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s; Boxed RuneQuest 
Sorcery and Villains & 

es may disappear for 

the budding technocrat. 

mon, Mah Jong, 
books, counters, dice, 

FS WORLD 
Crasimoff's World is a new type of fantasy postal 
game in which players use their chosen characters 
to roam an intriguing world of magic and danger. 
The aim is to  improve your character's points and 
the amount of people in your group so that you 
can dominate a particular area. 

Towns are scattered al l  over the continents and at 
1 these it is possible to buy and sell, trade, and gather 

information. Each town is separate and there is  
often fighting between them. 

I There are the powerful descendants of Crasimoff's 
dying race and other savages, wild beasts, and 
animals that need to be watched. 

There are the old power halls, vanishing towers, and W 

1 gods' temples from. Crasimoff's days that are now 
unused and forgotten by most. 

Crasimoff's World can be joined for £5.00. For this 
Players meet to fight, trade, make pacts, and join you receive a rulebook and set  up material, the 
alliances; but the main rule is  that, within the con- first four rounds, and any additional equipment 
fines of the game, anything is possible. you may need. Future rounds are f 1,25 each. 

Send to K.J.C. Games, 5 Vicarage Avenue, Cleveleys, Lancashire FY5 2BD . 
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Dungeon Floor Plan Pad (f2.50 post free). 
10 sheets of dungeon floor~ng Stone natural and board iloors 
Curved steps and ror r~dors ,  pits, rocks, grills and spiral italrcases, I W 1 W 2 W 3 W 4 
all ready to cut and use Pr~nted  on card 

and cruisers up t o  five inches in length. Macro - Hex Pad (E1.95 post free). 

-sheets 611 x 411 Green 
-sheets 611 x 4 11 Sand 
-sheets 611 x 411 Blue 

"Cry Havoc" deals w -Metres 01 Green 
-Metres 01 Sand 

Standard Pads 
-Role Playing Character Pad 
-Dungeon Floor Plan Pad 
-Dungeon Accessr~ry Pad 
-Hex  Paper Pad 
-Macro Hex Pad 
11 you would llkr o u r  Ihter,lture 

ounter Sheets U.95 the Damage Record pad 75p postage free. p l ~ a a e  send d atamped 
Map 1 The V~llage. ~ a p  2 The Crossroads, Map 3  TI^ Forest. dddressed rnvrl<,l,r 

l e n c l o s e  On the 
>terns ordered 

wargarners alike. These prlnts are 
unbound, to allow some to be removed 

Please send to 
Standard Games and 
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NEW PLAY-AIDS 
FROM GAMES WORKSHOP 

DUNGEON MAPPING SHEETS: 
50 specially grided sheets to plot 
your dungeon or city complex, 
plus instructions for use. 
Compatible with Dungeon Floor 
Plans I and II. 
Only £1.99 per pad 

WILDERNESS HEX SHEETS: 
50 hex sheets with which to map 
your campaign setting. 
Only £1.99 per pad 

GAMES WORKSHOP DICE - 
ONLY 25p EACH! 
D4, D6, D8,DlO, D12,D20 (0-9 
twice), D20 (1-20) 

All these play-aids are available 
at your local games shop now, or 
direct from Games Workshop 
Mail Order Dept., 27/29 Sunbeam 
Road, London NWlO 6JP 

--=zmrnE@~EBF 
The Fantasy Role-Play ing Ga rne 

NEW - Character & Adventure Sheets for RuneQuest 
Games Workshop have revised and amended the character record sheet 
as published in the RuneQuest rules book so that players can have a 
permanent and easy-to-read record of their characters without damaging 
their copy of the game. We have also designed a smaller 'adventure sheet' 
which is ideal for use during adventures. The sheet covers spells in mind, 
equipment, current fiances, damage and remaining hit and power 
points. You get 30 character sheets and 80 adventure sheets forjust 2 1.99 

SOLO ADVENTURES FOR RUNEQUEST 
SOLOQUEST 1:Three beginning adventures for RuneQuest solitaire - 
all you need to play is the RuneQuest rules book: Dreamquest -journey 
to an ethereal plane to  do battle on behalf of your cu1t;Phoney Stones - 
unmask the perpetrator of the Issaries fraud; Maguffin Hunt - enter a 
dwarven stronghold to  recover stolen treasure. Revised UK edition 
only 24.95 

WATCH OUT! 

/i SCORPION HALL: A solo adventure pack for intermediate characters, 
in which you journey through a dangerous wilderness, enter the 
Scorpion Men's lair and attempt to  destroy their chaos brood. 
AVAILABLE SOON 

Chaosium games are distributed in the UK by Games Workshop Ltd. If you experience any difficulty in 
obtaining the game or supplement of your choice, simply send an SAE to 

Games Workshop Ltd., 27/29 Sunbeam-Road, London NWlO 6JP for a price list and mail order form. 
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FANTASY GAMERS! SCI-FI GAMERS! 
WAR GAMERS! COMPUTER GAMERS! 

Send now or ring for your games 
gcude, price list and details of our 

group visiting service 
-or call in to our showroom 

Hours 9-30- - 8.00pm. 
!.CASTLES IN THE AIR"< Monday- Saturday 

9 3 Monrnouth Road Raglan, Gwent, NP5 2ET Tel: (0291) 690 214 '.- 

CHOOSE IN AIR-CONDITIONED COMFO 

PLATOON 20 

U.S.. ARMY, VIETNAMESE, 

Iron Crown 
HEAVY WEAPON SETS..  . 

* Platoon 20 

OPEN Mon - Sat 22 OXFORD ST. LONDON W 1 Basement Dept. 
9.30 am - 9.00 pm and a t  52 WESTERN ROAD, BRIGHTON 
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T 
he recent decline of the value 
of the Pound in relation to the 
Dollar has led to inevitable 

price rises in most role-playing 
games. The fact is that nearly al l  
come from the USA. I t  i s  now seven 
years since D&D appeared (follow- 
ed by a flood of other RPGs), and 
yet there i s  still not one commercial 
British system. Do British manufac- 
turers think it i s  too late to jump 
on the bandwagon? Surely i f  the 
system was good and the price con- 
siderably lower than the USA im- 
ports, we would all support them - 
wouldn't we? 
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Separated from hisgroup of trusted friends, 
our hero, Patrick McGinny, a fighter of  
some renown, wanders the lonely moors 
in search o f  a landmark he might recognise. 
He finds none, and he begins to worry that 
his fighting days may come to  a solitary 
end out here with no-one even to witness 
his death. He slips deeper into theunknown 
Ian dscape. 

Suddenly he stops, swiftly unsheathing 
his sword. A movement ahead alerts him, 
or is i t  the wan light playing tricks with his 
eyes? A flicker of  white against the grassy 
slope ahead. Now he is truly on his guard, 
and he approaches cautiously. Without 
warning a figure appears. Sittingside-saddle 
on a snowy-white stallion is a beautiful 
noblewoman, elfin of  feature and full o f  
an alien light and grace. Filled with a sense 
of wonder and awe, Patrick finds himself 
unafraid, sheaths his swordand walksslow- 
ly towards her. 

The beginning of this adventure of Patrick 
McGinny portrays somethingoftheessence 
of Faerie, that strange, supernatural land 
of British and Celtic folklore, found only 
rarely and then by unusual people of heroic 
statut-e or itinerant life-style. l twould soon 
be obvi5ous to  mortal visitors that Faerie 
i s  so much shot through with magic that 
enchantment i s  an essential part of i t s  nat- 
ure, and that physical laws do not necess- 
arily hold sway, and even Faerie's own 
magical laws do not consistently apply. 

The inhabitants of Faerie (collectively 
known as faeries despite their wide variety) 
are strange, inherently magical beings, 
sometimes benign, often wicked, the vast 
majority of whom are chaotic and individ- 
ualistic in their actions. Faeries are usual- 
ly mischievious, even i f  they are not act- 
ually evil, and i f  assistance is given to 
others, it will generally be in the form 
of riddles or sometimes active help with 
demanding or double-edged conditions 
attached. Valuable items, especially those 
of a magical nature, change hands rapidly 
between these creatures, but the victims 
of these light-fingered acts usually take it 
in good part, as there are very few indigen- 
ous lawful faeries. 

Being skilful illusionists, faeries arewell- 
equipped t o  baffle and bemuse their op- 
ponents, and their natural powers of sor- 
cery allow them to  reward and punish 
whom they please. No doubt i t  i s  these 
great powers which lead to  their quaint 
and occasionally perverse or inexplicable 
acts. Faeries are also associated with de- 
mons and other spirit-creatures. Some 
authorities claim that when Satan fell from 
grace and was banished from Heaven, tak- 
ing his acolyteswith him, those spirits who 
were caught betwixt Heaven and Hell when 
the gates of Heaven were shut found them- 
selves exiled from both, and that they were 
subsequently known as faeries: Hence there 
i s  a natural link between faeries and evil, 
and between faeries and the undead. 

Some spirits befriended humans,though 
such hobgoblins (for faerie hobgoblins are 
little related to  AD&D hobgoblins), bugs 
and goodfellows would object to  payments 

AD&D and the 
by Alan 

or to inquisitive eyes. Left t o  themselves 
they would keepthehouseclean,balestraw, 
fill the barns, or complete any other mun- 
dane, boring task at speeds impossible for 
the ordinary mortal to achieve. They could 
also be a nuisance, especially i f  offended, 
however inadvertently.AD&D doesalready 
include some elements of Faerie, for in- 
stance there exists a handful of monsters 
in the Monster Manualand the Fiend Folio 
which are derived from British folklore 
(eg Brownie, Will o' the Wisp, Booka, 
Killmoulis and so on), but, although play- 
er characters inhabit a fantasy world, to  
introduce Faerie i s  to add another facet 
to their experience, as the flavour of Faerie 
is dissimilar from the medieval-styleAD&D 
world. After all, the DM'S creation is  the 
'real' world to  the player characters, and 
Faerie gives the opportunity t o  take them 
out of i t  without recourse to powerful mag- 
ic items or dangerous planar travel. 

Faerie places have a peculiar nature. In 
folk-tales the land of Faerie i s  only rarely 
perceived as afull-scalealternative universe. 
Instead, it consists of a multitude of separ- 
ate and distinct places, often quite small in 
extent, each one of which has its own un- 
ique and sometimes ephemeral link with 
the real world. For the DM this means that 
adventures in or involving Faerie can be 
localised, background information can 
be restricted, sketchy or virtually non- 
existent, and the whole design can be kept 
entirely apart from a campaign inthegames 
master's 'real' world. 

How can player characters reach Faerie? 
Led by the fay, Patrick journeys on, trust- 
ing that his strange companion will rescue 
him from his predicament. As the light beg- 
ins to fail, the man imagines that he can 
hearmusic, sweet andliltingin thedistance. 
Soon he can make out the hazy spectral 
shapes of dancers and musicians cavorting 
round a nearby hillock. Pale and thin they 
seem to his inexperienced eyes, and yet 
their faces are painted with gleeful expres- 
sions and .their movements are wild and 
unrestrained. Some play pipes or blow on 

Land of Faerie 
E Paull 

whistles as they whirl around, but for all 
their energy they seem untiring and never 
skip a note. 

Caught in their net of joyfulness Patrick 
finds himself drawn into the circle of gyrat- 
ing figures, his clumsy steps calling forth 
cries of mirth from the faeries. The crazy 
dance continues unabated and Patricksoon 
loses sight and sound of anything but 
music, laughter and elfin creatures, unti l  
he sinks exhausted to the ground and 
sleeps. 

The sunlight awakes him. His faerie 
friends have disappeared, all but the lady 
in white, who sits watching him. Moorlands 
no longer surround him. The sun's rays 
flicker through the branches of trees heavy 
with white andpink blossom and soft grass 
grows under him. 

Mortals are drawn into the land of Faerie 
most frequently through the agency of its 
faerie inhabitants, whose powers enable 
them to make themselves attractive totheir 
human victims. An heroic mortal could be 
lured there for a particular purpose, be it 
good or evil, or a visiting faerie might just 
drop in (faeries being notorious eavesdrop- 
pers) to suggest that the land of faerie 
might hold a solution to a character's 
problem. 

The land of faerie might be enteredafter 
a long journey, possibly across the sea or 
even under it, into a mountain range or 
through a forbidding or forbidden wood. 
Supernatural transportersabound in British 
folklore, since any mysterious disappear- 
ances could be conveniently attributed to 
faeries. Doors in hillsides or tree trunks, 
as well as the more obvious caves and pot- 
holes might feature. Such transporters are 
generally found by sheer chance and can 
be located a second time only i f  the dis- 
coverer has kept his knowledge to  himself 
because the dissemination of concrete in- 
formation about Faerie will break faerie 
enchantments. The faerie ring gives the 
DM added scope, in sizeable parties of ad- 
venturers. Even cautious parties can be 
caught, as their scouts will join the circle 



i f  they fail a saving throw versus magic (at 
minus 4 due to the strength of faerie mag- 
ic). Faerie revelries in enchanted buildings 
can attract lost adventurers, or those ex- 
ploring virgin wilderness, whereas sudden 
snowstorms, mistfalls and other rare but 
natural phenomena might descend upon 
those in more familiar terrain, and who 
knows what they might conceal? 

DMs can introduce the Unseelie Court, 
a veritable flying circus of the more unsav- 
oury denizens of Faerie with a penchant 
for plucking their victims from terra-firma 
and carrying them off, only to  deposit 
them at remote and dangerous spots many 
leagues away. The counterpart of this evil 
court i s  the Seelie Court, which is a group 
of trouping faeries of noble statusand nor- 
mally good alignment akin to  Tolkein's 
Eldar. 

Adventures in Faerie. 
'You must help us, mortal hero,'she beg- 
ins. 'Our fair land is afflicted by a terrible 
giant, who slays our people with impunity, 
for he wears a magical horn, which pro- 
tects him from all our efforts until such 
time as it is winded byamortal. Only then 
will his evil attacks be ended. 

After ascertaining that he will be richly 
rewarded, Patrick agrees to attempt the 
task, as of course all heroes would. He 
finds Mugg the Giant asleep in his cave, 
creeps inside and blows on the horn. The 
deep echoing note from the horn quite 
naturally awakes the giant, and our hero 
has a fight on his hands. Fortunately, 
for him a band of faeries rushes to his aid 
and Mugg dies an ignominious death. 

Faerie adventures may be divided roughly 
into two types. Firstly, characters may ex- 
plore Faerie in much the same fashion as 
they do in the 'real'world. The disadvan- 
tage i s  that i t  entails a lot of work for the 
games master, work which he may prefer 
to put into his 'real'world. Besideswhich, 
much of the enjoyment of Faerie adven- 
tures comes from the interaction of solit- 
ary faeries with solitary or, at most, only 

a handful of characters. 
Traditionally soulless and extremely 

long-lived, i f  not immortal, faeries often 
have need of humankind and/or mortals 
for specific tasks which would be prohib- 
ited to soulless creatures. Powerful magic 
items or weapons might be usable only by 
mortals, as in the example above, or cer- 
tain areas might magically prevent the en- 
try of faeries. Above all faeries need the 
qualities which set mortalsapart from them, 
character traits and abilities which are al- 
most entirely absent from faerie personal- 
ities. Steadfastness and perseverence are 
sought after mortal qualities, as faeries are 
flighty and easily led astray. The loyalty 
of mortals is an asset, faeries being fickle 
creatures, but mortals should beware that 
their loyalty is not exploited for i l l  ends. 
Machinery of any kind i s  a closed book t o  
faeries, who prefer to  rely on their magical 
abilities, so mortals with mechanical skills 
(perhaps in weapons of war) would be at- 
tractive to  faeries of evil inclination. 

The Return. 
Brave Patrick is feasted and feted royally 
by the faeries for his good deed. Aftersev- 
era1 days o f  rejoicing, he begins to hanker 
for the real world, and asks how hecan re- 
turn. You must cross the Stream of Parting, 
he is told, and many an adventure might 
lead to the stepping stones across the water. 
As a final gift the faeries bestow upon him 
a small gilded box, which, they say, will 
ensure that he has a long and happy life, 
though on no account should he look in- 
side the box. 

In time and after braving many dangers 
Patrick crosses the Stream of Parting and 
finds himself back on the moors with his 
mortal companions. Patrick is astounded 
to discover that no more than a few hours 
have passed since his wanderings began, 
although he spent several days in the land 
of Faerie. 

In accordance with the faerie prophec y 
Patrick lives a happy life, but as he grows 
older his curiosity grows with him, gath- 
ering like a cloud in his mind. Finally, he 

cannot resist and he opens the box. . . .' 

Return from the land of Faerie is almost 
invariably associated with taboos, the 
breeching of which will cause woe to the 
hero. Faerie treasures are notorious1 y two- 
edged and often subtley counterfeit. Faerie 
gold traditionally transmutes to  oak leaves, 
i f  stolen from Faerieland, whereas the os- 
tensible owners of faerie magic items may 
take their revenge on mortals audacious 
enough to steal them or t o  misuse those 
freely given. 

In many a tale innocent humans might 
by chance acquire faerie potions or oint- 
ments allowing them to  discern the true 
form of faeries, who would prefer to  re- 
main invisible. Despite their innocence 
such offenders were blinded, so that faerie 
secrecy could be preserved. In similar fash- 
ion those mortals who seek out faeries to  
gain power for their own ends, are direly 
punished for their temerity, while those 
selfless heroes with pure motives may be 
rewarded with unexpected riches and 
favours. 

The Tinkerbell Phenomenon. 
Faerie power is, usually inherent, needing 
no casting of spells norspecial tools. When 
faeries fly, they do so magically and not 
with the lacy wings with which most art- 
is ts  endow them. Occasionally faeries had 
recourse to caps or 'witches' broomsticks', 
but these items were merely convenient 
aids, which could also be used by humans, 
and were not essential for the task. 

The scientific era required faeries to  
have a physical means for achieving their 
flight, while in addition it deprived them 
of their essentially twisted, corrupt nature, 
so that by the 20th century faeries had 
evolved into the ephemeral, butterfly- 
winged, basically harmless image of the 
popular Peter Pan style conception. Player- 
characters please remember thattrue faeries 
were objects of terror and could endanger 
one's very soul. 

Next issue: Stats for Faerie Denizens. 



An Introductic 
PART 2: REFEREEING 

A new referee will need the Basic Set: Books 1,2 and 3. Don't 
buy dozens of books, supplements and magazines without find- 
ing out whether you really like refereeing. If you are already a 
player, ask your referee what he would recommend, and watch 
what he is using. 

In addition to the Basic Set, buy a commercially-produced 
adventure so that you can get some idea of how to s e t  up scen- 
arios. One of the following scenarios would make a good first buy: 
The Kinunir, Research Station Gamma, Twilight's Peak or Bob 
McWilliams' Sable Rose Affair (WD 77 and Best of  WD Scenarios) 
which has the advantage of being cheaper, but, like Twilight's 
Peak, assumes that you have Book 4, Mercenary. The Kinunir has 
the advantage of presenting four scenario possibilities. Each of 
the GDW booklets mentioned also detail a subsector-sized area 
of space, which can be used for later scenarios. 

Organisation 
The keyword for a Traveller referee is  preparation. There is  no 
real fallback: if the referee isn't feeling inspired, the game isn't 
going to work and that's that. You must have some sort of plot 
ready by the time the band has finished equipping itself. 

