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We promised you changes, but it will take 
the sharp-eyed amongst you to notice one 
of the smaller changes to this month's edi­
tion of White Dwarf. On those adver­
tisements which promote lead miniatures, 
there is now a small warning, intended to 
prevent fjgures being sold to that part of 
the public who might actuallv be harmed 
by the lead content, This an initiative that 
Bryan Ansell has taken, following the ap­
pearance of a Citadel ad in a magazine aim­
ed at very young audience. In the end, we 
expect every manufacturer will have to 
start using these warnings, so we' re hap­
py to jump without being pushed, and try 
to work out some guidelines for this. 
The other changes we hope to make will 
come in bit by bit. just as soon as I can find 
where Marshie hid all the files (I thought 
there weren't too many articles lying 
around). We think most of them will tend 
to be a bit more exciting than health warn­
ings, but not everyone will feel the same 
way. So, be warned, as soon as we can find 
a mug who's prepared to count all the 
returns, it ' ll be Readers Poll time again! 
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There are rules for psionics. modem and 
ancient weapons and eqUipment (with many 
examples). and a range of animal pow~rs. 
areas of knowledge, and skills. Full super­
power rules are omitted. but the authors say 
TMNT is fully compatible with Heroes 
Unlimited; adventures combining characters 
from the two systems shouldn't run into 

•
.... ~:,;:;. ......... '?... problems. 

As well as rules, the profusely-illustrated 

TEENAGE MUTANT NINJA 
TURTLES AND OTHER 
STRANGENESS 
Role.Playing Game 
PALLADIUM 

AFTER THE BOMB 
Role. Playing Supplement - TMNT 

£6.95 

PALLADIUM £3.95 
TMNT (a reasonably sensible abbreviation 
used extensively in the gllme) is a role-playing 
game based on the comic by Kevin Eastman 
and Pcter Laird. Fansofthccomic will already 
know what to expect, other readers will need 
enlightenment. The heroes arc cxact ly what 
the title implies: large intel ligent turtles, 
trained in Orientul mllrtial arts, and equipped 
with a variety of Ninja weaponry. Aparl from 
this central joke. the comics pretend to take 
themselves very §criously. To reflcet this. the 
style of play is complctely deadpan. setting 
intelligent and deadly animals against a 
background of urban terrorism. gang warfare. 
juvenile delinquency and random violence . 

The game uses the same roles fmmework as 
Heroes Unlimited. Palladium's SuperHero 
rpg, but is complete in itself. Character 
generation uses a combination of dice rolls (10 
select species. anributes and hit points). then 
free choice of skills and powers. The rules 
reward creatures which are unlike men: the 
closer the character is to human size and 
appearance. the smaller the number of points 
available for powers .md other changes from 
the species nOrm . The comb:!t system is 
moderately complex (more complicated than 
AD&D. less so Ihan Champions). based on a 
system of initiative rolls, rolls to hit, attempts 
to dodge or p:!rry nnd damuge determination . 

J lO-pagc book contains a new 8-page comIc 
strip featuring the tunics, a 3.page origin strip 
(reprinted from TMNT#I). details of the 
turtles and other strip characters, and five 
shon scenarios. Caesar's Weascls is a 
rela tively simple cops and robbers story. in 
which the players have 10 slOp a gang looting 
the city; The Terror Bears involves a group of 
psionic mulants. and is a little more diHicult; 
Doctor Fer.11 scts Up:l major human villain, 
who enslaves mutant animals and could 
reappear in later scenarios; Terror on Rural 
Route 5 introduces II farm animals turned 
urban guerilla; finally, The Leg of the Ninja is 
a campaign outline. introducing a ruthless 
criminal organisation which can rC~lppear in 
many future adventures. 

Aft er The 60mb is the first supplement . a 
campaign selling based on America after a 
nuclear war. The authors are careful to stress 
they don't feel the setting is reahstic. or that 
nuclear war is desirable: it's simply used to set 
up a SItuation involving large numben of 
mutated ammals. In post-holocaust America 
there are hundreds of intelligent species. from 
giant ants (what happened to the square-cube 
law isn't really explained) and stag beetles to 
alligators. dogs. horses and bears. Most 
human survivors are followers of th~ evil lind 
technologically advanced Empire of 
Humanity, a dictatorshIp dedicated to the 
extermination of all mutants. The animals 
arcn·t so well org:lIlised. and their technology 
is roughly cquivalent to that of the 19505. 
Naturally. this situation involves a f:lir amount 
ofeonniet. and all the adventurers arc raids 
into the Empire's territory. or involve the 
Empire in other ways. My favourite was GUll 
Bunnies and Zombies. which secms to hOl ... e 
been written primonly ns all excuo;.e to 
introduce the legcndary guerilla leader Bug 
Bunny. and hIS colleagues Bomb Bunny, 
Bullct Bunny and Beach Bunny. who lead the 
dreaded Gun Bunmes sur"wah~ts . Other 
adventures revol"e around the discovery of 
","orking pre-holocaust technology and the 
Empire's genocidal plans; A Journey To BOOn! 
Town takes the heroes to 80ston and an 
encounter with 11 genuine mad 'lCientist; 
Clem's Big Adventure involves a sinister pilln 
to force the communal gtant ants to produce 
warrior slaves: Acn·nl Suprcm.1cy i .. a trek to 
find a mysterious gadget (Pllranoill fans will 
know the fceling well); The POlVers of Ali 
Koman; is an ancie11l technology epic; and The 
Rodent Plague introduces yet another sinister 
human plot. It 's all good fun, iryou can accept 
the basic premises involved. but seems a little 
limited: I find the present-day setting of tile 
original game more satis(octory. since it offers 
morc opportunities for plot development and 
diversity. Marcus L. Rowland 

SECRET WARS II 
Campaign Scenario - Marvel Super 
Heroes 
TSR £5.50 

IlLACK SWORD 

RPG SUllplcmenl· Siormbringcr 

Chaosium £5.95 

TERROR FROM THE STARS 

RPG Scenario· Call ofCthulhu 

Chaosium £5.95 



Well, I suppose it was inevitable , so we 
mi~ht 3S well slop groaning and see what 
we ve got here. 

A 32-page character book containing the 
full (pOieniial) cast of heroes and villains 
and a lot of new characters who haven't 
been relilured before, including the New 
Mutants, Defenders and Power Pack. Also 
some intcrcstin~ chaps like MephislO . 
Etcrnity. Death" and The Watcher. 

A 32-page campaign book detailing the 
plol. As thereisan awful lot loit. nothingis 
covered in very much detaIl. 

And it's that map again! The fabled MSH 
map oCNew York gets yet another section. 
Does anyone have a table big enough for all 
of it? Also a couple of general purpose 
terrains on the back of it. 

The Plot'? For tho$C of you who don't 
know , there 's thisguyt<llled The Beyonder 
who used to be a umverse but then he 

Black Sword continues the adventure from 
the Stormbringer supplement SteaJer Of 
Souls, and manages to follow its promising 
beginnings. Freyda Nikorn, the daughter of 
a murdered merchant-prince, has taken 
revenge on the men behind her father 's 
death. Now she seeks Elfie of Melnjbon~. 
who actuaUy killed him. She is accom­
panied on ber quest by the player­
characters , who must be loyal or well-paid 
if they dare to undertake such a mIssion . 
The consequences of challenging E1ric 
should be obvious .... 

In this supplement. the emphasis is more on 
foUowing Elric's retent trail, whereas the 
first adventure concentrated on the goal of 
revenge against four local merchants. The 
first port of call is Nadsokor, City of 
Beggars , II stinking mass of tiny hovels 
erouerung around the ruinsof an older ci ty, 
The stay should prove to be short, but 
Freyda could gain powerful aid here. 
Additionally. Nadsokor is rumoured to 
hold various wonderful treasures. which 
may divert the company from their search 
awhile. 

Just when you thought it was safe .. .. 
Terror From The Stars crawls from the 
Cthulhu racks , the twelfth Chaosium 
release for Cae (if you count the Keeper's 
Screen). and an indication of the qualilY of 
the submissions the company is receiving 
from independents. It is gratifying that 
Chaosium recognises talent in the wider 
gaming world, and is willing to promote it. 
Terror con tains only three pieces, but high 
standards throughout mean it is a very 
pleasing product indeed: Call of Clhulhu 
shows no obvious signs of peaking as yet. 

Thecenlre of the supplement is occupied 
by a 12-page play-aid, The Field Manual of 
the Theron Marks Society. a guide to 
Cthulhu-bustjn~ wriuen by one of the 
Society's survivmg members (although by 
the t ime it is printed. the 'editors' have 
announced hIS death!). Topics under 
discussion include Strategy, Personnel , 
Equipment. Investigative Procedures, 
Tactical Procedures and matching 
monsters to weapons likely to harm them. 
As a ll Keepers out Ihere reel in horror 8l 
the thought of this information in the hands 

discovered our universe and realised that 
he wasn' t the only thing In creation and so. 
therefore he wants to know what it is like to 
not be a universe so . ... Need I go on? But 
then any average GM can probably write 
tcn times better than Jim Shooter. so you 
may well be able to carry lt off. 

The essence of the plot is lhallhe heroes 
arc faced with an enemy who can wipe out 
the world with a flick o f his pinky, has the 
education of a 2-year·old and wants to grow 
up. The heroes have to play mummy and 
daddy . 

Actually folks. this is an Clwfullol beller 
than Secre-t Wars I. To start with. although 
there are potentially even more heroes 
involved,you don't have to play themal] at 
once. Only at the end do the numbers get 
ndiculous. And there is quite a bit of plot to 
it, much of it interesting psychological 
stuff. Youcan't out-fight The Beyonder, so 
you have to out-talk him . Your players 

Moving on. the group follows EITie's path 
into the Forest ofTroos and the Kingdom 
ofOrg. Due to the reeem death of the king, 
Org is virtually coUapsing as the ebaracters 
watch: noble families struggle to gain 
power as the peasants are stuck by famine 
and pestilence. From here. the road leads 
across plains, and into !..he Badlands, and 
eventually to thecJimax of the adventure as 
Freyda engages Elric in combat. 

One point of interest is tbat the adventure 
not only provides plenty of things for the 
players to do, but suggests other activities 
they may wish to undertake. or that the 
rderee can exploit to lengthen the 
scenario. Some of these suggestions can be 
used later in other Ildventures: the end of 
the supplement Is laken up by a list of other 
paths the group may want to pursue 

The supplement deals with most topics in 
commendable detail . bUlleaving further 
embellishment to the referee if desired. 
More excellent maps are provided by 
Carolyn Schultz. and the standard of 

of their players (1020 SAN loss), let me 
add that not all the information given is 
true. Or particularly safe to fo llow. 
Apparently. even Theron Marks didn't 
know all the answe rs, and his correct 
conclUSIons are difficult 10 identify. The 
Field Guide lends itself 10 fragmented 
revelation , ifonlybecause it may give away 
too much fo r some tastes. It does refer in 
places (0 other Chaosium campaigns , 
which is unfortunate if your group happens 
to be playing m one of them ; the only way 
around Ihis J can see is to omit the 
references, or offset the Society's 
effortsinto the past. and presume they 
failed to thwart the evil . 

Two scenarios complete the work, both 
with a Ce ntral/Soulb American feeL The 
Pilli Of Bendal-Dolum sends our invest­
igators deep into the wilds of British 
Honduras til search of a missing university 
exploration team . The plot eventually leads 
e lsewhere. and could provide an intro­
duction to an upcoming Chaosium pack 
based on Lovecraft's Dreamland!>. 

shou ld be unerly shell-shocked by the time 
they finish Ihis. 

There are some gnpes , of course. It ~oes 
without saying thaI it will help if you ve 
read the comics on which the game is based. 
But as the SWII plOt ran for almost a year 
and crossed over into calmost every Marvel 
title, the chances of your having done this 
arc not high . TSR have cuI comers to keep 
the package down to a reasonable size. but 
not having character pictures (or some of 
the new bad guys is a bit poor. 

Because of Its structure and basis in a par­
ticular comic story you have to be running 
an MSH campaign to use this. It is a mUSt 
(or MSH addicts because of the new 
characters and the map, though even they 
might find it too heavy to use. Anynneelse, 
forget it. 

And what I want to know i5 . does God 
know that Marvel have trademarked 
Death'? 

Pete Tamlyn 

presentation is high.:'Is usual. Therc 3re a 
rew annoying typos. bllt these do not 
detract greatly from tile supplement. 

Some referees may worry they eallnot 
afford both adventure packs; this too is 
alJowed for by thesuppleme ll i . Black 
Sword lists a campaign OvervIew for those 
who had IQ miss Ste8ler, lind ~lIgges[s Ii 
handy starting point for those not playing 
the first adventure. The sequence is even 
flexible enough to allow a group to first 
purrue E lfie. and then seek vengeanc!." on 
his former employers. 

As a whole , the campaign shows great 
promise for future Storm bringer releases. 
particularly irthea~lhor , Ken RolSton , can 
be persuaded to wnte some more . He has a 
real talent for expanding on Moorcock 's 
s tories, with plausible and often exciting 
results. Thi, may prove to be the most 
fascmaling SlormbrinKcr adventure you've 
played yel . 

Phil Frances 

It will require a degree of luck or a high 
SAN to reach the end of Ihe adventure and 
remllin sane, because the plot grudually 
chip~ away SAN (oCh::n ill large chunks) . 

The Te-nlple Of The Moun proves to be 
pretty taxing on mental stabili ty too. 
Again . the group is Immersed mto a 
siluation of missing personnel from an 
archaeological expedition, and some 
artifacts are also astray, Ties exist that can 
link the previous adventure to this one . 
which means a welcome dose of continuit}' 
in the campaign. Other publishedscenario~ 
have used situations "Imlhn to those in the 
Temple adventure. and the Keeper may 
have to juggle the plot and emphasis a little 
to ensure hIS players don' t feel they've seen 
some of thiS before . 

Terror From The Stars stands up well 
agamst other releases of lIS type (The 
Asylum. or Curse OfTbe Cblhonians for 
example), and the added advantage of a 
lower pnee means you can' t really go wrong 
with tbis one. 

Phil Frances 



related lILIen". nua:I tlwe points higher than the 

fJ 
bue tnh; lin eumple, Brains 7 with Pb)'llks 10. 

\I 
ThJenlS range from U$CIW to ex~mely silly; one 
NPC b.u 'NIlITOW E}'C5 Menacingly' ali • CooI­
related laIenl, Playen muSf also cbooIe • goal in 

•
:~;",,,,,,,.,, .. Ufe; for eumple, selfless devotion 10 humanity or 

scru;eleu violence. FUllll.J.y each character beginli 
.__ with twenty 'brownie point!l'. which can be added 

10 difficult dice mlb before the dice me thrown. 

OBI provide wrious equipment iteffi$, flum 
PJOIOll Packs (ZAAAPP and Ghost TnIps to 

e vehiclCll. nKlios, reference boob, IllId Olber 

•

.. .:;; ........... -- essential IJUllerial . Characlem can ClIff)' and use 
up 10 three ilellll of oquipment each. repre5enttd 
by canh held by the playel1l. 

GHOSTBUSTERS 
Role Playing Game 

~t End Games 
(WIth Chaosium Inc) £12.95 

Since the film GIJoIrbusW,., appeart:d then: have 
been IiCVCraI ItlI:nlpts 10 deYise appropriat:e rules 
fur various horror games, and _,.j improvised 
games bavc beeo run at Drogonmuu and other 
eventI, Now an official Gbostbuste.., game il 
availablc, 

Tbc main empnll!il of thiI game i.J bumour, U 
migbl be expected from the Pf1)duceffl of 
Plranoia. Players can lake on the roles of 
cbaBcten from the film, but the gamc worb besl 
with ~ cbaracten woo bold fra.ncbiscs from 
GboQ BustcfS lntenWional (OBI) , I scrooge-lite 
corporation with all the cbarm of Ali.lla the Hun. 
The game includes francb.ise agrecrnenl5, 
mandatory will 1Otmi, and other docwnents from 
GBl: the small print i.J _II v.urth reading. 
Chaacter gencnltion is ridiculousl)' euy (by 
comparison, 1boIt il difficUlt) . Each GlIost-
buster has twelve poilllS which can be spread O'o'er 
/bur trailS; BIlIins (intdlfgence aDd educatiOQ, 
Muacle (strength), Mava (menial di5Ciplines, 
IIOCiaI skilb arxI dexterity) , aDd Cool (clwisma 
and WI aJkin&). The pl~r altO chooses four 

ACUTE PARANOIA 
RPG Supplement (PaMlDOia) 

West End Games £6.95 

Acute ParanoIa is the fust supplement ror 
Paranoia, the ~ set in 8 computer­
controlled civilisation thaI makes 1984 look 
restful. It extendll !he original rules by adding 
!"our articlet. a long and extremely siUy epic, 
three shon scenarios, and nine mini-outl ines. 
At cighl)' pages it 's !he filtteal ParMOia 
publiClibon to date, and the liR of contributora 
seems to include evel")Olle who's cve.r had 
anything to do with the pme. 
There ate lOur main ankles, three of them for 
Ute OM oniy. San1ty 'n!m discusses the Wf('jl 
in whiih !he Computer makes sure its serva.nu 
an: fit ror trouble-shooting, by subjecting thcm 
10 searching psyc:bological screening. Unfor­
tunately this screening, and Ihc thCr3p)' the 

When traits or talents are used the pt..yer simply 
rolls I tix-&ided dice for each point, men adds 
all)' preYiou!Iy-.declam:l brownie poinb. One uf 
the like must always be a -gbos'" die. with the 
Ghoslbuilm symbol ~lacing the 6 and counted 
as :r.em if it appean. U the mil exc-u a 
difficu.lty number wigned 10 iI cask (fur wmple. 
parkiq • big car sakly iJ • ' Move' activity with 
diffuculty S. payin& no Iaxes is II ' Brains' activity 
with difficulty 20) me activity sllCCelllb. If the 
'gooll' II.ppeatS Somethin& Bad Happens. f\lr 
ClIIImpJe, someone woo makes • Maves roll 10 
C!QS' a dangerotl$ bridge wilhout falling, and 
suctteded but rolled the 'ghost', might then find 
lhal something vilaJ bad been left behind. 

So~ who Ililled and rolled the 'ghost' would 
suffa a cawll'Opbic aecidem; for ~ple, falling 
off the bridge, whicb then colllp$e5 and lands on 
the victim. 

computer prescribes, may leave the trouble­
sbooten complteely insane. 

Betler Llvtll& Tbrouab Chemistry imroduces 
drugs into a troubleshooter'S life: discussing 
their c:fft:ds, side dfect3, and the nasty things 
that happeD when you can't ger them. Prolong~ 
cd usc of these rules could leave you with no 
surviving uooblesbootcl"!i before adventures 
even begin. 

New S«rd Sodedes adds even IOOre ....w;:iry 
groups, from the nllhlessly suppressed Earth 
Mothers (new cult skills: Sexual Relalion&h.ips 
and Midwifery) 10 the Trekkies, a group total­
ly it'oored by the Computer. A revised Secret 
Society 'IIIble adds them to tho~e available in 
\he original game. 

P1aymg Robots contains every!hing needed 10 
run robots lIS player charaC\£rs, mainly I com, 
plete character generation system (oon-nandom, 
based on a TInge of components, with. disad­
vantage 5)'litem used 10 gain extra points) plus 
hint5 On pcl"5OOalily and bel\aviour, The role 
models rruggested rv.ngc from Marvin Ihe 
paranoid android 10 TIk:rok (the homicidal 
robot of John Sladek's novel). It', all splendid­
ly siUy, but intcgnucd human-robo! ad.venfUleS 
could be a little hlltd 10 run, For some 
obscure reason !he eighth page of !he pullout 
section is II sheet of handouts for one of the 
adventures; GM's woo 'NalIt to let the players 
read !his section must either photocopy il or 
coYer !he last page.. 

The main adventure, Me and MJ' Sha~. 
Mark IV (21 pages pl11S I\andouts) is a 
relatively fimple assignment, 10 spend a few 
hours guarding 8 new addition 10 the armed 
might of Alpha Complex. Things an: nevcr 
that easy however, and the troubleshooter's 
londy vigil 5000 acquires 8 cast of hundreds, 

Gho5ts and other SUpertllltura! ateetUI"ei have 111'0 
main attribulCll, Power and Ecto-
presence, plus Il!llOCilued talentl. I'Owcr is used 10 
determine the number of dice used in I ghost's 
anacb, Eccoprcscnce is the !lbilil)' 10 mlis! Procon 
Pack attacks. Ghosts also use the 'ghost' dice, but 
a 'ghoit' roll indiCB~ In especially fa\W.l1lble 
result. 
Other rules IDd examples OO'O'er ~ Scieuce 
(the ability 10 woven junk itllO odd gadgetl")', 
which sometimes bean a suiking rcsernblence 10 
Thon', 'Illogical Logic'). ,host gentnltion and 
use.. three scenario,;, twcl!ly-ODC &bon sccnariQ 
OUUillCS, and a range of common plOl lituations. 
'Ibe!it range from cooventiooaI ghost busting Ca 
haunted apartment bouse} 10 cncouruers with 
aliens, mad sciendstIi, lawyers (aargh), Mnd 
sinister deities. 

The bOA contains t90U books (rot piaytTs and 
referee) plus various handOU15, equipmenl card" 
and m dice. Since I've seen pre-production 
proofs. nlthtr than a final version, I Cln't gNe 
page counts, 

Anwurlt il good, lno::lud.i..rli $Iill.s rrom the film 
and !k~hcs. Most IUffered £rom poor 
repmductiooD in my copy, but production printiD& 
should be sadstactory, 

ThiJ game hcraIds the IlTrivai of Chaosium in itli 
ncw role III a dcgign hOlISC, deYelopiD& idca.$ 
wbich !Itt then producul hy other companies. 
Chaosium seem ID have done their ¥IoOrk well, 
tUrIDlIi a fairly res11iCUld bac:kgrouod mlO a form 
tluIt allows interdimen.>;ionaJ and time uwve.i, 
amuter aliCllS, and a whole ~ of other 
panII'IOnnal and supematu~ ploli. Pwvidcd 
Gho!lbuslCll! =n.aw popular, arxI the second 
film lives up 10 its predecessor. the game may 
join lOOn and PamnoiiJ as a liaht-bcattcd 
Iltcmadve 10 the 'serious' business af role 
playing. However, it remaillS 10 be :Iee1I if the C06t 
of this game will be justified by the quality of 
furore !lCCtwios; with the exception of the film 
tic-in, the system offen few adYanlage!l over 
P&ntooia and Thon, and wiU be a good deal nwre 
cxpcDllive, 

MatCIIII L Rowland 

h 's a fun adverllure, thougb B bit limited when 
compared Tn previous Paranoia modules. 
Botbusteni is B &hon scenario, designed aJi an 
introductioo 10 robot player clwactetll. It'. a 
fairly typical Paranoia 'hose job', in whicb the 
robots an: sent on a miMion wi!h limited in­
structions and a lot of misinfurmation. It's 
unusually sunivable, and is the first Paranoia 
adventure I've seen wi!hout a IUIlIty sting in its 
tail. 

\\\Inion or ttJt Nlgbtcycle (!'our pag~) in­
troduces Ninja to the Alpha ComplCJI , It can 
cither be run lIS a ooo-off adventure., or III the 
basis of a prolonged campaign, It isn't cntirely 
convincing bul does introdUf:e some lavely 
lines. such as this HaiklJ verse; 

Elecrririty 
Cradling through the otcJfled air 
1i~ for 0 new cydOlle 

Finally, The Rankr They Clone (four pages) 
is another 'hose job' scenario, 

The nine 1-3 page mini-SCCnariOi are eacb 
buill around ooe or !WI) simple ideas. 8)' far 
the best is Miami Laser, in which !he 
troublcsboote.n are recruited to make a new 
drama scnes, It re-iDtrOd1lCCS one of the main 
chal"1lCtel1i from a previous Paranoia adveoture, 
Send In the {lones, and really deserves more 
delBii than is provided, 

While I liked most parts of this boot, at leaR 
t-..o of the mini-modules were disappointing, 
and Tht Harder 1'bey Cone sc:cms 10 recycle 
ideas from earlier modules. A1though this sup­
plement iSn'! perf«I, a !ObI of eight or nioe 
disa.ppointing pages out of cigbty isO'1 a bad 
score, and most PamKlia referees should find 
this 8 "M;)nhwhile investment. 

Marcus L RowlaDd 



Capture and bring to life the entire 
spectrum of comic book Heroes! 

P.dL1dium Books­
Dept. D 
5926 Lonyo 
Detroit, Michigan 48210 

Teenage Mutant Ninja Turtles 
& Other Strangeness 

The possibilities for Teenage Mutant Ninja Turtles are 
endless. Whether you wanl to play straight comic book super 
heroics, post-holocaust mutants or frantic funny animals, it's 
aU possible. 

Now you too can transform ordinary house pets into the 
superheroes of tomorrow. From the family feline or hamster 
to lions, tigers and bears, you can create the most unusual 
superhE'ings in the annals of history . 

T«nilge Mutant Ninja Turtles &: Other Str~geness toyaUy 
adapts the comic book with each character, from Raphael 10 
Casey Jones, depicted complete with background and ahilities. 

Highlights Include . •. 

• A complete NEW game! 
• Comp.Jtible with Heroes Unlimited - and the Mechanoids. 
• Oo:.tens of characters, vil!ilins ilnd heroes. 
• Several adventure scenarios and scenario ideas. 
• An all NEW eight page Ninja Turtle comic strip by 

Eashnan and l;;tj.rd . Plus page after page of Eastman and 
Laird art throughout the entire book! 

• £6.95 (post paid) 

THE PALLADIUM 
ROLE-PLAYING GAME. 
Th~ PlIlbdium Role--PllIying GlImt· is 'I maS5ive 

274 ~ge rule book complete with dttailed descrip­
rions, weapons, armour, magic, monsters, history. 
' kills, an introductory adventure and f~bulous utwork 
to create a truly beguiling world of fanta$}' and magic. 
This is the ONLY book you !1tt!! to play the gamel 

Hishfjsh~ Inc1udt ••• 
• 13 Oifler~nt pillying r.cu indudjng Wolftn .nd 

ChangtUog. 
• 19 OC'CUparional chuacttf duses. 
• Quick., play.blt comblll syettm. 
• Men of arms with rtal punch. 
• A unique ntw .pproach to alignment. and tlIptri­

tnet points. 
• A magic syst~m unlib lIny bdort it with 290 magic 

spells, 60 wards, 50 circles, psionks, wi2.ards, sum· 
moners, diabolists, mind mages, witches lind warl0ck.5. 

• Skill. lind abilities. 
• OragolU, devil., demons, furit folk lind more!!! 
• Writt~n ilnd Illustrated by K~vin Siembitda. 
• £tl . .9S (post paid) 

After the Bomb! · 
A post holocaust science fiction odysseyl 

Four generations after World War 1fI , after the nudea r 
winter, afler the plague and after the collapse of humanity, 
intelligent mutant animals lay claim to much of the world. 
Join the animal civilizations, the Rodent Cutel, Woll Barba· 
rians, Bird Island, Gatorland, and the Gun Bunnies in their 
struggle against the Robot Wilfriors of the Empire of 
Humanity . 

Highlights Indude . . . 

• Animal Mutations. 
• Robots and High Techonology. 
• Six Adventure Scenarios. 
• Compatible with Heroes Unlimited -
• £3.95 (post paid) - 48 Pages 

A supplement for Teenage Mutant 
Ninja Turtles & Other Strangeness 

Teenage Mutant Ninja Turtles 
Adventures! 

The adventures continue as our heroes travel to Japan to 
take on the Wltite Ronin and his assassins in "Death Trials." 
Then back to New York to thwart the ever imbalanced Doctor 
Feral and his 'New' monsterous mutations. The Terror Burs 
reap mayhem in a game of nuclear roulette. The unstopable 
Mr. Bionic and other adventures round out this Ninja Turtle 
game supplement. 

Highlights Indude . .. A vailable in July! 
• A specially commissioned all NEW ten page Ninja 

Turtles ('omic strip by Eastman and Laird. 
• The return of the Terror Bears and Doc. Feral. 
• Five Adventure Scenarios. 
• Compiltible with Heroes Unlimited. $ 

• ALL artwork by Eastmiln &c Laird! 
• £3.95 (post paid) - 48 Pages 

Available at good games shops or dirt<:t post rret in the U.K. rrom: Games Workshop, Chewton Street, Hilltop, Eastwood, Nottingham. 
Tel (0773) 769522 
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my victory. 
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I
" f you've been fascinated by the 

works of JRR TalkieD and have 
wanted to try your hand at adven­

turing in his faerie world of Middle.. 
tanh, lhis arock will be a guide 10 how 
beSllo go about it. In iI, you will find 
a discussion of the choices and alter­
natives available to you, so you can en­
joy the legacy of Tolkicn to the fullest 
extent. There is an awful lot more to 
it than just recreating Bilbo or Frodo's 
epic journeys - for innumerable adven­
tures lie untold and undisturbed, just 
waiting for some brave souls to pass 
by and pick them up. 



C=====================~©Wfu 
To start off with, there arc: two essential 
components of the game you must think 
about and make a decision on: the Rules 
and the Players. If you are to be a Games­
Master for a fantasy rolc~ame based on 
Middle-earth , these two Items are most 
important , as once you have taken them 
up, you are usually stuck with them . It is 
relatively easy to change the location or the 
type of adventure you run, but make sure 
you have rules and players you will be 
happy with . 

There are two areasof source material for a 
Middle-earth campaign available. These 
are Tolkien's works themselves, and the 
games-orientalcd material published under 
license by LIon Crown Enterprises (TCE). 
The latter cenlres on the rOleplaying game 
MERP (Middle-earth Roleplaying) , and 
encompasses a large, and growing , number 
of campaign and adventure supplemenls. If 
you are seriously thinking of using (h.e ICE 
material , it is best if you can borrow II off 
someone, or al least play under another 
GM who runs a MERP campaign (Ihis is 
always best with any new game you are 
thinking of buying, especially as few arc 
cheap any more). Take note of the slyle of 
the rulebook and the supplements and see 
if you feel comfortable With them - and 
remember that a good campaign will last 
quite a long time_ if you are lucky. 

It is also important to consider what your 
players know about Tolkien's works in the 
Middle-earth cycle. If they know a lot 
about it then so must you. The Hobbit and 
The Lo~ of the RJngs are fairly essential 
reading, and The Si/marillion and 
Unfinished Tales are also very useful to get 
further inside the spirit of Middle-earth. 
You don't have to go overboard and sludy 
tbe Appendices and Notes in order to pass 
an '0 ' Level in Tolkien. bUI familiarity with 
the geography, races and history of 
Middle-earth is more than useful. Also , as 
you read, you will soak up the atmosphere 
of Middle-earth. so Ihat when you come to 
replicate it as a OM you will be subcon­
SCiously directed in the right way, allowing 
your players to 'suspend disbelief . 

campaiGn st,yLe 
Seriously thinking about a campaign before 
running it sounds like an obvious course of 
action, but these days many people find 
themselves making up rationaJised back­
grounds and creating worlds as they go 
along. This can be more time-consuming 
than thorough initial preparation, and can 
also lead to mistakes and inadvertent 
contradictions which undermine the 
players' faith in you and your creations. 

Campaign style affects the course of play 
immensely. Below are some possible styles 
of play which fit games set in Middle-earth; 
there are many others. By deciding the 
overall style of the campaign beforehand, 
you will have some idea o(the forces likely 
to motivate both players and NPCs - and 
remember tharNPCs are far more domin­
ant than monsters in a Middle-earth game­
giving you a 'peg' on which to hang 
individual adventures and a backdrop 
linking all ofthem. 

.)TbeQuat 
A quest is a campaign centred on the search 

for something or someone, or which is 
concerned with achieving some ultimate 
objective. Both The Hobbit and The Lord 
of the Rings are quests of a sort, although 
Bilbo didn' t realise whal the object of 
Thorin's quest really was until they arrived 
at the Lonely Mountain; Frodo of course 
knew all along what had to be done with the 
Ring, making it a real quesl . Luthien and 
Beren in The SilmanJlion go on a quest to 
recover a Silmaril from Morgoth . Quests 
are popular with fiction writers as they 
allow simple plot development. but do not 
rule out interesting diversions . The same is 
true of game quests. However. quests 
(simple orcomplell:) are not everyone's cup 
of tea , and this is where you must be aware 
of your players, as they will be running the 
characters who have to make the campaign 
work. If you decide on a quest, make sure 
you have a clear idea of the ways in which it 
could be completed (have more than one 
way!), and of the people or things likely to 
helpor hinder the characters in their under­
taking. Also plan the duration carefully; 
will the players/characters need to be very 
ell:{lCrienced to avoid being trounced by the 
uillmate opponents? These are the sort of 
questions it is worth asking yourself before 
the first session . 

b) The Crusade 
A crusade a&ainst evil in Middle-earth may 
be an attractIVe proposition if you like 
continual action and combat. Think about 
the level at which the campaign is 10 be 
pitched ; for example. in The Sifmarillion 
Turin and his band of fighters wage a 
personal war against the mighty Morgoth 
with only their swords. Alternatively, you 
could have the players as commanders of 
smaU units or even armies from Gondor, 
Amor or Namenor, seeking out and 
destr0r!ng contingents of orcs. Haradhrim , 
Wainnders and so on. Jhis allows for 
plenty of ordinary aav.enruring as well. The 
basic idea is to go out't'bere . find the bad 
guys and sock it to 'em. Hard. 

c) General Ad,enturtng 
Many games have a campaign back­
ground simply as a setting for individual 
adventures. While this can be seen as a 
waste of Tolkien's wonderful source 
material, it is also a lot easier to 
administrate, as you only have to know the 
basics of the social and geographical 
environment in which the characters are 
located. For this reason , it is best to pick a 
setting which is relatively stable and yet 
offers potential for the mercenary 
adventurer seeking fame and fortune. 
Middle-earth has plenty of these to offer. 
Bilbo's adventure in The Hobbit, already 
mentioned as 8 quest (at least from the 
dwarves' poinl of View), can also be seen as 
simple treasure--seeking. 

d) The Society 
To get characters really involved in the 
game and their game environment, this sort 
of adventure might be your best option. A 
campaign in which the characters concen­
trate on their society in some wax (eg, 
politically, financially or even mJiitarily) 
can be tough to run, needing a feel for the 
fine delail of things and an imaginative 
mind to fiJI the holes thaI your source 
materiaJleaves. But it can be very 
rewardin~ as wcU . There is a vast array of 
possibilities in the span of space and lime 
that Tolkien's cycle covers. and players can 

give their characters a wide variety of aims 
and objectives. WHile one hopes 10 achieve 
wealth and status as a merchant. another 
might seek to become a landed knight and a 
third to subvert the rulers and overthrow 
the system. Play can be set in a dominanc 
society coping with the problems of the 
economy and smaJler rivals . or in an 
oppressed society trying to rise up and gain 
freedom . The game can encompass war­
fare , national defence, corrupt!on and .. 
crime, money and greed, mamage, ralsmg 
families and class systems. Elements of all 
these things can be found ill Tolkien's 
works - the decay of NOmenor, Arnor and 
Gondor; the problems of holding states 
together; the expansion of new states such 
as Rohan and the Shire; and all these are 
populated by potential characters. 

