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The time's they are a'changing ... and so 
is White Dwarf. 

And part of this process is experimen- 
tation with what goes in Dwarf and the 
way it is presented. The 16-page adven- 
ture format, for example, allows us to 
put more material in than you might sup- 
pose - more than two smaller adven- 
tures put together, in fact. There's nearly 
as much in a WD 16-pager as in an 
ordinary 'module' you find sitting on a 
game shop shelves! 

The 16-page RuneQuest adventure 
'was a big hit - even with people who 
don't play RQ. The positive response to 
the RuneQuest adventure (even from 
non-RQers) has persuaded us that this 
size of feature is an idea worth carrying 
forward; not every issue, of course (well, 
not just yet), but on a regular basis. 

These (and the other extras that 
Dwarf will be including in future) are 
going to make the next year quite in- 
teresting. 

And besides all that, the 10th birth- 
day issue is coming up as well! 

This Dwarf, however, is special 
because we welcome a refugee and 
interloper from Warlock: Derek the Troll. 
I think you'll find this lovable little ... 
erm... thingie from Lew Stringer a more- 
than-worthy addition. From now on, he'll 
alternate with Gobbledigook (see page 
59 for more details!). 

Now, I suppose, we need is somebody 
to write a 16-page Derek adventure with 
pull-out extra bits ... 

f7 

Mike Brunton 
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rules to a sophisticated fantasy game which 

I has been tried, tested and revised over the 

Character generation is involved, but it i 

frequently in play to determine a charac 
chance of success. 

RuneQuest is back and at a good price too. 
OK, so it never really went away, but at RQZZZ will mean different things to different 
about £40 for the Deluxe set and £20+ each people. Beginners should perhaps leave it 
for the Player's and Gamemaster's sets it until they are familiar with a more intro- 
might as well have done. In this new hard- 
back format RuneQuest is no longer a game 
for the very rich or the very dedicated. 

GREEN' & PLEASANT 
.'.ND 

Call of Cthulhu 
Supplement 
Games Worksho 

- LI 

LORDS OF MIDDLE 
EARTH VOLUME 1: 
TEfE IlwMoRTIUS 
Roleplaying Supplement 
Iron Crown Enterprises 
£7.95 

19 DAY OF ALyAKBAR 
no RAVENLOFT n: 
THE HOUSE ON ' 

GRYPHON EXILL 
AD&D Advent 
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For quite a few years now various people at 
GW have been muttering about the 
rumoured British sourcepack for Call of 
Cthulhu. Nothing ever seemed to come of 
the idea, though, and the more everyone 
talked about it the less likely it seemed it 
would ever appear. What a surprise, then, to 
suddenly see an ad for Green & Pleasant 
Land in last month's issue. 

The content of the first half of this packed 
80-page softback is pretty much what you'd 

8 expect - source material covering just about 
every aspect of life in Britain in the 1920s. 
There are expansions to the Cthulhu 
character crgation rules covering British 
characters. including the innovative new idea 
of war experience G d  its resultant effects on 
a person's SANity! There is a large and 
well-informed piece on occult activities at 
the time, and the expected timeline of 
important events, mysterious happenings and 
the like, though I did notice that one of the 
great disasters of the day was apparently 
Bradman scoring some phenomenal amount 
at the Test Match! Other sections cover 
expected things like prices and money 

(including excerpts from Harrods' cata- 
logue!), vehicles, weapons, gentleman's 
clubs, train routes, notable personalities of 
the time, and so on. 

Most of the detail in this section could 
probably be found by a lot of diligent 
searching through a well-stocked library, but 
it's very useful to have it all in one place. I 
couldn't spot any glaring inaccuracies in the 
information, unlike in Chaosium's Cthulhu 
By Gaslight, and the occasional humorous 
interludes (such as the Mummerset primer 
for keeper's who want to speak like an 
authentic yokel) provide a lively balance to 
the more serious side of things. The writing 
is good, and Dwarf readers should recognise 
many of the names that compiler Pete 
Tamlyn has gathered to assemble the pack. 

The second half of the pack prwides three 
first-class adventures which seem designed 
specifically to take the investigators all over 
the country. Death In The Post features just 
that - a campaign of threatening letters to 
prominent people which encourages our - 
heroes to journey around the country to try 

to warn their intended recipients before it's 
too late. The Horror of the Glen takes the 
characters to Scotland for a spine-chilling 
murder investigation, in which anyone 
reaching the conclusion that 'the butler did 
it' won't live to see the dawn! And finally, 
the adventure I shall be inflicting on my 
poor players first, Shadows Over Darkbank, 
wherein a boating holiday takes a decidedly 
sinister turn in an old canal tunnel. All 
three are well-written and imaginative, and, 
will prove to be popular with keepers and 
investigators alike. 

Add to this a short story by British Mythos 
writer Brian Lumley, which serves to 
further set the scene (another good idea, Mr 
Tamlyn), and you've got an incredibly useful 
and important package. Although it's a bit 
of a cliche, it's probably true that no 
Cthulhu referee can afford to be without this 
supplement. 

Robert Neville 

Lords of Middle-earth (LOME) is 
described as a 'Fantasy Character Com- 
pendium'. In this way it is a bit like book of 
monsters or characters such as TSR put out 
for AD&D or Mayfair for DC Heroes. 

The basic idea of the LOME volumes is to 
provide, in handy reference form, a large 
batch of medium-high (and beyond) level 
characters. The characters are drawn, in the 
first place, from the works of JRR Tolkien, 
particularly The Hobbit and The Lord of the 
Rings. Others have been added from the 
campaign supplements which ICE have 
published to date, such as Lorien and Ardor. 

The result is an impressive volume. The 
production standards are very high, with a 
colourful McBride cover and numerous Liz 
Danforth interior illustrations. This is first 
volume of LOME includes 'The Immortals' - 
Elves, Maiar and Valar. Anyone familiar 
with Tolkien's work will recognise the latter 
as the 'angelic powers' of Middle-earth, 
beings of immense natural power who 
shaped the land and history of Tolkien's 
world. A thorough, almost archaeological, 

Two modules for AD&D characters of levels 
8-10, both with a distinctive setting and 
atmosphere, but of very different quality. 

Day of Al'akbar invites the PCs to save 
Arabic lands from a red plague by retrieving 
a magical artefact. This involves a few token 
(and both pointless and silly) wilderness 
encounters, dungeon-crawling in a sewer, 
tomb-robbing, detective work in a desert 
town, and the (probable) big shoot-out in 
the Sultan's palace. 

The town map included in the package is 
moderately useful, and the Arabic environ- 
ment is persuasively detailed, but this is an 
uninspired effort. There are some niggling 
errors in the game statistics, NPCs who are 
more noticeable for their numbers than their 
believability, and some really tiresome 
things like an elaborately trapped room with 
the key to getting through it encoded in 
interminable doggerel verses on the door. 
Must we still suffer this kind of thing? 

The only noteworthy thing about this pedes- 
trian effort is Jeff Easley's sexploitation 

The authors have done a good job of 
interpreting powers and abilities of the very 
major characters, especially given the 
limitations of MERP. Many of them appear 
to have been made up for individual 
characters, such as Ulmo's 'Isle-moving' 
power and Tulka's ability to 'Laugh' and 
cause opponents to die of fright! There is, 
however, a strange pursuit of pointless stats: 
who cares that Manwe has a $250 Skiing 
bonus? The book is well structured. It starts 
off with the most powerful group, the Valar, 
then goes on to cover the Maiar and the 
greater Eldar (Elves), detailing each section 
in alphabetical order. Following these is a 
section on some 'lesser' elves and then a 
final look at some of the Great Enemies, 
including Sauron. 

characters in your game. 

There is no doubt that this book is very 
useful. It will be of less use if you've 
already got a lot of the MERP packages, 
since the Valar and the Maiar are unlikely 
to make many appearances, but for those 
who are interested in Tolkien's world and 
are running (or want to run) a campaign 
there, LOME is excellent source material. 
job has been done to find out every detail of 
the characters noted, and for each there is a 
list of passages in Lord of the Rings, The 
Silmarilion and Unfinished Tales which you 
can read to find out more about them. Also 
noted are mentions in ICE supplements. 

Graham Staplehurst . 

The sections each start with an overview of 
things associated with the race covered. 
These notes are very useful and well 
constructed. The most notable characters 
also have extensive notes (Sauron has four 
pages). And in addition to all this, you also 
get remarks on how to deploy high level 

cover. Note to TSR: sales of soft porn mags 
are in sharp decline, so can we have less of 
this offensiveness please? 

Ravenloft 11: The House on Gryphon Hill 
is an altogether superior effort, a strong 
sequel to 16 Ravenloft (and LIO is playable 
alone or as a sequel to 16). Strahd von 
Zarovitch is back, but he's not quite the 
same.. . I can't say much more without 
spoiling the strong plot and numerous 
surprises. 

Structural elements from Ravenloft are used 
here once again - variable NPC goals, 
variable locations for key objects and the 
like - so that Gryphon Hill will play 
differently each time it is used. But the old 
tricks are given new twists. The old gypsy 
card-reader from 16 is a mesmerist in 110, 
for example. And this is no simple re-run. 
The plotline is very complex, PCJNPC 
interactions are much more important in IlO, 
and key events are used to keep the action 
going and direct the adventure. 

There are one or two quibbles: some of the 

alledgedly minor encounters are rather wer- 
the-top, reminiscent of the infamous wander- 
ing monster tables from Ravenloft (2-16 
wights!!), and it's a lot of work for the GM. 
Forget the 'Read through this and be 
familiar with it before you run it.. .' spiel, 
you'll need to go through this at least three 
times. But there are useful play - and time- 
keeping - aids (note that LIO is a lot better 
value than 19 with more pages and a much 
better fold-out section), and the effort is 
well worth it. Lots of monsters, plenty of 
roleplaying, lots of offstage action, items 
and crucial information to be gathered, and 
topped off with an excellent ending. What 
more could you ask? Excellent, highly 
recommended. 

Carl Sargent 



OPEN BOX 

WYRDWORLD 1: MEKTON & 
WINTERSFARNE ROADSTRIKER 
Generic FRP Adventure Robot WargameJRPG & 
Strange Acorn Games Vehicle Supplement 
f 5.50 Talsorian Games f 9.95 

(Mekton) & £595 
Wintersfarne is the first in a series of (Roadstriker) 
fantasy role-playing adventures produced 
independently by Strange Acorn Games of For all you anime fans in Dwarfland, 
Weybridge, Surrey. Physically, it is a 32- heeere's Mekton! Anime is what the 
page A4 booklet in a card cover, typeset on Japanese call their giant robot cartoons, ye 
a word-processor with computer-drawn uninitiated. Toppling skyscrapers under its 
maps. It is designed to be systemless, but armoured feet, it advances across the desk, 
there are notes on using Wintersfarne with 11 inches tall and 100 pages of gleaming 
AD&D, RuneQuest and Rolemaster/MEW. metallic destruction raising deadly weapons, 
An imaginative referee should be able to use ready to obliterate the helpless reviewer.. . 
it with any system. Overall, the production 
quality is good, with the standards that It's all done in the best possible taste, this 
might be expected of a quality famine; the Mekton - nice and easy to read, with a 
type is legible, the computer-drawn maps streak of humour running all the way 
are plain but functional, and the interior art through. We get straight on to the drawing 
is quite reasonable - indeed, many 'profes- board, and a section on Mek design that 
sional' publications do a lot worse. shows us how to build a Huge Robot just 

like in the cartoons. Nothing complicated 
The plot concerns itself with the prosperous here - your pilot starts off with a budget of 
island and market town of Wintersfarne. 40 construction points and a warehouse full 
Cattle have been vanishing, and so have the of interesting bits and can let his imagi- 
people set to guard them. Is it rustlers or nation run amok (within certain limits). All 
bandits? Has the long-dead wizard returned Meks have a Torso, Limbs come in pairs etc. 
to haunt his tower? Actually, the rationale For you power hungry dictators, the limit of 
behind the events is novel and interesting, constructions points may be set at whatever 
and the adventure is based on thought and you prefer. 
role-playing rather than mindless mayhem. 
It needs careful, preparation - the more so The game can be used as a means of 
because it is systemless, and the system- staging Mek-combat if you wish, and it 
related notes at the back are rather sketchy - are no points of reference to other provides a simple but adequate combat 
but should be well worth the effort. adventurelcampaign modules as has system that reflects the screen action very 

happened before. well. Initiative, my usual gripe, is worked 
Wintersfarne is an interesting adventure, and out before the fighting begins, based on the 
will be enjoyed by a players who prefer The three adventures are all static, but weight of your Mek (light ones act before 
thought, investigation and roleplaying to linked by the idea of a group of adventurers heavier ones), and there's the option of 
hack-and-slay. Other points in its favour hired to clear a passage through a wood adding a dl0 to your side's Reaction speeds. 

the fact that the and town are ready for a road-building team to follow, so Most weapons do a set number of Kills in 
re-usab1e as a Points against are the that two strategic towns can be linked. For damage (Meks have some many Hit Points 
dependence on a monster from a very early each adventure there are descriptions of that it's easier to work in Kills - 1 Kill = 
issue of WD (although this can be found in ~ p C s  (quite full, with notes on outlook, 10 Hits); exceptions are melee combat and 

Best of White DwaCfA*icles and is personality, motivation and so on), well- Grappling, in which respectively damage is 
very the of preparation mapped and specified locations, and finally modified or extra options are available. 

and the price, which is dictated by notes on the task involved and encounters Smartly done overall. 
the size of the operation. On the whole, which the GM can introduce. The maps, 

this is worth looking at if you want although well-drawn, are lacking in keys and The roleplaying section deals with character 
a change from labelling, making it a bit difficult to .work creation (for which you can resort to a 
pulping adventures. out where different locations are. system of tables and die rolls if you're lazy 

or plain uninspired), occupations, a couple 
Within their limitations Strange Acorn T& first adventure is relatively simple of handfuls of skills, roleplaying combat 
Games have very The next two (aimed at beginning level characters) rules (man-to-man and expansions of Mek- 
in the WordeselfT and West involving the titular trolls, with one or two to-Mek), personal improvement and the like. 

be worth looking Out for if they main- interesting twists. The second adventure is The books rounds out with a sourcebook for 
tain the standards set by Wintersfarne. somewhat more involved with more meat for Algol (the authors' own world), and a very 

the players to get their teeth into (em.  .. I simple scenario. 
Graeme Davis thought that was what the trolls were meant 
TROLLS OF THE MISTY to do.. .) and some interesting characters. Roadstriker expands the rules on multiform 

MOUNTAINS The third adventure is the big 'set piece' Meks, specifically vehicles, and reminds one 

MERP Adventure finale. The player characters must be strong a great deal of Car Wars in flavour. The 
and lucky enough to survive the descent into history of transformables on Algol is Iron Crown Enterprises Maes Fao in search of long-lost treasure; studied, and the players get the chance to 

£3.95 there are sinister lurkers in the gorge. join the Mecha Police in a more involved , scenario, Arcadian Deathroad - which kicks 
Trolls is the third in ICE'S series of ready- Although the adventures are quite good, off in an episode entitled 'My Anime Vice'. 
to-run adventure modules for MEW. Like there is something missing in this pack. Like I said, the best possible taste. 
the others, it employs a standard format of Occasionally the language and ideas get 
three adventures linked by area, and of somewhat childish (without the spirit of In all, a most worthwhile effort - not as 
increasing difficulty. There is an intro- their inspiration, The Hobbit, whose trolls slick as FASA's Mechwarrior or Battletech, 
duction and a selection of 15 pre-generated are both dangerous and humorous); and but admirably simple and flexible. 
characters which can be used either by the there is something perhaps less than original phi1 F~~~~~ 
players or as NPCs and hirelings. The in its basis. Although useful for a GM 
introduction also gives and overview of the without time to produce their own adven- 
major settlements in the region, some of tures, the module slips a little from the 
which are involved in the following excellent standards previously set by ICE. 
adventures. One big problem immediately 
sprang to my mind here: nowhere does it Gmham Staplehurst 
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Bad Dreams C R I T I C A L novelization is taut and funny: ultimate 
weapons which fancy themselves at disco 

I rolled the dice and looked up the Critical dancing are OK by me. 
Hits table, under Spine. 'Your review John Tully's NatFact 7 (Magnet 208pp 
smashes brutally through the book's spine £1.75) is another with topical things to say 
and ploughs on to carve a jagged smoking about politics. Its next-century Britain, not 
trail of destruction from pages 17 to 23 1. too unbelievable or nightmarish, features 
The shattered volume lies sundered at your sharper distinctions than ever before between 
feet, its future sales potential pumping winners ('Qualified Citizens') and losers 
uselessly forth from the severed arteries.. . ' ('Nats' on permanent national service). Dis- 
This effort to make my prose more tasteful sent bubbles over at Natfact 7, part open 
comes courtesy of Paul Cockburn and a prison and part assembly line, with a familiar 
freebie copy of Warhammer, but I don't cast of undercover revolutionaries, fanatics, 
think I've mastered it yet. infiltrators and one ideologically unsound 

Publishers currently love raw-horror sceptic (about everything) who's the most ap- 
novels thick with severed arteries, steaming pealing character. Following the old 
entrails, and mutilated parts of the body arguments about the justifiability of violence 
which your editor won't let me mention: and ultimate worth of revolution, all ends in 
numbingly over-the-top stuff which leaves no a state of realistic confusion with just a tiny 
room for the spider touch of fear. Ramsey gain for the forces of good.. . and Tully in- 
Campbell's The Hungry Moon (Century structs you to think of your own moral. Pun- 
293pp £9.95) is very different, full of that chy and hard-hitting for 'young adult' SF, 
dim uncertain moonlight where terrors breed. but a little too slick for its own good. 
It has unnervingly realistic roots, beginning Though not keen on T E D Klein's inter- 
with a moorland village taken over by the minable horror novel The Ceremonies, I liked 
sort of fundamentalists who frighten me: his Dark Gods (Pan 259pp £2.50) - four 
authoritarian, intolerant, glib Biblical answers stories at just the traditional length for flesh- 
for everything, and no time for that soppy creeping yarns about the accursed blind 
New Testament stuff about love and charity. things which inhabit New York's sewers but 
(These are the people who want to bum your are never clearly seen, or the something 
D&D kit, folks.) which looks like a black man in scuba gear 

As a few sympathetic characters struggle and is closing in on an old literary acquain- 
in the tightening web of paranoia, the stage is tance of H P Lovecraft's. The atmosphere of 
set for a different brand of darkness to seep urban sleaze works well': as with Rarnsey 
in from the moors. A particularly unpleasant Campbell, the supernatural fear gets a leg-up 
Ancient Evil, with a taste for evangelists and from existing nervousness about (say) the 
full awareness of the possibilities of the near- parts of town where you wouldn't walk after 
by missile base ... Even at his most apocalyp- dark. Low Pavement, for example, in terror- 
tic, Campbell understates the horror and haunted Nottingham. 
leaves your imagination to work, as in the Does anyone remember when Roger 
epigraph: "...to fear the moon, to feed her as Zelazny was a hot new author who could do 
she must be fed, and never to look upon her no wrong? The 1973 collection The Doors of 
feeding.. . " Definitely a book to make you His Face, the Lamps of His Mouth 
draw the curtains and turn up the central goes the gossip in the Reviewers' Club. (Methuen 271pp £2.50) brings it all back, 
heating. 'Douglas Adams Syndrome, y 'know.. . ') with the famous title story and 14 more. 

Cheer up with Terry Pratchett's Equal The Greenhill classic reprints keep com- Some are jokes or trivia, and a few personal 
Rites (Gollancz 200pp £9.93, his third ing: Tourmalin's Time Cheques by F favourites are omitted ('The Graveyard 
screwy and dotty (but never, the author in- Anstey (Greenhill 173pp £8.95) is the most Heart', 'For a Breath I Tarry'), but there are 
sists, wacky or zany) fantasy from the interesting yet. I was boggled to note that this enough goodies here to prove this author had 
Discworld, about which so much has been light-hearted fantasy of time-slips and magic in his typewriter, for a while.. . 
said in WD. This time, an intermittently paradoxes first appeared in 1885, ten years Chris Drumm runs the smallest of small 
serious plot underlies the comic exuberance. before Wells' The Time Machine. During a presses out in Iowa, producing neat and 
A wizard passes on his staff and talent, as is long sea voyage, Tourmalin gets the chance cheap booklets which are doomed to become 
traditional, to the (seven plus one)th son of a to deposit his boring shipboard hours in a sought-after collectors' edition: stories, 
(twice four)th son. Unfortunately there's a Time Bank, to earn interest and be reclaimed essays, memoirs, bibliographies. The latest is 
tiny error in sex, and the young heroine finds when needed. When he cashes his time che- a tiny literary autobiography from Nebula- 
herself equipped for a profession which has ques he lives the hours he 'banked', but not winner Richard Wilson: Adventures in the 
approximately as many vacancies for females in the right order: shipboard romances and Space Trade plus A Richard Wilson 
as the Presidency of the USA. Her quest for scandals are hopelessly shuffled, and Anstey Checklist (Drumm 36pp $2, from Chris 
equal rites at Unseen University produces can only resolve things by a hoary literary Drumm Books, PO Box 445, Polk City, 
plenty of funny one-liners, plus comic- device which appears in large print on this Iowa 50226, USA). That's a post-free price 
homble scenes with the Things from the page. Otherwise, it's still fun. Planetoid 127 (the John Sladek booklet Love Among the 
Dungeon Dimensions, as described in the by Edgar Wallace (Greenhill 148pp £8.95) is Xoids is only $I!). . . if you can locate a cou- 
hideous Necrotelecomnicon or Liber more for specialist collectors: a rare SF ven- ple of dollar bills in the first place. 
Paginarum Fulvarum: 'The whole thing had ture by the doyen of hack thrillers. Prof. And while I'm at it, don't forget Britain's 
a self-assembled look, as if the owner had Colson communicates via 'sound-strainer' SF magazine Interzone (£6/year to 124 
heard about anatomy but couldn't quite get to with Earth's sister planet, hidden on the other Osborne Road, Brighton, BN1 6LU); and 
grips with the idea.' Good fun. side of the Sun (oh dear), and makes finan- Conspiracy '87, the World SF Convention 

Robert Sheckley reissues keep turning up: cial killings because stock market events making its once-a-decade visit to these 
a.new novel comes as a surprise. Victim there are 'echoed' here three days later, ex- unArnerican shores: a week of desperate SF 
Prime (Methuen 203pp £9.95) is a straight cept sometimes.. . fun in Brighton on and around the August 
though sometimes tongue-in-cheek SF adven- Short Circuit (Sphere 186pp £2.50) is bank holiday (£25 to PO Box 43, Cambridge, 
ture, recycling Sheckley's favourite satirical the book of the film by 'Colin Wedgelock' CB1 355 ... or SAE for details). 
theme of officially sanctioned combat to the (said to be an SF author whose real name I rolled another 16 and consulted the 
death. By 2092 the world has fallen apart in you would know). The gimmick is an unstop- table. 'The White Dwa~rejection slip slices 
a depressingly low-key way; our slow slide pable, laser-toting, missile-killing robot which blurringly through your pitiful ego defences 
to extinction is enlivened only by bread-and- as a result of the traditional Frankensteinian to smash with maximum impact on your 
circuses spectacles like the Hunt - 'Killer' lightning bold 'comes alive' and decides that forebrain, splattering through unprotected 
played for keeps in a holiday resort. It moves disassembling robots, or people, is a bad grey matter and coating the surroundings up 
well enough, but despite ingenious ploys and thing. Its new, self-programmed response to to a distance of 10' with a thick spray of 
counterploys has a touch of staleness: enemy attack is 'Run away, hide, telephone despair.' Oh, I shall never learn the subtleties 
Sheckley imitating Sheckley. ('Poor fellow,' police!' I haven't seen the film, but the of this. 

6 @CJKD?JEI:\I:B 



"Good evening, sports fans, and welcome 
to the Blood Bowl for tonight's game! The 
teams batting i f  out fur your entertainment 
tonight are the Dwarf Giants, featuring 
Grim wold Grimbreath, who current1 y holds 

rake two teams of 11 muscular, btood-thirsty, 
~alf-insane warriors. Kit them out in amour and 
ladding studded with cruel spikes, and stand 
:hem in lines facing each other. Place a small, 
nnocent football on the centre spot between 
:hem, blow the starting whist1 e... and stand well 

this season's record for the number of 
opponents killed or maimed in a single 
match. They'll be faced b y the Gauged Eye,, 

lack!! 
Blood Bowl has rules for creating teams; 

unning, passing, kicking, tackling; leagues, 
:hampionships and star players. In short, 

an orc team who are even more violent than wervthinn vou need for an evening of mayhem . . 

*heir name Before the march and kxcit;?hent! Blood BOW[ comes complete 

starts, though, we've just got time to recap with a large 6-piece playing board, over 100 full- 
d-up counters, and 

on the rules o f  the game. .." 
I . ' .  1 

r 4 . L .  

1 Avanable fmm all gmdgumes awes and h o w  m c k h  In c8qe d dmlculty pleaas co-t, 
GAMES WORKSHOP. CHEWTON STREm, HILL TOP, EASTWOOD. NOTTINOHAM NGIB 3HY. 



been developing, in a general sort of way, and mutants living as brigands in the 
and it seemed only logical to set the two extensive forests of the Old World, which 
games in the same world. So that's the can be used in more traditional hack-and- 
broad outline of the world map settled, as slay exercises. In addition to Chaos, there is 
well as a few placenames. the full complement of evil races - parti- 

cularly the Goblins and their kin which are 
The next question to be answered was the so popular among Warhammer Fantasy 
level of technology. Most fantasy rpgs go for Battle players - allowing a greater choice of 
a stock Dark Age to High Mediaeval adventure types and locations. 
Mallory-Arthurian type of setting, but we 
thought that setting a slightly higher level of 
technology - late Mediaeval-early Good and Evil Renaissance - offered more as Some fantasy rpgs - notably - 
well as a different and more satisfying draw very clear black-and-white distinctions atmosphere. between good and evil, and this was 

Warhammer Fantasy something we wanted to avoid. Although 
WFRP does use an alignment system, 

Roleplay which is regarded as an outdated concept by 
many gamers, it is not an integral part of 
the game; rather it is there for people who 

The View from the Design want to use it, and others can ignore it if 

Studio they prefer. We were very conscious of the 
fact that for some people, WFRP would be 

Warhammer Fantasy Roleplay. Where to the first roleplaying game they had bought, 

start.. . At the beginning, we suppose, with a and the alignment system is a useful first 

set of Warhammer Fantasy Battle rules. step for building up the personality of a 

WFRP was originally conceived as a Finally, we decided that the culture - in the character. We tried, throughout the 

supplement for warhammer F~~~~~~ ~ ~ ~ ~ l ~ ,  Old World at least - should have some basic rulebook, to Present all the inf~rmation and 

rather than a game in its own right. ~ i ~ h ~ d  similarities with Earth at the same level of mechanisms which would be required by the 

Halliwell and Rick Priestley, two of the technology. This was intended to make the most exacting rules lawyer, while making it 

leading lights of warhammer F~~~~~~ ~ ~ ~ l ~ ,  world more accessible to players. A com- clear throughout that the GM is free to 

set to work on it, but it grew and grew until pletely fantastic world - like the Glorantha expand, change or even ignore sections of 

it became obvious that WFRP would have of RuneQuest, for example - is an inter- the rules which helshe doesn't feel fit 

to be a game in its own right. esting setting, but because it is unfamiliar to 
the neophyte player; the player will not 

It was at some time after this that GW know things about the world which the 
moved to Nottingham, and events elsewhere character might be expected to know. We 
began to affect things. ~h~ establishment of turned to history for our inspiration so that 
the Games Workshop Design Studio even novice players will have some idea of 
provided Graeme Davis with a 'proper' job what the is like- 
after four years of writing for anyone who 
waved a cheque at him, and Phil, Jim and 
Paul Cockburn arrived in quick succession A late ~ e d i ~ ~ ~ a l  setting is also well-suited 
from somewhere else TM. Jim, Phil and to what we considered to be one of the 
Graeme set to work on WFRP straight main themes of the game - the rot of Chaos ~ h ,  careers system hacking lumps Out, putting new lumps spreading from within. The Renaissance - It was decided from the start that WFRP in, and generally making sure that Own particularly in north-west Europe - saw the would have a career system which avoided mother wouldn't recognise it by the time first stirrings of the anti-witch hysteria the usual FighterIClericlMagic UserIThief 
they finished. And so it that which reached its fullest flowering in the of but which 
November day, when Warhammer following century. The Spanish Inquisition offered more in way of colour and Roleplay first crawled blinking into the'wan was in full cry, noblemen and others in 
autumn light.. . variety than the generalised 'Adventurer' of 

many parts of Europe were experimenting RuneQuest. The careers system was intended 
So that's about how it happened (certain 

with alchemy, and many other things were to convey the colour and variety of the Old 
happening which be wed to add to World, and to help personalise characters, sections of this history have been compiled the flavour of a fantasy world. of course, avoiding the state of affairs where one nth mder the regu1ations gweming the 'late of these things could theoretically happen at level Fighter is pretty much like another. . EmergenCY) - but how did WFRP get to be any level of technology or stage of history, Also, the careers system makes it easier for the way it An you comfOmbl~? but coupled with the late Mediaeval level of the GM to design NpCs - instead of Then we'll begin.. . technology they make for a particularly everybody being a level 0 Fighter, as in 
interesting world. It was for these reasons AD&D, the GM can generate an NPC Rat 
that the Old was the first area to be Catcher or Grave Robber or whatever. We 

as an adventuring background, also tried to include different and interesting 
although in time it is intended to cover most careers for the nonhuman PC races - Elves, 
if not parts of the Warhammer Dwarfs and Halflings - to give them a little 
probably starting with Lustria. more personality than they have in some 

games, without overloading them with 
special abilities which make it a waste of 
time playing a Human character. For 

Chaos reasons of space, it was not possible to do 
The Moorcockian concept of Chaos Gods, this as thoroughly as we would have liked, 

The Old World each with their own followers dedicated to but we hope in the future to develop this 
We decided from the start that WFRP had the overthrow of reason and sanity also concept further. Trappings are included in 
to have a world of its own. Without its own appealed to us. For one thing, it was an basic careers to make character generation 
background, it would be just another fantasy established part of the Warhammer Fantasy quicker and simpler, avoiding the need to 
rpg, and since the game itself relies so Battle background, and it also provided an spend half an hour poring over an 
much on atmosphere (the term 'grubby instantly identifiable source of opponents for equipment price list before the game proper 
fantasy' has been coined, to contrast with player characters. As well as the ravening can start, and for the same reason 
the 'shiny fantasy' which previously hordes pouring out of the Chaos Wastes, pregenerated characters are included in The 
dominated roleplaying), the world is highly there are secret cults within Human society, Oldenhaller Contract and in each instalment 
necessary in order to convey that which can provide the basis for detective- of The Enemy Within campaign, so that play 
atmosphere. The world of WFB had already type adventures, and pockets of Beastmen can begin immediately if desired. 



