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EGA-CITY ONE, A VAST
METROPOLIS OF THE e2nd
CENTURY, WHERE MORE THAN 800

MILLION CITIZENS LIVE ON A
KNIFE-EDGE OF TENS/ION. CRIME [S
A WAY OF LIFE FOR MANY, BUT
ONE FACT CAN BE RELIED ON —
JUDGE DREDD /s THE LAW
HE'S THE TOUGHEST LAWMAN
OF THEM ALL. WHETHER THE
CRIME [S LITTERING OR
MURDER, NO ONE ESCAPES
HIS JUSTICE. Now You CAN
JOIN JUDGE DREDD /N THIS
FAST-ACTION GAME OF
CRIME FIGHTING IN
MECA-CITY ONE. YoU
CAN ARREST THE ANGEL
CANG, JUDGE DEATH
ORLOK THE ASSASSIN
ANDO OTHER NOTORIOUS
LAWBREAKERS — BUT
. LOOK oUT; THEY'RE TOUGH,
S AND SOMETIMES YoU MIGHT
NEED A ROBODOC 7O FIX YoU UP.

Another Mega-Game from y -
GAMES WORKSHOP T imesion

BRIAN BOLLAND

Available at Mega-Stores s
Everywhere! :

© 1982 Games Workshop Ltd
Judge Dredd © 1982 IPC Magazines Ltd




GAMES WORKSHOP STORES ARE NOW OPEN AT:

* Unit 37, Birmingham Shopping Centre, Birmingham B2
Tel: 021632 4804. Open Monday-Saturday 9.30-5.30
* 1 Dalling Road, Hammersmith, London W6

Tel: 01-741 3445. Open Monday - Saturday 10.00-5.30

JUDGE DREDD - the game of crime-fighting in Mega-City

7 N TG e S IS £7.50
JUDGE DREDD BOOKS

JudgeDreddVolume 1. .. . . .. ..o rnn £3.50
Cursed EarthVolume 1 ... .........ccviuun. £3.50
CursedEarthVolume 2 ..........ciccaiavan £3.50
ITET e T I T ) R S S A £3.50
Judge Caligula Part 2 . . . .. vi oo v vs e e wim ciaalicy £3.50
RobohunterBook 1. ... ......cciovevecennn £3.50
RobohunterBook 2. . .. . .........ccivucunn £3.50

GAMES WORKSHOP LTD

DUNGEON MAPPING SHEETS - compatible with Dungeon
T Jore e el T ] N - R e S s Y £1.99
WILDERNESSHEXSHEETS . . .. ...... ...t £1.99

RUNEQUESI;

TROLLPAK: The latest RuneQuest supplement packed full
of Troll facts, secrets and adventures. Includes 7 Troll cults,
6 Troll adventures, Troll Ball and map of Inkarth - the Troll
lands to the North of Sartar and Prax (boxed). . . .. £14.95
RUNEQUEST CHARACTER SHEETS now available.£1.99
CULTS OF PRAX: The main RuneQuest supplement - 156
cults for playercharacters. . . ... ....cvvuuue.nn £5.95
SOLOQUEST I: Three solitaire adventures for RuneQuest -

Dreamquest, Phoney Stones and Maguffin Hunt available in
pevisad LG BEEION. . - o 5 e e st s £4.95
QUESTWORLD: 9 gateway adventures for RuneQuest set
in the new adventure world of Kanos (compatible with
Gloranthan characters) + background and world map £11.95

MAILING CLUB

Keep up to date with the latest developments in adventure gaming
with the Games Workshop Mailing Club. Every two months you could
receive a comprehensive guide to the latest game releases through Games

Workshop, plus feature articles on your favourite game systems and
special offers that will only be available to club members. All for the
price of a stamp. (MAILED FREE TOWHITE DWARF SUBSCRIBERS)
For your free sample newsletter plus details of how to join, send a SAE
to: Malcolm Luff, Mail Order Supervisor, Games Workshop Ltd.,
27-29 Sunbeam Road, London NW10 6JP.

GAMES WORKSHOP

* 162 Marsden Way, Arndale Centre, Manchester
Tel: 061-832 6863. Open Monday-Saturday 9.00-5.30
* 41a Broadwalk, Broadmarsh Centre, Nottingham
Tel: 0602-585744. Open Monday-Saturday 9.30-5.30
* 95 The Moor, Sheffield

Tel: 0742-750114. Open Monday- Saturctay 9.30-5.30

TRAVELLER

TRAVELLER DELUXE SET NOW ONLY £8.95
TRAVELLER BASIC SET BACK IN PRINT ONLY £5.95
HARDBACK TRAVELLER BOOK £10.95

NEW TRAVELLER ADVENTURES FROM GDW:
Adventure 8: PrisonPlanet . . . ............... £2.50
Double Adv. 6: Divine Intervention/Night of Conquest £2.50

DUNGEONS & DRAGONS

WG4 - Forgotten Temple of Tharizdun - the Fiend Folio
T SRS A e S e A O TN S £4.95
NEW ROLE-PLAYING GAMES FROM TSR HOBBIES:
GANGBUSTERS: 1920s role-playing adventure . . . .£8.50
TROUBLE BREWING: Gangbusters campaign module £2.95
STAR FRONTIERS: Sci-fi role-playing adventure. . .£8.95

NEW GAMES FROM INTELLIVISION:
([ T L S L e e S N e e N e g £19.95

Advanced Dungeons & Dragons . . . ...........
NEW GAMES FOR INTELLIVISION BY IMAGIC:
Swords & Serpents
Atlantis
Micro Surgeon
Demon Attack
Beauty and the Beast

NEW FOR ATARI VCS:
Raiders of the Lost Ark/E.T. - The Extra Terrestial

NEW BOARDGAMES

New from STEVE JACKSON GAMES:

R N e £4.50
Sunday Drivers: Car Wars role-playing supplement. . . £4.50
CarWarsExpansion Kit1................... £2.50

ALL THESE GAMES AND MORE ARE NOW AVAILABLE
AT GAMES WORKSHOP IN LONDON, BIRMINGHAM,
MANCHESTER, NOTTINGHAM and SHEFFIELD or
directly from Games Workshop's MAIL ORDER DEPT.
(with the exception of video games, available only from
the shops).

MAIL ORDER CHARGES

ALL MAILORDERS TO: GAMESWORKSHOP, 27/29 SUNBEAM RD.,
LONDON NW10 6JP, Tel: 01-965 3713. Access, Barclaycard (Visa),
American Express and Diners Club welcome, MAIL ORDER CHARGES:
UK: Please add 55p p&p for orders under £6.00. Orders over £6.00 post
free. EUROPE: Please add 20% p&p; OTHER OV ERSEAS: Please add
33% for surface or 50% for airmail. Orders despatched within 7-14 days
unless otherwise advised. TRADE ENQUIRIES WELCOME
Please make all cheques/POs payable to: GAMES WORKSHOP LTD.
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NORTHERN ADVENTURERS!

e NEWSHOP  All paths
f .~ RAberdeen Jeadtoa... GRMES GHLLERY

Now If you're planning a quick Galactic Conquest,designing a devious dungeon or less
ambitiously attempting to rewrite the history of WWII this evening then a visitto

one of our “Gameshops in the North” would be time well spent.

We can offer you the complete range of the latest and greatest in fantasy, sci-fi
and wargames, a preponderance of gaming necessities, figures,
supplements and adventures or accessories, dice, hex sheets and counters
to help you enjoy your gaming to the full.

FAMILY GAMES FROM THE USA
® The Prospector Game @ Rich Farmer - Poor Farmer
. ® Command Ship Invasion @ Circulation ® Star Frontiers
Complete range of TSR products, Traveller,
supplements, adventures and figures; Boxed RuneQuest
and figures; Revised Chivalry & Sorcery and Villains &
* Vigilantes, Tunnels & Trolls, Space Opera, Champions
and Aftermath with Scenarios.
S.P.L All currently available titles in stock now!
Hurry while stocks last - many titles may disappear for
ever! Some already have.
Complete range of Chess Computers for beginner
to master. . . . . and software for the budding technocrat.
Piece together an exclusive jigsaw
from our extensive range.
Puzzles, Chess, Backgammon, Mah Jong,
Oriental Go, magazines, books, counters, dice,
) accessories and much much more at:

13 Forest Rd., Edinburgh. Tel: 031-226 3354

156 Buchanan St., Glasgow. Tel: 041-332 1518

103 Grey St., Newcastle upon Tyne, Tel: 0632 612999
30 Market St., Aberdeen. Tel: 0224 22730

Mail Order Enquiries welcome at Glasgow Branch.

CRASIMOFFS 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 all over the continents and at
these it is possible to buy and sell, trade, and gather
information. Each town is separate and there is
often fighting between them.

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
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
alliances; but the main rule is that, within the con-
fines of the game, anything is possible.

you receive a rulebook and set up material, the
first four rounds, and any additional equipment
you may need. Future rounds are £1,25 each.

Send to K.J.C. Games, 5 Vicarage Avenue, Cleveleys, Lancashire FY5 2BD .
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ALL GAMES NOW BOXED » ALL GAMES NOW BOXED » ALL GAMES NOW BOXED

Dare you tread the streets of the City of
Sorcerers ....

For magic is a dangerous power, a two-edged

sword. As you progress through your training as

a sorcerer, not every spell in the dusty tomes will

aid you and some experiments may have

unpleasant side-effects. Truly is it said that 1

man survives the eighteen terms of magical

training unchanged

Fate may deal a man strange cards during his
apprenticeship, but learn he must, for after his
training he will enter the Arena to decide who
will rule as Arch-Mage.

Here it is that spells of conjuration will be
chanted, the potions drunk and the very earth
writhe and change its shape.

A game of skill, low-cunning and
sorcerous combat for two to four

players. Easy to play vet marvellous to
behold:

CITY OF SORCERERS
from Standard Games.
At the truly miraculous price of:

£9.95 postage free.

City of Sorcerers
Starship Captain

\ Cry Havoc
Game Components

Starship Captain

Combat between starship fleets in the far future.

W STANDARD PADS

Rale - Playing Character Sheet Pad (£1.95 post free)

2 - Suitable for fantasy adventures, this pad saves hours of tedipus
The clash of empires or the destruction of rebels, writing - just fill in the relevant details when you generate your |
attacks on star - lane convoys - all can be characters. Contents 50 sheets Cri Havor
reproduced! Made with the same attention to Hex Paper Pad (£1.95 post free). ) Map.1 -Map 2 Map3 Co |
o y f ‘ Suntable for all map making needs. 50 sheets of small hexesinan Ad I Starskip £ aptair
detail and with the playability of our first game Estriat : Starship. Capiair
- .. = D1 5 ¢ s
Cry Havoc™. Dungeon Floor Plan Pad (£2 50 post free) I i’l\.irtra‘[lJPI' ::_‘l’ 2 RPI
- : 218 1 ngeon floarir ST L h, AT inis
£12.95 2 complete fleets of full colour starships, J sheets I|I1dl|“|'f" L Higr Isllmiﬂ e 'm;“{l‘” singt oeare llears | T T O A
T 5 . urved steps and corndors, , rocks, grills and spiral staircases A 2 J q
postage free. comprising fighters, freighters, destroyers all-resdd fo et and use: Printés on sacd = Card Warriors
and cruisers up to five inches in length. Macro - Hex Pad (£1.95 post free) ' DAL DAZ -FL F?
Asteroids and minefields, 9 Geomorphic 50 sheets of small hexes with with a large hex su his US1 US?2 Us3
f & E: ._h 20" 157) allows a particular hex in a campaign 1o be mag ] g |
maps ol deep space. ( ach map X1 Dungeon Accessory Pad (£2.50 post free) =l el
1. Rule book, 1. Scenario book, 1. 20 Sided 10 sheets of doors, windows, furniture and boat, in addition to basic | Felt Hex o
Die stonework. Printed on card 1o cut out and use | = shieels 6ft x 4t Green
- =sheetls 6ft x 4 1t Sand
£9.95 r lt H J  —sheets it x att Blue
L_J %
CRY HAVOC ... e ex | Fanra
“Cry Havoc” deals with individuals, single The revolutionary new playing surface for role- | — M ::‘.? :,I: i—y,t:i"
I ! Sisint : : = i —Meires of Sand
knights, spearmen, and others to simulate playing and wargames. Made of high quality felt in Mevie sl e
medieval combat in a lifelike and convincing a range of colours, Felt Hex has a one inch hex | Campaians in Focus
grid printed on one side, and is plain on the reverse. Vol.1 The Crimean War
manner. grid printec ! 2 I |
2 full colour maps printed on canvas textured F__Ei' Hex is avallable in Blue, Sand and | 5\_"'-"‘“ Lh;;"'“ Alghan War
board, that allow for 10 different terrain Green,each sheet is 6ft x 4ft and costs £9.95 | ,:'"I': d:’l\ :'_d’L Rt el
+ o - ROk « i aracter ac
comfigurations to be produced. 228 playing postage free. bl el
T ; [o G PLAIN FELT is also available in the above ) e e dod
pieces. These are also produced in full colour, giving the characters 2 bt oy e geon Accessory F
an indiduality and life so often missing from other board games. colours at £4.25 the metre length, 72 inches wide | Paper Pad
Hex Pad
wibdd Dk crur Ditesrat Lare

SEPARATE GAME COMPONENTS FOR THE ABOVE Only £9.95
CRY HAVOC Mo T The Cinoe: an's Do oo ecordpad75p, postage ree. MPAIGNS IN FOCUS |ttty

CAPTAIN Map .1 Deep Sp: Gouners,

een Fleet Counters, RP.1 Damag

Forty unbound comtemporary
photographs. Each print 9 inches x

7 inches.

I'his superb collection of reprinted
photographs should be of great interest of
figure collectors, dioramists and
wargamers alike. These prints are

Full colour wargames and flantasy figures,
D.A.1. Saxon Army £2.00
D.A.2. Norman Army Posi

F.1. Dungeon Adventure Free

F.2 Savages & Swordsmen unbound to allow some to be removed

U.S.1. Union Infantry for framing etc., without ruining the

U.5.2, Confederate Infantry collection. ;

L1.5.3. Union Cavalry lV Il The Ceimiean \W3 Hoiie:
L.5.4. Confederate Cavalry ol.1. B2 er -rinean yvar ) & y "q|
U.S.5. Civil War Artillery Vol.2. The 2nd Afghan War 1879

Magnificent Full Colour W.W. 1. aircraft prints. Each print measures

12 x 13 inches. Available at £1.75 each, or £6.00 for the set of 4 pe stage free. W. 1. Pfalz W .2. Albatross
W 3. Bristol W4, S.E.5 :
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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 I1.

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,D10, 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 NW10 6]JP

RUNEQUESI
'T'he Fantasy Role-Playig Game

NEW - Character & Adventure Sheets for RuneQuest
EST Games Workshop have revised and amended the character record sheet
R“NEQU S as published in the RuneQuest rules book so that players can have a
GHABEGTEB SHEET 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 finances, damage and remaining hit and power
points. You get 30 character sheets and 80 adventure sheets for just £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 cult; Phoney Stones -
unmask the perpetrator of the Issaries fraud; Maguffin Hunt - enter a
dwarven stronghold to recover stolen treasure. Revised UK edition

only £4.95

WATCH OUT!

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 NW10 6]P for a price list and mail order form.

6 Please mention WHITE DWARF when replying to advertisements



FANTASY GAMERS! SCI-FI GAMERS!
WAR GAMERS! COMPUTER GAMERS!

Send now or ring for your games
guide, price list and details of our
group visiting service

-or call in to our showroom

I

Hours 9-30am — 8.00pm.
Monday-Saturday

Monmouth Road Raglan, Gwent, NP5 2ET Tel: (0291) 690 214

%% FANTASY - WARGAMES

CHOOSE IN AIR-CONDITIONED COMFORT bt g e et

FROM THE BEST STOCKED DUNGEON IN LONDON Py 2 Hlgoes o geribee] Gamie st iy

* Alarums & ' Games Workshop : Koplow 0.7, Shi[:wfJ

P A Dot e ok NEW ADDITIONS! *%,

* Asgard : Grimoire Games : M. AP, " Rider Fantasy *

: Avﬁlon Hill ; ﬁrouo 0':-9 9 2 mar:ha.ll E::_-,TS ¥ gglc‘ PLATOON 20
na lammernea: aster’s R-AS

: g?frgn : Hass Press T Merit " Standard Games i MODERN BRITI SH, AFR |CANS,

S Cimel . Hnoie(aay) Wi c Taews . AUSTRALIANS, MERCENARIES,

R R RS U.S. ARMY, VIETNAMESE,

' IEis;znwr;rk : :rregtélaf Miniatures  * gova 4 W.R.G, : RUSSIANS, RUSSIAN MARINES AND

* EON. | s * 056, : Zam * HEAVY WEAPON SETS. ..

. i Bt e . PR Zocchi » AND MANY MORE NEW TITLES

G.D.W. * Judges Guild * Pendragon *_
* Gamelords * Kabal * Platoon 20 ****.*‘*‘*** ¥¥‘¥”¥*¥¥¥
OPEN Mon - Sat 22 OXFORD ST. LONDON W1 Basement Dept.

