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I tremendous event. . . 
* Meet CHRIS ACHILLEOS displaying and discussing his original MERP boxartwork- 

bring along your MERPfor signing. 
0 Pick up a pencil and paper and take part in a unique art  workshop run by the famous 

fantasy artist IAN McCAIG. 
* MARCUS L ROWLAND will be discussing his brand new Call of Cthulhu scenario- 

'The Surrey Enigma' published in this issue! 
0 Come to a figure painting workshop run by GamesWorkshopls TIM OLSEN. 
0 IAN LIVINGSTONE will be running a Games Day auction, and selling off his collection 

of oldfigures. If you want to get rid of any old games bring them along. 
* Come and see a display of live roleplaying. 
* The games inventors SIMON BURLEY and PETE HAINES will be discussing their 
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* Open figure painting competition-all entries welcome. 
* GREG STAFFORDof Chaosium and Jordan Weisman of FASAwill be coming over 

specially from America for Games Day. 

(Key - v Saturday events 0 Sunday events) 

Travel to Games Day in style by booking a place on one of our buses. 

SHEFFIELD; ring Simon Harrison on 0742-7501 14 
MANCHESTER; ring Karl Hulme on 061 -8326863 
NEWCASTLE UPON TYNE; ring Ian Henzell on 0632-322418 

I 

Buy your Games Day ticket now at f 1.25 per day! 

- By writing direct to Paul Aagaard, Games Day Tickets, Games Workshop Ltd, 
27/29 Sunbeam Road, London NWlO 6JP. Please enclose SAE. 

- Or from any of our Games Workshop shops, Manchester, Birmingham, Sheffield, 
Nottingham, Newcastle, York and London. 

Tickets are also available at the door at f 1.50 per day. 

Don't miss the best ever Games Day. Write the following in your diary 
' 

now. 
Dates and Times 
Saturday 28th September (10.30am-6.00pm). 
Sunday 29th September (1 0.00am-5.00pm). 

The Royal Horticultural Society's New Hal1,Greycoat Street, London, SWI. 

Further details 
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' Golden Heroes Campaign Ratings - A Useful Game System, by Pete Tamlyn I 

0 ne ofthe greatestfailings 
of role-playing game 
designs to date has been 

their handling of conflicts be- 
tween Character Reality, that 
is that which the character 
knows and is able to do, and 
Player Reality, that which the 
player knows and is able to do. 
Most game systems are com- 
petent enough when it comes 

I to simulating character 
I activities such as combat and 

spell casting which cannot 
easily be undertaken by the 
players as they sit around the 
gaming table, but as soon as 
an activity appears which the 
players can do forthemselves 
without leaving their seats 
then grey areas appear in the 
rules and systems break 
down. Consider, for example, 
the act of negotiating with an 
NPC merchant or solving a rid- 
dle found in a dungeon. Is it 
the player or the character 
whose abilities govern the 
success of such activities? 
Which one should it be? If the 
character then does the game 
system provide for this, and 
does your GM run it that way 
or has he abandoned that par- 
ticular system as unworkable? 

Before we look at ways of 
solving these problems, let us 

take a quick trip through the 
different sorts of situations 
that need regulating and the 
attemptsthat have been made 
in the past to cope with them. 
As I deal with the various 
problems I hope to show how 
each one isthe result of confu- 
sion between Player Reality 
and Character Reality and the 
inadequacy of the game sys- 
tems in dealing with such 
conflicts. 

We will start with a well 
worn subject, the D&DAlign- 
ment system. Alignment, in 
essence, is a means of 
measuring the personal 
philosophy of the character 
and thereby regulating 
relationships between charac- 
ters on the assumption that 
people will tend to get on best 
with people who share the 
same sort of approach to the 
world. The system breaks 
down in two ways. Firstly, a 
person's view of life is a very 
deep, ingrained feature of his 
psychological make-up. It 
takes a very good actor to play 
a character whose alignment 
is genuinely different to his 
own in a consistent and 
believable manner and, other 
than a few simple, stereotypi- 
cal guidelines, the game sys- 

tem gives the players no assis- 
tance. Other than attacking 
opposing factions on sight, all 
alignment governed activities 
occur as part of the conversa- 
tion between players and GM 
and are thus susceptibleto the 
influences of Player Reality. 
Second, there is no satisfac- 
tory means of relating a 
character's behaviour to the 
alignment system. Many tens 
of articles have been written 
over the years debating 
whether or not players should 
be docked experience points 
for 'out of alignment' play, 
whether the GM should forci- 
bly change a character's align- 
ment if he is behaving inappro- 
priately, orwhetherthe whole 
system is a complete disaster 
and ignoring it has nosignific- 
ant effect on the game any- 
way. Game mechanics exist, 
at least in part, as a means of 
simulating character behaviour 
so that, by putting character 
actions in at one end and 
perhaps adding a randomis- 
ing factor, the GM can get sen- 
sible and believable results 
out of the other end. Even the 
3x3 alignment matrix of 
AD&D is a very clumsy and 
inflexible simulation. 

Intelligence, and character 

knowledge in general, is a 
problem in all forms of RPG, 
but probably more so in mod- 
ern day and SF games 
because the breadth of possi- 
ble knowledge is much grea- 
ter and the likelihood of 
players having the approp- 
riate knowledge similarly 
increased. A GM who gets 
lumbered with a playerwho is 
an expert on the subject of 
Bronze Age weapon manu- 
facture orthe tracking of game 
in tropical rain forests can 
count himself unlucky, but 
watching a group of university 
students play Traveller can 
make you wonder how GMs 
ever cope. The engineers are 
in clover because the sort of 
practical scientific problems 
that face you when your space 
ship crashes on an unknown 
planet are not too far removed 
from the sort of thing they are 
being trained for: repair the 
engine, patch up the hull and 
find some means of rigging a 
launch platform if you need 
one. Pure scientists are a bit 
more pushed to take advan- 
tage of their background, but 
when something does crop up 
that is in line with their spe- 
ciality their knowledge can be 
so far in advance of what the 
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GM knows that they more or 
less take over the game. Any- 
one without any form of scien- 
tific training is at a severe dis- 
advantage, especially if he is 
the GM! In such situations 
there arevery few waysto sort 
things out. In theory it should 
be possible to appeal to the 
players to respect the Intelli- 
gence and Education requis- 
ites of their characters and not 
say anything thattheir charac- 
ter wouldn't know or be able 
to work out. In practice, espe- 
cially if the party is in a tight 
corner, the GM often has to 
either shrug his shoulders and 
let events take their unnatural 
(in Character Reality) course 
or he has to order the players 
to ignore what has just been 
said. Neither solution is very 
satisfactory. 

In certain games, particu- 
larly the Superhero based 
ones though Bushido has a 
very similar problem, the 
character are expected to fol- 
low certain codes of 
behaviour; they are heroes 
and their moral code is laid 
down tor them rather than 
being optional as it is in D&D. 
Some games rely on simply 
exhorting players to behave 
and encouraging GMs to 
punish them if they do not, but 
mechanisms have been 
designed to regulate situa- 
tions where the player's 
behaviour would be seen as a 
gross violation of the charac- 
ter's code of honour. Marvel 
Super Heroes allows the GM 
to reward and penalise 
players through the allocation 
of 'Karma Points' which may 
be used to modify die rolls. 
Anything from kissing babies 
to capturing villains can get a 
Karma reward; demolishing 
buildings and killing people 
causes Karma loss. As a carrot 
and stick mechanism it works 
quite well, but the justification 
for it in Character Reality is a 
bit thin. Why should a player 
beableto add ten to his roll to 
hit because his character 
helped an old lady across the 
road? Bushido uses a more 
traditional definition of the 
word Karma in that correct 
behaviour in this (character) 
life is rewarded in the 
(player's) next (character) life. 
All well and good, but it is a bit 
slowto take effect unless your 
games are very bloodthirsty. 
Both games have identified an 
area in which the player may 
choose to do things that the 
character ought not, but have 
chosen to deal with it by a 
reward and punishment sys- 
tem that has meaning only in 
Player Reality rather than 
work the effects of the mis- 
behaviour back into Character 
Reality by making the charac- 
ters suffer the consequences 

of their actions. 
Social interaction between 

characters is probably the 
most difficult part of the game 
to realease from confusion 
with Player Reality. Two 
games which have to try to 
regulate this are En Garde! 
and James Bond 007. The 
former manages it quite well 
by reducing most social 
behaviour to fairly abstract 
actions that have a pre-set 
effect on the character's social 
status (and thereby his stand- 
ing with other players and his 
ability to influence NPCs). 
However, in order to achieve 
this the game has had to 
reduce NPCsto such a level of 
abstraction that they have 
hardly any personality at all. 
Whatwould happen if some of 
the mistresses were players 
and therefore thought for 
themselves could be quite 
chaotic. In the Bond game, of 
course, you can have female 
agents. This is probably why, 
despite having produced a 
fairly entertaining set of rules 
for attempts to seduce NPCs, 
the designers have clearly 
specified that such rules cover 
interactions between players 
and NPCs only. Where two 

hand, only really makes any 
sense if it is played by people 
who can string a few pots 
together now and then rather 
than by incompetents like me 
who have never made a break 
in doublefigures. Mastermind 
would be pretty boring if the 
contestants could never ans- 
wer the questions. In role- 
playing, therefore, we should 
look to design game systems 
which actually help people to 
role-play well ratherthan ones 
which expect them to do so. 

So where does Golden 
Heroes come into all this? I'm 
certainly not going to claim 
that it solves all of these prob- 
lems completely. However, I 
do feel thatthe game contains 
systems which deal with the 
sort of problems that I have 
outlined in a novel, concise 
and useful manner which, 
most importantly of al1,can be 
cannibalised by others and 
put to use in RPG genres other 
than superheroing. 

To start with, none of the 
Prime Requisites govern any 
aspect of a character that is 
likely to become confused 
with Player Reality. Ego 
comes closest, but this is 
strictly limited to use in men- 

'For the most part, players of FRPGs have a very 
blas6 approach to their deities, calling on them 
only when they need a miracle from a cleric or they 
want a convenient excuse to attack someone.' 

players are concerned, events 
in Player Reality are allowed 
to govern the outcome. In 
both games then, there is one 
rule for player characters and 
another for NPCs. 

What, then, can be done 
about such problems? Well 
one response is to say that 
role-playing is a skill and 
being able to separate Player 
Reality and Character Reality 
is part of that skill. Good 
players, therefore, should be 
able to discipline themselves 
to play within the limits of 
their characters abilities. If 
you are stuck with a dwarf 
with an intelligence of 3 then 
you must behave like a block- 
head during the game. This is 
a valid course to follow, but I 
can't help feeling that it is 
somewhat elitist, reserving 
real role-playing for the fortu- 
nate few who can act well. In 
my opinion a really great 
game can be played in an 
enjoyable and satisfying way 
by players of any ability. A 
Sunday afternoon football 
match may not exhibit quite 
the skill of a Cup Final, but for 
the people involved it can be 
just as much hard work and 
fun. Snooker, on the other 

tal and magical conflict. 
Strenath. Viaour and Dexter- 
ity arealithiGgs thoroughly 
unlikely to be tested except 
through the game systems. 
Some of the Superpowers 
and Advantageous Back- 
grounds can cause problems 
if you've got them but there is 
nothing that affects every 
character. However, the most 
interesting facet of the game 
does not appear in thecharac- 
ter generation system at all 
but later in the section about 
running campaigns. When 
you cometothinkabout itthis 
is sensible because many of 
the sort of problems that we 
have been discussing are 
really only important over a 
long campaign, or at least 
series of scenarios, where the 
players have the time to 
develop personalitiesfortheir 
characters. What I'm talking 
about, of course, are the Cam- 
paign Ratings. 

The Golden Heroes Cam- 
paign Ratings system has a 
number of very attractive fea- 
tures. Firstly the Ratings recog- 
nise that each of the areas 
covered is complex, and they 
provide a simple means of 
assessing the various compo- 

nent factors of each Rating and 
combining them to produce 
an overall figure. Second, they 
are based not on an indepe- 
dent die roll or arbitrary 
choice but on the GM's 
assessment of the character 
as a whole, that whole includ- 
ing the fairly complete charac- 
ter background (the Rationale) 
that each player is obliged to 
provide when he generates 
his character. Thirdly, all of 
the ratings are subject of 
change at the end of each 
scenario depending on what 
happens during play. Fourthly, 
at least one of the component 
factors of each Rating is 
directly dependent on howthe 
player runs the character: a 
player's behaviour is fed 
directly back into the system 
so that if a character does 
something out of the ordinary 
it will affect his life in the game 
world in future scenarios. 
Fifthly, for each of the Ratings, 
guidelines are given as to how 
they affect the course of play. 
And finally, although GH only 
usesthree Ratings, the system 
used is sufficiently simple, 
obvious and flexible as to 
allow i t to  be used in many dif- 
ferent ways in many different 
games. 

Let us lookat one of the Rat- 
ings in action. Public Status is 
something very important to 
a Superhero. If you are a 
national celebrity and are 
cheered wherever you go it is 
far easiertofight crime than if 
the authorities are suspicious 
of you and try to arrest you 
every time you showmur 
face. Each Campaign Rating 
has tive component factors, 
four of them being rated on a 
scaleof 1-5and the other on a 
scale of 1-10, the final Rating 
being on a scale of 5-30 
derived by simply summing 
the component factors and 
being simplified by being split 
into bands. So, for Public 
Statusthe character is rated 
on a 1-5 scale as to how he is 
accepted by the authorities, 
how heroically he behaves, 
how normal he looks (because 
the public will always be wary 
of green-skinned monsters 
from Uranus no matter how 
heroic they are) and how polite 
he is to the general public. He 
is also rated on a scale of 1-10 
according to how successful 
his crime fighting has been of 
late. These are combined to 
give a figure from 5-30 and 
this scale is broken down into 
bands so that the character is 
categorised either as a 
nobody, disliked, tolerated, 
popular,famous or legendary. 
The Rating isused in play in all 
sorts of ways from deciding 
whether a policeman will 
shoot or salute the hero to 
seeing if petty crooks laugh a1 
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him or surrender on sight. suffer suitably without the above, depends on what Recent Profitability. Charac- 
Everything the hero does in gods having to resort to drop- social position the cult ethos ters involved in serious war- 
public is liable to affect his ping thunderbolts. regards as important. 
Rating. 

fare might usefully be rated 
As with all the GH Ratings Susceptibility to Fate for Generalship, in terms of 

The other two ratings are 1'11 use four factors on a 1-5 should start at2 becauseordi- Leadership, Tactical Sense 
Personal Status, the one for scale and one on a 1-10 scale. nary mortals are fairly insig- Quality of Troops, Military 
which the GM is encouraged There is no particular reason nlflcanttthough it could be Traning and Success in Battle. 
to have the baddies always for sticking to this model and higher if the character is of It doesn't matter if one of the 
shoot at the most paranoid you may choose to changethe royal birth or important in components is assessed in 
character first, and Detective balance of it if, for example, SOme It when terms of one of the character's 
Points which is one of these you cannot think of five corn- anything of a supernatural prime requisites (the GH 
application of knowledge ponents or you feel that all "ature has an Detective Points have a com- 
areas governing how easy the components should have great or surprisingly minor ponent governed by how use- 
character finds it to spot clues equal weighting. I found that effect on the character, or ful the character's powers are 
and gather a circle of under- the existing structure gave me when the characteractuall~ in detective work). In fact, the 
world informants. In Marvel a useful framework for my meets some divine entity - an only limit is your own imagi- 
Super Heroes a character try- design and therefore stuck to ImPortantclericwill normally nation. Now where have I 
ing to solve a crime would it. The first component I have rate4 heard that one before.. . 
simply be asked to make a used is Superstition, which Public Piety, of course, 
FEAT roll against his Reason runs from 1 (thoroughly cyni- dependson how p i o u s l ~  the 
or Intuition. How much more call to 5 (seeing spirits behind character is played. TABLE 1 : 
satisfying it is to know that all every event). Next on the list ThesefivecomPonentsare RELIGlOUS 
that hard work you have put is Loyalty to the Gods. Elric is thensummedtogetafigurein Superstition 
into examining the scene of a good example of a fantasy the range 5-30with the effects Wnic 
every crime you uncover, characterwho isvery awareof as noted on Table2. 2 Doubter 

scouring the backstreets for the existence and power of the The Rating can be used in Average 
rumours andcultivating infor- gods but doesn't always do playinanumberofways.The Suggestible 
mers is going to count in your what they want him to, and I simple uses are things like Will believe 

favour whereas your col- remember well a priest in my assessing a character's 
league who spends all his own campaign who was chances of being accepted Loyalty tothe Gods 
time posing for cameras over almost atheistic but who was info the clergy or of being Goes his Own way 

the unconscious bodies of vil- fiercely devoted to his order grantedamiracle.Itc0uldalso Wavering 
lains and appearing on the and thereby managed to do be used as the basisfora 3 Average 
platform at meetlngs of the his god's will most of the time. Detect Holiness miracle that Loyal 
Law and Order Society will As far as the more mundane would enable ~rieststorecog- Fiercely devout 

never get a tip-off in his life. aspects go, Social Status is nise enemies the gods. Holy 
So how do we use these important, although this may relics might burn characters Status 

systems in other games? Per- means different things to dif- with a Poor Petty 1 Barred from temples 

sonal and Public Status can ferent religions. A cult which d m ~ o n s  would be more in Unimportant 

probably be fairly easily places great emphasis on awe of you if your Rating was 3 Average 
adapted to any sort of game social class will require this to high. lnagamewithanumber Important 
(for goverment backing sub- be interpreted fairly simply, of competing religions You Beloved of the gods 
stitute patron noble, for dis- but a religion dedicated to a might even rate characters 
turbing appearance substitute war god might give greatest separately for each one, giv- Susceptibility to Fate 
half-orc). Detective Points too favour to young warriors and Ing the agnostic character an 1 Who? 

can be used elsewhere, par- the least to the very young, advantage becausea high Overlooked 
titularly in gangster and very old and females. Finally Rating for one religion would Average 
espionage games. Slightly in the 1-5 scales I have got make you an immediatetarget Noticed 
modified they could be used Susceptibility to Fate. Some for attacks by the others. If the Part the Design 
to control the researches of people, it seems,cannot avoid $lodstooka reasonable 
Cthulhu investigators. How- getting noticed by the gods Interest in worldly affairs an Pub'ic Piety 
ever, for my main example I'd whilst others manage to live argument could even be Pro- 1 Gods? What gods? 
like to use a particular hobby- outtheir lives in blissful ignor- duced for modifying luck rolls Knows the gods' names 
horse of mine, the attitude of ance of affairs of cosmic dependent on the Rating. All Has been inside atempie 
players towards in import. The more important in all it should make religion temples when it is 
fantasy games. For the most component, the one on a 1-10 an interesting facet of the convenient 

part, players of FRPGs have a scale, I have reserved for Pub- game ra!herthan a dull cl i~he. 5 Observesall majorfestivals 

very blase approach to their lic Piety, ie the amount of Other ~deas for using the 6 Regular visitor to temples 

deities, calling on them only effort the player puts into system come to mind fairly 7 Makes regular sacrifices 

when they need a miracle going along with the accepted easily. Traveller players might Makes lavish sacrifices 

from a cleric or they want a forms of religious behaviour: like to consider a rating for 9 Has devoted his life to the 

convenient excuse to attack going to church, politeness to Mercantile based on gods 
someone. AD&D players the clergy, amount sacrificed Charisma, Scruples, Respec- lo Has devoted his life and 

armed with Legends and Lore and so on. tability, Quality of Goods and property to the gods 

even make a habit of touring The GM should rate charac- 
the planes and slaughtering ters using Table 1, with thefol- TABLE 2: 
the gods. OK, so it is fun, but it lowing guidelines for begin- OVERALL RELlGlOUS ATTITUDE 
is actually much more ning characters: Rating Disposition Notes 
interesting to play if religion 5-10 Atheist Miraclesonly workon the character if the 
means something rather than Superstition should start at gods specifically desire it. 
just being another source of 3 for everyone and will flue- 11-15 Backslider Priestswill be forever scolding and pester- 
supernatural effects. The tuate depending on the player ing the characterto get him to mend his 
problem is that to get a cure all character's attitude to super- ways.They may refuse him miraclesor 
you need is a tame cleric, and natural events during play. require him to do pennances. 
to get miracles all he needs is Loyalty to the Gods again 16-20 Acceptably Thecharacter istreated normally by 
to be the right level. So, fol- starts at 3 and changes only devout priests and supernaturalforces. 
lowing the GH model, let us when the character is put on 21-25 Well known Priestswill treatthecharacterwell. 
try to construct a Campaign the spot and given an oppor- at temples 
Rating for Religious Attitude tunity to show his loyalty or 26-29 Pious Miracles always work on the character. 
so that those characters who lack of it - joining the clergy He is lucky when doing the god's work. 
are genuinely devout reap the will raise it to 4. 30 Saintly The gods listen when the character 
benefits and those that are not Social Status, as I said speaks. Demons fear him. 









OPEN BOX 
I 

In Open Box, science fiction and fantasy games and rulebooks cur- 
rently in the shops are reviewed by independent authorities. 
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These th tsfrom TSRadd 
to the ex available for 
Marvel Super Heroes. 

Secret Wars is a campaign package, 
detailing the main events and characters 
of the well-known comic series. For 
those unfamiliar with this mega- 
adventure, the first episode begins with 
the destruction of an entire galaxy and 
the construction of a planet made of 
lumps of some of the destroyed worlds. 
A creature called the Beyonder has built 
this jigsaw structure (and, incidentally, 
committed genocide on a scale which 
makes Galactus look like a small-timer) 
in orderto determine the exact nature of 
the war between Superheroes and vil- 
lains. For this reason he captures a ran- 
dom selection of heroes and villains, 
mostlyfrom Earth, and promises to give 
thevictors'their hearts'desire'. Why the 
Beyonder doesn't just use a telescope 
and watch Earth without interfering is 
never made clear. 

The pack contains a sTxtem-page 'ad- 
venture' book outlining the main events 
and detailing Karma awards for various 
actions, a sixteen-page 'roster' booklet 
listing 33 heroes, villains, and 'don't 
knows', a large double-sided map, and a 
useful table of Superhero and super- 
villain characteristics and powers. This 
table is printed inside the cover, and is a 
much more useful referees' shield than 
the official TSR publication. It contains 
every character in thecampaign, includ- 
ing a few whose statistics aren't 

reprinted in the roster because they can 
be found in the basic game. 

Although this pack is an essential 
source for anyone who wants to run a 
campaign based on 'Secret Wars', or 
wants the statistics of a host of useful 
characters, there are inevitably a few 
flaws. While reading the roster I disco- 
vered that Cyclops'popularity is only 5 
(very low for a long-established Super- 
hero), while Galactus is on popularity 0. 
This doesn't realJy reflect the total fear 
Galactus should inspire, but the system 
presumably fails to include negative 
numbers. Similarly, Thor only has a 
Karma rating of 76, compared to 89 for 
the Molecule Man, who is the all-time 
wimp of supervillainhood. 

A more basic flaw in thts package is 
the inability of players to earn Karma, 
except by combat, or make any use of 
their secret identities. Some characters 
automatically lose Karma for each day of 
the campaign, since they are worried 
abouttheir jobs or loved ones. However, 
this lack of personal development is a 
common disadvantage of such mega- 
adventurers. Excellent art, black and 
white reprints of the magazine illustra- 
tions, make this a good buy. 

Lone Wolves is apparently designed 
for just the opposite effect; it isn't a 
mega-adventure, and the heroes won't 
save the world or universe, but every 
episode crawls with chances to make 
contacts, learn more about the under- 
world, and perform feats of deduction 
and detection. The scenario Pits 
Daredevil, the Heroes for Hire, and Black 
Widow against an odd assortment of 
criminals. A'loose association of super- 
villains is active in New York, annoying 
the Kingpinofcrimeand threatening the 

Heroes for Hire agency's client. The 
exact motives for the odd series of 
crimes are fairly enigmatic and, even 
after re-reading the adventure twice, a 
little unconvincing. However, the 
sii htly chaotic overall effect does 
reject the fairly pecufiar attitudes o 
supervillains. With a slightly tighter p 
this would be an extremely enjoyable 
scenario; as it is, it can still be the basis 
for an excellent adventure, but the 
referee should consider altering a few - 
details. 