OPEN BOX EXTRA 
power, but they change and corrupt those for an inexperienced GM to run successfully 
who follow them. - after all, if a GM has trouble with the 

first adventure, what's the motivation to 
Character Advancement bother with any more? 
A common situation in career-based 
roleplaying games is the abstraction of The Enemy Within 
training and skill increases; we tried to Having decided what we wanted in the 

handle this in WFRP in such a way that it game, we then to the first few 
can be handled on an abstract level by those packs. We decided to run a 
who want to - a character comes to a new i~,",%~~f,";~%"i", ~ ~ , adventure slightly better than before, having opportunity to develop a strong, world- The Combat System spent the time since the last adventure 

This was developed from the combat system training - or played in full by those who shaking and do justice to the 
in Warhammer Fantasy Battle, with a greater want more detail - this approach is used in background' We decided that the adventure 
level of detail as befits a roleplaying game. Death on the Re* and other instslments of ~ ~ ~ ~ o ~ ~ $ ~~,"~~,"~$~,"?~;z,"~~; One thing we wnted to avoid was turning The Enemy Within campaign. 
WFRP into a hack-and-slay game; while to expand the campaign background and to 
this is possible if you like that kind of Also, we favoured the idea of gradual ensure that the adventure pack's usefulness 
game, we have designed most of our improvement rather than gaining a whole 
adventures so that combat takes a back seat batch of increases on crossing an arbitrary 
to thought, investigation and role-playing. experience threshold, hence the notion of 
Not that combat isn't important - there are gaining skills and characteristic advances 
some situations where it is the only choice - one at a time while pursuing a career. The 

.but we wanted to produce a game that was career system also means that most 
more than just a set of one-to-one combat characters have some way of earning a 
rules with a few skills and a world setting living between adventures, and may even 
attached. We weren't afraid to make combat use their careers to infiltrate guilds and 
dangerous - it is in real life, after all, and other organisations during the course of an 
the possibility of death or serious injury investigative adventure. 
should make players think about non-violent 
solutions to problems. Hence, also, the Skills Enemy Within has expanded background 
graphic detail of the critical hit system - From an early stage, we were presented information on the history and political 

structure of The Empire, Shadows over Wounds or hit points can be recovered in with the choice of a percentage-based skill Bogen- has a complete medium-sized time, but replacing severed arms and legs is system, as in the RuneQuest family of 
another matter. games, or once-and-for-all skills, which was town which can be re-used as an adventure 

the system we chose. We made this choice setting, and Death on the Reik has a section 
At the same time, we wanted combat to be for the sake of simplicity and ease of play; expanded rules dealing with boats and 

river travel. fast and easy to play, without the need to rather than keeping track of individual 
spend several minutes of each combat round scores in dozens of skills, a player needs ne Enemy Within campaign is set in The 
feverishly looking for tables and charts, and only to list the skills and tell the GM when Empire, an area with many similarities to 
the combat rules are intended to reflect this. the character has a skill which will modify late Mediaeval Gemany, because this is the 

one of the characteristic tests on which the area which excited us most when we were 
game is based. The characteristic test is the developing the world background for the 
prime mechanic of the game, underlying rulebook, and because it best suited the kind 
everything else, and h o ~ e f u l l ~  making play of storyline we wanted to write - what better 
fast and simple while allowing great place for gothic adventures than a gothic 

nation. The storyline is constructed so that 
the adventures can be played on their own, 
although they will be more enjoyable if 
played as a sequence, and builds from traces 
of isolated nests of Chaos cultists to a 
shattering climax as the adventurers fight to 
save The Empire itself. All the time, things 
are happening in other places which may 
affect the adventurers later on - there's a 

Fantasy Battle rules. This created problems 'real' world out there, and life goes on and 
in some cases - the Magic Bridge spell, for events take place even when the adventurers 
example, started out producing something The Bestiary aren't there. 
that you could march a regiment over - but Obviously, we had to include all the races A, with me 0ldenhaller contract, we 
with a bit of development here and a bit of and monsters which are listed in included pregenerated characters to cut down 
tweaking there we produced something Wahmmer Fantasy Battle as being Present the set-up time, and we will be putting these 
which we hope is adequate for roleplaying in the Old World, and we added a few more in all the adventures in the 
while remaining compatible with the battle - most notably Carrion (for which we have campaign - suitably developed as the 
rules. Again for reasons of time and space, to thank Citadel Journal reader Ian . campaign goes on, of course. But that 
it was not possible to add very many new Harding), Fimir and Zoats - to give the doesn't mean that you can't use your own 
ideas on the magical side, but we hope to game a little extra. We hope to add a few , c.,arcters - they are only there for 
expand the magic system in the Realm of more in time, but we want to avoid the convenience. 
Sorcery supplement, which should be over-proliferation of monsters as has 
released sometime in '88. Watch this space. happened with D&D and AD&D. We also intend to include a poster-size map 

in every adventure pack - Zke Enemy Within 
Having seen some fantasy rpgs where magic The Oldenhaller Contract has a map of the western half of The 
dominates everything, we wanted to make It was decided from the first that the Empire, Shadows over Bogenhafen has a 
sure that magic in WFRP was balanced and rulebook should contain an adventure, colour map of the town, and Death on the 
low-key, avoiding situations where characters allowing play to start almost immediately. Reik has a map of the castle where the 
get into an arms race with spells and magic The first section of the adventure was climax of the adventure takes place. We 
items, which can detract from roleplaying. written in numbered paragraphs, like a know that people like colour maps, and we 
Also, we decided that evil magicians - gamebook, to make it easier for an feel that they add something to the 
Necromancers and Demonologists in inexperienced GM to run, and once the GM adventure pack as a whole, helping to bring 
particular - should have a price to pay for had got the hang of things, the second part the world to life. 
their power; like the followers of Chaos was set out in the more traditional area 
which are described in the forthcoming description style. We felt it was important to Jim Bambra, Gmeme Davis, Phil Gallagher, 
Realm of Chaos, these are easy roads to make the first adventure as easy as possible Rick Priestley, and Richard Halliwell 

. 
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TANTALON'S TASKS UNRAVELLED! 

In response to the requests of thousands of frustrated 
readers, Steve Jackson finally reveals all in TANTALON'S 
SECRET, a solution to The Tasks o f  Tantalon. In this 16- 
page booklet, Steve runs through each of the 13 Tasks 
giving hints and clues for each. If this doesn't help, all solu- 
tions are given in full on the back page. Tantalon's Secret 
also tells the story of how this beautifully illustrated puzzle 
book came to be. 

For your copy of TANTALON'S SECRET, send a stamped, addressed AS-size envelope 
(ie. the size of half a page of White Dwarf) plus a cheque or Postal Order for E l  (UK 
only) payable to 'Workshop Productions', to: 

TANTALON'S SECRET, 
1Vorkshop Productions, c / o  Games Workshop, I Dulling Road, London W6 OJD 

THE FIRST 250 ORDERS WILL RECEIVE THEIR COPY NUMBERED AND SIGNED 
BY STEVE JACKSON 

lease allow 28 days for delivery. Overseas orders please send £2 in international money 
orders (Please, no cheques drawn on foreign banks). 

THE TASKS OF TANTALON i s  published by Oxford (hardback-£5.95) and Puff in  Books (softback-£2.95). 

RoadshiRec Tmnsfonnable Vehicle Module $8.00 I Box 2288, Aptos, California, USA 95001-2288. 
MEKTON Advanced Combat System $850 Or distributed in the UX.  by Games Workshop 



DUNGEONS & DRAGONS 
Basic Set 
B3,B7,B8,89.8 Solo ea. 
Expert Set 
- 61x1, XlO ea. 
- X6, X7, X8 ea. 
- X Solo, XS2 ea. 
- 02 
- X I 1  
- 02 
~om~an ion  Set 
- CMI, CM2, CM3 ea. 
- CM4, CM5, CM6, CM7 ea. 
Master Set 
-Ml,M2ea. 
Immortals Set 
- IM1 
Accessories for D&D 
ACl - Shady Dragon Inn 
AC2 - Combat Shield 
AC3 - Dragon Tles 
AC3 - Dragon Tles II 
AC4 - Book of Marvellous 

Magic 
AC5 - Player Character 

Records Irevisedl 
AC7 - Master Player Screen 
AC9 - Creature Catalogue 
ADVANCED DUNGEONS & 
DRAGONS 
Dungeons Master Guide 
Players Handbook 
Monster Manual 
Monster Manual II 

DISCOUNT 
MAIL ORDER 
DISCOUNT 
ORDERS OVER f 15 - 5% 
ORDERS OVER f 20 - 10% 

Fiend Folio £ 10.95 
Legends & Lore f 10.95 
Unearthed Arcana £11.95 
OrientaL Adventurers f 11.95 
Dungeoneers Survival Guide£ 11.95 
Wilderness Survival Guide £ 11.95 
UK4, UK5, UK6, UK7 ea. £5.50 
Dragonlance Source Bk DL5 £5.50 
DL1, DL2, DL3, DL4 ea. £5.50 
DL6, DL7, DL10 ea. £ 5.50 
DL8, DL9 ea. f5.95 
DL1 1 Dragons of Glory £8.95 
DL12 Dragons of Faith £7.95 
DL13 Dragons of Truth £6.50 
OAl Swords of the Diamyo 6.50 
Lankmar City of Adventure £8.95 
CAI Swords of the 

Underclty £ 5.50 
CA2 Swords of Deceit £5.50 
World of Greyhawk 

Boxed Set £9.95 
T I  -4 Temple of 

Elemental Evil £9.95 
WG6 Isle of the Ape £5.95 
A1-4 Scourge of the Slave 

Lords £9.95 
GDQ1-7 Queen of Spiders f9.95 
19 Day of AI'Akbar f5.50 
Battlesystem Wargame 

Rules f16.95 
H I  Bloodstone Pass f6.95 
AD & D l  Dungeon 

Masters Screen £ 4.50 
AD & D2 Aayer 
Character Records f 4.50 

The Book of Liars £6.95 
TSR INC. 
Marvel Super Heroes Set £9.95 
MSH Advanced Set f9.95 
MA1 Children of the Atom £7.50 
MH1, MH2. MH3, MH4ea. £3.50 
MH5, MH6, MH7, MH8 ea. £3.50 
MHAC1:2:3:4:5 ea. £ 3.50 
MH AC6 
MHAC9 
MHAC7:8 MHSPl ea. 
MHSP2 
Star Frontiers Boxed Set 
Zebulons Guide to Space 
SF1, SF2, SF3, SF4 ea. 
SFADS, SFAD6 ea. 
Knight Hawks Boxed Set 
SFKH 1:2:3:4 ea. 
Indiana Jones Boxed Set 
IJ 1:2:3:4:5:6 ea. 
Conan Boxed Set 
CNl, CN2, CN3 ea. 
GAMES WORKSHOP 
Warhammer Fantasy RPG 
Enemy Within 
Paranoia RPG 
Double Paranoia 
Call of Cthulhu RPG 
Judge Dredd RPG 
Judgement Day 
Judge Dredd Board Game 
Talisman 2nd Edition 
Talisman Ex~ansion Set 
Ta isman the Adventure 
Warhammer lRevisedl 

I 6  Mercia Square 
Rear of W.H. Smiths 

Chester CHI 3JZ 
Tel: (0244) 28802 

Mail Order Charges 
UK Orders under f 1 0  add 65p  
UK Orders over f 1 0  post free 

EEC - add 30% 
Other Overseas edd 60% 
All chequeslmoney orders t o  be in  
pounds sterling 
Overseas orders welcome 
Bloodbath at Orcs Drih £5.95 
Terror of the Lichemaster £6.95 
Blood on the Streets f6.95 
McDeath £6.95 
Kings and Things £12.95 
Warlock of Firetop f 12.95 
Call of Cthulhu Ihardbackl f 12.95 
Cthulhu by Gaslight £ 14.95 
Dreamlands f18.95 
Super Power f 12.95 
Cosmic Encounter £12.95 
Warrior Knights f16.95 
Railway Rivals £12.95 
Battle Cars £8.95 
Dr. Who Board Game £9.95 
Golden Heroes f9.95 
G.H. Supervisors Pack £3.95 
Legacy of Eagles f4.95 
Queen VictorialHoly Grail £2.95 
Gothic Floor Plans £3.95 
Monster Paint Set f5.95 
GRENADIER MODELS Idl25mml 
War Mammoth Masterpiece £5.95 
Dragonlords - 
Dragonlisk £3.95 
Sea Dragon f3.95 
Iron Dragon f3.95 
Lord of the Rings - 
Fellowship of the Rings f4.50 
Saurons Dark Ones £ 4.50 
Shelabs Lair £4.50 
Hillmen of Trollshaw £4.50 

I FOR ACCESS ORDERS RING ROD ON TELESALES HOTLINE (0244) 28802. 
Credit card orders despatched same day subject to  availability. 
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messin' about from nobody. And Trolls don't like bein' ignored. 
So now you know that there are four brand new miniatures in 
the shopsplf-Iff - well, you better rush off an' buy vi 'em fast. Hadn't you? 

L 
Basic Profile 

Roleplay 6 3 3  9 5 4 18 10 3 14 14 14  2.5124 6 
Warhammer 

B a t t l e 6 3 1 5 4 3 1 3 - 4 4 6 6 -  

1 hese awesome and horrendous creatures live only for eating - 
and their diet includes just about anything. With their uncanny #- sense of smell. Trolls can ~ i c k  out the odour of blood from 
miles away, a i d  are infarnbus for arriving at the end of the battle 
and devouring corpses, wounded fighters, horses, siege 
engines.. . 
Marsh Trolls usually live in the most inaceessible places, 
tin$ for fish with net and trident. They can swim as fast as th 
can walk. They have been known to attack river boats by 
through the side of the hull ... 
Cave Trolls can be distinguished by their homed heads. Their 
chosen way of life is to re-arrange the mountains of the Old 
World by lobbing boulders at passers-by. 

Ha Trolls are the dimmest of creatures - even by Troll stan- - dards. They rarely live in one place for any length of time, 

of destruction. Tracking a Hill Troll is hardly tricky. 

Warrior Trolls are the most fearsome of all! Certain evil 

armoured, in hugh suits of chain mail, a Warrior Troll is an 

preferring to wander through the hills and forests, leaving a trail 

Wizards have been known to teach them the arts of war. Fully 

1 almost unstoppable killing machine. But for the fact that they 
normally stop to eat the last thing they killed, they would pro- 
bably decimate an army in a day. 

Special Rules Trolls are subject to stupidity; a failed Test 
against Intelligence means they stop to eat the nearest thing, b whatever it is. If they disable an opponent and do not have 
another one in reach, Tkolls should make a Cool test; if they fail 
they eat the creature. If attacked while feeding, Trolls have dou- r ble Attacks. Trolls cause fear in creatures less than 10 feet hi h. 
Trolls regenerate 1 Wound per minute, except far (WFRPfi 
Wounds (WFB) cannot attack. If a critical hit result shows a 
Troll's lower body is pierced (WHB: 25% chance on a hit 
which causes the Troll to fall to 0 Wounds), acid spray out 4 
fram its body over a semi-circle three yards in front of it, 
causing a 10 Strength hit on everything in the area. 

£ 1.95 each 
Miiturcs supplicd unptlntul 

Available from all good games stores and hobby stockists. 
In case of difficulty, please contact: 
GAMES WORKSHOP MAIL ORDER, CHEWTON STREET, HILL TOP, 
EASTWOOD, NOTTINGHAM NG16 3HY. USA customers please contact; GAMES 
WORKSHOP US, 8920 Route 108, Columbh, MD21045 USA. I 
Postage & Packing: UK, BPPO and EIRE add 95p. Orders over El0 POST FREE. 
OVERSEAS: add 33% (min62). OVERSEAS AIRMAIL: add 55% (min 62). I 
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(off the usual £7.50 rr p ) 

THE SPIDER &THE WOLF: 

BATTLETECH (A Game Of 
Armoured Combat) 

BATTLETECH BLUEPRINTS 
(usual r r p. £ 6.95) 

t h e  n o 1  c h o i c e  f o r  g a m e s  
ABERDEEN46 Union Street W BIRMINGHAM 98 Corporation Street BRIGHMN 1571161 Western Road BRISTOL Merchant Street 

BROMLEY 1041144 H~gh  Street ( ~ n  Burton Menswear) W DUBLlN14/16Aston Quay W DURHAM20 M~lburn Gate Centre 
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One of the horrors facing anyone who Keeper's Notes 
investigates the Cthulhu Mvthos is the 
discov&y that many appar&tly absurd 
legends are tme. One eample is the tale of This form of zombie is well-documented, 

, the zombie, an undead human obeying the with several real cases scientifically 

will of the conjurer who resurrected it, Natural poisons are 
Zombies feature in the legends of many inducing a prolonged state in which the 
cultures, butareshroudedinsomany myths victim has Given a 
that the truth is extremely hard to find. This sufficiently large dose thevictim will never 

problem is complicated by the fact that there recover. Synthetic drugs with similar effects, 

are several distinct types of zombie, each and therapies to counter some of these 

showing different features and possessing poisons, were discovered in the 1970s and 

different strengths andvulnerabilities, and 1980s~ but some Of these drugs are 
furthermore that there is a form of insanity ~ ~ ~ ~ ~which induces zombie-like behaviour. a complete mystery; in any campaign the 

cause may be something very different, a 
'DEATH' IN LIFE - THE genuine manifestation of magic or the 

HISTORICAL ZOMBIE Cthulhu Mythos. 

There are many tales of men and women 
becoming zombies by enchantment, passing 
fromlife toliving death with little warning. 
Such creatures are slack-featured, 
emotionless, move slowly, and seem 
incapable of understanding anything beyond 
the most simple instructions. Their masters 
(usually powerful medicine men) use them 
for farming and simple labouring tasks 
where their slow reactions and clumsiness 
will not be a handicap, and may become 
immensely rich on the profits of zombie 
labour. Sometimes, but only very rarely, such 
zombies will apparently recover and escape 
from their masters, though their recovery 
may never be complete. 

This form of zombie isn't dangerous in 
itself, but is a frightening warning of the 
power of the controlling sorcerer. The 
population of the surrounding area know 
that they can also be turned into zombies, 
and will rarely dream of defying the 
magician. some isolated areas may be 
com~letelv dominated bv such zombie lords. 
th'otgh most of the pophation will remain 
normal since they are better able to serve 
their master in this form. For example, agang 
of ten or so zombies would vrobablv be led 
by a normal human. ~ u m k  folloGers of a 
zombie lord aremuch more dangerous than 
the zombies themselves; many gain wealth 
and status from their master's power over 
zombies, and will fight to protect their 
position. 

The mechanism of this form of zombie 
'recruitment' is fairly simple. Servants of the 
zombie master find a suitable victim and slip 
an initial dose of the poison into food or 
drink. It may also be delivered by poisoned 
arrow or dart, as a cloud of inhaled dust, or 
by more conventional injection. This initial 
dose leaves the victim docile and suggestible, 
ready to follow the recruiters to their master. 
Later the victim is given a larger dose under 
conditions designed to heighten 
suggestibility. For example, thevictim might 
be taken to aprolonged religious ceremony, 
and fed the drug at intervals during the ritual. 
By participating in chants and rhythmic 
movements the victim falls deeper under the 
control of the magician 

If the process is primarily chemical this 
ceremonial element is not an essential part 
of the process; it simply helps to 
the zombie for its role as aliving automaton. 
'Scientific' zombie masters m& simply use 
hypnotism or other forms of condiiioning 
instead. If control is enforced magicallv the 
ceremony is vital, used to gatherpower to 
suppress the victim's will. The initial drug 
dose is simply used to keep the victim in a 
trance state until the spell can be cast. In 
either case occasional reinforcement of the 
treatment may be needed to keep the 
victims' will suppressed, but this will be at 
intervals of weeks or months. Sometimes the 
effect will be truly permanent, only 
reversible by powerful drugs or magic. 

Living 'zombies' have no initiative, and 
will continue actions (eg, filling a tub from 
a well) until directed to perform a new 
activity. They won't try to obey orders in 
ways that leave themat anadvantage, or twist 
them to find loopholes in instructions. They 
can't explain their conditions; usually they 
can't talk at all. 

Game Mechanics 
Each form of living zombification takes 

place in two stages, the first being a dose of 
poison. This initial dose is a 2d6 + 2 potency 
poisonagainst CON. It takes effect after ld4 
rounds. If the poison overcomes CON then 
POW is effectively reduced to 1; the victim 
has no free will, and will obey any 
instruction. DEX is also reduced by ld6. If 
the poison fails to overcome CON, POW is 
reduced by half the potency of the poison; 
the victim becomes more suggestible, and 
must roll against 5xPOW to resist orders, 
again losing Id6 DEX. Both effects last 
ld3 + 1 hours; when the poisonwears off the 
victim regains a point of POW per 2d4 
minutes, but feelsill and sluggish for at least 
20-Con hours after it wears off. DEX won't 
be recovered without several hours' sleep. 
An immediate and successful attempt to Treat 
Poison halves POW and DEX losses. 

Occasionally recruitment begins with a 
magical attack, which drains POW and leaves 
the victim vulnerable to suggestion, rather 
than poisoning. In such cases the magician 
should match magic points against the 
victim; if the victim is overcome orders will 
be obeyed until the magician releases the 
spell, at the cost of a magic point an hour. 
This is comparatively rare, since it brings the 
magician into direct contact with the victim 
and has no effect if the spell fails. 

If zombification is primarily chemical, 
the ritual which follows involves repeated 
doses of a more powerful drug, once every 
5 + Id6 minutes. The drug is a Dotencv 10 
poison, each d o s e r e d u c i n i ~ o ~  by ld4'and 
DEX by ld4, halved if the poison is resisted. 
Zombie masters who are experienced with 
these drugs can continue the ritual until the 
victim's personality is completely 
suppressed (POW drops to I), and won't be 
fooledby attempts tofakezombification. As 
a by-product of the loss of POW all magic 
points are lost. 

For the equivalent magical ritual the 
magician must use personal magic points to 
overcome the victim's magic points. Once 
successful, the magician ~nd~ccomplices  
can pool magic points against the victim. 
During a 3d6 minute period of preparation 
each participant in the ritual is required to 
donate up to three magic points to the spell 
caster. Each time the victim's magic points 
are overcome the victim loses ld4 POW and 
ld2 DEX. The procedure is repeated at 
intervals of 3d6 minutes until the victim is 
reduced to 1 POW. Again, allmagic points are 
lost. Magicians using spells of this type lose 
ld4 SAN on the first casting, none thereafter. 

Once either treatment is complete there 
is a period of 2d10 + 10 days in which no 
POW can be regained. After this there is a 
cumulative 1% per day chance (to a 
maximum of 20%) of player characters 



regaining 1 POW; NPCs will rarely recover 
unaided. Once POW begins to return the 
victim can attempt to disobey orders or 
escape; only one attempt can be made per 
day, on a roll against 5xPOW. Naturally 
zombie masters are alert for signs of 
returning willpower, and will repeat the 
treatment as often as seems necessary. Magic- 
using zombie masters may even be able to 
cast the spell at long range, though the 
number of magic points used to suppress 
POW should be doubled. 

OptionalRule: If the victim isn't rescued 
and doesn't escape there is a cumulative 1% 
chance per week (after the first month) of 
permanent brain damage, removing apoint 
of POW and ld2 INT. Once this occurs the 
keeper should continue to roll for damage 
each week, but should not increase the 
chance of damage. Damage continues until 
'POW and INT are reduced to 1. 

If living zombies are rescued they canbe 
treated medically or by psychotherapy; 
either approach requires difficult research 
and library work to have any effect, 
especially in a 1920s campaign. Use the 
normal rules for psychotherapy and 
institutional disasters. 

Victims of either form of living 
zombification lose 2d6 SAN during the 
zombification ritual (or ld3 SAN if a SAN roll 
is made), and will ;emember everything 
experienced during the period without 
willpower. This means that any encounters 
with Cthuhloid creatures and other horrors 
have their cumulative SAN effect when 
zombification ends! However, the delay will 
do something to cushion the blow of such 
experiences, and all such SANlosses should 
be halved. 

Unexpectedencounters with this type of 
zombie may cause the loss of ld2 SAN, no 
loss if a  ro roll is made. The effect of seeing 
aloved one or friend in this form mav cause 
the loss of Id6 SAN (1 point if a SAN roll is 
successful), recovered if the victim can be 
rescued and cured. Statistics for such 
zombies are the same as those for any normal 
human, with the exception that POW is 
effectively reduced to zero, INT and EDU 
can't be used, and DEX is greatly reduced. 
Suchzombies can't fight, andaremore tobe 
pitied than feared in themselves. If attacked 
they take normal damage, and can't dodge 
or parry. 

'LIFE' I N  DEATH - T H E  
TRADITIONAL ZOMBIE 
The traditional zombie is a genuine mani- 
festation of the supernatural. adeadmanor 
woman brought dack to a semblance of life 
by sorcery. It's often assumed that the 
sorcerer responsible for such effects must 
always be evil;. however, some neutral or 
benign magicians may also have mastered 
this process, though it's unlikely that this can 
be accomplished without some loss of SAN. 
Magicians who try tomaster thisability will 
probably drift towards evil, becoming 
involved in more and more dangerous spells 
and the terrifying horrors of the Cthulhu 
Mythos. The most damaging aspect of this 
spell is that it is apparently most successful 

with recently deceased corpses; the 
magician is thus drawn to become involved 
in graverobbing and other ghoulish 
activities, and ultimately to ritual murder. 

Superficially the traditional zombie 
resembles the living 'zombies' described 
above, and it's easy to confuse the two. 
However, the traditional zombie is 
permanently dead; if the spell which 
reanimates it is removedit will instantly 'die', 
and cannot be animated again. There are 
many variant forms, some hardly 
recognisable as zombies; if sufficient power 
is put into the spell the zombie will seem 
most normal, and casual observers may 
think that it is still alive. 

Although the preparation of a zombie 
usually begins with acorpse, it'spossible to 
begin with a living human who is murdered 
in the course of the zombification process. 
Such ritual murders are said to aid the magic, 
and magicians controlling many zombies of 
this tvve will almost certainlv use this form 

Many legends suggest means of killing 
zombies of this type; the most common 
involves theuse of salt, but there is little real 
evidence to support this story. Investigators 
will probably need to deal with thecreatures 
on an individual basis, experimenting to find 
the best answer. 

Keeper ' s  Notes  
Zombies of this type will probably be found 
under much the same circumstances as the 
living 'zombies' described above, and both 
types may occasionally be found together. 
If thezombies are reanimated natural deaths 
there's aslim chance that they may be ruled 
by a neutral or benign magician; however, it's 
more likely that those encountered in the 
course of Call of Ctbulbu will have been 
created violently. 

Zombie 'recruitment' for this type of 
ritual follows much the same procedure as 
described above. Usually it's more 
convenient to commit murder at aprepared 
site, rather than to kill victims during an 
abduction, so the same techniques of 
poisoning and abduction are used. The 
follow-up ceremony, though, is very 
different. The victim is ritually prepared 
then murdered (usually by slashing an 
artery), drained of blood, and converted to 
a zombie before rigor mortis sets in. Usually 
some form of embalming or preservative 
treatment is used to keep the corpse from 
deteriorating; in more primitive cultures this 
step may be omitted, and such zombies will 
soon decay, rotting and crawling with 
maggots and releasing a choking odour of 
death. 

Zombies of this class are permanently 
dead, and require little or no 'maintenance', 
though the niagician may occasionally need 
to cast a svell to maintain animation. Some 
magicia& may become quite attached to 
their zombie servants, buying them new 
clothing and sewing backany parts that fall 
off. Such magicians are usually insane. 

Zombies may also be created by a form 
of resurrection, but this is more difficult and 

rarely produces a satisfactory servant. It's 
generally carried out only by 'white' 
magicians and those who aren't prepared to 
commit murder. 

Game Mechanics 
The most common form of traditional 
zombie is described in the Call of Ctbulbu 
Sourcebook for the 1920s (p30 in first and 
second edition copies, p121 in the hardcover 
edition). The distinctive features of these 
creatures are enhanced strength and 
resistance to damage. 

Preliminary recruitment follows the 
same pattern described above, with the 
victim's POW and free will suppressed. 

The zombification ceremony consists of 
three stages, the first being summoning of 
magical &ergy as describeduabove. 0nc;he 
magician has some magic points in hand the 
ritual murder begins; the magician or  an 
acolyte cuts an artery, and the victim begins 
to bleed to death, losing a hit point every ld3 
minutes. As bloodis lost, the magicianmakes 
successive attempts to pit magic points 
against the victim's POW, at intervals of Id6 
minutes. If this attempt is unsuccessful the 
victim dies without becoming a zombie. If 
the attempt succeeds apoint of POW remains 
in the body after death, keeping it alive. 

At this stage the magicianmust establish 
control. The zombie will still have INT, 
though the last traces of consciousness will 
fade in INT x Id6 minutes. The magician 
must establish that he (or she) is the master, 
pitting magic points against the victim's 
single point of POW. This is acomparatively 
easy process, but may require several 
attempts (at intervals of 2d3 minutes) to 
succeed. Victims 'rescued' during this part 
of theceremony will believe that they are still 
alive, and may join in to fight the magician. 
If themagicianis killed or drivenoffwithout 
establishing control the zombie will 
eventually lose all INT and run amok. 

Once control is complete the zombie can 
be treated to vrevent decav: usuallv this 
involves stee$ng in a chemical bath or the 
use of a minor spell to keep the body fresh. 
Generally this procedure is left to underlings 
while the magician recovers from the ritual. 
If the magician wants the zombie to look 
more human, additional magic points must 
be expended; for example, an additional 5 
points might give the zombie some vaguely 
human expression in its face, though not 
much. 

The only alternative to violent 
zombification is the use of a variant of the 
Resurrection spell described in the Call of 
Cthulhu rules. For this spell the body need 
not be destroyed, but will be reactivated in 
the state in which it died, and can never be 
anything more thanamindless zombie. The 
spell costs ldlO SAN on first casting, ld3 SAN 
per casting thereafter, and Id6 magic points 
per casting, plus a point for each day the 
body has been dead. 

Although omitted from the Call of 
Ctbulbu rules, encounters with this type of 
zombie should affect SAN; ld2 on first 
encounter with an obvious zombie (unless 



a SAN roll is made), a ld2 SAN loss (SAN roll 
negates) if an apparent human is positively 
identified as a zombie. Finding a friend or 
loved one converted to a zombievshould cost 
Id6 SAN. 

REANIMATION 

In this scientific equivalent of zombification, 
the scientist uses arcane chemical and 
electrical processes to restore a semblance of 
life to a corpse, andmay even assemble parts 
of several corpses to form a body which is 
then reanimated. Often the creature formed 
will be very like the traditional zombie 
describedabove, and scientists may feel that 
they have successfully created or  restored 
life. However. it seems more likelv that such 
scientists are ~nconsciously using magic to 
sustain life after death, with many of the 
trappings of scientific resurrection(t0wering 
machines with flashing lights. elaborate 
chemical baths, and pGw&ful electrical 
discharges) simply acting to focus the 
scientist's will and magic points. The 
behaviour traditionally associated with such 
experimentation consists of a period of 
research, followed by frenzied laboratory 
work, building up to a climax which 
eventually leaves the scientist tired and 
drained; it's possible that the scientist feels 
drained because he or she has unconsciouslv 
performed a powerful feat of magic. 

Reanimators are often forced to associate 
with grave robbers or resort to murder to 
ensure a supply of fresh corpses, and their 
research will often lead to more intimate and 
eventually self-destructive contact with the 
Cthulhu Mythos. It often seems as though 
some destructive creature (possibly 
Nyarlathotep) delights in granting these 
reanimators enough knowledge to ensure 
partial success, which leads them to dabble 
on the fringes of the Mythos. The creatures 
they create are rarely controllable, and are 
frequently the cause of the scientists' 
destruction. 

study. Scientists wishing to perfect the 
process should have a minimum total of 
200% skill in three or  more relevant 
sciences; for example, Chemistry, Pharmacy, 
and Zoology. Given these minimum 
qualifications, such scientists must spend at 
least fifty percent of their waking time in 
studies and research work. For each six- 
month periodin which this course of study 
is followed, the scientist should make a 
Library Use roll. If successful the scientist 
gains ld6% knowledge in a new skill, 
Reanimation, and must make a SAN roll or 
lose ld2 SAN. Certain rare books may beused 
to enhance this ability, in the same way that 
Mythos bookscanimprove~thulhu~~thos 
knowledge. with an increased chance of SAN 
loss. ~or&&m~le ,  Herbert West's research 
notes might give 15% Reanimation 
knowledge, if asuccessfulReanimationskill 
roll was made, but the reader wouldlose 2d6 
SAN (ld3 SAN if a SAN roll was made). Often 
books containing Reanimation lore will also 
touch upon the Cthulhu Mythos, with 
consequent additional SAN loss. The exact 
nature of such works is left to the keeper. 

Reanimation research also tends to be 
extremely expensive; as scientists learn more 
they will try to assemble more elaborate 
laboratory equipment, and junk old and 
discredited technologv. Scientists involved 
in this research should expect to spend 
approximately $500 (&lo0 at '20s rates) for 
each 1 % of Reanimation knowledge, in 
equipment and materials, plus a minimum of 
$500 vlus (50 x Reanimation rating) dollars 
per insupplies, maintenance, and other 
expenses. For example, a professor with 
50 % reanimation knowledge would have 
spent $25,000 (;E5,000) on equipment and 
other permanent facilities, over the course 
of several years, and would have running 
expenses of around $3,000 (S600)per year. 
On a professor's wages this could easily be 
a severe problem; devising a suitable grant 
application and cover story may be the 
hardest part of the reanimation research. 

Reanimation experiments may be 

attempts to get holdof the components (such 
as freshly-deceased human corpses) needed 
for the work. Successful reanimation 
experiments don't necessarily lead to the 
creation of a complete zombie. In the early 
stages they are more likely to produce useful 
information which adds ld4 to Reanimation 
knowledge for the next round of research 
and experimentation, and costs Id6 Magic 
Points and ld3 SAN (1 SAN if a SAN roll is 
made). 

The keeper should decide if these 
experiments will ever be allowed to succeed, 
and determine the consequences of success. 
Usually a reanimated corpse will resemble 
the 'traditional' zombie described above, 
though in some cases it will seem to have a 
genuine personality. Such cases may, 
however, be caused by possession, as 
described below. In either case removal of 
the magic or possessing spirit which keeps 
the body animated will result in instant and 
permanent death. SAN effects are as the 
'traditional' zombie. 