Naturally. no campaign will be purely o ne 
or other ofthese etements (or any olher you 
can think 00, but it is useful to have one 
overall 'philosophy' on which to sel the 
tone and style of your campaign. In much 
the same way that a novelist might set down 
the charactcrs and plots of a bOok they are 
about to write, so should you devote 
altention to the bones of the campaign you 
are about to set in motion. This is only the 
first stage to think about, and you may not 
be able to make a final decision until you 
have considered the second; what rules you 
wi1l use. 

Rales 
Just how important are the specific rules 
you use in a game? Surprisingly, they can 
be very imponant , and in this respect there 
are two major considerations. The first i.s 
(again) what the players know of them. 
You might find it best to run a rules system 
the players know, so they are comfortable 
with it and can play withm its structure 
almost without thinking. In effect. a 
well-known system can Qbtrude less into 
the roleplaying as~ of the game. How; 
ever, a system which your players know IS 
also open to abuse, either conscious or 
unconscious, since players cannot help but 
take advantage of knowledge their 
characters would not have - for example. 
the fact that in AD&D a wight can only be 
hit with silver or magic weapons. It can 
therefore be beneficial to have a system the 
players do not know and have no access to. 
This also has another use - they cannot 
argue with you as OM! If they think you are 
changing the rules simply because different 
things happen in similar situations, they 
should use the opportunity to look. for the 
hidden element of the system they had not 
thought of, rather than grouse to you . And 
Ihey should be forced to concentrate on 
roleplaying aspects of the game, since there 
are no rules for them to 'play'. 

The second concern is the impact the 
system has on the style of the game. To take 
ourselves out of the Middle-earth context 
for a moment , Call ofCthulhu is a system 
designed really for a 'Crusade' type . 
campaign, with the characters unearthmg 
and disposing of evil beings trying to take 
over the earth . In a similar way, certain 
systems mayor Olay not be suitable for the 
sort of campaign you desire, because of the 
emphasis theX pul on magic, combat, 
increasing skills or any olher section of the 
Aame. It is important you recognise the 
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style of 8 game before you start a campaign 
using its rules. since it might have a severely 
deleterious effect on your enjoyment and 
that of your players if you are frustrated by 
rules you are stuck with - there is nothing 
mOTC annoying than having to rework rules 
in the middle of a campaign to keep the 
game together. 

The most obvious choice of rules for a 
Middle-earth game is the MERP system 
produced by ICE. But before you plunge 
s traight in , be warned! Do not expect a 
perfect system. nor onc which pecfectly 
replicates Tolkien's world. MERP is a 
watered-down version of another game, 
RoJeMasler (also produced by ICE) with a 
solely Talkien background as a garnish. It is 
not terribly expensive (ahhough buying all 
the supplements can be - but then isn't is 
always?). but you should examine them 
carefully 10 make sure they do what you 
want them to do. !fyou find them generally 
acceptable, don', worry about changing 
individual rules (I have a particular dislike 
for the magic system, so I discarded it). 
MERP is very useful if you intend to use the 
many Middle-earth supplements available 
now. since some have stats for MERP 
(though all are based on RoleMaster rather 
than MERP) . 

D&D/AD&D is the other main contender. 
Either will need a lot of pruning to bring 
them down to size (throwaway the Monster 
Manuals for a start) and may need actual 
rules changes. Both are designed for 
"humanocentric" games - ie, ones where 
humans are dominant. In Middle-eart h, 
elves are very superior to men in almost 
every respect exapt numbers, and O!her 
races have a contribution to make. There is 
also less emphasis on money. However, the 
system is based upon simple structures 
which are well· known and widely-practised 
and it is a lso fairly easy to translate the 
MERPIRM Slats and terminolosy in the 
ICE Middle-earth supplements mto the 
AD&D!O&D rujes . 

However, there is one other option: your 
own srs1em. With so much background 
matenal to draw from, it should not prove 
difficult to pull together your own thoughts 
and experience to make a homegrown 
system . This will have the advantage of not 
being known to your players and can also 
incorporate elements you particularly like 
of o ther systems, leavmg you free to add 
ideas of your own without running the risk 
of annoying players by adulterating rules 
they 8re familiar with . The most obvious 
place to take ideas from is MERPlRole· 
Master since this is the system fealUred in 
the Middle-earth supplements - if you 
inlelld using them . 

the settfr::lG 
So, having decided o n the theme and a rules 
system which meshes with your own prefer­
ences and the needs of the campaign , you 
are ready to stan looking for the particular 
niche in which 10 set your Middle-eatth 
campaign. Take a deep breath. The world 
is not only bigger than you imagine, but 
bigger than you can imagine. in the words 
of Arthur CClarke. lfyou take a man's 
lifework, as Middle-earth was for JRR 
To lkien, and then add to it over the best 
part of another man's lifetime, as his son 
Christopher has done. and then allow a 

bunch of game designers a practically free 
hand to extT'dpolate and dream to their 
heart's cOlltent over hundreds and 
thousands of man-hours . what do you come 
up with? Only the moSt detailed and 
beautiful background for a game you could 
possibly want. Many GMs might contend 
that they prefer to develop their own 
setting and pour their creative energies in 
these directIOns, but Tolkien's 
Middle-earth is big enough for many levels 
of creation, or 'subcreation' as Tolkien had 
il. Your creative energies can be used to 
produce an extra layer of personality and 
detail over the existing framework. By the 
same token. a GM is free to develop areas 
only hinted at by Tolkien in the same way 
that the ICE designers have in certain 
supplements, 

a) Tolklen '& Middle-earth 
The Middle-earth of Tolkiell's works. as 
differentiated from that of the MERP game 
and supplements, is quite big in its own 
right. It spans thousands of years and 
hundreds of miles. There are three great 
continents: Aman, home of the Blessed : 
Endor, the continent also known as 
Middle~8rth: and between them for a time 
there was Numenor. The possibilities of 
adventures and campaigns set in the world 
Tolkien invented are innumerable. A few 
have been adapted and discussed in the 
MERP supplements (see the next secrion). 
bUI there are so many othcrs it would not be 
possible to cover them wI. The ICE 
Campaign & Adventure Guidebook has a 
good, ifbricf, overview of the lands and 
times of Middle-earth, and Appendix B in 
The Lord of the Rings, The l'aleofYears, 
is a very useful guide to when and where the 
major events of the Second and Third Ages 
took place. There follows a short sum· 
ma tion of some of the more immediately 
presentable campaign ideas, as lifted 
straight from Tolk.ien's works. 

The Years Before The Sun [see: The 
Si/marillion 1 is the time wben elves and 
men awakened in the wild places of Middle­
earth and were sought out by the Vatar 
undertbe lightofthestars of Elbereth. For 
a time two great Lamps illuminated the 
world. Great and strange beasts wallted the 
world and the elves wandered, teaching all 
things to speak and learning their lang­
uages. A campaign centrecfhere wourd be 
mainlf concerned with one or other racial 
PUUplflg, as they rarely mixed. The world 
lS new and its geop:aphy probably quite 
different. It was lit by the Two Trees until 
Melkor's poisoning of their light with 
ungoliant, and there are many of his evil 
creations abroad. The First Age starts with 
the rising of the Sun and the Moon ; by then 
the elves have split into the three Kiodreds. 
some dwelling in Aman (the Vanyar), some 
knowing the Valar and yet not dwelling in 
their lands, and others who remained 
unknowning in Middle-earth. And when 
Melkor steals theSilmarils of Feanor, many 
Vanyar return with him 10 Middle-earth to 
take their revenge, setting up many king­
doms in Beleriand. 

The First Age lasts from the rising of the 
Sun to the War of Wrath when Morgotb is 
finaUyovercome. It is a time of great trial 
for the Noldor, the elves who fled from 
Aman with Feanor and his seven sons. In 
Beleriand there is a terrible war with 
Morgoth ; the elves build many setllements 

and citadels such as Belegost . Menegroth 
and Gondolin; some hidden , some strongly 
defended. They trade with the dwarves and 
encounter the first civilised men . The 
Three Houses of Men are founded , from 
whom are descended all the Free Men of 
Middle·earth in later years. There is 
trouble in the lands that are 10 become 
Eriador and Rhovanion in the Third Age, 
where Silvan Elves and ruder men mingle 
and settle , and some are suborned by 
servants of Morgoth and even Sauron . 
Many petty kinttdoms rise and fall (the 
Barrow-downs 10 Eriador are evidence of 
their handiwork). Events are described in 
the Quenta Silmarillion and Narn I Hin 
Hurin (in Unfinished Tales) ; possibilities 
for cameaig!ls include being freedom 
fighter hke Turin; undertaking small 
offensive actions against outposts of 
Morgolh's realm; going on a quest for 
helpful powerful items or even for a 
Silmaril (I); recovering lost magic from a 
sacked city occupied by dragons and orcs; 
indulging LD politics In the mannish 
communities to try and enlist their aid in 
the struggle against Morgoth; elc. 

The Second Age rsee AkaUabeth and 
Appendix 810 TLOTR; also Unfinished 
TaJes1 is the time jointly of elves and men. 
The men who aided the elves bave been 
rewarded with the bounteous isle of 
Nl1menor to settle away from the slrife of 
Middle-earth. The laner is soon exper­
iencing evil again as Sauron brings power 
into his grasp as the inheritor of Morgoth. 
In Middle-earth, lhe western coasts are 
slowly settled by seafaring Numenoreans, 
whilst the dwarves delve deep in Moria and 
the elves settle Lindon . Eregjon and 
Lorien. Saucon forges the Nine Rings and 
creales the Ringwrailhs by increasing his 
sway to the east, but he is held in check by 
the growing Numenoreans presence in 
Gondor. Umbar, etc. He builds his 
defences in Mordor and wars on the elves 
after the creation of the One Ring; how· 
ever, he is thwarted by Numenoreans. 
Later. he is utterly defeated and captured 
by Ar-Pbarazon, KingofNWnenor,onlyto 
corrupt the King and Court and entia them 
inlo rebellion againsl the Valar, which 
results in the Downfall of Numenor. 
Sauron's spirit returns to Middle--earth and 
the Last Alliance of Elves and Men (the 
Faithful) is led against him; the Age ends 
with Ihe removal of the One Ring from his 
hand. 

The Second Age is suited to any number of 
campaigns: Numenorcan society changes 
from a free and easy life to a desperate fear 
of death and persecution among the 
Faithful who seek to retain the old elvish 
ways; in Middle-earth there are elves, 
dwarves and the wild men ; the settlements 
and conquests of the NUmenoreans: the 
fight agamst evil after the Downfall in 
Mordor and other lands of the south and 
east; the lands of the Mannish rulers who 
are destined 10 (811 under Sauron's sway 
and become Ringwraiths, the evil Nazglll of 
fear and terror_ 

The Third Ageis the best documented, and 
its story is of the rise of Man. Many elves 
depart westward once again after the dis­
solution of the Last Alliance leaving only 
the havens of Thranduil , Elrond, Galadriel 
and Cirdan known to men ; Dwarves enter a 
long and bloody war with the orcs to their 
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ulumale detnment. and when Sauron rises 
from theashcs of8arad-OOr he looks to the 
men in Middle--earth as his allies and 
enemies. He causes Angmar 10 be founded 
in the north whIch brings about the down­
fall of the Duned.ain kingdom of Arnot; in 
the south he works on the destruction of 
Gonder and seeks the Ring. Gondar 
expands then declines, suffering civil war 
and invasion by the Easterlings. Umbar 
cecedes and becomes a dire enemy while 
Arnot splits and succumbs piece by piece , 
even after the rout of Angmar. The hobbits 
migrate westward from the Auduin and 
found the Shire while the mcn of the 
Auduin form petty kingdoms and struggle 
to maintain their tribal societies. The 
middle of the Age sees the devastation of 
the Great Plague while the end is domin­
ated by Sauron and his Call at the hands of 
the Little People , culminating in the 
Return of the Kingand the reuniting of 
Arnor and Gondor. Being the best known 
time ofTolkien 's Middle-earth. it is also the 
easiest setting for almost any sort of 
campaign and aU of ICE's bookJets are 
derived fTom it. 

The Fourth Age belongs almost solely 10 
men . Nearly all the elves have departed 
westward or retired into the hidden areas 
where nature still governs; the dwarves are 
secreted in their caves and the Little People 
are soon forgotten and use their skills to 
stay that way. Evil is less dominant under 
tbe ruleofElessar - although no-one knows 
what the future holds. This time is ideal for 
campaigns in which the OM wishes to use 
some style or theme not actually existing in 
Tolkiera's works, since there are no defined 
historical events set ror the playen 10 
anticipate. By the third century all or the 
personalities of The Lord of the Rings have 
disappeared and the slage is set for a new 
drama. 

b) ICE's Middle-urth 
The ICE conception of Middle-earth is 
somewhat larger than Professor Talkien's. 
Itspans a vast continent, Endor. with many 
more possibilities open therein than 
detailed in theworksTolkien wrote. II uses 
a framework into which it pours a luxuriant 
growth of detail , supplying Oesh . skin and 
organs vital to makmg the bare bones 
function in the same wily that Tolkien 
brought individual regions of northwest 
Middle-earth to life with a few words. 
Though this procedure might sound like the 
bilisphemy of Frankenstein, ICE have used 
solid theoretical geography and sociology 
linked with deep historical research to add 
their own flight s offancy_ The result has to 
be relld to be appreciated. 

ICE have used the real world as a basis for 
their supplements, carefully adding and 
building around it. It will tllke them many 
years to cover Endor with every level of 
supplement they plan (for such is their 
conception) , leaving mllny areas for 
budding designers to get to grips with. 
Their Middle-earth offers you the choice of 
fully-fledged world or an area rife with the 
potential for your own invention , 

ICE have already delved mto the Jdea of 
detailing parts of Endor not mentioned by 
Tolkien. with the Andorsupplement. This 
is a very good example of how 10 expand 
Tolkien's themes WIthout being restricted 
by the historY he laid down, and it is well 

worth reading if you plan to do this your­
self. DO be imaginallve in developing 
cultures, artefacts , sub-races. civirisations 
lind alternlltive histories; DON'T invent 
creatures unlike anything that Tolkien 
mentioned) or develop entirely new fIIces. 
gods or religions which would be at odds 
with Tolkien 's concept of the crealion of 
Arda by iUucalar and all the people in it by 
him and his Valar. The Campaign & 
Adventure Guidebook is very helpful in 
discussing climates. cultures and language!/ 
for places outside of northwest Endor 
should you desire 10 set up your campaign 
in the Wild Lands. 

"CoLkfen out of: 
mronle·ea1?:ch 
Thereis no reason for you to have to use the 
crealions of Tolkien solely within the 
confines of Middle-earth. Many other 
games have 'used' his tales in completely 
different settings. The obvious location is 
on the real earth, mergiDg the world with 
Arda and placing Endor io the Europe of 
pre-Roman or Dark Ages time. Another 
alternative is to place the land of elves, 
dwarves and Hobbits in America! The 
interaction between medieval European 
cultures and the peoples of Middle-earth 
would be quite fascinating and ),ou could 
develop a whole new pllrallel hIStory in 
which Sauron came from the Balkans or 
Arabia, the dwarves ridde tbe Alps with 
tunnels and the Hobbits rule the gllrden of 
Eng.land. 

Alternatively, you could have Europe as 
the derivation of Middle·earth much later 
in the Fourth Age. after the changing Sea 
leaves the continent as we know it . After 
the Iron Age . the Romans come and go , 
leaving the Medieval kingdoms to discover 
their inheritance bit by bit. The campaign 
might even be disguised 50 players do not 
realise the Tolkien element until they come 
across a surviving enclave of elves or 
dwarves. Then Ihe)' could search for lost 
magic items and rumed cities, forotber lost 
peoples, and perhllps defend their realms 
agamst some awakcned threat of ancient 
evil , 

examples oJ: 
c:arnpafGTJS 
a gpest: "Cbe CROU1r:l 
oJ: narnenoR 
In the Second Age, Ar-Pharazon the 
Golden took the Crown of NumeDor with 
him to hi5 doom when he led the [leet o[ 
Niamenor to Aman IIgainst the Ban of the 
Valar in search of eternal life_ Those who 
were foolhardy enough to set fool in the 
Blessed Realm suffered the punishment of 
the VlIlarwilo buried them under falling 
hills where they lie imprisoned in the Caves 
of the Forgotten until the Dayof Doom. 
Now, in tbe Third Age, Sauron or oneof his 
stronger minions has tricked the ruler of 
your country and seized cantre,l of hislher 
mind leaving the land controlled by Ihe 
forces of evil . Theone thing that could 
restore your monarch to hisfher identity is 
the Crown of NCunenor. 

Although the lands of Aman and Eressca 
were removed from the circles of Middle· 
earth by Eru 's decree after the Numcn­
oreans' traosgression, the Caves remain for 

the characters to seele oul across the sea 
along with other unknown lands. They will 
have many exciting adventures, possibly 
losing their way and hllving to pit their 
strength against sea monsters and the 
inhabitants of wild and undvilised tracts. 
On the way there is the landmark of 
Meneltarma , the peak of the holy mountain 
of Numenor which survived the Downfall. 
and possibly other guiding bellcons the 
tales of Middle-eanh do not openly speak 
of, yet which are known to themllriners of 
elvish porls. 

On the barren western continent the Caves 
of Ihe Forgotten must besought out. 
Perhaps a dramalic denounment awaits 
them there with the shades of Ar-Pharazon 
and his army 3ssembled to thwart them, 
And then the characters mUSt return with 
the Crown and get it to their ruler with all 
the agentsofSauron working against them . 
Can they sllve the realm? This campaign 
could be linked to either Gondoror Arnor , 
or even Aragorn's united kingdom in the 
Fourth Age . 

a CRasaDe: 
-r:eaR ann lCXlt:bll'JG 
In GORGOROt:b 
The piliteau of Gorgoroth in Mordor is one 
of the harshest places in Middle-earth alter 
Sauron 's Second Age occupation - a 
natural hllunl of orcs and trolls and multi­
tudes of other foul beasts both during and 
between the Dark Lord's many periods of 
residence in Barad·DCtr. The foundation of 
the foul realm of Mordor in SA 1000 IS 
followed by Sauron's defeat in SA 1700, 
lind this is accompanied by an attempt to 
cleanse Mordor. Characters could act out 
or a sense o f duty, or perhaps want to 
collect bounty: lsp for an ore's head and 
2gp for a tro U's head, for example. Action 
in Gorgoroth is also suited to the periods 
SA 3262 to 3320 and after the Last 
Alliance's victory in SA 3434. 

lllereare repeat pedormances in the Third 
Age. Mordor is ' guarded' by Gondor until 
T A 1640 or so, and individuals could still 
adventure there until TA 1980 when the 
Nazgul return and it becomes too danger­
ous, However, the cnd of the Third Ay:, 
and the beginning of the Fourth sees II 
simillir need for hardy souls arise and 
Aragom's bounty would be no less great 
than that of his predecessors. 

The crusade requires several things. First , 
motivaled characters, which will make 
character baclegrounds very important 
indeed. Many players artificially motivate 
their characters and then run into problems 
rational;sing behaviour Or vlsua1lsin~ 
reactions to different situations- ma.mly 
because the character does not 'belong' in 
thllt situation. The chancters will also need 
a safe base to retire to: Minas Ithil in the 
early days, perhaps a bidden cave such as 
Fllramir had in The Lord of the Rings later 
when Sauron as.'Iumes his full potency and 
strength. Finally, to overcome problems of 
supply In II barren wilderness, the skills of 
trackers, fighters and heaten arc: all very 
necessary. 

a Ger:ler?Ol 
anveO"cnru~ 
Almost IIOY tCE module is suitable for 
running a campaign with no central theme 
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other than diversity and player enjoyment. 
Some of the adventure modules would be 
particularly suiled to short campaigns (or 
campaign segments) , such as Thieves of 
Tharbad or DagorJad lind the Dead 
Marshes. Uyou want to devise such adven­
lures yourself, the campaign supplements 
afC more useful. or you could sunply fall 
hack on your own creative instincts and 
choose a selling outside of northwest 
Endor. 

Although the 'society' is the pivotal base in 
the majority of the ICE supplemenbO, there 
are othcr arcas suitable for a campaign in 
which you wanllO involve the players in a 
political or similar environment. In Dol 
Amrmh on Ihc rich Gondoreansouth coast 
you have an outwardly sound and satisfied 
society. The local ruler (under the 
King/Steward of Gondor) is the Prince of 
Dol Amralh, descended from join! human 
and elven stock . He rules from the 
white-towered sea fonress of Dol Amroth. 
peopled by upright and sturdy citizens and 
manned by sailors of mettle . The proud 
ships fare upon *e seas and lite bright 
swords of the merchant soldiery are often in 
action against the slave ships of H arad and 
the Corsairs ofUmbar just across the 
Windy Bay of Bel. The ferule coastlands 
thereabouts are populated by fanners and 
craftsmen in closely-linked villases who 
supply the city, merchants thriVing on the 
trade between the two areas and the rest of 
Goodor, 

This mixture ofbri~htness, fearlessness and 
humanity has its taIDted side as well, with 
greedier merchants, spies in league with the 
southern enemies, thieves and rogues, 
merchants who supply black market drugs 
and outlawed substances, crooked justi­
dars and mendacious officials. bullying 
sergeanlS and thuggish guards. Under a 
weak or indolent Prince, the pride of 
Gondor's provinces might easily become a 
haven for the wicked - these mi~1 include 
the player characters, or they might be the 
ones trying 10 preserve a sanctuary for 
goodness and truth . 

If the players want to lead their characters 
in search of the odd vicarious adventure , 
the ruins oftheelvish pon of Edhellond a.re 
just a few leagues away, and Umbar, Harad 
and even Mordor are not far by boat, the 
usual mode of transport in these pans, 

the Ice campaIGns 
Most of the ICE modules have a specific 
campaign selling - the favouri te being an 
interpretation of the area in the mid-seven· 
teenth century Third A~e - around T A 
1640-1650. This is the time for Northern & 
Southern MirJcwood. for example , where 
the linked supplements detail the Shadow 
on the Forest cast by the Necromancer. the 
life of the Northmen (many different tribes 
being covered including Bcornings, 
Eothraim . Gramuz, urban settlers such as 
those at Esgaroth and Dale, Easterling 
raiders, Gondorean subject nations and 
Woorlmen) , the Elves ofThranduil , the 
DwarvesoftheLonely Mountain , as well as 
creatures and evil things such as orcs and 
troUs and spiders. This setting. is one of 

general, rather than specific adversity, 
unlike that in R;J1Igers Of The North in TA 
1640 where the struggle is to survive as 
siSler-nations fall beneath the icy hand of 
the Wllch King of Ansmar. This is a 
campaign with a very Important ultimate 
aim - the defence of the realm and the 
ovcrthrowofthc Witch King ,orat the very 
least the frustration of his evil designs. 

For those foolish enough to want to acrually 
penetrate Angmar'sdire realm and crusade 
against his forces, there is the Angmar 
supplement with the capital dty of Carn 
Dum, strongholds and villages, military 
structure and slave-settlers' societl' all 
covered. Here is the chance for spies and 
SCOuts, for the sudden and ferocious strike 
of the seasoned warrior or mage. for the 
palient . errosive, attritional war of rangers 
hardened to the elements. If the characters 
are inclined in Ihis way, but do not fancy the 
coldclirnale, there is always Umbar, Haven 
Of The Corsairs . a reckless and evil dive if 
ever there was one , whcre fellow dlizens 
cui each others' throats for a few coins or 
lhe favour of a more powerfUl ·friend '. 
Backstabbing lmd Ifcachery arc normal 
practise here and onl¥ the iron discipline of 
the leaders prevents CIVil war and allows the 
raids on Gondor's Shipping to be or~anised 
above the chaotic: level . With the eXiled 
Gondorean population adventurers have 
no problems concealing their origins and 
can gel on with reaping nch rewards, 
planning acts of sabotage or gathering 
mfom13tion for Gondorean warlords . 

The two rather different time-setting 
supplements are Moria and lsr:ngard & 
Nonhero Gondor. Moria's setting is time­
less, useful £rom the Second Age onwards, 
and the supplement dwells on the physical 
aspects of the delvings and on the dwarfs 
and their practises - but is very much a 
'general adventurin!$" setting. Is-engard all 
the other hand is set mTA 1440-1450in the 
Kmstrife , the Civil war of Gondor, and 
concentrates on the clashes in society - as 
well as detaili o$the Tower of Orthanc as an 
adventure seumg. 

conc:lLislons 
To conclude , I would just like 10 commend 
10 you the works of JRR Tolk.ieo and his 
sOn, and hope that in them you find enough 
material for all the campaigns you could 
anticipate ever wanting 10 run. Don't gel 
worried about playing around with 
Tolkien's his tory or timeliness if you wish: 
expand on what he has given us in his tales; 
use your imagnination and concentrate on 
the atmosphere of them , for this is their 
grealest asset. We owe the very concept of 
roleplaying games to Tolkien and therefore 
it seems only natural that we should 
eventually return to him for inspiration in 
designing authentic and believable 
campaigns, I took my title from thesubtitle 
of The Hobbit: 'There & Back Again', and 
I leave you wilh another quote from thai , 
Tolkien's earliest published volume. 

"Many shook their heads and touched 
their foreheads and few believed any 
of his lales. yet he remained very 
happy to the end of his days . and those 
were extraordinarily long. ,. 

I wish you many long and happy days adven­
tunng, no mailer how few believe your 
tales or how many shake t h~ir heads at '/'oulo 
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, It flowed eagerly forward, 
temporary eyes alnd mouths 
forming and re-forming con­
stantly across its protoplasmic 
bulk, 

[EJ nter the awesome universe of E the Cthulhu Mythos, those 
dread tales of magic, science, 

arcane law and unnameable horror; a 
universe threatened by the unutterably 
evil Great Old Ones whose minions plot 
the return of their foul and mighty lord, 
Great Cthulhu . 

Call Of Cthulhu is a sophisticated 
role-playing game without board or con­
ventional playing pieces. The action and 
events take place in the shared imagina­
tions of the players and gamesmaster. 

As a player in Call of Cthulhu you 
are cast in the role of an Investigator, 
piecing together clues and striving to 
thwart the machinations of the Great Old 
Ones and their insane worshippers as you 
move through the colourful world of the 
1920s. As a gamesmaster (Keeper) , you 
will present this world to the players and 
control the cosmic horrors and their 
obscene conspiracies. 

This new HARDBACK format con­
tains all the information you will need to 
enter a world of Gothic horror in the true 
Lovecraft tradition. 

CALL or 4ia 
C THULHU"-

AN ADvtNTUtf GAMf 

CaU rL Cdo.dbu" io a.-lum IDI:'s ~ __ "" 

.. H.P. ~ ....... pIIy"- ....... 

, FO C s 

~ 
c~~ 

PU BLICA TI ON 

Investigator's Book - detailing infor­
mation for players and gamemasters, full 
rules for character generation, skills, oc­
cupations and resources. 

Keeper's Book - for gamesmasters 
only. Full rules and illustrations for the 
horrific beings of the Mythos, magic, and 
use of famous books in the game. Plus 
further n.otes to aid play and scenarios 
ready to use. 

Sour,eehook for the 1920s - which 
gives abundant non-Mythos data, essen­
tial for accuracy and atmosphere. A host 
of plans, price lists, maps, biographies, 
distances and non-Mythos monsters upon 
which the' inexperienced Investigators can 
practice Itheir skills. 

Includes all the information previous­
ly published in The Cthulhu Compa­
nion, with new Mythos lore, skills, 
Sourcebook data and scenarios. 

Including Colour Plates - eight stun­
ning full .. colour prints fully evoking in 
graphic detail the true horror of 
Lovecraftl's dark visions. 

Available trom good Game Stores or In aase of dHltcu1ty oootact: 

U.K. 
Games Workshop Mail Order 

ChC'NtOIi Street, Hilltop, 
East\looUOd , Nottingham 

N:G163HY 

U.S.A. 
Chaosium Inc. , 
PO Box 6302 

Albany CA 94706 
U.S.A. 

POST FREE IN THE MAINLAND U.K. 
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Reviewquest 
Revlewqut!lt is the fantasy game in which 
you take the pari of a hapless book 
reviewer! Yes, you alone can stand against 
the evil Pulp Empire , using only your 
quivering, naked forebrain to parry in­
human weapons; cruel syntax of no human 
shape, smeared with the poison of ancient. 
feste ring cliches! which IS one way of 
saying I sometimes get tired of bloody 
fantasy trilogies, and slink off to wear my 
other hat as half of Ansible Information, 
purveyors of high -class software (adv!) ... . 

Thatsaid, The Anvil once by Michael Scott 
Rohan (Macdonald 348pp . £9.95), opening 
a trilogy called "The Winter of the World". 
IS a ~ood read. The hero Alv (laler Elof) 
survives the bloody sacking 01 his town by 
quasi-vikings, to become an apprentice 
smith of a special kind - a maker of 
enchanted weapons. Much fascinating 
research is evident here. and Rohan can 
look forward to sceing his smithy passages 
stolen for many a role-playing campaign .... 
There's also a grittily solid background of 
impending Ice Age. The characters arc 
nicely done and final confrontation 
between Elof and the representative of the 
Ice-powers has a nifty magical twist (we' ll 
pass over the traditional fantasy reversal 
whereby, its Icader disposed of, a hi therto 
irresiStible army fades away in just one 
paragraph). Rohan clcars the major hurdle 
of a tri logy opening: he actually makes me 
wanl to read book twoi Stay tuned. 

Blood Musk by Greg Bear (Gollancz 
262pp, £9.95) iscurrcntly sbortlisted for the 
Hugo Award - an obvious winner if there 's 
justice in the world, which often there isn' t . 
The scenario is the near future : genetic 
tampering .... "Enzyme Valley" .... 
intelligent cells ... . intelligent disease. . A 
brilliant but wimpish researcher injects 
himself with thinking lymph cells to save his 
unauthorised experiment from the auto­
clave. Weird apocalypse follows as the cell 
dusters explore their world ; being inhabit­
ed by germs is bad enough , but imagine 
being the environment of an Industria l 
Revolution. Bear doesn ' t , however. stop 
with the low-key horror of what North 
America becomes, but extrapolates 
further , and tben further still. The finale is 
magnificent. Its only problem is thai it's 
nigglingly close to the conclusion reached 
by an author extrapolating from a different 
start-ro,int: Arthur C.Clarke in Child­
hood s End. But Bear , I think , does it 
better - and goes beyond even Clarke. 
Strongly recommended. 

Brian Stableford, as consultant archaeo­
logist at Greenhill Books, has been unear­
thing bys;one SF/fantasy for republication . 
The li!l lncludes one unreadable classic 
(The Blind Spot by Austin Hall and Homer 
EOD Flint) , plus several wortbwhile period 
pieces like Three Go Back by J Leslie 
Mitchell (254pp, £8.95, Originally publish­
ed in 1932). An airship is wafted back. 
25,000 years and a bri~ht lady novelist , an 
arms dealer and a paCifist are confronted 
with the facts of ero-Masnon life; ie. no 
war, crime, jealousy, rehgion or clothes. 
The book is slightly flawed by the unfash­
ionable depiction of Neanderthals as murd­
erous baddies (Mitchell's point was that 
Cro-Magnons were nice because they were 
uncorrupted by civilization-sowhocorrup-
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ted their cousins?). But it's a pleasam 
novel, and reminds you that while American 
magazine heroes wcre zapping greenskins 
with their blasters, some 19305 authors still 
considered SF a literature of ideas . 

Two high-quality productions from small 
presses . ... And tM: Lurid GIBr~ or tbe 
Comet (Serconia 123pp, $13.50- try your 
local import shop) collects nine offbeat 
Brian Aldiss essays, including a fascinating 
57pp mini-autobiography. The 1985 
companio n volume, The Pale Shadow q! 
Science, is shortlisted for the no nfiction 
Hugo award. In Britain we have the newly 
fo unded Kerosina Press, with Kaetl and 
Company by Keith Roberts (Plovers 
Barrow, School Rd, Nomansland . 
Salisbury. SP5 2BY 224pp. £12.50): ten 
stories , eight previously unpublished, plus 
linking malenal . The £25 presentation 
edition comes with an extra Story booldet 
and signed bookpla te . Roberts writes as 
beautifully as ever; Kaeti , the tough young 
e ternal heroine of these whimsical fant­
asies, has charm (as the author reminds us 
nther too oft en) . As a whole one might call 
it sclf-indul$e nt .... but in a tOOO-copy 
limited edition , why not? Self-indulgence 
from such as Aldiss or Roberts towers 
above the best efforts of many others. 

