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I ssue 86 of White Dwarf started during 
December when Mike Brun ton sat 

down and decided what the magazine 
would include. With the assistance of 
Marc Gascoigne. the text was prepared 
fo r Julie Weaving and Gail Morgan. They 
entered it into the pholotypsetting 
machines. The text was sent back to Mike 
and Marc for proofreading, 50 that (in 
theory) all the mistakes would be 
co rrected. Hmmm. Alan Merrett came 
downstai rs to ask how Dwarf was going. 

While thaI was going on text lengths 
were calculated and the words were 
handed over to Charlie Elliott. He worked 
on the design of the pages - where the 
texl and illustrations would fall. 

John Blanche chose the artists for·the 
various articles and to suit Charlie's 
designs. John also chose the cover 
picture: 'Trey of Swords' by Rodney 
Matrhews. 

Every once in a while Bryan Ansell 
(the boss) said 'Wouldn't it be a good 
idea if .. : or 'I think so-and-so would be 
really good, you know .. : We thought his 
ideas were quite good as well. 

Ivor Chom8cki spent a lot of time on 
the telephone selling the advertising 
space. 

The commissioned artwork came 
back from Martin McKenna, Euan Smith, 
Russ Nicholson, Brert Ewins and Aly 
Morrison. 

Copies of the piccies were made and 
given to Alan, along with Charlie's page 
designs, the corrected text and the 
hundred and one other bits needed to 
produce the magazine. Alan gave all the 
bits to Mark Craven, Ian Varley, Ruth 
Jeffery, David Oliver, Joanne Podoski, 
Sue McLoughlin and Richard Wright. 
They pasted-up the magazine. Mike 
came upstairs to ask how Dwarf was 
going. 

At this stage sanity entered the 
proceedings, and WD was !reated just 
like any other printing job: film-making, 
the mad rush to complete the last couple 
of pages, and then off to the printers. 

All that work is publishing, and in 
WD's case it's done by Games Workshop 
Limited. 

Finally, you got your copy. 
Issue 87 of White Dwarf started 

when ... 

V .~ 
~ Mike Brunton 
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THE PRICE OF FREEDOM 
Roleplaying Game 
West End Games - £16.95 
Let's be quitt clear about this. The Price of 
Freedom is a game of violent resistance to 
a Soviet occupation of North America. 
Nothing more, nothing less. I'll come back 
to this in a minute as the background is, 
after all. the game's entire justification. 

As we've come 10 expect from West End. 
the presentation of Price is excellent. The 
box is full, a fact spoilt only by the largely 
superfluous counter storage tray in it - nick 
it for another game. The various 
components are professionally finished and 
pleasing to use. My only gripe is that an 
index 'M)uld have been useful, rather than 
just a case list of lhe rules. 

It's good 10 see that roleplaying - as 
opposed to number crunching - is 
emphasised from the start. During character 
generation players are encouraged to think 
of their new characters in terms of 

personality, relationships and motivations 
before allocating numbers. The eod result is 
that you can end up with, say, an Irish­
American ex-cop, whose main interests in 
life are keeping up to date with the alimony 
payments, guns (remembering the good old 
days on the force) and lots of drink (his real 
passion). The numben and skills 10 fit such 
a character outline are easy to assign, bUi 
secondnry to his Q\lerall perwnality. 
Likewise the OM is encouraged to think of 
NPCs in terms of their personalities and 
goals and not worry about the numbers unlil 
they are needed. All to the good, in my 
opinion. 

The whole game system is compelaIll. as 
again one would expecl from Greg 
Costikyan and West End. Skills and combat 
are straightforward. and produce 'realistic' 
results. There is a welcome lack of dutter 
in the number of weapons presenled - a 
pistol is a pistol is a pistol. Just add gory 
descriptions if you wanl to be Dirty Harry 
or Rambo ... There's also a now obligatory 
Hero/Luck/Fate point fudging system to 
allow the player characters to pull off heroic 
stunts al the critical moment in the plot -
one example is lifting a bus(!) off 
somebody. 

The referee's notes are some of the best to 
_ 'P''''' in any game, and explained in a 

and concise style. The advice on how 
to actually run adventures - long term NPC 
enemies, playing styles, aonosphere - is 
something that should be included in any 
roleplaying game. And again, roleplaying is 
emphasised; the 'feel' of what is going on in 
an adventure is more imponant than 
numbers. The hibliography is also quite 
extensive. 

There's enough material in the game to 
provide a campaign background. The 
intoductory adventure is workmanlike, and 
gives most aspects of the game system an 
outing. I suspect that many experienced 
ro\eplayers will give it a miss. though. The 
other background and campaign material (as 
well as the bibliography) should give rise to 
plenty of ideas for funher adventures. The 
OM's book also includes a set of shon 
outlines for adventures - no game statistics, 
maps or any of the rest, j ust a situation and 
the personalities involved. Oiven the usual 
'take il from here' approach of most games, 
these are more than welcome. 

As a game, Price relies for its impact on the 
world it describes. Priu presents a fantasy 
world where the Russians have 'Star Wars' 
and hold America to ransom. Within days 
Soviet troops land in the USA, and from 
then on things as presented go downhill 
rapidly. The threat from SoYiet troops to 
'your house, your car. your VCR ... your 
family' (in that order) is emphasised even in 
'A Note 10 Liberal Readers'. The whole 
presentation of the game is far from that of 
Twilight 2000, which presented a terrible 
world picture, but did so in a relatively 
neutral way. Priu drops all pretence of 
being a neutral game system: 'Go out and 
kill them Commies!' is the message. 

I have the feeling that Price is intended 10 
be taken as a tongue-in-cheek game. At 
leasl. I hope it is ... 

Ashley Sh~pherd 

HAWKMOON 
Roleplaying Game 
Chaosium £15.95 

HIL SECTOR BLUES 
Paranoia Adventure 
West End £4.95 

THE WATCHERS OF THE 
SACRED FLAME 
Multi·system adventure 
Integrated Games £8.95 



Now you can join Dorian Hawkmoon, 
Count Brass, Oladahan, Yisselda and many 
other Michael Moorcock characters as lhey 
fighl the Dark Empire, For the Hawkmoon 
~ lakes you into lhe lands of lhe Tragic 
Millenium where lhe annies of Granbrelllt1 
are everywhere, 
Hawkmoon uses the Sronnbringer game 
~ystem wilh the added bonus of new skills 
10 allow player charac1ers to build aDd 
repair technological devices. Magic is not 
available 10 player characters, although il is 
possessed by a few NPCs, bUi with the 
ability 10 create an acid or flame cannon 
who needs it? Players can decide to come 
from any racial background. even from 
Granbretan, in which case lhey have access 
to omithopterS'. Ihe strange flying machines 
employed by the Dark Empire. As in 
Stormbringer, characters start out reasonably 
ellperienced. allowing them to undertake all 
sorts of dangerous advenlures in war-tom 
Europe. 
Stonnbn'llger players will find this game 

Alright. kids, \tIC all know how absolutely 
brilliant that wac.1cy game PlIrtmoia is, and 
how truly wonderful its adventures are too. 
BUI for yours truly. aDd I suspect for one or 
rwo of you guys too. there's always been a 
sneaking suspicion that while the adventures 
are really great fun for Ihe GM 10 read, 
they aren' t qwte so funny to play. All thaI 
sudden death and violent carnage sounds 
good on paper. but it does occasionally 
make for a very short game - and a 
disappointing one too if you've jusl spent a 
fiver on the adventure. 
Well you need be disappointed no longer (as 
they say in al1 the best reviews), for West 
End hav~ taken the extremely courageous 
slep of producing a Paranoia Campaign 
Pack! Yep, playe", now get to survive longer 
than the firsl encounter - they gel to earn 
unheard-of things like Experience Points and 
other arcane delights. Why'! Because HIL 
Sector Blues is a sel of rules and 
adventures to help you sel up and run a 
long-lasting Paranoio campaign. 
BUI is it any good, I hear you ask? Do me a 

This is the third set in the 'Complete 
Dungeon Master ' series, which has been 
appearing at some intervals oyer the last tWO 
or so years, starting with 1M Halls of the 
Dl1'arven Kings and contInuing with The 
wst Shriftt oj Kasur-Khan . Much of the 
seuing derives from the excellent campaign 
background in Tonured Semis!. Basic stalS 
are provided thaI allow the adventure to be 
played with AD&/) or Rut/eQllest rules, 
With The Watchers or the Sacred Flame. 
the opening part of a 'heroic quest' style of 
inlerlinking scenarios takes place; although 
the events in the previous rwo sets are pari 
of the same camapign. it is only 1}O'\o\' tbat 
players will see some long-term. goal 10 
pursUI!. This is, as might be guessed, 10 do 
with a powerful artefact - a plot device 
common to the series. However, this is more 
than jusl a carrot in front of the players, il 
is actually the most imponant aspect of a 
detailed and Imaginative background. The 
players not only have a limited idea of what 
it is they ate chasing, they have scant idea 
of where it is, what relevaoce it has and 
who else mighl be interested in it! As an 
heroic quest. it is brought down to the level 

doubly mtcresting, as it allows characters to 
U1IVel acros~ the planes from the Young 
Kingdoms to EUrope, As the same game 
system is used, players can be filled into the 
new setting with greal ease. Magic slcills 
are, however. greatly reduced , as befits a 
wortd where Law is dominant and technolgy 
rules. Hawkmoon characters travelling into 
the Young Kingdoms face different 
problems, whlJe their technology skills are 
not reduced . the whole basis of that 
technology ofitn doesn't exist, so their skills 
become almost redundant. Trans-planar 
traVel is a good fearure of this game and one 
Ihat ca~ltures the l:1avour of the Eternal 
ChampIOn books very well . 
Gamemasters familiar with the books will 
have no problem in elaborating on the 
background information. pl"OYided to bring 
the game alive. Other GMs shood read at 
least the first four Hawlcmoon books before 
running this game. While background 
information is included in the game, a full 
fee! for the setting can only be found in the 

favour, of course it's good! Wriuen by Ken 
'Completely ScR:WY' Rolston of Orcb/Mlers 
fame, it comes as a chunky (and very 
reasonably priced) 64 page book, plus a 
wraparound coyer that includes reference 
tables and Ihe debut of the near-legendary 
CArdboard Commies™ CUt-OUl figures. To 
go with these figures there IS even a set of 
Miniatures Rules, so complicated they make 
RUrhammer look like a text book on sub­
atomic physics, and chocl.: full of 
innovations such as using your entire house 
as a wargames table. If there is onc word 
thaI describes these rules il is thiS one -
SILLY. 
The players obviously come into this 
somewhere; in fact, the rationale is that 
their good work in serving The CompUter 
has earned them the opportunity to be 
transferred to an IntSec unit working 01.11 of 
Hll Seclor. That's right, they get to join the 
Troopers! And in the Troopers there's none 
of this perpetual zapping of traitors and 
Commies - weU, there is, but ii'S a 101 
subtler in the police sCJVice, with each 

of a spy thriller, wbere you can't quite grasp 
the whole plOi until the final page. 
This \YOrks well, but I regret one thing. As 
a gamesmaster, 1 find it a pity thai all the 
careful background and history is going 10 
remain hidden from the players, while Ihey 
cbase around after the artefact and the bad 
guys. So much of the subtlety of this 
adventure is lost in play. I wolKler if the 
players are to 'UDderstand It AU' come the 
end of the Complete Dungeon Master 
serie.~ ... 
In the boll, you get an impressive package 
with which to run the scenario. The 
adventure itself is detailed in a 32 page 
booklet: there is an NPC booldet; another 
showing some of the key scenes; you gel 
more of the Endless Plans range of 25mm 
scale floor plans wilh which to show the 
layout of lhe settings: and a GM's screen 
with summaries of most of what you need 
to know. You also get a profusion of player 
handouts, which contain the only out-and­
OUI railure of »ii/ebers, There are IWI,) maps, 
and players are meant to guess how they 
~rl.: together to guide them from a Iinle bit 
of information on another lutndout and some 

books. One has 10 read the boob to 
experience the strange brooding intensity of 
Londra and to fully apprecillte JUSt how 
strange II society it is. 
Unfonunately. tbe adventures presented with 
the game do not do it justice. they lack the 
epic. feci that ex.iSI in lhc: books themselves, 
and are reminiscent of old style dungeon 
adventures - not the kind of thing that 
springs to mind when I thmk of Hawkmoon, 
No doubt Chaosium will produce far beu.er 
adventures in the future to exploit the 
game's potential to the full. 
HawKmoon is a welcome addition 10 the 
Eternal Champion saga. There are II few 
problems with iI, but fans of Michael 
Moorcock will be more than pleased 10 
defend the Knmarg, or 10 batlle in Londra to 
overthl"O\V the Oatk Empire for all lime, or 
at least until other 'alternate realilies' affect 
the outcome.. 

player get sneakier and sneakier in their 
attempts to pin something on their 
(obYiously) gUilty comrades. hopefully m 
exchange for some promotion. 
And just because the players are now in a 
vague position of power doesn't mean 
they're able to escnpe Ihe altentions of 
loftier personages. Indeed. now the 
characters are often under the direcl scrutiny 
of Ultra-Violets - a terrifying ordeal in itself! 
Still. It all adds up 10 a lot of crazy fun. 
helped along by three qUite superb 
adventures (including one featuring a certain 
Ram·B-EAU, who J know we have not heard 
the last 00, Add to these the very extensive 
DOleS on adveDlure design and running. the 
miniatures rules and .aJ.J lhe rest, and you've 
got a package that will pl"OYide )'Qu and your 
players with a lot of entenainmcnt - over 
and over again! (Hfu that bett~r, boss? No 
Marc, it wasn ·t. Kup taking 'hos~ sincerity 
exerci.~~s - &1.) 

Marc Gascoign~ 

logic. I haven't seen this work yet. tn fact , 
players are going to be mislead by these 
maps. which assume great Importance 
simply because they are 50 otwiousJy part of 
the adventure. Don't rely on Ihese maps - be 
ready to help the party back on the rigbl 
",th. 
The plans are altractive, and all but one is 
perfectly clear when compared 10 the 
descriptioflJ on the screen (tbe castle layout 
isn't always easy to follow). The 'players' 
views' might seem a liltle superfluous, bUI r 
ended up using them quite a lot. 
The adventure has a lot gOlDg for it. There 
are many excellent eneounters, bolb passive 
and deadly. The gypsy encounter IS great 
fun. run it for all il is worth. Some people 
might find the encounters a little cramped -
this is due to the nature of floor plans, of 
course (al the scale, a decent .uze area is 
100 big for the box), but II helps 'l.:eeps 
things manageable, and the Endless Plans 
are as good for scene-senmg 11$ anythmg 
clse. 



OPEN BOX 

OAl - ADVENTURES IN 
BLACKMOOR 

D&D Adventure 
TSR £S.95 

Once upon a time. when D&D was very, 
very young, there WIlli Gary Gygax, and 
there was also Dave Arneson. Gary Gygax 
ran a campaign called Greyhawk, and Dave 
Arneson ran a campaign called Blackmoor, 
Both gave their names to supplements for 
the original D&D, which was superceded by 
the first Basic rules in 11]77. Eventually TSR 
published The ijbrfd of G"yhawlc, based on 
Gygax's original campaign. Dave Arneson, 
meanwhile, faded from the picture for one 
reason and another, but now he's hack, and 
DAl AdveotlU'eS in Blackmoor uses his 
original campaign sening, updated for the 
D&D Expert Rule!. 

DAl is an advenlure for 10th-14th level 
chara(:ters, and consists of a 64-page booklet 
and an A2 colour map inside a wraparound 
card coyer. Seven pages of GM's 
background give the history of the area in 
which the advenlure is sel, and another 
three pages deal with introducing the 
adventurers 10 the v.orld of Blackmoor. 

The whole adventure is a device 10 get the 
PCs into the world of Blackmoor from 
wherever they happen 10 be at the time; the 
action takes place in three versions of the 
same inn, which cuts down on the map 
requirement but can lead to a Slatic feel in 
play. The introduction links this to Xl I!f~ of 
Dread, but there is 00 reason why the 
device can't be used in any game world. 
The inn itself is desened, run-down, and a 
zoo-dungeon. A disappointing stan, 
reminding us of Blackmoor's origins, There 
are, however, some intriguing clues, leading 
on to the next pan of the adventure. As the 
inn shifts between dimensions, certain things 
change, and the second pan of the adventure 
concem.<; itself with the.~e changes. In the 
final pan of the adventure, there is another 
dimension shift, things change once more, 
and we're in another old-fashioned zoo­
dungeon. Once this is dealt with, the players 
will probably be thinking 'Right, we've 
sorted that out. and we've gOl into 
Blaclanoor - what now?" and the answer. 
I'm afraid. is that you 'll have to wait for 
DAl . 

The fInal 20 or so pages are given over to a 
description of the world of Blackmoor, with 
no less than 38 prominent NPCs cOliered in 
detaiL While this section is packed with 
interesting information . it falls between two 
Siools; it isn't really part of the adventure al 
hand, and there isn't enough of it to make a 
campaign sourcepack upon whicb the GM 
can base funher ad ... entures in Blaclcmoor. 

