


Kings & . .• Things does not use a regular game 
board - instead, you build your own! No, this isn't 
a cheap trick to sell you an empty box, because 
you creare the Kingdom of Kadeb from the 48 
SrulUling, full-colour, hex tiles provided, chang
ing the layout each time you play. The three A4 
counter sheets provide playing pieces to repre
sent the Kings and Wizards and Dragons and .. . 
oh, look you've got the idea by now. The world 
of \I6'a' has fantastic crearures, magic items, 
special income counters, treasures, gold, special 

In Kings and Wizards 
& Dragons ... & Things 
you play the role of a minor noble in the 
broken kingdom of Kadeb. And, like all 
minor nobles, what you want to be most 
is a major noble, and then KING!!! 1b 
fulfill your divine destiny, oh soon-to-be
king, you must explore the wondrous land 
ofKadeb, increase your income, muster rag
tag armies of motley creatures who are will
ing to join your glorious cause, recruit 
powerful heroes to lead them, and build 
towers, keeps, castles and - finally - a citadel 
to establish your base of power. Sounds 
easy, doesn't it? 

But watch out[ The other players are under 
the delusion that it is their divine destiny 
to grab the kingdom. And they have the 
same chance to recruit armies and even -
gasp! - steal away some of your loyal troops, 
and friends! 

characters and random events. And, of course, you 
get a rulebook and dice, plus eight nifty plastic 
counter racks to hold your Things when you're not 
using them (hrnmm ... does that sound quire righrl) . 

Kings & Things is brought to you by the combin
ed efforts of Games Wlrkshop and 'v\est End Games, 
and is designed by Thm (Awful Green Things) Wham. 
Rush out right now and buy a copy, and live up to 
your divine right to thump the living daylights our 
of the other gny, before he does it to you. 
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A quick glance to the right will show you 
that - as promised - it's Readers Poll time 
againl New readers won't have had this fun 
with us before, but this is your chance to 
have a say on what White Dwarf will be in 
the next year or so. We want to get the big
gest response possible to the Poll, which 
is why we're offering some pretty amazin' 
prizes to all those who get their entries In. 
The more people tell us what we want to 
know, the better chance there is of us get
ting it rlghtl We'll try to have all the votes 
out of the computer in October or 
November. 

Of course, polls don't give us perfect infor
mation, because they don't tend to attract 
the thoughts of people who aren't readers 
now, but who really ought to bel So, 
citizen, it 's your duty to not only vote 
yourself, but to drag in some other 
roleplayer or troubleshooter about town to 
record their vote at the nearest Games 
Workshop shop, and take advantage of our 
free figure offer. Remember the computer 
is your friend. 
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CALL OF CfHULHU 
(3rd Edition) 
Roleplaying Game 

Games Workshop/Chaosium £9.95 

For some time, can of Cthulbu has been 
ODe of the most successful roleplaying 
games on the market. For those who have 
played it already. this will come as DO sur
prise - the game has everything good 
roleplaying requires: a fast-maving, easily 
run and comprehensive rules system, and 
the strongest son of background informa
tion, fuU of atmosphere and chaUcnge. Be
ing sel in the 20th Century, and on Eanh, 
allows the game to avoid worrying overmuch 
about geography, politics, non-adventuring 
NPCs and the like, and to gel on with 
recreating the texture of lhe H P Lovecraft 
stories on which the game is based. In 
shon , this is a cracking roleplaying game. 

This third edition is an attempt to take the 
game onto an even higher level of populari
ty. II is presented in hardback book format , 
with nearly 200 pages bchoieen the covers. 
All the infurmalion from the investigator's 
and Keeper's Books of the last edition, plus 
lhe Sourcebook for the 19205, the Clhulhu 
Companion and eight colour plates make up 
this total , which makes the game incredibly 
good value. If you have never played CoC 
before, this might be the right time !O lry. 

The basis of the game, as many of you will 
know. is the Basic Roleplaying system 
Chaosium have used for many of their beSt 

games, including Runequesf. It is a skill 
based syslCm, with many actions being roll
ed against a percentile score to detennine 
success. Combat is simple, with skills for 
different weapons, and a small chance for a 
critical hit for those times when a single 
shot can kill a man. By and large. though. 
fighting isn't that important, since COC is a 
detective game with a difference; the dif
ference is that half the time you'd much 
rather DOt fmd what you are looking for! 

The monsten of the Cthulhu mytbos are all 
unspeakably nasly. Thus the Zhar, the Twin 
Obscenily : "Zhar lives in a dead cily, 
buried in .... China. There are two equally 
titanic monsten here. Zhar possesses two 
bodies, connected by long expanses of ten
tacles. When approached or disturbed, Zhar 
will attack by grasp'in& with a tentacle . 
Anyone grasped will completely disintegrate 
on the next round, leaving behind only 
uniiving, inorganic objects." In any other 
game this would be completely over the top 
... come to that , in this game this is com
pletely over the top. Investigators have to 
hope they never meet the thing itself, but 
can prevent its human - or lesser inhuman -
servants from helping it to fulftll its 
gruseome aims. The closer you get to ac
tually meeting Zhar, the more likely it is 
that the very concept of the monster will 
drive your character insane! Most of the 
books in the Mythos were 'wrinen' by in
vestigators who gO( a liRle too close . .. 

The new illustrations by Tony Ackland will 
help those people who have suuggled to 
visualise trembling masses of blubbery ten
tacles and eyeballs on stalks, and the eight 
colour plates by three British artists are all 
gruesome and atmospheric (and some are 
DOt going to be unfamiliar to Dwarf 
readers). All in all, this package is going to 
belp keep Call of Cthulhu at the front of the 
fantasy game genre. 

Ashley Shepherd 

THE HARTLEWICK HORROR 
£4.95 

THE LEGIONS OF DEATH £4.95 

Roleplaying Adventures - Dr Who 

FASA 

Ab, IlOYr' - this is more like it! Genuine 
'Candy-Floss of the Daleks' -slyle titles 
adoming scenarios for the Doctor Who 
RPG! What I can'l undersland is why the 
otherwise passable arlwork in FASA 
modules becomes distinctly dodgy wben it 
is TV characters who are being portrayed. 
Could il be that the artists have never seen 
the programme (perish the thought!)? As for 
the other contents of these modules, I'll 
begin by looking at The Hartlewick Hor-
ror, the shorter (and cheaper) of the tMl. 
Describing this without giving away too 
much isn't easy, so I'll just say thai you 
could be forgiven for thinking il was a 
scenario for a certain popular rolegame with 
the initials ·COC'. It simulates the TV series 
very accurately in the way it pinches ideas 
from some other sources and uses them to 

THE MECHANOIDS 
Roleplaying Game 
PALLADIUM 

N3-DESTINY OF KINGS 
Roleplaying Adventure - AD&D 

£9.95 

TSR £5.50 



create a distinctive Who scenario. The 
adventure is set in 1923 (another clue to its 
'origins'I), in the small village of 
Hanlewick, not so very far from Cam
bridge. Strange things they be a-happening, 
and the intrepid TIme Travellers are dispat
ched by the CIA to discover the source of a 
mystenOUl:i Energy Field. The plot is pretty 
simple. and designed for less eKperienced 
players - who should rUKI it very entertain
ing to play in. I felt it was structurW very 
cleanly, and the players were guided well 
through it , without it being too oi7.'ious that 
there was manipulation involved. 

The main criticism is Lbe sJtimping of 
research - Hanlew:ick does not re.~mble a 
Cambridgeshire village - the module 
designers are apparently unaware of the 
distinctive differences between English and 
American towns. What il; more. the 
Hattlewick village map doesn't have certain 
key locations marked on it. Apan from I.b.is, 
the maps given are. useful and well 
presented. 

Along with the customary collection of pre
generated Player Characters (three in· 
te.resting individuals), ~latistics are given for 
the Doctor's founh incarnation (notable wax 
dummy lbm Baker), l..eela, Sarah Jane 
Smith and Harry Sullivan. 

Perhaps old roleplaying games never die. 
Palladium have decided 10 revive their fmit 
(l981) product, previously entitled The 
Mechanold Invasion , in a revised form that 
they hope will appeal to previous users as 
well as tleYIC()mers, 

The original game deall with Lbe invasion of 
a human-colonised planet, Gideon-E, by 
awesomely powerful mutam cyborgs. It was 
followed by two sequels, The Journey and 
Homeworld, which covered the defeat of 
the humans, the sUJ'Yivors' effons to stow 
away on the Mechanoids mother ship, and 
attempts to destroy the mutants on their 
home. \\\"Irld, Tbe Mtchanoid lnl1l!lion ""1lll 
the most popular of these books. 

The Mecbanoids uses the same setting as 
the The Mechanoid InYllliion. taking a star
ting point al?Proximately a month after the 
events desc.nbed in the original game. It 
uses the same character generation pro-

I>esllny or Kings is a well-planned 
adventure for a medium-sized , low-level 
AD&D party by Stephen Bourne . It 
con~istsof a 32-page booklet and a (old-out 
cover including a colour area map. It would 
be particularly appropriate for an 
inexperie nced or even novice party; 
conversely very experienced players may 
find it a lillie sparse on the inlrigue and 
cloak.and-dagger sidc , 

So, having summansed ii, what IS Dcsfiny 
or Kings all about1 Well , you might guess 
from the title that a royal dynasty;s in 
trouble and needs help. The dealh of King 
Halfrcd of Dunador in a mysterious 
:lcddenl and the disappearance of the heir 
to lhe throne has meant that the wicked 
Lord Edrin is about to seize the reins of 
power. Allihis is explained at length to the 
player characters by Hollend. head of the 
Royal Council. who asks them to seek OUI 

The other scenario plunges the Pes into 
anolher Eanh·bound ildvenlUfC. Brilain, in 
43A0, is a peculiar place 10 detecl the 
emanations of a Temporal Vechicle, so il is 
incumbent upon our intrepid explorers to in
vestigate. Wbo is the renegade TARDIS 
ow~r7 Could it be the Ma~ter, up 10 his 
usual mruev(!lenl mecbination,s1 Wbo-fans 
across the COUntry hold their breaths as they 
prepare to face The Legions of Death , This 
module d rather longer than The Hartl~ck 
Horror, but I don't feel the extra space bas 
been used as Ylell as it might have been. Fat 
less guidance has been given m running the 
adventure. Only a qUlll1er of the booldet is 
taken up with development of the pier - the 
remainder is evenly divided between 
Historical Background and Gamemasttr's 
Notes (the Latter being mostly general wof
fie, hetter integraled into the plot rather than 
being presented as a large chunk). Because 
the advenrure is presented in Ibis way, the 
scenario will have a bighly variable 
usefulness. In urder to make full use of it. 
the OM will have to use the Historical in
formation to the full, improvising events aDd 
siruations to fil the main storyline. So if you 
\\I8f\t to run this scenario, you should be at 
least mildly interested in the Romans and 
their history, and the Ancient Britons. Fans 
of I. Claudius should be at home with this 
module. 

cedures - a simplified form of the system 
used in most other Palladium systems - and 
adds new weapons and equipment. Unfor
tunately, these changes have taken away 
some of the atmosphere of the original 
game; in the first book it was obvious that 
Lbe humans stood 00 chance of winning, but 
in this new release thert seems 10 be some 
hope. However, the basic flaw of the earlier 
game still seems 10 De present; there really 
isn't much for players 10 do, apa.rt from 
fighting the Mechanoids, so scenarios tend 
to be somewhat simplistic and repetitive. A 
typical adventure is a cross country lrek in
volving a few encounters with the 
Mechanoids. usually as part of an effon to 
saboulge a Mechanoid eocampment or fmd 
out more about their plans. Roleplaying is 
limited 10 combat decis ions, and an ocCa
sional encounter with the native inhabiunts 
of the planet, who range from friendly 10 
hostile and will be eKtenninated if they 
don't learn to cooperate with the humans, 

the missing Prince and sci the Kingdom to 
rightS. 

This, of collrse. is not as easy as one might 
think -there arc scheming Duil:es, raiders 
and corpses all over the place and potential 
thrcats lurking behind every tree and 
bedroom drape, or so it seems. The 
characters must follow the Prince's 
footsteps on the pilgrimage he look before 
the King 's dcath , and get sidetracked by all 
manne r of ignoble deeds which they must 
also uncover and rectify. Bringing the 
traitors to justice will prove 8 difficult task 
for most plavers, but the adventure is sure 
to provide plenty of Ihril.ls and spills , 

Despite being very well introduced, with 
useful aids such as a glossary or names lind 
places, a synopsis of lhe plot, and so on, 
there are a few bugs in the text. The 

In its fayour. it has 10 be. said that The 
Legions of Death features a players' han
dout , along the lines of those presented with 
the Daleks and Marter sou~ks (ie some 
pertinent information, some lI-relevancies 
and some misinformation). 

Presenting background information to the 
players in the form of data entries in their 
TARDlS computer which may be dipped in· 
to as required does a lot to infonn the 
players without swamping them with delail. 

As with The R0f11ewick Horror, 
pregenerated PCs are given, iochlding the 
egregious Colonel, The Third Doctor (Jon 
Pertwee), that paragon of fashion Jo Grant, 
and Sarah Jane Smith (again). As with the 
first Dr Who scenario. The Iytean MefJllcl!, 
there is a character in the scenario who 
could very easily be taken on as a new 
member of the TARDIS crew. 

Overall, then, The HartJewk:k Borror is 
the better of the two scenarios, and should 
ptO'lide a solid one or two sessions' gaming. 
The Legions 01 Death might provide more, 
but lIS lack. of such things 85 maps may well 
flummcu: an inexperienced referee. Still, 
PASA continue 10 innovate, and I look for
ward to their future releases. 

Barry Bailey 

It 's difficult to avoid the.conclusioo thall.b.is 
system would work better as a tac~ 
tical/strategic war game, rather than a 
roleplaying system. HO\IfCVer, players who 
like exotic weaponry. combat against 
hQpeless odds, and new ways to die will un
doubtedly find this game of interest. It'. 
compatible with Herrlt!J Unlimited, Temage 
Mwant Ninja 'TUnlel, and the Palladium 
Rble Playing System, so Palladium com
pletislS may want to add the gadgell)' to 
their other games; the alien robots and 
cyborgs could work well in a superhero set
ting, or some unlikely circwnstance might 
lead a group of intelligent animals 10 
Gideon-E, 

I didn't like this game mucb, since I tend to 
prefer roleplaying 10 combat systems, but 
more violent GMs and players may find it 
has something to offer, 

Man:us L. Rowland 

random encounters are rathcr 100 powerful 
fora low level party ; half the Tower Guards 
are missing from Montine.Jle (perhaps they 
got fed up with someone's evil $Chemcs); 
there is a walled town of ludicrous design. 
con taining B jousting field JUSt 130' long; 
but more lIenous ly, I think 100 much 
inruDnation regarding the 'aligom.::nt ' of 
different figures In the plot is given, This 
could , much more interestingfy , have been 
left for the players to find out for 
themselves, I'd think Iwice before reading 
out alltbe passages regarding figures like 
Duke Aimar, 

Overall. a well-thought out adventure that 
shouldn' t be 100 hard to slot into an e;{istlng 
campaign , and would make a very good 
introdudion {or new players. 

Graham Staplehuf'llt 



MAR"l\ 
SUPER KElltlS 

REALMS OF MAGIC 
RPG Supplement. Marvel Super 
Heroes 
1SR £8.9S 
Realms of Magjt IS It supplement for ruruung 
mllgicians in MII./'Vcl Super Heroes. For those 
of us. like mysdf and our hoary edilOr. Agamot
to ble!lll him, who II.tC greal fans of Dr Strollge 
it is most weloome. 

In the original game, mllgic was glossed over, 
but then so WlIS everything else bar combat., so 
we can', complain. There Is promise of a sel 
of "Advanced" rules in the offing which one ex
TSR employee described as "rurning MSH in
to a real game" , Perhaps that's II bil strong; I 
quile liked the simplicity of the originaJ.. But 
ror those who need full rules, or in thccase of 
MSH full background. Realms of Magic is very 
good. and if the Advanced rules foilOW' suit , a 
preDy impressive product will resull . 

So what do )'0\1 get? Two OM screens, one 
doubling as the cover, tbe other double-sided 
and including yet another copy of the Univer
sal Table. Three books totalling 96 pages. As 
usual !here is much genuine Marvel anwork 
about. 

Book I is essentially a spell manual: what is 
available. haw to caSt them and whatlhe effects 
are. I[ also oonwins a new character generation 
system for magician characters. Book 2 is 
background. It details the various magical 
re'dlms found in Marvel comics, various of the 
more powerful magical entities, and some bilS 
aDd pieces such as cults aoo magic items. Book 
3 covers specific characters such as Dr Strange 
and Baron Mania plus different types ofmagical 
creatures. Some familiar characters. notably 
Doetor Doom and Magik , have Deen reworked 
uDder the new rules. 

Complaints? I think the main one is one of style. 
After the refTeshingly simple and elegant game 
systems in MSH, Realms marks a return to the 
bad old AD&.D style of masses of tables and long 
li.5tl1 of specific spells. Also TSR IUt the unfor
tunate victintli of the state of utter chaos that the 
Marvel magical unive~ has got inlo. IfReaIms 
seems confusing 10 you. don', blame Kim 
East1and, blame twenty years of comic writers 
each going their oo.vn WIf'j. Having said that, if 
you IUt a comic fan and want ro uy to make 
sense of Marvel magic there is no better 
reference work than Realms. 

BUI wait, we can't lei an MSH™ review go 
without mention of you know what. Yup, those 
™signs. Guess what, they've gone! Well, near· 
ly all gone anyway. Instead one page in. each 
booklet is given over mainly to a list of 
trademarked words used in the text. Credit is 
due to Mayfitir's DC H l!rrMS fur -Rioneering this 
trick, but thank merciful Oshtur M thaI TSRTM 
have followed sui t, 

Pete Tamlyn 

' % 

Board Wargame 

Avalon Hill £9.95 
There aren't that many board wargames with 
a strong fantasy feel, lbere are still many 
people who pull out their copy of Divine 
Righl and try han:! to survive as the Goblin 
... Anyway, it's time 10 repan that there is a 
new contender for the title - Dark 
Emperor, ~e Game of Fantastic Warfare. 

The evil Necromancer (hiss) and his legions 
of vampires have gated in upon the world of 
Laslon, to attempt to capture its wealth. in
itially alone, he can gather allies from 
among the human and !lOn-human denizens 
of the planet, and conquer olben. Against 
him is ranged - at first - but a single invad
ed Kingdom. The good guys (hooray) must 
be recruited from the other kingdoms and 
characters as quicldy as possible. The game 
is balanced about the fact that the good guY" 
must begin to outnumber the bad guys 
towards the end . 

The world of Laslon, and the board which 
represents it, are fanUiStiC. NO( a standard 
fantasy world, but a semi-lunar landscape, 
with craters filled with lakes and seas, and 
the land-dweUen; perched about their rims. 
The completely different geography of this 
world changes all your conceptions of how 
to fight. 

There are many nice mechanics. Units may 
move as fur as they wisb. but with each hex 
tr.welled comes an Increased risk of attrition 
. greater in mountains than on settled land -
which wean away strength . It pays to keep 
larger annies logether if you are to mQ'le 
quickly (nOl the nonnal emphasis). The 
diplomacy and magic rules are s imple and 
work well. Nm so hot are the rules for rein
forcement and comba!. In the one, there can 
be a lot of fiddly counting of hexes to deter
mine la.~, in the other, the Combat Results 
Thble is rather inflexible. 

BUI what always makes the difference with a 
fanla~1' wdrgame is magic. And Dark 
Emperor has plenty of it. SlaUghtered 
legions can be raised from ancient bal
t1efields, Jiving 5WOrdS can be wielded and 
monsters met in combat. Also, !.here are 
many spellcasters, aligned to eiemen!al 
schools of magic, and Rune hexes where 
power can be enhanced . Several magical 
items appear [00, which can change the 
balance of whole battles. 

Greg Costikyan is an excellent designer, 
with a host of credits to his name. This 
might Dot prove to be the best of the lot, 

but it has a lot wlue. There are a 
few production ~ a missing magic hex, 
a confusion of the taxes fur one of the 
Kingdoms - and some of the design work 
can get in the WIf'j of the game, such as 
when naval units become redundant in 
craters at the edge of the board. But it 
warles very well, facing pla:yers with real 
decisions of strategy, even if their battlefield 
lactics are at the whim of the dice. 

Ashley Shepberd 

OAI SWORDS OF THE DAIMYO 
Roleplaying Scenario & Campaign 
Pack - AD&D (Oriental Adyentures) 
TSR £6.95 

OAI S,,'ords or the Daimyo is the first 
module for use wi th Or;cmaJ Adventures. 
but it is not quite a standard introductory 
level module . Forastarl, il is twice the size 
of a normal adventure module-two 32 page. 
booklels and an extra full colour map. Lf 
you comc to this expecting a huge 
adventure, you may well be disappointe~, 
but if you want more than en.oue;h mate.nal 
to run an QA (or even Bush/do) campaIgn. 
Ihis cou ld be exactly what yuu are looking. 
for . 

There are only three adventures in 64 pages 
and one o f these is only 2 pages long. The 
first is a sea voyage to Kozakunt (Japan) for 
Western AD& 0 characters. Anyone who 
has seen or read Shogun will know what is 
involved. The advcnture also has a crew 
mutiny system , which all O Ms should 
borrow for sea adventures. Allegedly for 
6th- 10th level characters, several of the 
possible encounters are so deadly that Ihe 
(jth level bit shuuld be taken with 3 pinch of 
sea salt. When the pes eV~_':It~ al.ly arrive in 
hpan - sorry, Kozakura - '!l IS lIkely thtll 
one or mom will be permanently slain" . 
And as they are donc in , the Western pes 
arc replaccd. 

The othe r two adventures are for OA 
chanlcters, involving thc players in the 
nefarious activities of the sonei (militant 
cleriCS) of Ihe Black Temple . As 
adven tures both a rc fine. bUI the link 
between them is so distant as to be a lmost 
non-existent . 

The rcal strength of OA I is the bllckground 
information given in the Province Book of 
Miyama. Although skewed towards the 
powerful and mighty in the land - how many 
PCs are likely 10 have deal ings With the 
Imperial household'! - the material is very 
good. It could . have included systems for 
working out estate mcome. ta;>(es and PC 
involvement io the same, rather than be a 
detailed explanation of lhe social and 
political set-up of Miyama. but it forms a 
comprehensive grounding any GM can 
build on. The Miyama Province gazetteer 
gives enough interesting features to be a 
good starti ng point for any number o f 
adventures, and the random encounters for 
[i11ing nlank hexes are also well worked Out 
and consistent with the overall feel. 

OA I is a good module package . Therc are 
bad points - the sea voyage and adventurc 
maps arc not up to standard , and lhe small 
number of adventures and the ir slighly 
disjointed nature is frustrating - but thcse 
do not dctract from the module's worth. It 
is also worth lookin,6 at if you play Bushido. 
as the systcm specihc parts of lhe module 
clln be easily reworkcd. A Chinese or a 
Mongol Horde module in future. perhaps'! 

Ashley Shepherd 



BEAniES 
CENTRAL LONDON 
202 ,,'\It> 11011><>.". weill 780 
NORtll LONDON 
I D r~. a,<>M;IwoV. Sow'I>l'" 
1I0MFORD 
1111 1<1jI1S"u"RMI lJU, 
WArrOAD 
10 Tl>t l'oroJ •. tllQh Sit", 
SOUTHEAST LON~ON 
210 l .... I""'m H'1Jh SI .... ' 
CROVDON 
135, N"'I~ end. CRO 1TN 
KINGSTONUf'QN THAMES 
JIll32 E~." 51'''' KTI IEI' 
SOUTHAMI'TOfol 
114 e." 51<'.[ SOl lHO 
8111GH10111 
til! ov~ . II""",. BNI 3fl 
BIRMINGHAM 
26 5Q.u'~ M"I. g"'"'<><tI\Om 
S/>oPPi"ll Con" •. 82 4~D 
LIVERPOOL 
36131 0 ... ",,,. w.v. 
SI John', c.nl<~. L I 1 U 
BlACKPOOL 
I!I HooOO,I\," eo",,. 
' .... '0". S""", FYI dflU 
BRISTOL 
II/t81' ..... S(f,,', BS! JAW 
CARDiff: 
Nallll Gil. H<>,,.._ j( • ..,. ... y 
lEeDS' 
\6116 j(,"11 c".,~ SUtfl. 
MANC!-lESTER-
4/68,-" S,,"t. M',EE 
NOTTINGHAM 
3 "' ..... ,,' 5, .... . NCI 5JW 
SHEFfiELD 
l8 1"""0"" ,,, .. ,. 51 2HIII 

• WI! HA"II:I'O~D-~:;;¥;"ol 

-It FOR THE ADVENTURE GAMERI 

NEWCASTLE 
11111 1"'11"'" S" .. , NEI 60E 
fAIiLOfI &- McKENNIt 
AVLESBUI!Y 
13/15 High SI, •• t. 111'20 ISH 
BANBURY 
28 tlti<JVo 51 ,C"trw~II ee..". 
SLETCHLEV 
III Tho Ccn,,,,,,,se, B""" .... c;."" •. 
BI.,cI1 I.y, 1110'"", K.~"". 
HEMH HEMPSTEAD 
203 M.oIOW1I •• HP, IBI.. 
KETTER ING 
'0121 Gold 5,,",,1. N...oor""ll" 
C.""'e, MNT6 8JB 
LUTON 
IOOI1GZ C~ .. ",,<!o M.II, A,,,,,.,. Ct""., LUI Hl' 
MILTON )(EYNES 
64 M,d",mn'" .6o, .. do, Sod_ 
G ... w .. ,. Ctn". ' M,lton I(.y,,", 
NOIHHAMPTON 
"143?,,_.W.'k. n,,,, .. ,,,,, (;m,r,. NNI 2EL 
PETERBOROUGH 
lin" 9, O<.rnlg ... lAn" o 
WEST EALING 
nAar~ ..... y WI30SY 
HIGH WYCOMBE 
27 Wh ... H.o, 5" •• ,. HPI' <H\.. 
SOUTHENO 
Tay .... u"", % )(orIU, .. L!<J 
Tho H,g/> S" .. , SSI ILA 
HAMlEY5 
LONDON; 
18811911 R.,...., SI. WIR 50F 
BATH 
Mil""", S,,_. Bo'". 01.00" 
BIRMINGHAM 
Ca'""", Row. B"m'''lIh.", 

VIRGIN GAMES CENTRES 
ABE!'IOEEN 
In U"IOnS" ..... Alii lOT 
BRIG_nON 
151 Ul1 W." .. n Ad liN I 2BB 
BRISTOL 
18 M.,cI1oo, S"""'. BSI JET 
BIAMINGHAM 
96 Co,po .. ",,~ S""1. B~ 65X 
BAOM LE ,( 
ofa Bu"""., I 4!).1 44 T~e ""9'< S, 
GLASGOW 
28·32 UnIon 5""",. G I 30X 
LEEOS 
~·96 T~. B,_to, LSI BIIR 
LONDON 
IDO Od",d SU"'. WIN 9FB 
PLYMOUTH 
103105 A""od. 'II ..... Plymou,h 
G ...... lEYS LTD. 
SUTTON,SUARE'(' 
I~T 1'3HIV~S', •• I,SMllJH 
MAI OSTONE. KENT ' 
5'O_0UlI~ Cont<o. ME" IBY 
CRAWL EY. SUSSEX 
12 H .. ,." A",nu., RHIO I HS 

LONDON 
Solf'ld9n. 
Gd. Oopt"."..,,'. 4 1 ~ FkIo" 
.0.lor., 51f .. \, L_ 
H,,,gd •. 
Adult G.."... O_'m",,'. 
G, ound Floor . 
)(" ... 'IIl' .... , Lo"';"n 

TopM .... 
172 O . Io,a SU"', Laflllon, WI 
T"'01!r277S<>6 
G."",. Poopll PI.y, 
S W.II1"11"m T.-,,,,,,, 
lO''''''" , W2 Ttl 01 553045 
NO RrH LONOON 
lollu," Gemo'. 
91 B.II' rd, La"., F,,,,,,,I.y. NJ 
NEI';{:ASTlE 
lo-otu" World, 
2 H~I, F"., •. 
EKlon &_. NE11XG 

ROM f'OAO 
Vic"", ,. ...... 1 R.;lwo~,. 
I Old M,II Po,od., 111<'", .. Rd .. 
Ro",""d. E ... ~ 
STOKE·ON TRENT 
FI"tIo"y Wo,Id, 
'0 M .. ~., SQu •• Areocll. 
!-Ilnl"I. 5",1<0'00 T,.", -.
SCOTLANO 
SB Hobbo ... 
79 MI~ Suu" "'0" ... 1rl, 
Av'""". 
ToIO'J921071 1 
", .. 1(:0.11_". 
83 C.'hcltt 5,,",. 
G ...... ,.,.,. Sa>ll ...... 
T" ()'17!i 81738 
John , ... " .... ph" . 
107 '" ,nco. St'''''. Edint.u'iIII 
JII 01.'01'11 SIr"', GI'_ -.
OVE RSEAS 
Spitl,,·ol, 
Morio Hilf .. 5" .... nn9, 
1060 \I>',.n. Au.",. 

:r:J:l!.I Im7IlI 

Please mention White Dwarfwhen replying to advurtisements. 

ROLE·PLAYING 
CHARACTER 

RECORD SHEET 
MULTI-'SYSTEM PAn 

FOR THE 
ADVENTURE GAMER 

A. PAD _ IlOSHUTS 

• 
ROLE·PLAY ING 

CHARACTER 
PAD 

IDEAL ACCESSORY 
FOR THE 

AOVENTURE GAMER 
A4 PAD _ 60 SHEETS 

£/.95 Hc:h 

Jc>ooIl(ol>l<, 
G<.b,," 14/18. A 1010 W~. 

Au .. ". 
CodKO"p.' .1 
1072 cn.. .... B.Ig'~m 
..... ~ AClU.Io, 
BP"534, 27llO5 e ...... Codf ' , 
F .. nt'O 

L 'o-! Cuba, 
24 Ru. L,"",. 1&005 P''''. 
F,.""" 
L1br.". dn f ... n, u,". 
26 R"" .... To"""'''. 
1]100 A,. M I'r",onct ,,-
F ... , .. tic Shop. 
K,'<hl.I< .. u 143. 
4000 nu ... 1<!at1 I.~m.ny 
S!>tOI und F", ... y. 
1 .. "!>e'g"'.31 4300 E, .. n I, 
G .. mony 

0.. 5,,"1. 
R.,"'.I0." ...... 
E"'" G'indol.H., d2OQ. 
...... b\J'i 13. G .. ~y 
Do Spoko .. I ... ~, 
K .. _.". .... IB6. 
TOlD GT Am, ... dilm. ,...,,"."" 

Bau. iq ... do f. G._ A,,,, ... 
WIi..,., dt Z"',j9O''''" 120. 
2582 EV. Don H .. ~. Hofl.nd 
8t_I(.""n~ _MIler. BV, 
Z_OfIII1Ot:. 
345_ Jwde Mee<n. Hal ...... 
Sol~ ••.•. I .. 
III. f utn.116. 
20143 M, I.r>CI. +"'I~ 

JOCI" ... _.I. 
F M .... SOII • • San! !-I,,,,,,,. 20, 
011030 !lor .. """,. SII •• ". 



! 
• 

h is probably &ir to 58.y that combat is central to. 
or It least a I~ pe.n of, mmy role.playing p!Il5, 
I do not mean that alJ games e1lCOl1nIge 'backing 
and slaying' - that depends on bow you play them 
- bUI that fighting something (01'Cll, aliens, 
peasanu, other p1ayen) is an important fac::tor in 
alJ of them, IUvina &aid WI, I find it disappoin
ting thai so many mmbat systeUllllfe innocuous. 
OOD is the cJauic hm, with 'So what if the guard 
bas I crossbow pointed al my DeCk? I'll run off and 
take the damage, and Cedric the Cleric will gjve me 
a Cuft Light \'tbunds', (and bdnre I get attacked 
by the D&D.it-the-best-!hing..mce-aliced-bobbit 
brigade, I'd betw"add that I'mco-DMing I D&D 
cam~ and it'. only the cumbat 1yStem I don't 
Jike!) , The Dr H-io game Is unusual in being ODe 

of the few games around in whicb'combat is shott 
and deadly - the only slmilatly dinamlussyste:ms 
are tho5c produced by ICE (MERP, RM, SM) and 
pre-deluxe '1iuwlltr (with the: carefully hidden 
paragnph noting that if Iny cha.nltterinic IilUs to 

zero, fur any reason, the chancter mUll roll 10+ 
to survive), Dan.aeroUI combat systrmB make the 
~', iob easier (no, lKX by mfucing the number 
of char&cttnl) by keeping pla)W!l' psychopathic 
urges in mluaint (would you he 50 keen to make 
kobold mince if the little things were a serious 
threat?), and fights become the last rtSOrt that 
they're supposed to be, In fact, parties tend to en· 
~ that they only figbt from I poIition of "'van
tage of if they life fOrced to, AU this lhou)d IIOt he 
taken U I.uggestion to stan upping the detth nile 
ofa campaign with super-lethal NI'Cs; it ill tbeoom
bat system itself Wt needs cbanging, to maR both 
001:$ more 1eth8l. I've Ii:nUld th.al thedeath-nte 111:

tuaily goes down; p1a)W!l take so much more care 
over tactics that it rubs off OD the mit of the game. 

Okay, enough preamble, I mUSt now throw a ~ 
bricks at the Dr Who combat system. A1thougb 
combat is suitably dangerous, it include!! a few 
seriOUf imbalances and I few panidOIQ that caD 

spoil the game. 

Picrutt the .ceDe. A fJ.g.bt between • lavage with 
a dqger (a Leeia e101le, perhapl?) and I martiaJ ar
tist (Bruce Lee in outer space!). ut's give them 
identical. skillJ of V each, aod idc:ntkal ch.araCIierIsu: 
of STR IV and END V. 

' Come OD then, hi.! fM,. ca11s the: mania! anist, 'The 
uvage ad~, the dice indicate I hit , and th~ 
player runing the savage grim b~y as the two 
dice come up double ,ix. Maximum damage! 

j 
J I 

by Nigel Cole 

·Ouclt.~ says the martial artist, reduced 10 18 MAX 
OP ENn He then kiclu ba.:k with tM same 11-

tack chance. Assuming another success, the rest of 
the coDversstion might go something Jike this: .. , 

·A hit. Let'l see, three dice for a mania! am kick 
- only 12, average-ish, Plus 4 fix' my streJlith, plus 
j fur my skill, tbat '. 21 total! 

"1lnJh,· goa: the saVB8C> now down to MAX OP 
END of9wbich i. belowtbe INACT SAVE, Even 
if he remains conscious, the outlook is bleak. 

Why sucb an imbal~ between {VIO otherwise 
id=uical dwactJ::n? 1llis Uluruates one of the maj.or 
flaws in the syslml, Graotai that the ruk:s probably 
want to encourage. unanned rather than armed c0m

bat, but is that any ceuoll to make the difference 
quiu: so atremc? In the eu.mple, I perfect blow 
(short of a critical hit:) by the kniX-widdc:r did Jess 
than rwo:thirdJ; the damage of a &irlyordinaty mar
tial arts kick. Had the maniaI. artist roJled the barest 
minimum damage, be Imuld still Mile equalled me 
damage oftbe knik-blow, Thai is plainly ludicrous, 
The mherl1llllrIllf:d wmbal attal:n ~ Wgbtly la! 
enreme, but an ord.i:wy punch is l till hemr than 
I knife once skill bu passed level m. Then thert 
~ a bon of mort minot points and errors, 
Strength-reJated medium swortb are included in the 
skills list bUI left off the con\XI weapons tlIble. A 
dexterity-related shoruwotd does balf the damage 
or. dagger, Blasters IUpcrccded lasers, yet do the 
same damage, have: poorer range and are easier to 
dodge. And finally, unarmed combat damage is 
~ bit as permanent and dangeroUf as knife or 
sword damqe, This article is an attempt to solve 
these problems. 

1, Weapon Damage 

Thill needs quite a bit of scaling up to make it com
parable to unarmed combat da.magc:. 

A. FlfStiy. solve the: printing emlr, In the contact 
_pons table, strength-related swords section, in
sen: - 'Medium sword 3d6 damage -2 
DDF' - betwa:n shon and. long swords. 

B, In the cootact weapons table, add I dice to all 
attacks bar dagers. I would suggest doing the same 
mr the ~-weaponi II well, unless you prefer 
weakt:r gum, Note that 'A' .bo>.~ has the un
modified (ie, original) damage. 

c. Damage with a stttngth-tdated eontIC'! weapon 
is + I pi per performance level in s~ngth (bigger 
muscles can swing a bigger dub harder). Damage 
with a dexterity·reJ.ated contac:1 weapon is + Ipt per 
proficiency level in the skill (accuracy is mort im
portant than bruu: fOrce), Nou: that this leave!! 
unarmed combat still superior (it gelS botb sets of 
adds, not JUSt one). bllt DOt by so much_ Optional
ly, these: modifiers wwd be .pplied to ranged 
weapons, but only reasonably for point-blank and 
short ranges. 

2. Unarmed Comb~t Damage 

U oanncd combat damage is corWdered tEmponuy, 
coming off CURR OP END, hut every 4th point 
taken is rea.l and comes off MAX OP END as wclI. 