POSSESSION 

Sometimes a corpse may be animated by the 
spirit of another being. Themotives of such 
interlopers can vary from malevolence to 
curiosity; often they are totally alien. The 
sophistication of their imitation of human 
life varies with the intelligence and power of 
the invading spirit. In some cases the 
resulting creature is little more than a 
zombie, in others the invadingpresence is so 
powerful that there is no easy way of spotting 
the deception. Powerful sorcerers (and 
possibly scientific reanimators)may be able 
to capture such entities and use them to 
animate their zombies; if so, they will usually 
be programmed to obey their 'creators' 
commands. 

In some cases these creatures may be 
attempted at any stage of a reanimator's responsible for the deaths of their host 

Keeper's Information career, with the chance of success equivalent bodies, as part of some sinister (or wholly 
to Reanimation skill. Usually only one incomprehensible) plan requiring their 
attempt is possible in any given six-month presenceonEarth. If the possessing spirit is 



personality remains present but is dormant 
until the intruder is driven out. 

Keeper's Information 
Possessionof a corpse will occur if a human 
is killed under circumstances favourable to 
the invading entity involved; for example, 
someone killed in a temple sacred to 
Cthugha might be invaded by a Fire Vampire. 
Ingeneral, possession is only possible where 
the invading personality isn't firmly tied to 
a physical body. In the above example, a Fire 
Vampire is essentially a shifting formless 
cloud of gas whose composition will 
continually change, and the controlling 
essence will beavery small part of the cloud. 
The Great Race of Yith may occasionally use 
this method, when their telepathic time 
travel 'tunes in' to someone as they are killed; 
this would be a very rare occurrence, since 
there is evidence that the Great Race have 
servants who research the lifeline of their 
human hosts before invading them. 

Directed possession (summoning a 
Mythos creature and directing it to occupy 
a corpse) requires knowledge of the 
appropriate Summoning and Binding spells, 
and a ritual comparable to the creation of the 
traditional zombie described above. In this 
case there is no need to drain blood or 
suppress the victim's POW; the victim is 
simply killed as soon as the summoning is 
successful, and the summoned spirit takes 
control of the fresh corpse. For this 
technique the body needs tobe as fresh and 
intact as oossible. and the masters of this 
techniqui have pe;fected quick and painless 
attacks which leave easily repairable damage. 
In many cases these involve use of the Martial 
Arts skill described in Masks of 
Nyarlathotep. Other possible methods 
include drowning, freezing, or suffocation, 
though the first two would be very 
inappropriate for a Fire Vampire! 

Although theinvading spirit is bound to 
the host corpse, it isn't necessarily under the 
control of the magician or scientist who 
summons it; it may be necessary to perform 

spirit, and the STR, CON, andSIZof the host 
corpse. The invading spirit has full 
knowledge of all spells, and may have 
powers related to those of the invading spirit. 
For example, a human corpse possessed by 
a Fire Vampire spirit might have the power 
of pyrokinesis, causing fires without 
physical contact. 

Zombies created by possession are 
probably the most dangerous type. Luckily 
they rarely make loyal servants, though it's 
possible that such a zombie might be created 
at the instigation of the invading spirit, as 
part of some complex plan of destruction. 

Another form of possession is mind 
swapping, usedby the Great Race of Yith and 
some other creatures. In this form the 
personalities from two bodies are swapped. 
Usually this is permanent, though 
sometimes it's possible to swap back. some 
vowerful magicians can transfer their own 
hersonalities ;his way, swapping bodies with 
a younger host to achieve a form of 
immortality. Usually aprerequisite is aritual 
or drug to suppress the victim's POW; exact 
details are beyond the scope of this article. 

PARASITISM 

Sometimes a corpse may be reanimated by 
an invading disease or parasite which is 
capable of reactivating the body. Such 
reanimated corpses are usually 
'programmed' for stereotyped behaviour 
which will help spread the infection, such 
as the murder of uninfected humans. This 
type of infection may also be controlled by 
a sufficiently resourceful magician or  
scientist, and the disease might thus be used 
to kill victims and convert them directly into 
zombies. 

Keeper's Information 

Infection is most effective in isolated areas 
with poor communication; in such areas the 
disease may get a firm hold before anyone 

the patient dies, since the infection only 
affects dead tissues. Infectionmay cause the 
host body to become unnaturally strong, 
much like the traditional zombie described 
above. 

AUTOMATISM 

One final cause of zombie-like behaviour is 
automatism, aformof insanity in which the 
mind 'switches off'. leaving the bodv 
repetitively performini some sihple actioi. 
Usually these actions have some relevance to 
the events which caused the insanity; a 
victim might go through the motions of 
drawing and firing a gun, raising the hands 
to ward off an attacker, and so on. Such 
'automatons' can often be made to perform 
different activities, such as sweeping a floor 
or  polishing a table. Once a pattern of 
movement is established it will be continued 
indefinitely. even if circumstances change: 
for exampli, sweeping movements would-be 
continuedeven ifthe broom was takenaway. 
Sometimes automatism is associated with 
phobias and other forms of insanity. 

Keeper's Informa tion I 

'Automatons' can be made to perform 
actions by moving their hands and pushing 
them through the correct sequence. After a 
few repetitions themovements willcontinue 
spontaneously. Victims of automatism can 
sometimes be cured by psychotherapy, using 
the normal rules for treatment and 
institutional disasters. 

Ingeneral, automatism is afairly random 
effect ofinsanity; it'sunlikely that azombie 
workforce of the typedescribedabove could 
be recruited by drivingvictims insane in this 
way. However, it'spossible that someMythos 
creatures may be able to induce this effect 
deliberately. It's also possible that genuine 
zombies might be disguised as automatons: 

another binding ritual to keep the zombie realises whaiis happening.   he disease will for exampl6, as inma& of an asylum run by 
under control. usuallv be vulnerable to some natural or Cultists. Automatism is a oarticularlv I 



It stalks the Island at night, its translucent blade leaving destruction and havoc in its wake. 
Frightened villagers hide from its ghostly form. Those who have contested its power have 
been destroyed. It is death. It is madness incarnate. It is.. . 

OA3 OCHIMO: The Spirit 
Warrior is the third adventure 
module for the ADVANCED 
DUNGEONS & DRAGONSTM game 
Oriental Adventures Hardback. 
An unearthly spirit haunts a colony 
in Far Eastern lands. The heroes 
must find the spirit and defeat this 
dangerous warrior from battles past. 

Make sure your family honour is 
satisfied - OA3 OCHIMO: The 
Spirit Warrior is available from 
better games and hobby shops, or in 
case of difficulty contact: 

TSR UK Limited 
The Mill 

Rathmore Road 
CAMBRIDGE 

BOHEMIAN EAR SPOON issue 32 is now available. BOHEMIAN EAR SPOON is TSR's 
bi-monthly newsletter featuring news and reviews of all TSR's latest releases for the 

DUNGEONS & DRAGONSO, ADVANCED DUNGEONS & DRAGONSTM, MARVEL SUPER 
HEROESTM and STAR FRONTEFSB games. BOHEMIAN EAR SPOON 32 is absolutely 
FREE like all previous issues of BOHEMIAN EAR SPOON. If you would like issue 32 of 

BOHEMIAN EAR SPOON, send a large Stamped Self-Addressed Envelope to: 

BES32, TSR UK Limited, The Mill, Rathmore Road, CAMBRIDGE, CB14AD. 

DUNGEONS & DRAGONS and STAR FRONTIERS sre staed trademark8 of TSR Inc. MARVEL SUPER HEROES is a trademark of Ule Marvel Comics 
Gmp, a diridm of Cadence Indushie~~ The denote8 a trademark of TSR lac All Rights Resewed. 81987 TSR UK Limited. 



An Adventure for Warhammer Fantasy Roleplay 

by Jim Bambra 

ILLUSTRATED BY RUSS NICHOLSON 

Night of Blood is set in The Empire and can easily be 
used as part of The Enemy Within campaign. It can 
also be used as part of any other campaign or for a 
one-off game. 

This adventure can take place at any roadside or riverside 
location away from the large cities. It can be used to add 
colour to either a road or river journey. The journey 
should have been uneventful, but as dusk approaches, a 
storm suddenly breaks. Soon the adventurers are wet 
through and their coach or barge is being buffeted by 
strong winds, making it very hazardous to continue. Un- 
fortunately, this being The Empire, it is not safe simply 
to stop and wait for the storm to pass. Many strange 
creatures live in the forest, and few of these are likely to 
be sheltering from the storm. 

The rain falls in torrents from the dark, roiling clouds. 
Overhead, lightning flashes across the sky. In the 
distance the strangled cry of some strange creature can 
be heard. It is a night to be indoors, for who knows 
what lurks under dark trees in The Empire's forests. 

*THE HUNT* 

Audible between the rumbles of thunder is a strangled 
baying. At first this seems to be in the distance, but soon 
it becomes apparent that the sound is heading towards 
the adventurers. A group of beastmen and mutants are 
hunting a stag in this part of the forest. 

If the adventurers decide to halt their journey, the cries 
of the beastmen swing straight towards them after about 
half an hour and approach at a fast rate. The cries stop 
suddenly before they reach the adventurers as the 
beastmen pull down their prey, and the forest falls silent 
but for the sound of the storm. It is only a matter of 
time before the beastmen become aware of the adven- 
turer's presence.. . 

Sensible adventurers will continue their journey at this 
point. Those who stay notice strange shapes lurking at 
the edge of their vision. The beastmen and mutants 
observe the characters for a few minutes and take the op- 
portunity to surround them if this is possible. They then 
rush into the attack. If the adventurers decide to retreat 
have them mak,Ride, Drive Cart or River Lore tests (as 
appropriate) to escape. Failure of these tests results in a 
battle with the beasts of Chaos. Unless the adventurers 
move on similar attacks occur throughout the night. 

The Chaos hunters (two beastmen and four mutants) at- 
tempt to overpower the adventurers and then dispose of 
them in their own inimitable fashion. The mutants flee if 
both the beastmen are slain or incapacitated unless they 
succeed in a successful Ld test. 

The first Beastman has a large bovine head and tough 
scaly skin (2 AP on each part of its body). It is also sub- 
ject to frenzy. It adds 1 to all damage it inflicts and sub- 
tracts 1 from each wound it receives. When the attack 
begins it lets out a bellowing shriek and charges into 
combat, oblivious for its own safety. It is armed with 
a sword and fights until slain or incapacitated. 

The other Beastman has long, dog-like legs (M 6). It 
presents a mockery of human form, with a tall emaciated 
body surmounted by an oversize dog's head. The creature 
uses no weapons, attacking with its sharp teeth. 
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'Iko of the mutants are armed with daggers, and the 
other two with clubs. 

The four mutants resemble normal humans, but each 
bears some mark of Chaos. One has eyestalks which bob 
around its head rather than eyes, another has two ten- 
tacles which sprout from its hands. The remaining two 
mutants are covered in thick fur which provides them 
with 1 AP on their bodies and arms. 

Whether they are attacked or not, the adventurers are 
able to make reasonable progress for about half an hour. 
After that the road is so badly waterlogged or the river 
so dangerously swollen that travel is reduced to a crawl. 
On the river strong cross winds and floating debris make 
it very hazardous to continue. Ride, Drive Cart or River 
Lore tests are required to avoid a mishap of some sort. 
Road travellers find their horses slipping in the mud and 
going lame or vehicles becoming bogged down in the 
mire. River vessels are swept out of control and crash 
into the bank. With the heavy rain and the threat of 
mutant attacks, it should be obvious to that they the 
adventurers are in a bad situation. 

*THE HOODED MAN INN 
Suddenly lightning illuminates a building in the middle 
distance. Once the lightning has pinpointed its position, 



lights can be seen burning in the windows. This is the 
Hooded Man, a coachinglriverside inn, a welcome sight 
to any weatherworn traveller, especially on such a foul 
night. 

The main gates are closed and securely locked. Knocking 
at the gates brings no response, leaving the adventurers 
the choice of climbing over the wall or finding another 
means of entry. Fortunately, access is possible from the 
nearby ferry where a pathway leads to the inn itself. 

*THE FERRY 
This is a small building next to the river bank. The ferry 
itself consists of a raft which can be winched across the 
river by means of ropes. When the ferry is not in use, 
these ropes lie below the surface of the water. The raft is 
on the adventurers' side of the river, but any attempts to 
winch it across to the other side are futile as the ropes 
have been cut. 

If they check out the ferry building, the adventurers find 
that the door is open and there are signs of a struggle 
inside. The building's furniture is overturned and there is 
no sign of a ferry keeper. A close search turns up a bag 
containing 12 GC, 42 shillings and 15 pennies. A trail of 
fresh blood leads from the door; any character examining 
this who succeeds in an Int test realises that a body has 
been dragged out of the building. However, no sign of a 
trail can be found outside thanks to the heavy rain and 
the mud. 

*THE INN* 
The Hooded Man is a small inn along a road that crosses 
the river here at the ferry. It is similar to the one in the 
Warhammer Rule book, but is not as grand. See WFRP 
p328 for basic details regarding inns. 

At one time the inn's site was a meeting place for 
cultists, but they were driven from the area over one 
hundred years ago. However, the authorities failed to find 
a secret shrine to the Chaos God Tzeentch which was 
hidden under the cellar. Since then the inn's history has 
been forgotten by all but the Writhers in the Dark, a 
Chaos cult worshipping lkeentch. Unknown to the 
current landlord, the ruins of the Chaos shrine are still 
there.. . 

Tonight the Hooded Man has been successfully attacked 
by a group of mutants working in concert with Hans 
Jinkerst, a Chaos cultist. He has been sent to the area by 
the Writhers in the Dark to reconsecrate the shrine. 
Disguised as a Roadwarden, Hans entered the inn and at 
an opportune moment slipped kurts (a sleep-inducing 
drug, see below) into the evening's food. Once the inn's 
staff and visitors fell asleep - or were too drowsy to resist 
- he opened the main gates for the mutants. 

All has gone well for the mutants. The inn and the 
adjacent ferry were quickly captured and the defenders 
were overcome. The survivors are now locked in the 
cellar, awaiting the moment when they will be sacrificed 
to Tzeentch. Hans and the mutants are now celebrating 
their victory and preparing for a ceremony to summon 
the shrine's guardian. The mutants are, however, 
unprepared for any visitors, and they are surprised by the 
adventurers' appearance. Their initial reaction is to 
masquerade as the inn's inhabitants and wait for an 
opportunity to offer the the adventurers a drugged meal. 

Hans is a Charlatan and a master of deception. He can 
easily carry off his part of a Roadwarden. Unfortunate- 

base of his back where the original owner was stabb- 
ed. If this is noticed by the adventurers (a successful 
Observe test is required by someone in a position to 
notice it) Hans maintains that it happened earlier 
this evening when he was attacked by two bandits. 
On no account will he allow anyone to examine his 
'wound' beneath. 
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Skills Equipment 
Acting Dagger 
Blather Sword 
Charm Mail Shirt (1 AP on body) 
Disguise 34 GC 
Evaluate A glass phial containing 
Mimic 18 doses of kurts (see below) 
Palm Object 
Public Speaking 
Readwrite 

THE MUTANTS 
All of the mutants have the following profile, although 
they have individual mutations. Should a fight start they 
have access to swords and clubs, or they carry them at 
all times. 
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Grat is initially in the stables eating the remains of the 
stable boy. If he is still alive, he joins the other mutants 
during the ceremony to summon the shrine's guardian. 
He has suckers on the ends of his spider-like legs which 
allow him to cling to any surface with ease. 

Otto the 'landlord' is fat to such an extreme degree that 
he is as wide as he is tall. He seems to roll along rather 
than walk, but he is passable as a human being. Because 
he has no other noticeable mutation - and all landlords 
are a bit on the portly side - Otto adopts the role of 
landlord when the adventurers arrive. 

Fagor can pass for a normal human, as his bulging eyes 
are unusual, but not unknown, among men. He is in the 
cellar or the bar room when the adventurers arrive at the 
Hooded Man. 

Wilhem is the most repulsive and grotesque of all the 
mutants. He doesn't have a proper face, merely a skull. 
As a result, anyone viewing Wilhem for the first time must 
make a Cool test or become subject to fear (see WFRP 
~ 6 8 ) .  

Outer Wall - The inn is surrounded by a 12-foot high 
wooden wall. The main gate is locked and barred from 
the inside, the smaller gate leading to the ferry is, 
however, open. 

The Stables - Approaching the stables, the adventurers 
will be aware that the horses are restless. Loud neighs 
and kicks can be heard coming from the stables. 

Grat, one of the mutants (see below for statistics), is in 
the hayloft. He is feasting on the body of one of the 
stable boys and will not hear the adventurers approach. 
He notices their presence as soon as the door is opened. 

The six horses in the stables are terrified by Grat's 
presence and flee from the stables as soon as the door is 
opened. A character making a successful Animal Care 
test will be able to prevent this happening, but any other 
character runs the risk of being trampled by the leading 
horse. A successful I test allows the character to leap out 
of the way. Anyone who is trampled takes one S 3 hit in 





the leg (modified by Toughness and armour) as the 
horses escape into the yard. The horses can only be 
persuaded or forced to re-enter the stables if they are 
calmed and lead by a character'with Animal Care skill. 

As soon as he is aware that somebody else is in the 
stables, Grat climbs onto the roof and hides on the other 
side of the roof ridge. Characters climbing into the 
hayloft find the damp corpse of the stable boy. He has 
been killed by a sword blow to the head and his right 
arm bears the marks of Grat's teeth. 

Water is dripping from the trapdoor leading up to the 
roof, and the ladder beneath is wet and smeared with 
blood. Once the trapdoor is open the adventurers are 
greeted by torrential rain. This has made the roof very 
slippery and anyone venturing onto it must make a 
successful Dex test or slip. A successful I test allows a 
character who has slipped to catch hold of the edge of 
the trapdoor and not slide off the roof (which results in 
falling 5 yards) to the ground below. 

If Grat is discovered up on the roof (by a successful 
Observe test), he will fight until slain. His suckers allow 
him to move about on the roof with no danger of falling 
off. If the adventurers leave the stables without 
discovering him, Grat returns to his feast until 
summoned by Otto (see below). 

The Coach House - The door to this building is locked 
(CR 30). Inside there is a coach belonging to Cartak 
Lines of Altdorf. This coach arrived before the mutants 
attacked. Its passengers and crew were drugged and are 
now either dead or tied up in the cellar. 

The Inn & Bar Room - The main door to the Hooded 
Man is bolted and the curtains are drawn. Sounds of 
merriment can be heard coming from inside, giving the 
impression that all is well. As soon as there is a knock at 
the door, however, the laughter dies away and there are 
sounds of movement (scraping chairs and the like). After 
a minute or so the bolts are drawn and the door opened 
by a horrendously fat character. This is Otto, one of the 
mutants, who is masquerading as the landlord. 

Otto is surprised to see the adventurers, as he believed 
the inn to be secure against outsiders. Making an ill- 
concealed attempt to hide his surprise, Otto invites the 
adventurers into the bar room. A fire burns in the 

fireplace and sitting next to it is Hans, dressed in his 
(stolen) Roadwarden's uniform. 

A loud thump directs all eyes to the back of the bar 
where a man with protuberant eyes appears and begins 
to mop up something on the floor. This is Fagor, who 
has come up from the cellar to mop up the blood from 
the floor. Unless the adventurers go to have a look at 
what he is doing, he finishes after a few minutes and 
then takes his bloodstained mop and bucket into the 
kitchen. 

Otto the 'landlord' is nervous about the adventurers' 
presence (given what is to happen later) and this shows 
in his mannerisms. He constantly fingers the bottom of 
his apron, twisting and turning it with suppressed 
tension. He attempts to send the adventurers on their 
way as quickly as possible by claiming that the inn is 
full. Otto makes no effort to make the adventurers feel 
welcome. He has a coach party in residence, who have 
just retired for the night, and he "wants no 'gentlemen' 
of the adventurers' kind to~ight,  thank you". 

If the adventurers insist oi'skying (unless they wish to 
die at the hands of whatever lurks in the forest), Otto 
eventually (and grudgingly) allows them to do so. He 
continues to behave ungraciously - any drinks, for 
example, are served in unwashed tankards. 

Eventually Otto heads into the kitchen with a muttered 
"I suppose you want feeding as well ..." He is actually 
leaving to organise the rest of the mutants, while Hans 
keeps the ad- occupied. -- 

Hans, in his guise as a Roadwarden, questions the 
adventurers in an attempt to find out who and what they 
are. Hans asks his questions in his 'official' capacity, 
using the excuse that he believes the adventurers to be 
bandits. If the adventurers mention the ferry, Hans claims 
it was attacked (and the ferryman carried off) by bandits. 
This, he explains is why the inn is so securely locked. 

He also manages to imply that the adventurers are in 
league with these same (non-existent) bandits: "I think 
your sudden appearance has unnerved the landlord. 
Mind you, he could be right ... Who else would be out 
on a night such as this?" Hans is clever enough not to 
press this line of argument too far, and he seems to be 
satisfied by any reasonable story the adventurers care to 
tell him. 

If the adventurers mention the mutant in the stables, 
Hans is surprised. He believes all the mutants to be 
hiding in the inn. He appears surprised when told of the 
body: "The landlord assured me that the stable boy had 
run off. No one bothered checking for him up there. 
Well, he can wait till morning to be buried." 

If the adventurers mention either the body or Grat to 
Otto he looks very worried and shocked; His real fear, 
however, is that the adventurers have uncovered the 
mutants' business here. He changes the subject and looks 
to Hans to bail him out. - 

Once Hans is sure that the adventurers have no official 
connections, he excuses himself and goes into the 
kitchen. Adventurers who state they are watching Hans as 
he leaves will notice his 'wound' and the bloodstain with 
a successful Observe test. 

By now the adventurers should be suspicious and be 
trying to find out what is going on. A character stood at . 
the bar can overhear Hans and Otto in the kitchen. 
"Don't panic, Otto. They are only travellers. Tzeentch 
will be pleased to have their souls as well. Use the kurts 
in their food and we'll deal with them later." Hans then 



passes Otto the phial containing the kurts. After this Otto 
has the phial in his possession. 

If Hans hears anyone attempting to sneak into the 
kitchen he comes back into the bar. He closes the door 
into the kitchen with an air of finality, making it very 
awkward for anyone to push past without a very good 
reason. 

A short while later Otto returns bearing bowls of hot 
stew. Each bowl contains two doses of kurts. Characters 
have a base 10% chance of noticing the drug in the 
food. This 10% is averaged with a character's Int to see 
if they notice its taste in the food. Characters with Cook 
skill have a 10% bonus to their chance of noticing the 
drug. 

I KURTS I 
Kurts is a drug made from the Gortsiete plant. It begins 
to take effect after half an hour. One dose induces 
drowsiness; two doses causes unconsciousness (WFRP 
p82). Characters may overcome its effects by making suc- 
cessful Toughness tests (at +2) for each dose they 
consume. 

'GOOD NIGHT, LADIES AND GENTLEMENo 
After the adventurers have finished eating, but before the 
kurts takes effect, Otto offers to show the adventurers to 
the common room upstairs. He claims that the other 
rooms are occupied by the coach party. - _  

The hallway is wet and uncarpeted, although a close 
inspection reveals that there used to be a carpet in here - 
bits of cloth still cling to the tacks in the floor. The 
carpet has been removed and the floor mopped by Fagor 
to remove bloodstains. a 

The common room is dirty zi2 the bedding is soiled. If 
the adventurers comment on this, Otto is unsympathetic 
as this is "the best he can do". He then exits, looking 
like a man as keen to get away as soon as possible. The 
sound of Otto turning the key in the door lock (CR 20) 
is clearly audible. 

From the common room the adventurers can hear the 
horses in the stable if Grat is still present ... 

The Bedrooms - There are only four bedrooms upstairs 
and all the doors are locked (CR 20). The landlord's 
room and two of the bedrooms are empty and 
unremarkable. However, the two beds in one room are 
bloodstained and the bedclothes are scattered about the 
room. The beds' occupants were obviously stabbed and 
then dragged from their beds. Trailing stains lead out 
through the door, but disappear at the sill. 

The Kitchen - The kitchen is obviously designed for the 
inn's halfling cook. Fagor is in here unless the ceremony 
(see below) is in progress. The bucket used by him when 
mopping up the various bloodstains is also in here. The 
bucket is still full of blood-tainted water. 

The door leading to the yard is unlocked. 

The Shrine - The real landlord, his wife, two servants 
and one of the coachmen are still alive, although they 
are tightly bound in the shrine. They are still suffering 
from the effects of the doses of kurts they were given 
earlier in the evening. The bodies of the mutants' other 
victims are heaped in one corner: a coachman, his three 
artisan passengers and the inn's halfling cook. 

A magical, two-foot-high s&tie of Beentch stands in the 
middle of the shrine in the centre of a strange moving 
pattern. The pattern constantly shifts between a symbol 
of Chaos and an octagon. 

The statue is made from a greenish stone which seems to 
flow and move when observed. Any character observing 
this and the shifting floor pattern must make a WP test 
or receive D6 insanity points. The image of Tzeentch can 
be smashed (it has T 5 and W 5). However, unless it is 
destroyed in a single round the shrine's guardian demon 
appears to defend the statue. Once the demon is 
destroyed, the statue can be broken easily and the lines 
on the floor will fade and vanish. 

Against the wall is a locked (CR 30) wooden box 
containing 212 GC, 365 shillings and 26 pennies. A 
successful search of the room reveals a loose stone 
behind which is hidden a pouch containing a potion of 
strength (WFRP, p186). 

The mutant Wilhem will be in here either participating 
in the ceremony or lurking at the foot of the stairs. 

.THE CEREMONY l 
I 

Shortly after the Otto has shown the adventure'rs to their 
room the doses of kurts begin to take effect. Half an 
hour after the drug should have taken effect (the mutants 
know when this should be) Otto collects Grat from the 
stables. Anyone looking out of the common room 
window at this time sees Otto going out to stable and 
returning with a mutant (if Grat is still alive). 

Hans and the mutants assemble in the cellar to conduct a 
ceremony using the magical energy of the statue to 
summon a demon. Shortly afterwards the ceremony 
begins, and faint, discordant chanting fills the inn. This 
continues for half an hour, while Hans ritually sacrifices 
two humans as the summoning requires. 

The Cellar - The cellar contains barrels of beer and 
bottles of wines and spirits. There is a trail of blood 
stains on the floor (unless Fagor has had the wit to mop 
them up as well - this depends on how much help the 
players are going to need in working out what is going 
on) which leads to the loose paving slab. This has been 
lifted to give access to the hidden shrine built below the 
level of the cellar. Depending on the circumstances, the 
slab is either raised or lowered. When the adventurers 
first arrive, it is closed, but it will be opened during the 
ceremony. The closed slab may be discovered with a 
successful Observe test or by following the bloodstains. 



As the ceremony begins Fagor sneaks up to the 
adventurers' room and listens at the door. Characters not 
suffering from the effects of kurts who make a successful 
Listen test hear him approach the door. If Fagor becomes 
suspicious that the adventurers are not unconscious or, 
for example, the common room door is open, he returns 
to the cellar and warns the other mutants, who close the 
trapdoor and continue the ceremony. If given the 
ot>t>ortunitv. Fagor hides somewhere in the inn and 

The demon attacks by biting and raking with its 
claws. Once it leaves the shrine it becomes subject 
to instability (see WFRP p215), although it is entire- 
ly stable within the shrine. For every 100 yards that 
the demon moves away from the shrine, subtract 1 
from the instability die roll (treat rolls of less than 1 
as 1). 

attempts t o  attazk a lone adventurer from behind. T H E  ROADWARDENS 
If all appears well, he immediately returns to the cellar 
~ n d  joins the other mutants in the chant. 

Unless the adventurers intervene in the ceremony the 
statue transforms into a demon. It appears as a nine-foot- 
tall, green, spindly human with a long neck and a 
hideous, oversized head. Any creature under 10' tall 
viewing it must test against Cool or become rooted to 
the spot with fear (see WFRP p68). Unfortunately for 
Hans, he is unaware of the ritual to bind the demon and 
it immediately attacks him and the mutants. The demon 
is set upon slaying all it sees and pursues any fleeing 
characters after first slaying anybody near it. 

As dawn breaks, a party of four Roadwardens approach 
the Hooded Man. Their reaction to the adventurers or 
anyone else depends on putting the worst possible inter- 
pretation on the scene they find. Unless, for example, the 
adventurers can produce mutant bodies or captives - or 
some other proof of what really happened - the Road- 
wardens choose to believe that the adventurers were mix- 
ed up in whatever has been going on. At the very least, 
charges of murdering the landlord and the others are 
likely to be preferred, along with any other charges that 
solve open cases in the Roadwardens' patrol area. 

Even if they are convinced of the adventurers' innocence, 
the matter of what has occurred at the inn still has to be 
cleared up. The Roadwardens expect and insist that the 
adventurers accompany them to the nearest town so that 
the whole affair can be dealt with a in proper manner. 
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This adventure is suitable for intermediate or higher level characters. It is 
set in the area covered bv ICE'S Southern Mirkwood camvaim suvvlement. 
or alternatively the ~ G o r l a d  and the Dead Marshes adv&ntuk back. TO 
play this adventure straight off you will require the MEW rulebook and 
Southern Mirkwoodor Dugorlad; otherwise you will need to spend a little 
while adapting it for your own campaign. 
The adventure is organised into two sections. The first includes this 
introduction and notes, along with The Plot, a selection of helpful and 
misleading events under the heading Rumours, and the satistics for principal 
NPCs and creatures to be encountered (this is to be found at the end of the 
adventure). The second section comprises five essays giving background 
information on the different elements of the plotline. You may also find these 
useful in their own right as additions to the MEW supplements if you 
regularly play MEW. Owing to its freeform nature, you are advised to be 
very familiar with the plot before attempting to run this adventure. 

Quotations in the text are from TheLord ofthe Rings (Vol.11, Book 3, Ch.4; 
and Vol.III, Appendix F) and The Silmarillion (Quenta Silmarillion, Ch.1 
and 2). The original inspiration for the scenario came from the tale of 
Aldarion and Erendis in Unjinished Tales. All these works are by J R R and 
C J R Tolkien. 

TaurLlantb does not follow a straight course of action. Events take place, 
but it is up to the characters to react to them and 
events. In the following section there are guidelines for suggested activities 
at each stage, but you are at liberty to adapt these as you see fit to suit the 
style of adventure you and your players prefer. 

OUTLINE 
A group of Entwives (the Nc5lenorolvar), from the lost female branch of the 
ancient race of Onodrim, have returned to their former home in northwest 
Middle-earth in a great land-going ship called the TaurLlant6. They have 
with them a 'magic item' which they hope will cure their blighted gardens 
of the curse that Sauron laid on them, but they need to have time to transfer 
it into the ground. ~ssistance from the descendants of the wild men to whom 
they taught the art of agriculture should be able to give them the time they 

1. The Arrival Of Taurl;fantb 
The great vessel may arrive 'before' the adventure proper starts. The 
characters get to hear of it from gossip in a village or town they are resting 
in, or from some NPCs they encounter during or after their last adventure. 
Such a wonder will surely be a talking point for many miles around. 
Alternatively, you may have the adventure start with the characte rsthemselves 
witnessing the arrival of the vessel late one afternoon. 

The TaurCfantb settles somewhere on the Talath Harroch in Dor Rhhen, 
south of   irk wood and east of the Emyn Muil. The exact site is left to you, 
but it will be in a rather desolate area at the edge of the Brown Lands. This 
is the limit for easy travel with the ~avannen (&e spirits moving the vessel); 
to push them further might harm them. Settlements in the area (but not close 
by - the N61enorolvar have deliberately kept out of the way of human 
habitation) include Gondorean outposts, Asdriag camp sites and outlying 
Gramuz villages and farms. 

2. Initial Reactions 
The Taurefant6 lays quiet for some days. Characters in the area may pick 
up tales concerning the vessel; these are covered in the Rumours section. 
Select these randomly or choose them to suit appropriate actions of the 
characters. This is a good time for the characters to investigate the vessel, 
seek advice elsewhere, make plans and so on. Hopefully, they will end up 
very confused and none the wiser, unless they have been exceedingly clever 
or lucky. 

During this time, some of the N61enorolvar leave the vessel secretly to seek 
out the leaders of the Uerdakyn cults in the vicinity; around this time Sauron 
learns something of the nature of the vessel and if the player characters are 
being noticeably interested in it, Thendrik is sent to try to recruit them. 

At theend of this period a council of the Uerdakynpriests is held. Although 
not secret, it is strictly guarded and very hard to At the council, 
a Unadacalled Singal6tE addresses the priests and seeks their aid in planting 
the Rune of Power in the Brown Lands to make them flourish again. All the 
priests are tremendously excited about the meeting with one of the ancient 
Mistresses and her scheme, but then start bickering about where the 
Valquetta-i-Olvar should be planted. Many desire it for the benefit of their 
own regions, and no easy compromise can be found. The debate goes on 
for a few days, and ends with perhaps half of the priests walking out. The 
rest agree to assist in the transferral of the Word of Power to a spot in the centre 
of the Brown Lands. 
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might otherwise be corrupted or destroyed. The 

te harassment, the TaurL.fant6 reaches the site. There it 
n into the earth, so that the level of Belowdeck is the same 

e Vhlquettu-i-Olvar 
ist the aid of the Uerdakyn in transplanting the 

ending available agents. 

