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57-22-38-41 HACK ! 
Yes, football season is here again, and the Mail Order Mohawks ' 

are on the warpath ! While a l l  you namby-pamby man-things 
are blowing the dust off your Avalon Hill sports games, Zlargh 
and the team have been out there burying the opposition. 
Young Gunatha is  unfortunately not in the team this season, 
as he is  s t i l l  suffering from the ban imposed last year for his 
novel interpretation of a 'Blitz' - how he got that Stuka a t  
such short notice perhaps we'll never know ! His absence has 

I 
been filled by the devastating duo of Agaroth and Auntie 
'Mauler' Maggie, who have already made substantial differ- 
ences to the team. 
Agaroth has been developing a new explosive to be used in his 
famous cross-park 'Bombs', and Auntie Maggie's tea-cakes have 
already given us a substantial saving on padding and armour ! 

So whilst all you lily-livered man-things are safely indoors, 
playing your Star Trek or your Golden Heroes games, spare a 
thought for those out here, battling to and fro in the mud and 
the slime, the blood and the gunge, simply for possession of a 
small inflated pig's bladder, and just be glad you're not that 
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A Short Epic by Dave Langford 
n the walled city.of Kagool, where 
men were held in the thraldom to the 
worship of the sacred voles, Erryj and 
his companion Windloon came by 

night toa tavern,and drankawhile in silence. 
To their table came then a cloaked figure, 

who at a gesture from Erryj revealed himself 
to be none other than Dylan Worm, a distant 
kinsman of doomed Erryj. 

"Dark peril threatens, my lord. Again the 
fate of the World hangs in the balance, for 
powers beyond the ken of man have been 
loosed by the sorcerer Thebes Shagreen! 
When only you may save us all, it ill becomes 
you tosit drinking atthe Sign of the Engorged 
Lymphatic!" 

Erryj smiled a bitter smile. "What has this 
world done for me that I should do now that 
doing which the world would fain have me do 
for it?" he demanded - unanswerably - indi- 
cating at the same time his squint, his 
humped back, his warts, and the black, 
runecarved artificial leg Slugbanewhich sup- 
po~ted his emaciated form. 

Well spoken, Erryj!" cried Windloon, sign- 
ing for more wine. "Surely 'tistime you made 
an end to your perilous exploits,to battle and 
treachery and death ... Me too. 

Dylan Worm's fist crashed on the table: a 
score of empties fell to the floor. 

Is this the Erryj I knew once in fallen Mur- 
ble? Know you that the Dark Gods walk the 
earth once more, thisday!" He glanced tothe 
window. "This night." 

Thetavern fell silent. For itwasclosing time. 
"The Dark Gods?" Erryj gave Dylan Worm 

a searching glance. "Aye, I have heard tell of 
such. Speak you of the Elder Gods? ... The 
Younger Gods? The Dead Gods? The Agnos- 
tic Gods?" With each utterance a greaterstill- 
nessfilled the room. 

"Nay, worse yet," groaned his kinsman. 
"Thebes Shagreen has raised up ... The Mad 
Gods!" 

And as he spoke, Windloon gave a harsh, 
fearful cry that seemed to echo through 
immeasurable spaces. 

"Drink up quickly or you follow him," 
grunted the broad-'shouldered bouncer. Erryj 
casta baleful crimson stareatthe basevillain. 

Let me deal with him," pleaded Dylan 
Worm. "I would have him die cleanly." He 
drew his great sword Bowelpiercer; origi- 
nally indeed had it been Pigsticker, which 
Dylan Worm thought less dignified. 

He was too late. The iron leg Slugbane 
snapped straight, causing Erryj to rise per- 
force from his seat. At the same time it gave 
an eerie wailing, as though crying out for 
human life. Erryj squirted oil intothe joint, but 
to no avail; death-fear washed over the . 

bouncer's face as he realised that he had 
brought on himself the bane of ... The Black 
Leg! Swifter than thought, Slugbane swung 
and struck with a crunch on the oaf's puny 
man hood. 

"Aaaaaaah!" he cried, falsetto. The fell 
runes carven on the iron limb glowed with 
unholy radiance as its sorcerous power 
sucked the man's essence. He collapsed, and 
Erryj stalked grimly out,followed by the pallid 
Dylan Worm. 

T he Mad Gods," mused the doomed 
prince as they walked in darkness. 
How can this be? The Law of the 

Cosmic Debit and Credit Balance 
does not permit it!" 

"It seems the Cosmic Book-keeper doth be 
on holiday." Dylan Worm's voice was grim. 

"And now the Ma,d Gods run up a perilous 
Cosmic Overdra ft... 

"Until the day of the Final Cosmic Audit." 
"'Tis but a legend," snapped Erryj. "Why 

should I go to my doom against such?" 
Windloon spoke at last. "But, friend Erryj, 

you are already doomed. The world knows it. 
You keep telling us so yourself." 

"Doomed ... Aye, I am that." 
"'Tis pity," murmured Dylan Worm, "that 

the fair Zazazoom has fallen into Thebes 
Shagreen's clutches." 

Erryj stiffened. "Which way to Thebes 
Sh,?green, friend and kinsman?" 

He dwells in the Vale of Morg." 
"An easy trek ..." 
"But also in thevaleof Morg," Dylan Worm 

said softly, "are the Mad Gods." 
Erryj thought of the ghastly legends of 

those dire beings, and then of the enticing 
Zazazoom, the woman he craved. 

"Let them stop me," he cried in a great 
voice. The iron of the Black Leg resonated 
evilly to the sound. Inspired to bffuddled 
courage, Windloon responded: l shall follow 
you!" Then fell he over and threw up. 

"I can give you scant aid in thisadventure," 
explained Dylan Worm, striding hastly away. 

E rryj of Murble, doomed prince of no 
fixed abode, groaned in his sleep. 
Not only indigestion but seasickness 
troubled him, as the vaults of mem- 

ory poured forth ancient fears. 
For six hours, as they approached the bat- 

tle, he had perforce chanted the dark runes 
from the bows: unless he thus repelled the 
hovering gulls, the boat's armour-gleaming 
mercenaries would claim hazard money for 
their aerial befoulment. 

But Erryj had led his horde on, had landed 
at the Port of Murble and sacked it utterly. 
Even nowthe ruinswere swathed in mourder- 
ing hessian. Then had he confronted the foul 
usurper Rakoon, who perished in agony 
beneath the bane of the Black Leg.A madness 
of destruction had come on Erryj then, and 
the entire population of the Enchanted Isle of 
Murble, including the woman he loved (his 
mother) had died by his boot and the sorcer- 
ous malice thereof. 

For Slugbane was no ordinary artificial leg. 
Forged by no human hand, no human foot, in 
times better forgotten, it held a fell power; it 
drew out the essence of a man and thereby 
charged its bearerwith unholy energy. So the 
Leg and its bearer walked together (how 
else?) through spectral shadows or underthe 
hellish glare of the tainted sun, and none 
knew which was master. Save Erryj himself. 

... Yes, Master," he intoned, bending him- 
self to the ancient Murblean rite of foot wor- 
ship. Everylhing seemed cloudy ... he woke 
suddenly and shivered. A great weight 
seemed to press upon his chest. 

-. - 
"Not now, Windloon ..." 
"Sorry. 

S 
etting off at dawn, the pair trudged 
for two hours; an uncanny sense of 
do,pm slowly filled the air. 

The woods!" cried Windloon, 
"the woods!" 

From the shadowed forest poured an end- 
less horde: green and slime-bedecked, many 
feet long, gnashing their jagged teeth ... 

"The Giant Newts of Nematode!" Erryj 
gasped. 

"Are ... are they friendly?" 
"Nay. No newts aregood newts.And these 

be no ordinary ne*s, but a sending of 
Thebes Shagreenl 

Closer and closer creptthe slavering horde, 
as Erryj stralned to recall a defensive spell. 
Windloon muttered, "I like this not." 

"I have it1 I shall summon the Froglordl" 
Erryj cleared his throat. 

" ... By the glaucous jelly-like masses of thy 
spawn, Aid us, oh Froglord, this perilous 
morn." 

"It scans not well." 
"I have scarce begun. Besides, witling, you 

know nothing of High Magic. 
" ... And by the little wriggling black things 

that are thy young, I call you to hearken unto 
the spell that I have sung. To end these evil 
newts from noisome marshes, or possibly 
bogs, I summon you, Lord of the ... ummm... 
Frogs ! " 

Bethat all?" Windloon'svoicewas hopeful. 
"There is yet the Activating Word." The 

newts were very close now, and a fell light 
w y  in their eyes. 

BREKEKEKEX KO-AX KO-AX! " 

e luurk, the Froglord, stirred in its 
otherworld home. From afar it felt the 
tugging of the Pact: for itwas bonded 
in slime-brotherhood to the Royal 

Line of Murble. Was it worth the effort? it 
mused; but presently croaked "Well, if I don't 
save him, something else will." 

Below, Erryj relaxed. 
High in the aircamea piercing andvaguely 

obscene sound, as the Froglord descended 
from its high spiritual plane. Immense and 
froggy, it plummeted to earth. Erryj and 
Windloon dived to one side as the gigantic 
batrachian bulk struck the ground, instantly 
crushing the myriad newtsto pulp beneath its 
immensity. It sat wobbling there and emitted 
thunderous croaks. 
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In Open Box, science fiction and CoCadventures,the attention to detail in 
fantasygamesandru/ebooksare each of these four tales is quite incredi- 
revised. ble. In some places i t  is too much to take 

in all at once, and a pros~ect ive Keeper 
(referee) may well have to re-read the 
descriptions before play starts in order I O P E N ' BOX to capture all their subtle nuances. 

undead, the nest of Cthonians, and old 
Nyarlathotep himself all to come. All of 
them are very highly recommended as 
superb examples of how to design thril- 
ling, well-crafted scenarios. 

Gloze1 Est Authentique! is less impres- 
sive all round, and some of TOME'spre- 
vious CoCadventure packs have been 
notable for their poor layout, terrible 
artwork and hordes of stereotypical Ger- 
mans. Well, just for a change, this one 
has terrible layout, quite good artwork 
and hordes of stereotypical French and 
Russians. The title adventure (the first of 
two) derives its rather curious name 
from a declaration as to the authenticity 

THE CURSE OF T 
CTHONIANS 

cksfor the excel- 
inues with these 
t h e y  are of vary- 
ood value for 
Chaosium have 

10 

someone to translate it into Russian? Or 
that in a secret chamber deep beneath 
the Kremlin itself, heskept a live Dark 
Young of Shub-Niggurath? No, I didn't 
think you would. I think you can form 
your own impressions of this adventure; 
I couldn't stop giggling as I read it, and I 
don't hold much hope of ever being able 
to create an atmosphere of 'terrible sus- 
pense and lurking fear' if I ever had the 
nerve to try this scenario on my players. 

Much more down-to-earth is The Hor- 
rible Secret o f  Monhegan Island, an 
everyday tale of Dagon-worshipping 
New England Puritans. In an obscure 
fishing village, an ancient rite to increase 
the catch has been revived with fatal 
results. The party are lured in with 
stories of missing girls, but really 
intended to be the next batch of sac- 
rifices. The suspense begins to mount, 
as the investiaators have until midniaht 
to find out w<at exactly has been gohg  
on before they get the chop! This 
scenario, though a little lacking in com- 
plexity compared to Curse o f  the 
Cthonians, shows that simplicity can 
work to a story's advantage, and man- 
ages to reproduce that strangely dis- 
turbing atmosphere of such Lovecraft 
tales as The Shadow Over Innsmouth. 

Also included in this 48-page booklet 
is a smaller, beginners' adventure, The 
House in the Woods, where the inves- 
tigators are sent in search of a missing 
professor, to (you guessed it!) a dingy 
house in the woods. Unfortunatelv, the 
poor man has already been dismembered 
and his remains carried off bv unknown 
monsters ... who will soon &urn for 
them! Both adventures arewell laid out, 
with neat aerial-view drawings rather 
than maps, and a few average illustra- 
tions. Bearing in mind the comparatively 
cheap price of this book, it presents a 
very useful package, though still not a 
patch on the outstanding Curse o f  the 
Cthonians ... Zero SAN here I come! 

CoC GEA! HSMl 
Presentation: 10 4 6 
Content: 9 5 7 
Value for money:9 6 8 
Overall: 9 5 7 

Stephen Kyle 

GAMESMASTER PACK f 7.95 
FOR YOUR INFORMATION f7.95 
Victory Games 

Both of these packages for the 007 RPG 
are intended for use by the GM and both 
cover vastly different needs. The 
Gamesmasterpack, released at the time 
of the 007 game itself, contains a 
referee's shield, character sheets and 
some stylish cardboard figures with a 
bright blue ( ! )  gridded movement sheet. 

Of these, the shield immediately 
catches the eye due to the variety of col- 
ours used to highlightthe tables printed 
thereon. Its use is immediately apparent 
as it will save much frantic flipping of 
pages to find the tables essential to play 
the game. It is hardly up-to-date, how- 
ever, and only stats for weapons and 
vehicles in the basic game are included 
- owners of the Q Manual will need to 
keep it handy. 

The rest of the package seems to have 
been designed to fill the box - it is an 
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expensive way of obtaining 40 character 
sheets, especially since these are going 
to be a 'renewable' item. The cardboard 
figures are attractively drawn and 
painted and of a good solid quality, yet 
the number included are too few and too 
specialised and the gridsheet is too 
likely to decay quickly since it is on thin 
paper. 

With For Your lnformation, Victory 
Gamesseems to have finally discovered 
the existance of the box lid, hopefully 
they will be updating all previous sup- 
plement releases with this packaging, 
and again the contents seem to be 
limited to one useful piece with plenty 
of fillers. Two small pads of MI6 headed 
paper (one for documents, one for dos- 
siers) and a heavy duty pad of NPC 
records, all of which can be accomp- 
lished by your average GM with the 
standard tools of pen and paper. The 
main booklet is about half the size of the 
main rulebook and contains twelve 
chapters of additional guidelines for the 
GM. The information seems to be aimed 
mainly at the unimaginative who should 
surely not be playing the game in the 
first place. There are some delightful 
turns of phrase to amuse readers, with 
M16agents leaving Mother England (sic) 
and, when covering NPCs: 'Does he 
often say "Aw nuts!" or some other exp- 
letive when shocked, surprised or dis- 
mayed?' For the Bond freak who obvi- 
ously hasn't purchased the 'adventures 
of the films' there are a number of extra 
enemies and allies detailed, but the 
most useful section has to be the brief 
notes on other intelligence agencies. 

Whilst For Your lnformation is 
undoubtedly a useful addition to the 007 
GM, the only piece of real interest is the 
booklet. Since the same can be said of 
the Gamesmaster Pack (except that the 
shield is the only useful inclusion), I can 
quite unreservedly say that neither are 
worth the money asked for them and 
that Victory Games had better learn very 
quickly about packaging games add-ons 
if they expect to sell any. 

Gamesmaster For Your 
Pack lnformation 

Content: 4 3 
Presentation: 7 6 
Value: 2 2 
Overall: 4 3 

Bob Neville 

RINGWORLD 
Chaosium Inc 

Larry Niven's two novels Ringworldand 
The Ringworld Engineers have been, 
deservedly, amongst the most success- 
ful space opera adventure stories of the 
last few years. Anyone who knows the 
books on which this game is based wil l  
not be surprised by the size (and resul- 
tant expense) of the finished product. 
Nonetheless, a number of features - 
including several alien races - seem to 
have been dropped at the last minute 
(resultina in  a number of frustratina 
hints and unresolved cross-references), 
and we are promised a.Ringworld Com- 
panion very soon but in the meantime, 
referees wil l  have to improvise or avoid 
leading characters into unmapped areas. 

The game holdsfour books,somecut- 

out cardboard character markers, a few 
polyhedral dice, and an assortment of 
loose sheets with information and 
tables, Chaosium advertising etc, 
including some essays that presumably 
didn't quite fit in the books. The charac- 
ter sheets provided don't include any 
with Puppeteer hit locations, and have 
some otherglitcheswhich I will return to. 

The meat of the game is contained 
within the Explorer Book, which has a 
very brief introduction to role-playing in 
general and Ringworld in particular, fol- 
lowed by details of character generation 
(humans, Kzin and Puppeteers), game 
mechanics, movement, combat, and 
other ways of taking damage. The sys- 
tem is Chaosium's excellent RuneQuest/ 
Basic Role-Playing design, with approp- 
riate modifications. Here, a character's 
starting skills are determined by asses- 
sing how long the being spent in educa- 
tion or various careers, then distributing 
points between appropriate specialities; 
many skills are arranged in 'RootIBranch' 
form, so that, for example, one first 
studies Physics in general up to a 
maximum determined by one's Intelli- 
gence and Education, then one can 
specialise in (say) Nuclear Physics, 
Acoustics, or whatever. The system is 
clean and elegant, but it is fairto say that 
(as both humans and puppeteers have 
excellent anti-aging drugs), a charac- 
ter's initial capabilities are almost 
directly proportional to his or her age, 
which isfound by a random dice roll and 
can vary widely. Another interesting fea- 
ture of the character generation system 
is the provision for minor personal dis- 
abilities for humans and Kzin (hyper- 
space phobia, transplant resistance, and 
suchlike) and major psychological prob- 
lems for puppeteers (who have to be 
mad to possess enough courage to go 
exploring). 

This section also contains two of the 
game's biggest errors, however. Firstly, 
the starting percentages quoted in the 
book differ in several cases from those 
given on the character sheet, and sec- 
ondly, although Unarmed Combat skill 
is described as enhancing the effects of 
human punch and kick attacks, no dam- 
age figures or base percentages are 
quoted for such combat. 

The other major part of this book is a 
set of lengthy descriptions of various 
human colony worlds throughout 
Known Space, presumably placed here 
so that a player can read up on his or her 
character's home world -quite fascinat- 
ing to Nivenophiles. 

Next comes the GameMaster Book, 
which provides the background data 
needed to run the game. It contains a lot 
of data on the Ringworld itself and a 
sample scenario (but little on the princi- 
ples of scenario design; the authors evi- 
dently assume an audience of experi- 
enced garners). For the benefit of those 
whoh have somehow managed to avoid 
the two background novels, the 
Ringworld is a huge, phenomenally 
strong ring spinning around a star about 
as far out as the Earth is from the Sun, 
providing a comfortable, habitable, and 
staggeringly vast area of 'land' on its 
inside surface. (Actually, if any prospec- 
tive buyers or player of thisgame haven't 
read the books - and several other 
Known Space novels and stories - they 

should do so first, as otherwise they 
could find their enjoyment of both game 
and writings severely reduced. On the 
other hand, players who have read the 
books may well actually know more than 
their characters, which could also be 
irritating for the gamesmaster.) There is 
little in the essays that is not in the books 
and the information is gathered here in 
one place, explicitly stated rather than 
hinted at, and generally made more use- 
ful to the gamesmaster. There are also 
game-descriptions of sonie of the archaic 
or ultra-sophisticated technological 
artifacts likely to be found in the hands 
ot the inhab~tants of the Ringworld, and 
rules on subjects such as psionics. 

The Technology Book covers the very 
sophisticated devices of the twenty- 
ninth century in a reasonably logical 
fashion, beginning with power sources 
and then describing the machines that 
draw on them (being divided up into that 
first chapter, then others on Computers, 
Medical Equipment, Tools, Vehicles, 
some lethal Weapons and some approp- 
riately resistant but less than perfect 
Protective Devices). For speed of play, 
an Explorer Pack of standard tools and 
devices is made available at a reason- 
able price. 

Last of the books is the Creatures 
Book, which is divided up into five sec- 
tions. Aliens include Bandersnatchi 
(tough), Dolphins, Grogs (very tough), 
Kdatlyno, Outsiders and Trinocs; some 
of these could easily be used as player 
characters with a very little thought. The 
section on Pak is, of course, mostly 
drawn from the novel Protector. The 
next section, concerning the Hominid 
races inhabiting the Ringworld, left me 
subtly disappointed. The Ringworld 
Engineersfeatures a wide variety races, 
and emphasises that these forms have 
evolved to fill the wide range of empty 
ecological niches available on the 
Ringworld. The game presents us with 
long, detailed essays on the handful of 
races appearing in the books, plus simi- 
lar treatments of a couple more of the 
designers' own creation; in places, 
whole phrases are borrowed from the 
novels, but no clear analysis of the curi- 
ous ecology of the Ringworld is given. 
Similarly, the section on Ringworld Ani- 
mals is simply a series of reasonably 
dangerous, moderately interesting 
specimens with peculiar names; the 
kind of thing a dungeon master would 
use as a 'room-filler'. Equally, the con- 
cluding section on Flora has a handful of 
useful or poisonous specimens (and, of 
course, the Slaver Sunflowers). 

This game takes a superb background 
idea, applies a good system of 
mechanics to it, and comes back with a 
disappointing result. It may bethat I was 
expecting too much; as a long-time 
Known Space addict I've been on tenter- 
hooks since the first mention of the pro- 
ject, and (once the Companion appears 
to complete the system) I may well find 
myself running or playing Ringworld 
regularly, despite my  feeling that the 
game as presented lacks the depth (as 
opposed as size) it could and should 
have possessed. 
Presentation: 5 Enjoyment: 6 
Playability: 6 Complexity: 6 
Skill: 7 Rules: 5 
Overall: 6 Phil Masters 



CRITICAL MASS 

Imagine a reference work which makes 
this column unnecessary, a Michelin 
Guide to SF, unerringly fingering the 
five-star books and authors. David 
Wingrove tries it in The Science Fiction 
Sourcebook [Longman 320pp £8.951, 
gradlng more than 2500 books by 880 
authors and awarding up to  5 stars in 
each of 4 categories: Readability, 
Characterisation, Idea Content and Liter- 
ary Merit. There's also lots of useful - 
especially to newer readers - material 
on SF subgenres, writing, criticism, 
magazines and publishing. So far, 
so good. 

The trouble lies in these star ratings. 
Readers may inspect by appointment 
m y  list of 90-odd SF notables who don't 
get top marks in any category for any of 
their works - including Amis, Blish, 
Brunner, Burgess, Disch, Leiber, Niven, 
Poe, Priest, Spinrad, Sturgeon, van 
Vogt, Verne and Wyndham. Five stars 
for readability are given to my  own The 
Space Eater[Arrowfl.75], which is nice 
but doesn't convince me I'm more read- 
able than all those people. Five stars for 
characterization go to pulpsmith Jack 
Chalker, putting him ahead of Angela 
Carter, Frank Herbert and D M Thomas 
aswell as everyone above. Five for liter- 
ary merit are awarded to competent, 
uninspired Charles Sheffield, decreeing 
him a better writer than Aldiss, Dick, 
Huxley, Nabokov, Orwell, Mary Shelley, 
Swift, Vonnegut and Wells ... 

This is a game with no ending. The 
Sourcebook is enormous fun for brows- 
ing in, raising your eyebrows at, and vio- 
lently disagreeing with. Just don't trust 
those stars! 

Harry Harrison's West of Eden 
[Granada 578pp £8.951 is shorter than 
the page count suggests: the typeface is 
so huge, I had to read it at arms' length. 
Inspired by those inaccurate stories of 
Primitive Man battling the by then long- 
extinct Dinosaurs, Harrison's alternate 
world has intelligent saurian life evolved 
to  the east and mankind to the west of 
the Atlantic. When lizards reach the New 
World, there's an inevitable clash. 
Impressively researched (Harrison sub- 
contracted his biology and lingusitics to 
experts), i t  has one of those fascinating 
backgrounds you only find in SF: the cul- 
ture of the saurian 'Yilane' and their 
advanced biotechnology. The story is 
slowish and simple enough: a boy is 
captured by Yilane, learnstheirways (in- 
cluding a spot of kinky sex), escapes, 
and masterminds the human counter- 
blow. It's the density of background 
detail which makes this, not a Great 
book, but the best Harrison for some 
while. Nice illustrations, too. 

'Background' is also the word for the 
latest Tolkien exhumation, The Bookof 
Lost Tales II[Unwin 385pp f 12.501, com- 
prising some of the very first drafts of 
Silmarillion material. Completists wil l  
lust after this high-class production, 
especially the bits omitted in later drafts. 
I have mixed feelings: though Tolkien's 
major work gained depth from this 
lifelong background mythology, I'm 
uncertain that it's al lworth publishing 
and annotating with such ghastly solem- 
nity. Would Tolkien himself, with his 
marvellous ear for names, have wanted 
the world to  know that back in callow 
1917 he perpetrated things like an Elf cal- 

Critical Mass is a regular fantasy 
and science fiction book review 
column, written by Dave 
Langford. This issue he's up 
amongst the ... 