This is COllllidemi per blow, 80 two blOWli doing 1 
ptI and j ptI do only 2 pIS mil damage, DOt 3, 
Although temponuy ~ is 110 Iooger added once 
a person has reached their UNC THRESH, the real 
pottion of the damage is still considered. Thus 
unarmed combat can still kill, 

3. Armour 

Here i! II shon atellSion of the vmour rules: 

1YP< n.m. .. DEl< 
Pro~tio. "....til' 

""~ 4<16 -3lvis 
OWn 3d6 -2 Ivis 
La"",, 1d6 00 ..... ', 
Spacesuit 2d6 -3 

tvis* 
Metal Shield 3d6 -1 Ivl 
'Xbod Shield 2<16 00 

penalty 

• : Only ·2 Ivi. if Environmerual. Suit Opeflltion 
ruN, 

: Needs I DEX saving throw against ltucker's 
skill level to count, 

The DEX pentlty is the amount DEX and related 
skills Ire effecti\>ely reduced wbilst wearing armour, 
eg OWn WIJUld reduct. DEX permrmaDCC level of 
IV to n. 
The new DEX SCOrt is the minimum mr the new 
performance l!:vel, and AP will bave to be re
calculated, eg, the cbaracte:f in the previous aam· 
pie would have: II score of 3 and. ooly ~ AP. 

IfDEX falls bdow level I becIIuseof armour (eg, a 
charac1rrwith a DEXleYclofm tries wearing Plate), 
their DEX remains on l but their AP i. reduced 
directly by thellumberofleYds the DEX 'MluId ha~ 
fallen below I. 10 the enmple, our warrior in Plate 
would have s DEX of IllDd AP or (4-1) 3. If a per
$OD is left with DO AP (only po!:ISible in one cue: 
original DEXof 1 and trying to_ Plateand. metal 
shield). they cunot usefully 1l1t)Ye. 

4. The Blaster 

Easy enough roJOlve; since it is supposed to do more 
damage (SOII/UlIook p52), makelasersroll on 1II.bl~ 
Aas if they were projtttile weapons (the laser is the 
weakest energy weapon, 80 il should do least 
_ l. 

! 
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IMPERIAL DWARVES 

The.,KtDw_from~,liIt$JtinfIdbyrM8honbutpwffIClfyform.dPwry 
twins. MrrI showlI lIMe /MIff/tid by Co/irI 0./«)11. 

'WHATI?I' 

Ulfar Stonehlmm~r. Kin" of Kalak-Ungor, slood ~bruPtly from his throne and 
Itood 'ace to lace with 1M trembling messenger. 

'My liege. I swear il.· declared themelsenger. 'With my own eyn Isaw them 
ahave me if II",, ' 

'You may be sur. of It,' grated the King. 'AlloVfl'1' 

'SO,' Ulla. continued, '''ilhe. th.r •••• trailo'l, or thelilth of Chllos hea made 
something In purlmsge. Either way. it II not 10 be borne. Once it becomes know., 
that OWllrv81 run with the Chaos pecks, 0tI1 whole race Is In danQilr. Something 
mUll be done.' 

'Slrel' Lord Gomrund. the new lv-arrived ambassador 'rom I!; " "k-Klldrin, fa$eto 
hil feel. 'My people ere with you. NQ OW8rf cen fail toOOed thl. calII' Hinellliner. 
rombled their agreement. 
'Til"" let ul prepa'a, ' ,~Id Ulf~,. 'Let runne's be SIInt to .vary hold and kaep with 

tha naws. Lat ava,y Dwarf who ean baa, I,ms 
maka fa&dy to leava within Iha hour. And lat all 
ha'e pra&8nt take an oBth .' 

The whole company fOsa, and an assortment of 
swords, a~8& and hammers washeld aloft. 

'. By stone and steel, by II.ICO and hammar, wa shall 
not rest untJlthil blasphemy i,deltroyed. Wefhall 
speak In clvillongua to the 1JC8tterb'ainr of the 
forlllt bafora wa shall Bulfar thua Chao. 
Dwarvesto livel" 

The I 

King Ulf .. is a Dwarf Major Hero, wilh Ihe following profit.: 

M m ~ S T W I A ~ ~ 0 ~ 
3 7 e .. 5 J 5 3 10 9 10 10 

Lord Gomrund Isa Dwarf Minor He.o, with the following p..ofila: 

M WS as S 
3 8 5 .. 

T W I 
, 2 • 

A ~ 1M Q WP 
2 10 S 10 10 

Grim. Grom. Grum, Blond Sonkan-aI'B and Garil Hooknosa are all OwarfChem
pion •• with the following profile: 

M WS as S 
3 5 .. .. 

T W 
• 1 

, 
3 

Al.J:llntClWP 
1 9 7 9 • 

Tha rest of Ihe company are DwarfWarrlo ... with the following profila: 

M WS BS S 
3 .. 3 3 

T W 
• 1 

, 
2 

A LdIruOWP 
1 • 7 9 • 

S~I Rule.: Imperial Dwarvu hat8 allservanllol Chaos. They are subject to 
"anzy when fighting Chao. Dwarves. .. ,, __ .. _G_""-,.,_ ...... , _w ... _.cr........_ ......... ~,...-. 

__ HG1S3I;IY 

• __ ..... ___ ond ___ .... __ ,!-.ot_n..,. _ 
_ .. __ bollOt"" .. N_or_.· -• FOR ACCESS & VISA ORDERS RING THE MAIL-ORDER HOnlNES ON 107131 7695221760462 -=-



WHERE THE ADVENTURE 

BI.:GINS! 
AVAILABLE AUGUST 

Tha King Arthur Companion -
Not an official supplement for 
Pendmgon, but the next best 
thing · a complete encyclopedia 
of all things to do with the 
legends of King Arthur; 8 vital 
reference work for any Pen
dragon gamesmaster. • 
~ 

£14.95 

"--.,,,, '~~'1ntom Of The Northern 
Marches - Three ready to 
run Middle-earth scenarios, 
by UK author Graham 
Staplehurst, for use with 
MERP or any fantasy role

~ Iv""'. 'i,/eying game. 
£3.95 

GURPS Basic Set - At last 
GURPS is here! A complete 
role-playing system by Steve 
Jackson (who brought you 

Car Wars, Ogre, Illuminati, 
The Fantasy Trip and Toon) 

can be used in any 
~:";"':\4ftting. £16.95 

~tJon oIi ~ - The huge stnlfllg"c COfTIJHlflion 
{J/I~ for Sfl!lr Fleet 8lmlas. FtJd.,..rion <I Em,m. mill' be 
plllyedU tI crlfnPllig" system for Ste, Fleet Bellle .. or N 
e fuH'II"delH"~nt (lem" ' .. turing e fllst·.ction com/nt 
s'(8tMl, l"cludllS over 800 pt.'(ing ~ces. two mep$, silt 
St., FlHr df&pl"'l c.tds lind rules. 

£29 .. 95 

StlJI' Trek: The ArIvf1nWIfI Gifmf1· Control the En ter
prise, seeKing to add new worlds to the FedE~re· 
tirm, or Starship Swift Victory; chergfJd ..... ith 
conquering new worlds far the Klingon Empire. 
This thrilling boerd game can be plflY8d solo, or 
with two pfayers. · £16.95 

Sr., T,..k III: T"- Solo GalTHl . Thrtla solitsl,. (llImlls 
in one boIIl The Kobsyeshi Msw: Srerflefll Acitdemy's 
most demendin(l test. The ShfIfWfJod Syndrome: 
Deftl8t II renegack fedenJtio" scientist Free Enturpr.ise; 
The weelthy Glists will join Inti hldersriM If you can 
out·trade the Klingons. £16.95 

Top Gun - Modem Aer'el Combat Geme £12.95 
Justice Inc . Supplement for Heroes Unlimited £5.95 
Fentasy HtHO - Fentesy ro/e-pley from the inventors o( Chempions £7.95 
Rom""" In North Aftiee • Innovative new W8rgaffla from West End £16.95 
Red Stllr La". Star· New Twilight 2000 Scen8rio £4.95 
Hfven - New Traveller elien module £4.95 r----::-:-,.,-,.,-,.-,.==,,------j 
Solomllni· New TrllV8ffer alien module £4.95 SPECIAL OFFERS 
Bu.,w.swher - Supplement for GDWs Assault Top Gun l17. 95 
wargame £74 . 95 Red S,e, Lone Sterl3.95: Hlwln £3.95 

SoIomllnll3.95 ; Bunde~wllhr l12.95 

THE ATLANTEAN TRILOGY 

Explore the lost continents of Atfentis. Hyperboria 
end Lemurie. Adventur8 in lin 8ge of mystery end 
megic, where fabulous peoples, mythical 
monsters and legendary places come to life. Eesily 
adapted to most populer gemes systems, The 
Atfentelflfl Trilogy may be used as a totel gems 
system, or es a fascinating series of supplements 
for experienced players end gemesmesters. 

The Arclfnum . The book of At/amelln alchemy 
and magic. Plu.s ru(es fOf Chllf8cter generation, 
comber end msgic. £9.95 

The tulcon - The encycopedia end erles of the 
Atlan/eM World. £9.95 

The S.stMry - A compendium of the fabulous 
creetures end being of the entediluvian age. 
HJetures extensive illustrations by top comic ar· 
tist Bill Sienkiewicz. £9.95 

SPECIAL OFFER 
Order al/ three Atlsnte8n Trilogy books 
(The Arcanum, The Lexicon & The 
Bestiary) and you only have to pay 
£25.00 - a saving of £4.85 on the nor
mal retail pricelf 

100 Sided Die + As 
featured in White 
Dwarf No79 - how 
can you possibly 

L_--:;;;;~~,:!i~r~~S~H;O~P~S:-__ r.A:L:L~OFFERS VALID 
I SHEFFIELD _ _ ... 

:ie,.T~~:'~;; , DB!lin9,1:t~47B34n;~,!mith,W6 HOW ro rELEI'HONf · WII.'J-I3;1I 
1986 

Open Man-Sst 9.30am-5.30pm 8A=~fIO 
Open Man-Sat 9.30Bm-5.30pm ThufS 9.30am·7.3Opm .. ACcess Z 

Manager: Pete Berry Manager: Steve Baker ~ 
s imply " quICkly 

MANCHESTER 
Unit T62, Mersden Wey. 

NOTTINGHAM j::f"::'::. :"Ha7U;,-;.. 
4/11 8ro~1c. 8fO~fTIlIfSh C.nuw 10773/ 769S22 

Arndale Centre ITel. 832 6863) 
Open Mon·Set g.30em·5.3Opm 

Menager: nm Olsen 

(Tel. 5857441 or 

NEWCASTLE 
63 Cillylon S/fNr 

' ,,'. 3224181 
Opt!fl Mon·S.1 

9.:ro.m·5.3Opm 
M_~ I." H."MI! 

OJHIrt Mon-Sar 8.3Opm·5.30pm {0713/ 160462 
NOW SroCK IMPORTED 

AMERICAN COMICS 
Mllnllger Colin Mortis 

BIRMINGHAM 
U,,;r 37, Wut C<HJrI 

SfIopp/llfl eMIt", 
, .. ,. 632~/ 
OJ»" Mar!-Set 

9.308m-5.3()pm 
Nt.fIIIger. U~ Mil,., 

YORK 
26 Got>d~t. 

("iii. 53575/ 
OPl't! Mon-S.I 

9.30.m·5.3Opm 
M.IV~r. hilt! StHI 

-~-
HOW ro MAR. 01'lDUl --.. __ ... ------' ... " -----... ..... ,_._- .... 

0-0.. ~, _ ,- ..... ~. 

A very rere opportunity to SH. e/l our Mail Order 
sraff during the infemous 'Freddy's punishment 
hour'so tectfully overseen by the wl1iing hends 
of Neil the Meil Order Troll. 
Obviously Qur Meil Order Customfll Service is Sll
cond to none. 

We ewafr your commends 



To Be Continued 
Something iJ stirring in SF publishing. 
something ancient aDd very terrible, dimly 
remembered amy by alcoholic critics who 
swap their wheezy reminiscences of the bad 
old days. From lIS grave the undead horror 
rises, no longer II mere phatasm but II tangi
ble fonn revealed in leprous morning light. 
a grisly revenant whose existence can no 
longer be denied. Panly rugous and partly 
squamous, first of II tl!'n-book sequence. it 
leers aDd squatters beneath the gibbous 
moon. The Invaders Plan by L Ron Hub
bard (New Era 56Opp, £10.95). Is it all rigbt 
if we change the subject now? 

The Cthulhoid slY]e leads naturally to 
Time Powers' The Anubis Gates (Grafton 
464pp. £2.95), II breakneck romp through 
seedy back lIlleys of history .. .. the London 
of Coleridge. Byron (two Bymns. in fael) 
and the enigmatlc poet William Ashbless. 
but the London also of Egyptian necro
mancers, the Dancing Ape Madness, the 
cannibal clQWtl·lring of the beggan, and a 
supponing cast of gypsies, d?ppelgangers. 
homunculi, time-traVellers wbllitling Beatles 
tunes. and nameless sewer-dwelling abomin
ations. Whal'S exhilarating is the combina
tion of dizzy pace with tighl plaiting; every-
thing in the gallery of ~rotesque has a part 
to play, and despite wem!. complexities, 
the~ are. no loose ends. None, that is, ex
cept the question of who ~aUy wrote 'Ash
bless' poems, a point left as an exercise for 
the reader .. . . Profound it isn't but Th~ 
Anubis Gotes offers triffic entertainment and 
much stealable scenario background for Call 
0/ Cockburn, or whatever that game is 
called. 

A diffe~nt kind of horror fills Gustav 
Meyrint's The Golem (Dedalus 304pp, 
£3.50), a 1915 bestseller whicb inspired 
three films. Its atmosphere of surreal distor
tion recalls The Cabinet of Dr Cafigari . In 
the Prague ghetto, every thiny-three years, 
the Golem apperus in a room without doors. 
The amnesiac narrator is linked to it in an 
obscure, cabalistic way; the golem legef!d 
runs through the book's web of melodrama 
and murder, It's the son of nifhtmare you 
might have after an evening 0 too much 
lobster and Kafka. Very strange. 

Another thing which gives me nightmares 
is overindulgence in multi-book epics. Thus: 
M K Wren's Sword of the Lamb (NEL 
436pp, £2.95) is "Book One of The 
Phoenix Legacy" ; Cherry Wilder's A 
Princess of the Chameln (Unicorn 275pp, 
£3.50) is "Book One of The Rulers of 
Hylor TriJogy"; MayO! Caldeco(t's Guar
dians of the Tall StODeS" (Arrow 626pp, 
£4.95) is " Now in one volume, her brilliant 
trilogy". Hubbard's posthumous and even 
fatter outbreak has been reported on by 
noted US critic Don Di\.mmassa: "Wait un· 
til aU ten volumes are available, and (hen 
don't read any of them." On medical advice 
I'm rationing my trilogy intake .. . , 

The Isle or Glass by ludith Thrr (Bantam 
286pp, £8.95) bears two danger signs; 
"Volume 000" and a plug from the ubiqui
tous Anne McCaffrey, but it has compen
sating vinues. The background of 12th cen
tury not-quite-Britain is engaging enough, 
with elves and ccciesiarchs in conflict under 
an interestingly dl"BWll Richard Lionheart. 

CR IT ICA L------, 

I:,' !S~ 
A regular book review column, 

written by Dave Langford 

And 11m can actually write. Her spare pro
se and dialogue give a period flavour With
out the dread excesses of gadzookery. More
over, she's clearly a member of Black Lords 
Anonymous and the, Society for the Aboli~ 
tion of Quest Cliches. After 'MIrking hard 
against civil war, her elven hero is last seen 
heading on a pilgrimage to Jerusalem. rll 
admit to being interested in what happens to 
him there. 

Though, come to think of it, even the 
traditional quest to ZIIp the all-potent powers 
of darkness can be tweaked into novelty. 
Adrian Cole's A Place Among The FalieD 
(Unwin 352pp, £10.95) does SO in one 
volume. The heart of darkness is not Some
one but Somewhere; the routine of traVelling 
from A to B is ruthlessly condensed: "good~ 
ies" include decidely unpleasant characters 
(eg, a gang of murderous bigots with steel 
claws for hands): the denouement is a net
work of betrayals, and the survivors not al
together those expected. Despite some in
digestible chunks of background explanation 
and occasional rotten dialogue ("Oh, I know 
you still think of me as a child , with a 
child's wild faocies, but I sense things 
sometimes .. _.") , it's a nicely convoluted 
yam. 

Convolutions are what you expect from 
the late Frank Herbert, who with his sone 
Brian wrote Man of Two Worlds (Gollancz 
3l1pp, £9.95). A superpowered alien Dreen 
and wilful Earthling are forced (0 share the 
same body and (like all Herbert characters) 
think a lot , in italics. Herben Jr's influence 
makes fur more liveliness and less meta
physical stodge. but the plot oscillates OUt of 

control ; financial double-dealing and politics 
on Eanh, battle and brotheJs with the 
Freoch Foreign Legion on Venus (I'm not 
making this up) , existential agonizing (in 
italics) on planet Dreenor .... All is 
egregiously concluded by a superpowered 
yet strangely irrelevant mystic, who wipes 
out vittua.\ly the entire Dreen race via 
psychic judo, while a fortuitous assassin 
solves the problem of the double-minded 
"hero" to allow a cheery Girl Muts Alien 
finale. The combination of tension and daft
ness (eg, Drecns are. helpless spinst the 
mind-rotting Earthly herb, basil) makes for 
an odd read. 

Speaking of super powers, here's An
thongy Ho~IZ's The Night or the Scor
pion (Magnet 159pp, £1.75), a junior occult 
thriller. This moves well with a gallimaufry 
of precognitions, chAses, ancient secrets, ar
tificial satellites and the Nazca Lines of 
Peru .... but the climax goes disappointingly 
phut. I have a theory about this. When the 
Ultimate Evil of the Universe comes burst
ing through the portals that lead beyorld 
space and time, one can believe in heroes 
who outwit it, or force it back at the cost of 
some supreme sacrifice, or invoke potent 
supernatural allies. But it seems a pretty 
feeble Ultimate Evil of the Universe which, 
as here, can be sent packing by the direct 
attack of two psychic kids. Evil should be 
made of stemer stuff . . . , 

Quick quiz: what won last year's Hugo, 
Nebula and Philip K Dick Memorial 
loords? At. a clue, here's the much-quoted 
first line: "The sky aboYe the pon was the 
colour of television, tuned to a dead chan
nel." Yes, William Gibson's Neuromancer 
(Grafton 317pp. £2 .50) , a brain-scrambling 
novel which has Haws but llKJIIes too fast for 
you to nonce them. The blum fails to men
tion "cyberspace", the hal lucinatory software 
battleground which is Gibson's trademark. It 
reminds me of the barracuda-infested under~ 
sea landscape in which Ian Fleming's most 
exciting scenes tended to happen. You may 
not believe in killer programs which invade 
the brain , bUI Neuromancer, if you once let 
it into your wetware, isn't easily erased. 

Lightship (P.!.per TIger 125pp, £7.95) 
comprises 120 classy colour paintings by our 
very own Jim Burns, who has either a 
spherical-breasted model or an enthusiastic 
imagination. Robert Silverberg (whose 
books inspired some of Bums" best efforts) 
contributes an introduction and Chris Evans 
a commentary, wh.ich tends to veer into a 
" Boddy Guide to SF Concepts" rather than 
discuss the actual amvork. 

Robert Sheckley, as I've said, was wciting 
superior Douglas Adams material long 
before Adarrul. Methuen offer an early 
navel, The Status Clvillutlon (l44pp, 
£2.25), and a late one, The Alchemical 
Marriage of Alastair Crompton (l85pp, 
£2.25). The first is unsubtle, action-packed 
fun with satirical touches., set on a world 
where crime is the law and the hero soon 
gets into trOUble for non-drug addiction. The 
second contain a short story's 'MInh of plot 
(it was eltpanded from a sbort), eked out 
with bizarre Sheclcleyisms. " It must be nice 
being a writer," Crompton ~rks; the rep
ly is, "'It is like being a slug crawling down 
an infinite sheel of paper." Tune J oozed to 
a fmish . ... 



by Hugh Tynan I was extremely impressed when' first 
read the Judges Manual for the Judge 
Dntdd RoIepillYing Gem. and enjoyed 
my initial crime-fighting immensely (it 
made a change to be a 'goodie' for 
once - if you played with my AD&D 
GM you would know what I meanl). I 
remember the thrill of choosing and us
i first special ability - Crack Shot. 

of acquired skills appeals 
and I consider it much 
than simply going up a 

Hit Rolls minutely. At 
Judge Dredd more 

and look forward 
to many blasting the 
BLEEP out i Angel and 
Judge Death . i me revels 
in creation even more, so are 
some new, enticing. exciting, beautiful, 
sexy even, thoroughly play-tested 
Special Abilitiesl 

If you, unlike me, start foaming at the 
mouth at the mention of expansions 
and refinements, allow me to present 
some justification. I do not presume to 
improve on anything that already exists 
in the JD game system, but, as I said 
above, I am of such a disposition that I 
have to be tied down to prevent my 
churning out NPCs by the dozen, 
Besides, my players (I GM as weUI cry 
out for them lafter I promise them 20 
EPs each and threaten Initiative reduc· 
t ions, of coursell 

Anyway, here is my main argument. 

" One day, Judge Dredd was strolling 
down the Pedway, chewing his Umpty 
gum and turning a blind eye to the 
deposits which Walter was decorating 
the gutter with. Suddenly he turned a 
corner and Whoal - there was another ... ~~ 

street stretching out in front of him I In
cidentally, a Heavy Metal Kid robot was 
standing there also and grabbed our 
hero in his massive iron hand. As the 
giant industrial robot clubbed the strug
gling Judge, Dredd wished that he 
could recover quickly enough to at
tempt an escape but, alas, he couldn't 

• 'When he came to, the Heavy Metal 
Kid told him he was being taken to 
Call-Me-Kenneth, Dredd's personal 
brain care specialist. He tried to punch 
the robot in the optical sensors, but hit 
too weakly to do any damage. Dredd 
thought how nice it would be to be 
able to have more effect with his fists. 
Luckily, after roiling 1 on D10ooo000, 
the GM ruled that the robot dropped 
him away, just as they reached Call-Me~ 
Kenneth in his house at city bottom. C
M-K escaped on a hoverboard and 
Dredd shot at him, wishing he could 
estimate the movement of the board 
but .... He leapt onto a scooter and 
gave chase. C-M-K shot back at him, 
and Dredd wished he could avoid the 
shot while on the scooter, but he 
couldn't and the bullet punctured the 
front tvre. Dredd then wished (does 
Oredd have a ring of three wishes?) 
that he could drive along on the back 
wheel but no, you guessed it, he 
couldn't and he fell off just as a futsie 
took a shot at him from the watching 
crowd. The shot grazed his shoulder 
and Dredd wished he could have some 
kind of warning about these things. He 
got to his feet and ran after the futsle, 
as Call-Me-Kenneth l1ad disappeared by 
now. 

"Unfortunately, JD lost the perp in a 
crowd. He wished he was a bener 
chaser. Suddenly a nearby mushroom 



exploded and Oiedd's face came out in 
lumps. He wished he wes more resis· 
tant to disease,. but he wasn't and un
fortunately he diedl" 

From the above, you can be sum that if 
Judge Oredd's GM had read this article 
there would have been more fun for all, 
more hair'raising escapes, more grotes
que revenge plots, irstead of a totally 
inglorious ending. This article contains 
details on special abilities that would 
have allowed Oredd to do everything he 
wished he could do in the example 
above. And more as weill Read on, 
flookies/ 

New Special Abilities 

Note! 'tbu should read and understand 
Chapter 6 . bperienced Judges in the 
Judps Mllnum before you reed this. 
Abl1ities marked with a star may be 
chosen twice to get double the benefit 
- see Chapter 6. 

Initiative-based Abilities 

1. Recover Quickly 
The Judge with this ability is excep
tionally robust and doesn't get laid out 
very often I Whenever a rolt for damage 
from gunfire or a hand-to-hand blow 
produces Stuns as a result, you may 
deduct 1 from the number of those 
Stuns. This means that a roU of 3, with 
no effect modifiers, normally causing I 
stun and a 06 Initiative loss, would not 
Stun the Judge at all, although the In
itiative loss would still apply, Also, if 
the Judge is Knocked Out, instead of 
rolling a 010 to determine how many 
Combat Rounds he or she remain un
conscious for, you may roll a 061 

2. Two Heads 
The Judge with this ability has two 
heads. He will thus be denounced as a 
mutant and exiled from the city. This Is 
a great way to get tid of a Judge you 
don't likel 

Combst Skill Baslld Abilities 

1. Strong Strike 
This ability is similar to Knock Out, It 
allows the Judge to add a + I effect 
modifier to all hand-to-hand blows, so 
thst 8 fist, which normally has an ef· 
fect modifier of - 1, has no penalties '8t 
all, and a knife, usually with a + 1, has 
+2 effect modifier insteadl 

2. Follow Moving Target 
Judges with this special ability have 
spent many long hard hours down at 
the firing ranges, working on their 
shooting skills. The time spent has paid 
off, and, due to a great skill at judging 
a mOiling target's speed and trajectory, 
these Judges can stloot at a running 
perp or moving vehIcle without the nor
mal - 10% penalty for each Action they 
move their weapon before they fire. It 
doesn't matter how many Actions they 
have to spend moving the gun, there Is 
still no penalty, although ObViously If 
the target changes course abruptly 
they have to st8ft again, 

Drive Skill Bssed Abilities 

1. Avoid shots 
The Judge who chooses this speCial 
ability has a chance of dodging any 
shots fired at him or his vehicle by 
someone in front of him. If the vehicle 
is a one or two seater ground or hover 
vehicle that weighs less than a tonne, 
and the shot if fired by someone over 
10 metres away and from 8 position in 
a 90 degree arc in front of the Judge, 
then the attempt may succeed. The 
Judge need not have any free actions; 
the whole move is part of 8 drive ac· 
tion. To avoid the shot, just roll a 
number equal to or less than the 
Judges drive skill • this signifies suc
cess and it can be assumed thst the 
Judge jerked his or her vehicle out of 
the way of the shot, but remained 
roughly on course. If the roll fails, the 
shot will hit a random part of the vehi
cle,. and the GM may decide to make 
the player Toll for Control LDss. 

Note: The Judge must normally have 
been watching the person who makes 
the shot, although there is a slight 
chance that he might notice the person 
with the gun in time ~ this is up to the 
GM to decide according to the amount 
of people nearby, etc. 

2. Lawmaster 'Wheelie' 
This ability can be a very useful one. It 
allows the Judge to jerk his or her 
lawmaster up onto the back wheel and 
drive along on that, with only a slight 
(10%1 reduction in speed. This has the 
advantage of shielding die rider and the 
rest of the lawmaster from any shots 
from straight ahead with the large, 
bulletproof tyre. The rider can still see 
w here he or she is going and all 
Lawmaster functions work as normal, 
The attempt to 'wheelie' works 
automatically, but if the lawmaster !'Iits 
any obstruction (a kerb, sign, etc) a roll 
should be made for Control Loss. 

Now for tM good bit: If you col/ide 
with a perp while on the back wheel, 
the 18wmaster's front wheel will return 
(0 the ground (this Will cost one action 
• if the next action is over two pheses 
away- a roll should be made for Control 
Lossl, the perp will be knocked to the 
ground and the Layvm"staf will run over 
him, calJsing 1 random hit with a + 1 
effect modifier. 

Technical Skill Based Abilities 

1. Recognise Vital Spot 
This ability allows the Judge to find a 
spot on any robot. spaceship, vehIcle or 
other mechanism where a single, direct, 
General Purpose shot will completely 
disable that item. He can also direct 
other Judges, perhaps with a higher 
CS, to shoot at this spot; in such in
stances the Vital point Is always treated 
as a small target, regardless of the size 
of the whole. so that a successful 
small target shot will destroy the item. 
The chance of the Judge finding such 
a spot is equal to his Technical Skill as 
a percentage (it is assumed thet all 
robots, vehicles, etc, have such a weak 

spot, even war droids and battle· 
cruisers), It takes a really good Judge 
to find it sometimes · but the GM can 
always change this if he thinks the 
Judge needs 8 break. If the roll fails 
once, it cannot be attempted again, 
and the attempt cannot be made as 8 
part of any other action. The effect of 
a successful shot on this point will 
vary at the GMs discretion, but the 
item should a/ways cease functioning. 
This may be repairable · alternatively, 
the item could be blown to piecesl , 
2. Access. 
This very basic, but highly useful abilitY 
enables Judges to edd 10% to their 
chance of using a radio successfully 
when rolling against TeCh Skill as a 
percentage. This 10% bonus also ap
plies when accessing MAC or Barney. 

StrBst Skill BBsed Abilities 

1. Sense Aim 
This ability confers a rather remarkable 
skill; the Judge is sometimes able to 
sense when a perp is aiming a weapon 
8t him I Whenever some nefarious per· 
son is performing an Aim Action with 
the Judge as the terget, the GM will 
toll in secret to see if the Judge senses 
this. The chance of success is the 
Judges Street Skill minus the distance 
from the weapon in metres, rolled as a 
percentage. The GM should then say 
something like "You feel that prickling 
sensation at tha back of your neck, 
and you realise that someone is aiming 
at youl" 

For example, Judge Collins is standing 
on a street corner, watching citizens go 
about their business, Unknown to him, 
a perp is aiming a laser tifle at him 
from a window 20 metres away. The 
GM subtracts 20 from Collins' Street 
Skill - 52 - end rolls 8 0100. A roll of 
32 or less means Collins senses the 
aim, and the GM rolls 27, Collins starts 
feeling very uncomfortable about 
something. He has experienced this 
sensation before and dives for cover 
behind a parked roadster, just as a 
laser beam streaks out from a window 
in the Davy Byrne block behind him 
and hits the pavement where he stood 
a split second ago .... 

2. Pursue Perp • 
Occasionally, when 8 Judge Is chasing 
a Perp, he or she may lose them in a 
crowd or around a corner. The chance 
of keeping tabs on the perp is usually 
the average of Initiative and Street Skill 
scores rolled as a percentage. with this 
ability however, you may add 10% to 
your chances of successfully keeping 
after him. 

It is quite possible you people may 
disapprove of some of the conditions I 
have put forward, so if you, gentle 
reader lDon' tcha nete being called 
' Gentle Reader'l) think I hllve done 
something in the wrong way or have 
created some profound inanitY
remember' present these new special 
abfliries only as suggestions, a/belr 
ones that work well in the Mega·City. 



Qloud;ng theJssue BYCHJ~/S ;::',"'=~=~'':.~I~~:;!1.-Ii BARLOW uh making It harder to defend bUI poten
tially harder to find (if in doubt, work on 

---------- the assumption that me party wiU succ«d 

G
in killing the monsters and 0VClt:0mi.ng the 

arim has found a sword capable of detecting elevator rooms. Hazaan the tnps, no matter how well you have p~ 
Plladin can deltCt evil. Sheena has a robe of e;ya. Thgethcr, they provide their tteted the treasure). 
pany with just some of the standard detection powers available to hard-pressed 
adventurers in the AD&D game. But for most GMs, these minor powers and 
trinkets can pose sudden surprises during the advrnture, when they will totally 
ruin an encounter. 

Unknowingly, most GMs aUow their 
players' cbaracten; to accumulate a few 
detect powers during tht: early parts of 
their careen. But as the list grtti longer, 
those same GMs ant their treth with 
frustration as the party reYea.i, its l'lUDlU· 
ous powers of deteCtion. An AD&D party 
could have nearly funy s!llDdard 'detects' -
excluding wish, anefacu. locale obiect, 
commune, eODuet b.ipcr plaDn and 
sevC:nl1 other possibte,!~':Ili. AB the list 
gets longer, the GM . he might jusl 
as well leave the treasure at the ent.taDCe to 
the dungeon. 

The problem - for those still unaware of it
is that every power of detection a party bas 
plaCCi limitatiOD5 on the GM in terms of 
running an exciting adve.nture. Invisible 
treasures, hidden entrances, disguised 
monsten: ~ all can be reYealed, often auto
matically. The challenge facing the players 
is, as a consequence, lessened. 

It is a difficult problem to anticipate. When 
designing an adventun: you rarely know 
what, or how many, dettcts a ~ will use 
from those available. MiojmislOl the elTecu 
of t~ detects, by ma1ciruI tricks and tnlps 
harder, for example, might be a dangerous 
course when the party doesn't have the ex
pected powers. An a1temativt is to keep the 
danaer level low, but to ha~ infurmatioo 
swamp the party and keql them occutl~ . 
Or, as a final choice, the dungeon deslgDe:r 
can include as many concepts and ideas as 
possible, so that the effect of having only a 
few detects is minimised - the PC might 
detect the invisible monster, but what about 
the sliding wall, the pit or the blade trap? 

Ultimately, howevu, the extent and the 
precise nature of. pany's ability to fore
see events will only become known wben 
the playen: announce their line op and the 
detect powoer3 t:akt:n along. Ruling that a 
player must announce when they are u.sing 
a particular detect I"llI'tly helps; players 
simplYfroduce a checklist and makt: a 
habn 0 running through it. 

With this in mind, the following idta5 are 
mrended for usc '00 the spur of the m0-
ment', though they can be used in the in
itiaJ design of an adventure and moat 
benefit from the e:xtnl care and arlcntion 
this in\"Olves. The s~ific examples con· 
cern AD&D, though the technique is com
mon to many games where skills or powcn: 
the players [0 'second guess' the adventure. 

If you have any difficulty justifying this to 
your pla~rs , the best line to take is thai if 
magic is as conunon in the AD&D uni
verse as It appears to be, people will know 
these detect abilities exist, and those who 
want to ~ somcthina hidden will take 
precautions against nosey MUs. Any haIf
way intelligent opponent who can come up 
with the evil and diabolical plan your 

advaltlm contains is perfectly capable of a 
few simpir defences . 

Simple Steps 
Sometimes, simple StepS can reduce the d 
fectivenrss of several detects, and such steps 
should Dot be overlooIcro. in pursuit of 
more exotic me8Suta. 

~ can usually be added to the des
cription of a room and used to hide - if 
only for a little while· whatever is present. 
After all, nothing can be more frustrating 
than a party which doesn't even visit a loc::l
tioo because they saw it through II crystaJ 
ball .... Upestries behind which monsters 
lurk, tB~ doors hidden beneath the carpet, 
secm doon behind wood panelling - all of 
these ate simple devices for concealing 
moDllte:rs. traps and treasure from those 
who don't makt: a physical search. U added 
interest is provided - a shimmering, silver), 
curtain, or a large mirror, hung from the 
ceiling - then what has been or might be 
det«ttd will sometimes be overlooked in a 
fruitless sean::h for the 'truth' behind the 
strange object. 
Floor coverings might hdp disguise the 
dope of a passage, or the floor could be 
made markedly uneven, with flights of 
stain and reverse slopes to confuse items 
that detect the faCt that the party is gett.inl!: 
a lona way uodeJKtOund. 
Walls can be made thick enoUfh to prevern 
:I-aay viIloD or telepathy, but if your 
adventure is set underground, try II more 
positift approach. Enforce the fact that 
maoy areas of the dungeon are unlit. What 
price having z-tay vision if the room on th'e 
other side of the wall is pitch black? Cer ... 
tainly, th~'s no need to allow characters 
with infravision or a running continual 
liabt to be able to extend that power 
through a wall. 
Darkness can be a great helper. lnclude 
areas of magical darkness, continual 
datbesa or - if a suitably high level MU hi 
around - a cwuio of blackness cast from a 
wud of conjuration to limit normal 
powmi, unless countered by magic from 
the ptU1y. Eyes of the eagle, a gem of see-· 
iDe or a robe of!.JeS will all be reduced in 
efftttiveness, making it harder for hidden 
or invisible objects to be found. 
A.sim.ilar option is the introduction of fog 
or a snow whiteout, reducing vision to 
short distances. Be sparing on the use of 
weather phenomena, since they are. power
ful devices, and players might unells rat if 
it is always the day of an eclipse when they 
SO OUt. When used, hCI'NnU, theY add a 
differmt feel to an advmttm ana.for this 
reason alone they are wonh using at least 
once. Siting the adventure on a moor or 
near a swamp are DtObably the easiest wayl! 
of achieving the efrect, but an everamokiDn 
bottle works eztremely weill Steam is a fur
ther alternative. 

