


On die surface. It seemed like a perfectly ontin:ary man
sion. I drove up the sweeping gravel driveway. looking for
ward 10 a reIuing w<eIrond of bridge 2nd 8"'use-<bootlng, 
as me ProCessor's invllatlon had promised. UttJe did I know 
what awailCd me in the Hall. of Honor-•• 

Prom the fevered lmaainadon of the gibbetiDg, abhuman 
Bob Naismith comes IlaUs of Honor, a complete set of 
gothic room plans swtable for use in horror and f:uJt2Sy 
rolc-pl2ylng games. The 12 sheets offuU-colour A4 card In
dude thircecn <I> complete rooms, including all the 
'regulars' used In f':antlsy and horror sceD2rios, plus two 
SbCClS of fuminm:: and grisly accessories which can be us-
cd to set. the scene in almost any pcri'::I:C to lhc presenl 
day.Just add Citadel'5Godalc Bol."ftW atures. srock up 
on prUc and wolvesbane. and prepare to meet aU manner 
of unnameable hotfOfSl 

tcben 
uy 

rvaIOry 
C or Cellar 

ratory 
.... 8edroom 

Dest Room 
atIuoom 
ccrct ~pIc <_ 
include wooden and c2I'pctcd floor 
lcedons, Z cbalrs, tables. cbairIs, a mummy 
case. a coffin. several corpsc;. and much 
morel 

Aw.U2ble from aU 800d Games Shops or in case of dif· 
flcullY please contact G2mes Worksbop, ChewtOR 
Street, HID 'lbp. Eastwood. Nottinpam. NGl6 3HY. 
US cusromm please CODl2ct Games Workshop U S., 
8920 Route 108. Columbia. MD 21045. U.S.A. 

(0733) 769S22n60462 
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Nice bunch of lads, eh7 For those who 
survived their SAN check, those happy 

figures on the fire escape 81 the Studio the 
lads of the Publications Department {ie, the 
office next doed, namely Jim Bambra, 
Graeme Davis and Phil Gallagher. See what 
happens if you eat your greens and work on 
Warhammer7 The ona person you can' t see 
(he was thrown off the stairs and was last 
seen cratering the car park) is young Michael 
Brunton. who is bound to end up as the nine· 
taenth editor this esteemed magazine has had 
In the last three weeks. ~Wot. annnuver one7~ 
you cry. Yes, well I 'm teking a small holiday 
to count the Foil returns (4500 and still ris
ingl) and to help put some additional typos in 
Warhammer. 

So. what hes Mikie Inherited from the \0\0 
art icles file7 Well, next month, look out for a 
Dwarf that is even thicker than usual (surely 
not possible ... ) as we Include a special 
preview puU-out of Warhammaf Fantasy 
Roleplay. and then check out the main body 
of the mag for a special loony feature or two 
based upon the follow-up to The Colour of 
Magic, Terry Pratchett's Light FtJntasric. If you 
haven't read fhe book yet. go out and get it 
because if's a hoot, and you ' lI never unders
tand what we're gibbering about otherwise. 
Just on the oH-chance that 60ma of you resist 
this blatant piece of commerclelism, we'll give 
a few away as prizes. 

Something else that has just struck us is 
that we're hurtling towards two anniversaries; 
10 years of WD and WD100. I mention it now 
so that you can remind the next half-dozen 
editors in case we forget to leave e note. 

Psul Cockburn 
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CWNES IN SPACE 

Roleplaying Adventure - Paranoia 

West End Games £S.9S 

-
-

This, the latest Paranoia adventure, gives 
all loyal servants of the Computer the 
chance 10 discover the delights of going 
outside of Alpha Complex and outside 
the Outside. The title is a bit of a 
giveaway ... Clones in Space gives you 
the chance to explosively decompress 
Commie Mutant Traitors, fight off Fly
ing Saucers and indulge in all manner of 
space-faring excitement. If you have read 
this far, please repon for tennination. 
Thank you. 

The adventure itself is 48 pages long and 
is set in Alpha Complex and a very high 
room - or at least. the elevator takes a 
very long time to get there. Before the 
main adventure starts, there is a solo 
section thai duplicates the group action, 
to give referees a feel for the wonderful 
environment of space. 

The clones are requested (by the Com
puter, you understand) to track down a 
traitor and eliminate her. Unfortunately, 
what appears to be a simple mission is 
complicaled by the fact that the traitor 
has stolen an 'experimental elevator' (ie, 
a space shuttle) and left Alpha complex. 
The clones are therefore left with little 

choice bUI to pursue her - unhampered 
as they are by any real knowledge of 
space and its non-safety elements (OK, 
hazards). There is also the small matter 
of with replacement clones: the Com
puter has decided to send them all inlo 
space. This means thai clones are 
available for inunediate use, with no 
awkward wait while the Computer sends 
the 'elevator' up. 11 also means thai each 
player has up 10 five Infra-red food-val 
attendants in low. This, in tum, means 
problems as the Infra-reds tend 10 get 
under fOOL .. 

Once in space the fun really starts, as the 
clones discover thai something really big 
is going on, and the adventure 
culminates in a huge and extremely silly 
space battle against ludicrously inept all
conquering aliens. 

Alert Paranoia OMs may have spotted a 
slight weakness in the plot - all the 
characters' clones are PUt into one ex
tremely fragile basket. Mosl Paranoia 
GMs will, however, resist the resulting 
temptation to kill them all off at one go, 
if only so that the adventure lasts long 
enough for the GM 10 use all its best 
jokes. 

The authors also missed a good bet for 
the ending of the adventure. Think of the 
possibilities for further ... inleresting en
counters if the aliens follow the clones 
back to Alpha Complex! 

Despite these niggles, Clones In Space is 
a fun adventure, and well worth adding 
to your collection if you run a Paranoia 
campaign . Thank you for your 
cooperation. 

Fiona Lloyd 

THE ENTERPRISE' 
ENCOUNTER 
SI'AR TREK: 
THE ADVENTURE GAME 
Boardgames 
West End Games £16.95 each 

Spawned by the Star Trek phenomena, here 
are hom suprisingly dissimilar games, 
especially so if)QU consider their physical 
similarilies. Both are easy to learn and play, 
and both have the same sort of components: 
a 2r x 178 playing board, brief rules , di.e
cut coumers (with accompanying plastic 
bags to store them in) and dice. 

The Enterprise4 Encounter is the more 
basic of the two, a game relying on luck 
more than skill , and has its roots in a Star 
Trek episode, The Squire of Gothos, which 
featured a being called Trelane - a power
ful infant of his race, given to certain eccen
tric ities. In the game, the good old Enler
prise has been senl on a mission by the 
Federalion, but it is way-laid when it en
counlers four identical Klingon cruisers, ap-

GRIFFIN ISLAND 

Campaign Scenario - RuneQuesl 
Avalon Hill £16.95 



parcntly destroyed by each other 

Bdore we know where we are, tho Enter
prise gets duplicated by I playful Trelane, 
and the crew is scattered throughout a 
diabolical game of his mating. The aim is 
for the players to gather lost crew members 
by battling other Enterprises ror them or by 
picking them up from the midst of past TV 
episodes in which they arc marooned, re
living the: events more or less as they occur
red - another set of repeats! - BanJes are 
resolved using playing canis - you can't 
fire withQut a phaser or photon torpedo 
card. and you're hit if you can't play a 
shields card against a well-targeted shO!o 
Other cards to play include tractor beams, 
warp canis (an extra move on the Battle 
Vonex) and tougher phaser cards 

Adventures come on similar canis, and these 
are placc:tl around me board liS the gllme 
progresses. Once: a player has picked up one 
crew member from each of the six starship 
specialities (Command. Science, Medicine, 
Communications, Navigation and Security or 
me Startleet 'wildcard'), he wins. mough 
everyone tlse gets a 'last-ditch' attempt to 
slOp him. 

Way back in 1981 , The Chaosium, Inc 
released a campaign pack fur Runt'Quest 
called Griffin Moul/laln, and what a won
drous item it was. At the time its depth, 
range and ease of use were more than 
enough 10 encourage people to bandy around 
terms Like 'stille of the art', Of course, 
strange things happened to RuneQuest . and 
now il is a very different game \0 what it 
\VaS back then. 1b tie in with RQm, 
therefore, the Original authors have revised 
the pack to give us Grltnn bland. 

For those of you who are (.'Omplelely un
familiar with me original, let me tell you 
what to C)tpecl. The boxed set comcs as a 
GM's book., detailing the entire island ; a 
Scenarios book, full of ... scenariOll; a sheaf 
of player handouts; and a large map of the 
place, also ror players. It is this map which 
is the lead·in to the campaign: apparently 
once tbe propeny of one Aigonius Wind
sword, explorer by trade, it makes obscure 
reference 10 a number of U"easures to be 
found, as weU as pl"lWiding useful infonna
tion on important areas. Howcvcr, Gn."jfin 

GHOST TOASTIFS 
Roleplaying Adventure and GM's 
Screen Ghostbusters 
West End Games £6.9S 

This first Ghostbusters advenmre is a 
package of a 24 page adventllre (inclUding 
rour pages of West Ernfs usual strange 
player handouts) and a colourful. three 
panel GM's screen, The adventure itself is 
heavily laden with awful puns, dreadful 
jokes, and a deep-seated dlstrust of cannon 
advertising animals. 

The plot of Ghost Toasties concerns Ihe 
rerum of Hagosl, (an aU-powerful Scum 

The game works boil with three or four 
players, and takes less than aD bour ID play. 
It grows on you. and it 's the son of game 10 
play when you can't be bothered to set up 
anything more complex. 

Star Trek: The Adventure Game IS for two 
players. One controlll the Federation, me 
other 1M Klingen Empire. It is an unu5ual 
mixture of boardgame and solo adventure, 
with the emphasis on diplomacy and politics 
- no rules fur ship-to-ship combat are in
cluded, for example. 

The middle of the board is dOlled wim 
uflClIplored star systems In lhe Organian sec~ 
lor, a sort of neutral zone between the ~ 
rival p<JWCrs. These are 'discovered' in play 
using 40 colourful planet counters. When a 
ship enters an unexplored star system, the 
controlling player selects a planet counter at 
random. The opposing player reads irs 
nature from the paragraph book, and then 
the exploring side gelS to meet the in
habiulnti. With the aid of the dice and 800 
jwnbled panlgraphs (the solo adventure 
aspect). the player finds out if he: has 
managed to enlist the inhabitants to his side, 

Island is a ramer wild place, and the locals 
aren't going to take Lightly 10 a bunch of 
freeloaders sneaking in ilnd plundering their 
herita!,>e, especially when they're all rather 
busy conspiring againsl each other! If the 
adventurers aren't 100 c~ful they could find 
themselves on the wrong side of everyone lUi 

they trek. from one walled citadeJ to the next 
in search of further clues to Ihe whereabouts 
of riches. This makes for a long-running 
and very exciting campaign which even now. 
five years on, seems as fresh as ever. 

Griffin Island is labelled a 'GateWay' pro
duct. which means that it is set neither in 
pseudo-Europe nor in Glorantha, but in 
some. strange half-way house where orcs and 
lizard men (introduced here as 'slarges') are 
the dominant monsters and all the gods are 
exactly the same as befure but have different 
names. I found this ruther distract ing, for it 
'NOuld have been just as ea~)' to make 
everything fit in with Glorantha as to change 
it , However. II does makc the pack easy ro 
use in other roleplaying games, something 
which could not really have been said for 
Griffin Mou1llail1 , for example. 

American agricultural deity IlOYI linked 10 
junk food), and his attempts to f"CQplure a 
long-lost crystal containing his tife force , 
Said crystal is now hidden in a packet of 
breakfilsl cereal somewhere in America. As 
Hagost gains power thousands of AmC'ric8ns 
are possessed and stan to head for darkest 
Peru. , . Enter thc heroic Ghostbusters. who 
have to penetrate Hagost's pocket universe 
and deal with the various odd manifestations 
that Ihey find there - many of which bear 
strong resemblances to cartoon advertising 
animals. 

Ultimately the PCs will encoun~ Hagost 
himself, who can be found under an eDOr~ 
mous mound of beo.kfasl cereal. It's that son 

Gaining or losing a planet affects Reputation 
and Political Standing, which are ustd 10 
determine who goes first in a rum and, 
eventually, whO \Vins. 

Random events are also possible, and the 
action hots up when Federation Commis
sioners arrive 10 help negotiations, They are 
so convinced of their superiority that the 
Kliogon player gets to decide the outcome of 
any of their exploration attempts. The 
Klingons get agcnll!, who try their best to 
sabotage ships or 10 infurrate Federation 
politics. However, agents are fanatically 
layal 10 the .<Jingon Emperor, and they will 
kill any officers that they conRider 10 be 
dislayal - which lUmS out to be roost of 
them in practice. Agentll are usually carried 
around on starships without any officers, 
just in case. 

Sl(lr Trek: The Adventure Game can be 
played again and again. There are - even 
solitaire rules if you need them. This isn't a 
pushover to play, and I'd nmk it with I4JJfey 
ofthr rour Wirnir, Cosmic Encounter and 
all those other lovable classics. 

I have a few other minor quibbles. The 
player haDdoms are set up such that they 
reveal all the information the advenrurers 
are able to find out somewlJere at one go -
without requiring so much as a COlIVersa~ 
lion. I prefer to make my playcrs work for 
their information. rather than say 'OK, 
you've been he.re !hree weeks, this is what 
you've learnt'! I v.ould also have prefernd 
the players' map !o have looked more like 
an ancient map. rather than have typeset lext 
alongside Windsword's scrawl. 

Those who already have Griffin MOUrl/a;n 
needn'l feel that they must have this pack.. It 
introduces a Jew new locations and 
characters. includmg a new rival for 
Blueface, Granny Keeneye, but on the whole 
it is much the same as it IWS, with only the 
names changed in most cases. Despite these 
very petty quibbles and the usual extor
tionate (and unforgiveable) Avalon Hill price 
tag, Griffill Island is very highly recom
mended to everyone who hasn 'l a copy of 
the original . 

Roben Neville 

of adventure.. There is also a cenain 
suspicious resemblance: between Hagost and 
a cenain advertising tiger. 

The IICreen 15 a faidy normal three-fold 
card. The players' side repealS mlDnnalion 
on character design and the fairly vague 
hints on ghostly powers from the original 
game. The GM's side includes the common~ 
ly used sections of the rules, but given the 
simplicity of the rules system the screen's 
majnr function is hiding the GM's maps and 
notes from ioquisitive players. Overall,the 
screen is nice, if nOl essential , Played for 
giggles, this is a good package. 

Flona Lloyd 



WRIEN & The Halls Of The 
Elveo Smiths 

Roleplaying Supplement -
MERPfRolema'iter 

Iron Crown Enterprises £4.95 

Yet another great Middle-carth campaign 
supplement dunks out of the scriplOrium of 
ICE in Virginia. It's 62 pages long with a 
glinering silver cover and an g-page central 
colour insen giving layouts of places in 
Lonen, the city of OSI-in-Edhil and maps 
east and west of the Misty Mountains. The 
IeXt is densely packed and supported by fine 
Liz Danfonh an\\Ork and (as usual) some of 
the best plans and maps you're likely to 
come across in any mlegame. 

Despite Ute module's tille, by far the largest 
pon ion of thill supplement is given aver 10 

the Second Age establishment of the 
Noldorian Elf. Celebrimbor. His city in 
Eregion where the Elven smiths created the 
Rings of Fbwer, is detailed with sp\eodid 
imagination. which doesn't leave much room 
for a somewhat (in comparsion) cursory 
glance at the Golden Wood . 

The campaign supplement is constructed in 
much the same way as the recent examples 
from ICE. After a general guiddines section 
and inlroduction, the areas covered are 
briefly described . These encompass the 
lands known as Hollen and Lorien in the 
Third Age. 

FoIIO'Ning this there is a ·cultu.ral ' section 
discussing the different branches of the 
Eldar race and their origins. and giving 
preliminary details of the ~rking of the 
Biven jewelsmiths. This section is rather 
like thaI given in the Moria supplement, 
although dealing with II new SCt of anisans 
and working practises. More information, 
including a useful summlll')' of special 
metals and magical substances is given later 
in the supplement. These guidelines will be 
of much use to GMs wishing to devise their 
own special and magical items. 

Several characters of note are detailed for 
both areas: in Ost-in-Edil there are 
Cerlebrimbor, Annatar (the disguised 
Sauron) and others; in Lorien dwell 
Galadriel and Celebom. The organistaion of 
societies is also described, and ICE have us
ed a subsUUltial, bUI credible., poetic license. 
The depth of these supplements continues to 
amaz.e and delight this reader for one, and 

cannOl help but inspire wonderful 
adventures. 

Stretching the imagination even further are 
the layouts and designs for RIven dwellings 
in the t~ realms. The concept of the city 
In OSI-in-Edil. 'a huge ship overlooking II 

long, weslward-reaching lake' seems fine. 
bUI the angulari ty and 'modem' appearance 
is somewhat off-putting. However, one 
realises that the olhe r-worldliness of it 
becomes the intellectual High Elves. 

The building designs are quile breath-
taking in the final analysis. The expression 
of character and culture throughout the sup
plement, be it in terms of NPCs. descrip
tions of professions. dwellings and 
workplaces or interior furniture means that 
the whole world seetruI so much more real 
and al ive to the senses. The game as it is 
presemed here ha~ a very good chance of 
achieving Tolkcin's own criterion for fantasy, 
iliat of 'suspension of disbelief. 

Lorien is one of the finest roleplaying sup
plements I've geen, and is surely a must for 
all MERP players. Highly recommended to 
all lovers of fme roleplaying. 

Graham Staplehurst 

DECISION AT MIDNIGHT 

A DOOMSDAY LIKE ANY 
urHER 

Roleplaying Adventure - SfAR TREK 
RPG 
FASA £4.95 each 

These are rhe first two Star Trek scenarios 
I' ve had a real chance to look at , and frank
ly, I'm impressed by rhem. Standards of 
design and presentation are wonderful , and 
Doth pose real challenges to 8 group's role
playing abilities. They are both pJeasureable 
to read. and the plots are presented dearly 
and concisely. 

Dedslon ai Midnight is the shoner of the 
lWO, at only 4B sides. Without wishing to 
give too much away, the characters are 
assigned 10 the USS ArhuJelphia, a Loknar
class frigate. under the command of Captain 
Ian Vellacora. The Arkadelprua is soon sent 
10 monitor the borders of a ocwly-founded 
Asparax Confederation, a group of planets 
between the Organian Neutral Zone and the 
Triangle. TIle Confederation is making 
heavy hints rhat it wouJd welcome KJingon 
allies and their IeChnological assisUUlce. 
Vellacora is no lover of Kiingons, and before 
long the situation has been pushed \0 the 
brink of disaster. War be~ the Klingons 
and the Federation is in the air. Can the 
player1! aven this horror? 

The scenario includes some impressive 
features: deck plans of the Arkadelphia, 
dozens of NPCs, and a comprehensive sec
tion of notes designed 10 aid the gamemaster 
when running the scenario. 

A Doomsday Like Any Other runs 10 64 
SIdes, and concerns the sudden livening-up 
of a rourine patrol. The USS Fifo is survey
ing the frontier region between rhe Gom 
and Romulao terrilories, with an eye out for 
Gom and Romulan ships that may be in the 
area. The routine is broken when a distress 
call is received from a merchant vessel, the 
Pride o 'Rigel, which has picked up an UD

wanted "companion" on its travels. Its 
roguish captain is also carrying a surprising 
cargo. N~ess 10 say, an old Star Trek TV 
episode is the culprit for the basis of Ihe 
plot, aod buffs wiU doubtless be able to 
work il out from even the scant infonnation 
that I have given. 

Again, Doomsday gives more than just the 
scenario - more exlensive gamemasteriog 
notes, loIS of NPCs, and slatistics ror six 
vessels for use with the FASA Ship Combat 
System. 

The only thing that irked me is that both 
scenarios prc:r.ride ready-ro-play situations 
wilh no alternate campaign entry points. 
Decision at Midnight provides suggestions 
for follow-ups from its end, bUI ne ithe r say! 

anything about using the scenarios in an 
already on-going campaign - aIlernative 
settings wouJd be welcome for this reason_ 

Phil Frances 
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THE FIGHTING FANTASY EVIENT OF 1986 

CLASH OF THE P'RINCES 

a thrilling TWO PtA YER 
ADVENTURE from the 
masters of adventure 
game-playing 

STEVE JACKSON 
and 
IAN LMNGSTONE 

£350 

TITAN 
THE FIGHTING 

FANTASY WORLD 
The ultimate guide to the 

Fighting Fantasy Planet -
no adventurer should be 

without it 

30 October 1986 
£4.95 

THE RIDDLING REAVER 
A unique series of four adventures 
where you are the gamesmaster -
27 November 1986 
£1.95 _________ ~~ __ . ______ ~~~'_ __ --_____ ~4------__ ~---------~ 
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BATTLE. BARGAIN AND DOUBLE CROSS 
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HOW MJGHl'Y, IRE PEN?~ 
A look at the world of play-by-m all, by J onny J acobsen 
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be talking about severo hundred 
or more in a crowded universe. 

,~~ju!::rfo~;;~c:.tmpaigns can claim to player characters. [n 
filled with blood-

in f:lce-ta-bee goun
to stick with fairly 
BUllhere is no 

word of cllution however; whik it makes 
commercial sense for the professiona1 GM 
to ple:lose thecllSlomer, if you insist on 
making persistent, unreasonabledem
aods, (" What do you mean, I can' t kill 
him? He's only got (en guards! " ) , there's 
nothing to SlOp them n=funding your 
money and dropping you from tbdr mail
log lists. After all , they h:lVe the Interc=sIs 
of all thdr players to consider. 

oin the Clubs 
You' rc= never alone in a postal campaign. 
One o frhe most enjoyable aspectS of 
postal gaming Is communications bet
ween players. Messllges between Chllr.l.C
ters can be enclosed with the GM's rc=gular 
correspondence, or sem direct from one 
player to another to save lime (or perhaps 
to avoid revealing players ' plans to the 
GM). You can exchange information and 
maps, arr..mge met"lings and organise joint 
expeditions. Players form organisations 
based around campaign gods, or a par
ticular 'profession' - a thieves guild, for ex
ample. These serve 25 useful contJ.ct and 
(('source centres, panicularly for playel1l 
new to a camp:IJgn (some players involved 
in more than ont" campaign, h2ve set up 
the S2IllC organisation In several g2Illing 
uni\"(~rses. You will find the Viking 

Alliance, for insunce, in at least [hrc=e ma
jor post2l campaigns - :ill founded by the 
s2IIle Scndinavian gamerl). 
A newslet ter is often produced by tbe 
GMs, complete with c2Illpaign informa
tion, p layer messages, questions and 
general abuse. Nor is it unknown for 
pillyer organisations to produce their 0,", 
publiclltions. These can be as weU pro 
ed and info rmative as tbe original 'hou • 
newsletter, although perhaps only ava..i..l 
able to members of II pankular organis • 
tion . With such a varieryofmethods fo 
player communication and inter.l.ction , 
neither the players nor the GMs can be 
sure that they know an the secrets. This 
being the case. fresh roleplay possibilities 
are ripe fo r development.~ 

Go it Alone W J 
If you don' t fancy gaming with a group 
players who you might never meetln th 
flesh , you can always go It alone. POSta.! 
gamlng offers scope for solo play whic 
face·to-bce campaigns are less likely t 
able to accommodate. Even if you deci 
to avoid your fellow players, your charac· 
ter need not operate alone. You can still ~
Iy yourself with a powerful NPC, or war 
on equal terms with advenruren run by 
the GM . if the scenllrios filling the pages 
ofthe news·leuer do Dot interest you, pur 
sue your own objecti\·es. You might want 
10 carve yourself a lone niche in some 
desolate wilderness area. In time, you 
could come to play the inscrutabk he~ 
to passing tr.l.vellers, who might· or m 
not - help. Or IIyou prefer to make tro 
instClld of sCl!.J'Ching it out, you could 
yoursclfup as a bandit. But then of co 
you might attract the unwelcome atten 
lions of your fellow p layen, In either casc=, 
if the GM is willing to cooperate, no one 
need ever know tbat you 2re, in fact , a 
player. 

Go Your Own Way 
For bener or WOr5e, most players want 
their name and deeds [0 become know 
Few players go their own sweet way, c 
less of what others arc= dolog around 
them. This is surely a good thing. Pastil 
rolepi2y comes into its own when lars 
numben of characten are involved in a 
single scenario, possibly withou t even be
ing fully aWMe of the extent of player in
volvement. 

Even if you do choose to involve yourself 
in the schemes of other plllyers, you still 
don't have to follow mainstream gamJng 
patterns. [f, for example, you W7.I1t [0 S~ 
how well a character can get out by purel 
non·violent means, then there's noth inglo 
stop you trying it . In postal camplligns, 
this i ~ a perfectly practlcble Option. S 
whether you want to do the usual thing, 
or experiment w ith possibilities nm no 
mally viable In face·to-fllce gaming, it '5 
your choice. You call the tunes and, ifth 
want to keep your custom, the GMs 
should dance accordingly. 
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Secrets and Str.ategJes W 
In face-ta-face gaming, a common pro
blem for a player wishing to Iry some
thing withoullhc knowledge.ofthe other 
players. is 10 arrange iIso that only the GM 
gets to know. When a note passes across 
the table, you an almost s«: the various 
character.; tightening their purse-strings, 
edging back to the W2l1:lrld sniffing at 
their food for traces of poison (re811rdless 
of the fact that the suspicions aroused in 
the real world have bttn illegitimately 
translated into the gaming world; but let 
th;1! pass). 

With postal gaming, the problem is curi
ously Inverted. Player.; are hard put to dis
cover if they are being bemlycd untU tbe 
blow is well nigh struck. In a postal cam
p:tign. you c:m never be sun: mat then: are 
not messages going through the POSt that 
will seal your fate by another's hand. In 
this fC5pea , the postal ClllllpaJgn acquires 
something of the tension of aDiplomacy 
game. It becomes that much more impar
tant lO think ahead. 1r}' to give yourGM 
advice to cover ~'ery likely contingency
and a few more besides -in order 10 im
prove your chances of surviving. 

Generally speaking, the more you put into 
your tumsheets, the morecbance vou 
have of achieving your objectives. "Let me 
apply this point to combat. 

From the player's point ofview at least, 
tbe rules Inpasttl FRP tend to be (;llrly 
Simple. This avoids complicating the pro
gress afthe game any more than is neees-

sary. Nevenheless, tbe complexity of rule 
systems such as Cbi va try & Sorcery C2n be 
recte2ted in 2 post2..1 camp:.t.ign by the Cn!' 
ativity ofthe pl2ycrandGM. Comb;lt res· 
olution may seem a simple matter of the 
GM rolling one set of stats agalnst another, 
but there's nothing to stop you trying to 
tip the scales in your bvour. Give the GM 
copious details of any speciallricks that 
you'd like to be considered on the relevant 
occasions. For example: 

" My first blow will aIways be an at· 
tempt to end the fight before it gets 
started by going for 2 criticaJ on my 
opponent 's arm. lfthat fails, try to 
move myselfinlo;l position where 
my opponent bas the sun in his 
eyes ...... 

.... 2nd so on. Though character stalS may 
be the major determining {actor in any 
combat , imaginative and detailed instruc· 
tions could swing the battle Jour way. 
Check with your GM to see ' sucb things 
are taken Imo account . 

Sincerel Yours 
Your fellow garners do n' l have 10 remain 
faceless shadows. You might want to org· 
anise regular meetings {or tbe players in a 
campaign , iftheGMsdo not already do so. 
There, you can get to know the people 
behind the characters with whom you 've 
been making hislory. Plans C2n be discuss· 
ed, 2Uiances made or broken. as yo ur 
socialising becomes an extension of the 
82ming environment. Of course If, say, 
you live in Edinburgb , while the meetings 
take place In London, then time 2nd 

money m2y well rule out the possibility 
yOur attendance. BUI you can 2lways try 
('onUcting playen living in your own arc2, 
orbetter still , get yo ur own frknds involv· 
cd in the campaign . Entering:1 Cllmpaign 
ell masse an have distinct advantages. [f 
you all cOOper2led . you would enjoy the 
safety of your numben, 2nd as a group. 
you could quickly beco me a force to be 
reckoned with . 

Alwa}'5 remember that you 2r"e in a profes· 
sionally ruo campalgn. Since the GMs are 
running things on a commercial basis. 
they arc likely to be easy on you when you 
make your first mistakes. They're hardly 
going to cut their owo throats by coming 
down heavy on you 21 the first opportuni· 
ty. Killing yo u o ff as soon as you put a foot 
wrong is bad for business. Without neces
s2cily letting you get 2W2y with suicidal 
heroics then, they are not aboul to forgel 
th2t you' re 2 paying customer. If you do 
lose a character, rome campaigns operate a 
kum2 system . so that long.standingplay. 
ers do DOt tuve to start right back at the 
bottom of the he:lp. 

It issurelyc1earby now thai POStal FRP is a 
totally differa'll experience. to {2cNo·{ace: 
g2llllng. Asscnive players who prosper in 
the facc·to-bce set·up. might find that 
they h:olve difficulties in a postal campaign . 
On the other hand , quiet players may find 
the postal form:olt mon: to their uste.. 
Posul gaming is an extension of and 2 
complement to b ce-to·face rolep!2Y. Each 
aItcmative has ils own meriu and dr-..rw· 
b:.Jcks, but be.sureand try both before 
judging between them. 

1"" Ok· IlALo.', ... 
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OOLO )OUeJTI NG llOR PENDRAGoN 
by Greg £,tafford 

RrthUrian stories arc full of encounters 
with knights who arc waiting at a 
road crossing. ford, or bridge to 

joust with any and all comers . This duty is 
often self-imposed to gain the knight some 
glory . Sometimes it is imposed by a lady. 

This sel of tables is designed to make such 
dUlY easy {or the players and characters to 
perform. Such activities might be done 
completely solo by a player during a year 
in which the character did not actively par_ 
ticipate in the active campaign. Alternative
ly. a gamemasler can usc these 10 determine 
which knights might be al a crossroads en
countered during play . 

Pam of the Pendragon game are necessary 
to use this system. 

STeP 1 Determine the type of road. 
1be types of road will determine the 
amount of tI1lffic. and hence the number of 
opponents. If one or both of the roads is a 
Roman Road. then usc the Roman Road En
counter column. If both are paths. use the 
Path colwnn. AJI others use the Road En
counter Column. 

STeP 2. Detennine the number of en
.counters . Roll Id20 each month to see how 
many opponents pass by. 

CROSSROADS ENCOUNTER TABLE 
(number of opponents) 

Roman 
Dl. .... Road Paths 

I ) 2 I 
1 4 2 I 
3 , 3 I 
4 , 4 I , 8 4 2 • I • 4 2 
7 10 , 2 
8 10 , 2 • 10 , ) 

JO J2 • 3 
II J2 • 3 
12 14 • 4 
J3 14 7 4 
14 " 7 4 

" " 7 , 
I. 16 8 , 
J7 J7 8 , 
J8 J8 • • I. I. JO • 20 20 10 7 

STeil 3 f>etennine quality of knights. 
For each knight , roll 106 on this table. 
D6 Result 

1-2 Average 
) -4 Good 
.5 Excellent 
6 Special. roll again. 

!3ReQAl,OQQOl--'6NTTAI3Le 
D6 Result 

Enemy Knight , roll again for 
quality 

2-3 Bandits (Id6+l) 
4 SaxOD war party (Id6+ I) 
.5 Pict War patty (106+2) 
6 Famous Knight, roll again . 

FA MOU.!3 h'NIGbT TABLe 
These are the star Knights for each period. 
Most of their sum can be found in The 
Choracten book , and for those that can not 
the player must substitute. 

Roll I d6 to lind the foe, dependant on the 
phase. 

D6 Phase Th'o 
I Balin Ie Savlge 
2 Gawaine of Orkney 
3 GriOet Ie lise de Dieu 
4 Marhaus of Ireland , Tor Ie Pellinore of the Isles 

• Tor Ie Fisc Aries 

Pbase Three 
I La Cote Male Taile 
2 Galeholt the Haut Prince 
3 Lamorak de Galis 
4 lancclQ( du Lac (younger) , Palomides the Saracen 

• Ywaine Ie Chevalier au Lion 

Phase Four 

1 Bors de Ganis 
2 Gareth Beaumains 
3 Lanceloc du Lac (older) 
4 Mordred of Orkney , Percivale de Galis 

• Tristram de Lyonesse 

Phase Five 

1 Sors de Ganis 
2 Gareth Beumains 
3 lancelot du lac 
4 Mordred of Orkney 
5 Tristram of lyonesse 
6 Urre of Hungary 

Baodits 
Bandits will attack to ClIprure the knight for 
ransom. If captured, they can be sold into 
serfdom ( IL each). Use the stats from the 
back of The Clwracter book. 

Suoo Raiders 
These foes will try to kill the knight . U 
captured, they can be sold into serfdom ( IL 
eaCh). Use the stats from the back of The 
Characler booIc.. 

Pkt War Party 
These fOC!i will try to kill the knight. If 
captured, they can be sold inlO serfdom (1 L 
each). Use the stats from the back of The 
Clwracter book. 

Enemy Knight 
This knight is, or will become, a personal 
foe of the jouster. He fights to capture for 
ransom. If your player character has no 
pennanent fOC!i then make up a name, or 
ask the gamemaster for ooc. 

5It:3Q 4 FIGHT. The solitaire player must 
make the Joust rolls for both his character 
and the opponent. Remember to keep track 
of wins and losses, and of Glory gained 
each time. 

Each opponent is fought separately and suc· 
cessively. If the player character is wound
ed, captured . or loses all his horses then the 
rest of the month will be affected. 

When healing, each week subtract five from 
the results of the 020 roll result . For in
stance, a character on a Roman Road rolls 
13, thus expecting to fight 14 enemies thaI 
month. But if the first one wounds him 10 
require 2 weeks healing the player must 
subtract 10 from his die roll, making it a . 
roll of 3. After recovery he would then 
have onnly 4 more opponents to fight. 
Remember that although the number given 
would be .5, he had already fought one. 

Victorious jousters who release their op
ponents only for ransom will collect the 
money in 206 months. Characters may 
keep their defeated opponents' horse, ar
mour, and weapons if they wish, but will 
gel a ~Ifish check . Returning them will get 
a Generous Check. 



