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Quick, quick. you must listen ... I've 
something very important to tell - oh nol 
He's herel Not so soon, not so SOD 
AAAAIIII/JE££EEEEEEIfIII. .. squeeek ... 

~PsuICOCkb;,m 
Yes, it's that time of t he month again. A 
New White Dwarf. A New White Dwarf 
Editor. OK, confession time. Paul w as. in 
fact, a $weep-lookalike glove puppet and 
I have been the editor all along. 

AU that aside, in keeping with the policy 
of Getting Things Wrong on WD, this issue 
does not contain an extra 8 pages, Sorry, 
We' re saving them for something special in 
a couple of months. But to make up for the 
(unavoidablel delay, we have printed some 
meps for a Paranoia adventure. Maybe not 
the right maps, but ... 

O}~) by :he we,. Me"y Chd"m". 

~ Mike Brunton 
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MARVEL SUPER HEROES 
ADVANCED SET 
Roleplaying Game 
TSR£9.95 

MAl ClllLDREN OF THE 
AlOM 
Campaign Supplement 
TSR£7.50 

Who needs an MSH Advan«d Set when you've 
got an MSH Basic Sd! What)Qu want to \mow 
is. are [hey going \0 do the All<U} Irick again and 
keep both sets going as 'different games'? My 
guess is that they will. MSH Ail'llnced is not jusl 
a revision or second edition. It is i\dvanced' 
because the rules are much more complu 
(though not necessarily more difficult to use, of 
which more later), but the baJanceand nature of 
the game was changed far more radically by 
Reainu of Magic than by anything in MSH Ad­
vanced. Interestingly. the magic system is not of­
ficially a pan of MSH Ad~'(Jnced. 

First of aU, for the benefit of established 
MSH playel'll. what"s new? Character generation 
for a Slart . In the original set if was assumed that 
everyone oould play Marvel characters. though a 
simple character generation system was tacked on 
as an afterthought. MSH Adl'tJflCtd does thejob 
properly. Attributes can now take any value, and 
nmk is defined by the range into which the score 
falls. ·Monstrous· always used to mean 75, it can 
nooN mean anything between 63 and 1fT. The main 

of this is to allow characters to pro­
than a few big 

2 ,.= .• s .. 

The FEAT and combat systems ha~e been ex· 
panded somewhat to give more type~ of aClion 
and beller definitions of what )'OU can do and Ihe 
results of doing it. Something that caught my eye 
hcre is the fact thaI a Marvel character's chance 
of performing special tricks with his powers is 
dependant on how many times the comics have 
shown him doing it. If thal"s neX asking for 
arguments with players. I don't know what is. 

Resoun;es are now an attribute rather than a 
pool of points to be spell! . and each power also 
has a rdting to detemlinc how strong it is and 
allow power FEA"Th. Negative popularity is now 
official. Area I1'lOYement has been kept. but there 
is an alternative ·mnged mO'Vemcnt ' System as 
well. There are some comprehensive tables 
detailing Stats i>r weapons and vehicles and some 
rules for buildll\g an HQ. The Universal Table 
has been expanded a bit at the upper end so as to 
distinguish the merely mega·powerful from the 
tega- and gega.powerful beings with which the 
Marvel Universe is increasingly becoming 
populated. The BeyorKier·s column ~comeS 
official 100. 

And that 'S about it as far as rules go. Jeff 
Grubb has done a pretty slick job, both in expan­
ding the system without (JVer-l;:omplic~t ing it (ex· 
cepting the new lllO'Vement system which seems a 
bit intricate) and in explaining it in an enlenain­
ing manner. 

So. do you need it"! In his introduction Jeff 
Grubb says thai the first set is i>r newcomers 
whereas MSH Mvanced is for people who know 
how 10 roleplay. Dingoes' kidneys. Very young 
kids will be happy with the original MSH ruleS 
because Ihey move fast and are uncomplicated. 
As they get older. they will indeed need all of the 
advice. assistance and guidelines in Ihe Advanc­
ed set to help them learn how 10 run roleplaying 
games. Once they know how they can Ihrow Ihe 
rules away again. 

TSR seem to believe in simple, improvisa­
lional games for kids and complex , role·heavy 
ones for adults. In line with this, thc MSH Ad· 
IYJTlccd Judges· Book is little more than a monster 
manual · 5tatistics for all the major Marvel 
characters re-done for the new system. All of the 
rules of the game afe in the Players' Book. It 
looks like we·vc got another generation of roles 
lawyers in the making. 

Whether ~ need MSH AdvanCl'd depends 
on how you hke to run your games. If you·restar­
ting out. provided it is nOl your first roleplaying 
game. I'd go for the Advanced game oot be 
prepared to treat a 101 of whal it says as 
guidelines only. 

So much for the system. what about Ihe 
goodies'! In the game you get the usual soft 
plastic dice and wax crayon. card character 
sheets for the Marvel characters and guaranteed­
to-fall-over card figures. And a map. Yes. New 
York again. Is that five or six sections now? 
Anyway, ifs huge and ifs wonderful and, if 
you've got the lot. a great play aid. 

The other ~ckage available for the Advanced 
rules is MAl Child~n orlhe Atom, an en· 
cyclopedia of mutant-kind: their JXlWers. their 
friends, enemies, homes and equipment. In 
essence, it is Project Widl"aWfl~ re-done for 
MSH Advancl"d, !hough it is vastly more com­
prehensive. Nevenhless, as is the way with such 
things, it is already way out of date, Chris Clare· 
mont having sabotaged it by introducing 
wholesale changes in the X-Men comic whilst 
the book was in production. Nor is it fully com· 
prehensive. no Power Pack, for example. There is 
an adventure al the end but it's not very im­
pressive. If you look at it as an MSH Monsler 
Manual )'Ou'li getlhe basic idea. X-Men fans and 
students of the Marvel Universe willlO'Ve it, 

find wasleoflime, 

TITAN 
Fantasy Campaign Supplement 
Puffin Books £4.95 

KING OF CRIME 
& ETERNITY INC 
DC Heroes Adventures 
Mayfair £4.95 each 

DELTA FORCE: AMERICA 
STRIKES BACK 
Role Playing Game 
Task Force Games £110.95 



What's this, then'] The august pages ofWO rum­
e<! aver to a miew of another of those contempt­
ible little lciddy-boob'? Just because iI's writtell 
by thllt Marc Gascoigne penon. Goes to show 
just how much of a bouse ~gazinc WD bas 
become. 

Weu , no, actually. 
ntaB is a magazine-size papctback, like irs 

pn:decessor Out ofthl Pit, and is produced to the 
same high standard. It is a cotrq)lete guide and 
SQIlrt:e book for the Fighling R1rIrasy ~rld , 

drawing IOgcthcr all tbe background Infonnation 
from the gamebooks and fleshing it oU[ Into a 
complete fiultasy VoOrld. 

Ah. but, I hcarroleplaying snobs saying. If 
it 's for those silly littlegamcbooks it's bound to 
be simplistic, Inle, full of shopworn ideas and 
condescendingly written . 

Wrona again. 
While ntan will be. sure-6re best-seUer 

among FF afficiollIIdos. it shouldn't be wriuen 
ofT asjusl ODe more for the ltiddic!l. Fighting Rm­
fIMY is IDention«l. few lilllCll. 1Ii)OU mighl ex­
pect, but wllal nldn is, when)Oll think about it. 
is a systemless ~rld source book - and an 
remarkably complete one lit that • whicb can be 

The sheer quantity of' adventures that Mayfhlr has 
produced for IX: HtT'Ols has~t that qui~ II 
few orthcm 111M! been moiC'Ntd very 8ldmpily, or 
even missed being covered Ilt aU. This is a shame, 
firstly because there are some plots in amongst 
them that are easily adaptable 10 other super hcro 
games. and also, doubtless because of the hectic 
publication schedule, there is some awful tripe as 
well . Knowing which is: which bcbre Duying can 
be.something of a problem. 

Por example, I was deLighted to be given King 
of Crime. because leffO'Hare's previOUS effort. 
Blood ~ud, isessily the best super hero adven­
Nrel've ~r seen. Xing ofCri~. whilsl no 
disaster, im't in the same league. I've tried CMSS· 

referencing editors as well. Scott Jenkins ~ 
responsible fur EternUy be. which is very 
good. and got a credit on Blood Feud, but he was 
also part responsible for the abysmal Sitge. I give 
up. Just try 10 read a review before)'Ou buy, 
Dec:iuse a fiver fur32 pages and no play aids is 
not good VllIue unless the adventure is really 
good, 

1lIDtaiised by the mention in. FI'QC(J$ recently, 
weren't you? Now, at last - The Review! Delta 
Force, thc role-playing grune of an elite anti­
terrorisf coo:unando unit, in which you play 
clean-living American boys, ready to defend the 
~Tld against ' •. .shadow organisations with 
names such as the PLO. Islamic Jihad and 
KGB .. ,' seeking 10 averthroN the. West in 'sneak: 
attacks ofblood and terror: Hmm. Classy, eh? 

It's got thrcebookJ . the Rules 0( Play (48pp), 
the Warbook (4Opp) and the Soenarios (32pp) - a 
referee's SC~ (an unusual inclusion in gart'Ic:I> 
nowadays; very usdullt is too). and II pair of 
miniscuJedice, so small that yoor players will 
find it remarkably easy 10 lose them. swallow 
them, etc.. AJI the prioted stuff is plastered witb 
pictures afmen with big guns. kitted out in sur­
vival gear and sporting those nany littlc black 
woolly hats. Just like in the fllrm. 

.Actually, thegamc ilSclfbnllOO bad · the 
rules are fairly comprehensive. and don't waste 
space gcning t1Eir point &Cross. One aspect in 
particular is odd . A player ~r lind out what 
his/her ehanlCter's stamina is (Delta's verswn of 
hit pointli); not a bad idea 10 keep players 
~odering how far away they arc from death, bul 

used withjustllbout any mainSlteIlDl RPO. 
1be contents arc ~ssi~. no motter which 

WI)')'Ou look at it. Three contincnlll are mapped 
and described in detail, with ~8 on the 
undeTRa ruims aid an interesting soon section 
on the sWr5 and coT»;tellations that can be seen 
£rom the planet. 

There is a wea1th ofnch backgroollCl infol'1IUl­
tion on history and mythology, tracing TItan's 
d~lopment from its creation through the TIme 
of Heroes and the Spawning of Chaos 10 the 'pre-­
sent day' of the New Age. 

Thedeitieund taCe$ofQood, Neutrality and 
Chaos eal;:h receive a chapter.and the major races 
are laYingly detailed , wilh OOICll 00 their $OCiety, 
history. racial traits and some ¥cry useful settle­
ment plans .. 

As well as a complete mytbology and pan­
theon, Iiuniliar characters from the gameboob ­
Shatcella the Snow Witch. Sukumvit and Lord 
Azzur of Blacksand 10 name but three • are 
covered in depth, pl'OYiding several fully-detaiJed 
poo.verfuJllegendary NPC pe~naJities. 

Finally, there are plans or a llIVem and a 
wizard's tower. aod a two-page cil:y map of Pen 
Blacksand - a shame this couldn't be done as a 

Kinko/Crimt!, then. is I For Your Own 
Hcroesi'M (and you thought lSRfMIlJ'VCJ loved 
trademarks!) IIdventure. What Jeff O'Hare has 
done here is create II campaign setting for 
player-generalod characters and people it with 
II group of villains who can provide both 8.D in­
trodUCtory advcnrure and a regular source of 
enemies, 

The game is cleverly ba.sed In Central C ity 
which, with the demise of the Flash, is devoid 
of super powered protection. The bad guys are 
all weU known DC cannon fodder. Unfor­
tunately the Central City background isn'lli 
patch on MSH's New York, and the adve.nture 
plot is like something out of the Batman TV 
series. I think the problem is that the project 
was beyond the $COp: of a 32 page packagc, 
and it wasn't belped by having an editor woo 
wouldn't even krep the mayor's name CO!lSWII 
throughout tbebook.let. Shame. 

Eterniry If//:, in contnlst, is II very nice 
package, perhaps something to do with the fact 
that Roy Thomas of DC is listed in the script-

a bit of a bind for the referee who gets lumbered. 
with the book-keeping. ~ ls actuaJly laken 
off all statistics =cpt Training and Experience. 
but it's Stamina filling 10 zero thalldlls)'OUT 
commando. Combat is intricate - realistic. but 
001 as playable as Ilik:c (tbc.re are too many 
modifiers for a scan). It can pl'OYC deadly too. 
Rules for hand-to-hand combat (again, more 
complicated than I like), strategic movement, 
demolitions (CXleosive, and wd.l done), ainirops. 
communications and morale round out the book. 

The Warbook contailll pages of'information 
on weapons, vdlicles, combal gear and about 
twenty terrorist organisations - the lRA, PLO. 
Baader_Mcinhd, etc - plus eight Inti-terrorist 
units - the SAS, Delta Force, Unil177 and 50 on. 
Commendably detailed, and aU too real . Which 
just leaves us with ... 

The scenarios. Of wbiclJ thcre are three, All 
titled 'Opennian ... '. they give our Brave 
Amtrican 'Boys a chance to swirw into lCIion. 
freeing hostages, or destroying planning ceOtreB 
and making it look Iikc a rocket attack (1) . All 
pretty much in tbeSlllllC son d vein. They all 
have victory CODditiofl5. another unu~ua1 feature 
in lID RPG, belonging more 10 wargames. Other 

fold-out, ~incc some detail gets lost in the ibid, 
but that 's; about my ooly quibble with thc book, 
The whole thi. is beautifully produced. and 
lavishly illustrated fo the bigh standards one 
would expect from Puffin. Theonly thing it 0b­
viously lacks is an adventure, which would have 
been nice. 

Fig!w.·ng Fmrtary may no( be. one of the best· 
thought-of'RP(l ~)'stems among 'serious' 
roleplayers, hut it does have its good points. And 
io lit(m it ha5 just acquired a few more-good 
points. How many other RPGs can botuit.a 
128-pa'ge IIIOI'ld guide, espcciaUy ~T thi' price? 

The PF logo may put some off, but !be 
pacbge itself is systemless and everyone who 
PlaYs a mainstream fiultal)' rpg should at least 
give it a look. If it were produced by a 'serious' 
games company, boxed and sold II £10.95, 7i/an 
would be acclaimed as II u.sefuI rpg aid. AI £4.95. 
iI's probably the best value aroood in limlaS)' 
RPG SOUIX:e books. 

writingc,redits. You can wwuys IeII II good 
IKlvenrure because when)'OU come to review il 
you find that you daren't say anything about 
the plot least you spoil il fur the players. 

Suffice it to say that the bad guys are 
Gorilla Orodd and some Neanderthal 
-wrcerers, and thai Grodd is firmly in the Lex 
LuthorfBrainiac league of villains. The heroes 
for whleh the !dve.ntu~ is written are Infmity 
Inc, one of DCs lesser-known teams, but the 
plot is not in any way dependant on thc nature 
of the heroes. 11 could be run for anyone, 
which is another useful aspect. 
Reconunended, 

Ptte 10mlyn 

aspects of Odro rorce reinforce this similarity ­
r.he use of overly technical tent'l!l and tbe intricate 
combat system a.il smack. ofWlllgames. 

I supposc I ooght to take a shot at Criticising 
the bacqrnund. like 1Wilighr 2000. the good oj' 
Americans ~ in the thlclc of It , proteCting life 
lUld libeny for us civtlians., right'? Nope. That 
ODe isn't truc liS the game abo lets you beone of 
the SAS or Isreal 's Sayaret MakraI, It'l unques­
tionably tasteless, and the scope d tbe game is 
narrow. I can't fo~ IiIl)'OIlC running a long­
tenn ClUllpaign . the text make!; no attempt 10 
suggest adventures beand!be 'beat up the IeT­
roriflll' son giYen in the game. ODC page ofhinlll 
SWll$ up about all you need 10 know as a [)elld 
roret referee, and all of that·s pretty obvious. 

In ill. not a bud game, I suppose, bUI it's ve()' 
unethical and awfully tasteless. 13 it OK 10 talk 
about ethiC'll and taste in II review? NO! Give me a 
chance to hide then ... 

Phil Fmnces 



Any"'-ay. Our Heroes DO'oV have a list of ingre­
dients. and have to go ln1ipsinground a number 
of ~i~rent planes to collect diem. This is disap­
pomtlng, and a waste of the enormous scope of 
lmmonal characters. The scenario 'NOUId have 
beeu filr more interesting and challenging if Our 
Heroes had to deal with the SlOnn themselves, 
nlther lhan being ICnt out to do the sbopping. 

The differenl planes are imaginative for the 
most pan, but a couple of them do stick in tho 
throal a tinle. For I:Mmple. me plane which con­
sisl5 entirely of music Slaves and which is in­
habited by sentient musical lIQ(es smacks more of 
Dr. Seuss than D&D, especially when the 
char:acterll are recruilCd by a noble breve to help 
rid the plane o(the dreaded Rogue ",onal Crot· 
chet. And I'm 001 sure about the Plane of Eanh 
having air-fiUed tunnels SO thlll its inhabitants can 
move about. eimer. 

Afteradvenluring on many strange planes 
throughout the ruultiverse, !here'sonJy one place 
left for the climax of the adventure. Yep. you 
guessed it , New York:. Well,)OO see, OUr Heroes 
happen to need something from this humble little 
plane of ours, and as everybody knows. if it's 
vilal to the swvival of the muitiverse, well gee 
whiz. it's just gorw be in the USA. I must admit , 

"-:;;;;;;:;:! though. having an ioter-planar gate on the New 
, • York subway might explain a thing or rwo. 

Be thai as it may. the adventurers now have 
the opponunit)' [0 o:plore thecities of New YOrk 
and Chicago. e~ntuing SIred gangs, leaping 
tall buildings, and so on. I'm no! convinced that 
this pan of the adw;nrure comes c:Jf as it 'N3S in­
tended - the idea d D&D advenlUrers encounrer­
ing our own ~rld ill. seductive one rrom the 
design point of view, bUi illBkes a very good OM 
to present the wodd to playeR ItS strunge and uo­
familiar. and very good players 10 go aloDg with 
it and DO( pass on their world Jcoowledge 10 their 
characters. 

-

IM1 THE IMMORTAL SmRM 
Dungeons & Dragons Adventure 
TSR£5.S0 

As its code number suggests, lM1 ~ lmmortaJ 
Slonn is the flfSl module fur the D&D lmmor1(l/J 
rules, designtd for a party of Novice Ttmpomb. 
the lowest level of Irnrnonal chaf1K1er. 

A suange. supemarural stann has appeared to 
threaten the multi~ne; the Hierarchs of all 
Spheres are powerless to destroy it, and can only 
sit and watch as the strange, supematUIal eye at 
the centre of the strange. sUpem8lllfal storm S il~ 
and watches them. TIlen, suangely, the storm 
makes CODtact. Hands up anybody who 
recognises similarities so far with a certain Star 
Trd: the Motion Picture. 

The storm's message takes the fonn of a 
verse. which looks dangerously like II puzzle; it 
is a puzzle, in met, although it is DOl the type of 
puzzle that it appears 10 be at first glance. In case 
Our Heroes don'l solve the puzzle, Ihe Hierarchs 
have already crac~ it , and solving it is all part 
of the test to see if they are fit to undenake The 
Mission. This is nne in principle. but of course 
everybody knows that Our Heroes will get the 
mi5Sion no matter how badly they do on this little 
test. The other logical flaw is that the message 
from the storm lisllI the Ihings which are needed 
10 destroy it ; quite why it should choose to do this 
is beyond me, but then I'm not an Immortal. 

I'vesaid thai: lbis is the climax afthe module­
it is. but it's oot the lasl pan. The final paf1 oflne 
story was probably immdtd as tbecliniaJt , but it 
does Jail a bit flat. Having collected the ingred­
ients, counlcd the ~perience points and Power 
Points. and so on, our heroes then compete" for 
the honour of suuding guarding the Hierarch 
who will actually bedoing the bllSiness of 
destl'O)'ing the storm. There aresome interesting 
ideas ror running the Olympics (I wish Frank 
Mentzer bad coolCn a more imaginative name) 
by which ImmonaJ characters rise through the 
rnnks, but after dlat iljust becomes a coda in 
which ODe pl~r fights off the storm's attempts 
to defend ilSelfwhile the others sit and twiddle 
their thumbs. 

All in all, then, there area number of logical 
flaws. such as why this indestructible stonn 
should tell people the means by which it can be 
destroyed, and then defend itself when they try. A 
lot of the action ill out of the characters' hands, 
too - in case they doD't solve the plZZle. the 
Hieran:hs have already worked it out, and so on ­
and the possiblities of newly-Immonal oharacters 
areseverely wasted by sending lhm1 on a trip 
down 10 the shops. I'm sure that it would have 
been possible to cane up with something a liuJe 
more gT1Uld in scale fOr the fint lmmonals 
module, Thill gives the impression ofhaving been 
conceived and wrinen in a huny as a 
simultaneous release to support the rules. The 
bulk of the interior artwork is more what you 
would expect from a fanzine than from a TSR 
module, and I iJuod myselfwoodering whether 
there JUSt happened to be theseMarwlSuper 
Herws maps of New York and Chicago at the 
baclr. of a drawer sunewhere ... HIIYin& said all 
that , the module does have its moments, but my 
overall impression was one of disappointment. 

Graeme Dtn;s 

OPEN BOX QUICKIES 

DARK BLADES - Board 
Wargame - Standard Games 
£ll.SO 

II's about time someone made a good, s~le 
beginner's famasy board wwgame. and while 
it isn', perfect Dark Blatks is a good move 
towards that end. Based on the fairly popular 
Cry Havoc game system, this game is fasl 
and simple to play, but has enough flexibility 
to cope with sotiIisticated manoeuvers and 
combatants with special power.>. The rules 
are presented in Standard's usual simple but 
effective wayl thoogh they coukl probably 
have done WIth another prod"read . The play­
ing pieces, h(7NeVer, are very pleasant. 
Though a little OD the thin side, they are 
~II-drawn and very clear. The 2 mapboards, 
too, are very lral , drawn in the same style as 
those in Cry Havoc, though why they only 
fealure a watermill and an arena-like depres­
sion respectively is a mystery to me. I would 
have thought there ~re far more useful set­
tings they could have provided. 

In fact, this limitation is pan of the major 
flaw behind the game. Evel)'lbiJIg, for a start. 
is tied in to some spurious background whicb 
seeks 10 expJai.n the events \eading up to the 
panicular scenarios included in the game, but 
also drags lhe reSI of the game with it. Dark 
Blades is all about the exploits of the bero of 
that name and his band of friends. All well 
and good, periulps, bUI this game wouJd be 
far more uniw:rsa1 if tbe background wasn', 
there. What is needed at the nuxnent isn't 
jusl a good beginner's fantasy board wargame 
- ii's a uoiversally.applicabJe game in which 
pJayers can sel up their own scenarios, free 
from the infIuen~ of half-baked backgrounds 
like this one. So, a good uy bill limjted by a 
rather tacky background; bUI if you really 
can'l wail for the real thing to come aJong 
this is for ~u. RN 



CARSE - Generic Play-aid -
Chaosium £6.95 

After the disaster that was O'ries (reviewed 
last month), it's a relief 10 DOte that this com­
panion volume is a good deal better. The 
56-page booklet plus fold-out map explores 
the minor city of Carse in some detail. mal­
ing the book: a useful source for any vague1y 
Medieval Europe-influenced fantasy games. I 
say 'minor' because Carse is a rather smaU 
place, certainly oot up to the scale of 
somewhere like thai old favourite, the City 
SUire of the IllYincible Overklrd (for those 
readers who weren't born when it was 
around, this v.as an immense city produced 
by the legendary Judges Guild). However. 
real Medieval cities weren't all huge sprawl­
ing places, and Cane may be small but it's 
pleasantly formed. There is enough detail 
here to provide ~D the laziest referee with 
more than enough material to run city adven­
tures for a few yQl1'5 to come. If this pack has 
a mull it's that there is perhaps too much 
detail speDI on individual sbop owners and 
tavern-keepers. and no( cllOUgh providing 
proper adventure opportunities for players 
(pUtting this pack into poor second when 
compared to Bladc's useful Oly Book series. 
for example), Players are never going to get 
around every last shop in the city - they'll 
surely use the ones they Deed and then bead 
off in search ci adventwe. I would have liked 
this pack to provide a few more opportunities 
for such things, but on the whole Corse is 
competently done, neatly-produced and well 
worthy of your attention if a wdl-detailed city 
is what you are after. RN 

SOWMANI - Traveller Alien 
Module - GDW £4.95 

They came blasting out from Terra 10 over­
throw the VLlani First Imperium, but the 
Solomani were unable to hold onto their new 
empire and it collapsed mID the Long Night. 
Over l500 years later, a new power arose -
the Third Imperium. But around the old 
bomeworld of Terra, a mavc~nt began to 
enhance the position of genetically pure Ter­
nu\S and the Solomani Move~nt was born. 
The Solomani Rim war was fought to prove 
Solomani supremacy and to establish an in­
dependent Soklmaru state. The war was in­
conclusive and to this day many Solomani 
worlds lie outside of ImperiaJ jurisdiction in 
the Solomani Confederation. 