Preparation means knowing the rules, at least the ones which 
are likely to crop up in the adventure, and knowing the scenario 
itself. Thoroughly. You'll find that in the recommended scenarios 
there's very little working out in terms of dicing up characters, 
animal encounters etc. This will happen in your homegrown scen- 
arios later, but to start with at least you can concentrate on act- 
ually running the game. 

As you play, you'll rapidly come to know which tables and 
charts are consulted frequently; copy them somehow, this will 
save time and also wear and tear on the books. Have ready a price- 
list for weapons, various items of personal equipment, armour 

In to Traveller 
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and devices. You can get by with just the price, but ideally also 
have the weight, the tech level it's first available at, and the highest 
law level you can carry the item at. These become less important 
as you and your players get to know the game mechanics. 

Make copies of player-characters. I t  i s  usually enough just to 
have their UPP and skills noted, with possibly service and age. If 
any player forgets his character record, you can then give him a 
brief precis, enough to play with - likewise if it gets lost. Sooner 
or later. he'll die, and then you can recycle that character as a 
non-player with a ready-built personality. This tactic i s  especial- 
ly useful if you have two oy more bands that you referee. It also 
saves you having to ask characters what their skills or UPP are 
when saving rolls are required or in similar circumstances -for 
example, i f  you have some event which will only be noticed by 
an Electronics-3 or higher, it's a bit of a giveaway to ask 'Has 
anyone got Electronic-3?'. This is especially useful if one player 
has a skill he doesn't want the others to know about, particular- 
ly psionic talents. Without doubt the best medium for these brief 
sketches is  the 3" x 5" index card. 

Maps 
One frequently-advanced method is to collect real maps or maps 
from other games. If you're a stickler for atmosphere, you'll want 
to change the names. The overall planetary map isn't really nec- 
essary though several adventures require trekking across half a 
world searching for something. If you know full well that the 
band, however lost it gets, is not going to reach the other contin- 
ents on the planet, why bother having a map of them? Converse- 
ly, the closer the area is to where the plot will reach i t s  climax, 
the more detailed the map should be. Most action takes place in 
a fairly small area, so maps of things like buildings, towns, small 
tracts of wilderness, ships, and so on, are a necessity, but only 
do 'close-ups' when it matters. Think of your adventure as being 
like a novel; don't make the band play through every hour of 
tramping through the woods; a good storyteller, which is what 
you are trying to be, will say something like 'The adventurers 
toiled for hours through the dark, damp woods in the rain.' Be 
atmospheric by all means, but concentrate on the important 
scenes of your play, be proportional to i t s  importance. 

In the case of towns and buildings, I tend to describe places 
that I know well but the players don't, and use those more or less 
regardless. This saves a lot of time and effort in drawing a map 
and carrying it around. If the characters have a map i t  just means 
they will go straight there (wherever 'there' i s )  and you can omit 
the street directions. This doesn't work so well in wilderness, but 
most adventures take place because of and around specific people, 
which usually means in or near a town of some sort or a similar 
group of dwellings. Try to avoid using places your players know ' 

for this trick; first i t  ruins the atmosphere, and second, they may 
know i t  better than you, and then where are you? 

You will need a detailed scale plan of wherever the punch-up 
i s  going to be, especially if you are using miniature figures. I f  you 
are running one or two people you can live without this, butwith 
more than two i t  becomes essential as everyone loses track of 
where everyone else i s  and what they can see. How you handle 
hidden movement i s  up to you; it depends on how much you 
trust you players. They are few who will say, 'OK, I don't think 
I'd know that scorposaur was around the corner, so it should sur- 
prise me.' On the other hand, the players are just your friends, 
whereas the characters are rough, tough space rangers with 20 
years experience of doing things like this. 

It is useful, if you have a few other games, to carry thew maps 
around with you. Things like Sniper!, Starsoldier, Starship Troop- 
ers, GEV will provide a terrain map for random punch-ups or 
other events that you've not got a plan ready for. People will ar- 
gue that it's unrealistic to keep using the same three or four maps 
all the time; tell them it compensates for the fact that their char- 
acters have intimate knowledge of the local area - and they will 



have; characters like that are going to spend hours poring over 
local maps and days walking the streets before and during a 
scenario. 

Methods 
There are a couple of ways of starting: some people like to just 
read the description of the initial set-up to the players straight 
out of the book/zine/whatever, or, to be moreatmospheric,start 
them a few days before they run into the patron so that they get 
the feel of the world or city, and start worrying about running 
out of money. This also allows time for equipment purchase. 

Since you'll probably start by using a commercial scenario, 
you can follow that for the most part. You will make mistakes 
- everyone does. Don't worry about it. As you get into the 
swing of things they will become fewer. They will never disap- 
pear entirely; they usually involve an argument over the rules or 
scenario, and one of the main arts of the referee is to be able to 
adjudicate these. In their basic form, they consist of a player dis- 
agreeing with you about whether something is reasonable or not. 
You must be firm, but fair; consider his point of view, and if i t  
sounds reasonable, agree. But you are the ref and your word i s  
law. Many times you will just just not be able to make up a con- 
vincing answer to a question on the spot;ask the dice. Phrase your 
problem as one or more yeslno questionsand roll, high means yes. 

Don't rely on technicalities of science for a plot, an adventure, 
or an excuse. You are far too likely to be wrong. People often 
forget that our science doesn't know everything, and that i t s  his- 
tory involves many reversals of theory. As with all things, i t  i s  a 
matter of balance. There are two rules: 'don't put it in the scen- 
ario if you haven't got a plausible excuse for i t s  existence', and 
'think of the effect first - then explain it.' 

A common mistake among players and referees is  to rely on 
gadgetry that often serves no useful purpose, in that when the 
grunge rifle is neatly worked out and typed up it is  either cap- 
able of devastating continents or not much better than an ord- 
inary rifle. In the first case, if the players, poor and unorganised 
as they are, have these things, the lmperium and police will have 
them as well because they've got unlimited money and research 
time. In the second case, what's the point of building it in the 
first place? You must always leave the players a way out, if they 
are but smart enough to think of it; so super-weapons are out. 
Super-gadgetry takes the emphasis away from players too;always 
the question is, i f  the machines are so good why are people still 
doing the job? This illustrates the Golden Rule of Traveller; i t 's 
the people that matter. You need believable characterisation of 
non-players' personalities, and that i s  the single most valuable it- 
em in a ref's armoury. Don't concentrate on how he's shooting 
up the party; concentrate on why he's firing. It's characterisation 
and background that will make or break a game and their inter- 
action which will generate your plots and scenarios. 

For many players, combat is the game. The trick is not to 
make it gratuitous violence, because people die awfully fast in 
Traveller and the first decent shot will waste them. The fighting 
must mean something; you don't usually get attacked as you put 
a quarter-credit into a dopestick machine a t  the Travellers' Aid 
Society. People attack you for a reason - usually because you 
have something they want or vice-versa. The combat in a Traveller 
adventure should be of two kinds; random and planned. The ran- 
dom kind i s  from attacks by bandits, carnivores etc as the band 
travels towards i t s  goal. These assailants have an 'incidental' pur- 
pose - they are hungry or after loot, and the players are the first 
thing to come their way since last Tuesday. Well and good, they 
keep the action moving along and stimulate interest. Try not to 
kill them here. 

The planned kind are attacks by people or creatures with 
'primary' purposes; they defend what the players are looking for, 
etc. This should be the climax of the wholeadventure, the tough- 
est fight for the biggest prize. This is how the heroes die; their 
minions can get snuffed by pirates on the way, but a player- 
character should always be able to askwith hisdying breath,'Did 
we make it?', and on being told that the rest of the group have 
succeeded, or at least escaped alive, gasp 'Then it was worth it!' 
A player must feel his character died for a worthwhile reason. 

Let the players and the referee have the benefit of the char- 

acters' knowledge. If a player knows Electronics and his charac- 
ter doesn't then the character cannot be allowed to use the play- 
ers' knowledge. If the character knows Electronics and the play- 
er doesn't, don't say 'It's a mosfet,' and grin evilly. Say, 'It's a 
mosfet, which you know is a fairly common component that 
does so-and-so. . . .' Don't penalise a player for not knowingwhat 
his character does. Likewise, you will often need to say, 'Well, 
I don't know how you'd use this mosfet to repair the radio, but 
you have Electronics-3. Whatever the best way to do it is, you'll 
know, i f  I don't, and that's what you'll do. Roll your dice.' 

The game should run smoothly and enjoyably. This is more 
important than sticking to the rules. You are under no obligation 
to do things the way GDW or anyone else says you should, nor 
are you under an obligation to ignore anything that doesn't have 
someone's seal of approval on it as being official, nor are you 
obliged to accept everything that says Traveller on it somewhere. 
I t  is your game, and in the long run you have a veto on whatever 
anyone else says about how you run it, whether he be manufac- 
turer, player, or what. But again it's a question of balance; you 
have to let your players help you in moulding your universe,and 
in any case it saves you work - just remember you have the last 
word. 

As to how many players, the game i s  best with 2-4 like any 
role-player. The most I've ever handled with any success i s  6;with 
more than 3, it 's a fair bet someone is  getting bored. 

Expansions 
If you are certain you do want to referee the game on a long-term 
basis, you will be thinking of getting some of the various expan- 
sions and supplements. Decide whether you are going to create 
your own campaign or use pre-generated backgrounds supplied 
by manufacturers or magazines. If you want to stay with GDW's 
universe, for instance, you will be well-advised to make Supple- 
ment 3, The Spinward Marches, your next item. Whether you de- 
sign your own campaign or not depends on how much time, mon- 
ey, and imagination you have. If money i s  not a problem, but 
you don't have a great deal of spare time, the best bet is to fol- 
low most other referees and stay with the Spinward Marches. 
There is still a lot you can do fleshing it out and creating scen- 
arios, depending on how creative you are, or simply in running 
other people's adventures well. 

In terms of rules, it depends what you want. Almost certain- 
ly you will want Mercenary, Book 4; it i s  to Traveller as Grey- 
hawk was to original D&D. The expanded generation system 
turns out much more skilled and military-oriented characters, 
which the players like; there are stacks of new weapons and ar- 
mour, a few scenario ideas, an abstract system for largecombats, 
and the mighty Instruction skill which allows people to learn 
new skills - or rather, teach them. 

Snapshot is also useful, though by no means necessary, pre- 
senting a more detailed close combat system, a couple of deck 
plans, and some scenarios. Mayday is  less worthwhile, having a 
variant of the Book 2 ship combat rules which i s  easy and fast 
in play. There are also the missile construction rules. 

With Book 5, High Guard, you will be mainly interested in 
the first dozen pages or so - the expanded naval character gen- 
eration system. You can have some fun finding out that the 
Book 2 small craft are impossible to build using theBook5small 
craft system, designing some new ones to player shipowners' or- 
ders, and ego-trip building million-ton deathstars you'll never be 
able to use in a scenario, but basically you want the character 
system. 

Since the Journal o f  the TravellersfAid Society i s  usually out 
of print within weeks, you may want to subscribe. I t s  main ad- 
vantage i s  the continuous stream of scenario ideas - they need a 
lot of work to be playable sometimes, but the idea's the thing. 
The Best o f  the Journal, issues 1-4, i s  worth getting if you like 
robots and asteroid miners since it covers these, as well as the 
famous Gazelle class, which i s  a very nice ship. 

As to supplements, I find Animal Encounters helpful because 
I'm too lazy to roll them up myself, and Citizensof the lmperium 
for its new character types. 

Next issue: Part Ill - Scenarios. 



why afflcionadoes clalm RuneOuest melee 
to be simple, fun and 'realistic' - once you 
are conversant with the rules. The adven- 
tures are full of non-player charactersready 
for use in your own adventures and the 

factors such as presentation and play- 'unusual' encounter at the end of Dream- 
ability. Quest i s  an especially good idea. You can 

also run all three adventures as referee and 
player mini-scenarios (Phoney Stones i s  
even better played that way). Finally my 
rating combines playability and value for 
money. Incidentally, Games Workshop 
now print SoloQuest under licence in the 
UK, and the above price reflects this. 
Overall: 9 Clive Bailey 

STAR FRONTIERS 
f 8.50 

Star Frontiers i s  a science fiction role- 

CHAOSIUM INC £5.95 
playing game. For your money, you get a 
box containing one basic and one expand- 
ed rulebook, an introductory module,sev- 
era1 maps depicting various terrain types, 

SoloQuest is  the first of Chaosium lnc's and bring them to justice.Player-characters a city centre, and part of a starship, a 
solitaire RuneQuest adventure packs. The findthemselvesinthevillageofSlimeHaven countersheet and some flyers urging you 
Quest comes wrapped in asleek black cov- about to search ten suspect houses. Enter- to join the RPGA. Not to mention two 
er with one of those pesky pantomine ing a house involves an encounter with i t s  losided dice. 
ducks by way of illustration on the front. occupant(s), their story, a glance a t  their Character generation is  fast and easy. 
Inside are three adventures DreamQuest, belongings and depending on the player- Eight characteristics are arranged in four 
PhoneyStonesandMaguffinHunt. All you character's attitude, a brawl. If you and pairs; initially each member of a pair has 
need to get into the adventures are the your character can discern who the fraud the same value, in the range 30-70, but 
RuneQuest rules book, pencil, paper and ster(s) are you will have to disarm them points can be transferred between mem- 
of course a player-character who has to dis- and bring them back to the lssaries Tem- bers of pairs. Points are also added to or 
play 50%-60% fighting skills. Battle magic ple. Failing that you can make an accusa- subtracted from various characteristics de- 
spells like blade sharp, healing and the likc tion in the hopes of obtaining a percent- pending on one's race;a character may be 
are also a necessity. age of the total reward. Phoney Stones is human, Yazirian (a flying squirrellwookie 

DreamQuest takes the player character, an amusing adventure to play in, but if you hybrid), Vrusk (intelligent insect), or Dral- 
on behalf of his god, to the ethereal plane find the culprit(s) first time, as I did, you asite (shapechanging amoeboid), and the 
there to meet interesting people and mon- won't be able to use it again yourself. non-human races also get certain powers, 
sters in single combat. Four successful en- Maguffin Hunt gives your player char- such as the ability to go berserk or deduce 
counters lead the player-character to afinal acter the prospect of another reward this the nature of social interactions. Thisdone, 
unusual encounter which when overcome timeforthereturnofthefabulousMaguffin, a Primary Skill Area is  decided on; each 
marks the conclusion of this minor Hero- whatever that may be, which has been stol- character begins the game with two skills, 
Quest.Evenifyourcharacterisunsuccessful en by two dwarves. I f  your player charac- and may learn others later, but skills out- 
the spirit body is  unharmed and re-unites ter accepts the challenge you must enter side your speciality cost more to acquire. 
with the physical body for the permanent a cavern complex to search for thedwarves The PSAs are Military (fighters), Technol- 
loss of four power points. A grateful god and face encounters with cavern denizens ogical (magic-users), and Biosocial (cleric1 
will provide all who take part with a bet- along the way. Maguffin Hunt introduces poachers). Once you know the system a 
ter than usual chance of increasing weap- the novel idea of 'Noise' ie if you encoun- character takes about as long to create as 
on skills when trying to learn from exper- ter a denizen and fight or fall intoa cavern it has taken to read this paragraph,and can 
ience and there are power benefits too. In stream your activity will result in noise be described on a sheet in about as much 
additon, the player who survives past the which will alert other cavern creatures and space. 
last encounter gets the bonus of a one use reduce your chances of surprise. That's A character's Stamina rating gives his 
speciality rune-spell. DreamQuest i s  essen- what I think noise means because I couldn't hit points; i t s  Dexterity halved is  i t s  base 
tially 'hack and slay' adventure, but it i s  find Alan La Vergne's explanation within chance in % of scoring a hit. There i s  no- 
also essential tuition in the art of resolv- the adventure. There is also an error in thingremarkableaboutthecombatsystem, 
ing solo melee which you will need when this particular adventure - page 24, sec- a simple initiativelmovelattack system in 
attempting the other two adventures. tion 29, 'Charge the Wall'should be (101) the heroic style with people missing each 
Author Alan LaVergne offers a neat pro- not (72) as shown. other like crack Imperial Stormtroopers 
cess for resolving solo melee which turns Overall 1 found thisadventure pack easy and requiringseveral decent hits toserious- 
out to be an easy to understand version and enjoyable to play. (I should like to ly injure each other. The average character 
of the more ponderous procedure detail- tell you about the incredible and farcial has about 45 hits and dishes it outat about 
ed in the RuneQuest rules book. exploits of my character - Bludrun Tyrne a 30% hit probability and in packets of 

Phoney Stones, involves the player- the Barbarian, but space does not permit several d10. 
character in an investigation to discover - suffice to say that Bludrun who poss- Experience is  amassed at a rate of 2-6 
the perpetrators of a fraud on the lssaries essed 40-50% fighting skills is langulshlng points per evening's play (a pleasantchange 
Cult. Someone has been selling cheapstat- on the etherealplanepermanently).Dream- from the usual experience inflation of 
uesclaimingthatownershipbestowslssaries Quest was great for someone like me who acquiring it several hundred points a trip 
membership on the buyer, which is  not the had never really bothered to come to grips and needing a few thousand to go up), and 
case. A sizeable reward is  offered by the with the mechanics of RuneQuest melee seems to depend on the player's use of his 
cult to anyone who can locatethecriminals and battle magic. I can now clearly see character more than the character's ability; 



OPEN BOX 

This system has been very well laid out hexes filled with map symbols (woods, 
and presented, plays quickly.and easily, hills, mountains, etc). When you move 
and can be picked up in an hour or so. The your party the 'map' moves with you, ie 
introductory scenarios, of which there are the next map you receive centres on your 
several short programmed ones in therule- new location. How far you move depends 
book and a complex one in the module, on the terrain you move through. In ad- 
can be played straight away with no prep- dition, a box i s  provided t o  indicate the 
aration and will hold a group for several travelling formation of the party. 
evenings of play, long enough for the ref- The next section is used to  show char- 
eree to dream up his own along the guide- acter progression. Each turn, each adven- 
lines suggested. A long-term enemy i s  pro- turer receives'points'todistributeamongst 
vided in the shape of a hideous race bent AttackfDefence levels (used t o  determine 
on galactic domination (not tosay destruc- combat), and i f  spell users are present, the 
tion), which i s  no bad thing as it provides amount of spell points available for spell 
something to  fall back on when imagin- casting. On the reverse of the sheet, space 

is  provided for descriptions of spell-use. 
Unfortunately, I can't say the system Last, but not least, a section entitled 

struck me as especially realistic; but i f you Player Choice is  given. This i s  used to  give 
like action adventure, thinking with your special instructions or ask questions of the 
fists, and Star Wars (and who doesn'tfrom GM, with a space beneath where the GM 
time to  time) you can have a lot of fun can write any remarks needed. 
with this game. Other sheets are filled in as needed. 

those who sit at the back reading comics Overall: 7 Andy Slack These are the response sheet, and the trad- 
get about 2 points per night, those who ing sheet. The former i s  used t o  indicate 
do their job get 4 or so, and for the full 6 what actions your party will take when 
you need to use the character fairly dyn- you encounter other parties, creatures, or 
amically. Experience points can be traded CRAS'MQFF'S NPCs. The trading sheet i s  used when your 
in on a one-for-one basis to improve char- KJC C h ~ e s  Set-up f5.00 party makes tradesfpurchases from towns, 
acteristics (by the way, a characteristic (including 1st 4 rounds - merchants, etc. All of this information is 
value is  generally your percentage chance further rounds at f 1-25) sent to  the GM, who then evaluates your 
of doing something appropriate), used to  round. I t  is then returned to  you, along 
increase your chance of successfully using Crasimoff's World i s  a fantasy play-by- with any new information you have learn- 
a racial ability, or saved up for a new skill mail (PBM) game of exploration and ad- ed. Information i s  passed to  you in the 
level. Theaverageskillrequiresyoutospend venture. White Dwarf may be reveiwing gamesmaster remarks section, or through 
4n experience to move to level n from level quite a few PBMs in the future (interested the use of tokens. There are tokens detail- 
n- I  ,thecost being doubled i f  you are learn- PBM companies should write to  me at ing magic, spells, creatures, parties met, 
inga skill outside your specia1ity;each level WD). As a player you assume the role of artifacts, treasure, money,and many other 
adds 10% to your chanceof success,which chieftain in a band of brave adventurers items which you discover as you play the 
typically starts at 30-90% depending on set on gaining knowledge and power. game. KJC Games has been running 
the skill. Skills are very broad, vague and To start playing in Crasimoff's World, Crasimoff's World for over a year now, and 
heroic. you must create a party of nine adventur- the effort the gamesmaster puts in to each 

Equipment i s  varied and described in ers (there are three character classes with turn never ceases to  amaze me. Most play- 
simple terms; the usual paraphernalia of  which to make up the party: fighter,mage ers find themselves offered a different 
an SF game - lasers, archaic melee weap- and priest) to assist your chieftain. scenario each turn, or find that a new 
ons (which can be embarrassingly effect- You then fill in a 'round sheet', instruct- twist has happened to an existing adven- 
ive in combat), vehicles ranging from air- ing the games master (GM) as to  the in- ture. It's easy to  play, and reflects the 
cars to  motorcycles, various miracle drugs, tentions of your party. The round sheet amount of effort you are prepared to put 
and so on. A standard equipment pack can consists of several sections, each of which into your moves. 
be purchased which will supply most of performs a function integral to  the game. Even though I rate Crasimoff's World 
an adventurer's wants. The movement section shows the GM highly, it i s  not without i t s  faults. A slow 

The beast generation'system is  very which direction the player wants to  travel (two week) turnaround, bad English and 
sparse, but supplemented with copiousex- in. A large hex, filled with smaller hexes, handwritten (though legible) results de- 
amples intended for use in the module centres on your current location.The first tract from the game. 
supplied. turn sheet (and subsequent ones) have the Overall: 8 

A major drawback is space travel. This 
i s  virtually ignored. No-one can learn how 
to do anything useful aboard ship, which 
is perhaps as well since there are no guide- 
lines for designing or using ships. There is 
much to be said for the point of view that 
ships are merely a delivery service to  get 
you from one adventure setting to the Ensndon 
next, but I disapprove of the lack of them. 
No doubt a future supplement will handle 
them i f  enough people share my view. 