Jousting in ;Dungeons &;Dragons 

]

nrn",'''''' "mes,ld"re .ooklOOk by .5tephen Gardner 
IOtally different fOnTIS {rom those that it Dexterity Adjustment 
does today. For the peasants, there were Below 9 _I 

storytelling. dancing and cockfights: forme 1"1' v- no adjus~nl 
rulers, the dch and the propertied . there were 15-16 + I 
nobler pursuits. such as falconry, poetry and 17-18 + 2 
jousting. 

Jousting or tilling was an art . It is frequently 
mentioned in Anhurian legend. where there 
arc frequent mentions of colourful tournaments 
and almost every \\oatercrossing is guarded by a 
knight who challenges all comers. Jousting 
took skilt, strength and dexlerity; a knight had 
10 know all about his anTIour, his horse and his 
lance. He had to be able to ride fluerttly IlJId he 
had to know the best place 10 hit his opponent. 
Like professional sports today. jousting oook 
talent. training and consUUlt practice. 

Armour for the joUSt was made sensibly and 
economically, with conva surfaces to deflect 
blows, bul there were still cracks and crevices 
on armour that could catch and hold a lance 
poinL The beSl place was lbecrest oflbe helm. 
a decorated metal ornament atop the helmet 
which was surelO hold a lance point. but nOi aU 
knights \.YOre them. Otherplaces to hit were 
under the rim of the collar or the shoulder
piece. Such a blow was almost cenain to lift a 
knight off his horse. Fonnal jousts were III WHYS 
fought in platemail - death or injury was a cer
taintyotherwise. 

The lance or spear was held in tbe right hand . 
its butt supported in the crook of the right 
elbow. It had to be Strong, but length was also 
imponanl: 12-14 feel was common. Greater 
than this meant that you could hit before your 
opponent. but the lance was unwieldy. lftbe 
lance was short. the si tuation was reversed . 

The last faclor WolS the horse. "The jousler rode 
a cumbe~me beast. strong enough to bear his 
weight. but sLiIl fearsome in a dwrge. He had to 
sit loosely in the saddJe then, in the moment of 
impact. gnp with his knees and throw his 
weight forward . Jouslers rode at a full gallop 
aod had to think. about hitLing rather than being 
hit. They positioned themselves to maximise 
the effect of their own blow rather than mini
mise thedamage oftheiropponent'~ blow. 

In ajoust . the knights charged each other shield 
to shield. They wore their shields on the left 
arm and passed on lhe left side. They had to 
direct their lances across the body, and there
forehad to hil a quite small area: ie, the right 
side of the body or the helmet. Hits on the 
shield would often be deflected more often than 
not. 

Considering tbest factors, the following are 
some rules suggestions forjousting in 
Dungeons & Dragons. 1be joosters' nonna! to 
hit score with lance is modified by his dexterity 
and the length oflance be chooses (nonnal 
modifications for higb or low strength still 
apply): 

ii 
iii 

" , 

len,th 
Upt09feet 
Io-U reel 
12-14 feet 
15-16 b:1 
17-18 feet 

Adjustment 
+2 
+1 
00 adjustment 
·1 
·2 

The two jouslcrs hurtle together, The one withi 
the longesllance strikes firsl. lfhe rolls a 
nwnber between bewreen his modified /0 hit 
score and hi5 (o hi/score plus 4{inclusive) he 
has hit his opponent. bUI not in a critical spot 
which will hold his lance point. He stilJ has a 
chance of dislodging his opponenl. bQWC\ler. A 
roll offive or moreabove the to hit roll means 
that the lance has lodged in the target 's armout·. 
When hit, ajouslercan make an ability check 
on a 020, using the average ofhn STR and 
DEX (ruunded up) . This check is modified 
depending on the STR of the attacker. Compare 
the STR of the attacker with the average of the 
of the STR and DEX of his opponent. For each 
point advantage the fanner has C1IICrtbe latter. 
thedefeoder suffers a penalty of + 1 to thedie 
roll on the ability check, aod vice ,·ersa. For in
stance. knigbt A has an STR or 14, and hits 
knight B whose average STRIDB..."X is 12 : 
knight A has a two point advantage. so knight 
B's abil.ity check is made at +2, meaning that 
he must roll (in e.ffect) a 10 or less. A knight 
who is knocked from his horse in this manoer 
does nO' take normal damage from the lance. 
In the event ora "critical M hit (& roll offive bet
ter than required). thedefending knight suffers 
:i much larger perwlry. The attacking knight 's 
level is added 10 5 and the resul t is the penalty 
to thedie roll on the ability check. - and this is 
in addition to any of the penaitJes above. A 
"critical" hit of this type also inflicts normal 
damage with lhe lance. If the k.night actually 
manages to stay on his horse., his opponents 
lance is shattered by the impact_ For eJtlImple. a 
knight with an averageSTR/DEX of 13 is 
critically hit by a 4th level opponent (STR 14) ; 
the die roll is modified by 5+4+1=+10. 
inga roll of3 or less iii required remain 
mounted! 
Eumple: Consider a tilt bet~o SlrGaheris 
of Orkney and King Ban of Sen wick. Gaheris 
is a 3rd levelflgtller with a 10 foot lance( +I to 
hit), a DEX of 15 and a STR of 14. Ban is Sth 
level. DEX I3,STR 15 and uses a 13 foot lance. 
Both knights need to roll a 12 to hit AC2 . 
They thunder together. Ban striking first . He 
manages to hit with a J3 - oat a critical hit - bUI 
Gaheris must still make an ability check using 
the average STRIDEX (15). Ban's STR is also 
15, so there are no modifiers. Gaheris rolls a 13 
and manages to stay on his horse. Then he 
strikes, rolling an 8: his lance wavers above 
Ban's crest. .. 

They tum for a second charge. and this time 
Ban rolls a 19! Gaheris has a very slight chance 
of remaining mlheYiddle (the die roll is 
modified by S+5 = 10), butas he rolls an 11 he 
goes flying . 

TheFaU 
An unseated knight literally goes flying . In Ar
thurian legend, ajoust between Sir Launcelot 
and SirThrquineseods both knights somer
saulting through the air. both lances shatter and 
both horse:s sustain broken backs. Under all 
thaI armour, the least a knight can expect are 
bruises. Of course. ifthecontestants are 
jousting underexOlic circumstances, such as on 
flying griffons. they will also take damage 
through falling to the grouod. 
A knighl who takes a fall takes the normal 
damage from a lance ifhe was subject to a 
critical hit. Additionally, he should make a 
CON ability cheek to avoid more serious in
jury. Ifhe fails. roll on the Il\iury 1\tble. 

Injury 1iI.ble (roll 1010) 
].2 Concussion, possible temporary loss of 

sight elC. Grogginess, disorientation, 
Tbe knighl must go (0 bed for the rest of 
day. 
Unconsciousness, lasts up 1D4-1 bouts 
Serious unconsciousness for3 hours to 5 
dll)'s (GM's discretion) 

fr.7 Fractured hones(DEXand STR minw 
1-6 until beaJed). roll on sub-table below 

8-9 Dislocated joints (DEX minus 1-4 unlil 
healed) 

10 Broken bones (DEX, STR minus 1-6, 
CON minus 1-4 until healed), roll 00 
sub-table below 

Bone lnjuriesSub-table(roU 1012) 

1-2 Minor, ego wrist. ankle 
3-4 Leg(s) 
S Pelvis 
6 Spine. 
7-8 1-6ribs 
9 Skull 
JO-lJ Arm(S) 

II Neck * 
• Prmib/~ death ifbrok~": CON obility 
ch~ck to .furvi\'I' .fuch on injury. 

Obviously, it is difficult to define lheexaCt ef· 
fects of a fall II.'ijarring as oneatjousling, The 
above tables are intended as a loose guide on! y. 
The wmner of ajnust should be al lowed to keep 
his opponent's horse and armour unless the 
contest waS:l "friendly" match. It ought to be 
possible for characters to makea good living 
tru.\"ClJing from one tournament to another,liv
ing on their winnings, 
Jousting Terms 

C()fi ch 

~1t!r 
j~jSt!raunft! 

puisuiwlfU 
surcingl~ 

broad ring on lance to protect 
hand, 
lower lance furanack 
rest for lance; fix lance in rest 
coal of armour 
herald, annouocer 
girth for horse 



letters Page 
White Dwarf' 
Enfield Chambers 
16/18 low Pa"em~nt 
Nottingham NG1 JOl 

l'Ou know, Ih~re G1" some peop/~ who think 
we make up all the lellus 011 this page, 8IlI 
Mlil!Vt' it or nOt. there really are people rn 
this world 'K-M ... ·rit<!' in just 10 lell U$ IhillgS 
like thls .•. 

N. C. Farrah, Ashhy. S. Humber.;;ide: I 
..... picked up the last four ilisu~s of the 
.~ Dwatjfmm a friend, and what do I 

find? Revelations! YOu lot make The Bible an 
also-ran in that department , Forgive my 
fawning tones, but the new personnel al WD 
are a GOOD THING and the admhslOn that 
WD is a house ma~ is OUt in the open at lasl 
- great! I bloom With superlalives al the in
tertsling letters page, and 110l'e the new IllY 
OUI. The recenl article on Psi-Judges for JOrp 
was fabbo too, the Traveller life-boal superb, 
and generally White Dwarf is nOW what it 
should be - an excellent milS! 

Glad you noticed! HOII'."n't!r, I>'e (J~n't a/waY1 
peri ea. 

Christopher Tomlin, Selly Oak, Bu-mlng
A... ham: There is a glanng error in Ju· 
PI' Iy 's COC scenario GlW11 Jaclwl Kill 
(WD 79): i.sadOfll Turner driving from San 
Francisco 10 Los Angeles and bock again and 
then "spending the reSI of the night in her 
botel", No nlean feat, as it lOOk me ten hours 
to drive the 458 miles from LA 10 San Prnn
cisco. The lrip is at least a day each way, 
making it much harder fur the investigalors 10 
follow Miss Turner or find OUI where she's 
been. I suggest Mr Davis uses an atlas in 
fulure. 

Upon n:c~iving Chris' letter .... e hil 
Graeme wilh a desk WId dem(md~d an im
mediaJe upliJ.naJion. but all he could CQme 
up .... ilh was the /oIluwing: 

What can 1 say'! Guilty as charged. m'ludl I 
don'l suppose feeble excuses about souped-up 
Model lS will do me any good here, so pro
bably the best thing would be to re·set the 
Brabin House in San Frcmcisco. Alternative· 
Iy, Miss Collins cook! retire to the YWCA in 
Los Angeles after her alxm.ive vi~it , although 
this would make shadowing her a much more 
difficult job. 

Thmlb Graem<!'. Oh. by the way, )'Ou'l? 
fin:d. 

Kevin Jacklin, F.lm'WilrW, Hants: I am 
.&...... writing in response to Mr Peter 
~ Tamlyn's thought-provolcing article 

Roleplaying ror El'eryolle in WDBO. He noles 
that the media have, in the past , only been in
terested in the Roleplaying Hobby because of 
its associations with occultism or the crazi
ness of the players, Hence, before new 
players are to be attracted to the hobby, news
papers et al will have to take il a little more 
seriously. 

Also, if more people are to be atlracted to 
lhe bobb)', the bobby medi:l in lhe UK should 
make a star! by taking a leaf Out of the 
American hobby media's book and treat il as 
II 'grown up' pastime. AU the UK magazines 
are displayed next to the childrens' comics in 
laq;e newsagents, lind the caver (and to some 
extent, the interior) resembles a comic. No 
wonder potential newcomers are put om Th 
give a for-instance, the reviews section in US 
magazines like Diffuent Ubrlds devote a 
la rge amount of space to reviews, They do 
001 have to do this, they could fill it ..... ith 
more advertisements. But to do SO indicate~ 
that they thinl: it is worth their while explain
ing about a game in some dewl - garners ap
precillte this (it ~ time in II games store), 
and newcomers will learn more easily about 
the hobby (no more 'preaching to the con
vened'). By providing Ii wide-ranging selec
tion of reviews, Lhe US magazines ensure an 
ever-widening range of games reach an ever· 
widening market. 

As far as the future of roleplllYing is con· 
cerned, I am a fan of the 'minimalist rules' 
school myself - less time for chart reading, 
more time for reacting. I don't see why ex.
isting roleplaying garners Shouldn' t be in
terested in new forms of the genre, Calf 0/ 
Cthulhu was released in 1981, and it toOk a 
long time before it reached its present 
popularity. The options in Gumshoe are 
slightly hmiting, but uy it this way. The rules 
say thaI if all the players co-operate they 
might just be able to solve a mystery in one 
game day. With a referee, however, it is 
possible to roleplay the encounters, and by 
using a dummy clock to let the deteCtives 
roam San Francisco working to II real 
deadline (and leaving messages for each other 
at various locillions). 

The argument thllt writing )'Our own plot 
in Huw To Host .A Murdu applies equally to 
all rpgs in that you know something other 
players do not. If you roleplay properly thlll 
should not be a problem . To pay around £3 
each for one e\lening's entertainment isn'l thSt 
expensive compared with many activities 
(although , I agree·, pricey in game terms) . • f 
all current roJephlyers don'l find that type of 
game 'appealing', as Mr Tamlyn seems to 
think", there's a good chance it will not be 
reviewed in magazines like Whil<!' /AtJarj 
(since it caters for 'the bulk of the currenl 
roleplaying market1- A chicken and egg 
si tuation . 

To sum up, the future of roleplaying is 
good if: 
- new areas of roleplaying are found 
- roleplaying media publicise and review 
these new areas in a serious manner 
- current rolep\ayers are less blinkered in 
what lhey play. 

Yes, a very interesting article indeed. 
More of this sort of thin a.. please, 

You raise some interesting poinls )/Ourself, 
.... hieh I'll try and briefly CQl.-er. Firstly, the 
anilude 0/ th<!' newJ m<!'dia tUII'arrh rolegam
ing is JumJly surprising wh~n one considers 
the oct1I';ties of the ""rious lil'e roleplaying 
groups and their ilk. If I ww' a report<!'r look
ingfor a 110'1 I 'd jump aT a chanc<!' 10 crJW!r 
a bunch of loonies who dress in silly 
costumes and hit Nch other with rubber 
swotrls. Serious Ili!WSfXlPen and Ihe c-olour 
supplements hal'e gh-en the hobby a foir 
cuwroge. but th<!' tabloids won't go mwly just 
becaus<!' "''e don 'I like them - ifWE' don't want 
bad pn:11 \1.'e shouldn '/ encourage il by our 
irresponsible actions. 

II is hard 10 act grown up wh<!'n one is 
n:pn:senting a hobby IMt COI-'en an age 
rangefrom 9 to 190nd beycHld. To my mind, 
if we wish to auraCf more ne .... comer.t to (Jur 
hobby Wt' musl make allowances lor rh<!' fan 
that, Initially at feast, they wifl have no idta 
what we an: tolking about. Reglllar articles 
for beginners, ranging from overviews of 
popular systems to tips for making your firST 
few games work propl'rly, are ",<hal is needed, 
and I would argue that WD i1 exactly the 
pla~ to print them. HOII'.~r. its n:adenhip 
M"<!' bun very vocal in their dislilw of 
millerial suited for bt!ginners when it ho1 
bun nm in the past, and _ can suppose 
that a new set of articles, looking back at the 
D&.D range, jor exnmple, would meet with 
howLs of complaint again. 

umger rniews of prrxJJlCtj sum solely 
designed to fill up space, in my own humble 
opinion, Whilt a long, dttailed m';tt\! is 
u.:Jefol for a new ro/<!'pfuying game or major 
supplement. it can Mrdly be justijied for th<!' 
latesl AD&J) module or BattleTech supple. 
mem, for t!Xmnple. If a new product is impor
tant enough 10 deserv~ heavy CQIIerag<!' we 
.... i11 often afford if (.I rull of back-up feature 
arricfes anywa)l I foel it is l'ery unlikdy thill 
WD will substantially increase Ihe space 
gt\'ell 10 ffl,'iews in the near jiJIUI? 

Incid~ntally, WE' have no contrvl of where 
WD is placM by a newsagent (my local shop 
always puts it on Ille top Shelf wilh the othu 
so-callM 'adult' magazillt'..f, though among11 
the computer mags is al10 poplIlar). If yours 
pUIS WDs iIt a peculiar plal'e ask him why he 
does sa. WId poil11 out IMt he'd sdl man: if 
he pur them elsewhe"! 

I wollld haziJrd that rvleplQ'jers don 'I find 
fhe l'ariOI-/.! Murder Myslery ganu:s to tMir 
tasle ~ctJuse a) they an: simplistic, b) tMy 
an:n " fantasy, .,.-hidl is still the most popular 
m~dia with rvl~gamers, tlIId c) most J6-year 
oMs doll 'I hold too many diMer parties. 
Whar Pel<!' WQJ' saying is Ihm these types of 
games are to ~ congratulated for bringing a 
ltIf)(/ijicd /oml of interocti~'t' gQl/Je to a n~ 
audience. who we should now be drawing in
to our OW/'I /tQbby. How we mtJIIQg<!' to do this 
without offending our unbearably COIISU
valive reader$hip, tlwugh , ;1 unolher malter. 
It will be an uphill struggle. l/<!'ar - I mean, 
thLs is a typical WD read<!'r. .• 

A Gtlbbledigook Fan, Ramvton. Middle-
...... 5t'X: What? What? What? What? 
JIIf' What? What? Wbat7 What? What? 
What? What? What? What-? What? What? 
What-? Wbat?What? 

Whar? I bear you reply. Gobbledlgook 
reduced 10 baIf a paget I'm sure this error 
will be corrected In W081. 

P.S. Please can I have bis autograph (if he 
can write, that is). 

No, I wouldn't haw! put my name on that 
either. 



Wou! Thielmans, 8ruges, Belgium: Re the 
~ review of lnnJ:hmar. My god. I've 
JIll' nC\lcr been so angered by any purchase 
I've ever made my c.8 years of roleplaying! 
That Jump of paper contains more typos than 
me entire output of TSR up to 198O! We are 
promised: encounter tables for Neb\\Un - nol 
one table in sight. We are promised new 
spells and a magic-\IIellk: system -~ get a 
grouping together of old Oerica! and Magical 
spells and that's ir. We are promised a lot of 
short scenarios with level indications - IIIfC get 
some }Q garbled 'plot ideas' aDd 1 scenario 
amountiJl$ to a break·in with difficultiesl The 
most iroruc mistake is where we are promis
ed stats for 2 (count em) new weapons, 
throwing axe and throwing dagger, and barely 
a paragraph later we only get the stalS for ooe 
weapon . Add to Ibis the fact thai. several lines 
are totally p-rbled and incomprehensible (cu
uyd grhtici fgtbye hIUY?'l?+uay fur the 
characters to nllse the money' - see what I 
mean?) aoo you dermitely do Nor have a 
professional module worth some £14-15. 
which is the price we in Belgium have 10 pay 
for it. 

No. Hbut. tell u.J if you don 'f like somelhing! 
I guess you should tak~ TSR's ativeru ~;th 0 
pinch o/soll injurun:, bUI 011 the whole I 
must say I thought wnkhnwr ImS an im
pn:ssil't' ren minutes' work, 

Robert Povey, Leek, Starts: After IUdmg 
~ Mike Goldsmith's letler (WDBO) I felt 
JIll' compeUed to put pen 10 paper. J ask 
'Why shouldn't kids admire Judge Dredd'?' 
After all, 'We all need a hero to look up to in 
these times of 'moral deca~' and 'ever in
creasiflB. violence'. Surely 11'5 better for kids 
to admire a fIgUre of law and order than one 
of corruption and crime? 

Judge Spencer, Marple. Cheshire: Citizen 
.A.... Mike Goldsmith, you will place 
JIll' yourself under house arnst for the use 
of an illegal expressive 'NOrd aDd the slander
ing of a Judge with the 'NOms 'lie is a 
murdering swine' - he being Judge Dredd of 
Mega-City One, A Brit-Clf Judge will Ix 
calling on you promptly, 

Tom Deakin, Llangemmarch ~Is, Powys: 
...... As a dedicated devotee d' Joe 'I am the 
JIIr Law' Dredd and now the rpg, I was 
pleased to see the article in 1tD8Q, Something 
S~cial. All my Judges now h~ at least two 
beads eachl But there is, I think, one essen
lial slcill all Dredders should hllVe that Thtor 
Tynan missed, namely the 'Get oUI of a total
ly impossible situation because you've got to 
appear in 2{)()G<\D next week' skill. 

This highly useful skill involves (at the 
GM's discretion) an extremely high percen
tage chance that in a totally impossible situa
tion the PC JtxJge will be able to find some 
way out, usually with a feat ofacrobarics, an 
improvised 'Weapon or a passing H-Wagonl 

One other thing. If you are going to play 
JDrp seriously you must be able to swear 
authentically, so I hlfYe compiled a small list 
of D.redd's better ~n vituperations: Drok.k 
(most common by fur), Grud, Creep. Oh 
Moley, Spug It, tHnwad. Punk. Dok, Oh 
Cremola and Stomm. 

These add much more flaYOUr to a 
scenario. Thke a look at the following exam
ple: just for a change a Judge is arresting a 
JUve. 

LETTERS 

Judge: You there citizen, move it. You're 
under arrest. 
Juve: No way. 
SLAM BLAM." Becomes: 
Judgr: Drokk it! C'mere you dlrtwad creep! 
You're under grudding arrestH 
JUlY!: Spug you, Judge! 
BLAM SLAM ... See? 

Yes. er, lhanks Tom, COl4fdll 'f YOU have srTII" 
mtulom tabJe too? ' 

Andrew Bell, St Austell, Cornwall: In 
.A.... WD80 I read an article by Manin 
PI' Vean about development point allot~ 
ment upon level advancement in MERP 
(Up and Coming) . I am an lIVid supporter, 
nay, fan . of the Rolernaster system from 
which MERP was pilfertd, Like MERP, in 
Rolemasler a character IS assumed to be first 
level after adolescence. skill development and 
apprenticeships. He then assigns the develop
ment points (DPs) to sbUs that he wishes to 
develop during that level ~ whether they are 
skills already developed previously, or new 
ones! 

For instance. if GrimnutS (to take Martin'S 
example) wishes to develop a new (or old) 
skill In Broadsword , he must make a oote of 
how many DPs he is going to pay in leamint! 
however ~ skill milks that be wants to 
learn, If. durmg that level. the GM ootes that 
Grimnuts doesn't so much as buy a 
broadsword, let alone attempilD teach 
himself or get wition in the weapon, the GM 
is fully justified in telling Grimnuts where to 
get off when the lalter demands his new skill 
ranks fOt which be pajd his OF'S. 

By using Ihis method of assigning Of's 
befOre sta:rting a level, but gaining their 
benefit when one reaches the next level, it 
malres it impossible for GrimnUIS to suddenly 
become handy al wielding a warhammer 
when be doesn't even know what one looks 
like! 

Edmund Morgan, Sutton , Surrey: Manin 
.&... Vean was right 3bout one thing - his 
ptJ an.icJe wtJS demented ramblings, Un
fottunaldy he made a few errors. 

Although he asks us to look. al 4 .25 he 
has not read the basics! Five skill ranks in 
2-handed in one level? Shurely shome 
mishtake! U says in 3.6, 'A skill rank may De 
increased by one by using I DP. A skill rank 
may be increased by 2 by u~in~ a total of 3 
DPs, A skill rank may not be Increased by 
more than 2 ranks during the apprenticeship.' 
Aha, you say, this is fOr apprentices only! 
Look again. in 2,63; here it says. 'To develop 
a skill allocate development points 10 it. This 
process is identical to apprenticeship skill 
development: 

This means, quIte simply, thaI most of 
Martin Yeart's article is unnecessary, I do 
agree that spell lists cannot just materialise in 
the wilderness, bul can be found in any l~ 
(OVIQ or elven senlement. Some spe.lllisu; call 
be fuund elsewhere; for example.. in a human 
castle 5% chance of a hard list. ttlIlger list or 
open essence Jist. and 10% chance of a 
chance/open chanelIing list. 

Graham Staplehurst, Putney, London: 
....... Some other misapprehensions rertllve 
~ around the nature of the ranks. which 
are only 'NOrth 5% al finl : laler (al higher 
development) each is worth only 2 ~, then 
1%. Secondly, giving them '''' notation is 
rriisleading, since they are not resolved on a 

% chance basis, bUI rather the total ' rank' 
(including bonuses, which Vean misnames 
'values') is added to a percentile roll (itself 
open-ended) then referred to a lable. A 5 % 
jump in combat ratiog that is Offensive 
Bonus, might be worth an extra point or tWO 
of damage or an added critical grade, MERP 
does DOt of'fcr the: PC a crude 'chance' of per
fonning an action, it uses a mixture of luck. 
(die roll) , chal1l~r skill and player ingenuity 
to give a grading on the relative success or 
failure of an attempt. 

Seen in these tenns, the basic learning 
jump of +30 in a skill which 'kart complains 
of (from an unskilled -25 to +5 for the finn 
' rank' obtained) is a realistic interprelation or 
the learning process/curve, and one which is 
contiguous with the later decline in the rate 
of skill improvement. Perhaps the +30 jump 
.seems a greal deal to Yean : on the other 
haDd il is wisely said '8 little knowledge is 
dangerous'. Even facing a measly ore, an DB 
of +5 with spear is little bener than -251 

Jeremy Lowe, Chesterfield, Derbys: Con
~ gratulations on WD80. the best effort 
.,., ror over a year! The articles 'Were all 
useful and inlere5ting, and Things Allcient &: 
Modem hltd thaI spark of originality vital for 
the future of the hobby as a whole. The only 
let-down came in lhe comic strips· both 
Thrud & Gobbledigook were almost com
pletely pathetic! 

In response to 'Terry Kench (Leners, 
WD8O) . J would use resurrection and similar 
£Onus of Raise spells very sparingly indeed, 
for ODe good reason. Imagine the scene: a 
powerful character dies, and IUs soul begins 
the journey to the eagerly waiting God of 
Death (or perhaps be is just on bis way to the 
Elysian Fields for an eternity of perfection) 
when suddenly he is dragged unceremonious
ly back and dumped into the body of a 
badger (or, if he's lucky, his own body) by 
some twerp who thinks he's helping QUt, If 
the character is yilal to the campaign aDd did 
not want to die, a Raise Dead spell migbt be 
in order. but If not the risks in angering the 
God of Death would be 100 great. As an 
alternative to this. you could allow other PCs 
to go off 10 the Underworld to rescue the 
charactef! from the clutches of Death before 
he iJ inextricably enmeshed, as hap~ all 
the time In Greek mythology". This, II goes 
withoul saying, should be a Vtry difficult and 
rare occurence. 

And jilUllly, we couldrr't lean! )'Ou 
without a mention 0/ th(l1 di,wessing dam.u/ 
from across the ocean. The following peop/~ 
Of? some 0/ the mony who 'referred' to 
lAun'elle Miller in the.ir letters this month: 
Dave Dickins of Surrey. J Marshall of Gran
tham, Douglas lbomson of Aberdeettllhire, 
Gavin D Coles of Orpingtoll, MC Farrall of 
Scunthorpe, and K Jones of Cheltenham. ~ 
will, o/OOUf'$l!, be wriling 10 olio/their 
parenu, .... no K-;U no doubt be very inurested 
10 hear of M'hnt tlleir ojftpring's lin/e hobby 
rmU)' emmls, Incidentally, if there Of? any 
more wrielle fons oul there, con I suggest 
that instead ofwriting beggil/g Imers for 
photos, amogra.phs and measurem~nts you 
simply send us some money; if we ger enough 
we'll fly tM lady over for Games Day so you. 
con toke as fflOII)' photos and measunmems 
as you wisht 

Lm~" e.dited by Mare Gascoigne 
Mare Gascoigne edited by Paul Cockburn 
LenerhetJJllIy MaTtus L RottoJQ.!Jd 
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JUST GOT EVEN BETTER! 

The MARVEL SUPER 
HEROES-ADVANCED 
SET is not a new game. 

It is not a "second 
edition". 

It doesn't need to be. 

It does have new heroes, 
new powers, a new 
character generation 
system, new combat 
options, a new Universal 
table, new campaign 
rules and ... 

... more of what you 
expect and want from the 
best heroic role-playing 
game available. 

Which means a complete 
expansion of all the great 
ideas that make the 
MARVEL SUPER 
HEROES game so good 
- there's more than 
twice as much in this set 
than in the Basic 
package. 

But then, did you expect 
any less from TSR? 

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

TSR UK Limited 
The Mill 
Rathmore Road 
CAMBRIDGE, CB1 4AD 
United Kingdom 

TSR Inc 
POB 756 
Lake Geneva 
WISCONSIN 
WI 53147, USA 



The Door Deliquesced 
E~-catcb.ing title. eh? For forty years SF 
~nters have been attempting scene-setting 
hnes as cleverly offhand as Heinlein's "The 
door dilated", Dropped casually imo an ear
ly sentence of Beyond 'This Horizon, those 
three words pitchforkcd readers inlO a high
tech future where doors irised open (to 
fl.8?) and this was such an everyday event 
thai DO comment was called for. Now iI's 
1986 and I'm at the sentence (given a 
paragraph of its own so we'll appreciate the 
cleverness) "The door deliquesced". Subse
quent paragraphs explain thai, yes this door 
really does melt dCM'n into a puddle, which 
~u ,must .be careful not to step in, since the 
hquld rapidly foams back up iDle solidity 
and could lend a whole new meaning to get
ling your foot in the door. As Walt Willis 
once put it, ··Cor. chase my Aunt Fanny 
round the psionics laboratory." 

This conversation-stopper is from Samuel R. 
Delany's Stars In My Pocket Like Grains 
Of Sand (Grafton 464pp. £2.95). Delany's 
early ?oaks were full of poetry. brilliance 
a.nd wild lack: of discipline: t\\/COIy years on, 
little has chlUl&ed. There's an admirably in
ventive far-future background: thousands of 
inhabited worlds, the information Web that 
li~ the~, two ~jor politicaUreJigiouS! 
philosophical facuons (the Family and the 
Sygn), humans and aliens in muJti-species 
extended marriages . . . But also there are in
digestible gobs of exposition, with charact
ers lecturing each other because Delany 
wants to lecture the reader. He also mis
places some of IUs heightened poetic I?rose: 
"Tubes drained off the puce ~ fuchSia 
biles that, in a son of antidigestivc process, 
had, by their chemical actions. healed' had 
by their tidal actions, exercised." If this is ' 
how Delany wants to describe intensive 
care, fine, but the sentence is from the ver
~l r;port of a bureau~rat relating the pa
lIent s recovery, and (like many others) in 
that context it's unbelievable. 

The story has a space-operatic background 
(who destroyed !he bumt-out planet?) and, 
at sUige centre, a homosexual love affair 
(ob, !hose sensual descriptions of cabled 
muscles and bitten fingernails!). Neither 
!1lystery not romance is resolved, all that he
Lng kepe for Book Two - fearfully titled The 
Splendour and Misery or Bodies, or 
Cities. Book One is brilliant, uneven, insuf
ferable, an imponam piece of SF. I haven't 
even mentioned the agonizing far-future pro
nouns.. whereby I would have 10 refer to 
your editor (or indeed anyone else) as "she", 
uruess I funcied him ... 

Bob Shaw's The Ragged Astronauts 
(Gollancz 31Opp. £9.95) is much more trad
itiOnal fun, billed as the first of a trilogy -
but you can trust !his author, and Shaw 
enough the book has believable chtlnlcters 
and a satisfying beginning, middle and end. 
It turns on one of those marvellously daft 
notions which only SF can offer: realistic 
interplanetary travel by hot-air balloon. 
Planet Land is sufferin! a deadly ecological 
threat (whose roots wil be guessed ahead of 
time by experienced fans), and escape plans 
call for balloon evacuation to !he binary 
Iwin Overland. The airborne scenes are ex
cellent. stirring my jaded sense of woDder. 
The celestial mechanics .. . well, I was 
spared the effort of putting on my physicist's 
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hat. and doing sums by a grandiose ploy 
whIch must have Newton developing high 
angular momentum in his grave. Pi, in this 
book, equals 3. Therefore me universe isn't 
ours. the gravitational constant is different, 
and. physicists will Jtindly pipe down. Mean
whIle Grafton have reissued an earlier Shaw 
favourite - The PaJace of Eternity (22Ipp, 
£2.50), one of the few SF novels 10 achieve 
a successful blend of physics and meta
physics. Both recommended. 

Once again Arthur C Clarke has switched 
on his v.urd processor and pressed the well
worn keys labelled FlCllON and KEEN
ING ELEGIAC lONE OF 'vOICE, to pro
duce The Songs or Distant Earth (Grafton 
182pp, £9.95) - previously seen as a 1957 
short story and a 1979 film ouliine. In 1957, 
it was Girl Meets Spaceman for a one-nighl 
stand as his ship drops by for water; a tear
ful paning, and he blasts off into the night. 
The liberated 1985 version is much the 
same, with more dialogue, better props 
(quantum space drive, another space eleva
lOr, terrafonning), a fistful of added ele
ments which are barely developed and serve 
only to dilute the story (intelligent lobsters 
incidental tragedies, disruptive effects of ~ 
visit.ing s.hip on the girl's colony world), and 
the Identlcal lack of appropriate emotion. 
Let's face it, Clarke's characters can oruy 
manage three emotions: intellectual hunger, 
SOI'TOW for bygone glories (here a nova
zapped Earth), and awe in the face of the 
infinite. None is appropriate to a bittersweet 
love affair; with this vacuum at the book's 
core, the other bits don't fuse together but 
JUSt lie there. Pil}'. 

Frederik: PohJ's Black Star Rising (Gollancz 
282pp, £9.95) is brisker interstellar sruff 

with a vein of satire. The USA and USSR 
havin8 zapped each other because Reagan's 
'Star Wars' nonsense has precipitated World 
War ill (Pohl, you may gather, doesn't ap
prove), China bas moved in to administer 
the wrec~ed countries, instituting healthy, 
all-AmerIcan praclices like Mississippi 
paddy-fields aDd self-criticism sessions. 
Great embarrassment resuJts when extrater
restrial invaders make the traditional demand 
to be taken to the President of the USA ... 
The alien 'erks', so eager 10 aid justice, take 
sides, and help us annihilate our planet, 
which may be intended as a satire on some 
superpower's foreign policy. Good-natured 
stuff wim a few sharp points. 