All in all, DAl is an adventure which ncver 
seems to get going; it only has one idea -
albeit a fairl y strong one - and the PCs 
never get to explore the v.orld of 
Blackmoor, despite the colour map which 
comes as pan of the package. Old hands 
who remember the TSR and Judges' Guild 
products of the late '».> will get a cenain 
feelin8 of nostalgia from DAl, and despite 
the fact thaI zoo-dungeons are out of fashion 
these days, this one is well written and set 
out. with a reasonable plot. and should 
provide an interesting and enjoyable 

ses~ion's pill) - which is probably more 
important than current trends in adventure 
design , However, Peter Green's criticisms of 
GDQI-7 (WD85) ~pply with equal force 
here, It makes a reasonably good 
introduction to Blackmoor, bUl a 101 will 
rest on DA2 and the rest of the series; as II 
campaign starter DAi has II 101 going for it , 
but it will stand or fallon what comes next. 

KEF3 - THE BOOK OF 
LAIRS 

AD&O GM's Aid 
TSR £6.95 

REFJ is a 96-page booklet, containing 
potted details of the lairs of no less than 61 
groups of monsters, drawn from all three 
AD&D monster books (and one from 
Oriental Adventures) , Each can be used on 
its own as a shon ad ... enture, or can be 
dropped into a campaign as the GM wishes. 
The first thing I noticed is thai there are 
only six maps in the whole thing. and most 
of the encounters need a cenain amount of 
preparation on the part of the GM. The 
brief encounters (if I can use that term here) 
range from the fairly straightforward (one 

hear) to the positively frightening (876 
Undead) and at the stan of each is basic 
information on type of terrain, IOtal pany 
levels and eKperience points, plus a few 
lines of rumours designed to bring the 
location 10 Our Heroes' llOIice. As well as 
monster lairs, there are a few interesting 
NPC hideouts. but most suffer from the lack 
of a map. 

Not everybody's cup of tea, but a very 
usdul source of ideas and material for any 
AD&D GM. either to develop as full-blown 
adventures, or to fill in the gaps in a 
campaign, or for those dreadful Oh-God-
(· ... e-forgotten-the-module moments, 

The bulk of the encounters are intended for 
3rd-7th level parties. but some are for any 
level and a few go up to 12th. so everyone 
should be able to find something useful. I 
WAS reminded of the old Judges' Guild Book 
of Tr~asurr Maps products. and cenainJy in 
tenns of the number nf adventures here, 
REF3 is excellent value for money. Its only 
drawback is that, inevitably. there is a lot of 
work left for the GM to do, but it provides 
II great number of ideas which can be 
developed fairly easily. 

One nice thing is thai you can develop the 
encounters to suit your style of play - if you 
want hack-and-slay, you can ha ... e it, and if 
you want thought and roleplaying, you can 



write that in as well . I'm still oot sure about 
encounters which provide !he pany with 876 
Undead, 130 Brigands, 80 Goblins and 
Orcs, 120 Kobolds, 251 Hobgoblins, t30 
Lizard Men, 192 Bucaoecrs, 249 Sahuagin 
and the like - these give me the impression 
that someone has been rolling No, 
Appearing dice in the monster books rather 
than planning the encounters out - but even 
if you only use half the encounters in REB, 
you'll gel 8 fair run for your money. 

Gmeme Davis 

OA2 - NIGHT OF THE 
SEVEN SWORDS 

AD&D Oriental Adventures 
TSR £5.50 

OAl is the second adventure for Oriental 
Adl'(mwres, and consists of a 48-page 
booklet inside a 3-part wraparound Cf)Ver. 
The inside of the cover contains the plans of 
lto-Jo, a castle, in the exploded-view 
DWlgeo"eer's SunilYJf Guide style, plus 
more conventional groundplans of the 
dungeon beneath lto-Jo and of an inn which 
features later on. When the cover is stood 

up as a OM" screen. tlle rather nice fuU­
colour map of Maeshi Province is on the 
players' side. A poster·size province map, as 
in OAl, 'WOUld have been nice, but is no 
great loss. 

The booklet starts with a 3-page baclcground 
section, detailing the geography and history 
of Maeshi province, and a page and a half 
of OM's information and notes on setting 
Ihe adventure up. There is a lot to take in 
here. and the OM would be well advised to 
prepare thoroughly. 

The adventure il~elf concerns the rivalry 
between two clans, a cursed, haunted castle 
and a box of relics, and the plot is 
interesting nnd believable. At first glance, 
though, the main part of the adventure looks 
disappointingly like a standan1 dungeon 
bash. There is an interesting encounter 
along the ..... '11)'. in which the party is 
required to be suitably honourable, but after 
that it's just a haunted castle. Mind you, it's 
a very good haunted castle. and even those 
who don't nonnally enjoy dungeon bashes 
will probably find it interesting and 
enjoyable. There are some interestingly 
Oriental bits and pieces which maintain the 
atmosphere nicely. and although some of the 
encounters are II Hnle frightening for the 
suggested party strength of 6-8 4th-6th 
levels, a reasonable number of spellcasters 

OPEN BOX 

should be able to cope. Cenainly this is no 
adventure for an all-fighter pany. Oh, yes -
and there's a new OA monster that will be 
strangely familiar to non-OA AO&D 
playen. 

Having attained their objective in the castle, 
OUf Heroes have various encounten on the 
return journey and make a delivery, avoiding 
the various machinations of their lord's 
rival . The two main senings, of a caslle and 
an inn. IlUlke useful stock locations for OA. 
and the adventure itselr is an interesting and 
well-balanced mixture or role-playing and 
fighting. 

One dI1lWback, to my mind, is that OAl is 
set in a different province from OAl. and it 
assumes that the PCs are in service with a 
certain Oaimyo, but OMs who want to link 
the two in a campaign should be able to 
tweak the setting and the history with II 
little work. Overall. it's a nice adventure, 
with the Oriental Adventures rules used to 
good effect and the Oriental flavour 
maintained throughout. Bushido rd'erees 
might also find it interesting, provided that 
they are prepared to do a bit of convenion 
"",k, 

Grrume Davis 

REF2 - ADVANCED D&D 
PLAYER CHARACfER 
RECORD SHEETS 

AD&D Accessory 
TSR £4.50 

Hmmm - what do you say about a booldet 
of character sheets? Well, it's gOI a \lery 
nice cover. for one thing. Inside are 16 
character sheets. with spaces for recording 
everything you could ever wanl to record for 
an AD&O character, There's even a space 
for Honour, if you happen 10 be playing 
Ori~nla/ Advtntufes, There are check-off 
boxes for supplies and ammunition, and 
room for brief details of the charncter's 
family and followers. I'm not sure whether 
there is enough space for lhings U1ce magic 
items and weapons, bUI apan from lIIat 
everything you'd expect is there. 

In addition to the character sheets, there are 
16 pages of a Spell Planner: 5 sheets of MU 
spells. 4 with Cleric spells on one side aod 
Illusionist spells on the other, 4 with Druid 
spells on one side and OA Shukenja spells 
on tbe other, and 3 with OA Wu Jen spells 
on both sides. These consist of lists of every 
spell available to the character class in 
question. Each spell has three little check.­
boltes to cross them off as you select or use 
them, and lots of little symbols giving 
potted infonnation on each spell, There is a 
key for these symbols inside the back cover, 
but learning how to use them looks 1.i1ce it 
could be hard work. A nic~ idea, though. 

Well. nOI 8 lot else I can say. really - this 
product will sell well among AD&D players 
who li1ce using OfflcialTIot chameter sheets, 
aod nOl so well among those who don't. 16 
character sheets isn't a lot for your money, 
especialJy when the meanies put a brown 
tone on which means that some bits come 
out black when )'QU photocopy them. 

Grol'me Davis 
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(below). ThJs month's heap is indctd 1 J ~ ~ • J 
impossibly demanding, partly Ihanks 10 
middle volumes of b.nwy trilogies of A regular book review column, 
which I've forgonen Volumc I, partly 
through Unwin's h:abh of mi.sdl~ctlng written by Dave Langford 
books to Nottingham until about SU: 
mamb!' QUiPUI is forwarded hc~ 21 :l 
stroke, and partly ix:C2US(' nobody 
should have 10 rope with two Piers 
Anthony 'Outbreaks in :I single column. 

Guy Gavrid K2y 's The Wandering 
Flrt (Unwin 298pp £IO.9S) continues 
the stylish and upmarket 'FlofUV'V 
1llpeStry', an ~Itlous (anus), S('qucnce 
in posl-Thlkien vdn. K3y'5 basic stI.gc· 
setting Is pu~ TalkJeo - Wr land, 
Black Lortl, everyone appro2ching the 
lina.! tcSt. He 2dds dollops of passionate 
emotion, a tortuous tAngle of human 
relationships. and mythiC chunks from 
allover the shop. And the writing's 
good enough to make II all work ... 
nearly. (There are minor glitches in 
naming: K2y may insist 'AUeron' Is a 
High King, but I know he's JUSI an 
aeroplane's wIng-flap.) 

The Go lden 8014gb-Ish theme, of 
sacriOce and t«IeroptlOn are very 
effective, and wben a symp2tbetic chap 
dies to end the arch-Oend's 
Fimbulwinta. I w:lS less keat on the 
drc:ildfully familiar Wild Hunt stuff 
(though plC2sed to s« tbe traditional 
wamlngs about 'old, wild nuglc' 
aClua.Uy follov.'ed through - lhe cavalry 
coma over the hill 10 save tbe baule, 
and Stans killing ellerybody.) The final 
quibble 15 mlly a quest.ion of Wle. 
Mythic uclIetypes are fair game. and 
much fanwy concerns itself with 
echoing or retelilng legends: all lales are 
the same Tale, said lblkien, but was 
cueful to invent his own mythos clear 
back to the Beginning, What K2y h:lS 
done Is to swipe chan.ctel'S from the 
fines t legend of all , a 1ll1e which Is not 
his, and throw them Into the aln::ady 
too-huge C:lS1 with promises of hC2VY 
Eternal Triangulation next book. I'd 
admire: 'The Fionav2r Thpcstry ' more: If 
It weren't r:tpidly turning Into .. , wait 
for it ... Le Morte D'Artb'4r Pt4rt II Can 
the aulhor possibly bring this off? 
Hrum 

Judity Tatr 's The Gold~ Rom 
(Banwn 272pp £9.9S) is simple stuff 
without the. big doomy effects: no 
delving InlD the FUY mythological 
stockpot, JUSt a tight rocw of thirteal­
cmlory erudition. Halr-clvcn erstwhile 
monk Alf potten through the. founh 
Crusade siege or COnStantinople, makes 
friends, finds bluneiess hetl!rosorual 
love despite rlsklc.t hintS last volume, 
loses (nearly) :t11 in the sacldng of 
Byzantium, sets his face tOwards Rome 
and Book Thr« ... This is mo~ 
immediately successful than lUy 's book 
becao~ It Clkes fewer risks : 2n elege.nt 
Georgene Heyer romance. m(n'e.d back 
in lime. 10 [he long tenn? I nn't 
remembc:r anything of fur's volume. I , 
while still ret2ining vivid Images from 
K2y 's. 

Huysman's PctS (Goliana 247PP 
£9_95) shows K:ate Wilhelm In almost 
light-hearted mood ... one. of tho!\(' 
discn=el contemporary thrillers which 
Sttm e.mb2rras~d by even a down­
played SF conte.nt. A web or non-

coincidence. ensnares some highly 
likeable characters, in particular the 
'experfmenta.1 aniJn:,a1' kids produced by 
the wicked tamperlngs of deceased 
geneticist Huysman. The forces or 
injustice are defeated by b2m acting. 
Ie.lepathy, computer hac,king and forged 
dollars. all very quickly and quietly. 
Nice rea.ding, but more suspense and 
genuine nastlneu would have made a 
stnlnger book. 

Night Warrior'S by Gn-harn 
Mastenon (Sphere 410pp .£2 .95) Is n:lSty 
211 right, bUI shari o n sturf like 
suspcMe, cohen::nce, credibility '1'he 
j2WS d:a.mpc:d convulsiveJy tlghl and bit 
away the whole of Ihe policeman's 
upper lip! and noslrU: ' Its claws caughl 
tbe flesh of the officer's face, and 
tipped off everything below his 
eyeballs: Thus the finest highlights (11'5 
a tough job in the police). I shouldn't 
bother with the;' rest . 

Anoe Rice's The Varopl~ Lc.st:at 
(Fulura 599pp .£3 .50) is much more m)' 
cup of tea: there are horrors In this 
'scquc.l ' (0 inlenliew with tbe I'tml/lirt4 
but DOt silly or gr,lIultous ones. Lest:.t 
unfolds a lushly decadent stOry of 
leaming 10 be undl!2d amid the excesses 
of Fr.mce before the Revolution. Rice', 
glowing nmpires have the authentic 
combination of lethaliry and sexiness so 
essential to the myth (which in the 
films tended to get sw.unped by blood). 
She.'s also audacious enough to 
propound an acceptable 'origin ' tory' 
for vampirism, and to mo,·e from dark 
old Egyptian mysteries to the ext"rntle5 
of twenticth-century Dionysian ecstaSy 
as Lescu gh'es his fust live rock. 
performance. Nice one. 

Mort" 'cJ:lSsical ' fanwy comes from 
Barban. Hambly in The L2dJ~ of 
Maoddgyn (Un.icoro 311pp .£2.95), 
who is no great writer but excels at 
freshenIng what writers ' workshops 011 
' traditional ru.rrative deme.nts· and 
some of us might term clichEs. Here's 
an Evil Sorcerer who Isn'l lIctuaily th:n 
good al sorcery, 2 Brutal mercenary 
whose bobbies include philosoph)' and 
gardening, a Conquered COUntry which 
Is not being laid wute but :adminiStered 
as occupied territory, 2 Female 
Resistance whlch doesn't mess around 
with LysiSln.t:. tactics but de.mands 
combat training ... Add unpleasant 
magical gim.m.J.cks and weU-dr.awn 
characters, and the result Is a ripping 
fantasy yarn, 

OVe! in the sCiencc·fanwy corner, 
Jane 'olen's Cards of Grief (Orbit 

193pp .£2 .50) offers understated ~ml· 
tragedy on a world whert" grieving is 
yirtu:dly an ardorm. An Earth anthro­
pologist makes the misWte of falling In 
love with a native GriC\'er, and a.U SF 
pruedent suggestS that horrific cwtun-l 
secms will be appillingly revealed. Not 
so: the seems and plot turrul an:: merc:ly 
sad, and Yoleo's low, moaning narnth'e 
tone. makes this not a punchy book but 
a memorable one. 

The amazingly proUflc Pius Anthony 
offers A..nthoDology (Grafton 432pp 
£2 .95): 21 shan SF and fantaSy stories, 
twO o f which fonn chapten in his 
novel ProstbO Plus (irritaling ir you 've 
got it). Some display the. compulsive 
daftness of Anthony at bis best (e.g. 
'Hurdle'): many could usefully bave 
remained in obscuriry; o oe. is an 
Incredibly filthy joke which would 
shock your editor if described here. 
Acerbic introductions bew:.ill the. bad 
tasle of editors and the obtuseness of 
critics. From the afterword of Gokm 
in the. Gears (Orbit 326pp Ji2 .50) I 
lcarn that Anthony'!!: JUS! switched to a 
word processor ... if his production I"2tt' 
rises further, the books will be 
appearing wee.kly. Go/em is the ninth 
'Xanth' f2ntaSy and possibly the weakest 
of Ihe lot (the series is being ' rested· for 
a while after this). Uke some legendary 
0&0 campaigns, Xanth is so fuJI of 
whlm5r :and casual magic that no 
situation can thK":atal for long; the 
storyline lurches drunkcnly from pun to 
banal pun. (Compare the: earlier books, 
where pWlli cropped up 'naturally' 
withOut the plot betng painfully 
wrenched to accommod:ue them .) Tbt" 
US readership loves it. Argh. 

Robert Shecklq appc:lrs to ba\'c 2 
slmllu ploillne problem in Options 
(G n-flOn 156pp £'2 ,50), bUi here., in 
theory, it 's Intentional. This can be read 
as o ne of those SF books which 
critiCize: SF (like Le Guin's IAtbe Of 
lfIuwen and MaJzberg's Gala.),:ies). 
Sheckley's hero is rrutrooned without 2 
span:: parI for his space drive::, :lnd 
despite writing himself into the:: book as 
Ihe Man of a Thousand DisguIses, the 
author Is ·unable' 10 COnstruCI a 
credible pim device to sa"e Ibe 
situation. LoIS of fun but, for obvious 
reasons, nOI much plot. 