This month's beSt unknown-to-Langford 
author must beJ PMiller, wbose The Skook 
(Arrow 307pp. £3.50) reminded mea lot of 
John 0 Macdonald's tough. compassion­
ate, satisfying books_ The unfortunate 
Span Baremann is trapped in a cave by 
biker cultists. to be aided through a long 
underground nightmare by something 
which mayor may not be real , a crazy beast 
from fairytales told to his daughters: the 
Skook. His escape story is an epic quest in 

little, beset by extinct creatures of the 
underworld deep. Meanwhile, the minor 
characters glow with life, from Span's 
semi-nympha wife, to biken wbo outdo 
Charles Manson in nasty inveDliveness. 
Recommended. 

Back in traditional fantasy . Dragonsbane 
by Barbara Hambly (Unicorn 292pp. 
£2.95) strikes me as an improvement 00 her 
Darwath trilogy. Normally J pass into 
profound slumber when invited on another 
quest to slay another dragon. Hambly 
rewrites the standard myths, though: her 
hero slays dragons only with extreme 
reluctance and by fighting dirty, the 
traditional witch is not only the hero's lover 
but a strong heroine in her own right. and 
the dragon is a damned si.e,ht more 
sympathetic Ihan some OltlS victims. 

In prevlous reviews I 've hinted that 
Katherine Oeryni Kurtz is not at her best 
when evoking magic (except in an ecclesias­
tic context). In The King's Justice (Arrow 
337pp, £2.95) she concentrates more on the 
pollilcal complexi ties of a mediaeval Wales 
that never was, and tells a good story. It 's 
not only a King but an aulhor who's 
matured, with the acceptance tha t it may be 
needful to execute an innocent man (a rebel 
rall)'ins:voint) or k.ill an enemy without 
givmg him a chivalrous chance (which 
might mean the whole war having to be 
fought again) . Paladins please note. 

Michael Mo:orcock gives value for money in 
The Opium General (Grafton 304pp, 
£2.95). Two-thirds of the collection is 
another and final Jerry Cornelius black 
comedy, The Alchemist's Question, with 
all the old character swapping hip non­
sequiteurs as entropy bubbles over and 
nuclear winter seems the logical option. 
You ei ther like it or not . Other stories 
include a serious 1979-80 trio about loom­
ing world war. Most fun: SUU'Ship Stann­
troopers , a radicaJ essay whicb finds 
Heinle in as disturbin$ as Mein Kampf, but 
loses credibility by gomS on tolump atheist 
Isaac Asimov with Tolk.ien and C S Lewis 
(and Frank Herbert!) as despised 
"Christian apologists" .... 

Here's Big Isaac himself, with X Stands For 
Unknown (Grafton 27Opp, £2.95). yet 
another 17 science essays from Fantasy and 
Science Fiction. 1982-3. If you ' re scientific­
ally literate you' ll find the interesting bits 
buried in over-familiar stuff (1hough J 
always cheer Asimov when he stomps the 
crackpou). If nol, you probably don' t read 
books like this. That's showbiz.. But for 
some really fascinating writing about and 
around science, grab Richard P Feynman's 
hilarious Surely You're Joking. Mr 
Feynmanl (Unwin/Counterpoint 35Opp , 
0.95). 

In brief; A Heritage orStars (Methuen 
219pp, £2_50) is minor. recent Clifford 
Simak SF, Which is at least better than 
minor, recent Simak fantasy . Patrick 
Tilley's Xan (Grafton 332pp, £2.50) is a 
horror nasty with psychic vampire aliens, 
which I couldn't face readin~ . No room to 
list the other Hugo nominations. 

{Hsrhar, didn'tyougetone thisycarrhen? 
Ed} 

Oh yes, but I was too modeslto say so . .. . 





More Of The Same, 
Only Different 
In case you' re wondering about the change 
in the byline. Colin's gone off to write 
another novel. so I'm standing in for him 
for a couple of issues. This means you' re 
going 10 have to Ilet used 10 a whole new set 
of pel hates and Implicit assumptions; so 
payattcmion . It ' ll cost you two-fifty a lime 
to find out what these arc like for your­
selves, and you may not like the same kind 
of movies as me. 

You might go for avcr- infl3tcd rock videos. 
for instance, in which case Absolute 
8eginners is for you. 1\'5 glossy, slick and 
superficial. with a couple of nods towards 
Social Significance whIch stand oul almosl 
us awkwardly us the slumps of the subplots 
thHI ended up on the cutlmg-room floor. 
On Ih~ oth.cr hand t~C singing and dancing 
are qune nice , the chmalliooks uncannily 
like Qua rernllls5 and rhe Pir sel lO music. 
and Ihe grossly over-hyped Patsy Kensil 
duly meelS a mOSI s~tis(ying nemesis by 
turning in !l performance th~t would have 
disgraced an episode of Thunderbirds . By 
the time you read this. some four months 
down the line , you·re probably hearti ly sick 
of the whole thing; but it"s worth mention· 
ing, if only as a gentle reminder that there·s 
a lot more to fantasy cinema than ghoulies. 
swords and starships. 

All of which playa prominent part in 
Slarchaser: The lAgend or Orin (PO). This 
claims to be the fi rst fu ll · length animated 
feature to be made in 3- D, and as a tech­
nical exercise it"s pretty impressive. Apart 
from a few cock.ups in the perspective, 
~hi<:h Ic~~e characters apparent ly han~ing 
m mid-air In a couple o f scenes,lhe illUSio n 
is well·sustained. Un fortunately none of 
the ingenUIty that went into creating the 
piclUres is reflected in the script ; every 
major scene, image li nd plot device has 
been ripped off from somewhere else, and 
you·1I probably have as much fun as I did 
m:Hchmg them up to the origi nal sources. 

Even so it rallIes along at a cracking pace, 
and there arc plenty of in-jokes planted for 
the adults in the audience - look oul for the 
~onderfully c~mp Vinc~n t Price clone, for 
Instancc . You re nevcr In a moment"s 
doubl that Orin·s going to dcfeatthe evil 
Zygon and free his oppressed people, SO 
some of his encounters with whimsical 
robolS and aliens tend to have an air of 
desperate padding about them : but the only 
things I found really irritating were his 
tendency to launch into interminable 
mesSlamc monologues , and the bla tant 
sexist stereotyping of the female characters. 

So if you're stuck with a houseful of brats 
on a rainy weekend , clamouring for some 
sanillsed mayhcm . thcn Stnrc:hascr 's for 
you 1t·1I keep them 'tuiet, and you'll 
probably find it amusmg yourself. 

There's even more swordplay and mayhem 
in Highlander ( 15). a stylish. raucous and 
uucrly preposterous 0&0 scenario Iruns­
planted bodily into contemporary New 
York. Christopher Lambert plilYs Connor 
Mcleod,:) medieval Scottish warrior with a 
French accent. befn cnded by Scan 
Connery's Glaswegian conquistador. 
According to Connery, they·re both 
immortal ; destined , like an indeterminate 
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number of others, to brawl their way down 
the centuries until they all meet in New 
York to slau~ter one another in pursuit of 
The Prizc. Tfie Prize is a lways spoken of in 
capitals, but hardly seems worth the effort 
once you fi nd out what it is. 

Meanwhile, in the prescnt , Alan North , 
playing his o ld role from Police SqulId 
strai~ht , is mildly perturbed to find his 
precmct becoming hip-deep in decapitated 
stiffs. His forensic expert , Roxanne Hart , 
promptly shows her complete investiga tive 
professionalism by fa liini for Lambcrt, 
who reacls by ret reating 1010 flashbacks 
about his 14th century love life. While a ll 
this is going on, rampaging psychopath 
Clancy Brown is giving him a hard time in 
bot h eras. 

Once again , I'm afraid. in the script that 's 
to blame for most of the film 's deficiencies. 
We' re given all {he rules of the game, but 
no one bothers to explain why these 
immortals exist , why they have to fight for 
The Prize. or how they even know about il 
in the fir.>t place. People behave illogically 
or o ut of character whenever it's necessary 
to advance the plot , and the implicit 
altitude towa.rds women - especially in 
terms of physica l and psychological 
violence - seems pretty unhealthy to my 
tender Guardi.1n·readmg sensibilities. 

What the film does have going for 1\ is 
stylish direction , a breat hless pace and 
some exquisite camera work . The perform. 
ances a ren't bad either. especially Brown 
and Connery, who are so far over the tOp 
they"re practically in the next trench. So 
despite its shortcomi ngs, this is one to catch 
if you can; it"s thoroughly entertai ning, and 
it won 't look nearly so good on video. 

The video shelf, on the o ther hand , seems 
Ihe nalUral destinat ion of House ( 15), a 
perfunctory low·budget horror film from 
the prolific New World studio . This is film 
making by numbers; from the moment 
best.selling horror hack Roger Cobb 
(Wilham Kalt) moves into a spooky old 
house 10 write a book about his experiences 
in Vietnam . we're a const3Jlt scene ahead 
of the script . The rubber monslers all 
appear precisely when and where we expect 
them to, and are equally casually disposed 
of. Eventually. about halfway through, 
everyone concerned visibly throws in the 
towel and starts playing the film for 
c.omedy: this doesn' t work either. as by this 
time the thrust of the narrative. with 
flashbacks to Cobb's wartime experiences, 
is becoming progressively darker. 

And this is why House fails: a great idea for 
a horror film - the trauma of combat fati gue 
leaving a man vulnerable to attack by the 
supc rnatural - has been squandered on yet 
another tired old haunted house story. The 
n .. shbacks carry a real sense of menace, 
evoking the tension , the terror, the pain 
and suffering of war; and the paranormal 
just can't compete with tbat. Pity. 

Somet hing that can compete , though in a 
di fferent way, is the simple exuberJI.nce of 
Stephcn Spielberg. It"s been 3 years since 
ET(U) we nt home and Universal withdrew 
cvery print fro m circulation: now it's being 
re·released to delight a whole new gener­
a tion of tiny tots, and, presumably, 
Spielberg·s accountant. Sure it's corny. 
mawkish. and some of the images are JUSt a 
liltle tOO perfectly composed; but who 
cares? Enjoy. 

Likewise Pinocchio (U), Disney"s second 
animated feature: forty-six years old now , 
and still as fresh and delightful as it was on 
first release. The sheer artistry of the 
p~inters and animators is breathtaking: so 
give yourself a treat, and take this one in . If 
you miss it , it won't be round again for 
llfio ther seven year.>. 

And finally , may apologies 10 Daryl (U) . 
Neithcr orus got to sec this one, as it fell 
neatly into the gap betwee n Colin's las t 
deadline and me picking up theassignmenl. 
So here's a st ill to be going on with , until it 
comes around on video. 
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Axles Armies 
2Srnm FANTASY ARMIES 

£19.70 + £1.30 P&P 
MEN OF THE ORIENT· MEN OF THE WEST - DWARFS · GOBLINS' 
ORCS, HIGH ELVES· UNDEAD · SKELETON· BOARFACED ORCS 

1Smm fANTASY ARMIES Good and Evil 

£16.50 + 98p P&P 

SPECIAL OFFER 
MERCENARIES, SPIES AND 
PRIVATE EYES RULE BOOK 

Plus 
STOlU1HHVEn~ 

Adventure 
Includes 

"Cardboard Heroes" 
RRP £12.45 OUR PRICE £9.95 

iNCP&P 
/ highly recommend you invest in a copy ·"Different Worlds 

gRemlIn 
rnlnlat:l1ReS 

Axle says: 

WHY NOT 
VISIT THE 

GUARDROOM 
AND SEE OUR 

COMPLETE RANGE OF 
GAMES AND FIGURES. 
"The Friendly Games Shop" 

mall oaDeu.s 
UK P1e:« add JO 'I. Onim ",,~r £15 POST FREE! 

OVERSIW; Please add 30'1.( min £i ) 
P.o . BOX 154, WEMBLEY, MIDDll HAO 3UG 

NRMAlL add 6O:I,( min £I ) 

+=uom the naRkest caveru:Js 

corne tbe tf'l.oUsI 
TID Troll with axe 

TR2 Trdl with rock 

TR3 Troll with trcc-uunk club 

TR4 'froD with scimilar 

n,- Troll with bartleaxc 

-all Trolls £1-50 

sae 

+=aU 
+=OR 
lists 

- M ___ .. "",IOVI.-.I __ _ 

"" __ !~_oI_Tho<Io _ __ .... _...-W_or--'· 

ann ;yet mORe ORCS 
0C6 Helmeted archer (m:ic:signed) 50p OC37 Warlord SOp 
OC6~ Archer 50p OC38 Warlord on slwU throne £2-50 

DC7 Kneeling ~hcr Wp 009 Warlord's bodyguard '5Op 
Des lDading archer IDp OC4o Warlord's drummer £ I -50 

001 WoIf+ridcr with heavy weapon £1 OC41 20re 2 wolf chariOI £3 -95 

OIl WF3 0C42 3 ore 4 wolf chariot £4 -95 

OC24 Wolf-rid~r with sword on WF3 £1 0C43 Warlad's chariol: £5 -95 

OCIl lancer on WF3 £1 OCM &Jlisu & 3 crew £ I -80 

OC30 Wolf-ride- with rmcc: on WF3 £1 WFI Lc:aping wolf 'IDp 

0C33 Arc~ on WF3 £1 WF2 Running wolf ';Op 

006 Olief'tain on WF3 £1 WF3 Standil¥ wolf ';Op 

Please mention White Dwarlwhen replying to advertisements. 
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BRITAIN'S MOST ADVANCED COMPUTER MODERATED PlAY BY MAil GAME .. AN EXCITING NEW GAME 

".~!~l~J!~~.~]: 
Cltl6. elmer SingUlarly 01" ""fll arl-..nce A typlclll game _la"St _t 
18 mont1K. wltll ~ flnt ~noc:WOU~ tKua.y narbng att~r 'jilt month!: 

EXft ~yer 10 e:lrtler a king Of a ''''''tilSY rae. 01" a POW~rIUI ","""",atle enaractet 
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Alternative Rules for Psionics 

Introduction 
If, like myself, you have used the psionics 
rules given in the PHB and DMG. you will 
probably have found them time consuming, 
unwieldy and lacking in cohesion and 
deplh. What seems to be lacking is any 
appreciation of what Psionics is. This 
anicle puts the emphasis on abilities, and 
adds an extra dimension at high levels. 

Psionic Types 

There are four main types of psionics - non, 
lalen t, psionic and master. Also available 
arc thc ~randmastcr and lransccndanl 
categOries, both of whom have extra­
ordinary mental powers. Non-psionics 
have no mental ability whatsoever and can 
never gain any, short of a dei! y's 
intervention. Latent psionics have a vcry 
minor ability. which remains dormant until 
thc individual is in a stress situation - when 
it becomes active for a shurt time. If such an 
occurence happens, there is a OM modifi­
able 50% chance of the ability actually 
being usable. What constiTutes a stress 
situation is up to the OM, but they should 
be rare even ts-such as a particularly tricky 
fight or problem . Psionics aTe aetivc 
mentalists - but they IJTC able to use the 
lower abilities only (qv) . Master psionic.s 
can use both upper and lower abilities. 

In the exceptionally rare cases of grand­
master and transccndant psionics, they can 
use the supreme and summit abilities 
respectively. These characters should not 
come two-a-penny; a grandmaster psionic 
will be supenor to all but the most powerful 
and wily characters. Transcendants should 
be one or two per campaign! 

Getting Psionics 

This is basically the same as in the PHB. A 
16+ in one of INT, WIS orCHA is still 
required. U a character finds he has no 
ability, he may try for latent psionics (qv) . 

H you use family trees, you might like 10 
add a bonus 10 the percentile chance if one 
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of the character·s parenTS, grandparents or 
great-grandparents was an active psionic. 
Add three per cent if a parent (thUS a 00 
chance becomes a 97 Chance), two per cent 
if a grandparent, and one per cent if a 
great-grandparent. These bonuses should 
be OM-modifiable; if a characttfr has two 
master psionic parents, a large sc,:eond 
bonus could be added. Clearly these sorts 
of modifications can only apply to those 
families the OM has considered in great 
uetail. I find family trees very worthwhile, 
and certain lines having psionic tendencies 
does lend an air of continuity and self­
consistency to a campaign. 

Classes 

Something which has frequenTly bothered 
me is the random nature of the abilities 
gained by psionic characters. I have created 
seven classes of abili ty, and the majority of 
psionics will have closely related abilities 
drawn from one class. Some characters. 
according to Table I, can have two or three 
classes, making them more versatile: 

nurnberof 
ChlSses 

1 
2 
3 

Table I 

0/0 chance 

01·85 
86-99 

00 

The classes are communicator, compulsor. 
kinetic. modifier, perceptor, soliplOf and 
transferer, and have abilities according to 
Table 2 (see bottom of this page). 

GMs can either roll for theclass(es) gained, 
or choose as they see fit for the character­
for example a cleric solpitor. 

Once the class hilS been determined, the 
numbero,fabi1ities within that class must be 
found. using Table 3 for psionics, and Table 
4 for master psionics -

number or 
abilities 

1 
2 
3 
4 

number of 
abilities 

(Io,..er-up~r) 

2·1 
3·1 
4-1 
'·2 
3·2 
4-2 
3·, 
4-3 

Table 3 

Table 4 

% chance 

01·33 
34-67 
68-84 
85-00 

% chance 

01-22 
23·41 
42·58 
59-72 
73-83 
84-91 
92-97 
98-00 

In the cases of psionics with more than one 
class , the above tables are used, but the 
OM chooses or rolls for one of the classes. 
The first abili ty is gained from that, then 
any others in class sequence up to the 
character's maximum . Note thai master 
psionics gain all their lower abilities first , 
then move on to the upper ones. 

Table 2 -- ~~ .... .1_11: -,- -.~ ... , .... ~ ...... 
"",mal OOmina\,on .... , bOO, d~lnoud,cOC<! ~" bh~k 

Iclepalhy ,,~uiJiDnum ""'~pon'Y adjltJ!JJ\/::nJ dimcnoion <io<>r 
empathy hypno",m r. actunng in\1llil)ihl)" d~l .... oy"""r h/:lltb..,MIO dimenslOll w.l~ 

'" ;,,"ucnee 1e'''.Lion pb."nll <kleCl magic mlndoverbody object Lekopon 
~nLriloquism ~!6i<>n m<>If:<:uJ •• .= ",,"0 """'"' agilatio~ .11""",;"" tUWnll anim.'lon 

mind m," .", aut"lloJlelllllon ~Iection --"'" o,ual 
..... din' domInation IlIu~on~ -. hel.l"'lI pmjeaion 

leJ"J'Ilthy Lelcmpalhic mole<:lll;tl ,hope sensitivity 10 mindb., e\llcruJily 
proj.ecLiOJ\ manipul&tion altenllQlt ~hic lelep(.rulinn 

"",dng Idq>aLhic 1.lckinCSl, 'mp~,"' 
prC>jcction 

Note _ uch da$."O 1$ spl;t ;MIa foor /O"",r and three upper Itbi/;ri<;$. 



New And Changed Abilities 

There are It few differences to the abilities 
as given in the PHB, though most are 
essentially the same. 

Ventriloquism - this is simil ar to the spell of 
the sa me name , the user being able to 
throw his voice, but also 10 disguise it with 
only a small chance offai lu re. 

Mind Reading - this is best thought of as 
'deep ESP'. with hidden, but not 5UD. 
conscious, thoughts being readable. 

Voicing - this is rather like one-way 
telepathy . Thc user can make his voice 
SQund in the receiver's mind, but no reverse 
communication is possible. The limitations 
are as telepathy in terms of distance. etc. 

Influencc- with this ability the compulsor 
can effect a short lenn behaviour modifi­
cation of the victim, though suicidal or 
other actions contrary to the basic nature 
and a lignment of the creature will not be 
successful. 

PosseS!J'ion - this is similar to the clerical 
sl,>Clt. but is difficult to enforce since the 
VIctim has a save to throw off the attempt 
every round . Actions cont rary to the basic 
nature of the victim cannot be attempted. 

Fracturing - with this ability non-metalic 
objects can be fractured; eg, arms. stone 
statues , e tc. It can also be used to start 
avalanches given suitable condi tions. 

Molecular Agitation - this ability now 
includes the reverse, Molecular Damping ; 
effects will be similar to the druidic chiff 
metal spell . 

Flight -similar to the spell , the user being 
able to ny at a maximum 24", with 
manoeuvrability class B. 

Phllsing - using this, the psionic can walk 
through walls and other solid obstructions 
rather like a spectre. It is nOi the same as 
gaseous {arm. 

Size AJwratioll - this is an amalgam of 
Reduction and £tpunsion , with the effects 
being as given (or both in the PHB. 

Iffusionism - this ability a llows the user to 
alter his appearance rather like the change 
self spell or disguise. with the limitations of 
the former. in that a save must be made by 
viewers. T he size lim itations are also as this 
spell. 

Scrying - this is very long range (theoreti­
cally infinite) vision , the psionic's view­
point travellmg as his mind dictates. 
Hqwever he must remain in trance during 
the operation. and a ll his senses are 
blocked off from tbe real world. A seryer 
can also locate objects or persons by first 
concentrating, then letting his mind's eye 
tqlvel to the object in question. 

Detection -this al lows the user to detect 
hiddcn, invisible or disguised persons or 
items. though et hereal, astral, out-of-phase 
things, etc cannol be detected. 

Sensitivity to Psychic Impressions - this is 
now an upper I:Ibility , and is accordingly 
more powerful - there need not have been 
a particularly eventful OCcurence for the 
psionic to pick up visions of the area. 

Cell Adjustment - though the same as in 
the PHB, it is perfectly possible for the 
reverse effect to be attempted, causing 
damage. A roll to hit will be required. 

Health Sense-Ihis ability allows the user to 
detect the state of health and a lignment of 
any creature. The former will work on both 
plants and animals, the hllter on any being 
with an a lignment. 

Hellfing - this allows the psionic to heal all 
ailments , injuries, diseases etc, however 
caused. The psioniC can remove hannful or 
addictive dru~s from a person 's system, 
neutralise pOIson. and temporarily cure a 
psionically-indueed insanity (qv). Scar 
tissue can be removed , paralysis and 
blindness cured, etc. Point costs is depend­
enJ upon the severity of the case, but will 
vary roughly between 15 and 5U. 

Blink -essentially the same as the spell , but 
il the psionic blinks into solid material , he 
will be instantly transported to his original 
position . 

Object Teleport - this allows the user to 
teleport non-animate objects to and from 
places within his field of view. 

GaWng Abilities and Experience 

The PHB proposes a somewhat anificial 
system of gaining abi lities, and psionic 
level. Instead, I have designed It so every 
psionic has a 'degree' which is SOlely 
dependent upon Ihe use of his mental 
abilities, and independent of anything to do 
with his profession and level therein. 
GMs sbould al ter the psionic's experience 
just as with normal experience, when 
mental abilities have been used . The 
degree system is based on the experience 
table of thieves , degree one bein~ 0- 1250 
experience points, degree two bemg 
125 1-2500 . and so on. For every de~ree 
attained, tbe psioniC gains a new abili ty up 
to bis maximum. and the ranges and powers 
of the abilities are altered as with the old 
'level of mastery'. There is no degree above 
the twelhh, so certain abilities, eg Animal 
Telepathy, should be altered to suit the new 
system. 

Training to Improve Type 

It is possible 10 improve type , providing 
there is somet hing to work 0 11 . This means 
Intents can become psionics, psionics can 
become master psionics , and so on given 
time . Non-psionics can never gain any sort 
of mental ability. To Irain up to the next 
type, theaspirant must find a person wbo is 
at least of this type already. TIlen . provided 
the trainer is prepared to do the work, he 
must spend a suitably long period of time in 
training aher which he must throw under 
the sum of twice his intelligence, his 
wisdom and half his charisma on percent­
iles. Success means reaching the next type 
with a gain of psionic strength , 3d6 if latent 
to psionic. 2d6 psionic to master. Id6 for 
otherchangcs. If the throw is failed then he 
gets to the next type, but with a d ID 
strength loss due to the irreversible stress 
damage to the mind . Once trained to the 
new type, the character rolls again on the 
appropriate table to determine the number 
of abilit ies he can acquire. This result can 
never be less than that originally rolled. 

Example: 8 psionic with three lower 
abilities. trains to become a master. He 
rolfs 6/ on table 4. which would give him 
less lower abilities than he previously 
determined. The re-roll is 25. and he thus 
gains one upper ability. 99 would have 
gained him a lower and three upper 
abilities. 

Latent Psionics Characters 
If they fail in becoming psionics, characters 
can st ill try to be latent, though they must 
bave a minimum seore of twelve in one of 
INT WIS or CHA to attempt this . This is 
checked by throwing under the sum of 
intelligence, wisdom and half charisma on 
percentiles. If successfu l, the ~rson is a 
latent psionic, and can have either one or 
two abilities (6 on d6 for the latter) drawn 
from one class only, which are 10% oper­
able in a stress si tuatio n. Exactly what 
counts as a stress si tuation is up to indivi­
dual GMs, but it might be a fight where the 
character is badly injured, or perhaps is 
being stalked by a giant spider, or tortured 
by brownies. Emotional stress can a lso 
trigger the latent psionic. When 



determining strength. the character rolls 
2d20. Latents can on~y ever he degree one. 
and it is at this degree that their ability(s) is 
used. There is no strength bonus due to 
high intelligence, etc. 
Latents can tTain to be psionics, though 
they will usually be quite weak compared to 
others bcCllUSC of the initial limitations. 
They can never engage in psionic combat. 

Insanity 
All characters of t¥pe psionic and above 
have unavoidable Insanities due 10 the 
stress in their minds. These are either 
permanent character trails , or - more likely 
-stress-induced insanities, some of which 
can be quite debilitating. Insanities are a 
uscful play-balancing mechanism. and add 
inlerestingand often unexpected twists and 
traits to a character. The insanity of any 
particular psionic wilt worsen as he 
incrcases in degree. OMs can either roll on 
Table 5 or choose: 

TableS 
J Dipsomania 
2 Kleptomania 
3 Schizoid 
4 Palhalogical liar 
5 Monomania 
6 Dementia Praeooxia 
7 Melancholia 
8 Masochism 
9 Delusionalinsanity 

10 Schizophrenia 

I I Arsonist 
12 Obsessive 
13 Paranoia 
\4 Phobia 
15 Hallucinatory Insanity 
16 Sadism 
17 Dependence 
18 Hebephrenia 
19 Catatonia 
20 Specia1lUnusual 

All but five aTe as the DMG (pp 83-4). An 
Arsonist is obsessed with fire , setting light 
to things or just playing around with it; an 
Obsessive is someone with mild to medium 
monomania; Phobics should have a 
randomly determined phobia (those drawn 
from Call ofCthulhu are excellent); 
Dependants are those persons dependant 
upon some drug, situation or emotion to 
keep Ihem going; finally, special/unusual is 
for OMs to design insanities befitting 
special characters. Of the above twenty , 
obsessives, phobics and dependents are all 
on-stress types. A character with any ofthe 
other will be nonnal except in a stress 
situation -then OMs must roll according to 
Table 6 to see if the insanity exhibits itself. 
Lalents are nol subject to insanities. 

Table 6 
psionic's degret': 

1-. 
7-9 

10-11 
12 

Twins 

chance during stress 
10% 
13% 
17% 
25% 

In the case of twins, one of whom has 
natural psionics, the nonnal procedure in 
determining their presence is not used for 
thc other. Instead. there is an unmodifiable 
20% chancc of natural psionics being 
possessed, 33% if identical twins. In 
addition, there is an unmodifiable 20% 
chance, 33% if identical twins, of one of the 
following four abilities being present. 
usahle at no point cost between the 
appropriate sibling(s) - telepathy, limited 
telepathy (one mile range) , empathy, and 
knowledge of position of sibling. 

Psiooics Versus Non-psionics 
It is possible, in the manner of the DMG, to 
throw psychic energy at non- and latent 

~ionics (whether their abilities are 'on' or 
off). Rather than the multifarious effects 

of the DMG, a simple stun is effected which 
lasts for three plus the psionic's degree 
hours. The victim (only one at a time) has a 
save against breath weapon, but no 
modification should be made for magic or 
protection of any kind. To throw psychic 
energy, the psionic must have 100+ 
strength at the beginning and the end of the 
attempt. Range is line-of-sight. 

Recovery of Strength 
The recovery of psionic strength can be 
achieved at any time, providing the psionic 
is not engaged in hard exertion: 

Table 7 
activity recovery 

(STRIl:tour) 
heavy (eg. runnin.&, combat) 
light(e~, walking) 2 
resting~butmindactive) 4 
meditatmg(orequivalent) 8 
sleeping 16 

Restrictions 
1 place very few restrictions on psionics, the 
major one being that monksean never have 
any sort of psionics due to their own 
peculiar brand of mental training, which 
blocks or destroys any ability they may 
have had. Other than this any race or class 
can be psionic, and there should be no 
restrictions by class to certain abilities, as in 
the PHB, since ability is programmed into 
the brain long before apprenticeshie starts. 
By the same logic, it should be poSSIble for 
special persons to have discovered their 
mental ability at a very young age, and thus 
have high degrees unusually early (this is 
not recommended for player characters)! 

Grandmasters and Above 

There are two further psionic types, grand· 
masters and transcendants. though at such 
high levcls of power the distinctions 
become rather blurred! Grandmaster are 
able to use one or both supreme abilities, 
whilst transcend ants have access to a 
summit ability. To determine for grand­
masters , roll a d6 - a 6 indicates both 
suereme abilities can be gained. The 
abilities arc as Table 8: 

, ...... _ ........ 
~-

_. ... , ... -- ""'- ........ 
m •• aoi",.1 incande.cence ability muhi· ra,nbow p""= 

voicing mesmerum copy,n, '""""'. en,dope lelcp<Ii'UIli<N\ 
""nd .... muhik,nesiJ ~ju...,n.tion pUl.iew'n, cncfJY creAtion .Mnoel 
..,arching con,,01 .ekporUtioa 

infinite t~kpathlc _.tl>ct temporal e"l"'ndcd infillit~ op;ot,al 
tel"'Plthy ;mprint;n, -". adjustment ocry;ng resun'eClion alteration 

Ability Descriptions 
The above abilities are not like nonnal 
psionic abilities: they should be given the 
individuality that lends itself to such high 
levels, and OMs a·re free 10 alter and 
modify the basic descriptions given below 
to suit theirown characters and campaigns. 

Mass Voicing - this is similar to Voicing, 
but can be used 10 communicate with far 
more people. The receivers need nOi be in 
the same area, but must be eitber visible or 
known to the user. 

Mind Searching - with this , the psionic can 
scan a person's mind and discover any fact 
that the person knows or has stored in his 

memory, right down to subconscious 
thoughts and memories . 

Infjnjte Telepathy - this, as its name 
suggests, is telepathy unlimited by 
distance, planar considerations, etc. The 
only thing needed is the name of. or a link 
background information on, the person to 
be communicated with. 

Animal Mesmerism - this is the control of 
largenumbersofanimals todo the psionic's 
will- eg, stampede. 

Mob Control - the user can conlrol large 
crowds of people, perhaps using them to 
riot, force a gate, etc, 
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Telepathic Imprinting -Ihis ability allows 
the permanent changing of any person's 
behaviour patterns, though the effect can 
be reversed by a soliptor with Healing. 
given enough time. However. changes 
where the creature's nature would be 
totally reversed (eg, a slron~J)' LG drow) 
would eitherturn the victim IOsane or kill it. 

Incandescence - as its name implies, this 
ability is a drastic improvement on Mole­
cular Agitation. The reverse is similarly 
more powerful. 

Multikinesis -this is the telek.inesisafmore 
than one object, though all must be in the 
sight of the user (including by percepting). 

Weather Conrrol- large scale weather 
control (similar to the druidic: spell) can be 
effected with Ihis ability. 

Ability Copying - this allows the user to 
copy any natural ability (not learned ones 
such as thieving, or spell casting), and 
subsequently use it, with PS as the ene rgy 
source. For example the psionic could copy 
a breath weapon. demonic abi li ty etc. 

Rejuvenation -this . if exercised contin­
uously from the moment it is acquired, will 
virtually stop ageing from then on. Any 
breaks in use of over a day or so should 
result in a proportion of pre-
viously gained years suddenly returning. 

Temporal Adjustment - this is II fancy 
name for time travelling. GMs are advised 
that it is wise to fina lise their own concepts 
of time before trying this, as things can get 
very complex and confused ... . 

Multidetcction -this enables the user to 
detect anything about a creature, object, 
situation. etc, such as alignment, magic. 
poison etc. The detective spells of a 
previous WD are excellent SOUTce material. 

Pastvicwing- this ability allows the psionic 
to see into the past eventS of the area he is 
in. All evenls back to ten years per degree 
(cumulative) can be seen. though a com­
plete scan of past happenings would take 
some subjective timc_ and a 101 of psionic 
strength. All occurences within, or which 
would have been within the psionic's sight, 
can be seen. 

EKpandcd Saying - this is basically an 
improvemenl on Scrying. the user being 
able to expand his senses in three dimens­
ions ra ther than one , or very much further 
in a given time in one dimension. 

