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Chivalry & Bereery

Chivalry and Sorcery comprises the most complete set of rules ever published for Fantasy

and Medieval gaming. A role playing game, C & S contains rules covering tournaments,
mass battles, sieges, magic, alchemy, monsters, individual combat and much, much more.
Role players will find a complete, detailed, medieval lifestyle encompassed in this 129
page book which comes with an index style table of contents. $10 (U.K. £6.50)

Sorcery
sourcebook

A supplement to C & S with new
rules for forestry, hunting, trade,
agriculture, mining & prospecting,
creating monsters, sieges, rallying
armies, sections on how to use the
magic system and create new spells,
plus answers to most commonly asked
questions, $8 (U.K. £4.95)

/1 c:hivalry&\(swor ds & N

NeW AN
DESTRIER

Destrier is a combat card system for Chivalry & Sorcery, designed to allow new players to
use the detailed individual combat system of C & S or simply speed up combat for those who
have already mastered the system. Destrier provides two sets of cards for tactical combat
moves and melee decisions on actions taken during melee. A must for any campaign where
players are involved in individual combat. Complete rules for using the cards are contained

in a rule book. $5 (U.K. £3.50)

Sorcerers

An expansion to the world of Chivalry
and Sorcery with sections on nations

on the fringes of Europe, Includes the
Mongols, Vikings, Picts and Gaels with

appropriate new magick (Druids and

Rune Magick). $8 (U.K. £4.95)

BIREME &
GALLEV

Complete naval rules for the ancient,
medieval and renaissance periods.

Includes a 100pp Booklet, cut-apart
ship counters, ship record sheet,
25mm scale deck plans for boarding
actions, and a clear plastic turning

radius sheet, $12.95 (U.K. £7.95) /

0 Avrailable in the USA from

=)

P.O. Box 182, Roslyn, N.Y.

Also available in UK. from
Games Workshop,

| Dalling Road, Hammersmith, London W6

—«m\mww—

Fantasy Games Unlimited, Inc.

11576
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MINIATU RE FIGURINES METAL FIGURES

FOR THEBEST IN WARGAME AND FANTASY FIGURES

TSR Games
Rules
Latest Imports

TSR HOBBIES, INC

DUNGEONS
& DRAGONS

Figures

MANUFACTURED UNDER EXCLUSIVE LICENCE B

Science Fiction

BOOKS ¥ Valley X
ot the e

\ Four Winds

25mm Fantasy

!h' Figures o J I
‘ &’ 2

MAIL ORDER ADDRESS 1-D GRAHAM ROAD, SOUTHAMPTON Tel: 20855

§S98 — Goblin with spear
GREENWOOD SS100 — Winged Demon with sword of fire
SS101s — Winged Warrior (feather wings) with spear
S55102s — Winged Warrior (feather wings) with sword
LTD SS103s — Winged Warrior (feather wings) with bow

SS99s — Wolfman
SS91s — Armoured Centaur with lance
We've moved! Our old premises | SS104s — Giant Wolf
were bursting at the seams. 85105 — Mountain DWarf With hammEr
SS106 — Mountain Dwarf with sword
SS107 — Mountain Dwarf with axe
UNIT 27 SS108 — Mountain Dwarf Chief
BON LEE TRADING ESTATE, SS109 — Mountain Dwarf Standard Bearer
THORNABY-ON-TEES, SS110 — Adventurer with longbow, sword and shield in mail shirt .. 14p
CLEVELAND SS111 — Adventurer with two handed axe and throwing axes in
Telephone: 68059 mail shirt and helmet
SS112 — Adventurer with two handed sword and throwing knives
SANDERSO':‘I{ in mail shirt and helmet :
80mm FANTASY | 55113 _ Wizard casting spell, with spell scroll. sword and buckler . .
£3.65155114 — Adventurer with sword and shield wearing full mail
armour and helmet

‘-

We are now at

These Sword and Sorcery items are the finest yet by John; the Mountain
Dwarves are the stocky bearded types of legend. Superb!

R

SANBOF3 Warrior with Axe and Shield New catalogue in preparation, ready soon — watch our ads.

SANBOF4 Warrior with Sword and Shield
Two action and detail packed warriors from
Cliff. The two bases will interlock to form a
vignette. More to come!

Retail orders up to £5 add 10% p&p, over £5 post free
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- CEIADE
MINIATURES LTD.

Newark Folk Museum, 48 Millgate, Newark, Nottinghamshire
TRADE ORDERS WELCOME

4

Tel: 0636 77495

CITADEL MINIATURES
FIEND FACTORY

A superb range of mythological and fictiti

is beasts

for the discerning fantasy gamer.

FF1
FF2

FFa8

THEPIODHL . o v-s.0 0r0-s:s0 e i e AW E DN Gl
Slime Beast with Sword . e

Hook Horror . ........
Crabman......
Phantom Stalker . ..
Giant Blood Worm. . -
DasthWorm ... .o i vrsna
{1 T e
Carbuncle .. .
Devil Dog ...
Grell. s ooiin

Cyclops. .
Hill Giant swmglng CI h
Giant Troll attacking with Spiked Club ... .......
Minotaur

Goblins charging with Swords and Shields (3 figs.) ﬁ
Goblins attacking with Axes (3figs.)............
Goblins firing Bows (3figs.) . .........
Goblins advancing with Spears (3 figs.)
Red Orcs in Chainmail with Swords (3 fi
Red Orcs attacking with Swords (3 figs.
Red Orcs in Plate Armour with Swords (3 figs.). .
Red Orc with Spear mounted on Giant Tusker, . .
Red Orc in Chainmail mounted on Giant Tusker .
Red Dre in Plate Armour mounted on Giant Tusker,

Great Fire Dragon (4 pes.). .
Chimaera (3pes.) ...
Manticore (3 pes.)
Medusa........ . o
Warrior of H\e Stone ........................
GiantRats (3figs.)....ooovivnininnvnnninnsa,
Amazon BerseskerwithDagger...............
Berserker with Sword .........
Centaur Chief with Sword
Salaman Warrior advancing with Pike . . .
Salaman Warrior attacking with Pike . . ..
aJaman ‘Warrior at rucl\r with Pike .. ...
Warrior g with Sword
Salaman Trooper mm Lance mounted on
Giant Strider (3 pcs
Elite Salaman Troopur with Lance and Axe
mnuntodonGluntStriderlSpea SR SN
Desert Raider with Sword

FANTASY ADVENTURERS
A new range of intrepid heroes available for fearsome
adventures.

FA1
FA2
FA3
FA4
FAG
FAG
FAT
FAB
FAS
FA1D
FAN
FA12
FA13
FA14
FA15

Fighter in Plate Mail with Sword ................
Wizard with Staff
Cleric with CrossandMace ....................
Sneak Thief withDagger .....................
Dl with Blekle .o 0 o R L S

EEEEERE

Ranger with Sword and Bow . .
Barbarian with Two-Handed Sword ,......... ..
Paladin with Sword ... . civieviviniiianeaiaasy
llusionist . . .. !
Ninja tABsassm} wrlh Sword

Man-Beast ...............
Elven Hero with Sword
Dwarf with Two-Handea Hammer ..

FEYTELY

FANTASY SPECIALS
Dungeon inmates and artifacts both for games and
dioramas.
FS1 Dungeon DOOrway ..........ooiiiiiiiiiiaiie. 60p
FS2 MagicMouth Doorway. ...........ocvveeiene- 95p
FS3 DemonFloorTrap......... ; : . 40p
FS4  Living Wall . . Tép
FS5  Old Wizard on Throne rnndng Book on Lectern
BBOR) ois i i b e e e AR
FS6 Dungeon Torturess with Whip.. .. .. ..
FS7 Naked Girl bound Hand and Foot 20p
FS8 Naked Girls bound to Post, Cross and Yoke (3 figs. 96p
FS9 Naked Girl hanging from Wooden Trestle (3 pes.] . 40p
FS10 Naked Girl roasting on Spit over Brazier (4 pcs.) ... 75p
FS11 Hunchback BeggaronCrutch .................. 20p
FS12 Omate Sarcophagus (2pes.).................. 40p
FS13 Trapdoor and Floor Grill (2 figs.) . .. 30p
FS14 Dungeon Debris, Equipment and Tmmi:iﬁgsl 30p
FS16 RobinHood ............. A R A A 20p
FS16 Wandering Minstrel ... ............c0c0viinnnn 20p
FS17 TheWhiteDwarl..........cvivviiivniianinnn 20p
FS18 RasputintheMadMonk..............ccvuuen. 20p
FS19 SODMIBYEr. .. .cciiicrvnrinasncionisntssoniis 20p
Manufactured in the UK under licence.
GG1 Infantry Advancing with Megawatt Laser .. ... .. 20p
GG3 Infantry prone with Serm-Porwhba Laser ........ 20p
GG5 Infantry with A de Launcher. .. ... 20p
GG7 Infantry with Automatic Missile Launcher , . .. ... 20p
GG10 Power Armour Infantry with SunGun ..., ... ... 20p
GG11 Power Armour Infantry with Sun Gun,

GG15 Crewman with Laser Pistol, Standing. . .
GG20 Mercenary with Assault Rifle, Standing . .
GG23 Marcenary with Grenade Launcher Advancing . .
GG30 Shoantra with Needle Gun, Standing. ..........

Advancing prone. .. .......coiiiciiaiiniana..

GG40 T'Rana (Reptilian) Advaneing ................. 20p

PERSONALITIES AND THINGS THAT
GU “BUMP” IN THE NIGHT

Evil Wizard CastingSpell .. ...........000ununn 20p
Super Hero with Axe on Super Heavy Horse. . . . . 50p
Balrog Advancing with Sword and Whip........ 95p
Cleric, Cloaked, withStaff.................... 20p
Winged Gremlin ............................ 30p
Patriarch Casting Spell . . .........coviviiniian 20p
Serpent Creeper ..........o.ovvviieneiinannn, 20p
ZaftigMaiden. . ......oiiiiiiiiiiiiiniinanan 20p
Barbarian Hero w. Long & Short Sword ......., 20p
Large Hill Troll Attacking with Club ............ 30p
Vallor, Warrior of the Gods
Vallor Captain w. Shield and Standard.
Assassin with Cloak and Dagger. . ..
CountDracula . ............
Super Hero with Axe ... ..

Beowulf with Sword and Shield
Adventuress with Short Sword .
Angel of Death ......
Mummy Advancing
Elf Princess.

ord
Shield Maiden Attacking with Sword
Foregum, Barechested Super Hero .

Super Hero in Plate Armour on

Super Heavy Horse......... ..B0p
Adventuress on Horseback . . . 40p
Mounted Ranger........... . 40p
Gremlin War Party (3 figs) ... . 75p
Sorceress CastingSpell ................. coe s 20p

ES: Walth. . o v e s i e s s
ESH Dwarflomd.,..ccrovmrsrarrrrssassnrrssnnces
ES32 Centaur Archer .............
ES33 Satyr (Pan) with Spear 20p
ES34 Land Dragon with Mounted Captain. ........... T5p
ES35 Land Dragon with Mounted Lancer ............ 75p
EBM YEN c corcirnrorissesanvinsnssssvatinsesmes
ES37 Monk with Staff ........... A ks a e e 20p
ES39 Imp War Party (3 figs)
ES40 Werebear Attacking . . .
ES41 Wind Lord with Spaar. .
ES42 Paladin {Dismounted)
ES43 Armoured Knight on Guard with Sword
ES46 Earth Demon Hurling Rock
ES47 Armoured Centaur with Sword
ES48 Demon of Evil Law with Morning Star
ESAD: Troa MR o0 aa s s o saivsinaissines 60p
ESS50 Enraged W\,wrn ,,,,,,,,,,,,,,,,,,,,,,,,,,,,
ES51 Griffon, Rearing. ............
ESB2 Hill Glam wnh Club (60mm) .
ES53 Siren, Singing £
ES54 Ghouls, Advancing with Swords (3 figs.)........ B0p
ESE5 ENChENMESS ..., ....ivoincnssaassiaionianns 20p
ES56 Enchanter, with Staff . . \eaa
ES57 Frost Giant (70mm) .. .. '
ESS58 Bard, PlayingHarp .........ovenennviinnnnans
WIZARDS, WARRIORS
E111 Halfling Esquire (3figs)................co0vnvns 40p
E112 WizardwithStaff . ..............ooiiiiiiinn 20p
E211 Wood Elf in Cloak fiingBow. ...........c00v0e 20p
E212 Wood Elf Receiving with Spear................ 20p
E213 Wood Elf in Reservewith Spear ............... 20p
E216 Wood Elf Command Pack (3figs) .............. 50p
E231 Saa Eif in Chainmailand Cloak ................ 20p
E232 Sea EIf in Chainmail & Cloak Attacking ......... 20p
E311  Dwarf of the Anvil, in Chainmail, Attacking
WIthMBTIOEK . . . oo varerssanrrrrsrarsnrinns 20p
E312 Dwarf of the Anvil, in Chainmail, with Mattock. . . 20p
E313 Dwarf of the Blue Mountains Swinging Axe .. ... 20p
E314 Dwarf of the Blue Mountain with Axe .......... 20p
E315 Dwarf Command Pack (3 figs)......... S i 50p
E511 GuardsoftheCitadel ..............ccoivnvins 20p
E551 Southron Heavy Spearman Advancing ......... 20p
EB11 Goblin of the North, Advancing with Spear
BRI o s S S T 50p
E612 {;oﬁnlhi of the North, Swinging Spiked Club =
A3AGE. o i vvvrasarinensaansrarrrsaiuaniiin
E613 Gohgl::l of the North with Bow (3figs) ... ........ B0p
EB21 Goblin of the Night, Advancing, with Scimitar
Wafge) . ol T v s e e 50p
E622 Goblins of the Night, Advancing with Axe e
| T A e S e R L RN
E623 Goblin of the Night with Bow (3 figs) ,.......... 50p
E625 Gablins of the Night Command Pack (3 figs) . . ... 50p
EB31 Goblin of the South Swinging Axe (3 figs). . ..... 80p
E632 Goblin of the South with Hollow Scimitar
R R U U R R P o Ry S S0p
EB33 Goblins of the South with Spears (3 figs)........ 50p
E651 Giant Goblin in Heavy Armour with Sword ... ... 20p
E652 Giant Goblin in Heavy Armour with Spear. ... ... 20p
Mounted Figures )
E541 Lancer of the March, in Chainmail, Swinging
SwordOverhead . ........cocverrsaniuisiiins 40p
E542 Lancer of the March, in Chainmail,
WIth LBNCEUP ...vvvrrrrrersossrisians
E591 Knight of the Dragon Lord . .
E711 Scuzbek Heavy Cavalry ..........o0oveernrran
EB41  Wolf Rider of the Night, with
Axe, Mounted onWolf. . ......oooviiieniins 40p
EB42 Wolf Rider of the Night, with
Spear and Shield, Mounted onWolf ........... 40p
Great Wolf of the Night, without Rider .......... 20p
MISCELLANEOUS
PH1 Light Cavalry Horse, .
MH1 Heavy Cavairy Horse.
FF30 FF10

S.S.A.E. for full lists

including Asgard Miniatures.

S.S.AE. + 25p in stamps

for sample figure

and full lists.
e e e
MAIL ORDER CHARGES:

UK: Please add 10% p&p (minimum 10p)
OVERSEAS: Please add 33% p&p

Please mention WHITE DWARF when replying to advertisements
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LOW COST MAIL-ORDER SPECIALISTS -

® BOARD WARGAMES, SIMULATIONS
@ Role-playing Rules

® Miniatures Rules

® Archive & Ral Partha Miniatures

rkill, Wierd World > .

PRICES INCLUDE P&P FOR UK/BFPO; OVERSEAS ADD 25%

he Bear | & ||, each {2 e

rcary (FGUI R,

k. Swords & cerars £5 40 each

e FGU

Broadsword £3.13

™ Axe and Arrow (LS) £1.82
Fighter Pilot (WWI1II (LS} £1 67
Asgard ‘wnnue £1.32 _

*Middla ¢ -
“Wa of the Ring (SPI| £8 M, | t\
Science Fiction *Sauron, Bondor £5.00 ea o
*Black Hole IMGC) £2.00 Swords 8 Sorcery B {855 - .
*Star Fighter (GTGI £8 60 Spelimaker (GTG) B £8.60 - .
'Snanqe New Worlds, S B 78 60 *Quest (GIG) B £8.60 3 <
*lce War (MGCI 8 £2.00 Source of the Nile S, B. R £8 50 o
There i Back Again S, RT3 10 oy
*Stick & Stones (MGC) £2.00
Melee IMGCI S, R {2 00 i
Wizard (MGCIR 2 75 i - 4
Death 1IMGCIS. RE200 & o i
‘Sorcereds Cave (Ph) S, B £5.3 (3“ & ero N“"“’I'm s (TT1C1.40 ¥
PenlousEncounter (Chi M {3 & 4™ Napoleonic | AHESB 60
Miniatufe Rules i 4 Board Wargaft es — XXth Cenlur& on
£
i 1 - - *Sopwith (GTG)
“Epgpunter 2, R£1. 'ICI WiRG "“ :::Sr ’]ﬂ%s“ EIE ' g . % Fall of Tobruk | ijg 50 -Y
ol GEL 8, CB £2.90 10 end e Lists £1,08 F A e 1.45 i
f PR Fa Y o 50168 f . L) £7.00 g
" 8 & G 55011 58 4 o (5P| £9.25
_.‘cm. ER0 = -’ Modair £1.65 .f— Reich [SPII £12.00
L 0 S S £8.81
Cnsm«, Encounter B £7.95 LMM Wuarffmfvdrldw ?Ep ,
C.E. Expansion Kits |, Il, 11 £3.00 each Napoleornc #i,48
Ogre IMGC) S, BE2.10 American Civil £1.48
Outreach (SPII S, B{S 25 Cambrai to Sina {1988, .
Warpwar B £2.10 each — m Rudis£1.02 ™ >
i e Tercio {16th Cent) £1 02, List8
Lance £1.02 w o
Napoleamic £1.02 e
ACW (Cooper £1.07 *

7
Dragnn Crr:rwn £1.60
*Dungeon Floor plans £3.30

*Frontier Forts of Kelnore £2.15

New Arrival

Action Under Sail £1.28
WW1 Trench 1,02

Skirmish Did Wiest Vols, |, || sach £2.00

Flat Too o
*Verdun (GG

These were just some of our games.

ESDEVIUM GAMES (3wW)

;fduln Cfrrémolre.‘é‘.:uéleTger (Ch} £6.50 ea. R Role Playing Rules ?:;::?:;z:‘:;:‘::::ﬁ S D & VM STEEL
“Runes of Doom | £6.
] """" A / e U0 Sl Mp 0 s © £ FARNHAM S e ey
5 go‘ogip [ f ol . B Boardgame {o'seas 3 1.r.c.) for @ copy (or free urrey GU9BLY
m!m-t UL M Miniatures Rules oo over 41 Tel: Farnham 722269
Buf!aInCastle £1.75 J - -
T iser, Labyninfh £ k SF, Fan
By e, bebiifite e Gy S Fanasy & | —NOPOSTAGE ON MANY GAMES FOR REGULAR CUSTOMERS

*Dargon’s Dungean, Silvered Pane, £2.00 ea

LEVIATHAN
MODELS

For the best in
fantasy and Sci-Fi
wargaming!

POSTAGE AND PACKING FREE

EV2 Strike Vehicle, ESF2 and USF2 Battledroids

SPACECRAFT-STARFIGHTER RANGE The United Nations Deep Smct Fleet 25mm FANTASY

For mail order only:

E:EI‘E“T‘ EBml'lllre iR DSF 1 Batdecruiser . . . ....60p LF1 Emperor Dragon [T pts) , . £3,65
. attlecruiser {Includes DSF 2 Crulser. .. ... K 35p LF2 Triton Charger [ Tricerataps
Leviathan Models (Dept W), 4 Peachfield Rd, " Tinrcepton) 500 DSF3 Destrorer || 1 Misgibrial 4 €155
. 5 ruiser + 3p  DSF 10 Interceptor E.am:rl!j pls e LE 3 Triton Lancer for LF2 . .. 1Hp
Malvern, Worcestershire. England WR14 4AR SEE3 Destrayer . . . L1 8 interceptons) JE120 LFA Swamp Dragon - . £1.20
U K P F SEE 4  Light Cruiser . 25p 5§ Spaceship stand , 14p  LF 5 Deaths Head Serpent (3 p1s) 35p
K. Post Free SEE 10 g;nm;-c Command slnvtqurl s 51 interceptor stand . . ., ... Sp |.F 10 Sorceror of Light s 25p
~ . . L ; LV 20 Sky Demon [with axe . G65p
Overseas P&P: Airmail 50%, Surface 30%. (Al Elkiem Empire ships feature moveable  25mm SICENCE FICTION LI 21 Sky Demon (with club) .. . 65p
Lurrets| United Mations Star Force LF 30  Goroidian Primitive {with
- USF | Space Commander . 20p albard) . 113 2R
lso- Solaris |oint Federation USF 2 Battle Uroid . , . 1sp LI 31 Goroidan Officer (with Sword)25p
5151  Battlecrulser 47p UV A Two man hover r-l.nro(m Lt 32 Goroidian Primitive [with two-
SIS2  Cruiser iR I0p (with Lever cannan| 50p handed scimitar) 2a5p
SIS 3 Destroyer . . | I2p LF 33 Goroldlan Primitive [with war
SIS 10 Freighuer Tuy |v¢|||1 1:m:u| hammer & lubj 5p
purpose pod) | 35p  Elklem Empire LATEST ADDITIONS
{i] Fuel Pod . ces.. 20p ESF 2 Battle Droid ISP LI 15 Exceutioner with block 25p
{il] Mineral Fod .. . . 20p EV 2 Strike Vehicle 950 1) 6 Super Hero, with axe and
() Armoured Defence Pod’ I0p  ESF 10 1icld Commander with suly-alomic plate/mail armour « 23p
{iv) General Purpose Pod 10p haster 20y L) 100 Guillotine (8 ps] . - v 250

e A e b e eSS e S e e Chaeeen e T e e

TRADE ENQUIRIES WELCOME — CURRENT STOCKISTS INCLUDE:
MINIFIGS SKYTREX, 13 Gillingham St., London SW1.

TANGLEY MODEL WORKSHOP, 89b/89c Woodbridge Rd, Guildford, Surrey.
MODELS AND PASTIMES, 133 Chanterlands Ave, Hull.

THE WORCESTER MODEL SHOP, Friar St, Worcester.

GAMES OF LIVERPOOL, 50-54 Manchester St, Liverpool.

LF10, LF31
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Editor: lan Livingstone
Feature Editors: Albie Fiore
Steve Jackson
Don Turnbull
Cover by: Eddie Jones
Artwork by: Polly Wilson
Christopher Baker
Russ Nicholson
Alan Hunter
Published by: Games Workshop
Probably the most repeated

question we are asked in readers’
letters is, ‘Do you know of any
games of D&D, Traveller, C&S, etc.
going on in such-and-such a town?"’
QOur standard reply is to recom-
mend a free advertisement in our
Help! column requesting fellow
players in that reader’'s town.
However, we feel this is not enough,
and we would like to offer readers a
much improved contact service.

We want to hear from existing
SF/F games clubs, individuals
willing to form/run clubs, indi-
viduals or groups who have regular
games at their own homes and are
willing to accept new players, and
shop owners who are interested in a
weekly/monthly games session on
their premises. We will publish all
the information we receive under
separate headings. Please include all
relevant information, e.g. for clubs,
information should include full
name and address, meeting dates
and times, contact name and his
address and telephone number.

Gaming as a hobby is still in its
infancy and it is essential that
gamers are brought together at
established venues if the hobby is
to grow. Please respond to this
project and help us help you by
writing to “‘Contacts” c/o White
Dwarf.

s

FEATURES

8 Advanced D&D Combat Tables:

A welcome extract from the Referee's Guide Gary Gygax
14 Expanding Universe:

Suggested additions to Traveller Andy Slack
18 Houri:

An alluring female character class Brian Asbury
20 Valley of the Four Winds:

Final doom for Farrondil? Rowland Flynn
12 The Fiend Factory
16 Open Box
22 Treasure Chest
24 Letters
25 News
26 Help!

All subject matter in WHITE DWARF is
copyright of the publishers Games Workshop.
All rights on the entire contents of this publica-
tion are reserved and nothing may be repro-
duced in whole or part without prior consent of
the publishers. © Games Workshop 1979. The
‘opinions expressed in the articles and reviews
are those of the authors and reviewers and not
necessarily those of the publishers.

Display advertising rates and trade enquiries
available on request,

Contributions: The Editor will be pleased to
consider any previously unpublished articles or
artwork for inclusion in WHITE DWARF.
Contributions should be typed, double-spaced,
on one side of the paper only.