Cat's-paw, by Jeff Grubb, isan adven- 
ture for A l ~ h a  Ffiuht, the Canadian 
superhero team.-s he p a ~ k  includes a 
sixteen-page adventure, character cards 
for Alpha Flight, a large map sheet, and 
the usual heroes statistics inside the 
covers. The plot involves an attempt to 
sabotage the James Bay hydroelectric 
project, off Hudson Bay. Complications 
include a genuine haunted house which 
has been taken over as a supervillain 
lair, android copies of The Incredible 
Hulk, various criminal organisations, a 
mysterious force capable of releasing 
latent mutant powers, and an extremely 
gross monster which has been manipu- 
lating the supervillains to arrange its 
own release. Any resemblance to the 
Cthulhu Mythos is, of course, purely 
coincidental. 

This is probably my favourite adven- 
ture for this game to date, since it's a lot 
more coherent than most previous offer- 
ings and seems to have been written 
with significant traces of humour. 

MSHP-1 MH-4 MH-5 
Overall: 7 6 6 

Mnsus L Rowland .:a
TOON STRIKES AGAIN 
RPG Supplement 
Steve Jackson Games 

Not content with just releasing the excei- 
lent cartoon RPG Toon, Steve Jackson 
Games have quickly followed it with a 
supplement, showing that not all minor- 
ity RPGs are ignored by their manufac- 
turers. Toon is so different from most 
RPG games, that a lot of players and 
Animators have difficulty coming to 
grips with it, and thus SJG offer some 
very handy tips forthe novice player and 
GM attempting to run Toon. Consider- 
ing that these start with 'Forget every- 
thing you know about rdeplaying', and 
end with 'When you can't make some- 
thing up, cheat', it is obvious that Too 
is not intended to betaken seriously, 
the supplement reflects this humour. 

Apart from the advice on playing, and 
some new objects based an cartoon 
ideas, there are also f8urscenarios-t 
shorts, and two feature length cartoon 
Each of these is clearly laid out, with a 
the participating NPCsfuHy detailed an 
described, each event detailed, and 
guidelines suggested for the Animator 
on how to react to the playsr's actions. 
They range from Fast Food Fracas, 
which is merely an excuse tothro 
at anyone and everyone, to M 
CreampLiPfs, a desperate tale 
players' battle to prevent a Martian 
baker destroying Earth! 

This supplement is very well laid-out, 
contains some good material, and 



should provide some very entertaining 
games, yet I wonder if it is really neces- 
sary. A lot of the appeal of Toon lies in 
creating your own characters and situa- 
tions, and just bouncing ideas off each 
other. No scenario in Toon really needs 
to be planned, and often they are much 
more enjoyable when they are totally 
spontaneous! 

However, if you do enjoy playing 
Toon, and find yourself short of ideas 
(though there are enough cartoons 
around to supply them!), you'll find that 
Toon Strikes Again can supply them. 
What is more, four scenarios for under 
£6 is good value for money in these days 
of highly priced modules.AI1 in all, if you 
already play Toon, and enjoy it, you prob- 
ably don't need this supplement; but if 
you'd like to play Toon, but can't figure 
out where to start, then this could be just 
what you are looking for. 
Production: 7 Ease of Use: 7 
Usefulness: 6 Value: 7 
Overall: 8 Stephen Kyle 

CONAN 
Role-Playing Game 
TSR Inc 

'Crom's Teeth', muttered Conan, 
'they've had me doing some daft things 
in my life: Barbarian, Reaver, Slayer, 
Conqueror, Comic Book,AD&D Module, 
and now a Role-Playing Game. Mayhap 
'tis something to help Arnie Schwar- 
zenegger with his acting.' In far off, ser- 
pent infested Stygia, Thoth Amon 
looked up from his crystal ball and 
smiled malevolently: this time he'd ruin 
the Cimmerian's reputation for good. 

Verily,'tis true,from the mystic shores 
of Lake Geneva comes another TM'd 
RPG. Conan, I suppose, is a big enough 
name to deserve his own game despite 
the fact that TSR already produce the 
biggest selling fantasy RPG. Besides, it 
gives them a chance to get things right 
this time. To start with it is simple. Tak- 
ing a leaf out of Marvel Super Heroes it 
has just about everything boiled down 
to a single, colour-coded Resolution 
Table. If there is anything that isn't 
covered then the GM is encouraged to 
wing it. What rules there are encourage 
role-playing and atmosphere; for exam- 
ple, it is impossible to become any good 
as a sorcererwithout acquiring all of the 
unpleasant habits for which Hyborian 
magicians were known and feared. And 
the rulebooks actively promote role- 
playing wherever possible, encouraging 
the players to see their characters' lives 
as a story and providing a fair wealth of 
background for a Hyborian campaign. 
Just about everything that, in my view, 
is wrong with AD&D has been put right 
for Conan. But..  . 

The editing is absolutely appalling. 
The game looks as if it was flung 

together in two days flat. Not, I hasten to 
point out, because of the quality of 
materials which, with one exception, is 
up to the usual high TSR standard, but 
because of the vast number of simple 
errors that even a few hours proof- 
reading could havecaught and put right. 
There is a table on page 13 where the 
typesetting errors leap off the page and 
grab you by the throat. On page 2 the 

OPEN BOX 

section telling you how to roll dice is 
wrong. I get the impression that there 
were quite a few bugs in the systems as 
well because there is a 4 page 'Reference 
Sheet' included which makes several 
significant changes to the rules. 'Last 
minute errata sheet' might have been 
more appropriate. 

We can add to this sorry tale some 
errors of presentation. The rules arevery 
badly set out and explained. They start 
talking about modifiers to combat dam- 
age three pages before they tell you how 
damage is calculated in the first place. 
You don't find out that you have to roll 
Luck Points for your character until the 
Experience section, 18 pages after the 
end of Character Generation. Also 
someone thought it might be nice to pre- 
sent the Hyborian background material 
as a set of long lost academic notes, so 
the neatly typed information is covered 
in spidery, handwritten comments, ink 
smudges and poor line drawings. It is 
quitethe most ugly thing TSR haveever 
produced. 

It's a great shame. With a bit of care it 
could have been a very good product. 
Most of the errors are essentially cosme- 
tic and even with them I still prefer it to 
AD&D. Hopefully TSR will produce a 
second edition -after they've tightened 
up on their quality control. 
Complexity: 4 Value: 6 
Ease of Use: 4 Production: 7 
Overall: 7 Pete Tamlyn 

CHILL: BLACK MORN MANOR 
Boardgame 
Pacesetter, Inc f 17.95 

Black Morn Manor is a boardgame 
based on Pacesetter's Chill rolegame, 
designed for 2-6 players ages 12 to adult. 
Players each control one of the sample 
characters from the rolegame (although 
there are no characteristics, skills or 
whatever - only the characters' names 
are used) and use them to explore the 
evil estate of Black Morn, in which some 
foul Master of Evil currently resides. The 
only other connection with the Chill 
game is the presence of several of its 
monsters in the Manor. The game 
comes in an extremely presentable box, 
and the components are competently 
produced. There is no fixed board - this 
is built up from a set of 48 titles as play 
progresses, meaning that no two games 

will be alike. 
I found the most fascinating aspect of 

the game to be the way victory condi- 
tions are handled. All but one of the 
players begin the game as Envoys, 
intrepid explorers investigating the 
Manor with a view to destroying the 
Master of the Estate. They don't know 
which one of the various Masters pro- 
vided in the game actually controls the 
Manor, and must discoverthis ifthey are 
to find the means of ridding the world of 
him. Each Master is vulnerable to one 
item (out of 10) in one location in the 
Manor. If an Envoy succeeds in killing 
the Master, then all of the Envoys have 
jointly won the game. The other player, 
however, begins the game as a Minion 
of the Master. A Minion is an undead 
explorer, whose goal is to escape the 
Manor by stealing the Influence Item for 
his particular Master, and taking it to the 
Gate of the Manor. If a Minion succeeds 
in this, then he wins. The interest is pro- 
vided by the fact that it is possible to 
switch alignment. Minions may be 
cured, in which case they revert to being 
Envoys. If an Envoy ever loses all his 
Willpowerthen hewill becomea Minion. 

The game utilises a deck of event 
cards which the starting Minion will 
tailor to the particular Master. Hence, 
experienced players will learn to deduce 
the type of Master from the mix of 
events. Cards are acquired by progres- 
sing through the manor and its estate. 
Each title has a number which deter- 
mines whether a card (or, in the case of 
Envoys, a point of Willpower) will be lost 
or gained. Characters must roll a die 
upon moving on to a title - if an Envoy 
rolls greaterthan or equal orthe number 
then he will gain a point of Willpower 
(unless he is on a Lawn tile, in which 
case he picks up a card)- if a Minion rolls 
lessthan or equal tothe numberthen he 
will pick a card. Characters may move up 
to three tiles, so long as each roll against 
the tile number is successful. This quite 
neatly makesan Envoy's progress in the 
Manor (where tile numbers are high) 
quite slow, while Minions have trouble 
moving quickly in the grounds (where 
tile numbers tend to be low). 

Combat between Envoys and Minions 
is conducted by totalling the Envoy's 
Willpower plus bonuses (from cards, 
items,etc) plus a die roll,and comparing 
it to the Minion's die roll, plus bonuses, 
plus the tile number. An Envoy who 
loses combat will forfeit two points of 
Willpower, and any winner may steal his 
opponent's item and move him three 
tiles away. 

My main criticism of the game is that 
the rules are skimpy (only four sides 
long) and ambiguous in places. A little 
more explanation, with examples, 
would have been particularly useful. 
Still, the game involves a fair measure of 
strategy, particularly in the placing of 
tiles. Good players will always plan for 
the possibility that they may unexpec- 
tedly switch alignment in the near 
future, and must balance the appeal of a 
solo-victory as a Minion with the advan- 
tages of co-operation that can make the 
Envoy's joint win a little more likely. 
Complexity: 4 Playability: 6 
Production: 8 Skill: 7 
Value: 5 Overall: 8 

Paul Mason 



CRITICAL MASS 
I 

As I write I'm staring at the jacket of The Critical Mass is a regular fantasy 
Third Millennium: A History of the and science fiction book review 
WorldAD2000-3000 by Brian Stableford column, wrirten by D~~~ and me [Sidgwick & Jackson 224pp 
£ 12.951. This s ~ o r t s  a.holoaram - a cun- Langford. 

I ning ploy to make you buy"it and take it 
outdoors, the image being invisible in 
bookshop lighting. The original holo- 
gram showed a nautilus shell, which 
evervbodv loved. esoeciallv the other INTO 

who'd al;eady bagged the 
same one for their books. The hasty 
replacement shows, for some ungodly 
reason. two acorns. Sundav s u ~ ~ l e m e n t  THE 
photographers have taken'surieal pic- 
tures of the authors, who drew the line 
at posing in a tree. We still haven't seen 
copies of the finished book, only the . ABYSS 
blurb, memory of which causeius to 
wake up screaming on alternate nights. 
Such is the writer's life. . . 

Lucky Robert Silverberg, who, having 
reached the top via decades of work and 
millions of words, can write what he 
wants. Thistime it's Gilgamesh the King 
[Gollancz320pp £9.951, a straight histor- 
ical novel about the 'real' warrior-king 
'Gilgamesh (floreat 2500BC), with nods 
towards the more mythical Epic of Gil- 
gamesh. Long-term readers will remem- 
ber Critical Mass' review of the Bible, 
which pointed out that all that Flood 
stuff had been done in the Epic a 
thousand years previously. . . Silver- 
b6rg's version is laudable, essential 
reading for Sumerian role-players, but 
his realistic approach weakens (I think) 
the theme of immortality. Compare his 
amazing fantasy The Book of Skulls. 

An even better historical novel has 
gone unnoticed, author and publisher 
being obscure: The Arabian Nightmare 
by Robert Irwin [Dedalus Ltd (9 St 
Stephens Tce, London SW8 1 DJ) 253pp 
£2.951. The setting is Cairo in 1486, 
nothing else being certain in the 
labyrinth of dreamssinking into dreams 
like quicksand. By the time I'd finished 
my notes were pretty incoherent: 'If 
Borges and Dick had got together to 
update The Arabian Nights as a horror 
novel . . . ' It is a dream without awaken- 
ing (says the blurb), a flight without 
escape, a tale without end. I liked it a lot. 

Barbara Hambly's The Walls ofAir 
[Unicorn 314pp £2.501 continues the 
somewhat derivative Time of the Dark. 
Again there are literary glitches: I won- 
dered what a 's~atchcocked landscape' 
might look like,'until the dictionary . 
revealed to mv deliaht that 's~atchcock' 
is also a verb meanrng to interpolate 
words into a story, especially inappropri- 
ate ones. And, just as the wizard lngold 
lnglorion reeked of Gandalf in book 1, 
so the stench of Saruman's trea.cherv 
f~ l l s  book 2. Nothing's truly orlglnal, 
though (both Tolkien's and Hambly's 
betrayals are dramatizations of 
Nietzche's'lf you look into the abyss, the 
abysswill look back into you'), and Ham- 
bly is now making much better use of 
routine materials. Her wizard's character 
fills out as he reacts to suffering with a 
singular lack of nobility; the rotten old 
Bishop with her anti-magic doctrines 
becomes more sympathetic and may 
even be in the right; staggering revela- 
tions about magic, technology and the 
enemy Dark are promised for book 3. 
Will Hambly deliver? Fingerscrossed.. . 

Keith Roberts delivers novels far too 

infrequently, but here is Kiteworld [Gol- 
lancz 288pp £8.851, a cycle of linked 
stories like Pavane. The technological 
level is higher, with photography, inter- 
nal combustion and Geiger counters, 
the land is similarly Church-dominated. 
Its man-carrying kites fly at the borders 
as a hoped defence against legendary 
'Demons' which are plainly missiles: 
kite technology is related in obsessive 
detail without ever being in the fore- 
ground, which is occupied by all too 
human people having love affairs or 
crises of faith. The less tolerant of the 
Churches (which Roberts condemns not 
openly but by showing you the needless 
guilt and suffering of innocents) is get- 
ting tougher as faith in the kites dwindles: 
things are clearly falling apart, which 
doesn't stop two of the episodes being 
quitefunny. Superlativestuff,even ifthe 
deus-ex-machina . . happy ending is a bit 
jarring. 

The ineffable Piers Anthony cont.inues 
his 'Bio of a S ~ a c e  Tvrant' in Mercenarv 
[Granada41 5pp £2.501, whose foreword 
contains a hilarious warning that hero 
Hope Hubris is ever so much more cun- 
ning and competent than may appear 
from the book. Certainly he doesn't 
seem a likely candidate for Tyrant of 
Jupiter, with his habitual air of slack- 
jawed tncomprehension whenever the 
conversation turns to strategy, protocol, 
politics or sex. Nevertheless he survives 
the terrible training course of the Jovian 
Navy (including compulsory brothel 
drill, I kid you not) and sets out with a 
'Magnificent Seven' style task force to 
rid the spaceways of piracy. Parts of this 

are quite sensible, but are balanced by 
dottiness like the space-battle which - 
for reasons known only to Anthony - 
echoesthe Mongol invasion of Hungary 
so faithfully as to neglect the fact that 
space has three dimensions.. .Amusing 
nonsense, but definitely nonsense. 

Robert Sheckley's Dramocles [NEL 
204pp £2.251 is intentionally amusing 
nonsense, with a loopy plot about King 
Dramocles of Glorm trying to fulfil his 
unknown Destiny by obeying mysteri- 
ous notes he's forgotten having sent 
himself. In case this fails to remind 
you of something, there's an extra clue 
on the cover -a plug from Douglas 
Adams. Like Adams, Sheckley can do 
brilliantly funny one-liners, but hasn't 
lately shone at novel length. Dramocles 
has hilariousscenes, likethecompletely 
irrelevant one in which minor characters 
try to gain narrative security by estab- 
lishing a sub-plot of their own; but over- 
all it reads as though Sheckley was 
desperately making it up as he went 
along. Pretty good by some standards; 
insubstantial by Sheckley's own. 

There's meatier entertainment in The 
Artificial Kid by Bruce Sterling [Penguin 
245pp £2.501, which is crowded with 
interesting (if implausible) stuff. The 
Kid's business is videotaped real-life 
violence; everyone's fond of improba- 
ble dialogue; there's revolution, flight, 
cloning, returns from the dead, unlikely 
coincidences, even unlikelier biology, 
personality swaps, and to cap it all the 
splendidly daft Chemical Analogue 
Theory of the body politic. Without 
being exactly convincing, it's lavishly 
exuberant in the way SF used to be and 
literate in the way it wasn't. 

Forthe way things were, see old-timer 
Edmond Hamilton's Starwolftrilogy 
[Hamlyn 'Venture 05' 456pp £2.501, 
slam-bang space opera written in 1967-8 
but with the authentic 1940s ring. 'Who 
are these crazy people, anyway, who 
explode worlds as a weapon?' Pulp SF 
writers. that's who. 

In brief: Top Science Fiction ed Josh 
Pachter [Dent 340pp £2.951 is a fine col- 
lection for any SF neophyte, disarming 
criticism by letting the authors choose 
their own best stories. (I think at least 
half of them are wrong, but that's just 
me.) Recommended. The Sentinel 
[Granada 299pp £2.951 is a lavish, large- 
print packaging of 8 familiar Arthur C 
Clarke stories plus introductions and a 
4-page film outline ('The Songs of Dis- 
tant Earth'): nice to own, but check the 
contents against your other Clarke col- 
lections before buying . . . The Face of 
Chaos ed Robert Asprin and Lynn Abbey 
[Penguin 205pp £ 1.951: yet another out- 
breakofThievesl World: peoplewho like 
books likethiswill likethis book,though 
personally I thinkthe scenario is looking 
shopworn.. .Terry Brooks's The Wish- 
song of Shannara [Futura 499pp £ 4.951 
concludes the trilogy of an author who, 
unlike Tolkien and Hambly, can take the 
most powerfully magical fantasy arche- 
typesand with a singletouch of hisstyle 
transform them into rotting hulks of 
cardboard. I reeled back in awe as the 
book slipped from my nerveless fingers. 
There are secrets of the universe with 
which reviewers should not meddle: 
they abandon the effort and go to the 
pub instead. 



covered only the 'giant' RPGs would be 

Till R'lyeh rises again, 
John English, Birmingham. 

. 66. Older garners, like myself, are fully 
rs awarethat children, like Mr Hair,do play 

- scenarios like Dark Usurper and Castle 
of Lost Souls. 
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RUNERITES 

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

CLOSE ENCOUNTERS 
by Ian Marsh 

It is a fact that animals just do not mea- 
sure up realistically against men in most 
of the role-playing combat systems 
around. Seeking to modify the rules to 
correct this, our illustrious Assistant Ed 
has also developed a neat solution to the 
handling characteristics question. 
Briefly stated, this is the principle that a 
spear is all very well for holding off a 
brigand given plenty of space, but if he 
manages to get within a few feet of you 
then his dagger ought to prove more 
useful. 

Generally I do not approve of addi- 
tions to the RQ combat rules, feeling 
them to be sufficiently complex already. 
However, these rules of Ian's not only 
deal with a very crucial shortcoming in 
the rules as thev stand, but thev are also 
very elegant and require minimal 
record-keeping. If RQ3 had focussed 
more on topics like this, instead of 
muddying the field with Fatigue Points 
and what-have-you, it might have been 
worth the price tag! -DM 

/ '  - " 

"4,, .,;,,, .,... 1 ,  ,/&'&/a/&*+&. ,., , , J 
RuneRites in WD56covered one method 
of handling awkward combat situations 
where the handling characteristics of the 
individual weapons is important. 
Although this dealt with the problem by 
affecting attack and parry chances, there 
is an alternative which is easier on book- 
keeping and uses Strike Ranks as a 
basis: the system originally developed 
from my dissatisfaction with the treat- 
ment wild animalssuffered at the hands 
of adventurers. 

The problem revolves around 'weapon' 
length: a large weapon deserves its low 
SR given sufficient handling space and a 
distant opponent, but should suffer once 
an attacker breaks through the wielder's 
guard. To reflect this, two SR figures for 
each weapon can be used -one for'dis- 
tant' and one for 'close' combat. Distant 
SRs are exactly the same as the current 
SRs in R02-  they apply when combat- 
ants first engage and remain in effect 
whilst either of them holds the other off. 
Close combat SRs come into play once a 
defender's guard has been broken 
through and the attacker is inside the 

effective distance required for easy 
handling of the weapon: both attacker 
and defender become subject to the new 
SRs (qv). 

Close combat SRs are figured on 
length of weapon, just as normal SRs 
are. Obviously a short weapon is going 
to be of most use in a brawling situation 
and pikes, spears, etc, are not going to 
be particularly useful. The Close Combat 
Strike Ranks (CCSR) are figured as in 
Table 1. 

TABLE 1 
Length of Weapon CCSR 

0-0.4m 0 

Table 2gives the CCSRs for all standard 
hand-to-hand weapons in RQ2. The 
lengths in Table 7 are deliberately vague 
and not all weapons wil l  obey the rules; 
whether a weapon falls into one category 
or another is up to the GM - but dom't 
be too strict. 

TABLE 2 
Weapon CCSR 
Hatchet, all natural attacks*, dagger, 0 

singlestick. 
Light mace, shortsword, sickle. 1 
Battleaxe,grainflail, warflail, war 2 

hammer, war pick, heavy mace, 
quarterstaff, morning star flail, short 
spear (2H), bastard sword (1 HI, 
broadsword, scimitar. 

Great axe, rhomphia, great hammer, 3 
maul, rapier,shortspear (IH), long 
spear (2H), bastard sword (2H). 

Pole axe, militaryflail, pike, long spear 4 
(1 H), lance, greatsword. 

*Includes fist, grapple, butt, kick, claw, etc. 

Obvious differences include the quarter- 
staff and spears, both of which have 
peculiarities taking them outside the 
system. Firstly, for the quarterstaff, I 
would suggest that its normal SR be 
changed to 2 rather than 0 since the full 
length would be rarely used (otherwise 
it's all too easy to grab the weapon and 
disarm the wielder); similarly its length 
is less of a disadvantage in 'close'com- 
bat (after all, I'm sure that every hero 
envisages themselves grappling with 
some staff-armed villain in a test of 
strength). One-handed spears will be 
exceptionally awkward to handle close 
to, but two-handed spears are easier to 
shorten grip on and to control. Desper- 
ate spear owners without secondary 
weapons might well like to consider 
using their spear as a staff. . . 

Having decided the new SRs, the 
criteria for when CCSRs come into effect 
need to be resolved. Rather than having 
several distance bands, we can say that 
if a character defends himself success- 
fully against a foe at distance then dis- 

tant SRs remain in force. A successful 
attackshould therefore be judged as suf- 
ficient to  deter a foe from approaching 
closer although ruthless GMs may liketo 
rule that a successful attack and parry 
are required (thiswill make it very tough 
on low ability characters, however). This 
has particular relevance to spear- 
wielders against animals - by holding 
the beast off so that it is unable to attack 
efficiently; once it is through and past 
the spear it's time to pray! 

Who has the initiative depends rather 
on the results of combat. If one combat- 
ant fails to defend himself then his oppo- 
nent can choose to close or remain dis- 
tant; i f  he closes then both must have 
one round using CCSRs. If both fail then 
they involuntarily become subject to 
CCSRs. To break off and try and get dis- 
tance again can be decided on DEX 
resistance rolls (pit opposing dexterities 
against each other)-if both combatants 
want to reach distant range again then 
there shouldn't be any problem -let 
them do it. 

Notat~on on the character sheets 
is also easy - just separate the two 
SRs by a line with the distant (normal) 
SR first (adjusting CCSR as normal by 
adding base SR). For example: short- 
sword SR 816 for an adventurer with a 
base SR of 5. 