Rainbow Envelope -this is an effect the 
soliptor generales in his mind, which 
surrounds an opponent. It will cause seven 
effects, which OMs can dclennine for 
themselves. One example could be slow, 
nausea, pain, unconsciousness, loss of [NT, 
WIS, STR, etc. The psionic gains one new 
effect per degree above the one al which ht: 
gained the abili ty, with a new colour; the 
visual effect is of a coloured bubble around 
the victim. 

Energy Creation - this is a function which 
enables thesoliptor to create the equivalent 
of an electrical fireball, which will do one 
d6 damage per degree. It is fully control­
lable in speed and direction up to the point 
of impact, though there is a maximum time 
for which il will exist before exploding of its 
own accord. One bolt can be created per 
degree. 

\11 In fhl' \lind 

infinite Resurrection - this allows the 'fine tuning'. However, the psionic can 
~sionie to resurrect a body, elf or human , open secondary teleportation channels to 

owever long it has been dead, given some transfer other persons to the same 
fiarl of the body to work with. There is no desli nation. 
imi! to the person's length of time dead. 

Spatial Alterafion -Ihis allows Ihe Iransfer-
Perfect Te/eponation -as its name implies, er to play around with space and matter 
this is teleportation without the .fhrcenlage itself. By moving blocks of matter, he can 
errors of nonnal teleportation. e user cause any number of effects from creating 
also gets a chance to view the landing site waler to a meteor swarm. The matter 10 be 
before he appears, and thus 'fine lune' the moved must either be in his sight , or well 
exact sret of a~pearanee. Within small known. Thus, a meteor swann could be 
limits, ecan a sodelayt he timeofam val- created by swaptng the matter in a meteor 
eg, by a round or so. that he sees in t c sky, with the air at 

~oulld level, etc. Note that whi!ethere will 
Channel Te/eponation - this is similar to limits to the mass moveable, these wi1i 
Perfect Teleportation, but is withoullhe be very large! 

Stutistics For New AbJUUes 
Most of the extremely high level abilities should use all of the psionic'S strcn~h, since 
they are so powerful, and GMs might like to introduce a ' tiring' faclorto limit t eir usage. 
This will simulate the stresses put on the psionic's mind, and curtail the abili ty domi nating 
every aspect of play by being too easy to use. 

For the lower and ups:r abilities, a table is given below which ennumerates the various 
statistics. 'TOC' stan s for 'time of concentration'. 'Zdeg' for 'degree' and 'r' for ·round'. 

ability """ duration aJU rI eft'Kt ~. g" 
animallelepathy asPHB 
empathy asPHB 
ESP asPHB 
ventiloqUtsm ",' TOC hearing range IJround '" mind reading 150' TOC onecreatute 41round '" te~~athy asPHB 
VOlClRg as telepathy TOC onecrcalureJdeg l/round eo 
domination asPHB 
~Yru.0tism asPHB 
10 uencc Iil' 1.= one creature 6 yo. 
possession 30' asvictim's onecreature 1&, yo. 

"" mass donuDation asPHB 
telempathic projection asPHB 
telepathic projection asPHB 
bodyequilihrium MPHB 
fracturing lOO'/deg instantaneous W'(contin)/deg 10 ,. 
levitation asPHB 
molecular agitation asPHB 
flight 1 hour/deg individual 115 rounds ,. 
molecular manipulation as PHB 
telekinesis asPHB 
body weaponry MPHB 
invisibility MPHB 
phasing TOe individual lf2rounds 00 
size alteration Sr/degree individual 2Jround 00 
aura alteratiun MPHB 
illusionism I tum/deg individual liround Y" 
shape alteration asPHB 
clairaudience asPHB 
clairvoyance asPHB 
detect magic "PHB 
object reading MPHB 
detection sight TOC individual I/round no 
saying enonnous TOe individual Inrounds eo 
sensitivityps.im. MPHB 
cell adjustment asPHB 

(with I &Irength poiDtperhpdamage 
caused) 

health sense touch TOC one creature! U"",,,,, eo 
object 

mind over body asPHB 
SIIspcndanimatioo asPHB 
bodJo rootro! "PHB 
he . g permanent one creature variable "" mind bar asPHB 
blink instantaneous individual 6 '" dimension door "PIIB 
dimension walk "PIIB 
object teleport sighl instantaneous oneobjeci 6 '" astral project asPHB 
ethereaJit¥ "PHB 
teleportatlon I15PHB 
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Essex Miniatures 
TSR 

Standard 
Citadel 

Platoon 20 
OTModels 

Grenadier 
Avalon Hill 
Dixon 
Games Workshop 
HeroicslRos 

MIKES MODELS (Renaissance and 7yrs WARI 
FREIKORP (15mm ACW + Romansl 

Please mention White Dwarf when replying to advertisements. 



GHOST 
JACKAL 

KILL 

A Call or Cthulhu Scenario 

by Graeme Davis 

Introdudlon 

=="'''''''ail'dvenffirefiis oeer\ Wilfren as a pteljuerto Games 
Workshop's Call ofCthu/hu scenario , TIJe$l1Jlue oI/1H! 
Sort:wer, but it js-~ut in itself and does not rely 
on any information~ mal supplement. The action 
takes place in ar,d JU"5FranciscQ in the Spring 
of 1924; for reasons "''' . I become clear> it cannot 
easily be used ~ any . lng. One of the investi-
gators (or. if~. Nt>C acquainlance)shou!d 
be. aJ!Tllduate student In !be A~ch,"",logy Department 
of the UnI.-ersIty "'San franasc(), condoctin~ 
.-dim PaIaOoIioguistics, the stUdy of aoc'eot 
~, 

I 
f 



Collins was already well- read on the subjecI of Egyptian archae­
ology. mythOlogy and magic. and researched further , as well as 
collabora ting in a screenr,lay which eventually owed very li ttJe 10 
Corelli 's original novel. n Mawley's a small bookshop sJ'~da lising 
in esoteric subjects. he found a copy of Nameless Cults (Golden 
Goblin edition) . which had been reserved for Hauxley Trcvanian . 
a San Frandsco orieniaiisl and cull leader. He was sold the book by 
mistake, and used it to construct a mock ritual which was to be the 
crowning point of the film . He did not study the book in any detail. 
and had " 0 idea that an incantation that he took from the book was 
pan of the spell Contact Hound of Tindalos. 

With preparations for the Eilm well underway, fre elance journalist 
Isadora Turner was invited 10 the house which Theda Bara shared 
with her husband , director Charles Brabin . to write a mas,azine 
fea ture which was to set the publicity machine rolling, Collins acted 
out paM of the ritual scene with Theda Bara for Miss Turner's 
bene fit , and spoke t.he Incantation for the fi rst time, making 
accidental contact with a hound of Tindal as in the process, He 
collapsed from shock, 1md Miss Turner was quickly ushered out. 

Also, as part or the publici ty (or !.he rorthcoming picture, B:"lra find 
Collins had begun 10 co-write a series of romantIc mystery s tories 
with an Egyptian flavour. using the pseudonym 'Ziska-Channozel' 
nher the leading character in the novel. The first of these had been 
completed and sent 10 the popular fiction magazine Black M.1Sk , It 
was being considered for publicatio n when the mishap occurred , 
and Theda Bara approached the magazine to try to get the story 
back , The edilOr, Phil Cody, declined to re tum thestol)'. pointing 
out that a ll submissions were the propcMy of the magazine until 
publication or rejection, When there were renewed pleas for Ihe 
re turn of the Story, and Collins died in a manner whIch (purely by 
coincidence) was similar to an evenl in the story, Cody became 
suspicious, and called upon the expertise of one of the magazine's 
regular contributors, an ex-privQte detective called Dashiell 
Hammett. 

Hammett was able 10 make the connection between Bara and 
Collins, and uncovered the name ' Ziska ' and the plans for Theda 
Bara's comeback . 

The news of Collins' death also aroused the curiosity of Isadora 
Turner, who has a shorthand transcription of the incantat ion, and 
IS trying to find out what it is. 

Meanwhile, Trevanian, too, has not been idle , Mawlcy stalled him 
(or a while with lales of difficulties and delays in transporting the 
bOok from the Ncw England auction-rooms whe re it was pur­
chased , but eventua lly he was forced to admit he had mistakenly 
sold the volume to someone else . Professional ethics prevented 
him from giving Collins' name and address to Trevanian, so finall y 
Trevanian's cultists broke into tbe shop, killed Mawley. and 
ransacked the files. finding out Collins' address and removing 
everything which showed that Trevanian had ever been in 
correspondence with Mawley. They then broke into Collins' 
apartment and look the book, which is now in Trevanian's 
possession, 

A Translation 

The scenario starts when a te lephone call is received a t the 
Archacology Department or the Univcrsity of San Frnncisco ( if a 
PC works o r studies there. he or she could take the call; o therwise 
an NPCwill have to make introductions) , The calle r gives her name 
as Isadora Turner. and a Know roll wil l inform the player thaI she 
is a freelance journalist whose work has appeared in a number of 
popular and society magazines. 

' I bavesomething I would very much like to have translated.' she. 
explains, ' I believe the language is ancient Egyptian , May I come 
and see you?' 

If the iDvestigator agrees to see her , Miss Turner will arrive after 
about half an hour, She is a slim but strongly-built woman in her 
mid to late twenties, with dark eyes and reddish-brown hair. and 
her clothes reOect her success in ber profession, 

Without preamble, she sits down and opens a small reporter 's 
notebook, fill ed with shoMhand , 

'I'm afraid I only have an approximation to the sound of the words,' 
she says. ' I have noideaof bow they might be written down. either 
in En~Jish Or in Egyptian heiroglyphs, Now, shalt I try to set thcm 
down 10 English letters, or would you prefer me to read them to 
you?' 

MissTurnerwill not be prepared to discuss the context in which she 
came across the words, no matter how heavily the investigator 
stresses il5 imponance, All she will say is: 'They have 10 do with a 
story I W3.'I working on: I'd prefer not 10 say any more than that.' 

If Miss Turner writes the words down , they will appea r roughly as 
fo llows: 

' Iya h 'neghriffkthn akhlnakhlhngm y'ghMfthgn 
Iya ai'r ngahn 'g ghnakhngn 
T ih 'ndlnsh ai'h "ngahn'g a i'h.' 

If she reads the words a loud, the investigator must make a Cthulhu 
Mythos roll to realise they are part of:l Mythos spell , and that it 
would probably be wise to stop her before she completes the 
passage. If cither she or the invl!'s ligator reads the complete 
passage aloud. the reader will lose ID3 SAN (no SAN roll) and 7 
Magic Poin ts, and will suddenly feel an overpowering malign 
intelligence clawing at hislhcr mind, If the invcstigator is reading 
the words aloud. he/she must make a POW x 3 roll to avoid passing 
out : if Miss Turner is reading them, she will scream and collapse 
after readlOg the last word. If no-one reads [he words aloud , 
nothing untoward wi11 happen. 

The words arc , in fact, an incantation used in a version of the spell 
Contact Hound of Tindalos, and any character who reads thc 
complete incamation aloud will make contact with o ne of these 
entities (refer to the monster description in the Call of Cthu/hu 
rulebook for the consequences of such contact) , which will arrive in 
10+2DlO days. The investigator will , however, huve no way of 
knowing this unless he/she is already familiar with the spell. 

If Miss Turner writes the spell down . a successful Archaeology, 
Linguist or Read E~yptian Heiroglyph rolJ (according to the 
keeper's preference) will confirm that the words are not in ancient 
Egyptian ; in fact. they are in no language the investigator has ever 
<Cen . 
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As mentioned above , Miss Turner will not disclose where or how 
she;! came upon the incantation. bUI if either she or Ine invesligator 
has read it out in full and suffered the ill-effects described above, 
she will gasp: 'That's what happened whim I' , orsomelhin~ 10 Ihat 
effect. She will refuse to be drawn [uMher, however, and WIll make 
to leave . 

The investigator may attempt an Oratory roll in order to convince 
her of tbe seriousness of the mcantation (only ifhe/shehas actually 
realised its significance!). If Ihis ro ll is successful. she will say: 

' f helJrd these words uttered while I was researching a storr I 
believe Ihe man who uttered tbem is now dead. ' Then she Will leave 
the office. Immediate ly the investigator should make a Spot 
Hidden rol1- success indicates the investigator notices two pieces 
of paper on the floor . Miss Turner evidently dropped them from 
her notebOOk. 

One piece is a newscutting, reporting the death of Paul Collins. It 
features a photograph of the deceased , which is ringed round in 
pencil. The cutting rends as follows: 

'Paul Collins, retired Stage magician and now Hollywood 
technical consultant, was fuund brutualJy murdered in the 
early noun of~Jic.u 11th. His body was diSCO"lered by an 
offICer of the . omia Highway Patrol, lying by his car 
on the coast road a few miles south of San Francisco, 
seriously mutilated. There were signs of a violent suuggle 
inside the car; several windows were broken, and the 
seats tom to shm::Is. Police have concluded that Collins 
picked up a hitch-hiker 00 his way to San Francisco, aDd 
that his passenger attacked him as he drove towards the 
city, causing the car to crash. A manhuot is underway for 
the murderer, whom the police describe as a dangerous 
psychopath, probably with some injuries from the crash.' 

The second piece of paper is a leaf fro m the notebook, fi11ed with 
shorthand notes . Any characte r who has the relevant sk ill may 
attempt a Read Shorthand; otherwise, they may take it to the 
Department secretary or to any typewriting agency (of which there 
aresevera l in San Prancisco) to have it 'deciphered' , Rendered into 
longhand , thc frag ment reads as follows : 

're preparation Ziska, expected stan ApriVMay. Assistant 
Ttlhamut - obvious false name - o(fjciates, Check book name 
correspondences. He and TB run through ritual - apparently 
genuine, Pinal ritual in tomb with many followers - Ziska's 
crowning moment. TB lays on coffee table, T reads incantation 
over her .. ,, ' 

Research 

The investigators may' think of checking various newspapers for 
corroboration and further details of the story in the cutttog. A 
successful Library Use roll wi11 reveal most of San Francisco's daily 
newspapers carried the story in their April 12th editions; the story 
is not substantially different in any of the papers, and a Journalist 
reading the various reports may conclude , on a successful Know 
rOll, tha t most - if nOf a ll - of them Originate fro m a single source, 
probably a police press release. 

If the name 'Ziska ' is investigated , a successful Library Use roll will 
reveal a novel with that litle was written by 19th-century author 
Marie Corelli j on a Luck roll. the investigators may obtain a copy 
of the book, which is currently out of print. Any character may read 
the book in a number of hours equal to 23- EDU score; it is a 
gothic melodrama about ao ancient Egyptian dancer named 
Ziska-Charmozcl. who became the concubine of an Egyptian 
general and was murdered by him . She is reincarnated m the 19th 
century 10 take her revenge on her lover, who in his turn has been 
reincarnated as a French anist resident in Egypl . The novel is a 
fairly passable occult romance, bUI has no apparent sinister 
overtones. 

The investigator can call upon 'a few friends' at this point , and 
begin to investigate lhecase. Having gathered the incantation is 
part of a ritual that wasor is to be conducted, and that it is in some 
way connected with the death of Paul Collins. there atc three 
courses of action open apart from this basic research , which can be 
conducled al any trme: to follow Miss Turner, to visit the site oflhe 
crash, and glean some information from the police . Once the 

-. 
investigators have covered two out of these three options, the), will 
altract the a ltention of Dashiell Hammet t (see Plot Summary), and 
the keeper should go immediate ly to the section A Meeting. 

Following Isadora Turner 

The investigator must act immediately Miss Turner leaves the 
office if helshe wishes to pursue Ihis option; she has not left an 
address, and it will be a lmost impossible to find her without 
checking every hotel in San Francisco. 

Miss Turner is nol quite sure what to make of all the facts sbe has 
uncovered, but ber reporter's instinct tells her sheis onto one heck 
of a story_ 

She has already told the investigator more than she wanted to, in all 
probability, and when she arrives at the small hote l wheTeshe is 
staying (the first place she wiJi go to after leaving the University) , 
she will re ruise she has lost the newscutting and a page of her 
notebook . She doesn ' t want to share this story with anyone, and if 
she begins 10 suspect sbe is being shadowed (see Appeodix for 
shadowing procedure) she will try to throw the investigators off, 
usually by moving very quickly through a succession of crowded 
places such as railway stations or depanment stores. If she does not 
suspect she is being shadowed ,she will slay in her hotel until about 
61?m, and then leave in her car and drive to Los Angeles, where she 
will pull up in front of a large house in the movie-starquaner of Bel 
Air. She will knock on the door, which is 0eened by a servant, and 
- after a brief exchange - will return angnly to her car and drive 
back to San Francisco, spending the rest of tbe night in her hotel. 
The hotel caters for female clients only; male visitors are not 
allowed , and no man will be able 10 ~et past the hotel 's formidable 
concierge except by force . The pohce will be called in the event of 
any trouble . 

If the investigators try to find out whose house Miss Tumer visited, 
a Library Use roll will reveal it belongs to a Mr Charles Drabin. II 
any of the investigators is a movie buff (ie, has expressed an inlerest 
in the movies during previous adventures - the keeper should try to 
be more subtle than Just saying 'OK - who's a movie bufri"), they 
wiU know that Charles Brabin is a film director, the liusband of 
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retired actress Theda Bara (see Appendix) . In the absence of a 
movie buff, the keeper might permit any investigator to realise this 
on a successful Know toll; this information will automatically come 
to light on a successful Library Use roll if the name Charles Brabin 
is investigated. 

The Site of the Crash 

In the newscutting. thecrash is said to have taken place on the coast 
road a few miles south of San Francisco - if the investigators have 
obtained a police pholOgraph ohhe crash site by this stage (see San 
Francisco Pollee Department below), they will be able to locate the 
precise sp?t on an INT x 5 roll (using the highest [NT in the group) 
while dnving along the road: otherwise. an [NT x 3 roll will be 
needed . 

There is lillIe to be seen at the crash site now; the wrecked car has 
been towed away, and there isnotraceoffire. An Idea roll will lead 
to the discovery that there are no tracks either - it seems that the 
site was completely cleaned up after the removal of the car and 
body . A Spot Hidden roll at the site afthe crash will reveal the body 
of a small bird by the roadside. II has decomposed to the extent that 
bones are visible, and it seems to be lying in a small pool of bluish 
slime. 

Keeper: This slime is a trace of the pus from the Hound ofTindalos 
thai kil/ed Collins - see the monster description in the Call of 
Cthulhu rulebook. This trace counts as poison with a potencr. of 7. 
!fa sample is taken for analysis. the keeper should note it will eat 
throu$h an organic container in 103 hours and through a metal 
col)tmner in I D6 hours. A successful Chemistry roll on the part of 
an analyst working with a fuJJy-equipped laboratory wiJI reveal the 
slime is composed of a number of exotic elements and unknown 
compounds, combined together in a way that seems to contradict 
the laws of conventional chemisrry - further. a successful Zoology 
or Biology roll on the parr of the analyst will reveal the slime is alive 
after a fashion . Both di!COvcries will cost the analyst 1 point of 
SAN unless 8 successful SAN roll is made; an NPC analyst may find 
the results too disturbing to report on trurhfuJly. 

San Francisco Police Department 

If the investigators enquire at the Police Department about the 
death of Paul Collins, they will be given a copy of the official press 
release. which contains only the information al ready in the news­
cutting. A police contact or a successful Law roll coupled with a 
Credit Rating or Oratory roll will be necessary to get further here . 
If the investigators have already met Hammett (sec A Meedng 
below) , he will already have gleaned as much information as is 
available from this source. 

The incident report filed by the officer who found the body states 
the car's motor was still running when it was found , and that it had 
apparently run off the road and Slopped. One door was open, and 
all the windows had apparently been blown out, as if an explosion 
had taken place inside the car. The roof of the vehicle was buckled 
upwards, as if by the same cause. The body lay on the ground a few 
feet from the open door. heavily mutilated as if by a large and 
powerful wild animal, and beanng traces of a caustic blue slime. 
This slime was also found inside the car, and the car 's upholstery 
was heavily slashed. Samples of the blue substance were taken for 
analysis. An autopsy report gives the cause of death as multiple 
lacerations, but cannot establish whether these were caused by a 
weapon or a wild animal. The case is classified as an unsolved , 
probable homicide. A police photograph is included with the 
report , as is a copy of the press release. 

Further Law and Credit Rating/Orawry rolls will be necessary to 
see Ihe laboratory report on the blue slime . The details of the 
report can only be understood on a successful Chemistry roll. but 
the gist of it is that conclusive analysis was nol possible. A 
Chemistry roll will reveal that the substance appeared to be organic 
but was not carbon-based (a Chemistry or Biology roll may be 
needed to remind the investigators that all known life is carbon­
based) ; the chemical composition could not be determined 
conclusively. If enquiries are made about the analyst who wrote the 
report , a FastTalk orOralory roll will yield the information that he 
is on indefinite leave for medical reasons. 

Bribery or police contacts could also be used to examine Collins' 
personal effects; of most interest are a pocket notebook and a 
business card. 



The card gives the address and telephone number of MawJey's 
Antiq,uarian Bookshop in San Francisco, and the notebook 
contams several references to the name Ziska and brier descrip­
lions of a number of rituals: an Archaeology. Anthropology or 
Egyptology roll will reveal some of the notes are apparently 
authentic descriptions of ancient EJl:yptian religious ceremonies, 
whle the remainder - about one-third - are not. A successful 
Cthulhu Mythos roU will reveal the latter portion appear to be 
garbled descriptions of Mythos rituals , which seem for the most 
pari to deal with independent races. There is nol enou~h 
IOfonnalion here to permit the learning of spells or an Increase of 
O hulhu Mythos skill scores. Also among the notes is another 
transcription or the incantation heard by Miss Turner. and a note 
from Collins to himself reading 'Golden Goblin Press- track down, 
see if they have more' , 

A Meeting 

Keeper: The keeper should use this event after the investigators 
have completed two of the preceding three sectioTls. Hammett's 
infonnatlOn may alter the remaining section a little, but the Keeper 
should have little trouble dealing with this. 

As the investi.~alOrs leave the second section, they will find a man 
waiting by their car. He is in his late thirties. tall and solidly built , 
but not overweight . with prematurely grey hair , a dark moustache 
and dark bushy eyebrows. 

'Hammett, ' he introduces himself laconically, 'Samuel D, 
Continental Detective Agency . I see you're interested in the 
Collins case. Can I talk to you about it?' 

A Knowledge rotl will reveal the Continental Detective Agency 
features in a series of stories in the pulp magazine Black Mask, and 
is a fictional insti tition . If confronted with this fact. or if asked to 
show his detective'slicence, Hammett will smile. 

'Okay , you got me, ' he says, 'Actually I'm ex-Pinkerton , now 
retired. In fact it was Black Mask who put me onto Ihis whole 
business. Since we bOlh seem to be interested in it , though . what do 
you say to an exchange ofi nfonnationT 

At tbis point he is bent almost double by a fit of coughing. When it 
subsides, he pulls a hip-flask out of his coat pocket and lakes a long 
swig. 

'Cough medicine, ' he says with a wink. 'This climate's no good fOT 
my bum lungs .' 

Once the investigators agree to an exchange of infonnation , 
Hammett willtel1 them what he knows. 

'Phil Cody, the editor of Black Mask , called me a couple of days 
ago. Since I retired from Pinkerton 's, I've written a few deteclive 
stories for him, and he told me he had a real mystery on his hands_ 
About a week before Coll ins died, Bll1ck Mask was sent a story 
called The Curse of the lackal, by someone using the name Ziska­
Charmozel . It was a ghost story, with a lot of Egyptian stuff in it, to 
cash in on all the King Tut mania there's been this last year or so. 
The day before Collins died, Cody got a call from the author, trying 
to get the story back . He figured the story had been sent to more 
than one place and someone had accepted it somewhere else, but 
he didn't want to send it back. Instead, he pointed out that all 
submissions are the property of the magazine until they are either 
published or finally rejected. But the author kept on asking for it 
back - even asked him to destroy it rather than print it. The next 
day, Collins was found tom apart. Now it seems Ziska-Channozel 
was a pen-name used by Collins in collaboration with Theda Bara , 
the actress - and at the end of the story the hero was tom apart by 
some kind of supernatural jackal , sent as a curse by the Egyptian 
god Anubis. Theda Bara is stili trying to stop publication of the 
story, and Cody asked me to try and find out what's going on. ' 

Hammett has already visited Theda Bara: 

' I couldn't gct much out oCher - she was too upset . Apparently she 
was working on a comeback with a movie based 00 a novel called 
Ziska, and the story was intended to get the name into print to sian 
drumming up interest in the picture . They were going to do a whole 
scries. right through the shooting season and up to the premiere. 
Collins was working as some kind of advisor, and he wrote most of 
the story using an old book he'd found in a second-hand bookstore. 
She thinks there 'ssome kind of curseoo the book . which is why she 
wants the story stopped; she's afraid the curse might have carried 
over into the story, in what's been copied from one 10 the other. It 
all sounds preny far· felched to me. but the police still don't know 
who killed Coll ins .' 

Hammett is already familiar with all the information that can be 
obtained from the Police Dept. and has the addresses of the 
bookshop and Collins' apartment. H the investigators have not 
been able to see any of this, he will provide them with copies. He 
will be most interested to hear about Isadora Turner , and ifhe is 
shown a copy of the incantation . he will pull a sheaf of typewritten 
paper out of his pocket - a copy oflhe story - and turn a page where 
a practically identical passage is SCI down . 

'Looks like gibberish to me ,' he sa~, 'Do you suppose that 's the 
curse?" 

Hammett wi ll be happy to accompany the investigators during the 
rest of the scenario. and evcn if they refuse his company (or refuse 
this offer to share information), he will shadow them until the 
mystery is resolved. An NPC profile is given in the Appendix. 

From tbis point in tbe proceedings, there are four relevant courses 
of action open: the investigators can try to see Theda Bara in an 
attempt to gain further information ; they can go to Collins' apart­
ment 10 search of the book ; they can make enquiries at Mawley's 
bookshop; and they can try to get more information from Isadora 
Turner. 

Theda Bara 
Hammett will caution against another visit to Theda Bara , pointing 
oul he got all he could from her and that she was very upset by 
Collins' death. If the investigators do try to see her. they will be 
refused admittance to the Brabin house, and the police will be 
called if there is any cfisturbance. 

Paul Collins' Apartment 

The investigators should have obtained the address of Collins' 
apartment from either Hammell or the police. Once they arrive, a 



bribe, Credit Ratingor Fast Talk roll will be necessal)' to get them 
past the janitor, who has shut up theapartmenl pending the settling 
of Collins' will . The janitor will call the police if Ihe investigators II)' 
to break in. 

Once the investigators get into the apartment, they will find it has 
been thoroughly ransacked: a window from the fire escape has 
been forced , and Spot Hidden roll will tum up a faint footennl on 
the sill, made by a light rubber-soled sneaker. Hammell WIll 

immediately go to the janitor's office and phone in a report of the 
burglary, 

Among the debris on the floor areseveral books on stage magic, as 
well as a few on Egyptian archaeology and mythology. In one 
comer stands a steamer-trunk, now open and empty, surrounded 
by a great deal of stran..s,e-looking objects which a Knowledge roll 
(or an intelligent guess) will identify as the props of a Stage 
magician. Various items of personal jewellery and other valuables 
might be turned up on a further Spot Hidden roll, giving the 
impression that money was not the motive behind the break-in . 

Mawley's Bookshop 

U the investigators try to telephone Mawley's, there will be no 
answer. If they visit the shop, they will find it closed, and the blinds 
drawn. No amount of knocking will raise an answer. There is a back 
door opening onto an alley, and iflhis is investigated it will be 
found to have been forced . 

Edwin Mawley. the proprietor. will be discovered in the small back 
office, dead. He is slumped back in h.is chair, and there is a single. 
small puncture-mark in his neck. The desk and filing-cabinet have 
been ransacked, 

A Spot Hidden ro ll will tum up a small feathered darton the Hoor. 
II is less than an inch long. and seems to have caused the wound in 
Mawley's neck. An Anthropology roll will yield the infonnaticm 
that the dart is one of a type used as an assassin's weapon by certain 
criminal gangs of the Shanghai area. 

A Luck roll will turn up a carbon eopy of a letter among the 
scattered papers. It is addressed by Mawley to Paul Collins. and 
refers to a book bought by the latter, a copy of the Golden Goblin 
edition of von Junzt 's Nameless Cules, Mawley explains in the 
letter the book had been sold to Collins in error. and it should have 
been kept back for an old and valued client ; Mawley begs Collins 
to bring the book back to the shop. lind promises to reimburse him 
in full and give bim, free of charge. any other books in the shop 
which might interest him. up to II value of $1011. 

A further Spot Hidden roll made in the office will reveal that the 
entire section of the files bearing the letter 'r has been removed. 

Keeper: HauxJey Trevanian '.( Chmese Cultists are responsible for 
!he break·in and murder, as well as (or the burglary of Collins' 
apartment. The investigators have no way of6nding this out, how­
ever. ond will only be able to conclude the copy of Nameless Cults 
is now in me hands of someone in San Francisco's Chinese 
community. This is intended as a dead end, and the investigators 
should not be able (Q trace the book. More details of Hauxley 
Trevanian and his Chinese Cultists may come to light in further 
scenarios by this author. 

Isadora Turner 

Irany attempt is made to contact Isadora Turner at her hotel 
(assuming the investigators know where it is) , she will have gone to 
New Yorl:, leaving 110 forwarding address. Tracking her down will 
hea long and laborious process , and she will be able to add nothing 
10 what Ihe investigators already know . 

Conclusion 

After a lot of detective work, the investigators sbould be able to 
piece together the truth (see Plot Summary) , although there are a 
lot of false leads which may lead them in the wrong direction 
initially. Preventing the publication of the story, or at least the 
incantation, should bring a SAN reward as for defeating a hound of 

Tindalos (ie. I D20 points) onfy if the investigators realise the fuJI 
lIatureofehe incantalion ; otherwise. the SAN point reward is ID6. 

The keeper should note anyone who has read the incantation aloud 
may expect a visit from a hound ofTilldalos: this may be played out 
in due course, when the thing arrives. The keeper should keep 
carefultracksofthe cursed individual's movements until that time. 

Hammett will be grateful for the investigators' co-operatlOn on the 
case . and will help prevent the publication of the story if requested 
to do so. Theda Bara's planned comeback will not take place, and 
the novel Ziska will never be filmed . About a month after the 
scenario takes place , the investigator who was initially contacted hy 
Isadora Turner will receive a copy of Movie SCf magazine, wilh a 
feature by Isadora Turner entitled Ziska · the Comeback thaI 
djdn't comc off. 

Postscript 

In the introduction to this scenario, it was mentioned that one of 
the Investigators - or If necessary an NPC contact - should be 
conducting research in Palaeolinguistics at the UniversilY of San 
Francisco. 

A little more than a year after this scenario has taken {)Iace. in the 
morning of Monday, June 8th , 1925 , this investigator WIll be roused 
from the musty pages of Zeitschrifl fur Celtische Philologie by a 
knock at the office door accompanied by a familiar hack.ing cough. 
The character opens the door to find Hammett's long frame 
propped in the doorway, taking a swig from his hip-flask. 

' How are you. Professor?' he asks, regardless of the characler's 
actual academic status. ' Remember me? Hammett - Sam Dashiell 
Hammett . The Palll Collins case. You know, I tried three or four 
times to write thaI up as a story, but it was just too far-fetched . 
Well, I've got another mysterious ancien! writing for you - J tried 
the Matb Department witb it. and they said it was some kind of 
mystical numbersquare. Then I thought of you. Whatdo you make 
of this?' 



Hammell hands the investigator a small piece of paper; it is Player 
Handout A from the Games Workshop Call of Cthulhu scenario 
Thl! Statue oflhf' SQrarer. 

Appendix 

Shadowing Procedure 

Shadowing is nof defined as a skill in Call of CthuJhu , but for 
keepers who wish to add it 10 their list it should be treated as a 
stealth skill with an additional score of 10% ; it is a professional skill 
for Private Investigators and non-uniformed police. 

A successful roll must be made for every 20 minutes of shadowing 
-optionally it may be made every (20· quarry 's INn minutes· and 
failure means the quarry has spotted the shadowcr. Where a quarry 
suspects he/she may be being followed , a Spot Hidden roll is 
allowed 10 detect the shadower; under these circumstances the 
shad ower must make half a Shadowing rollIn remain undetected. 

Characters who do not have tbe Shadowing skill may attempt to 
shadow, using the average of the INT attribute score and tbe Hide 
skill score in place of the Shadowing skill score. Procedures arc 
otherwise identical. 

Theda Bara 

Born Theodosia Goodman . Theda Bara (whose professional name 
was rumoured to be an anagram of 'AraD Death') was the arche­
typal 'vamp' or femme fatale of the silent screen . Her first film , A 
Fool There Was . was released in 1915, and her most famous roles 
included Cleopatra ( L917) and Salome (1918) . She was idolised by 
the public in the same way as Rudolph Valentino , and she was 
surrounded by a great deal of what today would be called 'hype' -

one publicity tale maintained that she was born to a French artist 
and his Arab mistress under the shadow orl he Sphinx, and 
endowed with occult powers. She retired in 1919. marryingdirector 
Charles Brabln. TI~is effectively ended her career, although in the 
19205 she parodied her former roles in Hal Roache two-recl 
comedies. She died in 1955. 

Samuel Dashiell Hammett 

The following is alit approximate NPC profile of Hammell, based 
mainly on William :FNolan's biography Dashiell Hammett: A Ufe 
at the Edge (Arthlu Barker. London , 1983) . 

