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GOLDEN HEROES IS HERE!!

Even Hackvoc who begged and pleaded to
be included in the list of Supervillains is
talking about nothing else. Hackvoc, AKA
‘Drunk Kicker Scourge of the Western Bits
of the Catacombs just past the Ice-Cream
Van’, says “The only way to deal with
these Golden Heroes characters is to
whack ‘em before they’'ve rolled up their
stats”.

We think it most unsporting. Get Golden
Heroes now, rush home, padlock the door
and roll up a character quickly before
Hackvoc comes a knockin’, demanding to
pencil himself in personally.

GOLDEN HEROES | GV/ SOFTV/ARE
|
Boxeth- S - 0N siin yvid o e R s 5 £8.95 | Battlecars {Spectrum) . . . .o v wiiihn s e e £7.95
Superheroes Figure Set . ................ £5.50 | Tower of Despair (Spectrum) . ... ......... £7.95
Supervillains Figure Set . ................ £5.50 | Tower of Despair (Commodore) ........... £8.95
=y — : | DADAVASHECHUM) o s ezt v s 3B as £7.95
IRON CROWN Lgommodore and QL version available February)
Micddie Earth=BPG . oo S o vs vos ol s £11.95 NEW * NEW * NEW * NEW * NEW
Fellowshipofthe Ring . ............... £23.95
IR Y 5 e e s s o e s GnaE e £7.95 Empire Builder (Mayfair) . .............. £23.95
Battle of the Five Armies . . . ............ £19.95 British Rails (Mayfair) .. ............... £23.95
LogelViMOBUNEAIN. o v o vis 30 caohnm sn sanis ais o £19.95 BestofJournal Vol. 4 .. .. .............. £2.95
RIERP Combat SEreet oo Fl i o i it i sk £4.95 Star Ace RPG (Pacesetter) . ............. £12.95
Ruins of Kanree (SA) .o .. i vt v vieinme o £5.95
REVISED TUNNELS & TROLLS Klingons (Revised)(FASA) . ............. £10.95
Romulans (FPASEY v. i s ileas & shaielsis s £10.95
Boxed Qe c B o b seinien simrs e e s £9.95 Denial of Destiny (TREK) . .............. £6.50C
WL T Mo o A SR £3.95 Margin of Profit (TREK) ... ............. £6.50
Peath Trap Equaliser, . . w9 o5 wie vie sasrs £4.50 Orion Ruse (TREK) ... .. slaies 5 ata| PO £6.50
Termination 1456 (TREK) . ... ........... £6.50
RUNEQUEST 11l (You need Klingins for Termination 1456)
Car Wars Vehicle Guide . .., .............. £4.95
DelUXE St & o s e s e e e e £39.95 Trailof Tsathoggua . . .. ................ £8.95
Gamesmasterg et . oo s it e A WE s s £24 95 Sherlock Holmes (Folder version) . ........ £24 .95
s o e M S i £19.95 | Gem Dice (Alltypes) . .. ..........,... 50p each |
WARHAMMER NEW WHITE DWARF RATES 1
Warhammer |l (Fully Revised) ............ £9.95 UK — £11 Europe — £22
WarhamMe¥POSter < 5202 Be o5 en o maas vty £2.95 Overseas Surface — £22 Overseas Airmail — £33
“THE BLACK SUN" GAMES WORKSHOP CATALOGUE
Send us your name and address and up to 6 first or second class A complete 52 paga illustrated guide containing over 600 games,
stamps; we will send you free copies of the Newsletter until the plagmds and boxed figure sets. Only Sopﬁus 20p p&p.
stamps run out. on't forget! Subscriptions still only £10 per year
FREE TO WHITE DWARF SUBSCRIBERS! J
Send your orders to: Games Workshop Mail Order, Telephone orders using credit cards, or enquiries, phone
27/29 Sunbeam Road, London NW10 6JP 01-965 3713 Mon-Fri 9.30am-5.00pm.
Please make all cheques/POs payable to Orders under £6.00 add 60p post and packing.
Games Workshop Ltd. NO CASH PLEASE! Europe: add 33% carriage/other overseas: add 55% carriage

3 Please mention White Dwarf when replying to advertisements
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Triffid Software W

\', SPECTRUM 48K,

ELECTRON and
. o o

Available by M/Order (p+p free)
= Send cheques or Postal Orders to:

Triffid Software Research
12 Cullwood Lane
Ashley

New Milton

Hampshire

BH25 5QJ

COMMODORE 64
versions coming soon

Send your software to us.
If accepted,
generous royalties offered.

Available from good computer

software stores nationwide
Please mention White Dwarf when replying to advertisements 4
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I and White Dwarf, having sur-

vived 1984 with its Thought
Police, et al, has great things
planned.

Starting next issue is Crawling
Chaos, an horrific new column
devoted to the awesome Call of
Cthulhu. Be advised to prepare
your elder signs and get ready
for all the strange new cults and
unspeakable monsters which
await you. May he who must not
be named preserve us all!

Another column to start soon
will be devoted to Golden Heroes
and other superhero role-playing
games. Plenty of WHOOM is
guaranteed!

More pages, more colour and
more surprises are also in store,

1985 will be The Year of the
Dwarf.

da--O”@M

he New Year is upon us again,
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One of the most neglected areas of
RuneQuest is alchemy, which is a great
pity as in many campaigns alchemists
play animpgortant part. The rules as they

stand make Yt ¥e Iatlvely easy if expen-
sive, to beeoiie , and once
the char embership

ito manufacture
#5he can afford. A
proviso is made t hould a character
reveal any of the gt

likely to find lifg

gito interact with the guild in
herthan the exchange ofcash

can build up G eon ase for the
running of alchemists in their campaigns.

Social Status and Organisation
of the Guild

Before a GM can even consider using
alchemistsin his or herworld some idea
of the standing of the guild within the
world and its society must have been
developed. Unfortunately this task is
made doubly difficult by the RuneQuest
rules. Firstly they provide not only very
@ little information on the alchemists
gmlds as awhole, and secondly so much
importance is attached to the cults that it
is difficult to imagine how other power
bodies, such as guilds, could exist
outside of their direct spheres of
influence. The alchemists ‘guild’
therefore, will as far as most campaigns
are concerned have to be run as cults
with the members worshipping some
god or spirit of alchemy.

Such cults may be independent,
warshipping some minor deity, or they
may be subservient to larger ones such
as Lhankor Mhy. This could lead to the
interesting situation of different ‘guilds’

“having knowledge of different alchemical
procedures, much as with spells,
however, alchemical recipies are easier
to steal than are rune spells .

However the guild is organised itis
likely that there would be a number of
local organisations rather than one large
national or internati@fid¥one. Cults with
the aid of divine guit e are likely to
have local variatig organisations, if
not beliefs. Eac will therefore
have .

50 allows for
areas having
( of different
potions, leading t , 'industrial’
espionage, under nd guilds and
power struggle between different
groups as they try to wrest control from
one another in various regions; the stuff
all the best stories are made of!
Aregional organisation will also serve

. (fo restrict the player alchemist. No

“The Spice of Life”

An Expansion of Alchemy in RuneQuest

by Oliver MacDonald

longer may someone walk into the
nearest guildhall and expect to be given
access to the laboratories and all their
attendant equipment just to replenish a
dwindling stock of potions. Even when
using the premises of a friendly guild
special arrangements are going to have
to be made, something which is only
likely to be allowed for fairly important
characters.

Guild Membership

Guild membership needs to be
restricted if a campaign is not to rapidly
become dull as characters all gain simi-
lar collections of skills and share the
same aims in life. The present rules
allow a character to become a member
ofthe alchemists guild either by appren-
ticeship or by buying membership. In a
campaign in which 500L membership
fee is the fortune it should be this may
well be sufficient. Such games are unfor-
tunately uncommon and most charac-
ters can pick up 5000L in only one or two
adventures. In view of this, membership
of the guild sho more restrictive,
requiring an appliéant to throw under
their INT x 3% or centile dice in all
cases, not just y i
apprentice.
allowed a hig
attempt ma
join any sp
ters failin
would sti
admitted
attempting

to join an guild in
other than their birthplace or a
which i@y have lived for at lea
gast ten years, the entrance test should

e set at INT x 2% (The same will apply
to nobles except that their birthplace/
area of residence will cover a larger
area).

As well as being difficult to obtain,
membership of the alchemists guild
should also carry certain respon-
sibilities. In order to manufacture
potions the alchemist will require vari-
ous ingredients. Many of these will be
common materials that are easy to
obtain, others though, will be rarer.
Most guilds will therefore maintain
some kind of guildhall as a meeting
place and perhaps a school, doubtless
as a storehouse from which members
can obtain the ingredients necessary for
their multifarious purposes. Many will
also have gardens in which rare plants
are grow, tended by the young
apprentices.

There are obviously bound to be
occasions when particular substances
run out. In such a situation the guild will
require some of its members to obtain
the desideratum. In some cases this will
merely involve a trading expedition to
some other guildhall where the required
ingredientis available. However, for one
reason or another many materials, espe-
cially those required for the more exotic

"may also be

powerful potions may not be available
for trade. In this case a more difficult
expedition may have to be mounted.
epough, such expeg

atenals Such

expense thoug . gnay be offered

free potions or t6a

uild may assign
O the task, either to
act individually or as a group.

Such expeditions will obviously not
be very common but a clever GM could
use them to start a series of linked
scenarios. The GM should also
remember that although the expedition
is at the member’'s expense it is not in
the guild’s interest to have its members
killed off, or to make membership so
hazardous that potential members are
driven off. A guild will therefore give aid
commensurate with the difficulty of task
and the value of the material being
sought.

All members of a guild will also be
expected to procure useful materials in
the course of their wanderings for the
guild, or if that is not possible for any
reason to inform the guild so that an
expedition can be mounted. No financial
reward will be offered for such collect-
ing. A member that is a regular supplier
is not likely to be for%otten though and
will find themselves favoured by the
guild and are less likely to be called upon
to mount expeditions and if they are will
receive greater assistance. Also if any
ingredient is in short supply the
favoured guild members are going to be
more likely to be allowed to use it.

Similarly a member that does not ‘do
his bit’ for the guild is more likely to find
themselves called for duty and will find
itdifficult to obtain all butthe mostcom-
mon of ingredients.

To determine the availability of ingre-
dients faga particular potion simply roll
resultis equalto or grea-
ncy of the potion

GM's discreti

accountother factorstha
availability of certain comrm
drought or very hard winter m y reduce

the supply of rare plants, awar or plague
may put such a demand on the supplies
of healing potions and antidotes that the
supplies of raw materials to make them

 the member’s own E:

b




B> A similar d20 throw may also be used
¢.-to determine whether the knowledge
¥, necessary to makeggiven potion is
" available to the g 3 not.
fhagic potions
of spellis equal to
of another potion.
gl| to be placed
nust throw a 9

three potency level§
Eg for a three poig
into a potion thg p
or more on d2Q

Guild Disciplife

The RuneQues 8 iAply, though do
not actually state, that any member
breaking their oath 8f secrecy to the
guild will be killec ure that few

GMs will need advice on how to go
about trying to assassinate characters.
However it is important that the GM
operates the guilds assassins, be they
real or spiritual, in a believable way and
allows the intelligent character some
chance of escape, at least initially. It
may, for example, be possible to detect
to arival guild who may offer the charac-
ter some protection, though they are
unlikely to offer such an obviously
untrustworthy person membership
unless they would obviously benefit in
some way, ie the character is very pow-
erful and/or influential.
A character that is not a member of a
guild will be unable to produce any but
the simplest of potions, and is quite
likely to come to the attention of the local
guild as they quest for the ingredients
that they require, and will have to con-
tend with renewed assassination
attempts. Of course the smaller and
more isolated is the guild the more likely
is the renegade to be able to avoid their
punitive actions. Just by moving to a
new area will by no means guarantee
safety, however, any renegade is a
potential danger to all guilds, and dif-
g, ferent guilds may well cooperate in dish-
¥ ing out punishment (or perhaps fight as

“they compete with one anothertrying to
get to the renegade and his knowledge
before their rivals.

One potential problem is the character
who moves to a new locality. In such a
case they may well apply to join the
guildinthe new area. The cost should be
the same as the initial joining fee unless
they were previously a member of a
closely associated branch of the guild.
Depending on the relationship between
the two guilds, and the importance of
the character the test may be made more
difficult, easier, or perhaps waived
entirely. It is unlikely that a character
who moves like this will be allowed to
take any recipe books with them and so
will start off at their new guildhall know-
ing only the most basic of potions that
they have been able to commit to mem-
ory (as a good guide allow one potency
point to be remembered per point of

% maximum of INT/3 pgints in
pe ‘Character

anyo €

would otions
that they oduce at their
old guildh ans should take

¥ the rlgmal cost, pro-
_guﬂdhaH
v lh

allowed to produce, so to liven things up
abitli

Firstly, a potion need not just be a
plain liquid in a standard bottle; healing
potions can be salves, poison antidotes
may need to be injected. To start you off
with a few ideas use the following
tables.

Nature

01-05 Gas 61-70 Pill
06-07 Viscous Gas 71-80 Soluble
08-28 Liquid Crystals
29-35 Thick Liquid 81-90 Sweet
36-50 Paste/Salve 91-98 Dust

51-60 -Paste/Salve 99-00 Roll Twice

Colour Roll 1D4 times and mix
the colours

1 Red 2 Yellow 3 Blue

4 Black 5 White 6 Clear

Appearance

91-95 Luminous
66-98 Metallic
99-00 Rolltwice

01-50 Transparent
51-60 Fluorescent
61-75 Opaque
76-79 Cloudy

A certain amount of care needs to be
taken in using these tables, particulary
when determining the nature of the
potion. For example if you get to roll
twice and come up with a mixture of bis-
cuit and thick liquid this is best inter-
preted as being a toffee-like substance.
Don't let the tables rule the game, if you
don’tlike theresultthenroll again, and if

you have a particulal adea in mind then

in?’them agaii
heir main Us
nent; anyone |Obking'in the general
direction of the flash and not having
their eyes covered has a chance of being
blinded for a period 1 melee round per
potency level of the pellet. Pitthe pellet’s
potency against the victim's POW on the
resistance table. Success meansthatthe
victim is blinded. There is achance equal
to the pellet's potency x 1% that the
blindness will be permanent (75% one
eye, 25% both). The potency of the pellet
is halved for every 10m distance.

The range at which the flash can be
seein in normal daylight is equal to Tkm
per level of potency, and about 5x
further on a clear night.

Pellets always go off when burnt but
there is a 30% chance - level of potency
that they will not go off if just thrown.

Web Pellets
When thrown these pellets explode into
a mass of sticky webs covering an area
about 1m square. Anybody hit by one
will have 1d4+1 locations immobilised
by the web. In order to break free the vic-
tims must pit their STR against the level
of potency of the pellet. This must be
done separately for each location,
though it is possible to divide a charac-
ter’s strength between several locations
and thereby break free in more than one
location during a given melee round.
Use the normal throwing skill of a

character to see if they hit the target
whenthrowing the pellet; if the target is
aware of the attack then they should be
allowed to dodge and parry. However, a
successful parry means that the object
parried with is | ilis place of

This potion consists Bft
when mixed emit a f. ir
about as bright as acal

inany cond tions.

water, wilfn o flammable
gases Ot
extingu ill last for the

Tear Gas

One dose will fill a 3m diameter sphere.
Compare the potency level of the gas
and the CON of anyone caught in the
sphere on the resistance table. Anyone
defeated is totally incapacitated apart
from moving out of the gas until they are
free, and thereafter all skills are at half
chance for the number of melee rounds
equal to the level of the gas. Those who
withstand the gas fuction at half effec-
tiveness while in the sphere.

Sleep Gas

As for tear gas butthe victims are sent to
sleep for 1 hour per level of potency.
They can be awoken by normal means
after 1 full turn per level of potency,
before that only magic will wake them.

Fire Retardation
Sprayed on any inflammable substance
this potion will reduce its chance of
catching fire in any situation by 5%. And
even if setfire to the object has a chance
equal to potency x 5% of going out every
melee round after being lit.

One dose of the potion will cover an
area about 1m square and will last inde-
finately.

Invisible Ink

This inkcannot be seen and read, except
by a Spot Hidden roll from which 5% is
deducted for each level of potency, until
the paper, or whatever it has been used
to write upon, istreated. If an item is sus-
pected of having invisible writing on it
another alchemijst may try to read it
using their spot hidden roll - (level of
potency of ink x 5%) that the alchemist
can manufacture. Eg Boots the
alchemist who has a 40% spot hidden
skill and can make invisible ink of
potency 12, suspects that a parchment
has something on it written in potency
level 5 ink. Boots therefore has a

40%+ 12 % 5% —5%%=75% chance of
detecting and reading the ink.

Potlon Costs

Oll

Flash pellets
Web pellets
Chemical light
Tear Gas*
Sleep Potion*
Fire Retardent
Invisible Ink

*  Antidote also

1000L
500L

50%_ ‘1 oL
# Potionisin tv‘partwhe inlland the revealer

cy. Infigedient cost is
cnent for one dose, the
costfilo buy the

All costs are levelipf po
b4 diev

the cost of ingre
per potiofiicost i the

potion over the counter at an aIcHemrst
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OPEN BOX

In Open Box, science fiction and
fantasy games and rulebooks are
reviewed.

OPEN
BOX

DUNGEONS & DRAGONS
COMPANION SET
TSR £9.50

The D&D Companion Set is designed to
cater for those Basic D&D players who
have reached the exalted heights of 15th
level. By this stage, most characters
should be thinking of settling down, and
these rules provide some ideas for this
to be a little more interesting than
simple retirement.

The set contains two booklets, one
each for player and DM. The Players
Companion opens with a few comments
on the changes since your character set
out at first level, still wet behind the ears
and terrified of a single orc and, after
introducing a few new weapons, armour
types and unarmed combat rules, gets
on to the meat of the matter - running a
stronghold. This is covered mainly in
terms of the recurrent costs such as
wages of the castle staff, and provides
enough detail - combined with the infor-
mation on income provided by the DMs
Companion - for the owner to determine
whether he needs to go and raid a dra-
gon lair ortwo to meet his next bill. This
section is rather scanty for something
that should loom large in the charac-
ters's mind; and also is strongly orien-
tated towards castles, rather than other
types of stronghold that different
character classes are expected to build
and maintain.

The Players Companion goes on to
detail the new abilities and increases in
skills, spells, etc, that accrue to each
character class as they rise in level. This
section concentrates wholly on human
characters, treating all others (dwarves,
elves and halflings) separately, partly
because of the artificial limits banning
them from the highest levels, and partly
because it is assumed that they aren’t
really interested in human affairs and
will prefer to retreat to their own
Beople's caverns, forests or whatever.

ut if in your world dwarven smiths ply
their trade in the towns and elven lords
sit in council with human kings, you will
have to make some modifications.

The DMs Companion begins with
some general guidelines on running a
campaign and planning adventures,
going on to construct a feudal system
which provides the basis for the domin-
ions granted to or conquered by the
characters. Thisinformation would be of
most use of the DM while setting up the
campaign world - by the time characters
reacﬁ these levels they should already
be familar with the social structure of the
world they live in. The mechanics of the
system are quite good, giving the
flavour of feudal times without getting

too bogged down in detail, although
more work will have to be done by the
DM if the players wish to getinvolved in
the day to day affairs of their domains,
rather than just use them as bases for
further acts of daring. This section ends
with some interesting notes on the
organisation and running of tourna-
ments.

The next section is "'The War Machine’,
a good if mechanistic method for coping
with large scale battles, especially those
in the background of the campaign.
However, when characters of the levels
considered here take a personal interest
in a battle, they are likely to have a far
greater effect on the course of events
than is allowed for here.

Qverall, although the set provides
quite a lot of useful information and
rules for setting up the social and politi-
cal background to a campaign, as well as
the usual helping of new spell, weapons
and monsters, | feel thatas far as playing
is concerned, itwould be better to, at the
very least, semi-retire any character who
has reached such exalted levels, leaving
them to potter along with the mechanics
of the feudal system (and ‘War Machine’
if they start fighting); spending most
playing time on lower level characters ..
. who will of course have some very
interesting patrons or bosses - or some
very powerful enemies.

And finally, is Basic D&D being
swamped by too many rules? A compe-
tent DM should have worked out his
social structure long before his players
reach 15th level . . . if you really want
more than the original D&D rules maybe

you should play AD&D.

Presentation: 7 Clarity: 8

Usefulness: 7 Overall: 7
Megan C Robertson

TIMEMASTER £12.95

CROSSED SWORDS £5.95

Pacesetter Games

‘Join the Time Corps and you can
become the Master of Time' proclaims
the blurb on the bright red box that con-
tains the latest time travel RPG from
newcomers to the role-gaming scene,
Pacesetter Games. Immediately my
hackles rise, after all time travel is a
notoriously hard genre to transfer into
rolegaming terms. For a start, an under-
standing of the theory of timeis required
to prevent farcical events from occurring.
econdly, if players are allowed to
wander freely through time, wreaking
havocasthey go, the consequences will
be both dire and far reaching, altering
vast tracts of history irreparably.
Thirdly, by definition, time travel games
offer a limitless range of game settings
for the players to experience. At first
sight this may seem to be a wonderful
advantage; no longer will the players
get bored with the same old planet after
acouple of trips - now all they need to do
is put down their swords and axes, pick
up a couple of |laser rifles and whizz off
into the future to trash a few aliens
instead of orcs! The GM will want to
allow the players the opportunity to
experience at least a couple of different
times/places (otherwise what is the

point of having a time travel RPG in the
first place?) and thus will be faced with a
great burden.

So, these are the problems that Time
Travel poses to the role-player - how far
does Timemastergo to help the GM and
players overcome them?

Pacesetter certainly know their stuff
when it comes to initiating the new-
comer to the intricacies of time travel;
both the organisation of the fourth
dimension and the laws of time travel
are all explained clearly and concisely in
the Travellers Manual (the first of the
two booklets that comprise the
Timemaster rules).

The second problem is also handled
well, and indeed the way in which this is
accomplished greatly defines the feel of
the game and sets it apart from other
time travel RPGs like Avalon Hills Lords
of Creation. In Timemaster, the players
take the roles of rookies in the Time
Corps-anautonomous organisation set
up after the Temporal Wars to protect
History from the wild rovings of the
Renegades (left overs from the Temporal
Wars) and from the sinister machina-
tions of the iniquitous Demoreans. The
Demoreans are an alien life form who
have sworn to bring down humanity and
the Time Corps by manipulating key
events throughout History and under-
mining human society. The Time Corps
represents a powerful policing force that
hasthe ability to place the playersin any
time/place where the Demoreans or
Renegades threaten to alter the pattern
of History (and is thus the key to any
campaign). The Time Corps also repre-
sents a rather neat and unobtrusive
method of preventing the players from
ruining the game through over zealous
antisocial actions. Instead of using the
rules to limit player actions Timemaster
does this as a function of the campaign
back?round: the Time Corps has a small
list of strict regulations that the charac-
ters must follow or risk punishment by
the Corps. The regulations cover such
things as the movement of players
through time and what they must and
must not do in other times and as such
are both entirely consistent with the
background: the Time Corps has a small
list of strict regulations that the charac-
ters must follow or risk punishment by
Demoreans when they might do as
much damage themselves

The Corps also represents a nifty
framewaork for character progression.
Successfully completed missions can
earn the characters the reward of
‘Success Points’ which not only help the
characters gain promotion through the
corp, and also may be 'spent’ on improv-
ing skills and paranormal talents - a sys-
tem that falls foul of the old bug; why
should characters be able to increase
their abilities in one field when that field
played no part in the mission that
brought the award?

This brings us to the game system
itself. Character generation is simple
and involves the standard set of prime
requisites. These requisites may be used
in their own right; forexample a charac-
ter can check against his strength to see
whether he can lift the boulder off his
trapped leg. They are also used to estab-
lish the initial level of skill that players
have in any skills they possess. The
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-goes for Paranormal Talents - a set of
psionic like qualities that require the
expenditure of Willpower (one of the
prime requisites) in a similar fashion to
the RuneQuest method of using POW
points. Probably the neatest thing about
the game system is that all abilities,
skills and talents are used in the same
way. No longer do you have to use diffe-
rent dice and tables for different things,
now the same table will allow you to
check every ability inthe same way - the
results being interpreted in the approp-
riate way. This method may be a little
complex at first, but itis really quite sim-
ple and would be used so frequently as
to soon become second nature. And it
does speed up play.

Combatis run using this same system
and so hardly has a wonderful feel to it.
But then it is not easy to create a single
system that will cope equally well with
everything from slings and swords to
heavy artillery and lasers. It is further
complicated by a horrific looking Com-
bat Order table that makes WRG rules
look simple. The mass combat rules are
also simple but again, they are not really
that complete.

The second bookletis the Guide to the
Continuum - a slim volume that briefly
outlines eight periods from history. Asin
Lords of Creation, the information is a
little sparse and really only scratches the
surface of what the GM would need to
know to run a scenario properly.
Nevertheless, the information on the
Time Corps andthe Demoreansisindis-
pensable and greatly adds to the feel of
the game.

Finally, the box contains a couple of
dice, a sheet of counters (for characters,
monsters and armies etc), a map and a
short scenario, set in World War One.
Essentially the action takes place around
the Battle of Cambrai (or rather, overthe
battle) where the players must prevent
the Demoreans from altering the course
of the war (with the aid of high-tech
weapons).

Overall, | quite liked Timemaster - it is
an unpretentious little game, simple and
yet provides the best yet framework for
timetravel rolegaming. Itis emminently
suited to the ‘one off’ style of play, and
yet, with effort, would also be a good
campaign game (though it would have a
very episodic feel to it).

Crossed Swords is the first Pacesetter
scenario for the Timemaster game and
it appears in a similar format to the
Chaosium produced Call of Cthulhu
adventures (though it is a little thinner).
The action is setin the Time Parallel M-1,
the parallel of fictions, in the time before
the French Revolution; the period of
Dumas’ The Three Musketeers. As such,
it is unsurprising that the scenario is
refreshingly light-hearted in feel and
there are profuse opportunities for
amusing role-playing. It involves the
players being sent back in time to sort
out a series of strange events involving
the three musketeers themselves,
rivalry with the Cardinal’s Guard, duels
at dawn, bar-room brawls and all the
chivalrous romance of the Parisian
court. It is a scenario for role-playing -
hardly a sterile dungeon crawl of the sort
that some companies persist in putting
out.

| look forward to further Pacesetter

scenarios - though this one does have its
flaws it's a good start from a new com-
pany. Now if you'll excuse me | have a
certain Cardinal Richelieu to deal with . . .

Crossed
Timemaster Swords
Presentation: 7 7
For Beginners: 8 7
For Exp'd players: 6 7
Overall: 7 7
Steve Norledge
CHILL £12.95
VILLAGE OF TWILIGHT £5.95

Pacesetter Games

Chill, a new game from a new com-
pany, Pacesetter, explores the twilight
regions of the world in a new horror
game. Physically, the box and its con-
tents are medicore. The flimsy box con-
tains 2 rulebooks, 2 introductory folders
and 3 ofthe bestd10’s|'ve seen in ages.
Also included are a sheet of counters
representing characters, monsters and
the like. The introductory leaflet, bearing
the legend ‘Read Me First’ outlines what
anRPGis and gives avery brief sketch of
the game, which it does rather well, bet-
terinfactthan the rulebook. Even foran
introductory scenario it's rather slow
and distinctly lacking in excitement.

The rulebook itself is not so clear, but
plenty of examples are included. The
heart of the system is the action table,
from combat to bribery, fear and poison.
Characteristics are generated by the
throw of the dice, with each character
receiving skill points to select his skills
from a short list. Finally, the characters
may possess the Art, asmall selection of
magical or psionic abilities, such as clair-
voyance, prescience and the like.

The referee’s book contains some of
the best material in the game. The book
basically sets out the bad guys, who are
a rather drab bunch of werewolves,
vampires, ghouls etc. Also included are
details of the Evil Way, the evil equiva-
lent of the Art the players use. This is
enlivened by short sketches of how the
power in question can be used, these are
probably the high-point of the book.

The scenario Village of Twilight, avail-
able separately, is set in the jungles of
southern Mexico, with the playersinves-
tigating rumours of were-jaguars or
ocelot, for SAVE the organisation for
which players are assumed to work. The
scenario itselfis for experienced charac-
ters, as is obvious from the pregenerated
ones provided. It is a well laid out
scenario suitable for even the least
experienced referees, however, like the
introductory scenario, this scenario is
just not balanced. The oppositionistruly
awesome, a bit of adjustment will
remedy this easily though.

To sum up, Chillis ideally suited for
beginners, the rules are not crystal clear,
but the examples give a good idea of
how it all fits together. The horrors are,
alas, rherely scary, the excitementsoon
palls, as the players expect more than
the trick and tease style terror of Chill.
Some hard work from the GM would
help but for the money I'd want more
than this. With both Call of Cthulhu and
Daredevils available at the same sort of
price why bother. A few years [>
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of Twilight is a well written Chill
scenario, but it's little use for anything
else; so unless you enjoy Chill, | can’t
really recommend it, but I'd be

then stick with Cthulhu, at least it's
‘made’ in Britain.

>back this would have shaken the RPG
community, now it's second rate. Village

interested to see a second edition. Until

Statcom Simulations

Witch Hunt is a new RPG set in Mas-
sachusetts in 1692, centring on the hys-

19 hangings and three deaths in prison
after the clergy of the colony decided
that the devil was plotting to overthrow
the church.

The RPG is presented as a boxed set
with a very atmospheric full colour
painting on the front. The main booklet
is both the rules and an introductory
scenario and runs to 46 pages, you also
get a double A4 black and white map of
Salem village, a sample doublesided
character sheet and two Gamescience
micro D20’s.

The system itself is pretty straight-
forward, involving several irrelevancies
such as weight and height which as far
as|could see are never used whilst play-
ing, however, the prime characteristics
are simply reworded normal attributes;
constitution, dexterity, knowledge and
wisdom with comeliness (appearance),
speed, wit, intuition, and will. All these
characteristics have between 1 and 5
subdivsions, eg, wit - boring, dull, aver-
age, imaginative, and domineering. The
subdivisions do not have a part to play
in the game, they are noted simply as a
player guide to comprehending the

to always resort to abstract die roll
levels.