Also to band: Sandwr:he.r by Monica 
Hughes (Magnet 159pp '£1.75), a very 
Ideologiolly $Qund little fanwy fable 
of desert ecology and exploituion, son 
o f Dune in miniature for younger 
n=aders: Fritz Leiber's Swords and Ice 
Magic (Grafton '£2 .50), l:I.$t and darkest 
of the fizzy FafhrdlMousc.r f2nasy 
series ; :lOd our tide book Demand the 
lmpo5Sible by Tom Moylan (Methuen 
Uruversity Paper·backs 242pp '£7.95), 
subtitled 'Scie.nee fiction and the 
utopian Imagination'. For compietisl SF 
aca~emics , It's a so~-what austere 
examination of four novels: Russ 's The 
FemaJe Mall , lc: Guin's The 
Dispossessed, Piercy's Uitmum Otl tbe 
Edge of Time :lOd Dc.lany's 'THto". Por 
Dwarf readers heavily inlO such role­
playing games as Marxist Analysis and 
the very popular Posl-Structuralism (a 
recenl supplement to Parano;a), It 's a 
rim of heteroclitic theoretical mastery 
and preOgurative:: political unders[:l.nding 
(or 50 says the back cover). Who could 
ask for mOrt"? 
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soh·e the II\}Slery in UII~ to prclenllllf'te ~r:l)jng~. :md III 

find Ihe evil behind II~ n1)51 Criou~ ell lUf'.,ig" (If dealh" 

1 he Shlldul\( mer Unrkhank - elen nn It\llitl3). Ihere'~ nil 
rut for :In iutrcrid inn'\11galor. When <uange Ihing~ starl 
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CURSE 
OFTHE 

by Marcus L. Rowland' 

A modem Call ofCthulhu adventure for 2·5 investigators, set in London. 

Players' Information 
The invesUgalOr with the highest Occult knowledge is con~cted by Doctor 
Erica Fowler, an acquaintance who knows orhis (or her) interests. Docwr 
Fowler is a psychologist at the local hospital in Alberton, one of London's 
outer suburbs. and has recently come across a curious case which seems 
to need apen knov.rledge. One of her patienl~ believes thaI he has bttn 
cursed. and is dying of (apparently) psychosomatic injuries. While Dr. 
Fowler doesn't believe in the occult, she would appreciate any help which 
might convince her patient that he isn't under magical attack. 

Keeper 's Information - Summary of Situation 
The patient is Kerim Fomutesca, an African medical student studying at 
the hospital. Fomutesca has inadvenently come into contact with the 
activities of Eric G~, a cultist, murderer and cannibal who is the human 
leader of a small tribe of ghouls. 

In 1964, Green (an RAF Flight-&rgeanl) IWS the co-pilol of a tnmspon 
aircraft which crashed in the mountains of P4pua, New Guinea_ He was 
the only survivor, bUI his left leg was broken and he couldn't escape from 
the wreck. In desperation. he began 10 eat the bodies ofltis dead comrades, 
Soon afterwards a cannibal tribe stumbled across the wreck; b)' lhis time 
Green was insane, and they interpreted his delirium as divine inspiration. 
They took him back 10 their village, set his leg, and began to initiate him 
into their cult of chthonian worship. He was an eager student, and soon 
learnt their language and several spells, while intensifying his appetite for 
human flesh . 

Eventually, search aircraft found the wreck, and the local Shaman 
ordered Green to return to civilisation. He was committed LO the 
chthonians, and might be a useful 1001 In England. 

Green told his [escuel'S that he had spent a silo" time with a native uibe, 
without admining his cannibalism or cult activities, and returned to 
England, Hespenr several months in hospital , while his leg was reset and 
he slowly recovered from various tropical infections. His injuries left him 
with a permanent limp, so he retired from the RAF with a medical pension. 
Ironically. he also received the British Empire Medal for his (supposedly) 
heroic role in the crash , 

Four years passed. Green purchased a small used-car business, with 
a flat above the offke, and tried to live an inconspicuous life, awaiting the 
call ofhis gods. Gmdua1Jy be became aware ofa growing craving for human 
Oesh , which no nllrmaJ food seemed to satisfy. 

Ln 1969, Green. was involved in a fight outside his local pub, and bit 
one of his assailants. The police arrived before any real harm was done; 
however, the taste of human flesh intensified the craving he felt , and he 
decided to take steps to satisfy his appetite before it betnlyed his secrets. 

A month lalerGreen strangled a tramp on a bomb site near his house, 
and consumed portions of the body. He left the remains concealed in an 
old house on the site, intending to return for another feast the following 
night, However. the body had disappeared when he returned. Green 
followed. bloodstai:ns and heel marks to an old air-raid shelter behind the 
ruined house, and found a tunnel concealed by a sheet of corrugated iron. 
A fiuniliar smell of food carne from the tunnel , and Green realised that 
he has stumbled 81;ro$S a nest of ghouls, 

Although Green couldn'l control the ghouls, he decided to risk entering 
the tunnel and try i.ng to make contact. He followed the scenl through a 
twisting maze of old sewers and forgooen streams to their lair, a erypt under 
the local cemetery. The ghouls were still eating the tramp when hearrived, 
and somehow realised that he was responsible ror their unusually fresh 
feast, Tbey made hjm welcome, allowing him 10 share the meal . The next 
week be ltilIed again. bringing unother victim 10 the ghouls' banquCl. Soon 
be was a member of the pack, and had leamed to communicate with, and 
contact, his inhulIllLO friends. 

In subsequent yearS Green persuaded the group 10 worship the 
chthonians. When the local authority decided to build a block of flats on 
the bomb site, Grt:en helped the ghouls close the ongInal entrance and 
tunnel into the bru;emem of the car showroom. His business gives him 
access to a range of cars and vans, and he finds it easy LO pick up victims 
in and around London, and bring them back for the ghouls to kill. On 
average, they commit a murder every eight to ten days. 

This lifestyle isn't without risks; Green has been injured Iwice by 
victims. and carries several unpleasant diseases and parasites, including 
serum hepatitis, saIlmonellaand liver flukes. Green isn't bothered b)' th~ 
complaints, since he is slowly turning into a ghoul and already has their 
immunity to such >conditions, but anyone he biles or attacks is likely to 
become infected. His tfal15formation is only retarded by his reluctance to 
reduce his usefulnttss to the chthonians. 

Last week Gret:n was careless. After each muruer he must dispose of 
human bones, clot.hing, and other debris, and he usually flJls a plastic 
rubbish bag with th.ese remains. takes an old car or van (rom his yard, and 
dumps the Slick on.it refuse tip several miles from his home. Unfortunately 
the bag split on hi!; last oUling, and he .... '3S foreed to dump the contents 
quickly before anyone saw what he was carrying. 

In his haste, he failed to notice that a finger bone was still in the boot 
of the car, and rerurned it to his yard without making II thorough inspection. 
Fomutesca bought the car the next morning, and found the bone while he 
was cleaning it, 

Fomutesca suspected that it was ahuman bone, and lOOk it back to the 
hospital where he was studying for analysis. Unfortunately be didn't report 
his discovery: insl.~ad , he decided to find out where it had come from, 
and returned to Green's garage to ask some questions, 



Grten realised his mistake. and decided 10 kill FomuteSCa before be 
lalUd 10 the police or bospilal officials. He explained thai he had hind 
oot the car several times before selling it. and offered 10 let Fomutesca take 
the names of !tis customers. 

While Fomutesca was looking at tht records, Green locked lhebuikbng 
and called the ghouls from their tunnels. Green c:lIpcctcd that they v,oold 
easily kill Fomutesca, but underestimated his strength and agility. 
Fomutesca fled to the upper flai l andJumpcd through a window to escape 
from the ghouls. 

Green and the ghouls couldn't chase FomUiesca in daylight. so they 
decided 10 pool their magic 10 curse him. This curse, known as the CUl'X 
of the Bone, has caused his injuries. though a process resembling 
psychosomatic illness, described In more detail below. 

Despite his education. Fomutesca still retains some vcstigts of tribal 
superstitions. and has lOS! saruty from his encounter with the ghouls. He 
is unable to uplain what has happened, beyond saying that be was been 
cursed by 'demons', and wiU die alie.r a few more attacks if the spell castins 
is nOt stopped . 

Clues in the hoSPital and Fomutesca'S 1181 should eventually lead the 
investigaton 10 Green. He will attcrup! to awear innocent. but any 
determined investigation will lead to the exposure of his activities. and 
hence to the ghouls. lfthe group can bedlsrupted or destroyed Fomut.esca 
will be freed from the curse, and slowly recover under suitable medical 
treaunent. 

Although this is actually a fairly simple adventure, you should 
remember that failurccould have serious consequences. If Green knows 
that the in .... ~stigalOrs ~ interested in his activities, aDd has time 10 
manoeuvre. they mighl be lured 10 an ambush, or become !he next victims 
of the curse, If he is defeated but li~, he might eventually persuade !he 
chthonians to take some l'Ctaliatory acuon. You should kel free to 
complicate thescenario by adding misdirection and confusing (but actually 
tocally irrelevant) information. Several spurious clues and details have been 
Included below. 

If )'OIl m: beginning a 19805 campaign you may wish 10 use this 
adventure 10 plan[ clues leading [0 later adventures. Green's location in 
London and his access 10 a wide range of vehicles make. him a useful 
contact . and he might well be in touch with othercultis!S, A section at the 
end of the adventure gives some examples of the son of due that might 
be foond . 

Hospital Enquiries 
Fomutcsca b In no coodioon to answer questions. but Oocror Fowler is 
prepared to let investigators see him. 

Fomute5Ca occupies 8 side room off the onhopaeclic ward of the 
hospital . His Ie.ft ami and righlleg are in traction, his nght shouldtr Is 
in plascer. His eyes are wide and staring. and he is almosf unaware of ~ne 
in the room. if he is approoched he will whisper 'The bone ... the bone •. :, 
and may also whisper 'Demons! They cursed me!'. 

While the investigators are in the room he Suddenly twitches and starts 
screaming. DoC1ors and DU~S rush in, aAd discover tha[ the mdius ofrus 
righl ann has snapped, apparem.Jy as a result ofin[ensc muscular spasms. 
They sed.abe him, and throw the investigators out of the room 

The investigators can also ask to see FomUICSCa's medicaJ and academic 
records at the hospital: again. Doctor Fowler will do her besI: 10 be helpful. 
and bypass the nd tape involved in sucb enquiries. Her office computer 
is linked 10 the hospital·s dala base', and she or the investigators can call 
up these records by a successful Library Use roll . 

Summary of medical report on KenOl Fomutesca 
FomutesCQ lI,W born in Kenya in /963, and hils been a medicol 
student in Britain sinct /984. H~ iJ unmarri~d, and has flO 
pmiOUJ medlctJi hurory. Blood group A Rh-, tIQ distinguishing 
marks or physical abnormalities. 

UJst Ktdnllsday romuuua ~wfound uncorucious in the 
lift offhe studenJ hostel adjoining the hospillJL Ht was admitted 
to hospital , andfouNJ to iun'll U brolcm left arm, pllU skin CUts 
alld GbmsiOllJ. Fragmmfs of gla.Js ~'ert found in tht CIIt.f. 
suggutins lhat he Iwd ~en the lietim of Q hil and run car 
accithnt. When he rtcO'lltnd con.rciousnUS;1 was disCOl'lln!d. 
that ht was suffering some form o/unxiety attack, eqlfessed 
as ~itJuJrnW(llfrom iulnll'" C{JfIJ(I(."i. t'.Xtnme fror, and muscular 
sptlSms, Ht has rtjustd (Oal'L1lW!r quest/OtIS, but (x:cwiOtwlly 
mel/lions roll/tlhing ('(liled 'the bont ' and saJ..f thal he Iuu been 
cu~ed by 'demons: SinCf!admission he Jw suJ/tml twoforther 
!merures; u simple fraeture oflhe n·glu ankle. and a compound 
Jrncturr! of Ihe left shoulder blndt. All Ihull injuriu QI? 

consislenJ ~it" UJnme psychosomatic illness , cousing 
Jrnctures through rtu4SCI4lor Sposm.f exhibiting 'hysterical' 

Slrtngth. ainicol causesfor the spasms, such as ~anu.r, haw 
bun ruled out by bacteria/ogicol teslS. He ho.s been J?fornd 
/0 Doctor Fowl" for psychological noail'(ltion. 

Since he ~ admined, it has been delermined that the glass 
fragmentsfound in his Ctll$ I'I'('re It;ndow glass, rather than any 
fonn of ""indscreen or headlight glass. 

Summary of academic report on Kerim Fomutesca 
/V)mutesC!J i.r an al'ertlg' student, and hM passtd all 
emmittaliOflS 10 dale M,;thow adtining any fIOIl1bly high maro. 
He has expressed an interest illforvuic science, and inUMs 
to s[>IIcialist in this field after graduating. 

Investigators making a Computer Use roll can sct up a 
sean:h program 10 find all m:otds which mention Fomutesca, 
whether or not they are listed under his name. This procedure 
will find the following memorandum in the PatholOgy 
dc:panment records, dated on Thursday of lasl week: 

From: Dr. r EdgerfOfl 
To: romutesC4. &rim (Student) 
RLforrflce: Bone sample 14352 (identification requtst) 
This ¥p«Imen u the middle pJwlange (finger bont) of t~ 
forefinger of a hUIMn aged 18-25 (established by nollWlion 
of calcium deposits) , blood gf'04J{1 0 Rh+. Fragments of 
odheringjksh, aNI OfMrpalhoiogical ir.dicaJOfS, ~sr that 
it ltOS sewred approximatelyfiw day! "4"ore exmninotiOt1. The 
absence of slrin and muscu/or jibres, :Jnd indentatlont in the 
bone. Itself, suggest that it M.OS alta(ked by rodents or othu 
scow:ngers after it M.rtS severed. 

Please nOfe that you hl1\'t' nOf filled in the palienl ncord number for thi.f 
spllcimen. Please do so immediately. 

A prinl-oot of this memo is in the tommunaJ letter rack of the students· 
hostel, addressed to Fomutcsca. 

If questioned, Doctor EdgeMon can't add much to this repon, but can 
show the bone to irrvestig:ators. If pressed. he" will admit thai it appean 
to ~ been gnawed. possibly by something as large as a dog or a pig. 
It IS, as already stated. a nonna! human finger bone with no unusual 
propenies, 

Ifit is shown to FomUiesca he will react violently, screaming until he 
is sedated. and lose 3 SAN. 
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The only other clue in the hospital is a box containing Fomulesca's 
wallel and other personal effects. These include various pens and pencils. 
a calculator, and two keys; a door key (for his appanment in the student 
hOSIe!), and a car key labelled 'GLE 36J - Min Coop', 

Students' Hostel 
The hostel adjoining the hospitaJ accommodates 221 methcal students. 
doctors. and nurses. Fomutesca has an apartment on theeighlh floor. room 
812 . A poncr controls theenltaIlCe to this building, and willllOl admit the 
investigaron unless they carty a DOte of authorisation from a senior hospital 
administralOr. 

You will need plans for a simple two-room apartment. with II small 
bedroom and adjoining study. Personal bclongings in the room include 
II portable television, a record player, some classical records, medical books 
and notes, a rypcwritcr. and an assonment of clothing and junk. 

There is a revolting skull on top of the television, C()\Icred in rotting 
flesh and dried blood. A close examination will reveallhat the skull is 
plastic, a stage prop for use in me students' Reg Week. 

A I'arge African mask hangs over the bed, made of wood and leather 
with bead and featheromamenllltWn. It is a genuine tribal magician's mask, 
a souvenirofFomutesca's home, but has no magical oroccul! powers, and 
no Mythos significance. 

There areseveralleuers stored in the desk drawer in the sNdy, wrinen 
in a Prench dialect wilh Bantu loan words. A 'Read French' roll al -10% 
ill required 10 Jearn thallhey are jusl family gossip, sent by Fomutesca's 
mother. 

The only real clue in the flat is Fomutesca's bank book, which is kept 
in another desk drawer. II records thai he withdrew £150 on the Monday 
of the week he fell ill (10 pay for the car). The car's log book and Mar 
certificate have been sent for re-registration, and are not in the flat. An 
insurance certlflCB.te will arrive in the post an hour after the investigalOrs 
search the flat. and will be left in Fomutesca's letter bolL 

If the investigators don't kllOW' about the cat they will learn nothing 
more. There is a 25 % chance that any student questioned willlrnow that 
FomuteSC'd bought nn old car before he fe ll ill. However, none of the 
students will know its number or type. The porter knows that Fomutesca 
has been allocated II parking space, and can identify the car (an ancienl 
Mini-Cooper). which haso', been moved since Fomutesca """as Bdmitted 
to hospital. You should decide if he will mention Utis if the investigators 
ask about Fomutesca without specifically mentioning the cat. 

GLE36J 
The ~idence provided should easily lead the investigators to a battered 
old car parked bea;ide the students hostel. On a Spot Hidden roll 
investigalOrs will notice that the boot is slightly open. A dustpan and brusb 
are in the boot . and the spare tyre is out of its usual socket. Investigators 
making an Idea roll will real ise that this implies that someone was 
imerrupted while cleaning out the boot. There areminute smears of blood 
(group 0+) on the sparetyrt, bUI they will only be found by someone who 
is looking fortbem with a magnifying glass and makes a Spot Hidden roll . 

The passenger companment of the car is clean, and the engine is in 
reasonable tune. There is no radio, and some of the dashboard iD5trumenlS 
a.re cracked (though all work). The glove compartment holds 8 pair of 
leather driving gloves (belonging 10 Fomulesca), a bag of mints, an 
unopened packet of cigarettes, and a few cards. 

The cards are for various businesses arouod thearea (see map 1): Hai 
Fang's Chinese Restaurant at 14 HaDOVer Road, The Rex Garage in SI. 
Kilda Road, The Old Bull public house in Rectory Lane. Green's Used 
Cars in King John Road, and The Stonelcigh LaundreUc in Stoneleigh 
Road. Thecar lot is. of course, the only significant address amongst these 
cards; Green routinely pUts a few trade cards in ~ery car he sells, for a 
small fee. The oilier cards are meaningJess, but could lead 10 some amusing 
complications: it's possible that the innocent proprietor of a Chinese 
takeaway restaurant mIght somehow seem to be a sinister Oriental. and 
the pub has some criminal conoections which might arouse r.he investigators 
suspicions. Sooner or later. however, the investigalOrs should arrive at 
Green'~ used car lot . 