Overseas Distributors:

N. America: TSR Periodicals, POB 110, Lake Geneva, Wl 53147

E. Australia: Models & Figurines, 162a Willoughby Road, Crows Nest, N.S.W. 2065

W. Australia: Games Wholesale Co., GPO Box P1184, Perth 6001 )

Subscriptions:

Remittances should be sent and made payable to WHITE DWARF, 1 Dalling Road, London W6
{Tel: 01-741 3445). WHITE DWARF is published bi-monthly and annual subscription rates are as
follows:

UK — £4.00; Europe — £6.00; USA — $14.00; Other — £7.00

Foreign subscription rates include airmail postage.
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COMBAT TABLES

—In view of the time delay between publication of the
Advanced D&D rulebooks, Gary Gygax has kindly sent us the
Combat Tables from the forthcoming Referee's Guide. We have
been informed that the Referee’s Guide will contain con-
siderably more pages than the Players’ Handbook, but in the
meantime we hope the following tables will help to pacify the
great unrest!
R R e b e — Al . ———
GRENADE-LIKE MISSILES: CONTAINERS OF ACID, HOLY/UNHOLY
WATER, OIL, POISON AND BOULDERS
HURLED BY SUCH THINGS AS GIANTS
o ANDSEGEMACHNE.
e e e R L e e S
Hurling various containers of liquid is a common tactic in dungeon ad-
ventures. For game purposes it is necessary to make certain assumptions
regarding all such missiles.

Size: Acid — Y2 pint (8 oz.)
Holy/Unholy Water — Ya pint (4 oz.)
Oil — 1 pint (16 0z.)
Poison — Ya pint (4 0z.)

Effect:

LIQUID DAMAGE FROM A

CONTENTS AREA OF EFFECT SPLASH DIRECT HIT

—acid 1’ diameter 1 h.p. 2-8 h.p.

—holy/unholy 1’ diameter 2 h.p. 2-7 h.p.

water
—oil, alight 3’ diameter 1-3h.p.* 2-12h.p. + 1-6 h.p.**
—poison 1’ diameter special special

* Flaming oil splashed on a creature will burn for 1-3 segments, causing 1
hit point of domage per segment.
** Direct hit with flaming oil causes 2-12 hit points of domage the first
round, and 1-6 additional hit points of damage the second round, but
then burns out.

Range: The range of all such container missiles is 3. Beyond 17 is
medium, and beyond 2" is long (-2 and -5 “'to hit"” respectively).

Hits: When the die roll indicates the missile has hit, then it is necessary to
roll again to see if the container shatters or not — use the BLOW, CRUSH-
ING column on the ITEM SAVING THROW MATRIX — unless special pro-
cedures were taken to weaken the container, i.e. the container was
specially scored, it is particularly fragile, etc. Damage occurs only if the
container breaks, except with regard to oil which must be alight (flaming)
to cause damage. Polison special is dependent upon whether or not the
poison is a confact poison or if the container was hurled into the mouth of
the target creature. In the latter case, breakage is not necessary if the con-
tainer was unstoppered; if stoppered check saving throw for breakage
using the BLOW, NORMAL ~olumn of the ITEM SAVING THROW MATRIX. If
oil has been specially prepared by insertion of a rag into the opening of
the container (or wrapped around the neck of the container) and set afire
prior to hurling, it will burst into flame when the container breaks upon
target impact; otherwise, a torch or other means of causing combustion
must be brought into contact with the oil.

Splash Hits: All creatures within three feet of the impact and breaking
point of the container missile must save versus poison or be splashed with
the contents of the shattered container.

Boulders are considered, for game purposes, to be 1’ in diameter for
giants, 2’ in diameter for siege engines. Range and damage of siege
machines is given in the appropriate section. (See MONSTER MANUAL for
giants’ abilities.)

Misses: If the “to hit” die roll indicates a miss, roll 1dé and 1d8. The dé
indicates the distance in feet the missile was off target. (If the target was
large, simply compute the distance from the appropriate portion of the
target, i.e. the character aims af a section of the floor which is 1’ square,
and miss distance is measured from the appropriate edge as explained be-

low.) The dB indicates the direction in which the distance in feet of the
miss is measured:

1 = long right 5 = short left
2 = right 6 = left
3 = shortright 7 = long left

4 = short (before) 8 = long (over)

At short range you may optionally use d4 to determine distance off target,
but then use dB for long range distance determination. If the missile is
hurled ot a plane such as a wall, read long as high, short as low, measur-
ing up the wall and then along the ceiling or down and then along the
floor.

Lighting Oil: If a torch is used to attempt to light spilled oil, use above pro-
cedures for misses, as it still could land in the puddle of oil or oil covered
area. A lantern should be handled similarly, but also allow it a 2 diameter
flaming oil area.

Crossing Floming Oll: Leaping over a puddle of flaming oil will cause no
damage, unless the creature so doing is highly in flammable. Creatures
with garments of cloth must save versus FIRE, NORMAL on the ITEM SAV-
ING THROW MATRIX or have their garments catch fire. Walking through or
standing in flaming oil will cause the creature to take 1-4 hit points of
damage per melee round.

Holy/Unholy Water: All forms of undead, as well as creatures from the
lower planes (demons, devils, night hags, night mares, nycadaemons,
etc.) are affected by HOLY WATER. Paladins, lammasu, shedu, ki-rin, and
similar creatures of good (or from the upper planes) are affected by UN-
HOLY WATER. The liquid causes the affected creature to suffer a burning as
if struck by acid. Undead in non-material form cannot be harmed by holy
water, i.e. until a ghost takes on material form, it is unatffected, and a
vampire in gaseous form cannot be harmed by holy water.

ATTACK MATRICES FOR
MISSILE AND MELEE COMBAT,
CLERICS AFFECTING UNDEAD

I. Attack Matrices for Dwarves, Elves, Gnomes, Half-Elves, Halflings,
Half-Orcs, and Humans

A, Clerics and Druids

B. Fighters, Paladins, Rangers, Bards, and 0 Level Halflings and
Humans

C. Magic-Users and lllusionists

D. 1. Thieves, Assassins, and Monks
2. Assassins’ Table for Assassinations

1l. Attack Matrix for Monsters
Il Matrix for Clerics Affecting Undead

Opponent Armor Class Description (If Armor is Worn)

Type of Armor

Plate mail + shield

Splint or banded mail + shield/plate mail

Chain mail 4+ shield/splint or banded mail
Scale mail + shield/chain mail

Studded leather or ring mail + shield/scale mail
Leather or padded armor + shield/studded leather or
ring mail

Leather or padded armor

Shield only

10 None

Armor Class

NoebhhA WK

0 o

Armor class below 10 is not possible. Armor class above 2 is easily possible
due to magical bonuses and dexterity bonuses. To determine a “to hit”
number not on the charis, project upwards by 1’s (5% increments), repeat-
ing 20 six times before continuing with 21 {cf. Matrix LA.).
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ILA. ATTACK MATRIX FOR CLERICS AND DRUIDS

I.LB. ATTACK MATRIX FOR FIGHTERS, PALADINS, RANGERS,

BARDS, AND 0 LEVEL HALFLINGS AND HUMANS

Opponent Opponent
Armor 20-sided Die Score to Hit by Level of Attacker Armor 20-sided Die Score to Hit by Level of Attacker
Class 1-3 4-6 7-9 10-12 13-15 16-18 194 Class 0 1-2 34 56 7-8 910 11-1213-1415-16 17+
-10 25 23 21 20 20 20 19 -10 26 25 23 21 20 20 20 18 16 14
-9 24 22 20 20 20 19 18 9 25 24 22 20 20 20 19 17 15 13
-8 23 21 20 20 20 18 17 -8 24 23 21 20 20 20 18 16 14 12
-7 22 20 20 20 19 17 16 -7 23 22 20 20 20 19 17 15 13 11
-6 21 20 20 20 1B 16 15 -6 22 21 20 20 20 18 16 14 12 10
-5 20 20 20 19 17 15 14 -5 21 20 20 20 19 17 15 13 1 9
-4 20 20 20 18 16 14 13 -4 20 20 20 20 18 16 14 12 10 8
-3 20 20 19 17 15 13 12 -3 20 20 20 19 17 15 13 1 9 7
-2 20 20 18 16 14 12 n -2 20 20 20 18 16 14 12 10 8 &
-1 20 19 17 15 13 1 10 -1 20 20 19 17 15 13 11 9 7 5
0 20 18 16 14 12 10 9 0 20 20 18 16 14 12 10 8 <] 4
1 19 17 15 13 1 9 8 1 20 19 17 15 13 1 ? 7 5 3
2 18 16 14 12 10 8 7 2 19 18 16 14 12 10 8 -] 4 2
3 17 15 13 n 9 7 6 3 18 17 15 13 1 9 7 5 3 1
4 16 14 12 10 8 6 5 4 17 16 14 12 10 8 -] 4 2 0
5 15 13 1 9 7 5 4 5 16 15 13 n g 7 5 3 1 -1
6 14 12 10 B ] 4 3 & 15 14 12 10 8 6 4 2 0 -2
7 13 1 9 7 5 3 2 7 14 13 1 9 7 5 3 1 -1 -3
B 12 10 8 .} 4 2 1 B 13 12 10 8 & 4 2 0 -2 -4
9 1 9 7 5 3 1 0 4 12 n 9 7 5 3 1 -1 -3 -5
10 10 8 ] 4 2 0 -1 10 1 10 8 & 4 2 0 -2 -4 -6
Missiles: -5 ot long range, -2 at medium range. Missiles: -5 at long range, -2 at medium range.
I.C. ATTACK MATRIX FOR MAGIC-USERS AND ILLUSIONISTS I.D.1. ATTACK MATRIX FOR THIEVES, ASSASSINS, AND MONKS
Opponent Opponent
Armor 20-sided Die Score to Hit by Level of Attacker Armor 20-sided Die Score to Hit by Level of Attacker
Class 1-5 6-10 11-15 16-20 21+ Class 1-4 5-8" 9-12° 13-16¢ 17-20¢ 21+
-10 26 24 21 20 20 -10 26 24 2 20 20 20
-9 25 23 20 20 20 -9 25 23 20 20 20 19
E:] 24 22 20 20 19 -8 24 22 20 20 20 18
-7 23 21 20 20 18 -7 23 21 20 20 19 17
-6 22 20 20 19 17 -6 22 20 20 20 18 16
-5 21 20 20 18 16 -5 21 20 20 19 17 15
-4 20 20 20 17 15 -4 20 20 20 18 16 14
-3 20 20 19 16 14 -3 20 20 19 17 15 13
-2 20 20 18 15 13 -2 20 20 18 16 14 12
20 20 17 14 12 -1 20 20 17 15 13 11
0 20 19 16 13 1 0 20 19 16 14 12 10
1 20 18 15 12 10 1 20 18 15 13 11 9
2 19 17 14 11 9 2 19 17 14 12 10 8
3 18 16 13 10 8 3 18 16 13 1" 9 7
4 17 15 12 9 7 4 17 15 12 10 B -]
5 16 14 1 8 -] 5 16 14 11 9 7 5
6 15 13 10 7 5 -] 15 13 10 8 [} 4
7 14 12 9 ] 4 7 14 12 9 7 5 3
B 13 n 8 5 3 B 13 1 8 6 4 2
9 12 10 7 4 2 9 12 10 7 5 3 1
10 1" 9 6 3 1 10 1 9 6 4 2 0
Missiles:* -5 at long range, -2 at medium range. Missiles: -5 at long range, -2 at medium range.
*Normal, met magical. * Thieves and assassins double damage from a surprise back stab.
* Thieves and assassins triple domage from a surprise back stab.
© Thieves and assassins quadruple damage from a surprise back stab.
¢ Thieves and assassins quintuple damage from a surprise back stab.
1.D.2. ASSASSINS' TABLE FOR ASSASSINATIONS*
Level
of the Level of the Intended Victim
Assassin 0-1 2-3 4-5 6-7 8-9 10-11 12-13 14-15 16-17 184+
1 50% 45% 35% 25% 10% 1% - —- —- .
2 55% 50% 40% 30% 15% 2% --- -4 - -
3 0% 55% 45% 35% 20% 5% - -
4 65% 60% 50% 40% 25% 10% 1% - — -
5 70% 65% 55% 45% 30% 15% 5% —- s .
& 75% 70% 60% 50% 35% 20% 10% 1% - e
7 BO% 75% 65% 55% 40% 25% 15% 5% —-- -
8 B5% B80% 70% 60% 45% 30% 20% 10% 2% =
9 95% 0% B0% 70% 55% 40% 30% 20% 5% -
10 9% 95% 85% 75% 60% 45% 35% 25% 10% 1%
1 100% 99% 0% B0% 65% 50% 40% 30% 15% 5%
12 100% 100% 95% 85% 70% 55% 45% 35% 20% 10%
13 100% 100% 99% 95% B0% 65% 50% 40% 25% 15%
14 100% 100% 100% 9% 0% 75% 60% 50% 35% 25%
15 100% 100% 100% 100% 9% B5% 70% &0% 40% 30%

The percentage shown is that for success under near optimum conditions. You may adjust slightly upwards for perfect conditions (absolute trust, asleep and
unguarded, very drunk and unguarded, etc.). Similarly, you must deduct points if the intended victim is wary, takes precautions, and/or is guarded. If the
assassination is being attempted by or in behalf of a player character a complete plan of how the deed is to be done should be prepared by the player in-
volved, and the precautions, if any, of the target character should be compared against the plan. Weapon damage always occurs and may kill the victim
even though “assassination” failed.
*Or attacks on helpless opponents by any character class (see COMBAT section).
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B [Il. ATTACK MATRIX FOR MONSTERS (Including Goblins, Hobgoblins, Kobolds, and Orcs)

Opponent
Armor 20-sided Die Score to Hit by Monster's Hit Dice Number
Class upto 1-1 1-1 1 1+ 2-3+ -4-5+ 67+ 8-9+ 10-114 12-13+ 14-154+ 16+
-10 26 25 24 23 21 20 20 20 20 19 18 17
-9 25 24 23 22 20 20 20 20 19 18 17 16
-8 24 23 22 21 20 20 20 20 18 17 16 15
-7 23 22 21 20 20 20 20 19 17 16 15 14
-6 22 21 20 20 20 20 19 18 16 15 14 13
-5 21 20 20 20 20 20 18 17 15 14 13 12
-4 20 20 20 20 20 19 17 16 14 13 12 11
-3 20 20 20 20 19 18 16 15 13 12 1 10
-2 20 20 20 20 8 17 15 14 12 1 10 9
-1 20 20 20 19 17 16 14 13 11 10 9 8
0 20 20 19 18 16 15 13 12 10 9 8 7
1 20 19 18 17 15 14 12 1 9 B 7 6
2 19 18 17 16 14 13 1 10 B 7 6 5
3 18 17 16 15 13 12 10 9 Z 6 5 4
4 17 16 15 14 12 11 9 8 6 5 4 3
5 16 15 14 13 1 10 B 7 5 4 3 2
] 15 14 13 12 10 9 7 6 4 3 2 1
7 14 13 12 1 9 B [ 5 3 2 1 0
8 13 12 1 10 8 7 5 4 2 1 0 -1
9 12 11 10 9 7 6 4 3 1 0 -1 -2
10 n 10 Q 8 [ B 3 2 0 -1 -2 -3

Note: Any plus above +3 equals another hit die, i.e. 646 equals 7 hit dice.
Missiles: -5 at long range, -2 ot medium range.
. ________ _____________
SAVING THROW MATRICES
I Saving Throw Matrix for Characters and Human Types Il. Saving Throw Matrix for Monsters
L eEEEE————
I. SAVING THROW MATRIX FOR CHARACTERS AND HUMAN TYPES

Attack to be Saved Against
Character Class and Poison or Petrifaction Rod, Staff Breath

Experience Level Death Magic or Polymorph* or Wand Weapon** Spell***

Clerics® 1-3 10 13 14 16 15

4-6 9 12 13 15 14

7-9 7 10 1 13 12

10-12 6 9 10 12 n

13-15 5 8 9 1 10

16-18 4 7 B 10 9

19+ 2 5 & 8 7

Fighters® 0 16 17 18 20 19

1-2 14 15 16 17 17

3-4 13 14 15 16 16

5-6 1 12 13 13 14

7-8 10 1 12 12 13

9-10 B 9 10 9 "

11-12 i 8 9 8 10

13-14 5 6 7 5 B

15-16 4 5 4 7

17+ 3 4 5 4 6

Magic-Users® 1-5 14 13 1 15 12

6-10 13 1 9 13 10

11-15 " 9 7 M 8

16-20 10 F 5 g <]

B 214 8 5 3 7 4

Thieves® 1-4 13 12 14 16 15

5-8 12 1 12 15 13

912 11 10 10 14 1

13-16 10 9 B 13 9

17-20 9 8 & 12 7

21+ 8 7 4 1" 5

*Excluding polymorph wand attacks.
** Excluding those which cause petrifaction or polymorph. Il. SAVING THROW MATRIX FOR MONSTERS
*** Excluding tho?e fctr which another saving throw type is specified, such e SR o e T i for ERET OO RTES
as death, petrifaction, polymorph, etc.

* Includes Druids. B. Hitdice equate to Experience Level, with any plus in hit points moving
* Includes Paladins, Rangers, and 0 level fypes. the creature upwards by one hit die, so 141 becomes 2, 2+1 be-

v neldei GRS, comes 3, etc. (Exception: See D. below.)

* Includes Assassins and Monks. C. Most monsters save as fighters, except:

1. Those with abilities of other character classes gain the benefit of
the most favorable saving throw score, i.e. be it cleric or magic-
user or thief.

2. Those with no real offensive fighting capabilities save according to
their area of ability — cleric, magic-user, thief, etc.

N.B.3A roll of 1 is always failure, regardless of magical protections, spells,
or any other reasons which indicate to the contrary.

Multi-class characters, characters with two classes, and bards check the D. Non-intelligent creatures save ot an Experience Level equal to one-
matrix for each class possessed, and use the most favorable result for the half their hit dice, rounded upwards, except with regard to poisen or
type of attack being defended against. death magic.
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. MATRIX FOR CLERICS AFFECTING UNDEAD ETAL.

Type of Level of Cleric Attempting to Turn

Undead 1 2 3 4 5 6 " 8 9-13 14+
Skeleton 10 7 4 T T D D D* D D*
Zombie 13 10 7 T T D D D b* D*
Ghoul 16 13 10 4 T T D D D D*
Shadow 19 16 13 7 4 T T D D D*
Wight 20 19 16 10 7 4 T T D D
Ghast - 20 19 13 10 7 4 T T D
Wraith - -- 2 16 138 10 7 4 T D
Mummy*® - -- -- 20 16 13 10 7 4 T
Spectre® - - = = 20 16 13 10 7 0
Vampire® - - - - - 20 16 13 10 4
Ghost* -- -- - -- - - 20 16 13 7
Lich® - - - - - - - 19 16 10
Special** - - -- - - - - 2 19 13

* Number affected is 7-12 rather than 1-12.

**Evil creatures from lower planes such as barghests, minor demons,
lesser devils, mezzodaemons, night hags, from 1-2 in number. (As a rule
of thumb, any creature with armor class of -5 or better, 11 or more hit
dice, or 66% or greater magic resistance will be unaffected.)

* A paladin of 1st or 2nd level can be turned by an evil cleric.

" A paladin of 3rd or 4th level can be turned by an evil cleric.

° A paladin of 5th or 6th level can be turned by an evil cleric.

* A paladin of 7th or 8th level can be turned by an evil cleric.

* A paladin of 9th or 10th level can be turned by an evil cleric,

! A paladin of 11th or higher level can be turned by an evil cleric.

Il. Saving Throw Matrix far Magical and Non-Magical Items

lll. SAVING THROW MATRIX FOR MAGICAL AND
NON-MAGICAL ITEMS

Attack Form & Number
€r  nor f mog nor

a b b f i f r 1 e

€ I I d =@ r I I o t |

i o o i I L] r r T n e

d w w s | b e e t g ¢

Item Description 1 2 3 4 5 6 7 8 9 101
Bone or Ivory 11 16 10 20 6 17 9 3 2 8 1
Ceramic 4 18 12 19 11 5§ 3 2 4 2 |
Cloth 12 6 3 20 2 20 16 13 1 18 1
Crystal or Vial 6 19 14 20 13 10 6 3 7 15 5
Glass 5 20 15 20 14 117 4 6 17 1
Leather or Book 10 4 2 20 1 13 6 4 3 13 1
Liquid* 15 0 0 20 0 15 14 13 12 18 15
Metal, hard 706 2 W 2 086 Z 0 man A
Metal, soft or Jewelry** 13 14 9 19 4 18 13 5 1 16 1
Mirror*** 12 20 15 20 13 14 9 5 &6 18 1
Parchment or Paper 16 11 6 20 0 25 21 18 2 20 1
Stone, small or Gem 317 7 18 4 7 3 2 114 2
Wood or Rope, thin 9 13 6 20 2 15 11 9 1 10 1
Wood or Rope, thick B8 10 3 19 1 1N 7 5 1 12 1

* Potions, magical oils, poisons, acids while container remains intact.
** Includes pearls of any sort.
**+* Silvered glass. Treat silver mirror as “Metal, soft,” steel as “Metal,
hard.”*
* |f exposed to extreme cold then struck against a very hard surface with
force, saving throw is -10 on die!

Magical tems: Gain +2 on all rolls plus + 1 for each plus they have above
+1,i.e. +1 = +2 on saving throw, +2 = +3 on saving throw. Further-
more, the magic item gains +5 on saving throws against attack forms in its
own mode, i.e. blow vs, shield, fire ball vs. ring of fire resistance or fire
ball wand.

Non-Magical fems: Those items which do not exactly conform to item des-
criptions above can be interpolated. It is assumed that the item in question
is actually exposed to the form of attack, i.e. the blow falls on the item, the
fall is such as to not cushion the item, the fire actually contacts the item,
etc. As with magical items, non-magical items gain +5 versus attacks in
their own mode.

Attack Forms

Acid

. Blow, Crushing

Blow, Normal

. Disintegration

Fall

. Fireball (or breath)

Fire, Magical

Fire, Normal (oil)

. Frost, Magical

. Lightning Bolt

. Electrical Discharge/Current

—“—O00VONOCLLA LN~

Procedure: A d20 is rolled, and if the number shown is mafched or ex-
ceeded by the die roll the undead are turned. From 1-12 (or 7-12 or 1-2)
undead (or evil creatures from lower planes) are affected:

1. Evil clerics cause the creatures to take neutral or friendly attitude
according fo a reaction dice score. Neutral undead will ignore the
cleric and his or her party; friendly ones will follow the cleric and
join the adventure.

2. Good clerics cause the creature to move directly away from his or
her person, and stay as far away as possible for not less than 3 nor
more than 12 rounds, moving at full speed for the duration if at all
possible. The turned undead will be able to come back again, but
they are subject to further turning by the cleric.

Failure to score the number shown, or greater, means the turning was un-
successful, No further attempt by the cleric can be made with respect to the
particular undead, and they may proceed to attack or otherwise operate
unconstrained.

T: This symbeol indicates automatic turning — whether to influence by an
evil cleric or actual driving away by a good cleric.

D: This symbeol indicates the cleric has automatically brought the undead
into friendly status (evil cleric) or destroyed or damned them (goed
cleric).

No effect upon the undead is possible where a dash is shown.

1. Acid: This assumes a considerable volume of strong acid (black
dragon or giant slug spittle) or immersion for a period which would
affect the item.

2. Blow, Crushing: This assumes that the item is struck by a weighty fall-
ing object or a blow from an ogre’s or giant’s weapon, for example.
Another example would be a (ceramic) flask of oil or a (crystal or
glass) vial of holy water hurled against a hard surface or dropped
from a height. A piece of cloth can be ripped or torn by a crushing
blow.

3. Blow, Normal: This assumes an attack by a normal-strength opponent
or only fairly heavy object which strikes the object. This also applies
to a (ceramic) flask of oil or a (crystal or glass) vial of holy water
hurled against a tough, but slightly yielding, surface.

Disintegration: This is the magical effect.

Fall: This assumes the item falls about 5’ and comes into contact with
a hard (stone-like) surface. A softer surface (wood-like) gives a +1
on the saving throw, and a fleshy-soft surface gives +5. For each 5°
over the first 5’ the item falls, subtract -1 from the die roll to save.

6. Fireball: This is the magical fireball, meteor swarm, (red) dragon
breath, etc.

7. Fire, Magical: This is the magical wall of fire, fire storm, flame
strike, efc.

8. Fire, Normal: This assumes a hot fire such as produced by a blazing
wood fire, flaming oil, and the like. The item in question would have
to be exposed to the fire for an amount of time sufficient to have an
effect, i.e. paper or parchment for but 1 melee round, cloth for 2,
bone or ivory for 3, etc.

9. Frost, Magical: This is the magical frost or cold such as a white
dragon breathes or spells such as cone of cold or ice storm.