Q: The End of it All) 
the N6lenorolvar's workand effort is doomedto yield but little 
tothe fathomless depths of Sauron's iniquity. The DarkLord's 
denly arrives on the scene, or reveals himlherself, producing 



A. Singing Zfthe PCs are present: The characters cannot identify them either. Careful 
Faint singing is heard emanating from the unearthly vessel, gentle and examination of their possessions may suggest that they were thieves. 
rhythmical yet somehw weird and mysterious. Differing internretations could 
GPut on thimusic, since no mrds &bedwthguished.kh& the lSpbitive GM: mese are indeed ape ofGondoTean~eves Who investigaMthevessel 
sounds could even be said to be sinister - perhaps they form part of some t, closely and were slain after attacking he Enadai. 
unknown ritual.. . 

E. nying Tonight 
Zfthe PCs are present: Closer to, the singing resembles more the s~unds of A giant creature is seen in the vicinity of the vessel, flying across the face of 
nature in the open air; it lies somewhere between birdsong, the humming of the moon. It is vaguely bat-like, being black with membranous flapping wings. 
busy insects and the rustle of leaves in trees on a windy day. If anyone listening Any of the following attributes may be given to it by the tale-teller: it was 
knows Quenya to rank 4 or better, they might "imagine" that the sound is of mounted by a rider clad in swathes of black; it was a fearsome beast but without 
a strange choir, singing in some exotic dialect of Quenya from years past; a rider; it had glowing red eyes; it had a halo of guttering flame; it bore a man 
however no sense may be made of it. clad in white wielding a sword of gold; it was really a black eagle with the 

sign of the Eye on the underside of its wings. 
B. The Wake 
Small springs have welling inthe pathofthevessel and inthe area where Ifthe PCs are present: Successful Perception Rolls may give additional 
it now rests. Plants are flourishing there - some might say quite u - w y .  informationasa~~riatefor either Faroh Morchaintormagaur; note that 
However, this strange wake demonstrates quite plainly that the vessel came if you repeat this encounter @erhaps Once as a and another time as a 
out of the East. witnessed event), you should confuse the characters by using the other Del- 

=&the second time. Any Percevtion Roll will be at a simificant ~enaltv " . , 
due to the darkness and dishce in(o1ved. 

Zfthe PCs are present: Closer investigation of the plants and springs shows 
that the water is very pure but both poisonous plants and herbs are growing 
amongst the more usual plants of the region; for example: Bright Blue Eyes, 
Splayfoot Goodwort, Muilfana and Silrnaana (see Southern Mirkwood p53 
and MEW p85). 

C Evil Corpses 
The bodies of half a dozen orcs and a troll are found close to the vessel. The 
bodies are severely mutilated, even to the extent of being 'shredded'. Their 
weaDons are sdintered and broken. their armour tom and useless. There are 
no signs of thk evil ones' opponenk. Some may interpret this as a sign that 
the vessel is the home of good creatures who have defended themselves 
successfully; others might that the orcs came from the vessel and, having 
been severely punished, their bodies were thrown from it. 

Ifthe PCs are present: A k r y  Hard (-30) Tracking Roll will reveal that the 
orcs came fr& the south, went right up to the vessel, and then were returning 
south before being set uwn and killed. Five successful Tracking Rolls are 
necessary to trail &e orcsback to the secret entmnce to ~ o l  Guldur & the ~ m y n  
Muil. There are no signs of opponents, even with Absolute Success on the 
roll. All the cornses are ~ e r h m s  slightlv dirtier than usual (even for orcs and 
trolls). This is &cause hey Gere k&d in a 'churning' (s& ~ 6 l ~ m r o l v a r ) .  

D. Odd Couple 
T h  corpses are found close to the nearest human habitation, apparently 
dumped there. One is a middle-aged man, the other a younger woman. Both 
are moderately well dressed, although the clothes are ruined. Both died from 
crushing blows or perhaps a bad fall. Neither is known to anyone hereabouts. 

ABBREVIATIONS USED IN MERP 

Ag Agility bs broadsword 
AP A P V ~  el club 
AT Armour lype cp composite bow 

NO no armour da dagger 
SL soft leather kn knife 
RL rigid leather qs quarterstaff 
CH chainmail sc scimitar 
PL platemail SP Spear 
+S shield 

Co Constitution M Medium 
DB Defensive Bonus Large 
k Intelligence H Huge 

It Intuition Bi bite 
OB Offensive Bonus C1 claw 
PP Power Points Cr crush 
Pr presence Gr grapple 
Q: Q u e w  

Rh: RhomnionTongue Spd Speed 
RR Resistance Roll MD medium (65') 
S: Sindarin MF moderately fast (80') 
St Strength FA fast (Ilo? 
Wo)l(No) levellrank VF veryfast (140') 



E Cmzd Priest When the vessel mwes it seemsto glide through the earth, propelled by nothing 
One of the Uerdakyn priests performs a blood sacrifice near the vessel, to more than the urge of the soil. The great furrow it drags closes wer behind 
honour the Earth Mothers' return. Some telling this story will go on to say it, leaving only a wake of rapidly growing wild plants which flower the next 

i how the sky turned black and thunder rolled in from the hills as if they were day, creating a narrow swathe of blue and red across the green grasslands of 
in agony; others might also maliciously add that the priest was aided by an the Plain of Rhovanion. 
invisible creature fromthe vessel (though how this was divined is not revealed). I I The ship has been built by the Enadai known as the N6lenorolvar. Its 

Ifthe PCsarepresenr: The priest is gripped in a violent passion, and sacrifices 
a pair of goats on a makeshift altar. He is obviously mad if approached. After 
his ritual, he faints butthere islittleeffect; that night, however, there isatenific 
thunderstorm. Magical divination or weather-readine skills will determine 
that the storm is n a h .  It will not be possible for thezharacters to reach the 
priest before he completes the ritual. The priest is scruffily dressed and one 
of the itinerant Uerdakyn priests occasionally met. 

G. Shadows at Night 
One night, the side of thevessel opens and 'something' comes out. A number 
of shadowy forms are seen; these are of indeterminate height, size and even 
shape. Some will maintain that they are wights or wraiths or some other malefic 
undead creature come to poison the land and slay their children; others think 
they must be ancient spirits from Arnan lost on a voyage through the Three 
Worlds. 

If the PCs are present: Even the best Perception Roll yields no more 
information. The forms glide over the earth and, since the night is so dark, 
they soondisappear from view. They do leave tracks which can be seen in the 
morning, but half a mile from the vessel they diverge and can no longer be 
followed. The tracks are unlike anything anyone in the party has seen before. 

- -- 

T a ~ l i n d e E t u n i v a ~ ~ r ,  an Entish Q u e n y a d  which loosely 
means wood-singing-great-wooden-whale-wanderin, is a huge 
wooden vessel built by the N6lenorolvar to transport their own version of the 
Valquetta-i-Olvar to the Brown Lands and heal them of the curse with which 
Sauron afflicted them. It is known as the Taur@ant8 for brevity's sake. 

The vessel vaguely resembles avast shiplikethe Ark. It has nomasts as such, 
although two posts support a massive canopy of some sort which entirely drapes 
the top of the vessel. When first sighted, it will probably appear much closer 
than it really is, since it is built on such a huge scale. From prow to stern it 
is at least 300 yards long, and its bulk towers more than 200 feet into the air. 
Close to it has a wrecked appearance, covered in living plants which may be 
seaweed or vines, encrusted with algae, mosses and lichens. The hull is dark 
g W  and brown, built of an unidentifiable wood, or possibly 
stone, , . - - while the canopy is sallow, tinged with green and brawn 

, +.,stains. 

wnstru&on and method ofpropulsion are beyond the divination of mortals, 
and even the Elves. Within the vessel is a marvel to match anv currentlv in 
northwest Middle-earth: the Valquetta-i-Olvar. Myriad bear& of light spill 
down from concealed portals in the sides of the hull onto a rich bed of soil 
svread across the Belowdeck. Here thrives a comvlex communitv which. 
&ugh its inner bonding and wrrespondence with &e word of Pow& invoked 
by Yavanna, channels the power of the Song of Creation itself. There are tall 
shrubs and spreading bushes, grasses and creepers, lofty, slender reeds and 
palms, vibrant undergrowth and layer upon layer of leafy vegetation. Birds 
fly and sing amongst the plant life, small mammals push through the fallen 
leaves and chew on mots, insedsdart from flower to flower, worms and termites 
turn the soil, even microbes flourish in the humus. 

As well as light, the matrix ofplants needs water, and this is supplied by the 
canopy wer the Upperdeck. An integral part of the Word of Power is a prolific 
species of s h r m  (S: mansirrim'm), and the Enaclai collect the silk fmmthese 
silkworms to maintain the canopy. Every dawn dew forms on the underside 
of the canopy and rivulets trickle and run down to vats and pools on the 
Belowdeck. In this way only purified and benign waters feed the Valquetta- 
i-Olvar. 

If the Beloudeck is an apparently chaotic jungle ofplants and wild&, dappled 
with golden beams and misty vapours, the Upperdeckis amore orderly place. 
The N61enorolvar have their living space here, amid grassy and mossy lawns 
edged with delicate flowering plants. Only a shallow layer of soil covers this 
deck, but it has been 'landscaped' with boulders and shrubs. An even light 
permeates the canopy, which is occasionally rolled right back. Round holes 
lead down to the Belowdeck, living ladders of woven ivy stretching over one 
hundred feet into the greenery. 

A community of some twenty-eight N6lenorolvar, ofwidely differing types, 
dwell on the vessel. All have some knawledge of the Valquetta-i-Olvar and 
can use its Power on the vessel or in the vicinity. When they venture further 
abroad, however, they will be without the protection of the Yavannen while 
in the Brown Lands, until the Valquetta-i-Olvar has been transplanted and given 
time to work against Sauron's mortal curse. 

The N6lenorolvar are careful to hide their presence on board from any prying 
eyes. They are especially watchful for Sauron's agents; they know they cannot 
hope to escape his attention but realise that caution and discretion will make 
the success of their mission much more probable. Their leader, a stern, dark 
green hued Unada with flares of bright golden eyebrows and tresses like a 
flowering broom, is the commanding Chhtith. She is the guiding spirit of 
the expedition, and inspires some of the more diffident Enadai. 



Despite their precautions, careful observers will be able to see shadowy shapes 
moving behind the canopy with a successful Perception Roll. However, even 
someone capable of flying close to the vessel's Upperdeck will see no more 
than this. Anyone coming close to the vessel will be discouraged; the 
N6lenorolvar will summon the Yavannen by singing and seek to disturb those 
present. First they simply cause the ground to shake and shudder, then seek 
to drive the intruders back. If this fails, two or three Enadai silently come 
through secret portalsin the side of the vessel and cause the Churning of the Soil. 

If you wish to have alternative explanations for the provenance of the vessel, 
local sources may offer any of the following: 

1. Thevessel is a Ship of the Dead. Part of Ar-Pharazan's 'Golden Fleet' 
sent to invade Westernnesse at the end of the Second Age. the s h i ~  was 
doomed rather than sunk in the cataclysm that swall&&l ~iunknor. 
Since that dreadful day, the ship has sailed the seas and lands of the 
world, manned by an uncaring and undead crew, cursed to wander 
eternally that men should never forget the folly of the King. 

2. The vessel is a ship of elven design, manufactured frommagical wood 
that can fly or float or traverse the land. It has come from beyond 
Rhhen, passing undetected through uninhabited wastes on a secret 
mission to challenge the Necromancer in Do1 Guldur. The ship has 
weapons of great strength to blast the tower to rubble and destroy the 
evil lurking therein. 

3. The vessel is a Corsair reaver gripped by acyclone and whirled through 
the atmos~here hi& above the face of Arda until it came c r a s h  down 
here, disxksted Gd  beached miles from the sea. 1t has beenpo&ssed 
by orcs or some other race of evil creatures who are planning to launch 
an attack from it at the behest of their foul Master. 

4. The vessel is the creation of the Wainriders, home to thousands of a 
new tribe of sorcerers fromthe far East, out to dominate the region and 
claim it for their own. These barbaric worshippers of the Dark Lord 
have perverted the trees and rocks and all other aspects of Nature, 
bending them to their will and purpose to create this Ark to carry them 
so many leagues. Soon a hellish horde will burst forth in a black tide 
and sweep all before them. 

#ib' 

The N6lenorolvar are a select branch of the Enadai, knownto Common Men 
as the Entwives. It is with them that this story has grown; it is their ideas that 
have been nurtured and blossomed, and the 
Taur2lindeletunivafantBmndoven2mbar is the fruit of their labours. We will 
start by recounting their history, such as it is known to us. 

Professor Tolkien described the Ents as being "the most ancient people 
surviving in the Third Age''. In his translation of the Red Book of Westmarch, 
he relates a conversation shared by the Hobbits Meriadoc and Peregrine with 
Fangorn the Ent which gave us, until recently, all the extant information 
regarding the Entwives. 

"The Ents gave their love to things that they met in the 
world.. . loved the great trees, and the wild woods, and the slopes 
of the high hills; and they dmnk of the mountain streams, and ate 
only suchfiit as the trees let fall in theirpath.. . But the Entwives 
gave their minds to the lesser trees, and to the meah in the 
sunshine beyond the feet of the forests; and they saw the sloe in the 
thicket, and the wild apple and the cherry blossoming in spring, 
and the green herbs in the waterland in summer, and the seedling 
grasses in the autumn fields.. . The Entwives ordered them to grow 
according to their wishes, and bear leaf andfruit to their liking.. . 
So the Entwives made gardens to live in.. . 

"When the Darkness came the Entwives crossed the Great 
River, and made new gardens, and tilled nmfields. After the 
Darkness was o v e r t h m  the land of the Enm'ves blossomed 
richly, and their fields were full of corn. Many men learned the 
crafts of the Entwives and honoured them greatly; but we were 
only a legend to them, a secret in the heart of the forest. 

"Long ago.. . we crossed the Anduin and came to their land; 
but we found a desert: it was all burned and uprooted, for war had 
passed over it. But the Entwives were not there. Long we called, 
and long we searched.. . " 

The Ents never discovered whence the Entwives had departed after the 
desecration of the Brown Lands by Sauron, and there are none surviving in 
Middle-earth save the oldest Ents who can still remember what the Entwives 
looked like. Fangorn described a Unada thus: 

"Fimbrethil - veryfair she was in my eyes, though little like 
the Enttmiden of old.. . Hairparched by the sun to the hue of ripe 
corn and cheeks like red apples. " 

An ancient vellum written in old Quenya by theNoldorpoet KistorE describes 
an encounter with a small group of Enadai during his travels to the East: 

"One stood swaying like a stand of harvested wheat, with a 
flared golden head and a slender body which bent gracefully with 
the rustling wind; another was green and sturdy and somehow 
leafy, like a waterplantain, herpink-centred boughs and 
variegated veins like a delicate tmcery of lace, and surrounding 
her was a hazy cloud of scent; the third and fourth were quite 
similar - tall and erect, a deep green with magniJicent plumes of 
creamy white on their crests. These sisters resembled the great 
grasses of the savannah and the pampas.. . 

"i%eir motion was S W I ~  andfluid, like the wind rippling 
across afield in May. And yet something seemed to move with 
them below the ground; there was a tremor, like standing upon the 
skin of a taut drum, and a thrill passed one by. Did the earth crest 
and move them, as the waves of the wide ocean move banks of 
seaweed? I do not know. Only - I fancied that perhaps they are like 
unto the islanu's of ice I have seen in Northern Seas and 
HelcanW, whose bulk lies hidden from sight beneath the water. " 

He later states: 

"The Enadai have g m  much less like the Onodrim we know 
in Middle-earth. They have become closer to the plants they love; 
the plants of the water margins and the hedgerows, and most of all 
the cultivatedplants of thefield and the orchard. n o ,  they have 
grown closer to the soil and the creatures that move and dwell in 
it. 

'Yust as the Onodrim are Shepherds and Masters of the Trees, 
so their departed and estranged spouses may be thought Farmers 
and Mistresses of the Soil. lke Onodrim on occasion can speak to 
the Huorns, the spirits of the trees, wakening them and causing the 
wood to move. The Enadai sing to the Yavannen, the quiescent 
spirits of the earth. When the Yavannen hear the song of the 
Enadai, they rise up and obey their bidding. The Yavannen can 
inhubit the earth and the soil, or the myriad plants that grow close 
to it, or even the creatures and animals that live in the soil. Some 
Yavannen have an afinity for water and slip through streams and 
pools, unseen and felt only as a passing eddy or current. It is with 
the aid of the Yavannen that the Enadai work their magic green 
touch upon the land. " 



to the amount of damage they took; those failing are afflicted with a mortal 
fear ofbare earth, roots and so on. This phobia will stay with them for 3d6x10 
years unless cured (needs Mental Cures spell). 

The Enadai have a +25 to saves against spells of Channelling and have 1-2 
xlevel h e r  Points fromthat realm to use in plant-affectq, weather-aEectmg 
and protection spells. A Unada is Extremely Hard (-50) to spot if there are 
any reasonable size plants in the area. They leave little or no trail and move 
Very Fast. 

Individual Yavannen may be anything from kt through to 10th level, and are 
only affected by magic. They will have 55-100 hits, with no 'armour'. They 
are invisible and mostly undetectable; if attacked with a magic weapon they 
will have an effective DB of 60-75. 

Notable Enadai: 
There are two notable Enadai on the vessel with whom the characters may 
come into contact during the wurse of the adventure. These are Ckidth,  
the leader of the N61enorolvar, and Singalbtii, a Unada who addresses the 

The rest of the story we must piece together for ourselves. We know Sauron council of Uerdakyn priests. 
w e  terrible necromancies of drought and dessication and poisoned the lands 
used by the ~outh of the  ree en wood. mere incursion of warring Cdniffith (Q: Commanding Anger) is a stern and determined Entwife who 
bands wuld have made the land so desolate that the Entwives could not restore cares deeply abut the hk ofthe Free in Endor. 
it. Being unable to heal their gardens, they chose exile in the East, where an She mission as not the Enad
untamed continent stretched before them unlike the troubled northwest of of the region. But most importantly for her is the possibility ofrejoining the 
Endor. Onodrim, and seeking out her long lost lwe. Although very good at organising 

her fellow Enadai, C6nidth is not very adept at speaking with men or similar 
Before they departed, however, their interadon with the men of the region races. Shedoes have a beautiful singingvoice, and generally leads the chants 
was deep enough to become a permanent legacy. Today there are still priests to call the Yavannen. Chidith appears as dark green and somewhat prickly 
of the Uerdakyn in Rhovanion, men and women who worship in the Cult of at first, but when she sings she reveals a lighter and softer side. 
the Earth and Growing Things. In the mind of man, the memory of the benign 
Mistresses who taught them the skills of tilling, sowing and reaping has been Singalbti! (Q: Many Rowers) is somewhat younger than her leader, and had 
much altered, SO that the Enadai are remembered as goddesses with vast and gmterdealings with men in the time before the Enadai left the B m  Lands. 
wondrous powem, who still live hidden amongst the plants and rocks, in the She is much happier than any of the other N6lenorolvar at speaking to men, 
soil and the waters; spirits who bring down the rain and clear the skies that and therefore she has volunteered to risk visi* the priest's council. Sitlgal6e 
the sun might shine. looks rather leafy and bushy, and speaks in a rather jolly tone. In colouring 

4- 
she is veined with pink striations giving her a delicate appearance; however 
she is still exceedingly strong and very tough. Her appealing voice gives her 

Most of the Enadai 'spowers come fromtheir association with the Yavannen. a +25 bonus for Influencing men. 
The latter were spirit creatures who existed partially in this world and also 
in another, in the same manner as the ulairi or undead. They were forced to 
depart theBrown Lands because Sauron's magic caused any Yavannen tarrying 
there to expire. Now the N6lenorolvar feel that they can return and counteract 
the Dark Lord's essence with the klquetta-i-Olvar. 

In the Beginning of Days, Yavanna KementAri of the Aratar was charged with 
the ordering of things that grow upon the face of Ada. She it was that caused 

Like the greatly in appearance and other aspects. plants and trees to sprout and flourish and blossom when first the Two Lamps for these are therefore given in general were lit and shone upon the soil. And when the dark came, so we are told, 
"Yavanna.. . was unwilling to forsake the Lands; for all things that grow are 

A unada is typically 15th to 25th level, with around 100 hits. Their smaller dear to her.. . . Therefore.. . she would come at times and heal the hurts of 
size and less robust stature makes them more vulnerable to attacks and they kielkor." 
similarly fear fire. Their defence is roughly equivalent to Chain, with a DB 
of 40 to 60. They can employ (but will only do so in dire circumstances) either 4- 
a Grapple or Crush attack, with an OB of go+. They are either large or huge Later, when Yavanna learnt of Ilrivatar's plan that the olvar, the whole realm 
creatures, m y  being able to physically d m  themselves up to a greater height of plants, should be open toany abusefromkschildren, she grieved forthem 
(and reach) than at first perceived. and went to Manwe. "King of Ada,' she said, 'all my works are dear to me. 

Shall nothing that I havedevised be free fromthe dominion of others?' Manwe 
answered her, saying, 'When the Children awake, then the thought of Yavanna 

A Unada can use her song to call on the Yavannen when in trouble. A gentle will awake also, and it will summon spirits from afar, and they will go among 
humming will setthe gmundmwing for 30 feet around her, or for 10 feet around the kelvarand the olvar, and some will dwell therein, and theirjust anger shall 
a point up to 100 yards distant. These movements will be felt as an Unbalancing be feared.'" 
attack with an OB of up to 50. Alternatively, the Yavannen can 'infest' plants 
making them mwe and grab opponents in the same area. Small creatures will Yavanna's protection of the plant world led her to establish a number of 
be held fast, larger ones havii their mwernent b y  25 % 0 % or 75 % . sanctuaries where there would reside great powers for healing harm inflicted 
Huge creatum will be unaffected. These songs need at least 1 minute to take by evil upon her creations. She took t~emendous pains to devise a way of 
effect, and the longerthq. go on for, the greaterthepossibleeffect. Other fom concealing both the power and its source, so that it could be neither discovered 
of attack are possible, such as Tripping or Snaring. nor afflicted by Melkor or any other who should take his side in the eternal -- struggle. Her solution was thecreation ofa living Word of k r ;  an herbaceous 

manifestation of one of the phrases of the Song Ainulindalii. 
However, the most fearsome power of the Yavannen under the power of the 
Enadai is that of Churning the Soil. All animal and plant life is sucked down Deep in the heart of thevast continent of Endor, also known as Middle-earth, 
below the soil by the spirits and buried there whilebeing ground and shredded Yavanna Kementiiri, spouse of Aule, once rested following strife with Morgoth. 
by stones, tiny animals and unyielding roots. All motionless creatures sink In their battles, thehtarhad discovered just how monstrously Morgoth had 
12" each round while in the affected area (up to the maximum depth of the been able to pervert their creations, turning them into hideous mutations. To 
soil). If a creature can move, it sinks 1" less for each 10' of movement it has. prevent more interferencewith herbelwed plants here, Yavannarnadeagarden, 
Being attacked in this way is terrifying, and anyone witnessing it will also be setting the Word of Power once more into the ground as a matrix of living and 
afflicted with Fear. Death shortly follows burial, and even if rescued those growing things, both of kelvar and olvar. 
who havebeen submerged may have earth blocking their nostrils and mouth. 
Anyone surviving burial must make a 10th level RR, with a penalty equal 4- 



This matrix was virtually indestructible and even capable of reproducing itself 
in smaller and modifiedversions. It vreserved the svirit of Yavanna's u m s e  
and her energy in order to ensure ~ o r g o t h  and hi's minions could hotLtaint 
the beauty she had envisaged and helped to fashion. This was one of the 
safeguards Eru-Il6vatar had allowed her along with the Onodrim. When the 
Enadai migrated eastwards they encountered the Valquetta-i-Olvar, this garden 
of wonderful beauty and power. 

Naturally enough, the rune of plants held great fascination for some of the 
Enadai and they stayed to help tend and study the garden. These dedicated 
creatures grew even wiser in the ways of Yavanna and became known as the 
N6lenorolvar. Although with time their numbers dwindled, inmuch the same 
way as those of the Enyd they left behind, they each grew in stature. All 
remembered the terrible desolation and harsh taint of the soil that had driven 
themout of their homeland, and they yearned to return. Some eventually came 
to understand something of the nature of the Word that grew about them, and 
perceived that they might be able to use its power to combat Sawn's lingering 
malignancy that blighted the plains of Southern Rhwanion. 

The Valquetta-i-Olvar has thus been duplicated on the 
~adlindegm&t6randwenembar and transporkxi to the site of the 
Enadai's ancient dwelling places in the Brown Lands. 

(Q: Dread Host of Night.) There are several wert and cwert opponents sent 
bv Sauron (the Necromancer) to investigate the vessel and then to thwart the 
~6l~norol;ar's aim. use theh at the apfiopriate times, ignoring any that are 
unsuitable (too weak or too powerful) for the adventuring party. 

Babbad & G m r  
These two are a pair of Olog-hai from Do1 Guldur, vicious black trolls armed 
with spiked clubs. They have been sent to try to capture one of the inhabitants 
of the vessel, something which they should surely be large enough and 
dangerous enough to do, unless the denizens are powerful indeed. Babbad 
is the brighter of the two, while Grattar is keen-sighted for atroll and somewhat 
larger. f i e y  will seek to kill anyone associating themselves with the vessel 
if thev cannot ca~ture them easilv. Each carries a auantitv of nme and twine. 
and ;net set wih little metal hodks. They also ha6  a flaikeac6 of the orcish 
revivative cordial, several large sacks,-a small quantity of treasure (gold 
iewellerv. carved bone and ivorv. chunks of semi-~recious crvstal etc) carried 
h belt Guches, and a se1ectio;;bf iron knives, wickedly birbed i d  honed 
to a fine edge. 

Faroth Morchaint (S: Shadow Huntress) 

Faroth is a half-elven scout with a peculiar upbringing and background. Her 

great speed and agility, poweroverdarknessand indarkplaces, and resistance 
to normal weapons. Most importantly, she can assume a giant bat-like form 
and fly through the night with total silence and deadliness. Additionally, she 
owns a magic cloak which lends more magic powers including concealment, - .  

protectionand movement. 

Faroth Morchaint and Vilagaur do not operate together; the purpose of having 
two similar opponents in this adventure is to confuse the players. Should they 
learn the identity of one, have them encounter the other next time to throw 
them off and ruin any plans they might have prepared. Both have similar aims, 
of course. One or other appears whenever there's an opportunity h r  sabotaging 
the Entwives' plans, or any activities that the player characters areundertaking 
on their behalf. Both take extreme pains never to be caught or slain, though 
they don't mind riskmg a little harm. They are also sensible in their use of magic 
and won't werstretch themselves. Both these foes are dangerous and should 
be used with careful restraint against lower level parties. 

Thendrik 
Thendrik is another agent of the Dark, but does not serve Sauron directly. He 
is ernplod by one of the cults of dark priests who worshb the images of 
~ o r g b ~ a n d  s a w n  as the black b r d s  d ~ i g h t .  ~e is a ~ a n i e r  of thedains, 
a Gramuz Northman from central Rhwanion. He appears fair and pleasant 
of character, only revealing his darker side in unintentional slips - and these 
very infrequently. He is known to many of the villages in the area as a tough 
man, sometimes distant and cool, but respectable. Strangely enough, ifanyone 
is pressed, noone can ascribe to him any noble or even useful deed, but neither 
are there any evil tales of him. 

He dresses in traditional dull brown and green linen clothes and wears a steel 
and brass scale mail shirt. He has hair of a sandy wlour and the healthy look 
ofthe outdoors; his eyes are blue and he sports atrimmed beard and moustache. 
He wears a well-worn broadsword and carries a bundle of four light spears, 
suitable for throwing or using in the hand. He also has an unusual ivory knife 
in a stained bone sheath, and around his neck is a silver chain pendant set with 
a small ruby. All these three items are magical; the sheath can cast Tracking 
twice per day and the ruby is a x2 PP multiplier. Thendrik himself knows some 
magic spells. 

Thendrik will seek the aid of the characters, professing to be concerned about 
the suborning of some of the local religions by the forces of evil. The arrival 
of the Dark Ship (as he insists on calling it) is a sign that some great evil is 
soon to be released, a spell or ritual that might permanently blight all the lands 
and forests east of the Anduin. He will attempt to persuade the characters to 
launch an attack on the Dark Ship, or, failing that, to attack the N6lenorolvar 
when they start the transplanting of the Valquetta-i-Olvar. 

Morgon-idncahgon (S: The Black Stone of Ancalagon) - - 
mother was a ~indarinenchantress seduced by one of the evil ~ -hn i sh  kings ne ~ l ~ ~ k  stone is a very potent magical item dating back to the days 
Sauron had chosen his of the Ring. The product of this First Age when Morgoth fought the Elves in Beleriand. The Stone is a 
unholy alliance was brought up by an amoral mother and a father dwindling magically-bound breath of fire from the arch-Dragon Ancalagon the Black, 
jnto undead servitude as a Ring-wrath. She now servesthe Darkbrdas the mightiest Dragon ever to roam Middleearth. It resembles a rough chunk 
as a spy and agent, and as an assassin. of coal or volcanic rock. ~itted and scarred. Bv chanting a certain verse. the 

power locked within 6; Stone bursts forth: unleash& a torrent of all- 
Faroth has many peculiar skills and abilities, including a welldeveloped consuming fire which spews for 150 yards in every direction. Anything other 
empathy with her 'pet' Great Bat, Daemm2 (S: Dark Wings). She is talented than a servant ofthe Secret Fire or a wielder of the W e o f  Anorwillbe reduced 
in the magical realm of Essence, and has been entrusted with an Eye Amulet to ashes instantaneously on contact with the blast: alternatively you could treat 
to boost her powers. This amulet is of a strange alloy metal and precious stone it as a +300 Fire Ball attack, with repeated heat criticals every round until 
like tiger's eye which glows luminously when its power is drawn on; tobeused the area is left. 
it has to be placed to the forehead. Its use also allows the Dark Lord access 
to her thoughts and perceptions. She also (naturally) knows the use of poison 
and carries Asgurath, Blade Hemlock and Jegga. Other offensive abilities 
include her Morgul-knife, the dread blade which can send a victim into the 
shadow world of wraiths, and a magical gold ring shaped like the body and 
head of a blackdmgon which can shoot a Darkbolt three times aday. 'Qpically, 
Faroth likes to fly silently and swoop upon avictim, using poisoned blowdarts 
from a distance (or sometimes a composite bow), and either a scimitar or the 
Morgul-knife close to. Daerame can attack with her when commanded. 

Whgaur (S: Sky-werewolf) 

This servant of Sauron is a kindred spirit of Faroth Morchaint, and yet a far 
more deadly original. For Vilagaur is a true vampiress, a fearsome creature 
with legendary magical abilities, abeing shrouded in her own race's secrecy 
and night-time life. Little is known of vampires, and all of it bad. Whence they 
came, only Morgoth and his chief servants might guess. 

Vflagaur has innate magical skills owing to her supernatural origin. These 
include talons capable of tearing through even metal armour, 



One of the D e l - m b E  possesses the Morgon - t 
of the adventure, so that it can be released and destroy the Valquetta-i-Olvar, 
even ifthis means death or destruction for the carrier. Only ifall the opponents 
have been removed will the Word of Power be set in place. This is necessary 
for the historical continuity of the works of Tolkien, since the Brown Lands 
do not regenerate before the Fourth Age (if then). 

Other Encounters 
You may wish to instigate other encounters which will cause problems for the 
characters; for wild beasts see Table 8.42 in Southern Mirkwood, for human 
encounters use Brigands and Bandits, Gondorean patrols and so on from the 
same source. Remember that the arrival of the Taun$m@ is a rather Wtening 
occurrence, and many animals and people will have fled the area in mortal 
fear. This means that a low level party has a good chance of getting involved 
without having to wony about dangerous Wilderland encounters. 

The Uerdakyn is the Cult ofthe Earth, a Northman religion established by 
the elders of certain Northman tribes after the departure of the Enadai from 
their homelands, to explain the origins of agricultural techniques. The Cult 
is loosely organised, tolerating individual prieststo establish themselves rather 
than having a formal hierarchy. Precedence is only established by the 
venerabilicof the priest (or p&tess) and their popular acclaim. sinceboth 
men and women work the fields, orchards and pastures, both take holy orders. 