Handling natural attacksfrom animals 
can also be changed markedly from the 
current system. The multiple attacks at 
the same SR can be abandoned and 
instead beasts can have as many attacks 
as their SR permits. At distance this wil l  
usually be one at best: the disadvantage 
of claws and teeth is quite clear and a 
half-competent spearman should be 
able to hold off a wolf or tiger (at least 
until help arrives!). (Maybe a wolf- but 
I'dput my money on the tigeranyday!- 
DM.) Once through, given the size and 
speed of predatory animals, and using 
CCSR most beasts should be more than 
capable of delivering their attacks - and 
very quickly! Generous GMs may allow 
any long weapon (not just spears) to 
keep wild animals at bay, but as a gen- 
eral rule, impaling weapons of at least 
1.2m in length should be required to 
keep them in the distant category, other 
weapons allowing a strike at distant SR 
before the animal gets close. 

Finally, the predatory animals (big 
cats, etc) should be allowed a run and 
spring attack if they have room to run up. 
Use the system for wolfbrothers on 
knockdown wherethe chance of success 
is the animal's DEX x5 minus the defen- 
der's Defence as a percentage 
[(DEXx5-Def)%l. The animal attempt- 
ing this attack should have a minimum 
run-up of half its movement allowance 
and the attack occurs at base SR (giving 
the defender a chance to kill it before 
being mauled): the beast will auto- 
matically be on CCSR if the attack 
succeeds. 
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THE SURRE 

INVESTIGATORS' INFORMATION 
It is a Wednesday in July, 1923. For months there have been vague 
rumours of witchcraft in Surrey. At first they were ignored, but now 
the press has begun to take an interest in the affair. 

The owner of a disreputable but popular weekly newspaper has 
hired you to investigate', and you've spent the last few days trying to 
find some hard facts. Local papers initially forwarded the stories to 
London, but their reporters can only produce hearsay and gossip. It 
seems that it may be a rustic hoax. 

On the third day of your investigation you are leaving The Bull's 
Head in Guildford after a mediocre lunch, when you notice a passing 
Bentley tourer. Nothing seems strange at first, until you notice one 
oddity. It's a hot day, butthethree men in thecar are all wearing black 
coats and hats. . . 
KEEPER'S INFORMATION 
The men in thecar areare more Investigators, Orthodox Jewish scho- 
lars. The coats and hats are their normal outdoor costume. Their leader 
has found a manuscript which implies that something related to the 
Cthulhu mythos may be located nearthevillage of Wood Common, a 
few miles to the east. The scholars are staying in an old mill near the 
village, using it as a base for reasearch and sorties around the area. 
They have heard the rumours, and are alert for cult activity. 

If the lnvestigators follow the Bentley the scholars will soon notice 
the pursuit, and attempt to shake the tail. They will also take precau- 
tions against attack. 

There is a forgotten mythos site near the village, in the grounds of 
the mill. It contains an artifact which has a slight connection with the 
witchcraft story, since it can cause birth defects and has given rise to 
vague rumours of a curse on the area. 

THE CHASE 
It is assumed thatthe lnvestigators own a car, and decide to followthe 
Bentley. The numberplate is covered in dust and illegible. A Drive 
Automobile roll is needed to crankstartthe Investigators' car, and the 
driver must make a succession of rolls when the occupants of the 
Bentley try to shake them off along the winding country roads. This 
should becontinued until a roll isfailed,atwhich pointthe referee may 
announce that the Investigator's car has skidded into a ditch. It will 
take 3d4 minutes to extricate the car, and if the lnvestigators continue 
they will find thatthevillage of Wood Common happens to lie around 
the next corner. The Bentley has vanished. . . 

WOOD COMMON (Map 1) 
This village was founded in 1450AD, but has no claims to fame. It is 
simply a convenient junction of lanesand roads linking various farms 
and smallholdings. The village is bordered by woods. The principal 
landmarkofthearea is Leith Hill (965feet),three milestotheeast, and 
the village is at the base of its slope, so that the ground rises slightly 
north-east of the road. Several features of the village may interest 
Investigators: 

The village smithy (1) will undertake car repairs and sells petrol. The 
smith is Harry Barnes,a former RFC mechanic (rankCorporal),who is 
bored with village life and might be interested in a more adventurous 
career if someone attempts to recruit him by an Oratory roll. 

Harry Barnes: English, Christian (CE), age 29, Blacksmith. Str:15; 
Con:18; Siz:8; lnt:14; Pow:l l ;  Dex:15;App:9; Edu:8; San:55; HP:13. 
Skills: ReadNVrite French lo%, Speak French 32%, F~rst Aid 60%, 
Zoology lo%, Listen 55%, Spot Hidden 35%, Track 20% Drive 
Automobile 35%, Electrical Repair30%, Mechanical Repa~r 50%, Oper- 
ate Tractor 30%, Operate Lathe 40%, Pilot Aircraft 15%, Camouflage 
20%, Move Quietly 35%, Sing 15%, Climb 60%, Ride20%, Rifle 25%, 
Shotgun 40%. All unlisted skills are at standard mlnlmums. 
Equipment: Smith's tools, mechanic's tools, single barrel 20-gauge 
shotgun, cartridges. 

When the investigators pass the smithy, Barnes is busy shoeing a cart 
horse. He knows where the Jewish group is based (although he will 
call them 'furriners') and, if asked, will suggest that the investigators 
ask someone in the pub for exact directions to the mill. 

The village has two shops (2,3) selling groceries and hardware. 
Shop 2 is also an off-licence and shop 3 is the post office and tele- 
phone exchange. The only buildings in the area with telephones are 
the vicarage, the police station and this shop. The main Guildford to 
Brighton telephone line runs down the main road and all the village 
telephone lines join it. A Spot Hidden roll is needed to noticethe poles 
-they are such a familiar sight that they tend to be ignored. 

Both shops are run by women, wives of farm workers. Anyone 
entering either shop will find that it holds d4+1 female customers and 
d4+2chiIdren. [Spot Hidden: Onechild in the first shopentered hasa 
slight deformity, such as a hare-lip or webbed fingers.] All the adults 
in both shops known that the 'furriners' have rented the old mill, but 
an Oratory roll must be made to extract this information or directions 
to the mill. 

Thevillage police station, a cottage (41, is unoccupied, since the con- 
stable isout on patrol on his bicycle. Hewill return in the evening. The 
cottage is firmly locked and holds nothing significant: 

John Craddock: English, Christian (Baptist), age 47, Police Constable 
and amateur astronomer. Str:13; Con:l l ;  Siz:l2; lnt:9; PoW:7; 
Dex:12; App:9; Edu:l I; San:35; HP:11. 
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Skills: Astronomy 25%, Law 35%, Listen 35%, Psychology 15%, Spot 
Hidden 40%, Track lo%, Drive Automobile 30%, Ride Bicycle 75%, 
Truncheon 45%, Shotgun 40%, Fists 55%. All unlisted skills are at stan- 
dard minimums 
Equipment: Bicycle, truncheon (nightstick), 2 pairs handcuffs, whistle, 
notebook, pencil, astronomical telescope, books, etc (in cottage). 

Craddock knows where the Jewish team are based (alsotheir names) 
but will want to know why the team require this information. He will 
be suspicious of any Fast Talk attempts, and will arrest anyone who 
tries to bribe him. 

Thevillage church (5) is a mediocre neo-GothicVictorian edifice, its 
main ~ o i n t  of interest being the War Memorial in its churchyard, com- 
memorating the deaths of 12 villagers in various military units. [Spot 
Hidden: A suprisingly high proportion of graves are of young and new- 
born children.] 

The church grounds overlook the village green and cricket pitch, 
including a small pavilion (61, holding normal sporting junk. [Spot 
Hidden: A scythe is stored on pegs on one of the rafters.] 

The social centre of the village is 'The Peacock' (71, a 17th century 
tavern, opening hours 11.00am-3.00pm, 5.30pm-10.00pm. There are 
several guest bedrooms available at moderate rates, all small and 
uncomfortable. The landlord is Abel Peters. a disabled ex-serviceman. 
aided byhis wife ~ o r i s . ~ h e r e  are usua~ l l~~4+ lcus tomers .  ~ t t e m ~ t s '  
toquestion Petersarefutilesince he is both shell-shocked (SAN 8) and 
deaf. If given any severeshock hewill lapse into a catatonictrance last- 
ing 2d4 hours. Hiswife isequally unhelpful,sinceshedoes most ofthe 
work of running the pub and is too busy to gossip. Attempts to ques- 
tion customers must be prefaced by the purchase of d3 drinks, fol- 
lowed by a Fast Talk roll. The table below contains possible answers 
to questions Iike'Does much happen round here?', with an answer rol- 
led for each successful questioning attempt. If a more specific ques- 
tion is asked, such as'ls there much witchcraft around here?'the table 
should still be consulted but any result which does not relate to the 
question should be ignored. All replies will be punctuated by typical 
rural comments such as 'Arr, this warm weather gives a man a power- 
ful thirst'. Roll d20: 

1 A: Strange ritualsare performed on Leith HiII,and the tower 
there is haunted. 

2-8 B: Some'furriners' have rented the old water mill. No details of 
numbers, nationality, etc. 

9 C: As B, butthe person questioned believesthere are d3+ 1 
occupants who are probably (d20): 1-4 Germans, 5-7 Russians, 
8-1 1 Jews, 12-15 Londoners,7-18Anarchists, 19+ Escaped 
convicts. 

10-1 1 D: Atwo-headed dog was born lastweek but died later. There 
have always been a lot of freaks round here, it's probably 
caused by the chalky water.. . 

12-14 E: Thevillage pond is a Zeppelin bombcrater. 
15-17 F: The beer in this pub is sometimeswatered. 
18-19 G: There's been a lot of poaching lately. 

20 H: As A, butthe rumour includes human sacrifices. 
Rumours A and H are completely untrue, based on village gossip fol- 
lowing a bonfire on Leith Hill last summer. Rumour D is true but the 
reason suggested is wrong. Rumours E, F, and G aretrue but irrelevant. 

South-west of the village green are the vicarage (9), a crumbling 
Georgian structure, and Appleby Farm (lo), a small establishment 
specialising in honey, pigs, and poultry. The vicar, the Reverend 
Langford, has no interestsexcept religion (Christian, 75% knowledge), 
the church restoration fund, and bridge. His only skills are 75% Read1 
Write Latin and 85% Oratory (when soliciting contributions). He is an 
amiable eccentric with little knowledge of village life and no interest 
in gossip. The vicarage holds nothing relevant to the situation. 

Thomas Appleby, the owner of Appleby Farm, is another ex-service- 
man, who lost a leg on the Somme. He has the same information as 
the blacksmith. 

Across the main road is a lane leading to Bairds Farm ( l l ) ,  Edwards 
Farm (12), and Youngs Plantation (13). 

Bairds Farm has a small herd of cattle, grazed on fieldssouth ofthe 
village by day and returned to the farm at night. The herd consists of 
23 cows and 2 bulls, the bulls penned in the north-east corner of the 
farm. This farm's dogs have recently produced,a,two-headed puppy, 
and the owner will show its pickled corpse to vls~tors if tipped 
(minimum 3d). A cow was recently stolen from this farm, and the 
farmer is alert for trespassers at night; he has a 12-gauge double- 
barrelled shotgun and employs two live-in farmhands armed with 
pitchforks: Damage ld8+1, Base 15% Break 10, Cost 15s, impales. 
Both farmhands have 30% pitchfork skill. 

Edwards Farm produces vegetables, sheep, pigs, and apples. This 
farm has also suffered poaching losses and four dogs roam the fields 
at night. Roll d4perfield,a result of 1 indicates 1-2 dogs in a field. The 
owner and his four sons are also armed, as Bairds Farm above. 

Youngs Plantation is an estate stretching north and east of the vil- 
lage. The sheds marked contain a workshop, stables, and a timber 
store. By day thereared6workers in and around the buildingsand 2d6 
workers on other parts of the estate; at night there is a single watch- 
man, armed with a truncheon used with 55% skill. These buildings 
hold axes, saws, climbing equipment, and other useful items. Most of 
the workers are villagers and can give information from the above 
table if approached correctly. 

North-west of thevillage is another lane leading to Leith Hill. Players 
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dren have Spot Hidden 75%, and will regard any odd behaviour or 
foreign accent asevidence of criminal intent. Their reaction may beto 
report such behaviour to the police, or to follow the lnvestigators 
themselves. 

THE OLD MILL (Map 2) 
The mill stands on land owned by Youngs Plantation and is sur- 
rounded by its woods. Originally a timber mill, the pool has 
now been stocked w ~ t h  trout andtne mill is leased as a fishing lodge. 
A barbed wire fence marks the boundary between the woods and mill 
grounds, and anyone breaching it must make a successfuI Dodge roll 
to avoid 1-2 points injury. Frequent notice boards warn that trespas- 
sers will be prosecuted. The normal approach is a gravelled track (A) 
ending in a locked atetothe mill yard (B), which holdsthe mill wheel 
(C) and building ( d . ~ h e  Bentley is parked by the mill. Behind the mill 
is a 15' high stone wall (E) retaining an earth bank and the mill pond. 
The wheel is supplied by a stream (F) running into a pool (G) and via 
sluices (a,b) into the mill pond (H) and into a secondary stream (I) 
which drains excess water. Part of the stream descends stone steps (J) 
to a side stream while the rest runs down an 8'waterfall (K) and round 
to mergewith theoutflow from the mill.There isa small muddy island 
(L) with a few stunted trees to the side of the pond. 

The stream banks are covered with nettles and thorns. If anyone 
crosses them without protection they will take 1-2 points of damage 
and, if not wearing gloves, lose 1-3 DEXfor 2-8 hours. The main pond 
(H) is 2-4 feet deep with a firm clay bottom [Spot Hidden: All the fish 
in the pond have slight deformities, ranging from elongated fins to 
missing gill covers, extra eyes, and the like.], The feeder pool (G) is 5' 
deep with a deep mud bottom. Anyone wading this pool must over- 
come STRl2 orsink6" per round. The stone steps (J) areslippery but 
easily climbed atthe sides. Trees and bushes around the pond reduce 
visibility to 2d8 feet, except over the pond and in the mill yard. 

The mill is a 2-storey building (with loft) whose lower floor is built of 
stone and the upper floors of bricks and timber. The old water wheel 
adjoinsthe building,fed by a slowtrickle of waterwhich drains into a 
culvert and down to the stream. Left of the wheel is a rail-less stone 
staircase to the pool wall. 

In the following description it is assumed that the mill's occupants 
returned at leasttwo hours beforethe arrival of the Investigators, and 
spent some time preparing to resist attack. Unusually fast Inves- 
tigators may reach the mill before the occupants are ready. 

If the lnvestigators approach the mill openly and tryto make peace- 
ful contact it is possible that the groups can co-operate. Any attack or 
sneak approach will be treated as hostile. The Jewish group do not 
wish to involvethe police, butwill signal for help in theface of a deter- 
mined assault; it should be remembered that gunshots will be heard 
from the village. In a tense situation there is a 50% chance that a 
member of the Jewish group will say something to reveal the true situ- 
ation; for example, after escorting trespassers off the premises one 
might say 'Do you think they were cultists?' to another. Investigators 
should be given a normal chance of hearing such remarks, but the 
referee should not give them extra emphasis. The group's religion is 
indicated by the fact that they all wear hats or caps at all times, will 
avoid combat, driving, and other physical activity from sunset on Fri- 
day to sunset on Saturday, and will refuse to eat outside the mill 
(wherethey havetheir own plates and utensils and a supply of kosher 
foods). 

To deter an assault from the rear the pool wall is now covered with 
small roundstones, sothat anyonewalking along it must makea Spot 
Hidden object roll to avoid stepping on one, or make a Dodge roll to 
avoid falling into the pool. All ground-floor windows have been 
covered with heavy wooden shutters (STR12, absorb 15 points dam- 
age before breaking). All outside doors (exceptthose to the old stable 
(0)) are locked and barred. 
Ground Floor 
All ceilingsare 12'high, of plaster 
and beam construction. All floors 
are of stone flagstones. 

M. A stone room, originally the 
saw room of the mill. The wall is 
pierced by the wheel shaft, carry- 
ing a large cogwheel. All other 
machinery has been removed. 
There is a pile of firewood in one 
corner (holding d6+2 harmless 
mice), and some sacks of potatoes 
and flour and barrels of paraffin 
and beer in another.. 

N. Kitchen. Occupied if alarm 
has been sounded, by one of the 
Jewish group, Abraham Stone: 

Mythos 5%, Bargain 20%, Debate 35%, Oratory 40%, Sing 25% Pistol 
45%. All unlisted skills are at standard minimums. 
Equipment: .22 revolver, 24 rounds, cigarettes, lighter, scout knife, 
pocket editions Talmud, Old Testament (both in Hebrew). 

Stone met the other members of the Jewish group at university, and 
was persuaded to join their fight againstthe forces of evil. He has not 
been involved in any incidents, and his mythos knowledge is derived 
from studies. 

Depending on the time of day, Stone will either be cooking or read- 
ing the Bible or Talmud. Equipment to hand includes a cleaver and 
knives. [Spot Hidden: A packet of kosher flour stands on thetable, and 
is visible through chinks in the shutter.] 

0. A poky parlour lit by an oil lamp. The room contains a vast assort- 
ment of gimcrack ornaments including fake Wedgwood plates, nod- 
ding china dogs, seaside souvenirs, and other fake antiques. [Spot 
Hidden: There is a real antique alabaster Buddha (value £120) 
amongstthe junk. There is a concealed cupboard underthe staircase, 
its doors covered in wallpaper. The cupboard contains some fungi, 
which a Botany knowledge roll will reveal to be wet rot.] 

P. Corridor to WC and locked outer door. There are 2 brooms, a 

Loft 

F ~ r s t  F l o o r  
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Abraham Stone: English Jew 
(Orthodox), Rabbinical Student, 
age 22. Str:9; Con:12; Siz:l I; 
lnt:17; Pow:15; Dex:16; App:l l ;  
Edu:l7; San:66; HP:11. 
Skills: Readwrite Latin 30%, 
Readwrite Hebrew 30%. Read/ 
Write Aramaic 15%. Speak Hebrew 
60%. Speak Yiddish 80%, 
Archaeology 20%, Cthulhu 
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spade, and a mop and bucket leaning against the wall, none recently - - 
used. 

Q. An old stable full of broken furniture, beer crates, rusty buckets 
and barrels, fishing gear, and rubbish. [Spot Hidden: There is an old 
punt and pole atthe back, covered by pieces of broken wardrobe. It will 
carry up to 4001b (approximately 180kg) without sinking]. 

First Floor 
All ceilings 8' high, plaster with beams. All floors wooden. 

R. An L-shaped room with a locked door leading to the pool wall via 
a strong railed wooden bridge. The room is ornamented with 
mediocre oil paintings, a stuffed fox, and an assortment of stuffed 
birds and fish. A hessian mat, an old horse-hair sofa, and a roll-topped 
desk are the only furniture. Sitting at the desk (unless summoned 
elsewhere or asleep) is one of the Jewish investigators, Aaron 
Rabinowicz: 

Aaron Rabinowicz: Palestinian (British Citizen) Jew (Orthodox), Post- 
Graduate Archaeology student, age37. Str:14; Con:17; Siz:16; lnt:17; 
Pow:18; Dex:14; App:9; Edu:17; San:55; HP:16. 
Skills: Readwrite Hebrew 45%, Speak Hebrew 80%. Speak Polish 
40%, Speak Russian 30% Speak Arabic 25%, Anthropology 50%, 
Archaeology 55%, Cthulhu Mythos 15%, First Aid lo%, History 40%, 
Library Use 35%, Linguist 20%, Occult 25%, Listen 55%, Spot Hidden 
45%, Track 15%, Drive Automobile 45%, Operate Bulldozer 25%, 
Camouflage 15%, Rifle 55%, Shotgun 30%. All unlisted skills are at 
standard minimums. 
Spells: Create gate, Elder Sign. 
Equipment: Short Magazine Lee Enfield Rifle (used as .30-06 bolt 
action), 100 rounds, bayonet. All stored in gun case in room S. Switch- 

Rabinowicz is an archaeologist who served with the infantry in the 
Great War. In 1921 he encountered cultistson a field trip in theSahara 
desert, and rescued several Bedouin childrenfrom a human sacrifice. 
He returned to university to learn more about the cultists, and metthe 
Jewish group's leader there. 

Rabinowiczis typing a record ofthe investigation, in English, which 
gives a full account of their histories and motives. The desk holds 
stationery, an electric torch (battery life 45 minutes), a pint of vodka, 
and three rolled-up maps in the wrapping paper of a Guildford book- 
shop. Two of the maps are modern, one dates from the 17th century. 
All three are to different scales, making comparisons difficult. [Spot 
Hidden: if the three are examined together it will be noticed that the 
early mapshows notoweron Lelth HIII. Asecond SpotHidden roll will 
show that there used to be an object marked 'Smee's Mound' in the 
area now occupied by the mill pond]. 

S. A spartan bedroom, used by Rabinowicz and Stone. [Spot Hid- 
den: Agun case is hidden under a hanglng coat.] 

T. A larger study and bedroom. Unless disturbed, the room will be 
occupied by the leader of the Jewish group: 

Rabbi Joshua C~hen: British. Jew (Orthodox). Professor of Compara- 
tive Religion, Jewish Chaplain of Oxbridge University, age 63. Str:8; 
Con:7; Siz:7; lnt:18; Pow:2O; Dex:6; App:16; Edu:20; San:15; HP:7. 
Skills: Readwrite Hebrew 90%. Readwrite Aramaic 50%. ReadNVrite 
Russian 30%, Speak Hebrew 70% Speak Russlan 45% Archaeology 
60%. Cthulhu Mythos 44%. History 7 9 ,  Library Use 6%. Linguist 
20%, Occult 65%, Listen 35%, Spot H,~dden ?%, Bargaln 20% Debate 
60%, Oratory 70%, Sing 45%. All unllsted skllls are at standard 

minimums,.except Stealth and Agility which are half normal due to 
rheumatism. 
Spells: Bind byakhee, bind hunting horror of Nyarlathotep, brew 
space-mead, powder of Ibn-Ghazi, Elder Sign. 
Equipment: 1 vial of Powderoflbn-Ghazi. Ingredients for space-mead. 

Rabbi Cohen is the son of Russian emigrants, and the author of 
numerous books on Judaism, Jewish and Aramaic history, and 
archaeology. He is also a caballist, a member of a tiny and virtually 
extinct sect whose members interpret the Bible and Talmud by an 
elaborate numerological system. While cataloguing the results of an 
archaeological expedition he found an obscure Aramaic tablet. He 
decoded it by caballistic methods, to find a grim warning against the 
creatures of the Cthulhu mythos. Further research led to situations 
which pitted him against cults in Europe and the Middle East. Cohen 
believes that any publicity about the Cthulhu mythos will lure fools 
Into joining thecults, and ifthe Investigators admitthatthey represent 
a newspaper he will try to stopthem learning anything, or askthem to 
swear a vow of secrecy. 

Recently Cohen came across a 16th century translation of an 
Aramaic history book, with several abbreviated marginal notes in 17th 
century English. One page of the book was apparently copied from 
anotherwork, and describes a ritual human sacrifice in horrific detail. 
He issurethat it hassomecult significance, but cannot givea definite 
source. [The passage is from the Revelations of Glaaki. It gives + I% 
Mythos knowledge, -d3 SAN, no spells, and lays the reader open to 
attack by Y'Golonac. ACthuIhu Mythos roll will not identify thesource, 
but characters who have read the book will instantly recognise it.] 

There are four significant marginal notes, successful Read English 
rolls at -25% are required for each: 
1. ' . . . village. . . Wood Common . . . ' [Dots are illegible words] 
2. 'Beneath the Mount' [Spot Hidden: the last word is 'Mound'] 
3. 'The amulet of Y . . . ' 
4. 'They gnawed the bones!' 

Cohen read the first and third notes only, and believes thatthey refer 
to a mythos site. He has researched the book, and found that is was 
apparently donated to Oxbridge University library in 1845. Since it is 
nowthe university vacation he has recruited his pupilsto help investi- 
gate the mystery. In the absence of further clues he is translating the 
passage back into Aramaic, to try to decode it caballistically. 