This pack details life in the Confederation 
and provides a good feeling for its ~iety, 
which although human is aJso Yery alien. 
With their doc~ of racial supremacy, 
Solomani think and act differertly from Im­
perial citizens. Life in the Conkderation is 
closely monitored, and if you b:>ld different 
views to the accepted DOnn, yoo'd better keep 
them to yourself. Playel'll creating chamcters 
with the Solomani generation system do so in 
secret with the referee, so that other players 
do not know who is a member of SolS«:, the 
Solomani Secwity Force. EYen if your are a 
SoISec member, whateVer you do is likely 10 
be reported by another player 10 the Party, so 
you better make sure you're a good Party 
member. Like previous alien rmdules, 
Sclomani vividly recreates an alien society; 
ii 's a must for any campaign Sd in or near 
the Solomaru Confederation. 1B 

ALIEN REALMS - TraveUer 
Supplement - GDW £4.95 

To Imperial citizens the Zhodani are threaten­
ing and abhorrent - mind reading 
Machiavellis who are OUI to take oyer the Im­
perium and impose their rigid society upon 
it. But what if you are a Zhodani - a member 
of a society where everyone's thoughts are 
known and so everyone is extremely honest 
(and those that aren't are soon corrected by 
the Thought fblice)7 What v.ould you do 
when faced with Imperial citizens, everyone 
of them a liar, cheat and a secretive schemer? 
How would yoo react? A.lien &alms features 
eighl adventures involving such decisions. On 
the wbole they do an admirable job of reflec­
ting the alien backgrounds and provide good 
jumping off poinl"l for a Dumber of alieD 
campaigns. A few arc. howc:vel; more limited 
in their scope, and one of the Asian adven­
tures reads more like a trip throogb Imperial 
space than a journey sel in the Asian Heirale. 
A couple of the adventures are more or less 
ready to run, but most Deed a substantial 
amount of referee input 10 flesh them out and 
bring them 10 life. Those willing 10 put in the 
time, will be rewarded with some very en­
joyable and unusual gaming sessions. This 
module is highly recommeooed to referees 
and players u.erested in new roleplaying ex­
periences. If you are looking for some ideas 
with what can be done with alien char8l.:ters, 
A.lien &alms has plenty of suggestions. 18 

HIVERS - TraveUer Alien 
Module - GDW £4.95 

Physically the Hivers are unlike the other 
major races resembling starfish more than 
anything else. They are asexual , each Hiver 
capable of giving binh 10 other Hivers. 
However, it is their society which sets the 
Hivers apan from other alien races. In the 
past the K'Kree invaded Hiver space, easily 
pushing back the Hivers who turve an instinc­
tive dislike of violence. The war was. though, 
won by the Hivers without resort to violence, 
for in Hiver society exist those known as 
Manipulators who dedicate themseJves to 
altering Hiver society in subtle but major 
ways. Hiver manipulators \\ere able to 
dramatically alter the K'Kree on a few cbosen 
planets. Faced with this power, the K'Kree 
rapidly withdrew, 'cleansed' the affected 
planets and never bothered the Hivers again. 

Details of the HiYer manipulators and other 
aspects of Hiver society are weU coyered in 
thiS module, making it possible to use Hivers 
as both NPCs and player characters. Informa­
tion is also provided on the subject races of 
the Hivers - the races that make up their­
mili~ forces am who are free of the 
Rivers dislike of personal oombat While 
Hivers deplore personal violence, they are 
masten of long range oombatj also, Hiver 
computers are the most advanced available. 
Ventures into Hiver space will be quite unlike 
those set anywhere else, for this is a truly 
alien SOCiety, wt one easily grasped and used 
by Human characters. Hivt!rs canpletes the 
survey of the seven major races. Whether this 
will be the last, or whether future modules 
will deal with som.: of the lesser races re­
mains to be scco. Nevenheless, Hivers is yet 
another valuable and impressive addition 10 
the Tro~ller universe. JB 

(Reviews by Jim &mbro & Roben Ne"I.ut~. ) 
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• ARMIES OF THE NIGHT 

RRP £11.96 
The latest herdback book in the ADItD ringe, a follow-up to thl 
Oungeoneer's SUNivlll Guide. A simlar treatment of the outdoor 
Wotkl of AD&D cempaigns. A must for any Fantasy RPG player 
or GM. Includes new.,d expanded rules fOI terra in, weather and 
mapping, 

..... FANTASY GURPS RAP £6,95 

At last. the Fa"ltesy supplement for GURPS from Stave Jackson 
Gemes. Orcs, Dragons, Wlztll'ds, WerrlolJ end more In th is not-lo­
be-missed pack. 

..... AUTOOUEL GURPS RRP £6,95 

A Cer Wars{Gurpa crossover supp!emenl, InltodUclng pereonal com­
bat rules to Cer Wars a"ld which Is fuly oompatlble with the GUAPS 
aystem. A must for '!lOS of Car WfJlS and GUAPS alike , 
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RRP £ 16,95 

Adventure fOt Twll6ght 2000 Ht In New York, the flr.t such module sal 
outside Europe, Dilleover ¥.tIat' s befallen !he States dtJril'G the wars and 
come to lerml with the new .tale of affeilS, 

World War II board wargame with complete miniatures rules. Sure to 
appeal to wargamers and boerdgalTl8rs with an interest In th l. period 
of history. 

• AN ELEMENT OF DANGER RRP £4,95 ~ PAWNS OF TIME AAP £4,95 

Adventure modul. for use with the FIRESTORM supplement of the 
DC Heroes APG, You ere the NucleI( man in this exciting adventure, 

Adventure module for the DC Herou RPG designed for use with the 
LEGION OF SUPER HEROES supplement, 
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you telephone oldell from 8.30 to 5.00 MoneI.y to SItlH'dIY, IPS The oDd helfllng-bure- wouldn 't go e""''' eitherlf 

HOW TO MAIL O"DII 
....... ______ .. G_ --.U". 

I ___ et_ ....... 
u,,, .. 11111, .. PO, _ IISp ,... 0..-..""'" no.oo 

Ordo,. ..- [10.00 _ PO" 1_ 

OIIl ..... ' _ ll ... tor Co,n_ 

OIIfl ..... "III "'''Il , _ 55 ... tor C""",,* 

HOW TO TELEPHONE O"OU 

C~1I0YlU'"I .. 01l".eul. Z 
......, ..... " --...----- ........ -

107nl7HU2 _ 1077117_2 - .............. _.-
~1~tES GAMES WORKSHOP- MAIL ORDER, CHEWTON ST. HILL TOp-

WORKIS'HDp' EASTWOOD, NOTTS NG16 3HY 



(fl~/.~E ,5 
------'*a:R:K'5'HG,P-----­

LATEST RELEASES 

CALL OF CTHULHU KINGS & THINGS ' 

The new hardback edition of Call of 
CthulhlJ centains all of t he information 
players and gamesmasters need to 
enter a world of Gothic horror in the 
true Lovecraft tradition, as well as 
eight full ·colour illustrations and all 
of the information previously pub­
lished separately in the Cthulhu 
Companion. 

.... WARWCK OF FIRETOP MOUNTAIN 

Based on the astonishingly successful 
Fighting Fantasy game book, Steve 
Jackson's Warlock of Firetop Mountain 
is a truly great game that can be 
enjoyed by 2-6 players. You won't 
need a degree in calculus to 
understand the rules, but even the 
most sophisticated garners will 
find hours of enjoyment stalkIng 
the dungeons in search of glory. 

Kings & Things ' is quite literally the fan tasy 
game with everything but the kitchen sink. 
And if we could heve figured B way 10 do il ... 
There's so much we could tell you about 
Kings & rhings·, like how it has keeps and 
castles & heroes & the archmage & every­
thingl But why spoil aU the surprises? Just 
send off lor a copy end fInd some friends 
to play it wilt!. Boy, are you going to 
have funr 

Two new adventures in one Call of 
Cthulhu sanity-blasting package. The 
Statue of the Sorcerer. a strange 
parchment and a mysterious death 
lead to even stranger goings-on in San 
Francisco. The Vanishing Conjurer: 
can the investigators pose as stage 
magicians and infiltrate the Inner 
Brotherhood of Magicians? 

PARANOIA HALLS OF HORROR 

Troubleshooter! On this speclsl dsy 
you been granted the opportunity to 
purchase the ~rlJnoi8 rolegame. Thll il evid­
ence of the computer 's love and trUII In 
you. Go now and order ~f8noi8. Serva the 
computar. The computer is your friend. Do 
you doubt thecomputer1 The unashamedly 
brilliant ~flJnoia 15 now available in a UK­
printed, 160 page hardback version -
including three adventures praviously 
published s898rately with the Paranoia 
Screen. 

From the fevered imaginatiOl1 of Bob NaismIth 
comes Halls of Horror, a complete set of 
gothIc room plans suitabla for use In horror 
and fantasy role playing gamel. The 12 
sheets of full-colour A4 sized card include 
thirtean (I) complete rooms, with all the 
'regulars' used in fantasy and horror 
scenarios, plus acce6sorles and furnIture 
which can be used to set the scene In 
any period up to the present day. 

OOUBLE PARANOIA HIL SECTOR BLUES 

Yellow Clearance Black Box Blues and Vepours 
Don't Shoot Back. lWo classIc adventures 
from Paranoia that no High Programmer 
should be without! Specially repackaged 
for BrItish Alpha complexes, these two 
exciting modules Bre now amazing value. 
BO pages of honest-to goodness 
mayhem, action, lasers, commies, 
tra itors, and the ever·present, 
ever-vigilant computer just to keep 
things running, ar, smoothly. 

The latest supplement for the 
PARANOIA RPG. A 64 Page Campaign 
Pack detailing the Internal Security 
area known as Hil Sector. Back­
ground info. , plots and mini ­
adventures as well as Card Stock 
Commies"'" for 1Jse with miniatures 
and full miniatures rules for 
PARANOIA . 
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FIFIH FOUNDATION 
They found me Iwirching and babbliIlg in the 
bar at Games Day. Kindly White Dwarf at­
u:mptcd to rally me with promises (of beer) 
and threats (of Hbrhammer OOo'ciizations), 
but still yout reviewer gibbered about robots 
and Lensmen and Kuhn's The Structure of 
& ientific &VOluJions, while significant 
fingers v.oeJ'e tapped against foreheads. This 
was all because of what I'd been reading on 
the lniin ... 

FoundatJoa I.bd Eartb (Grafton 464pp 
£10.95) is Dumber 5 in the trilogy, and my 
seizure was brought 00 by the thoughl that 
Isaac Asimav bas hit the same problem on 
his intcllectuallevel that E E Smith met on 
the physical one. Doe Smith's Lensmen were 
forever fidltiog more and more gallIClic­
powered I'Oes (no sooner does Boskone invent 
an ultimate weapon than Kim Kinni.'lOn 
rctons with a mere ultimate one!), Asimov's 
'intellectual Lensmen' are constantly un­
covering deeper Secrets of the Uruvcnc:: as 
with Smith's ever-huger mega'Ne8pons, the 
great revelations soon pall. They loom 
ponenlOUsly, like Kuhn's paradigm shifts 
which topple whole sciences: they never 
match up to the hype. The Sl:rings of the 
Galaxy are pulled by the Foundation ... no, 
the Second Foundation ... no, 'Gaia', .. no. 
Earth •. . no, in facl .... The ultimate-for-1lO'W 
answer is flO( a lemon but a robot left aver 
from a IlOYeI set 20,000 years earlier, and 
really who CMeS! 

This isn't as dull as the fearful FOundlJ­
o'on's Edge; there's more movement and col­
QUr in its travelogue of ancient, ruined worlds 
(unfortunately recalling similar and better 
traVeJogues by Clarke, who cou1d make you 
feel that 20.000-year gulf as Asimov never 
does - cf The City and the Stars). Its final 
line throbs with implied sequels, but Asimov 
seemingly imends to backtrack: promised 
next is Prelude to FouMatiOfl ... 

FoundatiOll and EArth is very 194Os, bar a 
little discreet sex. Heart of the Comet by 
Gregory Benford and David 8rin (Bantam 
468pp £9.9.5) is very 1980s: big, slick, skil­
led, geared to the Halley's Comet market, 
and mCNing along painstakingly high-tech 
paths to the already traditional visions of a 
quantum leap in human evolution. On the 
comet's next pass (20605), Earth plants an ex­
perimental conununity to ride the long orbit 
and test ex:ploillltion plans: cg could Mars be 
temformed by comet-ice impacts? The mis­
sion is soon in trouble with unsuspected 
Halley life:-fonns, including - a little joke 
for D&D fans - purple worms, As expected 
from these highly qualified authors, the 
science is elaborate and convincing. Less so 
the characters: \l,Qmen are 'del.iciously un­
predictable' with 'breasts hard and high', 
while the only memorable man is a hyper­
Jewish super-biologist who aim;)st sinde­
handcdly copes with every problem Halley 
can offer, 'You know what mitochondria are, 
righf be says confidently, but don't worry -
the chap be's talking to gives the answer ('in 
a hollow voice') for your benefit. Whopping 
concepts and evocative descriptions boost the 
DOVel half-way to excellence, but are defeated 
by the dead wciglu. of the 5terwtypeS and lec­
turing, Hard SF fans will forgive Its flaws. 

In 1973 I bought Brian Aldiss's fiDe 
history of science ficioo, Billion fear Sprl!~ ; 
the new edition is TrtlUoo \tar Spree (with 
Dwid Wmgrove: GoIlancz 5llpp £9,95), 

CRITICAL 

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

written by Dave L'ID!:r()~ 

longer by 200 pages of smaller type. SF 
criticism suffers from clotted academic prose 
and/or ungrammatical enthusiasm: this IS a 
worthy updating of the best-written hislory 
yet seen. Not that iI'S infallible - I disagree 
with certain judgemenLS. while il can ~m 
unjust Utat author X is dismissed as exceUent 
in a line or two while the inferior Y is quoted 
at length to illustmte apoinr. The editors of 
poor old InteT'l.OIlt! (Britain's only current SF 
magazine) are probably conunilting mallS 

ham-kiri at fmding themselves merely 'a 
pallid successor a Nnv ~rlds'. I was pleas­
ed and alarmed to learn from the usefuJ index 
thaI I too have become History .. . Despite 
that, the new Spne is an essential reference 
and a good read. 

A IR:at for the eye rather than the brain, 
Sirens (Paper Tiger 128pp £7.95) is Chris 
Achilleos's second art collection. This col­
umn has heretical views on ~ an: I 
suspect Achilleos is superior in teChnique to 
Frazetla (who falls too easily iRa visual 
clieMs) and Boris (obsessed with Sialic CNer­
musculature), but am unmoved by most of 
the airbrush hyper-realism here. 'J don't 
know much about An, bUI I know what I 
doo't like.' Those who think of Achilleos as a 
painter of improbable female breasts will nOl 
be disappointed (our slatistician reports 114 
and a half, 54% of them unclad). For 
fighting fantasy fans there's a chapter of 
favourites, including plugs fur Dwarf and its 
Chaos Death fuunders. People who like 
books like this will like this book. 

Tbt Lordly ODes by Keith Roberts 
(Gollancz l60Pp £8.95) contains 7 more 
stories from one of the fmest (if occasionally 
emtic) srylists in SF or fantasy. Breakdown: 
SF 4, fanlaS)' 2, ghost J. Only Roberts could 
write a movmg and horrowing post-holocaust 
taJe set in a public lavatory ... and then write 
another. Recommended. 

Here's ODe you didn't ~ in hardback: 
don't miss Tbt BorrIbIa: AIi:roa: tbt Dark 

MelrODOlirl by Michael de Larrabeiti (Pic­
colo 33"2pp £1.95). The Bodley Head hard­
back was cancelled by its publishers, who got 
cold feet about the Bad Ewnpk set by 
clashes between savage street kids - Bor­
ribles - and groresquely appalling police. 
You probably remember the WIlj your fimt 
reading of AJic~ in Mfmduland compelled 
you to dive down holes and take drugs. In 
fact, de Larrabeiti's third epic has worthy 
things to say about honour and trust .. , in bet­
VtlCen spons of aclrenalin. Again London's 
underside is the nightmare background for a 
quest, and the tortuous journey from Bat­
tersea to Nea!iden has a far higher death toU 
than that relatively cosy toddle through Mor­
dor. Triumph is bloody (especially in the 
luridly delailed Camden slaughterhouse) and 
expensive, Black comedy also abounds: 
anyone fool enough to confuse the luxurious­
ly nose-picking Sergeant Hanb (,Fimt class 
that ODe, looks like a weU-fed whelk') with a 
real policeman must have as tenuous a grasp 
of realiry as a Dwarf or Bodley Head editor. 

James Stephen's 1912 Tbe Crock of Cold 
(Picador 172pp £2.95) is men in the Irlldi­
tional fantasy vein, though not much. It's an 
Irish whimsy, shot with gods and leprechauns 
(it should doubtless be suppressed for its 
subversive hints that lrish policeman can't 
handle leprechauns) and dotty J:hilosophy. As 
the Philosopher remarks: 'Finaliry is death. 
Perfection is finaJiry. Nothing is perfect. 
There are lumps in it .' Bag this for your shelf 
of fantasy classics: it may go out of print for 
funher decades. 

The mit of the SF seems to have sunk to 
the bottom of the column. \byage to the Clf,. 
of t.be Dead by Alan Dean Rlsrer (NEL 
243pp £2,25) offers page--tuming hokum as 
two bickering, married scientists make their 
WIry by hydrofoil up an alien river, overcom­
ing with ease such obstacles as the theft of 
their boat by hostile tribes, or attacks by 
ravening abominable snowmen, Just to make 
sure, the author has an emergency deus ex 
machilUl waiting to save them from the ftnal 
p<IiL. ..... world by Philip loot F"""" 
(Grafton 322pp £2.50): another fast-moving 
example of a Iilr-out social setup within 
which the author merely plays cops and rob­
ben. Th 'solve' overpopulation, everyone 
lives only one day a week., passing the rest in 
suspended animation. High crime consists of 
'daybreaking', liv~ outside your appointed 
weekday. Our hero IS an arch-daybreaker 
with seven identities, bne being a cop who 
pursues daybmtkers, etc, etc. Terry Carr's 
Best SF of !.be ~ 15 (Gollancz 365pp 
£3,95) is as aiv.sys well chosen, a dozen of 
1985's finest stories which I've no room to 
list here. 

Also recei'¥Cd: Hellkom. WInter by 
Brian Aldiss (Granada 393pp £2 .95). fine 
gloomy stuff, already reviewed; White Wlna 
by. Gordon Kendall (Sphere 30Spp £2.95), 
soporific militarist SF; Swwds iD the Milt 
by Fritz Leiber (Grafton lS9pp £2,50), 
FafbrdlMouser reissue; FoodalJ b)' Larry 
Niven & Jerry fulmelle (Sphere ';{K)pp 
£3.95), exciting SF despite longueurs and 
crassness; 17th PaD Book 01 Horror SCones 
ed. Clarence Paget (Pan 187pp £1.95) with a 
token Stephen King reprint; One Mlllion 
Tomorrows by Bob Shaw (Grafton 176~ 
£2.50), thoughtful SF DOVel of immortallry; 
A BlJdbird to ~ b)' Freda Warr­
ington (NEL 473pp £3.50), fantasy in which 
'the daring quest continues· ... the bloody 
things always do, don't they'? 
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Plus Stldlwith Virgin entitles you to choose RIII l!8cordS, T_, ClJmpacIDtlCl, VIdeoa 
and huge discounts on retum llights with Vi'tIi1 Allantlc AlrllneSt Pick up a Stldlwith Vi'gln 
leaflellorlull details Next time you spend £5 or more on games at your Virgin Garoos Centre e::::::;::::;:;..a present the voucher below and you'll get DOUIII.E Stldlwith Vi'tIi1Stamps! 

the no.l choice for games 

ABfRDEfN 46, Union Street • BIRMINGHAM 98, Corporation Street • BRIGHTON 1561161, Western Road 
BRIIlIN. Merchant Street • BROMLfY 104/144 , High Street (in Burtons Menswear) 

GIASOOW 28/32, Union Street • UfOS 94196, Briggate • PLYMOUTH 105, Armada Way 
LONDON 100, Oxford Street. TOP MAN Oxford Circus . • NEW STORES at EDINBURGH 131 , Princes Street 

NOTTINGHAM 6-10, Wheelergate . • OXFORD Unit 13, Westgate Centre 
COMING SOON In DUBLIN, DURHAM and YORK 

----------------------
Name 

DOUBLE Stick with Virgin Stamps 
from your Virgin Games· Centre 

Address ______________________ _ 

when )Qu redeem this IQucher before December 31 st 1986. 
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Look out for these new l.-ge format boxed setl each contaIn­
ing a full regiment including, command. standard beater, musi· 
cian and champion models 8S well as 8 number of trooper 
models with randomly a,sorted head variants. Boxes alao con­
tain revolutionary new Regiment slona-blsBs. Just great for 
moving these mighty forces 8cr088 the tabletopl And if you 
were at all puzzled 8S to how to fight battles with your new 
troops we' ve included full W8rharnmer BettIe rulas and regimen­
tal history on each boxl 

& I'tcklng, lJ(,. 8FPO III £III! IOdd 1ISp...- ....... ( IOPOST FREE ovaISEAS.1dcI JJ'IIo I",.,. (2.001. OVEftSEASAiRMAIl..; IdcI 55% ~ [2.001. 

FOR ACCESS & VISA ORDERS mNG THE MAIL-ORDER HOTLINES ON (0773) 7695221760462 
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THE MAIL ORDER TROLLS 

C.II 14 WOI you like, but we IIfen't daft t>8r11ln Moll Older. There', even 
two of UI wot can read. ArI' ...... ' .... heillrd just how many peOple fink John 
Blanchlli. oe of the brllen ani,!s In the enllre world, !Wen if he 008 .... '\ 
have wenl. Hie A""uona Got!tiqw IWOIs lha' m •• n71 picture '1 the moa' 
popul. Whit, Dwe" C'3oJer, righl7 So. ~ had Ii'll' am.zJr( idea. Wollf we 
grabbed him. 10000ured him with Hi-Oe-HiYidaol, and made him Ilg n load. 
end lo.cll 01 p!ctu," aothllt _rvooe would know it we. him thlll did '1IHTl, 
end then sold 'ami 

So he.1I they !Ire. 4101\. It t41l.- ~tur8', signed by the mlln hlmHII, 
of AmllZon~ Gorhiqutl Ilplkay Glady. III W1!I Cliis her), the cuddlV ZDmbie 
o,,(}Of1, 1M",,, Htll"rlch I'0Il Torlid>~1m, sod Two Gllez ... Fumping Elteh 
Other 1_ dunno wei it', called), To g81 your cOpi., you h ..... 10 gilt them 
from uti he •• 81 Meil Ordar. Th. was our idel!, end WII don' , want 1'lO-OIl8 
else "ickln' it. 

_00&. from: G_ WotQhop MIIII Or'-, CMwton Stto.t. Hill Top, ~ .. t_. Not· 
~. NG/a 3tlV. 
M. Otde< C .... gH: Utl BFPO & Eire: _ alip far ............. £10 · 0_' """, [10 
"'" JIIWII, ... 0-... : Add 33'" lor " .. II""" Imlnlmum C21. 0... .... Alnn ... , Add 
55'" lor """'OIlminImun ('2). Paymen • ........., be by ~ 0< poo •• ' ord .... I>IYfl>Ie 
til GAMES WORKSHOP ltd •• nd In pound ••• r!Ing. Fot VIol ond A<:ce$o ""'_ u .. 
IN .. ...,.,_ I'>otIlN« 10773) 7132131769522neo.fI2. 

NORTH 
LONDON'S 
GAMES 
SPECIALIST 

Full range of roleplaying games and 
accessories, fantasy and sci-fi board 
games, historical war games and 
rules, as well as complete range of 
traditional games. Demonstrations 
every other Saturday. 