Wages and support costs are handled 
quite well; half of whatever a character 
earns, i t  immediately eatsforgies away/ 
spends on flashy threads, the rest i t  may 
use to buy weapons, tickets etc. A charac- 
ter can expect to earn about Cr50-200 per 
day on a mission, depending on skill and 
dangers faced, with a decent weapon sys- 
tem costing sevval hundred credits. 



Brief Notes on the Ecology of the Vampire in D&D 

by Marcus L Rowland 
'There are as many species of vampire as there are beasts of prey.' 

Captain Kronos, Vampire Hunter: Hammer 1970. 

Naturalists have often speculated about Special attacks. Most vampiric attacks Racial origin. Species are listed by an iden- 
several anomalies in the popular view of fall into several well-defined groups, eg tifying letter and the percentage of vam- 
vampires. Nearly all authorities agree that Touch, Gaze, Kiss, Bite. A few vampires pires originating from that species. Some 
anyone suffering a lethal and untreated at- show atypical methods (eg penanggalan) 5% were found to have highly unusual or- 
tack by a vampire will inevitably risefrom and these are indicated as 'other' on the igins, and there i s  a separate breakdown 
the grave as another vampire, and most table following. for these creatures: 
also agree that vampires are prepared to 
attack members of all sentient races. Des- 
pite these well-documenred facts, most 
descriptions of these creatures describe 
them as essentially human in form and un- 
til recently there have been no reliable 
reports of other vampire types. The recent 
discovery of the penanggalan (see Fiend 
Folio), however, has caused a drastic up- 
heaval and re-evaluation of research into 
this topic, and a systematic compilation 
of data has produced the following inform- 
ation - all vampires have certain charac- 
teristics in common: 
1. They are Evil undead. 
2. They must periodically return to their 
graves, or perform some other analogous 
ritual action to regenerate their powers. 
3. With a few exceptions (eg penanggalan) 
all vampires are immune to attacks bv nor- 
mal weapons and sleep, charm, and. hold 
spells. 

However, a statistical analysis of several 
hundred incidents has revealed a remark- 
ably wide range of powers and types 
amongst these strange creatures. 

Age. There was considerable difficulty 
in making accurate correlations between 
age (since undeath) and powers, but the 
Guild of Sages gave great help in this area 
by linking reliable reports of vampires to 
corresponding rumours and legends. From 
this data the following table was produc- 
ed, correlating vampiric age with the crea- 
tures strength, powers, etc. It should also 
be remembered that most humanoid vam- 
pires retain powers and skills accumulated 
in theirformerlives(egcombatskills,spelIs) 
in addition to their vampiric capabilities. 

Vampire special attacks 
A 01 -20% Touch causes two energy levelsdrain. 
B 21-35% Touch causes level energy drain. 
C 36-45% Touch causes bleeding, 1-6 points1 
wound until staunched. 
D 46-48% Touch causes withering. 
E 49-50% Touch cancels magicalitems. 
F 51-70% Gaze charms victims. 
G 71-75% Gaze causes hypnosis. 
H 76-80% Gaze causes insanity. 
J 81-90% Gaze causes blindness (1-4 hrs). 
K 91-95% Kiss causes ageing, 10-40 yrs. 
L 96-00% Other. 

Special defences. Approximately 45% 
of vampiric defences takes the form of one 
or andther type of regeneration, the re- 
mainder are various types of spell orweap- 
on immunity. Vampires generally show 
only one regeneration method, but th~s 
may be in addition to the base individual's 
own immunity (eg a vampire of troll orig- 
in may also possess a second regenerative 
mode, a vampire may wear a Ring of Re- 
generation). Vampires have also been en- 
countered with other defences. 

Vampires special defences 
A 01-10% Regeneration (normal) I HPIround. 
B 11-25% Regeneration (normal) 2 HPlround. 
C 26-35% Regeneration (normal) 3 HPIround. 
D 36-40% Regeneration, as wearer of Vampiric 
Ring of Regeneration. 
E 41-45% Regeneration, as troll. 
F 46-55% +2 or better weapon to strike. 
G 56-60% Magic weapons striking the vampire 
must save against cancellation. 
H 61-65% Weapons striking the vampire must 
save against rusting. 
J 66-75% Immunity to  paralysis & poison. 
K 76-85% Take % normal damage from cold & 
electrical based attacks. 
L 86-95% Take % normal damage from heat & 
explosions. 
M 96-00% Other. 

Age & Powers since Transformation to Vampire 
Percentage Age 'Age' Turned No of Damage Special Arts/ No of 

found Group As Atts Attack Refences/Powers Contagion 
Code . Modes 

01-05 A 1 M+ Mummy 1 1-6 11212 1 
06-15 B 1 Y+ Mummy 1 1-6 21212 1 
16-30 C 10 Y+ Spectre 1 2-7 21312 1 
31-45 .D 25Y+Spectre 1 3-8 21313 2 
46-60 E 50 Y+ Vampire 1 4-9 21313 2 
61-80 F 100 Y+ Vampire 1 5-10 21314 2 
81-90 G 250 Y+ Ghost 312 6-1 1 31415 2 
91-00 H 500Y+ Ghost 2 7-12 41516 3 

No of No of Hit 
Vulner- Death Dice 
abilities Modes 

6 5 4+1 
5 5 4+2 
5 5 5+1 
5 4 6+2 
4 4 7+2 
4 4 8+3 
3 4 9+3 
2 3 9+5 

Notes: 1. M = Months, Y = Years; there is more vampires invariably contain one over 
only a 5% chance that a lone vampire will 25 years 'old'. 2. See tables 4-6. 3. See 
beofagegroupA,onlyalO%chancethat tab le7.4.Seetable8.5.Seetable9.  
it would be of group B. Groups of 3 or 

Species of origin 
A 10% Dwarf F 31-40% Halfling 
B 11-13% Elf (Grey) G 41-50% Half Orc 
C 14-15% Elf (High) H 51-95% Human 
D 16-25% Gnome J 96-00% Exotic 
E 2630% Half Elf (see exotic origins) 

Exotic origins 
K 05% Centaur S 56-59% 
L 06-15% Elf (Drow) T 60% 
bl 16-20% Giant U 61-70% 

(type variable) V 71-75% 
N 21-30% Gnoll W 76-90% 
P 31-40% Goblin X 91-98% 
Q 41-50% Hobgoblin Y 99% 
R 51-55% Kobold Z 00% 

Lizardman 
Merman 
Orc 
Sahuagin 
Troglodyte 
Troll 
Yeti 
Other 

Special powers. Most vampires possess 
unusual abilities, most of which can be 
used a t  will. The following table shows 
some of the more obvious capabilities, but 
it seems likely that other, undocumented 
vampiric powers may exist. 

Vampires special powers 
A 01-20% Assume gaseous form. 
B 21-50% Assume batlratlwolf form (or other 
analogous form) at will. 
C 51-70% Summon bats/rats/wolves (or other 
associated species) at will. 
D 71-80% Invisibility. 
E 81-85% Ethereality. 
F 86-90% Radiate silenceandlor darkness, 15'. 
G 91-95% Teleport. 
H 96-00% Other. 

Contagion modes. Most if not all vam- 
pires have some way of transforming their 
victims into new vampires. Three main 
methods are known: 
1. The vampire makes a series of attacks 
on i t s  victim over several days, gradually 
draining all strength and vitality. If the vic- 
tim dies helshe emerges from the grave 
after 1-4 days. 
2. As 1 plus contagion by more rapid kil- 
ling. Any victim killed by a vampire's per- 
sonal attacks will rise from the grave after 
1-3 days (the most commonly described 
method of infection). 
3. As 1 & 2 plus contagion by wounding. 
Any victim wounded by a vampire may 
become il l after 1-4 days followed by death 
in 1-3 days. The base chance of infection 
i s  25% plus 5% per point of injury. Once 
the disease has taken effect it can only be 
cured by casting a cure critical wounds 
spell ANDneutralisepoison or by a limited 
wish or wish. The victim will not become 
ill if a cure disease spell i s  cast before the 
onset of infection. 



Type 1 contagion is found in vampires 
of age bands A-C, Type 2 in bands D-G, 
Type 3 in age band H. However, other con- 
tagion modes may exist and occasional 
younger vampires may use contagion 
modes 2 or 3. 

Vulnerabilities. Most vampires show 
limited vulnerability to one or more types 
of attack or object while not being espec- 
ially likely to be killed by them. In most 
case the vulnerability i s  probably psycho- 
somatic. 

Vampire Vulnerabilities - 
A 01 45% Holy Water, damage 2-7. 
B 06-10% Holy Water, damage 1-6. 
C 11-15% Holy Water, damage 1-4. 
D 16-25% Cannot look at any HolyIUnholy 
symbol. 
E 26-35% Cannot look at own HolyIUnholy 
symbol. 
F 36-45% Cannot look at mirrors. 
G 46-50% Weapons coated with wolfsbane in- 
flict 1-4 points extra damage.l 
H 51 -60% Garlic repels vampire at 3' range. 
J 61-65% Cannot cross running water.:! 
K 66-70% Takes 1-6 points in crossing water.2 
L 71-75% Cannot enter buildings uninvited. 
M 76-85% Cannot enter holy places.3 
N 86-9096 Takes 1-4 points damage from con- 
tact with silver. 
P 91-00% Other. 

Notes: 1. Affects only vampires capable 
of becoming wolves. 2. Does notaffectvam- 
pires of a uatic origin (Mermen,Sahuagin). 
3. Include 3 unholy places of vampires orig- 
inal religion, unless summoned by clerics. 

Death modes. All vampires are vulner- 
able to at least one form of attack which 

will cause permanent death with no poss- 
ibility of renewed activity. A few of these 
methods, however, are reversible if the 
cause of death is removed from the vam- 
pire (eg pulling a stake from the heart) be- 
fore the corpse disintegrates. This follay- 
ing l ist  is probably not complete. 

Vampire Death Modes 
A 01 -05% Destroy coffin/gravelcremation site 
(etc) by fire.1 
B 06-10% Destroy coffin/grave/cremation site 
(etc) with acid.1 
C 11 -15% Immerse coffinlgravelcremation site 
(etc) in water.l.3 
D 16-20% Treat coffin/grave/crematioh site , 
(etc) with holy water.1 
E 21-25% Exposure to direct sunlight, 1-4 
turns.7 
F 26-30% Immerse vampire in running water, 
1-4 rounds.3 
G 31-33% Deprive of water, 1-6 turns.4 
H 34-45% Stake through heart.21 5 
J 46-50% Stake through head.2, 5 
K 51 -58% Decapitation, sew holy wafer into , 

mouth.2, 5 
L 59-62% I ncinerate.2 
M 63-70% Decapitate, incinerate brain.2 
N 71-72% Decapitate with silver knife.2, 5 
P 73-75% Cold iron sword through heart.2.5.6 
Q 76-80% Blessed sword through heart.2, 5 
R 81-83% Freeze body then smash with 
mallets.2 
S 84-85% Pierce eyes with silver ~~ikes.2, 5 
T 86-88% Decapitate, put garlic in mouth.2, 5 
U 89-90% Hanglstrangle with silk rope.2 
V 91-92% Blood group incompatibility. 
W 93-00% Other. 

Notes: 1. Affects vampire on return to 
grave. 2. Affects vampire if first reduced 
to zero hit points. 3. Will not affect vam- 
pires of aquatic origin. 4. Only affects 
vampires of aquatic origin. 5. Reversible. 

K, F, E,CF/EJK/DGH,2,CKLM,FKLR,36 
hits, NE, Special power H = Plant Control, 

In this hypothetical example the vamp& 
was formerly a centaur (K), female (F),b 
and has been a vampire for more than 50 
years (El. It has two attack modes (C= 
Touch causes bleeding, F = Charm), three 
defences (E = Trollish regeneration, J = Im- 
munity t o  paralysis, poison, K = reduced 
damage from cold & electricity), and three 
special powers (D = Invisibility, G = Tele- 
port, H = Other [plant control] ). It has 
two contagion modes, normal for i t s  age. 
The creature is vulnwabk to four attacks 
or objects (C = Holy water, K = Crossing 
water, L = Cannot enter buildings, N = 
Silver) and can be killed in any of four 
ways (F = Running water, K = Decapita- 
tion & holy water, L = Incineration, R = 
Freezing & smashing). The final notations 
are, of course, hit points, alignment, and 
a note on the creature's special power. 

I f  data can be accumulated by this 
scheme we feel sure that there will be a 
rapid growth of knowledge in this diff- 
icult area, making it more likely that im- 
proved methods of vampire control will 
be found. 

Author's Note: At the request of the heiis 
of my co-author this paper is to be pub- 
lished under my name alone. I would like 
to take this opportunity of thanking aN 
those who sent buds of garlic, stakes, anc' 
crucifixes to the funeral and to assure then 
that these gifts were gratefully received 

-M ' Sowlanc' 



TE;egty in the @warnp 
An AD&D Scenario for a Party of 5th -7th Level Characters 



The@ty in the $warnp 
Hazards Shadows./foliage and Move Silently as a evolution to walk erect; they are 6ft tall, 
01-40 Tangled undergrowth underwater, 2nd level thief. weighing between 200-250 pounds, and 

save vs Dex or trip. A ghralthi hunting party will only use skin colour is a dull greenish-brown. Trib- 
41-65- Sudden deep hole (4-9ft) an outright attack as a last resort, prefer- a1 colours, worn on garments, etc are dull 
66-70 Quicksand ring to lure or drive quarry into quicksands greens, browns and brownish greys, often 

t, save vs ly be a deserted and ruined city, temple sav 
med and or other complex in a swamp area, and for 

5 hit dice; forevery 
tain with 7 hit dice, 







L E T T E R S  

- As a magazine we r e f k t  the wishes of 
.. / Yhr,d our readership. What they want to  see we 

publish. That's why we'//only rarely pub- 
lish fringe RPG articles, and then only the 

\ most popular ones. -Ed 

Dear WD, 
I think it is  fairly well-known that I wel- 

come what might be called non-official 
additions to and extensions of the AD&D 
rules, i f  the motivation is to give individual 
groups of players additional enjoyment 

-, and fun from their gaming. I have to  say, 
however, apropros White Dwarf 35 that I 
found Lew Pulsipher's new character class, 

I the Necromancer, most distasteful, bearing 
,,' Dear WD, in mind his many and varied excellent con- 

,' /" I noted with interest the suggestions tributions to the art of enjoying fantasy 

Dear WD, 
Congratulations on issue 35, the best 

so far. The Necromancer is, without doubt, 
the best character class WD has conjured 
and neatly fills the puzzling hole in AD&D 
concerning the origins and control of the 
undead. I was, however, surprised at Lash- 
ing Out to see the class restrictions on 
whips. I see no reason why a thief should 
not be able to wield a whip, after all a t  
40gp weight it can hardly be called too 
bulky. Thieves should not be able to spec- 
ialise, having better things to do with their 
time. On the subject of weapons I would 
like to raise the point of the inadequate 
damage inflicted by crossbows in AD&D. 
The armour class modifiers do not com- 
pensate for a weapon which was banned 
by the church in the Middle Ages when 
knights protested about the wounds it 
inflicted. I consider raising the damage 
for light crossbows to 1-6 and for heavy 
crossbows to 2-712-9 to be not unwarrant- 
ed. If crossbows are as scarce as they 
should be, this does not severely imbalance 
the campaign. 

Yours, 
Jonathan Rowe, Scotland. 

Dear WD, 
I am writing to point out what seems to 

be a problem with infravision which would 
make it of no practical use to any life form. 

This problem is  encountered with to- 
day's infra-red cameras; they have to  be 
thoroughly cooled so that the camera's 
own heat does not interfere with the pic- 
ture. Unfortunate1 y most creatures with 
infravision are warm and so their body 
heat would interfere with their sight, 'fog- 
ging' it beyond useful recognition. Biolog- 
ically, there can be no way of solving the 
problem, though DMs can of course use 
the rather weak excuse 'it's magic'. 

I f  it i s  allowed then DMs should bear 
another point in mind; any major heat 
source of high intensity (such as a fireball) 
could cause blindness to  infravision using 
creatures (though normal vision would 
remain unaffected). 