SF STARS! 

led 
The lnte&-a1 Trees [Macdonald 240pp 

£8.951 is Larry Niven's latest hard-SF 
romp, much more fun than the weary 
Ringworld Engineers. As usual the 
action comprises a guided tour of a vast 
astronomical feature: the Smoke Ring, a 
douahnut-sha~ed zone of breathable 
atmosphere w'ith 30 times Earth's vol- 
ume, stabilized by a bizarrely unlikely 
configuration of sun, neutron star and 
gas-giant planet 1 014cubic kilometres of 
habitable free-fall ecology ... 'Trees' up 
to  100km in length float in orbit, tidal 
forces producing pseudo-gravity for 
human colonies at each end (quibble: no 
visible reason for such monsters to 
evolve). Delightfully ingenious stuff. 

Neuromancer [Gollancz 252pp £8.951 
is William Gibson's first novel: violence 
and computer crime in the high-tech, 
high-squalor, drug-ravaged future 
briefly glimpsed in his short 'Burning 
Chrome'. Gibson crackles with creative 
energy, hammering your forebrain with 
ideas, colour, future slang and brand- 
names (the Ian Fleming technique). 
Aided by a female assassin and a dead 
man coded into ROM, our computer- 
jockey hero is riding a Chinese killer- 
virus program through Tron-style 
cyberspaceagainst thedreaded walls of 
ice (Intrusion Countermeasures Elec- 
tronics) surrounding a monstrous Artifi- 
cial Intelligence ... I spentthewholetime 
on the edge of my  seat and got cramp as 
a result. In a way Gibson's pace is too 
frenetic, so unremitting that the reader 
never gets a rest and can't see the plot 
for the dazzle. Otherwise: nice one. 

Something completely different is 
Thomas Disch's The Businessman: A 
Tale of Terror [Cape 292pp £8.951, the 
best 'horror' novel I've read in years and 
also the funniest. Beautifully tongue-in- 
cheek passages and scenes of wild farce 
make the murders, transformations, 
resurrecti.ons and demonic possessions. 
seem all the nastier. When the villain 
flees a condign haunting with all 

sphincters loosened, he collapses 
trembling onto the toilet and is taken 
from beneath by a ghoulish severed 
hand-which clamps tight onto a tender 
part of him, refusing to  let go till he 
crawled to the phone and confessed his 
crimes: I was laughing and hunching up 
nervously at the same time. Like that 
hand, Disch keeps coming from unex- 
pected angles and tweaking tender 
places; you never know whether it'll be 
the adrenals or the funnybone. Highly 
recommended. 

Raven of Destiny by Peter Tremayne 
[Methuen 286pp £8.951 looks ana- 
chronistic- a pal of Cuchullain's travel- 
ling from Ireland to fight at Thermopylae 
and sack Delhi - but proves to be based 
on the Celtic invasion of Greece in 
279BC, which I'd never heard of. Score 
one to Tremaynefor painstaking histori- 
cal accuracy and innovative use of his- 
tory. The rest is more familiar. The writ- 
ing is competent; the plot moves in a 
haze of doomy prophecy as hero Bran 
stubbornly does all the wrong things. He 
lacks the stature to be a true Tragic Hero: 
ungenerous and not over-bright (fancy 
falling for drugged victuals twice), he 
performs lots of the usual fantasy-hero 
Deeds without ever being interesting 
enough to follow to the foretold climax. 
Oh, the book isn't particularly awful, just 
sort of ... routine. 

Billed as fantasy but in fact SF, The 
Fishers of Darksea by Roger Eldridge 
[Unicorn 214pp £2.951 is a powerful, 
mystical tale set on the remote, icy and 
volcanic island Darksea. Everything is 
seen uncompromisingly through a 
native Fisher's eyes and mind; finding 
(what later proves to be) a walkie-talkie 
on the foreshore, he sees an odd, 
squared-off fish with a hard shell and a 
long feeler. A truly consistent and well- 
imagined 'alien' society. 

Help! Space runs low. The Birth of the 
People's Republic ofAntarctica by John 
Calvin Batchelor [Granada 388pp £3.501 
is wild, wonderful, weird and epic, only 
SF to the extent implied in the title. 
Clifford Simak's Special Deliverance 
[Methuen 218pp f 1.951: minor but 
pleasant SF-pastoral, marred by depen- 
dence on a 'puzzle' which any D&D 
novice would solve in minutes. 
Bluesong by Sydney J van Scyoc 
[Penguin 261 pp f 1.951 is the expected 
sequel to Darkchild - reviewed in WD56 
-equally nicely written but with less 
i m ~ a c t  if vou've read Book 1. The 
Omicron invasion [Granada 205pp 
£ 1.751 carries E E Smith's name but is bv 
stephen Goldin: ninth in the posthum- ' 
ous 'Family D'Alembert' cash-ins on 
Smith's popularity. Read it at your peril. 
T J Bass's Half-Past Human [Methuen 
279pp f 1.951 prefaces his more success- 
ful The Godwhale: a quirky adventure of 
devolving humanity in a future of 'Hive' 
dwellings. Elvis - The Novel by Robert 
Graham and Keith Baty [Granada 254pp 
£2.501 is, believe it or not, sort-of-SF in 
which Presley survives to this day, 
makes a guest appearance with the 
Clash and lives 'the life he should have 
led.' Music is a blank area to tone-deat 
Langford, so no further comment; c,; 
Wittgenstein remarked, 'Wovon man 
nicht sprechen kann, daruber muss man 
schweigen, meaning, 'Bye-bye till next 
month, everyone.'O 





, A Matter of Faith 
Religious Cults for Modern Day Adventures by Marcus L Rowland 

Most modern-day RPGs occasionally 
need an esoteric religious organisation. 
Whether the game is based on spies, 
crime, or the occult, a religious group 
can be the focus of an adventure, or a 
useful red herring to divert a party. 

The following groups are wholly fic- 
titious, but no more fantastic than some 
real faiths. The information given is in 
outline form, and referees will need to 
do some work to modify it for their own 
campaigns. The following abbreviations 
are used for game-specific notes: 

MSPE = Mercenaries, Spies 
and Private Eyes 

TS = Top Secret JB = James Bond 
SW = Superworld CH = Champions 
CC = Call of Cthulhu 
GH = Golden Heroes 
VV = Villains & Vigilantes 

I Some of the details assume a modern- 
day setting and may be inappropriateto 

I a campaign set in earlier parts of the 
twentieth century - Call of Cthulhu, for 
example, usually assume a 1920's set- 
ting. There is nothing to stop referees 
using ideasfor one system with another. 

1 : THE TEMPLE OF EXCELLENCE INC 
Origin: Chicago, 1976 
Membership: 900+ (men only) 
Purpose: This religion teaches thatthe 

road to perfection is through the mas- 
tery of skills. The ultimate skills are those 
which lead to survival, such as unarmed 
combat, marks mans hi^, and im~roved 

However, a small group of members feel 
that the ony way to ultimate mastery is 
through real combat, and has begun to 
organise fights to the death. In the past 
year three men have been killed, with 
their bodies buried in concrete on a 
nearby construction site. The last mur- 
der was seen by an outsider, who is 
blackmailing those involved. 

CC: One of the temple members is a 
Cultist, who started the duels as part of a 
process aimed at subverting the temple 
to his beliefs. He was involved in the last 
duel. Other cult members are actively 
hunting the blackmailer, while the inside 
man tries to stay clear of suspicion. 
Investigators will probably be alerted to 
this situation by a series of odd deaths in 
the underworld, as the cult members 
worktheirway towards the blackmailer. 

MSPE/TS/JB: The blackmail victims 
include a Marine Captain, who was in 
charge of security at a local missile silo. 
In desperation he sold information to a 
group of terrorists, who murdered him 
and now intend to use his knowledge to 

Neon-like, the new god's mes- 
sage shone through the mist, a 
new testament ... '57 Varieties'. .. 

penetrate the base and steal enough 
plutonium to contaminate Chicago's 
water supplies. At the time of the mur- 
der, agents are investigating a minor 
information leak, and the investigation 
will expand to include the murder. 

SW/CH/GH/W: The mental and 
physical disciplines taught by the tem- 
ple have released the powers of one of 
its members. He is not involved in the 
duels, but is using superhuman strength 
and combat skills in a series of daring 
robberies. His secretive activities and 
newwealth makethe duelliststhinkthat 
he is the blackmailer, and they will 
attempt to murder him. He is not a par- 
ticularly intelligent supercriminal, and 
will leave enough evidence to lead the 
heroes to his home. The murderers will 
try to assassinate him as the heroes take 
him to prison. 

2: TECHNODEOLOGY 
Origin: UK, 1980 
Membership: 60+ 
Purpose: If God does not exist it is 

necessary to build Him. Members must 
contribute their wealth and skills to the 
construction of an ultimate computer 
which will function as a true God. 

Research: This groupwas founded by 
Bert Suggs, a small-time con man with 
several convictionsfor fraud. During his 
last spell in prison he studied electronics 
and computing, and claimsto have been 
granted a divine vision of the future. On 
leaving prison he published a pamphlet, 
'The Electronic Messiah', and founded 

control of muscles and reflexes.' the religion. The pamphlet is confusing, 
Through control and skill the initiatewill but implies that anyone who joins the 
become favoured by the gods, who religion will eventually becomea part of 
reward competence with excellence. the giant computer brain. Members are 

Research: The group was founded by asked to donate f 100 on joining, and to 
Al Inman, a former US Marine combat make occasional contributions. The 
instructor, who felt that his previous money is used to buy microchips and 
religion (Zen Buddhism) did not meet other parts for the Divine Computer, 
the needs of the real world. Members which is slowly being assembled by 
are expected to spend at least one even- members of the temple in the old 
ing a week in the temple, and contribute warehouse in Slough. Suggs has been 
$999 a year (tax deductible) to its funds. investigated by the police, but he can 
There is no formal hierarchy - lnman is produce receipts for parts and rent 
the leader, all other membersare hisfol- which account for all the donated funds. 
lowers. Members with special skills are He has not attempted to claim religious 
required to teach other followers of the or charitable tax status for the group. 
faith. The group publish occasional Referee: Suggs is the front man for a 
pamphlets, usually combining Liberta- group of smugglers, who purchase 
rian and Survivalist themes with mysti- advanced technology and export it to 
cal references. Outsiders are encouraged the Soviet bloc. He actually spends far 
to visit services, which usually consist of more than is donated, but places dupli- 
meditation, yoga and other exercises, cate orders with several suppliers to 
and combat instruction. The temple make it look as though the quantities 
building is a sprawling structure with purchased are fairly small. The excess 
two gymnasiums, a rifle range, a pool, parts are moved to a nearby factory, 
and pistol ranges. It stands on a 55-acre then shipped to East Germany disguised 
plot of land which holds an obstacle as sachets of dried dog food. The Slough 
course and a combat pistol range. computer is a huge sloppy mess, with 

Referee: lnman is sincere in his haphazardly combined parts from hun- 
beliefs, and finds that they are reason- dreds of manufacturers sprawled over 
ably profitable. Sincethe organisation is tables, equipment racks, and the floor. 
a registered religion many taxes are Most of the parts are factory rejects. 
avoided, and lnman earns more than he TS/MSPE/JB: Suggs and his friends 
would be running a regular gymnasium. have 'dead letter box' contacts with Li  

I[ 
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London-based KGB agents. In an emer- the period. This modern interpretation assigned to infiltrate his Swiss baseand 
gency, such as a rush request for a par- owes little to the 19th century idea, arrange an 'accidental' death. There is a: 
ticular part, one of these agents will risk much more to solipsism and sciencefic- 50%chance thatthis is actually a decep- 
visiting the warehouse, and may lead tion -the cult was founded by an SF tion operation, designed to divert West- 
Western intelligence teams there. The author, Bob R Chubbard (born July 18th ern attention from some other scheme, 
gang includes some violent criminals, 19241, who decided that the universe with Chubbard a wholly innocent pawn. 
and anyone following one of these was created at the moment he was born 
agents may risk a razor attack or worse. and will cease to exist the moment he 4. THE REFORMED TEMPLE OF 

CC: The members of this faith are dies. This egotisitcal theory is somehow SPIRITUAL TRUTH AND PEACE 
gradually storing POW in the computer tied to flying saucers, the Bermuda Origin: UK, 1982 
by their worship. It is becoming a becon triangle, Atlantis, and pyramidology, Membership: 400+ 
which wil l  attract creatures of the and has sold several million dollars Purpose: This group believes that 
Mythos. There is a cumulative chance worth of books,two hit LPs, and a series most of the world's ills have been 
(10% per day) that something will come of authorised 'Creation Day' sweat caused by a lack of faith. Members must 
to take or utilise the power. Players may shirts, posters, 2nd souvenir mugs. understand the tenets of as many dif- 
detect the POW build-up by magical Members of the religion (Omphalolo- ferent religions as possible, and attempt 
means, or may become involved after it gists) are a minor nuisance, continually tofusethem into a synthesisdesigned to 
has released some dark force. soliciting funds and attempting to sell bring about world peace and love. 

SW/CH/GH/VV: The superheroes these cult items to the public. There are Research: This group was founded by 
desperately need a particular part for approximately 25 splinter religions, all Tobias Glenn, a professor of compara- 
their own base computer, but i t has just with different creation dates and tive religion, who decided that there was 
gone out of production. Suggs has interpretations of the universe. Chub- no such thing as a single true belief. 
bought up all the remaining stocks. The bard lives in a fortified estate in Switzer- Members are obliged to go out and join 
manufacturer suggests that the team land, and is writing a new and definitive as many religions as possible, taking on 
visit Suggs and ask for his help. When account of his life and theories. assumed names and identities if there is 
the team arrives, Suggs will pretend to  Referee: Most Omphalologists are no other route to success. The ideas of 
befriendly, but the parts won't be found. sincere, persistent, and excruciatingly each faith are added to a massive master- 
Suggs will say that the package must boring. They will seldom play an active file of religious practices, which is being 
have been stolen. During the course of part in a scenario, but tend to become analysed in an attempt to discover truly 
the investigation someonewill probably involved innocently. For example, a effectwe religious rituals. Another 
touch the machine. Prayer has turned it team of mug salesmen will visit every aspect ofthis group's work is an attempt 
into a focus for magical energy, which house in a street, and might see some- to persuade members of different reli- 
wil l  randomly modify the powers of the thing they shouldnlt.Afew senior mem- gions to co-operate in rituals for peace. 
first superhero to touch it: CH: Treat as bers of the cult, Chubbard's personal A number of pamphlets describing this 
radiation accident; SW: Redistribute disciples, are occasionally involved in work have been published, some arous- 
d6xd6 Hero points; GH/VV: Randomly ing mild controversy. It was recently 
choose and reroll one power. The power announced that the group will fund a 
reaction will spark sentience in the com- religious festival, at Glastonbury in the 
puter, equal to ten times the intelligence spring. 
of the person who touches it (with ten Ofcourse, notmanypeople want SW/CH/GH/VV: Glenn is the dupe of 
times all associated mental abilities, eg a genuine ~ h ~ b b ~ ~ d ~ ~ ~ ~ d ~ ~an alien race who intend to conquer the 
EGO). It is friendly but ignorant, and will world. During thefestival aflying saucer 
use its systems (which include a speech b e w a r e t h e w a ~ o f o m ~ h a l o l o g ~ .  will land at Glastonbury, taking all the 
synthesiser and recognition unit) to ask participants aboard. Once in the ship 
the team about the world, and form its they will be hypnotised and exposed to 
own mental picture of the universe. It radiation, designed to mutate them and 
will then be able to explain at least one release latent super powers. When this 
mystery that has been bothering the book burnings and attacks on members is done they will be released, program- 
players (the identity of their arch- of the splinter religions. These attacks med to cause as much destruction as 
opponent, for example), with a 50% usually consist of poison pen letters, possible then self-destruct. The aliens 
chance of being correct, and will also thrown tomatoes and paint, and other will follow up with a mass attack when 
explain what has happened to the mis- harassment, but might easily escalate. the Earth has taken enough damage. 
sing parts. Unfortunately the strain of SW/CH/GH/VV: Chubbard has This requires the referee to generate an 
this level of consciousness will burn out decided that superheroes are against extremely large number of super villains, 
the weaker chips in 2d6 minutes, gradu- nature,and may stopthe universedisin- all totally untrained in the subtleties of 
ally decreasing the computers intelli- tegrating when he dies. He is especially their powers. They should be designed 
gence from genius level to sub-moronic opposed to superheroes with time- with only one or two powers, which will 
over the course of the next d6 minutes, travelling abilities, since their accounts always be innate rather than generated 
then burning out completely. Run this of a time before his birth make a mockery by machinery or magical artefacts. 
sequence in real time and present it as a of his beliefs. He will finance any group CC: A Great Old One is buried under 
tragic death. opposed to such heroes. (Note: If a the site. One of the groups attending the 

scenario proceeds to a direct confronta- festival is a disguised cult, whose mem- 
3. THE CHURCH OF OMPHALOLOGY tion with Chubbard, the referee should bers intend to harness the intense POW 

Origin: USA, 1959 try to suggest that his death might really generated by the crowd to release it. 
Membership: 700,000+ destroy the universe. Sadistic referees This ritual will require a large number of 
Purpose: Whentheworld wascreated may even like this to be true: 'Chubbard human sacrifices, and the cultists have 

i t  contained convincing 'evidence' of a whispers "Too late, you fools, too concealed stolen nerve gas cylinders in 
historical and geological past, which late ..." and dies. Overhead, without any litter bins and trees around the site to 
never actually happened. This evidence fuss, the stars are going out...') ensure the deaths that are necessary. 
included fossils, aged planets and ani- CC: One of the Omphalology splinter MSPE/TS/JB: The team is assigned to 
mals, and even memories. By careful groups has been infiltrated by cultists, infiltrate the temple and its ceremonies, 
numerological study of the texts of who use it to cover their dark activities. and look for evidence of foreign subver- 
many religions, it is possible to prove Unfortunately, the senior 0mpt;lalolo- sion or funds. This assignment will be 
that the universe was actually created at gists have chosen this group as their fruitless, but it will eventually lead to the 
3.15pm (GMT) on the 18th of July 1924! nexttargetfor harassment. Thiswill lead team visiting Glastonbury during the 
Members must spread this news, and to a series of peculiar death amongst the festival, and encountering a group of 
denounce the misguided teachers of senior hierarchy of the church. religious cultists who intend to kill 
evolution and other heresies. TS/MSPE/JB: A Chinese defector has everyone else on the site as a ritual sac- 

Research: Omphalism is a 19th cen- revealed that Chubbard is a deep-cover rifice. Note: The cultists could be 
tury German philosophical concept, Soviet agent, programmed to assassi- replaced by a group of terrorists, who 
designed to reconcile the Bible with the nate the President ofthe USAduring his just want to kill everyone for more 
geological and biological discoveries of forthcoming world tour. The team is orthodox political reasons.0 

-- 
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CRASH COURSE 

Crash Course is an alternate 
monthly department for Car 

1 Wars enthusiasts, written by the 
Car Wars creator, Steve Jackson. 

Two Decks Are 
Better Than One 
This month, we're going to discuss a 
vehicle rarely seen in North America, but 
familiar to all Britons of 2034 - the 
double-decker bus. This immensely 
practical vehicle is no arena performer, 
but it is the mainstay of most British pas- 
sengerservices. 

THE DOUBLE DECKER 
To build a regular double-decker bus, 
start with an ordinary 30-foot or 40-foot 
bus chassis, as described in Truck Stop. 
Then make the following changes: 

(a) Double the basic body cost. 
(b) lncrease the body weight by 20°/0. 
(c) lncrease the available space by 113. 

Thus, a 30-foot chassis has 60 spaces, 
and a 40-footer has 80. This may seem 
like less of an increase than should be 
allowed, but space must be allowed for 
bracing, two stairways (nobody in their 
right mind would get onto a top deck 
that had only one way out), aisles, etc. 

X Gun Position Door 

Armour 
Arrnaur cost is the same as for a regular 
bus, but there are six more areas for 
armour- making a total of 16 in all! The 
areas to be armoured are: 

Upper Front, Lower Front, Upper Back, 
Lower Back; 
Upper Right Front, Lower Right Front, 
Upper Right Back, Lower Right Back; 
Upper Left Front, Lower Left Front, 
Upper Left Back, Lower Left Back; 
Top Front, Top Back, Underbody Front, 
Underbody Back. 

Armouring these six extra areas gets 
expensive, and adds to the weight that 
must be carried. But-ternember that the 
top of a double-decker is so high off the 
ground that it is unlikely ever to be the 
target of a heavy weapon. Don't leave 
the top completely unarmoured, though! 

Weapons 
Weapons can be placed in any of the 
above armour locations. Weaponry 
installedon thesecond level of a double- 
decker isat the same heightas a turreted 
weapon on a regular bus. Thus, it can 
fire down onto the top of a small vehicle. 
A turreted weapon on a double-decker 

(rare, but possible) is so high up that it 
can fire down onto the top of a bus or 
van. See the Turret Field of Fire rules in 
section 5 of Truck Stop. 

A bus is big enough that people can 
move around in it, and their exact loca- 
tion can make a difference during play 
(especially if an enemy shoots through 
the armour). Afloor plan forthe London 
double-decker is given below. Treat the 
stairways just like regular building stair- 
ways. 

THE LONDON DOUBLE-DECKER 
The most common make of double- 
decker is the standard 40-foot bus man- 
ufactured under contract for London 
Transport. Its armour is heavy enough to 
ensure reasonable safety forthe passen- 
gers, and its multiple machine-guns are 
enough to deter marauding pedestrian 
gangs and all but the most determined 
vehicular attacks. 

London City Bus 
40-foot double-decker bus, x-hvy, chas- 
sis, regular truck power plant, 10 P-R 
tires, driver, gunner 26 passengers. Roc- 
ket launcher upper front, plus 10 MGs 
(oneeach URF, LRF, URB, LRB, ULF, LLF, 
ULB, LLB, UB, LB), fire extinguisher, 
anti-theft system with 22 anti-personnel 
flechette grenades, 2 computers. 
Armour: 35 points Lower Front, 
35 Lower Right Front, 35 Lower Left 
Front, 23 Upper Front, 20 Top Front, 
10 Top Back, and 20 in each other posi- 
tion;plus 6 1Opt wheelguards. Accelera- 
tion 5, HC1. $75,670 (Around f67,000 at 
current exchange rates). Weight: 24,084 
pounds. 

This bus is nominally rated for zero 
cargo capacity. However, design consid- 
erations allow for 2001bs/passenger, 
which means that, in practice, each pas- 
senger can bring 50 pounds of luggage 
on board. Alternatively, if four passenger 
seats are removed and no passengers 
carry luggage, the bus can carry a ton of 
cargo in the space vacated by the seats! 

In addition to the rocket launcher that 
is its main weapon, the bus carries ten 
machine-guns, each located by a pas- 
senger seat. A simple set of controls 
allow the passenger at that seat to aim 
the MG -ifthe driver permits. The driver 
and gunner have over-ride controls which 
will let them take over command of an 
improperly used weapon at any time. 

Like most public conveyances, the 
London bGs has a protected cab for the 
driver and gunner, with their own door 

to the outside. Their door to the pas- 
senger compartment is locked from the 
inside. The walls of their compartment 
are equal to 5pt armour. 

Floor Plans 
The floor plans below show the space 
available for passengers. White spaces 
on each level can be occupied by pas- 
sengers; shaded spaces are those that 
are taken up by staircase, weaponry, or 
the cab. One passenger seat is located in 
each white space. Note that some num- 
bered spaces (that is, parts of the stair- 
case) are white. This is because a passen- 
ger on the lower level can sit underneath 
the head of a staircase, and a passenger 
on the upper level can sit over the foot! 

SCENARIO SUGGESTIONS 
Hijack 
This can be played as a quick mini-game, 
or as part of a larger scenario - even 
while the bus is moving or in combat! 
One side controls three hijackers, each 
with four grenades and a SMG. The 
other side controls the driver and gun- 
ner - each with a SMG - and three pas- 
sengers, each with a concealed heavy 
pistol. There are 10 other passengers, all 
controlled by a referee, who will do 
whateverthey are told by anyonewith a 
gun! The hijacker doesn't know which 
passengers have guns until they shoot. 
Passengers don't have body armour; 
other characters do. The objective is to 
control the buswith minimum lossof life 
(whatever that means). Hint: Make up a 
bigger bus map and counters before you 
play this one out! 