(gISURE GAMES 
91 Ballards Lane 
Finchley, N3 lXY 

Telephone: 
01-3462327 

OUSt 3 minutes w:Ilk from FINCHLEV CENTRAL UNDERGROUND) 

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

We can offer mail order - send SAE for details 

GAMERS IN EXILE 
283 PeotoovUle Road 

Londoo N 1 9NP 
Phone 01-833-4971 

Opmln& Hours: 
M o nd:ty I .OOpm- 6 .30pm Tue l'_Sa[ IO.OOam- 6 .30pm 

CW I Thl tcberold 
CW2 Capilaiilt 
CW3 Bloated 
CW4 F3KisI 
CWS Petit 
CWO CW, 
CW' 
CW' 
CW IO 
CW I I iUdinl 
CW12 Vau:nm Undnd 
CWI} Bomb Throwing 

• Op:o '-110 t>U: s-.t, ..... lUa. Spil}' CIoob. 
limo! Crooob<rw". Not: or 8rokca &nit 

---:':';7'''::==----_____ .. _T_ .. _ -

CW12 
CITADEL 
0lXOl'l5 
5TANOAAD 
WOaL'lUm' 

GUI'I"ADIf.R 
"V.u,ON KILL ". "'U 

MAll ORDER U.K. ONLY + 10% p4p 

~ 

CHRISTMA S SHOPPING GUIDE 

JuS! a f ew of the mzin DIXON Suppliers. 

LONDON:~ 

VIRGIN GAMES. lOO,OlIfcrG Sl r .. , . Lo rdon, W.I. TIl :Ol 637 79 11 
GAM ERS IN EXILE. 283, P' nlonl'il!. Road. Lordon. NI 9NP. T.I: 01 833 4971 
GAMES PEOPLE PLAY. 5. WeU:inqton TII'TIC*. Nonlng Hm G"" 
RYE SI"AMP SHOP, 190, R~ LIn.. PllitNom, London. SEI S 4NF 

THE SENTRY BOX. SOA. HIgh SUNI. Th&mtl DItton, Sur. Surrty. 

PAUL & TERESA SAlLEY. Th, K .. p. LeMII'I'Nonl &mock •• London Rold . 
DlVlzu. Willi. SNI O 2ER Tel:0380 4SSB 

THE GAMES ROOM, 29. , Elm Hm. Norw io:b. Til: 0603 628140 

GAMES INC" 9, Frlllkfurt o.ltI. Plymouth. PI.I lQA TII:0142 672 149 

THE GUARDROOM, 38. W,1t SUN!. Dunstlb!. . S,d •. Til: 0582 606041 

THE OAMESKEEPER, 105. Cow!., ReNd. Oxfto"d . OX4 IHU T.i:OB65 721348 

SCOTLAND THE GAMESMASTER, 

FRANCE 

13, Fcrrut ReNd, Edlnbur¢ . EHI 2QH T.J:031 226 3354 
536, Gril l Wnttrn Rood. Glu9ow. Gl2 8U T.I:041 334 1583 

JEUX DE GUERKE - OIf'FUSION, 6 . Rill M.!MonMr. 75017 PIr. , Fran", . 

Send SA .E. for our SHOPS Gu/DE collering our {ull raIWe 
o f stockists throughout the U.K. and the rest oflhe Worldl 

OR:- Send £1 .50 for our fUlly illu$l1uled Cotabgue! 

DIXON MINIATURES. Unir 28, Spring Grove Mills, 
Llnthw,i re, Huddenfield. W. Yorkshire. Tel: (0484 ) 846162. 
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SF 10 TERRAN THREE·WHEEL POLICE VEHICLE £1.98 

SF 12 REPTOlOIO MARIHE FIRING LASER RIFLE .52p 

SF 15 REPTOlOID IN BATTlE ARMOUR AD". WITH LASER PISTOL .52p 
SF 16 REPTOlOiO MARINE WITH COMMUNICATION GEAR 52p 

SF 18 LASER CANNON WITH FOUR REPTOlOIQ CREWS [3 .80 
SF 25 WOZEL INFANTRY STANDING ARIHG SONIC RIFLE .tIOp 

SF 28 WQZEl INFANTRY KNeeUNG FIRING SONIC RIF~60P 

SF 27 WOlEL INFANTRY AOV. WITH SONIC RIFLE .60p 

SF 38 IHSECTOID WARRIOR WITH LASER RifLE .80p 

SF 39 INSfCTOID WARRIOR WITH COMMUNICATION GEAR .SOp 

SF 42 WOZEl REPAIR ROBOT .8Op 

SF 43 WOZEl R.I.P.II WITH GRENADE LAUNCHERS' £2.01 

SF 44 TERRAN ' CRUSHER' WAR80T ISlG • CHLlliKYI £2.98 

Sf 45 WDRMRIC FIRING PlASMA WEAPON .SOp 
SF 46 WORMRIC WITH BOOSTER TELEPATHIC EQUIPMENT .6Op 

o 

SF 47 WORMRIC CATERPILLAR, GROUND HUOGER ATTACK VfHICLE [2,07 

SF 48 TEHRAN SURVIVAL DOME !lOnt&<: .. tl SET OF TWO £1 .59 
SF 49 WORMRIC COLONIAL SHELTER !ltonec .. U £2.07 

SF 50 TERRAN COLONIAL FRONTIER FARM HOUSE [2.07 jllonecal1l 

SF 51 ARACHND WITH ENERGY WEAPON £1 .00 
SF 52 ARACHND WORKER CARRYING EQUIPMENT £1 .00' 

, , 

Postage UK 15% (MIN .• Opl 

Overseas 50% 

THE 1000 YEAR WAR! 

WILL THE HUMAN RACE 
SURVIVE! 

AHKETON Q?NEW1987-88 CATALOGUE ""'"'' 
500 ON THE WM ' £2.50 , , 5 00 ITEMS IN PRODUCTION WITH ANOTHER UNIT 12A, OlOS APPROACH 

TOlPITS LAND · ...... __ ............. _ .. ""'.-.-"" __ '2_"'_'t.oo._l .. d ............. .....".. 
~- .. --. WATFORD, HERTS . 

Our miniatures 
range continues 10 
grow, Seen here is 
Ihe standard bearer 
from our new range 
of dwarves. For a 
FULLY 
ILLUSTRATED 
calalogue of all our 
products, jusl send 
us a ckeque or postal 
order for SO pence, 
and a S.iI.II. to:· 
Standard Games 
Arion House 
Stalion Road 
Kings Langley, Herts. 
Te!: (09277) 68328 
F.!IX: (09277) 60740 

DARK 
BLADES 

Mon·Oger Chtefiain's Chariot. A fifteen piece 
model. over 4"'[ong, over 3"' tall, and weighing in 
at IOt/ 2 oz. Let him lead 
your troops into battle I £7.95 



HOW TO GET THE MESSAGE ACROSS IN RPGS 
BY SIMON NICHOLSON 

Communication is such an integral pan of 
our Jjves that we often forget its 
imponance. 1be impact of telephone, 
radio and te1evision upon society cannot 
be overestimated, yet we ignore and 
accept them without thinking. 

Since most fimtasy \IIOrJds are SCt in 
'medieval' milieu, they might appear 
rather limited in the field of 
communication. Technology in the Middle 
Ages was responsible mostly for war 
engines and weaponry, since Man has 
always preferred to resolve arguments 
with violence rather than words. Very few 
people could read or wrile, so 
infonnatioo was conveyed by 'M>rd of 
mouth for the most part. Interaction 
between to'Nns and cities consisted of 
news and tales told by passing merchants 
and travellers. This news was often 
inaccurate (the teller would have heard it 
from someone who heard it from 
someone else who ... ) and sometimes 
completely untrue. Villages were buih on 
the roads between towns, and lOOk 
advantage of them by having inns, stables 
and blacksmiths; a weary traveller could 
rest at the inn while his horse was 
resbod. The Villagers, eager for news of 
the outside v.orld. \\ot)uld press the 
traVeller for infonnation - the offer of a 
drink could loosen the most exhausted 
tongue. I expect that a good storyteller 
would be greatly welcomed by the inn's 
regulars. whether the tales were lrUe or 
not; he might, in return, learn something 
of h.is destination (the origin of the 
infamous Rwnour Table). Travellers were 
not great in number, however. The 
average man was likely to grow up, 
marry, and die within ten miles of rus 

binhplace. It is nO( hard 10 understand 
why any news was appreciated. 

Written conununication was common 
among the educated classes. Since the 
educated were rich, they could afford 
servants 10 carry messages. Envoys and 
emissaries were often used by the rulers 
to make sure that the laws were upheld in 
every pan of the land. Proof of their 
authority consisted of a signed charter 
bearing the ruler's seal. The messages 
thaI they broughl were bandwrilten ; the 
first form of printing appeared in the 
middle of the fifteenth century, bOY/ever, 
SO you might like 10 include printing 
devices in your game. If you do so, 
however, beware: the printed word carries 
an aura of authority and power thai bas 
caused revolution and reform. 

So much for history - what about 
fantasy? When you consider the factors 
wlllch actually make it fantasy - the 
abundal)ce of adventurers, the rea1i~ of 
magic. the existence of monsters ~ it 
becomes obvious that a rational fantasy 
world could be far removed from its 
historical foundations. This depends, of 
course, on the extenl of the fantastic 
elements in your roleplaying g!frle: the 
existence of unicorns wouldn't drastically 
alter a medieval society, since they were 
believed 10 exist anyway ; religious magic, 
on the other hand, would reinforce the 
people's faith and consequently priests 
would become the most important people 
in the land. 

Let us ~ne communication in 
the light of this. Our fantasy world 
contains many wealthy people, rich from 

their days of adventure, who would 
undoubtedly benefit from being able to 
communicate with distant ta.vns and 
castles. One way to fill this gap would be 
to have a Guild of Messengers and 
Carriers. The Guild would consist of 
trained riders. who would carry letlers 
and smal1 items to their destination for a 
fee. If sel routes and strict delivery times 
were used the fee could be reduced to a 
reasonable price, since one rider may 
carry many letters. Awkward or 
dangerous destinations could be handled 
by armed riders. although the Guild 
would not undertake a mission whose risk 
was too great. 

The riders themselves would probably 
use horses for mundane deliveries; sillCe 
this is fantasy. however, there is no reason 
why stranger, unnatural beasts should not 
be used. Flying creatures such as the 
gryphon makes excellent steeds if tamed. 

SIGNALS 

Bonfires have long been used as a means 
of sigfUJlling. In the sixteenth century. a 
chain 'o/pyres was built along the 
southern coastline of EnglmuJ w warn of 
the Spanish Annada. Each pyre was 
within sight of the nexl. and a watch was 
maintained at each. If the Spanish ships 
were sighted, the beacon wru to be lit. 
The flames would be seen by the next 
watchman , who would light his beacon . 
and so the signol would pass along the 
chtJjn to Plymouth , alerting the Navy and 
preparing the coast for invasion. 



The system could be imprr:wed: more 
than one b£acom aJ each point would 
mean more than one possible message, 
for example. The fires are still proM. to 
bad wearher, however. and a false alarm 
would disable the system for houN, A 
better idea would be to use heliographs 
- signalling mirrors - to convey 
fm!,rsagu in a sort of morse cotk of 
flashes. USing the sun duriJtg the day, 
and lamps or magical illuminations 
during the nighJ, an effoctive relay 
network could Ix- d~';ud ""nich would 
only be stopfNd IJy overclouding or fog. 
The information would tmvel much faster 
than a messenger, bur could be more 
expensive renMmbering 1M nwnber of 
trained codesmen involved. Such 0 system 
is best suited to a dry. sUIlnyen'vironment. 
where weather conditiOft5 are unlikely to 
cause problems. A two-mirrored 
ht!liograph. using one large concave 
mirror focusing the sunlight onto a 
smaller tronsmitter mirror. 'WOuld aI/ow 
$ignalling even when the sun was behind 
the signalman. 

Alternative technology can provide 
nltlny strange and diverse merhods of 
communicarion, some based on existing 
den'ces. A large kite. for example, could 
be flown as a sign ~ it might even lift a 
lamp, allowing night signo/s. A gos or 
hot-{Jir balloon would also work, without 
the difficulties of launch and suppon, 
Such aerial objects could easily fly 
strings of flags or pel1J1QJ1ts in 'he same 
manner as ships. Historically. flag 
messages were the only ship-to-ship 
communications before the introducrion of 
radio (ulliess you include shouting/) , and 
IWre so widely used tJuu an IntematioMI 
Flag Code was agreed upon. 'England 
expects ..• . was jlthm on Nelson's flagship 
Vicrory using the IFC. and is still flying 

I"""". 
In his novel Pavane, Keith Roberts 

c.reated a ~rld in which communication 
is controlled by the Guild of Signallers. 
The actuaJ method of communication 
inYOlves large 'Mloden toWers like 
windmills; instead of sails, the towers 
have two large semaphore arms. The 
toWers are spread across the country in a 
network. each within lelescope range of 
the next, and messages were relayed from 

toWer to toWer until they reach their 
destination. 1brch~ or lamps are attached 
to the anns at night or in Light fog, and 
the system is onJy defeated by beavy fog 
or driving snow. The semaphore code is 
meaningless to everyone but the 
SignaJlers, who are respected by the 
common people. An apprentice signaJman 
has to undergo intensive training and pass 
rigorous IeSIS before he becomes a 
Guildsman. 

It is easy to see that a power that 
controls all communication will quicldy 
become aware of everything that is going 
on in the country. Such a power will 
come; to be relied upon for information; 
imagine what might happen if the poYICf 
found it beneficial to 'aller' certain 
messages befure they arrived." Consider 
also what might happen if the power 
threatened to striJre unless demands were 
met (imagine the effect on our O'I'!'n 
country if telephone, television, radio and 
even the Post Office sudderny ceased to 
function! ). The JXl'Ner of communication 
should not be underestimated . 

MAGIC 

Magic in rol~playing garnes is almost 
entirely offensive, or at least geared to 
combat, prming again the preference of 
killing 10 comnuuticalion. Using such 
magic for signalling is possible. although 
it is seldom advanrageous when compared 
with nonnal memu. A fireball could be 
fired into the air as a signal, but a 
normal arrow dipped in pitch and set 
alight would In just as nt}(iceable if fired 
into the air, and could be used by 
anybody. Indeed. the Japanese ilfVent~d 
an arrow fined with reeds thal whistled tlJ 

if fiew - try finding a spell to improve 
upon fhat! 

Admittedly. there are some spells that 
involve seeing i",o jrJr-a'tVay places. or 
linking minds in a sort of telepmhy: these 
tend to be rtstricred and hard to obtain. 
however. in relation to battle·spells. Truly 
weful spells, such as Animate Broom and 
Shi~1d from Rain. are nol eveo 
mentioned. 

We can consider two types of society 
in which magic exists : the first accepts 

DON'T CALL t'S 

magic as true power. and looks upon 
magic·users as wise men and women; the 
second treats magic as a subvenive 
influeace undermining the law and 
questioning the rule of normaJ people. 
and therefore magic is banned. In both 
cases, those who use magic would benefu 
from being able to communicate with 
others. In the first society. law and order 
could be upheld through magica1 means, 
The ruler of the land, whether advised b)! 
wizatds or a' wizard himself. 'WOuld know 
aU that wenl on and would have a fairly 
easy time governing and controUing. The 
people-would be able to COllSUlt local 
wizards for news and advice. as well as 
maners such as healing. These local 
wizards 'WOuld be informed by their 
colleagues of approaching danger - a 
renegade wizard, or piJIaging 
mercenaries. for example - and ~uJd be 
able to prepare for the event; ' forewarned 
is forearmed '. 

It is unlikely that a law will deter 
magicians from pursing arcane 
Irnowledge; the second type of society 
will probably contain a secret association 
of wizards, perfonning their- rituals 
discreetly. Efficient, independent 
communication would be essential fur the 
survival of such an organisation, not onl)' 
for the furtherance of research and 
deve10pment but aJso to warn local 
branches and individuals of 'Wytchfin<let' 
types. If magical methods of spying and 
subterfuge were available. the organisation 
could actually become quite powerful and 
influential. perhaps even convincing the 
common people that magic doesn't really 
exist! High·ranking officials wouJd never 
press charges against suspected sorcerers 
- the organisation might have 
' information' 00 the officials. and could 
threaten to reveal it publicly (blackmail is 
such B nasty word - let us call it 
·coercion· ... ). 

It is inleresting to nOIe that anyone 
able to communicate magi· 
cally with distant places 
could become renow­
ned for 'predicting' 
major events, simply 
because they could 
see what was happen· 
ing before the 



DON'T C4LL US 

messenger arrived with the news! 

The method of magical communication 
would vary greauy. The moSI common 
would probably be some type of 
telepathic conversation. with the 
possibility of 'broadcasts' to all wi7.ards 
within a certain radius. 1be problem 
would always be one of range, bUI good 
organisation ought to overcome this by 
appointing RcIaye~. Crystal baJls would 
be excellent for telecommunication, 
allowing sight as well as sound, and most 
are able 10 probe areas normally 
unreachable. TolD'en created the Prlwntiri, 
magic stones that showed far-away lands: 
each Palantir allowed Its user to converse 
in thought with other stone-keepers. but 
required geat willpower to control. When 
one of them carne ioto the possession of 
Sauron, the Dark Lord, he was able to 
see all of Middle-earth , and the other 
Slones corrupted their users or fon:ed 
[hem to do Sauron's bidding, 

Druids and other Nature-minded spell 
casters would probably have the most 
comprehensive communication system; 
being able to understand the rustling 
whispers of the trees, to converse with 
the beasts of me land. and to know the 
meaning of me song of the birds, must 
surely make them almost omniscient. 
What could go on in such times that isn't 
seen by at least a sparrow? The lowly 
creatures will at least be aware of what is 
happening, even if they don't understand 
il. TIle sorcerer could even persuade birds 
to fetch and carry messages. Blackbirds, 
for example. are often portmyed as spies 
in myth and fable - perhaps because 
they are common in many countries. 
Pigeons have always been good at 
carrying actual written messages to a 
it.nowo location, and could be used fur 
communication with non-Druids. Again , 
mis is fantasy, and fantastic beasts could 
easily be used as messengers or spies. 
The greatest advantage of a natural 
network is that animals bave no reason to 
lie. 

A VOICE FROM ABOVE 

The n{Jfure of religious magic. by its own 
definition, is nOf easy to extrapolate from 
a (tltional foundation. The foet thot 
priests in roleplaying games are gifted 
wilh the puwer 10 p6r/orm nothing less 
than mirocfes introduces so~ jnteresting 
probletn$: religion is based upon faith , 
and yet the mimcles can be considered 
proof of the god's existence. Proof 
destroys such things as faith and belief in 
tilt unknown; the tlcquisillon of magical 
~rs makes priesthood seem a 
maten·al. rmher than spiritual, gain. II js 

probable thaJ the god requires the priest 
10 carry out some task of faith ......bieh 
would not be possible without 
Irypematurul abiliry. 

If the priest is tlble to obtain mLlgical 
knowledge from ,hat which is worshipped, 

it might also IN pouible to obtain 
Icnuwfedge of more recent malters. The 
god itself might become a pool of the 
knowledge of its followers; a priest could 
acquire knowledge as widesprrad as the 
religion itself. 

In a fTWre earthly vein, religious 
magic could draw together all the 
worshippers for a commOJ/ goal, This 
.... 'Guld require eemmunicarion be""~en 
different pla«s. with the god joining the 
minds of'VtJrious individutJls. On a less 
dramatic scoie, communicative devices 
might occur as part of a temple - a 
vision in the flames OT the waters of a 
forti would work in much Ihe same way as 
a crystal ball, alJhough the t!XlJC1 nature 
of the vision might be ambiguous. Some 
religions might actually value 
telecotfummicatfOf1 between worshippers. 
so that each temple would be a place of 
meeting and com't'rsing with followers in 
all places. 

PSIONICS 

Many SF writers have considered 
'practical psi: using psionic powers for 
tasks olher than comhat. Telepathy. for 
example. could be used as an a/lemarive 
to radio. Since it has never been prm'ed 
to exist. it is easy to say Ilwr telepathic 
messages can travel instantaneously. ar 
faster than light at least. The problem 
",ilh rru/io is that the tronsmissions trovel 
at the speed of light. approximately 3 x 
1(J metres/SteeNi, which is octlUllly 
rather slow. A spaceship on the other side 
of our galaxy would hove to K'Qit a very 
long time for help if it broke down ,.as the 
distress signal would take lOO/X)(} yean 
to reach Earth ... 

The atent of pisonic abiliry and its 
pro/usiOlt will greatly aJfoct the society in 
which psionic powers aist. A small 
percenUlge with such powers will 
probably find themselves rejected by 
society. branded 'espers: because the 
people will not really unders(Qnd rhem. 
Such espers will quickly bec~ aware of 
others like themselves, alld may form an 
organisatiOn of some SOrt. Greater 
numbers of psionicaUy-gifted people ",'ill 
probably resllll in a social recognition of 
their powers, and they will hold a definite 
position in society (such as Ihe Psi-Judges 
in the Mega-Cities of Judge Dredd) . 
Things Start to get awkward wben almOSt 
everybody is gifted - haw" would a race 
of psionics function? In a world where 
everyone Is sensitive to the thoughts of 
others, a world where mere couJd be no 
misunderstanding, only peace and 
compassion could possibly reign. Unless 
there is a small percentage who aren't 
psionic ... 

Using psionics for communication 
would probably require a Psi Guild of 
some sort, with branches allover the 
land. It would certainly be the easiest to 

use - walk into a local Guild brancb, 
hand over the message to be sent and 
indicate the destination, and pay the 
correct money for such a message. The 
'psi-gram' is then telepathically sent to 
the Guild branch nearest the destination, 
where another Guildsman receives and 
writeS down the message. The message is 
then delivered by the equivalent of a 
postman . U there is a limiting range to 
the telepathy. the message can be relayed 
from brancb to branch. The plausibiljty of 
ruch a Guild will depend upon the rarit), 
of psionic ability ; mere should be enough 
telepaths fot the Went to be recognised 
and appreciated. but nOi so many thai the 
Guild service would be superficial . 

It might be possible to psiooicaJly teleport 
letters and parcels to far-away places, but 
this would be a specialist Guild service 
for emergency situations as a greal deal 
of risk and conceotralion is involved. II 
might be worth the risk, however. if the 
destination was nonnally unreachable by 
messenger (a lighthouse. for example. or 
a mountain-lOp observatory) and the client 
was prepared to pay. Such precarious 
deliveries are usually welcomed by 
adventurer-types 10 any case. especially if 
you tell tbem thai their task is 'vitally 
imponant· ... 

Before you round up all the psionics 
you can find and put them to work, 
consider the pressures on a psionic with 
total telepathic and telempathk ability 
constantly active. Every day, be or she 
will read the haleS, fears and worries of 
those around them; experience the 
problems and anxieties of anyone who 
wruks past; know" the emotions and 
feelings towards them felt by friend and 
stranger alike. even those secrel feelings 
in the depths of their psyche. Think: of 
tbe stresses and tensions that would build 
up in the psionic's mind. 

Now think of that energy being 
released psionically . .. 

CURSE OR BLESSING? 

The advantages of communication are 
obvious - infonnation becomes available 
at all levels, knowledge becomes common 
fact , warnings and advice are dficienl 
and in time. problems are put in 
perspective - but there are also some 
disadvantages that aren't clear at first, By 
opening up the rest of the world. )'Ou 
show people how insignificant they 
actually are; certain individuals wiIJ react 
to this dangerously. while others won'l be 
able to take it aI all. Telecommunications 
also breeds a species of culture-sbock. 
thrusting together different races and 
forcing them to co-exist. They may be 
able to communicate with each other. bUI 
will they truJy understand the other's 
radically difk-rent beliefs? Think about it 
- it will affect your game. The slightest 
misunderstanding can lead to vioietJt war, 
as the history books confltlD. so be 
careful - this is supposed to be a game! 
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An AD&D adventure for a 8th - 9th level party 

Sbadowmagic can be played as a one-off advemure, or in­
tegrated into an ongoingcarnpaign , as the GM desires. It would 
be beSt if the pes were not predominantly of chaotic 
alignmems. although Sbadowmagic can be played with lawful 
or neutral evil pes. It is primarily an action advenrure, but with 
some tactical twists and pure hack-and-slay merchants will have 
no problems in finding early graves for their char..clers. Peo­
ple hoping 10 run pes in Ihis adventure should really stop 
reading this now! 