Yours, 
Tim Stickland, Norwich. 

put forward by Andrew Brice [RuneRites, 
WD351 concerning Shuriken. In Wyrm's 
Footnotes 14 Greg Stafford described the 
dragonewts and their way of life; included 
in thisdescriptionweredetailson thethrow- 
ing weapons they used - 'samarins' and 
'chokins'. The relevant paragraph follows: 

'Samarins and Chokin - these are small 
thrown weapons which can be easily 
concealed in the hand. Any number up 
to  5 can be thrown at one time, but 
each thrown after the first subtracts 
10% from the chance to  hit. Both sam- 
arins and chokins do I d4+1 points of 
damage, and they can impale. Samarins 
resemble terrestrial shuriken and 
chokins resemble darts'. 
I t  looks as if 5 shuriken/samarins make 

up one ENC point. Apart from this I 
though that Andrew Brice's description 
of caltrops and shuriken were excellent - 
my player characters are now going to 
watch their feet and the ground ahead of 
them much more closely! 

On iron - whilst I agree that iron should 
be at least 10 times the price of bronze, an 
interesting point i s  that a newly-ordained 
priest in my own campaign happily paid 
1,200 Lunars for an iron bastard sword! 

Happily yours, 
Tim Moyse, Poole. 

Dear WD, 
Everywhere I look in your magazine I 

see D&D mentioned; new D&D monsters, 
new D&D magic items, D&D in space!!? 
Occasionally you do have a RuneQuest 
scenario but not as often as a D&D one. 
Why don't you inclucti~scenarios or adven- 
tures for other systems like C&S, which 
in my opinion outclasses any other system 
I've tried. 

Only once have I seen an adventure for 
T&T or C&S and never for the Fantasy 
Trip etc. Why do you neglect these other 
systems? You claim to be the Fantasy and 
Science Fiction games magazine, but you 
seem to concentrate on Traveller and D&D. 
Why can't you help the DMs of other sys- 
tems who have to go to a lot of trouble 
converting your scenarios to their systems 
or they have to create large numbers of 
their own scenarios, which is  probably 
better but it does take a long time to do. 

Yours hppefully, 
Pete Thane, East Yorkshire. 

gaming in the past, but here I think he has 
strayed from his normal sensible line. The 
whole emphasis of the game rests on the 
triumph of good over evil and to introduce 
a character class which is, by definition, 
evil seems to me quite contrary to the 
concept of the game itself. 

The Necromancer should, at most, be 
a non-player character. I cannot, in my 
wildest dreams, imagine a party of char- 
acters including one of these. It i s  just as 
well that Lew describes the Necromancer 
as 'a loner' - a person of this description 
would find it extremely difficult to per- 
suade anyone to  accompany him. 

Yours sincerely, 
Don Turnbull, TSR, Cambridge. 

- To be fair to  Lew, he does say in the art- 
icle that the Necromancer was intended 
as an NPC class, often the object of quests 
by paladins etc. -Ed 

Dear WD, 
I have one or two minor criticisms. Why 

i s  i t  that you insist on publishing these in- 
terminable Guide to  Dungeon Mastering 
articles, and Introduction to Dungeons & 
Dragons tracts. These articles tell no-one 
anything of any use or value and I can only 
assume one of two things. Either Mr Pulsi- 
pher i s  incapable of writing anything really 
constructive or you are engaged in a des- 
perate attempt to fill up space - -  in which 
case your move to monthly issues was a 
grave error. Another example ofthisstream 
of tiresome drivel i s  the regular Starbase 
page in issue 35. This issue's article was 
very funny, but if I want to read some- 
thing by Douglas Adams surely I will find 
it in Life, the Universe, and Everything 
not in a diluted form that, I assume, oc- 
cupies space that could be used in a better 
way. Please, please, could we have some 
decent Traveller and not Bob McWilliams' 
attempts at pseudo-Adams humour. 

Despite these manifest criticisms, I 
must offer congratulations to Paul Vernon 
for his Embertrees scenario and to Marcus 
Rowland for Green Horizon. The latter 
is, in my estimation, the most interesting, 
original, and imaginative scenario in years. 
I hope that we will se'e many more like i t  
in future. 

Yours faithfully, 
William Preston, Crawley. 



The standard Dungeons& Dragonsscenario 
i s  an adventure in a tunnellcave complex, 
hunting for gold to  steal and monsters to  
kill. The more sophisticated campaigns 
offer an entire world - wilderness, cities 
and countries, seas, etc - -  with the ultimate 
object virtually unchanged. But there are 
many interesting one-session scenarios and 
unusual ways of playing a campaign some 
suggestions for which are outined below. 

Moria. An excellent scenario to  introduce 
novices to  D&D is  the journey of Tolkein's 
Fellowship o f  the Ring through Moria. Vir- 
tually every D&D player or potential play- 
er has read Lord o f  the Rings, so they'll 
have some conception of the capabilities 
of the individual characters even though 
they don't know any rules: Aragorn i s  a 
tough fighter who can heal, etc (seventh 
level ranger-paladin); Gandalf has spells 
(modified eighth level cleric), a magic ring 
(minor fire spells) and staff (light); Legolas 
is an archer (fourth level fighterwith above 
customary archery ability), etc.ThefelIow- 
ship entered Moria with virtually no equip- 
ment, not even rope, which makes the 
game much simpler. New players find it 
easier to  grasp the scenario objective - go 
in one side of Moria and come out the 
other -- than to  understand the usual gold- 
and blood-lust of D&D. Since the players 
aren't coming out the way they went in, a 
detailed map isn't needed. The referee can 
draw a simple connectivity diagram on a 
blank sheet as the adventure progresses. 
Next issue's scenario will be my adaption 
of Moria as an adventure for beginning 
D&Ders. 

Continuous Adventure. A referee once 
planned a six level dungeon with only one 
way out -- in the sixth level. His idea was 
that the same party would pick up the ad- 
venture wherever they left off last session, 
rising in levels as experience was gained, 
until they got out or died. This doesn't 
seem practicable, but a more limited ver- 
sion may attract some refs. 

Tests and Programmed Adventures. An- 
other form of continuous adventure is a 
one-man test. A novice character of spec- 
ified class enters the 'halls'on his own and, 
he hopes, comes out some hours later and 
several levels higher. Such things tend, in- 
evitably, to be lotteries at best (when the 
referee is sy mpathetic orgivesthingsaway), 
death traps at worst. 

A programmed adventure is a solo 
method first devised for T&T. The single 
character is given a limited number of 
choices and turns to  the specified page and 
paragraph of the printed booklet to  find 
out what happens. Such things also tend 
to  be lotteries, however, by nature of the 
limitations on choices. 

Another permutation i s  a dungeon de- 
signed for an adventure by just one or two 
mid-level characters (4th-6th), but other- 

Ideas for Adventures 
by Lewis Pulsipher 

wise normal. The monsters can't be very 
tough or numerous, but the adventurer(sJ . 
should get full experience because of the 
risk involved. Magic-using monsters do not 
belong in such places. 

Battle.Traditional wargamers may like this 
idea. Two players choose forces using 
some point system and enter a dungeon 
from different places. While searching for 
some treasure or treasures, they fight it out 
with each other and, possibly, with referee- 
controlled monsters. It's not an easy 
job for the ref, who must keep the players 
in separate rooms and go back and forth 
between them. But the game can be fin- 
ished in one session, and there is  a clear 
winner and loser, for those who prefer 
such things. 

Monster Chaos. Each player choses an evil 
or neutral monster and the group then goes 
on a real-time adventure. (By 'real-time' I 
mean players are forced to  make decisions 
rapidly in emergencies rather than have 
time to  think.) 

Lack of Worldly Knowledge. Some ref- 
eree's run campaigns that require that play- 
ers may not read the D&D rules. Anyone 
who does can participate only as a referee. 
Naturally this makes life difficult, and is  
hardly realistic - after all, i f  you live in a 
world, and can talk t o  other adventurers 
(there must be some around) you'll know 
a lot about how it works. On the other 
hand, no one could know as much as a 
player knows after he reads the rules. A 
good compromise is  t o  forbid consultation 
of the rules while play progresses, but this 
merely gives an advantage to  those who 
can memorize large sections of the rule- 
books. A t  any rate, in Virginia the players 
invented a game called 'Sorcerers and 
Spoons', based on what they had deduced 
about the workings of D&D, to pass the 
time when an official referee wasn't avail- 
able. 

Characters. The referee can supply a ready- 
made character to  each player. Each char- 
acter includes a detailed background, and 
some begin higher than first level depend- 
ing on the background and on the exper- 
ience and style of the player. If a charac- 
ter dies the player i s  guaranteed to get a 
worse replacement - this i s  t o  prevent 
suicides, but deaths are rare. 

A more commoncharacter modification 
is  the one-class campaign. There are no 
character classes as such. Each character 
i s  able to  learn abilities that suit the play- 
er's preferences, within limits. Hiding in 
shadows as a D&D first level thief, hand- 
fighting as a first level monk, casting a 
sleep spell, fighting skill (as represented 
by extra hits) would all be abilities one 
could choose. Some abilities exclude the 
use of others: eg anyone selecting clerical 
spells would have to  vow not to  use sharp 
weapons. Some also require minimum ab- 
i l i ty scores - a minimum intelligence t o  
c a s t 2  spell or minimum dexterity to 
hand fight, for example. There is  much to 
recommend in this approach but i t  calls 
for extensive work and playtesting in or- 
er to  devise the abilities schedules. 

Postal. Finally there is postal D&D. Each 
player selects a party of adventurers using 
a point schedule devised by the referee. 
The player and ref engage in lengthy cor- 
respondence to  carry on the adventure, 
but even so the player must write many 
conditional orders and the referee must 
employ discretion and initiative. Inevit- 
ably, the player has less control of events 
than in a face-to-face game. Things be- 
come even more complicated when one 
player's party encounters another's. 



F I E N D  F A C T O R Y  

Fiend Factory is a regular department featurir~g readers' monsters, edited by A lb i e  Fiore.  his issue a . . . 

SPECIES SPECIAL / 

WEED-DELVERS 
by Barney Sloane 

Weed- Delvers Octarni Ryll 
No. Appearing: 1-3 (10-60) 1 per 5 weed-delvers 1 per 30 weed-delvers 
Armour Class: 5 310 6 
Movement: 1 "119" 113" 113" 
Hit Dice: 7d8 + 3 11d8 + 6 15d8 + 9 
Treasure: R R As before + U 
Attack: 1 bite for 3d4; 6 tentacles for I d l 0  1 bite for 4d4; 

plus special each; bite for 4d6; plus special 
plus special 

Alignment: Chaotic neutral Chaotic neutral Chaotic neutral 
Intelligence: Average - high Exceptional Genius 

These creatures comprise the race of the 
Wet Ones, or weed-delvers, who ruled the 
seas in eons past. All are scaled, slimy 
cephalopods. Their eyes betray an unusual 
intelligence and, as their tentacles attest, 
they are manually very dextrous. They 
prefer the warm, hidden waters of coral 
reefs, or dark recesses of sea caves and 
underground lakes. They worship the god 
Pyaray, and for this the ryll get the name 
'whisperersl.Their social structure is ty-  
rannical, with the strongest of the ryll 
ruling over the weed-delvers by use of the 
octarni backing. Their temples to Pyaray 
are formed in his image from hollow tubes 
of weeds and slime. This i s  what the weed- 
delvers make and why they are the lower 
class. The actual colonies they live in are 
often made of boulders and weed meshed 
together to  form walls, barricades and 
buildings. Human flesh is  well-known and 
a sought after delicacy, both for food and 
as sacrifices to  Pyaray. Their colonies will 
be guarded by charmed victims (qv) and 
3-12 giant octopi or 1-6 giant squids. 

Weed-delvers: These creatures have 5' long 
bodies and six 10'tentacles. They are the 
lowest social class of the race. In combat, 
they seek to  enmesh their victim in a coc- 
cooning embrace. Once all six tentacles 
have made contact (1 per round), then 
their gluing slime will be released, which 
has the same effect as a web spell but a 
saving roll can only be attempted by those 
with more than average Strength, Intellig- 
ence and Dexterity. I f  a creature escapes 
the 'webbing', then the weed-delver will 
attack to kill, biting with its horny beak 
and then leeching blood at the rate of I d8  
points .of damage per round. I f  it loses 
more than 75% of i t s  hit points, it will 
attempt to escape by discharging ink and 
casting an obscurement spell to cover 
both air and water attacks. Weed-delvers 
are immune to any physical binding spells 
such as web or rope o f  entanglement, as 
their slime enables them to  escape. They 
have infravision up to 60' and can sense 
invisible opponents 50% of the time. I f  all 
their tentacles are free, they can propel 
themselvesat 90'per turn for up to 7 turns. 
They can charm any sea creature whose 
language they can speak (see below). 

Octarni: These are the fighting race who 
enforce the weed-delvers allegiance to  the 
ryll. They have 8'bodiesand 15'tentacles. 
For every 5 weed-delvers, there will be 1 
octarni. They have razor-sharp whip-like 
tentacles with which they can attack. If 
they strike the victim's neck, the tentacle 
will cease flailing and strangle the victim 
for 1-10 points of damage per round. In 
addition, i f  the victim is  seized by more 
than 3 tentacles, it will be subject to  a 
horrendous bite that round as well. They 
can also charm any sea creature whose 
language they can speak. Their slime 
protects them as i t  does the weed-delvers, 
but, as well as obscurement, they can use 
the followingspells: blur, feign death,rock 
to mud, protection from fire, silence 15' 
radius, and stinking cloud. 

The body of the octarni is heavily 
armoured: AC3 on tentacles, head and 
face, and ACO in all other locations. This 
limits them to  a 30' crawl. 

Ryll: The 'Dwellers in the Dark' or 
'Whisperers', as they are called, are the 
most feared of the weed-delver races due 
TO their awesome powers. They are physic- 
ally the smallest of the races with a 5' 
shell, which is  luminous and looks like 
mother-of-pearl, and 5' tentacles. Their 
eyes are large and slightly compound in 
appearance. They attack physically by use 
of their great horny beak, but they are 
most feared because of their adept use of 
the magic arts. Once per day they can use 
the following powers, one per round ( i f  
they are attacked, they can continue to 
use magic unless struck in the head): 

Detect Law 
Detect Magic 
Resist Fire 
Rock to Mud 
Emotion 
Confusion 
Suggestion 
Feign Death 

Message Stinking 
Dispel Magic Cloud 
Warp Wood Transmute 
Slow Metal to 
Tongues Wood 
Sticks to Darkness 

Snakes IO'radius 
Monster Summoning I V 

These creatures will use these powers to 
try to  confuse, frighten and drive away 
attackers. They will lie terribly to 'build 
up an impression of even more power. The 
message spell can be used 8 times per day, 

and this will generally be used to distort 
tales about itself and to make attackers 
unsure. A ryll can also summon 1 octarni 
telepathically i f  there is  one within a mile. 
If it i s  in trouble, i tw i l l  attempt to bargain 
and negotiate by displaying wealth, magic 
and lying all the more. Their slime has the 
same protective properties as the 
delvers'. Finally, i f  the blood of a ryll 
reaches the slime bindings of the weed- 
delvers, then it will rot the slime possibly 
causing a fall of rock or whatever else the 
colony i s  made of. There will be 1 ryll for 
every 30 weed-delvers. 

Languages: The languages spoken by the 
weed-delver races are: 

Lizardman lxitxachitl Merman 
Triton Deep one Aquatic elf 
Sahuagin Kuo-Toa Vodyanoi 
Morkoth Locathah Eye of deep 

Weed-delvers can speak 5 such languages; 
octarni 8; and ryll can speak all of them. 
According to  their chance of frequency, 
there will be a normal number of slaves or 
guardians of these creatures present in a 
weed-delver colony, eg an 1 1 % - rare - 
chance for lizardmen slaves. 

CRESTCAT 
by Graham Head 

No Appearing: 2 - 7 
Armour Class: 1 - 4 
Movement: 13" - 16" 
Hit Dice: 3d8 - 7d8 
Treasure: None 
Attack: Two claws for I d 6  each 

plus bite for Id10 (old 
and ancient bite for 2d6) 
plus special (see below) 

Alignment: Lawful neutral (with 5% 
good and 5% evil) 

Intelligence: Exceptional 

These extreme1 y rare creatures resemble 
large tigers in size and shape. Their colour- 
ing is a rather dull grey with the exception 
of a bright purple crest around the neck. 
However, when the 'crestcat 'triggers' i t s  
marvellous pelt, the fur becomes a near 
perfect camouflage device. Somewhat 
similar to  theskin of a chameleon in effect, 



the crestcat's fur i s  capable of far finer 
detail, and can react almost instantaneous- 
ly to  changes in background (for example, 
as the crestcat moves past a door). 

Crestcats are extremely fond of battle; 
it i s  every crestcat's dream t o  die in 
combat against a worthy opponent while 
fighting for a great cause. This does not 
mean to say that they will take stupid or 
foolhardy risks - they would still rather 
win a fight than lose one! However, when 
battlelust is upon them (5% chance per 
melee round, cumulative) they will never 
retreat. Often, a crestcat will attach itself 
to  a particularly brave fighter as a 
companion-at-arms. 

I f  a crestcat hits with both fore-paws in 
one melee round, it then also gets two rear 
claw attacks at ld6+1 each in addition. 

Crestcats have an abiding hatred of 
cowards and sneaks generally (this can be 
thought to include back-stabbing thieves). 

The crestcat was inspired by James H 
Schmitz 's novel Novice. 

JAVUKCHARI 
by Phil Masters 

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

Alignment: 
Intelligence: 

3-1 2 
6 
2-11 5" 
I d 8 +  1 
Individuals, nil; lair, E 
2 talons for 1-3 each; or 
2 daggers for I d 4  each 
Lawful neutral 
Average 

Crestcats become much tougher and 
more skilful as they age: 

Agegroup Hit dice Move AC 
Kitten* I d8 6" 5 
Cub* 2d8 10" 4 
AdolescentW* 3d8 13" 4 
Young Adult*** 4d8 14" 3 
Adult t  5d8 15" 3 
Old 6d8 16" 2 
Ancientt t 7d8 16" 1 
Notes: 
* Only in lair. * *  +20% on battle lust % roll. 
*** +lo% on battle lust %.roll. 
t Most common type encountered. 
tt -10% on battle lust % roll. 

A see invisible spell would not see a 
camouflaged crestcat since it can be seen 
but it just happens to  look exactly like i t s  
background. (In low-level campaigns, the 
DM may deem i t  visible for creatures with 
infravision, but otherwise assume it is cold- 
blooded.) I t  can be treated as a Robe of 
Blending for sighting chances, with a 5% 
chance of detection for each hit dice that 
the viewer has over the cat. There is a base 
20% chance of seeing an attacking cat, 
again modified by the viewer's hi t  dice as 
above. So, for example, a 7th level MU has 
a 5% chance of seeing an old, camouflaged 
crestcat; 25% i f  it i s  fighting. Crestcats 
become visible i f  stunned or killed. 

Crestcats cannot speak any languages, 
but can communicate amongst their own 
kind, and with psionic creatures via tele- 
pathy over short distances. Crestcats lair in 
any terrain, but prefer open grasslands. 

The javukchari, or vulture-men, are a bird- 
race, perhaps distantly related to the 
aarakokra, who occupy cave-eyries high 
on mountains in remote wilderness areas. 
They are man-sized, with black plumage, 
large featherless heads, and long, yellow- 
skinned legs culminating in flexible talons 
capable of wielding weapons. 

The javukchari have a ghoulish reputa- 
tion among men, who see them as little 
better than their cousins, the vultures. In 
fact, the race is clerical by nature, with 
high wisdom (2d4 + 10 to  determine). 
Their god, Uk-Thruz-Zu, is said by their 
clerics to  have granted them the bodies of 
all dead as their right. They therefore claim 
that i t  i s  an honour to  be eaten after death 
by a javukchari. 