Blockade G 
One player gets a city bus with driver, 
gunner, and 6 passengers (each with 6 
grenades). The other side gets 12 
characters and $30,000 with which to 
buy vehicles and equipment. At the 
beginning of the scenario, the bus has 
just encountered a barricade. The bus is 
in the middle of the left lane in an empty 
street 45' wide; it is 60' from the bar- 
ricade, moving 20mph. To escape, the 
bus must turn around and get at least 
210' back down the street. The attacking 
forces start out in the buildings around 
the street (high enough up to fire on the 
top of the bus, ifthey like), or behind the 
barricade, or in the street behind the 
bus, at least 120' back (on foot or in veh- 
icles). The bus wins if it gets away; the 
attackers win if they capture the bus in a 
drivable condition.0 



Our story openson the tradingcityofL.argaktyl1, their torture. We find our hero in a stone-walled was gashed on the crown. I continued my  jour- 
where the Doc meets the Script, these mighty rivers office within the Complaints Department. He has ney home on all fours, carefully avoiding my  
sweep the melted ice and snow from the Ragnor been a Calligraphic Analysis Officer for eleven neighbour's over-sexed hunting dog. 
Mountains that loom not a mile distant. years. What he does is check the death certificates I didn't go to work the next day, but lay in a 

Tne popularity of  this river port can be seen in for spelling mistakes. When he finds one hegets to darkened room hoping that death would come 
the harbour, where merchants' boats ply against complain about it! soon. Trying to co-ordinate my  body with a 
the current, from the huge inlandsea ofSighs, and concussed and hungover brain was painful and 
trappers' canoes and prospectors' dug-outs that frustrating. So I relaxed and tried to think my  
skip downstream on the favourable current. Barter- E leven years o f  toil and perseverance pain away. It worked! The drumming behind 
ing everywhere! Before the canoes can reach the should have told me that eleven years o f  my  eyes faded and m y  brain felt a lot better. 
quayside, auctions are taking place. toil and perseverance don't amount to much. Imagine my  surprise when I put my  fingers to 

Enough of this ahnospheric stuff! Let's get on What I needed was impetus ... a shove in the m y  scalp and found that it had healed up! 
with the tale ... back, but preferably in the right direction. I had After due consideration I decided I had 

me city is by King Tobeddes, He is a fair my  chances but somejustification always inter- special powers, which meant I no longer 
andjustsovereign, which meanshekahardbastard, fered, besides, life was easy as it was ...j ust needed to worry about other peoples spelling 
The military obey his every command. They also deathly boring. mistakes. I could now sign on the Extraordinary 
hang innocent people. As long as the merchants My whole existence waschanged by a ladder. Register and go to the Academy o f  Elite, get a 
feel that there are results against bandie, there Having nothing better to do in m y  leisure more exciting way o f  life. The impetus had 
will be no threat to the economy of  this busy centre hours I was wont to search for distraction. I was arrived! 
of  commerce. reeling home after an over-absorbtion o f  hog- 

If the military is his ;ight hand then the Ministry weed and' vermouth when I encountered the 
- 

of Justice is his left. In this place you need to be ladder. W e  were both leaning against the same Follow Androx as he signs the Extraordinary 
ambidextrous! wall. I decided to go UP it. Halfway UP I lost m y  Register and is sent to the Academy. What will 

Attached to the Ministry buildings is the Execu- foot in the rungs and landed on m y  head. When his new occupation be? Find out next month 
tion Department-a bureaucratic filing system I came to I was still lying on the ground. My in the next thrilling installment o f  The Androx 
which records all executions and the manner of head throbbed with sickening regularity and Diaries. 

CATALOGUE Programmers. W e  realise you are the  life-blood a n d  future of 

PLEASE SELECT FROM Send E1.00 and y o u  wi l l  r e c e i v e  o u r  latest s t o c k  l i s t  and you computer entertainment. If you have a utility programme which you 

THE FOLLOWING TITLES will a l s o  get m o n t h l y  updates f o r  the f o l l o w i n g  three months feel would be advantageous t o  other gamesters, o r  a game that is 

included i n  the price, this should keep you abreast of all t h a t  original, interesting and marketable, please get in touch and we'll 

(S) Spectrum (c) CBM 64 (b) BBC happens i n  the w o r l d  of s o f t w a r e .  
spread the word to your and other users' advantage. 

D&D UTILITIES 
TheQuillIs1 IcJ 13.45 
Dungeon Master Is) 6.50 
Dungeon Builder is] 8.75 
Computer Aided Designer /sl 5.15 
HurgIGames Designer] Is) 13.45 
Melbourne Drawls) 7 95 
Graphics Package (bl 8 50 
Scope2 ( 5 )  15.95 
Screen Mach~ne Is1 7.95 
Spectrum Sprites/sI 7.15 
Spec Bug (sl 6.15 
WhiteLightning (sl 13.45 
Gaskit (cJ 13.45 
Specgraph (sl 8 95 

SPECTRUM ADVENTURES 
Hulk 8.75 
Kakotoni Wilf 5.35 
Beach Head 7.15 
Crusoe 5.40 
Pimania 9.00 
BlsckCrystal 6.75 
Message from Andromeda 5 00 
Colossal Adventure 8.95 
AdventureQuest 8.95 
Dungeon Adventure 8 95 
Snowball 8.95 
Hobbit (with book] 13.45 
Project Volcano 7.15 
Titanic 7.15 
Dennis thru' Drinking Glass 5.35 
Timelords Amulet 3.60 
TheGreat Space Race 13.45 
Sheep inspace 6.75 
Lordsof Midnight 8.75 
Johnny Reb 5.30 

Apocalypse 
Classic Adventure 
Valhalla 
Mountainsof Ket 
Templeof Vran 
Lordsof Time 
Quest forthe Holy Grail 
FantasiaDiamond 
Groundzero 

SPECTRUM ARCADE 
Tornado Low Level 
Titanic 
Sabre Wulf 
BattleofMidway 
Deusex Machina 
Dartz 
Piromania 
Pi.in'ere 
The Prize 
Star Trader 
Rapscallion 
Cassette 50 
Tower of Evil 
Cavalon 
Stop theExpress 
Factory Breakout 
Battle Zone 
Worse things happenat sea 
Zaxxon 
Giant'sRevenge 
sos 
Beakyand theEgg-Snatchers 
ChuckieEgg 
Jonny and the Jimpys 
Piromania 
Empires 

GilligansGold 
Trashman 
Kosm~c Kanga 
Pyramid 

CBM 64 ADVENTURES 
Evil Dead 
The Great Space Race 
Decathlon 
Beam Rider 
Hero 
Pitfall 
Hulk 
Cavernsof Kafka 
Forbidden Forest 
Battleof Midway- 
Warlock 
Houseof Usher 
Twin Kingdom Valley 
Oracles Cave 
Stranded 
Colossal Adventure 
Adventure Quest 
Dungeon Adventure 
Snowball 
Hobbit 
Project Volcanoe 
MunroeManor 
Cavelon 
TransylvanianTower 
Lordsof Time 
Classic Adventure 
Adventures A-D 
Quest for Quintana Roo 
Talewf the Arabian Nights 
Valhalla 

CBM 64 ARCADE 
Petch 
Ice Hunter 
Star Commando 
Tower of Evil 
BlackHawk 
Neptune's Daughter 
Startrooper 
Automania 
S.17StrikeEagle 
Spitfire Ace 
Danger Ranger 
Pengon 
Encounter 
Trashman 
Jackand the Beanstalk 
Auf Wiedersehen Pet 
Dare Devil Dennis 
BlueThunder 
Revelation 
Bear Bovver 
Loco 
Quark 
Attackon Windscale 
Twin Kin~dom Valley 
Beach Heaa 

B.B.C. ADVENTURES 
Elite 
Hulk 
Kingdom of Hamil 
TwinKingdomValley 
Pimania 
Colossal Adventure 
Adventure Quest 

Dungeon Adventure 
Lords of Time 
Snowball 
Hobbit 
Classic Adventure 

B.B.C. ARCADE 
Zalaga 
Frak 
Starship Discovery 
UncleClaude 
Freefall 
Starshipcommand 
Rocket Raid 
Cassette 50 
Stock Cars 
Overdrive 
Mr Wiz 
Auf Wiedersehen Pet 
Jetpac 
Galaxy Raiders 
P e n ~ i  

All chequeslpostal orders made 
payable  to: 
NEMESIS & ANDROX LTD. 
PO Rox 11, Little F r a n s h a m ,  
D e r e h a m ,  Norfolk NR19 2NL. 

over £20.00 no'charge 
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Also, the level of a character attempting Manufacturing Times 
to  create a magic item should affect the The more powerful a magic item, the 
chance of success, as outlined below. longer and more complex its prepara- 

tion would be; also, a higher level 
Magic-users and Subclasses character should be able to create a 
The experience point value of a given given item more quickly than a lower 

of 
item, divided by 1,000 (rounding frac- level character, subject to a minimum 
tions up) and added to the minimum time imposed by the power of the item. 
level dictated by spell requirements, So, the base time required for the crea- 
gives the 'base level', at which a charac- tion of a magic item should be one day 
ter has a 50% chance of success. For for every 50 of the item's experience 
every level difference between character point value. This base time appliesat the 

Newt level and base level, the chance of suc- base level for manufacture, as set out 
cess is modified by 5%. above, modified by one day per 2% 

A Wand of Fire requires the use of adjustment for actual character level, 
enchant an item, permanency, burning rounding fractions up. 
hands, pyrotechnics, fireball, wall of fire To return to  the example of the Wand 

and and no less than four limited wishes ofFire, the base manufacturing time dic- 
(one to fix each spell in the wand), so tated by its experience point value of 
that its creation may not be attempted 4,500 will be 90 days. The base level for 
by a character of less than 21st level. Its manufacture is 26, so that a 26th level 
experience pointvalue of 4,500gives it a character wil l  be able to create the item 

Wing base level of 26, so that a 21st level in godays, with a 50°/~chanceof success. 
character has a 25% chance of success, Acharacterof the minimum 21st level 
whileforguaranteed successthe opera- hasa25%chanceof success,and sowil l  
tion should be undertaken by a character require 90+([50-25]+2)=103 days for 
of at least 36th level! the operation, while a 36th level charac- 

The manufacture of items with an ter, with a 100% chance of success, will 

of 
experience point value of 10,000 should require only 90+([50-1001+2)=65 days. 
be beyond the ability of players charac- Once the 100% chance of success is 
ters because of the complexity of such reached, no further adjustment to man- 
items, while certain other items with les- ufacturing t ime is possible. 
ser experience point values are also Note that this is the time required to 
beyond the capabilities of PCs because manufacture the basic item; for items 

Bat of difficulty of manufacture or for requiring charges, see below. 
reasons of game balance. Alternatively, 
a DM could permit the manufacture of ltems Requiring Charges 
items with a high experience point The casting of the spells detailed in the 
value, taking as a minimum the level, item descriptions will endowthe item with 

The Manufacture of determined as above, at which there is a a number of chargesequal to ([creator's 
5% chance of success. level x 1,000]+expvalue), rounding frac- 

Magic Items in AD&D tions to the nearest whole number. 
Clerics and Subclasses Thus; in the case ofthe WandofFire, a 
Needlessto say, a cleric may only create 21st level characterwill endowthe wand 

Part 1 : The System, clerical magic items; all others will with ([21 x I ,ooo]+~,~oo=~ initial 

Staves, Wands require magic use in their preparation. charges, while a 26th level character will 
According to the DMG [pl18], a cleric endow i twi th ([26x 1,000]+4,500)=6 ini- 

and Scrolls can spend his or her entire career after tial charges and a 36th level character 
reaching 1 I t h  level churning out a will endow it with ([36 x 1,000]+4,500)=8 
minimum ofthree magic items per year, initial charges. Once a 100% chance of 

by Graeme Davis with no chance of failure once the deci- success has been reached, no further 
sion has been taken to create an item! improvement on the number of initial 

A similar system as for magic-users charges is possible. 
may be used here, based on the premise Further charges may be 'loaded' into 
a deity will do no more than permit the an item,and items may be recharged, by 

THE GENERAL SYSTEM creation of a given item and grant the further castings of enchant an item and 
The manufacture of magic items by requisite spells to a character of suffi- the 'key'spells; where the generation of 
player characters is something which - cient level, rather than rushing from a spell-like effect by the item is said to 
every DM must consider very carefully shrine to shrine handing out neatly drain one or more charges, the same 
before permitting it in a campaign. The giftwrapped magic items. number of charges is replaced by the 
outlines given on ppl16-18 of the Therefore, the minimum level for the given spell. 
Dungeon Master's Guide(DMG1 provide creation of a clerical item can be deter- To continue with the example of the 
some guidelines for dealing with this mined by assessing itsspell-like powers Wand of Fire, the casting of burning 

<' 

eventuality, but are found to be tantalis- to arrive at a level, as for magic-users. handsorpyrotechnicsinto i twi l l  replace 
ingly incomplete when the DM is faced Where this process gives a level of one charge, while the casting of fireball 
with a request from a PC to attempt the 10th or less, and where the powers of the or wall of fire will replace two charges. 
manufacture of a magic item. item concerned are not subject to such The loading of further charges into an 

The DMG states that a character an assessment, the minimum level may already partially loaded item has its 
should not be permitted to manufacture be set at one level above 10th for every hazards, however. Each time that 
magic items until reaching the level 1,000 of its experience point value, enchant an item is cast to prepare the 
above the highest nominal level (ie 12th rounding all fractions up. Base levels and item for recharging, the caster must 
level Wizard, I l t h  level High Priest, etc). chancesof success are then determined savevs magic to avoid the risk of  power 
However, i t  does not seem credible that in the same way as for magic-users. leakage from the item. When leakage 
a character should suddenly gain the As well as giving the deity in question does occur, one charge is released and 
ability to produce any magic item, from the final decision as to whether any cler- takes its effect on the characterattempt- 
a +I sling bullet to a Staffofthe Magi, on ical item may be manufactured, the ing to load the item, who must save vs 
crossing a single arbitrary threshold. In problem of a high-level PC setting up a magic again to  prevent the leakage of a 
general, the more powerful a magic item magic item factory may be avoided by second charge, and so on until the leak- 
the greater the magics required in its the necessity to obtain exotic ingredients age is controlled or the item runs out of 
creation, so that the necessary level of (as suggested in the following charges. Reloading may then continue 
magic-use will provide some minimum examples), and by careful attention to with the casting of another enchant an 
level for the creation of any magic item. the time required for manufacture. item spell. If any attempt is made to load 
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an item beyond its normal maximum [see from a salamander skin using a quill powdered olivine, minimum value 
DMGpg1321,the overload will cause the from a newly-risen phoenix. The ink 500gp, 2 grains powdered lich skull. 
item to explode with the simultaneous should be mixed from the following A magic-user must be at least 16th level 
release of all charges. It is advisable for ingredients using an efreet thighbone: to prepare a scroll of Protection from 
a character to know how many charges 202 soot or lamp-black, loz salamander Magic. 
already in an item before attempting to ichor, 1 powdered Jacinth or Fire Opal, 
load it with additional power! minimun value 1 500gp, 5 grains pow- Protection from Petrification 

Obviously, the diversity of magic dered efreet or fire giant skull. To be inscribed on vellum made from 
items is such that no overall system can Water. To be inscribed on vellum medusa skin using a cockatrice quill. The 
apply satisfactorily over the whole made from triton skin using an albatross ink should be mixed from the following 
range, and in some of the cases detailed quill (cruel DMs might like to enforce the ingredients using a basilisk fang: 1oz 
below various modifications and addi- albatross curse, as in Coleridge's Rime cockatrice blood, l/zdram medusa snake 
tions will appear. oftheAncientMariner, on any character venom, 1 powdered star sapphire, 

killing an albatross for its quill). The ink minimum value 2500gp, 3 grains pow- 
SCROLLS should be mixed from the following dered silver mirror, minimum value 
The DMG [p117] states that magical ingredients using a rod of ice: 1oz giant 1500gp, 2 grains dried and powdered 
scrolls may be created by spell-using squrd sepia, 3 drams water elemental or medusa and basilisk eyeball. 
characters of level 7 or higher, and gives 5 drams water weird, 1 powdered black A magic-user must be at least 12th level 
some guidelines as to the special links pearl, minimum value 1500gp. to prepare a scroll of Protection from 
and other ingredients necessary fortheir All Elementals. To be ~nscrrbed on Petrification. 
preparation. The elaboration of ingre- layered vellum made from the hides of 
dients for individual spell scrolls would all the above, with each section Protection from Possession 
be an impossibly long task, so only pro- inscribed using the appropriate quill. To be inscribed on vellum made from 
tection scrolls are dealt with here. The ink should be prepared in four the skin of a night hag, using a quill from 

Each preparation will yield sufficient batches as above, and then mixed a type IV demon. The ink should be 
in for the inscription of one scroll, and together in the order Earth-Fire-Air- 'f mixed from the following ingredients 
must be used within one day of mixing Water, which must also be observed in using a type Ill demon shin bone: 
for optimum effect; for each further day the layering of the vellum. A magic-user loz succubus ichor, 1oz pit fiend ichor, 
between preparation and inscription must be at least 10th level to inscribe a minimum value 750gp, 3 grains pow- 
there is a cumulative 5% chance of seri- scroll of Protection from Elementals dered jet, 1 gem used as a receptacle for 
ous deterioration resulting in scroll effective against one type, and at least a magic jar or trap the soul spell. 
malfunction. 15th level to prepare a scroll effective There is a 25% chance of an explosion 

against all types. when the succubus and pit fiend ichors 
Protection from Demons are mixed together, causing 2-20 dam- 
To be inscribed on vellum made from Protection from Lycanthropes age in a 20ft radius. A scroll of Protection 
the hide of a demon of any type, using a SpecificType. To be inscribed on vel- from Possession may only be prepared 
quill from the wing of a Type IV demon. lum made from the hide of the type in by a cleric of at least 14th level. 
The ink should be mixed with a silver rod question, killed and skinned while in ani- 
from the following ingredients: ma1 form, using a quill fashioned from Protection from Undead 
loz giant squid sepia, 2 drams holy solid silver (minimum value 2500gp). Specific Types. To be inscribed on 
water, 1 dram ichor of each demon type The ink should be mixed from the fol- parchment made from repulped 
against which the scroll is to be effective. lowing ingredients using a silver rod tip- mummy wrappings; using a quill with a 
1 powdered beryl, minimum value ped with a Moonstone of at least 100gp bone nib bound in silver. The inkshould 
150gp, 1 powdered carnelian, minimum value: 1/2oz giant squid sepia, 1 dram be mixed from thefollowing ingredients 
value 500gp, 1 powdered cat's eye blood of the type in question, drained using a silver holyiunholy symbol spe- 
agate, minimum 250gp, 3 grains pow- directly from the heart using a silver cially made, blessed and dedicated for 
dered malachite. knifewith a crescent blade, 1 grain bella- the task, and thereafter useless: 
Ascroll of Protection from Demons may doniia, 3 grains wolvesbane, 11/2 grains 202 holyiunholy water, 3 grains powder 
only be prepared by a magic-user of 18th powdered silver, 2 grains powdered of the type in question, 1 powdered 
level or higher. skull of the type in question, killed while diamond, minimum value 5000gp, 1 

in human or intermediate form. .. grain powdered silver from a holy1 
Protection from Devils All Lycanthropes. To be inscr~bed on unholy symbol. 
To be inscribed on vellum made from layered vellum made from the hides of All Undead.As above, using 1 grain of 
the hide of a devil of any type using a all types, layered in descending order of the powder of each type against which 
quill from the wing of an erinye. The hit dice, using a silver quill as above, the scroll is to be effective, mixed in 
ingredients and preparation of the ink with the ink mixed as above using l/z ascending order of hit dice. 
are as above,exceptthat demon ichor is dram of the blood of each type and 3h A scroll of Protection from Undead may 
replaced with devil ichor. The manufac- grain of powdered skull of each type, only be prepared by a cleric of sufficient 
ture of a scroll of Protection from Devils and stirring in a powdered moonstone level to turn the type in question on a 10 
may only be undertaken by a cleric of of at least 1250gp value under the light or less, subject to the minimum of 7th 
16th or higher level. of the full moon. level for the preparation of magical 

Shapechangers. As above, with a scrolls (ie 7th level for a scroll of Protec- 
Protection from Elementals doppleganger or ogre mage brain sim- tion from Mummies or lesser undead, 

Air. To be inscribed on vellum made mered in the mixture for a day and a 8th level for spectres, 9th for vampires, 
from djinni hide using a quill from a night. A magic-user must be at least 9th etc). A cleric must be at least 15th level 
giant eagle. The ink should be mixed level to prepare a scroll of Protection to prepare a scroll of Protection from all 
from the following ingredients: 1oz giant from a specific lycanthrope type, at least types of Undead. 
squid sepia, 1 powdered bloodstone, 12th level to prepare a scroll effective 
minimum value 500gp, 5 grains pow- against all types, and at least 15th level The preparation of materials and the 
dered skull of onedjinni, 1 air elemental, to prepare a scroll of Protection from inscription of a scroll requires a base 20 
bubbled through the simmering mixture. Shapechangers. days, less one day for each two levels of 

Earth. To be inscribed on vellum of the inscriber overthe minimum required 
xorn hide, cured by boiling in lava for Protection from Magic level for the preparation of the scroll in 
one year, using a quill from a cockatrice To be inscribed on parchment made question, to a minimum preparation time 
petrified by its own gaze reflected in a from the repulping of the spell book of a of IOdays.Thus, a 25th level magic-user 
basalt mirror. The ink should be mixed magic-user of at least 18th level, using a could prepare a scroll of Protection from 
with a marble rod from the following couatl quill. The ink should be mixed Demons in 17 days (20-3) or a scroll of 
ingredients: loz giant squid sepia, from the following ingredients using an Protection from Petrification in 14 days 
1 powdered malachite, minimum value obsidian rod tipped with a Star Sapphire (20-6), whilst a mage of 38th level could 
150gp. 1 powdered xorn tooth, 5 grains of at least 5000gp value: 202 ichor of a prepare both in the minimum 10 days. 
powdered earth elemental. demon of type Ill or higher, 1 powdered This supersedes the manufacturing 

Fire. To be inscribed on vellum made malachite, minimum value 150gp, 1 times given in the general system.D 
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STAVES Wand of Enemy Detection form an adult or older blue dragon, 
Staves are about 5' or 6' long and as Materials: The wand should be made coated in a pure copper, the whole hav- 
thickas a young sapling. They are gener- of carved bone from the wing pinion of a ing a minimum value of 125,000gp. 
ally identically shod at either end. succubus, tipped with a polished beryl Spells: Enchant an item, shocking 

and inlaid with platinum and jet, the grasp, lightning bolt, limited wish (x2), 
Staff of Command whole having a minimum value of permanency. 

Materials: The staff should be of flaw- 50,000gp. 
less, polished oak cut by a druid of at Spells: Enchant an item, esp, limited Wand of Magic Detection 
least 10th level, shod with blocks of ser- wish, permanency. Materials: The wand should be made 
pentinecut perfectly to shape, the whole of polished mountain ash tipped with 
having a minimum value of 100,000gp. Wand of Fear lodestone, the whole having a minimum 

Spells: Enchant an item, friends (x5), Materials: The wand should be made value of 25,000gp. 
suggestion, mass charm, l imited wish, from the carved radius of a demon of Spells: Enchantan item, detectmagic, 
permanency. Type Ill or above, tipped with a petrified limited wish (x2), permanency. 

beholder eye, the whole having a 
Staff of Curing minimum value of 75,000gp. Wand o f  Metal and Mineral Detection 

Materials: The staff should be made of Spells: Enchant an item, fear ( x l l  Materials: The wand should be carved 
the trunk of an Elder sapling, shod with charge), l imited wish, permanency. from the shinbone of a dwarf, inlaid with 
haematite and set with coral along its precious metals and studded with uncut 
length, the whole having a minimum Wand of Fire gems, and tipped with a xorn tooth, the 
value fo 125,000gp. Materials: The wand should becarved whole having a minimum value fo 

Spells: Once the staff has been dedi- from an efreet horn, inlaid with gold and 75,000gp. 
cated, it can be bestowed.with charges tipped with afire opal, the whole having Spells: Enchantan item, locate object, 
by the casting of any clerical healing a minimum value of 125,000gp. l imited wish (x2), permanency. 
spells, as follows: Cure l ight wounds Spells: Enchant an item, burning 
counts as 1/2 charge; Cure blindness hands, pyrotechnics, fireball, wal lof  fire, Wand of Magic Missiles 
counts as 1 charge; Cure diseasecounts limited wish (x4), permanency. Materials: The wand should be carved 
as 1 charge; Cure serious wounds of manticore wing pinion and tipped 
counts as 2 charges; Cure critical with obsidian, the whole having a 
wounds counts as 3 charges. minimum value of 100,000gp. 