Having read the rules and poured
through the examples, nothing jumps
out of the script that looks too wrong,
except what do you do?lttranspires that
the authors envisage a twofold point ot
the RPG, firstly to survive, and secondly
the ‘ultimate victory conditions’ of the
character classes to wit, witches wish to
destroy the church and magistrates

Village of
Chill Twilight
Overall: 7 6
Angus M McLellan
WITCH HUNT

£9.95

terical year which led to 400 accusations,

abilities of the characters without having

catch the former before they can. A vain
attempt to make the systems more uni-
versal has meant the inclusion of a
number of spells which the witches can
cast upon the unsuspecting public;
there are ten basic categories of spell,
including broomstick riding and bone
dust curse. The major problem is that
sonner or later the poor old witches will
be caught out every time to as they strive
to cast spells as they are so dreadfully
obvious.

The major concern is that if it is the
witches's part to evade capture and con-
found and prey on the others it becomes
increasingly apparent to me that the
whole structure of the game falls down
at this crucial point, given that the
players are either law-abiding citizens or
witches it doesn’t take long to go round
the players victimising them in turn, or
have | missed the point? The 4-page
scenario ‘The Shadow of the Dark Man’
seems incredibly sketchy and most
unoriginal and disappointing, its direc-
tions both to the GM (Town Crier) and
players are such that it would leave them
wondering what to do.

In conclusion Witch Huntis interesting
in alimited way, infact 'limited’ is a good
word to sum the game up. There are pre-
cious few innovations in evidence and |
couldn’t imagine players wanting to
bother playing it more than once or
twice. It is neither ‘realistic’ nor com-
prehensive enough to merit recommen-
dation.

Presentation: 7 Rules: 3
Playablity: 3 Complexity: 5
Enjoyment: 5 Overall: 5

Jon Sutherland

THE ADVENTURES OF INDIANA JONES
TSR £9.50

As the name of the game suggests, it is
based around the the unkillable,
unstoppable Indiana Jones, his useful
associates and a couple of females
along for the ride. The game consists of
a rulebook containing an introductory
adventure, a referee’s screen, two dice,
a map of the world, a character dossier
and last, but not least, some rather cute
3-D cardboard figures.

The rules have been well-written and
are designed for someone with little
role-playing experience. The game
gives you a choice of playing seven dif-
ferent characters, although you could

design your own with a bit of improvisa-
tion. Of course, there can only ever be
one Indy. The characters are based on
six attributes, under which you mustroll
to succeed in doing something. These
can be modified according to the situa-
tion. The attributes used are Strength,
Movement, Prowess (used for combat),
Backbone (willpower), Instinct and
Appeal. If Indy encountered a snake, for
instance, he would have to make a
Backbone roll because of his fear of
snakes.

The combat system is very simple but
works extremely well, involving a check
against Prowess to see whether or not
you hit. The system is a pleasure to play
because this one roll decides if you hit
and whether a light, medium or serious
wound is inflicted, and where you've hit.
Unlike other games, combat won't drag
on for hours.

The movement section covers every-
thing available in the 1930s - from walk-
ing to flying in biplanes, and the method
for dealing with vehicle performance
and accidents is nicely handled. The best
part, and the one is that is most fun, is
the chase section; this is handled using
aflow chart which has been well thought
out.

The knowledge and skills section is
limited, unfortunately, to the abilities
used by the characters in the films - a
section that could do with expansion,
especially if you bear in mind that it's
always possible to have a third film!

Asyou’d expect there are special rules
fordangerous events (swinging on rope
bridges, falling, drowning, etc - all your
average everyday occurences inagame
with Indy), each event being assigned a
danger rating which a player must roll
under for his character to emerge
unscathed. All these actions can be
affected by lucky or unlucky breaks. If
lucky then the falling flower pot brains
the villain; if unlucky then it hits you on
the head, saving the villain a few bullets.

There is a brief description of Indy's
world of the 1930's complete, with a list
of archaeological sites and legends.
After all, where else, would Indy be apart
from groping around some tomb
relieving it of its treasures?

The introductory adventure provided
with the game is designed to break in
the game system in stages - it is pre-
sentedin aseries of chapters, each one
being played after succeeding in its
predecessor,

It is very obvious that the game has
been produced entirely with a young
market in mind - players totally new to
the idea of roleplaying will find it easy
to play and pick up and good fun to
boot.

Experienced gamers, | suspect, will
regard the game with horror - a charac-
ter who is unthinkable, ridiculous!

Although | found the game to be
quite enjoyable (but then | had spend
the evening propping up a bar before
tackling it) it only has appeal as a ‘one-
off’ game - good for a break but unlikely
to have lasting appeal. Itis fun, however,
and no matter what crazy stunt you ’
attempt, Indy will survive.

Presentation: 7 Enjoyment: 8
Rules: 7  Skill: 3
Playability: 9 Complexity: 3

Overall: 7 Adrian Knowles




CRITICALMASS

Critical Mass is a regular fantasy and science fiction book review
column, written by Dave Langford. What happens . ..

AFTER 1984

By this issue, ominous 1984 will have
ended without a world-destroying
nuclear holocaust or brutal government
suppression of White Dwarf: | can predict
these rash things because if I'm wrong
you won't get to read them. Either way,
Happy New Year ...

Robert Heinlein strikes again with
Job: a Comedy of Justice [NEL 368pp
£8.95], a rather peculiar theological
satire which - as did his last one, Friday -
shines by comparison with the awtul
Number of the Beast without equalling
his best work. Like Job in the Bible, the
herois mucked around no end by Higher
Powers; like Jurgen in Cabell's Jurgen:
A Comedy of Justice, he goes to hell,
heaven and beyond, finally meeting the
real ruler of the universe, Koshchei.

The writing is sprightly and the book
slips down easily enough. Deficiencies:
first, the hero is rather an uninteresting
fellow: | never worked out why the far
more competent and sensible heroine
was so keen on this wimp. (There's not
nearly enough of the best character,
Satan, latest of Heinlein's wisecracking
knowalls.) Secondly, his torments con-
sist of washing dishes to survivein a
series of grubby parallel worlds through
which God, like a vindictive GM, is
shuttling him - all-a bit monotonous.
Thirdly, the irreverent treatment of the
Day of Judgment, Heaven and Hell -
though amusing - falls far below
Cabell's. When blasphemy stops being
witty and shockingr, it tends to become
pointless, like graffiti scrawled on
church wall. | didn’t dislike this one, but
... wait for the paperback, eh?

Daybreak on a Different Mountain
[Unwin 246pp £8.95] is the first novel
from Colin Greenland, internationally
celebrated as an editor of Interzone. This
fantasy has its own odd flavour, full of
leisurely metaphysical reflection and
sudden narrative jumps - try to skim a

slowish bit and you lose the thread
altogether.

Two unlikely allies, a sceptical fighter
and a semi-mystical poet, leave their
sealed and ennui-ridden city (vaguely
reminiscent of Harrison's Viriconium)
on a dubious quest. There's virtually no
hacking and slashing: the people meten
route aren't hostile, just revealingly dif-
ferent. Even the magical elements are
low-key and ambiguous (is the climatic
moment on the sacred mountain ‘real’?),
and the conclusion - when the heroes
return to redeem their city - suggests
that sceptic and mystic are both right. |
found this one unusually well written,
but short on narrative energy.

Completely different and bubbling
over with bizarre ideas, lan Watson's
The Book of the Stars [Gollancz 208pp
£8.95] is number 2 of the Book of the
River trilogy - see WD55. It's fine tongue-
in-cheek fun, coming close to farce as
lovable heroine Yaleen dies temporarily,
only to be resurrected by her world’s
dotty trainee god the Worm, to spy on
the even dottier electronic Godmind
responsible for Earth’s colonization of
the galaxy ... The Godmind's plan for
the universe is bizarrely silly even for
Watson, butwhat can you expect from a
near-deity whose hobby is growing
roses on the moon?

All Watson's books are crammed with
ideas to boggle any GM, but this latest
trilogy presents them in uniquely diges-
tible form. | hope he finishes work soon
on number 3, The Book of Being.

No doubtthere'll be - ifthereisn'tone
already - a Dune game in the wake of the
film. Save your money: you'll have far
more fun fitting the world of Dune into
your favourite SF RPG with the aid of
Willis McNelly's The Dune Encyclopaedia
[Corgi 526pp £5.95]. This work of
painstaking scholarship (says the blurh -

I'd call it pseudo-scholarship myself)
tells you infinitely more than you
wanted to know about Frank Herbert's
universe. The production is quite impres-
sive, though real or faked photos instead
of line-drawings would have added
greatly to the “encyclopaedia” look.
Whether it's of interest to mere readers
is debatable, but gamers will be fasci-
nated. On its way: The Helliconia Ency-
clopaedia, covering Brian Aldiss’s fam-
ous world. Is this a new trend? | hope
not.

Terry Carr's Best SF of the Year 13
[Gollancz378pp £4.95 trade pb, £9.95 hc]
is really his choice of the best SF of the
year - editors always have difficulty with
numbers. Featured authors are Frederik
Pohl, lan Watson. Connie Willis, Greg
Bear (the Nebula winner), Robert Silver-
berg, Cherry Wilder, Richard Cowper,
Jack Dann, John Sladek (with a 1976
story: editors always have difficulty . . .)
and Michael Bishop. Most stories were
shortlisted for major awards. No duds:
Carr's good taste can be trusted. Worth
a look.

John Brunner's The Sheep Look Up
has been reissued [Arrow 461pp £2.50]:
his gloomiest novel, its unremitting eco-
despair is at its ‘cheeriest’ when at the
end, Europeans can smell all North
America burning. The word is Schaden-
freude - look it up.

Normally | view computer games with
aloof, aristocratic disdain (even if | am
writing this on a new word processor).
However, | couldn’t resist begging a
copy of The Stainless Steel Rat Saves
The World [Mosaic £9.95, with the 158pp
Sphere novel thrown in], based of
course on Harry Harrison'’s lighthearted
story. The gameis atext adventure with
snappy graphic decorations; | borrowed
two SF/Adventure buffs and watched in
awe as they swiftly solved the first
challenge (basically, you have to do the
obvious thing quickly or get zapped).
Now comes the embarrassing part.

The second scene halted my trusty
suckers. They complained that the
wretched program wouldn't letthem go
anywhere or do anything interesting.
They sat admiring its incredibly slow
response time, frustrated by the effortto
find a command which didn’t give ‘Try
another object/action’ or “You can't do
that, Jim/Slippery Jim/James/diGriz/
Rat'. . . Eventually the test crew went
home, cursing the name of Shards
Software (the programmers) and mut-
tering things like ‘Harry Harrison should
sue’. Perhaps this experience is not typi-
cal. More in our next.

By the way, if any Siberian hermit out
there hasn’'tyet read Umberto Eco’s The
Name of the Rose [Picador £2.95], go
and do so at once. The chapters about
mapping the mysterious library/maze
are quite the most D&D-like stuff ever to
appear in a ‘repectable’ novel: andit's a
fine novel too.

It's only 1985, but Brian Stableford
and | have just finished writing The Third
Millennium: A History of the World,
2000-3000 AD. Now pay attention. When
this is published by Sidgwick & Jackson
later in the year, you will all go to your
local bookshops and . .. (Do not adjust
your magazine. There is a fault in Dave
Langford, as usual. Normal service will
be resumed next month -Ed.)[]
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¢ Halls of the D

* fully detailed 24-page scenario
* 10 scenic illustrations on artboard
* 3-piece dungeon master’s screen

AVAILABLE

FROM THE

FOLLOWING
GAMES SHOPS:

ABERDEEN
BLACK DONALD'S
3 Waverly Place

Aberdeen

Tel: (0224) 643740

AYRE
DRAGON'S LAIR
9 Cathcart Street
Ayre

BATH
CYRIL HOWE LTD.
13-14 Cheap Street
Bath, Avon
Tel: (0225) 60444

BOURNEMOUTH
FANTASY
1186 Christchurch Road,
Bournemouth

BRENTWOOD
RAINBOW GAMES
147 King's Road
Brentwood, Essex
Tel: (0277) 227043

BEAST ENTZ PRESENTZ...
An exciting scenario by TORTURED SOULS! with realistic settings from ENDLESS PLANS

BRIGHTON
GAMER
24 Gloucester Road
Brighton
Tel: (0273) 698424

BRISTOL
FOREVER PEOPLE
59 Park Street
Bristol 1
Tel: (0272) 25454

BURNLEY
BENN'S TOYS 'N' SPORTS
7 Yorkshire Street
Burnley, Lancashire
Tel: (0282) 22547

COLCHESTER
GAMES & PUZZLES
Sir Isaacs Walk
Colchester
Tel: (0206) 574781

DONCASTER
THE STAMP CORNER
27 Scot Lane
Doncaster, Yorkshire
Tel: (0302) 23623

HARROW
THE MODEL SHOP
190- 194 Station Road
Harrow, Middlesex
Tel: (01) 863 9788

IPSWICH
WAR & PEACE
8 Upper Orwell Street
Ipswich
Tel: (0473) 58356

KINGSTON-UPON-THAMES
GAMES UNLIMITED
2 Castle Street
Kingston, Surrey
Tel: (01) 549 6486

LONDON
FORBIDDEN PLANET
23 Denmark Street

London WC2
Tel: (01) 8364179

MANSFIELD
WARHAMMER GAMES
10 Skerry Hill
Mansfield, Notts.
Tel: (0623) 650050

NEWPORT
ARMCHAIR ADVENTURERS
50 Queen's Hill
Newport
Gwent

NORWICH
THE GAMES ROOM
29A Elm Hill
Norwich
Tel: (0603) 28140

NORWICH
GAMES & PUZZLES
1A Back of the Inn
Norwich
Tel: (0603) 660350

OXFORD
THE GAMESKEEPER
105 Cowley Road
Oxford
Tel: (0865) 721348

OXFORD
HOWES MODEL SHOP
9 Broad Street
Oxford
Tel: (0B65) 242407

PLYMOUTH
GAMES INC.
9 Frankfort Gate
Plymouth
Tel: (0752) 672149

PLYMOUTH
THE MODE>. CENTRE
11 Old Town Street
Plymouth
Tel: (0752) 21851

PRESTON
THE WONDERFUL WIZARD
FOR TOYS
14-15 Fishergate, Preston
Tel: (0772) 50434

warven Kings

* 12 sheets (A4) of floor plans
* 4 full pages of maps, scrolls, etc
* 4 large cards of NPC statistics

SALISBURY
TABLEGAMES
37 Fisherton Street
Salisbury, Wiltshire
Tel: (0722) 332955

SCARBOROUGH
THE STAMP SHOP
34 St Nicholas Clitf

Scarborough
Tel: (0723) 365221

SOUTHAMPTON
DRAGON'S LAIR
1A Northam Road
Southampton

STOKE ON TRENT
FANTASY WORLD
10 Market Square Arcade
Hanley, Stoke-on-Trent
Tel: (0782) 279294

SWANSEA
SWANSEA MODELS
& HOBBIES
Plymouth Street
Swansea
Tel: (0792) 52877

TAUNTON
KRACKERS THE JOKE SHOP
158-159 East Reach
Taunton
Tel: (0823) 85630

Tortured Souls! (£1.95), Halls of the Dwarven Kings (£7.95), Starstone (£3.95) and Endless Plans (£3.99)
are all distributed to trade by Beast Enterprises and also available (post free) direct from:
BEAST ENTERPRISES LTD. DIVINITY ROAD, OXFORD, 0X4 1LR.

* see TORTURED SOULS! issue 6 for special introductory scenario

Please mention White Dwarf when replying to advertisements




RINGS

The magical ring consists of an ordinary
ring (albeit of exceptional quality and
workmanship), sometimes holding one
or more stones of magical virtue, which
has been enchanted to perform a
specific function by the casting of vari-
ous spells upon it.

The most important of these spells is
enchant an item, which prepares the
ring to receive the spells subsequentally
cast rather than suffering their effects;
without this preliminary, any attempt to
produce, say, a Ring of Shooting Stars
would result merely in a melted ring.
This being so, the manufacture of magi-
cal rings cannot normally be undertaken
by a magic-user of less than 12th level.

The basic ingredients and spells
required for the preparation of rings in
the DMG are detailed below.

Contrariness ;

Ring: A brass ring made of metal
taken from a chaotic holy symbol, set
with a black opal flanked by two flawed
diamonds, the whole having a minimum
value of 150,000gp.

Spells: Enchant an item, symbol of
discord (the gems in the ring acting as
the material component), fly, invisibility,
shocking grasp, levitation, etc (as applic-
able), permanency.

Delusion

Ring: Iron pyrites (fool’s gold), set
with a small distorting lens of clear
quartz crystal (which will appear as a
clear polished stone), the whole having
a minimum value of 25,000 gp.

Spells: Enchant an item, suggestion,
permanency .

Djinni Summoning

Ring: Silver,inlaid with horn from the
beak of agiant eagle, the whole having a
minimum value of 35,000gp.

Spells: Enchant an item, perma-
nency; special -the oath of a summoned
and charmed or otherwise agreeable
djinni while the oath is given and while
the permanency spell is cast.

Elemental Command - Air

Ring: Platinum, inlaid with djinni
bone, the whole having a minimum
value of 50,000gp.

Spells: Enchant an item, the reading
of a scroll of Protection from Air Elemen-
tals, charm monster, speak with
monsters, invisibility, gust of wind, fly,
wall of force, control of winds, limited
wish, permanency.

Elemental Command - Earth

Ring: Gold, set with a single perfect
diamond, the whole having a minimum
value of 50,000gp.

Spells: Enchant an item, the reading
of a scroll of Protection from Earth Ele-
mentals, charm monster, speak with
monsters, stone tell, passwall, wall of
stone, stone to flesh, move earth,
feather fall, limited wish, permanency.

Elemental Command - Fire

Ring: Gold, set with a single jacinth,
the whole having a minimum value of
50,000gp.

Spells: Enchant an item, the reading
of a scroll of Protection from Fire Ele-
mentals, charm monster, speak with
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monsters, burning hands, pyrotechnics,
wall of fire, flame strike, resist fire,
limited wish, permanency.

Elemental Command - Water

Ring: Platinum, set with a single
moonstone, the whole having a
minimum value of 50,000gp.

Spells: Enchant an item, the reading
of a scroll of Protection from Water Ele-
mentals, charm monster, speak with
monsters, purify water, create water,
water breathing, wall of ice, airy water,
lower water, part water, permanency.

Feather Falling

Ring: Silver, set with a jacinth, the
whole having a minimum value of
20,000gp.

Spells: Enchant an item, feather fall,
permanency.

Fire Resistance

Ring: Silver, set with a pair of jacinths
or fire opals, the whole having a
minimum value of 35,000gp.

Spells: Enchant an item, resist fire,
permanency.

Human Influence

Ring: Electrum, set with serpentine
and ruby, the whole having a minimum
value of 75,000gp.

Spells: Enchant an item, friends (x5),
suggestion, mass charm, permanency.

Invisibility
Ring: Black iron, set with jet, the whole
having a minimum value of 35,000gp.

Spells: Enchant an item, invisibility,
permanency.

Invisibility with Silence
As above plus Silence 15ft Radius.

Mammal Control

Ring: Electrum, set with serpentine,
the whole having a minimum value of
40,000gp.

Spells: Enchantan item, mass charm,
speak with animals, permanency.

Protection

Ring: Gold, set with beryl and
malachite.

Spells: Enchant an item, protection
vs evil/good (both variants to be cast),
limited wish (see below), permanency.
Itis only possible for a PC magic-user to
create Rings of Protection with +1, +2 or
+3value. The minimum value of the ring
to be enchanted is 30,000gp per +1 pro-
tection , and the limited wish must be
cast once for each +protection; a full
wish may optionally be used in place of
two limited wishes.

Rings, Armour and Shields

Regeneration

Ring: Platinum, set with haematite
and coral, the whole thickness having a
minimum value of 100,000gp.

Spells: Enchant an item, regenerate,
permanency.

Shooting Stars

Ring: Gold, set with a fire opal
flanked by two jacinths, the whole hav-
ing a minimum value of 85,000gp.

Spells: Enchant an item, dancing
lights, light, faerie fire, lightning bolt,
fireball, spark shower (Elementalist -
WD23), wish, permanency.

Spell Storing

Ring: Plain platinum, minimum value
100,000gp.

Spells: Enchant an item, permanency
(sothatthering is permanently ready to
receive spells), wish.

Warmth

Ring: Gold, set with anthracite, the
whole having a minimum value of
30,000gp.

Spells: Enchant an item, resist cold,
permanency.

Weakness

Ring: Iron, set with lapis lazuli, the
whole having a minimum value of
45,000gp.

Spells: Enchant an item, ray of
enfeeblement (x4), permanency.

Berserk Strenth

Ring: as above

Spells: Enchant an item, strength
(x3), suggestion, limited wish.

X-Ray Vision

Ring: Platinum, setwith a disc of per-
fect clear rock crystal, flanked by a pair
of carbuncles, the whole having a
minimum value of 75,000gp

Spells: Enchant an item,
clairvoyance, true seeing, limited wish,
permanency.

It will be clear from the spell require-
ments listed above that while a magic-
user of 12th level may manufacture
some magical rings, the production of
the more powerful rings is restricted to
higher levels, and since a permanency
spell is required for the manufacture of
most rings, it is not until 16th level that
the enchantment of rings can most
effectively be undertaken. In those cases
where permanency is required in addi-
tion to enchant an item and one other
spell, it is possible for the permanency
spell to be omitted from the prepara-
tions, with the effect of making a ‘one-
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shot’ version of the desired ring, the
‘charge’ beginning to work when the
ring is activated by command word or
some other means. It should further be
borne in mind that any character desir-
ing to manufacture a particular magical
ring should have the ability to cast allthe
spells listed, with the exception of
enchant an item, in one day, or in cases
where the spells of other professions are
required, should have spellcasters of
appropriate ability on hand to cast the
required spells. In any case, all spells
necessary for the creation of any given
ring must be cast within 24 hours of the
completion of the enchant an item spell.

Individual DMs may wish to vary the
material requirements of individual
rings, especially cursed rings, to prevent
easy identification by experienced
players; the materials detailed above
are intended as a guideline only, and
while it is aesthetically pleasing to
match the nature and alleged magical
virtues of gems and other materials to
the magical properties of a given type of
ring, this should not be allowed to
develop into a code which allows
players to identify found or captured
rings by simple inspection.

Production costs in time, expense and
spellenergy may be increased if desired
to prevent high-level characters from
‘flooding the market” and undermining
the value of magical rings as a treasure
items.

ARMOUR AND SHIELDS

Magical armour and shields may be
treated, for the purpose of this article, in
an overall system which will be elabo-
rated for consideration of magical
weapons. There are three magical vir-
tues in a normal suit of magic armour;
firstly, it is highly resistant to blows, so
that the armour class of the wearer is
improved; secondly, it also extends a
magical protection to its wearer,
reflected in saving throw bonuses, and
thirdly, it causes no encumberance. The
relationship between materials and
armour quality is mentioned in the DMG
(pg164), and the guality of workmanship
will also have a profound effect on the
magical quality of the completed item.

It will be necessary to hire a master
armourer for the manufacture of the
basic suit of armour or shield; the base
production times for the various types of
armour may be taken, for game pur-
poses, as one day per 5gp of normal
cost. Thus, a suit of chain mail would
take 15 days to produce, while plate mail
would require a period of 80 days. Atthe
end of this time, of course, there is no
guarantee thatthe compiled armour will
be of sufficient quality for enchantment;
the probability increases with the
craftsman’s skill, but no mortal
craftsman has ever been able to produce
master qualilty armour on demand.
Table 1 shows the probabilities of
superior work; DMs should feel free to
add or subtract modifiers depending on
the skill of the armourer.

The armour thus produced will be
unusually tough and resistant to attack,
but will have no magical properties.
Furthemore, it must save vs crushing
blow after each battle in which it has
been involved, or battle damage will
reduce its bonus by one, until eventually
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it becomes a normal suit of armour.

In order to stabilise the bonus of the
armour (or shield - all references to
armour include shields), some spellcast-
ing will be necessary. A limited wish will
prevent deterioration (at the DM'’s
option, one limited wish might be neces-
sary for each +1 of the bonus), and for
the full protection of magical armourthe
following spells will also be necessary:
enchant an item, protection from evil,
protection from good, permanency.
Finally, another limited wish, possibly
together with /evitate and haste, will be
necessary inthe case of a suit ofarmour,
in order to produce the freedom from
encumberance characteristic of magical
armour.

Magical leather armour, of course,
presents a slightly different problem.
The basic material should come from
the hide of a monster which has a magi-
cal defence itself (ie may be hit only by
magical weapons), and must again be
prepared by master craftsmen, in this
case a master leatherworker being
required to work with the master
armourer. Each makes a roll on percen-
tage die, and the results are averaged
and referred to on Table Il.

Table 1: Manufacture of Superior
Armour
Armour Material
%roll  quality Steel Mithril Adamantite
0-5 Inferior -1 - -
6-75 Average - +1 +2
76-79 Superior +1 +2 +3
96-00 Master +2 +3 +4

(Note: The production of equipment
with a natural bonus of +5 or better is
beyond mortal capabilities, being
restricted to craftsmen such as
Hephaestus and Goibhnie in DDG)

Table 2: Manufacture of Superior

Armour
Armour Creature Hit By
Average % Quality —1orbetter —2 or better —3 or better
0-5 Inferior =1 = -
6-75 Average -1 - +1
76-79  Superior - +1 +2
96-00 Master +1 +2 +3

This process produces non-magical
superior armour which is then ready for
spellcasting as above.

Special Magic Armour and Shields
There are some types of magical armour
and shields which have additional pro-
perties over and above the basic virtues
dealt with above. :

Plate Mail of Vulnerability

The —1 armour class adjustment ma
simply be due to the armour being o
inferior quality (see Table I). This prop-
erty may be enchanced by such spells as
bestow curse, shatter and limited wish,
but it must be pointed out that armour
(and in any other metal object) of inferior
quality could be prone to shattering,
owing to faults in its manufacture and
insufficient annealing to relieve internal
stresses in the metal, so thatin theory at
least, it should be possible to produce
armour such as this without recourseto
magic. Of course, a spell such as

Nystul’s magic aura might then be used
to induce a potential victim to wear the
armour, and it may simply be this that
has led to the armour being thought of
as magical.

Shield +1, +4 vs Missiles

Since this is a large shield, the extra
bonus against missile fire is hardly sur-
prising, and may simply be a reflection
of the cover afforded by a large shield
[see DMG p64]. Large shields such as the
Roman legionary shield of the Nerman
kite shield were primarily designed to
give heavy infantry maximum cover
against archers and other missile fire,
and nothing short of a ballista could do
them any real damage. If it is desired to
make some special provision for this
property in the manufacture of the item,
however, the spell protection from nor-
mal missiles might be added to the mag-
ical requirements, the tortoise or turtle
shell of the material compoenent being
inlaid into the shield facing.

Shield —1, Missile Attractor

Again, this shield may be the result of
inferior manufacture, but the property of
attracting missiles could be produced by
the use of the spells protection from nor-
mal missiles, bestow curses and limited
wish to alter the protection to weakness,
together with the normal requirement of
enchant an item and permanency.

HELMS

Though listed in the DMG as miscel-
laneous magic items, helms are, strictly
speaking, items of armour, and so they
are treated here for the sake of consis-
tency. The helm which is produced for
enchantment must, of course, be of
finest quality, although material require-
ments may vary with the nature of the
enchantment to be attempted.

Helm of Comprehending Languages
and Reading Magic

Materials: The helm should be of sil-
vered bronze, set with sapphire and
sard, with a minimum value of 35,000gp.

Spells: Enchant an item, com-
prehend language, read magic, limited
wish, permanency.

Helm of Telepathy

The manufacture of this type is deemed
to be beyond the capabilities of player
characters, but at the DM's option its
construction might be attempted by
powerful psionic using the disciplines of
telepathy, telempathic projection, ESP,
and domination.

Helm of Teleportation

Materials: The helm should be of sil-
vered iron, set with alexandrite and ruby
and ribbed with the carved bone of a
demon of type IV or higher, the whole
having a value of not less than 50,000gp.

Spells: Enchantan item, teleport (x6),
full wish, permanency.

Helm of Underwater Action

Materials: The helm should be of
gilded iron, set with coral, the whole
having a minimum value of notless than
25,000gp.

Spells: Enchant an item, airy water,
telekinesis (to operate lenses), geas,
limited wish (x2), permanency. [
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CHRISTMAS GIFTS
by FAST MAIL ORDER

FRAME SIZE 40mm X 60mm

SEAL
SIGNET

‘PARCHE MARQUE’ R1
STATIONARY

SEALING
WAX

50UD PEWTER BUCKLES (No'd Lid Editions) . £6.95 RINGS £4.95
(TaFita 112" Balt) Cast in Salid Bronze ar Nicke! Silvar (state which)
B1: The Temptress R1: Skull
B2: Lovehunter R2: Dragon
B3: The Pewter Dragon R3: Eagle
112" Black Leather for above (state waist] . £3.50 R4: The Aftermath
RS1: The Familiar Seal Signet
SOLID PEWTER PENDANTS ... £3.95 {without seal, bronze only|

Seal Signet in Pewter (with sealing wax] ... £1.85

{Complete with Chain}
0id English Initial [A-Z, in reverse for impressing

P1: Rieders Axe
P2: C

haos Runesword seals, screw in)
P7: Thor's Hammer ing Sizes: Large (R-5); Medium (P-Q); Small (N-O}
PB: Celt's Cross {state which]
P10: Kundalini Snake [Ancient Life Force Symbol}
P11: Double Axe ‘PARCHE MARQUE STATIONARY
Laather Neck Thong with Pewter A Slide T d Imitation Parch
Fastenar £150 (in of 10 of same size and colour)

EARRINGS (Polished Pewter, Silver Plated Wires] PAPER

E1: Ritual Dagger Colours: Bright White, Natural, Antique (state which)
E2: Rieders Axe . E3. Paper A5 . 4Dp
E3: Chaos Runesw . E3.95 PaperAd

KEY FOBS (Gilt Plated, Stitched Leather Fobs) . £1.95 ENVELOPES

K1: Dark Talisman Colours: Bright White only
K2: Dragons Head Envelopes CB [for AS paper] ...
K3: Netherworld Skull Envelopes DL (for A4 paper]

POSTAGE & PACKING: Please add 50p Carriage per order
{any size) plus an additional £1 if ordering ‘Parch Marqgue’
(sent separately). Send an SAE plus extra 17p stamp for
colour brochure (also sent with every order. )

Please Make Cheques Payable to Rieder Design Ltd.