Any combat in their lands has a 1 in 12 
chance per round of attracting 3-12 javuk- 
chari who will not intervene butwil1,after- 
wards, demand the bodies of all those slain, 
and who will attack i f  refused. 

Outside the eyrie, javukchari groups are 
always accompanied by 1-3 vultures (AC6, 
attack with 1-3 beak and two talons for 
1-2 each; move l"115"; ld6+1 hi t  dice; 
animal intelligence) and a 2nd level javuk- 
chari cleric. In a lair, numbers are doubled, 
and additional types are: 3-8 vultures; 
one 5th level cleric leader; his 4th level 
assistant; three 1st and three 2nd level 
cleric acolytes; 5-20 eggs (value 6-36gp 
each); and 1-4 egg-wardens (see below). 

Javukchari clerics have full appropriate 
hi t  dice and spells, including bonuses for 
wisdom (ld6+12 to determine). For 
doctrinal reasons, they fight with talons 

only. Egg-wardens are psionic females 
who fanatically defend the brood. They 
attack with talons; have I d8  hi t  dice; 
psionic ability 161-180; combat modes D/ 
FGH; and the disciplines Cell Adjustment, 
Empathy, Hypnosis, Molecular Agitation, 
Body Control, Energy Control and Tele- 
kinesis, all as a cleric, at 6th level mastery. 

Javukchari have their own language. 
Their clerics also speak the common and 
lawful neutral lannuanes. 

ANTMEN 
by Huw Roberts 

Soldiers Workers 
No Appearing: 4 - 24 10 - 60  
Armour Class: 4 7 
Movement: 9" 
Hit Dice: 2d6 + 1 I d8 
Treasure: 1 - 6 s p  1 - 6 s p  
Attack: Pincer bite Pincer bite 

for I d 8  plus for Id8; or 
poison; or by I d6 claws 
weapon type 

Alignment: Lawful neutrallevil 
Intelligence: Lowlsemi 

Antmen are found in large, underground 
communities (1 000-6000) often taking 
over entire dungeon complexes. They are 
extremely lawful, with no recognition of 
the individual: the whole community 
working for the perpetuation of the nest. 
They are highly efficient, thorough and 
methodical. Their lack of imagination 
sometimes makes their actions predictable. 

Their appearance is humanoid with ant- 
like heads and a heavy chitin skin. They 
have pincer-like mandibles and two claws. 
The soldiers usually wield a spear and 
short sword but can attack with their 
claws if disarmed for I d 4  each. Their 
bite does poison damage in addition to 
the normal I d 8  points of damage. The 
workers attack once with their claws for 
Id6  and their non-poisonous bite does ld6. 

Bands of worker antmen are often sent 
on hunting trips with a soldier escort. 
Food is  subdued (if this requires killing 
then it i s  done) and then taken down t o  
the queen ant (a massive but harmless glob 
of antness) and the eggs. Antmen have 
little regard for their own lives and will 
always attack any intruders, sacrificing 
their lives, i f  necessary, to save the nest. 

Antmen leave a scent on their trail 
which is  recognisable to  experienced 
trackers. 



R U N E R I T E S  

RuneRites is a regular department devoted t o  RuneQuest,edited own weapon if stolen, or t o  produce an i tem of tr ick treasure), 
b y  Oliver' Dickinson. This issue we have an assorted bunch o f  light, lightwall, multimissile, parry ( the Humakti spell), protec- 
spells, items and suggestions. First, t w o  new Battle Magic spells tion, shimmer, silence, speedart, also invisibi l i ty that can on1 y 
and a Rune spell f rom Richard Case. affect the matrix itself and anything encased w i th in  it, and 

farsee, farhear, and ironhand if the Runes of the matrix are 
branded in to the forehead w i t h  the cult  Rune metal, or i ron if 
there is  no cu l t  Rune metal. This can be cast on an already exist- 
ing matr ix,  requiring the successful casting of aDivinelntervention 
and a crystal, as below. Otherwise, a Divine Intervention must 

MAGIC 
f irst be cast, then the matrix created, then power matr ix  cast. 
T o  create a powered matrix for a spel I involving more than 1 point 
of Battle Magic, extra points of power matr ix  are needed, 3 for 
a 2-point spell, 6 for a 3-point spell, 1 0  for a 4-point spell, etc 

QUEST ( in  each case, add the number of points of the spell t o  the total 
number of a matr ix of one less point,  thus 2 + 1 , 3  + 3 , 4  + 6 etc).  

In addition, a fi l led POW-storage crystal of at least 8 points c a p  
acity must be placed on the matrix, which wi l l  be absorbed in to 
it during the casting of the f i rst  powermat r i x  spell. Because this 
crystal is involved, the moment the person w h o  originally fi l led 
it dies, the item becomes an ordinary matr ix,  unt i l  someone else 
attunes i t ;  this does not  count  as the one crystal a person may 
be attuned to ,  but  only five powered matrices may be owned at 
one t ime. T o  place an unpowered matr ix on the i tem as wel l ,  or 
a second powered matr ix,  requires double cost in matr ix  creation 
and power matr ix  points, also 1 further successful Divine lnter- 
vention if unpowered, 2 if powered. 

The owner must supply the fi l led crystal, but  the power for 
the rest need no t  come f r o m  himlher or any single person; l ike 
an ordinary matr ix,  this may take weeks t o  create. Since it is so 
expensive in POW, this wi l l  be used t o  produce really valuable 
magical treasures, often created by groups of priests for the def- 
ence of their temple or as gifts t o  heroes or outstanding Rune 
Lords and Priests. Richard Case suggests that  priests wi l l  castthis 
spell for fel low cul t  members in return for a service or cash on 
the scale of 1 0 0 0 L  for  1 point, 3000 for 2 points, 6000 for 3 
points, etc. So if you want  a really special treasure. . . 

F A R H E A R  
Range: Touch POW used : I po in t  
T y p e :  Unfocussed o n  self, focussed o n  others, passive, temporal 

This spell was invented by Kendric Swiftblade, a Priest of Orlanth 
Adventurous, t o  aid adventurers underground. It enables sound 
t o  be heard u p  t o  1 0  times further away than normal, and also 
gives the exact direction that  a sound comes f rom.  The power can 
be switched on and o f f ;  this is important as loud noise, such as 
combat nearby, would deafen anyone under this spell for 1 0  + 
I d 1 0  minutes. 

VENTRILOQUISM 
Range: 80 metres POW used : 2 points 
T y p e  : U n  focussed on  self, focussed on  others, active, temporal 

This spell allows the recipient t o  speak w i thou t  moving the mouth 
and make the sound appear t o  come f r o m  anywhere w i th in  a 
radius of 1 0 m  around the speaker. Any Bargaining or Oratory 
bonuses may be applied t o  the speech. This spell can be stacked 
w i t h  any other language spell, such as the Eiritha Rune spell, 
speak t o  beasts. 

POWER M A T R I X  
Range: Touch Cost: I POWpoin t  
Stacka ble Duration : Permanent 
Avai labi l i ty:  A s  matr ix creation Not  reusable 

When cast on  an item already containing a matr ix,  this spell w i l l  
power that matrix so that  POW points need no t  be expended t o  
cast the spell. It only works for a l imited numberof spel1s:blade- 
sharp, bludgeon, counter-magic, darkwall, all detect spel Is, det- 
ection blank, dullblade (only  on the matrix itself, which must 
be a weapon; the purpose would be t o  weaken a foe's favourite 
or holy weapon, present h im w i t h  a weak weapon, weaken one's 

Further o n  magical items: Andrew Brice asked i n  a recent let- 
ter whether D&D-type magical items wou ld  f i t  i n  a RQ milieu. 
Having on ly  played D& D a few times long ago, I had t o  confess 
m y  ignorance. On reflection, he fe l t  that few wou ld  f i t  i n to  the 
logical R Q system unless some explanation such as T h e  Gods le f t  
it around', 'It's f rom another plane', o r  even 'that's a secret' was 
used. He makessomesuggestions wor th  quoting: Crystals of Luck 
(+lo% t o  any luck roll), resistance t o  heat, cold, disease, etc, 
Crystal Balls (one wou ld  have t o  decide what  these could do), 
and some items which could have been created b y  o r  for  a spec- 
ial hero and sound familiar, Boots of Levitation, Carpet of Flying, 
Horn of Blasting, Necklace of Strangulation (amust for Thanatari), 
and many others o n  p p  121-69 o f  the  Dungeon Masters Guide. 1 
don't see w h y  one o r  t w o  o f  these shouldn't be sprinkled about, 
and it may be that the  wizards o f  western Genertela ( to  whom 
there are references i n  Cults of Terr ror )  have the skills t o  make 
them. Finally, a treasure b y  Simon Basham. 

TRADER'S BOXES 
Description: Black boxes made of obsidian or iron (the larger are 
of i ron ) ,  w i t h  perfectly smooth sides broken only by a single 
keyhole; no hinge or join for a lid is visible. The keys are made 
of the same material as the box and often have t r ick  mechanisms 
t o  conceal the fact that  they are keys. 
Cults: Associated - lssaries 
Knowledge: Automat ic ;  Few 
History: Created by lssaries during Godtime, the boxes held the 
treasures of the wor ld  so that  they would not  be destroyed. After 
Godtime lssaries gave them t o  his followers so that their goods 
could be safeguarded. 
Powers: The  boxes are indestructible, and can only be opened 
w i t h  the correct keys. Some have traps which are released if any- 
one tries t o  force the box open, eg poisoned needles, guardian 
spirits, the box becomes intensely hot  for  I d 6  hours (w i thou t  
damaging contents), etc. 
Value: 30,000L and upwards, depending on  the size. 



STARBASE 

Starbase is a regular department 
edited by Bob Mc Williams. This 
issue we have the winner of  
the Striker Design Crjmpetition 
WD32. 

Forelle Gravitic generators, 40,000kg thrust. 

We have had a good response to this, hence the delay in annormc- 
ing a winner. Most entries concentrated on vehicles for hostile 
environments and there ended up being little to  choose between 
several entries; my final decision was based on general design 
ability, attention to detai! and keeping to the overall spirit of 
Traveller. The winner is Stephen Tempest's Prospector vehicle, 
(which appears above). Stephen wins a box of 20 Citadel 
Traveller miniatures of his own choice. 

Ling-Standard Products VG-D3000 Drone Vehicle 
Originally designed as an asteroid miningcraft, thisvehicle proved 
so popular that it was converted to  fulfil many different roles. 
Since it does not require a crew and can be controlled from great 
distances, it has proved ideal for transporting dangerous cargoes 
- such as explosives or radioactives - or for entering hazardous 
areas, to  rescue survivors, put out fires, and similar tasks. 

Basic Version (cargo carrying) 
The vehicle is unmanned and mounts no weaponry. 
Height: 2m. Width: 2.5m. Length: 4.5m. Total volume: 22.5m3. 
Weight: 28.3428 tons. Price: Cr2,507,894. Tech level: 13. Control 
unit: incorporates radio, computer and mapbox. Cr102,750, 
17.lkg. range 50km. Movement: Maximum, 600kph; Cruise,* 
450kph; NOE, 120kph. Agility-7.Armour: l oona l l  faces. Target 
size DMs: +2 low, no high hits. Equipment: TL13 drone brain, 
power-I ; 2 searchlights, image enhancement; computer, TL8 
avionics; sealed environment; 2 remote handling arms (weight 
limit 2 tons each); 16m3 cargo space. 
Power: 4.5 megawatt fusion powerplant consumes 6.75 litres' 
of fuel per hour; fuel capacity is 2430 litres, enough for 360 
hours (1 5 days). Range 162,000km. Grav generators produce 45 
tons thrust, giving 1.59G acceleration. 

Radioactive Materials Carrier Version 
This version is fitted with a damper box, capacity 12m3, instead 
of the cargo bay. Price is Cr3,807,894; other statistics as above. 

Firefighting Version 
Virtually the same vehicle as above, butwith a high-pressure hose 
in place of one of the workarms. Carries 16m3 of water or other 
chemical. Costs Cr2,507,494. 

Rescue Version 
Contains life support for 6 passengers, medical equipment, and 
an automatic treatment centre. The workarms are designed to  
be capable of delicate work such as lifting injured people. 
Price: Cr2,669,194. Weight: 17.0552 tons. Capable of 2.646 ac- 
celeration. Speed: Maximum, 1770kph; Cruise 1328kph; NOE 
120kph. Agility-18. Range 478,080km. 

Asteroid Mining Version 
A larger powerplant, taking up room given over to  fuel and 
generators in the other types, provides the power required for a 
small mining laser. 

The vehicle is unmanned. It mounts a pulse laser in a remote 
turret, with basic (TL6) fire control. Mount adds 0.3m to  height. 
Price: Cr2,744,369. Weight: 29.9827 tons. Movement: Maximum, 
360kph; Cruise, 270kph; NOE, 90kph. Agility-4. Movement ef- 
fectson fire: None. Target size DMs: +2 low, +O high. ExtraEquip- 
ment: Radar, power-1 000; TL6 direct fire control; stabilization. 
Power: 6MW fusion powerplant, consuming 9 litres of fuel per 
hour. Fuel capacity i s  2160 litres, enough for 240 hours; range 
64,800km. Grav generators produce 40 tons thrust, giving an ac- 
celeration of 1.3G. 
Weapons: The pulse laser has a single lens and an input of 2MW. 
I t  engages 1 target, and has a spotting DM of +I. Ranges: Effective: 
lOO(38); Long: 200(38); Extreme: 350(38). 

Notes 
Many Type J seekers will carry a drone mining vehicle in their 
airlraft bay;second-hand versions are easily obtainable for around 
MCrl.5 - MCr2. I t  is used for extracting and collecting nuggets 
of ore from the asteroids, a dangerous task which could other- 
wise only be done by the miners themselves, wearing vacc suits. 

Due to their versatility, the LSP drones can be found in many 
different situations. They serve as exploration craft, in-flight re- 
fuelling stations, construction drones, crop sprayers, mobile isol- 
ation wards, prison vehicles (since there i s  no pilot who can be 
overpowered), and virtually anything else imaginable. One un- 
official use is  by criminals; especially with improved fire control 
the mining drone i s  ideal for large-scale heists and armed robbery, 
all done in perfect safety and with a much reduced chance of 
being caught. 



T R E A S U R E  CHEST 

Treasure Chest is a regular department devoted to readers' ideas for D& D, edited by Jamie Thomson. This issue. . . 

Encumbrance without Tears 
The AD&D rules concerning encumbrance and itseffect on move- 
ment are not really clear insofar as how they should be applied, 
especially where demi-humans are concerned. This i s  a pity, for 
when the rules are applied,and players have to think more closely 
about what they are carrying and where, they add to both the 
game's skill and enjoyment. Where encumbrance rules are not 
used players are never faced with choices such as leaving treasure 
behind vs risking more encounters on the way home, for example, 
and the more choices they have to  make the more room there is 
for skill. 

The figures referring to  encumbrance in the AD&D books re- 
fer to an 'average' man of 6' in height and 1751bs in weight who 
can carry a maximum of 1751bs and still move. We'll assume that 
he is  of average (10-1 1 ) strength and has no weight allowance 
modification, though if he had this would be added or subtract- 
ed tolfrom his body weight so as to give his maximum weight 
carriable. I f  he had 17 strength, for example, with a weight al- 
lowance of +500, then he would be able to carry a maximum of 
(1 75 + 50)lbs. 

Looking at encumbrance in the PHB when our Mr Average is  
carrying 351bs of gear, or 20% of his maximum, he can move a t  
12" and can employ any reactionldefensive adjustments (if any) 
due to dexterity. When carrying 701bs of gear, or40% of his max- 
imum weight carriable, he can move at 9" but ceases to be able 
to employ any dexterity bonuses. When carrying 1051bs, or 60% 
of his maximum, he can move at6"butnegativereaction/defensive 
adjustments begin to be made. 

I f  we now look at the Monster Manual to find the 'average' 
dwarf, elf, gnome and hobbit, kit them outwith their usual equip- 
ment, and compare this with their given movement, then we can 
f i t  them onto scales similar to the one above (half-elves and half- 
orcs being treated as humans). The weight of most things will be 
the same for all races. With respect to armour and clothes, how- 
ever, i t  does not seem fair to say that those of a hobbit will weigh 
exactly the same as those of a human. Where clothes and armour 
are concerned, therefore, we'll say that the weight of these for 
any given character is: (Character Body WeightIAverage Human 
Body Weight) x Weight of human sized item given in DMG. 

Thus for a hobbit weighing 601bs (or 600gp) a suit of banded 
mail would weigh : (600gp/1750gp) x 350gp = 120gp = 121 bs. 

The following table shows the encumbrance and related move- 
ment speeds for characters and their more usual mounts. 

Table 1 - Encumbrance and Movement 
Werghf Carried Humans 

S o w n  As H Elves Dwarves Lighf Light Medium Heavy 
Percentage Of and and Ridmg War War War Dexreriry 
Max Possible l Orcs Gnomes Eives Halfiings Horse Pony Horse Horse Hoire Ad~usfments 

20 1 7" 1 4 '  10" 24" 12" 24" 18" 1 APPLIED 
27 1 6%" 12" 9 21" 11" 21" 1 6 W  14" APPLIED 
34 1 6" 10%" 6 1 9  1 1 9  1 5  1 2 W  APPLIED 
40 5,h.,- r 9  7.. 17., 17., 13%" 11" CEASE TO APPLY 
47 8'. , 6.. 15 8.. 15.. 

7., 43/z,. 5.. 7., 
1 0  CEASE TO APPLY 

54 
4" 4%,. 4" ll.. 10%" 9 CEASE TO APPLY 

60 9" 7%" 1 
67  / 5.' ,%" 6" 1 

4,' 3" 2 n " 7 , ' 4 "  7,, 6,, y. 74 
3" 2%', 1 2'. 5" y y 4'/." 4', 

-2 
80 

2" T '  %" 1%- y 2- y 3.. 2,fl 
-2  

87  -3 
lMsx far elver1 

94 1- l x , ,  - 
%" 1,. 

- 3  
100 - , ,  , .  , ,  ; ,  ; ,  , -4 
107 - y,.' - - - - - - - -5 

(Max for dwarves + gnomes1 . 
NB: Only beneficial dexterity adlusfmentr cease to apply when a character is carrying40%+ of h8r max8mum. When carrying60% 
or more of the maximum weisht a character's initlstlve rolls and ACare worsened by the figure shown ~n the ftnsl column. 

To use the above table first calculate how much a character i s  
carrying in gps. Divide this by the maximum weight he can carry 
(body weight from DMG plus strength bonus, i f  any) and multiply 
the result by 100 to  give a percentage. Find the nearest percent- 
age below this figure in the first column of the table, cross refer- 
ence with the race of the character to determine the speed he 
can travel, and read off which dexter~ty adjustments apply in the 
last  column. 

For example, suppose we have an elf with 14 stringth, 15 

dexterity, who weighs 1000gps. He has a strength bonus of +200, 
so the maximum weight he can carry is (1000 + 200) = 1200gps. 
The things he is carrying weigh a total of 420gps. which is: 4201 
1200 x 100 = 35% of his maximum. 
The nearest figure below this in column 1 of the table i s  34. As 
an elf his move will be lo%", and his defensive adjustment of -1 
will still apply. 

An omission in the AD&D encumbrance rules occurs where 
the carrying capacities of the various sacks, pouches, bags etc i s  
concerned. The following table i s  an attempt to rectify this. 