10. Lightning Bolt: This is magical attack from lightning called from the
sky, blue dragon breath, etc.
11. Electrical Discharge/Current: The ““shock” of an electric eel, magical
items, traps, efc,
EE————r e i
CREATURES STRUCK ONLY BY MAGIC WEAPONS
e e e e ————— =
Despite special defenses which protect certain creatures from attacks by
non-magical weapons, these monsters can be effectively hit by attackers
as follows:
Defender Is
Hit By Weapon
+ 1 or better
+2 or better

Attacker Must Have The Following

Hit Only By OR  Hit Dice Of*
+1 or better 4 4+ 1 or more
+ 2 or better 6 + 2 or more
43 or better +3 or better 8 4+ 3or more
+4 or better +4 or better 10 + 4 or more

*This does not apply to characters of any sort.
This provides for magical properties and size of the attacking monster.

Thus, massive hill gionts can effectively attack most creatures, and all
other types of giants can affect everything save a few gods.
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A regular feature introducing new and interesting monsters,
edited by Don Turnbull.

ast time we announced the publication of the Fiend
Folio, and things are still going according to plan
(though | haven't yet heard from Mary Patterson,
3= William Maddox and Simon Tilbrook — would anyone
who knows them please draw their attention to the request?). It
may have occured to you that purchasing the Fiend Folio will
simply give you, in one volume, what the Factory has done in
several issues. Well, let me reassure you. The Folio will contain
some monsters you have already seen in the Factory, butin an
expanded format to line up with the Monster Manual, and these
entries will be very much in the minority — the vast majority
will be new creatures — over 150 of them! Of course it would be
easy for me to fill the pages of the Factory, prior to publication
of the Folio, with ‘Folio monsters’, but | have manfully resisted
this temptation and can say that all Factory entries from now
on will not be appearing in the Folio (since we had to draw a
deadline somewhere), though there may be the odd exception.
Factory monsters from now on will have missed the Folio
deadline and that will be the only reason they are not in the
Folio. It does mean that the Factory can still continue to
produce the goods without compromising the Folio, or vice
versa. Who knows — we may in time produce another
volume . ..

IODINOAT

No. appearing: 3D6
Armour class: 4

Movement: 18" flying
Hit Dice: 6D8+3
Treasure: nil
Attack: bite for 1D6,
tail for 1D4 plus
special
Alignment: Neutral evil
Intelligence: low
Monstermark: 120 (level VI
in 12 levels).

The Doombat is a species of Undead Bat found in dismal caverns where it
seeks to kill all living things. It attacks by biting for 1D6 damage and
lashing with its barbed tail for 1D4 damage; the tail lash also has the
effect of a Ghoul's touch on a victim.

The Doombat can be turned as a Wight on the Cleric/Undead table. It
is dark grey in colour and may not be easily seen in conditions of dim
light.
Comments: No self-respecting Vampire would be without a protective
gang of these things! | assume the beast has the normal resistance of
Undead to spells affecting the mind. The high hit dice value is rather
surprising and has a great deal to do with the high Monstermark; | would
have thought 2DB more realistic — perhaps this is a particularly powerful
specimen?

12
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by Ronald Hall

No. appearing: 1
Armour class: 3 (6 on the ethereal
plane)

Movement: 15" (18" on the
ethereal plane)
Hit Dice: 5D8
Treasure: various ‘dispelled’
magical items,
mostly useless.
Attack: two claws 2-5 each
plus special.
Alignment: Neutral
Intelligence: low average
Monstermark: 189 (level VII

in 12 levels).

The Terithran is a creature of the ethereal plane. In the material plane it
has a faint, shadowy appearance (though not so faint as a non-corporeal
monster) with a short (4’ tall) humanoid body, long sinewy arms and a
large mis-shapen head. In normal melee it attacks with two 2-5 claws, but
it will try to avoid this type of fighting as much as possible, relying on its
unique magical properties. ]

The Terithran has come to dislike the swirls, eddies and warps which
the use of large amounts of magic on the material plane causes on the
ethereal plane, its homeland. If it notices such disturbances, it will
materialise in the area of the magic-user responsible (1-10° away from
him) and attempt to drain his power and take him back to the ethereal
plane for punishment. It will only appear when magic is being used, and
then only if the magic is powerful (two successive uses of a magical
artifact such as a Wand of Cold would gualify, for instance). It is 50%
magic resistant and has a number of magical powers.

While on the material plane the Terithran's spell use is limited to six
uses per day except for detect magic which can be used any number of
times. The powers it can use, detect magic apart, are:

Stunning blast: a charge of ethereal waves with the effect of
power word stun on all creatures within a 10’
radius; saving roll wversus magic negates the
effect.

this spell removes all magical ability from a
magic-user until an appropriate regenerative
time has passed. Treat as though the magic-user
had used up all his spells. Save versus breath
negates the effect.

as the Clerical spell, activated by touch (normal
attack required but no saving roll).

this permits the Terithran to transport itself
and one other person (the offending mage)
back to the ether. The victim must first be
grasped (treat as a normal hit with two claws)
but there is no saving roll.

While in an encounter, therefore, the Terithran will have as its prime
objective the grasping of the victim magic-user and his transportation
back to the ether; it will thus retain one spell use for transportation
(rither with a victim or, if it fails to grasp and the melee is going against
it, alone in escape). However it may have to use other powers (up to a
maximum of live, saving the sixth for transportation) to defend itself, to
get to its intended victim and so forth,

Note that the touch of the Terithran does not automatically cause

Drain Power:

Cause Serious Wounds:

Transportation:



serious wounds — it only does so if the beast has decided to use that spell
power.

If the creature is encountered on the ethereal plane its claws do 2-9
points of damage, and the stunning blast does 2-7D8 damage.

On the material plane the Terithran can only be hit by silver or

magical weapons.
Comments: This is one of those creatures which is simpler to run than its
description would have us believe — the objectives of the beast are clear
enough and its behaviour should be simple to control ‘on the spot’.
However, | think we need a clearer indication of the amount of magic-use
which would attract it in the first place — a single spell would not do the
trick, | wouldn’t have thought, unless it was 8th or 9th level, and | would
suggest DMs only activate the beast when prolonged use of magic has
taken place — say when 16 spell levels have been used in quick succession
or something on those lines. DMs also need to work out what effect the
creature has on artifacts.

This is a very original idea, It isn't a particularly vicious beast and it
will be rather rare, but it is a natural enemy of magic-users and perhaps a
better way of introducing some risk into magic-use than ‘klutz factors’
and other similar devices (which don’t appear to be particularly satis-
factory, if for no other reason than that there are so many different
systems, none of which are included in the TSR rules). An excellent
contribution,

by M. Stollery
General characteristics:

No. appearing: 1D8

Movement: 12" (24" flying).

Treasure: 2D6 PP each.

Alignment: Chaotic evil or
lawful evil

Intelligence: standard

L [1*]
These additional members of the Imp class (see the Monster Manual and
Dungeoneer) are either Chaotic Evil or Lawful Evil, depending on
whether they serve Demons or Devils., They are all about 5 tall with
functional wings and fangs.

FIRE IMPS

Hit Dice: 3D8+1

Armour class: 5

Attack: two claws 1-3 each plus special.

These mischievous creatures attack with their claws and a breath weapon.
The latter is either a jet of flame 15 long and 1’ in diameter (2-9 points
of damage to a vietim who fails his saving roll, damage halved if he does
save) or a flame ‘blanket’ 5’ square directly in front of the Imp (4 points
damage to all victims, no saving roll). Touching these Imps with bare
flesh will cause 1 point of damage.

They can heat metal and use magic missile (2 missiles) once per day
and have a 25% chance of gating in another Imp of the Flame (equal
probability each type) — one attempt per hour.

# They are red in colour and their bodies are surrounded with wisps of
ame.

SMOKE IMPS

Hit Dice: 3D8

Armour class: 4

Attack: two claws 1-2 each plus special.

Like the Fire Imps, these creatures attack with their claws and a breath
weapon, the latter being the discharge of a sooty ball of smoke which
does 1D4 damage to a victim (no saving roll — automatic hit on a single
victim within 20°) and blinds him for 1-2 melee rounds.

They are black in colour and have smoke oozing from their bodies.
They inhabit smoky areas and never emerge into bright light if possible.

The Smoke Imp can gate in 1-2 Imps of the Flame (equal probability
each type) — one attempt per hour which has a 20% chance of success.
Once per day they can use /nvisibility and dancing lights.

When a Smoke Imp dies, it coughs up 1 hit point of flame damage to
everyone within 10° (no saving roll).

STEAM IMPS

Hit Dice: 3D8+3

Armour class: T

Attack: two claws 1-4 each plus special.

These Imps are grey in colour and constantly drip hot water, leaving a
trail of water behind them as they move. In addition to attacking with
their claws, the Steam Imps can direct a jet of scalding water at a single
victim within 20" (1-3 points of damage — no saving roll — and a 50%
chance of stunning the victim for one melee round). Touching a Steam
Imp with bare flesh delivers 1 hit point of damage and a 50% chance of
stunning for one round.

Once per day the Steam Imp can perform a rainstorm of boiling water
— treat as ice storm with 2-12 damage for all victims (no saving roll),
Once per hour they may contaminate water (as the first level Druid spell).

Once per hour they may attempt to gate in 1-2 Imps of the Flame
(equal probability each type) with a 30% chance of success.

MOLTEN IMPS

Hit Dice: 3D8

Armour Class: 6

Attack: two claws for 1 point of damage each plus
special.

These Imps appear red-hot and constantly ooze molten lava. Anyone

touching them with bare flesh receives 1-8 damage.

They can claw and use a breath weapon, the latter consisting of a
molten blob of lava, automatically hitting a single target within 10’ for
1-6 points damage (no saving roll). If the encounter takes place in a
volcanic region where molten lava is available, these Imps can regenerate
2 hit points per round simply by keeping in contact with the lava
(although this power ceases if they are killed).

Once per hour they may attempt to gate in 1-2 Imps of the Flame

(equal probability each type) with a 25% chance of success. Their touch
automatically dissolves materials (as Green Slime) and they may
shapechange into a pool of lava.
Comments: A welcome addition to the ranks of a very useful class of
monster. A DM will have to give careful thought to interaction between
the Imps if two or more different types appear in the same encounter (as
a result of gating, for instance) — the STEAM and MOLTEN variety, for
instance, may not be entirely compatible.

| have not worked out all the Monstermarks, but would place all these
creatures in levels 1-1V in 12 levels.

E§,i @;(}U5{E&§K?2:

by Neville White

No. appearing: 1
Armour class: 9,5 o0r 1 (see

below)
Movement: 12" (but see
below)
Hit Dice: 7D8+3
Treasure: nil
Attack: 1 bite 1D8 and
2 claws 1D6
each
Alignment: Neutral evil
Intelligence: very high (15-18)
Monstermark: | would suggest

an average value
of 490 (level X
in 12 levels).

This foul creature of darkness is the essence of a Demon imprisoned in
the form of a Shadow. As a result of this, it is more powerful in darkness
and more vulnerable in conditions of bright light. Thus its characteristics
vary according to the ambient illumination:

In daylight or its equivalent the Demon is AC9 and sustains double
damage from all attacks.

In torchlight it is AC5 and suffers normal damage from attacks, It
attacks at +1 hit probability in these conditions.

In darkness or near-darkness it is AC1, attacks at +2 hit probability
and suffers half damage from attacks.

The Shadow Demon is immune to fire, col/d and lightning but if a
light spell is cast at it, the Shadow Demon is affected as if by a firebal/
(so a light spell from a 5th level magic-user would do 5D6 damage on it,
whatever the normal illumination conditions).

Its wings are too small to give it full flying abilities, but in its initial
attack it can use the wings to boost a leap up to 30’ in length, following
which it will attack with four 1D6 claws (though not with its bite). One
round in ten it can half-fly at 18" movement rate (it will usually use this
maneouvre to try to escape if necessary).

Once per day the Shadow Demon can cast darkness 10’ radius and can

use fear over a 30' radius. Once per week it may execute a magic jar -
attack on a victim, but if the victim saves the Shadow Demon is stunned
for 1-3 rounds.
Comments: This would be rated quite a weak Demon in comparison with
some of the others, but it exhibits surprising and disturbing qualities all
the same. Not an easy creature to run unless the DM insists on keeping
track of all sources of light (see Lew Pulsipher’s excellent suggestions in
White Dwarf 12, page 11).

For a change, we will look at some very high-level
beasts next time — not because | think we are short
of them but because a designer’s inventiveness should
not be ignored just because he happens to produce a
monster with limited deployability.

Next Issue:

Lair of the White Wyrm — a complete Runequest mini-scenario
White Dwarf Interview — Gary Gygax

Expanding Universe — Part |l

Fiend Factory — more monsters

Treasure Chest — special rooms

* & Kk ® %
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EXPANDING
UNIVERSE by Andy Slack

ADDITIONS TO TRAVELLER RULES:
PART 1

SKILLS AND THEIR USE

General Use of Skills

Normally, for combat, 8+ on 2D6 must be rolled to succeed,
with a positive Die Modifier (DM) equal to expertise level in the
relevant skill. Thus a throw of 6 plus expertise level 2 gives 8 —
a success. For consistency, it would be best to adopt this system
throughout, as the existing rules produce a great variety of
DM’s in other skills.

Parrying can be introduced into blade combat; the defending
player simply subtracts his expertise level from his opponent’s
attack roll.

Similarly, if for any reason another character has booby-
trapped or jinxed an item, the dice are rolled, the expertise level
(hereafter denoted by EL) of the operator is added and the EL
of the jinxer is subtracted; a score of 8+ after all other modifiers
have been taken into account, means the device will operate
correctly.

Persons Without Relevant Expertise

A person attempting something he has no skill in is subject to a
DM of —3, additionally he may well use the wrong tools or
technique. So the player rolls 3D6: if the result is less than or
equal to his personal Intelligence, then he has guessed the
correct tool or technique to use. If the result is greater, he has
picked the wrong way to do it, and is subject to a further DM of
—2, making —5 in all. (Referees may prefer to use Education,
not intelligence, or two dice instead of three.) Either way he
adds to this his EL (if any) in Jack-of-Trades, as a positive DM,

This makes J-O-T expertise very valuable, especially if a
player should reach a high level. So the J-O-T skill should be
considered to be an inborn ability, as | believe it was intended.
Thus it cannot be learnt after leaving the Services, or increased
by most normal means.

Effects of Culture Shock

All player-characters are supposed to have expertise % in all
weapons. This has its drawbacks though. The hero is, shall we
say, an Army veteran. All his life he has been using rifles, etc.
But stick him on a low tech level planet and he instinctively
knows how to use a kontos. Players should be larger than life;
‘but not to such an extent.

Players should have expertise % in all devices that are
common on their home planet (except exotic ones like
Starships, fusion power plants etc.). Each character is assigned
his home planet; its tech level is the one he is familiar with. It
must be noted on his character sheet. The numerical difference
between the character’s tech level and the tech level of any
device he is attempting to use we call D. There are two basic
possibilities: the character has been trained in something similar
(or at least has heard of the thing) or he hasn't. If he has, he is
subject to a negative DM equal in size to D/EL. Example: The
character has rifle 4, and is given a thermonuclear phase-
interlocked grunge rifle produced on a world two tech levels
higher than his home planet. His DM on the to-hit roll would be
—%, and is, therefore, ignored. (If the grunge rifle had been 8
tech levels higher, the DM would have been —2.) If he hasn‘t
then we must find out if he looks at it and thinks, “Hmm, that
looks trigger shaped. I'll pull that bit."” If the device is of a
higher tech level than the would-be operator, the personal
characteristic used is intelligence; if the tech level is equal to or
lower than the operator’s, he uses his education. He rolls 3D6
and adds D. If the result is less than or equal to the character-
istic used he has figured it out. (Or he will figure it out — only
the referee knows how long it will take. Additional DM’s are
needed if the object is totally alien, e.g. produced by animate 12'
cockroach-eating plants on the Galactic rim.)
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The Invention and Design of Devices.

The total number of appropriate expertise levels of those
present in the research group must equal twice the tech level of
the proposed device, as set by the referee for any chance of
success. The referee must work out how long it will take them,
and whether additional expertise over and above that required
will help or hinder the effort.

To succeed, the group must roll its average intelligence or less
on 3D6. Computer Aided Design can save a lot of wasted effort,
so subtract from the roll the sum of the model numbers of the
computers used, divided by the number of people involved —
effectively raising the average intelligence.

Repair and Maintenance of Devices.

This aspect of skill use is similar to /nvention and Design
(Cufture Shock is particularly relevant) and one expertise level is
required in the repair crew per tech level of the device, e.g.
Level 5 device needs one man of EL5, or two of EL2 and one of
EL1, and so on.

Implied Skills.

(This section was brought in because at one stage in our
campaign we had a player of Engineering-4 who couldn’t change
the wheel on his car — no mechanical skill. But for 16 years this
man has been sticking melted starships back together with
sellotape. This aspect is still under scrutiny, but Pilot,
Engineering and Weapon skills have been tackled.)

A pilot has an implied skill in ship's boat equal to half his
pilot expertise level. Thus a man learning pilot-2 would have
ship’s boat 1. (The culture shock rule should also apply.) A man
wishing to learn pilot skills has to first learn ship’s boat to level
2. Only then can he become a pilot. (This only applies on
leaving the services of course, or nobody could learn pilot and
something else.) With regard to engineering skills, Engineer-1
also has implied skills of Electrical-1 and a Mechanical-1.

In the matter of weapons, the Umpire must use more dis-
cretions: but if a person with Revolver-4 didn't know where the
trigger was on an automatic pistol, it would be nonsensical. He
might not know any gun maintenance — though | suspect he
could make a very good guess — but the firing technique isn't
that different. And, as was forcibly pointed out to me during
one adventure, a character with both rifle and submachinegun
skills ought to have vague ideas about the use of automatic rifles.

Learning by Experience

Each time the character successfully uses a skill in a crisis
(lasering a computer training simulation apart doesn’t prove
much, | think), he gains experience points equal in number to
his intelligence. One thousand of these can be traded in for
another expertise level. Whether to keep separate e.p. records
for each skill; sum all e.p.; or — my preference — split them into
weapon e.p. and non-weapon e.p., is left to the referee.

Should the character do something he has no skill in, he also
gets one e.p. per intelligence point, but this should be recorded
separately. Since it is a much harder way to make a living, only
100 of these e.p. are required to learn a new skill to expertise
level one.

It is up to the referee whether the player should be allowed
to allocate his new expertise level or skill himself, or whether it
should be determined randomly: players will doubtless prefer
the former method.

Some check must be kept on how many skills a player can
have, though: so add the player’s intelligence to his education
and take that as the maximum number of skills (not experience
levels) he can have.

Language

An amusing way to use education is in languages. A character
speaks his native language with fluency 5. For each point of
education over b, the player gains another fluency level, to use
as he pleases. Thus he may hold it in reserve or learn another
tongue. The more fluency levels devoted to a language, the
better it will be spoken. Level 5 is only just distinguishable from
a native. Level 1 is suitable for “Help!”, ""Me hungry’’, and so
on. Fluency level can be used as a DM on a roll to understand
jargon or whispers, or when attempting to communicate
something unusual — in which case a very low roll might be
insulting to the listener!




If languages are used, it is advisable to have some patois
which is vaguely understood by all spacemen and starport
officials so that players can speak to someone. {According to
our dice, many patrons are Serbo-Croatian, and how many
players pick that to learn?) This also gives more point to
education, which didn’t seem much use originally.

Skill in Tactics

Tactical skill is difficult to simulate. In fairly large combats, use
simulatneous movement to brief written orders, then Tactics ex-
pertise can be used in two ways: first, the Tactician can ‘‘guess’’
the position (translation: he is told by the referee) of hidden
forces on the other side; in which case if he muffs the die roll,
the referee tells him a false position — so he shouldn’t know
what he threw on the dice for this, or he'd know he was being
lied to and take no notice — and second, the Tactician can write
his orders, or just move, after seeing what the other side has
done that turn. In either case he must throw 8+ to succeed, with
DMs of plus his expertise and minus the opponent’s tactical
expertise. Military personnel should, | think, all have fractional
tactics, especially if commissioned.
Leader Skills
Leader skill is even worse. However, one may find some use for
it, as follows: It influences the behaviour of the Leader’s
minions. If told to do something dangerous, or bribed, or
tortured, or not paid for a long time, etc., the minion must roll
his Loyalty score or less to obey orders or not betray his boss,
as appropriate. His boss may subtract his Leader expertise from
the die roll. (Loyalty will be covered next issue).
Leaders will be eligible for experience points for Leader skill
in the following situations:
On obtaining a commission for his group.
On successful completion of a mission.
Each time his DM for expertise on a Loyalty Check as
detailed above is both necessary and successful.
Military officers should have fractional Leader skill.
e T A ] S N T i . P A W

POISONS AND CHEMICAL WARFARE

Saving Throws

The basic saving throw is successfully achieved by rolling en-
durance or less on 3D6. This must be done three times. Those
failing to save at all take the Tertiary effect of the poison or
agent, those saving once take the Secondary effect. Those saving
twice take the primary effect and anyone saving three times in a
row has completely avoided any effects of the poison.

Saving Throw Modifications

Persons in vacc suits are immune to all gaseous poisons; persons
in filter masks or respirators gain a DM of —3 to their saving
throws against gaseous agents. First aid has the effect of an
additional DM to each saving throw of plus or minus the
attendant medical expertise, depending on the Medic's feelings
about the person he is treating. |f several medics are involved,
sum their expertise levels to get the DM. Assorted wide- or
narrow-spectrum immunisations and antidotes of varying DM
may be made available by the referee.

Masking when under Gas Attack
To successfully mask,himself the individual must throw his
dexterity or less on 3D6™.

Poisons and Agents
In general, a poison will have previously been rated by the
referee in the following:

Dosage: This is a relatively simple matter; it is suggested that
dosages range from 1-15, where they can usually be determined
by a roll of 3D6-3.

Effects: All three effects of a poison — that is, primary,
secondary, and tertiary — must be specified. The referee should

*The reason for using 3D6 in these throws is to allow for persons with
characteristics over 12. If the referee feels this is too harsh, alternatives
are to use two dice, or give a blanket DM of —3 to all saves, thus moving
the range of the scores from (3-18) down to (0-15), which is a bit gentler
or a blanket DM of —2, which means there is a slight chance of a 1
endurance surviving unharmed, and an equal chance of a 15 endurance
being poisoned.

draw up a random determination chart or specify all his poisons
before commencing play. Possible effects are:

Death Euphoria Insanity Paralysis
Stimulant Sedative Hallucinations Corrosion
Confusion Tranquiliser Convulsions Twitching
Nausea Choking Fever Blistering
Acute pain Weeping Blindness Irritation

Alternative effects are to add or subtract from strength,
dexterity, endurance, or intelligence, either permanently or tem-
porarily. Death should always be a Tertiary effect. Stinging
animals will generally use some poison that leaves their victims
amenable to digestion, such as a sedative or paralysing agent.
Persons with expertise in untested skills such as chemist or bio-
chemist might be allowed to design their own agents for
chemical warfare.

Speed of Action: This is given by a simple formula and the
characteristic of the poison. The formula is:

Time = Factor x Target Mass x Target Endurance

Dosage x Attacker’s Mass

Where Time is the time until the effects of the poison are felt;
Dosage is as detailed above; Target Mass is the victim’s mass in
kilogrammes (about 70 for an average human male); Attacker’s
Mass is either the weight in kg of the munition delivering the
chemical, or the mass in kg of the attacking animal, or the
amount in kg of poison introduced into the victim by any other
means; Target Endurance is either the player’s endurance or the
amount of damage required to stun an animal.

Factor is another item to be specified by the referee; nor-
mally roll percentile dice and call this the Factor in seconds.
Then by working out the formula the referee can warn the
adventurer when he first feels something is wrong. It is sug-
gested that the player then has a while to get medical aid before
being incapacitated. For example, the referee rolls the player’s
saves in secret and fails to save at all. Then after the period
denoted by Time the referee will inform him that he is feeling
the primary effect; after another period — not necessarily the
same — he is told that he is feeling the secondary effect; and
finally after a third period of time he is told he has suffered the
Tertiary effect. The process should not be irreversible until the
tertiary effect is felt. Until that point, help is still possible; if the
victim is hospitalised or given medical aid by a medic called in, a
fresh set of saves should be made against whatever effects
remain to be felt.

Cumulative Poisons

If a person has, for example, been fed small quantities of a
cumulative poison in his feed, or been repeatedly exposed to
cumulative toxins, the Dosage is regarded as being equal to the
sum of the individual Dosages the individual has previously
received. The same process can be used with catalytic poisons,
where one substance has no effect until a dose of a second
chemical is administered, whereupon the product of the
reaction between the two becomes poisonous.

Burst Radii of Chemical Munitions.

Anyone caught within the burst radius of a chemical munition is
regarded as being affected by the agent; he must commence
saving throws. |f outside the burst radius, he is assumed to
escape the effects of the chemical agent. Such agents seem to
persist in the burst area for periods of several hours to several
days before becoming harmless. Anyone passing through the
area in that time must save or take the effects of the agent.