LEATHER
THONG
(separate)

P10

(also P)

R2

RIEDER DESIGN Ltd. DEPT 1/2,
5 Braunstone Gate, Leicester, LE3 5LH.
Telephone (0533)549182
Also available from Selected Shops
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STARBASE

Starbase is an alternate monthly column for Traveller enthusiasts, edited by Bob McWilliams.

THE MOTIVATED TRAVELLER

Arecent WD article described the idea of
choosing objectives for D&D characters
and awarding experience points for
actions consistent with these objectives.
Here is a similar system intended for use
with SF RPGs, notably Traveller, Space
Opera and Universe. Star Frontiers,
having character advancement based
on experience points, would be better
served by the original system.

The advantages of using the system
are threefold: first, it provides a quick,
simple guide to the character’s actions
and personality; this is most valuable
when dealing with NPCs and for begin-
ning players. Second, it provides clearly
defined goals for the character, often a
problem for players, especially those
new to the system concerned. Third, it
provides a way to remove large sums of
money from the game painlessly.

Objectives

On joining the game, characters must
each specify 3 objectives. (Choosing 3
makes for some interesting ‘crises of
conscience’ as the demands of various
objectives conflict.)

Possible objectives are: Adept,
Altruist, Hedonist, Killer, Miser, Rover,
Socialite, Warrior. The character’s goal
is to amass Victory Points (VP) and so
increase his Victory Level (VL), which
represents his reputation and self-
esteem. VP are totalled monthly; in any
game month in which a character fails to
mass at least as many as his VL, hisVLis
decreased by one: in any game month in
which he amasses 3 times as many VP as
the next VL, the character’'s VL is
increased by one. The GM should award
VP as he sees fit, but the following are
guidelines. Note that a character may
gain VP twice for an action if he has two
objectives which would each gain him
VP for it.

Adepts are characters devoting them-
selves to the pursuit of excellencein one
particular skill.

An Adept must specify one skill as his
speciality. His VL may never be less than
twice his expertise level (in Traveller) or
less than his skill level (in Space Opera
or Universe) in this skill, and he gains a
favourable modifier when studying it; a
+1 DM in Traveller and a 5% chance of
success in the other systems. The Adept's
miminum VL as defined by his expertise
is not affected by VP gains or losses.

Altruists are those who strive to help
others and do good deeds - a rare type
of character indeed without some incen-
tive such as this system. Generally they
avoid combat where possible, not from
cowardice but for moral reasons.

An Altruist gains VP as follows: 1 VP
per student per week if he is acting as an
instructor, 1 VP per Cr500 x his VL which
he donates to a worthy cause (GM's dis-
cretion is required in determining what
constitutes a worthy cause), 1 VP for
healing a character of aminor wound or
disease and +2 VP for healing a charac:

by Andy Slack

ter of a major wound or disease.

Hedonists enjoy the good things in life
- good food, good living, and other plea-
sures. Much of their income is spent on
these things.

A Hedonist gains VP from Gambling
and Carousing (see below). He also
gains VP as follows: For ‘High Living’,
+2 per month. For travelling High Pas-
sage, +2 per trip. Per Cr500 x his VL
%%ent on otherwise useless luxuries, +1

Killers are generally nasty characters
who enjoy causing pain and suffering,
and are ruthless in pursuit of their goals.

AKiller gains VP asfollows: +1VP per
minor wound inflicted on a character;
+2 VP per major wound inflicted on a
character. Note: These awards are
doubled if the Killer wounds another
player character. The purpose of this is
to ensure that those travelling with a
psychopath are always a little uneasy
about it. A Killer also gains +1 VP each
time he hits an opposing ship in space
combat.

Misers are those who desire money
forits own sake; they tend to be wary of
any expenditure, however necessary,
and will do almost anything to make
maney.

A Miser's VL may never be less than
the logarithm (base 10) of his cash
balance in Credits, regardless of VP

ains or losses. Thus a Miser with

r10,000 must have a VL of at least 4;
one with Cr1,000,000 has a minimum VL
of 6.

Rovers travel for the sheer joy of
travellin?, and are born tourists. They
are usually intrigued by natural wonders
and exotic sights and customs.

A Rover's VL increases by one each
time he lands on a world he has never
visited before, regardless of VP gained
or lost that month.

Socialites are characters who make a
career out of social climbing; their
overall aim is to be rich, famous ana
powerful, preferably noble with it.

A Socialite gains VP from Carousing
and Gambling. He also gains VP as
follows: for High Living, +2 VP per
month. Being a member of the
Travellers' Aid Society, +2 per month.
Each time a Socialite’s VL increases (or
decreases) by one. However, a character
may not become a noble in this way
unless the Emperor grants him a title,
which he will do on aroll of 12+ on 2d6.
Whether and how this roll may be
influenced are up to the GM, but the
wishes of other nobles will have great
effect. Note that systems without a set of
social ranks must have them defined by
the GM before the Socialite objective
has its full use; VL could possibly be
used as a measure of social class.

Warriors are those who love fighting,
but fight not to kill or maim as does the
killer, but for purposes they consider just
and honourable, and are normally

generous and merciful to those they
defeat.

Warriors gain VP as follows: For being
on the winning side in combat, +2; for
commanding a winning side outnum-
bered n:1in combat, + (n x n); for each
hit personally scored in space combat,
+1:

Carousing and Gambling

Carousing is an activity Iasling one week
and costing Cr50 x character's VL. It
gains a Hedonist or Socialite TVP, If two
or more Socialites carouse together by
mutual and prearranged consent, this is
called toadying; the Socialite with the
highest VL present gains +1 VP per
other Socialite present, and other
Socialites gain VP equal to 1/2 the differ-
ence between their VL and the highest
present.

Gambling uses the normal rules for
the system in use. A character may make
up to 6 bets per week of gambling, each
of Cr50 to Cr5,000. Hedonists and
Socialites gain +1 VP per Cr500 x VL
bet; Socialites gain +1 VP per bet won,
and lose 1VP per bet lost.

Alien Beings and their Objectives
Aliens seem best handled by restrictions
on which objectives they may choose.
Every SF game or writer has a
race of eline creatures with the codes of
the Samurai: Niven's Kzinti, Traveller's
Aslan, Space Opera’s Avatars,
Cherryh’s Mri; the list is endless. Such
creatures must choose either Killer or
Warrior as an objective; they may still
choose whateverthey like for their other
two objectives. In the same way, other
races would be characterised by one
objective which they must (or may not)
choose; Niven's Puppeteers or Star
Frontiers’ Vrusk would be forced to
select Miser as an objective; Traveller
Zhodani would automatically choose
Socialite (as all aspire to become
enfranchised nobility); and so on.
Traveller Vargr are perhaps an
exception, and should be allowed
(unlike other characters) to change their
objectives annually, reflecting their
changeable attitudes to life.

Non-Players

Objectives are easily selected for NPCS
to flesh them out in the same way. It is
easy to allocate them by a random die
roll, but take into account that charac-
ter's skills, characteristics and race. An
extremely rich character, especially if an
ex-merchant and most especially if he
has aship, is very unlikely to be a Miser.
A tough character with many weapons
skills is likely to be either a Warrior or a
Killer, and is probably not an Altruist. An
ex-Scout, again especially if he has a
ship, is more likely than mostto be a
Rover. In short, pick objectives for NPCs
sensibly; choose something for them
which would start them with a high VL, and
allow them to improve that VL easily. O
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INTRODUCTION

Set in a city, this scenario is suitable for 4-5
starting/Ist level characters. A general map
is provided as a rough guide to locations -
precise routes are up to the GM

FIGHTING FANTASY

GMs wishing to use this system will require
Fighting Fantasy by Steve Jackson. Unlike
the gamebooks, the adventure is not pro-
grammed and will rely much on the abilities
of the individual GM.

Since much of the adventure depends on
finding out information from living infor-
mants, the following system is suggested to
allow adventurers and NPCs to fall uncon-
scious at suitable intervals. When wounded,

Y roll 2dé: if the result is greater than the cur-

rent stamina of the character, then he falls
unconscious (but may be revived later).

Some of the NPCs of the adventure have
been given Luck characteristics - use them
as you would a player character’s to the
benefit of the individual. Some NPCs are
going to to be much tougher than individual
adventurers, but they are very experienced.
GMs should award Luck whenever
appropriate,

A group of adventurers may start this
adventure with up to two doses of healing
potion.

THE SEAL

The Seal is a popularinn in the bazaar quar-
ter with a very cosmopolitan clientele - it is
especially favoured by adventurers who can
often learn of interesting ventures. Morgan,
the innkeeper, feels he has a duty to provide
entertainment for his customers and is
always on the look out for performing
troupes. Today, however, he has something
special lined up for the evening - a storytel-
ler, new to the city, who has volunteered his
services, plus a cut in any profits - some-
thing that’s worth the risk of employing
someone untried.

A. Evening One

Inthe evening, the youth has already taken
up asecluded vantage point by the fire, siE-
ping lightly at a cup of wine and waiting his
moment. To any other customer of the inn
he looks like a well-travelled, if young.
adventurer, dressed in worn parched
clothes, with a weather-stained grey cloak
drawn around him. Much of the talk this
evening is centred around the entertain-
ment that Morgan will arrange - the last act,
a juggler troupe., went down well until it was
discovered they were using the event to
divert the attention of the customers from
their purses.

Mid-evening, a gentle cough stills the
chatter; the youth now stands on his table
and begins to speak. Although his voice is
gentle, its firm, steady nature ensures that
it carries to every customer, and any
remaining talk is stilled. He begins a story -
a great adventure of a noble hero. his jour-
neys to foreign countries and the great and
legendary monsters encountered. The audi-
ence of adventurers are quite captivated by
the story - although not totally original,, it is
very well told. Certainly, nothing up to this
standard has been heard over the last few
months.

Once the story has ended. the youth is
almost obscured by an appreciative audi-
ence, all of whom wish to congratulate him
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on an entertaining story - over an hour has
passed in the telling. Once the fuss has died
down, however, the youth will have disap-
peared, having slipped quictly away at the
first opportunity.

Main Street

B. Evening Two
Again the youth is seated quietly away from
the majority of customers - if disturbed, he
will ask the innkeeper to remove the offen-
ders (regardless of their importance). When
ready, he begins another story, holding the
attention of the inn as on his previous per-
formance. He has a larger audience this
evening - his reputation seems to have
spread already. Asif anticipating the expec-
tant mood of his audience, the youth throws
himself int the story with a little more gusto.
the plot revolving around tales of piracy,
sea monsters and eastern princesses. Cent-
ral to the tale is the description of the palace
of a great sea drake; dealt with in such a
fashion as to draw gasps of awe from the
audience.

At the end of his story, once the youth has
received his due adulation, he slips quictly
away.

GM’s Notes

The players may well try to follow the youth
- he will disappear into a side street and the
maze of the city, although players should be
given the feeling that they only just lose
him.

C. Evening Three

This evening, the youth seems a little
unnerved and edgy, and the story he tells
seems to fit in with the air of melancholy.
His narrative is a classic romance, embrac-
ing the virtues of a true knight, leading ulti-
mately to the betrayal and ruination of the
central character as his ambitions are
thwarted. Again, the tale has the same
spell-binding qualities and the audience is
as appreciative as ever. As he slips away,
however, someone follows him, slipping
discretely out of the shadows (D& D: spot
as for secret doors; FF: Luck to notice).

GM’s Notes

The innkeep, Morgan, has taken an interest

in the youth, and has come to a business
agreement with him. He will act in his best
interests should the party enquire of him.
Several thieves have also taken an interest
in Lyanarus, one of which is now on his tail.

D. Backstreet Struggle

The players should have little trouble tailing
the youth and his ‘shadow’ - they are led
through innumerable alleys before finally
heading towards the city’s red light district.
Ahead of them, the youth stops - he has
been confronted by two dark figures (they
are thieves in league with the tailing thief).
Breaking to run, he is trapped between the
three thieves and comes to a halt . .

Should the party intervene, they will have
three thieves on their hands.

Thieves: (D&D)LVL], AC7, HTK4,2.3,
sword.
(FF) Skill: 7, Stamina: 13 (for each thief).

Inthe event of a hight, the youth will keep
out of the way (Lyana is reluctant to use her
powers since she would reveal herself
publicly and have to leave the city). If the
thieves defeat the party (knocking themout
or scaring them away), they will capture the
storyteller who will drop a ring as a clue to
finding him.

If the party defeat the thieves, the
storyteller will reward them with a valuable
looking ring and he will ask to be escorted
to his next port of call - Clouds. He will part
company with the players here. unwilling to
talk further with them.

E. Evening Four

Unusually, the youth is not at the inn.
Morgan is concerned for his safety - as far as
he knows, Lyanarus was intending to visit
the inn as usual and, since the characters are
well-known customers (famous adventurers
or whatever), Morgan would appreciate
them looking into the storyteller, to find out
where he's gone or what has happened to
him. Although unable to promise great
reward. he can offer the tempting bonus of
free drinks . . .

GM’s Notes

Lyana has been abducted at a later hour
(the previous evening) on one of her thiev-
ing runs and her disappearance has been
hushed up by the gang responsible. To all
intents andfurposes, a male storyteller has
disappeared, although should the party
choose to follow up their investigation at
Clouds (qv) regarding the arrival of a young
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man there the previous evening, the door-
men will deny any knowledge (after all,
they know that they let one of Valeria's girls
in, but discretion prevents them from
informing outsiders of the fact). What hap-
pens next is dependent on the course of
enquiries adopted by the players.

BAZAAR QUARTER

The bazaar, apart from its more honest
trades stands, is an accepted area for fencing
low-value stolen goods - items that aren’t
readily ldt.‘nllfl.dbh: due to their nondescript
or common nature. The stall owners who
deal with such goods are generally as dis-
honest as the thieves who supply them.
Small time thieves (those not affiliated to
the numerous gangs of the city) can quite
easily make a living selling to stallkeepers
without incurring the wrath of the organised
gangs,

The bazaaris a very cosmopolitan area of
the city. Except during the early morning
and carly evening (during which time the
stalls are being erected or dismantled), the
area is very busy with townspeople out to
buy luxury items or food for everyday life.
A large number of goods are available in the
bazaar, such as pottery, sweetmeats, staple
food. clothing, jewellery and ornaments- at
reasonable prices.

Three major events can oceur in the
bazaar which will help the players in their
search (other random events are up to the

GM).

F. Jewellery Stand

Passing a stall displaying trinkets, some-
thing catches the eye of one of the charac-
ters (D&D: on a 1-2 on 1d6 [elves 1-3]; FF:
Luck roll). Some pieces of jewellery - some
rings and a small brooch - are familiar, and
closer inspection reveals that they are very
similar to pieces of jewellery worn by the
storyteller in the inn. (If Lyanarus has

§ rewarded the players previously in a ‘re-

scue’ attempt, then the ring that he has give
the characters as reward will be of a similar
style of manufacture). The pieces are of a

) crude nature and of little value.

If asked, the stallkeeper, a rather
unpleasant, oily character, will explain their

§ origin as ‘coming from a peasant recently

arrived in the city, short of money’,
although this is far from the truth. When
ressed (physical force and/or money will
¢ sufficient), he will be easily cowed into
telling the truth, revealing that one of the
local thieves sold him the jewellery earlier
in the day. Although he is unaware of the
name of the thief, he is certain that he is one
of a large gang, out for a little [Jrofteermg
on his own. (Which gang he will not know. )
If the party take their brush with the
stallkeeper too far, other stallkeepers and
their guards will return the compliment and
take an interest in the welfare of their own

¢ kind. (Players are advised to back down if

things get too heated.)
Stallkeeper: (D&D)LVL0, AC9, HTK3;

) (FF) Skill: 7, Stamina: 14,

Heavies: (D&D)LVL0, AC7,
HTK 5,5,5,3,4,2, shortswords;
(FF) Skill: 8, Stamina: 18 (for each heavy)

% From 1-6 *heavies” will help the stallkeeper

out.

G. Gypsy’s Tent

A source of information which is often con-
sidered reliable by adventurers and
townspeoplc 1s a reading of the cards by one
, of the gypsies of the bazaar,

BEYOND THE SHADOW OF A DREAM

Entering the tent reveals a world entirely
different to the bustle of the bazaar outside.
Dark blue drapes blot out both light and
noise, helping to create a still and peaceful
atmosphere inside the tent. Her fuce
shrouded by veils, only the old, wise eyes of
the gypsy woman are visible, and with a dry,
hoarse voice, she will ask the characters
what they wish to know, For the price of 10
gold pieces she will read the cards for the
players, although she'll only be able to
reveal the following facts.

From the significator, the page of wands
(from the description the players must give
for reading to have any meaning), she can
tell them that the person that they are seek-
ing is still alive, but a prisoner against his
will; that while he is powerful, he is weak,
and his weakness makes him easy to domi-
nate and that many people are interested in
his activities (a man of power, a woman of
repute and groups of lesser individuals), yet
not all of them act in his best interests.

Any variations on the above are up to the
GM. but don't give too much away.

If threatened by the players, the gypsy's
bodyguard who has been standing nearby
behind a curtain, will intervene to defend
her.

Gyspy Bodyguard: (D&D) LVL3, ACS,
HTK20, broadsword (1-8 damage).
(FF) Skill: 12, Stamina: 22, Luck: 8

Killing either of the gypsies will invoke a
curse (from the last dying gasp of the
gypsy), the exact effect of which isup to the
GM.

H. Rhandal, Gangleader
Darting through the crowd ahead of the
characters is a figure. wrapped in a well-
travelled grey cloak (D& D: 1-2 on 1D6 1o
notice [elves 1-3]: FF: Luck) - someone
about the build they re looking for. The
figure shifts quickly between stalls, asif try-
in% to evade pursuers, and to follow, players
ill have to see if they can keep up (D& D:
save vs INT; FF: Luck).

It the players lose the figure. they should
be given the chance to catch up with it
again. finally cornering the personin one of
the sidestreets off the bazaar.

The figure will turn, whipping out an
ornate rapier, cha]lenginithe part{; as to
their reasons for chasing him. As the hood
falls from the head of the man, a complete
stranger will be revealed: a small, dark,
wiry man, potentially dangerous since he
looks extremely skilled with his rapier.
Beneath the cloak. clothes of a very high
standard of quality are revealed . . . the
characters have cornered someone of some
standing.

Rhandal: (D&D)LVL3, AC6, HTK10,
Thief. +1 rapier, +1 ring of protection.
(FF) Skill: 10, Stamina: 20, Luck: 10, rapier
(does one extra point of damage to stamina
when hits).

Rhandal is a leader of one of the larger
Eangs of thieves in the city, and although he
nows that some of his minions are only a

few seconds away, he'd much rather talk
than spill blood. He knows of the party.
having been present at the inn on the few
occasions that the storyteller was there. and
he has been touring the city dressed in a
similar fashion to find out who knows about
Lyanarus and how much they know.

Rhandal is the pivot around which the
final stage of the adventure revolves. He is
interested in talking to the characters to find
out what they know so that he can piece
together exactly why Lyanarus has gone

missing. Given the chance to talk to the
characters. he will 'suddenly recognise’
them as being present in the inn, and bring
up the subject of the storyteller, mentioning
how‘food he thought his tales were and
wondering. since the characters have prob-
ably been to the inn more than he, whether
they know it the storyteller is still perform-
ing at the inn, since he has a private engage-
ment in mind. If the players are willing to
talk to Rhandal, he will suggest that they
meel him at his residence for dinner later
that evening.

After two rounds ol combat, or the equi-
valent length of time, three of Rhandal’s
henchmen will arrive on the scene. con-
cerned about the safety of their leader: if he
is engaged in conversation, they will be
acknowledged and introduced, although
they don’t convey the same teeling of
wealth as their master (a little scruffy :
around the edges being a good description!). 8

Otherwise they will assist Rhandal,
attacking quietly from behind.
Henchmen: (D&D)LVL2, ACT,
HTK®6,5,7, Thief, shortsword. sling.
(FF) Skill: 8, Stamina: 15,

If a fight has ensued. Rhandal will want
the characters taken alive - despite their
rashness. their help is going to be valued,
and after all, for what he proposes, he needs
quite a bit of help.

If really pressed and liable to lose a fight,
Rhandal will reach into his jerkin and pro-
duce a small pouch, shaking it towards the
characters. It is a sleep dust. causing all
within it's 20" diameter area of effect to fall
unconscious to the ground. (D&D charac-
ters have a save vs spells to resist).

RED LIGHT DISTRICT

Many vital clues to the mystery can be
picked up from a tour of the red light district
of the city, although not all are readily
apparent.

1. Catspaw
General observation of the streets and
alleys will turn up the fact that a renowned
thief/adventurer. Catspaw. seems to be
spending a great deal of time investigating
many nooks and crannies - at both street
and rooftop level. Catspaw is well known in
the bazaar quarter and asking around vari-
ous stall owners of the area will get the
information that he is currently engaged by
the Lady Valeria (of Clouds, a notable
house of pleasure on the main street of the
area) to find the whereabouts of one of her
girls who has recently gone missing.
Catspaw is a short, slimly built, dark-
haired man of youthful appearance. dressed

in worn, non-descript clothing, his features =3

generally concealed by a hooded cloak. He
will be wary of being approached by any
groups (especially those armed to the
teeth!) and will edge away from such con-
frontations (disappearing into the shadows
to re-emerge later in order to take single
members of the group unawares tfor ques-
tioning). A discreet approach in the street
will elicit limited information; Catspaw will
maintain that his search is very much done
as a personal favour, with a relatively low
profile to be maintained.

Should a suitable venue and time be
arranged (Catspaw will prefer an inn on his

home patch, the bazaar), then, for the price ™

of a few(fold pieces and some wine, he is
prepared to be more frank in the matter.
The disapperance of the girl has occurred in
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unusual circumstances - she appears to have
vanished without trace. No-one has
reported seeing her and no other house of
the area has taken her in - either she has run
off or she has gone into hiding for some
reason. His contacts in the ‘underground’
have so far been unable to furnish him with
any information - something that is particu-
larly unusual. His personal feelings are that
she has used Valeria for her own ends and
having become established in the city has
elected to go it on her own. If Valeria wasn't
such a good friend he’d give up the search.
Catspaw: (D&D) LVL2, AC7, HTKS,
Thief, Shortsword, Throwing Knives (x2).
(FF) Skill: 10, Stamina: 20, Luck: 12,
Attacks: 1 (sword), 2 (knife).

J. A Brief Departure
From a darkened alleyway off one of the
& side streets in the red light district can be

{ heard (D& D: Listen; FF: Luck) a few faint

moans (these will be more audible if a party
o stops for a few moments in their search).

» They emanate from behind a dilapidated
doorway which will yield easily to force, a
makeshift barricade splintering as the door
bursts inwards. Beyond, in a small, unlit

¢ single room is the huddled form of a young
girl, her hair, face and clothes caked with

o dirt and blood. Close examination will

} reveal that she is in need of urgent medical

¢ attention - in addition to what appear to be
stab wounds, she is running a fever.

& A cure light wounds | FF: healing potion)|

% will help solve the initial problems of the
stab wounds, but the girl is still too weak to

[ respond (she is suffering from a disease as

% well as the wounds as a result of her living

conditions). Bed rest and attention for a
%, week is the minimum she will require to be
=& in a fit state to help.

Although pretty. and very like the
description Catspaw will have given the
players of the girl he is searching for, she is
unconnected with the adventure, being a

¢ low class whore whose pimp has decided

& ; thatshe ischeating him and has taken it out
=& on her. With no funds, she is unable to do

% anything about her current predicament

Introducing Catspaw to the girl will throw

S/ him - he believes that she is the one he’s
& looking for and will suggest taking her
¢ (whatever condition she's in) to Clouds
& where Valeria will be able to look after her.
=<4 Although Valeria will recognise her, how-
¢, ever, she is not the one she is looking for;

% she will offer to take her under her wing and
return her to good health (she is a good
business prospect).

K. Clouds
Clouds is a house predominantly frequented
s, by merchants and other gentlemen of {
A means: itis expensive and select, the girls of
& / the house being learned in many foreign
&t arts. Lady Valeria, the owner, has a keen
9 cye for a promising girl and will often help
one get a start in the time-honoured profes-
4 sion, content with the knowledge that the
® money spent on training will be more than
repaid in years to come.
Such was the case with Lyana, a girl she
%t found huddled in a backstreet doorway
g some two months ago. Recognising a
. ‘natural’, Valeria undertook the task of
{ training her personally. and after only a
% month, Lyana had picked up all the neces-
4 sary skills and manners to be unleashed on
&, the clientele. Most of the girls of the house
it have taken a liking to her and are upset at
her sudden disapperance - itisn’t like her to

BEYOND THE SHADOW OF A DREAM

disappear without telling someone where
she’s off to.

Valeria is extremely concerned for her
safety - no-one disappears completely with-
out trace, evenin a city as large as this one.
Valeria's contacts have been unable (or
unwilling) to talk and she has a number of
favours from friends to get them out on the
streets searching for her (eg Catspaw). She
will be happy to give the characters any
information they require concerning the girl
if they are likely to be able to find her.

The only thing that is unusual about
Lyana’s routine is that she almost appeared
to lead a double life - disappearing in the
early evening for up to two hours - Valeria
suspects that she has found a young gentle-
man who she favours but has yet to bring up
the subject with her (she believes in giving
her girls some element of freedom and pri-
vacy). Certainly she has a winning way with
her customers - many of whom say that she
has a strange charm, something that makes
them forget the cares of the world. At all
times, Valeria will refer to Lyana as"Fern’ -
her *house’ name.

Valeria, is still considered attractive by
many of her admirers: she is of average
height. slim and brunette. greying slightly.
She is a shrewd business woman with many
contacts throughout the city: crossing her
would be very dangerous indeed!

Valeria: (D&D)LVLO, ACI10, HTK3.
(FF) Skill: 6, Stamina: 10.

L. RHANDAL’S HOUSE

Situated between the thieves’ quarter and
the bazaar is Rhandal's house - a large,
impressive stone house originally built for a
merchant, but now used as a headquarters
for Rhandal’s respectable activities. Some
traces of its former glory still remain - white
marble pillars support the porch. and gold
ornaments still adorn the solid oak doors.
Characters may find themselves here either
as invited guests or as ‘prisoners’ after
losing their first encounter with Rhandal.
Once at dinner, Rhandal will put his full
proposition to the characters.

Since both parties have an active interest
in the storyteller, Lyanarus, (otherwise the
party would never have followed him in the
bazaar), he will reveal what he knows.
Lyanarus has been running the gauntlet of a
number of gangs by making large hauls
from reputable (and sometimes ‘protected’)
merchants, thereby taking away revenue
from the gangs and upsetting some of their
clients who, understandably. thought them-
selves now protected from such crimes.
When last heard of, Lyanarus was being
held by one of the gangs who wish to find
out his secrets - presumably for their own
benefit.

What Rhandal lacks is adequate man-
power (of reasonable fighting ability and
bravery - he will stress the latter) to attempt
a rescue mission against the house Lyanarus
is being held captive in. He would
appreciate more information about the
storyteller - in case they have any other per-
tinent facts. Rhandal’s statement about
manpower seems to be true - all he will have
in the house are the ‘friends’ the party will
have already encountered in the bazaar plus
one proper bodyguard. For taking part in
the mission. Rhandal will be prepared 1o
pay well for the party's help, although his
funds aren’t limitless.

If the party accept. Rhandal will suggest
that tonight 15 as good an opportunity to
strike as any - any later and the gang may

_provide a guide (also a very good

Y

well move their captive. Rhandal will also

‘locksmith” should the party need help get-
ting in!) to take them to the house he
believes the storyteller is being held in. He
will, however, request the minimum of
bloodshed since some of the servants are in
his pay and he doesn’t want to lose his care-
fully built up spy structure! The characters
should bring their captive back to Rhandal’s
house.

Should the party refuse Rhandal’s kind
offer then they may as well find themselves,
at a later date. pursued by a number of
assassins - they may have learnt too much in
this encounter!

Rhandal’s Motives

Rhandal, being a rival gang leader (although
he has a good outside cover as a prosperous
merchant), would quite like to see Kyan
overthrown or humiliated over Lyanarus.
Kyan is a relatively unimportant gang
leader who has been a thorn in the side of
Rhandal’s operations for a number of years,
and Rhandal is not best pleased to find that
Kyan has stumbled upon such a unique and
clever thief (albeit not co-operating as yet).
Rhandal has been tailing Lyanarus himself,
making an earlier, but abortive, attempt to
capture him. The engagement Rhandal has
in mind is as a competent thief in his organi-
sation, rather than a storyteller.

House Staft

The three thugs. the bodyguard and
Rhandal are, like the party, apparently
unarmed, although each has a knife con-
cealed very carefully about their person -
they have a distinct distrust of new acquain-
tances. The thugs’ stats are as they were for
the bazaar encounter.

Body%uard: (D&D) LVL2, ACS,
HTKI11, Fighter, sword.

(FF) Skill: 9, Stamina: 18.

M. HOUSE OF KYAN

The house Rhandal’s guide will lead them
tois a dilapidated wooden construction nes-
tled deep within the thieves’ quarter of the
city. The guide is wary on the approach to
the house and seems to be scanning the dark
valleys and shadows for possible spies and
lookouts, although he sees none. At the
main doors (since Rhandal predicts that a
“direct” entry will not be anticipated by the
devious minds of the thieves) the guide
stops and makes ready to leave, agreeing to
meet the party in 30 minutes just around the
corner. (If required. he will pick the lock on
the door to allow the party to get in easily).

1. Hallway. Behind the doors sits the
slumbering form of one of Kyan's guards -
listening at the doors beforehand will regis-
ter a gentle snoring sound (D& D: Listen;
FF: Luck). A noisy party has a2 in 6 chance
of waking the guard cach minute they are in
the hallway. Sleeping, he will be no prob-
lem to deal with, although awake, he could
bring the whole household down on the
intruders.

