage is that playing it 
will lock the GM's campaign fairly solidly 
into the Spinward Marches for good. On 
the plus side, that very same detail 
makes it a very good adventure, and 
there are seedsfor many later scenarios 
in the background which will allow a 
long-term campaign to be set up in the 
subsector with very little work on the 
GM's part. 
Presentation: 8 Enjoyment: 10 
Playability: 8 Complexity: 7 
Skill: 6 Rules: 6 
Overall: 9 Andy Slack 

POWERS AND PERILS 
Avalon Hill f 19.95 

Pee-Pee, as it is becoming known, is one 
of Avalon Hill's many new entries into 
role-playing. All the five volumes are 
clearly printed and laid out in an easy-to- 
follow manner. 

The first volume covers character crea- 
tion using dice to give ten primary 
characteristics and then adding or sub- 
tracting various modifiers depending on 
your race and sex; the races being 
humans, elves, faeries and dwarves. 
Social station and age are generated 
next, and used to work out how experi- 
enced the character is. Then the charac- 
ter's initial skills are worked out using a 
point allocation system (applied to both 
combat and general skills). Skills can be 
improved by training or by using points 
gained from successfu1 use of skills, but 
they all havea maximum expertise level 
which depends on your primary charac- 
teristics. Generating a character can 
prove to be a very lengthy business, and 
the large number of abbreviations can 
cause some confusion. Additionally, 
some of the instructions are rather 
ambiguous. 

Volume two is divided into two sec- 
tions, combat and magic. Combat is 
similar to RuneQuest, and uses the 12- 
second tactical turn. Skill rolls are addi- 
tionally used to determine the damage 
done, and armour and shields absorb 
damage in the standard fashion. 

Magic and magiciansare also covered 
here, there being three types of magi- 
cians - Wizards, Shamans and Sidhe 
(Faeries, elves and Alfar). The wizards 
seek knowledge or power and are 
divided into three orientations: law, 
balance and chaos. Shamans are tied to 
the forces of nature, and the Sidhe are 

OPEN BOX 

aligned with the forces of creation and 
the Elder Gods. Spells are cast using a 
Mana point system, the cost and success 
of the spell being determined by the skill 
of the caster. Spell descriptions are ade- 
quate, and a large selection is available. 

The third volume contains a basic 
description of the three planes of exis- 
tence, descriptions of the creatures who 
inhabit these planes, and a very good 
general encounter system. The list of 
creatures is very comprehensive and 
contains the usual legendary creatures 
as well as a fair number of new monsters. 
Physical, magical and psychological 
attributes of creatures, their alignment 
and general reaction on being encoun- 
tered are listed in a clear manner. 

Volume 4 deals with the potential 
human encounters and the different cul- 
tures of a world. The tables and listings 
of encounters cover a wide range, from 
cities through to uncivilised lands, and 
goes to great lengths to give a rationale 
forthe encounter. This bookalso covers 
magical and non-magical treasures. 

The fifth and final volume details the 
county of Donara. This includes a 
description of the main NPCs, the events 
and the general background of the 
county. Also included is a useful basic 
scenario designed to introduce the 
players to the game. 

Overall, P&P introduces some nice 
ideas which can be adapted readily into 
other systems. The game is more suited 
to experienced players and GMs since it 
is fairly complex. In general, a greater 
amount of work than is normal for an 
RPG is needed for playing Powers and 
Perils, but it is a good system. 
Presentation: 9 Complexity: 9 
Playability: 8 Rules: 7 
Overall: 8 Adrian Knowles 

JAMES BOND 007 f7.95 (rules only) 
Victory Games f 11.95 (boxed set) 

It is a refreshing change to find almost 
all that is required in a games system 
contained in just one book. The 007sys- 
tem includes an incredible amount of 
background information within the rules 
system itself. The rules are clearly pre- 
sented and in a logical progression and, 
on the whole, explained adequately. 
Most important in a games system that 
will undoubtedly sell to the Bond fans is 
the thorough introduction which takes 
the neophyte agent through the con- 
cepts behind the game, giving them an 
idea as to the system used and, most 
importantly, a long and interesting 
example of spy gaming in play, combin- 
ing film imagery with play mechanics. 

Skills, including combat, work on a 
quality of result system rather than just 
a plain success,the results rangingfrom 
'acceptable' to 'excellent'. The idea is a 
neat one, although the execution can get 
messy, being dependent on a number of 
key tables which are not printed any- 
where else in the book apart from their 
relevant part in the text. A wide range of 
usetul sk~lls are explained which, coupled 
with the 'fields of experience' of an 
agent give the characters a very broad 
background-not 311 of it apparently use- 
ful for straightforward spy work. Spies 
have three ranks assigned to them in the 

game (Rookie, Agent and 00 ranks) which 
determine the number of points avail- 
able to design characters. The points 
system is weighted against especially 
high values which works very nicely, 
encouraging the development of typical 
spies rather than superheroes. It is still 
possible to design wrecking machines, 
but they'll usually be very weak in other 
areas, making them obsolete as far as 
spy work is concerned. The system, both 
in creating a character and running the 
game isvery maths orientated, showing 
the one flaw in an otherwise neat and 
clever games system. 

Combat abandons hit points, adopt- 
ing wound levels for simplicity and 
game feel. The distinction between simi- 
lar weapons is minimal, each having 
particular foibles which endear them- 
selves to the user, but the overall range 
of damage that can be dished out is 
extreme! The section on weapons is 
limited in its coverage, but the amount 
of information given is more valuable 
compared to a system which covers 
plenty of weaponry with no information 
or even drawings of equipment. The 
amount of illustrations in the equipment 
section helps to generate a feel for the 
game, with individual items being easily 
identified when in use either by the 
players or their opponents. 

Although the Bond movies are rather 
gadget orientated, the basic rules con- 
tain very few interesting items except for 
much of the standard agent fare (flashy 
watches, pens and the like) and the 
game itself cannot be claimed to be much 
morethan a standard spy game with the 
advantage of having the Bond name 
attached to it. The Bond flavour is mainly 
developed by a horribly false Britain feel 
(it is written by Americans, after all) 
coupled with an extensive detailing of 
Bond's allies and enemiesfrom the films. 

The handling of theenemieswill come 
as a disappointment if you're expecting 
Spectre to be detailed, with all villains 
being members of an organisation called 
TAROT (despite the fact that some of 
them would never be connected since 
they were individual operators). Rival- 
ling TAROTthere is M16, players being 
members of this latter organisation, 
with the appropriate section on M16,'Mt, 
'0' and Miss Moneypenny. 

The rulebook is finished off with 
scanty details of some major cities of the 
world, followed by an introductory solo 
on the island of Dr No. 

As a complete system, the 007 game 
stands up quite well, with a real feeling 
of belonging to part of the Bond mythos 
being generated in play. There are 
faults, however, resulting f ~ o m  com- 
plexity of mechanics which can hinder 
play ifadhered to. The rules also concen- 
trate on the more modern pieces of 
equipment to the detriment of earlier 
Bond movies (which relied more on plot 
and action rather than gadgets) and a 
number of essential areas remain 
untouched or insufficiently developed. 
The game might not bethe best spy role- 
game available, but it is more complete 
and playable than any of its rivals. 
Presentation: . 5 Enjoyment: 9 
Playability: 7 Complexity: 8 
Value (boxed set): 3 Rules: 8 

(rulesonly): 7 Overall: 6 
Bob Neville 



CRITICAL MASS 

Apologies this month to all denizens of 
fantasy, to dragons, elves, hobbits, teb- 
bits, nameless tentacular abominations 
frothing in primal slime from Kadath in 
the Cold Waste, and Lew Pulsipher. Fan- 
tasy books receive short shrift this time 
because, maddened perhaps by sun- 
spots, the ever-lovinq publishers have 
nkglected to send an7:lnstead it's I s~aceshios, comouters and hard SF all 
the way. i40,000 iantasy garners fling 
down the magazine with vile oaths.) 
Four of the batch havevaguely common 
themes of interstellar conflict, cosmic 
events and such -plus sidelights on pre- 
senting background data (about which 
GMs always worry) and on ethics and 
morality (about which players rarely 
worry enough). 

First comes Frederik Pohl's Heechee 
Rendezvous [Gollancz 31 1 pp £8.951, 
sequel to Gateway (excellent) and 
Beyond the Blue Event Horizon. Pohl 
really doesthink big, aswith his devilish 
alien 'Assassins' who've reversed the 
expansion of our universe and are wait- 
ing (in a black hole, where else?) for its 
collapse and a new Big Bang in which 
they plan to have a say. I rather balk at 

pended-animation chambers ... The 

( 
black holes being mere convenient sus- 

benevolent Heechee, whose mysterious 
artifacts triggered the previous books' 
plots, come onstage at last, while the 
familiar not-quite-hero Rohin Broadway 
finally gets apotheosed. What convinces 
is the way all life's tiresomeness carries 
on in the face of miracles: Heechee 
technology is the key to spaceflight but 
is also handy forterrorists. And the com- 
plex narrative is ingeniously presented 
as a computerized documentary, with 
inset information boxes and some 
showy to-and-fro scene-shifting by the 
omniscient 'narrator'. The ending's less 
than perfect, with some problems 
ignored rather than confronted, but 
Heechee Rendezvous completes a 
worthy trilogy. 

Lord Dorsai by Gordan R Dickson 
[Sphere 152pp £ 1.951 got its Hugo - not 
Nebula as on the cover - in the short 
'novella' category, and is padded out 
here with two shorts. Why are these not 
mentioned in the blurb? Because, dear 
readers, market surveys show you're 
30-50% less eager to buy a short-story 
collection than a seeming novel ... The 
100-page title story is a fine addition to 
the Dorsai series, skilfully setting up a 
preposterous situation (five people ver- 
sus an army!) and making it almost 
reasonable by sketching in the motives 
of honour, obligation and machismo 
leading up to it. Background problems: 
those who've not read earlier Dorsai 
tales will be confused by portentous 
early references to them, while those 
who do knowthe books will spot the 
chronology (pre-Soldier, Ask Not) and 
deduce which characters must survive. 
From the surprisingly satisfying resolu- 
tion,which turnsthe enemies' machismo 
judo-style against them, I suspect 
Dickson has been reading Kipling again. 

What James P Hogan has been read- 
ing is Eric Frank Russell. Hogan's Voy- 
age from Yesteryear [Penguin 377pp 
£2.501 is Russell's 'And Then There Were 
None' [see The Great Explosion] writ 
large, minus the wisecracks but with 
much physics thrown in. A heavy milit- 

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

THE HARD 

arized Earth space-ark arrives to assume 
control of the Chiron colony out Cen- 
taurus way, only to find no government, 
no visible military force, no medium of 
exchange, no handle for Terran politi- 
cians at all. Russell's pompous Earth- 
lings, like the British Empire confronted 
with Gandhi, were insufficiently ruthless 
to cope with passive resistance; Hogan's 
are very much nastier, and here the 
rather plodding story picks up interest. 
Background is presented in stodgy lec- 
tures; most readers will skip the one on 
physics occupying most of chapter 24. 
Solid and quite worthy stuff, but practi- 
cally devoid of characterization. 

Last of the four: E E 'Doc' Smith rises 
from the grave with Subspace Encounter 
[Granada 239pp £1.501 -a genuine 
unpublished Sm~th novel ratherthan the 
pathetic imitations by people called 
Stephen Goldin. This is a sequel to Sub- 
space Explorers, which mercifully I have 
not read, and features lots of zappy 
action, grotty slang ('In sync to the skil- 
lionth of a whillionth of a nanosecond!'), 
superpowered folkwho whiz round sev- 
eral universes psionically nobbling evil- 
doers, and tin-eared overwriting. 'Stark' 
and 'starkly' remain favourite words, as 
in 'the theretofore starkly unknowable 
environment of a zeta field.' OK, one 
doesn't read Smith for literary graces, 
but this one is far inferior to the equally 
awfully written Lensman books because 
our hyperbrained Earthlings have it all 
too easy. Kim Kinnison used to suffer for 
his victories (eg erethism, amputation, 
infection with hideous alien fungi): this 
lot get theirs on a plate. 

I promised to pass remarks on moral- 
ity, but am hiding them down heresince 
Games Workshop don't approve of 
these things. Smith's ethics are heartily 
Neanderthal as ever: there are baddies 
who are evil, so decent folk just have to 
wipe out the whole goddam race. Page 

140: 'Genocide is supposed to be repre- 
hensible. But ...' Hogan is disturbing in 
the opposite sense: his Chironians have 
a near-perfect society and ethos thanks 
to their nice, rich upbringing -it's hard 
to swallow this bland dismissal of what 
I'd call chronic human perversity and a 
theologian would call Original Sin. 
Dickson breaks new ground, for him, 
with the plight of a trained Dorsai war- 
rior who's psychologically unable to kill 
- it's quite a study in plot construction, 
the way that in spite of this our lad 
becomes a brave martyr, preserves total 
honour and machismo, saves the world, 
etc. (Dickson's solutions are notorious. 
forworking only in the author'scarefully 
devised setting.) Lastly, Pohl getsfright- 
fully American - or even Californian - 

'with characters forever being analysed 
by others orthemselves to trace the root 
cause of each mental quirk. Even the 
unspeakable and unknowable Assassins, 
the book's endina implies, will be aood 
buddies once we've learnt to ~ n d & -  
stand them. 

All right, GMs, what moral bias goes 
into your scenarios? If you think there 
isn't one, it's probably just that you 
haven't recognized it. 

Less heavy, yet serious beneath a hys- 
terically funny surface, is John Sladek's 
18-story collection The Lunaticsof Terra 
[Gollancz 192pp £7.951. In Sladek's 
world-view it's only logical that a visiting 
alien is soon eclipsed as a TV attraction 
by a far more interesting mass murderer, 
or that cyborgization should be neither 
nightmarish nor utopian but just a status 
symbol. ('Except for her foot and her 
fingerprints, all of her visible parts had 
been replaced with improvements made 
of metal, high-quality plastics and 
mahogany.') He's especially good on 
pseudoscience, getting right inside that 
viewpoint in the tragicomiclAn Explana- 
tion forthe Disappearance of the Moon'. 
Topnotch stuff. 

New discovery of the month: Hilbert 
Schenck's A Rose ofArmageddon 
[Sphere 190pp £ 1-75], first novel by the 
latest writerto have grasped that a weird 
name is the key to SF success. In his con- 
vincing and intellectually exciting narra- 
tive, a computerised soft science called 
'morphology' is tested on the microcosm 
of a long-inhabited little island,and goes 
on to predict the end of the world. But 
there is an anomaly; the island holds the 
key to something special; history is not 
purposeless; and the mystical turn of 
the final 24 pages is a surprise and 
delight after Schenck's underplayed but 
escalating evocations of doom. I don't 
believe a word of it after p166, but 
recommend it just the same. 

At the bottom of the heap: another 
reprint of the late great Philip K Dick's 
Time OutofJoint [Penguin 187pp f I .95], 
which develops along marvellously 
paranoid lines as the protagonist Ragle 
Gumm - name misspelt as always by 
Penguin in the blurb-learns hisworld is 
a fake set up to fool him alone. Later ex- 
planations are less satisfying, but there 
are classic moments, as when reality 
blows a fuse and a soft-drinkstand disin- 
tegrates before Gumm's eyes, leaving 
only a bit of paperwith the words SOFT- 
DRINK STAND. Just as I am now fading 
from view, leaving only a bit of paper 
saying That's enough reviews -Ed.O 
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FOR THE BLOOD IS THE LIFE 
The Living Dead in RuneQuest 

RuneRites is a regular column for 
Ru neQuest players, edited by 
Dave Morris. 

RQ uses the term undead for beings 
which have no s ~ i r i t  self and, cut off 
from the universalpsychic 'flow', do not 
naturallv reaenerate POW. This still 
leaves the c?assification of creatures 
such as ghouls and whirlvishes uncertain 
[see RuneRites. WD541. lcallthese livina 
dead -beings which maintain some so? 
of existence after death because their 
life-force is replaced by magic. The spirit 
continues to regenerate POW normally, 
but the dynamic force of the living dead 
creature (equivalent to a living being's 
CON) is often precariously dependent 
on the special occult process that 
animates it. 

It has always seemed unfortunate to me 
that the Gloranthan vampire has little 
motive fordraining blood. My own cam- 
paign includes vampyrs, living dead 
which depend for their existence on 
draining blood from the living. If the 
vampyr goes without blood, its CON 
begins to decrease. After seven days 
without blood the vampyr loses 1 point 

of CON. Five days later, another point is 
lost, and another point every four days 
thereafter. For each CON point lost after 
the first, the vampyr also loses 1 STR 
point. When CON reaches 01 (by which 
time the creature will appear quite 
decrepit) the STR drops to 03. This con- 
dition prevails for one month, and then 
thevampyr becomestruly dead (though 
even then the soul is not released until 
the head iscutfrom the body). Avampyr 
can slow this CON loss by staying in its 
coffin-each night that it rises is equiva- 
lent to two nights of resting dormant. 