Rough Burst Radius*
“Attacker’s Mass” in Metres

Munition Launcher

Grenade Rifle 1 kg 10
Grenade Launcher
Hand
"Shell” Sandcaster 50 kg 35
Missile  Missile Rack 100 kg 50
Bomb Missile Rack 1000 kg 100

*These burst radii are only a rough guide calculated from the burst radii
for roughly similar amounts of TNT:
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Generally, rain will clear an area more quickly, and the effects
will persist longer in vegetated areas. The effects will also be
more efficient in confined spaces. Decontaminants are normally
available as they may be improvised from such materials as
bleach; fire will almost always decontaminate. Military Chemical
Warfare Officers can normally specify roughly the Factor and
Dosage of their agents.

After the initial bombardment the agents will naturally tend
to spread and thin out saves for each additional ‘radius’ the
victim is away from the burst point. Also, persons outside the
burst radius will almost certainly have time to mask themselves.

“Antique Equivalents” of Chemical Agents*

Information on these is surprisingly easy to find, and a trip to
the library would well repay the effort. Here are brief details for
several war gases:

Phosgene: A few hours after exposure, the lungs begin to fill
with fluid, rendering breathing difficult; this leads eventually to
death by anoxia.

Nerve Gases — Tabun, Sarin, Soman: These are very similar in
effect. In only a few minutes, the victim develops influenza-like
symptoms, accompanied by twitching and vomiting followed by
confusion and drowsiness, convulsions, and death. The entire
process seldom takes more than 15 minutes, and is normally
considered irreversible without immediate first aid (injection of
atropine tartrate, | am told) and subsequent hospitalisation.
Even so, recovery is doubtful.

Hydrogen Cyanide: Persons affected by this have an increased
respiration rate, and generally die within a few minutes at most.

Cyanogen Chloride: This takes several minutes to affect a
person. The lungs and exposed skin become irritated; this is
followed by a decrease in the respiratory rate and choking, then
death.

Arsine: Taking up to several days to show its effects, arsine
causes heddaches and uneasiness, followed by chills and nausea;
its victim does not normally die, but remains anaemic thereafter.

Mustard Gas: Several hours after inhalation/contact, the victim’s
eyes and skin become inflamed. Blisters and ulcers on exposed
skin follow; then, finally, inflammation of the lungs, throat, and
so on, which can prove fatal.

Nitrogen Mustards: A group of gases with similar effects; up to
three or four days after exposure are required for the full effects
to show. First the eyes and skin become inflamed, followed by
the blisters characteristic of all mustard type gases, and
irritation of the lungs, nose and throat. Then, as a result, loss of
voice, followed by fever and severe diarrhoea.

Lewisite: A much improved(?) type of mustard gas that acts with-
in a quarter of an hour, first producing blisters and ulcers, then
blindness and irritation of the lungs, followed by death.

Vomiting Gases: A group (e.g. training and riot control gases)
which, like tear gases, are not normally fatal but can be so in
confined spaces. They take effect in a few minutes, irritating the
eyes and nose; then a headache and symptoms of a cold appear,
followed by acute chest nains, nausea, and vomiting.

Tear Gases: There are several of these, all with similar symptoms.
They take effect within half a minute normally, irritating the
eyes and lungs and causing weeping. Continued exposure results
in itching and an effect similar to sunburn on exposed flesh.
Severe exposure will cause blisters and nausea.

*The details of this section may well be inaccurate as | have little or no
chemical knowledge; however, | am fairly confident of their accuracy as
they are derived from declassified (and hence out of date) U.S. Army
chemical warfare manuals which, to my astonishment, | found on a
second hand bookstall in London.
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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.

DUNGEON MODULES
TSR Hobbies Inc.

B1 (Introductory Module) In Search of the Unknown — £2.50
S1 (Special Module) Tomb of Horrors — £2.50

At the end of Module D3
(reviewed in White Dwarf 11)
we were promised greater
horrors in a forthcoming
module Q1 — Queen of the
Demonweb Pits. So far we are
spared these horrors —
presumably that module is
still in development. However
two new modules have
appeared since then, and in
some respects they are as
different as chalk and cheese
so must be dealt with
individually.

Certain factors are common, however, to these modules and
the previous G and D series — the excellent format, for instance,
and the comprehensive way in which the scenario is introduced.
TSR’s high quality has not been in any way compromised, and
in S1 it has even been improved upon.

To deal with S1 first, this is another ‘tough’ module,
designed for at least 6 characters of 9th level or higher. Th_e
quest is to penetrate the crypt of a demi-Lich (though what is
demi- about this creature of enormous powers, apart from the
fact that only his skull remains, is arguable: the skull, in com-
bination with the special arrangements which have been made to
guard it, exhibits terrifying powers, and the ‘rumour’ which
players will hear at the start, to the effect that this being
possesses powers which make him well-nigh undefeatable, is well
founded!). The adventurers presumably hope to gain riches
from the quest, but there is more than an even chance that all
they will gain is their deaths, for this module is sprinkled ex-
tensively with subtle, insidious and carefully-laid traps, and it
will be a fortunate adventurer who manages to avoid them. (I'm
not giving secrets away — the players get this information at the
start).




One new feature is the inclusion of an illustration booklet
containing 32 drawings showing various features of the Tomb,
this can be used by the DM to show appropriate views to the
players as they adventure, each illustration being keyed to a par-
ticular area in the Tomb. This should add a great deal to the
atmosphere of the adventure, and the DM ‘who really cares’ will
colour the illustrations with felt pens to heighten the effect.

Another additional feature is a character roster for use with
the Tomb in the event that players do not wish to take their
‘own’ characters in (perhaps because they haven’t got characters
of the required experience levels); this lists 20 characters (with
race, class, experience level, characteristics and special items)
from which the party can be selected, and there are a number of
hints which the DM will find useful, particularly if there are few
players in his group.

As for the module itself — it is very hard and will be hard for
the DM to learn in advance, though this is an essential pre-
requisite of running it properly for it is much more subtle than
the G or D modules. Information which can be given to the
players beforehand is at the discretion of the DM, but | would
recommend DMs to give out most of the information otherwise
players will not get an adequate warning of what lies in store for
them. Not that the difficulty is in any way related to problems
in the text — once you have read it two or three times carefully,
you should find no information is lacking, though there is a
great deal to remember if you don’t want to slow down play
because of constant references to the text. This module was
originally used for the official D&D tournament at Origins / and

has been revised and up-dated to conform to Advanced D&D.
B1 is designed for the other end of the experience spectrum

and is included. in the new Introductory Boxed Set. It is
designed for use with Basic D&D, though ‘conversion’ to
Advanced D&D is a simple task.

There are a few differences between this module and S1, the
G series and the D series. First, there is an extensive section,
aimed at players and DM alike, covering hints on play — a sort
of code of practice. This is neither patronising nor pompous,
and newcomers to the game will find it a great help. Then there
is a character roster on the lines of that in S1, with 48 potential
characters, all of the first experience level, from which players
should select one each if they do not wish to roll their own
characters. There is a section showing the availability of non-
player characters — henchmen and hirelings — together with
their personalities (DM only!) and their character classes. For
the players at any rate, everything is done for them (if that is
the approach they wish) and if they only have a peripheral
knowledge of the rules concerning character generation and so
on, this could be of help.

The DM does have to do some preparatory work, in addition
to getting to know the setting — the dungeon is not fully keyed,
and the DM must prepare his monsters and treasure for each
location beforehand, using monster and treasure lists which are
provided. | was very pleased to see TSR avoiding the temptation
to advise the DM to choose monsters and treasure at random
from the lists — instead the DM is advised to make his selections
with care and with regard to the setting; he is encouraged to be
creative, and furthermore to create within the context — after
all, there is enough background information to make the setting
‘live’ in the mind of the DM who studies it carefully before
making up his mind.

So here we have something which is a valuable aid to
beginners, and even the experienced player or DM will have
something to learn from it.

The dungeon has two levels of which each feature is keyed in
the normal way to the explanatory text. The fact that the lower
level is hardly ‘designed’ at all may be regarded by some as an
expedient way of increasing volume without increasing labour,
but this is probably unfair for surely the newcomer should not
be encouraged to develop ‘complete’ settings without any scope
for further development? The closely-written 32-page booklet
should convince the sternest critic of the amount of labour
which has been devoted to the module.

On one point only would | sound a note of criticism — for
some reason best known to himself, the designer has used
Roman numerals as references. Now | don’t know about you,
but | don't find it all that easy to ‘work’ in Roman numerals —

when searching the map for XXXVIII it is fairly easy to misread
this as XLVI1, XXX, XXXXIV and son on, particularly since
the printing hasn’t got such a great contrast as | would have
liked. Ordinary numerals do the job much better (which is why
they were introduced in the first place, perhaps) and there is no
reason for ascending to these high cultural levels in what should
be a functional document.

From their different points of view, these modules add
another excellent contribution to the D&D library.

B1-9
$1-10

Overall:
Don Turnbull

DUNGEON FLOOR PLANS
Games Workshop — £2.95

From a distance, the front of
the package looks like an
early 1950's television made
of bright orange bakelite,
with a bad case of interference
right across the screen! |
suppose it is eyecatching. The
back, on the other hand, is
very informative, giving a
complete description of the
Dungeon Floor Plans, a clear
diagram, and instructions for
use. The package contains
twelve fairly thick cardboard
sheets, each printed (in colour) to represent flagstone flooring
(tan), rough stone and dirt flooring (grey), wood (brown) and
stone stairways (grey).

These sheets are not, of course, floor plans in themselves.
The idea is that the DM should cut up the sheets and use pieces
to lay out sections of his dungeon for the benefit of the players
to map his dungeon and/or move their character figures along.
An infinite number of dungeon sections can be created, suitable
for any role-playing game or small-scale combat simulation, but
specifically “endoresd by TSR Hobbies, Inc. for use with
Original, Basic or Advanced Dungeons & Dragons”.

The sheets are gridded into squares, and the lines have been
incorporated into the design so as to look not too unnatural.
The squares are to scale for 26mm figures, each being just over
2cms x 2cms and representing an area 5' x 5. The DM can cut
the sheets to any size or shape he requires, and there are enough
sheets to create a continuous series of rooms and corridors
covering an entire table-top. And considering it is all in two
dimensions, the effect is incredibly realistic — the floors are
cracked, the wood has a grain to it, the stairs even have shadows
to indicate whether they are ascending or descending. A half-
square of wood can be used as a table, or a chest, or as a door
which, when placed between the corridor and room sections,
automatically forms a wall-thickness of 2%:" scale. After years of
feeling very out of place on a bright green Cu/-de-Sac board, and
even sometimes simply roaming across a deserted table, my
characters can at last look quite at home on a playing surface
that looks attractive, is easy to use, adds atmosphere to the
game, and, not least, speeds up and simplifies combat.

There are only two possible criticisms: firstly, that laying out
a complete dungeon area might make it too easy to map, and
secondly, that the wall-thicknesses formed by the doors have to
be allowed for by the DM in his original plan to avoid distortion.

Other companies have tried to create this type of playing aid
before — Dungeon Decor and The Endless Dungeon are two
titles which come to mind, and I'm sure there are others — but
Dungeon Floor Plans are far the best designed and most usable
product, and, within the limitations of the cardboard, | can’t
think how they can be much improved.

They are sure to become an essential part of every DM’s
equipment, and at the price are a worthwhile investment.

Overall: 9 Peter Darvill-Evans
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The HOURI

character
class

by Brian Asbury

W ouris, or Nymphs of Paradise to give a better des-
cription, are a very specialist sub-class of magic-user,
their speciality being concerned with spells of
charming and similar abilities. They also have the
power to seduce single individuals and the ability to hide in the
shadows as thieves.

Prime Requisite for an Houri is Charisma (their voluptuously
alluring beauty being very evident), which must be at least 15.
Intelligence and Dexterity must also be at least 10. Houris may
use only daggers as weapons although at the referee’s discretion
they may also use long, thin pins such as hat-pins, which can be
easily concealed on the houri’s person and do 1-3 points of
damage. They may wear no armour; indeed, the less clothing
they wear, the more effective they are. Houris must be human,
elven or half-elven.

Experience Hit

Spells and Levels

Levels Points Dice (D4) 1 2 3 4 5 6
1 Novice 0 1 1 - - = = =
2 Flirt 2,000 2 2 - = = = =
3 Charmer 4,000 3 3 1 - - = =
4 Allurer 8,000 4 3 2 - - - -
5 Temptress 17,000 5 4 3 1 - = =
6 Enchantress 35,000 6 5 3 2 - - =
7 Vixen 70,000 7 1 4 3 1 - —_
8 Courtesan 150,000 8 B8 5 3 2 = ==
9 Seductress 240,000 9 6 5 4 3 1 -

10 Houri 330,000 10 6 6 5 3 2 -

11 Nymph 420,000 1 7 68 6 4 3 1

12 Nymph, 12th 510,000 11+1 7 6 6 5 4 2

13 Nymph, 13th 600,000 12+1 7 7 6 6 & 3

14 Nymph, 14th 700,000 12+2 7 7 7 6 6 4

(+100,000 (+1 per etc
per level) level)

Seduction

Seduction is an ability which is used against individual males of
the same or similar race as the houri. The houri’s percentage
chance of seducing is given by the following formula:

HOURI'S LEVEL

X 100
VICTIM'S LEVEL + MODIFIER(S)
Maoadlifiers:
Victim is a: Fighter +3 Assassin/Ninja +5
Thief +3 Druid +5
M.U. +4 Barbarian +2
Cleric +5 Half-elf/EIf +1
Paladin/Ranger +7 Gnome/Dwarf +2
Monk +8 Hobbit %3
Bard +3 Half-orc/Orc =1

These modifiers are cumulative, e.g. an elf-fighter has a modifier
of +3 (fighter) +1 (elf) = +4.

Elven houris subtract 1 from the modifier, but are limited in
progression to the 6th level (Enchantress).

A seduced male will drop his weapons, become oblivious to
his surroundings, and attempt to engage the houri in a
passionate embrace. In such a state he is extremely vulnerable to
any of the kiss spells (see below). However, if the houri does

18

attempt to use a spell on a seduced victim, he is allowed to
make his saving throw vs. magic. It this is successful, then he
realises what has happened in which case the seduction is
broken and he cannot be immediately seduced again. Breaking
the seduction, however, doés not affect the success of the spell
being used.

Seduction cannot be used in combat and cannot work against
other females except homosexual ones. The presence of other
individuals in close proximity (within ten feet, or obviously
watching) will reduce the chance of success of the seduction
attempt. For each outsider present, add 1 to the modifier.

Seduction lasts for a number of turns equal to five times the
houri's level, or until broken. It can be broken in a number of
ways, i.e. if the houri attempts to use a kiss spell as above, or if
she resists his attentions (the victim is allowed his saving throw
vs. magic each time she does so), or if the victim is attacked. In
the latter case, the seduction is instantly broken.

Seduction can only be used on a single individual at a time;
an houri may use the ability a number of times per day equal to
her level.

Example of the use of Seduction

Lirona the houri (third level) is attempting to seduce Thaddeus
Leaf the thief. The scene is the Red Dragon Inn. There are a
number of other people present but no-one is paying any
particular attention to the pair. Both are human. Thaddeus is
5th level.

Lirona’s chance of seducing Thaddeus is equal to 3 (her level)
x 100 divided by 5 (Thaddeus’ level) + 3 {modifier for a thief),
i.e. 300 +~ 8 = 37.5%. Lirona rolls 30. Success! Thaddeus is taken
in by her charms. However, a bar is no place for a romantic
liaison. Eagerly he accompanies her upstairs to her room, his
arm around her slim waist, not suspecting the fate that awaits
him when he gets there . , .!!

Optionally, the houri’s state of dress can affect seduction.
Add 1 to the modifier if she is heavily clothed, subtract 1 if she
is scantily or provocatively clad, and subtract 2 if nude. (The
latter state, however, will not be terribly practical under most
circumstances, and might well lead to arrest for indecent
exposure).,

Houri Spells

Level 1 Level 2 Level 3

1. Charm Person 1. Charm Normal Animals 1. Hold Person
2. Ventriloguism 2. Influence 2. Love Spell
3. Detect Charm 3. Transfer Charm 3. Resist Charm
4. Fascination*® 4. Jealousy 4. Suggestion
5. Silvertongue 5. Ecstasy* 5. Charm Giant
6. Impotence® 6. Dispel Charm Animals

7. Kiss of Healing** 7. Kiss of Strength** 6. Bodyguard
8. Kiss of Sleeping"* 8. Kiss of Weakness** 7. Kiss of

9. Kiss of Waking** 9. Kiss of Wounding** Slavery **
10.Read Languages 10.Communicate 8. Disguise
Level 4 Level 5 Level 6

1. Charm Monster 1. Change Sex 1. Heartbreaker
2. Resist Charm, 10’ 2. Hold Monster 2. Mass Charm
3. Lovesickness® 3. Kiss of Disfigurement** 3. Blown Kiss
4. Confusion 4. Kiss of Death 4. Kiss of

5. Hate Spell 5. Kiss of Change** Regression**
6. Enchant Female 6. Stop! Spell** 5., Geas

7. Kiss of Paralysis** 6. Kiss of Life
B. Kiss of Linking**

*Spell affects only male humanoids.
**No saving-throw allowed.

Notes

Houris cannot be lawful.

As an option, male equivalents of houris may be used, as the
Gigolo character class. Simply read ““male’” for female’” and
vice versa.

As a second option, the referee may give the houri a 15%
chance per week of contracting one of a variety of somewhat
unpleasant, contagious diseases!

Elven houris and human houris with 15+ dexterity have the
option of operating as split houri/thieves, gaining the abilities of
both but retaining the houri’s limitations as regard weapons and
armour. Of course they will need to gain the combined ex-
perience required by both classes to progress up the levels.



= HOURI 3

S ells ‘& Magic Items

Level 1
Charm Pwsun ﬁ\s per magic-user spell.
per mag spell.
Detact Q’iami : Enables the houri to ascertain whether an

individual or creature is under the influence of any kind of
charm or hold spell, i ing geas, quest, ion, ete. Range
= 6", duration = 2 turns.

Fascination : Affects a single (male) individual who will be
unable to do anything at all except follow the houri wherever
she goes, unable to take his eyes off her. If attacked he will try
to beat off any oppenents including his own comrades, In a
berserk fury, in order to continue moving towards the houri,
Range = 12", Duration = 20 turns,

Silvertongue : Enables the houri to lie so convincingly that the
recipient will believe anything she says {unless, of course, his
senses tell him otherwise; he will not, for example, believe the
houri if she tells him that 8 monster is attacking unless he can
see it). Affects 1-6 individuals, Range = 10”. Duration = 6 turns.
Impotence : The recipient of this spell becomes impotent for 24
hours, During this period he will attack at —2, and make morale
and saving throws at —2, Wisdom, Constitution and Charisma
scores will all be lowered by 1-3 points each for its duration,
and the character will fesl downright miserabie,

Kiss of Healing : Like most kiss spells, there is no saving-throw
against kiss of healing. This works as a cure lght wounds spell,
restoring 2-7 points of damage to an injured character,

Kizs of Sleeping : The victim of this spell falls into a deep coma
for 1-10 turns plus the houri's level and cannot be awakened by
normal means.

Kiss of Waking : The reverse of the above. This spell will also
negate a sleep spell.

Read Languages : As per magic-user spell.

Level 2

Charm Normal Animals : This affects any normal animals, e.g.
wolves, bats, lions, elephants, etc, but not giant animals or
monstars. It will affect 1-20 small insects, 1-8 small animals
{bats, rats, small birds), 1-4 medium-sized animals {dogs, lions,
leopards), or one single large animal such as a rhino or elephant.
Range = 12", Duration = B tums + leval of Houri.

fnfluence : A very subtle variation on charm person. The
recipient of this spell is completely unaware that he is charmed
and behaves normally in all respects excapt that he must obay
any order the houri gives him. {Exception: orders to the victim
to kill or harm himself will be ignored. He will simply not hear
them.) The victim will obey the orders chearfully and believe he
is doing so because he wants to. Influence is so subtle that it can
be detected only by an houri of the same level or greater than
the one whocast it. Range and duration are as per charm parson.
Transfer Charm ; This spell transfers control over a charmed
individual to another person, e.g. if the houri encounters
someone who has been charmed by another magic-usar, she can
use this spell 1o transfer control over that person from the
original caster to herself {or, indeed, to someone elss). Range
12", Duration as per the original charm spell used.

Jealousy : This affects 1-6 persons causing them to become
jealous of each other to the extent that they will ignore the
houri or eny other source of danger present and quarrel amongst
themselves for 2-8 turns. There is a 20% chance of such an
argument leading to blows and, if it does, there is an additional
20% chance of the fight being to the death, N.B. if the fight is
not to the death, then the combatants will come out of the spell
when hit. Range = 6",

Ecstasy : This sffects 1-B levels of male, humanoid characters,
The lowest level characters are affected first, then the next
lowest, and so on. Victims fully affected sit down and stare at
the hourl, completely entranced and offering no resistance to
anything she does to them (short of actually running them
through). Partially h are affected in a similar

Suggestion : As per magic-user spell.

Charm Giant Animals ; This affects any giant animals of any
kind, including enchanted types such as Phase Spiders. Such en-
chanted giant animals save vs. the spell at +3; otherwise, it
functions as charm normal animals,

Bodyguard : This affects aff characters and creatures of 1-3 hit
dice within a 30 ft radius of the hourl. Any of these who fall to
save vs, magic will immediately disregard their previous purposes
or allegiances, leap to the houri's side, and form a protective
ring around her defending her from all il even their own
comrades, Mote, however, that they are not actually charmed.
After they have sucessfully protected the houri from immediate
danger they will become catatonic for 14 turns before returning
to normal. Range = 6",

Kiss of Slavery : This is actually a charm person spell with no
saving throw. Checks to break such a charm are made after
rwice the normal duration. A vietim of this spell will obey any
order unguestioningly.

Level 4

Charm Monster © As per magic-user spell.

Resist Charm, 10° Radius : As resist charm, except that it
protects gll persons or creatures within a 10 ft radius of the
caster. Duration = & tums + level of houri.

Lovesickness : Affecting a singla male victim, this spell makes its
recipient become so much in love with the houri that as soon as
he loses sight of her, he begins to waste away, he goes off his
tood, turns to drink and becomes a general wreck, fighting at
—7. As a result he will die of malnutrition in a number of days
equal to his constitution seore plus 4, and there is also a 10%
chance of him committing suicide, What's maore, if the houri
tells him to go away, he is compelled to do so. This unpleasant
condition may wear off as charm person, but otherwise must be
treated by cure disease or a love spell, which will make him fall
in love with someone else instead. Range = 8",

Confusion : As per magic-user spell,

Hate Spell : This works in & similar way to love spell, but has
the reverse effect, |.e. the victim will hate either the first persan
he/she sees, or the person of the houri’s choice. The victim will
then either attack that person, or plot to kill him/her. After the
object of the victim's hate has been killed, he/she will revert tg
narmal, Dtherwise the spell wears off as charm persan

Enchant Female: This spell must be used in conjunction with a
spell which would normally be effective only upon a male
vietim, a.g. fascination or lovesickness, and enables the hourl to
work that spell upon a female victim. It would also enable an
houri to seduce a female . . , Range and duration are the same as
the spell it is used in conjunction with.

Kiss of Paralysis : This causes a paralysis which lasts 1-4
game-days or untll the houri removes it with a second kiss,
whichever is shorter.

Kiss af Linking : This links the mind of the houri with that of
another character for 2-8 game-hours, and during this period the
two will think and act as one person, The hourl will be able to
speak through the other person, and even cast spells through
him/her. There is, however, a 10% chance of their minds ending
up in the wrong bodies when this spell wears off. The spell must
be allowed to last at least two game-hours, or the chance of a
mind-switch increases to 50%. Should one of the two linked
characters die, then both minds will end up permanently in the
body of the survivor, i.e. he/she will become a sort of “split
personality™.

Level 5

Change Sax : A spell to alter the sex of any humanoid creature,
This is such a traumatic change that, unless the victim has sub-
mitted to it voluntarily, he/she/it will be automatically confused
for 1-10 tumns, and also there is 8 5% chance that it will cause
permanent insanity, Range = 12", Duration is permanent, unless
dispelled or reversed,

manner, but are allowed a saving throw, fully aff |
characters are not,

Example: Lirona, using this spell on three 1st level and one 3rd
Igvel character rolls & on a D8 and so can affect & levels. The 1st
level characters go under immediately, but the 3rd level one Is
only partially affected and |s allowed a save vs. magic. Range =
4", Duration = 1-6 turns + houri’s leval.

Oispel Charm : Removes any kind of charm if successful, How-
ever, the reciplent has a taving throw against it, Range = 2

Kiss of Strength © This works exactly as a strength spell,

Kiss of Wounding : Affects the victim as would an /nflict fght
wounds spell doing DG+1 damage with no save.

Kiss of Weakness : This removes 2-8 points of strength from the
victim for 24 hours. After receiving such a kiss, the vietim will
be completely helpless for 1-10 turns.

