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RUNEQUEST!

RUNEQUEST, Fantasy Role Playing in
Dragon Pass!

AT LAST!! Fantasy Role Playing (FRP)
comes out of Dragon Pass. Game enthu-
siasts had previously commented on the
richness of the Dragon mythos for a fan-
tasy setting, and these rules begin the ex-
planation of that world on a personal level.

Be a Sartarite youth, out to earn fame
and glory and magic by raiding the Trollkin
of Shadows Dance. Mount upon your
nomadic steed and search the Big Rubble
of Pavis for treasure or slaves. Join a
magical cult, and work your way to
become High Priestess. Hunt renegade
Dragonewts, search for Aldryami to trade
with, or simply go a-questing to see where
Adventure takes you.

Previous FRP games simply did not have
the details which Dragon Pass required.
CHAOSIUM proudly presents a REALISTIC
SET OF FANTASY RULES, based on ex-
perience and reality rather than an arbi-
trarily developed abstract mathematical
system. All New Combat System!! Based
upon 12 years of actual hand-to-hand
combat by the author while in the SCA. All
New Magic System!! Based upon Greg
Stafford's years of writing and experimen-
tation, this system is the first to ade-
quately pave the way to handle spirits and
deities. No Artificilal Character Classes!!
Mages can wear armor and use blades.
Clerics are reorganized as magicians as
well, and not separated. Much Much
More!!

CLEARLY ORGANIZED RULES!! De-
signed for easy learning and quick refer-
encing. Modular presentment, and many
examples further aid in gaining command
of these rules.

DESIGNED BY STEVE PERRIN, and
Friends. Artwork by Luise Perrin.

ONLY $8.00.

chaosium 3

box 6302 albany CA 94706

KING ARTHUR'S KNIGHTS, A game of
Legendary Britain

Scour the ancient British countryside as
one of King Arthur's Knights driving out
outlaws and evil wizards from their sha-
dows! Meet beautiful damsels and be sent
upon Adventures or Quests. Begin as a
lowly Chevelliar and work your way to be-
come a Knight of the Round Table! Join in
with the other great Knights for the Quest
of the Sacred Grail!

KING ARTHUR’S KNIGHTS is a board-
game playable by 2-6 people, and comes
complete with a glorious 4-color mapboard
of Legendary Britain, markers for each
player, and eight decks of Encounter Cards
to use in the enchanted lands.

Designed by Greg Stafford, already
famous for his other fantasy games also
produced by THE CHAOSIUM. It is based
upon extensive research of Mallory and
Vulgate texts. Artwork for components and
the rules are done in the usual Chaosium
style, which has set the standard in the
gaming world.

ONLY $10.00.

NOMAD GODS, Magical combat upon the
Plaines of Prax $10.00

WHITE BEAR & RED MOON, Battles of
Dragon Pass, $10.00

Complete Boardgame, already a classic,
of the Sword and Sorcery warfare between
the borderland kingdom of Sartar and the
invading Lunar Empire. For 2 or 3 players.
New 3rd edition clarifies many previous
problems in the combat rules. 22" x 30"
board, 240 die-cut pieces, illustrated rule-
book.

LORDS OF THE MIDDLE SEA, Future Fan-
tasy in an American Atlantis

Take part in the rise of Civilization upon
our broken continent! Be a hero-king,
intent upon leading your own nation to
superiority upon the bones of a ruined
world. Muster armies and hordes, send out
the Sea Raiders! Or go upon a quest for the
ancient, lost libraries of the near-forgotten
20th Century, and return as a Sorcerer-
king to help your peoples.

LORDS OF THE MIDDLE SEA is a board-
game, simulating the future wars on a half-
sunken North America. It is designed for 2
to 4 players, and has component rules to
learn more and more complex scenarios.
Game includes illustrated rulebook, 22" x
36" 4-color mapboard, and 240 die-cut
counters.

ONLY $10.00.

ELRIC, The Struggle between Law and
Chaos

By Greg Stafford, $12.50

Based upon characters created by
Michael Moorcock, this colorful fantasy
adventure relives the epic struggle led by
Eiric, doomed slave of the soul-eating
sword called Stormbringer. Pilayers
command various Young Kingdoms and
fight to bring down the inhuman
Melnibonean Empire. For two or more
players.

AUTHENTIC THAUMATURGY,
By Isaac Bonewitz, $7.00

ALL THE WORLDS MONSTERS, VOLUME
1 AND 2
By Steve Perrin and Jeff Pimper, $8 each

PERILOUS ENCOUNTERS, Convenient
Rules for Fantasy Miniatures

By Steve Lortz, $5.00

A flexible and rapid set of rules suitable
for use with any figures available. Mass
action rules on a 1-to-1 basis. Includes
convenient pull-out sheets, and sugges-
tions on how to start in the hobby.

TROY, Mycenean warfare on the Idean
Plaine

By Don Dupont, $10.00

A complete boardgame, designed In
modular learning scenarios which Increase
in complexity to insure easy learning.
Scenarios also plot the historical phases
of the successive fortresses of Troy,
climaxing with the Homeric Struggle.
Includes Trojan Horse rules, and optional
Divine Intervention rules.

STOMP! (%$3)
RUNEQUEST
scenario &
source

packs!

BALASTOR'S
BARRACKS ($3)

TROLLS AND
TROLLKIN ($2)

UK orders to Games Workshop, 1 Dalling Road, Hammersmith, London W6.
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Phoenix Model Developments Ltd.

Producers of Miniature Historic Figures & Scale Models etc. \\\ /’,
The lost world of Atlantis? (part VI11)

Al9. Khaan, seated on throne . . .. kit £4.00

A20. Reclining girl. .... %180
A21. African Emissary (Note: This figure is designed for the steps and A22. Bound girl,
will not lie on a level surface.)

Broese

Prices include ILLUSTRATED CATALOGUE/HANDBOOK

VAT & Postage 65p (incl. postage) U.S.A. $3.00 (Airmail) A

(U.K. only). Overseas generally £1.00 Bhwy it with aeies

The Square. Earls Barton. Northampton. England Telephone Northampton 810 612

STARCRUIS £
ERS
GALACTIC CONFLICT! .
New 1:2400 scale Starships by Garrison
The largest measure 8B0mm long, and all
the-types are designed with our Startrooper =
range as inspiration.
LTD SCA2 Arachnid Cruiser
SCA3 Arachnid Destroyer

SCE1 Empire (Trooper) Battle Cruiser
SCE2 Empire Cruiser

SCE3 Empire Destroyer

SCP1 Pirate | Federation) Battle Cruiser

61 WESTBURY STREET, SCP3 Pirate Destroyer

SCE2 gcp1
75p  f£128

gg:; gtar:a_igar gat?le Cruiser . -1 [
TH 0 H N A B Y 'o N "TE E s . SCR3 5::: R:ild:: Dreuslls:)rva{ A‘“‘ mwlnlogue in prrelparam;
All the ships are superby detailed, with . ’ P isg?ner_s ‘:HTC our ads.
TEESSIDE. rocket ubes, lser trets, photon torpedo ScE3 o Sors 1 Jo. 8 d
SANDERSON
L e | GARRISON 25mm
SWORD AND SORCERY $S94S  Rock Giant hurling boulder
SS814 Winged Dragon SS95S  Winged Warrior with spear
S586 Man-Goblin with sword and shield
andshield ............... 14p SS96S  Winged Warrior with axe
S$S87 Man-Goblin with bow, and shield
spear and shield .......... 14p 55978 Winged Warrior firing bow
SSMS88 Man-Goblin with lance STARCRUISERS
o and bow riding giant . -
SANBOF3 Warrior with Axe and Shield Lizard Beast SCA1 Arachnld Baﬂlecrulser . 5 36

............. 50p : ;
SANSBOF4 Warrior with Sword and Shield 5 P ; SCP2 Pirate Cruiser ............ 68[)
SSMSI2.VWrsaich riding winged John Braithwaite excels himself with his

Two action and detail packed warriors from Lizard Reast
Cliff. The two bases will interlock to form a finest Fantasy figures yet. More to come!

vignette. More to come! SS%3 Goblin Archer firing bow

54mm ALAN BISWELL 54mm AL CHARLES

AB9 GoblinCaptain ............c..ccann £2.10 ACF1 “Incidenton Sigma12”.................. £7.50
AB10 Lafge GObBN . - ««iocinsmmamssmenismasme £1.80 ACF2 “Warriorof Almira” ...:...ccooveeniennns £5.60
AB11 EasternGoblin......................... £2.10 Two fantastic Interplanetary pieces.

AB12 Small Goblin:. i .vewmusiua smuviana £1.80
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D&D basic rulebook

Players Manual (hardback)
Players Manual (softback
Monster Manual (hardback)

Greyhawk
Blackmoor
Eldritch Wizardry

Gods, Demi-Gods & Heroes . . . . .

Swords and Spells

Monster and Treasure Assortment
Sets I, I1 and III each
Dungeon Geomorphs, I, Il and III,

each

Polyhedra Dice Set . . . .. .....
Pair of 8sided dice . . . . ... ...

Pair of 20-=sided dice
City State

Tegel MaBor-. . on o avaiay ois s

Wilderlands of High Fantasy

Thieves of Badabaskor

Sea Steeds and Wave Riders

Villages book
Islands book
Castle book
Citadel of Fire

Gen Con Dungeons . . . .. .....
Palace of the Vampire Queen . . . .
TSR Module G1, G2, each
TSR Module G3, D1, D2, each . . .

TSR Module D3
Arduin Grimoire

ames .

50-54 MANCHESTER ST., LIVERPOOL L16ER Tel: 051-236 2605

OPEN: Mon.-SAT. 9am to 6pm.

FOR WAR, FANTASY AND SCIENCE-FICTION GAMING

£2.50 Welcome to Skull Tower . .. ... £6.50 Atlast from S.P.1. the authorised simulation
<o 5695 Book of Demons . . ......... £2.50 based on Tolkien's Lord of the Rings:
£4.50 Book of Monsters . . . .. ..... £2.50 Gondor: .o i s e es an £5.00
..« £6.95 Book of Sorcery . . ......... £2.50 SMCDN . crpin i i ammon ek ae da £5.00
£3.40 Eankbmar .-: Canes s wm sl £6.95 WaroftheRing. .. ... ... ... £8.50
£3.40 Empire of the Petal Throne . . . . £17.50 Middle Earth (all three) . ... .. £12.00
£3.40 Star Probe: dareeii i s s s £4.25
£3.40 StirEmpires: o oo e e siwie £4.95 The Sorcerers Cave (Philmar) . . . . £4.45
£3.40 King Arthur’s Knights . . . ... .. £6.95 Magic Realm (Avalon Hill) £11.45
White Bear, Red Moon . . ... ... £6.95 Starship Troopers (Avalon Hill) £LB.95
£1.50 NomadGods ............. £6.95
BIC «ioov oo s simne e sis awmwime £7.95 We have all our fantasy Sci-Fi figures on
£1.50 THON i s s mandass 506 wrens £6.95 display in our showroom, including
£1.50 Cosmic Encounter , .. ... .... £6.95 Minifigs, Asgard, Ral Partha, Heritage,
£0.50 C.E. Expansion Kits 1,2 & 3 . . .. £2.95 Der Kriegspieler, Archive and Minot.
£0.50 The Warlord Game (U.S.) . .. ... £8.95
£5.95 Warlord (UK)) & - .vvv v s os £9.95 All games are POST FREE. Access and
£3.50 Gamma World . .. .,....... £6.95 Barclaycard service.
£6.25 Metamorphosis Alpha . . . .. ... £3.40
£1.99 Chivalry and Sorcery . . . . .. ... £6.50
... E495 C&S Source Book . .. ....... £4.95
£1.99 'C&S Swords and Sorcerers . . . ., . £4.95
£1.99 Archworld .. .o s e no s £3.75
£1.99 Starships and Spacemen . . . . ... £3.95
£1.95 GOMNYE! . . g wuanrae s v £9.95
£2.35 There and Back Again . . . ..... £2.95
£2.75 The Manual of Aurania . ... ... £1.75
..« £3.50 Microgames — Ogre, Chitin, Melee, Warp,
£3.75 War, Rivets, Olympica and Death
£4.50 Téasr sactl o 2u G o 5w o £1.99
Wizardand GEV. . ... ... ... £2.75

NOT TINGHAM MODEL SOLDIER SHOD

7 WOLLATON STREET, NOTTINGHAM. Telephone: Nottm. 43457
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Barbarian on Foot

White Magician

Shim Guard

Northman with Mace

Troll

Frost Giani'30p

Northman Archer

Northman with Spear

Northman with Axes

Northman Standard Bearer

Snow Ape 30p

Demon

Winged Demon 40p

Vanha Spearman

Hawkman 40p

Two-Headed Troll Giant 30p

Oriental Giant 30p

18 Winged Serpent 40p

18 Bosnian Archer

20 Aquiland Pikeman

21 Aguiland Infantryman

22  Aguiland Standard Bearer

23 DarkLegion

24M Aquiland Knight with Spear **

25M Aquiland Black Guard with
Spear**

26M Aquiland Standard Bearer**

27 Nimidian Archer

28 Nimidian Infantryman

29 Nimidian Royal Guard

30 Nimidian Standard Bearer

31M Nimidian Knight with Spear®=

32M Nimidian Guard with Spear**

33M Nimidian Standard Bearer**

34 Corinthian Infantryman

35M Hyrkan Horse Archer®®

36 PictInfantryman

37M Hyrkaman Horse Archer**

38 Shemite Archer

39 Stygian Infantry with Pike

40 Stygian Archer

41  Stygian Standard Bearer

42 Tarunimmortal

44 Tarun Archer

45 Tarun Standard Bearer

46M Tarun Heavy Cavalry**

47M Tarun Horse Archer®*®

48M Tarun Standard Bearer"*

49  Vanha Infantry with Pike

50 Vanha Archer

-k (D (D~ N B ) B =

NoMaWk =D

ACCESS ACCEPTED

Vanha Guard with Spear
Vanha Standard Bearer
Order of the Pale Hand
Wizard of the Dark Ring
Druid

Priest of the Matri
Follower of Set

58M Barbarian Hero®
59 Queenwith Tiger**
60M Mounted King*®

61

Enchantress

Royal Attendant with Fan
Royal Attendant with Vase
Nude Female Temple Dancer
Griffon 40p

Centaur 30p

67M Hykan Cavairy with Glaive **
68M Vanha Mounted Swordsman **
69M Queen mounted on Tiger+*

Tree Spirit— Ent 40p

Ore Chief with Standard

Armoured Orc with Glaive

Armoured Orc with Mace

Armoured Frost Giant 30p

Female Centaur with Bow30p

Man Orc, Armoured Bearing Axe

Man Orc. Armoured. Bearing
Glave

Wood Elf with Bow

High Elf with Spear

Dwarf with Axe

Dwarf Chief with Spear

Four Armed Giant30p

Horned Lizard 9" long 30p

Two-headed Serpent 30p

Zangiran Archer

Zangiran Heavy infantry

U.K. POSTAGE 10%

SEAMAIL
AIRMAIL

40%
60%

FOOT 14p

CAVALRY** 29p
ALL SPECIALS AS
MARKED PRICES.

NOW AVAILABLE THESE SUPERB

RAL PARTHA Fantasy Flgures

ES 2 Super Hero, with axe, on Super ES21 El

Heavy Horse...............o.uus
ES 4 Deric with staff. . .
ES B Winged Gremiin. .
ES 6 Patriarch........
ES B Zaftig Maiden .