The maximum quantity of blood that 
a vampyr can drain in a single night is 
one pint. The victim loses CON and STR 
as shown on the Blood LossTable. Each 
point of CON that thevictim loses adds 1 
point to the vampyr's CON; when this 
reaches species maximum, further 
points go towards healing any damage 
the vampyr has taken, at the rate of a 
healing 6for every CON point lost to the 
victim. This is theonly way vampyrscan 
heal themselves. 

Vampyrs are not affected by non- 
Runic metals unless impaled by the 
weapon - and even then only half the 
minimum impalement damage is taken. 
Bladesharpand other spells will damage 
the vampyr, of course, as will Runic 
metal weapons. A varnpyr does not col- 
lapse when it hastaken damage equal to 
its hit points. It must be hacked apart 
until it cannot fight on (like a zombie). If 
for any reason the head of a fallen vam- 
pyr is not severed then it could be healed 
-perhaps by a charmed servant - by 
causing blood to gush from a living vic- 
tim onto the vampyr's body. 
Vampyrs have the power to charm. This 
requires the vampyr to talk to the 
intended victim for at least thirty sec- 
onds, and the two must be within ten 
metres of one another throughout this 
time. Success is determined by a CHA 
(vampire's) against POW (victim's) 
resistance roll. Charm cannot be used in 
melee- it must be normal conversation. 
A charmedvictim allows the vampyr to 
do whatever it chooses with himlher. 
Previously charmed characters have a 
penalty of -10% for successive charm 
attempts by the vampyr. 

Avampyr can be destroyed by driving 
a stake through its heart and cutting off 
its head. The stake interrupts the mystic 
energy flow that sustains the vampyr, 
causing it to become in all respects like a 
normal corpse. If the stake is later 
removed, the vampyr comes back to 

Blood Loss Table 
(Effects shown assume a normal, human adult) 

Blood lost CON loss STR loss Time to Recover 
one pintx* 

1 st pint I point I point 5 days 
2nd pint another 2 points another3 points 7 days 
3rd pint another 4 points another 6 points 9 days 
4th pint another6 points another 9 points 12 davs 
5th pint (death*) 

* The victim will, of course, already be dead if CON has reached 0 before this. 
** A healing 6 spell can be used in place of five days recovery time. 

'life' because the soul has remained 
latent within the body. Severing the 
head frees the spirit, irreversibly ending 
the vampyr's living death. 

Exposure to sunlight immediately 
removes the vampyr's power to charm 
and its invulnerability to bronze 
weapons. It also loses 2 points of CON 
per round that it remains in sunlight, and 
will become inanimate if CON reaches 
zero. Removing the head will then 
destroy it. If a vampyr which is dormant 
in itscoffin is exposed tosunlightthen it 
suffers no CON loss but is held trapped, 
unable to rise, until the sun sets. 

Vampyrs cannot cross pure running 
water except by bridge, boat or on 
someone's back. Swamp and marsh- 
land do not bother them, however. 

Vampyrs can be driven back with the 
Life Fertility Rune. If strongly presented 
by someone initiated into a Life cult 
(Chalana Arroy), this Rune forces the 
vampyr to retreat so as to keep at least 
4m between itself and the Rune. If 
backed into a corner so that it cannot cir- 
cle around the Rune, the vampyr will go 
berserk (as a fanaticism spell) in its 
attempt to escape. 

The Death Rune has no effect on vam- 
pyrs, many of whom worship it in some 
form. 

Vampyr Demi-vampyr 
STR: species maxxl  B species maxxl  W 
CON: species max species max 
SIZ: as in life as in life 
INT: - .. - . . 
POW: as in life as in life x B  
D E X :  as in life +d6 as in life -d4 
CHA: asin life +d6 - 
Move: as in life +2 as in life 

Anyone who dies from a vampyr's bite 
will become a vampyr or (more usually) 
a demi-vampyr. Atrue vampyr is created 
when the vampyr allows the victim to 
drinksome of its own blood at the same 
moment that it drains the victim's blood. 
This costs the vampyr Id4  points of 
characteristic POW (recoverable 
through increase rolls) and ensures that 
the victim will arise three nights later as 
a new vampyr. 

If the vampyr does not sacrificeIts 
power in this ritual, the victim will arise 
as a mere demi-vampyr. This creature 
drains blood like a normal vampyr, but 
cannot charm (and is not resistant to 
bronze weapons) and so must resort to 
random attacks and waylaying travellers 
on lonely country roads. The demi- 
vampyr has essentially animal-level 
intelligence, but is able to utter phrases 
and pleas for help in orderto lurevictims 
even though it has no real understand- 
ing of what it is saying. If meleed, the 
demi-vampyr will battle ferociously 
(often with only very crude weapons or 
its bare hands, and with a maximum. 
fighting skill of DEXx5) until it sees a 
chance to escape. Demi-vampyrs will 
usually obey simple commands from 
thevampyrwhich created them, butwill 
flee if endangered.0 



This is the second instalment of a 
RuneQuest and Bushido. 

Creating and 
Playing Ninja Characters 
by Chris Elliott and 
Richard Edwards 

Last issue, we outlined the role of the 
historical ninja, and the range of skills 
and equipmentthat made possible their 
uncanny feats. This part suggests ways 
of incorporating them intoAD&D and 
RuneQuest, and expanding them as a 
profession in Bushido. As far as pos- 
sible, this has been donewithin the orig- 
inal rules, rather than by creating new 
ones. This should make it easierto integ- 
rate the material with current campaigns. 

NINJA IN AD&D 
Both the assassin and monk character 
classes can be used as the basis for ninja 
characters, the assassin having skills of 
disguise and a secondary role as a spy, 
and the monk having skillsderivedfrom 
the martial arts. We have, therefore, 
given rules which are based on a syn- 
thesis of-these two classes. 

The rigorous early training of ninja 
would be reflected in high attribute 
scores for dexterity and constitution, 
and overall we suggest the following 
minimum scores: 

S I W D C C h  
12 11 9 15 11 5 

Hit points should be rolled as forthieves 
and assassins, and the same table used 
for experience levels. The concept of 
alignments is not one that fits very well 
with this sort of character, but the closest 
is probably that of true neutral. When all 
the druids reading this have finished 
throwing fits, the reason for this is that 
the ninja's use of any and every form of 
deceit and violent death sprang from 
h professionalism rather than any com- 
mitment to the principle of evil, and at 
its highest, their role was to act as keep- 
ers of the social balance in a society 
divided against itself. AD&D is biased 
toward humans, but within theguidelines 
in the Player's Handbook, there is no 
reason why other races should not have 
similar castes, although because of the 
clan basis on which they wobid also be 
organised, it would be almost unthink- 
able for a non-human to be accepted 
into a human ninja clan, and vice versa. 
The use of magic is tricky, because 
although all classes in AD&D can use 
magic items, only two can cast spells, 
and the ninja are neither magicians nor 
priests. As with monks, they should be 
able to use enchanted weapons, rings, 
and the magic items designed for 
thievesand assassins, and gain theabil- 
ity to attempt scrolls at higher levels. 
Whether or not they are allowed to learn 



NIGHT'S DARK AGENTS 

The nineshuriken (a lucky number) usu- 

ncreasing by third of these articles, which contains 
hit which will information on strategy and tactics. The 

RuneQuest: The normal daily move- throwing knives, using the rules for mosquitos hovering over his position. 
ment rates should be adjusted to take pitched shots, and for chain weapons How do you slip past sentries asi f  
account of the distances ninja could assume a grappling attack is made to invisible,and confound pursuers by dis- 
travel, while indoors a basic rate of 10 throw an opponent, without the chance appearing into thin air? How, when you 
movement units should be a good level. for them to  block a successful hit. They are surrounded in,a building which is 
The normal rulesfor climbing and jump- can also be used Like a-grain flail. Dave then set alight, can you emerge 
ing work well enough, but nawanuke Morris' article on RQ samurai in WD40 unscathed? All this, and more, in the 
jutsu and chakuzen-jutsu (ceiling walk- suggests treating iai-jutsu as a skill final part of Night's Dark Agents, 
ing) can be treated as separate skills. reducing the strike rank of a sword with next issue!O 



N D  THE U T T E W C E S  OF MANY DID FALL UPON THE DEAF EARS OF THE AUTHOR. 
Until, at last, Stan the Thin, purveyor of  arcadian fantasy, spake unto 
the Author, saying 
"Whatever happened to Androx ?" 
Thus it came to pass ...... 

As the humanoid shell, that had been Androx, 
became progressively loopy, the essential Dressed in a quilted smoking jacket and 

personality was awash with a kaleidoscope of holding a cocktail glass in its right clawed hand, 

shattering emotions. Gradually, sensibility Unimportant sat in a high-backed cane chair. It 

returned to the aghast id as it struggled to settled back, took a sip of the drink and 

identify itself. All around was nothing. No chuckled wickedly. 

input, just a blackvoid. "Where am I?" Androx tried out the larynx. 

He thought he might be dead, trapped within a Pain lashed through his left arm. Unimportant 
split-second for eternity. tutted and shook its head. 

Then the light came. "Where am I, Sir?" Androx corrected himself 

From no particular source it surrounded him, a through gritted teeth. 

green spectral glow that brought companion- "You already know that, my dear fellow, 
ship, or at least a break from the monotony of otherwise you'd still be radiating that piquant 
total darkness. After a while, or maybe several shade of green." 
centuries, it also got exceedingly boring, never "May I move Sir?" It must be telepathic. 
varying in shade or brightness. Pain lashed up his right arm. 
He decided he was dead ... and in Hell. "Sir is telepathic." It corrected him. "Yes you 
What a simple idea! It must be possible to get a may. I hope you'll look after that body, we're 
million intelligences into a single bottle, not in the habit ofjust giving themaway." 
provided there was no stimulation, and after As he swung his legs down he looked at his new 
his own experiences that seemed very vehicle. Not bad, no obvious defects, quite 
probable. No sooner had he arrived at this young and an improved set of gonads. 
conculsion that the lights went out again! "It's the usual contract, normal lifespan and get 
Weight returned to him. as many souls as you can. What happens after 
Then he heard a Voice on the very limits of his that depends on how you do. Is it a deal?' 
perception. Slowly it came nearer, rich and "Have I got all my powers, Sir?' 
resonant with the timbre of authority. Soon at a ceiling, supported by soaring arches of 
words made themselves known to him. "Of course." 

stone and shifting in the light of (he swivelled 
"...should be able ... advice is to take ..." the eyeballs to the right) chandeliers. He was "Can I go to any time, Sir?" 

He could feel his body forming around himself. lying on his back. "Yes." 

Voice continued. "There's a clever chap." "Then it's a deal, Sir." This time Androx. 
smiled. "...slowly accustom yourself to physical Androx tried out the neck muscles to obtain a 

concepts. I think you might be ready to open lookat Voice. "No other questions?' it quizzed. 
your eyes now." A head more lizard than human slipped into "Nosir." 
He did. view. It smiled at him. "Hmmm. They usually want to know more." 
As the eyelids slid hesitantly back, blurred "Good to have you with us, old boy. My name "No offense, Sir, itrs just that there's a certain 
images slowly drew into focus. He was staring is Unimportant, but you can call me Sir." writer I'mrather eager tovisit ..." 

A monthly prize of £10.00 for short stories, of about 500 words, printed here. Due to copy deadlines the first award- 
winning story will appear next month. Advertising should be entertaining, don't you think? 
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spread the word to your and other users' advantage. £10.00-£20.00 is £1.00 

over £20.00 no charge 





Last issue left the players with one last place to go - the magical island of Rammas. Part I1 of this AD&D 
adventurestarts where Part 1 (WD56) left off. (New readers wil l need Part 1 to  complete the adventure.) 

\ Part II: The Island of Rammas by Peter Emery 

DM'S NOTES 
Rammas (Map 9) 
This is where the Dark Leopard and Lord Silver lived. Due to Telfior's 
disappearance they had been unable to paythe rent owed tothe guild. 
They had with them 35 red xvarts (guards and general labourers), 10 
yellow xvarts (miners), and 15 blue xvarts (sailors and house-ser- 
vants) [see the Fiend Folio for Xvarts]. They were all peacefully 
devoted to mining purpure- the ore of an iron-like metal with a 
purplish sheen, when the Dark Leopard disappeared and Lord Silver 
had an argument with the red xvarts. They murdered him and fled to 
the other end ofthe island, much to theconsternation of the loyal blue 

, and yellow xvarts. Groups of 2-8 red xvarts occasionaIly probe across 
near to the eastern end of Rammas (roll as for wandering monster 

twice a day). 
A. Stone Piers. 
Two crumbling stone piers (known as 'Coldpiers' in Enswick), a 10' 
rowing boat is tied up at one of them. 
B. Manor House. 
This is a substantial two-storiedfortified manor house with shuttered 
windows and surrounded by a high wall, built by the Earthfriends orig- 
inally as a residence for the higher members of the order. 

Jovian used to live here (see DM'sIntroduction, Partl). The chaotic 
will of the Heart permeated the fabric of the house, seeking him out. 
Realising that he was being assailed, Jovian abandoned the house, 
shortly before Lord Silver and the Dark Leopard arrived in 1680. They 
saw the house merely as a des~rable res~dence, and tiring ot Jovian's 



.>. ,,  

ID r THE SUNFIRE'S HEART 
C? :;,:: 
9 constant warnlngs that it was no longer safe, they locked him up in 
J ,  1682 and he died shortly afterwards. Butthe essence of the Heart was 

h ~ -  : very strong in the house and a strange accident befell the Dark 
, I Leopard in consequence. Because of this concentration of power, 
: 3 3 psionics and spell casters will hear a hissing noise in their ears inside 
\ 41 f j  and in the vicinity of the house. 
, 7 )  The partywill meetthe silent and harmless ghost of Lord Silver (can- 
'L?.C,? not be turned by clerics) - a tall albino dressed in white with a black 

longsword. He will beckon the party into the house but always stay 
some distance ahead. He will lead them into the east bedroom (his 
own) where hewill say the word 'Jovian'and d~sappear. He may reap- 
pear later and do exactly thesamething.Theghost Istrying to help his 
friend the Dark Leopard by making them investigate the Heart (which 
is the source of the Leopard's problems [section Dl). No door in the 
house is locked, unless noted. 

Key t o  Manor House (Map 10) 
1.Strongroom.Astone building with an iron door and a trapdoor in 

thefloor leading down intoa 10'x 10'cellar.Theplace has been rifled 
by the red xvarts, who left only one ingot worth 10gp. 

* C~2 i  
2. Entrance Hall. The room is lined -floor, ceiling and walls- with 

bear skins, except forthe doors to east and west, which are wood with 
3'  metal studs.Awooden chandelier hangsfrom theceiling. High onthe 1 northwall hangsaverycoldshield inagreenish metal,witha peculiar 

1 0 
design,similarto that on Almeris'brooch [see last issue, reference351. 

J The shield is +I but, bearing the name of Asustren, is likely to cause 
4:) '.I resentment among the islanders. 

3. Kitchen. Contents: One fireplace with five metal pots, a spit, a 
q'-,- 
c ,?';I stackof firewood, a row of hens, rabbits and hares hanging on hooks, 

,., all decaying and a dead xvart in red armour pinned to a kitchen table 
, ,  with a cook's knife. 
, 4. Antechamber. The walls are covered with deerskins. There are 

C" ,-9. , three stands with suits of chainmail. 

?I ,,,; 5. Banqueting Hall. Here is a table 20' long with benches. A cup- 

J CJ,; 
board on the southern wall contains stacks of pewter plates, drinking 

'J .. horns etc. The floor is covered with straw. The fireplace is plain and 
, Iargewith a metal grateand spit.TheskuII and antlersof a giant elkare 

I'Y; 
on the north wall. 

. 5 . 
c t 6. Store Room. A very large dark room, the floor of which is strewn 

with straw. It contains sacks of meal, barrels of salt meat, rope, 
firewood and other necessary stores, as well as several large barrels 

c', ofwine.Atrapdoor leadsdown intothecellar, a 75'x 15'room contain- 
, ing an enormous cask of brown ale on tap. There is a row of six 

wooden beer-mugs hanging on pegs on the wall. This store-room also 
, contains the steps up to the next floor. 
q'.. a 7. Bedroom. Empty. 
I r 8.Bedroom.This room contains 12 pallets of strawforsmallerthan 

human size figures. 

2. ,la 
9. Bedroom. Contains a small catapult broken down into sections. 

I .J. There are also a number of tools-spanners, hammers, planes, adzes, 
which have been left carelessly lying around. 

',. ' 10. Cell. Here is the skeleton of a man chained to the wall by mana- 
' : cles. His cloth~ng has rotted away, but he isstill wearing a light iron cap 

with the inscr~ption 'Jovianr. (This is indeed the remains of Jovian 
, - Sturlasson, the last Earthfriend.) 