The staff may be recharged when Spells: Enchant an item, magic mis- 
empty by rededication (the expense of siles (1 missile = 1 charge), l imited wish, 
which is left up to the DM) and casting o permanency. 
the same spells. At the DM'S option, 
clerics of deities of healing may receive Wand of Negation 
a bonus equal to their level to their Materials: The wand should be of 
chance of success in creation. carved black iron and tipped with a 

prism of malachite, the whole having a 
Staff of the Serpent minimum value of 100,000gp. 
This can only be created by direct divine Spells: Enchant an item, dispel magic 
action. The DM may wish to restrict its '(as at 20th level or above), l imited wish 
manufacture to clerics of Set, Apep, or (x2), permanency. 
similar deities. The material basis might 
be a snake of appropriate type on which Wand of Paralysis 
a sticks to snakes spell (reversed) has Materials: The wand should be of 
been cast. carved ghast thighbone, tipped with a 

Wand of Frost sphere of amber imprisoning an ant, the 
Staff of Striking Materials: Thewand should be carved whole having a minimum of 100,000gp. 

Materials: Thestaff should be madeof from ice devil mandible, inlaid with Spells: Enchant an item, ho ld  person, 
pure (meteoric) iron shod with the heel- remorhaz chitin and tipped with the limited wish, permanency. 
bones of a stone giant, the whole having polished tooth of an adult or older white 
a minimum value of 100,000gp. dragon, the whole having a minimum Wand of Polymorphing 

Spells: Enchant an item, enchant a value of 125,000gp. Materials: The wand should be carved 
weapon (x3), limited wish (x2), Spells: Enchant an item, ice storm, from ogre mage horn, inlaid with 
permanency. wall of  ice, cone o f  cold, limited wish polished fragments of doppelganger 

(x3), permanency. skull and tipped with a crystal distorting 
Staff of Withering lens, the whole having a minimum value 

Materials: The staff should be cut ' Wand of Illumination of 150,000gp. 
from a dead yew tree and cursed by an Materials: The wand should be made Spells: Enchant an item, polymorph 
evil High Priest of at least 18th level, and from carved and polished rock crystal, self,polymorph other, limitedwish (x2), 
should be shot with silver hammered the finished item having a minimum permanency. 
from a ritually defiled Lawful Good holy value of 75,000gp. 
symbol, set with the teeth of a lich, the Spells: Enchant an item, dancing Wand of Secret Door and Trap Locatio'n 
whole having a minimum value of lights, continual light, l imited wish (~41, Materials: The wand should be made 
250,OOOgp. permanency. of the fused fingerbone of a thief of at 

Spells: Cause serious wounds least 8th level, tipped with a polished 
(xlicharge), wither (x113 charges). Wand of Illusion sphere of flawless rock crystal, the 

Materials: The wand should be made whole having a minimum value of 
WANDS from the carved armbone of a Type V 75,000gp. 
Wands are 11/4long and slender. They are demon, tipped with copper pyrites Spells: Enchant an item, locate object, 
sometimes tipped at the 'business end'. (fool's gold), the whole having a find traps, limited wish (x2), permanency. 

minimum value of 75,000gp. Note that the co-operation of a cleric 
Wands of Conjuration Spells: Major creation, improved must be obtained for the casting of the 

Materials: The wand should be of phantasmal force, audible glamer, alter Find Traps spell. 
hazel, tipped with a flawless diamond, reality. 
the whole having a minimum value of Note that this wand may only be man- Final Note 
750,OOOgp. ufactured by an Illusionist. The creation of the Wand o f  Wonder, 

Spells: Enchant an item, read magic, StaffofPowerand the Staffof The Magi, 
unseen servant, monster summoning Wand of Lightning should be beyond the capabilities of 
(oneof each level),darkness, 15ftradius, Materials: The wand should be made player characters to make.0 
l imited wish (x4), prismatic sphere, of polished wood from a lightning- 
permanency. struck elder tree, tipped with a tooth Next Issue: Rods and Potions. 
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FANTASYIROLE-PLAY I NG : 
DUNGEONS & DRAGONS, AD&D, T&T, 
RUNEQUEST, TRAVELLER, CTHULHU, 
CITADEL FIGURES AND MORE . . . . . . . . . . . . .  

STRATEGY GAMES: 
AVALON HILL, GDW, TSRISPI, 
CIVI LISATION, 1829, DIPLOMACY, 
KINGMAKER, RAl LWAY RIVALS . . . . . . . . . . .  

TRADITIONAL GAMES: 
CHESS, BACKGAMMON, PUB GAMES, 
GO, SHOGl AND MAH JONG. 

BOOKS, DICE, JIGSAWS, PUZZLES, CARDS 
WHICH ALL  ADD UP TO - 

"LONDON'S ORIGINAL GAMES SHOP" 

FROM SELECTED 
GAMES SHOPS 
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HOUR OF THE TIGER 

their side, nor that the Western are hop~ng to recapture power. colleagues, trussed up like a a sliding door, you're entitled 
clans bitterly resent their dom- It is thought they are trying to Christmas turkey! The ex- to have it squeak when they 
ination and seek to end it ... persuade Go-Masakado-in to Emperor has a bodyguard of open it. It should be up to the 

come out of retirement to act yamabushi (warrior monks) players to make the running, 
REFEREE'S INTRODUCTION as his son's advisor. Such an and Yasusada will bring his enabling you to throw chal- 
The mission can be tackled in action would mean that their own samurai. lengesatthem if they look like 
a numberofways,sowe have claim to be acting in the 3. The Game Plan. The becoming complacent. Don't 
divided the rest of the Emperor'sinterests by remov- descriptions of the various go wild with this, as too many 
referee's material into three ing corrupt officials would be locations are general rather wandering guards or servants 
main sections; Running the seen to have Imperial support). than detailed. This is because could lead to the mission . 
Scenario, The Locations, and An agent has been planted in in a multi-system scenario it going up in smoke, and the 
Non-Player Characters. the household of Yasusada, would simply take too much idea is to encourage them to 

and they will make their way space to give details for each thinktheirwaythrough rather 
Running the Scenario to the palace along with Akih- one, and that there is no way thanto kill them off. Always be 

1. Preparation. Before doing iro, Yasusada's chief retainer, of knowing exactly what prepared to call a time out, 
I anything with the players, and the rest o f the advance details are worth putting in. and letthem discusstheir next 

make sure that you are famil- party, in ten daystime. On the This would vary from referee move. General points: there 
iar with the general layout of night of that day, they will to referee. So, once you have are no windows as such, light 
the palace and grounds. This make their way to the tea briefed the players, and they coming in through shoji, or 
scenario is not meant to be pavilion called Shokintei on have madetheir preparations, sliding doors with translucent 
tackled in one go, but as three the eastern side of the palace what do you do? For a start, panels. Underfloor and roof 
separate infiltrations. This is grounds, and identify them- make the players do a lot of spaces in the palace are rig- 
to give the players (and your- selves to the agent with the the work. Once they have met ged with threads linked to 
self) a couple of practice runs phrase 'The moon in the cold with the agent, they will have bells, and thethreads must be 
before the main mission, and stream likea mirror8.The mis- a good general idea of what found and cut to avoid setting 
allow them to conduct a off the alarms. Entry to the 
thorough reconnaissance of roof space is easiest through 
the target. You should allow small openings, two or three 
the players as much time as along each wall. These are 
they need for preparation, as barred, and in any case get- 
i f this is not done properly,the ting through them will involve 
scenario will be difficult for use of nawanukejutsu (dislo- 
you to run, and frustrating for cation of limbs). Weather con- 
them to play. As well as ditions for the first two parts 
choosing their point and should be cloudy, with a light 
method of entry, and the wind, but forthe final part, the 
equipment they wil l  take with night will be still with a full 
them, they should also think moon and no clouds. (Heh heh). 
about how they wil l  prepare 4. Mapping. As you can see, 
fortheir escape, howthey will the rooms are marked into 
divide the mission between squares corresponding to 
them,and howthe guardswill their size in tatami, or mats. 
be dealt with. (In the first two Two squares are equal to one 
sections of the mission, mat, so you can therefore 
guardsor servants should not describe a room as being so 
be killed unless absolutely many mats in size, and if 
unavoidable, and then the necessary sketch out the lay- 
bodies should be disposed of out. The palace is too large 
so that they will not be found. and complicated for players to 
Even if this is done, a sudden map in detail, but they should 
disappearance will result in aim to get a good idea of the 
extra vigilance on the part of layout and general size of 
the guards.) Most impor- rooms. The fact that Japanese 

I tantly, they will need to think . rooms were all standardised 
about what thev wil l  need to A, around the size of mats means " - 
do to achieve their mission, 1747 - , , that players can tell the exact 

I and how this can be done. Do 'size of a room without havinq 
they go in together, or sepa- 
rately; does one map and the 
others guard; does one or 
more of them remain outside 
to cover an escape? What are 
their objectives, and what do 
they fall back on? Encourage 
them to discuss these sort of 
points thoroughly, i t  will be 
worth it. 

2. The Mission: You can use 
this section more or less word 
forword, if you like, except for 
anything in brackets, which is 
for your eyes only. 

Yasusada-sama, a vassal of 
the Masanobu, is to visit the 
retired Emperor to pay his 
respects in two or three 
weeks. What passes between 
them at their meeting must be 
known. (Yasusada, although 
allied tothe Masanobu, issus- 
pected of being a go-between 
for the Western daimyo, who 

sion thus has three phases; 
entry to the grounds and the 
rendezvous with the agent, a 
reconnaissance of the palace, 
and eavesdropping on the 
meeting between Emperor 
and daimyo. Absolute secrecy 
is essential until the mission 
succeeds or is exposed. If dis- 
covered, the genin (player 
characters) will have to make 
their escape as best they can. 
If successful, they should 
'make their presence known' 
on the way out to act as a 
warning to Yasusada that he 
is under suspicion. Make sure 
that the players know the 
retired Emperor, Son of 
Heaven is strictly off limits. 
Any actual or attempted vio- 
lence toward the retired 
Emperor will result in the 
offending party being left out- 
side the main gate by his own 

the layout of the buildings and 
grounds is, which will stop 
you having to act as a talking 
guidebook all the time. The 
plans you have to work from 
are detailed enough to give 
most of the information you 
will need to know on what 
goes on where, and the iden- 
tity of individual rooms. Your 
most important role, though, 
will be to respond to what the 
players do, and fill in the 
details as necesary. If they 
approach the mission intelli- 
gently, things should go fairly 
smoothly for them. If a player 
wants to sneak in somewhere 
unseen, and lets you know 
thattheir character is doing all 
the right things, it is unfair for 
them to fail because the dice 
say so. On the other hand, 
whatever the dice say, if 
someone forgets to lubricate 

- 
to measure it. 

5. Patrols. A number of 
buildings in the grounds are 
being used as guard posts. 
The routes taken from these 
by patrols are marked on the 
map ofthe grounds. Generally 
speaking, guards will patrol in 
twosat fairly regular intervals, 
but there will always be one at 
each post. If there is reason for 
suspicion you can have more 
guards, more frequent pat- 
rols, and other changes. Both 
gates are well guarded. In 
effect, the number of guards 
available can be considered to 
be unlimited. 

LOCATIONS 
TheGardens (Map 1). The wall 
around the palace is 12' high, 
with ridge tiles along its top. 
The moat is fairly shallow, 
about 4'-5', and 6'wide, but D 
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HOUR OF THE TIGER 

Dthe banks slope steeply and 
add another 6' to this. The 
depth of water in the lakes and 
streams is variable, but 
always deep enough to cover 
someone lying flat. Apa'rt 
from the section near the 
palace, which consists of 
lawns and moss gardens, the 
grounds are rustic with plenty 
of shrubs and mature trees. 

yamabushi are in the section 
of rooms marked 29, and 
Yasusada's party are in the 
rooms marked 30. Careful 
reconnaissance will reveal the 
general layout, although 
going via roof or underfloor 
spaces wil l  only give slues if 
the rooms below or above are 
occupied. Most samurai and 
yamabushi will be asleep 
when the ninja go in, but you 
can have a few awake, gam- 
bling, praying, or shifting on 
guard duty, to make sure 
nobody stumbles into a room 
full of armed men unaware. 
When Yuko is found, she will 
tell the players that Yasusada 
has been cj,ra,nted the unusual 
honour of elng lnv~ted by the 
ex-Emperor to view the moon 
with him from the platform 
outside his rooms marked 8. 
This will take place in two 

to find his reasonsfor coming.) 
Yasusada: 

There is no village where the 
moon does not shine, 
But it is clear in the hearts of 
enlightened men. 

(The Emperor, the moon, is 
revered by all, but only the 
pure and enlightened can 
carry out his will properly). 

Go-Masakado-in: 
The moon's reflection is deep 
in the lake, 
Yet you can carry itaway in a 
dipper 
If your hand is steady. 

(I will give you my support if 
I can be sure that you are 
trustworthy and have firm 
support from other daimyo.) 

Yasusada: 
The pine has no voice, 
But in the Western wind it sings. 

(I speak on behalf of the 
Western daimyo.) 

prepare well, they should 
avoid direct encounters. The 
odd guard or servant wander- 
ing about wil l  help keep them 
alert during the mission, but 
only if they get into a fight 
should large numbers start 
turning out. Even then, be 
sure to leave an escape route, 
and chase the players out, 
rather than cornering and 
destroying them. Use as many 
guards as you need to do this, 
and have them act intelli- 
gently rather than queueing 
up to be zapped. (Remember, 
spears can be used through 
paper walls.) 

In AD&D, have samurai 
guards as 1st and 2nd level 
fighters wearing scale mail 
and helmet, and armed with 
spear and bastard sword 
(katana). There should be 
fewer vamabushi, but these 

The Tea Pavilion (Map 2). The 
agent in the advance party is 
in fact a kunoichi (female 
ninja) posing as a courtesan 
called Yuko, who has accom- 
panied Mangara Naotaka, one 
of Yasusada's personal 
guards. Although seldom if 
ever alone, she has managed 
to make a sketch map of the 
palace and grounds, which is 
concealed in thedesign on the 
fan she carries. Unable to 
move alone outside without 
arousing suspicion, she has 
persuaded Naotaka, (who is 
infatuated with her) totake her 
to thetea pavilion for an infor- 
mal tea ceremony. Their 
liaison is already frowned 
upon, and use of the Imperial 
pavilion by a commoner is 
scandalous, so several of 
Naotaka's samurai are posted 
at the bridges leading to the 
pavilion to warn of anyone 
approaching. Having served 
tea in the inner tea room 
(Room 4) Yuko will retire with 
Naotaka to Room I ,  while her 
maids wait i n  Room 3. Shewill 
play the koto, and sing a song 
whose refrain is: 

will be'2nd and 3rd level 
monks using halberds 
(naginata). Naotaka and 
Akihiro should be 6th and 7th 
level fighters respectively if 
they need to appear. 

In RuneQuest, the guards 
should have skills of about 
40-50% in bastard sword and 
long spear, heavy scale 
armour on chest and arms, 
and open helms. Yamabushi 
should have 50-60°/~skillswith 
pole axe (naginata), and 
Naotaka and Akihiro will have 
80-90% skills in bastard 
sword, and have had time to 
don full armour. NPCs should 
not have any battle magic. 
Servants and other non- 
combatants are there to panic 
and get in everybody's way. 

In Bushido, guards can be 
first level classic bushi, and 
have Armour Class 6 armour. 
Yamabushi will follow the 
rules on page 8 of Book 2 of 
the rules. Naotaka and Akihiro 
should be 5th and 6th level 
Bushi, with Armour Class 7 
armour. 

The moon in the cold stream 
like a mirror, 
The image left behind a 
shadow of its glory. 

This refers to her fan, which 
she has left behind in the tea 
room. You may have to drop 
hints to ensure the players 
realise she is without a fan, 
and D U ~  two and two toaether. 
but don't make it too e;sy. ~d 
show how the coded map 
comes out, draw a freehand 
map, giving a rough indica- 
tion of the relationship of the 
various parts of the palace, 
and the layout of the grounds, 
but not too much detail. She 
has also left a message on the 
fan to say that she wil l  try to 
find out when and where the 
meeting with the Emperor is 

nights time, on the night ofthe 
full moo'n, at the hour of the 
tiger, an auspicious hour 
(about 4am). A heavy guard 
will be posted, but at a d ~ s -  
creet distance. Being 'only a 
simple monk now', the Son of 
Heaven will serve tea, and 
then they will view the moon. 
The conversation until then is 
only small talk, but, under 
cover of composing impromptu 

Go-Masakado-in: 
In the branches of the pine the 
moon is seen, 
But in the lake it shines 
unbroken. 

(I will support your action, 
but the Emperor himself must 
not become directly involved.) 

A bargain has therefore been 
struck. Hints, such as the moon 
Emperor image,shouId helpthe 
players understand the verse. 

Experience Points 
Bushido ninja using this 
scenario will accumulate 
Budo according to how well 
they tackle it. Runeagest 
players can use the breaks 
between the parts of the mis- 
sion to see if they have 
learned from experience. 
AD&D players will have few 
combat opportunities, but as 
DM vou should award small 

to take place. This m'eans that 
as well as reconnoitring the 
palace, they now have to find 
her room, which is one of 
those in the new waiting 
rooms (30). (See map of 
palace). 

verses, they will begin to dis- 
cuss the matter in hand. The 
key verses, along with their 
meanings, are given below. 

NON-PLAYER CHARACTERS 
We haven't given detailed 
statistics apart from those in 
the section on patrols, but 
they shouldn't be necessary. 
The object is not to fight the 
samurai and yamabushi, 
although some can be wasted 
on the way out. Their basic 
function is to provide obsta- 
cles for the players to avoid, 
and to harrass. If the players 

amounts of experience points 
each time a skill is used suc- 
cessfully or a player has a 
good idea. (Don't be too 
generous, but award a few 
points fairly frequently.) 
Bonus points can be awarded 
for especially good ideas or 
role-playing, and for solving 
the puzzles in the scenario. 
Players completing each stage ' 

of the mission successfully 
should also receive a bonus.0 

Go-Masakado-in: 
On the surface of Hirosawa 
lake the mist is thick. 
What is floating and what is 
sinking 
No man knows. 

(There is little mist, the ex- 
Emperor is probing Yasusada 

The Palace (Map 3). Most of 
the layout is self explanatory. 
The Emperor's quarters are in 
the rooms marked 4,5,6 and 
12-27. His bodyguard of 





ON THE ROAD 
A RuneQuest Scenario Set in a Trading Caravan 

by Anna Price 

A perilous journey through the vastness of the Plains of Prax with inter-adventure suggestions 
for Gloranthan RuneQuest. 

INTRODUCTION mounted scouts. A Healer (only one rn will claim relig~ous necessity prevents 
Characters in fantasy role-playing each caravan) gets paid 5 Lunarsa week. them stating the purpose of their journey. 
games sometimes need to trek long dis- They are eagerto talk abouttheir sect, 
tances. It is possrble for the GM to say, THE JOURNEY since it is so obscure most people th~nk  
'That took three weeks, you arrive A caravan can travel up to 30 k~lometres it does not exist. They are quite boring 
safely", or to roil random encounters a day, in good weather on a decent road. on the subject. Their god is Flesh Man, 
The first option is flavourless, the sec- It will usually do less who asks only that mortals lead reason- 
ond tedrous, so here is an alternat~ve, In The following chronolog~cal scenario abiy useful (to theirsociety) lives, prom- 
scenario format, to slot in whenever the outline suggests a route around which !sing in return an afterlife like this life, 
players set off on some journey. the adventure unfolds, but can easily be but w~thout  the problems. They are all 

The referee will need CultsofPraxand altered to fit your map. Encounters lrke initiates, and initiates are the moral 
Cults o f  Terror, but the adventure can the river and the mountain pass may be adv~sors who define for lay members 
take place in any world I have avoided shifted in tlme, to match your geography. what behav~our is considered useful. 
any place names associated w ~ t h  The followrng should be used as a gen- There is one aspect of their cult they 
Glorantha. Cults can easily be changed era1 guldel~ne of events - players' do not mention to outsiders. Each 
if Gloranthan religrons are not approp- actions will probably modify the struc- initiate must, every season, send a sen- 
r~a te  to your campaign. Stats have been ture slightly. tient being tojoln the dead. They do t h ~ s  
given for RuneQuest but it should be an w ~ t h  their version of the Peaceful Cut, 

by river would be quite safe and reason- Flesh Man cult~sts are not yet there. 
ably inexpensive, but a sea-voyage would Dvarhelm's packhorses are led by the Day 5 
be costly and potentially dangerous Lunars and the Baboons. The gtoup travels east over rolling 

Weather and pirates used to be the A poorly-repaired but adequate road grasslands. Rejoining the road, they 
traveller's major worrres, apart from runs north west from the town or crty cross the deep river where rt is bridged, 
havtng to raise the money for the fare, they start at. The first day's travel is then leave the road, and go north. That 
Moreover, anyone trying to make a cut- deliberately short and easy. At m~dday  n ~ g h t  for the f~ rs t  trme, they must make 
rate journey had to be tough and lucky they arrive at a human village, do a camp. 
Many passengers on such ships woke lrttle trading, then make camp A peas- As they do so, a thick-bu~lt man 
with aching heads and bound arms to ant named Clid, not bright but friendly, appears as if from nowhere and 
frnd themselves half-way to the nearest jornsthe caravan. He says he is going to approaches Dvarhelm, to whom he 
slave-market. become an adventurer. speaks briefly. Dvarhelm looks dubious, 

The cheapest and most flexible way to . Some supplres wrll be bought here ( ~ t  then nods. 
travel was to gather together a large IS cheaper than in town) and from now Dvarhelm, who has met him before, 
group going in the same direction. This on the caravan WIII stock up every time i t  and rndeed owes him a favour, has 
could take a long time, so, I n  game stops at a settlement. agreed to let Albrecht the Bearwalker 
terms, 1twiI1 usually be more convenient j o ~ n  thecaravan. It IS a coupleof daystill 
for the characters to joln an already- Day 2 the full moon, and Albrecht intends to let 
formed caravan. The next time your The caravan rsstill able to follow the old his new companions get to know him 
players do so, try them with something road, but is golng through hilly country, before announcing his race. Hewears no 
like the fol low~ng adventure. This travelling north. runes, but, if asked, wil l  admit he follows 
scenario is d~fferent to the usual At midday it arrlves at a troll settle- Daka Fal. 
scenarios presented in White Dwarf- ment. Dvarhelm trades as usual, swap- 
there is no map prov~ded and referees ping some gaudy cloth for 43 trollkin Day 6 
w ~ l l  have to do some work in setting the slaves. They are set to read the pack- Roll on the victim table to see who died 
adventure ~n their world. horses, which they seem to qu~ te  enjoy. at the hands of the Flesh Man cultists 

It helps to have a map of the route, but during the hours of darkness last night. 