The Used Car Lot 
This is an entirely nonnallot, somewhat isolated by its location between 
a j unk. yard and a sewage fann. There is a chainlink wire fence (STR 
25) around the lot, lOpped with barbed wire, with two entrance gates 
(both open by day). If CUi with bolt cutters or other suitable tools il has 
an effcctive strength of 8. A1 any given time there are 20+306 can on 
the lot, all for sale. Green doesn', specialise in any particular type of 
car. but won't have anything really expensive on offer. He tries to drive 
a hard bargain. He will approacb the investigators as soon as they enter 
the lot. 
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Erk: Green: Used car dealer and cuitisi. male, aged 49. 
British, residence London. 

SI'R 14 DEX IS INr 13 mEA 65 DAMAG~ BONUS +1D4 
CON 17 APP 12 POW n LUCK as MAGIC POINTS 17 
SIZ 13 SAN 0 EDU 11 KNOW 55 HIT POINI5 1S 

Skills: Accounting IS, Astronomy (Astro-navigation) 25, 
Bargain 35, Cthulhu Mythos 34, Dodge 50, Drive AUla 35-
Drive Motorcycle 25, Electrical R.t!pair 35, Fast Talk 25, 
Hide 25. Linguist 30, Make Maps 25, Manial Am 25, 
Mechanical Repair 35, Occult 30, Pilot Aircraft 30, Sneak 
45, Speak Ghoul ~ Speak Pidgin ~ Spo( Hidden 40. Tmck 
20, Zoology 10. 

Equipment: Sclc:ction of ~ vans., motorcycles. tools, Car­
ries keys to flal, office. desk, safe, cu:. 

Weapons: Sword Slick 35%. lO-Gauge Shotgun (in flat) 
45%. Bite Z7% (damage 104+104 plu.s 10% chance of 
disease), all hand to hand attacks 40 %. 

Spells: Curse of the Bone (see below), Contact Chlhonian. 
Contact Ghoul. 

Noles: Green looks Like any other used car salesman; dap­
per and slightly pushy. He always wears IIlhree-piece suit 
(regardless of weather). and seems to be incapable of hear­
ing the word ' no', He has a pale white scar on his left hand, 
and IIIlllks wi!h a pronounced limp. A wide red scar 00 his 
left ann, and a large lattoo on his chest, are usually covered 
by clothing. The: lanoo is the work of II tribal shaman, aod 
depICts a chthonian devouring a sacrifice. Anyone seeing 
it must make a SAN roll to avoid losing lD3 SAN, 

If Green realises that the investigalors are a threat he 
willllttempt to trick them into another line of enquil)' (for 
example, if they mention Fomutescll he will suggest that 
the African communities of London mighl be more helpful). 
He might also anempt to attach himself to the team, saying 
that he hasn't seen any action since he left !he RAf, then 
lead them on a completely false trail , and arrange a few 
'accidents'. 

!fbis ploy fails , but the invesligators leave, he will sum­
mon the ghouls and cast the Curse of the Bone repeatedly, 
until he is sure th~ t Fomutusca must be dead. He will then 
start 10 cast the spell at investigators, and prepare for an. 
attack or burglary anempt . 
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PLAN 2 CAR SHOWROOM & APARTMENT 

New SpeU - CuJ'g or tbe Booe: This spelllums the vic­
tims body against itself. The magic points used 10 cast the 
spell must overcome the victim's Pf'IW, if successful , the 
victims muscles spasm, and break a major bone, pIUYided 
the rictim', STR overcomes the victim's CON. Each time 
a bone breaks a SAN roll must be made or the victim loses 
lD4 SAN (pIUYided he or she is conscious). Victims who 
are sedaled or treated with strong muscle relaJW\ts will still 
suffer broken bones if hiJlf the victims STR overcomes 
CON. Each broken bone does lD6+1 points of damage, 
While this spell is less immediate in its effects than some 
spells of the Mythos, it has the advantage that il can be cast 
in the absence of the victim. and has an apparently unlimited 
range. NaturaUy the casler of the spell must know the vic­
tim's name and appearance.. or at the very least must have 
a sample of the victim's clothing, skin, or IuUt. 

If investigators haven't already visited the Old Bull public house. the 
foUowing incident will occur. A black Jaguar XJ-6 roars onlO the 101 while 
Green is talking to the investigators, and two hard-looking men in grey 
business suits enter his office (described below). Groen leaves the in­
ve5ligtltors and walks inside, talks to the men, and gives them some 1llOOC)'. 
They drive away. Green won't explain what these visitors ......anI. In­
vestigators who Spot Hidden can take the CllI" numbeB and attempt to 
trace it through the licencing authorities, or cruise nearby streets in hopes 
of frnding it , 

The car is registered to Christopher Grove, licensee. of the Old BuU 
public house in RectoI)' Lane. He and his brother Peter are loea] 
racketeeB, specialising in protectioo and fencing siolen goods, Green 
feels that the fee he pays them is acceptable , and occasionally sells them 
valuables he has found on his victims, If the players wish to follow up 
this incident , you will need plan of a small public house. The Grove 
brothers and tllCir mislresses live in 8 flat above the pub, and keep stolen 
goods in the cellar. There should be at least two or three thugs in the 
pub al any time, acting as bouncers when they aren't needed for less legal 
work, TIle Grove brothers and their thugs are naturally hostile to in­
quisitive strangen;. 

The only building on the lot is a brick structure built in the late 19405 
Pbm 2. It consists of a garage and office, with a small apartment perch­
ed 00 ilS nat roof. The roof is only II ' above the ground , and active 
characters should be able \0 climb up without difficulty. 

The Display Area has room for six can, but usually holds four or 
five cars and a few motorcycles. The fronl of Ihis area can be closed 
by six folding metal gates, which retract into suppon pillars at the front 
of the building. These gates have STR SO, and ~ closed electrically 
by a key switch in Green's office. There is no way of unlocking them 
from outside the building. 
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Green carries out routine repairs in the Service Area, which has II 
hydraulic jack. a grease pit, tools, and other normal gal"age facilities. 
He refers major repairs to a service station (not shown on map I). A 
small PIlr1s shop coillains second-hand components for most British cars; 
Green buys them from the adjoining junk yard, cleans them, and sells 
them 200-400% profit. 
~ locked Store Room holds a variety of junlc. including oil drums. 

cogme pans, car seat5 and tyres. There is a plastic rubbish sack: in one 
of the oil drums, containing more gnawed human bones (lhc remains 
of II woman aged 2S-3O), plus torn bloodstained clothing hair and skin 
fragments. Anyone looking into the bag must make a sAN ~ll or lose 
106 SAN. The sack has been sprayed with air freshner, and is covered 
in oU; there is no smell to reveal its contents until it is opened. 

The office holds equipment I)'pical of any small bUSIDCM: a typewriter 
and,telephone. directories and calculators, four filing cabinets, and a few 
~haJfS. A locked safe (SF) holds £3400 in mixed notes and coinage, and 
IS ~ good place t~ plant clues leading to fuMe adventures. A lele;o; (TX) 
p rmls out ~SlOnal requeslS for cars or componenlS. sent by OIher 
dealers. 1bere IS a framed phmograph of Green in RAF unifonn on the 
wall . His medal is in aflOlher frame on !he wall. The dates on the medal 
can be used 10 find the public version of Green's siory. as recorded in 
newspaper an.icles in 1964. 
~e office ill ~u;d, and me desk. stands 00 II. round rug. If !he 

rug IS removed, a suspIciously clean area of carpel is revealed. This area 
was bloodstained, but carpet shampoo has removed lhe evidence. 
. Keys to !he c~rs. vans, and cycles on lhe lot are kept in a locked bo;o; 
m the desk. A swllch on the wall operates the el«1rical doors to the display 
~a . but a key (carried by Green) is needed to operate il . The cable to 
!hIS switch is buried in the wall. 

Visitors 'NO~'I no~ly be admitted to other paJU of the building. 
unless Green Wishes to 1011 them, but he tries to maintain an appearance 
of normality for official callers (police. VAT inspectors. electricity meier 
readers, etc). 

The rest of the ground floor consists of a soon corridor. giving aCt 
cess to a lavatory and to stairs leading 10 the flat and cellar. Fuse boxes 
and an electricity meter are installed in this conidor, all are locked in 
STR 18 cases. 

The door to the staircase, and an outside door behind the building, 
are always kept locked . inner doors have STR 11, the outer door has STR 
25. Green carries the only keys. 

The Oat above the office is compact but comfonably furnished. A 
narrow staircase leads 10 a hall linking the living room, bedroom, kit~ 
chen, and bathroom. 

The living room shows no obvious signs of any sinister activities. 
Shelves oon~in books on different models of car, a few novels (por­
nography, spies, and adventure), and some road maps and directories. 
None have any significance to this adventure. Other furnilUre includes 
a television, radio, cocktail cabinet, and a fish tank. Investigators wi!h 
Zoology sltill will recognise the fish as piranha. There are a few small 
bones at the DOItom of the tank; another Zoology roll will reveal that 
they are chlcken bones. 

A lock.ed cupboard holds a 2Q.gauge double-barelled shotgun. and 
wnm~tion. Green has a shotgun cenificate and owns the weapon legally. 
There IS a telephone on lop of this cupboard. If investigators break into 
the Oat Green will call the police then swt shooting. 

A drawer in the bedroom holds a few rings, walches, wallets, and 
bracelets, moslly of Little value, which Green slole from his victims. If 
questioned , he will say that these items have been found in cars, and 

are kept for anyone who wishes to reclaim them. Forensic scientists will 
be able to find traces of blood on several of these items, in a nwnber 
of groups. 

A t::upboard in the hall holds tools and household equipment and 
junk. mostly irrelevanl to thls adventure. The.'IC include a supply of rub­
bish bags, a mop, plastic sheeting, and a spade. All are clean, since Gre<.n 
tnes to avoid leaving traces of his activities. 

The kitchen contains conclusive evidence of Green's cannibalism 
though it is well concealed. A freezer near the door holds joims of meat: 
buried under more conveDlional cUls are a hwnan leg, a plastic bag of 
ribs, and an arm. All have been skinned. and identification requires a 
Zoology skill roll. Anyone making such identifiC"dtion mIlS! make a SAN 
roll or lose 104 SAN. Butcher knives and cleavers kePI in a drnwer of 
the kitchen table have Ihlnt trnces of blood in the cracks where the '>\.QOden 
handle joins the blade. 

The cupboard adjoining the ltitchen is a panuy. and conmins nothing 
10 interest investigalors. Green still eats vegembles and OIher foods and 
they are stoml in this room. ' 

1be cellar below the building dates back to World War 2, and was 
originally a small air-raid shelter. Tbe light doesn', work. The room is 
packed wit~ old tyres, boxes. car compollCnts, and junk. Narrow gaps 
iO the rubbIsh lead to an old cupboard under the stairs. There are faim 
brown bloodstains on the cupboard floor. and there is 8 faint damp mus­
ty smell. Investigators who Spot Hidden in this cupboard will realise 
that its rear wall is made of a sheet of plywood, and can be opeoed as 
a secret door. 

The tunnel behind the cupboard runs nonh-east for thirty feet. to join 
an old sewer system under the used car lot. During World War 2 this 
area was bombed and hit by several VI and V2 missiles, and suhsequent 
building projects and rcconsuuction caused many changes. In panicular, 
a large sewage fann was buil1. making it necessary to diven or replace 
mas! (If the sewers in the area. Some of the old system still remains, 
an~ IS used by the ghouls. The IUnnels are damp, humid, and smell from 
!heir fonner use. 206 ruts are likely 10 be encountered in each hundred 
feet of tunnel explored . 

!fGrcen is expectmg trouble there will be 2 or 3 ghouls III the tunnel 
near the cellar, able to reach the ceJlar in 206 rounds and any pan of 
the building thereafter. These ghouls should beselected from those listed 
below (but not Ghoul 4). 

Plan 3 shOlllS the relevant parts of the ~)'slem . From the cellar (I) 
the tunnel Joins the sewer. under a manhole in the used car lot. This 
branch of the sewer runs south to a dead end (2) (blocked by concrete 
building foundalions) and north to another dead end (3). where the tun· 
nel is blocked by a rusty iron sheet. Investigators may feel tempted to 
U)' and breach this blockage; this IS a mistake, since the iron is the side 
of a sewer setlling tank. (STR 19). If it is pierced the system will Start 
to flood with partially processed 5CW"dge. A branch tunne.! leads north­
eas!. At point ~4) there is a locked metal gate (STR 17), .5' above Ihe 
floor of a 'NOrlcing sewer tunnel. There are several routes to the surface 
hom this tunnel. 

Several branches of the tunnel are blocked by fallen masonry and 
debris (5). which will collapse ontQ anyone stupid enough 10 attempt to 
dig through. Anolher branch of the tunnel runs past a side tunnel (leading 
to the old air-raid sbelter, (6). and enters an old arched masonry IUnnel 
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covering an underground stream (7). The old air-raid sheller is a con· 
crete structure under lhe grounds of the new block of DaIS adjoining 
Church Close. The ghouls enter and leave through a manhole in the con­
crete floor, joining the old sewer tbrough a 3' high tunnel. At any time 
there will be lD4 ghouls in the main chamber, which is used for their 
cult rituals. 

Ghoul J: 
SIll 18 CON 16 SIZ 14 !NT 10 
POW 14 DEX 11 HIT POINTS ~ -po, AlIk % Damage 
CI ... 30% ID6+ID4 
Bite 30% ID6+104 + Worry 

Skills: Socak 85, Hide 56. Listen 65, Spot Hidden 55, Climb 
87, Jump 73 

Equipment: 30' rope, flick knife 

Ghoul 2: 
SIll 1.5 
POW 12 
Weapon 
CI"" 
Bile 

CON 17 
DEX 10 
AlIk% 
31 % 
33% 

SIZ 16 INT U 
I-llT POINTS 16 
Damage 
106+104 
1D6+lD4 + Worry 

SpeUs: Curse of the Bone 

Skills: Sneak 87, Hide 62, Listen 71. Spot Hidden so. Climb 
88, Jump 75 

Ghoul 3: 
STR 17 CON 13 SlZ 13 !NT IJ 
POW 14 DEX 13 HIT POINTS 13 
Weapon AUk% D~"" 
Claws 32% 1D6+1D4 
Bile 30% 106+104 + Wmry 

Skills: Sneak SO. Hide 60. Listen 70. Spot Hidden SO, Climb 
85, Jump 75 

Ghoul 4: 
SIll 18 CON 17 SlZ 10 !NT 15 
POW 18 DEX II fUT POlNTS 13 
Weapon Altk% Damage 
CI..., ,,% 106+104 
Bite 47% 106+104 + Worry 

Spells: Curse of the Bone, Conlact Chthonian. Contact 
Ghoul. Elder Sign. Shrivelling. Enchant Bone Rute, En­
chant Bone Knife, Flute Ritual 

Skills: Sneak 92 , Hide 74, Listen so. Spot Hidden 65. Climb 
SO, Jump iU 

Equipment: flute, bone knife. key (sec below) 

Ghoul 4 is the shaman of this group, and has p~sse<t 
I>eyond Green in ilS knowledge and use of the Mythos. 11 
carries an unusual item which may be important in this 
scenario; 

Bone Flute: ThIs artifact is a carved human arm bone, cun­
ningly formed inlO 8 musical instrument. It is used for the 
FluJ~ RiJuaJ, 8 spell which causes a form of illusory in­
visibility. This spell takes four combat rounds to cast. The 
magic points expended in casting the spell oppose the PON 
of anyone seeing the caster. If the observers POW is over­
come. the caster seems to be someone who should be pre­
sent. The effC(:t continlles as long as the flute is played. 
Casting this spell COSlS a point of SAN. Exo.mp/~: Green 
decides that Fomutesca must be lcilIed quickly, and asks this 
ghoullQ arrange the death. It casts the spell then walks in­
to the hospital, where it is seen as a doctor or nurse by 
evel'}'One who eocounters it. Naturally, the spell caster will 
DOt be disguised on rIlm or video recordings. The bone knife 
carried by Ibis ghouJ is coated with a potency five poison. 
Keepers who are interested in extending this adventure 
should consider the possibility that ghoul 4 has been en· 
trusted with the egg of a chthonian. and is guarding it while 
it incubates and eventually hatches under London. If this 
option is cbosen, it will be aided by other ghouls of similar 
calibre, and the egg will be stored well away from the in­
itial settin of this adventure. 

The floor of the chamber is companuively clean, but is marked in a pat­
tern of lines (dl'llWD in blood) used for their rituals. 1\I;Q boxe!O, made 
of cunni.J:lgly joined buman bone, contain some equipment used m the 
rituals : 

Box I holds four sharp Icnives, made of carved human bone (al least 
60 years old), and B drum made of human bone with a membrane of 
human skin. They do DOl have any magica1 properties. 

Box 2 holds nine candles made of human fal, and an axe made from 
B sharpened human thigh bone. They are also non·magical. 