The Blanket Approach 
The aim of this more subtle approach is to 
activate the detect(s) you wisb to nullify Bll 
the time. In simple form, detect evil or 
detect magic will be broadcasting incess
andy if large numben of minor nasties or 
magicks are scattered throughout the 
duoaeon. More deviously, an adventurer's 
lnJsty wand of pit detedioo constantly 
registers po5itive, and yet DO pits cat) be 
found in the room. How come? \l\!ll, 
maybe the pit activating the wand is only 
very,small; not exactly what the party is 
looking for. If every room bas such a pit. 
the party aren' t likely to be carcfu] enough 
when the first 10' pit with poisoned spika 
at the bottom appears. The wand will be of 
no assistance. Alternatively, lessen its credi
bility by makina the )l'hole floor of a room 
the pit! TIlls same technique will work iust 
as well with lmp5 and secret doors. 
A few points need to be considered when 
using this method, h~r. Imrisibility, for 
example. If you m.ake evetytbina invisible, 
you will either prevent the party frwn going 
00 with the acIvenuuc, or force them to use 
detect imriAib1c an the time. As a come
quentt, they will Stt the treaSure or tlu: 
monster yOu really .. isbed to hide. Instead, 
scatter a little iDVlSlDle dust around~ have it 
thrown into the wind or cast into a rain
cloud . You could even, if you wished, 
create a son of air cooditiooing system. A 
restrvoir of water, for eumple, upon which 
invisibility is cast. and which is all~ to 
evaporate and permeate the d~. If it 
CirculateS, or if the invisible objects are 
made mvl5ible again in &OtnC other way, the 
party Will only haw tht objects i!lI sight 
while their spelllsst!, and you might rule 
that Ill2gical items which all(J'W the user to 
see invis.ible objects at will would be 
negated if the objects were disappearing: 
again instantly. 
Detects which irrvolft living creatures or 
mental thouaht are more difficult to deal 
with in ~;;.;. In order nOt to change the 
dungeon ' . lcantly, care must be taken 
10 ensure that the cre&tuml introduced to 
mask ttrtain detec:ts do not themselves ptt
scnt additional dangers to the party. Ideal
ly, the creatures should be small (or otber
wise unintrusive), passive and potentially 
numerous (so that one or more in each of a 
dozen rooms would not be out of place). 
For example, larvae could be imprisoned 
within the home of an evil priest. The 
creatures, living in honeycombed walls, will 
successfully activate detect evil. Alter
natively, rats or other redenlS could be in
troduced, with tiny bu.mM"s throughout the 
dungeon. These: cretau.res need flOl 
necessarily be evil: a colony of undead 
mice, a hive of charmed bees, or just a 
swarm included only to confuse-ESP. 
In the right locations, non-violent ghosts -
phantoms and hauntings in particular - can 
be used in substmtial numbers to confuse 
detect IIndead . Several other creatures are 
suitable for use. 
Another conside[ll.tion. P3.1adins will feel 
particularly uneasy about the aura of evil, 



but when including measures 10 activate a 
detect all the ~, check what effect your 
change will have upon any special purpose 
swords present. You may wish to reconsider 
if your actions leave the fighters of the par
ty trying to demolish every wall in sight .... 

Hide and Seek 
Capitalising 00 the imprecise na~ of a 
detect - ita inability to give more than B 
general idea of whateVtr has been deta:kd 
or any specifx: information - is another ap
proach that can be very fruitful. 
Items whicb locate treas~ give the gener
al direction, so clever parties use triangula
tion to find the exact location. So why not 
introduce a lake or stream, and put the tre
asure on 8 moving barge? Elevator rooms, 
or creatures that carTY their treasure with 
them create the same eff«t, particularly 
where the treasure can undergo instan
taneous movement, through teieponation, 
dimension door or planar travel. If the PCs 
cannot see the creatures directly, their 
movement will caUK confusion. One: mo
ment, in a particular din:aion, magic, trea
su~ and good can be detected; the next, 
magic, treasure and evil. What's goin~ on? 
Actually, a demon is chuing a browrue, .. , 
The lack of complete information allows 
similarities to be exploited, especially when 
treasure is involved. A valuable gem could 
be hidden within a statue of gold. This will 
not prevent detect l ems and precious met· 
als fmm piclcing up the statue, but it could 
foil the discovery of the gem (Campaign 
Headline: long lost gem discovered in stat
ue sold on cheap by party of adve.nturers!). 
The used in the cas~ of a Leo-

chest could be 'disguised' 
as a somethitlg appropriate 

could then be placed in it, and it could be 
placed in tum inside a I.aIger container. 
Stacking is bound to confuse detect spells; 
a second pit could be bidden inside the 
ftrst, or an invisible object could be hidden 
behind or inside another invisible object. 

An Element of Risk 
If the party believes, or discovers, that the 
usc: of certain pl)\\US carries an element of 
risk.! they are unlikdy to be used repeated
ly. l.J'eatures wha;.e gaze attack can cause 
petrification are very useful for such pur
poses. An invisible medusa's bead, for ex
ample, left sitting on a shelf, or - if you 
want to give a warning first - a sign saying 
"beware of the basilisk" will make char
acters more cautious . A spiteful tr.Ip is to 
have illusionary script wntten in very small 
lettering, just waiting for someone wearing 
eyes of minute seeing .... 

Ge.oenilly, such tr.Ips are tied to one par
ticular detect. Once you have a suitable set, 
they can be used in virtually any situation. 

The Finishing Touch 
By adopting the above suggestions - or 
othenl.ike tbrnl - a GM can make the cir· 
cumstances of an adventure that much 
more difficult, thereby bringing the chal
lenge ahead more into line with the abilities 
of the adventu.ren. Such an approach gives 
the players more to think about - after all, 
you will only be telling thrnl that various 
detects have registered positive, not why. It 
also avoids having [0 rcson to desperate 
measures, such as telling adven~rs that 
their ~cal itrnlS have suddenly stopped 
functiomng, or that a band of orcs is 
demanding the hand over a particular 
magical item before they can pass. In fact , 

with a few finishing touches you can go a 
long way to alleviate any suspicion that you 
have introduced cenain aspects into the 
adventure to make the party work harder. 

Those tiny pits. for example. could be there 
as hidden storage places, something in 
which to drop small ~ when tlDWdcome 
visitors call. With a little treasure, a bidden 
key or a simple tr.Ip, the small pits sudden
ly have a 'life' and purpose of their own, 
disguising the fact that they are thm to 
confuse items which dekCt pits .... 

The medusa's head could be wearing a 
piece of jewdlery, the mouse holes might 
contain small scavenged coins or rings, an 
MU rnlploying an exotic air-conditioning 
system might have asthma and a valuable 
set of paintings to {)rotect. NothinR:, as a 
general nile, will dlspe.i suspicion like trea
SW'C. Even if the amounts involved are tiny, 
the pany will cOme to the conclusion that it 
is because of a particular detect that the'ad
ditional' treasure has been fouod. 

Like Argus, the mythical creature who pos. 
sessed a hundred eyes, fifty of which were 
always open. some panics can be very diffi
cult to surprise. Argus was lulled to sleep 
by the: musk of a Oute and beheaded. The 
ideas in this anicle could have almost as 
dramatic an effect, but the more likely OUt
come is that the GM will be: able to negate 
some of the detection powers a pany might 
have in a more satisfactory manner than 
declaring that the wand no longer works. 
It 's reasonable to ~t that charged items 
ougth to run out a little more quickly thaD 
normal anyway, since PCs will be firing off 
their wands much more often trying to 
make sense of your machinations .... 
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Organised Crime for 
20th Century RPGs 

by Graeme Davis 
The 'pulp' Lileratuft: of tbe '20s and '30s 
ctploited just about ~ry setting (or its 
two-rlSted heroes. The 19'205 saw a 
golden age of organised crime in Ihe 
USA as a result of Prohibition, and 
sinisler criminal organisations were 21 
work in all parts of the world. Organised 
crime can be used to provide a number 
of chalicoges in any setting. 

This artide gives some basic guidelines 
for fhe referee of:l 20th century RPG 
wishing to devdop :I crintinal org:l.OiS:l· 
lion. It is mainly addressed to games set 
in the Hrst half of the century, such 25 
Daredevils, Justice Inc, Call of Ctbulbll 
and Indiana jmJes, but it does not de
~nd on any parCicubr SCI of rules, and 
it can easily be used in a more modem 
setting. With a little :adapr:uioD, II could 
evcn be used in 20 SF or boasy RPG, 

Personnel 
The first step is to generate some num
ben for your gang. For completely ran
dom generation any figure between 20 
and 200 is reasonable. This can be 
generated in a number of ways - 2dlO x 
to or 2dlO x IdlO are two possibiUties. 

The resuh of this initill1 rolJ is the gang's 
basic rank-and-Jile strength (RP) . Other 
characters will appear as follows: 

For every 10 RtF, there will be one 
Minor Heavy (MIH) 
For every 25 RtF, there will be one 
Major Heavy (MaH) 
For every 50 KIF, there will be one 
Minor Boss (MiB) 
If there are 100 or more RiF, tbere 
will be onC' Major Boss (MaB) 

Rank-and·File 
These are simply thugs, with no real 
talents excepr brawling and limited 
weapon profJciency. They should be 2S 
tough as 2 beginning-level ch2ncter; 
slightly tougher than the avengC' 'innoc
ent b~t:lnder' NPC. Most will h2ve a 
'day job', poSSibly in a concern run by 
the gang; they an: not 'professionll1 ' 
gangster5. 

MlnorHeavy 
This is thC' lowest gnde of professional. 
They will be slighuy tougher tban 
begining-Ievel characters, and m2y lead :I 
small group of RiF, or be used as 
'(righteners'. 

MajorHuvy 
ThesC' are the junior officers of the 
organisation , career criminals with a 
range of skills to match . They arc 
equiV2lem to intermediate-level 
characters in most respects . 

Minor Boss 
These ch2racters control criminals in 
their employ as a sC'mi-autonomous 
gang, although there is a good chance 
that they will have been appointed by a 
higher authority. A minor boss will be 
equiVlllent to -an intermedi-ate level PC 
with somC' administrative, tactical and 
organisational skiUs. Each minor boss 
will h:l\'e 1-3 major heavies as body
guards. 

Major Boss 
This character is the Godfa!ber or Little 
Caesar of the organisation. Unless the 
organisation spans a vast area, the m2jor 
boss will be" the higheSt authority. The 
major boss wiH be an cxperienced 
character whose skills concentntC': 00 
organisation, str.uegy and guile. Weapon 
skills may be high, but are sddom nC'ed
ed, Each major boss has a body-guard of 
1-6 major heavies. 

Weapons 
USA 
M: assortment of clubs, baseball 

bats, saps, brass knuckles and knivc.s. 
Firearm.~ will be very rare, limited 10 
pistol and shotgun. 

MIH: knlves, saps. brass knuckles; 
firearms a little more common. 

MaD: as above; pistol more common 
(75-80%) - SMG 00 special occasions. 

MlB) always pistol , probably knife 
MAD) as ~ll; rely mainly on bodyguards. 

Europe 
Fire2rms - C(cept shotgun - less com
mon. Many shotguns will be sawn-off, 
with reduced range but wider spread. 

Far East 
Knives much more common; R1F and 
MiH may also use c1eave~ and machete
rype knives. Some may be skilled in one 
or more m:.trt.ial arts. Only higher ranks 
have fire2rms - almost always piS1015. 

Middle East &. N Africa 
Knife is most common weapon, gaJ'Otte 
also widely used. Firearms are extremely 
rare, mainJy pistols, with the occasional 
antiquated rifle. Swords might be used. 

CarlbbeanJS Amerlca/W Africa 
Cleavers and machetes will be the most 
common weapon. Boss ranks win pro
bably have piStols. 

Skills 
The ncxt Step is to determine sklJls. 
Skills 'fable I gives !be basic chance of 
each rank possessing some skill. In most 
cases, it won't be necessary to roll fo r 
evC'ry RtF !bug, but they are included in 
case the referee wants 10 generate an 'or
dinary ' gangster in detail. Where th C' 
pcrcC'nuge is followed by a number in 
brackets, the dice should be roUed the 
indicated number of times, e2ch success 
giving the character one skill. 

Skills Table I 
Rank Basic Specialist 

Skill Skill 
RIP 5% 
MiH 20 % (I-3~ 5 % 

"'" 65% (1-4 10% 
MI8 60% (1-4) 50 % (1-2) 
M,B 60% (1-4) 70% (1-2) 

EX2..Dlple: a m..a.jor heavy can have }·4 
basic skills. The referee rolls a d4 and 
gets a result of2, indicating that 2 
percentile rolls should be made. The 
first roll Is 07, and the secQlld is 35 -
botb successes. The cbaracter bas two 
basic skills. He also bas a /0% cbance 
Of bavillg olle specialist skill, but tbe 
tile roll is 57 - failure. 
Skills 1!Ibk II gives some sample skills. 

Skllls T.lble II 
Basic Skills 
Pick Pocket 

Pick Lock 
Shadowing/Persuit 
Gambling 
Stulth 
Interrogation 

Specl.a.lisC Skllls 
BrewinglDlstilation 
(USA only) 
Forgery 
Safecncking 
Eli te Driving 
L,w 
Accounts 
Run Ibcket (see 
Rackets below) 

This list of skills is given as an example -
referees should compile a list ap
propriate to their game, U it is necessary 
10 generate a skill level Or score, this can 
be done according to the rules in ques
tion , bearing in mind the chaC2Cter's 
rank and experience. 

Leadership and 
Organisation 
Any gang will have leaders, normally far 
removed from its ground-levC'1 activities 
and difficult for outsiders to identify. A 
whole campaign might revolve around a 
group of player characters trying to in
filtrate a gang and identify its leadership; 
in ' re21 ·life· this can uke years of patient 
and careful undercover work. 

Rackets 
Here are some notes on some or the 
more popular rackC'ts. 

Bootlegging 
The manufacture and distribution of 
alcobol by ~nyone not authorised to do 
so. In the period January 16th 1920 -
December 5th 1933, all alcohol was il
legalln the USA, and bootlegging was 
one of the biggest activitlC's of organised 
crime. A whole system of under-
ground breweries, distilleries and drink
Ing houses sprang up. 

Bootlegging can be divided into three 
distinCt functions - manufacture, 

transport and distribution . Manufacture 
requires spedillsts and equipment . 



Alcohol could also be oblalne:d by smug
gUng (qlJ) or by stc=aling conflscatc=d 
alcohol from ~ government 
wan:housc=s whe:rc= it was kept. Transpor
ting bootkg alcohol could p~nt pro
ble:ms - this was when the: produce: was 
at 115 most vulne:rable: to law e:nforce:
me:nt orgmlsations and rival gangs. 
Bootleg liquor was ge:nerally lransported 
at night in convoys of lorries, each lorry 
carrying two 2J1I1e:d guards In addition 
10 the: drlve:r - one: in the cab and one: in 
with the produce. 

Salc of bootkg alcohol look place 
through underground drlnkJng housc=s 
ca11e:d speakeasies. These wue al secret 
locations, and potential custOmers had to 
know a password or be intrOduccd by a 
lrustro rquiar. Some: spttk:c=asles -
especially in HoUywood gangste:r films · 
had elaborale prc=cautions for hiding 
thdr drink and putting on an innoccm 
front in the eve:nt of a raid. 

Gambling 
Wherc= gambling is not illegal, it is under 
S!rict governmem control and he:avlly 
taxe:d. Many criminal organisations will 
be involvc=d in gambling, some: running 
apparently le:gitimate: casinos. 

With most gamell, the house: makes a 
steady profit , and a le:gitimale casino can 
make a comfonablc incomc for Its 
owner. Profits will, of coutsc=, be incrc=as· 
e:d j( raxes are withhe:ld - this Is normally 
done: by falsifying the accounts, and rc=
quJrc=s at least one person with an ac· 
counlacy skJU. In addition, games can be 
rigged , but this was done: only rarc=ly 
outSide: Hollywood. In the: USA , man}' 
casinos we:rc= combined with speakeasics. 

Org:tnised crimc can makc monc=y on II· 
kgaJ loueries (the numbers game) and 
on horsc=-raccs and o!ber sporting C\'mu. 
Th.is is a lower-level operal.ion, but re
quirts at least one skille:d character. Oc· 
casionall)'. organised crime: may attcmpt 
to ' Ox' a sporting evem by bribing, 
threatcning or otherwise influe:ndng the 
favourite:. 

Protection 
The gang demand5 paymeflls from people 
and businesses in its territory, and those 
who refuse or bil to pay 5uffer a seria of 
'acclde.n15'. Th~ fust few 'acdd~nts ' are 
birly minor warnings, but they can 
develop Into destruction of propeny, and 
even murder. Sometimes prol~Cllon rackets 
u5e Insuranc~ and mutual aid soci~ties a5 
cover. The pfO(~ction rack~t requires no 
skilled personn~l. 

Loansharking 
This slmplc= racket rc=quires no speciaillil 
personnel. Basically. !be organisation 
le.nds money at very high rates of Imerest 
to desperate: pct)plc= who cannot g~t a 
loan elsewhere · people with hovy 
gambling dcb15, for example, or small 
businessmen al«ady mongagw to !be 
hilt. If a customer fails to meet a repay· 
me:m , the interest rate can jump sharply, 
and furthe:r failure to pay can result in 
violence to thc debtor or slezute of 
property. 

Smuggling 
Obviously, the highe:r the duty on an 1m. 
ported item , tbe more money thue is to 
be made smuggling it. Wina and spirits 
are tradiona! smugglcrs's bn:. as are 
hlgh-quality watches, precious stones 
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Ringquest 
Play By Mail Games 
A ComDutfr Mod.,.. .t.d fRP (or
SO wild & imaginative Play .. rs . 
THE QUEST PARTY : 
You d(>siq" Charad.rs who w1ll 
int.,. .. ct wlth laOs of othfrs in 
pursuing th.k Quest . Thf'y fitl!' 
moloic . st • • 1, Ii, and d.bauch,) 

trail of cunning & deef H to gain th,;,.. 
goal. Th.,. ... 1000 ord.,. /spuchs to 
choon (rom & NPCs by the gross!! 

THE RINGIiORlO : 
, 000 locations : wild.r n.s:s , cutl. s , 
cavtrns I v111 agfS I tavtrns I t.mplt'S . 
m.ark. ts . li1kfs . islands . mountains. 
rivtrs , chasms, mints & much mor,' 
Ringquest - pluS e Spert't OUtsts? 

Pl •••••• nd the 20 P.O. Rul.book fREE to my 
Australian address ; a/seas A$3 or US$3. 
N.m. : ................ ........................ ... .... .... ... ... . IIDR 
Addr ... : ..................................... .... .. ................. . 

PBM G.m., PO Box B3 Mt Eliza Au.trali. 3930 

'crI:rmplr of ~aml'S 1Lonbon 
anb tbl' ~omr C/tollntirs 

1IISURE 'AMES 
AT 

91 BALLARDS LANE 
FINCHLEY, N3 
01-3462327 

(Just 3 minutes wa", from FINCH LEY CENTRAL UNDERGROUND) 

OPEN 6 DAYS A WEEK 9.30am·6.00pm (SAT -S.30pml 

FULl RANGES OF: AVALON HiLl, BEAST, CITADEL, 
COLUMBIA, FGU, GRENADIER, GDW, JUDGE'S GUILD, 
MA YFAIR, PACESEITER, PRINCE AUGUST, SLEUTH, 

STANDARD, TSR, TORCHLIGHT, VICTORY, 
- and much, much more - TRY US / I 

We can now offer mail order - send SAE for details 

Please mention White Dwarlwhen replving to advertisemenlS 



;md jeweUery. Smuggling is the only way 
to bring Illegal subsr2nces, such as drugs, 
into a country, 

Small ObjectS C1n be curied by in
dividuals, bur ror larger or more regular 
cargoes the co-oper:ation or a ship or air
trotfl owner Is essential. The craft might 
be specially modified to hide contra
b:trld, An organisation could run a 
legitimate shipping line as a cover for a 
regular smuggling operntlon. 

Drugs 
In China and South-East Asb. drugs like 
opium were as important as alcohol WlI.S 

in the USA. Cocaine wa~ a product of 
South America and may hal'e been 
transported through the Caribbean, 
2lthough 11 w:l$ not sucb a major oper.1-
tioo as It has become in lhe 19805. 

Distribution gener:l11y takes place at 
'street level ' by a number of independaot 
dealers, Most de:a.l.ers were addicts 
themselves, so that the organisation 
could mainuln control onr lhem by 
threatening to cut off their supply; the 
gangsters were tOO sman to use drugs 
themselves. As with alcohol, production 
requires spedalist personnel. 

Vice 
Not lust a major source of income, vict' can 
be used to payoff COrrupt offici:tls and 
blllckma.ll Others A popular plot in 20s and 
30s 'pulps' was the 'white slave u'!I.de', by 
which young European and American 
womt'n We're kidn2ppcd 2nd tl'lln5poned 
Ol'erseas - generall)' 10 the Far East - 10 a 
fine worse than ddth In dockside bars. 

lmltations 
A cheap watch Clm be sold at immense 
profit if it has 'Rolex Waterproof In
scribed 00 [be back, and a bottle of 
home-brewed rotgut becomes e.'Cpensi\lC' 
liquor If Thc label says 'Johnnie Walker ', 
This pr.i.ctlCe is most common outside 
the USA and Europe, where the ' real 
thing' is 100 readily obt:lin.:.able for com
fort , but is not unknown ('\o-en there. 

Legitimate Companies 
As well 2.S pro\' idlng frootS for other 2C
tivities, thc 2.CCOUOIS of these businesses 
can be used for ' laundering money ' -
diSguising the source of iU-golten gains 
and making mcOl look: like legitimate 
profit. This process requires a chancter 
with :trI accounting sKiU, and C:trl only 
be detected by ;mother skilled character. 

Where a bllsint'ss is owned by criminals, 
Its competitors may find themselves forc
ed out of busincss by various mtlDS, 

Amt'rican gangsters inftltrated the unions 
with the aim of forcing large corpora
tion.~ to do business ooly with com
p:mies they owned. 

Others 
A criminal organisation will exploit any 
opportunity clrcumst:aces m.ay offer, In 
politically unst2bic areas, there may be 
money in gunrunning. If possible, they 
will take money from born sides. In the 
early 20th century, people from all pans 
of the world wanted to get 1010 the USA , 
so that there was a lot of money to 'be 
made on forged immigrAtion papcrs and 
immigrant smuggHng, 

Essentially, the referee should look 21 tbe 
environmcnt within which the organisa
tion operates, and determine how best II 
can be exploited, 

Agents and Associates 
No gang is an island, and fro m, time to 
time all will have dealings with outside 
bodies of one kind or another. Here :are a 
few of the more common types. 

Specialists 
A gang will hire specialists for importam 
one-off iobs. Tbe mosl popul:ar special..ist 
In modero-day g2ng.~ter fiction is the hir 
man - a highly-skilled assasin who 
cbarges a bigh price bot guaranll:t's suc
cess. In tbe 20s and 30s, gangsters 
genenlly took ~re of their own 
assassinations, but it would bt- possible 
to use:l specialiSt assassin as an :uch
villain in a ' pulps' RPG scen;ario, In ex
otic st'ttings, ch2racte~ Ukc Ninja or 
Thuggee could filllhis role admirably. 

Forgers are among the most useful 
specialists in daY-lo-d2Y ope.r.ations. Forg
ing banknotes is :l l:tborious and of len 
risky business - forged Shipping 
documents and whisky labt-ls are easier 
and often more profiuble. 
Accountants and lawyers are ':lIsa very 
useful to criminal.. organisatIoos. They 
will normally be employed by an 
organi!i2lion-run business, where thcir 
skills can be called uPQn when needed. 

Skills such as sa!ecr.acking, confidence 
trickt'ry and butglary are nOl general.ly 
on the list, since most largc-scal..e 
organisations prefer 10 make their money 
SIc2dily and quietly. Large and spec
tacular crimes like bank robbery ate 
gener:tlly carried out by small indepen
dent gangs, and criminal.. organisatiOns 
generally rcsc:ot the disturbance they 
cause as much as the authori.ties. 

Contacts 
Criminal organisations in different areas 
nuy have friendly relations with one 
another, and may do business together. 
This means W2t a fugitive from a gang 
may not escape their displeasure Simply 
by leaving their territory, and it also 
makes smuggling operations casie!: On 
ra.re OCC:l5ions, a oumbt-r of organisa
lions might band together to form a na-
1I0nwide syndlcau; contrQlling al..1 
o rganised crime over a large area. 

The EstabUshment 
Any organisation of an}' size wUl ha\'e 
establishment contactS of one kind or 
another. Police officers or other officials 
can be kept loyal to the organisation by 
corruption o r blackmail. Larger organisa
tions will have conuets at higher levels, 
and leaders will be active in loc21 
POLilics, sponsoring C2l1dJdates and so 
on, Establishment contacts are used to 
minimise official interferencc with dar 
to-day business, and Initially at least , 
they are required ooly 10 rum a blind 
cye, Later, when Ibe organisation Is more 
ceroin that it can command their loyalty 
by one means o r anothe.r, larger 'favours' 
may bC' .:asked. 

A Sample Organisation 
1 have sct this example in the docldand5 
area of Singapore, an area of 
predominantIy Chinese and Maby 
population under British colonial 
government . I have 21ready dcdded that 
the gang is Chinese-run :trId based round 
one or two dockland businesses, 
Roiling 2dlO for basic numbers, I get a 

result of 9, giving me 90 r.ank~:md-me 
gang members. In tum, Ihis mean~ the.re: 
are minor heavlcs, 3 m.:ajor heavies and 
onC' minor boss. 

Most personncJ will be armed with 
knives, and some will use cleavers or 
machetes, I decide the higher ranks arc 
skilled io mania.! artS, and given the 
gang's Chincse baCkground, It Is 
reasonable to ex-pect 10% of tbe rank· 
and-file to be martial artists as well. The 
major heavies and the boss aU carry 
pistols, and the boss nearly always keeps 
two of the major heavies with him as 
bodyguards, Full NPC profiles arc then 
generated for the 14 higher rank 
characters according to the game system 
being used. 

The next step is to define thc g:lng's ter
ritory. As a rule of thumb, a g:mg can 
control one city block for every two o r 
three rank-and-file, so the gang's ter
ritory extends for somc 30-40 blocks of 
the dock area. I trace o ut:.l suitable 2tea 
on my camp:;algn map, beuing In mind 
th2t the sites of most of their activities 
will be towards the mIddlt' of their 
territory. 

Nat I look at rackets. Since the scenario 
I'm plannin~ has 10 do with smuggled 
goods - that s why I set the gang in the 
docks in the fil'5t place - thai will be 
their main coneern_ They wUi also be in
volved in the twO 'bread and butter' 
t2ckets o f protection ':Od loansharking. I 
decide that they wJlJ not demand protec
tion money from ChinCK: in their ter
ritory, and thaI rAtes of Interest will be 
doubled on 10:lnS to M:t1ays. In this Wlly. 
thc gang will be popular with the 
Chinese population , add g:lmbling thaI 
to the list of r:ackets. This will mostly be 
on back-room ganles of m.:ab-jong, 
aJthough they will also t:ake bets on tbe 
British-run horse racing every season, as 
well as boxing o r martial :J.nS boUIS, 
cockfights and fish fights (the SiamCK: 
Fighting Flsb has made 2nd lost many 
fortunes in SOuth-East Asia). Finally, the 
gang wUl have control of one or two 
opium dens, as well as dockside bars :md 
ho uses of ill repute. The functions of all 
three might well bt- covered by one or 
two buildings. These are placcd on the 
campaign map, along with any legitimatc 
businesses, which I decide will consist 
of a small shipping and export company. 
This will be the g:mg's headquaners, run 
by tbe boss in person . 

Finally, I look at conracts and associates. 
Sinct' the leader is only a minor boss, he 
might be working for 2 higher-level bou 
somewhere in the city's commercia.! and 
political circles, in which case the g:tng 
will have more or lcss friendly relations 
with others operating In other patts of 
Singapore. The d ocklands :area 
will bt- :;a f:;a1rly lawless disuict , and 

police p2trOis will be Infrequent :md 
uninquisitivc. Occasion21 payoffil to, say, 
twO sargeants and one inspector should 
be enough for most everyday purposes. 
The distant high-level boss, of course, 
will baye his own web of conucts and 
corruption, reaching intO the highest 
commemal and politicaJ drcIes, 

Now that we have the basic profile of 
the gang, I can fill in the nect'Ssary game 
5tatistiC~, fmlsh designing the initial 
scenario (;md in tht' meantime I've had 
ideas for two or three others), and Just 
:;add the players! 
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1/10 taw Officer .. pistol 
1(1] l.ow Officer" Kiot Gun 
1M !,nll' Officer !,In Pilt"l ni\(e 3np 
107& Plltrol Bike only lSI' 
t()3 AdvcllllU'er' Pistol 
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IDS Hero" Sword &: Pistol 
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1 h7 Thug. Club 
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109 Thug' Pistol 
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llQaCiv!l An wlIlklng! 
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II~ o\dvenlufllr. Grenade 

L/luneher 
116 I,ll ..... OHker In RIot 

Gellr 
II? 1,0 '" Officer Dog IIlInd-

[el' t Gr~l\6de Lalloeher 

I [a GUlird 00., 
19 l.{Iw Orncer Cre ..... munl 

G"nnCT fS\fHldlngl 
[1:11 Law Officer Crewllldu/ 

Cunner (~iltjllR:) 
11:1 AdveMtufer in-Me5h 

ArmOllf 
1:1: Adventurer't Supp(lrt 

Holter 
123 Sentinel Law Otfieer 
I'H Pemuie Law Officer 

lITA RSIDP CREWS 

1:00 Sl8rship Cre ... mlln 
201 'Ierl.'h/lnl 
202 Spa(le &ovt 
2U3 Spacesuited fi\t'Ure 
2M SlfIrship Orricer 
205 !!I?Bcesuited rigure 

Pislol 
3M SpIj('egliited figure· 

L/!$er nifle 
207 Jelbike 6: Rider \'"'\ 
2.078 J(!toike onlv 2~p 

\MPI;IUAL 'fROOPEJtS 

Jilil \~Ith IlQIl Rine 
30\ With Hellv)' Bolt Rifle 
3\)2 BlnCk GlIllrd TrOOpl'r 
~(l3 Bltll.'k Ollllrd Urnl.'er 
3(14 OfffCflr 
3U5 Sell!Or Orrker 
31lE witn Grenllde Ltlunct>er 
1\i7 with ConverSion Heam 

I'rojector 
~+18 WIth Rapid I'ire Bell! Gun 
JtlW In I'ower Armour (I ~[JI 
Jill In Drelldnought i\rnlQUr 

1'"'1 3 \ I Assault DroiO 2~p 
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Rh"'DEMPTIONISTS 

400 wilh I~~~T SwoM ~ 
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5n Oriental Uarbarillfl 
Se VikinR Barbarian , A~e 
5d In Scale Armour + i\~e 
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111 in Scllie '\rmour • Sword 
SI,IM t; MONSTERS Up e~. 
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~K£I. F.TONS 45p ell. 

I h in Chail1nillil • Sword 
lib tloO<Jed Skeleton 
11 C' with Seimitllr 
II d with I)Ilf:li!e r 
lIe DtewiolfSwort1, 

MONSTER SET 1 Up C8. 

12ft 09PJ)eljiAnjfer 
Ub Glen l FrDjt 
!2e G~rgovle 
12d 11orpv' 
12e M!!du~a 

UNDEAD 

13~ !.iche 
Db Ghost 
13<." Ghoul 
IJd Zomb,e 

~Sp !!II . 

13e Grave llellst 
GO m ,INS 45p ell. 
1<48 Chieft&ln' Maee 
14b lI'arrior' Spiked Moee 
141.' WArrior + spellr 
I ~d Slinjfer 
14e WlIrrior" Sword 
C IIA OS PIG IITRRS 4Sp e.tI 

!Su &!wman 
!5b FIInAtle~ lIorne(.\ Heinl, 
[SI.' in P!ate' LOrjl;e AKe 
!Sd with Scull {'tub 
[Se In Chalnmall+Scimlt~r 

FEMALE PRIESTS 4Sp ca. 
1611 f'ril'lltess' (; 1'0-'<5 
16b In Plale wi th Mace 
ISe with Starf 
16d Pries tl-'SIi 1I'0rshippi~g 
161.' wllh Bal!; of lIero, 

PRM"LR MAGIC IlSERS 
1;0 !\(1rt:er ..... s with Book 
17b W!eked Wl leh 
11e Naked Sclreeress with 

Snpke Fpmill~r 
17d Evil Sorceress5 
17e GQoOd Sorceress 

wa yln!!" wand, 

I1 ALFLI.NGS 35p ea. 
I aa wi t h Sword & SlIleld 
18b with Stinl': 
18e Female ThIer 
18d PuiUnll" 1,lIrge Sword 
UJe with Bow 

PALAI)INS 45p ea. 

NRW ADDITIONS TO OUR 

2h C hesllCIDSed) 
2 I b Chest oooni 
21e Slrong Ilo~ closed) 
nd Pile DT wellf'OlIS 
2le Pile Df Tr~Bsure 

DUNGEON F.QU I I'MF..HT 
35p CII. 

221! II' ishihK Well 
27b ~Ioor Gr lU (2) 
22c Stone TriP Door (2) 
22d PiliI' of \ Doden TrllP 

Doo~ 

MON~rF.R SlIT 1: 4~pell_ 

23u Were II'olr 
230 Mummy 
2lc rrllnkr~stlens Monster 
23(] II1ftle vampi re 
23(' hmale Vampire 

C IIAOS FIGIITRJtS 2 45pe. 
24a In Scale Armour .. 

2 Handed Sword 
24b il'l C hainm811 , 

~Iorning Star 
240 g~~tr~~lJg,.{'!;r • 
24(J Northern Fighte r · 

2 lIended Sword 
Z4e i~ ~III!l ~ $8wlooth 

N~tl:in8tll. 

ftIGlITP.RS 2 45p ea. 

'" 
'" ", 
'" ,,, 
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Sword'" Shield 
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NOble Hghter • 
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ROLEPLAYING FOR EVERYONE 
Pete Tamlyn looks at the future of roleplaying games 

Despite tbe vast expansion in the field 
over the last decade, roleplaying games are 
still very much a minority hobby. This has 
:I number of unfonunate consequences for 
players. 1b st2rt with, games are very ex
pensive; if many more copies of games 
were sold, economies of scale would bring 
the price down. Associated with this is a 
danger to the games companies. In times 
of economic hardship they may well go 
bankrupt if they can't sell enough games 
at a high enough price. 

Games can be difficult (0 come by - in
stead of going into your 10caJ W H Smiths 
or Boots as you might for :I computer 
game. you bave to rely on specialist shops. 
In addit ion it can be quite hard to find 
fellow players. Finally, even when you have 
games and people to play them with , you 
are subject to a 101 of misundentanding 
from the general public. This ranges from 
simple ridicule from schoolfriends to the 
att2cks of fanatical groups like the Moral 
Majority. If more people were familiar with 
roleplaying the M M and its allies wouldn't 
be able to get away with such whopping 
lies. 

So what do we do about this? Well 
there are some advantages to being a smaJl, 
c1ose·knit hobby and doubtless many peo
ple like it this way, but if we do want to 
make roleplaying more popular, we have 
to find ways of getting more people to play 
the games. That's a glib, simplistic answer. 
The real question is, how? 

Better publicity would be a good start. 
There is a tbeory that all publicity is good 
publidty and to a certain extent that is true. 
11 is better for sales to get bad press than 
none at all, but good press is still better 
than bad. Having magazines like this on the 

sW1ds of the big newsagent chains regular
ly is helpful in this respect, especially as 
we are in comrol of what is said in them. 
However, such maga.z.i.nes ue, to a great ex
tent, only ca.p2ble of preaching to the con
vened. Imagine magazine did try running 
a feature for new o r potemial players (the 
infamous Nick Novice cartoon) but this 
proved completely unsuccessful. An out
sider picking up a roleplaying m2gazine in 
a shop will probably have great difficulty 
undersranding what it is aJl about, and is 
bardly likely to be converted to our cause. 

How about exposure in the mass medi2, 
then? There have been quite a few news
paper articles about Steve Jackson and Ian 
Livingstone, but normall y these focus on 
bow successful they have been and how 
many Por.;ches they have, I1lther than on 
the games. This is partly because journalists 
like writing about people with lots of 
Por.;ches, and partly because they don't 
undersW1d tbe games well enough to write 
about them (or at least fmd it too much ef
fort to try). The only other newspaper 
coverage we. get is when tbe Ialesl fanatic 
att2ck happens. Tbere arc few things 
newspapers like better than Satanism 
Stories, and wben they get one they are not 
interested in whether it is true or not . 

So, newspapers are out. Explaining an 
obscure new game form does not make 
good copy and they are mainly interested 
in sensation. Perhaps we will have more 
luck with lV. A few ye:us ago a BBC resear
cher for the arts programme, Arena, was 
sniffing around the hobby, but it turned o ut 
that he was only interested in poking fun 
at us and, when roleplaying turned out to 
be less crazy than he'd expected, be soon 
lost interest. 

More recc=ntly a game of AD&D was 
featured in an episode of BBe2's Theker's 
Luck. Again this did more harm t1un good, 
the rokplayers being presented as boring, 
overly-serious and obsessed with the 
minutiae of the V':I..'it rulebooks. OK, 50 this 
is a very accur:tte portrayal of some AD&D 
players, but it is nol the sort of thing that 
mues converts. UnforlUoately, it is very 
much the image that many people have of 
roJeplayers as a whole, and we an:: unlike
ly to get any betlcr treatment until we 
change our image. More of that later, but 
in the meantime what can we do to belp 
newcomers who h:l.ve decided to t2kc the 
plunge :rnd explore the hobby? 

As I mentioned above, roleplaying 
magazines can seen p[,(:lty incomprehen
sible: 10 an o utsider, but often they ue the 
very pinn:l.cle of clarity compared (0 game 
rulebooks. G2mes are still being produced 
with rulcbooks that look like a cross bet
ween a maths textbook and a legal con
tract. They should be Simple, concise:, 
friendly, and readable. 

Some progress is being made. TSR's 
latest games have been commendably sim
ple; unfortunately it seems like this may 
have been man: a result of cost<utting than 
good design as they don't work that well , 
and one, the Conan roleplaying game, is 
absolutely riddled with errors. 