Have the pes trekking along - nowhere in particular, on some 
errand perhaps, but nor for any reason that putS time pressure 
on them. They should be in an undvilized, hilly region. The 
boxed ton below is an introduction that yOli may read to players 
to stan the adventure off: 

So far, anOlhcr peaceful day on the road - and then one 
of you spots something very large Circling in [he sky to 
the west, well out of missile or speU range. It hovers about 
for a while, and then seems to fold its wings and drop 
aJmost stnighl OUI of lhe sl..")'. It's am:lZing how quiet real­
ly big things can be sometimes. And then , as you head 
round a corner, you see a large blue scaly face about a 
hundred feet aW2y. altlcbed to a long blue scaly neck pok­
ing round some rocks. 

As the creature opens its mouth, you can beac the elec­
tricity craclding in irs throat. As you prepare for what is 
bound [Q come next , the blue dragon clears its throat ... 
and says 'Err; could t have a word, please?' 

You may wish to add minor details to this, of course. If the PCs 
are on some sort of mount. remember the awe effect of a blue 
dragon. 

Assuming the PCs have the sense oot to attack the dragon, coo­
versation can begin. Ifthey do attack it, the relevant statistics 
are given in The Expectant Dragon. The dragon will have 
already pre-cast all his useful defensive speUs. You will need 
to gel the PO; into the caves (and the next section of the adven­
lUce) in another manner. For example. you could have .some 
bugbears harnss them and then flce towards the C2ves after sus­
taining a few casualties . 

Parazaine the dragon will not gh'e his name (unless he really 
has no option) and be is intelligent enough to stay Out of range 
of an ESP spell while he talks to tbe pes. 
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by carl Sargent 

He will ask thl: PCS (or help. About a mile or so (0 the e2S1 there 
is a nest ofbugbc2tS In an old Cln'c system. Vermin, of course, 
bUI Parazainc has a probkm with them . He hopes to become 
a proud father shortly, as he has an egg which is not tOO f.lr from 
hatching_ Howeo.'cr, his wife (as it were) has run (flown, actually) 
off with another blue dr2gon ... P:u2Uine can't sec=: wb:u she 
sees in ' if ... bUI that 's dr2gonesses for you . But the problem 
is the bugbears. They have sometimes come close to his lair, 
and Pa.ruaine Is afnfd thai they will steal th(' egg which he in· 
cubating while he is out seeking food . Oh, the shame of Ol maJe 
dr:lgon doing this sort of work ... And worse still, the caves are 
too small for him to get ioro, so he can't wipe OUI the bugbears 
for himself. This is where the PCs come in . lithey will go into 
the C2ves 2nd deal with the bugbears, Parazaine will reward 
them with two di2monds from his hoard, If P,uazaine is asked 
where his lalr is, he will look repro2chfully at the ch2r.tcters 
2nd mutter 2boul how all ' I wan! isa quiet life bring up my h2t­
chling so th2t J h2S someone to look after me In my dot2ge 2nd 
carryon the family n2nx.. ,.' 

This is all complete hogwash , Parazi211e's lair is scores of miles 
away, there is no egg 2nd he buUies his poor m2te incorrigibly 
and is 2 philanderer to boot , The truth is th2t P.uaz2ine h2S 
learned (from 2n 2dventurer hors d 'ouevres) that. somewhere 
in the caves, then= is 2ll2llcient m2giCll - and t:lthera'i!- book , 
And he wmlS it, He also Sll'ipects that there is something nllStier 
in the eves th2n 2 mere bunch of bugbe:us, but he doesn't 
know 2nythlng specific, He hopes Ih21 the PCs will go in, nnd 
the book , get weakened when they fighl wh21ever is in there 
and then emerge 2nd give him the book .. , under the thre21 of 
2 good electrocuting. Once he h2S the book , he can enjoy the 
PCS 2S 2n lightning-grilled b2rbeCUC. PJ..razalne is lawful. but bc=­
ing honest with snivelling (demi-)hum2os is not p~t of his 
ethical outlook , 

If the PCs 2gree, P'.araz:l.ine wliltake to the air and circle round 
to observe them entering the caves. If they go elsewhere, he will 
land and 'persuade' them to go back, Eventually he will threaten 
them and eventually he will atrack . It should not be too tricky 
to persu2de the PCs to enter the caves; 2 spell-using blue dr.lgon 
is a very dangerous enemy. 

There are bugbears in the caves, md 3. few other minor 
' monsters ', The big wheels, though, ~ 20 unholy trinity who 
2«' in the miser2ble posilion of h2viog the book and rt'2Lizing 
that they can' t do mythlng with ii , and are therefore in some 
confusion . It 's Important to realise what they 3.re, what goals 
they have and wh2t they are doing. 
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The first is b.lisyn, a chaotk evil shade cleric. Some time ago, 
Zallsyn fell into disfavour with his deity, gOI banished to 
shadowstuff. and took rduge in some ne2.rhy caverns. Recent­
ly, his deity permitted him to have spells again and sent him 
here to find the book and deliver it to a demon. Success in this 
matter, Zalisyn was told, would ensure a n=lurn to f:l.vour - in 
the due COUIU of time.. It took some time and dfon, but even­
tually he fOWld tbe book. 

Tbe second of the group is the aforementioned demon. 
Rhankana is an almost completdy mature tubassu, shortly to 
t:lk:e up an o::ahed position in tbe=: Abyss. He h2s been sent to 
coUc::ct the book and take It with him. He has pra'iously b«:n 
SOjOurning on the Prime Ma~rial Pbne, eating bumms to grow 
to maturity, while being 'fostered ' In his immature sl4lges by ... 

... the third member of the trio, an exceptionaJ shadow demon, 
Namanel. Originally a fetmle human magician, long ago she 
attempted to ev1de the attentions of a hostile demon by 
polymorphing herself into demonic form . It didn't fool the 
demon, of course. who decided to reward her impudence by 
completing the process and imprisoning her in the form of a 
shadow to bOOl , Howevea; in return for her Cart ofRhanbna, 
she is (0 be despatched to the Abyss and granted succubus from. 
The good news is that she considers that a lot more fun poten­
tially than being a shadow demon. The bad news (for the PCs) 
is that even in shadow demon form she can still use some of 
her spells. 

Everything would be fine if the book had lived up to expect:!.­
tions. Zalisyn would be human again, Rhankana would be hap­
pily bullying demon vassals and Namand would be getting on 
with discovering that kissing was even more fun than she 
remembered. So what went wrong? 

Simply this: the book can't be tr.msported away from the Prime 
Material plane. The orders were to deliver it to the Abyss. 
Rhankana found that he simply couldn't travel with it. So, the 
thrtt ~ worried senseless. All of them have masters of whim 
and caprice, and failure (or even having to ask for help) could 
have consequences to awful to think about . After a squabble, 
th~ will be settling down to some serious thinking and trun 's 
when the PCS will get to them. As to the contents of the book, 
see Concluding the Adventure at the end of the module. 

Of course, the PCs will know none of this, but they will cer­
wnly know about it when th~ meet these three. The ensuing 
combat will be very dangerous and highly chal1enging. 
Statistics for thest three monsters art boxed and there are sug­
gestions for their tactical co-operation and attack-sequences 
which should belp you get the most out of them. 

The caverns 

o , 

Thecavems 
These are limestone caverns of rurural origin and are, for the 
most part, unworked in any major way. The 'floors' bave been 
smoothed and cleaned, but ceilings (between 11-16 feet high) 
bave stalactite formations and stone curtains in places. The 
v:uious locations in the caverns are unlit unless noted 
otherwise. 

By using the cover of rocks and the like It is possible [0 get 
within 20 feet of the cavern entrance without being seen (a rock 
overhang above the entrance chamber make approach from 
above very ba..z2rdous), Closer the 20 feet , there is a 50% 
chance of being seen by tbe bugbears in the entr2flCe cbamber, 
who will fire off crossbow bolts and shout (0 their feUows. Even 
if Invisibility is used there is a 20% chance of being heard 
sneaking up to the entr.lnce. 

I. Entrance Chamber 

There an: th.ree bugbears on sentry dury. They have some bone 
dice, a card deck (with a few cards missing), easting utenSils, 
pewter unk2rds and a barrel of poor ale, Each has 2-20ep and 
"-40sp in their belt pouches. There is a 50% chance that the 
entrance guards are relaxing, giving a 3 in 6 chance of surpris­
ing them. 

3 bugbears: AC 5; MY 9"; HO 3+ I; hp 16 each; jJ I; 0 by 
weapon; 1m Low; AL CE; Size L; xp 199 each; armed with 
crossbows (01-6) and shortswords (01-6); MMp12 . 

2-5. Bugbear Chambers 

These have some bunk beds with straw and lice-ridden furs, 
a pile or tWO of diny bugbear clothing, a few spare weapons 
(none of which are magical), foodstuffs, utensils and the llke. 

All told there are 12 bugbears includIng a' leader, three [0 a 
cavern. The bugbears have h«n ~cruited (as it were) by Valaan 
(see below) to keep inquisitive creatures away, and they ~port 
[a her. They are bored and eager for some action, bu~ if the 
leader and fQur or more of the others are killed they will not 
fancy any more bloodletting. Of those who remain, half will 
throw down their weapons and surre:nder and half will fie to 
area 6 to alert Valaan and seek sanctuary. 

11 bugbean: AC S; MY 9"; HD 3+ I; hp 21 (x4), 16 (x4), 12 
(x3)j jJ I j 0 by weapon; lnt Low; Ai CE; Size l ; xp 224 (x4), 
199 (x4), 183 (x3); five armed with morningstars (02-8), three 
witb hand axes (O1--6) 2Dd three with halberds (01-10); MMp12 . 

11«1 100 
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Bugbear Leader; AC 4; MY 9"; HD 4" + I; bp 25; AT 1; 0 by 
weapon +2; lnt Low; ALeE; Size L; xp 235 each; armed with 
a bastard .sword; MMp12 . 

Each bugbear bas l-IOep, 3-30 lip::md 5-50cp. One has a palr 
of lapis lazuli wOMh IOgp each and the leader h2s a very soJi~ 
silver bracdet with bloodstone settings worth 390gp. HIs 
chamber (cavern 5) also contains a crude wooden coffer with 
4Sgp, 185ep and 300sp and a small trophy - a pair ofhalfllng 
feet mounted on a wooden shield. 

U any captive bugbears are interrogated and asked about. any 
other creatura in the C:.lVcrns they may (50% of the tlmc::, 
modifiers depend on ' persuasion' used) teU the PCS any of the 
foUowing: :Ii)out humans in 2.ernaut (holding up three fingets) 
and one human not in armouri that Something Else arrived 
},e5ter<hy, but they were not allowed to see what it WolS and they 
were shoord 2Woly from the corridors when it (whate\'er il was) 
arrived; that mer were brought to the caverns as guards by a 
human who gave them mOney and showed them some: in­
te~sting variations of torture techniques; that the bugbears 
have been here for a week or so; [flat they havt" no idea what 
the bumans att doing. 

6. The juniOrs &. 7. The Middle Echelon 

The occupants of chambers 6 and 7 may weU be alerted by the 
time the pes get to tbem. Escaping bugbe'ns will nise the alarm 
within 1 round, and noise: of combat from the bugbears ' 
chambers have a 15 % chance per rQWld (cumulati~) of rais­
ing tbe alarm ijudicious use of maglal silence could forestall 
this, of course), Stllisties for the bumans found tn the chambers 
are given first , foUowed by their reasons for being here. These 
reasons may, in pan, be divulged if the pes can interrogate any 
prisoners they take. 

Mysistal; AC 1; MV 9"; Cleric 3; bp 22 : Kf 1; D by weapon : 
SA/SO spells - darJmess (x2), endurecold/beal, sanctuary, aid, 
resist fire, splrltual bammer; 510 19 WI6 018 CI6 CblO: At CE: 
Size M; xp 146; wears chain and is armed witb a footman's flail 
(D2-7); Mysist2J also has a gold signer. ring with a chrysoprase 
(340gp), pearl ear-rings (24,gp for the pair), and 32gp in her 
belt pouch . 

Ronca.no.l: AC I; MV 9"; Fighter 7: hp52: AT 312; Dby weapon; 
518/61 18 W9 D9 C17 Chll; At CN: Size: M; xp 766; wears 
platemaJJ+2armed with a two·ballded sword ... I (D 5·14): has 
a polion of Invulnerability (-2 to AC, +2 to saves, opponents 
below 9th level need magic wctpons (0 hit, lasts 5·20 rounds); 
he: has a gold ingot neck pendant (worth 45gp) and 87gp, 12pp 
and four 50gp gems in his belt pouch . 

Chamber 6, where these two can be found, is Ut with t.h«e oil­
burning lanthoms and bas two Straw 1xds with wolfskin covers 
(worth, in total200gps for tbe skins) and :.1. small sack contlin­
ing waterskins, preserved rations, a pouch with 200sp and 
other, trivial items (banklc:s, oily r-.lgs, iron spikes and the like). 

Valaa.n : AC 0; MY 9 "; Cleric 7 ; hp 41: AT I; 0 by weapon; 
$AlSO spdls - bless, command, cure IIgbl wounds,protectlotl 
from good, sanctuary, aid, dust devil, bold person , know 
alignment, silence 15' radius, contltlual darkness, dispel 
magic, prayer, cure serious WOUtuts, spell Immunity (cast 
against bold person); SI6 111 W18 017 C15 Ch15: AL CE; Size: 
M; xp 913; we:us cbainmail+/and usesfootmansJ1aIl+I; she 
has a matching set of bracelets, necklace and ea.r-rings (total 
value 15OOgp) and 22pp and 43gp in her pouch. 

Korovec: AC 7; MY 12 "; Magic User 6 ; hp 29; AT 1; D by 
weapon; SAlSD spells - charm person , magic missile, run , 
sbleld, mil"f'Orimage, slinking clorld,flreball, Meifs minute 
meteors; S8 U7 W16 017 CI6 Ch9; AL NE: Size: M; xp 574; arm­
ed with a quarterstaff (ot.u): has a wand of magic missiles (18 
charges) and tlm:e scrolls - polymorph sel/, sleep plus sepia 
snake slgil and dupel magic, His ermine trimmed robes are 
worth 1300gp (if not firebaLled etc). Korovec also has s",en 
50gp gems in various pockets and three 100p gems with con­
tlnllalllgbt cast upon them. 

There is a sma..U locked coffer in chamber 7. a.Ithough other· 
\Vise its contents are much the same as the previous cavern. 
Va.1aan has tbe keys in a secref pocket in her righrboot . The key 
must be tw:ned twice in the lock (once to unlock: the coffer, 
once to disarm the t..rap) to avoid a spring needle in the Ud, 
coated with virulent poison (save vs poison at -2 or die), The: 
coffe:r holds two potions of extra·healing, a scroll of cure 
disease, a bag of215pp and a quive.r of 24 a.rrows. II of these 
art: anvws ... 1 and one is an anvw of direction . 

The tactical actions of these NPCs de:pend on the amount of 
wa.rning that they get (if any), Their protective actions, prior 
to combat, will be; Mysistal - aid, eudure beatkold and lastly 
satlctuary; Roncaoni - guzzle the potion and emerge into tbe 
corridor ; ¥.tIa.an - spelilmmutlity. pro~ctio"jromgood, aid, 
prayer and finally bless: Korovec • sbleld and mirror image, 
These spell casting sequences may be cut short if the PCs ad­
vance quickly. In any fighting Valaa.n and Korovec will keep out 
of melet: if pOSsible and ~ tbelr speUs to best effect. Korovec 
likes trapping enemies in a stinking cloud and then using a 
fireball on the: helpless victims. This disperses t.ht: cloud, but 
it's fun . He will fiJ't: the mt"ute meteors one per round at spell 
casters. 

The group will not flee further into the caverns, but Korovec 
may try to escape, He will offer bis sur~nder if corne~d, but 
the others will try to fight to the bitter end; tbe clerics att 
fanatics while Roncanni will do so because it is a matter of 
honour and he's a bit dim. 

Mysistal is a junior cleric in Valaan's service. Y.daan was in­
structed to come here by her superiors ' ... to as.sisr asenior deric. 
Here's an arrow of direction, now get going ... Dh, and take a 
magician with you - somcone competent but not tOO power­
ful .. .' Korovec got the job and brought his bodyguard Roncan­
oJ (who is cbarmed into service) for protection and a bit more 
bargaining power. Korovec is now prepared to stl)' here because 
his spell book was appropriated on arrival. Korovec was lO1d 
that a magiCian might be needed to decode some magical 
writings and that the pay was good, He knows UnIe: more than 
that , other than vaiaan ltas some superiors further in the caw: 
. and [hat tomorrow something is happening. Roncannl and 
Myslstli know (if ie is possible) even less. 

Va.laan koO"W'!! about Za.lisyn and th2t he has company, although 
she doesn' t know what this company might be - the oahusu 
arrived wrapped in a heavy cloak, and the shadow demon 5Up-­
ped past her in tbe shadows. She does know that an ugumeot 
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has been raging funher into the caverns because she bas been 
eavesdropping. She heard Zallsyn roaf ' I feel like killing 
something ... We'll think 200lll this tomorrow. I can pny for 
some more clivinalioDs I su-,?pose .. : and slipped away. The 'I 
feel like killing something ... was translated as 'Whatever you 
do, don't go down there. . .' for the others. 

lnterrogation will reveal to the PCS that there :Ire further 
enemies de~r in the cnrems, and that rest , memorizing spells 
and pressing on noo: day is possible. They should be encourag­
ed in this, as the creatures that await are very tougb . Korovec 
(or even Roocanni) will point OUI thai Valaan W2S very a(raid 
of wMteVerwas down there, offering this in the hope of receiv­
ing merciful treatment. Korovec will neither fight for nor ac­
company the PCs further into the caves, but Roncanni could 
be: charmed again :rod relied on in a fight , 2S he is a man of 
honour. 

8. & 9. caverns of the Shadows 

These caverns are lit with lorches and lamhoms which cast 
flickering shadows everywhere, optimising Zalisyn's and 
Namanel 's powers, The caves are smooth-walled and smooth­
floored - the natural ca~rns have been worked on here.. The 
only crudal item in these caverns is a small coffer in cavern 9 
(see below). 

Initially, Zallsyn will be pacing up and down in area 8 , while 
the demons are discussing the probelms of being 00 the wrong 
end of Abyss politics in the next chamber, If the po; make their 
move at night Zalysin and Rhankan will be asleep in area 9while 
Namanel will be lurking at the juncdon of the. two chambers.. 
She willllwaken the othe1'$ at once if the PCs do intrude. 

These threean: in a desperate mess and will fight to the de:ath. 
Escape means failure and fallure means dellth anyway (or 
worse). Tbekey (0 this battle is the light level. Bright Ughts must 
be extinguished if ZaUsyn and Namanel are not to be severely 
weakened. All three have light reducing powers: Namane1 can 
create darkness 10' radius, Rhankana can create shadows, and 
Zallsyn has darkness, eotalinual darlmess and dispel magiC 
av;illable (the last for countering light or conHnuallightspc=lls). 
You must keep a can:ful track of changes in AC, bp, to hit rolls 
and the like for Zallsyn and Nounanel . For ZaUsyn, a IighlspeU 
crcues avenge lighting conditions and a ctmtlnuallfgbl cre:ltes 
bright light conditions. Lanterns give average light in their im· 
mediate area, while bullseye lanterns Cre2.te a ray of bright light 
30 feet long. 

28~~ 

Zalisyn, Namanel and Rhllnkanll will collect in area 9 and try 
to buy themselves soem time. Thus, a continual darkness, 
dark1U!SS ICY radius or (even better) Namanel's web will be used 
to delay the PCs. Zalisyn will try to cast key defensive spells: 
prayer, pratedion from good 10' radius, resist fire, resist cold 
andspe/J immunily(cast against magic mlssire), TIle first twO 
art: the most important. If given the luxury of time, true see­
ing will also be used. He will also wish to coat his mace with 
all of impact. Wisyn also has the option of creating a further 
delay with his conjured a"tmals. Namanel will cast sbield and 
mirror image. The nabassu will be the first to get in close, while 
trying to stay within 20 feet of the others, 

Zalisyn will try to use distance attacks (flame strike etc) before 
entering COmblit with his maCe, If in trouble, he will try his 
touch spells - the bestow curse win be used to slow his oppo­
nent so that be can get aw.lY, He will try to get dear of a melee 
before casting his heal spell if this is lit all possible. 

Narmnel will use all useful spells (lIgbttllng bolt, magiC missile 
etc) befolt: melee and prior to that she will cast afear 30' radius 
al the rear of the PC group to catch any smglers befon! taking 
a flying leap into the fray. 

Rhankana will use his ring charges, trying to kill a StrOng fightet 
by physical damage, before using his deatb stealltlglbestowfng 
stratagem. 

This should be - and is - a dangerous and challenging combat. 
You should rule that stolen death that the PCs don' t kriow about 
will not occur in a later adventure if Rhankana is killed ben!. 
Assuming the PCs make it, there is the treasure on the three and 
the coffer, hidden behind a loose pile of rocks against the 

Namanel the Shadow Demon 
AC 9 (brighlllghtJ. , (torchlighlJo r 1 (d3rl.:rlf'u): ,\I\' 12 ' 
00" lUp); 110 7· 3; hp 'I: AT 3: 0 t,611-611-8. SAISD!Itt 
below; MR SId; 1m Very High, AL eE: SIze M : "P 16iO 

SpedaJ Au:ocb. In;rn initial flring l""p Nam~nd 
nn U!>e four claw auac~ (0 1.6 .. a .. h) but no biu: Onc .. 
per day she m~y us .. darkness 10' mdlll! ,ndfoar jO' 
rtl(Hus. l!~ will nOJ L1~ h .. r maglr:jar attack Also se .. 
5pcll U~ belQw. 

SpeCIal Oef .. ncel. Naman .. ] I~ turn .. d 3~ a '~peci3r 
In gloom ordarknOlj ~h .. w.o ha]f·d:!magcfrom atlACk!:, 
In brigtu ligtu doubtcd;m&lgc She' i~ immune 10 r~ c()td. 
and dc:<:1ri(.';lt 3ttac;k:s, bUI 31'11bl or Cfmlimltllllgbi ,ptlt 
cast 31 her nllS"~ 1-6 polnls of dam:lgc pt:r lel'ct or thc 
Speltc;u;l .. r. 

Mel .... 8onu~: Narrulnel15 ... [ 10 hit in turchlight . 
.. "1 in darkn~, 

Sp .. U U!IC: N3manej can use Ihc foUcn,dng spctt~ 
once per d.1)' as a 7th lenl MU - tII¥1g/r mlssil/'(d}. rt!atl 
IfIlJ8ir, Jbil'id, mirror Imagl' (x2). !.loeb, dispel mag/r, 
IIgbrPllng boll and ",Izard 1')''-

Rhankana the Nabassu 
AC -~; MV IS"115 ~, HD, ... 17; hp5S,AT 3. 0 ! ·1J12·813-12; 
SA/SO s .... below: MR40 %; 1m High; At CE. Size M : xp 
4040 

Special AIUck" Rh:mklm3 elln. al ""tit , rN'ule 
sbadoIU (20 foOl r:.adILlS) 3nd Cn:~ lc d"rlml'ss is fOOl 
r:.adiu~). 17 lIma per day (holll:sl1r!) he c:an usc dffltb 
sreaf(l1/J. A Victim within 20 feet mlUt:lOl\T ~dcalh magic 
o r become: a ghasl In Rh;lnbn~'5 :;co·ic .. wht-n sIain , ~nd 
3 Stolen doth c:an be beStowed on a second victim ""uhln 
10 feet w ho mu~t save' ~d~3Ih rrutglc oc be slain ~I o nce, 
becominl! 3 !h~dQW In Rh:mbna', servi~ l(>)(()1'(illII 
pn:vc:ms Ih" if ust at (he ~orp:ll') Rh;lnbm may et.ergy 
dm/Pl, C3USC para/pallo" In 1. 10 fOOl: ndiu~:and L1~ 
so'ltmtY flY rotllusonceper d3r. As Iflhal wasn' l ~nough, 
Rhanl.:;uu also wc.;&n a rlllg at sboc'kl.,g grmp (H 
ctl~'lIC~), us:tble 3 t lmes'per lurn. A successful IIJr b)' Ihe 
h3nd wuring the ring infliCts 3n l.dditional "-1-4 po;m~ 
o f CkL1.rical damage, 

Spcda.l ()cfencc5 itUflllr nUllie WC3pons 3~ nen!· 
~d 10 hil. Rh~nhnac:l.n regel/emIl' up to 20hlt pomtsof 
d:lOl:lge pcr day, teleport{3ppatauJy 31 wlU) 3nd becom .. 
elbt>rM/twke pcrd.1)', Hc (.';In U5C a fJ{lmplrlcalfackOflCf! 
per d:ay: ~n)' single 31uck will 001 affect Rh:mbna but 
wit! :affect his :Hucker instnd. Thi,; only app~cs 10 ~Iucta 
spccH1ca1l)' dlm:ted3galnst Rh:l.nkllf1<l , not 1030 area !pdl 
whJch Lsn I dircClty targcll .. d on him. Rhank;ana 3150 h;u 
sundanl dcmonicdc:fenccs: rn3xlmum h31f d:un'-lgc from 
:aCid, cold, fi~ and clectrk31 ~1t:lCkJ;. 