Communicate © A spell to enable the houri to communicate
with any i igent in its own language. Duration = to.
houri's level,

Lavel 3

Hold Person : As per cleric spell,

Love Spell : This spell requires some tem belonging to the
intended victim for it to work such as a lock of hair, nail parings
or the like, The spell is chanted over the item and it will cause
the character to whom it belongs to fall in lova either with the
next person that he/she sees, or with a person of the houri's
choice, or, if the vietim is male, with the houri herself. Duration
85 per charm person.

Aesist Charm : This hedges the houri around with a protective
surd which makes her immune to any kind of charm or hold
spell including gess, guest, suggestion and bardic charm.
Duration = 6 turns.

Disguise : Similar 1o the change self spell of illusionists In that it
causes all creatures failing to save vs. spells to believe that the
houri 1s a female of their own race or species. This spell ako
enables the houri to be able to seduce any male creature
believing the disguise spell. Duration = 4 turns + the houri's level.

Hold Me : As magic-user spell,

Kiss of Disfigurement : This parmanently reduces the charisma
of the victim to zero, le, he grows homs, an extra nose,
becomes covered in warts, develops a vile body stench which
makes a skunk seem like Chanel No. 9, gains an impossible
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Level 6

Hearthreaker : A spell to induce a sudden heart attack in its
recipient. A save vs. magic Is allowed. I the saving throw is not
made, the character then rolls under “probability of surviving
spells™ as per Grayhawk p9. |f the character does not survive, he
or she is dead, If hefshe survices, the character will be totally in-
capacitated for 6 + DB game-weeks. Hefshe will also per
lose a point of strength end & point of constitution,

speech impediment, etc, and is r d generally repulsive. As
a result the victim becomes shunned by humanity. Anvone
whom he tries to approach will instantly attack him, including
his friends and relatives. Small children will follow him about
throwing stones at him . . . pigs will cross the street to avoid him
. .atc, ete, etc, ad nauseum.

Kiss of Death : The anly kiss spell for which a saving throw is
allowed. The result of not making the saving throw is obvious,
Vietims successfully saving vs. magic merely lose half of their
remaining hit points.

Kiss of Change : This spell affects its victim as polymorph
others except that it is not permanent, As with most other kiss
spells there is no immediate saving throw but the victim may be
able to break free of the spell after a period of time, depending
upon his constitution, Checks are made on the following basis,
and if the character then saves vs. magic, he reverts back to his
normal form:

Constitution Check Every:
up to 6 3 weeks
7-9 2 weeks
10-11 week
12-15 2 days
1617 day
18 12 hours

Stop! : In casting this spell the houri performs some action such
8s suddenly removing all her clothes which causes alf activity by
living beings within a 20 ft. radius of her to ceass immediately
for 14 melee turns. Note, however, that this spell is not
equivalent to time stop for only living things are affected and
any creature touched whilst the spell is in operation immedi-
ately breaks free of i1, There is no saving throw against this spell
and protection devices do not work against it.
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and will have a 5% chance of a further heart attack every time
helshe exerts his/herself from then on. Range = 6"
Mass Charm - As per the magic-user spell, except that it warks
as a clerical hold spell rather than charm person, Range = 18",
Duration = 9 turns + level of houri
Blown Kiss : This enables the houri to use any kiss spell of levels
1-5 at long range without physical contact. It must be used in
conjunction with another spell. Range = 12"
Kiss of Regression : This causes its victim to regress, both
physically and mentally, into an infant. It can, however, be used
to negate the effects of a Staff of Withering. Duration =
permanent unless dispelled,
Geas . As per magic-user spell.
Kiss of Life : The houri equivalent of a clerical rafse dead spell
with the usual limitations of that spell. The usual check against
constitution must be made to determine whethar the character
is raised successfully,

Houri Magical items

Houris can use any items of magical jewellery including rings,
necklaces, scarabs, etc, plus magics! daggers and items usable by
all classes. They may not use wands, staves or rods of any sort,
and they are not allowed to use other magic-user items except
those concerned with charms or charming,

A Manual of Advanced Lovemaking will enable any houri
reading it to instantly gain one full level of experience,
However, anyone else reading it will suffer 2-16 points of
damage plus the effects of a kiss of weakness spell,

A Lipstick of Irresistibility gives its wearer a limited &/s of
slavery ability, the effects lasting ss 8 double-duration hold
person spell, Each stick Is good for & applications and each
application lasts for 1-6 kisses.
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by Rowland Flynn

Chapter Slx
THE FACE OF HELL

With the secret of breaking the Wind Demon’s
power over Farrondil city in their hands,
Hero’s Quest-companions are outwitted by
treachery: sorcery violates the ancient ban of
the Plain of Darkness, and terror swarms on
Farrondil as the Undead begin to march . . .

here was a brief respite while the
shadow of ancient dread loomed
and thickened over Farrondil. Far
over the river, the tolling sounded
with dim insistence, and crawling
forms obscured the plain’s surface, boiling out
from where Hellmouth Cave sank like a
festering wound into the roots of the
mountains, But in the city was a time of
respite, The pale, curse-weakened King was
carried home to lie in state and silence;
wounded Gorwin rolled in pain while his
brother Caspar tested the trueness of fresh
arrows for what must come; the horses
broken in that last vain gallop were led away.

In gasps Hero told the tale of questing,
strife and loss; of victory on victory, of
secrets won and brought home; all vain in the
face of this final doom.

“Say not that,”” said Pursio. “We have
endured much and may endure more. See to
it that the guard is called out to hold the
bridge.”

“Would we could tear it down,” zaid
Madoc bitterly. "’A bridge of living rock!"

*If wishes were stallions — —"" Hero began,
but paused at the growing tumult without, ‘A
storm brews?"" he said. Indeed great winds
were abroad in the streets of Farrondil; great
howling blasts which (they now heard)
wrenched glass from windows and whirled the
fragments in tinkling ruin along the streets, as
though they were autumn leaves.

“Nay,’ said Pursio heavily. ‘We forget our
oldest bane, The Wind Demon stirs."

Madoc rubbed his chin. “But of course:
chaos unleashed, across the Yazz, is calling to
chaos bound: thus the Demon runs amok."”

“We thank you for your wise words," said
Hero. “Tell us now how we may deal with
this peril within before that without is upon
us! — but no, | am a fool: Verokin told all.
Let the guardsmen bring the Lodestone from
the chamber of Judgement.”

““There needs also the Swan Bones,” said
Pursio.

“Which are here,’”” said Hero, withdrawing
from his pouch the small bag of so potent
talismans. He fumbled with the cord.

“Hero,” said Pursio. “Tell all the others
the power of the Bones . . . "'

Hero paused. “The power of chaos:
conjoined with the Stone’s power of law, they
will subdue the Demon. So said Verokin, But
alone the bones will but turn all things to
old.”
¥ “Yes.”” screamed Pursio — and Hero
dropped the bag as though it were a
venomous snake. “| see,’” said Hero dully,
“We cannot wield the Bones without
destroying ourselves.”

“A pretty statue you'd make,’ said Pursio,
“But | think Master Madoc has a word to
savllf

Madoc mused. “Indeed | do. Gold cannot
be turned to gold, so tongs wrapped in
gold-leaf should protect us from the magic.
Let Paiton the goldsmith prepare some such
tools.”
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The Demon's wheeled cart stood motion-
less at one end of Farrondil’s longest street,
its dull-eyed slaves still chained before it;
from its mouth came a ceaseless gale, driven
by lungs which drew no breath. Blood lay on
the cobbles where a man, or more than one,
had been tumbled the full length of the street;
ruined glass, broken stone and goods sucked
from windows by the blast still rolled and
slid: a scene of horror beneath the sinking sun
which now turned all things to blood.

From behind crept Hero, holding a Swan
Bone in the improvised tongs of protection
and feeling that to attack such power with
such puny folly was like to prove the last act
of his life. Beside him toiled Morgen and
Madoc with the Lodestone, which for all its
vaunted potency seemed but an ugly shard of
granite. And behind was Pursio with the bag
of six remaining Swan Bones.

“MNow,” whispered Hero as they neared
the Demon’s vast, glistening back. The
Lodestone was swung to smite the giant body
with a dull clang; the bone struck lightly on
the same instant; there came a blinding flash
which seemed to sear their eyes from their
heads. The winds fell . . . and then began to
rise again. The bone fell to powder; the Stone
endured. “Again!” shouted Hero frantically,
for the Demon’'s great hairless head was
beginning to turn, the hellish blast from its
mouth smashing in the windows and walls of
houses yet untouched. From Pursio’s bag
Hero took a second bone; again the Stone
swung and again the lightnings were
unchained; again the wind died, only to rise
again.

“And then there were five,”” said Pursio
grimly, looking into the bag he held. “What
now, good Hero?" The winds were beginning
to rise about them as the Demon strove to
turn his head still further; very soon they
would be smashed like flies against the walls.

*“Stone and bone, even in alliance, are not
enough,” Madoc deduced. "Chaos rises across
the Yazz and here chaos is strengthened.'”

“Then our power too must rise,’”” said
Pursio into the growing gale. “Earth-magic,
name-magic, moon-magic . . . has any of us
the smallest scrap of power?"’

Hero gasped. "“The name! — Quick,
again!" The Stone clanged and a third bone
touched; as the great flare of light came, Hero
cried “Be stilll | command you — Mikool!"*
And everything came to an end.

* * *

It could only have been for moments that
they lay stunned by that blast of power. They
stirred, and found the air calm and the sky
clear. The Demon's head was fully turned,
and its blank eyes aimed at Hero: as he stiffly
rose, the monstrous lips spoke for the first
time. “Master.”

“l knew vyou not for a master of
namelore,” said Pursio,

“Nay . .. but Hajjin named the Demon
when first he came to Farrondil. | but recalled
it; almost too late.”

"So ends the peril within,” said Madoc.
““But that without is greater and more terrible;
let us to the walls at once."” Their hearts grew
heavier as they ascended to the heights. It was
already plain from the swelling bell-sounds
that something drew nearer; from the city's
high crenellations, Hero and his men now
began to perceive what swarmed across the
plain. Undead, indeed: a countless host of
things lean as skeletons, The light of the dying

sun glinted red on swords and shields, and the
glints showed in flickers through the torsos of
this marching horde. Skeletons indeed they
were, though not of clean and sunbleached
white: ancient corruption had blackened and
stained the bones; on Farrondil there marched
the armies of the night. ,Behind, cowled
monkish forms urged on the horrid host; at
the rear was upraised a high black frame like a
scaffold, from which swung the dread Bell.
Toll toll toll . . . it was the knell of Farrondil
which sounded . . . toll toll toll ... the black
leg-bones marched all in perfect time to the
drear dead sound of the bell . . . toll toll
toll . . . the hopes of all men were being
slowly tolled away . . .

It was Pursio who broke the spell. “W
stand afeard of noises and dry bones! Things
to frighten children of nights! Come — our
swords can splinter some of these.”

“They near the Bridge,” said Hero. “We
must lead the army lest Farrondil fall into
despair.”

But they could not rush straight to battle.
Guards needs must be set, men charged to
restore the sacred Lodestone to its hall,
weapons chosen. The remaining able men of
the Quest resolved to lead the battle; it was
expected that they should hold some far-
found secret of victory; Hero could not break
them now by announcing that the small
victory over the Demon was won, and no
more could be hoped for.

For rank Gpon rank of the undead swords-
men were crossing the wide stone span of
Black’s Bridge; their steady and untiring
march had brought them more quickly than
any had thought possible; it was for Hero's
men to rally the tiny forces, who already fell
back before the illimitable ranks of ebony
bones and black iron swords.

“Arrow-work is folly,” said Caspar as he
surveyed the foe. ““See!" His arrow whistled
to strike a front-rank Undead where his heart
should have been; it ricocheted clean through,
and feil. A second arrow took his target in the
empty eye-socket; unfaltering the living
skeleton paced on with fifteen inches of
arrow-shaft protruding from the empty
socket, the red-and-blue fletching waving in
horrid gaiety. The skull's blackened teeth did
not — could not — waver from their fixed
eternal smile. And behind: toll toll toll . . .

“A charge!” cried Hero before panic could
rise. “We must hold the Bridge.” With the
Company's example before them, the Guard
of Farrondil charged to meet that first rank of
undead. The Bell's note alerted a trifle as they
came, and a hundred swords were raised; the
lines closed and the swords fell, rose and fell,
rose and fell, wielded in perfect unison by a
hundred dead untiring arms, still keeping
horrible and maddening time with the steady
tolling of the Bell, Those like Hero who
caught the rhythm were able to strike down
skeleton after skeleton in the pauses between
the predictable strokes of the undead: and
each skeleton, when struck by iron, fell in a
heap of bones. But those who failed to mark
the timing were battered down by the tireless
blows: so died Morgen and half a hundred of
the Guard.

Toll. The undead hand brought down a
sword. To/l. The sword rose, and Hero leapt
forward to shatter the skeleton. Toll. Arm
weary, Hero stepped back as another black
sword fell. Toll . ..

And the bone-mounds grew, a menace
underfoot; and to those who had caught the
rhythm of this grim fight came the sick know-
ledge that all would be in vain: that flesh and




blood must tire while cold enchanted bone
can swing and swing to hew men when once
they faltered in the deadly dance.

A new note from the Bell, and the undead
were stilled, Jubilation was lost in woe as
Farrondil’s failing men saw what the cowled
things' magic now achieved: beneath their
feet the fallen bones' knitted together and
were made whole, to rise anew. Rhys perished
then, caught by a sword from below; the brief
line of his death-song was overmastered by
other screams and the deadly tolling which
filled the world,

“Back,” called Hero, smelling despair. “To
the gate.” The bony legs which did not tire
followed Farrondil’s retreat . . , but Pursio
was tugging at Hero's sleeve. “Master,” he
said. "It called you master; call it now . .."”

Hero shrugged, and said without hope:
"“Come, Mikool!" and from the city came a
great roar of wind., The eastern gate burst
open, blown from its hinges; out rode the
Wind Demon on its lordly carriage, still drawn
by the haggard and leprous slaves.

"“Aside, Farrondil!” shrieked Pursio,
"“Beware the wind!"" And he pulled dazed
Hero from the space now opening between
the skeletal horde and the Demon, And the
Demon blew.

Like chaff the dry bones were scattered;
some into the Yazz and some across the plain.
Still the hordes pressed on, urged by the Bell
and its foul monk-attendants . . . now so
solidly massed that the Demon could scarce
affect them.

“Blow on!" said Hero. “But, Pursio, | see
‘tis not enough against the horde. What
now?"

“The Bell drives them,” said the little
man. ""Silence it and you still them. Methinks
Caspar’s bow has a use after all."”

But Caspar demurred, pointing to the rope
of the distant bell: ““Cut that with an arrow?
“Twill be spent and useless at such distance."

"We have magic also: four Swan Bones
remain,” said Pursio as he took out the bag.
“My thought is that we might tie a bone to an
arrow, Caspar, and have you change this bell
to gold with your shot.”

“A golden bell, an iron bell:
difference?”

“Nay,” said Hero, “gold is no bell-metal
and must dull the note.”

To his disgust, Pursio found he must
sacrifice the gold-wire ornaments from his
jerkin, to attach bone to arrow: the power
could not be wasted on any mere arrow, and
the bone needs must be fixed with wire and
not let touch the shaft — a difficult task even
with the tongs Hero still had in his belt.

“Be still, Mikool,” Hero presently said:
and the winds died. The foremost line of
skeletons, leaning into the wind, at once fell
in a heap. Laughter rose from Farrondil’s
straggling lines, yet was swiftly stilled as the
black tide poured forward once more,
merciless and implacable. But Caspar fired his
bow. The shaft flew over the heads of the
black horde, yet not quite high enough: a
sudden sha p note from the Bell, and each
skeletal hand flung its sword on high, so that
a dark blizzard of iron rose in the air above
this army of the night. A bright flash
somewhere among the whirling blades showed
where the arrow struck, and” where a golden
sword fell useless to the ground: another bone
was spent.

“Very well,'” said grim Caspar. "'l must
essay the high shot.” He nocked a second
arrow with care and aimed into the sky. High
it soared, the gold wires catching the last rays
of the sun, and cleanly it fell toward the
gaunt black scaffold. But thereon stood one
of the cowled figures, mouthing words in a
grating whine which tormented the soul; some
spell from the deep roots of the mountains.
The arrow veered and turned about, rising and
falling along the path it had taken, now
catching the sun with an evil gleam: Caspar
dived aside, but too late, for the arrow
pierced his arm and took him in a flash of
brilliance. Hero was left looking down upon a
golden statue bearing a golden bow,

“It is the end for us all,” he said softly.

“Never,"” said Pursio. “There is no end

what

until the last of us has died beneath those fell
swords. Come, unleash your Demon's power
and let us make a last charge.”

“Oh, how | loathe these unclean magics!"
cried Hero, “If only honest swordplay would
prevail — but no, it is not to be. We must use
whatever foul tools we have. No charge,
Pursio. No — a last attempt on the Bell.” He
walked to where the Demon squatted and
leapt upon its platform, averting his gaze from
the slaves he could not help. "Blow!"" he said.
“Blow your hardest, Mikool! — And follow
me, men of Farrondill”

Madoc and Pursio leapt up beside Hero as
he urged the slaves forward; the great carriage
began to move, Mikool blasting Undead from
before it with renewed vigour. Behind, the
men of Farrondil crept cautiously; before, the
Bell began a louder tolling, and the unending
black armies of bones began to mass anew on
the Plain of Darkness for a fresh assault upon
the Bridge.

Forward rolled the demon-cart; backward
reeled the skeletons as Hero spurred his
monstrous and loathed servant to vaster

eff

despite the reanimated skeletons which rose
perpetually from the crushed and acrid dust
between the wheels, and assaulted the cart’s
low sides; it was with weary sword-arms that
Hero, Pursio and Madoc came to the far side.
But the slaves could not be harmed by the
sword; the skeletons' swords shattered on
their wasted forms as once had Hero's axe on
their chains, so strong was the binding
enchantment which doomed them to pull
Mikool.

"They must Ye wicked to deserve this
curse,” murmured Pursio,

Now the massed might was clustered
before them; from its very heart rose the
Bell's black scaffold.

“This is the test,” said Madoc; “and this is
where we fail.”

"“Blow harder, harder yet!" cried Hero.
“Your master commands you, Mikool! Spend
all your power and blow, blow, blow!" And
the Demon blew its last: a tremendous blast
which darkened the plain for miles about with
the black bones of scattered skeletons, which

opened up a clear path to where that sullen
and immovable scaffold stood . . . and which
burst the Demon’s great brass form into
uncountable fragments. The slaves stood
dazed and free for one instant, and fell to
dust.

There was no time for pondering.
Springing from the cart, Hero ran forth, and
Madoc, and Pursio a little lagging since his
strides were short. In their path there rose
suddenly a cowled monk-thing which raised
its wispy wraith-like hands against them,
calling in a high voice words of power to
shake the soul, Hero stopped his ears,
grimacing; but Madoc did not pause. 'l know
your lore, wraith!'' he grated, " Yngvi isal-ou
se!” His remembered charm halted the thing
for an instant, but then it flung itself at
Madoc in a flurry of tattered robes. Hero
could not pause: he ran on to the Bell,
hacking aside a few stray skeletons, and leapt
upon the black framework. To/l, toll, toll . . .
the clangour was deafening, and all about
fresh evil stirred as shattered bones rejoined.
Toll, toll, toll . . . Hero swung a great stroke
at the bellrope; and for the third time since
the evil had begun in Farrondil, his weapon
broke in bright fragments.

He had no other weapon. But: “The
Bones!’’ cried Pursio from behind, parrying a
skeleton’s attack with one hand and flinging
the tiny pouch with the other. “Use the
bones!"

The protective tongs were no longer to
hand; Hero fumbled through the thin,
charmed cloth of the bag so that a bone
protruded. A fleshless hand tugged at his shoe
as he strained to thrust this bone to where the
great Bell still swung in intolerable tintinnabu-
lation. With a final effort of sinew and will he
stretched his arm further than he would have
thought possible — and touched bone to bell.
The flash came. Bell and bellrope shone a
sudden, cheerful gold, all blackness fled; the
golden clapper struck dully against the golden
bell, and the ancient things from Hell-Mouth
Cave faltered wherever they stood. Then,
overcome by the massive weight beneath, the
soft, pure gold of the bellrope stretched and
broke, and the bell plummetted to the
ground. It struck the base of the wheeled
scaffold with a fearful crunching sound; the
scaffold tottered, and fell in its turn as Hero
leapt painfully aside.

Pursio lay wounded — but alive, with
bones all about him, The last of the light was
dying in the sky. On all the battleground
there was no motion save for the few battered
men of Farrondil, amazed still by the sudden-
ness with which their implacable opponents
had fallen. Of the monk-spirits there was no
sign; but everywhere lay black bones, bones
no longer held together by any sinew or en-
chantment. A pang of grief touched Hero as
he saw the one white skeleton which lay
nearby: it could only be Madoc, flesh stripped
away in that final, fatal encounter with the
ragged monk-sprit which had barred the path.

“Not in vain, my friend,” said Hero,
covering the naked bones with his cloak. “"Not
in vain."”

- * *

In Farrondil that night were sad and merry
moments. Merry when the toasts of victory
were drunk; sad as the names of the lost were
honoured and Madoc, Anvar and the rest
remembered for a little time. King Lodwick,
though weak still, was merriest of all and
liberally granted lands to Hero and others
from his newly-won domain across the Yazz;
the final Swan Bone was kept for the Royal
Treasury (already swelled by a golden sword
and a golden bell: the statue of Caspar was
inviolate, an honoured monument), but Hero
was granted a boon of his choosing. In the
feast-hall he turned to meet the clear eyes of
the Princess Allathea and knew just what that
boon would be; but knew too that one day he
and faithful Pursio would ride again in search
of the unknown wonders still to be found in
the Valley of the Four Winds.

THE END
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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.

New Spells

Laser (Evocation)

by Phil Masters
Usable by: Magic-User
Level: 4

Range: 718"
Duration: 2 segments

Area of Effect: Beam of negligible
width

Components: V,S,M

Casting Time: 4 segments

Saving Throw: Neg.

This spell causes an intense beam of light to spring from a ruby of at least
150g.p. held in the caster's hand. The beam can be used for amputation
of an infected limb of a stationary friend — 70% chance of a clean cut
with no serious bleeding; to cut through a lock or metal bars — %
segment to cut an inch slot in an inch of iron; or as a weapon doing 2D6
heat damage +1/level of the caster above 8th. Any who save have dodged
the beam. The following barriers have no effect on a laser: shield spells;
Leomund’s tiny hut; or wall of fire, A wall of ice stops the beam but has
a ¥ inch diameter hole melted through it in the process. Mirror surfaces
or gaze reflection spells deflect the beam and bright red clothing may do
so — 50% chance for very clean, highly coloured robes. The material
component — the ruby — shatters on completion of the spell.

Mirage (lllusion/Phantasm) Reversible

by Phil Masters

Usable by: Druid Area of Effect: 8" diameter circle
Level: 6 Components: V,.S.M

Range: 718" + 4" /level Casting Time: 7 turn

Duration: Special Saving Throw: Special

This spell has two possible effects: to create a mirage of a large object
(castle, city, mountain, sea, etc.) on the horizon; or to create a zone of
shimmering, confusing light around a party. Since the spell employs
tricks of atmospheric refraction, it can only work above ground on a day
that is at least warm and preferably hot. The material component
required for the first effect is a small, fairly realistic model (a clay
“castle’’, a puddle for the sea, etc.). This must be placed in an open area
and not be moved, otherwise the spell is broken. Movement in the mirage
can only be created by the use of a “working model”” — if a smouldering
rag is placed in the “castle’, the mirage can appear to be on fire, etc. The
mirage is totally convincing, but it always remains the same distance from
the viewers. It is dispelled if the caster is slain, moves out of range of his
victims, chooses to stop the spell, or if the temperature drops below
warm.

The second effect utilises a clear crystal phial of pure water instead of
the model. This must be held by the caster in an open space. The spell
can then be cast to effect a 6" diameter circle anywhere within spell
range. The effect continues as long as the caster is within range and the
phial is displayed, the caster negates it or the temperature drops below
warm. Dispel magic or darkness cast on the area or caster negates this
effect. Magical co/d aimed at the caster, wrecks either mirage. Other
spells can be cast into the affected zone, but none can be cast within it.
All blows are struck at —4 within the mirage and all within or entering it
must save or become confused for 3D4 rounds.