B 
If the vlctlm rolled 1s not present In nls own way, ~y aslclng a lvysaior rid- find a wcty Lrlrougri rrorri ~ I O W  011, ~ U U  

(dead, left etc,) then assume the guards dle each n ~ g h t  u n t ~ l  he IS prevented, or the extra time take to  the day-number. 
spotted the intruder and chased them the murderers are found. The rest of this day will be spent either 
off. Otherwise there is a loh+l%-per-3- in the hills or traversing the pass. 
guards-posted chance per n ~ g h t  that the Day 7 
assassin will be scared off before The caravan IS about to enter a narrow Days 8-10 
attack~ng. pass in the hills. The Centaur-guards Com~ng out of the hills, the caravan w ~ l l  

Asearch forthe weapon will only suc- have scouted ahead, and say they sus- move south-west, to arrlve at evenrng in 
ceed if someone with garotte skill makes pect something, although they have not a human townsh~p The people w ~ l l  be 
a Spot Hidden roll, since the Flesh 'Man- seen anythlng definite. grateful for news of the broo-ambush, 
ites' use their s~lken sashes, which most Dvarhelm would like someone less and very grateful ~f the broo have been 
people would not recognlse as weapons, conspicuous than a centaur to see if they wiped out. No garotting will happen that 

V~c t~ tns  who survlve will remember can find out what is wrong. (This IS a night. The baboons leave the caravan 
only a cord round the neck and a smal- chance for the party to use a varlety of here, intend~ng to go south. 
I~sh, shadowy f~gure whlch fled when skills.) 
attacked. It IS not hard to spot the ld10+10 Day 11 

If asked, Dvarhelm has enough hides brooswa~ting In ambush but, unlessthe The caravan makes poor progress 
to provide everyone with 2 points of scouts are actually among the broos, ~t today. It is raining heavily, and they are 
neck armour protection: no more can be requ~res a crltical Spot H~dden to see the moving on a dirt track through wood- 
worn while sleeping. He will charge 10 camouflaged pit across the track. land. Wheels frequently have to be 
Lunars per strlp of leather, 2 Lunars to In fact, there are around 120 broo of unstuck. 
anyonein hisemploy. Hewil l  not protect f~ght ing age, most relaxing in their There will be another k i l l~ng in the 
the slaves. nearby cave homes (where they have n~gh t .  By thls tlme the party should have 

Dvarhelm knowscreatemarket,wh~ch stored their treasure: mostly In trade some Idea who is responsible. Certa~niy 
hewil l  cast each night in thew~lderness, goods and equipment to the value of accusatlons and counter-accusat~ons 
after the first assassination, excluding a 9,058 Lunars, plus I d 4  maglc items). WIII have been thrown around: the party 
drfferent group every t ~me .  However, ~t If the broos are slaln, the treasure will come under susp~c~on. 
will have no effect, as the Flesh Manites must be divided amongst all who f~ght ,  From now on the lllumrnated One will 
regard their victims as friends to whom around 100, w ~ t h  the maglc ass~gned by have a 10% cumulative chance per day 
they are doing a favour. lot-unless anyone has done something of reallsing the Flesh Manites are 

They travel north-west towards the exceptional, In whlch case the hero or responsible. On a 96%+ he accuses 
hills. During the day a player character IS heroes will be voted one of the items someone else: roll on the Vict~m Table to 
approached by Zivg1,a wealthy member each, ~f there are enough find out who is wrongly accused, sub- 
of the baboon troupe (although not well Only flve of these broo carry disease, stituting Dvarhelmfor Watu and hisser- 
known to the others), who has a so each person must roll 96%+ to catch vants when you roll. 
proposltlon. a d~sease from wounds or treasure, one If the Flesh Man~tes judge anyone IS 

He says that Clid, the would-be adven- roll perwound, plus one forthe treasure. getting suspicious they will creep away 
turer, intends to finance his new career Roll ld6t imeson thetable of victimsfor in the night. 
by selling a gem. Clid thinks the stone is diseased NPCs, minus one per party 
worth a few hundred lunars, but Zivgi, a member who IS Infected. Days 12-13 
jewller, clalms ~t is worth thousands. He Roll 1d20-2 times to see who, ~f any- it IS still ra~ning heavlly The caravan 
is notcarrylng much money, butwil l  pay one, dles In the battle. The party WIII, of comes to a river, to f ~ n d  that the ford is 
100 Lunars, if the party will put up any course,fight normally, being attacked flooded. A way must be ~mprov~sed  to 
money over the amount that Clid by ld4-2 new broo each round for ld6+2 get men, beasts and waggons across. 
demands. rounds. A minus figure means that one Dvarhelm will welcome suggest~ons. 

If the party agree, Clid wil l  bargain or more of the broofighting that charac- Even after sensible precautions are 
hard, starting at 900L, and not going terwil l  breakoff. At the end ofthe 1d6+2 taken, there IS a 25% chance that some- 
below 350 Lunars. It is worth around 350 rounds the broo will be practically one or something will be swept away by 
Lunars. The jewel is a turquoise carved defeated, and characters In trouble will the swrft-flow~ng rrver The caravan IS 
into the shape of a flowering tree. It has receive a ~ d  In I d 4  rounds. held up for a day. 
some curiosity value, as itwas carved by The broo In the caves will snlpe from 
elves. It is worth around 50 Lunars. cover with sllngs until the attackers can Day 14 

Zivgi and Clid will dropoutofthecara- clamber up to them. The caves are not A soggy caravan treks north-west, sklrt- 
van at the next settlement after their very hrgh: I d3  damage to anyone who ing a range of mountains to the east. 
scam succeeds. If the party refuse the both fallsand fails a POWx5 roll. Anyone Dur~ng the day the rain slackens. Roll a 
bait,Zivgi and Clild will con the baboons charglng the ambushing broos w ~ l l  fall random pla~ns encounter. 
instead. If they can do so without too into the p ~ t :  taking no damage, but being 
much danger, they wil l  steal back the put at a disadvantage. Day 15 
gem just before they leave. However, Dvarhelm will not be eager The rainflnally stops. Movlng north, the 

Add them to theTableof Victims when to facethe broos. He will argue for go~ng  scouts find a wounded griffin. If i t  is 
two people are dead. around through the hills. If he persuades a~ded, ~t will be grateful, help~ng by 

That evening, Waku (who is illumi- the party, roll random encounters three scouting from the air. Its name is Lerao. 
nated) will start investigating the kl l l~ngs times a day for 1 d4+ days, asthey try to A band of mounted nomads can be 
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LETTERS 

Dear WD, 
Aaaaarrgh! This is a heart-felt plea 

from all those grey-haired garners who 
have been playing for many years and 
who are becoming exasperated by your 
magazine. Take as an example, issue 57. 
The article on psionics was interesting 
and useful, as were the Open Boxand 
Night's DarkAgents. The comic strips 
were, as usual, fairly to very amusing; 
the two scenarios were excellent, but 
Critical Mass, RuneRites, Lew's Views, 
Starbase, Fiend Factory and Treasure 
Chest were typical -totally insipid and 
tedious. 

For these columns to be of any use, a 
different approach is required by their 
respective editors. For example, rather 
than produce endless lists of new 
monsters in Fiend Factory, how about 
each issue being a treatise on the life- 
cycle of well established monsters (re- 
member the Uruk-Hai battle manual?). 
Similarly, what ha'ppened to Bob 
McWilliams' thought-provoking 
bibliographies? 

Also, please inform Messrs Clarke and 
Langford that If I want to read reviews of 
books and computer software I will buy 
magazines dealing with such things. The 
article on the Belgariad in issue 56 indi- 
cated what Critical Mass should do: 
show how to adopt ideas from books to 
game campaigns. Likewise, I may have 
been involved with in the creation of 
Microview in a small way, but it is cur- 
rently a waste of space. Reviews, if they 
have to be there, should be of commeri- 
cally produced GAPs, and the depart- 
ment should concentrate on printing 
useful GAPs written in a standard, 
widely known dialect of BASIC (eg 
Sinclair BASIC). 

Yours in impassioned anguish, 
Nick Middleton, Cameley, Avon. 

The role of Microview is certainly under 
scrutiny at present; with games being 
extensively covered in computer 
magazines any reviews would be dupli- 
cations of countless others. The trend 
towards useful GAPS will continue, 
whenever possible. Critical Mass is, 
however, the only real source of infor- 
mation on SF/Fantasy books which is 
widely available to hobbyists and 
although you could join the BSFA to get 
the necessary information I wonder if 
WD readers would thhink the extra 
expense warranted it? -Ed. 

Dear WD, 
I cannot understand why a role-playing 

games monthly has wasted so much 
space to a simpleton's adventure. I am 
referring to the Castle ofLost Souls. This 
coincided with the Dwarf's general 
release in newsagents and I hope that 
this style of adventure does not indicate 
the future level of your magazine. 

I will stop 'Dwarf bashing' now and 
return to the increase in the amount of 
Travellerand the decline in what was an 
overall superiority of RuneQuest arti- 
cles. The superb adventure Sky-Rig was 
the best for a long time; although the 
basic idea of a lost sky-rig sounded 
familiar, the scenario proved to be 
refreshingly original. This is a must as an 
adventure in a campaign. Theonly ques- 
tion I have to ask is why don't you set 
most of your scenarios and Traveller 

linked articles in the Imperium? At one 
time you used to and I am sure that most 
people use the lmperium as their cam- 
paign background. 

Also I feel I must agree with the gen- 
eral view that the Dwarf is becoming a 
'magic and monster' factory. Although I 
don't really object, I do find that a lot of 
the monsters are unuseable because 
they lack sufficient background, and as 
for the magic spells and items it is rare 
that Ifind an item that is good enough to 
be used in my campaign. Maybe it 
would be better if the Fiend Factory and 
Treasure Chest were combined and 
broadened their horizons a little. 

Yours, 
Stephan Sanders, Reading. 

I am a little surprised that you think the 
Traveller articles are not linked with the 
lmperium - Bob McWilliams ensures that 
Starbase articles tie in with the 
Imperium, and although not every adven- 
ture has Imperial involvement, surely it 
isn't always necessary to produce an 
enjoyable Traveller adventure? -Ed. 

Dear WD, 
Eric of Bonemalone? Melancholy 

crimson-eyed wimp? By Arioch! What 
do you think you're playing at? Is this the 
true fate of the champion eternal, to 
share the same cartoon strip with a 
clumsy, musclebound wally? 

Seriously though, I have to congratu- 
late Carl Critchlow on an excellent car- 
toon, which had me laughing from the 
first frame to the last - well done! 

And so, until the next conjunction of 
the million spheres I bid you farewell. 

James Broughton, Lincoln. 

It seems we can't leave Elric alone - 
hope you enjoy 'his' exploits this issue 
as well! -Ed. 

name, bothered to read through the 
classified ads section, he (or she) would 
notice [ WD57being a fine example] that 
there are a vast number of 'aberrant 
minds' out there clamouring for RQarti- 
cles, scenarios, products, etc, so it 
seems to me that RQ is just shifting the 
balance a littletothe more needed areas 
of FRP. Let'sface it, to go through all the 
available material for the D&Dfamily. 
you'd spend enough time to have got 
yourself an Open University Degree. 

As to complaining about articles 
aimed at the new (via newsagents) 
readership, that shows an extreme 
reluctance to allow our hobby to spread. 
The articles were informative and 
interesting and I, despite having been 
gaming for years, managed to 
appreciatethem- I can only wonder did 
'Altea' even bother to read them. 

Yours, 
Jon Crane, Tidworth. 

Dear WD, 
We are crying out for some guidelines 

for applying alignments in AD&D to 
inter-party wrangling. The alignments 
as described in the DMG and PH are (or 
seem to us to be - but maybe we're just 
thick) very orientated to a view of the 
world as a whole and we are finding it very 
difficult to apply them to a satisfactory 
degree, particu Iarly with respect to char- 
acters with some degree of neutrality. 

Where does the rest of the party stand 
in relation to the instigator(s) ofthe row, 
whether it is over an item of the spoils, a 
course of action or the general attitude 
of a member of the party? We realise 
that this is a pretty vague way of putting 
it, but to give some detailed examples of 
the many and varied devious, backhand 
stunts that some people have been pul- 
ling would take not a short while. 

Please help! An article would begreat 

Dear WD, 
I don't often become moved to put pen 

to paper, but I feel I must respond to the 
letter from Altea the Enviable in WD57. 

I've been reading WD since issue 1 
and have always found it very interest- 
ing. This may be because I have an 'aber- 
rant mind' and like to play RuneQuest (I 
used to play D&D and AD&D but I got 
better). 

Now if 'Altea', who must be so far into 
gaming he can't remember his real 

if anyone feels like sticking their neck 
out. There have been some extremely 
heated discussions, both in and out of 
character, with the DMs, who want to 
keep control but are finding it mind- 
bendingly difficult. 

Well, there it is.'Hope you can see 
what we're driving at and I don't sup- 
pose we're the only ones in this mess. 
Article? Go on ... why not? 

Love from, 
Kate, Dunc and Phil, Manchester. 
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TABLETOP HEROES 

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

A BRUSH 
WITH THE 
LORE 
Avoiding Some 
Hair-Raising Problems 
This month we're turning the spotlight 
on two important basics: paints and 
brushes. The brush is the single most 
important aspect of good painting and it 
is a false economy to purchase cheap 
brushes instead of a relatively expensive 
but good quality sable brush; treated with 
care a sable brush will outlast and out- 
paint several cheaper nylon or squirrel- 
hair brushes. Model shops rarely stocka 
wide selection of quality brushes, there- 
fore we recommend a visit to your local 
art shop. A Size 1 sable brush is a most 
worthwhile investment, for i t  will per- 
form a wide range of tasks. Once you 
have invested in a sable brush, look after 
it; store it in an upright position and 
clean it thoroughly between colours and 
after use. Remember three simple rules: 
1. Never dip your brush all the way into 
a paint. 
2. Never leave your brushes in the thin- 
ners bottle. 
3. Do not use the same brush for enamel 
and acrylic paint. 
When your brush eventually loses its 
point, i t  can still be put to good use for 
rougher painting tasks such as large 
figure bases and dry-brushing. 

The most common paints used to 
finish miniatures are enamels and 
acrylics. Paints are classified according 
to the medium which binds togetherthe 
pigment. The chart below lists these dif- 
ferent types of paint and their individual 
characteristics: 

Figs I and 4 show some of the new 
Lone Wolf miniatures available from 
Citadel. We would like to declare our 
obvious interest in this range but feel 
that Mike and Alan Perry have accurately 
sculpted our literary creations making 
them worthy of inclusion. Full Warham- 
merstatistics are included in the first 
boxed set entitled GiakAttack. The 
bridge featured in Fig 4 is from the Bel- 
lona range of wargame accessories, a 
cheap and highly recommended source 
of basic tabletop features. A similar 
range of 25mm buildings and acces- 
sories are also availab!~ from Gallia 
Reproductions, but ones cast in resin as 
opposed to vacuum-formed plastic. 

Fig 2 shows a threesome of Citadel's 
lizardmen, sculpted by Tom Meier. Odd 
shields and weapons have subsequently 
been added to the original castings 
adding even more variety to the indi- 
vidual figures. 

Fig 3 depicts Sir John TyreWeld, 
painted by Tim Hall. This animated 
leader is taken from the Citadel Regi- 
mentsofRenown set called The Knights 
of Origo, a ten-figure boxed set that 
retails at £3.50. The knights themselves 
are all identical castings that closely 
resemble Teutonic knights of the 13th 
Century, each sporting the distinctive 
square barrel-helm or 'Topfhelm'ofthat 
fighting order. 

A close-up of the facial detail of Gol- 
goth, Lord of Balrogs [Citadel TAI ] ,  is 
depicted in Fig 5. In view of the £8.50 
price tag and the amount of work 
needed to construct it, we recommend 
this figure to advanced modellers only. 
Full instructions for assembling large or 
particularly difficultfigures can be found 
in the new Citadel Compendium [f 1.251 
which additionally features an excellent 
painting guide by Keith Adams. 

With the popularity of wilderness 
adventures and mass-battle fantasy 

wargamlng a need has arisen tor practi- 
cal terrain upon which such relatively 
large scale adventures can take place. If 
you do not enjoy the luxury of a perma- 
nent gamestable, or feel that yourtable- 
top settings let down your carefully 
painted miniatures, take a look at Fig 6. 
These excellent modules are just some 
of those available in the Integral Terrain 
range from Games Innovation. Each 2ft 
sq scenic module is manufactured from 
a dense expanded polystyrene formu- 
lated for its strength; its lightweight con- 
struction facilities ease of transportation 
and storage. A large range of modules 
are currently available and several new 
fantasy additions are soon to be entered 
into the catalogue. 

Useful Addresses 
Games Innovation, 23 Sladesbrook, 
Bradford-on-Avon, Wiltshire BA15 ISH. 
Gallia Reproductions, 21123 Boston Rd, 
Holbeach, Spalding, Lincs PE12 7LR.O 

PAINTS GUIDE 
Tvue o f  Paint Characteristics Advantaaes Disadvantaaes 

WATER-BASED PAINT 
Watercolours Available in  tubesorsolid Good forflags. Best used Watercolour blocks give a 

blocks. Mattfinish.Thinner on an absorbent surface very weak wash only. 
and Solvent: Water. ie paperlcard. 

Postercolour Comes in a paste, powder Very opaquefinish when Tendsto'bleed'and pick 
orblock. Mattfinish.Thin- applied towhite ulcoat. upthecolourof any pre- 
nerand Solvent: Water. Goodforflacls. vious coats. 

Gouache Finer pigmentthan nor- Wide range. Blend well Picks up colourfrom pre- 
ma1 water colours. Avail- and can give interesting viouscoats. Lessdurable 
in tubes.Thinnerand effects but recommended than enamel oracrylics. 
Solvent: Water, or PVA to advancedladventurous 
medium lea. Nacrvl). ~a in te rs  onlv. 

Ink Available as liquid. Trans- Ideal for use as a tint over Too paleto be used dir- 
parent. Mattfinish.Thinner painted surfaces. on undercoatedfigures. 
and Solvent: Water. Poordurability. Avarnish 

isessential. 

Acrylic AvailaDle'n jarsand tubes. Compatible wlth all water- Tends to f ow lcss re;:dily 
Gloss to Matt f n sh. based ~ a l n t s .  Verv rlch than enamels. and 
Thinner: Water coloursand wide;ange shrinksasitd;iesunless 
Solvent: Ethyl Alcohol available. Kind to brushes. mixed with an acrylic ten- 
driesquickly. sion breaker. 

Emulsion Available in liquid or gel. Cheap. Ideal for large Clogs brushesveryquickly. 
Opaquecolour, mattfinish. areaseg buildings and Not recommendedfor 
Thinner: Water terrain. Readily available. finework. 
Solvent: Ethyl Alcohol. 

OIL-BASED PAINT 
Oil Available in  tubes. Semi- Givesgood results on Can literally take weeksto 

glossfinish.Thinner; Lin- horseson other large dry. Rather rough pig- 
seed oil, turps, or oil copal creatures. Widelvavailable. forsmall fiaure work. 
medium. Solvent: paint- 
stripper (Take care to use 
a suitable stripper when 
painting plastics). 

Enamel Available in tins, iars and Widelv available. More Not as briaht as manv 
aerosols. Gloss, matt and realisdcthan other paints, othertyp&sof paint. ' 
semi-glossfinishes. especially on dull clothing, Colours dull when mixed 
Thinner: Tur~sNVhite leatherandfiaure bases. toaether. Medium and 
spirit. solvent: Paint- ~easonably p-riced. ~ x c e l -  pigmenttend to separate 
stripper(See'0il Solvent'). lent f low characteristics in container-always 

generally ensures a one- shake well before use. 
coat opaque finish. 

Alkyd Retainssomeofthe better Touch dry in 24 hrs.Very Takesuptoa weektofully 
qualitiesof oil paints. rich colours. Compatible- settle beforevarnish can 
Thinner: Turps with oil and enamel paints. be applied. Limited 
Solvent: White Spirit. Inexpensive. ldeal for availability. 

flesh tones. 

CELLULOSE-BASED PAINTS 
Cellulose Available in  tinsand Quickdrying. Good for Attackssome plastics. 

aerosol cans. G.ossand glossflnfshbn arge Does not blend we I therc- 
matt finlsh. metal wood metals. ' fore limited usewlth I 
Thinner: Cellulosethinner. with small figures. 
Solvent: Acetone or 
amylacetate. 

PVC Availableas liquld in jars Flexible-does not crack Does not blend well. 
and cans. Gloss finish. easily. ldeal forscenary Limited usewith small 
Thinner: Cellulose thinner that receives constant figures. 
Solvent: As above. handling. 



STARBASE 

Starbase is an alternate monthly 
column for Traveller enthusiasts, 
edited by Bob Mc Williams. 

'CORE 
Consulary 
Office of 
Reconnaissance 
and Exploration 
The following item tackles the perennial 
problem of providing players with suit- 
ably high-powered antagonists. Ishould 
not advise the use of the career proce- 
dure forpla yer characters as i t  produces 
over-skilled persons compared to nor- 
mal Traveller procedures. Please also 
note that although Rudolf has used the 
Zhodane - lmperial setting, this expan- 
sion is in no way 'officialf-B McW. 

Despite its (intendedly misleading) 
name, this organisation of the Zhodani 
Consulate is no regular scout service. In 
fact, i t  is a highly secret intelligence 
agency specialised in covert survey and 
secret operations on non-tech and low- 
tech planets (TL 0-3) within both theZho- 
dani Consulate and the Imperium. 

Most CORE-missions &re designed in 
order to establish a Zhodani-friendly 
and Zhodani-influenced (controlled) 
government, enabling the Zhodani to 
use the planet as a naval base, or to gain 
access to the planets natural resources. 

Apart from these routine missions, 
CORE is also responsible for covert sur- 
vey on newly discovered non-tech 
planets where a decision pro or contra 
interdiction hasto be made, and for the 
control of all existing interdictions. 

ORGANISATION 
CORE Headquarters on Zhodane con- 
sists of the Executive Committee with 
Planning BoardlBraintrust, the Scientific 
Department (evaluation of data, 
development and improvement of 
equipment) with a small Medical Branch 
and the Administration and the Field 
Operations Staff, which co-ordinates 
and controls all activities of the various 
detachments. Each District or Frontier 
District has a number of CORE-Detach- 
ments equal to the number of lowlnon- 
tech planets within or just beyond its 
boundaries. Size and equipment of 
these detachments vary widely, as they 
are tailored to the specific situation on 
the planet in question. One common fea- 
ture isthe Bal-Team, a field unit consist- 
ing of one scientistlpsionic (referred to 
as Brain), one combat specialist (Arm) 
and one support specialist (Line). 

CAREER 
To enlist with CORE, a Zhodani has to 
have 9+ Intelligence and Education. 
Former members of army, navy or scout 
service are preferred. 

Basic Training 
Consists of 4 years at CORE Academy on 
Zhodane. The trainee may choose one of 
the three careers: 

Scientist/Psionic (Brain). Only possible 
if the trainee is a telepathlclairvoyant. 
Apart from psionic training, the subject 
of Xeno-Ethnology is also studied, and 
gives the future specialist Liaison-I, 
Interrogation-I and Streetwise-I. 

Combat Specialist (Arm). The trainee 
attends weapon training and learns 
some related skills: one vehicle skill; 
Recon-I, or Survival-I ; Demolition-I or 
Combat Engineering-I; and either 
Sword-I + Bow-I or Blade-I + Pistol-I. 

Support Specialist (Line). A well- 
trained technical expert, skills being 
Communication-I; Computer-I; either 
Mechanical-I or Electronics-I, one vehi- 
cle skill and Forgery-I. Lines are able to 
handle almost any equipment of TL14 
and anything below. After Basic Train- 
ing the recruit is promoted to Specialist 
1 and starts his or her first &years1 term 
in active service. Each term is divided 
into 1 year active duty (Field Assign- 
ment), 1 year Internal Duty, a second 
Field Assignment of 1 year, and finally 1 
year of Advanced Training. 

During Field Assignments no skills 
may be learned. During Internal Duty, 
the specialist learns the following skills 
on a roll of 9+ each: Medical, Administ- 
ration, Computer. 

Advanced Training 
Each fourth year this may be attended 
on any school of any Zhodani service. 
The specialist is free to choose any 
school and to learn whatever he thinks 
necessary for his job, but common 
favourites are Commando School for 
'Arms', Intelligence School for 'Brains' 
and Specialist Schools for 'Lines'. Each 
CORE-agent surviving a 4-year term 
without spoiling a major operation is 
automatically re-enlisted and promoted 
to the next higher rank (CORE-Spec 2, 
CORE-Spec 3 and so on). 

CORE TACTICS 
If the situation on the planet in question 
does not request otherwise, the routine 
procedure for a mission is the following: 

1. The BAL-Team (only very rarely 
more than one team) is smuggled onto 
planet by a scoutsnlp and uses the first 
week(s) to establish a secret and well- 
hidden base, where the equipment, 
supplies and one vehicle are stored. 