U. A low-ceilinged loft holding a cistern and hand pump used to 
raise water from the pond, a pile of straw, and two broken chairs. By 
day there are 25 bats nesting in the loft, leaving at night through a hole 
left by a loose slate. The tank holds reasonably pure water, and two 
dead beetles. 3d6+6 mice nest in the straw pile. Nothing significant 
will befound in a search, but anyone making one must makea Dodge 
roll over rooms S and Tto avoid falling through rotten boards and tak- 
ing 2d6 damage. 

By comparing the maps in Rand deciphering the manuscript notes 
it will become apparentthatthere is something underthe island in the 
mill pond, formerly Smee's Mound. The Jewish group would have 
reached this conclusion if they had not been distracted by the Inves- 
tigators' activities. 

SMEFS MOUND (Map 3) 
This island is approximately 60' long by 40'wide, rising to a maximum 
of 4' above the water level, and is covered in low bushes and a few 
stunted trees. [Spot Hidden: The vegetation shows numerous minor 
abnormalities, such as withered fruit, twisted stems, etc.] 

If some means of detecting magical fields is used, such as Powder 
af Ihn-Ghazi, a series af farce lines radiating from a paint near the 
north edge of the island will be seen. Probing this point will reveal a 
hard surface 8" under the earth; a slab approximately 7' square. This 
object can also be found by random probing in 1-4 hours. 

The slab is 12" thick and weighs more than a ton, and is not built 
with any form of counter-weighting mechanism. It covers a stone- 
linedvertical shaft(1)dropping 21'toa square chamber (2). The lower 
12'ofthe shaft and thechamber below are filled with stagnant muddy 
water and silt, a total of 2550 cubicfeet. Players should be encouraged 
to work out ways of emptying it, such as bucket chains (1 cubic foot1 
bucket, STR/3 buckets raised per minute), counter-weighted barrels 
on ropes and poles (5 cubicfeet, same raising rate), or a pump. The 

O l O '  
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pump in the mill loft can raise STR in cubicfeet perminute,and thevil- 
lage blacksmith has all the pipes and tools needed to modify it forthe 
task. Siphoning will notworksincethewater level in theshaft is below 
that of the mill pond. 

Once the water is removed a 12" layer of silt and mud will remain. 
Buried in the mud are two human skeletons,four English pennies, the 
most recent dated 1643, and the remains of an old pickaxe. [Spot Hid- 
den: A 5' high and 3'wide section of the north wall is made of stone 
blocks, the rest of the chamber has been hewn from solid rock. A 
trickle of water seeps around the blocks.] 

The blocksare close fitting but not cemented, and weigh over 1OOlb 
apiece. The chamber beyond is a passage (3) leading to a studded 
bronze door. The passage is filled with waterto a depth of 4', the upper 
foot a stagnant air pocket. If the blocks are removed the water will 
surge out, covering the floor of both chambers with 12" of water. 
There is no obviousway of opening the bronze door. [Spot Hidden: A 
bronze rod protrudes 2"from the W wall 4 before the door. If the rod 
is pulled out (STRI 2) a catch is released and a large stone blockwill fall 
into the passage, inflicting 3d8 damage and blocking it completely. 
Another Spot Hidden roll will reveal that three of the door studs can 
be slid sideways, allowing it to swing into the passage on concealed 
pivots.] 

The chamber beyond the door (4) is obviously the scene of some 
ancient slaughter. The bronze door has withstood the water, and the 
dry stone floor is covered with smashed bones, many showing the 
marks of gnawing teeth. [Spot Hidden: Three of the skeletons are 
intact. Several bronze swords are scattered amongst the debris.] 

None of the intact skeletons are significant, but 3d4 rounds afterthe 
Investigators enter the room they will be attacked by 7 magically ani- 
mated skulls: 

Characteristic Average 
STR: Id6  3-4 Move: 4(Jump) 
CON: NIA - Hit Points: 6 
SIZ: 2 2 Attack: Bite (DEXx4%),d4+1 an illusion is overcome. 
POW: 3d6 10-1 1 Armour: Note The amulet will perform this function for 21 seconds, then will not 
DEX: ld6+3 6-7 Habitat: Magically generated. do so again for 27 hours. 

3. Y'golonac can read the wearer's thoughts. 
Animated skull sattack by 'jumpingf,flinging themselvesat a victim by 4. Y'golonac can attack the wearer withot being physically present. 
rapid jaw movements. On making a successfuI hit a skull will embed However, he is interested in gaining converts,and prefersto try touse 
its teeth and automatically hit for an additional 1d3damage per round his knowledge of wearers to tempt them into joining a cult. 
until destroyed. Seeing such an attack causes an unavoidable loss of 5. The amulet generatesa mutatingfield of 500 yards radius, active 
1 SAN, victims must make a SAN roll or lose another I d4  SAN. Any once per lunar month. If an embryo is in this area it will be affected, 
Critical Hit or Impale will destroy a skull. Anyone who actually unless a roll under (5x (average CON for species)) is made. The 
destroys one or more skulls will regain a point of SAN. human saving throw isthus 57%. On a saving roll of 95-00 the embryo 

The swords on the floor are late Pre-Roman British and have an will die immediately, otherwise it will be deformed. Once an embryo 
antiquevalue of flOOx3d4. They areextremely brittle (ld4points) and has saved it is safe from the amulet's attack forever. If the amulet is 
will almost certainly be destroyed if used in combat. taken to a densely populated area, such as London, there will be an 

Underthe bones isa loosestoneslab, afootfrom theeastwall. It is increase in deformed human births9 months later, and an immediate 
4' square and weighs3001b, and covers a 3' diameter circular shaft (5). increase in the number of miscarriages. 
There are irregularly shaped niches in the north side of the shaftwhich None of the effectsof the amulet are obviouswithout magical inves- 
can be used as hand and foot holdsfor a climb, but slippery fungi cov- tigation or experimentation. Anyone who reads a complete copy of 
ering the shaft wall reduce Climbing skill by 5%. The fungi are other- the Revelations o f  Glaakiand makes a successfuI Mythos roll will 
wise harmless. realise thata similar symbol is described there, with detailsof its acti- 

At the bottom of the shaft is a small square chamber, with a 5' high vation and effects. 
bronze door in the south wall. The door is a smooth plate with no obvi- There is no clue to the crypt's origin, and lnvestigators should be 
ous opening mechanism. [Spot Hidden: Some parallel scratches on encouraged to suggest a plausible theory. In fact, it was originally a 
the metal surface imply that it slides sideways.] temple of Y'golonac, whose cultists were killed by a rival tribe. The 

The final chamber (6) is octagonal. The floor and ceiling join the invaders'shaman cast the spell which animated the skulls, to keep 
walls by 'faceted' surfaces at 45"to the vertical. All surfaces are made anyone from reactivating thetemple,then had it sealed and the entrance 
of a seamless white material which reflects light from a myriad of tiny buried. In the 17th century a group of German cultists recruited three 
points. If a Geology roll is made it will be recognised as quartz, fused English members, who knew the approximate location of the tomb 
by some unimaginable heat. In thecentreofthe room isan octagonal and prepared the book for use if the amulet was recovered success- 
basalt slab, 5' across and 18" thick, supported on a 3' high and 3' fully. However, the cultists did not know of the skull guard, and were 
diameter quartz pillar. Lying on the slab is a human skeleton dressed beaten off with seriouswounds.Twodied in the crypt, thethird sealed 
in fur trousers and a fur cape, with a bronze chest plate, a bronze the chamber but died of infected wounds in Guildford several days 
sword, and several copper bracelets. [Spot Hidden: There is a amulet later. He jotted some notes in the book before he died, but it was stolen 
round the skeleton's neck, almost concealed by the furs.] and sold for a few coppers after his death. None of the later owners 

The skeleton has been enchanted, and will attack if it is'moved or realisedthesignificanceofthe book,and itwaseventually donated to 
disturbed in any way: the university with several hundred other books and pamphlets 

owned by a Guildford doctor. 
Skeleton: Str:8; Siz:6; Pow:17; Dex:15; 9 hits; sword 60% ld8+1. See 
the Call o f  Cthulhu sourcebook for details. Further Events 

This scenario gives characters a chanceto make useful contacts, such 
It has been animated by Y'golonac and will attempt to place the as the three Jewish Investigators. The village blacksmith is another 
amulet round an investigator's neck. Theskeleton'ssword, bracelets, useful NPC who might easily become an associate of the Inves- 
and breast plate are of early Bronze Age construction but in perfect tigators. 
condition, antique value f 100~5d10. The furs will disintegrate if The non-magical valuablesfound in the tomb can beauctioned, but 
touched.Theamulet is made of a triply twisted Mobiusstrip, inset with the Jewish groupwill wantfairshares. Such an auction might involve 
three small emeralds and six diamonds of a strange asymmetrical other items of cult significance -see The Asylum [Chaosium]. 
faceted cut. The metal is platinum. As metal and jewels it is worth Referees should remember that all items found are legally Treasure 
f 1750, but it is also a magical amulet associated with Y'golonac, and Trove, and should be be handled by a Coroner. Failure to follow this 
has the following properties: course might lead to imprisonment. 

1. The wearer can cast the spell contact Y'golonac without normal If anyone actually takes the amulet and starts to wear it they will 
SAN loss. A human sacrifice is required, as described in the Rabbi's attract Cultist attention, and may also bevisited by Y'golonac himself. 
book. This may be be a useful starting point for the next adventure of a 

2. The wearer can see invisible objects or fields by looking through campaign. 
the central opening. Y'golonac can override this power at will, sup- 
pressing the sight of invisible objects or adding convincing illusions. Britain in the 1920s 
Examples: the wearer mistakenly suspects a child of being some sort Keepers should note that f/s/d rather than the current decimal cur- 
of mythos creature. Y'golonac generates an illusion of seven stalked rency is appropriate to the period, with 20 shillings or 240 pennies to 
eYc r head. The wearer must roll undei3xINT to the pound. Prices, etc, can be gauged from the CoC rules using an 
avc witha cumulative +5% bonuseach timesuch exchange rate of $5 to f I as a rule of thumb. 
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STARBASE 

Starbase is a bimonthly column featuring readers'ideas for Traveller, edited by Bob McWilliams. 

E STAT 
Ship Combat Damage by J Evans and E Wilson 

The damage system in the High Guard 
ship combat rules is very simplistic in 
some respects. For example, a pulse 
laser firing on a dreadnought could, in 
theory, inflict hundreds of thousands of 
tons of damage, and a type T meson fir- . 
ing on a tiny fighter rolling exactly the 
same roll could only do a couple of tons 
of damage. Therefore we have devised 
this damage system as an alternative. 

Procedure 
1. Roll 'To Hit' using the High Guard 

tables. 
2. Roll 2d6 on Table 1. Moving across 

from the result, the number in the cor- 
rectcolumn fortheweapon USP istaken. 

3. Add the result to the roll of a d6 and 
find the total in the left hand column of 
Table 2. The figure in the right hand col- 
umn besides it isthetonnage of damage 
done. If this exceedsthe total tonnage of 
the target ship, then it is completely 
destroyed. 

4. If the value is not larger than the 
target ship's total tonnage, then one roll 
is made in the correct part of Table 3. 

5. The area indicated by this roll then 
has the previously found damage tonn- 
age destroyed. If the damage is done to 
a computer, spinal mount, drive orto the 
bridge (avionics) and less than 50% of 
this is destroyed, then Table 4 is con- 
sulted to see if the system is still opera- 
tive. If the damage has been done to an 
area that is already partly destroyed, 
then the remaining tonnage of this area 
receives the damage. If the damage is 
doneto a totally destroyed system, indi- 
cated by the exterior hit section of Table 
3, then this does not count and instead it 
is inflicted on a system indicated-by a roll 
on the interior hit section. 

6. If the weapon being used is a parti- 
cle accelerator or a nuclear missile, then 
the tonnage of damage indicated is 
taken on an area indicated by the radia- 
tion damage section of Table 3. Then 
stages 2 and 3 are repeated, using only 
one die instead of two on Table 1 to give 
material damage, done to an area found 
by rolling on the exterior damage sec- 
tion of Table 3. 

7. If the tonnage of damage exceeds 
the tonnage of an area and the hit was an 
exterior hit,then another hit location roll 
is made, this time on the interior explo- 
sion table. This is to simulate the effect 
of a large explosion. If the remaining 
damage exceeds the tonnage of the 
interior system, then this is also com- 
pletely destroyed and another area is 
selected on the interior hits table. This 
procedure is repeated until all the dam- 
age has been used up. 

8. You will notice that crew casualties 
are not given on the interior and exterior 
explosion tables. This is because any 
explosion would cause casualties; 
therefore a percentage of the total crew 

is killed equal to the percentage of the 
ship destroyed. Thus a 400 ton ship 
receiving 100 tons of damage would 
have 25%of its crew killed. Note thatthis 
also applies for radiation damage. 
If a drive, spinal mount, computer orthe 
avionicsof a ship are hit, and more than 
50% of the system is destroyed, then it 
will not function. If, however, less than 
50% of the system is destroyed there is a 
chance of it functioning. For all systems 
mentioned (here drives include power 
plants) roll Id6  and use the result in the 
correct column forthe percentage of the 
system destroyed. 

If the damaged system is a drive, and 
a * is shown, then the drive functions at 
half value. MIN indicates that the drive 
functions, but at minimum value. KO 
indicates that the drive is completely 
non-fuctional. 

If a computer is the damaged system, 
and a * is shown in the table, then either 
the ship drives orweaponry can be used, 
but not both at once. If MIN is given, then 
only one of the two again can be used, 
and this time at half value. If KO is indi- 
cated then neither can be used. Note that 
turret weapons can always be used, bpt 
without computer guidance they fire at 
- 5. 

If the avionics are damaged then the 
ship functions at half agility and acceler- 
ation for a * reading, and no agility and 
minimum acceleration for a MIN read- 
ing. If KO is given then the ship cannot 
manoeuvre. 

If the spinal mount is damaged and a 
* is shown then it functions at the USP 
halfway between A and its own. If MIN is 
given itfunctionsat USPA. If KO isgiven 
it cannot function. 

. 
Dice USP Weapon Code 
R o l l 7 2 3 4 5 6 7 8 9 A B C D E  F G H J K L M N P Q R S T  

Table 2 
1 1 13 45 25 250 37 4000 
2 2 14 50 26 300 38 5000 
3 3 15 60 27 350 39 7000 
4 5 16 70 28 400 40 8000 
5 9 17 80 2 9 4 5 0  4111000 
6 12 18 90 30 500 42 13000 

Table 3 
3A. Exterior Explosion Damage 
2 Fuel Use for lasers, energy 
3 Turrets weapons, non-nuclear 
4 M-Drives missiles, nuclear mis- 
5 M-Drives siles and particle 
6 Bays accelerators doing 
7 Fuel material damage. 
8 Fuel Note: On all parts of 
9 J-Drives this table, if the indi- 

10 Turrets cated item is not pre- 
11 Spinal Mount sent on the ship, then 
12 Spinal Mount another roll is madeon 

the same table. 

3B. Interior Explosion 
Damage. 

1 2 3 4 5 6 
1 Fuel Fuel Purifiers Staterooms Power Plant M-Drives Turrets 
2 Fuel Low Berths Screens Power Plant M-Drives Bays 
3 Fuel Low Berths Boats Power Plant M-Drives Bays 
4 Fuel Staterooms Boats Power Plant J-Drives Spinal Mount 
5 Fuel Staterooms Bridge J-Drives M-Drives Spinal Mount 
6 Fuel Staterooms Bridge J-Drives Computers Spinal Mount 

Use for meson gunsand anyweapon totally destroying anexterior location.Theavionicsof aship isthe 
flight control equipment in the bridge. It makes up the tonnage of the bridge. 
Note: Any hit on a screen bay or turret renders it useless. 

3C. Radiation Damage. Use for particle Table 4 
1 Avionics accelerators and nuc- 10% 20% 30% 40% 50%t 
2 Crew lear missiles. 1 OK * * * MIN 
3 Crew Note: If the damage 2 * * * MIN, MIN 
4 Crew exceedstheship ton- 3 * * MIN MIN KO 
5 Crew nage,then ignorethe 4 * MIN MIN KO KO 
6 Computer excess. 5 MIN MIN KO KO KO 

6 MIN KO KO KO KO 
trounding up to the nearest figure above each. 



Meanwhile.. . within the law enforcement 
agency.. . 

HAYES, Hannibal Jeremiah TRANS-SAT* 775995 Age29 
Scout I term Commissioned from cub scout t o  scout 
Bribery-4, Gun Combat-4, Mechanical-4. 
Preferred weapons: Bunt-N (special) Pistols, Sterl-N L2A3 SMG. 

(Extra: Belt buckle contains explosive charge.) 
Notes: *Born on a transport satellite. 

Afailed employee, Hayes became a lecturerfor a shorttime, teaching disillusioned 
veteran astronautsthe use of a revolutionary computer sound generation unit, 
used in combatto simulate the'whoosh'and 'Kaboom'of space ships and les- 
sen the disorientating effects of war in a vacuum. Then, for an even shorter 
time, he joined the space scouts, learning howto tie knots and how to cheat in 
the Kobayashi Maru simulation. He was finally dishonourably discharged for 
running a shower room peep-hole racket (it was the men's showers). 

From there itwas into the Merchant Navy asa spice dealer and gun-runner. 
ltwasduring this period that Hayesfell intothe manyflabbyfolds of Aftabthe 
Greek. A bad trip, a loss of spice, and a furry Dawlri called Felix who wasn't 
house-trained, made Hayes a fugitive from the mob as well as the law. 

Hayes is a great fan of nostalgia, ancient weapons and movie memorabilia 
(hence the Alien cap). He secretly models himself on the Terran leader Harri- 
son Ford, an actor who rose to be president of the Terran Empire. 

Aware of his unpopularity on ship, Hayes keeps himselfto himself,spending 
many hours alone in his cabin, cheating at solitaire. Recently he has tried 
growing a beard -and failed. He now uses Synthi-BardsTM with Supa-Sol- 
ventB, making it possible for him to eat that roast chop and toffee-stick with 
confidence. 

Likeness: Michael (Italian Job) Caine 

GAVIN, James: AKA 'Mad Gav' MONTARAN E4B428 Age 28 
Marine* 4 terms Lieutenant 
Revolver-I, Brawling-4, Blade Combat-3, Leader-1 
Preferred weapons: .303 Lew-S Mk 1 Heavy Blaster (Laser Carbine), 

44 Magnum. 
Notes: +Three attempts at enlistment, finally drafted. 

Unlike Hayes, Gavin has no problem with facial hair and has recently grown a 
moustache to look more like his idol and macho-man 'Captain Carnage', the 
video violent with mega ratings. Captain Carnage's use of extreme and com- 
pletely unnecessarysex and violence during the day-to-day life of a reference 
librarian was thought to be the influencing factor of the Montara Civil War. 
Montara's decision to shelve the series for a stint of Intergalactic Bar Billiards 
caused an instant and hideous backlash at home and on neighbouring planets, 
who considered Montara to be sick and/or perverse for committing such an act. 

From this background emerged Gavin, a butcher's son who took histrade to 
war. He became an Alien Relations Officer-a job he thoroughly enjoyed until 
someone from inside a tank pointed outthat Alien Relations wasn't an anagram 
of 'butcher'. Being an ex-marine he had to be a little insane, as all ex-marines 
are in films, and after a little mercenary warfare he left with his dear friends - 
his battle-dress and weapons. 

His mad ragescan only be calmed by Syrena,forwhom he had a secret love 
for (even if she can't shoot straight, has no muscles and can't lug a huge can- 
non around). Flinn he respects. Hayes he hates. Dinalt he can't understand but 
would probably dislike if really pushed on the subject. 

Psionics: Not the remotest trace. 
Likeness: John (Rollerball/Dallas) Beck. 



Mcdi-Evil box seat 

NEW INN No 82 

NOW AVAILABLE! for the more modem Adventurer, will convert 
easily with gravity feed beer-barrel for D & D, or use with an 

armourers kit, becomes a Knights outfitters. 
Do you need a dog, cat or a unicorn? o r  even 11 foot alligator, we 

have them, plus an ever growing range of accessories. 
ALSO 

A select range of Civilians, plus you may find our new concept 
packaging very useful as you develop your city fortifications. 

For Rice List Send 50p - Postage, etc. to 

The Shot Tower Studios 

Each room and passage complete with detailed 
stone-worked dungeon walls and realistic flag- 
stoned floors. Hand-cast in resin, and carefully 

sci-fi adventure-gaming! Create anything from an 
isolated. outpost to defence installations space- 
ports, or city complexes. Removeable roofs, 

detailed interiors, accessories. Ultimate gaming 
from the 3-D masters! 

Send stamped addressed envelope NOW for 
more details to: 

t Unit 15, Brookside Works 
drive Westcliff-on-Sea Esaex. 

TRADE ENQUIRIES WELCOME 



PO Box 26 Wisbech Cambridgeshire Telephone (0945)581582 

25mm PAINTED FANTASY FIGURES EVERYONE CAN AFFORD 

The painted figures are sold singularly or in their sets. 

Prices listed include the cost of the figure, painting, authentic basing, scenically textured, and varnishes for 
protection in matt or gloss varnish. 
(Figures are by major manufacturers ie Citadel, Asgard, Essex, Minifig, Grenadier etc.) 

Example 
Gnome B1 Fighter with Axe Price Code A £ 1 .OO 

68 Noble Warrior A £1.00 
Dwarves Juggernaut C/W Crew (4figures) AA f40.00 

B12 King A £1.00 
Goblins B13 Wolfrider CNV Wolf B f1.50 

S7 Complete Goblin Army (60figures) BB £50.00 
Orcs 85 Warrior CNV Club B f1.50 
Skeleton Warriors B8 Warriorwith Battle Axe A f l . O O  

S2 Undead War Elephant CNV Crew W f 20.00 
Monsters/Creatures B23 Golgoth Lord of Balrogs W £20.00 

B31 Emperor Dragon BB f50.00 

We can supply painted figures from a single gnome to a complete walled town. 
'Yes all painted' 

Please send £2 for a painted sample figure plus our 40-page catalogue to: 
Fantasy Miniatures, PO Box 26, Wisbech, Cambs. 

SEE OUR STAND AT GAMES DAY 

Simple to build, detailed 
structure to use in model 
setting or game playing 
scenario. Base area incl. 

.Our NEW ADDRESS is:- 
Artifacts,'Annandalel, 



FIEND FAdTORY 

Fiend Factory is a bimonthly 
department for readers' new 
monsters. This i sue, for Golden 
Heroes, creatur4of the night 
who stand for light; creatures 
that call themselves. . . 

THE 
STARLIGHT 
PACT 
by Pete Haines and David Smith. 

Presented here are the characters to be 
used in this year's official Golden Heroes 
competition at Games Day - potential 
entrants take note and study well. Each 
one is based on one of the Citadel Gol- 
den Heroes range of figures. 

BALTHAZAEL (Joshua X) 

EGO: 14 Move: 9m 
STR: 20 DC : 5 
DEX: 15 Dodge: 0 
VIG: 16 
HTC: 63 Divider: 1 
HTK: 55 Divider: 3 

Powers: Advantageous Background 5 
(Training 4, Position o f  Power - wor- 
shipped by a coven); Magic2 [23 points: 
Enhancement(CaI1ing forth the Hellgift), 
Hypnosis (The Gaze of Blood), Conjuring 
(The Summoning), Divination]; Health 
1 (Regeneration ). 

Notes: Divination is a spell allowing 
limited prediction of'major events: it 
requires extensive preparation. Due to 
his somewhat shaky position in the 
infernal hierarchy, only one Summon- 
ing is actually safe for Balthazael: a Hell- 
hound, 10 pts, hits 4d10, claws, fangs, 
individual 10, DC6. 

Figure: Balthazael is based on the 
strongman figure in the Heroesset. 
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that sleeps within you.' 
The boy knew the truth in this, for he 

could not deny the link he felt with his 
name nor the sorcerous knowledge he 
had suddenly gained. Dark passions 
rose in his mind - to which he almost 
surrendered, but he fought on until his 
human side eventually gained sway. 
When he looked around his father had 
gone. 