The smaller mom adjoining the main air-raid shelter was originaily 
the eXIt, a staircase up to ground level. The door hasn' t been opened 
since 1972, and the top of the stairs is closed offby a meet of corrugated 
iron. If this is pulled down, a mixture of old bricks, masonl')'. and rub-­
bish will full mio the stairs. Anyone failing to dodge takes 206 damage. 
If you feel kind there are only a few incbes of rubble. topped by soil 
and rootll , and the stairs emerge on a lawn beside the flats . 

U)'Ou aren't so generous, the rubble is pan of the foundations of the 
block r6tlats. and L~ COYCJ'Cd by a sheet of reinfOrt:ed concrete (STR 300+) 
which is effectively invulnerable to any reasonably portable equipment 
likely to be carried. 

The underground stream (7) east of the air-raid shelter runs south 
ra.vards central London. II is one of sevemJ streams which were originally 
open waterways, bul were closed off and fOrgotten in the eigbteenth and 
nineteenth centuries. It was used as a sewer until the 1940&. and the tun­
nel still smells of sewage. The water moves slowly. and is roughly 2' 
deep. This Stream can be roll~ North or South; both directions even­
tually lead to branch tunnels and sewerS, which gradually nalTC/W until 
investigalOrs can go no further. The keeper sbould fed free to add more 
ghoul colonies, but no other Mythos creatures. Jiving along this stream 
and its tributories. Other possibilities include alligators, giant rats. and 
rat pacJcs. 

The gboullilair is (naturally) under the churchyard east of Green', 
car lot. A crudely dug tunnellcads from another old sewer to the floor 
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(j( the old crypt (8) , which is under a massive Victorian monument near 
the north-west comer of the cemetery. 1'here are ~ coffins in the lower 
cryp!. and stalrs lead up ll) a surfBce structure containing t~ more. All 
the coffins are filled with gnawed bones, dating from the nineteenth cen­
tury 10 the presem day. The top of the staircase from the 10YICf crypt 
is closed by wrough-imn gates (STR 39): Green has fitted a new padlock 
and chain, 10 kup inuuders out of the crypt; he cames one Ir::ey. tbe 
ghoul shaman carries anoI:her. The upper chamber oflhe crypt isn't nor­
mally used by the ghouls, and is closed by heavy iron dooD. These doors 
are lod . .'ed. bul a key hangs on a peg (K) to the left of the doors. This 
tomb belonged 10 the Robinsoru, a prominent i91b-century banking filmily 
of Ihe area; their descendents still live nearby, and will be horrified by 
any damage to the IOml>. 

Including the four ghouls described above; a toW of seven ghouls 
occupy this lomb. AU those which have not been eliminated before this 
tomb is found will Ix present when (and if) the investigators reach it: 

Ghoul 3: 

STR " 
POW 14 

CON 17 
OEX IS 
Auk% 
32% 
17% 

SlZ l5 !NT 12 

Weapon 
CIOW$ 
Bite 

UJT POlNrs 16 
Damage 
1D6+1D4 
106+ 104 + Worry 

Skills: Sneak 82, Hide 61. l..i:;1en 65. Spot Hidden 56, Climb 
85. Jump 7S 

Gboul6: 
STR 17 CON 13 SIZ 8 !NT 13 
POW 12 VEX 16 HIT POINTS 13 
Weapon AU1:.% Damage 
A. .. 31% lD6+lD4 
Bile 30% lD6+1D4 + Wotry 

Spells: Curse of the Bone. ConUlCl Clhonlan. Voorish Sign , 
Shrivelling 

Skills: Sneak so. Hide 54. Listen ';U. Spot Hidden 50, Climb 
85, Jump 72 

Ghoul 1: 
STR " CON 16 SlZ L5 INT 17 

POW " DEX L5 HIT POI~'TS 15 
Weapon Attk% Damage 
Claws 36% 106+104 
Bite 33% 1D6+ LD4 + Worry 

Spells: Flute Ricual 

Skills: Sneak 80, Hide 65, LlSlen~. Spot Hidden 50. Climb 
85. Jump 75 

Equipment: Bone Flute 

If you fed that the investlg3tors have beaten the ghouls too easily, it ig 
always possible that more might be lurking in the underground stream , 
or occupy other tombs in the cemetaf)'. However, the cemetery has been 
fully occupied since the 1930s, and it is unlikely that ghouls would find 
enougb fresh food 10 stay here without some other poYoocrful motive. 

Finishing this Adventure 
If the inve~rigalOI'8 succeed in defeating Green and the ghouls, they may 
still have difficulty in explaming their actions to the police. press, and 
public, 

If the team kill Green and can't produce concrete evidence of his ac­
tivities. they will probably be hunted down by the police and arrested 
for murder_ How gilOUI carcasses will be explained is left to theit im­
agination; however. it'5 likely that the authorities will ask for silence, 
fur fear of arousing a panic. Of course. this explanation might COYer some 
deeper mystery; perhap5 a Cultist is active somewhe~ in the govern­
ment. usillg this excuse to SUppTes$ knowledge of tht Mythos. In this 
case the investigaton! may find thai they have somehow been included 
on a police black- list, likely 10 be hauled in for questioning whenever 
somethmg mysterious happens. 

Ifthc team kill Green and flee the scene wlthoUi waiting for the police 
[0 arrive, it is likely that they will be the objects of a full·scale manhUnt . 
You should RO(eany actions the team take in his office or flat, remember­
ing that the police will be looking fur clues after any unexplained inci· 
dent. Criminological teChniques are much more advanced in the 1980s 
than in the 192Os, and a murderous investigator is unlikely 10 sUI)' free 
for long. If shots an:: fired the police will arrive within minuleS. and back­
up terns wiu be accompanied by dogs, sharp-shooters. helicopters. and 
whatever oUter equipment seems appropriate to a shooting incident. 

If the investigators are entirely successful FomuteSCa will survive. 
and evenlually recover after several months in hospital . Doctor Fowler 
will help to treat anyone who has suffered SAN loss, wxI could be a useful 
ally (if she can be persuaded that the Mythos isn't entirely imaginary). 
The police will be able to identify 206 of Green's victims, and thus cleaT 
up several mis~ing persons files. 

Whether or not the investigators receive publicity, it is likely that 
various members of the police will Irnow of their actions, and that the 
DCWS will leal: OUI to other intcrested panies. This notoriety might v.oe.Il 
lead to involvement in future adventures. 

Characters 
Wbile Green and the ghouls are the most imponant NPCs of this scenario. 
it is possible that the keeper will need data on others ; the descriptions 
beiOllo' list those skills most imponant 10 this scenario, and the keeper 
should not hestitate 10 add additional skills wheich seem useful in the 
course of play: 

Kerim Fomutesca: Medical $tudent, male, age 16. Kenyan, 
residence London. 

SfR 16 DEX 15 Uti 13 IDEA 65 DAMAGE BO~'US +104 
CON 12 APP 12 POW 8 LUCK 4() MAGIC PO~'TIl g 
SlZ KI SAN 26 EDU 17 KNOW85 1UT POINTS 4 (lll 

Skllls: 8o(any 35, Chemisl.r)' 25, Diagnose Disease 25, Fist 
Aid 30. Library Use 40. Linguist 25, Occult 10, Phannacy 
25, Psychology 10, ~dlWrite English 65, Speak English 
50, Speak Bantu 65. Speak French .so, Treat Disease 25, 
TreAt Poison 30. 

Not(:§": fumutesca can play DO active pan in this scenario, 
but might be a useful contact in later adventure.s. 

Dr. Erica Fowler: Psychologist. female, age 32, British, 
residence London, 

S'I'H 12 DEX 14 1]1,7 17 IDEA. !IS DAMAGE BO/ImS -
CON 12 APP 16 i"OW" 15 WeK 75 MAGIC POINTS 15 
SlZ 12 SAN 75 EDU 20 KNOW95 IDT POINTS 12 

Skills: Botany 45. Chem.isuy 55, Computer U§e 25. 
DiagnDse Disease 45. First Aid 60. Library Use 65, Phar­
macy 25, Psychoanalysis 55, Psychology 65, Treat Disease 
45, Treat Poison 55, Zoology 40 

Equipment: Hospital facilities. 

NotfS: Dr, Fowler is a hard-headed rationalist, and won't 
easily believe in the occu1l or the Cthulhu Mythos, However, 
a dead ghoul or other hard proof will change her mind. 
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Dr. Tom Edgerton: Forensic Scientist, male. age So, 
British. residence London. 

m 15 DEX 14 lNT 15 IDEA 7S DAMAGE BO~1JS +LD4 
CON J6 APr J6 POW 15 LOCK 7S MAGIC POINTS IS 
SIZ 16 SAN 7S EDU 21 KNOW9S HIT POThI~ 12 

Skills: Botany 55, Chemistry 85, Computer Use, 45, 
Diagnose Disease 60, First Aid 30, Library Use 75, Phar­
macy 45, Psychoanalysis IS, Psycbology 15, Treat Disease 
20. Treat Poison 45, Zoology 60. 

Equipment: Full laboratory facilities 

Notes: Another rationalist , woo can be an invaluable ally 
if adventures involve many medical clues. 

Hal Fong: Rcstaufllolcur, male, age 32, born Hong Kong 
(British nationality) . residence London. 

STR II DEX 17 lNT 13 IDEA 6s DAMAGE BONUS -
COS 0 APP 10 POW II LUCK 55 MAGIC POlNTS 8 
SIZ 8 s.\N 16 EDU \4 KNOWli lOT POINTS 10 

Skills: Cook 55, Martial Arts 45, Occult 10. Rcad!Write 
English 25, Speak English 25, 

Note: Martial art skill doubJess the base damage caused 
by hand to hand attacks (fISts, head butt, kick, or grapple) 
but does not increase damage bonuses from strength. Mar­
tial arts can also be used 10 parry mcJee weapon attacks, 
on a roll against the skill percentage. 

Weapons: Assorted meal deavers, skewers, knives, and 
hands. 

Nates: Hai Fang is an entirely innocent fast-food cook, with 
no desire to be involved in other activities. He also hap­
pens to be a srudent at the local martial arts club. Sadistic 
keepers may wish to add his wife and one or more children, 
all having similar Manial Arts skills, if the investigators 
are violent to him. 

Christopher Grove & ~er Grove: Gangsters. male. ages 
30 and 35, Bdtish. residence London_ 

STR }6 DEX 14 lJI.'T 10 IDEA 5(1 ootAGE BONUS tlD4 
CON}6 APP Kl POW 10 WCK SO MAGIC PO~'TS S 
SIZ 17 SAN 75 EDU II KNOW55 HIT POINTS J6 

Skills: Accounting 10, Drive Auto 55, Revolver 45, Cosh 
(nightstick) 55, Shotgun 40, FislS "Xl, IGck 40. Grapple 35, 
Wood ue 30. 

Equipment: Assorted spades. pick-axes, hammers, etc. 
Jaguar Xl-6 (shared), van (shared), 

\\Upons: (shared) 
4 Sawn-off 12-Gauge shotguns 
2 .45 revolvers 
6 pickaxe handles 
6 pairs knuckle dusters 

Notes: The Grove brothers are thugs, but \.\IOn·t bother to 
allack anyone who isn't bothering them, They will only be 
dangerous ifthe)' think that investigators are nosy, endanger 
their business, or seem likely to cause problems. II 's possi­
ble, but unlikely, that the investigalOrs and lhe Grove 
brothers might form an alliance. Tha is an unwise move. 
since they are often under police observation. They might 
also be a source of weapons and other illegal equipmem. 
However, they \W)wd probably inform on the investigators 
if they were involved in murder or any other serious crime 
Utal could attract wlweJcome police attention . 

Bouocers: A:isoned ages, usually British. 
Three thugs will be found at the pub.. the brothers could 
find another :ZD4 within an hour. 

m n DEX 1.4 lNT 6 IDEA 30 IlUlAGE BONUS + ID6 
CON i6 APP I{) POW J() WCK SO MAGIC POlNIS S 
SIZ 18 SAN 75 FJ)U 7 KNOW35 BIT POlNIS n 
Skills: Drive AuIO J(l, Revolver 15, Cosh (nightstick.) 25, 
Shotgun 35, Fists 55, Kick 40, Grapple 30, 

Equipment: Usually providtd by Grove brothers. Most will 
awn cars or ,~. 

Weapons: Any melee weapon (eg pickaxe handles. cashes, 
broken bottles, beer mugs, etc)_ 

Notes: These thugs 5imply obey orders; they aren't likely 
to do much \ovithoul instructions. There is a 25% chance 
that anyone ,of the thugs is a police informant_ 

Modern In'vestigators 
A few modem ,.kills can be extremely useful for a 19805 cam­
paign. The skills which foUow have previously appeared in 
Cthulhu Now (\~ite Dwarf 43-43) but arc presented here as 
redefined by Cbaosium Inc, 

Computer Use.: Base skill 0% , The investigator knows the 
basic principles of computer operating and programming, Suc­
cessful use or the sbll aJlows the creation of a program, check.­
ing the compute.I~S systems, etc. Difficult ta!lk5, such as 'hacking' 
(breaking into II protected network) should receive negative 
modifiers, 

Drive Motolt'C)'de: Base 5%, A minimum of 20 % skill is 
required to opel"lilte a bike routinely under normal road condi­
tions; usc at 10IW:f skill levels shouJd require frequent skill checks. 

Electronics: Base Skill 0 %. The character can identify and 
use electronic components 10 make repairs, trace circuiU)', etc. 

Nuclear Pb.f!lics: Base Skill 0'Jo , The character has 
theoretical and/or practical knowledge of this subject and can 
apply it to problc:ms such as radiation-proofing a room, the defus­
ing (or assembly) of home-made atomic weapons, etc. 

Pharmacy: Modified. Now includes the ability 10 identify 
nareotics, balluGinogens, and other illicit drugs. 

Phone Br-ea'king: Base 0% . The chantcter can manipulate 
the public telephone system 10 obtain a line without charge, 
discover ex-directory numbers, or roule a call through 8eVeml 
exchanges to make tracing impossible. Use of this skill may re­
quire employme.nt of other skills such as eIectronics (10 build 
special equipmc:nt) , Computer Use, etc, 

Pilot Airtraft: Base 0% , Modified. Normal skill only ap­
plies to pislOn·-engined conventional aircraft. If skill with 
helicopters or jf:ts is desired, a pre-requisite is a minimum of 
30% nonnal pilc)ting skill. A minimum of20% skill is required 
10 pilot any mode m aircnaft. 

Treat Poison: Modified. Na.v includes the ability 10 deal with 
drug overdoses, bad 'trips ', etc. 
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DRAGONLANCE 
14 Advanced Dungeons & 
Dragons Adventures 
TSR £85.80 (in total) 

No dragons had existed on Krynn for over 
1000 years. In fact few people believed that 
lhey had ever existed in anything but folk­
wes or stories 10 frighteD small children, 
True, legend told of the the great hero 
Huma who bad fought the fearsome beasts 
with the aid of the OragonJanccs. He had 
defeated the daric queen, Thkhisis, and 
driven the dragons from the £ace of the 
eanh. but this was surely poetic flight of 
fancy. Mention dragons and the people 
would just 5mile. That was, until the 
dragons returned .. . 

Ansalon had been a civiJjsed and more or 
less peaceful place since the Cataclysm. 
Much of the land slumbered under the 
dominion of humankind and their false 
poots, the Seeken. The Elves were nestled 
quietly in their forest retreats. the Dwarves 
sal in their sumerranean strongholds and the 
Gnomes .. . well, only the Gnomes knew 
what the Goomes were up to. With the 
appearance of the High Oragonlords and 
their evil dragons all this had been 
shanered. It seemed as if nothing could hall 
lhc inexorable tide of the Dragonarmies as 
ODe by one the civilised nations fell under 
the sway of the forces of Darkness. 

There was only ooc: bope for the world of 
)(rynn - a small band of 6-8 pregenerated 
player characters of levels 4-6 trudging 
along the road westwards lOW!lf'ds the small 
village of So11Ace. .• 

The stage is thus set for an adventure of 
truly epic proportions; fourteen modules for 
Advanced Dungeons & Dragons and a 
trilop- of oovcis, with a further ~ boola 
due m the none 100 distant future. The 
Dragonlancc series was conceived in 1982 
as a set of three AD&D modules featuring 
those somewhat maligned and 
misrepresented monsters, dragons. 
Apparently the concept found favour with 
Gary Gygax who was already planning a 
series of modules with each of the AD&D 
dragons as a centra] theme. The 14 packS 
that finally evolved from this product 
synopsis take the chantcters on an episodic 
quest across the entire continent of !(rynn 
from the quiet rural village of Sollace to the 
ultimale showdown with Takhisis, Queen of 
Darkness (who is. incidentally, a five-

headed dr8$On). Along the way there are 
numerous titanic confrontations for the 
AD&O BauleSYSlem and a complete 
strategic level simulation wargamc of the 
War of the Lance fur good measure! II's as 
if battling your way across a beleagured 
continent swanning with assorted reptilian 
and other nasties and blundering into the 
evil dragons in person (with blood-curdling 
regularity) wasn't enough to keep you busy. 

The first four adventures (DU Dragonl of 
Despair to DLA Dragons of Desolation) hurl 
the player characters in al the deep end as 
lhey embark upon a fraught Journey through 
Abanasinitt just as the Dragonarmies begin 
their vinually unopposed conquest of the 
region. 