BOUNTY 9.30 am - 9.00 pm and at 52 WESTERN ROAD, BRIGHTON

HUNTER
£10.95

(=N DE

THE LARGEST SELECTION
OF GAMES IN THE WORLD

\
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NEW FROM CITADEL
SEVEN NEW FANTASY TRIBES,
EACH CONTAINING OUR USUAL WIDE
SELECTION OF EXCITING NEW MODELS

Fantasy Tribe Evil Leaders (FTE). . .........35p

e Fantasy Tribe Lesser Night Goblins (FTL). . . .. 25p
< A%  Fantasy Tribe Night Goblins (FTN) . ........ 35p
: Fantasy Tribe Cavalry (FTC). ... v vcve o vu os 85p
Fantasy Tribe Wizards (FTW) . ............ 35p

Fantasy Tribe Hobgoblins (FTH) . . ... ...... 45p

SPECIAL OFFER
One of each of all the above for only £2.50 post free.
And announcing the long-awaited, limited edition
RAL PARTHA IMPERIAL DRAGON
A most impressive model
£19.95
MAIL ORDER CHARGES: UK: Please add 50p p&p (min.
50p, post free over £10.00). OVERSEAS: Please add 50%
p&p (£1.00 min.) Please make all cheques/POs payable to
Games Workshop Ltd. All orders despatched within 7 days.
TRADE ENQUIRIES WELCOME.
Citadel Miniatures are a division of Games Workshop Ltd.

CITADEL MINIATUR

10 Victoria Street, Newark, Notts, Tel: 0636 77495 2

8 Please mention WHITE DWARF when replying to advertisements
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he recent decline of the value
I of the Pound in relation to the
Dollar has led to inevitable
price rises in most role-playing
games. The fact is that nearly all
come from the USA. It is now seven
years since D&D appeared (follow-
ed by a flood of other RPGs), and
yet there is still not one commercial
British system. Do British manufac-
turers think it is too late to jump
on the bandwagon? Surely if the
system was good and the price con-
siderably lower than the USA im-
ports, we would all support them —
wouldn’t we?

chfipme
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Separated from his group of trustedfriends,
our hero, Patrick McGinny, a fighter of
some renown, wanders the lonely moors
in search of 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 intotheunknown
landscape.

Suddenly he stops, swiftly unsheathing
his sword. A movement ahead alerts him,
or is it 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 of
an alien light and grace. Filled with a sense
of wonder and awe, Patrick finds himself
unafraid, sheaths his sword and walks slow-
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 ofheroic
stature or itinerant life-style. [t would soon
be obvious to mortal visitors that Faerie
is so much shot through with magic that
enchantment is an essential part of its 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 if they are not act-
ually evil, and if 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.

Beingskilful illusionists, faeries arewell-
equipped to baffle and bemuse their op-
ponents, and their natural powers of sor-
cery allow them to reward and punish
whom they please. No doubt it is 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 acolytes with 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
is 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 pay ments
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AD&D and the Land of Faerie
by Alan E Paull

or to inquisitive eyes. Left to themselves
they wouldkeepthe houseclean,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 if offended,
however inadvertently. A D&D doesalready
include some elements of Faerie, for in-
stance there exists a handful of monsters
in the Monster Manual and 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 is 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 to take them
out of it without recourse to powerful mag-
ic items or dangerous planar travel.

Faerie places have a peculiar nature. In
folk-tales the land of Faerie is only rarely
perceived as afull-scale alternative 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 inthe games
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
hear music, sweet and lilting in the distance.
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

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 Patrick soon
loses sight and sound of anything but
music, laughter and elfin creatures, until
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 and pink 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 transportersaboundin 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 if 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



if 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 is the Seelie Court, which is a group
of trouping faeries of noble status and 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 by a mortal. 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 is that it entails a lot of work for the
games master, work which he may prefer
to put into his ‘real” world. Besides which,
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, if 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 whichsetmortalsapart fromthem,
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 ill ends.
Machinery of any kind is a closed book to
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. After sev-
eral days of rejoicing, he begins to hanker
for the real world, and asks how he can 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 prophecy
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 Faerig is almost
invariably associated with taboos, the
breeching of which will cause woe to the
hero. Faerie treasures are notoriously two-
edged and often subtley counterfeit. Faerie
gold traditionally transmutes to oak leaves,
if stolen from Faerieland, whereas the os-
tensible owners of faerie magic items may
take their revenge on mortals audacious
enough to steal them or to 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 nor special tools. When
faeries fly, they do so magically and not
with the lacy wings with which most art-
ists 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 pleaseremember thattruefaeries
were objects of terror and could endanger
one's very soul. =

Next issue: Stats for Faerie Denizens.
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An Introduction to Traveller

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 set 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 17 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
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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. It is 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 is especial-
ly useful if you have two or 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, if 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 astickler 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 its 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 its importance.

In the case of towns and buildings, | tend to describe places
that | 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 it just means
they will go straight there (wherever ‘there’ is) 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 it ruins the atmosphere, and second, they may
know it better than you, and then where are you?

You will need a detailed scale plan of wherever the punch-up
is going to be, especially if you are using miniature figures. |f you
are running one or two people you can live without this, but with
more than two it becomes essential as everyone loses track of
where everyone else is and what they can see. How you handle
hidden movement is up to you; it depends on how much you
trust you players. They are few who will say, ‘OK, | 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 their 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
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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 more atmospheric, 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 it
sounds reasonable, agree. But you are the ref and your word is
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 yes/no questions and 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 its his-
tory involves many reversals of theory. As with all things, itis 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 its 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 Imperium 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, if the machines are so good why are people still
doing the job? This illustrates the Golden Rule of Traveller, it's
the people that matter. You need believable characterisation of
non-players’ personalities, and that is 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 /s 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 at the Travellers’ Aid
Society. People attack you for a reason — usually because you
have something they want or vice-versa. The combatin a Traveller
adventure should be of two kinds; random and planned. The ran-
dom kind is from attacks by bandits, carnivores etc as the band
travels towards its 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 whole adventure, 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 ask with his dying 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. I 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 knowing what
his character does. Likewise, you will often need to say, ‘Well,
| 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, if | 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.
It 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 is best with 2-4 like any
role-player. The most |'ve ever handled with any successis 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 along-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 Supp/e-
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. |f money is 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 is 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 large combats,
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 is 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 the Book 5 small
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 of the Travellers” Aid Society is usually out
of print within weeks, you may want to subscribe. Its main ad-
vantage is the continuous stream of scenario ideas — they need a
lot of work to be playable sometimes, but the idea’s the thing.
The Best of the Journal, issues 1-4, is worth getting if you like
robots and asteroid miners since it covers these, as well as the
famous Gazelle class, which is a very nice ship.

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

Next issue: Part Il] — Scenarios.
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OPENBOX

In Open Box, the science fiction and fan-
tasy games and rulebooks currently in the
shops are reviewed by independent author-
ities. In next issue’s Open Box a new rating
system will be introduced to reflect other
factors such as presentation and play-
ability.

SOLOQUEST

CHAOSIUM INC £5.95

SoloQuest is the first of Chaosium Inc’s
solitaire RuneQuest adventure packs. The
Quest comes wrapped in asleek black cov-
er with one of those pesky pantomine
ducks by way of illustration on the front.
Inside are three adventures DreamQuest,
Phoney Stones and Maguffin Hunt. All you
need to get into the adventures are the
RuneQuest rules book, pencil, paper and
of ceurse a player-character who has to dis-
play 50%-60% fighting skills. Battle magic
spells like blade sharp, healing and the lik:
are also a necessity.

Dream Quest takes the player character,
on behalf of his god, to the ethereal plane
there to meet interesting people and mon-
sters in single combat. Four successful en-
counters lead the player-character to afinal
unusual encounter which when overcome
marks the conclusion of this minor Hero-
Quest. Evenifyourcharacterisunsuccessful
the spirit body is unharmed and re-unites
with the physical body for the permanent
loss of four power points. A grateful god
will provide all who take part with a bet-
ter than usual chance of increasing weap-
on skills when trying to learn from exper-
ience and there are power benefits too. In
additon, the player who survives past the
last encounter gets the bonus of a one use
speciality rune-spell. DreamQuest is essen-
tially ‘hack and slay’ adventure, but it is
also essential tuition in the art of resolv-
ing solo melee which you will need when
attempting the other two adventures.
Author Alan LaVergne offers a neat pro-
cess for resolving solo melee which turns
out to be an easy to understand version
of the more ponderous procedure detail-
ed in the RuneQuest rules book.

Phoney Stones, involves the player-
character in an investigation to discover
the perpetrators of a fraud on the Issaries
Cult. Someone has been selling cheap stat-
uesclaimingthatownership bestows Issaries
membership on the buyer, which is not the
case. A sizeable reward is offered by the
cult to anyone who can locate thecriminals
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and bring them to justice. Player-characters
find themselves inthevillage of Slime Haven
about to search ten suspect houses. Enter-
ing a house involves an encounter with its
occupant(s), their story, a glance at their
belongings and depending on the player-
character’s attitude, a brawl. If you and
your character can discern who the fraud
ster(s) are you will have to disarm them
and bring them back to the lssaries Tem-
ple. Failing that you can make an accusa-
tion in the hopes of obtaining a percent-
age of the total reward. Phoney Stones is
an amusing adventure to play in, butif you
find the culprit(s) first time, as | did, you
won’t be able to use it again yourself.

Maguffin Hunt gives your player char-
acter the prospect of another reward this
timeforthereturn of the fabulous Maguffin,
whatever that may be, which has been stol-
en by two dwarves. If your player charac-
ter accepts the challenge you must enter
a cavern complex to search for the dwarves
and face encounters with cavern denizens
along the way. Maguffin Hunt introduces
the novel idea of ‘Noise’ ie if you encoun-
ter a denizen and fight or fall into a cavern
stream your activity will result in noise
which will alert other cavern creatures and
reduce your chances of surprise. That's
what | think noise means because | couldn’t
find Alan La Vergne's explanation within
the adventure. There is also an error in
this particular adventure — page 24, sec-
tion 29, ‘Charge the Wall’ should be (101)
not (72) as shown.

Overall | found this adventure pack easy
and enjoyable to play. (I should like to
tell you about the incredible and farcial
exploits of my character — Bludrun Tyme
the Barbarian, but space does not permit
— suffice to say that Bludrun who poss-
essed 40-50% fighting skills is languishing
on the ethereal plane permanently). Dream-
Quest was great for someone like me who
had never really bothered to come to grips
with the mechanics of RuneQuest melee
and battle magic. | can now clearly see

why afficionadoes claim RuneQuest 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
‘unusual’ encounter at the end of Dream-
Quest is an especially good idea. You can
also run all three adventures asreferee and
player mini-scenarios (Phoney Stones is
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
TSR

£8.50

Star Frontiers is a science fiction role-
playing game. For your money, you get a
box containing one basic and one expand-
ed rulebook, an introductory module, sev-
eral maps depicting various terrain types,
a city centre, and part of a starship, a
countersheet and some flyers urging you
to join the RPGA. Not to mention two
10-sided dice.

Character generation is fast and easy.
Eight characteristics are arranged in four
pairs; initially each member of a pair has
the same value, in the range 30-70, but
points can be transferred between mem-
bers of pairs. Points are also added to or
subtracted from various characteristics de-
pending on one's race; a character may be
human, Yazirian (a flying squirrel/wookie
hybrid), Vrusk (intelligent insect), or Dral-
asite (shapechanging amoeboid), and the
non-human races also get certain powers,
such as the ability to go berserk or deduce
the nature of social interactions. Thisdone,
a Primary Skill Area is decided on; each
character begins the game with two skills,
and may learn others later, but skills out-
side your speciality cost more to acquire.
The PSAs are Military (fighters), Technol-
ogical (magic-users), and Biosocial (cleric/
poachers). Once you know the system a
character takes about as long to create as
it has taken to read this paragraph, and can
be described on a sheet in about as much
space.

A character’s Stamina rating gives his
hit points; its Dexterity halved is its base
chance in % of scoring a hit. There is no-
thing remarkable about thecombatsystem,
a simple initiative/move/attack system in
the heroic style with people missing each
other like crack Imperial Stormtroopers
and requiringseveral decent hits to serious-
ly injure each other. The average character
has about 45 hits and dishes it out at about
a 30% hit probability and in packets of
several d10.

Experience is amassed at a rate of 2-6
points per evening's play (a pleasantchange
from the usual experience inflation of
acquiring it several hundred points a trip
and needing a few thousand to go up), and
seems to depend on the player's use of his
character more than the character’s ability ;



those who sit at the back reading comics
get about 2 points per night, those who
do their job get 4 or so, and for the full 6
you need to use the character fairly dyn-
amically. Experience points can be traded
in on a one-for-one basis to improve char-
acteristics (by the way, a characteristic
value is generally your percentage chance
of doing something appropriate), used to
increase your chance of successfully using
a racial ability, or saved up for a new skill
level. The averageskillrequiresyoutospend
4n experience to move to level n from level
n-1, the cost beingdoubled if you are learn-
ing a skill outside your speciality ;each level
adds 10% to your chance of success, which
typically starts at 30-90% depending on
the skill. Skills are very broad, vague and
heroic.

Equipment is varied and described in
simple terms; the usual paraphernalia of
an SF game — lasers, archaic melee weap-
ons (which can be embarrassingly effect-
ive in combat), vehicles ranging from air-
cars to motorcycles, various miracle drugs,
and so on. A standard equipment pack can
be purchased which will supply most of
an adventurer’s wants.

The beast generation system is very
sparse, but supplemented with copious ex-
amples intended for use in the module
supplied.

A major drawback is space travel. This
is 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
next, but | disapprove of the lack of them.
No doubt a future supplement will handle
them if enough people share my view.

Wages and support costs are handled
quite well; half of whatever a character
earns, it immediately eats/orgies away/
spends on flashy threads, the rest it 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 several hundred credits.

This system has been very well laid out
and presented, plays quickly ‘and easily,
and can be picked up in an hour or so. The
introductory scenarios, of which there are
several short programmed ones in the rule-
book and a complex one in the module,
can be played straight away with no prep-
aration and will hold a group for several
evenings of play, long enough for the ref-
eree to dream up his own along the guide-
lines suggested. A long-term enemy is pro-
vided in the shape of a hideous race bent
on galactic domination (not to say destruc-
tion), which is no bad thing as it provides
something to fall back on when imagin-
ation fails.

Unfortunately, | can’t say the system
struck me as especially realistic; butifyou
like action adventure, thinking with your
fists, and Star Wars (and who doesn’t from
time to time) you can have a lot of fun
with this game.

Overall: 7 Andy Slack

CRASIMOFF'S WORLD

KJC Games Set-up £5.00
(including 15t 4 rounds —
further rounds at £1.25)

Crasimoff’s World is a fantasy play-by-
mail (PBM) game of exploration and ad-
venture. White Dwarf may be reveiwing
quite a few PBMs in the future (interested
PBM companies should write to me at
WD). As a player you assume the role of
chieftain in a band of brave adventurers
set on gaining knowledge and power,

To start playing in Crasimoff’s World,
you must create a party of nine adventur-
ers (there are three character classes with
which to make up the party: fighter, mage
and priest) to assist your chieftain.

You then fill in a ‘round sheet’, instruct-
ing the games master (GM) as to the in-
tentions of your party. The round sheet
consists of several sections, each of which
performs a function integral to the game.
The movement section shows the GM
which direction the player wants to travel
in. A large hex, filled with smaller hexes,
centres on your current location.The first
turn sheet (and subsequent ones) have the

hexes filled with map symbols (woods,
hills, mountains, etc). When you move
your party the ‘map’ moves with you, ie
the next map you receive centres on your
new location. How far you move depends
on the terrain you move through. In ad-
dition, a box is provided to indicate the
travelling formation of the party.

The next section is used to show char-
acter progression. Each turn, each adven-
turer receives ‘points’ todistributeamongst
Attack/Defence levels (used to determine
combat), and if spell users are present, the
amount of spell points available for spell
casting. On the reverse of the sheet, space
is provided for descriptions of spell-use.

Last, but not least, a section entitled
Player Choice is given. This is used to give
special instructions or ask questions of the
GM, with a space beneath where the GM
can write any remarks needed.

. Other sheets are filled in as needed.
These are the response sheet, and the trad-
ing sheet. The former is used to indicate
what actions your party will take when
you encounter other parties, creatures, or
NPCs. The trading sheet is used when your
party makes trades/purchases from towns,
merchants, etc. All of this information is
sent to the GM, who then evaluates your
round, It is then returned to you, along
with any new information you have learn-
ed. Information is passed to you in the
gamesmaster remarks section, or through
the use of tokens. There are tokens detail-
ing magic, spells, creatures, parties met,
artifacts, treasure, money, and many other
items which you discover as you play the
game. KJC Games has been running
Crasimoff’s World for over a year now, and
the effort the gamesmaster puts in to each
turn never ceases to amaze me. Most play-
ers find themselves offered a different
scenario each turn, or find that a new
twist has happened to an existing adven-
ture. It's easy to play, and reflects the
amount of effort you are prepared to put
into your moves.