For ten more years he denied the 
demonicsideof his nature,trying to live 
as a normal man. He had no official exis- 
tence and he couldn't bring himself to 
enter a holy place again. When he was 
23 he heard rumours of a coven devoted 
to his father which he located and 
fought. In the midst of battle Dis himself 
tooka hand and Balthazael was forced to 
draw on his magical powers. With the 
help of the coven's latest victim, he 
defeated the covenmaster and banished 
Disfrom this plane. In doing so he learnt 
that using his powers for good 
weakened the demonic side of his per- 
sonality. 

Balthazael is constantly troubled by 
evil thoughts and knows that he must 
never give way to them or he will be lost. 
The remnants of the broken coven, 
despite his protests, have turned their 
worship to him. - 

GRIMALKIN {Serina Hernshaw) 
Late one dark and stormy night, a 
woman, exhausted, heavy with child 
and obviously terrified, staggered into 
nunnery. She went into labour shortly 
after, but died in the rigours of 
childbirth. The gentle nuns fought on t 
save the child and at the stroke of mid- 
night he struggled into the world. He 
was as black as sin, with hair like flame 
and eyes the colour of warm blood. 

Any feelings of evil about him were 
soon forgotten as the boy seemed to be 
a strong, healthy, normal child. In time, 
even his unusual looks did not seem so 
strange. The nuns named him Joshua, 
but some accident always prevented the 
registration of his birth. 

On the night of histhirteenth birthda) 
a man who he had neverseen, but somt 
how knew, approached his bed. He wa 
black as deepest ebon and when he 
spoke, it was with the sweetn 
death. 

'I am Dis,' he said. 'I am yo1 
demon of the highest rank. Yc 
Balthazael. You have followea rne 
human side of your heritage long 
enough. Now I shall awaken the demon 

9 Move: 6m 
9 DC: 6 
16 Dodge: 6 

Divider: - 
Divider: - 

rowers: ~ g ~ l r r y  z; Martial Arts 2; 
(Oriental); Reactions; Personal Force 
Shield (9 hits); Energy Attack 1 (Force 
Bolts); Heightened Senses 2 (Radar, 
Anim-1' 

Fig ialkin is based on the cat- 
girl f~ le Golden Heroes blister 
pack5 
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slnce she was a small girl Serina 
she would be a witch. It came as no 
se to her, therefore, when she 
1 herself able to move things on 
al command on reaching her mid- 
,. At once she went out and bought 
!If a cat and she was delighted to 
hat she could read its simple 

tnoughts. Leaving home as soon as she 
could, she began a career as a white 
witch, finding and breaking covens up 

and down the country. She was disap- 
pointed, however, to find that most 
covens had no answer to her force bolts 
and mystic shield. She had become 
quite blase by the time she encountered 
the coven to Dis and for the first time, 
she lost. 

Her punishment was as simple as it 
was grotesque. Calling on the power of 
Dis, the covenmaster mystically com- 
bined Serina and her familiar into one 
body, part cat, part woman. What else 
might have happened is conjecture for 
Balthazael burst in to confront the cult. 
In the fight that followed, Serina disco- 
vered she had lost her mental control of 
objects, but had gained the natural 
reflexes and abilities of a cat, only 
greatly enhanced. With her force bolts 
and shield she was suddenly a dynamic 
fighter. 

Serina stayed with Balthazael, taking 
the name of Grimalkin and togetherthey 
formed the Starlight Pact. 

Grimalkin is still quite young: she is 
inexperienced, na'ive and idealistic. For 
the most part she is playful and vivacious, 
though she can become melancholy if 
she remembers her lost humanity. 

MOONBLADE (Vel'Rathis) 

EGO: 11 Move: 6m 
STR: 12 DC: 6 
DEX: 13 Dodge:. 1 
VIG: 12 
HTC: 49 Divider: - 
HTK: 47 Divider: - 

Powers: Advantageous Background I 
(Immortal); Weapon Skill I (sword); 
Special Weapon; Spacial Projection; 
Health 2 (No need to Breathe, Regenera- 
tion); EnergyAttack3(Force Fan, 16 dice, 
area blasts (iv) and (v)). 

Notes: The Special Weapon may be 
used as a 2-H penetrative or concussive 
weapon. It parriesenergy as a shield and 
adds 15 damage to parry values. Spacial 
Projection is a special teleport power. It 
has a 10m maximum range and cannot 
work through solid matter, but it costs 
no HTC. 

Figure: Moonblade is based on the 
ninja figure in the GH blister packs. 
Shuriken were removed from the figure. 

In the daysof old, before the ice age, was 
another era. A time when the men of 
Albion struggled valiantly against the 
evils of the sorcerer-scientists from 
ancient Mu. 



Great among the heroesof Albion was 
Vel'Rathis, wielder of the Moonblade. 
And great was the hatred of Mu for 
Val'Rathis, though their rage was impo- 
tent for they had prophesied that 
Vel'Rathis would not die whilst Mu lived. 

So they caught Vel'Rathis using 
treacheryand made him immortal; thus 
therewould be no limit on their darkcity. 
They also imprisoned him within his 
sword, never to see release until the full 
moon's light struckthe blade. Then they 
took the blade and hurled it into the 
deepest ocean. 

Time passed and Mu and Albion met 
their respective destinies. The sword 
remained hidden until the day Baltha- 
zael unearthed it beneath the full moon. 
The enchantment broken, Vel'Rathis 
stood sword in hand, confronted by a 
demon. Despite Balthazael's protesta- 
tions, Vel'Rathis attacked, quickly gain- 
ing the upper hand. Standing victorious, 
blade poised over his opponent, he was 
struck down from behind. 

When he awoke, two monsters stood 
over him; the demon and another, part 
woman, part cat. It took him several 
moments to realise that they wanted to 
help him. So it was that Moonblade 
joined the Starlight Pact. 

The Moonblade is a strange and mag- 
ical weapon. A force field surrounds its 
edge so it can never be damaged. Its 
greatest power is to send forth waves of 
force at a flourish of the blade. Vel'Rathis 
is now a projection from the sword and 
cannot truly be separated from it. 

Vel'Rathis has no scruples about kil- 
ling an enemy. He is a man of honour 
who lives by his own code. Unfortu- 
nately he does not understand the work- 
ings of the modern world. 

EX-MAN (Neil Baldwin). 

EGO: 9 Move: 5m 
STR: 9(23) DC: 6 
DEX: 8 Dodge: 1 
VIG: 12 
HTC: 41 Divider: - 
HTK: 42 Divider: - 

Powers: Cybernetics 2 (Bionic right arm 
- STR:23, Computer Brain); Stunner 
(Type 2 in left hand); EnergyAttack4 
(Atomic, 24 Dice, Reduced Dividers, 
Quick Blast from right hand); Heightened 
Senses 1 (IR Vision); Health 2 (Immune 
to Toxins, Functions at low oxygen 
levels). 

Figure: Ex-man is based on the 

cyborg figure in the Heroes set. 

Neil Baldwin was a happily married man 
with two children and a job at the local 
chemical works. Everything changed, 
however, on the day he fell into the vat 
of liquid oxygen. He died instantly, fro- 
zen solid. This unusual death made him 
thetargetfor an unusual crime: his body 
was stolen whilst it was still frozen. 

Carla Lundquist was a cybernetics 
genius - the field was her undying pas- 
sion. Her greatest problem, as always, 
was lack of funding. Super-powered 
criminals, however, tend to be more free 
with their moneythan medical organisa- 
tions and she decided to create a sample 
product to demonstrate her skill. Her 
aim was to entice a master criminal, 
Warlord, into contracting her to build 
him a unit of cyborgs. She needed a 
body, fresh and preferably dead. Her 
agents brought her Neil Baldwin. 

Baldwin was perfect for the job. Work- 
ing through the night she completed her 
work and then, thoroughly exhausted, 
went to bed. 

Neil Baldwin woke up. This came as a 
surprise since his last thought had been 
that he was going to die. He felt terrible: 
he didn'tfeel any better knowing that he 
was now linked to a highly complex 
biocomputer, the memory banks of 
which obligingly filled in all the missing 
details. 

Carla ~ u n d ~ u i s t  awoke to have her 
hopes dashed by two disturbing facts: 
firstly, Warlord had been captured and 
secondly her newly created cyborg had 
gone, leaving holes blasted everywhere. 

What do you do if you are a corpse 
kept alive by machines, with no one you 
can turn to for help? If you then meet 
demons and witches and they give you 
purpose, is there any reason why you 
should not join the Starlight Pact? 

PARAGON (Roley Day) 

EGO: 14 Move: 4ml20m 
STR: 7 DC: 3 
DEX: 7 Dodge: - 
VIG: 8 
HTC: 32 Divider: 4 
HTK: 34 Divider: 5 

Powers: Advantageous Background 1 
(Contacts - Criminal); Intuition; Flight 2; 
Strength 2; Tough Skin 2; Health I (En- 
vironment Survival -Airless); 
Shapechange ( Freeform - only the Para- 
gon form has powers other than Intui- 

tion: only Roley Day has criminal 
contacts). 

Figure: Paragon is based on the caped 
hero leaping into flight in the Heroesset. 

Roley Day didn't think of himself as a 
down and out; he was just unlucky and 
had been all his life. Like everyone else 
he had bad dreams, but in his case they 
came true. He took to drink and to this 
day he'sgrateful for it. It cost him his job, 
his home and a large slice of self- 
respect, but at least when he slept he 
didn't have dreams. 

Living rough wasn't an ideal life but 
Roley was past caring. At times he took 
to thinking that life wasn't that kind. He 
worried about the young and those 
worse off than himself and decided it 
wasn't right. Someone ought to stand 
up for them. 

He was in a mission hall the day a 
minister said that the whole point about 
faith wasthat it gave you something bet- 
ter to look to, a paragon to model your- 
self on. Roley asked what he meant by 
paragon. He was pleased with the ans- 
wer - it matched up with his idea. He 
mulled the idea over and that night he 
forgot to get drunk and had a dream. 

In his dream he saw what he meant. 
All the details he hadn't thought about 
were filled in and he was dressed like a 
hero. The hero explained that Roley 
wasn't limited like other people- he 
could do things with his mind to change 
or even create things, the only limit was 
his imagination. Roley laughed, but this 
Paragon kept coming back in his 
dreams, speaking about the world and 
all that was wrong with it. Roley was 
soon agreeing with him and wished 
there was a real person like this. Paragon 
asked him to dream of himself as this 
person and, taken by Paragon's serious 
tone, Roley agreed. Next morning he 
woke up and found himself wearing a 
black jumpsuit and purple cloak- just 
like the Paragon. He could fly, he was 
strong and maybe he could set an exam- 
ple. He concentrated and once more he 
was Roley Day. 

His life changed; he didn't sleep any 
more and he daydreamed so many 
things. As Roley Day he shows people 
how to laugh at life and at themselves; 
as Paragon he opposes those who abuse 
life. In his latest daydream he met four 
very unusual people. In came as no sur- 
prise therefore when he met them that 
night: he was surprised when the dawn 
came and he was a member of the 
Starlight Pact. 



Axles Armies 1 Axle says: 
WHY NOT - - - - -  - -  4 25mm WARHAMMER BATTALIONS 

A f 19.70 + E 1.30 P&P / VISIT T h t  - 
-Sikt MEN OF THE ORIENT - MEN OF THE WEST - DWARFS - GOBLINS - 

ORCS - HIGH ELVES - UNDEAD - SKELETON - BOARFACED ORCS I GUARDROOM 
1Smm FANTASY ARMIES Good  and Evil 

E 16.50 + 98p P&P 

AND --- --' 

& SPECIAL OFFER 

4 MERCENARIES, SPIES AND 
A PRIVATE EYES RULE BOOK 

Plus 
STORMflf lVenm - 

Includes 111 

1 SEE OUR & 
COMPLETE RANGE OF & 
GAMES AND FIGURES. 4 
"The Fyiendly Games Shop" -& 

a 

A d v e n t u r e  

' 11 "Cardboard Heroesv g4 & RRP £12.45 OUR PRICE f 9.95 38 WEST S 
Tel: .a- 1Nf PRP 

~ ~ ~ ~--- -- d d 

T., DUNSTAB 
(0582) 606041 * * . - * - - 4 I highly recommend you lnvest in a copy -"D@rent worldsnl 2 miles h-om lunctlon 11 on the MI 

tt3 TABLETOP GAMES 
53 MANSFIELD ROAD, 
DAYBROOK, 
NOTTINGHAM 
P&P: 10% (min 16plinUK. 
OVERSEAS: Surface Mail 15Yo lmin 15pl; 

SENDSAEFOR24PAGECATALOGUE AirmailGO%. 

a e t a 1 a a 9 i c  
SUPERB ~ E W  RANGE OF 25mm FANTASY FIGURES BY GERMANY'S LEADING 
DESIGNER,FROM~~G. 
FIGHTERS FEMALEFIGHTERS 
18 Paladin in Plate 45p 2a Female F~ghterwith Axe ........... 45p 

... 1 b F~ghter in Scale 45p 2b Fern. Fight. 2 Swords& Buckler 45p 
12 Fighter swingin 5p 2c Defending wlth Shield ................... 45p 

5p 2d Female Fighter drawing Sword .... 45p 
?e Flghterwlth Axe & Square Shield ... 45p 2e Female Fighter in Plate wtth Sword . 45p 

WlZARDS CLERICS 
3a Wlzard reading spell from Book ... 45p Clerlc with Staff ................................ 45p 

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

........... LASERBURN RULES [basic) €1.95 
FORCES OFTHE IMPERIUM ........ £1.75 
IMPERIALCOMMANDER 
(militarycombat rules) .................. £1.95 

ADV. LASERBURN &ALIENS ......... £1.95 
ROBOT BOOK ................................ £1.95 

LASERBURNSCENARIOS . 
Bunker 17 ....................................... £1.50 

3b Wlzardwith Staff ........................... 45p 4b BeatdedClericaRackingwith Mace. 45p Tarlm Towers Heist ........................ £1.50 
CHARACTERS MONSTERS ................. 45p 4c Cleric,Chalnmailwith Round Shield . 45p Sewerv~lle Shoot-Out ...................... £1.50 

.............. 45p 4d Portly Frlar .................................... ............................ 45p Sea Prison Siege £1.50 
............ ........... 

............ . . . . .  
3e Bearded, with Pointed Hat 45p 4e Cleric: Shield &mai l  Hood 45p 

...... ................... 
STARTER PACK f7.95 l inc p&p) 

F3CierlclnCha8nrna11 Ghoul THIEVES (Rules; Bunkerl7; !5mmF1gures&dice) 
FlClerlcinPlate Skel'tonWorrior ................... 45p 6a Rogue: Studded Arm'rwlSword ... 45p 
FSThlef Liche ..... 5b Oriental Barbarian ........................ 45p 6b Assassln Striklng .......................... 45p Full range of Figures & Vehicles 
F5Asrass8n Llz'man wiclub . 20p 5c Viking Barbarian ............................ 45p 6c Thlef with Loot & Spiked Club ........ 45p availableforLASERBURN. 
F7 Bard L~z'rnan wSw'd . 20p 5d Barbarian in Scale with Axe ........... 45p 6d Female Thief with Lamp ............. 45p 
F8FlghlertnChamma1i Nags ............ 20p 5e Barbarian wlth 2-handed Sword .... 45p 6e Female Thlef demand~ng Cash ...... 

'SCAVENGER' 
.......... A Solo Laserburn Scenario £2.50 

Become an 'organ-legger' and ply the 
FlZFernaleThief MountedLord universe in this'endless'solo book based 

MounfedKnlght 

25mm ASGARD FIGURES 
ORCS DWARFS (SUPERBRANGE OFDWARFS, 

45p I N  OUR OPINION, 
FlGDwarf inPlafe 45p DW1 Adventure 

45p DW2 Dwarf Ax 
45p DW3 Dwarfwi  
45p DW5 Dwarfhe 

DW4 Dwarf Spe 
MONSTERSSETl DW6 Black Dwa 

Fl9ElfMagicUser E n t . .  ....... 85p l l a  Skeleton in Chainmall wffiword .... 45p 12a Doppelganger ........................... 45p DW7 Dwarf Sco 
F2oElfFlghter l l b  Hooded Skeleton ........................ 45p 12b Giant Frog ................................. 45p DW8 Dwarf Lord ............................... 60p 

.............. FLYING REPTILE 1 1 ~  Skeleton with Scimitar .............. 45p5 12c Garg 45p DW9 Dwarf Shield Maiden 60p 

.............. DRAGONS With Lord of Chaos l l d  Skeleton wlth Dagger ................. 45p 12d Harp 45p DWlO DwarfCrossbowman 60p 

.............. Red Dragon f1.95 Rider ........ El 50 l l e  Arrnoured and drawing Sword .. 45p 12e Med 45p D W l l  Dwarfwlth Arquebus 60p 
BlackDragon .. f1  95 lor Chao9 Knlgk Rlderl 

DEMONS 
Wlnged Fiend (30mm) ....................... 40p 
Satanlc Archdeacon (40mml ............ 85p 
Balrog (35mm) ............................... 85p 
Mantlcore ...... 20p Giant Slug ....... 2Op 

GOBLINS 
Goblin Standard Bearer ..................... 25p 
Goblin advancing with Sword ........... 20p 
Goblln attacking with Sword ............ 20p 
Goblln attackingw~th Axe ................ 20p 

CHARIOTS 
Z~Horse, Scythed Chariot with Rider . 60p 

FANTASY & ROLE-PLAYING RULES 
Monster Combat ITTGI .................. £1.50 
OnceuponTimein West (Gun Fight) . £3.90 
Volume4ofabove ........................... £1.50 
Rudis IGlad~atoriall ......................... £1.50 
Retlnue (Medieval Skirmish) ........... £1.95 
Heroes (Dark Ages) .......................... £2.95 
Pony Wars (Indian Fights) ............... £1.95 

45p BP6 Serni the Darkling ..................... 75p 
5P 

45p BPS Aurock Storm 5~ 
Combat 45p BP9 Skai Wolfbane 5P 

45p BPlO Alrlc Manclea 5P 
B P l l  Two Cuts ........ 5P 

Encounter (Space Action) ................ £1.75 BPI2 Maxx the Ragged ...................... 75p 

UNDEAD GOBUNS 
13a Llche .............................. .......... . 45p 14a Chlettain with Mace .................... 45p 
13b Ghost .......................................... 45p 14b Warriorwith Spiked Mace .......... 45p 
13c Ghoul ......................................... 45p 14c Warriorwith Spear ...................... 45p 
13d Zombie ................................... 45p 14d Slinger .......................................... 45p 
13e Grave Beast ................................ 45p 14e Warriorwith Sward ................... .. 45p 

CHAOSFIGHTERS FEMALE PRIESTESS 

..................... DW12 Dwarf Mercenary 60p 
........................ DW13 Dwarf Pikeman 60p 

BARBARIANS 
BPl Clonar Sternbow 
BP2 Taran Firedaught 
BP3 Kern the Reaver. 
BP4 Koth Beasthelm ......................... 75p 
BP5' Mad Rollo ................................. 75p 



THE EAST TOWER 
MIL1 ART + SECOND CHANCE GAMES shop at Fort Perch Rock, 

New Brighton. Wirral. Merseyside. 

oard Games, Role P sin Old + Rare B 
rgames and Magazi 

MlursOnly SAMURAI M T E C  
DARK AGES II MEDIEVAL ARMIES 

VIKING .SAXON. RELIGIOUS- ORDER. F E U O I L  EURWEAN .WARRIOR M W C S  
MEDIEVAL EUROPEAN MEDIEVAL ENOLISH. 

ESSEX DLLD PACKS Slamard r12. Debm r2a . 
PAINTINGSERVICE AVAILABLE 

ALL PRICES INCLUDE P+ P. U.K + B F P.O. 

161 LINTHORPE ROAD, MIDDLESBROUGH / CLEVELAND. Tel: (0642) 247553 

WE STOCK 
DUNGEONS & DRAGONS, RUNEQUEST, 
TRAVELLER. TUNNELS& TROLLS ETC. 

I AVALON HILL  - FULL RANGE 
SOFTWARE - SPECTRUM, CBM 64, 

VIC 20, BBC. 

Mail Order accepted 
Open Mon - Sat 9.30am - 5.30pm 

A11 Vx orders post free 

Europ.: add30X 

Othar orersorarrdd SOX 

ADVAN~DWNGEONS~ORIOO~~S WNGEONSL DRAGONS 
Fiayaer Handbrm C10.95 Blrlc Set ........................ f9.95 

..................... Dun con MartdrGu$de Pll.95 flip.n Set B.95 
................ Moffner Manual l C10.95 Campanlon Scl 0.95 

Momtrr Manual ll C10.95 IXLffClWlM 
L en- & Lon C10.95 Gll of Cmulhu .- B.95 

. 6% qmd~ia E ~ O  95 ~ h s  ~mulhu Ganpnm - ~ 8 9 5  
AObO SCENARlQS Gll at CU~ulhu GYr Scnan .- t6.95 
Ti Vmllrgaol Hommler ................. C495 S h a d a o f Y o p S o t W A  - f10.95 
LI S.crt~ ol Bow H I  ................ C4 35 Cham ~n D u d  . .  0 95 
U Arrarrenr <rot C4 95 llm Wlum .. E10.95 
61-1 Apnst In, Giants .- .......... C4 95 h m r t o  bdah .- C9.95 
01.2 k m l  8010 In. O.otnr ....... C4 95 whwen horn the A - .  B.95 
03 Vluil ol rhs O r a  C4 95 hrwl homyuqgo* . -  fl0.95 
CI Qnn 01th. Drmnr+o tits. C4 95 C ~ ~ o t C h d l o n q a m  . .  C10.95 
A1 Slave Pits 01 !he Unaemn .-. Cr 95 G l o 2 d a e  - 0 95 

THE LAND OF FANTASY 
FOR ALL YOUR GAMING NEEDS 

Dungeons & Dragons, RuneQuest and 
most RPGs plus aids and supplements 

Avalon Hill-Citadel-Grenadier 
Prince August-Paints and magazines. 

Mail Order accepted 
Upper Level, 16 mercia Square, 
off Frodsham Street, Chester. 

Tel: Chester 28802 
0 

Are you looking for ....... 
.......... A PLAYER A GAME ........ 

THE SAGE offers computer controlled 
NATIONWIDE CONTACTS for players of 

all ROLE PLAYING GAMES. 

For details please send a 
"STAMPED ADDRESSED ENVELOPE" 

to:- , 

THE SAGE 
8 ADELAIDE CLOSE, DURRINGTON, 

WORTHING, SUSSEX. 

VENGEANCE GAMES 
ANNOUNCE TWO NEW PLAY - BY - MAIL FUTURE WORLDS 

WORLD OF VENGEANCE ORION S FINGkR 

Tome 100 years after The Plague Take a tourney through the turbulent 
Place The Brot~sh Isles reblrth o f  #ntersteller c~v t l ~sa t~on  

You desngn the sk~l ls and character 
A unlquely real#stnc somulat~on of llfe traltr of 3 #ndlvlduals on one o f  the 
I" the harsh environment of a port strange worlds o f  Orlon s Ftnger, and 
d~sarter world Our own greener (but manoeuvre them I" a quest for fame 
nor SO pleasant) land Is the stage fortune and personal power 
YOU make the declrtonr for your 
people In a tnme where most struggle 
only t o  SUNlVe W 0 V or GM moderated 
and provndes unsurpassed ~nt t#a l  SEND AN A4 SAE FOR FREE 
~nvolvement wlth virtually no l lml l  RULES AND TWO FREE TURNS 
to  development IN  EACH GAME FUHTHER TURNS 

ARE f 1 50 EACH 

VENGEANCE GAMES. 6 ROSE FARM FOLD. ALTOFTS. NORMANTON W YORKSHIHE 



TABLETOP HEROES - 
Tabletop Heroes is a regblar feature covering the various aspects of figure modelling, by Joe Dever. 