, 11. This room contains a heap of old dirt and rubbish, broken pots 
etc. In th'e dirt are sixsmall metal shields,five with theword 'Asustren' . + embossed on the front in large letters, but the sixth with the words 

#:j <,45 Ascoln Almeris'. 
,,c, r, 12. The door to this is locked. Inside is a weaponless red xvart who 

, has been locked in for some time. He is crazy with hunger and thirst 
J and will try to dash out as quickly as possible. 

13. Bedroom. Empty. 
14. The Dark Leopard's Room. This is very bare. His bed is actually 

a lonq low table with a block of wood at one end for his pillow, the 
whole being spread over a blanket of leopard skins (the Leopard's 
'hard man' Image). On a table with a chair are spread out several 
scrolls, weighted down with bottles of ink. These appear to relate to 
mining operation, apart from one which is an unfinished letter read- 
ing, 'Dear Born Wolf, Many Thanks for your help in squaring Ghost 
Arms- you have done me a real servlce. I am atrald however, that our 
friendTelfior has not shown up yetthis year. Don'ttalktothe Landlord 
yet, but perhaps you would askaround. We may have to arrange alter- 
native ... . Onthewalls hang a number of swords,of all types,and two 
crossbows, together with the stuffed head of a leopard. 

15. Lord Silver's Room. Before hewas killed,the Heart wastrying very 
hard to capture him, and its presence is particularly strong here (con- 
sequently the 'hissing in the ears'will be louder). Partly as a result, if 
the name 'Jovian' isspoken here (the name drawsthe attention ofthe 
Heart, Jovian being its last master) the speaker will be transported to 
a place outside the image of the house (see below). The walls of this 
room are bare. There is a large locked chest up againstthesouth wall. 
It contains a hooded deerskin robe with antler frontlet and 30gp. On 
the eastwall overthe large fireplace is a picture of the house in winter 
covered in ice and snow. Afigure in white isvisible in the foreground. 

.a * 
I J Manor House Image 
, , This is a reflection, almost identical in basic shape, of the real house 

and wall described above, called into being on a parallel plane by the 

, Heart-quite why is another matter, but must have something to do 
;)-I. b with the Heart's 'possession' of the original house. This house con- 
,*>* '. tainsseveral undoubted illusions, but many real thlngsfrom the Prime 
. ' J - i  

Material plane have become trapped inside as well. 
The house and enclosure are covered in ice and snow, and it is very 

cold. Beyond the encircling wall isvoid,and characterswil not be able 
to pass outside the walls by any means. Spell casters and psionics 
hearthe usual hissing in theearsin thissection.Any object picked up 
here will disappear on leaving. 

Except where noted, use the same manor house map as for this 
image (map 10). No door IS locked. The following key is forthe image 
only, if the players ever cross over. 

1. A Woodshed. There is no trapdoor here. 
2. ldent~cal to the real manor houseexceptthattheshield on the wall 

looks brighter and newer. 
3. Identical to the real house, but for the absence of the dead xvart 

and the factthat a window has been left open and caused the place to 
fill with snow. 

4 and 5. Lair of a young white dragon with no hoard. It is sound 
asleep, and quite impossible to wake (or kill). 

6. (Use separate Manor House Image, Map 14.) This room is very 
cold, and windowless, although lit by some soft glow. Thewalls,floor 
and ceiling are made of smooth white stone. Tall statues of men with 
haggard faces in black chainmail line the walls. The statues are 
covered in a film of thin ice. 

The liquid in the pool is a deep blue and well below 0 degreescenti- 
grade (automatic unconsciousness and death in three roundsforany- 
one falling in). There isa thin layer of mist overthesurfaceofthe pool. 
Beneath thewaters ofthe pool lives a rather peculiar sort of polar bear 
(AC8; HD3; HTK16; Move: 9"; Damage: 2-9 (bite) semi-intelligent; 
Alignment: Neutral) with flipperedfeet. l twi l l  come outto attackany- 
thing within 2' of the pool. 

Trussed up to a white pillar atthe point marked x is a very beautiful 
woman with very fair hair and skin. The woman's name is Hilaria 
(HTK16; Alignment: CN). She is a: 

FROST VAMPIRE 
Armour Class: 5 
Movement: 12" 
Hit Dice: 2 
Alignment: CE or (unusually) CN 
Intelligence: Very 
Damage: See below 

The weakest of vampires, they attack as a 4HD monster. When it 
scoresa bite on a victim, i twi l l  fasten on and drain hit points atthe rate 
of 1-lo per round, but i twi l l  alwaysstopwhen thevictim isdown to 2 
hit points. Drained hit points are added to the vampire's total to heal 
combat damage. Hit points in excessofthis areadded tothevampire's 
total for sixturns only. Thevictim will feel extremely cold and will die 
of exposure unless wrapped up warmly. Thereafter, he must rest for 
24 hours before healing, magical or otherwise, can commence, unless 
a heal spell is cast. 

The vampire stops before the victim is dead because the victim will 
have no will to resist it in future lunlessremovecurseand curedisease 
are cast). Therefore the vamplre can keep coming back for more at 
intervals when it feels like a little fresh blood and the victim has re- 
covered his hit points. Victims of frost vampires do not become frost 
vampires themselves. The means of frost vampire propagation is a 
mystery. 

Frost vampires cannot charm, are vulnerable to normal weapons 
and have only human strength.They can assumegaseousform atwilj, 
turn into white wolves and summon 1-4 rats once perturn. They have 
all the usual vampire vulnerabilities to stakes, garlic etc, although CN 
ones will notturn a hair at holy symbols. Three turnsexposure today- 
light kills them, although they do not need a special place to rest-any- 
where out of direct sunlight will do. They are turned as wraiths. 

Frostvampires'fangs only appearwhen attacking, butthey cast no 
shadow and have no reflection.They will alwaystryto befriend a party 
with a viewto a sly attack. Chaotic Neutral ones may strike up bargains 
with their victims- ie help in exchange for a snack. 

Hilaria will attempt to swoon into the arms of rescuers and get an 
attack in that way. If they are wary she will play a waiting game. She 
will be vague as to why she was tied up. If they comment on her lack 
of shadow/reflection, shewill spin a yarn about hershadow and reflec- 
tion having been stolen many years ago by a demon in mistake for her 
actual body. 

On the west wall is a frieze eqtitled 'Asustren coming to north Auras- 
sic Islands in winter, year 300. 

7. Empty and full of snow. 
8. Here a man sits at a table with his back to the door, mechanically 

eating soupout of a pan with a large wooden spoon. He looks like the 
Dark Leopard. This is an illusory deceit of the Heart. The illusion will, 
of course, ignore everything and everyone. 

9. Empty. 
10. An old, bearded man lies dead, manacled to the wall. He wears 

a metal cap with the inscription 'Jovian'. He is frozen solid. (This is 
another trick of the Heart.) 

11.12 and 13. Empty. 
14. In the middle stands the immobilefigure of a short female in 

black scale-mail and black cloak. She has fair hair and a slightly mad 
face. Despite being an illusion, this is a true likeness of Asustren - 
Elishauf. The room is otherwise empty. 

15. Though the essence of the unstable Heart permeates the whole 
of the islands, this room may be said to be the current resting place of 







heard. The Heart was once here when in ~ t s  stable form and watcned It restson a stone stand. Before thed~scstandsa metal tripod in which 
over by the Earthfriends - it has moved on since' to burn incense. It contains some sticks of this. 
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J. Parallel Plane Link (Map 12) 
Thls is a link, on a parallel plane, between the Heart and its original 
resting place in the form of a small maze of crazy tunnels created as 
the Heart's presence left the repository, accessible only from the 
Manor House's Image, or area. The tunnels themselves are 10' wide 
and circular, buttlattened at the bottom. The walls are soft, but cannot 
be pierced, burnt or otherwise destroyed, and suggest the inside of a 
brain. They radiate light which slowly pulsates in time to a constant 
'heart beat' noise. Pslonics and spell casters will also hear hissing in 
their ears. 

Key to  Parallel Plane 
1. Passing through the wall here returns to the corridor at Area I, 

reference 13. 
2. There is a silver membrane that reflects like a mirror stretched 

right across the corridor here. As it is approached, from either side, a 
number of figures equal to the number of the party will step out from 
the mirror and attack immediately. They will be the doubles of the 
members of the party, and dressed and equipped identically, but 
these simulacra will always have an effective armour class of 10 and 
two hit dice, with no intelligence (mind influencing spells will notwork). 

3. As 2, only thefiguresappearingwill bethose of oldslain enemies 
of the party. 

4. Here there is a sheet of impervious clear crystal set into the wall. 
Behind ~t are moresimulacra ofthe party, all playing (silently) musical 
instruments, as it seems, slowed by one third. 

5. On the floor grow many small gold-coloured ferns. Those who 
step into here can see myriads of stars and planets, and the whole 
infinity of the cosmos. Characters with less than 11 wisdom will fall 
unconscious immediately (saving throw applicable) and have to be 
dragged out. Thereafter, they will speak in sonorous, awe-struck voices 
for a while. 

6. This looks into the room described in the Manor House Image, 15. 
However, if characters try to step through into the room, they will end 
up teleportedto a random location on Rammas (DM'S whim). 
K. Old Watchtower. 
One room, 15'x 15'x 10'high. In herethe 15 bluexvartsare living. This 
particular bunch of xvartsareCN in alignment, unarmed and peaceful. 
They will be reasonably friendly to thosewho appear non-hostile, but 
will betoo scared tosay anthing aboutthe red xvartsandtheirdeeds. 
Someofthexvarts have violin sand other instrumentsand they spent 
the time playing melancholy xvartish folk-tunes. 
L. Axe Beaks. 
At this point the party will encounter 2 axe beaks (AC6; HD3; HTK12, 
15; Move: 18"; Damage: 1-3, 1-3,2-8) -wandering guardians of the 
Earthfriends, now reduced to wandering over Rammas. 
M. Stone Bridge. 
Of solid construction, built by the Earthfriends. The waters beneath 
are troubled and turbulent. 
N. The Purpure Mine. 
Entranceto the purpure mine. Five redxvarts (FF: AC7; HDI-1; HTK4, 
7,5,3,1; damage by short sword) in red armour are besieging the en- 
trancewith aviewto taking the mine over. The IOyellowxvarts (in yel- 
low tunics) barricaded inside the mine are determined to repel them, 
but are no fighters. The leader of the CN xvartish miners is named Vik- 
tor. He will be delighted ifthe red xvartsaredriven off by the party and 
will givethem a purple key with 'Jovian'engraved on the barrel,which 
he found lying around somewhere. (This unlocksthe door in thecrypt 
ofthechurch of Hesnog.)Viktor has no Information to offer,though he 
believes that both the Dark Leopard and Lord Silver have been mur- 
dered by the red xvarts. 
0. Church of Hesnog. 
This 1s a long, low, whitewashed building tended by a priest with no 
name and no clerical ability. Hesnog is the brother of Asustren, but one 
ofthe mosttruly neutral belngs In existence-he ~scalled 'the indiffe- 
rent'. His full nature is unknown. Followers of Asustren will not put a 
foot near the church. 

Key to Church (Map 13) 
1. Cell. The nameless priest of Hesnog (AC10; HTKI; LVLO; AL N) 

lives here. Hewill beas helpful as heisable, butknowsnoth~ng ofthe 
contents of the crypt. 

2. At this end of the church is a 2' diameter, 2" thick lead disc, said 
by the priestto represent both Hesnog and 'the Far Sideof the Moon . 

3. Crypt. Atrapdoor leads tothe crypt. In here Jovian Sturlasson left 
his clues as to the whereabouts of the Sunfire's Heart. 

The crypt containsthe tombs ofthe Emperor Stalvar Vand his wife, 
carved of black volcanic rock. A large piece of rock crystal lies on the 
tomb of Stalvar. A door of purple metal 10' high and 4' wide, with no 
hinge or lock is in the east wall. There is a tripod in the middle of the 
room for incense. If incense is burnt in the tripod, the first door slides 
aside to reveal door number 2. 

A spectrum of light now shines from the lintel of the door to the 
floor. If a rock crystal is interposed, forming a white beam, the door 
slidesasideto reveal door number 3. This has4locks in it, arranged in 
a square. The locks must be opened in the sequence'bottom left-top 
right - top left- bottom right' either with the key furnished by Viktor 
or by picking them. If a wrong lock is opened, or a thief fails his Open 
Locks roll, all locks automatically relock, and a cloud of purplish gas 
will spray out (every time). The gas fills the entire room, and a save 
versus poison is necessary, or take one of the following (d8). 1 : skin 
stained blue for 3 months; 2: 1-2HPs damage; 3: 1-6HPs damage; 
4: 2-16HPs damage; 5: sleep 1-4days; 6: blindness, 1-3 days; 7: 
laughing gas; 8: retching and choking. When all locksaresafely open, 
the door slides to one side. 

lnside is a large metal chest, unlocked by Jovian's key. lnside is a 
smaller chest and a scroll case with the words 'read this first'. The 
scroll reads: 

My  name is Jovian Sturlasson. 
I f  you serve E or A, curse you. 
I am the last Earthfriend. 
I guard it. 
I cannot face i t  - i t  is too strong 
there is no-one to help. 
It is out o f  control. 
I t  is not kept here. 
The first scroll will show you 
where i t  is. 
Read i t  by  m y  pillar. 

The second summons i t  to a 
stable form. 
You must have the Strength. 
Read the scroll only where i t  is. 

- I f  the servants of herare near, you 
must do this and carry i t  away. 
Take i t  to a place o f  safety. 
Do not let Her have it. 
The third claims i f  for yourself 
Do not claim i t  - i t  is chaos. 
(It is the Heart. Her means Elishauf.) 

lnside the smaller chest are 3 more scroll cases numbered one, two 
and three. Reading thesescrollsaloud does not destroy thewriting on 
them. The followers of Asustren do not possess knowledge of the 
spells contained in these scrolls and would certainly make strenuous 
effortstocapturethem, ifthey wereto find out aboutthem. Leftto him- 
self, Almeris could probably work out spells to duplicate their effects 
in about six months. Scroll 1 is intended to be read at the location at 
area H. There is no effect if read in the wrong place. The words on the 
scroll are: 

Up flames and burn the cloak away, 
Magic be true, and work nowise awry. 

Scroll 2 will bring the unstable Heartbackto normal. It must be read 
in a place wherethe presenceofthe Heart isvery strong,otherwisethe 
reader and hiscompan~onswillfind themselves plucked upand depo- 
sited in some faraway and inhospitable place. (The DM should dis- 
suade the players from falling into the trap, obviously.) In effect, the 
scroll should be read out bv or in one of the-thinns described in areas 
B, DorJ. Ifthis isdone,the houseandtunnelsdetalled In Band J will 
disappear and their contents scattered to the four winds and all illu- 
sions etc created by the Heartwill cease. The house (6) will now 
become safe. The readers, together with the Dark Leopard and any 
other characters insidethe manifestations ofthe Heartatthetime,will 
be rudely deposited at area Fwith the Heart-a glowing orb offire-in 
the mlddle. The reader loses all hit points except one (they can, of 
course, be regained) and will be unable to usespellsfor a week. What 
the players do with the Heart is up to them. The Dark Leopard would 
want to return to Basil Port in order to explain himself. The actual 
words on this scroll are 'Carlbar mikel kethvik gunom bonsh duf'. 

Scroll 3will only work in the presence of thestable Heart. When it is 
read out, the Heart immediately fuses with the reader's head. It reads 
'I claim this Heart unto myself'. 

P. Xvarts. A large circular cave, 50' in diameter, where live 30 Chaotic 
Evil red xvarts [FFI with their food supplies. They have 3 , 0 0 0 ~ ~  and the 
ingots they took from the strongroom at the manor house (500gp 
worth) betweeen them.0 
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FIEND FACTORY 

Fiend Factory is a regular department for readers'monsters for 
AD&D/D&D, edited by Albie Fiore. 

MAJIPOOR MONSTERS 
by Graham Drysdale 
Doubtless the books Lord Valentine's 
Castle and Majipoor Chronicles by 
Robert Silverberg are known to many, 
Here is an adaption of the creatures and 
races detailed within them. 

SEA DRAGON 
No Appearing: 10-60 
Armour Class: See below 
Movement: 18" 
Hit Dice: See below 
Treasure: Non 
Attack: See below 
Alignment: N 
Intelligence: Animal to Low 

The majipoorian sea dragon is a huge 
creature which can reach lengths of up 
to 300feet. The sea dragon is a mammal. 
Although its young develop in eggs, the 
eggs hatch inside the mother and the 
young are consequently born alive. 