The reverse spell, counter mirage, simply negates any and all mirage
spells cast from or functioning within spell range. The materral com-
ponent for this is a drop of water.
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Sword of Warning (Invocation)
by Phil Masters

Usable by: Cleric

Level: 5

Range: 4”

Duration: 5 rounds/level

Area of Effect: 7 person or location
Components: V.S

Casting Time: & segments

Saving Throw: Special

This spell can only be cast in a location with at least 15’ between floor
and ceiling (or any other solid obstruction overhead, e.g. archway, cliff
overhang, etc.). When casting the spell the cleric gestures to the point or
person desired and immediately a great broadsword, shimmering with
white light, appears 10’ (or more if necessary) above the victim or
position and apparently suspénded by a slender thread. The victim —
which must be at least semi-intelligent — automatically looks at the
sword and is immediately paralysed unless it has eight or more levels or
hit dice in which case if it saves it avoids paralysis and can jump clear.
Magic resistance may prevent the sword from appearing. Beings paralysed
may speak but cannot cast spells, If the spell is cast in a portal, any not
of the caster’s party or actively hostile to the caster must save to pass
safely beneath. If any pass inadvertently beneath the sword (e.g. if the
sword is screened from one approach) they do so normally, but on seeing
the sword must save or faint for 2D4 rounds from shock. Victims of
animal intelligence gain +3 on saves; non-intelligent beings gain +5. The
sword remains until it falls or the spell expires. If the caster is within 7"
he can order it to fall. Alternatively he can instruct it to fall in specific
circumstances — e.g. if a goblin passes beneath, if any living thing passes
beneath, if a paralysed victim orders its minions to attack, etc, The sword
hits automatically for 56D8 with a 50% chance of system shock — save vs.
system shock or slain — and can strike anything vulnerable to magic
weapons or lightning. The sword is a symbol of divine displeasure and so
cannot be used against gods, demi-gods, named demons or devils, or
members of the caster’s religion. It can obviously function as a trap but
care should be taken regarding alignment.

Oath (Conjuration/Summoning)
by Roger Levy
Usable by: Cleric
Level: 7

Range: Touch
Duration: Special

Area of Effect: Creatures touched
Components: V,S.M

Casting Time: 7 round

Saving Throw: None

This is used to seal a bond, bargain or verbal agreement between two (or
more) willing participants, not including the caster. If anyone sub-
sequently wants to break the oath, he must first save vs spells (—1 for
every level above first of the caster) or take 1D8 damage. If he saves, he
still takes 1D4 of damage, but the oath is broken and also negated for the
other participants.

Magic Messenger (Conjuration/Summoning)

by Michael Watts
Usable by: Magic-User
Level: 3 Components: V.S
Range: 0 Casting Time: 6 segments
Duration: until fulfilled Saving Throw: None

Area of Effect: Special

When this spell is cast a small silver sphere with a mouth upon it appears.
It can be instructed to carry a message at any specified time (e.g. “"Tell
Selden the sage if | die” results in the message being delivered when the
caster dies. The sphere travels invisibly and at a speed of 28'* by the most
direct route to its destination where it materialises to deliver its message.
Detect Undead (Divination)
by Declan Logue

Usable by: Cleric

Level: 2

Range: 3

Duration: 7 turn/level

Area of effect: 77 path
Components: V.S,M
Casting Time: 7 segment
Saving Throw: None

This spell enables the cleric to detect the presence of any undead
creatures along the path of the spell, The path is 1" wide and lies in the
direction that the cleric is facing. It requires the use of the cleric’s holy
(or unholy) symbol as the material component, with the cleric holding it
before him.

Cone of Good (Invocation) Reversible
by Declan Logue

Usable by: Cleric

Level: 4

Range: 67

Duration: /nstantaneous

Area of Effect: 6" long cone,
3" diameter base

Components: V.S,

Casting Time: 3 segments

Saving Throw: Neg.

This spell causes an invisible cone of goodly force to emanate from the
fingers of the cleric. Any evil creature in the range of the cone that fails
to make its saving roll will be forced back 6" from the cleric. Once forced
away, any affected creatures will then shun the cleric for 1-6 turns. The
reverse of the spell, the cone of evil, affects only good creatures. The
material component af the spell is the cleric’s holy (or unholy) symbol.



Bend (Alteration)
by James McRobert
Usable by: Magic-User
Level: 7

Area of Effect: 7 weapon
Components: V,.SM

Range: 2“ Casting Time: 7 segment

Duration: 7 round Saving Throw: None

This spell causes any non-magical hand-weapon of the caster’s choice to
twist itself into a shape which renders it totally useless. The material
component for this spell is a piece of string or cord which must be
knotted while invoking the spell.

Mental Block (Enchantment/Charm)

by James McRobert
Usable by: Magic-User
Level: 4

Area of Effect: 7 creature
Components: V,.SM

Range: 70" Casting Time: 7 round

Duration: Permanent Saving Throw: Neg.

This spell may be cast on any humanoid except enchanted or undead
creatures and will prevent the recipient from performing some specified
action, e.g. drawing his sword, harming the caster etc. There is a 95%
chance that the recipient will be unaware that a spell has been cast, The
spell can only be used to stop actions which the recipient is usually in
conscious control of. That is they cannot be prevented from breathing or
stop their heat beat, etc. The spell can only be removed if the caster is
killed, the material component destroyed, or by exorcise. The material
component of this spell is a bar or rod of iron or steel.

Jebansalf’s Eye of Back-Seeing (Alteration)
by Daniel Adler

Usable by: Magic-User, Cleric
Level: 3 (magic-user); 4 (cleric)
Range: Touch

Duration: 2 hours + 1/level

Area of Effect:
Personal (magic-user)
One creature (cleric)
Components: V.S.M
Casting Time: 5 segments
Saving Throw: None

This spell forms an extra eye out of the Pineal gland at the back of head
(many scientists believe the gland may have been an eye at some earlier
stage of our evolution). With this eye, dexterity bonuses are given against
any attacks from behind, thieves striking silently from behind do so at +2
and not +4 and damage from the stabbing is halved. The +2 bonus given
to other attacks from behind is nulled and any pickpocket attempts have
40% subtracted from them. The eye can have other spells cast on it, such
as infravision or permanency. The eye takes 3 turns to form after the
spell is cast. The material component is the eye of an Umber Hulk or
Beholder.

Bridge (Alteration)

by Michael Hewitt

Usable by: Magic-User, Cleric, Druid Area of Effect: Special
Level: 4 Components: V,S.M
Range: Special Casting Time: 2 segments
Duration: 2 turns Saving Throw: None

This spell enables the caster to create a 5' wide bridge over a chasm or
similar gap. The bridge can be of any length up to 10’ per level of the
caster. It will bear any weight. The material component of the spell isa
5" long, oak bridge which costs 100 g.p. This is placed at the edge of the
gap and when the spell is cast, the bridge will expand to its required
length. At the expiration of the spell, the bridge contracts to its original
size on the opposite side of the gap to where it was first placed.

Catatonic Control (Enchantment/Charm)
by Richard Nixon
Usable by: Magic-User
Level: 6

Range: Special
Duration: Permanent

Area of Effect: Special
Components: V,SM
Casting Time: 4 turns
Saving Throw: None

To perform this spell, the caster must have in his possession a piece of the
vietim's body, e.g. a lock of hair or a nail clipping. The spell will cause
the victim to come under the control of the caster whenever the victim is
asleep. Once awakened, the spell is broken and must be recast for control
to be regained. A dispel magic or exorcise will negate the spell. When
under control, the victim will obey the thoughts of the caster from any
range. A large, unbroken wall of some material (2'' of stone, a sheet of
lead) will stop the effect of the spell. Once a subject discovers that such a
spell has been cast on him, he will die within 2-8 days due to worry and
lack of sleep.

Rope Control [Alteration)
by Richard Nixon

Usable by: Magic-User
Level: 3

Range: 7"/level
Duration: 7 turn/level

Area of Effect: 7 rope/six levels
Components: V,S.M

Casting Time: 7 round

Saving Throw: None

The material part of this spell is a specially made rope, which is reusable
until destroyed. It is woven from spun Giant Spider’s Web, the hair of a
pure maiden, and gold and platinum thread worth at least 3000 g.p. The
rope is 50' long and weightless. The spell will animate this rope and cause
it to act as a Rope of Entanglement, requiring a strength of 18+ to break,
or taking 3 rounds to cut. The ropes are AC4, 10HP. The spell also
enables the rope to be used as a Rape of Climbing, and to be manipulated
by the caster in any direction (e.g. pass through keyholes, strangle, etc).
The full concentration of the caster is required to control the rope which
automatically returns to him when the spell expires.

Spell Store (Alteration)
by Richard Nixon
Usable by: Magic-User
Level: 5

Range: 7"/level
Duration: % day/level

Area of Effect: 7 gem
Components: V.S
Casting Time: 7 turn
Saving Throw: as below

By means of this spell, the caster can store one spell of an area effect
type in a gem. The stored spell can then be called forth by any who know
the command word specified by the original spell caster. The spell can
only be called forth if the one commanding is within range. Should the
gem be removed from the range of the original caster, shatters, or makes
its saving throw on the casting of spell store, the spell stored or intended
to be stored will take immediate effect. For spell storage to be successful,
the gem must be held while the caster casts both spell store and the spell
to be stored, There can be no delay. All spells stored in this way actas a
normal spell in effect, range, etc.

Level of Spell Value of Gem Saving

to be Stored in g.p. Throw of Gem
1st 10 19
2nd 100 18
3rd 1,000 17
4th 10,000 16
Sth 100,000 15
6th 1,000,000 14
7th 10,000,000 13
8th 100,000,000 12
9th 1,000,000,000 1

We regret that we were unable to print all the Spells we received
due to the excellent response from readers. Next issue we will
feature Special Rooms which are both ingenious in design and
cunning in their concealment of treasure. Please send your
contributions to arrive by 1st July 1979.
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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.

Dear WD,

| am writing regarding Bill Seligman’s review of SP1's Midd/e
Earth games in White Dwarf 11. Mr. Seligman notes that he
bases his observations on the character game version of War of
The Ring. | think this is a very unfair thing to do. The character
game is only an introduction to the campaign game, and also for
those without sufficient time to play the campaign game. To do
this, it leaves out armies and many characters in order to sim-
plify and speed up the game. It is obvious that this version will
not be all that ‘historically’ accurate. If Mr. Seligman played the
campaign game a few more times he would find that the game
can be very similar to the way things happened in the book.

SPl did a brave thing when they attempted to produce a
board game of The Lord of the Rings. 1t was obvious that many
people would be looking at the game in a very critical manner,
| feel they have done an excellent job with the game, making it
accurate, reasonably simple to play, and most of all immensely
enjoyable. Tim Kirk's artwork is nothing short of brilliant on
the character cards. The game certainly deserves a better overall
rating than 5.

Yours sincerely,

Gerard May, Farnham, Surrey.

Dear WD,

| feel that | must make comment on the deteriorating
standard of the Fiend Factory. Although this is the best article
in White Dwarf and is always an excellent “read”, the subject
matter is worsening. | thought that the Fiend Factory was
intended to be a show case of brand new, interesting monsters
but recently this has no longer been true. Take, for example, the
Spook, invented by the ubiquitous Roger Musson. In my
opinion a monster that can kill any character just by hitting
them is totally absurd and unfair on players, and its only possible
use is on incredibly powerfui parties of dungeoneers (as seem
to abound in Nottingham). Its inclusion in the Fiend Factory is
strange as Don himself said in White Dwarf 6 that he detested
super-powerful monsters unless they were very interesting.
What is interesting about the Spook?

Several monsters are merely “revamped’” versions of others
with possibly a small addition. Take for example the Sheet
Phantom (a Lurker Above variant), or the Witherstench (a
Monster Manual Giant Skunk) or the Devil Dog (a Mastiff from
U04) and, worst of all, the Dahdi, a blatant copy of the Withra,
both being “reversed’” undead.

My next complaint is against Don. You’ve got the Players”
Handbook so why, when someone has put AC9 for “no armour”’
don’t you change it for AC10? It is understandable that many
Fiend Factory monsters will have been sent in before their
designers saw the Handbook and thus put AC9, but I'm sure that
they wouldn't mind you “correcting” them.

In White Dwarf 7 Don said that if, when you play-test a new
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monster, it is boring, then it isn't worth sending in. This seems to
have been ignored by several people. The Fiend Factory has
featured several monsters that are “one off”, i.e. you use them
once and from then on they are useless. Examples are the
Carbuncle, Bragger, Flying Fish, etc. If just one person in a
party knows what they do then they are a total waste of time.
| would advise people to play-test new monsters twice on the
same party and see if they are still so interesting the second time.

Despite all of the above | still like the Fiend Factory and look
forward to more monsters on the lines of the Necrophidius,
Rock Beast, Urchin, Volt and Needleman. All of these are not
too powerful, are interesting, are easy to DM and are even liked
by my players (in a strange sort of way. They certainly have a
healthy admiration for the Volt with its automatic damage
capability).

Right, that little lot should spark off some arguments.

Yours D&Dingly,

Michael G. Stoner, Dorking, Surrey.

Dear WD,

A quick comparison of the AD&D combat matrices with the
old Men Attacking and Monsters Attacking matrices will
convince the reader that the Monstermark is dead and should be
interred with decency but without delay.

It's certainly true that absolute values of the Monstermark
are rendered obsolete at a stroke by the new matrices — as it
happens, they never set out to be perfectly accurate anyway, as
contributors to these pages have pointed out. However, though
| am not going to flog through the calculations again with the
new matrices, it would probably be unnecessary anyway. The
point is that the relative values should still have some meaning —
the relationships of the old Monstermarks will not greatly be
changed by the new ‘system’. A 6-dice monster now needs a roll
of 11 to hit AC2 whereas previously it needed a 12; but
monsters of lower and higher level will find that hitting a target
is also that bit more difficult than before. Equally, our fictitious
1st level fighter will find it just that bit more difficult to hit a
monster, though whatever the AC the degree of additional
difficulty is pretty much the same.

As we weep at the graveside, therefore, we can, | think, take
solace that the accuracy of the relative values of the Monster-
mark has probably not diminished more than a small amount, if
at all, and since the absolute values weren’t accurate in the first
place that probably doesn’t matter.

In other words, so long as we use the Monstermark as a rough
guide and don't imagine it to be more accurate, in the absolute
sense, than it was intended to be, it still has some value. Small
comfort for the bereaved, but better than nothing.

R.1.P.

Don Turnbull, Cambridge.

Dear WD,

| read with interest Don Turnbull’s article in White Dwarf 12
entitled A Dip Into The Players Handbook. But where did he
get his information about Hobbits now being called Gnomes? A
Hobbit and Halfling are one and the same thing (as anybody
who has read Tolkien will tell you without even referring to the
Monster Manual page 17 or the Players’ Handbook page 50).
Gnomes? Good grief!

Yours sincerely,

John Smart, Chigwell, Essex

— John was not alone in his spotting of our “‘deliberate”
mistake, Readers rightly pointed out that Don meant Halflings,
not Gnomes, and we received a particularly tricky letter to
answer from C.H.A.0.S. (Committee of Halflings And Other
Species) threatening legal action and pointing out that ‘Halflings
need love, too’,

We asked Don his opinion and he, shame-faced, admitted
that there had been an error. He had intended to write ‘Halflings’
but somehow wrote ‘Gnomes’ instead, and despite the fact that
he and at least two others read the proof text before publication,
the error went unnoticed.

So we apologise to all readers, and particularly Halflings
{and, while we are about it, Gnomes) for this error. This type of
error is unlikely to be repeated as Don has now been demoted
to office cat. Ed—-



e < 5£§ =

... for those of you who still don’t know, the Advanced D&D
Referee’s Guide will be released in August by TSR. Before that
in July will see the release of the Advanced D&D Dungeon
Master's Screen which are two screens giving information for
combat, saving throws, etc. at a glance for the DM. Immediate
new releases from TSR in boxed games are Snit's Revenge, 4th
Dimension, Boot Hill and Divine Right. Snit’s Revengeis a fast-
moving and fun game which has emerged from a cartoon strip in
The Dragon. 4th Dimension is an abstract game in which some
pieces can “‘time warp” in and out of the game in an attempt to
capture the opposing Time Lord. Boot Hill now has expanded
rules and a two-sided map with one side featuring a detailed
town map and the other a large-scale campaign map. Divine
Right is a multi-player fantasy game in which players take the
roles of powerful monarchs and attempt to dominate the
continent. . .

. . .Judges Guild continue to expand their range with six new
releases. Dark Tower and Under The Storm Giant's Castle are
two complete dungeons. Wilderlands Of The Magic Realm
includes two booklets describing ruins, relics, castles, citadels,
etc. and four maps (two players and two judges). Character
Codex contains 90 perforated character record sheets and
includes equipment costs. All the above are approved for use
with Advanced D&D. The Traveller Logbook is a Traveller
playing aid designed to assist referees and players in the
generation of characters and design of spaceships. Starships &
Spacecraft gives three 22" x 34" detailed plans of Traveller
spaceships. The above two items are approved for use with
Traveller by GDW . . .

. new from Gamescience are rules entitled Strike Team Alpha
for combat between men and aliens. They have been written
specifically for Galactic Grenadiers figures from Ral Partha. . .
. . . convention season begins soon on both sides of the Atlantic.
Origins ‘79 is at Widener College, Chester, PA from 22nd — 24th
June. Gencon XIl is at University Wisconsin-Parkside, Wood
Road, Kenosha, Wl from 16th — 19th August. Dragonmeet 11 is
at Chelsea Town Hall, Kings Road, London SW3 on 25th
August. Games Day V is at the Royal Horticultural Hall,
Greycoat Street, London SW1 on 20th October . . .

etc. . .this is the place to get them

FOREVER
PF.OPI.E

the largest sci-fi and
comics shop outside London

59 Park Street, Bristol 1
tel. 0272 25454

TAU CETI 205AD

‘‘We designed TAU CETI because we were fed up
with all the hypercomplex Science Fiction games
out today. With the present ‘state of the art’
surely it must be possible to design a game
simple in play yet with a complex game system?
We think we have succeeded.”

Tau Ceti is a challenging SF game simulating tactical ground
combat on an alien planet in the year 2015. The two different
races. Kraa (red lizard-type and vicious, but with two legs) and
H'ren (blue-furred mouse-like creatures but with two arms
and two legs) fight for control of the planet and employ two
different tactics: Kraa employing strong Plasma Launchers
and Heavy Assault Vehicles—and H'ren using hordes of Light

Assault Vehicles and Hovercarriers.

Three terrain levels and three altitude levels enable the play-
ers to fight a semi-three dimensional battle and without paper-
work—a simple marker tells you on which altitude a unit is on.
Hovering, transportation, two different combat doctrines (P
and 1 Combat), line of sight, spotting, remotes (ground/aerial
bombs/mines) all play important roles to make this game a fun
and fast-playing *'simulation”’. And don’t forget the ten
scenarios. These will keep you playing till the first astronaut
steps on Mars!

A high level of physical quality is maintained. The three-color
map is printed in tints of black, green, and brown. The 130
back-printed die-cut counters are three-colored and bear
silhouettes of the combat units. The rulebook is illustrated and
typeset. Last but not least. the front cover bears a wonderful
illustration by the artists, Eddie Eddings and Jim Newsome
(and a drawing of Jim's appears inside the game). Our game
is packaged in a ziplock bag for easy storage and to keep the
price low. In fact, ridiculously low.

The game is available through larger stores around the world,
or directly from us:

SWEDISH GAME PRODUCTION onv £ 3-15
Box 18
S5-590 40 Kisa, Sweden

PLEASE ADD BOPFOR
AlRMAIL POSTAGE

Back issues of White Dwarf are available at a cost of 60p + 10p p&p
each ($3.00 each including airmail postage overseas). All back issues
are currently available.

[f 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,
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[ ]

including a separate comics room with

for list send SAE

thousands of back issues, !

UK distributor
for Metal Hurlant
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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.

D&D and EPT London

Experienced umpire would like to meet anyone interested in participating
in adventures on a regular basis — new or experienced players welcome.
Contact Mark Trengove on 01-211 4415 daytimes.

Wanted

Information, contacts for D&D, Science Fantasy players and shops in
France. Write c/o Matt Love, 1 Satanita Rd, Westcliff-on-Sea, Essex
SS0 8DD.

Wanted

Information on Prime Requisites and characteristics of Berserkers,
Alchemists, Samurai, Healers and Aborigines. And how the duel weapon
combat system works. Send replies to: Mark Green, 10 Mandeville Rise,
Welwyn Garden City, Hertfordshire AL8 7JU.

D&D Lytham St. Annes
Willing to DM/play home or away. Contact G. E. Ingram, 91 St. Annes
Rd. East, Lytham St. Annes, Lancs. Tel: Lytham 729612.

D&D London
Players or DM wanted for campaign. Contact Alex Manriquaz, 22a
Moring Rd, London SW17. Tel: 01-672 3765.

D&D Farnham

Players, DM’s, Player/DM's wanted; contact J. L. T, Patterson, 2 Hillary
Rd., Farnham, Surrey. Tel: Farnham 713406 Sat evening — Sun morning
or during school holidays.

D&D Bridlington

D&D, SF, and many other games are played the 1st & 3rd Sunday of
every month by the Bridlington Wargamers Society, Darby & Joan Club,
North St., Bridlington, Minimum age is 16. Further details available by
phoning Dave at Bridlington 70421.

C&S Swansea

Dedicated local players needed to help start a large campaign, using full
C&S rules and supplements. Please contact Paul Isherwood, 43
Springfield St., Morriston, Swansea, SA6 6HB.

Postal Games

Postal Diplomacy? Postal any boardgame? Almost unlimited opportuni-
ties for anybody interested, anywhere in the UK, For details please write:
M. Brown, 2 Park Street, Dunstable, Beds.

D&D in Sweden

If you visit- Gothenburg, you should also visit GKF, Gothenburg War-
gaming Club, We play D&D, Traveller, Cosmic Encounter, Boardgames &
Tabletop. English spoken. Contact Christer Oscarsson, tel 20 14 50, or
Anders Blixt, tel 28 18 87.

Nancon 88-11

June 30 and July 1, at the luxurious Houston Marriott. Largest D&D
Tournament in the southwest. Two Day Admission: $5.00 until June 1
($6.00 after June 1). Dealers Room. Seminars on Sunday. For informa-
tion or early registration contact: Nan's Toys and Games — 1385 Galleria
Mall — 5015 Westheimer — Houston, Texas 77056 (A/C 713-622-0760
after 5.00 PM CST). Room Reservations through Houston Marriott —
2100 So. Braeswood — Houston, TX 77025 (mention NANCON for
rooms in gaming area).

Monsters

New monsters? Send me your own unpublished monsters + SSAE and —
if | get enough response — receive more in exchange. Everyone gains,
especially me (well, | am running it!). "Monsters’’, c/o Trevor Mendham,
53 Towncourt Crescent, Petts Wood, Kent, BR5 1PH.

CLASSIFIEDS

RATE: Personal: 5p per word
Trade: 10p per word
Semi-Display: £4.00 per single column inch

All Classified Advertisements must be pre-paid. Copy and payment
should be sent to WHITE DWARF Games Workshop, 1 Dalling Road,
Hammersmith, London WE.

The Beholder Monsters, magical items, spells, character classes, dungeons,
discussions, Everything on D&D is in The Beholder. A 28pp monthly
‘zine at 40p an issue. Issue three now out, back issues available,
Subscriptions from M. G. Stoner, 29 Parkway, Dorking, Surrey. (Tel:
Dorking 87253).

Empire of the Petal Throne (unused) for sale at £10.00. Please write to
N. Barrett, 94 Wimmerfield Crescent, Killay, Swansea.

D &D works
wonders

€STERS
D
" LEICESTER
*\ GAMES & FANTASY SHOP
*  Dungeons & Dragons
@yj Citadel, Asguard, Ral Partha, Minifigs.
(\“I,/ Avalon Hill, SPI, Philmar, Battleline,
Sy Gametime, Tabletop, TSR, Metagame,
#&Q and other games. Rules & accesories.
NEW, D&D and GAMES CLUB being formed in
ﬁ Leicester. Engiries please to Reider Design.
‘ . -magazines-
erden
Delig
clign

5, BRAUNSTONE G¢t’
LETCESTER 549182

A23. ‘Encounter in the swamp’
Complete Set (1/32nd Scale)
incl. postage & V.A.T. (U.K. only)

ILLUSTRATED CATALOGUE/HANDBOOK
65p (incl. postage) U.S.A. $3.00 (Airmail)
Overseas generally £1.00

F. N

Phoenix Model Developments Ltd.

cale lels

Englanc
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/ chaosium-box 6302-alba

5 FOR SUMMER

. CULTS OF PRAX - The long-awaited guide to the basis of RuneQuest magic, done as a cult-by-cult guide
to the Dragon Pass area of Glorantha. Lengthy cult explanations are given for Aldrya, Chalana Arroy, Daka Fal,
Eiritha, Humakt, Issaries, Kyger Litor, Lhankor Mhy, Orlanth, Pavis, Storm Bull, Waha, Yara Aranis, Yelmalio, and
Zorak Zoran worshippers. From manuscript sources of the period, you’ll follow Biturian Varosh on his journies
through Prax, exploring and recording faithfully his hapless experiences. A large section presents the necessary steps
for (and what must be covered in) creating new cults. Many references, historical notes, explanations, and asides
make this book a gold mine for scholars of Glorantha as well as devotees of RuneQuest;extensive illustrations and
maps. Beyond RuneQuest and the Dragon Pass games WHITE BEAR & RED MOON and NOMAD GODS, this book,
CULTS OF PRAX, is the key document in all of the literature on this amazing world. Typeset, 8%.x11, color cover.
By Greg Stafford, Steve Perrin, and Friends. $9.00.