50p
.. 20p
ES 9 BarbarlanHero............. ...20p ESM
ES10 Large Hill Troll ........... ...30p ES3 %
ES11 Vallor, Warrior of the Gods. 30p ES3IE 20p
ES12 Vallor Captain 30p ESI7 20p
13 Assasin . 20p ESM 20p
ES14 Count Dracul 20p ES43 20p
ES16 Super Hero with Axe. . 20p ES46 Earth Demon I‘lurlmg rocl( .. T0p
ES16 Beowulf ... ............ ..20p ES47 Armoured Centaur........ .. 40p
ES19 Angel of Death. ..50p ES48 Demon of Evil Law........ .. 20p
ES20 Mummy ......covvveniviennsnnsn 20p ES49 TreeMan ...........ccc.cuuuinn Blp
EXCLUSIVE RIGHTS TO PRODUCE IN U.K. ACOQUIRED BY GAMES WORKSHOP.
BARBARIANS AND CHAOTICS
VIKINGS by ASGARD MINIATURES  FB1 Northern Barbarian.................. 18p
FB2 Chaos Doomguard .......... i
3‘:’ ;::?::mded Apsemen ::3 alrwnour:fag#urd of Chaos ...
; arrior BONZ . i ha
va Heavy Infantryman wlnh Spear FB5  Mighty Barbodtan oo .. i
\"L] Heavy Infantryman with Sword .l rewed
V5 Spearman FBE6 Championof Chaos ........ eeenaaaas
VE  Berserker FB?7 ;he Great Gaddazaar — Demigod
V7 Light Javelinman OFCAIOF . ... ccovrrssrannrsnsrnnanaas
V8 StandardBearer .................... 24p ;gg é;;""gf Chao: :
V8 Heavy Infantryman with Fur Cloak os Standard (1
and Hood FC1,4, FM8,9) .
V10 Heavy Infantryman with Fur Waistcoat FB10 Flame Lance (1o fit; FC1,4.6,
V11 Viking Slinger ‘1'3':1"‘"“”’ s
VC1** Mounted Viking (Mounted version uman Skul
VO e R B e R A RS CEA MR RS
NEW VIKING FANTASY RANGE FANTAGY CRVMEY
13[) EACH hﬂﬁi:fChaﬂsMounmdm “
{1 orse
Priest of Thor FC2 Mounted Adventuress (to ride
""2‘ Viking Magician Unicorn FMTB). . ... ..ooenvnenennnn. 15p
32223 m:‘:foom;}: FC3  Mounted Might Thewed Barbarian
& IO rida FMET) . ..ovviverrorrarneres 30p
V24 Priest of Frey FC4 _ Knight of Chaos on Hell Horss. ... ... 65p
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W ith the flattering news from Scott Bizar of Fantasy

Games Unlimited that Games Day [V, with an

attendance of 2,500 ranked No. 2 in the world after
Origins (see Games Day report on page-13), British gamers
should feel proud of themselves to have put their hobby in
such an eminent position. We would like to thank all the
White Dwarf readers who attended, and look forward to
seeing those who didn’t next year.

Many readers, after having consumed the Advanced D&D
Players” Handbook so eagerly, are enquiring as to the release
date of the Referee’s Guide. We have recently been informed
by Gary Gygax that the publication date will be well into
1979 and maybe as far back as August. However, Gary has
promised to send us the Combat Table from the Referee’s
Guide for publication in White Dwarf if completed far
enough in advance of the other material to be included in
the manuscript.

Last issue we published our first mini dungeon, The
Lichway. Many readers wrote in to ask the name of the
designer. We are pleased to say that The Lichway was the
creation of Albie Fiore a full-time member of the White Dwarf
staff. Watch out for Albie’s next creation coming soon . . . ..

Finally, we regret that we have had to raise the price of
White Dwarf across the Atlantic. Thisis due to the continuing
fall of the dollar together with a rise in shipping costs.
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New magical items invented and illustrated by Jack McArdle

TALISMANS

THE DAZZLING ARMLET OF OBEDIENCE

If a character can get this armlet onto the
arm of another person, he may then give
that person up to three orders at a time, one
of which is usually not to take the armlet off.
W% e can change the orders as he wishes as long

as thereare never more than three at once. If the wearer
chooses to disobey, he is immediately disintegrated into a cloud
of hydrogen ions with no chance of revivification. This threat
is strong enough to stop even the bravest warriors, so many
wily people have made fakes with which they order their
victims about. Owing to this number of fakes, there is only a
10% chance that any Armlet will actually disintegrate a
disobedient wearer.

The Armlet was designed for the biceps of a warrior so will
not fit anyone of below average strength, nor most women.

There are thought to be about five genuine Armlets with
between 40 to 50 fakes.

THE CAPSULES OF DISPELLING MAGIC

This is a leather pouch holding 1—
-—_% 100 glass capsules containing dispel

magic spells. These capsules can be
thrown 100 feet or slung (in a sling)
300 feet. On contact they shatter
W covering a volume 10x 10x 10 cubic
feet dispelling any magic in the volume for two turns. There is
also a 50 per cent chance of the bag containing 1—10 capsules
holding other spells, the spell names written on the capsules in
some ancient language.
There are a number of these pouches but the number is
obviously on the decrease as people use them up.

THE STEEL SASH OF STRENGTH

This belt is magically
endowed with the power
to banish any fear or
panic from the mind of
the wearer, thus enabl-
ing him to think clearly
and calmly. It protects him from anything which would cause
fear or panic or which relies on psychosomatic destruction,
such as illusions or apparitions, or which seeks to confuse or
force him into actions against his will, like madness or hypnosis.

The wearer would also add +2 to hitting chances and +1 to
saving throws.

The only problem with the belt is that, since the wearer is
totally fearless, if he happens to be of low intelligence, he may
well do something dumb.

Most scholars believe there are but two or three of these
belts.

6

TEKUMEL

THE MAGIC-CLEAVING BLADE OF TERR’WOBEE

IR

This sword was made a long time ago by the warrior, Terr'wobee,
who had an insane hatred of magicians and magic. The holder
of the sword is able to “see” any magic which is in sight and
strike out at it, treating it as AC9 and destroying the magic if
he hits. Thus magical armour would lose its magical
enchantment, a revivified person would drop dead, a
“controlled” door would open, magic gas would disappear, etc.
The power of “Eyes” and similar technological devises are
regarded as magical by this sword. Another ability of the
sword is to hack spells in mid-air. |If any spells are fired at the
user, before it hits him he has a chance to chop it apart. He
treats it as AC9 and if he hits the spell it is destroyed. But the
user can only attack one spell per combat round. The sword
has an intelligence and ego of 51, hates magic users of any
alignment and is aligned towards warriors, attacking any other
profession who would dare to pick it up, it does not receive
any bonuses towards hitting but treats anyone who knows a
spell as AC9 and does triple the normal damage. When the user
of this sword attacks someone wearing magic armour, he must
state whether he is attacking the person or the armour. If he
attacks the person, treat it as an ordinary attack, but if he
attacks the armour, it is treated as AC9, etc. He could also
attack a magical sword, shield or any other item of a magical
nature in his victim's possession. The sword itself happens to
function by magic but Terr'wobee thought this was a small
price to pay for the deeds it could do.
There is only one of these swords.

THE GIRDLE OF ABSTINENCE

Created by an ancient sect of monks who
abhorred the destruction of any life, it
simply enables a person to survive without
-1 the use of any food or drink for an infinite
W period and, due to this power of letting the
body function without outside help, it
enables a person to also function without oxygen and provides
immunity to poisons. Since the monks were all rather emaciated,
the girdle will not fit anyone with both strength and
constitution over 75 or either characteristic over 90.
At the height of its development, the monastery had about
30 members, so there should be about 30 of these girdles in
existence.




THE KILT OF THE FLAMING LORD

A rich northern noble with an allergy
to animal skins and pyromaniac
tendencies had this magical kilt made
from steel mesh. It does away with the
need for other clothing since it keeps
the wearer and his possessions warm in
i the cold, cool in the hot, and dry in
the wet. These protective spells are so powerful that they
protect the user from fire, cold spells, acid or any other fluid
or temperature weapons.
The lord only had one of these kilts made.

THE POTENT PAMPOOTIES OF PREHISTORY

A long, long time ago
someone killed the last
cow and made these
boots from the
" MB= creature’s skin. In their

wrath, the gods cursed
the boots. But many millenia later, an eminent wizard went to
work and, after much energy and time, succeeded in making
them slightly safer. At least, he managed to change it so that
anyone wearing the boots is immune to their curse.

These pampooties look like an ordinary pair of boots but
if anyone enters within ten feet they will soon smell the
difference. The odour is so powerful that in order to enter or
stay in the ten foot radius sphere requires a saving throw of 4%,
increased by 1% for each 5% Psychic Ability. Automatons and
undead are immune but other animals or monsters require a
throw of 10%. Most animals will run after one unsuccessful
attempt but extremely savage beasts, like the Feshenga, will
keep trying until they get through or the wearer gets away.

The saving throw must be made each combat round in
order to stay in the area and, even if it is made, the hitting
possibilities of the man or beast are affected by the fact that
he has an extra 50% chance of missing. If the character fails
the saving throw but cannot get out of the area for some
reason he then has a 75% chance of missing. These chances of
missing throws are made after the character has managed to hit
using normal procedures.

If anyone wears the boots for more than an hour, once he
has taken them off the smell will still linger, disappearing at
the rate of +4% to saving throws per hour. When putting the
boots on again, he must make 2 saving throws in a row in order
to get into the area and put them on.

Only one such pair of boots were made from the cow.

THE RAGING GAUNTLET OF THE JEWELLERS
OF SHAM' ASH

This right-hand glove has various abilities
and to create them uses gems as fuel. It
can hold twelve gems and, at the expense
of these, can do HD drains. The first HD
costs 10,000K and each one after that
1000. Each ten foot range costs 10,000K and to get through
any magical shield costs a further 10,000. Also the glove can
increase the strength, dexterity or constitution of the user,
each 10K raising the required characteristic by 1 for 10
combat rounds. A gem can only be used once, after which it is
reduced to worthless stone, no matter how much of its value
was actually used. Thus draining a 1HD creature using a
100,000K gem would reduce the jewel to stone even though
only 10,000K was actually used. Everytime a gem is used,
there is a 2% chance that it is faulty, resulting in the destruction
of the glove and the user’s hand. This chance is reduced to 1%
if a jeweller/goldsmith has checked the gem beforehand. When
found the glove will have from 1 to 12 still functioning gems.
Check normally for value, putting them all up one bracket.
Any gems taken off the glove instantly lose half their value.
There are believed to be at least four of these weapons.
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. . the UK soft cover printing of Advanced Dungeons &

Dragons Players Handbook and Monster Manual are now
available . . .
. . . available soon from TSR will be Divine Right a multi- -
player fantasy board game of powerful monarchs which
incorporates elements of fantasy, diplomacy, role-playing
and combat. Snit's Revenge, which first appeared in The
Dragon, will be appearing in boxed form. There will also
be another dungeon module, Tomb of Horrors . . .

. . to be released within the next month or so by The

Chaosium will be Stomp!, a tiny game consisting of giant's
feet and assorted horrified elves, and two books, The Hero
Wars which deals with the armies and enemies of Dragon
Pass and The King Arthur’s Sourcebook. Runequest fans
will be pleased to learn that the first scenario pack
Balastor’s Barracks has been released. It is based on the
ruined city of Pavis on the Plains of Prax and can be played
solo or with a referee. There is also Trolls and Trollkin
which is the first of the Runequest source packs . . .
. . . the first SF game to be released in Holland has now
reached the UK with rules written in English. Entitled
Metropolis and published by RAJ Publications, the game
is for two players and is a battle between robots on land
and sea. ..

. . after much doubt concerning UK copyright, the long-
awaited Middle Earth trilogy has been released by SPUK . .
; .projected for release in 1979 by Fantasy Games
Unlimited are two boxed games. Both employ role-playing
and the two themes are based on Chicago gangsters anmd
pirates . ..

. . work is now in progress to bring out two Valley of the
Four Winds Quest rulebooks together with a set of mass
action rules for tabletop battles . . .

White Dwarf Binders

Make sure you keep the coffee stains off your White Dwarf collection
by protecting them in your own White Dwarf binder.

* Holds 12 issues
* ‘Red Leather’ finish
* White Dwarf embossed in gold on spine
Send £1.95 + 35p p&p to “White Dwarf"’, 1 Dalling Road, London W6.
(US customers, please send $11.00 (airmail) or $7.00 (surface)

Next issue:

* Barroom Brawl — D&D Style

*  Weapons Additions for Traveller

* Humanoid Variations for Starships & Spacemen
* Fiend Factory

* Valley of the Four Winds — chapter IV

* Treasure Chest

* Open Box

* Molten Magic




A regular feature introducing new and interesting monsters,
edited by Don Turnbull.

promised you a goodly collection of curiosities this time

and | hope you agree with my view that the quality of this

collection is particularly high. Without further ado, let’s
examine them.

if
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RLINKGKE

by Brian Hanstock

No. appearing: 1D10
Armour Class: 2
Movement: 2"
Hit Dice: 2D8+1 =
Treasure: nil K7 =
Attack: 2 claws 1D4 each of =
by weapon type 7=
Alignment: neutral F
Intelligence: none i
Monstermark: 25.0 (level 111 in’
12 levels)

This appears to be a regular skeleton but it has the ability to teleport,
range 20'.

In melee it teleports on a roll of 5 or 6 on D6.

25% of Blink Skeletons have a 1-die magic missile.
Comments: another good upgrading of the regular Skeleton. | assume
this turns on the Cleric/Undead table as a normal Skeleton, though
there is a case, given itsometimes has limited magical power, for making

it slightly stronger — say like a Ghoul.
; E Mm i"TE-.

This monster looks exactly like any other monster and hence all
characteristics are variable. However it acts exactly in the reverse way —
so anyone who misses it actually hits, and anyone who hits it actually
misses. The maonster attacks in a similar way. High level characters who
normally hit easily will tend to miss this monster, and if the monster is
relatively weak (like an Inverse Orc, for instance) it will hit quite
frequently. Damage is normal, both against the monster and inflicted
by it, except that ‘bonuses’ become minuses. Saves are handled in the
inverse way as well,

Magic is also ‘inversed’ but it is up to the DM exactly what the effect
is. A fireball might cure the beast, a slow spell would speed it up etc.
Remember it gets a reversed saving roll.

These monsters are often found with normal monsters of the same
type, which confuses adventurers no end.

Comments: Something of a nightmare for the DM, this one, particularly
if the Norma!l and Inverse varieties are involved in the same melee.

by John Culver
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by Tony Briskham

No. appearing: 5D6
Armour class: basic 9, but
+4 to hit so
effectively AC13
Movement: 18"
Hit Dice: 2D8+2
Treasure: nil
Attack: nil
Alignment: neutral
Intelligence: well, you tell me!
Monstermark: not applicable

Found jumping into walls, stuffing red-hot coals into its mouth or
clubbing itself with a handy iron bar, this 3" high beastie can be
somewhat unnerving. It suffers from extreme masochism and will throw
itself on the nearest weapon. It has been known to gurgle with pleasure
when hit by any weapon, boot or whatever, Unfortunately it can
regenerate up to 8 hit points per melee round, even after it is killed, so
is entirely indestructible. It also tends to reflect spells back on the
sender (10% chance per spell level of the spell actually affecting the
Mimble). Mimbles will always try to locate and follow the greatest
source of pain,

Comments: | am at a loss for words on this one — it is one of the few
maonsters which has raised a loud laugh on first reading its characteristics.

Y PAMILIAR A

by Trevor Mendham

No. appearing: 1

Armour class: 8

Movement: i

Hit Dice: 1D8+1

Treasure: see below

Attack: 1 bite (1D6)
and two claws
(1D4 each)

Alignment: variable, as
wizard

Intelligence: animal

This creature is a Wizard's familiar in the form of a small black cat,
usually left to guard the Wizard's chest of assorted magical items. It
sits on the chest and only attacks if attempts are made to get at the
chest, or if it itself is attacked. Although not very strong, it has the
traditional nine lives of a cat. Each time it is killed (so long as it has not
used up all 9 lives) it is reborn stronger than it was before. For each life,
add 1D8 to the hit dice (re-rolling hit points), add 1 point to damage of
each attack, improve the AC by 1 and add 2°* to the movement.



The Monstermark is rather meaningless since the party can break off
combat at any time, the Familiar returning to guard the chest.
Comments: |'ll bet there are many others who, like me, are saying
“Why didn't | think of the nine lives of a cat in D&D?"" An excellent
and original idea. | sure agree with the comment about the Monstermark,
but calculated it all the same in the event of the adventurers going on to
kill the Familiar. It is interesting to observe the progression: First life
5.2 (level 1); Second life 22.3 (level 111); Third life 69.0 (level IV);
Fourth life 164.0 (level VII1); Fifth life 324.6 (level 1X); Sixth life 587.8
(level X); Seventh life 1066.3 (level XI1); Eighth life 1874.8 (level XI);
Ninth life an impressive 3672.5 (level X1l of course).

