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NEW WHITE DWARF RATES 
UK-£11 Europe-£22 
Overseas Surface-f 2 2  Overseas Airmail -£33 

SUMMON DOWN TO GAMES WORKSHOP! 
If you've had the devil's own job deciding what new 
game to buy-read on! 
Quest to find the Crown of Command in Talisman. 
Blow away the roadhogs with Battlecars and 
Battlebikes. 
Become a Timelord in Dr. Who. 
Hunt the perp with Judge Dredd. 
Have a drink in the Prancing Pony in Middle Earth. 
Beam down in Star Trek RPG! 
Fire photon torpedoes with Star Trek Ship Combat. 
Zoom around in Golden Heroes. 
Just drop us a line or phone right now for hundreds 
of games from D&D to Panzer Armee Afrika. Plus 
magazines, dice, floor plans and miniatures. 

* NEW * NEW * NEW * 
Please phone for availability 
and prices. 
TSR 

. . . . . .  B7, Rahashia £4.95 
B8 Journey to the Rock £ 4.95 
X7 War Rafts of Kron . £4.95 
X8 Drums on Fire 

Mountain . . . . . . .  £4.95 
. . .  CM2 Deaths Ride £4.95 
. . .  CM3 Sabre River £4.95 

Legends and Lore 
(previously Deities 
and Demigods) . . f 10.95 

CB2 Conan Against 
Darkness . . . . . . .  £ 4.95 

Dragon Lance 
. . . . .  Sourcebook £4.95 

D L3 Dragons of Hope . £4.95 
DL4 Dragons of 

Desolation . . . . . .  £ 4.95 

GAMEBOOKS 
Rings of Kether (FF) . £ 1.75 
Space Assassin (FF) . f 1.75 
The Crown of Kings 

. . . . . . .  (Sorcery) £ 1.95 
Chasm of Doom 

(Lone Wolf) . . . . .  £ 1.50 
Iron Crown 
Rangers of the North . . .  £ ? 
M ERP Combat Screen . f4.95 
Monsters & Treasures 

(Rolemaster) . . . .  £8.95 
Moria 1 . . . . . . . . . .  £8.95 

Send us your name and address and up to  6 first or second clan 
stamps; we will send you free copies of the Newslatter u'ntill the 
stamps run out. FREE TO WHJTE DWARF SUBXRIBERS!  

Others 
Monster Coliseum 

. . . . . . . . .  (RQ) f 16.95 
Book of Tables 

(Pap) . . . . . . . .  £ 10.95 
Perilous Land (P&P) f20.95 
Omega Kron (LOC) . . £7.80 
Twilight 2000 (RPG) f 16.95 

. . . . . .  Goldfinger .I l £7.80 
Man with the 

. . . . .  Golden Gun £7.80 
. . .  Spice (Dune Module) f ? 
. . .  Duel (Dune Module) £ ? 

GAMES WORKSHOP 
BOARD GAMES 

. . . . . .  Judge Dredd £7.95 
. . . . . . . .  Battlecars £7.95 

Battlebikes . . . . . . .  £4.95 
. . . . . . . . .  Talisman £8.95 

Calamity . . . . . . . . .  £8.95 
. . . . . . .  Doctor Who fJ.95 

GAMES WORKSHOP 
PRINTED ROLE PLAYING 
GAMES 

. . . . .  Star Trek RPG £9.95 
Star Trek I I I 

. . . .  Ship Combat £9.95 
Golden Heroes . . . . .  £8.95 
Middle Earth 

Role Playing. . . . .  £9.95 
. . . .  Call of Cthulhu £9.95 
. . . .  Starter Traveller £7.95 

CAR WARS 
. . . . . . . . .  Car Wars £ 6.95 

. . . .  Sunday Drivers. £6.95 
. . . . . . .  Truck Stop £ 6.95 

. . . .  Car Wars Exp I £4.95 

. . . .  Car Wars Exp 2 £4.95 

. . . .  Car Wars Exp 3 £4.95 
Car Wars Exp 4 . . . .  £4.95 
Car Wars Exp 5 . . . .  £4.95 

. . . .  Car Wars Exp 6 £4.95 
Car Wars Ref. Screen . £4.95 

. . . . .  Convoy (Solo) £6.95 
Autoventures 

. . . . . . . .  Turbofire f6.50 
Hell on Wheels (Solo) £6.50 

. . . . . . . .  Ultraforce f 6.50 

WARHAMMER 
Warhammer (Revised) . f9.95 
Warhammer Posters. . £2.95 
GAMES WORKSHOP 
FANTASY ROLE PLAYING 
ACCESSORIES 
Dungeon Planner I . . £4.95 
Durlgeon Planner I l . . £4.95 
Dungeon Floor Plans 1 £ 2.99 
Dungeon Floor Plans l l . £ 2.99 
Dungeon Floor 

. . . . . . .  Plans Ill £2.99 
Dungeon Floor 

. . . . . . .  Plans lV £2.99 
Dungeon Mapping 

. . . . . . . . . .  Sheets £1.99 
Wilderness Hex Sheets. £ 1.99 

3 Please mention White Dwarfwhen replylng to advert~sements. 

Send your orders to: Gamea Workshop Mail Order, 
27/29 Sunbeam Road, London NWlO 6JP 
Please make all chequestP0s payable to 
Games Workshop Ltd. NO CASH PLEASE! 

Telephone orders using credit cards, or enquiries, phone 
01-965 3713 Mon-Fri 9.30am-5.00pm. 
Orders under f 6.00 add 60p post and packing. 
Europe: add 33% carriageiotlwr weness: add 55O/0 carnage 



Hanvich, (g- - Essex, 

C012 3HD. 
Tel.: 0255 553312 

[: ADVENTURERS RALLY YOURSELVES ! 
to this exciting role-play ing holiday experience 

S p e n d  seven exciting days in the company of fellow bravadoes in and around the hist- 
orical city of Leicester under the guidance of our expert staff. 

Everything you need for an exciting week is provided plus single or twin facilities and all 
meals. Each of the three major adventures lasts four hours and takes you from fantasy 
hero through Gothic horror story to futuristic investigator, teaching you the use of safe 
weapon combat and fully interactive computer gaming. In addition there are many other 
activities:- being a "monster" against your fellow adventurers; playing board, war, role 
playing and computer games; making weapons; taking a video of your holiday; plus much 
much more! 

The holidays are available from July to September this year. Send a large, stamped self 
addressed envelope now to recieve complete details of our exciting vacation package. 

If you book before 14th April you will be given a fourth major adventure absolutely 
free of charge! 

I ~ o o k  mortal! 
The latest bone-crunching challenge [rom 
Fighting Fantasy gamesmasters Steve Jack 
Ian Livingstone is now upon us. 

In the once-peaceful world of Orb, dark forces are at 
work to unleash the awesome might of the Evil 
One. Your mission is to destroy the Talisman of 
Death before the dark lord's minion. 
But beware! Time is running out ... 

s reach 

( Take up the challange 
I NOW ... while 

stocks las 
' Published by Puffin Luuna 

I -g2&Zy Available at bookshops'NOM 
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couple of years ago, I was DEPARTMENTS 
invited to visit Treasure 
Trap. This entailed hitting a 

CriticalMass lot of people dressed up as Our knave changes his image.. . 
by Dave Langford 11 

monsters with a foam-clad 
sword. It was fun, but dirty and O p e n ~ o x  
potentially dangerous. Last RuneQuest 3 in depth 

month in Dallas, I visited Planet TheTravellers Photon. Running around a by Mark Harrison 15 
Follow them if you can! 

10,000 square foot 'alien terrain', 
I indulged in an SF battle with ThrudtheBarbarian by Carl Critchlow 23 
equipmentthat included helmets Read our hero's currant adventure 

with radio transmitters and Heroes and Villains Simon Burley and Peter Haines 25 
receivers, laser-like 'guns' that Golden Heroes column edited by the dynamic duo 
trigger sensors when their bursts 
strike their targets, power belts Letters edited b y Ian Marsh 27 
with a microprocessor to analyse Readers' views, questions and comments 
and report on my performance. edited byAlbie Fiore 40 
Needless to say 1 enjoyed myself. Monsters forAD&D 
The one conclusion is that role- 
playing garners can really enjoy crawling Chaos edited by Marc Gascoigne 43 
'real' role-playing given the right Marked for life? 

environment and equipment. It TabletopHeroes by Gary Chalkand Joe Dever 44 
could be part of the leisure Proxy Painting - figure painting services 
centres of the future. In the 
meantime, I'll keep rolling the $?~,"~,","~,"~ds- useful magic for AD&D dice and will give a full account of 
Planet Photon soon. Newsboard 

Hobby news and events plus Gobbledigook 

Games for sale, clubs and announcements 
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ook At Government, Law and Conflict in Fantasy Campaigns 
by Jon Smithers I 
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paign? better idea to put some thought in#a\he placing of politkal 
rough bodies because each type of govevnrnent is a resylt of history 

ow can)prestige and power and, to a lesser extent, geography. This can be dong in reverse, 
outsidepactivitv? There are so thadthe reasons for the existence e f  a ~articula? ao*rn- 

often sev&al v i l lageiknd ohe or two to\r;ns in most ~ a m i  ment f h e  can be made after placihq, but'this has ~ o m ~ l i c a -  15



&, NEWS OF THE WORLD 

THE LAW b THE LAND organised; there will be a greater chance of being captured 
It is not justkbe leaders of a nation which make it different from and,when caught, being treatedfairly. The captorswill know 
other n a t i o n q t  also the laws w ince it is and will take as many liberties with the prisoners as they can 
likely that the a&nturers will co law by get away with; including pocketing prisoners' personal 
breaking it,rathc than against rul eland and property, selling prisoners as slaves or even killing them i 
their enforceme$ are of more im e nations thev believe it is safest that wav. 



state wars, c lv~ l  wars and race wars may be occurring as well. ers.& o thinking they are in friendly territory, are surprised to 
Are these merely isolated examples of man's need for war or sudde ly find themselves attacked by a totally new 'enemy'. 
part of the greater war which inevitably affects everyone, the 
religious war? 

a 
w A m  RACES 

Howwars are related, whatwars are going on and howthev Raciai warxstv~ified bvthat between o d elves, however, 



STARSHIP COMBAT GAME 



(Bringing Barbar ic  cu l tu re  to t h e  civi l ized world) '1 

DRAGON-ROARS HEARD IN BEAST 

SUCCESSOR TO DWARVEN 

PRICE OF TORME 

FREE FLOOR 

, Strange noises at Beast HQ were yesterday found to  be due 
to a large number of DRAGONROARS - port of o consignment 

1, of high quality games and play aids from Standard Games. 
Amongst the ensuing chaos could be found the entire range 

I of games, maps and game components, as well as the popular 
; A4 sized hex pads, macro hex pads and character records. 

A Beast spokescreature said that the company would now be 

/ distributing the items following receipt of suitable GPs. 

Wily wizards could be found todoy feverishly inscribing ? 
parchments in poyrnent for issues 1 to 6 of TORTURED SOULS! 
in an attempt to beat the price rise on April the 1st. " 
Issue 7 - appearing shortly - wi l l  cost £2.95, as wi l l  
other issues purchased from the 1st of April onwards. The 
good news for existing subscribers is that they wi l l  st i l l  
receive issues until their sub. runs out, and hence save 
even more precious GPs. 

The successor to The Halls of the Dwarven Kings has been Stunned onlookers have agoin been doubting the sanity of 
named as The Lost Shrine o f  Kasor-Khan, available now from the Beast following the disclosure of the lotest ongoing 
Beast Entz or good games shops. Interested parties were Beastie Mega-Freebie Scenario (a rother plush-looking set 

I referred to page 38 for further details, where on outbreak of colour floorplans free with a special ADBD/BASIC/- h 
of Endless Plans, now securely boxed, could also be found. DRAGONROAR competition module in TORTURED SOULS! 7). ! 

Tortured Souls! (2.95). Starstone (3.95). The Halls of the Dwarven Kings (7.95). P 
The Lost Shrine of Kosar-Khan (4.95). Endless Plans sets 3, 4. 6, 7 8, 8 (3.99 each), I 
Dragonroar (12.95), Cry Havoc. Siege, Samurai Blades (9.95 each), Scen Book 1 (2.95). 1 
Starship Captain (12.95), Hex Pad, Macro Hex Pad, Character Pad (1.95 each) are all ', 

19 EAST STREET THE WARGAMES STALL i 
TOWER HAMLETS 

DOVER, KENT. 
TEL: 0304-203372 

Mon-Fri: 9-5.30 TEL: 0227-68844 
Mon-Fri: 10-5 
Sat: 9.30-5.30 

E a s e  mention White Dwarfwhen replying to advertisements. 10 



Critical Mass is a regular fantasy 
and science fiction book review 
column by Dave Langford. This 
issue. . . 

More 
Niceness? 
Often I get letters from my enormous 
readership (a phrase I'll have to stop 
using if, like the other half of the 
Langford fan club, he goes on a diet). 
Typical comments: 'You are the greatest 
literary genius the world has known, can 
you lend me a fiver?' 'Why won't you 
review my wonderful Penguin Fighting 
Fantasy Gamebooks, you bastard?' 
'Why don't you justthrow yourself down 
a forty foot canvas tube lined with fish- 
hooks?' The latest letter, though, con- 
tains a hideous accusation -that this 
column has become too nice. Argh . . . 
anything but that! 

The appalling truth is that publishers 
have rumbled me. No longer do they 
send Stephen Donaldson epics neatly 
trussed for the slaughter, or Asimov 
novels so flatulent that you daren't 
squeeze them in public: I even hear I've 
been blacklisted and won't receive my 
coveted freebie copies of L Ron 
Hubbard's 10-volume sequel to 
Battlefield Earth. Instead, some fiendish 
~ublishers have hit on the idea of offer- 
ing good stuff.. . 

Such as Terry Pratchett's The Colour 
o f  Magic [Corgi 238pp f 1.751. I enjoyed 
his earlierstrata, an essential companion 
to the Ringworld RPG since it com- 
Drehensivelv takes the ~ i s s  out of 
'Niven's ' ~ n o w n  space1: The new book 
tackles fantasy, titivating its loony plot 
with pokes at Fritz Leiber, D&D, 
numerous myths, Robert E Howard, 
H P Lovecraft, Anne McCaffrey 
(Mr Pratchett, how could you be so 
cruel? 'I didn't know dragons could be 
seen through.. . '), JackVanceand many 
more-including Larry Niven,with mag- 
ical science as manically inventive as 
anything in Douglas Adams. 

On a flat world supported by four 
elephantswho in turn stand on a mighty 
turtle plodding through the void, 
Rincewind thefailed magician moveson 
as daft a 'quest' as the annals of fantasy 
have known -watched by dice-throwing 
gods on their mountain home, 
'Dunmanifestin'. It's one of those horri- 
ble, antisocial books which impel the 
reader to buttonhole friends and quote 
bits at them. My ceiling is covered with 
brown spots from when I tried to read 
Pratchett's jokes and drink beer at the 
same time. Only native sadism makes 
me recommend this disgraceful work. 

Next comes another novel of cruel 
parody, mercilessly lampooning A E van 

CRITICAL MASS 

Vogt's excesses of incoherence and 
incomprehensibility. Null-A Three 
[Sphere 21 5pp f 1.951 is by A E van - 
oops! Not (intentionally) a parody, this 
is a sequel to World o f  Null-A (1  948) and 
Players/PawnsofNull-A (1956). World in 
particular is a classicexample of a frene- 
tic, lunatic plot which works on some 
obscure level without actually ever mak- 
ing sense: van Vogt's weird writing 
technique encourages free-association 
plotting, with his mandatory New Idea 
or Plot Twist every 800 words. Unfortu- 
nately Null-A Three doesn't workon any 

level. Another clone of superpowered 
yetthickwitted Gilbert Gosseyn pops up 
in a fhr galaxy (gosh!) peopled by 
humans (wow!) led by a boy-emperor of 
awesome powers (cor!) locked in an 
immense death struggle with aliens 
(blimey!): and those are justthe sensible 
bits fromthe opening chapters. 

Soon Gosseyn is teleporting inter- 
galactically every few pages, potentially 
interesting charactersare lost in narrative 
hiccups, ludicrous pseudoscience sprouts 
like mildew and is about as ~alatable, 
and van Vogt loses track of h'is own non- 
sense: on page 197 Gosseyn, able at will 
to teleport anyone or anything into the 
next galaxy, and having already done so 
ad nauseam, sees an assassin about to 
hurl a bomb at him. And: 'He could not 
take any counter-measure until the act of 
throwing took place.' Why not? Answer 
came there none; and it's all like this. . . 
The book can only be read as parody or 
in a spirit (several bottles' worth) of over- 
whelming nostalgia for the 'Golden Age'. 

Frederik Pohl wrote some of the better 
1950s SF (usually with Cyril Kornbluth); 
Iikevan Vogt, he'sstill at it, but Pohl has 
visibly matured. The Years o f  the City 
[Gollancz 334pp £9.951 is an infernally 
plausible attempt at one of SF'S hardest 
feats - to build a realistic Utopia rooted 
in the exceedingly mucky soil of today. 
To add to the challenge, Pohl's chosen 
site is New York. 

Five linked stories offer snapshots 
from the nearer future to late next cen- 
tury. 'When New York HitThe Fan'shows 
theworst,a syndrome of strikesand dis- 
asters which help force the introduction 
of Pohl'sfirst utopian reform: electronic- 
access democracy via 'universal town 
meetings'. Story 2 (the weakest) depicts 
the inevitable corruption and graft sur- 
rounding a project to 'green' slums into 
communities self-sufficient in energy; 
story 3 (thestrongest) chronicles similar 

problems in building 'The Blister', a 
~Iimate~majntainLng d o e o v e r  the city. 
The final two are more light-hearted, 
covering changes in law and custom: I 
liked the idea of a democratized US 
Supreme Court, chosen by conscription! 
There are corny elements (like the 
traditional whores and crooks with 
hearts of gold in story 1) and things I 
can't believe; but overall it's impressive, 
with enough 'realistic' bitterness to 
make uscynicsswallowthe sugary core 
of optimism. 