From the village of SoUace the player 
charncteJ:s must venture deep intO the long 
buried city of xak Tharoth and traVerse the 
forbidden forests of the Qualincsti Elves. 
They then have to creep into the ancient 
foruess of Pax Tharkas to release their 
countrymen who are held by a Dragon 
HigbJord. The PCs then have the dubious 
honour of esconing their rescued 
countrymen - who are now- refugees - across 
hostile country. They also have to fend for 
them jusl as the fIrst snaws of winter fall, 
As if this wasn't quite enough, there are 
also some diverting furays inlO the ruined 
foruess of Zbaman, and finally an 
expedition into the \lllSt subterranean realms 
of Thorbardin, the great Dwarven 
slronghoJd. The overall adventure has only 
just begun. There is hardly an inJding of the 
sheer scale of the quest that lies ahead - I 
mean, you've probably only come face to 
face with a couple of drdgons so far! 

There's a definite break at the city of Tarsis. 
Here the party of player characters splits 
Into two smaller groups. One group goes 
south and west, the other beadlI east. 

For the ne.n three modules the adventure 
ccnU'eS on the southern group. This is 
unfortunate for pl~rs who may have gOt 
attached to characters who were forced into 
going eastwards by the sloryline. However, 
it is in the later modules that the scope fur 
pcrson.a1 initiative increases. Time is running 
QUt, as the Dark Queen edges nearer the 
Ponal to the Prime Material Plane, 
imparting a sense of urgency as die days 
pass by and the quest seems no nearer an 
end. It is also in lhese later modules that 
the players are given the best sight-seeing 
tours of the continent of Ansalon and 
provided with some real challenges. The 
defence of the High Clericists lbwer with a 

handful of squabbling knights against a 
massed horde of goblins, draconians. 
mercenaries and blue dragons will test many 
playen, for example. Ultimately there is a 
great ltd:: across the plains of Neraka, 
including a shon boat trip down fivers of 
molten lava and into the great Dark Temple 
itself. The PCs arrive just as the five 
Dragonannies with their respective 
Highlords mee( to welcome the Dark Queen 
to Krynn's plane of existence ... 

Simply through the sheer volume of male rial 
thaI would confront the prospective 
gamemaster, gelling to grips with the world 
of Krynn and the DragonJance adventures is 
a somewhat daunting task. Although the 
series represents but a few months in the 
history of the world of Krynn , the overall 
playing time is awe-inspirmg; DlS Dragons 
of Mystery suggests 18 sessions of about 4 
houn each to complete the first fuur 
modules! The SlOry presented in the 
moduJes is episodic - each module centering 
on a panicuJar task to be accompLished or 
an artifact to be acquired or removed, which 
helps with the overall number of sessions of 
play required. Each individual adventure 
module stands independently of lhe rest of 
the series, and opens with a brief synopsis 
of the story so far, just in case you had 
fo~tlen.. An epilogue, to be read by die 
GM, provides the link to the next part of 
the series. 

The connection between the Drogonfnnc~ 
Chronicles novels and the DragonJance 
modules is. naturally, very pronounced - one 
gave rise to the other, after all. II would be 
hard to fully appreciate the modules without 
the GM. at least, having read the novels and 
gleaned the atmOSphere and background 
from them. Although lhe novels and the 
modules are concerned with the same 
storyline they are Dot perfect copies of each 
other. Players who have read the lrilogy may 
be surprised when confronted by situations 
or puzzles not encountered by their literary 
counterparts. There is, in the same sense, 
no guarantee that lhe ultimate outcome (the 
closing of the Ponal 10 thwan Takhisis) can 
be accomplished in lhe same manner as 
described in the novels. The solution will be 
dictated by the GM and the playen must 
desperately search for clues to the solution 
of this final and a11-imponant riddle. 

10 order to fully appreciate the Dragonlance 
series it is necessary to evaluate your 
atUludes towards roleplaying in general. 
Dragonlance is not a series of standllld 
AD&D adventures. Dragonlance is a story -
a story with a definite beginning and end, 



and with a sequence of requirements that 
must be mel to effect the successful 
conclusion of the epic. Oragonlance restricts 
a player's options and freedom of choice so 
that the overall cohesion of the storyline will 
persist. Krynn was created primarily as a 
vehicle for the Oragonlance saga and to this 
end appears somewhat restrictive when 
compared with other standard camapign 
settings. Players are restricted in their 
freedom of choice and the story will griod 
on whether a successful conclusion is 
reached in each module or not. 

Players are I)(){ recommended to bring their 
own characters into the epic. They should 
use the pre-generated characters that 
correspond to the Heroes of the Larn.:e as 
presented in the novels. Krynn is not quite a 
standard AD&D oorld: for one thing, there 
are no balflings. Instead there are Kender, a 
diminutive substi tute with a tendency ID 
exhibit symptoms of advanced kleptomani3 . 
There are no clerics on Krynn either, since 
they all vanished hundreds of years ago 
before the Cataclysm. consequently, cure 
light wound! spells are a bit thin on !he 
ground and you might as well just forget 
about resurrection. Gold is also found in 
such abundance in this panicular ooTid that 
it is of little value in monetary tenos. The 
common currency is steel and the actual 
e~hange rate varies from one domain to the 
next , This is a further reason for not using 
ordinary player characters· with their ill· 
gouen gains - in the Dragonlance series. 

This naturally leads on to one of the major 
criticisms of the series. Dragonlance does 
not actively encourage rolcplaying in the 
traditional sense. Tbere is no leeway for the 
development of characten within the a11-
pervading plotline, and playcrs will find 
themselves more or less following a script 
and unable to influence the overall flow of 
events in any way. Good roleplaying is nOl 
rewarded, nor bad play play punished. 
experience gained is of little consequence as 
the pregeneratcd player characters presenlrrl 
in each modulc have Deen updated in each 
case to allow for 8 hypothetical successfu] 
completion of the preceding module. Of 
course, they could fail miserably in their 
quest. bUI this ~uld hardly be desirable for 
any OM who intends to run the ~rld as a 
campaign setting after the War of the Lance. 

The OM is positively encouraged to channel 
the party toWards the desired rou~ and 
should take this into consideration when 
reading through an adventure prior to play. 
With the plot assuming such importance it is 

OPfN SOX EXTRA 

therefore vital thai the characters and the 
opposing villains survive long enough for 
them to fulfill their destiny. Hence the 
introduction of the Obscure Death ru le. This 
exceptional plot device and ruJes mechanic 
prevents the PCs from being butchered by 
dmconians (or casually I'OlllIted by dragons) 
in the early stages of the adventure. II also 
ensures that the baddies escape illC'litable 
and untimely death to honour their last 
~rds ('I sball return, . .') and continue to 
plague the hapless pany until their allotted 
departure, The Obscure Death rule keeps 
chantctcrs alive and is almost impossible to 
live with, leading as it does to some 
potentially ridiculous situations, I know of 
few players who have managed to gel 
through the first module DU DragOlIS of 
Despair, without at least one fatality, but it 
is hard to judge whether this was because 
the module was too tough or whether the 
storyline at this stage in the epic was 100 
restrictivc to avoid overbalanced 
confrontations. But if you want to play the 
mooules as a reconsuuction of the trilogy 
then the obscure death ruling must be a 
necessary evil. Handle it with carel It is not 
suspended for PCs until D1..8 Dragons of 
~r and is never suspended fur me villams 
until the final showdown in the Temple of 
the Dark Quecn. If you wanl to play 
Dragonlance strictly as AD&D then be 
prepared for casualties · and don't set your 
hopes on Krynn surviving the onslaught of 
the Dragonannies. 

It is a shame that the play had to be 
pervened in such a v.>ay. The overall 
presentation and contents of the modules is 
of a uniformly high quality, The highJy 
distinctivc coycr artoork has so far featured 
on too calendars and probably on Christmas 
chaccy boxes,., The large scale campaign 
maps vary in quality (and, in one case. 
topographical detail) but are nonetheless 
functional . The smaller scale IIdvemure 
maps are drawn in 'three dimensional' 
perspective cutaway style and there are some 
absolutely outstanding examples, most 
notably the High Clericists Tower (all 
sillteen levels of it) . One interesting map 
sheet, which is included in DLA Drogons oJ 
Desolotion. is a series of geomorphic 
sections that can be arranged to form the 
vast Dwarven realms of 'Thorbardin. But 
why is Dwarven archilC(:lure always 
considered 10 be 50 dull lind repetitive? 

The aCIUa! module text is generally well 
written (the list of authors reads like a 
roster of thc TSR, lac design staff past and 
present). with the usual boud descriptions 
for the OM , The text is also relatively free 

from glaring errors or typos. All modules 
are ready to play but do benefit from careful 
reading and preparation by the OM. Aside 
from the variations in temin in the first few 
maps (the later ones supercede the earlier) 
one of Dragonlance's main strengths lies in 
its consistency· !.he background infotlIllltion 
is lrUe to itself from beginning to end and 
not subjet."t to the whim and caprice of 
iodividual edilDrs. The sourcebooks for the 
series, the whole of D1.5 Dragons of 
Mystery and a small bookiet included in 
DU4 Dra80ns of Triumph are not exactly 
overflowing with detail , but they are 
serviceable enough ID act as II springboard 
to funher adventures. We will just bave to 
wait and see how Krynn perfonns as a 
campaign setting in the future. 

DW Dragons of Glory requires some 
individual attention. As a strategic level 
wargame, not an adventure module, it is of 
value to Dragonlance devotees and OMs 
intending to base future campaigns in the 
oorld of Ktynn, Glory breaks 1\0 new 
ground in the field of simulation wargames. 
but its simple game mechanics ensure !hot it 
is a relatively quick and easy game to play. 
Featuring the largest seale map of the 
continent of Ansalon available in the series, 
it allows players to either reconstruct the 
War of the Lance according to the novels 
(as an 'historical' simulation) or to develop 
their own war strategies. The fonner is of 
greater value ID roleplayers as lhe position 
of armies, and the time and place of battles, 
may have a crucial effect on the ultimate 
outcome of individual adventures. 

Tracy Hickman, who co-ordinaled the 
project, has 31way~ confessed to being first 
alld foremost a storyteller . AD&D 
advenlUl'C modules being an eXpedient 
vehicle for the weaving of tales. 
Dmgonlance is ultimately II. fantastic story, 
but maybe not lhe greatest series of AD&D 
mooulcs (compare it with the recently re­
released GDQl-7 Qwo!ell of the Spiders. for 
instance). That is not to say that 
Oragonlance is DOl packed full of epic and 
memorable adventures. Wait until you 
venture into Elvcn realms of Silvanesti , 
twisted and distorted by the nightmares of 
its king, IArac, and populated by shadows 
and illusions of its former and future self. Ir 
fighting giant frog-dragons in the ruined and 
sunken city of lstar or creeping through the 
SC\\'Cn of the sweltering volcanic city of 
Sanction appeals to you then maybe maybe 
I'll see you on Krynn sometime .• . 

Gordon 1byfor 



OUt migh t y Goblin Shield St icker 
promotion is now in fu ll swing at all eight 
of our UK branches. 
Save £££ £'s on all your favourite Games 
Workshop and Citadel M iniatures. 
Spend just £5 or mora in any of the Games 
Workshop stores listed below and we'll 
give you a FREE Collector 'S Album and 
your fi rst Goblin Shield Sticker. For each 
subsequent £5 Of more you spend you 
collect more stickers. 
Collect 10 or more stickers and you can 
get huge discounts on our games and 
Citadel Miniatures. 
The more you collect, the more you can 
save! 
The first 100 customers to collect and 
redeem 25 stickers will receive a special 
limited edition T-shi" absolutely f reel 

• 
Avalon Hill Slash Prices! 

As of Monday 2nd February, Avalon Hill 's 
complete range of boardgamese and 
roleplay games and accessories, including 
all Victory Games are being drastically 
reduced in price. 
Maybe now you can get that game you've 
always wanted but could never quite 
afford! 
AV$on Hill and Victory games are available 
at all Games Workshop stores listed below. 

Games Workshop's 
Great Science-Fiction Sale 
continues into February! 

FantastIc reduct ions on t he very best in 
fantasy and science-fiction games and 
accessories, 
Great bargains are still available on 
modules and accessories for - Traveller -
Dr Who - Star Trek - and much, much 
more, but hurry, stocks are limited I 

Sale on now 8t all branches of 
Games Workshop. 

GAMES WORKSHOP 
IN THE USAI 

A new Games Wo rkshop now graces 
BAL TIMOAE, Maryland. 
The store, In Games Workshop tradition, is a 
gamer's paradisa, jammed pecked with the very 
best In hobby games products. All major game 
manufacturers goods are featured so you'll be 
able to find your favourite game. 
Of special interest, howaver, Is the vast selec­
tion of miniatures offared at the stofe and an 
Incredible display of painted models that has to 
be seen to be believed! The store la alao THE 
place to buy British games, stocking the Games 
Workshop line in depth and bringing to the US 
games and aeeeBories which have never been 
available there beforel 

GAMES WORI(;SHOl" MANCHESTER 
Unit 162. Mar.den Way, Arodlle CftJlue , 

Mench ... '"r M4 3AB 

GAMES WORKSHOP LEEDS 
12116 Cenlrol Rood . 

leads LSI 6DE 

GAMES WORKSHOP NOTTINGHAM 
410 Brolldwalk, Broodm .. :th Cant'a , 

NOllingham NG4 7LJ.+ 

GAMES WORKSHOP NEWCASTLE 
63 Cllylon Street , 

Newca"le ...... pOn·Tyne NEt spy 

GAMES WORI(;SHOP BIRMINGHAM 
37 Wetl T"rroc" The POI(olad8l. 

Birmlnghom 82 4XD 

GAMES WORI(;SHOP YORK 
26 GoodfomQote , 

York YDI 2lG 

GAMES WORKSHOP SHEFFIELD 
95 The Moor. 

SheHiclld S 1 4PG 

GAMES WORI(;SHOP LONDON 
1 Daliing Road , Homme, .. mith, 

london W6 OJD 





PRICE OF FREEDOM 

HAWKMOON 

• 
The entire Dragon lance series of AD&D modules are all 
available from the Games Workshop Mail Order Department . 
Collect any titles you may have missed or catch upon the latest 
exploits of the heroes of Krynn. DL 1-7 & 10, £5.50 each; OL8 & 
9, £S.95each; DL 11 , £B.95 ; DL 12, £7.95; DL 13 & 14, £S.50each. 

Don 't forget that we are also able to supply the 
entire GAMES WORKSHOP range of 
roleplaying and board games and accessories, 
as well as our famous range of CITADEL 
MINIATURES. Send an SSAE for lists of new 

THIEVES' WORLD COMPANION 

REF2 AD&D CHARACTER SHEETS 

releases of both games and miniatures. Our 
lists of available games are constantly 
updated as new games are released both here 
and in America, very often before they have 
been adve rt ised in the gaming press. 

, (0 K54 P. GAMES WORKSHOP, MAIL ORDER, CHEWTON ST, HILL TOP, 



Hll SECTOR BLUES FIEF3 BOOK OF LAIRS 

OA2 NIGHT OF THE SEVEN SWORDS DA 1 ADVENTURES IN BLACKMOOR 

HOW TO MAil OflDU 

M_ ........ ___ "'O_ ......... U • . 1 ______ • ........ 

U.IIi:" filiI. .'PO , Add I~ lot Otoo .. _, £10.00 
Ont.rt _ r~oo _ 1'0.1 'tM 

OIfl""M I Add 33'10 lot ~ 

OIVl.1.48 ""I MAIL , Add 55'110 .... Car.tevo 

EASTWOOD, NOTTS NG16 3HY 

SPECIAL 

g:~2~'-GnlK 
As a sp'9cial deal to 

mail order customers 
we are offering 1 

each of all 14 
Dragonlance 

modules (Dl1-14), 
total no rmal price 

£85.80, for Just 
£80.00 post free in 

theUKJ 

NOW TO 'ELII"HONI CHlOItI 

E! .... IICI..M'c..IIDVIU toC« .. 01 ... CUI. :It ...... .. -... ......... ----"'- ... -101nlNMU _ /071JI~:t 
_..-.. 1 ...... _.-



lluminations _month lanMiller 

Remember the cover of White Dwrzlj 
841 seen the rovers of the latest 
Fighting fantasy books? Flicked 
through GW's hardback editlon of 
RuneQuesn Then you already know 
something of the amazing work of 11-
lustrator Ian Miller. 

lan's been around a fair while, 
though, coottibuting 00< only 10 books 
and magazines. but also to lilms such 
'" Ralph Bakshl', ~. 

Whlle exploring a varlety of tech­
niques and~, it is lan's pen and 

Ink style which has gained him the 
greatest acclaim. His work, which al 
first glance resembles an old copper 
plate etching, sets him apart from the 
hi-tech mainstream of modem iDustra­
tion . The realistic gargantuan dread­
noughts and chrome amazons so often 
featured In the work of his contem­
poraries are absent. Ian produces im­
~ of a nighanare world in a twilight 
~ of horror and fear. 

Ian has this to say of his awn work 
'My images are the srufl' of dreams and 
",~, "" """"" thal """h "" skirt of day. Unspoken lhoughts. 

stored memories. drawn up. to be 
aired, then twisted bot fancy: I might 
add lhat lan's work 15 nourishing on 
a psychic ~I whilst ~ the void 
between the urban contlicf panoply 
and the pastoral narure spectrum. but 
I won't . What I will say is that quality 
speaks for itself. 