Bodyguard: (D&D)LVLI, AC5, HTK6,
Fighter, sword.
FF) Skill: 8, Stamina: 12,

2. Library. Little used, the array of
shelves mainly empty, and the solitary desk
and chair are covered with a thin film of
dust. The three drawers on the desk are
locked (out of habit) but are empty, and
those books on the shelves are mainly of a
trivial nature - local history, customs and
the like.
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MAP 2: Kyan's House

BEYOND THE SHADOW OF A DREAM
Kyan's House: st Storey

3. Dining Hall. The main feature of this
otherwise plain room is a large table around
which are arranged twelve chairs. A large
locked chest contains cutlery, tablecloths
and china, otherwise there is nothing of
value.

4. Kitchen. At night, the kitchen dou-
bles as the sleeping quarters for the servants
of the house, of which there are ten. Enter-
ing the room without due precautions has a
5 in 6 chance per minute of disturbing a
sleeping servant who will then proceed to
raise the alarm. None of the servants are
particularly brave, however, and will be
unwilling to fight,

5. Pantry. A well provisioned room
containing a large supply of foodstuffs;
steps from the room lead down into the cel-
lar.

6. Cellar. Aniron grilled door shuts this
section of the house off from the pantry,
although it is unlocked. The rusty hinges
will screech noisily unless attended to when
the door is opened. Beyond, the cellar
shows signs of sporadic use - as if the racked
wine is for show rather than everday use. A
fine film of dust lies on the floor and the
wine racks.

A search party of the cellar will (D& D: as
secret doors; FF: Luck, penalty of —2) give
the feeling that something is wrong - the
dust isn’t natural, and another successful
search (D& D: as secret doors; FF: Luck)
will reveal that one of the racks is filled with
lighter, wax bottles, the rack sliding away to
reveal a small trapdoor. A tiny serap of grey
cloth is caught between the door and its
frame. Listening, faint sounds of movement
can be heard below,

7. Cell. Opening the trapdoor will
reveal a darkened room and a shaky ladder
leading downwards. The only inhabitants
the players will be able to see are a pair of
large rats who will run into their hole
beneath the bed (which is the only piece of
furniture in the room). The cell shows signs
of recent use - almost as if it has been vac-

" ated an hour or so beforehand.

Lyana, the woods vampire, is still present
in the cell. From the noise above, she has
deduced that whoever is investigating her
prison is someone other than her captors
and has used her natural ability to turn
invisible, ready to escape from the cell if the
above trapdoor is opened (following inves-
tigators out where necessary).

8. Landing. Like the hallway, a guard
has been posted, seated at the top of the
stairs, and in an equally alert state of mind
as his companion below. He sleeps more
lightly, however, and there isa 3 in 6 chance

of him waking up if the party is too noisy.

Should he awake, he will warn his master
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and then feign sleep. hoping to gain the
initiative if approached.

Bodyguard: (D&D) LVLI, AC5, HTK7,
Fighter, sword.

FF) Skill: 8, Stamina: 10.

9. Study. A smaller, more used room
than the library, although quite spartan in
its furnishing. A locked drawer in the desk
contains a seal of unique design (used by
Kyan to mark official business).

10 - 12. Bedrooms. All ornately fur-
nished (with stolen goods), these appear to
be in constant use {tl%ey are guestrooms for
Kyan's business associates),

13. Kyan’s Bedroom. Kyan is a particu-
larly light sleeper and the slightest noise
from outside the door (or windows) is suffi-
cient to alert him. He will have readied a
crossbow to fire at the person to enter his
chamber, the bolt being tipped with poison
(D& D: hits at Kyan’s level of ability, save
vs poison or die; FF: Luck to avoid or die).
If drastically outnumbered he will attempt
to flee, preferring a window exit and escape
across the rooftops.

If the party are few in numbers or weak,
then he will stay to fight or parley. He
knows the storyteller is in his cell, but if he
has escaped, this will be a shock, especially
since he will be unable to work out how.
Perhaps someone else has set her free?
Kyan: (D&D)LVL3, ACI10, HTKS,
Thief, sword, light crossbow.

(FF) Skill: 9, Stamina: 19, Luck: 9.

FINALE

Lyana. deciding at last to reveal her
‘powers’ since she can see it as the only way
out of her predicament once Kyan's true
motives behind her capture were revealed
carlier that evening. Again she will have
disappeared under unusual circumstances.
She will return to Clouds. suitably “bat-
tered’, claiming that all has gone wrong -
her lover has betrayed her and she would
like Valeria to take her back into the house,
with the promise that she won't make the
same mistake again. Valeria will, despite a
few misgivings, accept her. Aftera week or
s0, perhaps even the storyteller may reap-
pear at The Seal after having to rush away
on some important business. Catspaw, after
a few days, will be able to inform the players
that the missing girl has returned, and
perhaps they could now use his assistance in
their problem . . .

DM’s Background - Lyana

Lyana is a woods vampire who has been
drawn to the city by some of the dreams that
a recent encounter provided. Initially lost.
she has taken shelter in Clouds. although
she finds the atmosphere limiting. With her

AR EANEAY ?p")

natural talents, she is able to intercept the
dreams and worries of her merchant
customers and find out their secrets, and
whilst they are left believing they are enjoy-
ing her favours. Lyana has left Clouds to
raid their houses, stealing choice items of
jewellery and the like. Additionally, the
number and burden of the dreams she feeds
on have had to find an outlet, something she
hasn’t had to cope with before. Disguising
herself, she has taken on the role of a much
travelled storyteller, adding the masculine
ending to her name for convenience.

Her thievish activities have warranted the §s

attention of a number of gangs of thieves
who see her as a threat to their livelihood
who must either be eliminated or instructed
as to the proper ways of the city. With this
in mind, a number of gangs wish to seize this
impudent storyteller/thief for their own
benefits.

As far as all parties are concerned, itis
Lyanarus, womaniser and thief who is
responsible - even Rhandal and Kyan are
unaware of Lyanarus’ true identity.

Lyana: (D&D) ACS, HTK17, HD4.
(FF) Skill: 4, Stamina: 22, Luck: 12,

WOODS VAMPIRE
AC: 5

Hit Dice: 4

Move: 1207 (407)

Attacks: special

Save as: Fighter9
Treasure: Nil

Alignment: Neutral or Good

The wood's vampire is a peaceful, intelli-
gent creature native to woodlands, where it
helps to sooth the fears and anxieties of
many other woodland beasts. 1t appears as
a beautiful human female. although is often
mistaken for a youthful man. It lives off the
thought patterns of other beings, absorbing

" them and adding to its experiences and

knowledge at the same time. It is prone to
preying on travellers who rest in its wood
since they provide a rich source of dreams
and experiences - wild fanciful excursions
which appeal to its senses. Being shy. it
rarely encounters the majority of the human
race, although the dreams it feeds off some-
times fire it into visiting villages.

It is reluctant to attack, defending itself
with only that which is handy, plus, when
suitable, its natural abilities of charm per-
son, invisibility, remove fear, resist cold and
cure light wounds, all of which may be used
twice per day. Exceptionally acrobatic, it
has thievish abilities equal to those of a thicf
of its hit dice. The naturally charismatic
qualities of this creature hold some sort of
spell over others and woods vampires make
good orators. [
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So cARMINE SEIS OFF OV HIS Lkang
AND ARCUOUS  TOURNEY — WITH HiS WOMBAT [5G
AS HIS ONY' caMPANION...
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Earth Wood

GAMES Game Eighteen Starting Shortly!
THE MAJOR AMERICAN PLAY-BY-MAIL GAME

EARTHWOOD has been running for over 3 years in America and currently has over 2,000 players.
KJC Games has been granted the exclusive right to moderate this unique computer mod\erated Play-
By-Mail game in the UK. Twenty-five players compete to control all the cities of Earthwood and be
the ultimate ruler. A typical game will last about 18 months with the first knockouts after six months.

Each player is either a king of a fantasy race or a powerful charismatic character in this world of
conquest and sorcery. Your character or king controls several groups each of which is totally inde-
pendant of each other. You can recruite NPC trolls, wildmen and others into your service or even
control powerful creatures such as dragons or giant spiders. Your characters may also control or capture
cities, upon which you can spend gold to improve security, increase your workshops production, build
defences and maintain or enlarge your army. With gold your wizards can undertake magical research to
increase their power and knowledge and thus aid your armies in battle. Spies can search out enemy
strongholds, attempt to do acts of sabotage, theft, and assasination. These are just a few of the options
available to a player in EARTHWOOD.

EARTHWOOD is completely computer moderated but the turn sheet and replies are written in plain
English so that you can easily understand them. No need to look through complex charts and code
books to understand this game.

THE LARGEST PBM GAME IN THE UK

‘A Play-By-Mail game with a D&D flavour’
‘Undoubtedly, CRASIMOFF’'S WORLD is a highly worthy game. It has
been running for several years now and has a large number of players.
Compared to others of its kind it is not expensive and it goes out of its
way to encourage communication between players. | found the initial
scenario interesting, and the world lived up to this initial promise. The
fact that they are hand written merely testifies to the immense amount
of effort put in by the GM. So, with its regular newsletter, Crasimoff’s
World is a friendly, efficient, and relatively cheap game to play, and if
you wish to try a commercial PBM game with a distinctly D&D game-ish
flavour, | would unhesitatingly recommend it.’

As reviewed in lM.AGINE 18

Crasimoff's World is human moderated so as to allow players greater

flexibility in response. There are hundreds of tokens detailing everything t )

you can see, encounter, and acquire from detailed descriptions of towns be joined for £5.00 For this you

to the workings of a spell. receive the rulebook and registration
form, set up sheets and first three

turns. Future turns are £1.50 each.

European readers: Only CW, rates

I wish to enral in uﬂme as UK.
[CIcrasimoff's World ]Earthwood
| enclose cheque/PO payable to KJC Games for the value of £ ...

Earthwood or Crasimoff's World can

Whether you join one or both our
games KJC GAMES GIVES YOU:

GOOD VALUE FOR MONEY
A FAST & EFFICIENT SERVICE
AND MOST IMPORTANTLY, THE

return to:
BEST GAMES

KJC Games, 5 Vicarage Avenue, Cleveleys, LANCASHIRE. FY5 2BD.

Please mention White Dwarf when replying to advertisements




Dear
You have a very DO _
Could you use smaller type on this page
to get more letters in? At present there
are not enough letters printed, but at

least you print all of the letter as
opposed to chopping it up,

| would use Fiend Factory monsters
for exactly the reason Alan Steele
[WD57] gave: interest. It is far more
interesting for the players and the DM if
the party come across something that
they don't know how to deal with. It is
possible to generate interest with trolls
running sweet shops (novel enough?),
but most parties prefer at least a
semblance of sobriety amongst the
DM's gems of humour.

As for giving too much room to
RuneQuest, | don't play it very much
myself, butl know it's agreatgame, and
if Altea the Enviable (cringe,
pseudonyms) doesn’t agree then | think
he/she should investigate the game
properly.

Could you print full names and
addresses of people in the Letters Page
when they write in? This way, if anyone
wishes to enter into personal correspon-
dance with the writers then they can do
so. Makes sense you know.

Yours,

Jez Keen
PS. This is a pseudonym. My real name
is Matilda the Dwarf.

Addresses are usually witheld for
reasons of space and to keep the
interesting letters in Dwarf - otherwise
the Letters Page would get very boring!
Raising the point of pseudonyms is quite
topical: without a genuine name accom-
panying a letter it will not be published -
Altea, please take note. -Ed.

Dear WD,

| have been playing fantasy role-
playing games for a year and a quarter
now, and | have been reading the Dwarf
since issue 52. The magazine has got
better since | first started reading it

fy y PP

The Castle of Lost Souls adventure
was not worth the paper it was printed
on. [fanyone was so desperate forasolo
adventure they could go to almost any
shop and buy a good solo adventure like
the Lone Wolf series. I'm inclined to
agree with Stephen Saunders [WD59
Letters] about the low standard of Castle
of Lost Souls.

Another criticism is about the Ninja
character class. A good idea if you're
going to make a character class, why not
make it exciting and cover it in a lot of
detail? But hopefully you will listen to

LETTERS

io I've seen are
j iting adven-
tures of the 1st- characters. Why
not the occasional 15th level scenario?
Any why not another really good
scenario like Irilian - having seen my
friend's copies | think it is excellent.

Yours,

Lolth's most devoted follower and
fanatic.

Advance results from our readers sur-
vey shows an overall favourable reac-
tion to solos like Castle of Lost Souls.
However, we will be making future ones
shorter which should appeal to
everyone! With three issues background
to the Ninja class, I'd have thought that
the topic had been covered in more than
enough detail - perhaps the less rigid
format doesn 't suit everyone. Watch out
for the complete Irilian in Best of WD
Scenarios Ill! -Ed.

Dear WD,

Congratulations on your Letters page!
Referring in particular to the criticisms of
Tabletop Heroes and the concerned
Messrs Chalk’s and Dever's honourable
efforts to defend themselves, it is cer-
tainly fulfilling its purpose.

Althou?h Ithought MrMayson's letter
rather unfair and destructive (didn't
everyone), it provided incentive for
reader's to write in and express their
own opinions and as a result some use-
ful ideas have arisen. This seems to me
to be the real purpose of a letters page:
not just as something through which to
print words of praise but also to make
sug?estions as to how to improve the
quality of the magazine.

Would it not be a good idea to print a
future article pertaining to the subject of
miniature figure photo?raphy as put for-
ward by Nigel Espley of Dudley? It would
also be very helpful to beginner
enthusiasts to printreaders’ own efforts
at figure painting and photography and
thus, as well as providing a refreshing
difference, show the varied styles and
methods employed and give a broader
picture of the hobby. Let us see some of
this continual talk put into practice!

Aside fromthis all | can say is 'keep up
the good work’ and if you have accessto
‘colour printing facilities’ you might as
well flaunt them!

Yours hopefully,

Alex Woods, Haileybury.

Dear WD,

| have seen new character classes
being published in your magazine and |
think that some of them are very good

butthey all have a great disadvantage.. .
most DMs refuse to conduct games that
are going to drift away from the rule
books.

Can you publish something that tells
strict DMs that Gary Gygax is not the
‘most high God.’

Yours,

Christopher Vellacott, Ripley.

Although WD prints a large quantity of
useful material for gamers, it is up to
individual DMs to decide whether or not
to use it in their game. Don’t work on
Gary, try your DM instead! -Ed.

Dear WD,

After | have defended Joe Dever and
Gary Chalk, | am now setto go overonto
the offensive (and | use the word in both
senses). First there was the Mazes and
Monsters film, then came the horrible
plastic D&D dolls, and then, horror of
horrors, there appeared a blight even
more terrible: The Dungeon & Dragons
Cartoon as featured by the BBC on Mon-
day afternoons. Neither TSR nor Gary
Gygax were responsible for the first of
these nasty pieces of work, but as for the
other two, well! Come on fella’s, how
could you?! Yes, both the plastic dolls
and the cartoon are officially TSR-
approved, while the Big G himself is
involved with the latter!

It is bad enough that us role-players
are accused of being devil-worshippers,
dabblers in the dark arts, and nutters
who don’t know fantasy from reality,
without us being seen as mindless fools!
| mean, what are people going to think
when they see Dungeon & Dragons
linkéd with a group of assorted Ameri-
can teenagers running around fleeing
from everything from bullywugs to
Tiamat for the amusement of young TV
viewers? Thisis, of course, ontop of the
appearance of ‘Strongheart the Paladin’
and his bendy pals in the toyshops
across the country with Official Dun-
geons & Dragons or something very
similar emblazoned across every pack.

Quite obviously itis an attempt to reap
in the shekels as the fantasy scene con-
tinues to boom. You can almost hear it:
‘Get ‘em while they're young, heh, heh,
heh!’. Of course there is the chance that
those youngsters playing with the
bendy toys and shouting such things as:
‘Stab, stab, you're dead’ are eventually
going to want to try the ‘real thing’ at
some stage. But there is also the chance
that others are going to see the same
thing and bracket this together together
with proper RPGs and condemn them
out of hand. | freely admit that when |
first saw students of 20+ years.of age
playing AD&D|thoughtthey were potty.
Yet lam now hooked on the game since
| was properly introduced and be‘sause |
had the opportunity to try it out. Others
are not so fortunate; all they will sée are
the toys in the shops, the cartoon,iand
the various modules, etc.

So, please, can’t we FRPers be rep-
resented in a more favourable light?
Otherwise we're going to be labelled as
‘childish cranks’ as well as ‘dangerous
cranks’. And don’t you RuneQuest and
Call of Cthulhu bods laugh, your turn will
come!

Paranoically yours,

Nigel Espley, Dudley, West Midlands.
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THE DARK 1

In order to play this Fighting Fan-
tasy solo game, you will need to
either know the rules or have
access to a Fighting Fantasy game
book. Also you require a pencil,
rubber and two six-sided dice.

INTRODUCTION

You are Corwin Calbraith, adven-
turer, knight, son of Cormac, Duke
of Skeln and a prisoner!

For the past three years you
have fought at the side of your
King striving to wrestle the Holy
Chalice from the clutches of the
heathen. The King lies wounded
and exhausted, his coffers empty
and his followers dispirited and
scattered. His dream in tatters, the
chalice must wait for deliverance.

You left your lands supremely
confident that your friend Evald
Senskell would protect and
administer them in accordance
with your wishes. Three months
ago you returned home. Your
lands seemed strangely silent,
your people sullen and oddly
inconspicous. As your retinue
dwindled, tales of black clad
troopers rounding up all those
who opposed the new Duke of
Skeln began to alarm you. Speed-
ing to your hilltop castle you find
strange grey creatures there to
greet you. Realising that resis-
tance was useless, they escort you
to a cell at the top of the highest
tower in the fortress.

There you have languished,
confused and bewildered.

You must escape to free your
lands and people; as days go by
you grow weaker and must there-
fore act with all speed. Go to 1.

« Asyoulie onyour

= rough bed in the unlit
cell, your mind ponders over the
possibilities as to how you can
escape, you have no weapons or
armour, nor coins with which to
bribe the guards. A routine has
been established, a single guard
comes up through the trap door in
the floor at daybreak and night fall
with not too appetising food and
a very cheap bitter wine.
You have three options:

Do you attempt to overpower
the guard on his next visit, turn to
67.

Do you begin to knot together
your bedding in the hope that it
rraiil reach a lower window, go to

Or do you start to prise up the
wooden planks of the floor of the
cell, turn to 91.

2 « Inyour precipitous run
» you startlethe horses,

the racket could be heard a mile

away. Do you run, go to 41 or do
you try to find Aryl go to 20,

3 « Ifyouhave aswordgo
« t022, otherwise turn
to 94.

4 « Ifyou are mounted go
« 1012, ifyouare on foot
turn to 34,

« Verybrave! Add 2to

= yourluck - you swing
into the window and land on the
staircase, a torch is near you,; tak-
ing it you survey your next prob-
lem, the descent and successful
escape from the tower itself, go to 6.

« Youwalka few more

= steps, and then light
begins to fill the stairwell below, a
couple more and another door-
way is in front of you, three hide-
ous humanoids sit around a table
eating, drinking and playing a
very noisy game of cards. Do you
storm in like a hero of old, go to
89. Or do you creep in like a thief
(or a wise man) turn to 53.

« Yoursensestellyouthat

= youare notalone-
a head pops up from behind a suit
of armour; you recognise Julian,
one of your old servants. He looks
relieved to see that it is you, and
beckons you to him. Informing
you itis dangerous to stay here he
suggests that you follow him to
the servants quarters; do you fol-
low him 13, or do you decide that
itis too risky to stay in the castle
an; longerthan necessary, turnto

-h
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« Winding yourway up

= thehill you see the
woods ahead of you. Below, the
road to the village curves away
into the distance. Will you head
into the woods, go to 81, or will
you descend to the road and ride
for the village, turn to 79.

« Theguard'sswordis

= outstretched in his
hand, testagainst your luck to see
if your kick is accurate. If you are
lucky, go to 103. If you are unlucky
turn to 70.

1 0 « Thetrollsare moving

= towards you now, being
mounted you have an advantage
add 1 to your combat skill:
1stTroll: Skill: 7; Stamina: 7.
2nd Troll: Skilf: 6; Stamina: 8.
If you win go to 61, if you fail turn
to 24.

1 » Theguard hasthe

= sword: do you lunge at
him, turn to 28. or do you give up,
go to 35.

1 2 « Youmustfightthe

» trolls, you are mounted
so add 1 to your combat skill:
1st Troll: Skill: 7: Stamina: 7.
2nd Troll: Skill: 6; Stamina: 8.
If you win go to 61, if you lose go
to 24.

1 3 « Youfollowthe old man
« through familiar
passageways, down into the
bowels of the castle. Julian
unlocks a small door at the end of
the kitchen and enters a room.
The room has two beds, he offers
you a seat and pours a glass of
fine claret, and begins ta recount
the history of the past three years.
‘Senskell began his regency
well enough, little changed for
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nearly a year, until reports of
Barnak, the brigand chieftain
began to filter through to the
castle. Barnak's men had been
raiding the borders of the king-
dom, carrying off valuables, steal-
ing cattle and kidnapping people
for the slave trade. Senskell sent
off patrols to curb the attacks -
none came back, so he senta mes-
senger to Barnak to talk about a
treaty. Barnak surprisingly
agreed, so Senskell invited him to
seal their pact with a feast at the
castle. In the early hours of the
morning whilst everyone slept off
the excesses of the night before,
Barnak's creatures crept into the
castle, captured Senskell and
slaughtered anyone who put up
any resistance. Barnak has been
in control ever since.’

Deciding that it would be imposs-
ible to face Barnak on your own,
do you decide to escape through
the secret passageways that
Julian knows, go to 71, or do you
wish to take Aryl with you, escaping
through the gate, turn to 40.

1 4 « Thecreatureslie dead,
« they will never finish

their card game, pity, one of them
had a good hand! Grabbing some
food and thrusting it into a pouch
you swig at a bottle of tepid wine
and rush for the door, beginning
your descent to the outside world,
turn to 15.

1 5 » Looking quickly around

« the courtyard appears
to be deserted, which way will you
run? Straight for the gate, go to
49, Towards the armoury to get a
decent blade, turn to 66. Head for
the stables to find your steed Aryl,
goto17.

1 « Having attempted one
« of your options and con-
sidered it too dangerous, you
decide to sleep on it and make up
your mind tomorrow, go to 90.

1 « Thestables are at the far

« end ofthe courtyard;
running in short spurts, listening
intently for the slightest noise,
you hear the familiar sound of
horses. With luck your steed Aryl
will be there. Do you rush into the
stable, goto 2, or do you carefully
enter the stables prepared for
action, turn to 85.

1 « Grabbing a weapon,

« you feel that you are not
are not alone; turning you see a
shadowy figure in the room. Do
you strike first and ask questions
later, go to 59, or do you stay your
blow, turn to 72.

1 « Strangely the trolls do
« notmovewhen you run,
they seem only to be able to move
within a limited area, lucky you!
You need a weapon, do you go
to the armoury, turn to 43, or do
you run into the hut on your left,
go to 63.

20 « The horses are obvious-
= lyscared, they beginto
quieten when they realise that
you mean them no harm. Aryl is
proudly tethered to the rear of the
stalls, his forelegs rhythmically
pounding with the pleasure of
seeing you. Taking him gently by
the muzzle you lead him to the
courtyard. A yapping dog is
bounding towards you. Do you
mount Aryl now, go to 69, or do
you try to ward away the dog on

foot, turn to 3.
2 1 « Gaintwo luck points.

« Thetrolls fade into the
shadows behind you as you race
across the drawbridge and up the
hill in front of you. It is not too
steep and you manage to travel a
fair distance before stopping to
regain your breath. As you rest
you see a faintlight off to your left,




which appears to come from a
hole in the ground. Since there is
no immediate danger you go and

investigate it, go to 88.

2 . Thedog skids to a halt

» infrontofyou-it

whelps as you swing your sword
round to face it. Do you strike at
the dog, go to 29. or do you stamp
your foot on the ground, turn to
42

23 . Closing your eyes you
s jump, landing heavily
on the staircase; there is a torch
within reach, and holding it, as
you get your breath back, you can
see the stairwell disappearing
below into the darkness, go to 87.

24 « Graduallythetrolls

« forceyouintoacorner,

unexpectedly a blow from a club
floors you. Blackness shrouds
your mind; the hideous sight of a
grimacing troll is the last thing
you ever see. Youradventure is at
an end; perhaps some other hero
will deliver your people from this
terror that has befallen them.
Even the King, when he hears of
your death, may shed a brief tear
for you.

25 « Like a great storm Ayrl
« thunders out ofthe
darkness. In the distance strange
loud curses ring out from the
direction of the castle. Presently
he is at your side and carefully you
mount him. Do you head for the
woods over the hill, go to 58.0r do
you ride towards the road, which
isthe quickest route to the nearest
village, turn to 79.

26 « Thetwotrollsturn,
» they havelarge clubs
if you do not have a weapon, run
to 19; if you have, goto 4.
2 « Thesword has struck
= youinthearm,lose 1

Full
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stamina . Do you decide to con-
tinue your attempt, goto 78. Or do

you give up, 35

28 « Theguardisratherun-

« balanced - you must

test your luck, or you run the risk
of being impaled on his out-
stretched sword. If you are lucky
goto 27. If you are unlucky turn to
84

29:
fight it:
Dog: Skill: 4; Stamina: 5.

If you win go to 62, if you lose turn
to 44,

The dog is within strike
distance, you must

30 . Thereisnotimetoget
= tothe sword before the
guard rushes at you. Fighting him
barehanded temporarily reduces
your combat skill by 2.

Guard: Skill: 4; Stamina: 5.

If you win go to 50, if you fail go to

68.
31 « Mounting Aryl quickly
» you spur him towards
the gap between the trolls. Throw
dice, if you throw an odd number
goto57,ifyouthrowaneventurn
to 12.

32 « Youdecidetojump;

« testyour luck, if you
are lucky go to 23. Otherwise turn
to 74,

33 « Spurring Aryl, you head
« towards the gate, two
large grey-skinned warriors stand
rigidly there. Testyour luck to see
if they have spotted you. If you
succeed go to 98, if you fail turn to
31.

34 « Youmustfightthe
« trolls:

1sttroll:  Skill: 7; Stamina: 7.
2ndtroll: Skill: 6; Stamina: 8.

if you win go to 65, if you lose turn
to 24.

35 « Theguardsnortsand

» turns; throwing your
food and wine to the floor he
retreats toward the trapdoor, low-
ers himself and disappears, the
bolts reluctantly snap closed and
you are alone again, go to 90.

3 « You hitthe wall of the

» tower heavily and lose
grip, mercifully death takes you
before you hit the courtyard
below. Unfortunately your adven-
ture is over, hopefully some other
hero will save your people and
perhaps the King will remember
you with fondness when he hears

of your death.
3 « Thecourtyard is still
» silent. You can make for
the armoury, turn to 101, or head
toward the gate, turn to 86.
3 « Leading Aryl across the
» courtyard you see,
dimly, two large figures in the
flickering light of torches. Do you

decide to mount Aryl, go to 33, or
do you approach the figures more

closely, turn to 54.

3 « Theframe offers little

= resistance to your blade

and falls softly on the ground.
Taking a torch you inspect your
victim, recognising the corpse of
one of your old servants and
friends, Julian. Holding back your
emotions you curse yourself, but
still you are wary of your danger-
ous predicament. Do you walk
back into the courtyard, go to 40,
or do you decide to use the tun-
nels under the castle and leave

Aryl, goto 73.
4 « Standingrigidly at the
» gateare two large grey-
skinned trolls, do you spur Aryl
forward, go to 100, or do you
decide to fight them, turn to 10.
4 « Running outside you
= see adog bounding to-
wards you, teeth bared and bark-
ing loudly. If you have a sword go
to 22, if not turn to 94.
4 « Thedogbarks once,
= spins around and disap-
yelping into the darkness, do you
go back to the stables, goto 85, or
do you head for the gate, turn to
86.
4 « Yourunacrossthe
» courtyard andintothe
armoury, if you have been there
before go to 96, if not, turn to 66.
4 « Thedog leaps seizing
» yourthroatinavicelike
grip. And quickly tears you to
pieces. Your quest is at an end -
perhaps some other hero may
save your people, and maybe
when the King hears of your death
he will shed a tear for you.
4 « Thefiguresontheroad
« are very close now, as
you narrow the distance from
them one shouts, ‘Stop or we
fire!' Do you pull Aryl to a halt, go

to 83, or do you steer him off the
road, turn to 46.

A Fighting Fantasy
solo adventure
by Jon Sutherland
and Gareth Hill.

4 » Youduck as crossbow

= quarrels whizz past
your head, Aryl taking you quickly
out of their grasp, turn to 81.

4 « You hold the sword:

= with the power you feel

having a blade in your hand after
so long, your courage returns to
you, add 1 to your luck, the guard
is backing away, quickly you
lunge at him and run him through.
He falls kicking and screaming
and you put your hand over his
foul mouth to quieten his dying
oaths when he is still you wipe the
blade on his tunic and prepare to

leave. First stage accomplished,
now you must descend the stairs,

go to 93.

4 « Asthe bedding runs out

» yourealisethat once

you have secured the makeshift
rope to the bedpost you will have
barely 20 feet from which do
dangle in the hope that there is a
window below. Do you bravely
begin the descent downwards, go
to 56, or do you think the venture

too risky, turn to 16.
4 « Therearetwo large
« shadows visible in the
flickering torchlight, the draw-
bridge is down, do you rush
around the corner towards the
gatehouse, turn to 92, or do you
peek around the corner and get a
better look at the opposition, goto
104,
5 « Theguard lies dead at
= your feetits face looking
even more hideous in death, you

take his sword and climb through
the trapdoor, turn to 93.

5

fail 36.
5 « Gaintwo luck points,
= thetrolls are unable to
react fast enough. Gradually the
figures fade into the shadows as
you thunder across the draw-
bridge. Riding fast you head up
the hill ahead of you, go to 80.
5 « Testyourlucktosee if
s youcancreep pastthe
guards. If you succeed go to 64, if

you fail go to 99..
54 « Asthetwo figures grow
« largerasyou approach,
they stir and head towards you,
trolls. You must mount Aryl now,
turn to 31.

« Testyourluck, if you
« succeedgoto5,ifyou

55 » You have onechance,
« tocutAryl's reins, test
your luck, if you succeed goto 75,
if you fail turn to 77.