I liked Jack Vance's Lyonesse D: The 
Green Pearl (Grafton 36Opp, £3.50) rather 
better than Volume I, perhaps because the 
fantasy action seems more coherent. Further 
quas.i-mediaeval political manoeuvrings, 
magIcal skulduggery, and ornately polished 
dialogue; grimmer than most vance tales, 
but always enjoyahle for its sheer sl}'ie -
Vance probably writes elegantly ironic and 
barbed shopping lists. At least one more 
sequel follows. 

The BlackcoUar by Timothy Zahn (AI'TOW 
Z72pp, £1.95) is the latest 'Venture' novel of 
zap-happy SF. and one of the series' belter 
offerings. Blackcollars are not people who 
don't wash their neck:s, but super-guerrillas 
made redundant by the fall of the Terran 
Empire. But there remains one slim chance! 
A~r a few too many pages of lasers, para
lYSIS dans, nunchaku and shurikm, our 
heroes win fairly excitingly through. The 
conclusion has a touch of political realism 
which almost makes the whole farrago 
credible. Lightweight entenainment. 

Michael Moort:oc:k's peculiar brand of 
sword-and-sorcery is also lightv.teight, but 
wi!h above-nonnal inventiveness, a touch of 
surrea1ism, and a good line in doomed 
Byronic heroes. The S",,'Ords of Corum 
(Grafton 509pp, £9.95) is a hardback om
nibus of the first three Corum books, fondly 
remembered for the fantasy !realpolitik of 
their finale: not merely the Chaos mob but 
all the gods are liquidated, lelrVing the 
world a healthier place. Fundamentalists 
may cancel their subscriptions al this point 
... The Crystal and the Amulet (Savoy 
£4.95 - nice to see you back, Savoy) is part 
two of James Cawthorn's pictorial adaptation 
of the Hawkmoon 'Runestaff tetralogy, a bit 
confusingly synoptic in places but powerful. 
ly drclwn in sombre black-and~white. With 
glints of humour amid the horror, too as 
witness the unfonunate slave suffering the 
consequences of playing Call of Crhulhu in 
the background of one sequence. 

Reprints of books mady reviewed: 
Kitew1lrld by Keith Roberts (Penguin 288pp, 
£2.95. excellent), The Man to the Tree by 
Damon Knight (Penguin 246pp, £2.95, 
good), Gilgamesh tbe King by Robert 
Silverberg (Pan 300pp, £2.95, pretty good) 
and Dragons of Autumn Twilight by a 
committee of hacks (Penguin 448pp, £2.95 -
and I thought this one-time 'quality' 
publisher had hit rock bottom with Jack 
Chalker ... ). 

I realised in terror that the deadline was 
here, and ran for !he erit. The door 
delumesced . 



ARE VOU 
PARANOID? 

!WelL. ARE YOU?) 

Wet..COME, TROUBLESHOOTER I 
YOUR SERVICE TO THE COM
PUTER IS REWARDED I CON
GRATULATIONSI ON THIS 
SPECIAL DAY YOU HAVE BEEN 
GRANTED THE OPPORTUNITY TO 
PURCHASE THE PARANOM 
ROLEGAME. THIS IS EVIDENCE 
OF THE COMPUTER'S LOVE AND 
TRUST IN YOU. 

YOUR FIRST MISSION AS A 
TROUBLESHOOTER IS TO 

.5.E .. ,RC:H OUT THE GAME 
PARANOIA IN ITS FUTURISTIC 
NEW HARDBACK BOOK FORMAT, 
AND TO PURCHASE IT DEAD OR 
ALIVE. BEWAREI TflAITORS ARE 
EVERY~EREIUNSCflUPULOUS 
COMMIE TflAITORS MAY TRY 
AND DIVERT YOU FROM YOUR 
MISSION BY SELLING YOU 
NEEDLESS OBJECTS INSTEAD. 
CO .... ING BACK FROM THE 
STORES WITH A NEW MIR OF 
RED CLEARANCE FATIGUES OR 
THE LATEST TEELA O'MALLEY 
VIO IS TREASONOUS 
BEHAVIOUR. REJOICE IN THE 
ASSURANCE TH,tI(f TREASON 
WILL BE DISCOVERED AND 
PUNISHED. 

GO NOW AND SEEK OUT THE 
GAME PARANOIA. BE PREPAFlED. 
KNOW THE ENEMY. SERVE THE 
COMPUTER. 
THE COMPUTER IS YOUR FRIEND. 
DO YOU DOUBT THE COMPUTER? 

The~~"""ilWIII""y,aUK· 
printed, 180pp twdIaa wrIion - 1ncbIng ..... new 
edventUNI - from ell the bat game stofa tf VOUf _stocklot hoon"", ~ _him ....... Computo< 
b_ond_ ....... k __ lromthoUK ..... 
Gamel Ytbi .... 1OP Meit Order, Cttewtoo It. HIIl'oA 
Eatwood, _ NGle 3HY. 

,. ..... is produced In the UK under ~ front WIll: 
End _ Copyriaht e 19811 WEST ENDGAMES INC. 



e Way Of The Warrior 

ummc[I'stheslowtimeforfilmreleasingin 
Britain, wM,ethecompanies pauseto relax in 
thesun bC6:Irelaunchingthetraditional blitz
kriegofwhiinSyintherun-uptoChristmas. 
Thismakesl~aloteasierforthereviewers 
too; itgives usthcchancetoconsidcrthe fewer 
titlesonofferio thedetail they deserve, instead 
of wrapping lhemup inacoupleofparagraphs 
andhurryingontothenext. 

SomeOfYOumay remeniber I did thai to 
If llqjJdander(15) last time round, and I hada 

-t'.umberof reservations ahoutil. S~ethen 
rvehadachancetoseelheBritishrelease 
print, insteadofthemutilatedAmerican vc[
sion~nat the first preview. and I makeno 
apologiesforcomingbacktoit . 

TheBri~~versjonis soroucb better, ii's 
a1mostadiffurcnt movie. Instead ora rambling 
quest scenario, lurchingarbitraril y fromone 
action setpieceto lhe next, thefull versionof 
flighlanderisasubtleand tightly-plotted ill"" 
lerpJay ofsituatioo andcharacter. 

\ 
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A Bi.monthly column covering 
fantasyand science liction movies, 

by Alex Stewart 

Asyou probably knOYI by now, Chriswpher 
L..amben plays Connor Mcleod, an immortal 
16th Century warrior, inconflictwith othersof 
hisltind incontemporary New York. Thisis 
morethan justa run-of-the--mill Swordand 
Sorcery quesl in modern dress, though; the 
coreofthefilmishowimmortalityaffectspeo
ple,andwhatitmeansspecificallytoConnor 
Mcleod. 

Thisputsanextraordinaryburdenon 
Lamben, since, ineffect. the fllmonJy holds 
togetherforaslongaswebelieveinMcLeod. 
That hesucceeds so well isaneloquenttesta
mentto his skill asanactor. Hisperformance 
carries conviction throughout, whetherradi
ating eagerenthusiasmas hispowers unfold 
underthetutelageofhismentorRamirez.,or, 
latef, theweary detatchment ofa man nearly 
fivecenturiesold . 

Sean Connery is perfectJy cast astheflam
boyantand raffish Ramirez. as is Roxanne 
HanasiheROiicescieotistMcLeodbegins, 
reluctantly, tolove. Theotherplacein thelime 
light, though, unquestionably belongs 10 
Clancy Browrf astheKurgan, an immortal 
beserkerintenton killing McLeod. The t'NO 
arepresented asabsoJuteopposites; Mcleod 
ciingingdesperalely Ipthethingsthalstili 
mafehimhuman, whiletheKurgan,iong 
since resigned IOthefact thathe iSO'l, hasaban
doned themenlirely. Radiating barely
~ntrolled menace, hetakesan almost ntis
cbieveousgleeintheuseofhispowers. 

I[hefilmgamsagreatdealfromitscomplex 
narntiv~structure, in which eventsin the past 
parallelor directly affect.thoseoflhepresent. 
Thetransitionsfiomonetotheotherarebold 
and imaginatiye, acharacleristicofRussell 
Mulcahy 'sdirection. Highlanderisviswilly 
stunning, from thetimeless grandeurofthe 
Scottish landscape 10 the surrealisl urban 
junglesofNewYork. Andtheswordfightsare 
terrific. 

Thistime rvenodoubtsatall. See this film. 

Anolhermoviewdeal with lhewayofthe 
warrior, though thistirnerathermorereal
istically, is TheKarateKldIf(PG). I eJ(

pectedtohatethis; sequelsareusualJy nothing 
morethana limpandcynical attempttocash in 
on ihesuccessoftheoriginal. Butl was wrong. 
lnsteadoftakingtheeasywayout ,a:ndwheel· 
ingthesameold villainson for a second round, 
the script builds firmly and inventivelyon Ihe 
Ihemesofthefirst. 

Tbistimeit'sthe.!"~ns~jMiyagi(PatMorita) 
whoisfacedwithanimplaccableenemydur-

ioga visit tohis family vil"inOkinawa . 
But J onceagain, theconflict ~onmorethan a 
simple physical level. Thefum i&aboutac1ash 
of<)ppOSing philosophies: du~").Onour, and 
personal.feeling, and aceoturiel[-oldcullurein 
conflict withamodem, westemisedone. Cen
tral to itallislhe most basic pnnciplcofall the 
manialarts;physicalviolenceisalousy~of 
settlingdifferences,andaimost~othCr 
solution is preferable. In theend, of cou1"ll7. 
this is the philOsophy that'striumphantly .... iJ:J.. 
dicated. 

In themeantimeMiyagi and his student 
Oanny(RaJphMacchio)fuceanumberofsk:ir
misheswiththevillains. Thefightscenesare 
briskly andexcitingly choreographed, but the 
emphasis isalwaysfinnlyontheinterplayof 
thecharacters, andthe film is mtstronger as 
result. 

Thoughitlacksthebaroquebm;uraof 
Highlander, TheKaroteKidllishighlyen
joyable. Posiliveandupheat. withou(descen
dingtomawkishness, thislooisonelO,i 



ANCIENT J~ODERN 

A Scenario for Schizophrenic RDleplayers 
by Graham Staplehurs11 

TlW i5 the iOCOOO part of. two put scenario, based on the \WIrb of !he British 
fantasyfborror writer, Brian Lumley. In il. pJayeB can take on a dual pcrwna: 
Il!i advenluren flum the IImd of Theem'hdra. a mysticallaoo from a time before 
IIlelTl()ry, and as Investigatonl in 19205 Earth. As 5uch. !be game can be played 
aJi an Advanced Dl4l1geOl13 & Drugons adventure or as a Call ojOIwIJu. adven
ture. without any problem. The text that follows assumes that both ,;ystelllS will 
be run in parallel. wilh AD&D lOr the chaniclen from !he ancient IWlfld. and 
Cae lOr the 'lOs advenrurers. 

The: scenario cal\OOl be played wi!hool Pan Doc, which appeared last issue. 

AI the cooclu!OOn of the last insullmcnt, the adveMutrs from w '2Qs had IfBVelled 
10 the Chateau ('a<;son. on an islam Deal' the 00IISl d France, 10 iMemlpt a ceremony 
which \\OII!d have spell diJaSter for !he \\QI'Jd. As they did so, they fell a strange 
PUllini scmalion. and then passed into unoonsci<:usness as they wen: swept across 
lIOIlle cosmic di5t:arlce 10 arrive in the 1bwer ofthesom:ror. 'Jeb Alht. ~licably. 
they have traded places with thtir ancienl courur-pans, the adventuren from 
Theem'hdra. For both groups. their story is only just beginning .. .. 

M3 : TIME-TRAVEL-SICKNESS 
Although the modem characters disappear from the summooing chamber 
10 the Chateau Casson, they ara soon replaced - within a few seconds 
- by the encient characters, who axperlence the same tugging al their 
chests as the llvomb recoils through Time and drags their strands with it. 

The characters halle been swapped in Timel Playars running bOlh an
ciant and modern charactars will have no problem in understanding what 
has happenad, though thay should not act as if their characters hava 
a cleal understanding of all that ha. occured, Thalr anciant characters 
will have been snatched from the Tower of Teh Atht, and brought to tha 
'stranga' lands of 20th Century Earth, though none of them can possibly 
understand this at first. 

Whera the players have bilen running only anclant characters, tha GM 
should have Teh Athl dascrlbe the plens of the NPCsln the modem era, 
up until the time when they interrupt the ceramony. Suddanly, the 
charactars feel thllt same unbearable pulling sensation as described 
above; they are SWEtpt along, as if borne by a river, and are then deposited 
in a strange chaml'er, with no Idea of where - or when - they are. 

The first problem facing the ancient characters Is Mme Chelben's enraged 
covan, The witch herself has collapsed end is slumped against the wall, 
unconscious or dead. All members of the coven are insane through daallng 
with evil and Iniquitous things so frequently, and rush the newly arrived 
charecters, trying to overpowar them Ithey hava no weaponsl, If mora 
than three of the coven are Slein, tha rest will try and flea, thus warning 
the guards lif thare are any still around). The first fOUr to get to the 
boathouse will usa the motorboat to escape, the omell may simply fling 
themselvas into tha sea In a lunatic attempt to escapa the Characters. 

Nothing useful carl biI gained from any member of the coven, even if 
captured and somel,ow persuaded to talk - other than the fact 1ha1 none 
of the ancient charlleters can spelk an Intalligibla language tuniasl they 
hltVe magical help). If the characters remain where they are after clean
ing the Island up, t.hey will be temporarily safe, and if anyone goes 10 
sleep, they can be contacted by Teh Atht sanding dreams through thl 
modern characters now In Thaom'hdra, Tsh Atht can axplaln what ha 
thinks has happeneid, but knows ttlat he cannot hope to revarse the pro
cess as the forces involved were inconceivably graat. However, he hopes 
ttlat Ihe sorcery of Mylekhrion might help switch the characters back 
and return Time to its original state. 

Tt1era is a problem however. Mylakhrion Is deld, and has been for 
thousands of years. All his magical knowledge. the greatest &Ver assembl· 
ed in Theem'hdl'8, wssleft in his impregnable tower-Calltle far 10 the north, 
on Tharamoon, tha Mountain Island. Only ttlosa powerful enougt1 to get 
through the many fTtagical wards and guards that Mylakhrion placed about 
tha towar cen gain the information concealed inside. Tt1is is where Teh 
Atht and the modern charactars are off to. The anclant characters are 
instructed to undSlrtake e journay as well, if posslbla. If Teh Atht suc· 
ceeds In finding a f;pell to ",-transpose the characters, he thinks that it 
will ba much more likely to work if the two parties concerned were at 
the same point in Space. thlJS easing Iheir transletion through TIme. 

Since the mill10ns O'f years that sepsrale the two eras have also sepafated 
the continents of ttla world Just as dramatically, neithar the snclent nor 
the modern charac'ters will have any Ides where the modern-day slle of 
Mylakhrion's towel' might be found. However, Teh Atht thinks there Is 
Just one possibility - the man who discovered his time capsule. Theldred 
Gustau. He knowil from prltVious dream-contact with thl modern 
characters that thuy discovered his name appended to an article on 
Ti'1eem'hdra, and thinka that witt1 tha information in the capsule. Thelred 
should be able to locate the co-ordlnetas of tha tower. 

However, at this stage the anciant characters' problems are mslnly Ii! 
to get off the isle and !iit lo survive in this startlingly different environ
ment. If the coven members have not taken the boat in the boathouse, 
tha characters could use it - if they can figure OUI how to operata the 
engine. There is also the question of costume end equipment, since the 
ancient characters will be wearing the same clothing as they were in 
Theem'hdrs, which may not be entirely appropriate to France in tha pre
sent day. Similarly Iheir equipment will be antiquated. Other factors to 
remember ate thair 'complete unfemillsrity with any technology, language 
and currency In Europe. Thera Is plenty of eQuipment In and around the 
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house, and allo money (both English and French - though whether the 
PCs will recognise the paper currency is up to the GM). Any treasure 
the char&eters have with them will De much Inflated in value. 

Within 3 days (faster if the characters are coping well and you want to 
speed up the eetion), the servants will return. With them will come 8 
local policeman to check that everything is alright - strange lights were 
seen 8t the Chateau on the night of the ritual by the fisherman that pilots 
the boet. 

If the modern characters had no boe! 01 their own end the Chatsau's 
boat Is takao, the charscters will hows to wait until thh~ party arriVBS and 
then tTy and steal the boat or force the fisherman to take them. Remember 
thaI challlctel1:l hav8 to eat and sleep during this adventurel 

Working Magic 
Because of this time's distance from their own era, characters will find 
spells heve a chance of failing to work. This rule applies to all casters 
of magic spells orher 'han Dmids. For!! spell to work, II caster must roll 
d% and get al least; 

U1Sltievei of spelU - level 01 caster) % 

GMs may also wish to apply additional penalties to clerics whose daities 
hallO few or no worShippers In this time, such as disallowing the recupafil
tion of any spells over 3rd leval. 

However, ellOryday inhabitants of Europe will all S/We 8S O-level hum!!ns, 
which may well meen that spells end up working more oftenll! is unlikely 
that maglc-users end illusionists will have been holding their spall books 
when transtemporat8d. but any other eQulpmant normally carried with 
characters will have coma with them. You may wish to let characters 
find e limited supply of spells in MfTle Chalbert'a spall books 

A4 : THE WHIPLASH OF TIME 
'The modern characterS arrive at 1Ch Albt's 'RrM:r and are immediately raUn 
by his IIetVlUIts to rooms to rest whilst be casts spells for their immediate pm
tectioll from furtherTame disruptions. Each will waJc.e up after 15-CON bours; 
if you are playing the Modern scenario only, this is a good time to send all 
the playe .... OUt of the room and call them in one by one. Eumining the fmt 
person to waU, if1eb Atht detects IUU' ligns of inlWlity or great loss of sanity, 
be will be able 10 cure, through magical and medical means, up to )DIO SAN 
points immediaIcly. He ~ abo re/llOYC' the effects of any '\l:mporuy' insanity. 

Wben aU the char3cte .... have awoken, be will atleJllpt IJJ explain their predica
ment. This may. of course, cause a loss of SAN, particularly combined with 
their somewhat exotic surroundings - each character must make I SAN IOU 
or 10K 106 points. This will be: regained when (if) the charac!CI1 return to 
their OWQ time. Howeve~ 1eb Albt funhef expla.ins they will Deed to make 
a perilous journey to the tower of a 101lJ-dead JOl'Ceror in the hope that be 
Idl ISpeU which ",ill belp to mum them and bring their ancestors back. The 
bole which ~ have torn through Tune (b~r inadvenently) will he llow
ly beailDg up, and if it clOllell before the clww;tcrs lave 5WIlpped back, they 
will surely die - their ancesmrl, DOW in the Future, Clnnot have descendants 
81 the ri&ht time! 

Fortunately, 'Ith Albt has been able to discover that Gorges bas been SC'YC:rely 
damaged by the bacldiring of aU the energy he put into the Ritual. This meanl 
that Teh Athl is free to go off to Mylakhrion's 1b>.ver and sec to the re-orderina 
ofTUIl£ without fear for the safety of KlUhn or Theem'bdn, who he and he 
alone protects from the menace of the Thmmb. 

Before they CIIllC't out, Teb Albt will get the chanctC'fS to mmsmit lIS much 
infunnation!I'J possible 10 their helpless anceston stranded in the strange 20th 
Oentuty. The Latteruc unable 10 speak the language (although Teh Albt Il8tura1 -

Iy bas spells which enable him to speak with the modem cbaracters) and will 
bave great difficulties using complicated deo.icC"& and machinery. 

The modern chanlcten may alliO WIUlt U1leam more about 1becm'bdn, the 
world, and iu pcrila (sec the Theem'hdra section, 1151 issue, p28). They will 
discover for t1Jamelves that, in the SIUDc: """Y that m.agk may not function 
in the 20th Century, so compLicakd pieces of equipment may not a1Wl1Ys work 
in Thecm'hdra. Anything abolJt the geocral levd of technology prevalent OD 
the contineDt (pulleys, levers, wbeels, simple steels) will only work if the 
cbal1lCtU makcI a Luck RoU. This mUSt be made well lime a uSC' ill attemp
ted. For~ple, a gun might go off, then fail to fue, then work again. Apply 
penalties for very complicated things. such as watches. AdditionalJy, equip
ment which is ~ (eg, an eltctric lamp) may start drawing Magic Points 
from characters! Teh Albt will find suitable clothing for them. 

M4 : THELDRED GUSTAU 
The ancient characters will have learnt of the whereabouts of the man 
who found Teh Atht'a time capsule from the modern characters. Gustau's 

address meens little to the ancient characters, but there shOUld be a map 
in the Chateau somt)where, which will help tham visualise where Nonh 
Yorkshire Is, at the very lea91. 

How the characters decide to reach It Is another matter. There Is suffi 
cient fuel In the mo'torboet's tanks to cross the Channel and get as far 
as Dover, There are ;,Iso elttra supplies In the boathouse if anyone looks, 
certainly enough to get them to Scarborough or Whitby undar normel 
circumstances. Th8'y will also need fooO for the journey; though there 
Is plenty in the kitchen, they will need to figure out how 10 use a tin 
opener l 

If the characters are, encountered by Europeans at any point. it Is likely 
that they w1ll be taken for foreigners, perhaps from the Far East, if they 
speak In thair nativo Theam'hdran tongue. It would probably be useful 
to ellow a magic-user in tha party to find a spell equivalent to comp~ 
Itmgutlgll6 or tongues amongst Mme Chalbert's books of spells. 

Should the charectE!fS kill anyone oH the Island, or be saen leaving the 
Island where there me bodies to be discoverad later by the police. the'l' 
will be pursued by the polica However, wi thout definite proof of t heif 
guilt, it is unlikely thet detectives from one country leg, Frencel would 
be able to continue thefr investigations in another. Giw the characters 
the benefit of tha d01Jbt if they l1ave been bel'laving sensibly and not wan
tonlv slaughtering peasants. 

Dne other important factor in the characters' vavels will be the weether, 
so make SUte that you have some way of generating t hiS realistically and 
judge Its affects on their speed and any problams it might caUlle them. 
Also, you must determina beforehand whether any of the ancient 
Characters hallO any useful rolevant skills, such as boat-handling. 

By far the safest wev 01 getting to Gustau will be by going as tar as poss
ible by boat and then completing the Journey on foot across the wind
swept Yorkshire M()ors. out 01 sight 01 human habitation. Rosedale 
Abbey is a tiny villr~ge in a valley south of Rosedale Moor, between 
Wheedale Moor ancl Spaunton Moor. The closest town Is Pickering, 8 
milee to the south. If you like, you could have the characters encounter 
a lone farmer out stlooting, or a werewolf - perhaps there is truth in 
the old legends .... 



c! ==========~==========~a 
Fa rmer· Human; Fl; hp 9; AT 1; 0 fist 1-3 or shotgun; AI N; AC 

9; Mova 12: THACO 20; 515, no, we, 015, Co15 (+1\, Ctl12; Si~e M: 
SA shotgun + 20 shells. 

The fermer, Mr Hinchliffe. will.hoOI anyone acting in a 'shady' mannsr 
8S he will assume that they Bre poaching. His shotgun is good at ranges 
up to 30' and fires as 8 magic wand for en automatic 2-16 points of 
damage. or half if a save vs wands Is made. 

W erewolf (MM p63) . HD 4+3; hp 23; AT 1: 0 2-8; AI CE; AC 
5; Move 15; THACO 15; Int Aile; Size M; SA lycanthropy; SO shape 
change; silver or magic weapons to hit. 

The werewolf will shadow the chareeters for an hOUf or so in human 
shape before deciding to lIt1ack one of the rear party members It sur
prises on a 1-3 (dS) and if il manages to kill a petson, it will change back 
to human klrm to carry them away as fast as It can. It will flee if 18 or 
mora points of damaga are done to It. 

Once the anclent characters get to Theldred Gustau, they will need to 
convince him of both their origin end their plight. If they have thought 
to bring along anyttling magical with thef)'l. or can perform an act of magic. 
ha will believe them. Also. showing an undarstanding of the wIlhen 
language used by Teh Amt should persuade him. as he has never shared 
Its secrets wtth anyone. Naturally, talking to Gustau will be e mejor pro' 
blem. but since he knows the wrinen language and Is a linguist anyway. 
he wl1l pick up the speech fairly rapidly. Initillily. the party could com
municate with him on scraps of paper. 

Once they have got over to Gustau that they' need to discover the 
whereabouts of the site of Mylakhrion', tower, he will feverishly beetle 
away with his stack of Tah Atht's miniature tomes and a huge modern 
atlas. After a day and night of almost continuous study, including three 
hours at night outside studying the stars. he will be able to calculate the 
required position. It turns out to be in Norway, about 50 miles south of 
the Arctic Circle and close to the border with Sweden. outside a linle 
town callad Sidtavden. Theldred Gustau '0'11111 have to go Into Scarborough 
to see If there Is eny easy wey of making the trip. Characters may Cl C' 

company him, but will have to think 01 an excuse for their presence. 

A steamship leaves from Newcastle·upon:ryne for Trondheim twice week· 
lV, the 750-mile passage costing (18110s eech WIN, From thete. they could 
hire e motor coach or sleigh (depending on the time of vear) , or catch 
the train to Snasa and merely have to make the last 45 miles of the 170 
mile trip 011 meir own. Slbvden lies on e hillside overlooking the Fu· 
evanen, a lake which separates Norway and Swedan , Guatau estlmetes 
that total expenses for the trip, Including getting the ancient characters 
back, accomodation etc. will be around (100 per person. However, he 
only has (350 in savings (and can't mortgage the Hall as It Is rented). 

Advent urers. beIng what they are. will eitner have sufficient extra 
boodle on them, Ot the equivelent in saleable items, or will be quite hap· 
py to arrange to relieve someone of their burdensome riches. Exactly how 
they go about It is up to the players - onSy note that Theldred Gustau 
will not help In the ellecution of anv criminal act. although he will help 
plen. Possibilities are raiding a bank, holding up a train or rich person's 
car and so on. Let the players do exectly what they want at thia stage 
and simpiv provide suitable opposition. 

Once finanCing for the operation is errenged, Theldred Gusteu will hit 
upon the neKt problem - getting into NorwaV. Naturally, none of the an
cient cheracters have passports. Possibilities include the use of megic 
leg, Invisibility or cherm). bribes to the ship's crew to smuggle th6m. 
or to port officials to let them in. Obtaining a passport might also be possi
ble if birth certificates can be forgad, or a cleric: bribed . 

Meenwhile, the charact6rs must avoid being ceught. HopefullV, they will 
avoid all contact wIth 10Cills, so that no suspicions are aroused. Nosev 
parkers In the village will notice the large increase in food consumption 
at the Hall. A policeman might make en innocent courtesy call on Gustall 
and panic the characters, A cover story will have to be made up for thai, 
trip to Norwev, since people are bound to be curious aooula large party 
of foreigners. Anallv. you might want 10 hassl8 the players even more 
by heving mishep, occur. such 88 an accident which needs medical at 
tention. 

AU through this time 01 preparatlon. the Mcient characters will be in 
dream-contect with their mod6rn counterparts with Tell Atilt' s assistance 

AS : A FLIGHT 1"0 THE ICE 
1Cb Atht will arrange lOr himself and the modern chancten III fly to 
Mylakhrioo's tower as S()OD as the aociem charliCtcn blIyt CIIlablisbed iU !iu: 
WI W 20th Century canh. 1be sor:;cror hSIlll flyiq carpet capable of carry
ing 4 penons. If ~ are man: than three investigaton, other arrangements 
must be made rot the othen. He might haVt: to risk tnlVt:Uing ~rliind or by 

&ea, or uiing a number of fiyiq: ste-ed.s, such as hippogriffs. He might blIVt: 
some other ~ca1 items capable of transporting people dltougb the air. 
"Tbe flight or journey j, not without the occasHma1 diversion, natunlJ.y, lOr 
1htem'hdrs is a world of fimtaStic creatum 811 the ancient characttn would 
havt been able to ~Il them. Tbtir YO)'2g't Iako the modem dW"lcU:n lUVUod 
the frin,ge of the great Inoer Sea, IICrost the rontioe:nt tuwsrdl the FRlldands, 
and then s10ng the edge of the gl.llCien thaI creep from the Nonb PtJle, OYer 

Khrissa, to flu- llanmoon. site of Mylakbrlon'. IOWtr of old, Over tbecourse 
of the iowncy, the modern chanlcten may ICC things - or meet things - toWty 
beyond their comprehension. You must run as many enanmten u you see 
fit , including some that &ce the modem characters with NPCe in northern 
Theem'bdra (Kelbe '11Iurrt'lldru scctioo t.st issue ilr IOI:Ot bIIckgrouDd in which 
to base your ideas), Below ~ some limple eDtOllIlU:n, each fought with ia 
own d.lnit,... Uit as many n you feel i5 appropriatE. 

Wyvero 
A W}'Vt:TII swoops om of the 5ky I t the pany and willittempt to grab one 
member in its jaWi (roll ~domly to sec who it attacks, acluding 1Ch Albl). 
This creature ilclumsy in the air and can therdore be llvoidtd by careful fiy
ing sfter its initial atlltC:k, or driven off by hit6 caWlini more than hilli its hit 
poinu (ie, more than 15). If it tnJLIl8gCS to arch !IOmtOoc. by kilq them with 
a singk biu: or rolling 90%+ to hit, it will diVt: strajgbt to the ground and 
fiy krw to its CIIVt:. 

Wyve"" 
SfR 39 CON 20 SIZ 40 INT S POW 15 
DEX 7 Hit Pta 30 .Mo\-e 7 SAN Loss ID6/ni1 

Attacks - Bilt 60% JOlO+2D6; Tail 60% 106+poison 
Armour - IOpt skiD 

An impaling hit with the bite attllCk me"lll! tb.at the chat"lcter has been aught 
by lhe Wyvem'8 ilWi and rufftrs the dllJllll8t' booWl (2D6) each round 
Mutomatically. The Wyvem will fly off with them to itt cave, fiying low O'o'tt 

the countryside to ewde pursuit. An impaling hit wilh the tall injcctJ poison 
(level 18) whicb will caust death if the CbMrac1tT rails. RR, The poison takes 
I D6 +" rounds to take effect; s successful 1IMt Poilmr skill use allows an I!:I:

In save at the lower level.. 

Stonn 
The weatber !It'ts very dark and winds and clouds gather flO'Cely. A strof\j 
tltorm is blowina and the chanN:U:1l! mun either lIInd and get under CO'Vef Of" 

sttempt to ride it oul. The stonn will bring gale rora: winds and lots of rain. 
0lamcu:I1I who let themselves F1 soaked Itand a good cbance of catching cold 
or I worse infection. One way of aVQiding the stonn if flying will be to get 
MOOvt the cloud ~r. 

Ow-acter5 not Stripped down whilil flying on somelhing in the storm must 
roll under STR 00 3d6 to avoid being blown off by , gult of wind. ThiJ roll 
should be made every half-hour, and there .i5 'CUlDuJaUYC + I pena1ty fur each 
half-bour flying in heavy weather. Visibility will be- stYtttly Iimlu:d as wdJ. 
so it may not be noticed that someone has falIeo off until 100 latel Finally, 
each hour there is s1so M S% chaoce that une character" will be struc:k by I 
liShtniDg bolt lOr IdlOzld6 poinu of dsmag£. halved iftht cluiracter mIIkcI 
a save. If this would be enouah to kill them, I roll under CON on 3d6 mt1Il\8 

thAt they survive the blast witb I hil point. 

Freezing Cold 
Unless protected by special clothing, • rI8ios fire or tnagkal meaD.I, the 
characU:tt each tAb: Id6 points of m::..tbilr damage per bour they spend in 
this pocket uf sub-zero air blown dawn from the aretic glacien. Damage taken 
if! doubled ifthechaot1tB are sk.impily cllld OI"~. 'IH1 Atht ill already magicaI
I}' prott:eted agalmt the cold 1UId. will not notice it: it is up the clw"lcttn- to 
15k him for Wnilar protectioo. This will mean that they have to stop, as Teh 
Atht cannot cast spells wbilst flyins . You may wish to have tOme permanent 
effi:ct:~ of froritbiu: if II characte:r takes more than half tbeir IOta! hits in cold 
damage, such as loss of toc:S, flngen, nose etC. 

Giant Eagles 
iWo giant eagles are IJjXltted drdio, averbead and 5CfCeCh. lit the party. If the 
trIIvtllel1l carry Of! in the same directioo, they will pass into the eag!CII' nesting 
ami and W eagles will amck until the pmy le:l~ it. If the. ad~tuJU1 devUlu: 
to ODt side or the other, the ca&Ies will merely scnltt.h B bit IIlOn. mel see them 
off without attaCking. The eagiCil are large and rould knock a person off • 
Dying carpet or even a steed. Note. thaI the eagles are ioU:lligent mel may be 
friendly towards those that .how concern fur tI:Iem. They can talk, but only 
lheir own language. 

2 Giant Eagles: 
STR 30 CON 18 SfZ 24 INT 12 POW 15 
DEX 20 Hit Pts 21 Mme slll 

AtUlCks· Bilt 4S% 108 + 106; Oows 45% 106 +106 
Armour - 2 pt (cathell! 
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Messenger-bat 
A messenger-bat bearing good tidinp arrives for ~b Ath1.. It h.as been sent 
by Ikrish Sam <1llIS1IIDinJ he iutili ali~, if not then by Onl! of 1MI Ami" ap
prentices N:cpinif the Thwcr fur him) to inbm the While Sorooor thaI GorJos' 
n.t.iD Ippcan to be complc~ 1"be backlasb ottbe Beast Outside Tune's depar
run: nearly ,lew the Thtomb and the vast majarity of Gorgos' filIse priests left 
the ll:mplc DC the Secret Gods_ The: Temple was then ~ by a mob 
of inI~ K1Uhnish cidzl:m and bUOIt cto.vD. Gorp is reported to hayt fled 
by SIlIIIe magical device. 

A6 : BLEAK HOUSE 
Mylakhrion'l 1bwu is. bkak pinnacle of gremish-black SIDIIIe, thruning up 
out of the e~ cold IIKJW$ and ice of the regioo. Tcmpemures hen:. vary 
bttwem O"C U)··IOClC during: the day lJlo&8ibly 5° higher in the S~) and 
drop by aroWld 20" II night. Thc~ if an lidded wind c::hilI &ctor of up to 30" 
depeDdanl (III the.trength ofr,he wind and iu direction (nrong and northerly 
winds being the worst). 