A long way from near-future realism: 
The Void Captain's Tale by Norman 
Spinrad [Granada 256pp f 1.951. In the 
luxurious artificiality of his starship 
Dragon Zephyr, amidst the passengers' 
orgiastic amusements, Void Captain 
Genro makes huge gestures of cosmic 
Angst. He has incautiously got to know 
the ship's (usually shunned) Void Pilot, 
a woman who, plugged into the Jump 
circuitry, flings the vessel across space 
in a timeless instant of orgasm. Like 
Captain Ahab, Genro becomes 
obsessed with the unattainable, the 
'Great and Only' fulfilment of Jump 
space; like Ahab, he's led on to disaster. 

I feared the bookwould be disastrous: 
a mindbogglingly ambitious allegory of 
the search for transcendence, obsessed 
with metaphysics and sex, told in a 
polyglot jargon ('an all-too-necessary 
foma at the heart of our transtellar 
weltanschauung'). Incredibly, though, 
the story succeeds. It's over-long, it bogs 
down in portentousness, but the chase 
of the metaphysical white whale still 
compels. Worth a look, though younger 
readers may need to protect 
impressionable parents from the many 
sex scenes. 

It's reissue time. Keith Roberts' The 
Furies [Penguin 220pp f 1.951 is a 
welcome revenant - his first novel. A 
'typical British disaster tale' of giant 
wasps ravaging England, it has 
interesting mystical overtones, is well 
written, and cuts deeper than John 
Wyndham -because the danger is vivid 
and breathes in your face, because 
Roberts's concern for people doesn't 
allow him to dismiss the background 
megadeaths with a twitch of the stiff 
upper lip. 

Alan Dean Foster's Bloodhype [NEL 
2 0 6 ~ ~  f 1.751 is a reasonablv excitina 
space opera-of deathly 
with a world-destroying nasty called the 
Vom (lifted from early van Vogt), 
numerous cute goodies and alien 
heavies, and the dreaded drug of the title 
(so irrelevant to the plot that one 
instantly guesses it's there for use on 
world-destroying nasties). An entirely 
unnecessarycharacter is included to link 
thisto other Foster novels; if you haven't 
read The Tar-Aiym Krang etc, his 
presence is baffling. 

Michael Moorcock's first novel The 
Golden Barge has been reprinted again 
[NEL 189ppf2.501, and I have no hesita- 
tion in repeating my words in WD58. (An 
interesting read). I don't want to think 
about what those sods at Games Work- 
shop have just gloatingly sent, The 
Dragonlance Chronicles 1, produced by 
TSR, based on some interminableAD&D 
campaign, and apparently written by a 
committee. Have I really got t o . .  . (Yes. 
By next issue please - Ed. ). 



OPEN BOX 

OPEN 
BOX 

In Open Box, science 
fiction and fantasy 
games and rulebooks 
currently in the shops 
are reviewed by inde- 
pendent authorities. 

RUNEQUEST 
DeLuxe Edition f 39.95 
Gamesmaster's Box f26.95 
Player's Box f20.95 
Avalon Hill 

At last, the long-heralded new edition of 
RuneQuest. Yes, the prices seem high, 
but not uniquely so for recent American 
products. RuneQuesters will want to 
know what is offered fortheir money, so 
I must make clear that this is no minor 
revamping, but a considerable expan- 
sion and comprehensive revision of the 
original. Limited space prevents com- 
ment on every detail here, and I wil l  try 
to concentrate on the most significant 
changes. In m y  viewthese are in the sys- 
tems for previous experience, training, 
ar d magic (especially), in the introduc- 
t i ~ n  of fatigue points and emphasis on 
the effects of Encumbrance, and in the 
background. This is no longer the world 
of Glorantha but 'fantasv Eurooe': in 
examples, we follow the exploits of 
Cormac the Pict and his comoanions. 
The link with Glorantha is n i t  com- 
pletely broken; a booklet gives a sum- 
mary account, with much new informa- 
tion, and projected supplements will 
includ.? revisions of sources like Cults of 
Prax as well as fantasy Europe settings 
like Vikings (close to publication). 
Guidelines are provided for players 
wishing to convert their PCs to the 
revised system, which could be applied 
equally well to the NPCs in published 
scenarios; but GMs should be prepared 
to dothis in thespirit ofthe newversion. 
Glorantha-addicts like myself should 
take this to heart, but I wonder how 
many with established PCs or cam- 
paigns are ready for the degree of 
change involved. 

Of the boxes, the Player's Box con- 
tains the essentials of the system in its 

two books (Players Book and Magic 
Book), with a summary of PC-creation 
and dice. The Gamesmaster's Box con- 
tains the Gamemasters Book (much is 
new here. includina revised Encounter 
Tables for the phy&al andspirit 
planes), Creatures Book (a much 
enlarged list including useful detail on 
spirits), Introduction to  Glorantha, 
16 pages summarising the tables in the 
Player's Box, and a map of fantasy 
Europe (including the Middle East and 
North Africa). The Gamemasters Book 
also includes a beginners'scenario, The 
Money Tree. Several adventure sheets 
are provided, also sheets for ships (a 
major section concerns ships and 
sailing), but no equivalents to the useful 
sheets summarising adventure and NPC 
groups for GM's to use. The DeLuxe 
Edition contains everything that is in the 
other two and is the one to get if you 
intend to be a GM, unless you already 
possess or have easy access to the 
Players Box. Everything is well laid out 
and clearly expressed, and almost 
everything istherethat should be, as far 
as I can see; there are nice illustrations, 
but Lisa Free's in the Creatures Book 
seem to have been over-reduced. The 
map is colourful but sketchy, concentrat- 
ing on differences of terrain and the 
major Roman roads. 

There are various alterations in the 
numerical base. Skills no longer 
increase, nor are bonuses from charac- 
terics calculated in multiples of 5; every- 
thing is in precise figures, so that a new 
table is needed-for Criticals, Specials, 
and Fumbles, which demonstrates the 
basic rule [Players Book p331: 'round up 
fractions of 0.5 or over, round down 
otherwise. There are only 10 Strike 
Ranks to the Melee Round, and various 
changes'have been made in SRs 
needed, but the basic figure for prepar- 

ing, changing intention, etc, is now 3, 
which evens things out. In experience 
rolls, you must now roll your skill per- 
centage oroverto improve: any charac- 
teristic bonus is added to  the roll, so that 
it is possibleto go beyond 100, and there 
is no bar on improving p st loo%, or on 
training up to 75% in ski I" Is which have a 
basic chance, but the amount of time 
needed to improve purely by training is 
enormous, since every improvement 
requires as many hours as the present 
skill percentage. This is also needed for 
improving by 'research', which is self- 
teaching, and practice which requires a 
successful experience roll as well. Any- 
one who has superior skill may teach, 
and anyone who has improved an 
improvable characteristic may teach 
someone else to, but the time needed is 
even lengthierand the result chancy (roll 
present level x 5  or more; if successful, 
add ld3-1). In improving by experi- 
ence, training or research, you may 
either add respectively 3,2, or I%, or toll 
I d 6  (-2 if not by experience). 

As before, PC's have 7 characteristics, 
APP(earance) replacing CHA; humans 
rolls SIZ and INT on 2d6+6, the rest on 
3d6. These affect skill levels as follows: 
each point above or below 10 in a prim- 
ary characteristic (as DEX for Agility) 
adds 1% to or subtracts 1% from basic 
ability. For negative characteristics (SIZ 
for Agility) this is reversed, and secon- 
dary characteristics (STRfor Agility) add 
or subtract 1% for each 2 or part of 2 
points above or below 10 (thus, STR 17 
or 18 give +4), as isclearfrom theexam- 
ples though not spelled out in the text. 
Hit Points are the average of CON and 
SIZ, rounded up (separate Hit Location 
tables are now provided for Melee and 
Missiles); magic points are the same as 
POW; fatigue points are the sum of STR 
and CON. These add a new dimension. 



Your PC may now carry as much as you 
wish, but each Encumbrance point is 
subtracted from the fatigue points; the 
remainder are expended, 1 per MR, as 
soon as combat or other stressful activ- 
ity begins, and once a negative level is 
reached 1% is lostfrom all skillseach MR 
until the activity stops (points may then 
be regained at ld3-1 per MR). Since 
each Encumbrance point also subtracts 
1% from the chance of casting spells or 
using Agility skills, and since the Encum- 
brance for armour has been raised con- 
siderably, Encumbrance will require 
some thought. 

Many changes have been made in the 
skills list, in regrouping (between 
Agility, Communication, Knowledge, 
Magic, Manipulation, Perception, and 
Stealth) and often giving more general 
names (eg Scan, Search,for Spot 
Hiddennrap; Sleight for Hide Item and 
Pick Pocket). There are useful additions 
(eg Dodge, Throw, First Aid, and various 
Knowledge skills such as Plant, Animal 
Lore etc and [specified] Craft) and some 
more realistic starting levels (40% Climb, 
25% Scan and Search). The extremely 
detailed PC-creation system which 
players are encouraged to use (there is a 
auickonefor GMs in a hurrv) offers me- 
\;ious experience in some i5-20 skiils, 
adding 1-5% for each year past 15 (you 
are encouraged to start with a21-year 
old), also some points of magic and 
some basic equipment, varied accord- 
ing to cultural (Primitive, Nomad, 
Barbarian, or Civilised) and parental 
background (the omission of 'cultural 
weapons' from Civilised farmers is 
sureiy a slip). There are many clarifica- 
tions of the uses of skills, and even more 
expansions in the field of combat (eg you 
may Dodge instead of attacking or parry- 
ing, strike to stun or disarm, pull a blow, 
hit on the run) as well as changes in 
details regarding weapons (their 
Armour Points, the aniount they can 
absorb in a parry without damage, have 
reasonably been reduced). Shields have 
also been changed slightly (here I haveto 
remark that hoplite shields were not 
rectangular, like Roman shields, but 
round). 

There are three kinds of magic, spirit, 
divine, and sorcery; all make use of ritu- 
als for specific purposes, eg to enchant 
objects or summon creatures, but the 
Ceremony ritual, used for increasing the 
chance of casting a spell by taking extra 
time, is the only one in which everyone 
has a basic chance, improved by the 
Magic bonus. Spirit magic (equivalentto 
Battle Magic) is learned with the help of 
shamans or cults, by defeating spell 
spirits in spirit combat. The basicchance 
to cast it is POWx5, it must be memorised 
(and no more may be known than total 
INT), has a range of 50m and a duration 
(if not instant, like Heal) of 5 minutes. 
Learning it from a shaman requires luck 
and time more than modey (but is still 
expensive in terms of the new, money- 
poor economy); cultsgive initiates a free 
point every 5 years and will sell it also 
(but notethat they have few spells avail- 
able), but the price is nowhere stated 
[despite Magic Book p271, an omission 
which ought to be speedily rectified. 
Divine magic comes from cults, and is 
virtually the same as old Rune magic in 
its conditions, though fewer spells are 

OPEN BOX 

generally available (Shield is not); 
initiates mavaet it on a one-use basefor 
the sacrificegf POW and a little money 
(note that,adults will normally be 
initiates of some cult in Barbarian and 
Civilised cultures), while priests aet 
reusable spells. sorcery is a totalk diffe- 
rent system, disliked by followers of the 
other two, in which spells and proce- 
dures to manipulate and improve them 
are learned like spells, through training 
by sorcerers and study only (no experi- 
ence rolls); the spells requires INT to 
remember, have a range of 10m and a 
.basic duration of 10 minutes. Magic 
points are required to cast and resist 
spirit magic and sorcery, and may be 
used to boost any spell, to get it past 
magical defences or (in sorcery) to 
improve effects. Magic points can never 
exceed basic POW unless some are 
stored in crystals or otherwise acquired; 
if all are used, the adventurer falls 
unconscious. They are regained at 
1/24 of total per hour. 

Space forbids discussing the very use- 
ful Gamemasters Book beyond what has 
already been mentioned, except to say 
that most items now cost more, armour 
a great deal more, and prices are higher 
for some things, lower for others, out- 
side the cities. Acquiring good armour, 
magic items, etc is going to be more of a 
struggle and so, I feel, more satisfying. I 
hope thiswill bring thedaysofthe over- 
mighty PCJNPC to an end; but the dif- 
ficulties may be precisely what put some 
players off. I forsee that some may adapt 
what rules they like piecemeal, but feel 
that the revised rules deserve a proper 
trial; they are well thought out and 
explained, though quite complex, and I 
suspect will in many cases be welcomed 
with the words, 'That makes better 
sense!' Some details, such as the very 
high ENC (14) of the adventurer's pack, 
largely attributable to a great increase 
for rope, may be questioned, and I am 
not entirely happy at putting everyone's 
basic language ability as low as 30% 
before bonuses, but as in so many other 
cases the rules here are simpler than 
before, which can't be bad. Three final 
points: the promised list of ENCs. 
[Players Bookp441 nowhere appears; 
the donkey, commonest beast of burden 
in the ancientworld, is omitted apart from 
a price for 'burros'; the obsolete spell 
Detect Life is given to several NPCs in 
the scenario (substitute DetectEnemy?). 
Presentation: 9 Skill: 8 
Playability: 9 Complexity: 8 
Rules: 9 Overall: 9 

Oliver Dickinson 

TRAVELLER ADVENTURE 12- 
SECRET OF THE ANCIENTS f 3.95 
Game Designers Workshop 

This adventure explains why Humaniti 
were spread through the universe, the 
real history of the Droyne and Vargr, and 
other interesting puzzles in the prehis- 
tory of the official GDW Imperium. It 
builds on the background presented in 
two earlier adventures, Research 
Station Gamma and Twilight's Peak, but 
can be run independently. However, it is 
almost impossible to run if a campaign 

doesn't already involve the Ancient 
background. 

This adventure begins as one of the 
player characters intierits an Ancient 
statuette. illeaallv imported from an 
Imperial arch>elogical site. The 
background information presented with 
the statuette gives some important (and 
unsubtle) clues to the next stage of the 
scenario; an expedition to an undisco- , 

vered Ancient site, complete with 
artifacts and a working TL25 starship! 
The starship is preprogrammed to take 
the characters on the ultimate adven- 
ture, a trip outside the universe to con- 
front the last of the Ancients. 

The main problem with this scenario 
is its sheer scale, which makes subplots 
almost impossible. A normal Traveller 
adventure has room for side expedi- 
tions, red herrings, and misleading 
events - this adventure doesn't even 
have a rumour table! Bar a few thugs, 
who appear early in the adventure and 
lead  lavers to a Datron, there are no 
human or alien opponents. Although the 
settina is the Spinward Marchesaround I 
the t i f ie  of t h e ~ i f t h  Frontier War, there 
is no mention of the conflict. Characteri- 
sation is almost completely missing, 
and almost all events, including the vital 
meeting with the Ancient, are sum- 
marised with a minimum of detail. Sev- 
eral pages repeat information which has 
already appeared in other scenarios and 
supplements. 

Another flaw is the fact that the secret 
is disappointing. It isn't particularly 
exciting or useful and doesn't add much 
to the'feel'of the Imperium. It also dup- 
licates ideas from thelwork of two 
well-known SF authors, without acknow- 
ledgement. Some of the technological 
implications are interesting, but charac- 
ters controlling the artifacts described 
would totally unbalance any normal 
campaign. 

Despite these flaws, this scenario 
does explain the history of the Ancients, 
and contains useful details about exped- 
itions into the upper atmosphere of a gas 
giant, several 'new' Ancient artifacts, and 
an odd starship resembling a piece of 
intestine mated to a bunch of grapes. 

If you're a Traveller completist, or 
want to find out the 'real' history of the 
Ancients, this adventure isa must. If you 
don't use the Ancients it may still be use- 
ful, but can't really be run without a lot 
of pre~aration. 
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On Saturday 
13 April 1985 

GAMES WORKSHOP 
GRAND OPENING IN 

NEWCASTLE& YORK. 
When? 

Saturday 
April 13th 1985, 
at 9.30am 

Games Workshop 
proudly presents 
the grand opening 
of two new retail 
outlets. 

Expected are 
hundreds of 
fantasy games, 
wargames and 
figure collectors 
waiting to pour in, 
to pick up the 
bargains and meet 
the celebrities. 

Special 
Events? 

* Board games and 
Roleplaying Games 
at only f 1 -including 
Call of Cthulhu and 
Golden Heroes. 

* Huge reductions 
in Citadel Miniatures 
prices, plus special 
limited edition 
figures for everyone 
carrying this advert. 

* Special signings 
by Ian Livingstone 
and Steve Jackson. 

loam York 
2.30 Newcastle 

And much more ! ! 

Where? 
YORK 

26 Goodramgate, York 
Tel: 0904-53575 

NEWCASTLE 
63 Clayton Street, N.O.T. 

Also At - 
Tel : 0632-32241 8 

MANCHESTER 

Unit 162 Marsden Way 
Arndale Centre 
Tel: 832 6863 

SHEFFIELD 
95 The Moor 
Tel: 7501 14 

NOTTINGHAM 
41a Broadwalk, Broadmarsh Centre 

Tel: 585744 

BlRMlNGAM 
Unit 37, West Court 

New Street Shopping Centre 
Tel : 632 4804 

LONDON 
1 Dalling Road, Hammersmith, W6 

Tel: 741 3445 
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MINING INSTALLATION 
CONTROL ROOM 

KEY: 
A: ARMOURED DOORS 
B: CEILING GRILLES 
C: RAMPS 
D: DESKS 
E: FOOD SYNTHESISER 
F: COMPUTER UNITS (BANKS) 
G: COMMUNICATIONS 

CONSOLE 
H: ROBOT CONTROL 

CONSOLE 
I: CABINETS - ELECTRONIC 

EQUIPMENT 
J: MAIN CONTROL DESK 
K: FRESHER 
L: HOLOGRAM DISPLAY 

SCREEN 
M :  HOLOGRAM DISPLAY 

SCREEN 

0 1.5 - 
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ISTAR TFuLw. Ill STARSHIP COMBAT -. AME f9.95 ITHE MOST IMPORTANT ADDITION TO THE STAR TREK RPG RANGE 
Take command of a STARSHIP and out-manoeuvre the enemies of your race to gain victory. Hide in 
asteroid fields, lay traps with deadly gravatic mines, or battle for planets in this fast paced exciting game. 
WHAT YOU GET:- * Introduction to Starship Combat. * Advanced rules. * Starship data+combat charts. 