In contrast Mayfair 's DC Heroes game 
is a model of ekgant design. The company 
pm a lot of effort into helping players get 
into the game by providing worked ex
amples of play and introductory scenarios. 
Alas, this was all spoilt by the fact th:n the 
designers wen: mon: interested in the rules 
than the game, with the result that it all 
sounded very sterile. 1n f.tct game designer.; 
are often a great problem, as they usually 
try to provide rules to cover everything 
when they should be giving guidelines for 
GMs to work things o ut for themselves. 
Having spent a lot of time creating a game, 
the designers find it very difficulr to accept 
that, quite often , the GM will need to 
throwaway the rules and improvise. 

One of the attempts at making roleplay
ing more accessible has been the introduc
tion of the book-format game. This began 
with theJackson-L!vingstone Figbtlng Pan
tasy books, which are rC2lly more pu:i'~les 
than roleplaying, and has now blossomed 
into Corgi's Dragon Warriors, a complete 
role-playing game published as three paper
back books. The book format has a lot of 
advant2ges. 1b SWt with , publishers like 
Puffin and Corgi already have a good rela
tionship with the high stre~ stores. The 
fact that the books are easler to find means 
higher sales aJmost automatically. Books 
can abo get away with a somewhat more 
simple (read cheaper) appearance than 
mditionaJ game rulcbooks. So far so good? 
Well, maybe. 

To start with, as I said above, Fighting 
Fantasy books are hardly roleplaying. Many 
of the people who buy them are toO young 
to sit down with something as complex as 
AD&D and make a satisfying game of it, 



2Ild many FF fans actually don't like the ex
tra effort required for real roleplaying, 

Something like Dngon Warriors may 
provide a useful bridge between FF and 
roleplaying if it is simple enough, though 
it is more difficult to make something look 
simpk in a book because of the smaller size 
of the page. Overa.J.l , however, all FF and 
OW are doing is !pining better penetration 
of existing market, ie, people who like (fair
ly complicated) fanwy games, They are 
not (yet) opening up any significant new 
markets. 

What it boils down to is a question of 
image. Roleplaying and fanwy are, at pre
sent, inextricably linked in the minds of the 
generaJ public. It is also genera.J.ly believed 
that roleplaying involves very complex 
rules, takes ages to play and even longer to 
master. Contt"OlSt th:n with a real best-selling 
game like Trivial Pursuit. We need to show 
that roleplaying is a general tool which can 
be applied to other fields , and find new, 
large markets :lssociated with those fields. 

Let us go back to books for the mo
ment. Fighting Fant:l.Sy books often appear 
on the same shelves as SF and fanwy 
Iitenrure because it is assumed dut lbe two 
:lppeal to the same audience. But do they? 
What percenuge of Tolkien fans :lctually 
play D&D? Indeed, what percenuge of FF 
pl:lyers gnduate to roleplaying? The ques
tion hen:. is, do fanusy readers acmally 
want an imenctive story, or are they hap
py to be entertained by the writer? 

I believe this to be a very imporum 
point , and to be principal reason why TSR's 
HeartQuest and similar Mill & Boon style 
gamebooks hal'e been such a flop. In fan
tasy, and even more SO in romantic fiction , 
you know what is going ro happen next. 
II the hero or heroine acted sensibly instead 
of honourably, or m:lnaged to see through 
the mlsundersundings that abound in the 
plot, nothing would happen. Trying to 
make a game that appeals to the readers of 
such books is thus quite difficult. SF and 
Thrillers are also not so suiuble because 
they often rely on last-minute plot twists 
th:lt only the :luthor could have forseen 
and therefore couldn't be worked out by 
a game player. What we are looking for is 
a fictional genre. in which the readers ac
tually get involved and try to work things 
out for themselves. 

Correct , you've gOt it in one, detective 
novels. And just look wh:lt turned up at this 
year's 'nry Fair. 

Toy F:lir, by the wa.y, is an excellent 
pl:lce to look for trends th:lt :Ire going to 
succeed. Unlike Games Day, which ap
peals only to the specialist market , Toy 
Fairs are for mass reuilers. At them you 'U 
find both the buyers for the big cMin stores 
and t.he owners of small newsagents who 
bave a small stock of toys. This year 's Fair 
was pretty dull , and the one thing that did 
stand out was detective games. 

Waddington's Cluedo is being expand
ed and re-I:lunched and that will doubtless 
be a big hit over Christmas, but what 
C:lught my eye were a couple of sm:lll 
roleplaying comp:mies. The products they 
had on show were Gumshoe and two dif
ferent Murder Mystery Party games, 

Gumsboe, as you 'll doubtless know by 
now, d~s for Sam Sp:lde what Consulting 
Detective did for Sherlock Holmes. Sleuth 
have really excelled themselves here and 

the game is weU worth the money, both in 
its own right and as a play-aid for Call of 
Ctbulbu. Like Consulting Detective, it is 
something of a balfway house between 
Fighting Fantasy and roleplaying. Gumsh~ 
leans a little funher over to the rolep13y
ing side but options are still fairly limited_ 
What is imporunt is that, with all the 0;

ceUent play-aids provided, you do get good 
:ltmosphere, and that is what roleplaying 
is really all about . 

Murder A(ystery Parties, in conU".l5t, are 
pure rolepl:lying. What h:lppens is that you 
have (or pretend to have) a dinner party at 
which a murder has been committed, Each 
p":rer takes the pm of one of the guests 
an they try to find out who did it. 

Simple, isn' t it? There. is no action save 
for people going in and out of rooms, The 
characters are all provided. You hardly 
need any rules at aU , and because of thls 
you don't even need a GM , It is roleplay
ing at its simplest and most elegant. 

There were two series of these games 
on show :It the fair. The man from Sleuth 
had a rather scruffy-lOOking set which he 
claimed were the Originals but seemed 
rather uninterested in them . On another 
stand was How to Host a Murder which 
WAS much more professionally packaged , 
Indeed the games had been re-done for the 
UK, though it is a shame they didn't take 
the opportunity to put right some of the 
more. crass Americanisms. I mean, how 
many British aristocrats called Randy do 
you know? Both these systems should be 
available soon if they aren' t already, 

Well , these games seem to be what I 
was looking for. The question now is, will 
they sell? To be honest I don't think there 
will be much in them to appeal to the 
D&D/AD&D players who make up the bulk 
of the current roleplaying market. People 
who like more Investigative games like Call 
of Cthulhu may well be 
:luracted by them, 

but I very much hope that the major sales 
will not be to aisting roleplayers at all. 

There is a huge market for detecti~ fic
tion (and at least 50 % of it fenu.le). It tends 
to be older and more influential than the 
fanwy market which will be good for 
respeCtibiliry. I don't think it ~ an acci
dent that Capital Radio picked out How to 
Host a Murder in its Toy Fair report, If the 
games can get more good publicity when 
they are launched they could do very well 
indeed. 

And, as an aside, such things are already 
succeeding, Believe it or not, live-action 
detective roleplaying is alive and well and 
living at some of the best hotels in Britain . 
Try phoning Gleneagles and asking about 
Murder Mystery Weekends. Personally I 'd 
prefer that to 'Treasure tmp type stuff any 
day. 

There :Ire.. of course, a few problems 
with Murder Mystery Parties, This is, after 
all , a new form of roleplaying, :lnd look 
what a mess D&D was when it first came 
our. One of the big questions concerns the 
murderer. Is the player whose character did 
It told? If he is then the rules for him mUSt 
be different ; if he is not how can he bt 
roleplaying? 

The other m:ljor problem is the price. 
One game box buys you one scenario 
which, after one evening's entertainment, 
is presumably finished with. The How to 
Host a Murder stuff in particular contains 
some very nice play aids, but all this costs 
money, What seems to be needed is an ex
pansion pack with lots of scenario ideas 
and advice on how to make up your own 
games. But if you do write your own 
scenario then you must know the plot 
which means you can't play, 

It will be interesting (a see how these 
games develop if they catch on, :lnd 
whether the tech niques t.hey have 
pioneered will be used in more conven
tional roleplaying. I certainly hope that 
they do succeed, because they provide :I 
wonderful opportunity to bring the 
delights of roleplaying to a much wider au
dience which will, I believe, be very good 
for us. 
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Whatever your taste In games excitement. you'll lind your local Virgin Games Centre the pertect place to satisfy it 
We stock all manner 01 Fantasy and Role Playing games including exciling lilies Irom Iron Crown Enterprises 
and a lull range 01 accessories 01 every descriplion. Alilhis. plus our expert and helpful stall rnake Virgin Games 
Centres the ideal conclusion 10 any quesl 

LATEST RELEASES 

~ LORIEN lTHEHALLS OfTHEElVEN SMITHS 

;: HERO BESTIARY lor flntasy Hero 
~ CORIOLIS EFFECT lor Champlo •• 
-. GADGETSlor Champlo •• 
=- Mlddl.EarthRolePlayl.g- NEW EDITION I 

Full Range A .... ailable of: 
.. Middle Earth Role Playlng& Board Gamel 
-: Champions • flnta.y Hero • DanlJer International 
:- JUsticelnc. • Space Mllter _ Rulemllter 

:- ROLEMASTER £19.95 
~ FELLOWSHIPOfTHERING £18.95 
-: RIOOLEOfTHERING £13.95 
~ THE BATTLE OF 5 ARMIES £9.95 

the no. 1 cho i ce for games 
ABBlDfEl 172 Union Street . 81RMlNGHAM 98 Corporation Street . BaCHTDN 157/161 Western Road . BIUITOl. 18 Merchant Street 

BROWl 140/144 High Street (in Burton Menswear) . GlQGOW 28J32 Union Street . lEEDl 94!96 Briggate 
PLYMOUTH 105 Armada way . LONDON 100 Oxlord Street . TOP MAN Oxtord Circus 



ANCIENT l"ODERN 

A Scenario for Schizophrenic RoI\ep\ayers 
by Graham Staplehurst 

This :;a:nario involves two sets of characters. boIh of which may be run by 
the !IaIrul set of players. Depending on the roleplaying game you usualJy 
play, 01 the sySiem with which you are moSt familiar and lIapp),. one sel of 
chlirnCICflI will be the Main or Primary CharllCters and the others will be the 
Secondary Characters. In tl'Ie ~)I,I. characters are additionally referred to as 
arn;ienl or modem. This label appliC!i 10 the origin of the chataCtets. The 
chapters of the: adventure are also labelled A or M, bul OOIe thaI this applies 
to tne sening (anciem or n~m). ra1her than the type of chardcter.l active 
in thai chapler. 

Your first decision in running this 5('cnario C~11l5 Ihe system(s) you 
choose to use. [f Primary Characters are 10 be drawn from the llIICienl seI
ling, you should use ..tDW/DW or some other fanlll.sy-based roleplaying 
Slime. The scenario contains SIBIS for AD&:D only. but these should be diS)' 

10 oooVC" into other syStems. If the Prilflllty Characters IIrc to be from the 
modem ern, you should use a roleplaying game set in the carly 20th Cen
tury . The sccnano has been devised for use with QlII of Cllwlhu, but OIher 
games such liS Il1diono )onts YG or Me.rcl'l!lJries. Spies & Pn"IYlle Eyes 
would abo be ~uitable. 

You mllSt llext decide whether the player$" will actually play both sets of 
cilaracu:n;. If they do, the scenario gel1 fairly complicated and only ex
pericnced GM~ sbou.ld attempt 11. Read through the athenture carefully first 
to get some idea of IKlw difficult you think it might be. If you decide not to 
play both iCtS of Characters, use the guidelines in the tClilI of the appropriate 
chapten; 10 keep the playen; informed of what the Sccundary Chafllctef!l are 
up to. What would have been the Secondary Player Characu:rs arc now 
NPCs, and should be treated like any other. 

Brian Lumley 

1bc scenario is spilt belwetn two eras in Earth's ' history': one Il/IClent and 
one modem. The ancient time!; are based on the writing, of Brian Lumley. 
a aritim author wnting for Arkham House, who publish ()"I05t of the stories 
relating In the Cthulhu Mythos. The letting of LumleY'1i s!.Ories is the 
Primal Continenl of Theem'lIdra see map pp 32-33, raised and peopled 
millions of years ago, before even the dinosaurs were known. In those an
cien! times god-like beings manifested themselves on the eanh, magicilUlS 
and sorcerors did baule with IUnes and spells, and even great Cthulhu itself 
was briefly set free from its Elder bonds. In the eons siroce. 1'heem'hdra lias 
been sunk and shaUered by call1dysms beyond imagination. so thaI it and all 
memory of il bave been L-a~1 down and forgunen. 

The second-greatest wiurd of those ancient year.; Wall one Teh Athl. He 
was a White Son'eror, and ..... as responsible fOl (Ollstructing a capsule of 
super-adamatine strength inln which he put hooks and IInefact5 containtng 
much of the knowledge (magieaJ, hlStOrieal, geographical, anthropological) 
of 'fbecm 'hdra , lhal il mighl be preserved for ever. He cannol have 
suspected that it would cndure so long before being revealed - nung in II 

lava bomb from the fiery mouth of a volcaoo In the 20th Century - but this 
is cxactly what happcllCd! 

The 20th Century, so many millenia, billenla even. from thOile anclcnt limes 
is the mOOcm selting. One might be forgiven for thinking that there was 
nothing connecting the two eras, for whole continents have marched around 
the globe in the inlervening span of time, !tntI cjvilisatillns 5uch as I..emuria 
and Atlantis Itave risen and fallen . But two things link the disparate strancb 
of the adventure ' , settings: the legacy o f Teb Athl , and another legacy, 
much more hldeoos , And wailing through all time arc those. horrific, power
ful beings of Cthulhu's ilk, sleeping in Ihe earth. imprisoned beneath the 
seas and watching, qUietly watching, from the spaces between the stars. 

The Background To The Plot 

In the city or Klillull in Theem'hI:!rn a temple tw: been built. It is known liS 
the Temple of the Secret Gods and its chief pritlil i$ the dark and enigmatic 
Gorgas. Gorp claims In be protcc:ting the people of Klilhn from the Secret 
Gods who are comi ng in anger 10 take their vcngeance on the cit)' . In ac
tuaUty , Gorgas is "'~ priest and not. even human. He is • Thromb - a 
demonic being capable of great necromancy and powerful evil. l1Ie thromb 
come from the stan" and wait in other dimem.ions for the chance to reach a 
world wilh life and exploil it , They feed on magical energies which are 
generated by the IIK:antations, emotions and devotions of their subjects and 
if they receive sufli-cienl of il. they become immortal , GoI1<'S' subje<:\li arc 
the 'prieslli' of his Temple. and with lheir aid he seeks to cal l down Olhen 
of his IOn in (n"der that be may rule them, and through them the enti re 
eanb. And what chance then for mankind? 

But inlerfering with Gorgas ' schemes is Teh Atht - the one man who stays 
this SUprllUltUraJ invasion. Each night Gorgas whips hi. priesls into a frenzy 
of worshlp, and blar.k clouds gather over the Temple of Secret Gods, !ltn
ding streams of bllll:-green colUseating light down 10 feed the thromb. Each 
day Teh Atht wcaV(OS spells to darn the flow of energy and bleed away thaI 
which reaches the evil being. Thu.s Gorgas is frustrated. real ising thai he 
will 1101 be able to IIchieve his dcsigm. with Teh Ath! still al ive. And the 
White Winrd is lOCI canny and wise 10 leave hirmclf unprolec!ed .... 

so Gorgos has devilled a fmal plan, Final, for If will COSt him much of his 
remaining energy and afterwards he may not have enough to survive. Final 
also, for be plans (c, leave this Time wben: he is known and acted against, 
and find one wllere he can be left to bis own devices, He has made • study 
of the arcane liCicroce of Time, and having plundered the researches of a 
doten wir.ards has fOund a spell which can poll things through TimI: . 

Gorp has cunningly concealed this spell amongst a nwnb.::r of IlIhers, so 
thaI its pul'pOK is not obvious. in the belief that al liOme point in the futllTC" 
II greedy and designing warlock will di"lCOvCT the other, power-giving 
mugicks, use the sp'~lI l1nd summon his own dtlitfUClion. With signs and 
sigils, Gorgo~ has nlllde an indestructible book, doomed to survive 
throughout eterni ty . to be revealed al some time flf. far hence from Teh 
Alhes meddling rca-;h. 

ChalICe - 1r chance you call it - woult.! ha~e Tth Albt's capsule and Gorg05' 
hook found in the same century, In within a few years of each other. The 
capsule was discovered by a schollf cal led Tbclred Gustau who would be 
famous and respected today were it not for his 'find' which Ita!; been de
nou~ and debum-.ed a.~ fake and forgery. l1Ie book was found initially 
5,000 years ago, thc:n buried unread in I 10mb 10 be unearthed by Sir Gear
fry Hood, a OOIed archaeologist . He. was an honest and good man, but the 
finding of the book aged him prematurely, turning Itim inlo a recluse., for he. 
understood some of the b(lol< and, being unable In destroy it, dettnnincd to 
koep its ClIIistence a se<;n:t from the world . Details of how Theldred Gusteau 
found the capsule afe on page JO. 

However, Hood's wile Louise disrovercd the book benelf. She. was- a young 
_00 vivacious Fn:nc~L".voman. half Gypsy and half old nobility, and !lad 
dabbled in occult IIUIllers before: firstlllitrology, then real black magic. When 
she found the book, she seized upon the opponunit)' '" mak:e hentlf power
ful. beaUliful, Irresi~tible _ . .. immortal . Perhaps she hastened Sir Gooffry's 
death or maybe it ~ tneVllable - we shall never know. But IIOW Mme 
louise Cha/bert hn a !oCCret covetn of colleagues to aid ber in her diabolic 
If}ectlinations. lOgether they will SQOI] attempt the moSt powerful magick of 
all. And in hef 5CCluded modem cbateau just off the (:OMt of Nolllllllldy, a 
most terrible horror mil)' spring from the darkest past to bring 011 C'lCII 
blacker futun:. 



Of Things Ancient ... . 
TIle ancienl pan of !be ~cenario IS set III Theem'lIdm, but )VII eould jllln as 
wily locale it In any fsnw), world ali long u you can pc'BUllde )'OUT player!< 
it II an antecedent of die modern world. Tbeem'bdra is IIOt SO very dlfferellT 
110m ~ ~r Iilnlasy landscape. peopled by vari()1.J.5 human nt!.'eS. However. 
men:. Itt no dwarf, elf, gnome, bobbie or ord!h flIees on Theem'hdra • me 
closest being the Suhm-yi, akin 10 half-c:l~ in many ways. 

II is suggestai. therdare. thaI only hllfl18Jl and haH·human characters be 
played in this scenario. ChantClC11i do DOt have to be of I very high level. 
and thc::re lite guidelines In the \e.'(! (or lallonng the ud~nl\lre tel (il stronger 
or lIo'Cakcr paniC!!. HlJIlIeWr, charac~rs under third [evel will protNlbly have a 
very hard time. 

. . .. And Things Modern 

Modem characten: do not CDII:T the !oCelIIIr10 urull section A3. The modem 
chanICters hve in the firs! hal( Qf the 2O!.h Century (l900-194(). in Europe. 
Any sort of characters woo1d be ~ujtt.bJe (or the adventure. II}1II1 Ire un
famiUar witll games XI in Ibis period. you may wish to simply improvise a 
system, or relegate thi~ s«tion of (he adventure 10 b!K:kground infurrnation to 
be e.tplained to the players a8 you go along. You may wish to ha-<e plll}'C'1'!l 
play chamC1et$ representing their own TeJatives (eg, parcnl5 or gTandparents) 
who weTe ali\'e 81 the time. Otherwir;e IIOrmal charaCIef"5 from an appropriate 
game ~)'!Item should be used. 

A Note On Systems 
II Is ~ry easy to get confused wilen lWi!Ching hetWftn systems in thi5 
seelWio. It iii therefore re.commended that )('11.1 adOpt Olle of !he following 
policies with regard \I) ~ySlems: 

n One system Is used throoghoul the entire game. This iii the obviOUS 
choice if)'O\l are only running one set of chaTacters Ind merely Story
tdling the paN of !he Secondary Characters. 

ii) One system is used fur each riel of characlef"5, no mlUer which em tlley 
are currently in. For example. wilen the ancient chala(..1en; ~ getting 
to RI.mldale over the moors, use AD&:D 5tat.s for eneounter5. This is the 
preferred modus operandi ::ulopted thl"Ollghoul this scenario. 

iiil One ""SIem. is used for each 100000ionferoi. Thus when modem chanlcterl; 
yislt 'I1Ioem'hdra, they !!.ave to cope with reality as expressed by the 
AD&:D n!lei $Y$ltm. This approach mIIY appeal 10 more experienced 
OMs IIIJd pla)·erli. 

TIle full potential of thIS adventure will only be realised if )'<lur playerli call 
1."OPC with nanning panLlld ~ in parallel ~YSlenu . ~ more confidenl 
you are thaI thi' is the case. the moTe you may wish 10 flesh OUt the elI

counU$ detailed, $0 that each sec of characterli goes lhrough a full-length 
adventure of their own. II would be possible to .I11l1Ch this I\dyenlure to an 
cr.istlIl& ClUIlpaign, although this will be much easier when lhas ~ 8 Call of 
Ohulhu 1920-305 C&IIIp81gn 

In any case., the OM should nesh OUI seclions or this adventull' with fA· 

counters appropriate to the COOI$e of tile Story, n.cre an!: so IIUlII)' 

po~sibUitiCj fur - say - $~rd-swinging fighterli in 19205 Franee, that this 
module could not cope wlIh them all OMs will need to he nel\ible, fiut· 
thinking and creati~ 

Theem'hdra 
1l1t~em'hdn is of yolClInk origin. Two volcanoes are mentioned in Teb 
Atht's manuscdpl$. both active in his time, but the inlOrmation available 
to eharacters fmm the modem en is based Jargdy 00 wbat Thclred 

Gustau remembers of the map from bis golden box; iD that and in the 
photOgt1lph~, however poor, which be managed to obtain before the parch
ment map disintqrated. 

From GuStau'. reproduction (toe page 32) it can be seen that ~entnl 
Theem'bdn: is a vast inland sea, almost citcu.lar, of .bout fi~ hundred 
miles iD diamcl£r and rioted by tbe Great Circle Mountains. South-walt 
of this in.net ocean and within the lIUn"Qundin& ~ lies a mighty 
volcano which is in fact • secondary cone, still quietly 8I;tive and DOW and 
then dislUrbingly grumbly. Su~ly the throat of the origiaal volcanQ is 
DOW the migbty inner sea Itself, and the ct"IIter walls, eroded by winch, 
rains and tremors of a )'(lung planet, is that .same Great Circle? 

But wttl! a roJcano that must ha~ been! A fire-spewing cauldron five 
bUDdrai miles across: Krakatoa iuclf would he the merat squib by com
parisonl Thus, in wbnt \1115 probably the roost violent of all primal con· 
vulsiollJ, Theem 'hdra was born_ 

The Westem Coasts 
On a line due WCSI of the inner 5e.I'. eentre lies the continent's second 
active volcano, an island cone $Wlding olf in the- Unknown Octan. This 
volcano, in 11$ birthln,r, broughl down and buried bmcath ~ law plain 
the city of Buhr-ellb, which knew ill heyday when KIUbn, the modem 
capital on the eastern coaST a1m«iI thJtt thousand miles IlWllY, was merely 
a fIShing yilJage. Nevc-nhdess, and while- Buhr-es.b IS w Klii.hn what Ur is 
to, say, modem Calro" legendl; of B~-esh came down TO Teb Albt in bis 
wIZardly aparunc:nlS c,verlookint! Kluhn's greal bay. and he dutifully 
recorded them in his runebooks, 

At the nonh-weIterly extreme of the continent ill a land of fjords and 
lochs and chilly wastes. Nomadic wooUy mammoths wander the great 
plains ttl the west of this region, hunt£d by towering whi~ sa~ who -
while then: are many individual u-jbes and Iiunilies - genenllly go under 
the nalllC" of Nonbmen. Mo~ commonly, hl)Welo'er, they are known is 

barbarians! 

The O"Ut Nonhern &LI"barian is easily T"C"COgnised. by his mas,ive 
sr.rength, his lisht.ly·blrowned .skill, his love of soft women and hard 
drink, bis rapidly all£maLing moods (between soaring high spirils and 
deepest, darkest depn::ssion), his dread of sorcery, and by the distinctive 
mane of batr he wean;, &hort and bristly, from nape of neck to base of 
spine. 

Fiwrm.en famed fur ·their hunting of the great whales, W10rs crafted in 
boal-building, warriors dJtadcd fur the sheer madness of their beserkrr
rages - yes, and tndel"S roo, whose pelll and ivory are valued highly in 
Khrina and lbandopolis - the Nonhmc-n are colourful, heroic characlCfIi, 
with a whole-beaned 'love of piratical advcnrurinp and taU-tale· Idling and 
8Ong-singing. They aJI! also wanderers who may be: found far from their 
~ bomeland, in almost every part of Thcc:m'hdnl, 

Amidst the inner £oot;bills of the western ranse ill mymry. Mystay in the 
shape of massive SIOIIl! cubes, featureless blocks with sides hundreds of 
feel long, and which ~tre fabled 10 be the long-vacated houst5 of the 
world's fU"St raee-, which was not human but came down to Earth from 
the sllIn in Theem'hdra's p~-history. 

The North 
Three hundrc-d miles 'C:1lSl of the manunoth plains, at the mouth or the 
Grea(Cr Marl River, lic::I\ II cold and lonely city of basal! slabs: Khrissa. Its 
gaunt, sparsely-clad ~ritstS are I race aside from the majority of 
Theem'bdra', peoples. Tall and thin they a~, bald-paled and &haven of 
all bodily hair; IUd etlually .IUSle~ their Lives, for their $Ole fll5.k in life 
would seem 10 he the $e.Dding of pnyers to their many go<b that the Ice 
Barrier to the north nUght encroach no cJOSC"r 10 the nonhero shon:s of 
Theem'hdra. In the '!'ear or the While: Whales - when the icc: only SlOP-
ped after mounting the Thousand Mile Reef, wbile 10 the eillit it caSt ilS 
creeping f"rosty-wver doak about the feet of Thanunoon - Khrissa'l 
priem sacrificed DO llss than three hundred of their WOIllCIl in order 10 
still the- deadly while: ildvan«, \The betide any Stranger in Khrissa when 
t.he ice crackles OUt of the DOrth and winter SIIO'WI drift deep and 
ominous! 

Nonh-eaSI or KhriSS8, at the most northerly poinl of the mainland, 
Tharamooo the Mountain Island rises silent, IOrbidding and forbiddeo, 
\.en miIclt OUI in the Chi.l.l Sea. Atop the highC'lt netd.le peak • massive 
castle of gn:y stooe glooms againu greyer sk1es. III one-time inhabitant, 

My!akhrion the Elder, is long dead and blown as dusl in the wind, but sti.l.l 
the island lies I'Icant: l'Or no man WOuld tempi the monstrous IJUIgicks and 
curses Mylakhrion douhtlcu caUed down upon thaI bl:med rock in hili last 

""'" 
Between the: Pnmlands and KlliM is Arlych, island of n;u:llc!tll5 ruins in 
mid-ocean. In 50me bQttomless cry-pi , the most hideous of all dark forces 
lies clwincd by naDe aDd spell of Elder 000 .. .. in the HOlJ..'le of Clhulhu. 



The Ff06dands ~ DOl pan of the Primal Cnlllinem, Ind 'dIht-Hul, thE 
Silvu Cit, I' Iht edJe 01 tbe Fro51land5 IS the onI, ell), be)und the confinel 
of the Conli_ proper known IQ the people of 'fhc,em'bcinI. Here 100 priests 
,-lid wil.l.rlihllgll keep the ice .....ay with their chants and sptI l-spinnillg, but 
IInl1ke the people of Khriisa , "'iilJIt-Hur5 IOlk lie. gentle, fur-clad folk who 
humcd DOne and loYcd Ill. 

Great my,u:ri~5 there are in Illany Pllru of Thecm'hdra, aye. and mystery 100 
in the Black bit, standing dark and stit! in a subsidiary Jue of !he Inner 
Sea 10 the oonh-eHt! bllt or thIU plote, lID far, we kncr.t.' nothing ute:pt that 
It is there. 

The Western Coasts 

Nonb of the Bay of MollSters, between the mi,hty River Luhr and the 
Great Easu:ro JUks. lies the Stccpcs of Hrosu when: d~ the ficroe 
Hrotsab. Ue:mmdously skilled ride" of ~ lizard mounts, warriors 
almost without peer, the Hrossaks feud intc:nnitu:ntly with the armies of 
massive·walled Grypha at the mouth of the luhr, and with the Yhemni 
in their coastal /Drats. Other than the ottllJionaJ raid or skirmish, 
booo.'eYt.r, the bronze Hrossa.k.s ~ COIIlent to live a, peace in their- steppes 
when: they £ann and pride thermelves in prxtilina: the ItU of war. TlII:re 
aJso they breed their fuard bmU, Providinl leather and meat and span 1-
plenty_ The River Luhr is ucred 10 them. and they will not Cf'05S it. 

Acrou the luhf 10 the ~I, (WI) hundn:d and fifty miles IWly ,rise the 
fuothilll of the Great Circle Mountl1lll. w,thin wlUch, 10 the easl of the 
Inner Sea, oozes the nightnu.ri5h MInh DC SluiS - III r£1I tbousaod 
IqUl.l"e miles of iI. 

Almost eighl bundred miles saulh of K1abn - acro5r the luhr and ~ra1 
smaller rivers. IUrrouoded by de03e coutal fotut • Lies the city of Ybem
rus. It is a $plendidly lnrbt.r1t city of gold. iva!), and ironwood. bome 
and citadel of swan Ybcmni davers and pinta. Easl again, lICro55 the 
.Iormy SuWlI of Yhem and eighty sea·miles distant, the jungle wand of 
Shadanbar (with Shad, ill capital, squ~ly r.:ins Ybemnls on the 
mainland) iJ allO home 10 Ybemni tribes. Men:ifully lheIc: dark brown 
peoples are as om.o II eacb others throats III II war with the reA. of the 
PrimII Continent's more civilised peoples. 

The Inner Sea 
Central in the enclosed 3ea whicb was once the Ihf'Ollt 01 a "",kaner, like 
~n jewels slttVo'n on I mantle of beautiful blue, the Inner bles rncb 
up their liva mountains to toUch the sky. J-k:re, rumour has it, d~1! a 
!all, moder, comb-headed r.ce of $ilver-lrey beings who ~ DOl eot.ircly 
human. lbeir hoUJCS are wooden and nestle OD the slope!! of their moun
taint; their needs are limplt and aU lupplied by the islands thansdvcs 
and the tccmi.n,: tea; their WlYS are gentle, even though they M.voe 
_trengtlu DOt immediately app&mlt, and their uvcs ~ ones of quiel and 
peaceful toDtcmpiation. 

They are c.1Ied the Suhm-yi, whkh means .. the Rarely Seen", and their 
nUten« is _till doubted in many quanen. They are said to nave the 
ftnc:sl minds iII all Tbt:c:m'hdn and 3e1lSCS that reach be)und the nonna! 
nnge of tbo5e we know. 

The South 
Uttit is known of the SO\Itb of the continent. The IOUtb-wcslt;tly atn:me 
is known as the PItPI' of MaIn, after the Mother of Gods, Mam. 

Ai: CAPTURE 

The umoduction for the ancient dwactc:n will take place iII their own 
time. 1M fU'S1 any of them will know of the hidcous things they are to 
be dnwn into is whc:n their slccp is rudely inturupted in the middle of 
the niabt. If they are deeping mdoors, lhe auacktrs will rdmply bunt 
window5, d!uuers and doors down and rud! II the characters. If the par. 
ty Iuovoe left a wau::h, the invisible raklen will surprise them 00 a 1-4 (d6), 
or a 1·2 (d6) if the war.cl1ers can u, lIft/tJlbl,. The raKlin&: pany is com· 
poled of the. lOUowm,: 

BragaDlla - HumaP, MU~; bp 16; No AT I; 0 2-S; AI LE; At:. 7; 
Mcwe 12· (flyiDg); THACO 19; SI7 ( +1/ +1),114, W13, 010, CoIS 
( + I). ClII I j dlgn -+ 1 (10 hit) , braun of defellCe AC. 7, potion 01 
PKOUI (ona.; Spclls: charm petSOD (11), macie miuik, "eep, 
iJR'iaIbility., dett<:t itwiaibUity, f1.Jiq. ( . Indicaltl spdJ llready UJCd.) 

2 Invisible Stalkers (MM pS:;) - HD 8; bp 32,39; No AT I; 0 
.... 16; AI N; AC 3; .Move 12· ; 11-1ACO 12; Inl High; Size L. 

2+ Gargoyles (MM pil2) . HD 4; bp 2:; ~; No AT 4; 0 
1-])1 ·3/1--611-4; AI CE; AC :;-+; Mo¥t: 9·/ IS·; Int Low; Shre M; SO -+ I 
warponr to hit ( + -4 10 hit whilll invisible) 

Th~ may be more than t~"Q PfIOYles if you wub, accord.in3 10 the I ize
and 5trtortb or the party, A1J will nave been made inv"ible bdilre lcavina 
the Umple. Braganna will 001 UK bis izrvWbility UDtil be is etttain of 1M 
characten' location. TIle Me,", ' DeW will be 10 try and caprure 
thlll"Kters who are obvioudy unprepared, ego tbose sleeping or without 
weapons. If they mUz a succcssfullfilPP!in& 8Itack. I gargoyle or ~18lktr 
tan bear I tharacter mID the air to a height of at leasl ~O', 10 thai any 
threats to the f1I.iden will be countered by the likely fait; of a clwscter 
fallina IUch • distanCe.. 8ragaI11l1 will SliY back from the ~Iee. cnDng 
Ipdls from a we distance. ,... soon u each monmt bas I character (or II 
llain) 8!ap1LD1 will depart, the n.iden IOUowms. The monsters will kcad 
bKk 10 lhe court}-ud in the Men::baot Qu&ner (~ Al bcImv) flying hi,gb 
tbrouab the air; 8rqanm will fly 10 I swift hone he has hidden nnrby 
and ride ttl the Temple. 

II II III pouiblt, 8ngann.a sIwuU be muled It some point durina the 
melee; perhlpli be bas to I~ a blow which negates his umlibility, Of 
U3e an offensive speIJ. The c~ willthtn sec thai be bas the link
ing yellow robes of the priests of the Temple of Sette! Gods, and will 
have I due IIIi \I) when: th06t kidnapped have bcc:n taken. Of COUI"k, if 
iii the party is capruJ"ed. there. ill 110 Deed for Ihis. 

lbe time It takes 10 get 10 the courtyani ln KlIlbn shouk! not be 0J0re than 
halr!be. night . but wilL obYlowly depend on bow close you let the characu:n 
gel befure $pTingiDg !be nul surprise on them. 



A2 : IN THE DUNGEONS 
If my charKten were 110/ captUred in the fint raid (sec AI) they ~ iIl
iti.al.ly free to try and belp rescue their colleagues. Gof!05 will ha\'e one of 
his priests secretly monitoring them at all times ~f, using magical 
means (such as saying with a Cl"JltaJ bad) if ncccssary. If they an' ob
viou!ly planning to approach the Temple, be will Dot hinder them but 
will set I trap to imprison them with the- others. If they appear 10 ba~ 
given up on their fellows, he will send a pr:it5t wr than incognito with 
• powufuJ poison. The priest will ahadow the ch.atacltn- until they have a 
meal al an inn or &imilar pial;e, where be will bribel~ the owner into 
letting him poison their fOOd. He will then drop II. 1C:rtIU w~ they will 
find it, $IIying m.t they have been poisoned with a drug thaI will w
fallibly kill ditm within 2 days unless they seek the .:ludoll: ... from 
Gorgos! The characters lte aIlow.:d a saving throw V$ poioon (al -8, or -10 
fur DOo-bumam) if the time limit is allowed 10 elapse. 

If the characlen have not preseo~ the thief-priest with an oppol'tllIlfry 
to use his dn:g within 6 days. he will instead drop a scroll from Gorg06 
threatening the liva of their companions unIea they give themselves up, 

Trezond - Human. TI; bp 15; No AT 1; 0 by WQponj AI NE; 
AC4; Move 12'"; THACO 20,!'; SIS, In, WIO, 018 (-4), CoIS ( ... 1), 
OtIS; broedsMltd,leather armour, sling ( +3 to hit Illith DEX), 6 dtrow· 
ing ~ (+3 to hit with DEX), poison (see .boYr), pooon of .peed. 

Captured characters will see little of the lCmple. 10 ~tan off with, the 
raIden will make run: thlt those kidnapped a~ WICQIlsCoU5 while tbey 
are being arrkd ICrosS the city, although clever characteR t.'Ouid fakr this 
and dupe tbcir capton. Moreover, the monsters carrying the l08t 
cbar.&cten will land in • nondescript tounyard. dosed on all sides by 
typical Klllhnish buildings, and the adventurers are then hustled or CIT

Oed down. tmpdoor stak which connecu with an undaground passage 
m the 1Cmple. 

The alUnyaro is in the Merchant Quancr of K1i1hn and JlQIlC' of the 
buildiD3' are. ()(:Cupied • three sides an WlIIreh0use5, the founh offkes and 
shops. No-one will remark on the st~ amaI tonvoy. The 'temple 
$!arub uphill from the Merchant Quarter .OOm a ~ mile .way, surround· 
ed by iu own pNenII. 

The kidnapped characten l\fe stripped of alm05t all their clothes and any 
ador:nments or equipment. All such item5 are stored in a K>:'W'e room. in 
the 'lbnple, inru.:cess'ilile fur aU practical purposes in lhis ~nario, unlcu 
the chamcta has magical abili~. 