56 « Swinging precariously
» thecloth you see awin-
dow some 6 feet to your left. Do

you attempt to swing over to the
window, turn to 51,or perhaps the
idea of dangling from a rope isn't
much fun and you decide to climb
back up to the cell again, goto 16.
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5 « Your horse collides with
« oneofthetrolls, knock-
it over. Spurring Aryl again as he
rears up in terror you speed
across the drawbridge. Heading
up the hill, at the top you dis-
mount, seeing a light flickering to

your left, go to 88.

58 With your father’s blade

« resting againstyour

and Aryl gathering speed as he
races along the rolling terrain, the
woods loom closer and closer. Do
you continue to head for the
woods, go to 81, or do you change
direction and head for the nearest
village via the road, turn to 79.

5 . Theframe offers little

» resistanceto your blade

and falls softly to the ground - tak-
ing a torch you inspect your vic-
tim. The corpse is instantly recog-
nisable as one of your old friends,
Julialj. a servant. Steeling your
emotions you curse your
impetuosity, but realise the
danger that you are in. Taking a

swordyou return to the courtyard,

butthen you remember that there
is a safer route out through the
servants quarters; do you go back
inside and seek a way though the
subterranean reaches of the for-
tress, go to 73. Or do you decide
against leaving Aryl to his own
devices and head back to collect

him, run to 40.
6 « They cutyou down with
« aflurry of blows, you
obviously stayed too long in that
cell, your swordsmanship is far
too rusty. Your people will have to
suffer under the yoke of oppres-

"i i‘“
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sion until another hero can
emerge to take up the challenge to

free them
6 1 You stand exhausted,

» thetrolls hestllltwnch-
ing in front of you. With horror
you realise that the parts you've
hacked off are gradually moving
towards each other; in your panic
you run blindly up the hill outside

the castle, turn to 88.
62 The dog lies dead at

« yourfeet, doyougo
back to the stables, go to 85, or do
you head for the gate turn to 86.

64 « Inthecreatures semi-

« drunken stuporthey are
blissfully unaware of your skulk-
ing progress, you laugh inwardly,
thinking of their hides hanging up
on the ‘'morrow when your escape
is discovered. Crawling through

the door and down the stairs you
escape to the outside world, turn

to 15.
65 Thetrolls lie twitching
= infrontofyou, with
horror you realise that the parts
you hacked off are moving
towards each other; in panic you

run 88.

66 Keeping to the shadows

= you move towards the

armoury. There is no one in sight
and the door is slightly ajar; look-
ing in, the room is silent and
deserted, two torches illuminat-
ing the ranks of armour and
weaponry. Do you enter the room
cautiously, go to 7, or do you
stride boldly over to the racks of
weapons, turn to 76.

67 « Asthesundiesand
» darkness beginsto
shroud the crude room in which
you lie, you sit up and walk pur-
posefully over to the trapdoor.
Putting your ear to the ground you
can hear the clanking of the
guard’s armour as he climbs the
winding staircase from the guard
room below. Abruptly the bolts
slide back from the trapdoor
below you - a lighted crack
appears, and sword first the guard
emerges. Do you lunge at him, go
to 28. Do you try to kick the sword
fromhis hand, turnto 9. Ordo you
decide to do nothing, go to 16.
Blackness surrounds
68 » you,the last moments
of consciousness are consumed
with your futile struggles as the
guard begins throttling you.
Death takes you, and your bid for

freedom 15 over
. Asthedog getsclose

69 « Arylrearsand plunges
and the dog lies dead on the
ground. Do you wish to head
towards the gatehouse, go to 92,
if you think that you need a
weapon, head for the armoury,

101.

70 You miss and fall onto

« theground, asnorting
laugh comes from the guard and
he moves menacingly toward
you. Do you stand up and try to
lunge at him, go to 28, or do you
you decide to give up, turn to 35.

7 1 He leads you down-

« wards; the air is musty
and stale, cobwebs brush against
your face and rats scuttle around
your feet. Julian is silent, concen-
trating on the path ahead until
gradually the descent becomes a
climb. Julian tells you that you are
now beyond the moat, there's an
anteroom at the end of the tunnel.
Inside, from a chest covered with
a perished rug he produces a
heavy bundle and placing iton the
ground, unravels it, Lying there
on the ground is your father's
sword, missing now for many
years.

‘This is Stroma’ announces
Julian, handing it to you. With a
feeling of pride you grasp the
bejewelled hilt. Testing its
balanceitcould have been forged
for you. Strapping Stromax and
the scabbard to your belt, with
tears in your eyes you clasp the
old man who also weeps.

Abruptly you turn about, and
say, ‘I will return.’ Leaving the
room, and lifting the trap door you
seethatyou are at the bottom of a
gentle slope some 200 yards from
the castle.

Goto97.
Suddenly you recognise

72 « theshadowy figure. Itis
Julian an old friend and servant.
Stepping out from behind a rack
of weapons, he utters the word
‘Master’?. He looks very relieved
to see you and beckons you to fol-
low him to the servants’ quarters.
He says that he has something
that you will need. You refuse
politely, saying that Aryl is
tethered outside. He tells you to
look for a light on the hill outside
the gate, before disappearing
again into the darkness. Stepping
outside, do you mount Aryl

immediately, go to 33, or do you

lead him across the courtyard

towards the gatehouse, turn to 38.
7 » Youremember the pas-

» sagesyou used when
exploring the castle in your youth.
Walking through the servant's
guarters, you enter the storeroom
for the kitchens and open a door
atthe end of it, The air is musty
and cobwebs brush against your
face as you begin to descend. Pre-
sently as you trail your hand along
the rough hewn wall you feel
dampness, the moat must be
above you by now. In the gutter-
ing flame of the torch you can see
a room at the end of the passage-
way. Stepping inside, all that you
can make out is a chest covered
with a perished rug; pulling it off
and opening the chest reveals a
bundle. Taking it carefully outand
unravelling the package there lies
your father's blade Stroma; with
pleasure and pride you strap the
scabbard and sword to your belt.
Brushing the cobwebs away from
the exit, you lift the trapdoor find-
ing yourself at the bottom of a
gentle slope. Turn to 97.

7 « Youfalllike astone,

« plummetting down-
wards, the force knocking you out.
You are probably dead before you
hit the ground. Unfortunately
your adventure is over, hopefully
some other hero will save your

people.
75 « Verylucky indeed, add
« 2luck points. Spurring
Aryl around go to 46,
7 « Suddenly a head pops
« uptoyour left, instinc-
tively you grab a sword and rush
to meet the threat; do you strike

and ask questions later, go to 39
or do you stay your blows go to

82.
77 Roughly they drag you
= fromthesaddle, one
sticks his sword up to the hilt into
Aryl's neck. Helplessly you struggle
until the man holding you cuts
your throat. Your adventure is

wer
78 « Theguardis off balance
« -awell aimed kick to the
groin fells him, his sword falls to

the ground. Go to 84.
In a few seconds the

79 » steady clatter of Aryl's
hooves tell you that you have
reached the road. The panorama
of the countryside is covered by
the dense black cloak of night.
Presently you hear the sound of
men on the march in the distance,
a light appearing in the darkness
ahead. Do you continue along the
road, go to 45, or do you veer off
the road and turn into the woods

go to 81.
8 « Asyou ride up the hill
= yousee a faint light off
to your left, which appears to be
coming from a hole in the ground.
Do you dismount and investigate
it,go to 88, or do you ignore it and
continue on your way, turn to 8.
8 1 « Aryljumps gracefully
= overafallenlog. The

pitch black of the woods is even in
sharp contrast to the darkness of




the night. You realise that you will
be safe until morning. Riding on
for a few more yards, you stop
and dismount. Gathering some
leaves for a bed you fall into a fit-
full sleep. This is end of the first
part of your adventure.

82 « Inaflash you recognise
« the shadowy figure, itis
Julian an old and trusted servant
and friend. He looks relieved to
seethatitisyou,andsaysthatitis
dangerous to tarry here. He bec-
kons you to follow him to the ser-
vant's quarters; do you follow
him, turn to 13, or do you decide
that it is too risky staying here in
the castle any longer turn to 102.
8 « Quickly the men run to-

« wards you. Recognising
youthey grab hold of Aryl's reins;
do you draw your sword, go to 55,
or do you surrender, turn to 77.

8 « Theguardcrumples

« under your onslaught
{add 1 to luck) falling heavily to
the ground - you freeze momen-
tarily as you catch sight of his face
in the part-opened visor. His face
is hairy and deeply scarred, a pig-
like snout protrudes from the
helm. He begins to rise, his sword
still on the floor, You must
attempttoreach it before he does,
Test your luck again; if you suc-
ceed go to 47, if you fail go to 11.

85 . Thehorsesarejittery,

« butquietenwhen they
realise that you mean them no
harm. Aryl is proudly tethered
there, his forlegs rhythmically
pounding the floor in his pleasure
at seeing you. Taking him gently
by the muzzle you lead him
quietly out into the courtyard. Do
you mount him now, 37, or do you
slowly lead him toward the
armory, and tether him outside,
101 or do you lead him towards

the gate, go to 86.
8 « Twovery large grey-

» skinnedtrolls stand
trolls stand rigidly at the gate, test
yourluckto see ifthey have heard
you. If you succeed go to 98, if you
fail turn to 31.

87 « Cautiously you descend
= thestaircase, faintly you
can hear a language unknown to
you. Looking through the door-
way infrontofyou, there are three
hideous humanoids sitting
around a table, eating, drinking
and playing a very boisterous
game of cards. Do you storm in,
like a hero of old, go to 89, or do
you creep in like a coward (or a
wise man) go to 53.

8 « Walking cautiously to-

» wardsityou seeatorch
flickering below you. Lifting a trap
door and easing yourself down
you find yourself in a room. Itis
bare, save for a chest covered
with a perished rug. Tearing it
away, you open the chest finding
a bundle inside. Dpenin%it you
see your father's blade, Stroma.
Testing the sword its balance is
perfect and you strap the scab-
bard to your belt, and sheathe the
blade before climbing back into
the darkness above. In a grim
mood you walk to the top of the
hill, go to 97.

89 « Yourushinlikea
» demon, the guardssit
motionless for a second. You will
have to fight them, if you have a
sword use the normal combat
skill, if you just have a torch
reduce your combat skill by 1.
Guard 1: Skill: 3; Stamina: 6.
Guard 2: Skill: 5; Stamina: 4.
Guard 3: Skill: 4; Stamina: 4.
Their skills are obviously
impaired by your surprise attack,
and the effect of their drinking
excesses.

If youwin goto 14, if you lose turn

to 60.
9 » You feel weaker this

« morning lose 1stamina,
you have probably contracted
something nasty from the food or
the rank atmosphere of your cell.
You stay in bed all day, plotting
and thinking. What were those
options again?
Overpower the guard go to 67.
Knot together the bedding and
swing out of the window, turn to
48. Prise up the floor boards and
jump, go to 91. Time is running
out, ifyou don't get a decent meal
and a comfortable bed, you'll
soon be fit for nothing.

. Itisaverylaborious

91 =« task, yourfingers are
bloodied and
swollen by the
time you have
removed
enough to

squeeze through; putting your
head through the hole, you see a
torch flickering some 10 feet
below. Make up your mind
whether to risk the jump or not. If
you decide to jump go to 32. If you
consider it too dangerous, turn to
16.

9 « Twoverylarge grey-

« skinned monsters stand
rigidly at the gate, test your luck to
see ifthey have seen or heard you,
if you succeed go to 98, if you fail
go to 26.

9 . Tentatively you totter

= downto the firstlanding
where you find a torch. Taking it
in your other hand you continue
the descent, go to 87.

9 . Thedog leaps atyou

» and you mustfightit:
Dog: Skill: 4; Stamina: 5.
Ifyouwin goto 62, ifyou lose turn
to 44,

9 « Asyouenterthe room,
= yousensethatyouare
not alone. A head pops up from
behind the suits of armour and
utters one word, ‘Master’. In a
flash you recognise the shadowy

igure. itis Julian an old haunt and

trusted servant and
friend. He looks
relieved to see you
. and says that
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it is dangerous to stay here and
you should follow him to the ser-
vant's quarters. You tell him that
Aryl is outside, he says that you
should look for light on the hill
outside the castle gate, and that
this will be a beacon for you to dis-
cover something that you will
need. Julian disappears into the
shadows. Do you mount Aryl
immediately, go to 33, or do you
lead him across the courtyard
towards the gatehouse, turn to 38.

9 » Grabbing asword you

= emerge from the

armoury once more. Do you head
back towards the gatehouse, go to
12, ordo you go to the stables turn

to 85.

9 « Yourealise that you

« needAryltobeableto

put some distance between you
and the castle by daybreak. Put-
ting two fingers in your mouth
you emit a high-pitched whistle
barely audible to the human ear,
turn to 25.

98 « Add 1toyour luck. The
= twotrolls are sluggish
and startled, you can either rush
past them before they can react,
go to 100, or you can choose to
fight them, turn to 4.

9 « Clumsily you knock over
« empty flagon of wine,
the creatures jump up startled and
grab their weapons, with a shout
they rush toward you, defence is

your only chance, if you do not
have a sword reduce your combat
skill by 1.

Guard 1: Skill: 3; Stamina: 6.
Guard 2: Skill: 5: Stamina: 4.
Guard 3: Skill: 4; Stamina: 4.

If you win go to 14, if you lose turn

to 60.

10 « Stunned, thetrolls are
= unableto react fast

enough to stop you, contemptu-

ously you spit on the ground as

you rush past. If you are mounted

on Arylgoto52, if you are on foot

turn to 21.
1 01 . Tethering Aryl outside
= you enterthe armoury,
the room is silent and deserted
Two torches illuminate the ranks
of armour and weapons. Do you
enter the rooms cautiously, go to
95, or do you stride over to the

weapons, go to 18.
102 « Juliantells you that
« Senskelisaprisoner
himself and that Barnak, the
brigand chieftain, controls the
countryside. Do you decide to
leave the castle through the tun-
nels, go to 71 or do you wish to
take Aryl with you go to 40.
1 0 « Thesword arcs from the
= guard’s hand and with
a clang lands several feet away.
Do you attempt to wrestle the
guard to the floor, turn to 84. Or do
you want to make a grab for the
sword before he does, 30.

1 04 « Therearetwolarge

= greyskinned monsters
standing rigidly at the gate, do
you wish to rush them, go to 98,
or do you decide that you should
head forthe stables, 17, or do you
go to the armoury, 66.0
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Final part of an introduction to Superhero rolegaming
by Simon Burley

With the current increase in the popularity of Superhero role-
playing games, with many being revised and updated, putinto
boxes and expanded, some Superhero Adventure ‘modules’
and scenarios are beginning to appear. However, the offerings
in this field are still more limited than those devoted to other
types of game. A referee looking around for new ideas will
need to find new sources of inspiration.

Luckily, with a bit of thought and conversion, many of the
scenarios available for other games can be used in conjunc-
tion with a superhero campaign; mainly because of the nature
of the comics themselves. In order to produce so many titles
each month the major companies have to draw ideas from a
wide variety of sources to use as story material. Apart from
cribbing as many ideas as possible from Science Fiction
novels and series, most comics feature a Time Travel story
sooner or later, sending their main characters into the past,
future or even into an alternative dimension.

There isn't space in an article such as this to give you
detailed systems for converting from the major Fantasy and
Science Fiction systems to the major superhero games. If you
already have Superworldthis conversion is virtually done for

you and you can use a wide range of RuneQuest back-up mate-
rial without needing to do much waork to prepare. Even if you
don’t have that particular game though, you needn’t worry to
much about changing the systems described in the scenarios.
There is a trend today to put a lot of descriptive information
into the text of a module or scenario and to tag the numerical
details of NPCs and monsters on at the end of a passage or sec-
tion. Itis a fairly easy job to Tippex out ‘5 giant rats; AC5; HDV2;
Dam:1-3 plus disease; HTK 3,3,3,4,5" and insert ‘5 giantrats . . .
and the details of how they would fit into your chosen game
system. Once you've converted a few rooms or encounters,
the rest will come easily, however incompatible the two
systems may seem at first.

What you will need, though, is some idea of how to select
suitable scenarios from the many available and how to fit
them in with the storyline of your particular campaign. This
article contains some suggestions on how to select the most
applicable modules and how to get your heroes into them, out
of them and how to make them relevant to the heroes.
Forthe purposes of discussion I'll assume that most games fit
into one of four main categories: Fantasy (Dungeons &
Dragons, RuneQuest, Chivalry and Sorcery, Dragonquest,
etc), Science Fiction (Traveller, Star Frontiers, Universe, Space
Opera etc), Post-holocaust (Aftermath, Gamma World, The
Morrow Project etc), and Contemporary (Top Secret, Espionage,
Gangbusters, Daredevils etc), Of course these four categories
don’t cover every available game (the piracy ones, for
instance, are excluded) but should be detailed enough for our
purposes.

CONTEMPORARY SCENARIOS

Practically speaking these scenarios are the simplest to use.
They do not require any involvement with time travel or
spaceships and tend to feature ordinary people of the sort
common in Superhero games. Even a Gangbuster scenario
can be updated to the modern day; organised crime hasn't
changed that much in six decades, at |least in the comics.

Unfortunately, the same superhero system would be a bit
boring for the heroes to fight all the time: Al Capone would be
no match for Iron Man, for instance. Also, superheroes are not
noted for their desire to sneak around cautiously, like spies, or
follow long trails of clues, like detectives. They prefer to take
the bull by the horns, which is not suited to many contemporary
scenarios.

Should you want to use a scenario for a game setin thiscen-
tury | would suggest you try to find one which has a clear
objective (eg recovering stolen plans) which can be achieved
by direct means (a head-on attack for instance) and invalves
little detective work or subtlety. It would be more suited to
‘low-level’ heroes (Daredevil, Captain America, Batman) than
the more powerful types (Thor, Hulk, Superman).

WORLDS OF HIGH FANTASY

At first, these types of scenarios may seem unsuitable for
superheroes. Readers of Cerebus the Aardvark, particularly,
might find the idea of superheroes and wizards side by side
ludicrous. However, not only are fantasy themes often used in
the comics (in Iron Man 150, for instance, between Morgan le
Fay's army of Undead and Arthur’s Knights) but more
scenarios are available in this field than in any other. Though
many will be unusable, there will be some adventures which
will suit the superheroes.

As with the contemporary scenarios the best adventures
will feature a set objective which can be achieved in a direct
way, perhaps a magic amulet, stolen by the trolls, which has
to be recovered. Adventures which feature a large number of
monsters or last a long time are not as suited to superheroes.
Similarly, map-making is not part of the super-hero role-play-
ing gamers’ style. They expect to be supplied with a setting
already mapped out, so ‘dungeon’ style adventures are best
avoided wherever possible. High level magicians, demons,
giants, dragons and other legendary monsters make good
opponents, hordes ot goblins and kobolds do not.




DAYS OF FUTURE PAST

Try to select adventures which have set objectives, feature
a lot of short encounters rather than one big ‘dungeon’, hang
together logically and contain a few powerful or legendary
monsters and characters rather than lots of weak ones.

There are many reasons why a group of heroes might be in
the past, or in an alternative dimension where magic works.
One ever-popular lead-in is capture by a mega-villain (usually
Doc Doom) who needs someone to fetch a mystic item for
them. As long as the heroes are trapped in another time with
only the villain's time machine to getthem home, they have to
do as he says. The referee can sugar the pill, however, by mak-
ing the opponents they are forced to fight villainous in their
own right.

Anotherlead-in is to have the heroes summoned by a wizard
using a magical spell, in order to do a quest for him.
Superheroes could come to hate the D&D gate spell.

If you have a hero or heroine whose powers are mystic in
origin you will have a wealth of lead-ins to fantastic adventure.
Divine heroes are also useful. (Put the TSR G and D modules
in Asgard, change Lolth to Loki and you've got a ready-made
adventure for Thor and/or the Warriors Three!)

If all else fails there's the ubiquitous spacial and temporal
warp caused when the heroes are caught in a nuclear explo-
sion or accidentally travel faster than the speed of light.

As long as you don’t overdo the fantasy and don't expect
superheroes to act or react like D&D characters, there's a lot of
fun to be had from fantasy scenarios.

STAR-SPANNING
Most planet hopping SFgames are setin the future. However,
you won't need to time travel to use space adventures in your
superhero games. Simply assume that the Earth is a backward
planet in a highly developed galaxy where other races have
already established empires, and the scenarios of Traveller
and Space Opera are only a star-jump away.

As before, suitable scenarios should be short with a set
objective. The heroes don’t want to %et bogged down on a
trading flight across the Milky Way. Scenarios involving com-

mando raids (mercenary tickets), rescuing people, defeating
alien tyranny, etc, are all good. Bear in mind thatthe hero must
have a good reason for being in space as most will wantto get

back to Earth as soon as they can.

Invading aliens are a good way to get heroes into sapce.
Supplied with a short-range shuttle by NASA they board the
flagship of the invasion force and defeat its commander.
Before the battle is over, however, they find themselves in
deep space with no way home. Perhaps the heroes could be
captured by alien slavers, as the Thing once was, to take part
in interstellar gladiatorial games. Maybe they were called in to
test a new space ship and things went wrong.

A superhero whose origin is in space would be very useful
as they would supply a lot of lead-ins to Science Fiction
scenarios. The Teen Titans' excuse for planet-hopping, for
example, is Starfire, their resident alien fugitive.

The Star Wars style interplanetary adventure is the nearest
thing to Superhero adventure in any other genre. Keep the
stories high on action and low on thought and planning and
you'll find plenty of things to keep the Earth’s mightiest heroes
just a short hop across the galaxy.

BRAVE NEW WORLD

Many of the futures shown in comics are depressing views of
aworld either in decay, under alien tyranny or after some kind
of holocaust. The writers can show the future like this because
there are many possible futures of which the bleak ones are
only a few.

These ruined worlds have supplied a backdrop to some of
the best comics ever produced. The title of this article comes
from an issue of the X-Men which featured them as freedom
fighters in an alternative futures against an invincible robot
tyranny. Eventually one of them was back in time to change
the future.

If you want to use Gamma World, Aftermath or Morrow
Project scenarios for your heroes you should, again, bear in
mind that superheroes don't travel well across ruined land-
scapes. Adventures should be short with clearly-defined and
directly obtainable objectives. A very-useful objective is to
have the heroes locate a time-travel device which will letthem
go back in time to change the future so that it does not occur.

Getting the heroes into the future in ine first place can be
done by similar means to getting them into the past. Capture
by malevolent villains requiring the weapons of the future,

freak accidents, scientific experiments gone wrong, are all
good excuses for adventure in the future. The main problem
with post-holocaust adventures is that the future-shock tends
to affect the heroes. In the fight for survival they start using
blastweapons and give up their bright costumes. If such muta-
tions do occurin the characters, simply have them come back
intime to a point before they went into the future to stop them-
selves going, so that they went into the future and never
changed. Mostimportantly, don‘t worry about the paradoxes,
they don'texist unless you want them to. Ashort hop into the
future can be a chastening and thought-provoking, supplying
a lot of adventure and excitement.

FUTURE ISSUES

If you've played your first game and enjoyed it, you shouldn’t
need much help to go and design scenarios of your own. How-
ever, bear the following points in mind:

1. Try to form the Heroes into a team. Teams are easier to
design and plan forand itis very convenient, all round, if they
operate from a common head-quarters. Let them pick their
own headquarters, organise their own duty rosters, however.
The world is yours, the heroes belong to the players.

2. Design scenarios around the heroes. Don’t plan games
which would suit any heroes. Comics are written around their
stars, the challenges they meet are those that they could
reasonably be expected to defeat and those that the readers
expect. Daredevil wouldn't expect to find Galactus in his
comic, for instance, just as Thor wouldn't be seen fighting the
Frightful Four. Every hero should have something to do in each
game you play. If you don’t consider everyone when you are
designing your games you are doing the players a disservice.
3. Don't feel restricted to drawing ideas from comics. You
can draw ideas from literally anywhere, comics, TV, SF novels,
films, even from other games. |'ve heard of, and seen,
superheroes tearing apart the monsters in Dungeons &
Dragons modules. When stuck for an idea for a game one
weekend | bought the Gamma World Legion of Gold module
and put my heroes in a nuclear blast which warped them into
an alternative future from which they had to escape to stop the
nuclear war which caused it from occurring.

IN CONCLUSION

Scenarios from other games can be very useful to pad-out a
superhero campaign if carefully selected and used only upon
occasions with a degree of caution. Read through the intro-
duction to a scenario in the shop before buying it or read the
review of it in White Dwarf first. Choose short simple adven-
tures with clearly defined objectives. Remember that
superheroes have a unique approach to problems so you may
not get as much value out of the scenario as you would if you
had bought it for the game for which it was intended.

It will aid the insertion into the game of such material if at
least one hero or heroine in the campaign has a mystic of
divine background, and at least one is alien.

A well-designed and enthusiastically played campaign
based upon a good superhero role-playing game system can
give you more pleasure than any other, equally outlandish,
activity. However, should your players ever feel outmatched, .
down at heel, out-manoeuvred, defeated, remember the
words of Captain America:

‘As long as brave free men live the eternal torch of Liberty
and Justice shall never die." O
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FIEND FACTORY

Fiend Factory is a regular department for new AD&D monsters, edited by Albie Fiore. Due to demand,
contributions can now be for any system you wish - send yours in now!

ALL CREEPIES

GREAT
AND
SMALL

BUGS

By Russell May
Armbane Buzzbug
Bug

Frequency: Common Uncommon Uncommon Common Common Common
No Appearing: 1/1-6 1/1-4 1 1-4 1/1-6  1/1-6
Armour Class: 2(5) 1 2(5) 4 2(5) 2(5)
Movement: 9" 9" 9 9" 9" 9"
Hit Dice: /) Va Ya Va [/ Ya
Treasure: Nil Nil Nil Nil Nil Nil
Attack: Pincers for Distract Sting for Mislead Eatcloth Blooddrain
1-3+ 1-2+poison for1-2and
disease & burrow disease
Alignment: Neutral  Neutral Neutral Neutral Neutral Neutral
Intelligence: Non on Non Non Non Non
Size: S(2") S S(1%") S(2") S(2") S(11%")

Bugs are small flying insects. As such
they can be found almost anywhere,
being able to withstand a wide range of
conditions. To an undiscerning eye they
appear indistinguishable from each
other, all being small, possessing 6 legs
and having lace-like wings. However, on
closer inspection, various features dis-
tinguish each species as separate. They
will mostly be found singly as they fly
about searching for prey, but occasion-
ally a group may be encountered if in a
particularly favourable environment.
They do not discriminate between
victims, preying upon any suitable
targets present, though usually choos-
ing the most noisome.

All have effective 60’ infravision.
Y2 HD = 1-4 points, a HD = 1-2 points.
Magic resistance is standard for all and
% in lair is always nil. The armour class
is for the bug in flight; the value in brac-
kets is the armour class when landed on
a victim. Attacks on bugs on a
victim are rolled as normal. All damage
done is halved since no one is going to
strike an insect with the full force of say
a mace. Ifthe blow hits the bug takes the
damage - if it misses the victim takes the
damage. Bugs may be burnt off with a
torch delivering 1-6 damage per
application to bug and victim. The
movement rates are given above are
flying rates, all bugs are manoeuvrability
class A for aerial melee.

Stinger

7/

7~

&
73

Giant
Mosquito

Milead Gnaw
Bug Bug

Armbane Bug

The armbane bug is 2" long and distin-
guishable by its black colouration and
large pincers besides its mouth. It feeds
on living creatures and can be found in
any location where live creatures may
be encountered.

It bites with its pincers for 1-3 damage.
There is a 5% chance per wound of con-
tracting a disease unless a saving throw
vs poison is made. A cure disease will
remove this if infected. Armbanes are
quiet and surprise a party 75% of the
time. It attacks all as AC10 if it surprises
and its presence will be felt once it has
attacked. It will attack once per round
until dead.

Buzzbug

Distinguished by its dark red colour and
the fact that it makes an audible buzzing
sound when in flight, itis 1" long. A
buzzbug feeds on sweat particles in the
air and will attack during periods of
physical exertion, usually melee. It can
be found nearly anywhere. Its attackisin
the form of a buzz.

The method of feeding itemploysisto
hover about close to the victim's party
and selecting one victim just after melee
has begun. The chosen victim will be
aware of its presence but all others will
be oblivious to it. It hovers about making
an extremely annoying buzzing sound,
and darts about the head of the victim

concentrating on the nose, eyes, mouth
and ears. During this time the victim can
make no attacks except upon the bug,
trying to fend it off, and all attacks
againstthe victim from other opponents
negate dexterity bonus and shield and
are made at +4 to hit.

The buzzbug will choose the most
active person for its victim and will stay
until killed or the victim dies when it will
move on to another victim.

Stinger Bug

A stinger is distinguished by its dark
blue colour and a small sting on its abdo-
men, itis 12" long. It feeds on flesh of
any sort. Stinger bugs are usually
located in temperate to warm conditions.

The stinger is a quiet flyer, surprising
victims 75% of the time. If successful it
alights, unfelt, on its chosen victim. The
nextround it will plunge its sting into the
flesh for 1-2 damage and the victim must
save vs poison. If the saving throw is
made the stinger will be detected and
may be dealt with swiftly. If the throw
was unsuccessful the victim will fall
unconscious in one round for 1-4 hours.
The stinger will then burrow into the
body in 2-5 rounds and will leave a small
1" diameter hole in the flesh of the vic-
tim. Thereafter it will do 1 hit point of
damage per turn, working its way
around the body until the victim is dead
(which occurs at 0 hit points as the
wounds are internal and can not be
found.) If the victim wakes during this
period he will be in immense pain and
will likely swiftly become unconscious
again. When the victim is dead the
stinger will lay its eggs which will hatch
into 1-10 stingers in 4 days.

Once in the body only a cure disease
oramputation will remove it, but if it has
burrowed into the neck or abdomen
amputation is unadvised!

Milead Bug

This bug is 2" long distinguished by its
black body with yellow stripes down its
back. It feeds on plants and thus can be
found anywhere that they are.

The milead bug is nocturnal and the
stripe on its back is luminous. This, com-
bined with the fact that they fly in weav-
ing patterns, often misleads adventurers
into believing that they are lanterns,
other creatures or even will o'the wisps.
They do no physical harm but are good
at misleading and confusing adventurers,
especially in locations such as dungeons
and swamps.