* Master control panels. * 78 die-cut full colour counters. * Die-cu t display counters. 
* Starship combat hex grid. * 1 twenty-sided dice. 

LOCK ON TARGET AT: 
27/29 Sunbeam Road, London NWlO 6JP. 

WHIMZ, 56 Battersea Rise, South Circular Tel: 01-965 3713 

Road, London SW1. DJ'S TOYS Ltd, 11 Town Square, F.T.B. LAWSON Ltd, 71 New George 
NSS READING, 100 Broad Street, Stevenage, Herts. Street, Plymouth. 
Reading, Berkshire. GAMES'N'MODELS, 66 George St, Hull. H.C. GREEN, 25 High St, Royston, Herts. 
GAMERS IN EXILE, 293 Pentonville Road, THE GAMESKEEPER, 105 Cowley Road, THE WARLORD GAMES SHOP, 818 
London N1. Oxford. London road, Le~gh-on-Sea, Essex. 
CLASSIC MODELS, 126 Botcher Gate, GAMLEYS Ltd. Stoneborouah Centre. TRAlNS&THINGS. 1701172 Chorlev New - 
Carlisle, Cumbria. Maidstone. Road, Horwich, Nr Bolton. 1 FANTASK APS. Ski Pedersstraede 18 G.Y.F. BUSINESS SERVICES. 8 New ESDEVIUM GAMES. 185 Victoria Road. I 
1453 Kobenhaven K Denmark. Street, ~ e d b u k .  ~ l d e k h o t ,  Hants 
BOYDELLS, 16 Oxford Street, Bolton, HOBBY CENTRE, Unit 10, Hoxton THE CLYDESDALE, Tait Street, Carlisle. 
Greater Manchester. Shopping Walk, Hoxton St, London N1. PLEASURE & TREASURE, 4 Swan 
MANSELLS MODELS. Mansells Corner. THE HOBBY HOUSE HOBBY SHOP. 3 Llttle Sauare. Burslem. Stoke-on-Trent 
Palace Avenue, Baknton, Devon. 
RlTZ TOYS. 100 Queensmere. Slouah. 
Berkshrre. ' 

- 
TOYCRAFTCHELTENHAM, 14 Winchombe 
Street, Cheltenham, Gloucs. 
KEIGHLEY TOYS+SPORTS, 271-273 
Hoylake Road, Moreton, Wirral. 
GAMLEYS-CRAWLEY, 12 Hablett 
Avenue, Crawley, Sussex. 
GREGORYS TOYS,, 28 Arundel Street, 
Portsmouth, Hampshire. 
GREGORYS TOYS, 8-9 New Market 
Square, Basingstoke, Hampshire. 
G&l MODELS, Horsemarket Street, 
Warrington. 
W F O R D  MODELS & TOYS, 32 High 
Street, Burnham, Slough. 
BATESONS, 56 Abingdon Street, 
Blackpool, Lancs. - 
J.N. DlGGLE&SONSLtd, 32Albert Road, 
Blackpool, Lancs. 

Castle Street, Truro, Cornwall. 
JOTO, 7 Lawrence Sherriff Street, Rugby. 
MARKET MODELS, 70 Broadoar Wav, 
Stevenage, Herts. 
THE MODEL SHOP, 190-194 Station 
Road, harrow, M~ddlesex. 
KNIGHTS, 100 Broadstreet, Reading. 
PIED PEDALLER, 3 North Street, Thame, 
Oxon. 
TOYMASTER, 35 Commercial Street, 
Dundee. 
TRENTS LEISURE, 25 Bridge Street, 
Swindon, Wilts. 
THE WONDERFUL WIZARD FOR TOYS, 
14-15 Fishergate, Preston, Lancs. , 
STAMP SHOP, 34 St. Nicholas Cliff, 
Scarborough, N. Yorks. 
GAMES & PUZZLES, l a  Back of the Inns, 
Norwich, Norfolk. 
SWANSEA MODELS & HOBBIES Ltd, 
Plymouth Street, Swansea. 

D.W. GAMES, Shambles Arcade, 21 
Hales Street, Coventry. 
ARTS & CRAFTS STUDIO, 14-16 St 
Michaels Row, Chester. 
DAVIDS TOYS & HOBBIES, 52 High 
Street, Newhaven, East Sussex. 
F. GARNELL. 56 Harvev Centre. Harlow. 
Essex. 
CARTERS, 15 Bridge Street, Bradford, 
West Yorkshire. 
M&M NEWS, 5 Market St, Wolverhampton. 
GAMES WORKSHOP, Unit 162, Marsden 
Way, Arndale Centre, Manchester. 
GAMES WORKSHOP, 95 The Moor, 
Sheffield. 
GAMES WORKSHOP. 1 Dallina Road. 
Hammersmith, h on don W6. - 
GAMES WORKSHOP, Unit 37 West Court, 
New Street Shoooina Centre. Birminaham. 
GAMES WORKSHOP, 41a Broadwalk, 
Broadmarsh Centre, Nottingham. 

-- 
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I GAMES 
PEOPLE 
PLAY 
The garners games shop. I 

WE DON'T CLAIM TO HA VE EVERY GAME IN 
THE UNIVERSE BUT YOU'LL BE SURPRISED 

JUSTHOWMUCH WE HAVE ! 

MAIL ORDER WELCOME. 
BARCLAYCARD &ACCESS ACCPETED. 

I 

We carry all major and most minor role-playing systems with a full supporting cast of scenarios 
and back-up material. 

We stock almost every conflict boardgame currently available in the UK. 
Our 2nd hand games section offers out of print games. 

We offer an extensive choice of historical and fantasy figures by: 
ASGARD, CHRONICLE, DENIZEN, CORVUS, ESSEX, GRENADIER and others. 

I In 15mm you'll find JACOBITE and TABLETOP FANTASY, SF and HISTORICAL MODELS. 

PLUS 
SKYTREX 11300 MODERN. ROS and HEROICS 11300 figures. 

All this with a full logistic support of acrylic and enamel paints, 50 plus different rules sets, 
25 plus different magazine titles, dice, Gallia buildings, Prince August cast your own, 

Integral Terrain, Torchlight, Dungeons and .............. 
s 1.W" T- 5 Wellington Terrace, Bayswater Road, Notting Hill Gate, London W2. 

Telephone: 01-727 9275 

Nb Wslb. WhYlZOOV.) 
Open 11.00-5.30. Late Night Thursday 7.30. 

fYlk.unu.l"d-s... 
a A,. Is, U. 11.11. -. 114 S# Saturday 10.00-6.00. Closed Sundays. 

SUBSCRIPTION-ONE YEARITWELVE ISSUES 
UK & Ireland £1 1 .OO . . . . . . . . . . . . . . . . . . . . . . . . .  
Europe (airmail) £22.00 . . . . . . . . . . . . . . . . . . . . . . . .  
Other Overseas (surface mail) £22.00 . . . . . . . . . . . . . . . .  
Other Overseas (airmail) f33.00 . . . . . . . . . . . . . . . . . . .  
Important: are you renewing a subscription? . . . . . . . . . . . .  

Dwarf" embossed on the spine, and holds 12 issues. 
UK44.50  each including p&p. Please send . . . . . . . . . .  binders 
Europe-£5.00 each including pap. Please send . . . . . . .  binders 
Other Overseas-f6.00 each including p&p. Please send . . .  binders 

Travellers Journal (4 issues) 
Nexus (6 issues) 
Auto Duel Quarterly (4 issues) 
Space Gamer (6 issues) 
Fire and Movement (6 issues) 
Subs will begin with the current or next available issue. 

Please make your cheques/PO payable t o  (no cash accepted)Games 
Workshop 27/29 Sunbeam Road, London NWlO 6JP. 

ALL  PAYMENTS I N  BRITISH CURRENCY PLEASE 
VISA(Barclaycard), ACCESS, AMERICAN EXPRESS'and DINERS 
card holders can subscribe by telephone on 01-965 3713. 

PLEASE PRINT CLEARLY IN BLOCK CAPITALS 
NAME . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . .  
ADDRE@ . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . .  . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . .  

HEROES 
MINIATURES 
7, Waverley P lace  
Worksop,  Notts.  

Tel: (0909) 476128 

STARKILLERS - 50penCe each 

SKI Starkiller Captain 
SK2 Starkiller Female Bodyguard 
SK3 Starship Crewmambsr 
SK4 Starshop Crewwoman 
SK5 Multi.Combat Droid 
SK7 Starkiller Combat Droid 
SK7 Starkiller Warrlor 
SK8 Trooper in Body Armour - A .  

ADVERSARY FIGURES 
Foes end Villiansfor any R.P.G. or game. 
A1 Giant Lion headed demon 
A2 batherman 0.50 
A3 Evil Overlord 0.70 
A4 Evil Quaen 0.50 
A5 Spawn of Evil 0.70 
A6 Mercenary 0.70 
A7 Champion 0.50 
A8 Evll Guard 0.50 
A9 Elite Evil Gwrd  0.50 
1 Evil Wizard 0.50 

Send 50p for 
Catalogue Q 

L 
25mlm MUTANTZONE NOW AVAILABLE 

MOUNTED MEGAHEROES fl.30 

M M H l  Barbarnan las M G l l  on War Horse 
supplled woth weapons and equipment 

HEROES MINIATURES SPECIALITY SETS (2 80 Jh, Min 
Post & Packing 

HMSl Barbarian Adventure , up to  f a  

Includes. MGI. MMHl.  plus s special Barbarm over 10% 

figure that is only available in this set along 
wnth 10 weapons and equipment. 
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* TRADE STANDS THE ANNUAL FESTIVAL OF 
FANTASY AND SCIENCE FICTION 
ROLE-PLAYING GAMES. 

ESDEVIUM GAMES 
COST MAIL-ORDER SPECIALISTS - 

Come to Esdevium Games and see the best 
display of games in the country. 

5 days a week (cloud all day Wednesday). 
Fa ta t  t e l e p h o ~  mail order service. 

........ Some of our special lines 
RAGNARAK ENTERPRISES. As their UK agents we now stock all 
their products ..... The new RPG system, justly praised for emphasis 
on ro le -~ lav in~  develo~ment and realistic world desiqn. For more 

$ experienced garners ...... 
YSGARTH RULE SYSTEM: Set of 6 books: Fantasy Character, 
Battlecraft, Arts Arcane, Holy Orders, Fantasy World, Last Song of 
;$r&yt&(&i~&~: W.. . . . . . . . . . . . . . . . . . . . . . .  £11.95 

Ine of the Moon. Creatures Fair & Fell. Exaand- 

. . . . . . . . . . . . . . . . . . . . .  
in Worlds The Ancient Powers . . '. . £2.95 each or £9.95 the set. 
Y ~ S  RECORD SHEETS: f95p 
MINI-SYSTEMS: Ideal foranv FRP svstem 
1 .  WERES;2: Character RP . . . . . . . . . . . . . . . . . . . .  £1.70 
RAGNARAK have produced three series of adventures/scenarios 
suitable for YRS or D&D. All self-contained at budget prices. 
YSGARTH ADVENTURES: on €he low-entropy world of Ysgarth 
4: Cynfein & 5: Ptloemeias . . . . . . . . . . . . . . . . .  each £1.70 
JAHANNAMhVYRDWORLD: Set in a medium entropy world 
parallel in background to the Middle-East of the Middle Ages 
1 t o g :  . . . . . . . . . . . . . . . . . . . . . . . . . . . . .  each £1.70 
UTTGART: Set on this high entropy world 3 titles . . .  each £1.70 
ABYSS: i s  one of the leading small US .zincs. 
Issues 15-28 . each £1.20129-30: . . . . . . .  each £1.70 
EIGHT ADVENTURES FROM THE ABYSS. . . . . . . . . .  £2.95 
TO CHALLENGE TOMORROW. Multi Background, simple, SFIHis- 
torical RPG . . . . .  . . . . . . . . . .  £6.95 
TRIAD (exp 1) . £3.'95.' LONDON BY N'IGHT (exp 2) . . £5.96 
THE DRAGON TREE 
Esoec~allv for all DMs who want to make theiradventures interestina 
and inteliigent. 

- 
HANDBOOK OF TRAPS & TRICKS: Over 100 ready-to-play traps 
& tricks of a wide variety and type of complexity . . . . . . .  £7.95 
DRAGON TREE SPELL aOOK: Some 225 spells, zero to 10th 
levels, wide in range and use . . . . . . . . . . . . . . . . . . .  £5.95 
BOOK OF ARTIFACTS: 200+treasurelartifacts with users. use. 
misuse, prices powers and occurence . . . . . . . . . . . . . . .  £5.96 

. . . .  MONSTER FILE Vol 1: Let your players see the beast £4.95 
AMAZON MUTUAL & DESERT PLOTS: new adventures and 
scenarios. . . . . . . . . . . . . . . . . . . . . . . . . . . .  each £5.96 
~ h e s e  arelust some of our games. Our ESDEVIUM GAMES (4W) 
catalogue contains detarls of vrnually all 185 Victorla Road, Aldenhot. 
games avarlable In the UK. Send 16p m Ha"ts lJU 
stamps & 17p SAE (overseas 4 IRC) for a T < ~ o ~ ~ ~ ~  311443 
copy (free mrh orders over f51 Farnham 722269 (other times) 

NO POSTAGE ON MANY GAMES FOR 
Telephone Order with ACCESS REGULAR CUSTOMERS. 

Payment in f Sterling please 

For probably the widest range of role-playing, 
war and sports games In the southwest. Also 
metal f~gures, robot models, posters, Judge 
Dredd magazines, + T-Sh~rts, + V~deo A r c a d e - a l l  
can be found at:  

The Joke Shop, 158-159 East Reach, Taunton 
Tel: Taunton 85630 

Opening hours 10.00-5.30 (Closed Thursdays) r 
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Dear WD, 
Whilst perusing the February issue, I 

found several points which I believe 
need commenting upon. 

Firstly, on the Fiend Factory debate: it 
is a fact that the quality of the Factory has 
deteriorated of late, but the February 
issue was a distinct improvement. These 
mini-scenarios help to flesh out the 
monsters, and I hope that when Fiend 
Factory branches out into other sys- 
tems, this excellent idea will be used. 

I also notice that the price of our won- 
derful hobby is continually on the 
increase. As gaming becomes increas- 
ingly commercialised and hyped, so the 
prices increase. Admittedly, some rises 
are necessary, such as the figure price 
increase, but the new RuneQuest costs! 
Oh no! As far as I can see, this will simply 
begin to kill off the game, I mean £24.95 
is really quite ridiculous. 

Back to White Dwarf, however. A Place 
o f  Damp and Darkness is one of the most 
excellent and inspiring articles seen for 
some time. Let's hope for some more of 
similar quality. A new writer I notice. 

I cannot understand the populace's 
disdain for The Travellers, Thrud and 
Dave Langford, all of which are excellent 
and contribute to the standard of White 
Dwarf, which is above that of most of its 
garish American contemporaries. We 
should be pleased with what y e  have. 

Yours faithfully, 
Stephen Gardner, Cheltenham. 

Dear WD, 
Could I make a suggestion? Could the 

RQ scenario be designed with 3rd edition 
stats along side the 2nd edition stats? It 
does not need to be any major effort, just 
get the writers to add such things as 
Magic points, Fatigue, DEX SR, some 
skills and spells in brackets. 

I loved Beyond the Shadow o f  a 
Dream, forthough it was labelled a D&D 
and Fighting Fantasyscenario it was full 
of role-playing. It would be easy for any 
referee to convert it to any other system 
easily. 

The 'Motivated Traveller' was also 
very useful, again because if you get the 
spirit of the simple objective system you 
could use it in any other system. The 
Altruist looks particularly fun to play! 

In days gone by when I played D&D 
and no other system had been izvented, 
the new monsters in Fiend Factory did 
create interest. The game seemed to be 
one long puzzle of how to take out the 
next monster. We knew no betterthen. It 
was only later that we realised that the 
best evenings play were spent role- 

playing. Now new characters, settings, 
new plots and land keep us amused. 
How about turning part of FiendFactory 
into a space for plot ideas? 

Issue 61 is one forthefile, sottiankyou 
WD. There was even an article on 
Alchemists, and me with a new charac- 
ter who is a dwarf. 

Yours role-playing, 
Max Parsonage, Oxford. 

Dear WD, 
It's a well known fact that you can't 

win, but you can't win, can you? Still 
smarting from the lash of Peter 
Murawski's sarcasm, we thought it 
might be worth writing to explain to him 
and Lolth's anonymous follower what 
we were trying to achieve in writing 
Night's DarkAgents the way we did. 

What we were not trying to do was to 
.take on the task of creating a Nipponese 
supplement for AD&D. That has been 
promised for some time, and when it 
arrives will no doubt cover samurai, 
ronin, yakuza, geisha and ninja amply 
enough to satisfy Peter. We had a more 
modest aim - to provide enough infor- 
mation on historical ninja to allow 
players and referees of any role-playing 
games to accurately incorporate ninja 
and ninjutsu. Such information was 
obviously relevant to Bushido, which 
already has ninja, but given the wide 
popularity of AD&D and RuneQuest, we 
included rule variations for these sys- 
tems as well, and in the case of the 
former a complete character class. 