The religion is based on a series of festivals through the year. At the end of 
winter there is the TuminaoftheSoil. then in S h e  come the FestkdofSavne 
and the ce l ebdon  o f ~ ~ o ~ s o m .  In high s&eFthe ~estival of Wzr& win& 
ushers in the change in the weather on the plains which ripens the crops and 
can sometimes bring drought. At the close of Summer is the greatest of all 
celebrations, Harvest Home, when great matters are settled, men and women 
are betrothed, and so on. Tawards the end of Autumn is Winter Warding and 
in midwinter is Yuletide. The Winter Warding is a festival of bonfiis and 
pmcessions through the fields with flaming to~hes  to keep thecold, dark spirits 
at bay. 

Communities where the Uerdakyn is observed kly on the ritual blessings of 
crops and festivals through the year to support them. They believe in ageneral 
deity of Nature, an aspect of Yavanna Kementiui. More particularly, they 
believe that she is served by an unspecified number of Earth Mothers (their 
concept of the Enadai) who will look after - in a spiritual sense - the fields, 
hedgerows, homes and pasturelands of the worshippers. These spirits are 
revered with prayer (ritual chants at daybreakand eventide, ie, before and after 
the day's work) and offerings of produce and other gifts. 

Although the spirits are not actually present, of course, priests and priestesses 
are able tochannel Power from the Valar. The concentrationof Power incertain 
places over the years has instilled them with a Power of their own, resulting 

Uerdakyn animists have access to spell lists specific to their practice, namely 
in the area of nature and agriculture. You may wish to invent new lists for them 
in addition to those listed below from the MERP rulebook: 

Animal Mastery Direct Channelling 
Nature's Lore Plant Mastery 
Protections Purifications 
Spell Defence Surface Ways 

The priests and priestesses are recognisable by their yellow and green garb, 
typically long cloaks and undergarments, trimmed with flowers and leaves 
appropriate to the time of year, or (for the more established priests) jewelled 
imitations. They usually go bareheaded, winding plants into their hair and 
even braiding and plaiting flowering creepers like ground elder or goldbine 
amongst their tresses. They wield quarterstaves and spears, and some use 
shortbows. They do not hunt, mainly surviving on donations of food, firewood 
and skins from the Cult members. Their strength is greatest when close to 
their chosenplace of Power; the exact nature of any special abilities associated 
with such places is up to you to decide. 

lkto Uerdakyn Priests 

&Idheir is a pleasant man from a small Gramuz village associated with the 
holy spring named Aerdicsbem (Rh: Spring of Light Water). The water from 
the spring is high inmineral content and slightly effervescent. Caldheir serves 
his community dutifully and is both respected and liked. He is now 52 and 
will go to attend the council of Uerdakyn addressed by the Unada. Initially, 
he will be in h o u r  of the Valquetta-i-Olvar being planted in current Gramuz 
territory, but will eventually join the group favouring the resurrection of the 
Brown Lands. 

Caldheir owns a magic staff and has special powers connected with 
Aerdicsbern. In the vicinity of the spring, he has x2 PP and an additional 48PP 
which can be used to cast spells from the Spring Waers spell list: 

1. Water Production I 
2. Water Production V 
3. Area Protection 11 
4. Waterwall 
5. Water Bolt (100'). 

He can also cast these spells away from the spring by paying half the normal 
PP cost and using a quarter-pint of Aerdicsbern water per PP used. Caldheir 
also has the skill of herblore which acts a bonus to finding and using herbs 
in the wild. 

Estrigell is a more eccentric priest. He is an aged (67), kinerant Uerdakyn 
animist given overmuch to preaching and berating the Gramuz villagers he 
comes across. At times, his religious fervour gets thebetter of himand he goes 
rather mad. You can have the characters encounter Estrigell as the teller of 
one of the rumours, or as the crazed priest of Rumour F. He has a special 
resistance ability giving him +10 RR vs Essence magic. He possesses two 
magic items: abelt o f w e n  leatherthongs dyedgreenand stitched with garnets 
which gives +5 bonus to Base Spells and Directed Spells, and adds 5PP to 
the wearer's total; and agold ring carved with the symbol of a hammer which 
can cast a spell of stunning twice per day. 

Estrigell is intended to be a nuisance to the player characters, a source of 
misinformation and annoyance. He is loud and unw-operative at all times, 

In holy springs,;vells, stones, groves and even individual trees. ~ o s t  and argues with them, chiding them ifthey are non-believers and render little 
are d e d  and attachedto one such site: othemareitinemnt and actas wandering helv. He mav be useful if the characters beg him for assistance and put up with 
preachers. Some specialise in activities such as healing (rare), helping crops hiGroratibns for a little while. He scorns gifts other than food or useful 
and livestock, and there are a few soothsayers, sages, hennits and so on. clothing and items. 

statfstl'cs 
NAME - - LEVEL PP 

N ~ ~ O R O L V X R  
Enadai 

czinirilth I 
Singalbe 

UERDAKYN 

Caldheir 

MELEE 
OB 

MISSILE NOTES 
OB 

Entwives; Large-Huge 

Entwife; Huge 

Entwife; Large 

lOsb Rural Man Animist; St76, 
Ag49,Co75 

5 s ~  Ig58, It90, Pr91, Ap63; 



NAME LEVEL PP HITS AT DB MELEE MISSILE NOTES 
OB OB 

Protections (5), Nature's Lore (9 ,  Plant Mastery (3 ,  Purifications (5), Spring Waters (5)**; Westron (3 ,  Gramuik (3 ,  bthrik (3), 
Bethteur (2), Logathig (2); MM +O, Herblore +50, Perception +45, Public Speaking +45, Use Items +40, Swim +35, StalWHide 
+30, Ride +30, Read Runes +25, LeadershiptIduence +20, Directed Spells +15, Base Spells +lo; Quarterstaff +10 OB and detect 
water within 180: 

Estrigell 4 8+5* 45 SL 10 30sp 25sp Rural Man Animist, St79, 
Ag78, Cd3, 

l5da Ig56, It96, Pr80, Ap26; 
Pmtections (4), Sulface Ways (4), Animal Mastery (4), Direct Channelling (4); Westmn (3 ,  Gramuik ( 9 ,  Logathig (3); MM +l5, 
Public Speaking +49, Ride +44, Perception +44, Use Items +29, StalkIHide +25, Disarm Traps +20, Directed Spells +23*, 
Base Spells +l3*; Magic Belt and Ring of Stunning. 

DELDURIMBI? 

Babbad 16 173 CH 25 170cl Olog-hai; Large 
Grattar 14 196 CH 25 162cl Olog-hai; Large 

Faroth 
Morchaint 9 9+E 50 SL 15 79h* 59da** *Mom-knife; **Poisoned 

64sc 59cp Half-elf Scout; St66, Ag96, 
' C050, I@, It59, Pr78, 

Ap96; 

Essence Hand (9 ,  Spirit Mastery (5), Spell Whys (5); Sindarin (5), Westron ( 3 ,  Morbeth (3 ,  Quenya (2); Empathy with Great Bats; 
MM +l5, Perception +81, StalWHide +75, Use Poison +65, Ride +49, Track +44, Flying +40 (+65 with Daerame), Leadership1 
Influence +5. 

Daerame 5 61 SL Great Bat, Spd VF 
Mounted 30 5OMBi 
Unmounted 60 75MBil60MCl 

Vilagaur 15 30 150 NO 65* lOOHCl Varnpiress; Large, Spd VF*, 
5 Spell Lists (% 10); * 
without magic cloak she is 
DB 40 and Spd FA. 

Thendrik 6 E* 67 SL/+S 25/40 77h** 62sp * x2 PP mult; ** +10 ivory 
knife; 

67bs Gramuz Ranger; St90, Ag91, 
co92, 

67sp Ig39, It83, Pr32, Ap35; 
Nature's Guises (6), Sulface W y s  (5), Spell Dejences (5); Westron (5), Gramuik (9 ,  Morbeth (4), ~othrik (3), Sindarin (3); MM +5, 
StalWHide +62, Ride +58, Perception +52, Track +48 *, Climb +48, Swim +38, Acting +25, Ambush +l5. 
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ROLEd?LAY k + , z v t  FLOOR PLANS 
"Wait"! said Imrahl, the Elf Lord stooped; bringing the flickering torchlight 

closer to the flagstone floor and the freshly carved runes. 
"Then it was as we thought" said Aviolan, "Her heart 
pounding with anticipation," "They do exist." 
"YES" said lmrahl hardly daring to believe "for here it is 

written, a new age is now upon us. Floor plans that will fire the 
imagination of Dungeon Masters everywhere and role-play will 
never be the same again for those who dare enter their domain." 

And dropping to his knees lmrahl uncovered the final rune and 
with a look of astonishment turned to Aviolan. 

NLY £2.50 "What does it say" she implored. 
plus P & P" replied Imrahl. 

YES IT'S TRUE! A new age in Role-Play floor plans! Inspirational 
and designed to offer the most versatile system yet. 
Choice of two sets interior or exterior floor plans, both feature 
exciting new concept in floor plan design. 
Each pack contains 12 cards 18cm x 27cm printed in full colour onto 

high quality board. 

What plans have you got for your next adventure! 
mmmmmmmmmm 
PLEASE ALLOW21 DAYS FOR DELIVERY 

........... exterior floor plan sets I enclose chequeIP.0. for f ................... made 
payable to Playtwice Ltd.WD1,PO Box 15, 

Total number of sets .......................... @ f2.50 WEST PD0,NOTTINGHAM NG7 2GE 
+49p P&P each. Please print your name and address clearly on 
(for orders over 6 sets enclose f 1 .OO total for P&P) the reverse of your cheque or P.O. 







HOW TO MAIL ORDER 

Make cheques payable to: 
Games Workshop Ltd 

Postago & Packlng 
Orders under €10.00 add 95p 

Eur-spe EEC add 33% for carrlage 
Other Overseas add 55% for carrlage 

Send your Mail Order & Chsqu. to: 
Games -hop Mdl Order Ltd., 

Chewon Stmt. 
Hlll Top, EasIwood. 

HOW TO TELEPH 

Simply and quickly 
orders direct to u 

107731 769522 or 

BARCLAYCARD 

XARYTUS DEATHFLAIL 

C21 Goblin Wolf Riders 
2 Wolvcs G 2 Riders for f 1.50 

Designed for use in place of plastic 
shields for those who prefer the heft of 
metal on the battlefield. Designs range 
from chaos demon faces to lawful 
symbols. Great for all manner of 
monsters and heroes. 
SH1: 12 Random Assorted Metal 

Shields for 60p. 



CROSSBOWMAN CAPTAIN SPEARER 

I SELLSWORD 
..--..--... a-. . 

CROSSBOWMAN STOUTHEART INFANTRY THE ARCHER HERO CAPTAIN AXEMAN THE BRAVE 1 I 

CASSlLOG SPECTACUS 

C27 Giant Rats 3 for f 1.95 

MELIUS VESSlLITUS RANCOR DROMBOTH I CHOOSING BASES FOR MINIATURES I DOOMSPELL SCROLLSCRIBE GULDMASTER RANKLETOm I Citadel m oroduce a wide m e t v  of ~Iastic slottabases. and a mete1 base. for use with our miniatures. 1 

GUSTAVUS DOSTOVIUS 

We have devjsed a simple key to indibate which bases are suitable for each code. Note that models 
cannot be adequately supported on bases for which they are not designed. 

m ~ o d e l  supplied wlth integral, cast-an base Circular. 25mm diameter, plastic base - 2p 
- 

msquare. 2Cmm x 20mm ~lastlc base - 2p Square. 40mm x 40mm ~lanac base - 5p 

 quar re. 25mm x 25mm plastic base - 20 ~ectangular. 25nm x 50mm prastlc base - 5p 

BHexagonal. 25mm plastnc base - 2p a Flyng Stand (2placesl - 5p 

The above are included in the advertised priceof the model. Additional plastic bases cost the indicated 
amount. 

m ~ e t a l ,  oval slottabase - 3p 

Metal slottabases are only available at an additional cost of 3p each base. 

In the future all adverts, mail order sheets and catalogues will contain these symbols toindicate which 
bases are suitable for each model or group of models. Note that only 1 base (if plastic) is actually 
supplied with any single model. Additional bases can be supplied at an additional c o n  as indicated 
above. Some models are designed to share a common base leg. C14 SNOTLINGS), in these cases 
the number of bases suDol~ed de~ends on the multiole ordered. 

"Metal Miniatures are not toys and are not suitable for 
chlldren under 12 yearsot age. They contain lead which 

may be harmful ~f chewed or swallowed." 
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ESDEVIUM GAMES 
LOW COST MAIL-ORDER SPECIALISTS - 

Come & see the BIGGEST & BEST 
Selection of Games, Rules & Accessories 

in the South 
Wide selection of boards, pieces & sets for CHESS, GO, SHOGI, MAH JONG, @ Historical Board 
BACKGAMMON, TRI-CHESS, Wargames 
CITADEL, GRENADIER, PRINCE AUGUST + ASGARD Fantasy and Science Fiction lmper~um Romanum (WEG) £26.95 

miniatures at manufacturer's prices. P&p 10% (65p min.4 1.80 max.). Hannlbal (SP) £14.95 
Clrcus Maximus (AH) £8.95 

Overseas p&p 30% ( 9 0 ~  min.) Middle Earth Role (ICE) Other Role-Playing Games Gladlator (AH) £8.95 

Bxd f 9.95 Screen £4.30, RulebookE5.95ea. Ardutn Trllogy £19.95, Lost Grtmo~re £7.50 
Mohawk (SP) £14.95 

@ ~ o r d s  of Mlddle Earth £7.95 Arduln V £6.50, Arduln VI £7.50 
Conqu~stador (AH) £16.95 

Arduln Adventure Book £5.95 
Machlavelll (AH) £13.95 

Rolemaster (ICE) f 19.95 Ghostbusters RPG (WEG) £12.95 Robln Hood (AH) £7.95 
ArmsJClaw Law £7.95, Campatgn & Character Ghost Toastles £635 

Samural (AH) E14.95 

Law E7.95 Hot Rods £6.95 Hundred Days Banle (AH) £5.95 
Spell Law £7.95 Golden Heroes (GW) £9.95 1809 Danube Campaign (Vlc) £16.95 
Cloud Lords. Slnklng Pla1nsE6.95ea. Superv!sors Pack £3.95 Napoleon (AH) £13.95 

Science Fiction Iron Wlnd £5.95, vog MUI £3.95 Legacy ot Eagles £4.95 Napoleon at Bay (AH) £22.95 

Dune (AH) £14.95 
Creatures 8 Treasures £7.95 Queen Vlctoria & the Holy Grail £2.95 Empires ln Arms (AH) £30.95 
Companion £7.95 GURPS Baslc Set £18.95 War and Peace (AH) £14.95 

Splce Harvest E7.95, The Duel £10.95 
Middle Earth Play Aids Man to Man Combat £6.95 Waterloo (AH) £13.95 

Judge Dredd Boardgame £9.95 
GuldeIMap £4.95, Map £4.50 Orc Slayer £3.95 War to the Death (Omega) £14.95 

Freedom In the Galaxy (AH) £15.95 
Northern Mlrkwood. isengard, Rangers of the Fantasy GURPS £6.95 La Belle Alliance (SPI) £2.95 * Starfleet Batties(TF) I, II 8 111 E14.95ea. 

Federation and Emplre (TF) E29.95 North, Morla I. Southern Mlrkwwd E7.95ea. Autoduel GURPS £6.95 Quatre Bras (SPI) £2.95 

F&E Fleet PackE14.95 Lorren £7.95 Hammaster RPG (Col) £13.95 Napoleon's Last Battles (SPITTSR) £15.95 

Rldersof Rohan £7.95 Hawkmwn (Ch) £14.95 Marengo 1800 (HC) £13.95 
Federatlon Star Base £7.95 
Captaln's Logs 1,2.3.4 £4.95 Heroes Unllmlted (Pd) E12.95 Napoleon in Spaln (HC) £10.95 

SSD Bwks 1-8 £4.95 ea. Runequest 111 R Justice Machlne £10.95 The Emperor Returns (COA) £18.95 

Supplement 1 C5.95,2,3 £7.95 ea. New Starter Book £7.95 lndtana Jones RF'G (TSR) £8.95, IJ1-6 E4.95ea. War of 1812 (Col) E l  2.95 

* SFB Commanders Rulebook 1,2 £10.95 ea. GM Box £21.95 LIAC1, Judge's Pack C4.95ea. 
Welbngton's Vlctory (SPI-TSR) £24.95 

* Update t £4.95, Reinforcements r5.M Players Box £17.95 Judge Dredd RPG £12.95 Bull Run (AH) U4.95 
Introduction to SFB £4.95 Monster Collseum £12.95 Judgement Day £3.95 

Dev~l's Den (AH) £20.95, (OSG) £9.95 

BanleTech (FASA) £14.95 Vlklngs £16.95 Slaughter Margln Genysburg II (AH) £15.95 
AeroTech £10.95. CltyTech £12.95 ea. HumanINon-Human Adventurer Pads £9.95 ea. Lords of Creatlon (AH) £9.95 Llnle Round Top (AH) £6.95 

BanleTech Maps Set £7.95 RQII Scenarlo- Snow Queen (Solo)£5.95 Horn of Roland. Yet, Sanctton. Omegakron Clvll War (VIC) £18.95 

Blueprints, Technical Readout £7.95 ea. £6.95 ea. Mosby's Ralders (Vo) S E16.95 

Black Widow, Fox's Teeth E4.95ea. Ysgarth Rule System R £9.95 Marvel Superheroes Game (TSR) £9.95 Shlloh, Chlckamauga (WEG) E13.95ea. 
Mech Wanlor R £8.95 Supplements 1-4 £2.25-a. or £7.95 the set MSH Advanced Set £9.95 Rebel Sabers (SPIITSR) £21.95 
Cranston Snord's Irregulars £5.95 Ysgarth Adventuresf 1.95 (Adv. 6) £2.30 MA1 Chlldren of the Atom £7.50 Patrol (SPI) £5.95 
Baffletech Blueprints £7.95 Adventures from the Abyss £2.95 MA2 Avengers Coast to Coast £8.95 Up Front (AH) £22.95 
Banletech Technical Readout £7.95 Mlni-Systems: Weres £1.20 Modules MH1-8f3.50 ea. Banral Exp £1 1.95 
Decls~on at Thunder Rift £2.95 Character Role Playlng £1.70 MH9 Gates of What If? £3.50 Ambush (Vlc) S £21.95 
The Splder andthe Wolf £4.95 Ungart 8 Wyrdworld Scenarios £1.95, Ungart5 Accessor~es MHAC1-5.7.8. MHSPl £3.50 ea. Move Out S £10.95 

Car Wars De Luxe (SJG) £13.95 £2.30 MHACG E3.95, MHAC9 £7.50 Purple Heart £19.95 

Car Wars (SJG) £4.95 Abyss Magazdne £1.50 MHSPZ £4.95 (Secret Wars 11) Sllver Star £16.95 

0 CW Expansion Klts 1 4  £2.95ea., Exp 7-10 

@ 
The Mechanolds RPG £9.95 Paciflc War (AH) £39.95 

£3.95 ea. Mechanold Invaston (Pd) E3.25 B176ueen of the Skles (AH) S £14.95 

CW Crash Cny(SJG) £4.95 Journey £4.95. Homeworld £6.50 Command DeclslonsE16.95 
CW Truck Stop(SJG) £4.95 Merc (FGU) £9.95 Suppi 1. Rhodesla £3.95 ea. Barbarosa £24.95 

CW Convoy S £4.95 Mercenar~es, Sptes 8 Pr~vate Eyes £5.95 Norway 1940 (OD) E12.95 

CW Vehicle Gulde £4.95 Jade Jaguar S £1.95, Stormhaven £5.95 Destroyer Captain (OD) £14.95 

CW Road Sectlons 1 4  £2.95 each Ratd on Ralalla~ur £3.95 Royal Navy (OD) £13.95 

Uncle Albert's Catalogue £2.95 
Recon £9.95 

Role Playing Aids Squad Leader (AH) £19.95 

Duel Track £9.95 
Robotech RPG (Pd) E7.95 

0 Handbook of Traps 8 Trlcks (DT) £7.50 
Cross of lron (AH) E16.95 

CW Refs Screen W.95 
Skull and Crossbones (FGU) £9.95 Crescendo of Doom (AH) E16.95 

CW Mapplng Sheets £3.95 
Clty Book 1 £6.95,11£9.95 Plecs of Elght E3.95 G.1 Anvll of Vlctory (AH) £26.95 

Autoduel GURPS £6.95 
Cltles Reference Book (Ch) E6.95 Skyrealms of Jorune £19.95 

Burdoth £6.95 
Coi, COD, Rogue. WWW Scenar~os £4.50 ea. 

Paranola R £9.95, Screen £4.95 
Clty of Carse £6.95 

Stalklng the Nlght Fantastic (TriTac) £11.95 
Advanced Squad Leader Manual £34.95 

* Acute Paranola £7.95 
Dragon Tree Spellbook (DT) £5.50 * Beyond Valor £35.95 
Book of Artifacts (DT) £5.50 Hells Ntght E4.95, Haunts £4.95 

Double Paranola (BB BluesNapours) £6.95 ~ ~ k ~ f  plots (DT) £5.50 
Streets of Fore £25.95 

Send In the Clones, Orcbusters £4.95 ea. 
* Pendragon (Ch) £15.95, Campalgn £6.95 Paratrooper Et 3.95 

Clones in Space £5.95 
Desert Plots (DT) £5.50 The Nobles Book £8.95 Normandy (SPI) £6.95 

HIL Sector Blues £5.95 
Dellan B w k  of the Dead (DT) £7.50 K~ng Arthur Cornpanton £14.95 * France 1944 (Vlc) £13.95 

Stellar Conquest (AH) £21.95 
Beyond the Sacred Table (DT) £7.50 Powers and Perlls (AH) £18.95 
Palladium Books of Weapons 8 Armor. Weapons Perilous Lands U5.95 

Klmvgrad (WWW) £14.95 
Dr. Who RPG (FASA) £10.95 

Lordsof Dest~ny, lylean Menace. 
8 Castles. Weapons8 Assasstns, Weaponsof the Book of Tables, Tower of the Dead £8.95 ea. ~ ~ ~ $ ~ ~ ~ ~ , ~ ~ w

Leglons of Death £4.95 ea. 
Orlent. Contemporary Weapons £4.95 ea. Prlce of Freedom (WEG) £16.95 
Spellcasters' Blble (TnTac) £5.95 Prlvateers8 Gentlemen (FGU) £14.95 

Rommel's War (QG) £18.95 
The Daleks £7.95 Monster Squash £ 1.75 Heart of Oak £5.95 

World ~n Flames (ADG) £34.75 
Countdown. The Hartlewick Honor £4.95 ea. The Armoury 1.2 £9.95 ea. Dectsion at Dlerba £3.95 

RAF (WEG) £16.95 
The Master £7.95 Golden Ageof Champ~ons (FB) £7.95 K!ng Over the Water E4.95 

Vfctory In Europe (OMEI £14.95 
Dr. Who Boardgame £9.95 
Other Suns (FGU) R £14.95 

PSI-World (FGU) E9.95 
Role Playing Scenarios 

Alderson Yards £5.95 
Underground Rallroad £4.95 

lmperlal Earm (Any) R £14.95 
Thleves' World (Ch) £19.95 Hammer Shall Strlke £4.95 

Traveller 2300 (GDW) R £13.95 
Here There Be Tlgers (FB) (MSPEIDngr Int) £7.95 Cause for War £4.95 
Curse on Hareth (Comp) £7.95 Teenage Mutant Nlnla Turtles (Pd) £6.95 

SF-Star Trek R (FASA) £9.95 Plague of Terror, Streets of Gems, Brotherhood of Aner the ~ o m b s  £4.95 Magazines 
the ~aii £4.95 en. TMNT AdventuresE4.95 lmaglne £1.05 

De Luxe US Edn £28.95 Harn H2.95, Cltles of Harn £8.95, lv~nla £12.95 Roadhogs £4.95 

Nexus £2.55 

@ 
Adventurer (MLP) 95p 

Ship Combat £9.95, II: UpdateE4.95 Gods of Harn £8.95 Tekumei Source Book £19.95 Fantasy Chron~cIes£l.OO 
Romulans. The Kl~ngons £7.95 ea. Encyclopaedia Hamica 5-16 £3.95 ea. Tlme and Time Aga~n (TL) £5.95 Sleuth Tlmes £1.50 
Kllngon Deck Plans £9.95 

0 Romulan. Kl~ngon. Federatlon Recognitlon 
0 Lylhla, Rethem, OrbaalE8.95ea. Holy Warnors £4.95 

Kanday. Chyblsa, Evael E8.95ea. Tlmemaster (Pace) £9.95 The Space Gamer (SJG) E2.95 
Manuals £4.95 ea. hadmere £6.95 Scenartos 1-9 8 Screen £4.45 The Fantasy Gamer (SJG) £2.95 

0 The Tr~angle £7.95 Black Tower. Tulanof the lsles(MK) £4.75 Tlme Trlcks £7.95, Eye of Wotan £4.45 The Dragon £4.00 ea. 
0 Tnangie Campalgn £4.95 Jonrti (MK) £4.75 ToChallengeTomorrow (RagN) £5.95 Best of Dragon 5 £4.00 
Star Fleld Hex Grlds £5.95 Towns of the Outlands (MK) £5.25 Twlllght 2000 £14.95 Warlock £1.00 
Ship Construction Manual £7.95 Heart of the Sunken Lands (MK) £7.95 US Army Vehlcle Gulde £4.95 Whrte Dwarf £1.00 
The Federation £8.95 Starstone (NS) £3.95 Free Clty of Krakow £3.95 Best of Whlte Dwarf Scenanos ill f2.W 

Amazon Mutual Wants You (DT) £5.50 Plrates of the VlstulaE3.95 Best of Whlte Dwarf Artlcles IIi £2.50 
Scenarios: Tonured Souls £2.95 Rulns of Warsaw E3.95 Cttadel Journals t.2£1.50ea., 3 n.95, Clt 

The Vanished, Winessfor the Defense. Denial of No Honour In Sathporte(C1P) £3.95 * Black Madonna. Golng Home £4.95 ea. Compendium 1 £1.00, 3 £2.00 
Destiny, Demandof Honour. Marg~n of Profit, The Cloudland (GREN) £5.95 Red Star. Lone Star £4.95 Breakout £2.00 
Onon Ruse, Termlnat~on 1456. The Outcasts Gamemasters 1-5 £3.50 ea. RDF Sourcebook £4.95 

Dllferent Worlds £2.55 
£4.95 ea. Hall of the Dwarven Ktngs £9.95 Armles d the Nlght £4.95 Grenadier £3.00 
Where Has All the Glory Gone7 £4.95 Lost Shrlne of Kasar Khan £4.95 Traveller's Journal £1.85 
Return to Axanarid Years War £10.95 Watchers d the Sacred Flame £9.95 James Bond 007 RPG (V~C) Traveller's Dlgest £3.50 
Mlndsof Selka £4.95 Role-Atds Scenarios' f 10.95 Challenge (GDW) £1.95 

* Declslon at Midntght £4.95 (Low) Wlzard's Vale. Evll Rums, Question d Manuals: Basic, Q Equ~pment £8.60 ea. 
Best of r J  1-4 £3.95 ea. 

* Graduation Exerclse £4.95 Gravny; (3rd up) Swordthrust, Tower of Magtcs: 
Imbalance of Power E8.95 The Contract: Elven Banner. Angry Wizard: 

GM Pack 1 £8.95, For Your lnformatbon £8.60 ~ ~ ~ r ( , " ~ ~ ~ , " ~ ~ I ~ 1 ~ E 3 . 0 5  
A Dmmsday Luke Any OlherE5.95 (4th-7th) Sh~pwrecker: (6th-9th) Dragonsof Weng 

Thrllilng Locations £8.60 Adventurer'sClub (Hero) £2.95 
Old Soldlers Never Due £8.95 Tsen. Deadly Powers, Pinnacle. War of Darkness, V'11a'nsE13'95 

Modules' Octopussy. Goldflnget 1811 f6.95ea. 
The Beholder W p  

A Maner of PrlorltlesE4.95 Crystal Barr~er £4.45 ea. The Man Wlth the Golden Gun £6.95 
J Senseless Carn Soc 55p 

Confllct of Interest £7.95 Shadows of Evll(4th-7th) £7.45 A Vlew to a Kill £6.95 
Flre 8 Movement £2.95 

Star Trek Adventure Boardgames £16.95 Ice Elves (7lh-9th) £4.45 Dr. No (S) £7.95, You Only Llve Twice £6.95 Early Strategy 8 Tact~cs. Ares W.95 ea. 
Star Trek Ill Solo Games £16.95 The Keep (9th-12th) £4.45 Lave 8 Let Dle (Tournament Lvl) £7.95 Strategy 8 Tactlcs 101 on £4.95 
Star Trek Mino-Games £6.95 Flnal Challenge, Throneof Ev~l, Clockwork Mage. Beyond c6,95 Wargamer (+ game) £6.95 
In Search of Spock, Struggle for the Throne, Wtzard's Revenge £4.45 ea. For Your Eyesonly E5.W Autoduel Quarterly £2.50. Best of ADQ £2.95 
StarTrek Duels 18 11 Llche Lords £4.45 

Undead £7.95 
Assault (Boardgame) £13.95 

SF-Traveller R, S (GDW) £8.95 These are ,"sf sane d our games. Our catalogue contains details of viriudly all games availaMe In the U.K. 
Send20p in stamps d 20p s.a.e. (overseas 4 kc . )  fora copy (or free with orders overE6 00) 

0 Special Offer MAIL ORDER CHARCES: UKWFPOlUnder €9 - ~ d d  6op. €9 and 0&7-p0sr free 

+ New Arrival Overseas Surface M d -  Add 30% (Minrmurn f 1.20). Europe k r  Maii- Add4O% 
(m,nimum f 1.40) k r  mail elsewhere - add 75% mrnirnum f 1 80) except Yaq. AH 8 Phl, IT, games - add 100% 
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ESDEVIUM GAMES (w7) 

185 Victoria Road 
ALDERSHOT Hants G u l l  1 JU 

Tel: Aldershot 31 1443 
or (evenings) Farnham 722269 

I 

B Boardgame 
M Miniature Rules You may phone ordersand pay by ACCESS -NO POSTAGE ON MANY GAMES FOR REGULAR CUSTOMERS 
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Why pay through the nose for inferior quality figures when 
you can GET THE BEST FOR LESS? 

NEW:- CHAOS SAMURAI 

CS. 9 Chaos, Samurai with bow. 
CS.10 Chaos Samurai stabbing downwards with Yari. 
CS.11 Chaos Samurai kneeling with sword. 
CS.12 Chaos Samurai in Surcoat with Mallet. 

CHAOS NINJA 

CN.5 Chaos Ninja with Chijiriki (ball &chain weapon). 

All Chaos Samurai & Chaos Ninja 55p each + 10% Post & 
Packing. 

Send S.A.E. for list of NEW RELEASES OR £1.50 for 
our fully illustrated Catalogue including - 
SAMURAI. NINJA. GOBLINS. D WAR VES etc.. 

NINJA POSTER - £1.50 inc. P & P. 

THE BEST ORIENTAL 
ROLE PLAYING FIGURES IN THE WORLD! 

I DIXON MINIATURES. Unit 28, Spring Grove Mills, 
Linthwaite, Huddersfield, W. Yorkshire. Tel: (0484) 8461 62. 

I 

ST. VALENTINE'S DAY 
MASSACRE! 

is a unique play-by-mail game set in the violent and 
often bloody era known as the 

'Roaring Twenties' and 'Troubled Thirties'. 
Each player enters this dramatic game as a leader of a 
gang of potential 'Bootleggers', whose aim is simply to 
head the sole criminal syndicate in Chicago, although 
this is not simply achieved. 

An average of 26 player-controlled bootlegging 
gangs will begin in each game, no more than threeshall 
survive to the end. 

St. Vals is a frantic 'race' against time, the cops, the 
fellow gangs, in a desperate bid to be the first to 
originate new rackets, enter politics, and boost booze 
sales and income. Every possible racket ever originated 
may be entered to increase your chance of survival, but 
be warned; You will be up against some of the most 
bloodthirsty, violent and treacherous players in PBM, 
and only the devious survive. 

Do you have what it takes? Could you order the 
ST. VALENTINE'S DAY MASSACRE!? 

The complete set-up for St. Vals is priced at S.00 
which includes FOUR free turns. Further turns are only 
£1.75. 

RAMPAGE GAMES 
37 BEECHWOOD, WOODLESFORD, LEEDS LS26 8PQ. 



ILLUSTRATIONS BY DAVID STEVENS 

An adventure for Paranoia, committed 
by citizen 'Pete' TAML-Y-NNN 

Everyone in Alpha Complex is Happy. 
The Computer says so. Can you doubt 
The Computer? 

Besides. The Computer kindly ensures 
that  all citizens' food is carefully laced 
with chemical additives t o  keep them 
Happy. This is an example of the  kindness 
and wisdom of The Computer. 