Table 2 - Carrying Capacities 
Item Encumbrance 

E n-l P ~ Y  Full 
Purse 1 21 
Small Pouch 5 105 
Large Pouch 10 210 
Small Sack 5 105 
Large Sack 20 420 
Backpack 25 525 
Small Saddlebags 35 735 
Large Saddlebags 50 1050 
NB: Figures are in gps. 

Capacity 

20 
100 
200 
100 
400 
500 
700 

1000 

When encumbrance rules are employed, a method of notingwhat 
a character i s  carrying at any time which facilitates a close check 
on encumbrance can be used. One method of doing this appears 
below, relating to a half-elven fighterlmagic user of 16 strength 
who has a defensive adjustment of -3 (due to 17 dexterity) which 
he is  keen on retaining. The figures refer to  weightlencumbrance 
in gps. 

Table 3 - Recording Encumbrance 
Celindel, FighterIMagic User, Male, Half-Elf. 
Body Weight - 1180. Max weight carried - 1530. 

Clothes & Armour-233 Sword Belt- 100 Shoulder Belt-2 13 
Shirt 30" Belt 3 Belt 3 
Trousers 30" Short Sword 35 Large Pouch 210 
Tunic 30" Quiver 52 
Cap 30" Dagger 10 Large Pouch@ 
Belt 30" Pouch 10 
Small Helm 45" ~ u i v e @  Spell book 200 
Boots 30 Quiver 30 
Chain Mail 203 1 0 Arrows 20 Carried/Held-248 

8 
1 S Arrow 2 Short Bow 50 

Large Sack A- 98 Large Sack A 198 
Large Sack A 2 Percentages in gps 
3 Days Iron Rtns 33 20% - 306 
Wineskin 50 40% - 612 
50' Rope 75 60% - 918 
Large Sack B 20 
Encumbrance: 794 (596) 
Move: 8" (10") 
* Not counted when figuring encumbrance. Figures are in gps. 

Celindel's encumbrance is  calculated by adding the four upper 
totals, since the ringed totals (for the quiver etc) are already in- 
cluded in those above. 

Note that although he i s  a t  present moving only at 8" and has 
no defensive adjustment, simply by dropping his large sack his 
encumbrance becomes 596, giving him a move of 10" and an ar- 
mour class three points lower. I f  he was to carry his supplies 
and spellbook in a backpack this option would no longer be open 
to him. • 



N E W S  

I 1 refreshes the parts that other MIDGARDIAN 7 1  
potions can't reach. Manual of Bodily Health 

I I 1 PENGUIN HELD UP 

GIANT STEP 
FOR CITADEL 
Following hard on the heels of the 
massive Citadel Dragon comes the 
Citadel Giant, pictured here foot- 
less and fancy free. The Giant 
(200mm high) comes supplied 
with 5 different heads and 3 diff- 
erent right hands to  allow the 
modeller to create his own indiv- 
idual variation. Citadel have also 

completely rationalised their ran- 
ges introducing many new figures. 
Pictured below are (left to right): 
C22/5 Evil Leader; C01/2  Paladin 
and C21 Skeleton Knight, all of 
which are newly available. 

?'he new Citadel Catalogue 
listing all the new and existing 
figures is also now available. 

SPOCK 
ON 
The chance to  role-play Mr Spock 
is imminent. FASA have obtained 
from Paramount the rights to  
produce a Star Trek - the Movie 
role-playing game, which is due to 
beam in at this month's HIA show 
in Anaheim, California. 

FASA have also obtained the 
rights to produce a role-playing 
game based on Harry Harrison's 
Deathworld trilogy. This should be 
available later in the year. 

As a back-up to their WWII 
role-player Behind Enemy Lines, 
FASA have, produced the supple- 
ment British Commanders. This 
will be available in thc UK later this 
month and should produce some 
amusement with its special Bn'tish 

I character generation system feat- 
I uring such novelties as 'titled fore- 

bears' and 'a liking for tea'. 

WORLDWIDE 
THREAT 

An horrific threat to the world 
has been uncarthcd in Chaosium 's 
newest product Shadows o f  Y o g  
Sothoth, the first in a projected 
line of scenarios for thrir H. P. 
Lovecraft role-playcr Call of  
Cthulhu. The scenario is modestly 
described as a 'global campaign to 
save mankind'. Any volunteers? 

FIRETOP FOLLOW-UP 

Flushed with the success of War- 
lock of Firetop Mountain, a solo 
fantasy role-playing adventure, 
Puffin have asked thc authors, Ian 
Livingstone and Stcvc Jackson, to 
produce follow-ups in this 'fighting 
fantasy gamcbooks' range. Thenew 
titles are expectcd to be releasedin 
March. Steve's is Citadel of Chaos, 
and Ian's, Forest of Doom. 

Penguin Books' new publication 
What is Dungeons & Dragons? 
suffered an unexpected hold up 
in production. The book was 
written by three Eton schoolboys, 
John Butterfield, Philip Parker and 
David Honigmann, and describes 
Dungeons & Dragons and the 
principles of role-playing games 
for the uninitiated. The hold up 
came with the title. Penguin offer- 
ed TSR Hobbies Inc a royalty, 
which was not necessary but felt 
to be an amicable arrangement. 
TSR declined. Penguin, after legal 
consultation, decided to publish 
anyway, and so the book was 
slightly delayed but is now on sale. 

EXCHANGE RATE 
CAUSES PRICE RISE 
OF IMPORTED GOODS 

The fall of the pound against the 
dollar at the end of last year caused 
a price rise on practically all the 
imported games' TSR,  i n ' ~ o v e m -  
ber, were the first to raise their UK 
prices. They were closely followed 
at the start of this year by Aualon 
Hill, and the other US importers. 
The principal role-playing games 
to  escape the rise were RuneQuest, 
Traveller, and Tunnels t3 Trolls, 
all of which are produced in the 
UK under licence. 

TIME FOR T2 

The much awaited AD&D Module 
T2 is a noted absentee from the 
latest list of TSR 's up-and-coming 
releases. There are, however, two 
new AD&D Modules, N1: Against 
the Reptile God and U2: Danger 
at Dunwater. Also due out shortly 
are D&D Module X3:  Curse of 
Xanathon; Star Frontiers Module 
SFI: Planet of Mystery and Boot 
Hill Module BH3: Bullets and 
Ballots - enough to  keep most 
adventurers happy until well into 
the new year. 

Next Issue 
What's coming up in your next 
White Dwarf: 

Khazad Dum - an introduc- 
tory D&D scenario of Tolkienos 
famous Moria adventure; An In- 
troduction to Traveller, Part 111: 
Scenarios; Monsters Have Feelings 
Too and Extracts from thc Uruk- 
Hai Battle Manual - how to  get 
the most from your monsters, 
and all your regular features, in- 
cluding a bumper 3 page Fiend 
Factory full of Faerie monsters; 
Lords of the Spirit World, high 
POW spirits in KuncRites, spells 
in Treasure Chcst, Microview and 
much more. 



CLASSIFIED 
All classified ads must be prepaid 
at the rate of lop per word, display 
ads £3.00 per scc. Please send copy 
and payment to White Dwarf, 27/ 
29 Sunbeam Rd, Park Royal, Lon- 
don NWIO, making cheques/POs 
payable to Games Workshop Ltd. 

Tired 
Of trying to paint your figures? 
Fantasy miniatures painted expert- 
ly for that added realism. For de- 
tailssend SAE to Mr D Thompson, 
26 Fox St, Edgeley, Stockport, 
Cheshire. 

RPG Leicester 
New RPG player seeks contact 
with players of D&D, RuneQuest, 
Traveller etc, aged 13-23, in the 
Leicester area. Experience unim- 
portant. Contact: Mick Harrison, 
37 Harefield Avenue, Leicester 
LE3 2EZ. 

AD&D Postal campaign 
Brave adventures needed for jour- 
neys into mystery, all interested 
send a SSAE to Richard Roberts, 
52 Whalesmead Rd, Bishopstoke, 
Eastleigh, Hants SO5 6HL. 

D&D Sunderland 
D&D beginner aged 12 seeks to 
join club in Sunderland. Contact: 
Geoffrey Thirlwell, 62 Park Lea, 
East Herrington, Sunderland,Tyne 
&Wear SR3 3SZ or phone 280728. 

For Sale 
Miniature tanks, figures, horses 
etc - £1 3, some painted, buyer 
collects. Richard Wong, 106 High 
Street, Liverpool L15 8JS. 

Orccon 1983 
Southern California's largest 
strategy game convention and 
exposition. To be held February 
19, 20,21,1983 at the Sheraton- 
Anaheim Hotel, next to  
Disneyland in Anaheim,California. 
Wargame, Science Fiction, Fan- 
tasy, Sports, and Family game 
tournaments will be featured, 
along with industry exhibitors 
and many special events. Some- 
thing for everyone, from novices 
to experienced players. Attending 
membership fees: $13.50 for 
advance pre-registration for all 
three days or $15.00 at the door 
for all three days or $10.00 at the 
door for one day only. (Advance 
pre-registrations must be post- 
marked no later than January 28, 
1983; and will permit tournament 
pre-registration.) For further infor- 
mation write to: STRATEGICON 
PR Dept, P 0 Box 2577, Anaheim, 
CA 92804. 

Postal Campaign 
Tactical/role-playing AD&D cam- 
paign i s  looking for new players. 
Take on the rolesof fantasy char- 
acters - conquer the world or save 
it from destruction. Robert Knott, 
40 Westbourne Park Rd, West- 
'bourne, Bournemouth, Dorset. 

AD&D Middlesex 
Players and DM urgently needed 
by four desperate adventures. Also 
wanted, to  buy or borrow, WD10- 
23, 26. Contact: Richard Balfre, 
110 Wentworth Crescent, Hayes, 
Middlesex UB3 1 NR. 

Postal Games 
For a quarterly listing of fanzines 
for postal gaming (Diplomacy, En 
Garde, FRP, Chess, Sopwith, 
1829, Railway Rivals). Send £1 .OO 
to Simon Billeness, 20 Winifred 
Rd, Coulsdon, Surrey. 

RP Bristol 
14-yr old boy would like to 
make contact with D&D, 
Traveller, RuneQuest etc club 
(some experience) in BristolIBath 
area; ring Bristol 560510 or write 
to Mangotsfield Vicarage, 
Mangotsfield, Bristol BS17 3JA. 

For Sale 
Good condition (paperback) PHB. 
Tel : Reading 864834. £6. 

To America 
Official Communique. 1776 Trade 
Embargo lifted. I t  i s  now possible 
to exchange ideas, scenarios etc 
with impunity. Intelligent well 
spoken 14/15 pengroups needed, 
Traveller, A D&D etc. D S Tou be 
& f~iends, 5 Grange Avenue, 
Woodford Green, Essex IG8 9JT. 
England. 

For Sale 
Traveller Books 1-5, Supplements 
1, 3, 4, 6; Adventure 3, Double 
Adventure 2. Tel: Richard, 
Bishop Wilton 444. 

Wanted 
WD 1-26 and 29. Contact: Graham 
Birkley on Hull 74226. 

RPG Gravesend 
Is there anyone in Gravesend who 
plays RPGs who would be will- 
ing to take a 13-yr old T&Tand 
D&D player into adventures. Will- 
ing to learn all RPGs. Contact: 
James Lode, Worplesdon Leith 
Park Rd, Gravesend. 

For Sale 
AD&D, Fantasy Trip, books, 
modules, models, Gangster. For a 
list send SAE to D Rothery, 40 
Headingley Lance, Leeds 6. 

D&D HertfordshireIN London 
Two players of limitedexperience, 
ages 23+24, require fellow adven- 
turers experienced or otherwise. 
Contact: Kevin or Diane, 17 Haw- 
thorne~, Hatfield, Herts. Phone 
Hatfield 69656. 

Exchange 
Boxed RuneQuest, Cults of Prax, 
Foes. White Dwarf Issues 15-34 
inc. Best of (with binders) WD, 
for 15mmfantasy figures. Traveller 
rulebooks 1-5 for Metamorphosis 
Alpha. Contact Gary Headland, 
43 Grammar School Rd, Bricknell 
Avenue, Hull. 

Job Wanted 
Male graduate (22) interested in 
SFIFantasy career -anything 
considered. Good command of 
English, programming experience, 
RPGIPBM skills, typing ability, 
quick learner. George Campbell, 
20 Bain Place, Watten, Caithness, 
Scotland. 

Excellent Prices Paid! 
Please can anybody supply me 
with copies of WD19-21, 12 and 
26. Best prices paid. Please 
contact: Nick Taylor, 2 Spingpark 
Drive, Beckenham, Kent. Tel : 
658 8172. 

AD&D Wakefield 
Experienced AD&D players in the 
Wakefield area are needed to par- 
ticipate in TSR's campaign mod- 
ule S4. Regular visits to Treasure 
Trap also. Tel: J.ohn on Wakefield 
362875 after 6pm. 

For Sale 
2nd hand AD&D rulebooks and 
modules, Send SAE for list to 
K B Lo.41 Melchet Rd, Harefield, 
Southampton. 

Help! 
15-yr old male AD&D player 
wishes to contact very attractive 
female AD&D player to discuss 
adventures. Please send current 
photo (if possible) or letter to  
Larry Ries, Route 1, Bunceton, 
Missouri, USA, 65237. 

Hounds of Avatar 
The Tunnels and Trolls 'zi ne, 
Issue 2! Is the earth hollow? Is 
the shroud genuine? Where do 
UFOs come from? What are the 
lines of Nasca? All these mysteries 
and more will not wer be mention- 
ed in passing in Hounds of Avatar 
Two, piles of Tunnels and Trolls; 
a complete GM dungeon, submar- 
ines in Tunnels and Trolls, new 
gunnes, and some articles you 
can't really put a finger on. Also 
Ogre/Gev and Traveller. So send 
cheques/POs for 50p (inc p&p) 
to  James Macdermot, 18 Hedge- 
grows, Coum Park, Whitworth, 
Lancs: 

Hello Yorkshire 
Anyone want to form an RPG 
club with maybe Diplomacy and 
Apocalypse. Tel: 606700 or write 
to Rose Cottage, 41 Carr Hill Rd, 
Upper Cum berworth, 
Huddersfield. 

Free Computer Games 
when you subscribe to The War 
Machine, the monthly magazine 
of computer simulation gaming. 

Since July 1981, TWMhas been 
covering the computer gaming 
scene with detailed, independent 
game reviews, and advice from 
leading software authors on how 
to design your own games and 
game-assistance programs. Every 
third issue of the magazine now 
includes a sophisticated game, 
which may be a role-playing 
Adventure, an SF game or a war- 
game. The map and counters 
come with the magazine, and the 
program i s  supplied on tape for the 
16K ZX81 and TSR-8O/Video 
Genie. 

A6-issue subscription i s  £ 12.50 
(overseas £19) and this includes 
tapes for the two games. A 6-issue 
subscription (magazine only, no 
tapes) i s  £6 (overseas £ 10); sub- 
scribers are eligible to buy games 
tapes. Current issue (magazine 
only) £ I. Cheques/POs payable to 
Emjay (Director: Mike Costello) 
at 17 LangbankAvenue, Rise Park, 
Nottingham NG5 5BU. England. 

AD&D Wakefield 
Experienced player/DM has rec- 
ently moved to Wakefield area 
and seeks players. Please contact: 
Austen at 22 Irwin Crescent, East- 
moor, Wakefield. Willing to start 
club. 

KING'S LYNN. 
Saint Ann's Garrison 
Games: A D&D, Laserburn, Board- 
gaming. 
Time: Saturday afternoon as ar- 
ranged. 
Comments: Age 12+, beginners 
welcome. 
Contact: Ian Richards, 13 Roding- 
head, Gayton Road, King's Lynn, 
0480 68330 (Mon-Thur evenings). 

FRP Belfast 
28-yr old FRP fanatic asks - is 
anyone here into RuneQuest or 
T&T? Write to John Scott, 
Willowfield Curatage, 57 Blenheim 
Drive, Belfast BT6 9GD. 

S.E.W.A.R.S. RPG Fanzine 
Bi-monthly from January '83. 
£3.00 subs (4 issues) £4.00 (over- 
seas)/f4.00 subs (6 issues) £5.00 
(overseas). 80p single copy all 
prices include p&p. Some back 
issues available. All material con- 
tributions welcome. Chris Baylis, 
12 The Fryth, Basildon, Essex. 

HEXHAM,NORTHUMBERLAND 
Tritanian Adventurers Guild 
Games: AD&D campaign, Rune- 

Notice? 
Are thereany garners in Worthing? 
I'll have a go at anything or help 
anyone wanting to  start. Please 
get in touch. Simon Sarjinson, 
Flat 7,85a Chapel Rd, Worthing. 

Quest. 
Time: 3.50pm to 6.30pm on Wed- 
nesdays. Also held some weekends. 
Place: Members houses. 
Comments: All experienced 13-15 
year old players welcome. 
Contact: Richard Carmichael, Tel: 
Hexham 602648. 

The Law Bringer 
AD&D Character Class. Fully play 
tested and approved for fanatics. 
Send £ I to LawBringer, K Sugrue, 
124 Hall Lane, Upminster, Essex. 

FRP Kent 
22-yr old AD&D, Traveller player 
(though not very good) looking 
for any FRP players to join with. 
Contact: Ian Davis, 38 Wheatsheaf 
Gds, Sheerness, Kent, or ring 
0795 6621 19. 

HELP! - 
Clubs, contacts and events can be 
advertised once at no charge up to 
a maximum of 40  words. Further 
insertionsat the rate of5pperword. 

BASILDON, ESSEX 
SEWARS 
Games: All sorts, not just RPGs. 
Time: 7.15pm to 10.30pm on 
Tuesdays. 
Comments: There i s  a 50p attend- 
ance fee to help pay for hall. 
Contact: Chris Baylis, 12 The 
Fryth, Basildon, Essex. 

Games For Sale 
All new. Post paid. Starship Troop- 
ers £5.50, Atlantic Wall £8.50, 
Swords and Sorcery f 5.50, 
Warlock £2.50, Mayday £2.50, 
Snapshot £2.50. Battle (boxed) 
£2.00. Write to 10 Ockley Rd, 
Croydon, Surrey CRO 3DP. 

Wanted 
White Dwarf 2-74. Good prices 
paid. Write to Daniel Burgess, 
3 Beech Grove, Alverstoke, 
Gosport, Hants PO1 2 2EJ. 