Shopping for Inspiration 
What first inspired you to paint and col- 
lect miniature figures? Was it a photo- 
graph you saw, a game you took part in, 
the attraction of miniatures as works of 
art, the need for playing pieces in your, 
RPG's or simply a childhood fascination 
for toy soldiers? 

At a recent convention, I posed this 
question to over a hundred gamers who 
were queueing up to transmute their 
hard-earned cash into lead, and disco- 
vered the majority were drawn into the 
hobby by the same sparkof inspiration - 
the sight of well-painted miniatures on 
display in their local games shop. 

All figure painters, especially begin- 
ners, benefit greatly from first-hand 
examination of well-painted miniatures. 
Techniques that have been described in 
this column, such as dry-brushing and 
washes, can be scrutinized at close quar- 
ters and from all angles; but more 
importantly, it isthe help and advice that 
the staff of a good gamesshop can offer 
their figure-painting customers that 
makes a visit well worthwhile. 

Since it opened in April 1978, Games 
Workshop'sgames store in Dalling Road, 
Hammersmith, has been a Mecca for 
anyone interested in RPGs and minia- 
tures. Manager Tim Olsen and his staff 
are not only experts in their knowledge 
of rules and role-playing games, but 
very talented figure painters who 
genuinely enjoy helping customers to 
achieve better painting results. A large 
illuminated display cabinet houses hun- 
dreds of their painted miniatures and 
dioramas, plus all the up to date releases 
from Britain's figure manufacturer's. 

In the Midlands, Games Workshop's 
store in Sheffield is renowned for the 
inspiring figure displays of Pete Berry 
and his staff, and further west, gamers 
would do well to pay a visit to Games o f  
Liverpool to examine their impressive 
display of Grenadier miniatures. One 
pointworth bearing in mind is that if you 
are hoping for some helpful hints from 
shop staff, be sure to visit them when 
their shop is relatively quiet. Weekday 
mornings are favoured, but Saturdays 
and bank holidays are generally to be 
avoided. 

A letter from Roger Hirst of Oldham, 
an 'avid reader of TTH, requested help in 
achieving a 'dusty'finish that he had first 
noticed on some figures in a local games 
shop, and recently on the Goblin Chariot 
team by Kevin Adams, featured on the 
photopage of WD66. 'Dusting' or 
'weathering'a figure is a simple process 
of dry-brushing a fully-painted minia- 
ture with a light coat of very pale brown 
(Humbrol MC24 mixed 1 :8 with matt 
white). The idea is to simulate the grime 
and road dust that attaches itself to any- 
one or anything travelling long dis- 
tances. Having mixed your colour, it 

Tim Olsen holding an impromptu painting demonstrs 

should be dry-brushed onto your figure 
very sparingly, starting with thefeet and 
working your way upwards towards the 
chest. It produces a pale brown highlight 
that looks very effective, especially on 
large regiments of fantasy wargame 
figures or wheeled fantasy vehicles. 

This Month's Photos 
Fig 1 showsan exquisitelyfinished mini- 
diorama by Stewart Parkinson, in which 
a new Citadel cleric (C03) is attempting 
to turn a couple of undead samurai war- 
riors. The throne is from the Lord of the 
Rings set ME61, and the base (including 
the carpet) was scratch-built from Milliput 
Putty. 

Currently a bestseller among LOTR 
figure fans is Gandalf (Citadel MEII ) ,  
shown here in Fig2, also by Stewart. The 
model's hat, beard and outercloakwere 
washed with thinned grey enamel 
before a dry-brushing of matt white was 
applied. The under cloak was washed 
with thinned sky blue and shaded once 
the wash had dried. 

An excellent example of dry-brushing 
technique can be seen in Fig 3. The skin 
of Fabio Vollono's Giant Troll (Citadel 
C20; f 1.95) has received several careful 
applications, from its basic dark green 
shading coat through to the very pale 
green highlights that are visible on the 
ears and fingers. 

Fig 4 shows a recent import to the UK 
from Grenadier Miniatures. This Stone 
Giant Set (No 3502; f 6.75) was painted 

rtion for hfs customers at Dalling Road. 

by Tim Olsen, and together with the 
Giant Troll (Fig 3)  is currently on public 
display at Tim's shop in Dalling Road. 

Fig 5 shows four of a new range of 
highly stylised resin-cast 25mm build- 
ings and accessories by a company 
appropriately called 'Hovels'. From left 
to right, the photo features their Butter 
Market ( IT; £4.50), Thyme House (3T; 
£3.951, Market Cross (1A5; £1.25). Grog 
Shop (4T; £4.95) and Crookhorn House 
(2T; £3.95). They are available either 
painted (at roughly twice the unpainted 
price shown) or unpainted, and would 
ideally suit any fantasy wargames table 
or citylvillage RPG scenario. 

In Fig 6 we see a Citadel Balrog (C31; 
f3.00)finished in the imaginativecolour 
scheme that won for its painter, Simon 
Bonner, 'The Most Outrageous Monster' 
award at the recent Citadel Open Day 
painting competition. The realistic flame 
effect was achieved by the vivid con- 
trasting of a black undercoat, withscar- 
let mid-tones and yellow highlights. 

Useful Addresses 
Games Workshop, 1 Dalling Road, 
Hammersmith, London W6. 
Games Workshop, 95 The Moor, 
Sheffield. 
Games o f  Liverpool, 50-54 Manchester 
Street, Liverpool LI.. 
Hovels, 18 Glebe Road, Scartho, 
Grimsby, Sth Humberside DN33 2HL. 
Grenadier UK Ltd, Dept W, 29 Grange 
Road West, Birkenhead L41 4BY. 



.$ 
x 

L - . - -  -- 
L* 

TABLETOP HEROES 
Fig 

- 

m 



TREASURE CHEST 

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

POISON 
A New and Easy-to-Use System 

by Graeme Davis 

TABLE'S: IOU1#6= 
sarhrs Rasult Reowrsry T ie  

Class Thmw STMedet STFailed STMade STFailed 
Kt $4 D 
K2 t 3  D - - 
K3 t 2  1-2 D I lmmd 
K4 tl 1-4 D I Zrwnds 
K5 - 1-6 D I d r m d s  

Saving 
Qas Throw 

D l  t 4  
02 t 3  
D3 t 2  
04 1-1 
05 - 
D6 - 
D7 -1 
D8 -2 
D9 -3 

Dl0  -4 

Result RecovwyTme 
STMadet STFailedt STMade STFailed 

1 4  I 
- 1 6  I 
- 1-8 - 1 
- 1-10 - lround 

2-12 - 2rounds 
1-4 2-16 1 round 4rounds 
2-8 3-18 2rounds hounds 
2-12 3-24C 3rounds 12 rounds 
2-16 330C 4rounds 16rounds 
2-20 4-40C 5rounds 20rounds 

TABLE 3: PARALYSING POISONS 
Saving Result RecoveryGme 

Class lhrow STMade STFailed STMade STFailed 
PI t 4  1-4 rounds - I 
P2 t 3  2-8 rounds - I 
P3 t 2  2-ltrounds - I 
P4 $1 2-20rounds - I 
P5 - 2-20rounds - 2 rounds 
P6 - Dex-1.1-4 rounds 2-12turns I 4rounds 
P7 -1 Dex-1,223 rounds 5-20rounds I 8rounds 
P8 -2 Dex-2,2-12rounds 1-6 daysC 2rounds 12rounds 
P9 -3 Dex-2.5-30 rounds I-12daysC 4rounds 16rounds 

PI0 -4 Dex-3,l-4 turns 2-20daysC 8rounds 20rounds 

D-  death. I-instantaneous,C-svstem shock roll orcoma,iffailedthen svs- 
tern snock rol eacn oay or deatn 
tN~moers ind~cate range of oamage infl'ctea on vict m 

Thequestion of poison has largely been 
skirted round in the D&D rulebooks, with 
a few disparate pronouncements and 
the aeneral im~ression that it is 'not 
nicec;and shouid be left alone. Certain 
monster types use poison, and a few 
guidelines have been laid down for the 
use of poison by assassins, but there has 
been no reai attempt to establish an 
overall basic framework for the types 
and effects of poisons. It would obvi- 
ously be possible, given enough 
research, to produce a lengthy and tedi- 
ous treatise on the preparation and 
effects of the whole range of toxic sub- 
stances, but this article seeks merely to 
set up a simple, quick and easily used 
system, based round the 'known' poison 
types detailed in the Monster Manual 
and elsewhere, which provides all the 
necessary information for campaign 
use, and leaves the individual DM to 
sketch in such further detail on prepara- 
tion and delivery as may be desired. 

Atthe most basic level, there are three 
types of poison: killing (K), damaging 
(D), and paralysing (P). These types will 
come in varying degrees of unpleasant- 
ness; some will have saving throw 
modifiers reflecting their strength, while 
the.more powerful typeswill have some 
effects even if the saving throw is made. 
It should go without saying that the use 
of poisons, especially the more powerful 
types, should be very carefully control- 
led by the DM to avoid a tedious succes- 
sion of wipeouts. Poisons with a high 
class number should be very difficult to 
prepare, require exotic and expensive 

ingredients, and deteriorate very rapidly 
outside a sealed container. 

Tables 1,2 and 3 show the range of 
effects that can be expected for the vari- 
ous poison types. 

Unless specified to be instantaneous, 
slow-acting, build-up or any other type 
Isee DMG p201, a poison will normally 
act in a number of rounds equal to the 
victim's constitution score. During this 
time an antidote or neutralise poison 
spell may be used, restoring the victim 
to health in the time indicated by the 
Recovery Time column. After this time 
has elapsed, the poison has done its 
work, and only cures, resurrections, etc, 
will be of any use (except in the case of 
Type P poisons, where one round will be 
added to the recovery time for each turn 
elapsed between the onset of paralysis 
and theadministration of the antidote or 
spell). Hit points lost through the action 
of Type Kand D poisons will be regained 
at a constant rate during the recovery 
period; for example, if a D6 poison 
causes loss of 16 hit points, they will be 
regained, if the poison is neutralised, at 
the rate of 4 per round, the recoverytime 
being 4 rounds-similarly with dexterity 
points lost to high-value P poisons. 

A character who would have died or 
gone into a coma had a poison not been 
neutralised will be inca~acitated (STR 
and DEX halved) at the'end of the onset 
timefora period equal to the Save Made 
Recovery Time while his or her system 
gets back to normal working. 

A selection of poisons from venom- 
ous monsters listed in the MonsterMan- 
ual and Fiend Folio is given below, clas- 
sified in accordance with this system: 

Ant, giant D6* Spider, giant K5 
Ankheg D7* huge K4 
Carrion crawler P8 large K3 
Centipede, giant K1 phase K8 
Eel, weed K5 water K5 
Frog, poisonous K1 Tentarnort P516 
Hornet, giant D9* Tigerfly, male K516 
Iron Cobra K8lP8 female P516 
Medusa (hair) K6 Toad, giant 
Meenlock P516 Urchin, red 
Pseudo-dragon P8 silver 

::* 
P8* 

Purple worm K5 yellow P5* 
Ray, sting D9lP7* Wasp, giant K5/P8* 
Snake, giant K8 Wyvern K4 

"Indicates that effects differ slightly 
from those of the given type. Most ofthe 
K and D poisons listed cause reduced 
damagewhen the saving throw is made; 
this may by dropped if preferred by the 
individual DM, and the poison classes 
altered to bring the system into com- 
plete agreement with the M M  and FF, 
creating new poison types and subtypes 
as necessary. 

It should be noted that poison 
obtained by characters from venomous 
monsters will deteriorate overtime. as it 
is intended for immediate administra- 
tion into the body of the victim and not 
for prolonged storage or exposure to air. 
It may be decided to reduce the effec- 
tiveness of such poisons by one class 
number for every round after removal 
from the source monster's body, unless 
kept in a well-sealed container at a temp- 
erature similar to that of the poison sac, 
etc. Manufactured .poisons will also 
deteriorate over time if exposed to air, 
but moreslowly-say oneclass number 
per turn of exposure on a blade, in food 
or drink, etc. 
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ESDEVIUM GAMES 
LOW. COST MAIL-ORDER SPECIALISTS - 

f 

SHOP 9.30-1.30.2.30-5.15 on Mon, Tues, 7hurs, Fri 
OPEN 9.15-5.1 5 on Saturday 

Closed all day Wednesday 

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

Come & see the BIGGEST & BEST 
CITADEL, RAL PARTHA, Q.T., DENIZEN + ASGARD, Fantasy and Science Fiction Selection of Games, Rules & Accessories 
miniatures at manufacturer's prices. P&p 10% (30p min.-£1.30 max.). 
Overseas p&p 30% (80p min.) 

in the South 
Ysgarth Rule System R f 11.95 

Supplements 1-4 C2.75 ea. or £9.95 the set 
Other Role-Playing Games Historical Board 

~ r d u ~ n  Trilogy E19.95, Lost Arduln C8.95 Wargames Ysgarth AdventuresE1.70 Anermattt (FGU) C20.75 
* Adventures from the Abyss E2.95 lntothe RulnsC5.45 * Firepower (AH) E22.95 

Mlnl-Systems. Weres E1.20 Operatton Morpheus C6.95 * Yellowstone (AH) E18.95. 
Character Role Playlng E1.70 Sydney W~lderness Campalgn £5.95 Slxth Fleet (Vlc) E30.95 

Ungart 8 Wyrdworld ScenarKls E1.70 Alma Mater E7.95 Pax Brltannlca (Vc) E24.95 
Abyss Magazlne Cl.40 Boot Hlll (TSR) E9.50 Dark Crusade (WWW) £1 2.95 Science Frci;ron ~~r~ Screen a Modules 1-5 E3.95 ea. Operation BADR (WEG) ~ 1 4 . 9 5  

Dune (AH) ~ 1 6 . 9 5  Role Playing Aids B U S ~ I ~ O  (FGU) '27.95. Modules ~ 4 . 4 5 ~ 9 5 ~  Assault (GDW) ~21.95  
Sptce Harvest E10.95. The Duel E14.95 0 Handbookof Traps 8 Tncks (DT) £7.95 * Chill E16.95 * Boots 8 Saddles E21.95 

* Judge Dredd ~ 7 . 9 5  Monster Flle NO 1 (DT) E4.95 village of~wl~,ght. Hlghland Terror and other Reinforcements E12.95 
Freedom ln the Galaxy (AH) C20.95 Dungeon Floorplans 1-4 E2.99 en. scenarlas £6.95, Thlngs E8.95 Kesselrtng (WWW) E4.95 
Starfleet Banles (TF) 18 11 C24.95ea. Grlmtooth s Traps 1 .2  C3.75 Ch~valry 8 Sorcery (FGU) C17.75 Bloody Buna (WWW) E4.95 
Captain's Logs 1.2.3 E6.50 Clly Book I E5.95 Sourcebooks 1 C6.95,2 C5.75 Never Call Retreat (WWW) C12.95 

* SSD Books 1.2.3.5 E 5 . 5 0 e ~  * Dragon Tree Spellbook (DT) E5.95 Swords 8 Sorcerers E5.45 Aces Hlgh (WWW) E8.95 
C SFB Commanders Rulebook 1.2 E10.95ea. Book of Artifacts (DT) £5.95  he Dragon Lord 8 The Songsmnh C4.45ea. Jena-Auerstadt (SPI) E5.95 
2 Update 1 E6.95, Remtorcements E8.95 Book of Plots (DT) E5.95 Champtons (Hero) E13.95 La Belle Alllance (SPI) C2.95 

Bahlecars (GW) £7.95 Deserl Plots (DT) E5.95 Champtons 2 £7.95.3 E7.95 Quatre Bras (SPI) C2.95 
1 Ogre. GEV E7.50ea., Ogre Book (SJG) C5.95ea. AC1 E4.50, AC2 E4.95, AC3 E3.95 Enemles 1 8 2E4.95 ea. Dreadnaught (SPI) C5.95 > Starflre 1.2.3 (TF) E4.95ea. World of Greyhawk (TSR) E9.95 Adventures 1-4 E4.95 ea. Seelowe (SPI) E5.95 
r StarFlre (TF) Bxd C16.95 Lost World Combat Books (Nova) E1.99 en. ClrclelMETE (Organzn Bk 11 E4.95 Bastogne. Arnhem (SPI) E3.95ea. 

Creature.. . Sheboygan (SPI) E3.95 Rogues Gallery (TSR) E4.50 Dare Devils (FGU) C13.45. Adv 1-3 E4.45 ea. Patrol (SPI) E5.95 
Stargate £2.95, Bxd ~ 4 . 9 5  Dwarfs. Dark Folk. Wizards (May) E6.95 Dragonquest Adv 1,2,3 E3.50, Screen E1.95, Samural Blades (SG) £9.95 
Starforce Alpha Centaurl C4.95. Bxd E6.95 Elves. Fantastic Treasure, Dragons £8.50 en. Frontiers of Alusla C2.95 Gunsltnger (AH) E20.95 
Star Soldier E4.95, Bxd £6.95 Cards of Power £6.95. Chilllng Chambers. Alluring * Golden Heroes (GW) E8.95 Tactics (AH) E12.95 
Dawn of the Dead (SPI) £5.95 Alcoves. Sylvan Senlngs. Fantastic Furnlsh~ngs E4.95 en. * Heroes Unl~mlted (Pd) £12.95 Bull Run (AH) C16.95 
Demons Run (YAQ) E5.95 * Flexttles Sets 1-5 C1.95 en. lndlana Jones RPG (TSR) S9.95. IJ1. IJ2. IJ3 Up Front (AH) £26.95 
Marlne 2002 (YAQ) E12.95 Necromlcan E4.95 ~ 4 . 9 5  en. Banzan ExpC12.95 
Rescue from the Hive (SPI) E5.95 Booty 8 the Beasts C6.95 + Justlce lnc (Hero) E13.95 Ambush (Vc) S C24.95 
Shootlng Stars (YAQ) E11.95 Book of Swords C4.95 Tratl of the Golden SplkeC4.95 Move Out S El 2.95 
Star Quest (OSG) E2.95 ' AC&Bookof Marvellous Maglc (TSR) E4.95 ~ a n d s  of Adventure (FGUI £10.75 Purple HearlC22.95 
M,llencum, ldro (IT) C15.95 ea. * DM'S Bookof Mlsflt Maglc 1.11 (TrlTac) C1.75 ~ o r d s  of Creatlon (AH) E12.95 Hell's Hlghway (hc) C20.95 
Hammer's Slammers (May) C17.95 New DM'S Screen (TSR) C4.95 H O , ~  of ~oland. Yet, Sanction. Omegakron Elghth Army- Opern Crusader (GDW) 534.95 
Sword and the Stars (SPI) E7.95 t Pallad~um Books of Weapons 8 Armor, Weapons C7.80 en. Normandy Campalgn (GDW) E14.95 
Uncverse (SPI) R C12.95 8 Castles. Weapons 8 Assass~ns. Weapons of the Marvel Superheroes Game (TSRI c10.50 House Dlvlded (GDW) C10.95 
Car Wars (SJG) E7.95 Onent. Contemporary Weapons C4.95 ea. Modules MH1.2.3.4.5E2.95 ea. Soldier Klng (GDW) C10.95 
CW Expanston Klts 1-6 E5.50 Spellcasters' Blble (TnTac) C5.95 A~~~~~~~~~~ M H A C ~  ,2.3,4 C2.95 en. Blue Max (GDW)E18.95 
CW Sunday Drlvers (SJG) £7.95 Monster Squash C1.75 Mechanold lnvaslon (Pdl C3.25 Flre In the East (GDW) E69.95 
CW Truck Stop (SJG) E7.95 The Armourv E9.95 Journey E4.95. Homeworld £6.50 Ther Flnest Hour (GDW) £39.95 
CW Convoy S C6.95 Merc (FGU) E10.75 Suppi £4.45 Fall of France (GDW) E49.95 

A AutoDuel Champions (SJG) C7.95 Mercenaries. Sples 8 Prlvate Eyes C5.50 Narvlk (GDW) E27.95 
Star Front~ers (TSR) R E9.95 jade Jaguars E1.95. Stormhaven C5.50 Marlla-Merkur (GDW) E27.95 
Modules SF1 . SF2, SF3, SF4 E4.95 en. Rald on Ralallapur E5.50 Near East (GDW) E24.95 
Screen E4.50 Morrow Prolect E4.95 Western Deserl (GDW) E27.95 
SF Knlght Hawks C9.95 Lucjfer, Chlcaga, Starnaman E4.95 ma. Spaln and Portugal (GDW) E15.95 
Module SFKH1. SFKH2.3 C4.95 en. Pallad!um RPG (Pd) £17.95 Thlrd World War (GDW) E21.95 
Rlngworld (ch) R E29.95 Fantasy - Role Playing Armsof NargashTor '24.95 Southern Front ~ 2 1 . 9 5  

Compan~on ~10.95  Dungeons & Dragons (TSR) R * Pendragon (ch) S28.95 Arctlc Front (GDW) E19.95 
Star Ace (Pace) 0 6 . 9 5  * Baslc Set E9.95 D&D Experl Set C9.95 

Powers and Perlls (AH) E24.95 Marlborough at Blenhelm (WEG) E5.50 
Adventures 1.2. Screen C6.95 en. * Cornpanton Set C9.95 Perllous Lands E20.95 Flre on the Volga E19.95 

The Last Stadlghter C14.95 
Players Handbook. Monster Manuals 18 11. F m d  

Bookot Tables E9.50 Banle for the Factor~es £22.95 
Starfighter Duel 95.95 

Fol~o. Legends 8 Lore E10.95ea. Prwateers 8 Gentlemen (FGUI C14.95 Arnhem Bndge. 6ih Army (An) E8.95ea. 
Paranota R E19.95 

Dungeon MastersGulde E11.95 Heanof Oak E5.95 Forward to Rtchrnond (WWW) E9.95 
Screen E5.95, Adv Orange £6.95 

TSR Adventure Modules (levels) (1.3) 81.7, NI, Declslon a1 Dlerba E4.45 Panzergruppe Gudercan (AH) C18.95 
Stellar Conquest (AH) C24.95 U ~ . 2 . 3 . ~ ~ O l O , T l . N 1 , U 1 . U 2 . U 3 ~ B 8 f 4 . 9 5 ~  Kmg Over the Water C5.45 Hrtler's War (AH) E18.95 

C3 E3.95 t Pst-World (FGU) E10.75 Klngmaker (HPG) C12.90 
R' (GDW) ' 8'95 MI, 2, MVt (Solo) UK5, DL1.2.3.4.5 ~ 4 . 9 5  ea. t stalktng the Nlght Fantastlc (TnTac) C11.95 

Traveller Book E 12.95 
(2-4) L l ,  (2-5) * L2, (3-5) U3 C4.95 ea. 

Hells ~ l g h t  C4.95, HauntsE4.95 
Hlghguard. Mercenary Scouts C5.95 Superworld (Ch) E24.95. Module E5.95, Havoc 
All Supplements ~ 4 . 9 5 ~ ~ . ,  lntroductlon ~ 1 . 9 5  XSQL0 (4-61- Lathan's Gold C4.95 
Atlas 01 the lmperlum C7.95 (3-14) x1. 2. 3(6-9) X4.5 (9-12) X6.7.8.01.2E4.95ea. 