The characu:n an: then thrown together in 8 cell about IS' square and 
10' high, ruew:n with old nnw and muck. In one comer is • small (6-
across) hole in the floor thaI serves as a latrine. The door to the cell is 
iron·reinforced wood and very stout· any altrmp-l 10 fcrrcc it will be al 
ball' normal cbVlCC'S. The door is locked and barred on the outside, there 
being DO keyhole on the in5ide to pick, or unlock. The only light oome; 
from thin CIlJI:ks around the door. 

Outside the cell is a 20-85.30' room manned by four guards at a time (it 
will be quilt easy fur qulc:t parties to estimak- the number of guards, as 
they are. not silentl): 

4 Guards · Human; F3; hp 24. No AT I; D by weapon; AI E; AC 
5; Move 9"; THACO 18; 516 ( + I), 112. WIZ, 014, CotS ( + 1),019; 
lonpword Qr flail, heavy C1U5Sbaw with 6 poisoDed boJ.(S - 58\1'e v~ poison 
at ·2 or patalysed for 20-CON hout5. 

Each guard is dad in ehairunail and carries either an iron flail or a 
Io~word. All also have to hand a heavy cro5Sbow and a supply of 12 
bolts; !U: are ordinary, the other sit l\fe also tipped with a strnng nenloe 
poison dcsianed 10 ineapadtate anyone atlCmpting to escape. The room is 
lit by two Darning torches on each wall. There is a table in the centre of 
the room piled with dirty plates and wooden cups. Apart from the 
characters' tcll (a) thCl"e are Cow- others v-ery $im.ilar. Only (b) !I.Ild (c) are 
occupied. 

In tcll (b) is lkriah Sam of Hubriss. a sott'eI'Or of no smaU powers wbo 
was trapped by GolJOS whilst trying to pcnettate the secret m.ues of the 
1Cmple IUld thwan GofllOl' evil plans. He hu languished here for thre-e 
)UtS md the ceO is maaically ' insulated' by Gorgas so Ihll DOne caD 

detect hilt prese:ncc. Ikrish appears t.hin and bedraggled; he wean a grub-

by linen shift and has long, ~infested baiT and discoJoured Hngemails 
while his eyt5 an: sunken and dull. He might be mismken al fim fur 
some revolting undead \:teaturt, but is unc:r1y helpless, and will be MI fur 
at leasl an bour if released from bU ceO and given no aHistance:. In the 
ficures below, those in (bf1lCketS) are those Ikrish \1IOI.II.d have if fully 
~, 
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Ikrish Sam - Human; MUlO; hI' 6 (29); ","AT 0 (I) ; 0 (by 
weapon); AI NG; AC 10; Move 6" (9~); TIlACO 19; 56 (8), 112 (17), 
W14, 010 ( ll), Co7 (14), 013 ( 11 ) 

Ikri&h Sam is a good friend of Thh Athl, which it why Gorgos wantl to 
keep him alive and yet hidden from the White Son::e:ror', view. If Ikrisb 
Sam is released from his captivity by the: characters, he will 500n 
remember that Teh Attn has a number of oommunication device!; in his 
1bwer for use in emergencies, and he will be: .ble ttl recite I sbon incan· 
!ation wb.ich will put them In I:(1ntact with 'Teh ALbI and seek ws aid. 

In tcll (t ) is a problem. One of Gorgos ' ~llow-robed priesrs, a minor 
magic-user, acddeotal.ly dew a victim he was supposed to be IOnuring 
and the evil circumstaru::es of the man's death have: rurued him into • 
Wight. The wia;hl I'i$es each time the moon rises and will not resl until 
the unfonunak- priest dies. Havmg 'killed' the creature twice after ~ 
losses of their own. the guards tua~ decided to leave: it in the cd! where 
it is out of tuum', way. The wight will attac:k anyone: or anything in an 
atk-mpt ttl ge1 OUI of t.he tell area and through the Temple an:a, where it 
will tmtle havoc fur I short while before finding and killing the haple8$ 
priestlmagk.user. 

Wight (MM 1'100) - HD 4+3; hp 30; No AT I; 0 1..01 +1eNl dmi,, ; 
AI LE; AC 5; Mm-e ll" ; THACO ISj 101 A~; Size. Mj SD silver/magic 
weapons ttl hit. immune to mind-affecring spclls. 

The ceO area is 50me distance from the lCmple although the two are: con
nected by a passage and stairway. The guards are rotated every sit hours 
so e.haraaers mould have: I good chance of escaping if t.hey ~I out of the 
cell. Unles.s influenced by magic, the guards will not open the door under
any c:in::umstance5 (olher than an obvious threat to the prilloner!l ' Ilv-es, 
such as flames and smoke coming under the door). The charaCters are. fed 
once every 14 hours, thin slops being pumed under a tiny flap 81 the 
base of the door (lCM than 6 ~ high) in wooden bow". The wood is strong 
enougb 10 make 11 dagger out of by ~mashing it Ilnd sharpening it on the 
5101\C!i, bul if will blunt after one strike (-2 10 hil . -6 \IS metal armour). or 
oourse. magic·user.; may IuIve some spells ldl remembet-ed and clericB will 
be: able 10 regain I full complement after restmg, The walls aod noor of the 
tcll are 100 hard to tunnel th/'Ollgh with any TIOrmal mea~ available to tIu:: 
characters. 

;'t the IDp of the £mir leading from the cell area 10 the passagew!IY connec
ting WIth me Temple and the 5eCrtlt counyard entrance: is a magic moutb 
alarm which will warn the guards It both ends. 1be secret trapdoor exit 
can be sealed with a hUge C'OUOterweighted block of stone · should t.he 
characten seek 10 1eav-e that way - whilst many guards and priests will 
bar the Temple end and hav-e time to set mps, prepare spells el£, if the 
abnn is beard. Within S minutes, Gorgoli himself wiIlllppear, taking 
oommand o( the situation if necessary, and will see that the characters are 
recaptured. 

If Ikrish Sam hall been released and has been allowed to ooptact 1eh Atht 
(tbe party may feel a little apprehensive abom thi5 st.nlnge man muttering 
incantations), 'teh Atht will react quickly, gathering a special scroll and 
tdeporting himself and the oommunication device 10 lhe tclls. Because 
he has the communic1ltion device, there is no chance for error as if lkri&h 
Sam is allowed to conce:Dlnte without being disturbed (fur example, by 
guards). 1th ALbt will then call all the cllaracltl'1 back to the cdls and 
will !:1st the $pd1 on (he special scroll - a mall dimension door that will 
tak.: them all OUI to a sanctuaf}' a friend of hill keeps prepared. Note that 
Teh Albt will DOl want to hang around and &ce Go~ on hi! own ter
riwry and 80 if characterS dawdle or prevaricate, they may miss this 0p
portunity to escape:. 

AI the: 580cruary, Teb Atht will have some means of ttanSpon av:ai.Jable: a 
large disgu.i.5ed cart If there: are: many people to be rt::iCUed, otherwise his 
large carpet of flyin.s which caD tarry himself and up to three others. 
Teb Athl natural.1y bas access 10 all $OfU of spells In protect them on the 
WIly back to his Tower. 

A3 : THE DREAM· SENDER 
1l:b Albl has mel al lea~ some of the PCs al this stage and 1Il'11Inge5 to 
oonUin any others u sooo as pos&ible througb his many .friends in and 
around the city. NQte lhar non-kidnapped characters ma), ha~ gone to 
1eh Atht as a source of aid in tcleasing their oomrades from prison in the 
r1t5t pla<:e: (an NPC Might suggest this). He S«ks them OUI as soon as 
possible and questions the crumclen al length about their recent at· 
tivitkl, their possessions etr, in an attempllD discover: why Gorgus should 
WInI to capture them and hold (hem. Nothing the playen; caD say will 
help, of oourse, but the GM may provide MIme rtld herrings. 



Whilsl this procedute is IJOina on, Thh Alht will natunilly be kcepina the 
characters .. aD: at ponible in ru. Tower. If any of tbem !bould SUllY 
outside without hU proleCtion, ~ is • 10% cumulative cbance pu 0(:

CUJ'tlICC thai Golp bat somethi.na waitina foe them, $UCh IS a.o invisible 
stalku or giant C:IfIIc citc:lli!a fat IM:rhead. 

AfIn I few days, a messenger·bat arrives from I son:c:mr friend of'R:h 
Albt', with DtWI that aplains GoI'JOS" futlUY. plans. 'The bat is injwed 
and 'D:b Alhl sumUses that it has rome a Iooa way . UlI\'dling klr teYenl 
wedcs - lor the wizard woo sent it is now dead It the hand of Gorp. 
The ~ it carrieI hints It I gmlt discovery rdatina to the an:ane 
science of conrrollina Tune with magical ~. The wizard, Imlaht the 
Teacher, had been intemstcd in the IcieIICC from an an:haeo!ogist' • • WId· 
point, and had been 5I:tkinl _ys of mric:ving kist objects from the put. 
The message impliet be hat found or deYi5ed • spell to do just thaI. 

Teh Athl shares this information with the rca. They should infer thaI 
Gorgol is going 10 attempt to summon lOme great instrument or being of 
power fmm the past, in order [() defeat Thh AlbL Fortunately, tmlaht hid 
~hared much of hill1'Cltan:bes with Thh Atht in the past and so the latttt 
know's IOmelb.in, of the nature of TWle wei the lIlM3icb associated with 
it. He SUggC:S1l that he uset I timeaeeJr.ina; spell in order to find out whit 
Gorgol ill tr)'inr to dredge up from the dark and murky past. This speU 
works in much the same way as an I l b'a.I l peD (PH, p52), but the p~ 
jectcd body maw:s thmll8h DOf'IIla1lpace and time, able to observe il. It 
also makes any distortions in the Stream of Time very noticeable, aDd 
they CID be easily followed . 

Thb Albt has to go into a m.oce for 36 bouts to mab: his tempoflll 
journey. During this time, the 1bwef is attacked by I kln:c: sent by 
Golp. If the chll1lClEr1 have 1011 equipment in the kidnapping, Thb 
Alht will re-$tlpply them, MtI allowini MU. ICCtsS to Ippropriate spdI 
books, a1thougb be will not tnlR them with aoything other than I few 

miDDI' magic iteml. Any umout and 'li'eaPOIl5 are allowed.. 

The artllCk StatU II the main door of the Tower, '/I'b1ch is demolished by 
a ~ speU from I ICTDU Gorp has Jiven to Itis minions. Actually, 
~ is no true.t to eitha the chancten or 1eb. Ault, since the wiard', 
magical protections will , till ward off any Inacken, but the cbataca:n 
will probably gc1 alarmed aod their playen .hould be made to think dUll 

somethin& awful u about to happen. If the characten venlUfe down from 
the upper pan of tbe Tower to the ground 1100r, they will 5I:t the It· 
ta!:km g10werina in the doorway: 

Githyanki Knight (FF p43) • "Anti·PaIadin"K; hp 67; No AT I; 
o by weapon; AI LE; AC I; Mow; 12"; THACO 9; 517 ( + 11+ I), 117, 
W l 5, 016 (·2), Co17 ( -+1), 0116; Size M; SA silver sword, psionics (if 
appropriate); plale mail , o il of ethereameta, medal.l..iOD of ESP 

2 GithyanJti Gish (FF p41) . F4fMU4, hp 32; No AT I; 0 by 
'li'eapoD; AI LE; AC I; Move 12"; THA()) 16; S I6 ( + I), Ill, WI I, 016 
(·2), Col6 (+2·85-VJ) ,0:114; SA two-handed .WON -+ I, psioltia (if ap
propriate); plltemail. s1in.g1 

Spells: 
(i) affect mormaI fll'ft, dancia.& li3bu, magic missile, 
p)"rDteeluuet, IC&te 

(ii) Ike." enla,.. clw'1Jl pel'$OD, levitate, 5tiDkiD& delHI 

Ftre Elemental (MM plK) - HO 16; hp 71 ; No AT I; 0 3-24; AI 
N; AC 2; Move 12"; THACO 7; tnt Low; Size L; SA lite; SO +2 
wnPOIl5 to hit 

If any ctwK~r crosses the ttuuhold to the TC/IIoU, they will be im
medjately attacked, and they will a110 break one of the major bonds of 
protection lCh Atht has set about the Tower. Thu will allow the monsten 
access to the Ioweit 2 f1001'1 . They will still be unable to gc1 at the 
staterooms on the upper floors where the chlIllCten ha~ their quanen 
just below those of Teh Atht, SO there is 110 direct I.breat to either them 
or the wizard. Otherwise, t.he Githyanki inscribe circles 011 the ground 
outside and appellr to prepare some horrific enchantment or black magic, 
but thiJ if merely an attempt to lure the characters outside. The GM 
5hould balance thill encounter 10 that the PCs are ollly in real danger if 
they bebavoe voery ~Iy, but should pressure them them into believing 
they need to defend themselves. 

Teh Atht's Tower 
lCh Atht's 1bwer sWlds 011 I roc.ky bluff ow:riooking KJUbn from some 
distance. 

TIle TC/IIoU hat 16 floors in all. The JI'Ound floor and first flom are both 
an imposing 25' WI, and all the other noon have 10' cc:ilings, makin3 
the TC/IIoU almost 200' ta1J a1togelher. The 'lbwet measures 50' in diameter 
al the base and tapen to iust 10' acrou on the 15th floor where Teh Albt 
hu ru. observatory. The bottom twO floors are gnnd halls ; the nat three 
are sem.nu' rooms; above theIe: are 6 floors of guest apanmenu aDd 
storage roomJ. TIle 11th floor is Teh Atht '. awn living room, tbt 12th his 
bedroom and the 13th hit hbrary. The 14th floor is o.o.Iy accc:Rible to 1i:h 
Atht himself and containlltis laboratory aod study. All the 5tairs in the 
TC/IIoU hJ.voe a pennaneat leYitatioli of. mild son cast ()O them Il) that J0-
ins up or dowII is both voery easy and very safe. 

The monsten CIDtIOt progress beyond the GraIId Hall of the fUlii floor, 
neitbe.r CIIl they alJect the suucrural intqr1tY of the 1bwer. Both the 
Grand Hallt are lavishly deconled IIId have hanging 13pe:strle., mufllls 
and paintings on the walls, a1thou3h ~ are DO windows. 'The entire 
Tower is Iii by cODtia~ 1i&bt. Aroulld the walls are sidebomb aod 
cabinets displaYina objfu d'art and itemS of historical or cu1tufll1 
ilgnif~: I J(lldell 1tatuette of the Slug God of the N'dCJw; I fan of 
HroISak halberd·lances, their ruor·1Iw'p beads c:ar.tiI with all manner of 
delic:lte rlgUl'e5; enpved jyory f~ from frozen Kbrissa; a greenish 
sigil-o:tone fn)m dirk Arl~; incredibly fine silverware from Yabt-HaaI, 
the Silver Cily at the edge of the Frostlands; all these: and more fn)m 
ICI'DIIS thousands of leasue:s and the whole span of Theem'hdn. all locked 
in mqical display cupboards to awe Teh Atht's guests with a show and 
ahibition rivalling that IIf Illy of the: continent's Kings and ffish Priem. , 
Also in the HaJJ, Ire ltat. and divans lU'Ound the walls between the 
cabineu, wit.h small tables 10 that visitors may be entertained without 
ceremollY as befiu them. The Grand Hall of the first floor ill abCJ used 
wr llIltr affairs, now nther infrequent, aod there is a 1arge M.pit in the 
centre around wlUch co1ltpsins tables (Stored in the upper rooms) are itt . 
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TWo 5eIS of S(ain. lead up from (be ground 1100r. curvifl& IU'OUnd the _lis. "But the final nMIIation Is ~ to comel I passed up the tentacle's 
A single night leads up IU lile divided secund noor and so 011. whole length ere [t had reached Gorp, but I feat: that moment might 

Thh Atht's Journey 
When Teh Atht awakens from his trallce, he has the following infol'ml' 
rion. yO\! may wish to felIId out the passage u Teh Albl q>eak5 it: 

"This is dark news: disturbing and unlocked for. r.orp seeks to 
tamper with Time like no thing has done before. or ~r will, If my 
reading of the SUeam of TIme is correa . I set OUt to seek what Ciorgos 
looked for In the Past: I swam In the turbulent Stream, buffeted and 
thrown off coun;e ever and anon . But no sign. ~ or ripple of 
Go~'s magic COUkI , discover. Almost I despaired. thinklng he had 
found some way to mask his movements In 0\<11 Cl)'Stal flow. 

" Then J swam back to Ihis time, and JUSt as I was UIouI to clamber 
from the Stream and (etum to my body which. thank GJeeth. )'tIu have 
preserved, I espit.'d somethIng amiss In the F\lrure. Then I realIsed that 
If I went Just a little \\o'a)' Into the F\l.twe. I should be able to find traces 
of GoIgOS's entrance to the Stream. and perhaps even find a way 10 
prevenl that enlJallCC. Barely had I thougtll this when the Stream bore 
me 10 the very spot. whlch was muddled and swirling In a dlslraUgbt 
eddy. For a while 1 was as confused as the now of TIme. before 1 realis
ed that SOmething was forcing lIS way up Ihe SUeam. II was dark. 
blacker than pIlCh and il writhed In a groIfSqUe and unnerving manner, 
as If uncomfortable In the SUeam of Time and irrilated by [IS beautiful 
clarity, WhateVer [t WdS. II seemed not of TIme but almost the negation 
of It. a substance wholly of magic and unnatW"t". 

"AI the end of Ihls snaking. necrotic 11mb was a grasping hook or 
grapple, continuously twitching. opening and closIng. I knew it came 
for Ci<'IQps, and that ultimately II was of his doing, for there is nothing 
elSt In aUf time It could want. I determined to seek out what 
monstrous body had scm forth lIS q~ting membtr to reach stralght 
through Time in search of an ancient Necromancer. As I passed the 
limb's end. the dlgilS c:panded and blindly l110ped In lIlY direction. bUI 
I evaded It and a fortunate bore, the nux of some great event yet fb 

happen. carried me past It ID safety. So. 10flg I Journeyed down the rut· 
rent, alongside the macatH"e. numinous tentack'. EVl:ntua1Jy, looming In 
the Fumre. I saw the Body of the [1mb. And loom It dld, almost bIock
Irq; the enUre Stream of Time with Its great bulk. But the !low ofnme 
did not seem 10 halt for il. and then I grew more aftaid than [ have 
~r been - I. the grearest living sorceror of 11Ieem'hdra, 

"The Thing was absOIbing the S(Ieam of T1me.. and would soon engulf 
it au and bring about the FJ\d. Fomma!ely. there were still uickles and 
rtvuJclS passing around the Thing and much IDOI'C dammed In front of 
It. for to ~rge a Unl'lClSe from Beginning to End must be a feat even 
for Great ones such as this. I slipped ID the side of the SUeam and. 
passing along one of the riwlets and dwarfed beside its bulk. I saw Its 
connection wilh the Material Plane and penerrated through In my 
shadowy. l1meseeklng form. 

"There I saw the evil ooes lesponsible for this abhorrence. Thirteen 
they were In number, led by a sorceress dad In black and Fld. 
beautiful and wild. Before her was a book. a 'Ibme such as only Gorp 
COUld have created. and from the book she wa<i chanting a spell of 
hideous power... They were summoning (iOrp to their own time, and 
they were summoning hIm In the name of the thrombi That name I 
shall not for&l't easily: the thramb. A race from the cold sws.. demons 
from the deep, dark spaces between, spawn of the horrors ~nd the 
Rim. And If that Thing did not find Gorp soon, It would SWl'ly engulf 
aU the Planes through aU of 11me .... 

" t depaned and ~ back into the Stream of TIme. By now. thm 
were all manner of dangerous r:wrents flowing In the SUeam. and I was 
pulled and tossed like an autumn leaf In a. SY.'Onen brook. t had to fight 
the tom:nt of Time and the threstling of that gruesome member. and no 
easy fighl was It. 1 was forced to rest at the side of the Stream and 
there I noticed a suangc phenomenon. Clustering 10 the sldt: were 
several strands or the SUeam. soIJdified and hardened inlO aystall!ne 
wires. rhln they .... 'CtC, yet pure and stl'Oflg-looldng. and loosely woven 
togEther In a sort of cable. Each strand seemed to loop OUt into the 
Stream and then return ID pierce the wall that separated the Material 
v.brlds from this Timeless flow. With trepidation I reached for this sup
port. thinking to use It as a banister up the SCair of the Past. and 
despite its seemIng fragility. tbe strand I grasped held firm . SOon t was 
easily puIllng mysclJ' up that troubltd river which bore all the woes of 
the v.orld, swilrhin,g from one strand to another when they occasional
ly diappeared Into the Wall . 

nOl. be too far hern:e. Nr. t ilpproached me spot t had marked as my 
depanure point. I realised that all the strands were merging and ending 
at that very nexus. , forced my Pfojecttd fonn througb tlK' wall of Time 
InID this very room. casting a speU of seeing I perceived the strands 
of Ihe SO'eam of Time as they passed through the waIl as If puIJed Uke 
tmeads in a gigantic ~: and to each one of you wa<i a thread at
taChed. 

"Perhaps It Is the \.'.tb of Fate al work or some other force. but you 
seem inextrIcably linked with Ibat tiJne in Ihe F'utute where Gorgas In
tends to be carried, And aJ the other end of those threads. so m~ 
thousands, mayhap millions of ~nerations from now. YOllr ~ndants 
will need your assistance If their time and ours Is ttl survive. For Ihe 
RiruaJ can be Interrupted and GoIgOS's plan foUed. If W\' can but warn 
those descendants of yours." 

Mlcr this tale, Teh Atht eats three meals aU at once and Illr:n UI fit ~gain . 

He 5wts inVClitlgating ways of $Cnding ~ warning to the Modern 
cbaracteB, going over volumes of cOrmlporuience on the subject from !m
[abl the Teacher. PC IJUlgic-users may wish Ul help him in this search. 
This will tBkt: 4 days (less one day for every 5 IC\'eb of MU aiding him), 
by which time: he will have round a spell Imlaht used for lisl~ 10 the 
~~I with, which rouJd be adapted for sendiq: a message mto the Future. 
You may require that some ~ .ingredient is needed for the spell 
whieh the Pes have fb go and find. 

When all the prepanllJons are made, 1m Atht has each character carve a 
small boat complete with IIIII!It and sail: thC!lt' vends will carry dmlm
lIlCSsages down the Sueam of Time once attached to the crystalline 
strands. The messages are designed to pervade tllr: lubiecl 's unconscious 
mind durinll sleep (the easiest time). and Ihe Ancient characters need to 
be in a trulCe-State as well. lth Atht also makes one more timesecking 
trip to follow tht book. Gorgos sent down the ages. This Lrip i. much 
shaner as he knows what he is doing and has a simple milsWn. He 
discove~ that the Tome was found by the- husband of the will::h in a 
prehistoric tomb. A possibility for the ambitious GM wnuld be to hive 
Thh Arbl send tht POi on this latter journey, in which case Iheir first 
visit to the Future is accelerated. 

M1 : WITCH-HUNT 
The adventure starts here for the Modern characters. If pillyers lire 
running both modern and ancient characters. they will already know 
Ihe events that have takan place in the past. Having receIved the 
dream-message. they will feel compelled to meet on me lawns of 
Ihe Palace of Westminsler. seat of the British parliament. Some have 
travelled a long way, others not so far, but as the famous sound of 
Big Ben 8triking twelve o'clock rings out aCIOss the Thames, each 
member of the party instinctively knows the othels. 

Where players are running modern eharacters only, Ihe GM should 
tell them thllt this compulsion has come in the form of strange 
dreams over Ihe past days or maybe waeks (depending on how long 
the characlers hlld to travel to arrive here). Warnings, portents of 
doom. strange messages indeed. hllve meant none of them have 
had e good night's sleep .ecently. Tl1e GM should reveal the outline 
of seclions A 1-3 as if Ihey were dreams the modern character have 
had (you may wish to Impose a SAN roll with a bonus equal to the 
highest INT In the party; failure Indicates loss of ld6 SAN). 

The following common facts are established: 

1 . A person elalming 10 he an incredibly ancient anceSlor hes con
tacted them through the power of magIc to warn them of e 
dire threet to the world heralding from Iheir own ancient ela . 

2. The Chreat Is In the form of a hideous aUen being called a 
thromb which has worshippers In this modern time who are 
summoning il Ihrough Time. The thromb has incredible magic 
power' which It will use to dominate the world and possibly 
call down male of its kin from the dark spaces balween the 
stars. 

3 . The worshippers are led by a woman. whose name is unknown 
but whose face has been Implanted in the modern chalacters' 
memories by their ancient counterparts. The woman possesses 
a tome of magic discovered by her husband who wes In
vestigating a prehiSloric tomb. His face is elso s hown to them, 
as Is an idea of the house he and his warlock-wife live in (note: 
fhll chlJf1Jcters wiff not k.now whether thfl husband is alive or 
not; he was not one of the coven members). 



The Characters should be persuaded to start discovering the Identity 
of the couple as soon as possible. Areas of approach Include ar
chaeology, architecture, newspapers and so on. If any of the 
cheracters have artistic or drewing skitls, they will be able to 
reproduce a picture of the woman which will greatly assist them . 

The couple are Sir Geoffry and Ledy Louise Hood . Sir Geoffry has 
been dead for 5 years but his wife is still alive, although now she 
has reverted to her maiden nama: Chalbert. Their residence is a uni· 
que Le Corbusler chateau located on the FrenCh Isla of Casson, jusl 
off the coast of Normandy (near the Channel Islands), close to the 
port of St Brieuc. 

Friends of Sir Geoffry In arChaaological circles can tell characters of 
his withdrawal from the field some years befora his death, following 
a femous dig at a prehistoric burial site in tha Taurus Mountains in 
Turkey. Before thet time he had been a successful, rich end popular 
man, respected by his peers and a notable authoritY on ancient 
civilisations. Thareafter, he became e complete recluse, living on his 
own private island in the Channel and racalving no visitors, 
although his w ife made frequent trips to London Bnd Paris. No·one 
ever discovered what made him turn from such an axtrovened and 
lively man into a lSolitary and distant character. 

The el(tremely modern chateau at St Brieuc was built aight years 
ago on a special commission from Sir Geoffry, the plans being 
drawn up by the famous architect Le Corbusier. It is a peculiar 
building, like a bOll of White concrete and glass jutting out from Ihe 
side of the hill overlooking a rocky bay. Rounded pillars and planas 
project Irom it and divide it into an indeterminate number of com· 
penmenls; on a sunny day the windows seem to dazzle like the 
facets on a diamond end defy the viewer a 'total' picture 01 the 
house. 

Lady louise now calls herself Madame Chelbart and otten efltenains 
at her fascinating chateau . She has a reputation for dabbling In the 
OCCUlt, and is moderately famous In london and Paris as a spirit 
medium. hostess and patroness. She hes written two monographs 
on astrology and the spirit world, but nothing morl! recent than her 
husband's death. Less polite sources may also Inform characters 
that she is rumoured to hava had a number of lovers in both French 
and English society, some of them reputedly quite powerful 
members of tha government or the polica. 

As GM, you might like the characters to come across en articll! by 
Thelred Gustau containing much of tha informlltion in the saction 
entitled Thelred Gust.u'. In1l'odur;tion. published before he was 
ridiculed and later adapted as II sensationalist article in an occult 
magazine. The magazine also features ao intervIew with Mma 
Chatben. The anlcle has been reprinted in seventl journals and even 
011.8 popular daily newspaper, but has always been dlsmissad as 
bunkum. The publishers of the magazine can supply Gustau's 
eddrass: 

Toughton Hall 
Rosedale Abbey 
Nonh Yorkshire 

The tiny village of Rosedale Abbey is about 8 miles northw es1 of 
the market town of Pickering on the North York. Moors. 

M2 .. CHATEAU CASSON 
Once they hava established who the woman In the dream Is, the 
modern characters wit] know they must try and unmask Mma 
Chalben Defore she has a chance to stan the ritual which will sum
mon the Beast Outside TIme. Howaver, Mme Chalben is both clever 
and powerful and there will ba no way of convincIng the French 
authorities that sha Is about to bring doom upon tha world, or in
deed that she is likely to be guilty of IInvthing serious. She Is 
respected by both the police and the clergy, and known and liked by 
local people. although mele lire one or two fishermen in the port of 
St Brieuc who ha\ttl seen strange thIngs on the island at night, and 
there heve been occasional disappearancas which they like to at· 
tribute to her - but most folk ueat this as malicious gossip. 

If the modern chareclers do flOt Wish to broadcast their presence In 
the area, they may wish to IIt8'( on the Channal Islands, Which are 
onlv about 10 miles Irom the Isle 01 Casson Isee map). In St Brieuc 
they would be remarked upon Immediately as it is not a holiday 
town lit all, and nosey characters will probably be reponed to Mme 
Chalben vary Quickly. It is easy to hIre a boat In the ChaMel 
Islands, tess so (especially for foreignersl in St Brieuc. 

Mme Chalben is undenaking the ritual In the belief that it will sum· 
mon to har an object of the utmost black power with which she will 
be able to dominate Whole countries and preserve her immonality. 
and has already arran gad a suitable data for tha ritual to start. Her 
coven assambles over the two days previous to the evening she has 
appointed Isee the CharBct8l's section· next IS5ueL Mme Chalben 
spends this time preparing for the ritual in a secret part of the 
house to Which only she knows the entrance. Due to the very odd 
nature of the ChateaU's architecture, the presence of the secret 
chambers is very hard to divine. Howevar, she hilS taken precautions 
to safeguard her position both before and during the ritual , 

Tha first precaution was tha hiring of 4 guards to patrol the tiny 
island and make sure no-one lands without her knowledge: 

4 Guards - Human 

STR 15 CON 15 SIZ 14 INT 12 POW 7 
DEX 14 APP 10 EDU 9 SAN 30 HIt Pts 15 

Skills: + ld4 damage bonus; Climb 50%, Jump 50%, Speak 
French 60,*" Speak English 10,*" Hand-to-.Hand Anack - Fist 
75%. Kick 40%, Handgun Attack 65%, Shotgun Anack 
50%. 

Two of these men. racruite<i from the damobbed French army of the 
Great War, are on patrol tit all times. Thay have a small guardhouse 
by the jetty which is the only place cn the Isle a boat could readily 
land, IIlthough It is possible for characters in a boat to jump to tha 
rocky shore as long as there is someone competant at the tillar to 
keep the boat steady, the weather isn't too bad and they make their 
Jump rolll The othar guards ara In the servanu' quaners of tha 
Chateau, resting. It will take some time for them to come to any 
alarm aq they will probably have to dress and collact their weapons. 
Each guard has a .45 revolver In a hip holster and a 20-gauge shot
gun In the guardhouae. The shotgun may (40% chancel be carried 
when they ale patrolling the island, which they do once evar..: hour. 
At other times they may just sit In theIr guardhouse and play cards. 
They also have flashlighu, rope and assoned toola In Ihe guard· 
house. Both the guardhouse and the boathouse are built of cllnker
board and corrugated iron roofing, with concrete foundations. 

In Ihe boathouse, which has a slipway down Dehlnd the jetty, (s a 
modern motorboat along with maintenance equipment and tools. 



Madame Chalbert also has other guards within the !louse; the Book 
of Doom thet she "21$ inherited from Gorgos hes taught her sev\lral 
spells Including Summon Nightglunt. Bind Nightgaunt and Crel16 
Ghoul. The latter is a special spall which you may wish to cleate 
details for and use in your campeign. Mme Chalbert hed two local 
men captured and has turned them Into ghouls through the use of 
this spelt. The process takes 3 to 6 months during which the Bub
ject ia put through continuous hideous torture. The ghouls tlOW 
guard the enlrence room_to the suite of hidden chambers In tha 
Chateau : 

2 Ghouls ICoC p4S) -
STA 20 CON 15 Sil 15 
DE)( '4 Hit Pts 16 Move 9 

Attacks: Claws 30% 106+104; Bite 
Armour: 0; guns do \II damege 

INT 11 POW14 
SAN LoSI lD6lnl! 

106+ 104 + worry 

The ghouls have instructions to attack anyona atllaling the room not 
accompanied by their creator. They hide (Hid6 skill SO%) in alcoves 
on each side of the door from the main pan of the Chateau. but 
their stench pervades the room. 

The other supernatural guard Mme Chalbert has is a summoned 
Nightgaunt which reald8S In the upper floor of the tOWBl"_ It Is charg
ed with carrying off any int l'1Jder on the iSland, It will not mistake 
the guards lor Intruders as Mme Chalbert has placed certain charms 
on their belts ISpot Hidden to notice this when guards are an
countBl"ed, and succe88lul Cthulhu Mythos rolt will elicit nature 01 
tha charm). Anyone with the guards Is also safe. Nightgaunts have 
accounted for two other disappearances of inquisitive locals. II a 
party member is carried off by the Nlghtgautlt, they will eithar be 
killed, or deposited on a Nllside In the Bohmer Wald near Plzatl itl 
Czechoslovakia. 

Nightgaunt ICoC p521 -
STR 15 CON 12 
OEX 15 Hit Pts 14 

SIl16 
Mv 6 /12 

Attacks: Gfl!IPple 30,*, then Tickle 30,*, 
Armour; 2pt skin 
Skills: Sneak 90%, Hide 90% 

INT 4 POW IS 
SAN loss ldSlnii 

When the characters arrive, it is the day of the ritual unless the 
charllCters have discovered the day 01 tha ritusl and managed to get 
there earlier. 

Not. - if the charactlrs arriVB too 'ate, or filiI to stop the riwill once 
started. there {s a 75'j6 chanca Gor90S wiff successfully 6"ive in the 
20th CBfltUry and I 25% chance of th6 end of the Intire space-time 
continuum. If Gorgos gets there he wiU '-mmediately stert summon
ing 6/1 sorts of SUp8Mafufalaid before bringing down the fest of tha 
thromb r6ce end conquering the whole world. This is fIOt 6 suc
cessful conclusion to tha scenario. 

II tha characters arrive on the island during the day. there is a 
greater chanca that they witl be spotted by someone in the house or 
by one of tha guards. If they arrive at night, they are elmost certain 
to ettract the attention of the Nightgau/'lt, whose main purpoae Is to 
distract intruders. 

Layout of the Chateau 
No pilms are provided for tha Chateau. since most of the action will 
take place at night when the characters 'assaUlt ' the house to dist
urb the ritual. The layout Is confusing Inside; deliberately so. The 
GM should describe the chataau in terms of typical rooms: "The 
butler leads you to the library" or " There are stairs leading down 
towards the cellar "_ The players Should not be allowed to think their 
charactel'$ have a clear picture of the Chateau at any time before the 
events in the secret chambers. 

Itlside. the Chateau is appointed In typical FrenCh moderniSt style 01 
the ' 205. the rooms ara ganerally lOpacious end lofty, snd all have 
vast expanses of glass, Thele are just two floors, but both are split 
level with different rooms staggered in height and connacted by 
seemingly random stairways, spirsl ramps and passages. Some win
dows ere of stained glass, such as a 13'x8' window In the dining 
room depicting an abslfact seascape in blue and green. The doors 
into the lounge hsve glaS! representations of Muchas' Fow Seasons. 
Electric lighting has been installed, run from a generator in the 
basement. 

The lower floor cotllains a servants' area with kitchen, cold store, 
pantrv, servants' living room etc: at the other end of the Chateau is 
the main entrance openitlg Into the hallway and main staircase.. Off 

the hallway are a gemes room, morning room and lounge. From the 
lounge one can go to the games fOom, dining room or study. Funh
er on from the study are Sir Geoffrv 's old collection rooms - there 
are three of these. stuffed with display cabitlets from digs allover 
the world, untouched (nor B1I8n saen muchl sInce SIr GeoHry sud
denly retired from archaeology. The morning room and games room 
both have french windows opening onto the magnificent balcony 
which extands as a palio and paved wev all around the house. There 
is a servants' corridor Irom the pantry, between the dining room and 
the morning room, continuing past the lounge and through a 
disguised entrance into the hallway, Serving doors opetl Into all 
those rooms mentioned; these are concealed as panels in the wall . 

The upper floor cOMains Ihe servants' rooms at otle and. There are 
normally three maids. a housakeapar~ a butler and a valet/hendy
man. However, while she prepares the Rituel, Mme Chalbert has 
given all her servants leave and they are absent Otl the msinland, All 
have accomodation, and there is slso space for a number of visitors' 
servants above the servants' area downsteirs. At the east-
ern end of the Chateau are the guest apartments and, b8tlelllh the 
tower, Mme Chalbert" suite.. The latter Is the height of lUXUry. The 
tower can be reached by a stair ascending from an outside door, or 
from Mme Chalbert's solar on the first floor. Both entrllnces ere kept 
locked, and that within the solar Is cunningly concealed amidst a 
plester wall fresco. 

Tha secret chambers are located amongst and below the collection 
rooms. They are accessed only Irom the study, the sole entratlce be
ing above the fireplace, The chimney is displaced behind and 1I0und 
a set of steps which fold down from the mantel. Down a narrow 
passage is t"e firBt chamber, painted with gold and vermillion 
designs from floor to ceiling With a great rune inscribed in black 
marble on the ceiling. There are two alcoves, dark. recesses where 
the ghouls wait, one to each side of the corridor. They are fed with 
live snimels and blood stains may be seen on the grey stone floor, 
Their stench fills the air with nauseous odour. The ghouls fsea 
abovel will tty and use their Sneek skill to attack with surprise. 