STRI4 CONS 

DEX 13 APP 14 

Hit PoinlS: L I 

SKILLS: 

SIZI4 

SAN 60 

INTIS POW 12 

EDU12 

Fast Talk 55%. Hide60% ,.Shadow 90%. Sneak 60%, Spot Hidden 
65% 

WEAPONS: 
Fist 70% , ,38 revolver 55% 

Hammett does not carry a gun unless he reels the circumstances 
warrant it; when hl~ first makes contact with the investigators he 
will not be armed . He does not drive, following a wartime accident . 
He suffers from tuberculosis, and does not smoke. but he finds that 
whisky relieves the pain of the wracking cough with which he is 
sometimes afflicted . As an ex-Pinkerton detective, he has a wide 
network of old contacts on both sides oflhe law. Rnd he seldom has 
any trouble in obtaining whisky for his own use. 
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INK ABOUT IT! 
The Uses of Intelligence in 
Role-Playing Games 

by Phil Masters 

For about as long as there bave been role-
.. ~mes, tbere bas been a running dispute about one particular group of 

statlstic:s; the ones usually rel'erred to as mental stats, and Intelligence 
(INT for short) in partJcular. One quite popular recent idea Is to dump this 
aItoptber, and a nnmber of published games bave done so. I think tbls Is a 

mistake, and this art1de will attempt to explain wby. 

The argument for refusing to measure 
character intelligence as a number on tbe 
cbaractersheet was forcefully supported by 
Pete Tamlyn in While Dwarf69, in his 
article Rationale Behaviour. and he pUl his 
case well : 'as soon as an activity appears 
whicb the players can do for themselves 
without leaving their seats, then grey areas 

appear in the rules and systems break 
down. Consider, for example. the act of 
negotiating with an NPC merchant or 
solving a riddle found in a dungeon .... ' 
Unfortunately. having quoted two classic 
problem situations, Pete tumed his atlen­
lion (0 the Golden Heroe. .. Campaign 
Ratings system. which is primarily aimed at 
solving other problems in rela tionships 
between PCs and NPCs , and does very little 

about those quoted , Pete a lso suggested 
ways of adapting the system to other types 
of game, which might at a pinch solve one 
of the difficulties, but not the other. 

Before discussing the relevance of the INT 
slat 10 a ll oflhis. J should say a couple of 
things . Firstly, I don't share Pete's admir­
ation for the GH Ratings syslem . For the 
uninit iated , the GM awards player 



characters numerical ratings in specific 
areas, such as acceptance by authorities or 
self-assurance. and then totals the various 
ratings in order 10 assess a character's 
overaU mental and social situation; thllS, at 
the crudest level, being obsequious to 
policemen WIll raise your chance of c0-
operation from the authorities (but may 
lower your chance of gaining underworld 
cont8Cls). U nfortunately, r believe this 
system i5100 easily abused. and that il call 
tend 10 penalise characters who are well 
rote-played but wbo don' , fit the sY6tem's 
ideals. In particular. by granting bad Juck to 
psychologically uncomfonable characters. 
I believe OH mistreats a very important 
type of grim , brooding hero. In a fantasy 
setting. such a system might solve the 
problem of negotiation! with a merchant, 
by analysing a character's social deftness, 
polilene~ and suchlike, but I believe most 
G Ms are capable of making fair judgemen (S 

of these themselves. without assistance 
from the rules: furthermore. I believe this 
approach disregards the possibility of 
characters having special social ski lls, 
llldependent of "player reality" . As Pete 
himself says, il is 'hard for a GM or player 
who does not make a living on the stage 10 
role-play an individual of radically different 
personality 10 their own. but most games 
have ski ll systems which allow assessment 
of some arcas of social behaviour without 
tOO much lrouble. 

As an example. imagine a PC fi,shter 
trading with an NPC merchanl, In a game 
using a well-developed skill system . As the 
fighter approaches the trader, the player 
makes a PsychOlOgy Skill roll; 

GM: He looks a bit shifty. 
P1ayt:r (role. playing as best be can): Ho 

sirrah, what pnce eastern spices today? 
GM (likewise): Ten of silvcr to the 

pound at best. As GM: Make another 
PsycholOgy roll . 

Player: Made it. 
GM: He looks very sbifty. 
P1aytt: Why the poor price? 
GM: Times be hard , friend . ... 
Player: Ah well. As player: Anyone 

e lse around? 
GM: A servant. 
Player: I'lJ try and let him see a copper 

coin and signal him outside without his boss 
noticing. 

GM: Make a Bribery Skill roll. 
Player: Yes, made it. 
GM: He joins you after a momen!. 
Player: I'll take him off for a drink and 

pump him for information. My Carousing 
Skill is .... 

And so it goes. The fighter subsequentl)' 
uses his BurcaucrariC$ Skill to get the 
merchant arrested for iIIe~aJJy conspiring 
with other traders to manipulate pnces, his 
Advocato Skill to ensure success with the 
case, and his Streetwise Skill to negotiate 
with the underworld gang thc Merchants' 
Guild sends after him. At each stage, both 
player and GM role-play the conversations 
IDvolved , butslcill rolls save both sides from 
having to make such embarrassing judge· 
ments as "Is he lying through his teeth, or is 
he being run by a lousy actor?", or "Would 
an experienced type like this really phrase 
his offer of a bribesoslowlr and clumsily?" 
Player and Character realities are distinct, 
but the two interact, and the character's 
social skills always provide some idea of the 
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subUeties lhat untrained player-actors may 
nOI be able to handle . The things campaign 
ratings can handle , such as standing with 
theaUlhoritiesor reputation for toughness, 
can be as easily (teated as modifiers to skill 
rolls. Similarly, I would like to suggest that 
an intelligencestatistic can provide a useful 
tool in effective role·playing. 

A classic problem with !NT is besl demon· 
strated by llnothereltample. tn the course 
of an old-fashioned dungeon-
plundering expedition. two characters 
become separated. One is a barbarian thug 
with an £NT of 3. the other IS an 
experienced wizard with an INTof 18. AI 
different times, each of the characters 
separately comes upon a locked, booby­
trapped . solid iron door which can only be 
passed by solving a complex puzzle painted 
on its face . The GM has Ihe puzzlealJ 
prepared, and presents it (privately) to 
each player in turn (personally. I regard 
this type of dungeon puzzle as silly, 
implausible and tiresome, but some people 
insist on using the idea) . Unfortunately, the 
barbarian is played by a fony-year-old 
doctor or mathematics whose otherhobbles 
are chess, puzzle invention and finding 
mistakes in the theory of relativity. while 
the wizard is being run by a fifteen-year-old 
novice who only plays for the fight scenes, 
and who hasabad cold today anyway. Uthe 
players attempt the puzzle themselves, the 
results are obviously likely to be im· 
plausible ; it is impossible for-one to role 
play his character's likely response cor­
rectly, and frustratingly difficult fOr the 
other; if they simply roll dice against the.ir 
INT values, the point of the exercise seems 
to disappear. The GM is in confusion . 

Ignoring the {act that tbill is bis own fault ­
after all. similar 5iluatiomr can arise in less 
artificial and stupid settings - one answer 
might be to drop the lNT characteristic 
altogether and let the players do the !.hin"­
ing for their characters. This ~ves us a 
barbarian with the mathematical aptitude 
of a PhD , and a wizard with no intellectual 
abili ty outside of magic. I don' t think it 
works. 

Let's rctum fnt a Dloment to Go/den 
Heroes . a game which does dump the lNT 
stat . At first glance. one might deduce from 
this that one knows nothing about the 
inte lligence ofa Hero (or Megavillllin. or 
whatever). However, this is Simply not 
true. In this game, it is possible 10 roll up a 
character with a number of Advantageous 
Backgrounds and skills which imply rather 
a lotaboul their intellecrual capabili tie5: 
furthermore, ea",'h character has a ratIonal­
isation which may involve details of their 
academic5uccessorgeneral ingenUity. This 
is-a matter of laste, but I (or one find It hard 
to believe that someone who is a Brilliant 
Scientist in both Ihe physical and chemical 
fields , a superb surgeon and pllOl , and the 
possessor of a cybernetically-enhanced 
brain , is not a better puzzle·solver than a 
super-strong being wbo is described as 
"dumb but . .. ,' . . In other words, the 
problem has not gone away, and it never 
will so long as the game has any provision 
for characters using their brains; all that 
Golden Heroes does is refuse lo pul a 
number to intelligence. It removes the 
obvious problem, but frankly I think it 
throws the baby OU I with the bathwater. 

So, we have characters of varying intell­
Igence , which may not match up 10 that uf 
the player operating them , However . the 
discu$$lon so far has involved one very silly 
and rather dangerous over· 
simplification. Intelligence has been 
treated as a single, measurable thing, and 
the only use for it I've mentioned is for 
solving logical puzzks. In fact, even 
academic psychologists would be waf)' of 
offering a shan definition of intelligence , 
and attempts to measure it are notoriously 
dangerous (the famous 10 tests are 
currently oul of fashion in most quarters). 
This isn't much of lin ar$ument for 
eliminating or sub-dividtng the INT SUIt in 
games; most game stats represent 
simplified versions of a wide range of 
factors, and any attempt to break !NT 
down fur ther would soon get bogged down 
in personal views. However. it is worth 
looking at the different ways that 
intelligence might be used In games. and 
hence at the different problems which can 
be caused. 

First, there is character cruUon .. Most 
games give starting charactef$ some skiUs 
or areas of knowledge and some provide 
knowledge of past careers. TIlis clln make 
some idea of character INT quite.useful; 
jobs such as wizard or research scientist are 
traditionally assumed to require some grey 
mailer between the ears, and so games can 
either prohibit the less intellectuallr gifted 
from entering such professions (as ID 
D&D), make progress much less likely (as 



in Traveller). or make skill acquisition 
much less efficient (as in Ringworld), 
However this is a problem for the game 
designers. and there are several ways rouDd 
it. in Golden Heroes, the dice (mostly) 
decide which characters have superior 
intellectual attainments 10 their credit, but 
the Jack of initially-rolled tNT prc'Jcnts too 
many ridiculous results, while in 
Champions it may be possible 10 produce a 
high-grade scientist or scholar with poor 
INT, but anyone wishmg 10 use technical 
ski lls in adventuring situations will need a 
variety of skills linked 10 INT, and most 
sensible character designers will build 
sensible-looking characten;, 

The second possible game-use of intel­
ligence is analytical - puzzle-solving. code­
breaking, performing a multitude of simple 
mathematlcsl calculations and suchlike. 
This kind of thing is often handed over to 
lhe players, but this is not necessarily the 
best idea. Solving a single, interesting 
problem is one thing, but suppose 
characters have to perfonn a large number 
of boring mental tasks, such as performing 
a mass of orbital calculations after their 
starship computer has been damaged, or 
decoding a large number of 
simply-encrypted messages in the search 
for some important signal? Even if the OM 
can be bothered to prepare every such 
problem in detail , few players will be 
willing to spend hours wading through a 
mass of detail. U there is no serious risk of 
fail ure, the GM can simply give the players 
their answers. but if real intelligence is 
needed to either avoid mistakes or ~et the 
job done within a time-limit (or both), then 
a measurement of character intelligence 
('an be useful in assessing the dice-roll 
required. 

The nex:t use for intelligence is in oombat ­
or other stressful si tuations. A stupid but 
well-trained or ultra-tough fighter will 
certainly beat a feeble inlellectual in most 
situations. but most fictional heroes are a 
Iinle more than mere mincing machines; 
even if they can batter thei.r way through 
most opposi tion. they will usually display 
low cunning when faced with overwhelm· 
ing odds (those don't tend to be boring. 
short-lived, tragic heroes, or all three). 
This is often the most problematic silUation 
for the OM • as characters may be required 
to make a numberClf correct moves in quick 
succession. and a OM must usually do no 
more than hint at solutions if the tension 
and imerest of a scenario is not to be 
destroyed. Such hints can Qe prompted by 
suocessful use of Tactics or Deduction 
skills , INT-based rolls , perception rolls and 
so on. and one skill that C3n often pve an 
excellent simulation of brains beatmg 
brawn is Find Wealutess or s imilar, but 
really difficult playcl"$ (dim players running 
inteUigent characters) may not take hints, 
or may come to rely on the Tactics Skills at 
the ex:pense of role-playing. 

Memory is another area linked to intel­
li~ence. or at least to brains. This is a 
difficult subje!.1. because it is easy to 
imagine a blatantly stupid person-oreven, 
say, a mindless robot - with a photographic 
memory. or an absent-minded genius with 
the opposite problem However. these are 
extreme cases, and in.6 game situation it 
may be easiest to assume imelligence and 
memory are linked. Again, some OMs 
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might think players should have the job of 
remembering important facts for their 
characters, but sometimes this is tlot 
practicable; if an NPC has been hanging 
around a PC for weeb of game·time that 
have passed in minutes of playing time 
while little has really happened, then the 
character can be expected to remember 
more about the NPC than the player would. 
Similarly, if a PC has read a book the player 
hasn't-perhaps ~useit only exists in the 
game-world - then questions of how much 
can be remembered of its contents may 
arise. AI such times, GMs may fall back on 
character INT as being linked to me.mory. 

Lastly - and already mentioned above In 
passing - there is pen:eptioo . Some people 
may not think this is linked to intclligence ~ 
after all, hawks or fish may have far better 
senses than any human , but far less INT. In 
any case, games have always been full of 
fai dy dull-witted dwarves and elves display­
in~ super·human perceptions .• However, 
thiS is only part of the story. It is one thing 
to have superb eyesight or sonar !lCnsc. and 
quite another to use it properly. To return 
to the animal kingdom. even quite 
intelligent creatues 5uch as tracker dogs 
require months of training to use Iheir 
senses as their handlers want , wbereas a 
moderalely brigbt human who has some­
how gained a comparable sense of smell 
would only need asking once. For a game 
ex:ample. suppose a group of characters 
entered a picture gallery in Which one of the 
paintings had some oddity in the dcsign of 
the frame, in fact because it concealed a 
secret door. The OM could drop a fcwhints 
without giving away too much, but there 
would have to be some way of deciding 
whether the character bad happened 10 
notice the quirk.. Ultra-keen eyesight 
would certainly help (as would, say . skill as 
an art historian). but so would sharp wits; 
indeed, someone who took the trouble to 
really study everything they looked at could 
gain a reputation for keene.r senses tban 
they actually possessed. Intelligence is not 
all there is to perception , but it is a very 
large part of it , Related to this point . but 
also to others mentioned, is the abih!y to 
identify illusions (magically induced. 
holograms. or whatever) for what tbey are 
- something wh ich may require perceptive­
ness (to spot flaws in the. image). plus 
analytic ability (to guess the signif-
icance of the flaw). and also willpower 
(Ego, Wisdom . or whatever) to concen­
trate on the possibility of known fact of 
illusory effects, despite an Instinctive truSt 
in one's own senses. 

There arc in fact a wide number of uses for 
fNT, but most of tbe difficult situations 
described above can be resolved fairly 
satisfactorily by requiring a dice-roll based 
on INToran INT-related skill. However, 
there are &f.l11 problems involved in having 
players handle characters with INT differ­
ent to their own, e ither quantatively or 
qualiratively. The first type of problem has 
already been described~ the second can be 
even lIlore annoying. An ex:ample involved 
a coupleoffriendsofmine. One. tbeGM, a 
trained scientist. the other a perleCily 
intelligent and quite versatile player with a 
non-scientific degree and aa:ountancy 
training. The player was running a supcr­
heroic tedu;lOlogtst character. and the GM 
set up a situation which could be solved by 
various imaginable uses of gadgets. 

Unfortunately. the player could not think 
herselrinto the right approach , and the 
scenario ended rather unsatisfactorily. 
There are types of intelligence as well as 
quantities . .. . 

There are few easy answers to real 
problems in role-playing. and "tJle!NT 
question" is a real problem . However. 
eliminating the LNTstatistic is 00 answer; a 
number to roll dice against is useful in too 
many situations, By way of solution . 1 can 
only offer a couple of Ideas. 

Firstly. there is the simple faCi that the 
name of the game is Role·Playing. It may 
be hard for players to run characters with 
different mental abilities to theirowtl, but 
tbis is exact ly the sort of challenge that 
makes these games so exciting. The math­
ematical genius might find it frustrating to 
have his brainless tiarbarian lItymied by II 
simple puzzle, but presumably the 
barbarian character has abilities -such as 
strength and fishting skill- the player lacks 
in real life. ThIS, in fact. is one very good 
argument in favour of games Which allow a 
player greater control over chantCtet 
creation ; the genius who reatly cnn', play 
numbskulls can be saved the.embarassment 
of having to try. 

The problem with this is that some players 
are raced with the opposite problem: not 
forgetting lheir own brains. but having to 
act with more intelligence than they 
possess . [' m not ~urc how widespread this 
problem really is; most participants seem to 
think rOle-playing is a sign of intelligence. 
and I doubt many would admit to this 
difficulty. However. tbe ·· types of intel­
ligence" question is serious. as the ex:ample 
of the teChno-genius hero showed, and 
probably quite widespread. The only 
solution I can offer is for OMs tu e ncourage 
inter-player assistance, so players with 
talents in particular areas assist others 
whose characters have similar skills. and 
anyone running a super·intelligent 
character receives advice whenever 
possible (sadly, this doesn't always work ; 
no such advice was available to the player 
of the techno·genius - stiU , we can always 
hope). Nor should OMs be afraid to offer 
advice to player1 when neceasary; good 
role-playing sbould be encouraged when· 
ever possible . I know this idea may annoy 
some gamers,- those with '8 highly 
com}!CtillvC 'attirude to play , who dislike 
t.he Idea of co-operation, as well as those 
who believe every player should be striving 
independently to achieve great character 
development. To the first. I tan only say 
thaI lhey would probably enJOY purely 
competitive gamcs s\lcb as chess or 
simulatioll wargaming more tban role­
playing; the second group are admirable 
purists, and I can only asltlhem to tolerate 
Olhers'lesser idealism. 

Lastly, GMs should note that conflicts 
between player and character INT only 
arise in limited si tuations. It may well be 
that some such are unavoidable, but some 
are nOl, and the set piece puzzle is a classic 
example which a good OM could avoid 
imposing. Asever • there is nosubstitute for 
OM forethought. 
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This Month: 
Converting & Painting Tips from 
Kev 'Goblinmastcr' Adams 

Kev is one of the infamous Citadel 
ltesigners, responsible for many ranges, 
including the Snotlings and the 
siomach-churning new range or Zombies. 

Many garners and collectors like to have 
their characters as customised figures, 
something completely difTerentlo all the 
rest. This article is especially aimed at those 
who would like 10 turn Ihis desire inlo 

reality. All the figures illustrating these 
pagt'S were painted and/or converted using 
the techniques thai follow. 

Conversions 

Only you knowexacllywhat ii is that makes 
your character special. so il makes sense to 
prepare some rough sketches for general 
guidance before commenci ng with any oon­
versions. It is also imperative to cui away 
any existing metal where the putty is to be 
applied, in order to keep the converted 
figure in proportion. 

You'll need the following tools: scalpel. 
needle files, cocktails sticks, pin vice and 
drills. needle nose pliers. epoxy glue. epoxy 
putty (eg. Milliput, Tamiya or Similar). A 
soldenng iron may be needed for some 
conversions, but this kind of work 
shouldn't be attempted by anyone who isn't 
experienced in usin~ solder. It's a 
dangerous 1001 if misused. 

For the orcs, I started from Ihe top. Three 
had horns added 10 Iheir helmets. I drilled 
holes in either side (and oneon top. which 
you wouldn't normally have to do .... ) .. 
and fashioned the horns by bcndin~ wire 
into the required shape. Copper wire is 
useful because it solders well . It is of major 
importance that the horns are of the same 
size and shape, to make sure they align 
properly. 

Of course. I then went completely over thc 
top, and decided on the elaboratc design 
you see. This needed the soldering iron; a 
very tricky business on such a small scale, 
and one of the most difficult Iypes of 
conversion. The main problem is getting 
the spikes to form a uniform pattern , an 
annoying task when as you solder one on, 
another melts off. The only advice I can 
offer is to exert a lot of patience . 

Once the wire horns are bent into shape, 
they can be fixed into the holes in the 
helmet using two-part epoxy putty. They 
can then be built up using more putty. Roll 
out thin strips of putty the same length as 
the horns, and smooth them on with a 
cocktail stick. Again. remember to kcep 
bmh horns in proportion. If you use 
Milliput. any excess putty can be filed away 
when it is dry. to gel the correct shapes. 

Threc of Ihe orcs have converted faces. To 
scmtch-build onto an existing figure . the 
existing face needs to be trimmed away. 
before a similar amount of pully can be 
added to the head. Smooth this into the 
basic shape required . Then a cocktail stick 
can etch III the facial details: forehead. 
chin. eye sockcts and mouth. Add the nose 
and work it in. followed by tiny balls of 
putty for the eyes. Faces can be difficult 10 
make. and always t:lke a long time to 
master, but they give tha t final touch of 
individuality to your model. 



The orcs were dressed in three types of 
armour . TIle chainmail was fairly simple . 
After applying the putty and smoothing the 
surface, a sharpened cocktail st ick or 
needle is used to drag opposing holes along 
the puny. Laminer armour is made by 
making a series of horizontal cuts in the 
smoothed putty , and then using a scalpel 10 
push the culs upwards. Scale armour is 
made in the same way as iamincr, except 
that cuts are made vertically as well to form 
a grid pattern, lind then the scales lire 
pulled down (using a cocktail stick with a 
flat-filed end) untillhey overlap. While 
ll rmour is slil1 wet. liny balls of putty can be 
rolled and added with a sharp cocktai l stick 
[0 look like studs and rivets. 

• 

[ also built additional armour onto all the 
orcs. There are two ways of dOing this. One 
is to roll out the puUy, and then cut it into 
the shapes required. The other is to add the 
putty to the figure and smooth it out before 
working in the detail. Don't add too much, 
however, or a ll your figures will look 
oversized. 

Fig. J: Shll c:rusMr Goblill Trtbuchtl comillg JOQI'I 

from Ciladel as ptJrr of flit Machilltries of 
Dtsfrw:tian Range. 

Fig. 2, J, 12, 13: &-Itcr samples 0/ Kevill " 

~/ailtd shield ~'igM. 
Fig. 4; Heavily COfllltrrtd CI5 0f"C. 

Fig. 5: ME44 Uruk.-Hai (conV<!md) 

Fig. 6, 7, 8: PQllQramic iiieM' of Kevill '., ltutM 
crtalion, Qtk! 0/ the Nrw Orr; Boor Rkkrr. 
(c:otIlltned) 

Fig_ 9: CI2 Goblin 4 CU SnotUIl8. 

Fig. 10: CJ5 Ore. 
Fig. Jl: aM [)w(Jtft. 

Fig. 14: AJ"CQIIt C1JDos Warrlof;J. 

Fig. 15: Harbolh (RORJ) displays his /ltMi 

lilltry ClHI.rresy 0/ Ktv and eM New CiUllkI 
ptJinls from PaUll Sd J. 

Fig 16: 1M Goblin King', Battle Clwriot: 1M 

Machilltries 0/ Dtst714CtWn strike again. 



Pain ting 

Preparation 

The converted figure can now be primed. A 
mati white car spray primer will be 
adeq u.lte for this. Leave the modet 10 dry 
overnight. 

All the techni~ues that follow assume you 
are using acrylics 10 actually paint the 
figure. although you can produce several 
exciting effects with inks . 

Armour 

There are many different methods for 
painting armour, notleaSI because there 
a re many different metals from which 
armour might be made. BusicaJly. though. 
iron and steel can be treated in similar 
fashion. except for giving steel a slightly 
lighter colour. 

For some figures - such as the Chaos 
Wllmors. and anYlhing else completely 
covered in armour - l would actually leave 
them unprimed . I would wash over all the 
armour parts with a mix of sepia and blue 
inks, with a touch of some black added for 
dark iron. Once the first wash is dry. 
further washes of an orange-brown ink will 
give a slight touch of rust! Although you 
can manage additional effects with more 
ink washes. it is wise to remember that ink 
can build up and dry in ugly patches in the 
wrong places. When using inks. it's a good 
idea to use a dry paint brush or tissue to 
soak up any unwanled pools that may have 
collected. 

Figures dressed in rather less armour - fI 
breastplate. for example - should have 
their armour , weapons. etc painted with 
silver paint, and the ink wash lechnique 
should be used to 'weather" the metal. A 
word of warning. though; silver paint needs 
a day or two to dry, or it will run when the 
wash is applied . On the other hand. while 
the ink is st ill wet , additional silver paint 
should be us!!d for highlights. 

Forchainmail, I use two methods. For rust)" 
mail , I use a base coat of brown ink brushed 
silver, and for normal chain use black 
instead of the brown . A wash of sepia and 
blue ink over bare metal works well too. 

For special effects. the tone of the metal 
can be comple tely changed by n coloured 
ink wash . The Chaos Warrior with spear 
has a blue ink wash. for example. Ink can 
also be added to metallic acrylics. To 
achieve the effect on a cyberman, a basic 
silver paint was used, and once that had 
dried a thin mixofscpia and blue ink mixed 
with watt:r produced the bluish tint. A 
further highlight of silver with a touch of 
white finished the effect. Gold and brass 
colour paints respond well 10 brown. 
orange and yellow ink washes, while 
bronze can be given a eorrodecl look with 
green ink . 

Experiment: you never know what you'lI 
end up with . 

Faces 

Generally speaking. painting flesh tones 
requires the same techniques as armour, 
but with different colours. I work from 
<lbout three tones: ordinary flesh. green 
and yellow ochre. The flesh colour can be 
varied. from pallid to t::lnncd. using::l 
mixture of flesh. light yellow and white for 
the lighter skins, and u si n~ ::l reddish brown 
to give a tan. After raintmg on the basic 
lOne. an ink wash 0 burnt sienna and 
yellow iSllpplicd for thesh::lding. and then ­
while Ihe 10k is slill wei-a lighter shade of 
the original colour is used for the higlights. 
This can be blended into thc ink. Darker 
nesh can be washed with nut brown ink and 
highlighted with a lighter version of Ihe 
basic mix . For a realty tanncd effect, add 
orange to the nul brown ink; and for th:ll 
'unwe ll" look. use grey p .. int in the mix. 

Undead shou ld be given:1 base coat offlesh 
with some black added. which m::lkes the 
flesh look sli$htly putrid. A thin wash of 
bluish green IS then applied. and high­
lighted with a really 'rollcn' version of the 
basic flesh CQlour. When the eyes ilfe 
added. they should have a fin<ll wash of 
white paint across the pupils.togive them a 
blank stari ng look . 

Certain undead, skeletons. for example. 
need something a little more .... boney. 
Mix flesh and pale yellow paint for the base 
COal. and when this has dried. wash with a 
mixture of sepia <lnd yellow. Add highlights 
by drybrushing with the original bone 
colour. Naturally. this is also the technique 
for horns and teeth . 

, 
, . 

Green Oeshcan be painted in theSilme way 
as ordinary flesh. only using a light green 
base colour for pale flesh , .. nd a d:lrkcr 
version for a more sombre look. A ye llow 
ink was works well over the lighter green 
base. as I used on the goblin with the 
morning slar. I also use a yellow ochre flesh 
colour on certain figures. because it is a 
fairly neutral tone and takes colour washes 
well. The ogre with the club was washed 
with yellow-green ink . For really dull flesh 
colours. grey and white puint can be used 
for the general build-up of tones, and then 
colour washed with ink. The ogre with the 
pole .. rm. the snotling and the goblin with 
the sword were painted in this fashion. 

E)cs. Fur & Huir 

To start the eyes. w<lsh a darker shade of 
ink inlO eye sockets. Use nut brown for 
ordinary flesh . or dark green for green 
flesh. Whenlhc ink is dry. you can then ildd 
the eyes with a 000 brush . The pupils look 
most effective when a 01 Rapidograpb is 
used . 

For fur and h;lir. paint on the basic colour. 
then add <In ink wash of a darker colour. A 
highlight of a lighlcr shade of the o riginal 
colour can he drybrushed in if requircd. 

Clothing 

I paint Clothing in the same way as armour 
and flesh. using a b:lsecolour. ink wash and 
then highlighting with a lighter version of 
the original colour. It's a lways best to aim 
for a fully blended effect . 

U.,., 

To improve the general appcar:lOce of the 
finished model. a decorative b;lse looks 
good. Spread any suplus putty on the base. 
and work in a grass-like te .~ture with 11 

cocktail stick. While Ihis is stillt1lcky. you 
can add lO:ldstools. small plants. or 
anything else you fancy . Cut leaves out of 
rolled puny. and add the veins by using a 
scapel blade. A number of leaves huilt up 
like this makes a realistic plant. Blades of 
gf1lSS can be made by rollingstrips of putty 
mto long points. 

Venus fly traps ,He a favourite of mine , and 
may he made by combining two leaves nnd 
lots of gmss spikes. It i~ best to model fungi 
with wire :lnd sm:lll pieces of putty. All 
thc.sc little details can be added with a 
cocklail stick or needle. whih.' the putty is 
still we\. 
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LIMITED EDITION 
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£1 .60 
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161, Linthorpe Road, Middlesbrough, 
Cleveland. Telephone: 10642) 247553) . 

Stockists of: -
Games Workshop, Citadel. Games 

lof liverpool) , Tabletop. Skytrex. 
TM Games, Denizen. Torch light, 
Flying Buffalo, Standard Games. 

and many more, 

Computer software: 
For the most popular computers ie. C64, C16, 
Spectrum. Atari. BBC. Amstrad and MSX etc. 

Mail order (+12'h %1 P & P. 

THIS MONTHI 

TERROR OF THE LlCHEMASTER. 
NIGHTMARE IN NORWAY. 

ADVANCED SQUAD LEADER. 
·PLUS MANY MORE NEW RELEASES· 

I{I~t(;J{I~11S 
(.l')II~S SIIOI) 

HAVE MOVED!! 
We are now at : 

5 BATH PLACE, TAUNTON 
Tel : Taunton85057 

Also we are now open 6 days a week! ! 
The widest range of role-playing, war and 

sports games in the south-west. 

THE SENTRY BOX 
50a H.IGH STREET, TIfAMES DITTON, 

SURREY. 
TELEPHONE: 01- 398 4988. 

OPENfNG HOURS: Mon - Fri 12.00 · 5.30 
except Wt!d closed. Sat IO.30 · 5.30 

We stock comprehensive ranges of:­
ESSEX, DIXON, GAMES WORKSHOP, 
CITADEL, CHRONlCAL, TABLE TOP 
GAMES, QT MODELS (more to follow) 

PLUS 
HUMEROL PAINTS,and BRUSHES ete. 
DICE, WHITE DWARF. GAM£S (various) 

MAIL ORDER AVAILABLE 
10% DISCOUNT TO ALL CLUBS 

NOT JUST STAMPS 
17 CRENDON ST. 
ruGH WYCOMBE. 
BUCKS. 
101: (0495) 41717 

OPEN MON-SAT 9.30-5.30 
CLOSED ALL DAY WEDNESDAY 

Stockists of aU Fantasy & War Games, 
Citadel & Grenadier Miniatures, Torchlight 
Dungeon & Sci Fi Buildings. P.U.nrs and Magazines. 

THE SPECIALIST GAMES SHOP 

CANTERBURY 
SOFfW ARE & GAMES 

9 THE FRlARS 
CANTERBURY 
KENT eTi 2AS 

(0227) 453531 

LARGE STOCKS OF: 
DUNGEONS &. DRAGONS. RUNEQUEST. 
TRAVELLER MIDDLE EARTH . OR WHO 
STAR TREK. CHAMPIONS. TALISMAN . 

JUDGE DREDD 

MODULES FOR ABOVE MINIATURES 
BY CITADEL. GRENADIER PAINTS 

&. BRUSHES. PLUS A LARGE JV,. NGE 
OF SERIOUS BOARD GAM.ES 

AND LOTS MORE 

25mm fantasy 

NEW RELEASES, 
F_ """.mu ..... dl" .... ln' _0<11 _,~~~".,_, .. Up 
FA41 Adw.nl_, _OfInKOMCIoo> . ............ Up 
FA4I ,. ...... AI", .. !2 poo<tol ......... _ ... __ ._. 421" 
u ... Dune-n ""'W_ .................. 42p 
FA" t.glon 01 u.. Doom_ I"I"man 

..... ndWlln' .. v-.d ...... (11_'_1 up 
1"7 Comk: brINn.n ....................... _ .. _ ... 421" 

p __ a I".nl", Ord ... "" 10 £Z.5O 
1HkIHp. 00-' ow .. £2.50 !Odd "",. 
Send I1lmpod odcIt-.d ..... ....... 
""'" 0 ... 100 .. _...:I d ... l1.mp 

IOf Ivllr IhulJ1rl 'O<! utM01I .... 

DENIZEN MINIATURES 
4a Powis Square, Brighton, Sussex BNl 3HH 

• ___ .... __ ... ___ "" __ 12"....oI_Thof_' .... 

--",..,,,,,- ~- .. - . 

• "1'~S 'N')I()lll~I .. S 
(Jl~r. ..... 

66 GEORGE STREET, HULL. 
NORTH HUMBERSIDE. 

TELEPHONE: 10482) 24910. 
DAILY OPENING HOURS: lOam till5pm. 

NEW GAMES, RPG's and SCENARIOS 
AR RIVING EVERY MONTH , 

.... u .. NEW THIS MONTH ...... .. 

CAVERNS (DUNGEON FLOOR PLANS) 

Please mention White Dwarlwhen replying 10 advertisaments. 