However, t h e  evil Commies are  forever 
seeking ways in which t o  make citizens of 
Alpha Complex Unhappy. Being Unhappy is 
Treason. I t  is a sign tha t  you have 
succumbed t o  Communist Propaganda. 

The whole of SBR Sector is currently 
Unhappy. Our Troubleshooters' mission is 
t o  root out t h e  Commie Traitors 
responsible for this sabotage and 
terminate them. 

The citizens of SBR Sector are aware 
that  their Unhappiness is Treason. but 
many of them are s o  Unhappy tha t  they 
have presented themselves for voluntary 
termination. The Computer realises that  
s o  many citizens cannot have become 
Unhappy by coincidence. Commie sabotage 
must be responsible. The Computer has 
mercifully granted a s tay of execution for 
t h e  citizens of SBR Sector. 

The citizens of SBR Sector should not 
be Unhappy. If they are  i t  must be 
because t h e  Commies have put 
Unhappiness drugs in their food. 
Interestingly, three citizens in SBR Sector 
are  completely unaffected by t h e  
Unhappiness. They are  t h e  Director of t h e  
Food Vats. citizen Mal-B-ING-3. and his t w o  
chief technicians. Di-G-EST2 and Boltan-G- 
ULP-5. One of these must be  t h e  traitor. 

Sector SBR has been sealed off for 
Security Reasons. 

KEEPVOURLASERHANDVKEEPVOURLASERHANDVKEEPVOURL 

The Computer's conclusions are quite 
logical given the data it has, but they could 
not be further from the truth. Well, what 
did you expect? 

What has actually happened is that the 
R&D unit in neighbouring NTM Sector has 
been testing a strange antique weapon 
found on a recent expedition to the 
Outside. This 'Emotional Control Ray' is 
designed to demoralise enemy troops. The 
R&D men, in accordance with established 
Alpha Complex safety procedures con- 
cerning horrifically dangerous arcane 
weapons, turned it on SBR Sector to see 
how it worked. Unfortunately it succeeded 

+ & l e s t  dreams and proved 
auite uncontrollable. Instead of affectina 
a small group of Infrared workers as was 
intended, i t  actually caused severe 
depression in almost everyone in the 
sector. The three Food Vat technicians 
escaped because they happened to be out 
of the sector at a meeting when the ray 
was fired. 

The R&D men on the project.are well 
aware of what they have done and are 



desperately trying to cover up and 
(unusually for them) make amends. They 
are working on adapting the machine to 
fire a Happiness Ray, the effects of which 
will be felt by the Troubleshooters during 
their investigation, though they probably 
won't be very Happy about the results. 
Doesn't this sound fun already? 

Meanwhile there is considerable 
consternation in SBR Sector. Mal-B, Di-G 
and Boltan-G know that they are likely to 
be made scapegoats and are doing 
everything they can to rectify matters. 
Unfortunately, this isn't very much. The 
only thing they can think of is to massively 
increase the dosage of the Happiness 
drugs in the food of the people of SBR 
Sector. (For the benefit of Acute Paranoia 
junkies who are sticklers for rules and 
other such useless items, they are 
increasing Visomorpain doses and adding 
lots of Gelgernine. The rest of us, of 
course, will make up the effects as we go 
along, as usual.) Mal & Co are wise 
enough to keep some undoctored food 
back for themselves, but everyone else in 
SBR Sector will get the new doses shortly. 

But there's one of those really wonderful 
complications that makes the life of the 
average Troubleshooter such fun. Can you 
guess? Yes, that's right - there are quite 
a few other people around who missed out 
on the ray. The Computer hasn't identified 
them as possible traitors yet because they 
haven't come to its attention. However, 
because of the new drugs they are about 
to become DELERIOUSLY HAPPY. 

Of course, as the sector is sealed off, the 
Troubleshooters will be unable to get out 
without good reason. Unless they can find 
a safe source of food, they too will become 
DELERIOUSLY HAPPY. This may hamper 
their investigations a little, though 
probably no more than usual. This will be 
fun. But not for them. 

TRUSTTHECOMPUTERTRUSTTHECOMPUTERTRUSTTHECOMP 

As usual, the Troubleshooters will be 
summoned individually to their mission via 
messages from their friend and yours, The 
Computer. The general alert message is 
reproduced in the player handouts, 
together with an extra message for the 
team leader and briefings for the 
Troubleshooters from their Secret 
Societies and Service Groups. Internal 
Security have asked us to remind all GMs 
that the damaging of The Computer's 
property (to wit, valuable copies of White 
Dwarf) in any way is Treason and will be 
punished in the usual horrendously painful 
way. Those wishing to photocopy such 
items should f i rst  present form 
ISFOD-1221-sgxlfc-SEMICOM-s, repro- 
duced elsewhere in this ~ublication, to the 
appropriate authorities. 

The Troubleshooters will need to be briefed 
about their mission be someone of high 
security clearance. The character Peter-l 
from the introductory adventure in the 
Paranoia rulebook will do for this role, 
although you are welcome to  create your 
own briefing group if you wish. Peter-l will, 
as usual, be assisted by NessY, the 
Internal Security man. For the purposes of 
this adventure it is also necessary to have 

a technical expert on food production and 
a witness to the current state of SBR 
Sector. The recommended characters are 
as follows: 

Floyd-0 is the food technology expert from 
PL&C. He is very enthusiastic about the 
quality of Alpha Complex food, but he 
can't tell the Troubleshooters anything 
about what goes into it because they don't 
have high enough security clearances. 
Floyd is a real, gen-u-ine maniac; that 
much should already have been obvious 
to anyone who has experienced Alpha 
Complex food. 

Neil-R is a PL&C technician from SBR 
sector. Like most of his colleagues he is 
Deeply Depressed. Like, a real bummer, 
man. We mean, really the pits. Oh wow, 
is he unhappy! He doesn't really want to 
be stuck some tedious briefing answering 
boring questions when he could be being 
terminated instead. Yes, he's that unhappy. 

Peter-l explains the basic situation to the 
Troubleshooters, adding little to the 
information that The Computer has 
already given them in the Mission Alert. 
He says that the trouble began about an 
hour after the breakfast cycle (it is now 
two hours after breakfast) and shows no 
sign of improving. He does not pass on 
The Computer's suspicions about Mal-B 
and his colleagues; this information is 
cleared for the Troubleshooter leader only. 
Peter-l can, of course, take the leader aside 
and discuss this with him. That will give 
the rest of the team something to worry 
about, which should be encouraged at 
every opportunity (no point calling the 
game Paranoia if everyone has a really 
good time, now is there?). 

Once the Troubleshooters have satisfied 
themselves that they can get no more out 
of Neil-R (or Peter-l has got bored with the 
pointless interrogation and ordered them 
to get a move on or he'll terminate them 
so fast their boots won't have time to 
smoke) they can head off to their local 
PL&C depot for some equipment. As 
usual, the depot staff are anything but 
helpful. After the manner of sales 
assistants on the fresh food counter of any 
supermarket, they shuffle around slowly 
but determinedly preparing things, 
cleaning things, filling in forms and 
rearranging shelves, seemingly oblivious 
to the fact that someone is trying to get 
served. When the team do finally force one 
of them to pay attention he immediately 
says that he is not qualified to deal with 
their enquiry and disappears off to 'fetch 
the boss'. This takes at least 15 minutes 
as the staff have to stop for a cup of coffee 
before returning to the counter under the 
new regulations imposed by the Computer 
not five minutes previously. 

Eventually, however, the Troubleshooters 
will get issued with their equipment. They 
may start to feel, at last, that they are 
getting somewhere. How wrong could 
they be? Here's what they get: 

1 Multicorder I with the following 
programs: Recorder, Bot Damage 

Analysis, Lie detector 
1 Com I communicator per 

Troubleshooter 

1 Model V Docbot (ie, a Docbot 
with Medical Skill 7) 

1 Jackobot 350 with the following 
skills: Tech (I), Robotics (21, Robot 
Operation (31, Operate Docbot (6). 

Robot Maintenance (31, Maintain 
Docbot (6), Maintain Jackobot (6). 

Engineering (21, Industrial 
Engineering (51, Chemical 

Engineering (5), Vehicles (I) ,  Vehicle 
Operation and Repair (2), Autocar 

Operation & Repair (5). 

All requests for extra weaponry will be 
denied. After all, the Troubleshooters are 
hardly going anywhere dangerous, are 
they? Also no food will be supplied, no 
matter how much the Troubleshooters 
beg. Regulations say that food can only be 
supplied to Troubleshooters who are going 
to be outside Alpha Complex during 
normal meal times. 

The Troubleshooters are then directed to 
R&D where they are to collect an 
experimental Pocket Assay system. This 
is for use in analysing the food being 
prepared in SBR Sector. Sadistic GMs may 
like to devise some additional, fearsomely 
bizarre experimental equipment with 
which to hinder the Troubleshooters. Go 
on, do it. You know your players will love 
you for it. 

Thus equipped, the Troubleshooters are 
ferried by autocar to the entrance of SBR 
Sector and unceremoniously shoved 
inside. There is no immediate danger 
(surprise!), as the inhabitants of SBR 
Sector are all far too Depressed to do 
anything much. All of the citizens 
encountered in SBR will be similar in 
attitude to Neil-R. They will have names 
like Art-R-DNT and say things like, 
'Troubleshooters, eh? This is it then, we're 
all going to be terminated.' The bots have 
also been affected by the Unhappiness 
Ray, but the symptoms are less obvious 
(eg, they worry constantly about their 
parts being about to wear out). The fact 
that the bots are unhappy should alert the 
Troubleshooters to the fact that The 
Computer's theory has a few holes in it, 
so it should not be made too obvious, 
although it can be great fun watching 
Troubleshooters trying to prove to bots 
that their parts are OK: 'OK Transbot JUG- 
R-NORT-5, let's see you try those faulty 
brakes ...' 
After a good deal of frustrating 
interrogation, during the course of which 
you get to do lots of really impressive 
impersonations of people who have 
completely lost the will to live (just 
remember the state your players were in 
at the end of your last session), the 
Troubleshooters should be allowed to find 
someone sufficiently alive to guide them 
to the office of the Food Vat controllers. 

The three senior technicians mentioned in 
the team leader's briefing are high on The 
Computer's list of possible suspects. 
Furthermore, they know far more about 
how the Food Vats are run than anyone 
else in the sector. 



Ma/-6-ING is a very competent politician. 
As a Programs Group member he has 
quickly risen through the ranks to this 
prestigious office. He knows nothing 
whatsoever about food technology, of 
course, and his technicians can often run 
rings round him on this score. 
Nevertheless, he is quite capable of playing 
them off against each other and causing 
them to get the blame for his mistakes. Di- 
G and Boltan-G can't quite understand 
how this happens. 

Mal-B is nervous of the presence of the 
Troubleshooters and would prefer to delay 
them until the heavy doses of Happiness 
drugs take effect, whereupon he hopes 
they will go away. If they prove too clever 
he will try to get rid of them, but he is fairly 
sure that  they wi l l  be typically 
incompetent and, if left to their own 
devices, will get r id of themselves. You 
agree? We somehow thought you might ... 
Di-G-EST is a devout member of Corpore 
Metal and as such is firmly of the opinion 
that the job of food preparation could be 
done much better by robots. In fact she 
is dead right, but if robots did all the work 
what would there be left for all those 
dumb lnfrareds to do? Di-G would be quite 
happy to see the entire sector terminated 
and replaced by robot workers and is not 
very good at hiding this fact. She is too 
naive to realise that this is making her the 
most likely scapegoat. 

If the Troubleshooters humour her ideas 
she will be quite happy to assist them. 
Because of this, she is the best potential 
ally that the Troubleshooters have. She is 
also the person they are most likely to 
shoot first. 

Boltan-G-ULP is a Humanist. He has his 
suspicions concerning Di-G's allegiance 
but cannot prove them. He sees the crisis 
as an ideal opportunity to get rid of her. 
To this end he will make use of the 
Troubleshooters, but the more they play 
the role of loyal servants of The Computer, 
the more he will come to regard them with 
contempt. He certainly won't help them 
get safe food, no matter what. 

In order to get the Troubleshooters busily 
occupied, Mal-B suggests that they go the 
the Food Vats and interview the 

technicians responsible for the monitoring 
of levels of biochemical supplements in the 
food. These are Fanny-0 and her assistant, 
Jonny-R. The other two think this is a great 
idea too, so the Troubleshooters are bound 
to  get really suspicious at this point, but 
it really would be a good idea if they went, 
if only because that's the next bit of the 
adventure. Linear plots? Us? How dare 
you! 

The Food Vats are, as you might have 
imagined, giant metal tubs full of squishy 
and sloshy grean and yellow gunk that 
leaps and plops about with disgusting 
abandon. Every so often a harrassed- 
looking Infrared in heavily stained and 
singed overalls rushes up to one of the vats 
and slaps an overactive bit back with a 
large stick. This stuff is, erm, lively. 

Fanny-0-CDK is overbearingly proud of her 
skill at food preparation and will make sure 
that she misses no opportunity to inform 
the Troubleshooters of this, using her 
accomplished (and highly convenient) 
Oratory skills (65%) i f  necessary. 
Nevertheless she is obviously Depressed 
as she moans ceaselessly about how her 
efforts are not appreciated by the culinary 
philistines of Alpha Complex. This is 
always the case, and she knows it, but at 
the moment it seems to be affecting her 
even more than usual. This moaning may 
cause her to give away clues as to her 
Romantics membership (the odd reference 
to the legendary master-chefs, Ronald 
MacDonald and J Wellington Wimpy, for 
example). However, you should do his best 
to keep Fanny-0 alive for the moment as 
you may need her t o  point the 
Troubleshooters in the right direction later 
in the adventure. 

Jonny-R-CDK is very quiet and submissive, 
like a sad-eyed spaniel who knows the 
meaty chunks have run out. He gets 
ordered around by Fanny-0 as if he were 
an Infrared, spending most of his time 
stirring beakers of chemicals and cleaning 
spoons for Fanny-0 who is very fastidious 
ahout kitchen hygiene. Jonny-R is probably 
the only person in SBR Sector whose 
personality has not changed in the 
slightest as a result of the Unhappiness 
Ray. 

Needless to say, Fanny-0 will be deeply 
insulted by any suggestion that she has 
been lax or incompetent at her job. Indeed, 
she takes this as further evidence of the 

lack of taste of the typical Alpha Complex 
citizen and redoubles her Oratory efforts, 
harranguing passing groups of lnfrareds if 
the Troubleshooters seem unaffected. This 
will undoubtedly make a few people's 
trigger fingers very itchy, but they can't 
vape her there and then, because 
suddenly. .. 
WATCHOUTFORCOMMIESWATCHOUTFORCOMMIESWATCHOU 

Just when the Troubleshooters start to 
think that if they want to see any shooting 
they'd better start i t  themselves, beginning 
with Fanny-0, a little light entertainment 
bursts onto the scene. A group of Purgists 
from SBR, being Very Depressed Indeed, 
have come to the inevitable conclusion 
that The Computer has decided to 
terminate their entire sector (which may 
not be too far from the truth). Knowing 
that they are even more doomed than 
usual, they have decided to go out in a 
blaze of glory, destroying as much as they 
can on the way. As obvious servants of 
The Computer, the Troubleshooters are 
prime targets for early elimination. Heh! 
Heh! Heh! (Oh, sorry, but we like this bit.) 

The Purgists are identified only by their 
nicknames. Their real names are not 
important, and in any case they will not 
answer to them even if the Trouble- 
shooters could find out what they were 
(also we got bored with thinking up yet 
more silly names for a bunch of turkeys 
who are only going to be so much dead 
algae before the end of the next 
paragraph). Their tactics are not parti- 

cularly intelligent, even for cannon-fodder: 
they will shoot back at whoever shot at 
them last, and will happily smash up 
machinery if no suitable target presents 
itself in any particular round. However, 
although few in number, they are much 
better armed than the Troubleshooters, 
who will need their wits about them. Any 
weaponry they manage to capture intact 
will serve them in good stead later in the 
adventure. 

The area in which the fight takes place is 
the Food Vats production line. This takes 
the form of a giant conveyer belt taking 
huge vats of glutinous-looking (ie, squidgy) 
gunge from one end of a very long room 
to the other. At various stages along the 
route there are large tanks of ingredients 
hung from the ceiling which pump 



additional slop into the moving vats, and 
enormous whisks which plunge into the 
revolting material and mix it all together. 
All this sticky, gooey stuff is likely to get 
spread everywhere by the effects of 
sporadic laser fire. The overall atmosphere 
of the battle should be something like a 
custard pie fight where the pies are 20 feet 
across and the worst shade of pinky- 
greeny-bleaaaghhh imaginable. When they 
are finished the vats should look like 
someone inflated and burst a two-tonne 
octopus in a confined space. (If you are 
using miniatures for your game you may 
care to simulate this for the enjoyment of 
your players. All you need is a good size 
octopus and a bicycle pump. Simply insert 
the, oh, what? You want us to get back to 
the storyline? Oh, alright then, but it's your 
loss ...I 
Captain Crash: Yellow laser rifle (39%); 10 
grenades (45%), yellow reflec armour; 
hand-to-hand (25%). 

Crazy Axe: Battle axe (53%); hand-to- 
hand (48%); no armour; damage bonus 
+I; macho bonus -2. 

Napalm Nick: Orange laser pistol (47%); 
Slugthrower with 10 Napalm rounds 
(47%); hand-to-hand (28%); orangelred 
reflec armour. 

While the Troubleshooters have been busy 
'interrogating' Fanny-0 and Jonny-R (if 
that's what you call it), Mal-B and his 

assistants have been busy finalising the 
details of the Happiness drugs that they 
are going to add to the food. They now 
need to get the Troubleshooters away from 
the vats so their plan can be put into 
operation. Mal-B is counting on the fact 
that, having interviewed Fanny-0 when 
she was ignorant of what was going on, 
they won't want to come back for a 
second dose when there is a danger of her 
revealing his scheme to them. 

Fanny-0 also wants t o  get the 
Troubleshooters out of her hair, and out of 
her ruined vats. She is livid about the mess 
that the fight with the Purgists has caused 
(and about the state of the poor un- 
fortunate octopus) and will take out her 
frustration on anyone left alive. This should 
(hopefully) mean (at least some of) the 
Troubleshooters whom she immediately 
reports to Mal-B via a comlink. Mal-B 

grasps the opportunity and demands that 
the (remaining) Troubleshooters return to 
his office to explain themselves. If by some 
mischance Fanny-0 has suffered 
premature termination you will have to 
work.out your own scheme for getting the 
Troubleshooters back to the office. No, 
we're sorry, stop snivelling. If you can't 
even do that we've no sympathy for you. 

The interview with Mal-B is fairly short and 
not nearly as difficult as he made out over 
the comlink. After all, Mal-B knows he is 
a prime suspect and doesn't want to upset 
the Troubleshooters too much, and Di-G 
and Boltan-G are far too busy sniping at 
each other (not literally! Well, if you 
insist...). Futhermore, the meeting is 
interrupted before he can much more than 
sneer, 'So, we meet again, friend 

Troubleshooters', by a worker who insists 
on talking to the team. 

Alun-R-MRT-6 is a Tech Services worker 
who was in SBR Sector fetching a broken- 
down Transbot when the Unhappiness Ray 
was fired. Furthermore, he hasn't eaten 
anything in the sector for the simple 
reason that his mutant power is Matter- 
Eating and he prefers the taste of metal to 
organic food. He has demanded to see the 
Troubleshooters because, in his Depressed 
state, he has decided to confess his power 
in the hope of being terminated. Although 
he has very useful information, the 
Troubleshooters will have to work out the 
implications of his confession for 
themselves. 

Mal-B is happy to let the Troubleshooters 
go off with this crackpot before finding out 
what he actually has to say. He wants to 
keep them occupied for a while so he can 
get some drugged food prepared ready for 
them to  eat. Alun-R provides an ideal and 
lengthy distraction, not least because he 
has a peculiar way of ... talking that ... 
demands he ... leave an inexplicable three 
second silence before ... using any verb. 
Once they have finished he directs Di-G 
and Boltan-G to arrange some lunch for 
the hardworking Troubleshooters. It is then 
up to them to play the two technicians off 
against each other in the hope of getting 
a safe meal. You shouldn't deliberately 
force the Troubleshooters to  accept 
drugged food, of course, but if they are 
foolish enough to accept it when offered ... 

TRUSTNOONETRUSTNOONETRUSTNOONETRUSTNOONETRUS 

Just as the Troubleshooters are finishing 
their lunch The Computer demands their 
attention. (If they are about to eat drugged 
food and you want to terminate them in 
a seemingly fairer manner you may like to 
have this happen just before the meal. 
However, it will be much more fun if they 
get to go into the next fight Deleriously 
Happy. Why? Don't ask stupid questions. 
Just do it and watch the results if you 
really want to know.) 

Attention Troubleshooters. A 
dangerous mutant with the highly 
treasonous ability of Machine 
Empathy has confessed his power a t  
a booth in the residential area of SBR 
Sector. Unfortunately the traitor has 
refused to report for termination. It is 
Imperative that this highly dangerous 
Traitor is Eliminated. You will proceed 
with this task AT ONCE, and without 
futher delay. Failure to comply with 
this order will result in Immediate 
Termination. 

Bright Troubleshooters will quickly realise 
that The Computer is very frightened of 
citizens with Machine Empathy powers 
(whatever they are). You should read the 
above in a panicky tone which gradually 
gets more high-pitched and more 
hysterical towards the end. GMs who 
enjoy ham acting may wish to put on a 
tinny voice and scream 'Ex-terminate 
Him!' while wildly waving their extendable 
plungers at the end of the message. 

Citizen Jerry-B-ULT-1 has been very 
unlucky. He has managed to keep his 
dangerous power a secret for a long time 
and has risen high in both the CPU and 
Corpore Metal. Thanks to his robot friends 
he was even aware of the fact that SBR 
Sector was bathed in mysterious radiation 
earlier in the day. However, in his newly 
Depressed state he has taken this as an 
indication that he and his robots are out 
of favour with The Computer. In an 
attempt to get back into The Computer's 
good books he confessed his power. Of 
course, since The Computer is his friend, 
he was ordered to present himself for 
termination, the result of which was that 
he stormed off in a sulk muttering, 'The 
Computer doesn't love me anymore'. He 
has since convinced several robots of The 
Computer's infidelity and they are now 
preparing to make a final stand. 



Jerry-B has at his disposal 2 Guardbots, 
a Model Ill Docbot and 4 Scrubots. He also 
has a Mk II Multicorder programmed with 
Recorder, Bot Damage Analysis, 
Radioactivity, Infrared and RadioIRadar. 

Guardbot: 2 sonic pistols (50%); 2 stun 
guns (50%); a tangler (50%); Kevlar 
armour. 

Scrubot: 4 brooms which act as 
truncheons (40%); plate armour. 

Jerry-B: Laser rifle (50%) with a ROYGB 
barrel and matching reflec armour; 10 
grenades (40%). 

Docbot will tend to Jerry-B while he is still 
alive, after which it will try to operate on 
anyone who attacked him -treat as force 
sword attack (45%). It has no armour. 

All of the bots will need reprogramming to 
remove the effects of Jerry-B's power. 

Following the Guardbots' advice, Jerry-B 
has holed up in his apartment. The only 
entrances are through the front door or via 
a window 15 storeys up. Access to the 
door is via a corridor which is long enough 
to ensure that Jerry and the Guardbots get 
two good shots from cover at anyone 
blatantly rushing up it. There are no 
doorways in which to shelter for 50m, and 
the corridor is painted bright blue. You 
should remind the Troubleshooters that 
simply stepping into that corridor is a 
treasonous offence, and if they delay give 
them a sharp verbal prod from the ever- 
vigilant and somewhat hysterical 
Computer. 

Anyone entering the apartment will 
immediately be mobbed by the Scrubots 
while Jerry-B and the Guardbots retreat to 
the doorways to the kitchen (1 Guardbot) 
and bedroom (Jerry-B and second 
Guardbot) and continue to pepper the 
invaders from cover. The Docbot stays in 
the bedroom. 

If .the Troubleshooters survive this, erm, 
encounter they will be able to examine 
Jerry-B's Multicorder which is running 
Radioactivity as a permanent background 
task in case of further bombardments. 
Troubleshooters who have had the brains 
to talk to their enemy may even have 
discovered why this is being done, or they 
may get the information from surviving 
bots. Assuming that they are neither dead 
nor fast asleep the team should be getting 
an inkling of what is going on. It is 

therefore necessary to provide some more 
distractions for them. Well, we can't let 
them think they're getting somewhere, 
can we now? The next thing you know 
they'll be wanting to run their own 
adventures with you as a Troubleshooter, 
and then where will you be? 

Having finished dealing with Jerry-B, the 
Troubleshooters will doubtless to be keen 
to get back on the job. Unfortunately the 
effects of the new drugs in SBR Sector's 
lunch are now beginning to be felt ... 

the others in spectacular acts of 
destruction. Like the Purgists, they will 
answer only to their society nicknames. 

The more lowly members, 8 'worms' and 
5 'persons', are about to mix it on the floor 
of the plaza. They don't really care who 

I they shoot at, but are likely to give 
preference to anyone who shoots back. 

The plaza is, as mentioned above, packed 
with Infrareds. These meandering plot 
devices are here to serve a number of 
important dramatic functions: a) they get 
in the way of everything the Trouble- 
shooters try to do; b) they ensure that 
every time a shot is fired someone, 
somewhere gets killed; c) some of them 
are needed for the next section; and d) 
they make life impossible for those boring 
stick-in-the-muds who insist on trying to 

There are some citizens of SBR Sector 
who missed out on the Unhappiness Ray 
and are therefore getting DELERIOUSLY 
HAPPY. As luck would have it, most of 
them seem to be Death Leopard members, 
yeah! Now they are pretty Happy folks 
most of the time, and being more Happy 
just makes them more happy-go-lucky, 
yeah! Anyone for a quick spot of random 
destruction? Yeah! Let's start with that 
group of Troubleshooters. YEAH!! 

As the Troubleshooters leave the remains 
of the apartment block where Jerry lived 
and make their way across a crowded 
plaza full of nervous Infrargds, a warning 
explosion sounds above their heads. The 
infamous Capitol Hill Mob are about to go 
out with a BANG, a CRUMP and a BUDDA- 
BUDDA-BUDDA! 

The Mob just happened (isn't it funny the 
way things always 'just happen' in Alpha 
Complex) to be having a group meeting 
this morning in their secret lair inside a 
transbot's container. This shielded them 
from the effects of the Unhappiness Ray. 
Now they are high on Happiness and 
determined to kill everything that moves, 
as well as quite a few things that don't 
move too. They've dragged out every 
weapon they can lay their hands on and 
are not going to waste a single piece of 
ammunition. 

The leaders of the gang, Tricky Dicky, 
Henry, Spiro and Al, are perched on 
balconies around the Plaza .where they can 
get a good field of fire. Tricky Dicky is the 
Mob's leader, Henry is the brains of the 
group, and Spiro and Al are high grade 
thugs. All four will try their best to outdo 

run Paranoia combat with figures and 
floorplans. Gah! We 'ates 'em, don't we my 
preshus? Ahem. 

Trcky Dicky: Green laser pistol (38%); 
Cone rifle (43%) with 20 HE slugs; 10 
grenades (35%); hand-to-hand (35%); 
ROYG reflec armour. 

Henryc Yellow laser pistol (26%); Energy 
Pistol (26%); Tangler (26%); hand-to-hand 
(31%); yellow reflec armour; weapon 
maintenance (47%). 

Spiro: Red laser pistol (55%); hand-to- 
hand (23%); red reflec armour; 
Electroshock mutant power. 

A/: Red laser pistol (42%); Flamethrower 
(42%); hand-to-hand (25%); red reflec 
armour. 

'Person': Red laser pistol (30%); knife 
(35%); hand-to-hand (30%). 

'Worm': Truncheon (30%); knife (30%); 
hand-to-hand (25%): 

Eventually R&D in NTM Sector manage to 
get their Happiness Ray working and fire 
it at SBR Sector. As luck would have it, this 
happens just as the Troubleshooters finish 
dealing with the Capitol Hill Mob. The 
result is yet more of that truly wonderful 
stuff - chaos. Everyone who fails an 
Insanity Check suddenly becomes 
DELERIOUSLY HAPPY (if they weren't that 
far gone already, in which case they'll 
probably die of Happiness, smiling 
themselves to death). 

Now then, remember all those lnfrareds 
wandering around the plaza? Did any of 
them survive? What are they going to do 
now? Use your warped imagination! Have 
them dash up to Troubleshooters, drag 
them out of their seats and try to get them 
to dance. How about having a huge conga 
round the plaza? If you're into sound 
effects and background music in your 
game, play them a few of those awful 
songs written for use in discos in 
Torremolinos at a mind-wiping volume. All 
the lnfrareds love to join in with 'Y Viva 
Alpha Complex' and 'Hold a Commie in 
the air, stick a Tac-nuke up your nose, buy 
a Jumbobot and then ...I Be insistently, 
grindingly, excruciatingly cheerful. Yes, 
even more cheerful than you'll be when 



you order everyone's termination at the 
end of the adventure (if not sooner). 

Of course, everyone else in SBR Sector is 
DELERIOUSLY HAPPY as well. They're not 
going to stand by and let the lnfrareds and 
Troubleshooters have all the fun. They 
come rushing out of their factories, shops 
and offices to join in. Everyone wants to 
have a really wonderful party. They have 
names like Steve-R-ITE, Mike-R-EED and 
Ken-Y-EVT, and behave accordingly (pass 
the sick-bag freely amongst your ailing 
players). Some of them might have 
weapons. Some of them might even let a 
few off by accident, or mistake them for 
firecrackers and make lots of pretty lights 
for everyone to enjoy. 

And we mustn't forget the bots, must we? 
Yes, it's time to put on your silly voice 
again and to roll out a whole collection of 
really cranky personality modules. Would 
you believe a barbot called Bruz-4-SYTH? 
Or a scrubot called Grouch-0 Mk X? The 
Troubleshooters should have just made 
Insanity Checks. It's up to you to make 
sure the players know what their 
characters are going through, so let your 
hair down and be really nauseating just for 
once. 

Unfortunately for the R&D men, the 
Happiness Ray also causes a lot of 
vibration, and those Troubleshooters who 
are still sane (you mean there are some? 
Surely not?) will have little trouble pin- 
pointing the source. All they have to do 
now is get safely out of SBR Sector (not 
an easy job with all those loonies about), 
get into the NTM Sector R&D section and 
prove their point (without getting killed by 
the R&D men). A nice, routine little job. 

By now the Troubleshooters should have 
quite an impressive collection of hardware 
looted from the various maniacs they have 
disposed of along the way. (If they haven't 
had enough brains to collect better 
weaponry as they came across it they are 
probably all dead by now. However, if they 
are going to get into NTM R&D (and out 
again) alive they will need a lot more than 
they have got.) 

Fortunately, everyone in SBR Sector is now 
totally whacko and happy to give out all 
sorts of pretty pressies to people who ask 
for them. Is there a PL&C depot about? 
Does it have any weapons in stock? You 
betcha!! 

Of course, novice Paranoia players are 
unlikely to think of anything subtle like this 
and will probably be.happy to get out of 
SBR Sector with their lives. Novice GMs 
who still haven't learnt how to be properly 
sadistic may like to have some PL&C guy 
wander into the plaza giving out free drugs 
(like Thymoglandin, Benetridin and 
Dynomorphin) as a hint. If your pals don't 
get that one we suggest you let them get 
back to something more their level, like 
trying to lick their ears or glueing dogs to 
ceilings or something. 

In PL&C the Troubleshooters can find the 
following goodies: 

2 Cone Rifles with 3 0  ECM and 10 dum- 
dum slugs apiece 
1 hand flamer 
Some laser barrels - 4 red, 2 yellow 1 blue 
1 Slugthrower with 10 HE slugs 
1 Force Sword 
1 Gauss Gun 
1 Plasma Generator 

Of course, faced with ail this super 
weaponry, they couldn't perhaps be 
persuaded to turn it on each other, could 
they? After all, only one person can have 
the Plasma Generator at once. Also, if the 
R&D representative in the group is still 
alive he'd better do something pretty 
quickly: it's unlikely that his colleagues will 
be so trusting as to take him with them. 
(OK, OK, we know that an average 
Troubleshooter group will have wiped itself 
out twice over by now, but we World 
Famous Game Designers have our 
delusions of artistic grandeur, and it 
seemed somehow appropriate that this 
should be the point in the plot where all 
the in-fighting started in earnest. That it 
actually happened ninety seconds into the 
adventure is neither here nor there, so stop 
moaning and get on with the game. 
Sometimes we don't know why we 
bother ... ) 
VAPOURISETHATTRAITORVAPOURISETHATTRAITOWAPOURIS 

Getting out of SBR Sector might prove 
slightly problematical because The 
Computer is well aware of what is going 
on and has stationed five Vulture 
Squadron goons (Green laser rifles, 75%; 
combat armour) at the door to keep the 
happy loonies safely inside. Experienced 
Troubleshooters will either be able to 
convince The Computer of the urgency of 
their mission, or will simply set the Plasma 
Generator up behind the closed door and 
fire away. Inexperienced Troubleshooters 
will just yelp a little and turn black at the 
edges. 