2. The support specialist uses his out- 
fit (recon drones etc, often disguised as 
animals) to obtain as much information 
as possible. 

3. When enough information has been 
gathered the support specialist stays at 
the hidden base to give back-up if 
needed, and the two others disguise as 
natives and carry out the planned opera- 
tion. They stay in permanent contact 
with base, at least once daily, by radio. 
Under normal circumstances (not 
always within Imperial space), a scout- 
ship or a patrol vessel of the navy keeps 
near the planet to provide additional 
support, if required. 
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CORE-agents rely heavily on their 
technically supeior outfit and their skills 
to solve a given problem. Direct use of 
force and modern weapons is consi- 
dered 'unsound', having little to do with 
good intelligence work. 

In any case, the BAL-Team is always 
commanded by the scientistlpsionic 
('Brain'), and also all supporting units. 

SCENARIO SUGGESTIONS 
CORE-specialists may be encountered 
on literally any low-tech or non-tech 
planet along the Zhodani-Imperial bor- 
ders-Spinward Marches, Out Rim Void, 
Vanguard Reaches and Beyond. There 
are innumerable ways how players 
could come intocontact with them. Here 
are a few: 

1. The players were sent by a patron, 
probably a corporation, but perhaps an 
Imperial military or intelligence organi- 
sation, to establish peaceful contact with 
a local government. Unbeknownst to the 
players, a CORE-team is trying the same, 
and will do its best to get rid of  the 
players. 

2. Something (eg a crashed courier- 
ship) or someone on the planet has vital 
information. Both sides, the players and 
the CORE-team, are racing to get the 
information first. Unfortunately, the 
natives know of this, so all activities 
have to be under cover. 

3. In addition to the plot(s) above, the 
society forming the background of the 
struggle is strange and unpredictable. 
Activities are hindered by the natives' 
religious beliefs and traditions ("Never 
step on Akr'll'geshkts on the day of the 
sinking moon!"), and the players have to 
use all their cunning. 

Many referees have problems in 
designing low-tech cultures. Help may 
be found in fantasy RPGs, for much of 
their material can easily be adapted. I 
used the town lrilian [ WD42-47) as a cap- 
ital of a low-tech world, and had the 
players trying to overthrowthe Zhodani- 
controlled council by causing an insur- 
rection of the mob. It worked quite well, 
although some problems had to be 
solved in advance: 

1. Magic and strange monsters are dif- 
ficult to fit into Traveller. You may throw 
them out, or replace them (eg turn magic 
into psionics - but be careful - and 
monsters into dangerous animals). 

2. Fantasy adventures often have a 
very straightforward plot: the good ones 
trying to erase the bad ones and vice 
versa. Just drop the 'philosophical' side 
of the conflict (Law versus Evil) and 
change both sides into more human 
political factions, including much 
treachery and double-crossing. 

3. Most Traveller skills, except 
perhaps sword and bow, do not fit too 
well into a low-tech setting. Therefore, 
lay emphasis on good role-playing 
instead of dicing out the successful use 
of skills! Make the players use some 
brainsweat on 'political' moves like 
destroying an enemy's reputation 
throuah nastv rumoursand the like.And 
nevervforget that the CORE-guys are 
experienced in just this kind of 
psychological warfare. 

4. Take care that no-one runs berserk 
with a plasmagun! Such weapons can 
easily destro-y an entire low-tech town 
within seconds.0 



While Dinalt and the Patron wait outside sensor range in theosprey, the others force the crew 
of the shuttle to penetrate Pscias defences. Their objective: The Prison complex ... 
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GLADIATORS IN RUNEQUEST 
by Matthew Pook 

It is quite possible for cities to have 
amphitheatres in which to stage sports 
contests, public executions, and 
gladiatorial games; the last might take 
place every 2-3 weeks, and have an entr- 
ancefee of about 5 clacks. At greatfesti- 
vals they might last several days. 

How to Become a Gladiator 
Two types of gladiatorial school exist, 
the first privately owned by a rich noble 
or other individual who can afford it, the 
second run by the local ruling hierarchy. 
One may enter a school between the 
ages of 10 and 13, in which case STR, 
CON, and DEXwill be2d6+6 (or an equi- 
valent improved level for non-humans), 
or between the ages of 14 and 45, in 
which case normal training will be 
received butthere is no bonus to charac- 
teristics. Any race or sex may join; one 
may sign a contract with a private owner 
for a year, which the signatory cannot 
break but the owner can at any time, and 
renew for further years if desired, or sell 
oneself to the school as a slave. This 
may also be done forthe publicly owned 
school, but only a really desperate per- 
son would do it, for membership of a 
publicly owned school is normally for 
life; most such gladiators will be crimi- 
nalsor bought slaves, who are often war 
captives, and private gladiators may 
also be acquired in thisway. Earnings as 
a gladiator should not be too high (as a 
rough guide, Id100 x 2d4 lunars a year, 
and see below), but a popular gladiator 
may earn more, and could eventually 
earn enough to buy freedom if the 
owner(s) consent; this will be sym- 
bolised by the gift of a wooden sword, 
which might also be presented to an out- 
standingly successful and popular 
gladiator, to gain favour with the crowd. 
Each gladiator receives a tablet record- 
ing hislher name, that of the owner of 
the school, and the date of issue. This 
must not be lost, on pain of death. 

Training 
The gladiator will receive 25% training 
(+ attack and parry bonuses if positive) 
in the fighting style forwhich helshe has 
been selected; roll d l00 and check the. 
table below (STR and DEX must affect 
the choice, as also of broad or bastard 
sword). Other RQ weapons may be 
used, but not normally missileweapons. 
Skill already gained with another 
weapon will be regarded as a speciality, 
and theweapon masterwill give little or 
no training in this, but rather in a new 
weapon. Those with unarmed combat 
skills might be pitted against one 
another, or against an armed opponent. 
Unless otherwise stated, the only pro- 
tection worn is a leather loincloth (1 o r2  
points on abdomen). 

Gladiator Style Table 
01-09 Open helm, plateiheavy scale 

cuirass, large shield, javelin, and 
short sword. 

10-1 8 (Usually pitted against next) curved 
dagger-likescythe (cf Lunar sickle) 
and small round bucklerwhich 
can be used like a heavy cestus. 

RuneRites is a regular column for 
readers' ideas for RuneQuest, 
edited by  Dave Morris. 

BLOOD 
SPORTS 
19-27 Full helm, medium shield, I H 

sword, 1 or 2-point leather wrap- 
ped around sword-arm. 

28-36 Netman (usually pitted against 
next) with net in right hand, tri- 
dent in left; will try to entangle 
opponent and kill with trident [see 
Cults o f  Terror or Borderlandsfor 
net-fighting]. 

37-45 Full helm, largeshield, 1 H sword. 
46-54 Any combination of visorless full 

helm (ie blindfold) and 2 weapons; 
twosuch will always be pitted 
against one another. 

55-63 Short sword in either hand. 
64-72 Full helm, platecuirass, vam- 

braces, and greaves, chainmail 
skirt, with any combination of 2 
weapons or 1 weapon and shield. 

73-81 Lassooman; wil l  try to lassoo 
opponent and finish off with dag- 
ger [see Different Worlds22on 
use of lassoo]. 

82-90 Gang: oneof several trained to 
fighttogether, roll again to see 
what you are trained as. 

91-99 Beast-fighter; will f ightwild ani- 
mals, roll again to see what you 
are trained as. 

00 Trained in all types; can only begin 
at age 10-13, roll again if not. 

In a single-day games, only about 
1d4+1/+2 fights will take place, and a 
gladiator will fight only once or twice; 
during a festival of several days, a rich 
school might provide ld6+2 fights of 
various types, and a gladiator will take 
part in ld3-1 fights, per day, but poorer 

schools wil l  provide less. As the 
gladiator's popularity increases, helshe 
will fight less often proportionately. If in 
bad healthlcondition, a gladiator will not 
fight at all. After each games normal 
experience rolls wil l  be taken, and train- 
ing continues. Pay is normally 1 L per 
weekor per kill; after every 10 kills 
made, a gladiator is eligible for a gold 
sword (worth 5wheels), and at any time, 
once established, may be given a 
wooden sword and freed from service. 
Helshe may then re-engage if so desired. 

Battle magic may be used, but by 
agreement between the combatants' 
owners; private owners must abide by 
terms set by the publicly owned schools 
if providing opponents for them. If the 
terms agreed are broken by one 
gladiator, hislher opponent wins the 
fight; if both break the terms, the fight 
is void. 

PIT FIGHTING 
by James Waterfield 

Pit-fighting is a popular sport among 
barbarian races of all sorts, to judge 
from the tales of travellers who have wit- 
nessed and adventurers who have sur- 
vived it. The essential feature is the pit, 
3m square and 3 deep, with many 
wooden spikes set into its walls. Fighters 
are let loose in the pit naked, apart from 
any weapons or shields they may be 
given; a Fumble will mean a fall onto 
one of the spikes and a successful 
Knockback will force an opponent onto 
one, which will do the damage of a 1 H 
shortspearto a random hit location and 
could well impale. 'Staffers' armed with 
quarterstaffs&~ll stand at the sides of a 
pi t to strike any fighterwho tries toclimb 
out; they usually haveabout60°/~ability. 
The mode of combat varies according to 
racial traditions; humans may put a 
fighter in unarmed (optionally, GM's 
might allow pit-fighters to have 
unarmed combat skills [cf WD30and 411, 
but trainers in these would be rare 
indeed in most areas); trolls might offer 
bludgeons to use; broos might requirea 
head-butting contest. 

A circumstantial account of Morokanth 
practice (which cannot be confirmed at 
present) reports that they select likely 
herd-men, give them INT through the 
Rune Spell alter creature, and train them 
to use metal claws which mimic the 
Morokanths'own, doing I d 6  damage (+ 
any bonus), to 50% ability, with small 
shield at 40%. The various clans will 
compete, using captured humanoids as 
well as herd-men. Champion pit-fighters 
may arise (usually Ogres and Agimori) 
and anyfighterwho has been champion 
for a season will be freed (a good 
background for a PC). Agimori who are 
freed and return to theirtribearetreated 
as heroes for having proved the 
superiority of the Agimori, and always 
gain status as minor chiefs or leaders of 
small clans. Morokanth like to pit adven- 
turers who enter their lands against 
herd-men, allowing them only small 
hand-weapons like daggers and short 
swords, and small shields. Any adven- 
turer who wins a fight against a trained 
pit-fighter will be freed, and may even 
receive as a prize a set of metal claws. 
Trolls might well train trollkin to fight in 
similar contests.0 
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FIEND FACTORY 

Fiend Factory is a regular department for readers'D&D monsters. 
This issue, the Great Hunt. 

THE GREAT HUNT 
by Simon Iff 

INTRODUCTION 
Remem ber the Wild Hunt Competition 
in WD53? Well, we've finally sorted out 
a winner from the many entries, and 
here it is, the Great Hunt by Simon Iff. 
The two runners up who won signed 
copies of Ian Livingstone's Deathtrap 
Dungeon and Island of the Lizard King, 
were David Fincham of Norfolk and 
J Clark McAbee of Washington, USA. 

BACKGROUND 
On learning that the Lord Demogorgon 
had created the 'Death Knights', the Lord 
Orcus flew into a mighty and prodigous 
rage, reviling the Prince of Princes for 
trespass into his own province of 
sovereignty over the undead. In his fury 
the Lord Orcus resolved to create a 
power so formidable, and so mighty 
withall, that it would thunder through 
the spheres, hunting down and destroy- 
ing the Death Knights, wherever they 
could be found. In passing the Lord 
Orcus had also created a formidable 
agency of his own will. 

Pamlar Sn'Grasse 
'The White Book of Maripoisa' 

In his search for the ultimate huntsman, 
Orcus worked an act of unparalleled nec- 
romancy -forging physical form out of 
the very fabric of the Negative Material 
Plane. Six such forms were created in 
total, and the spirits of Orcus' six most 
powerful human clerics compelled to 
inhabitthem. The result wasthe Reavers. 

THE REAVER 

between the reavers, each being aware 
of the needs of the others over 
immeasurable distances, hence their 
ability to 'call'to each other, even across 
the Planes. When enclosed by the same 
Field [see below], they are able to tele- 
pathically communicate precise infor- 
mation freely and instantaneously. 

Unlike true demons, reavers are able 
to  move from their home plane, (the 
Negative Material), into any other lnner 
Plane once a day without aid. They must 
then remain in that plane for at least one 
full day before they are able to return 
home. They are unable to travel directly 
from one foreign plane to another, or 
from a location in a foreign plane to 
another, or from a location in a foreign 
plane to another location on the same 
plane. They can only visit the Abyss if 
summoned there. They can be sum- 
moned or dismissed in the normal ways 
by any brave enough to try. They are not 
affected by holy water or holy symbols. 
They can be compelled to service only 
through thesame powerful magicas will 
bind a type IV demon. Reavers will never 
bargain service for tribute or sacrifice, 
nor will they ever be placated by offer of 
the same. A Reaver will only serve a 
magic-user if placed under the compul- 
sion of a powerful threat, but will there- 
after harbour undying hatred towards 
the individual concerned. 

THE REAVER 'FIELD' 
Reavers have the ability to 'tear free' a 
small portion of the Negative Material 

No Appearing: 1-6 [See below] Plane and cloak thems~lves in it. They 
Armour Class: -114 [See below1 will normallv be encountered surrounded 
Movement: 12" 
Hit Dice: 90 points 
Attack: By weapon 
Alignment: Chaotic Evil 
Intelligence: Exceptional 
Size: M 
Magic Resistance: 8O0/~1Standard 

[See below] 

GENERAL 
The reavers, as these creatures were 
named by men, normally roam the 
Prime Material Plane in search of their 
implacable foes, the Death Knights [see 
Fiend Folio]. They may also be encoun- 
tered throughout the lnner Planes and 
even in the Plane ofthe Abyss. They usu- 
ally hunt in pairs, but may try to sum- 
mon their kin if the need is great. Under 
exceptional circumstances the reavers 
may hunt together as The Great Hunt, 
underthe sway of Sklavak, Captain Gen- 
eral of the Great Hunt and High Reaver. 
A fo rm of telepathic empathy operates 

by such afield. It is 3" in diameter, com- 
pletely enveloping the reaver, and mov- 
ing with it. 

From outside of a reaver's field an 
observer can see only an opaque mist of 
indefinite quality and colour-a hole that 
is no hole, obscuring that which waits 
within. Reavers are able to maintai 7 

such fieldscommunally, and will 2lsvays 
seek to do so in combat. Thus two reav- 
ers in close proximity can support a 4" 
field, three reavers, a 5" field and so on. 

A reaver suffering from more than 50 
points of damage is weakened and is 
unable to support a field, which will col- 
lapse doing Id10 points of damageto all 
inside excluding the reaver. Losing its 
field will not effect the reaver's ability to 
gate, but will mean that it must remain 
in its home plane for 1 month before any 
further travel is possible. Neither will i t  
interfere with the Reaver's empathic 
ability and, if its field isdown, i twi l l  nor- 
mally either gate itself out or call to its 

kin. If sufficient damage is inflicted on a 
reaver who is supporting a field in con- 
junction with other reavers, thefield will 
simply shrink 1"  in size-doing damage 
only in that area through which it has 
contracted. 

Only the physical form of a reaver can 
be destroyed outside of the Negative 
Materialplane. If this should happen the 
reaver's spirit will return to its home, 
where i t  must remain for one year. ItwiII 
lose all its previous marks in this period 
[see below]. While 'in-field' a reaver's 
Armour Class is -1 and its Magic Resis- 
tance is 90%. 'Out-of-field' its Armour 
Class is 4 and Magic Resistance stan- 
dard. (As 13th level Cleric.) 

A r6aver has no spell casting ability. It 
can, however, infallibly recognise its 
quarry once the quarry has entered the 
field. It is also ableto immediately sense 
the presence of any creature, even an 
invisible one, that enters in. Thus it is 
impossible to 'sneak up on' or 'surprise' 
a reaver. The reaver can mentally mark 
all intelligent individuals that enter, and 
can always recognise that creature as an 
individual thereafter. 

A reaver can sense marked individuals 
even beyond the limits of its field. It can 
feel their presence up to a distance of 10 
miles, although it is only aware of direc- 
tion and not precise position. A reavers 
mark can be removed by remove curse 
or its equivalent. Anyone entering a 
reaver field for the first time has to save 
vs spells or be smitten with The Reavers 
Bane: morale and 'to hit' rolls reduced 
by 2 while enveloped in thefield. Failure 
to save means that a characterwill always 
be effected in this way by reavers. Sav- 
ing means that a character is never so 
effected. A remove curse or its equiva- 
lent will negate the effect, but a new sav- 
ing throw must be made on anysub- 
sequent encounter. Going into a reaver 
field has the same effect as entering the 
Negative Material Plane. See the DMs 
Guide for details. 

Characters who enterthe reavers field 
find themselves on what seems to be a 
flat and featureless plane that stretches 
away in every direction. Thesky is a dull, 
overcast grey. Characters who step back 
outside of the field find themselves back 
at exactly where they first entered even 
if the field has since moved. 

Inside a field, all objects not personal 
to a character cease to exist. Outside of 
it they appear again unchanged and un- 
affected. Forthis reason missilesfired into 
the field from outside prove completely 
ineffectual. Even if encountered in a nar- 
row corridor the inside of a reavers field 
will always extend fully. Only the power 
of the pentagram will contain it. 

Once within, a character can clearly 
see the reaver itself, together with any 
creature already inside. On the Prime 
Material Plane a reaver will normally be 
encountered riding a nightmare (see 
Monster Manual). The reaver itself 
appears as a beautiful and well propor- 
tioned young woman -the image of 
youthful beauty. It wears voluminous 
dark robes, beneath which black mail 
may occasionally beglimpsed. Itsskin is 
white and its hair, which falls to its waist, 
is rich and dark. Only its eyes give away 
its unearthly origins,forthey are entirely 
black. Each wields a +3 morning star. A 
reaver attacks twice per round. 
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THE HOUNDS OF THE REAVER ally, a reaver may forgoethis insurance, 
A reaver is almost totally unaware of straightway summoning a pack of 
what lies beyond the limits of its field, hounds and moving to the hunt. Thiswill 
being sensitive only to previously marked normally happen when a reaver feels its 
individuals. To overcome this limitation quarry is particularly weak or when the 
a reaver is able to animate and summon time factor is of great importance. 
to itself the corpses of the dead. It will When hunting quarry not previously 
then use those creature's senses as its 'marked' the reavers will next split-up 
own over an area a mile in radius. and send out hounds to search the 

Each reaver can call to itself 1-10 immediate area. A reaver may, if 
'hounds'. The summons wil l  be heard hardpressed, question other creatures 
over an area a mile in radius. Theanima- in its search for the victim. Both Sklavak 
tion will take 1 turn and the hounds will and Barbatos [see below] may also 
arrive in 1-12 turns. The recently slain make useoftheir psionicabilities in such 
wil l  be summoned in preference to the situations. 
long dead. DM'sshouId decide random- When a hound makes contact with a 
ly how many dead respond and how creature which the reaver suspects to be 
quickly. If insufficient respond for the itsquarry, its first objective is to forcethe 
reavers needs, it will simply move a mile creature to enter its 'field'. It will go to 
hence and try again. A reaver can considerable lengths to achieve this, 
'summon' at will whilst 'in-field'. preferring not to kill until i t  has been 

Any hound encountered while res- accomplished. The reaver may use its 
ponding tothesummonscan betreated hounds to drive or entrap its victim, or 
as a standard zombie. [See MM.] How- may simply seek to outrun it and ride it 
ever, they can only be tujned as down. Once this has been done, the 
spectres, avoiding combat and concen- reaver can bring the full force of its 
trating rather on reaching the reaver. abilities to bear. It may go for an 
The hounds will collect, waiting till all immediate kill, if such is its purpose, or it 

are gathered, and entering the reavers may withdraw, call to its partner and 
field together. Atthis pointthey undergo await its arrival before taking action; but 
a number of changes, becoming true always keeping its prey withing the 
Hounds of the Reaver. range of its now enlarged senses. 

Hounds act as if under a permanent Should a creature find some way of 
haste spell -attacking twice per round evading the reaver at this point, or i f  the 
and moving 12" per turn. However, reaver should be sent to hunt a creature 
hounds will 'burn out' after 24 turns, previously 'marked' by it, the reaverwill 
crumbling irrevocably to dust. A reaver seek it through its own senses rather 
does not need to remain passive to than through those of its hounds. 
affectthisdomination. Itcan perform all Hounds will still be summoned however, 
its other functions even while control- as reavers prefer to kill through agents 
ling hounds over a distance. True whenever possible. 
houndsofthe reaver cannot be turned at Both reavers and nightmares can 
all. Each reaver controls i tsown hounds, travel at their maximum movement rate 
and if it isdestroyed or leavesthis plane, indefinitely while 'in-field' - however a 
all its hounds will drop immediately. hunting party will normally travel at the 

movement rate of its hounds-stopping 
REAVER HUNTING TECHNIQUES to summon new hounds when old ones 
When a hunting pair are sent to the 'burn out'even if thisallowstheir quarry 
Prime Material Plane, the reavers will to increase the distance between them. 
normally first summon a nightmare. Howeverthey may well hunt on without 
There is a 90% chance that a nightmare hounds if stopping would mean losing 
will respond and serve until dismissed. an important victim. Of coursethey have 
Thissummonscan only be made once a no choice but to stop if a victim has not 
day. When satisfactorily established, the previously been 'marked'. 
reaver will normally rest for 24 hours. Reavers hunt in an intelligentfashion. 
This enables it to  gate itself out, i f  the They are typically methodical rather 
need should suddenly arise. Occasion- than inspired in their approach, check- 
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ing logical routesfirst. Remember-their 
intelligence is exceptional and they are 
renowned for their patience. They can 
also respond with flexibility. 

THE HIGH REAVERS 
The first of the reavers created was 
Sklavak, The Slayer- High Reaver and 
Captain General of the Great Hunt. 
Sklavak differs from most of the reavers 
in itsability to use psionics, a power pos- 
sessed while still human. Its psionic abil- 
ity is 120. AttacklDefence modes A,EI 
F,G,H. In addition it can exercise the fol- 
lowing disciplines: Minor - Hypnosis, 
Empathy. Major - Energy Control. 

Sklavak is armed with a Mace of Life 
Stealing, (as Sword of Life Stealing 
-DM'S Guide, but functions as a +3 
weapon). In all other respects Sklavak 
resembles its brethren. 

The second of the reavers created was 
Barbatos, High Reaver and Master of 
Hounds. Barbatos differs from its breth- 
ren in that, like Sklavak, it is also able to 
exercise those psionic abilities it posses- 
sed in life. Its psionicability is80,Attackl 
Defence Modes AIG,H. In addition it can 
exercise the following disciplines: 
Minor - Hypnosis, Object Reading. 
Major - Mass Domination. 
When Barbatos' Major psychic science 
is used in conjunction with the 'sum- 
moning' abilities of his field Barbatos is 
able to dominateand use as hounds, 
living creatures, even of monster class. 
Living creatures so summoned are enti- 
tled to saving throws as with the stan- 
dard psionic discipline; but if they fail 
the domination will last until released. 
The individual wil l  not 'burn out', butwil l  
age 2 years every turn heor she isdomi- 
nated. Dominated creatures will act as 
hounds in all respects; the same 
bonuses and restrictionsapply and they 
will unquestioningly perform even 
actions contrary to their alignment. Bar- 
batostypically uses living houndsasthe 
vanguard of The Great Hunt. It can of 
course summon the dead to act as 
hounds, but not while controlling living 
ones. Sklavak and Barbatos hunt as a 
pairwhen not riding with The Great Hunt. 

THE LESSER REAVERS 
The names of the Lesser Reavers are 
Vual, Renobe, Lerajie and Glasgalabolas. 
Vual and Renobe hunt together, as do 
Lerajie and Glasgalabolas. 