Wanted 
WD21-23,26&29.Cont.act: Sanjiv 
Prashar, 01 864 1528 after 4pm. 
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MINIATURES 
UNlT 14, ENGINEER PARK, FACTORY ROAD, SANDYCROFT, 
CLWYD CH5 2QD. Tel: (0244) 5370121380226 

ORCS 
CM21 Orc 14 variants . . . . . . . . . . . . . . . . . . . . . . .  28p 
CM21A Orcwith Two-Handed Weapon 14variants . . . . . . .  28p 
CM21 B Orc Leader. ., . . . . . . . . . . . . . . . . . . . . . . .  33p 
CM21 C Orc Witch Doctor/Shaman. . . . . . . . . . . . . . . . .  28p 
CM21 D Orc Standard Bearer . . . . . . . . . . . . . . . . . . . .  3 3 ~  
CM21 E Orc Archer. . . . . . . . . . . . . . . . . . . . . . . . . .  28p 
CM21 F Orc with Crossbow . . . . . . . . . . . . . . . . . . . . .  28p 
CM21 G Giant Orc - seperate weapons & shields. . . . . . . . . .  55p 
CM22 Orc on Giant War Wolf: 2 variant figs: 2 variant Wolves 

and seperate weapons. . . . . . . . . . . . . . . . . . . .  80p 
NEW ORCS NEW ORCS NEW ORCS NEW ORCS NEW ORCS 
CM21 H Orc Bodyguard 4 variants . . . . . . . . . . . . . . . . .  30p 
CM21 1 OrcStandardBearerw.seperatestandard.6variantstands 33p 
CM22A Orc General mounted on War Wol f .  . . . . . . . . . . .  85p 
COMING SOON: PHONE FOR RELEASE DATES & PRICES 
CM22B Orc War Chariot pulled by 2 Warwolves with 3 Orc crew 
CM22C Orc Generals' War Chariot A/A but crew of General1 

Std. Bearer & Driver 
CM21 J Orc Champions . . .  .Set of  four individual Orc Champions 
FOR RELEASE EARLY '83 
CM21 K War Drum & Drummers CM210 Orc King on Skull Throne 
CM21 L Catapult & Crew & Attendants 
CM21 M Ballista & Crew CM21 Y Weapon Packs 
CM21 N Battering Ram & Crew CM21 Z Battle Standards 
ORC SETS 11 figs: 4 x CM21: 4 x 21A & CM21 B, CM21 C, CM21 D 
. . . . . . . . . . . . . . . . . . . . . . . . . . . . . .  £2.88 : Save 30p 

ORC UNlT SET 31 figs. All variants of CM21 & CM21A & CM21B: 
C & D. . . . . . . . . . . . . . . . . . . . . . . . . . .  £7.91 : Save 87p 
ORC ARMIES - From small groups to  gigantic hordes. Flexible syst- 
em allows custom built armies to  be assembled at great discounts too! 
Please send SAE for details. 25p for our full lists 

MAIL  ORDER: 10% P & P (min. 25p). Orders overfl5.00post free! 
Overseas: 33% Surface Mail : 50% Air Mail (£1 .OO minimum) 

I 

9-10 Apri l  1983 at  the University o f  Manchester, 
Institute o f  Science & Technology, Manchester City Centre 

Northern Games Day i s  coming to  Manchester on 9-1 0 Apri l  
1983 - and we need your help. If you live within easy 
commuting distance o f  Manchester and would like to  
organise your own event or introduce the people o f  
Manchester to  the world o f  adventure and computer games 
write to: Clive Bailey, c/o Games Workshop Ltd., 27/29 
Sunbeam Road, London NWlO 6JP for further details. 

Subscribe to I 
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12 MONTHS SUBSCRIPTION RATES: I UK & Ireland £10.00. 
Europe (Air)/USA & Elsewhere (Surface) £ 17.00 (8 31.00) 

. . . . . . . . . . . . . . . . . . . . . . . . .  I 
. . . .  I USA & Elsewhere (Air)  £25.00 ($45.00) . . . . . . . . . . . . . .  1 6 MONTHS SUBSCRIPTION RATES: 

I 
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USA & Elsewhere (Air)  £1 3.00 ($23.50) . . . . . . . . . . . . . .  I I SAMPLE ISSUE: 
UK & Ireland £1.00 (75p +25p p&p) . . . . . . . . . . . . . . . .  I 

1 Europe (Air) & Elsewhere (Surface) £1.50 ($3.00). . . . . . . . .  I 
USA & Elsewhere (Air)  £2.20 ($4.00). . . . . . . . . . . . . . . .  

I 
I wish to  begin my subscription with the current issue. 

Please make your cheque or PO (no cash accepted) t o  Games I 

Workshop Ltd., then send them to  GAMES WORKSHOP LTD., 
27-29 SUNBEAMROAD, LONDON NWlO 6JP. I 
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SKULL RING 
MAIL ORDER and RETAIL SHOP WITH EVERY MAIL ORDER OVER 

THE VALUE OF f20 

. . . . . . . .  X2 . . . . . . . . .  each £3.50 SoloQuest £4.95 
. . .  . .  . . . . . .  AD&DPlayersHandbookf8.50 Questworld £11.95 Martigan Belt (Adv). £3.25 Judge Dredd (GW) f6.95 

A D 5 0  DMs Guide . . .  €9.95 RuneQuest Boxed Figure Sets Alien Base (Adv) . . . .  £3.25 Middle Earth (SPI) . .  £12.95 
AD&D Monster Manual- f8.50 Set 1 : Humanoid Adventurers Probe NCG 8436 (Adv) f3.25 War of the Ring (SPI). . f9.95 
AD&D Fiend Folio. . .  f8.50 Set 2: Adventurers Set 3:  Vault of the HammerofThor(Nova).£l4.95 
A D 5 0  Dieties & Trolls Set 4: Beast Men * Nier Quenyon (Adv) . . £3.25 Borderlands (Eon) . . £14.95 

. . . .  Demigods . . . . . . . .  f8.50 Set 5: Dragonewts Set 6 :  Bushido Boxed Set f9.50 Wizards Quest (AH). f10.95 
. . . . . .  Modules: T I ,  D3, A l ,  A3, S1, Humanoids & Aldryami Valleyof the Mists (Adv).€3.25 Dune (AH). £10.95 

. .  C2. . . . . . . . . .  each £2.95 Set 7: Flying Creatures Gangbusters Boxed Set. £8.50 Dragonhunt (AH). £10.95 
. . . . . .  . . . . . .  L1, A2, A4, 11, U l  .each f3.50 per box. . . . . . . . . .  f3.50 Module GB1. £2.95 Titan (AH). £10.95 

GI-3, Dl-2, Ql,  C1 each f3.95 Thieves World . . . . .  £14.95 Champions Boxed Set . £9.95 Freedom in the Galaxy 
. . . . . . .  . . . . . . .  . . . . . . . . . .  53, S4 each f4.95 TIW Traitor £4.95 Enemies . . . . . . . . .  €3.95 (AH) £12.95 

. . . . . . .  . . . . . . .  Plus all J.G. & TSR accessories T/W Spirit of Stones . . £4.95 Enemies l l .  €3.95 Elric (CH) £14.95 
Dice: Deluxe Inked Star Frontiers . . . . . .  €8.95 Stronghold. . . . . . . .  £3.95 Dragon Pass (CHI . . .  £1 2.95 
Poly-Sets . . . . . . . .  £1.40 Traveller Champions Screen . . .  £3.95 Federation Space (TF) . £9.95 
Full range Citadel Miniatures Deluxe Boxed Set. . . .  f8.50 Aftermath Boxed Set. f11.95 Starfleet Battles (TF). €12.95 
Citadel Boxed Speciality Sets The Traveller Bk. (H.Bk)€9.95 Into the Ruins (ADV) . €3.75 SF Battles Exp. Mod.1 . £3.95 
. . . . . . . . . . .  each £3.95 Supps. 1-4 & 6-10. each £1.95 Tunnels&TrollsBox.Setf6.50 SF Battles Exp. Mod. 2. £4.95 

RuneQuest boxed set. . f8.50 Adventures 1-7 . . each €2.50 
. . . . . .  Cults of Prax. £5.95 Double Adv. 1-5. . each £2.50 

Rune Masters . . . . . .  £3.95 

with Traveller, a full colour starchart o f  the Spinward 
Marches space sector, and a special introductory adventure the Far Future 
The Imperial Fringe. The Traveller rules are contained in 
three easy-to-read, programmed booklets that describe 
player-characters, personal combat, starships and space travel Solomani Rim: Supplement 10 (GDW): 16 pre-generated 
as well as the alien worlds of theuniverse- all for only £8.95 subsectors + world data and background for Earth and the 
NEW FOR TRAVELLER Solomani Sphere including the Fifth Frontier War. £1.95 
AVAILABLE NOW - at last the Traveller Basic Set i s  back Rescue on Galatea (FASA): The rescue o f  a kidnapped Mer- 

alien life form. Chamax Plague requires role-playing skill to the Sky Raiders Campaign involves the adventurers in a 
survive. Horde offers the relief of  blast-and-slay adventure. kidnapping, scientific mystery and ancient secrets. £4.50 
For 2-8 adventurers. £2.50 The Traveller Book: A t  last, the Traveller game system 
Divine Intervention/Night of Conquest: Double Adventure between hard covers! Includes Traveller rules booklets 0-3, 
6 (GDW): A-planet ruled by a religious dictator i s  one plus appendices and two adventures. £10.95 
scenario. Adventurers attempt to fake a message from a Best o f  the Journal Vol. 2 (GDW): Selected articles from 
deity to help exploit the world. In  the other adventure, Journals 5-8 including profiles o f  the Aslan and Vargar, 
players get caught up in an invasion of a friendly planet adventure situations and feature situations and feature 
by hostile aliens . 

32 Please ment ion W H I T E  D W A R F  when replying t o  advertisements 



amesFair '83 
ON FRIDAY, SATURDAY & SUNDAY 25th, 
26th & 27th March 1983 at Reading University 

special guest E. GARY GYGAX 
* NEW EARLY START - Opening at 12  noon on 

I Friday, GamesFair '83 offers a longer weekend of hobby 
gaming than ever before. * THE AD&DT" OPEN CHAMPIONSHIP - A n  
individual, knockout competition to f ind the British AD&D 
Champion of 1983. Held over Saturday and Sunday this 
limited entry event must be booked in advance. * NEWAD&DTEAM COMPETITION -Afun,  single- 
round competition for teams of 5 players on Friday 
afternoon. Team leaders: send an sae for information. * DEMONSTRATIONS - Experience the  n e w  
STARFRONTIERS" and GANGBUSTERST" role-playing 
games at first hand. * ALLTHE ESTABLISHED FAVOURITES-Including 
T r a v e l l e r ,  A p o c a l y p s e ,  R u n e Q u e s t ,  1 8 2 9 ,  
Railway Rivals and many more. * R E S I D E N T I A L  OR N O N - R E S I D E N T I A L  
PLACES - Non-residential bookingsentitle you toful l  use 
of all the convention facilities including inexpensive hot 
and cold fod, extended bar (adults only), ideal gaming 
areasand an impressive array of arcade computer games. 
Residential bookings entitle you to  all these plus two 
nights i n  a private bedroom and ful l  breakfast on Saturday 
and Sunday. Booking in advance is essential, no-one can 
be admitted at the door. * WE NEED YOUR HELP. Rel iable,  care fu l ,  
experienced DMs are needed to help run the AD&D 
competitions. Please mark your application form accord- 
ingly if you would like to help us. 
Successful bookings will be confirmed by post Full details and confirmation of events 
will be given in the GamesFair programme. 
Only those who book in advance can be admitted. 
Refunds (minus a f 2.00 administration charge) will only be possible on cancellations 
made before 31st January 1983. Persons under 14 years of age cannot be admitted. 
The symbols'" and @ denote trade marks owned by TSR Hobbies Inc. Wisconsin USA. 

I PA Discount applies to  members' tickets only. If booking 
for more than one person please include ALL names and 
addresses. 

Please make cheques/POs payable to  TSR Hobbies 
(UK) Ltd., and send to  the organisers at GamesFair, TSR 
Hobbies(UK) Ltd., The Mill, Rathmore Road, CAMBRIDGE 

Telephone 21 251 7. 

Please send me .... residential ticket(s) for 
GamesFair '83 at £27 ( f  25 for PA 
members) each. 
Please send me ... non-residential ticket(s) 
for GamesFair '83 at f 7 ( f  6 for PA 
members) each. 
I wish/do not wish to enter the AD&D 

Fee f1 .50  f ...... 

I am/am not a member of the PA. 
M y  membership number i s . .  ......................... 
I do/do not wish to help DM one of the competitions. 
(Please give details of your exper ien~e on separate sheet). 

nd adventure. Tunnels & Trolls will transpo v you to unexplored planes of existence where 
amazing experiences await you - elther as an 

or ~ndlvldual as part of a qroup And the rules Y 
don't get in the way. So come, brave warrior, a 

whole new world awaits you ... 

Tunnels & Trolls Boxed set £6 95 
Tunnels & Trolls Rules only £3 95 
A SELECTION OF OUR SOLO ADVENTURES 
Naked Doom r2 25 C ~ t y  of Terror E3 95 
Sorcerer Solrta~re C2 25 Sewers of Obl~v~on C3 00 
Sword For H~re E2 50 Sea of Mystery C2 50 
Arena of Khazan C2 50 Blue Frog Tavern C2 50 
Beyond the S~lvered Pane f 3  00 Mlsty wood C2 50 

GM CONTROLLED DUNGEONS I POCKET SOLO ( Castle Wards - GMs introductory 
ADVENTURES scenario to  Dungeon of the Bear 50p 

. . .  I *by= 
Uncle Uglies Underground £1.50 
Catacombs o f  the Bear Cult . . £3.00 ~ - .~ - 

T & T Character Sheets. . . . .  £1.50 
Grimtooths Traps. . . . . . . .  £3.75 

]NEW FROM FL YlNG BUFFAL 0 I 
I 75pEACH I BERSERKER 

A completely new, exciting and colourful board game for t w o  
players. Become the armed forces o f  mankind in a struggle 
against the fearsome robotic dreadnoughts from space 
whose sole intention is to  destroy Earth. Become the aven- 
ging Berserkers, planning their attempt to  wipe out  this 
source of conflict. Components include playing map, space 
Tracking Sheets, full colour die-cut counters, rules, book 
and die. Complexity level: Fairly easy to intermediate. 

AVAILABLE NOW- only £7.95 - 
THE MORROW PROJECT 
The role playing game of mankind's last fight for survival in 
the aftermath o f  nuclear holocaust. A n  all new, exciting game 
system designed to  test you to  the l imit - C A N  Y O U  
S U R V I V E ?  Only E6.95 
LIBERATION AT RIVERTON - first of aseries of completely 
self-contained scenarios for the Morrow Project. Can be played 
as a single session fire-fight or as part of your ongoing 
campaign. Available NOW! £4.95 
MORROW PROJECT - GMs screen and charts - M . 5 0  
Availble now. 

SPECIAL OFFER 
When reply~ng, ~f you w~l l  k~ndly tell us where you 

saw thls ad., we'll send you a TUNNELS & TROLLS 
Penctl wlth your order, ABSOLUTELY FREE 

We are also U K d~str~butors for the com~lete ranaes of aames from 
CHAOSIUM PRODUCTS STEVE JACKSON GAMES 

MlDKEMlA PRESS ADVENTURE GAMES INC 

k Send SAE lor cataloaue and ~ r l c e  llst 
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Check your local game store, or order from us direct, see below. 
IRON CROWN ENTERPRISES I DEPT. W I P.O. BOX 160s I CHARLOTTESVILLE, VA 22902 
NAME I 
STREET 

IF P.0, R.R, OR R.Y.D.. PLEASE INCLUDE PRONE NUMBER 

C I ~  STATE ZIP 
RUSH M&. 

SPELL LAW 817. ARMS LAW Ssp CLAW LAW $6- BOXED SET $16- 
CHARACTER LAW $10- ROLEMASTER S W  I RON WIND $8" 

A l l  non-U.S.  orders add $3.00 (U.S.) postage.. .send self- 
addressed, stamped envelope for more information. 

Please ment ion WHITE DWARF when replying t o  advertisements 



FIRST FLOOR, 
MAIN SHOPPING LEVEL 

. MANCHESTER UNIVERSITY PRECINCT CENTRE., 

38 West Street, Dunstable. Telephone: (0582) 606041 

FA1 Thief pointing FA14Fighter/2 Handed swo 
FA2 Headsman with axe FA1 5 Enchantress 
FA3 Elf Maiden PA16Goblin with axe 
FA4 Dwarf carrying sack FA1 7 Wraith 
FA5 Orc with billhook FAl8Orc Chieftain with mace 
FA6 Orc with club FA19Armoured Reptile 
FA7 Hero charging with sword P6 'Beagle Adventurer' 
FA8 Hero with mace Hitchhikers 
FA9 Mage casting spell P1 Arthur Dent 
FAlOCleric with flail P2 Ford Prefect 
FA11 Female Assassin P3 Zaphod Beeblebrox 
FA1 2 Dwarf with hammer P4 Marvin 
FA1 3 Anti-hero P5 Trillian 

30p each - p&p 10% (minimum 25p) 
Send SAE for illustrated lists 

SWORDPLAY 
FREE with Issue 1 
pull-out City Map and 
15mm Starship Plan 

Send 70p + lop P&P (or f 3.00 
for 4 ISSUES) to. 

SWORDPLAY 
8 Whi te f r ia rs  Way 

Sandwich 
Kent 

Are you..  . 
. . . Lost i n  uncharted space? . . . Marooned on a desert island? 
. . . Alone i n  a godforsaken wilderness? 

Do you..  . 
. . . Want t o  f ind out about local games clubs? 
. . . Want t o  contact other gamers in  your area ? 
. . . Want t o  exchange ideas with other referees? 

If the answer to  any o f  these questions is yes, then QUEST can help 
you. QUEST is a contact service for role-players i n  the UK. QUEST 
offers an easy method o f  finding new players, DMs, pen-pals and Games 
Clubs. Whether you're looking for Wizards or Warriors, Space Pirates or 
Spies, Aliens or Mutants, QUEST can find them for you. 

A l l  you have t o  do is send your name & address, a list o f  the role- 
playing games you play, and a cheque/PO for £1.50, payable toQUEST. 
We wil l  send you a quarterly listing o f  gamers and game clubs. 

So act now, join QUEST and open up a gateway t o  adventure! 

Send immediately, or sooner, to: QUEST, 2 Essex Court, Hammersmith 
Grove, Hammersmith London W6. - 
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* 
I gp a figure. 

You do not have to  be a wizard t o  cast 
fantasy figures in our moulds for 8p 
each. Even an orc could do it. The 
castings wi l l  be as good as any bought 
figure. I f  you do not believe it send us 
8p + 25p in stamps for a sample and 
catalogue. Or avail o f  our INTROD- 
UCTION OFFER £2.95 including p+p 
for a starters k i t  containinga mould for  
3 orcs, ladle, modelmetal for 6-7 orcs, 

boards, powder and rubber bands. For first 100 customers only, 
normal price £4.25. A l l  you need besides the k i t  is a domestic 
cooker for heating metal. * 
We accept cheques, money orders, Access, Visa, American Express. 
Hobby Casting, Dept. W., 129 Oliver Plunkett St., Cork, Eire. 
* Additional ingots 85p, makes 10-15 fantasy figures. 

L 

* GRIMSBY * 
GAMES - FIGURES - RULES - DICE 

GAMES WORKSHOP, AVALON HILL, TABLETOP, SPI, 
GDW, FGU, SPACE OPERA, NEWBURY, MAGAZINES, 

T&T, D&D, TRAVELLER, WRG, RUNEQUEST, 
CITADEL, MINIFIGS, HINCHLIFFE, ETC. 

MAIL ORDER ADD 10%. MIN. 50p, FREE OVER f20  

D. HEWINS MODELS & HOBBIES 
7 EAST SAINT MARY'S GATE, GRIMSBY, j(C SOUTH HUMBERSIDE. 0472-47088 

GAMES SHOP 
DUNGEONS & DRAGONS 
Most RPGs & Supplements 
Science Fiction * Wargames 

Fantasy & S. F. Figures 
Rulebooks * Magazines 

15mm Wargaming & Fantasy Figures 
QT Models * Davco * Bellona 

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

Open 9.30-1.30 and 2.30-5.30 

105 COWLEY ROAD, OXFORD 
TEL: (0865) 721348 

DON'T LET CHOOSING 
GAMES BE DICEY! 
COME TO US FOR 
ALL YOUR NEEDS. 