Sea dragons appear much like stan- 
dard dragons, having humps along their 
spines, long thick necks, heavy triangu- 
lar heads, and small leathery wings, 
which are used as fins and help them to  
swim. Dragons are hunted as all of their 
body parts can be sold for various uses. 
Those parts especially valued are the 
unhatched dragon eggs, useful for 
medicinal means, and dragon milk, 
which is an expensive luxury. Dragon 
bones, which are as strong as steel, may 
be used for building with. 

Due to  the varying size of dragons, 
their hit points, armour class and attack 
strength will differ accordingly. The 
table below shows such variations: 

LengthFt) 6-10 11-40 41-100 101-150 151-200 201-300301+ 
AC 1 0 9 8  7 6 5 4 
HD 2 5 8 11 15 22 26 
Attack 2-8 3-18 3-24 3-30 4-40 5-50 6-60 

Sea dragons only attack once per round 
and have no lair but dwell in the open 
sea, migrating to warmer climes. They 
steer away from boats unless they are 
attacked, which they may ram. A sqa 
dragon ramming does (HDI2) points of 
hull damage. Sea dragons communicate 
ultrasonically (much like whales do). 

FOREST-BRETHREN 
No Appearing: 10-100 
Armour Class: 8 
Movement: 12" 
Hit Dice: 1 
Treasure: None 
Attack: 1-211 -2; see below. 
Alignment: Chaotic Neutral 
Intelligence: Low 

The forest-brethren are small ape-like 
beings with pale, smooth, blue-grey skin 
and thin, wiry limbs. Their hairless heads 
are narrow and long with sloping, flat 
foreheads, supported by fragile necks, 
long and thin. Their chests are shallow 
and bony, and their framework is slight 
without any spare flesh. They are cun- 
ning and instinctively clever, although 
their intellectual rating is quite low, on a 
parwith monkeys and apes. They live in 
dense forests and woodlands. 

Forest-brethren hunt and move about 

in largegroups of 10-100. They make use 
of a thick, red vine, known as Birdnet 
vine, which is so sticky that it will bond 
with extreme strength to anything it 
touches (including flesh). The vine may 
only be burnt free. The forest-brethren 
are immune to the glue-like quality of 
the vine because their skin contains an 
enzyme which neutralises it. Thus they 
are quite able to work and weave the 
vine to produce effective nets or, if i t  is 
strung between trees, blockades. 

They worship huge, red barked trees, 
known as Dwikkas. The tree trunks are 
covered in deep, wide fissures, up to 
about a foot in length. Though not par- 
ticularly tall, the width of the trees is 
immense, their great branches spread- 
ing out for a few hundred feet or so. 
From these branches sprout great leath- 
ery black leaves that cast dark, forebod- 
ing shadows. Also suspended from these 
limbs are the great dwikka fruit, yellow- 
ish and spherically shaped, about ten 
feet in diameter. The Fruit of Life; with- 
outthem no forest-brethren would exist. 

Forest-brethren usually attack by 
ambushing. They use bamboo blow- 
pipes, the darts being coated with a toxic 
poison which kills in ten seconds (save 
or die, save results in 1-3hp of damage). 

They can fire two darts per round. In 
melee they attack with their hands 
(though they rarely venture into melee) 
doing 1-211-2 hit points of damage. 

The brethren have no use for money 
or valuables. Persons passing through 
their territory must pay by other means 
to gain access. This must either be some 
service or something edible. Forest- 
brethren speak only their own tongue. 
They live for forty years or so. 

METAMORPH 
No Appearing: 3-1 8 
Armour Class: 5 
Movement: 12" 
Hit Dice: 2+ 1 
Treasure: Individuals K, L, M, N, Q. 

Aand G in lair. 
Attack: 1-8 
Alignment: Chaotic Neutral 
Intelligence: Exceptional 

Metamorphs are a race of shapeshifters, 
beings able to transform the shape of 
their body by exerting muscular pres- 
sure on their mobile and non-fixed bone 
structure. This enables them to mimic 
other forms extremely accurately, 
enhanced further by the ability of their 
body cells to change in hue and texture. 

In their natural form metamorphs are 
slim and angular in build. Their skin isan 
unhealthy pale greenish colour, and 
their faces show sharp cheekbones, lip- 
less mouths and barely existant noses. 
Their eyes are without pupils and slant 
inwards at an angle towards the centre 
of their face. On the whole, they appear 
as frail, fragile and shy creatures, but 
with some concealed latent power. 

Metamorphs shun other company 
other than their own. Sometimes they 
wil l  havecauseto penetrate human soc- 
iety where they are likely to pose as 
another race. When they travel in natural 
form they are mostly treated with con- 
tempt due to their uncanny nature. 

Metamorphs are not a warlike race 
and travel abroad only in small groups. 
They rarely employ weapons and will 
fight only as a last resort. They do, how- 
ever, have strange psionic powers. Each 
metamorph has a psionic strength of 
101-200 and 2-5 attack and defence 
modes. Their disciplines are Clair- 
vo yance, Clairaudience and Telepathy. 
They speak their own language, their 
alignment language, and the common 
tongue. They live for hundreds of years. 



FIEND FACTORY 

SKANDAR 
No Appearing: 2-20 
Armour Class: 5 
Movement: 9" 
Hit Dice: 4 
Treasure: Individuals K, L, M. 

B in  lair. 
Attack: 2-812-812-812-8 
Alianment: Neutral I ~ntell i~ence: Average 

Skandars come from the frigid north 
where their thick hide and coarse grey 
hair protectsthem from the harsh condi- 
tions. They stand on average, about 
seven feet tall, being heavy jawed and 
having narrow, yellow eyes. They have 
two extra arms, placed belowtheir outer 
arms and more towards the centre of the 
chest. These massive extremities enable 
them to attack four times per round, 
each arm doing 2-8 points of damage. 
Sometimes they bear weapons, like 
swords, battle axes and heavy cross- 
bows, and in this case their strength is 
considered to be 18100 for to-hit and 
damage purposes. However, they can- 
not use more than two weapons at a time. 

Although slow and clumsy in their 
movement, Skandars have amazing 
hand-eye co-ordination. Thus, when 
using this ability, their dexterity is taken 
to be equal to an 18 score (+3 with 
bows). For other considerations, their 
dexterity gives no bonuses. 

Skandars have a hot fiery tempera- 
ment and are quick to anger, although 
they make their living mostly through 
trade and not warfare. They are consi- 
dered tolerable by most humans and 
demi-humans. They tend to keep them- 
selves to themselves, sometimes seem- 
ing rather grumpy and sour to  other 
races, but are generally peaceful. 

Skandars speak the common tongue 
and alignment tongues only, having no 
racial language of their own. They live 
up to about 90 years. 

VROON 
No Appearing: 1-1 2 in rare tribes. 
Armour Class: 10 
Movement: 9" 
Hit Dice: 1-1 
Treasure: Individuals K, M. E in lair. 
Attack: 1-3 
Alignment: Chaotic Good 
Intelligence: Very to Genius 

I Vroons are tiny creatures, a little over 2 

feet tall and have greenish tinted skin 
that tends to fade with age. They have 
tentacular limbs, rubbery but strong, 
and large eyes of golden yellow. They 
live mostly among humans; few tribes 
of vroons exist. They rarely fight, being 
fragile and somewhat easily harmed. 
They do, however, have a natural under- 
standingof sorcery (both magic-user 
and illusionist), and about 75% of those 
encountered wil l  have some knowledge 
of the subject, if only a smattering. 30% 
of those spells known wil l  be illusionist 
and 70% will be magic-user. Those 
vroons of 17 Intelligence or below are 
limited to the 9th level of experience; 
those few with an 18 Intelligence are 
unlimited in their advancement. They 
often serve as guides, advisers or pro- 
tectors of the rich or majestic. 

Vroons are cunning and mischevious, 
but not malignantly so. They are 
interesting and pleasant to converse 
with, though any hostilities will frighten 
them. They use their wavering tentacles 
tocastspells and those abovethird level 
wil l  have mastered the ability to remove 
fear and 'calm anger' with a mere touch 
(no save). They make use of many ofthe 
spells that charm and enchant. They love 
water, are good swimmers and prefer 

temperate, warm climates. 
Vroons speak common, vroonish and 

.their alignment tongue. They live for up 
to 180 years. 

HJORT 
No Appearing: 2-20 
Armour Class: 10 
Movement: 9" 
Hit Dice: 1 
Treasure: Individuals J, K, L. 

B in lair. 
Attack: 1-6 or by weapon 
Alignment: Neutral 
Intelligence: Average 

Hjorts are insipid creatures of medium 
height.They arethick bodied with puffy, 
warty textured skin and bulging frog-like 
eyes.Theirskin is an ashen-grey colour, 
often speckled with colours of either 5-- 
orange or green pigment. Other races 
find them quite obnoxious. 

Hjorts tolerate human company and 
may often be seen in market places, 
trading their various goods. Most seem 
to be merchants or traders, though any 
hjort wishing to adventure may rise to 
4th level as a fighter. For any hjort tribe, 

therewill always be afighter of level 1-4. 
Hjorts speak hjortish, common and 

their alignment tongue. 

GHAYROG 
No Appearing: 2-20 
Armour Class: 8 
Movement: 12" 
Hit Dice: I +I 
Treasure: Individuals J, K, L. 

B in lair. 
Attack: 1-6 
Alignment: Neutral 
Intelligence: High 

Ghayrogs are reptilian, although warm 
blooded, with smooth, shiny scales 
covering their bodies. Their eyes are 
green and unblinking and their hair is a 
mass of black curls, which weave and 
writhe monotonously of their own 
accord. Their tongues are serpent like, 
forked and flickering. They sleep for only 
one season each year, remaining awake 
for the rest of the time. 

Ghayrogs usually live in small col- 
onies and 50% of these wil l  be female 
with 2-12 young each. They are egg 
layers and wil l  incubate their young for 
2 months before they hatch. 

Ghayrogs are a t imid race, though 
intelligent, and live mostly where it is 
warm and  dam^. favourina sub-tro~ical  
regions.   he^ wii l  congregate quite hap- 
pily with humans, despite their reptilian I 
appearance, but are peace loving and 
not particularly adept at fighting. They 
speak the common and their alignment 
tongue, having no racial one of their 
own. They live for about 60 years.0 



TABLETOP HEROES 

Of all the requests for help and advice 
that we have received, one question is 
by far the most repeatedly asked: 'What 
simple improvement can I make to bet- 
terthe appearance of my painted minia- 
tures?' In nine out of ten replies, our ans- 
wer is quite simply 'Better basing!' 

The colour of a figure's base is more 
of an important factor in the final 
appearance than one might think, and 
deserves special attention; many well- 
painted figures are spoiled by dull or 
over-dark bases. We've included a step- 
by-step guide to better basing, which we 
have found to be a cheap, resilient and 

I attractive method of improving one's 
figure collection. 

Fig 1: Shows Lothar Von Horngrim, 
leader of 'Horngrim's Mercenary Maulers' 
and one of Citadel's latest additions to 
their C01 range of fighters. The base of 
this figure was constructed as detailed 
below, with the additionof a small stone 
and a clump of 'grass'. 'Landscaping' a 
base in this manner is especially effective 
when painting a regiment of identical 
figures. 

Fig 2: 'Grom's Goblin Guard', one of 
the new 'Regiments of Renown' sets 
from Citadel. Desianed to com~lement 
the Forces o f   anta as^ armies, each 
boxed set comes with nine identical 
troopers and one special command 
model: either a leader, musician orstan- 
dard bearer. This is designed to allow 
the assembly of a small unit with one 
command model or a whole regiment 
with all three. It isthe 'uniformity'of this 
set that isthe only disappointment, for it 
would have greatly benefited from 
Citadel's usual policy of casting a basic 
torso with an assortment of differing 
head and weapons. 

Fig3: In WD55, we featured standards 
-specifically those made from paper, 
but Fig 3 shows one that has been con- 
structed from that old modelling stand- 
by: the toothpaste tube. The advantage 
of this material is that it can be moulded 
to simulate a very creased or tattered 
banner. Simply flatten out the tube (no, 
not while its still full!) and cut it to the 
desired shape. Use super-glue or an 
equivalent adhesive to fix it to the flag 
pole, prior to painting. Much of the fine 
detail was added to the design using a 
rapidograph pen (although this tech- 
nique is much easier to apply to paper 
flags that can be laid out flat, and then 
creased tosimulatea billowing banner). 
Avoid creasing a metal flag after paint- 
ing, for you will find that your carefully 
applied design will begin to flake and 
crumble. 

Fig4: A beautifully detailed 25mm Ale 
House Bar, from a newcomerto the world 
of miniatures- LimitedEdition Castings. 
We were sent this pre-production model 
(which should be available by the time 
you read this) and advised that some of 
the smaller details such as the silver 
lamps, may be altered prior to general 
release. The kit comes complete with a 
paved base incorporating a trapdoor 
behind the bar counter, smaller acces- 
sories such as the wine cask and loaf of 
bread, plus an additional tavern table 
with plates of food (not illustrated). This 
excellent model is very versatile, and 
could be used as a set-place in any fan- 
tasy tavern, wild-west saloon, thirties 
bar, orwith a few pseudo-tech additions, 

Tabletop Heroes is a regular 
department for figure reviews 
and tips, written by Gary Chalk 
and Joe Dever. 

RACY 
BASES 
How to Improve the 
Standing of your Figures 
even a Sci-Fi canteen. 

The Giant Landragon shown in Fig5is 
one of the excellent models from the 
Asgard 'Creatures of Chaos' range, and 
retailsfor £5.00. It's designer, the talent- 
ed Nick Bibby, is currently working on a 
new range of figures for Citadel, and we 
hope to be able to preview his 'Great 
Spined Dragon' very soon. The skulls 
and bones that bedeck the base can be 
obtained by dissecting some of the 
many skeleton warriors currently avail- 
able. It seems that skeletons and orcs are 
two of the most commonly found crea- 
tures in any UK fantasy catalogue. 

Useful Addresses 
Limited Edition Castings, 38 Mill Farm 
Close, Hounslow, Middx. 
Citadel Miniatures (new address), 
Chewton St, Hilltop, Eastwood, Notts. 

BASING YOUR FIGURES 
1. After having painted and varnished 

your miniature, make sure that the 
underside of the base is free of any 
excess metal. Remove any flash with a 
file or modelling knife to get a level base 
so that the figure stands upright. 

2. Glue the miniature to its base using 
a contact adhesive (eg UHU, Bostik, Evo- 
stik etc). For figures that you intend to 
use solely for role-playing, then metal 
washers or small coins such as 1/2pJs or 
1 p's make ideal bases. Figures that are 
destined for a fantasy wargames table 
are best mounted on stiff card. If the 
figure is one of several that make up an 
army unit, mount some of them in multi- 
ples of two and three, to help speed up 
play. 

3. Using a small spatula (this can be 
fashioned from dasticard or the handle 
of an old paintbrush), coverthe base in a 
ready-mixed filler. Tetrion is particularly 

good forthis purpose as it sets rock-hard 
and can withstand an accidental drop 
without shattering. The position of the 
feet are important and when a figure is 
based correctly the boots must be on the 
surface if it is hard, or in it if you depict 
the base as soft. If you wish to depict a 
hard base, leave the surface of the filler 
rough and irregular. 

4: While the filler is still wet, small 
objects can be embedded in i t to give the 
figure some individuality. Arrows, 
severed heads and broken weapons are 
particularly effective, and for larger 
bases try adding a damaged shield or a 
small treasure chest or box. 

5: When the filler has thoroughly set, 
the basecan be painted. It is atthisstage 
that the most striking improvement to the 
overall appearance of your figure can be 
made, for it is a factthatthe brighterthe 
colour of the base, the more colourful 
the figure appears. Try using Humbrol 
'Green Leather' (MC20) or Tamiya 'Flat 
Green' (XF-5) as a base colour, and then 
dry-brush this with bright yellow (Hum- 
brol'Yellow Facings' or Tamiya 'Flat Yel- 
low' [XF-31). It sounds ghastly, but it 
gives an excellent result that will 
enhance any figure. Dungeon-delvers 
may prefer something a little more sub- 
terranean, in which case try a base coat 
of dark grey (Humbrol Matt 66) dry- 
brushed with white; it may be more 
appropriate, but you will notice that the 
figure will seem dull in comparison to 
those with a green/yellow finish. 