. REICH - A fast-moving and fascinating board game for 1-4 players acting as princes of German states, and
attempting to unify Germany. Excellent player interaction makes very enjoyable games. Diplomatic reason and
brute force gains allies or confirms control of neutral and hostile states. Newly-controlled principalities supply mon-
ey and troops for further expansion and territory from which to launch further operations. Actual and generic states
divide the full-color map on which German, foreign, and mercenary divisions mobilize and march to war. The 300
glossy counters also are full-color, and full-color in REICH means 23 hues and combinations, letter-coded for instant
recognition. Two combat systems create games clear enough and succinct enough that one brilliant move can bring
total victory. Multi-player games are ordinarily over in less than 3 hours; special solitaire play suggestions are given.
The basics of REICH can be learned in one round of play. The subtleties in this intriguing game system ensure that
you’ll spend your time gaming, not memorizing mechanics. Eighty cards generate ministers, incursions, religious
riots, Marxist incitement, assassins, benefits, tensions, alliances, etc.; B0 money pieces support the arithmetic ele-
gance of the movement rules. Map, typeset rules, 460 components. By Jonathan Michael. $12.00

. RAIDERS & TRADERS - The crisis and grandeur of Bronze Age Greece unfold in the broad sweep of this
game! Each player becomes a Royal House, managing marriages and subsequent alliances, hoping for many heirs
to increase his or her chances in diplomacy and battle. Good relations with the gods may help your fertility, or help
your trading ventures, or help when you march to war. Three graded scenarios cover 2900-1100 B.C. in turns of one
generation each, becoming progressively more comprehensive. The main thrust of play lies in land and sea
and expansion by means of piracy, raids, diplomacy, inter-marriage, and war. Optional Deity, Oracle, and Hero rules
can be added to any scenario. Components include the 34x22 full-color map, 300 thick and glossy counters, 80
money pieces, 40 cards, and illustrated rules. The map is a beautiful relief study of the entire Aegean basin—an item
to display and learn from as well as play upon! By Donald Dupont. $12.00.

. FOES - First-Order Enemy Stats is an encyclopedia of pre-rolled RuneQuest characters and monsters, 112
pages in all. Statistics appear for 28 pages of humans, and for varying amounts of elves, dryads, runners, baboons,
broos, crested and beaked dragonewts, demi-birds, ducks, ogres, dwarves, dark trolls, trollkin, cave trolls, centaurs,
morokanths, giants, dream dragons, jack-o-bears, bearwalkers, tiger sons, tusk brothers, wolf brothers, tailed priests,
full priests, newtlings, wyrms, wyverns, wind children, ghouls, and vampires. Introductory notes are provided. Type-

set, 8%x11. By Ray Turney. $9.00.
. SNAKE PIPE HOLLOW - Explore the wilderness of Dragon Pass in a new set of RuneQuest scenarios! The
borderland of Snake Pipe Hollow has a long history of Chaotic infestation, and is a place avoided by normal people

satisfied with the lazy pace of shopkeeping and farming. A W/ILDERNESS ADVENTURE section provides random
encounters with the hostile land as the characters travel to their goal. UNDERGROUND ADVENTURES detail the
ruins of a long-forgotten temple of sorrow and woe, where wits and caution may be more useful than swordplay and
spells. Three sectional maps can be used separately or in overlay. S/X SCENARIOS give greatly divergeant aims for
broaching the ways of this eerie place. Players will conduct searches, rescues, protect an eccentric fossil-hunter, etc.,
and as always complete NPC statistics and character notes make realistic presentation easy. BROKEN TREE INN
concludes the book. This stout manor on the border marches is run by an old merchant and his crippled wife, and
here is where the rich and the weak hire the poor and the bold to accompany them. Interior layouts, and a price
list and character stats are given. Typeset, 32 pages, by Greg Stafford and Rudy Kraft. $5.00.

5 reasons why gaming is the fastest-
growing hobby in the world!

All items postpaid from The Chaosium, Box 6302, Albany CA 94706 ; California residents add appropriate 6% or 6.5% sales tax. Non-
\U.S.A. gamers must order in United States funds or the order cannot be filled. Customers in the United Kingdom may order from

GAMES WORKSHOP, 1 Dalling Road, Hammersmith, London W6 OJD. Residents of Australia and New Zealand should contact
GAMES WHOLESALE CO., GPO Box P1184, Perth, Western Australia 6001.

Please mention WHITE DWARF when replying to advertisements
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FANTASIA MYTH FIGS. sy arannewson

e ke TR U 11p F29 Unarmoured Hero with back pack® .12p  FW10 Scimitar
B A R e T e 11p F30 Musicianwithlute ............... 12p  FW11 Short Sword
B3 HeBBRY . e R s b o e Tp F3IWitch.. ... cviviiiviinnsisaisas 12p  FW12 Hand Axe with double head
F4 Dwarf®........c00vvviriernnnnes Mp F39 SlimeMonster.,...........co00.. -24p  FW13 Pole Axe with double head
F& Gnome®..........oiviiinnnennns Mp F40 Pegasus..........covvuunnnnncnns 24p FW14 Pick Axe
F6 Goblin® .......ccciiiiiiinnnnn.. Mp F41 Harpie ...........c.ciiiiinranans 36p FW15 Double Handed Axe
Pl BIBE ..o icommimymimmn i e o mins Mp: FA2.GlamBat........overmemanvssras 36p FW16 Glaive
F11 High Priest. . .coomvmsmvessmnm s 12p F43 Mulewithbaggage............... 24p  FW17 Spiked Mace
F12 WiZard . o.soc scsimsnamvmsc waeao 12p F44 BlackPanther ................... 24p  FW18 Hammer
F13 DevilsDisciple. . .........ccoovvunn 12p F50 Giantwithclub . ................. 48p FW19 Long Row
F14-Enehantrass . v oo vsasis s 12p F51 Hydra (nine headed snake) ........ 48p FW20 Cross Bow
F16 THieF. . connnavsininmsansammeis 12p F52 GiantScorpion .........covieennn 48p
FAB Tpolk o s vuaansulamsmsanne s 12p: F53 Giant Spider . .....oviviioiiia 48p FS1 HumanSkull................... 1p
F17 Skalaton® ....acisnvsoaveasass 12p F60 Dragonwithtwoheads.......... £1.10 FS2 DragonsSkull.................. 2p
EIB NBmMpiee: s b e sty v oy i 12p FS3 Laden Feasting Table...........
F19 Werewolf....................... 12p  Choose one weapon and one shield at no FS4  High Backed Chair ............. 12p
F20 Armoured Hero"................. 12p  gxtra cost to accompany figs. marked with®. FS6  Decorated Throne ............. 24p
F21 Unarmoured Hero®............... 12p  One weapon and one shield may be purchased  FS6  Captive Cage (S parts) .......... 48p
F22 OfC™ .\ vovevrnocnnermnenenscnss 12p 4t 1p per item for other figs. (Weapons FS7  Coffin/Tomb.................. 48p
F23. Large Wolf. . ...cconvmsvomosanss 12p  are not sold without figures.) FS8 Seated Hero Unarmoured . ...... 12p
F24 Minotaur ......cvvvvnrevnnnnnnns 12p FSS SeatedWizard ............c00.. 12p
F25 MUMMY cooovvvne viiaanvasisos 12p  FwW1  Small Round Shield FS10 SeatedMonk.................. 12p
F26 ReptileMan..................... 12p  FW2 Large Round Shield FS11 Seated Enchantress............ 12p
F27 Armoured Rider for Pegasus® ...... 12p  FW3 Heart Shaped Shield FS12 TreasureChest................ 24p
F28 Armoured Hero with back pack® ...12p FW4 Oblong Shield FS13 Witches Cauldron.............. 12p

ALSO AVAILABLE:
Comprehensive ranges of World War 1/World War 11 warships, Napoleonic and Elizabethan warships and our brand
new range of 1/285th scale Mini Armour — all at our usual top Starcast calue. Send S.A.E. for complete listing.

[ » Mail Order (SAE with enquiries) Telephone: ERITH 34045
All prices quoled include VAT Open 9.30am - 6pm Mon to Sat
Postage and Packing UK 10% up to

EarlyClosing Thurs.

£5 (min 10p) Free over £5 S
Remittances payable to Starcast Trade enquiries welcome
211 BEXLEY ROAD NORTHUMBERLAND HEATH, ERITH, KENT. [ Mmiatures Model Hobby Centre UK and Export

Z—

41 Minifigs Skytrex &

¥ 13 Gillingham Street, London SW.1.

~I

ﬁ ~  VALLEY OF THE FOUR WINDS
@@ @@ DUNGEONS & DRAGONS
SN ST —— """ SRR, FIGURES

BOOKS
GAMES |
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Games- .

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

OPEN: Mon.-SAT. 9am to 6pm.
FOR WAR FANTASY AND SCIENCE-FICTION GAMING

FANTASY & SCI-FI GnMES

TSR. Module G1, G2, each...........

Microgames — Ogre, Chitin, Mslee,

On display in our figures showroom;

D&D basic rulebook. . - . - - . £2.95 TSR, Module G3, D, D2, each ; WarpWar, Rivets, OI\fmpuca and Minifigs 15mm
Players manual (hardback) £6.95 TSR. ModuleD3 ............... : Death Test, each £1.99 ACW, ECW, Ancients & Tricorne
Players manual (softback), ... ... .. £4.50 Arduin Grimoire ... .. £6.50 Wizard and G.E.V. . -£2.75  mMinifigs 26mm
Monster manual (hardback) £6.95 Welcome to Skull Tower ., | £6.50 RUNBOUBSEE. . . ..o cucidiaiiuaioiis £4.95 Heritage 15mm
Monster manual {softback) £4.50 Book of Demons £2.50 Apple Lane ....... -£2.95  Heritage/ Der Kriegspieler 25mm . . . . Fantasy
Greyhawk 5 £3.40 Book of Monsters. £2.50 Balastors Barracks . . E1.95  Ral Partha 250 - .. .o evvnseannrss Fantasy
BImak OB ol £3.40 Book of Sorcery . £2.50 Trolls and Trollkin. E£1.50 Lamming 25mm. ... . Ancients & Medieval
Eldritch Wizardry ... ... . ..... £3.40  Lankhmar ... JHEG. BN e s 195 Lamming 20mm. ................. WL
Gods, Demi-Gods and Heroes | £3.40 Empire of the Petal Throne , (£17.95 Frontier Forts of Kelno £1.99  Acgard 95mm . . . .. Ancients, Fantasy, Sei-Fi
Swards and Spells. .. ..... ....£3.40  TheManual of Aurania £1.75  DragonCrown ,....,..., - £1.28  piyons 25mm . . Oriental, Dark Ages, Flodden
Monstss aridl T reasiits Assortimant. Chivalry and Sorcery ... ............. £6.50 Scrapfaggot Green . ......... E296.  jaonbite 160 .. . 8
Sets| Il andllleach. ............. 150  C&S Source Book ..., £4.95  Black Hole microgame. ... E1.99 | icester 1/300th e
C & S Swords and Sorcerers . £4.95 TSA Module S1 ....... £4.25
Dungenn Geomarphs |, II, and Il each £1.50 Reva 1/300Mh . .o v e e v vwasannns
Polyhedra diceset ... .............. .£160  StarProbe i £4.25 TSR ModuleB1 .. £250 - METIME GAMES
Pair of 8-sidad dice = ..50p StarEmpires. .., ..., £4.95 Runes of Doom .. ..£6.50 Sopwith
Pair of 20-sided dice . ... ... . 50p Cosmic Encounter ....[6.95 TEBMBIE. o -vicc-ora was 5 5pmiieis s £5.95 sy lrl"l;;él:iél-ls.i.rﬁ ..................
City State L £5.95 C.E. Expansion Kit 1, 2, 3mach. ... £2.95 1001 Characters| Travellar) £1.95 Star Fighter . ik
Tegel Manor .. .....oovveenens £3.50 Garmma World o PO -3 Mercenary (Travellar) .. ............. £2.95 ghter, . .......
i M hosis Alph; £3.40 Strange New Worlds .
Wilderlands of High Fantasy. . £6.25 atamorphosis Alpha. ... ........E3. Spelimaker ... ....... o
Thieves of Badabaskor ........ £1.99 Starships and Spacemen .. ..........£3.956 Quest T S
Sea Steeds and Wave Riders . £4.95 E""sk'i'h e Eggg """""
il Ssies . ing Arthurs’ Knights -
iy MO £199  Whito Boor, Red Moon 595 e
Chmlig ok s - B e sy g ACCESSORIES WILL BE SENT WITH
ftadel of Fire . ... .ooverroceeennns I % S s e e s s Ta e e | - 7
Gen, Con. Dungsons. | . .E2.35 Troy . £6.95 ORDERS or wr:(iﬂfu:lvposmge stamps
Palace of the Vampire uueen .E2.75 There and back aga-n ..E2.95 d
GAME DESIGNERS WORKSHOP AVALON HILL GAMES Borodino 5 £6.35 StarforceTrilogy ............cc.... £11.50
imperium: Empires in Conflict........£7.95 Afrika Korps . A £7.95 (HT T T St T e At A £6.35  Starsoldier. £5.25
The lliad: Gods and Heroes Battle. . .. £7.95  Air Assault on Crete. £7.95  Conguerors.. e s T 1 L £10.50
Verdun: The Campaign, 1916 ........£7.95 Alexander the Great (0795 Comursrador 5 £6.35  Swords and Snmary ............. £8.45
Overlord: Normandy, 1944. . ......... £795  Anzio £7.95  Crimean War Quad . capnsansma o RIS,  THORL, sy Freymaty o piimasls £6.35
The Fall of Tobruk: North Africa, 1942 £7.95 Arab-Israeli Wars . £7.95 DescentonCrete................00 £9.26  Terrible Swift Sword . , £12.00
Yalu: Korea, 1950-51 . ....0......... £7.95 Battle of the Bulge ...... (£7.95 Desert War i viive-as. . EB35  Thirty Years WarQuad ........ ..£B.45
Kasserine Pass: Tun:s»a. 1943, £7.95 Caesar Alesia ... .E7.95 Dreadnought® ... .. JE5.00 Up s:ope vrream e gl s £7.50
19421 Japan's Opening Moves in Caesars’ Legions £7.95 Drive on Stalingrad co--E7B0 USNL Ll .. £6.356
World Warll. ..o imeisnsmmesisa s .£3.95 Lo ] T P | £7.95 FastCarriers ........... .. E7.50 \hkmg . oo £6.35
Guilford Courthouse: Re\rciutlonarv Diplomacy tArnem.an] £7.95 Firafight. FERA Wacht Am Rhsm ) .. E12.00
War Battle......... vovs o E3BG Feudal . . P £7.95 First World War (Module for War War Between the States .. . £12.00
The Battie of Lobositz: Seven Gettysburg .. .. £7.95 inthe West] .. .. £9.25  Warinthe East.. ... .. £14.00
Years' WarBattle., ............... £3.95 Jutland | . .£7.95 First World War !complele wnh rnapsr £19.50 ‘War in Europe. . s . E2275
The Battle of the Alma: Crimean Klngmalter (AMBHICAn) . ...oeienss £7.9% Foxbat & Phantom. . . .. .£6.35 WarinthePacific. .. ............... £23.75
War Battle . £3.95 Luftwaffe : . E7.95 s 07 | P e Sy ety e LE6.35  War in the West i eateascai BT T
The Battle of Agincourt: T00 Years' S O £7.95 Fulda Gap .£5.75  Wellingtons' Victory . .............. £13.00
WarBattle. .........cccoviiiiianns £3.96 Outdoor Survival £7.95 Global War . veien-a..E2B0 Westwall Quad®,............ £7.50
The Battie of Raphia: Fourth Panzerblitz . .. .. E7.95 Great War in the East Quad. .......... £8.45  World Warll vrasessnress o ED.2D
Syrian WarBattle. . ............... £3.95 Panzer Leader. ... £7.95 Green Fields Beyond . ....,.......... £6.35 WordWarlll ... i £5.75
Drnng Nn:h Omnl Russia, 1941-42 . . £9.95 Rail Baron ... ... .. BRI = 1) Highway to the Reich ; £12.00 = Games in the new book-case style boxes
ion of Richthofens' War. . = ............... £7.95 Invasion America _ E7.50  All others in Z-Packs, Boxes 50p
DNQ, 4245, .. ..voravasasnnsnnins £9.50 Russian Campalgn .. £7.95 Island War Quad, . £B.45
NaNnrik: The Invasion of 6, . .. et A gg Kursk. ., £6.35
orway, 1940 ..o £5.95 Squad Leader . : LB o o L A AR £6.35
Case White: Invasion of Poland, 1939 .£8.50  Stalingrad : ..£7.95 Megch War ‘77 T R0 1'0'_"&“ 0: THE RING W )
En GardelThe Era of the Starship Troopers .. E7.95 Mighty Fortress .................. "EB.35 w’;g“' E;z;g m‘?‘g‘:’ Tokien's mythical
Three Musketeers ................ £286  Submarine . £1.95  mModern Battles Quad, 8. = £8.50. Smak hattls games GONDOR
7 and SAURON £5 each. MIDDLE EARTH —
Avalanche: The Salerno Third Reich . ..cooiiia il £7.95 Modern Battles Il Quad ... ...........
i £7.95 the three game set for £12.
Landings, 1943........ocooniiiid £9.50 Tobruk. .. ... . Napoleon at War Quad . e :
Bar-Lev: The Yom Kippur War, 1973. . . EB.50 Waoaoden Ships & Iron Men ... _E7.95 Napoleons Last Battles Quad . FUSILIER GAMES
Manassas: The First Bull Run ... .. .. . £595 BATTLELINE GAMES N.ATO.. i i AL O TR S LB £2.60
SSN: Modern ASW . ................ £5.95 Air Foros €6.75 Next War* Wehrmacht. . .. .. £3.00
La Bataille de la Moskowa o L SR A "f742  Normandy. Warsaw Rising . .. .. £2.00
Borodino, 1812, ......cvvavvniian £13.95 Air Force/ Dauntioss Exnansior A oe Y Rabertthe Bruce .........cc0eneanss £6.00
Crimea: The Dawn of Modern Alpha Om pansion . £760  Objective Moscow ... ......... FIRE AND MOVEMENT MAGAZINE
Warfare, 1856, . .........cuoonns €696 piiTon 0 e ey Eo2e  Oclober War...... — Issue No.14 95p. One years sub. £5.70.
Torgau: Frederick the Great's Machiavelli ... .. P UMBOR. e gsae et Grip-Top Clear Plastic
GreatestBattle .. ................0 £5.95 Viva Espagna £5.95 Panzer‘dd.. .. 3" x3%" (Width & DwB;\Y‘ 1
1815: The Waterloo Campaign. . ... .. £6.95 Fury I the West .ot “beoe  Panzer Armee Afrika .. ... .. g
Pharsalus: The Clash of Legions, Custers Last Stand. . . ... . ' f505 Panzergruppe Guderian. -
- b 2T ol £5.95 G by Patrol el
Shenandoah . ... .. .. £6.25 i
Cct-dol Battle of Dien Bien L DR e i P
964 ... 850 5P| GAMES Red Sun n.smg
Burms: The Jungle Campaign, AirWar . .. .. £7.50  Seelowe”
194245 .. £5.95 American Civil War Srebias s B30 Sinai®, .. i
Indian Ocean Adventure: April 1342 .. £5.95 Artof SeigeWar .................. £16.00 Sixth Fleet. ....... £6.35 WHY NOT ORDER BY TELEPHONE
Coral Sea: May 1942, ... .......... JEBSG  atandeneie e F17.00  Smiper.. ... £5.256 USING ACCESS OR BARCLAYCARD
The Battle for Midway: June 1942 . . . £6.95 Barbarossa FB.35 Sorcerar £5.25 save the trouble of sending a letter
The Ausso-Japanese War: 1904-05 . ..EB 50 Battlefleet Mars £7.50 BAUEEI L o e A S L S e el £6.35 and cheque.
Operation Crusader: British Eighth Blue & Gray Quad .. ................ £7.50 Spitfire. . .. £8.35
Army vs. Rommel ........... -£19.95 Blue & Gray |l Quad. . .. .. ie...[B.AB Starforca. . -£5.00
SIMULATIONS CANADA games all £7.75 Buy it with Access
T

RAKETNY KREYSER. A tactical level naval game for the period 1975-1999. Many scenarios and intriguing rules features.
DIEPPE. A company, platoon and section level game with several scenarios of the Allied amphibious assault of 1942 on

occupied France.

LE GRAND EMPIRE. Strategic simulation of Napoleon's bid to establish French hegemony over Europe. Two to seven

players.

QUEBEC LIBRE. A game dealing with the political and economic problems of contemporary Canada. For up to six players.
I.J.N. A tactical recreation of W.W.II naval actions in the Pacific. Many innovative rules give the game a fine period feel’.
PELOPONNESIAN WAR. The 30 year struggle for dominance in Ancient Greece in strategic game form. Optional third

player (Persian).

TRADE ENQUIRIES WELCOME

All arders Post Free (UK & BFPO). Minimum order 95p.

Please mention WHITE DWARF when replying to advertisements
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Dungeons & STARSHIPS LTI, cemes speciatises 5 tov Srioghom 2 1

TSR HOBBIES INC.

Dungeons & Dragons - revised rules + poly dice + Module Bl.... £7.50
Dungeons & Dragons - revised rule book only (2Znd edition)..... £2.95
Advanced DiD - The Monster Manual - A-Z of monsters, HARDCOVER £6.95
+++sssss0... = The Monster Manual - Paperback of above..,.... . £4.50
ttssssssenss = The Player's Handbook - Full details, HARDCOVER §6.95
s:rrasvsanse = The Player's Handbook - Paperback of above..... £4.50
Dungeons & Dragons - Original 3 book boxed set...... . 56.75
Greyhawk - 1st supplement to original D&D............. vesesnas £5.40
Blackmoor -2nd supp., Eldritch Wizardry - 3rd supp., each..... §3.40
Gods, Demi-Gods & Heroes - 4th supplement, Gods etc. as NPC's, §£3.40
Swords & Spells - Miniatures rules for use with D&D........... £3.40

Dungeon Geomorphs - Set 1, Set 2, Set 3, each available at.... £1.50
Outdoor Geomorphs - Set 1, Walled City............. AT ek £2.35
Dungeon Modules - Complete dungeon packages, usable separately

or together for detailed campaign:-

Gl - Steading of The Hill Giant Chief............ o'

G2 - The Glacial Rift of The Frost Giant Jarl......

G3 - Hall of The Fire Giant King............. ey

Dl - Descent Into The Depths of The Earth..........

D2 - Shrine of The Kuo-Toa....... R R A e

D3 - Vault of The Drow..... N L e e e

S1 - Separate from above, set in world o%.&ﬁéYHANK.‘. iliaae
Bl - In Search of The Unknown, for lst/Znd level, beginners..
Polyhedral Dice Set - 1| each of:- 4, 6, 8, 12, 20 sided dice.., £1.50

Percentage Dice - Two 20 sided dice to give No's 01 - 100..... £0.50
BOXED GAMES.
EMPTRE OF THE PETAL THRONE £17.50 WARLOCKS & WARRIORS - basic £4.25

GAMMA WORLD - complete..... 16.95
GAMMA WORLD - without dice. £5.75
DUNGEON! - D&D on a board.. §6.95
WAR OF WIZARDS - inc. figures §6,95
LANKHMAR - Fritz Leiber's.. £6.95

FOLIO GAMES (In zip-lock bags).