There are two exits from the first chamber: to a preparation room 
and to a spirel stair leading down, The pre~aration room is tiny, 
crammed with a rack of robes, a cupboard of magical equipment 
Iherbs. catldles, parchment, feathers, braziers, chalk and paint, vials 
of liquid, mortars, pestles and so onl. a small werdrobe for clothes 
discarded when changing, a small locked casket cont"lning an 
assortment of books and magical Items IGM's choicel and a couple 
of betteled chairs. 

The spiral Slail leads down to three chambers beneath the house. 
All t'lave solid walls carved from the bedrock and faced with polish· 
ed SlOne. much of it carved with arcane dasigns and pictoglyphs by 
Mme Chalbert. The first chamber Is nothing more than a waiting 
room, where the acolytes gather and walt for their leeder. It is about 
IS' across and leads through a cerved archway to the second 
chamber. This is smaller, just la' across, but the carvings Ite 
diabolical and frighteningly realistic. Characters entering here must 
make a SAN roll , Idding half their Ct"ulhu Mythos bonus, or lose 
104 SAN. The chamber is a treasure crypt, for concealed beneath 
the flagstones in the floor are the Instruments 01 Mme Chalben's 
blsck magic: a set of golden manacl8S and a gold SBCrificlal knife; e 
gold thurlble and block of potent incetlse; a megical Arab StOtlll 
tablet that aids in the binding of summoned creatures by edding 4 
to the spellcesler 's Magic Points when compared to those of the 
creature; and finally the Book of Doom prepared by Gorgos and 
d\lscribed elsewhera. These treasures are arran gad in concealed 
holes symmetrically placed In a complex pentagonal design on the 
mosaic floor of the chamber. Indescribable and Insene carvings of 
eldritch horrors surround the archway through to the final chamber. 

The chamber of summoning is a powerfully oppressive and evil 
place, Even unoccupied its aura Is lOuCh thet anyone failing a SAN 
roll will be too alraid 10 cross i ts unwholasome tt"oreshhold. The 
room itself is vaulted and rises to 16' It the centle from 10' high at 
the walls. The floor atld walls are of polishad black marble veined 
whh yellow: the veins In the walls have been carefully carved itl an 
Imitation of crawling tetltacles and almost seam to glisten. The room 
is lit by candlelight during the ritual. and on the floor a ci rcle and 
pentagram have been Inscribed With chltcoal and chslk. 

If the ritual is interrupted, the chafl!lcters entering the room will see 
Mme Chalbert partially disrobed, wildly incanting from the Book 01 
Doom. Her arms and breasts Ite scored "nd bloody from tha gold 
knife she wialds atld light smoke from the thurible waft around. 
Following her chanting are tha twelve othel members of the coven, 
clad in yellow robes like those of the pliests In Gorgos's Temple of 



Theldred Gusteau's Introduction 
'" only know that in 19-. while observing at close rGJC the fanwtie erup-
tions of __________ as that island ro5e up out of me su, I fished 
abu.ud my boat I massive piece ot volcanic flotsam whose fonulllW: 
teCOVet)' !I«mCd dCMl/led 10 reshape the Ihlnking of th£ entire an
thropological worldl 

'''The thing was both astonishing and awesome. Astonishing in that, embed
ded in the m8S5 of greyish-wbite. foamlike rock. I ball of blue glus like a 
an eye clearly showed through the Wish of WIVes. Awesome in tIIat this 
rnan - wbo5e gllwy p!L'i$ellger was, even a, first glance, quite obviously an 
a.nefaa of some sort - kad recently been ejected from the bean or the 
newborn volcano. 

"Once they had the thing on board, my men were quick 10 break llway the 
still warm lava IIlxnll i15 large glass core, then 10 carefuUy carry thai 
nucleus 10 my cablll. Grey droplets of _waler 'till clung 10 its SUrflU, and 
the soapy scum of lava and volcanic dust obscured its true oolow- and .... 
OO1\tellt!l. Bul when I had cleaned il wim a lowel, then those of my crew 
with me gasped. and for a moment !be magic of the VOIClOO'S birth was 
almost entirely forgotten. 

"For here was 5Omethin& thai surely could not be! Locked in lbe bluish 
s.lass Wat a bOll; of dull yellow metal in the .shape of a seven inth cube. II 
bad ha!;:ps and hinge!! and Wat covered with mystic symbols and the tlrimae~ 
ing faces of knllcms and dragons, hybrid dwarves and giants, serpemr and 
demons and other night-min8s from IllI the oorners of myth and legend. 

" We put into port and I lOOk the &lus ball with me to an hole!. It was 
solid, this sphere, and yet curiously light. made of glass unknown to 
modem Kience. After I had taken many pholOlfaplls and shown the thing 10 
a nwnbcr of friends and colleagues, I SIll down to determine a way to let at 
the golden box witb.in , 

" Had the sphe~ been hollow, then II simple shattering of the glaD might 
suffu;e, bul il was lIOf, and I had 1Kl wish to damaJe the boll. In the tnd, 
nine fruslnlll:d days later in London, I procured a jeweller's diam:lnd-tipped 
drill and commenced what I thought must prove 111\ Illmost mtolerably lOng 
Pr0ce6S of drilling. In thb I was misWen. 

"I had drilled 00 more than IWO hole. inlo the sphere. each 10 within an 
inch or $0 of Its nucleus, wilen there began 10 [\ow from the ~nd hole lin 
oily blue substance !hal smoked on contacI with !he lir. PateDLIy, in drillins. 
the iCCond hole fractionally deeper than the firsl, I had broken through to 
thiJ; previously invisible agent which $unt)llDikd the golden boll:. II bubbled 
up OUI of the driD hole and bled thinly down the !.ide of the sphere - and 
wherever it nowl:d the glass melttd away like buucr. 

"So Ilcrid were the fuma, I was !IOOII driven 10 desert lhe house and had to 
abide in igooranct the pa$8ing of whatever catalytic reaction Wlill IlkiI'l8 
place within. When the smoke- cleared some miDUtes later t rushed bac:lo; 10 
my work table and tbere saw the goldeo boll Iyiog in a few ~Iivefi of 
eVDporatiog glass. Eye!) these rounded chLps I tried to $live, WWuDi them 
under the cold WIller; but 10 no ayail. the catalyst had lUI unbreakable hold 
M <I<m. 

" How my rtngcn trembled when, Ilaviftg WIped OO\1lll the workbencb lop 
Bod removed the bol 10 my study proper, I eased back the hasps and lifted 
the lid on hinges Which w~re as well oiled as if attended 10 only yestc"rdayl 
For I loog [J]Qmem I COtLId only stand and stare. a.ll I-tremble and breaking 
out in a sweat of fevered anticipation, but then I forced myself 10 a sembl
ance of cl1mness and set about to take [J]Qre photographs as I lifled each 
item from \he bol. to spread aero" the table. 

"TheTe wu a tiny silvu whistle whose mouth wa. sealod with Ilardencd 
wu.; several small dark bottles of sealod liquid, each marked in redly
glowing hIeroglyphs on II sort of learhery 1abd; a IPlIgnil'ying glass in I 
square golden frame delicately filigreed with intriguiog lIf1Ihe5ques and in
laid II the comers with irridescenl mother-of-pearl: a tiDy simI!, itS of a 
monkey, but wilb only one eyesocltet central in the forehead, all covered In 

the Secret Gods In KIllhn. Inside the circle Is a flickering , shadowy, 
supernatural terror; a projection of the Beast Outside Time. Seeing 
this also requires a SAN roll - tho~e falling los8 2010 SAN pta , 
those succeeding still losing 103. , will not attempt to describe the 
Beast (such things are nOI fOf printing or speakIng of, even if the 
English language with Its million words had sufficient vocabulary) 
but as GM you must manfully attempt to convey some of the enor
mity 01 horror that It carries with it . 

Mme Chalbert's ritual will be interrupted if she is attacked or if 
mora than two of her coven are stopped Irom chenting. When the 
break in the enChantment comes, she will utter an unearthly screem 
and all the coven membars will cease chenting, frozen Into im-

gold leaf ncept for the eye, wbk:b _ I ruby iii( • ray ..u ftDcmd; I 
folded map of MmIi on a type of piidunwl wbiclI bepD to diaiDIapaIe u 
soon u I spread il; it set of silYe!" dividers in perfect wortinc COIIdttion; I 
beautiful bamboo flute or exquisite worbnamhip; a te.d peodmIln !be 
shape of. lizard devourill! its own tail: !he ~, Modlo-sbarp, curved 
IVaI)' tooth of some beasc of prey, with I Iwdwond budIe SCI inIo ill moe 

and making of it I deadly dagger; and fi.nally, betw:ath a.lI of dae leucT 
treasures. runeboob and scrol!J and documents, , 11 of fine stins DO thicbr 
than paper but lubricatod In a wly which left them supple ai'tef" Ood~y. 
knows how vut a stroch of tiJIIC. 

"Several loose leayes the~ were too, finely hieroaIYJIhed in figura com
pletely !leW 10 me and almost cenainly beyoad !he taIcnts of MY ofUJdly'. 

cryptOgraphers or runic im£LpTelersj and :u I \aid lheae carefully Oft my 
Ulbit a draught distwbed them. ~ 10 blow them onIO !be Oonr. I 
used the (mt thiDa: 10 hand - tl.e ancient JIan square frame - 10 pill. them 
down, and so accidenWIy stumbled ICI'OU I molt fantastic revelatioD. 

"WboeYe!" had stocked this golden box and RaIed it had DOC only wdel:y 
and deliberately prouocted il apinMt its journey into Allure I!COQII but had 
also foreseen certain o[ the difficulties ill diIrovucr mUll eyentually r.ce. 
Beyond doubt be had been I scientUt of wm. this 1lIoIII, but tha _ surely 
mucb more than seieoce! 

"My head iwam di£ily and I clulCbcd It the table', edit. I blirWd my eya 
and looked &pin ... The.n stared ... And fiDaIly. rubbin& furiously It my 
eyes, I shakily pulled up a chair and lit down 10 peer yet apin. unbeIiev. 
ingly, at the Itieroglyphl Uw now IWIID up IatJe throuab the bltw!-tinrcd 
"'" of the magnifier. 

""", .,.,.,. /WrofI1p1u no liM,.,,! 

.. No ..... I oould re.d IhoIe iDllIlelIlOrial miniscules at eacily u if I b.d writ
ten them llIytclf, for DOW - or so II !lppC8I'Cd throuJh !be impouible leal of 
the magnifier - lhey w~ in German, the Languqe of my youdll EaaaJy I 
lead • page, two, three, copying down !.be word.I in scnrclIy £naliIh u I 
scanned through thlt incredible gIau, watchinl the bI~, alien and 
unknown characters and symbols wtithina do dearly diIecmabIe wortb, 
phrases, sentences and paragraphs III I slowly slid the mapifier over them 
where- they lay. 

··Then III"IiMy. My hand Will 50 uhakc-, my eye. wllerinj: with tbe IITIitI 
of starmg at this cool:inuaI, meamerisinc metamorpboaiI, thai I droppod die 
sJ.as! and gasped honifed 15 it cracked llwpIy qainA a comet" of the. 
SOIden bolo Insrandy I thin trickle of oily blue liquid Ieepod 0lIl from !he 
interior of !be Jc:m. l..e&s than twenty iC:CODds laIct no trace remained of die 
mira<;Ulow 1_, oDly its 5qU8R! frame and I rapidly dieperaina milt of .:rid 
,""",. 

"For II momcat I ~, cuning mylCif for I clumsy fool and almoIt 
cryina; out loud in frustntion; but \beD 1 ~ up my ~ pqea of' 
8CfibbLed notes and rWiacd tIw. all was DOl loll! In lboIe few ~ of 
Jlq)el I had a key, one whkh would unJocIt: the KlCr«J 0( die -npu 
JUS! ill surely as any map masnificr - but much lOOfC Iklwly. 

"For nine Ions yem; I laboured - DDt ooIy over Illy tmIIlaIioI:Is bw abo 10 
gain recognition of an Age of Man prcdati.na prdUiIOI)'J - but while I have 
sucCCSlfully trandated I good third of reb Aw'l ntDDbookI and 
manuscriptS, I haye failed dinnally 10 impRaIlDY raJ IIIIbOriIy with tile 
enonnity of the lreasure I found in a t.YI bomb hutlcd from the throM of. 
volcano. 

"Perhap5 if my find had ~n less specUICLlIar .... if I had tOW DO-O!Ie orlbe 
disappearing sphere and lens of gla.u .... and certai.oIy bIId I milk no men· 
tion of the magnirJer's wondrous p:1Wtn: of trmslaticm, thinp miahI have 
been different As it is: still I am IrUd oolllidenbly to be Iooed upon u 
'somewhat peailiu' or as 'quaintly eccomtric'. and tha deapite my previoul 
reputation and the fact that I lulve photographic evideDce. aIId frieDcb wbn 
will vouchsafe the utlth of whit I 51y." 

mobllity bV the tranaformatlon of the Boast Outside Time. The BeUr-
will auddenly expend to fill the whole cIrcle, IIrelnlng at the meglc 
bonds. If anyone hes crossed or broken the magic cIrcle 8t any 
time, It will increase to fill the room. Then all the modem charactera 
will feel an immense force tugging 8t their chestll, 85 if their bodIes 
were attached by en unbreakable cord, a8 the Beast Outside :rime 
withdraws from both er8S it had penetrated simUltaneously. There Is 
I fleetIng sensation of being hurled through some cosmic dlatance, 
then ... nothing . Bliusful unconsclousneas sweeps over them all lind 
they arrive In Teh Atht 's Tower In Theem'hdra completely unaware 
and uncaring of their fate . 
Next 'nul: The ch8rllcters cross in time - lind must fight for their 
lives agllinst Gorgosl 



From the author ofthe 
award-winning Lone Wolf adventures 

comes a major new developmentin 
gamebookdesign 

BYJOEDEVER 

CAN BE PLAYED SOW OR WITH TWO PLAYERS 
A DIFFERENT SOLO ADVENTURE IN EACH BOOK 

SIMPLE NO-DICE COMBAT AND MOVEMENT SYSTEM 
EVERYTHING NEEDED FOR PLAY INCLUDED IN EACH BOOK 
FROM THE BEST SOLO GAMEBOOK OF THE YEAR AUTHOR 

CANBEPLAYEDA~HEREANDANY~ 

EVERY MOVE IS ILLUSTRATED-OVER 210 PICTURE VIEWS 
INFINITE MOVE POSSIBILITY - NO TWO GAMES EVER 

IDENTICAL 
PLAYER HAS COMPLETE CONTROL OVER HIS CHARACTER 

Author Joe Dever is a fonner 
Dungeons & Dragons World Champion. 
His bestselling LONE WOLF adventures, 

voted 'Best Solo Gamebook of1985: 
have earned him recognition as 
a master of the gamebook craft. 



DEATH OR GLORY ... 
£ Cf\O\CE IS l'0ll 

~~ ~8 

THE WHITE 
WARLORD 
You are the White 
Warlord ofKordan. 
sworn enemy ofthe Black 
Baron ofZom. His hench· 
men have captured and 
imprisoned you in the dun· 
geons of his fortress
Castle Blackdawn. You 
must use all your warrior 
running to survive the 
deadly tricks he has devised life. Avoid 
his traps, solve his riddles and find i 
treasures and you may live to avenge your honour.in 
a fighllo Ihe dealh wilh Ihe Black Baron himself. 

Examples ofthe Combat Heroes ~player game. 
Each view represents what the player is seeing at 
every stage of play . 

BEAVER BOOKS 
A DIVISION OF CENTURY HlIlCHINSON LTD. 

THE BLACK. 
BARON 

In the combat maze 
ofXenda you face 
your arch-enemy
the White Warlord of 
Kordan. Around 
€'Vet)' comer. behind 
evet)' obstacle, in the 
shadows of every 
corridor lurks the 
threat of ambush or 

sudden death. At eve!)' rum you are in total control 
as you endeavour to outwit, out-shoot and out-fight 
your oPlXlnent. for every successful duel will 
increase your skill and aid your quest for the 
highest of warrior ranks - Combat Hero. 

Each book in Ihe COMBAT HEROES syslem 
conlains a solo adventure. Combine your Combat 
Heroes gamebook with its companion and you 
have everything you need for an exciting. fast-paced 
t\\U player duel. 

CHOOSE YOUR MOVE- CALL YOUR 
NUMBER -CHECK YOUR PACE 
Atf'very stCfgel)fthegame. Yl1udrein totalcuntrol. 

The COMBAT HEROES picture view syslem is 
an innovative step forward in gamebook design. 
TIle simple movefnenl and combat rules are easy to 
learn. ensuring a fast-paced adventure every time 
you play -either alone orwith a friend. 

Features such as Ambush, Missile 
Are, Hiding, CrlHcaI Wounds and 
Campaign Play add realism 
10 the excitement oflhe deadly 
duel as you strive to attain 
the rank of Combat Hero. 
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Thl, Month: 
Aly MorrL~D 

Over the past few months there have 
been quite a few painting articles in 
various magazines on the theme of '[ 
did it my way'. WeD, folks - here's 
another one! 

My personal painting style bas evol
ved over twenty years of painting 
various rIgures, everything from col
lecton' to fantasy ftgures. When it 
comes to specific. techniques, my rule 
is • there are no rules. I will quite 
happily paint oils on top of acrylics 
and then wash inks on top of that. If 
I can get It onto the brush, it'll go 
onto the figure. Have you seen the 
latest range of nan varnish down at 
Boots? 

By now, you must have a prelty good idea 
of the different types of paint available. As 
nearly everybody makes acrylics nowadays, 
I tcDd 10 use these most often. There's a 
buge army of colours 10 choose from, but if 
there's a colour I can't get with acrylics, I'm 
not afraid to change to a differenl medium 
in the middle of a figure. If you keep trying 
out different paints, you'll soon find the 
ones you prefer 10 work with. Now I'll ex
plain how I go abom gelting the effects I 
want in my painting. 

The rlJ'lit steps 

First. take you shiny, beautifully handcrafted 
masterpiece and use a scapel or craft knife 
to trim off aU me beautjfuUy handcrafted 
flash and mould lines. This is where 1 re
mind you to be careful; blood is very diff
icult to get out of the carpet. If you're going 
to paint the figure as it is sold· without 
changing it in any way - it naw needs fixing 
lO the base and priming. I usually use a car 

touch-up spray for this, as it gives a good, 
even cO'o'crage and comes in a variety of col
ours. Yes, undercoats don't h~e to be white! 
Black, for example, is a good colour for 
metallic figures such as armoured chaos 
warriors. If you're going 10 use gold or 
bronze metallic paint, try a red or yellow 
undercoat. Grey or brown will make the 
colours on top look more muted - this is 
good if you want the figures to look scruffy 
or tatty. Once you've undercoated, let your 
figures dry overnight. 

While the undercoat's drying, lei me tell 
you something aboUI my method of conver
ting figures. I very rarely do any! The mOSt 
I will do is to change a weapon or head. 
Having spent the whole day making figures 
for Citadel the last thing I want is to play 
with more putty when I gel home. This is 
purely personal; many people enjoy conver
ting figures to make them more unusual or 

individual. though with the thousands of 
figures available these days, there should be 
something available 10 suit everyone. I think 
that a good paint job can achieve just as 
much originality. 

OK, the undercoat should be dry by now. 

The general fuell like to get on a figure is 
that of porcelain or ceramics. I don't par
ticularly like the finish to be too 'authentic'. 
These are fantasy figures, and that's how I 
like them 10 look. 

We'll slllrt with flesh and faces, but - depen
ding on the figure you're painting - you 
don't necessarily have to do things in this 
order. First paint on your chosen skin col
our. Once this is dry I colour wash over it 
with ink or dilute paint as a suitable shading 



--------------------------. 
colour. For European humanoid flesh I use 
a brown or red/brown wash, for negroid a 
dark brown or bluc/black. A blue/grey or 
green wash can make a figUle look most 
unwell, and its good for chaos types. J Iceep 
my colour washes fairly light, prefering to 
do two or three on top of each other than 
just one dark wash. 

I have recently started using Rowney CryJa 
gloss medium 10 dilute dOYlll inks. This 
gives a slightly viscous consistency to the 
wash and it flows on better - an effect I find 
preferable to using water. Once the colour 
wash is dry, r highlight back up using the 
original flesh lone, carefully blending in the 
edges to give a smooth finish. When dry, I 
highlight further using white mixed in with 
the flesh colour and blended in. This can be 
repeated until you're eventually highlighting 
with pure white. AI this point, dark shading 
is put in down the side of Ihe nose, in the 
eye sockets, along the mouth and hairline 
and under the chin, using a very fine brush 
and a slightly darker colour than the ori
ginal wash. If I wish to make the shading 
even darker, I'll use extra washes, or a 

rapidograph pen which creates a more 
cartoon-like effect. After aU your high
lighting is finished, put a very thin wasb of 
your original shading colour oyer the whole 
skin area, as this pulls the whole thing to
gether and gives added depth. If you feel 
the colour is too pale, repeat the wasb until 
it looks right. 

When painting eyes, put a very dark wash 
around the eye sockets. It doesn't have to be 
brown - blue Of purple will make characters 
look very evil. Be careful not 10 overdo this 
or )'Our character will look like he's been 
punched in the eye! Remember, in an eye 
there is never too much white showing -
don't make YOUI1l look like a fried egg. The 
pupils are added using a fine brush or a 
Rapidograph pen (size 0.13). 

At this point a wash of brick red ink can be 
out over the lips and a wash of dilute blue 
or Payne's grey ink avef the chin to look 
like desipr stubble. Alternatively, dot stub
ble in WIth a pen. Any hair is painted in us
ing the same procedure, as is any other skin 
area. Once the flesh colours are dry, you 

can add interesting tones around stnps etc, 
by using smaIl quantities of very dilute ink 
in purple, blue or green, and veins can be 
suggested with lines of dilute wash at places 
where they would be near the surtace of the 
skin. I'd now consider the flesh finished . 
Scars, latoos and warpaint I'll deal with 
,..". 

Fig 1&5: Skmgg 1M S/aughur£,. 03 Ogrr 
flg 2.3.4: Samp~s of AJys pot/trrlJ d 
lo:twr£S 
Fig 6: SkaWII lite Choos Ri:lJrMII (ef7) 
Fig 7: 00 'Troll 
Fig &1.9: lklDil~d Back & From View of 
U/riJc SkarJol(BC5) 
Fig J(J: On: CMmpion (BO) & Hobgoblin 
OiampiOll (RR/5) 
flg 11: OmDk C36 Hobgoblin 
flg 12: A OOIfI-'tmOll fI'IOrrisOll sryk oj an 
old C35 CMos HOrrio,. 
Fig 13: ADD6 PalCldin and th~ Black DwrJrf 
from AJgord 
Fig 14: Dark Rtvrion- of Choos 
Fig 15: 07 Goblill MU/(lll/ & C36 
Hobgoblin 
Fig 16: CJ5 On: Standard !kart,.. another 
Morrisoll OOtlwn-IOII 
Fig 17: AfCClM A,rgord crrarurr oj Chaos 
Fig 18: C35 Chaos 
Fig 19: 08 GiDI1l 
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Cloth Armour 
Generally. I use the same procedure for 
cloth as I do for skin. If I wanl scruffier 
cloth, I will dry brusb the highlights instead 
of blending them. Bach colour 00YI8days is 
sold in so IIliIlIY differeni shades that you 
ought 10 be able to highlight without using 
added while. Whenever possible I try to 
keep to this tochnique as it keeps the colour 
vivid while lightening ii, wbe~ added 
white would make the colour paler. 

Once the basic cloth colour is finished, the 
fun really begins! You don't have to stick to 
just one colour for clothes; there are lots of 
different types of decoration. Look at a 
book OD costume and you will see endless 
patems and colour combinations - hoops of 
different colours, stripes. zigzags, diamonds, 
dots and jester pallerns. Edges of cloth are 
often decorated with bands of contrasting 
colours or paucrns. Entire costumes can be 
covered with a repeat design • chequers or 
diamonds or flowers - and wizards look 
good covered in runes and magical symbols. 

All these effects add individuality and 
brightness to a figure, bUI be selective. Tho 
many different patterns on the one figure 
can look cluttered and messy. When you 
have decided on the design you waut 10 use, 
draw it onlO the figure first with a sharp HB 
pencil, then paint the details in as finely as 
possible, A point 10 note is thai some inks 
when used for colour washing can bleed 
through onto the lighler waler-soluble paints 
you Ulie fur p2nems. This problem is easily 
solved by usmg oil-based paints such as 
enamels fur the decoration . If you use a 
laIKe block of colour as part of the design, 
such as different coloured sleeves. don', 
forget to shade them 100. Generally, with 
flOWCB or repeat patterns I'I1 leave them the 
colour I fIrst painted them. but if you find 
this looks too false and brighl, a very dilute 
wash of sepia or nut brown will tone them 
in. Don't make the Yr.lSh 100 dark though, 
or the effect will look too grubby. &.Its and 
straps need only the basic colour and a sim
ple highlighl, and black belts need DO 
highlight at all. 

When painting metal studs, buckles and 
brooches, painl the item black first. For 
silver I use any acrylic paint. and fur gold I 
use Rose gold pcM'der mixed with Rowney 
cryla gloss medium. For bronze, brass, erc, 
use whatever appropriate colour ~u can 
find with. light wash of brown mk, high
lighted with gold. I always use water-based 
metallic paints, as I fmd that some enamels 
run when they're varnished. It's no fun fin· 
ding thai your beautifully painlOd cheek
patterned cloak: gets covered with a gold 
Sheen. Try out metallic colours befure you 
use them on a figure. If they do react to 
varnish, coat them with the indispensible 
Rowney cryla gloss beforehand, and that 
should stop the paint running. 

To paint smooth fur, use the same techni
ques as for cloth; fur speed of for a hai rier 
efkct you can dry-brush the highlights on. 
Try painting differtnt animal slrins like 
leopard, tiger, zebra etc, or make up your 
awn - they look particularly good on cloaks. 

Decide whlch colour armour you 're going to 
paint. For ireD and steel I use a mixrure of 
CitadeJ mithril silver and blUe or broYln 
paim. For bronze or yellow metal , any cop
per, brass or bronze paint will do. When the 
initial colour is dry, colour wash with peat 
brown or sepia ink for iron or steeJ, for 
yellOW" metal wash with a rich brown ink 
such as Rotring brown drawing ink.. When 
dry highlighting back up with the original 
colour and pick out details with silver for 
iron and gold for yellow metals. If you waut 
the armour 10 be a 'Paladin' steel , give it a 
wash of blue ink. 

Now the aging process · all those sticky, 
horrible biological stains nonna! washing 
po'Mier can't remcrve! First rust - use 
redlbrown ink around rivets, joints and 
under armpits. Thuches of green or blue 
make good stains, and o n yellO\Y metal it's 
very effective to use green from the stan in· 
stead of the redlbrown. After this is dry, 
look through Your inks and add touches of 
various colours here and there 10 make in
teresting marks and stains. This is e!ipeCiaily 
good for chaos, ogre or orcish figures. 
Scratches can then be added with thin lines 
of sepia or brown ink. The-secret is not to 
caver the whole armour with ruSt and 
~tains, but to leave mosl of the original col
our visible with jLlSt the necessary aging to 
get what you WIlIIt . 

Armour doesn't have to be a standard metal 
colour - chaos armour cou1d be black or 
red . Historical armour was often lacquered 
or painted in mnny different colours, and 
sometimes patterns were painted on it, 
Tbere are even records of 16th cenrury 
helmets being covered in red velvet. You 
can see there are no set rules. Experiment 
with different colour washes to see what ef· 
fects they have.. An interesting variation on 
black armour is to paint it blue firsl, and 
then build up the black. colour with alternate 
dilute washes of black, blue or green. 
Swords and other weapons can be treated in 
the &arne ways. 

'Illto .... warpajnt, scars, 
" 'oun(fs and' zits 

I like painting tatoos on my figures. They 
add an extra dimension and individuality to 
each figure. Use a fine brush or a radio
graph pen with blue or green ink to paint 
on the talOO. There are inflllite sources 10 
get your ideas from. Just a few I have used 
are runes, celtic patterns, oaths and sym· 
bois, but try not 10 get carried away and use 
too many mixed symbols on ooe figure. An 
ogre covered in celtic spirals will look 
great, but if.you then write the hislory of 
the Roman Empire down his arm as well 
it'U looking like blue porridge! 

Thtoos and warpaint on the face can give a 
superb look [0 quite plaio figure!>. Bandit 
mask stripes O'Ver the eyes will make them 
stand OUI more and the character will look 
pretty mean. Red Indian style fitce paint 
looks good too. Whole areas of the face can 
be painted different colours. Thke a look at 
books on tribal peoples or theatrical makeup 
for inspinltion. 

There are two kinds of scars that I use. Doe 
is the lurid scar of pulp fame. which is very 
easy to do. Paint a brick red line where the 
scar will be and once it is dry use a pale 
flesh colour 10 paint finely down the mid
dle. For reasooably fresh scars such as flog
ging marks I use crimson posler paint 
inslead of pale flesh for this. Because poSler 
paint is quite thick, you can raise the sur
face of the scar above the skin - very effec· 
tive! 1b paint j uicy wounds, CUt into the 
metal of the figure and paint as you would 
for a scar, with perhaps a little bright crim· 
son in the wound or yeUow dots if the flesh 
is suuting to putrefy. It just depends on how 
tastless you want 10 bel 

QuIckies 

If you waul to paint a laJEe number of 
figures quickly, for a goblin army or lizard 
tribe, there are a couple of things you can 
do 10 speed the process up. One is 10 use 
oil paints wilh a 'wipe off technique. 
Undel'C1Jat your figure in white, and paint 
the appropriate green colour on in oils. 
Then, using a fine sponge (the ones from 
the Citadel blister packs are ideal) lighOy 
wipe off the oil paint from the raised sur
face of the figure. TIlis leaves the colour in 
the shadows. Then. using a fresh sponge, 
dab lightly over the whole ftgure, which 
will blend the colour into a good skin ef
fect . Remember that oils take a while to 
dry. but you can easily paint the flesh of 
large numbers of figures at a time. After 
drying for a couple of days they'll be ready 
for you to paint In the costumes and other 
details. Another tip is to use a lighter colour 
for the flesh than you waOI the finished 
figure [0 have, and then apply several light 
coats of colour wash . This gives effective, 
quick shading. 

\\lrnisbing 

I always give my figures a gloss varnish , 
even if they're going to be man finished 
later on. Gloss gives good, tough protection 
for your figures and brings out the depth 
and brightness of the colours you have used . 
If you want your figures 10 be mall, lei the 
gloss dry thoroughly and then spray with a 
couple of coats of Letnlsel matt varnish Or 
paint carefully with one of the bottled matt 
varnishes avaiJable. 

Bases 

I try to Uep bases as simple as possible. 
First I build up around the feet with Tetrion 
or Polyfilla, then gJue 00 sand and paint it 
green. This is best if you are using figures 
as playing pieces, as I do; any decoration on 
the bases is bound to get broken. If your 
rJgute isn't going to be used, then the addi
tion of mushrooms, stones or foliage looks 
good. Model them in Miliput and paint as 
desired. 

As a final note, the one thing to be remem
bered is thai you should never be. afrajd of 
trying anything once. You may make a mess 
- I still do - but you may just discover that 
perfect look. 



BACK TO THE READERS POLL 
O net again. it's )OUr chance 10 beal the editm of Whiu Dwarfimo submission, by Idlirt us just what)OO think of games and gaming. After all, it's onJy 

the best pan of I~ years since the lasl ODe, and lhings bave changed somewhal: since then .• , And juSI as an added iodocement, all the compleccd question
oaiJes will be emered imo I pri7t draw, and the t'Mllucky winners will win £l5O worth of Otadet or Games Vtbrtsbop products. Just complete)OUr 

entry and use the pre-paid 'envelope' O'o'Cfleaflo send illO While Dwarf, Gomts HOrhhop DaiK" Studio, &field Chmnbm, 1618 [qw lbvtmtnt, NottiJIgham NGl 
7DL. Or, take )OUr rompIeICd bnn 10 aoy Games Wotisbop Shop, and we'U give}OO a free rJgUJe - 'NOnb rop. HIve it here by Sep&cmber 1st, and )OUr name 
can go in the dnIw. The rt:SUlts of the Poll will appear in the 0c10ber or NuYCrIIbeT issue. 

1. What do you thid (1/ tht following dtptJTfmtnls~ 
Answt'r: A Amav'n '; B Brill; C AI.'m.lgl!; D Duff; 
E Emggggh!! 

(8) Open Box... .... .... ....... (b) Critical Mass ................ . 
(c) Fracas ..... .. .. .............. (d) 2020 Vision .................. . 
(e) Small Ads .................. (f) Leiters ..... ......... . .. .. ..... . 
(g) 'Eavy Melal ................ (h) Gobbledigook ............... . 
(i) Thrudd ..................... . 

2. Which has In,,, ,h, but USUI to dole? ... .. ....... . 
J. W1tiell issue lIad the best ~twtr? ................... . 
4. Whit'll is the etulitst issue JOu III1N purr:hllSed" ...... ... 
5. Whit'h Iuu bUff the best iuue in th, wt n monJhs 

(lfDs 67-80)? ..... ................ . 
6. Whit'll III1S bUff Ihe best IUffarW to tItRe? ..................... . 
7. Whit'll hIlS bUll Ih. kst fell/un UJ date? ...................... .. 
8. ftbuld ~u prt/er mo,.. jHtuns, mon It'etlllJiqs, or is th, 

baJallt" aboul riPI? 
Answtr: F mort foaiUrtS; S mort! S«llQriOS; R abow 
righl .......... . 

9. In ,h, lIISt !,ar, WD Iuu rroduolJJ phllStd ow the regullu gem
ing d,ptJftm,nU; is tilis something of ",hidr JOu llPP""e or 
disappro~? 
Answtr: A ApprtJ\le; B Diropprmor; C No opinion.; D H?ry did 
)oW gtl rid of I7IJ Javouri" dtponmmt (srti.tf1)7 ............ .. 
If Ihe answer 10 qu,stion (9) was n which thpart,rwus would 
you Ita" uptt 
An.tWt'r: TId: ,hl! following if thty arr d~fX1rlmtnU you would 
holor upt 

(a) Srarbase ..................... (b) 'Theasure Chest... .......... .. 
(~) Crawling Chaos ....... .. .. (d) fiend Factory ...... ......... . 
(e) Rune Rites...... ........... (f) Heroes & Villains .......... . 

U. Do JOU prrfer 't"tullios in WD to bt wriIIM for a spec.ific 
'Jstem, Wrill'lI for multi-system, or wrilt,n wiJhoul game 
sllltiStit'I at olJ? 
AJuwer.· A 1 system; B multi-rystem; C no system .......... .. 
HD'ftI ntIJJIJ people (beside JOunelf) nad JOur aJP1 01 WD! 

Do you rwr lool III or bU1 other ~elt 
Answu: Us, as ftlDny of the foIltwo;ng codes for each magazitIL 
thai )'014 how: read QI least onc.e in the IDSt 6 monrJu. 
A & y ~ry issue; B /Ny some wua; C had frimd(s) , c.opies: 
D Prrfer to WD; E Find less interening tlu:m WD 

(a) OOlgoo. ... ........ ........... (b) Thnured Souls .. ........... .. 
(e) Different Worlds .......... (d) Heroes ....................... .. 
(e) Challenge........ ........... (0 'Narlock ...................... . 
(g) GameMaster Pub!... ...... (h) Adventurer ................... . 

14. Do you read 4111 fanVn~1 t Yes/No 
IS. II th, otUWer 10 14 ;1 Yel; which U YOllr fttyouriJ,? .............. . 
16. Do you own 0 home compuler whieh YOIl use for gam~s play. 

ing? YulNo 
17. If tile iUlSwer to (16) was Yes; whi~h compuler do you OM/"? 

Do you usually use miniOlurts whtn playing 'Pgs? YesINo 
Do lOll fittd the adHrtisementl i" WD usefu" Ye!ll'No 
Ra~ you wer purr:wed a game product btcouse of an odve~ 
tisem~nt In WD? Yes/No 

21. Do YOIl play 41IJ gem~s postally? Yes/No 
22. Have you ~r ",bff ptJlf in U_ction roleplaying? Yes!No 

23. Do JOIl ewr read solo gameboob? YeJlNo 
24. What is th, mOlt ettjoya/ll, UI~tI!tlStNctJtopic in WDt 

2S. WJuJt is tire wont idNlIIS~ct/topic. in WD? 

26. Which an th' lour roleplaying ptrUs YOIl hart played molt i" 
the unt year? 
Answer: Pur Q number IHside the four gmnes you hove played 
most often in the last year; 1 = the game you hove played most 
often. 4 ,.. Ihe gantt ~u ho..., played 4tll most often. Do not raJe 
more than four games. If)'Ou ha'llf! played less Ilion four, only 
rate those )'OU haw played. 

(a) AD&D ....... , ..... ....... .. (b) 0&0 ........ ....... .......... .. 
(e) RuneqUC5t .................. (d) Traveller ..................... .. 
(e) T&T ......................... (f) Bushido ....................... . 
(g) SlaT Trek.. ................. (h) Call of Ctbulbu ............. . 
(i) Stonnbringer ............... (j) MERP ...... .................. . 
(11:) PaBnoia .................... (1) Judge Dredd ................ .. 
(m) Golden Heroes.. . ......... (n) Warhammer .................. . 
(0) Indiana Jones .............. (p) Marvel SH .................. .. 
(q) Toan ......................... (r) Dr Who ...................... . 
(5) Twilight 2fXX) .............. (I) Pendragon .................... . 
(u) DC Heroes...... ........... (v) SlaT frontiers ................ . 
(w) Battletech ................... (x.) Ringworld ................... .. 
(y) Ghostbusatrs ............... (z) other (specify) ............. .. 