So no-one is likely to get the Wizard's treasure.

One weakness, however, is the fact that the designer didn’t give the
Familiar any innate magic resistance — a sleep spell would do the trick
as it stands. Obviously no Wizard would have overlooked such an
obvious point, so | suggest the magic resistance of the same level as that
of the Wizard, probably with an additional bonus of 2 on saving rolls
due to high dexterity. Apart from anything else, this increases the
Monstermark still further.

| add in asmall voice — did you realise exactly what a powerful beast
you were creating, Trevor?

o
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e i
by Roger Musson

B . T [k

No. appearing: 1D6
Armour class: 3
Movement: 107
Hit Dice: 4D8
Treasure: 100D 20
gold pieces
Attack: 1 touch
(special)
Alignment: neutral with evil
tendencies
Intelligence: average
Monstermark: none i

The Sandman is exactly what its name suggests — a man made entirely
of sand. Everyone coming within 20’ must save against magic or go to
sleep, irrespective of level. Those who manage to stay awake must try
to save again each time the Sandman touches them. The Sandman
automatically attacks humans and never checks morale, but once it has
succeeded in putting a victim to sleep, it never takes further action
against him, leaving him quietly dozing while it goes off to search for
someone else. If the encounter takes place in a lair, the Sandman will
eject the sleepers into the corridor first. '

Sleepers will not awake for 30 minutes no matter what happens.

Thereafter there is a 10% chance per 10 minutes of a sleeper waking of
his own accord, and 95% chance if he is violently disturbed.
Comments: one of the more straightforward of the Musson creations,
but effective for all that. A 30-minute sleep gives a 50% chance of
wandering monsters during this time — with no chance of awakening
to defend. Again, the Spndman should | think have above-average
magical resistance — it is vulnerable (just) to a sleep spell itself, for
example. Wonder why the AC is so high?

ST

by Brian Taylor

No. appearing 3D10
Armour class: 7 # i
Movement: 12 ’,
Hit dice: 1D4 -
Treasure: Nil
Attack: 1 ‘open hand’

for 1D4
Alignment: Chaotic
Intelligence: None
Monstermark: About 1 (Level |

in twelve levels)

These skeletons are indistinguishable from others, except that they carry
no weapons. They were.in former life the members of an ancient order
of Monks and have retained important attributes of this character class
— they move at Novice speed and strike as a Novice doing 1D4 damage,
but if the die-roll is 25% or better than the required minimum hit chance
the hit either stuns for 3D6 melee rounds (01—75) or kills the victim
outright {76 —00).

For every ten skeletons present, there is a 10% cumulative chance
that one of them is of a higher level of Monk, and, if one such is present

SRELETCN

it will have the movement and attacks appropriate to its level.

They are turned as ordinary skeletons by Clerics, but subject to the
DM's discretion the higher levels of Eastern Skeleton can attain higher
‘undead levels' on the cleric/undead table.

Comments: | am still wondering about the name — why ‘eastern?’ There
have been a number of attempts to ‘upgrade’ the lowly skeleton, or to
provide stronger versions of skeletons to surprise a party expecting easy
pickings. This is one of the most logical attempts | have seen, though a
skeleton which could kill with a single blow might be ruled too powerful
by DMs, Perhaps the stun/kill option should be allowed to saving roll?

WAERLOCK CK T

by David Taylor

No. appearing: 1

Armour class: 6

Movement: 12"

Hit Dice: 7D8+2

Treasure: Nil :

Attack: two claws (2-5 each)
and one bite (2-12)

Alignment: Lawful-Evil

Intelligence: Average

Monstermark: 286 (level 1X in 12 levels)

The Warlock Cat is a demon-familiar invisible in light, visible in darkness
as a wraithlike outline with glowing crimson eyes. It has the form of a
tiger-sized domestic cat,

It can only be harmed by magic weapons and magical damage bonuses
do not apply (so a +2 dagger would do 1D4 damage, not 1D4+2),

It will attach itself to a character and serve him, fighting off other
monsters, scouting for treasure or whatever. It communicates by
telepathy with its master only.

There is a price. Every gaming day it must devour one character; the
master must himself choose the victim on pain of being devoured
himself. Monsters will not satisfy this demand, and the Cat is impervious
to magic of the Charm variety.

Comment: the sort of familiar most magic-users would be better off
without, particularly since the PH now includes the Find Familiar spell.
There should be some restriction on the ‘'master’ it will choose, if it has
a choice; it would prefer evil, or at least neutral, alignments and would
presumably only latch onto a magic-user, not a cleric or even an assassin.
Perhaps it should also have a higher magic resistance?

7Y WG/l

by Roger Musson

No. appearing: 1

Armour class: —8
Movement: 12" (18" flying)
Hit Dice: 1D8
Treasure: Not a hope
Attack: None (theoretically

' one hit @ 1D4)
Alignment: Evil-chaotic (or so

it says)

Intelligence: Average
Monstermark: None P

The Bragger looks just like an ordinary Imp. He wanders around the
dungeon looking for people to talk to. He loves to brag at great length
about how terribly EVIL he is, often with blood-curdling imitations of
his victims’ screams (which may attract other monsters). Actually, he's
never been known to kill anyone in his life and probably hasn’t got the
nerve. If attacked, he usually ignores it and goes on jabbering — he is
75% magic resistant and therefore feels fairly safe, what with such a low
AC. Usually the only thing which will cause him to separate from a
party is daylight, which he abhors. He delights especially in annoying
low-level paladins.

Comments: a dungeonmaster’s delight whose usefulness is in inverse
proportion to the frequency of its appearance. The first time it is met,
the party will no doubt take ages, and have many trying experiences,
before finding there’s not much hope of getting rid of it, and the only
way for them to handle the situation is to leave the dungeon by the
nearest exist and go in another way. Future meetings need not last long,
but progressively the beast will become more annoying to players and
DM alike since it will simply be a nuisance and add nothing to the game-
once its ‘properties’ are known (though there will be times when it is
confused with an ordinary Imp, adding a new dimension of uncertainty).
| suggest one or two in every dungeon, but no more — and certainly no
fewer!



»>THE FIEND FACTORY

by Mervyn Lemon

No. appearing: 1D4

Armour class: 3

Movement: 6"

Hit Dice: 5D8+1

Treasure: type D

Attack: one touch 1D12

Alignment: chaotic

Intelligence: semi

Monstermark: no idea how to start the calculation, even!

| would put it on level IX of 12 levels,
purely from instinct.

The Dahdi is a mutant Mummy who was turned out of the pyramid
when it tried to wear the trousers and control the purse-strings. It
cannot be distinguished from a normal Mummy except that there is a
25% chance that the bandages on its face will have slipped allowing one
black eye (a present from the Mummy who turned it out) to be seen.
Some of its bandages may no longer be present and it may present
rather a tatty appearance.

It cannot be affected by charm, sleep or mind-controlling/reading
spells, but unlike normal Undead is impervious to magical and silver
weapons. Only normal weapons affect it. If fire is used, the flaming oil
or fireball is hurled back at the attacker with base score of 12 or better
to hit (fireball damage as spell; flaming oil etc. 1D8 first round, 208
second round, then fire goes out). Holy Water is repelled towards the
attackers and converted to acid (damage as fire). Any liquid containing
alcohol, beer or wine etc., thrown at the Dahdi adds 1 to its Hit Dice
each time. Only plain, non-holy water can injure or kill it (damage as
fire).

Turning away by Clerics is reversed from normal. 1st, 2nd and 3rd
level Clerics automatically turn a Dahdi away; a 4th level requires
greater than 2 on 206, 5th level greater than 4, 6th level greater than 6,
7th level greater than 8, 8th level greater than 10, 9th level and above
have no effect.

A bandage from a Dahdi, when used to bind wounds, heals 1D10
points of damage in (20 minus constitution) turns. The DM should roll
for the number of bandages the Dahdi still has intact when first
encountered. A bandage can only be used once. The healing properties
of the Dahdi last only 5 turns after the Dahdi has been killed.

Obviously the rot of the Mummy's touch does not apply to the

Dahdi.
Comments: this one made me carol loud and long with delight being in
the good old tradition of the Nilbog and my own Withra {in which |
obviously delight!). And if there are Mummies, there must of course be
Daddies . .......

Mervyn included an account of a scenario indicating their use which
is well worth passing on to you. “By use of legend and rumour, in my
case a tomb painting showing healers removing bandages from a
supposed Mummy and using them on a wounded man who miraculously
is repaired and dancing about in the next scene, my group of players
knew something of its existence. However the first they encountered
was, naturally enough, attacked as a Mummy — with fire. They reaped
their own reward — first degree burns.

A desperate 2nd level Cleric advanced to minister to the damaged
fighter and inadvertently said ''‘Boo!"" — the Dahdi ran away! The back-
up members of the expedition, realising that this might be the healing
Mummy, gave chase. Through the door, round the next bend . . . Ah!
There he was . . . only he wasn’'t. It was the scout for a group of
Mummies sent out to ensure that the Dahdi didn’t attempt to return to
the tomb!

The resulting confusion would have gladdened your heart, | am sure.
Loud were the screams that the DM was changing the rules and being
unfair. An unfair DM? Never — what a suggestion!"’

Yes, | would have howled with mirth with the best of them (as a
DM, of course — as a player | would no doubt have complained like
hell . . .) An excellent creation, Mervyn, and one which the Greenlands
adventurers will mot thank you for creating, | must leave the last word
on this subject to Mervyn again — ", . . one might consider the Behbi,
son of Mummy and Dahdi ... "

So, still chortling about the Dahdi, Mimble and Sandman
especially, we close the factory doors again, but | can promise
you more fun and more useful and interesting monsters next
time. Though my own imagination is limited
and goes in fits and starts, it seems that the
collective imagination of White Dwarf readers
is infinite — we can run many more issues of
the Factory yet before we get to the bottom of
the barrel.
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TREASURE CHEST
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TREASURE CHEST is open for contributions relating to D&D
additional rules, character classes, magic systems, objects, tricks and
traps etc.

Tricks & Traps

Competition Result

The Tricks and Traps Competition announced last issue
brought in a large, albeit mixed, response. The standard was
generally high and often amusingly inventive. Many of the
traps submitted by different readers overlapped those of other
entrants, making it difficult to publish all the best ones
without duplicating ideas: so we have selected a wide cross
section. Our thanks go to all the readers who submitted entries.

Frozen Food!
by David Bradbury

A stall in the dungeon, run by an almost invincible monster
{e.g. a 20th level M.U.), sells food for extortionate prices. The
special offer is deep-frozen troll’s flesh (the wizard will claim
it's beef). Once the meat has defrosted, it starts to regenerate
and eventually becomes a whole troll, hell-bent on revenge.
This could be unfortunate if the adventurers had left it to
thaw overnight!!!

The Inter-Dimensional Cloning and Teleport Chamber
by Stephen Hellman

Anyone who enters this room will be immediately teleported
to an inter-dimensional plane, where they are confronted by a
figure exactly identical to themselves. This figure is a clone of
the person who has been teleported and, being mindless, it
will immediately attack. Magic does not function in this
dimension so even magic-users and clerics will have to engage
in physical combat to defend themselves.

The clone is an abysmal fighter and will be unable to hit
the player unless the player allows it to do so. Conversely,
any blow aimed at the clone will automatically hit it. How-
ever, such is the nature of the clone that any damage it
receives is doubled and rebounded back at its opponent,
leaving the clone unharmed. Similarly any damage that the
player receives is doubled and rebounded back at the clone,
leaving the player unharmed.

Thus the only way the player can harm or kill the clone is
to allow it to strike him. Once a hit has been made by either
side, the player is teleported back to the room. Although
unpleasant, this trap is seldom deadly. Sadistic DM’s could,
once the players have tumbled how the clone operates, replace

it with a doppelganger.



The Electric Chest
by Stephen Home

A treasure chest is suspended by a steel cable over a beam. The
cable cannot be cut through by normal weapons and is
attached to a winch, which is made of metal, with a handle,
also of metal. In the floor, directly under the chest, is a metal
plate which is charged by a strong electrical current. The plate
cannot be seen directly from the winch. When the chest is
lowered it will make contact with the plate sending a nasty
shock through the cable to the unlucky holder of the winch.
The damage is up to the DM,

Instant Vampire
by John Evans

A party passes a moderately quiet part of the dungeon and will
notice red dust on the floor.No tracks are left in the dust (even
by the party) and it does not seem to be disturbed by anything.
However, should blood be spilt on the dust, it will revivify the
vampire of which it is the essence. The vampire was not
permanently slain, hence this relic of its vileness remains. Holy
water spilt on the dust does 3D8 of damage to the vampire.
Nasty DMs could give it a saving throw, halving damage,
fractional damage not counting.

Party would be surprised on a 1-5 on a D6. The vampire
would then receive only one free go as it must collect itself and
get up from prone. If a party is not surprised, they may either
determine initiative in the usual way, or be given first blow at
the DM’s discretion.

The Old Boot
by Bill Campbell

On entering a room, a dungeon party will notice a pair of old
boots in the far corner. These boots appear to be elven boots,
but should anybody try to use them as such, they will be very
disappointed. After having put on either boot, the user will
find his foot firmly rooted to the floor and at the same time a
secret door will open in the opposite corner from which will
emerge a minotaur (or a goblin if you are a kind DM). This
enraged beast will attack the snared character whether or not
there are other characters in the room. |f the minotaur is killed,
a search of its body will reveal a magic shoehorn needed to get
the boot off.

Highly Strung
by Jack Baker

The walls of a room are smoothly mirrored, including the back
of the door, which closes automatically, so that it is as a secret
door. Four taut ropes descend from small holes in the ceiling
and are tied to rings set in the floor near each corner. These
ropes hold the floor up! In the centre three chains hang from
small holes in the ceiling with 30 of their length coiled on the
floor. If one chain is pulled the floor descends slowly and
imperceptibly, another causes it to rise and the third causes it
to stop. Since the walls are mirrored it will appear that the
ceiling is moving. The chains are of fixed length, so heaven
help any who descend more than 30 odd feet, or for that
matter any who sever the ropes.

Puddles & Pitfalls
by Deirdre Evans

A rough mud road in the wilderness is dotted with puddles;
but one puddle is a 20 foot deep water filled pit — very
dangerous for travellers in plate armour.

Watch Your Step
by Deirdre Evans

Adventurers seldom seem to check for traps on stairs, so a
trip-wire that releases a large boulder from the ceiling at the
head of the stairs may catch them napping. The boulder will
tumble down the stairway striking all those in its path for
3-36 points of damage. Those who manage to jump aside can
be determined by saving vs. stone taking into account any
dexterity bonus.

And now the winning entry in the competition. First prize of
a White Dwarf T-shirt goes to Roger Musson, whose entry
below, was a cut above the others in many ways. A good
combination of mechanics and monsters that seems almost
certain to rain misery upon misery on any unfortunates who
encounter it.

The Pit and Rope Trick
by Roger Musson

Party enters the room through door (A) and sees a 10’ x 10’
x 10" pit in the centre (B) and also the rope (C), which is
stretched taut between the iron ring in the floor of the pit,
and a hole in the ceiling through which it vanishes. (This hole
is very narrow.) On the floor of the pit is some treasure
scattered about (D). What they don’t see is that the whole
pit is filled by a large Gelatinous Cube (E). Some DMs rule
that these are naturally invisible in poor dungeon light, others
that Cubes are only translucent rather than transparent. This
Cube has had Invisibility cast upon it for good measure! The
rope is coated with chemicals to protect it from dissolution —
these chemicals are also highly inflammable. Once the Cube
has been discovered, since it is very difficult to hack at some-
thing below foot level, the party may decide to burn the thing
with oil. Alas! The ceiling just above the pit is a large loose
block (F) which is supported by the rope (C) which loops over
the pulley (G), and is knotted at (H) into four strands, one to
each corner. When the rope burns, down comes the block,
squelch into the pit, sending up a shower of pulverised Cube
over everybody standing round. And if getting paralysed by
the shower wasn’t bad enough, there is a colony of Yellow
Mould (I) on top of the loose block, which will not take
kindly to the violent fall.
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LETTERS

Readers’ thoughts, suggestions, ideas, views, comments and criticisms.
Letters should be sent to the Editor, WHITE DWARF, Games Workshop,
1 Dalling Road, Hammersmith, London W6.