Even though | rate Crasimoff’s World
highly, it is not without its faults. A slow
(two week) turnaround, bad English and
handwritten (though legible) results de-
tract from the game.
Overall: 8

Butlding e vl

Bewult

The international game
for the
modern thinking mind
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by Marcus L Rowland

BiovosuctersT

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

‘There are as many species of vampire as there are beasts of prey.’
Captain Kronos, Vampire Hunter: Hammer 1970.

Naturalists have often speculated about
several anomalies in the popular view of
vampires. Nearly all authorities agree that
anyone suffering a lethal and untreated at-
tack by a vampire will inevitably rise from
the grave as another vampire, and most
also agree that vampires are prepared to
attack members of all sentient races. Des-
pite these well-documented 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 by nor-
mal weapons and sfeep, 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
corrésponding 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 their former lives (egcombatskills, spells)
in addition to their vampiric capabilities.

Special attacks. Most vampiric attacks
fall into several well-defined groups, eg
Touch, Gaze, Kiss, Bite. A few vampires
show atypical methods (eg penanggalan)
and these are indicated as ‘other’ on the
table following.

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 points/
wound until staunched.

D 46-48% Touch causes withering.

49-50% Touch cancels magical items.
51-70% Gaze charms victims.

71-75% Gaze causes hypnosis.

76-80% Gaze causes insanity.

81-90% Gaze causes blindness (1-4 hrs).
91-95% Kiss causes ageing, 10-40 yrs.
96-00% Other.

FA=Iomm

Special defences. Approximately 45%
of vampiric defences takes the form of one
or another type of regeneration, the re-
mainder are various types of spell or weap-
on immunity. Vampires generally show
only one regeneration method, but this
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) 1 HP/round.
B 11-25% Regeneration (normal) 2 HP/round.
C 26-35% Regeneration (normal) 3 HP/round,
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  B6-75% 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 WNoof Damage

found  Group As Atts
Code

01-05 A 1 M+ Mummy 1 1-6
06-15 B 1Y+ Mummy 1 1-6
16-30 C 10 Y+ Spectre 1 27
3145 ol 25 Y+ Spectre 1 38
46-60 E 50 Y+ Vampire 1 4-9
61-80 F 100 Y+ Vampire 1 5-10
81-90 G 250Y+ Ghost 3/2 6-11
91-00 H 500 Y+ Ghost 2 7-12

Special Atts/ No of No of Noof Hit

Attack Defences/Powers Contagion Vulner- Death Dice

Modes  abilities Modes
1/2/2 1 6 5 4+
2/2/2 1 5 5 4+2
2/3/2 1 5 b &6+1
2/3/3 2 5 4 6+2
2/3/3 2 4 4 T+2
2/3/4 2 4 4 8+3
3/4/5 2 3 4 9+3
4/5/6 3 2 3 945

Notes: 1. M = Months, Y = Years; there is
only a 5% chance that a lone vampire will
be of age group A, only a 10% chance that
it would be of group B. Groups of 3 or

16

more vampires invariably contain one over
25 years ‘old’. 2. See tables 4-6. 3. See
table 7. 4. See table 8. 5. See table 9.

Racial origin. Species are listed by an iden-
tifying letter and the percentage of vam-
pires originating from that species. Some
5% were found to have highly unusual or-
igins, and there is a separate breakdown
for these creatures:

Species of origin

A 10% Dwarf F 31-40% Halfling
B 11-13% EIf (Greyl G 41-50% Half Orc
C 14-15% EIf (High) H 51-95% Human
D 16-25% Gnome J 96-00% Exotic
E 26-30% Half EIf (see exotic origins)
Exotic origins
K 05% Centaur S 56-59% Lizardman
L 06-15% EIf (Drow) T 60% Merman
M 16-20% Giant U 61-70% Orc

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

Special powers. Most vampires possess
unusual abilities, most of which can be
used at 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 bat/rat/wolf form (or other
analogous form) at will.

C 51-70% Summon bats/rats/wolves (or other
associated species) at will.

71-80% Invisibility.

81-85% Ethereality.

B6-90% Radiate silence and/or darkness, 15,
91-95% Teleport.

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 its victim over several days, gradually
draining all strength and vitality. If the vic-
tim dies he/she 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
becomeill after 1-4 days followed by death
in 1-3 days. The base chance of infection
is 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 AND neutralise poison or by alimited
wish or wish, The victim will not become
ill if a cure disease spell is cast before the
onset of infection.

IGOTMmo




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 is probably psycho-
somatic.

Vampire Vulnerabilities

A 0105% 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 Holy/Unholy
symbaol.

E 26-35% Cannot look at own Holy/Unholy
symbol.

F 36-45% Cannot look at mirrors.

G 46-50% Weapons coated with wolfsbane in-
flict 1-4 points extra damage.

H 51-60% Garlic repels vampire at 3' range.

J B1-65% 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 86-90% Takes 1-4 points damage from con-
tact with silver,

P 91-00% Other,

Notes: 1. Affects only vampires capable
of becomingwolves. 2. Does notaffectvam-
pires of aquatic origin (Mermen, Sahuagin).
3. Includes 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 follow-
ing list is probably not complete.

Vampire Death Modes

A 0105% Destroy coffin/grave/cremation site
(etc) by fire.!

B 06-10% Destroy coffin/grave/cremation site
(etc) with acid.

C 11-15% Immerse coffin/grave/cremation site
{etc) in water. 1.

D 16-20% Treat coffin/grave/cremation site
{ete) with holy water.1

E 21-25% Exposure to direct sunlight, 1-4
turns.

F 26-30% Immerse vampire in running water,
1-4 rounds.

G 31-33% Deprive of water, 1-6 turns.4

H 34-45% Stake through heart,2, 5

J 46-50% Stake through head.2, B

K 51-68% Decapitation, sew holy wafer into
mouth.Z: 5

L 59-62% Incinerate.2

M 63-70% Decapitate, incinerate brain.2

N 71-72% Decapitate with silver knife.2,

P 73-75% Coldironsword 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 spikes.2. 5

T 86-88% Decapitate, put garlic in mouth,<.
U 89-90% Hang/strangle 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.

6. Cold iron is non-magical and not treated
in any way. 7. Willnotaffectvampires prim-
arily living outdoors (eg vampiriccentaurs).
In any given area it is probable that most
vampires will have similar powers, although
the lesser vampires of a group will have
more vulnerabilities than their seniors and
the seniors have more powers, attacks, and
defence modes. Most variations other than
those of seniority occur when a vampire
attacks a member of another race, with the
probability of variation as follows:

01-20% No variation
21-40% Special attacks
41-60% Special defences
61-70% Special powers
71-80% Vulnerabilities
81-95% Death modes
96-00% Two of above

The hierarchical structure of an areas vam-
pire community will thus consist of a sen-
ior vampire (eg Age band F) plus two or
more relatively old vampires (eg Age band
C, D) and some ‘younger’ recruits. If all
are of the same base race the younger vam-
pires will all share the death modes and
vulnerabilities of the senior, but exhibit
additional death modes and vulnerabilities
and have fewer special attacks, defences,
and powers.

In order to systemise the acquisition
of data on this topic, and aid in the pro-
duction of a more definitive study of these
creatures, the following Vampire Charac-
teristics Profile (VCP) is suggested:

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

In this hypothetical example the vampire
was formerly a centaur (K), female (F),
and has been a vampire for more than 50
years (E). It has two attack modes (C =
Touch causes bleeding, F = Charm), three
defences (E = Trollish regeneration, J=1m-
munity to 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 its age.
The creature is vulnerable to four attacks
or objects (C = Holy water, K = Crossing
water, L = Capnot 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.

If 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 heirs
of my co-author this paper is to be pub-
lished under my name alone. | would like
to take this opportunity of thanking all
those who sent buds of garlic, stakes, and
crucifixes to the funeral and to assure them
that these gifts were gratefully received

—M L Rowland
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The City in the Swamp

An AD&D Scenario for a Party of 5th~7th Level Characters
by Graeme Davis

DM’s Introduction

It all started when a grey slaad |Fiend
Folio] was sent to eliminate an Emperor
who was doing a little too well at the sub-
jugation akhd organisation rou and
thereby creating a lot of lawful gfound,
(half a contipent to be precise) slaad
bungled it, ahd only just mangged to get
away by going ethereal at the g8t oment.
The Emperoriwent on fro ngth to
strength, and eventually a ded ad|FF]

was sent out ang did the jolppraperly.
While it’s i the neighB@ushood, the
death slaad has decided to something
about its grey colsin, who hasi't Been seen
nce. The grey Bas come t@¥est dmong a
be of ghralthiffsee below} inhaBiting a
human compléx in a sWamp, ajong,
g way away [ e Emperor. Ihad
trouble in Being as a divigity,
ereby ac ¢ of fanatigal
di are chaglic

ey had

has kep

night. Tall tales are being told to any who
care to liten, growing more colourful and
self-co ictory in direct proportion to
the amount of ale consumed by the teller.
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Hazards

01-40 Tangled undergrowth underwater,
save vs Dex or trip.

Sudden deep hole (4-9ft)
Quicksand

Foliage with poisonous thorns save
vs wands at ~-AC or be hit, save vs
poison or area hit is inflamed and
unusable for 8-12 hours.
Impenetrable faliage, detour for
1-4 turns.
Hostile in
plague.
Water
trave

41-65
66-70
71-75

as tnsect

RAL
» Appe
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(]
ndividuals Q, in
2 claws for 1-6 o
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Lawful evil
ance: Standard
Low

The City in the Fwamp

Shadows/foliage and Move Silently as a
2nd level thief. ’

A ghralthi hunting party will only use
an outright attack as a last resort, prefer-
ring to lure or drive quarry into quicksands
or other traps. A ghralthi lair will frequent-
ly be a deserted and ruined city, temple
or other complex in a swamp area, and
the strange architecture of such places
led to speculations that the ghralthi may
be the degenerate remains of an advanced
prehuman culture, clinging to the old cen-
tres but with little understanding of their
meaning.

For &ery 20 ghralthi encountered, there
will b leader with 5 hit dice; forevery
50, t i1l be a chieftain with 7 hit dice,
and a guard of 1-6 ghralthi with 4 hit
dice. I s also a 1% chance per individ-
ual en: red of the band being accom-
panie ibal shaman of level 1-4.

Iffp are encounteredgdnftheir lair,
nuibe Id be doubled the foll-
owing addifional figures wi : 1 chig
with 9 hitfdice; a bodyg th 10

rs; th&tribal high g of leve
) acolytes of level addi
e,there Will be fe D 2+§
he nu ol ma
ghr will ¢
A togy ards
f

evolution to walk erect; they are 6ft tall,
weighing between 200-250 pounds, and
skin colour is a dull greenish-brown. Trib-
al colours, worn on garments, etc are dull
greens, browns and brownish greys, often
so similar as to be indistinguishable to any
saveghralthi. These colours are the only
form heraldry or symbolism known to
exist arfiong the ghralthi. They speak their
own langlkage and no other.

The City
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2. Toad Corral. A pile-built wood and earth
bridge crosses the contained swamp area
where the tribe keeps its hunting toads.
The toads have been trained to attack any-
thing crossing the bridge which is not
ghralthi or accompanied by ghralthi. 21
giant toads, AC6, HD2+4, HP13, 10, 7,
12; 90010109, 14, 16,14, 17,:18; 30, 117
11, 13,11, 9, 11, 7, 18, 15, 2 poisonous
toads, AG7, HD2, HP9, 15.

3. Main Living Quarters. All warriors and
females 1ot encountered elsewhere will
be in here. The access pool leads to 9, and
may be used’ by warriors only.

4. Audience Chamber. On one side is a rais-
ed plinth constructed to appear as a natural
ledge in 4 cave. 2-16 warriors and 1= guards
will be on duty here, and there is a 10%
¢ chance that the slaad will be here with-a
full bodyguard, unless already encounter-
ed elsewhere, hearing some dispute orhold-
ing council with the high priest and war-
leaclers. 4a is the old robingand preparation
room, with tunnel access to_10-and 12.

5. Spring Room. ‘A fountain rises here,
with a valve controlling the flow of water
into 6 and past 7 into the swamp. The
fountain poolis flanked by a pair of statues
representing members of the race from
which the ghralthi degenerated. The spring
is the only source of fresh water in the cit-
adel, and is vital for the maintenance of
the spawning tanks; it is considered a div-
ine gift. 16 warriors and a warleader will
be on guard here at all times. Warriors,
AC4, HP11, 12, 20, 22, 21, 22 717, 24,
17, 13, 17, 26, 20, 18, 24, 14; weapons:
2 spears, dagger. Warleader, AC3, HD5,
HP33 ; weapons: sword, spear, dagger.

6. Spawning Tanks. The water coming in
through floor channels from 5 runs into
the collecting tank a, which has an over-
flow system feeding the spawning tanks
b-e. Water is tapped from the bottom of
the spawning tanks via another overflow
system and channelled into the swamp.
Tanks b-d contain spawn in various stages
of development, and tank-e contains 547
tadpoles, which are fed once per day on
raw meat. 20 warriors under a chieftain
are on guard here at all times, and there
is a 10% chance that the slaad will be in
here with full bodyguard supervising the
feeding, unless previously encountered
elsewhere. Warriors, AC4, HP13, 20, 21,
13, 2390007, 88, 21 1216 16 13,18,
21, 15, 14, 15, 13, 19; weapons: 2 spears,
dagger. Chieftain, AC3, HD7, HP41 ;weap-
ons: sword, 2 spears, dagger.

7. Guardrooms. These protect the weak
point where the water from the springflows
out of the citadel. Each guardroom is oc-
cupied by 10 warriors and a warleader,
with a messenger in 7a. The access pools
lead to 3 and 9.

7a. Guardroom. Warriors, AC4, HP16, 15,
18, 14, 16, 20, 13, 20, 17, 13; weapons:
shortbow, dagger. Warleader, AC3, HD5,
HP30;weapons, sword, spear, dagger. Mess-
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enger, female, AC4, HD2+2, HP16; weap-
ons: nil. -
7b. Guardroom. Warriors, AC4, HP15,17,
13, 19, 14, 20, 13, 19, 13, 17; weapons:
shortbow, dagger. Warleader, AC3, HD5,
HP32; weapons: sword, spear, dagger.

7¢ is an armoury, containing 400 spears
and 250 arrows, with a supply of swamp
venomsufficient to treatabout half of them.

8. Kitchens. The kitchens are now disused,
as the ghralthi eat raw meat and do not
understand their function. There are two
large open hearths, and an empty store-
room at 8a. The kitchens are now used as
a holding area for prisoners and others
awaiting audience with the slaad; and there
is a 10% chance that 1-10 warriors will be
holding 1-4 captives i here.

9. Warleaders’ Accommodation. All war-
leadersand chieftaims notencounteredelse-
whiete will be in here unless the alarm has
been raised. The access pool leads to 1,3
and 7.

10. Bodyguard’s Accomnrodation, Unless
encountered elsewhere, -the slaad’s body-
guard will be here. The daccess pool leads
tol,3and 7.

10b is a storeroom containing 12 swords
and 3 suits of ghralthi splint mail.

10a is the slaad’s office and minor con-
ference room, with tunnel access to 12
and 4a.

11. Cells and Torture Chamber. Any pris-
oners in whom the slaad is interested will
be here, awaiting or undergoing question-
ing. There will be 1-4 prisoners, whoshould
be generated on the encountered charact-
ers tables of the DMG, guarded by 1-6 war-
riors under a warleader. There are no cells
as such, prisoners being stripped and bound
and held at one end of the chamber.

12. Slaad’s Quarters. The slaad will be here,
unless previously encountered or unless
the alarm has been given. The access pool
leads to 10a and 4a. A chest in the room
contains the tribe's treasure; 40,000gp,
and 25,000gp in gems, along with Potions
of Healing and Polymorph Self. 1t the
alarm has not been raised, there is a 15%
chance that the swords from the slaad’s
field kit will also be here.

13. Priests’ Quarters. The high priest will
be in ¢ unless previously encountered or
unless the alarm has been raised, and the
three chief priests in b. The remaining ac-
olytes will be in a. The access pool in a &
b lead to 14.

14. Hall of Fame. Now used as a temple
for the ghralthi ancestor-cult, this chamber
is lined with statues similar to those in 5.
There is a particularly massive statuc at the
eastern end, in front of which a large, flat
stone has been set up as an altar. The large
pool at the northern end is a sinkhole
down into the marsh, which is used for the
ritual disposal of the dead. The access
pool at the western end leads to 13a and

13b. There is a 15% chance, if the alarm
has not been raised, that a service will be
in progress, with the slaad and his body-
guard, all priests, warleaders and chieftains,
and 5-50 warriors in atlendance, unless
previously encountered.

15. Library. This area is barricaded off,
with ten fire glyphs (12pts cach) along the
length of the barricade. The area used to
be occupied by the court magician of those
who built thecity. 10-200 manuscripts will
still be intact, all written in the long-dead
language of the eity's builders and requir-
ing a read languages spell or ability to dec-
ipher. The manuscripts include a Book of
Vile Darkness, a Manual of Puissant Skill
at- Arms, a Tome of Understanding, and
1-10 elerical scrolls, all written in the for-
gotten language, :

16. Laboratory. The wall to15 is extreme-
Iy selid, and 1§ buttressed on the northern

side to-contain any explosions and direct

their force southwards out of the citadel.
The southern wall is cracked in several

~places. The door is of solid iron, flanged

against-the north wall so that it is virtual-
ly impossible to force outward.