This might seem a pointless exercise 
if, as Peter maintains, such a class is 
incompatible with either game. That all 
depends on how closely you stick to the 
original rules when designing a cam- 
paign. It's true that the ninja are not 
really at home in the feudal European 
setting of AD&D, and the combat rules 
make it difficult to simulate chain 
weapons and the aimed attack charac- 
teristic of martial arts, but there is 
nothing fundamental to prevent an 
AD&D based campaign being set in a 
fantasy Japan similar to Bushido's 
Nippon, or for that matter a RuneQuest 
based one. There is an important differ- 
ence between a rule system and a rule 
setting. Those who don't want a 
Nipponese campaign can take as much 
or as little as they want from the articles, 
but given the popularity of thieftassassin 
types, we would have thought thatthere 
was something in them for most people. 

Hour o f  the Tiger was a multi-system 
scenario, and there was no way that full 

stats for all of them could have been 
included in the available space. They 
shouldn't really be necessary, though. 
NPCs do what the referee wantsthem to 
do, and the people who need to have 
fully detailed skills are the player charac- 
ters. They had three articles and a 
character class, which should be enough 
to go on. 

Before signing off, could we use this 
oooortunitv to ask Gordon (?I  Schilde. 
tki-ninjutsu student from ~anada  who 
wrote to us care of White Dwarf to write 
to us again. The envelope with your 
address wasn't passed to us, and we 
can't reply! 

Hoping things are clearer now, 
Chris Elliott and Richard Edwards, 
London. 

Dear WD, 
It is with regret that I do not use the 

usual preamble we find in most of your 
letters (you know the sort, 'the best 
Dwarf I've ever read' etc). Increasingly I 
find it lessworth the effort of sorting the 
good articlesfrom the plethora of ads etc. 

Anyway, down to business, and in 
particular the letter from Jez Keen 
printed in WD67. In defence of the Fiend 
Factory he gives the excellent reason 
that they provide interest, confronting 
the players with something they don't 
expect. In the same issue's Fiend Factory 
we find the armbane bug (a poisonous 
flying beetle), the buzzbug (stand out- 
side on any summer's day, sweat and see 
who happens along), and various other 
creatures, apparently doing the same as 
may creatures of a different size. 

Jez does have a point though, a 
limited number of monsters does make 
for a boring 'knock 'em down drag 'em 
out' dungeon crawl, but outside the 
bendy dungeons and cartoons there is 
room to make monsters more interest- 
ing, perhaps in the vein of Trollpakfor 
D& D. 

Even within the dungeon there is the 
opportunity to make the monsters 
interesting. Jez gives the example of 
trolls running a sweetshop as novel, but 
silly, and I quite agree, but trolls and 
even orcs may run sweetshops when 
they're just next doorto the ironmongers! 
Someorcs may be capableof running an 
organised society. 

Imagine yourerrant paladin's surprise 
when, packed full of stories about orcish 
misdeeds, and out for blood, with the 
full blessing of his church, he comes 
across an orc city full of (moderately) 
calm and peaceful orcs. Add a nearby 
tribe of orcs of a more traditional vin- 
tage, and the paladin will feel a great 
crisis of conscience looming! (Read the 
first Corum books by Michael Moorcock 
for a similar situation). 

The wealth of monsters available will 
provide a great variety of different ways 
for adventurers to kill or be killed, but a 
well chosen and fleshed out selection 
will, in my opinion, make for an ulti- 
mately more interesting and durable 
campaign. I can do no better than to 
quote Roger Musson (WD25). . . 'D&D in' 
its highestform allows players the fun of 
actually taking part in a fantasy novel'. 
Please note thatthe numbers of different 
monsters in a good novel is very low. 

May yourtroll's profits never dwindle, 
Nigel Steel, Upminster. 



DM'S INTRODUCTION 
The Dawn of Unlight is a fantasy 
scenario set in the Forest of Mirkwood in 
the northwest of Middle Earth. Although 
firmly set in the world that Tolkien 
created, it may also be set in your own 
campaign world with little trouble; pick 
any forest area associated with evil 
things and make sure that there are 
some elves or a similar race nearby. If 
you are playing the scenario in Middle 
Earth, almost any time period could be 
used, such asthe standard MERP seven- 
teeth century TA or sometime in the 4A. 

This adventure has been designed for 
fairly low level characters, although 
DMs should not find it difficult to 
upgrade individual encounters for more 
powerful adventurers. A party with a 
total of around 15-20 levels is 
suggested, eg 3-4 types of characters of 
5th level or 6of 3rd level. If you are play- 
ing MERP, the following types of charac- 
ters are suggested: silvan elves, sindar, 
stoors, beornings. dunedain, eothraim 
(rohirrim) and woodmen. Any character 
professions and abilities may prove use- 
ful, and everyone should be able to 
defend themselves. If you are plziying 
D&D or AD&D the following races and 
classes are suggested: elves, men, 
halflings, half-elves, half-orcs, fighters, 
rangers, magic-users, clerics, druids and 
thieves. 

The party should start based in or 
around the Forest of Mirkwood and the 
adventure begins as a seemingly normal 
trip into the forest. It would help the plot 
greatly if one or more of the characters 
comes from a woodland tribe. The 
following extract from The Silmarillion 
should provide you with ideas of the 
atmosphere you should try to create and 
can be read to the characters if they visit 
the elves (section 3) 

'. . . Therefore Melkor said to her: 'Do as 
I bid; and if thou hunger still when all is 
'done, then Iwi/lgive thee whatsoever thy, 
lust may demand. Yea, with both hands. 

'A cloak of darkness she wove about 
them when Melkor and Ungoliant set 
forth: an Unlight, in which things 
seemed to be no more, and which eyes 
could not pierce, for it was void. 

'Upon the mountain-top dark 
Ungoliant lay; and she made a ladder of 
woven ropes and cast it down, and 
Melkor climbed upon i t .  . . Then Melkor 
laughed aloud, and leapt swiftly down 
the long western slopes; and Ungoliant 
was at his side, and her darkness 
covered him. 

'And in that very hour Melkor and 
Ungoliant came hastening over the 
fields of Valinor, as the shadow of a 
black cloud upon the wind fleets over the 
sunlight earth; and they came before the 
green mound Ezellohar. Then the 
Unlight of Ungoliant rose up even to the 
roots of the Trees, and Melkor sprang 
upon the mound; and with his black 
spear he smote each Tree to its core, 
wounded them deep, and their sap 
poured forth. But Ungoliant sucked it up, 
and going then from Tree to Tree she set 
her black beak to their wounds, till they 
were drained; and the poison of Death 
that was in her went into their tissues 
and withered them, root, branch and 
leaf; and they died. And stillshe thirsted, 

paw 
P/AD&D Scenario in the F 

andgoing to the Wells of Varda drank there are many tracks around. The 
them dry; but Ungoliant belched forth players will find that the bodies have 
blackva~ours as she drank, andswelled been hacked, stabbed and torn apart. 
to a shape so vast and hideous that 
Melkor was afraid. ' 

PLAYERS' INTRODUCTION 
The party are between the Forest River 
and the Old Forest Road and are hunting 
either for their supper or furs. They 
stumble into a clearing in pursuit of a 
boar or deer and see a woodman 
encampment on the other side, nestled 
amongst the boulders that surround a 
natural fountain spring. However, the 
glade is unusually quiet, the tents are i r  
disarray and in the undergrowth lie 
many bodies.. . 
GM's Notes 
The players should not be expecting 
trouble and though they have strayed 
deeper into the forest than they usually 
care to, they should initially feel within 
the safe confines of civilisation. As they 
are on a hunting trip, they will most likel) 
not have all their usual adventuring gear 
It may help you to keep a calendar as 
time may become important 

ONE 
The Clearina 
 hec clearing is about 30 by 50 yards and 
has a rocky outcrop at one side where 
the spring Is. Straggly shrubs and grasses 
grow on the floor of the clearing and 

The woodmen were fallen on unawares 
in their sleer, and the bodies have been 
lying dead fbr some time (over a day). 
The guards were presumably surprised 
and slain first, then every other person 
was slaughtered. Players may search 
the area for as long as they like. Each 
1h hour a character may make a 
Perception roll (AD&D: roll under INTon 
4d6). If successful, roll a d6to determine 
which of the following points of informa- 
tion they realise or discover. If this is a 
repeat of an earlier roll or is inapprop- 
riate to their skills, nothing is discovered. 

1. The men were killed both by 
natural weapons (teeth and claws) and 
by manufactured ones (daggers and 
swords). Some arrows were evidently 
used but retrieved - except one, a 
blackened-wood shaft with a wickedly 
barbed head. 

2. There are no bodies of children 
here, despite the obvious signs in these 
tents of childrens' belongings. 

3. The branches overhead around the 
edges of the clearing retain strands of 
great cobwebs. They are still slightly 
sticky. 

4. A number of the bodies appear to 
have died of smothering or suffocation 
before being mutilated. Only someone 
able to healcan tell this. 

5. A successful tracking skill roll will 









evil clash. Nimrindal assumes a ghostly 
white form and startstodraw on a beam 
of white light which appears to come 
down from the Moon. As the struggle 
continues, the beam grows stronger and 
Nimrindal bigger. The clash of energies 
makes the earth convulse and showers 
of rocks are throw up into the air. Trees 
are tossed like matchsticks and all the 
characters (again including the High 
Priest) will suffer a 'B' crush critical 
(AD&D: 2-20 points of damage). 

When the turmoil ceases, the charac- 
ters will see that the spirit of Ungoliant 
has vanished and her web is rapidly 
melting, leaving piles of slimy sludge 
glistening greeny-black in the moonlight 
where it evaporates and dissolves the 
Cultists trapped by it. Then, from the 
centre of the hollow rises a terrible 
figure: blackened and torn by magical 
energies, his eyes ablaze with madness 
and torment is Ungurth More the High 
Priest. He will utter a terrible curse and 
attack the party to the death for their 
actions. This is the final encounter. You 
may wish to wind up the adventure in a 
number of ways: the characters will 
have earnt the gratitude of the local 
people for rescuing lost children and of 
the high elven lords for averting a terri- 
ble disaster. Perhaps they will also 
reward the party with gifts, or there 
might be plenty for all in the Cultists' 1 caves.0 

Note 
Wights carry green wooden daggers that have +15 OB for evil creatures. Wights also cause a 
B'cold critical wheneverthey hit, but do not cause paralysis. Wightscan only be damaged by 

enchanted or magic weapons. 

AD&D STATS 
Section One 
'Troll': ogre, HD4-1; HTK21; AC5; c 
'She-troll': ogress; H D ~ T  1 ; HTK 19; 

Section Two - - - -. - . . . - . - 
Wights: HD4+3; HTK23(A), 26(B); AC4,(A),6(B); dagger (1 -4+drain level); silver or magic I 

weapons to hit; selective spell immunity. 

Section Three 
Golbak: hobgoblin, leader; HD1 +l; HTK9; AC5; morning star (2-8+1); +1 hit prob (17 STR). 
Orcs 1-4: HDI; HTK7,7,8,8; AC6; 1: scimitar and shortbow; 2: scimitar and 2 spears; 3: axe 

and shortbow; 4: handaxe and 2 spears. 
She-bear: black bear; HD3+3; HTK15; AC7; bite (1-6); 2 claws (1-3); hug (2-8). 
Spiders 1-4: giant spiders; HD4+4; HTK16,19,20,23; AC4; bite (2-8 + poison); webs. 

Section Four, 
Bats 1-4: glant bats (FF) 
Durhis: male elf; HDl +I 
Mordesir: female elf; HDI +l; hp 7; AC 6; scimitar, 3 throwing daggers (+3 hi 
Hirnvorn: woodman; HD1; HTK6; AC7; mace. 
Goregon: 2nd level fighting-man; HTK 15; AC7; mace (+1 damage). 
Avethen: 1st level fighting-woman; HTK9; AC6; longsword. 
Dearthon: 1st level fight 
Spiders 5-6: giant spide 

Section Five 
Ungurth More: 4th level MU; HTK11; AC10; dagger; S13,117, W16, D14,Co7,Ch12. 

Spells: Shield, magic missile, push, darkness 15'r, web; Magic Ring can cast 
darkness once per day; Magic Staff allows all 1st level spells to be cast twice in a day. 

Galos Caradhol: male elf; fighter; 6th level; HTK49; AC-2; bastard sword (+ I  damage) 
S17,115,W16,D18;Col5;Ch13; +2chainmail; Elven Cloak. 
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INTRODUCTION 
In White Dwarf 56-59, Chris Elliott and 
Richard Edwards gave a detailed and 
fascinating account of the Japanese 
ninja, and applied the information to 
such fantasy role-playing games as 
RuneQuest and D&D. However, anyone 
who reads contemporary pulp thrillers 
or superhero comics will have run into 
one idea that was not discussed in 
Night's DarkAgents; the survival of 
ninja groups and ninjutsu into the pre- 
sent day and even the future. This raises 
the possibility of applying someof Chris 
and Richard's ideas to Spy, SF, and 
Superhero games, which is the purpose 
of this article. 

1 Justification 
In any world where violence, rivalry, and 
political intrigue persist, there will be a 
need for experts in the arts of stealth, 

I combat, and espionage. Of course, such 
I experts are not always popular, and the 

rulers of society may decide that they 
represent a threat to the status quo; 
thus, in a stable era when theseskills are 
not proving widely useful, organisa- 
tions dedicated to their employment 
may well die out - or be attacked and 
eliminated. Furthermore, as communi- 
cations improve the scope for large, sec- 
retive organisations with extensive 
training facilities dwindles. This is pre- 
sumably the reason that ninjutsu can 
only be said with certainty to have sur- 
vived until the 17th century; the art may, 
however, have survived longer as some 
evidence suggests. 

Japanese fighting skills and physical 
disciplines certainly have lasted up to 
the present day; karate and judo are 
obvious examples, but even such 
exotica as iai-jutsu-fast sword drawing 
-are all still studied and practised. 
Ninjutsu, however, is a little more than 
these; it comprises a whole body of 
complex techniques, demanding years 
of study and training, and must there- 
fore be taught as something more than 
a hobby by a dedicated organisation. 
(This is not to say that individual ninja 
skills, as described in Night's Dark 
Agents, could not be 'borrowed' and 
adapted for use by less extensively- 
trained fighters or spies, but in general 
such borrowings are well enough 
covered by most systems' provision for 
stealth, martial arts, acrobatics or recon- 
naissance skills; ninja are peculiar for 
their dedication to such arts and for 
some of the highly developed details of 
theirwork, not just for any one trick). Thus 
a campaign that isto involve ninjutsu, or 
something like it, must incorporate ninja 
organisations, at least in the background. 
Not all ninja-trained characters need to 
be active members of such bodies, of 
course, but there must be some link or 
association. One obvious possibility is 
the existence of ninja-trained 
renegades, who certainly occur in fic- 
tion; if the ninja organisations bear 
animosity to such freelances, as seems 
likely, then the solo characters had bet- 
ter be good if they are to survive. 

PC ninja can either be freelances, 
whether renegade or on good terms- 
with their'schools', or members of nrnja 
organisations, as Night's Dark Agents 
assumed for fantasy games. The latter 
approach is very much a matter for the 
GM's decision, and if it is determined 
that players may use 'serving' ninja, 
then the whole party should generally 
be such, as ninja have little cause to 
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work with non-ninja for more than one- 
off missions. This approach will set the 
style and 'tone' of the whole campaign; 
it might well be interesting to pursue, 
but it should not be taken lightly. On the 
other hand, given that a reasonably 
plausible ninja will be a dangerous 
character by any standards, care should 
be taken about allowing 'freelance' PC 
ninja in 'mixed' parties, if the non-ninja 
characters areto get a look in. This is less 
of a problem in superhero games, where 
extensive special training is just oneway 
of obtaining superhuman abilities, and 
it may be reduced in games with a large 
non-combat element (a ninja on the 
crew of a mercantile starship would be 
of limited use when it was simply trad- 
ing, but could be highly useful when and 
if the crew were attacked while on the 
ground), but it should always be 
considered. 

Maintaining Balance 
The problem with introducing ninja into 
any game is that they are very, very 
dangerous. Even if non-ninja characters 
are good enough to defeat them face to 
face, or if the campaign puts a premium 
on non-ninja skills, the talents which 
make the ninja what they are can still 
make the referee's job difficult. Stealth 
and assassination techniques can allow 
a ninja characterto kill an opponent- no 
matter how powerful -without even a 
fight, while clever use of spying skills 
can make it hard for GMs to preserve the 
secrecy and confusion that make cam- 
paigns interesting. At their best, ninja 
will use psychology, misdirection, and 
subtlety to achieve their ends; GMs or 
players operating ninb would probably 
have to be ninja themselves to handle 
this properly! 

Furthermore, most games assume 
that player characters startthe game-or 
at least the character generation process 
-as ordinary people with fairly unre- 
markable upbringings, who then 
acquirethe skills that the game requires. 
Ninja are not likethis.They were-orare 
-brought up from childhood to be pre- 
pared for a life of action, violence, and 
careful use of their abilities, and a 
character generation system that 
adequately reflects this could produce 
truly overwhelming individuals. 

There are a number of ways of balanc- 
ing out these problems. Firstly, 
whenever ninja or similar characters 
appear, remember that they are 
specialists. Their peculiar, lengthy train- 
ing may have left them short of modern 
technological knowledge, and they may 
display some ignorance of the subtleties 
of normal society. (Of course, the best 
ninja can be masters of disguise, and so 
will not be too ignorant, but not all will 
bethe best.) If their schools are assumed 
to be very traditionalistic- as is very 
likely-ninja may be strikingly ineptwith 
modern weaponry. Their hair-trigger 
reflexes can be a limitation; one tradi- 
tional way of unmasking a disguised 
ninja in a crowd was to stage a mock 
attack, and see who reacted fastest, and 
in a campaign with extensive role- 
playing, these shadowy, single-minded 
specialists may stand out as freaks. If 
there are no player character ninja, prob- 
lems may be reduced by careful 
refereeing, ensuring that no situations 
occur in which hostile ninja could use 
their special skills to completely annihi- 
late a PC party, and making very sure 
that PCs facing ninjas know that they 
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equal number of ninja. Some were 
warned or possessed exotic senses, 
and demolished their attackers; 
some survived the initial attack 
because of their powers, and could 
fight back; some were in bad trou- 
ble, and needed very special medi- 
cal attention.) In such games, player 
characters with ninja-style abilities 
are less of a problem, although 
referees must always allow fortheir 
talents when preparing for games, 
giving them scope to use subtlety, 
but ensuring that they do not tram- 
ple unsubtle villains underfoot. Of 
course, this assumesthat the player 
isskillful enough to use a ninja-style 

character properly; again, it must be 
pointed out that the most refined ninja 
skills of psychological manipulation 
could be very hard for a player or referee 
to match. 