The Tower proper is only .bout 25' wide, but rises from _large rectangular 
baK some 180' deep lUld 120' wide, around 30' or 40' high . Then:. are DO 
visible windows in the.tl:'UCtUl'e at all. The expansive building at the loot of 
the 1bwer is bu.ill of the same son of rock, 1mpcrv1OUS ID alIl1l1l\ln1 and most 
magicallttacks. Then: is. pair ofbugt" bmn21: doors, uncorroded and engra~ 
"ith the Elder Sip. Other sjgm and sigils are engrv.V'Cd aU around the lower 
building. The 1Dwer stands. lDIISSive 300' nail , loorninB ~r I:VeO the buge 
glacier that !O'I¥I:nI in the ~ey behind. 

1eb Athl must underuke • oomp!u. ritual to properly open the doors and cleaT 
many of the I1lIl8icaI traps laid by Mylakhrioneieven bundmi )at!l1l8O. This 
takes about three hours during which time 'feb Atht must DOl. be disturbed. 
You may wish to Iu~ the pany kept IXCUpied by • sroaU pack or wolves: 

Wolves 
STR 13 CON II SlZ II INT- POW 12 
DEX 13 Hit PIs 13 Move 12 SAN l...oas nil 

An»eQ: Bite 30% % 1D8 
Armour: Ipt fur 
Skilll: 1iacking (smeU) 80%, Spot Hidden 60% 

Adjust the Dumber of wolves attaCking 10 1M numbers and stmJ&th of the 
pany, The wolves w{11 be frightened by gunfue or beld at bay by fire. If Ih~ 
have heeD UIlSIJCCC5Sful in attacking atIyOne llfu::r about 20 mmute6, they will 
slink ofT. If any wolf ill killed. the mil flee, howling loudly. 

When Teh Albthas eventually got the doora opttI, the party willite a most 
impolina mlraDCe hall, blll..li..oi with white walls, a golden yellow ceiling and 
a greeD flCXlr that feeb like freshly cut &raU. Magic lighu throng the air and 
the wbole place feell like iOlD!: primua'll heKvcD, a Parsdise on Earth. The 
aura or the place is !ucb that a.nyoDe wbo bas Ion SAN on this ad~~ will 
immediatc.ly regain 10% of the pointliosl (round &acnons below V:t d(1Wn). 
However. the Jure of the room will also seduce. ~y cluracter foiling a Luck 
Rot! inlO wantinj: bJ remain there forcve:r and ever. Sud! characters will angri· 
1y reWl any luempt 10 lead them .WIIY, but will not reson to violeoce .. 1bey 
will also be immune 10 threats of violence against their penonj h~r if such 
acts are carried out, they gain III crtn Luck Ron 10 raist for eath point of 
....... inIli=l. 

Once oYer this initial trap, 1th Atht will cardUJ..ly lead the party' through I 
mau-Iike series of conidon and rooms towlI.I·th the centre of the building. 
Then: iJ 110 DUlp fur this lR'a. Teh Alht will make Sim he has tight tonU'OI 
(I\IU tbc parry aDd if any disoIxy bis orders, you s.houkl im=t $IOIIIE mrchaOlcal 
O!' magica1 trap to leaCh them, lesson: an illU90ty beast which charges them 
down; III applll:ition callins for I SAN rollllgllinsl a I D I 0 Iossj I drugga:l. dan 
10 slow the cban.cter dawn Of PUt them uoconsciousj and 50 00. 

All the corridors and IOOlllIi Iuve a form ofmsgicaJ conjusilm over them which 
must be coun~ by ~ Rol1s apirut tNT fJndPOW wJ:i.enevu 
there is a choke of directions to proceed. The magic has a POW of2S. U one 
of the roll$ tiIili. the chanlCter will oot be able to remember which passage 
wu cbosen later; if both fail, the c~r will be sure a di/fnenl route WIlli 

!akt:n. Make up yuur own idea!! for em areas PII~ through. Here are some 
e:u.mples; 

a corrid(ll" Ilf chequerboard tiles lined with alcoves containing metal 
replicas ofbotanktl specimens (fIom:;rs. plants, branches) ,1OOd in ca.rv. 
ed jade urns. 
a room built like the imide of a beehive and smelling strongly of hone)'. 
a baJlway with walls of beaten copper mlrrors and d~1ing IImber.iohly 
on a Ink parquet floor, lined with ebony heucbes. 
a chamber with a mosak: in blue and green glass which at first sight looks 
like a pool of coo! waters,.panned by a bridge of fme-Jpun yellow glass 
which ill tnlpped to panlyse anyone Itqlpins on it. 
I room with II bu~ circular table in it made of I greenish wood and set 
with all manner of unUlual impleme:fns inJtead of knives IIlld forks , 
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All the inlErior is lit and warmed by magic, fTlIkin8 it YaY pJeaJIIIlr. No amount 
of IIIlIIPcaI Wrection fiDdina or devices used by the characten will help them 
find tbeir~y iftbey succumb to the 'OfIfiuion. You may wish 10 have a party 
who persist in getting sidetntRd split off from Tc:h Atht for a shon while. 
If they remain where they are, be will be able 10 find them quite q~y; but 
if they wander off it qbt not be untillOmething nasty bas found them Jim! 

II mkes Teb Albl I II, hO\1nl (ar lean) to fmd whllt be is lookin8 fur: the con· 
cealed uairCiLW. up w the: iotenstiog pan oftbc buildiog - the ~ proper, 
containing Mylakhrion', study and Iibrvy. There are over 500 ltepil up the 
Thwer 10 the flllt chamber. Thil is the flnt part of the library whith occupies 
3 flOOfli, each a single room crammed ... -ith all mannc:roftllll8iad and u,gaciouII 
IOmes. "IDI Atbt willlOOl!leDllrily go in\!;) cIelirioua rapturel until be remembenl 
why they are here, whc:mlpon he will Stan tbc tearCh for I:hr spell they seek. 

At this point, sensitive cbanctl:r1i (POW 14+) DUly get a $lUvcr down their 
spine. II it Nudclenly colder in here? they uk themselvcs; Iud Why do I tl:el 
all gocase-pimpb', like something narneleso;ly horrihle it ~ing up on us? 1eh 
Albt will be 100 inyol~ in bil; ~ to pay any IIttmUon 10 ruth IIOD5CIl5e; 

of c:ourse, lIS hE has had bJ pul up with!D much from the wimpy characters. 
He!;IIriQ on riflin,: lhrough shelves and making piles of boola on the floor. 

ronunatc.ly Mylakhrion was an organised chap for a wi?Md. and it doe.lIOt 
take"IDI AthtlDO long to find iIm what be is looking fOr; or at least it WIJUidn'l 
uhe could conceruralE on the mIlter in hand and not get sideuacUd by in
teresting spells for making perfect soufflels or turning gllS5 inlO diamondl. 
If characten: assist and ~lCh him, be .... ill acrually get on, bit quicker. With 
I cry o[ delight, 1eh Amt lifts aloft a wmt: of eo11ectcd writings on aooma1ics 
in Tune, put oogetberwitb annotlIUon by the old wi:wd. In it there is a rei:rence 
10 a KCOnd book. in which Mylakhricln wrote down a ,pell bJ put right just 
sucb I Tune anomaly whith an enemy of lUi had devised 10 mrp him. In a 
c:oupleof seconds. his keen cyesalighl 00. the lLbl"'lm .• __ but then he goe. pale 
as death .... 

In the doorway appears a biollred, misshaped flglm with wrinkled black skin. 
Only in the vaguest sense could in be called humanoid. It, eyeII are deepest 
black I!ld iu fmgernaib are long and curved. Yep. tbi5 i$ (iQqpI, COlD!: 10 take 
bQ =ge on Teh Athl, a revenge as hideous as the cml.ture that brings it, 
A twisted abomination of l grin appean: o.n its lips as the talU:red robes of 
black and yellow it wean are n:n.1 asunder w reveal a writhillg UlIISS of pincered 
tentacles which shoot and dither \IJWII.I'ds t:YCf)'OIlIC prc:sc:nt, snappillg moostn;oUS

Iy. Goqas ' attack is described in full in the <llarme:n section. 

AU pJtSent will suffer an attack from one Umb until1eh Athl ba! avoided be-
iog hit fur one round. A clara= can vo.iunteer to try and protect Teb Atht, 
receiving twO attacks. In his ~ round, Tc:h Albt casu I spell of protection 
over the wbole part)' whicb GorBos' 'ttatks cannot peoetnte. Teh Atht will 
then have to leave the circle of protection to do bank with Gorgos, and as 
be doe. so. be gives the libf8lll to the IDOSI magically-expc:rienced character 
and teU, them 1D get on with it while he: diruac:u the moDSltt withmlt. n.e 
cirde tumIi inw an opaque aphue whc:n. he laYeS. 

n.e 1pc111l1kcs haJJ an hour 10 set up. 40 minure:s after Teh Albl leaves. the 
circle of protection suddenly disappears and the floor shalre:s as they see a large 
chLlllk orwaJI fiyoutwardsu ifblastcd by IIlJDe iInmerI5c magic 1Drce. vanishing 
through the bole in the wall IR' the White Soreeror and his Black lbromb 
ana.ilanl. Outside i llnowswnn bas sprung up, making it impalSible. In discern 
what has happened to these two, wbo have failen over ISO', As snow begins 
In drift min the mcien.1 KriptOrium, the chanK:tr:rs must decide what to do oat. 

lf they try and venrure back down the 1bwer and back throll3h the building 
to find 'feb Albt, they will almost inevitably get l05t. If they carry Iln with 
the spell w COmtt the Time anomaJy, they have a 2% ~ fOr each Magic 
fumt expended plus S% for each point of POW permanently!lllClificed. n.e 
casting of the spell rneanJl a lost of I D8 SAN fur eacb penon iDvol~, with 
no roll 10 avoid it . Meanwbile, the Tower hu 1051. its wamnb and if the ch&racten 
lust bang Iltound, they will lOOn freeze, although there aft plenty or shelves 
and even boob (SIICl'ilegel) to bum. 

If the . pc11 J'iUb, 1i:h Albt will return and conduct the speD for them after 
a leN hours test, during wh.ich the thaNCler5 must keep him warm. Arly First 
Aid . kills would be appreciated by ~ Son:eror, who is tom and bloody from 
his b:utle with the lbromb. 1i:h Albt is IltllOmalK:ally successful in tasting 
the spdl. 

M5 : TO SLQTAVDEN 
By Inis time, ancient the characters are assumed to have set out fOf Nor
way. They can travel fairly Inconspicuously 10 Newcastle as Theldred 
Gustau bas a motor car, iIInd they hillve hopefully arranged mailers so 
Ihillt they can board the ship. Aemember that they will nead plenty of 
turrency (krOle) to lake them on to Sl«avden, however they have decid
ed to travel there. Fortunataly, GUBtau knows aeveral Scandinavian 
languages. 
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The rait trip to Snosa will be without occurence unless the characters 
cause one. You mey wish to create a number of sltuetions where the 
players think thet somelhing dreadful Is about to happen. but Which are 
really Quite innocent. Examples might be an inquisitive local official 
(railway, road police etc). a suspicious man who seems to be following 
tl1em. a t hief who steels somethIng belonging to the PCS and so on. 

AI 5nosa, the characters will have to book into 8 hotel and f ind some 
transport. The least QlCpensive and most relleble way to travel Is by 
reindeer sledge. The sleigh can hold up to 12 passengers and luggage 
with a team of 8 reindeer pulling. Alternatively, a motorcoach Is available 
for hire. 

51.awen Is a pictureSQue and unspoilt Norwegian village. Depending 
on the time of year, the pine forests may be resplendently green or heavily 
draped with snow. It has a very cosy Inn with sufficient rooms to put 
up 8 guests; any more will heve to share rather cramped Quarters. The 
innkee~r will elC~ct some sort of explan8tion of theIr business and may 
ask the local constabulary to keep an eye on the newcomers if they are 
strange in their behaviour or untowardly avaslve in msnnar. Several of 
tha villagers can manage some broken English, if the characters have 
bother8(i to learn any from Gustau. 

Since the location of the Tower cen be pinpointad no more accuretely 
then the general v icinity of the village, there is no need for Ihe adven
turers to go eny further, but if they want to QlCplore the area, thare should 
be no problems. They may well want to keep out and about as part of 
their covar - perheps they are naturalists studying reindeer herd 
movements, or astronomers seerching tl1e northern skies for new com· 
ets and meteors. 

Should anyone try at"ld get In dreamo(:ontact with their descendants. they 
will get absolutely no response, a complete blanknass. This may cause 
them to fear for Tsh Atht iQuite rightly), however, in a few hours the switch 
should take place. If anyone (for IDCample. the local police or the Innkee~rJ 
is watching, this will cause great alarm, naturally. Theldred or the modem 
characters, now restored to their proper TIme, will have to do some Fast 
Talking to get away, or l imply ignore the locals and get out of 51_awen 
as quickly as pOslible. locals will probably be unwilling to pursue the 
maner furthar, but if the characters CBUS8 any damage or injury they might 
get Into more serious t rouble. even being met by a number of plain Clothes 
policemen who will want to ask them some awkward quastionl. AnYQne 

IMP, 

attempting to QlCplaln what has truly heppatled risks being locked up in 
a lunatic asyluml In fact, Theidred Gustau mlr( have to help rrty characters 
who have gone temporarily illSall8 land who would blame them) In the 
trensposition, since another SAN roi l must be made. 

There may elso be problems for Gustau back in England if the ancient 
characters left any clues 8S to their whereabouts when they were com
mitting any crimes. And if they lold any ancient artefacts to pey for the 
trip. their new owners will find them mysteriously vanished. I dare say 
that Theldred Gustau will went to write up their elCciting adventures .... 

A7 : LOOSE ENDS 
!he aDcimt ~ will anM ill the blssm library.tOp Mylakhrion'. ~ 
IfTeb Atbt was the one who completed the spell, II..l will be wdJ.; be will be 
able: to tesd them through the buildiq In the ImlpOrary camp where the fly
ing ilaIlS!stteds (or wha~) m , and the cbatIcten can acc:ompany him blCk. 
In KHlhn In recupenle. You filly like to ha~ them mount a nid on the re
mains of the lbnple: of the Secret Gods In n:coYef" their equipment, ttolen 
by Gorp' priestl .t the stan of the IIdvm~. 

If the modem chanIctua complete the IpCll themsclYal s\lCCltl!lfully, the aD
cie.Dt chatacttts will flDd that the magjcaI aploskln in the chamber they are 
transported to has damaged the structure of the 1bwer and it is bc:gi.nning to 
c:nunble. If they tty and escape down the InUr, the')' will find it iI blocked 
with faUen muonry. Suddenly. the T~r Jtaru 1O"",y alsrmingly and 1000 
fiillJ, cnshiag to ground and breaking up u it tumbles. The cbarKtr:rs are 
flung from the 'lbwer and land aafdy in scattered 1IlIJWdrifu: perhaps that re
ttDt sDOWStorm WUD't II..l bad! All the chanIctcn havc In save va DEX on 3d6 
or lose half their mnaining hit point! in the fall ; then they must IIVC vs CON 
on 3d6+3 or be stunned in IOd6 minutes. Anyone SIWlDCd fOr mott than 
half aD hour will Sllft uking cold damIge: from the freezing conditiont II the 
nile of I point per minute. 

The mowsoorm itsr:1f has stopped, and so charactr:n mariag around lhouId 
be able to K'r: each other and bclp Ieal'Cb fOr frieDds. After aD bout, Teh Atbl 
comes staggering moo view, ahaWited from hill battlc: with Gorgos, which he 
has finally won • he bopes. If the characters are still there, they will ICC him 
immediately. aDd can beJp him. AI lOOn as ~b Atbt iI recovered, they will 
be able to return In his own 'lbwCI. 

The mum journey will be peaceful and without incidenl, unIm )'W think 
the pla~ hav.: had it !'WIly easyl 

CHARACTERS 
Teh Albt 
Tbcrr: are DO StaU given fut this NPC. Thh Attn is simply able 10 do wbale'Ycr 
)'00 as GM n:quirehim 10 00. The clw"actr:n will not be able to twm him, oeitber 
can anyIbing otber than GoflOS. H~er, a.ltbough be is in this scenario 10 help 
\br; ~ of ehaJw:ters, don " make him !he univr:msl escape clalllr:. 

Thh Albl is strongly dr:vocr:d 10 Law as opposed 10 the: Chaos represented in this 
tcenario by the Cthulhu Mylhos beings (the Thromb and the Br:asI: Outside TIme). 
The scenario DOtes give guidance on Teh AthI:'s likely actions and bow to pll,)' 
his dwaClt:T - you should treat him as the archr:typal While WwnI. He will 
always usc minimum moe in any situation and give otbc:rs the benefit of the doubt. 
He willllso atlCmpt to preserve lives, neutr1.lising threats rather than destroyiDi 
m=. 
Gorgos 
This guy is Da.51y, mean and viscious. He's I megalomaniac villain , an alien try
ing to dominale the entire Earth, who's not too concerned if he pulls down the 
local space-lime continuum in the Ittempt. 

Gorgos is invu~r:lble 10 charactr:rs, be tbr:y Anc)r:nl or Modem. ThiI covers 
evcnrualitiC5 Lilm witllt3 inAD&J) 01" attempts 10 mmunon somelbingjust as 1\1$

ty 10 deal with him - this latter event is likely 10 produce a cataclysm which 
will inevitably kill all the chanlcten and lead ID the destruction of Tunc as the 
Beast can no longer find Oorga;. AIICIW Gorgos any snd aU J!IIlgic .nd spells, 
and virtually unl imited magic points/potential when ill the Temple. This is the 
source of his energies, It1d should be treated as the worst possible place the 
characten could be. For Af)6jj games, GoIJQS will be psionic type VI, making 
him invulnerable 10 all psionic sttacks and disciplines. 

In sppelrancr:, Gorgoli initially tppr:an as. man wilb very dark sldn and golden 
hooded robes ""lUch obscure mud! of his fearures. Seeing him Ibllli inI;urJj lID SAN 
loss, bul those who meet his eyes can beaffectcd by his prnr:nc:r:. In ADclD this 
\\(IrD like an QIO<r: attack - see Lt~nds & Loft; in CoC thi s \\OOld be I PCNI 
'IS PfJN roll . The dfecI i5 simpl.y ID n- somebody ID lhespot if !he fail their roll. 
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At the end of the scenario, Gorgos' true Thromb nature is revealed 10 the Modem 
charnetc:rs. Use me IOLlowing stats for his attacks on the party which they suITer 
until Teb Albl can ereCI his magical defences: 

Gorgos 
STR 30 CON 30 SIZ 20 !NT 20 POW 25 
DEX J5 Hil Pu ~(1O!al)120 (per renracle) Move 

6 SAN Loss lD2OIlD3 
Attacks - many u:ntacles each 7S~ 2DlO+2D6 
Armour - 5 pi. skin, 5pt1round regeneration 

Gorp' auack b described lIIus: UA black hairy stalk ... _ streCChed itself out .... 
Tbc end bloated out like some loathsome fungus , forming lhc 5pindly-legged 
likeness or an eOOmlOUl spider. __ . Pseudopods sprouted, became hooks of chitin, 
bony claws and pincers. all lashing wwanI (them) .... 

Madame Louise Chalbert 
Mmc Chalbert b unliktly 10 cnU:r lhc !ICCnIIIio in an acti~ capacity, unless the 
Modem characters are quick off the mark and get 10 the Chateau berore the 
ceremony begilW. She is a ctumning and elegant OOsICSS who will not deny any 
COI\llCICtions willi the occult. but will explain lIIat she is only interested in "white 
magic~ - mediums. fonune U:Hing. failll healing and so on. If the characters 01-
ICmpt kl persuade her k) IlOl: c:ontirue with the eeretmny, she will deny DII knowledge 

of it , bul secretly arrange for her contacts in the Freoch govenuncnl to hanss 
them, possibly even arranging an accident. 

She speaks pcritct French and excellent English and can be disarmingly plea
sant. However much the characters suspcc1 ber. they will be unable 10 persuade 
anyone else of her duplicitous nature. TIle whole scenario bangs on ller suming 
theccremooy, so don', let atl)'1IIin& happen 10 herbcforehand! She is quile cardul 
in her activities, and there will al-;wy. be bodyguards or witnesses to prevent an 
IISSII$sination attempt. 

Mme Chalbert 
STR 12 CON IS SIZ U INT 18 PfJN 16 ' 
DEX JS APP 17 EDU 16 SAN nil 
AtJat:ks dagger 40% 106 .22 automatic 35% 11)6 
Skills Archaeology 20%, Bargain 25 %. Camouflage 50%, Climb 50%. 

Ohullw Mytbos28%, DebGte40~, Dodgc35%, DriveAuto45~. 
Rut Th.J.k 60% , Hidc2S%, History 35%, Ustcn 40%, Occull 80%. 
OralOry 20%. Psychology 25%, ReadlWrite English 60%, 
Rud/Wrir.c FrellCtl. Ride 40%. Sneak 35%. Speak English 75%, 
Speak French 90%. Spot Hidden 35~. 

Magic 16 MP. Summon Nigh/gawrJ. Bind Nigh/gawrJ, Crtate GhoIJ. Dmui 
a..ne oj AttuIuxh, ShriW!lIing. Ctt-s.crut Detp Gnu, ColJ Beast Ow
lUU 1Jmt. 
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by Brian Lumley 
r. Teh Athcof'KJiim. ~ofttimesconven;cd with my wizard 1lI'ICCWr, My\akhrion 
dTharamooo (dead these clevm iundJed )ftIli). II(M'te1Ilhe laIeofhoW IhaI mighty 
mage was usurped by his appreW«, &ior K'moo!. AI: least, hirory has a1W11}'5 
supposed thaI be was usurped. 

The: story begins!lOllle fifty-three years befurc Mylakhrion's demise, at !be fortm>S. . 
city Humquasson 'Theem'hdra'l eastern strand, where that oldest and craftiCSt £ 
sorcerers was the theo residcru. mage, answerable Dilly 10 the KiIW himself. ,Hum
quass is nomore, IiwtpllWllYbytides oftirneand war and Nature, but tbe lqel;lds 
live on. 

I 

Now in that day Humquass was a warrior city IlIId its IGnS:Motptb. Vtti. war
rior Kin&; and the walls of the city wert high and ~ with"Pat ~n.,.heR 
the soldiers wert garrisoned; and the King'r; terrik)ri-, ~ ID Ibe ~ evetI 
to the Hrossak bonier which Morgath 'AQI1Id push ~ if be had his way. For"llii: 
KiDs hungeml ilr those!lOUtbun Wxh and his ~t. - rtllCbed br a kiiIP.n 
which would enclose not only HrossalO the Rherll.AJlIi' ... bW-YbmmiIIOO. And 
Morgath 'MlIJ1d send ships across the Straits of Yb6.n1O ~ even Sbadartbat, 
the idand strorwhold of IaVlge black pirates. 

As 101' Mylakhrion: he had served the KiDg ror fiftteJl~ that time.wben 
first he came 0Ul d!be west and III::n'IM !hi: 1IIJUllIlIin5~ Molpb'!l fier6C bIwdom. 
Aye, and in his ""'lI)' Mylakhrion had been a failhhll servanc, dtou&h uuth 10 tcll 
there wert tho5e who wondered woo served who~ 

For Mylakhrion's palllCe was greater than the Ki~'I-thou&h far leu opWtIll
and w~ Morpth receivm COIIIIIII7!I men, Myl~ 'M)Ujd RlCeive IIOOC ataIl. 
The mage's familillli gaveaudiencein his stead, ~ withMYtP;hrioD'J ~ 
and in his manner, but any emergence of the son::cttr hlmIel( \IoU. str.ulatly rare 
thing. lndccd, the very sighl of Mylakhriou abroad iUId BCtive iIIlhe-topmotI!: IUJ"
TetS ofhis palace bYer - no less thaD !he passing d ~ acf;OiIS the tty or eclip6es 
of the sun and moon - ~ a1mos1 ilMlriably takeP Ii ponentm- &tal wonders 
... and sometimes of dooms and disulerS. And lealef mqes ~ upon such 
sightings. reading suange ~ into the wimrd,'s ~ wbIIt-little ~ of them, 

One thill8 which was known fori cetainty was MyJakhrion's JreaI.;'"not his IC
rual age in years. but the fact the! be was f.u older iN"h any 0Iber livioe mnn. So 
thin as to be skeletal - witb wrinkle$ to nWllber agaiN;1 his )'eInl Up.)D • Wn of 
vcined parchment pale iii moonbeanu - and with • loll&. tapering beard aImfm 
unifonnly while, the wizArd was ancient. Gnndfatbcrsooukl ~ their Jl'IUId
tithers whbpcring of sorcerous deeds ascribed 10 his bm:.I pr \WId when ~ 
tbem!;elvelli ~ mere children; and it was krDNn b I fad.". a ~ ~ 
of Mylakhrion·s. one Autta Lcet, had recently died ' n eblaI:igi alan CIlimated age 
of one bundred aDd eleven yearw.1 

BUI in general the sorcerer'llStonisbill8longevily was DOC much lJEIIliooed. Pe0-
ple were mindful of bis magnitude - and of MOfgIth's ~ upon him -
aDd it was deerrai neither moot nor even wise to probe Iloo deeply inlO the haws, 
whys and when:fu~ of his attainmenl 10 so great an lip. fur all !hat be _ an
cien!, .uilI the mage's mind was brilliantly dear. his e)'eS ~ IIIJd his ~es 
(benewlent or otberwUe) marve1low and uttefly unfathOmlble'lo adept! Ofletscr 
leamill8. MOIWYCT, he mighl DOl: !aU tcindly to alleptiOm of vampirism and the 
like, practised to extend 10 elemity his existence in the world ofmm. 

And in their thinking and their mlled whisperings, the wiard's 'II'JUId..be ~ 
came close 10 theuutb; fur In his long search for inu'nolUlittMybkhrion hlij' n
deed performed many morbid magicks, though merclfully ..-ampirism was not 
numbemlllll1Of@Slthem. That is not 10 say he \\OOkllWI be • ..."pjrejf in !hat 
Yr1I)' be might prolong his life or regain his lost youth, ~t hc)..Qew benet' than tbld. 
No, for vampires wen: &r 100 resuicl£d and their Ii~ ill co~ daJicer from ai_ 
lendanl perils. Beside!l wllich, they we're not truly lmmonaI, DOC IS Mylakhrion 
desired 10 be. He wanted to live ilrever, not 10 be etqnllly W1dead - or ~f 1101 eter
nally, " least untillhe st:aU moutd find his heart. 

On IIlI.II)' 0IXaSi0ns tbatmaswdmagick bad believad biriue!fclOlCIO hitting ~ 
the COned fomw.ta for immortalily, that at least ht. J&. Voleie III upon the riitit 
path, bUI in tI'Ie boor of his supposed triumph a1wa)Tbe had bcea ~'lfe 
had proloDpi his Iifefar beyoDd the DOI"IDI..Ilpan, 1DUIl~ but Itill!it\hadf. 
il'O'Nll old and must evenlUllly die. And inlllyu.se, wIijjouJdwiatito Uvei:rivw 
in a defunct body'1 ~ 

26 GlCO:A!lJIJ1ii ~ 

Now, kna.ving that hil years were narrowing down, his search was mon:despenne 
and his dlsappoirttlenll) deeper as days passed in., yean and the solution drew DO 
closer. Now, 100, he saw his coming 10 Humqww as III error; for wbile MO'1atb 
protoctcd him and provided for his purely physieal needs his dClDl1lds upon him 
grew more and more tiresome IlId consumed far too much of his time. Ofwhicb 
be mighl not have a great deal left. 

beill& a warrior King and goin& often 10 war, Morgath was constantly in need 
~Ie forecasts for his battle plaru. lbo, he sought fur dark omem againsl 

his entmiea, and be was 110 less interesl£d in their sian than In hhown. What with 
~ and astrological readings. auguries and auspias, personal weirds 

and bodemmrI in"aenellll, Mylllkhrion had not tI'Ie time he required for his own 
a11.finportanf~ and darklina dcNotions. 

or cwId the Kina" buaiDUS be kept wailin&, for the Hrossab IlId Yhemnis had 
their ~ too, !UXf~n was requited 10 turn uide the monslroli5 malcdic
tkJDI lad OIJInFtlUSnmeI wbich these enemy mages were w;xw kI cas( against Hunr 
qu&SQ:nd itt KiJ¢ Black )bppaltth of the Yllemni$. a IIOKCTCr of 110 mean prowe5Ii, 

WIll parUcu1arl)' pemkioU$;:JikewiJie Loxmr of the Hrossab; and JO il can be 5ec:n 
dill Mylakhrion WlI:\bard.eut 10 attend his many dUlies, let alone ptJl'liUC his own 
ambilions. I\nd.P1JMPf th¥. wooId cr.pllin, too, Mytakhrion'l reasons for stick
inc 80 clo6e to his' apal1mC,*~ Why, hill duties wen: such as 10 make. virtually I 
prisoner~l 

And yet MyIUbrion prcatpered WIder Morgatb and so !"ell a certain gratitude 
Wwud him. MofWo'Cf, be l.iked tbe King fOr his intelligence. Aye, for inlelligent 
king& wetesingularly rare in !hit day, particularly wanior-kinga. Am so thellOf"CZl'U 
fell be mUSlIlOl ~y desert Morgatb and leave him 10 the men:ieIi of his equally 
~like ncigb~ and his ftustration continued to grow within him. 

.DliI the dawnirw oC a certain idea ... 

Now among thealY's n wi1An:Is - real and assumed - theredwelled one 
&ior K'mool, a 1alemed apprentice of Pbaithor UII befun: !hal mage rendered 
Itimsdf 1$ gn:cndwt-in 111 iJJ-conceived t.hewnatuTJicaI cr.pr:riment. A sc:er whose 
betoIceIiblgs ~ promise d&pite the fact tl\al as yet they remained undeveloped, 
essentially E1ior was oneiromatllic. His dreams were prophetic and genentlJy lie-00_ 
And it came 10 pasi that E~OI' dreamed I dream in which Mylakhrion took an ap
pn:nlice 10 alliSl him in hit sorceries, and Exior himself was the chosen ollt. and 
rose to greal power ~n Theem'hdra in the SClViceofMorgath, King orHumquass. 
U~ IMkening he remembered the dream IUId smiled wryly 10 himself, for he 
)?eIlew:d his Vision hid been born oCwishfuJ thinking and was in no way a portenl 
ofany real or ~le future. But lhen. a day or 1'oW Iller. Mylakhrion made 
it known that indeed be sought a YOUII& as5istant ... 

Exior'i heart IOIRld litta bini when first lie heard this news; alll$, br a little while 
~y. ~r bow could ~ior - . ragged weet-magicilll who sold charnts and Ioye 
potions fon liv1ng and divined the futile dreams of his penniless patmll5 for men: 
C1'UJb of bread - posaibly apply fur a position as apprenllce to Mylakhrion the 
MiJhtY? The idea was~! And so, however n:luctantly, he pul aside the 
notion aad fon:ed himself 10 consider his vision iii pun:ly coincidental 10 

ylakhrion's mjuirement. 

And II day! passed inl() wtlCO SO Mylakhrion gave audience 10 many young men 
who presc~ themselves as prospoctive employes. AI usual. the interviews wen: 
carried 0lIl through his &miliars (though many applicants got no farther than 
Mylathrion's gate) whilethe~, IIIlSeen by !bose aspirants who wereacrually 
i1ltll'o'Cd to pus WIO his palAce! busied himself with more pressing mattcn in hid
denlOOllliJ, lnthis Yr1I)', many wbomighl: haYeimpressed qWle IiM:lurablycoofronted 
by a merely bllDJlll illletViewer -even by 10 _inspiring a man as Mylakhrion 
.:.... foI.md themsclYC1l compI~ly oyerwhelmed in the presence of hi! familiar 
~; tbrthese were three great bats whose faces were tho!le of men! 

1ndccd. they bad once been men, those fearsome &miIiars: wi2:atds who had brmed 
a IIOiI.'croWI triad 10 crush Mylakhrion when he refwod to join them. Unfortunate
ly ~ tb~ hil Wents had been Jl'C&Ier than all ofthein combined. hence their 

.. . 'llw had bCc:omany ~ ago. ~, bemre ever lie came to Hum
~ aod ~"'lIthrion hid ill but forJotten the details of the thi~. He trusted his 

iii .... iJneUcitIy; and Deiides, they had only the faces of his old enemies. 



lIl, ___ _ 
Their mind5 werelheir trWn, Of Mylakhrioo's .'~h,""~ro "; 
used them. 

Finally, when ~ tbeoldcr, Wlod magiciansofMorgath's lands ""!P.' ~iO\i,:i; 
thcmselvcr; at Mylakhrion's gate. Em K'moo! dreamed again: ~~~~~~~~~:~~~~~~:i~~' thought Exior- histnlirelibrarj lie saw the man-faced bats nodding to him in unison befure bidding him ! hi5 very thoughts, the percb-hulljj 
Mylakhrion'$ innccsanctllm ""heremat Master ~Mages was waiting 10 hand him . "Nil)'. lad," the~twesaid, "bI" this isonly one tenth 
h15 robe of apprenticeship. ThIll wu enough. of. tenth pan of alIltl)r muter's mysteries. I am his most tnISttd familiar, and yet 

there are rooms here which I ~ DCYer entered, and otherJ wouJd no( eYeD dare 
AI dawn of the oe:1I day Exioe drrssed himself in IW finesljacket and brw::hes - to seck OUl! Nil)'. this is merely bis room of 1qXMe." 
the OIleS wilbonl), a few minor ~ - and made his way tortuously through the 
1IllLl)' streets of Humquass 10 the walls of Mylakhrion's palace. There, at Ihe great "AM am I .,. am I to see .. him?': Exior uktd. 
gate, he timorously took his place behind three others and wailai '" but not fur 
long. A small bem:d winaow opened in I, door in the gate and each of the other 
aspirants was c:ut'!lOrily dismissed in hil tum. Sccingthis. Exior bcpn 10 1UllI1IWlI)', 
a' which point_ voice Slopped him. II was the voice of the man whose face peered 
throogh the bamd window, and it Aid: 

·'Young man, what is your name?" 

"K'mool," !laid Exior stepping warily foNoaJd, "Exior K'moo!." 

.I\nd do)'Ou foed; employment with Mylakhriod!" 