27. Which games wouM you lib to see mo,.,nesl of in WD? 
Answer: Plnce un M against games you wish to su more of, and 
an L against the gaml!S )'Ou .... .;sh to see less of Make sun the 
number or Ms equals the number or Ls. 

(.) AD&D ................ ...... (b) 0&0 ....... ... ... .... ....... .. . 
(e) Runequesl. . .. ......... ..... (d) Traveller .. , ................. .. . 
(e) T&T ....... .................. (f) Bushido ....................... . 
(g) Star The.k: ................... (b) Call of Ctbulhu ............ .. 
(i) Stormbringer ............... (j) MERP ........ ....... , ... .... .. 
(k) Paranoia .................... (I) Judge Dredd .... .... .. ....... . 
(m) Golden Heroes ............ (D) Warhammer .. ................ . 
(0) lndia.aa Jones .............. (P) Marvel SH. ........ ......... .. 
(q) _ •••.•..•.•...•..••...••. . (,) '" Who .....•. ................ 
(.) Twilight '2000 .............. (t) PeodJagon .... ................ . 
(u) DC Heroes .... , ............ (v) Slar Frontiers ................ . 
(w) BaIlJetech ................... (x) Ringworld ................... .. 
(y) Gbostt><we.. ..•. ...•. ..•.•. (,) ""'" (sp<cify) ..............• 

l& 841 WD got /Htler tIT wone sjlfce "" lIut lUaden' Poll 
(WD57)? 
Answer: Y Yes; N No: S about the som.t. Do not an.rwtr if you 
did not rrad WD57 ........ 

29. HD'ftIionr haw.1Oll been pl4ying roleplaying games? ....... 
y"", 

JO. How m411J people nomuJUy plaJ rpgf togtther ill your group? .. 
31. How ohJ art JO"" .............. Years 
32. An you nutle or fomaJ,~ Mlf 
33. When do YOIl nomwlly bill your WD? An.rwtr: A Newsagtnts; 

B Games Shop; C Subscription/Mail Order 

34. 1/ you wish to In entered in the Priu Draw, please enler your 
nam, and adtJrrss below: 
Name; ............. .... ... .. ........ .... ................. ............... .. .. .. 
Address: .................. .... ............... ....... ... ...................... . 
....................... .... ....... Post Code ........... ....... .............. .. 
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WAR MAMMOTH 
OF THE 

UNDEAD LEGION 
Now manufactured m 

Britain this much sought 
after model is avaiiabJe 

at £5.95. 
Supplied as a simple kit 

in a colourful box . 

MAIL OIlDER 
from add!ess al lop of page 
Pay by cheque or PO. made 
out to Grenadier Models U K 
L<d 
Altemahvely, pay by 
ACCESSI BAReLA yeARn
VISA (see below) Do BOt Hlld 
cull OJ' bank aot ... 

A.CCESS/ BARCLA YCAJU).. 
VISA CAltD BOLDERS U!Ie 
your Ctedlt card !I.S iI 

convement way of paymg for 
mall order Grenadier Figures. 
Order In the nonnal way by 
pOst, mc!udmg YOUI ACCESSI 
BARCLAYCARD-VISA number 

" ORDER BY PRONE USING 
ACCESSIBARCLAYCARD
VlSA the qUJc~esl and most 
convement method of all 
Call 02.44 53611 J, place your 
order and have all your 
quesUons answered. 
24 hour answenng service now 
In operanon 

POST AND PACKING 
Maqaunes - pas! free 
Other olders 
value up to £6 - add SOp 
valUE! £8 + - posl free , 
The rates apply In UK and 
BfPO only 
Overseas customers - please 
send IRe for rates 

MIDDLE EARTH 
BOXED SETS 
Set J SHEWB'S LAIll U .50 
contallung 
SHELOB, VEANTllR, Captam 
of !he Tower, CALIME 
HALfELVEN, Mage ollhe 
Tower, SKARGNAKH, 
Chieftam of the Uruk.an9l1Jm. 
COCOONED VICTIM, 
TREASURE. ORC GUARD with 
SWORD. ORC GUARD wllh 
GLAVE 

Set 01 IlILLMEN OF TBt 
TROLLSHJl.WS £4.50 
conlammg 
BROK, Hill Troll, PRUG, TA
FA-LISCH , GhOBl of thE! Petty 
Dwarves, DUNMAN SCOUT. 
M1ITLI. Pelly Dwarf Mage. 
MONG-nNN, Leader of Ihe 
Htnmen, NARLGA, Half.arc 
Maqe. TROLL BOOTY 

also aVllilable ".50 per .. t 
Set I FELLOWSIlIP OF THE 
JUNO, 
Set 2 SAURON'S DARK ONES 

Grenadier Models UI{ Ltd. 
25mm Gaming Miniatures 

Dept. W, 19, 8abage Road, Deeside, Clwyd CBS 20B. Trade Enquiries Welcome 

Nick Lund's 
FANTASY WARRIORS range 
£1.50 per pack NEW 
rw 1 Dwarves wuh Spear 
FW2 Dwarves wlih 'tWo 

Hlloded Weapons 
rw3 Dwarves With Axes 
fW4 Dwarves with 

Crossbows 
fW5 Dwarven Scouts 
FW6 Dwarven Heroes 

and Champions 

Dwarf packs contam three 
fi9llres each 

fWl1 War Troll WIth 
ClUtlng Weapons 

F'W12 War Troll with 
. Sm~sht.ng Weapons 

fWl3 W6J: '!'roll with Two 
Handed Stone Club 

Troll packs tnclude II 
separate Shteld and 
SEVERAL separate 
Weapons 

2513 Sea Dragon 
25H! Iron Dragon 

2514 OTagonlisk 011ustrated) 
£3.95eaeh 

fW6 Dwatven Heroes and Champions 

FANTASY LORDS 
- new releases 

£1 .50 each 

151 Death Giant (illustIa!ed,) 
158 Hobgoblms 
160 Dragonmen Spectaltsts 
lSI Beauty and the Beast 

FANTASY LORDS RANGE £1.50 each 

101 Advenlulers 
102 females 
103 FTm!! Glam 
104 Clenes 
lOS Were Cleatules 
106 Skeleton Cavalry 
101 Halflmqs 
lOB Goblms 
lOll Orcs 
110 Dwarves 
111 Monlo:s 
Ill. Elves 
113 Specialists 
114 Undead 
115 Bugbears 
116 Golems 
111 Dragon Man 
118 ScorpIOns 
119 Hill Giant 

120 Wing rol~ 
121 Kmghts 
122 Wtzard! 
123 Ll7.a{d Men 
lZ4 Gleenwood 

Adventurers 
1<1.5 AnnouleQ. 

Dragonmen 
126 Skeleton Cavalry

barded horse 
127 Famlilals and 

Homocu1t 
128 S1. Georl1\! and 

the Dragon 
129 Undead Orcs 
130 Bolt Thrower With 

Undead Clew of 2 
131 Dwarf Hydra 

132 F1ying Carpet and 
Crew 

133 Elite Sk:eleton 
Inflllltry 

134 Umberbu.lk 
135 Armoured 

Centaurs 
136 Goatkm Warnols 
131 Storm Giant 
138 OrClL'l 
139 Demons 
140 Searcher of Souls & 

Writhmg Crusher 
141 Clenc:s 
142 Hippoqnff 
143 Captives 
144 Barbarians 
145 0o;1res 

CALL OF CTHULHU RANGE 
MINI-DRAGONS 
6 models, each ona a perfect 
representaDon 01 one of 

£1.50 each 

WI federal Agents 
202 Hoodlums 
203 Adventureu 

211 Sand Dwellers 
212 Deep Ones 
213 DlIIedevtls the smaller members of the 

Ora lloa Raee 

50 I Pond Dragon 
502 Marsh Dragon 
503 Cliff Oral/on 
504 Pel Dlagon 

204 Mastel Cnmmals 
205 Invesugators 

2 L 4 Law Enforcers 
215 Newshounds 
216 IntrepId Sleuths 
217 Monsters of 

50S Old World Dragon 
506 Forest Dragon 

Incredible value at £1.50 each 

206 Cops 
207 Ghost and 

Horrible 
Compamons 

208 Undead 
209 Ghouls 
210 MI-<Jo 1!Ind 

Serpentmen 

Madnas!l 
218 Hound of Tlndalos 

wuh Gheul and 
Zombie 

219 Winged Honors 
220 Dilrk Young of 

146 Skeleton Command 
P."" 

147 Skeleton Mounted 
Kenl&drummel 

148 Skeleton Guard 
149 Skslelon Infanlry 
ISO Undead Centaurs 
151 Cavalier/Paladm 
152 Cavemen 

153 """""'" 
154 Dark Evils 
155 Kobold! 
157 Death Giant 
158 Hobqoblins 
160 Dragonmen 

SP8ClaIists 
161 Beauty and the .... 

Sbub-rugguralh 
and Shoggolh 

221 Cthoruans 
222 NyariathOlep 
223 'l'salhog\11.la 
224 Old One and 

DunenslOnai 
Shambler 

225 Spawn of Cthulhu 
226 Huntmg Horror of 

Nyw:hlthotep 
227 Greal Race of 

Yith 

- ...... IIoI ............... '_ ...... __ t... __ Il __ "'_ ............ '"" __ ~I>o_~_ .. _: 
Please mention Wh ite Owatfwhen replving to advertisements. aco:A!lJUt3 ~ 4S 



letters Page 
White Dwarf' 
Enfield Chambers 
16/18 low Pa ... em~nt 
Nottingham NG1 7Dt 

Aha! Success! Not only Iuwt we l'fION1ged 10 
gel away from Jett~r.s about saism and 
agdsm, but we'w actually got some lettel'S 
about games! Amtlzill: Just 10 celebrate, 
"-\l '1l get right on with th~m, and see how 
little room it leaves for (M sexist, racist, 
young demons in D&D debat~, 

Edward 'Dlrt, Middleton, G Manchester: 
~ This letter is directed at Matthew 
Pr Salter (utTen WD78), Thank you for 
your theories on elves, dwarves, hobbits, 
etc. I'm not sure !lII)Une else will want 
them, tboogb , 

J R R ThUcien cre"ated hobbits himself. 
They filled a gap in Middle Earth and 
enabled him 10 link up some important fac~ 
ton: in his tales. His sources for !he other 
denizens arc the mythologies of different 
cultures, mainly the Celtic. and No~, and. 
in particular, the legends of 8ecM>"uif. 

Tony Fortune. Carlow, Ireland: Matthew 
.&... Salters's letter. BefOre" Tolkien came 
pt! on the scene elves were more like 
Noddy, hobbits were unheard of and Time 
Bandits wasn't even made! Ore is a word 
lOttien invented (no h~ didn '( - ELl,) .. 

Enough about tMt. Attitudes like 
wuri~ll~ Miller's (Lerren, WD7B) are what 
the hobby needs! 

M R Or.iddicks. Norwich, Norfolk: Gary 
.&... Lea in WD78 was dead right in his 
JIlt" complaints about AD&D initiative, 
but the Action Roll system suggested in the 
answer is still not good enough ~ and for 
that matter is probably the vmy most OMs 
run initiative anyway, 

As an alternative. I'd 1m to lIugesl the 
following system which I use very success~ 
fully in my game. 

First. the official timescale of I minute 
per round is silly and unworkable · instead, 
if the segment is defined as I or 2 seconds 
and the rounds as 10-20 seconds !hen com~ 
bal becomes much more realislic. 

The basic initiative roll is on dID, the 
result being the segmenl on which the blow 
falls, this being adjuslCd for weapon speed 
and dexterity, Add the reverse of the 
reactlanack adjustmenl to the roll (ie, !:.>ex 
18 gives ~3 on the roll). If the attack is 
psionic, a prepared missile or a spell, sub
tract 3. For weapons, if !he speed facler is I 
or 2, subtract 2; if 3 or 4, subtract I; if 5 
or 6, do nothing; if 7 or 8 add I, [f 9 or to 
add 2 and if higher and 3 to the total. 

If the ~uJt is 0 or less, then the attack
er makes two strikes • the flTSl on .segment 
I, the second on segment (JO+total). If the 
resu.l1 is 11 or greater, the attack comes in 
the following round, on segment (total~IO). 

For spells with material components a 
round must be spen' in preparation, and for 
all spells the initiative rolled applies to the 
start of casting, 

Spell durauoos should only be convened 
to me new timescale if they are combal~ 
orientated· ie, a Mordenbinen'ji transfor· 
mation lasts one new segment per old seg· 
ment, but a fool's gold will last 6 new 
segments (or 3, if two second segments are 
used) per old one. 

SUrprise gives five .segments per point of 
surprise, in. which the surprised person can 
only defend, and • after the first 5 segments 
~ nee. 

For missile weapons. halve the fire rale.. 
I heavy crossbow bolt per 40 seconds 
maw much more sense than one every two 
minutes. 

When an unprepared weapon must be 
drawn, add 3 to the initiative roll. 

Mike de I\)mpt'i, Sudbury, Mass, USA: 
..&.... Responding to Gary Lea's question in 
~ W078, my group has taken the 
AD&D combat system one stage rurther 10 
incorporate all the loose ends. Instead of 
looking at the system as divided into rounds, 
you must look at it as being a continual line 
of segments, glimped in tens for easy 
reference. Once you are paSt surprise, which 
is self-cxplanBlery, each attacker must roll 
d6 (initiative) and add !hat number 10 his 
weapon speed factor (or the time it takes to 
cast a spell), This gives you the time it 
taJres 10 complete the action, continuing moo 
the next round jf necessary. When the action 
is completed, you repeat the process, pick
ing up from where the last action left off. 

This system works best when you draw a 
bunch of squares (segments) in clumps of 
ten (rounds), and mark them off as they go 
by, with notes written in as 10 when this ore 
is going 10 land his mace, etc. Needless 10 
say, this becomes very complicated when 
there is more than a small skinnish. but the 
players can usually manage the ume-keeping 
for their own chameters. 

Nell Grant. Thysybw[, Mid Glam: 
.&..... Gobbledigook. No, not the nrip, but 
~ Matthew Salter's theories concerning 
the existence of dwarves, elves, goblins, etc 
(W1J18) . 

While he manages to justify the demi
humans well enough, he forgets about the 
other monsters whIch cannot be justified, 
like dragons or basilisks. Nor can his theory 
justify magic beyond the level of tricksters 
doing sleigbt-of·hand stuff in Ibe 
marketplaces. 

As for Elf, Dwarf and Goblin being In 
the language long before 1blkien , so were 
gorgon and hydra, etc, nonc of which he 
can explain avmy. Nor can he produce any 
rationale for the myriads of monsters created 
by D&D garners, as these don't even exist in 
mytholgy and therefore can't be justified by 
saying ~What is believed is effectively real.~ 

I suggest Gary Lea checks out the initia· 

tive system contained in the fanzine Miser's 
Hoorri. issues 4-6. As for the Jmagin~ initia~ 
tive sy~.tem. that \\IllS the biggest load of 
.!%@% ever written. h ignored 98% of the 
things a good initiative system should take 
notice of, and was the only system in which 
a lumbering, encumbered , Dell 6 fighter 
with a club gets to strike before an unen~ 
cumbered Dex 18 thief with a rapier. 

AfXJl1 from the (Jriginul syslem, 1001 is .... 
~Il that·s three diffu~nt iniliati\\l systems 

011 the lerr~rs page (one lasl issw), and one 
In a /nnVne. All hf them aba"don the 
abstract ont!. minut~ combat Mmt!, of 
cours~, which Stems absolurel)' ludicrous ex· 
cept when tat*~d onttJ a completely abstract 
combat sysl~m. Hqw can you run 10 second 
combat round in a game I4'he~ you can '( 
kill in a single blqw once you 'vt! passed the 
Jim frw lewis? 

Hugh Fonter, Salford: I read and woole~ 
..&.... heartedly agreed with the bod who 
~ said wnXhmar was the best thing 
SUlCe sliced bread. The map mistakes men
tioned and the slip about Alyx the Peacock 
(read the books!) are the only errors I've 
found; a unique achievement. I have a cam· 
paign going, and adveDtures tend to write 
themselves. The tl7lde table is especIally 
usefuJ, and not just in Lankhmar. 

The language table does Deed doing. I've 
culled II few from the books, so maybe this 
would suffice: 

dlOO Language Origin MllpN() , 01-04 Forest Thngue Great Forest 
OS Old GhouJish Gboul'. City 29 

06-21 High Lankhmar 29, 
genel1lUyon 
continent 
31. 

~ 

22·53 Low 
Urnk"""= 

S4-S8 nthmart 
59-60 QllarmlllUao 
61--65 Mingol 
66·10 H different 

n·7J Eevan~ --74-78 Kokgllll.b 
79·80 RimIc 
81·87 Kuarcllish 

88·90 Dc.sert~taJk 

91-94 Kleshite 
95 Simorgyan 

96-00 Cold tongue 

"common" 
on continent 

Ilthnw 14 
Qllarmali 39 
'''Pi''' I 
Eastern 20.21,26 
Lands (various) 

Eevanmarensee1J 
Kolr:gnab 42 
Rime Isle Sa 
Kuarch NaT 11.12 ,13,14, 

15,16.]7,18 
QuarmalJ 4] 
Barrens 
"'om 40 
Simorgya III 
(dead l~uage) 
Cold Corner 6.7.8 
Cold Wastes 

Thomas Brewer, Felixstowe: I must 
.At.... congralUlate Oraeme Drysda.le on 
PI' writing Ashes /0 Ashes. I think rais~ 
spells are used 100 frequently in 0&0 . 

"ywel T Pbillips, Swansea, ~es: Some 
....... comments on Ashes to Ashes. The use 
JIIr of another'S body for resurrection 
seems more suited to reincarnation. It has 
always puzzled me how the party MU could 
call into being a troll wilb the soul of a 
friend in, say. the middle of a cily. A mean 
trick is to have another creature" from the 
table arrive. hungry and mean, while the 
characte~ are waiting for their reincarnated 
friend. Imagine the scene: the party 
desperately trying 10 befriend Ibis monster 
for the first time ever - what inlClligenl 
monster wouldn'l take advantage of this? At 
the least the monster could wait to be given 
all the PC's magical items, so all it has to 
do is sneak off before the real PC arrives. 
Or, claim the PC is a wandering monster 
and rush to the attack ... . 



For resurrection, I alWll)'S rule it requires 
the head, and alleasl15% of the bones. I also 
rule thai all other mnains disintegrate In the 
time the spell is cast. 

For e:wnpJes of 5OuHo-soui confliCts, try 
reading PiCIS Anthony's C1USJ~r ser-
ies, especially Chaining The lmJy & Thou
sand Star. Also, see Aiken Drum's subs
umption in Julian May's Saga of the Exiles. 

Ale.; Hardy, London N19: I think congratula· 
~ lions are in order for Lauriellc. Not 00-

JIll' 1)' has she got a beautiful name, a work
ing bnun and her name in While Dwarf. but •. . 
but •. " I think I'm already in love with her!! 

Terry Kench, Bradford, ¥Orb: In respon
~ se 10 Graeme Drysdale's article. I have 
~ a point to raise (sorry, no pun 
Intended!). 

Poor or low-level characters should have 
some chance of being ~surrectcd . If the 
character is played uue to alignment, a deity 
might see the persoo as an asset. The 
mercenary altitude displayed t1j clerics who 
only nUsed the rich would surely offend their 
gods· remember the widow's mite? J wouJd 
like to believe thai the purity of a character's 
sou) would be more: important than riches in 
the purse. 

Assuming the gods could be botMred with in
dividuals, or wen' interested in seeing 
characters raised buck. 10 life (unlikelyfor a 
God of Death, or possibly even one of Ufo ... ), 
and that having a powerful, rich church 
~sn't maltu10 Ihem eilMr. Still, asa 
rewardforbeing a good boyi" the ~softhe 
chllrrhlremple, there ought to ~ some chanu 
for lower-/n'el dwrocters to be brought back. 
How ha\'e OIher GMsjunified resurrection in 
their campaigns? 

Andy Device., Sutton Coldfield. \'\Yst 
.&.._ Mitis: A poinl occured to me: the other 
JIll' day in my AD&D campaign. If 
'monsters' have treasure in monetary fonn (as 
they must have to make the game work), then 
where do they spend it'? Surely not in human 
cities (since the world is based on II largely 
human--dominared society), as in most fantaSY 
cities they would be killed on sight. 

1b make it v.orthwbile for monsters to hoard 
gold (apan from sentimeotal 0' curiosity 
value), they musl have cities and societies of 
their own. This, however, fllises another pro
bJem. lIthe monsters are numerous and 
organised to have their own cities, why haven't 
they flattened lhe relatively puny humans? 

Hmmm. Jt might be f!asier 10 tum the argu
ment the OIher way up, tmd have treasMe in 
monster lain in some OIher form than slroighl 
cash. 11u!n lhey can be wing "nat-
tNtr Ihe thing is - UJpeslry,jewellery, gold 
cups or wh01ever -just becaust thty are pretty 
and because "ftMverthq took thenrfromptrr 
bably valued tMnr enough (0 lose the;r (jilt'S 
for, This maUs flWre sense any-
way: whlNVer thoughl anyone could even 
carry the a\'erage horde OUI of a dungeon?! 
Ten pound Coil1S are ellough 10 put haus in 
your pockets, _ .. 

Robert Andersson. Umea, Sweden: I 
.&.. would like to say something about the 
PI' way your reviewer compared TSR's 
On'ental Adventures with FOU's Bushido. 
There isn't any game on lhe mar\;et today 
which can compete with Bushido. We all agree 
that the most imponam thing in an JW is the 
background. A good game will provIde much 
oftha! information. The ~iewer said OA 100 
more background info-l totally disagree, OA 
has nothing Bushido hasn't, 

LETTERS 

lapan is a fanlastic IIUld in which to adv
enture, with so many peculiarities, such as the 
famous ninja. And that background needs a 
system fined 10 it. TSR continues to squeeze 
money from a system which was old when 
Bushido arrived in 1981. 

My advice to all you AD&D playeTS who 
like to have a DeW place: to slaughter in ig 10 
buy OA, For those who would like a good rpg 
aboul Japan, with atmoSDbere and a good 
gaming system, buy Bushldo. Besides being 
better, it's even cheaper! 

'Mad'Tom Lynton, Brighton. Sussex: 
.&... Please put me in touch with Laurielle 
~ Miller (Letters, WD78), as I would like 
to ask her for a signed photograph and. .. 
what? No! Not the pulping machine! I'm too 
young 10 be fumiga~1! 

Mark Boyes, Gulsborougb. Cleveland: 
....... Here's a new topic forWD letter page 
'fir diSCUSSions: what use are White Dwarf 
scenarios? 

No, I'm not knocking the Dwarf. The pm
blem is the same in all magazines and most 
'bought' scenarios. Scenario writers pull 
characters, locaUoos and events from their 
own campaigns, and expect us, the punlfiS, to 
be able to fit them into ours. ~Show a little im
agination and adaptt you say. ~No" 1 reply. 

Once a Games Master has a campaign 
undeJ"ll,'IlY it is difficuJllo add lumps on if it is 
well thought~1 beforehand. A couple of 
r rinsumees. 

I. A typical AD&D scenario may involve a 
quest for a magical item, involving a lrek 
through the wilderness. battling strange 
creatures and searching through a lost temple 
fo r the aforesaid magic thing_ 

Any OM with a concern for consistency 
would DOt use such a scenario (and you cannot 
say Dwarf has nol printed such a scenario). 
The OM would not find an appropriate area in 
the campaign world for the adventure site (as 
most of the world has beeD demiled already), 
the resident monsters might DOl fit into his 
ecology pattern nr whateve.r passes for race 
distribution in his world. Also, said magical 
thing is bound to have a history inconsistent 
with the GM's, 

2. On a topical note, ICI's examine a typical 
Golden HI!rt>es scenario. 

Since all SHrpgs are basically lhe.same, you 
would think that I, a Champions OM with a 
passing knowledge ofGH, would be able 10 
run something like The Pilcomoyo Project 
with litile difficulty. Not in my case You 
wouldn't. 

I don't know what house polley is Oil super
power frequency, but it seems a little high fur 
III)' taste, In the scenarios ill Dwarf, in the 
back of the book and in the supplemenlll. (Nt 
have introduced flfty super-heroes and -
villains. It bas taken Marvel twenty flve yean 
In do what you have done in one! You now 
have a campaign v.oTId full of heroes and 
villains, but keep adding new ones with every 
scenario, 

For instance, it would be typical for a 
scenario to introduce a sroop of highly ex
perienced heroes to show up the player 
characteTS. The immediate problem facing 
the OM is to explain to the players where these 
charneteTS were when the Cheese Monster was 
taking over theeanh the last time they played, 
or why they've never beard oflhem before, 
The GM can say "Oh, you've heard of them, 
bul they've been adventuring in space/Aust
ralia/the 8th dimension for the lasl six 
momhs~ ooly so many times. 

lust because a superhero character genel'll
tion system is easy to use, it doesn'l mean it 

should be used frequently. Once all the playeTS 
fuNe interesting characters, and the OM bas 
all the non-super-playeD he wants, the genera
tion sbould only be used for cbanacten whose 
origins occur after the campaign has started. 

WhatI'm getting al is that. in a camp-
aign, ChatacteTS should reoccur, DOt be re
placed and vanish into 8 ridiculous limbo. T 
am sure the heroes from Pilcomayo wiU nol 
recuT in WO, mainly as people who don't have 
lbe issue will DOt have the stats, and if you 
reprint them there would be an outcry. For all 
these reasons, I have never used a GH 
scenario as its stands, 

ls it possible, !hen, to prinl integratable 
kenarios in a magazine? Sure, as long as it's 
Judge Dredd or Paranoia or some other game 
wilh a comprehensive background evCf)'ODe 
&gteSs on. Since I don'r plB)' Dredd and you 
haven't printed a Paranoia adventure, I'm hos
ed on; I baven't used a Dwarf scenario since 
W029. 

T doo'l have the answeTS, bull hope 
someone does. 

In afantasy ctmI/X1ign, if'YOil have mopped in 
every delailto the arentthat you can ne'>'er 
cope with a new idea, then you ha\'e probably 
O'>'f!rdone the realistic world approoch. Kbrlds 
can grow as PC aperiOlcf! grows; a/rf!rall, 
no 18 year old new cuJwmJurer is going 10 
knqw every mIljor NPC in f!Vf!ry tOM! in ewry 
COWltry in t'l'f!ry pllrt of the world. The GM 
needs to refine and detail knowledge as the 
Pes reach towards iI, and tM, allows ideas
and scenarios - to be cut 10 fit. 

Tridder to do in a 'reo/'14'Qrld campaign. 
but - flke the man says - I hope someone has 
thf! an.r14'f!n. 

Mike Goldsmith, Lowestoft. Suffolk: I 
.&.. saw the letter from Chris Elliot and R 
~ Edwards in wrrn, Whilst the recently 
released tpg has introduced old Joe (as we 
maw him) to thousands of new perps, it seem.s 
some people have not gl1lliped wbat1D the 
strip is all about. To do lhls you ooly need to 
read any interview with loho Wagnerrr 8 
Grover, 

In his recent inlerview in Amnsword, he 
was discussing the new audience: in the USA 
lhal the Eagle (now QualiIY) reprints have 
broughllO Judge Dredd, It seems the 
Americans are genara1ly reading the strips as 
a Slraight future cop comic. I've-read com
ments by Americans saying how' ID is ~ their 
idea of the law~, etc, In other words, the 
'Rambo Syndrome' that brought such truh as 
OJ Joe. Gl CombaJ, etc. 

00 not let Britain fall into lhis trap. Judge 
Dredd is SaJirtl! He is a murdering swine
just ask Wagner. 

If you can't 6nd an interview, you only have 
to read a prog. Whilst a story can be 
a 'stnLighl adventure', il is consllUcted so we 
can see a message behind it, ie, what a deprav
ed future: Mcga-City One represents. So, all 
you new 10 fans; enjoy the strip and stories, 
but don 't cu1mire the Judge. 

1Mt's it for(JnQlher m(HIth. ~'w 1uuJ per
fomed lerren, biro on bog-fNlIWr, IlfOrd pro
cessed epics , illegible scrawls, but it beats 
making thf!m up like they wed (0 (another 
secret OUI of the bag - who says wW!"re not 
hOlUS' around here?), KLep 'em coming. 

Dh, and don 'f Ihink I didn't notiu all the 
Mughty mentions of UJuriell~ Mil/er. You . 
ought to be asJwmed ofyourselvu. I'm sure 
shf!'S 1101 in the feast bit imerested in sending 
signed piccies. ore you Laurif!II~? 

Letters edited by Paul Cockburn 
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I think what the game designers had in 
mind was that such skills developed 
gradually over the course of B character's 
life; and the advancement in l~ls were: to 
simulate the point when skills are 
developed sufficiendy 85 to become useful. 
10 my mind. however, this system docs 
not work properly - the jump £rom -25% 
skill to even +5% is too extreme to 
account for this brrakthrough to having a 
'useable' skill. Some training is necessary, 
even if it only the PC conciliating his 
experiences. 

By the layout ofTolkico's world, it is 
clear that there are no adventurers ' guilds 
as such. I personally feel that while such 
agencies are weU swted to ·world.less ' 
systems like OOD, they are not the 9.llSWt:r 
here. Guilds \\'Quld be alien to Middle 
Earth, and would spoiJ its unique flavour. 
No. the solution lies in the individual 
approach . 

Having just sla,g~ off what I imagine to 
be the game des.agners m~ods, I will 
now reinstate them - in their proper COD
tttt . Of CO~ people get better at things 
that they pmctice rqularly. To simulate 
this the PC should be allowed to increase 
a skill by onc rank (5%) if ht already haJ 
at leasr ant' DP assigned ro IhaJ skill. 1bis 
would be without any need for training 
(eg, because GrimnU15 has DPlI already 
assigned to IH<oncussioD weapons, he 
can use a DP to increase: that skill 
BUiomatically if be so desires). If a PC 
wishes to increase his skill by more than 
on~ rank, or wishes to devd.op a skill that 
h~ is deficient in, what then? 

I suggest that two options be made 
available; self training and teaching. 

Do It Yourself 

Self trainiaa would be th~ &Iower but 
cheaper of th~ two methods. If the PC 
already has e:xperieru::e in the skill (eg, has 
at least' one rank), then he could train 
himsdf for a few hours a day. It would 
take a week of this for each additional DP 
put on the skill . 

£ample: Gn'mlluu wishts to put tltrtt DPs 
intil hIS IH-tOItCUSSWtt sutor. 171, first one Itt 
can do aut.omatical?J htcauu 1u has had 
COft$tanl practist at b(J1hirsg peoplt (well ons) 
on tltt htad witlt his !'rUSty + 10 mau. Tht 
stcond DP would In adthd a/tl:r Grimnuu 
had proctistd wizh su£h weapons for a few 
houn twl)l day for a wuk. If hi hpt up 
this practic, imo the third wetk then his rank 
would rise a hrthtr + 5 at tltt end of tlu 
period, titus bringing his rank up til a shill 
OU3hing + SO. 

If th~ characttr has no previous c:xpe.rience 
in the desired skill, but it is not complete
ly alien to.M profession (ie, docs not have 
to transfer DPs in a ratio of 4: 1 as, say, 
Grimnuts would have to if he wanted to 
Jearn a magical skill), then he may teach 
himself to a proficiency of 5% with one 
week of constant 5tudy. The student may 
not indulge in any other activity during 
this period, and owing to their special 
nature, horse riding and lnlp deteCtion 
cannot be learned in this mann~r (you can 
doubtless picture the pointless exercise of 
a layman trying to design, set and then 
disarm a trap; as for novice horse riding 
without guidance, it's fine if the PC is 

really into broken bones). Unless the 
character likes scaring peas8!lts, ambush 
skill development reqwres the services of a 
willing hdl'«. 

Skills that are out of the PC's professional 
field also cannot be self taught. The result 
of Grimnuts trying to learn to Read Runes 
for instance would probably result in him 
internalising a few spells, or in extreme 
cases, vaporising his own torso. Entertain· 
ing to any spectators, but not conducive to 
healthy living. 

School's In 

The second method, tuition, is quicker 
but has its own problems. Students who 
have had previous experience in their sub
ject will only need a days tuition (but see 
be1ow) for each required increase in rank. 
This, to my mind, is not unreasonable, 
since one is !alking about a paltry five 
percent rise. 

If the PC is not ranked in a skill, then a 
couple of hours, a day for a week should 
be enough to teach the basics. Alien skills 
would take longer; constant tuition for at 
least a week. 

Obviously, the tutor has to have a greater 
skill ranking than the student. Thus the 
higher the skill level of the character, the 
harder to find, and the more expensive the 
teacher. I know it sometimes doesn't work 
like that in the real world, but this is fan· 
tasy! I will not attempt to lay down 
teaCher's wages, partly for fear of being 
p;iliticaIJy branded, but in Thlkien's world 
the cost would be in gold, even for the 
lowliest tutor. Section 4.25 on page forty 
two of the rule book - Associates of flu 
P14yer Clwractm - could come in haOOy. 
Another dnwback with teachers is actual
ly finding ·one. This will greatly depend 
on the area that the PCs find themselves 
in . A ~ may not find it too difficult to 
find a w4ting mentor in Lorien, but might 
have problems in The Shire! 

lWnember, whether PCs are training 
themselves or employing a tutor, they will 
have to supply the necessary equipment, 
or pay through the nose for their tutor to 
do so. 'Equipment' might mean anything 
from a selection of weapons of the ~t 
type, to somewhere to practice climbtng. 

The length of training time ~n in this 
article is of course only a guide to what 
the avn2ge time sbould take. One cannot 
~ a plain, honest, Joyal, dependable, 
thick·as-a·brick dwarf such as Grimnuts to 
learn magic as quickly as some bright, in· 
tdligent, poetic, Ir!ical woofter of an elf 
who went to finisbing scbooJ in Nargo
tbrond. Nor could you expca that.same 
wimp of an elf to wield a mace with the 
fiuent ease that brawny Grimnuts seems to 
manage. If lessons on ~ swinging were 
given to this unlikely couple, then one 
could expect the elf to grasp the coru::epts 
of the lesson quicker than Grimnuts, but 
to fiill down on the practical side, and vice 
versa with Grimnuts. If a third scholar 
joined the class, and he possessed the 
physical attributes of our dwarven friend , 
and the mentaJ dexterity of the elf, then 
one would expect him to learn the 
quickest. A fonnula to explain these dif· 
ferent learning speeds is given be1ow. 

TIle lntdligmce Va1u~ + The Prime Stat 
Value of the subject being studied .. The 
timle modifier of the course being taken. 

The Prime Stat is that listed on the 
character sheet aa heiI!8 ID08[ important in 
performil18 the skill (es. strength for LH
coru::ussion weapons, intuition for riding 
etc). 

If the figure found is expressed as a 
percentage, this can be read as the propor· 
tion of the course the students does not 
have to take. The higher the figure. the 
shorter the course. Alternatively, the lower 
the ftgUre, the longer the time needed to 
complete the: course. 

If Grimnuu Juu an inrtlligmce value of -5, 
and a strength Nlut of + 20 tlu7t thut two 
values when added tiJgethu lqU(J1 +15. N(}fJ) 
Grimnuu is uaching himself 1 H-concvuion 
weapon lkilJ, which would IIOmkIlly um a 
Wltk. Buawe Ju is mor. ad'pt at tlte fIlblut 
dIU til his P..UJI phyriqtu, '" compleud tht 
couru in fi/rten pmem Usl rimt. or just owr 
a day ~ic1rer, than somthod), .wou/fI if thlY 
wert oj QtJfflJge strmgth and ,"uUlgenu. If 
Grimllurs was 0/ afJnage inrtUigmce then he 
WOIIfd IunJe complsud the count nearly Q 

day and Q Iwlf foster tiwn Mr Alltragt (0 + 
20). 

Since MERP tends to emphasize the 
dangers of risky living, it is only right 
that this aspect of adventuring mould be 
reflected even in training. Thus, when 
training in skills that in normal usage 
would contain an clement of physical or 
mental risk, the PC should be made to 
Il'IlU a roll 8lI if nonnally employing that 
skill a1 his current level. Regard all results 
~t fumbles as successfully completed 
trairung. Fumbles would have to be rolled 
for normally, with the fullowing modifiers; 

• Students with p~ious experience in 
the subject who are in self training 
have a Medium menoeuvre modifier. 
Students under a tutor have an Easy 
manoeuvre modifier. 

• Studenlll with no previous ex· 
perience in the subiect who are try. 
1118 to treach themselves have a 
Hard modifier. 'I'ho5e under the 
direction of a tutor have a Light 
manoeuvre modifier. 

• If some gormless PC is determined 
to teach himself a subject that is 
~ricted to tuition only, then give 
him a Absurd roll on the suitable 
table, then get your fumble chana 
ready .... 