6: When the paint has dried, small 
stones and clumps of imitation grass 
may be glued in place using a clearcon- 
tact adhesive. The imitation grass can be 
achieved by dying sisal string (that 
'hairy' stuff used to tie parcels) with a 
green cold water dye. Cut the string up 
into one foot lengths and leave them in 
a diluted solution to soak. The longer 
you leave the string in the dye, the 
greener it will become. Therefore, by 
removing strands at different stages, a 
variety of shades can be obtained. 
A quick and very tempting method of 
finishing a based figure is to coat the 
base with a PVA glue, and then sprinkle 
this with coloured flock- a dyed saw- 
dust commonly used for railway scenic 
layouts. In the past, we have both tried 
this method, but in the light of experi- 
ence we do not recommend it as a suit- 
able alternative to the method detailed 
above. Regardless of the shade of flock 
used, the colour will eventually fade 
(especially if left in direct sunlight) leav- 
ing an unattractive pale olive or fawn 
coloured mess in its wake.0 

illustrations 
showing hints 
and tips on 
basing your 
figures, refer- 
ring to the 
numbered 
text, above. 
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LETTERS 

ear WD, 
We are sorry to hear that Mr Mayson 

is so dismayed by Tabletop Heroes, and 
somewhat surprised that such a self- 
proclaimed 'quality-aware rolegamer' 
should slate us for featuring Citadel 
Miniatures. They currently produce 85% 
of all fantasy miniatures purchased in 
the UK, they employ eleven full-time 
designers and release on average twenty 
new figures every week. Is it any wonder 
that Citadelshould appear so frequently 
in a miniatures review column? 

The aim of our painting and modelling 
advice is to help and encourage the 

ajority of readers who are relative 
?ginners to gaming with miniatures. 
this end, we present figures painted 
an attainable standard, and refrain 

rrom the ego-trip of showcasing our dis- 
play and competition work. During the 
eighteen years that we have enjoyed 
painting miniatures, we have discovered 
bhe paradox that there is nothing more 

scouraging to a beginner than super- 
tive modelling. For the technical 
cord, the majority of our photographs 
e shot using a small lens aperture and 

a slow shutter speed, giving maximum 
depth of field. A correction filter is used 
to compensate for subsequent colour 
casting. 

We look forward to receiving some 
examples of Mr Mayson's (no doubt) 
excellent painting and photographic 
skill, which we will be delighted to fea- 
ture. We hopethey will helpthe majority 
of readers (who do not enjoy the con- 
venience of a local games shop) to 
become as 'quality-aware and selective' 
as his goodself. 

Joe Dever and Gary Chalk. 

Dear WD, 
I must agree heartily with Mr Bradshaw 

[WD54]. Each month I buy your 
magazine and find myself reading and 
enjoying Open Box, Critical Mass, Letters, 
Newsboard and the cartoon strips. But 
the curses start when I come across Trea- 
sure Chest and Fiend Factory. 

It worries me to see the way in which 
White Dwarfis moving. Why the almost 
manic obsession of producing new 
spells and monsters by you and your 
readers? I can only see one reason for 
this; some referees think that they have 
to use new 'zap' spells and extremely 
weird and often unbelievable monsters 
to force interest into their game. I have 
found (playing DragonQuest) that my 
players prefer to use monsters such as 
orcs, trolls and so on in novel ways to 
create a 'realistic' fantasy world. Will 
there be an end to this assembly line of 
fiend making? Think of the number of 
monsters created for AD&D in all the 
manuals, scenarios and magazines; 
isn't it getting a little out of hand? 

Would it not be worthwhile to have a 
column where referees can send in 
scenario and campaign ideas, plots and 
twists, and just general hints and tips 
which they have found successful? 
These ideas should be without stats or 
reference to a specific game system so 
that they can easily be integrated into 
any game at any level. 

I am not suggesting that you should 
ban specific columns, but perhaps a 
slight reduction in the number of regu- 
lars like Fiend Factory. I know Fiend 

Factorycamethird in the'most enjoyable 
aspect of WD' category, but then 'too 
much AD&D/D&D' came second in the 
'really loathe' category. And to those 
who think 'bitchy Letters Page debates' 
are loathsome, I can say only this is one 
of the few ways views can be aired, be 
they right or wrong. 

Yours in hope, 
Alan Steele, Lancashire. 

Dear WD, 
Congratulations! The last few issues 

have definitelv been interestina and use- 
ful. Issue 55 eben had the greG rarity of 
a decent cover, not a chainmail bikini in 
sight! 

The last few Treasure Chests have 
been worth reading and although my 
experience of RuneQuest is very limited, 
The Unquiet Grave was excellent and 
highly inspirational. This is the sort of 
thing that you should be producing, arti- 
cles that stimulate the poor GM's jaded 
imagination. The standard routine of 
new spells, monsters and magic can be 
pretty bland at times, they need to be 
original, believable and useful. 

Don't let any of this dishearten you, 
nobody's perfect (not even Lew Pul- 
sipher) and at best, 7 4  of each issue is 
worth reading. Keep up the occasional 
dose of fiction, especially if it's about 
good old Griselda, and in the same vein, 
Dave Langford isearning his pay. I think 
you now have the space to carry a few 
articles for the slightly less popular 
games - they don't need to be only use- 
ful to players of these games, as I said, I 
found The Unquiet Grave useful. Keep 
up the good work! 

Yours, 
Shaun Clarkson, Goole. 

I'd watch out, Shaun, I'm not so certain 
Griselda will take kindly to being called 
'old' -Ed. 

Dear WD, 
Now see here you zeebs. As I see it two 

major blights have afflicted the Dwarf in 
the space of just one year: First the 
Reader Struck Back, and then you 
decided to make this greatest of all 
magazines (wot a creep) available to 
anyone with 85p and a local newsagent. 

The most serious problem created by 
these events has been that you have 
started talking down to us. Oh yes you 
have, there's no use denying it. I judge 
that this sad state of affairs has come 
about because you imagine (sorry about 
using that word) that you are writing for 
an average age of 15 and a bunch of 
mindless zombies who think GygaxTM is 
a new type of washing powder! 

This has resulted in many articles (par- 
ticularly The Name o f  the Game) being 
of little interest to your long-time 
devoted readership. 

Of the twenty-odd people I know who 
read your monthly efforts the youngest 
is 16, the average is 19 and of the three 
who actually fork out the money (instead 
of borrowing my copy for an indefinite 
period and spilling Heineken all over it) 
not one buys it from a newsagent. 

Another worrying trend of late has 
been the proliferation of RQ articles and 
scenarios in recent issues. I know certain 
aberrant minds enjoy this strange game 
but does it have to take up quite so much 

system in question. I hope you will 
decide to act on this even if it means 
going to the extreme of allowing Lew 
Pulsipher back on a regular basis. 

Yours in time of adversity, 
Altea the Enviable, Haslemere. 

Dear WD, 
I and everyone that I know who reads 

your magazine in the local wargaming 
club were most distressed to read about 
Robert Waites disdainful attitude 
towardsthe marvellouscartoons in your 
magazine. We have been reading White 
Dwarfsince issue thirty and we all agree 
that White Dwarfhas improved since the 
addition of the cartoons. 

We also want to show our apprecia- 
tion of the rest of vour maaazine and in 
particular for '~he'castle d Lost Souls' 
adventure and Tabletop Heroes, both of 
which were, or are interesting and 
enjoyable and I hope that Tabletop 
Heroes will continue and perhaps Dave 
Morris and Yve Newnham could follow 
uptheirthreat in issue54and doafollow- 
up adventure. 

Since every wargamerthat I have ever 
met agrees that RPGs should be fun and, 
at moments lighthearted, such killjoys 
as Robert Waite and B P Stevens should 
perhaps find another pastime to occupy 
themselves with. I suggest collecting 
caterpillars on the M4, or perhaps train- 
axle number spotting. 

By the way, the Travellers does not 
appeal to Elder Readers, but me and my 
friends (all in our early teens) look for- 
ward to it every month, as, I suspect, do 
any other genuine Traveller players. 

Yours bloodthirstily, 
Orlok the Assassin (and the gang). 
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READERS OF THE LOSTARK 
Once again we turn to you, dear reader, for information. Tell us your demands and we shall endeavour 
to satisfy them as best as we can. This is your chance to influence the shape of White Dwarf to come! 
Those who include their names and addresses will be eligible for the prize draw. The winner will receive 
a year's subscription to White Dwarf and a boxed set of Citadel White Dwarf personality figures. Send 
your completed questionnaire to Readers of the Lost Ark, 27-29 Sunbeam Rd, London NWIO 6JP 
by I October 1984. 

1. What do you think of the following depaitments: 
A: Amazing; B: Worthwhile; C: Average; D: Dull; E: Terrible 
(a) Open Box ........................... (j) Letters ................................ 
(b) RuneRites ........................... (k) Starbase ............................. 
(c) Fiend Factory ..................... (I) Crash Course ..................... 
(d) Microview .......................... (m) Lew's Views ....................... 
(e) Critical Mass ...................... (n) Tabletop Heroes ................ 
(f) Treasure Chest .................. (0) Gobbledigook .................... 
(g) Newsboard ........................ (p) Thrud .................................. 
(h) Counterpoint ..................... (q) Travellers ........................... 
(i) Small Ads ........................... 

2. Which has been the best issue to date? ........................................... 
3. Which issue had the best cover? ..................................................... 
4. Who is your favourite cover artist? ................................................... 
5. Which are yourthreefavourite interior black and white illustrations? 

(a) WD .......... p ....... ;(b) WD ......... p ........ ;(c) WD ......... p .......... 
6. Which has been the best scenario to date? ...................................... 
7. Which has been the best feature you have read to date ................. 
8. Would you like to see more departments/regularfeatures? YesiNo 

(a) If yes, on what subjects/games? .................................................. 
(b) If no, would you like to see anything dropped and, if so, what? 
.............................................................................................................. 

9. Would you like to see more multi-system scenarios? YesiNo 
10. Do you prefer general role-playing or system-specific articles? 

General System-specific 
11. Would you like to see the same, more or less new magic items, 

................................................................................ spells, NPCs etc? 
................................................................ If more, for what system? 

12. Would you like to see the same, more or less new monsters? 
.............................................................. If more, for what system(s)? 

13. Would you like more Character Classes in White Dwarf? YesiNo 
14. Would you liketo see moresolo adventures like the CastleofLost 

Souls (WD52- WD55)? YesINo 
15. How many people (beside yourself) read your copy of WD? 

None One Two Three Four Fiveor more 
16. Do you read any current amateur games magazines (fanzines)? 

YesINo 
17. Enter the appropriate letter codes by the following magazines 

based on your preferences. (Do not rate a magazine you haven't 
seen!) 
A: Buy; B: Read friend's copies; C: Prefer content to WD; 
D: Worse content to WD; E: Same standard of content as WD; 
F: Has better looksllayout than WD; G: worse looks/layout than WD; 
H: about the same looks/layout as WD. 
(a) Imagine .............................. (e) Space Gamer ..................... 
(b) Dragon ............................... (f) Fantasy Gamer .................. 
(c) Tortured Souls ................... (g) JTAS ................................... 
(d) Differentworlds ................ (h) Warlock .............................. 

18. Do you own a home computer? YesINo 
If yes, which one? ............................................................................... 

19. Do you play games on your home computer? YesINo 
If yes, what type of games do you play? 
(a) Arcade 
(b) GraphicAdventure 
(c) TextAdventure 
(d) WarGames 

20. What is the best computer game you have ever played? 
.............................................................................................................. 

21. Do you use miniatures when playing RPGs? YesINo 
22. Do you find the advertisements in WD useful? YesINo 
23. Have you ever purchased a product or game because of an 

advertisement in White Dwarf? YesiNo 
24. On what subject would you like to see a feature (article or 

............................................................................................ scenario)? 
.............................................................................................................. 

25. What is the most enjoyable aspect/feature/topic of White Dwarf? 

.............................................................................................................. 
................ 26. Is there anything you really detest about White Dwarf? 

27. Would you like to see more fiction in White Dwarf? YesINo 
If yes, would you like the occasional piece of humorous fiction? 
YesiNo 

28. Would you like to see the same, more.(or some if hasn't been 
covered before!) or less coverage of the following RPGs? 
A: More; B: Less; C: Same 
(a) AD&D ................................. (j) Other SF RPGs ................... 

..................... (b) D&D .................................... (name game) 
(c) RuneQuest ......................... ............................................. 
(dl Traveller ............................. (k) Other Fantasy .................... 

..................................... ..................... (e) T&T (name game) 
(f) Bushido .............................. ............................................. 
(g) Call of Cthulhu ................... (I) Other RPGs ........................ 

..................... (h) Superhero RPGs ................ (name game) 
(i) Spy-based RPGs ................ ............................................. 

29. Do you think White Dwarf improves or lessens in quality? ............ 
.............................................................................................................. 

30. Which issue of White Dwarf did you buy first? ................................ 
31. How long have you been playing role-playing games? .................. 
32. How old are you? ............................................................................... 
33. If you wish to enter the prize draw, please enter your name and 

address below: 
Name: ............................................................................................... 
Address: .............................................................................................. 



TREASURE CHEST 

Treasure Chest is a regular depart1 
tips and suggestions as well as a c 

Words 
of Wisdom 
ARS ARCANA 
Hints and tips for spell casting players 
by Kiel Stephens 

One of the best ways to  survive, and at 
the same time be a competent Sorcerer, 
is to be one step ahead of the rest of the 
players by learning how best to use the 
spellsthat less thoughtful players might 
not even look twice at. There are many 
spells that on the surface seem next to 
useless, but have a variety of hidden 
uses that often even the,inventor of the 
spell didn't notice. The art of spotting a 
hidden use in a spell, and using i t to  your 
own advantage, and yet at the same 
time using the magic in a legitimate way 
(so that the dungeon master can't jump 
all over you) is a very complex one, only 
really learnt by watching your own (and 
others) efforts fail miserably, and by 
picking up quickly on successes. Trying 
out new ideas can leave you flat on your 
face, but inventiveness more often reaps 
great benefits. Each month, over the 
next few issues, I shall present several 
ideas for using some existing spells in 
unusual ways. Below are several low- 
level magic-user spells. 

Levitate 
Interesting to cast on other people who 
have no means of flight oflevitation 

vent  for readers' D&D/AD&D idea 
rossword competition. 

themselves, such as the average fighter 
or thief. Just make them go up a little, 
dropthem,takethem up again,dropthem 
again, hours of entertainment for all the 
family. Seriously though, on the right 
opponent, it's as good as a death spell. 

Continual Light 
Universally used in our parties of 3rd 
level or above, cast upon daggers, rings, 
etc, and carried around dungeons instead 
of torches. Thisspell can also be used as 
a source of revenue by casting the spell 
in well to do peoples homes, instead of 
them using oil lamps. 

Spider Climb 
If you castthis one on another spell cas- 
ter, then all of histher lightweight mate- 
rial spell components wil l  stick to her 
hands, making spell casting all but 
impossible, and all with no saving throw 
(if your DM allows it)! 

Unseen Servant 
An essential spell i f  you wish to open an 
unlocked door or chest that you suspect 
may be boobytrapped somehow. It also 
picks up items that you don't fancy pick- 
ing up yourself, like suspected dud 
magic items, and it has a long duration. 

Darkness 15' Radius 
A perfect spell for getting rid of oppo- 
nents projected images, thwarting pur- 
suit. If you havea Monk in the party, your 
dungeon master might let him fight well 
in the dark. 

Magic Mouth 
This spell has many good uses. 

1. Cast it on an object with a really 
obscure event to set i t off (such as being 
sat on by a green elephant) and the item 
will detectmagic,with none ofthe saving 
throw problems of nystals magic aura. 

2. If cast on a pole of some sort it can 
be stuck in the ground whilst you sleep, 
with the order to shout if anyone 
approaches within about 30' of you 
whilst you are asleep. 

3. You can cast it on the back of your 
jacketwith the orderto scream if anyone 
raises a sword directly behind your back, 
effectly negating people's backstab 
attempts on you. 

4. Cast on arrows or boltsto scream on 
impact, they can be used to distract a 
guard or anyone else you may wish to 
divert for some reason. 

5. Put it on all of your expensive items, 
set to scream if picked up by anyone but 
yourself; a great assistance against 
pickpockets. 

6. Set on the wall of  your room when 
you are out with the order to speak to  
you as you enter the room if someone 
has been, or still is in the room. Helps to 
thwart thieves or assassins, without tip- 
ping them off first. 

Shatter 
Useful for casting upon the potion bottle 
of an opponent if you suspect he or she 
is about to turn invisible, go gaseous, 
etc. The potion may be magical, but the 
bottle isn't.0 

Next month: Onto some 3rd levelspells. 

. This issue a collection of fantasy 

WD CROSSWORD COMPETITION 
Below is a fantasy (well, mostly!) 
crossword by Martin Bickerdale. Send in 
your answers by 21 September, and 
we'll draw the winner out of a hat. The 
prize will be a f 10 Games Workshop Gift 
voucher, exchangeable at any GWshop 
for games etc. Good luck! 