THE ORICINAL SOLO FANTASY 
CAME - NOW IN PAPERBACKI 

AVAIlABLE APRIL 4TH: 
TUNNELS AND TROllS RULE 800K .............................. £2.95 
CITY OF TERRORS+RULE 800K ..................................... £3.95 
AMULET OF THE SALXTI/ ARENA OF KHAZAN .......... L2.SO 
CAPTIFO'YVOIRE/BEYOND THE SilVERED PANE .... £2.50 
NAKED DOOM/DEATHTRAP EQUALIZER .................... £2.50 

NEW! ~~~: HARVEY CAMES 

OTHER POPI..lAR eAMES: 
TtI@MOrrOWPl'o.IeCt,.,. __ £!5.95 
ROle Playing SUpplement £ 4.SO 
.. ""_ .•...... _._ ... _ ..•. ,, ... £3.50 
CrOup Adventures, 
UberatlOn at Rlvertoo .... £5.50 
Operation lUelfe!'" _'H __ ' £5 .50 
The starnaman incident £5.50 
Damocles ..•. _. __ ........... _ ..•.. £5.50 
Ruins of ChlCago. __ .•. __ £5.50 
OperatlOnL0ne5tar"-,,f5.50 

THE SUPER HERO 
ROlE PlAYING CAME 
Ct1amplons ___ ._ •... _ .... £14.95 
Champions 11.. __ ... ___ ... £8.95 
Champions 111 .... __ ._ ..... _ ... _ £8.95 

CROUP AOVENTURES, 
DeathStrOltI!" __ "' __ ' H •• E5.50 
escape FrOm Stronghola£5.S0 
ISland of Of. oestroyer +SCfeert __ , .. ___ .• ___ ._..£4.95 
Great SUpervlllaln cont .. £S.SO 
OrganISation 800II M !HEw) £5.50 

COMPANIOOS ..,.,. 
SCenarios fOr use with all 
fantasy R.P C's 
CUf's@onHaf"Nn ~.,.~ ...... ,,,£9.95 
Plilgu@of Terror .~ .. _". £6.95 
BromerhOOd of 6oIt ........ £6.95 
Streets Of c.ems ......... _ ..... £6.9 5 
cards of Power ____ .£6.95 

AVAILABLE FROM YOUR LOCAL GAMES SHOP OR BY 
POST FROM CHRIS HARVEY GAMES 

TRADE ENQUIRIES WelCOME 

DEPT. WID, P.O. BOX 100, BATH STREET 
WALSAlJ., W. MIDLANDS. 

~HKETON 
U ... ,T 12" OLDS ""1'10"(:11 

TOlPITS L"NfO RICI(M ..... SWORTI1 I1fORTS. 

RATOGS are here I 
RAlOG "n"CI(ING W/ "XfO" S ... lflO .52P 
""TOG lYING 010"0 .52P 
R.o.'OG UTACI(I ... O w/ SPUR, SHIHO .UP 
""'OG Will< OUARTER MOO ... SUNDARD . 521> 
RUOG OFFICER WI SWO RD' I1ElMET ,52P 
RAlOG FIR I ... G BOW . '2P 
R"TOG fi RING CROSSIIOW . 52P 
RAlOG CI1 ... RI01 WitH 3 CREW C 3 .81 

R"'OG "DV. WITH ..... \.IARD .UP 
RA,OG "'t" 2-HANDt:D SWORD .521> 
",,-.yOG WI lA"'Cf ON GIA ... 1 "A' C I ·51 

""TOG....., SWORD 0'" GI ...... T "'" t 1 . 51 
111.100 ....., IIOW 0'" GI ... N, RAT C 1 . Sf 
RUOG OFfiCER 0 ... GI ... ... ' R ... T t, .511 
II ... TOG yt' STANDARD 0 ... GI ... ... ' RAT CI .511 
R"' ,OG "",SPUR . SHIELD ABOVE "fAD .52 

Ringquest 
PI ay By Mai' Games 
A ComDutt'r Modtrit.d FRP for 
SO wild & imaginatin Pl .... rs . 
THE QUEST PARTY : 
You design Characters who wHl 
inttr .ct witn 100s of others in 
pursuing th.ir Quest . Th ... fit. 
maQlc , stefl . lit and debauch i 

trail of cunning & deceit to gain their 
g04l1 . rnotrot 41 1000 ordlPr Ispuchs to 
cnoose from & NPCs by thf gross!! 

THE R ING\(ORLD : 
t 000 Loc~tion$ : wild.rn.ss . cutin . 
c.vtrns. v111'9fS. tivfrns. tfmplfS. 
m"lcotts . 14IIc.s . isl.nds . mounbins. 
rivtrs , chums. mlntS & much morf! 

Ringques1 - plus 8 Stcret QUfs1s? 

Pl ••••• end Ihe 20 P.g. Rul.book fREE 10 mv 
Australian address , o/sees A$3 or U5$3 . 
N.m. ·.... .... ........ . ....................... ........ ... \(OR 
Addr ... : ................ . . ..•...... .........................•....• 
......................................................................... 

PBM G.m •• PO Box 83 Mt Eliz. Au,lreli. 3930 

Please mention Whir8Dwsrlwhen replying to advertisements. 



Letters Page 
White Dwarf: 
Enfield Chambers 
16J18 low Pavem~nt 
Nottingham NG1 70l 

David PeanoD,NunulOD, Wub: Airersee­
A- ina: the cover for WD7S,I was very im­
PI.' pressedby~imaginationofthepicture, 
butappreciatingthatsomemightfindme1ting, 
writhiDa, flesh distaSteful, I \1U J10t surprised 
to read ~ter Gilroy's letter in WD76, 1 was 
disturbed,however, by jeremy Burdock'svns 
in the foUawing issue, mainly as I ftd J am ODe 
oftbosehedescn"bes. J am intenStedin theoc­
cult, magicand the fulkloreof the world. and I 
find ~ branded adevil-worshipperc:xtreme-­
lyoffeIWYe. 

Devil worshippenarea~rous bunch of 
fanaticswbocauxgrear: harm and suffering. I 
am as glad toseethat Mr Burdock wishes tosee 
theseevil groupscrushcd ul amglad that he is 
wiseeooum to realise role-playing is Domore a 
path toeviJ than playing Monopoly, J feel hisac­
cusationsagainstthe 'Illrot 'WorUboplWunfound­
ed, as they supply only books to collectors and 
studiers. I am sorry he feels hehas to justify play­
ing D&tD to his Christian friends, but with the 
growing acceptance of rpgs such narrow­
mindcdness is mpidly becomingalhingofthepasl. 

Kev Lister, Leylaad, Lanes: With the story 
...... SolarPowerinW07Sandtheresurxent 
..... devil-worshiptopk;it'stimeforrQycom­
ment.&elyrpg'erlknowisadevilworshipper, 
theoruyreasonforgaminaistocoverupourac­
tivities. Surely the best way to hide from the 
moralmajorityisthesimpleployof"it'sonlya 
game",Anymentionofdevil·wonbipinD&D 
should be shunned as even denial causes the 
other side to sit up and take DOte. 

SimoD Fearaham, Newport, Enes.: As a 
...... regularAD&Dt.GlamagreatfiLnofyour 
JIIr magazine, and this is probably not the 
placetoairviewsonrellgioD or bdiefsyatemsin 
general. However, Jeremy Burdock's letter in 
W077 cannot 10 unanswered, it shows a 
response typical of most Ouisti&ns and ('%"0-
bablymanyatheiststoo. OccuItismisessentiaUy 
a body oCknowledge. and it is the wielder who 
will be the 80urce of load oreviJ, not the 
knowledge itself. 'ID:r 1hotfOrlnstmcc, Ilisan 
ancient wisdom associated with the Kabal 
Oudaic Mynicism), but it is llbula Rasa: if roo 
do not bd.ieveinit, itbasnoJXM'Ct;ifyoU believt 
it 'NOrbforgood thenitis agood power; if you 
beli~ it 'NOdu foreviJ., then it is an evil power. 

Jerc:mvmust~thathisbt.liefsllRnotthe 
oruywlldooes,aodtherefuresuchanadvertise­
.menl need not be viewed solely in a Ouistian 
lisht. 

Roberta Farwen, DeaCOrtell, Old CouladoQ: 
~ lwishtodrawyouranentionlOlherec:ent 
JIf' practice you have begun for includiq 

Urot Card adven.iaemeots in your magazine. J 
baTe bad aperiaK:e of )'OUQ8$ten BCttina in· 
volved in theocc:ult t.htougb thischannel and 
they have becomeseriousJ'I disturbedasarmdl. 

1 do not knowwhat religious5tll.DCe)'Ou take, 
if any] but I regard any dabbling - however 
seemingly 'inDoce.nt' - to be an enremely 
danguous, Things which begin as agame turn 
out to have a reality which the playen were 
UDaWlltt: of at the start. 

Fanwygamcs themsel~ have the capaci­
ty toopen up people's psyche tooc:cult possibil­
ities, but I realise this may DOlalwaya happen. 
1arotcards, however. are moredim:tly linked to 
theoc:cuJ.t. I would ask you, therefure to cease 
advetising them in your journal. 

n Glynn, Birminpam: I am anactiveChris­
~ tian and 1 have also been playing - and 
PI' enjoying - frp for about seven years. J 
wish tostress that I do not believe the majority 
of people who play games haveany connectioD 
with the oc:c:uJt (bywbich title I meansataniam, 
witcltcraft, divinatioD and the whole gamut) and 
do just play them furfun, HCJWe\I'et, recent issues 
of the Letlm column do DOt reflect this. 

In WD76, PetcrGilroyhiJhJigbleda major 
probJem. Atrentionmust begJveD to~impm­
sion games will will make on the uneducated. 
His tr:marks on the coYU of WD7S were fully 
justified. frp games are already viewed with 
suspicion in some chutc:h circles due to such 
pieces of art as this cover. 

This allOt tosay that simple ignorance about 
pn1C$ on thc pan of the churcb are simply DOt 
acceptable. I knowsomechwch actionaroups 
c:unentlystudyingfrpg:ameswhomigbtchange 
yourmlnds in thc near future, if you do not res· 
pondtowhat))e:Oplethlnk,insteadofwhatyou 
aJSllrM people think. 

Whether ),ou alter your emphasis or in­
troduce a little discretion as to advens/art­
worklanicles is obviously yourdecisoD, and as 
acommercialentr!rpriselC2DseewhyyoU~ 
wishtoacceptadvertisementsfromallandsun­
dry. However, pleasedo not weara false maskof 
neutrality in the occult debate and at the same 
time prim adverts ror Urot.. Richard Croft asks 
if Christians view psychics ascvil in WD78; for 
the record, we certainly do. 

"N.ue4McGil1.Easdd&h, Haats: "But I don't 
~ doubtlOraminutethatwehaven'theard 
PI' the last of this" ,. "ancJyou haven'tio­
deed, lam writing about thecomments Jeremy 
Burdockmade in won about Urotcards. 

IadmitthatIknowlinIeaboutthesebooks, 
but one only bas to look at the ad toknowthat 
The: 1krot ~kshopis seriously misgu,idingthe 

ublil;l Magjc?1 Psycbicteac.hings?1I I've~ 
Ceard such atoad of rubbish. Even if the book 
conet1ned WI}'BOCUSing magic, do you honest­
ly believe you could? 

jonathan'IYen. Sanqubw, Dumfrieasbil'e: I 
~ am most Slron,ly anlered at the 
JIf' paralraph in which jeremy Burdock 

(WD77) said • 'm&Jic, occult, ~hic teaching, 
astrology, hypnosis .... having Dot seen any of 
theseaoods, lcanoruysay ... , propsforanyone 
srupidenougb.' 'I would thi.nkhecould restrict 
his criticism to thinas he has seen, I would 1ikc 
to set thc record straight on the subjects of 
ps~bic tcaeh.i.ng, &SU'Ologyand tbeoccult. lam 
astudying hypnotist, and would ~ to make it 
c1earthal this pursuit is perfectly innocent, and 
- in fact -can actually be highly beneficial. 

n Marley, Bamsley, S Yorks: 'Iarot, from its 
~ originsinthemiddle8F:' wasadoptedby 
fir' thejudco-Ouistian Qabalistsasa ' key' 
to the 'tree of life'. They were original playing 
cards, which ~used furdivination, a practice 
which was employed by Jewish priests, It was 
one part of the three-fold wisdom of the Jews. 

I'm not an occultist, but I have studied a 
numberofbookson thesubjcct.1 knawwhat it's 
about and feel qualified to comment; those 
witboutapttienceofboth»dcsoftbeargument 
canDOt he expected to. Terms like 'devil­
worship' are a misnomer, a crude distonion of 
thetruth. 

Martinjewiss,SolihuU. W Mids: Iagrcewith 
...... JeremyBurdock. lamaisoaChristlan, 
~ andreccntlyhavchadtolook veryclose­
Iy at the 'irmocencc' of rpgs. Jam totallycomrinc­
ed that ~am::t't thcworkoftheocc:ult, hut you 
would be surprised at bow many people think 
they are. I think we shou ld all makc an 
effort to increase public awarenessof what role­
playing is. I 'malad WOtook the placing of the 
Throtadsoseriously, and thec:xplanation wasac­
ceptlble. Howevet, I don't think Debenhams 
stock maaic jewellcry and incense! 

'Thanks to one ond all for some illuminan'ng com­
menu, I don'fpropoU t/) Ulkt half a page rtplyin, 
lOall the points, staing out rhedefinitiw WD />01/­

timtonreligimumanm-rhisuyoTArpageajurall 
- but, 0 ft'W words a~ in order. 
I doubti/ narrow-mindednm cbum rpgs is a dring 
ofdre/KUt;Wllivein oninlbierallloge, and tlureare 
marry peopkprtpared ID Ulke a Jim! SUInt! on issues 
on which they fn} JtTOngiy, Wheth,rwe could 
educauthosepwpkwitJrinwrtlitiowcommunity 
wlwdislike rpgswilhovl hatJingplayN drem is one 
dring, butwc'll neoer find a wlerrmt Christian poti­
tiononwluutht;Yconsidertobe wllXlf'hcifdredwiJ. 

As to what can be defined as the work o/the 
devil, I find myself forced inIl) 0 neutral position 
simply becawuo/ tM black andwhiu lines dmwn 
b;y someo/OIIrcomsporuhnls. If 011}.hin61 Matton 
bt lumped togewr uNhr an i11-de/iMd vmion 0/ 
th.e.wofyJ 'occult' areevU and prcncribabk, thenthm 
are goinl ro be.molleT! at tht boundon'u of the 
dispu:e-Ityfmotismforone -which art untkserwdJy 
btrJUght totask. On dre other hand, I 'w linle sym­
f?OlItyjortJupuvdo-mtional <'hmis the ttwmean­
mgo! occult" brigocU, whoattempt to,}ww drat all 
thu. things wert parr oftlle rootf of the church 
ll7t)IWO)', I can" imap'nLnI01!YCltnstiansdtfending 
tlu actimu o! ctrtiJln medUval popes; in tlu sarM 
W!l)', I wculdexJl"t them tohaw amcdnnuwiew 
af1b.rot. It im'rasimpieClJrdpacka1tYmort1, and 
that isn't tJu fault of tlu Christiaru. Nor, though, 
isit anwil one/act; III Sirnonsaid. tlllst things are 
wha/we makeoftlwn. 

Wl have to draw lines here at WD, 1/ 
someonswonted woffir Stances bylheUQ, I kn4W 
we'drejuu !luad. Possibly, ifl Md btmhtrewlun 
dre'Jarrn ad oniwdfirst, [might htl'VtnJjuud that 
/(JO, Bllt IIowkmg btjorewcartlllked IDrefrainfrom 
advmisingugem1sdc LoreorCultsOfPru' 
Who/then! 

Afteraslwrt, bIIlrejreJllingintermi.uion, we'U 
goonJotMsea;mdlUbjectof tJu mtmth. about which 
I haw rtceiwd letur bombJ b:Y the score, 



Jonacbau Eilbeck, Carrie. Midlothian : 
~ "Quickbringoutthe90ruccannons.". 
"" thcre'ssomeOAPsrole-playing." 
"Come on. sistus. I~·sget tbosesex.ist pigs." 

" l...ine your troops behind the bushes, wr'll 
ambush thekiddies" 

" FmattbeAD&~!" 
Rat-at-at-at-at. Keep up the good work. 

M. Rawson, De.ttmead. Hanta: In the Lttun 
...... _(WD78),lIouJCockbum""1<Silia, 
JIll' RQand 'JhJvelkTue not gellingweU at the 
motnent,andsotheycan'tbcpoDUlar,andtbus 
they-will DOt be covered regularly. RQdoesn't 
sell weJl since it is oolongeron saleanywbere at 
all (RQllI is a completely diB'erentgame), but 
it is oneof tbemost popular games systems; for 
proofS«' the Games Day YOUng (W072) orthe 
survey in AdtItmum J. Thmtller picked up the 
bestSF~awud. ~gamesscllingwe1ldo 
DOl indicate that these are being purchased by 
new players - they axe being bought by people 
likrmt:whoown6rpgs. There'splentyofroom 
to cover the main .!I:ames regularly and some 
minority oneseach ISSUe by removing the nOD­
role-playing articles. CUt down the Golden 
Herot.J coverage, and most arat1: Hold A 
~aden Suneyin No.791 

See what all the readers want ntherthan 
IIllIking arbitrary changes. 

Andrew Warburton, Readin&. BeJb: Without 
~ trying to put down Judgt Drtdd. 
JIIr Superhtron and AD&D. but don't you 
think you' te going a little bit overkill with these 
games? OK, so they may be selling wel1 at the 
momenl~ but don't anyofus bard.suffi:ringroJe­
players get aoy articles worth reading? 

A certain other magazine's opinioo poll 
sbowedthefivemostpopulargamestobeCoC, 
AD&.D. RQ. Bushidoand Trawl1ff. lfyoucan't 
accept these results,l suggest)lOU run rourown 
polL A aimple list of your five favounte games 
would work adequately 

t don '[ think you should bring backdepan­
meots. but RQ and Tratltll,r arc still very 
popular. Far more popular. to my knowledge, 
thanJD andall the 'supec' games~rwill be. 
It seems that just because GW doesn't pubUsh 
RQanymore, that you It WD(wboarc uoderthe 
proverbial thumb as far as GW are concerned) 
have dropped this game like a hot potatoe. 

Nevertheless, whileJD and co do make an 
impact on the market, they deset\'e some 
coverage, but not altheexpmseofallwe real 
games. ~forthe QCW' titles, they areas sUbtleas 
a balfbrick· " Games Workshop Prtsents"; 
don't make me laugh lads, we're not naive, 
WO's turned into just a monthJy plug by GW_ 

Janet & Peter V'Wls, GuiJdford. S1lft'eJ': After 
~ hearingPaulCockburn'sbravewordsat 
JIll' London Drrzgonmur (despite our heckl­

ing). we had some hope that our WOfSt fears 
about WD would not betealised. 

Oh dear, we haveiust~eived WD78. 
This was an issue: almostentircly givenover 

to GW comic:-basedgamc:s, a three I'8F advert 
fortheJDgame,an (admined1yamusing)short 
storyandatwopageadvertfuraGWboanigame 
(personally we're glad we've got the original 
Cosmic Encountlr - we liked the bexagonl11 
boards. and why hasn't GW produced tbe 
Plares?) . There's virtually nothing foe the 
mainstream toIe..playen:xcepu lousy D&D ar­
tide of the sort that gives thegamea bad name! 
~ 8gI'ee the departments have outlived their 
usefulness, butat least they helped maintain 
some sort ofba1ance withia an issue. We know 
GW surveys show that JDis seiling, butwe 
wonder how goodanindic:ation salesllft: of what 
gamesllft:actuallybeingp/.aytd. Wehavebougbt 
games tteently, but the most recent one we play 
regularly was bought nearly a year &,gO. 

LETnftS 

Gary BilleD, Weymouth, Dorset: What art 
~ WDlhioIcingoGRQisoutofthe1Op30, 
PI" but this can mainly be anribu~ to the 
moronaud spinaches at Avalon Hill. What 
Chaosium did can only be attribu~ other ro 
them beingdrugged by AM &genu, orwe side­
effectsof a m::ent CoC game. The massive poo 
inc:reue massacred sales in.Britaio. 

But the changes in RQIIJ reprtSent major 
improvements and clarifications to the old 
system. It has now been simplified, whilst reo 
taininaandeven~itsrea.lism. Theon­
lywaytoincreuewepopularityofRQoutside 
ChaosiumlAH is the introduction ofa wcalthof 
material, primari1yshonscenarios in tJupopuJor 
mDgazi1U!s. 

Jordi Zamarreno, Barc:elotla, SpaiD: We all 
.&..- knowthatWDispublishedbyGW,and 
Jill' that the ttcld tJJwards in-bouse prod.lICt$ 
can be ex:pec:ted, but in the last months thin8s 
have gone too file. Endlessarticlesabout Goldm 
Herots, and incredibly b~ reviewsofGW 

frodUct8 (and the« is one fur you, Cockburn, 
found your review of Untarthed Arcana in 

won seriously prejudiced -defend yourselfif 
you c:an). 

I agree with you that the: top ten games 
should~t lD01"eanentionaod that theold rdics 
must disappear. Keep this upl 
Phtw, I hawn'l bun this popularm.ce a urtilin 
magaziJou CUI nee Sword Df Ahlbl'On. Ihau to 
minkwluumithtltaot/tatJtJenldi/wtMdMid WD 
l.l.l4lfU:tuallygoingtocut RQand'1hwdJer, '"&i'­
posed to rtmOlJiTlg thtm/rom privtleged SUI/US. 

Anyway, kt', get hungfora slleepas much as 
[ora 14mb. WDiso/towemagatint'. 71Iere. tlwt's 
sawir. WDuaprom.otUmaltoolforGW. anditis 
obvious thil mtans the inuruuo/GW must in­
fluenc, the dirutiOfu WD mull Ulkt. ~word, in­
fb4mu. Nobody saytwhar gots in tht mag buz tllt 
editor, aNi hthas IoIfIDke his deci.rIonbastd mI what 
his publuhenwanl, wltat hu disrrji1uwn can sell 
and WMI 'h, rtadm wmtI to rtad. 

So, i.[7,fX}{)peqplta ItWnlh arr bvyirtgJD, and 
makingu the [astest-stllingrpgat rhemmnent, then 
wt can', ignore ir. 

Then art other houst mags, by all the other 
gama ma~[fU:rurmlll/lponm, and tl!tycowrtJu 
same band ofinurtsll. M thinJr our gamn art Mt­
but, and want people to know about them. And 
when wt:'11! addIng Stormbringu? lkraDoia and 
hDdngontDwesuc:cessofOdJoICtbulhuand 
]udgeDredd 14urthuyear. t"tII U/t'rt going to 
wont to Iwvt ftuff abaut them too. AJId mtl1!'s g0-
ing to bt D&D1AD&D, whid, though it isn't 
fUpe,..hot aJt}lMOl't, srill has zilJioFIJ of peoph out 
therr., ant/we're going to hawmany orhtrS)'srems, 
as and whee tot can. But til. old Dwarf, with in 
pac.lwit! af bilS for alIlM oldest bwt goodies, hos 
gone. UJeoom, tlwta/way.fused tobtcalhd ahouw 
mago';/IA wo, bur it wasn't admilud in po/iet 
,omto",,· 

And,yu, thm'U bta lWukn SutWyj po3nbly 
natWut-, 'fN1.yhe theONajur. 

Right, a quick I'CCt thf'YJUghsonw othtrmbjt.crs: 

MarkNicoD, Stoclcport, Cheshire: I 'm one of 
""'-- the Mega-City fans, and I wish people 
Jill' would stOpcomplaiillngthat 2000AD is 
fur kids. It isn't. yougiwanissueroakidand&ee 
iftheyc:an understand it. Or, forthatmatter, try 
to get a kid to play the exce11r.nt JDrpg. 1'11 
guaran~he/.hecan't . 

MibMcGllIT)'. London: I'ma ~ar reader 
~ ofWhiuDwarfandI'mwrlungtoyoum 
~ registerm,yswpriseattbe1ack'of~ 
of play by mail gurung. Pbm is probably the 
fastest growing part of the hobby, yet doesn't 
seem to warrant theQCCuional review. Most 
~layers find pbm an enjO)'llbJe additional to 
their other gammg activitits.. 

At the first Britisb pbm convention in 
Januuy, an event of.hich I wasc:o-organisor, 
ooeof the mainJripes was the lackof publicity 
that postal gammg receives in theprobsionai 
press. ThissituatiOD sten1Jto becfwwing, but 
will WD continue to ignore w? 

Andm<~"-Hill,Ws...a,Rl"", 
~ sexist ste~o-typing, wbat about the 
~ stcreO-typm,gofcharacterclassel,rSCC$, 
etc. Considertht 'a~' ~lter; it!lc:elllS these 
are expected to be moconlC, beer-swilling. 
sword-swingin.gloud·moutN. WhiletheMUs 
attalldarkandsectctiYewealdingswboarel08t 
without their 'ammoonpapcc'. Soitc:ontinues: 
dwarves aretacitum blacksmiths, elvcsare pan­
sies. hobbits taste n1ce, half-orc:s are rude and 

~ often has articles which say that role.. 
playUlf is all important, and yet you litter your 
scenanos wiw these boring and tedious card­
boardcutouts. ¥ou&renota!onebyanymeansi 
most commercially-produced adventures have. 
this blemisb in some measure and many so­
calledroJe-playersdothesame. Why? 

nmdB ..... SOUthwold,SufIOIklhopeGary 
~ Lea (WD78) will find this method foe 
ft' determining in which segments anaeka 
fall useful. The system hili the advantageof re­
quiringonly thestandard d6initiative roll 

AnattBclt will occur in the(7th-initiative roll) 
segment - ice, segment 6 on a roll of 1, S on a roll 
of 2, etc. Where two anaeks are taking place, 
then the second blow will occur at least 3 
segments later, thougb in no ~nt earlier than 
the 7th segment -ie, segIDellU 6 & 9 00 a roll of 
1,2 & 7 00' roU ofS ,etc. Forthreeattac:ks, the 
roUdeten:ninc:s thetiminaofthe middJe attack. 
ThefirstcomesatIDOSt3segmentsearlier, but 
not before the,fint segment (the third attack-is 
determined as for two .nacks above). 
Spellcute.rs begin toc:ast aspell OIl thefintseg· 
meat, un1ess the matcrialcomponentsareDOt to 
hand. 
Dave Morris, Wandnrorth, Loodoa: Just one 
.&.... thinatoaddtoDaveButtery'sremarbon 
ft lAnlhmar(WD78); theriuofthep1ace. 
As mapped byTSR, it onlycove.rs about ISO 
acres, E"ven assuming II population density of 
200 per acre (very high for the equivalent 
historicaJ period) , then that still gives us an 
overall population within the walls of30,OOO 
people. This is ptetty small in comparison to, 
say, SYnK'U5eor Alcxandriainclassica1 times. I 
suppose the air heads will say it is only a game, 
blah, blah .... 

All the same, 1 wouldn't want to h~k6m~~ 
oll'buy;.gL4Mhmar.l~w 
of the stories to be a very differcnt.and.Jarger 
place, but thls isstill the best tb.i.ng l'veeverseeo 
fromTSR. 
That '$ itJoranolhtriulU. t:X(epr that Blum Lu is 
going flJ allow me flJ illy one mqrr ghqlt to mt. 

EUan Lee. GJ.ascow: Now, just hold yourc:old 
..... ones, guys. What Wlthall these changes 
~ goingon,I'm~verywonied.bout 
the furureof(y)our magazme. A neweditnrial 
team •• new look ·c:vena new title??1l Come back 
Ian Livingsrooe, aU is furgiven. 

Seriously, if all theseotberchangeshavelO be 
implemented, at least keep the nameofour 
beloved Dwarf. Otherwise I may baveto start 
>=ling WWJock ;"<eM! .•.. 

Jan was Jdddiog in WD76, honest. 0Jange 
WD'sname) It'd besilly rodoj[ now,just when 
Petr lamlyruubour robuythe tide?Ofcourse, 
bemighldecide to ~e it neAcoJrtebur 
tbJi['sti1 monLhsaMlly .... 
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In the Judge Oredd RPG, 
specialist Psi-Judges 8re 
arguably the most intriguing 
and enjoyable characters you 
can play. In this article, Carl 
Sargent looks at the psycho­
logy of these mavericks, at 
aspects of game balance as 
they affect Psi-Judges, and at 
their Special Abilities. 

Arst and foremost, Psi.Judgss are 
rarities, fraaks, mavericks. Psi talents ara 
fare in Mega-City One. and the attitude of 
judicial authority to people with pal 
talents is ambivalent. More than one 
psyker has been subjected to neuro­
surgery to eradicate his abilities and Psl­
Judges will not be unaware of this. On 
the other hand, Psi.Judges are greatly 
valued by authority, 8S they can be of 
unequalled use in the very toughest 
cases Judges ever have to face (notably, 
in facing the Dark Judges). Still, PsI­
Judges know the highest authorities -
and their other fellow Judges - are un­
sure of them, and this must affect the 
way they feel about their role. 

As Psi.Judges are rare,. they are in some 
sense outsiders; yet they pry Into the 
minds of others continually. And what 
they find there is usually evil, depraved, 
corrupt. All this, plus their fellows ' am­
bivalent attitudes to them, could easily 
lead to them becoming severely alienated 
people,. and this fs reflected in their un­
conventional personalities. To staV9 off 
the depression and despair which could 
be produced by these pressures, most 
Psi.Judges are flippant, wisecracking, ir­
reverent (who but Judge Anderson could 
get awey w ith seying goodbye to Oredd 
with the line " See you later, ad­
judicator"?), even hypomanic. These 
traits are necessary survival mechan­
isms, and even the SJS recognises this. It 
is very rare for a Psi.Judge to be hassled 
by the SJS over lax law-keeping, for ex­
ample. Psi.Judges are under pressures 
other Judges cannot understand and due 
allowances are made. It Is even rumoured 
that PSi.Judges have a dark secret known 
only to them, the Chief Justice and head 
of the SJS, and the few Med.Judges In­
volved in a supervisory role. Every so 
often the pressures on a Psi-Judge build 



up to such a level of tension that 
therapeutic psi-storming sessions ale 
needed, where PSi..Judges liberate 
dammed-up psychic energy and tensions 
in an'uncontrolled manner, through 
telekinetic actions, illusion generation 
and similar release mechanisms. If this 
rumour has any basis of truth, it is ana ot 
Mega-City One's best-kept sacrats. 

Psi-Judges have one othar outstanding 
feature: they are physically weak. In the 
JD game, if the dice have been honestly 
rolled, over 90% of player character Psi­
Judges will hava5%1- This means they 
are extremely vulnerable. One Wound 
means automatic exclusion from many 
adventures and while the chance of 
death from one Wound may be small, the 
cumulative chances of getting croaked by 
a successful hit get depressingly high 
after a while. This has ramifications for 
game balance, as we'll see, but it must ef­
fect the psychology of the Psi..Judge too. 
Psi..Judges should be defensive, cautious, 
concerned more with their physical safe­
ty than most other Judgas. Although the 
Judge's Book notes GMs should award 
EPs for " being a good, brave Judge" , Psi­
Judges should not be brave. They won't 
be cowards, but going in with Lawgiver 
blazing is, frankly, a dumb way for Psi­
Judges to behave. They are too valuable 
to be wasted like thisl Note also Psi­
Judges' awareness of their physical 
vulnerability will, if anything, only edd to 
their darkly-humorous Wisecracking. 

Role-playlng of PSi..Judges should reflect 
the tensions, the concerns for physical 
safety, the outsider status of these peo­
ple. In the 22nd Century world of Mega­
City Dna, Psi..Judges reelly are strangers 
in a strange land. 

Game Balance with Psi-Judges 
Here, I' ll look at the problem of the 
physical vulnerability of PSi..Judges as it 
affects game balance. In my experience, 
at least, tha viability of Judges with s= 1 
is rather weak, if they get involved in 
,hoot-outs or heve to make many dice 
rolls to avoid failing off moving Law­
masters and the like. With S=1, as noted, 
one Wound means exclusion from many 
adventures due to 8 need for hospitaliza­
tion. Such Judges are all too easily taken 
out by the one single bad dice roll. Now, 
for pleyers this Is a shame - a character 
shouldn't be so vulnerable to such effects 
arising from one piece of bad luck - and 
pleyers will get frustrated if their Psi­
Judges are sidelined too much, Within 
the world of Mega-Cltv One, such ex­
trema physical vulnerability might well 
lead Justice Central to be very wary of 
ever letting Psl-Judges out on regular 
street patrolling duties. They are too rare 
to expose to the danger of genlng blown 
away by some two-bit punk with a stub 
gun, But,' of course, the players want their 
Psi-Judges out there, earning EPsl 

This is quite a problem, but there are 
three ways around this whiCh occur on 
first reflection. One Is to revise the deter­
mination of S rolls for Judges so no 
Judges have S :£1_ This is too drastic an 
option for me to feet happy with; it would 
alter the game's whole balance quite 
dramatically. A second option would be 
to make Judges harder to hit 8t all by 
plugging an odd gap in the JD rules. 
Judges wear head and limb armour, 

although we are told in the Judge's Book 
(p257) that "perps may wear itover 
other areas too." PSi..Judges could go 
around at least with the extra additional 
protection of chest armour (the futuristic 
equivalent ot the contemporaneous 
bullet-proof vest). This, again would have 
to be an option open to all Judges, thus 
affecting geme balance rather 
dramatically unless a compensating 
penalty could be found which ordinary 
Judges would find limiting, but which 
Psi.Judges could live with. 50 thase first 
two options mith not be advisable 
courses of action for the GM. 