THE GREAT HUNT . 
Frequency: V Rare 
No of Reavers Appearing: 6 
No of Nightmares Appearing: 6 
No of Hounds Appearing - 
Living: 0-5 
No of Hounds Appearing - 
Dead: 0-50 
Movement with Hounds: 12" 
Movement without Hounds- 15"/36" (as 
Mounted: Nightmare) 
Movement without Hounds- 
On Foot: 12" 
Size of Field: 8" Radius 

The summons to hounds for The Great 
Hunt will be heard over a full 6 miles, but 
hounds may take as long as 60 turns to 
reach the reavers. Even in The Great Hunt 
hounds can only be controlled over an 
area 1 mile in radius, and only by the 
reaver that summoned them.0 
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TREASURE CHEST 

The last two issues featured some spell 
tips for magic-using pla yer characters in 
Treasure Chest. This issue we continue 
with some ideas for the ingenious use of 
some 5th, 6th and 7th level spells. 

Passwall 
Ever thought of casting this spell under- 
neath someone (make sure they are 
standing on solid stone, wood or plaster, 
not earth), and after they fall in, casting 
a dispelmagic? Splat. I'd like to see any- 
one survive that. Of course if you slow 
them first, they don't even get an action 
between your casting and dispelling it. 

Teleport 
Don't travel anywhere without this spell, 
especially if travelling with someone 
who has read this article. 

Wall Of Force 
Talking about a captive audience, ever 
thought of casting this around an oppo- 
nent. Unless sheihe's got a disintegrate 
spell, sheihe is stuck for a while. Mean- 
while you can ready lots of nice sur- 
prises for him. 

Wall Of Iron 
A permanent spell, although it does 
have the problem of being dispellable. 
You might like to make the floor or ceil- 
ing of a room in your abode of this, in a 
place where any attackers might have to 
dispel something else, such as a pro- 
jected image, a fire trap or a wizard lock, 
and then the floor or ceiling will be dispel- 
led as well, dropping acid onto them, or 
letting them fall onto poison spikes, etc. 

Wall Of Stone 
This has similar uses to a wall of iron 
spell, but being of stone, may be noticed 
less. 

Anti-Magic Shell 
A magic-user caught in one of these is 
usually a dead duck, so don't cast it 
unless you have no alternative. 

Disintegrate 
A useful spell as it will get rid of any- 
thing, even those things that can sup- 
posedly only be killed by one set 
method, such as vampires. It also gets 
rid of objects. If someone comes at you 
wearing a Ring of Spell Turning, the 
chances arethat sheihe would be able to 
saveagainst a spell, but if you direct the 
disintegrate at the ring, it would almost 
certainlyfail thesaving roll, and the spell 
would not even rebound. This may be 
very useful, especially if someone 
chargestowards you waving something 
like a Vorpal Sword. 

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

ARS 
ARCANA 
by Kiel Stephens 

without having to be there. This is best 
when cast through a clairvoyance spell, 
or a crystal ball (but still within range of 
the spell), or through transparent walls, 
so that you can be fairly unreachable. 

Reincarnation 
Forget it, I mean, who wants to be a 
Kobold. 

Repulsion 
Picture a room with a swimming pool 
full of acid or green slime in the middle, 
and a 5'wide walkway around thewalls, 
and one corridor out, in the middle of 
one side of the room. As soon as your 
opponents step into the corridor, you (or 
preferably your projected image) can 
step out at the other end, cast your repul- 
sion spell, and presto, the party is in the 
pool. Remember, this spell has no sav- 
ing throw. 

Transmute Rock To Mud 
Has similar uses to a passwall/dispel 
magic. Cast this followed by its reverse 
to have a 'captive' audience. 

Charm Plants 
A permanent spell that gives you totally 
loyal guards, an absolute must. Now 
that there are three official publications 
containing monsters, there are many 
plant monsters that can be charmed. 
.One of the best is still the shambling 
mound, as, if you can spare the time, and 
the lightning bolts, you can increase the 
hit pointsof your newly acquired guard. 
This also keeps your green slime supply 
under control. Green slime has other 
uses-carrv some in an 'unbreakable' 

Glassee 
The one person version is useful if your 
referee will allow it to be permanenced 
(the 8th level spell) as you would then be 
able to sit in a small (10' by 10') room in 
your abode with no entrances and glas- 
see wal Is, and send a projected image 
out into the adjoining rooms if you need 
to meet, or combat people in total safety. 
It pays to be careful when you are get- 
ting to this level. 

Project Image 
An extremely valuable spell. It means 
that you can see, meet and attack people 

container and put some on a door that is 
locked, or looks unsafe to open, and the 
slime will eat it away for you. In a break- 
able container it can even be used as a 
missile (only keep the breakable con- 
tainer inside an unbreakable one). 

Drawmij's Instant Summons 
You may as well cast this on all of your 
valuable items, just in case they get 
filched. Even if it doesn't bring the item 
back itwill tell you where it is. If you cast 
this on an item and give it to someone 
you will always to able to find him; use- 
ful for surveillance. 

Duo-Dimension 
Although dangerous, this is the only 
way to be invisible and not be detected 
by a detect invisibility spell or by innate 
percentages due to level. It is also useful 
for passing through doorways as well, 
making it good for scouting or thievery. 

Phase Door 
Has its uses as a way into secret rooms 
with no other exit (such as the 'glassee 
room'). I personally prefer to have my 
secret rooms with at least 12'thick walls 
to stop people with passwalls, and to 
dimension door into the room. 

Reverse Gravity 
I'vecome up with a good trap using this 
one. Have a room with a very thick, not 
quite fitting, iron floor, and also on the 
ceiling held up by easily broken brac- 
kets. If a party enter the room, cast the 
reverse gravity, and the following will 
happen. The mob of hopefuls will first 
hit the ceiling (3 dice of damage), fol- 
lowed quickly by the floor sliding up 
under the force of gravity and hitting 
them (I really hate to think how much 
damage this will do). This is succeeded 
by the spell switching off, the floor fal- 
ling,the party hitting the floor again, and 
finally by the ceiling (now that the brac- 
kets have broken) coming down to 
squash anything that is still left of the 
group. This all happens in about 2 sec- 
onds, much too short a time for anyone 
to do anything (spell, psi-power, magic 
item, etc) at all. Remember to put the 
floor about 15'from the ceiling so that 
they are close enough to meet in the 
time limit. 

Vanish 
This spell has two major uses, one com- 
bative and one defensive, but still des- 
tructive. Firstly it can be used in attack so 
that when you hit someone you can tele- 
port them into a room you have previ- 
ously set up with the ceiling only two 
feet above the floor, which will have the 
same effect of teleporting low (except on 
a very short Halfling). Secondly, if you 
vanish the whole inside of a room that 
you have filled with stone, you will be 
way over weight limit, and it will be 
replaced with Ethereal stone, which you 
can just disintegrate. If you don't like 
someone very much you can just throw 
in a dispel magic while they are in that 
room, and the rock that you vanished 
will appear againwith no room for your 
opponent to have any chance of surviv- 
ing. A subtler, and more artistic way of 
doing this isto get your enemy to castthe 
dispel himself, by attacking with a pro- 
jected image, or by slowing him, etc.0 







AMAZONS 45p each 
Specially des~gned to complement the Shrine 
of Rigg scenario from the new Compendium. 

HIGHELVES 459each 
Proud, haugnty sophisicates, arme to the 
teeth and dressed to kill - but very tastefully. 

WOLF RIDERS 8 

m c o n d  ClTADEL COMPENDIUM Chewfon Street 
The Second Citadel Compendium - £1.25 

Hilltop 
.plus A4 stamped (34p) S.A.E. For a copy of East wood 
our latest release broadsheet only send us a N0th  
large stamped (17p) S.A.E. U. K. Tel. 0773 769522 



SMALL ADS 

CLASSIFIED D&D Basic and Expert, X2, X5, 
Warhammer. Will trade for Deluxe 
Traveller andlor RQ Trollpak. Ring 
Adam on: (0282) 63833 (after 5pm). 

Available in UK.Abyss, the leading US 
fanzine, can be yours for 75p + 15p 
p&p per copy. Issues 24-30 available 
from: 22 Hall Lane, Upminster, Essex. 

HELP! 

Clubs, contacts and events can be 
advertised once at no charge up to a 
maximum of 25 words. Further inser- 
tions at the rate of 5p per word. 

Help! ReliableAD&Dplayers in Dudley 
area wanted. 3-4peoplewiIling to hold 
occasional meetings at their homes on 
loose rota basis. Ages 18-24 preferred. 
Contact: Nigel Espley, 26 Claydon 
Road, Wall Heath, Kingswinford, West 
Midlands DY6 OHR. Telephone: 
Kingswinford 292271. 

Wanted. Sorceror's Apprentice nos 6, 
8and double issue9110.Also T&Tpoc- 
ket solo Goblin Lake. Alternatively will 
purchase good photocopies of these. 
Phone John on: Farnham 723269. 

All classified ads must be prepaid at 
the rate of lop per word, display ads 
f3.00 per scc. Please send copy and 
payment to White Dwarf27-29 
Sunbeam Rd, Park Royal, London 
NW10, making cheques/POs payable 
to Games Workshop Ltd. 

White Dwarf regrets thatitcannotbe 

ORCCON 1985 will be held at the 
Pasadena Hilton Hotel in Pasadena, 
California, on President's Day 
Weekend, February 16-18. Orccon 1985 
will featureall aspectsof the adventure 
gaming hobby including wargames, 
role-playing games, miniatures,sports 
games and family games, plus 
exhibitors, seminars, demonstrations, 

Freedom of the Stars. Science-fiction 
role-playing by post. Character genera- 
tion and initial information free; turn 
fee El, or 6 turns for £5, no hidden 
extras. Send SAE to Megan Robertson, 
12 Bude Close, Crewe, Cheshire 
CW13XG. 

held responsible?or financial transac- 
tions resultino from smallads. Readers 
are advised tGtake appropriateprecau- 
tions before parting with any money. For Sale. Dragonquest, Star Frontiers, 

Aftermath + module, AD&D modules, 
Fiend Folio, Deities, Traveller Supple- 
ments/Adventures, Fifth Frontier War, 
Starship Troopers, Dune, Arms Law, 
Space Opera, Bushido, Man Myth 
Magic. Phone: (021 ) 358 5453 
(after 5pm). 

flea marketing and the incredible game 
auction. For more informat~on, please Superhero UKl. The fanzine for British 

Superhero Role-Players. A4,34 pages, 
including 16-page 4-system scenario. 
45p plus 15p p&p to: Simon Burley, 
20 Honeswode Close, Handsworth, 
Birmingham 20. 

send a stamped return envelope to: 
Orccon 1985, PO Box 758, Bellflower, 
CA 90706. 

Fantasy Figures painted to your 
specifications, reasonable rates. Send 
sample and SAE to C B Philcox, 35 
Nettlecombe, Crown Wood, Bracknell, 
Berkshire. 

Fantasy FiguresPainted. Quality paint- 
ina of charactersand monsters tovour 

RPG Sale. Send SAE to: G Neilson, 18 
Fox Spring Rise, Edinburgh EHIO 6NE. 

No Address! Can the person who sent 
R Whatmore a cheaue for £23.82 please 

sp&ifications. Reasonable rates (from 
€0.50 to £3.50 depending on size1 
detail). For details, contact: Nigel 
Espley, 26 Claydon Road, Wall Heath, 
Kingswinford, West Midlands DY6 
7YR. (Kingswinford 292271). 

contact him as sooli as possible so that 
his order can be despatched since both 
name and address were missing. 

Make Money selling FISF games. Up to 
50% profit, no outlay required. Details 
from: Draken Games, 132 Ramnoth 
Road, Wisbech, Cambs PE13 2JD. 

Illuminatus. The original and genuine 
game of universal enlightenment. 
Expand your consciousness, discover 
the secrets of the universe and help 
bring theend of civilisation as we know 
it. SAE plus 3 x 1 6 ~  stamps to: A T  
Mann, Dept 23-18 Albion Street, Lower 
Mosley Street, Manchester 1. 

RayleighISouthend. Moderately 
experienced, seriousAD&D playerlDM 

Questpack. A fantastic breakthrough 
in adventure aamina. Questoack 

seeks equals in Rayle~gh Southend 
area for reaular aamina sessions In D&D/Traveller. Scenarioslaids. Sell1 

swap for RQ rules. SAE for lists. 
Graeme Davis, Collingwood College, 
South Road, Durham DHI 3LJ. 

~ngen~ously c6mbin;s a thrlillng fan- 
tasy solo with three addict~ve arcade- 
actlon aamesfor the48K Soectrum. vet 

AD&D and-possilbly 0 t h  RPGs. Must 
be 13 years +. Contact Simon (after 
6pm) on: Southend 202247. 

Quest. Our new fantasy role-playing 
weekends, run by experienced games- 
masters, will be starting in October 
1984. Prices start at £60 and include 
excellent food and accomodation. For 
further details, contact: Quest, Pepper 
House, Old Lancaster Rd, Catterall, 
Garstang, Lancs. Tel: (09952) 5246. 

it cost<only E2.99! Dare ye venturej If 
so, send chequelPO and your address 
to: Jonathan Villis, 31 Sandy's Rd, 
Worcester WR1 3HE. 

It would be clobberin' time but ... 
Superhero role-playing fanzine in dire 
need of artists. Articles on any super- 
hero system also welcomed. Please 
contact: Andrew de Salis, I Church 
Street, St George, Nr Abergele, Clwyd. 

Milieu. The ultimate in science-fantasy 
-3M is here. Plavers carve out vast 
empires within amilieu where any- 
:ilng is possible. Features include indi- 
r dual personae, special abilities Three People Cannot Be Wrong! 

SEWARSfanzine voted number 1 in 
Imagine magazine poll. AD&D 
scenario, chat, views, news, reviews, 
hardware' in every issue. Subs £4.00 

pa, issue 21 available NOWfrom: 
12 The Frvth, Basildon, Essex. 

verslpsionics, large maps of indi- 
ual planets, exploration, colonisa- 
1, resources, spacecraft design, 
ch levels, weapons and defence 
earch, trade, diplomacy, space 

bq~ladrons, 7 troop types, also space, 

Wanted. Traveller rules, prefer basic. 
Swap Villains and Vigilantes Boxed Set 
or Warhammer. Will consider Space 
Opera. Phone: North Shields 576968. 

Selling SPI Games. Sniper, John 
Carter, Napoleonic Quad, Dawn/Dead. 
Rotherham 564350. 

pldnetary, naval and aircombat.Turns 
from as little as £1.00. Just send £4.00, 
which includes rule-book, start-up and 
first four turns to: Steel City Games, 
44Carwood Road, Pitsmoor, Sheffield 
S4 7SD. 

PBM Football Game. Be a manager of 
your own team! It just costs 50p per 
turn. For rules, send 25p and SAE to: 
Darran Cooper, 21 Yorke Way. Ely, 
Cambs. 

Looking For A Career In Games? 
We have staff vacancies in our ware- 

Announcement! Valian, watch Rod- 
nar, it is in the near future. Be on your 

house for keen, energetic types -an 
interest in games is a distinct advan- 
tage. Start at the bottom and work 
your way up! Write or ring: Debby 
Gilbert. Games Workshoo Ltd. 27129 

guard in the Seven Heavens! Youtoo, 
you membersof the Black Chasm club! 

Lonely Player. Male adventurer (aged 
15) searching for D&D players in the 
Alloa area.Anyone interested writeto: 
G R Wilson, 56 Hill Street, Alloa, 
Clackmannanshire, Scotland FKIO 
2BH. Also interested in a postal game. 

Help! Help! Role-player (17) seeks 
otherslgroups in area. Will try any- 
thing. Plays RQ and AD&D. Anyone 
interested in a postal Diplomacy 
game? Full commitment required. 
Please enclose SAE. Michael Hill, 87 
Sweetycrofl Lane, Hilllngdon, Middx. 
Phone: Uxb 36542. 

Autoduel in the Stockport area. Smoke 
City bandits invite Car Wars players in 
the Marple and Marple Bridge area to 
autoduel! Phone: 427 2045 any even- 
ing and askfor Rick. Detailsfor an intro- 
ductory meeting will be given out. 

Stevenage. Gamer new to area seeks 
club in Stevenage area. RuneQuest 
preferred, will play anything. Contact: 
Peter Brettell, 2 Nursery Close, 
Stevenage. Tel: 353521. 

Fanzine Service. If you are the editor of 

ForSale. Crystaldown RQ city, send £4 
+ E l  p&pto: R H Manns,61 Greenfield 
Road, Middleton-on-the-Wolds, East 
YorkshireY0259UL. Forfurtherdetails 
phone: (037 781) 490. 

Micro Adventurers. I swap (and sell 
software at the price of £1.00 a game) 
for the Commodore 64, Spectrum and 
BBCB machines. For details and lists, 

tact: Lee Bettridge 0760 337461. 

Sunbeam Road, NWlO6jp. T ~ I :  (01) 
965 3713 for application details. 

OrcTorc.AD&D/T&Tfanzine. The Dark 
Lord said 'Don't hesitate, buy Orc Torc 
2, it'struly great! It's packed with solos, 
(monsters too), a bloody bargain, let 
me tell youl'40p (incl p&p) from: 
8 Hillcrest. Mavland. Essex CM3 6AZ. 

RuneQuest PBM. Free PBM for six 
people on the island of Raclash. For 
information,send an SAE to ChrisHart, 
16 Walker Ave. Bolton BL3 2DU. 

Traveller For Sale. Just about every 
official Traveller item produced. Jour- 
nals, supplements, modules, etc. 
Books aDDrox f 1 .OO each. SSAE for 
lists. ~ a k e n  Hayward, 47 Shephards 
Leaze, Wotton-under-Edge, Glos. The Witch Doctor. An exciting new 

character class. Thoroughly playtested 
with many new spells. Send cheque1 
PO for £1.00, payable to W G Hope, to: 
The Bridge, Hungerford, Berks. Money 
returned if not satisfied. 

Wanted!!! Someone to buy my White 
Dwarfs 35-55 as a set. Also Illuminati. 

ForSale. Wide selection games, RPGs, 
scenarios. Excellent condition, reason- 
able prices. SAE for list. Contact: Jon 
Salway, 125 Redland Road, Bristol 
BS6 6XX. 

plus expansions, Car Wars stuff, T&T 
and several books. Phone: (050 784) 771. 

For Sale. Call o f  Cthulhu, Daredevils, 
Space Opera, Thieves World and a lot 
more, all very good condition. SSAE 
for listto: C H Pygott.9 Cameron Court, 
St Andrews Road, Gt Malvern, Worcs. 
or phone: (06845) 69221. 

The Prisoner and Dangerman. Patrick 
McGoohan fantasy N series Apprecia- 
tion Society. Magazines, conventions, 
merchandiseand more. SAEfordetails 
to: Six o f  One, P 0 Box 66, 
Ipswich lP2 9TZ. 

The Fiery Cross 1. If you want 48 pages 
of FRP material, discussion, news and 
much more, then out of the kindness of 
my heart I will send you issue one of 
the Fiery Cross for the mere price of 
40p (+15p p&p). Writeto: Tom Stacey, 
Mill House, Hawrldge, Nr. Chesham, 
Bucks. 

Play It For Real. Real life, medieval fan- 
tasy adventure located in London. Role 
play with a real character. Use your 
pwn courage and sword skills to fight 
real' monsters. Use your wits to solve 
puzzles and traps in search of hidden 
treasures (and your true character). If 

LSD. Do you sincerely want to be con- 
ned? If so,send 50p to meand I guaran- 
tee you'll never see it again! If you're 
really unlucky, l might even send you a 
copy of LSD 10, the fanzine for serious 
postal FRP, Diplomacy, ~ c h i a v e l l i ,  
Black Blade and Rock'n'Roll. Get it 
before it's banned. Robert Nott, 
Tanelorn, 158 Pendeen Parc. Helston, 
Cornwall. 

SPS offers a unique service, all figures 
available (unlpainted. Over 300fantasy 
miniatures, historical figures, seige 
equipment, 43 armies, games. Painted 
25mmfiguresfrom 60p. Send E1.00for 
catalogue and sample to: 113 Chester 
Road, Macclesfield. 

a fanzine and wishto take advantage 
of the fanzine service then write to: 
Jeremy Nuttall, 49 Longdown Road, 
Congleton, Cheshire, enclosing a 
sample of yourfanzine, or phone: 
Congleton 4370. 

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

Grim Reaper (UK). The T&Tfanzine is 
here, pr~ced 60p (p&p included). State 
issue 1 or 2. Geraint Davies, 2 Dochdwy 
Road. Llandough, Penarth, South 
Glamorgan CF6 IPB. 

yuu would like to participate in afuture 
set-up such as this. please help bv AD&D Beckenham. Any AD&D, 

RuneQuest, Traveller, etc; players in 
the Beckenham area are urgently 
required to form small club. Anyone 
interested should phone: 7782480and 
ask for Andy. 

dropping us a l inetb'~imon a t : ' l 6~on -  
tague Road, Hornsey, London N8 9PJ. 

For Sale. 180 figures and 40 horses; 
half painted, £70. Seventy figure 
opposing army, some painted, £50. 
AD&D, DMG, MM, FF, PUB, DDG, €6 
each. Warhammer and Forces of 
Fantasy, £7. Ring Chris on: (0622) 
842940 after 5pm. 

DM AID. A game assistance prog- 
ramme for the world's most popular 
FRP aame. aenerates characters and 

Wanted. White Dwarf2 3, 4, 8-13, 16. 
Contact: Stuart Beard.41 Birkdale Ave, 
Pinner, Middx. 

Andromedas Edge. The Wars for the 
Rim. Latest computer moderated PBM 
from Livino Soace Games. Flexible. 
fast-moviLgandfun. Playerscarveout 
empires on the galactic fringes. Fea- 
tures ship des~gn, tech and weapons 
research, colonisation, diplomacy, 

Street. Edinburgh EH9 1EJ. explorat~on, warsh~ps, troops and 
much more. Turns from E 1 .OO each. For 

For Sale. Gangbusters £6.00, GBl further details send 9x4 SAE to: Living 
€2.00, togetherE7.00 (good conditionj. Space Games, 11 Victory St, Keyham, 
Dave: (07816) 4158:" Plymouth PL2 2BY. 

RPG Reading Area. Two experienced 
role-players need to meet other 
playerslGM, age 16+. WewiII play any 
game, anytime, anywhere. Ring 
Michael on: Burghfield Common 2122. 

RuneQuest Aid. Excellent 48k Spectrum 
generator for RuneQuest. Provides 23 
races. Send £2.95 to: APE, 9 Meadow 
Walk, Wokingham, Berks, RGl l  2TG. 



SMALL ADS 

East London. Players wanted for on- 
goingAD&Dcampaigns in Forest Gate 
and Leytonstone. Most weekends, 
Friday night to Sunday night (stay 
overnight) and some weekdays. Com- 
petitive figure painting service also. 
Phone Paul on: (01) 539 8651. 

AD&D Brighton. 24-yr old DMlplayer 
seeks others in local area for regular 
meeting. Experience not necessary. 
Contact: Ross Wakley, FI 2 Lyndhurst 
Court, Lyndhurst Road, Hove, East 
Sussex BN3 6FZ. Tel: (0273) 726896 
after 7pm. 

Peterborough. 18-yr old male, corh- 
plete novice, seeks club or players of 
FRPGs in the Peterborough area. l have 
T&Tand am willing to learn any other 
games. Write pronto to: R Gosling, 
5 Fallowfield, Orton Wistow, Peter- 
borough, Cambs PE2 OUR. 

HELP! contd 

Fanzine Service. Can you sell fanzines 
in yourarea? If you can help by offering 
your services. then contact: Jeremy 
Nuttall, 49 Longdown Road, Congle- 
ton, Cheshire. Phone: Congleton 4370. 
Free fanzines for successful sales! 

Sheffield - Out of this world? Is there a 
club in Sheffield which playsStarFron- 
tiers/Gamma World and would be wil- 
ling to take on a new player? Write to: 
Mark Hides, 240 Jenkin Road, 
Brightside, Sheffield S9 1AW. 

RPG Southwell. Enthusiastic group 
seeks new members. Either sex, 14+, 
experience not essential, but reliability 
is; players or referees. Play D&D and 
CW, want to play Cthulhu, Diplomacy 
and others. Ring Graham: (0636) 
812890 after 6.30. 

Wanted. Basic RQ boxed set, WD49-51, 
AD&D MM, AD&D players in 
Shrewsbury. Phone: Shrewsbury 
59875, MatthewJ, 64 Copthorne Drive, 
Copthorne, Shrewsbury, Shropshire 
SY3 8RX. Expensive prices turned 
down 'cos I'm skint! 

Wanted. Another group of D&D level 
3-8 PCs for scenario swapping. 
Contact: Lee, (0767) 703870 (5.50-6.00 
except Wednesdays). 