Trc'3sIU'C5. Around his lIeck, Rh3nl<.::ula we3n- 3 
plallnurn nccl.: ch3in (wortb 6.500gp) 3nd sl1n'r urn 
bncen- In the shape of5Crpcm~ with sm311 emeralds for 
.:res (wQrth 2.50(}gp e;IC:h) 



eas(em wall of area 9. It is unlocked Howrver, hefon: giving 
Irs comeots, it is worth noting that the if the PCs flee they won't 
be chased beyond the caverns. The three cn:atureS will remain 
in the caverns for the remainder of the game day, but will be 
gooe if the Po. n:tum after this time. And, of course, Parazaine 
will be waiting - but more of him shortly ... 

The unlocked coffer conatins fWO books. One, a slim leather­
bound volume, is Korovec's travelling spell book (which can· 
tains deuils of all his memorized spells as well as comprebend 
languages and read magic). 

The other Is a large tome, some 18" x 12" x 2", which is a 
daemonology - a study and account of daemons. One section, 
written in Common, details certain aspects of lik and politics 
in depressing regions like the Glooms of Hades, Thtems and 
Gehenna j another gives the true names of two daemons (your 
choice as to which two); tbe final section consists of bound­
in scrolls with amended versions of banisbmenJ, binding, 
dolor, ensnarement, and torme"t. These Vllriant'i affect only 
NE creatures, but all saves by tbe same will be lU -2 exclusive 
of other bonuses or penalties. The demons considered (right­
ly) that this book would be useful In forcing alliances with 
d2.emoo.s should this prove to be n:quiR=d. The book. howaer, 
cannot be transported aW2Y from the Prime Material Plane by 
any means. The book is worth 12,500xp and 40,OOOgp. Even 
when tbe PCs have tbe book there Is one last problem ... 

The Expectant Dragon 
If Ihe PCs are fleeing in obvious disarray or defeat , Parazaine 
(wbo will be some 120 feel away from the cave entrance) will 

zausyn the Shade aerie - 'human' male, 141h level 
C01IIpl~ Nip.·tlfllf SluclO'll-y Avmgr. 8rlglll 
Dubl<" DatUm T()ftbJigiU Ughl Llghf 

Sf' r 18 181/0 Ib 15 
Inf 14 15 16 13 I! 
"I~ III II) 10 r Iii 
Dar IS IP 16 I! 
Can 10 " IS Jj N 
Clu /J Ij I~ II 10 
Ie j-l1'!'/ 
MV /1' U' IJ' JJ' /Z' 
TfLI£O' /I /I /I /} 11 
bp -O 'O"9bIU 
MR 6(J" 6OlI; 6/)\\ 60" ll" " 
At CE; '-II H IO 
- THACO i$ O<I\) Hi! AC 0 ' Add r~ ~cll.lal ACof th~ largC'l 
10 lhi, number for Z:aJi5yn's "'qui..,d u) hir roll T HACO 
incJu~ no maginl oonufoC'S,.so wltll macC' ~nd magical 
Oil THACO _ S (9). O:una!C~' ii 3·8 wllh a fQOrm~n's 
"wee + / (4-9 when Srrl7, 5-10 whcnS(1'IB, and 6-11 whC'n 
5(1'18110; add +6 10 all d:lruagC' when maginl oU b U5Cd 
. s« bC'lowl. 
•• Siandatd magic resistmcc, wltlll -4 (X:nally ro ~aves. 
NocC' +2 ro ~5wlsdomand'" ro <-4dUtC'ril),OOnU5C§ 
to Sil\·C'~. 

Magic h~m"pl«tl'l1Iml +}, r/"8 0fprotec:tlo,,"'Z, 
footman's macr+-/, "ial with rwo applinrion~ of off 0/ 
{"'fluCl (nak"! bluru: wuporu + J 10 hit!+-6 damag"" for 
9·12 munds), poltlons of extm-bNllns and bugbearcon· 
trol, four scroll! with dispel good, protecliO'1 from gns, 
cure critical wounds and continual dor'ltness plw; 
bestow cu~_ 

Spell., : comrrumd, curt' light woullds, darlmess 
(xl), fln)lectlonjrom good, feurtoucb, ftlilt cold. aid, 
bold penon, mist/Ire. sllenCl' IJ' rodlulllr2!, ~pjrltuat 
bammer.II!}'WnI u'atcb, cf'mtillualdarlmess x2), dispel 
m~gl.{lill,praYf'~. ~tQw cUf'Sf'{1I:2J. r:loa/lo/ftar, CUI'!! 
5f'rl0I4 wounds (xl). ptJl5011 1Oucb., pro/fICtion/rom good 
to' rodlus, spell Imnumlly, disptllJood,ftamt slrlltt, 
trut- $~/'IIJ, co"jllrt allimals, ~al. 

Additional Spt'clal Ability: shadow Images (in 
sh;idowy ~ling5 only). cn:arlng 2·5 sh~dow dupli e:tlC'$ 
with no ofkns;YC' pow.:t!o. Tht'!k' nn onl )' be dispdkd 
h)' alre:ring Ih.: IIghring co nditions. 

Non'm:lglcaJ Trcll!iu n:,! Z:lilsrn WC'at!i an aquisil" 
gold occkcha.in»o::t wilh turquoise;mel om m1CIaldi'onh 
575ot!p), a In:rkcskin belt With 5il\'C'T buckln worth 
150gp). 3 bC'1t pouch with Ihn:C' aquamarlno (,-alue: 
500gpe:ach)and Jlppin It and, on o~ fiogC'r; a p12.lngold 
ring wllh a $inglC' black upphln: wonh S400gp. 

Zallsyn',ConJund Anima" - 2 Giant Boat'll: AC 
6: MY 12M; 1m 7; hp y) , 28: AT I: D j·18; SA fight ror 1-4 
rounds at up to -10 hit points, die: 011 once: at ' II , Inl 
Animal : Ai N! Size L; xp "65 , 449; MMpll . 

check them OUt with ESPand, if he picks up notbingaboUl the 
book, will be happy with a single arc-grilled PC (the biggest 
one). 

lfthey emerge inbct, be will use ESP:md ask them such 9ues­
lions such as 'Long time over a few bugbears, weren't you? and 
' Find anythingdse, did you?'. lfhisESPinformshlm as towho 
has the book, he wllllmow who not to b~athe on. lfhe can't 
find out about the book his questions will grow increasingly 
thrntening, and eventually he will attack an}'W2Y OUI of sheer 
frustration , He will brnthe once, get airborne, cast his defen­
sive spells, swoop and bn=athe rwict: more, and then - having 
got all the advolDtages he can - he will land and fight, 

Parazaine. a very old spell-uslng blue dragon: AC 2 , MV 
9"/24" ; HD 9; hp 63; AT 3; D 1-6/1-613-24; SA s~Us - magic 
missile, read magic, shield, ESp, mirror image, slitJJd"g cloud, 
protectloll from good 10' radius, breath weapon; SD saves as 
16HD monster, detects invisible within 70'; MR standard: 1m 
Very : AL LE j Size L; 3,056xp. 

Give the PCs a chance. P.traza.ine can be stalled and drawn (in­
itially) imo ~gotiations, Smart moves like spreadlng out when 
talking to the dragon will not alert him that anything untoward 
I, 
being considered, but use of defensh--e and protective spells will 
be frowned upon. PaeaninC' will give the PCs only one wouYI ­
ing in a case like that. 

COncluding the Adventure 
The PCs won't be able to nnd Patazaine's lair. It is more th:&n 
75 miles a-way, and tracking a flying dragon is less tban easy. 
However, sequels and Spin-offs a~ there in profusion. Other 
clerics from ZaJisyn's and Valaan's cult (purposefuUy not nam­
ed) might come aiu:r the PCs. Rhankana's mum, a lYpe V 
demon with a horrible temper, who happens to be a fum 
gastronome of the infant-cookery school , might drop by with 
a casual invi&ltion for the PCs to sample the delights of involun­
tary disembowelment. Eventually, om: or twO aaemons mJght 
take an interest in the book and its owners, especially those 
who have read the middle bit with the names ... U you want to 
sel up a longer sequence of adventurr pitting your PCs against 
daemons, demons and their eanhly servants, then this shon 
adventure will set things up nJceIy .. . though perhaps not so 
nJeely for the poor PCs ... 
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In Jump Force Omega you must recruit, train and equIp a force, 
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• THE • 

EXAMINATION 
Christmas Silliness by 
Marcus L. Rowland 

AI pres~nt. rvl~plo.ying gam~y how a diWious accukmic repuf(l1ion, Many rt!odlen Gon­
sithr Ilwrt either a wwtt uf rilPW, Of an (Jrmai", sptlre-ti~ acrivf.ry foI' clubs fUId sodnirs. 
AI OM time scit~ fiction ant/fantasy /$OW" /t(UJ Q similar SUltl~. but mum )~r.s /ltJw 
SUfi worb jn these ge,,"s Crttp ;n'o the uamination syllabus. 

Jlctivaring ourcryml ball, WI!' can dim/ys«aforurt.re RI"Gs ~ rau,hl in schools , 
and look at/he l!X(lnIinotion ~rs C(}Vt'rifl8 this difficult and demanding topiC. 

NOle: The uamitultion papen following arejor amUSlllPWfI,' only. This is IIbt a com­
petitiOft . and IW' do flQI intend to /'I1Qrk any answers thaI are stn' ;n' 

As far OS possible. ,lte difficulty level it roughly equiWJitnl to <lII O-Let.·el/GCSE ex­
amirwtlOn, All quesriOfIS ill pafHf I rtquire tithu gt'neroi /urO'l'.1edge 0/ RPGs. or rome 
detailed krwr,tiedge o!one ormcrt spwjic ~s. Paper! 2 and :, ore aplained in Qutlinll 
jOnnoniy. and shouJdlH~rtJledbya GMl<iw ttfU "uti f(}jill in moretktoiLspr..matn'f!f 
g Om<! system is priftrrtd. 

. --------------------------------- . 
GM's Noles: How to nm Paper 2 .. 

Choose one oflhe sinwioru; outlined below, or develop one more in keeping with the details 
,nd rules of your campaign. Begin the inlerrogluion wrly gendy, then stan to inlerrupf 
the victims, pick holes in their stories, and browbeat them, Grade players on the follow-­
ing basi~ : 

Plausibility 
S""", 
Consistency 

RDle Playing 

General 

RIlling ().to 
Duiuct I point per five seconds wasted !'rom an initial score of 10 
Deduct I point for each contrndiction or obvious error from ao 
ioilial score or 10 
Are the respornes boring or amusing? Does the player assume the 
accents and speech patterns that would be used by the character 
being played1 Rating ().IO 
Up to 10 points are left for anything that seems 10 be rewarding, 
ego confusing the.GM so much that a question is forgotten , mak-
ing the GM laugh uncontrollably, ClC. 

If may be alh'isable to prtpare a different test for each player, or keep players seplrated 
during this phase of the examination , 

• -------------------------- . 
GM's Notes: How to run Paper ~L 

Choose. roleplaying adventu~ you have not run. and identify the main objectives of the 
scenario, AdvelWres which 8U~ Q.periencc. point objective5 for playen; are particularly 
suitable for this examination. rorexample, most D&D/AD&Dad,ventures., most Parnnoia 
adventures. Adventures whichallow players touse and impfO>'e sluUs (RuneQuCSt ClC) are 
also suitable. Run the advent~. grading eacb player on the following basis: 

Combat StJaIegy Rali.O (blunders) 10 to (brilliant ma£lllCuvres). 
Powers/Skills Rating 0 (wastes abilities) to 10 (utilises every aspect of the 

character). 
Speed Deduct I point perminule -.sted from an inilia1500re of 10 (ND; 

Time spenl in '1ime 0uL' pauses should 001 be counted). 
Role Playing Does the player l151iutnl: tbeaccenlS and!;pcecl1 patten that \W)Uld 

be used by the chaJactcr being pIa)ed? An: all actioos ' in charader' 
wilb the personality portnlyed7 Rating 0-10, 

Objectives Raleeach character Dr comribuooos to the main objectives of the 
advenrure. from 0 (didn', accomplish anything) to 10 (did 
~, other pbym did 1IDlhing). o.~uct marks from players 
who hann or obsuuct each other unnC(:essarily, 

Final MJIrldng 
When aU time. sections of the examination are complete. add tho~ total marks and divide 
by t~ to give a final percentage, Results $hoold be graded on l:he "Uowing basil: 

0-26 F 
26-40 E 
41·50 D 
51·55 C 
56-55 C 
76-00 A 

Fail 6 
Pass (just) 5 
Pass (poor) 4 
Pass (adcquase) 3 
Pau (Good) 2 
Distinction I 
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MISKATONIC 

UNIV SIT Y 
EXAMINATION 

• BOARD " 

MUBIRPG/OO1·2.J 

LEVEL I EXAMINATION - ROLE PLAYING GAMES 

This is to cerrify that 

following grades in this e.:caminarion: 

Paper I (Theory) 

Paper 2 (Oral) 

Paper 3 (Pmctical) 

Overall Mark 

Percentage Mark 

Grade 

Signed 

Date 

/100 

150 

150 

1200 

% 

hm achieved tile 

Fail/PasslDistinction 
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MIDDLE EARTH 
Boxed Sets 
£4.50 each 
MEl F'ellowsh,p of the RIng 
ME<! Sauron's Dar).; Ones 
MEJ Shelob's Lau 
ME4 Hillmen of the TroUshaws 

MAIL ORDn 
from address at top or page 
Pay by cheque or P,O. made 
au! ta GrenadIer Models U K 
L" 
Alternauvely, pay by 
ACC~/BARCLAYCAR~ 
VISA (see below), Do DOl selld 
euls or b~ .wIn, 

ACCESS/BARCLA TCJUtD.. 
VISA CJUUI HOLDERS use 
your credn card as a 
converuen1 way of paymg for 
mall order GrenadIer flouras 
Order to the normal way by 
post. mc1udmg your ACCESS/ 
BARCLA YCARD--VlSA number 
OL 

ORDER BY PHONE USING 
ACCESSIBARCLA TCARD­
VISA the qutckest and most 
converuent method of all 
Call 0244 S3S111, place your 
ordel and have all YOUl 

questIOns answered 
24 hour aruswennq selVlce now 
In operation 

POST AND PACKING 
Magazmes - post free 
Other orders 
value up 10 [6 - add SOp 
value [Il ... - post free 
The rales apply to UK and 
BFPO only 
Overooas customer\!! - please 
send IRe 101 rates 

EDITIONS 
The Undead Legion 
ABI War Mammoth 
AB2 Death Draqon 
AB3 Wal Chanat 
AB4 De6th Giant (illustrated) 

Boxed at £5.95 each 

Grenadier Models UI{ Ltd. 
25mrn Gaming Miniatures 

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

Nick Lundls 
FANTASY WARRIORS range 
£1.50 per pack 
FWI Dwarves wllh Spear 
rwa Dwarves WIth Two 

Handed Weapons 
rwa Dwarves wnh Axes 
FW4 Dwarves wnh 

Crossbow~ 
rws Dwarven Scouts 
FW6 DWiiIven Hemes 

!Ind Champions 

Dwarf packs contilln three 
figures each 

fWll War Troll wnh 
Cutung Weapons 

fWIZ War Troll With 
Smashm~ Weapons 

f'N13 WIU 'l'mU With Two 
Handed Slone Club 

Troll packs mc1ude a 
separate Shield and 
SEVERAL SEPARATE 
Weapons 

25/6 DRAGONLORDS 
£3.95 each 

\ 

2518 
2513 Sea Dragon 2516 Chaos Dragon 2519 f'rost DraQon 
2514 Dragonlisk 2511 Shire oraqon 2520 Wyvem Dragon 

BOXED SET £4.50 
rw901 
FWJ3 

Dwad Generals Wilr Council 
FW12 

FW21 Orcs with Two Handed Weapons 
FW22 OrCli willi Hand Weapons 
FW23 Orcs wnh Pole Arms 
F'W24 Orcs WIth 5cmutars 
FW25 alcs with Spears and Shields 
fW26 Ore Bolt Thrower wnh Crew of Two 

FANTASY LORDS RANGE 
£1.50 each 

163 Skeleron War Dogs. 

I :25~'~5~':,:oo:.:D:,:.q~0:":..:2~S~lB:..:S=w:~::::p:..::",~.::q:;0;"~2::5:2:' _W::.:,":':..:"':.:qo~"~J 
r 138 Orcus 159 Skeleton NIl\}a 

160 Drngonmen 
SpeciallSls 

!OI Adventurers 
102 females 
103 F'l'ost Giant 
104 Clencs 
105 Were Creatures 
106 Skeleton Cavalry 
101 HalfllllQ's 
108 Goblms 
109 Orcs 
110 Dwarves 
111 Monks 
112 Elves 
113 SpecialJsts 
H4 Undead 
115 Bugbea:rs 
!l6 Golems 
!l7 Oraqon Men 
118 ScorPIons 
H9 H1l1 Gumt 
120 Wmg Folk 
121 klllQ'hlS 
122 Wizards 
123 Lizard Mell 

MINI·DRAGONS 
6 new models, each one 11 perfect 
representatIOn of one of 
the smaller members of the 
DraIJOD Jtac. 

501 Pond ora!:lon 
502 Marsh DlaQoJl 
503 Cliff Dragon 
504 Pel Dragon 
505 Old World Otagon 
506 Fore!!! Dragon 
507 Black Drake 

Incredible value al £1.50 each 

\24 Greenwood 
Adventurers 

las Armoured 
Draoonmen 

126 Skeleton Cavalry ~ 
barded horse 

127 fam,\t.ars and 
Homoc:ub 

128 51 George a.nd 
the Dragon 

129 Undead Orcs 
130 Bolt Thrower WIth 

Undead Crew of 2 
)3) Dwarf Hydra 
132 flymQ" Carpet and 

Crew 
133 Ehte Skeleton 

Infantry 
134 Umberbulk 
135 Annowed 

Centaurs 
136 Goalk\!l Warnors 
137 Storm Giant 

139 Demons 
140 Searcher of Soul&" & 

Wrilhinq Crushet 
141 Clencs 
142 Hlppoqnff 
143 Captives 
144 Blilbarians 
145 Ogres 
146 Skeleton Command 

Pack 
147 Skeleton Mounted 

Kenle-drummer 
148 SLceleton Guard 
149 Skeleton Infantry 
ISO Undead Centaurs 
151 Cavailer/Paladln 
152 Cavemen 
153 AssaSSinS 
154 Dark Evils 
ISS Kobolds 
156 NinJa Giant 
157 Dealh Gtant 
168 Hobqoblllis 

CALL OF CTHULHU RANGE 
£150 each 

201 Federal Agenlll 
202 Hoodlums 
203 AdventUlerS 
204 Master Cmmnals 
205 InvesllQalOlB 
206 Cops 
201 Ghost and 

HOrrible 
CompanIons 

208 Undead 
209 Ghouls 
210 MHJo and 

Serpentmen 

211 Sand Dwellers 
213 Deep Ones 
213 Daredevils 
214 Law Enforcers 
215 Newshounds 
216 IntrepId Sleuths 
217 Monsters of 

Madness 
219 Hound of Tlndalos 

wilh GhoUl and 
2omb~ 

319 Wmged Horrors 
ZOO Dark Young of 

lSI Beauty and the 
Be •• 

162 OrclSh Giant 
163 Skeleton War Ooqs 
164 Vllangs 
16S Samurai Command 

Pnck 
186 Urucom and Malden 
161 OrclSh Chleflam 
168 Warlords 
169 Skeleton Lancer 
110 Samurai Standard 

Bearer 
171 Wranhs 
172 Skelelon foot Kruqhts 
173 Onenlai Spearmen 
l74 Skeleton flyer 
175 Charon - Boatman of 

the Styx. 
116 Treeman 
In Gobhn Champions 

Shutrm'JOUrath 
and Shoggolh 

ZZ I Clhoruans 
222 NY81lathotep 
223 TsalhOQ'QUil 
224 Old One and 

D,menslonal 
Shambler 

225 Spawn 01 C thulhu 
226 Hununq Horro: of 

NyariathOlep 
2.21 Great Race of 

Y"h 



Seaborne Adventure in Roleplaying Games 

The word 'pirate' oftt:n conjures up Un-
2ge5 of Bl:lckbeard, Capl:21n Kldd 2nd 
Errol Flynn, bur In f.l.cl pll'2CY and 2dvcn· 
tu~ on the high sc.as have been around (or 
a long time, both in history and legend . 
The Gettk legend of the Odyssey, for 
example, dates back to the time of the 'fro.. 
Ian War (thought 10 be2round 1400 sc). 
:md the kgendof)uon:rnd the 
ArgonaulS, and of Slnb2d, may go back 
even earlier. 

Pir.nes ruled the Mroill~rr.lne:an until 
the apanding Rom:lQ Empire supprt'SK:d 
them -Julius Caesar himsdfwas C2J)+ 
tured and ransomed In 78 lie by piratn 
workinglhe Gtttk coast , and in 67 IIC 
Caesar's coUc:aguc and rival Pompey was 
sh'en the: Job of clearing the Mwite:tr.l­
tlC2D o(pirales. The: scak of the problan I.s 
indic21m by the sizeo! the: (orce be was 
gil-'m -2 f1~ of270 ships and 100,000 
kgion2ry infilnuy. Despite Pompc=y, 
piracycomlnued throughout Europe's 
history. Towards the end of the Roman 
period, the fU'S1 Saxons to urlve In Britain 
wen! l':lIiders from the: north German 
coast. Some drclded to settle. and the n!St 
Is history. In thdrturn, the Saxons were 
troubled by piratlc:al r:tidersin the form of 
the Vikings. 

The golden 28e of plI':llCY, of course, 
was in the 16th and 17th centuries. There 
are names like Henry Morgan, Francis 
Drake, William KJdd and many olhers 
who p~ed upon Spanish (and I:ner, 
British) interests in tbe Caribbean and 
elsewhere. 

Pir:tcy:tlso exiSts on man)' a fantasy 
world. In Middie-e2rth th~ an! the Cor­
sairs of Umhu, for example, while both 
Conan and E1riclailed with pir2te5on 
various occasions. Unuia!(' Guin's world 
of Earthse2 and the world of P:tlricia 
MacKJWp's SIQrbearer books are both 
large archipelag08, with extensive seas 
5q)ar.JtJng a large numberofsmall islands. 

by Graeme Davis 

Everybody has thdr own Idea ofwhal 
constitutes a good pir:tte or seaborne 
action srory. Here are a few pir:ttlcal 
activities, which might provide ideas fo r 
roleplaying campaigns. 

R:l1dlnll: On I:md or sea, this Is the activ­
ity most popululy associated with pir:ltes 
They will tnld to cluster aroWld mcK 
routes, where they are assun:d of a steady 
supply of merctwumen, and regular 
shipments of valuable cargon, like the 
gold fleets of Ihe Spa.n.i.sb Main, are par­
ticularly popular. large pir.afe fltttJ may 
t'VOlve as the r2iden co-operate In order to 
ove:rcome any escOrt vessels. land r:tiding 
is Icss frequent , but nOt unknown, 
es)Xcially iflt brings a high mum. 

'D'e.a.su.re: legends of buried pirate 
treasUn! h2\-e persisted forcenturics, and 
~ple an: still looking evaa tod2y. A great 
m2ny stories;are probably empty legend , 
but there seems no doubt that some 
plr:ttes did hide aches oftreasun: to avoid 
being caught with it , and some un­
doubtedly did not come back to redalm 
their booty. In any C211e, treasure maps and 
buried hoards form the back-
bone of many a pir:tte story, and have 
become as much the pir:ttt"5 mdemark as 
theJoUy Roger. 