The third option is to build some protec­
tion into the game agatnst the pitfalls of 
having S = 1 which is only available to Psi­
Judges. It becomes obvious the only way 
of doing this is by designing some addi­
tional Special Ability related to PS, so 
that it Is only available to Psi-Judges. One 
such ability,Metabolic Control, is described 
at the end of the next section, which fills 
in some details for Special Abilities for 
Psi-Judges that GMs might wish to con­
sider as optional rule modifications. 

There remains one important espect to be 
the case, within the rules, that Psl..Judges 
can be psi-immune, since initial PS score, 
and the 10% immunity chance, are rolled 
separately. If the GM has already increas­
ed the physical resilience of Psi-Judges 
with some extra rules, then a psi-immune 
Pis-Judge is going to be faa powerful. In­
deed, the very possibility of Psi..Judges 
being psi-Immune seems distinctly dodgy 
on theoretical grounds. I would suggest 
GMs consider seriously that any Judge 
with a P5-l'9lated Special Ability cannot 
also be psi-immune. make the 10% roll for 
Immunity only after ell other stats have 
been rolled, and dispense with It if the 
character qualifies for specialist Psi­
Judge or a PS-based Special Ability and 
the player takes this option. 

Special Abilities for Psi· 
Judges 

GMs might wish to consider the follow­
ing suggested guidelines for use of 
SpecIal Abilities by Psi..Judges; these are 
only suggestions, of course, and GMs will 
be aware that extra details about these 
abilities cen be found in the GM's Book 
which supplement those in the Judge's 
Book. My aim is to sharpen up certain 
aspects of how these abilities might be 
used In actual pley, so that GMs and 
players have a clearer idea of exactly 
what they can, and can't do with them. 

Animate Corpse 
I think it Is impliCit in the rules, but the 
GM might make this an explicit rule, that 
only one corpse cen be controlled by a 
Psl..Judge at anyone time. The corpse 
should not be permitted to use any 
Special Abilities it possessed in its former 
life, since it no longer has the Intelligence 
to deploy them. Ukewise, the GM mey 
cal'9 to rule that while the corpse can rely 
on matter-of-fact queries, any query call­
ing for a judgement to be made or view­
point to be axpl'9ssed (such as "What do 
you think Norbert the Gink Is dOing right 
now?") will simply confuse the zombie­
like Intelligence remaining and the corpse 
will be unable to reply. 

Detect Intent 

As noted In the rule books, this Is a vague­
ly defined ability and Its application calls 
for much thought on the GM's part. It 
might be ruled to operate differentlyin in­
terrogation situations on the one hend 
and on the stl'gets on the other. 

If the ability Is being used in 8n interroga­
tion exercise, then the Psi..Judge rolls 
against PS to exercise the ability as usual. 
However, the target receives a roll against 
its PS to resist. The Psi-Judge can try 
again, after a 10 Turn delay, but the se­
cond attempt will be made with a - 10% 
modifier (or +10% to the target's 
resistance chencesl. likewise, after 
another 10 Turn delay, if the Psi..Judge 
has had no luck so far, a third attempt 
with a - 20% modifier can be made. 
After this time, however, the Psi..Judge 
cannot succeed in overcoming the 
target's resistance no marter how many 
more anempts are made (the target has 
learned how to defend itself successfully 
against the Psi-Judge; but a diffarent Psi­
Judge could try with normal chances)_ 
Without such a system, the Psi-Judge is 
certtlin to succeed eventually; with such 
a system the odds are in the Psi..Judge's 
favour, but there's a chance the target 
won't crack. 

There's also the matter of what the Psi­
Judge learns - and the issue of timing. 
Although the ability can only be used 
once per 10 Turns there seems to be no 
reason why the link cannot persist in­
definitely once it has been establishad, 
within the rules 88 they stand. These 
issues can potentislly be dealt with at 
one stroke. It mey be ruled that the Psi­
Judge will automatically detect general 
aspects of the target's mind, and pre­
dominant thoughts (the GM will have to 
decide what these are). However, if the 
Psi..Judge is searching for something 
specific In the target's mind which isn't 
predominant (eg, the numeric code for 
deactivating e bomb or some such) then 
the Psl..Judge has to roll against PS to 
detect this successfully. If eny such PS 
roll is failed, the link between the Psi­
Judge's mind and that of the target is 
broken_ However, once the link has been 
successfully established, the Psi..Judge 
may re-establish it aftar a 10 Turn delay If 
a roll against his PS is successful (this 
time, the target cannot resist), 

These suggestions call for interp~tation 
by the GM as to what might be 'predomi­
nant' in the target's mind and so on, but 
this nebulous ability can't be played with­
out some such decisions being made! 

Again, while this ability is usually used for 
this kind of interrogation, where t ruth 
drugs and the like havan't worked, such 
scenarios don't exhaust the possible 
uses of the ability. It can also be used on 
the streets; eg, In surveillance of perps 
holed up in a deserted block, or some­
thing similar_ I suggest that in such situa­
tions the ability should be active; ie, the 
player must state his Psi-Judge is using 
the ability (making it unlike Sense "-rpa 
or Sen.e Hidden w.apon, for example). 
For game balance, I suggest target does 
not get a chance to resist unless a Psyker 
(since the probe is not in any wayan at­
tack and the target won't be expecting 
it), but the GM might consider gIving the 
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target a roll against its PS to understand 
that someone, or something, is probing 
its mind. likewise. ell the Psi-Judge will 
detect is the general personalitv and 
predominant thoughts of the target (this 
is not as precise as an interrogation situa­
tion). If there are potential multiple 
targets within range and the Psi..Judge 
cannot specificelly nominate one, the GM 
may wish to rule that the Psi.Judge 
detects the nearest perp (although the 
Psi-Judge may be able to say, " I'm tryIng 
to get whoever 's In that warehousel 
apartment/etc" which will narrow the 
field down a bit). This PS·related Special 
Ability is the one which gives GMs and 
players most problems; hopefully GMs 
will find the suggestions here useful in 
designing their own supplementary rules 
for its use. 

Detect Psyker 

Since Psyker perps are fairly rare. the res· 
triction on this ability that a Psi -Judge 
may only detect a Psyker actively using 
his powers on the same Combat Round 
seems rather mean. It might be worth ex­
tending. GMs might rule for example, that 
a Psi-Judge can detect the Psyker up to 
one Turn after the Psyker has been using 
some psi power. but with a - 20% modif­
ier; the Psyker leaves some 'psychic 
t race' which the Psi,Judge can pick up 
on. Thus a Psi-Judge arriving just after 
some psi ability has been in use can det­
ect that fact;: but if picking up a trace, the 
Psi-Judge will need a second roU against 
PS (again with a -20% modifier) to 
detect the strength of the.Psyker source. 

Also, if more than one Psyker has been 
active. the Psyker with the strongest Ps 
might be ruled to be the one detected 
specifically, although the GM might rule 
that Psi-Judge may also detect that more 
than one Psyket has recently been active 
lot is active) within the Sector range for 
theabllity. 

Hold Door 
As I understand this, the door will remain 
held in perpetuIty if the Psi-Judge re­
mains within the Sector and doesn' t use 
one of the range of Special Abilities listed 
In the Judge's Book. This doesn't seem 
too likely. The Gm may care to rule that, 
even if no other circumstances negate 
this effect, the holding effect will begin to 
dissipate after 20 Turns, with the max­
imum duration of the effect in Game 
Turns being (20+PS score of the Psyker). 
Thus a Psi-Judge with a PS of 80 could 
maintain the holding eHect for 100 turns, 
maximum duration. Sometimes such 
time limits could be important! 

Illusions 
The GM should take care to advise 
players that not only Illusions which 
paralyze targets for two rounds can 
be created; illusory objects can also be 
created. If an illusory object can also 
be created . if an illusory walkway across 
a gap of some kind Iwith a steep drop 
below) was created, then there is no 
reason why anyone viewing it would be 
transfixed for two rounds unable to do 
anything (of course no Psi-Judge would 
create an illusion like this but some nasty 
little Psyker might). Such illusions should 
also be subject to 'decay' effect like that 
suggested for Hold Door above.. 

Jinx Vehicle 

There's a problem here. It may be that the 
PSi-Judge will have to make a rolt for Can­
trolloss if he can't see the vehicle, and 
normally such rolls are made against OS. 
In this case, however, the Psi..Judge's 
control of the vehicle Is psi·based, so the 
kind of skills (eye·hand co-ordination, 
baiandng. etc) which comprise OS don't 
seem relevant. Perhaps a toll against PS 
should be made when a Control loss is 
required; or against the average of OS 
and PS, since the GM might consider that 
even with psi control some knowledge of 
how to drive things remain relevant! 

Psychic Attack 
There is a slight glitch in the rules here. 
The description states that if the attack is 
successful " damage is scored as from a 
hand-to·hand hit " and the following 
example illustrates a successful attack 
for which damage is rolled on a d6. 
However, damage is normal hand·to­
hand combat is not rolled on a d6, it Is 
rolled on a d4 (with additional damage 
equal to the Judge's S score). However 
the d6 determination of damage should 
be retained, since the Psi,Judge's 
physical strength can hardly be relevant 
with a psychic attack. 

Players of Psi-Judges should also be 
aware that (as mentioned in the GM's 
Book but not, oddly, in the Judge's Book) 
all successful hits with a Psychic Attack 
are head hits I 

Supef-Telekinesisl Telekinesis 
There appears to be something of an 
oversight in the rulebooks; while the 
weight of objects you can move, how tar 
they can be moved, and where they go Is 
described, no range for the operation of 
the abilities is specifiedl t suggest that 
the range should be 1 metre per PS point 
fOf Telekinesis and 2 metres per PS point 
for Super-telekinesis. Note that at the 
extreme limits of the applicable ranges, 
both the directions in which objects can 
move and how far they can go may be af· 
fected by the range limit for operation of 
the abilitv. 

GMs should feel free to test these 
optional rules addItions and modifica­
tIons for play balance end devise their 

own changes to suit their own cam­
paigns. So. now for the suggested addi· 
tional Special Ability, a blessing to all 
those Psi-Judges worrying over that fee­
ble Strength score .... 

Metabolic Control 

This new Special Abilitv Involves para­
normal control over Internal phySical 
forces in the body, just as telekinesis in­
volves control over external forces. A 
Psyker with this abilitv can minimise such 
effects as bleeding, hydrostatic shock, 
etc, contingent upon successful hits 
made upon him in combat. The abilitv is 
not excercised by voluntery effort; It 
operates as a mental reflex whenever a 
successful hit is made upon the Psyker. 
When the ability is operational. the ef­
fects of hits may be avoided; this chance 
is equal to one-half the Psyker's PS. All 
such eHects (Wounds, Stuns, Initiative 
lossl may be so eHected.lfthe hit is 
severe enough to cause multiple effects 
leg. a Stub gun hit causing a Wound, 
Stuns and Initiative loss), then more than 
one fOU against PS will need to be made. 
sta"irtg with the most serious effect lie, 
Wounds). Any PS roll failure along the line 
means the less serious effects will auto­
matically affect the PSi-Judge. If two 
Wounds might be sustained from the hit, 
a roll egainst PS must be made for each. 
Further, chest and abdomen wounds -
if sustained - can produce further 
wounds, but where such a second wound 
would normally develop, a roll against PS 
may be allowed to prevent the formation 
ofthatadditional wound. However, since 
this ability Influences immediate reflexes 
and the like. a Psi-Judge possessing it will 
not recover from sustained wounds and 
so on more rapidlv than anv other Judge 
when appropriate medical treatment is 
given. 

Note that this Special Ability is a deeply 
eng rained defensive reflex and It will 
operate even if the Psi-Judge has used 
some other Special Abilitv during that 
com bet round. However, no PS-based 
Special Ability can be exercised for the 
remainder of the Combat Round during 
which the ability of Metabolic Control 
was used. Further, If Metabolic Control 
was required to avoid a Wou!ld affecting 
the Psyker, then the psi power utilised is 
so great that no PS-based Special Ability 
(other than Metabolic Control itself) can 
be used for a further 3 Combat Rounds, 
and the Psyker's PS will drop by 20 points 
during that time, recovering to its normal 
limit at the rate of 2 points per round 
thereafter. 

Note for GMs: To maintain game balance. 
it is advisable thaT two further rulings be 
introduced. First, thi$ SpeCial Ability Is 
only available to Psi.Judges with a PS of 
50 or above. Thus, only Psi.Judges can 
ever possess this Special Ability. never an 
ordinary Judge who has boosted his PS 
to the 40 limit. This ability is specifically 
designed for week.,. vulnereble psi­
Judgesl Second, Metabolic Control does 
not protect the PSi.Judge against the 
effects of P.rchlc Att.ck,. since this is a 
mentel a"ack and M.,.boIlc Control is 
designed as a reflex protection against 
direct physical damage attacks}. D 



Stili confused by role-playmg? Having trouble convincing your 'serious' friends that you don't dress liP In a frock 
and wave a plastic sword1 Dave Langford shows how closely role-plaYing and literature are entwmed 

My awesome assignment is to say a few words about the joys 
of role-playing. "Some wallies out there," explained your 
esteemed and tolerant editor, "think role-playing games are 
nothing but throwing hordes of complicated dice and sticking 
four-foot broadswords into innocent bystanders. ~ 

"Aren'ttheyr I asked, "Ouch," I added. "Of course I'll write 
about role-playing," I concluded, laughing heartily at the way 
his four-foot broadsword wittily pricked me in the jugular. 

We'll pass overthe regrettable fact that my most impas­
sioned role-playing efforts are the (not yet perfected) sobriety 
simulations which I act oul When the pubs close. Let's approach 
the subject in a roundabout way: 

Have you ever joined in audience shouts of Behind youl as 
a pantomime villain twirls his moustachlos behind the goodie's 
maddeningly oblivious backi' After reading a comic in which 
Superman dIverts the orbit of Earth, uproots mountain ranges, 
and bursts noisily through the light barrier, only to fall victim 
to dreaded kryptonite .. ,. have you sniffed, ~ I could do better 
than that" i' Are you irritated when the heroine of a traditional 
thriller obeys the mysterious unsigned note saying "Meet me 
next to the bottomless well at midnight, don't tell anyone 
where you' re going, and be sure to tie a 56-pound weight 
around your neck"i' 

The essence of role-playing is to scratch this particular itch 
by entering a ' narrative ' and doing it your way (of course the 
resulting fantasy, though fun, may not prove as artistically 
plotted as Tolkien's), Here are some familiar scenarios as they 
might be perverted in role-players' hands. Your editor, never 
responsible for contributors' axcesses, considers himself spe­
cially irrasponsible for these. 

* 
~HeHfirel " erupted Thomas Covenant, his raw, self-inflicted 
nostrils clenching In white hot, stoical anguish while his gaunt, 
compulsory visage knotted with fey misery. His lungs ware 
cloggad with ruin. A hot, gelid, fulvous tide of self-accusation 
dinnad in his eats : leper outcast unclean , __ . To releasa the 
analystic refulgence, the wild magic of the whita gold ring he 
wore, could conceivably shatter the Arch of Time, utterly des­
troy the Land, and put a premature, preterite end to the plot! 

Yet what other way was there i' The argute notion pierced his 
mind like a jerid. Only thus could tha unambergrisad malison 
of Lord Foul be analed. Only thus. Hellfire and damnation I 

At that point ha was struck by a swift, sapid lucubration. 
" But I don't believe in the Land, " he shrieked with sudden 
caducity, lurching and reeling as though from an overdose of 
clinquant roborant. "So even if it's utterly destroyed .... 
what 's the oddsi' I'm a leper, I can do what I like. " 

With an effort, he unClenched his teeth and took the aegis of 
his cynosure. On his hand, the white gold ring began to flare 
darkly , •. , " Hang on a moment: said lord Foul nervously. 
~ Perhaps we could negotiate on thisr 

* 
G'rol gazed up lovingly into the whirling, polychromatic eyes 
of his great bronza dragon, -You can do it, can't you, Filth i'" tle 
said proudly. 

"Do what, G'roti' '' asked Vanilla suspiciously. 
G'rot gulped a flagon of Bend en wine before answering . ~As 

we Dragonriders of Pern have discovered, our wonderful dra­
gons are not only telepathic and able to fly instantly betwtten 
from one place to anothar, they can also fly between times." 

Flattery . .. . I love it, said Filth smugly. 

"Tell me something I don't know, or I'llacratch your eyes 
out." snapped the lovely but peevish Vanilla , 

G'rotsighed. ·Well, you'll also ramember our song TheBs/­
lad of Moron, Dragonlady of Pem, in which the lovely but wil­
ful Moron comes to a sticky end thanks to flying too much 
overtime. My idea's this: why don't I and ,Filth fly back in time 
to prevent this stupid tragedy by kidnapping Moron just 
before har last, fatal flighti''' 

~Take me with you, G'rot, or I'll kick you right in yourundaval­
oped masculinity," retorted lovely but bitchy Vanilla , 

"All in good time: said G' rot. " Ouchl ~ 
"The only problem," mused lovely but foul-tempered Van­

illa, " is that if we do this to her great tragedy plot, Anne McCaf­
frey is going to be a bit upset .. _. " 

* 
Fifty plate-armoured men confronted him at the door of the 
throne room, but Conan struck full upon them with a deafen­
ing crash of steal and spurting of blood . Swords leapt and flick­
kered like flame. His blade tore through bodies as it might have 
torn through a doner kebab, ripping them open from spina to 
groin to broken breastbone to shattered shin. Then Conan was 
through, leaping over the steaming welter of blood and 
entrails which scant moments before had called itself the 
picked guard of the Supreme Emperor. Only one torn and rent 
survivor howled like a dying wombat as he clawed at the crim­
son stump that had been his nose. 

Then It was the Emperor's turn. Cravenly, Ming the Merci­
less cowered back against his throne as Conan's blade sang 
towards him. His foul sorceries and mirror-mazes were of no 
avail against the avenging Cimmerian I 

~Why, why?" the Emperorwailed as the sabre sank to its hilt 
and far beyond in his vile, overfed belly. 

"Dialectical analvsis of historical change inevitably predicts 



the decay of lickspittle capitalist imperialism and its replace-. 
ment by enlightened socialist collectives, - Conan grunted. 

* 
Despite the wonderful sunshine and their wonderful yictory 
oyer the terrlble White Witch, Edmund couldn't help talking 
about some things he'd leamed in Scripture class at his pro­
gressiYe school. 

~It's like this, - he said, thinking hard , ~ According tothecon­
sensus of modern theologians, God neyer actually shows up 
in person (except in Thomas Covenant books), because if you 
know God exists, then having faith without actual proof 
wouldn't be much of a virtue any more, In other words, provi­
dential manifestations are actually detrimental to religious 
faith! -

" It's very clever of you to remember all that: said Lucy. 
The great, golden Lion gave 8worried growl. ~I really hadn't 

thought of that, child. I'll have to check with Head Office about 
current policy . • • ," 

And Asian slunk furtively out of Namla. 

* 
" On second thoughts, " said Gandalf, -these are matters 
higher and deeper and darker than hobbits intheirsmall Shire 
can know. Perilous though it may be, I must maketrlal of itt or 
at least a little time. Frodo, kindly lend me the Ring ..•• " 

* 
His course of action was clear, It was simply a matter of split­
second timing : ducking the poisoned arrows, leaping lithely 
between the rotating knives, dodging under the archIng 
cataract of molten lava, fording the piranha-infested lake, 
sprinting through the blazing refinery, using guile to sidestep 
the crazed onslaught ofthe entire Sioux nation, taking advan­
tage of available cover in the ground-level nuclear test zone, 
holding his breath for the finel dash through the airless vacuum 
of space, and triumphantly seizing the prize before nonchalantly 
returning by the same route. 

-On the other hand, M thought Indiana Jones, '" could 
always buy a new hat." 

* 
A surge of strange, eerie power thrilled up through Arthur's 
arm as he laid hand on the sword's mighty hilt. The words of 
Merlin boomed again in his mind : Whoso shalf draw the 
sword from the stone shall be rightful King of all Eng/and . . . 
.He pulled - and smooth as butter, the sword slid from the 
deep cleft where enchantment had locked it for 50 long. 

Arthur looked at the gleaming blade with awe. The prophecy 
was fulfilled at last. He cried out aloud : 

" Kayl Kayl I did itl I've drawn Merlin 's sword from the 
stonel I'm the rightful King of Englandl " 

"Another bloody sexist role-playing game, ~ muttered his 
sister Kay (a founder subscriber to Spare Rib). " You might at 
least have let me have first try- even if Merlin does insist on 
discriminating against queens.-

* 
I've just *wheeze· had an idea, - said Darth Vader in his hoarse 
whisper (he wished there ware some way to get throat pastil­
les through the awesome helmet). " Rather than ·wheeze· 
sending attaclt ships to follow those silly people along the 
trench in the Death Star's surface, why don't we ·wheeze* 
move the Star away from them under its own power, and 
·wheeze· have a go at them with the planet-busting dooms­
day weaponsr 

~ No need," murmured the Grand MoffTarkin. ~As soon as 
it became evident that the 'weak spot' in our defences had 
been spied out, I took the opportunity of ordering a slight modi­
fication to the Death Star's sewage out let trench. Observe. " 

Asthe Milfennium Falcon shrieked towards its goal, a terrific 
barrage of laser fire crackling and exploding on every side 

despite the lack of sound in the vacuum of space . ••• Han Solo 
screamed. 

MIn space, no one can heat you scream, ~ said Chewbacca 
reprovingly. 

Ahead, blocking the narrow way entirely, was a vast brIck 
wan carrying the airbrushed slogan BYE-BYE, SUCKERS. 

With microseconds to go before oblivion, the entire crew 
shouted : "Lukel Use the ForceJ -

Dutifully, Luke Skywalker shut his eyes . ••. 

* 
They descended a thousand dank steps below the shuddering 
sub-cellar of the strange high house whose gambrel roof 
brooded over the oldest quarter of time-cursed Arkham. The 
fitfullfght of the gibbous moon sent no rays into this fungus­
ridden abyss, where blackened and disfigUred stonework was 
tortured into eldritch, cyclopean geometries, as though 
wrought by some race of nameless abominations which 
frothed in primal slime for unhallowed aeons before the birth 
of mankind , 

"These stairs ", whispered Marcus Whateley, ~ are of no 
human shape." 

~ What do you see?" said his companion, holding the lantern 
high. The crumbled, blasphemous vault was heaped with 
evilly mouldering tomes, their mere covers a threat to sanity. 
An unnameable, charnel stench pervaded the nauseous air, 
seemingly a foul exhalation from some abominable lavatory 
of the Great Old Ones themselves. 

Trembling, Whately stooped to peer at the awful texts. 
"Great God, - he croaked in a paralysed voice. "Here are 
copies of the sinister tiber Ivonis, the infamous Cultes des 
Ghou/es of the Comte d 'Eriette, von Junzt's hellish Unaus­
sprechlichen Kufren, and Ludvig Prinn's remaindered De Ver­
miis Mysteriis. The forbidden Pnakotic Manuscripts , the 
unreadableBookofDzyan ... and there, seel Bound in human 
skin, nothing less than the abhorred Necronomicon of the mad 
Arab Abdul Alhazredl -

There was a terror-laden p&use before the elddtch reply 
smote upon Whately'S fear-crazed ears -

"We've got all those: can you see a copy of White Dwarf 11 '" 

* 
~That'snot what I meant atall, ~ thundered the Editor. - Role­

playing games are serious. ~ 
" Oh, are theyr said Langford ... his last words. 





,. 
The larest AD&D rule 
book from TSR. 

New character classes 
samurai, shukcnja, bushi, 
kensai, wu-jcn. ninja 
and y~kUZ3 .•. 

New character races 
korobokuru, hcngcyokai 
and spirit folk . __ 

MartIal Arts Rules 
Karate, Kung Fu, Tae 
Kwon Do and JujUL~u 
ruies, plus a system fer 
creating new martial ans .. _ 

I'roliciencies 
A completely new skill 
system for the AD&D 
game ... 

J-Ionour 
Family and character 
nanollc rules ... 

Nell' Spells 

New Monsters 

New Wea pon ry 

And a new 
world to 
advellture 
across ... 

Orienla] Adventures is a complete 
sub-system for AD&D adventures sct in 
lhe Far East. It is fully compatible wilh 
Ihe "Western" AD&D rules, but is good 
enough to stand alone as a scparntc 
version of the game. , 

Available now from better games shops, or in case of 
difficulty, contact: 

~ .. 
TSR UK Limited 
The Mill 
Rathmore Road 
CAMBRIDGE CB14AD 

Thc symbol 1)( denotcs a trademark owned by TSR, Inc. e 1985 TSR UK Umited. 



On The Road Again 

You saw it here firstJ The spate of transfers 
from TSR to GW continues unaba~. 
Following Tom Kirby and the editor of this 
esteemed magazine up the AI, the GW 
Removals servic~ can now reveal that Jim 
Bambnl and Phil GaUqher art to join the 
Design team in Nottingham, just m time to 
be dawn into the WARPS playtcstll. Jim 
and Phil are twO-thirds of the TSR Product 
Development staff, responsible fur the UK 
series of AD&D modules and vanOWI other­
supplements that roam 1!P most of the TSR 
list outside Drugonumce. Their tnLDsfer (fees 
were not revealed, but it ill unlikely that 
Don Thmbull has enough to approach Man 
Utd for Robson's harness) leaves just Gracme 
Morris, 29, II 1'5R UK, to devise, write, 
typeset IDQ paste-up the modules. Asked to 
comment by your intrepid reQO~r~ Mt Mor· 
ris, 62 replied: ·ARRRRRRGGGGHI!l· 
S~ of Dragonlanc,.Iv. we can reveaJ that 

Thicey Hickman lias left 1;:)R Inc in the 
Statcl, which means that just about everyone 
who has written scenario material for the 
D&DlhD&D games in the last year is no 
lo~ with the company. Mr Morris, 105, 
declined to do anything more than weep .... 

You laW it here fint! Development of the 
roJeplaf. version of the: WarlWmmer game is 
proceed1D3 at a freneuc pace now that new 
wrilCr/editorlcoffcc moniwr Graemc Davis 
has been chained to the GW Amsuad. The 
system is based on I compla, though easy­
in-use character generation S)'1tml, which 
provides a pre-adventuring bacqround for 
the charactrn, and I series of 'advances' 
which must be fulfilled to rise to the next 
'leYeJ'. The combat system .is fast, bloody 
and sui~blr ~haotic, u you would ~t 
from Rick Priestley who wrote the cntical 
ruts !able after Wl.u:~ late night fe-runs of 
TtmJ Chain Saw Ma.J1aCf't. AltfioUJb it will 
be fully compatible with the Banle game, 
there are a number of ncw developments 
which will make for Qciring and bizarre 
adventures in a dark and brooding earth-like 
world. One small thing. Not everyone .is 
convinced GW have come up with the mega­
knock.!em-oY'eJ' title of the =rury in 
WarhammtT Adwnctd RokPlay S)'sttm, so 
WD readers are invited to send 10 theu 
ideas. We hope this doesn't lead to the same 
flood of Samantha Fox 11'1 entries IS last 
month's ca~on contest. Let's huny up with 
this, guys n' pIs, the game is supposed to 
be out 10 November. 

Other soon to be released newt from GW. 
The followiDa products from ~rkshop'8 
own trained trolls will be in !OU! shops this 
lummeI'. JuJy/~l: Kin(! (!J Things - a 
typically zany Tom (Snit" KzfHJf.II) Wham, 
wherein 2-6 players build empires and 
~t frogs, lpes, pixies) roes and whateVer 
to tBce the other players 10 the fmal banle. 
~k was for wunps. Talisman 'IlIe 
.AdVentu,., is. ~e follow-up to the enormously 
succesful original game. '1bwfr of Smaming 
DtadJ is a quiet thoughtful solo scenario for 
Warnamrner, wittJ floorplans and Slats for 
other ~str'ms. Add the CDC hardback and 
some Gothick floor ~ans, and you'll see why 
steam ri&es over the . Studio at night. 
From overseas, we have host 70asties 
(£6.95), the fiist add-on for the Ghosllnuurs 
T"PI; Clones In S~l (£.5.95) for PaNnoW; 

Lmim (£.5.95 - for I limited period only) for 
MERPj Carse (£6.95),-wh.icli is a Ouiosium 
city book, rather like ll1itws WOrld but in 
boOk fon:ilati DIuJ 7rocA' (£9.95 - for a 
limited period only) for Ca, Wars, and lastly, 
&con (£9.95), the revised game of the Viet­
-.".. 

Bank RoD 

you ..... it ben: fU'Stl The one thiDa you 
have alway. craYed, but neveJ' bad. From 
GameScience, of Gulfport. M..iuinippi, we 
have bad DeW. of the Kientifically crafted 
dlOO - the one-dice percentile generator. 
With the roU of a liDJIe dice, you too can 
be cbaJing thiI: . phe.re acroea; the pmiDg 
table, out throu&h the door and into the 
kitchen, waitiq to find out if you bave 
made that skill roU , ... 

Pouibly the most faKinat:i.o& fact to come 
OUI of the a-ntion of thiI: wonderfuJ 
device La the fact that the m.tDufactuers 
discovered bow to make dice with any 
number of equidittant 'faCel ', What nUl, 
the dlOOO? ID the muntime, GW will be 
importing • limited nWl'lber oJ tbete dice 
(which retail at $5 in the USA), The esact 
nWl'lber will be ruolved when the aample 
comea to n:lt _ ... 

"Look Mter This One 007" 

The Spring list from Victory Games baa 
some great new supplements for the Jamu 
&nul 11'g. VilJaitu 15 a collection of seven of 
007'1 most dangeroua advenaries, plua 
details of SMERSH. l&u Only Live 'lwiu II 
- Bacll a/ Beyond is a totally original adven­
ture in which our bero mUll \lDCOYef a 
breach in the security of Q Branch. The 
JarMS &nul 007 Assault GarM, finally, is I 

system to enable the runni.ng of those epic 
systenlS like the mualt OIl the Rocket Bast: 
in l&u Only Liw 7Wice. 

Endless Games, now Oper1ltina from withiD. 
the TM Games range, have produced two 
pads of character sheets for standard frp 
games. The Role-Playina O!aracter Record 
Sheet is aimed mostly at systeml with 
mechanics akin to Basic Role-Playing while 
the Roie-Playina 0w'ICter Pad is mo~ your 

D&D/AD&D play aid. £1.95 for a pack of 
50 sheeu. 

Coming SOOll to • Basildon near you .... 
Gamescon '86 will be breaking out It the 
Towngare Theatre, Basitdon, .Essex on Satur­
day, November 8th. 1tade stands, 
demomtrltions games and all AD&D com­
petition. The only entry fee is for the laner 
(£UO). 

Feed The Multiverse 

There WlIS Band Aid, live Aid, Sport Aid 
and Lucozade - now, get ready for 
Dmgonaid. In the next few months, a 
number of n'l:Dts are being held under this 
banner (though they are not neccessarily 
connected), to n.ise fundJ for Africa. We 
have heard of two events thus far. The fint 
is to be based OD an attempt to raise the 
D&D Marathon rcrord at The Centre in 
Adelaide Street WCl (just behind Trafalgar 
Square), with a 100 hour target! The dates 
aren't 100% certain, but are likely to be 
from Friday, July 22nd for 5 days. Introduc· 
tory FC8' I competition module, rJ.gUte 
pamtmg, an aruhow, vidC05, refreshments 
and mercha.odise will be available throughout 
the armt. AU monies raised to go to Band 
Aid. Contact 108 Twyfurd House, OUsley 
House, London NI5 for final details. 

The other event is I series of six mammoth 
AD&D sessions at Coventry YMCA, in 
which the players are to get through the 
whole of DmfO!lla1ll:e. Sponsonhip will raise 
money for om..m and 'IW. and it will take 
place from 9.00am to IO.3Opm, Monday 4th 
August to Friday 9th. Harry Payne 3 San­
dawn Avenue, Folesbill, Coventry CV6 6EW 
is the man to contllct (telephone (0203) 
680248). 

Get alOD8 for an hour to suppon them if 
you can, and sponsor them. Both these 
events deserve to be huge successes. Also on 
the cards - if we CaII get it together in time 
- will be a GtmWDay game, a mixture of a 
trick game IltId IUuminali, which will be 
designed by Otris Elliot and Richard Bd­
wards, and da'doped by other folks giving 
of their time for !Tee. litis means that, if we 
can get mops, printen and other folk! to 
cooperate, all the money from the caver 
price will go to Africa. All you've got to do 
15 tdI. ua what I brill idea it is, and then buy 
it when it comes out. Watch this space. 

NonCE TO WD & WARLOCK 
READERS 

fullowing a number of complaints from 
readen of White Dwarf and Warlock 
magazines, it has come to our attention 
that a number of people have had 
difficulty in obtaining Asgord 
MinUztuttS by mail order from Raven 
PublicationJ, c/o F1at 2, 14 Zulla Road, 
Mappedey Park, Nottingham, in. 
answer to advertisements that have 
appeared in this magazine in the past. 



CASTLE 
DEATH 

SOme afthe bravest warriors of Magnamund have 
tne:d to defeat the master of Castle Death-

all have perished. Dare you enter this 

FORTRESS Of NIGHTMARES 
Doom or destiny awaits you in Castle Death­

only U95 from all good bookshops 
and gamestores- now! 

ENTERA DANGEROUS WORLD. ThelDne WOlf 
books are action-packed solo adventures set in 

the fantastic world of M.agnamund. 
As Lone WOlf -last ofthella; lDrds-you possess 
warnor skll~ that can aid yoursuMVal. As the 
adventure unfolds from page to page dndfrom 

book to book. ~ou will gain new skil~ and 
experience that Will help you in the fight against 

your mortal enemies-the Darklords ofHelgedad. 
• Over40 superb line drawings plus a full­

colour game map and Action (hart. 
• No dice needed. The unique combat system 

allows you to belDne WOlf. whenev., and 
wherever you like. 