STAR PROBE - SF, very detailed £4.25 STAR EMPIRES - SF, complex £4.95
STAR EMPIRES - rule book only (for those owning STAR PROBE) ... £3.70

ROLE-PLAYING RULE BOOKS.
METAMORPHOSIS ALPHA ....... £3.40
HISTORICAL WARGAMES RULEBOOKS.
BIO ONE - Man-man detailed.. £1.40
CHAINMAIL - 1:1 & 1:20, Med. £2.40
CORDITE & STEEL - Naval 1890 £4.50
FIELD REGULATIONS-1800,1:15 £1,75
PANZER WARFARE-WWI! armour. £2.25
TRICOLOR - Napoleonics 1:20. £2.95

FIGHT IN THE SKIES - WWI.. £6.95
WILLIAM THE CONQUEROR - 1066 £7.85
LITTLE BIG HORN - Custer.. £6.95
THE AFRICAN CAMPAIGN - WWIT 56.50
SUSPICION - Detection..... £7.95
COHORTS - Roman draughts... £6.95

BOOT HILL - Man-to-man..... £3.40

AIR POWER - 1-1 WWI1 aerial. §2.25
CAVALIERS & ROUNDHEADS-ECW £2.25
CLASSIC WARFARE - Ancients. §£5.50
DON'T GIVE UP THE SHIP-Nap. £2.95
MODERN ARMOUR - 1970's.... §£2.40
TRACTICS - WWII combined arms

detailed, boxed set ..... §6,95
VALLEY FORGE- US War of Ind £2.95

JUDGES GUILD (play aids for D&D, Traveller & Miniatures gaming)

City State of The Invincible Overlord - Full city, ready stocked

. Cﬁﬂtalnlné maps, booklets & charts for DM & player,...... £5.95
First Fantasy Campaign - The original BLACKMOOR campaign...... £5.95
TEGEL MANOR - inc. village.. £3.50 FORTRESS OF BADABASKOR.,.. §1.95
CITADEL OF FIRE - complete.. £1.95 WILDERLANDS OF HIGH FANTASY. £6.25
FANTASTIC WILDERLANDS BEYONDE £5.95  CAMPAIGN HEXAGON SYSTEM ... §1.85
CASTLES, Book 1, 48 castles., £1.95 ISLANDS, Book 1, 48 islands £1.95
VILLAGES, Book 1, 48 villages £1.95 GENCON IX DUNGEONS - Two.. £2.3§
READY REFERENCE SHEETS..... £1,95 DUNGEON TAC CARDS - weapons £2.75
CHARACTER CHRONICLE CARDS,. £1.50 JUDGES SHIELD - Ref's screen §£1.50
SEA STEEDS & WAVE RIDERS... £4.95 FRONTIER FORTS OF KELNORE. £1,95
THE DRAGON CROWN - dungeon.. £1.25 Of Skulls &5crapfaggot Green 52,95

War Cry & Battle Lust - Ancients £2.50 TRAVELLER, Ref's screen.... £1.85
EON PRODUCTS.
COSMIC ENCOUNTER - Be 1 of 15 aliens, unique power, original game.. £6.99

EXPANSION KIT 1 82 - each with 10 new a
EXPANSION KIT 3 - 15aliens + new Edict 8 Challenge cards........... £2.95

GAMES PUBLICATIONS.

THE SO0LO DUNGEON - Complete, detailed dungeon for solitaire... £2.40
KANDROC KEEP - Solitaire dungeon in B.K.Asbury's ARYXIA........ £2.50

METAGAMING CONCEPTS.(we have all,new micro's within 2-3 wks US release)

TﬂE YTHRI . .ovunassesansnseaadb,78 MONSTERS! MONSTERS!....... £5.95
Micro-gawey CHITIN 1- The Harvest Wars £1.99
OGRE - Monstrous, cybernetic . £1.89  MELEE - Physical combat.... £1.99

WARPWAR - Tactical space war £1.99 RIVETS - Robotic warfare... £1.99
WIZARD - Magical combat, can also be combined with MELEE....... £2.75
OLYMPICA - Tactical Mars raid. £1.99 ICE WAR - 21st century war. £1.95
GEV - 21st century tactical warfare, can be combined with OGRE. £2.75
BLACK HOLE - Unique play board £1.99  STICKS & STONES - Stone-age. £1.99
MICROQUEST 1 - DEATH TEST - Selitaire for MELEE or MELEE AWLZARD.... £1.99

AVALON HILL GAMES.
Leisure Time Bookcase Games:-

We have all AH games listed in stock always.

ACQUIRE - 2-6 players...... £7.95  BUSINESS STRATEGY - 2-4 play £7.55
CONTIGO - 2 or 4 players... £7.95 PLOY - Pure skill, Z2-4 play.. £7.95
RAIL BARON - 3-6 players.... £7.95 STOCKS & BONDS - 2-8 players.. £7.95

THE STOCKMARKET GAME - 1-6. §7.95 UFO- Strategy,2-4 players. §5.45

Sports Illustrated Games:-

BASKETBALL STRATEGY - for 2. £7.95
CHALLENGE GOLF -1 or more.. £7.95
NBA BASKETBALL -1 or 2..... £9.95
REGATTA - 2-6 player....... §6.50
THINKING MAN'S GOLF - 1+.... §3.25

BASEBALL STRATEGY - Z play £7.95
CHALLENGE FOOTBALL - for 2. £7,05
FOOTBALL STRATEGY -1 or 2. £7.85
PAYDIRT - 2 player.....ceus £7.95
SPEED CIRCUIT - 2-6 players £7.95
WIN,PLACE & SHOW - for 2-6.. £7.95

WARGAMES: - includes all general conflict games.

AFRIKA CORPS........ wesssvs £7.95  ALEXANDER THE GREAT....... £7.95
ARAB/ISRAELI WARS..... £7.95 BATTLE OF THE BULGE. v, $T205
BLITZKRIEG. .. uus £7.95 CAESAR AT ALESIA.......... £7.95
CAESAR'S LEGIONS. . . £7.95  AIR ASSAULT ON CRETE...... £7.95
CHANCELLORSVILLE....... ... £7.95 D-DAY...... cessasacsssssss $7.95
DIPLOMACY - US version...... £7.95 FEUDAL - 2-6 players...... £7.95
FRANCE 1940....cv00svvavess £7.95  GETTYSBURG '77......00.0... £7.95
KINGMAKER - expanded US ed.. £7.95 Kingmaker expansion kit,US £2.00
JUTLAND. ...... e vaaenenaes £7.95 LUFTWAFFE....ccs0scsnssras £7.95
MIDWAY . icevnnvanasinarnas £7.95  NAPOLEON -Former Gamma 2 ., £7.95

OUTDOOR SURVIVAL.......... £7.95
Panzerblitz Manual........ §2.25
RICHTHOFEN'S WAR. . covuvvss £7.95
RUSSTAN CAMPAIGN.......... §£7.95

ORIGINS OF WORLD WAR II.... £7.95
PANZERBLITZ. .. ..o esivaves. £7.95
PANZERLEADER . . c s vssssnanasns £7.95
Richthofen"s War Expansion. £2.00
T T T K e S T e STARSHIP TROOPERS - SF..... §7.95
STANINGRAD . . + 2 vnvvsvesasess £7.95 SQUAD LEADER - Tactical WWIT £7.95
CROSS OF TRON - Detailed expansion for E.Fromt for SQUAD LEADER £7.95
SUBMARINE. . .svssssnesnrnass £7.95 TACTICS II - for beginners. £5.45
THIRD RETCH. v veevvvennnenas £7.95 TOBRUK...:cvvsesosvnvnress £7.95
VICTORY IN THE PACIFIC..... £7.95 WAR AT SEA.iacvvnsnraviesas £5.45
WATERLOO. . s vvseaneasssnnner £7.95 WOODEN SHIPS & IRON MEN... £7.85

*AFTER THE HOLOCAUST........

*“*FIRST WORLD WAR..

ens & parts for extra player 8 §2.95a.

SIMULATIONS PUBLICATIONS INC.(SP1). A11SPI games listed, areZpack bar

those marked *or**. * games are in new bookcase boxed format, ** games are

the larger games in 1 or more old style counter trays, new larger games are
marked *. Individual FOLIO games (where applicable) are listed under their quad.
*AGINCOURT ..vvvvmasnnesss £6.50

*AIR WAR....conusuras Baeaaa AMERICAN CIVIL WAR...... £5.99
THE ARDENNES OFFENSIVE..... 5 *BATTLES FOR THE ARDENNES £8.50
*ART OF SIEGE WARFARE..,... §16.50 SEDAN = 1940...v5re00as £2.75
8T NITHL L aiesaim e is £2.75

CLERVAUX. ..covvuvunaaans £2.75

CELLES - 1844, sons 275

*ATLANTIC WALL.... 117:25

BARBAROSSA - 194]1-1045,.. £5.99 BATTLEFLEET MARS........ £7.99
BATTLE FOR GERMANY......... £2.78 BLUE & GREY QUAD........ £7.99
BLUE & GREY QUAD Il........ £7.99 ANTIETAM..... evsaaseans £2.75

BATTLE OF THE WILDERNESS., £2.75
CHATTANOOGA. e vvvuvnnanns
FREDERICKSBURG. ‘
HOOKER B LEE.. . vesossvanss
BREITENFELD. .o vauvrnvaraaas
CONQUERORS - 2 in 1 package £9.25

CONQUISTADOR - 1-4 play. £5.99
DESCENT ON CRETE........ §£9.25

DESERT WAR - N. Africa.. £5.99
*DREADNOUGHT . woe £5.25
DRIVE ON STALINGRAD..,.. £7.9%
FAST CARRIERS.....ccuuvs £7.99

lst WORLD WAR MODULE - Exp

for use with War In Eur. £8.75
BRIGATE v.o 0004 iahssrvnnes Lo
*GREAT WAR IN THEEASTQUAD £8.50

AUSTRO-HUNGARY 1014....

DRIVE ON WARSAW........

BRUSILOV OFFENSIVE..... £2.75

FOXBAT & PHANTOM.

FULDA GAP......voivurasnans
GLOBAL WAR - 1939-1845

INVASION: AMERICA - 1998.... CAPORETTO - 1917. £2.75
ISLAND WAR QUAD.......vvew. £7.99 KURSK. ..cavnunnnnn £5.99
BLOODY RIDGE.... i LEGION. ..sccansnanna .. £5.99
LEYTE..... PR e . MECH WAR '77 £4.75
OKINAWA, . .ovvvsvvvnssnnsss £2.75 *MIDDLE EARTH - inc.all 3 £11.25
SAIPAN...... irerehnees eins §2.75 *WAR OF THE RING........ £7.9%9
MIGHTY FORTRESS - 3-6 player £5.99 YERURON ..« v vnnsrvenwne s £4.75
MODERN BATTLES QUAD........ £7.99 *GONDOR. e e oavunros eveane 54,75
CHINESE FARM.....:vveeuues £2.75 MODERN BATTLES QUAD I1.. £7.9%
BOLAM: - . e nsrnner £2.75 BUNDESWEHR - NATO-Soviet £2.75

DMI - Kerea '70's?7?77.. §2.75
JERUSALEM. « . cvnssaassss £2.75
YUGOSLAVIA - Theoretical £2.75
NAPOLEON'S LAST BATTLES QUAD £6. 50

MUKDEN - Sino-Soviet????.. £2.75
WURZBURG - US-Sovietr??7?7?.. £2.75
NAPOLEON AT WAR QUAD....... £7.99
BATTLE OF THE NATIONS..... £2.75

JENA-AUERSTADT. ..ovvvuaavs £2.75 LA BELLE ALLIANCE...... £2.50
MARENGO - June 1800....... §2.75 LIGNY. o5 £2.50
WAGRAM - July 1809........ £2,75 QUATRE BRAS « §2.50
NATO....... HPRESe crsesasas £4.099 MAVRE .+ s ivivves owsvney B850
“NEXT WAR....ovvoennnssvase £17.25  NORMANDY....... vasenress $4.08
NORTH AFRICA QUAD.......... £7.99 =*OBJECTIVE: MOSCOW - 1999 £12.50
CAULDRON - May 1942....... £2.75 OCTOBER WAR............. £5.99
CRUSADER - November 1941.. £2.75 *OPERATION TYPHOON. . £12.50
KASSERINE - February 1943. §2.75  OUTREACH -SF...... oo £4.99
SUPERCHARGE - 1942........ £2.75 PANZER "44...:ccvssennnie £4.99
PANZERARMEE AFRIKA......... £5.99  PANZERGRUPPE GUDERIAM... £5.99
PATROL. .cvunavesnransines «e 3099 PUNIC WARS..ivsssvsernss $£2.75
RAID -Commando opS......... £5.95  RED SUN RISING.......... £7.25
*RUSSIAN CIVIL WAR....... +e £8.50 SEELOWE s s v e vovee £4.75
*S1EGE OF CONSTANTINOPLE.... £6.50 *SINAI..... £5.25
SIXTH FLEET....0veveeuns vee £5.99 SNIPER... . . §4.9%
SORCEROR. sssar £4.,99  SPARTAN....sssvscasans e §5:99
SPITFIRE. covsvenscnnica ssens §5:99 STARFORCE - SF....v.00ess 54,75
**STARFORCE TRILOGY - 3 in one, STARFORCE,STARSOLDIEREOUTREACH £10.99
STARSOLDIER venesas £4.99 *STONEWALL....vvecucunaes £6.50
STRATEGY 1... weves 59.99 *SWORDS & SORCERY........ £9.25
TANKL o4 vawrasannsnsaniaass . £5.99 *TANNENBURG......... cenar §6.50
**TERRIBLE SWIFT SWORD...... §£13.50 THIRTY YEARS WAR QUAD... £7.99
UP SCOPE. FREIBURG...ovvuuuuns e ERLTE

. 5.N. LUTZEN: e ccarues saaan £2.75
VERA CRUZ.. v NORDLINGEN...ccouuuvus . E2.75
VIKING...... Tl 15.99 ROCROT.uuevscnsas T 0 T
**WACHT AM RHEIN..... vee. $14.25 *™WAR BETWEEN THE STATES. £13.50
**WAR IN THE EAST.... su.. 815,25 *WAR IN EUROPE....... wes £24-99
**WAR IN THE PACIFIC........ §£24.99 *WAR IN THE WEST........ £19.50

WAR IN THE WEST EXP. KIT - contains link to give WAR IN EUROPE. §6.99

*WESTWALL QUAD.. wevss £7.50 *WELLINGTON'S VICTORY... £14.75
ARNHEM. . ..... cessararaenan £2.50 WORLD WAR T......... . £2.75
BASTOGNE . v v e vuunnn veseses £2.50 WORLD WAR Il...cosveovs. £4.99
HURTGEN FOREST.... .. £2.50 WORLD WAR III - Theoretic £5.25
REMAGEN. . ..... AP Rl STRATEGY & TACTICS...... £2.25

All new SP1 games will be stocked as soon as available in the UK.
All games listed above, both SPI and others, are available from
stock, subject to availability from manufacturers.

This list is only part of our entire range of games, play-aids &
magazines. We also carry a full range of :-
SIMULATIONS CANADA - GAME DESIGNER'S WORKSHOF (GDW)] - BATTLELINE

GAMETIME GAMES (GG) - LOU ZOCCHI - DIMENSION SIX - PHOENIX GAMES
WEST COAST GAMES - WITHERS - RW GAMES - HAYES - FLYING BUFFALO -
FAN TAC GAMES - URSINE ENGINEERING - PHILMAR (ARIEL) LTD. -
FANTASY GAMES UNLIMITED (FGU) - THE CHAOSIUM - DISCOVERY GAMES -
CREATIVE WARGAMES WORKSHOP - IMPERIUM - RAJ PUBLICATIONS -
DISCOVERY GAMES - INTELLECT GAMES (available late April/early May)

Why not write for a catalogue (please send stamped,addressed
envelope) or call in and see us.

OPENING HOURS : MONDAY - SATURDAY 1000 - 1730(5.30PM)

If you wish to order by mail : UK Please add 10% post & packing
Overseas Please'add 33% post & packing

On most items we charge P&P at cost and you will be credited with

any difference. For single magazines please enclose a large

stamped, self-addressed envelope.

Why not order with ACCESS or BARCLAYCARD, either write details as

shown bhelow or telephone your order, giving your Card Number, Name

(as shown on your card), Address and order.

Written ACCESS/BARCLAYCARD order :-

To ACCESS/BARCLAYCARD:- 1 authorise you to debit my ACCESS/BARCLAY
~CARD Account with the amount of §

My ACCESS/BARCLAYCARD Number is

Name (as on ACCESS/BARCLAYCARD) (Block Caps)




Bames wonksbop

1 DALLING RD, HAMMERSMITH, LONDON W6

Tel: 01-741 3445

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

Ravenscourt Park tube

Ravenscourt Rd
DALLING ROAD

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

The most complete set of fantasy and medieval rules ever
published. Covers dungeon adventures, tabletop battles,
jousting, carnpaigns role-play, sorcery, etc. 128 pages
plus index o . £6.50

SWORDS & SORCEREHS
Supplementary material for C&S..

C&S SOURCE BOOK
105 pages of additional C&S material . . ,
TOWERS FOR TYRANTS
Cut-out and build 25mm scale castles . ...
HOMES AND HOVELS
Cut-out and build 25mm scale village buildings
C&S CASTLE PLANS

Four 22x35in. sheets for 6 castles and seige equipment
drawn to a suitable scale for figures to be used on £2.95

Destrier (C&S Card Combat System|
Bireme & Galley (Medieval Naval Combat/C&S). .

..£3.50
.£7.95

STARSHIPS & SPACEMEN
Complete role-playing rules for adventures, exploring
distant worlds and crusading for the continued peaue of
the galaxy. £3.95

ALSO IN STOCK

Metamorphosis Alpha (SF Role-playing)
Lankhmar {Fafhrd & Gray Mouser}
Star Probe (SF Exploration Game)
Star Empires (Star Probe Sequel)
Elric {Game of Maorcock's Hero) . .
Nomad Gods (WBRM Sequeli . . .. A
Archworid {Fantasy Miniatures Rules} ., ,
Citadel (Quest within Wizard's Tower|
Royal Armies of the Hyborean Age (Conan).
Dragon Lords [Epic Fantasy Game) 2
Apple Lane (Rune Quest Scenario)
Stomp (Mini Gamel

MICRO GAMES
Ogre...............£1.99 Rivets.
Chitin 1 .E199 Wizard
Melee. £1.99 Olympica.
Warpwar £199 GEWV.
lce War .E1.99 Death Test
Black Hole. . .£1.99

.ttt .t d.d. 0. 0. 0. 0. 0. .0 0. 0. 0.0 0

S.S.A.E. for full games lists
TRADE ENQUIRIES WELCOME

3rd EDITION CATALOGUE

Qur new 52-page illustrated games cata-
logue is now available, describing over
300 games with over 130 illustrations.
For yvour copy, plus introductory lit-
arature, please send a large stamped
(9%p) addressed envelope plus 30p.

.. e.0.0.5

R R WK

STAR LINES

GAMMA WORLD (TSR]
Can you survive in a world gone mad? A world where
civilization as we know it has been destroyed in a cataclys
mic holocaust? Gamma World is a new science fantasy
role-playing game and includes a game booklet, campaign
map and set of polyhedra dice in a colourful box . . . . £6.95

STRIKE TEAM ALPHA (Game Science) m

Science Fiction land combat rules designed specifically
for use with the Ral Partha GALACTIC GRENADIERS.
11 exciting scenarios recreate futuristic man-to-alien battles
fought in the depths of space with exotic weapons
Rules cover hand-to-hand combat, jet belt flight, robots,
psionics, hovercraft tanks, etc. Zip-lock pack contains:
Rulebook, large 34" = 23" double-sided hex sheet, And
a list of suitable miniatures can be found elsewhere in
the magazine on the Citadel Miniatures page .. . ... . £3.95

DUNGECN FLOOR PLANS
12 thick card A4 sheets of passageways, rooms, stairs,
doors and wood flooring specially designed for the
D&D Dungeonmaster using 25mm figures, Designed to
scale, Dungeon Floor Plans can be easily cut out and

laid out in any configuration before the pldyers as they MM

explore the dungeons (endorseéd by TSR) . ... £2.95

sREns

CHARACTER SHEETS (Games Workshop)
50 D& D Character Sheets in a hardbacked pad with illustrated
cover. Sheets contain spaces for all character details and
bonusses according to Advanced or Basic rules with a fold-
over corner flap for coneealing alignment -£1.50
annn
HEX SHEETS (Games Workshap)
50 A4 sheets of small hexes, especially suitable for mapping
and charting D&D wilderness adventures, bound in a pad
with stiff card back and cover sheet £1.50
e
ALL THE WORLD'S MONSTERS

Vol. 1 and Vol. 2, ea, £4.95

.
WHITE BEAR & FIED MODN Chaosium|

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

xnan

DUNGEON (TSR|

Fantasy, family board game in which players adventure as
Elves, Wizards and Warriors . . £6.95

P

RUNEQUEST (Chaosium)

Role-playing rulebook for the world of White Bear & Red
Moon. 120 pages, illustrated, , _ . £4.95
rnwe

BALLASTOR'S BARRACKS (Chaosium|

TROLLS & TROLLKIN (Chaosium)
168 Prerolled Dark Trolls & friends for Runequest £1.95

i

TRAVELLER

Traveller is a role-playing game of science fiction
adventure in the far future. Sel in an era where starships
are © but the comr time-lag makes for
many fruntlers and unexplored areas, the game becomes
a campaign setting for all conceivable adventures.
Three 48 page rules-packed booklets cover characters
and personal combat, starships, travel, etc. The ultimate
in science fiction role-playing games £5.95
1001 CHARACTERS is a complete 48 page booklet of
pre-generated characters for use in Traveller adventures.
Each is listed with characteristics, age, cash, rank and
skills (UK printing) £1.95

Please mention WHITE DWARF when replying to advertisements

MERCENARY — Rules for recruiting, training, outfitting
and use of individuals, combat units and weapons
systems within the Travefler framework, complete with
illustrations and charts (UK printing) . . £295
MAYDAY is a supplement to Traveller covering starship
to starship combat as a hexgrid boardgame. Hex map 120
die-cut counters for a variety of ships and four astro-
murth'c map sheets, rules book — all in a zmﬂlog

TRAVELLER SHIE udges

screen for Traveller along the lines of the already familiar

judges shield. Packed with relevant tables and data for
£1.50

KING STREET

DUNGEONS & PRAGONS

THE original fantasy role-playing game. ‘Nuff said’.
Basic Rulebook £2.95
Boxed Set comprising rulcbonk nlawnq alds and multi-
sides dice. . £7.50
Advanced DED Players’ 'Handbook
(TSR} — Hardback ... ﬂﬁ
Softhack

(TSR} —

DUNGEON MODULES Complete dungeons in package

form 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 Descent into the Depths of the Earth

Module D2 Shrine of the Kuc-Toa

Module D3 Vault of the Drow . . . i

Modula B1 In Searcn or the Unknown
Dungeon Module 51: Tomb of Horrors, the uf‘ﬁual DEID
Tournament dungeon used at Origins 1. Completa with
over 30 illustrations for the D.M. to show niavers as
they encounter the various situations . - £4.25

D&D MISCELLANY

Greyhawk (orig. D&D Supplement ||

Blackmoor (DED Supplement |1}

Eldritch Wizardry (DED Supplement 111},

Gods, Demi-Gods & Heroes (Supplement IV) |

Swords & Spells

Dungean Gvnmnrnhs[&ﬂlﬂ .! 3

Qutdoor Geomorphs (Walled City) . .3

Monster & Treasure Asst. (Sets 1, 2, 3]

Polyhedral Dice Set

Percentage Dice

B-sided Dice (Pair)

First Fantasy Campaign {D&D Scenario)

Gencon X| Dungeons {2 complete Dungeon

Scenarios].

Wilderlands of High Fantasy |Scenario) . .

Wilderlands Blank Hex Sheets . |

Fantastic Wilderlands Beyonde. Wilderlands of

High Fantasy extension i

Citadel of Fire {dungaon xenar-ol

The Thieves of Badabaskor (Scenariol .

City State of the Invincible Overlord iScenario) .

Campaign Hexagon System (Wilderness Mapplngl

Judges Guild Journal :

Tegel Manor (Scenarial. .. ..

Dungeon Tac Cards {Wpapons Ef Move [ aldw

Character Chronicle Cards (Index cards)

Judges Shield (Handy DED Ref Tables)

.£1.96

£3.40
£3.40
£3.40
.£3.40

ALSO IN STOCK

King Arthur's Knights (Quest Game) :
Lords of the Middle Seas {America vs. Atlantis)
Space Marines (SF miniatures rules)
Lords B Wizards (Epic Fantasy Boardgame)
Middle Earth Rules (Miniatures Rules) .
Sorcerer's Cave |Fantasy boardgame for all the fam-l'.r
The Warlord Game
Cosmic Encounter (Unique, easy to- plav SF board
game for 2-4 players. .
Metropolis {2 player SF board game) -
Direct Conflict in Dimension Six (2 player SF wdrgamel
Second Empire (2-4 player SF wargame} £ 95
Source of the Nile (19th century exploration game). . . . £7.95
Elementary Watson |Role-playing detective board gdl"‘le:' £6.95
Spacefarer's Guide to the Planets, Sector One (100
planets from SF novels & tables) . %
Book of Shamans (New magic svstsm!. -
Superhero 44 (Role-playing) . . .

31



Illusion generation? Another unknown mutation? It is your ‘‘weicome’’ to GAMMA WORLD, science
fantasy role playing in the grand tradition of DUNGEONS & DRAGONS® . GAMMA WORLD places you
on a post-atomic earth. Can you survive in a world of radiation deserts? Berserk robots and weird
mutants? As a human or human mutant or even intelligent animal you have a strange inheritance and
terrifying adventures ahead ... GAMMA WORLD is a complete game for three or more adult players.
The colorful .game box contains rules, a playing map of the devastated continent, and a set of five
polyhedra dice.

TSR IS PROUD TO PRESENT THE ULTIMATE GAME OF SCIENCE FANTASY ROLE PLAYING AT
BETTER HOBBY, GAME, BOOK, AND DEPARTMENT STORES EVERYWHERE. °
GET YOUR COPY OF GAMMA WORLD TODAY!

e e S
PIO. BOX 756, LAKE GENEVA, WISCONSIN S34da ., U .S A0

*T.M. REG. APF. FOR