Ninja characters should be easy 
enough to 'build' in terms of most 
superhero game systems; high dexter- 
ity, a vast array of skills (notably stealth, 
martial arts, and weapon skills), and 
appropriate equipment, will together 
make up a plausible ninja. In fact, issue 3 
of Hero Games' Adventurers Club 
Quarferly has a set of statistics for ninja 
for use in Champions, although these do 
not quite fit in with the original style of 
training of such individuals (notably, 
they are wearing armour and lack 
acrobatic skills). Part of the problem is 
that a character with the full range of 
classic ninja abilitieswould tend to be in 
the superhero class, whereas recent 
comics involving ninja have tended to 
show small groups of heroes (or solo 
heroes) in combat with small armies of 
would-be assassins; obviously, most 
comic-book ninja must be regarded as 
being amongst the less-well trained or 
capable. Notable exceptions exist, how- 
ever, and some (such as Kirigi in 
Daredevil) are amongst the most lethal 
of super-villains. The ethical standpoints 
of ninja and most superheroes are so far 
apart as to make ninja player character 
(or NPC heroes) highly unlikely, but it is 
quite possible to designate hero 
backgrounds that include elements of 
ninja training - as for example, in the 
case of the X-Man Wolverine. 

The Dark of Space: Science Fiction 
Games 
If we can conceive of ninjutsu surviving 
up to today, why nottomorrow? In other 
words, why not incorporate ninja into 
SF role-playing games? 

The question may not be quite as sim- 
ple as this. The survival of ninjutsu 
requires means (theavailablity of poten- 
tial sitesfortrainina and headauartersl. 
motive (a demandcfor ninja-stjlle ser- " 
vices), and oppoflunity (governments 
unable or unw~l l~nn to stamD out the 
ninja, and a traditi6n of ninjutsu train- 
ina). For all three to be available continu- 
ot.kly from the fairly recent past to the 
far future may strain credibility; how- 
ever, if actual ninjutsu become less likely 
the further into the future a game is set, 
the more plausible it becomes that some 
comparable art might have emerged 
between the present and the time of the 
game-setting. 

Thus the important question is 
whether the game is essentially 'near 
future'or'farfuture'. In theformercase, 
actual ninja are plausible, and much the 
same comments apply as were made 
about spy RPGs. In the latter days-more 

usual in most games - 'pseudo-ninja' 
may appear. 

The place of ninja (or similar) in the 
game is very much a matter for the 
referee's judgement, based on the 
nature of interstellar and planetary gov- 
ernment, the extent of explored and 
colonised space, the age of planetary 
communities, the efficiency of com- 
munications, and other factors. A 
recently-contacted, technologically- 
backwards   la net miaht have a tradition 
very simila; to ninjutzu in medieval 
Japan, and its exponents might repre- 
sent a dangerous factor for characters 
visiting the planet to consider; 
moreover, off-worlders m'ight hire and 
ship out individual ninja to serve as spe- 
cial s ~ i e s  or assassins. (If the world were 
obscure, known only to the ruthless 
tradina cor~orations who ex~loited its 
ninja fGrtheir own purposes,'that corpo- 
ration might be feared for its deadly 
agents; locating the source ofthese indi- 
viduals might be a challenge set the 
player party by some rival company). Of 
course, such 'backwoods' ninja could be 
seriously handicapped by a lack of 
knowledge of sophisticated security sys- 
tems (infra-red detectors, electronic 
locks, robot guards, and so on), and so 
in time their training might be modified 
to bring them closer to a second possi- 
ble type; the ninja as a sophisticated 
interstellar force. In a campaign which 
played up political machinations and 
intrigue in old-established interstellar 
empires, the referee might determine 
that a tradition akin to ninjutsu had 
emerged on an interstellar scale, with 
training camps on remote worlds and 
traditions incorporating technical know- 
ledge appropriate to operations in an 
interstellar society. As in espionage 
games, the gap between ninja and other 
characters in certain fields could be a 
problem, but some interesting scenarios 
could nonetheless develop. Ninja style 
characters (NPC or PC) would be of less 
relevance in campaigns which 
emphasised trade or large-scale combat, 
although they could appear ascommer- 
cia1 spies, assassins in pursuit of gener- 
als, or suchlike. A completely different 
reason why something akin to ninjutsu 
might emerge would come in cam- 
paigns where humanity faced one or 
more powerful non-human races with 
expansionistic tendencies, in areas so 
large that fully military expeditions 
could not be committed to deal with 
every problem. Needing superlative 
spies, perhaps capable of engaging 
physically superior aliens in personal 
combat, human governments might 
well set up extensive long-term 
programs. Finally, referees might con- 
sider borrowing ideas from Frank Her- 
bert's Dune novels, which feature 
planets full of warrior societies, 
emphasising archaic weaponry because 
of the availabilitv of ~ersonal force fields 
which block any physical object moving 
faster than a knife-thrust. This is not an 
idea to be followed casually, however; 
such defenceswill completely revisethe 
nature of the society in which they are 
used, and will imply amendments to the 
games rulesfor everything from charac- 
ter generation to shipbuilding. 

As in fantasy games, it is unlikely that 
non-humans would be found in science 
fictional ninja or pseudo-ninja groups, if 
only because the more sophisticated 
mental and physical disciplines involved 
would have to be rather different for 
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non-human psychologies and 
physiologies. However, it is very plausi- 
blethat non-human races could develop 
some something akin to their own form 
of ninjutsu (equally inaccessible to 
humans), and indeed the character gen- 
eration system in the Traveller Aslan 
module includes an Assassin career path. 

SF games tend to emphasise prior 
experience in their character generation1 
systems, which makes ninja - trained 
from childhood instead of from age 18- 
a double problem; if one adapts the sys- 
tem to match, one will produce gro- 
tesquely dangerous characters, which is 
~articularlv bad if one is considering PC 
hinja. some compensations may be  
achieved by lowering the ninja's effec- 
tive technical and technological know- 
ledge or education, but the place of 
these superb killers in the campaign as a 
whole must be carefully judged. In addi- 
tion, some gamesdo not deal with ninja- 
style skills (stealth, wilderness survival, 
archaic weaponry) in great detail, 
although adaptations can be attempted; 
issue 79 of the Journalofthe Travellers' 
Aid Society had an excellent, if slightly 
sketchy, article on Martial Arts in that 
particular game at least. 
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Fiend Factory is a regu- 
lar department for read- 
ers' monsters. 

Many hundreds of years ago 
the prosperous oasis city of 
Trogaar controlled all trade 
throughout the desert region. 
Gradually the sands / 

reclaimed its land, and th Y'; people slowly abandoned the 
city as more fell into disrepair. 
The High Priest, Desv, died 
with the city when its final 
.defences were breached by 
the elements and the increas- 
ing numbers of desert 
marauders. Desv had sDent 
the last desperate months 
creating a creature to protect 
the holv  laces from desecra- 
tion, the 'sand golem. In these 
times they numbered over 
two hundred, only a handful 
now remain to carry out their 
final task; to kill all intruders. 
Showing no fear, they 
methodically carry out this 
task until their foe or they are 
destroyed. 

SAND GOLEM 
by Ian Alvarri 

FIEND FACTORY 
1 

TROG 
No Appearing: 1 
Armour Class: 7 
Movement: 8" 
Hit Dice: 50HP 
Treasure: Nil 
Attack: 2-20 plus special 
Intelligence: Low 
Alignment: Lawful evil 

The sand golem stands over 9'tall and is 
heavily muscled in build with a strength 
of 19with all bonuses. The golems range 
in colour from a bright yellow to a light 
brown. 

They are immuneto weapons under a 
magical + I  in value. To disguise its 
approach, the sand golem will create a 
sandstorm covering an area of three 
hundred square yards, centred upon the 
golem. Anyone who is caughtwithin this 
storm will be blindedfrom it on a 1-5on 
a D6. Within this sandstorm the golem 
will surprise it's opponents 90% of the 
time. Agolem can create such a storm at 

will anywhere there is sand. The storm 
will not radiate any form of magic if 
magic is detected for inside it. Also 
within the storm, the golem has a magic 
resistance of 20% and its foes are at -2 
to hit. Each person in the storm must 
make a save vs magic or become con- 
fused from the swirling patterns of sand, 
the effect lasting for 1-2 rounds. This 
saving throw must be made at least once 
every three rounds while within the 
storm. 

Never having to eat or rest, a sand 
golem can stalk its prey at a steady rate 
of 15 miles per day or until the prey 
leaves the desert. The deep black orbs 
which are its eyes can cause fear unless 
a saving throw is made. A disintegration 
or two dig spells cast upon the golem 
will destroy the sand golem. 

The upper levels of the city have been 
occupied by a large tribe of desert orcs, 
who have discovered a well still fed by a 
stream,far belowthe surface of the city. 
Thev do not venture into the lower 

AAR 
Desert orcs are mainly sand-brown in 
colour retaining the pinkish snouts and 
dark brown hair of their normal cousins. 
Desert orcs have well developed tusk- 
like lower canines and some are known 
to have a short horn based on their 
foreheads. 

Desert orc tribes appear to be just as 
hateful towards other tribes as they are 
to the majority of human and demi- 
humankind. Desert orcs principally 
fight, however, not fortribal respect and 
honour, nor for greed, but simply 
because they delight in seeing crea- 
tures, other than themselves, in great 
pain. Likethe majority of sadistic bullies, 
however, desert orcs are great cowards 
at heart. 

Desert orcs are often (60%) encoun- 
tered riding light war horses and for 
every 20 encountered there will be a 
groupmaster of 14HP and 1-2 champions 
of 13HP. If 80 or more desert orcs are met 
there will be a sub-chief of 2+2HD, 
2 groupmasters and 5-20 champions. 
Sub-chiefsarearmourclass 2and do an 
additional 2HP of damage. The desert 
orc lair is above ground 95% of the time 

I reachesof the passageways beneath the and consists of a-wooden stockade 
city, they fear the sand golems as much within which are D10+20 log huts. This 
as the sand sni~ers which lurk near this. stockade will be defended bv3-12 watch 
their only source of water. The desert 

' 

orcs use the city as a base for all their 
raiding activities. 

DESERT ORC 
by Duncan Gregory 

No Appearing: 
Armour Class: 
Movement: 
Hit Dice: 
Treasure: 

Attack: . 
Intelligence: 
Alignment: 

20 - 200 
4 
9" 
1+6 ' 
Individuals L, M; 
D, ( ~ 5 ) ,  S in lair 
1 -8,0r by weapon 
Low-Average 
Lawful evil 

towersand 3 heavy and 2 light catapults 
for every 30 warriors. There is a 30% 
chance for any lair to have 1-2 ballistae. 
If the lair is subterranean then there is a 
65% chance of the tribe using 1-6 giant 
scorpions as guards. 

The desert orc lair contains thefollow- 
ing figures in addition tothose previously 
mentioned: a chief (AC2, HD3,3-12 
(D10+2) damage), a group of 1-4 sub- 
chiefs, and 5-30 champions selected as 
bodyguards. Females equal to 150% of 
the number of males are present and 
fight as goblins: young equal to 200-300% 
of males are also present but are non- 
combatant. 



FIEND FACTORY 

good night vision which enablesthem to place near oases and murky waterholes 
see up to 60' or 90' on bright moonlit in sand-swept deserts. Snipers are a hid- 
nights. den terror, waiting in their concealed 

The cactus cat is small, being about homes beneath the sand. 
the size of an ocelot but is covered in jet The sniper's 5 huge and heavy tentacles 
black fur which consists of small, tightly lie just out of sight, covered with sand, 
packed hairs. These are noticeably never hesitating to snatch at any form of 
longer on the ears. life. Generally yellow-tan in colour, the 

To aid survival in the arid wastes in 30 or40foot long tentaclesstretch outto 
which they live during drought, they form the perimeter of the sniper's 
drink the sap of cacti. They have territory. Unlike the hard, scale, 
developed bony ridges on their forearms armoured tentacles, the sniper's short 
tocutthrough thetough, leathery skin of cylindrical body is rather soft and leath- 
all but the biggest cacti. Each cactus cat ery in texture. Being well-covered by 
will have several cacti itwil l visit. After it sand the body is almost never exposed. 
hasdrunkfrom one plant itwil l move on Two small clawed flippers allow the 
to the next before returning to it in a few buras its hidden tortoise-like movement 
days orweeks later. During thistimethe within the sand. 
wound will have healed over; contact Exploding from beneath the sand, a 
with the atmosphere sometimes causes single tentacle will seek to hit the victim 

The real difference, however, between the sap to ferment near the wound. (unlessthe prey is not surprised the buras 
the desert orc and his normal cousin is The next time the cat drinks from the will fight the first round at +4to hit). 
realised in combat. Unlikethe normal qrc, plant it becomes mildly intoxicated and Then a second tentacle will burst forth. 
the desert orc's first choice is not his in this wild condition these normally Each hit by a tentacle constrictsfor 2-7 of 
weapon, but a magical ability to control timid creatures have been known to raid damage. There is a 25% chance that the 
the sand around him. The desert orccan, desert encampments for food. They will creature struck by a tentacle will have its 
with a swaying of his hands,causedustor' try to run off with whatever items they upper limbs pinned and held. To break 
sand particles in a 20' radius to rise in a have managedtosteal instead offighting. free a tentacle must be severed or con- 
swirling, hypnotic pattern. The effect of These animals are rarely encountered striction negated. The sniper is very 
this phenomenon is the same as a and then usually only where cacti pre- strong; the chances of breaking free 
confuse spell, lasting for 2-8 turns, with from its grip are the same as Bending 
normal saving throws. Desert orcs can Bars. 
control sand in this way twice every day, Once caught the sniper will drag the 
each 'casting' taking 2 rounds to per- victim toward its mouth. Every round 
form. The swirling dust disperses after the monsterwill drag the prey 10'closer; 
1-3 rounds and only one saving throw is within four melee rounds the helpless 
required during that time. A group of victim will be drawn under the sand, to 
desert orcs typically armed as shown suffocate and finally meet the sniper's 
below: craving mouth. The area around the 

sniper's mouth and body is very 
Scimitar and heavy crossbow 50% treacherous; the ground is soft and shift- 

20% Scimitar and dagger ing, which in itself will draw any unsus- 
Scimitar and spear (2-6) 15% pecting creature to its death, like 
Spear and heavy crossbow 10% quicksand (3-18 melee rounds). 
Club and spear 5% Snipers are particularly vulnerable to 

cold attacks (double damage), but they 
Desert orc arms and armour is usually take half damage from fire. When hurt or 
ill-kept; bloodstained, dirty and often if 2 or more tentacles are severed the 
rusty. Likewise their horses have been buras will withdraw, blowing a cloud of 
known to collapse in battle and often can fine sand into the air. It will attempt to 
only just support the weight of their dig down burying itself in the sand. Any- 
riders. they will be male and female and there one caught inside the 30' diameter by 8' 

is a 70°hchance ofthem having 2-5cubs high cloud will lose his eyesight for 1-6 
in their lair. turns (no save). 

The buras has no treasure of its own, 
The ecology of the area is in a very pre- but if found in its lair, lying just beneath 
carious blance. The arrival of the desert the sand is the wealth of past adventur- 
orcs some twenty years ago wiped out The most dangerous predator near the ers who were not so fortunate. 
the small amount ~f wild animals in the c,ity is the sand sniper. Their ancient The city and its new inhabitants suffer 
area with one exception, the cactus cat. name is buras and they prey almost the same problems of survival that 
The fur of this creature is highly prized exclusively on de.sert orcs. The single others endured in the past, time has 
by the orcs. It is common for their well which the orcs control is the life gone full circle. 
champions to wear small caps made of blood of the whole area, and the buras 

- 
this as a sign of their speed and ability. will not stray far from its source. The 

orcs will organise regular hunts to clear 
CACTUS CAT the surroundings. 
by Peter Fawcett 

SAND SNIPER 
No Appearing: 1-2 by Kevin Readman 
Armour Class: 5 
Movement: 18" No Appearing: 1-6 
Hit Dice: 2d8 Armour Class: 3 
Treasure: Nil Movement: 4" 
Attack: 1 bitefor I-3and Hit Dice: 3-5 

2 clawsfor 1-4 Treasure : Clnil 
Alignment: Neutral Attack: 2 tentacles, 2-71217 
Intelligence: Animal Alignment: Neutral 

Intelligence: Low 
These creatures inhabit arid and semi- 
desertregionswherethey liveon a diet of The sand sniper, or the buras, is only 
small rodents and snakes. They are known to inhabit hot, arid regions; this 
mainly nocturnal and have extremely beast is more numerous and commbn- 

41 



RALLY TO 
Euston El 

St Pancras Kings Cross 

Euston Road 

GAMERS IN EXILE 
C' - 

283 Pentonville Road. s We stock an excellent range of wargames, 
role-playing games and figures. 
Introducing GRAN CHACO - unique 
personalised figure manufacturing service. 
We make the figures you want but can't get. 

Opening Hours: 
Monday 1.00pm - 7.00pm T.S.R. Standard 
Tuesday-Saturday 10.00am - 7.00pm Avalon Hill 1 ntegral Terrain 

Dixons Citadel 
Gallia/Lamming Games Workshop 
Platoon 20 Heroics/Ros 

OVERED ANAMAZING 

THE 

GAMES SHOP 
We now stock 

IRREGULAR MINIATURES SIEGE 
EQUIPMENT * INTEGRAL TERRAIN 

PLATOON 20 FIGURES 
GALLIA 25mm BUILDINGS 

as well as 
Dungeons & Dragons * Traveller and most 

RPGs and supplement? * War Games 
Science Fiction Games Citfdel Figures 

Torchlight Fantasy Pro;ucts Rule Books 
Davco Microtanks S.E.W.A.R.S. 