• Even if the student fumbles during 
training, the course mould be 
regarded aa successfu1ly completed 
at the end of the required time if 
the PC was physically able to carry 
on the lesson. Of courx, the GM 
does not have to tell the PC this ••. • 

I sincerely hope that these demented 
ramblings will aid all you beJeaguertd 
GMs. It should smooth out those lrreguJar 
jumps that one finds in MERP without 
either adding too much to your workload 
or detracting from the flavour of the 
game. It also fits in with my pbiloshopy of 
handling Pes in any system ~ don', give j 
make 'em payl _-.. 



What do the following have In common 7 
z.,. IM'Kf the Art of Actvllfl'tWe Gemlng s.mw. "'. fot RIlf'll'QUH1 . 
1M Town f'twonilf .... - How to erMte • , .. 11stk: .nd contUt.m campiilgn 
~gfound , 

Wordfy Pow., New tInCt unuau" pla!l4nM'y go'iWnlMnts for Traveller 

Arm, at the Ready A r • .dot reckoner lor AD&.D comNt , 

Not to ~tlon: A Guide 10 Dungeon Mastering, The Necromancer, Q •• r· 
lng with Demons, Dungeon&erlng with Demons, Stop Thiefl , The Best of 
Sterbase, The Best of Runeritea. and Tha Beat of Fiend F&etory (phewl). 

Thes8 classic White Dwarf .Mlelel at. all going 10 be jam-packed 
into Best of White Dwarf Articles m. That', right, the very best White 
Dwerf feature articles from the golden years of 1982 &. 1983, ell 
in one denTing volume, for the measly price of £2.5011 

Best of White Dwarf Articles III will be arriving in a good games Itore 
near YOU at the end of August. You can reserve II copy at any shop 
that stocks Games Workshop games or Citadel Miniatures by tilling 
out the special coupon below. Alternatively, just send the coupon, 
along with a cheque or pOllal order for £2.50, to Games Workshop. 
Mail Order, Chewton Street, Hilltop, Eastwood, Nottingham NG16 
3HV, and your copy 01 Best of White Dwarf Articles III will be despat
ched to you as soon es it arrives from the printers. 

I DfA~R~LE-;;'~E ;;ER;-M~E ~py---, 

Hi\L~S Of HORROR 
" f = eo , 
WELCOME ... 

My flesh crawled as I considered the nameless hor
rors which might await me. Hands trembling, I 

lifted the tid from the box, trying to banish from 
my mind the image of the obscene, gibber-

ing entity from which I had obUined iL The sight 
of what lay inside blasted my reason ." 

Halls of Horror is a complete set of gothiC 
room plans suitable for use with horror 
and fantasy role-playing games. The 12 

sheets of full·colour A4 card include a 
hallway, drawing room, library, study, 
attic, cellars , laboramry, bedrooms, and 

a secret temple, plus two sheets of fur· 
niture and accessories which can be us· 
ed to set the scene in almost any period 

up to the present day. 

Halls of Horror is complete 
in itself, but is compatible with 

Dungeon Floor Plans 
and will be available 

early Septemberl 

Of GAMES WOAl(SHOP'S " &EST OF WHITE DWARF 
ARTICLES III". 

Name .............................................................. . 

Addra .. : .......................................................... . 

Ptlone Number ................................................ .. 

Thank you. 

Signed: ... .. .... . 
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CASTLE 
DEATH 

SOme of the bravest warriors of Magnamund have 
tried 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 £l.951rom an good bookshops 
and gamestores- nowl 

ENITR A DANGEROUS WORLD. The lone WOlf 
books are action-packed solo adventures set in 

the fantastic world of Magnamund. 
As lone Wolf- last of the Kai lords-you po",,,, 
warrior skills that can aid yoursuMval. As the 

adventure unfolds from page to page and from 
book to book. you will gain new skills and 

experience that WIll help you in the fight against 
your mortal enemies- the Oarklords of Helgedad . 

• OVer40supe:rb line drawingsplusa full
colour game map and Actfon Chart. 

• No dice needed. The unique combat system 
allows you to be lone Wolf. whenever and 

wherever you like . 
• T-shirts , metal miniatures. 

and lOne WOlf Oub membership available. 

THE LONE WOLF ADVENTURES 
A unique fantasy gamebook series-each episode 
can be played separately. or combine them all to 

create a fantastic role·playing epic 

YOU ARE 
THELAST 

KAIMASTER 
... YOUARE 

.•. LONEWOLF 

THE TRIBES OF CRANE 
a fantasy game 

bound only by the 
imagination of its players 

orSTARMASTER 
the ultimate Science 

Fantasy Game . 

.. 

189 Balham High Road. LONDON SWI2. 

Plelse mention WPlIM Dwarfwhen replVing to advElrt lsements. 



mall gRemlIn 
rnfnJat:aRes 

UK PIease;K\d 10 I. ~ over £15 . POST FREE! 

P.O. BOX 154. WEMBLEY, 
OVElSEAS Please: add 30%( min £I ) 

MIDDX. HAO 3UG 
AIRMAIL add 60 I( min £\) 

.f=ruJm the 
corne 'the 

naRkest: caveROS 

tRoLLst 
TR1 Tll;)ll with uc 

TRl Troll with rock aon ;yec mORe ORCS 
TR3 Troll with tltt-tnmk dub 

TR4 Troll with scimim 
TR5 Troll with batd(aXC: 

all Troll s £I '~ 

sae 

0C6 Helmeted archer (mksigned) ~Op 

OC6a Archer 50p 
OC7 Kneeling archer 50p 

oes Loading archer Xlp 

0C2J Wolf-rider with havy ~apon £1 

onWB 

OC24 Wolf-rider with sword on WF3 Ll 

.,:all 
.f=OR 
Usts 

-....... _-- .... ---""_"'-'1_01_ TIw¥_ --_ ... _-_ .. _-
OCZl weer on WF3 

000 Wolr-rida with lJI2CC 

0<:33 Archer on WF3 
C>C36 Chieftain on WF3 

£1 

on WF3 £1 

£1 

£1 

HEROES POST PACKING 
RATES 

MINIATURES JOp minimum. 
unl_ "aled. 

7 Waverfey Place, 
Wbrksop, Notu. 
Td: (Q9(9) 476128. 

Over __ 

80" lit mlil. 
15% lurllCe. 

DOCTOR WHO AGURES 
40 mm renge 

MK6 Cyberman 
Draconian 
Peter Davidson 
Turlough 
Dalek. 
Tardis 
Sontaran 
Raston Robot 

Pack of six 
Cybermen 
Pack of sil( 
SOntarans 
25mm range 

Dalek 
Someran 
Choice of seven 

Jon Pertwee 

MRURZ M~ (Giant Felines) .,.. 

with Slug pistol & Force Shield 
with Mechine Pistol 
with Blaster Rifle 

CENTALONS (Feline Cenaroids) 

with Blaster Pistol & Force Sword 
with Assault Aifle 

THULGS (Giant Lizardmen) 

Bounty Hunter with heavy Gyro
pistol & Power Mace 

£4.50 

£4.50 

"'p 
50p 

Bounty Hunter in partial light 
armour & GVro-pistol 

GORGAOY 

£1 .95 ~ 

£250 .~ Gigantic winged lizardman & Blaster 

VROOF (Winged ~aninel) I I 
w~th light XR laser 65p MOR~~~~GES 
with Force blade 65p 

lASERBURN FI GU RES 

AU 60p unless stated 

LB 100 Law Oflcer w ith Pistol 
LB 502 Mercenary with SMG 
LB 314 Crew in armour+ Support 

Bolt Gun 
LB 401 RedemptioniS! with laser Rifle 
lB 417 Disciple In Power Armour 

SZJTHKS (Reptillian Aliens) 
Male War Bird Iwith wings 
& rider) £2.75 
Female War Bird (no wings) 
& rider £1.95 
Szithks Commando 40p 
Szithk with D-Bolt Gun 40p 
Szithk firing Projector 40p 
Szithk. with Pistol 40p 

FROOGS 
Officer with Hand Scanner 30p 
Gunner 30p 
T-Beam Gun JOp 
Froog in Power Armour 4{)p 
Ftoog With D-Boh Gun JOp 
Froog ground skJmmer& driver 95p 
Ground skimmefonlv 75p 

HUMANS 
Pirate Captain 40p 
Pirate with Assault Rifle 40p 
Pirate with laser Pistol 40p 
Pirate with Force Blade 4{)p 
Adventurer & Laser Pistol 40p 
Adventuress & laser Pistol 4{)p 
Female Bounty Hunter 
with Pistol 4{)p 
Male Bounty Hunter 
wi th Rifle 4{)p 

. Ioj .... - ... _-- - --"" __ 11 _",_"",", _ 
___ ,," .......... N_ .. _· 

DC]7 Warlord "'" 008 Warlord on skull throne £2-SO 

009 Warlord's bodygwrd lOp 

OC4o Warlord's drummer £ \-50 

OCII 2 Ort 2 wolf chariot £3-95 

0012 3 on: 4 wolf chariot £4 -9' 

0GI.l Warlcxd's chariot £5 -95 
0C<4 Bal1isla & 3 crew £1-80 

WFI Leaping wolf "'" WF' Running ....df lOp 

WFJ Standi~ v.df lOp 

Send SAE for list 

S.F .M. SPACE FIGHTERS JI"'''~'''I ' .. 
SFl 
SF> 
SFJ 
SF. 
SFS 
SFS 
SF? 
SF. 

Falcon 
Starglider 
C14(Fantail) 
Condor 
Devestater 
Phantom 
Crusader 
Dauntless 

SF9 Phoenix 
SF10 Voodoo 
SF11 Corsair 
SF12 Eagle 
SF13 Viper 
SF1 4 Kestrel 
SF,5 Vindicator 

NEW 
GROUND ATIACK VEHICLES 
MP1 . Cub with anti-tank cannon SSp 
MP2. Cub with Pulsar cannon 65p 
MP3. Cub. with Field Generator SSp 
MP4. Rh ino + Heavy Pulsar £1 .00 
MP5. Rhino + Hellstreak cannon £1.00 
MP6. Rhino + Heavy Anti ·air gun £1.50 
MP7. Hippo "'light Pulsar cannon 90p 
MPa. Hippo ... hellstreak cannon 90p 
MP9. Hippo+ MediumAnti-airgun £1.20 
MP10. Hog + light Pulsar cannon 95p 
MP11 . Hog + Hellstreak cannon 95p 
MP12. Hog + Light Anti-air gun £1.20 
MP13. Hog A.P.C. 95p 
MP14. Hog Sapper A.P.C. 9Sp 
MP15. Elephant (heavy assault tank) £1 .75 
MPIS. Rhino + Plasma 

sphere launcher £.120 

CB1 . lizard Weapons Platform £1.60 
CB2. Lizard Ant i-air (Ugh!) £1.60 
CBl. lizard Ant i-air (medium) £1 .70 
CB4. Lizard Anti-air (heavy) £1.75 
CB5. lizard + Hellstreak cannon £1.45 
CBS. Lizard + Field Generator £1 .40 
CB7. lizard + Plasma 

sphere launcher £1.50 
CBS. Slfider + Anti-tank cannon £1.00 
CB9. Strider + Pulsar cannon £1.10 

I £1.10 

Please mention White Dwarfwhen replying to advertisements. 
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SAURIANS 
The main ruling body of the lizard Culture 

of the Saurian Empire 

NEW 
REOIMENT NUMIER 1 

SMIoIM"""" ...... ' 
~~ "" ' 11 Office< 
s....n.t> /I!Qm..,..Pi4te a' .~ . "" 

1.5, __ "" 

,...~w""H...",., "" ,.-
A. .bow, wilt! ............ H_ "" 27 • v.nou. "'Urn ... 
.... .~ whtI SIIIMd "" bACk ." £12..95 
s.un.n PiI<emen In Pllt. A"""", 520 
..... ..-. -oorinv ~.""-t ", REGIMENT HUMIIER 2 
.... ~_~ PlurMd H._ Up _Atc ..... ,,~ 
AI -. wltll look! on b.ck S2p 11101'10:« S .... ri ... with ..........,. .. Shield ", 1 • Orumm.r 
Sa....w. PlUmon ..... 1J'lU u:r' ." 10 • K....unv "-..... ..-. with Hood<Id CIo '" 17 11 Slonc!1ng AtdMn Offlce, will> M_ .. Shield "" 02.95 
S~." SI_ .. d Be.,., "" s.urt ... W.,tIoI with IM\c<I SAURIAN UlARDMAH 

on l.o ..... liard £1.90 .~, 
s.u.;.., W ......... Atlng LDngbow '" ............. with Helmet "" 

Ii • MounW<l UzItdI 
5 ...... 1 ... WlWrior 5 • S_ & ShIeld 
K_~Firlnv~ ." I.G_oI s.ur... riot" Slnong 5 11 ./MIl .... ShIeld 
wJtll S_ & ShIeld ", 2 • Offiowl 

Sa ..... Gerwrel "" 1611 Vwioul AtchId 
Sa",*, Bod"..,....d Wilh _ ", I.St_a. .... 
Saurian with ~ Tartoita 1. o.u .......... 

Shell 0,,,,,, ", 10. BodVIIUwdo 
20xl"ill ..... n 
[34.95 

Ahketon. Unit 12A. Olds Approach. 
Byfleet Tenants Development. Tolpits Lane. 

Richmansworth, Herts 

1'ottlI"" " I'kklnv VI( lS~ (~minlmum) 0-.... 50,. 

"MItt.J Mlnlatura. are not loya and .r. nol suilable lor children 
under 12 veer. of ag\l. They con18in lead which may be harmful 

If <:hewed Or awaIiOWOld.· 

10 Skerry Hill 
Mansfield. Notts 

Closed Monday 
Remainder 10am-6pm 

j Stockist of Citadel, Asgard, 
EsseK Miniatures; Torchlight 
and Galli" products and more 
~ 

.... 'It.r •• 
FOR THE FINEST RANGE OF FANTASY 

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

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

Playing Aids & Accessories etc. 

95 Newark Road, Bracebridge, Lincoln. 
T_I: 052242566 

G:WES 
STANJ:WID 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_ 

Rf ftM WORLDS 
GOTHIC MANOR -: An ideal settill3 for your 
Lovecl'llJt. Fanlasy or Horror RPG' •. Maps &: fkoor 
plan, only. [1 .9S 
TOMBS OP BLAH BLAH BLAH -: A high Ie~l 

I!dvenn .... that o.n be Uled with C&:~S,~.~"::';'~. :':"~."~':~~~~i~~~ N INE BARROWS HILL -;Entcr 
Tordh.", _ dare you pus Ihroua;h the pie 10 
_her world? 
Can be URd with AD&D. G&S or RQ £2.9S 

RUI NED CASTLE -; You come upon a my~lerious ~~~~~~~'f:)1 
and (rumour has il) bMunled rum. "il hannlcSi "rdo 
Ihe rumouTi have some foundation? Who is T ... oo? 
Can M ~sed with AD.lD. C&tS or RQ. tJ 95 

any good &llfIIe shop for these M:enarios or use our mail ~r .'le"';<:c'; 
Free; 17. WaJsingblm Road, EnfieJd. Middx. . EN2 6EX. 

F.F. R.P.G.ers 
Shop here jor Citadel, Essex. 

Grenedier, Painted Figures. Etc. 
RYE STAMP & HOBBY SHOP 

190 Rye Lane 
Peckham 

London SEIS 
Dol. 01 639 5099 

car Park Opposite - Early Closing Thursday 

Please mention Whlre Dwarlwhen replying 10 advertisements, 



~ - ---~------- - -



Joining this esteemed publication soon (no, 
DOt another new editor - well, nOI im
mediately anyway) , will be that jewel of his 
0YIn advertising copy. Mike Brunton. It pro
bably isn't politic co say where he has come 
from , bUI many of you old-timers will 
remember Mike as Editorial Assistant on 
Imagine, the old Plo~n Association 
N~.s/elte, edilOf, and now as the compiler 
of the newsheet. &hemimt Eanpoon. If you 
believe the ad MiJce's - urn - old company 
ran in White Dwarf 79, the man is to gam
ing magazines what Richard Branson is to 
power boats (one sunk, the other maving 
faster than expected). He's also a figure 
painter par excellence, which seems to com
plete GW's monopOly of lhe best figure 
painters in the hmd. Anyway, Mike will 
arrive in time fur next issue, 10 lend his uni
que style to the Dwarf. 

This item compiled under the regulations 
governing the state of emergency. 

News from overseas, part one. Task Force 
Games have a giant of a game oul for 
Sl(Jr 1Ttk fans. Called Fetlef'fJlion & Em
pin, It ls a wargame in wbJcb the Galac
tic War hi recreated in buge dctall. The 
WIlT start!i as the Lyrans attack KzjnU 
spac~ then the Kilngons a.nd the 
Romulans Join the Coalition, while the. 
Hydrans, the Gorns and a reluctant 
Federation fonn an alliance to hold the 
line. The game has twu large maps, J,oso 
counters, and the rules S)'!'item Is separate 
to, though not completely removed from, 
the Stor Freet Battles rules., which coven 
lndh1dual battles from the same war. 

The game. was released in the USA in 
June, and the had news ls that It costs 
$39.95 out there. Also from TFG, there Is 
Slar Frett Bottles - Q}mmander's SSD 
Book No3 (a revised edition); the nm'ice 
edition illlroduction to SlaT Fleet Ballles; 
The Gorm-KJuznate Mbr for Siarjire and 
New Empin; The Gauntlet, a oommen:lal 
training ground setting, for Car H&n, 
BaJtIecars, and other hJihway (un; and 
GrimtDOth', Traps and Grimtooth', Ttaps 
1bo - :ZOO snares. plrs, pllsons and traps. 

NC'NS from overseas part two - and more 
good news for Tre.kk:ie. fans. Three. more 
board games from West End are on sale 
now. Slar Trek III is a triple solo game 
pack, with three different , fusl-ltlO'Ving 
solitaire. games. The Kobayashi Maru 
recreates the most infamous test of them all. 
the one that Kirk cheated in to become the 
only Star Fleet Command officer to beat the 
'no win' scenario. The Sherwood Syndrome 
is a game in which a renegade sociologist 
has recreated a pseudo--medieva.l society on 
another planet. The crew of the Enterprise 
must depose him , but without using their 
advanced technology. Free Enterpriu is a 
trading game, where)\1U Deed to be quick 
to beat the KJingons OUI of the 1ime-green 
frofnobles market . .. 

80Jt two is SlOr Trek: The Enterprise' 
Encouflter. Tre.lane, the Squire of Gothos, 
has caprurcd the crew of the Enterprise. and 
scattered them on four worlds from their 
past in a deadly game. Somehow, the player 
must rescue the whole crew. solving some 
sneaky puzzles, and fighting some desperate 
battles. 

Finally, there's Star TITk: The Adventure 
Game, which can be played either solo, or 
as a two-player game. Once again, it's the 
Federation against the KlingODS, but this 
time outright war is banned by the Organian 
treaty, so you must use diplomacy - or 
localised force - to pursuade newly dis
covered and non-aligned planers 10 join your 
side . The game uses the solo gamebook 
paragraph system 10 discoyer how you filre. 
on each planet. 

TSR's n~t shipment in from the USA. 
contalos many Items wbich should really 
cause a stir. The three. most important 
are tbe Immortals S,t for D&D (£9.95), 
the Dungeoneen' SurvimJ GuUh for 
AD&D (W.95) and the. MarYel SUJHr 
Heroes Atlvanced Set (£9.95). Eacb of 
these produdll should b«:ome major 
sellers for TSR, since they have been ex
pected for quite a while. The. Immortals 
Set might fill some people with dread, 
since II covers 0&0 characters Into deml
godhood, but It has some. clever notions 
wbich keep the game very much under 
control, News and reviews of these pro
ducts to follow - watch this space. 

More news on the miracle gaming gadget of 
the decade. You remember - how could you 
forget - the dlOO, one-dice percentile 
generator from GameScience, of Gulfpon. 
Mississippi? Well. Lou Zocchi, GameScien
tist , has decided that there is only one Wf!'j 
to make this dice the only one to have. He 
wants to publish a set of tables in a book, 
sort of like the Book of LislS. for use with 
your spherical randomiser. And, be invites 
White £h.tarf readers 10 lend a hand. 

So. what is the most inclispensibJe dlOO 
table you have stashed rrNay among your file 
cards and rulebooks? Your Top 100 
Monsters? 100 different bits for a blade trnp 
to lop off? Well , Lou wants to hear from 
)\1U! And being the generous chaps we are, 
we're going to offer lhree mega-wonderful , 
amazin' diDOs as prizes to the three entries 
we lhink are the mosl wonderful. We will 
also send off all the lists to Lou, who can 
then realise what a wierd bunch British 
gamen are. Send your list into l..ou 's List 
Competition , White Dwarf, Games 
Workshop Design Studio, Enfield Chambers, 
16-18 Low Pavement. Nottingham NGI 7DL 
by Seprember lst to qualify for entry. We'll 
publish the results in issue 82 or 83. 
~ for the last competition we nan, we 

were completely over-whelmed by the enor
mous number of Samantha Fox rpg entries 

in the Caption Contest (WD78). Naughty 
rude boys. In the end, Moustaches. Spies &
Private Eyes has earned Nicholas Drag!. of 
Rusbden, Northants the wonderful Rrib-bil 
&nle of the Frogs and the Cthulhu 
Hardback. 

Lastly on this subject, those people still 
waiting fqr the results of the scenario com· 
petition from the end of last year (!) can 
dntw some comfort from the fact that we 
have founel the entries again after the move. 
and will crack on with getting them judged. 

Meet the stars - Steve Jackson and Ian 
Livingstone will be signing FF books 
lOam-lpm on Saturday, 16th August at 
Boots the Chemtst, Stoneborougb Castle 
in Maidstone. Maldstone Boots will have 
already started 10 Ililke over rolrplaying in 
Kent by having the live-action team from 
Mythlort In on July 26th, and they are 
also due to have a famous Citadel figure 
painter In the store on August 7th-8th-9th 
and 14th-15tb-l6th. Thert will be competi
tions for painters to entrr, as well a'l the 
chance to pick up tips. 

If you enjoyed this issue of White Dwarf. 
and find yourself getting curious about the 
fantasy worlds of author Brain Lumley, you 
could do worse than pick up a copy of the 
excellent Dagon D. New Cthulhu mythos 
fiction. an infCrview and much more. Dagon 
·is fast becoming completely indispensible 

IlWI ....... 1\ \It l \ I'iSl I 

for players of CaJJ of Cthulhu, as it always 
has plenty of new ideas and material. A six
issue subscription costs £4 .50 in the UK, 
and is available from Carl Ford, 11 Warwick 
Road, lWickenham. Middlesex TW2 6SW. 
Issue 14 will be OUI in mid-September, with 
a Ramsey Campbell story, an article on Fear 
and its uses, and a new COC scenario. 



M-Jor Events for 1986: 

The World Cup 
Wimbledon 

The Commonwealth Games 
andnow .... 

Ju~t when we'd fir>Wled muving _rything up from ~ to NouinghMrl M.' it's 
titM to tM' It .n b.r:kl • 

Thi$/s the mMn _/ of /he ye"00 thtJ ~ming ,*-rld.,. 1/'$ ~ chMle. to SH 

.n tIN d!'ff_fIt c~"," tIN diff.,.."t~' ,rid.tt thI WOIIdIrfui c./lbr/t"", 
~tfNrld UIIdtN _ roof In Cf#IItnllDndon. 1Wo IMp p«:kld ..,(," t4H ,tlt'lds, com
plrilfon .. quilDS. _fitS and lots of ~mlSl 

• • • • • 

WHAT'S ON 

AD&D Competition • Trade Stands 
Demonstration Games • Chaos Chat Shows 
Games Day Auction • Quizzes 
Live Roleplaying Displays • Figure Painting 
The Games Day Awards Competition 

v.-: TIN RDyli fflNtlcultV181 Socilty 
H8If. ~t Streit, UJntIon SWJ. 7i.JbI 
to Victon. Of SI JImN' "'F/r ,vbl .. 

AisQ, buies will bI fIIf!fIing from G.mI, 
~ shops In Sheffi,,(/, M,n
eM"", N_,s,II. )tift Nottlng",m 
and SirmingllMn. CotI/,et lIN stOff 
_96' for dellilli. 

COMING SOON .... 
0., .. " TIm .. : 

S,wld.'f, 27th Slplfmbtlf 
11o.:w.m-6.00pmJ 

~~~~~~~~~~=~~ Sundly. 281h s.p'tmbM 11o.00.m-6.00pmJ 

TICKETS 
JrnporlMrt Nobl Ow to fire regu/ltions. we must limit tM IIUII'Iber of pllICtIS 
et G.mes Oay this ytJ". Consequently. there may IH • limit to the num~f 
of ptlOpie we c.n Ildmit Ilt the door. To meke sure of your tickiJt, write to 
G.mes DIIy. GllmtJS Workshop Mlli' OnHI. Chewron Srnllr. Hifftop. 
EIlStwood, Nottinghllm NG16 3HY. 

Buy your Gamfls Day ticket now 
£7.50 p8r day 

FUIrTH£II Oi7AJLS: 1Wt. 10 St_ w.., GImI, 'Mri1hoA 
, Dilling AoId. H.-smifh W6 or IIMphoM {oliN ' -3446 

HELPERS: G.m.s WOfbhop ffilvi,. .~bodl.d. In-
t./ligM1 .rId scphIsrlclf.d IIIIp11'$ to join lIN G.m41S 
Worfrshop trolls ., G'mlS D.Yo If you would flk' 10 h.,p 
- pMtJcul#~ If you would lik. ro fIm • d,rrnmsfr.tfotl ~",. 
- cotlfllCt SttIW &lk., ' I ,h, .dd,.u .bCMI. 

~~57 



HOW 
EVEN 

It may be bard to believe that Talisman can be made even more CI

citing than it already is, but it's true! ntiaman - The Adwatare baa 
over 60 DCW cards for Talisman. including 8 brand DeW characters II) 
play (look out for the Samurai and tbecrazed WArrior of Chaos!). You'D 
also find 9 &bully new monstm to fight, and II IIlOJ'e spells to ZIp 
them withl If that's not enough, thert: art: also new Event. Object, 
StIUt,et', FoUowu and Place cards, to add even more variety to your 
pmel What'. more, we'v.: abo added 6 Character Sheets that allow 

keep trICk of their cards, gold and abilities easily and neatly, 

~:b;~: to devote al1 your attention to trouncing your opponents 
~ quest. 

£3.95 
AV~l.E 
AUGUST 



Axles Armies 
25mm FANTASY ARMIES 

£19.70 + £1.30 P&P 
MEN OF THE ORIENT - MEN Of THE WEST -DWARFS· GOBUNS
ORCS · HIGH ElVES - UNDEAD · SKELETON - BOARFACED ORCS 

15mm FANTASY ARMIES Good and Evil 

£ 16.50 + 98p P&P 

SPECIAL OFFER 
MERCENARIES, SPIES AND 
PRIVATE EYES RULE BOOK 

PIus 
STOIU1HHVfl1 ~ 
Adventure 
Indudes 

"Cardboard Heroes" 
RRP £12.45 OUR PRICE £9.95 

INCP&P 
I highly recommend you invest in a copy ·"Different Worlds 

CANTERBURY 
(7'00""",- SOFfW ARE & GAMES 

9 THE FRIARS 
CANTERBURY 
KENT CTJ 2AS 

(0227) 453531 

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

JUDGE DREDO 

MODULES FOR ABOVE MINIATURES 
BY CITADEL. GRENADIER PAINTS 

& BRUSHES. PLUS A LARGE R.<\NGE 
OF SERIOUS BOARD GAMES 

AND LOTS MORE 

RITZ TOYS 
100 Queensmere 

Slough, Berks. 
Tel: SLOUGH 30678 

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

Science Fiction Games. 

o en Mon-Sat 9.00·5.30" 

Axle s,,,ys: 
WHY NOT 
VISIT THE 

GUARDHOOM 
AND SEE OUR 

COMPl.ETE RANGE OF 
GAMES AND FIGURES. 
"The Frie,ndly Games Shop" 

"~~ 
38 WEST ST., D'UNSTABLE. 

Tel: (0582) 606041 
2 miles frpm Junctio:n 11 on the M1 

defti~:e'l NEW NINJAS! 
fA51 ::E' Kldclng .................................... 42p 
,.52 _ .word~t_U ........ l ........... . 2p 
fA" KnMInt wtth hooIIlOd do9II« 

8nd ~ (Ky01_ &mg.l •••••••••••••• •• t2p ""'M_ 
F~ NInjo dnwlnt IwordlnlnfMol ................ 2p 

Poo ..... ~ ~ lIP'" 12.50 
_ 21p. a.- ...... U.50..scI 10 .... _ ......... ----.. pIuo __ -.d ..... "-

Jot fuIy _ _ ~. 

DENIZEN MINIATURES 
48 Powi!; Square, Brighton, Sussex BN 1 3HH 

The GAI~Kf:EPEK 

Please mention Wh ite DW8rlwhen replying 10 adlJerti-sements. ~~59 



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

OPEN MON·SAT 9.l6-S.30 
CLOSED ALL DAY WEDNESDAY 

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

TIlE SPECIAUST GAMES SHOP 

A New3-0 Dungeoo System from 

A full1 almprehensi~e range 01 botfl stnqle 
and wi~lh COfricb's,lOOlns,.MId axessorin kr 
role !01J19 games . RmM ilzt and shape Ilex.billty 
With ~a(h OI'W .d~em.ure due 10 011 unque vUlable 
I ~dtpt'lldant w~11 ~ slab tlJ'Ce~1 EAch pitte IS hand 
cui In I1nable res in ~Vl(l\l fine delail,streoqlh.m ..I S ~ L \01. 
~1!l l na~t1 The range has bem desi~d OIId e 61'j~ all\! 6 flnt~ \\';;1 
manufacllXed to give the Ilp~mom pliIYH19 space \0 ;Jera\o9'1e al' 1'" 

caler for 25mm scale figures (.G 

(WARREN HilL ROAO KINGSTMOING BIRMINGHAM BU HEX 

YOU MUST BE SEEN 
TO BE SOLD 

We can offe r a contract 
Blister Packing Se rvice 

At surpris ingly Low Pri ces 
Contact us for more info rmation 

Fine Art Castings 
Unit 10, Arkwright Gate, West Partway IndEstate 

Andover, Hampshire SPl 0 3SB 
Tel: (0264) 54407 

RAMPAGE GAMES 

FROM THE MOUTH OF HELL I: - is a totally new kind of 
fantasy ca mpaign, offering extraordinary player. 
interaction and innumerable options from the very begin· 
ning. It brilliantly combines fantasy w ar-gaming, diplo
macy and trade with magical role-playing adventure. 

Each game contains thirty to sixty players in an epic 
struggle of good against evil in which thirty settlements 
vie for power; military, political and magical. Each of 
these is controlled by a player-character with his/her cho
sen clan race of Humans, Elves or dwarves. Many battles 
occur for possession of the valley's great wealth ; precious 
metals, and mineral deposits, ancient treasure troves and 
a legendary stone of awesome, uncanny power. 

Into the 'peaceful ' valley spew the hordes of the evil 
Dark Lord : Orcs, Kobolds and Trolls, each dan of which is 
also controlled by a player-character. For th e settlements 
in the valley the bloody pursuit for power and wealth sud
denly becomes a desperate battle for survival . __ • . 

The complete setup for FTHOH is only£3.50. Furtherturns 
are a mere £1 .00, 

FOUR FREE TURNS are included w ith the set-up cost in 
ALL of our games. 

RAMPAGE GAMES, 37 BEECHWOOD, WOODLESFORD, 
Nt LEEDS, WEST YORKSHIRE, lS26 epa 

Please mention Wh ite Dwarfwhen replying to advertisements. 



ESSEX FANTASY 
NINJA WARRIORS 

NINJA 46p EACH 
10"," Polt a. PackIng Minimum 50p 

SEND A STAMPED ADDRESSED 
ENVELOPE FOR OUR COMPlETE 
FANTASY CATALOGUE 

CHOOSE fAOM AND SOME GREAT 

TELEPHONE ORDERS 026a 882309 
ACCESS - VISA - AMERICAN EXPRESS 

ESSEX MINIATURES 
UNIT 1. SHANNON CENTRE. SHANNON SQUARE 

THAMES ESTATE. CANVEY ISLAND. ESSEX. 
-M.,II MlnleWl .. .,. not IOVIN ... not __ lor chII<ir ... undet 12.,..,. "'_ 

Tl>ev conI"'" 1.1d wlli<:~ m .... "'" h..,.,,1uI if c_ or ow&I~.' 

MEDWAY GAMES CENTRE 
1 CHURCH STREET 
CHATHAM, KENT 

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

PRINZ AUGUST, MINIFIGS 

Open Man-Sat 9.30-5.30 
~ (Closed Wednesday) VISA 

THI 
.~ .. 

GAMES SHOP 

Stockists of 
OUNGEONS & DRAGONS 

Most RPO. and SLlpplements 
• WIf,S",.· Flntay 0,"",1 • 

• So:i.n~ Fiction as",... • 
Figures b V 

CITADEL' ASGARD' GRENADIER 
DIXONS'HINCHUFFE 

Tlbl~op 15mm SF 8c Flntasy 
a.yCO Microllnkl, Shi9 .. Plan" 

Platoon 20 • Galli_ Building, 
Torenlight FlntHy &. SF 

Rulebookl' Integnl T .. .,.in 
Painb • Di", • Btu"'"' M';lzi.,.., 

818 London, Road, L.igh-on s.
T.I; Sollth.nd 73308 

O~n 9.30·1.30 .nd 2.30·5.30. 
Clotlltd on Mond,y_ 

GAMES 

!GAMESM.ASTER 
SCOTLANO'S PREMIERE HOBBY 

STORES 

EDINBURGH 
13 Forrest Road , 
Edinburgh EHl 20H 
Tel : 031 2263354 

GLASGOW 
536 Great Western Road, 
Glasgow G12 8E2 
Tel: 041 334 1583 

YOUR GATEWAY TO AOVENTURE 

OAMES SHOP 
Stockish of 

DUNGEONS 110 DRAGONS 
Most Rf>G •• nd Supp"m'nt, 

• W.rv-m ... F.ntfi\/ G,"," • 
• Scitnct Fiction G,m., • 

Figures by 
CITADEL· ASGARO • GRENADIER 

Torchlight F,nt .. y 80 SF 
P' ints • Die.· Brush.· MtiUinh 

PLUS 
Ch~ • B,ckll,mmon • Mth Jong 
' nd. , select ion o f o th", tnld ltlooal 

and F."lIy G'mlS 

362 Ch,~11 SqUIr., South.nd 
T .. ; Southend 615988 
O~n Mon·SIt 9.30·5.30 



Grim 
Grlmllon 

o.-'CIIIC'_ 
_ CT .... _'. 

owe 
n .9S 

OW7 
£1.95 

cos 
Imperial Owen. 

£1.60 for 3 

~w Cl1'APEI,] 
Ogr .. 

£1.95.ach 

CITADEl, 

o. __ .. ____ ... ,_....-..... _ ... __ ... Dt_~ -.--- -

LIMITED EDITION 

The Barbarian 
£1 .95 

OH5 ....... !!!!!!C! 
Oriental 

Champions 
£1.50 fOf 3 

·_ M __ ... __ ...... ""' ..... _ 
"" __ ' ~ .... <If_ Tt.o _ -....... -.. -... ~ -"'--, . 





AOOB7 
£1.96 for 4 

MaBzal 

~ 
Mita 

C15 
Orcs 

£1 .50 for 3 

COg 
Oark ElvIS 

£1.50 for 3 

AVAILABLE NOW FlIOM VOUIII..OCALllfTAIL~1I 
011 IN CASE OF DIFFICU!JV CONTAC1'. 

CITAOEL MINIATUIIES. CHEWTON STREET, HILLTOP, 
EASTWOOD, NOmNGHAM NG18 3HY 

,;ow TO "'~Il 0I!Df.~ 

-.-.--~ .0_,." G ___ ..... _ .... 

ao-o_o_ 

".':.'7" ":::::" .. ~ 
MOW 1"0 Tti.£htONE OIIDEII ------.. _ ...... -

l.nIC1l8>J, . 
lon,,-. 

CITADEl. 
M1NIL\T\lHES 

4 Goglob 

C21 
Orc Boaf Rider 

£1.50 •• ch 
(Rid., &. 80.'1 

=-:.t!"=-.:...'""=:'_";,:,!::'::"~~=::,,,..:;:.:...""l'~=-':=-- :-=-.':C::'= .... .:;;.~ . .:::::.::'..::. ...... ____ .......... . 
= ._-_._-,., ... _-------.. ---- . ---_ ............ _ .... _------_._--'-c __ ..... __ 





Welcome back 
to dungeon 
adventures. 

The new 
ADVANCED 
DUNGEONS & 
DRAGONS® 
Dungeoneer's 
Survival Guide 
takes you into 
exciting new 
worlds-and 
all beneath 
your feet! 

With new rules 
material on all 
aspects of the 
underdark and 
the lands of 
Deepearth, 
dungeons will 
never be the 
same again! 

TSR 
Products of Your Imagination 

The AD&D® Dungeoneer's Survival 
Guide is available from better games 
and hobby shops, or contact 

. 
TSR UK Limited 
The Mill, Rathmore Road 
Cambridge, CB1 4AD . 
United Kingdom 

TSR Inc 
POB 756 

Lake Geneva 
WI 53147 

ADVANCED DUNGEONS & DRAGONS and AO&D are registered trademark 01 TSR, Inc. The TSR logo and 
PRODUCTS OF YOUR IMAGINAnON are trademarks of TSR, Inc. ©1986 TSR UK Limited, 
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