The room. contains.a great deal of lab-
oratory equipment of alien design and un-

,certain use, most of which is broken, Iln a
sealed cupboard against the west wall are

four-bottles of Potion of Reptile Control,
and oneof Protection from Fire.

Citadel Encounters

Roll twice per turn, 1 or 2 on d6 indicates

an encounter.

1-10  Patrol of 2-20 warriors and a war-
leader (70%) or chieftain (30%).

11-15 2-12 females

16-18 1-6 priests

19-20 The slaad and bodyguard

The Ghralthi Tribe

Warriors — 450; warleaders (5 HD) — 25;
chieftains (7 HD) — 10; slaad’s bodyguard
(4 HD) — 35; high priest (Level 6) — 1;
chief priests (Level 4) — 3;acolytes: (Level
2) — b; (Level 1) — 2;females — 535 giant
toads; normal — 21, poisonous — 2

Gorgramec, the Grey Slaad

Gorgramec has attributes and abilities as
detailed in the Fiend Folio. He has 66HP
and the following field kit: Longsword +3,

longsword +1, Ring of Shooting Stars,

Dagger of Assassination — when attacking
with surprise, the wielder strikes with the
assassination probability of a 12th level
assassin; otherwise a normal +2 Dagger.
Psionics, if used, may be determined by
the individual DM.

Gorgramec is expecting trouble after
his failure to assassinate the Emperor, hence
his orders to the ghralthi concerning cap-
tives. He has taken advantage of the lawful
nature of the ghralthi to provide an early
warning system for him, and if the alarm
is raised he will go to the fountain room
for a last stand. The ghralthi will fight to
the death in his defence, as they see him
as divine. L3
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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 puzzlinghole in AD&D
concerning the origins and control of the
undead. | was, however, surprised at Lash-
ing Out to see the class restrictions on
whips. | see no reason why a thief should
not be able to wield a whip, after all at
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 | 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. | consider raising the damage
for light crossbows to 1-6 and for heavy
crossbows to 2-7/2-9 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,

| 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. Unfortunately 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’.

If it is 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.
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| noted with interest the suggestions
put forward by Andrew Brice [RuneRites,
WD35] concerning Shuriken. In Wyrm’s
Footnotes 14 Greg Stafford described the
dragonewts and their way of life;included
in this description were details on the throw-
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 1d4+1 points of

damage, and they can impale. Samarins
resemble terrestrial shuriken and
chokins resemble darts’.

It looks as if 5 shuriken/samarins make
up one ENC point. Apart from this |
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!

Oniron — whilst | agree that iron should
be at least 10 times the price of bronze, an
interesting point is 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 | look in your magazine |
see D&D mentioned; new D&D monsters,
new D&D magic items, D&D in spacel!!?
Occasionally you do have a RuneQuest
scenario but not as often as a D&D one.
Why don’t you include scenarios or adven-
tures for other systems like C&S, which
in my opinion outclasses any other system
I've tried.

Only once have | 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 hopefully,

Pete Thane, East Yorkshire.

— As a magazine we reflect the wishes of
our readership. What they want to see we
publish., That’s why we'll only rarely pub-
lish fringe RPG articles, and then only the
maost popular ones. —Ed

Dear WD,

| think itis fairly well-known that | wel-
come what might be called non-official
additions to and extensions of the AD&D
rules, if the motivation is to give individual
groups of players additional enjoyment
and fun from their gaming. | have to say,
however, apropros White Dwarf 35 that |
found Lew Pulsipher’s new character class,
the Necromancer, most distasteful, bearing
in mind his many and varied excellent con-
tributions to the art of enjoying fantasy
gaming in the past, but here | 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. | cannot, in my
wildest dreams, imagine a party of char-
acters including one of these. It is 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,

| have one or two minor criticisms. Why
is it that you insist on publishing these in-
terminable Guide to Dungeon Mastering
articles, and /ntroduction to Dungeons &
Dragons tracts. These articles tell no-one
anything of any use or value and | can only
assume one of two things. Either Mr Pulsi-
pher is 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 is the regular Starbase
page in issue 35. This issue’s article was
very funny, but if | want to read some-
thing by Douglas Adams surely | will find
it in Life, the Universe, and Everything
not in a diluted form that, | 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, |
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.
| hope that we will sée many more like it
in future.

Yours faithfully,

William Preston, Crawley.



The standard Dungeons & Dragons scenario
is an adventure in a tunnel/cave 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 of the Ring through Moria. Vir-
tually every D&D player or potential play-
er has read Lord of the Rings, so they’ll
have some conception of the capabilities
of the individual characters even though
they don’t know any rules: Aragorn is 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 fighter with above
customary archery ability), etc. Thefellow-
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 sympathetic or gives thingsaway),
death traps at worst.

A programmed adventure is a solo
method first devised for T&7. 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 is a dungeon de-
signed for an adventure by just one or two
mid-level characters (4th-6th), but other-

D&D

Scenarios

Ideas for Adventures
by Lewis Pulsipher

wise normal. The monsters can’t be very
tough or numerous, but the adventurer(s)
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 fightit 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’ |
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, if you live in a
world, and can talk to 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 to 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. At 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 is guaranteed to get a
worse replacement — this is to prevent
suicides, but deaths are rare.

A more commoncharacter modification
is the one-class campaign. There are no
character classes as such. Each character
is 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-
ility scores — a minimum intelligence to
cast _a spell or minimum dexterity to
hand fight, for example. There is much to
recommend in this approach but it 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. [
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FIEND FACTORY

Fiend Factory is a regular department featuring readers’” monsters, edited by Albie Fiore. This issue a . . .

SPECIES SPECIAL

WEED-DELVERS
oy 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 3/0 6
Movement: 17//9" 3" /13"
Hit Dice: 7d8 + 3 11d8 + 6 15d8 + 9
Treasure: R R As before + U
Attack: 1 bite for 3d4; 6 tentacles for 1d10 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
‘whisperers’. 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 is 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. If 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 1d8
points -of damage per round. If it loses
more than 75% of its 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 of entanglement, as
their slime enables them to escape. They
have infravision up to 60" and can sense
invisible opponents 50% of the time. If all
their tentacles are free, they can propel
themselves at 90’ per turn for up to 7 turns.
They can charm any sea creature whose
language they can speak (see below).
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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, if 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 it 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 (if
they are attacked, they can continue to
use magic unless struck in the head):

Detect Law  Message Stinking
Detect Magic Dispel Magic Cloud
Resist Fire Warp Wood  Transmute
Rock to Mud Slow Metal to
Emotion Tongues Wood
Confusion Sticks to Dark ness
Suggestion Snakes 10 radius

Feign Death Monster Summoning IV

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 if there is one within a mile.
If it is in trouble, it will 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, if 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 is made of. There will be 1 ryll for
every 30 weed-delvers.

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

Lizardman Ixitxachitl 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 11% — 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 1d6 each
plus bite for 1d10 (old
and ancient bite for 2d6)
plus special (see below)

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

Intelligence: Exceptional

These extremely 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’ its
marvellous pelt, the fur becomes a near
perfect camouflage device. Somewhat
similar to the skin of achameleon in effect,
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the crestcat’s fur is 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 is every crestcat’s dream to 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.

If a crestcat hits with both fore-paws in
one melee round, it then also gets two rear

claw attacks at 1d6+1 each in addition.

JD 72

Crestcats become much tougher and
more skilful as they age:

Age group Hit dice Move AC
Kitten™ 1d8 6" 5

Cub® 2d8 10" 4

Adolescent™* 3d8 13 4

Young Adult*** 4d8 14" 3

Adultt 5d8 15% 3

Old 6d8 16" 2

Ancienttt 7d8 16" 1

Notes:

* Onlyin lair.

** 420% on battle lust % roll.
*** +10% 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 its
background. (In low-level campaigns, the
DM may deem it visible for creatures with
infravision, but otherwise assume it is cold-
blooded.) It 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 hit dice as
above. So, for example, a 7th level MU has
a 5% chance of seeing an old, camouflaged
crestcat; 25% if it is fighting. Crestcats
become visible if 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.

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: 3—12
Armour Class: 6

Movement: 2""/15"

Hit Dice: 1d8 +1

Treasure: Individuals, nil; lair, E

Attack: 2 talons for 1—3 each; or
2 daggers for 1d4 each

Alignment: Lawful neutral

Intelligence: Average

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 it is an honour to be eaten after death
by a javukchari.

Any combat in their lands has a 1in 12
chance per round of attracting 3-12 javuk-
chari who will notintervene but will, after-
wards, demand the bodies of all those slain,
and who will attack if refused.

Qutside the eyrie, javukchari groups are
always accompanied by 1-3 vultures (ACB,
attack with 1-3 beak and two talons for
1-2 each; move 1°/15’"; 1d6+1 hit dice;
animal intelligence) and a 2nd level javuk-
chari cleric. In alair, numbers are doubled,
and additional types are: 3-8 vultures;
one bth 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
hit dice and spells, including bonuses for
wisdom (1d6+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 1d8 hit 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 languages.

ANTMEN
by Huw Roberts
Soldiers Workers
No Appearing: 4 — 24 10 — 60
Armour Class: 4 7
Movement: 9"
Hit Dice: 2d6 + 1 1d8
Treasure: 1—6sp 1—6sp
Attack: Pincer bite Pincer bite
for 1d8 plus for 1d8; or
poison; or by 1d6 claws
weapon type
Alignment: Lawful neutral/evil
Intelligence: Low/semi

Antmen are found in large, underground
communities (1000-6000) 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 1d4 each. Their
bite does poison damage in addition to
the normal 1d8 points of damage. The
workers attack once with their claws for
1d6 and their non-poisonous bite does 1d6.

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

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

RuneRites /s a regular department devoted to RuneQuest, edited
by Oliver Dickinson. This issue we have an assorted bunch of
spells, jtems and suggestions. First, two new Battle Magic spells
and a Rune spell from Richard Case.
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FARHEAR
Range: Touch POW used: 7 point
Type: Unfocussed on self, focussed on others, passive, temporal

This spell was invented by Kendric Swiftblade, a Priest of Orlanth
Adventurous, to aid adventurers underground. It enables sound
to be heard up to 10 times further away than normal, and also
gives the exact direction that asound comes from. The power can
be switched on and off; this is important as loud noise, such as
combat nearby, would deafen anyone under this spell for 10 +
1d10 minutes.

VENTRILOQUISM
Range: 80 metres POW used: 2 points
Type: Unfocussed on self, focussed on others, active, temporal

This spell allows the recipient to speak without moving the mouth
and make the sound appear to come from anywhere within a
radius of 10m around the speaker. Any Bargaining or Oratory
bonuses may be applied to the speech. This spell can be stacked
with any other language spell, such as the Eiritha Rune spell,
speak to beasts.

POWER MATRIX

Range: Touch

Stackable

Availability: As matrix creation

Cost: 7 POW point
Duration: Permanent
Not reusable

When cast on an item already containing a matrix, this spell will
power that matrix so that POW points need not be expended to
cast the spell. It only works for a limited number of spells: b/ade-
sharp, bludgeon, counter-magic, darkwall, all detect spells, det-
ection blank, dullblade (only on the matrix itself, which must
be a weapon; the purpose would be to weaken a foe's favourite
or holy weapon, present him with a weak weapon, weaken one's
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own weapon if stolen, or to produce an item of trick treasure),
light, lightwall, multimissile, parry (the Humakti spell), protec-
tion, shimmer, silence, speedart, also invisibility that can only
affect the matrix itself and anything encased within it, and
farsee, farhear, and ironhand if the Runes of the matrix are
branded into the forehead with the cult Rune metal, or iron if
there is no cult Rune metal. This can be cast on an already exist-
ing matrix, requiring the successful casting of aDivine Intervention
and a crystal, as below, Otherwise, a Divine Intervention must
first be cast, then the matrix created, then power matrix cast.
To create a powered matrix for a spell involving more than 1 point
of Battle Magic, extra points of power matrix are needed, 3 for
a 2-point spell, 6 for a 3-point spell, 10 for a 4-point spell, etc
(in each case, add the number of points of the spell to the total
number of a matrix of one less point, thus2+1,3+3, 4 +6 etc).

In addition, a filled POW-storage crystal of at least 8 points cap-
acity must be placed on the matrix, which will be absorbed into
it during the casting of the first power matrix spell. Because this
crystal is involved, the moment the person who originally filled
it dies, the item becomes an ordinary matrix, until someone else
attunes it; this does not count as the one crystal a person may
be attuned to, but only five powered matrices may be owned at
one time. To place an unpowered matrix on the item as well, or
a second powered matrix, requires double cost inmatrix creation
and power matrix points, also 1 further successful Divine Inter-
vention if unpowered, 2 if powered.

The owner must supply the filled crystal, but the power for
the rest need not come from him/her or any single person; like
an ordinary matrix, this may take weeks to create. Since it is so
expensive in POW, this will be used to produce really valuable
magical treasures, often created by groups of priests for the def-
ence of their temple or as gifts to heroes or outstanding Rune
Lords and Priests. Richard Case suggests that priests will cast this
spell for fellow cult members in return for a service or cash on
the scale of 1000L for 1 point, 3000 for 2 points, 6000 for 3
points, etc. So if you want a really special treasure. . .

Further on magical items: Andrew Brice asked in a recent let-
ter whether D&D-type magical items would fit in a RQ milieu.
Having only played D&D a few times long ago, | had to confess
my ignorance. On reflection, he felt that few would fit into the
logical RQ system unless some explanation such as ‘The Gods left
it around’, ’It's from another plane’, or even ‘that’s a secret” was
used. He makes some suggestions worth quoting: Crystals of Luck
(+10% to any luck roll], resistance to heat, cold, disease, etc,
Crystal Balls (one would have to decide what these could do),
and some jtems which could have been created by or 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 on pp 121-69 of the Dungeon Masters Guide. /
don’t see why one or two of these shouldn't be sprinkled about,
and it may be that the wizards of western Genertela (to whom
there are references in Cults of Terrror) have the skills to make
them. Finally, a treasure by Simon Basham.

TRADER'S BOXES

Description: Black boxes made of obsidian or iron (the larger are
of iron), with 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 trick mechanisms
to conceal the fact that they are keys.

Cults: Associated — lssaries

Knowledge: Automatic; Few

History: Created by Issaries during Godtime, the boxes held the
treasures of the world so that they would not be destroyed. After
Godtime Issaries gave them to his followers so that their goods
could be safeguarded.

Powers: The boxes are indestructible, and can only be opened
with the correct keys. Some have traps which are released if any-
one tries to force the box open, eg poisonéd needles, guardian
spirits, the box becomes intensely hot for 1d6 hours (without
damaging contents), etc.

Value: 30,000L and upwards, depending on the size. )
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Starbase /s a regular department [T [ T 1T [ [
edited by Bob McWilliams. This | = [ |
issue we have the winner of | LING-STANDARD PRODU
the Striker Design Competition

CT,
VG- D3000 - MA3Z1 PROSPECTOR

STARBASE

WD32.

I Specifications

Dimensions: 4680mm x 3475mm x 2340mm. | |
" Mass: 13983kg unladen, Max 29983kg laden.
| Performance: Speed 36Zkph. Acceleration |

|| 1.334G.Range 64,780km.
|| Fuel Usage: 8.9986 litres/hour.
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Price Cr2,850,

We have had a good response to this, hence the delay in annouic-
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 detail 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 mining craft, this vehicle 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: 22.6m3.
Weight: 28.3428 tons. Price: Cr2,507,894, Tech level: 13.Control
unft: incorporates radio, computer and mapbox. Cr102,750,
17.1kg, range 50km. Movement: Maximum, 600kph; Cruise,
450kph; NOE, 120kph. Agility-7. Armour: 10 on all faces. Target
size DMs: +2 low, no high hits. Equipment: TL13 drone brain,
power-1; 2 searchlights, image enhancement; computer, TL8
avionics; sealed environment; 2 remote handling arms (weight
limit 2 tons each); 16m3 cargo space.

Power: 45 megawatt fusion powerplant consumes 6.75 litres’
of fuel per hour; fuel capacity is 2430 litres, enough for 360
hours (15 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, but with 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: 17.0652 tons. Capable of 2.64G 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 (T L6) 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-
fects on fire: None. Target size DMs: +2 low, +0 high. Extra Equip-
ment: Radar, power-1000; TL6 direct fire control; stabilization.
Power: 6MW fusion powerplant, consuming 9 litres of fuel per
hour. Fuel capacity is 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,
Itengages 1 target, and has a spotting DM of +1. Ranges: Effective:
100(38); Long: 200(38); Extreme: 350(38).