Gnaw Bug

The gnaw bug is 2" long and distin-
guished by its rusty brown colour with
black head. The gnaw bug feeds on dead
plant and animal material and can be
found in many places, and is often the
bane of textile mills.

It always surprises and alights unfelt
on one victim on some part of equip-
ment made of cloth or leather. It will
gnaw away at belts, backpacks, straps
etc making items seem to suddenly
break, rip or tear, causing much incon-
venience and annoyance. They do no
damage to flesh.
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Giant Mosquito Bug
Distinguished by a slim grey body with
long proboscis. It feeds on the blood of
animalsandisin the region of 112" long.
It makes a quiet buzz while flying and
surprises 50% of the time. If it surprises
a victim it alights and has one attack
before being noticed. If it does not
surprise it needs a hit to alight. Once
landed it sucks blood for 1-2 damage/
round until it or the victim dies. There is
a 5% chance per round (cumulative) of
contracting a disease unless the victim
saves vs poison. This may becured by a
cure disease spell.

IGNI BEETLE
Simon Craddock

No Appearing: 4-16
ArmourClass: 0(3)
Movement: 3"

Hit Dice: 1d8 + 1

Treasure: none

Attack: Special (see below)
Alignment: Neutral
intelligence: Non

Size: (S)

The igni beetle is three inches long and
one inch wide with a tough (ACO) jet
black shell. Underneath the shell are the
beetle’s vital organs (AC3). The igni bee-
tle is found in the lower regions of dun-
geons, where the absence of light makes
them undetectable, unless they are
observed closely. It lives on burnt
material, moving towards any source of

heat (eg torches, warmth of bodies etc).
Onreaching the heat sourceitclingstoit
causing 2 points of damage. On the next
turn the igni beetle rubs its underbelly,
creating a small flame, which causes a
further 2 points of damage to any crea-
ture in contact with the flame (the beetle
is resistant to fire), any flammable
objects are also set alight, causing more
damage. The igni beetle eats the burnt
material, gaining nourishment and one
extra hit point per segment up to its
maximum of five. To remove a beetle a
character needs 13 strength and one
point of damage is caused to the charac-
ter due to ripped flesh. Igni beetles take
half damage from bladed weapons, nor-
mal damage from blunt weapons, two
points of damage per turn if submersed
in liquid, except oil (they cannot attack if
under water) and double damage if

attacked with cold. -

A favourite attack method is to drop
from ceilings into hair. Igni beetles com-
municate with each other by a form of
telepathy.

There is also a rare form of igni beetle
which attacks using cold instead of fire.

ing an explosion inflicting 2d4 damage
within a 10" radius (save results in /2
damage), except for the eggs. The oils
are readily soluble in water, even when
flaming, and thus can be prevented from
exploding.

FLAME BEETLES
by F Blades

No Appearing: 2-8
Armour Class: 4(3)

Movement: 12"

Hit Dice: 1+1(2+2)
Treasure: none
Attack: 2d4 (2d6)
Defences: Special
Alignment: Neutral
Intelligence:  Animal
Size: (S)

These giant hermaphrodite beetles are
about 3’ long and are covered by a dull
red/brown exoskeleton. They are
scavengers and are quite common in
most areas, although they are rare in
most larger settlements since they are
regarded as vermin,

The beetle’s shell appears to be wet -
this is due to the continual secretion of
oils from the oil sacs within the body.
These oils are a vital part of the beetle's
life cycle. They are highly volatile and
when the beetle comes into contact with
fire, the whole shell becomes covered
with flames. In this ‘flamed’ form the
beetle gains the bracketted characteristics
above.

The heat given off by the flames
affects the eggs within the beetle's body
and they start to develop rapidly, hatch-
ing in 6 turns.

The beetle is attracted to flames and
will attack any creature holding a torch
or lantern to attain its flamed form. Once
thisis achieved the beetle will try to find
food (including unconscious or dead
characters) for its carnivorous larvae.
The beetle will not lay the eggs until it
has found a food source, and so if after
an hour the eggs have not been laid,
they hatch inside the beetle which sub-
sequentliy dies and is used as food by
the larvae. 2 to 8 young will survive and
mature within 6 to 8 hours. The larvae
have 1 to 3 hit points, AC9 and inflict 1
point of damage on open wounds.

Ifthe beetle iskilled in flamed torm, ali
the oil from the oil sacs is expelled caus-

CARAXE
by Matthew Williams

No Appearing: 3-18
ArmourClass: 3
Movement: 6"

Hit Dice: 2d8 + 3
Treasure: Finlair
Attack: 1-4/1-4/2-8
Alignment: Neutral
Intelligence:  Animal

These small 2 feet long creatures look
totally unaggressive as they scuttle
around dungeon corridors in search of
food, which to them is anything edible.
However, they are covered in extremely
hard skin, hence the low armour class,
and their teeth can bite through almost
anything. They will not attack adventurers
unless they enter the territory surround-
ing the lair, which will be very well hid-
den. When caraxi attack they leap up at
their enemies biting and scratching, and
as they do this they squirt their enemy
with a special secretion (roll to hit). This
smells terrible and cannot be washed
off. The party will not be able to surprise
anyone who can smell this and they will
attract wandering monsters until it
wears off after 6 hours.

Caraxi were created many years ago
by the evil magic-user Nashtaz, but his
spells did not work properly so the
caraxi turned out to be too small for his
liking. He threw them into the wild
before he realised their true potential.
Theireggs, if ground up and mixed with
different types of acid, produce potions.
The potions are randomly made, so roll
on the following table to determine

type:

1 : Dragon control 4 : Animal control
2 : Giantcontrol 5 : Plant control
3 : Human control 6 : Undead control
Roll forindividual type controllable for
each potion. From 2-8 eggs will be found
in the lair.
Because of this caraxi were hunted
down, and their numbers fell and they
now live underground. [J
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SHOP
OPEN

BACKGAMMON, TRI-CHESS,

Dune (AH) £14.95
Judge Dredd (GW) £7.95
Freedom in ihe Galaxy (AH) £18.45
* Starfleet Batties (TF) | & || £20.95 ea.
Captain's Logs 1, 2, 3 £5.50
55D Books 1,23, 4, £4.95 ea.
SFB Commanders Fulebook 1, 2 £8.95 ea.
Battiecars (GW) £6.95
Battiebikes (Exp) [GW) £4.95
Banl Wars Expansian: Liltra Force,
Turbofire, Hell on Wheels (GW) £6.50 ea.
Ogre, GEV, Ogre Book (SJG) £5.50 ea.
Starfire 1, 2, 3 (TF) £4.50 ea.
StarFire (TF) Bxd £13,95
Creature . Sheboygan (SP() £3.85
# Star Fighter £11.95
Star Frontiers (TSA) A £9.50
Modules SF1-4 £4.50 ea.
SF Knight Hawks £8.50
?- Modules SFKH 1, 2 E4.50 ea,

% % %

LEVE

* SF-Star Trek R (FASA) £9.95

Ship Combat £13.85, Sourcebook £8.50
+ Trader Captains & Merchant Princes £5.95
% The Kiingons £14.85
#  Entarprise Ship Plans £14.35
#* Kiingon Deck Plans £13.95

Boanarios;

* The Vanished, Witness for the Delanse

* Denial of Destiny £5.95 ea.

# Demand of Honour, Margin of Profit

# The Orion Ause £6.50

StarTrek Min-Games £5.95

# |n Search of Spock, Struggle for the Throne.
StarTrek Duels | & 1|

SF-Traveller R, S (GDW) £7.95
Travelier Book £9.95
Highguard, Mercenary, Scouts £4.95
Supplements .85

Scenarios
Adventure Book £9.95

* Signal G.K. £3.95
Adventures 1-13 £3.95

+“ Disappearance on Aramal (Gr) £5.50

Wide selection of boards, pieces & sets for CHESS, GO, SHOGI, MAJ JONG,
CITADEL, CHRONICLE, Q.T., DENIZEN + ASGARD, Fantasy and Science Fiction

(A-14) X1. 2 3 (6-9) X4, 5 4 (4-10) X6, 01 £4.50 ea.

% (9-12) WGS5 (10-14) CB1 £4.50 ea.
(154} CM1 Test of the Warlords £4.50 -

miniatures at manufacturer’s prices. P&p 10% (30p min.-£1.30 max.). inthe South
Overseas p&p 30% (80p min.) Fantasy — Role Playin mﬂmﬂe;ﬂ;ylng Games
Il ¥ -
Dungeuns & Dragons (TSR) R Aftermath (FGU) £18.75
Basic Set £9.50 D&D Expen Set £9.50 Info the Auins £4.95
! Companion Set £6.50 Operation Morpheus £6.50
Players Handbook, Monster Manuals | & |1, Fiend ‘Wilderness Campaign £5.85
Falio, Dedties & Demigods £9.95 ea. Boot Hill (TSA) £9.50
Dungeon Masters Guide £10.95 FAel's Screen & Modules 1-5 £3.95 ea.
Science Fiction TSR Adverture Modules :imeis] (1-3)B1-6, %87, &M Bushida |(FGU) £7,95. Module £3.65

BSOLO, T1, N1, U1, 2, 3 £4.50 EA *
% M1, 2 (Solo), s UKS £4.50 ea. #H\P.L
{2-4)L1, {2-5) * L2, (3-5) U3 £E4.50 Ba.

*  XSOLO (4-6) - Lathan's Gold £4.50

Chill E12.95
Things £7.95
Highland Terror £4.95
Chivairy & Sorcery (FGU) £16.75
Sourcebooks 1 £6.50, 2 £5.45
Swords & Sorcerers £4.98
The Dragonlord £4.20
Champions (Hero) £13.85
Champions 2 £7.95, 3 £7.95
Enamies 1 & 24.95 ea.
Adventures 1-4 £4.85 ea.
Circle/METE (Organzn Bk 1) £4.95
Dare Devils (FGU) £10.95, Adv 1-3 £3.65 ea.
Fringaworthy (TriTac) £10.95
Invasion LIS, Rogue 417 £4.95
Justice Inc. (Hero) £13.95
Lands of Adventure (FGU) £8.75
Lords af Creation (AH) £11.45
Hom of Roland £7.95
+ Yeti Sanction, Omegakron £9.95 ea.
Mechanoid Invasion (Pd) £3.25

 {812)EX1, 2£4.50 em. XL1 £4,50
(2-6) UK2, 3, 4 £4.50 ea.
{4-T) A1, 2, 3, 4 UK UK2 £4.50 ea.
(&7 DL1; 211, 2,3, 4C1, 2 £4.50 ea., 16 £4.95 *
(5-10) 52 £3.50 (6-10) 54 £5.50
(6-10) WG4 (8-14) 51 £4.50 ea,
* (7-9) 15£4,95(8-12) 53 £5.50
(6-0) G1-2-3£4.50, (+) D1-2£4.50
(10-14) D3, Q1 £4.50 ea. *

Runequest Il (AH) R (£39.95
Individual Sets: GM Box £24.95
Players’ Box £19.95

Effquest £19.95 _ Journey £4.24, Homeworld £6.25
+  Palladium APG (Pd) £17.95
Ringworld £24.95 Arms of Nargash Tor £3.95
Companinn F8.95 Privateers & Gentlemen (FGU} £12.50
Heart of Oak £4.95
Scw Quest £5.95 Decision at Dijerba £3.65
Scorpion Hall (Solo 11) £4.95 * Psi-World (FGL) £8.75
Snow Queen (Salo 11} £4.95 *  Stalking the Night Fantastic (TriTac) £10.95

Helis Night £4.95, Haunts £4.95
Superworld (Ch) £18.95. Module £4.95
Stormoringer (Ch) £19.85, Comparion £8.95

*  Tekumel Source Book £19.95, P1
#  Tekumel Player's Handbook £16.95
#® Timemaster (Pace) £11.95

Crossed Swords £4.95

To Challenge Tomormow (Ragh) £5.50
+ Triad £3.30, % London by Night £5.95

Ysgarth Rule System R £10.95 Call of Cthulhu (Ch) £9.95

Supplements 1-4 £2.50 ea. or £8.95 the set Cthulhu Campanion £6.

Yegarth Adventures £1.60 Arkham Evil, Death in Dumw:h E6.95ea.
Adventures from the Abyss £2.85 Shadows of Yog-Sathoth, Asylum. Pursuit to
Mini-Systems: Weores £0.85 Kadath, Whespers fram the Abyss. Fungi from

Charaoter Role Playing £1.60 Yuggoth, Curse of the Cthonians, Masks of
Ungart & Wyrdworld Scenanos £1.25 & £1.80 Nyarlatholep, Monhegan Island £8.95 ea.
Abyss Magazine £1.25 Glozel est Authentigue £7.95

Doom of the Singing Star (JG) £8.95 Hole Playing Aids

Tarsus (Module 1) £9.95

-

Handbook of Traps & Tricks (DT) £6.95

James Bond 007 RPG (Vic) £12.95

Manuals: Basic, O Equipment £8.95 ea.

% Casino Galactica, Incedus Il £4.20 ea.
Seldon's Starcraft Compandium | & || E4.95 ea.
Vaull of the Mier Queyan £4.20 ea.

+* Rowison 2, Probe NGC 8436 £4.20

% Fasoltin Pedl £3.35

+ Agents Rebellion £4.50

Fantasy Games
+ Sanctuary £17.95
+ Quest for the Dungeonmiaster (TSH) £5.95
Sorcerer's Cave (HPG) £7.95
Mystic Wood (HPG) £7.85
# Fallowship of the Ring (ICE) £24.95
* Barbarian Kings (SPI) £5.85
Dragon Riders of Pem E17.95
Tahsman £7.95
#  Eiric (AH) £14.85
Iiad, Odyssey (1T) £9.95 sa.
Loneky Mountain (ICE) £5.85
Hattie of the Five Armies (ICE) £5.85
INlumingti {SJG) £6.95 Exp Kits 1. 2 £6.50
+ Dragon Pass (AH) £14.95
Magic Realm, Dragon Hunt {AH) £14.85
Titan £14.95 Wizards (AH) E18.45

<> Special Offer
% New Arrival

* %

R Role Playing Rules
S PlaysSolo

B Boardgame

M  Miniature Rules

You may phone orders and pay by ACCESS

* Module 2: Beltstrike £9.95 s Shady Dragorn Inn (TSF) £3.95 GM Pack 1 & 2 (FYInio) £8.95 ea.
Allen Module 1: Aslan 2 K Kree £5.95 *  Lost World Combat Books (Nova) £1.95 ea. Modules: Octopussy, Goldfinger £5.95 ea.
| Grimtooth's Traps 1, 2 £3.756 # Dr No, You Ony Live Twice £6.95 ea.
+ Dragon Tree Spelioook (DT) £5.50 & Live & Let Die (Tournamen Lvl) E7.95
SF-Space Opera Fr.la'us (FGU) £16.75 T 3050 artacs (07 £5.50
Ground & Air Equipment 4. * Bookof Plats (DT) £5.50 I
45 oa. ng (ICE
* Outworids, Star Sector Atiases, 1, 2,11, 12 £5.45 en. sl el eon Mlddle Earth Role Playing (ICE)

ddie Earth APG (ICE), Bxd £91.95
Sma Dagoriad, Shelob's Lair,
Maria 1. Trolishaws £4.95 ea.

Dwarfs, Dark Folic Wizaras (May ) £6.95

Elves. Fantastic Treasure, Dragons £8.50 ea,

Cards of Power £6.95, Chilling Chambers, Allunng
Alcoves, Sylvan Settings, Fantastic Furnishings £4.95 ea,
* Hextles Sets 1-5 £3.95 sa.

* Necromican £4.25

+ Booty & the Beas!s £6.95

*

*

* ®

Book of Swords £4.95
Paliadium Books of Weapons & Armos, Weapons

& Castles, & ofthe  Rolemaster (ICE) £29.95
Onent, Contemporary Weapans m.u-a ArmsiClaw Law £12.85
Spell Law £13.95

Character Law, Campaign Law E7.95 ea,

H le Playing Scenari
5 y g o Cloud Lords, Skking Plawns £7.95 sa.

Curse on Hareth (Comp) £9.95

» Plague of Terror, Streets of Geme, Brotherhood of Iron Wind £6.95
the Boll £6.95 ea.
*  Harm £15.95. City of Ham £8.95 Middle Earth Play Aids
* Encyclopaedia Hamica 1-5 £5.50 ea. Guide/Map £6.95 Map £3.95
* Hear of the Sunken Lands (MK) £8.95 Narthern Mirkwood. lsengard. Umbar. Ardor,
= Starstore (NS) £3.50 Angmar £7.95 ea.
#  Swordihrust, Shipwrecker (May) £4.95 sa. Southern Mirkwond £8.95
# Amazon Mutual Wants You (DT) E3.95

Other Games

2218 Baker 51 [HPG} £8.95

Extra Case Sets 1, 2 £3.25 ea.

Sheflock Holmes — Consuliing Detective £17.95
Mansion Murders £11.85
Taliesin £12.50
Shocks and Scares (HPG) £7.95
Westminster (HPG) £9.95

Tortured Souls €1.95

Hole-AIds SCENAnNDs:

{Low) Angry Wizard, Evil Ruins, Question of
Grawity. (3rd up) Swordthrust, Tower of Magics:
The Contract; (4m-7th) Stipwrecker, (Bth-9fh|
Dragons of Weng Tsen, Deadly Powers £5.50 ea.
# Shadows of Evil (4th-7ih) £8.50

# The Keep (9th-121h) £5.50

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

9.15-5.150on Saturday
Closed all day Wednesday

® Come & seethe BIGGEST & BEST
Selection of Games, Rules & Accessories

Historical Board
Wargames
Assault (GDW) £16.95
% FAenforcemants £7.95
Boots & Saddies £18.95
Bloody Buna (WWW) £3.85
Never Call Retreat (WWW) £10.95
A WWW) £6.95
© T e ol s La (PWG) £1295
Gazala 1942, Aachen (PWG) £17.95
Korsun Pocket £19.85, Kanev £8.95
& The Royal Navy (QD) £11.95
Black Sea, Black Death (PWG) £13.95
Gunshinger (AH) £18.45
Last Panzer Victory (WEG) £16.95
Bull Run (AH) £14.95
Ug Front {AH) £23.95
Banzal Exp£11.45
Ambush (Vic) 5 tﬂ;.:ﬂ
Move £11
81 ?—Queenwg the Skies (AH) 5 £14.95
*  NATO, Next War in Europe (Vict) £13.45
#* Ace of Aces — Flying Machmnes £11.95
Squad Leader (AH) £16.95
Cross of lron (AH) £14.95
Crescenio of Doom (AH) £14.95
G|, Anvil of Viclory (AH) £27 45
#  Their Finest Haur (GDW) £29.85
Col, CoD, Fogue. WWW Scenarios £4.60 ea.
Vietnam 1965-75 {Vic) £18.45
*  Wellington's Victory (SPITSR) £24.95
+ Blue & Grey Quad (SPITSR) £24.85
+ Gleam ol Bayonets (SPUTSR) £24.95
* Batti over Britain (SPITSH) £24.95
+ Drive on Stalingrad (SPUTSH) £24.85
+ Batie lor the Ardennes (SPITSR) £24.95
* Fire Fight (SPI/TSR) £24.95
*  AirWar (SPITSR) £24.95
+ 1809 Napoleon's Danube Campasgn (Vic) £16.85
+ Lawrence of Arabia. Kirovgrad (3W) £12.95 ea.
Armies of the Potomac, Tennessee (3W) £12.95 ea.
Hedl's Hignway (Vic) E18.45
Eighth Army: Opem Crusader (GDW) £10.95
Mear East (GDW) £18.95
Western Desert (GDW) £18.85
*  Third World War (GDW) £18.95
*  Southern Fronl E16.95
*  Fire on the Volga £19.95
*  Battle for the Factones £22.95
+ Battie of Shiloh (WEG) £16.95
% Killer Angels (WEG) £17.85
+ South Mountain (WEG) £13.95
*  Hiller's War (AH) E14.85
Kingmaker (NPG) £10.95
% Panzer Command (AH) E18.45
Rommel in the Desert (Col) £24.95

Hagazlnea
Imagne £1.05
t hexus £2.95
The Space Gamer {S.JG] £2.95
The Fantasy Gamer (SJG) £2.95
# TheDragon, Bestol TD 1.2 3£2.70ea.
White Dwarl 90p
Traveller's Journal £2.50
Ditterant Worlds £2.50
Meroes (AH), General (AW) £2.85 ea.
Minature Wargaming S0p
Adventurer's Clutl (Hero) £2.50
Tha Beholder 60p
Torurer's Apprentice T5p
J. Senseless Camn Soc 55p
SEWARS 85p
Redfox, Palantt 50p ea.
Tampestuous Orifice 60p
Shadowlire 60p
Demonsdrawl 50p
Wacuous Gnmaoke S0p
Sorcerer's Apprentice £3.95
Fire & Mavement £2.95
» Stralegy & Tactics, Ares £3.85 ea,
# Doombook of Chaos T0p
Wargamer( + gama) £4.95
Autoduel Quarnatly £2.50
# Hounds of Avalar 55p, Trollcrusher B0p
Swordplay T0p, Miser's Hoard 55p
Wyrm's Claw 65p, Warlock £1.00
Punt & Pass, Dragon Lords 60p ea.

Scotiand Yard {(Raven) £10.95
These are just some of our games. Ourcalalogue containg detals of wiiually all games avalabie in the U K
Send 20p in stamps — 18p 5.2 8 (averseas | r.c.| for @ copy (or free witfh orders over £6.00)

MAIL ORDER CHARGES; LK/BFPOiUnder £5 — Add 8p. £6 and aver —post free
Overseas Surface Mail — Add 30% (Mirmurt 90p). Europe Air Mail - Add 40%
{minimum £1), Air mai slsewhere - add 75% mimmurm £1.60) excep! Yag AH & P, IT, games - add 100%

Payment in Sterling please

ESDEVIUM GAMES (W§)
185 Victoria Road

ALDERSHOT Hants GU11 1JU

Tel: Aldershot 311443

or (evenings) Farnham 722269

—~NOPOSTAGE ON MANY GAMES FOR REGULAR CUSTOMERS

Please mention White Dwarf when replying to advertisements




RUNERITES

RuneRites is a regularcolumn for
RuneQuest players, edited by
Dave Morris

TREASURES

This issue we have a further selection of
magical weaponry - mostly relatively
common items which the typical adven-
turer might find himself using (or being
assailed with).

THE HELMET OF AKHUL WARA

by Oliver Dickinson

This ancient treasure was worn by a
Hero of the Dragonkill War, a leader of
the Yelmalio cult, and was successfully
filched from the field of battle by awyrm,
in whose family it was for generations
handed down as an heirloom. lts where-
abouts are now totally uncertain.

It is an open helm of gold, treated to
absorb 6 points per blow, and will fitthe
head of any SIZ 17-18 character. Four
bands run up the front, back and sides,
each set with four rubies (which are
matched, and each worth 3500L). On the
top is a larger ruby (worth some 5500L)
surmounted by a gold image of a hawk.
Setinto the front is a Fire Crystal of POW
12. The Helmet is also a matrix for light-
wall, mindspeech 2 and protection 4.
Thus, the item’s minimum value is in the
region of 140,000L; members of a Fire/
Sky cult would pay up to 150,000L, and
will show considerable hostility if the
possessor does not belongto such a cult
and will not part with the helmet. Ithasa
30% chance of being recognised by cer-
tain factions in whom it will arouse hos-
tility - these include dragonewts and
draconic beings, Darkness cultists (ex-
cept Zorak Zoran members) and quite
possibly Orlanth worshippers.

The bad news: this helmet is cursed.
All who see it must make INTx5 on d]100
or desire it, whatever their cult orienta-
tion. Failure of a second INTx5% roll
means that they wish to possess it, while
making this roll means that they wish to
take and sell it. These are overmastering
compulsions which override all other
ties - kinship, comradeship, love, etc.

Rune levels of Yelmalio (and
associated cults) have a 50% chance of
recognizing the helmet. It can certainly
be identified in any major Lhankor Mhy
temple, but an average Lhankor Mhy
cultist will recognize it only if a specialist
in ancient treasures or having General
Knowledge at 50% or higher.

(Oliver adds that this is one for referees
suffering from overmighty PCs. | would
suggest that the curse be role-played
where PCs are concerned, rather than
requiring the INTx5 rolls; an avaricious
bunch like the people | play with would
all want it, whatever their INT! By the
way, for those who don’t have Plunder,
Fire Crystals are twice POW yielding
crystals which double as an ignite matrix
for Sky cultists. Zorak Zoran cultists
attuned to such a crystal can learn and
use light and lightwall, and sacrifice for
salamanders at the normal cost. -DM)

FANG WARRIORS

by Dave Morris

Fang warriors are created from a hydra’s
teeth. Nine of the hydra’s teeth will have
this property, and these can be distin-
guished from the other teeth by detect
magic. Each of the nine teeth can be
used to create a fang warrior: the user
casts 5 points of battle magic POW into
a tooth which enlarges and transforms
to become a fang warrior in 1-8 rounds.
STR:

5 2d6+13
CON: 1d6+15
SIZ: 1d4+12
INT: 1d4+12
POW: one-ninth ofthe POW the
hydra had; average 3-4
DEX: 2d6+10
Move: 8
Hit Points: 18-19 average
Defence: 5% average
Armour: 3pointskin
Claws: (1d4+2+1d6),SR6,85%

White and wiry, the superficially huma
appearance of a fang warrior is quickly
belied by its sharp claws and teeth and
the glare of animal-like ferocity in its
eyes. A fang warrior is in mindspeech
with its creator and will fight as he/she
directs; it can perform no other function.
Fang warriors are permanently fanatical
(already factored in above) and strike
twice per round with their claws. They
areimmune to demoralise and harmonize
and are protected by a countermagic 2
which cannot be dispelled. Fang
warriors remain in existence for two
minutes and then fade, leaving in their
place the hydra’'s teeth used to create
them. Once a tooth is used it is drained
of enchantment.

(Magical hydra’s teeth are quite rare,
and will sell for about 1000 to 2000L
each. This certainly makes the task of kill-
ing a hydra financially werthwhile - which
is as it should be! Fakes and non-useable
teeth are often found for sale, and the
buyer should beware or he may be
fleeced. Fang warriors created from a
given hydra are brethren, incidentally -
whatever their commands, they will not
attack one another. -DM)

THE SNAKE RATTLE

by Angus McLellan

This is a short stick decorated with
gaudy feathers and other gewgaws,
often ending in an ophidian skull or
carved head. |t must be treated with

divine intervention 3, and if this suc-
ceeds then the rattle can be used to con-
jure the Rainbow Serpent.

Rainbow Serpent

This is a reusable Rune spell (duration
instantaneous: range 5m), which can be
used by a character who has enchanted
asnake rattle. Itis unusual in that, ontop
of the 2 POW sacrificed to acquire the
spell, 4 points of battle magic POW must
be expended at each casting. The reason
for this is not known, though it may be
that Yig (the snake god who provides the
spell-DM) is greedy for power in the
eternal struggle against his foes - par-
ticularly the Black Goat of the Woods.
The target of the spell is visited by a terri-
ble apparition - the rainbow serpent. The
serpent drives those who see it mad with
with fright and its touch is venomous
death. Each summoning of the Serpent
has a different POW {roﬂ 2d6+12). If it
overcomes the victim’'s POW, he must
roll POWx5% or become permanently
insane. He will also be attacked by a sys-
temic poison of a potency equal to the
serpent’'s POW; antidotes will have no
effect, as thisis actually psychosomatic.
If the victim’s POW is not overcome, he
takes a poison attack of potency equal to
half the serpent’s POW. He will still go
mad unless he can roll POWx3 or less on
d100. An insane character gets to make
the POWx3 roll every day until he suc-
ceeds and thereby recovers. Should he
be unlucky enough to stay insane for
more than one week, he will lose 1 POW
for each subsequent week until he either
recovers or ceases to exist (ie reaches
POW 0).

SUNSTONES

by Angus McLellan

Sunstones are rare pebbles believed to
fall from the sky, so called because of
their strange properties. When a
sunstone is exposed to bright light it
absorbs the light, creating a small ‘halo
of darkness’ aroundit. Ifitis then stored
and later taken out/unwrapped in a dar-
kened place, it will shine brightly for
about half the time it was earlier
exposed to the light. It can thus be used
like a lantern, but with the advantage
thatitwill not gooutif dropped, doused
with water, etc. Sunstones also have
another property. If an ignite spell is cast
onto a sunstone, this causes it to burst
into flames of a dazzling light as bright
as the desert sun. (Cf the Yelmalio sun-
bright spell.-DM) These flames do 2d6
damage to anyone within half a metre
and will continue to burn for about five
minutes.

Sunstones are generally a translucent
white and about 5 cm to 8cm across.
They are worth 2000L or more - mainly
because they make particularly wonder-
ful jewellery.

(A deceptively useful item. If you think a
light source which doesn’t go out is not
worth much, try exploring a damp,
sprawling cave with a smoky resin torch
in one hand! It is particularly ironic that
sunstones will usually sell, not to the
impoverished adventurers who have a
practical use for them, but to the rich
aristocrats who want them only for vain
adornment!-DM) O
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COMING SOON! )

The Complete Role Playing System

NEWI in a Box.

Cry Havoc Scenarios Book | £2.95
Dungeon Grid Pad £1.

Clear 1" Square Sheet £1.80
Metal Figures 25mm, send
s.a.0. for list.

Boxed Games
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Siege £9.95

Speed and Steel £9.00
Thunde-rin Guns £6.99

Cry Havoc £9.95

City of Sorcerers £9.95
Starship Captain £12.95
Separate Game Components
£2.45 each !
Counter Sheet for Samurai
Blades

Counter Sheet for Cry Havoc
Counter Sheet for Siege
Map Deep Space - Star.Capt.
Map 1 The Village

Map 2 The Crossroads

Map 3 The Forest |
Map 4 The Castle (of Siege)
Map 5 The Camp (of Siege)
Map 6 The Temple

Map 7 The White Dragon
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£1.50 each.
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Norman Army

Dungeon Adventure
Savages « Swordsmen
Union Infantry
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Civil War Artillery
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Character Sheet Pad £1.95
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Jumbo 1" Sq Floor Plan Pad
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Jumbo Hex Numbered
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Jumbo Hex Unnumbered
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Clear Hex Sht No'd 15mm £1.80
Clear Hex Sht 25mm £1.80
Dungeon Accessory Pack 1
- Boxed £2.95

Dungeon Accessory Pack 2
- Boxed £2.95

Felt Hex - 6ftx4ft. Available in
green, blue, sand, black £12.95.
Plain Felt 72" Wide. Colours as
above £6.25 per metre.
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TREASURE CHEST
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Treasure Chest is a regular department for readers’ ideas. This issue the Treasure Chest Prize Scenario

Competition, plus traps.