• T-shirts, metal miniatures. 
and Lone WOlf Oub membership available. 

THE LONE WOLf ADVENTURES 
A unique fantasygamebook series-each episode 
can be played separately. or combine them all to 

create a fantastic role·playing epic. 

YOU ARE 
THELAST 

KAIMASTER 
••. YOUARE 

••• LONEWOLf 

Two world-beating 
Play-by-:~ail games 

from-Mltregames. 
The world's 

largest 
and most 

~~u....L.;;u.I,.&.I.Io.~ successful 
modern 

Mail game 

Already a 
storming 
success In 

the U.S.A. , 
brand new 
to the UK. 

In mediaeval 
M.idgard intrigue 
and religion, war 

and d iplomacy /-oin in the quest fo r success. 
Whether you p ay an Outlaw, Prince or Priest 
you guide your own destiny, 

~---- POS r I OJ) \\ 

I 
I would like to enrol in one of these major new games. 

D
please enrol me in GLOBAL D P'ease:enro' me in 

I 
SU PERMACY. l endose MIDGARD. I enclose £5.00 

£5.00 for mYSlart-up fee . start-Lip fee . 

I D please enrol me in D Pltase ~nrol me in TRIBES 
STARMASTER. [ endose OF CRANE. [enclose £9.95 

I 
£9.95 for bo~ed set. stan-up fce for bo~ed set. stan-up fee and first 
and first tw~ turns. two turns . 

Please send me ... signed (£5.00) 
. .. unsigned (£2.00) $TARMASTER POSTERS. 

Please send me . . _ signed (£5.()()) 
.. . unsigned (£2.00) TRIB ES OF CRANE POSTERS_ 

NlIme 

Address 

1CXJJUt3= 57 





DO YOU WANT TO MIX WITH TYPICAL WHITE 
DWARF READERS? 

r 
I 
I 
I 
I 
I 
I 
I 
I 
I 
I 
I 

Save Yourself a Lot of 
Aggravation -

SUBSCRIBE NOW!! -------------x 

ARE YOU RESUBSCRIBINGI I YES I NOI 

NAME: ............................................................... . 

ADDRESS: ..........................•................................ 

Send to: GAMES WORKSHOP MAIL ORDER.. CHEWTON 
STREET, HlllTOf>. EASTWOOD, NOTTINGHAM, N016 3HY. 
TELEPHONE ClIVE ON (0713) 161>'6217159522 FOR ACCESS 
AND BARCLAYCARD order •. 
Please make . U cheques payable to GAMES WORKSHOP LTD. 

ESSEX FANTASY 25mm Role Playing Miniatures 

DWARVES FADM THE I(INGOOM Of TEAMIC: .. ,.6p EACtl 
Ow"""" King 
King'. BodyprQ 
5..,,1Id HOfnbl ........ 
ChleliM 
Ow_"word.",.,., Dw __ N/boIrd!e< 

ow..-. ""'~, 
FiIIh'Bf wlth..- ~ __ & ohlelrl 
F"ogh,1t wl, h lwo-"_eel......,rd 
O~ U"Y"'II IIao:l\ '" ""'I 
0 .... 1..-. cletlc 
Hooded fllIhI.' wi\!> ._ 
FIQh_ wllh "."Iau 
MaUd light ... with "","rm 
Dw...-. ...... "" 

MOOf(fED TEFlMlC DWARVES, •••••.• , . .••••••• £1.10 EACH 
MO .. ", ... II:Ir>g 
Mo.u1wd .. ..,d..., bU'" 
Mounted d......rt Wflt> .... ""'''''' .... , 
MourIMd rn..,.",." 

Mounted ....... "" 
Mounted . word"",." 
Mounted _.,m ... 
Mounted .,,,,-

AMAZONIAN WARRIORS: ............................... 57p EA.CH 
bt_lMa, w~1I _open 
htetmlnlMor willi H __ 
Guo'1ll.., In h.l ...... Willi .1I~1eI _ ......... h 
Fem.11 ._nIn with t_ WIIPOnI 
Fern .... ...- witt> tWO weaP<K'"l 

IAI1 II>o ........ flvutH .'. "'PIII~ with. _dom H'-<:tOon '" w .. po",,1 

DEDI 
DE02 
DEa3 
OED" 

NINJA: .......... , ..... ................... .. ............. ~Bp EACH 
NlnJo with ,.Ioed l WOrd 
Nlnl" ..- with Giul Bow 
Nln,. ... ,h grOJ>Pinv hook 11(~.1 
Nlnjl with blow pOpe 
Ninja wll~ .WQtd &. _. bomb 
Nlnjl '51.' IShuril\lfll u-er 
DUNGEON EQUIPMENT: 
.... lOfted fonulY weoponl podo. , .. ......................... , •• I9\> 
Dw.orf pu~ bar""" "*'0<1 witt> 11>01 .................... .. 98\> 
Boll """"Nt WIth IWO dw.,1 cnw .... n........ .. .... (1.&0 
Ilol; ......"...... ..................... .................. .. ...72p 

·"' ..... __ ""'to¥*_ .. """_ ... __ I~ ..... ot • • 
fMy ........ __ ..... too -..r ~ ~ ...... _ ..... ,. 

SMAll GIANTS: 

................ 1U 

.. ....... " .. 57p 
....... .. S7p 

..... 57p 
...... ... 57p 

Smlll..." In PIIImIt with ."" " .word ........... , ...... , ............... e6i:t 
Smell iii"" w~h ___ ~..,1Iw ~f.............. .. ..... t1.35 

CURSAA' S ORCS: 
CII.mpjon willi CUll ••• & ""!HI...... . .. ......................... 72p 
0..: t.._ ......... . _ fur GloM........... . ......... 12p 
On: In .. "". & ~I .... wltto biMIle ..... ,.,. .h'-lel & evtl .......... 12p 
'n.. CoilOCtor' t.oIcIing -..:I hum.., "'od. ill ch .... mall, 
...+Ih lwo-Mnded LU .. ........ ,............. .. .... 72p 
0..: ... I'Ielm.n. 011 .......... with CIIII_ Io~. .. ..... &7p 
On: with bort..d _"' ...... ... " ................................................ 57p 
On: with homed t>llmot. end ....,.,.~ grNI .......................... &70 
On: ... _I. cIIIin ....... fur IdgIId coal. with t.w __ 11 ..... &lp 
o.c with Iflldded btell\l>loU. moll I.drt, c~ poIellm ......... 57p 
are In rtud<Iod le,,1Ier jilek, wltll ~ mllC4l ..... " ..................... 51p 

SPECIAL OFFER 
30 Foo, Tllfmic OWalVlll .......................................... £12.50 
15 MQI,Inlad Tennie Owerve .. ............. ..... " ................ £14.95 

15 Foot & 5 Mounled Telmi<: Ow.lVIIs ........................ £12.95 

20 CU<*8U 0n; .... ,., ... ........................... " ... " ........... £10,95 

THESE SpeCIAL OFfeRS ARE POST FREE U.K . ONLY 

ACCESS VISA AMERICAN EXPRESS 

ESSEX MINIATURES 
UNIT 1. SHANNON CENTRE, SHANNON SQUARE 

THAMES ESTATE, CANVEY ISLAND, ESSEX. 
TELEPHONE ORDERS 0288 882309 

Pleotl se mention Wh ite Dwarlwlten replying to advertisements. 



Cl..A!i51flEO 

!'o< $Mo. 8 .. k, .. ~ DaD ruI-.. loCI. 
N:.2. 83. r-p/Io.; £20. 51>_ v..v.~., 
~;r3~1. . 3-' &; uo. PI'oOnI AlHlr_ I I I 

~C_IO\I(j.rw _ _ .."..,.. 

~ Io! AOaD, Me. -"lIe \1-20. """"'-10!i83! 
289'" ' Iter 7pm. 

fot _ MfR!''' A.t\Qtnar £7 . 060 (5. Pl,. 
GI-2·3. 03 C2 Iac:h. WotId of Gteyl\.wl £8. 
"""",",10563132760. 

.... :A .... .IIAO.O ..... """"" 1042218.3158. 

~"""""Figon~enO"""":I'" d,_· 
inII MtYic .. For ""tlil •• orot.." aulet 01_ aI 
Egh .... 101UI 35593 

~'Y fivw'e "-'"tlng S ........ 5_ tl and 
,_Iot~_pricel.."1\eft,12~ 
..... C~. 'MItl.. 

c. w.r. \P<Id(eI booI/ -.Ionl cO/"lt,oll.,_ 
4 .. dnjgrrer lor .111< Spactrum.. Do.11 wit!! 
"'-""".1\endIirIo. contJ'(II..w. ('.95 or SAt" 
IOf lnIa -"-I 10 All .. H...,. 19 l<Iuw CNno 
FIo..t. WMt~ 0CInet. S_" lip g .......... 
._h .... 1 

a..phI 060 II"'" " £"1*'1 _ <>Illy £8.~ _1 ...... ,00~ .............. [3t4Q_Ff 
a.moboolll I_g [IUp. _ enria on lOll 
3151·81161~1. 

,..,.,.. Who Do II fot III. _ Hll!>1 ilia! chain 
.... W ...... _ n .... eeI, Ot inform.llon Iboul II. 
Phon. lOll 
IU0482.U10018< enooalfnfllltM/l,ol() Blood 
lDr'II ""'" the lW,o<inlhe, 

~ Ill," 01 'PO geerlo< ............. 12 ........ 0,;..., 
er..tnwford CMI &P'T 

For s. Atl60 8aob. PI-IB. OMG, LIioI.. Ff. CA. 
All notW, INn1 _lion [1.00 ...... RunIq ..... 
~_ ..... ~.Mon. ... ~ 
£3O"""..\IIt .. ~oIdldalllon""· 

=ter~~i:.' 11n-,(~. ~t.~DoII7~~ 
d"VltIM (7 . M£IIP eo.- A ...... (7 To S 
A"""". 11 HIQh Strwl. Wlng/l-. C"MrWv. .., .. 
nw _""" P8M .,."lfeG It! Ih. Ollod cilY 01 
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~. U cheQue _till 10 0 M CooIcuy 
lot I .tin up. Aul'-. stir'! -. m. 3 
fI:UICk. *"' _.�mtr. OMC G_ 2,..,.,· 
lor> Rold. 8ulngl,olta H,ntt1l;G21 2LW. 

AO O.lg·$ 
~ PiIs.iJ. laroe{[) Tc>wor/S ~ lie. 
Olf •• , T.I 109&"51 128741Col ' U 
O,HldIMEAPIHlfo .. ,ST III [1 .. cll 
ST,KllnllOflt/Rol'nOllT "'ngI.tC,,"~O"O 
BooU £1 1lIC/I, AI,o MERP IIiIb .. ligIJ .... 

w.or..p. EfIIc:tive "-~ fOI W_ 
,.,... _ w"9_o. Sot..;! lwa .ttmp_ to 
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,~ 
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BAil «0. 

SMALL ADS 

c.nplMo Map of _ .., Rro.I~ ";: 
_ .Send 301>6 .... IDJA NoIoiIot. 21 
_ ..,...,... CutKJb>lde. ~ G758AO. 

........ 1 Brill .... , '1>11 eOlllllllI<l willi _ 
eompolvn -'" .. tUng. ~ •• *"'Ina. 
Send £3.95 to M. Aotd. 10 CIoN, SouitI 
i"Ivll"'" S"""'rItnO SA. OQL 

Mootoltt-ApcwtoI ~""""'''I 
in, WO/Id of t1igh f .. uoY _" toIlt\< 
"-''''''' oYllIm 111_ "'!1M. ~do ... fOI yOW 
PinY 01 ""...., ..... 10 1n_1I:I wlln NPC . ..... 
oilier pllYIfS. No dllClllnes; I f'_~ ..... etI~ 
dl/"l' _voc" ",,,,, .. unll _ c:haIIonQIIng 
..,-m - .. _,''' (I • tum. Send SAE lor 
• 10110 or U fOI ..... 1 _1I.aI ,lit .. Wtrr&.a 0 
M G_ ,. Aocrwoo_ A .... en ... ,-.,._ 
S,.lfo, 

Few ... _ f)eon __ "I 01 Ci,_ otCL lei 
'--wIotI 19607. 

~: Hot • t." ...... • MEGAZINE I 
Ioauetr O. I. 2. 3: 15p e..,h 10< 80 _!no 
pIopl. Ju_ 'GroatS","·" ""\W'",in<:rIIICIy 
1IOOd". F"",,1'IoIt 0_. 81 Newburglt e. ... 
...... llridg. 01 Don, 10_. 

Fa< &lie, WD2.· 7;l. """'" ~ ....:l Cat 
w.... ROIl. ~ aI ""'"'" 13 _I. All \IOOd "" minI 
condil .... . _102_1 .713. 

Fa< Sol. - M""" 1102. A06D,...d OthO< ItImL 
0I1e .. 10 MIt~ Humi>h'evI, 15 SI. Alb ... 
Ave/lUll, Wey_ge, SUo'ri. 1(1"13 BEN 

~ -. IW"" pa_. '\0. s.nG 2 17p 
I\a'npI '" M w.ttor\, 10 0 .... RoMI. Pt>nlOlorrd. 
Newee .. '- uoon T.,.... 

GoldIn H_ s..-""*",,, 1'1<:1<. Lag"", 01 
EogI .... a VIc - !\5. ROI - U . DC (2ndIdI. GM', 
s.;.-,. PIOn_ FIAIuN - ttl. Vou- + 
_pl • • t8. 10 CIIII~ Tomarrow . [3. AU •• 
notW, 1013118.(67&. 
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I", '" "'.~ to ,. W._ T __ T1IIicouI:Ify. 
ScotIIrrd FII13 IEF 

"-"'-' G_'-. COCruiIbooDone!MI ..... 
""nln. tip_big. ConIl<:I (05721 813'98 . 

Wtnl<ld PI\Iio. Big Rullbl .. GI AnvN '" VIc:-V. 
AOQ1,,·212. WOlQ .• ~7 • 56-58. 60._ 
PItuI (072212.'70 on.. 8. 

~ _ , G ....... _lid 10 .. -
poncIlIfO'Ip. InIO 110. Coe. 81 ..... 81 ...... 1IooJ:. 
Ing. No plr'1hIId$ Of poe1)UbolCltlto. RIfIg Civil 
on WoIvemamplOtl 29000. 

C~U'5 

fYU)E. W LANCS 
aow... S-o. Club 
Go .... : ADaD. eoc. To Dip 
~: Thuta<i1'V 7.30 pm 
P\IC1I: A ... buc~ 1M, "'6 8111boofd 
eon-.tI: 18+ ,,,,,,,,,.U woIc ....... _,., 
Iylldloo 
Con...,., F\ouI (026 3) 295~11 . httlis>m 

.. ,,""'" A_Ion _I ....... 0UIId 
G_! Ar'1 
~;Sund ..... 
c:or..r.-, Ago 1&". PI __ Onpo .. II4V 
w ..... \aII! 
Contle" J M Wiw/1I, U Greonhlll AOId . 
A""" ....... 8""01 8512 2NA ~ 10.5'1.'5~11 

'"'''''' c.o,.dan 0_ Club 
a-, Wotu ........ 800tdu_ .nd ftPi 
T1mo: SunIlIV' 1-6pm 
....... 1 Ctoydotl f'I,leh C""""h H.U. CI1\.Ofoh 
110.0. C""",," 
Cofnr'nI11 .. : £.2 I't>IffIbItaNt> lOp ..w­
Contoct: Phil (01, 771·3618 "''''"'''1111 

WHISTAIIL£. I([NT 

ThI GuIld of ~'" a Mo.,. 
O' .... :An'/ 
T1mo: 115-1000pnt 
_ : -'bII '!bufh Club. Got .. " T..,~ 
ConI""" iii-" IMond ..... 5.15-7 .001. J;m IMon· 
WId, F,I 9.30","_7.3OIrm~ AI", 11i.r ... TlMo 
1 .15_10) All 1\ Wnln.bll 17&178 

FAANHAM. IUMEY 

......... _"'" a_:Any 
nm.:~J·7pm 
_ : en~rcI1 Hou ... hmhtm 
C:0I'I1-': AI." G ....... (02~21 711071 

a....Lt.OWAY 
i(nIgh .. 01 _ 1n1 ..... _1.orcIny ~ 
0..-: MYfPII 
T1mo: Salutdayo 12 """,,-6 
PIo<Mt, G .......... H 01 ","",I Commun1ty Conlf<l 
Conloc:t: Br .... " 1055) 724262 ~ 

flOTHfIl;H"M 
-..-c:..n-fPII_~cMt 
GemeII: Ma.l 'IIGI _ "'tt~il1ll po.iocIl 
Tlmo: SolutdlV'l 9.3Oem·5.00!>m 
PIoco: Sri ... O'MtIIIy Ubr ..... A ... Cen", 
CoMaC1: ~ 101ea. 5281116 

MID-SOMfRSET 
0utIr CIrcle ~ Club 
Gtmoo: _ 'P9"' and Ii .... _ 'oIe-oIoyIrrg 
na...: """"hI'/; to be nodI..., 
_ :PI ................ 
Conllel: NIcIt.Jtmo,o. FIa, J , 15 C~llin 5trH,. WIlt.. Some'''1 SA5 2PE 

fAITH ErfIII ....... _ GtouP 
Q_: Sf. fon'MV a S/H.I1n:I rpge. ~ _. 
l1rN: laI" 3ta 1UIIM11V'1 1.10.00pm 
1'IIc<I, SI f'l1.II·1 Ch\.rd'I Holl. MOIl Aold, Etfth. .. ", 
c:omr...n .. : DIu.a, HIli. f'O boalL .loI1.+ 
prof .. 'od 
C""lIct; A .... Olrtfotd 330 ..... o. Andy 
336008~1 

HENAIlH. ElAE 
....... o..nv-t 8tohk!a eM> 
a-: MOIl rpge 
~: Suflday _._ 

I'IIcor.GM'.hwH 
COfJIKt: s..n H .... n. C/o M ... WI\eI",. Gur· 
....." 1Imf_ .. N .. ",Oh. Co np,.......,., EIAE 



ISN'T ~80lJT TIME YOUR 
OUNGEOfIo'S MOVED ~ THE THIRD DIMENSION? 
Rooms. passages, steps. accessories - everything you 
need to convert your dU02ton mll!ller plans in to II Table­
Tllp treat EVERY TIME!Comen. junctions. dead-ends 
etc. are available 100. to milke ollrsYSlem super-flexible. 
PIIlli OUT range of Special,: Dragon's Cave, Wi7.llrd's 
Room. Tavern, Throne Room and 5pider"s Lair. All CIl5I 
in sturdy re.~in with gridded floors and detailed walls to 
25mm scale. Prices from 95p to £7.45. 

Send Stamped Addressed Envelope for details to :-

TORCHLIGHT, UNIT 15, BROOKSIDE WORKS, 
SPRINGFIELD DRIVE, WESTCUFF·ON·SEA, 

ESSex. SSO ORA 
or enquire lit your local gemes shop 

••••••••• STOP PAESS- NEW RELEASeS ........ . 
C21 Graveyard Set; £1 .95 

C22 Miscelianeoul COarSe! : £1 .75 

0$: Andelen. f'O eo. 4. Och,. RIver, M ... IIo ... ,COOn ..... 
"'.nee: '*''' Adu .... , 8P 534. 27005 E __ c.du. 
It,ty: It_I MocW. 20121 MI .. no. VIIo Sirtori. 10. 
N __ y: AEH Trading Co .. Cort AdeI.,-t OM_ 11. 0254 OSlO 2-
S~: GMSlmpon. .... gNtntvIUB.S22243 ..... nd. f _'-" 
W.Genn_ny: ChItHl, M<ihlendamm 413-3, 2000 HMnburv n. 

20rn GamES 
presents 

REBIRTH 
The science fiction play by mail ~ame . Players lake the part of 
stafShip captains trying to rebUild civilisation aftar a galactic 
disaster. 

• Fast turnaround 
_ Detailed rules for 

construction of starships 
• Extensively playtested 

• TurnfeeonlyCl .50 
With no hidden a)(tras 

• Playerscandesign 
their own alien rIlce 

For rulebook, set-up and first four turns send £5 10: Zorn 
Games, 10 Hough Green, Chester, CH4 8JG. Rulebook alone 
costs SOp, deducted from the set-up fee if you then join the 
game. Cheques!f>Os payable to Zom Games. 

MEDWAY GAMES CENTRE 
1 CHURCH STREET 
CHATHAM, KENT 

Tel: MEDWAY (0634) 814750 
Fantasy Games. Board Games 
Figures: CITADEL, GRENADIER, 

PRINZ AUGUST, MINIFIGS 

Open Mon-Sat 9.30-5.30 
~ (Closed Wednesday) .... 

G.WFS 
SfAND\RJ) MINIATURES 

NEW! 
25mm Miniatures 
Mercenaries 
from the Age 
of Dark Blades 

Send a stamped 
addressed enve· 
lope for our 
brochures. illustrating our wide range of 
25mm miniatures, games and gaming 
accessories, to: Standard Games, Arion 
House, Station Road, Kings Langley, Herts. 

SHEER BRILLIANCE 
Nothing less will be enough to replace Mike, who is 
moving on to fresh pastures. He knows the games 
hobby; he knows fantasy games; he knows simulation 
games; he knows people and magazines and miniarures 
and me trade and computers and .. . he can writ/!.. 

You must be at least as brilliant to take over in the 
Promotions Department ofTSR UK, the 
DUNGEONS & DRAGONS. People. 

You would have all me help you need: an Apple 
Macintosh, wordprocessors, the best fantasy products, 
talented and congenial colleagues, an attractive 
workplace, freebies, healthcare - even a salary. But if 
you aren't brilliant, this is not for you. 

So if you are 

INTERESTED 
• but stupid, don't call us •.. 
• but ordinary, tum the page 
• and brilliant, write to: 

Sally Meadows 
Promotions Executive 
TSR UK Limiled 
The Mill 
Rathmore Road 

~.-
CAMBRIDGE CB I 4AD 

or caU (0223) 212517 for full details of what will 
probably be the biggest challenge you have ever faced. 

OI.iN(;EONS.t. DRAOONS 10 ... pr.n.i _ dTSRiac. CI0t6TSR UJ: l.ImI;ooI. 

Please mention Wh!re Owsrfwhen replying to advertisements. 



Thfl OGRE il lu' IOllfi Ollhfllhirtyor 
so races thaI ean be met on Iha 
huge world of ORION, In Ihls ptay­
by·mail glme of inlrigue adven· 
hlle lind war1arfl plaYfi rs 18kfl on 
lhfl role of mafCfInary lf1adar of I 

elan, which wandar the world In 
sa8rch of fam e ilnd fortune. The 
game combines ' trateg ic wargem· 
ing wfth fast moving roleplilY as 
pillyers fIght for pOwer Oyer Iha 
hllndred, of Sllruamanll Ihlll dOl 
tha lilndSCBpe and IlICkla Ihe mY'S' 
terin of ORIONS pall. 

For more information write \0 
Orlon G.m .. , 6 I t. Au".!! Rd, 
M.nch •• t., M16 8WQ, To 11.11 
sand £:5 for Iha lfII·up material 
which includa Ihe first Ihree tIl'nl . 
Please make cheqllesJPO payable 
10 ORION GAMES. Flilure turns 
cosl£1 .25. 

~XI"I:Q"~ QF 
ORiU~ 

RITZ TOYS 
100 Queensmere 

Slough, Berks. 
Tel: SLOUGH 30678 

large selection of 0&0. 
RuneQuest. Traveller, Citadel 
Miniatures. Boxed Fantasy & 

Science Fiction Games. 

MoO-Sat 9:00=5.3 

",.,laer •• 
FOR THE FINEST RANGE OF FANTASY 

ROLE·PLAYING GAMES IN THE COUNTRY 
-Special offers always available-

Citadel, Essex, Oenizen, Grenadier Miniatures 
- thousands in stock, Prince August Moulds, 

Playing Aids & Accessories etc. 

95 Newark Road, Bracebridge, Lincoln. 
Tel: 052242566 

....... 
*Oungeons,caverns, GreGt HGliS, 

Munor Houses,Temptes, Towers ... 
'!'CGst in reGI stone·lnsed medium. 
'" C!lli!l2!I\ll .t1.20 [11.50 lor Europe): 

IJ1lIERWORLO ARTWACTS, 'Amundul" 
. Ouncton, Nr f'et""rth, VI Sussex. G~l~B 

*Trode Enqunes Wel,ome (window 
to *AlIESSIVISA 

~GAMESMASTER 
SCOTLAND'S PREMIERE HOBBY 

STORES 

EOINBURGH 
13 Forrest Road , 
Edinbu rgh EHl 2QH 
Tel: 031 2263354 

GLASGOW 
536 Great Western Road, 
Glasgow G12 8E2 
Tel : 041 3341583 

YOUR GATEWAY TO ADVENTURE 

ONE RING TO FIND THEM ALL! COME TO 

BARAD-DUR 
We amy.1I mDjor and most minorgo!lmes systems · 100', of 

titles . The complete range of Citadel, elso Denizen. TTG. 
Grenadier, Chronide. &ittJe·TclTain (any Kille) to order. 

Dlce/ Ptllnu./ Brushes/ Mltg8zrnes. 

I o.m· 6pm Tuesday·Saturday 

7 COPTFOLD ROAD, BRENTWOOD. ESSEX 

WTGAMELINE~ 
Tel 222694 and ask for 

BARAD,OUR 
*POST FREE * SAME DAY PACKAGE 

,r~~ I Gomes 
10 Skerry Hill 

Mansfield, Notts 

Closed Monday 
Remainder'Oam·6pm 

Stockist of Citadel, Asgard, 
Essex Miniatures,' Torchlight 
and Gallia products and more 

{!~~*** 

Please mention Whire Dwarfwhen replying \0 advertisements. 



-n YESWEDD 

1 MNJ" 
~ IN 20 F1ENDISHL Y CU:::;P~~ES I 
ON :;~~ :JJT:~A:::~:E::~L::APONRY) 

ILLUSTRATED CATALOGUE. 

Our distributor in the USA & CANADA 
u Md . Bood 'WARGAMES', 1410, 
Promellllde Bank Centre. Richud~on. 
TEXAS 75080. 

See Utat 'MIDLAND MIUTAI RE' 

Birmingham University. J uly 5th & 6th 

NINJA POSTER - Superbly eyecatchlngJ ONLY [/.50 
including Post and Packing 

SAMURAI SWEAT SHIRTS ONLY £9.25p(inc. PM) 
Send S.A.E. for i/lusrTOled list. Available Mail Order Only! 

~en in London visit:- VIRGIN GAMES, 100, Oxford Street. 
GAMERS IN EXILE, 283, Pentonllille Road, London W1. 
RYE STAMP SHOP:-I90, Rye Lane, Peckham, 5E15 4NF. 

DIXON MINIATURES. Unit 28, Spring Grove Mills, 
Linrhwaire, Huddersfield, W. Yorkshire. Tel: (0484) 846162. 

• __ ....... _, ... .-.1 •• ___ "" __ 12.-.01 ... 

n..y---",*"",,,",,,,,,,,~ .... - ..... - .-

"oro 
7 Lawrence Sherriff Street, 

Rugby CV225EJ 
Warwickshire 

Tel: Rugby (0788) 62372 
Open Mon-Sat 9.00am-5.30pm 

Discount scheme for clubs 

THE 
.~ .. 

G AMES SHO P 

Stockists of 
DUNGEONS 80 DRAGONS 

Most RPGs Ind Supplam.ml 
• WI. games • Fantasy Game, • 

• Science Fiction Gimes • 
Figures by 

CITADEL' ASGARD' GRENADIER 
DIXONS ' HINCHLIFFE 

Tabletop 15mm SF &: F'nlny 
Clveo Microtankl, Sh ips, Pll nes 

PI,'oon 20 • G,m, Bulldinel 
Torenlight Fantasy 8r SF 

Rulebookl' ln1l9.11 Terr.in 
Painn • Dice' Brushes' Ml1Il,inls 

818 London Rold , L.igh~n Sea 
Tal: Southand 73308 

Open 9 .30-1.30 and 2 .30-5 .30. 
Clotlld on MondaVI 

*~i =========7~====~i* 

m:rmplr of ~ames 1l.ollbon 
nnb the ~omr (/J:oullties 

l!ISURE 'AMES 
AT 

91 BAlLARDS LANE 
FINCHlEY, N3 
01-3462327 

... , 

(Just 3 minutes walk from FINCHlEY CENTRAL UNDERGROUND) 

OPEN 6 DAYS A WeEK 9.30am-6.00pm (SAT -S.30pmJ 

FULL RANGES OF: AVALON HILL, BEAST. CITADEL, 
COLUMBIA, FGU, GRENADIER, GOW, JUDGE'S GUILD, 
MAYFAIR, PACESETTER, PRINCE AUGUST, SLEUTH, 

STANDARD, TSR, TORCHLIGHT, VICTORY, 
-and much, much more- TRY US!! 

We can now offer mail order - send SAE for details 

The GAMESKEEPEK 

GAM ES SHOP 
Stocki,u of 

DUNGEONS&; DRAGONS 
Most RPG •• net Suppltlm.nt. 

• W'rglim .. - F.ntlllV G.ITM'I • 
• Sci.nCOl Fiction G.m .. . 

Figures by 
CITADEL- ASGARD· G RENADIER 

Torchlight F.nI'$y 8< SF 
P.inu • Dice • Brush •• Mag.zi ... , 

PLUS 
Cha.s • B.cio;g.mmon - Meh Jong 
and is selection of other tredllionat 

and Family GiSmes 

362 Ch. rtw.n SqUill" , Southend 
T.I: Souttoend 6 15988 

Optn Mon-Soot 9.30·5.30 

• • 

Please mention White Owarfwhen replving 10 advertisements. 



set with 'fire _living eye ltustrian (i)rystal. 

'ijthe Giant Killers battle trophy. 

ALL PIECES SHOWN ARE MADE 
IN HIGHL V POLISHED PEWTER 

P,35 " EVIL EYE NECKLET 
WITH FIAE EFFECT AUSTRIAN CRYSTAL • 
ON 17" CHAIN 
£5.99 

i.32 
YORICK EARRING 
(SIDE VIEW) 
£3.50 

E.28 
CLAWSTONE 
EARRING 
WITH RUBY REO 
AUSTRIAN CRYSTAL 
£3.99 

/ 

,P.'.,3;2'tlA"T YORICK r:. 
ON 17" CHAIN 
(FRONT VIEW) 
£3.50 

E.25 
DEADHEAD P.23 

SPIRIT OF DEATH 
PENDANT ON 17" CHAIN 
£4.50 

SEVERED HEAD EARRING 
£3.50 

ORCSKUll EARSTUDS 
(SILVER POSTS) 
£3.99 

8 ,6 
SEAWITCH 1 Y.. " 

£7 .99 
BelTS 
BLACK LEATHER 1 W ' WIDE 
(WITHOUT BUCKLE) 
SIZES:·S.M • L 
PlAIN BELT [3.50 
2 ROW STUDDED [4.99 

r~,. 
• 

ALL PICTURES (EXCEPT HEADER) 
ARE SHOWN ACTUAL SIZE 

HATCHET 

OR 
P.30 PENDANT 
ON 17" CHAIN 

SCI MITER 
E.31 EARRING 
OR 

£3.99 

P.31 PENDANT 
ON CHAIN 
£3.99 

FAST MAIL ORDER -----

8.5 POWERSLAVE 1}S," BUCKLE 
£9.99 

TRADE ENQUIRIES WELCOME 

• POST & PACKING 
SOP ANY ORDER 

• CHEQUES/PO. MADE PAYABLE 
TO RIEDER DESIGN lTD 

• ILLUSTRATED LIST SENT WITH 
EVERY ORDER, OR SEND 
S.A.E. PLUS EXTRA 17P 
STAMP, 

TO 
Niedu Design IUtd 
5, BRA~NSTONE GATE 
LEICESTER LE3 5lH 

TELEPHONE 106531 6491B2 
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GOBLIN CHARIOT 
when a Dwarven mage tries to imprison a demon 
lord in the form of a chariot, you can bet that the 
demon lord is none too pleased. When the 
demon-chariot is accidentally discovered by a 
runaway goblin prince, the results can be appall­
ing .... 

SKUll CRUSHER 

Broken Nose goblins of Boggrub legbiter 
,1.ug1,i.,.d the Dwarves of Kerak-Azul before 
they could use this enchanted trebuchet to de­
fend themselves. After some trial and error, the 
goblins discovered the weapon's full potential, 
a nd now it is being turned 090in5 tbe human ~utt cmllS1HIlElR 

OF THE KNOWN WORLD 

lands. • 

HEROIC FIGHTERS 

all is not lost, however. From all corners of the Old 
World, noble warriors gather to resist this 
onslaught of evil. lord Aquila, Sir Brut. Ulrik 
Ulrikson. Harald the Hammer. The Moon Duke, 
Vlad Krakhed, Manfred. First Knight of the Em­
pire, and a man known only as Gladius - each was 
a legend in his own right, each sworn to cut out 
the blight or die in the attempt. 

CHAOS DWARF RENEGADES 

the Dwarves are Chaos' staunchest foes. 
Humans might fall prey to its corruption, and sell 
out their race and their birthright to the foul gods 
of Chaos. but the Dwarves will always stand finn. 
They could never be corrupted - could they? 

The figures are coming soon from Citadel + watch 
future issuBS of White Dwarf and Tha Citadel 
Journal and discover the legends behind the 
figures. 

MIGHTY GOBUN STONE 
THROWING TREBIJCHET 

® 

THE NEW CITADEL BOXED SETS - GET THEM BEFORE THEY GET YOUI 

• 
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