Notes
Many Type J seekers will carry a drone mining vehicle in their
air/raft bay ;second-hand versions are easily obtainable for around
MCr1.5 — MCr2. It 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 is 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 is ideal for large-scale heists and armed robbery,
all done in perfect safety and with a much reduced chance of
being caught. w
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TREASURE CHEST

Treasure Chest /s a regular department devoted to readers’ ideas for D&D, edited by Jamie Thomson. This issue. . :

Encumbrance without Tears

The AD&D rules concerningencumbrance and its effect on move-
ment are not really clear insofar as how they should be applied,
especially where demi-humans are concerned. This is 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 175lbs in weight who
can carry a maximum of 175lbs and still move. We'll assume that
he is of average (10-11) strength and has no weight allowance
modification, though if he had this would be added or subtract-
ed to/from his body weight so as to give his maximum weight
carriable. If he had 17 strength, for example, with a weight al-
lowance of +500, then he would be able to carry a maximum of
(175 + 50)Ibs.

Looking at encumbrance in the PHB when our Mr Average is
carrying 35lbs of gear, or 20% of his maximum, he can move at
12** and can employ any reaction/defensive adjustments (if any)
due to dexterity. When carrying 70lbs of gear, or 40% of his max-
imum weight carriable, he can move at 9" but ceases to be able
to employ any dexterity bonuses. When carrying 105lbs, or 60%
of his maximum, he can move at6’'butnegative reaction/defensive
adjustments begin to be made.

If we now look at the Monster Manual to find the ‘average’
dwarf, elf, gnome and hobbit, kit them out with their usual equip-
ment, and compare this with their given movement, then we can
fit 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, it 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 Weight/Average Human
Body Weight) x Weight of human sized item given in DMG.

Thus for a hobbit weighing 60Ibs (or 600gp) a suit of banded
mail would weigh: (600gp/1750gp) x 350gp = 120gp = 12Ibs.

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

Table 1 — Encumbrance and Movement

Weyght Carried HuITRng

Shown As % Elves  Dwarves Light Light  Medium Heavy
Percentage OF and and Riding War War War Dexrerity
Max Possible % Orex  Gromes Elves  Malflings  MHome  Pony  Horge Morse  Horse Adjustmarnts
0 e L% 147 o 24" 127 24" 18" 15 APPLIED
a7 nr e 12 " 21 " 21" 180" T4 APPLIED
E 0 B 104" a" 0" 1 1| 16" 12%" APPLIED
a0 g put f oge 717" 9 17" 1@ 11" CEASETOAPPLY
a7 g " %" 6T 15T 8T 1T 12 10" CEASE TO APPLY
54 (A S 5" 13" 7" 137 10%" 9" CEASE TOAPPLY
6O B 4" au" 4" i " " " T =1
87 5" e = - o 5" a T 6" 1
74 4 gt [ L N U 5" -2
80 o A L IR R gm gl -2
87 gh g~ T I S %" 3
Max for efvesh
2 . 1% - ;o m } Lis 17 14 b 5k -3
-4
-5

100 W 1 - L W L u e B
{Max for dwarves + gnomes)

ME: Only beneficial dexterity adjustments ceass to apply when a character is sarrying 40%+ of his maxlmurm, When carrying B0%
or more of tha maximum weight 8 character's initiative rolls snd AC are worsenad by the figure shown in the fingl column

To use the above table first calculate how much a character is
carrying in gps. Divide this by the maximum weight he can carry
(body weight from DMG plus strength bonus, if 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 dexterity adjustments apply in the
last column. )

For example, suppose we have an elf with 14 strength, 15
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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: 420/
1200 x 100 = 35% of his maximum.
The nearest figure below this in column 1 of the table is 34. As
an elf his move will be 102", 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 is
concerned. The following table is an attempt to rectify this.

Table 2 — Carrying Capacities

Item Encumbrance Capacity
Empty Full

Purse 1 21 20
Small Pouch 5 105 100
Large Pouch 10 210 200
Small Sack 5 105 100
Large Sack 20 420 400
Backpack 25 525 500
Small Saddlebags 35 735 700
Large Saddlebags 50 1050 1000

NB: Figures are in gps.

When encumbrance rules are employed, a method of noting what
a character is 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 fighter/magic 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 weight/encumbrance
in gps.

Table 3 — Recording Encumbrance
Celindel, Fighter/Magic User, Male, Half-EIf.
Body Weight — 1180. Max weight carried — 1530.

Clothes & Armour-233 Sword Belt-100  Shoulder Beft-213

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* Oufve;@ Spellbook 200

Boots 30 Quiver 30

Chain Mail 203 10 Arrows 20 Carried/Held-248
1S Arrow 2 Short Bow 50

Large Sack A 198

Large Sack A—
0

Large Sack A 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 is at 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. If he was to carry his supplies
and spellbook in a backpack this option would no longer be open
to him. -
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POTION OF LYCANTHROPY
refreshes the parts that other
potions can't reach.

MIDGARDIAN

Do Hobbits kick sand in your
face? You need our
Manual of Bodily Health

GIANT STEP

FOR CITADLEL

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-
crent 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):
€22/5 Evil Leader; CO1/2 Paladin
and €21 Skeleton Knight, all of
which are newly available.

The 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 the UK later this
month and should produce some
amusement with its special British
character generation system fcat-
uring such novelties as ‘titled fore-

bears' and ‘a liking for tea’,

WORLDWIDE
THREAT

An horrific threat to the world
has been unecarthed in Chaosium'’s
newest product Shadows of Yog
Sothoth, the first in a projected
line of scenarios for their H. P.
Lovecraft  role-player  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 the authors, lan
Livingstone and Steve Jackson, to
produce follow-ups in this ‘fighting
fantasy gamebooks’ range. The new
titles are expected to be released in
March. Steve's is Citadel of Chaos,
and lan’s, Forest of Doom.

PENGUIN HELD UP

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, in Novem-
ber, were the first to raise their UK
prices. They were closely followed
at the start of this year by Avalon
Hill, and the other US importers.
The principal role-playing games
to escape the rise were RuneQuest,
Traveller, and Tunnels & 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 Medule X3: Curse of
Xanathon; Star Frontiers Module
SF1: 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 Tolkien's
famous Moria adventure; An In-
troduction to Traveller, Part III:
Scenarios; Monsters Have Feelings
Too and Extracts from the 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 RuncRites, spells
in Treasure Chest, Microview and
much more,
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CLASSIFIED

All classified ads must be prepaid
at the rate of 10p per word, display
ads £3.00 per scc. Please send copy
and payment to White Dwarf, 27/
29 Sunbeam Rd, Park Royal, Lon-
don NW10, making cheques/POs
payable to Games Workshop Ltd.

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, PO Box 2577, Anaheim,
CA 92804.

Exchange

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

For Sale

2nd hand AD&D rulebooks and
modules, Send SAE for list to

K B Lo, 41 Melchet Rd, Harefield,
Southampton.

Free Computer Games

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

Since July 1981, TWM has 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 is supplied on tape for the
16K ZX81 and TSR-80/Video
Genie.

A B-issue subscription is £12.50
(overseas £19) and this includes
tapes for the two games. A 6-issue
subscription (magazine only, no
tapes) is £6 (overseas £10); sub-
scribers are eligible to buy games
tapes. Current issue (magazine
only) £1. Cheques/POs payable to
Emjay (Director: Mike Costello)
at 17 Langbank Avenue, Rise Park,
Nottingham NG5 5BU, England.

Games For Sale

All new. Post paid. Starship Troop-
ers £5.50, Atlantic Wall £8.50,
Swords and Sorcery £5.50,
Warlock £250, Mayday £250,
Snapshot £2.50, Battle (boxed)
£2.00. Write to 10 Ockley Rd,
Croydon, Surrey CRO 3DP.
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Tired

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

For Sale

Miniature tanks, figures, horses
etc — £13, some painted, buyer
collects. Richard Wong, 106 High
Street, Liverpool LI5 8JS.

Postal Games

For a quarterly listing of fanzines
for postal gaming (Diplomacy, En
Garde, FRP, Chess, Sopwith,
1829, Railway Rivals). Send £1.00
to Simon Billeness, 20 Winifred
Rd, Coulsdon, Surrey.

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

For Sale

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

For Sale

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

Job Wanted

Male graduate (22) interested in
SF/Fantasy career — anything
considered. Good command of
English, programming experience,
RPG/PBM skills, typing ability,
quick learner. George Campbell,
20 Bain Place, Watten, Caithness,
Scotland.

Hounds of Avatar

The Tunnels and Trolls ‘zine,
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 ever 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:.

S.E.W.A.R.S. RPG Fanzine
Bi-monthly from January '83.
£3.00 subs (4 issues) £4 .00 (over-
seas)/£4.00 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.

The Law Bringer

AD&D Character Class. Fully play
tested and approved for fanatics.

Send £1 to Law Bringer, K Sugrue,
124 Hall Lane, Upminster, Essex.

HELP!

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

Wanted
WwpD21-23,26 &29.Contact: Sanjiv
Prashar, 01 864 1528 after 4pm.

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.

Postal Campaign
Tactical/role-playing AD&D cam-
paign is looking for new players.
Take on the roles of fantasy char-
acters — conguer the world or save
it from destruction. Robert Knott,
40 Westbourne Park Rd, West-

‘bourne, Bournemouth, Dorset.

RP Bristol

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

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-yrold T&T and
D&D player into adventures. Will-
ing to learn all RPGs. Contact:
James Lode, Worplesdon Leith
Park Rd, Gravesend.

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.

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.

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.

FRP Belfast

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

Motice?

Are there any gamers in Worthing?
1'll have a go at anything or help
anyone wanting to start. Please
get in touch. Simon Sarjinson,
Flat 7, 85a Chapel Rd, Worthing.

FRP Kent

22-yr old AD&D, Traveller player
(though not very good) looking
for any FRP players to join with.
Contact: lan Davis, 38 Wheatsheaf
Gds, Sheerness, Kent, or ring
0795 662119.

Wanted

White Dwarf 2-14. Good prices
paid. Write to Daniel Burgess,

3 Beech Grove, Alverstoke,
Gosport, Hants PO12 2EJ.

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 GHL.

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 35Z or phone 280728.

AD&D Middlesex

Players and DM urgently needed
by four desperate adventures. Also
wanted, to buy or borrow, WD 10-
23, 26. Contact: Richard Balfre,
110 Wentworth Crescent, Havyes,
Middlesex UB3 1NR.

To America

Official Communique. 1776 Trade
Embargo lifted. It is now possible
to exchange ideas, scenarios etc
with impunity. Intelligent well
spoken 14/15 pengroups needed,
Traveller, AD&D etc. D S Toube
& friends, 6 Grange Awvenue,
Woodford Green, Essex 1G8 9JT,
England.

D&D Hertfordshire/N London
Two players of limited experience,
ages 23424, require fellow adven-
turers experienced or otherwise.
Contact: Kevin or Diane, 17 Haw-
thornes, Hatfield, Herts. Phone
Hatfield 69656.

AD&D Wakefield

Experienced AD&D players in the
Wakefield area are needed to par-

ticipate in TSR’s campaign mod-
ule 84. Regular visits to Treasure

Trap also. Tel: John on Wakefield
362875 after 6pm.

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 Cumberworth,
Huddersfield.

CLUBS

KING'S LYNN.

Saint Ann’s Garrison

Games: AD&D, Laserburn, Board-
gaming.

Time: Saturday afternoon as ar-
ranged.

Comments: Age 12+, beginners
welcome.

Contact: lan Richards, 13 Roding-
head, Gayton Road, King's Lynn,
0480 68330 (Mon-Thur evenings).

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

BASILDON, ESSEX

SEWARS

Games: All sorts, not just RPGs.
Time: 7.15pm to 10.30pm on
Tuesdays.

Comments: There is a 50p attend-
ance fee to help pay for hall,
Contact: Chris Baylis, 12 The
Fryth, Basildon, Essex.



MINIATURES
UNIT 14, ENGINEER PARK, FACTORY ROAD, SANDYCROFT,
CLWYD CH5 2QD. Tel: (0244) 537012/380226

‘chronicle

ORCs
CM2T Orc 1A Variants . . . oo couie vv sin s mis sos e o 28p
CM21A Orc with Two-Handed Weapon 14 variants . . . .. .. 28p
CM2T1B. Ore Leader. fau - «oc s svscs s s aisireia s aie s 33p
CM21C Orc Witch Doctor/Shaman. . . . . .« v v s cv on os 28p
CM21D Orc Standard Bearer . . . . . . . . o v i v v i v v v o 33p
CM2TE OrcoArcheron i e s el 86 Sa9ac os 555 28p
CM21F Orcwith Crossbow . . . . & v v v i o i s o s cn o na 28p
CM21G Giant Orc - seperate weapons & shields. . . . ... ... 55p

Orc on Giant War Wolf: 2 variant figs: 2 variant Wolves
and seperate Weapons. . . . . . . . s .o ow e e e e e s 80p
NEW ORCS NEW ORCS NEW ORCS NEW ORCS NEW ORCS
CM21H Orc Bodyguard 4 variants 30p
CM211 OrcStandard Bearerw.seperatestandard.Bvariantstands 33p
CM22A Orc General mountedonWarWolf ., . . .. ... .... 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 General/
Std. Bearer & Driver
CM21J Orc Champions . . . .Set of four individual Orc Champions
FOR RELEASE EARLY '8B3
CM21K War Drum & Drummers
CM21L Catapult & Crew
CM21M Ballista & Crew CM21Y Weapon Packs
CM21N Battering Ram & Crew CM212 Battle Standards
ORC SETS 11 figs: 4 x CM21: 4 x 21A & CM21B, CM21C, CM21D
.............................. £2.88: Save 30p
ORC UNIT SET 31 figs. All variants of CM21 & CM21A & CM21B:
T £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

CmM22

CM210 Orc King on Skull Throne
& Attendants

MAIL ORDER: 10% P & P (min. 25p). Orders over £15.00 post free!
Overseas: 33% Surface Mail : 50% Air Mail (£1.00 minimum)

NORTHERN GAMES DAY

9.10 April 1983 at the University of Manchester,
Institute of Science & Technology, Manchester City Centre

Northern Games Day is coming to Manchester on 9-10 April
1983 - and we need your help. If you live within easy
commuting distance of Manchester and would like to
organise your own event or introduce the people of
Manchester to the world of adventure and computer games
write to: Clive Bailey, c/o Games Workshop Ltd., 27/29
Sunbeam Road, London NW10 6)P for further details.

Please mention WHITE DWARF when replying to advertisements

WhHJTE DWARF

o

@ needsyou...

Subscribe to

the monthly voice
of British adventure gamers

PEEEE I SN BN SEEN SEEN SIS IS B SN S S S —

12 MONTHS SUBSCRIPTION RATES:

UK & Ireland £10.00. . . . .. .. ... e, |
Europe (Air)/USA & Elsewhere (Surface) £17.00 ($31.00). . .. O
USA & Elsewhere (Air) £25,00 ($ 45.00) a
6 MONTHS SUBSCRIPTION RATES:

USA & Elsewhere (Air) £13.00 ($23.50)
SAMPLE ISSUE:

UK & Ireland £1.00 (75p + 25p p&p) O
Europe (Air) & Elsewhere (Surface) £1.50 (83.00). . .. ... .. O
USA & Elsewhere (Air) £220(84.00). . . . . .. ..o ou.. O

| wish to begin my subscription with the current issue.

Please make your cheque or PO (no cash accepted) to Games
Workshop Ltd., then send them to GAMES WORKSHOP LTD.,
27-29 SUNBEAM ROAD, LONDON NW10 6JP,

VISA (Barclaycard) & ACCESS holders can subscribe by telephone
on 01-965 3713.