Across 
1. Is TSR a mix-up between levels?(6) 
4. Sounds like training for the pos- 

sessed.(8) 
9. Find in a mixture of coal and 

French.(6) 
10. Young girls become relatives of 

halflings.(8) 
12. One German, with actor, makes The 

Beginning.(8) 
13. Abode of mixed ut, legendam . - 

bird.(3,3) 
14. River of Hades.(4) 
15. Horrible smelly'carnivore.(9) 
18. Legendary sword.(9) 
19. Black elves.(4) 
23. This race sounds alcoholic, 

I follow.(6) 
25. Hellraiser.(8) 
27. Wet weather version of a stag.(8) 
28. An experienced monk is found in a 

stream.(6) . 
29. Half dogs become mega beings.(8) 
30. These bodies come from altars.(6) 

Down 
2.9D & 25 miaht have knowledae of - - 

this.(7) 
3. Flightless bird.(6) 
5. This beast is 10 - 0 aaainst the - 

navy.(4) 
6. Referring to confused Edward is 

recompensed.(8) 
7. Dial one for a Greek classic.(5) 
8. Perfume from Essen, certainly.(7) 
9. Fearful ex-magic users.(5) 

11. Male swan begins creepy crawlies 
home.(6) 

16. Found in dark places and generally 
above.(6) 

17. Aflutter of an evelid and he's 
gone.(5,3) 

18. Put up w ~ t h  terrible red dune.(7) 
20. Bury once again.(7) 
21. It can be holv or unholv.(5) 
22. Drifters backward son is about 

mad.(6) 
24. Vernacular.(5) 
26. Self advertisement produces a 

drink.(4) 



- -  - -  

43 Please mention White Dwarfwhen replying to advertisements 

ESDEVIUM GAMES .. 

LOW COST MAIL-ORDER SPECIALISTS - 

SHOP 9.30-1.30.2.30-5.15 on Mon, Tues, Thurs, Fri 
OPEN 9.1 5-5.15 on Saturday 

Closed all day Wednesday 

Wide selection of boards, pieces & sets for CHESS, GO, SHOGI, MAHJONG, 
BACKGAMMON, TRI-CHESS, 

Come &see the BIGGEST & BEST 
CITADEL, CHRONICLE, Q.T., DENIZEN + WARBAND, Fantasy and Science Fiction Selection of Games, Rules &Accessories 
miniaturesat manufacturer's prices. ~ & p  10% (30p min.-~l.30max.). in the South 
Overseas p&p 30% (80p min.) Historical Board 

@ 
Fantasy - Role Playing Other Role-Playing Games Wargames 
Dungeons & Dragons (TSR) R A : ~ : ~ ~ ~ ~  k : ~ ~ ~ ~ . ~ ~  Kesselring (WWW) £3.95 * Bamc Set £9.50 D8D Expert Set E9.50 * Operatton Morpheus £5.94 Bloody Buna (WWW) £3.95 * Monster Manual 11 £9.95 * Sydney: Wtlderness Campatgn £4.95 Never Call Retreat ( W )  £10.95 

Flend Follo, Monster Manual, Players Boot Hlll (TSR) E9.50 Aces Htgh ( W )  £6.95 
Handbook, Deities8 Demi-Gods E9.95each Ref's Screen. Modules £3.95 en. * Power 8 Resolution (SlmCan) (ECW) £12.95 

Science Fiction DungeonMastersGu~de £10.95 Bushido(FGU) E12.95 Man of War. Flre 8 Sword ISimCanl £12.95 

* Company War (Downbelow Stn) (May) E16.95 
TSRAdventure Modules ILevelsI- Call of Cthulhu m.95 

Banle Stations, Ortona (SimCan) £12.95 

* Judge Dredd £7.50 
(1.3) 81. 2. 3. 4, 5, 6, NI, U i ,  2, 3 £4.50 ea. * Whispers from the Abyss £7.95 

Samural Blades (SG) £9.95 

* Other Suns R E11.95 
~ i .  2 (Solo) E4.50each OL1 £4.50 * Fungi from Yuggoth 57.95 

Gunsltnger (AH) E16.95 

Freedom In the Galaxy (AH) £16.95 
(2-4) LI, (2.5) * ~ 2 .  (3-5) u 3  £4.50 ea. * Curse of the Cthonians £7.95 

Tactlcs (AH) f10.45 

* Starlleet Banles (TF) f17.95 
(3.14) x i ,  2.3 (6-9) ~ 4 . 5  £4.50 ea.01 £4.50 * Glozal est Authentique £7.95 

Bull Run (AH) £13.45 

Captain's Logs 1, 2 £4.50 ea. 
(9-12) EX1.2 C4.50ea. XL1 E4.50 * Daredev~is(FGU) E10.95 Up Front (AH) £21.45 

Federatton Space (TF) £13.95 
(4-7)A1.2.3.4. UK1 UK2 £4.50 ea. . Adventure 1, 2. 3 E3.65 ea. 817- Oueen of the Skies (AH) S £13.45 

* SSD moks 1.2.3.4 £3.95 ea. 
(5.7)11.2.3.4,C1.C2E4.50ea.16£4.95 * ~ o r d s  of Creat~on (AH) £10.45 Ambush (V~ct) C19.95 

* SFB commanders Rulebook 1,2 E7.95 ea. (5-10) 52 £3.50 (6-10) 54 £5.50 Horn of Roland (Exp) £7.95 * NATO. Next War bn Europe (Vict) £13.45 

* Banlecars (GW) £6.95 
(6-10) WG4 (6-14) S1 E4.50 ea. * Champions(HG)El2.95, llE6.95 * Nato Dw!s,onal Commander(SP1) £23.95 

* Banlebikes.(ExP) (GW) E4.g5 
* (7-9) 15 E4.95 (8-1 2) 53 E5.50 h Enemles I, llE4.50each Ace of Aces. Powerhwse El0.95each 

BanlecarslCar Wars ExPanslon: 
(6-9) GI-2-3 £4.50, (+) Dl-2 E4.50 Espionage (HG) £12.95 * Ace of Aces- Flying Mach~nes £10.95 

Turboflre, Hell on Wheels (GW £5.95 ea. 
(10-14) D3.01 £4.50 M. Gangbusters (TSR) £9.50 Squad Leader (AH) E14.95 

* Ogre, GEV. OgreBook(SJG) f4.SOeach 
* World of GreyhawkE9.50 Revs Screen Modules £3.95 en. Cross 01 lron (AH) £13.45 

0 Staiiire 1, 2. 3 (TF) £4.50 ea. Runequest (Ch) I3 £8.95 Bxd * GB4-Van~shtng lnvest~gator c3.95 
Crescendo ol Doom (AH) El315 

Mtllen~um. ldro (IT) £15.95 each RulebookC5.95. HardbackflO.95 Gamma World (TSR) £9.50 G.I. Anvll d Victory (AH) £24.95 

* Hammer's Slammers (May) £16.95 CultsofPraxE5.95, of Terror £7.95 Ref's Screen. Modules £3.95 ea. * Their Finest Hour (GDWI £27.95 

Berserker (FB) £5.50 Lands of Adventure (FGUl £8.75 Col. COD, Rogue, WWW Scenarios £4.25 each 
RunequestCompanlonE6.95 

Sword and the Stars (SPI) f7.95 Scenarios Man. Myth 8 Maglc (Yaq) C16.95 Adventures £4.95 
'Ietnam t965-75 (V'c) El''g5 

Uncverse (SPI) RE12.95 Eqyptlan, Norse. Trllogies£8.95 
* Wellmgton's Victory (SPIITSR) £24.95 * ~heB1gRubble£14.95. PavisP14.95 

Kroll8 Prumnl(lT) C13.95 * Mlddle Passaqe (RaqN) £3.95 
* Blue 8 Grey Quad (SPITTSRI £24.95 

Car Wars (SJG) £4.50 
Snake Pipe Hollow £4.95 ' Powers and Perils (AH) n9.95 

* Gleam d Bayonets (SPIITSR) C24.95 

cw Expansion Klts 1.2.3.4 f2.95ea. 
C~ty of Lel Tabor £4.95 * Pnvateers8 Gentlemen(FGU) £12.50 

* Banls over Bnlatn (SPIITSRI £24.95 

CW Sunday Drivers (SJG) £4.50 
Duck Pond £3.95 * James Bond 007(Vlc) 

* Drlve on Stallngrad (SPIITSR) £24.95 

CW Truck Slop (SJG) £4.50 
* auestwprld fl2.95 * Banle for the Ardennes (SPIITSRI f24.95 

SoIoOuesl£4.95 B~SIC Rulebk, OManual E7.95each * AutoDuelChamp~ons(SJG) £7.95 
* Fire Fight (SPIITSR) £24.95 

* Star Trek RPG £19.95 
* Scorpion Hall (Sololl)E4.95 GM Pack £7.95, Dr No £6.95 

Octopussy, Goldf1ngerC5.95 each 
* Air War (SPIITSR) £24.95 

Star Frontiers (TSR) R E9.50 
* Snow Queen (Solo Ill) £4.95 * 1809 Napoleon's Danube Campaign (Vlc) C14.95 

EII Quest £18.95 DeLuxeGameE11.95 Modules SFt. SF2. SF3£4.50ea. For Your lnformatlon E7.95 * Lawrence of Arabla, ~ i r o v ~ r i d  (3W) £12.95 each 

SF Knlqht Hawks E9.50 Ringworld £22.95 * Mercenanes. Sples8 Prlvate Eyes £5.50 
Armles of the Potomac, Tennessee (3W) E12.95 eao 

@ 
Jade Jaguar £3.95 Stormhaven E6.95 

* Tothe Wolf'sLalr (PWG) E12.95 

* Superworld ( ~ h )  £18.95 
* Gazala 1942. Aachen (PWG) E17.95 

SF-Traveller P. S (GDW) £7.95 Stormbrlnger (ch) ti 8.95 
Korsun Pocket £19.95, Kanev £8.95 

Traveller Book £8.95 Stormbrlnger Companion C7.95 
The Cossacks are Comtng (PWG) £13.95 

H~ghguard, MercenaryE2.95each Thundenn' Guns (SGP) C6.99 
Black Sea, Black Death (PWG) £13.95 

Scouts £3.95 * ToChailengeTomorrow (Rag) £5.50 Hell's Highway (Vlc) £16.95 
Forms 8 Charts, Veterans and Top Secret (TSR) E9.50 

Elghth Army' Opern Crusader (GDW) £8.95 

all earller supplements £2.95 each Ref's Screen. Modules £3.95 ea. 
Near East (GDWJ £16.95 

Scenarios Wlld West(FGU) C7.95 Western Desert (GDW) £18.95 * Thlrd World War (GDW) £18.95 secret of the Ancients £2.95 Ysgarth Rulesystem R £7.95 * Huntcg,g5 
Murder on Arcturus Statlon £2.95 Supplements 1.2.3 El.75ea. * Vlctorlan Adventure (SKSI E3.50 

* Marlboroughat Bienhelm (WEG)E~.~O 
Earller Adventures (1-10) and set (Rules. ~upplements) £11.95 * Flreon the Volgaf19.95 

Double Adventures 1-6 £2.95 each Ysgarth Adventures E1.20 
Wamammer (Cit) ~6.95 * Banleior the Factones ~22.95 

DoomoftheSlnqinq Sfar(JGlE8.95 * ~dventures from the AbyssE2.95 
Forces of Fantasy (Cot) £6.95 * Arnhem Bndge. 8th Army (An)£8.95each * Tarsus (Module 1) £8.95 MI~I-systems: weres~0.70 * Middle Earth (ICE) R £6.95 * Forwardto RohmondlWWW)£9.95 * Module 2. Beltstrike £8.95 Character RolePlaylng C1.45 * ~ a p ~ 3 . 9 5  * isengard C7.95 Panrergruppe Guderlan (AH) E14.95 

Allen Module 1: Aslan £4.95 ungarta WyrdworldScenarlosE1.W6E1.45 * Northern MlrkwoodC7.95 * RememberGordon~Phoen~xEnt) E13.95 
7 P~llars (FASAI £4.50 each AbyssMagazine E l  .OO * Angmar, Umbar.ArdorE7.95 
m s t  of JTAS 11.111 C2.95 each + SouthemMlrkwmdE7.95 
StnkerMRE10.95 * Bree 8 the Barrow Downs £4.95 
Azhantl Hlqh Lluhtnlno ~19.95 Role Playing Aids * Dagorlad £4.95 

SF-Space Opera R, S (FGU) £14.55 0 ~ a n d b o ~ k o f T r a p ~ ~ ~ ~ ~ ~ ~ ( ~ ~ ) ~ . ~ ~  

Ground 8 Air Equipment £4.35 
* Monster Flle NO 1 (DTlE4.50 Rolemaster (ICE) £24.95 * Outworlds, Star Sector Atlases 1, 2. 11, 12 £4.75 ea. * ~ , " , " ~ ~ ~ ~ , " ~ ~ ~ ~ j j " , ~ e a C h  Arms Law £6.95, Spell Law E11.95 

Allen Base, Martlgan Belt £3.65 each * ~ r a ~ o n  Tree Spellbook (DTI C5.50 
Character Laws £6.95, Claw Law E4.95 

* Casino Galan~ca. lncedus 111 £3.65 each Arms LawlClaw Law (Bxd) £10.95 

Seidon's Starcraft Compendium 1 8 1 1  £4.35 each ~ O , k k ~ ~ ~ : ~ ~ & ! ~ ~ , ~  cloud ~ o r d s  of Tanara £6.95 

@ 
Computer Games 

Vault of the Nler Queyon £3.65 * shady Dragon lnn (TSR! £3.95 Iron Wind £5.95. Camoalon Law pR qs Large rangeof computer games byAH.SSI. and * Rowsion 2, Probe NGC 8436 C3.65 each * ~ o s t  world~ombat Books (Nova) E1.95ea. 

@ 
many others-on Cassenes8 Dlscs-for * Fasolt In Pertl E2.95 Atar~. Apples, Pets, Spectrum. B E .  Dragon. * Operatton Peregrlne £4.35 

* Desert Plots (DT) C5.50 
~warves. Dark Folk. WlTdrds (May) Z7.95 each 

2x81 . . . s.a e for llsts State machtne * Agents Rebellion £3.95 

Role Playing Scenarios Magazines 
* Curse on Hareth C10.75 

* ImaglneEl.05 

@ 
* Brotherhmd of Bolt, Streets of Gems 

* TernoestuousOnf!ce55~ 

C7.95 ea. 
* Nexus £2.60 

Harn e15,gs. cuty of Harn ~8.95 Tunnels &Trolls (FBI) £6.95 The SpaceGamer 1SJG) E1.95 

* Heart ofthe Sunken Lands(MK) E8.95 RulebookC3.95 
The Fantasv Gamer £1.95 

+ Starstone INS) £2.99 Solo DunoeonsE2.50. £2.75. E3.00.£3.50 
* The Dragon. Best of TD 1. 2. 3 C2.70 ea. 

Swordthrust. Shlpwrecker (May) E4.95 ea. Bevond the Wall of Tears £3.50 
Whlte Dwari90p 

* Dark Assassin, Traltor. Splrlt StonesE5.5Oeach Ofher Games Traveller's Journal £1.95 

Fantasy Games * Amazon Mutual wants YOU (DT) E3.95 * 221BBakerSt. (HPG)£7.95 Herors (AH). General (AW) E2.60 each 
Dlffercnt Worlds £2.50 

* Best of Whlte Dwarf Scenarlos. * Sanctuary f 16.95 
Artbclesl. II L1.50 each 

* Extra Case Sets 1, 2 £3.25 ea. * Barbanan Kcngs (SPi)M.95 
Mlnlalure Wargamrng 80p 

Pro-Tennls (AH1 £13.45 
Mvst~c Wood lPHl lP7.95 Tortured Souls 1.2.3 E1.95ea. 