Avalon Hill Games * Asgard Mln~atures 

81 8 LONDON ROAD, LEIGH-ON-SEA 
Tel: SOUTHEND 73308 

Open 9.30-l.30 and 2.30-5.10. Closed Mondays 

I ROLE PLAYING GAMESl 

Croydon Indoor Market 
PARK STREET CROYDON L 25mm ' FANTASY FIGURES 

Please mention White Dwarfwhen replying to advertisements. 42 



CRAWLING CHAOS 
I 

Crawling Chaos is our new bi- 
monthly column for players of 
Call of Cth u I hu, edited by Marc 
Gascoigne . . . This month, we 
present a disturbing piece which 
has just come into our posses- 
sion. Thanks to the diligence o f .  
Steve Williams and Mike White 
in unearthing the following 
document, we are able to present 
to you. . . 

THE BEARERS 
OF THE MARK 
Most experienced investigators will have 
come into contact with Masonic orders 
and brotherhoods. Whilst these organi- 
sations can claim to have extensive con- 
tacts and manipulative power, their 
weakness lies in the virtual impossibility 
of maintaining their anonymity whilst 
remaining discernable to fellow mem- 
bers. There exists one society, however, 
whose members have developed a 
means of communication extending far 
beyond the surrepticious handshake. 

The origins of the Bearers of the Mark 
areshrouded in mystery and intrigue; its 
existence was first hinted at in a Home 
Office memo which brought to the atten- 
tion of the Minister concerned the 
resurgence of a once-popular masonic 
order. The memo apparently suggested 
that the group's policy of global recruit- 
ment might pose a potential security 
risk. Membership included, it was said, 
Latin American merchants, foreign dip- 
lomats and notable Europeans of all 
political persuasions. The matter was 
never followed up, due to the early 
retirement of the sender of the memo 
owing to a crippling nervous disorder 
with which he was sadly inflicted. 

The society may have remained secret 
to this day, had it not been for the notes 
of a certain Doctor Eustace de Phyle. 
During the month of August, 1927, he 
wasvisited regularly by a patientcalling 
himself Ernest Gracialla, who claimed to 
be in the process of physical transforma- 
tion. Notes on the case were meticulously 
recorded by the doctor in a personal 
case file, the pages of which have since 
come into our possession. A brief 
extract from the file reads as follows: 
". . . hisdelusion has reached horrifying 
proportions. So strong is his belief, he 
has taken to punctuating hisspeech with 
pained moans and whines. All my tests 
show Gracialla to be of sound constitu- 
tion, yet he stumbles and shakes as if 
possessed.. . " 

In the days thatfollowed, the patient's 
physical condition rapidly deteriorated. 
To subdue his patient, de Phyle adminis- 
tered tranquilisers, with alarming 
results. 
" . . . the patient awoke during the early 
hours, and began talking quietly to him- 
self. I noted a dramatic change in his 
character. He lay relaxed, gazing in 
bewilderment from the nearby window 
at the awakening city below him. His 
words were barely audible, yet they 
were not the incoherent babble of a 
madman. . . he spoke of a strange 

brotherhood, who held 'marks', the 
names of which grew in significance as 
the hou'rs passed. I have recorded all I 
could of his strange story. . . " 

Doctor de Phyle had been fortunate 
enough to stumble upon an initiate 
member of the 'The Mark'. We have 
attempted to rationalise what we could 
of his notes, and present them below. 

Administering the Mark 
The secrets of the Marks are held by 
three brothers, and only they fully 
understand the many powerful symbols 
at their disposal. It is through them that 
initiates learn the varied uses of specific 
symbols. Most of the Marks recorded 
are described as being administered by 
the middle finger of the left hand, either 
onto an inanimate object or directly to 
the forehead of the recipient. The major 
ity of the Marks are completely undetect- 
able to non-initiates, but in exceptionally 
cold conditionsthey may appear as faint 
blue marks on skin or radiant turquoise 
on stone. 

Initiate Mark 
New members of this order have a dis- 
tinctive Mark denoting their position 
within the organisation. It is drawn onto 
the forehead by a brother or superior. It 
is visible to all fellow members and 
allows immediate recognition 
worldwide. Removal of the Mark 
requires a retracing by ohe of the origi- 
nal officiators at the initiation ceremony. 

Waywords 
One of the first skills taught is the read- 
ing of Waywords (writing is taught at a 
later stage). These recorded messages 
are ingrained psychically into a symbol, 
usually acircleorspiral,and can be read 
simply by tracing the outline with the 
index finger. The recorded thoughts of 
the author are then transferred directly 
to the mind of the reader. These Marks 
are primarily drawn onto walls or doors 
to warn or advise fellow members of 
what lies beyond. If detected, these 
messages give no visible clue as to their 
content. Waywordsare usually designed 

to only be read once, and often have a 
limited lifespan. 

Zenos Strip 
Despite the cloak of secrecy that sur- 
rounds the Bearers, non-initiates have 
tried to unlock the mysteries of the 
brotherhood. An effective way of iden- 
tifying such inquisitors can be achieved 
by the application of a ZenosStrip. Once 
administered to thekrehead (usually 
while the victim is asleep), the stranger 
will be instantly recognisable to 
initiates. He himself will be unable to see 
the strip, but may experience hot flushes 
when in close proximity to an initiate. 

Lock of Hypnos 
Another subtle yet effective way of dis- 
couraging unwanted attention is 
through the Lockof Hypnos. These will 
'lock' the victim into either of two states 
- asleep or awake. The former is more 
usual, since the victim is usually asleep 
when the Mark is drawn, and causes 
unwakeable sleep, leadinn to coma and 
ultimately death.'~he latt& deprives the 
victim of full mental recuperation: the 
sleepless nights will eventually cause 
rapid physical deterioration and a slow 
drift towards madness. The effects of 
either form of the Lockcan be reversed 
by retracing the Mark. 

Wards of Zenos 
Those previously marked with a Zenos 
Strip can be further discouraged from 
investigating by the placement of 
Wards. These large symbols are drawn 
on the ground, where they remain inert 
and unseen. Should anyone bearing the 
Strip attempt to pass over the Ward, he 
will experience violent nauseau, and 
may pass out. 

The Brand of the Beast 
The greatest punishment meted out by 
the Bearers to renegade initiates an'd 
investigators who get too close appears 
to be the Brand. Its potency is indicated 
in its method of transferal, as it does not 
need the presence of the intended victim 
when it is generated. Ernest Gracialla 
received his Brand in the form of an 
innocuous letter. This purported to be 
from a gentleman claiming to be an 
estranged cousin, but it was the writing 
paper itself which attracted his atten- 
tion. It was written on a thick piece of 
foolscap, with a curious, faint indenta- 
tion beneath the writing, like a heavy 
watermark. The hapless Gracialla curi- 
ously traced his fingers over the paper, 
and unwittingly activated the Brand. He 
remarked later to Doctor de Phyle that he 
instantly felt a queer sensation, and 
instantly knew that this 'Brand of the 
Beast', as he called it, had been sent by 
his former masters as retribution for his 
disloyalty,The effects of the Brand, an 
apparent metamorphosis into some 
form of vile creature (in Gracialla's case, 
a ghoul), seem only to occur in the 
imagination of the victim. As de Phyle 
says in his case records: 
" . . . standing in front of the mirror, he 
would cry pitifully, clutching his face 
with his hands. Time and time again he 
would try and convince me of the sup- 
posed changes to his face. . . all I could 
ofierwas sympathy to a man so horribly 
twisted by his own imagination . . . " 13 



TABLETOP HEROES 

Tabletop Heroes is a regular fea- 
ture covering figures, modelling 
and painting tips by  Joe Dever 
and Gary Chalk . 

Prox 
Paintin 
Every month we are sent a large number I of newfiaures to review. so manv in fact. 
that i t  is zometimes impossible i o  keep' 
on top of all the painting they require 
and avoid a massive backlog. Brought 
on by a growing sense of despair, we hit 
upon a solution to  the problem -what if 
we sent some of the new releases to  the 
professional painting services that you 
see advertised in  the classified sections 
of the hobby press; not only would we 
clear our ever-growing mountain of 
miniatures, but we could also showcase 
the work of these'professionals'. Unfor- 
tunately, asthe figures returned, we dis- 
covered the work of these painting ser- 
vices to be far from satisfactory. When 
one considers that their work was to be 
shown to  over 40,000 prospective cus- 
tomers, it was surprising what little 
effort had been put into some of the 
samples. However, having said this, 
there were some notable exceptions . 
that ranged from good to  excellent, and 
we have featured some of these in  this 
month's photo page. Please don't think 
we are being too harsh or snobbish in 
our appraisal of these services,for many 
of the painting faults were basic mis- 
takes, and not merely a question of 
stylistic preferences. The most common 
faults included patches of undercoat 
that were left uncovered, paint over- 
lapped or splashed from one article of 
clothing to another, and figuresthat had 
not been prepared prior to  painting 
(flash and casting lines still visible). On 
one model, tig ht sleeves were painted as 
bare arms, and on another the sword 
had been painted dark brown (a pacifist 
adventurer perhaps?!). When one con- 
siders that £2.50 (plus the cost of the 
miniature) was being charged for this 
standard of service,the mistakes appear 
less comical. Therefore, we recommend 
that if you are considering the use of a 
painting service, that you always send 
for a sample of their work before com- 
mitting yourself to what could be an 
expensive and disappointing transaction. 
When you receive the sample, ask your- 
self the following questions: Does the 
painting style fit in with your other 
figures? Are the figures supplied ready- 

based, and if so, are they to  the size 
required for the game you intend to  
play? lsthe finish ofthe basecompatible 
to your terrainldungeon? Are figures 
supplied with a matt or glossvarnish, or 
any varnish at all? 

Miniature Masters, for example, sup- 
ply an extremely clear order form to 
prospective clients, which covers every 
aspect of the figure in detail. If you are 
unsure of what exactly the painting ser- 
vice is offering, write or telephone for a 
full explanation before you send off your 
figures; very often the'basic' price is just 
that, with bases, varnishing, dry- 
brushing, etc, costing extra. 

This Month's Photographs 
Figs 1,2and3show six figures from a 
new range of dwarfs by Asgard 
Miniatures. From left to right, they are a 
Black Dwarf (DW6), a Dwarf Spearman 
(DW4). Dwarf Crossbowman (DWIO), 
Dwarf Axeman (DWZ), Dwarf Lord 
(DW8),and finally a Dwarfwith Arquebus 
(DWI I ) .  These are very well cast minia- 
tureswith excellent detail, and produced 
in a clean, flash-free metal. The Black 
Dwarf comes complete with carrion bird 
perched on his shoulder, and the Dwarf 
Lord sports an impressive dragon- 
crested helm. Perhaps the most-thought 
provoking figure in the range is the 
arquebusier. In our very first feature 
(WD52) we discussed the introduction of 
gunpowder into FRP games; now the 
theory can be put into practice. Of 
course, the technology need not be per- 
fect - in fact, the dwarf arquebusier is 
cast with an eye-patch that hints at a dis- 
astrous mis-fire! All of the dwarfs were 
painted by Jena Enterprises, in a style 
that relies heavily on dry-brushing. 
All were very well detailed and carefully 
shaded, albeit a little on the dark side. 

With the interest in Call o f  Cthulhu 
growing steadily among role-players, 
we thought we would have a look at 
some of the miniatures currently availa- 
ble to Keepers and investigators. 
Grenadier Models produce two boxed 
sets-Adventurers ( 6501 ) and Creatures 
(6502), both designed by the award- 
winning Andrew Chernak. The castings 
of both the humans and non-humans 
are superb. Alternative poses of the 
figures will soon be available in blister 
pack form, retailing at about £ 1.25, 
boxed sets are £7.95 at present. 

In Fig 4 we see Colonel Babbington- 
Smythe ordering a mi-go toiStaywhere 
it is and put its nippers in the air!'. The 
colonel is the 'Big Game Hunter' from 
the Adventurersset, which also contains 
figures suitable for use in any '30s RPG. 
A policeman with a shotgun, a female 
reporter, a professor with book and 
lantern and an Indiana Jones lookalike 
are just some of the twelve models that 
make up  the set. 

Also from Grenadier is the beast in 
Fig 5-the War Mammoth o f  the Undead 
Legion. What a great centrepiece for an 
undead army! The mammoth, which 
comes complete with howdah and a 
crew of three skeletons, is beautifully 
detailed. A mammoth, of cqurse, has no 
bone in its trunk, but Grenadier have 
thoughtfully included a set of trunk- 
armour to take its place; without it, the 
model looks strangely incorrect. This 
model was painted by the Espirit du 

Corps painting service, and as you can 
see, the bones were well shaded and 
detailed to give a realistic three- 
dimensional effect. If you are about to  
paint undead, especially skeletons, try 
mixing a little tan (Humbrol MC27 is 
ideal) into the white of the bone - it 
produces a convincing ivory finish. 

In Fig 6, we have a deep one from the 
Grenadier boxed set of Creatures, 
depicted in the correct livery of grey- 
green scales and white belly. When 
painting the eyes of monsters such as 
this, make the 'whites' and the pupils as 
large as possible - it accentuates the 
'fishy' look. If you finish your figures 
with a matt varnish (or leave them 
unvarnished), apply a touch of gloss 
varnish to the eyes and lips, to  make 
them seem wet and slimy. 

"Yah! Blurt! Zlar!", says handsome 
Philmo Phlegm, one of Citadel's Night 
Goblins (C13) range. In Facing Facts 
(WD62), we recommended that flesh- 
coloured paint is generally too pale to be 
used straight-from-the-tin, as it gives a 
figure an unhealthy or anaemic look. 
Philmo owes his pallid good looks to a 
coat of basic flesh pink, to which nothing 
has been added except a little shading 
with dark earth (Humbrol MC6with a 
little black). 

. . .And  talking of unhealthy creatures 
thatshun thesunlight,wecometo Fig8, 
a Citadel golem, painted as a ghoul. 
Bearing in mind this creature's natural 
habitat, his base would look suitably 
sepulchral i f  adorned with bits of broken 
skeleton; Lovecraft's ghouls seem to  
spend an inordinate amount of time 
gnawing on old bones! 

Fig 9, shows a shoggoth from the 
same range of monsters. Painting tips 
for a 'shapeless congerie of protoplasmic 
bubbles' do not spring readily to  mind, 
but wewould recommend that you start 
bywashing the creature in a darkcolour; 
green was used here to good effect. 
After the wash has dried, pick out the 
various organs and nodules in whatever 
colours seem appropriate, bearing in 
mind the relationship between colours 
and how they compliment each other 
(See WD58 - Thinking in  Colour). 

Perhaps one of the best painting 
services currently available is Miniature 
Masters of Southend-on-Sea, Essex. 
Fig 10, shows a Citadel Cleric (C03/la) 
that has undergone their tender minis- 
trations. They favour a style that 
accentuates the contrast between liaht - 
and dark (sometimes called 
'blacklining') although they can paint to 
order, depending on the customer's 
preferences. They wil l  supply a sample 
figure on request, the cost of which is 
refundable against your first order. 

The last of the Cthulhu nasties is Fig 10, 
a nightgaunt. If you are looking for the 
face of this creature -don't despair. 
Neither the casting or your sanity are at 
fault, for according to Lavecraft, 
nightgaunts never have faces. 

Useful Addresses 
Jena Enterprises, 58, Winston Avenue, 
Worthina, West Sussex BN14 7PT. 
(0903) 321 09 
Espirit du Corps, 8 Cavendish Road, 
Long Eaton, Notts NGIO 4HY. 
Miniature Masters, 40a, Whitegate 
Road, Southend-on-Sea, Essex SS1 2LQ. 
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Slough, Berks. 
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plus all the best from the UK 

Open Mon-Sat 9.00-5.30 
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Large selection of D&D, RuneOuest, 
Tunnels & Trolls, Traveller, Citadel 

Orders under $25 add $1.50 post and handling. 
Maryland state residents, please add 5% sales tax. 

RAINBOW GAMES 
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ESSEX CM14 4EG. 

TEL: BRENTWOOD 
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Monday-Saturday 9.00-6.30 
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games. Citadel Miniatures, 

magazines and friendly advice. 
dong and see the 
lifference. 
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Open M o n - S a t  9 . 3 0 a m - 5 . 3 0 p m  
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Ral Partha & Grenadier Miniatures. I I 

Discounts for Clubs. Player Contact Board. U THE SPEClALlST GAMES SHOP. v U v 
Please mention White Dwarfwhen replying to advert~sements. 46 
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ders' id( Treasure Chest is our regular department for rea eas aboutAD&D and D&D. This issue we present 
some. . . 

by Martin Fow 
LIFE CANDLE 
Usable by: Cleric, MU 
Level: 2,3 
Duration: See text 
Components: V, S, M 
Casting Time: 1 turn 

Atthe culmination of this ritual, the reci- 
pient of the spell lights a waxcandle and 
places it in a protective golden tube 
(minimum cost 100gp). The candle will 
then burn continuously with a yellow 
flame until the character who lit it, how- 
ever far away, is in danger of his or her 
life (ie on less than 1 HP), when it will 
begin to burn dimly. Should the charac- 
ter die then the flame will be extin- 
guished, leaving the wick pointing 
towards the place of death. Should the 
character subsequently be raised, then 
the candle will light up once more. 

CANDLE IN THE WINDOW 
Usable by: Cleric, Druid, MU 
Level: 2 
Duration: 2 days + 1 day per level of 
caster 
Area of Effect: 4 miles + 2 miles per 
level of caster 
Components: V, S, M 
Casting Time: 1 turn 

At the time of casting, a wide circle made 
of ashes from the hearth of the home in 
which the spell is cast is drawn around a 
candle. Those who are to be affected by 
the spell stand inside the circle and the 
candle is lit. The candle will burn until 
the duration of the spell expires or until 
it is extinguished by being doused with 
water. Whilst the candle burns,from any- 
where in the given area, if the characters 
concerned lookin the right direction,they 
will be able to see the candle burning, its 
brightness varying with their distance 
from it, although to see the candle they 
must be in open air or looking out of a 
window. Thus they should always be 
able to find their way home. 