Last issue we asked for readers” opinions with regard to the
‘realism” argument. Here are some of the replies we received:

Dear WD,

| find myself in sympathy with the editorial on the subject
of realism. Realism in fantasy games is almost defeating the
object of playing them when carried to extremes. Realism is a
necessary part of the game atmosphere, but to introduce die
rolls and charts for every aspect in my opinion slows up the
game too much. It bores the players and makes the time taken

to simulate something quite unrealistic as play is slowed down so.

Most of the realism-type rules — I'm thinking particularly
of the % chance of trout-tickling etc. in Foresters (see White
Dwarf 9) — | find a bit uplayable when carried down to
extreme levels. But it does no harm to have such rules available
if some players require such detailed information.

| conclude that realism should be adjusted to whatever level
players and referees prefer, regardless of other peoples’
opinions.

Yours sincerely,
Andy Slack, Reading, Berks.

Dear WD,

The trouble with this realism debate is that too many
assume that realism means (a) excessive complication (b)
perfectionism, But neither of these are at all necessary, and
probably not desirable either. Where an invocation of realism
is worthwhile, though, are those sections of the rules that are
not so much an oversimplification but are just plainly queer.
To maintain, for instance, that it takes a light horse 5 mins to
travel 240’ (which is about 0.5 mph) is quite silly, and it takes
no complicated tables to rectify the fault.

Best wishes,
Roger Musson, Edinburgh.

Dear WD,

Gary Gygax said in his letter in White Dwarf 7 ‘Combat, at
best, is something to be done quickly so as to get on with the
fun’. Has he never played with any combat rules in which
choosing which sections of which types of armour to wear,
choosing your weapons carefully, and even deciding what sort
of blow to aim at the opponent add realism and fun (yes,
FUNI!) to combat? This variety of combat is best played on a
hexgrid with models.

Did | mention realism in the above paragraph? | can
understand that some people do not have the imagination to
invent realistic rules, but the game is enhanced no end by rules
that make sense.
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Gary Gygax claimed (in the same letter) that ‘statements
regarding “realism’’ in a game must go out the window’. Well,
the original rules do have a certain amount of realism in them,
so should they go out of the window too? No, of course not.
But there is no disadvantage in rational, realistic rules. They do
improve the game. They do add to the fun. They do make the
game more complicated, but it does not suffer because of that.
They do make nonsense of the sort of thing written by the
so-called ‘experts’. So What? As long as you get fun out of the
game.

Fight On!
Hugh Tonks, Chelmsford.

Dear WD,

To play a good game of D&D, players’ imaginations must
make sure that the Dungeon in which they play is real and the
dice being thrown fantasy. After all where is the entertainment
in throwing sets of dice to discover the fate of a list of
characteristics? Therefore to maintain this frame of mind,
events in the dungeon must be credible according to the
BASIC laws of a world (any world), and to say that a hero
should be able to survive the breath of a dragon while chained
to the wall just because it aids character development is
ridiculous; the fantasy dungeon melts away before our eyes
and we are left with the world of polyhedral dice, cups of cold
undrunk tea, and piles of littered paper all covered with lists
of figures carrying half forgotten meanings.

| hope my point has been made, and | advise all DMs to
think carefully the next time they decide to aid a player by
giving him a chance that he should not really have.

Q.E.D.
Roger Coult, Grimsby,

Dear WD,

You were quite right when you stated in last issue’s
editorial that there is no set way to play D&D. Nobody has the
right to set himself up as a standard, either by claiming to be
an ‘authority’ or even by quoting Gary Gygax — who has
about as much control over his creation as the original
Sorcerer's apprentice! Therefore, when discussing ‘realism’ in
D&D it is important to state first how the game could be
played.

If you are playing D&D as a ‘game’ — see Lew Pulsipher’s
articles in White Dwarf issues 1,3,4 and 5 — then it is probable
that a rigid set of rules is being used which is known to all the
players and the function of the DM is merely to generate new
scenarios within the game system. In this sort of play, | can
see no reason at all why D&D should be ‘realistic’ as all the
players know exactly what to expect.

However, that sort of play does not really exploit D&D to
its full potential. The players are not really ‘role-playing’, they
are manouevring their pieces in a form of personalised
wargame. In order to enjoy the full flavour of role-playing, |
believe it is necessary to play D&D as a Kriegspiel, ie. a game
in which the rules are known only to the umpire and the
players make decisions as they would in ‘real’ life.

In this sort of game it is essential that the players have
access to any information (eg. social customs) that their
characters would have and that, after allowing for such things
as magic, has enough internal consistency for the players to ”
make rational decisions and not be caught out by loopholes in
the rules. This does not mean that players should be deluged
with trivia which are irrelevant to their actions, nor that they
should be straight-jacketted into a society which accurately
reflects France on August 3rd, 1123 AD. D&D is about
fantasy and the players will not enjoy it unless the world is
designed to enable their fantasies to be fulfilled.

‘Realism’, therefore, is only required in certain types of play
and even then ‘consistency’ would probably be a better word
to use. Authorities can be very useful in setting up the logic
of your world but there is no reason to follow them slavishly.
You never know, they might be wrong.

Yours sincerely,
Peter Tamlyn, Southampton.



DAY

A report by lan Livingstone

n Saturday, 28th October 1978, at Seymour Hall,

London W1, Games Workshop held its fourth

GAMES DAY. To say the event was a success is a

bit of an understatement! Some 2,500 people turned
up on the day to participate in all the fun and games.

For those people unacquainted with GAMES DAY, perhaps
a few words of introduction are necessary. The event was first
staged in 1975 with the intention of bringing games playing, as
a hobby, to a much wider audience. To this end it was decided
that not only war and fantasy games would be featured, but
other interesting and obscure games. Thus GAMES DAY has
retained its unique appeal which this year made it Britain's No.
1 games event.

There was certainly something for everybody who
attended. The demonstrations put on by the clubs were of the
usual excellent standard, both visually and in play. Tabletop
demonstrations of Middle Earth, Zulu Wars, The Ofd West,
Naval Battles, WW1 Aerial Battles, WW2 Tank Battles and
Chariot Races were well received, and a huge French Grand
Prix race game using model cars attracted many onlookers
People wishing to improve their figure painting talents were
able to tap the combined talents of Steve Kemp and Shaun
Fuller who demonstrated basic painting techniques. Steve
and Shaun also judged the Painting Competition.

In keeping with the unique flavour of GAMES DAY, there
was the infamous Auction and also two ‘corners’ — Computer
Corner and Inventors’ Corner. The former was a demonstration
on three micro-computers of two science fiction games —
Death Star Attack and Star Trek. In the Inventors’ Corner were
Eric Solomon playing Spellimaker, David Wells playing Check-
point Challenge and David Parlett playing Ninety Nine.

Of course, the D&D competition attracted its usual high
attendance, and the organisers worked flat out all day to stay
on schedule. Other competitions running throughout the day
included Cosmic Encounter, Diplomacy, Knights of the Round
Table, and many others.

The 20+ trade stands were kept very busy all day and many
reported record takings for any convention ever! This was
probably due in part to the fact there were many new releases
at GAMES DAY including SPl's War of the Ring, the UK
edition of the Advanced D&D Players” Handbook and many
new miniature figures.

For the first time at GAMES DAY, there was a special guest
of honour. We were very pleased to have Scott Bizar, director of

Left: From right to left, Games Workshop personnel, Steve Jackson, Albie Fiore and lan Livingstone watch on as Scott Bizar of Fantasy G;mes

Above: N. Bibby's scratch built 25mm Conan —
joint winner in the 25mm painting competition.

Fantasy Games Unlimited, fly over from the USA specially for
GAMES DAY. Scott was available all day to answer gamers’
questions and also handed out the prizes to the competition
winners. They were:
Dungeons & Dragons — J. Baillie
Cosmic Encounter — D. Thorby
King Arthur’s Knights — S. Hayes
The Old West — G. Smith
Death Star Attack — Mr Donovan
Star Trek — H. Robertson
25mm Figure Painting — N. Bibby and
Mr Chandler
54mm Figure Painting — D. Mills
Diorama Painting — Mr Wiggley
Already plans are in hand for next year's GAMES DAY,
and we hope you will continue to support Britain's No.1
games event. We would like to thank South London Warlords,
Harlow Wargames Group, Naval Wargames Society, Chestnut
Lodge Wargames Group, Basingstoke Sorcerer’s League,
Skirmish Wargames, London Go Centre, London Draughts
Association, Dave Rotor, Hugh Walters, Mike Ferguson, Rob
Easterby, Andy Fletcher, Kendall Johns, Chris O‘Dell, Steve
Kemp, Shaun Fuller, Eric Solomon, David Wells and Scott
Bizar for their efforts, and of course all the Games Workshop
and White Dwarf personnel for their willingness to work
ridiculous hours.
Brief Comments from an American Observer:
“Most Britons probably feel that the larger British convent-
ions in the wargames field and fantasy games area are far
smaller and less important than the better known conventions
in the States. In actual fact, the size of conventions such as
Games Day is very comparable to an American convention.
The attendance at this year's Games Day (over 2000) would
rank as the second largest convention in the States after
Origins. Though many US conventions draw 1500 gamers,
few reach 2000 or higher in attendance in a single day. The
facilities available and activities at Games Day were certainly
up to the standards of any US convention and | must confess
to having thoroughly enjoyed myself at this year's Games
Day and am already making my plans to attend next year's
convention, which promises to be even bigger and better.
Games Day has proven to be one of the most interesting and
enjoyable conventions of the year.”
Scott Bizar, Fantasy Games Unlimited

(equal 1st)

Unlimited awards N. Bibby 1st prize in the 26mm figures painting competition. Centre: One of the entries in the diorama painting competition
featuring a model of one of the Battlestar Galactica space vessels. Right: Games inventor Eric Solomon (right) playing his latest game, Spelimaker.
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“Citizens of that time were much concerned about their dignity and honour,
defending both in duels to the death. Loss of life among innocent bystanders and
damage to property resulted in stringent regulations to be passed against the use
of energy pistols and other high velocity projectile weapons. An age of elegance
was ushered in with citizens using the LIGHT SWORD (a fixed field energy
projector) at close quarters to resolve points of honour.”

(Light Swords: Their History and Use, Reel No. 572 2487 Sioux Falls Gazette.)

PLAYING THE GAME

LIGHT SWORD is a combat simulation played with characters
created by the rules. Each player may have one or more such
characters in play. Combat is a combination of skill and luck
in the game using the character’s abilities and the weapons he
chooses as the basis. The winner is the player whose character
survives the Arena of Honour.

CHARACTERISTICS

Players can decide to be male or female. Each character starts
off with the base values on Table 1 below, to which can be
added bonus points derived from rolling a six-sided die once
and multiplying the result by 5. The bonus points may be
distributed among the characteristics at will, though none may
exceed 30.

Table 1: Base Values

Male Female
Strength (ST) 20 10
Speed (SP) 15 20
Reflex/Intuition (R1) 15 20
Build (B) 20 10

ABILITIES

Each characteristic results in different abilities which are
relevant to combat, e.g. great strength allows a person to wear
armour, Thus each characteristic contributes to the character’s
ATTACK COMBAT POINTS (ACP) and his DEFENSIVE
COMBAT POINTS (DCP):

Strength — Each Strength point = 1ACP and %2.DCP. A
Strength of 25+ allows wearing of armour which
increases the defence by 3DCP per Strength point over
25, but armour reduces all ACP derived from Speed in
half.

Speed — Each Speed point = 2 ACP and 2DCP. A speed of
25+ allows for 2 attacks per combat turn.

Reflex/Intuition — Each RI point = 2ACP and 2DCP. An
Rl of 25+ allows the character to add +2 to the oppon-
ent’s die roll.

Build — Each Build point = 2ACP and 1DCP. A Build of
25+ allows a character 3 ACP per Build point but a
Build of less than 20 allows a character an additional
DCP for every point over 10.
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CHOICE OF WEAPONS

Before the actual game starts, the players must choose the sort
of duel they desire to satisfy their honour:

Friendly: With Metal Swords

Honourable Wounds: To settle minor disputes and matters of
honour, this duel is fought until first blood is drawn. Any
weapon except the Light Sword may be used.

To the Death: Serious matters of honour or revenge are at
stake and any weapon may be used.

WEAPONS

There are 4 weapons available to a player’s character. The
choice of weapon depends on the character’s skill. Table 2
below lists these weapons, whether they are thrusting (T),
cutting (C), or both (C/T). The skill required to use them and
the damage done by each is also shown.

Table 2: Details of Weapons

Weapon CorT Skill Damage
1. Metal Sword C/T 15ST 20 pts
2. Force Blade T 15 SP 25 pts*
3. Slasher G 258 30 pts”
4. Light Sword c/T 25 Rl 40 pts*
+20 SP

* indicates that if the Sword scores a hit, a die roll of 1 ona
six sidg.'d die means instant death.

WEAPON RELATIONSHIP

Some weapons are better than others and their use results in
an advantage. The advantage is expressed in terms of additions
to the attacker’s ACP when facing certain swords, In Table 3,
numbers on the left of the / represent the advantage for a Cut,
those on the right of the / the advantage for a Thrust.

Table 3: Weapon Advantages

Attacker
Defender Metal Force Slasher Light
Sword Blade Sword
Metal Sword 0/0 /15 10/ 20/10
Force Blade 0/0 0/0 15/ 20/10
Slasher 0/0 0/0 0/0 15/10
Light Sword 0/0 0/0 0/0 0/0




COMBAT

There are three target areas: the Arms (A), the Legs (L), and
the Body (B). Each player secretly chooses a movement: Back,
Stand, Forward, or Charge; then a target area; (and whether
with a cut or thrust; and also a defence: High Defence (HD),
Low Defence (LD), and Special Defence (SD). SD is used only
when the opponent has another attack in the round, due to
speed of 25+ and only if the player defending has no second
attack. Both players then reveal their choices and refer to
Table 4 below. The numbers in this table are added to or
subtracted from the die roll on the COMBAT MATRIX,
Table b, Both players are considered to attack simultaneously,

Table 4: Attacker’s Modifications
Attacker

Back Stand Forward | Charge
Defender A LB A L B A L B A LB
Back HD +2 -3+4 | +1 443 | +1 242 0-1#+
LD 04243 | - 14344 | -2+44+4 | -343+b
g0 | d a4l 229 382 4994
Stand HD | 43 243 | 42 343 | +1 443 | 1 243
LD 2+142 | 24243 | 24343 | 3H4 H4
SD 222 33-3| -3-3-3 4 4 4
Forward HD | +1 443 | +1 443 | +2 343 0 042
LD -2 +4 +4 -2+4+3 43 -2+2 43 24243
SD | 3 33| 444| 444|444
Charge HD 0-1+1 | -1 243 0 0+2 | +2 343
LD -3+345 -3 +4 +4 24243 24243
SD | 4 44| 444| 555|555

an

dueling
game

The attacker compares his ACPs with the DCPs of the
defender. The row is determined by the attacker’s weapon, the
column by the difference in ACP and DCP. The figure on the
left of the / is for a cut, the other for a thrust. Two six-sided
die are rolled and modifications from Table 4 added or
subtracted. A HIT is scored with a total equal to or less than
the number indicated:

Table 5: Combat Matrix
Combat Point Difference (of the Attacker)

-50 +50
or or
more -30-15 -10 0 +5 +10 +15 +30 more

Metal Sword | 2/4 3/5 4/6 5/7 6/8 7/9 8/10 9/11 10/12 12/14
Force Blade | */2 */3 */4 */5 */6 */7 */8 */9 */10 */11
Slasher 1/* 2/* 3/* 4/* 5/* 6/* 7/* 8/* 9/* 10/*
Light Sword | 1/3 2/4 3/5 4/6 5/7 6/8 7/9 8/10 9/11 10/12

WOUNDS
Only ACP and DCP are affected by wounds. Reduce the
defender’s ACP and DCP by the following after a hit:

Arm Hit: 2 x Weapon Damage Pts = ACP Lost
1 x Weapon Damage Pts = DCP Lost
Leg Hit*: 1 x Weapon Damage Pts = ACP Lost

%2 x Weapon Damage Pts = DCP Lost
*Leg hits of 40 or more Weapon Damage Points means no
second attack from the defender beginning the next complete
round.
Body Hit*: 1 x Weapon Damage Pts = ACP Lost
2 x Weapon Damage Pts = DCP Lost
* Body hits of at least a total of 40 Weapon Damage Points

means defender loses any +2 on opponent’s die roll advantage.