PRIZE COMPETITION

Create a scenario based on the map and win £150

This month we offer all those frustrated
scenario writers a chance to get their
waork in print. We are looking for an
original scenario, based on the above
map from 4-10,000 words in length,
typed double-spaced, with any illustra-
tions or maps clearly marked. It may be
for any RPG you choose. Entries should
reach us at White Dwarf, 27-29 Sunbeam
Road, London, NW10 6JP, not later than
March 20th 1985.

The winning entry will be published
soon after, the author will receive £150,
and we will award three runners up
prizes of a year's subscription to White
Dwarf.

THE CHEQUERED FLOOR

by Peter J Cate

The players enter the room through the
door at the top of the diagram. As soon
as they enter the main chamber, they
will not be able to return for the one-way
force-field (A) will prevent them. A d10
and a d6 should then be thrown to dis-
cover the position of the square B. This
square can either be anillusionaryftile, a
black tile or simply a hole. If the square B
ends up on asquare thatthe players are
standing on, then they will fall into the
pit which lies under the whole of the
room. Every time the players move, a
throw must be made to discover the new

position of B which will not be told to the
playersifBisanillusion. Inthis room the
players’ movementis 10" a round (ie
approximately 1 square a round) due to
a magical force, but if a player is in the
pit, he will be able to see a hole in the
‘ceiling’ and maybe escape as move-
ment is not restricted in the pit.

The wall C could be run in the same
way, ad10 being rolled to determine the
position of an archway which moves
each round and is hidden by the illusio-
nary wall. D is simply a passageway to
allow for the movement of the hidden

4 5 6 7 8 9 10

HCH
3
A
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K10°)

(- T I - T X}

archway. o}

The damage from the fall into the pit
and the size of the room and even the
number of illusionary squares (!) should
be appropriate to the level of the dun-
geon the room is situated in.

THE ACID POOL TRAP

by D H Roberts j

Many DMs have deep pools ot acid in
their duné:]eon with gold, platinum,
gems and jewels at the bottom of it. So
with this trap, many jewels can be seen
5-10ft below the surface of a liquid filled
pit. But, there is no acid in the pit, just a
permanent programmed illusion of
some acid. When iron etc, is dipped in
the ‘pool’ the ‘acid’ fizzes around it, any
anyone touching it will think they have
received 1d8 hit points damage. Anyone
diving into the pool will fall 10ft and
receive 1d8 hit ponts damage from the
fall (there will be a %3 chance that the
adventurer will be knocked out by the
fall and remain unconscious for 2d6
rounds while all the other adventurers
will see him dissolve).

For the ease of the owner of the
treasure there is a set of invisible steps
leading to the bottom of the pit, thus the
illusionist who cast the spell is perfectly
able to walk through the ‘acid’ and get
any item of treasure he desires.[J




TABLETOP HEROES

Tabletop Heroes is a regular fea-
ture covering figures, modelling
and painting tips by Gary Chalk
and Joe Dever.

HIGH
AND
DRY

This month we continue our series of
practical painting tips with a close-up
look at the technique known as ‘dry-
brushing’. This method of painting is a
quick and very effective way to pick out
the raised surfaces of a figure, and it
works particularly well on areas of dense
texture such as fur, feathers, chainmail
and hair. Dry-brushing involves the
application of a layer of dark colour to
which lighter highlights are added.
Since you will be painting in a light col-
our over a dark, it is important that the
paint you choose for highlighting is
completely opaque (enamels are
strongly recommended). As with the
wash technique outlined in last month’s
feature, remember to undercoat your
figure with a matt white, and allow this
to dry thoroughly before you choose
your colours. Using the shading and
highlighting guide (WD58), pick the
‘deep-shadow’ of the first colour you
wish to apply. For example, say you are
aboutto tackle a shaggy fur cloak. A suit-
able base colour would be dark brown,
to which dry-brushing of chestnut
brown could be added, finished off with
a highlight of tan. Alternatively, an area
of quilted red leather would begin with a
chestnut brown base coat, dry-brushed
with a medium red and highlighted with
orange.

Stage-by-Stage Guide to

Dry-Brushing

1. Choose the area to be painted and
apply a wash of ‘deep-shadow’ base col-
our. The wash need not be as thin as
usual, but thinning the paint slightly will
allow itto runinto all the recessed areas.
This is important as these recesses will
provide a contrast to the lighter high-
lights.

2. Next, consult the chart for the mid-
shadow colour. Mix this colour on a
palette (a piece of aluminium foil makes
foracheap and ideal palette) taking care
to ensure that you have enough pigment
in the mix. If your paint is too runny, try
adding a little talcum powder; this
absorbs the excess oil medium and thic-
kens the paint. -

3. Using an old brush (new brushes

rapidly deteriorate when used for dry-
brushing), pick up a little of your paint
mix and wipe it on a lint-free piece of
cloth or tissue until the bristles are
almost dry (hence the term 'dry-
brushing’). What little paint that does
remain on your brush is now applied to
the textured area by drawing the brush
lightly across the surface. the paint will
adhere to all raised areas, missing the
recessed areas completely, and thus
producing a ‘shadow’ effect. A word of
warning! Don't let impatience prompt
youto put more paintonthe brush in the
hope of finishing the job quickly - it will
notwork. the excess paint will simply fill
the hollows and prevent the desired
effect being attained. When dry-
brushing, use as little paint as possible.
You can always dry-brush additional
layers if your first attempt is too thin, but
you cannot remove too much paintonce
it has been applied in haste.

Next month we shall be taking a look at
the one aspect of figure painting that
often frustrates and eludes both begin
ners and experts alike: how to paint
realistic flesh tones and faces.

This Issue’s Photos
As promised, we are featuring some
‘alternative technology’ perpetrated by
the Player’'s Guild of Nottingham. Any
reader who attended this year's Games
Day will have no difficulty in recoig__nising
the orc hot air balloon shown in Fig 1.
The gas envelope is an ordinary plastic
ballcock (of the type found in most WC
cisterns), with a wicker-work basket
scratch built from textured modelling
card. The whole contraption is sup-
ported by a piece of thick wire cunningly
disguised as the rope that leads to the
winch below, where an orc crewman
from the Citadel Orc War Engine Set
(TA4) is busy at work. Details such as the
patched gas-bag and the cauldron of oil
really enhance the ‘orcishness’ of the
model; aclean, new balloon would sim-
ply not be as convincing (unless,
perhaps, it was crewed by elves?)

Fig 2 and 3 show the fearless dwar-
ven gliders Blue Stratos and Von Gimli,
closing forthekill. The hang-gliders are

constructed from paper glued to aframe
of cocktail sticks. The flying dwarves are
casualties taken from the Citade/
diorama set C34/1a, and are already
sculpted in the correct pose for this sim-
ple conversion. This novel idea could
equally be applied to several other role-
playing scenarios. James Bond uses a
hang-glider in Live and Let Die, the SF
villains in Spacehunter swoop down to
collect captives from a planet’s surface,
and even Rogue Trooper (2000 AD)
employs a neatly camouflaged hang-
glider in this year's 1985 annual.

In Fig 4 we see what the orcs have
devised to counter aerobatic dwarves: a
multishot ballista. The model was con-
structed from balsa wood and cocktail
sticks, and the crew taken from the Orc
War Engine set. The model was painted
a dark brown and dry-brushed with a
cream enamel. As you can see, this
technique really shows up the surface
texture and helps to give the device a
well-worn look.

In Fig 5 we see a pair of Tom Meier's
Troglodytes defending their home. The
figure on the right has had a sashimono
(back banner) added, made from a
couple of spears and a rectangle of
toothpaste tube metal. Reptiles are a
most suitable subject for dry-brushing,
for this technique picks out their scales
in way that no other method achieves.
The picket fencing is from the Irregular
Miniatures range of battlefield acces-
sories, and the hut is an Inca granary
from the excellent and ever expanding
range of plaster cast buildings by
Akheton Fortifications.

Fig 6 depicts two wizards in the
middle of a desert summonation. The
figure on the left is a Chronicle Evil
Wizard (CT13), the other is by Citadel
(C02/1), and both were painted by Tim
Hall. Note that Tim used the dry-brushed
technique to good effect on the fur-
edged robe that bedecks the Citadel
wizard.

Fig 7 shows some of Citadel’s new
Dungeon Equipment; a truly
comprehensive range of furniture,
chests, tombs, etc, which are available in
sets of 9 random items for £3.95 per set.
Each pack contains 3 small, 4 medium
and 2 large pieces.

Fig 8, shows two of Litadel’s new
Halflings range (C11) out for a ramble in
the Shire. Up until now, very few cast-
ings have been available to the role-
player who wished to adventure as one
ofthe furry-footed brethren. These |atest
Citadel creations are a welcome and
long overdue addition to the wide spec-
trum of fantasy races.

The orc paddling his dingy in Fig 9 is
another crazy conversion from the
Player's Guild. The inflatable is taken
from the old Airfix US Marines Set, but
isnolongeravailable, however, don'tlet
this deter you as canoes, coracles and
small boats can easily be scratch built
from balsa scraps and card. [J

Useful Addresses

Ahketon Fortifications, c/o The Model
Shop, 190-194 Station Road, Harrow,
Middx.

Irregular Miniatures, 18, The Avenue,
Nalton, Yorks Y017 9EF.

Chronicle Miniatures, Chewton Street,
Hilltop, Eastwood, Notts.
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Fig 1 Fig 2 Fig 3

Photographs by Joe Dever and Gary Chalk. The
models in Figs 1,2,3,4 and 9 appear by kind permis
sion of the Player’s Guild, Nottingham.

Fig 9
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HI FOLKS! A Merry Chrimbie to all my fans! '"The Androx i Viaries'' will continue next month but now for something witha
seasonal flavour!
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s Santa’s VTOL Super-Sleigh hummed into life, the venerable, white-haired gent eased on his red crash-
helmet, complete with fluffy white bobble and trim, and hummed “God rest ye, merry gentlemen...”" in

accompaniment.

Outside the Grotto, snow was falling
heavily.

The picketting reindeer knew the time
for Santa to make his gettaway was nigh,
but they were preparing for a repeat of last
year's rocket-powered sleigh. Enormous
padded wooden buffers stood in the deep-
ening snow at strategic points around the
perimeter of the Grotto.

A reindeer by the entrance turned and
galloped back to let the others know that
Santa was on his way!

The other reindeer stood in a line, with
banners strung between their antlers,
slogans like ""Powered Sleighs Unfair to
Reindeer'',""There's No Clause Like Santa's
Clause'' and ''Redundant Reindeer Against
The Bomb"'.

Directing all this was Rudolph, who evi-
dently thought that the colour of his nose
held some deeper significance.

As the thin end of the Super-Sleigh nosed
forward into the arctic daylight, Rudolph
barked a command and snowballs plum-

metted like a waterfall over the Grotto's
entrance.

In his cockpit Santa chortled gleefully
and pressed a couple of buttons, turned a
couple of handles and flipped a couple of
switches. Forward blasts from the side-
mounted VTOL engines, countered by the
backward thrust of the main engines,
roared their defiance.

As the snowballs fell through the cold air
they were met by the super-heated ex-
hausts.

Snow to super-heated steam in a split-
second.

Result?...The snowballs exploded!

The clear mountain air was suddenly
rent by a battery of eruptions from the
Grotto mouth, from which a gigantic cloud
of steam billowed.

When the cloud had cleared, all that
could be seen were confused and concussed
reindeer, reeling about the now empty
Grotto's opening...out of which whisps of
smoke escaped.

Santa, as the first shock waves hit the
Super-Sleigh, had panicked and shut down
the main engines, and the most technologic-
ally advanced sleigh had accelerated back-
wards!

From the mess of tangled metal, a very
surprised-looking, rotund gent was still
holding on to the steering wheel, despite
the fact that only the top half of the steering
column was attached to it!

He was shaken from his rather stunned
reverie by the reindeer checking his pulse
and shining bright lights in his eyes.

The outcome of all this is that some of
you will receive your presents a little late,
but please remember, this year they pro-
mise to bring a brush and pan...so you
won't have to climb up a ladder, on Boxing
Day, to chip frozen reindeer whoopsies out
of the guttering!

Patience brings its own rewards.
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THE WORLDS OF
BORIS VALLEJO
Worlds of Boris Vallejo will
soon be released by Mayfa:r
Games, Inc. This exciting new
board game features the :artwork
of the famous fantasy artist.
The Worlds of B(fJn's Vallejo nsaa
ast paced game O strategy an
fdil';:llglrﬂacy.g\!\-“ith 30Iin_dw1dual.ly
mounted colour paintings of
“appealing waomen, muscular
men, and terrifying mon_sters,th@
game is as exciting to view as itis
lay."
to1;')1‘1E:Fig,r:m":e isfor1to 6 piqver;.
ages 1210 adult, with a retail price
of around £18. It will contain 30
World titles, which make up the
game board, 66 plastic discs, 6
awns, 112 cards,anda rule _book.
The Worlds of Boris Vallejo 1s
uled for release 11
%)cehc?e?‘nber, 1984, in the States and
will be over here by the New Year
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The Iron Wind (Iron Crown) £6.95.
The very interesting but totally
unuseable lron Wind (due tothere
being no Rolemaster) has been
totally revised, and brought into
line with the standard [CE format,
colour plates following the style
of the Middle Earth series. Plenty
of text, reasonable illustrations
and in a magazine format.

Boot Hill (TSR) £9.50. With a
nice new box and a Remington
illustration it's all Down Hill forthe
reader |'m afraid. The rulebook
has no discernable differences to
the old, and the rest of the con-
tents are virtually identical. | never
liked BH the first time around,
Once Upon A Time In The West is
far better (and cheaper).

WG5 (TSR) £4.50. Morden-
kainen's Fantastic Adventure, set
for characters of level 9-12, pits
‘four great and powerful heroes’
against the catacombs below
Maure Castle. Typical high level
AD&D scenario. | liked the charac-
ter called Riggby, the silliestname
for a cleric I've seen!

AC3 (TSR) £4.507 This package,
called The Kidnapping of Princess
Areline, features 51 3-D figures
and creatures , walls etc, and two
sheets of treasure and furniture
together with adungeon mapping
grid. The set is basically a poor-
man’s Dungeons Floor Plans with
an uninspiring D&D scenario, the
Dungeon Tiles when | put them
together looked very cheap and
nasty.

Mekton (R Talsorian Company) £7
The press blurb says ‘Where do
you gowhen you justwantto take
an afternoon off and destroy
several square miles of Tokyo'.
Mekton: The Battlesuit Game,
obviously. Basically the game
revolves around 100 foot giant

robots stomping built up areas,
the rules are simple, artwork very
average, and you even geta slab
of polystyrene to stop the flimsy
box from being crushed!

X6(TSR) £4.50 Quagmire!
Includes a map which expands
the D&D world, new magic items
and monsters etc. As the title bet-
rays, the adventure is set ina
swamp which is eating up all the
land, ‘foul monsters’ issuing
forth. So 'hoist your colours, or
saddle your horse - before the city
by the sea becomes the city
beneath the sea.’ An adventure
for Expert D&D characters
levels 4-10.

MH1/MH2/MH3/MH3IMHACT/
MHAC?Z (TSR) all £2.95 each. Hard
on the heels of Marvel
Superheroes TSR have simul-
taneously launched five quite
reasonably priced add-ons. MH1
features the X-Men in an adven-
ture called The Breeder Bombs.
MHZ has the Mighty Avengers pit-
ted againsta ‘horrible Time Trap'.
MH3- Murderworld features the
Fantastic Four against a mysteri-
ous assailant who wants them
‘out of the way!" All the adven-
tures are well laid out and have
full colour maps for play and
reference. MHACT is the judges
screen, and includes a ‘Hero's
guide to New York'. MHACZ2 is a
thirty two page supplement cov-
ering 52 superheroes and vil-
|ains. Called Avengers Asseim-
bled it concentrates on all of
them, past and present.

UKS5 (TSR) £4.50. Eye of the
Serpent, asolo (DM and player)
or a group adventure for AD&D.
Perilious mountain climbing and
‘aunique route planning system’
with plenty of encounters, nicely
laid out, for first level characters.




All Marvel Characters and the distinctive likanesses thereaf are rademarks of the Marvel Comics Group, MARVEL SUPER HEROES is a radamark of the Marvel Comics Group, ©1984 Marvel Comecs Group, 8 diveion of Cadence Industries Corporation. All Rights Reserved.
DUNGEONS & DRAGONS and PRODUCTS OF YOUR IMAGINATION are rademarks owned by TSR, Inc. ®1384 TSR, Inc, AN Rights Reserved.
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The Fiery Cross 2. It's here again. Packed into
this thought-provoking issue are scenarios
for AD&D, MM&M and Warhammer, articles
on the Aztecs and on campaign development,
reviews, news and much more. To obtain this
example of high culture send 60p (inc p&p)
to: Tom Stacey, The Mill House, Hawridge, Nr
Chesham, Bucks.

For Sale.DMG - £8; FF, MM1, PHB, DDG, Star-
frontiers, Gangbusters-£6each; GB2-£2.50;
Borderlands £8. All excellent conditions.
Phone Huw on: Porthcawl 6555.

Sale. Traveller book, Cults of Prax and Terror,
Snakepipe Hollow, boxed RuneQuest, Griffin

Help Urgently Wanted. Nonesuch, a new fan-
zine, needs GMs and reviewers for monthly
contributions on pro/am PBM games, books,
RPGs etc. Contact: Tim Deeming, 34 Buffery
Rd, Dudiey, W Midlands.

Help! 15-yr old AD&D player seeks players

a DM aged 14+, Write to: J P Tolley, 10
Lawn Lane, Coven, Nr Wolverhampton, West
Midlands.

Wanted. Contributions for new fanzine,
artwork etc. Mark Pitman, 42 Heath Way,
Blofield Corner, Norwich, Norfolk NR13 4RS.
Tel: Norwich {0603) 712572,

Help! WD50 and 51 needed urgently. Will up
to 75p for them. Contact: Adam le Dieu, Le Dieu
Pottery, Trowse, Norwich, Norfolk or tel: 24067.

Help. Young D&D novice seeks club in Hill-
ingdon/Hayes area, would like to getin
games, and already has a few figures. Con-
tact: Tony Lee, 37 Central Ave, Hayes,
Middlesex UB3 2BW or phone: 661 5022,

Wanted. Fantasy and SF artwork for new fan-
zine. Send contributions (with SSAE for
return} to: Alex Bardy, 28B Gladmuir Road,
London N19 3JX.

Gl . 17-yr old FRPG player seeks club/

Mountain, Plunder, G. ¥ , Middie
Earth Guide and map, Nerthern and §oul‘herﬂ
Mirkwood, Isengard, White Dwarf 33-58.
(0203) 661723, Dave.

For Sale.Dragon 1-14, White Dwarf 1-16,
Strategic Review 1-7, Original Dungeons &
Dragons plus all supplements, Dungeoneer
2-7. All in mint/excellent condition. Phone:
(071) 764 BOB7 to make offers for individual
items and groups of items.

Metal Miniatures. Best prices. REREE of fan-

tasy and military figures. Send SAE to C Wic-
kenden, Buckwish Farm, Henfield, S for
catalogue:

Exeter Uni y Games Y
Convention. 26th/27th January, Exeter Uni-
versity, FRP Gaming, wargaming and
boardgaming facilities provided. AD&D com-
petitions and trade stands. Admission £1 (2
days). For full details and tickets write to:
Brian Hooper, Kilmorie, Pennsylvania Road,
Exeter, Devon.

Andromedas Edge. The Wars for the Rim.
Latest computer moderated PBM from Living
Space Games. Flexible, fast-moving and fun.
Players carve oul empires on the galactic
fringes. Features ship design, tech and
weapons research, colonisation, diplomacy,
exploration, warships, troops, and much
mare. Turns from £1 each. for further details
send 9"x4" SAE to: Living Space Games, 11
Victory St, Keyham, Plymouth PL2 2BY.

HELP!

Clubs, contacts and events can be advertised
onge at no chargse (maximum 25 words).
Further insertions at the rate of 5p per word.

Write on! Male (14) but looks older, would like
to correspond with females (14-15) who are
inter-ested in AD&D, CoC, or 200040, Write to:
Grant Hobson, 100 Bryn Awelon, Buckley,
Clwyd CH7 20QF.

Sheffield. 28-year old poetfantasy writer seeks
similar, child-minded individuals/groups for
RPG, any system. Willing to learn, especially
AD&D, gﬂ. Tekumal or T&T. For wild imagin-
ings, contact: lan Melvin, 20 Gregg House Road,
Shiregreen, Sheffield, S5 0JS.

Cheshire/Lancashire. Help! 2 players/mas-
ters (17) would like to contact local clubs/
players for AD&D, RQ, Middle Earth RPGs.
Could form club. Contact: Mark, 12 Shirley
Ave, Newton, Hyde, Chashire SK14 4JZ.
Phone: (061) 368 9835.

Players Needed. Players are required for a
new amateur PBM campaign. Any age or any
level. Write to: Free AD&D Campaign, Blk 28
12 Fir, Baguio Villas, Pokfulam, Hong Kong,
Also penpal wanted for Jason Rego, Blk 313
Fir, Baguio Villas, Pokfulam, Hong Kong.

vy RP G /Warg, . Seeks other
gamers In local area, possibly to form club,
Please contact Clive at: 26 Cannon Way, W
Molesey, Surrey.

Wanted. Autoduel Quarterly Vol 1, Nos 1, 2, 3.
Also postal Diplomacy players required, no
experience needed. Send an SAE to Joe
Chambers, 124 Lord St, Hoddesdon, Herts, or
phone: Hoddeston (0992) 460117.

Urgently d. RQ G, ¥ !
gc:uud condition. Please contact, quoting
price; P Roe, 15 Farleigh Close, Billingham,
Cleveland TS23 2AY.

Sale Gamer. 10-yr old AQ gamer would like to
meelmherﬁﬂgamm of same age inthe Sale
area. Contact: Andrew Lee, 2 Cecil Ave, Sale,
Cheshire.

yin

roup or other players. Plays AD&D, RQ,

triker, willing to learn athers [esr Traveller.
Contact: Gary Stewart, 45 Larkfield Rd, Len-
zie, Glasgow G66 3AR. Phone: (041) 776 3050,

Wanted. G, Bestiary, Trollpak, Border-
lands, Plunder, Soloquest 1 or Foes. Also
WD29 and 30. Phone Chris on: Wickersley
542744,

Lone Veteran. Warrior (26 summers and still
adventuring} seeks mature active party in the
Immingham/Grimsby area. Campaign experi-
ence in D&D/AD&D since ‘79. Also experience
in RQ, CoC, GW and Traveller. Contact Steve
Wand on: Immingham (0463} 75620,

Swap. Boxed Traveller, Book 0 and Double
Adventure 1 for DMG and boxed RuneQuest
and character sheets for PHB, or all for both PHB
and DMG. Other games of equal value also
accepted. Contact: Juha Rajala, Laiduntie 12,
70780 Kuopio, Finland.

Missing Link. White Dwarf 51 needed desper-
ately. Willing to pay any reasonably sane

rice. Phone Giles Newton on: Norwich
0603) 738727.

Russell Henry! Please contact me rding your

letter in White Dwarf 54, Peter Schravendeel,

ﬂnhon :’an Gilsweg 3, 5645 EK Eindhoven,
olland.

| Anyone interested in role-playing,
D, D&D, RQ, SO, Traveller (regardiess of
age, sex or experience)} in the Dumfries area?
Also wanted, Traveller Supplements, etc, Books
4, 5, AD&D/'D&D modules. Contact: Paul
Chambers, 86 Golf Avenue, Dumfries DG2 9ER,

Hel
A

Aimless Wanderer. In the process of forming
a Role-Players Association in the Garston
Watford area, interested? Phone: Garston
677514 (evenings) and ask for David.

Swap. My Azhanti High Lightning for two of
the Middle Earth series. Also Double Adven-
tures 1 and 3 for another of the series. Phone:
021705 5414, ask for Marc.

Wanted. Desperate for Dragons 65-69 for col-
lection in reasonable condition, good prices
paid. Contact: | D Bowen, Y305 Neuadd Sibly,
CBA, Porc Singleton, Swansea SA2 8PU.

Swansea/Gower. Intelligent mature players
needed for RQ/AD&D based campaign in
Gower area. No hack and slayers please| Ring
Justin on: 391145, or Stuart on: (828} 3880.

Urgently Required. AD&Ders {18+ | in Dudley
areato join existing or planned campaigns on
regular weekly basis. Transport and under-
standing families useful. Please contact:
Nigel Espley, 26 Claydon Road, Wall Heath,
Kingswinford, West Midlands DY8 0HR. Tel:
Kingswinford 292271,

Portsmouth. Anyonein the area who wants to
play RQ? Looking for players who will add to
a campaign, ideas, rs of help, etc. Play
AD&D aswall, Phone Jim on: Cosham 383537
or write to: 92 Deerhurst Crescent, Pauls
Grove, PO6 4EJ.

Sorry! The Rheinrhehm Travellers humbly
apologise for the accidental annihilation of
the City of Greyhawk in CY578 during dragon
training. We console them with the?mow-
ledge that the twelve Hragons involved pas-
sed al| their tests,

Croydon. Experienced AD&D player/DM left
high and dry after car accident tragically took
two players from my old group and left the
rest of us unable to play together. | am
desperate to find players or a club so that |
can resume the pastime | love. Contact

‘Jeremy on: 680 9639,

AD&D Player. ¥5-yr old male seeks RPG club/
players, willing to travelllearn new games.
Contact: Peter Quinn, Clonmel, Co Tipperary,
1 5t Vincent DePaul TCE.

York. My name is Russell Jackson and | am
looking for D&D players to start a new club,
failing this an existing club or group of
players. Please contact me at: Tower House,
Landing Lane, Riccall, York YO4 6PW.

Players Needed. Club based in South London,
Waterloo area, in need of new members.
Most wargames and FRPGs played including
AD&D, Traveller, CoC. For details contact:
Barry Chapman, 59 Larcom St, Walworth,
London SE17 1NJ or phone 703 8172,

Oh Woe Is Me. Kindly DM seeks players for
kobold crushing, Zhodane zapping, mutant
mutilation, broo bashing, TAROT tricking and
running away fram Cthulhu. Will play/referee
absolutely any game, Contact: Paul Bayford,
2 Green Road, Hales Green, Norwich, Norfolk.

Wanted. Secondhand Pavis and Grenadier
Secret Agent figures. Phone Nick Edwards
on: Bristol 642177.

Desperate of Kenilworth. Help! | desperatel
want to join a D&D/AD&D club/group in Kenil-
worth, | already play D&D once a month in
Southport. Need to play more. Contact: Graham
Caley, 20 Churchill Ave, Kenilworth, Warks.

Wiltshire. Is there life in Dorset, Wiltshire,
Somerset (preferably 17+). Anyone
intarested in playing RQ, Aftermath, Other
Suns, Ringworld 7! Contact: Andrew Strat-
ton, Harcourt Farm, Zeals, Warminster, Wilts.
Tel: Bouton 840504.

RQ Campaign. Starting after the summer holi-
days, 12-17 year olds with previous RQ
experience. For further details contact Jason
Halt on: Cambridge 65970.

Swap. AuneQuest rulebook and Apple Lane +
Fangs + all dice needed (perfact condition)
for Warhammer andior Swashbuckler. Phone
Chris on: Farnborough (Hants) 546888,

Wanted. Borderlands, RQ Citadel Boxed Set
3: Trolls, Set 7: Flying Creatures. Other out of
print AQ material considered. Swap for
Warhammer, Compendium 1 and Arcane
Listings supplement possible. Phona J Evans
on: Headcorne mﬁzzfaamn,

0i, Swappers. |'ll swap you Basic Traveller
ﬁs, preferably, Books 4 or 5 for my Basic
D set plus the Expert Rulebook. If you're
interested, phone: (0436) 820 272, or write to:
The Cottage Rhu, Dunbartonshire, GB4 BRA.

Wanted. Different Worlds 3, 24, Wyrms Foot-
nates 11, Contact: Richard John, 146 Corpo-
ration Road, Grangetown, Cardiff.

Barnsley. 19-yr old student looking for either
a club or a group that could show me how to
lay AD&D. Contact: Richard Martin, 3
ichard Avenue, Smithies, Barnsley, South
Yorkshire,

Help. Embarking on a journey into the warld
of FRPGs. Would be grateful if a local group or
club would contact me! Write to: P K
Armstrong, ¢/o 22 Sandbergh Road, Kimber-
worth Park, Rotherham S61 3HA.

Calling Birmingham. Surely there s a club or
rDu‘F&wiiian to take on a new player? Into D&D,

EPQ T and Traveller. Robert McGregor,

11 Norfolk Road, Erdington, B'ham 23 6NE.

Swap. Traveller, Book 0, Dbl Adv 1, RQ
character sheets, CoC are swap for
anything interesting (games, miniatures,
accessories, etc) and especially C&S stuff,
SAE with offers to: Juha Rajala, Laiduntie 12,
70780 Kuopio 78, Finland.

Landmark Il Fantasy Postal Campaign.
Features include prizes, tested scenario
{running for 15 months), very flexible, lots of
choice, 28 races, 24 classes, dungeons,
towns, wilderness to explore. Very friendly
individual service. Send SAE far further
details to: Richard Downes, 8 Treasury View,
lckham, Canterbury, Kent.

Wanted. WD 15-29, 33. Ring with prices: Tim,
(061) 485 6641.

Attention. Gamers in the South Stockport
area to start a club. Play AD&D, D&D, Car
Wars and more, Phone: (061) 485 6641 and
ask for Tim.