,., do,'· lie IM~, ~nderingat thee.::lIoing 100 sepulchral 
voice. "T dellire 10 be ... 10 be the mage's apprentice." 

"You .'Itelii uncenain ." 

"I am certain enough," said Exior, "but I ~nda

"U you are MlI'Ihy1" 

"Ptmaps: ' He nodded nervously. 

.r. 

·' Ir you ate so fonulUUt~ 10 be chosen as his apprentice, cel1llinly )011 IIhaII see him. 
Daily, 100 ol'tml He shall ins.U'UCt you thus and thus, and you $hall do 10 

quJck: 10 leam, one day you may even grow migluy as 

~I!!!'~';' Slid BlOOr, .. 1m 110 sec him •• . now?'. 

.. :. the creature answered, and WCIIt on: " But now there lie thinp 
Exio[ K'mool , and you shall answer cruthfully 10 each and every 

mage in III ~, land ," E.l.ior answered I I once. 
best 10 employ my own minor mlenu." 

baHhill8 seemed honed with a certain step. 

" My moSlC:r lilr::ts humility in men," "id the "','" ~t~~iOil;;:;;'",~ '~~~~r.~~~i~~:J~=;;:':1:: 

~:~' ~""'[' .. ~"~'~'! ~""~'~K~'~m~OO~J:~' ~~~~~~I~~~~~~~~~~ thmt:~spccial drcuns. too. and when "'" ; he now saw. .. '"",,,', face, but he fell Iells humbledlhan angry. " I 
the sun warm, now, seen from fathom cypllen;," he snapped. "My secr's 
in& clouds and a cbilI wild ruffled most obKure languages, glyphs and 
man's face I1Dd spoken (rom the window in the 

"Do)'Oll fear My1alctuion·s Iiuniliar. Ewr K'mooIr' 
an:: you alarmed lIthe season hue, whl<h ;'~"'''''~''Y~ 
"A litlie of both, s ir, I fimcy," Exior rrnally ~ ... ,~':!:l 

.. , 
Exior gritted hi$ teeth, put his fearbehind him 
the: windswepc coortyanJ 
of huge biwltk blocks 

I I 

was oold II.!; deep, dark: oceans of ice, drawing 

do you answer thaI?" 

1Io1Iom;,=. "He woo accepts insUlts and taWlts from 
fool!" he ho4.ly retorted, 

the betlC:r 10 observe ElIior', astonul!cd m«"M1!I Its voice W85 the mue5t whisper now - the MJllakhrion's familiar settled itsclfupon. '7'~~~~=~::::J::~~~~',jE~~~~S~!f~~:~:.~"'~~:h::'~'~~:nd do you consider MylatJuion's 
but iu human eyes were brighl, 

" Indeed they are!" the youth gasped, his jaw 
fUclnlltiOD all about the mom. Why, if the cont~ 
even E.l.ior K' !roO.I could be a mighty magkian! 

For hue were 

i i 
don of certain demons; 
~kins, lind at lClL!it one whose umber bindings bore 
the purplish III()(liingi of tallOOl! 

Here too weill 
laid with 

~~~~~~~~ K'mool, Iris .,niscoming craced from alhroai upon I man'l Moulders, Fool I may be, but my 
I speak: with my own vOice. In short, 1 am still a 

~~'$!."erc.than some hybcid horror spawned of a wizard's 
mrec weill IlIIgbill8 at him, bayill8 dinningly 

laughter echoing loudly in the great room, 

, E~ior _i~ wnil they were 
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no emotion whalell(':r visible in tIit str.Iight-backcd mien. Mylakhrion sat upon iWI night-black thrnne and.wdiea Hx~"'!~~:~~~~ 
thin and turned slulI1'l), upward at the temples. an beneath them his the iun sank down behind the mounlalns. Exior smelled 8 
IIuu same palest blue Q the Durer Immensities glimpsed ofttimes b'f ~~~;t ;~~;~l";;~ hurri«lly 50Ujht $heltcr. He 1dhucd I\io; yakjust within 
dreams. Smnge Iboae eyes and almost \'II~'I.lOU5. but at the same time ~' I:ave hiddm in the tee of .... ind-carved crags, Iheu carefully 
a Inrible l~ ~ a k:oowledge bbidden IOcommon men and middling IIISg¢S alill:. 10 ensure IhM this was 001 the lair of some wild beast. Grumbling as he 

and occasiolUllly tuning. he lighted. ftre in a Ilollow place and brewed 
His hands, where they pmrruded 6-on11he beU-like cullS of bis robe and rested upon himself D pol of tea . 
the anns of his Ihrooe, were long and thin and their !WIlls 5barply pointed, their 
colour, as thai ofhis much wrinkkd f"aceand sandaled reel, .... 'll.'i a pale umber like Six rnonthi ago he has looked back from his tail-cnd ~ition in anescortedClll1MLll 
umo certain pafCbmeGI!. A oold o ld man, Mylakhrion, and his gaze even colder, leaving Humquass IUlIl smiled as be watched the \Io1IlIs of the city sl(MIty merging 
He LrIIined that gaze upon E~or as the youth llal down upon a tiny swol CJIIIIe III inll'! W southern horizon: since when he. had nol smiled a greal deal, bad faced 
the somewhat raised dais where 5111 the sorcerer himself. dangers galore and OO'I'tred thousands of mila; in the perfurTlWlCeofMylakhrion's 

The apartment was slllt.ltly bare in comparison with that 'room of repose' where 
from Ellior had been guided w this e-;en loftier chamber. [t had a balcony with K 
balust1'11de of muble gargoyles, opening upon a fngIu:fulIy verugioous VIeW (0 wintr): 
~iSU. , despite the uuc season) oi$Ome drear and wirxhwepl desert where moll 

or robblehintcd of extensive ruins. ExWr did IlOl recognizethe~ne, and h'wu 
jUte that illay not anywhere in the vicinity of HumqullY. 

Nnw tMre Wll$1lO king In aU 
• ; but 
and bc$ides, he 

,,'" 
palace tower, this ~eril8ble 

bior had 

cd enchamer, they v/cre soon CUI 

amination, 

"So. )'OUlIg man, and you would be my apprenlll'e-. 
is more l must know about you: what suffices (0,,,,,. lo!lrl 
first let me tell you of the \!oWII:, il.nd then 
after wbicb and depending upon your 

task for me. lf~u perform well - and '~~ ~!''::~ 
tioo - then)W shall he DIy apprentice. T 
for might IJOI care much for the work." 

Mylakbrion pal.lSed for long moments and lurned bls ~!:)t$ k\Ihe~~ 
ing clouds beyond the gargoyle balusters. The sharp ¥,il, oC~fi.r;-PfIei\.W 
a little while, thoughtfully, upon the bard Inn ofbts tl\r6M. 11ItQ, W~t~t}'etUi"i). 
IRS hi§ gaz.e to &ior, fifUllly the wiard said: ow 

"The hours wiu be long, and when the re are IJOI enoiaah (1{t6tnllPtu.fQbt~ 
I shaU make more. Never have nothing III do. And you 11\UI~~ JJicle~.' 

"small wit' - which still remained uoperfurmcd, Now Exior had reached the tOO 
or his ohiltiy to endure any more hardship, the end of his tether, and he ought also 
10 have reacl!ed the end of his journey. But ,,, 

I"" 

had instructed him. ''CltIss!he Eastern Peab, pass bet· 
of loltmi. follow the sun over wide 

foothills 00)UUE left Mnd, 
days you will find a city IO!li in the doer! 

; 
fiod a Great II is locked and 

that book, E~ior K'mool, and tbcmlfu:r 

; 
and struck out over the Cll5tem 

i to the Nameless Desen, and 
I · . There llis horse Wol5 hit

a great funs or ~lOne 
but each ' 

and autumn 
C~le Mounaains Ioom-

no 100m for it. There will he liches here t(l wke Im'llj II~ ~ 
afraid, for I am B necromancer. But as well as the: dt~t uU 0iHP' G b~1l: arld 
wbile, demons and devils and saint!! alike, I bold in~ wiltl ~ pIoIfIl5 
and wt'liths, with v.~reWllJves, gnomes and jinnees; ~'e, ilr}hero n'ilUlCb tOl 

learned from them. And remember; jU~1 as idle hands WJmer, 1!lT,s\otlifu1 mtrwA •• ~~~I~~liil~~~i,ro~m~'!;~'!",,"~b~'!oI~""'~fi~'iful~'~'~~""~~i' Ex· 

mortify. lootl'lCBC at length with DelllOgQrgon: from ~ orne I ~~rtb ~ thai he bad been pn:sumpruous 
cubusandhave&l.he~ lamia, harpy. vampireandelf. Andallor_-~"~J For DOW, v.mre great waves 
ehildJen and chqelings -!hey occasionally visit rnt.-'fbey ~U'~~, Inn remfUlnt!! of a once mighty eil)' 
so sball you, and i llln a hard wkmasler. Thsb life ;towod II> re!\li,iblo1~ . within a IiWne', Iltrow. a eertain 
formed ; Mlhing which may hedonetoday t~ everdm lcinwpwr. A.ad lOrall hI was 
I hr.·e done, 51i1liam unchanged. Aged. )'e1, but a man SlJII- aDd moru.It NId foretold , i I the 
I seek immortality, E.(ior K'mool. wbich [s why )011 are ~ ~jQfCntht.bItnkn secret chilmber alld volume of lIlJCient masiekl 
and save time for me. For once I1I1'1o! is nw, who mil)' r", .. aU Iii And api'n, Jay 
W you, mnember: stitche3 in lime save myriads! )bu wlllasdst m..-noulonc ill best hecould. drank. little (rom bis leather 
many small wks - he my ulC5senger, pot watcher, lll)l-~ liutlliflt Wf the animal beneath 
reader. seer - bul in great Mlrkli and experimelU al~> And 6hU my ~l , 
shatl you panake,learn1ng and growing wise in the WII)1I OlJWlilck., Bm: -t~~ i 
abruptly the wizard plused, leaving Exior breathless f1"(~~thad $~ his shoulders. 
aU oftJ,tiC Mlrds) "a warning! Never n~'('r _ k to 5U&vm my Gtir..o.~ mr 
courseor deliberately and maJiciowly do anythJ~ to ~ n».~~ ~ 
of mind norofbody! And if)'OU~agoodapprenticl Ib&ar ["lloJi(~ 
....;' And again he paused. 

In Illillle while. as Exior sat and fough! 10 still hls ~~~~ 
his eyes bacll: to the )'OIIth. ' 'And are you still intel'! 

Unable 10 find \lOrdi , Elior merely nodded. 

Ex;or made a pause IIIId gJM: some thought 
. There might well he a 'guard', thean

IWtcb over the seem room and 
whosoever possessed 

E= "'1:"'."''''' enemies. and thus it had refl14incd to this day, 



ThIll had all been more !han five hundred 
through his ownthaumalUrgies, 
6uhomed it! ancieru !leCnll5. 

with a Dlagicli: grown so smaU 

Well, perhaps 001; bUI nevenheles& Elior frowned ~rriedly lIS be.lIlllde ton;bes, 
piled stones and finally climbed until he could "JUCC:Ze in through the hole in the 
waJl of !he tower. Cobwebby gloom mel hi~ eyes. and dusly, spiralling steps thaI 
wound down into darknus. He lOOk one lasl look OUI through !he hole I' the drear 
landscape of tumbled blockli and &Ilen, shaneml pillars - II Iand9cape wlUch now 
seemed much more friendly than the gloomy bowcl5 of this nges--old toWel' - lighted 
a torch and C01IlIllelICed his descent. 

Round and down he wenl, brushing uide or burning t'Obwehs 0111 ofhis way; and 
till)' 1CUIT)'ing things IIlD'I'I!d aside for him, and dustlrickkd from Icd&es where the 
cenruries had piled it; and only the gloom and the winding: steps descending ever 

. &lid al the twps and lock, green 
<It;;.;;;,;; L~""';;';,;;;, ~;~ weirdlY-Wroughl key whem illay 

I 
picked up the key and turned it prmesungly 

Then, as he began to lift the heavy cover -

him: !hat in thi' book were writ 

"'''''-
~,. 

ancient lock. 

Runes gnt"CIl in the Oll)'l pedestal caughl his eye, and he Ie! the ~ 6ill back upuD 
pages I1l15etn. The glyphs werenre, obKure as the ages, and writ in 8 cypher to 
bcdaule the mind of any hilt IlIIlL'Iter cryptographer born. StICh IS Exior K'mool. 

deeper into bowels of fetid tanh ... After what seemed an inordinatdy long . drawn ~r in concenuation, lips ttlO'Ving silently lIS lbcy U1K:ed urange 
Exior reached the bottom and found himself in a greal cavem whose 'W1l1 ,' , ..... _:=: by the light of his fitful torch be re<Id tberune$. Then,lighting ~ another 
honeycombed with tunnels and caves. !ftt~~ner IJ _ . he read them again - and snw:hed back his hand from whe.re 

~tPon the sorcerer'li book. For the rneS!l1lge W4II very deaf: tIw withour 

~~~~~§~~~~~~~~~~~~~~~~~~~~i~'-~ proeeti!ln the csscnceofany man brlJh orlOOLiJh enough 10 read the book 

pasuges ~f him, leaving him empty and foolish and bereft of mind, will 
A fury, the 
on the point of el\lering. 
stuck it in the sandy floor, then drew hill I . it was a mooo' Nne, rare but 
prowled these eerie ClIClMtions: dOlibless that' 
forewarned. 

, and wilen the echoes of his voice 
the firsl TIiere, in rubric 

In a liUle while the demon appeared and jerked 

central hall . Half-spider. half-blt!hat ~~.? :iE~~~~i~~: 
curving fangs ~~~;~,':l~::J~~ Edor and glaml down at 
and brimstone breath, it spoli:e~ 

"Wluu do ye hc:re, lillIe man? Thil is a forbidden 1,..,,)iliP!O.,,;;.t 
Ellior shook his IIead in dumb derlllnce and he'~ld~~~~~~~~~~~ 
him. And finding his voice, he said: " I run an Cl 

nOi stop me." 

""~ 
be sought tx:rore readiug. 

precaution , EllioT turned the IIClt page, 
5trlight\01ly with words of baleful mlght , 

'~nd whal is the nature ofYOUT erTandT' q~,ti,.,!:!!;:'{.iffi;Z 

"'Ib 1irK! a 100m arK! a runcbook.~ said "",,' ·wi;, ";~I."~'\i'"i~"""'~.!" 
book: bad: to my m.as~r," 

·'1 know roomlOO book ""'hi"'" ," .. "",,,,,~"~. '~"". 
WbetdOre it is plainly my duty 10 eat ye ... Ot' 

."A gameT' replied Ellior, who vastly preferred 

" Ye shall have achoice," 

"Then?" Exior pmmpled. his heart in his mouth. 

" Why, then I shliU eal yel" I~red the ~"'." l,""·' ..... <r;&.,"t .~!', 
"And what ill lhenatureofthis, Iprn::~,,;·:·~~~,:,,;;:: ~f!"~,::;~~ 
the beast to bring him down ~ !t 
"I shall say ye a riddle", the demon replied, "NO i~~' ~ !"!:~;;;;~"" 

Now ml.lOr'5 mind grew alenas he readi'~~'~'~y.;~~a~~~~~~;~ a riddle or rune whose ll1I:aning eluded 
could nor refusethedemon's challense.- "So he iI". 

TON YAM DNA NOISULU ERA 
ED UOY WONK I!" 

dawn into 
the tunnels. 

cd on behind. a linlewhilethe I'm;: ~~~':::~;;;~ 
beneath it. When E:rior shaved the de 
bad disappeared. 

The lOODll>1IScircullr, domedlOd '~~~~'~~ 
the Great Book which lay upon it, tl 
more. Quickly ExiorcrtMsed \0 the pedestal and 
great. jeweI-cruste:d cover. He blew IIlW'IrJ thedusl 

wilen hislOrehes werefinishcd he cat
he read on and for two 

I 

i:s ert! ~~~ and-dUll, with ~hadows bellCath, which .... -ere dark abo>,'e 
rbe ~c( h1I ~'lc.lAnd his hair, 00 longer jet but grey: and his entire 
1niS:1lWur an oW mill beaYy f*rdencd with wisdom IIJ1d Icnowl~ and sin, while 

h~ ~ 81J'airllt and his Umbs )'OIIng. 

FOtanJy.M ~l:iOOJ t,"1I1> then lurned 10 Ius yak. Alas, tlle poor bcasllay dead 
1-~tilul.fe;@!CIta:f'at it5~'e,,wItjch wa~ lOrn by the bird 's beak. Ang.tred, E.tior 

~;ti ~ _ .. ,m/Ji l'JriJ and the vulture give a startled cry and sprang aloft , 
JiUIln&1ifdClS 'in JI!f: Den I~!II . And the)-at shook illl head, got 10 il$ feet and 
prec! ~ lIS ~-ll pt(Id 'Mth one dim oW )lIk's eye, and one which was sharp 
tnd ~a'nd./hIt.Qf 8~re. 

TheIl~~~~blsWdleandmountedhimselfuponhbbea5t'S back . 
antfllOhc 1~~'ot1!1I and made fur homc. .. 

11/ 

in II CQWled cloak. and 

Dlised the gate and 
fur such it was, IIli well)'Ou know - wcDlIt:aight 



On this occasioo, hoWever, be had no Deed of IlliCCnding IO!IO 
MyLakhrioo pollered in hi~ room ofrepose, There Eltior found hi,;f:\.il",,;;;; 
mage pvc him greeting of a §011 , 

"Mo, &ior K'mooI! So, )00 ~ Jttumc:d 10 meat last, andj ust as II ~:'~ ~:: 
that aomc ill had befil.lleo}'Oll. And do you bring me the fruits 0: 

Em said oothing but merely stared at the maslermage, observllll hiro curiOllsly 
and with mixed emotions through his chant!aJ eyes. He threw back hill co:rwl to show 
locks grey as Arctk: oceans above a face alroost pale lIS that of Mylakhrion himsel f, 
Then he approached.' table and brushed its surface free from clutter, placing hLJ 
U~ pan:el cenualIy and untying illi &Stenings, And II)'ing b&ck the OOI'cr
ings he disp\ayCld the Great Book, and as MyJakluion drew nigh he g;JVe him the kty, 

Now the sorcerer's silver eycbl'OW!l rose a little; and without qUe!Rioning Exior~ 
silence or his strangely tltcred appearance, he took the kq, ~ncd the book and 
tuned back its jcwcl-crusted ~r. Then -

Mylakllrion fn::M.oned and brieny risen eyebl1lW!i feU down low asain over 
Iy rwrowed eyes, He turned his gaze to Ellior and gloomed upon ' 
"Youth, the first page is torn OOI! Do you see thebrolren edge, the "",'I."'." ". 
And now, in. mice fully frosty lIS that ofbis IMSle:r, E,I"""'lif'L]I""," I~:;-' 
DOted it ," 

"HmphI" The en:hanter seemed disgruntled ",,,.li"" '~ 
roomeD! his curiosi ty returned. "So be it", «-"" ,>1::; 
tree of all dark knowledge," 

Now dllring his journey home Ellior had made 
he Ilad deteonined 10 be done with 
t.hcopelling admonition. thus: 

power 10 become mighty aboYe tll men, " :::;:~r. 