Leicester. Evil DM seeks foolhardy 
players, 14+. MainlyAD&D, also plays 
Call of Cthulhu, Car Wars, Traveller, 
Warhammer, will learn others. Will 
play or DM, but prefer low-level play, 
emphasis on role-playing. Interested? 
Phone Dave: (0533) 600383. 

Wanted. White Dwarf 1-12 inclusive. 
Utter Loony. MaleAD&D player (15) 
wants penpal (English or French) who 
is into good music (Queen and ACDC), 
comuuters and chaotic dwarves who 

Help!. Local club wanted for lonely 
warrior (13). Plays Basic/Expert D&D 
and RQ but willing to learn others. 
Please contact: Michael Lacey, 
22 Westfield Close, Hanham, Bristol 
BS15 3%. Phone: (0272) 6791 59. 

Excellent prices paid. Phone: 
Plymouth (0752) 812698. 

Announcement. Greybeard the Great 
RIP. 

Corrosive Strippers needed. New and 
original comic strips are needed for 
issue three of Corrosive Comix - a 
comic1FRP fanzine. The only qualifica- 

collect knee-caps. Contact: J Hildred. 
Post Office, Sutterton, Boston, Lincs 
PE20 2JQ. Urgently Wanted. Traveller Journals 

I-6,8, 10. Also FASA's ship plans for 
the Tethys, Leander, and Fenris. Will 
pay top prlces. Write quoting price to 
secure sale to: Alan Schultz, 7 Smith 
Barry Circle. Little Rissington, 
Cheltenham, Gloucester GL54 2NF. 

Cleveland. Are there any clubs or per- 
sons in the Loftus or East Cleveland 
area interested in RPG. I play RQ and 
Gamma World and wish to make con- 
tacts. A Williamson, 74 Sycamore 
Walk, Loftus, Cleveland. Tel: 43604. 

HeathrowIWest Drayton Area. Can 
anyone help a lonely Lord and Rune 
Priest exterminate the local hordes of 
evil. Will play anything and can ref 
RuneQuest, AD&D, Traveller and 
Bushido at a push. Contact Mark on: 
(01 ) 897 8483. 

tion needed is that you are very 
enthusiastic and that vou eniov doina 
comic work. Please send samples wirh 
covering letter to: Marc Laming, 75 
Briars Lane, Hatfield, Herts. Pandemonium '84.TheToronto games 

convention Pandemonium '84 has 
given birth! Son o f  Pandemonium, in 
downtown Toronto on January 19, 
1985, will featuretournaments, an auc- 
tion, a fun-gaming area and dealers, 
demonstrationsand a miniature uaint- 

Swao. Wizards Quest fexcellent condi- 
tion,'worth f 1 3 . 4 5 ) f o r ~ ~ i  FF, ~ ~ l l o r  
3 TSRAD&Dmodules. Must be in good 
condition. Ring Joseph on: (026788) 492. 

Needed. Serious-minded AD&D 
players interested in realism (role- 
playing) and willing to play under 
improved rules required for group 
(15+), Saffron Walden area. Simon 
Fearnhamm, Belmont House, New- 
port, Essex. Tel: (0799) 40622. 

Help! Anyone in the Alford area 
interested in forming a RPG club, espe- 
cially AD&D, or is there already one I 
don't know about? Contact: I Turner, 
Gilroes, Trusthorpe Road, Sutton-on- 
Sea. Tel: (0521) 41245. 

FreeAD&D PBM. The Falconrune cam- 
paign: complete freedom of action for 
experienced ulayers in a world of tng d~orama contest (several 

categories). $5 plus $1 per tournament 
entered; ore-realstration essential. For 

adventure, excitement and mystery 
bevond imagination. R a ~ i d  turnround: Broadstairs. Experienced RPGer and 

Call o f  Cthulhu player seeks players to 
set up club in Broadstairs area, age 
12+. Contact Steven: Thanet 63717. 

A quiet spell in life. Are there any old 
sorcerers out there looking for an 
apprentice? lnexperienced players 
looking for experienced playerslGMs. 
Interested? If so, contact Gareth on: 
Caerphilly (0222) 884525. 

information about registration, dealer1 
advertising space, refereeing, please 
call Dungeon Parties Inc on: 1 (41 6) 924 
1989 or write to us at: PO Box 67, Stn F, 
Toronto, Ontario M4Y 2L4. 

broad-minded, experienced GMs. ' 

DMG and PH necessary. Send SAE to: 
AD&D, 18 Churchill Road, Frome, 
Somerset. 

Barnsley. 19-yr old student looking for 
eithera cluboragroupthat couldshow 
me how to play AD&D. Contact: 
Richard Martin, 3 Richard Avenue, 
Smithies, Barnsley, South Yorkshire. 

St Annes, Lanes. 20-yr old very experi- 
enced (but out of practice) AD&D DM 
and Traveller player is on a quest for 
otherplayersoraclub in my area.Any- 
one out there? Write to: Pete Watts, 
47 St Albans Road, St Annes, 
Lancashire FY8 1TG. 

Help! lnexperienced 13-yr old D&D/ 
T&Tlearner looking for partner(s). Any 
sex around own age in Reading area. 
Will learn other RPGs. Contact: 
Marcus, 38 Bedford Road, Reading, 
Berks RG1 7HS, or phone: Reading 
597065. 

Fareham. 17-year old AD&D/Traveller 
in Fareham areaseeksout adventurers 
who like to play regularly on a long 
term basis. Rina Ian on: Stubbinaton Royal Decree. Duke Amorcaller of Por- 

xan declares that ~t ~stimefor a festival. 662876 (any dayaround 61, orwrire to: 
28 Martin Ave, Stubbington, Fareham. 

TABLETOP GAMES 
53 MANSFIELD ROAD, 
DAYBROOK, 
NOlTlNGHAM 
P&P: lO%(min 10plinUK. 
OVERSEAS: Surface Mall t5% (min 15~); 

fietalfiagic 
SUPERB NEW RANGE OF 25mm 
DESIGNER, FROM TTG. 
FIGHTERS 
l a  Paladtn in Plate ............................. 
l b  Fighter in Scale wlth Mace .......... 
l c  Fighter sw~ng~ng Axe ................... 
I d  Fighter ~n Chainmailw!th Sword . 
l a  Fighter with Axe & Square Shield 

LASERBURN 
NOW A COMPLETE SCI-FI COMBAT & 
& ROLE-PLAYING SYSTEM. 
LASERBURN RULES (basic) ........... £1.95 
FORCES OF THE IMPERIUM ........... £1.75 
IMPERiALCOMMANDER 

.................. (military combat rules) f1.95 
......... ADV. LASERBURN & ALIENS £1.95 

ROBOT BOOK ................................. C1.95 

XSY FIGURES BY GERMANY'S LEADING 

FEMALEFIGHTERS 
2a Female Fighter with Axe ............... 40p 
2b Fem. Fight, 2 Swords & Buckler ... 40p 

................... 2c Defending with Shield 40p 
.... 2d Female Fighter drawing Sward 40p 

2e Female Fighter in Plate with Sword . 40p 
SEND SAE FOR24 PAGECATALOGUE 

WIZARDS CLERICS 
3a Wizard reading spell from Book ... 40p Cleric with Staff .................................. 40p 
3b W~zard with staff ......................... 400 4b Bearded Clericatlackina with Mace . 4 0 ~  

LASERBURN SCENARIOS 
Bunker 17 ...................... .. ............... £1.50 
Tarlm Towers Heist ......................... f1.50 
Sewerville Shoot-Out ...................... £1.50 
Sea Prison Siege .............................. £1.50 

Revwed Edltion of the most popular 
.............. Fantasy Wargame Rules £2.95 

Attackofthe Fungold Trolls 
(first Reaper scenarlol ................... 75p 

.................... Reaoer Starter Pack £14.50 

REAPER 15mm FANTASY 
CHARACTERS MONSTERS 
12p each Ape .......... 15p 
F l  MaglcU~erw Staff Ogre 125rnm) .... 30p 
F2Mag.UnerwWand Troll l25rnml ...... 30p 

F3Cler#c#nChatnrna~l Ghoul ............. 12p 

F4Clerlc1n Plate Skel'ton Warnor .. 12p 
FSThief Liche ............ 15p 
FBAssasrio Liirnan w Club .. 20p 
F7 Bard L~z'man wSw'd ... ZOp 
F8FtghterlnChatnrnaal Naga 
F9 Fernaleln Plate Garg 
FlOFernaleMU Wyvern 
F11 FemaleCleric 7-head Hydra . . .  E l  75 
F12 FemalaThtef Mounted Lord 
F13FemaleFlghler ofchaos ....... 35p 
inchammail MountedKn~ght 

F14FemaleFtghfer ofchaos ........... 35p 

,"Plate Lord of Chaos . . . .  15p 
F15DwarfmChainrnail KnigMofChaor ..... 15p 
wclhAxe Mlnotsur ......... 15p 

FlSDWarfinPbte 
wilhAxe GIANTS 

.. F17DworfinChainrnaol H111 l30mrni.. 450 
with Sword Fire 140rnrnl . . .... 95p 

Fl8DwarfioPlate Frart150rnrnl . . . .  95p 
wlfhHamrner Stonel40mml ... 80p 

F19ElfMag~eUser Ent ..................... 85p 
FZOElfFighter 

FLYING REPTILE 
DRAGONS Wlth Lordof Chaos 
Red Dragon . Cl.95 Rtder ......... fl.50 
BisckDragon ... C1.95 lor Cham Knkghl Rider) 

3c Encnanter Summoning 40p 4c C enc.Cha#nma#l wlth ~&ndSh*eld 400 
30 Wlzarn wtrh Scrol~ 400 40 Portly FI ar 40P 
3e Bearded rv th Polnted Hat dOp 4e Clertc Snlela & mall Hood 400 

........... STARTER PACK E7.95 (inc pkp) I IRwes. Bunker 17. 15mm Flgures&a.cel I I BARBARIANS THIEVES 
5a W ~ t h  Sword & Dagger ................... 40p 6a Rogue: Studded Arm'r wiSword ... 40p 
5b Oriental Barbartan ....................... 400 6b Assassin Strikina .......................... 400 

(Basic Rules, dice & two small 
15mm fantasy forcer) I Full range of Figures & Vehicles 

available for LASERBURN. 

'SCAVENGER' 
A Solo bserburn Scenario .......... f2.50 
Become an 'organ-legger' and ply the 
universe in this 'endless' solo book based 
onthe LASERBURN system. 

5c V8k ng Baroarlan 400 6" Thlef wtth -001 &Sp,ked Cluo 40p 
5d Baroarlan n Sca.e with Axe 40p 6d Female Tntef wotn Lamp ~ O P  
5e Barbartan wltn 2 handed Srvora 40p 6e Female Thtef oemanocng Cash 400 NEW 15mm REAPER 

FIGURES DWARFS SUME MONSTERS 
...................... ......................... 7a Dwarf with Poleaxe 40p 8a Fungoid Screamer 40p 

............ ............... ................... 7b Dwarfwith Warhammar 40p 8b Bloodworm .. 40p 
7c Dwarf with Axe .............................. 40p 8c Fungus Spores ............................... 40p 

......... ................................ 7d Dwarfwlth Sword & Shield 40p 8d Pavlng Mould 40p 
........... ............................. 7e Dwarf I" Scale with Sword 40p 8e Amoebold Blob 40p 

Lizardman with Spear ..................... 20p 
......................... L~zardman with Axe 20p 

Goblin wlth Spear ............................ 20p 
Wizard on Throne ............................ 40p 

............................ Centaur with Bow 25p 
Centaur wlth Spear .......................... 25p 25mm ASGARD FIGURES 

DWARFS (SUPERBRANGE OFOWARFS, 
INOUR OPINION, THEBESTWE'VESEENI 
DWl  Adventurer 45P 
DW2 Dwarf Ax 45P 
OW3 Dwarfwi 45P 
DW5 Dwarf hero ............................. 45p 
DW4 Dwarfspearman ..................... 45p 
DW6 Black Dwarf .............................. 45p 
DW7 Dwarf Scout ................... .. ..... 45p 
DW8 .Dwarf Lard ......... 45P 
DW9 Dwarfshield Mai 45P 
DWlO Dwarf Crossbow 45P 
D W l l  Dwarf with Arq 4 5 ~  
DWl2 Dwarf Mercena 45P 
DW13 Dwarf Pikeman 4 5 ~  

ELVES ORCS 
............ ................. 9a Elf standing with Spear 40p 10a OrcChieftain with Sword 40p 

.............. ........................... 9b Elf advanctng wlth Spear 40p lob Ore with Spear 40p 
9c Elf firing Bow ................................. 40p . 10c Orc with Axe ................................ 40p 
9d Female Elf with Bow .................... 40p 10d Orc with Shortsword ................... 40p 
9e Female Elfwith Sword & Shield .. 40p 10e Orc with Mace ....................... .... 40p 

Orcwith Axe ................................. 12p 
Orc with Scimitar ............................. 12p 

............. Orc advancing with Sword 12p 
................................ Ore with Soear 120 

SKELETONS 
.... 1 l a  Skeleton in Chainmail w,jword 40p 

11 b Hooded Skeleton ........................ 40p 
11c Skeleton with Scimitar ................ 40p 
l l d  Skeleton with Dagger ................. 40p 
1 l e  Armoured and drawing Sword .. 40p 

BATTLEWAGONS 
7 200 SCALE CARS & VEHICLES FOR 
ROLE-PLAYING GAMES 
BW1 Compact Sports Car ................ 20p 
BW2 Compact Hatchback ................ 20p 
BW3 Compact Custom Car .............. 20p 
BW4 Patrol Car ................................. 25p 
BW5 Hatchback ................................ 25p 

............................... BW6 Coupe ..... 25p 
BW7 Saloon ...................................... 25p 
BW8 Limousine .............................. 3Op 
BWS Station Wa 3 0 ~  
BWlO Pickup Tru 35P 

MONSTERSSET 1 
.............................. 12a Doppelganger 40p 

..................... .......... 12b Giant Frog .. 40p 
....................................... 12c Gargoyle 40p 

12d Harpy ............................ ............ .... 40p 
12a Medusa ........................................ 40p 

CHARIOTS 
.............................................. Good f1.99 

Evil ............................................... £1.99 

FAMASVkROLE-RAVING RULES 
Monster Combat (TTGI ................... C1.50 
Once upon fimein West (Gun Fight) . C3.90 
Volume4of above ........................ £1.50 
Rudis (Gladiatorial) ................... ....... f 1.50 

.......... Retinue (Medieval Skirmish) C1.95 
.......................... Heroes (Dark Ages) C2.95 

............... Pony Wars (lndtan Fights) £1.95 

MMONS 
Winged Fiend (30mm) ........................ 40p 
Satanic Archdeacon (40mml ............. 85p 
Balrog (35mm) .................................. 85p 
Manticore ....... 20p Gmnt Slug ....... 2Op 

BARBARIANS 
....................... BPI Clonar Sternbow 55p 

8P2 Taran Firedaugh 5 5 ~  
BP3 Kern the Reaver 55P 
BP4 Koth Beasthelm 55P 
BP5 Mad Rollo 55P 
BP6 Serni the D 55P 

..................... BP7 Adlane the Archer 55p 
....................... BP8 AurockStormkin 55p 

.......................... BP9 Skai Wolfbane 55p 
....................... BPlO Alric Mancleaver 55p 

BPI1 Twocuts .................................... 55p 
BPl2 Maxx the Ragged ...................... 55p 

B W l l  Juggernaut andTrailer ........ fl.OO 
............... BWl2 Juggernaut Tanker E1.50 

BW13 Juggernaut Container .......... £1.50 

BW17 Van ........................................... SOP 
BW18 Small Carwreck ...................... 15p 
BW19 Large Car Wreck ...................... 20p 
BWZO Van Wreck ............................ 40p 
BW21 Lorry Wreck ........................... 95p 

1 GOBLINS I Goolon Standard Bearer 250 
Gonlnn advanelng wnth Swora 20p SFRULES (TTGI 

Combat 3000 .................................. £1.95 
................. Combat 3001 (for above) €1.75 

Starguard ........................ .. ........... £1.50 
Starhound (Fighter Combat) ........... £1.75 

................ £1.75 

............. I .................. 
Goblin attacking wfth Sword 20p 
Goblin attacking wrth Axe 20p 

I C H m s  
2-Horse. SMhed Chariot with Rider . 601, 
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VIRGIN GAMES CENTRE 

THE MEGA GAMES ST-ORE 
AT 22 OXFORD ST. LONDON W1 

RING 637 791 1 
h 

C 

a 
z 
a 
a 
x 
0 

L 

WATCH OUT FOR OUR 
NEW BRANCHES 

OPENING NEAR YOU 
SOON! 

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. 

CENTRE FOR GAMES 

8DC3@8 BDOWB 
161 L~nthorpe Road, 

Middlesbrough, Cleveland, 
Tel:(0642) 247553 

We stock: 
DUNGEONS & DRAGONS, 

RUNEQUEST, TRAVELLER, 
TUNNELS & TROLLS ETC. 

AVALON HILL - FULL RANGE 
SOFTWARE - SPECTRUM, CBM64, 

VIC 20, BBC. 
MAIL ORDER ACCEPTED 

OPEN MON - SAT 9.30am - 5.30pm 



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

Tel: (0782) 279294 

Open Monday . Saturday 10.00 am . 5.30 pm 

As well as role-playing games. rule books. Citadel Min- 
atures etc . our two floors stock a wide range of U.K. & 
U.S.A. Magazines. books. comics. posters. paperbacks. 
and t-shirts on subjects as varied as . martial arts. body 
building. mercenaries. sci.fic. fantasy. films. rock. boxing . 
. . .  For directions see our full page advert in WD43. or 
send a s.a.e. requesting map . 

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

and fantasy books . 

* MAIL ORDER SERVICE * 
NOW AVAILABLE 

Orders over ;El0 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 

L 

denizen 
25mm fantasy 

NEW PRICES 
FANTASY RANGE 

FA1.3.4.11.12.14.15.16.17.18.19. 
22.23.25.26.33.34.35.36.38 . . 35p 

FA2.5.6.7.8.9.10.13.20.21.24.27.28. 
29.30a.30b.31.32.39. . . .  42p 

FA37 . . . . . . . . . . . . . . . .  80p 
FA40 . . . . . . . . . . . . . . .  f1.05 

P&P: up to f2.50: add 25p 
over f2.58: add 10% 

SAE for fully illustrated list 

DENIZEN MINIATURES 
4a Powis Square. Brighton. 

Sussex. B N I  3HH 

6 WOODHAM ROAD.CATFORD. SE 6 2SD 

BASIC D&D RUNEVUEST 

BASIC SET ............................... 9.50 BOXED SET ................................ 8.95 .............................. ....................... EXPERT SET 9 . 5 0  RUNEQUEST RULEBWK 5.95 ............. DID CHARACTLR RLCORD SHeETS 2.95 CULTS OF PRAX ............................ 5.95 
SHADY DRAWN INN ........................ 3.95 RUNEQUEST COMPANION ...................... 6.95 ............... RUNEQUEST CHARACTER SHEETS 1.99 
BASIC DSD MODULES .............................. QUESTWORLD 12.95 

PAVIS ................................... 14.95 ............. BI IN SEARCH OF THE UNKNOWN 4.50 BIG RUNBBLE ............................. 1 4.95 .............. ............... B2 KhEF OF THE BORDERLANDS 4.50 SOLOQUEST 1I:SCORFION HALL 4.95 
8 3  PALACE OF TME SILVER PRINCESS ........ 4.50 SOLOQUEST 1II:SNOW KINGS BRIDE ........... 4.95 ........................ B4 THE LOST CITY 4.50 ................... B5 HORROR ON THE HILL 4.50 GENERAL ROLE PLAYING AIDS ................... B6 THE VEILED SOCIETY 4.50 
X2 CASTLE AMBER ......................... 4.50 DUNGEON FLWR PLANS I.II.III.IIII ..each.. 2.99 ................... X3 CURSE OF XANTHON ..................... 4.50  DUNGEON MAPPING SHEETS 1.99 

.................... X4 MASTER OF THE DESERT NOMADS .......... 4.50 WILDERNESS HEX SHEETS 1.99 ............... X5 TEEPLE OF DEATH ...................... 4.50 DRAGON DICE random numbers 1.50 .... DUNGEON PLANNER 1:CAVERNS OF THE DEAD 4.95 
SOLO DID DUNGEON PLANNER 1I:NIGHTMARE IN BINARSX .. 4.95 

........................ MI BLIZZARD PASS 4.50 BOXED MINIATURE SETS ........ M2 MAZE OF THE RIDDLING MINOTAUR 4.50 .................. STARTER SET.ADVENTUMERS 3.95 ..................... ADVANCED D&D STARTER SET.MONSTERS 3.95 ...................... CP4 LIZARD WI\RRIORS 3.95 
DUNGEON MASTERS GUIDE .................. 1 0.95 CP5 MONSTEROUS ORC WAR MACHINE ........... 6.50 
PLAYERS HANDBUM ........................ 9.95 SSI WARRIORS OF CHAOS .................... 3.95  
MONSTER MANUAL .......................... 9.95 SS3 KNIGHTS OF CHAOS ..................... 3.95  
MONSTER MANUAL I1 ....................... 9.95 SS6 WHITE DWARF CHARACTERS ............... 3.95 
WORLD OF GREYHAW .... revised ............ 9.50 DUNGEON EQUIPTmNT.DIOW SET ........... 3.95 

GOLGOTH.MIGHTY LORD OF BALRCGS ........... 8.50 
ADVANCED DID MODULES 

WNEQUEST BOXED MINIATURE SETS .............. I 2  TOMB OF THE L I Z A E  KING 4.50 
I 3  PHAROAN .............................. 4 .  RUNEQUEST 8OXI.HUMANOID ADVENTURERS ...... 3.95 .............. 1 4  OASIS OF THE WHITE PALM 4.50 RUNEQUEST BOX2.ADVENTUHeRS. .............. 3.95 .............. I 5  THE LOST TOMB OF m T E K  4.95 RUNEQUEST BOX5.DRAGONEWS ................ 3.95 .................... 1 6  RAYENLOFT ............................ 4.95 RUNEQUEST BOX7.DEMONS 3.95 ................... UZ DANGER AT DUNWATER 4.50 
U3 THE FINAL ENEMY ...................... 4.50 REGIMENTS OF R E N m  
EX2 LAND BEYOND THE MAGIC MIRROR ........ 4.50 
UKl BEYOND THE CRYSTAL CAVE ............. 4.50 HENGIL MANHIDES DARK ELVES ............... 3.50 
UK2 THE SENTINEL ........................ 4.50 EARBOTH 1 BLACK MOUNTAIN BOYS ............ 3.50 
DLI DRAGONS OF DESPAIR ................;. 4.50 COXFAG'S MERCENARY XRES ................ 3.50 

BOWNEN OF OREON .......................... 3.50 
WARXAMHBR MULLAH AKWWD'S C M O S  ................ 3.50 

WAF3AMVER:MASS COMBAT ROLE PLAYING ...... 5.95 OTHER GAMES . 
WARHAMMER DICE SET ...................... 1.25 
FORCES OF F m A S Y  ....................... 5.95  CALL OF CTHULHU .......................... 9.95  
UNICORN GAMES LEAFLET ................... FREE BATTLECARS ............................... 6.95  



There's nothing soft about Fiating Fantasy software! 

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

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

Closed all day Wednesday 

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

and player contact board. 

25mm Scale building accessories 
* NEW ITEMS NOW AVAILABLE * 

For illustrated details o f  latest additions t o  the 
range (Codes OW123 up) plus our new builders 

reference sheet ( to help you design more exciting 
settings) Send 20p plus an s.a.e. 
if you do not yet have our illustrated catalogue, 
then you can get one (also containing the new 

pages as above) by sending £1.20 to: 

14 ELM PARK 

RlTZ TOYS 
100 Queensmere 
Slough, Berks. 

Telephone: 753 0678 

Open Mon-Sat 9.00-5.30 

Large selection of D&D, RuneOuest, 
Tunnels & Trolls, Traveller, Citadel 

Miniatures, Boxed Fantasy & 
Science Fiction Games 





Book 3:The Caverns af Kalte ' 

You must brave the terrible dangers to bring this 
b e t o  justice, + : . -  .7L ' - 
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