Getting into NTM Sector's R&D 
department is another matter entirely. The 
technicians have the approaches to  their 
offices well under surveillance and are 
expecting trouble. At the first sign of 
anything looking like Troubleshooters (or 
Vulture Squadron goons) they throw 
caution to the wind and roll out everything 
they've got. Either The Computer is on to 

them, in which case what the heck, or the 
foolish Troubleshooters haven't yet told 
The Computer what is going on, in which 
case the sooner they fall foul of an 
experimental accident of the violent kind 
the better. 

When the Troubleshooters first arrive at 
the door and demand entrance the R&D 
men aren't quite ready. There will be .a 
small delay while the Troubleshooters 
argue over the comlink with the man on 
the other side of the door. Unfortunately 
all R&D departments are, by order of The 
Computer, surrounded by very, very thick 
blast-proof shielding (to stop explosions 
from getting out rather than enemies from 
getting in) and i t  would take the 
Troubleshooters many hours to burn their 
way through. However, after a few 

minutes the man on the other side of the 
door suddenly changes his mind and says 
he's opening the door straight away. Any 
Troubleshooters stupid enough to be stood 
directly in front of i t  when it does open 
deserve all they get. 

On the other side of the door is an 
experimental plasma cannon. It is big. It 
is so big that it just cannot miss, unless 
the Troubleshooters happen to be hiding 
behind the door, in which case they are out 
of the cone of fire. It also has a +2 
damage modifier. Fortunately, as is the 
way with experimental plot devices of this 
nature, i t  fires once, overloads, and 
promptly melts down into a heap of red- 
hot metal. 

Did they survive that one? Yes? Well, let's 
try again, shall we? Behind the plasma 
cannon is a 100m long passage, the sort 
of building structure known in Alpha 
Complex as a 'shooting gallery'. After their 
experiences with Jerry-B the Trouble- 
shooters should have more sense than to 
rush this one. If they just sit i t  out for a 
few minutes the five (count 'em) warbots 
hiding behind a door at the other end 
wander down to see what is happening. 
That way the Troubleshooters get the fun 
instead. Well, i t  makes a change. 

Warbots: 2 semi-automatic slugthrowers 
with HEAT rounds (70%); 2 sonic rifles 
(70%); laminated combat armour. 

Once the warbots are out of the way the 
passage is quite safe, though you 
shouldn't give the team that impression. 
I t  leads, as might be expected, to the 



equipment issue office. This is a largish 
room with a clear area at the front for 
demonstrating new devices and several 
racks of assorted junk towards the back. 
Right at the back are two doors, one 
leading to the director's office and the 
other to the research lab. Several R&D 
technicians armed with the latest in bizarre 
weaponry are hiding behind the racks 
ready to ambush anyone who makes it 
that far. They are assisted by 3 experimen- 
tal combots. 

Spect-0-MTR carries a semi-automatic 
slugthrower (55%) for which he has 5 
rounds of a new hallucinogenic gas. 
Anyone caught in the gas cloud must 
make a 2d10 Endurance check. Failure 
means the victim starts seeing everyone 
as demons and must roll at random to see 
who he fires at for each of the next 5 
rounds. When the gas shells are used up 
Spect reverts to AP rounds. He wears 
orange reflec armour. 

Bunsen-B-RNR has 3 Dirt Gas grenades 
(40%). These are just like normal grenades 
except that whoever they hit gets coated 
in concentrated black slime which halves 
the effect of any reflec armour. Icky! Once 
he has used these he resorts to a blue laser 
rifle (55%). He wears ROYGB reflec 
armour. 

Uran-FUMM is wearing a variant of the 
Waldo/Mechano exo-skeleton. This gives 
him a damage bonus of +3 and acts as 
combat armour. He fights hand-to-hand 
(47%) with a giant bench top as a club (2 
shifts right on the damage table compared 
to an ordinary club). The exo-skgleton has 
a 10% malfunction chance. When it goes 
wrong it really goes wrong, though, and 
in accordance with the basic rule of 
Paranoia the silliest most dangerous thing 
you can think of happens immediately. 

Gamma-R-AYE uses a highly experimen- 
tal Model HPL Radflamer (35%). This acts 
like a traditional firethrower except that the 
target is bathed in a mysterious green ra- 
diance which turns whatever it touches in- 

to a hideous, putrescent ooze (use the hit 
location table to find which part of the 
target's body melts away). Yes, this is a 
nasty one. Gamma-R has been entrusted 
with this awesome device because it has 
a 20% malfunction rate and is likely to 
blow up in his face, whereupon it catches 
everyone within 5m in its 'unearthly glow'. 

Combot: 2 Energy Blasters (65%); 2 
Neurowhips (75%); laminated combat 
armour. 

And so to the labs where our intrepid 
heroes (well, lucky survivors) come face 
to face with the director of R&D for NTM 
sector, Brian-LACK. He has only one 
weapon, but it is huge. No, make that 
gigantic. There is lots of it, too, and it has 
all sorts of vicious looking barrels and 
antennae poking out of it. It is, in fact, the 
machine that fires the Emotion Control 
Ray, but the Troubleshooters aren't to 
know that (they'd only worry if they did). 
You should explain this terrifying-looking 
machine to the players in graphic detail, 
ending with the simple statement that i t  
is pointing straight at them, that there is 
nowhere to run, and that Brian-l has his 
finger on a big, red button. 

Brian-l is bluffing, of course. The Emotion 
Control Ray Generator takes hours to set 
up and fire, and without his colleagues 
(who are presumably all dead by now) he 
couldn't fire it anyway. However, if the 
Troubleshooters show any sign of hesita- 
tion he will launch into an explanation as 
to how he is standing behind a mighty Fan- 
thorpe Field Generator, a machine capable 
of destroying the whole of Alpha Complex 
if fired. Now, he doesn't want to destroy 
the whole place any more than the 
Troubleshooters do, but they do seem to 
be out to get him, so if they'll just take a 
seat over there perhaps they can talk 
terms. 

If the Troubleshooters are daft enough to 
comply with this ridiculous request Brian-l 
will kick a button and send them all fall- 
ing into a vat of concentrated acid. Finis. 

End of Troubleshooters. You may now be 
saying to yourself, 'Gosh guys, that's a bit 
sudden!', and you'd be right, but so what? 
You want happy endings you can write 
your own adventures. Good Trouble- 
shooters (ie, live ones) should have learnt 
to shoot first and ask questions later. Or 
at least never to believe anything anyone 
tells them - and then shoot them. 

In which we come to the famous debrief- 
ing session. What have the Trouble- 
shooters done that might conceivably get 
them into hot water? Wrecked a valuable 
food production line? Invaded a blue level 
accommodation corridor? Destroyed large 
numbers of valuable bots? (Did they 
retrieve the brains of any bots they sliced 
up?) Raided a PL&C depot and stole 
several high-clearance weapons? 
Murdered five valuable Vulture Squadron 
troopers? Caused severe damage to an 
R&D installation, including the massacre 
of several technicians and the director? 
Destroyed a number of irreplaceable ex- 
perimental weapons? Stopped lots of 
oitizens from being DELERIOUSLY HAP- 
PY? Any GM who can't think up a way to 
have the whole bunch of them terminated 
on the spot is just not trying. Besides 
which, it saves having to explain it all. 
This adventure has been beaten into shape with 
a large stick by Marc Gascoigne, who would like 
to apologise for the gratuitous octopus 
references. Games Workshop has always'been 
a champion of cephalopod equality and such jol- 
ly pranks as described in the text are not intend- 
ed to cause offence or distress to our 
underwater friends, even if they are all squigg- 
ly and rubbery and have evillittle eyes and wrig- 
gle about and make people feel ill and have ... 

Bottel-0-BEA-2 (Mission 
Leader) 

Primary Attributes: STR 9; END 16; AGI 9; 
DEX 5; MOX 9; CHU 18; MEC 13; POW 13 
Secondary Attributes: Car 25; Dam 0; Mac 
-1; Mel -2%; AW -10%; Com -2%; Eel 
+17%; Rep +4% 
Service Group: HPD&MC 
Secret Society: Mystics (rank 2) 
Mutant Power_: Mental Block 
Skills: Basics 1 (20%), Aimed Weapons 2 
(15%), Lasers 3 (20%), Melee 2 (23%), 
Knife 3 (28%); Personal Development 1 
(20%), Leadership 2 (25%), Motivation 3 
(30%); Hostile Environments 1 (20%). Old 
Reckoning 2 (23%), Primitive Warfare 2 
(23%). Primitive Melee 3 (28%) 
Extra Equipment: Reflec armour and laser 
barrel are Redlorange 

Secret Society Mission lnformation 
Understandably the Mystics are very in- 

terested in the possibility of a mind-altering 
drug that can affect an entire sector. If The 
Computer's theory is correct, you must 
identify this drug and bring sample of it 
back for the Society to study. 

The Society also has evidence of intense 
Armed Forces interest in the goings on in 
SBR Sector. High level pressure has resulted 
in an Armed Forces operative being assigned 
to your group. Keep a close eye on him. 
Service Group Mission lnforrnation 

Don't be ridiculous; since when did 
HPD&MC know anything about what is real- 
ly going on? 

Primary Attributes: STR 13; END 18; AGI 9; 
DEX 10; MOX 4; CHU 14; MEC 20; POW 6 
Secondarv Attributes: Car 30; Dam 0; Mac 
-1; Mel -2%; AW -1%; Com -20%; Bel +7%; 
Rep +20% 
Service G~OUD: Technical Services 
Secret ~oc ie ty :  Corpore Metal (rank 1) 
Mutant Power: Advanced Touch 
Skills: Basics 1 (20%). Aimed Weapons 2 
(24%), Weapon Maintenance 2 (50%); 
Technical Services 1 (20%), Robotics 2 
(45%), Robot Maintenance 3 (55%) 
Secret Society Mission lnformation 

Corpore Metal has discovered that The 
Computer suspects the source of the 
treason in SBR to be a senior technician in 

the sector's Food Vats. Corpore Metal has a 
valued operative amongst these technicians. 
She is working hard to promote the further 
mechanisation of food production. Your mis- 
sion is to make sure that this valuable col- 
league is not convicted of treason during 
the investigation. 
Service Group Mission lnforrnation 

Swiz-R-OLL-1 claims to be from Technical 
Services but you've never heard of him. 
Therefore it seems likely that he is a spy of 
some sort, probably from Internal Security. 
Be very wary of him. 

Primary Attributes: STR 16; END 13; AGI 15; 
DEX (8) 14; MOX 15; CHU 8; MEC 16; POW 
6 
Secondary Attributes: Car 45; Dam +I; Mac 
0; Mel +lo%; AW +7%; Com +7%; Bel 
-5%; Rep +lo% 
Service Group: Armed Services 
Secret Society: Death Leopard (rank 1) 
Mutant Power: Superior Dexterity 
Skills: Basics 1 (20%), Melee 2 (35%), 
Unarmed Combat 3 (45%), Aimed Weapons 
2 (32%), Lasers 3 (37%), Laser Pistol 4 
(42%) 



Note: Styko has confessed his mutant 
power. He knew that Armed Forces would 
be happy to  keep him. Besides, it gives him 
a good excuse t o  kill people when they 
pick on him for being a mutie and having 
a yellow streak down his 

Secret Society Mission lnformation 
Hey! A mission, and traitors t o  

execute! GREAT!! Let's go kill people! 
Wouldn't it be funny if we executed all the 
wrong people (hee! hee!). Then the 
Commies might pull this stunt again and 
w e  could get to  kill more people! Yeah!! 

By the way, look out for the famous 
Capitol Hill Mob. They're based in SBR and 
they may take the opportunity of all this 
trouble t o  pull something spectacular. 

Service Group Mission lnformation 
Armed Forces has received information 

that almost the entire population of SBR 
Sector has committed treasonous acts. 
This seems like a marvellous opportunity 
t o  launch a punitive expedition and test 
out  a few new crowd control tactics. You 
must make sure that the Troubleshooters' 
report recommends such a solution t o  the 
problem. 

Interestingly R&D have been very keen 
t o  block such a move on Armed Forces' 
part. There will be a R&D operative in your 
group. Watch him closely. 

Primary Attributes: STR 12; END 17; AGI 13; 
DEX 10: MOX 10: CHU 8: MEC 13: POW 15 
Secondary Attributes: Car 25; Dam 0; Mac -1; 
Mel +5%; AW -1%; Com -1%; Bel -5%; Rep 
+4%. 
Service Group: lnternal Security (cover 
Technical Services) 
Secret Society: First Church of Christ Computer 
Programmer (rank 1) 
Mutant Power: Telepathic Projection 
Skills: Basics 1 (20%), Melee 2 (30%), Aimed 
Weapons 2 (24%), Lasers 3 (29%), Special 
Services 2 (24%) 

HAND-OUTS & CHARACTERS 

Secret Society Mission lnformation 
A lot of high level politicking has been going 

on with regard to this mission. It seems likely 
that various self-interested groups are trying to 
exploit the situation in SBR Sector for their own 
ends. You must make suresthat the interests of 
The Computer are correctly served. 

Service Group Mission lnformation 
As the lnternal Security plant on this mission 

you are responsible for making sure that 
everything goes according to plan. Your major 
responsibility is detection of traitors in the 
Troubleshooter group. lnternal Security has 
reason to believe that the mission leader is a 
traitor working for the Mystics secret society. 
These people are all drug addicts. Interestingly 
The Computer suspects that drugs may have 
been used to perform the sabotage in SBR 
Sector. 

Your cover is that of a Tech Services 
operative. Unfortunately lnternal Security was 
unable to prevent another member of Tech 
Services being assigned to the group. He may 
be suspicious of you. This failure was due to 
concentrating on attempts to combat the 
suspiciously keen interest that both Armed 
Forces and R&D have been showina in the 
mission. Both have operatives -in the 
Troubleshooter group. 

Primary Attributes: STR 15; END 10; AGI 12; 
DEX 12; MOX 17; CHU 14; MEC 9; POW 9 
Secondary Attributes: Car 40; Dam +l; Mac 0; 
Mel +3%; AW +3%; Com +12%; Bel +7%; 
Rep -2% 
Service Group: Production, Logistics and 
Commissary 
Secret Society: Sierra Club (rank 1) 
Mutant Power: Advanced Smell 
Skills: Basics 1 (20%), Aimed Weapons 2 
(28%), Special Services 2 (37%); Hostile 
Environments 1 (20%), Survival 2 (37%); 
Technical Services 1 (20%), Engineering 2 
(37%) 

Secret Society Mission lnformation 
We have reason to believe that one of the 

Tech Services operatives on the mission is a 

Corpore Metal member. The Sierra Club would 
like you to uncover him and arrange for his 
termination. 

Service Group Mission lnformation 

The Computer believes that the strange 
behaviour in SBR is due to drugs placed in the 
sector's food supply. Food production is one of 
PL&C1s major responsibilities. It would be 
exceedingly embarrassing for the Service Group 
if it were proved that badly prepared or 
treasonously doctored food is responsible for 
the goings on in SBR. You must do your best 
to ensure that the blame is firmly laid elsewhere 

Primary Attributes: STR 9; END (10) 14; AGI 20; 
DEX 4; MOX 11; CHU 14; MEC 18; POW 13 
Secondary Attributes: Car 25; Dam 0; Mac -1; 
Mel +22%; AW -15%; Com +I%; Bel +7%; 
Rep +15% 

Service Group: Research & Development 

Secret Society: Pro-Tech (rank 1) 

Mutant Power: Superior Endurance 

Skills: Basics 1 (20%), Aimed Weapons 2 
(10%). Weapon Maintenance 2 (40%); 
Technical Services 1 (20%), Engineering 2 
(26%). Chemical 3 (31%) 

Secret Society Mission lnformation 

Sorry, we haven't got a clue what is going 
on. Keep your eyes and ears open and report 
back. In particular find out whatever technology, 
if any, was responsible for all this trouble and 
get us the specifications. 

Other Information 
You have a very important mission to 

perform for your Services Group. You cannot be 
told why, but it is absolutely imperative that this 
matter be played down. Everything will be put 
right within a day. Stall and delay the group until 
then. Once everyone in SBR Sector is happy 
again you can find some scapegoat to pin the 
trouble on. At all costs don't let Armed Services 
move into the area in force. 
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bVELCOME TO SUNNY 
BOGEMHAFEN 

Letters Page, 
White Dwarf, 
Enfield Chambers, 
16/18 Low Pavement, 
Nottingham NG1 7DL 

Hello folks. Lots of letters this month, but 
most of them seem to be on much the same 
thing. I think we'd better get this Price of 
Freedom debate out of the way jirst. 

Alan Reid, Seaford: While very few would * expect the scenario of The Price of 
Freedom to be literally about to come 

true (Open Box, WD86), this does not mean 
the game is 'sheer fantasy' or 'tongue in 
cheek' and therefore as unremarkable and 
harmless as D&D, Traveller or RuneQuest. 
Not only does the game's 'fantasy' make 
judgements about real societies and real 
politics, but these judgements form the 
whole basis of the game. 

Your reviewer cheerfully mentions that the 
game mainly involves killing 'commies'; 
these might be members of an alien species 
fit only to be killed in this game, but in 
reality the millions of people who might call 
themselves, or might be called, communists 
are human beings. The game promotes a 
casual disregard for human life and lends 
itself to the justification of all manner of 
repression, torture and massacre in the real 
world, by effectively branding anyone who 
might come within a certain range of 
political views as sub-human. 

You may reply that the game is really 
tongue-in-cheek; if so, it is not very 
detectable from the advertising. 

Tim Child, Merton Park, London: As a 

h roleplayer I find letters of complaint 
about the ethics of games such as .The 

Price of Freedom and Twilight 2000 incom- 
prehensible. Surely a great deal of the fun 
of roleplaying is playing a character 
different from your own. Not all PCs 
possess the morals of their player. 

Having both read Price and talked to its 
author, Greg Costikyan, I still find myself 
rather disturbed by its premises and 
assumptions. Sure, it's a game where people 
take on personas, like actors, but I don't 
happen to like the characters they are forced 
to adopt. I personally feel it is a fantasy 
game, but a very unpleasant one. Obviously, 
some of our correspondents disagree. We've 
had quite a f m  indignant letters defending 
both sides of-the argument, but there is one 
very interesting common point which they all 
seem to share, and it is this: regardless of 
whether the game is fantasy or a disguised 
political statement, you 'd have to be very, 
very stupid to spend your money actually 
buying The Price of Freedom. The designer 
of the game has admitted that he wrote the 
game purely and simply to make money, to 
prey on the gullibility of right-thinking 
American gamers, and I say good luck to 
him. Ifpeople really want to buy the game 
that's their look-out. Those of you who now 
want to write very long letters on the ethics 
of exploiting stupid gamers can send them to 
Ste Dillon, c/o Adventurer magaz.. . 

Simon Watts, Standish, Wigan: In WDSS, 
Allan Miles discussed the logic (or 
rather the illogic) behind races and 

classes in AD&D. This reminded me of a 
theory which I evolved during the height of 
AD&D playing in these lands, which 
seemed to explain elven MUs. The main 
benefit of the elf (and half-elf) class-wise is 
that they can operate as FighterIMagic-users, 
which combine magic with amour. As you 
know, normal spells cannot be cast by 
someone wearing amour. Therefore, we can 
assume that elves have their own type of . 
magic, usable by those with elf blood, 
which allows the wearing of amour and the 
casting of MU spells, but which is limited 
in power - the level limit. Naturally this 
magic is usually favoured by half-elves also. 
If this theory is adopted, then it naturally 
implies that single classed MU elves should 
be permitted to wear armour. This addition 
probably would make little difference at 
higher levels, where a cunning mage will 
have acquired enough magical protections 
not to need amour, but would aid the 
survival of elven MUs at lower levels. 

I must admit the idea of giving the 
various races different types of magic has 
always appealed to me, though I would be 
inclined to take things on a stage by giving 
each race access to unique magical powers 
appropriate to their natuml habitat (elves 
have lots of druidic-type spells, dwarves 
gain direction jinding & rock-working 
powers, and so on). Ijind that I get bored 
with the similarities between so many 
characters in games like D&D; why should 
every MU have the same spell and every 
jighter use the same type of sword - people 
are far more individual than that. 

Your second point, though, seems to 
benejit the elven MU while immediately 
disadvan-taging every other spell-caster. 
Why would anyone bother playing a human 
MU i f  an elven one can receive the same 
powers - and wear amour too? Keeping 
MUs alive through the lower levels is indeed 
very dificult, but I'm not so sure your 
suggestion is the right one. How do other 
people keep their wizards alive? 

Gosh - a serious letter about a game eh? 
We'll soon put a stop to that, with the return 
of this letters page's favourite subject - 
itselj7 

Richard Bourke, Ealing, London: I write 

& with some trepidation. Both the 
reason for this fear and the subject I 

write on is your practice of adding com- 
ments after your letters. 

These letters result from (mostly) con- 
siderable effort and WD staffers, more used 
to seeing themselves in print, may not 
realise just how hard it is to air your 
opinions for public reaction. It is much 
harder when there is the likelihood of it 
being appended by an editorial joke. 

This has made the letters column quite 
painful reading. It's not the letters, which 
you select quite well - whether it is old- 
timers vs. newcomers, sexism, or the 
perfidy of the Games Workshop manage- 
ment. Of course you have to select letters, 
but that is the end of a periodical's 
responsibility. Just put a notice saying 
"Opinions expressed in this column are not 
necessarily ... " - for the rest, leave the page 
to your readers. 

To finish, a personal note to whoever it is 
adds these comments. Please, resist the 
temptation to fire off a one-liner after this 
one. 

I hope you don't jind this comment 
offensive. The reasons such comments exist 
are manifold. Firstly, some letters ask 
questions, and we are happy to answer them 
in print if we feel that they are of interest to 
other readers too. Secondly, the editorial 
team do have opinions of their own, not all 
of them negative, and we believe they are 
interesting enough to pass on. Furthermore, 
on the rare occasion when we are jokey or 
insulting there is usually a very good 
reason. Humour is a good interlude between 
more serious subjects, and gives a nice 
balance to a column. which is why we 
include trivial letters' about figure-balancing 
and all the rest. Besides, negative comments 
and put-downs often come as responses from 
readers, as well as from the editorial sta8 
so stopping our comments wouldn't stop the 
criticism you claim is keeping some people 
from writing to us, i f  indeed it is. Needless 
to say, we do want everyone who has sume- 
thing to say about this thrilling hobby we 
enjoy to write to us. 

Tony Hough, Luton, Beds: Has anyone 

6 else noticed that there appears to be 
an anomaly in the vehicle speeds 

given in the Judge Dredd rpg? Let me give 
you an example: 

The Lawmaster bike 
Full speed: 570 kph 
Max speed: 480 metresIRound 
Acc/dec rate: 80 m/R 
Stop speed: 120 m/R 

One round equals about 10 seconds. 
There-fore 6 rounds is 1 minute; 6x60 
rounds is 1 hour. So the maximum speed 
should be 480 x 360 metres per hour, which 
is 172,800 mph, or 172.8 kph. You may 
agree that 172.8 kph is actually not very 
fast. It's nowhere near the full speed of 570 
kph. Is this the fastest a 22nd Century bike 
can do? Of course, a skilled Judge can take 
this up to 570 kph. Where does this figure 
come from? Have I cocked it up, or have 
you? 

Neither, really. The maximum speed of 
570 kph comes from the comic strip, and is 
explained in the rules as the maximum 
attainable speed given a clear, stmight, 
level road and lots of time. In the mayhem 
of combat there is no way that anyone could 
control a bike going at that speed and $re a 
gun or kick a fleeing perp. Therefore Max 
Speed is only used in the round sequence, 
which is only ever used in combat, and 
represents the maximum safe speed a Judge 
can drive at while taking part in the fight. 
OK? However. I must admit that bits of the 
driving section in Judge Dredd are a bit of 
a mess, and should really have been sorted 
out a bit better than they were before the 
game went to print. To rectify this matter 



LETTERS 
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slightly there is a set of advanced driving 
rules among the articles in The Judge 
Dredd Roleplayng Companion, which will 
hopefully be released this summer. And 
while we're on Dredd.. . 

Iain Aitken, Clydebank, Glasgow: I would 
like to know what all of this Dredd 
fuss is about - too much being pub- 

lished for the game in WD? Who do these 
people think they are? I seriously doubt that 
they would complain about more being 
published about a game that they own 
themselves! They'd all.be too bloody 
pleased. 

I feel that I must also congratulate you on 
A Day In The Life by Hugh Tynan. 
Fabulous, brilliant and amazing don't sum it 
up. It was the best JD adventure I've seen, 
even better than the hailed Judgement Day. 

Linton Porteous, By Muir-of-Ord, Ross- 
hire: I think I can offer an explana- 
tion to Graham Broadstreet's gripe 

W t 8 5 )  about too much JD material. The 
JD game is a Games Workshop product and 
as such the White Dwarf team must have 
been very concerned with its sales. So, after 
waiting until quite a lot of people had 
bought it in the months following its release, 
they began to promote sales by producing 
month after month of JD articles. Of course 
I could be wrong and the real reason for 
such a large input of JD material could just 
be the fact that they realised what an abso- 
flipping-lutely brilliant and well-produced 
game it is! 

Paul Hodgkinson, Tonge Fold, Bolton: Jon 

& Quaife's RuneQuest adventure (WD85) 
was well presented, interesting and 

quite atmospheric. I don't actually play the 
game, but A Tale To Tell could persuade me 
to. The length of the adventure, I thought, 
was not excessive, as any reduction in size 
may have detracted from the overall quality. 

As to the magazine looking like a 'Rune- 
Quest Issue' or a 'Judge Dredd Issue', only 
so much can fit into a magazine, and 
concentrating on mainly one or two games 
an issue perhaps does more for the games, 
than attempting to squeeze in too many. Of 
course, some variety is essential, and WD 
seems to me to get the right balance pretty 
consistently. This format probably does 
more for your magazine too, as each issue 
has its own 'character' rather than just 
another assorted collection of themes. 

Well, I'm glad someone likes something 
we print! The sequel to Hugh's Dredd 
adven-ture, A Night In The Death, will be 
in the next issue. Personally, I can't make 
out what all the fuss is either. I mean, there 
hasn't been an adventure for the game for 
at least two issues now; Paranoia and 
Cthulhu material appears with about the 
same regularity; and now that the game is 
available again at a sensible price I expect 
RuneQuest will start reappearing at about 
the same rate too. Linton is right - sales 
have determined the inclusion of JD 
material - the game is the second best- 
selling rpg in the UK ever, so there are 
obviously one or two people who possess 
copies. 

jive and eight different games in every issue, ruining games with their pedantry. I'm sure 
including all those games we apparently you will write in and tell us what you think 
never, ever cover like- Tmveller, Star l h k  about rules lawyers; perhaps some self- 
and Bushido. We're very glad the giant- proclaimed rules lawyers will even write in 
sized adventure war popular with some of and enplain why they do it! 
our readers, and I'm certain we'll be doing 
adventures of this size again. mere are also 
some tentative plans to actually include a 
complete game, in several parts, to pull out 
and collect. Add to these all the celebration 
coming for issue 90 (our tenth anniversary, 
you know) and the future's gonna be fun. 

David Knott, Rayleigh, Essex: I got 

dtrc Paranoia for Christmas (lucky me!) 
and found that, as well as being one 

hell of a good game, it produced some 
thoughts about roleplaying in general. I 
think Paranoia will be regarded in three 
different ways: as pure fun (farce, satire, 
bang-you're-dead, whatever), with contempt 
(trivial, juvenile, making a mockery of 
rules, anarchy, blasphemy, heresy), and 
liberation. That last one may sound a bit 
melodramatic, but to a certain extent it's 
true. I can't speak for everyone, but I enjoy 
roleplaying for the imagination, escapism, 
humour and the magic it brings out in 
people. 

I agree that some sort of rules framework 
is necessary to hang all the above qualities 
on. However, I can't bear it when the rules 
take over, turning it all into some small- 
scale combat simulation-cum-maths 
problem. A short distance into a game of 
Paranoia and the message starts to get 
through. If you expect your ideas to be 
handed to.you, if you refuse to cope with 
situation not covered by the rules, if you 
don't use your imagination - you're going to 
die. Fre-quently. 

Howard Kell, Suffolk: I thought the recent 

b AD&D adventure Shadow Magic 
(WD84) was an entertaining and 

original piece of work. It had a good 
beginning, and a useful ending, with plenty 
of room for lengthening into a small cam- 
paign. But, as with all-WD'S adventures, I 
won't use it. Because WD's so popular, both 
players' and GMs' eyes scan its hallowed 
pages. Imagine: 

GM: "Parazaine asks you to kill off some 
bugbears, because he's afraid they will steal 
his eggs. " 

Smartalec player: "Aha! I've read this 
adventure in White Dwarf! Parazaine really 
wants a book that's in those caves. There's a 
nabassu,and a cleric, and a charmed fighter, 
and a... " 

The DM groans as a whole carefully- 
planned gaming session goes out the win- 
dow, and pulls all his hair out. 

I know what you mean, for this is one the 
basic problems with publishing adventures, 
new monsters, and the like, within the 
hallowed pages of this greatest of games 
magazines. How do you stop players reading 
the adventures before you play 'em? Change 
the names and map layouts a bit? Run them 
through the dungeon backwards? Try and 
make them roleplay properly - i f  they can 
pretend a dungeon they've memorised from 
the Dwarf is completely new to their 
character they deserve all the EPs for 
roleplaying you can give 'em! I don't think 
there's any real way of stopping players 
reading the maaazine (it'd be disastrous to 

It's a strange lesson to learn from our sdes!) - udess you know difSerent, of 

Paranoia, but it's a valid one - trust the GM 
(the GM is your friend!). If they're good at And finally, here's some pretentious 
what they're doing you'll enjoy yourself, live person showing of his knowledge of art: 
or die. win or lose. If the situation's a bit 
strange, rejoice in your GM's imagination 
and don't freeze up because the latest Plane 
Shifter's Guide doesn't cover it! One of the 
younger players I originally saw with the 
game played with my group recently. 
Everyone else let themselves go and had 
fun, but he kept on protesting, "You can't 
do that! This is Paranoia!" and quoting 
rules. I can't stand to see roleplaying 
shackled like that. 

I agree completely, and I would expect 
more than a few fellow gamers do too. The 
rules-lawyer is the sort of person who can 
completely ruin everyone's fun, because they 
haven't fully grasped what a roleplaying 
game is. Sure, in Monopoly you follow the 
rules, because i f  you did anything drastic 
the game wouldn't work - but even in that 
game people have their variants with 
lotteries, multiple hotels and so on. In a 
roleplaying game the rules should only be 
there to add a fmmework to the simulation 
of life, and this fmmework can be modijied 
quite a bit with absolutely no fleet on the 
game. In just about every roleplaying game 
there's ever been there has been a note 
somewhere which says 'You are at liberty to 
change or ignore any single part of these 
rules i f  vou feel t h o  can be done better 

As far as the mix of games goes, well, the anothir'wai' Yet sgll we see the spectacle 
last jive issues have had articles on between of these boring killjoys dragging down and 

Vincent Trewartha, Windsow: White 

4c Dwarfs reputation for being the 
epitome of originality suddenly 

plummetted in my eyes, when I saw the 
November cover. This is entitled 'Baron 
Heinrich von Torlichhelm, Master of the 
Imperial Order of Knight's Panther'. I would 
say that this was heavily influenced (to put 
it kindly) by Gericault's 'Officer of the 
Chasseurs B Cheval: Anyway, I can honestly 
say that I much prefer Gericault's painting! 

Well spotted, Vincent (he included a 
photocopy of Gericault's original but space 
prevents.. . etc). What Vincent didn't point 
out was that Gericault actually nicked the 
pose of the horse from a painting by Grosz, 
who stole it from a sculpture by.. . It's a 
tradition in painting to borrow classic poses, 
and John Blanche (the artist of our cover) 
was simply paying homage to the jine 
orginal painting. It's something he does a 
lot, actually - you should see his version of 
Jacques Louis David's 'Rape of the Sabine 
Women '! 

And on that wholesome note let's close 
the page for another month. There, and I 
wasn't even rude to those plonkers in the 
tights with the rubber swords, was I? 

Letters ed: Marc Gascoigne 
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Work in Progress 

You might not know it, but the GW Design 
Studio is currently just about the biggest and 
busiest place in the games world. There's more 
being planned and designed inside the four walls 
where White Dwarf comes from than at any other 
games company. Coo. So all those designer chap- 
pies who occasionally clutter up the the WD of- 
fices have to be doing something. Well, maybe. 