DEFENCE CHOICE EFFECTS

If the defender chooses the Low Defence and the attacker
chose a Leg Attack, then the Weapon Damage inflicted is
reduced by half prior to assessing the effect under WOUNDS.
A High Defence will reduce Weapon Damage by half against
a Body Attack.

EDITORIAL NOTE:

Players who wish to continue with the same character may
develop their own system of awarding experience points and
levels, The system for expertise given in Fantasy Games
Unlimited's Rapier & Dagger is to be recommended as a guide-
line for character development.
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OPEN

OPEN BOX examines Science Fiction and Fantasy games and rulebooks
currently in the shops. The reviews have been written by either
independent authorities or members of the White Dwarf Test Panel.

The OVERALL figures on a 1—10 scale, rates the game itself taking all
factors into consideration.

 —— e ——

GAMMA WORLD
TSR Hobbies Inc — £6.95

With so many sets of rules for
fantasy role-playing games
flooding the market at the
moment, the task of the new
purchaser who wants to select
just one set from the masses
available is getting more and
more difficult. How does one
distinguish one set of rules
from another? It's even more
difficult in this genre than in
the field of, say, board wargames since one of the essences of
a role-playing game is that the referee (DM or whatever) is
limited only by his imagination, whereas other game-types
have regularised rules which at once inhibit and comfortably
define the game. So if a game turns out to be unsatisfactory in
play, are the rules at fault? Or the referee? Or even the players?

Nor does this make the reviewer’s task easy . . ......

Let me deal with the obvious aspects first. This is a boxed
game in that the rules, the map and a set of polyhedral dice (a
nice touch, this) are housed in a colourful box which should
attract the eye and single it out from its brethren on the
shelves. The map (about 24" x 16") shows a continent not
unlike North America on a hexagonal grid; it shows natural
geographical features (mountains, rivers, lakes and the like)
together with the locations of the largest cities of the Ancients.
The referee is free to add terrain features — forests, swamps,
active volcanoes and whatever else he thinks fit. He will note,
too, that a number of the Ancients’ cities are now underwater.

For this is a future-world game; the year is 2471 and the
world has passed through aperiod of unprecedented devastation
(the history is related, in fearsome terms, at the beginning of
the rules). There are a few surviving pockets of humanity but
many life-forms have been rendered extinct and others have
mutated in horrifying ways. Players assume the character of a
Pure Strain Human (without physical or mental mutation),
mutated human or mutated animal. The name of the game is
survival in the face of the terrifying world in which the players’
personae must now live. Yes, there are many resemblances to
the earlier TSR game Metamorphosis Alpha (a mueh under-
rated set of rules in my humble opinion).
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The rules are, of course, complete and explicit — we would
expect this from TSR anyway. Briefly, they span Creating
Characters, mental and physical Mutations (for humans,
animals and plants), Time and Movement, Combat and
Encounters, Creatures (nearly 50 of them, very credible and
graced with better names than the creatures in Metamorphosis
Alpha), Cryptic Alliances (humans, mutated humans and
creatures banded together in secret of semi-secret organisations),
Hazards (radiation and poison in particular), Artifacts and
Equipment (a very comprehensive section) and Experience. At
the end of the rules booklet there is a very useful section
headed Example Of Play which contains useful design and play
hints for the newcomer and experienced hand alike. Finally,
all the important reference material has been assembled on
half a dozen perforated pages for quick and easy reference.

Some of the rules are either similar or identical to those
used in Metamorphosis Alpha. Examples are some of the
mutations and their effects, the poison and radiation charts,
some of the technological items. This is, of course, as it should
be — if something works well in one game, why not transfer it
to another game in a similar setting? Additionally, they can be
transferred by referees from one setting to another — | know a
number of D&D DMs who use the Metamorphosis Alpha
poison chart, for instance, because the effects of poison is an
area inadequately dealt with in the D&D rules.

One particular new system caught my eye — a set of charts
which players use to see whether they can determine the
nature of an unknown artifact. Fiddling around with something
unfamiliar can be a rewarding process (when you find out,
somewhat to your surprise, exactly what the thing is and how
it works) or a suicidal venture (when you unwittingly set off
an explosive device and leave your mortal frame for ever). As
an attempt at regularising this sort of exploratory process
these charts are welcome.

So there are the makings of a game here which no-one
should find difficult to translate into game terms and an
interesting design. | found it more coherent than many other
sets of rules | have read and more complete than most.

And Gamma World is good quality — let there be no
mistake. This has not been thrown together in haste by earnest
amateurs over glasses of cheap booze. It is a thoroughly
professional job which deserves a place on the shelf (and the
playing table) of anyone remotely interested in the science
fiction game-setting.

Overall: 9 Don Turnbull
e e e e e e e e S S S—
THE REALM OF YOLMI : i
West Coast Games — £4.95 =g

The
This is, in effect, technological REALM DOF YOLMH

D&D. The game is set on a
future Earth which has
suffered catastrophe not dis-
similar to that which struck |
the world in Gamma World |

by TSR — men are semi- '

barbaric, animals have been \iles! Comst Games
mutated, automatons roam

rampant. A leading news

commentator has found immortality through drugs and has
started his own religious sect — the UNDEAD of YOLMI

(Cronk).
The rules are peppered with attempts at humour and what
are obviously ‘in-jokes’. | wasn’t particularly amused, but

other readers may find it funnier than | did.

This attempt at light banter rather spoiled the rules for me,
though they appear to be complete and comprehensive if you
can stomach the unnecessary attempts at wit. The book itself
is around 120 pages long, A4 size and neatly bound in one of
those spiral plastic binders. :

I will stick to Gamma World, though adherents of that
game may find some useful hints within Yolmi.

Overall: 2 Don Turnbull




ADVANCED DUNGEONS
AND DRAGONS --
PLAYERS HANDBOOK

TSR Hobbies Inc -- £6.95

The quality of recent TSR
publications is really most
impressive — here is another
hard-bound book, in the same
style as the Monster Manual
(reviewed in White Dwarf 8),
which will gladden the heart
of even the most discerning.

A word of explanation will
not come amiss, particularly for
newcomers to D&D. The original D&D rules and supplements
are gradually being revised and replaced by a second edition.
The first part of the second edition is the basic rule-book
Dungeons & Dragons, which comes either separately or in a
boxed set including geomorphs, monsters and treasure
assortments and a set of polyhedral dice, forming a complete
basic game-system which can be used in isolation from the rest
of the material and which is of particular value to the
newcomer. The second part is the Monster Manual, the third
part is the Players Handbook and the fourth part is the eagerly-
awaited Referees Guide which is in course of preparation.
Finally TSR will add a much-expanded second edition of the
Gods Demi-Gods and Heroes supplement. As | see it, the
Monster Manual, Players Handbook and Dungeon-Masters
Guide will form the complete game-system for Advanced D&D,
with GDG&H as an optional extra.

The Players Handbook does not, therefore, contain
information which will later appear in the Referees Guide —
the treasure tables and descriptions, cleric/Undead matrix,
listings of magical artifacts and their properties. Which means
that the inexperienced DM will have rather a hairy time if his
players are all armed with the new Players Handbook (though
he should find enough information to carry him through in the
first edition rules and supplements).

| don't think | have ever seen a product sell so quickly as
did the Handbook when it first appeared on the Games
Workshop stand at Dragonmeet. As lan Livingstone remarked
(he was standing on one side with a slightly bemused air,
watching the crowds press forward in the queue for their
copies), it was as though Games Workshop had suddenly
invented sliced bread. As | am sure many others did, | burned
the midnight oil after Dragonmeet perusing this new acquisition
and becoming more and more engrossed.

When | first started reading the Handbook, | jotted down
notes of changes which had been made to the original rules,
but it wasn't long before | realised that a review which listed
all the changes would be nearly as long as the Handbook itself.
Suffice it to say that whereas the original rules are ambiguous
and muddled, the Handbook is a detailed and coherent game-
system, and very sophisticated.

A few examples (there are many) will serve to illustrate:
fighters, clerics and thieves have improved hit-dice (D10, D8
and D6 respectively); the effects of strength on hit probability,
damage, weight allowed, open doors are changed; high
intelligence confers slightly more chance of spell knowledge
and language facility; wisdom now gives clerics a spell-bonus
while low wisdom gives a chance of spell failure; there are new
charts delineating the effects of constitution, dexterity and
charisma; there are five main character classes (including the
Monk) and five sub-classes (Ranger, Paladin, Druid, lllusionist
and Assassin) each with its own ‘experience’ table; most classes
find it slightly harder to gain promotion above third or fourth
levels; first level clerics now have one spell; paladins are much
more powerful but have to satisfy more rigorous criteria;
supplies are much more expensive; there is a non-decimal
monetary system in which 1GP is now worth 20SP for example,
and huge lists of spells and their descriptions (many new ones
in all classes), multi-classed characters, the seven races and
their advantages/disadvantages and many other things.

However those who have grown up on the first edition need
not be alarmed — all this is completely compatible with the
familiar system and | don’t believe it will be long before the
necessary changes and adjustments are taken under the belt; as
in all things practice and habit are great teachers. | have no
shadow of a doubt that the Advanced rules will be accepted
and incorporated into campaigns currently in progress, though
the DM will, as always, have the final say as to what is and
what isn’t allowed in his dungeon/world.

Of course, perhaps the most important function of the
Handbook is as a source of reference; no more searching
through stacks of magazines and books to find the information
you are seeking (dammit — what issue of Strategic Review
contains the stats for rangers? and where did | put the copies
of Strategic Review anyway?). Pretty well everything needed
is here, carefully compiled and indexed; if it isn’t here, itis in
the Referees Guide of which | for one can’t wait for my copy.
There is little more | can say. |f you already have a copy, you
may share my apprehension at the amount of time it is going
to take to digest all this new material, but | suspect you also
share my whole-hearted welcome of it. If you haven’t, and you
are the least bit interested in D&D, the sooner you get a copy
the better. | said of the Monster Manual that it was TSR's
most impressive publication to date; that is no longer true —
this accolade must belong to the Handbook which is nothing
short of a triumph.

Overall: 10 Don Turnbull

THE MANUAL OF
AURANIA T THE MANUALOF
AURANIA,

Singh, Wagner & Stehle —£1.75 .

| suppose one would describe
this 30-page booklet as a D&D
play-aid. ltcontains a miscellany
of D&D ideas — new character
classes, new monsters and a
couple of random reincarnation
tables. The Manual is stencil-
printed and contains a number S0 S8
of illustrations which have S0
reproduced excellently.

The text is by no means clear
of errors; even in the acknowledgements there is a misprint of
one of the contributors’ names which is a pretty bad start.
However the errors need not confuse a sensible reader.

| am not enthusiastic about increasing the number of
character classes in D&D, so the first section did not fire me
with great enthusiasm. Those who like expanding the range of
character classes may find something here to interest them,
though it seems to me that most, if not all, these new creations
are stronger than they should be, with no corresponding
increase in weak points.

| can take the reincarnation charts or leave them — no doubt
others have been compiled in similar vein. A 4% chance of
reappearing as a Golden Dragon seems to me rather high, for
instance — the same chance as reappearing as a Gnome and
four times the chance of reappearing as an Ent. No doubt any
table of this sort could be argued at length and inconclusively.

There are nearly 60 monsters, including six types of Troll,
nine Undead and the inevitable nine Dragons. It is in this
section that | think most readers will find their main interest
lies. | particularly liked the Undead section (though was sorry
to see yet another Banshee appear, dissimilar to both of those
we have at the moment) and will be using some of these. Else-
where Lewis Carroll has been used as a 'source’ — we have the
Jub-Jub Bird, the Snark, the Boojum, the Bandersnach (sic!)
and the Jabberwock — not particularly imaginative, but fiction
sources are running dry rather rapidly for monster-creators.

On the whole, it's not a bad booklet and a reasonable buy
for the money.
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Overall: 4 Don Turnbull
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Experienced
Traveller

Part Il

by Mike Ferguson

Fa¥s 1the back of Book 2 in Traveller two pages are spent
ﬁiﬁl detailing how a character may increase skills already
possessed, or temporarily increase his combat
requisites (strength, endurance and dexterity). What
it basically boils down to is if you spend 8 years training you

can increase a skill by +1. Even then there is only a 40% chance
that your character will be able to stick the course (8+ on

2DG). Although the book does not say it, presumably you can
do other things during those 8 years and just attend a regular
refresher course — a sort of night school. Whatever happened
to good old full time education? In the Traveller universe it

seems to be ignored once you reach the age of 18.

Last issue | presented methods of increasing skills already
possessed by continuous use. That part was fairly straight
forward and can be applied to most SM’s universes. This time
| shall describe ways of gaining new skills through various
means of full and part time education. This means that the
methods are purely subjective and depend very much on how
the SM has decided to run his universe. What | am providing
here is merely notes and ideas for you to adapt as you see
fit to your particular campaign.

First of all I'll deal with the hard slog method of enrol-
ment at a school or university and spending 5 days a week
learning the subject(s) desired. This should take a relatively
short time depending on the number being learned. Assume
that up to four subjects can be studied at one time as long
as they are fairly compatible (see Table T below).

Table 1

| I 11 IV
Piloting Computing Admin Medic
Ship's Boat Navigation Steward {count as
Air/Raft Electronics Leadership two
Vace Suit Mechanics Tactics choices)

Engineering

Taking combinations of subjects in the same column should
be relatively easy. It should be possible, though more difficult,
to take subjects from two columns. (Remember we are dealing
with, or may be dealing with, university or college equivalents
with planned curricula and usually only those courses that are
reliatively popular will be available — | suggest a roll of 7+ on
2D6 to see if a choice is possible). Choices from three columns
should be hard to accomodate (12+) and should usually only
be available through private education.

The time taken for such education should also depend on
the number of courses being taken. Assume that the university
or college operates all year round and that there are regular
3 month examinations in each subject, and when you pass an
exam it means you are qualified in that subject at level 1. See
Table Il below for the length of time a course should take and
the basic scores on 2D6 needed to pass.

Allow the following modifications. Intelligence 8+ = DM
+1. Education 8+ = DM +1 except for those subjects which
require an education of 8+ to take in the first place (see
Book 1 page 11). Intelligence b- = DM -1; Education 5-= DM
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-1. Also roll 3D6 and consult Table /1] for further modificat-
ions due to attitude to study.

Table I
No.of subjects taken Length of Course Score needed to pass
each Exam.
1 6 months 5+
2 9 months 6+
3 12 months 6+
3 9 months 7+
4 12 months 7+
Tabile 111
Die roll Effect DM
3 Only here for the social life -3
4 Only here for the beer -2
5—6 Doesn't work hard at all (optionally
extend course by 6 months or suffer DM) -1
7 Siill doesnt like hard work but not as
bad as before (optionally extend course
by 3 months or suffer DM) -1
8—13 Perfectly average student none
14—-15 Hard working +1
16 Very hard working — reduce length of
course by 3 months +1
17 Burns the midnight oil — reduce length
of course by 3 months +2
18 Takes to courses like a duck to water.

Half length of course. Also when taking

exams any natural roll of 11 or 12 means

that he has qualified at a skill level of +2

in that subject +3

Having obtained a skill level of 1 in the required ability the
character can now go on to increase his skill through con-
tinued use, as outlined last issue, or spend more time at
college training to higher levels. For skills above +1 | would
suggest that no more than 2 subjects be taken at one time
and that the length of time increases rapidly with the skill
level, eg. +2 = 18 months, +3 = 48 months (+3 Medic is
equivalent to a doctor which requires 5 or 6 years at present
day standards).

Of course the details given here are assuming that the
education methods are not much different from present day
methods. We can assume that technologies of the future will
probably develop much better teaching aids than are available
to us today. | shall include here a short section on educational
aids developed for use in my campaign. Once again the use of
these methods, and their availability is purely subjective — you
may not even have such methods in your universe.

There are two main types available. They are:

(a) Hypnotapes: the subject goes into periodic trances while
details of the necessary information are fed into his mind.
Hypnotape technology starts in worlds of Technological level
7, where applied use of tapes will halve the time taken to
study a course and give an exam DM of +1, to Technological
level 12 hynotapes where 24 hrs application will give you a
skill level of +1.