~,?",n~~" if you wiU" , ~ lhI:.otberban;hly. "Whichever \Io1I)'}'OII \OOUId 

~~~"~';;"':I U~~:-;';:;:';;,,""~:;~~~iS a protel;'tion, Jacking which the book's ,I . was writ on the fim page, which r tore 
OOt .. ," 

"0117" Mylakhrion'" smile uimini~ aomewllal. Deliberately hetllrMd the ptge, 
and when Ellior made lO sn:ltch the book from he he held up B hand of caution, 
" Peace. young man . Watch - and learn!" And without (uther pause he read the 
pIIge to Its end, 

During the reading Exior saw dIadows gather in the room Il!i with the approach 
of !light. There OOmn1ellCed a strllDge tremor and a muted thunder whieh bad their 

~
in the air ofthc mom itself, Crystals splin&cm:.l and phials flew inlo fr.ignx:nIs; 

· wrought mirroB .\hiw:red into sh.rds and liquids boiled up and averf1~ 
• iblC$; aye. and cracks appeared in the vcry walls while dust .00 debris 
rail'lledpl!. from the ceiling, ere Mylokhrion was done. Then heclosed the book 
nt'Id'1bOtcd up. and atill he smiled. Nor was his mien changed III all, and the reading 
had d<mt ~ __ jJJ whatever, 

~ 

"f~:r,::::;;::~~"\bu haYedone wdJ, Elior K'mool , 
~ a fitting mage Iilr Morgath, gi~en 

gone to Thal'Bmoon , And on that bleak and 

~:~;:.::,,:~:.,~~~nt, and there 50ek that immor-
. . ill Humquass: it is yours. "Ibu 

i~~=""" "But I am a traitor, Bnd ....:' would bellO room for tv.{) such lOurcereT'li ill H 
must go, And what better instrument of in abrupt 
ruin-l'CCCMlred mlume of morbid magico? ~~~;~~1~~~~~~~'I~~~:;aD5WCred, "and that is the difference. · against dIIrk forces , and that the book 

I have ~ from reading, 
him 
~h 

faJe, frail 

~~:0~~dS:~~~~~~~~" ~~~~~~~~~~~~!!!!~~~ .nd then announce 10 u!'city the presence of a new 
in the palace of the 8Qt'OCerer, 

Thus had Exior plotted and r~"'~'!"'~od~~~~~~~~~~~~~ 
the book 'MIS open and Mylaiduion.5ll\ 
occromanccr began 10 I'eIKI OUt 

the furtive treIIds of ghouJ.'i on 
his heart and, question burned in his brain, How 
murderer most iJul , Exjor K'Mool who once 
tions fur pennies? Even IS Mylakhrion's i 
rolled the v.{)rk's rare words, SO IWor gave,1I 
the sorcerer looked up. 

" IJ; aught BmiSS, Exior'1" TI!erc seemed a ~~~;::::'11~~:~:;~t 
fear to Ilear these marvels and IlIOnstrositie~ 
silence?" 

Exior shook hili head , Was beafntid? Nil)', for he h~~ ap;p.Gloeih'.$1lIOCII\> 
rune.1Id feared 001. Not for himself. "Reid on ma~' be aa£WCrt!d~ 1M flier( 
was a catch in his YOice which he had believed exUftd, ' 

Mylakhrion nodded. "So be. it ," he Kid, his YOk;e Iillitn ttl the me~jl ~~~r. 
For a little while. in silenc:e, the two gaud into each ¢tenere,; and ~hoMlo(.the 
elder were IIII'lUWCd now and ~ery bright, FInally thft!eUo~te :o..lheV'J'l,"" 
ten page. 

;~~~~~~j~~~i~~~~~~~And you have many now, too, wisdom 
them you could never 5Uc:eed. 

minor 
. above aU adlers. Myself, 

them IIOl eJ[tcnsive-

)'011 ." 

~;~~~~:oIf.IWo:;::· r's shoulder.;. "1bmorrow you meet him, 
;, Ilea~e fi,)r Tharamoon. How do you say 

;I.,,! " ~I, "Haw ... why ...:' 

.;BtIo\lsh11tC¥ylakhrion lifted-Jlis hand , " It is finished ," 

j~~~~~g~~~~~~~~~~~~"11!Wjl~"~"~'!lj""'~W~hY I IIlke 

familian because] am 
when ] defeated tht:m 

I mine. 
them, by U!le of my magkk. 
t i~ mine," His eyes gaud searchingly into 

and IS his fingers went to tum "~J";' .~, '~~""',h' And so thBt master of mages rflOO~~1~~~~~~~~ revelations overlw were such lIS must .., own clwlgeli~ eye5 went wide. 

MylakluWn was of his own admitta.nce, And ~~~~!~;;~~~~~~~~~~~~~~~Ii~~~1~~~~:~~ heti1 as he knew himself for a naitor. . "Your facegl1lW!i gaunt 
11 IlItd he nodded, "You 

"Stop!" he cried 115 the page began to tum, "";::'b~~~~~~~~~~~ I. Therune boot is an 
'MlUid save your sight. your mind, your ~ery SOUl , my lcaving was 
)'011 ....:' long ago in the Desert of Ell.. , 

Slowly MyiakluioD loolr:ed up and .miltd. EYen 
'NIl$ a real.mile, bBnishina: much of hiJ cutomary wliliij~ 

;l\'''''''' a .. .,wb" I shall havc the time 10 write 



Welcome. Gamemsster, to White Dwarf's absolutely brilliant Paranoia 
adventure. Amongst the microscopic type crammed into the next 
six pages you will find many things to thrill you, including lots of 
spiffy random tables for rolling on, some absolutely unbelievable 
enemies to drive PCs up the wall, and of course lots of jokes about 
roleplaying gamesl Won't this be fun? Needless to say, any 
Troubleshooter reading this far should report Immediately to their 
nearest Termination centre and have a nice day. 

Alright , you say, what's the scam? Well button your lip, bub, and 
I'll tell you a story ... You know what High Programmers are like, don't 
you? Always fiddling about with their knobs and peeking and pok
ing things. Recently, an irresponsible high programmer brought some 
old files to the attention of the beloved Computer. The dusty old 
tapes gave some skimpy accounts of an Old Reckoning enter
tainments centre, known as IlM Sector to those few people who 
hedn't forgotten It long ago. The Computer has now remembered 
it again, and has noticed a distinct rise in electrical activity In the 
past few days. Rattling through logic circuits several million times 
as powarful as the human brain it has reached the only possibla ex
planation for this - the Commies are hiding therel The Computer com
mands that a team of responsible Troubleshooters Investigate the 
area and check whether the area is indeed infested with the linle 
red fiends. The Computer would also like a map of this place, and 
of course there may well be some of that good old OR technology 
lying about, which the High Programmers would just love to get their 
hands on. 

All well and good, you say. It's obviously one of those adventures 
where the Troubleshooters go off 1010 the wild lands and particlpete 
in all sorts of wacky Old Reckoning encounters. And of course you'd 
be wrong. You see. IlM Sector wes once part of the Fantasia Com· 
plex. the world centre for action amusements and live action roleplay
ing Isee, we said there'd be plenty of gaming Jokes). For neariy two 
hundred years Fantasia has lain dormant. but Just under a week ego 
a group known as the New World Explorers entered the complex and 
managed to activate its long-dead systems. Unfortunetely thay had 
no idea what they ware doing, and in fact restarted the Fantasia cen
t ral entertainments computer just in time to participate in the runn
ing of a scenario called Deadfyvilfe · Town Of Undeath. You may now 
snigger to yourself at all the amusing possibilitIes for violent death 
this name conjures up for 8 few seconds ... 

MISSION ALERT 
: ATTENTION TROUBLESHOOTERSI ON CE AGAIN YOUR 
LOYALTY TO THE COM PUTE R HAS BROUGHT YOU THE 
HONOUR OF BE ING S ELECTED FOR A MIS SION OF GREAT 
IMPORTANCE! 

: YOU WILL ENTER ILM S ECTOR. YOU WILL GATHER INFOR
MATION FOR THE COMPUTER. YOU WILL RETURN WITH 
VALUABLE OLD REC KONIN O TECHNOLOGY. PLEASE 
REPORT IMMED IATELY TO THE TROUBLESHOOTER BRIEf.. 
ING CHAMBER IN OWN S ECTOR FOR YOUR BRIEFING. 
THANK YOU FOR YOUR CO-OPERATION. 

Give this to your players. Watch them get very excited at the pro
spect of all the fun they are about to have. Then give them their in· 
dividual mission objectives. Six of these ara presented below, With 
additional details to allow you to fine tune them to existing charactars 
from your own campaign (campaign? you run a camP8ignl). 

MISSION OBJ ECTIVES 
1. If you have two PCs in the same secret society: Inform one of 
them that his opposite number is suspected of passing information 
to a rival secret society. It is suggested that the traItor be terminated 
as soon as possible. {Of course, you could tell both players this, and 
maybe others will be taken out in the crossfire, which could be fun!. 

2. If a PC is s member of the Romantics, Pro-Tech or a spy for soother 
Alpha Complex then: Inform the player that the secret society sources 
have heard a TUmour thst IlM Sector is 8 treasure trove of Old 
Reckoning TeChnology. Brlng back as much 8S you can end you'll 
go farl 

3. If there Is a member of Internal Security present: Tell the player 
that his superiors suspect the team to be infiltrated by a Commie 
spyl Of course. the uncovering and enthusiastic execution of a traitor 
or three will lead to s commendation. 

4. Any members of PURGE, Frankenstein Destroyers or the 
Humanists can be told that IlM Sector is rumoured to hold 
surveillancs equipment that could be useful to the computer. Under 
no circumstances should such vile machinery be allowed to enter 
Alphe Complex Intact. 

-rH~ALLNe! 
-COMPUTERi 

HoRRoRI 
REAL ACTION SHOW 

5. Warn one of the PCs (anyone w ill do but a good GM will pick the 
most paranoid) that both the Team LBader and his second in com
mand are suspected Commies, Muties and traitors. Any orders they 
give aren't worth zip, and should be treated with the utmost distrust. 

6 . Any Armed Forces member can be informed that Internal Securi· 
ty is hoping that this.mission will feil. This'll ther be used as pro· 
poganda by Internal Security when approaching the Computet fat 
additional resources. This player must uphold the reputation of the 
Armed Forces at all cost. 

Alright, referee, that's the secret pen Out 01 the wt¥i; now do your 
stuffl 

THE BRIEFING 
By now you s~ould have chosen one of the RCs as Team Leader 
(alright, do it h,ow then, and don't forget to adJ!!5\. his security 
clearance accordingly while you're about It). The PCs can then come 
together at the brlefjt)g, where they are Joined by four other people. 

Chrfu·I: A well dressed CPU service group beaureaucrat assigned 
the onerous task of getting a load of loud·mouthed TroubleShooters 
into IlM Sector and bacJr.As you may have guessed, Chriss·1 hates 
Troubleshooters for all he is worthl 

G8rrr-G: A father scruffy member of PlC, his task, here is to impress 
upon the PCs that tl'1e Computer is being very generous with equip
ment for this mission. He goes on to say thst as such kit is in short 
supply they really should be c8refuf with it. please. 

l.t>ui&-G: The R&D representative; he says very little. except that the 
team should expect the unexpected, that there Is nothing to fear 
except fear itself, and that a stitch in time saves execution. Oh, and 
that R&D have got some really Interesting equipment for you guys, 
which he'll show 'em In a minute. 

s.uJ-.G: He won't say much, but 8S a member of Power Services he 
won't get the chence to. Oh, but the PCs will find some really ex· 
citing Bnd inttlffJs ting power sources at ILM Sector. Honestly. 

Once everyone has saicfttieir party·Plece. lOuls-G suddenly snd quite 
inexcusably accuses Power Services of trying to get access to Old 
Reckoning Technology before R&D, and a short but heated argument 
ensues, during which the team is forgotten. Anyone interrupting will 
be fried by one or the other of thefT\.. (Ceiling clone 21 Calling clone 21) 

When the debate finishes, and aU bodies haw been cleared away, 
Chriss·1 reads the mission alert to the Troubleshooters, and then sterts 
a rather long speech praising the Computer's choice of the team, 
Suddenly though, t,e gets tough, asking the PCs questions about 
the alert and reminding them that screw·ups are e treasonable of· 
fence. Finally, af)d with a glint in his eye that the PCs won't notice. 
he implores them -to pJetlS6 ba cafflful. 

Once Chriss·1 has finished, the other sarvlce group rePresentatives 
ask for questiops from the li'oubleshoote1'S. Of course, the team will 
have plenty to ask, won't they7 Not that they'll geLa.Bvaight answer 
out of this motley lot" of COUtse. In fact, it might be a good Idea to 
have the Computer end the briefing itself. After all, you don't want 
to spend precious vapourlsiog time answering silty questions, do you? 
(You see. the Computer can be your friend as wellll 

Once the silence has got too embarraSSing to bear, Gerry-G takas 
the Troubleshooters to PLC where they are issued with equipment 
for the mission ahead, under the bounteous generosity of the 
Computer. 

EQUI PPI NG THE TEAM 
Gerry-G takes charge of the outfitting personally Ihe doesn't want 
these schmucka running around In his nice labs unless he can see 



'eml); this, of course. means it won' t go smoothly. The PLC person
nel look down their noses at Troubleshooters, and Gerry-G has this 
tendency to forget what he is talking about halfway through a 
sentence, so it can be guaranteed that a chaotic kitting out will result. 

Eventually, though, each character will receive the following: spste 
bBrref for eBch of their laser pistols, a sJugthrower with 20 rounds 
of solid slugs Bnd 10 rounds of HE ammo, 5 grenades, a laser rifle, 
a sleeping bl1f/, 2 dll'(S compsct rations and a canteen. The Com
puter, bless it has also authorised Gerry-G to distribute the follow
ing Items amongst the teem: flamethrollWr, 1 ica gun, a multicorder 
modal 1 with 2 programs (players' choice), a pocJcet assa~ a radia
tion detftCtor. 2 5-man (Mrs. 60 metrBs of rope and a 'O-litre Wtlter 
bottla To cerry all this, the team has also been assigned a model 
816 Flybot with standard armaments laren't you going to have a lot 
of fun with that, eh? ). 

The PCs may buy extra equipment with any spare credits thay have, 
but Gerry-G will feel very offended if this happens. The Computer 
has already provided them with all they need, so buying more is doub
ting the Computer - and that 's Treasonl 

R&D 
As always, R&D have some of those new toys that make refereeing 
P.,.noM such fun. After lOtting out the Troubleshooters, Gerry-G 
sends them next door where the usual array of oddballs and jerks 
await them. The gadgets on oHer inctude the following: 

MultlsMlIOt Mission Recorder: GWN-R&D-76-17 A totally reliable 
audio-visual recorder, comes fitted in a handy helmet. Whatever the 
wearer sees, hears or says is recorded for posterity. Of course, you'd 
have to be a complete fool to wear this, becausa as soon as the 
adventure ends the Treason points will mount up like nobody's 
businessl 

Personal Force Shield: GWN-R&D-11-OO A small hand-held unit that 
creates a metre-wide force field in front of the character. The shield 
produced should be treated as being an equivalent of Kevlar armour 
with mylar coating. It malfunctions 50% of the time, with results 
that are left entirely to your discretion (hehl heh! hehO. 

Right Pack: GWN-RII.O-19-66 The archetypal jet pack, giving 1 man 
easy-to-control sustained flight. It malfunctions at your discretion; 
If It does, it results in the jets going on to full power and flying as 
high up Into the air as its fuel (or a roof) allows before cuning out 
and doing falling rock Impressions I 

Mltgnetic Induction Hand CarvIOn IMIHC): GWN-R&O-27-30 A handy 
new' weapon this, the MIHC consists of a lightweight power unit 

II and the pistol-like . It works using a 

You should I 

I fire a metal bolt 
of an AP round. 

is given about these items. Don' t tell 
really do - let 'em enjoy the thrill of .ii; ,oo.',ri'-, 
A PEACEFUL FLIGHT TO ILM 
The Troubleshooters can now load up their flybot, and set oH for 
ILM Sector. The bot's brain has been fed the location of ILM Sector, 
but the team leader wHi still have to give it some flight instructions 
lor more likely order some poor sap to do it for him). If the PCs are 
unfamiliar with frybot operation you can have endless minutes of 
fun, as suggested in the GM 's Book. However, please try and be 
careful not to wipe out the entire party Just yet. This would give your 
game a rather 'shon' feel to it, which means you ' ll have to find 
another scenario to fill the next three hours. Stick to scering them 
and save the really violent stuH for later, ok? 

Ii IlM about an hour, with the flybot mak-
1700 hours. This 

~;}'t~i~~~~:~~: falls. 

1~~~}~~~~~iE 
'h, 

From the air it looks like a single lozenge-shaped dome rising about 
100 metres above the ground and covering an area of several square 
kilometres. The ground around it is fist - unnaturally so, perhaps · 
With signs of Old Reckoning roads crossing it, but overgrown with 
some strange icky green stuff Igrass alweys looks Icky to Alpha Com· 
plexers). There are a great many cavernous entrances to the Sector 
ringing the ground level of the structure. mostly surrounded by 
peculiar Old Reckoning writing, now much-faded and illegible. 

Several helicopter pads are suspended about three quarters of the 
way up the walls; the flybot can land on one of these (though perhaps 
not without a problem or two. depending on whether the team has 
suffered enough on the flight to the sectorl). The locations of the 
imponant entrances to ILM Sector are shown in FiguffJ '; please note 
that these are shown slightly out of scale (panly to make them clearer 
but mostly because our map artist Is permanently drunk). 

extra-Special Highly Important Note: You are JUSt about to let your 
players loose in ILM Sector. Never forget it is s very, very spooky 
place. being large. empty, silent and menacing. Turn on the tension; 
make 'em shakel Also bear in mind that nothing in this building is 
familiar to the PCs - describe everything in terms of an Alpha Com
plex feature. 

MAKING AN ENTRANCE 
As we've said, there are two types of entrances to ILM Sector -
helipads and ground level entrances. Read on and we' ll tell you alt 
about them. 

HEll PADS: There are ten of these, each identical, and each arrang
ed around the outer wall at a height of 65 metres. Figure 2 shows 
a cutaway through a typical hellpad terminal. It Is simply large and 
cave-like (complete with stalactitesll, dotted with rotting seats. A 
glass screen protects this grotto from the noise and blest of a lan
ding helicopter. The large doors (1 1 are invariably locked. Steps lead 
down to cunningly-dlsguised Items called elevators (2), which the 
team may hava some trouble finding. 

Note: The use of firearms to break through such doors will lead to 
the activation of ancient security and sprinkler systems, resulting 
In a deluge that will cheerfully soak all the Troubleshooters. A power
ful foam spray will slso be fired at the flybot; any PC unfortunate 
to be hit by the spray (yourchoicel will have to make a very difficult 
check against strength or be knocked oH the landing pad (wheeeeee 
splat II. 
After such diversions, the PCs can senle down to working out how 
the elevators work (check against engineering or technical services 
skill). When the alevator arrives, though, It will contain a securibot 
If they set oH the sprinklers or If the elevator arrived aftar a failed 
skill roll ; if not, why not stick one in anyway? Each alevator can hold 
six people or people-sized things, and will take its passengers straight 
down to ground level. 

Securlbot: Fantasia securibots are roughly man-sized cylinders which 
walk about on legs. They are equipped with a pair of powerful 

used to carry troublemakers lIWay to 'The 
is mounted around the bot 's waist, 

with a 50% chance 
at diff8f8nt targets. 
plate armour. 

details see 

1. A trip wire planted by the New World Explorers. Arrv 
or leaving via this route will have a chance of setting it off lat your 
discretion, as usuall. The booby trap it sets oH Is a simple one - there 
is a shrapnel bomb at either end. The blast ares Is a 4m wide strip 
between them; assume the damage it causes to be equal to 6 nee
dle guns being fired at once (ouch!). 

2. n cket dispensers. These do not work, but then again they look 
like very open confession booths to the PCs , and it Is 
conceivable that they will try and use them as 
50 of them, arranged In B circle. 

3. Elevator, connecting to a 

iI Ithe ubiquitous 
tha way? -

~~;~~~~~~~ ~;.;,,;;~~ or destroy them to continue 

, which stretch from floor to ceiling. A very 
may even recognise them for what they are. 

Note: An observant Troubleshooter msv notice some fresh footprints 
in these on the floor that have quite clearly not been made by the 
team. They lead all over the place. but mostly towards the strange 
rotary devices (the turnstiles. dum-dumll. 



ROUND AND ROUND IN CIRCLES 
Beyond the turnstiles, the Troubleshooters will find an open road
and walkway. about 30m wide. Way above it is 8 high domed roof 
where orange and white lights flicker on and off (cue simple-minded 
Troubleshooters gawping upwards and going "Gee. look at the pretty 
tightsl"l. Strange, unidentifiable noises echo all around; 
Troubleshooters are advised to be on the alert. 

This Is the ring-road, the doughnut, that acts as 8 central core for 
all of Fantasia's activity centras. Once upon 8 time, loud music and 
holographic displays would have thrilled crowds 8S they passed along 
to the central gaming areas. On the outer rim of the roadway there 
is a magnetically-levitated shunts train. There may well be some car
riages for the thing lying idle nearby (your choice), If the team elects 
to try out this new method of transport, there is a lOO,*, chance 
of its malfunctioning. Once averyona has stepped aboard, the train 
automatically stllrts up. slowly accelerates up to its top speed of 40 
km/h, and then cheerfully refuses to SlOp] PCs that do not jump off 
will find they have a long, repetitive journey ahaad of them, as they 
circle the 2km track every three minutes. 

Around the inner edge of the tlngroad are the remains of various 
amusement and entertainment centres. These would once have In
cluded shops, restaurants and bers, all dotted with an alarming 
number of real action end video games. Almost everything hera hes 
been removed by thieves end scavengers, but if the team were to 
spend the next few days excavating they may well find some reatly 
axciting archaeological artifacts, such as squashed gum wrappers, 
dropped coins and the like. However, if you want to have some fun, 
allow them to grub around tor a few minutes and then miraculously 
kick something in the dust. Then let them roll e dl 00 on the follow
ing Patent Old Reckoning Technology Oodgy Oevice Random Oeter
mination Table I'" applied fori) ; 

Dr. ION Object Description 
01-10 A holo-bllJde, consisting of a pommel with a stud on 

It. Press the button and a holographic image of either 
a sword or dagger is projected from the and of the hilt. 
This blade has no effect on humans, but will do quite 
spectacular damage to Central Gaming Area bots. 

11-15 Infra-red laser gun, which looks like an incredibly an
cient slugthrower. When fired, it makes one hack of a 
bang, but nothing comes out of itl It hilS no effect on 

humans (though insect-brained Troubleshooters may 
believe they've been shot anyway), but has spectacular 
effects on Central Gaming Area bot8. 

16-25 A thermos flask, with a 50% chance of it containing 
cold coffee. 

26·35 A toy walking!talking robot; there Is a 50% chance of 
it working and scaring the PCs to deathl 

36-45 An electric tricycle, which unfortunately Is no longer 
operational as Its batteries are long dead. 

46-55 Advertising brochure for Fentllsill (vile commie pro
poganda that must be vapourised immediately). 

65-70 A smsll cloth bag holding a large selection of many-sided 
dice. 

71-80 A disposabllJ music-pJllytJr that is still capable of render
ing some perverted Commie torture-music celled 'The 
Rocky Horror Picture Show and 100 Other Ghoulish 
Oelights' at an ear-splitting volume. 

81 -90 A motorised sklltebollrd. 
91-00 A portable ta/aphone. Pity the PCs don't know anyone 

to call; however, if at any time the adventura begins to 
flag you can always have it ring and deliver some 
especially intriguing messagel 

As they troll around the ring road, the Troubleshootem may freelv in
tamct with the carefully developed and subtly pre-planned inhabitants 
of tha Ring Road Random Encounter Table. Anytime you get bared, 
simply roll those dice and let 'em have itl Keep the action flowing 
and the PCs on thair toes and they'll neWlr notice that you're mak· 
Ing it aU up as you go along. However, as before you shouldn't kJlI 
all of them - not just yet, anyway. All the stats for the NPCs are 
assembled together in the NPCs section at the end. 

Die Ron Encounter 
01-10 A single securibot of the 'shoot first and ask questions 

later' mentality wheels Its way around the corner, guns 
blazing. It has the same stats as the earlier one. 

11-20 A terrifying phantasmal Image, produced by ancient 
hologram projectors. floata down the corridor. It shows 
a giant, black-eared creature in red trousers being at
tacked by an enormous rubbery dog·like being. The holo
image once have had a soundtrack, but now It's 

jU"~'~;r~~~;j l::~~;:Fi¥fH~~~ 21-30 A :~:,'~'~h, 
31-43 

44-55 

" corridorl 
56-64 come running out of the 

a pot-ahot at the PCs 
tha corridor! 

carefully stage an ambush of 
of a ruined shop. And than run 

j corridor. 
An escaped zombie from the CeI1tral Gaming Area stalks 
up and attempts to eat the nearest PC. 

85-93 A pack of 3010 ralS pours round the comer and charges 
straight at the PCs, squealing and shrieking. They will 
actually stream straight past the team and head for an 
exit (though the PCs won't know this). 

94-00 A yeti from an earlier Fantasia game shows up and 
decides it wants a fight. 

In Fantasia, there were II, '~::~~d:;o:~:"~,:~:;;i~;~;:'!:~~~:~ to view the game being ."., __ ". 
large halls !four in ell) can at regular intervals along the 
ring-road; they also give access to the Central Gaming Area Itself. 
Fortunately for you, their audio-visual systems seized up long ago. 
so the Troubleahootars will enter the Gaming Area without know
ing what is ahead. See Flgur~4.forltilelayout of one of the halls; 
this the key to the map; MPUTER 
1. Entrance. 

EAL CTIONSHOW 
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4. Seats. These are arranged in rows of aight. and they ara in sur· 
prisingly good condition considaring how long they've been here. 
though they ere very dank and dusty. 

5. The stage. This is about a metre above the sloping floor of the 
auditorium, and can be reached by means of the small stairs at either 
side. The left hand side of the stage is covered In dust and debris, 
where a psrt of the ceiling appears to have fallen In. 

6.l...eft wing door. blocked by a large concrete block which fell from 
the ceiling sometime ago. It leads to a complex of dressing and equip
ment rooms, but the team ain't gonna go this way anyway so we're 
not going to detail them. Us. lazy7 

7. A very large video screen, now cracked and shanered. 

8 . Steps down. These lead to the Central Gaming Area. Originally. 
the various stars of the game would introduce themselves to the 
audience from the stage, before descending the steps to begin play. 

THE CENTRAL GAMING AREA 
Encourage the team to descend the mysterious stairs from the stage. 
Be Inventive In your method of doing this, Of simply send a pack 01 
securlbots In through the main door while they are on the stage. Be 
subtle. 

At the bonom of the stairs there is a heavy steel door, standing slight
ly ajar. The combined strength of two Troubleshooters Is needed to 
push it open. whereupon it will, of course. screech like all the demons 
of hell let loose. Beyond it, a dark metal corridor leads off for perhaps 
150 metres, before ending in another solid door. This corridor has 
nothing especially deadly In it, but It echoes like heck. Every ten 
metres one of the Investigators thinks he or she hears voices or 
footsteps, and will have to stop the party and listen for them. The 
echoes die away, and there is complete silence. .. As soon as they 
start walking again, the same thing happens, and so on. 

The door at the other end is smaller than the first. and needs only 
a push to open. Once everyone is through, the door screeches back 
into its frame and locks itself with an ominous click which echoes 
away down the new corridor, which is narrow and apparently made 
of stone. The floor, though, is wet and slimy and the air is pervaded 
by a terrible stench, obviously ceused by the watery stuff which Is 
dripping from the ceiling. Above the passageway (and unknown to 
the team) there is a large chemical tank which has been steadily leak
ing its contents for several decadas. As a result. the air in this 
passageway is now poisonous. Treat damaga done by the poison 

as equivalent to a weapon on Column 5 of the Damage Table; damage 
should be rolled for every round spent in the corridor, which inciden
tally Is forty metres long. 

At the far end of this noxious place, some shallow steps lead up out 
of the ground. As they approach they should realise that the sound 
of dripping water has not ceased - ahead of them is the sound of 
rain hining flagstones, punctuated by an occasional rumble of dis
tant thunder. The Troubleshooters have arrived in Desdfyville (cue 
loud blast on organ - DEEDLE DEEI Deedle Deedle DEE DEEIII. 

DEADLYVILLEII 
The village of Deadlyville currently occupies all of the Central Gam· 
Ing Area. All of Its wooden houses are tall and decidedly Gothic, their 
darkened windows gazing emptily down like the baleful eyes of the 
dead on the rain-swept settlement, All, that Is, except for one house. 
where an illuminated upper storey window glimmers down like a 
beacon through the storm. (Isn't this a truly great bit of writing? We 
bet you wish you could write Pttrsnoill scenarios as good as this onel 
Ahem. back to the clich-e-5. .. ) The steps from the passageway rise 
up out the open mouth of a grave, and the Troubleshooters find 
themselves in the centre of a graveyard, decorated with the tradi
tional crosses, statues and headstones. A mist starts to descend, 
damp and cloying, and the silence, If anything, gets even quieter ... 
The thunder rumbles overhead, punctuated by brimant flashes of fork
ed lightning which flash across the sky with a light almost as bright 
as 8 Troubleshooter gening vapourisadl 

Through the mist, the Troublashooters should Just be able make out 
the grim shape of a small, spired church; through its stained glass 
windows an grange light fUckers wanly. Sombre organ music floats 

f~Wri 0,( "lh.r.'breeze. All of a sudden ... 

'hi~g Qffh ~" WeJrterrupt t,tUs dead axciting bit with an im· 
pd'i1ant Message. Deadl~nle is, like, HUGEl But since It's unlikely 
tfiit,ffie {lIlm·wllr ..... , I18t bevon~; Qf«Mrfard we haven' t drawn 
a map. '1ft, M know, but to.re Itji;' SFld t he Troubleshooters get 
~ w;a; somethl,n'l ~cted ypu will have to partake of the 
~&.hO~oured gaming 'ritual known as 'f-I lnglng It'. You should also 
!)eng v,our..,head:Jo tl18me tbilt'th.e POs hllY8 got one over on you. 
a ·sh uJd rea lve t i~ the bu • a\o,l p irst likely opportunity. 
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All of a sudden ... something large and dark craeps up behind a 
Troubleshooter and taps him or her on the shoulder. On tuming round, 
the poor linle Alpha CompteKer comes face to face with Count 
Dracula In all hie undead glory. The Count lifts his night-black cloak 
and waits 'Wooooaaaahhhhl' (you know. just like he does in 'Scooby 
000') and then tries to bite the PC on the neck. (See the NPCs sec
tion at the end for all his personal details.) 

While this is happening. the large leathery Gargoyle swoops down 
from the roof of the church, talons spread wide, and snacks the 
Troubleshooters from the air. 

After two rounds of unadulterated mayhem, frantic screaming and 
soiled underwear, the Werewolf and Frankenstein's Monster lumber 
out of the mist and join the fray ... 

This battle should give you endless seconds of fun as the PCs trip 
over gravestones in the dark, shoot one another, narrowly avoid the 
clutching grasps of the monsters onlv to run Into another one, and 
so on. If you want to simulate this banle on the table-top. give each 
of your players a Troubleshooter figure. let them place it In Its star· 
tlng position, then make them put on blindfolds. This will realistically 
simulate fighting undead monsters in a muddy graveyard at midnight 
in thick mist during a thunderstorm (well, almost - try opening a win
dow. screaming a lot and filling their shoes with mud to add to the 
realism if you wish. but don' t blame us for the consequences). 

When all the killing is O\'er give the PCs a few minutes to regroup 
net the players catch their breath, gulp down down some liquid 
refreshment and tear up their old character sheets) then hit 'em with 
this ... 

THE FINAL CONFLICT 
It all goes quiet in the graveyard. The mist begins to clear and the 
storm quietens a little. Slow IV. though, it dawns on the 
Troubleshooters that there is another sound · a scratching and rasp
ing noise. Without any warning whatsoever, and with a coordina
t ion worthy of a Japanese synchronised swimming team, a horde 
of undead Zombies burst out of their graves. The horrific creatures 
pull themselves up out of the ground in groups of 5 to 10, and begin 
to lumber towards the Troubleshooters (they may mumble ' Bloodl 
Blood! ' at your discretion). 

The Troubleshooters have two obvious choices. They can run for the 
sinister church with the flickering lights and sinister organ music and 



hope to find sanctuary (are you kidding?), or they can get out the 
way they came in - down the stepsl Of course, if they choose the 
latter they'll get about halfway down the passage before they 
remember that the door locked itself, By this time the ~~ombies will 
have reached the open graw at the top of the steps, end all means 
of escape wfil be CUt off. (The door, incidentally, has armour 
equivalent to plate. and should be treated as a vehicle for damage 
effects. Blowing this door off will give the Zombies access to the 
whole of Fantasia, and they will pUrSue the TroubleshootEtrs until their 
dying ... er, until they fall apart. ' 

Of course, Troubleshooters who feel that the church is; a safer bet 
are in for a big SUrprise. 

THE CHURCH 
As soon as they pull open the large oak doors of the church, the 
Troubleshooters find themselves confronted With 6 hairy men clad 
only in loin-cloths and huddled around a bonfire. They will, of course, 
tak.e up their arms and attack immediately, making nCI distinction 
between the living and the undead. The Troubleshooters will find 
themselves caught in the crossfire between half a dozen New World 
Explorers and a horde of rawning Zombies, all intent on killing theml 

While this ghastly scene of mayhem and bloodshed continues, let 
us look around this pleasant little church, as depicted in Figura 5. 
It's e rather small little place, sparsely decorated with 8 few statues 
and carvings, though many have been flung to the ground and are 
broken. 11 Is the pair of heavy oak doors, bound with Iron, which 
the team flung open when they arrived. 2) are the pews, carved from 
some strange brown organic substance that has been polished up 
to look like genuine plastic. At 3) we find the pews which would 
once have held an angelic choir. 4) is the altar, now just ,a bare stone 
block. And of course at 5) there is the bonfire, around which once 
sat six hairy loonies, who are at thIs moment killing the 
Troubleshooters ... 

JUST IN CASE 
SOMEONE SURVIVES ... 
And so we draw a veil over this sorry scene of death find carnage. 
But wait! you swy, my Troubleshooters are so hot they survived all 
this and are at this moment heading back out into the viewing 
auditorium with the intention of fleeing the place; wh~lt shall I d07 
Well, GM, get ahe, 'em. AU those Zombies ain't gonna let 'em go, 
now are they7 And there are bound to be some more uf those ker
azy New World Explorers, and securibots, and many more. Play the 
escape from Fantasia as a frenetic chase sequence and we can 
guarantee your PCs will have tun, even while they ate dying, Well, 
maybe. 

THE DEBRIEFING 
There is no debriefing, This adventura should not be survivable unless 
you've really screwed up your GMing. Any survivors who claim to 
have come from IlM Sector will, of course, be lying (thl~y may even 
be Commie spies trying to infiltrate Alpha Complex) and they will, 
of course. be executed for Treeson. 

But ... in the very unlikely event that a Troubleshooter deles get beck 
to Alpha Complex with a worthwhile piece of Old Reckoning 
Technology, then you may be merciful (pahl you'd never catch us 
being merciful). This is, of course, providing the player thinks up a 
good repon for his Troubleshooter and hands over a piece of equip
ment thet is both operational and of obvious practical U$e, You'll just 
have to grit your taeth and make a note to kill his Troubleshooter 
first next time. That 'll teach him. 

THE NON-PLAYER CHARACTER:S 
The New World Explore ... 
These loonies are a large group of travelling adventurers, made up 
of renagada Troubleshooters from another Alpha Complex. Their ex
periences Outside have driven each and every one of them crazy, 
such that they are now a group of homicidal maniacs - a condition 
that the reactivation of IlM Sector has only served to worsen. 

None of them wear any armour, because they have long since 
discarded all Alpha Complex clothing in favour of loIn-cloths and bear
skins. Howewr, the New World Explorers took with them all the 
weapons and survival equipment that they could. The result Is that 
the PCs may wen find a good selection of kit from the Other Equip
ment Table on their bodies. 

During play you can assume that each New Worlder h;~s the same 
abilities and skills: 

Prlm.ry AttributfJ3 
Strength 
Endurance 
Agility 
Manual Dexterity 
MOlde 
Chuupah 
Mechanical Aptitude 
Power Index 

Skills 
Basics III 

--- , 

Stu:ond.ry Attrlbutfls 
15 Carrying Capacity 
10 Damage Bonus 
12 Macho Bonus 
15 Melee Bonus 

4 AImed Weapon Bonus 
8 Comprehension Bonus 

18 Bellevability Bonus 
12 Repair Bonus 

Melee Combat 121 Aimad Weapons j2) 

Hostile Environments f1I 

Sllrvi!all21 
I I 

Knife (3) Projectile 13) 

Personal Development (1) 

40 
+1 

+3 
+10 

·3 
·5 

+15 

As mentioned earlier, the New World Explorers are all well armed: 
to decide what weapons they are using, roll a 0100 on this table: 
Dis RoD W_pon 
01 ·10 Hand laser 
11-18 laser rifle 
19-30 Energy pistol 
31-45 Cone rifle * 
46-55 Slugthrower* 
56-65 Slugthrower (semi-.sutornatic )* 
66-75 Bow & arrows 
76-B5 Sword 
86-90 Force sword 
91-00 Club 
* indicates you should also roll on the following table for the type 
of Shells used in the weapon: 

Dis RoN SheN TYfH#f f. A IoJ N£'ri 

~~~:g ~~~-~~~'-COMPUT"'.'"" 
61-80 HE 
81-00 AP 

Bots of the Cent~~~qirilp,,~~~!tn 
Most of the NPCs '"00<" 
separate categories - the 



Central Gaming Area bats. All the bats in the latter category share 
a common numanoid design, although their external appearance may 
vary wildly. Their bot brains contain programs which allow each bot 
to play its role in the scenario in question. However, just like the 
aUlhor, these programs have been corrupted. The bots cannot now 
distinguish between fantasy and reality. Nothing new here, you may 
say, most of White Dwarfs readers ere the same; but in this case 
It means that the bots are going to actively try following their pro
grammed motivations, and kill every they come acrossl Each bot has 
the equivalent of padding armour protection, but their abilities are 
quite different: 

Count DftlcuJ.: The archetypal vampire. tall, thin and dark-haired. 
He comes complete with fangs and flowing cape. Combat Skill -
unarmed, bite 40%. The Count's fangs are traated as Column 6 
weapons. 

The G,,,goyle: This ghastly thing flies on leathery wings Irocket 
assisted, of course), and attacks w ith terrible blunt stone talons. 
Combat Skill· talon 35%. Each counts as brass knucklas for damage 
purposes. 

WBIfIWOH: Large, hairy and with his mouth in a permanent snarl, old 
Wolfie is not a pleasant character. He leaps at his victims, attacking 
with claws and fangs. Combat Skill - claws/fangs 45%. They count 
as knives for damage purposes. 

Fftlnkenstein's Monster: This one is big and tough and likes stomp· 
ing on peskV little Troubleshooters. You know what old Frankie looks 
like - just describe him so he sounds scary instead of cutelln com
bat he just pummels away with hi s two oversized fists. Combat Skill 
- unarmed, fists 40%. Treat his hands as clubs for determining 
damage. 

their skin hanging away in 
Zombies sre truly 
and colours, and 

. To decide what to 
below. 

The Yeti: Though not encountered in the Central Gaming Area, the 
Yeti is of the same design as the other bots. This beastie is large, 
white and furry. Its two piercing red eyes lock onto a victim and con
tinue to stare at it until its attack is over. Combat Skill · unarmed, 
fists 40%. Treat its fists as brass knuckles when worldng out damage.. 

APPENDICES 
PC 5Bcurlty uNfm: This adventure has been designed ideally for use 
by a TroUblashooter team of clearances YELLOW, YELLOW plus 
ORANGE, or ORANGE. It is assumed thet Team Leader win be tem· 
porarily promoted to GREEN. If you want to use it with a higher group 
of PCs, make the bad guys tougher tool 

TIHl Cllvslry . Ssnd In The Clon8s: The Computer will only supplv 
clones whan the team is absolutelv desperste for them· whan losses 
stand at 50% or more. It will take between 3 and 4 hours for a naw 
clone to get to IlM Sector, end may then spend some time seer· 
ching for the others {though their trail of dastruction may not be too 
hard to follow). 

The Cooler: Fantasia has a good way of dealing with troublemakers. 
The securibots apprehend the offenders and drag them off to lock 
In small ceUs, hidden in a labyrinthine maze of corridors full of 
securibots and locked doors. Troubleshooters who are taken to The 
Cooler will never get out alive. Better still, don't waste time· kill them 
where thev standi 

Future Missions To ILM Sector: This sector is quite large, and the 
troubleshooters will only scratch at its surface during this adven
ture. Hidden within it are power generators, bot production and 
maintenance facilities, store rooms and maybe other Gaming Areas 
too. If your players really hatad this adventure, how' could yOU fail 
to sand them back here at the earliest opportunity? 

ACKNOWLEDGEMENTS 
Alright, hands up all those who spotted where we stole the idees 
for this adventure from then?: 
A wide selection of horror movies and spoofs, espeCially The Rocky 
Horror Picture Show. 
The Scooby 000 Show la great favourite of the editors). 
And Dreem PBrk by Larry Niven and Steven Barnes, Thanks chaps, 
and sorry we ripped you off. 

(This adventure was developBd for White DWBrf by (he ever·vigilant 
servllnt of Th. Comput.r. Marc Gllscoigne,J 
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Are you coming to Games Day '8e? If not, you'll miss &II thet ' s best in the games hobby. Now in 
its 11 th year, Games Day always attracts many thousands of enthusiastic games players to take part 
In two days of hectic gaming. The popular games, such 85 Dungeons & Dragons, Judge Oredd and 
Call of Cthulhu Bre always II strong feature, but you could join in SF{lantasy boardgamas such as 
Talisman, Kings & Things· and Arabilm Knights or historical Do8rdgames soch liS RaHwtJy RIvals, Warrior 
Knights Of Civil/sstion. You can buy games Of just browse 8t the many trade stands, including those 
of major manufacturers, look 8t the latest releases and participate in demonstration games. Even if 
you can ' t find 8 game to suit your tastes, you can bring your own 81009 - finding players will be 
no problem! There ' ll also be demonstrationa of 'real life' roleplaying and you can lind out about it 
at first-hand In the 'arena' i Game. Day '86 will be the largest event of its kind in the world. If you 
want to find out whet's new In games, come to: 

Royal Hortlculturel Sodety'. New Hall, 
GreYC<lat Street, London SWl 

Saturday 27th & Sunday 28th September 1986 

The 1986 Game. Day Award. will be presented at Game. Oa.,. '86. It has been decided by the ewarding body that the 
Awards will be decided prior to the event by postal ballot. AU you have to do is vote for one item in each category, writing 
your choice In the space provided and send in the completed Voting Form, duly signed, to: Games Day Awards, Games 
Workshop Design Studio , Enfield Chambers, 14-1 6 Low Pavement, Nottingham. NG 1 70l, to arrive no later than 12 
September 1986. 

ROLEPLAYING GAMES'" 

A . Best Fantasy Roleplaying Game 

B. Best Science Fiction Roleplaying Game 

C. Best Contemporary Roleplaying Game 

D , Best Superhero Roleplaying Game 

E. Best Roleplaying Adventure 

F. Best Roleplaying Play Aid 

G. Best Solo Gamebook 

BOARDGAMES "" 

H. Best Fantasy Boardgame 

I. Best Science Fiction Boardgame 

J . Best Historical Boardgame 

K. Best Family Boardgame 

NOlO: Please vote for proprietary games, not classic 
games such as Chess, Go, etc. 

Definition.: New Games are any released at or aftar 
Garno Da.,. ' 85. Femily Game:s include any game with 
general appeal. Contemporary Games are ony with their 
background based in the Twentieth Century. A Fan 
Mag(uina la any maga:tine produced by amateurs. 

MINIATURES FIGURES. 

l. Best Fantasy Figures Manufacturer 

M. Best SF Figures Manufacturer 

N. Best Historical Figures Manufacturer 

O. Best Miniatures Rules 

PUBLICATIONS ... 

P. Best Professional Games Magazine 

a. Best Fan Magazine 

NEW GAMES '-

R. Best New Roleplaying Game 

S. Best New Boardgame 

T. Worst New Board or Roleplaying Game 

OTHERS,," 

U. Best Games Manufacturer 

V. Best Games Inventor 

W. Best Games Personality 

Sender's Name: ..... 

Address: .... , .. , ............ " ............ , ................... . 

I hereby declare that I have voted only once in the 
1986 Gamea Day Award. ballot. 

Signed: .... ......... _ ...................... . 