Dem~nsdrawl45p 

Dragon Rlders of Pern C14.95 + NoHonour lnsathoorte (CIP)E3.95 
Cwlllsatlon(HT) E18.W. (AH) E17.95 Vac,~ous Gr~mo~re 50p 

Tailsman £7.95 Ouestlon of Grav~ty (2-5th) C4.95 
* Interplay £8.95 *Grass E6.95 Sorcerer's Apprentlce £3.95 

The Keep (May) £16.95 Tower of Maglcks (3rd-6th) C4.95 1829 Nth or South (HT) E21.W ea Fve8 MovementE1.95 

* Elrlc (AH) C13.45 The Contract (3rd-8th) £4.95 Spanish Matn (HT) £16.95 * Strategy 8Tacttcs. Ares E3.95each 

Illad, Odyssey (IT)£9.95each Draqons of Wen0 Tsen (6th-5th ~4.95 Rally (IT) £10.95 * Doombook ofChaos6511 

0 Zargo's Lords, Wohrom (IT)'£13.95 each 
* The Garden Game C15.95 Wargamer (+game) E4.00 

* cry ofSorcerers(SGPIE9.95 Thieves Guild Scenarios * GI-The Galaxy Game £8.99 * Autoduel Quarterly E2.00 

1 C8.95.2.3 £5.95 each, 4-7 £4.95 each * Tr~angle E8.95 * ~ o ~ n d s  of Avatar55p. Troilcrusher75P 
Illum~natt (SJG) 8 Exp Klts 1.2 C4.95 ea. Prance of Thneves E3.50 * Tal~es~n E12.50 
Necromancer (SJG) E4.50 

Swordplay Ssp, Mlser's Hoard 6Sp 
Free Clly of Haven E11.95 Campaign Trall (GDW) E13.95 * Mwes95p,Phoenlx£l.25 * Dragon Pass (AH) E13.45 

Maglc Realm, Dragon Hunt (AH) 133.45 ea. * Labyr1nthE9.95 
* ShocksandScares(HPG) E8.50 Wyrm's Claw65p. Warlock C1.OO 

Titan £13.45 Wbzards (AH) C16.95 * Mlnes of Kendav. Demon ~ ~ t s o f  Caeida E4,95each * Westmlnster (HPG) £10.95 punt8 Pass. Dragon Lords6OP each 

Feliowshlp of the Rlng (ICE) £22.95 
* Scotland Yard (Raven) C10.95 

Thesearelustsome olourgarnes. Ourcataloguecontarnsdetatls of virtuallyallgamesava,lable,n the u K. ESDEVl U M GAMES (7W) 
Send 16pInstamps 8 17ps.a e (overseas48 r c )  fora copy (orfree wrfhordemw3£60@ 

0 Special Offer MAILORDERCHARGES: UKIBFPOIU~~~~E~-~dd35p. ~6ando~er-postfree 185 Victoria Road * New Arrival Overseas surface ~ a r l - A ~ ~ J O %  (M!nrmum 80p) Europe AJ~M~~I -~dd40% 
(rnrn#rnum El). AJrMarlelsewhere-add75%m!n~m~m£l.5O)exceptYa AHBPhI, IT, games-add 100% 

ALDERSHOT Hants G u l l  1 JU 
R Role Playing Rules Tel: Aldershot 31 1443 
S Playssolo Payment ~n E Sterling please or (evenings) Farnham 722269 

Hur it with tnxs 
B Boardgame F!Y 
M Miniature Rules you may phoneordersand pay  ACCESS 

i 
-NO POSTAGE ON MANY GAMES FOR REGULAR CUSTOMERS 



Each player is  either a king of a fantasy race or a powerful charismatic character in this world of 
conquest and sorcery. Your character or king controls several groups each of which is totally inde- 
pendant of each other. You can recruite NPC trolls, wildmen and others into your service or even 
control powerful creatures such as dragons or giant spiders. Your characters may also control or capture 
cities, upon which you can spend gold to improve security, increase your workshops production, build 
defences and maintain or enlarge your army. With gold your wizards can undertake magical research to 
increase their power and knowledge and thus aid your armies in battle. Spies can search out enemy 
strongholds, attempt to do acts of sabotage, theft, and assasination. These are just a few of the options 
available to a player in EARTHWOOD. 

unhesitatingly recommend it.' 

you can see, encounter, and acquire from detailed descriptions of towns be joined for f5.00 For this you 

to the workings of a spell. receive the rulebook and registration 
form, set uo sheets and first three 
turns. Future turns are f 1.50 each. 

- - - - -- - - - - - - European readers: Only CW, rates r I i t o  enrol in- 
I OCrasimoff's World Earthwood 

I enclose cheque/PO payable to KJC Games for the value of f ...................... 
I ' NAME . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . .  

I ADDRESS . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . .  I 
I 

I return to: 
I 

I 
KJC Games, 5 Vicarage Avenue, Cleveys, LANCASHIRE. FY5 2BD. I 

Whether you join one or both our 
games KJC GAMES GIVES YOU: 

GOOD VALUE FOR MONEY 
A FAST & EFFICIENT SERVICE 
AND MOST IMPORTANTLY, THE 

BEST GAMES 



(£4.8 
(f4.S 
Time 
simil -. ... cn111 
fortk 
choil 
Tim I 

such 



White Dwarf, RuneQuest, Dungeons & Dragons, warhammer, 
Fighting Fantasy, Citadel, Car Wars, Avalon Hill. 

Games Software for Spectrum, Commodore 64 and BBC 
and hundreds more games and accessories from: 

Games Workshop 
Games Workshop 1 Dalling Road, Hammersmith, W6 Games Workshop, 

Unit 37, Birmingham Shopping Centre Tel: 01-741 3445 162 Marsden Way, Arndale Centre, 
Birmingham 82. Tel: (021) 632 4804 Open Mon-Fri 9.30am-5.30pm. Manchester. Tel: (061) 832 6863 

Open Mon-Sat 9m30am-5m50pm Late night opening Thurs. till 7.30pm 
Open Mon-Sat 9.00am-5.30pm 

I Nearest Tube: ~avenscourt Park 
Games Workshop Games Workshop, 

41a Broadwalk, Broadmarsh Centre, 95 The Moor, Sheffield 
Nottina ham. Tel: (0602) 585744 Tel: (0742) 7501 14. 
Open   on-sat 9.30ami5.30pm Open MoniSat 9.30am-5.30pm 

GAMES WORKSHOP US 
9110F RED BRANCH ROAD, COLUMBIA, MD 21045 

Telephone: (301) 964 0262 

GRAND OPENING OF OUR MAIL 
ORDER SERVICE FOR THE USA 

IN ADDITION TO OUR FULL RANGE OF GAMES 
WE NOW HAVE: -BACK ISSUES OF WHITE DWARF, CITADEL , 

AND CHRONICLE MINIATURES. FIGHTING FANTASY GAMEBOOKS; 
STEVE JACKSON'S SORCERY SERIES: TORTURED SOULS: GRIFFON 
MOUNTAIN (FOR RUNEQUEST). 

PLEASE WRITE FOR FULL DETAILS. 
ORDERS UNDER2$25 add $1.50 Postage & Handling. Maryland State 
residents please add 5% Sales Tax. 

CLUB DISCOUNTS-QUANTITY DISCOUNT 
Please mention White Dwarf when replying to advertisemehts 46 
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Bound only by the 
imagination of its 
players, the game 

of fantasy, ambition 

The ultimate Science 
Fiction h t a sy  Game. 
Galactic exploration, 

negotiation & combat 
diplomacy & conquest. in the vast unknown. 
You play a tribe on the world of Crane . . . a beautiful, intriguing 
planet of fertile plains and myriad seas. Proud cities and profound 
arts were devastated by the great plague; but now the tribes are 
uniting once more, joining the struggle for survival and mastery. 
Diplomatic and tactical skills are more vital than mere size and 
militan/ strength as you experience the thrill of danger and the 
excitement of discovery. Play a WANDERING, MERCHANT, SEA or 
WAR tribe, in this exceptional and absorbing game experience. 

You play a people in a galaxy of unknown planets and star systems, 
set in the far future. You design your own species, choose your 
home planet type, ideology and political system. As the race 
develops, your technological abilities increase, and so do the 
possibilities: telepathy, psionics, self-teleportation, star fleets, and 
any number of tactical or scientific progressions. Negotiation with 
other players will be vital, as you vie for supremacy and roam the 
galaxy. %'- 

These are play-by-mail games: hundreds of players in 
the same game send in turns to Mitregames, while 

gotiating with each other as they wish. Payment is 
according to turns played. The complete start-u 

package for either THE TRIBES OF CRANE or 
STARMASTER is available in your local games 
shop, price $9.95, which includes the firsttwo 
.turns of play. In case of difficulty, games may 
be ordered post free from Mitregames, at the 
address below, enclosing chequelpostal order 
for the games you require. 
Trade enquiries to: Games Workshop, 
27/29 Sunbeam Road, London, NWl 0 6PJ 
U.S. enquiries to: Games Workshop, 77 Burntwood Grange 
9 1 1 0 F, Red Branch Road, Columbia, MD 2 1 045, USA Wandsworth Common, London SW 1 8 

Please mention White Dwarfwhen replying to advertisements 48 



SMALL ADS 

Swap 
C&S boxed set, Space Opera 
boxed set, good condition, for RQ 
Borderlands, Cults o f  Terror, Dun- 
geon Floor Plans I & 11. Contact 
Robert on: (0926) 24705 after 
4.30pm. 

Wanted! 
Players for Football Boss postal 
game. First turn 50p + 16p/121/zp 
postage for set-up and 6 games. 
Further turns, lop  for 2 games. 
Send chequesIPOs to: J G Foster, 
19 Glebelands, Crayford, Kent 
DAI 4RY. Send SSAE for details. 
Foreigners welcome. 

Warriors and Weapons 
Weaponry and armour to your 
design.Telephone or send 50pfor 
sample photo. Maurice Taylor, 
Warriors and Weapons, 
7 Wickens Walk, St Annes, 
Nottingham. Tel: Nott 580067. 

CLASSIFIED 

All  classified ads must be prepaid 
at the rate of lop per woid, display 
ads £3.00 per scc. Please send 
copy and payment to White Dwarf 
27-29 Sunbeam Rd, Park Royal, 
London NW10, making cheques/ 
POs payable to Games Workshop For Sale 

Lead figures, WD16-53, T&T 
solos, Car Wars and RQ stuff for 
sale. Rina Clive on: Chichester 

Wanted 
White Dwarf21, 23 and 29, anv 

. . 
Ltd. 

White Dwarf regrets that i t  can- 
not be held responsible for finan- 
cial transactions resulting from 
small ads. Readers are advised to 
take appropriate precautions 
before parting with any money. 

Brighten up your life! 
Quality painting of fantasy 
figures, armies, units, dungeon 
adventurers at reasonable prices, 
send SAE for free sample. 
Mr Worsley, 22 Brindley Street, 
Holderness Road, Hull, 
N Humberside HU9 3BD. 

reasonable price paid. Please con- 
tact Karl on: (031) 228 1538 after 
6pm, or write to Karl Young, 92 
Gilmore Place, Edinburgh EH3 9PF. 

Modules For Sale 
TSR D&D modules (Advanced! 
Basic, Expert) for sale at half pr~ce. 
All in excellent condition, so ring 
Martin on: (0533) 896680. 

Redbridge 
Travellers needhd, also D&D 
players. Any height, race, cult or 
class. Phone Jason on: 550 5305 
any weekday after 4pm. 

Standard Format 
For Advertisements 
To keep your small ad clear and 
simple, keep to the format of this 
advertisement; a heading follow- 
ed by the text and then your name, 
address and/or phone number 
(with the STD in brackets). Help 
ads can even be phoned in to the 
White Dwarfoffices. Contact: Ian 
Marsh, White Dwarf SmallAds, 
27/29 Sunbeam Rd, London 
NW10 6JP. Phone: (01) 965 3713. 

Fantasy Figures Painted 
Brighten your adventures with 
quality painted figures of those 
hordes of orcs in your fantasy 
army. 15mm and 25mm figures 
painted to customer require- 
ments. Send SAE for details and 
sample (state fantasy) to: A 
Taylor, 31 Sherbourne Place, 
Leamington Spa, Warwickshire. 

AD&D For Sale . . - -. - . - . - -. - 
Modules XI-5, B1, 62, 01-2, 
G 1-2-3, 0 1, L2,12, S3 and Shady 
Draaon Inn, PHB, Monster Cards, 

Help! 
Hopelessly inexperienced 22-yr 
old seeks a beginning in RPG in 
Lurgon area. D&D, RQ, Traveller, ~ o i u e s  Gallerv. All at half orice or 

may consider swaps. call ' ~ a v e  
on: (03745) 52899. 

anything.,Sorry, no transport. 
Contact: Eoin Haughey, 43 Mon- 
brief Walk, Taghnaven, Lurgan. 
C'mon, I know you're out there 
somewhere. 

Swindles 
The RPG of rock and roll. For rules 
send 50p + large SAE to: John 
Preston, 38Ambleside Road, Bed- 
worth, Works CV12 8RR. 

Andromedas Edge 
The Warsforthe Rim. Latest com- 
puter moderated PBM from Living 
Space Games. Flexible, fast- 
moving and fun. Playerscarveout 
empires on the galactic fringes. 
Features ship design, tech and 
weapons research, colonisation, 
diplomacy, exploration, war- 
ships, troops and much more. 
Turns from £1 each. For further 
details send 9x4 SSAE to: Living 
Space Games, 11 Victory St, 
Keyham, Plvmouth PI 7 7RV 

The Keys of Bled 
The Keys of Bled is the fastest- 
growing fantasy play-by-mail 
game. Itembraces aflexiblegame 
system, with multiple group move- 
ment, combat, leadership and 
supply ratings,and a uniquecom- 
bat system. Extensive scene-setting 
is provided by the games master 
and thecost is reasonable. Send a 
large SAE for details to: KOB, 
95 King Street, Ramsgate, Kent. 

Wanted 
White Dwarf 1-30 and 33, willing 
to buy separately. Contact Tim 
on: (061) 485 6641 after 4pm. 

HELP! 
Traveller, Ruislip area 
2 playerslreferees ( I 6  and 18) 
would like to hear from anyone 
willing to join a club. Experience 
unnecessary (also Car Wars, 
AD&D and others). Contact: 
Robert, 14 Elm Ave, Eastcote, 
Ruislip, Middx HA4 8PD. 

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

Privateers Ahoy! 
Anyone out there play Privateers 
and Gentlemen ? Want to 
exchange ideas, scenarios. Con- 
tact: Bill Lucas, 19 Olden Mead, 
Lordship Estate, Letchworth, 
Herts SG6 2SP. 

DM Aid 
A game assistance programme 
fortheworld's most popular FRP 
game. Generates characters and 
monsters, handles encounters 
and combat, saves on paper- 
work. Forthe 48K Spectrum; only 
£6.95 (+ 45p p&p) from: TNT 
Software, 4 Marchmont Street, 
Edinburgh EH9 IEJ. 

For Sale 
RQ SoloQuests 1,2,3, Cults o f  
Prax, Cults of Terror, all mint con- 
dition (unused). Offers? Also 
number of SPIwargames and AH 
sportsgames in excellent condi- 
tion. Ring for details: Farnham 
(0252) 723269. 

Help! 
AD&D and Traveller. Redbridoe. 
Essex. Play on sunday morniGgs. 
Contact Greg (evenings only) on: 
550 3386. 

T&T Swap 
T&Tsolos up for grabs. All offers 
considered, but especially 
RuneQuest, Traveller, FGU pro- 
ducts. Offers to: Mark Hundleby, 
3 Lockharton Crescent, Edinburgh 
EH14 IAX. Phone: (03114435260. 

York 
Male (15) RuneQuest player (no 
experience) seeks GM and organ- 
ised adventures. Is there anyone 
willing to undertake this task and 
make a lonely frustrated adven- 
turer very happy. If so, contact: 
Russell Jackson, Tower Hosue, 
Landing Lane, Riccall, York. 

Sons of Soren 
A role-playing game of valour and 
heroism. £2.50 per move. Or Con- 
quest, a game of conflict and poli- 
tics in an ancient world. £1.50 per 
move. Both from Conquest 
Games, The Firs, Wig Lane, 
Boxted, Essex. Unlimited places 
in both games. 

Mystic Crystal 
Though they sought to bind me 
with incantations most foul and 
magics whose roots rest in the 
black bowels of hell, they could 
not hope to prevail. For I, Basal- 
neep the Mysterious, did possess 
a tome of wondrous wisdom, 
MysticCrystalwas its name. Send 
65p + 1 st or 2nd class stamp to: J 
Kingsley, 72 Main St, Osgathorpe, 
Leics LEI2 9TA, and this mighty 
zine shall be yours. 

FRP Northampton 
15-yr old D&D player seeking 
other weird life forms in the area 
(individuals or clubs). Willing to 
learn other RPG also. Contact: 
Kevin, tel: 65863. 

Wanted 
Secondhand games and supple- 
ments required, especially Dare- 
devils, Pavis, Borderlands and 
Dark Folk; also fanzines including 
Demonsblood and Underworld 
Oracle. All offers welcome. 
Phone Nick on: Bristol 642177. 

Dark Hemisphere 1 
New fanzine -fantasy, gaming, 
science fiction and more. 50p to: 
Paul Cray, 10 Beechwood Avenue, 
Fulwood, Preston, Lancashire 
PR2 3TL. 

Urgent 
17-yr old AD&D player seeks 
players or campaign in Rushden, 
Northampton are. Will try anything, 
especially RQ. Also have C&S, 
DO, T&Tand Traveller. Phone: 
Lawrence on: Rushden 312216. 

For Sale 
Excellent 48K Spectrum game 
aids forAD&D. NPCIPC generator, 
treasure roller, DM dicelcombat 
programme, dungeon generator. 
f3.50for the lot. Send to: DJB, 18 
Stretton Road, Great Glen, 
Leicester. 

Penpal 
Looking for female penpal who 
plays D&D, between the ages of 
16 & 20. Contact: Wade Bliss, 
1012 East Main, Sinton, Texas 
78387, USA. 