PLEASE PRINT CLEARLY IN BLOCK CAPITALS
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FREE Specially designed
SOLID BRONZE
; SKULL RING
MAIL ORDER and RETAIL SHOP WITH EVERY MAIL ORDER OVER
5 Braunstone Gate, Tel: (0533) 549182 THE VALUE OF £20
{off Narborough Road  Open 9.30-6.00 Mon-Fri Also available for sale at just £3.95
— North), LEICESTER 9.30-5.30 Sat post free
_\ LE3 5LH J
r SOME EXTRACTS FHDM OUR COMPLETE CATALOGUE _\
DUNGEONS & DRAGONS Apple Lane . .. ..., Ground & Air Equipment£3.15 BOARD GAMES
Basic Set . . £8.25 Snakepipe Hollow, . . . £3.95 Seldons Compendlum of Azhanti High
ExpertSet. ,...... £8.50 Borderlands . . . . . . £12.95 Spacecraft | . . '€£3.,75 Lightning (GDW) . . . £17.95
Modules B1. B2, B3, B4, X1 Griffin Mountain , , . £11.95 Star Sector Atlas . . . . £3.95 Invasion Earth (GDW) . £8.95
......... each £3.50 SoloQuest . . ...... £4.95 Outworlds , , . . £3.95 5th FrontierWar (GDW) £11.95
AD&D Players Handbook £8.50 Questworld . . . . . . £11.95 Martigan Belt 1AE|V} .. £3.25 Judge Dredd (GW) . . . £6.95
AD&D DMs Guide . . . £8.95 RuneQuest Boxed Figure Sets Alien Base (Adv) . £3.25 Middle Earth (SPI} . . £12.95
AD&D Monster Manual- £8.50 Set 1: Humanoid Adventurers Probe NCG 8436 (Adv) £3.25 War of the Ring (SPI). . £9.95
AD&D Fiend Folio. . . £8.50 Set 2: Adventurers * Set 3: Vault of the Hammerof Thor (Nava).£14.95
ADB&D Dieties & Trolls * Set 4: Beast Men * Nier Quenyon (Adv) . . £3.25 Borderlands (Eon) . . £14.95
Demigods . . £8.50 Set 5: Dragonewts * Set 6: Bushido Boxed Set . . . £9.50 Wizards Quest (AH). . £10.95
Modules: T1, [)3 A1 AS s1, Humanoids & Aldryami * Valley of the Mists (Adv).£3.25 Dune (AH), .., . ... £10.95
b P RN each £296 Set 7: Flying Creatures ° Gangbusters Boxed Set. £8.50 Dragonhunt (AHL. . . £10.85
L1, A2, A4, 11, U1 .each £3.50 pErBoK, i i £3.50 Module GB1. . ... .. £2.95 Titan (AH). . .. ... £10.95
G1-3, D1-2, Q1, C1 each £3.95 Thieves World . . . . . £14.85 Champions Boxed Set . £9.95 Freedom In the Galaxy
53,54 .. .....each£495 TS . ..o o £4.95 Enemies . ., ...... £3.95 AN E 2 ol fosirard £12.95
Plus all J.G. & TSR accessories T/W Spirit of Stones . . £4.95 Enernies |1.... ... .. £3.95 Eirle {CH) .. L vis £14,95
Dice: Deluxe Inked Star Frontiers . . ., . . . £8.95 Stronghold. . . ..... £3.96 Dragon Pass (CH) . £12.95
Poly-Sets . . ...... £1.40 Traveller Champions Screen . . . £3.95 Federation Space iTFF £9.95
Full range Citade!l Miniatures Deluxe Boxed Set. . . . £8.60 Aftermath Boxed Set. £11.95 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 & Trolls Box. Set £6.50 SF Battles Exp. Mod. 2, £4.95
RuneQuest boxed set. . £8.50 Adventures 1-7 . . each £2,50 Aule Book . . . . ..., £3.50 Diadem Clash of Empires
Cults of Prax, ... ... £5.95 Double Adv, 1-5. . each £2.50 Dargons Dungeon , £2.60 (FGU) . ........ £1195
Cults of Terror . . . .. £6.95 Special Offer-packofBassorted Sea of Mystery . ..., £2.60 Starship Troopers (AH)£10.95
Gateway Bestiary , , . . £4.95 Judges Gulld scenarios . £4.50 Deathtrap Equaliser, . . £2.95 Marine 2002 (Yaqg) . . £12.95
Plander: .. .25 via £3.95 Striliae T a £8.95 Sewars of Oblivion . . . £2.60 Shoating Stars (Yag) . £11.95
Rune Masters . . . . . . £3.95 Traveller Boxed Figure Sets City of Terror. . . . . . £3.35 Starship Captain (SPG).£12.95
FOBS . ..o vns O each £3.50 Grimtooths Traps. . . . £3.50 For our complete catalogue
k Trollpak . .., ..... £1495 Space Opera Boxed Set. £9.60 see details below J

MAIL ORDER: Please add 50p to all orders for p&p in the UK. (30%
for overseas). Orders are normally despatched within 3 days, but please
allow up to 28 days.

CHEQUES made payable to RIEDER DESIGN

CATALOGUE: For our complete catalogue, send a stamped addressed
envelope, and 20p in stamps.

DISCOUNTS: Mail Order & Visitors recieve a discount card worth
7%%. Clubs & Schools on application, may have a discount card
worth up to 15% on bulk purchases.

TRAVELLER DELUXE SET NOW ONLY £8.95

Now you can begin your own adventure on alien worlds or
aboard the starships of the far future with Travelfer the
classic science fiction role-playing game.

The Deluxe set contains everything that you will need to
begin your adventure: an easy-to-follow guide to adventure
with Traveller, a full colour starchart of the Spinward
Marches space sector, and a special introductory adventure
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
as well as the alien worlds of the universe - all for only £8.95
NEW FOR TRAVELLER

AVAILABLE NOW - at last the Traveller Basic Set is back
in print - £5.95

Chamax Plague/Horde: Double Adventure 5 (GDW): In
which the adventurers encounter a startling and rapacious
alien life form. Chamax Plague requires role-playing skill to
survive. Horde offers the relief of blast-and-slay adventure.
For 2-8 adventurers. £2.50

Divine Intervention/Night of Conquest: Double Adventure
6 (GDW): A planet ruled by a religious dictator is one
scenario. Adventurers attempt to fake a message from a
deity to help exploit the world. In the other adventure,
players get caught up in an invasion of a friendly planet

by hostile aliens .

Broadsword: Adventure 7(GDW): Action aboard the Broad-
sword class of Mercenary cruisers during the Fifth Frontier
War. For use with Mercenary, High Guard and Striker. £2.50
Prison Planet: Adventure 8 (GDW): A completely detailed
penal colony on a remote planet from which law-breaking
adventurers can plan dramatic escapes. :

TRAVELLER

Science-Fiction Adventure in
the Far Future

Solomani Rim: Supplement 10 (GDW): 16 pre-generated
subsectors + world data and background for Earth and the
Solomani Sphere including the Fifth Frontier War. £1.95
Rescue on Galatea (FASA): The rescue of a kidnapped Mer-
chant Prince is hampered by the climate on Planet Galatea
and its strange indigenous race - the Jessa. £4.50

Trail of the Sky Raiders (FASA): The second adventure in
the Sky Raiders Campaign involves the adventurers in a
kidnapping, scientific mystery and ancient secrets. £4.50
The Traveller Book: At last, the Traveller game system
between hard covers! Includes Traveller rules booklets 0-3,
plus appendices and two adventures. £10.95

Best of the Journal Vol. 2 (GDW): Selected articles from
Journals 5-8 including profiles of the Aslan and Vargar,
adventure situations and feature situations and feature
articles. £2.95

Traveller is published by Games Designers’ Workshop and
printed under licence in the UK by Games Workshop Ltd.
If you experience any difficulty in obtaining the Traveller
adventure or play-aid of your choice, simply send an SAE
for a price list and mail order form to: Games Workshop
Ltd., 27-29 Sunbeam Road, London NW10 6)P.
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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
Friday, GamesFair ‘83 offers a longer weekend of hobby
gaming than ever before.

% THE AD&D™ OPEN CHAMPIONSHIP — An
individual, knockout competition to find the British AD&D
Champion of 1983. Held over Saturday and Sunday this
limited entry event must be booked in advance.

* NEWAD&D TEAM COMPETITION — A fun, single-
round competition for teams of 5 players on Friday
afternoon. Team leaders: send an sae for information.

* DEMONSTRATIONS — Experience the new
STARFRONTIERS™ and GANGBUSTERS™ role-playing
games at first hand.

% ALLTHE ESTABLISHED FAVOURITES —Including
Traveller, Apocalypse, RuneQuest, 1829,
Railway Rivals and many more.

% RESIDENTIAL OR NON-RESIDENTIAL
PLACES — Non-residential bookings entitle you to full use
of all the convention facilities including inexpensive hot
and cold fod, extended bar (adults only), ideal gaming
areas and an impressive array of arcade computer games.
Residential bookings entitle you to all these plus two
nights in a private bedroom and full breakfast on Saturday
and Sunday. Booking in advance is essential, no-one can
be admitted at the door.

* WE NEED YOUR HELP. Reliable, careful,
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 boeokings 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 £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.

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

BOOK EARLY TO AVOID DISAPPOINTMENT.
TICKETS WILL NOT BE AVAILABLE AT THE DOOR.

( BOOKING FORM

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

CB1 4AD. Telephone 212517,
Please send me .... residential ticket(s) for

GamesFair '83 at £27 (£25 for PA

members) each. :

Please send me ... non-residential ticket(s)
for GamesFair ‘83 at £7 (£6 for PA

members) each. E i
| wish/do not wish to enter the AD&D

Open. Fee £1.50 b
TOTAL E cannss

| am/am not a member of the PA.

My membershipnumberis .........ovviiiiiinnnnnn.
| do/do not wish to help DM one of the competitions.
(Please give details of your experience on separate sheet).

My name:
My address:

Rl

R The i Wizainits
1582 TSR Habim ing A Bighes Rusarend

\

J
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role playing as its
mearnt to be

Enter worlds of heroic fantasy, magic
and adventure. Tunnels & Trolls will transpo
you to unexplored planes of existence where
amazing experiences await you — either as an

orindividual as part of a group. And the rules
dont get in the way. So come, brave warrior, a
whole new world awaits you..

Tunnels & Trolls Boxedset ........................... £6.95
Tunnels & Trolls Rulesonly ..ooocooeeeeie. £3.95
A SELECTION OF OUR SOLO ADVENTURES

Naked Doom £2.25 City of Terror £3.95
Sorcerer Soltaire £2.25 Sewers of Oblivion £3.00
Sword For Hire £2.50 Sea ol Mystery £2.50
Arena of Khazan £2.50 Blue Frog Tavern £2.50
Beyond the Silvered Pane * £3.00 Misty Woaod 72 50

GM CONTROLLED DUNGEONS
POCKET SOLO| (Castle Wards - GMs introductory
ADVENTURES | scenario to Dungeon of the Bear 50p
Uncle Uglies Underground . . . £1.50

Abyss Catacombs of the Bear Cult . . £3.00
Goblin Lake T & T Character Sheets. . . . . £1.50
Circle of Ice Grimtooths Traps. . . ... .. £3.75

now onLy | [NEWFROM FLYING BUFFALO]
7Bp EACH BERSERKER

A completely new, exciting and colourful board game for two
players. Become the armed forces of 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

——FEdict~—=———
ct

THE MORROW PROJECT

The role playing game of mankind’s last fight for survival in
the aftermath of nuclear holocaust. An all new, exciting game
system designed to test you to the limit - CAN YOU
SURVIVE? Only £6.95

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 - £3.50

Availble now.
SPECIAL OFFER
When replying, if you will kindly tell us where you
saw this ad., we'll send you a TUNNELS & TROLLS
Pencil with your order, ABSOLUTELY FREE
We are also U K. distnbutors lor the complete ranges of games Irom

CHAOSIUM PRODUCTS STEVE JACKSON GAMES
MIDKEMIA PRESS ADVENTURE GAMES INC.

Send SAE for catalogue and price list

Please make all payments (cheque P.O )10
Flying Buffalo. Add 107 p&p 1o all orders
Please also allow 14 days for delivery

Send orders to

FEYING BU]:TALO

PO Box 100, Bath Street,
Walsall, W. Midlands
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And now I.C.E.’s ROLEMASTER"™ SERIES is complete!
ROLEMASTER is our set of fantasy role-playing guildelines.
The series is modular; each component stands on its own and
has both basic and optional sections.

CHARACTER LAW A masterful set of guide-
lines for fantasy role-playing character develop-
ment. Includes 18 character classes with both po-
tential and temporary stats. Unique trait develop-
ment system allows all characters toincrease their
ability inany areaof skill. Traitadvancement costs
vary according to character class—but there are no
absoluterestrictions .........covvvvveennns s10° (U.S.)

SPELL LAW The magic system designed to
improve any fantasy role-playing game. Includes
over 2000 spell descriptions, detailed alchemy
rules, magic items, spell attack tables and much
more. Beautifully boxed foronly........ $17'[U.S.)

ARMS LAW The fast realistic combat system
emphasizing skill over luck. The innovative rules
include critical hits, parries and extraordinary
maneuvers. 30 parchment tables combine all of
the vital characteristics of a variety of arms so
thatasingle die roll resolves both hits and damage.
ARMS LAW,thecutting edge of combat.. s10°° (U.S.)

CLAW LAW The animals strike back! The un-
armed combat supplement for ARMS LAW. Attack
tables integrate the size, instinct and fighting
pattern of a wide variety of animals, monsters and
martial arts experts. Critical strike tables cover
small animal attacks, unbalancing results, en-
tangling strikes and the primary aspects of un-
armedcombat. ........ivieiiinincinsinsnans Sb°° (U.S.)

ARMS LAW/CLAW LAW BOXED SET a
beautifully boxed set edition of ARMS LAW and its
supplement CLAW LAW................... $16°° (U.S.)

THE ROLEMASTER SERIES Includes all of
the components of this critically acclaimed series:
SPELL LAW, ARMS LAW, CLAW LAW, CHARACTER
LAW. Boxedtoyoufor............con0nvens $38 (U.S.)

ALSO AVAILABLE.. THE TRON WIND a
beautiful campaign module for use with any fan-
tasy game system. Includes § dungeons, 3 city
plans, weather and herb charts, descriptions of
the various cultures in the region and a beautiful
R R Ry | e S $8° (U.S.)

Check your local game store, or order from us direct, see below.
IRON CROWN ENTERPRISES / DEPT. W / P.O. BOX 1605 / CHARLOTTESVILLE, VA 22902

NAME —
STREET L~ T
IF F.O., R.R, OR R.F.D, PLEASE INCLUDE PHONE NUMBER.
CITY STATE zIP
RUSH ME:
O SPELL LAW s1i7 O ARMS LAW sio~ O CLAW LAW sb6> O BOXED SET $16*

O CHARACTER LAW si0* O ROLEMASTER §$38* O IRON WIND s8>

All non-U.S. orders add $3.00 (U.S.) postage...send self-
addressed, stamped envelope for more information.
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THE SCIENCE FICTION,
COMIC AND GAMES SHOP

99, PARK ST, BRISTOL, ENGLAND.

OPEN SIX DAYS A WEEK 10-6

r
5

FIRST FLOOR,
MAIN SHOPPING LEVEL

25

:MANCHESTEF{ UNIVERSITY PRECINCT CENTRE,.
L § OXFORD ROAD, MANCHESTER.

k..

N

DUNGEONS & DRAGONS,
TRAVELLER, RUNEQUEST,
CITADEL MINIATURES SOLD e
ALONGSIDE A SUPERB RANGE OF
ENGLISH & AMERICAN SCIENCE

FICTION BOOKS, MAGAZINES,
POSTERS, CAPS, T-SHIRTS, ROCK

BOOKS & POSTERS.

The Precinct Centre js located a half mile down
Oxford Road at the junction of Booth St. Walk
under the Phoenix and up the escalator. We are
on the right.

MON-SAT. 9.30 A.M. TO 5.30°P.M.
TELEPHONE: 061-273 6666

Games Shop

We stock Dungeons & Dragons, Runequest,
Traveller, Space Opera, figures by Citadel and
Chronicle, and much, much more.

38 West Street, Dunstable. Telephone: (01582) 606041

a new range of
25mm fantasy

denizen
FA14 Fighter/2 Handed sword
FAl5Enchantress
FA16 Goblin with axe
FA17 Wraith :
FA18Orc Chieftain with mace |
FA19 Armoured Reptile
‘Beagle Adventurer’
Hitchhikers
Arthur Dent
Ford Prefect
Zaphod Beeblebrox
FA12Dwarf with hammer P4  Marvin
FA13 Anti-hero P3 Trillian

30p each - p&p 10% (minimum 25p)

Send SAE for illustrated lists

DENIZEN MINIATURES
1 Laurel Cottages, Keymer, Hassocks, Sussex BN6 8QT
Trade Enquiries Welcome

FAl Thief pointing

‘A2 Headsman with axe
FA3 EIf Maiden

A4 Dwarf carrying sack
A5 Orc with billhook
A6 Orc with club
A7 Hero charging with sword P&
AB Hero with mace

A9 Mage casting spell P1
FA10Cleric with flail P2
A
A

SWORDPLAY

FREE with Issue 1

pull-out City Map and
15mm Starship Plan

Send 70p +10p P&P (or £3.00
for 4 ISSUES) to:

SWORDPLAY
8 Whitefriars Way
Sandwich
Kent
Are you. ..

... Lost in uncharted space? w S
... Marooned on a desert island? ] % l
... Alone in a godforsaken wilderness?

Do you . ..
... Want to find out about local games clubs?
... Want to contact other gamers in your area ?
... Want to exchange ideas with other referees?

If the answer to any of these questions is yes, then QUEST can help
you. QUEST is a contact service for role-players in the UK. QUEST
offers an easy method of 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,

All you have to do is send your name & address, a list of the role-
playing games you play, and a cheque/PO for £1.50, payable to QUEST.
We will send you a quarterly listing of gamers and game clubs,

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

Send immediately, or sooner, to: QUEST, 2 Essex Court, Hommersmith
Grove, Hammersmith London W6.
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K * Additional ingots 85p, makes 10-15 fantasy figures.

8 1 '
pa figure!
You do not have to be a wizard to cast
fantasy figures in our moulds for 8p
each, Even an orc could do it. The
castings will be as good as any bought
figure, If you do not believe it send us
8p + 25p in stamps for a sample and
catalogue. Or avail of our INTROD-
UCTION OFFER £2.95 including p+p
for a starters kit containing a mould for
3 orcs, ladle, modelmetal for 6-7 orcs,
boards, powder and rubber bands. For first 100 customers only,
normal price £4.25. All you need besides the kit is a domestic
cooker for heating metal. *

We accept cheques, money orders, Access, Visa, American E xpress.

Hobby Casting, Dept. W., 129 Oliver Plunkett St., Cork, Eire.