Games Day IS an annual event organised and sponsored by Games Workshop limited 



MEET 
IAN LIVINGSTONE 

AND 
STEVE JACKSON 

AT 

.Jun when ... '0' ~ trH;Wing --rthing up from l.ondcNI to NoIl~ __ ;". 
rirrM to , .. , It .II bKkl 

T1R ;. 'N ,.,.;n _, of tIM I'N' on 'N gaming cMndM. " 'f )'011 dtMtce to ... 
.. 'M di"-nt compw>iu. .. thtI difffrenl ~ma Mtd .. 'M IIfII'OnderluI CM~" 
pthMwd IIftdw 0fM 1001 in c.n~ UJndon. l'Wo rWys J»Cktld wirh "'*' Sf'" com
petiOOfls. quhz ... _~ Mtd loU o( (JMnU/ 

WHAT'S ON'-------
• AD&D CompetWon • Trade Stands 
• Demonstration Games • Chaos Chat Shows 
• Games Day Auction • Quizzes 
• Live Roleplaying Displays • Figure Painting 
• The Games Day Awards Competition 

~: The Roy.! fflNtkultur. Soclflty 
HoI/, ~t $'fHr. I.Dt!dot! sm. 'lIM 
10 \oklon. '" Sf hm,.' Plrlr lube& 

AI.Q. bel." will N (IJI1II/ng from G.IIIfI. 
IM:Itkshop mop. Itt SJ>./~. M,n
c"..rer, N,wcut'-, 'IfH't. NotlirlgMm 
.nd IJirmirIghMrL ContK/ me .An 
_~r lot thl"" 

COMING SOON •.•• 
o.tN.~: 
,s,.t~ 21th s.plwnbw 

(IO.JOwrt.6.00pmJ 

~~~~~~~~~~=~~ ~ 28th s.p~ (1aoo.m.6.C/OpmJ 

TICKETS ------
lmpDdMrt NotJcel Due IrJ fim regul8tions. we must limit th6 numlw of pllICU 
.t G'fTI6S OIlY this ves,- Consflquently, there mIIY ~ • limit (0 the numNt 
of people we can admit at t!HI door. 10 fflIIke sure of YOUt ticket. writ. to 
G.f'fI6S Dsy, Games Workshop Mail Ord6r. CfHlwton 5tfHt Hilf Top, 
EIIStwood, Norringhllm NG16 3HY, enclosing II stl1mpN uIf·lJddffJSSN 
envelop«. 

Buy your Gllmes OilY ticket now 
£7.50 fHlr dllY 

IMPORTANT: Ibu MUST rei ... " ,..., _I • .k1llnWr neal ~ • ~ neal 
RJIfTHEIfDETAIIS: vmr. fO S_BM., a.m. ~ , DMIinf&.,,; H~ 

W6 or ,.",~ (01)7",·3445 
H£LI'ERS: G.mt1, Kobtbhop require ,ble·bodirJd, inrM/lgM, .nd ,ophiltic.lfId 

hel".,. to join lhe G.me, Work&hop IroN • • , G,,,.., 0IJl( If )'IX! would Ij/C. to help 
• ~rticul.rly 1f)VU would lib to tun. dtlmonlt",!on fl.".. - conflICt Stew &/C" 
., ,he .dd"u 1Ibow. 

-
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A man who getS 10 sit around all day at Games 
\\brksbop • and do Mlhing but paiN figu~$! 

Little did Colin Dixon realise that when he 
entered the Chaos Banlc Banner competition in 
the Ciuuhl Compendium m. he would win .. . 
Modest little chap. Lin.ledidhe know thai-IS 
adirect resull «his winning - John Blanche 
would actually offer him ajob .. . Linle did he 
know' that one day he would appear on the 
pages of Whitl! DM,urf- a maguine he ~ad5 
every night before going to bed ... In facl, Colin 
didn't know a great deal, except about figure 
painting, al which he is moderately brill. OK, 
quite brill. Colin is a150 worshipped by an 
obscure: sect ofCthulhoid entities. Oneofthese 
sta(Cmcnts may be a lie. 

Chained in a small, darkened room by the 
edirorial bullies until I agreed todo 'Eary 
M~ud. No food for days, oowalef,juSI 
notepaper and chewed biros pushed under the 
door, .. So ... 

In The Beginning. .. 

There is nothing worse than finding a flash line 
on a figure. sathe firsljob is to clean offall the 
bits of excess metal- the flash lines and the odd 
lumps that gel left on thecasting. A sharp blade 
and modelling files are the best tools for this 
job. Becareful doing this, as painting figures is 
a lot harder with stumpy. shortened finger
ends. Once this is done, the figurecan be finn
ly fixed to a base, using some sort of epoxy 
resin or supergiue. 

If you want the fl8Ure to have a scenic base. this 
is probably the best time to do the modelling
because we don't want to get putty on the 
painted model, do we? Scenic bases are easy to 
construct using any rommert:ial modelling put
ty (Millipul or Tamiya putty etc) There's no 
need to buy any speciaJ tools, as I find a (om
pass point or a pin are sufficient. Simply stippl
ing the putty with lhe point of the compass will 
giveaneffective grass finish. 

An easier way of achieving a grass effect is to 
mix sand and flock powder with PYA glue and 
then spread the resulting mixture on the base. 
Allow this to dry and the base is finished. lfyou 
leave the base until the figure has been painted 
and varnished, you can simply paint the base 
with PYA glue and then pour flock powder over 

it. All you then haYe 10 do is shake off the ex
cess. All of this means that you don't have to 
bother with painting the base. There are other 
methods, but these are the three that I use. 

LurkinG Just Beneath The 
Surface .. , 

After the base is fmished. I undercoat the 
figure - using a malt white carbody primer in 
most cases. On !he other hand, if the figure is 
heavily annourtd, it gets a coatofblack: under
coat, as this gives a better base colour annour. 
Once this base is thoroughly dry. I put a wash of 
(usually brown) ink over the wbolefigu.re. This 
helps to pick out the fine detail. 

Once all this lothasdried, the reaJjob of pain
ting begins. As far as paints go. I use a mixrure 
ofCjtad~J Acrylics and artislS inks. A number 
I or 2 sized brush is ideal as weU, because a 
good quality sable has as fine a point as a size 0 
or 00. and it can bold more paint at one go. 

Fig I: Conv~'ftd C/j ore flying MAG-its 
Dt alh Banntr 
Figs 1·10: Sampla of Colin's gftal shitld 
dtsiglu. 
Fig II : Manfrtd (Htroic Fighltrs) trom 
Cilad~/'s IUltSI boud Sf/. 

Fig 12: CI7 Sktltlon . 
Fig /J &, 14: Sauron Ih~ Dark Lord &, GUlldal! 
Grt),hamt, ''''0 IIfKuming additians /a Ih~ 

Middle-tllflh ru"ge. 
Fig 15 & 16: Nt"" fj Pa/adi"$. 



________________________________________________ "'jIC§f§f,~£I!~)li(;:"~~!~::I~§f§fA/~;~'r]l]l:============================================ 
Fig 17.' Onl! of ,hi.! momhs nt'w CJS Chaos 
Wam'on. 
Fig 18: C2J 0sr, £UCU/U)TItr (alta/lab/I! nut 
month). 

19 & 20: Somt 

Ilddition to (hr eirod,1 Plastics Rangr. Tht 
Sktfmm Hordt. 
Fig 21: A.DD 86 MinOfauT-()nt ofCofin's best 
(Mini jobs 10 d(llt:. 

Fig 12: The Black Ace Orcs sland 

baliit. 
Fig 13 & 14: The Nt.,., SktftlOn Rtgi~n/ of 
Rrknow" &, 1M remadt BUgfflQIU D""o" 
Ranlff 's, coming soon from thl! Citadl'f 



________________ D~~~. ~~~.~~================ 
Flesh, Flesh! 

I always start a figure with the flesh. I p~fer 10 
stan work on areas of sbadO\lll and gradually 
build up 10 the highlights. The paint is thinned 
right down when applied in many layers like 
Ibis, and thecolours are blended on the figures 
as 1 go 00. 

The eyes sockets are covered in a darker tone of 
whateVer flesh tinll am using on the rest oftbe 
figure. The eyeball then gets painted white. 
Once dry (and this doesn't take long), a dOl of 
black in thecentn: of the eye sees it finished · 
unless you have a sleady enougb hand to 
~ a highJight in the eye. Faces gel finish
ed with a little red on the lips and cheeks, and I 
find that a ~ ofbluc ink under the eyes and 
around the chin gives a really haggard look. 

Hair and fur are possibly the easiest and 
quickest things to paint. Paint the whole of the 
furrylbairy area with the shade that you want, 
then use a wash of a darker toneovcr it. When 
all this lot is dry, mill. a little while into some 
more of the original shade and dry brush this 
aver the whole area. 

Dedicated FoUower of Fashion 

The clothing on a figure always looks more in
teresting when it is brightened up a little. 
Stripes. checks and dots are all quick and easy 
to do with a little practice. Why noc paim each 
trouser leg a different colour? Virtually 
anything goes. 

When painting iron or steel armour and metal I 
use three coloul1!: black, chainmail and silver. 
1be wholeofiliearea that needs to be "iron" 
gets painted black (which is why the black 
undercoat gets used on beavily armoured 
figures). These bits are tben drybrushed with 
cbainmail and given a highlighting witb 
touches of silver. Rust - on orcs or undead 
figures, for example - is easy to do using a mix
tureofred and brown. Run a wasboftbis mix 
over the whole surface and it will collect 
around rivets and joints. 

stoeJ is done in mucb tbesame sort ofW'll'/, but 
with a little more silver. A little biue, if mixed 
in the tinaJ silver highughts, gives an in
teresting effect. Gold, bronze and copper are 
aJl done in the same W'Il'/. but using brown and 
various shades of yellow to arrive al the final 
look. 

Chaos, Death and ... WIshes of 
Ink? 

Any colour - not just the logical ODeS - can be 
used in metals. This is especially good for 
Chaos annour. First paint the armour as though 
it were iron or steel. Then, using very thin 
washes ofiok, gradually build up the othercol
ours. Just make sure that each layer has dried 
before tnOYing on to tbe next. lftbis is used on 
weapons, such as SYKlrds, it gives lhem a really 
magicaJ look. 

Now that the Chaos annour is done, why not 
stick on a couple of runes? Everything looks 

and feels better fur a good rune. Or aJternative
Iy, why not paint metal armour without using 
metal paint? 

All sorts of metal finishes can be easily achiev
ed aJthough I think that gold, copper and 
bronze look best. The techniques used can be 
the same as for flesh and cloth, but il is best to 
keep away from dull colours. Washes of ink 
over metal bases are my favourites, but this 
does takes long time to reach a good finish. 

I like to spend quite a 101: of time on the shield if 
the figure has one. Iftbecentre boss is removed 
and the hole filled in (with something like 
Milliput), this provides a better painting sur
face - which)QU can reaJly go to tOWD on. If 
)QU are stuck for ideas, it might help to get hold 
of a few beraJdry or fantasy an books. Again , 
shields ruways look good with a few runes on 
them, ruthough my favoutitedesign - and the 
one I use most- is the good old skull . 

Bring On The Sticky Little 
Fmgers 

It only remains to paint the base. All finished . 
Or is it? Along comes your younger brother or 
a friend with t\I,Q right hands and with sticky 
little fingers - and "Sorry, didn' t mean to touch 
it. ,," Wipe away your tears and gel the varnish 
out. Personally, I prefer matt varnish, bUI J 
aJways give the figures a coat of gloss first . 

Right, that's it. Whatever the results, never give 
up. Happy Painting. 



-INTRODUCTORY OFFERS-

Wyrms Footnotes conteins 
artiCles for Runequest 2, 
every bit 118 useful now lIS 
when ftfSt published _ral 
years ago. We h8V8 limited li5§~§;:§;J 
supplies of jssues 11, 12, 13 
5. 14 · rare coII&ctOfllItem .. to be sold on eli.s! 
come, first served buls. 

[1.95 _h (ple"e apecity whlen iSS005 

you require wh&fl ordering I. 

TEENAGE MUTANT NINJA 
TURTlES ADVENTURES 

£4.95 ------

LEGION OF SUPER· 
HEROES 1 

Ente, the world of tha 
Laglon of Super-Heroes. 
Conteined In thiS 96 page 
rafarenca ere detsils of all 
37 lagionnalres. plus af
ticlas on thair aquipmant, 
foas, alllas and history. 

£6.96 -------

MIDDLE EARTH ROLE PLAYING II HEllO IIEMTlAIIY 

£4.95 

G.""" 

A complete fole·pll"/';nll gamll gama $lI1 on I complex, intrigu
Ing planln. The boJ«wj edition Includes four booklet. providing 
fullll, background and an Introdt.oclofV cempaign 0lU5 stunn
ing Illustrations by r;o-Buthor Mike TiIews, Sky realms of Jorune 
_ 8 complete roIe-plllYing game. on • c;omp.\ele world. 

£19.95 

-- COMPANION JORUNE; BURDOTH --

This book pl'Ollldas I 'culture peck ' lor the arll of ./oruna 
known as Burdol:h. It conte Ins uTlfriinas. datslled hiIlO,las, 
map •. IIhJ,trstlons, Dnd r;i!I$Crlptlon. of the gaography and 
ecology of tha aroa. plua numa,OIlS IconsrlOI end scenario 
outlines. 

£7.95 

_ 10 ...... _ 

-..:::r-=:-""::""7'""::- ,,". 
~---.......... -, .. ~ --""''''--''"'' ~ _ ....... -----_ ... -=---

A 32 f"ge scenario featur
ing Infinity Inc. Includes full 
background end SUllistics 
10f t~1 team members, plus 
8 scenario thet pits 11M! 
team ~l!IlIjnsl 8 menace mat 

is plenning to wipe out the human facet 

£4.95 ---.-----

FOUIl HORSEMEN OF 
APOI<OllPS 

Darksrtid, in his search for 
the ami-lifa aquatlon. has 
transf'~rmed four ordinary 
peoplll Into devastatingly 
powerful super..yitleins. Will 
the Justica Leagua of 

Amarici be abla to m.op tham and foH 
Darksald 's plen1 Find but in thi, 40 Plge 
Icanario. 

THE DOOMSDAY 
PROGRAM 

Tha 'raen ntans battla 
agai'18t Brainiac in a 
daSplralli bid to IllIcua 
Su~erm8n and stop 
Elralnillc', plen to nullify the 
sun' , gtevitstiomll pull on 

the earthl A full-length 32 page scenario 
featu ring DC's greetest heroes end vllilans. 

£4.95 -------

_lII ___ _ 

_ ........ _--_. _ .. -_1-,.,., .. _~u 
oom.';." ... _030_ .......... - .. ~-

GAMES WORKSHOP, MAIL ORDER. CHEWTON ST. HILL TOP. 
EASTWOOD. NOnS NG16 3HY 



WAR MAMMOTH 
OF THE 

UNDEAD LEGION 
Now manufactured ill 

Bntam this much sought 
after model IS available 

at £5,95. 
Suppiled as a simple kit 

in a colourful box. 

MAIl. ORDER 
from addfes$ al lOP of page 
Pay by cheque Of POmade 
out to Grenadier Models U K. 
Ud 
Alternatively, pay by 
ACCESS! BAReLA YCAJID. 
VISA (see below) Do DOl • • lDd 
cub or be.nk DOtH. 

ACCESS/ BAIlCLAYCARD
VISA CARD HOLDERS use 
yOUT credJt card 115 11 
COllvemeIll way of paYlIIg for 
mall order Crenact!er Figures. 
Older In Ihe normal way hy 
post, mcludmlj your ACCE:SSI 
BARClJAYCAAD-VISA number 

" ORDER BY PHONE VSlNG 
ACCESS/ BARCU\ TCAJU)· 
VISA the qwckest and most 
convemem method o! aU 
Call 0244 S36111, place your 
order and have aU your 
questions answered 
24 hour answennq service now 
In operation 

POST AND PACKING 
MaQazmes - post free 
OIlier Olden. 
value up to £6 - add SOp 
value £6 + - post flee 
The rales apply In UK and 
BPPO only 
Overseas I;ustome:rs - please 
send !RC for !"1l1eS 

MIDDLE EARTH 
BOXED SETS 
Set 3 sarLOB'S LAll\ £4.50 
ccm.tatlllnQ 
SHEWS, VEANTUR, Captain 
of the Towel , CALIME 
HALFELVEN, Mage of the 
Tower. SKARGNAKH 
ChIeftain of the Uruk-onq/um, 
COCOONED VICTIM, 
TREASURE, ORC GUARD with 
SWORD. ORC GUARD wtth 
CLAVE 

Set of HILLMEN OF THE 
Tll.OLLSlUlwS {.4,50 
contalnlll<J 
BROK, Hill Troll PRUG, TA
FA·LISCH, GOOS! of the Peuy 
Dwarves_ DUNMAN SCOUT, 
MIF'FtJ. Peny DWllli Mage, 
MONG·nNN, [,eader of the 
Hillmen NARLGA, Half-orc 
Mllqe. TROLL SOOTY 

al$O available £4,50 pe-f ael 
Sat I FELLOWSHIP 01' THE 
lUNGS 
Set a SAURON'S DARK ONES 

Grenadier Models UI{ Ltd. 
25mm Gaming :Miniatures 

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

Nick Lund's 
FANTASY WARRIORS range 
£1.50 per pack 
fWl Dwarves Wlth Speal 
F'W2 Dwarves wnh '!'wo 

Handed Weapons 
fW3 Dwarves WIth rues 
FW 4 Dwarves wnh 

Crossbows 
rws Dwarven Scout!! 
F'WS Dwarven Heroes 

and ChampIOns 

Dwarf packs contain three 
fHIIUeS each 

NEW 
fWII War TroU wah 

CUttlng We~pons 
FWJ2 W~I Troll WIth 

Smashing Weapons 
fWI3 War Troll With Two 

Handed Stone Club 

Troll packs Include a 
separate Shield and 
SEVERAL separate 
Weapons From the left: PW13, FWIJ, rw12, 

FANTASY LORDS 
- new releases 

£1.50 each 

162 OrclSh GlII1lt 
183 Skeleton Will Dogs 
164 Vilcings 
ISS Samurai Command Pack 
168 Umcorn ~nd Malden 
161 OrClsh Chiel'laIn 

FANTASY LORDS RANGE £1.50 each 

10 1 AdveD!lUers 
102 females 
\03 froS! Giant 
104 Clenes 
105 Were Creatures 
106 Skeleton Cavalry 
101 Haiflmqs 
108 Goblins 
109 OrC!! 
I \0 Dwarves 
111 Monks 
112 Elves 
llJ Specialists 
114 Undead 
115 Buobearll 
116 Galems 
117 Dr300n Men 
liB ScorpIons 
US HIll Glilnt 

120 Wm\j folk 
121 KniQht~ 
122 WlZ!lrds 
123 Lizard Men 
124 Greenwood 

Adventurers 
las Armoured 

Ora\jonmen 
126 Skeleton Cavalry -

barded horse 
121 familiars and 

Homocull 
128 51. George and 

the OraOOn 
129 Undead Orcs 
130 Bolt TIlrower wnh 

Undead Crew of 2 
131 Dwarf Hydrll 

13.: F1Y1l10 Carpet lind 
Crew 

\3:'1 Elite Skeleton 
Infantry 

134- Umberbulk 
13~, Annoul ed 

Centaurs 
13Ci Goatkm Warnels 
lJ"j' Smrm Giant 
J3Ct Orcus 
13EI Demon~ 
14C1 Searcher of Souls 6. 

Wnthing Crushel 
141 Clerics 
142: Hlppognff 
14~; CaP\lves 
144 Barbarians 
14S. Oores 

CAlL OF CTHIJLHU RANGE 
MINI-DRAGONS 
S models, each one a perfect 
representation of one of 

ELSO aach 

20) federal Agents 
202 Hood!luns 
203 AdvelllUJers 

211 Sand Dwellers 
212 Deep Ones 
21J Daredevils the smaller members of the 

Dragon Race 

501 Pond Dragon 
602 Marsh Oregon 
5DJ C liff Dra\lOn 
504 Pel Oregon 

204 Mastel Cn mmals 
205 Inve!IUgators 

214 Law Enforcers 
215 Newshounds 
21S IntrepId SleUlhs 
211 Monsters of 

50S Old World Dragon 
506 forest Dragon 

IncredIble value at £1 50 each 

206 Cops 
207 Ghost lind 

Homble 
Companions 

208 Undead 
209 Ghouls 
210 MI-QO and 

Serpentmen 

Madness 
215 Hound of Ttndalos 

WIth Ghoul and 
Zombie 

219 Winged Horrols 
220 Dark YounQ of 

! 46 Skeleton Command 
Pack 

147 Skeleton Mounted 
Kettle-drummer 

145 Skeleton Guard 
149 Skeleton Infantry 
ISO Undead Centaurs 
151 Cavalier/Paladin 
152 Cavemen 
153 AssaSSinS 
154 Dark EVlIs 
155 Kobolds 
157 Death Giam 
15S Hobt;lobltns 
160 Dragonmen 

SpecialiSt!! 
lSI Beauty and !he. 

Be", 

Shub-nlgguralh 
and Shoggoth 

221 Cthomans 
222 NyarlathOlep 
223 Tsathoggua 
224 Old On@ and 

DImensIonal 
Shambler 

225 Spawn of Cthulhu 
226 Hunnnll Horror of 

Nyariathotep 
221 Grellt Race of 

Ynh 

'o.j .... _"'" ... _ ........ ...... __ Ioo __ 12 ...... 01_T"""''''''''oin ............... '"'' .. _~_or_ .. 



THE TOWNGATE THEATRE & S.E.W,A,RS. MAGAZINE 
are proud to present 

GAMESCON '86 
at 

TOWN GATE THEATRE, BASILDON, ESSEX 

on 

SATURDAY 8th NOVEMBER 

TRADE STANDS FOR PERIOD & FANTASY GAMES 

including : MILITARY MINIATURES. WARLDRDS 
TORCHLIGHT. TIN SOLDIER, ZODIAC 
CASTINGS, GAGGLE OF GAMES, 
PARADISE GROUND AND PAUL & 
TERESA BAllEV 

PARTICIPATION AND DEMONSTRATION GAMES 

REFRESHMENTS & LICENCED BAR (EXTENDED HOURS) 

lESS THAN A MINUTE FROM BASllDON TOWN CENTRE 
& MAIN LINE RAil STATION 

TABLES &. CHAIRS AVAILABLE FOR OWN GAMES 

LIVE VIKING DISPlAY 

AD&M COMPETITION - OM FOR FINAL 
GRAEME MORAIS (TSR - UK) - £1.50 registration 
must be paid in advance. Send cheque and I .a.e. to 

C. BAYLIS. 12 THE FRVTH, BASllDON, ESSEX SS14 3PN 

'Qrrlnpllr of <l9amrs for 1Lonbon 
ani~ tbr ~omr <lCountirs 

~~.URE ':AMES 
AT 

91 EIALLARDS LANE 
FINCH LEY, N3 
01-3462327 

(Just 3 minutes walk from FINCHLEY CENTRAL UNDERGROUND) 

OPEN 6 DAYS A WEEK 9.30am-6.00pm (SAT -5.30pm) 

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

STANDARD, TSR, TORCHLIGHT, VICTORY, 
-~mdmuch, much more - TRYUS I! 

We can now offer mail order - send SAE for details 

--- NOTTlNOHAM --- ---BIRMINGHAM --- ----NEWCl~STLE--- ----VORK-----

81a Broadw.lk, BtoMfmarah Cenlte 
(T.l. 586744) 

ope!! Mon-S.t g.30em·6.3Opm 
IMPORTED AMERICAN COMICS 

NOW IN STOCK 
Manager: Colin Mom. 

---SHEFFI£LD---

95 Th. MOOf 
(T.I 75011.) 

O~" Mon·S.t 9.3Oem·S.3Opm 
Manager. Pete Barry 

Unll 37, Waat Court 
ShoppioQ CftIlra 
fTal. 632 480a) 

Open Mon,SII 9.3O.m·fj.3Opm 
M.nager. Laurene. MIIktf 

------L~N------

1 D.lling Road , Hlmma,..",Ith .W6 
(Tal, 781 3«5) 

Open Mon·s.t 9 . 3OIm-5.~ 
Thu,.9.3Oam-7.3Opm 
Mlnager: Stavll Bakar 

63 Claylon Streel 
(Tal. 322818) 
Opao MIm-Sal 

9.30am-I;.3Opm 
Mana!JeT: III" Henz." 

--MANCHI::STER ---
Unit 182, M .. 'sden WIV. 

AmeI." p antre 
(Tal.832 88631 

Ope!! Mon-Sat 913oet'n-ll.3Opm 
Man,ger: Tim OIHn 

Please m ention Wh ite Dwarf when replv ing to adver tisements. 

26 GOOdr.mgatll 
{Tel. 53576) 

Opan Mon-Sat 
9.30am·5.3()pm 

Mllnllgl,: John Steel 

OAMES WORKSHOP SHOPS 
In eny G_ W()rksnop.tlop you win 
lind a glglKl'llc range 01 .pac:laFiat 
game., from I1Tllighl lorw8td full 
g.ame. IO art,_ly delailed roiaplev· 
Ing gllmllll. Ou, branchlllilao lIock 81 
!hi Icca.eorla. you need . Including 
mst,I mlnialurel, boon, and eyen 
oomIcIil But 11'Iat'11'IOI all, VOl! wll ftnd 
.tlff who know about gamel. " Vou 
w.,.1 to know the belt glme 101' a 
beginner. Dr 101' recreating a penioular 
.ulI;t>c:1, thav'" be.bia to 91v. VOUjusl 
lhe right SOft 01 .dylca to help you 
chOOH. 

• 
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Democracy Is wonderful. It somewhat slow. 
~u might remember the reader's poll thai 
was lncluded in the last lssue. A sImple job., 
so we thought. to sit down and coliaie all 
the repUes. Not so. After a IittJe ovee a 
week. the returned (orms are in II not~ 
Uttle pUe oC 2000 or so (the previous n!COrd 
on relurm being III few under 900. appal'-
enlly). There will DOW be a short delay In 
IUlnounclng the results while PAul sits 
down, takes off his sboes and 9OCks, and 
gelS c1Xmting. Hl'M't!Vef, the high h5ponse
and no sign of slopiNng yet - rneanJf that, for 
once, the views of the bulk of the readership 
will comt to the fore, rather than those of III 
highJy motivated (and perblips unrepresen
tative) minorby. U you're reading this 
before 1st September, you still have time to 
get your vote sent in, 

Just when you thought it WlIS safe 10 go back: 
into the Dark: Land of Mordor, .. comes MERP 
ll, with completely revised rules. new cover 
art and a revised formal as a 00xed SCI andlor 
a 128 page perfect bound book:. fd love to be 
able 10 tell you more. bUllCE doo', seem [Q be 
answering the phone at the moment, 

However, Palladium do answer che phone, 
So rar, cbe 'sleepel" or 1986 has to be 
Tr.enagt- Mutant Ninja Turtle, & Other 
Sllflngeneu, U's proved to be staggeringly 
popular In a quiet sort of way, so aU those 
people who bought il will be pleased to 
know that TMNT AdnntunJ l!J out, This is 
l148-page adventurespecificalJy ror tIle 
Ninja Thrtles themselves, and It also rea
lures II 10 page comic strip. specially com
missioned ror the module. AntI' tbat comes 
Road HogJ, an 'After the 80mb' type sup
plement rol' TMNT. 

One of the big problems with Para"oia is the 
box, OK, so you can keep all the ruley things 
in one convenient place, but it's simply nol 
hard enough for use Il5 a patent all-action 
pamnoia-inducer - ie you can't hit the players 
with the box without it undergoing severe 
defonnation. 

Fonunatcly. the hardback editiofl of the 
Panmoia rules can save the day. II hll5 all the 
&arne old rules thai every Commie Mutanl 
Traitor already ignores. but the hardback is 
(A) cheaper and (8) a 1m more intimidating 
than the box.. Just thinlc, real role playing - as 
[nternal Security ask those difficult little que.(
tions - need no longer take place solely in the 
mind .•• Further good news on the Paranoia 
front is that all the US adventures are to be 
reprinted in the UK (which saves hard eamed 
credits) as back-Io-back double adventures. 
Beller still, news of the latest adventure is thaI 
it is 10 be Ore 8JmerJ. The subject mauer? 
Paranoia meets D&D ... 

Ir)'OU like driving (OYer other people), Car 
Hflrs £xpallSion Set 9 gives you a load more 
game nlaps to do it on. ,. and Uncle Albert 's 
2036 Update gives you lots mOR: ways of do
ing it. Scheduled for an October re.leue in the 
SUites, Expansion Sel 10 will include counters 
from nearly everywhere: Dueltrack. assorted 

earlier Ex.pansion sets and anywhere else a 
Car WIIJ"S courtier might be lurking. Speaking 
of autodueUing, GURPS, the SteveJack"son 
Games' role-playing system, IS due to link in 
with Car Wars through GURPS Auloduel: a 
book format rpg supplement and/or source 
pack fur role-playing in the Car Wm future . 

For all you fans of tentacled horrors and gib
bering loaihsomenesses, Spawn of AlPIholh 
(£15.9.5) is the latest Call of Cthulhu (awwh, 
you guessed) ad~ture pack:. This is another 
bID:ed nlega-scenario (ru.9.5) from those 
wonderfully fevered people at Chaosium, 
Why is il thaI CoC afwars seems to bring out 
the best in game writen'? 

Yet more news of the dloo' Anel' Paul 
Cockburn told you all those fibettes about it 
actually hfing available, apparently the 
manufacturen are baving some problems 
with the moulds. HtM"eVer, its non
availability bas not stopped people sending 
us dlOO tables. 

Meanwhile. back at the OW ranch. the big 
rules round up continues. Strange, gibbery 
conversations can be heard echoing down the 
corrid~rs: '~o's got ins.anj~?, and 'Where's 
the poison .. . , not furgetuog ~GG
HHHHHH!' WARPSis procceding to plan, 
although the name has been changed to WFRP 
(pronounced WOOF-rup) . w.trhamme.r Fan
tasy Role-Playing. 

Wi\RPS/WFRP is beingrrodUCed by (in thelr 
own words) 'the cream 0 the Games 
Workshop inrellige.nlsw', and only now can it 
be revealed thatlhe characle.r generation 
s)'5tem includes over 100 skills and 100 possi
ble careen (is this a record of some kind?): 
that there ate eight different sortS of wizard, 
plus clerics, druW:ls and runesingers who can 
all use different sorts of magic; that there are 
millions (I think: they arecxagerating a smidge 
with thhl bit) of new and slightly used (in 
War.hammer Battle) monsters; that there will 
be two campaigns - background packs and loIS 
of moduJe-5ized adventures - released almost 
immediately, one by Paul Vernon and the other 
by Graeme Davis, Jim 8ambra and Phil 
Gallagher: thaI the 1000ph horses have been 
taken OUt of the game (boo!): and thai the 
WARPS/WPRP book will include 'The 
OldenhaUer Contract', a staning adventure by 
Richard Halliwell. ,. 

WARPS/WFRP is currently on schedule for a 
1st NC/\'Cmber release date, and as this is being 
written it's just starting to go to typesetting 
and production. Next month's White Dh'tlif 
will include a special WAR.PSIWPRP supple
ment as a tasler for the system. 

With lots or new stuff jlL~t Into the shops
the D&D Immortllls Set, Dungeoneer'J Su~ 
l'iWJJ Guith and MSH Advanced Ruler
tblngs art entering another quiet phase. for 
TSR wbe~ new goodies are concerned. Tbe 
fabled Unetu1hed ArN/UJ II - replaced in 
tbe tarly '86 sdaedules by the DSG - has 
5tl1I to enter production. Its second replace
ment for 1986 is the Wilderness Survivol 
Guide, 

TSR UK's Crealurr CaJaJopr (the last pro
ject that Jim Bambr:a and Phil Gallagher 
WQriled on for TSR before bet!oming In,'Olv
ed in WARPS) has been despatcbed to tbe 
Slates for production. C~ature Catalogue 
is a D&D lMonster Manual', wbJcb is a rar 
better proposition than It sounds. Look ror 
this one sometime just before Christmas. If 
you can get bold or a copy. 1SR UK's otber 
major. no, really, It b - ~oDtr:lbutiOD to 
gaming to 198615 sn 'Up the Garden 
Path',. (alrly strange little adventure based 
In and around Stoke Garden Festival. 

By any standards. Dragorwid must be judged 
to have been It success. Apart from setting a 
new D&D Marathon record - 84 bours of con
tinuous play · the event also managed to raise 
over ruoo while it lasted, with the promise of 
more 10 come as the spoD$()nhip money rolls 
in. The 84-hour extravaganza should also ap
pear in we Guinntss &ok of Records. as the 
resull (which handily beats the previous 66 
hours' worth) came injust before the book: 
wenllO press. 

After alilhe exl'itement or shooting peoople 
down in WWI dogfights witb Ace or Aces 
and back.l.ng up your best friends (in the 
nicm possible way) with Lost Worlds 
books, you can nOW use much the same 501'1 
or system to wander around a rantasy 
dungeon. ComboJ. Hu-oes, ~ Joe Dever, 
takes elements of tbe Me m Aces here's
wbat-you-see-oow-pick-a-manoeuvre 
system, and two-player gamebooks ro gh-e 
quite an Interesting looking little game. Ir 
your taste rullS to gamebooks they are 
worth checking out and, unlike lots or the 
view-optJon system games, this one can be 
pillyed solo. 

And finally, a brief mention of Slaughter 
Margi", the. next adventure lOr the Judg/' 
Dredd RPG, This is going to be Il boxed set, 
including maps. Judges will once more get the 
chance to prove thllt they are warm, wonder
ful. compassionate upholders of the Law ... or 
(probably) not. 

And noaUy, nnaUy, tbe winners or the 
Beauty and Ihe BMSI competition were 
Simon J\YIU, Noel Bateman, Daniel Cardle, 
Jasou Cockcroft and Andr-ew Mclalyre wbo 
wUl already have received thelr copies of 
Cbris Acbilleos' latest book. Sinns. 

SlrenJ is a book rull of callipbygan (look II 
up) images. and ' .ery well done they are 100. 
Cbris AthUleos' work has graced many a 
cover or While Dwarf in the past. as weD as 
book coven on wol'ks ~ major authol'!l 
sueb as Mkbael Mooroock. However, 
Acbineos may not be quite so weU-known to 
Dwarf readen as the producer or fUm 
posten ... Unlike the previous book, Beauty 
and th' BellS', Sinnslnc1udes tert by Nigel 
Suckllng, detalllng AcblUeos' metbods 01 
working. Sinns is an interesting read and, 
Ir all else ralls, yoo can sit back and admire 
the quality of the artwork ... 



At Vi rgin r.,mIA< 
supplements 

THE ARCANUM 
Fantasy Role Playing supplement 

or Stand Alone system 

THE LEXICON 
Atlas 01 AtIanli& 

(Tllese can ~II be used wl!h most other sysIemS~ 

GAMES CENTRE 

THE BESTIARY 
Compendium 01 Monsters 

for the Arcanum 

AlSO avai~ble at Virgin Games Centres • THE COMPLEAT ALCHEMIST ~ 
the following generic lantasy role playing supplement& • THE COMPLEAT SPEUCASTER £4.95 

• THE COMPLEAT ADVENTURER 

the 00.1 choice for games 
ABERDEfN 172 Unron Sireet . BIRMINGHAM 98 Corporalion Street . BRIGHTON 157/161 Weslem Road • BRISTOl 18 Merchant Street 

BftOMlfY t401144HlghStreel (in BUllon M""",,,r) . G\A8GOW 28132 Union Slreel .lIlIJS 94i96Briggale . PlYMOUTH 105 Armada Way 
LONDON 100 Oxford Street . TOPMAN Oxford Circus. 



.. n mysterious Nippon, the Ninja or ' InvIsi -
ble WarTiol1l ' rule the nlght_ Their very 

1 name is spoken fearfully in hushed tones. 
Trained from childhood in tha martlalarts 
and armed with an array of strange and 
terrible weapoos, this caste of assassins 
has becoma a byword for sudden aM In

evitabla desth. Some credit them with magical 
powers, but they have no need of such things. 
They could rule Nippon if they wishad, but they 
disdain temporal power, hiring thalr skills to 
whoever can afford them. 

Designed by Ali 'Sho-bushl-no-sensei ' Morrison 
BIld the strangaly Inscrutable Perry Twins, tha 
new Citadel Ninja can ba used in a w ide range 
of settings, from Oriental fantasy to modam-dey 
espionage. They ara detailed to Cltadal 's usual 
high ltandardlS, and come In a variety of poses 
with an assortment of tha exotic weaponry for 
which tha ninja ara famous. 

Ninja In W.rtI.,..,rner 

Ninja were IIOOlEItmes uaad in battles, particular
ly for infiltrating or atoJming forts sod 01:hef posi
tion • • They ara not slowed by difficult ground or 
obataclas, snd when equipped with neitode or 
grapoels they can climb walls at one-third of their 
normal movement rate. The ninja suit comes in 
coloul1l: black, for operating at night or in bad 
weathar; white. for operating in snow; green, for 
operating in wood • . In the right conditions, their 
suits and stealth skills render them aimolt invisi
ble, snd a unit of ninja that Is 4 W or more from 
the naarest friendly unit is treated as invisibla un
tU It attacks, provided thllt rhBy tire W8t1ring thtl 
appropriate tYJ)/J of $uft /0, the $urroundingll
They can only ba spotted by an anemy unit If It 
make. s .uccessful test against Inttlffiftlnctl on 
2D6. Many ninja suits includa strips 0 armour, 
which togather with thalr martial art skills glva 
tha ninja an armour saving throw of 4, 5 or 6. 

Ninja have tha following profila: 

M wa I. I T W I A Ld Int CI WP 
588442103 10'01010 

They are trained In tha same martial arts as the 
Vimto Monks, and can fight unarmed or with a 
wide varlaty of was pons. 

The nlnjl .word and nunchaku count as hand 
w.apon • . 

The kusarlgama la a sickle on a length of cord 
or light chaln. It can be used as shand w"pon, 
but can also be thrown, counting as a kntt. and 
additionally entangling in the s&me way as a nat. 

Shurfken or throwing stars counting as thrown 
knlws, and ara always poisoned, as ara darts 
from a blowpipe.. 

Ninja armed with nekode or c~mbing gloves can 
climb walls at one-third or thair normal move
ment rate. and causa one extrs wound point 
when fighting with tham. 
The lorinoko granade csn contain e vsr lety of 
.ubstances, Including II .mall amount of ax
ploslVtl [causing ona Strangth 1 hltl, flash 
powdar {blinding for the next turn onlyl, or a 
v iolent irritant (blinding for the next turn and 
causing loss of 1 point from INS snd 2 points 
from BS for 03 turns owing to coughing and 
streaming eye.). All figures within % W of the ex
plosion are affacted, 
Tha .45 automatic Is not e traditional ninje 
_apon, but it may be used In Warhammer If tha 
raferee .ees fit. CiUi:lal takas no rasponsibility 
for tha consequences. --- ~ ................ E __ V\lUII tDCAl l'IETA.I.lII 

0fI 1H CASf Of' OIfflOJUY COt«ACt 

CI'tO.DI!l ~ CI!EWTOH 1TlIRT. IfU mr. 
lAf1WOOO. NO'I'1lO(II\I,f NOli 311'1' 

_10 ........ _ ---._-----..... ------_ .. -
~ 3:':;':= 

~-, 

~.--- -----

" 

F?"'"P -

£1.50 for 3 
E-

• FOR ACCESS &. VISA ORDERS RING THE MAIL-ORDER HOTLINES ON (0733) 769 6 221760462 ::z 



BRITAIN'S MOST ADVANCED COMPUTER MOOERATEO PLAY BY MAIL CAME ... M EXCITING NEW GAME 

".~!~1~_!~~~ 
elt leS. e!tl"ler SIngularly ... w ith an aIIIanCf. A rypltal ~ITII' ..... u Iaot about 

18 ""'"tM. W1t hlM lint knOCl<Out"l LI!oUII"y SDrtlng aft ..... """,till 
UCh ~yer Is e!tIIl!"< • king Of a h"tuy rxe .... powerNi cha~1;IC CllM"XI ... 

You Qn rKl"ulr trolls. wtfdrnM 3fIII conl:Tl:ll powHf\lI CrNNrft such III dRgonI. 
l'aur!harx1:ers wi. capNre _ cantJd "ties. upon w hich you C<IIO ' P"fId gold to 

knprO\1! IIKunt¥. wcnShOt) procIuctlDn, IMffl"oCft, and mllnUol".nd flIi..-gf 
your army . Wlt!1 gold. 'fO'.H" wa.ardo u".,..rtake magIC" rI!"W;wt:h. SpIH seard1 out 
~ ... my IIl"On!I_;tnd ther\ll templ leu Of ~ra~, ~It and _~tlDn. 

TMSe are lUll a ~w optIDn!; 1._ to a paYI!"< In EartllWOOll. 
u.tItwaOd 15 computer rnoo:IerM~ IIUt tr.e turn I_IS IrICI ~ 

are _tten In pi .... E"!III5h 
NO.-.I to IooIIltwough complu Chartl and coor _ , to Under"l;I_ IIIK <J .... 