Wanted. The original boxed set of Night EIf
Patrol. Good R;ies paid. Contact S Godfrey
on: Ashford (Mddx) 42736 (after 7.30pm).

Play-By-Mail. For T&T and D&D - explore the
world of Garanduin. Send an SAE for details
to Andrew Hill, Brambles, 5A Echo Barn Lane,
Farnham, Surrey.

Help!Eagle issue 121 dated 14/6/84 needead

urgently. All offers to: Derek Doran, 3
Glenaulin Park, Chapelizod, Dublin 20, Eire.
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Wanted. WD1-26 and 29. Contact: M Calson
Dominique, 8 Rue Sich Brahim, 38100
Grenoble, France.

Wanted. Any Traveller or AD&D material,
Write, giving details prices to: David Wright,
2 The Rowans, Sauchie, Clacks.

Help!Age 15, RQ/D&Der trapped in the maze
of the solo scepario. Brave party of
adventurers please rescue. Contact: Darren
Bennet, 13 Perrystreet, Perryvale, Forest Hill,
London SE23 ZLF.

Belated Anniversary Gm-ﬁngn.
Congratulations Ranorah and Berni on your
first wedding anniversary. All the gang wish
you many more. Remember Wersi and the
black gem? Have you tired of the quiet life?
Join us next month. Tarsha, Gollum and
Tymaore.

BBC Modei-B Software. Any young people
who have software, information,
programmes or a simple desire to be part of
this epic adventure are welcome to come
along on Monday evenings. Our megatrip
RPG club plan to expand tge limits of this side
of our activities. Contact: Guy, 1st floor
lounge, 7.30-10pm, Maidenhead Centre,
(d:asllr Hill, Maidenhead (see WD56 far more
etails).

Kilmamock/Ayr. Experienced player seeks

group/club to play in. Hasn't played for about
ayear as AD&D/ Traveller group refuse to DM.
Has transport. Will DM occasionally if playing
most of the time. Phone Scott on: Craigi 233.

in Slytongue hereby declares two
deaths, one regretfully and t'other long over-
due. Celrond Goblinsbane, fellow adventurer,
assassinated by the Scarlet Brotherhood, and
that pig Aranen Silverleaf, killed by mine own
gnomish hands. Rot in Hell, Arabonc.

Preston. Maie veteran (15) trapped in solitaire
dungeon. Seeks local D&D club or group and
arganised adventures. Will learn other RPGs
(Traveller, RQ). No experience in anything!
Ring Ben on: {0772) 700272,

Help! 21st level character requires company
for club in Surbiton and also copy of WD29.
Phone Big H on: 390 0039.

Broos Have Hearts Too. Experienced role-
layer seeks clubs and fellow players in

:swich. RQ, SF and T&T. Will learn others.
Iso interested in wargames. Write to: Lawr-

ence Erbe, 97 Burrell Road, |pswich, Suffolk.

Wanted. AD&D Flayers Handbook, DMG, MM
and MM2, contact: Northampton 712501, Wil-
ling to pay up to £20.

Treasure Trap. Person (without transport}
requires interested in mediaeval role-playing
and Treasure Trap. Seeks similar in Herts/
Essex/N London. Contact: Gerry Sutcliffe, 74
Tunnmead, Harlow.

North/East London.Phoenix Gamaers Club
requires players to form new club in area.
Two AD&D and CoC campaigns now running,
also wargaming section. Contact Steven on:
520 0931. Beginners welcome,

Players Needed. Club based in South London
(Waterloo area) in need of new members.
Most wargames and FRPGs played including
AD&D, Traveller, and CoC. Contact: Barry
Chapman, 52 Larcomn Street, Walworth, Lon-
don SE17 1NJ.

Hey You!Yes youl Interested in AD&D in Sit-
tingbourne area? Phone Danny Child, with a
view to forming a club or just playing, on:
(0795) 843391 (after 5pm),

Wanted. WD binders for good prices, must be
good quality, Ring Jonathan on: Surbiton 390
0039,

Help! | am desperate! Any RPG clubs in the
Kirkcaldy are. | am 14 and even if this is too

oung please contact me! F Doherty, 18 Val-
ey View, Kirkcaldy KY2 6AY.

Wanted. Any AD&D, Star Trek, etc. Players In
the Beckent area. | 1 in startin
club for the weekends (14 +). Contact Andy
on: {01) 778 2480.

Fulerum. New fanzine needs contributions.
Getthe issue in which your work appears fee.
Details of first issue soon. Fulerum, 13 Park
Road, Haslington, Crewe, Cheshire.

Die Scum! DM seeks CoC/AD&D, Warharm-

mer and Traveller playars. Will play ather

asms‘s, Ages 14+. Contact: Dave Webster, 30
ueniborough Road, Queniborough, Leics.

Hackney/lslington, 9-yr old D&D player
needs sessions with more experienced DM.
Please contact: Thomas Mclaren, 13 Winstan
Road, London N16 9LU. Tel: (01) 254 7156.

Swnﬁ Any old Judge Dredd wanted for a new
Warhammer. Ring Ross Martin on: (0247)
463527 |weekends).



WHEN THE SMOKE CLEARS. . .

MIDDLE-FARIT H

APPEARS

Step through the misty haze into the greatest fantasy realm of all time.
Excitement awaits in the legendary land of Hobbits, Orcs, Elves,
Balrogs and Dragons. Journey through Mirkwood forest, encounter the
hideous monster Shelob, or engage in battle for the vast treasure hidden
deep within Lonely Mountain. Return to Middle-earth with:

Middle-earth Role Playing, a complete set

Middle-earth Boardgames:
| of guidelines for adventuring in J.R.R.
The Fellowship of the Ring — Tolkien’s world. Supported by:

a two player game of the quest to

destroy the One True Ring. p

Campaign Modules:
Lonely Mountain — (’(-’\\_‘ Angma.rn
a multi-player game where ll._ \ l:."' ; 1\ Umbar
playm attempt to snatch ' I-\' LR\ The Court of Ardor
treasure before > I Northern Mirkwood
Smaug awakens. Southern Mirkwood

Isengard

The Battle of Five e
Armies — the climactic
struggle between the )
evil Goblins and the allied ~ ‘B LS W@ /[ R Adventure Modules
armies of Elves, Bree & the

Dwarves, & Men.

These products are available at better

retail outlets worldwide. Distributed All copyrights and trademarks, Dealer inquiries welcome.

in Canada by CANADIAN HOBBY- TOLKIEN ENTERPRISES, a division IRON CROWN ENTERPRISES
CRAFT, in the UK by GAMES of ELAN MERCHANDISING, P.O. BOX 1605
WORKSHOP LTD., and in Australia ~ BERKELEY, CA. No unauthorized CHARLOTTESVILLE, VA 22902
by JEDKO GAMES. use permitted.
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“The Friendly Games Shop”

3 Ve e
Guardroomy,

38 WEST ST., DUNSTABLE.
Tel: (0582) 606041

2 miles from Junction 11 on the M1

See the full range of
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Adventures and
Accessories

HEnHE

T
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10 Skerry H|II
Mansfield, Notts

UNICORN GAMES

6 WOODHAM ROAD, BELLINGHAM,SEG 25D.
MAIL ORDER ONLY

| CHEQUES/PO's PAYABLE TO UNICORN GAMES
RETURNED TO YOU BY FIRST CLASS POST "FREE"
EUROPE: ADD 33% CARRIAGE

OTHER OVERSEAS:ADD 55% CARRIAGE

SEND FOR A 'FREE" GAMES LEAFLET.......

BASIC DUNGEON & DRAGONS OTHER ROLE PLAYING GAMES

BASIC SET...ccvsvnsvsnannsasnssnnsananns 9.50 INDIANA JOMES . ..ovvessrsvarsnsnnsnanans 9.50

EXPERT SET.... BeSd  OHTEAIBE T e s s s v A ALY s8R .85 e

Compason S51. R 9, Open Monday 1pm-6pm

DED CHARACTER SHEETS. 95 DEMAND OF HONOUR...STAR THEK MODULE. «50 &

Ml TEST OF THE WARLO sens et 50 STAR FRONTTERS: l]'P'HA DAWH - Rwedn_esdday12pm 7pm

X5 LANTHANS GOLD,.... -B0L0.4,50 STAR FRONTIERS:KNIGHT HAWKS. .. v -

BI IN SEARCH OF THE UNRNOWM, : TRAVELLER STARTER EDITION. ... euvassans e emainder 10am-6pm

32 KEEP OF THE BORDERLANDS..... 5 ; .

¥3 PALACE OF THE STLVER PRINCES: W50 NARHAMMER Stockist of c,-tadef' Asgard'

B4 THE LOST CTTY..... 4,30 iy .

85 HORROR ON THE WILL L0050 WARHAMMER:MASS COMBAT REC..............5.95 Essex Miniatures; Torchlight

X! ISLE OF DEEAD.. .00 FORCES OF FANTASY :WH SUFFLIMENT........5.95 g -

X2 CASTLE AMBER... 25.50  GITADEL DICE -SET.sevrocenssnsssissssnne 1.25 = and Gallia products and more =
%5 TEMPLE OF DEAT) 4.50 — =
15 T VEILED SocneTy P aurs @ilHJ!IIIHJIHIIMJINI!HIIlllIIIHI!IIIHIIIIIIJIHIH||r||l|||l|IIIIIIII|Il|J|IHIIIIHIIIillllflllnllrlilllllillIIIIIIIIlIIJIHiFIIIIIJIHIII||fllllllf|lImllllillllllillmlfﬁ
Ml BLIZZARD PASS..... I'l

M2 MATE OF THE RIDDLING MINOTAUR,..S0LO0.4.50 CITADEL COLOUR:PAINT SET!...vcsvsnsnasns 4,95

CITADEL COLOUR:PATNT SETZ..0isviianinnn 4.95 7
ADVANCED DUNGEON & DRAGONS 74

/ ,a" For dlutmtzdmhlnqnl
< \ UTHEH R1IFAETS

BOMED 25MM MINIATUKES BY GRENADIER
DANGEON MASTERS GUIDE......ssessssssssns 10.95

PLAYERS HANDBOOK..... .95 SKELETONS RAIDERS OF THE UNDEAD........7.95
MONSTER MANUAL.... ‘ MOKSTERS OF MYTHOLOGY .. .vusvans 7 2 ‘Fables’ ll. Elm Park HWI’
MONSTER MANUAL I1. 9 KNIGHTS , FIGHTERS AND MEN-AT-ARM
FIEND FOLIO...0s.e ..9.95 DEMONS . < o vuesrsres = m;r Hants. P09 Z“D
DUNGEOH MASTERS SC 44,95  DWARVES TROOF,... Tel Wll'lt lﬂ]lll.z
ADAD CHARACTER SHEETS....... 3,95  HIRELING CHEW, . IRIE s
WORLD OF CHEYHAWK...revised. 9 FICHTING MEN.....
12 TOMB OF THE LIZARD KING.. x WIZARD'S CHAMBER. III.ISI -
13 PHAROAH. .everrvnsen. s .50  ORCS OF THE SEVERED HAND = I\ﬂM
14 OASIS OF THE WHITE F. - DRAGON KILLERS.......00s
15 LOST TOME OF MARTE L ‘.m‘ TIIWlf
EX| DUNGEONLAND. .. .«4.50  THAVELLENW 25MM HINTATUME SETE BY GRENADIER H-l'ﬂﬂllk m
UK2 THE SENTINEL,. 4.50 these prices postoge
30 I
30

L? THE ASBASINS KNOT, IMPERIAL MARINES.
DL! DRAGOMS OF DESPAL
UKd4 WHEN A STAR FALLS...

CB| COMAN UNCHAINED, ...,

ALTEN ANIMALS....
ALIEN MERCENARIES

OTHEIQWOQLD AD’I‘IFACI'oS

CALL OF CTHULHU BOXED 25MM MINIATUHES BY CITADEL
CALL OF CTHULHU BOKED SET. S - STARTER SET ADVENTURERS .....covevsnninse 3,95
HORRIELE SECRET OF MONHEG, AN IQ[!\I‘I] ...... 4.95 STARTER 58T MOMBTERS.........c0040002..3,95

CTHULHU ADJ'F_'NT[I"LLRS 25MM MINTATURES., L7.95 WHITE DWARF CHARACTERS.....

CTHULEU CREATURES 25MM MINTATURES.......7.95 MOMETEROUS ORC WAR MACHINE.

ORC WAR WYVERN...civeuevnss
LAY BY MAIL GAMES WARRIORS OF (HADS.......

KNIGHTS OF CHADS ... 00uue wida
TRIBES OF CRAME,....ovsasnpssseranssnsas 9.95 UNICORN GAMES LEAFLET... cereeseneens F|
L T P X .95 LIZAHD MARRIOBS ... covicciincissnasaias 1.95
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orch(igfTc
fancasy products

BRING YOUR GAMES INTO
THE THIRD DIMENSION NOW ! -
*WINTER CATALOGUE NOW OUT !
* DUNGEON STARTER OACK (Mail Order only) Worth
£1250 — Yours for just £11.25+80p. P&P. Includes items
A3, A4, AB, A7, A11, B3, C4, C7, C10.

*TORTURED SOULS ADVENTURE PACK (Mail Order only)
Worth £25.00 — Yours for just £21.50. P&P FREE. As featured
in Tortured Souls 5, Crypt of the Damned Scenario. Includes
A3, A4, ABx2, A7, A11, B2, B3x2, C3, C4, C5, C7, C9, C10,
C15, C18, Plus S2 or S4. If S2 is chosen, C4 replaced by C14,
For more details, plus Free Sample Dungeon Doorway, send
SAE now to: Torchlight Fantasy Products (Dept. W), 23
Cliftown Road, Southend-on-Sea, Essex SS1 |AB.

WINTER CATALOGUE OUT NOW !

Main London stockists: Virgin Games Centre, 22 Oxford Street.

EEEEEEEEEEEEE

o THE o
& “WARLORD

GAMES SHOP

We now stock
IRREGULAR MINIATURES SIEGE
EQUIPMENT * INTEGRAL TERRAIN

PLATOON 20 FIGURES
GALLIA 256mm BUILDINGS
as well as

RPGs and supplements * War Games®

Davco Microtanks * S.E.W.A.R.S.
Avalon Hill Games * Asgard Miniatures

818 LONDON ROA
Tel: SOUTHEND 73308

Y

Dungeons & Dragons * Traveller and most

Science Fiction Games * Citadel Figures
Torchlight Fantasy Products * Rule Books

GH-ON-SEA

Open 9.30-1.30 and 2.30-5.30. Closed Mondays

amesFair '85

THE CONVENTION WHERE GAMING COMES FIRST

On FRIDAY, SATURDAY & SUNDAY
29th, 30th & 31st MARCH 1985
at READING UNIVERSITY

Special guest E. GARY GYGAX

Starting at 12 noon on Friday, and continuing until 6pm
on Sunday, GamesFair '85 features:-

* THE AD&D® OPEN CHAMPIONSHIP — An individual, knockout
competition to find the British AD&D Champion of 1985. Held over
Saturday and Sunday, this limited entry event must be booked in
advance.

* ALL THE NEW AND ESTABLISHED FAVOURITES — Including
MARVEL SUPERHEROES™ game, STAR FRONTIERS® game,
DRAGONQUEST® game, Traveller, RuneQuest, 1829, Railway
Rivals, Call of Cthulhu, llluminati, En Garde and many more.

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

* RESIDENTIAL OR NON-RESIDENTIAL PLACES — Non-
residential bookings entitle you to full use of all the convention
facilities including inexpensive hot and cold food, 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, There will be NO tickets
for sale on the door.

WE NEED YOUR HELP. Reliable, careful, experienced DMs are needed
to help run the AD&D competitions. Please mark your application form
accordingly if you would like to help us.

51 ful bookings will be confirmed by post. Full details and confirmation of events will be

(B CKRs
GAMES SHOP

For probably the widest range of role-playing,
war and sports games in the southwest. Alse
metal figures, robot models, posters, Judge
Dredd magazines, +T. Shirts, + Video Arcade - all
can be found at:

The Joke Shop, 158-159 East Reach, Taunton

Tel: Taunton 85630
Opening hours 10.00-5.30 (Closed Thursdays)

NOT JUST STAMPS
17/19 Crendon Street,
High Wycombe, Bucks.
Tel: (0494) 41717
Open Mon-Sat 9.30am-5.30pm

Closed all day Wednesday

Stockists of all Fantasy & War Games, Citadel,
Ral Partha & Grenadier Miniatures.
Discounts for Clubs. Player Contact Board.
THE SPECIALIST GAMES SHOP’

Please mention White Dwarf when replying to advertisements
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given in the GamesFair programme, which will be mailed to attendees in February

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 1985,

Perspns under 14 years of age cannot be admitted.

Bookings accompanied by an incomplete list of names or the incorrect money will be returned
unprocessed.

GAMESFAIR ‘84 WAS SOLD OUT TWO MONTHS IN ADVANCE
S0 BOOK EARLY TO AVOID DISAPPOINTMENT,
TICKETS WILL NOT BE AVAILABLE AT THE DOOR.

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

The symbols @ and ™ denote trademarks owned by TSR Inc, Wisconsin, USA.
o -
BOOKING FORM — Please read ALL the small print before booking

Please make cheques/POs payable to TSR UK Ltd, and send to the
organisers at: GamesFair, TSR UK Ltd, The Mill, Rathmore Road,
CAMBRIDGE CB1 4AD. Telephone (0223) 212517.

Please send me residential ticket(s) for
GamesFair ‘85 at £29.00 (£27.00 for PA

members) each. £ s,
Please send me ....... non-residential ticket(s)

for GamesFair ‘85 at £8.00 (£7.50 for PA

members) each. B - Saridie
| do/do not wish to enter the AD&D Open.

Fee £1.50 R T
TOTAL B coain

| am/am not a member of the PA.
My membership number is

| do/do not wish to help DM one of the competitions.
(Please give brief details of your experience — including age — on a
separate sheet).

My name:

My address:



ES3EX FNNTNEY

SPECIAL OFFERS!

Dwarf Army 60 Figures only £11.50
Gnome Army 60 Figures only £11.50
Goblin Army 60 Figures only £13.00
Adventurer Pack 12 Figures just £2,.95
Monster Pack (Ogre, Bugbear, Gnoll, Greta Orc,

Hob-Goblin, Lizardman.)

ALL ABOVE PACKS POST FREE!

Sole Australian Distributor
Essex Miniatures,

40 Railway Parade,
Lakemba, NSW.

Australia 2195

Sole US Distributor
“Wargames’’,

2415 Carrick 204,
Dallas,

TX.75234, USA

Sole Distributor for France
Veux de Guerre-Diffusion,
19 Rue Jouffroy,

75017 Paris, France.

SoleDistributor for Germany
Modellbauspezialversand,
Strassburger STR. 209,
Postfach 101407,

4200 Oberhausen 1,

West Germany.

Telephone orders: Access or Visa 0268 682309 — SAE for catalogue.
Unit 7 Chapman Court, Charfleets Road, Canvey Island, Essex.

VIRGIN

GAMES CENTRE

NOW OPEN IN LEEDS

AT 94/95 BRIGGATE.
WHERE NEXT?!

g | ALSO OUR MAIN

Theatre

E_=m ol SHOP AT:

(S5 )= |22 OXFORD STREET,
: LONDON W1N 9LS
s Phone: 01-637 7911
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Saturnalia is an
original British
play-by-mail game
specially designed
with FRP gamers
in mind.

19
Saturnalia offers
a scope for player/
refereeinteraction
limited only by
your imagination.

It follows a free
format in which
YOU, the player,
control one or
more adventurers
in a world of
intrigue and
discovery.

If you are
interested then
please fill out the
coupon below.

NAME:

ADDRESS:

Saturnalia.

Please send me more
details about

e

I wish to take advan- |
tage of your starting |
offer of 5 turnsand a |
rulebook: only £3. |
OR |
|
|
|

Return to: SLOTH

| g

.\"'\\ B

NTERPRISES, FREEPOST,
SOUTHAMPTON S09 1BH.
Cheque/PO payable to ‘‘Sloth Enterprises’

PS. %ubsequent turns will be at a competitive £1
each and will include postage both ways.

ALCH

SEND.S»QE FOR 24 PAGE CATALOGUE

TABLETOP GAMES
53 MANSFIELD ROAD,
DAYBROOK,
NOTTINGHAM

P&P: 10% [min 16p) in LK.
OVERSEAS: Surface Mail 15% (min 15p];
Airmail 60%.

REAPER 15mm FANTASY

CHARACTERS MONSTERS
12p each Ape 15p
71 Magic User w Staff  Ogre [25mm| p
F2Mag. Usorw Wand Troll (26mm) 0p
F3Cleriwin Chammall  Ghoul 2p
FaCiefic in Plate Shel'son Warrior ... 12p
F& Thinl Liche 15p
F6 Assassin Liz'man w Club ... 20p
F7Bard Liz'man w Sw'd 20p
FaFighterin Chairerail - Naga ... 20p
FaFemale in Plate Gargoyle .. 20p
F10Femate MU Wyvern 195
F11 Female Cleric T-head Hydra ... £1.76
F12 Fernale Thint Maounted Lord
F13Female Fighter of Chaos 350

in Chainmail Mounted Knight
14 Famale Fightar of Chaos 38p

inPlate Lord of Chaos ... V5p
F15 Dward in Chainmail Kmight af Chaos 15p

with Axe Minotaus 15p
Fi6Dwart in Plate

with Axe GIANTS
Fi7Dwarf inChainmall — Hill {30mm) .. 4Bp

with Sword Firg (40mm) 95p
F18 Dwarf in Plate Frost (50mm| - BEp

withHammer Stone (40mm)| ... B0p
F19El Magic User Ent 85p
F2OEIf Figheer

FLYING REFTILE

DRAGONS With Lord of Chaos
Aed Dragon ... £1.85 Rider - £1.50

Biack Dragan . £1.85 (or Chaos Knight Fider|
DEMONS

Winged Fiend {30mm)
Satanic Archdeacon (40mm)
Balrog (35mm)
Manticore ... 20p Giant Slug

GOBLINS

Goblin Standard Bearer
Goblin advancing with Sword ...
Goblin attacking with Sword .
Goblin attacking with Axe ..

CHARIOTS
2-Horse, Scythed Chariot with Rider

G0p

REAPER

Revised Edition ol the most popular

Fantasy Wargame Rules ... £2.95
Attack of the Fungoid Trolls
[first Reaper scenario) e T

Reaper Starter Pack .., E18.50
(Basic Rules, dice two small
15mm fantasy forces |

NEW 15mm REAPER |
FIGURES

Ileardrnan with Spear .
| Lizardman with Axe
| Goblin with Spear ..
| Wizard on Throne .
| Centaur with Bow
Cemaur with Spear

ORCS

Orc with Axe
Ore with Scimitar
Orec advancing with Sword ...
Ori with Spear
Org striking with Sword
| Ore mounted an Dragon

|CHARIOTS
{Good ........
| Evil ..

£1.93
s r1.99|

[
| MetalgMagic
SUPERB NEW RANGE OF 25mm

DESIGNER, FROM TTG.
FIGHTERS

FANTASY & ROLE-PLAYING RULES

Monster Combat (TTG) oo £1.50
Orice upon Time in West (Gun Fight) . £3.90
Volume 4 of above E1.50
Rudis (Gladiatorial) ...........c....0oocen. £1,50
Retinue (Madieval Skirmish) .. £1.95
Heroes (Dark Ages) ... . £2.85
Pany Wars (indian Fights) ... LE1.9%
SFRULES (TTG)

Combat 3000 ... i E1.85
Combat 3001 (for above) ... £1.78

Starguard
Starhound [Fighter Cambat)
Encounter (Space Action)

ta PaladininPlate ......ooemmriianes 45p
1b Fighter in Scale with Mace . 46p
1c Fightar swinging Axe .........—..... 45p
| 1d Fighter in Chainmail with Sword . 46p
1e Fighter with Axe & Square Shield .. 45p
WIZARDS
3a Wizard reading spell from Book ... 45p
3b Wizard with Staff ... 45p
3c Enchanter Summoning ... 45p
3d Wizard with Scroll ... 45p
3e Bearded, with Pointed Hat ... 45p
BARBARIANS
Ga With Sword & Dagger 45p
6b Oriental Barbarian .. . 45p
| 5e Viking Barbarian i 45p
| Bd Barbarian in Scale with Axe . 45p
| 5e Barbarian with 2-handed Sword ... 45p
DWARFS
Ta Dwarfwith Poleaxe 45p
7b Dwarl with Warhammer | 45p
‘ To Dwarf with Axe ............. - 45p
7d Dwarf with Sword & Shiald . 45p
7e Dwarf in Scale with Sword 45p
ELVES
9a E|f standing with Spear ... a45p
8b EIf advancing with Speat ... 45p
B¢ ENf firing Bow . 4Bp
8d Female Ef with Bow e 4B
9e Female EW with Sword & Shield .. 45p
SKELETONS
11a Skeleton in Chainmall w Sword ... 45p
11k Hooded Skeleton .. 45p
11¢ Skeleton with Scimitar .. 45p5
| 11d Skeleton with Dagger ... 45p
11e Armoured and drawing Sword _ 45p
UNDEAD
NIREOhR .. ..o el il 45p
13b Ghast - .. 45p
13c Ghaul ... ai
13d Zombie .
13 Grave Baasl ... v
CHAOS FIGHTERS
168 BOWMBN .oeoviiieeeins 45p
15k Fanatic in Horned Helmet . ... 45p
15¢ Chaot in Plate with Large Axe 45p
| 15d Chaot with Skull Club 45p
45p

| 188 Chaot in Chainmail with Scimitar .

FANTASY FIGURES BY GERMANY'S LEADING

FEMALE FIGHTERS
2a Female Fighter with Axe . ... 4g
2b Fem, Fight, 2 Swords & Buckier ... 45p
2¢ Defending with Shield ....... wiee 45D
2d Female Fighter drawing Sword ... 45p
2a Femnale Fighter in Plate with Sword . 45p
CLERICS
Cleric with Staff 45p
4b Bearded Cleric attacking with Mace . 45p
4c Cleric. Chainmall with Round Shield . 45p
ad Portly Friar ....iiciiiii, 45p
4g Cleric: Shield & mall Hood ... 45p
THIEVES

45p

6a Aogue: Studded Arm'rw.Sword ..
B Assassin Striking i
e Thief with Loot & Spiked Club
6d Fernale Thief with Lamp ...

Be Female Thief demanding Cash 45p
SUME MONSTERS

Ba Fungold Screamer 45p
Bb Bloodworm ...

Bc Fungus Spores
8d Paving Mould ..
8o Amoebold Blob

ORCS
10a Ore Chigftain with Sword
10b Ore with Spear
10e Ore with Axe

a5p

10d Orc with Shortsword . 45p
10& Orc with Mace ... 45p
MONSTERS SET 1

12a Doppelganger . i 45D
12b Giant Frog . 45p
12c Gargayle . 45p
12d Harpy .. . 45p
12e Medusa 45p
GOBLINS

14a Chieftain with Mace ............ 45p
14b Warrior with Spiked Mace . 45p

1dc Warrior with Spear
14d Slinger

14e Warrior with Sword .. 45p
FEMALE PRIESTESS
16a Priestess with Cross 45p

16b Priestess in Plate with Mace

16¢ Priestess with Staff ... 45p
16d Priestess Worshipping 45p
16e Priestess with Bag of Herbs ..... 45p

LASERBURN
NOW A COMPLETE SCI-Fi COMBAT &
& ROLE-PLAYING SYSTEM.
LASERBURN RULES (basic)
FORCES OF THE IMPERIUM ...
IMPERIAL COMMANDER
{military combat rules| .....

£1.95
£1.75

.« £1.86

ADV. LASERBURN & ALIENS -« E1.95
ROBOT BOOK - -E£1.95
LASERBURN SCENARIOS

Bunker 17 .50
Tarim Towers Haist .. £1.50
Sewerville Shoot-Out . .. E1.50
Sed Prison Siege ... £1.50

STARTERPACK ........... £7.95 (inc plp)
| {Rules; Bunker17; 16mm Figures & dice)
Fuli range of Figures & Vehicles
available for LASERBURN.
| NEW!
| 'SCAVENGER' |
A Solo Laserburn Scenario ......... £2.50 |

IBecome an ‘organ-legger’ and ply the
universe in this ‘endless’ solo book based
onthe LASERBURN system,

p -
25mm ASGARD FIGURES
DWARFS (SLUPERE RANGE OF DWARFS,
IN QUR OPINION, THE BEST WE'VE SEEN)
srssssssensrine DO

| bw1
Dwz
‘ Dw3a

Advanturer ...
Dwarf Axeman
Dwarf with Hammer
Dwarf hera
Dwarf Spearman
Black Dwarf ...,
Dwarf Scout
DW8 Dwarf Lord ... .
DWS  Dwarl Shield Maiden
OW10 Dwarf Crossbowman ..
DW11 Dwarf with Arquebus
DOW12 Dwarf Mercenary ..
DOW13 Dwart Pikeman .,

DWSs
Dwa
DWE
ow7

BARBARIANS
BP1 ‘Clonar Sternbow ... %
BP2 Taran Firedaughter
BF3 Kemn the Reaver
BP4 Koth Beasthelm ...
BPS Mad Rollo

BPE Serni the Darkling
BF7 Arflane the Archer ..
BPE  Aurock Stormkin
BP9 Skai Wollbane ..
BP10 Alric Mancleave
BP11 Two Cuts ...
BP12 Maxx the Ragged
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LET’S SMASH SKULLS
AGAIN!

WARHAMMER
FANTASY BATTLE
RULES enable you to
re-create fantastic
battles on the table
top. Players take
command of power-
ful armies, cunning
wizards and mighty
heroes in a world
where magic works
and the nightmare
creatures of legend
are deadly real.

The box contains
three rules books —
COMBAT, BATTLE
MAGIC and
BATTLE
BESTIARY; charac-
" ter cards, a playsheet
and an introductory
scenario - The
Magnificent Sven.

" THE NEW SECOND
EDITION FEATURES A
COMPLETELY REVISED

AND EXPANDED RULES
SYSTEM

WARHAMMER is published by CITADEL MINIATURES., Chewton St., Eastwood, Nottingham and is
available in better shops everywhere. In the USA, please contact GAMES WORKSHOP (US), 9110F
Red Branch Road, Columbia, MD 21045.