* 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 £20
D. HEWINS MODELS & HOBBIES
_*_ 7 EAST SAINT MARY'S GATE, GRIMSBY,

SOUTH HUMBERSIDE. 047247088

OTHER WORLD ARTIFACTS
Designed by C.). Bulis B.A. (Architecture)

Doorway as included (°F
in boxed set 1

NOW AVAILABLE
LARGER
DOORWAYS AND

GIANT
MUSHROOM

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

Just for you: A 25mm scale construction system of 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 of polygonal stone walling sections (10 scale
feet high), 3 opening doors, one straight and one spiral stone stair-
case & 2,975 scale sq. ft. of rough slab flooring pieces,
This boxed set for £7.25 inc. p&p.
SET 2: 145 scale feet of cavern rock walling (av. ht. 10 scale feet)
80 ft, of which has/edges (miniatures can actually stand on themf,
3 free standing rock pieces & 2,975 scale sq. ft. of flooring pieces
(a different selection than set 1). Only £5.30 inc. p&p.
All flooring pieces have 5 scale ft, reference grid.
BOTH sets together for £11.99 inc. p&p (Mail Order Only)
Orders to: OTHER WORLD ARTIFACTS, Westmount House,
49 Kingston Lane, Southwick, W. Sussex.
Send SAE for list of individual items. Please allow 28 days for delivery.
N.B. From March 1st there will be a small increase in price of O.W.A.

kTRADE ENQUIRIES WELCOME.

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
Closed Mondays

the

Gameskeeper

105 COWLEY ROAD, OXFORD
TEL: (0865) 721348

DON’T LET CHOOSING
GAMES BE DICEY!
COME TO US FOR
ALL YOUR NEEDS.
open 9.00am. —

6.00pm.

Monday to Saturday

36

GAMES SHOP

3 Waverley Place
Aberdeen AB1 1IXH

Tel. 0224-643740

FOR GAMERS
NORTH OF

INCHTUTHIL

! i Y by A Russell
Flveivivivivisivivivivivisiviosivivisivieivieeivieviviviviviesivieieli]
= e = - I == - == — = =
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ESDEVIUM GAMES

LOW COST MAIL-ORDER SPECIALISTS -

OPEN

@ Come & see the BIGGEST & BEST

Selection of Games, Rules & Accessories .

in the South

Science Fiction

*
*

ey

* % %

* %

* % %

Vil Legion {IT) RE16.95
The Momaw Project (TL) R E7.50
Freedom inthe Galaxy (AH) £12.95
Federation in Space (TF) £10.95

Starfieet Batiles (TF) £12.95

Exp Kit 1 £4.95, Kit 2 £5.95

Awtul Green Things Duter Space £7.50
Cosmic Encounter (EON) £8.95

CE Expanslon Kits 1 - 7 £3.95 each
Quirks (EON) £4.95, Expansion Kits E3.95
QOutpest Gamma Star Viking (Her) £4.50 each
Grav Armaor, Star Smuggler (DS) £4.50 each
Ogre, GEV, Ogre Book (SJG) £3.85 each
Dimension Demons (MGC) £2.95
Millenium, Idro (IT) £15.95 each

The Air Eaters Strike Back (MGC) £5.95
Revolton Antares (TSR) £2.95

Dr Who (GW) £6.95

Attack Force {TSR) £2.95

Intersteliar Wars (At} £7.95

Kroll & Prumni (IT) £13.95

CarWars (SJG) £3.50

Car Wars Exp Kit E2.50

Sunday Drivers (SJG) £3.95 (CW Suppl )
Universe (SP|) A £12.95

Universe GM's pack (SP1) £5.25

Fifth Frontier War (GDW) £11.85
Invasion: Earth (GOW) £8.95

Star Frontiers (TSR) A £8.95

GravBall £9.95

Warriors of Batak. Boarding Party, Escape from
Altassar (TF)E3.95ea

Moon Base Clavius (TF) £3.95

SF-Space Operg R, S(FGU)

*

Basic Boxed Set £9.!

Ground & Air Equipment £3.15
Qutworld, Star Sector Atlas £3.95 each
Alien Base, Martigan Belt £3.25 each
Probe NGC B436 £3.25

Seldon's Starcrafi Compendium £3.75
Vaultof the Nier Queyon £3.25
Rowsion 2, Incedus 3 £3.26 each

SF-Traveller R, S (GDW) £8.95

*

*

*

Traveller Book £6.95

Mercanary, Highguard £2.95 each

1001 Characters, Animal Encounters, Citizens,
Spinward Marches, 76 Patrons, Traders & Gunboats,
Merchanis & Merchandise, Scouts & Assassins,
5.0.A.AG., Beyond Library Data, Fighting Ships
E1.95each

Freedonian Consumer Repart £3.95

Ship Plans

Tethys, Leander £3.95each. Fenris £5.95

Fasa Adventure Class £6.95

Aslan Crusiers, % Merchants £8.95 sach,

Scenarios

* ¥

*

Twilight's Peak, Leviathan, Kinunir,
Aes. Stn, Gamma, Trill Cr Squad
Marponed/Marooned Alone

Argon Gambit/Death Station

Chamax Plague/Horde, Expedition to Zhodane,
Shadows/Annic Nova £2.50 each
Doom of the Singing Star (JG) £8.95
Traiiot the Sky Raiders

Rescue on Galatea (FASA) £3.95 each
Ordeal by E'shaar, Action Aboard,

7 Pillars, Legendof The Sky

Raidars (FASA) £3.95 each

Alien Star 80p, Dark Star 25p

High Passage £2.95

Striker M A £8.95

Thieves Guild Scenarios

1£7.95,2-384.95ea 4-6£3.95ea
Prince of Thieves £3.50

Free City of Haven £10.95
Special Offer

New Arrival
Role Playing Rules
Plays Solo
Boardgame

Miniature Rules

You may phone orders and pay by ACCESS

CITADEL, RAL PARTHA, Q.T. & T.S.R. Fantasy and Science Fiction miniatures at
manufacturers prices p&p 10% (20p min. - £1.20 max.) Overseas p&p 30% (80p min.)

Fantasy— Role Playin

Dungeons & Dragons (TSR)R

Basic Set£8.95. Aule Book £3.95

D& D Expert Set £8.95, Rulebook £3.95
Fiend Folio, Monster Manual, Players
Handbook, Deities & Demi-Gods £8.95 each
Referees Guide £9.95

TSR Adventure Modules: (Levels)

{1-3)-B1, T1£3.50 each, B2, B3, B4, U1 £3.95 each

(2-4)L1€£3.95, (3-14) X1. X2 £3.95each
(4-7)A1, A3, £3.50 03, A2, A4, 11 £3.958a
{5-7)C1 £4.50C2£3.50 (5-10) 52 £2.95
{6-14) 51E£3.50 (8-12) 53, 54 £5,50 ea.
{6-9)G1-2-3£4.50, {9+ ) D1-2£4.50
{10-14) DI £3.50, 01 £4.50

% Monster Cards 1-4 £1.50 ea.
Official D&D Miniatures £4.95 & £7.95

Role Playing Scenarios
Tulanof the'lsles (MP) £3.85

Trial by Fire, lihiedrin Book (JG) £2.99
Glory Hole Dwarven Mine (JG) £2.99
Janrll (MK) £5.50

Thieves World £14.95

Traitor & The Spirit Stones £4.85ea
Amazon Mutual Wants You (DT £3.95

Role Playing Aids

Arms Law (Combat System) £7.95
Handbook of Traps & Tricks (OT) £5.95
Monster Fila No, 1 (DT £4.25
Dungeon floorplans |, |1 £2.99 each
Dragon Tree Spelibook £4.95

Book of Artifacts £4.95

A AR

* 4 % % %

The Fantasy Trip (MGC) R

inthe Labyrinth (for Referses) £3.99

Wizard, Melee, Death Test |, | E3.50 ea.
Advanced Melee, Adv Wizard£3.99 ea

Grail Quest, Silver Dragon £3.50 each.
Unicorn Gold, Security Stn {MGC) £3.50 each
OrbQuest £3.50

Master of the Amulets £3.50

* %

Tunnels & Trolls (FBI) £6.95
Rulebook £3.85
Solo Dungeons
Deathirap Equalizer Dgn £3.50
Butfalo Castle, Overkill, Labyrinth,
Sorceror Solitaire, Naked Doom,
Weird World £2.25 each
Arena of Khazan, Sword for Hire
Sea of Mystery, Misty Wood,
Blue Frog Tavern £2.50 each
Sewers of Oblivion, Beyond the Silvared
Pane, Dargon's Dungeon £3.00 each
City of Terror £3.85
Goblin Lake, Abyss, Circle of lce 75p each
For Dungeon Masters:
Unele Ugly's Underground Level 1 £1.50
Dgn of the Bear Levels |, 11 & Il £1.50 sach
Catacombs of the Bear Cult £3.00

Runequest (Ch) R £8.95 Bxd
Rule Book £5.95, Hardback £9.95
Runemasters, Plunder £3.95 each

% Cultsof Prax £5.85
Cults of Terror E6.95
Foes £8.95
Galeway Bestiary £4.95

Scenarios:

Gritfin Mountain£11.95

Apple Lane £2.95

Broken Tree inn (JG) £2.95

Duck Pond £3.95 each

Trolipak £14.95

Cuestworkd £12.95

Borderlands (Ch) £12,95

Solo Quest | & || £5.95 ea.

* %%

These are just some of our games. Our catalogue contains defals of wirualy ai games available inthe UK. Send
16pinstamps & 16V2ps.a e, (overseas 4/ rc.) for & copy (or free with orders over £6.00)

MAIL ORDER CHARGES: U¥/8F PO/ Under E6— Add 250, £6 and over— post free

Overseas Surface Mail— Add 30% (Mitimurm 80p), Europe Air Mail — Add 40%

—add 75%

Dgn & Wilderness Mapping Sheats (GW) £1.89 za.

£1), Air Mall ei:

Payment in £ Sterling please

£1.50) except Yaq. AHE Ph, IT, games - ada 100%

Cardboard Heroes £2.45
Sets 1-10, Traveller Set 1-3
V<4V Set 1, Cops, Crooks & Civilians

Other Role-Playing Games
Arduin Adventure (Bxd) £7.95
Arduin Trilogy £13.95
Adventures in Fantasy (AGI) £11.50

% Behind Enemy Lines (FASA) £12.95

* Gunsol Navarone (Scen. ) £4,95

Boot Hill (TSR) £8.50

Mad Mesa (Module) £2.95
Rel's Screen & Min-Module £2.95

Bushido (FGU) £9.95

Call of Cthuihu £14.95

Champions (Bxd) £9.95

Dare Devils (FGU) £9.50

Dawn Patrol (TSR) £8.50

Gamma Worid (TSR £8.50

Legion of Gold (Module) £2.95
Refs Screen & Mini-Module £2.95

Heroesof Olympus (TF) £13.95

Man, Myth & Magic (Yag) £12.95

% Deathio Setana £3.95

Pirates & Plunder (Yag) £12.95

Merc (FGU) £9.50

Soldier King (GDW) £68.95

Stormbringer (Chj £14.95

Supervillains (TF) £7.95

Top Secret (TSR £8.50

Rapidstrike (Module) £2.95

Aef's Screen & Mini-Module £2.95
Wild West (FGLU) £8.95

Troutle on Widows Peak (Scen) £2.75
‘Worlds of Wonder (Ch} £12.95

* %

Fantasy Games

+ Dragonslayer (SP|) £6.90

Saga (TSA) £2.95

Mystic Wood (PH1) £7.50

Demons (SPI) Boxed £5,75

Sorcerer's Cave (HPG) £7.50

‘Warofthe Ring (SPI) £9.95

Miad, Odyssey (1T} £9.95 each

Magie Wood (IT) £4.85

Zargo's Lords, Wohrom (IT) £15.95ea
Barbarian Prince, Demonlords (DS) £4.50
Mlurminati (SJG) £3.95

City States of the Arkylrell (TF) £3.95
Warlock, Valley of e 4 Winds (GW) £5.95 each
Undead (SG) £2.45

Dragonhunt (AH) £10,95

Viking Gods (TSR) £2.95

Encounters (May| E7.95

Goblin, # Dragonrage (DS) £4.50 each
Titan (AH) £10.95

% 0O

* % % %

Power Politics/Diplomacy/

Economic Games
Digtomacy (Phl) £9.95, (AH) £11,95
Samural (AH) £9.95
Machiavelli (AH) £9.95
Apocalypse (GW) £6.95

# Borderlands (Eon) £14.95
Empire {IT) £13.95
Down with the King (AH) £8.95

< Medici{IT) £7.50
Spies(SPIE£10,50
Kingmaker (HPG) £10.50, (AH) £10.95
Junta (CWW) £8.95

* Family Business (May) £7.95

Other Games
W 221BBaker St (HPG)£7.95
% ExtraCase Set£2.75
Jolly Roger (IT) £6.90
Civilisation (HT) £18,00, (AH) £13.95
* Doublethink £5.50
Skirrid, Entropy £6.90 aach
Election {int) £7.50

SHOP 9.30-1.30. 2.30-5.15 on Mon, Tues, Thurs, Fri

Wide selection of boards, pieces & sets for CHESS, GO, SHOGI, MAH JONG,
BACKGAMMON, TRI-CHESS, RUBIK'S CUBES, OCTAGONS, PYRAMIDS, SNAKES . .

Historical Board
Wargames

%%

e s e s 22 S

Magazines

*

* % %%

Computer Games

9.15-5.15 on Saturday
Closed all day Wednesday

Warand Peace {AH) £10.95

Ram Speed (MGC) £3.50
Yarktown (IT}£11.95

Jena (IT) £12.95

House Divided (GDW) £7.95

Liftle Big Horn {IT) £16.50

Aftila (IT) £13.50

Austerlitz (IT)E16.95

Victory at Waterlpo (Att) £7.95
Napolaon's Last Triumph (SimCan) £10.85
1815 (GDW) £8.95

French Foreign Legion (Yag) £6.95
Gunslinger (AH) £12.95

Struggle of the Nations {AH) £12.95
Aobin Hood (AH) £5.95

Little Round Top (AH) £5.95
Bounty Hunter (Nova) £10.95
Alamo (TSA) £2.95

Attack in the Ardennes (GDW) £8.95
Bomber (Yag) E10.95

Battle for Normandy (Att) £7.95
Fight for the Sky (At} £7.95
Okinawa, Sicily 43 (IT) £9.95 ea
FRommei (IT) £13.95

East & West(IT] £15.95

Hot Gap, Fifth Corps (SP() £6.95 ea.
Fallof France {GDW) £16.50

Norge {IT)£14.95

Ace of Aces, Powerhouse £9,95 each
Stalin's Tanks (MGC) £3.50

Squad Leader (AH} £11.95

Cross of Iron {AH) £10.95
Crescendo of Doom (AH) £10.95
Anwil of Victory {AH) £17.95

Third Reich (AH) £10.95

Their Finest Hour {GOW) £16.95
Panzerdrmes Afrika (AH) £10.95
Storm over Armhem (AH) £10.95

Nexus £2.00

The Space Gamer (SJG) £1.75
The Dragon, Bestof TD 11 £2.60 each
White Dwarf 80p

Interplay (MGC) £1.00
Thunderstruck 65p

War Games 70p

Travellar's Journal £1.55

Pegasus, Adventure Gaming £2.10 each

New Baholder B0p

Different Worlds £1.80

Sorcerer's Apprantics £1.50
Fire & Movement £1.75

Magic & Mayhem 85p

Quasits & Quasars 65p
Doombook of Chaos 45p

Wargamer (- game) £4.00

Palantir, Storm Lord 70p each
Ares (SPI)£3.85

Red Giant, Black Rider 55p each

Wanderar, Wyrm's Claw 70p each

The General (AH) £1.70

Punt & Pass, Dragon Lords 60p

SEWARS. 65p

AH Cassettes

Acquire, Foreign Exchange, Galaxy, Guns of Fort
Defiance, Lords of Karma. Shootout at OK Galaxy,
Stocks & Bonds, VC, Voyager £12.95ea.

B1 Nuclear Bomber, Conflict 2500, Bomber Attack,
Midway Campaign, North Atlantic Convoy Raider.
Nukewar, Planet Miners, Foad Racer £10.95 ea
Andromeda Conquest £11.95

Major League Baseball, Telengard £14.95 ea
Dnieper River, Tanktics £15.95

Emgpire of the Overmind £17.95

Several of the above available on disc - pleass
enquira

Speedway Scene (Appie |) £9.95

{cassefte only) £5.00

Boris Diplomat Il Chess Computer £65.00

ESDEVIUM GAMES (7W)
ALDERSHOT Hants GU11 1JU

185 Victoria Road

Tel: Aldershot 311443
or (evenings) Farnham 722269

—~NOPOSTAGE ON MANY GAMES FOR REGULAR CUSTOMERS

Please mention WHITE DWARF when replying to advertisements
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SHOPS: Open 9.30 to 5.30 — Monday to Saturday.
Unit 20, Merrion Centre, 63 Allerton Rd.,

50-54 Manchester St.,
Liverpool L1 6ER.
Tel: 0561 236 2605

Leeds 2.