Monday t o  Saturday 

Doorway as included 
in boxed set 1 

DOORWAYS AND 

(over 20 scale ft. high) 
on individual item list 

Just for  you: A 25mm scale construction system o f  highly detailed 
cast stone pieces that can be arranged to form almost any dungeon 
layout three dimensionally, complimenting the quality of your 
miniatures for  maximum realism. All pieces come ready tinted, but 
can be easily over-painted to  suit your own colour scheme. 

SET 1 : 220 scale feet o f  polygonal stone walling sections (1 0 scale 
feet high), 3 opening doors, one straght and one spiral stone stair- 
case & 2,975 scale sq. ft. o f  rough slab flooring pieces. 
This boxed set for  £7.25 inc. p&p. 
SET2: 145 scalefeetof cavern rock walling(av. ht. loscalefeet), 
80 ft. o f  which hasledges (miniatures can actually stand on them), 
3 free standing rock pieces & 2,975 scale sq. ft. o f  flooring pieces 
(a different selection than set 1). Only £5.30 inc. p&p. 
A l l  flooring pieces have 5 scale ft. reference grid. 

BOTH sets together for  £1 1.99 inc. p&p (Mail Order Only) 
Orders to: OTHER WORLD ARTIFACTS, Westmount House, 
49 Kingston Lane, Southwick, W. Sussex. 
Send SAE for list o f  individual items. Pleaseallow 28 days for delivery. 
N.B. From March 1st therewill be asmall increasein priceof O.W.A. 

\TRADE ENQUIRIES WELCOME. 

GAMES SHOP 

3 Waverley Place 
Aberdeen AB1 1XH 

Tel. 0224-643740 
FOR GAMERS 

INCHTUTHIL 
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SHOP 9.30-1.30. 2.30-5.15 on Mon, Tues, Thurs, Frl ( ESDEVIUM GAMES / OPEN Closed 9.15-5.15 all day on Wednesday Saturday 
LOW COST MAIL-ORDER SPECIALISTS - 

Come & see the BIGGEST & BEST Wideselection of boards, pieces & sets for CHESS, GO, SHOGI, MAHJONG, 
BACKGAMMON, TRI-CHESS, RUBIK'S CUBES, OCTAGONS, PYRAMIDS, SNAKES.. 

Selection of Games, Rules & Accessories . 
in the South 

@ 
Science ~ict ion * Vll Legton (IT) R f16.95 * TheMorrow Prolect (TL) RE7.50 

Freedom IntheGalaxy (AH)fl2.95 
Federatton ~n Space (TF) f 10.95 
Starfleet Battles (TF)f 12.95 
Exp Klt 1 f4.95. Klt2 E5.95 
Awful GreenThlngs Outer Space f7.50 
Cosmlc Encounter (EON) f9.95 
CEExpanslonKlts 1 -7f3.95 each 
Quirks (EON) £4.95. Expanston Klts f3.95 
Outpost Gammastar V~k~ng (Her) C4.50each * Grav Armor,Star Smuggler (DS) f4.50 each 

. * Ogre. GEV, OgreBook(SJG) f3.95each 
0 D~mens~onDemons (MGC) f2.95 

Mlllen~um. ldro(IT)£l5.95 each 
The Alr EatersStrlke Back(MGC) f5.95 
Revolton Antares(TSR) f2.95 * DrWho(GW)f6.95 * AnackForce (TSR) f2.95 * Interstellar Wars (An) E7.95 
Krolla Prumnl (IT) f13.95 
Car Wars (SJG) f3.50 * CarWarsExpKltf2.50 * Sunday Dr,vers(SJG) f3.95 (C W ~ u p p l )  
Unlverse (SPI) Rf12.95 
UnlverseGM'spack(SP1) C5.25 
Fifth FrontlerWar (GDW) f11.95 
Invaston: Earth (GDW) f8.95 * Star Frontlers(TSR) R f8.95 * GravBallf9.95 * Warrlorsof Batak. Boardlng Party. Escapefrom 
Altassar (TF) f3.95 ea 
Moon BaseClavlus(TF) C3.95 

SF-Space Opera R, S (FGU) 
Baste Boxed Set f9.90 
Ground 8AlrEqulpmentf3.15 
Outworld, Star Sector Atlas E3.95each 
Allen Base, MartlganBelt f3.25each 
Probe NGC8436f3.25 
Seldon's StarcraflCompend~um £3.75 
VaultoftheN~er Queyonf3.25 * Rows~onZ, Incedus3f3.25each 

SF-Traveller R, S(GDW) £8.95 * TravellerBookf9.95 
Mercenary. H~ghguardf2.95each 
1001 Characters.Anlma1 Encounters. Clt~zens. 
Spdnward Marches. 76 Patrons, Traders 8 Gunboats. 
Merchants8Merchandlse. Scouts8Assass1ns. 
S 0 R A.G ,Beyond Llbrary Data. Flghtlng Sh~ps 
£1.95 each * Freedon1anConsumerReportE3.95 
Shin Plans - .  ~- 

Tptnys ~eanoer S3.95cacn Fanr sE5.95 
Fasa Aovenr~re C ass C6.95 
As anCrdsers * McrcnnnlsC8.95 eacn 

Scenarios 
Tw~l~gh?sPeak. Levlathan, Kknunlr, 
Res Stn Gamma. Trill Cr Squad 
MaroonedlMarooned Alone 
Argon GamblVDeath Statton * Chamax PlagueiHorde. Expedlt~ontoZhodane. 
ShadowsiAnn1cNovaf2.5Oeach 
DoomoftheSlnglng Star (JG) f8.95 * TralloftheSky Ralders 

Ir RescueonGalatea(FASA) f3.95 each 
Ordeal by E'shaar. Actlon Aboard. 
7 Pfllars, Legendof TheSky 
Ralders(FASA) C3.95each 
Alien Star Bop. DarkStar 25p 
High Passage £2.95 * Strlker M RE8.95 

Thieves Guild Scenarios 
t C7.95,2-3 f4.95 ea 4-6 C3.95 ea 
Pnnce of Thieves C3.50 
Free City of Haven f10.95 

Special Offer 

New Arrival 

Role Playing Rules- 

Plays Solo 

Boardgame II ~ 1 t h  tCI\\J 

CITADEL, RAL PARTHA, Q.T. & T.S.R. Fantasy and Science Fiction miniatures at 
manufacturers prices p&p 10% (20p min. - f 1.20 max.) Overseas p&p30% (80p min.) 

Fantasy- Role Playing 
Dungeons & Dragons (TSR) R 

BaSlcSetf8.95, Rule BookE3.95 
D& D ExpertSetE8.95. RulebookE3.95 
Flend Follo. Mo~ster Manual. Players 
Handbook, Dejtles8 Deml-GodsE8.95each 
RefereesGufde f9.95 
TSRAdventure Modules. (Levels) 
(1-3) 81, Tt C3.50each. 82.83.84, U1 f3.95each 
(2-4) Lt f3.95. (3-1 4) X1. X2, f3.95each 
(4-7)At,A3.f3.5Oea,A2,A4,ll,f3.95ea. 
(5-7) Ct f4.50C2 £3.50 (5-1 0) S2 C2.95 
(6-14) S1 f3.50(8-12) S3, S4f5.50ea. 
(6-9) Gt-2-3f4.50, (9+) Dt-2f4.50 
(10-14) D3f3.50. Q1 f4.50 * Monstercards 1-4f1.50 ea 
MflcialD&DM~n!aturesf4.958f7.95 

Role Playing Scenarios 
Tulanofthe'lsles (MP) £3.95 
Trlal by F~re. lllh~edrln Book (JG) f2.99 * Glory Hole Dwarven Mlne (JG) f2.99 * Jonrll (MK)CS.SO 
Thteves World f 14.95 

It Traltor 8 The Splnt Stones £4.95 ea * AmazonMutual WantsYou (DT)£3.95 

Role Playing Aids 
Arms Law (Combat System) f7.95 * HandbookofTraps8 Trlcks(DT) £5.95 * Monster Flle NO 1 (DT) f4.25 * Dungeon floorplans I, I1 f 2  99 each * Dragon Tree Spellbook C4.95 * Bookof Artifacts f4.95 * Dgn8 WlldernessMapplng Sheets (GW)f 1.99 ea 

The Fantasy Trip (MGC) R 
~ntheiabyrlnth (for Referees) f3.99 
Wizard. Melee. Death Test I. I1 C3.50ea. 
Advanced Melee, Adv Wlzard f3.99 ea 
Gra~lQuest, Sliver Dragon E3.50each * Unlcorn Gold. Secur~ty Stn (MGC) f3.50each * OrbQuest C3.50 
Master of the Amulets f3.50 

Tunnels &Trolls (FBI) £6.95 
RulebookC3.95 
Solo Dungeons 
Deathtrap Equalizer Dgnf3.50 
Buffalo Castle, Overklli. Labynnth, 
SorcerorSolitalre, Naked Doom, 
Welrd Worldf2.25each 
Arenaof Khazan, Sword for Hre 
Seaof Mystery. Mlsty Wood. 
Blue Frog Tavern f2.50 each 
Sewers of Obl!vlon. Beyondthe S~lvered 
Pane, Dargon'sDungeonE3.00each 
Cltyof TerrorE3.95 
Gobl~n Lake.Abyss, Clrcleof Ice75peach 
For Dunaeon Masters. 
LncleLQ y sLnaergro.na .eve 1 f1.50 
DSnoflneBear -eves 8 ,  CI.SOea?n 
Catacomos 01 Ine Bear C- I f3.00 

Runequest (Ch) R £8.95 Bxd 
RuleBookf5.95, Hardback C9.95 
Runemasters, PlunderE3.95each * Cultsof Prax f5.95 
CultsofTerrorE6.95 
Foes f8.95 
Gateway Bestlaryf4.95 

Scenar~os: 
Gnfljn Mountamfll.95 
Apple Lane f2.95 
BrokenTree Inn (JG)f2.95 
Duck Pond E3.95each * TrollpakC14.95 * Ouestworldf12.95 * Borderlands(Ch) f12.95 
Solo Quest 18 11 C5.95 ea 

Cardboard Heroes £2.45 
Sets 1-10,TravellerSetl-3 
V+VSetl ,  Cops, Crooks&Ctvll~ans 

Other Role-Playing Games 
Arduln Adventure 1Bxdi E7.95 
Arduln Trilogy f13.95 
Adventures tn Fantasy(AG1) E l  1.50 * Behlnd Enemy Llnes(FASA)£12.95 * Gunsof Navarone (Scen.) C4.95 
Boot HIII (TSR) f8.50 

Mad Mesa (Module) £2.95 
Ref'sScreen8 Mlnl-ModuleE2.95 

Bush~do(FGU) f9.95 
Callof Cthulhu f14.95 * Champions (Bxd)£9.95 * Dare Devlls IFGUlE9.50 

Gamma War o TSH   SO 
Leqon 01 GO a Voa. e '2.95 
Ref SScr~en 8 M n -Moo~leC2.95 

Heroes of Olympus (TF) f13.95 
Man. Myth 8Maatc(Yaol C12.95 * Deathto Seiana f3:95 
PlrateS8 Plunder (Yaq) E l  2.95 
Merc(FGU) f9.50 
Sold~er Kmg (GDW) E8.95 
Stormbrlnger (Ch) C14.95 
Supervlllalns (TF) f7.95 
Top Secret (TSR) £8.50 

Rapldstrlke (Module) f2.95 
Ref's Screen 8 Mlnl-Module E2.95 

Wlld West (FGU) f8.95 
Troubleon W~dows Peak (Scen)f2.75 

Worldsof Wonder(Ch) C12.95 

Fantasy Games * Dragonslayer (SPI) f6.90 
Saga (TSR) f 2.95 
Mystlc Wood (PHI) E7.50 
Demons (SPI) BoxedC5.75 
Sorcerer's Cave (HPGj f7.50 
WaroftheRmg (SPI)f9.95 
Illad, Odyssey (IT) f9.95 each 

0 Maglc Wood (IT) f4.95 
0 Zargo'sLoras. Wohrom (IT) fl5.95ea 

Barbanan Pnnce. Demonlords (DS) f4.50 * lllum1nat1(SJG)f3.95 * Clty Statesofthe Arkylrell (TF) '23.95 
Warlock. Valley of Re4 Wlnds (GW) £5.95 each 
Undead lSJGl f2.45 

Power Politics/Diplomacy/ 
Economic Games 

Diplomacy (Phi) f9.95, (AH) £11.95 
Samural (AH) f9.95 
Machlavelll (AH) C9.95 
Apocalypse(GW) f6.95 * Borderlands (Eon) C14.95 
Ernp~re(lT)f13.% 
Downwrth the King (AH) £8.95 

O Medlcl (lT)f7.50 
Sples(SP1) E10.50 
Klngmaker(HPG)f10.50, (AH) E10.95 
Junta(CWW) f9.95 * Famtly Business (May) E7.95 

Other Games * 221 BBaker St (HPG) £7.95 * Extra Case SetE2.75 
Jolly Roger (IT) C6.90 
Clvlllsatlon (HT) f18.00, (AH) E l  3.95 

' Doubleth~nk£S.sO 
Sklrnd. Entropyf6.90each 
Elect~on (Int) f7.50 

Historical Board 
Wargames 

Warand Peace(AH) £10.95 
Ram Speed(MGC)f3.50 
Yorkiown (IT)El1.95 
Jena (IT) £12.95 
House Dlvlded (GDW) P7.95 
Llnle Blg Horn (IT) f16.50 
Antla (IT) E13.50 
Austetl!lz (IT) f 16.95 * v~aory  at waterloo (AN) £7.95 * Napoleon's Last Tnumph (StmCan) £10.95 * 1815(GDW)f8.95 * French Foretgn Legton (Yaq) 53.95 
Gunslinger (AH) f12.95 
Struggleofthe Nat~ons (AH)EI~.~S * Robln Hood (AH) £5.95 * Lsle Round Top (AH) f5.95 * BounIy Hunter (Nova)flO.95 * Alamo (TSR) C2.95 * Anackln theArdennes(GDW)EBB95 * Bomber(Yaq)£IO.95 * Banleior Normandy (An) £7.95 

t Flghtforthesky (Ati)f7.95 
0 Ok~nawa. Stclly '43 (IT) f9.95ea. 
0 Rommel (IT) f13.95 

East 8 West (IT) f15.95 
Hof Gap. F~flhCorps (SPI) E6.95ea 
Fallof France(GDW) C16.50 
Norge (IT) f14.95 
Ace of Aces, Powerhouse f9.95 each 
Stalln'sTanks (MGC) £3.50 
Squad Leader (AH) f 11.95 
Crossof Iron (AH) C10.95 
Crescendo of Doom (AH) f10.95 * Anv~lofV~ctory(AH) f17.95 
ThlrdRelch (AH) f10.95 * Thew Flnest Hour (GDW) f16.95 
PanzerArmee Afrlka (AH) £10.95 
Storm overArnhem(~~)f l0.95 

Magazines * Nexus= 00 
The Space Gamer(SJGJ f1.75 
The Draqon Best of TD 11 £2.60 each 
Whlte ~war taop  
Interplay (MGC) fl.OO 
Thunderstrucn65p 
War Games 70p 
Traveller'sJournalE1.55 
Pegasus, Adventure Gamlng £2.10 each 
New Beholder 8Op 
Dlflerent Worlds fl.80 
Sorcerer's Apprentice E l  .so 
Fre 8 MovementE1.75 
Maglc&Mayhem95p * Quaslts80uasars65p * Doombookof Chaos45p 
Wargamer (- game) M.W * Palantlr, StormLord70peach 
Ares(SP1) £3.95 * RedGlant. BlackRlder 55peach 
Wanderer. Wyrm'sClaw70peach 
The General (AH) f l  .70 
Punt8 Pass. Dragon Lords 60p 
S E.W A R.S 65p 

Computer Games 
AH Cassettes 

- , - - - , , - - - -. . -. . 
~ef iance, f or is of ~arma.  ShootoutatOKGalaxy. 
Stocks8Bonds. VC, Voyager El2.95ea. 
B1 Nuclear Bomber. Confllct 2500. BomberAnack 
Mldway Campaign, North Atlant~c Convoy Ralder, 
Nukewar, Planet Mlners. Road RacerC10.95ea 
Andromeda Conauest £1 1.95 
~ q o r  ~eagueBaieballj~el&gard E14.95ea. 
Dnleper Emp~reoftheOvermlnd Rtver. Tankilcs £15.95 £17.95 

Several of the above avallableon dlsc- please 
- 7 -  - 
Speedway Scene~A~pre oI)C9 95 
(casseneonlyj C5 00 
Boris D p omal CnessComp,ler f65 00 

Thesearelustsome ofourgames Our cafalogueconfarns defalis of vrrfuaNyallgames ava~lable~n the U K Send 
16p~nsfamps& 161Rgs a e (overseas41 r c )  fora copy (orfree mfhordersover £6 00) ESDEVIUM GAMES (7W) 
MAIL ORDER CHARGES u ~ i ~ ~ ~ o i u n d e r ~ f i - ~ d d 2 5 p  c~andover-posttree 185 Victoria Road 
Overseas Suriace Marl-AddSO% (M,nrrnum 80p) Europe &rMa,l-Adddo% 
(rnrnlrnurnf 1) ~rMa~lelsewhere-add75%m~n~mumfl so) except Yaq AH& P ~ I  IT games-add 100% ALDERSHOT Hants G u l l  1 JU 

Tel: Aldershot 311443 
Paymentlnf Stetllng please or (evenings) Farnham 722269 
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SCIENCE-FICTION GAMING 
MAIL ORDER 
8 5 - 8 7  Victoria St., 8 9  Victoria St., 

Liverpool L18. Liverpool L1 6DG.  Liverpool LJ 6DG. 
Tel: 0 5 3 2  4 5 6 3 7 6  Tel: 0 5 1  7 2 2  9 0 2 2  Tel: 0 5 1  2 2 7  1 5 0 5  

TRADE ENQUIRIES FANTASY GAMES UNLIMITED inc. WELCOME 

rforce .. . . . . . . . . . . 

Ostkr~eg 1944-5, E front tactlcal . f 2.95 
Dark Passage Sov~ets In Pak~stan . f2.95 

Please mention WHITE DWARF when replying to advertisements 





The new STAR FRONTIERS'" science fiction role play- 
ing game from TSR is a real breakthrough. We've 
deliberately kept the basic rules and character estab- 
lishing stages as short as possible, so you get into the 
game faster. Then, STAR FRONTIERS'" game offers 
almost unlimited adventure development with a giant 
60 page expanded games rule bookcovering character 
progression, skills, movement, expanded corn bat, 
vehicles and vehicle combat, creating creatures, 
equipment, frontier societies, and with guidelines for 
refereeing and creating an adventure. Don'tsettle for 
anything less than STAR FRONTtERS game - it'll 
change your opinion of science fiction role playing 
games. 
Available from better games shops now, &r write to: 

'+A 

TSR Hobbies (UK) Ltd, 
The Mill, Rathmore Road, 
Cambridge CB1 4AD 

1902 TSR Hobblts Inc YI rllhls r c r m d  

3 
-4 
r' I il 

STAR FRONTIERS- is a trademark owned by TSR Hobbies Inc / 