~~~t~"!~~ 
Cheque/PO pavable to I(JC came'!i. 
For this you rt!«!lve tile ruleOooll, 
5etllp and flnt tt1I"ft tufm. 
R.ltlIre turns are £1.50. 

iSJlC 
GAMES 

Please mention White Dwsrfwhen replving to advel1isements. 

send' fO: KJC eames, POBOX 11, 
cleveleVs, Blackpool, 
lancashire FYS l Ul 



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 create the Kingdom of Kadeb from the 48 
stunning, fuil-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 wprld 
of K&I' 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 r 

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 (hmrnrn ... does that sound quite righG) . 

Kings & Things is brought to you by the combin
ed efforts of Games Wlrkshop and \\est End Games, 
and is designed by lbm (Awful Green Things) Wham. 
Rush out right now and buy a copy, and live up to 
your divine right to thump the living daylights out 
of the other guy, before he does it to you. 

rl ' ., . 
~ . fr:"J. If 
'U '-:J 

t 
.... WEST A\-alIabJe from all p;od games shops. or direa from: (james v.orkshop. Mall Order. a-.'tOII St, Hilltop. Eastwood, -""" 
l' .,1 END Notl$ NGI6 3HV, lOt Europe; and \'.t:st End Games. 2S 1 \\t$I3Oth Strtc1, Sulrt II, N~ 'Ibrk. ~10001 for U.s.A. _ 

J GAMES CopyrtcIu Cl I9i6. \Iota rnd Garr4 Inc. KlSGS 6. ntL\1G$' Is~! End'J name 'or ttl ranwy boirdp:IIe. ~k applltd b . __ 
~ . I: . r • • 

If, . j r 

.. FOR ACCESS & VISA ORDERs RING THE MAIL-ORDER HCYILlNES ON (0773) 769522/760462 ::E 



HEROES POST &t PACI(ING RATES 

Miniatures 
lOp minimum, 10% _ £3,00. poll frM 
_ £20 unIe •• lilted. 0....,.. ... 60'11> 1111 mall, 15% .urllc.. 

7, Waverley Piece 
Work.op, Nott • • 
Til: 10909) 478128 

NEW 

LASERBUR~S". 
lB300 Imperial Trooper with bott gun 50, 
lB310 Imperial Trooper with 

Dreadnought Armour 70p 
lBl02 law OHicer on bike [ 1.45p 
l S102a Patrol Bike onlV £O.95p 
l Bl Law Officer sel 

[ndtides lB1QO, lBl02 [l 75 
lB600 PotlHled 50, 

AMERICAN FOOTBALLERS 

PAF 1. 
PAF2. 
PAF3. 
PAF4. 
PAF5. 
PAF6. 
PAF7. 

Kicke r 
Qllaterba c k 
Rooning back/Wide Recei~er 
Center 
linesman 
Outside linebacker 
Inside linebacker/Cornerback 

30p each 

[]R.WHD 
25mm Range 

The Master 
Tom Baker 
Leela 
Cyberman 

NEW 

50, 
50, 
50, 
50p 

40mm new releases 

Brigadier BOp 
Unit Troopers 
(choice of 3 ) 80p each 
Tom Baker 80p 
Sensorite BOp 

Yeti 

RULES FOR WARDROIDS £1 .95p 

Vehicles APe 
Tank 
APe Rocket launcher 
Tank Rocket Launcher 

20mm Infantry suitable for 
Twilight 2000 game 

SEND SAE for list 

£2 . 10p 
£2 .40p 
[2 .10p 
[2.40p 

• ....................................... ___ .... __ Il_ .. _' .... __ -....... -.. ~--..... -. 
t ~j ~j!.!.!.U!.~M-O.t-O.t-O.t-O.t~-O.tM~ 
t Axles Armies -O.t 2Smm FANTASY ARMIES 

,~ £19.70 + £1.30 P&P 
-1{t MEN OF niE ORIENT HIGH ELVES 

'~'i !fh,;~Z" 15 Samurai, 20 ~:~~ri 311n{onfJY 

-it MEN OF THE WEST 9 Cavalry. 581n[anfry 
A 12 CClVolry, 40 lnfanlry SKELETON 
1f:t 18 cavalry. 371nfonlry 

it GOBUN 
, . 9 Wolf Riders, 52/nfrmvy BOAR FACE ORCS 

60 In/r.mlry 

.'I,. DWARFS MEN OF THE EAST it* 7 cavalry. 48ln{t!nlry 6 Cavalry, 30 In/anlry 

,ft, ORCS AMAZON -1tt 411nfontry 9 [ovalry. 571nfamry 

~ ________ ~O_"_"_"'_._"_'_,reo __ '_'_um_·_'~'p_'_"'_'"~' _________ 1 

~ 
~ 

t 
Plus 

STOIU1HHVfIT .. 
Adventure 

Limited stocks still available 
OUR PRICE £9.95 INCP'P 

~ RRP £12.45 

Axle says: 

WHY NOT 
VISIT THE 

GUARDROOM 
AND SEE OUR 

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

mIt,. ~ 
It!f~~ 

38 WEST ST., DUNSTABLE. 
Tel: (0582) 606041 

2 miles from Junction 11 on the M 1 

"!t~~-'M~~M"-'i.~-'~-t.lt4~~~ 
Please mention White OWarf when replying to adven isements. Ai'ZilliMil~ 51 
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ORCS 
0<1 I"d~ftaln 
~.2 Standsrd 'It, Dn=er 

0<:4 3!la:iLl.n 
JCS CbB.mpion 
OC6 Arel.ef' n rirIe; 

gRemlIn 
mfofat:aRes 

po. Box 1$'4, wemBLe;y, 
mfnox. baa 3ag 

•• • •• THl-; MARINES ARE HERE •••••••• • •• • •• • • ••••• • ••• ••••••••• 
SYM1 Marine in power armour with laser and jetpaCk 
SE't12 Marine in power armour firing laser rifle 
GYM} Ma~ine in power armour running 
GFI"4 Marine in power armol.l~ witt. tactical combat. 

pack 
8YM5 Marine commander wi th Dlaster 
SFf'16 Marine iD power armour with COICIII . paclc 
SFM7 Marine in power armou~ with heavy laser and 

powel"'pack 
SFM8 ~rine in power anaour with TAC. misail!! pod 
S.FtI9 Maril:e in power armour 1o'i.th twiD heavy lasers 

Clounted or.. tripod 

•• ••• SO APE THE AL..:: E;S • •• • .• . .•.••..• • ••• . •.•.•...• • •• .. •.• 
SF.\.1 Ticrot IlltO-f'Cellal7 in partial a=our witb twin 

auto cannOll 
SFA2 Ticrot Clercen.ary in partial armOllr with 

l.tUlvy particle weapoD 
SFA~ Ticrot mereell!H'Y in full annour w.! th n.c . 

missile pods 
SFA1' Crell in partlsl Il~OIl1"' wi.tt. laser rine 
SFA11 Crell in p91·tlal amour with auto cannOll on 

cybcrglitard 
Sf'A1~ Cra ll in light armour with TAC . missile OIl 

mechnoid lizard 

• •••• AND '{'I'} VEHIClfS ••• ••• •• • • • • • ••••••••••.••• • ••••••••• 

Cc 
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---------by Stephen Palmer ---------
You might not think fiddling with time 

and role playing would go together too 
well, but with 8 little effort they can be 
made to work, giving many extfa op
tions for scenarios and characters. Time 
has not always been dealt with terribly 
well by fantasy and sf authors (with a 
notable and fascinating exception being 
Gene Wolfe i, end not 8t all by many 
role·players. I think it is worth a little 

considerat ion by GMs, the advantages 
of a workable system being many. I have 
fiddled with time in my own campaign, 
and it is curious how the various conse
quences and ideas have now become an 
integral part of the campaign, sometimes 
coming up without me noticing, 
somet imes pointed out by the 

Theoret ically, it is possible to move 
forwards in time relative to the fest of 

humanity lor whatever is your reference 
point) due to the Einstein time..(!ilation 
effect , which occurs at speeds ap' 
proaching that of light. Unfortunately, 
Einsteins theories do not permit the 
reverse operation. However, since 
relativity is not normally an important 
part of average campaign, we shall 
dispense with these minor points for the 
purposes of this article. .. 



Concepts of Time 
These ideas of time in a universe or 
world are closelv associated with the 
idea of paradox. A paradox. in the time 
sense, is something in which two or 
more events conflict and cannot be 
resolved, or some event in which is ap
parently impossible - such as being 
your own father. 

Organic Concept 

This idea depicts time as something 
which will itself react to changes in its 
structure. Should a paradoxical event be 
attempted somewhere In the normal run 
of things, time will react in some way so 
as to either nunify or counter-act it. For 
example, if a man were to go back in time 
and try to do something which would 
change history. an apparent paradox 
when seen in his eyes, it would either be 
impossible, or be later counteracted so 
as to restore normality. Thus Alfred Zipp, 
a time-traveller off to assassinate Presi
dent Kennedy in 1961, failed. 

The idea Is nicely Illustrated In The 
Hitch-Hikers Guide to the Galaxy, when 
Ford realises that nothing he does on the 
Earth two million years before the 
Vogons destroy it will affect anything -
he and Arthur have already experienced 
the future, and know It will happen. 

The alternative to simple failure is that 
the paradoxical event does happen, but 
providing it is minor compared to the ma
jor historical events, it will be unrecog
nised. This type of universe would be dif· 
ferent to the one above, since here minor 
paradolCes can elCist. Major ones can not 
work, or will be counteracted (see Major 
and Minor Events). 

Both these types postulate a Universal 
TIme Continuum (UTC). the normal flow 
of time, if you like. It is interesting to note 
that most people conceive of time as a 
river. Gene Wolfe. In The Book 01 the 
New Sun, saw it as a sea, with currents 
and other movements, and this can be a 
useful analogy and imagining aid. 

Parallel Worlds 

The cases above where paradolCes can 
exist lead to a fascinating idea, that of 
alternative universes. There are an in
finite number of them, In which every 
possible path of history is followed. Each 
universe has its own unique UTC, but can 
only be enterad by someone doing 
something temporally. unnatural in their 
own universe which actually happened 
in another, parallel world. 

This concept is very nicely illustrated 
by an episode of St8r Trek called City on 
the Edge 01 Forever. Dr. McCoy, in a bout 

of drug induced insanity, jumps through 
e time-portal into the America of the 
1930s. He there does something that 
changes the course of history relative to 
Kirk and the rest - the Enterprise disap
pears sinCE: in this new universe it never 
elCisted. The landing party are stranded. 
Kirk and Spack go back to determine 
what McCoy did and try to stop it by ap
pearing before he does - using the time 
portal again. It turns out thet someone 
has to stop McCoy rescuing an influen
tial social worker from death: if she lives 
America delays its entry into World War II 
and Nazi Germany develops the atomic 
bomb first, subsequently either captur
ing or destroying the world. Kirk does 
stop McCoy and they return to their own 
universe in the process. The parallel 
universe idea is only implied by this 
episode, not explicitly stated_ 

The parallel universe concept is very 
interesting in that It allows paradolCical 
events (which are always fascinating and 
8 superb source of rpg ideas!) but also 
weys of stopping or reversing them. It 
assumes one true universe, that is ex
perienced in the players' campaign. 
Apart from City being a beautifully writ
ten and moving story, there is one other 
interesing point - Kirk, just before he 
and Spack leave, tells the rest of the lan
ding party that they too must go back 
and try to do the task, once they think 
sufficient time has passed (relative to 
theml. There are a multitude of scenarios 
coming from that ideal 

Robert Heinlein, in his Number 01 the 
Beast, introduced a similar and rather 
clever idea. A professor discovers there 
ara three dimensions of time as well as 
space, which implies silC to the power SilC 
to the power six universes - a very large 
number ... Each is related to the normal 
universe (again there is a true or normal 
home universe) but they get more and 
more distorted and unusual es you move 
out along the silC axes. Again, there is 
plenty of scope here for ideas - such as 
people of the other universes also having 
the means to travel them and go about 
their various businesses, nefarious or 
otherwise. In the book, the main char
acters had such a means, built into a 
futuristic car. 

Foci 

The St8r Trek episode mentioned above 
combines another idea into its plot. The 
influential social worker who must die is 
a focal point in time, to which tamporally 
moving persons or objects are drawn. 
This idea could work in a number of 
universe types - in the perallel universe 
concept, it would work just as in the Scar 
Trek story, the characters being In
evitably drawn to the point however they 
act. It would elsa work quite nicely in the 
major and minor avent type below -

here, all paradolCes involving these focal 
points would be major ones, and forbid
den by the forces of time, but minor ones 
could be allowed. These wouldn't involve 
the focal points at all, which are the fun
damentally Important events and per
sons of history. These are Inviolate. 

Major and Minor 

Following from the orgenic concept and 
the Idea of foci we can construct another 
idea .• World History· consists of mejor 
events - who after all has heard of 
Alfred Zipp, who went back in time and 
stole a few mint 1900 pennies for his col
lection? Extending this, we could have a 
universe where minor paradoxes can oc
cur, but major ones cannot. Anything 
which would alter collective species or 
racial history, such as the death of a 
world leader, would be a major paradolC, 
and the vast forces of time would stop it 
happening. 

The Paradoxic Universe 

The opposite to the organic universe is 
the paradoxic universe. Here, all historical 
events are only inviolate with respect to 
the very end of the universe - para
dOlCes cen and must happen so that 
history, according to someone at the end 
of time, is correct ie. the paradoxes them
selves are an integral part of history. 
TIme-travellers would provide the 
paradoxes, 

The Web Concept 

This "is a difficult idea to sustain and use, 
but has interesting points. The UTC is in
finite, and can be altered at will by 
anyone with such ability. History is not 
inviolate et all, and thus paradoxes are 
perfectly possible. History will thus de
pend only on people's memories - it will 
ba possible for two people to elCperience 
the same portion of history in completely 
different ways. This idea requires a 
rather free and easy campaign Itemporal
Iy speaking I but has plenty of options for 
conflict beween opposing groups who 
want to order events in their own ways. 
In fact, any important part of the cam
paign could be changed and changed 
again many times, if the people involved 
were very persistent. They would have 
serial memories of all the re-runs, and the 
decisions that were made when under
taking them, but each re-run would have 
to completely cancel the previous one. 

For elCample, suppose there are two time 
travelling opponents, Alfred Zipp and Jim 
Smith. These two fight a banle which 
All wins - but then Jim goes back and 
changes the outcome by using a sword 
and the UTC from that point on is 



changed. Then Alf goes back with a 
pistol, and wins the fight. Jim escapes, 
but goes back with a laser cannon ... and 
so on. Each man would have serial 
memories of the various re-runs, but ac
cording to some-one else, the result, and 
history from there on, would be accor
ding to the last re-run; Jim and the laser 
cannon. 

One problem emerging from the web 
concept is that of meeting yourself If 
you go back in time. Why shouldn't Jim 
meet himself fighting Alf when he goes 
back? The answer is to remove the old 
Jim from the UTC as soon as a new jim 
enters; as the UTC is altered he can 
either re-live the future events he has in 
his memory, or live them a different way. 
As I said, this concept is very free and 
easy, and rather difficult to imagine in 
use. I think it would have to be used in a 
specifically time-orientated campaign, 
and probably not a very serious on6. .. 

The Seas of Time 

A viable alterative to all of the above is 
to use either a self-consistent adaption 
of one, or any other interesting variation. 
There is a lot to be said for making a 
temporal system less cut-and-
dried; this wilt give time-manipulation a 
more mysterious and sacred air, which 
is beneficiel. It also leaves room for GMs 
to improvise events as they desire, 
within a framework of some sort. The 
Sea idea could be used here allowing 
temporally freed characters abilities or 
effects as necessary, father than design 
ing them all exactly right from the start. 
However, as I have said, it is wise to 
determine at least the framework of a 
temporal system otherwise great confu
sion can reSUlt I 

TraveUers in Time 

Most fantasy and sf authors allow theif 
time-hopping characters extraordinary 
intelligence and truly remarkable 
memory. They have to remember vast 
tracts of history, relate to many different 
eras, and be conscious of virtually the 
entire continuum. Whilst a special being 
with time-related abilities should be able 
to do this, your average man such as 
Alfred Zipp, who accidentally discovers 
a time-machine or was born with special 
mental abilities should not - at least 
not initially, Alfred Zipp would, I think, 
be very confused, reacting somewhat 
imperfectly to his situation. It would 
take a lot of subjective time for him to 
sort out his memories; and as he would 
be unsure as to what was happening 
when he started out he might never fully 
understand. Having said that, confused 
or rather uncertain time-travellers do 
make superb NPCs, and many a plot can 
be hung thereon. 

I have found two methods of involving 
PCs and time-travel in my own 0&0 
campaign. One is never to allow the 
players to go back in time, apart from 
brief and Ifery controlled forays when 
they cann·ot, or don't want to, do 
anything paradoxical. Travel into the 
future is fi ne however, presenting a lot 
less difficultyl The alternative, and this 
is very usuful in a historical-type cam
paign, is to:) establish the players home 
time, and ,allow brief journeys back and 
forth from there, always returning to the 
same era. Careful desIgn can ensure 
paradoxes are avoided. One of the most 
rewarding thing is that players are allow
ed to rese.arch and experience history 
without r8!course to inaccurate half
remembered legends and dusty old 
scrolls, although these undoubtedly 
have their usesl 

In the special being category, there 
are a num'ber of interesting options. It 
could be that the vast impersonal forces 
of time, which might disallow or subtly 
reverse paradoxes, are personified by 
one or more special beings. It is their 
duty to exist in the UTC and keep or 
bring about normality. Alternatively, the 
beings could be part of the paradoxic 
universe, watching for the key historical 
figures to appear and then ferrying them 
back or forwards to perform their 
historical function. 

Another possibility is that the whole 
of time itself is personified by one or 
more beint~s (time was often thought of 
like this, a;s in the Old Father Time figure 
of many rnythos). These beings would 
thus allow or disallow events as they 
saw fit , shaping history as they desired. 
Though SUlch figures would fit in the 
paradoxic universe, they are perfectly 
suited to the major/minor concept. 

Apart frolll time-travelling, with or 
without others, beings who have tem
poral abilities might have other powers 
- for exarnple, the increase or decrease 
of the rate of time passing could be 
altered. Perhaps a friendly person might 
help a D&D party raid a temple by slow
ing their subjective time-flow, maybe 
doubling the amount of time they have 
to do the j1ob. This can be extended to 
allow supe,r slow and hsste effects. 
Timestop Is already available, but only to 
eighteenth level MUs, being the end· 
point of the slow effect. Another 
possibility is that rather than beings be
ing transportallie through time, only ob
jects can be so treated. This gives rise 
to many interesting ideas, such as 
messages from the past or future, 
technological items coming down 
through tirne to end up as magic items 
or artifacts;, and so on. It also limits the 
impact of time manipulation for GMs 

who don't want to risk the full implica
tions of beings travelling in time! 

Another interesting possibilitY is the 
alternation of events by the deletion or 
insertion of chunks of time. Perhaps a 
part could complete a temple raid mis
sion by the insertion of an extra hour in
to their subjective time continuum. Time 
deletion would work best In the parallel 
universe concept; each deletion mean
ing a new universe where the deleted 
events didn't happen. Time insertion 
could work in most universe types, 

Another ability is time navigation -
the observation of events, normal or 
paradoxical, when analysing the UTe. 
This ability can be used in universes 
where time manipulation doesn't exist 
- it is basically prophesy for future 
navigation, or scrying the past for the 
reverse. In temporally active universes, it 
is also a useful ability to possess I 

Alternatively, the concept of personal 
time continuums (PTC) could be used. 
Every living being has a PTC, and these 
can be analysed by time navigators -
simply tel1ing your fortune I Each per
sons. PTC beings at his birth, but ends 
at his nstursl death. PTCs are also 
useful aid in Imagining the time insertion 
process. In the example above, the tem
ple raid, each party members PTC would 
have an extra hour put in that nobody 
else had - thus, only in their memories 
do they seem to have had the extra 
hour. If they were not in the same posi
tion at the beginning and end of this 
hour, a person observing from the out
side would see them disappear and then 
reappear instantly, "flicking" to the 
position they occupy at the end of the 
hour. 

But PTCs do not necessarily have to 
be added to. Imagine the consequences 
of deleting the portion of a person's PTC 
where a death {other than that by 
natural causes, which is right at the end 
of his PTe and inviolatel occurs, and 
pushing the cut ends together, Not only 
death, but injuries, diseases and a 
multitude of other events could be 
deleted and avoided ... 

Of course, anyone could become im
mortal by continuously inserting time in
to his PTC, but personally I wouldn' t 
accept this, certainly not for a PCI 
Death could be caused by the deletion 
of all but the beginning and end of the 
PTC - there is no possible way for the 
victim to retaliate I wouldn't let happenl 

I hope I have given some useful ideas 
here, but I would caution GMs (from my 
own experience!) that it is wise to 
finalise their own concepts of tIme 
before trying any manipulation - other
wise things can get somewhat tangled I 
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EXOTING VARIATIONSI 

OR ASK AT YOUR LOCAL STOCKIST 

IF YOU WANT TIlE FULL CATOLOGUE SEND£I .50p 
( Price jllc/llde$ Post &:,,-,P.~o~Ck~Q~g~i'~"~) _________ 1 

Sefid Q S.A.E. for details olour NE"" 
'T 'Shirrs. ONLY £4. l5p inc P+P. 
Available by direct Mail Order Only! 

THE NEW ADDRESS OF OUR USA & Canadutn 
distributor II: Mr. J .B. Hood. 

Arl. Cod. ;. 304 547 0000. 
Wargames BOil 278, 
AOUII40 Eut, 
Trledelphie , \N.V . 26059. 
USA TEL ;- 304 845 7215. 

DIXON MINIATURES. Uni t 28, Spring Grove Mills, 
Linthwaire. Huddersfield. W. YorkshIre. Tel: (0484) 846'62. -___ Il0l ______ ... __ 11_.",,_. 

TMo _____ ..... IIo_" __ ..... _· 

a:: 
:::> 
o 
>-

SCOTLAND'S 
PREMIERE HOBBY 

STORES 

EDINBURGH 
13 Forrest Road, 

Edinburgh EHl 2QH 
Tel ; 031 2263354 

!GAMES 
MASTER 

GL ASGOW 
536 Great Western Road, 

Glasgow G12 BE2 
Tel : 041 334 1583 

FINE ART CASTING 
MACHINERY 

for all your Casting Shop Equipment, 
Casting Machines, Vulcanisers, 
Pots, Temperature Controllers 

other services'-
Contract Casting, Moutd Making, & 

Blister Packing. 
Contact Fine Art Castings 

Unit 10 Arkwright Gale, West Partway lnd Estate 
, Andover, Hampshire SP10 3SB 

Tet (0264) 54407 

Please menlion White Owarfwhen replying to advenisemenls. 



The DROMA-AKT are herel 

The Droma-Akt are the lesser Insect warriors 
of the Inseetold Kingdom. They form the 
bulk of the Kingdom's warriors and come 

In their thousands ..... . 
lextract from Book I ' Inseetold Kingdom', 
of the chronicles; Continent of Thrapsus) 

'" ", 
'" ." 

[35~~ 
£3.97 
£1.19 
[1.19 
£1.79 
£1.79 

'" ." 
'" ", ." 

£12.85 

Ahketon. Unit 12A. Olds Approach. 
Bytleet Industrial Estate. Tolplts Lane. 

Watford. Herts. WDI BTS 

· __ .... _no, __ ...... _""~_12_.~ ... n... __ .. hid'I..,.. .. _ ... ~_ .. . _ •• 

RALLYTO 
EJI nOW 

l ........ _ 

in' 
283 I'ontonville Road. london 

Phone Ot-8334971 

GAMERS IN EXILE 
Irregular- Feudals plus seige equipment 

We stock lin excellent range of wargames: 
role-plaving games and figures. 

Essex Miniatures 
TSR Grenadier 

Avalon Hill Standard 
Ciladel 

Platoon 20 
OTModels 

Dixon 
Games Workshop 
Heroics/Ros 

COMING SOON 
15mm Napoleonics TTG 

Opening Hours: 
Monday 1.00pm -6.30pm Tues-Sat 10.00am-6,30pm 

TABLETOP GAMES 
~!~~~~~~LD ROAD, 
NOTIINGHAM NG5 588 
S.nd s'A.E. fM c.I.logu. 
UK M_,I Ord .. , 10% 
Im,n 161.1) DYe,SOI_" 
Sur/.ce 15"" A"mall 60% 

15",,,, FI\N TIISY I'I0URf.S FRO N ""'I'!~"'!l_,, ___ -, 
"0 HTEIlS '51' ... 
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MEDWAY GAMES CENTRE 
1 CHURCH STREET 
CHATHAM, KENT 

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

PRINZ AUGUST, MINIFIGS 

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

defti~e'l NEW NINJAS! 

f ASt HInjIo. IUcIIintI' .... U ....... ..... .... ...... ..... 42p 
F ... U N ..... with .~IKon_J ............ lp 
FAn Nlnl- II ......... w ith _-.I d _ 

_ rop. 11( , 01"- Shopl .............. 42p ·""'.of ......... FS..... NIn~ 1If .............. 8' .... 10 ... ' ........ ... ..Up 

DENIZEN MINIATURES 
4a Powis Square. Brighton, Sussex BN 1 3HH 

- _ . M __ ..... __ ...... __ lao- "'-"'" _ 11 __ <It 191 ' ..... ..." .... 
_ ... _ ........ IWmIuIW_ .. _· 

RITZ TOYS 
100 Queensmere 

Slough, Berks_ 
Tel: SLOUGH 30678 

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

Science Fiction Games. 

on-Sat 9.00-s.3Oj 

The OGRE is just Olle Dfille thirtY or 
so 'ilces !hat can be met on tile 
huge world 01 ORION. In this play
by-mllil game of l"lrigue adven. 
tU'8 end warfare playe,s tah on 
the role 01 mercenary leader 01 II 
clan. which wand". the world In 
search 01 fame and fortune. The 
game combines stralegic wargam
iog with fast moying roleplay as 
players fight for power oyer the 
hundreds of settlements tha! dot 
the landscape and tackle the mvs
terles 01 OAIONS piiSI. 

For more information wri te to 
Orion Gamel, 6 st. AusteU Rd , 
M anchester MI 6 8WQ. To slart 
send t5 for the set-up malerlal 
which include tha first th ree lums. 
Please make cheques/PO payable 
to ORION GAMES. Future turns 
cost £1.25. 

~X"I:O"~ OF 
ORiUf1 

We now stock a 
comprehensive range 

of Fantasy and 
Role-Playing games 

for both the new and 
the experienced gamer 

Self.idges 
THERE'S NO PLACE LIKE IT. 

II' I"'''·~' 1111 ,\\1 ilKI' _1 ~UT.~. 1i'> I)o"~ 11"1'" ,Mil FIII'IU'" ,'I ~I" I~ " 

ESSEX FANTASY 
MOUNTED DWARVES 

0\6 M.,..,1fOd King 
017 MOUI".cI ",Ind .. " bo ... , 
0171 Mounted d ... rl .. I'~ _,hommer 
018 Mounted mlCem..., 

alia Mounted .".."." 
Q\9 M""",od _d..,.., 
0 181 Mounl'" _,,"In 
020 Mountw<l Mer... 

All at (1.10 Each 
t 10% P80P 
Minimum 60p 

SEND A STAMPfD ADDRESSED ENVELOPE FOR OUR 
COMPLETE FANTASY CATALOGUE 

TEl.UtION£ ORD£AS 0118 681309 ,IoCCESS _ VISA • AM£AICAIII EXPIIESS 

ESSEX MINIATURES 
UNIT 1. SHANNON CENTRE. SHANNON SQUARE 

THAMES ESTATE. CANVEY ISLAND. ESSEX. 
" MI ... I MInI~"'H.a ""I lOY' _ .... ""t ouIt.~ lor _ ......... '" 12 \11'" of Il\'L 

TMy contlln leod .. 1Iic~ m~ boo IIItmi..t II chew.cl or ..... _ .. 

Please mention Whire DWBriwhen reply!ng to adyertisements. 



C itadel Miniatures proudly present the 
Skeleton Horde ~ a boxed set from the 

makers of Psychostyrene Dwarves and Dmstik 
Plastik Orcs. 

The boxed sel contains six sprues with enough 
body parts 10 make up 24 superbly detailed 
25mm skeleton figures, complete with shields 
and bases. A range of body positions, heads, 
arms and shields allows almost endless varia
tions. We believe that the box price of £3.9S 
represents the best value availableon the hobby 
miniatures market today. 

None can tell how they came to be, or in 
what foul lomb they were first created. 

Some claim thai they were once a 
human army from a distant land, 
whose mission of slaughter and con
quest cominues beyond death. 
Others mainlain that they were cre
ated by a powerful necromancer, 
but turned on him and are now 
their own maslers. What is cer

tain. however,is that notbingcan 
SlOp them. The living can only 

flee before their advance - for 
how can an army be destroy
ed which is already dead? 

So they march on, growing stronger with every 
mile. At every graveyard, every ancient battlefield, 
every roadside gibbet their numbers increase as the 
dead of ages passed answer this unnatural call to 
anns. And Death marches with them - no living 
thing survives their passage. and the country is 
black and blighted. lashed by dark, driving rain 
from a tomb-black sky. 

tlghling Cbaracteristics Personal Cbaracteristics 
MWSBSS I WIA LdlmOWP 
4 2 2 3 3121 j55 5 

Spedal Rules lmmune to all psychology tests. 
Cannot be rouled . Cause fear in living crenrures. 
Subject to instability. The Skeleton Horde is com
posed mainly of normal skeletons with the profile 
and rules listed above, but includes a number of 
skeleton champioDS and hel'O('S, who act as con
trollers. Their profiles can be round in the 
Kbrhammer &ttle Bestiary. 

The Skeleton Horde cases II 
permanent aura which is 
equivalent to the level 3 
Necromantic speU &lise Dead 
(see KfJrhammer, f.b1.2), caus
ing their numbers to increase 
according to the sp:1I effect at 
every place of bunaI they pass. 

-fOR ACCl:U . VIM (MIDEJI5 ~ THr/itWL.OllDEIIItOtUNU 0lIl101731 78MUf7_1.ti:it. _ .. _.,....M.oI.o...... . o.-o~1...tj. _. 



the legend .. 
~~.I..LI. the fantasy-----.f 

DRAGONS 
~--.- OF --. 
~·-WINTER 

NIGHT 
Margaret Weis and Tracy Hickman 

.... ~2 
of the blood-curdling 

bestselling 
:rnce~ 

- CHRONICLES 

The sensational new 
fantasy adventure 
series from TSR 

Discover your destiny ... 
at all the good booksho~-:p~s-( 

now. 

£2.95 

FromJoe Dever author of 
the award-winning 

Lone Wolf adventures comes 
a major new development 

in gamebook design 

-U:.!Impleofthe 
ComI»l HI.>roes IwGillayer game. VIew represents 

whaT lhe player IS seemg al every stage ofpl.ay. 

CAN 8E PIA YEO SOlO 
OR WITH TWO PlAYERS 

A DIf1'ERENT SOW AVVEN'lURE IN 
EAQl800K 

EVERY MOVE IS lUlJS'lRA'IID
OVER 270 PICTUIIE VIEWS 

INf1NlTE MOVE POSSIBl1JTV 
NOTWO GAMES EVER IDENTICAL 

PlAVERHASOOl'lP\ETECONTROLOVER 
HIS OIARACfER 

QlOOSEVOURMOVE
~VOURNUM8ER-OHECKVOURPACE 

At every stage ofthe game, you are in total control. 
The COMBI'J HEROES picture view system Is 

an innovative step forward tn gamebookdestgn. 
The simple movement and combat rules are easy 
to learn. ensuring a fast -paced adventure every 
time you play - either alone orwlth a ftiend. 

Features such as Ambush,. MlssUe Are, 
Hiding, Crttkal \\bunds and 
CampaIgn Play add realism 
to the excttement ofthe deadly 
duel as you strive to attain 
the rank of Combat Hero. 

Please mention White Dwarfwhen replying to advertisements. 
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