Look oul for his work In present 
and future Garnes \r\brkshop products. 
including RuneQuest, !iJgue 1hltkr; 
W!Ule Dwaifand the re-issued 7trror 
of the lichmaster. 

john Blanche 





TABLETOP GAMES 
63 MANSFIELD ROAD 
DAY8ROOK, 
NOTIINGHAM NG5&B8. 
S'/illd $-"'1,£. 101 "1.10(1" • . 
UIC M.oI O<d •• 1M. 
Imll\. 18c11 Ow.'M". 
S,,",'" 15% A,um.il6O'l!i 

TABLETOP FANTASY 
FORMERLY '.il'S'D'.il'R.'D 

MI Tholl U 
M2 Ogte U 
MZ. Ogte Sid. £1.45 
M3 Monster Rat 95p 
M4 Were.l'8t S5p 
M5 Dragon .£5.00 
M6 Large Rat 30p 
M7 Golem SOp 
Ma Gargoyle 'iSp 
M9 Harpy 75p 
MID Giant Bat 45p 
Mil Salllmf\nder 4Sp 
M12 Cockatrice 6(1p 
MIJ Owl Bear £1.25 
MH Spectre SOp 
MU Minotaur 9Sp 
M16 Unicorn 7Sp 
M17 Buillsk 75p 
M18 Secrom SOp 
MZO Sacrificial Tree 

6: Victim .£1.25 
M21 Centaur £1.50 
M22 Oriental OIrre 

n .25 
101228 Ogte Std. £1.50 
M23 GIant Slug £2 
M24 snent Shambler 

£1 .25 
M25 Giant Srlake 45p 

i U2S 
M28 • Hammer 7Sp 
M29 • Sword 75p 
M30 Archer 7Sp 
M31 Valllpire SOp 

£Ute Skeletons 

M26 Guardsman SOp 
MJ2 Halbardler SOp 
M33 Cro5llbowman 
M334S;pellrman !.Op 
MM Death Demon 95, 
M36 Weresnake SOp 
M37 Frankensteins 

Monster 75p 
M38 Giant Uzard-

man 22.50 
MJ9 Armoured 

Storm GiMt £5 
M40 Troll C hamproo 

£2.50 
M42 Norse Garnt 

£2.25 
M43 GrWoll £2.50 
M44 Ojln £I.GO 
M4S Ofte SCull 20p 
~14l!i Pslollic Flayer 

50, 
M47 Wralth SOp 

BARBARIANS fOp ell 

B)'1 S(ernbrow 
BP2 Firedaughter 
BPJ The Reaver 
BP4 Beasthelm 
BP5 Mild RoUo 
BP6 Ske,lIng 
BP7 ArOane(archer) 
BP8 Aurok Stormkin 
BP9 Skai Wolfbane 
BPIO Alaric Cleaver 
BPlI Two-Cutl 
BP12 Hax the Raned 

M411 Oragonet 75p 
MoW Leech 20p 
M5(I Wolfman 'i5p 
M51 Wight SOp 
MSZ Rabits(5) 45r. 
M53 £~.50 
.54 
." 
MS6 Caveman !lOp 
~157 Giant Wolt 75p 
M58 Wyvern £2.25 
M59 Ape. 9Sp 
M80 We&5el SOp 
M61 Lizerdman 50p 
M62 Giant Tick 45p 
M63 Ogre 7l1p 
M64 Land Dragon. 

Llzerdman £L5Q 
M~ Plying Reptile 

<Ie Wraith £2.75 
M66 Troll. Club 
M61 Giant 

." N,,;~'~?~~";"I ... ~ 
Momlngstar £1 

M70 Two-Headed 
£1 .50 

.n ~"~~, _ .. ,!" ." M73 Zombie 
M74 Waler 

M'7S Huge 
M17 Spider 
M'n Rat 
M7t Grendel 
Mi!O Centipede 
M&l MO'Inticore 
M83 Barbarian 

Priestess SOp 
M84 Dark E1t SOp 
Ml\5 Lord of Chaos 75, 
M88 Mounted Lord 

of Chlos 
M8'i' C haos 

M88 C haos 
MOO Chaos KOi,ht'4j 
M91 Chaos 

Guerd 
M92. Mounted 

of Chaos 
M93 Northern 

Barbarlen 
M94 OemiR'od 

Sorcerer 
M9S GoatspeWTI 
M96 Vampire Bat 

DWARVES SOp ell 

OW I Adventurer 
OW2 Axemlln 
DW3 with Hammer 
DW4 Spearman 
DW5 Hero 
OW6 Black DWArf 
OW7 SCout 
OWB Lord 
OW9 Shieldmalden 

OWI0 Crossbowman 
DWn Arquebus ier 
01'.'12 Mercenary 
OW13 Guard with Pik~ 

OR3 Berserker 
OM ChIeftain 

Trackers 6: scouts 45p 
OR5 with Bow 
ORS Armoured 
OR7 with Spear 
OR8 SCout 

OR26 with Scimitar 
OR27 Chieftain 
OR28 Areher 

..... 
\!1ra.blanJkniqh~ 

Guardsmen 

AK2Ei Captain 
AK2 Sword Swallower AK27 Scimitar & SM. 
A)(3 JugJier AK28 LonlfSowrd 

,c~,~",-,!0",.a",;;-;;::::-.,'"5,p Black Dt-cs SSp AK4 Stron~man AK29 Scimitar 
OR9 Small Orc ORZ9 Advllnc!ng AK5 Contortionist AK30 Halberd 

Mercenaries 
AKS Water Seller 

ORIO Archer OR3(I Rvy Spearman AK1 Fire Eater ORII " ... OR31 Armoured u a,,, AKB Carpet Seller 
OR12 with Scimitar OR32 Captain AK9 Mystic 

AK31 Captain 
AK32 Scimitar 

WarriQrs 451) Slave Orcs 450 AKIO Black Panther AK33 SCimitar & SM. 
AK34 Halberd ORI3 Attacltinlf OR33 with Scimitar AKlI Beq:er 
AK3S Armoured ORI4 with Scimitar OR34 wlth Spell.r AKl2 Dandn!!: Girl. 

.. Scimitar ORIS with Bow OR35 Archer Tamborlne 
ORt6 with Whip OR36 Warslave AK13 Dandng Girl· C haracters 
Soldl 0 55 Clansmaf\ Orcs 4Sp S!t!lr 

er rcs p - AK14 Dancin, Girl 
AK36 Aladin .. Lamp 
AK37 A5S8sin ORI1 wll' So. - ........ OR37 Clansman 

,,01"-"'''' AK15 Dancinr: GIrl 
ORIB Spea.rman OR3B with CLub AKI6 Sultancn RIc ~ AK3S Young Thie! 

AK39 Woman Water 
OR19 Officer OR39 Body(Uard AKI7 Sultan Standinlt 

~O~R=.20~W~;~th~A:"===;O=.R;";C=I.=o=s ... =m=,:o=::1 AKt8 Urn 

Carrier 

r AK 19 Slave· Fan 
DUNGEON AK20 Sultan. AdviSOr 

AK40 ArAbian with 
Spellbook 

AK41 Holy Man 
AK42 Man on Flying ADVENTURERS 

sGp urness stated OA32 Anl!-Cleric 
Dwarves DA3J MaRie-User 
oAI thi~r DAM Druid 

OA35 Monk 
OAla Fighter . kl 
OA2 in Plate-mall DA3Sa Monk KIC ng 
DA3 Lord DA36 Assasln 
DA4 Clerie DA37 Ninja 

DA38 Thlet 
OAS Shleldbearer OA39 Bard 
OAS Crossbow man DA40 Ranger 
DA7 King DM1 Fighter 
DAB Adventurer OA42 Pa.ladin 
OA9 Adventuress OA43Anti-Paladin 
DAIO TTader DA44 Asgardian 
Elves OA45 Samurai 
OAIT Magie-User OMS HaU Goblln 
OA12 In Plate-mail DA47 Ulusionlst 
OAI3 Elt Lord OMS Warrior Priest 
DA 14 Half Elt OA51 Adventuress 
DAIS Adventurer OA52 Female Thier 
DA16 Adventuress DA53 Female Magic 
DAI8 High Ell User 
DAI9 Female High DA:>4 Shieldmalden 

Elf DAS5 Sword Mistreu 
Halrlinp JOp each DA58 Female Scout 
DA21 Thiel DAS7 Witch 
DA22 Warrior OABO Utch[11 JDp 
OA23 Slinger DABI Barberisn 
DA%4 Archer Adventurer 
DA'l5 Gnome 30p OA82 8.5 above In 
OA26 Gnome Thief Chllinmall 

30p DASJ' Weapons 
DAn Adventurer DA84 Pack Mule 75p 
DA28 Adventuress DASS Pack Mule with 

L _______ ,.,.,. Corpse 75p 

CCI Hornhead 
CC 2 SkUlker 
CCJ Hawk-Foot 70p 
CC4 IDadesman SOp 
CC5 Crabclaw SOp 
CCS Tuskoid 70p 
CC7 Pour Fanr£2.20 
cca Octapoid 701) 
eCI Weremonk)o 45p 

Mule with small 
Cart £1.00 
Beowulf 

DRAGON LIZARDS 
Dl with Sword SOp 
02 with Lance 50p 
03 Sword & Mace SOp 
D4 Axe 6: Mace 60p 
D5 Macetailed £1 . 75 
D6 Juggenaut £5.00 
07 Mtd. Knight £1.95 

• 
Carpet £1.25 
~ 

AKZ3 with Spear 
AKU with Mace 
AK2S with Sword 

AK43 Efreet £1.25 
",K44 Genie appear-

ing £1.25 
AK45 Genie £1.25 

NEW M.ETAL MAGiC FIGURES 
DEMONS 

35e Weter Fiend rising VILLAGE PEOPLE 
from 1.1 pool £].99 (45pea) 

ORIENTAL DEMONS 39a Lord with Hawk 
36a-Qrlental Ogre£l.75 39b Housewite 
36b Oni £1.75 39c Farmer earryinl{ 
36c Dioni £1 . 75 a Hck 
I.JZARDMEN I (45pea) 39d Fermer with 

Scythe 
37a with MorninllStar 3ge Village Drunk 
37b SCimitar & Shd. PHARAOHS TOMB 
J'1c 2 Handed Axe 
37d Flrl~ Bow 
37d Ma~ 6: Shield. 
LlZARDMEN 2 (4Spea) 
J8a with Spiked Club 
38b Loeding Bow 
38c Spear ~ Shield 
3ad Sword 6: Shield 
3Be with Club 

THE GIANT 

Standing 220mm 
high end Weighing in 
at 1,7501{ The Giant 
of Giants .£24 .95 

PTI Sarcophagus 
... Mummy SOp 

PT2 4 incense 
Burners SOp 

PT3 Bast Statue 

'" P1'4 Pharaohs 
Statue 40, 

THE DRAGON 

150mm High, 200mm 
long and with a wing 
span of 250mm A 
Dragon not to be 
IGNORED []4.95 

TABLETOP GAMES FANTASY AND seTP' 
This page shows only a proportion of our vast 
range of 15mm end 2Smm FANTASY and 
SeiF! F!ltUre ranges, It you don't believe us 
then send an SAE PLOS IBp STAMP for our 
FREE CATALOGUE. 



Earth's Mightiest HeroesTM 

~ .. 

A VENGERSTM Coast to Coast is me second 
sourcebook for the MARVEL SUPER HEROESnI 
Advanced Game that enables you to creare new 
challenges for the AVENGERS or to relive their great 
adventures from the past. 

A VENGERSTM Coast 10 Coasl contaios detailed 
and expanded infonnation on the heroes. villains, 
equipment and mansions that have featured in the 
AVENGERS history, plus an introductory adventure 
for your own AVENGERS group - the first official 
Avengers ExperimentaJ Franchise! It's not every day 
that you get the chance to join none other than Earth's 
Mightiest Heroes™. Watch out fur the third in the series 
The Ultimate Powers Book - available in March. 

A VENGERSTM Coast to Coasl and the MARVEL 
SUPER HEROESnl Advanced Game m available from 
better games and hobby shops, or in case of difficulty 
contact; 

TSR UK Llmiled 
The Mill 

Rathmore Road 
CAMBRIDGE, CBI 4AD 

MARVEL SUPER HEROES aod the diltinctive Iikenell5CllhCfeOf are ttademarb or !he Marvel Comia Grwp. l dlvi';'on of Caden<:e IlldwtriCi. The 
symbol TOt denotCl. tnderrwtr: d the Marvd ComiCli Group. All Ripu Resel'Yed. CI 1987 TSR UK Limited 



Gnome Player Characters in War hammer Fa.ntasy Roleplay 

by Phil G.ll.gher 

Considering the number 
of Gnomic communities to 
be found in the Old World 
(they are only slightly less 
numerous than Halflings), 
the omission of Gnome 
player characters amounts 
to a rare oversight in the 
~Varhammer Fantasy 
Roleplay rules. This article 
should go some way 
towards filling that gap. 

It Is, however, beyond the scope of lhis 
:anlde lO deal with aU the myriad 
v:uiations of Gnomic society lh2t m:ly 
~ found throughout the Known World , 
Instead, the: informalion presented hert: 
Is Imcmk:d 10 relate 5p«ifically to 
Gnomes within the north~tern area 
of the Old World known a!i The: Empire. 
Given tb:u the alrtldy published 
c:ampaigD 50urcepack - The Enemy 
Wltbin - Is ~ in The Empire, II is 
hoped th:u this mlly bt: of uS(! lO GMs 
running that carnp2lgn . Those of you 
who 2rt' running campaigns in other 
areas should tre:l.l the article 3.5 a set of 
guidelines. The Gnomes of Albion, for 
c:x:lmplc:, m2y well have quite different 
lutlludes and beliefs, although thc:S<' are 
likely to be superficial r:atber than 
r:adleaJ differt'oca. You should :llso beir 
in mind the fllet th;at by far the gn::Utsl 
concentr.allon of Gnomish burrows is to 
be found In the foothills on the western 
edgleS of the WOrlds Edge Mountains, 

IMPERIAL GNOMES 
Within The Empire, Gnomes hllve a 
re.pUt:lliOn for c1annishnleS5, being 
reg:uded U II weU-babn«,d race in so 
f:lr a5 they ob\'!ous!y ha\T .. chip on 
bOlh shoulders. It 15 lIUe [bal Ihey do 

not easily mix with th~ OIher nces 
(;adventurers being an occption [0 this, 
of course), but they lire by no means :l5 
secretive and withdrawn liS, for 
enmple, the Wood-Elves of the 
Laurelorn Fores!. Gnome pedlars are a 
rel:l11vely commo:n sight, lind Gnome 
smiths and enginl!e~ are accorded 
lIlmosl 2Ii much t1~spect 15 lhdr 
OWlirven coumerp:u l5 - of len mure, but 
this is usually from fear of their acerbic 
wit lind Sharp-tongued SllfC:l5m. Indeed, 
II is prob;ably the Gnomic capacity for 
vitriol which led 10 the ;appointment of 
;a Gnome :as lmpt',riai Coun Jester u 
long ago a5 1143; since Illen such 
appointments have becomc a tradition, 
and onc which the curren! Emperor -
Karl-Fr.mz I - condnues 10 maintain . 

Nnenheless, Gnomes prefer to li~ 
among other Gnomes in ~lf-contained , 
isolated communilie$_ These an:: 
invariably burrows or ca~rn networks 
beneath Tht' Empire's numerous 
limestone plateau' ;and other hiU ranges 
The Gnomlsh fondness for fishing is 
aim05t as inhmOIlS as their love of 
practlC21 Joites, and no permanent 
settlement is ~er eS12blished far from 1I 
well-stocked fishi.ng lake or river 
(preferably unde:rnround). Inde:ed, the 
Gnomic skill with rod ;and Hne is 
almosl legendary. _. 

The l:afleSI Gnomic community in The 
Empire (GUmdwat'row) is (0 be: found 
beneath the hill range known as The 
Mirror Moors lind numbe:rs nearly 1I 
thousand Inhabiw,ts. Uke other 
Gnomish 5(';ltlem~t5 II Is tU n along 
complo hierarchical lines, but since: 
each m~ber of th t' commun1ty has 
sc:vet2.I dilfe:l'ttu foles, and :a 
col'Ttspondlngty differtnl status 
lIccording to which role they are filling . 



Gnomic SOCiety Invariably strikes 
outsldets as an incomprehensibk 
confusion . Even their cousins. the 
DW2rfs, find It difficult to f.lthom the 
signlficance of the innumemle 
Gnomish customs and rules of etiquette. 
In ~ch community, there is a cbn 
m'erlord who acts 2S a sort of bead of 
state, there Is a religious leader who 
deals with m:mers spiritual , a 
crafunn.ner who 5uper,,~ mining and 
smithing activities. aod a loremaster 
who guards the secrets of the clan's 
his tory, preserves its learning, and 
ensures that ancient CUStoms and ritu:lls 
are obsef"ed with clockwork precision 
(a sort of metro-gnome). Some clans 
~so ha\'e a spdlm:l5ter who passes on 
the Gnomic skills in i!1usion·we:lving to 
those few Gnomes deemed worthy of 
such :In appremkeship, Then , of 
course, the society's warriors :Ire t.ralned 
In the use of weapons :lnd :l5slgned to 
the Gnome guard ... 