War: Many ruuions have: made use of 
pir:ttes in w:lt, and Indeed many pir:ttes, 
like: brigands on land, staned out as 
mercenaries who found themselves. 
unemployed . Golden Age plr:ttes could 
sign on as privat~n by obtaining utters 
a/Marqlle from a loeal governor. These 
documaats meant that the prate5 wen! 
allowed to call themselves privateers. and 
were authorised by the power iSsuing the 
letter5 of Marque 10 attack and sink o r 
capture any vessels of pov.'Cr5 hostlJe to 
the issuing pawn: A cenain percentage of 
each prize went to the issuing government 
- this was specified In the document , and 
wai usually about 15%. Privatetr5 wen! 
welcome in any pan controlled by the Is­
suing power, and in some C25e5 a pir:tte 
who became a privateer may b.ave earned 

an amnesty from that government . If any 
' friendly' vessels wen: attacked by a plr:tte 
oper.ttJog under letters of Marque, the 
agreement was void :l.Od all amnesties 
were repealed_ Sometimes pirates or 
privateers could be sent on missions for.a 
government which could nOI be under­
taken openJyby naval forces. 

EKplon.tioll: Sir Francis Drake. who w.l$ 

by turns a pir.tte, adminl and nationa..! 
hero. circumnavigated theglobe in 
1577-8 . and tbelegendary Arab merchant 
captain Sinbad was a..!so a great explorer. 
Many voyages of apioration and 
discovery were undertaken In the effort to 
secure new mde and ~ commod-
Ities, and wherevtt the merchants went, 
pirates Invariably followed large mercan­
tile oper:ttJons l\.ke tbe Eastlndia Com­
pany sometimes had thcirown militia and 
wanhips, and aCled vur much Uke a col­
onising pov.'Cf in the: areas that they o)Xn­
cd up(or trade. They wereofteo the onl}' 
source of law and order in these areas, br 
removed from colonia..! governments. 

SmussJinlll Towards the end of the 
historical Golden Age ofPir.Icy, another 
group of seabome criminals benme 
populu folk hetoel!l. Using light, fast ships 
to dude the ~1!flue cutter5, smuwers 
brought wine, spirits andothu valUable 
cootr:tband to England from the Conti­
nent. Pl'2ctica.lly any cargo which carrie5 a 
high Import duty can be smuggled al a 
profit, and In time ofw:u smugglen' ex­
perience and overseas contacts can make 
them very valuable for transporting spies 
and other covert operatioos. 



WreckIng: Whik not dirtttJy connected 
with pif'1CY. wt'ttkers preyc=d on much the 
same" victims. AlQng many stretcbes of 
coast line when: then: wert dangerow 
rocks and shoals, groups ofwreckC'n 
oJXr3ted in foul weather, lighting false 
beacons 10 Jure ships 10 their doom. Once 
[he ship had struck the rocks2nd the crew 
bad -ab:mdo[)(!d ship, the wreckers moved 
in to plunder its C2rgO. 

Danger Afloat 

As wdl as providing the refertC' with a 
range of new possibili ties fOt2dvenrul't' 
plou, the sell 2lsa bas its own unique 
hllZal'ds: 

Bam e: Battles at sea art quite different 
from those on land, Ills more difficult for 
individual combatants to run 3W2Y, fo r 
one thing, and casualties tend to be higher. 
When a shJp is sunk, a high proportion of 
the crew is usulllly killed - those who 
don't go down with the ship h:lVC' a good 
chance of drowning or beinge:.ucn by 
sharks, and survivors arc usually at the 
mercy aCthe victors. In addition to enemy 
rnlssllo and boarding parties, there were 
dangers from falling timbers and rigging, 
and armour was hardly ever worn in sea 
battles - the risk of being d.r.I.gged under­
~ter and drowned by the weight of o ne's 
:armour did not justify the extra protection 
II m:ay have given - those Rlngso/ Water 
Walk ing can come in ha.ndy here! Com· 
parauvdy few of those who died In sea 
battles were ldl1ed by enemy snipers or 
boarding partieS, 

Disease: On long voyages, it WAS imprac­
tical fo r ships to carry adequate suppUes 
offresh fruit and vegetlbles, and the 
resulting vitamin C deficiency made 
scurvy:l common condition :among ships' 
crews, Tropical diseases were more 
dangerous, b()Wa1ef' - w ith the science of 
medicine still in itS infancy in the 16th and 
17th centuries, Europea.n sailors were ~y 
victims to diseases Ukr maiaria, yellow 
fever and smallpox, which could wipe o ut 
an entire crew in the cramped shipboard 
living conditions. On:a more trivial level, 
a crud rdertt' might requin: landlubbers 
to maea constitution check or some 
other saving roll on their fteSt sea voy:Ige, a 

serious failure indicating that they suffer 
acutely from seasickness and will not be 
workiog (or fighting) at maximum e(fi­
deney dudng the voyage.. 

PIre: Fireon board a wooden ship ~s the 
danger most feared by scafarers anywhere. 
Smoking a pipe not fitted with a spark­
preventing c:ap, orany Other conduct Uke­
Iy to constitute a fire risk, W35 often 
punishable by death, and if a ship caught 
fire in battle it was usually out oftbe fight . 
Some 02val commande~ used fire-sbips 
- uncrewed vessels set alight and sem 
towards the efKmy - to upset opposing 
navel fonnallons, 

W~~tber; Nearly every adventure-at-sea 
fUm fe:lturc:s one really big storm, With 
timbers crashing to the deck and crewmen 
being w:.J.Shed overboard, The weather 
was probably the greatest enemy of the 
sailing ships and their Cttws - a severe 
storm or gale could destroy a ship and its 
crew. while a becalmed sailing ship could 
not move. and its crew could only pray 
that a wind would pick up before thesup­
plies ran OUt and they starved. 

Haz:uds to N~v1g~doD: Weather is oot 
the only natural hazard to shipping, 
especially in shallow coastal waters. Rocks 
and shoals can rip tbe bottom out of 2 
ship, and sandbanks can leave het str-Ind­
ed. Unforseen strong currents or r1p-tlde5 
can force a ship off-course and onto rocks 
or reefs. Wreckers frequently m;U(;e use o f 
an area full of natural hazards. 

P:w.tudc H~6: In a fantasy cpg, even 
more hazards can be added to the dangers 
of long sea vO)'ages. Aquatlc monsters-are 
the mos(obvious - giant squid or similar 
morullers can destroy whole vessds in 2 
singleeocountrt, while smaller marine be­
ings can be JU5t as dangerous, possibly 
boarding a ship and ovc:rpowtring the 
watch at night, or hOling a ship below the 
watetl1neto drag it and itl; crew down to 
their lair. Other fantastic hazards might in­
clude the clashing rocks encountered by 
Jason and the Arg002Uts, or the deadly 
rocklmonsterlwhirlpool combillatlon of 
ScyUa and Charybdis from Homer's 
Odyssey, 

Another source of inspiration for 
sobQme adventu~s is provided by the 
numerous 'mysteries of the se:a' thai C2n 
be found in man)' bookJ about the 
paranormal and the unexplained. J have 
already mentioned the legend2ry 
phenomena of ScyUa a.nd Cbarybdls and 
the clashing rocks, a.nd the rulebooks of 
mOSt FRPGs CoU1 provide se:a Setp('OIS and 
a w bole host of other marine monsters. 

WOIVES-OP-THE-SEA 

One of the most famous mysteries ot 
the sea is that oftbe Mary Cdeste. She W'4IS 
found drifting off the Azores in 1868, 2 
month after leaving New York , and the 
crew had apparently vwished intO thin 
air. Al.though several theories have been 
put forward to a plain the disappearance 
of the crew, the whole :affajrremainsa 
mystery, 

More rt:cently, attention has heron 
foclfSscd on a series of disappe:uances 
within the area known 2S the Bermuda 
Trtangle, Again, numerous theories hav~ 
bttn offered, including kidnapping by an 
alien i nteUigen~ bUI the m)'!ltt':ry will 
probabl y never be solved and referees can 
come up with any 'solutions' thq like. 

As weU as mysterious dlsappe2t2nccs, 
several mysterious appearances at sea 
have been rcponedrThese can range from 
the occasional ghOSt ship to full-scale un­
chaned Islands, Gbost 5hips 2~ to the sea 
what haunted houscs are to adventure: on 
land , and although thq may be dis­
counted as mirages or other optical illu­
sjons caused by fog or [ticks of the light , 
they will alwa)'s remain a favouritr 
attribute of maritime horror Stories. 

Within the Bermuda Triangle lies the 
Sargasso So, a roughly elliptical a~a of 
comparatively still WOI. ter bounded by 
what might be described as a rotating r ing 
of currentS and strewn with a dense mass 
offloating seaweek. Columbus is general­
I)' credited with its diSCOvery, although it 
has b«:n claimed that his Journal hints at 
rvldence of its discovery by earlier 
voyagers, possibly the Canhagini2ns. 
V:l.riouslegeods exist of ships floating 
helplessly forcemurles in the Sargasso 
Sea, trapped by the weed and calm air, and 
it is C\'en claimed in some quarters that the 
weed bank marks the sitr of Atlantis. An 
oceanographicexpedilion in 1910 
surveyed the Sargasso Sea, establishing its 
boundaries as about 20· and 35"N and 30' 
and70"W. 



WOLVES'OP'THE'SEA 

Atlantis Is DOt Ihe only lost world in 
maritime k(tend; ~eral cultures have 
tradlrions ora 1051 country In tbe wcst. 
TheGrttk Hypc:rborea, tbeLand Berond 
the Nonh Wind, is one c:x:unplc :olnd 
others include the Welsh andArthurlan 
AvaJon. thl:' 1000t Brelon dry of is, and the 
legendary 'grttn island ' Qk ~te or Ilba 
Vetde)ofFr:wceand PorUJg~ . SOme 
mysterious Island$ a!"told to rise from the 
sell occasionally, t:ither 21 nndom Or on 
speclnc d2)'S Orthe )'nr, Sinking back ima 
the sea after:r. few hours or days, 

Se2 Battles 

MOSI of West: Ide:u wiU be. blrl)' e-.tsy 10 
deal with according to tJxo rules of which­
e\'cr rpg s)'5tem you USC:, bUi co\'ering b:l.I­
tIes:lI sea c..'3n bt- a little moredlfflcuh . The 
D&D and AD&D~(: ruks han'! shon 
Kellam co vering WOIler-bome adventures 
(Exp«1 Rulcbook p42 and Dungeon 
Master's Guide P5!o rt'SPCClivt=ly), which 
should be ~eqW&te for mOSI SIIU:lllons; 
pl:l}'C1'5 of o~r FRP games might M :lblc 
to ImproviK' thdr own rules, possibly b2S. 
ed on rules fur mass comb:n on land or 
they could inW:SI in a simpII!' set ofn;v:aI 
wargamenlles. The rulesglv~n inAIJ '!be 
Nfce DWanJeS lllv a Sailor In White 
Dwar(82, :tIthough for w.arhammer B2!. 
tie, C2n ~easUy modi· 
fied for use with Warhammc:r l'ant2sy 
RoJe.·PI:I)'. For:l more complex set of age. 
of· sail nanl w:ar}pnl(: rules, FGUs lIeart 0/ 
Oak 15 2vailable on liS own or 2S p:ln of 
Prlvafeet"$ & Genllemf!1l . With most 2ge. 
of-sail games, the referc.e wlll have 10 
substitute catlpults for cannon in the Ship 
speclfical ions, bUllhis should nOI be 100 
much ofa problem . 

The next Slrp is to inu:d;l.ce the 
wars2me-1CYCI combat oCtbe ship-to-ship 
actions with the individual-level acc.ion of 
your RPG. WbetK\'er:l Ship carrying one 
or more pb}'er dlaf2C1ers uk(S 2 bilin b2t­
tie, detl!nnine thc- Ioc:l tion of the hit 
(m:lOY n2va1 wargames h:lve hillocation 
s.f5tem5 of one kind or :lOather) :lnd its 
likely consequences -;I. hit In the salls 
m:ly bring rigging CrA!hJng down onto tbe 
deck, for cx:unple Next, determine the in­
~\'Idual dfcas for the cha(2cters, accor­
ding to the gwe 5)'5tern being used. If:my 

ch:uacters ate in an aR:a where:l ship Ukes 
2 illl , h:ll'C cxh of them make :I luck chec.k 
or some Other suit2ble s2ving throw In 
!>rder t!J :lvold incidental d2m:lge from fly­
Ing sphnters or f.llling t2ckle. Damage 
t2ken should b(- in proponion 10 the dice 
roll, and if any chaf2cter fails p:lnicul2rly 
tudly, the results could be f.ual , 

In addll.ion IOlhese hazards, enemy 
,'e~se.1s m:ly weu have archers or other 
SDlpe~ posted 10 crow'5-ne5ts and :liang 
the f2JIS, :lnd their 2etivitles should be 
dt':lit with according 10 the norm21 com­
b:lt rulcs. 

Yo u rna)' find iI useful 10 h2"C' I'r:2dy. 
prq>2red deck p12R.!l for ship·ta-ship com­
bal , boarding and so on. G:unes Work­
shop's Dutlgeon Floot' Plans 3 includes 2 
variety of sm:lIl vessels at 15mm scli/e. 
Sfmll & Crossbones h25 deck pl2ns for 2 
V2tiety of craft Crom a dugout canoe 10:1 
smaIJ ship-of-the·/ine, and the oldJudge5 
Guild D&D su",lemem Set' S/~eds mId 
Walle Rldersmlghl21so be useful, but both 
of IheM: mighl be difficult to get hold of, 

Seaborne Adventures 

Tbe noct time you design an evil wiz:trd's 
c:utle or wh.:untt, instead of setting It up 
2 on a mOun12.ln o rin:l waste/2nd, pUI it 
on:ln isl:lnd, surrounded by de2diy reefs 
2IId trr:2cherous CUrttntS. There might 
even ~ an :lquatlc monster gu2J'ding the 
o":,y nfe passage througb the ru:Cs, The 
evil wir.ard wilJprob1bly h.:tl'e 2 ship of his 
own, possibly crewed by human or 
nonhuman slaves or undC2d, 2IId he might 
come OUlto do hank:1t sea, aided by :lny 
:lquat1c o r elemental nastlelJ he c:ln sum­
mon , hr:.forr: fClre:lting 10 the IsI2nd for:& 
final showdown . 

PIl'2tes at SC:l ~ JUSt 25 dangerous 25 
b:mdilS on land, .so se2home merch2nu 
will need mercenaries just :lSb:&diy2S 
overland Ir.ldeD. Some powerful mer­
cita.nts m:ly h:lve their OWn W2rshlps 2nd 
militia, lUte IheE:lSt lndi:l Comp:lny men­
tioned :lbove. Ch:lf2C1ers might be hi~d 2S 
irregular mercenaries to protect 2n 
u~usually large o rvalu:lble shipment . This 
mlght ~'en. be'll dummy shipmen! 10 :It­
lnet 2ttenuon 2way from the genuine ani­
de which is being sent quietly over-
land, Altemwl'ely, 2 pov.'C.rful mr:rc,hant 
body with 2priV2le w2rflm 2IId milid2 
may well be a causeforconccrn. :lnd the 
government mip;bt hire spies to enlist In 
the merchants ' t'orces and reron on 
2nythlng suspidous. 

Merch2Dts and robbers 2l"C not the only 
tndC5 to Opef2te:lt SC2:1S well:15 on bod, 

Sea b:ltues can form a m2jor pan of some 
W1f5, a.nd m2lly St2.t(S will bave powerful 
navics, As well as signing on:lS priv:1teers 
(or being Pl"C5S-g;rnged) in time of W:lt, 
cb2J'2cters mlght be recruited for cavett 
opt'f2tions such 2Sspylng and s2bol2ge in 
enemy ports. 

Many of the more common plots for 
ad,'entures -questli, m2nhunts, sabotage, 
punitive nlds, 2nd 50 on - can rake On 2 
new dlmensloo lJyou just add W2ter. ny_ 
Ing 10 run down;l. fugltiw: in:lo :ltChi­
pclagoofthirtyorforty small Islands c:ln 
be:l real ch2l1enge, especially if some o r 
~ of the islanders 2re 00 the fugitive' 
SIde, and the quest for:l holy relic:lt the 
edge of the world can be conslder2bly 
enbanced if the re.Uc Is on 2n island cJ05C 
to the point whe~ the OCCUlS f211 off the 
edge of the world 2nd into the void, 

The next time your pl2YCl! h2\'1~ 10 get 
~rom one pl:lce ~o :lnother. put some w:u('.r 
In the W'Ay- you 11 be surpriscd2l the dif. 
ference it nl2kes. 

Blbllography 

ReIcrtt5 might find the following userul 
or inspiring when thinking about 
seaborne ad\'Cntures. 

The 0tQ'SSe)'. Penguin Classics 
O1'lmeylnga Saga - Penguin Clmics (and 

other NOf5C S:l81S) 
Jaso/J and fbf! ArgotlOllls - in The Greek 

Myths by Raben Gr2ves (Pdic2n) 
Qlleen o/theBIac" Coos/by Robert E 

ROW2rd (othe.rCon2n stories. by 
How:lrd :lnd otber authors, also fC-2ture 

seaborne adventures) 
The Solomon Kane stories by Robert E 

How2td. published In a number of col­
lections. 

Tbe Sol/oron the Seaso/Fate by Michael 
Moorcock (GrAn2da) 

Pfrat~sa"d Bllcca,,~eN by John Gilben 
(Piccolo) 

Ancletlt MYSIC!rl~sby Peter Hainlng 
(especially the cb:lptcroo mysteries of 
the sea) 

The Ocean Leech by Fnnk Be.lkn.ap long 
(published In some collections) 

Boats o/tbe GJen CtJ""'g& TbeGbost 
Plrotes by William Hope Hodgson 

The Narrativeo/ ArtburGordon Pym by 
Edg2r Albn Por: 

7n>asure Is/m,dby Raben louis 
Slevenson 



************************ 
Has anything really 

interesting ever happened 
Baltimore? • In 

It all starts with Games Workshop Baltimore. The 
first retail outlet in the United States for - you guessed 
it - Gam .. Worksbop, 

Games Vobrkshop Baltimore is stocking the best that 
Britain and America can provide for the discerning 
gamer: Chaosium, West End, TSR, ICE, FASA, 
Palladium, Avalon Hill, GDWand, of course, Games 
Kbrkshop. 

Add to this a unique selection of British games 
specially imponed for the American gamer, the choice 
of thousands of Citadel Miniarures and an amazing 
display of painted ntiniatures. 

Games Workshop Baltimore is conveniently located 
in beautiful downtown Baltimore, with lots of parking 
lots (littJe pun, there) nearby. That's 3500 miles nearer 
New York than any other Games Workshopoutlet. You 
don 'I even have to cross the Atlantic to get there - unless 
you are from, say, Penge in Surrey. 

231 Park Avenue 
Baltimore, MD21201 

Baltimore need never 
be boring again. 

Why not phone Tim Ol5cn on (301) 152 1493 for more information. 

' ------
************************ 
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H_~' all those .... ho thO$~ t t~Ea"Y 
Metal . going (0 ~ from eld., )VU 
read I at bit. Err, sorry, 1/0 ShejJie . Ins ead, 
all wt' can oJfor is Dioramas (a small tm<TI ill 
Arizona), aplained by Colin Dixon. GW's 
figure paimer ... 

'\'be Basics 

After painting up umply-thousand figures for 
games, what next? There must be something 
more than just putting them on separate bases. 
One of the next stages is to consider a diorama 
• a scene created with figures, some scenery, 
usually show~ some son of dramatic incident. 
It's a lot easier than it looks 100, because many 
of the techniques and ideas used in painting 
figures are used when building dioramas - just 
on a bigger scale. 

II's best to have an idea of what the finished 
display is going to look like before you start. 
A sketch of some sort is very ~lpful (even if 
it's only a diagram/map of where everything 
stands). Work out what figures you are going 
to use and pairn them before thinking abom 
building the rest of the diorama. There's nothing 
worse than finding that you can', quite reach a 
bit on a model when the whole thing is put 
together! 

The landscapes are built up from polystyrene 
foam (a gocxl, light and relatively cheap 
material). plaster and stiff card. I use a mix­
ture of sand and PVA glue to fill in any gaps 
and give the ground a rough-cast appearance. 

Coostructlon 

After the base board , or frame of the diorama. 
which is usually wood, the main bulk of the 
scenery in all dioramas is polystyrene, and cut­
ting this cleanly fe(juires a sharp knife. Unless 
you want an authentically blood-soaked scene 
of carnage, be careful with the knife! Alter­
natively, a polystyrene cutter (one of the hoi wire 
ones) IS also very useful - the Chaos Snow 
Wastes were created using one of these. 

U you have several pieces of polystyrene, 'pin' 
them together with small pieces of wire for 
extra Stability, as well as gluing them. Glue. of 
course, can be a problem with polystyrene. 
Superglue, for example, is definitely a bad idea, 
It's not a lot offun watching all your work melt 
before your eyes. PYA and epoxy glues seem 
to be the best, but if in doubt. check what 
effi:cts the glue has on a spare bit of polystyrene, 
After the main landscape shape has been built, 
any gaps are filled with the PYA/sand mixture 
or plaster. 

Areas of open \Water - like poo:is, pools, and 
streams - are easy enough to do. You can either 
paint a gloss varnish over the whole area 

(avoiding any brush marks, of course), or pour 
PYA glue ever the entire area. It is possible to 
use cold cure resins as well, but thiS can be a 
very messy and long-winded process. 

Building the emas in the scene is the next stage: 
the castle towers, bridges and the like. These 
are made oul ci thick card am, once built. they 
are given a stOle fmish with a COllI. ofPVA, Sand 
is sprinkled over the whole affair. Once this is 
dry. the whole thing can be painted dark grey 
and drybrushed with white. 

The siege toWer. on the other hand , was made 
from plastic card (which any good model shop 
oUght to stock). The detail was scored onto the 
surface using a sharp knife. 

The grass, stone and soil textures were all 
created using sand sprinkled ever PYA glue as 
well - useful mixture, ch? This stage. once 
everything is dry. is the best lime to paint the 
bulk of the diorama. 

Once that's done, the ftgUres and any small 
extra details can be added. I klUOO that the 
easiest way to attach the figures securely was 
to leave the slottabases on and just hack a hole 
in the landscape, which then has to be hidden 
under a layer of PYA/sand. A quick-drying 
epoxy glue will hold them in place readily 
enough. 

The final touches are putting on small details 
which could hlfle been lmockcd off at an earlier 
stages. 1bucbes like lichen and toodstools (made 
from modelling putty) are added at this point. 

And that's just about it. Some form of protec­
uon for your hard v.ork is a good idea. You don't 
really need to varnish anything as it should never 
be touched, but a case - or I'US! putting the 
diorama in a cupboard away rom dust· is a 
good idea. 

This lime, no promises about next monlh s 'E'mtJ 
MdIJ .. . 





LIMITED EDITION 

ME12 DEADMEN OF DUN HARROW 
f3 for £1 .96 

lE16 SANITY CLAWS 

C18 NIGHT 
HORRORS 
£1.95 for 4 

~1!!J0®e 

C"OOIi NG aMI8 '011 MI'UATVIIU o-...... ,.......... ...... --,ot"'""""--.-_.,.....,_"" __ ""' __ 
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60p each 

• 1!!J0®S 

JD4 BRIT CIT & RIOT JUDGES 
3 for £1.96 

~1!!J0®S 

JD17 BRIT CIT JUDGE ON BIKE 
[1.9Such 

ADD1S ELF MAGIC-USER 
3 for £1.95 

~1!!J0®S 

- -,--- a. _"'-_It_I .... 3 for £1.95 
~_~ ... IN-.....ll'lC4loIlN __ ~O:_""..IN~ !!3l!!J0®8 

I:IiMe'''' ovaI",,,.o- - 3p I-~===~ii~~~~~~~~~~~~~~~~===~ MouI~_"""' __ M..,.-ocIitIOf\llj_O'I~ __ 

"''''-~ .. -. .... ___ ~ .. CGmM>_.,.....ID-.. .. ''''''*'' 
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GUSTAVUS 
STRDNGWILL 

UHLER 
THE DISCIPLINED 

FURIOSD 

THEOPHILUS 

'U'IT 

LUIGI 

ORLANDO 
THE BOLO 

AXEL STAR SONG 

EHRHARD GUSTAVUS 

F2 LORDS OF BATTLE 
4 for £1.95 

.JudveOr4dOM ........... u.o_ tIW 2OOOAO-m. _ .. ~ .... ~"."., 
IPC ~ Ud. .... _. _ c ... _ .. C IPCM_ .... lId, 19811 . .... 1Iight.o-. 

C INa bIkten E ......... THE HOBlIT'" _THE I.OIID OfTKE IIlNGS'" _ .. _""*KMtI 
_.....,..-... ..... =~"oIl'OIkIMEn~. d""-oIE-.~CIO-.... 1I1c __ ~No ... __ . 

KHORAN 

•• 
C25 MINOTAURS 

£1 .95 each 

,MINOTAUR LORDI 

·r~·. 