HOME CANDLE 
Usable by: Cleric, Druid, MU 
Level: 4 
Duration: See text 
Area of Effect: 4 miles + 2 miles per 
level of caster 
Components: V, S, M. 
Casting Time: 1 turn 

As for candlein the window(above), but 
the candle burns indefinitely or until pur- 
posely extinguished. 

SENSE TAP 
Usable by: MU 
Level: 4 
Duration: See text 
Area of Effect: 1 mile per level of caster 
Components: V, S, M 
Casting Time: 6 turns 

By means ofthis spell, the MU enchants 
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~d David Marsh 
some item, whicn coula be any inani- 
mate object, even an item which is 
already magical. During the spell a large 
gem (minimum cost 250gp) is also 
enchanted. This is the 'key'to the tap: 
any person grasping the gem 'taps' the 
senses (sight, hearing, touch, etc) of the 
person (or any sentient being) who is 
carrying the enchanted item. If the item 
is not being carried, being, for instance, 
locked away in a chest, then the character 
grasping the gem will just sense 'static'. 

This tapping may be done any number 
?s, but for each whole or part 
of use there is a 3% chance that 
m will disintegrate (only 2% if the 
3st 1000gp or more) and the 

uweorner will be dispelled. The chance 
for detection of such scrying is the same 
as for a Crystal Ball [DMGI, but the 
characterwill not realise the source of the 
scrying automatically. The gem or item 
may change hands any number of times. 

Clearly this spell has uses for other 
than between friends. 

BLOOD BROTHERS 
Usable by: Cleric 
Level: 5 
Range: 0 
Duration: Permanent 
Area of Effect: Special 
Components: V, S ,M 
Casting Time: 6 turns 

Two or more characters of compatible 
alignments and religions may persuade 
a cleric to cast this spell upon them in a 
ritual which involves the mingling of 

their bloods. The characters involved . 
then become blood brothers and gain a 
number of abilities and penalties for so 
being. 

Blood brothers may send one tele- 
pathic message of up to two dozen 
words once per day over any range. 
They can alwayssense approximate dis- 
tance and direction of another brother, 
this sense becoming more accurate over 
shorter ranges, so that blood brothers 
will always recognise each other. Should 
a brother die, the other will be able to 
detect in a similar fashion both the 
corpse and the place of death. 

Due to their sense of and empathy 
with each other, if a character has a 
blood brother at his side in melee, he or 
she fights at + I  to hit and with -1 
armourclass (+2 to hit, -2 armour class 
with a brother at each side). 

Should a character ever turn against 
his blood brother, the wound from which 
the blood was taken will open up and 
begin to fester, and the characterwill lose 
one point of Constitution per week until 
he or she seeks forgiveness from the 
Cleric who performed the original cere- 
mony. If a character should kill his blood 
brotherthen the loss is one point of Con- 
stitution per day. Should the original 
Cleric be dead then so much the worse! 

Blood brothers may occur in groups of 
more than two (though every combina- 
tion of two from the group must be 
blood brothers), but the location and 
reception of message abilities doesn't 
identify which brother is which. If more 
blood brothers are to be added to the 
group then the whole group must first 
assemble. Since, at the death (even of 
old age) of any blood brother, the whole 
group lose one point of Constitution each, 
permanently (unless resurrection is per- 
formed), there are obvious disadvan- 
tages in having too many blood brothers. 

BLOOD KNIFE 
Usable by: Cleric 
Level: 6 
Range: 0 
Duration: Special 
Area of Effect: 1 item 
Components: V, S, M 
Casting Time: 1 turn 

By means of this spell, the casting Cleric 
enchants a small, bejewelled dagger 
(minimum cost 500gp) on behalf of a 
particular character, who must already 
have a blood brother. 

At any time in the future, should a 
blood brother of that character be killed 
(not die of old age), then the character 
may plungethedagger into himself, sac- 
rificing one point of Constitution in the 
process. If the knife is then placed on the 
lips of the dead blood brotherwithin one 
day per level of the casting Cleric, then 
the brother will be resurrected. The knife 
loses its dweomer after resurrection or 
the necessary time has elapsed. 







GAMES CENTRE 
IS OPENING IN ABERDEEN 

172 UNION STREET 
END OF MARCH 

Look for more exciting announcements in the near future 

OTHER SHOPS AT - 
22 OXFORD ST 95-99 THE BRIGGATE 

LONDON LEEDS 
TEL: 637 791 1 TEL : 0532 - 432606 

Please mention White Dwarfwhen replying to advert~sements. ..- 

Aus tralian/New Zealand 
Role Players ! 

Buy all your RPGs 
through the mail 

Dungeons & Dragons, Traveller, 
Middle Earth, Star Trek, 

James Bond, RuneQuest, Cars Wars 
Star Fleet Battles, 

Tunnels & Trolls, Lost WOI , 

EGAMESMASTER 1 

I 

1 SCOTLANDS PREMIERE HOBBY I 

Star Frontiers, Rolemaster. 

WRITE FOR YOUR FREE 
CATALOGUE AND PRICE LIST. 

FREE 
ENDLESS QUEST BOOK T O  T H E  

FIRST 100 INQUIRERS. 

Military Simulations, 
134 Cochranes Road, Moorabbin, 

31 89, Victoria, Australia. - 

STORES 

EDINBURGH GLASGOW 
13 Forrest Road, 536 Great Western Road, 
Edinburgh E H I  2QH Glasgow G I 2  8E2 
Tel: 031 226 3354 Tel: 041 334 1583 I 

I YOUR GATEWAY TO ADVENTURE I 

THE KEYS OF BLED 
THE KEYS OF BLED is a play-by-mail experience set on an archaic 
fantasy world. As a participant, you will have to  account for the 
supply of your people, their morale & combat ability, your own 

political leadership and many other inter-related factors. 

The game system embraces multiplegroup control, each of which is 
able t o  act independently of the others, a combat system which 
allows you to deploy individual units to combat actually taking place, 
assigning both objectives & risk levels onadetailed resolution sheet, 

and more detailed gamesmaster scene-setting than usual. 

To enable you to more fully assess the merits of the ame a 
free rulebook, describing the games system, can be obtained Qrom: 

THE KEYS OF BLED (W), 95 King Street, Ramsgate, 
Kent, CTl  I 8NZ 

Subsequently, your first four turns are also free of charge. There- 
after, turns cost £1.50 or $2.75, though there are a number of 
advance purchase options which substantially reduce the overall 

cost t o  the player. 



SMALL ADS 

CLASSIFIED SalelSwap, D&D Traveller scenarlos a~ds. 
f~gures, more for RQ mooern RPGs. SAE to: 
Graeme Davls, Col ~nqwood College. South 

Help! Anyonegot issue6of Imagine. I am wil- 
ling t o  pay £1 for it. Contact M Saunders on 
693658. Address: 182 Clarendon Road, 
Broadstone, Dorset BH18 9JA. 

Caotain Scarlet. UFO. Thunderbirds. All 

RQM GM. 13 yr old would like to get In touch 
w ~ t h  ctub group in County Durham. Phone 
Paul on: Easington 272711. All classified ads must be prepaid at 

the rate of 10p per word, display ads 
£3.00 per scc. Please send copy and 
payment to W h i t e  Dwarf27-29 
Sunbeam Rd, Park Royal, London 
NW70, making cheques/POs payable 
to Games W o r k s h o p  Ltd. 

W h i t e  Dwarfregrets thatitcannotbe 
held responsible for financial transac- 

Road, Durham: 
Urgently Wanted. WD33 in excellent condi- 
tlon. Phone Andy on: Baslldon 10268) 22907. Slave Magazine. Fiction and are are required 

for issue 99 of Slave. Science fiction, fantasy 
and horror of any shape or form - Slave puts 
the pen in your hands. Also imaginative 
monochrome artwork and three-frame car- 
toon strips in a similar style are needed. Full 

Dihky vehictesfrom these ser~eswanted,con- 
oition not Important. Call Tlm: 101) 625 6152 
lafter 6.30pml w ~ t h  details. 

Hi! MaleAD&D/CoCplayer, 13, seeks penpal. 
Even a hobgoblin wil l  do! Robert Hayler, 
60 East Ham Road, Littlehampton, W Sussex. 

Dunfermline Area. Eleven year old role- 
playing gamer would like t o  meet others of 
similar age in same area. David Sumpter, 
23 Linburn Road. Dunfermline. 

RuneQuest by Post. 40 people are already 
playing m y  game. Want to join? Contact Paul 
Barbour. 10Dawley Ride, Colnorook. Slough. 

~etailsforcontributors, advertisersand read- 
ers ava~lable on recelpt of SAE to: Nick Greg- 
orv. 34 Fa~rwav Crescent. Allestree. Derbv tions resulting from smallads. Readers 

are advised to take aoorooriate orecau- Berks SL3 OQH. 
tions before parting'with any nioney. Attention Roger Barb. You have m y  address 

now so why not sen0 me Wereman 7&8 and 
my artwork! Spike Jones. 5 Janellan Terrace. 
Scarborough, Ontario, Canada M1E 3M8. 
Phone: 1416) 282 3287. 

Dream Sale! Mint condition SF. RPGs, war- 
games.. . all at under half prce. Send 17p 
SAE for list to: 327Ashby Road, Scunthorpe. 
S o ~ t h  Humbers~de DN16 2AB. 

Penpal Wanted. 16yr old wishes toexchange 
ioeas, opinions etc on D&Dand Traveller. 
Dav~d  M Iler. 33 Greenhill Watersloe. Patria. 

DRAGONMEET 
Comoetition & Demonstration 

I Oraanisers Wanted! I Ayrshire KA67SH 
/ w e  uraentlv need oeoole. clubs and hel- 1 
pers a iour ~ ra~or imek tconven t~on ,  t o  be 
held at Central Hall, Westmtnster on Satur- 
day 25th May 1985 If you, or your club, 
would be ~nterested Instaglnq a demonsra- 

Swap. 22 Asgard Dwarves + Bugrnan's 
DwarfRangers box + 15 CitadelSkeletonsfor 
Trollpak, Pavis or Borderlands. Contact 
Robert on: (0926) 24705. 

Required. Three bored male orc slappers 
require three CHAl8female elves to play 
with. (AD&D, Laserburn, T&T, CoC). Will play 
anythingelse.Ages 12-14, must live in Notting- 
ham area. Apply to: 49 Oxengate, Oxclose 
Lane. Arnold, Nottingham. 

For Sale. DMG, PH, MM, FF,DDGand many 
modules. Reasonable offers. Ring: (0494) 
33530, Mon-Thurs. evenings. 

I t ion or competition gameat Dragonmeet 

I please write, g i v~ng  full details of your 
proposed event (plus any special require- 
ments) to: Dragonmeet Events, Games 
Workshop Ltd, 27129 Sunbeam Road, 
London NW10. 

Clubs, Groups, Players, etc. If you have a 
fantasv. war. comouter. board or even out. 

DMG. MM, PHB, modules. Sell f25, sp l~ t  or 
swap for Traveller Book, books, scenarlos. 
supplements. 10926) 31 1895. 

GMs Wanted! I would like to exchange 
thoughts with GMs of Morrowproject, 
RuneQuest and Aftermath. Rudolf Stolte, 
Romerstrasse 13, D-8096 Gersthofen, 
W Germany. 

Fantasy Freaks: Join Brentwood's RPG club. 
D&D, Traveller, RQ- you name it, we play it. 
Hermit Centre, Shenfield Road, Brentwood, 
Essex. Brentwood 218897. Tues evenings 
7-10pm. 

Bargain Armies 25mm. Painted in your regi- 
mental colouror unpainted.Varnishedforno 
extra cost. 20 orcs w th sworo 'n chatnmat 
f2.75 unpa nteo f4.25 pa nteo; 10 orcs with 
sword in cnainmail f1.50 unoaintcd f2.25 

Swap. I have MERPand wish to swap it for 
Trollpak (must be in goo0 condition). Contact: 
Maru H~oes. 240 Jenkin Road. Sneffield 
S9 1 AW. 

Mosley Area. Interested in starting a new 
gamingclub in Morley? Send SAE to: Janice, 
41 Marston Avenue. Hooewell Farm. Morlev. 

painted, logob l in  wolf riders with sword in 
chainmail €3.20 unoaintediE4.10 oainted. rageois games tndr you wou d #kc to rJn 

at Games Dav, please wrlte now wlth 
detallsof yoLr proposed eventano any spe 
cla reqdlremcnts for early allocat8on of  
space Wedlso nee0 gophers to helpon the 
aomtn sloe 1London restoentsonly plcasel 
P ease wrlte to Games Ddy, Games 
Workshop Ltd. 27 29 Slrnoeam Road, 
Lnndnn NWlO 

Selcctnon of otner orcs goo1 ns, Gves an0 
other cavalry Seno SSAE for free catalogue 
to M hartland. 3 Vlewf etd Roao. London 
SW18 

Wedding Announcement. On Godsay 25th 
Wealsun 580 CY lrango Vibrasotist and 
Zyzwang-Wons were wedded in Niole Dra as 
witnessed by the good knight Radnor. 

. . 
Leeds LS27 ORS. 

Wanted Second hand TSRAD&D rulebooks, 
all except PHB. Price must f i t  condition. Con- 
tact: (01) 997 4163. Wolvesbane Fanzine. With hordesof FRPdis- 

cussion, review,AD&Dsolos,silly storieslike 
'Noddy Goes Punk' + more. The price? I'm 
robbin'myselfforjus'55pto you, guv. From: 
Space Chicken, 90 Lordswood. Panshanger. 
Welwyn Garden City, Herts. 

Penpal Wanted Fast! Must be aged 14-15. 
Likes Bucks Fizz (with orwithout Mike Nolan), 
playsAD&D(but cheats). Will writetoanyone 
-money no object. Dave Carr, 3 Bernadette 
Ave HU 7PS. 

Swap. Valley of the Four Winds, Car Wars, 
Barbarian Kings and Deathmaze (worth €10) 
for T&Tplus scenarios. Other offers consi- 
dered. Caron Pearson, 136 Nottingham Road. 
Stapleford, Notts NG9 8AR. illustration. Subjects include, Robots, 

Droids, Space Hardware, Dragons, Demons, 
Warr~ors, Creatures etc. Also limited edition 
orints and stationerv sets. Desian and 

Urgently Wanted. Any WD prlor to issue 28, 
any reasonable price. Contact Bradley on: 
1071 284 1570. or wrlte to: 85A Arthur St. 
Woody Polnt. Qld. Australfa 4019. 

For Sale. SPl wargames: Spartan €6.50, Carter 
of Mars, €7. Zomble £3.50 Rothernam 564350. Wanted. 12-1 5 yr old penpal to talk about 

D&Dand T&T Alsoclubsin theHaverhillarea. 
I artwork service avakable for faizines. and WhiteDwarf 1-21. Excellent condition. Sell as 

set for highest offer. Also The Dungeoneer 1 
&2, UndenvorldOracle 1-6, offers?Miniature 
Wargames back issues 50p each. Harlow 
418973. 

Contact: Matthew Grapes, 53Arrendene Road 
Haverhill, Suffolk. Phone: (0440) 705326. ooard games To f ~ n d  out more a b o ~ t  these 

Ln que des~gns sena a larqe SAE for nfor- 
mat on pack to Roger War ng. Robots & 
Rayguns48 Woodbreda Dr ve. Sa nt f~ela 
Road. Belfast BT84HZ. I\r Ire and 

Anybody i n  Bourne area play RPGs or war- 
games? Also anybody gotRQ2rulesforswap 
wltn AD&D modules? Contact Steve on: 

Established Fanzine. MvsticCrvstal. reouests 
&"tribltcons, articles and artvjork of gboo 
quaity. You won't get rich, out you might get 
famous1 J K'ngsley. 72 Main St, Osgathorpe. Free Fanzine! Want to know what a zine is7 

Never read one before? For u s t  a stamp I'll 
send you a preview copy of.. . Blood, Gutsand 
Beer. Now at tssue 3, only 50p per copy an0 
with the in famo~s  Don Turnball writing for us. 

Quality Painting offantasy figures,discounts 
on large orders. Send SAE plus 50p for sam- 
ole. A Worslev. 22 Brindlev St. Holderness 

Wanted. Anything to do with MERP. Send list 
with prlces to: Finlay Mackay. Okeham. Glebe 
Lane. Newton Mearns, Glasgow G77 6DS. 

Leics LEI2 9TA 

Urgently Wanted! lmagineissue2, good con- 
dltlon only. Gooo price paid. Phone: Paull on: 
Cobham 64577. 

koad, Hull ~ ~ 9 3 0 ~ .  ' 

Burnham-on-Sea, Somerset. Persons 17+ 
wanted for new RPG group. Rules and meet- 
ing place t o  be arranged. Contact: R Moore 
78941 6. 

All enquiries (freecopy and normal) t o  Barry 
Atkins, 3 Pembroke Crescent, Hove, Sussex. Playbeing. Hasnothing todo with Runestone6 

-not that we haven't tried! So you'll have to put 
up w th the usual mix of FRP, stupid~ty an0 
spel.ing mista6es. Costs50p from: Bill Lucas, 
26 Parker C ose, Letchwor*. Herts SG6 3RT. 

Tudor Armour. Your personal dagger, sword. 
axe, nelmet, coat of arms. Sen0 oesign for 
quote. TudorArmoury, 90Christchurch Road, 
R~ngwooo. Hants. 1042541 4620. 