(b) RNA: the subject is given regular doses of RNA which
has the same effect as various hypnotapes. The advantages

of RNA are (i) any skill, including combat skills can be
learned, and not just those listed on Table 1, which are all
hypnotapes will cover, and (ii) there is no theoretical limit

to the skill level to which RNA can raise you. However, |
have ruled that there is a practical limit of +3, although
higher levels can be researched. Technology for RNA should
begin around level 12, and end at about level 15 or 16.

The second sort of education available is apprentice-
ship. Here you can be taken on as an apprentice in a trade
that can teach you the skill you want. Any non-combat
skills can usually be learned here at least to level +1. 'Free
Trader’ type ships are the best to enroll with as the types
of skills they need and use cover nearly all the skills found
on the table in Book 7. (The only exceptions | can think of
would be Admin, Tactics and Forward Observer and these
aren’t the most popular skills anyway).



Apprenticeship should be for a number of voyages or
years (although | can imagine that any ‘bright’ pupil would
be quite welcome to stay on as a full member of the crew
of most 'Free Trader' ships). For every 3 voyages or 6 months
roll two dice to see if the character has learned his ‘trade’.
To succeed in this a score of 8+ must be rolled. However, add
to the score +1 for every skill level of the person teaching the
character and any DMs generated on Table /V below.

Table IV

Score DM
2 Uncommunicative person, very poor teacher -2
3 — 5 Poor teacher, does not put ideas over well -1
6 — 8 Average teacher none
9 — 11 Good teacher +1
12 Excellent teacher +2

Of course the player should not know (except possibly by
rumour) what sort of teacher his ‘boss’ is. More than one
subject may be taken at a time and if this is done add an extra
two months or one voyage for each extra skill being learned to
a maximum of 4 skills (1 year or 6 voyages).

One advantage of apprenticeships over universities or
colleges is the cost. Fees are very expensive for universities,
while a favourable reaction will result in the apprentice being
paid a wage. However, apprenticeships do turn out to be
unreliable and can be terminated by the ‘employer’ at any
time,

Some skills, such as gambling, will require enly a short time
to master at level 1. Allow, say, five weeks hard study minus 1
week for each level of the tutor. For this skill, apprenticeship
or universities are not needed, merely a willing teacher.

Similar ideas also apply to combat skills. In fact a good
swordsman may even set up an official fencing school to teach
blade combat and there may be marksman'’s clubs to learn gun
combat. Usually ‘legal’ lessons in weapons specifically used for
combat will be available only through private tutors (this is
where streetwise skills come in handy in locating tutors) but
weapons used for ‘sport’ will be quite easy to be taught the
use of. (It all depends on the law level of the planet). For
combat skills allow 10 weeks minus 1 week for every skill
level of the teacher to reach level +1, 6 months to reach level
+2 and 18 months to reach level +3.

Another thing about combat skills is once you've learned
to use a sword it's not too difficult to use a foil, and firing a
revolver is not too different from firing a body pistol. In
Table V below | have listed the weapons available in Book 1
into groups. Once you have learned the use of one weapon in
a group then you will be able to use any of the others in the
same group at a skill level of half the skill in the particular
weapon you are specialising in {round half levels down).

Table V
I 1 11 v v Vi Vil
Dagger Foil Spear Body Pistol Carbine SMG  Shotgun
Blade Cutlass Halberd Auto Pistol Laser Carbine
Cudgel Sword Pike Revolver Laser Rifle
Broadsword Bayonet Carbine Auto Rifle

Finally we get to the increase in requisites. Theoretically it
should be impossible to make a person stronger, or more
dextrous, or give him greater endurance without undergoing
major surgery. Yet any of the forces you can join will increase
your requisites if you get the right die roll, and this increase is
permanent. The only way | can see in which this can be
justified is that although there is no actual increase in physique
the character receives training in how to use his abilities more
effectively. (Think of Japanese Samurai; originally these men
were no more dextrous than their neighbours, but because of

training moved faster, reached faster and outfought most other
‘hand-to-hand’ combatants.)

If a character wishes to increase his combat requisites he
must find a teacher (such teachers should be fairly rare and
will probably be booked up well in advance) and spend time
learning how to increase these scores. Every three months he
must roll 7+ for each ability to gain +1 up to a maximum of
4 more than his original roll. (Eg. if a person originally rolled 9
for strength and then joined the Navy and during his time
there added 2, if when he left he wished to increase his
strength further he could add a maximum of 2 more to it, to
total 13.)

Alternate to the above method | have worked out an
experience system for those that continually fight
hand-to-hand combat and thus gain more skill in combat. It is
based purely on the damage caused in melee with modifiers.
After a melee, if a character has survived, calculate the total
number of points of damage inflicted by that character and
multiply this score by 20 and divide by the average damage
done by the weapon(s) he was using. (Average damage =
minimum score + maximum score divided by two, eqg. a cutlass
does 20 + 4 damage, average damage = 6 + 16 + 2= 11). The
resulting score is the earned experience.: Once enough
experience has been earned (see Table V/ below) increase the
requisite by 1 and start earning experience all over again.

Table VI
Experience
Increase requisite from 2 — 3 250
" 3- 4 450
" 4—- 5 600
i 7— 8 800
£ 8- 9 1000
" 9-10 1200
= 10 — 11 1400
" 11-12 1600
o 12 -13 1800
4 13-14 2000
" 14 —15 2200

Non-combat requisites, with the exception of social status,
can be increased as outlined for the first part of combat
requisites. For increase in social status have a look at En Garde
for a few ideas of what it involves.

Well | guess that just about wraps it up for experience in
the game of Traveller. If anyone has any comments or ideas
on improving the system | would certainly like to hear from
them. Please write to me care of White Dwarf.
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Chapter Three
IN GREENGORM FOREST

Hero and his band, seeking means to lift the
wizard Hajjin's bane from Farrondil City,
have aided the Gondemarian dwarves in
battle — with a twofold reward — a
mysterious pouch of “Swan Bones” and
directions to the north, through sinister
Greengorm Forest . . .

s he forest darkened as the wary
band penetrated further, and
strange portents flickered be-
neath the twisted trees, always
too distant to be clearly seen.
Thick forms that coiled and coiled again
dissolving in uneasy vapours as the horsemen
pressed on . . .

Madoc gave voice to their feelings: “I'm
grateful, almost, for this green gloom. Some
things |I'd rather not see too clearly.” His
joking tones cheered none; but Anvar
whistled derisively.

“These mouldering woods hold naught
to affright a Northman!” He whisked the
longsword from his back-sheath and whirled
it in bravado. "l've seen the snow-devils
running on the high ridges, the mist-things
creeping from the rifts — and none of ‘em
will face cold iron.”

Hero smiled indulgently over his shoulder;
Pursio murmured, “Avye, these Northmen are
wise — in the North,"”

Anvar paused, about to sheathe the sword.
His full black beard bristled, his nostrils
flared. "Mock not the North, manikin. Its
ways are just and true. Northmen laugh at
misty visions, MNorthmen stand true before
real peril — aye, and Northmen divide all
spoils, not hide ‘em from their own trusty
men!” And he glared full at Hero, and
angrily shot the sword home into the sheath.

“You lie,” growled stout Stefison, and the
other Guardsmen, little Lucas and dark
Morgen, nodded their support of Hero. But
Rhys smiled: "Your secret gift from the
King, Hero, of which the rest of us know
nothing?"

Hero quite forgot the peering phantom
shapes among the trees. He sighed. “Nothing
escapes a bard's eye, ‘tis said. The thing is no
treasure, but magical Swan Bones to aid our
quest.”

Rhys's eyebrows went up a fraction. Light
stirred in Madoc's eyes . . . “No treasure?
Men have slaved lifetimes and died for . . .
but no matter.”

“Then let these bones be divided amongst
us,” Anvar rasped. "Else, if good Hero falls,
our talisman may be lost entire.”

Something stirred in the trees again and
caught their gaze; a lumpish dwarf-thing, all
head and legs; no, just a nodding bush, a
swirl of mist, a . . . something better not
looked on. It leered and faded. The silence
was broken by Pursio, who swiftly said, "Nay,
nay, the magic fails if once the bones are
scattered, as Hero well knows. We should not
speak of such matters here.”” He looked
uneasily about him,

Hero wondered what Pursio was about —
to him, the seven oddly-shaped bones he
could feel through the pouch’s thin cloth
were wholly wrapped in mystery. Aloud he
said, “Pursio speaks truth — and | wonder at
you, Anvar, storing up such mistrust in your
mind. But this is not time for debate and
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counsel. A song, Rhys! to lighten the forest
gloom."

“Twll d’un bob saes,” swore Rhys in an
outlandish tongue. A bard of my rank, think
you, should bawl away on horseback?" But
without allowing time for reply, he broke
into a bawdy song which (though Hero
winced) lifted their spirits well enough as
twilight thickened and the shadow-shapes
danced beneath the increasingly gnarled and
mossy trees.

An uncertain time after, Hero decided that
true night was close; "We camp here,” he
called when next they found a clearing.
Spirits were higher now, for the writhing
ghost-forms faded with the greenish light;
their menace also dwindled with familiarity.
This disturbed Hero, and (while Lucas laid a
fire and Stefison delved for viands in the
saddlebags) he spoke quiet words with little
Pursio. “We are less affrighted, having come
so far without hurt. Think you that this
forest seeks to lull us?"’

Pursio shrugged. "My terror is great as
ever,” he said smiling.

“No doubt. — And what of these so
wondrous Swan Bones? What is their power?”’

For the first time, Pursio’s eyes fell, “The
King supposed | knew, my master. | studied
the Great Lore awhile in Gondemar, ere cast
out for my manlike aspect . . . | studied it, |
say, but the studies are forty years past. The
bones hold great power, yet the user must
wield knowledge. Blood | remember, blood
and a mirror. | shall have it soon — be
patient — "'

So the Swan Bones' time was not yet.
Hero, distrustful of magic and ready to
suspect evil taint in the purest of charms, was
not wholly displeased. He did not see himself
as a magician.

About the now-blazing fire, Rhys and
Madoc swapped jokes with only the faintest
uneasiness; Stefison dealt expertly with
Gondemar’s spiced meats; Anvar sat a little
apart, staring moodily into the crackling heart
of the flames. Men of Farrondil traditionally
camped with much merriment, but this was
now subdued — as though all realised without
saying that under the shrouded night, things
unseen might be worse by far than things seen
in this most dubious forest.

- * -

This faint shadow persisted as they pre-
pared for sleep beneath the creaking trees.
Old, seasoned Lucas took the first watch, and
Hero should have had sound sleep; but he
turned restlessly on the unyielding ground.
Dreams came wherein those that drifted
among the trees enticed him with strange
smiles, loosing their robes to show that which
to look upon was madness; worse dreams
where Hero flitted himself in their company,
an abomination among abominations, his
stout companions twisted too into shapes of
horror from which he woke almost with a
scream . . . The watch changed, and with sore
eyes and aching head Hero saw Lucas curl up
to sleep as Anvar slipped into the trees, there
to circle the camp with silent, watchful tread
in Northern fashion. The banked fire threw
monstrous, smoky shadows. Hero flung him-
self again into slumber . . . and slowly another
dream took shape.

The camp was dead, lifeless. The company
lay unmoving, and dreaming Hero knew it was
useless to waken them. Anvar had vanished;
Anvar was in peril; Anvar must be rescued

from the nameless evil. With the lucidity of
dream, Hero knew where to find him: he
walked into the forest past a knotted tree,
turned at the moss-bank he knew he would
find, stepped across the sluggish stream which
threw back but the tiniest of sparkles from
the indecisive starlight , . . Of course Hero had
brought no sword, for what use are swords in
the land of dream? He bore the Swan Bones;
nothing else mattered. Yes, he thought with a
sort of clarity as he entered a second, smaller
clearing spotted with bulbous fungi: yes,
Anvar will be here.

It was then that his tranced footsteps en-
countered a fallen branch, and he fell with
numbing force to the ground. There was pain,,
and he knew that real pain cannot tread in the
land of dream. He opened his eyes — to find
himself where he had dreamt, alone in dark
cold, wet with dew. No, not alone, for here
was Anvar after all, coming anxiously to his
aid — and another behind him —

Hero, half awake, could not dodge the
brutal kick which this transformed Anwvar
aimed into his belly, He gasped, retched,
writhed as Anvar kicked again. The other
shape, a gleaming figure, came closer. Even
as consciousness ebbed, Hero felt small,
nimble fingers feeling delicately through his
garments.

* * #

And again he wakened, stiff and bruised,
to lose himself in adoration. Night still
pressed about, but could not conceal the
radiance of the woman kneeling naked at his
side, easing his bruises with a touch and
smiling into his wondering eyes. Anvar
squatted nearby, enraptured also. In Hero's
mind there stirred far-off memories of
Princess Allathea: but strain as he might, he
could recall no detail of her face. And this
woman's hair fell with such silvery glory;
her skin was an opalescent wonder; her
breasts . . .

"What would you, my lady?" he said
earnestly.

She smiled again. “"Come with me, you
and your great rough friend, to Mother
Sulphur's court. We woodfolk need good men
to join us . . . will you dance on the wind with
me, and lie with me in the treetops, and live
forever with me, most noble Hero?"'

Anvar blinked, seemingly not understand-
ing. Hero gaped at this woman's beauty,
thrilled to her cool touch, knew he would do
anything for yet five more minutes in her
glorious presence . . .

And then a harsh and hateful voice rapped
out from the surrounding woods. “'My master,
my master, are you there?'’ Some bond began
on the instant to weaken; Hero rose to full
wakefulness with an effort like that of climb-
ing a mountain, and realised that this voice
which had snapped the cords of delight was
that of Pursio.

"Here Pursio, here!” he called into the
night, and turned again to the woman. But
her glory was strangely faded: a young
woman she was, but never, never to be com-
pared with the Princess Allathea, whose
delicate features now returned in their full
beauty to Hero's mind. He looked again at
the stillsilent woman, eyes straining: she
seemed each moment more difficult to
descry, a phantasm, a hollow shell, a wisp of
white vapour which drifted up beyond his
vision. A witch, he realised, she had been a
witch — and dazzled by false glamour, he had




nearly joined her in the forest courts. He tried
not to think of the legends of those lost to
the witches — tried hard, but the horrid
visions pressed in on him. His evil dreams had
been almost prophetic.

‘“What means this mischief?”’ said Pursio,
emerging at last from the darkness. “You
gone, and none to watch, and only | able to
follow your track in this hellish dark —"

“It was |, said Anvar dully. “She came to
me. She . . . she , ..l could not but obey her.
She said she would draw you forth, for the
Swan Bones were a great peril from which
you must be saved. She said that even now
the evil had so worked on you that you'd
fight to keep them."”

“Aye,"said Hero without sympathy. He
felt his inner pocket where the bones had
been stowed. “And where are they now?"”

Anvar did not seem to hear. “So | helped
her take them from you, for she was so lovely
and | — my heart was still hot from words
spoken earlier — forgive me, Hero! She took
the bones from you, but | said that if they
were so fell she must not carry them, and
laughing she gave them to me. Oh, | was be-
witched! Take your talisman, Hero, and may |
never again covet it."" Here Anvar fumbled in
his belt pouch and drew forth something
which he placed in Hero's eager hands —
something which, as they studied it in the
light of the rising moon, proved to be a
handful of twigs and leaves bound up with
grass.

“Mever trust a witch,” said Pursio philo-
sophically.

* * *

Dawn broke in Morgen's watch, and the
party roused to a breakfast of furious plan-
ning. Madoc had a vague theoretical know-
ledge of the forest ways; Pursio and Damzik,
after much argument, decided that Mother
Sulphur, evilly reputed coven gqueen and
certain holder of the stolen bones, held court
between the Twins of Linsi, two rounded
barren hills that rose from the woods to the
northeast. All agreed that the bones could not
be abandoned and that a raid must be made
on this witchy stronghold (though none knew
how). With spirits slightly raised at the
prospect of action, they marched northeast
through the rustling and populous woods,
sparkles of sunlight dazzling them through the
ever-swaying foliage,

“You are silent,” said Hero to the dour
Gorwin — and to Caspar, for the twin bow-
men were always together and Gorwin spoke
for both,

“We watch the seemings. See how some-
thing moves again in the trees — ?" He raised
his bow and the nocked arrow flew, followed
by Caspar's. The two dismounted, set off ata
steady lope after the arrows; and presently
brought them back, each stained with earth
and moss alone.