VILLAINS & VIGILANTES 2ND EDITION
One of the original Superhero rpg’s, V&V is back in a new edition
and better than ever! VAV 2 features Super-powers, Super
heroic combat, character creation, secret identities, encounter
possibilities, how to run campaigns, etc. Boxed Set: £7.95.
Rulebook only: £3.95,

Crisis at Crusader Citadel — V&V intro adventure: £3.25.
Death Duel with the Destroyers — V&Y adventure: £3.25
Istand of Dr. Apocalypse — V&V adventure: £3.25.

Tel: 0632 456376

FANTASY GAMES UNLIMITED inc.

Liverpool L18.
Tel: 051 722 9022

AFTERMATH

Role-playing in a world of post-h tion. A
grim subject, but an excellent game. Boxed set contains: 3
rulebooks, referee’s screen, master copy of character sheet,
introductory adventure in separate booklet and sheetof card
counters: £12.50

Into the Ruins — a complete Aftermath scenario: £3.25.

FOR WAR, FANTASY

AND

SCIENCE-FICTION GAMING

MAIL ORDER

85-87 Victoria St.,
Liverpool L1 6DG.
Tel: 061 227 16056

TRADE

89 Victoria St.,
Liverpool L1 6DG.
Tel: 051 236 2605.

TRADE ENQUIRIES ]

WELCOME
BUSHIDO

The World of Nippon, part fact, part legend, is skillfully re-
created in this superb rpg. Recently awarded 10/10 in a “White
Dwari" review, Bushido is a masterpiece of practical game de-
sign. Boxed, with rule books, referee's screen and campaign
map: £9.95.

Valley of the Mists — A gem of an adventure, as lovingly
created as the original game, “Valley" is a varied and challen-
ging Bushido scenario: £3.25.

ROLE-PLAYING GAMES

CHIVALRY & SORCERY: medieval/fantasy role-playing
Chivalry & Sorcery rulebook .. viverenne. Under revision
CA&S Sourcebook 2, supplememar\f malerlai . £4.50
Swords & Sorcerers; supplementary material £4.95
Saurians; prehistoric society and beasts ... ...

Arden; C&S scenario pack . -
Blrern& & Galley; C&S na\ral combat .
Castle Plans; 26mm scale castle floor plans .
Fortification Plans; 25mm floor plans ...

VILLAINS & VIGILANTES 2nd Edition — Boxed set £7.95
2nd Edition rulebook only o i £3.96
Crisis at Crusader Citadel — intro adventure .. £3.25
Death Duel with the Destroyers — V&V adventure £3 25
Island of Dr, Apocalypse — V&V adventure ... . £3.26
AFTERMATH post holocaust role-playing

Boxed set. 3 rule-books, charts, tables, etc, . £12.50
Inta the Ruins; Aftermath scenario pack ... £3.75
WILD WEST — western role-playing

THE SPACE OPERA ROLE-PLAYING SYSTEM

Space Opera boxed set, with rules, charts, etc . £9.95
Martigan Belt: Scenario pack . cernsss £3.26
Alien Base; Scenario pack . i Wi £3.25
Probe NCG B436; Scenario pack ... ...£3.25
Vault of the Ni‘er Queyon; Scenario pack .£3.26
Incedus 3; Scenarnio pack i .£3.25
Rawsion |l- Scenario pack ... .£3.25
Star Sector Atlas 1; planets in the Terran Sector . £3.95
Outworlds; Star Sector and scenario ideas ... £3.95

Star Sector Atlas 11; the Confed. System Alllance £3.95

Fireball Polyset..............

Or with inked numerals

Transparent "Gem’’ Polyset

Or with inked numerals......1.

One colour Polysets available in standard
, dice or gem dice at no extra cost.

MAGAZINES

Fire B Movement: Issue 27
Fire & Movement: Issue 28
The Space Gamer: Issue 53
Gryphon: issue 1

Gryphon: issue 2

Gryphon: issue 3 .
Subscriptions available for all these mags.

‘Phoenix’ magazine and in ‘Military Model-
ling’ have been full of praise for this exce|-
lent Naval Wargames system covering the
period 1775-1815 The game can be played
with the ship counters provided ar with
models, There are OB's for ower 20
nationalities, fleet action rules, detailed ship
to ship rules, basic and advanced game and
14 scenarios as well as unlimited potential
10 design your own games ... E7.95
Road to Washington (boxed) £12.95
TRADE ENQUIRIES WELCOME

PEOPLE'S WARGAMES
BLACK SEA'BLACK DEATH: An exciting

WHY NOT ORDER BY TELEPHONE
USING ACCESS OR BARCLAYCARD

save the trouble of sending a letter

and cheque.

WE PREFER THIS METHOD — We can try to

answer any queries and you will also be sure

you are getting exactly what you want and

sooner — normally by return of post,

P&P: Order value over £6.00 — Free
Order value up to £6.00 — Add 25p

OVERSEAS TRADE DRDERS WELCOME

tactical /operational game of an Eastern
Front amphibious landing, Boxed

KANEV: Largest WW2 Soviet airborne oper-
ation: £8.95 boxed.
KORSUN POCKET:
Dniepr” Boxed £19.895

“Stalingrad on the

Ad AD&D Module....
L1 ADAD Madule ...,
11 AD&D Module
U1 AD&D Module
Dragon Magazine
Gamma World..............
Gamma World Module

Boot Hill..........
Boot Hill Module 1. £2.50
Top Secret . 7.95

Top Secret Module 1..
Boot Hill Mini-Module & Rafs Sc:laenf.'?_ 50
Gamma Worid Mini-Module & Refs
Screen A
Top Secret Minj- Mo(lu}e & Refs
Screen
TRADE ENQUIRIE.

. £2.50

Homes & Hovels; 25mm cut-out medieval b'—"'d'"ﬂ5 £3.26 Boxed set. rules. maps, charts, etc ... £8.95 Ground Air Equipment: SO heavy wepons . £3.16
Towers for Tyrants; 26mm cut-out medieval keep .. £3.95 Trouble on Widows Peak: Wild West scenario pack £2.75 Seldon’s Compendium of Starcraft, ship plan-: £3.75
SKULL & CROSSBONES — piratical role-playing BUSHIDO — Detailed rpg set in the Land of Nippon Space Marines, ground combat rules _£3.95
Eo‘e‘j Efsl rules, map, charts, etc. ... - £7.95 Boxed set: rule-books, map, charts, tables, etc. ... £9.95 RULE BOOKS
Gl:ﬁés‘l_ié%ht S&C scenario pack, ships, boats, etc. £2.45 Valley of the Mists; Bushido scenario pack . £3.25 || Archworld: fantasy battles RPN 3o 151
sl bl m;gcg;r;;r::l :ll;derworld role-playing £6.75 LAND OF THE RISING SUN — Samurai period Japan rpg Blue Light Manual, ACW tabletop rules £3.25
FLASH GOHDOi\I & THE WAHFIIORS OF MONGO i Boxed set, rules, charts, etc s £9.95 Fire, H_ack & Run; pre-1880 skirmish ... ... £2.25
MERC — modern mercenary rpg/skirmish wargame Frederick the Great: 7 Years War . £2.75
fule book : 3.2 Boxed set; rules, plastic overlay, charts, etc £8.50 Giac My, war in Vietnam £2.95
TUNNELS & TROLLS OFFICIAL AD&D 256mm TSR HOBBIES (UK Ltd, AVALGI FILL
FANTASY GAMES SYSTEM FIGURES D&D Basic Set; rules, dice, adventure £8.50 | Squad Leader £11.95
Rulabook (2nd edition) . " £3.95 | by Grenadier Models D&D Expert Set; rules, dice, adv. ... £8.60 Cross of Iron £10.95
Tunnels & Troll B° 48 £6. Small Box Sets of 10 figures or equivalent D&D Basic Rules only ... £3.95 Crescendo of Doom £10.956
unnels rolls, HBoxed Set . 6.95 Wizards. . . ; £4.50 D&D Expert Ruies only £3.95 Panzer Blitz ..£10.95
Naked Doom_ Solo Dungeon ... - £2.00 Halflings e £4.50 D&D Character Records sheets L£1.956 Panzer Leader ............. £10.95
Sarcerer Solitaire, Solo Dungeon ... £2.00 | 0 o0 L £4.50 AD&D Dungeon Master's Guide ... £9.95 Russian Campaign £9.95
Sweord for Hire, Solo Dungeon £2.50 | i clings ' f4.50 | AD&D Players Handbook .. £8.50 | War & Peace .. £10.95
FihytintneSalo Dingeon . ... -00 ¥ Fighting Men. ... f4.60 | AD&D Monster Manual Wooden Ships & Iron Men £9.95
Buffalo Castle, Solo Dungeon . . Specialists £4.50 | AD&D Deities & Demigods ... Airforce £10.95
City of Terror, Solo Adventure 3 Famals Gharaciars AD&D Fiend Folio . s Dauntless ... ol sl £10.95
Beyond the Silvered Pane £2.25 Thisves.. P Rk i) AD&D Dungeon Master's Screen ... £4.50 Flat Top £13.95
Arena of Khazan ... £2.25 | Lo s Room. ) Cfa Bp | AD&D Character Record sheets ... £2.95 | Dune ... .. £10.95
Weirdworld, Selo Dungeon : Denizens of the Swamp £4.50 AD&D Player Character Folder ....... £2.95 Magic Realm £10.95
Overkill, Solo Dungean -£2. Ores' Lair... ; .£4.50 | AD&D NPC Character Record sheets £2.95 | Starship Troopers £10.95
Dungeon of the Bear, Levels 1, 2, 3, £1.50 Dwellers Below £4.50 AD&D DM's Adventure Log .. 2.9 The Longest Day £38.75
Ungla Uglyls Lindarground - . Large Box Sets of 20 frgures ar equlvalem Rogues Gallery NPC stats . Circus Maximus . £7.95
Circle of ice, Salo ............... Dungeon Explorers....... ) £7.80 World of Greyhawk ... ; Gladiator £7.95
éb’\"ss Solo Adventure ... Dungeon Monsters. y £7.50 B1 DA&D Basic Module 7 Caesar Alesia ... £9.95
oblin Lake ......... Weodtahd Advantirers. .. £7.50 | B2 D&D Basic Module ... ; Guns of August £11.95
Catacombs of the Bear Cult 1 E2.80 | 10 0h of Spells .. £7.50 B3 D&D Basic Module ) Down With The King _£8.95
Sea of Mystery, Solo Adventure ... £2.50 Dragon’s Lair £7.60 | X1 D&D Expert Module... . Gunslinger £12.95
Grimtooth's Traps, Game aid ... £3.75 Large box painting sets 12 figures + paints | X2 D&D Expert Module... i Storm QOver Arnhem .. £10.86
Deathtrap Equalizer, Solo Dungeon £3.30 | Action Art Dungeoneers £7.5 G1-G3 Combined AD&D Module.......£3. Struggle of the Nations £12.95
Blue Frog Tavern, Sclo Adventure .. £2.60 | action Art Monsters £7.50 D1-D2 Combined AD&D Module ... .£3.95 COMPUTER GAMES
Sorcerers Apprentice Magazine 12 £1.50 | OFFICIAL GAMMA WORLD 25mm D3 AD&D Module.. £2. Midway Campaign £10.95
Misty Wood, Solo Adventure £2.50 FIGURES 51 AD&D Medule ... Nukewar -£10.95
TRADE ENQUIRIES WELCOME® by Grenadier Models $2 AD&D Module . Planet Miners 21008
Adventurers , £7.50 ‘T-SS Aggg I\.N'?gguile léurdrsli of ;55{5313 E:ggg
nizens.. e £7.50 1A ule .. i ATEHEE S 3
NICE DICE PRICE! E‘zmw These figures are also suitable for | C1 AD&D Module . £ Tanktics ... --£16.95
HUGE PRICE REDUCTIONS FOR ather games such as FGU's Aftermath. €2 AD&D Medule ... £2. River Dnieper . £15.95
PGLYHE?F&A}:_ [iICE p F45 Q1 AD&D Module ... £3.95 Empire of the O\'u-lmmd é;\ Zgg
Polyset of i-Impact dice . ‘ Al AD&D Module.. £2.95 Guns of Fort Detiance .
Or with inked numerals .. £1.20 | COMMAND PERSPECTIVES A2 AD&D Module....... £3.50 Voyager 1 " £12.95
De Luxe Polyset with inked numerals£1.30 | Beat to Quarters: Recent reviews in the A3 ADRD Module . £2.95 Grlaky iianiiinaiiiie. £12.95

QUARTERDECK GAMES

Ironbottom Sound Tactical naval Surface
night actions oft Guadalcanal. Boxed £8.95
Norway 1840 Strategic/operational In-
vasion of Norway. Coastal batteries, paras
Boxed T £9.956

TRADE ENQUIRIES
All items on this page (apart
from Avalon Hill) are available
to the trade — send for full lists.

STEVE JACKSON GAMES
*now In handy D|ESEIC boxes

Car Wars® £3.50
Ogre* £3.50
GEV"® £3.50
Killer ... . £2.99
Cardboard Heroes — Travaller £1.99
Cardboard Heroes — Vill. &

Vigilantes £1.99
Game Design Book 1 £2.99
The Ogre Book Vol 1 £2.99
Cardboard Heroes Plastic Bases £1.99

ARCHAERON GAMES SYSTEM

MAGE: An frp magic system for use on its
own for magical combat games; n conjunc-
tion with "Warrior® as an independent rpg or
as an alternative magic system for any other

pa.
WARRIOR: The hand-10-hand combat equi
valent of 'Mage’

In book form a1 £2.50 each or £4.75 for
both

GORGET AND SASH: amagazine covering

warfare from 1500 to 1789,

Issues 2 & 3 avallable at £1.95 each.

Issue 4 now out: Features Luetzen, Gen-

darmes in combat, Austrian Imp. Army,

Taltard’s Army at Blindheim and much more.
£1.95

SEND SAE FOR LATEST LISTS

MARSHAL ENTERPRISES

La Bataille de Deutsch-Wagram: A 1400
counter, 34" = 88" map game of the huge
battle which marked the climax of the 1809
campaign ... i £24.48

SWEDISH GAMES
NOW 25% LOWER PRICES/

Ostkrieg. 1944-5 E. fromt tactical . £2.95
Dark Passage: Soviets in Pakistan  £2.95
Defiance Vietnam hattle £2.956
Holowczyn: 18th century battle .. £2.95
Southern Flank: Turkey invaded! £2.95

Tau Ceti: SF tactical ground combat £2,95
38th Parallel: Strategic Korean War £2.95
These games, which are all boxed (apart from
the last 2] represent great value
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1'he Fantasy

_ 6@3 _ : Participants create imaginary characters to go adventuring through a

@ Can w world of fantasy where magic is real, heroism the accepted norm,

W and virtue is rewarded. Characters begin as commoners or young
noblemen and work or fight their way through trouble and
adversity to reach greatness, collecting gold, magic and fame
along the way. They can develop as formidable fighters, clever
magicians, solemn priests, alchemists, thieves, scholars, or all
of them at once! There is no limit to what a character can do!

% Humans and non-human characters play side-by-side. You
: f*ﬁ»\ can play as an elf, dwarf, minotaur, or other humanoid;
~ if you prefer something more exotic, you can even be a

griffin or a unicorn! Referees are responsible for
running scenarios, though players can go on solo
adventures as well. A scenario is a single adventure
which might be a raid against monsters, a quest for
a magical item, guarding a caravan, or ambushing
a dragon. This boxed set contains everything
needed to set up such adventures:

With the easy rules of Basic Role-Playing, the fun
begins for solo and group play. As games become more
elaborate, Apple Lane and the RuneQuest book expand the rules to

give complete and exciting adventures. Fangs adds ready-to-roam monsters.
With the six special dice, RUNEQUEST is ready to play. Just add a pencil!
As a fantasy role-playing game, RUNEQUEST encourages co-operation between players.
Adventurers will spend many happy hours building characters and exploring the unknown.

In the RUNEQUEST gameworld of Glorantha, you will meet some of the . . .

%a RUNEQUEST is an easy-to-play game of fantasy role-playing.

ay

it~

meanest. ..

ELGEGLICII creatures you'd ever want to seel

available in better
games shops

everywhert

RuneQuest is Chaosium Inc.'s trademark for its fantasy role-playing game.
Produced under licence in the UK by GAMES WORKSHOP Lid,
The Official UK RuneQuest figures are manufactured by CITADEL MINIATURES,




TSR STAR FRONTIERS game

- =the playable one

- 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 book covering character
progression, skills, movement, expanded combat,
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 FRONTIERS" game — it'll
change your opinion of science fiction role playing
games. ; '

Available from better games shops now, 6r write to:
" TSR Hobbies (UK) Ltd,

The Mill, Rathmore Road,
‘Cambridge CB1 4AD

“The _Ifmr:rWi?m':f s

= 1982 TSR Hohbles Inc. All rights reserved.

STAR FRONTIERS * is a trademark owned by TSR Hobbies Inc

EXCITING ADVENTURE
ON ALIEN WORLDS
FORSOAMERAEPLAYERS AGES 10 ANCHUIE