MIGHT'( 
GORE·STROM 

MANKILLER 

. 0] C34 MINOTAUR LORD 
£2.50 

IWAII.ABl[ NOW FROM YOUR I.OCAI. A£1AII.EA 
OJ! IN CASE Of OlHICUUY CONTACT 

CITADEL MINIATURES, ~EWlON SIRfH HtU TOP, 
EASTVoOOO. NOTTIHGtlAM NG16 3I1Y 
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Egbert Gulliver Throgboole MacFatquahanon 
never could quite get the h.ang ofhis name. Neither 
could any of the other inhabitants of Scwnbridge: 
some of them tried calling him 'Egg' forshon but 
this turned out to be a very bad move. The young 
lad did not much care for being narrm after small. 
easily squashed objects and made this ~bundantly 
clear. Those who survived his objections. however. 
fortuitously discO\lercd an a1tel,lative appellation 
to the one so unkindly bequeathed by his travell­
ing salesman father. When Egbert 'MiS a \.'tty young 
lad. and still possessed the: vestiges of decent man­
ners, he \\I3S in the habitt of knocking on doors 
when he wished to enler one of lhe venninous 
hovels which comprised his native village. From 
the frequent reply of 'Come in' (for thc folk of 
Scumbridge had nol at Ihis time developed the 
highly rational pafltnoid J:ear r:I. the young fellow 
which led 10 their doors bcing permanently lock­
ed and bolted) his miniscule brain constructed the 
notion that he mUM be called 'In', interpolating a 
noncxisent comma belWl!en the tWll v.urds. In: 
short and to lhe point. Egbert Gulliver Throgbot­
tie MacFarquaharson liked this, because he could 
~member it; v.urds of o:ne syllable were one of 
his few real pleasures in life. The remaining 
population of Scurnbridge liked it tOO, because they 
got to stay a1illC by usirll!: the shoner name. In's 
dumbness was occeded only be a capacity for ex­
treme violence at the slightest provocation . 

As he grew up, incredihly strong and muscular 
from a high-protein, high-fibre diet. In became a 
notablc figure in Scumbridge. By the age of 10 he 
had won the annual olt-wnestling contQ;t in Scum­
bridge.and the next year he was champion at this 
ancient spon for the whole county of Plookford. 
Qlten grew pretty \\I3ry of In. So did almost 
everything else, for In WHS twice the size of any 
other human being ever so)Cn and while not eJWct­
Iy psychopathic had a neglectful and over­
pennissive mother, a roIlten temper, and was so 
stupid that he might (and. frequently did) kill or 
disable people purely by accident. Thus the inva!o­
ions, when they came, W(:re 001 whoDy regarded 
with tot.aI horror by all in Scumbridge. Young men 
were having to join the Army - the illVa.\ions might 
mean the end of In's resi.dence in the village . . . 

n.e iTMlSions wtre just incursions from the hills 
at rU"Sl: by late summer, thQugh, the irMlding forces 
gOl bigger and nutier, includins. giants, whole 
flocks of trolls, and numel'OUS huge two-headed 
humanoid things with bad! breath, huge clubs and 
unkind attitudes toWards humanity, AI flISt the pe0-
ple of Plookford thought they were just anotht"r 
bunch afw; COUectOTS but they were soon disabus­
ed of this notion. 1U. col.lectors generally killed 
people afttr C(tracting wir ITIOl1C)' from them, klr 
one thing. Like most men, In did the decent thing 
and went to jnin up, The terrified inhabitants of 
Scumbridge prayed for an end to the oppression, 
but he came back: while stupidity was generally 
regarded as a positive attribute in the Imperial 
Guard, In was so staggeringly thick that not: even 
the Army could bring itsellfto accept his proffered 
services. It seemed likely that In would kill more 
of his fellow soldiers than he ""-luld enemies. His 
delicate ego crushed by the cruel rejection, In 
returned home and did what any young man in his 
position would havedonc: he ~ 10 lIt"C his social 
WIlrker. 

'Perhaps this is some"thing of a blessing in 
disguise, ln', cooed said person on her \\I3y back 
from the multiracial gay creche. 'You can be act­
ive in a quasi-missionary role. TIle problem with 
the giants and trolls and superficially unattractive 
two-headed persons is that they never has a de­
cent social worke.r when they were young. Their 

; 
Scumbridge like thai 
""-lrker. 

ln thought about this for a while. insofar as he 
could thi1)k, for he did not: understlnd m~h oftbe 
social worker's polysyllabic utterances. Alter a 
while he came to consider that the gist ofher sug­
gestions was thai be should go OIIt lind murder the 
basllrds by the score so, IIkin& an OIL for food and 
one of the massive. stone utS his falher has sold 
his gullible mother for cbopping firewood, he set 
out for the tulls. The inhabitants of Scumbridge 
we~ dead drunk for a week in celebration . 

Stories of In's exploits soon filtered back to 
allegedly civilized partS, In had slain scores, hun­
dreds, nay thousands of gillIlts. trolls, and related 
creatures wilh inter-reiatiollill competence dif­
ficulties. Tangible evidellCe flowed back to sup­
pon the.,e stories. Rjvers ofblood Cascadl~" 
verdant hillsides in the aUlumnal sunsh ' and 
distressed women doing their washing. AS in-
vasions began to tail off and the rivcrs remained 
scarlet the peopIc r$ Plooki>rd began 10 think more 
Idndly of In and returned to drinking, gambling, 
whoring and visiting their social workers. 

The giants, however, were pretty led up with life 
lind struck a delll with the evil Baron Sidebottom 
of Honknorton , a mercclI8f)' and vicious brute in 
the final SlIgeS of a pankulariy rare and ravagillg 
brain disease. His army sel 001 10 deal with In; 
a legion of evil cavaliers, a flock of anti-paIi1dins, 
even a vampire-mage. In shrtdded the lot. Whal 
the Baroll didn't know was thai In had acquired, 
from the lOWer of a princess he had mistaken for 
a troU and CUt to dopmea:t, a magical \oQfpal chain­
saw. There was no stopping the young hero now : 
the rivers were redder than ever. 

Sidebottom \ws enraged and cas:~ debt 
with friends in low places. A flock of inor 
demons set forth for the hills. In sh them 
too. At this point ceruin infernal entities took II 
more direct inlt:rest in matters and a flock of 
medium-size demons was despatched, ln had a 
wonderful time with them. The chainsaw didn't 
need any fuel and just ke.pt on going, and while 
sometimes bits of bone and flesh spillucred in In's 
face and his vision got a bit impaired he di~ 
Ihal simply continuing to whirl the thing IlfOUJld 
in a wide semi-circle had gratifying cffecJ. 

Some rather more importalll demons ~ now 
informed aboul In. He appear­
ed to be quite 
immune to 

magk, whIch \ws considered to be due at teast in 
part to his complele lack of anything resembling 
intelligence or imagination. In tum this suggested 
the lack or anything more complex than the 
rudimentary neural apparatus necessary for sup­
porting a basic system of reflexes, and tellrned 
demons discussed whether magic depended on lin 
intact bfltin for its effects. After many hours 
philosophizing their conclusions were surmnariz­
cd by one of their number leaping to its hooves 
with a shriek of 'Stuff this, let's get the bugger!' 

A flock of chasmes, wicked f1y-demons with 
glowing red eyes and diseased probosci trembl­
ing with the anticipated pleasure of inflicted lethal 
infections, flew from the Abyss. In pulled their 
wings oIf. Things took a tum for the worse when 
the succubi ~ back with their wings pulled off, 
crying ~ with their mascara. running down their 
faces. They looked a!iful. The demon lords con­
telTCd and sent OIIt eight oflheir great champions, 
huge and brutish creatures shod with great iron 
and bronze bracers and girdles, wielding cruelly 
barbed and snagged weapons which dripped acid, 
spat fire, and apelled douds of steam and smoke. 
They Illlited preci5Cly four minutes against the 
young hero. In 1iIct, Tn wa5 pretty glad 10 see them, 
because he was getting bored and hungry and he 
rather liked roast demon: and protein levels and 
with a high fibre content if you lite the right bits. 

The insult to the demonic realms was laken to 
heart. The great Overlonfof all demons summoned 
his demon lords and informed them in no uncer­
tain terms tMt despatehing champions and 
undenlge girls (for it had been discovered that the 
sllccubi were a bit short ill the faOl) was no way 
for them to ad,. They would have to go and delll 
with theupSlart young human thell\.5elves. This was 
eJtaCtIy what the demon lords had e'(pected to beaT 
and they did 00( care for it one hil , Grumbli'l8, 
they gathered up their armour, shields, weapons, 
rill8S, v.ands, rods, !iIaVes, and CIlperimental-stage 
tactical nuclear weapons (the fruits of some. stanl­
ing adv.tnces in the Abyss in recent millennia) and 
set out for Ihe l'lookford hills. 

'IlIe baIlie raged for hour after hour, Every con­
ceivable variety of demonic body tissue splHtterod 
the rock.!; and the rivers contained the lawest act­
ual ..w~r content in !be history of the Voodd, Fi.na1-
Iy, as the sun \\135 setting in the north (for this 'MIS 

a str.mge \OOrld) the an;: 0{ the whirring chainsaw 
w.tvered, halted , and then the glinting steel of the 
saw \\135 fltised vertica.lly to the heavens and final­
ly toppled and fell. The young hero of Scumbridge 
was dead, but there were few demons left 10 
celebrate, and those sli11 alive weren't in much of 
II state to celebrate anyv.ay. 

The Demonic Overlord arrived at dusk, short­
ly before his habitual evening pedicure, to survey 
the scene. Crawling tawards Ilim came one or his 
most. powerfullieulenanls. The bloodied, laceratld 
figure looked up at him wilh bloodsh()( eyes, 
forlorn and haggard. 

'!I's all true, what we we~ told. First Iiosl my 
friends, then my health was ruined forever, I've 
losl my looks .. . I VoOUld have done anything, lied, 
cheated, stolen, to get away ... it's true, I swear it . 
Hero In rmlly screws you up.' 

by Gary Holland 
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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 

MAR'IEl SUPER HEROES • • Ir~ 01 M.....r Conic:I., • ~ 01 ~ F,dUJll1el. 0 1986 TSR UK UIIbd. 



YOU'LL NEVER PLAY ALONE_=--___ I 

the entirely new series of two-player fanrtaslY 
gamebooks by Mark Smith and Jamie Thomson 

CONFRONT YOUR 
CHALLENGER 
FACE TO FACE 

IN A THRILUNG 
FIGHT TO THE 

DEATH! 

2 books W'ith each title 

Only £4.95 for 2 books. Available from all good 
and centres. 
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IMPOIltTANT H011CE: _ ._" 

&fore J stan anoth~r 1'11.'0 pages of bWUlnt 
rud~fless, I have b~OI asked to point out 
that the vi~s upressed on this page !Mar 
absolutely no relation 10 those held by the 
editor nf this mogatine, and even if (My did 
he would never admit to it QlI)'KtIl' Thanks, 

Cpt Mark Deatholloth. Cloud Cuc.koo 
~ u.ud: As a committed live action 
JIll' roJepJayer (like all LRPGers, I'm clut­
ching my pen WOlh both hands and admiring 
my new-found skill of joined up writing) I 
feel that I must protest strongly (read: bitch 
at) David Rawlins' pompous assenion regar­
ding my pan-time infatuatioo, Live roleplay­
ing is in no way respectable. I cheerfully 
confess to being II 'loony who dresses up in 
silly costumes and bashes about with a rub-­
ber sword: I ask you, what is 50 incredibly 
wortbwile about bashing hell out of spotty 
schoolkids decked OUI as orcS! Nothing. 
5imb! If Mr Rav.'lins continues to enforce 
these senseless pretensions upon a hobby 
made up, in the main, of co"l'lett fools 
(and 1 know, I'm in it) I shall be forced to 
poke him in the ribs with a cartymal-foam­
and-gaffer-tape sabre. 

More incootrovertable evidence thaI I'm 
an LRPGer - I'm still using nO(ep8pc'r that J 
had when J was seven_ 

lao Manh (W1Io he? - Ed.). London: I 
...... may, of course, be biased, but I must 
'fir disagree with David Rawlins' veilod 
comments (WD83) about the last Dwarf 
team's attitude to.Vatds live roleplaying. 

David apPeal'S 10 have forgotten the stale 
live roleplaying 'Ml!I in men. r was • fur 
from honourable part of the bobby. Treasure 
Trap bad collapsed, and many of its 
organisers had mysteriously disappeared. 
The press and the fraud squad were in­
vestigating its affairs. Timescape, a live 
roleplaying boliday purporting 10 take place 
in the Leicester area fiLiled to get off the 
ground - and also failed to refund those who 
bad sent in money. 

Small wonder, therefore, that White 
Dwarf needed t'J be careful about live 
roleplaying. Snide remarks, rather than be­
ing aimed at liYe roleplayin$ were deserved 
directed at the ineptness of Its organisers. 

52 =nuGl= 

Now the furore has died dowD, live 
rol~layi.ng is coming inoo the public eye, 
but It has to be welcomed with some cau­
tion. Live roleplaying is as much a part of 
the games hobby as D&D and Fighting Fan­
tasy ; if it is mt to discredit the hobby, then 
it must prove itself as reliable and honest as 
these parts. 

None of this means I approve of Marc 
Gascoigne's unwarranted altack 00 live 
roleplaying. It shows rather 100 much of a 
closed mind than is desirable in the hobby 
media towards a related pastime, 

Let's continue with the fon-club notices: 

Ian Marsh (again): The 'new' Dwarf, in­
...... cidenlally, looks splerdid and 'old' 
Pr one is ~ite ~y in comparison. It 
is reassuring t'J notice that the typographical 
800& are at leasl grander 10 go with the 
DeW image. 

VlJ'glnia Tapson. LustJelgh, Devon: I love 
.A:: the serial on page 3 - what position on 
~ the WD staff will Marc Gascoigne 

(hiss. boo, get bad: to Rbrlocif) hold next 
month, I wonder? Does it depend on how big 
a nuisance he is? Proofing. sub-editing, con· 
sulting editor, letters editing, teYiews 
editing ... why DO( give him Assistant Tea-Boy 
and be done with it? 

Karl Sargent, Cambridge: Readers may 
.&.. have noticed that my article on Narks 
JIll' in WD82 \WSn't about narks at all , but 
was actually aboul infooners. 1be erroneous 
heading was due 10 the same Commie mutant 
tnUtor who speUed my name im>rrectly on 
the contents page, and who also forgO( such 
trivial considerations as including the maps 
for the ParolWjll adventure in WD81. Dwarf 
reader/investigators are wged to locate and 
terminate the said Commie. His name pro­
bably begins with ·Cocle'. Thank-you for your 
co-opc:ration. 

Simon Jones, Gnwgetown. Cardiff: I'm 
..... glad to see WD ever improving, ever 
Jill' more glossy. It', also good to see how 
very aware you 1m of hobby 'faol.hions' (no 

hardware, in-depth speculiitions upon the 
meanings of maps, that son of thing) , How 
clever of you to realize that it's much more 
fun for us to sit around tallcing about 
roleplaying: games than to actually play them. 

Of course, there is II 101 more money in 
the bobby llO\Wdays, especially for a 
magazine with the honesty and inle$rilY to 
become an advertising medium for Its parent 
company. I most strongly admire your deci­
sion DO( to reduce the price or, like. most suc­
cessful magazines do, lower the cost of a 
year's subscription to below the cost of 
twelve copies. I have ooly praise for this 
policy without which, who kmws, the hobby 
might suffer the deleterious effect of having 
people without lOOney enjoying it. 

Doh, do I detect an anmlpt at sarcasm? And 
I bet )'014 still a\idly buy this mtJgatine every 
sil1gle month. and will continue to do so 
~-hen we put the price up nl!Xl . . , whoops. 
Forget that bit. 

Graeme Bisbko, Ealing, London: Plenty of 
..&... people go to lots of trouble to publish 
~ scenarios br game systems but one of 

the consistently bad parts of many modulcs in 
the introduction. Traveller modu1es tend 
tawards the Patron (with 'pauon· Sign around 
neck) approaching players in the starpon 
lounge; ADell) (and many other fantasy 
games) have the standard sit-in-bar routine 
untiL .• IT'S TIRED!! How can il be that one 
of the most important pans of an adventure, 
and certainly that pat1 that sets the lOne of the 
rest of the a(j\enture, can be so stereotyped? 

It 's true thai a hobby IWted for its reliance on 
the puwer of the imtJg;'lalion can occasional­
ly show a distinct /tJek oJit. Mind you, one of 
the reasons White Dwarf il here is to pass 011 
imaginitive ideas jJr those lockirlg them, I 
gutSJ, and we shall endeavour to continue 
doing just thaJ. Of ~rse, thue art' a/wa)'s 
going to be people 'who just haven 't got a 
clue ... 

JOnathan 'J'umer, no address: So what's 
.A.... wrong with T~ilight 200fJl A minority 
~ game I grant you. but surely a game 
can'l become well-known wUess such great 
roleplaying institutions as yourself (slurp 
slurp fawn fawn) print some stuff about it. 
After all , I did see an anicle on Doctor Who 
(0 good game. I'm sure), so if you can 'do 
that do something 10 improve 1Wilight's 
repuuuion, I'd also like 10 say that if blOWing 
up Communists doesn't appeal to you, the 
game a1loY1S you 10 be Russian and blow up 
Americans instead. 

LaurieUe MiDer, Baton Rouge, Louisiana: 
~. Fd like to remind all those people 
P'r who've criticised T'wilight 2000 and 

Judge Dredd that Western literature opens in 
8 burst of violence. From Odysseus and 
Agamemnon before the walls of Troy to Clint 
EastYoUOd on the streets of San Francisco to 
Sigourney Weaver facing the Aliens, it has 
been the sword that has sbaped our world. 
All societies are buill on a barbarian base, all 
nations must guard against the neighbours. 
The barbarian at home and the foreigner 
abroad must be rutbJes.sly subdued. The 
SlreelS at home and the empire abroad must 
be reduced to order ... 

£T. ~s, urn, m!icOfl1t! to our planet, / think 
you '1/ find wt!' do thil1gs a liltle dijJeremty 
here .•. On the other hand, I do find jt funny 
that many people criticise Twilight 2000 and 



all thou other tfJclcy games, muJ then con­
tinue 10 play out theIr own XClll'hobic fon­
ta.fiu against iNWCt!fIf communities of orrs 
or trolls. IncidemaJly. in CiJSt! our "adu~ are 
wondering, yes, lmlriefle did smd a photo. 
and, flO, ~ a~n 'f going to prilll it, just as I 
,quse to print her comments about 
underwear. 

Mlcbael S Dobson. TSR, Inc .. l.ake 
.&.... Geneva: The July issue of White 
fir' Dwaifjust made it to my desk... 
Imagine my surprise when I turned to the 
' Fracas!' colunm to team that ~just about 
cvef)'One who bas written scenario material 
for the D&Df AO&D games in the last year is 
00 longer with me company", 

11'5 true, of course, that Paul Cockburn, 
Tom lGrby. Phil Gallagher and Jim 8ambre 
(what about Mike Brunton? - Ed.) are now 
working for Games Workshop, and it's true 
that Tracy Hickman 11M movt'd from a staff 
position at TSR, Inc., intQ thecxciting life of 
a fn:eJ.ance writer. (Tracy is, however, conli­
nuing 10 do 'M)rk for us: the sequel 10 
Ravenfojt will be in your local stores before 
Christmas.) 

But thaI's not ~just about c:veryone". Doug 
Niles, Jeff Grubb, David 'Zcb' Cook, Frank 
Mentzer, ~ Gray McCready. Mike 
Breault. Harold Johnson, Bruce Hcard. 
Roger Moore and myself are still hard at 
work: at TSR. Inc.. and Graeme Morris is 
holding the fun _ TSR UK Lid Several 
other designers hoNe InOYed inlD the freelance 
arena. but are still worlUng almost exclusive~ 
Iy for TSR, including Jim Ward, Bruce 
Nesmith, Kim Eastland and others. 

What's really going on is that o,ve're mov­
ing away from a completely in-house design 
staff, and toWard a greater reliaDCe on 
freelance lie5igoers. Thai's w:xxi for the D&D 
and AD&D games. because many different 
talents can IlaYe an opportunity to share their 
imaginations with you. Such talented people 
as Aaron ('Lands of Mystery') Allston, Allan 
('GJobbo') Varney, Dave ('Blackmoor') 
Arneson, Ken ('PManoia') Robron and Greg 
('DC Heroes') Gm:Ien are or will be publish­
ed by us in the upcoming monlhs. 

That also means that we at TSR are more 
open to freelance game and module submis­
SIOns than WIlli once the case. U you are a 
publisbed writer, and you're interested in ex­
ploring the possibility of freelancing fur the 
biggest and best advencure game company in 
the 'o\Qrld, d~ a line to Bruce Heard, 
Games AQuisitiOIlll Coordinator, TSR. Inc., 
POB 7:56, l...ake Geneva, WI 53147 USA, and 
ask for a copy of our submissions guidelines. 
Be sure to tell Bruce in your lem.r where and 
when your work bas been professionally 
published. 

'1hmtk.I for ,he {mer, Mike; we wert' Ql a loss 
for who '0 socic or Iwve e:ucuted this month 
when your note am'Wd to solve our problem. 
Paul 's widow hDs, IuTKlever, tlSked ~ '0 point 
out in his de/mce that his oommenl COllcern­
ed only the UK side of1SR's operotlon. 
whe~ il is ,rue ,fIIlt all but one o/the crt!lJtiw 
suU/ ha~~ Iq; to join U.1 here at ow. It 's in­
teTt!sting to see good old Dove Arneson back 
on tht team; I tTUStthiJ has nothing to do 
with Gary!!Ol being oround any more? No, I 
thoughJ nOI ... 

Sandy Douglu. Aberdeen: I would like to 
.oIL 1lumI:-lhrough """ _ne- '" PI" those who attended or donated to the 
Dragon Aid ~nt held in Aberdeen. The 
event lOOk. the form of 36 hours of marathon 

lETTERS 

playing, full~ (after a night's rest) by a 
weekend GIIIlle5 Con. Because of the: lIpecd 
and shon notice at which the event wall 
organised and took place, the attendance \1/35 

not as good as vms hoped. but we still 
managed to raise £600 for Band Aid. 

I would like to thank Abe~n Univer.sity 
fur the use of the Hall and Games Worksh<op, 
TSR UK, Dixons Minialures and Vu-gin 
Games (Aberdeen) for donations of prizes., 
etc. Thanks to all others who donated or 
helped keep the evenl going. It has been sug­
gested that an annual evenl should be held in 
Aberoeen, and I 'MluJd like to appeal to all 
your nonhero readers to let me lcDow if tb.:y 
are interested so I can gauge the suppon such 
a funcl-raising event of this kind would 
receive. Please write to Sarxiy Douglas, 
DntgOn Aid Local Orga.niser, 13 Springballx 
Terrace, Aberdeen, 

Paul Jobnson, Maidenhead, Berks; I've a 
~ complaint about the otherwise very 
Jill' good article on the DiSC\\oOrld in 
W082, Mr Shqnerd states quite plainly thai 
Disc dragons can'l breathe fife. Well, on 
pI46. Twof]~r is stuck in a cell and thinks 
up a dragon who burns the door doYln and 
frightens off a dozen guards by breathing fire, 
I'd say that Disc dragons should be given II 
breath weapon appropriate ID their HD. 

'The Double-Damage Brothers, Hamp--
.&.. stead, London : In your aniele 'A 
Jilt' Stroll Across The Discworld' (W082) 
you claim that Elves do flO!: ex.ist. But accc:lr4 

ding to Terry Pralchett himself. and I quote; 
"Only elves and troUs survived the coming of" 
man to the DiSC\\oOrld". So you, or rather 
Ashley SheptErd, are wrong, 

1hank.s, folks, Ashley is actuQ/ly a Mils, b;l4t 
ITst assu1'l!d ,hal we hove assailed various 
tender parts cf her arlilloffl)l and banished ,her 
to lhe deso/are wildernesses of Rilt/oct 
magazine 10 sen'e her perwnce /or nor 
nading every last word in the l>iscworld 
books like you guys obviously haw. 

Eoin Cannon, Sulton, Dublin: Yo, Whitey! 
.A.... Just writing to tell you that I boughl 
PI" the Thrud miniature and balanced lB 
snotlings, an inccrrvenienced dwarf and hi!! 
toilet on top d him, Is this II record? 

Sob sob sob! Do "~ hove to suffer these 
people? 