C10.95, Companlon E10.95 

Scwnarlos (9-121 EX1.2C4.95ea. XL1 C4.95 
Stormbrlnger (Ch) E24.95. ComDanlon C10.95 

* (3-5) UK-2. UK-3, UK-4 E4.95 en. 
Tlmemaster (Pace) E16.95 

The Adventure BookE12.95 
(4-7) A1.2.3.4 UKl. UK5, C4 r' 

Scenartos 8 Screen C6.95 
Slgnal GK £4.95 

(5-7) 11.2,3.4.C1 .CZ. UK6 
TO Challenge Tomorrow (RagN) C6.95 

Earller Adventures (1 -1 2) and 
(5-10) S2 £3.95 (6- lP 

Trlad E3.95, London By Nlght $5.95 
Double Adventures 1-6 ~ 3 . 9 5  en. Magazines 
Doom of the Slnglng Star UG) C8.95 (6-10) WG4 (6-14) S 

Dtsappearance at Aramat E5.50 + (7-9) 15 E5.50 (8-12) S. 
* Tarsus (Module 1) C15.95 (6-9) GI-2-3 C4.95. ( - - )  
* Module 2 Bellstnke E15.95 

Allen Module 1. Aslan 2 K'Kree, 3 Vargr. 4 Zhodan, 
C7.95 

Runequest Ill (AH) R 
Traveller's Journal C2.95 
Heroes (AH), General (AW) C3.05 en. 
Mlntature Wargamlng C1.05 

Players Box C20.95 
Monster Co1,seum E16.95 jlllalnS 8 Vlgllantes (FGU) E10.75, Rules E5.95 

Adventurer's C1ub(Her0)c2'50 

Modules 1-5 C4.45 en. The Beholder 6Op 
Scenar~os 

Solo Quest C5.95 
warhammer C9.95, Forces ot Fantasy C6.95ea. To"rer Apprent'ce 75p 

J Senseless Carn Soc 55p 
Scorpion Hall (Solo 11) C4.95 Call of Cthulhu (Ch) £9.95 S E W A R.S 65p 

SF-Star Trek R (FASA) £9.95 Mitz!:EF,",rth (ICE) Cthulhu Compan~on E8.95, Screen £6.95 
Redfox 65p, Palantlr 50p en. 

Arkham Ev~l. Death In Dunwlch C7.95 ea. 
Tempestuous Orlf~ce 60p 

Sh~p Combat C9.95. Updale E6.95 
Trader Captalns 8 Merchant Prfnces E6.95 Sourcepacks Bree, Dagorlad, Shelob s La~r. shadows of Yog-Sothoth. Asylum. Fungl from 'jop 

Trollshaws E5.95 an. Yuggoth, Curse of the Cthonlans. Trail of 
Demonsdrawl SOP 

The Kllngons £10.95 Tsathogghua E10.95ea. Vacuous Gr~molre 50p 
Enterprtse Sh~p Plans c16.95 
Kllngon Deck Plans cts.95 Rolemaster (ICE) c 29.95 pursutt to Kadath, Whlspers from the ~ b y s s  ~ 9 . 9 5  ~ ~ ~ ~ o " , , " ~ ~ ~ " , " ~ , " , ~  
Trlcorder C7.95 ArmSiClaw Law El 1.95 Monhegan Island E5.50 

Spell Law C13.95, Arms Law C7.95 Masks of Nyarlathotep (5 Scen 1 E19.95 
Strategy 8 Tacltcs, Ares C3.95 en. 

Character Law. Campalgn Law E9.95ea. Gloze1 est Authentlque C7.95 
poombook of Chaos 70p 

Snnarlos: 
Cloud Lords. Slnklng PlalnsE9.95 en. 

Wargamer (+ game) E7.95 
The Vantshed. Wltness for the Defense 
Denla1 of Destiny ~ 6 . 9 5  ea. Iron Wlnd ~ 7 . 9 5  James Bond 007 RPG (Vie) f 14-95 ~ ~ U 0 ~ , " ~ ~ ~ ~ ~ ~ ~ ~ ~ ~ ~ o I I C , U S h e r

Demandof Honour, Margln of Proflt Manuals Baslc. Q Equtpment E9.50ea. 
Middle Earth Play Aids GM Pack I ~9.95, GM Pack 2 ~ 1 0 . 9 5  

Swordplay 70p. Mlser's Hoard 55p 
The Orlon RuseE6.95 

GuldeIMap E8.95 Thrllllng Locations C9.50 
Wyrm's Claw 65p. Warlock C1.OO 

* Termonatlon 1456, The Outcasts C6.95 ea. 
Northern Mtrkwood. Isengard, Umbar. Ardor, Modules Octopussy, Goldftnger C7.80ea. 

Punt 8 Pass. Dragon Lords 60p en. 
StarTrek Mm-Games C6.95 

In Search of Spock. Struggle for the Throne, Angmar E9.95 en. The Man Wlththe Golden Gun C7.80 
StarTrek Duels I 8  I1 Southern Mlrkwood. Morla I C9.95ea. t ~ r .  NO. YOU Only Live Twlce E7.80 en. 

Rangers of the ~ o r t h  ~ 9 . 9 5  ~ e t  D!e (Tournament LVII E8.65 ESDEVl UM GAMES (W7) 
0 Special Offer These are just sone of our games. Our catalogue contains detar!; of v~r lua~~y  all games avadable In the u K 185 Victoria Road * New Arrival Send Pop in stamps 8 lap  5.a.e. (overseas 4 I r c ) lor a copy (or free wcth orders over £6 00) 

MAIL ORDER CHARGES: UKlBFPOiUnder f6 - Add 40p €6 and over-post lree 
ALDERSHOT Hants G u l l  1 JU 

R Role Playing Rules overseas Surface MWI- ~ d d  30% (M,nrmum SOP) Europe k r  Marl - Add 40% Tel: Aldershot 31 1443 
(mm!mum f l ) .  Armall elsewhere-add 75% m~nlmum E1.60) except Yaq. AH 8 Phl, IT, games-add 100% S PlaysSol0 or (evenings)  Farnham 722269 

B Boardgame 
M Miniature Rules you may phoneorders and pay by ACCESS -NO POSTAGEON MANYGAMES FOR REGULARCUSTO;flERS 



I KJC Games, Britains leading Play By Mail company, introduces to you our new Play By Mail 
game of Xenophobia, Conquest, and Space Warfare called ... 

BRITAIN'S MOST ADVANCED COMPUTER MODERATED PLAY BY MAIL GAME! / 
CAPITOL Features - 
- A strategic space warfare game, completely computer n 
- Approximately 35 players per game. 

"CAPITOL is fast 

- Players design their own race's characteristics and description. 
standard against ~ r l h  

- Design your own starships and build them at your star bases. warfare games a, 
- Expand your empire and conquer other races. 
- An 'advanced stage' of the game introduces new technc 

stargates and improved ship movement capabilities. 
- CAPITOL'S simplified order formats are easy to remember. No coding 

your orders onto computer cards or other gimmicks. 
- CAPITOL has an easy to understand rulebook, cc 

numerous examples. 1 - CAPITOL was subjected to the largest playtest of ANY commercial 
PBM game. Over 100 players played over 1500 turns of CAPITOL prior 

I - Runs on an IBM 

Mail game 
smes and E 
masters wi 

V ",.' 8 3  ., ." 
..,,,,., ather space 

re compared" 

comauter moderated aames have the 

KJC Games has b 
reputation for givi 
none. Our team of 

Vith each rulebook you receive a set of 
uverlays to use in mapping the game 
and moving ships. 

- Mapping CAPITOL is extremely 
interesting, using the computer 
~rinted maps you receive with your 
urn results. 

- do due dates.CAPITOL allows 
four turns per month. Most other 

t 5 years nc 
1 service is 
eply to you 

-. r - ~ ~ . ~  . - - ~ . ~ ~ -  - u- - -  ~ 

usual one t two weeks. 





MANAGEMENT TRAINEES 
The expanding chain of Virgin Games 

Centres have vacancies for Management 
Ilainees. 

Applicants should be la+, have 5 '0' Levels or 
City & Guilds Certificate in Retail and Distribution 
(or equivalent). 

Retail experience is desirable, some 
knowledge and a keen interest in Games is essential. 

Please write enclosing details of 
your qualifications and previous employment to: 

'Management Trainees,' Carolyn Stork, 
The Wrgin Games Centre, 
22 Oxford Street, London Wl. 

Did  YOU know that GEORGE'S 
stocks a wide range OF 
Role- Playing games, Figures 

and books ? 
NEW i t e m s  rece ived every month 

- - - - - - - 
- JOT0 - - - - - - - - - - - - - - MEDWAY GAMES CENTRE 

7 Lawrence Sherriff Street, - - - - - - - - - 
I CHURCH STREET 

- - - - Rugby CV22 5EJ - - - - - - 
CHATHAM, KENT 

- - - - - Warwickshire 
- - - - 

Tel: MEDWAY (0634) 814750 
- - Fantasy Games, Board Games a - - Tel: Rugby (0788) 62372 Computer Games, Figures Micro to Maxi - - - - - - - 

Open Mon-Sat 9.00am-5.30pm 
- - - - - - - - - - 

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

Discount scheme for clubs -- -- - - v m  m 



SMALL ADS 

Urgently Wanted. Copy of TFT: Advanced 
Wizard. Any reasonable price paid! Contact: 
S J Dodsworth,59TempleStreet,Brill, Bucks 
HP18 9SU. 

CLASSIFIED 

AN classified ads must be prepaid at the rate 
of 15p per word, display adsf5.00perscc (incl 
VATI. Pleasesendcopy andpayment to White 
Dwarf, 27-29 Sunbeam Rd, Park Royal, 
London NW10, making cheques/POs payable 
to Games Workshop Ltd. 

White Dwarf regrets that i t  cannot be held 

For Sale. Wide range of RPGs and scenarios. Ow! That hurt. New AD&D weaponless com- 
All excellent condition. SAE for list to: W G bat rules. Send €l:50 to: Gavin Sharrock, 
Hardy, 31 Pinehill Road, Bangor. Co Down FynamoreReading Road, Wallingford, OX10 
BT19 2SA. 9DT. 

Gigantic Sale of D&D, AD&D, T&T, Fantasy 
Trip, FRP accessories and games-ancient 
magazines. X(031 I337 4662. 

Psychic. Basic D&D character class. Send 
fl.50to: DanielThomas.35Adam St,Abertil- 

Swap. Boxed. 2 month old CoCfor Collectors 
D&D and, if possible, supplements. Ian Har- 
mon. X Medway 375922. lery. Gwent. 

Heard About Crimefighters? It's a 20+ page 
basic rule book of a modern-day, private 
detective RPG. Send large SAE and €1.75 to: 
Crimefighters, 32 Catholic Lane, Sedgley, W 
Midlands. 

Tradina Post. PartvPackaaescan now market Ealing Games group meets in Leighton Hall, 
Elthorne Park Road, W7.2nd Sunday each 
month. All games played. Terry Devereux, 'G 
(01) 574 2709for details. 

responsible for fiGancia1 transactions 
resulting from small ads. Readers areadvised 
l o  take appropnare precautions before 
parrlng wirh any money. 

your unwanted gbmes, s&arios, etc on a 
commission basis. Send SAE for details. Also 
now offering live display of costumes, chain- 
mail and accessories to organised groups 

WD Warriors! You commanded, Iobeyed. 30- 
page illustrated weapons price list of our 

Amateur. lapsed, female D&D player (271 
seeks any fantasy-type game, SE London 
area. Urgent1 Severe RPG withdrawal 

within 50 miles of PartyPackages, 160 Hearsall 
Lane, Coventry, CV5 6HH. Arondale. Exciting new PBM game requires 

megalomaniacs, sorcerers, brillianttacticians enormous range of steel daggers, swords, 
helmets, etc, now available-€1. Also new 
design fantasy T-shirts: Sword/dice/shield, 
and Uohellva Vikino Fire Festival. All sizes 

Sale. BasicD&Dfor£8,orwill swapforJudge 
Dredd game. Andrew Oram, 60 Tylecroft 
Road, London SW16. 

and-powerful leaders to take control of 25 symptoms now being experienced - DMs 
please help1 Write to: Julia, 4 Dundalk Road, 
Brockley, London SE4 2LJ. 

nations, numerous races and alignments. 
SAE for details to: Rob Wilden, 74 Oldbury 
Orchard, Churchdown, Gloucs G13 2PU. 

TSR modules forAD&D - £2.50 each. RQ 
boxed set and Culrs of Prax - £10 ono. 
=Oxford 56147. 

€4.95.'~udor~rmo~ry,9OChristchurch Road, 
Ringwood. Hants. W04254) 4260. For Sale. Many WDs, AD&D bookdmodules, 

RQ book. Scott, 'G Lincoln 791 198. 
Any FRPG Adventure Holiday Centres in 
Wales? At least six FRPG fanatics interested! 
Reply: Sian J, 52 Maesceinion, Waunfawr, Sanio, The Fantasy PBM. This game has now 

been running successfully for over seven 
months and is busy trying to find new 
members to do battle with its hundred or so 
creatures. It has a full continental map and 
lots of towns. ruins and encounter areas. If 

Book. Get your ideas for D&D/Traveller/Call 
ofCthulhufrom themanysecond-hand books 
available each month. Prices range from 50p 
to €1. Send for the latest science fiction and 
fantasy list, enclosing SAE to: Peter French 
Books 13 Beauford Park, Norton Fitzwarren, 
Taunton, Somerset TA2 6QJ. 'G (08231 76439 
after 6pm. 

PBM. Jazusworld is here. The new and excit- 
ing fantasy PBM game. It only costs a stamp 
tofindout more,socontact MrJohn CSuther- 
land, 8AThorn Road, Bearsden, Glasgow, 
G61 4PP. 

Wanted! Second-hand shirt of chainmail to 
fit36"chest. Prepared to pay £30. Mike,'G061 
432 4045. 

vou sav that "ou saw this ad in White Dwarf 
23-Year Old neesAD&D campaign in the 
Aldershot area for 11th LVL MU and 14th LVL 
thief, will drop levels to get game. Neil, 'G 
312782 (after 6pmL 

i.ou wiil recekethe rulebook, set up and first 
two returns free. Apply to: Lorewarden 
Games, 23 Breckhil. Rd, Woodthorpe. 
Noningham I am also looking for wrltersfora 

TheFantasy Workshop. High quality painting 
of fantasy miniatures. Prices from 90p. Also 
standards, conversions an0 basing. For more 
information and sample, send 50p and SAE 

new PBMIRPG zine 
Clubs, contacts and events can be advertised 
once at no charge UD to a maximum of 25 

Magic-User seeks halflings toexperiment on, 
also fellow adventurers or clubs in the Irvinel MarlomsCastle playing aids. Send for our 

introduct0~ offer - onlv £3 1+40o P+P) for a 
to: G Medhurst, 10 Kelsey Grove,Yately, Sur- 
rey, GU17 7AR. words. Further Fnsertions at the rate of 1 5 ~  Ayr area. AD&D preferred but willing to learn 

others. Ages 14-16. Simon. 'GO294 74315. dungeon, the Night ~ e i r o r s l  monster set. 
details of the Hirebrand and Gravelingas 
character classes, articles of interest. and 
absolutely no flash, colourful, expensive pack- 
aging. Designeo and produce0 by an0 for 
D&D players. Send oroers lor SAE if pricelist 

per word fincl VATI. 
RPG Fanrine. The Impaler - €2.50 for six 
issues. Contains scenarios, chat, news, 
reviews, articles for CoC, RQ, T&T, D&D, Sci-fi. 
Available from: Mark, 10 Vine Court Road, 
Sevenoaks. Kent TN13 3UU. 

Popular Fanrine, Orc's Revenge, requires 
artwork, articles, chat and revlews, free 
copies if printed. 66 East Towers. Pinner. 
Middx. 

Helva. Warning, reversal of forthcoming 
union with mouse = danger. 

Artwork Wanted for established fanzine 
Imazine. No sword and sorceryispace opera 
clichbs. Contact: Paul Mason, c/o 68 Milver- 
ton Road. Eroington. Birmingham 823 6ES. 

only wanted) to: Marloms Castle, 19 Hur- 
Goblin Art! For a meref4.49. our experienced 
aoblin slaves can produce a full-colour, aual- 

Stoned. Car Wars fanatic seeks like-minded 
manic mechanics in Leicester, or contact by 
post. Are there reallv anv ladv drivers? Death 

combe Way. Brocknorth, Glos 

Space. Fill a space on your wall with an origi- 
nal science fiction or fantasv illustration. Sub- 

Ry ink drawing of your favourite character. 
A4.card-mounted and title! Send a larae SAE or glory or... all on the highway. Contact: G- 

6155 (Neil). 211 Duncan Road, Leicester LEZ 
8EJ. 'G (0533) 834212. 

Swap. Have Golden Heroes, want Call of 
Cthulhu. Paul,'G Brierley Hill 263909 (W Mids, 
England). 

jects include robots, droidg space hardware, 
dragons, demons, warriors, creatures, etc. 
Also limited edition prints and stationerysets. 
Design and artwork service available for fan- 
zines and boardgames. To find out more 
abouttheseuniquedesigns,send a IargeSAE 
for information pack to: Roger Waring, 
Robots and Rayguns, 48 Woodbreda Drive. 
Saintfield Road, Belfast BT8 4HZ. N Ireland. 

to: '~obl in Slavepits. 96 ~lfiridale ~ o a i j .  Lon- 
oon SE24 9hW for full details and free sample. 

ForSale. Traveller material, SF games, board 
wargames, sports simulation games, WD60- 
67, plus Morphychesscomputer. All excellent 
condition. Detaildoffers, John, 'GFarnham 
(02521 723269. 

Help! 17-yr old student would like to write to 
other players (AD&DI, male or female. Write 

DM. Loki's daughter and a valet without hin- 
drance; together they will prove your equal. 

soon to: RobertTaylor, WelbeckCollege, 
Worksop, Notts S80 3LN. HampshireGM (17)seeking playersorclubin 

Waterlooville area. RO, AD&D, Warhammer 
Celldorin the Great and highly unstable 
would liketoannouncethat PhediatheRed is 
a fraud and not worthy to be a barbarian. 

others considered. Also wanted, RQ books. 
Beware. We want to make your flesh creep! 
Buy TomeofHorrorsor elsel AD&Dzine. 60p 
from: 11 5 Vardar Ave, Clarkston. Glasgow 
G76 7RR. 

figures, modules and other Gloranthan 
material. X Waterlooville 255765. HPS Promotions presents NPCs - a massive 

collection of hundreds of NPCsfor the RQZ 
game system. No GM should be without it. 
Why spend hoursdrawing up yourown when 
ours are only a letter away. £4.50 from: HPS 
Promotions, Pegasus House, 6 Haytor Rise, 
Coventry CV2 3LE. 

Swap Trolls, hobgoblins, orcs, PHB and PA 
moulds for Bowmen of Oreon, Knights of 
Origo, RevisedD&D Expert, and Viking 
mould. Offers? x (0506) 8231 19. 

Wanted. D&Dstartersfor new club. 
Blackpool. Contact: Terry Aspinall. 72 Layton 
Road, Blackpool. Ages 25-30 only. Second-hand Games bought and sold. Send 

SAE for present list of games for for sale to: R S 
Games, 74Talvin Rd, L~ttleton, Chester CH37DF. P&J. Congratulations. An initial search will 

find theculprit. May your legend ever spread. In Memory. Herm the Worm (finally firm!), 
Naooleon Smith. Louiai Gillesbl. Max Asgard Barbarians, palnted to a high stan- 

dardandvarnished. £1 each oreleven for f10. 
SAE plus 50p for example. Paul Abraham, 70 
Aberdeen Place, Lldget Green, Bradford 7. 

For Sale. White Dwarfs 1-48 in bindeffi. Also 
various books, ames and posters. Contact 
Tom Ayerst, =80g021 20149. 

Bron~kowsk~ ~o'floralirlbuiei. Way Harvey 
Jackson livea long (borlngl llfeon Rild -Bar- 
rows Sternmetal. Bloat 

Wanted. RQ3, Cults of Terror, Trollpak, any 
other RQ stuff, WD1-29,31,33,51. Good con- 
dition = best prices. John, 'G (0622) 52686 

QualiiPainting. 25mm fantasy figures. Send 
SAE andfreesample to: S Gratton,5Emmer- 

(evenings and week-end.) Write: 15 London 
Road, Maidstone, Kent ME16 8JE. Outpost Hermes. Starfleet Command inaugu- 

rates this eccentricallv orbittins asteroid 
Help! Trying to get rid of all D&Dequipment. 
Reasonable prices. If interested, contact: Carl 
Chameleon, 40842 Executive, Sterling 
Heights, Mich 48078, USA. 

son Place, Shiremoor, Newcastle-Upon- 
Tyne, NE27 ONF. Wanted. Articles, scenarios, illustrations and 

advice for new FRP fanzine. Contact: Steven 
Prizeman, 59 Copthorne Road. Croxley 
Green, Rickmansworth, Herts WD3 4AH. 

(semi-axes Bath and Exeterl toserve Devonl 
~omerset:~etails of registration and poten- 
tlal FRP campaign from: W O'Neill. 5 Bloom- 
field Avenue, Bath BA2 3AB. 

Extras for RPGs Inc scenarios. Jon, %t (0926) 
32400. Wanted. To buy or borrow scenario book 

from 1st edition Srar Trek rules, good prices 
paid. Mark, X Harrogate 66012. Swap. Old Warhammer and Traveller Starter 

Edition plus Supplements for either Middle- 
For Sale. RQZ - f7, Starter Traveller - €6, 
Laserburn rules and supplements -E l  each. 
Andrew 'G (01) 777 3871. 

Postal Quest - RPGs By Post. Postal Quest is 
an amateur club playing primarily RuneOuest 

Article,attwork, reviews, etc, neededfor new 
FRPfanzine. Send work to: Paul Rand, Don- 
nini House, Comet Hill. Easington, Durham. 
Free issue for printed work. 

IlandNI by post,with anunlimited number of 
olavers (72 actual  lavers on 27/6/85) in a 

earth supplements. James Bond Basic 
Rulebook or AD&DPH. Jon. 23 (09274) 22750. 

Massive Salel DMG, PHB, M M  - €15 ono; 
Traveller Books 1-5, Supplements~3,4,6,8 - 
€6.50; RQ Boxed Set - €4; Third Rerch - €8.50, 
WWll- €3.50; WWIII - €3; NATO - £3.50; 
Seelowe - €3.50; Diplomacy - £8. Excellent 
condition, no catch prices. Mark Foster, 37 
Castle Hall Close, Stalybridge, Cheshire. 'G 
(061) 338 8105. 

unique campaign.'~lso Talisman, Batflecars, 
Star Trekand other existina oames either Help! I have recently inherited the Durham 

' Universitv Games club fanzine Black Elf If "laved or on~no to be olavgd-ln the near 
iu;;rL ~ C n i h l i  newskner coverlng all Swap. CoC rules and sourcebook for 
games played Contacts scheme to help you RuneQuest rules M Gritt.23 Sherbornef09351 
get In touch wlth others Very low game fee - 815122 

.- .. - 

you have'any articles, advice, trlcksof the 
trade, etc, please send them to me PhilipCal- 
low. 20 Merrllocks Road. Blundellsands, 

£1 for3 moves. For moredetails, please send 
an SAE to: Paul Barbour, 10 Dawley Ride, Wanted. Ral Partha Collectors Series Elves. 
Colnbrook. Slouoh. Berks SL3 OQH. Please quote number of figures and price 

Liverpool L23 6UN. 

Helpl Mature 14-year old gamer seeks other 
gamers in Solihull area. I have CoC, T&Tand 
Warhammer, will learn others. Martin, 'G 705 
6061. 

ADBD DMG, PH, MMplus modules-£20, will 
separate. Paul, %"Southend 107021 712233. 

. - .  
wanted:J Graham, 230 M'ilbank Road, 

Sellina. Bnardand warnames-fl tnO.  Snme Wishaw. Strathclvde ML2 OJG. - - - -. - -. .- . . - .gii. f.. . .- . . .- 
D&D/AD&D modules. or Ilst. Ned, 33 
Fieldcourt Gardens, Quedgeley, Gloucs GL2 AllYouBrave Waniorsoutthereactnow! For 
6UD. adventureand excitment (and smashing little 

Explorer 1. A new role-playing zine that goes 
beyond the dungeon. Features FGU, TSRand 
Chaosium games. 20+ A4 pa es P+P 
included. Send 75p to: Brian !ov;an, ~ i l i s -  
dean, Gullane, Scotland. 

English AD&D, Traveller, RQ, CW playerlDM 
of 13 seeks European or American oenoal. orcish heads in), realisticAD&Dclub starts 

now. Chris Barden, X Wentworth 2420 (even- 

SPACE ODDITIES 

Buy and sell new and used fantasy and sci- 
ence fiction books and games. 

Wednesday - Sunday loam-6pm 
Oddity's Market, 72/73 Chalk Farm Road, 
London NW1. 