Swap. Indiana Jones, RQ, Basic/Expert D&D, 
12. DL 1. UK4. CM1. DMs Screen. D&D & RQ Discovered Draken Games' Newsletter vet? 

hews, revlews, special offers an0 a full mail 
order servlce. Seno SAE for freecopy. Draken 
Games, 132 Ramnoth Road, Wisoech,Camos 
PE132JD. 

c%racier sheets, pract/cally"nused DMS 
Adventure Log for WD 1-35. Despcratcl 
Mark. Lymington 43422 IaFter 5pmL 

Tonbridge. DM and female paladin require 
players (16+) forAD&D campaign. Phone 
(0732) 357381. Orcslashing, excitement & 
coffee provided. Glasgow. Eager and experienced DM looking 

for otherAD&D players on south-side. No 
experience necessary. Contact Andrew on: 
(041 ) 639 81 30. 

Qualky 25mm figure painting service. Full 
details from: Richard Scott, 20 Fassett Road, 
Kingston. Surrey. 

To Peradua Adastra. (Paladin) and Sega 
Thane (Necromancer) (Mark & Benny) on 
NPC Emily, born 23rd November 1984 (spe- 
cial attacks nappies 6-36). 

Skullcrusher. The zany zine for all the p a w !  
Elven Armourer. We are oleased t o  announce Swap. Citadel blister counters (pref Leicester 

area). Phone: Leics 609747. 
Blry now or forever w~tho ld  your silver pieces. 
52 pages, .us1 55p Gncl P&P). The Vicarage. 
Offchurcn. Warwickshire CV33 9AL. 

For Sale. Extensive 2000AD collection. For 
oetafls rlng:10934) 814183. 

that an elven armourer has.o~ned us and is  
now making chain mail-from f50-and metal 
helmets-from f20 -send stamp for details. 
Pany Packages, 160 Hearsall Lane. Coventry. 

Urgently Wanted. Pavis or Big Rubble. 
Phone: (041 I772 6813 (after 5.30pm). CLUBS 

PORTCHESTER 
Games: AD&D, CoC, RQ, C&S. 
Time: First Sundav In month. 10.30-21.30. 

Wilderness Adventurers. Party Packages 
now offer adventures combining diced com- 
bat with real exploration. All start from our 
shop- 160 Hearsall Lane. Coventry-send 
s tqpp  for details. 

Players Wanted to expand AD&D playing 
group at Redruth, Cornwall. We play other 
RPGs,everyone welcome. Writeto: Mr  Becker. 
leg, 9 Great Wheal Seaton, Camborne, 
Cornwall. Phone: Camborne 714607 or 
Redruth 216805. 

Genuine Chainmail. Vests, hoods, coifs, 
hauberks, gauntlets, etc, made to measure. 
Further details, tel: (0227) 263469 or write to: 
27 Ivy House Road, Whitstable CT5 1PL. 

Place Parlsh ~a l ! , ' ~as t le  Street. Portchester 
Comments All FRP players welcome 
Contact Tom Morgan, Cosham 379451. 

For Sale. Judge Dredd, Star Explorer, 
Firefox F7electronic game. Offers? Phone: 
082 924 254. 

Costume Service. In spite of everything else 
Rogo and Zama continue to dress anyone to 
orderfrom: PartyPackages, 160 Hearsall 
Lane, Coventry. 

extn 2446 
All Ye RuneQuestors! Where art thou? Two 
players/GMs desperate for others. 17+. Con 
tact: M Thomas, 51 Appleyard Place. Old- 
brook, Milton Keynes MK6 2PW. 

GRANTHAM 
Grantham District Model and Wargame Club 
Games: RQ. AD&D. fiaure and board war- Bargain! Selling Starter Traveller, Aslan, 

Book4, Book5, all f o r f l 5 !  If interested, ring 
Joseph on: (026788) 492 (after 5pm). 

PBM KINGS OF STEEL. Fantasy campaign. 
Includes armies, wizards, neutrals, power 
cards& much more. Fordetails writeto: PBM 
Games, 1 University Close, Parry's Lane, Bris- 
to1 BS9 1AR. 

HELP! 

oames anvthinol 
Batley. Are there are any clubs in Batley? If 
not, aoes anyone want to form one. Ring: 
477298 and ask for Steve. 

hace ~ h i r c h  H:II, ~ d l n b u r ~ h  Rd, Grantham. 
Comments Map showlng locat~on from 
Steve, 96 Stat~on Road, R~pplngdale, Nr The Halfling Paint Shop. Quality figure paint- 

ing, for prices SAE to: J Davies, 64 Eastbury 
Road, Northwood, Middx HA6 3AR. Phone: 
(09274) 22750. 

Bourne, Lincs. All welcome. 
Contact: Les Staniland: Grantham 77541. RPG Plymouth. 11 yr old seeks players in 

Plymstockarea. PlaysD&D, lndiana Jones, RQ, 
CoC, Car Wars. Contact: Peter Roberts, 
17 Wembury Road, Elburton, Plymouth. 
Tel: 48513. 

OLDHAM 
Time: To be arranged. 
Place: Players' house 
Comments: New club in Oldhamframeside 
area. All welcome. 
Contact: Stephen on: Saddleworth 6021 or 
Martin on: Mossely 3200 (after 5.30pm). 

For Sale. New copy of Ringworld, £20 ono. 
Prefer local sale due to postage costs! 
Jonathan Sharp, Grassmoor, Crosby, 
Maryport, Cumbria CAI5 6RP. 

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

Corlecca. I have lost your address Apologies 
for llSS Bureaucrat~cincompetence. Holorick. 

For Sale. WD54-61E3.50, PHB, DMG, CoCE5 
each, Citadel Paints 1-2f2.50each. P&Pextra. 
Contact Simon on: (04892) 5943. 

Gesmoolzelum. Necropolis fanzine requires 
contributions. Free copy if printed. Especially 

Croydon. GM requiresvictimsforSFandfan- 
tasy RPGs. Drop a line to: Tony Barber, 
6 Hartley Road, Croydon, Surrey. 

BLACKPOOL 
Games: MERP, plus suggestions. 
Time: 7-10.30pm Sundays. 
Place: 11 Watson Road. 
Comments: Ages 16+, first week free, 50p 
thereafter. 
Contact: Steve: Blackpool 47105. 

Warhammer but others acceptable. 
Interested? Send to: Necropolis, 120 Heath 
Road, Sandbach, Cheshire. 

Flash, I Love You, but we've only got thirty 
seconds to save the world! . . . Just enough 
timeto mention It'sClobbering Time, the new 
superhero RPG fanzine with scenarios, ideas 
and. . . The Return o f  the Unspeakable 
Umpteen. Out now, price60p (incl P&P)from: 
Andrew de Salis, 1 Church Street, St George, 
Nr Abergele, Clywd. 

NewClub. Medway area.2males. 14,experi- 
enced in RQ, Swordbearer, Middle Earth, 
D&D. Need players. Contact Mike: 54922 or 
Mark: 579977. 

Farnham. Hyper-keen D&Der seeks others to 
play under improved rules. Will learn others 
(CoC, AD&D, Bushrdo). Farnham 723813. 

Berni. Hit yourself again with your Staff or 
Striking recently? MaybeRanorah hastrained 
you off the habit! Happy (belated) Anniver- 
sary. F'nor. When are we hacking again? 

MANCHESTER 
Mailed Fist Waraames G r o u ~  Wanted. Trollpak, Cults o f  Terror & Prax in 

good condition. Phone 082 924 254. Games: Any ana all. 
Time: 2nd and 4th Sundays, 11.30-5.30. 
Place: Festival Theatre. Corooration St. Hvde. 

NecropolisFanzine. 'All goodstuff and highly 
recommendeo' - Citadel Miniatures Christ- 
mas release sheet. Warhammer specialists. 

French FRPer and wargamer, 22 yrs old, 
searching forcontacts in the UK,Write t o  Eric 
Amoros, 20 Avenue Jean Chauvln,4447OCar- 
quetou, France. Certain reply. 

C&S Hassled 15 yr old seeks adv~ce on rules 
Does anybody play 117 Scr~bble qulckly to. 
Hopeless. 559Anlaby Road, Hull HU3 6HP 

comments: All welcome, refreshmenis, etc. 
Contact. Mike Goss, 39 Stonepail Close. Gat- 
ley. Cheadle, Cheshire. Tel: 061 491 1582. 

Issue 3 available from: 120 Heath Road, 
Sandbach, Cheshire. 50p (incl P&P). 
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TABLETOP GAMES 
53 MANSFIELD ROAD, 
DAYBROOK, 
NOlTINGHAM 
PEP: 10% lm in  16plinUK. 
OVERSEAS: Surface Mai l  15% lmin 15pl; 

SEND SAE ~ 0 ~ 2 4  PAGECATALOGUE AirmailGO%. 

a e f a l f i a g i c  
SUPERB ~ E w  RANGE OF 25mm FANTASY FIGURES BY GERMANY'S LEADING 
OESIGNER,FROMTG. 
FIGHTERS FEMALEFIGHTERS 
l a  Paladin in Plate .............................. 45p 2a Female Fighter wlth Axe ............. 45p 

........... . l b  F~ghter ~n Scalewith Mace 45p 2b Few. Fight, 2 Swords & Buckler 45p 
l c  Fighterswinglng Axe ................. 45p 2c Defending with Shleld ................... 45p 
I d  F~ghter in Chainmallwith Sword. 45p 2d Female F~ghterdrawing Sword .... 45p 
l e  Fighterwith Axe & Square Shield . .45p 2e Female Fighter in Platewith Sword . 45p 

LASERBURN 
NOW A COMPLETE SCI-FI COMBAT & 
& ROLE-PLA YINGSYSTEM. 

........... LASERBURN RULES(baslc) £1.95 
FORCES OFTHE IMPERIUM .......... £1.75 
IMPERIALCOMMANDER 
(military combat rules 1.95 

ADV. LASERBURN & A  1.95 
ROBOT BOOK 1.95 

WIZARDS CLERICS LASERBURN SCENARIOS 
.................................. ...................................... 

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

3a Wizard read, 45p Cleric wlth Staff 45p Bunker 17 £1.50 
45p 4b Bearded Cleric attacking with Mace. 45p Tarim Towers Helst f 1.50 
45p 4c Cleric,Chainmailwith Roundshield 45p Sewerville Shaot-Out £1.50 

.............................. 12peach Ape ............ ......................... 45p 4d Portly Friar 45p Sea Prison Siege £1.50 
Fl MaslcUrerw~Statf Ogre l25rnml ....... ....... ..:. 45p 4e Cleric: Shlel 4 5 ~  

............ F2Mag UrerwWand Troll 125mrnl ...... .................. STARTER PACK €7.95 line PEP) 
FJClerlclnCha~nmatl Ghoul . . . . . .  .................... (Rules; Bunker 17; 15mmFlgures&dice) 
F4Clerrc8nPlate Skel'tonWsrnor .... 45P 
FSThlef Lche ........... 5b Oriental Barbart 45p 6b Assassin Strikin 45p Full range of Figures & Vehicles 
F6Assass8n Llz'rnanwClub .. 2Op 5c Vlking Barbarian 45p 6c Thief with Loot & 45p available for LASERBURN 
F7 Bard Llz'man w,Sw'd .. 20p 5d Barbarian ~n Scal 45p 6d Female Thief w. 
FllF#ghtermChainrna#l Naga . . 20p NEW 15mm REAPER 
FSFemaleln Plate Gargoyle ............. 20p FIGURES 'SCAVENGER' 

.......... FlOFemaleMU Wyvern ........... C1.95 DWARFS SLIMEMONSTER$ A Solo Laserburn Scenario €2.50 
F11 Fernalecleric 7-headHydra ..... c1.75 Lizardman with Spear .............. ZOp 7a Dwarf with Poleaxe ................ 45p 8a Fungoid Screamer ......................... 
F12FemaleThlef MounfedLord Lizardman wlth Axe ......................... 20p . 7b Dwarf with Warhammer .............. 45p 8b Bloodworm .............................. 

' 

F14FemsleFlghter ofchaao .......... 35p 
in Plate ~ordo f  chaos . 1sp 

FlS~arfinChilinrnelI Knightof Chaw .... 15p 
wrth Axe M~nataur . 15p 

FlSFernaleFighter ofchaos ........ 35p Goblln wlth Spear ......................... 20p 7c Dwarf with Axe ............................. 45p 8c Fungus Spores ............................... 
inCha8nmall MountedKnight Wizard on Throne ......................... 40p 

Centaurwith Bow ............................ 25p 
Centaurwith Spear .......................... 25p 

ORCS 

7d Dwarf with Sword &Shield ......... 45p 8d Paving Mould ............................. 45p , 
7e Dwarf in Scale with Sword ........... 45p 8e Amoebold Blob ............................ 45p 

' ELVES ORCS 
................. ............ 9.3 Elf standing with Spear 45p 10a Orc Chieftain with Sword 45p 

F16DwsrfinPlate Orc with A 12p 
withhe GIANTS Orc with S 12p 

12p 
. w8thSword 5p Orcwith Sp 12p 
FlllDwsrf~nPlate Frost IS 5p Orc striking 12P 
w8thH~mmer ............ op Orc mounted on Dragon 50p 

F19 Elf Magic User En 
F2OElfFlghter 

FLYING REPTILE Good ............................................ £1.99 
DRAGONS WlthLordafChaoJ Evil ............................................... £1.99 
Red Dragon .. C1.95 Rtder ........ C1.50 

25mm ASGARD FIGURES 
DWARFS (SUPERBRANGE OFDWARFS, 
INOUROPINION, THE BESTWE'VESEENI 

9b Elf advancing with Spear ........... 45p l o b  Orcwith Spear ............................ 45p DWl  Adventur OP 
9c Elffiring Bow ............................. 45p 10c Orc wlth Axe . OP 

................... 9d Female El fwi th Bow 45p 10d Orcwith Short 45p DW3 Dwarfwit OP 
9e Female Elf with Sword &Shield .. 45p 10e Orc with Mace 45p DW5 Dwarf he OP 

Black Dragon ..... C1.95 lor Chaos Knight Rlderl 

DEMONS ' 
Winged Fiend l30mm) ........................ 40p 
Satanic Archdeacon 140mm) ............ 85p 
Balrog 135mm) ...................... .. ........ 85p 
Manticore ....... 20p Giant Slug ...... 20p 

GOBLINS 

SKELETONS MONSTERSSET 1 
1 l a  Skeleton in Chainmail wiSword .... 45p 12a Doppelga"gger ............................ 45p 
l l b  Hooded Skeleton ........................ 45p 12b Glant Frog ................................ 45p 

..................................... l l c  Skeleton with Scimitar .............. 45p5 12c Gargoyle 45p 
l l d  Skeleton with Dagger ................. 45p 12d Harpy .......................................... 45p 

.. ................................... l l e  Armoured and diawlng Sword 45p 12e Medusa 45p 

GOBLINS 
13a Li 45p 14a Ch~eftain with Mace ................ 45p 
13b Gho 45p 14b Warr~orwlth Spiked Mace ........ 45p 

.................. 45p 14c Warrlorwith Spear 45p 
13d Zombie ..................................... 45p 14d Slinger .... ...,. .............................. 45p 
13e Grave Beast ......................... 45p 14e Warrtorwith Sword . . . . . . . . . .  45p 

CHAO FEMALEPRIESTESS 

FANTASY& ROLE-PL4YING RULES 
Monster Combat (TTG) ............... E1.50 
OnceuponT~me ~n West(Gun F~ght) . £3.90 
Volume4 of above ....................... f1.50 
Rudis IGladiatorisl) ....................... £1.50 
Retinue IMedleval Skirm!shl ......... £1.95 
Heroes (Dark Ages) ....................... £2.95 
Pony Wars llndian Fights) ............. £1.95 

DW4 Dwarf Sp OP 
............................ DW6 Black Dwarf 60p 

DW7 Dwarf Scout ........................... 60p 
DW8 Dwarf Lord ..... 
DW9 Dwarf Shield Maide 
DWlO Dwarf Crossbowma 
DW11 Dwarf with Arquebu 
DW12 Dwarf Mercena 
DW13 Dwarf Plkeman 

BARBARIANS 
...................... BP1 Clonar Sternbow 75p 

BP2 Taran Firedaughter ................... 75p 
BP3 Kern the Reaver ......................... 75p 
BP4 Kath Beast 
BP5 Mad Rollo 
EP6 Serni the D 
BP7 Arflane the 
BP8 Aurock Sto 
BP9 Skai Wolfba 
BPlO Alric Ma 
B P l l  Two Cut 
BPI2 Maxx th 

Goblin Standard Beare 2 5 ~  
Goblin advancing with 20p 
Goblin attacking with S 20p 
Goblin attacking wlth A 20p 

CHARIOTS 
2-Horse, Scythed Chariot with Rider . 60p 

.................... 45p 16a Priestesswlth Cross 45p 
...... SFRULES ITTG) 45p 16b Priestess in Plate with Mace 45p 

................ Combat 3000 .............. 45p 16c Priestesswith Staff 45p 
............... Combat 3001 (fbr abov 45p 16d Priestess Worshipping 45p 

Stargua 450 16e Pr~estess with Bag of Herbs ........ 45p 
Starhou 
Encount 





What do Balrogs, Nazguls, Ringwraiths 
and Hobbits have in common? 

- . -. f - . - . .  . - 
1 ,  

The answer is that they 
can all be encountered in 

"I' 
!$i, '!7iytr; 

MIDDLEEARTH, the 
fantasy role-playing game 
set in the world of J.R.R. 
Tolkien's The Hobbit and 
The Lord of the Rings. 

WHAT YOU GET: 
A 104 page d e  kmk WM inclub an F 

htdwtwy adventure in the Trdhham, 
Two fufl-eoluur sheets d-d-up cardbard characters, 
Three fuIl-mlous play-sbectr based mi the popular 

D u m b - .  
A map booklet. 
Two B=dded dice* 

The new, revised edition 
is now published in the 
UK by Games Workshop 
and features stunning box 
art by Chris Achilleos. 

A range of official 
MLDDLE-EA R TH 
figures are also available 
from Citadel Miniatures 
to bring the whole world 
to life. 

- UK publishei 
price only 

w $0 95 

Join t 3 ~  klluwsbip d the Rlng md adventure in the ~rmdest fantasy &ti ng e m  &bed, 