"Seemings — unreal shapes,’ said Gorwin.
“We cannot touch them with the swiftest
arrows.””

""And so they cannot touch us,” said Hero.
A good thought.”

Said Rhys with a smile, “You might have
missed."

“No,"” Gorwin said simply.

Anvar, usually foremost in scoffing, was
silent still.

They moved through the forest ways at a
steady trot. Clearing after clearing went by,
shadow after shadow flitted pointlessly before
and after — and then, suddenly, they were
confronted by strangers. Not men, but things
seven feet or more in height, faces bestial and
bearded, bodies mail-clad, cruelly horned at
heel and elbow —

“Allow me,” said Rhys with a kind of wild
gaiety, ““to introduce the great orcs of
Greengorm Forest. | thought they kept
further to the west.”

“Silence, babbler,”
time for foolery.”

Mot even time for speech, for thz six
startled orcs were suddenly charging towards
them. There was time for Gorwin's bow to
twang — leaving five — and Caspar’s likewise —

grated Anvar, “No

leaving four — and then there was time for
nothing. The creatures’ ferocity was incred-
ible: Hero aimed blow after blow at one from
horseback; Pursio slipped off his-horse and
tried to circle behind; a second orc had flung
a great spear and almost in the same motion
leapt on Lucas; Hero could see no more, for
his life was imperilled. With fearful strength
the orc had seized his leg in one clawed hand
even as its club parried his sword; slowly he
was being dragged from the saddle; he re-
doubled his blows, chipping and splintering
the spiked club, but the orc held fast. Then
he saw Pursio fall limply to the ground be-
neath another orcish club, and was inspired
to frenzy. His free hand wrenched the reins
and the horse reared high, its forehooves
descending with shattering force upon the
orc’s helm and shoulder. The thing fell,
brownish blood seeping into the fresh grass;
at once Hero leapt to grapple with the orc
standing over Pursio. This creature turned at
once to defend itself and then seemed to
stumble, falling with a cry to be impaled on
Hero's blade; he saw from Pursio’s wicked

-grin that his friend had not been unconscious,

but had waited his moment to draw knife and
hamstring the turning foe.

* - *

Lucas was dead, throttled; Damazik's thigh
was spear-pierced; Anvar and Morgan had
hacked the orc responsible to pieces while
Gorwin's and Caspar's second shafts had met
in the last one’s heart. All this had taken but
a few heartbeats, and already Pursio and Rhys
were rifling the corpses. Tucked into an orcish
belt they found a parchment which Madoc
laboriously translated. A party of ten . . .
eight doughty warriors and two dwarves . . .
(Pursio and Damzik grimaced) the leader a
man of noble aspect . . . (Hero thought of
that sweet witch for a sudden guilty moment)}
to be stopped at all costs . . .

"Thus the lack of prudence on the part of
these orcs,”” mused Hero. "It seems that dark
designs are afoot and the Covens themselves
fear us."

“Moreover,"” said Pursio, "it seems that we
approach our goal.” With sudden agility, he
skipped to a nearby tree and shinned up the
trunk. In a few minutes he had returned —
“This path brings us to the Twins of Linsi,
friends, less than a league hence.”

‘“We cannot assail the Coven by mere
force,” said Hero. “But | have the ghost of
an idea.”

“Then out with it, friend, for assuredly it
will need the aid of wiser counsels!’ said
Pursio. )

Hero walked along the broadening path
between the withered hills. He walked alone,
The sword-hilt lay beneath his right hand,
though he suspected it would see no use this
day; his left arm hung stiff and painful. He
strove to present the aspect of a Quest leader
who, assailed by orcs and tormented by
wandering visions of the woods, was now
broken, spiritless, stripped of companions and
of will . ..

In the treeshadows, a wisp of white fog
thickened and swelled. It became a hollow
shell of humanity . . . a phantasm . . . a lady
of moderate comeliness . and then, as
though the sun rose, there broke forth the
naked beauty of the witch who in the night
had spellbound Hero and Anvar.

“My lady,” said Hero in a dull voice. The
witchery beat strongly at him, but he was
held firm in reality by the cords bound by
Pursio about his left arm, whose throbbing
message of pain worked powerfully against
the glamour.

"You have come to be with me,” she said
softly, the power pulsing from her in almost
visible waves. Hero stared with yearning that
was not wholly false, and was tormented to
find that again the face of Allathea eluded
him. ‘“Leave that cruel sword,” said the
witchgirl, “you will not need it in the joyous
life before you .. ."

(Men taken by the witches, Hero remem-
bered grimly, are said to be lucky if they last
a week. The unlucky ones last longer . . .)

He unbuckled the sword and let it fall.
Together they walked on toward the Court
of Mother Sulphur; all about, wisps of fog

coalesced into curious, staring women,
melted again into fog. The Court was but
another open space, yet one which crackled
with unseen power. Here an old crone dangled
a rat as though it were a talisman (as per-
chance it was); here younglings danced in
some naked ritual; at the centre of all stood
Mother Sulphur, a harsh-faced, buxom
matron whose hair ran wildly in the waves of
smoky, lurid yellow signifying her name.

“You have him then, Dyanna — | thought
him stronger. Bring him to me."’

The vyoung witch obeyed, but said
urgently, “He is mine."

“All is mine in these woods, daughter.
Begone."

Hero was left before this horrid woman,
all others maintaining an awed distance,
“Caught you easily enough, did she not?”
said Mother Sulphur with her head coquett-
ishly tilted. "But | think I'll take you for my
own.” And Hero saw with horror that this
creature was becoming infinitely desirable,
radiant, irresistible . . . He moved forward,
enraptured, and the painful cords reminded
him of grim reality. He moved on — grappled
her and spun her round — whipped the con-
cealed knife from his boot and touched it to
her fleshy throat. ""The Swan Bones,” he said
grimly.

"Take flight, o Mother, and we shall have
him!"* came a cry.

“Fools!"" she gasped. “Cold iron is at my
throat, cold iron holds me in the body.” Her
hand fumbled in her bodice. " — Here are the
Swan Bones, impertinent wretch."”

Hero snatched the pouch with his stiff
left arm, and felt it. "Very well. But first you
swear that | and my party go unmolested —

“l swear!"” The knife was pressing close.

“By the Oath of the Astral League — "
This, Madoc had recalled, was the single
binding oath of witches and sorcerers.

“A pox — Yes, Yes, | swear by the Oath of
the League that your party may go unharmed
by my folk."” Suddenly she smiled. “You are
a bold popinjay and | would I'd taken you
after all. | know your quest (what seer does
not?) — take this advice: the northeast trail
once more until it forks in three, and there
go right. So much aid you deserve.”

Hero released her, and almost to his
surprise was not struck dead; held by the
Oath, the Mother and all her brood faded into
insubstantial smoke.

* # #

He returned to the party's congratulations
and told the tale; with many a jest they set
off along the appointed path through the now
less ominous woods. Only long afterward was
Hero to recall that of Mother Sulphur's
sayings, her advice most specially was not
given under the Oath of the Astral League.

To be continued . . .
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Molten Magic takes a look at some of the new
science fiction and fantasy figures which are
becoming available. The code letters and
numbers shown on the photographs are purely
for identification purposes and not those used
hy the manufacturers. The manufacturers’ codes
are shown in brackets after the title of
individual figures.

Southron Heavy Spearman Advancing
(E 551)

Werebear Attacking (ES 40)

Great Wolf of the Night (E 691)

. Mother Sulphur (VFW 23)
. Old Witch Holding a Rat (VFW 29)

D 1
A Dragontooth Miniatures C Archive Miniatures D Greenwood & Ball
1. Wind Djinn (LDE 1) 1. War Buffalope and Riders (2094) 1. Wraith Riding Winged Reptile (SS 92)
B Ral Partha 2. Moondog Maud's Cantina Band (2029) 2. Armoured Man-Goblin with Bow and Lance
: o : 3. Sand Devil with Axe (2096) Riding Giant Lizard Beast (SS 88)
. G Gobl H A h S - i
L 'aFé Gg?}'n in Heavy Armour-with Sword 4. Imperial Marine Trooper (2037) 3. Rock Giant Hurling Boulder (SS 94)
= S : 5. Knight of Darkness (2059) 4. Wolfman Advancing (SS 99}
e oo o in ey AxmoueWith SR g Sey Wizard and Disciple (2027) 5. Winged Warrior Firing Bow (SS 97)
Sea EIf in Chainmail and Cloak (E 231) 7. Androids (2099) E Miniature Figuri
. p gurines
Guard of the Citadel (E 511) g VJ:)?EEC&FS_?;; and Bounty Hunter (2034) 1. Wheel of Torture (VFWM 10)
’ ! 2
3

SEE oL R

If you want all the latest imports (DC, Marvel, and Warren), American and British sci-fi books, posters,
D&D, masses of underground comix, games and mags, French magazines and books, badges, posters,
etc. . .this is the place to get them

FOREVER

including a separate comics room with 3
thousands of back issues,

. UK distributor
for list send SAE for Metal Hurlant

PEOPLE

the largest sci-fi and
comics shop outside London

59 Park Street, Bristol 1
tel. 0272 25454

[ A LA ALl T Y ]
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HELP!

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

Dungeons & STARSHIPS

Fantasy & SF Games Specialists
45 Summer Row, Birmingham B3 1JJ.

ob Opportunities

ames Workshop have the following jobs available:

hop Manager — ideally he or she will have good knowledge of SF/F
nd war games and should be aged 23-40.

dministrative Assistant — he or she should be familiar with basic
ccounting techniques and should be aged 18+,
Please send details in confidence to: The Manager, Games Workshop,
1 Dalling Road, London W6.

D&D Northern/Central Italy

Anyone in Italy for a day or a month or a year is welcome to visit the
Bologna Chess Club on Via Santa!l D&D, wargames, etc. English
spoken — ask for Martelli.

D&D Lymington

If yve be brave of herte and swifte of sword, joyne us at the Lymington
and District Wargames Club. Contract our “beloved’ campaign DM/
club secretary, Rex Brynen at 7 Conifer Cres, Pennington, Lymington,
Hants (Tel: Lymington 73225).

D&D Manchester

Player desperately needs to join a campaign. Any DMS or players
please contact Mr S. M. Culshaw, 33 Princess Road, Urmston,
Manchester M31 35T,

Wanted

Prime requisites and capabilities of Samurai, Alchemist, Healer and
Berserker, Please write to James Niven, 17 Stewart Terrace, Northfield,
Aberdeen AB2 55X,

D&D Deptford

D&D and many other games are played every third Sunday of the
month starting October 29th by the Deptford Adult Games Group,
The Community Centre, ldonia Street, London SE8.

Leprecon — Games Convention, Ireland

Will include SF, Fantasy & Wargames; D&D Tournament, etc. Leprecon
will be held on 23rd—25th February, 1979 at Trinity College, Dublin.
Anyone interested in details, please contact Trinity Wargames
Association, Trinity College, Dublin.

DUNGEONS & DRAGONS revised basic set inc,
Rule Book, Polyhedral Dice, Geomorphs |

and Monsters & Treasure | ........... £7.50
D&D Revised RuleBook .............. £2.50
All original supplements (each) ......... £3.40
Full range Judges Guild inc. City State @ . . £5.95
RedtdV ReF@. o w: s susimns i gae £1.99
+ all New items
All The World’s Monsters | & || @ (each) .. £5.50

MICROGAMES — All @ £1.99 except Wizard &

GEV — both @ £2.75. The Death Test £1.99
Call in and see us, we stock a wide range of TSR,
Judges Guild, FGU, Metagaming, GDW, SPI,
Avalon Hill, Flying Buffalo, Philmar, Chaosium,
F&F Games and others.

9t saie
DUHGED.

©Games Publications.
A solitaire, programmed Dungeon, ready for use,
only £2.40
TRADE ENQUIRIES WELCOME.

WARGAMES BY MAIL ORDER
FROM

ORDER FORM

Please send the games | have indicated and your catalogue. | enclose full

remittance to the value of £
ESDEVIUM GAMES I
SD & VM Steel (WX) To:— SD & VM Steel (WX), 2 Morley Road, Farnham, Surrey GU9 8LY
2 Morley Road From:— I
Farnham Name:
Surrey GU9 8LY I Address
Tel: Farnham 22269
LOW COST MAIL We smckl 3 ] 1 P e o £2.00 [ |Tunnels & Trolls . .: vin DG
Avalon Hill Chitin . . .. .. ..... £2.00 [ |Buffalo Castle (T&T £1.86 I
ORDER SPECIALISTS sap? TSR T e SN e L £2.00 [ Labyrinth (T&T) . . ... £2.04
Metagaming [ IWarpwer . U0 G5 T T £2.00 |_]| Deathtrap Equalizer
Chaos L _JRivets . . ... o a0 v £2.00 CEBET Yl ai%s wica o w £2.04
SOW: EEUTE T SlWimard oo s e s e £2.75 Bmaksd Doom (T&T) . . . £2,20 I
Phoenlx L FlemWar . ooen o o0 s £2.00 Beyond t. Silv'd Pane
Attack | |{Olympica .. ....... £2.00 ___ AT&TFN, o SE B vl s £2.20
F&F, 5DC | |Death Test . ....... £2.00 [ |Overkill (T&T) . .. .. L £2120
Battleline LR, s G L £2.75 | _|Dargon’s Dungeon (T&T) £2.20
Flying Buffalo L IThe¥Ythri . ... .. .. .. £6.00 | |Wierd World (T&T) . . £2.20
Tabletop, Judges Gmldl |l |Outreach . ........ £5.25 | |City of Terrors (T&T) . . £3.50
Watts Games, Dimension Six L IMieroSei-Fl. . o s oo »ye £1.62 | |Bifrost Vol.1 (Faerie) £3,15
| |Starsoldier. . .. ... .. £5.35 | |Bifrost Vol.2 (Combat) £2.45
All the railway games l |_|Starforce Trilogy . . . . £11.25 | |Bifrost Vol.3 (Magic) £3.20
RAILWAY RIVALS, RAIL BARON, 1829 Starforce Alpha Centauri £5.00 |__|Becket (Medieval Role-
™| Starship Troopers . £8.64 PIBY)  wos omie cis 3pn s £0.52
*Qur catalogue contains virtually | Traveller . . . . . . . £8.04 [_]Jasta (WW1 Fighter
ALL games available in the U. K. || Dungeons & Dragons . £7.50 Combat) . .. .. .. £0.73
Send s.a.e. and 12p in stampsl | | Basic D&D Rulebook . £2.50 Starstrike (Space Combat £0.47
(o'seas — 3i.r.c.) Adv D&D Players H'book £7.00 Squad Leader (AH) . . . £9.81 I
for your copy) | Softback Players H'book £4.60 Cross of Iron (AH) . . . . £9.75
Monster Manual . . . . . £7.00 Magic Realm (AH)} . . . £12.00
[ | Thieves of Badabaskor . . £2.00 Submarine (AH) , . . .. £9.81
[ | Citadel of Fire . . .. .. £2.00 Flat Top (Battleline) . . £11.25 I
: The Solo Dungeon . . . . £2.58 Fulda Gap (SPI1) .. ... £5.75
Chivalry & Sorcery . . . . £6.75 MNapoleon's Last Battles . ’
[ | C&S Sourcebook . . . . . £5.00 Swords & Sorcery (SP1) . £8.
| | C&S-Swords & Sorcerers £5.00 War of the Ring (SP1) . .
| |TheWarlord. . . ... .. £9.90 Middle Earth (SPI) . . . £12.00
[l Once Upon a Time in t. Gondor (SP1) . . .. ... 5
W« e ww e w0 £3.40 Savron (8P .. u sna

Please mention WHITE DWARF when replying to advertisements
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ALL PRICES INCLUDE P&P FOR UK/BFPO
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Judges Guild

Fantasy Role Playing
is the most rapidly
growing hobby today...

New things are
happening at....

U. S. Customers Contact
Judges Guild

1165 N. University
Decatur, I11.

62525

UK Customers Contact
Games Workshop

1 Dalling Rd.
Hammersmith

London W6

NORTH LONDON FANTASY GAMES

Come and visit London’s latest games shop.
We stock a large selection of boxed games and
rules from TSR, Judges Guild, FGU,
Chaosium, Metagaming, and more. We also
stock Ral Partha fantasy figures.