Other Interests: computers IOric). soccer, 
heavy metal music. Write to: Gerard D Grey. 
34 Stopes Rd, Radcliffe. Manchester M26 
OTN. 

Articlw needed urgently for new fanzine! An  
and scenariosalso needed. Contac: Alex Fox. 
2 Harleigh Road, Bodmin. Cornwall. Free 
copy for all accepted contributions. 

Urgently Wanted. WDs, 28,2333and 34. Any 
reasonable price paid. Mark. X (0590) 43422. 
Must be in good condition. 

ings 4290). 

ForSale.AD&DPHB-€5. FF-£5, modulesU1-3, 
WG4-5,16- € 1 each, WoG - £5. Traveller 
AzhantiHigh Lightning - €12. Haydn, %t 
(07918) 5223. 

Wanted. Anything to do with 2WOAD. Will 
pay or swap T&T, 2nd edition Laserburn 
rules. Send details to: Littleworth, Glebeland 
Close, West Stafford, Dorchester, Dorset DT2 
8AE. 

Second-hand games for sale. From D&D to 
Space Opera. Every game in great condition 
and some are even free. Send SAE for details 
to: R Christie, 24 Netherhill Ave, Netherlee, 
Glasgow. 

NewcastleGothic Horror fanatic (18) re uires 
players (1 5+l for CoC, Chrll, etc. possibly 
AD&D. Steven. 2%' 268 1897 (after 6pm). For Sale. Aftermath and scenarios, RQ 

rulebook, Star Fleet Battles 1. Mike, X 
Cosham 383352. Helpl We are looking for some more RPGers 

in the Glas ow area. We play CoC, D&D, 
Traveller. ail l ing to learn others. Michael, X 
041 959 6036. 

Cartoonist in N d o f  a Job. If you need a car- 
toonist to advertise or do a regular strip, 
please contact: Andrew Hunt, 5 Seymour 
Road, Cheadle Hume, Stockport, SK8 6LR. a 
485 7159. Does single frame cartoons. strip 
cartoons or full-page cartoons. 

For Sale. Large amount of unpainted Citadel 
fantasy figures, plus old edition Warhammer. 
'G Gravesend 63035. 

Bride of Pandemonium. Sat June 18th. 1986. 
at Ryerson Polytech Institute. Toronto. 
Ontario. Our third annual game con with tour. 
naments In 17 games, figure~diorama paint- 
ing contest, auction, dealers, open gaming 
galore. Gift certificates awards. The differ- 

D&D, Traveller, 007 -virtually unheard of 
here! Like to exchan e ideas by mail. Edwin, 
5 SS 2/41, Sea Park, keta~ing Jaya, Selangor, 
West Malaysia. Help! 1 1-year old frustrated D&Dgamer look- 

ing for fellow gamers in Cumbernauld area. 
Z3 Cumbernauld 28584, ask for Brian. Pre- 

ence: we're well-oraanised and we deliver 
what we promise. write to: Dun eons Par 
ties, PO BOX 67, stn F, ~ ~ ~ ~ ~ t ~ ,  tntario, - Any ADRDClubr in Doncaster area for 12and 
canada ~ 4 y  1 ~ 1 .  g (416) 924 1989. please over? (Unabletotravelfar). Writeto: Dave, 18 
pre-register. OaklandsTerrace, Edlington, DN12 1AA. 

pared to travel 



SMALL ADS 

Stevenage Area. 18-year old barbarian, corn- 5-6AD&D players wanted in Caerphilly area 
pletely novice, desperately seeking others of to play week-endsat their houses on a loose 
similairagetostartany D&D, Dragonroar, etc, rota basis. Ages 15-19 preferred. Paul. = 
type games. Everybody welcome, from a Caerphilly 861235. 

Wanted. RQ2 scenarios (also Cults of Praxl. Beginner (26). D&D. wishes to meet fellow 
players or DM in M cr area. Has Basic Set but 
needs ex~erience. Trevor. Z3 1061 1273 4213 

SPlS ~ o r t h ~ f r c a  campalgn games Zand 4, 
namely Cauldron and Supercharge. 1S 
Klngsclere 298577 lafter 4pmJ. (after 7pmJ. 

priestess to a goblin. Contact: S Holloway, 
Cranfield, Brookend Lane, Conered, klerts Swap. Fungi from Yuggoth, Arkham Evil or 
SG99QR. May many demonsfall. Death i n  Dunwich for any Chaosium 

Cthulhoid scenarios. Andrew Scot, Z? (0555) 

Helol Isolated. enthusiastic. exoerienced Penpal. 14-year old girl seeks male American 
looily, seeks similar for ~ravelkr, Aftermath, 
CoC. Either sex. 15+. Contact Adrian at: 10 
Princes Close, Victoria Roaa, Bishops 

penpal at around same age. Please contact: 
Kace Knight, 93 Church Roaa, Leverstock. 
Salisbury, Wilts SP1 1QZ. England Grim Reaoer T&T Fanzine reouests oualitv 70581. 

Waltham, Hants. contributibns to increse contint. lnte'resteb? 
Send SSAE to: Geraint ~ ~ ~ i ~ ~ ,  2 ~ ~ ~ h d ~  Player seeks place in D&D/AD&D PBM. Send 
Road, Llandough, Penarth, South Glamorgan details to: David Brysow, 4 Glebe Court, 
CF6 1 PB. Townhead, Glasgow G4 OPN. 

D&D Harrow. Experienced playerIDM, 22, 
recently moved, seeks playerslgroup in NW 
London. Will join campaign or start own. 
Other wargames played. Contact: Jim Mills, 
55CanterburyRoad. North Harrow, Middx.Zi 
(01) 863 7395. 

Sealed Knotters En Garde! Simon Kind of 
Glemhams regt IYorkl challenges any Knot- 
ters (especially Roundhead scum) to duel to 
thedeath - RPGstvle. Find meat any northern Wanted. Any Tolkien related material, books, 

etc. Also Ysaarth RPGadd-ons. Contact: Paul 
Swap. Basi~D&Dset and module B.7, Keepon 
the Borderlands. for Traveller Starter Edition. army muster. 

Turner. 8  reha ham Green, Corby. Northants 
NN18 OAD. Z3 (05363) 2236. 

Nigel Zi  ~incoln793314. 
Rundluen Wanted. Cults of Terror, Griffin 
Mountain, Trollpak, other material. D&D sup- 
plements given in part-payment if requested. 
Tim McElwaine, 28 Upper Broadmoor Road. 

AD&D Beckenham. Join the better club of 
Wanted. Trollpak, Borderlands and Griffin 
Mountain. Also, tor sale, the Fantasy Trtp sys- 
tem. Writeto. LLo. 14SussexSt.Rhyl.Clwyd. 

Bekenham. Players and DMs required for 
campaign work and one-OH scenarios - AD&D, 
RQ, etc Ages 14,. Andy, '8' (01 1778 2480. 

D&D PBM. Transatlantic D&D postal game 
belng started. If interested, write (SSAE 

Crowthorne, Berks appreciated) to: Darron Wilson,56Hill Street, 
Alloa, Clacks. Scotland FKlO 2BH. Ascot Area. Experienced RPG DM~player 

seeks to indulge AD&D and D&D players in 
own campalgn. B Ascot 21071 lafter 9pm 

Starmaster. The Klugarian Empire wishes to 
open trade negotiations with the peoples of 
the galaxy. Please send enveloped envoy 
either through GM (copper rod attacking 
bronze triangles) or via P Hodgson, 17 Glad- 
stone Terrace, Bulk Road, Lancaster LA1 1DW. 

Help! I am 19 and looking for players of the 
V&Vgame. James, fi' Glasgow 423 7140. Sale or Swap Panzer Blitz. Good condition, 

also Melee and Advanced Melee, OK. Any 
reasonable offers - no D&DorRQ types. Russ. 
B (02561 29064. 

weekdays). 
Attention serious MERPers! 15-year old 
seeks adventure and action. Anyone local? 
Contact: Andrew Hill, 34 Rothesay Croft. 
Bartley Green, Birmingham 832 4JG. 

Is There Life In Reddkch? Opponents wanted 
I18+) for Car Wars RPG board wargames 
anything in the Redditch area. Steve Sharp, 
%3 Redditch 24574. 

Wanted. Writers, artists, etc, for a new fanzine 
dedicated to FGU games. Send SAE to: Rus- 
sell Henry, 75 Birkaale Roao. Hartburn, 
Stockton-on-Tees. Cleveland. 

Brinol, Mangotsfield Area. Lonely DM in 
search of D&Dgroup. Only ever killed one 
character in 2 vears. A o ~ l v  to: Tonv. 24Charn. 

Urgently wanted.Aftermath, RQ players in 
York area. Contact: Russell Jackson, Tower 
House, Landing Lane, Riccall, York, Yorkshire. 
Quickly!!! 

Help. Lt Colonel, Royal Marines, SL9 requires 
a set of En Garde rules. Please contact P 
Hodgson, 17 Gladstone Terr, Bulk Road, Lan- 
caster LA1 1DW. Kermit shall return in Games 
Fair '86 . -. --. 

Wanted. Second-hand copy of SPl's Air War. 
Will pay reasonable price plus postage. Artist Requires Work. If you require any kind 
Campbell, ~3 041 954 9412. of fantasy artwork, why not contact: Andrew 

hill Dr, ~ a n ~ o t f i e l d .  
Penpal. I'd like to get in touch with CoCor Car 
Wars players. Please contact: Richard Min- 
dang, 5 Cairns Road, Westbury Park, Bristol 
BS6 7UA. 

RQin SES. Aging (well, 23) adventuressseeks 
RuneOuestin (11 or 111) in Greenwich Bexley 
area. Player ZM as required. Ann. * (01 1850 

Durber, 22 Sparrow Terrace, Porthill, 
EPTTTekumel. The Clan of Tekurnel Associa- Newcastle-Under-Lyme, Staffs ST5 8PD. 
tion (K Shilling-Dlanturakoi). a non-profit 
organisation devoted to the increase of cor- Swap. 20AD&Dcharacter sheets, practically 
respondence between Tekurnel enthusiasts, unused DM'S Adventure Log, AD&D DM'S 
invites you to expand yow awareness of Screen (vgc) and DL1 for WDs28,29,33and 
things Tekumelanl. Contact: Tekumelani 33 in good condition. Mark Ryan, S 
Association, PO Box 3393, Waco, TX 76707, Lymington 43422 (after 5pmJ. 
USA. 

5255 (after 6pmL 
3 DIDars want to contact players or DMs in 
the Croydon area to play and maybe start a 
club. Adrian, '6 101) 657 6032. 

Intermediate PlayarlDM (20) is seeking 
players ano cluos in EdgwareMlatford areas. 
Plavs AD&D, Traveller. SO. Dave Flower. 9A 

Penpal Needed. Prepared to write to USA, 
interested in AD&D, around 13. Write to: 
Nathan, 1301 Aquarius Ct #16, Bakersfield 
93309, California, USA. 

Wanted. RPG club. Will learn any game. Pref- 
erably in the Ashbroke Hendon area, but any- 
where else acceptable. Stuart, = Sunderland 

Quickswap. D&D set.ExpertSet, RQ, Adven- Windermere - is there anybody there? RPG 
turer Starter Set, DMG. gamebooks. Judge player seeks others, D&D and RO preferred, 
Dredd boardgame, US and UK Marvels and but will play anything. Contact: Kevin 
2000ADsforfigures. magazines, scenarios, Goodhall, Beech Hill Motel, W'mere, Cumbria. 
boxed figures and any RPGs not previously 
mentioned. Send enquiries, no merchandise, Bushido! Seppuku, a new Bushidofanzine, 
to: Peter Thornton. 9 Hampstearl Park. Derry requires articles, scenarios, artwork, etc. 
City, Co Derry, N Ireland. Write to: Rus Pearson, 44 Marmion Road, 

Hove, Sussex EN3 5FT. 

~dgwarebury Lane. Edgware. Middx. 

Wantdd. WDs52-27, will pay cover price. 
Craig, SO4882 488. 

41358 (after 4.30pml 

AD&D PMB. Set in the world of Fallentii. 
Interested?SendanSAE to: Jeffery Havelock, 
11 Belle Grove West, Newcastle-upon-Tyne, 
NE2 4LX. 

Redcar. 16-year old needs info on FRP clubs 
in the area. If there are none, why not form 
one? Doz, B 480177. 

GAMES WORKSHOP 
US 

91 10F RED BRANCH ROAD 
COLUMBIA, M D  21045 

TEL: (301) 964 0262 
FOR 

AN Games Workshop Games - 
New this month Blood Bath at 

Orcs Drift (Warhammer) 
Please write for full details 

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

CLUB DISCOUNTS-QUANTITY DISCOUNTS 
TRADE ENQUIRIES WELCOME 

F 

THE ROLE-PLAYING GAMES MONTHLY MAGAZINE 

S 
. . . . . . . . . . . . . . . . . . . . . . . . .  UK & Ireland f11 .OO . . . . . . . . . . . . . . . . . . . . . . . .  Europe (airmai l)  f22.00 . . . . . . . . . . . . . . . .  Other  Overseas (surface m a i l )  Q2.00 . . . . . . . . . . . . . . . . . . . .  Othe r  Overseas (a i rmai l )  f33.00 . . . . . . . . . . . .  Impor tan t :  a re  y o u  renewing a subscript ion? 

I f  renewing, please state subscript ion number, name and  address. 
A r e  y o u  changing address? . . . . . . . . . . . . . . . . . . . . . .  
If changin address please state subscr ip t ion  number, old address 
a n d  n e w  ajdress. 

Please make  your c h e q u e d P 0  payab le  to (no cash accepted)Games 
Workshop  27/29 Sunbeam Road, London N W l O  6JP. 

ALL PAYMENTS IN BRITISH C U R R E N C Y  P L E A S E  
VISA(Barc laycard)  ACCESS, A M E R I C A N  EXPRESS 'and  D I N E R S  
ca rd  ho lders  can subscribe b y t e l e p h o n e  o n  01-965 3713. 

' 

- 
new dwarves f ro~  d e n i ~ e q  !! 

Denizen Miniatures are proud to  announce new method will amaze you. We'vealways 
a new concept in fantasy miniatures - the had thequalityand the price you want, now 
25mm DIY Dwarf range. Take your choice we can offer you the quantity as well! 
from over five hundred -yes,five hundred1 Just send a stamped addressed envelope 
-possible variations In our new multi- plusoneextra secondclassstamp and we'll 
component figure rangel rush you our new catalogue givlng full 

Heroes, thieves, archers, berserkers, pal- details of this exciting new range. Or send 
ladins. And more and more and more! 75p (p+p included) for a catalogue and 
Every dwarf you've ever wanted, and the sample figure. 
detail and animation made possible bythis 

DENIZEN MINIATURES, 4A POWIS SQUARE, BRIGHTON, SUSSEX, BN l  3HH 

- - 



NOT JUST STAMPS 
17119-Crendon Street, 
High Wycombe, Bucks. 

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

Closed all day Wednesday 

STOCKISTSOFALL FANTASY& WARGAMES- 
CITADEL, RAZ PARTHA, & GRENADIER MINIATURES. 
Discounts for clubs, and player contact board. 

THE SPECIALIST GAMES SHOP 1 

Ouest Books - 
Specialists in Fantasy Fiction, British Folklore 

(inc. Arthurian Legend, Celtic Myths, Wizards, Witches, 
Dragons & Fairies), Ancient Monuments and Ruins 

(inc. Castles,.Churches & Abbeys), and Earth Mysteries 
(inc. Ley Lines, Dowsing & Ghosts). 

For free book list send SAE to: 

QUEST BOOKS (WD) 
71 b EASTWORTH ROAD, 

CHERTSEY, SURREY, 
KT16 8DG 

I (MAIL ORDER ONLY) 

THE 
6 6 

GAMES SHOP 
We now stock 

IRREGULAR MINIATURES SIEGE 
EQUIPMENT + INTEGRAL T E R R A I ~  

PLATOON 20 FIGURES 
, GALL lA  25mm BUILDINGS 

as well as 
Dungeons & Dragons * Traveller and most  

RPGs and supplement+s War Games 
Science Fict ion Games Citadel Figures 

Torchl ight Fantasy Pro$ucts Rule Books 
Davco Microtank: S.E.W.A.R.S. 

Avalon Hil l  Games Asgard M ~ n ~ a t u r e s  

818 LONDON ROAD, LEIGH-ON-SEA 
Tel: SOUTHEND 73308 

D l l 9 . 3 0 - 1 . 3 0  M 2.30-6.30. Closed Mor~daw Y 

FOR THE FINEST RANGE OF FANTASY 
ROLE-PLAYING GAMES IN THE COUNTRY 

-Special offers always available- 

Citadel, Essex, Denizen, Grenadier Miniatures 
-thousar~ds in stock, Prince August Moulds, 

Playing Aids & Accessories etc. 

95 Newark Road, Bracebridge, Lincoln. 
Tel: 0522 42566 

lieicestefs specialist. 
OPEN: TUES-SAT, 9.30-1. & 1.30-5-30 

FOR 
ADVANCED DUNGEONS & DRAGONS. ALCHEMY METAL-WEAR. CITADEL. 
DUNGEON DWELLERS. D&D. AVALON HILL. MAGAZINES. DICE. TORCHLIGHT. 
SQUAD LEADER. AMBUSH. MIDDLE EARTH. OSPRAY. BAlTLES, UNIFORMS & 
WEAPONS BOOKS. WARHAMMER. TRAVELLER. GDW. VICTORY GAMES. CALLOF 
CTHULHU. RUNEQUEST. ROLE-AIDS. GRENADIER. IRON CROWN. STAR TREK. 
AFTERMATH. TUNNELS & TROLLS. WRG. CAR WARS. CRY HAVOC. PLAKA PAINTS. 
DUNGEON FLOOR PLANS. TSR. MOROW PROJECT. TORTURED SOULS. CHIVELRY 

B 
&SORCERY. STEVE JACKSON GAMES. FIGHTING FANTASY. BUSHIDO. FGU. 
GIBSONS. DUNE. FANTASY JIGSAWS. ROLEMASTER. HARN. BLANDFORD. POITER 
HEAVY METAL BADGES. SPORTS, BUSINESS & LEISURE GAMES. SIMCAN. 
TRADITIONAL GAMES. SSG. SKYTREX RULES. TABLETOP GAMES. STANDARD 
GAMES. SPACE OPERA. ARTISTS MATERIALS. JUDGE DREDD. SCI-FI BOOKS. 
FANTASY ART BOOKS. PRINCE AUGUST. JUDGE DREDD. GOLDEN HEROES. 
MARVEL SUPERHEROES. MAYFAIR GAMES. LASERBURN. & MUCH MORE. J$ieber Desbn Iith. 



HEROE S m a -KING RATES 

MINIATURES 30p minimum, 10% over f3.00, post free over 
E20 unless stated. Overseas 60% air mail, 15% 

Nude Female V - 
Masked Martial Arts Warrior 
Apeman 
Vampire . 
Female Vampire 
Wolfman 

7, Waverley  P l a c e  surf ace. 
Worksop,  Notts.  

- - 

Werewolf 
Ghost 
Wolf 
Deamon 
Ghoul 
I nsection. 60 
Skvlord. SOD 

Tel: (0909) 47~128 

THE NIGHTMARE WORLD OF 
MONSTROUS EVIL 

sea; Devil. 70p 
Snake Lord. 80p 
Lizard Lord (Wlsword) £3.00 
Amorphic Horror. 70p 
Snake man (Wlspear) 60p 
Winged Madness. £ 1.30 

NEW. The mercenary (A6) i s  now availble 
riding our war Mammoth. Code AM1 

Price f 4.00 

GH40 Heroic Aviator 
GH41 Evil Master 
GH42 Anti-Hero 
GH43 High Priest 
GH44 Female Follower Dancin 
GH45 Follower 
GH46 Sacrificial Slab 
GH47 Victim 
GH48 Alien Take-over 
GH49 Female Alien Vampire 
GH50 The Ultimate Horror. £4.00 

GOTHIC HORROR 81 ADVENTURE 
FIGURES. 45p each unless stated. (3429 Tenticled Terror. £3.00 

GH30 The Transformation. 50p 
GHI Adventurer with holstered pistol GH31 Scientist 
GH2 Adventurer in hat & leather jacket GH32 Female A~v . ,  in Coat 
GH3 Adventurer in suit GH33 Female Adv., in Evening Dress 
GH4 Professor GH34 Priest 
GH5 Female Adventurer GH35 Male Adv., in Jumper 
GH6 Henchman GH36 Female Adv., in Long Dress 
GH7 German stormtrooper GH37 Man Made Monster. 50p 
GH8 Animated Corpse GH38 Masked Henchman Firing Pistol 
GH9 Cloaked Figure GH39 Masked Henchman with Rifle 

TH E MUTANT ZON E 
SET I FUTURE COP 

MZ1 Cop, battle torn lawman 

1 MZ2 Female android companion 

I SET 2 ERADICATOR 
J 

MZ3 Eradicator w12 auto-rifles 
MZ4 Female Adventurer 

SET 3 N.B.C. UNIT 

MZ5 Trooper Officer wlpistol 
MZ6 Trooper firing HV/pistol 
MZ7 Trooper w1HV M/C gun 
MZ8 Trooper wIFlame thrower 
MZ9 Trooper w/Auto-rif le 

SET 4 MUTANT OUTLAWS 

MZlO Leader w/pistol 
MZ11 Cyborg 
MZ12 Punk wlaxe 
MZ13 Female w/blades 
MZ14 Dwarf wlpistol 
MZ15 Tiny wldagger 

SET 5 DWELLERS OF THE ZONE 

MZ16 Vampire 
MZ17 Female Mutant 
MZ18 Male Mutant 

. . . . . . .  PRICES: SET1,2,5.. f 
SET 3 . . . . . . . . . . . .  
SET 4 . . . . . . . . . . . .  

1 each 
f 2.40 
f 2.60 

- 

For probably the widest range of role-playing, war and 
sports games in the southwest. Also metal figures, robot 
models, posters, Judge Dredd magazines, + T-shirts, 
+Video Arcade - all can be found at: 

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

Opening hours 10.00-5.30 (Closed Thursdays) 

Come and see our vast range o f  ROLE PLAY 
GAMES PLAY AIDS, MINIATURES & 

MODELLING EQUIPMENT. 

I FRIENDLY ADVICE ALWAYS AVAILABLE 
AS WELL AS MANY SECOND HAND BARGAINS I 
I 147 Kings Road, Brentwood, Essex. 

Open MON-SAT 9.00am-6.30pm 
Telephone: 0277 227043 I 

I 

THIS MONTH! 
DELUXE CAR WARS, AD&D, BATTLE SYSTEM, 

CONAN RPG, STAR FLEET BATTLES Ill, TECH LAW, 
FUTURE LAW, DRAGONS OF WINTERS NIGHT. 

PLUS ALL OTHER MAJOR RELEASES 

Sir Isaac's Walk l a  Back of the Inns 

OF CURRENT BOARDGAMES 
We stock a wide choice of figures for the Fantasy and 

Wargamer by Citadel, Grenadier, Asgard, Essex, Corvus, 
Minifigs, Hinchliffe and others. 

PLUS 
Skytrex 11300 micro tanks, Naval,'Gallia buildings, 

Torchlight Dungeons - Plus much, much more! 

Open Mon-Sat 9.00am - 6.00pm. Closed Wednesday 
Mail Order Welcome 
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All you need is .a, 
Marshal 'sbaton- ... . 

ac,d--.- 

I m. -- 
1 

. I .  I and the armies are -

yours to command! 
The ADVANCEDDUNGEONS & Available NOW from better games shops or, in case of . 
DRAGONS &<BATTLESY STEM" difficulty, write to: 
Fantasy Combat Supplement is a TSR UK Ltd, 
mass combat game, fully corn- The Mill, n- f patible with both XD&D= and Rathmore Road, 
D&Dn rules. . CAMBRIDGE CBI 4AD . -LC.- 

ADVANCED DUNGEONS & DRAGONS, AD&D and D&D are registered trademarks owned by TSR Inc. 
BATTLESYSTEM IS a trademark owned by TSFt Inc 

b 1985 TSR UK Ltd All Rights Reserved 