For Sale 
White Dwarf. All except issues 28 
and 39 (offers). Also AD&D DMG, 
PH and M M  £5 each. J Pitman, 
46 Foxhollow, Bar Hill,Cambridge 
CB3 8ER. 

Module Swap 
RPG modulesswapped, send SAE 
for list, enclosing list of modules 
you wish to swap to: Module 
Swap, 4 Glenhove Road, Carbrain, 
Cumbernauld G67 2JZ. 

Players Wanted By DM 
To play AD&Dcampaign, starting 
at first experience level, interest- 
ing Ancient Egyptian setting. 
Newcomers or seasoned equally 
welcome. Contact: David 
Townsend, 3 Wellington Road, 
Croydon, Surrey, or phone: (01) 
689 2967 after 6pm. 

Would you like to work at 
Virgin Games Centre? 

Still going cheap at night! 
25mm goodies and nasties. 60 
types, l6p  each. 100 piece armies 
- £ 15.50 piece D&D packs - £8. 
Painted, 70p each. Post free. 
Ordersienquiries to: R Whitmore, 
84RothburyRd, Durham DHI 5QB. 

weare looking for managers 
and staff for our specialist 
games shops soon to be opened 
around the country. We offer 
competitive salaries and attrac- 
tive bonus schemes. 
Write with details of your 
interests, background and 
exoertise to: Personnel Officer. 

Players Wanted - Crewe Area 
DM seeks hardened adventurers 
for a variation of Greyhawkcam- 
paign. Also large games collec- 
tion needs use! Other DMs wel- 
come. Contact: Dave and Karen, 
34A Flag Lane, Crewe, Cheshire. 

Gaming Weekend 
Players wanted for Alton games 
weekend. Will hold if interest is 
high. Accomodation and some 
food supplied. Cost £3.00. For 
details, ring Chris on: Alton 86157. 

Wanted 
Trollpack, Borderlands or Gate- 
way Bestiary. Good prices paid. 
Phone Anna Prince on: Tilbury 
4881 (evenings). 

Wanted 
White Dwarf 30,33,35,42,43,44 
and 47. Ring: Farnham 723269. 

viigin Games Centre, 22 ~x for 'd  
Street, London WIA. 
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SMALL ADS 

HELP! (contd) 

Wanted 
Trollpack, Borderlands or Gate- 
way Bestiary. Good prices paid. 
Phone Anna Prince on: Tilbury 
4881 (evenings). 

Wanted 
RuneQuest Borderlands, will pay 
£8.00 ono. Phone: Hitchin (0462) 
31701 (evenings). 

Sheffield Wedding 
Theodred, son of Theoden and 
Aselithona Maradar (the White 
Witch of Anathen Lodar) are to be 
married in Greyhawk city on Star- 
day 14th Reaping 1187 OR. All 
friends are invited to the cere- 
mony and reception. 

Swap 
Any old sets of the following 
games no-one wants: Car Wars, 
T&T, Traveller. Will swap AD&D 
Monster Manual for one of the 
games. Write to: Peter Clark, 
26 Greygoran, Sauchie Clacks, 
FKIO 3EW. Other games taken 
into consideration. 

Literary Cthulhoid 
Beginning playerikeeper urgently 
requires literature by H P Lovecraft 
relevant to Call o f  Cthulhu RPG. 
Will pay good prices. Telephone 
Shaun on: Boston 722046, or write 
to 9Ash Drive, Kirton, Boston, Lincs. 

Help 
D&Ders in Shrewsbury, no experi- 
ence, phone: 59875. Details of 
Shrewsbury clubs also welcome! 

Spectrum Ideas 
Has anyone got a Spectrum com- 
puter and is willing to exchange 
ideas on adventures, etc. Please 
write to: Simon Wade, 236 Kings- 
way, Huyton, Liverpool L36 9UF. 
Also, anyone got any University 
rag mags as I need to beg, steal or 
borrow them! 

Swap 
Anyone want Gangbusters and/or 
Car Wars & supplements in 
exchange for any RuneQuest 
material, especially Cults of 
Terror/Prax, scenarios and old 
Wyrms Footnotes or will buy. 
Contact: Ben, 20 Park Road, 
Abingdon, Oxon. Phone: (0235) 
23550. 

Death Dealers 
AD&Dclub have found anew 
abode (Limehouse, East London) 
and have just begun their new 
campaign. Interested adults (IS+) 
should contact: Wayne, 59 Kiln 
Court, Poplar, London E147JP, 
including an SAE. 

Football 
Rams Fan and Paydirt! player 
seeks American correspondent to 
discuss gridiron. Please write: 
Simon Webster, 1 Robertson Drive, 
Walkley Bank, Sheffield S6 5DY. 
England. 

Help! 
Two members of Treasure Trap, 
17, in Camberley area seek 
member with own transport for 
regular trips. Willing to help pay 
for petrol. Write to: A Weale, 24 
Firglen Drive, Yateley, Camberley, 
Surrey GU17 7TS. 

Wanted 
White Dwarf 1-15, also 2000AD 
7-30. Good price paid for good 
condition. Contact: K Edwards, 
Paddockclose, Dark Lane, Hinton, 
Christchurch, Dorset BH23 7EA. 

Swap 
Brand new D&D Basic Set, Expert 
rules and module B4for Pavis or 
Big Rubble or Griffin Mountain 
and Cults o f  Terror. Would also 
swap for Cthulhu. Telephone: 
(0762) 338198. Write to: Steven, 
56 Westland Rd, Portadown, 
Craigavon, NI. 

Wanted 
AD&D Monster Manual, Dungeon 
Masters Guide and Plavers 
Handbook, for around £22, only if 
in good condition. Write to: 
K Jordan, The Gordon Boys 
School, West End, Woking, 
Surrey GU24 9PT. 

Penpal Wanted 
American, 18-yr old male wishes 
to exchange ideas, opinions etc 
onAD&D, V&Vwith other RPGers 
inthe UK. All ageswelcome. Write 
to: Sean Arington, 205 Combs St, 
Hot Springs,Arkansas71901, USA. 

Fallcon '84, October 12-13 
Buzkrieger, Historical Miniature 
Re-enactment Society and Cincin- 
nati Adventure Gamers present 
Cincinnati's annual gaming con- 
vention. The convention will be 
staged at Sts Peter and Paul 
Church Hall, Norwood, Ohio. 

For further information, send 
'SSAE to: Buzkrieger, P 0 Box 
36360, Cincinnati, Ohio 45236, 
USA. 

Wanted 
Games enthusiast for full-time 
PBM games master's position in 
London, running the successful 
and expanding Tribes o f  Crane 
and StarMastergames. Contact: 
Mark Blundell, Mitregames, Loth- 
lorien, 77 Burntwood Grange, 
Wandsworth Common, London 
SW18. 

Wanted 
Any Fantasy Trip material, prefer- 
ably in good condition. Also 
wanted, experienced players to 
participate in an existing cam- 
paign. Write to: D Kilroy-Silk, 
Woodlea House, Wymers Wood 
Road, Burnham, Bucks SL1 8LJ. 

Ulverston 
Adult, absolute beginner, keen to 
start RPGing seeks club or group 
in the local area. Willing to be 
spear-fodderwhilst learning. Pos- 
sesses good sense of humour! 
Write to: A Ingram, 8 Greenbank, 
Ulverston, Cumbria LA12 7UA. 

Surbiton/Hook 
Couple (27124), newly moved to 
Surbiton, would like to meet 
people interested in playing 
AD&D. Experience is not neces- 
sary, only enthusiasm or willing- 
ness to try. If you are interested, 
please ring either: (01) 689 1222 
extn 5 (day) or (01) 397 6121 
(evenings) and speak to Jeff. 

Penpal Wanted 
I am 13 and I live in London. I play 
T&T, D&D and AD&D and would 
like to learn other games. Tony 
Byme, 31 Gorse Rise, Tooting, 
London SW17 9BS. 

The EPICENTRE of the Universe 
as far as all you games 

and computer buffs are concerned. 

And it is only 3 tube stops away!! 
at 22 Oxford Street, 

London WIA. Tel.01-637 771 1. 

The place to buy games and Software 
now until GAMES DAY '85. 

Watch out for our new branches 
opening near you soon! 
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This set builds into a 15" high tower in 
authentic cast stone, with opening doorway 

and stairs in base. I t  can be used in 
RUNEQUEST CHARACTER SHEETS .............. 1.99 .......... ............................. a model setting or for Wargaming BASIC DLD MOWLES qUESTWOmD 12.95 ................................. PAVIS. 14.95 ............. ............................. PRICE f 13.00 including post & packing B I  IN SEARCH OF THE IINKNWN 4.50 BIG RUBBLE 14.95 

............. ............ 8 2  KEEP OF THE BORDLRLANDS. 1.50 SOWQUEST 1I:SCORPION HALL.. 4.95 ........ .......... (Allow 28 days delivery) 8 3  PALACE OF THE SILVER PRINCESS 4.50 SOWQUEST III:SNOW KINGS BRIDE 4.95 ...................... 84 THE LOST CITY.. 4.50 
................ 85 HORROR ON THL HILL... 4.50 GENERAL ROLE PLAYING AIDS 

01 THE GEM AND THE STAFF...(I on 1) .  .... 4.50 
....................... XI ISLE OF DREAD. 4 .50  DUNGEON FLOOR PLANS I , I I , I I I  ....... each.2.99 ......................... .................. X2 CASTLE AMBER 4.50  DUNGLON MAPPING SHEETS 1.99 

X3 CURSE OF WTHON. .................... 4.50 HILUERNESS HEX SHELTS ................... 1.99 
........ .................. X4 MASTER OF THE DESERT NOMADS.. 4.50 DRAWN UICE pereenrage 0.95 

X5 TEMPLE OF DEATH ...................... 4.50 DRAWN DICE random numbers .............. 1.M 
DUIIGEON PLANNER 1:CAVERNS OF THE DEAD...4.95 

BOXW WINIATURE SETS 
MI BLIZZARD PASS ....... 4.50  
MZ W E  OF THE RIODLING MINOTAUR ........ 4.50  STARTER SET.MVENVIRERS.. ............... 3.95 

STARTER SET.MONSTERS... ................. 3.95  
CP3 TROGLODYTES ......................... 3.95 
CP4 LIZARD WARRIORS ..................... 3.95  

DUNGEON MASTtRS GUIDE .................. 1 0.95 CP5 MONSTEROUS OKC WAR EIACdINE.. ........ 6.50 
PLAYERS HANDBOOK ........................ 9.95  SSI WARRIORS OF CWOS ................... 3.95 .......................... .................... 

MEDWAY GAMES CENTRE .................. .............. 
MONSTER NANUAL 9.95  $53 KNIGHTS OF CnAOS 3.95 
MONSTER MANUAL I I . . . . .  9 .95  SS5 WARRIOR IUICHTS OF LAW 3.95 
DUNGEON MASTERS SCREEN .................. 4.95 SS6 WHITE DWARF CHARACTERS .............. 3.95 

I CHURCH STREET ADVANCED DSD MODULES RUNEQUEST BOXW MINIATURE SETS 

............ ..... 
CHATHAM, KENT .............................. .............. I 2  TOHE OF THE LIZARD KING ..4.50 RUNEQUEST BOXI.HUbL4NOID ADVENTURERS 3 .95  

I 3  PMARO I\H 4.50 RUNEQUEST BOXZ.ADVENTURERS 3.95 
14 OASIS Oh THE WHITE PAM .............. 4.50 RUNEQUEST BOX5.DRAUlNNTS ............... 3.95  .............. ................... 

Tel: MEDWAY (0634) 814750 .......... I 5  THE LOST TOMd OF MRTEK 4.95 RUNEUUEST BOX7.DMONS 3.95  
16 RAVENLOFT 4.95 
U2 DANGER AT DUNWATER ................... 4.50 REGIHENTS OF T M  RENOlM 
U3 THE FINAL ENEMY..... ................. 4.50  

Fantasy Games @ Board Games 
Computer Games 

Open Mon-Sat 9.30-5.30 

4 The Crescent East, 
Cleveleys, Blackpool, Lancs 
Large selection of D&D, AD&D, T&T, 

Citadel, & Asgard Miniatures, Warhammer, 
Cthulhu, RuneQuest, Traveller etc. .... 

CLUB DISCOUNT AVAILABLE 

RlTZ TOYS 
100 Queensmere 
SloughI 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 ....................................... 

r 

NOT JUST STAMPS 
17/19 Crendon Street, 
High Wycombe, Bucks. 

Tel: (0494) 41717 
Open Mon-Sat 9.30am-5.30pm 

Closed all day Wednesday 

STOCKISTS OFALL FANTASY & 
WAR GAMES. MAIL ORDER (lists 
on request). Discounts for clubs, 

and player contact board. 

- 

BECKENHAM 
.HAPPY DAYS' 

@ Stockists of fantasy 
and role-playing games. 
ALSO Citadel Miniatures. 

I ~ I A  HIGH STREET, BECKENHAM 
TEL: 01-658 6284 
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Sole Australian Agent: 
G.N. & C.A. Wells, 
C/O Harkers Bookshop, J69 Gnomes with club & sling (3 var.) 
74 Glebe Point Road, J70 Gnome swordsmen (3 variants) 
Glebe, N.S.W. 2037, E71 Gnome fighter 
All our ranges stocked. K72 Gnome LeaderIStd. bearer1Musician 

073 Gnome chariot with driver, archer & 

P74 Gnome chariot with driver & Leader 

K77 Spearmen (3  variants per pack) 
K78 Macemen (3 variants per pack) 
E79 Chieftain 
K80 Cheiftains Guard (3 var. per pack) 

\TO EXPLORE STRANGE NEW WORLDSo T 
GAMES WORKSHORm BRINGS YOU THE LATEST IN  ROLE-PLAYING ! 

AVAILABLE FROM YOUR LOCAL GAMES STOCKISTS--OR GAMES WORKSHOP MAIL ORDER 
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, 
........... A new name in role-playing games two NEW games 

from PACESETTER ! 

CHILL (boxed set) . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . .  £11.95 
VILLAGE OF TWILIGHT (scenario) . . . . . . . . . .  - . . . . . . . . . . .  f4.95 
HIGHLAND TERROR (scenario) . . . . . . . . . . . . . . . . . . . . . . . .  f4.95 

(printed in the UK by Games Workshop Ltd. TIMEMASTER (boxed set) . . . . . . . . . . . . . . . . . . . . . . . . . . .  f 11.95 
under license from FASA Corporation) CROSSED SWORDS (scenario) . . . . . . . . . . . . . . . . . . . . . . . . . .  £4.95 

- 
SCENARIOS - - m 
Demand of Honour . . . . . . . . . . . . . .  f6.50 
Denial of Destiny . . . . . . . . . . . . . . .  £5.95 NEW FROM 
Margin of Profit . . . . . . . . . . . . . . . .  £6.50 
The Orion Ruse £6.50 

TRAVELLER 
. . . . . . . . . . . . . . . .  

The Vanished . . . . . . . . . . . . . . . . . .  f 5.95 BRAND NEW SUPPLEMENTS 
Best of White Dwarf Scenarios Ill AND ADVENTURES 

SHIP PLANS 
Enterprise Ship Plans. . . . . . . . . . . .  f 14.95 
Klingon Deck Plans . . . . . . . . . . . . .  f 13.95 

YOUR CHANCE TO GO BOLDLY WHERE 
NO MAN HAS BEEN BEFORE ! 

1 

(includes Irilian-complete!) . f 1.95 
Best of White Dwarf 

Articles I II . . . . . . . . . .  f 1.95 
Dungeon Floor Plans 4 

Mines & Caverns f2.99 - . . . . .  
Dungeon Planner 2 

- Nightmare in Blackmarsh. f4.95 

Alien Module I :  Aslan . . . .  f5.95 
Alien Module 2: K'Kree . . .  f 5.95 
Adventure Module 2: 

. . . . . . . . . . .  Beltstrike f 9.95 
Adventure Booklet 12: 

Secret of the Ancients . . f3.95 



AD&D*TRAVELLER*CALL OF CTHULHU 
RQ * T&T * FICTION/CHAT/REVIEWS 

I S S U E S  : 4,5,6 available 

66 GEORGE STREET, 
HULL. NORTH HUMBERSIDE. 

TELEPHONE: 0482 24910 

DAILY OPENING HOURS: loam till 5pm 

FANTASY GAMES 

BOARD GAMES, CITADEL MINIATURES, 
CEREMONIAL STUDIOS FIGURES, 

MAGAZINES. 

MIKE'S MODELS LTD. 
1 Cavendish Street, 
Brighton, Sussex, 
Tel: 605845 

15mm FANTASY 
150 DIFFERENT CODES ! 
INCLUDING DUNGEON 

RANGE 

LISTS : send large s.a.e. 
and 2 x 1 6 ~  stamDs or 

WB 11 : 60p (inc. P+P) $1.00 + s:a.e. fog list 
(Actual size 25mm) and 10 samples.. 
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