Hanway Print Centre
106 Essex Road
London N1
(Tel: 226-6868)

Open Monday—Saturday 10.00 am — 6,00 pm

First, there were those pat-ball games you possibly
played and got tired of.

Then came “chips™ dedicated 10 simple warfare
gumes.

Now here comes the third generation: a computer
console that hooks up to your TV in seconds

Omly the Atani Video Computer System has over
200 programmes and variations (o play against the
compuler or your fiends, With more on the way,

The programmes range from complex combat
games with tanks, planes, helicopters, guided missiles
and submarines. {Combat, Air-Sca Bai

To educational programmes like Basic

To acience fiction like Space Wars where you dock
space modules or drift into the graviry of s strange sun,
To Video Olympics: Soccer, Hockey, Handball,

Volleyball.

To Casino games like Blackjack

To games that test speed of eyes and hands like
Sarround where you foil your opponent with 8 moving
wall. (The Atari Video Computer System was used in
the US.A by pilots and astronauts for reflex training. )

T the sheer fun of stopping stagecoaches and
Fighting gun dudls. ((hatlaw).

Play the computer or your friends.

You can switch to a difficulty option on your console
where the computer makes things very difficult. And
;nu can pit your wits against the computer or up 1o

friends.

You get ricochets off the sereen, guided missiles 1o
wteer on 1o target, and a dealer that defies you to break
the bank.

You can lay mineficlds, fly jets in formation, make
tanks invisible.

Tel: 01-741 3445

BGames Wc)rzksbop

1 DALLING RD, HAMMERSMITH, LONDON W6

Introducing the third generation
of TV entertainment.

Realistic Sounds.

The sounds are so real, you can hear the dealer
shufMling the cards in Rlackjack

The Atari Video Computer is Mo, | in the
US.A where it will have sold ove: n in leas than
two years. That's hecause no ot m has so
many programmes and variations.

How the Atar System scores,

The Atan Computer Console comes with 4 controls
and a small switch box, which simply plugs into the
aerial sackel of your TV, Then you slot cartridges into
the console.

Automatic on-sereen scoring.

Calours are crisp (on colour TVs. Black and white
on mons TV sets)

The computer is actually programmed 1o protect
your TV mibe and screen against burning-in effects.

Fach Atari cartridge has maore brains than a whaole
* second-generaton games.

You gef your firt cartridge of 27 Coml
programmes free with your console.
The sound comes from your TV sed, not the consale,
o you can turn the sound up or down,
A\ ATARI VIDEO COMPUTER SYSTEM
FROM CHERRY LEISURE.

game

(Ravenscourt Park tubel

|
Open: Mondays - Fridays. 10.30 - 6.00; Saturdays. 10.00 - 5.30 !

SIR HUEY'S Presents

1000 Devastating

WARGAMES

SIR HUEY’S offers you one of the widest
selections of Wargames and Miniatures in the
World.

We are going to give you good, personal-
ized service {usually 10 days or less) with the best
seleetion at prices that are sometimes 25%
below retaill

Send $1.00 (1o cover our cost) for our NEW 40 pg.
Catalog and receive a FREE copy of

YUGOSLAVIAN CIVIL WAR

anew game from:

Sir Huey’s

3617 Becker Drive
Madison, Wisconsin 53704

TALLY HO GAMES

The U.K. Showroom for Avalon Hill and Leisure Time Games
650 HIGH ROAD,NORTH FINCHLEY,N120ONL Tel: 01-445 3044
MNearest Station East Finchley (Northern Line) & Bus to
Tally Ho Corner, 104 or 263
OPEN 9—6 p.m. MONDAYS—SATURDAYS

NEW FROM AVALON HILL
BLACK MAGIC: £9.95 + 90p P&P

A ritual kit that allows you to simulate a magic circle accurate with all
the specifics needed for the hour of casting according to traditional rituals.
You have a ritual made of authentic traditional passages from the text
books of magic. Use the kit in fun, the spirits are good and should serve
you well.
WITCHCRAFT: £9.95 + 90p P&P

This ritual kit provides you with all the tools necessary to allow witch-
craft to work for you. Plus a manual of interpretation, an informative
treatise dealing with historical, psychological, and traditional symbolism of
this ancient paleolithic religion. Perform the rituals in your own home
and find out for yourself,
STOP PRESS: We regret that due to design difficulties the game "Magic
Realm’ will be delayed until March/April 1979, the price will now be
£11.45 + 90p P&P.
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THE LARGEST SELECTION
OF GAMES IN THE WORLD

Wargames, Fantasy-games,
Rule Books, Magazines,
Miniature Figures and Accessories

With over 3000 different items, the choice is yours at the
Games Centre. Come and browse around our shops—in
London’s West End or at Kingston-upon-Thames.

Or, if its more convenient, order by post with confidence.
Orders are despatched by return. |

16 Hanway Street,
London W1A 2LS
M @5 Tel:01-636 8278
2 Castle Street,
Kingston-upon-Thames,
Surrey
Tel: 01-549 6486
Postth .llllll
To: Games Centre
Coupon . 16 Hanway Street, London W1A 2LS

Please send me your complete Games Catalogue

foryour ..

rREE W
catalogue.




Bames worzkstp

1 DALLING RD, HAMMERSMITH, LONDON W6

Ravenscourt Park tube
Open: Mondays-Fridays, 10.30-6.00; Saturdays, 10.00-5.30

Tel: 01-741 3445

<

Ravenscourt Rd
DALLING ROAD

MAIL ORDER CHARGES: UK: Please add 10% p&p. Overseas: Please add 33% p&p.

S.S.A.E. for full games lists; S.A.A.E. + 20p in stamps for illustrated figures catalogue.

IN!
DIMENSION SIX GAMES
DIRECT CONFLICT IN DIMENSION S1X: Each of the two
players attempts to destroy his opponent's star systems
and fleet in two space-dimensions. Full colour box contains
board and unit counters .£6.95
SECOND EMPIRE: Interstallar warfare for 2- 4 ru.q\wrs whao
attempt to advance their resources and technology to over-
come opponents and create a new galactic empire. Full
eolour box contains board and unit counters ..£9.95
METAGAMING MICROGAME
ICE WAR: Transpolar raid on Alaskan Qilwells by Eurasian
forces in the year 2007 A £1.99
JUDGES GUILD
GENCON IX DUNGEONS: Two complete (lungenn
scenarios used as the Gencon Competition . ; £2.35

GAMETIME GAMES

A new range of boxed, full-colour Science
Fiction, Fantasy board and war games direct
from the States:

Spellmaker: A fantasy board game with
pieces and cards. Players become wizards
casting spells, by means of the cards, on
their own and opponents’ pieces as they
attempt to rescue a fickle princess . . £7.95
Sopwith: A WWI aerial dogfight involving
bluff and foresight as players set their
manoeuvres secretly on cockpit control
boards £7.95
Quest: I(mghts of the Huund Table game in
which players adventure through King
Arthur's England fighting villains and jousts
as they carry out their mission . £7.95
Star Fighters: An all-out ship-to-ship battle
in deep space involving starfighters,
starcruisers, startransports, space-stations,
black holes, planets and asteroids . £7.95
Strange New Worlds: Players must explore,
conguer, and exploit new galaxies, and
colonize new planets for profit in an
unknown sector of the universe . £7.95
Grand Imperialism: A game of exploration
and colonization in the 19th century. Players
must contend with pirates and other hazards
as well as their own allies and foes . £7.95

U.K. EDITIONS NOW OUT
The U.K. softback
editions of the
Monster Manual
and the Advanced
D&D Players
handbook are now
available. Price
£4.50 each. U.S.
Hardback editions
are also available
at £6.95 each.

PERSONALITIES & THINGS THAT GO ‘BUMP' IN THE

GHT
Evil Wizard Casting Spell
Super Hero with Axe on Super Heavy Horse . .,
Balrog Advancing with Sword and Whip ..
Cleric, Cloaked, with Staff .
Winged Gremlin ., .
Patriarch Casting Spell .
Zaftig Maiden
Barbarian Hero w. Long & Short Swmd
Large Hill Troll Attacking with Club
Vallor, Warrior of the Gods. .
Vallor Captain w. Shield and Standard
Assassin with Cloak and Dagger
Count Dracula

20p
50p

Rk dhd A 2 A & & ) |

TRADE ENQUIRIES WELCOME

NEW TO FANTASY GAMING?

Send 30p in stamps + a large stamped (9%p],
addressed envelope for our 20-page illustrated
games catalogue, illustrated figures, catalogue,
full pricelists, details of "White Dwarf magazine,
and introductory leaflets.

S 0.0.0.0.0.0.0.0.9.9.9.9
STAR LINES

‘f
CHIVALRY & SORCERY
.‘ The most o umulo'e set of tantasy and medieval rules ever
e published. Covers dungeon adventures, tabletop battles,
jousting, campaigns, role-play, sorcery, etc
128 pages plus index £6.50
4 CE&S SOURCE BOOK
105 pages of additional C&S material
waene
DUNGEONS & DRAGONS
THE original fantasy role-playing game. 'Nuff said’
Basic Rulebook . .. £2.50
Boxed Set containing rulebook, playing aids and mult
sided dice £7.50

£4.95

SPACE MARINES
SF Wargamaers: This is the book you've been waiting
for! This complete SF land warfare rulebook, for use with
miniatures, contains: rules for infantry, vehicles, aircraft
and artillery; over a dozen weapons systems and devices
isneak suits, grav-belts, sensors, robots, etc.); morale,
chemical agents, communications, etc.: and a section on
incorporation into D&D £2.99

wanue
COSMIC ENCOUNTER

2-4 player, easy-to-learn game of strategy, diplomacy and
fun as players become aliens, each with a unique 'power’
and invade opponents planetary systems £7.25
EXPANSION KITS — Sets 1 and 2 expand the game for
B/6 players with extra planetary system, playing pieces
and 10 new alien cards in each. Please specify Kit 1 or 2
. : : ATt ea £2.95
EXPANSION KITS 3 contains 15 new aliens and 9
playing cards including new Edicts . £2.95

wrean
STARSHIPS & SPACEMEN
Complete role-playing rules for adventures, exploring
distant worlds and crusading for the continued peace of
the galaxy £3.95
SORCERER'S CAVE

Philmar’s fantasy board game for all the family

P

WHITE BEAR & RED MOON

“One of the best non-roleplaying fantasy games now
available' Games & Puzzles. Men, magic and monsters
battle in Greg Stafford’s world of Dragon Pass £6.95

.

DUNGEON!

Fantasy, family board game in which players adventure as
Elves, Wizards and Warriors £6.

nene

RUNEQUEST

Role-playing rulebook for the world of White Bear !:r Ch-
Moon. 120 pages, illustrated

£5.00

L. f.d. .ttt .t 0. 0. s b SR 0. 0. 0.0,
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RAL PARTHA

Fantasy Figures

manufactured under license in the U.K.
by GAMES WORKSHOP.

Super Hero with Axe .

Beowulf with Sword and Shield. .
Adventuress with Short Sword

Angel of Death

Mummy Advancing . . .

Elf Princess

Elf Lord .. ..

Shield Maiden Attal:khng with Sword .
Foregum, Barechested Super Hero
Mounted Ranger

Gremlin War Party (3 Flgules}

Dwarf Lord |

Centaur Archer. . ...

Satyr (Pan) with Spear . . .. 3
Land Dragon with Mounted Captain . .
Land Dragon with Mounted Lancer

""2'2'.?.'.'.'.'.'.‘.2'.‘.'.‘.' A'l?./

KING STREET

Ravenscourt Park tube

ALSO IN STOC K,

Metamorphosis Alpha | 5F Hole-playing]
Empire of the Petal Throne (Role-playing)
Lankhmar (Fafhrd & Grey Mouser|

Star Probe (SF Exploration Game)

Star Empires (Star Probe Sequel) . .

War of Wizards (Dual of Sorcerers)

Elric {Game of Moorcock’s Heral

Nomad Gods (WBRM Sequel)

Archworld (Fantasy Miniatures Aules)

Citadel {Quest within Wizard's Tower|

Royal Armies of the Hyborean Age (Conan)
Dragon Lords |Epic Fantasy Game|

Bireme B Galley Medieval Naval Combat/C&S)
CES Castle Plans (25mm Scale)

King Arthur's Knights (Quest Gamel

Lords of the Middle Seas (America vs. Atlantis)
War of the Ring (Middle Earth Wargame) .
Lords & Whzards {Epic Fantasy Boardgame]
Superharo 44 (Role-playingl .

battle rules) .
Middie Earth Rules {Miniatures Rules) .
D&D MISCELLANY
Greyhawk {orig. DED Supplement ||
Blackmoor (DED Supplement I1}
Eldritch Wizardry (D&D Supplement (1] i
Gods, Demi-Gods & Heroes [Supplement IVI
Swords & Spelis
Dungeon Geomaorphs (Sets 1, 2, 3
Outdoor Geomorphs {Walled City)
Monster & Treasure Asst. (Sets 1,2, 3)
Polyhedral Dice Set
Percentage Dice
8-sided Dice [Pair)
First Fantasy Campaign [D&BD Scenario)
Wilderlands of High Fantasy | Scenariol
Wilderlands Blank Hex Sheets
The Thieves of Badabaskor [Scenario)
City State of the Invincible Overlord (Scenario)
Campaign Hexagon System (Wilderness Mapping)
ludges Guild Journal
Tegel Manor (Scenario)
Dungeon Tac Cards (Weapons & Move cards)
Character Chronicle Cards {Index cards)
Judges Shield {Handy D&D Ref Tables). . ...
All the World's Monsters Vol 1 (250 Monsters)
All the World's Monsters Vol 2 {250 new Monsters)
MICRO GAMES

£1.99 Rivets

£1.99 Wizard

£199 Olympica

199 GEV

Death Test

Ogre
Chitin 1
Meleea.
Warpwar

TSR

£3.75
£2.50
£3.75
£7.50
£7.95
£2.95
{6.95

£6.95

Star Fleet Battle Manual ("Star Trek' t.hm 1o ship table mn
£3.95

£1.056

.. £3.40

£3.40

.. £3.40

£3.40
£3.40

GAMMA WORLD: Boxed role-playing S5F game set in a

future post-holocaust Amernca.

£6.95

DUNGEON MODULES: LI:IIT‘[)H-.“E dunqeons in package
torm which can be used individually but also to form a

complete campaign

Module G1 Steading of the Hill Giant Chief
Module G2 The Glacial Rift of the Frost Giant Jarl
Module G3 Hall of the Fire Giant King . . .
Module D1
Module D2
Module D3

Shrine of the Kuo-Toa. .
Vault of the Drow

FANTASY GAMES UNLIMITED

Descent into the Depths of the Edrrh

£3.50
£3.50

..£3.75

£3.76

.. E375

£4.50

SWORDS & SORCERERS: Supplementary material for
Ces

£4.95

TOWERS FOR TYRANTS: Cut-out and build 25mm scale

castles .

£3.95

HOMES AND HOVELS: Cut-out and build ZEmm scale

village buildings

ES36
ES37
ES39
ES40
ES41
ESA2
ES43
ES45
ES47
ES48
ES49

Witch, .

Monk with Staff

Imp War Party (3 figures)

Werebear Attacking

Wind Lord with Spear . .

Paladin (Dismounted) .

Armoured Knight on Guard with Sword
Earth Deman Hurling Rock . :
Armoured Centaur with Sword |
Demon of Evil Law with Murning Star
Trea Man,

Wizards, Warrlors & Warlot:ks ranga also
available. Please send 20p instamps + S.5.A.E.

for illustrated catalogue.
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and
Puzzies?

You'll be
surprised

¥ NOW PUBLISHED QUARTERLY
¥ NEW FORMAT

% OLD FAVOURITES PLUS SOME
NEW FACES

¥ MORE ENTERTAINING THAN
EVER BEFORE

Coupon

I enclose my subscription to Games & Puzzles for one year
which includes the next 4 issues. Please send me your current
issue right away. Amount enclosed £2.50.

Name — =« . = W, %" a7 «in l
RO e e I

Subscription for one year costs £2.560 which entitles you to 4
issues of Games & Puzzles, including handling and postage.
Send your subscriptions to: Subscriptions Dept., Games

& Puzzles, 26 Parkway, London NW1.