Douglas Thomson, Upper Smlddyseat, 
.&... Aberdeenshire; WhY'do you pen.iS!. in 
JIIf' printing envelopes on p<lges of the 
magazme? This means that readers have 10 
sacrifice a whole page of their l'Bvourite 
magazine in order to enter CQQIpetitions or 
send frMJ'/ any of the other things you offel' 
(eg the Readm' Poll), 

I think we all know by DOW that Games 
Workshop tum talcen avet ""'ite Dwarf. SCI 
wby do you keep rubbing it in by printing 
page after page of Games Vlbrkshop adven::s? 
Surely other companies should be given more 
lIpace to advertise their products 100 - or &I:'e 
you scared of losing business?!! The Warluun­
mer Pantasy Roleplay pull·out WIlli II good 
idea, but why don't you do it fty other games 
too? I personally think it is an ~llent way 
of introducing new games to the people wbo 
will be most liuly to buy ii, 

Douglas, old chap, you have a wonderful j'Jd~ 
dress, buz you (Ire a biJ dense sometimes' ,,*, 
print enYelopes in lhe magazine so you dol. " 

hove ro pay to enJer our CO"fHIitions or ~ply 
TO Ihe Poll. lfyou would ramer photocopy the 
relelWll pages and spend IBp on (I stump /0 

send rhem in rhot 's fine willi us. 
And what do you mean "now that GW 

have taken O'W!r WO': you idiot??! Games 
Rbrtshop haW! OKffed 'he D-.varf since Issue 
One, ond hove nt'I-'f'r been away! It 's always 
been a house-magazine - whatew!r fhat means 
- and iJ alwpvs will be, ~ adwrtise in our 
()\1.'I'l magazin'e /H!ooust! WI" moJce games that 
WI" think ore good and want pe~le to bllYo 
Why'does anVOM advertise, wlSwl!r me that if 
you "will? Other companies an at lilH:rty to 
tolu jUJt about (IS much oras Unit! advertis, 
ing in White Dwarf as tMy wish 4 and most of 
the major co"panies do so all the time, It's 
only the cost, J think, thal SItS them from 
doing 8-poge pull-ouzs, but i they wanted to 
do something li" that Wf!'d only too happy 
10 publish {t for them! l...o:.t issue _ had Jlfs', 
End's glossy flyer, for aample, and no doubt 
we will continue 10 include many mort for 
other companies I'tith products /0 selL Not 
tr.al this is any sort (1/ excuse. bull JHrsonal~ 
ly find thai SQfflI! ojthe adverts o~ more in­
reresting than some. of the articles. 

Alastair Brown. HeUesdon. Norwich: How 
.&.. about game praise for the Dwarf] It 
'" continues to get fatter, better, and yet 
doesn'l increase in price! And who dares 
criticise the reviews? Let's lake the review 
page in WD82, Ab, DungeGlleer's SuniWl/ 
Guide. SlOP, let's think this one OUI. TSR 
make MD, so Dwarf under Games 
Worksbop will sla01p on ii, yet! NO! It getS 
an excellent review, so good that I feel il 
deserves a closer look !Tom me. II duly gets 
this, and shock MlTOf WO's review was cor4 
recti Then Skyrealms oJ Jorune, again, DOt 
OW, but another fair review! How can !bey 
do this? Surely they shouJd hale them all l 

I ag~e toUlIly. If a product is good, no mat­
ter w/w maUs i" il gets 0 good rmt'W. At 
least. thaI's the way it shm4d wo,*. Person­
ally, I'm (I bit worried at the sudden ro.sh of 
good m1ews cf1SR produas now almost all 
their UK crearivesUlif work for ow. but I'm 
sure theTt!'s no CGIIfILction. 

Steftn Hoare, GrouvUle, Jeney: 1 agree 
.A.... with KeIl11lrll Lea's letter (WD82) con­
~ ceming h<M' Psionics cause headache, 
at I()\II' levels, bUll !'eel it is unnecessary to 
discontinue them. There are a number of 
remedies that a OM can ~; make cenain 
activities more expensive as Kenneth sug­
gested, give creatures natunll psionic 
defences, malz certain rock nullify psionics 
or, as my previous DM loved to do. switch 
planes - which can cause ~re probleOli, 
especially when )OO're caught in the shape. of 
a Spart'ClW, 

Lastly, 1 believe that a psionic character 
'o\Quld Il')' 10 keep his abilities secret from his 
fellow adventu.ttrs, especially as he would 
not Iroow bow tbc:y 'M)uJd react. Characu:rs 
who are more efficient than the resl of the 
party are often looked on with fear and suspi­
cion by paranoid players! 

And thal 'S ilpr another nwnJh. Send your 
teners to t~ JUuoi address, etc erc. (Mart', 
art' you foeling alrighJ? I mean, you didn't 
insult the rubber sword mob, or list t~ 
ntIItIL!S qf Thos~ K-1Io Hat'e Gibbered Abou:t 
Ulun'elfe Miller. Next tiTrK • •• Ed) Er, Yes 
boss. You mean tMre'1l be (I no:l time? 

Letten sttn to by Marc Gatcoigffe 
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From Joe Dever author of 
the award-winning 

Lone Wolf adventures comes 

HEROEs: 
ACTION-PACKED 

ADVENTUREGAMEBOOKS 
FOR lor 2 PLAYERS 

FROM THE BEST SOLO GAMEBOOK OF 

THEYEARAlITH~O~R@.~~iL 

"~¥~rtJ;~&l~YOU are in total control . 
CU'I·LC,B,n picture view system Is 

a~~~~':;,~~:~~, step forward In gamebook design. 
T movement and combat rules are easy 
to learn. ensuring a fast-paced adventure every 
time you play - either alone or with a friend. 

~A veritable 
masterpiece" 
W.6JU.OCK MAGAZINE 





The Readers' Revenge - The Poll Results 
Over the couple of months, we'll spend 
some lime looking O'o'er the results of the 
biggest ever White Dwarf Readers Survey. II 
will take thai lorw for tv.o simple reasons; 
there is a Jot of information to be passed 
on, and there are still some permutations 
the computer opcmlors at Eastwood haven', 
tried OUI yeti Hardly surprising. when you 
consider that they have dealt with some 
S,SOO responses and an: stiD going .•• 

Still, here are a few interesting snippets, 
dragged from the heaps of info we have thus 
far collated: 

Question One - The Deparrmellls: Much as 
was featured in last issue's iener column, it's 
'Gook and Thrud which are the most 
popular of the regular departments. and 
2020 Jlision which gets the IIlrl!tSI 'no' ¥Ole. 

~ 
,~ 
--.. ~ 
':'.,':-.::~ ,'~~ 

~ > '~C ; .. ,' . 

.w~~ 
Qua/ioll Th'O - Best Issue I(J lAltelQlustion 
Five - Best Iss/« from the last 12 /Jonths: 
There wasn't much 10 choose between these 
two; the OYeralJ category saw the voces 
building up gradually from about 50 votes 
on Imrage for each issue in the 50s to 
about 200 for the Th. Three issues stand 
out: 76 (589 wtes), 19 (593 votes) and 80 
(576 votes) , 

Question Thru - &st Cover: 817 votes for 
John Blanche's Anuu,onw Gothique from 
issue 79 and 506 for issue 78 were !he two 
outstanding returns. Again, ~ VOleS -were 
piled up towards !he more recent issues, 
which makes !he U9 recorded for issue 54 
and the 330 Dr WD67 all the more im­
pressive. 

QlU!stion Four - Earliest IsSUl! Purchased: 
616 YOters hIM. purchased an issue of WD 
from the 1-30 range, and 2054 have an issue 
earlier than 51! That's long time loyalty for 
you; and 50-100 of the 5,000+ respondents 
have joined us each issue since wm1. A 
healthy mix of frW readen; and old. 

Que.rtion Six - Best ScenariolQJJ.estiqn &wll 
- Bt'St Featu": These haven' t come OUI of 
the computer yet; there were too many can­
didates! We'll try to get these answeB b)' 
next month ... 

Que.rtion Bghr - More nature.r!Scenarios: 
One of the questions designed to shape the 
Wlf'j WD goes in future - and it's effectively 
a draw. For more features • 1,339. For more 
scenarios - 1,481. Those who feel the 
balance is about right - 2,461. II looks like 
we're hilting the righl mark here, more or 
less ... 

Quesriml.'J Nine &; Ten - The Dt'panmenlr: 
ODe of the more controve'rsial decisions we 
made in the last year was the phasing oul of 
the individual. regular departments for cer­
tain games. ClJ asked if people went along 
with this: and the resu1t was Approve -
1,213, Disapprove - 441, No Opinion - 1.019 
and those who felt they missed • particular 
department 2,586. Suppon for individual 
depanments broke down as follows : Star­
base ~ 911, Treasure Che.rt - 1."Xl5, Crawling 
Choru - l!X1l, Fiend Factory - 1.224, Rune 
Rj~.r - 802, Herr:H!s &; Villairu - 4Z7. It 
looks like there might have been life in the 
old hardware machines. after all.1J-eOSIl.ft' 
Che.rl was a1v.ays the most popuJar of them. 

Question £It:Vt1l - Scenario Slats: A nice 
simple guideline to us. The Illl5WCB we got 
were: I system scenarios - 2,387, Multi­
system - 2,llS, no system - 759, Not too 
much to choose between single-sys~m and 
mu1ti-sysu:m stats for moSI people then , and 
we'll experiment with these two formats Oller 
the next few issues. In the last Poll, 68% 
wanted more multi-stat scenarios. 

Que.qion Thirtem - Other Mogaztne.r (hi.rs, 
boo): This question broke dOWll into five 
sub-sections, which asked If )00 bought 
every issue, bought some issues, read a 
friend 's copy, prderred the magazine to 
White Dwarf, or found less interesting than 
WO. The results were: 

&, B" "" Prefer Not 80 

"'" """ '""'" "" ""'" 51 190 103 7' l~ 

-'" """ II 318 312 65 460 
Different 
\lb<kh 11 ill .1 60 532 

"""" M 67 .. 13 lO! 

CJWJ"" J7 39 " 48 104 -, 341 UX18 ~I 13 881 

G""''' " J96 110 " 48J 
Ad=_ ,~ 13<> 641 " 653 

Make of thai what you will; it looks like 
WD is the only magazine br an awful IOf of 
readers. Leaving modesty asW!e, I th..in.k even 
we "WOuld taU the last column with a pinch 
of sail - according 10 this Oo'tr 500 people 
prefer WD 10 IIllIgS (Heroes and ChoUenge) 
300+ of them haven't read ... 

Question Fourteen - Do You Read Rlnt.ine.r?: 
748 do, 4 ,!504 don't. 

Question FIftun - Which fantinI' is Your 
Favoun"le?: Rfsults to follow. 

That's it this time round. In next mooch's 
Fracas we gel to the really meaty questions 
- and one or t"WO surprises! 

Bits & Pieces 

Qwestion 1\wtl'e - How Marry Other People 
kad Your White Dwarf?: 1,826 of you don't 
leI anybody else get their grubby hands on 
your mag (and quite right 100). After that , it 
'M)rks out like this: I - 1,408, 2 - 997, 3 . 
495, 4 - 254, 5 - 151, 6 - 58, 7 - 35, 8+ _ For anyone interested in miniature 
123. Interestingly, this means about 2.58 figures , Ste\v.lrt Parkinson's Herr;H!.r For 
people read each cop)' of J.i1IJte Dwarf OCI Hbrgarnu is "WOrth considering, Dcspi~ 
avel1lge - which meatUl that there are WIlY the title, the book isn' t aboul wargames 
over 100,000 readers out there. Quite a few as such, bUI has a lot of standard 
of us these days, eh guys .. _ material about how to make fantasy r-----------.,---....I models - a kind of eJl:tended 'Eo.vy MeIDl. 

really. Very coffee table, very much a 
Christmas present for somebody who 
wants to make a start on painting figures . 
Herr:H!s for Hbrgame.r is a Alper TIger 
book , and costs £12 .95 (hardback) or 
£7.95 (pop,,,""k). 

If you play Kbrrior Knigh/s, you mighl 
be interested ~ know that \I.e now have a 
sheet of Rbrrior Knights Questions and 
~r:r. This has been produced by 
Den:k Carver, the game s inventor, and 
inc.ludes all ~ questions thai he has 
been asked roost often about rules inter­
pretations and possible ambiguities. If 
you would li~ a copy, send a large 
SSAE to Kbrrior Knight.! Qd:As, clo 
White Dwarf, Enfield Chambers, J4-16 
l.nw Pow-menl, Norr;ngham, NOJ lDL 



EDINBURGH 
13 FOlTest RoM, 

Edinburgh EH1 20M 
Til : 031 2263354 

GLASGOW 
536 Gr .. t W.tem Roed, 

GIIJtOW G12 In 
Ti l: OC1 334 1583 

IWJSTIVJED usr 

RITZ TOYS 
100 Queensmere 

Slough, Berks. 
Tel: SLOUGH 30678 

Large selection of 0&0. 
RuneQuest. Traveller. Citadel 
Miniatures. Boxed Fantasy & 

Science Fiction Games. 

ppen Moo-Sit 9.00:5.30 

R. E. Williams Limited 
34 C,ayford H(gh Street, 
Crayford. Kent. OA 1 4HG 

Telephone: CRAYFORO 524388 

For All The Best In Fantasy And 
Science·Fiction Games and Miniatures 

D & G GAMES 
•••••••••••••••••••••••••••••••• 

10% DISCOUNT ON All GAMES & flGURES. 
GAMES FROM GAMES WORKSHOP, TSR. 

AVALON Hill, WEST END, GDW, FASA and mOte' 
FIGURES FRO.\! CITADEL, MINI FIGS & GRENADIER 

•••••••••••••••••••••••••••••••• 
66 CREWE RD" 

ALSAGER, 
Nr. STOKE ON TRENT, 

CHESHIRE 
Telephone: 093 634091 

tee.i .... YOU t Nt·Up 
tU tN . Future turm 

LAND 

.."d • SAE for In stlRt • • _ 
pl.in ln, mOfW about , .... pm • • 
S.nd ta TRELANO GAMES. PO bo. 49. 

S.W.I .. , NPi 6YL 



It's time to book your ticket for 

GamesFair '87 
THE GAMING CON'VENTION 

Friday, Saturday and Sunday, 
10th, 11th, 12th Aprill 1987 

at Reading University. 
Tickets for GamesFair '86 were sold out by the end of January. Mak:e sure that you don't miss out in '87-

You will have to book early to avoid disappoinunent. Booking in advance is essential. 
There will be NO tickets for sale on the door. 

Don't miss out on the best weekend of gaming in the year, book your ticket now! 

• The AD&D'Dl Open Championship - an individual, 
knoclc:oul competition to fmd the British AD&D Champion 
of 1987. Held over SallJrday and Sunday, places in this event 
must be booked in advance. 

• Non-stop action-packed gaming (UII with alllhe old 
favourites - the MAR VEL SUPER HEROf.STlol game, En Garde, 
ParWlOia. Runequest, 1829, Railway Rivals, Call of Cthuihu, 
Illuminati and many, many rrore ... and, of course. the 
DUNGEONS & DRAGONS'll game might get played a bil as 
well! 

~,. 

• The AD&D Te:1IIl Competition - a not too serious single 
round competition ror tell.ll15 or 5 players held on Friday 
afternoon. If you want to enter a team send an SAE ror more 
information. 

• Residential or Non-Residential places · NOll-Residential 
bookings entitle you to full use of all the convention 
facilities throughout the wecl:end including incxpeosive hot 
and cold rood, the! bar during extended hours (adults only), 
several gaming areas and an array of computer arcade games. 
Re~idential booki:ngs entitle you to all that plus two oightll 
in a private bedroom and a rull breakfast on Saturday and 
Sunday. unless you are 100 busy playiDg games to bother 
with boring stufr like rood , .• 

r---------------------------------------, 
Booking Form - Please read ALL the small print 
before booking 

Perlerll; under 14 )'UtI of age cannot be .dmined. 

If booting for more thall one penon please il:u:ludc ALL names. 
Bookillgl accompanied by In illCOmplek Ii. 0I1IIlI1« Of !he 
illCOffCQ. money will be returned unprooeased 

Please make cbeque&lPO, payable to TSR UK LId, Ind IeIId to Ihe 
organisen at: 
GamesFair '87, TSR UK Umited, The Mill, bthmore. Roa4, 
CAMBRIDGE CDI 4AD. 
Telephone (0223) 212517 

My Name: 

My Address; 

PI-. ~ me ......... rai6ential ticket(.) (or GamesFair '87 aI. 

OH)O each. 

Please lend me .... .. ... DO.II-rui6eotial tiCUt(I) for Qr,meU:air '87 at 
{IO.50 each. 

I doIdo DOl wi.!b to enter the AD&.D Open Competition. Fee £1.75. 

Total Balance: 

I wouIdIwouid DOt m.e to OM I pme in ODe 01 the ADAO 
QOIllpeliliooa. (PIeue give brief deuill 01 your experience c.J • 

Jeparate sheet of pllper, im:lu4ing your Ige - a rough eaimak will 

"". 

Succe...rut bootinp will be oonfmned by poll. Full detail. of the evefllS wiD be givm ia !he CiamuFair '87 p~, wttieh will be mailed to 
1tte.Dd_ in MMdJ. ReI'u.IIdI (rniGUIII aoo adminilltalioo cbarg,) will ooIy be poMble 011 ce.-SlatiOOll INIde be(en 3ht Jcuary 1981. 

L DUNalONsa DflAOONSII ... ",_ ... _ oITSR \<Ie.11Io .)'DIboI"'~ . _oITSIlIoc..AI.up._.CI9I6TS1t. Ultl.lll. J ---------------------------------------
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deft'· "e" 8 NEW LEGION \. .l. OF THE DAMNED 

MJa,b.c & d: Le:lthu annour wlddlng 2 IllInded weapon (2 parts) 
M2a,b,c & d: Same figure with cloak 8I1d different head fi partsl 

Weapons choice: 
a.Sword 
b.A" 
c.Potearm 
d.BIIU & ChaIn 
PRlCE,50pncb 
Poltagel Order. up to 
£2.50 add 25p. Orders 
IMIt £2.50 add 10% 
CBt&/ogue 25p 
t12pwilhorderl 

DENIZEN MINIATURES, 43 Pawls Square, Brighlon, Sussex 
._"';:;""..:..-:.-::.::.::.-::=:r..:-.-=.:!.._..... BNI 3HH 

Send , ...... "",,,_"_ Enwlopo ,.., "-'0;,. '0;_ 

TORCHUGHT. UNIT IS. 8ROOKSIOf' WQRr;S. 
SPR(NGFIELD DRIVE. WESTCUfF-ON_SEA, 

ESSEX. ssa OM 
o .... qu" •• ' YOU' Ioc.oJ """ .. '1>09 

y CHRISI'MAS 10 AL~ OUR CUSTOMERS 

Linthorpe Road, Middlesbrough, 
ClevOl,md .. Telephone: (064212475531. 

Stockists of:-
Games Workshop, Citadel, Games 

(of liverpool), Tabletop, Skytrex, 
TM Games, Denizen, Torchlight, 
Fly ing Bufialo. Standard Games, 

and many more. 

Computer software: 
For the most popular computers ie. e64, C16. 
Spectrum, Atari, BBC, Amstrad and MSX etc. 

Mail order (+12~ 'Yo) P &: p. 

fonge -
r CONTROL CENTRE­

mom porh to DyUd a Starshlp" 
SIU!~ 01,11 n ... cl~iUtllticn$1I 

ONLY £2 ·20 I. lOp postog.' 

DISCOUNT MAil ORDER CATALOGUE All rongu in stock "'iln 
mony spllcial Qff.r~ IIlch monltl. II. !It ordered b"forlll No~. Hna 19861-
-Third Dimension Spocuhlp Stutter PQck S.Sl~ Illll~. £1'951_10,,.,,1 
- Dllrk 810dn IS tondord 's ne ... gomlll: ~-51f Q.!ljy E 10 1510£'10 ",'a 'l'll 
·Prlne. Augu$1 AHusory Xii no 1400 [4·85 -~p....2ll 0' "" .... j .,, " ...... ,41 
Many more dlscounh on flguru,rule5, ga(flts ett.l .... l.' '" .r .. ,. ••••• ,., 

I 
0.' I.' .. , ,."'I0o-oJ 
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FOR THE COMPLETE 
SELECTION OF GAMES & 

METAL FIGURES 

THE 
.~.' 

OAMES SHOP 

818 London Rd., LfIGH ON SEA. 
Tel. SOUTHEND 73308 

Open 9 .30-1.30 and 2.30-5.30 
Clo.ed on Mondays 

Stockists of 
DUNGEONS. DRAGONS 

Moat RPO. lind Supplements 
• Wergamel • FanlalV Gam.1 • 

• Science Rctlon Gam ••• 

THE 

''WltlWllU)ll 

HEROES 
Miniatures 

7. WavMley Place 
Workaop, Nott •• 
Tel: 109091476128 

POST .. PACKING RATES 
lOp mlnhn ..... , 10% OV8r £3.00, 
poe"! "" 0". £20 un .... 1It1lt1td. 
0" .... " 8O'Iio elr mlliI, 115% ,wteu. 

NEW 
LASERBUR~5 .. 

LB300 Imperilll Trooper w;m 
bolt gun SOp 

LBJIO Imperl,,1 Trooper wilh 
Dreadnought Armour lOp 

LB102 Lew CHar on biker 1.46p 

LBl0211 P&lrel Blkll only (O.95p 
LB 1 Lew OHlce. let 

Includes LBlOO, LBI02 
(1 .75 

LB600 Pohe-ned SOp 

DR.WHD 
25mm Ranga 40mm new releases 

The Master SOp Brigadier 80p 
Tom Baker 50p Unit Troopers 
Leela SOp (choice of 3) BOp each 
Cvberman SOp Tom Bake. 80p 

Sensorite 80p 

NEW Yeti £1.30p 

AMERICAN FOOTBALLERS 30p each 
PAFI . 
PAF2. 
PAFJ. 

Kicke. 
a"atarback 
RLlmiog tJ.c:kNlkle 
Recei" .. 

PAF4. Cente, 
PAFI5. Lineaman 
PAF6. Ouaid" Llneb&l;klll 
PAn. Inaide Unebacka./CClfnerback 

20mm Infantry . ultable for 
Twilight 2000 game 

SEND SAE for lilt 

''''-IF MiNa' ........ nollOV-"'" ... ""'" ..,11 ..... lor cnikI< .. ...- 12 v .... 01. 
Tiley """lMn Iud ... _ "'"V ba harmlul 11 eM ...... or _""" ... ed . 



Enter the realms ofWclmammer Fantasy Roleplay -an exciting world of 
epic advenrure, matchless treasure and sudden glory! 

Wclrhammer is all set to become the complete fantasy garnessystem you 
always wanted. Already [here is the Wlrhammer Saule rules, the complete 
guide ro ~scaIe fantasy combat. Voruhammer RUltasy RDlepay is a com­
plete rolepfaysystem in asingle volwne, offeringa unique character system 
with over 100 careers, a fast-moving, realistic combat system. and a 
coherent sy.;tem of clerical and individual magic; all [his. set against the 
Warhammer world, a dangerolLS and foreboding sening for adventure, 
where nothing is ever as simple as it seems. 

warhammer Fantasy Roleplay Is advenntre on a grand scale, and a game 
produced to the highest standards. Get }Our copy now! 

Available from all {POd games SlOfe5 or, In case of difficulty, please contacl: 
GAMES WORKSHOP MAIL ORDER, CHavroN STREET, HILL lOP, EASTWOOD, 

NarnNGHAMNGt6 JHY. 

o ... v 

£14.95 
POST f1tEE1N TI{f 1.I.1t. 

..... .... -
• 

• 



Discover the true power of the elements and you 
will find nature as deadly a foe as any monster. 

Companion 
volume to the 
Dungeoneer's 
Survival Guide, 
the new AD&D® 
Wilderness 
Survival Guide 
is the complete 
reference work 
for the realms 
beneath the sun. 

With new and 
expanded rules 
covering terrain, 
weather and a 
guide to 
campmgn 
mapping, the 
Wilderness 
Survival Guide 
adds a whole 
new dimension 
to the wilderness 
adventure. 

~ .. 
TSR, Inc. 

PRODUCTS OF TOUR ' ''''''OI", ... r loN'· 

TSRInc. 
POB 756 
Lake Geneva 
WI 53147 

TSR UK Limited 
The Mill 

Rathmore Road 
CAMBRIDGE 

CBl4AD 

ADVANCED DUNGEONS & DRAGONS and AD&D are registered \l;adcmarks of TSR Inc. The TSR logo and 
PRODUCTS OF YOUR IMAGINATION arc lr.ldemalts of TSR Inc. 0 1986 TSR UK Limited. 
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