What follows is a sort of sneak preview of 
what the GW design studio is doing. We'll try to 
update reports on what's very new and the 'how 
and why' of design in every issue. Watch this 
space.. . 

Warhammer Army Lists - After a frenzied, 
super-human January slog, the Army Lists are 
nearing their first edit. It looks like the package 
will feature lots of new rules for Warhamrner Bat- 
tle games: new types of formations, manoeuvres 
and the roles of heroes and magicians. 

There's going to be a list for each of the most 
popular Warhamrner armies. This will break down 
into a section detailing profiles, new troops and 
any special rules they use, along with an easy-to- 
use list from which players can select armies of 
1-2000 points. This usually works out at about 
100 figures or so for a typical force. 

All this means a new depth of detail for each 
army, listing the numbers of troops which can be 
used, their arms, their armour and their leaders 
as well as any allies or mercenaries. 
Richard Halliwell 

Rogue Trooper - YEEEHAAA!!! Suck on this, 
Norty ! Dakkadakkadakka.. . 

Yes, the Rogue Trooper boardgame is coming 
along nicely. This, the second of GW's boar- 
dgames based on characters from 2000AD is due 
out in Aoril. and is bane on schedule. Each 
Player controls a ~ o ~ u e - ~ e n e t i c  Infantryman on 
the battle-scarred world of Nu-Earth, encounter- 
ing Nort forces and interesting companions while 
searching for clues to the Traitor's identity. Once 
the Traitor is unmasked, the GIs chase him from 
Milli-com across Nu-Earth until he is killed. 

Among the unique features of this game are 
the Bio-Chip rules, whereby a player GI who is 
killed ends up as a Bio-Chip sitting in another 
player's rifle, helmet or backpack, and the two 
form a team for the rest of the game. This is go- 
ing to be a must for all fans of the Rogue Trooper 
comic strip, and also (we hope!) an enjoyable and 
highly playable SF boardgame in its own right. 
Crnomo nnmic 

Death on the Reik - The epic campaign begun in 
The Enemy Within and developed in Shadows 
Over Bogenhafen is now gathering pace. Death on 
the Reik will follow a similar format to its 
predecessors, in that the idea is to provide both 
adventure material and genuine supplementary in- 
formation that GMs will want to hang onto long 
after the campaign itself has reached its con- 
clusion. 

The aim is to allow the players a great deal of 
freedom of movement, and so there are boat- 
handling rules, encounter tables, and lots of small 
'cameo' adventures which the GM can use as and 
when he or she wants. Of course, there's also go- 
ing to be a major thread running through the 
whole thing - and a really exciting, gothic-horror 
climax in the Hammer House of Horror tradition. 

Work progresses as well as anything can 
around here; what with people interrupting you to 
write bits for White Dwarf.. . 
Phil Gallagher 

Warhammer 40,OOOIRogue Trader - Imagine a 
darkened cell whose sparse furnishing are worm- 
ed and dusty, whose unevenly flagged floor is 
sticky with little pools of saliva, whose sole occu- 
pant slumps indecorously upon a cluttered desk. 
Escape is an impossible dream, food a luxury 
earned only by fulfilling quotas other men would 
think impossible. 

Like now. The final word of a huge tome is 
complete, and its bulk lies undisturbed upon the 
gnarled desk top. I speak of Warhammer 40,000 
(WH40K) alias Rogue Tmder which some may 
recall as Citadel's proposed futuristic battle game 
based around the Warhammer system ... once 
advertised never forgotten. Ah, well. WH40K is 
indeed the long awaited futuristic version of the 
Warhammer Fantasy Battle system, and shares 
many of its mechanisms and much of its feel. 

WH40K is something of a new approach to 
future gaming, it's not 'science fiction' for 
starters, but pure fantasy set in the far future 
(about forty thousand years in the future to be ap- 
proximate): Technology is important, but not the 
mainstay of civilisation - the game is set in a dir- 
ty, mean, bloodthirsty universe. 

Among much else, the background features an 
Emperor as old as the human race whose psychic 
energies are all that stands between humanity and 
extinction. Unfortunately the only way to keep the 
Emperor alive is by the continual sacrifice of 
lesser psykers (psionics, telepaths and the like) 
and by the rigorous suppression of those whose 
minds have been taken over by unworldly 
creatures. 

Although the game shares Wrhammer Battle 
mechanisms, they have been suitably modified to 
allow for the very different weapons and equip- 
ment. Statistics follow the same form, for exam- 
ple, and many of the creatures cross over. In fact, 
the Warhammer Fantasy world and WH40K share 
the same universe; the Slann, as Warhammer 
players will already know, are extra-terrestials 
anyway, and as for the place of Chaos ... all will 
be revealed. 
Rick Priestley 

Blood Royal - the game of dynastic conflict, is 
getting close to release. Invented by Derek 
Carver, a man already with Wam'or Knights to his 
credit, it features many new and innovative 
features. 

The concept of the game is very simple; 
players control dynasties of royal characters and a 
country in 14th Century Western Europe, and 
must try to use these resources to make their 
dynasty the richest at the end of the game. Rather 
like Diplomacy or Machiavelli, the key to winning 
the game is the success players have in 
negotiating deals with one another. The difference 
is that these deals are formalised through con- 
tracts which the players make with each other 
when they marry their royal characters. These 
deals cannot be broken until one of the characters 
in the marriage dies, and so the players are ac- 
tually writing additional rules into the game as 
they play! 

Even with these contracts, there is plenty of 
scope for treachery, double-dealing, power- 
politics, dynastic aggrandisement and open war- 
fare. It is possible to play Blood Royal as a 
wargame, and there will be times when more sub- 
tle players resort to armed force to seal an advan- 
tage. The real key to the game, however, is the 
making of deals, and using these to protect 
yourself from the machinations of most of the 
players while you move in on a single victim, 
em.. .  ally, that's the word ... 
Paul Cockbum 



Swap Warhammer I and Dungeon Planner 2 for 
Battlecars ~n goad condition Phone Ron on Great 
Yarmouth 750351. 

Miniatures painted. Balrogs, Orcs etc. FF books 1-16 
&The Sorcery Epic. Phone (0600) 3656. 

For Sala: Very well painted Essex medievals. Details: 
tel Rick 0395 278664. 16 Year Old wants penpals from anywhere in the 

world. Please send letters to: Tony Lee. 212 Harrison 
Avenue. Boston MA 02111. USA. 

Swap Dungeons & Dragons. Warhammer, Dragon 
Warriors. T&T for ROlll. Paranoia, Callof Cthulhu. Tel 
0267 234733 after 5pm. 

Notices are free up to nine lines length, i f  drawn up 
to standard format /location, name, games, rime, 
place, comments, contactl. Extra lines cost £ 1.40 + 
VATper line. 

Allclassrf~edad~ must be ~repardaf the rate of £140 
+ VAT ll5%lperline, orpan thereof, display ads £2 
+ VAT~er1,ne. On averaoe there are srx words 140 

Now ready, Issue 2 or RuneRiter from Nell 
Smlth, 64 John Kennedy Avenue, Coseley, 
Bllston, West Mlds. WV14 EST. 

characters1 per line. Pleaie send copy andpayment 
m WhRe Dwsrf SmaUAds, Games Workshop Design 
Studio, Enfield Chambers, 14-16 Low Pavement, 
NOTTINGHAM NGI 7DL. Make cheques/POs 
payable to Games Workshop Ltd. 

Whlte Dwarf regrets that i t  cannot be held 
responsible for financial transactions arising from 
small ads. Readers are advised to take nooro~riate 

PETERBOROUGH 
Rune Lords 
Games: JD. AO&D. D&O. MERP, RQlll, Warhammer 

Time: 6.30-9pm. Wednesdays & Saturdays 

Wanted venues needed for 1987 tour of overly 
amb#toous RPG club, 6-10 players expected to tour. 
Reows to N~ael Crouch. 141 Moorfneld. Coventrv 

For Sale: White Dwarfs 22-51, box games. 
roieplaying games, 25mm lead figures (Traveller, 
D&D). Rina 090772 3415. 

precautions before parting with any moh& ' 

wars, threats, lies and good old fashioned 
nuclear devastation. €1.50 (maps, rules and two 
moves) to S Wyatt, 60 St Andrews road, 

HIllss Modds Fantasv Fortifications. Buiidinos. Seiae 

Wyms Footnotes & D h r e n t  Walds wanted, good 
prlces paid. Contact Richard Sands. Tel 0332 
371918. 

Wanted: lnformation about SPl's DragonQuest 
game. Please contact M Harrison. 43 Third Avenue. 
Klngsland. Auckland. New Zealand. 

Place: GM's house 
Comments: Everyone welcome, females pleasel 
Contact: Juile Jarvis. 11 Heather Avenue. 
Peterborough PEl 3XN or ring Tim on107331 73737. Kindly cease your beatific copulation with that 

prescient broot?), and get Nemesis, the new fanzine 
of widespread RPG interest. Send 80p to Tim Hyde, 
92 Broad Lane, Essington, Wolverhampton. Staffs. 
WVl l  2RG. 

Sexy, humorous (brave), male maniac, seeks 
passionate, beautiful, cultured female similar, into 
Lovecraft, Garfield and humorous maniacs. Replies: 
J Fltzpatrick, Deanscroft. Station Road, Oakham, 
Rutiand. 

CAMBRIDGE 
Swavasey R f f i  Club 

Equ~pment and sh~ps  made to yoLr own 
requlrements. Send SAE for catalogue to Hales 
Models, 43 Hawksclough, Skelmersdale, Lancs, 
WWB 6PY lTel0695 32325). 

Fantasy Figure Painting Swvlce. Send El  and 18p 
stamp for sarnpleiprtces to R T Rees. 62 Dlckens 
Avenue, Corsham, W~lts. 

Wanted South Manchester area, players or referee 
for D&D or Traveller to form a club 1061) 980 3769. 

Sala. DMG, MM, PHB, UA, FF, Greyhawk & T1-4. 
Traveller books 1-5. Dominic, 0604 81517. Hdp: LRP Monsters & Heroes. interested in weakend Games: AD&D, MERP, JD, Traveller 2300. Anything 

Time: Monday 7-9pm 

Place: Swavesey Village College 
Comments: Experienced players v welcome 
Contact: Sam Vial. 36 Histon Road, Cottenham, 
Cambs 

camp/convention. Notttnghamshtre. August Bank 
Holiday. Contact Fools and Heroes. 152 St Aidan's 
Close. Sheffield S2 2NO. 

HELP 

Contacts, messages, non commemal advert~se- 
ments Ifor free rtems onlyl, wanreds andswaps may 
be advertised free up to 25 words Longer ads w111 
be chargedm the,, entirety at f 140 + VATper llne 
Swao or Sale' and 'Swao for Cash' adverts are 

'Zootlewordle, Zootlewordle' - Zoot Zootlewordle, 
Croydon. Thos lucky man received a free fanzlne by 
joanlng the alternative society SAE to Wafflers 
Anonymous. 28 Merryhills Drlve, Enfield. Eh2 7NT. 

Gutsplat Ouchl Interested In RQ? b u  are? Good. Well 
then, wanna swap ~deas? Just contact Greenboll. 
Wlljsdean. Gullane. E Lotnian. Scotland. Don't forget 

GREAT YARMOUTH 

Dragonhoard l 
Games: D&D, MERP, OA, Warhammer FRP lwill learn 
others) 
Tlma: probably States lpm-6pm 

Place: GMs' or players' houses 
Comments: New club, everyone welcome, GMs 
needed. 12+ 
Contact: Nathan. Great Yarmouth 844110 

Ybu need this. The complete guide to every WD 
published. Lwk thmugh old WDs thequick way. 
Decideeasily the most useful back issues. It has 
gamelcontent, issue &cross- Indices. For your 
copy, send €3.45 to: P Howard, 13 High Street, 

comhercial adverts and niust be paid for as such. 
Please note that only one item perperson can be 

placed in the Help section. 
I f  youare under l6and wish mplacean ad which 

imlvespeople contacting you, you must obtain the 
consent of a parent or guardian. A signature is 
required as proof of  consent. 

Wanted - RPG players or referees in Ayrshire area. 
Anything played. Phone Dave on Troon 10292) 
313660. 

now, yah hearl 

Swap FF Boob 1-7 &extra, and Sorcery 1-3 all worth 
f17.60 for revised Warhammer or Paranoia. Contact 
Sam 0420 62714 after 5. 

Cltadd metal based figures wanted. Good money 
paid -some swaps available. bndon area. Max 1011 
729 2787. 

The Best Painied Flgures ever seen. Boxed Viking 
regiments €10. Samples €1. Send to Morkin 
Workshop, 23 Ullswater Road, Ferryhill, Co Durham 
DL17 8HH. 

AD&D plqu 118) requests penpal (preferably female1 
to exchange ideas and sceanrlos Contact Ed Stastw 
9018 Westridge Drive. Omaha. NE 68124. USA. 

Nottlngham R f f i m  -Help Two experienced garners 
1181 seek campaigns to join. Will play anythlng. 
Contact Krls and Allsta~r. 34 Yaldina Drtve. Wollaton. 

Wanted: Paranoia & supplement in good condition. 
I have CoC & Companion. I also want penpals in UK 
or US (age 15+1. Writeto K Persson, Bjorkebogatan 
ION, 5-27300 Tomelilla, SWEDEN. 

BASINQSTOKE 
Baslngstoke Roleplaying S o c l y  
Games: Almost all major RPGs 
Time: 7-10pm every Monday 

Place: Cranbourn School, essex Road 
Comments: All welcome 

Contact: Mat McCall, 26 Wicklow Close, 
Basingstoke, Hants. RG22 5BE 

Conalrl The seataring fantasy PBM. Aa a hero 
In command of a sturdy gdley & W c r s w ,  you 
can mom the known world from Bomhdm in the 
frozen north to the shiftlng sands of the 
Murghab desert. The fully detailed world, 
complete wi th cultures, religions. and 
backstabbing politics, rife with piracy and 
rebellbn, povMes endless opportunftles (or the 
skilful adventurer and the game system 
combines elemants of roleplaylng and 
wargaming to produce a unique gaming 
experience. Send SAE for detsils to Cwsalrl, 24 
BPG. Southpon, PR8 IRT. 

Any AD&D players in ExeteriEast Devon interested 
in forming a group, or is there one already? Contact: 
Trevor French. 25 Blackall Road. Exeter, Devon. Notts, NG6 2QA. 

W Sussex players and GMs wanted for possible RPG 
club (depending on response1 in HassocksIBurgess 
Hill area. Phone Hadyn on Hassocks 5223. 

Wanted: Forthcoming SFIF literature magazine 
welcomes original art and fiction. Please send 
contributions (enclosing SSAEI to Opus Quarterly. 
17 Wallers Way, Hoddesdon, Herts EN11 9LH. 

Swap Traveller material lgood condition) including 
Fifth Frontier War & Traveller Adventure for RQll 
Borderlands andlor Trollpack. Contact Phil, 62 
Ryknieid Road, Kilburn, Derbyshire. 

Looking for a penfriend? lnterested in MERP, 
Warhammer or D&D. Girls (14+l send photo if 
possibleand contact Dan, 29 Acre St, Stroud. Glos. 

Wanted, a free or cheap fantasy PBM game to 
participate in. Write to Gareth Evans, 4 Whitelands 
Road. Thatcham, Newbury, Esrks, RG13 4AR. 

NUNEATON 
Gamebusters RPG Club 
Games: CoC. Traveller, RQ, various D&D etc 
Time: Wednesdays, 7.30-llpm 

Place: King Wtliiam IV public house, Coventry Road 
Comments: Looking for new members to replace 
those lost to university etc. Age 16+, elther sex, 
begtnners welcome 
Contact: Nigel 10203) 450130 

Wanted: Original SF and Fantasy short stories for 
fanzina Longer stories considered. Send to C Evans. 
44 Caban Isaac Road, Penclawdd, SA3 3JJ. 

Fa Safe: (A)D&D, Traveller & accessories, figures etc 
Tel Andrew, Forest Row 3069 (after 4pm). 

Swap JDRF'G, GH, CoC and supplements. MM1 and 
pre77 D&D books, all vgc for various AD&D books. 
Tel Mark I011 546 3496 (after 5pml. 

The UK True Gamm Society is now being set up for 
fans of Sherl Tepper's books. Contact Graham Ing. 
11 Hawk Cvose. Stubb~ngton, Hants. PO14 3SW. 

Wanted: Virtually all Roll material, especially the 
Companion, Wyrms Footnotes and Trollpack. I pay 
Wheels not Lunarsl Phone 109241 494291. Fantary Flgufes Painted to a high standard. Send SAE 

to A Worsley, 22 Brindlay St, Holderness Road. Hull, 
N Humberside. Tel (04821 76876. Oswestry: RPG contact service for area with 

posstbility of club - Send address and brlef details lo 
Irn Bark IDm~dl. Flat 12.40Vyrnwy Place, Oswestry. Want&. Pavis. Borderlands, Trollpack and Griffin 

Mountain. Good prices paid. Phone Chesham 
774185. 

Wanted: vgc D&D Companion or Masters Set. Swap 
for T-aveller Double Adventures 1-6 and Striker. Write: 
H Payne, 22 Blackwood House. Nelson Road, 
Portsmouth, Hants, PO1 4NF. 

AIRDRIE, STRATHCLYDE 
The Dragon & Mace 
Games: D&D. AD&D, Warhammer, Palladium etc 

Time: Monday 7-10pm 
Place: Airdrie Academy 
Comments: 12+, male and female, insanity required 

Contact: D&M. Ashlea, Quarry Road. Airdrie, ML6 
6NG (send SAE) 

16 year old Australian male seeks contact with 
AD&D, Sci-Fi. RPG group(s), preferably English. 
Exchange ideas, miniatures: Andrew Phillips, 
Thompsons Road, Maude 3331, Victoria. Australia. 

gemtrator IS hem, on dlsc only for the AMSTRAD 
CPC612B Prlnter dumptng IS unnecessary and 
the program features almost everyth~ng Send 
a cheque for f 8, or an SAE for more lnfomlatlon 
to Sorcerer Software, 11 Wyndham Road. 

Letchwarh: AD&D players wanted for regular games 
sesslons New players welcome, but must be 187. 
11 Interested contact Kate on 684526. 

Swap D&D Basic & modules for High Guard, 
Mercenary, or Traveller Modules. Contact K Clarke, 
Teiford 55148 weekends. 

Wanted: GURPS. Car. Wars or C&S Swords and 
Sorcerors. Contact THZ, 69a Sandford Grove Road, 
Sheffleld. 57 1RQ. 

Adult Gamer seeks intelligent, serious players or 
group running a Middle-earth or similar campaign. 
Must have commitment to high standards. Barry 01 
444 4556. 

Trolls BottMn is a computer moderated, pmfessionel, 
Tolkien-influenced, Play-By-Mail g a m  Game 1 is full 
170 players) and we are now taking playersfor game 
2. A starter Dack costs f 3.00 from Proiect Basilisk. 

Llghtly seasoned advanced dungeoneer & 
dragonfriend. 27 going on 17, seeks wmpanions for 
an adventure in Arlesay Iledfordshirei. Have own 
estates. Phone Goatfondler, 0462 834014. 

Homlcldal Goblin seeks Warhammer players in the 
Henford area. Also plays MERPand IS wllltng to learn 
other games. Contact Just~n on Hertford 558805. 

LA ROCHELLE, FRANCE 

La Compagnie da Faanor 

Gamas: AD&D, AdC ICoCI, Paranoia, RQ. MERP, etc 
(in French, of course1 
Time: Every day, but Saturday in general 
Place: Local in Villeneuve LIS 
Comments: Age 11+; beginners welcome, any sex 
Contact: Laurent, 46 67 64 09 or Pierre 46 37 49 57 

Hereford. Wanted: players & GMs 116+)for any RPGs 
-with a view to starting regular club. Contact Kate 
or Tom Morgan, Hereford 275273. 

Helpl Male 117) just moved to Great Yarmouth area 
seeks fellow RPGers, male or female Contact Paul 
Duncanson. Caister Holiday Camp, Caister-on-sea. 
Great Yarmouth. 

Wanted: Any broo figures and Attack of the Broo 
boxed set. Ring Oliver, Kingsland 508 or 406. 

PO Box 24,'~heerness, Kent. 
Male 1171 would like American penpal aged 16 or 
above interested in roleplaying. Graeme MacDonald, 
27 Edinburgh Road, Harthill, Shotts, Lanarkshire ML7 
5NS. Scotland. 

Mah (15) seeks interesting penpal, 15-16. interested 
in RPGs. SF and pop music. Contact Daniel Peacock. 
'Roseholm', Debden Green, Saffron Walden, Essex. 
CBll 3LX. England. 

I have AD&D books, scenarios, Traveller extras, JD 
game, figures scenario. Do you have RuneQuest, 
Th~eves' World? Phone 0905 630752. 

Superb Qualltq hand painted miniatures to 
individual requirements. Examples on display in 
Hereford. Shading, drybrushing and washing 
techniques are all used. Custom built bases also 
available. Painting will not be rushed however 
large the order. Interested? Send all enquiries 
and orders, or El  for sample, to R Vine, Tadpole 
Cottage, Eardisland, Leominster, Herefordshira 
Tel Pembridge 329. I COVENTRY 

Coventry Quite Nasty Association 
Games: AD&D, JD & anything new 
Time: tba 

Place: players' houses (mainly mine1 
Commsnt.: Players & GMs desperately needed, 12+ 
Contact Edwin (02031 412560 

Edinburgh D&D enthusiasts wish to contact clubor 
local players. Will'ng to learn other games. Ring David 
or Clalre Brotherton 031 334 5272. 

Swap FOTR boardgamm. Golden Heroes RPG. 15 
AD&D modules & 180 2000AD comics including 
progs 1&2 for anyth~ng. Tell Ian on Poole 682946. 

FaSalm AD&D PHB. MM, DMG in a boxed set. Also 
original AD&D DDG including Moorcock & Cthulhu 
mythos. Offers nnvlted. Tel 01 542 1851. 

Clwyd. Does this barren wasteland support any 
roleplaying lifeforms? If so, contact Andy 117) on 
Denbigh 5357. Will travel and play anytning. 

HonorlSci-FIIFantasy - magazinesicomics~ooks 
collectton clearance Wayne, Evesham (03861 48216. 

Experienced GM I221 seeks fellow RPGers in the 
Worcester area for: AD&D, MERE RQll either games 
or a campaign of am/ level. Contact Mlchael427508. 

Wantsd. Any Call of Cthulhu scenarios, campaigns. 
supplements, bwks and fanzlnes, especially Dagon 
and Crypt of Cthulhu. Phone Stepnen on 01 360 
4809. 

Desperate Student will pay reasonable price for 
needed Alien 'Nostromo' baseball cap as worn by 
Brett. Contact Sandy Ferguson. 7/48 ASH. Stirling 
University, FK9 4LA. 

SOUTHAMPTDN 
The Doomed Ones 
Games: Warhammer FRP + Battle rules, any others 
Time: members' convenience 

Place: GMs' homes 
Comments: under 15, free, GM organised, serious 
roleplayers only 

Contact: S White (GMI 0703 768078 (after 6pm) 

PBM Arcadla Looking for a Play-By-Mail game7 
Try Arcadla, a fast, fantasy computer moderated 
roleplaylng wargame for 30 players Set up 
f 5 001ncludes rule booklet, wall map and three 
free turns Turns every ten days, cost El 50, 
includes freepost To join or for free fact sheets 
send at once to Jade Games, Freepost, 
Southsea. Hants PO4 08R (no stamp required) 
or rtng 0705 826271 I Swap OH. D&D, Marvel Superhemes (Advl. Fantasy 

Hero. Danger Internatoonal. Paranoia. Phone Alan 
0292 77102 after 6pm. 

Anyonel -Any age, sex or race Contact Glenn Amon 
Magee to discuss anything. 28 Ellerdine Road. 
Hounslow, Middlesex TW3 2PL. 

People wanted for 1dis)memberment in serious 
Viking re-enactment group. Apply to Ravenshall 
Reavers, Ruthefford Hail, Gatehouse-of-Fleet. Castle 
Douglas, Scotland, DG7 4HS. 

Urgmntly wanted: Traveller supplements Merchant 
Prince. Scouts. Citizens of the lmperium and Striker. 
Wrlte to J Dobson. 110 De Grey Street, Hull. HU5 
2RR. Vlklng Replkas 50p catalogue S Will~ams, 12 Chalk 

End, Pltsea, Essex, SS13 3LW. 

IAID&D Books for sale. Phone 10905) 351914. 

For Sale. AD&D Guide, handbook. Monster 
Manuallassorted modules, Greyhawk. Also some 
Bas~cIExpert D&D modules and rules; Traveller. 
Squad Leader to GI complete. All In excellent 
condltlon Telephone 0602 284232. 

Wanted: Tales After Dark 1, Dagon 1-13 (some hopel). 
Descending Darkness 1. Helpl Contact Steven 
Hutchinson, 186 Gainsborough Road, Corby, 
Northants, NN18 ORG. 

CAMBORNE, CORNWALL 
Camborna C ~ s a d n s  
Games: Most, inc AD&D, RQll. MERP 
Time: Sat & Sun 2-5pm 
Place: 'The Flat' & players' houses, elsewhere? 

Comments: 2511 weekly, refreshments, ages 13-15, 
any sex, beginners welcome, mature roleplayers 
please 
Contact: Dan, Camborne 713981, 5-9pm 

Wanted: lnformation about the origin of roleplaying 
hobby and companies at that ttme, for project. 
Contact Mike, 205 Stock Road. Billericay. Essex 
CM12 OSE, phone 02774 4220. 

Wanted: RuneQuest figures and especially 
information where I can purchase them. Contact B 
K Sandercock. 1740 W 66 Ave, Vancouver BC, 
Canada VBP 2Wl. 

Wanted: Man, Myth & Magic; will swap for Golden 
Heroes or Star Trek leach wlth supplements). Must 
be vgc. Contact Stephen. 104631 222323. 

Joln thm Laaguel The Soccer PBM game Prizes. SAE 
League Games, PO Box 48, Newport, Gwent. NP9 
2UD. 

Swap RuneQuest II or Traveller boxed, for Rogues 
Gallery Paul, 94Tuke's Avenue Bridgemary, Gosport, 
Hants. PO13 OSF. 

Swap: Warhammer Rules for Battletech or Car Wars. 
Contact Van on (06251 533315 after five. 



25mm FANTASY 
ARMIES 

E19.70 + E 1.30 P&P 
MEN OF THE ORIENT HIGH ELVES 
6 Cavalry, 15 Samurai, 20 

MEN OF THE WEST 
12 Cavalry, 40 lnfantry 

GOBLIN 
9 WolfRiders, 57Infantry 

16 Cavalry, 31 lnfantry 
UNDEAD 
9 Cavalry, 58 Infantry 
SKELETON 
18 Cavalry, 37 Infantry 
BOAR FACE ORCS 
60 lnfantry 

B 
MEN OF THE EAST 
6 Cavalry, 30 lnfantry 

4 
AMAZON 
9 Cavalry, 57 Infantry 

4 
A . , a i Quantities correct at time of printing A . 

38 WEST ST., DUNSTABLE. ' 
Tel: (0582) 606041 

2 mlles from junctlon 11 on the M1 

I IMPERIRL ERRTH I 
I A complete science fiction role playing system I 

IMPERIAL EAMH s a complete sclence flctlon role-ploylng game from the 
ANYWHEN uruversal role-playng system Adventure I" the fully-deta~led rettlng 
of a ~U~UIIZIC world gone mad, where hlgh technology merges wlth barbarlc 
ldeologles across thousands of worlds 
IMPERIAL EARTH and accessory booklets ar well or ANYWHEN'S FIRELAND role- 
ploylng games are available at  your local hobby or toy store or by mall from 

# 
I K Society, Inc., Game Division, P.O. Box 702554, Tulsa, OK 74170, (918) 838-0555 

A complete fantasy role playing system 
"FIRELAND is a complete fantasy mlc-playing game fmm the ANYWHEN 
universal mle-playing system. Adventure into r fully-detailed world 
complete with elver, faeries, dwarves . . . and panzer tanks. 
FIRELAND r i d  accessory booltlets, as well as ANYWHEN'S IMPERIAL 
EARTH mlc-playing games am availabld at your local hobby or toy 
store or by mail fmm . . . [K J K Society, Inc., Game Division, P.O. Box 702554, Tulsa, OK 741' 

D 

LONDON'S 

SPECIALIST 

Full range of roleplaying games and 
accessories, fantasy and sci-fi board 
games, historical war games and 
rules, as well as complete range of 
traditional games. Demonstrations 
every other Saturday. 

RISURE  GAME^ 
91 Ballards Lane Telephone: 
Finchley, N3 1XY 01-346 232 7 

gust 3 minutes walk from FINCHLEY CENTRAL UNDERGROUND) 

OPEN 6 DAYS A WEEK 9.30am-6.00pm 
(SAT - 5.30pm) 

We can offer mail order - send SAE for details 



We now have only extremely limited supplies of the following back numbers 
of White Dwarf, available at f 1.95 copy. 

We also have stocks of the following recent back numbers, available at 95p 
COPY. 
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SCOTLAND'S 
PREMIERE HOBBY 

STORES 

EDINBURGH 
13 Forrest Road, " Edinburgh EH1 2QH 

Tel: 031 226 3354 

. A GLASGOW 
536 Great Western Road, i- -- Glasgow GI2 8E2 

d b 

21 ri 

Opening Hours: 
Mm&ay I .rtClpm-6.30pm Tues-Sat 10.00am-C - -pm 

CW1 
CW2 
CW3 
CW4 
CW5 
CW6 
CW7 
CW8 
cw9 
CWlO 
cw11 
CW12 
CW13 

Thatcheroid Iron Lady * .... 5Op 
Capitalist on Wage Slave*&1.00 
Bloated Capitalist* ............ 
Fascist Pig* 

5 0 ~  ...................... 50P 
Petit Bourgeouise* ........... .50p 
Scatgloid P i m  ............... 5oP 
Peoples Commissar ........... 50p 
Proletarian*. ..................... 
Reaganoid' 

5 0 ~  ...................... 5OP 
Gadaffoid Terrorist.. ........ .50p 
Radical Feminist * ............. 50P 
Vaunan Undead Count.. ... .Sop 
Bomb Throwing Anarchist.50~ 

FOR THE COMPLETE 
SELECTION OF GAMES & 

METAL FIGURES , 

I * O p & m d t o t a k e : M ) ) N U X . S ~ C L u b L u b  -1 1 nand Crwbm, Axe or Broken Bottle 
STANDARD 

I -Ur-mnn d.vg,"=--"- ( WORKSHOP ESSEX 
n*r-wmhllrrr-S-.r-! I 

QAMES SHOP 
I 

818 London Rd., LEIGH ON SEA. 
Tel. SOUTHEND 73308 

Open 9.30-1.30 end 2.30-5.30 
Closed on Mondays 

~tockists of 
DUk 3NS 81 DRAGONS 

AS and Supplements ... • * V ames * Fantasy Games 

I MAIL ORDER U.K. ONLY + 10% pap 

mas I 

161, Linthorpe Road, Middlesbrough, 
Cleveland. Telephone: (0642) 247553). &J Games Workshop, Stockists Citadel, of:- Games 

I (of Liverpool), Tabletop, Skytrex, 
TM Games, Denizen, Torchlight, 
Flying Buffalo, Standard Games, 

and many more. 

Computer software: 
For the most popular computers ie. C64, C16, . , :>9 . Spectrum, Atari, BBC, Amstrad and MSX etc. 

,Jence Fiction Games * I 

Mail order (+12W %) P 8: P. I 

MINIA"RJRE DESIGNER:'. .':; 
WANTED , .. . . - , * I- 

' , L r  +< bL .' ' 5 

The world's leading metaaa&i~aiikes &ii~&&~";S a, '' 

. &* two Superpowers o f  the World meet in one city, ly one 
thing keeps them apart -THE WALL 

I 

vacancy for a miniatures designer to work h pleasant? 
surroundings at their Nottingham Studio. It is essen- - ." 
tid that the successful applicant has professional ex- . .,$ 
perience of working on 25mm scale figures. THE NEW EXCITING SPY BOARD GAME 1 

Apply in writing with full C.V. to: '"" 

RRP f 12.50 OFFER PRICE f 5.95 incp8tp 
R. NAISMITH, 

CITADEL MINIATURES 
PLEASE ALLOW 14 DAYS DELIVERY MAKE CHEQUES OR POSTAL ORDERS PAYABLE TO' CHEWTON STREET 

DAVIS GAMES HILL TOP, EASTWOOD, 
YL ' NOTTrNcHAlM NG16 3HYRJ1 

. . >  
I 

by:k'*~~~ 3, 32 HIDSON ROAD, BIRMINGHAM 823 7DY TEL: 021-382 8223. 1 
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