THE GNOME CHARACTER 
PROFILE 
If you decidt: to allow Gnome pes in 
your c:lmpalgn, )'OU should be sure to 
generate any chancter u,Ub the player. 
Feel free to o\'CIT\J.le :my dice rolls tb:lt 
produce :lIIomalies with the campaign 
)'OU are running. aod ~embcr that as 
GM , you may refuse a pl2)'\"r entry 10 
any carttr which you think may 
unb:llance the part)'. The starter profile 
of a Gnome PC may be generated 
according to the following t::lbk: 

M OJ+2 A I w. 1010+30 00< 20tO+ZO 
8. 2010+10 lA 201O-dO 

• D3+1 In< 2D10+Z0 
T 0' CI 2010+20 
W 03+4 WP 2DIO+30 
I 20101' 20 '" 2010+ 20 

THE GNOMIC PHYSIQUE 
AND CHARACTER 
Gnomn in The Empin!' have often bttn 
descrih«l • though na'cc to their facts -
a~ small (or 'petty' ) Dwarfs. They an' 
undoubtedly disr.mt rd:llh-es. sh:lring 
the nme stOCky build and long, shaggy 
bea..rd.!i , but they an!' about len inches 
shorter on a\'el'2ge, 2nd art" noted for 
their large bulbou5 IlOSCli. Gnomes art" 
both mon!' nlmbk and mon!' dotcrous 
than their larg~r cou5ins, and Lhe~ 
facts, coupled with their '9.'C lI-kIlown 
:mtipathy for other races, has o ften lC'd 
(0 them being labelled ' thieving 
stunties', But they also i nclud~ some 

highly slc1l1cd U1uslon15l5 amongst tbeir 
number, for, unlike Dwarfs, some of 
them have a great natural aptitude for 
Ihis kind of magic. Gnomes art" also 
excellent smiths 2nd craftsmen, and are 
fascinated - nOI 10 say ob5e5SCd • by all 
things mechanical , they 100'e gadgetS of 
aU kinds. Few Gnomes actually Iiw: as 
part of Human society, bul they profit 
g~atly from u-ade in Gnomish ~mehcts . 

Most Gnomes are great Pl'2ctical joktt!i, 
there's notbing they like bater than :l 
good laugh al someone elsc's apensc. 
Dut w~ betide the man or woman who 
dares 10 atnct the Micbllcl from a 
Gnome, es~cially if h~ o r she dares to 
make: any derogatory comments .. bout 
the Gnome's lack o f statute. Not fo r 
nothing do they haw: a repulation fo r 
being short-lempen!'d and difficult to 
get on with. 

Being gregarious creatures, who 
invarillbly make their homes in 
communal burrows and caverns, it is 
unh~ard of fo r a Gnom~ to spend 2Ily 
)t'ngLh of time in the widt: o~n spaces 
thaI fosler Rangets. Accordingly, th~n!' 
are no Gnome Ranger chancters, and 
the catet'tlI listed in the Ranger Btulc 
Car-ee,. Cbart (WFRP, p18) an!' not 
normally open to them. Gnome PCs 
IDay stW follow the carttl'S of Rat 
Catcher and Prospector, how~'~r, since 
lh~se art" ~garded as W:u-rior Cart"CI1i. 

Spe'" 

Night ViSIOn 
AJignment 
H~ight 

P5ychology 

Ghwally , a Gnom.l!h dbl('(1 
of Khualld (Ow:ltfl!h) 
30 yard.! 
Neutr.d-Good 
Malt- 3 '6" + OS" 
Female 3 '4" + 08" 
ilalred for Goblins 

Age: the agt' of (he character rna)' be 
delerminl:d by rolling 8DlO for 'young ' 
chllracters, and 80'20 for 'matun!" ones. 
If the result Is Ins than 16, rollllgaln , 
adding the new score to the old . This 
glv~s a potentJai agC' range for Gnomes 
of between 16 and 175 )tilS. 

Lnitial FaIt' Poinls: D3 

SKIUS 
The next step is to determine the 
number of starting sklUs a character h:l5 
prior to career 5l:lection, Roll 104 and 
modify the result accordJng to the 
charactcr's ag~, as shown on tbt' table 
below. For aample, a Gnomc c.b:u'Jctet 
aged 76 would have 104+2 Inidal 
skills. Note that there <1re a number of 
rua.ndalory skills for Gnome character5, 
listed below. 



Al< No. Skill. A., No.Sklll, , ,. 101-110 ., 
2 1 -~O III -UO .. 
3(-.cO ., 121·130 
41-50 -, 131-! ,jO 
51·60 ., H HSO 
6 1-70 .2 151 -160 ., 
71-80 -, 161-170 ., 
81-90 ., 111-175 ., 
91·100 ., 
All Gnomes have Smftblng. U the 
Ch2r.lCu~:r has twO o r more initia.l. ~killll , 
the Sttond will be one o f Jest, Mf"I"g, 
or Stone-working, wllh an equal chance 
o f each . Any remaining initial skills 
should bt: sdected at r2ndom from the 
3pproprl:uc column of the Chan below. 
Roll 0100 for each and Dale down thl:' 
s kills as they are genu:.ated. If the same 
s k.ilI Is rolled fwlet, ignore the second 
rcsuh and roll 2ga!n. Consult pages 
45-58 of the rulebook for descriptions 
o f each skill . 

SKILL CHART 
Carlttt Cl:u.tQ 

,"vrlor ... ~ ..... = 0. SaUl Till" 

" .... ."''' " ... tw:u., H", .. !o. ... " ... " ..... AmbkIc:r;trOlI~ 

IH9 .... ,. 
'""'" l()'17 " ... " 17-24 C~ph)' 

Ij . 16 ,.." 1}-28 """, 
11-24 """'" lS':~1 Dodf' , -
)l·~ ~N6 29-,2 bcrlknt Vhloo , ... , H~O fu' 
4 ' -'11 iH9 ",,' 4Ho "'" ...... , ... , Go:I!I CUI UIIi 

t9-S<i 4,." H ..... 
.5 1·,,, " ... .54·,7 Ja • " .... Llghlnlnj Rdk:Rs 

6HJ , ... , Coc' 
6H~6 71·"6 62-65 NIght VISion" 

66-72 onm"",," 
66-69 73'" RcadIWrilc 
69·74 n-" 81-84 Sc:ak Sh«, 

Sumt C' 
8,,88 sn"m MDVt" Urban 

15·80 85-89 89-91 Sing 
81·87 ,..91 Sinh Sc:...., 

9}·()() 511p1:' NumctalC 
A8-94 98-00 \l:ry 1k,lllcm 
95"" W:ry SIl'WlII 

DETERMINING BASIC CAREER 
Onc~ the character's career class 
(Warrior, Rogue; or AcademiC) h:i5 been 
cho~n, you may either select an irutial , 
Buic C2«er, or I'OU for one on the 
appropriate column of the w,le below, 
Remember that Gnomes are not dlglbk 
for any of the cat«ts not listed httt, ie 
most Ibnger careers, 2ny ship-bourne 
cat«rs, and any c~ers involving horse­
riding (but .set' Note 1, below). 

Can", 
cu.. Bu" 

Wanior ..... , -- e...« 
01·10 AJchmIlin 

U-20 
APP~fllkf 
Al'I.iwI'. 
Apprmtia ,,'" ...... 

07·16 ...... 
01.0"' """ ....... 2 1-}O """~. IN7 EnU:rttlnc. 

2II-H ~ ,..., 
4;>O-SI Gn~ ItobIXr 

j l·', H ypDll(isc ,..., In ll i:a1C 
'2-59 }:olkr ...... }a1C1'(_ UJIWr _ _ ..... , 

08-1. /.abQ.~ 
Ij·21 Ml!:rterulry CD 
1}·19 MHlllaman (ll 
)O-!o4 Noble: ttl IZI 
35"2 Outbw (I) 

69·78 Pedlar 
-U -49 Pha"" .. ,,"" 
'S{)·S4 PhYil clan's 

Stu<knc 
013-50 PH FlgllI"r 

~ PTOl pecWr 
Protagonl" «> 

"'~, Raconteur 
66-73 Rat Cmhl:r 

5Hi} " riO. 
6i·70 "'. 7.f-8t1 Scrv.lnc ttl " ... ""-, " ... Scudc1u I» ..... Thld 

95"'" lbrnb """"', 
81-90 -. ..... lUrIntl fi3l\1r:r 

91 .... \l! ':lIchman 
90 .... .......... 

Appn:m lce 

NOTES 

IDAI II>< Gil', opIi<m.._ 0I<.III !ILl)' eilbcr boo ~ 
Ie dccnoe4 ",.pp/f ""'r"" ~ 
rl/Tblt...-ea . ppba onl, 00 Gnam16b -,. ~_ 
no G_ ...-. • , ... clllpCrlal Coutol 

1Jln.. 51 ..... _!ILl)' t!tMt _ 80 ,h. , ... ellanew' 
hao ~d¥td IIOI'tOI: fDrmaI tdlOOllon In • Hunun .......... 1" . 
Of l lw hi< or oM 1m .."...td _ 'I .... u ,... apptftItJa II> 

~ G_ IDmrLOIICf (!he' G_ tqun 'Slem of 'IhI< 
MJVJnCtd Caft.er 01 khotu ) 

NEW GNOMIC CAREER 
JESTER 
Je5t~r5 h:iVe been ~mployed by most 
noble families In Th~ Empl~ since timC'_ 
immemorial . In a political 5}'!tero wh~rT 
intrigu~ and double·deillng i5 the 
quickest W2y to the tOp, the ' (001 ' 
~rve5 the du21 funclion of ~1ievlng the 
prt'55Ures of commmd by prt'~nting 
hislber employer 10 a comic light . and 
o f be.lng a trustworthy confidante · 
somrone without political 2I\lbitJons o f 
their own. With their penchmt ror 
biting put-downs md ofr·the-cuff wit , 
added to thdr complete disinterest In 
the politics o f The Empire, Gnomes are 
Ideill)' 5uiled 10 this role. It ill true that 
they rarely rt'main in the Job for long · 
soonu or later tbey either get fed up of 
be.ing Isolated from thell" own kind. or 
get carried aw.ty and have to be 
di5mls~d for Insulting some vuiting 
dignitary. Nevenheless. tho~ Imperl21 
nobles unable 10 nnd :I. Gnoml5h le5ter 
howe often been heard to bemoan the 
fact th:l.t they 'don't h:l.ve a Gnome to 
go 10 .. : 



Advance Scheme 

IMI~:I~~oIS ITI ~,I:101 
1.:olDc.1 ~OllD'l a I WP I ~~ I 
Only Gnomes may bllve .an initilll C:lJttr 
of Jester; others m~ become JestCI'!i 
lifter completing the catter of 
Entertainer· Troubador. 

SkUll 
Acrobatics 
Clown 
Oance 
Jeat 
Juggle 

lhlpplop 
jester'S suck 
Qu1t1ercd clothing 
6 wooden balls 
Rope • 10 yards 

50% chance of Mimic 
:zS% chance' of Palm Obj«1 
:ZS" chance' of Wit 
10% chance of Conlonlonin 
10% chance of Ventriloquism 

ca~r Entrle. 

""< f.mcrulner 
(ltoub:ldot) 

Minsucl 

Career E1itl 
lkul< 
EJUe'ttaincr (any) 

Miruucl 
Raconteur 

Allvanud 
Chvlal2n 
Spy 

RINGIL - Gnome God 
of Smiths and Jesters 
Description: RingU is tbe chief deity 
of the Gnomic pantheon. He is the 
protector nf the communal burrow, .and 
the embodiment of the Gnomish skills 
of smithing and Jesting. He is usually 
depicted as an e'lderly m4lle Gnome 
with an Impish grin, his right hand 
wielding a hammer . .and the lcit 
clulchlng eirhC't a bladdC'r 011 a stick or 
a fishi ng rod. 

Alignment: Neutral 

Symbol : Ringil is USUally rC'Pre5COlcd 
by a ItylJ..sed ~rslon of a Jester 's hC'ad 
on a Stick . 

Area of Worship: Ringil is worshlpped 
by GnomC's throughout the Old World, 
and bas also beC'n adoptC'd by some' 
Dwufs as Rukb , God of SmJtbs. 

Temples: AlJ GnomC' burrows have a 
temple to Ringtl; in most c:ues this 
ukes thC' form I)f a huge C2vem, 
prC'fer.ably:31 natural one, lUuminated 
only by GlolUlng LIRbt spells. Tbe 
temple is ~.50 used for large, clan 
mtttings. 

Friends and Enemies: Th~ Cult of 
Ringll maintains friendly relations with 
the D~en pantheon . .and has cordial, 
if infrequem contact with that of th~ 
Hillling deity, P..smeralda. It has w:ry 
little to do with the gods of Elw:s .and 
Humans and is openly hostll~ tClWanh 
the enemies of the Gnome and 
D~n races. 

Holy Days: Lesse:r festlv.a.ls to Rlngil art: 

held on the first day of each month. 
and major festivals , usually known as 
'Fools' Days' ta l(e place (:Very I.hr« 
months. 

Cult Requirements: Any adult Gnome 
may become a foUower of Ringil. 

Strlctu.rel ~ AU l.nitialC'S and Clerics of 
RJngU must abide by the foUowing 
strictures: 

· N"er toler,Jle any insulting 
behaviour to'wards any Gnome; 
• 10% of ill income must be made 
over to the Cult; 
- The products of a Gnome smith are 
sacred and must not be abused; 
• No Informil:lg on a brother or 
sister Gnome. 

Spell Usc: Clerics of Ringll may uS(" a.IJ 
Petty Magic .and illUSion spells. 

St.i.lls: In addlUoo to the skills 
normally ava.llable 10 Clerics, followers 
of RingIJ must spend the necessary 
experience points to acquire one of the 
foUowlng at ncb Icvd: Evaluate, 
Haggle, Set Trap • .and Spot TmPS. 

Trials : A trial 5(..1 by Rlngll usually 
involves a daring .and/or chngerous 
pr.ac:tic:al joke, 01 possibly tbe 
m.anufacture of jl specIal Item , dle cost 
of which will bt~ proportional to the 
se:veriry of the crime fo r which the trial 
has bttn sel. 

Blessings: Sk.l.llti favoured by RinglJ a.tc 
Slo"eworlltng. !'nglneer. Jest, SmithIng. 
Favoured tests al~ Bluff, C01utruct, 
Estimate . .and Pl(CIt Pocket. 





We/COOle 
Sports Fans 

Skaven in Blood Bowl - by Coach Jervis Johnson 
"Good evening. sports fans, and welcome to tbe Blood Bowl for tonigbt 's 

thrilling contest. This evening we're being joined by tbe 50,000 or so 
readers oj, urn, White Dwarf magazine, so I'd like to say a big bello to you 
all from tbe capacity crowd bere in tbe New World. It seems tbat our crazy 
little game bas become quite popular over tbere on planet Earth, and that 

tbe fans are just dying to know more ahout tbe rules and teams tbat 
play It, Isn 't that right, Jim?" 

"It sure is, Bob! Well, folks, tonight's big game features one of the wackiest 
teams of all, and we're sure tbey are going to give tbe Dwarf Giants a 

tougb contest, so as tbe teams come out onto tbe field let 's give a great big 
hand to tbe S..kaaave.o. SCraJ::JC:Ib~ersll " 



~~------------------------------
THE SKAVEN AND CLAN RIGENS 
Skav~n are the horribly mutated offspring of giant ratS whlch 
h:iVC fed on WarpslOne. the raw Ch aos m:ueriaJ that W'dS 
sucked into tbe Known World when the gateways of the Old 
Siann become unstabk thousands of yean ago. Wry quickly. 
wilhin a space of only a ff'W gefler-Hions, the Warpstone 
changed them . They bccllome more imellig~nt , their bodks 
became mon: humanoid, tbtlr mindl;; sharpened , They found 
0rg2ni5;1.tion, 2nd religion, ;md terrible magk Now their 
festering communities lurk bcnealh the 5lre('rs of hosl~ of 
major cilies ""cross the Known World, plouing. planning". 
2nd exploring, 

And then they discovered Blood Bowl Sk:iven $ocich' Is a 
str:ulfled one, bound up in complex rituals, but out chere on 
the Blood Bowl pitch all b;1criers seem('d 10 drop awOl}' as 
pl:ayer assailed player to give his ICarD complett' and Ulter 
victory over the olber. Tbe game beC:1me very popular in all 
fields of Skaven society, for In truth th..-y 10"e (m), 
oppOrtunIty for mindless violence. True 10 Iheir warped 
nature, Iho ugh, they adapted it 10 Ihdr own special W2}'S. 
forming a new Ci2n 10 govern and conlrol It - the Clan 
Rigens. The Clan Rigens consists of over 20 Blood Bowl 
teams, and if they can' t find any non-Skaven opponents they 
~ morc than happy to banle games out amongst themselves. 
We shall concemr.ue out anentions on probably the most 
famous Clan Rigens team, the Sbven SCl'1mhlen, which 
includes popular players like Brteet Braingulper and Skrag 
The Undean. 

SKAVEN IN BLOOD BOWL 
Skaven Blood Bowl teams receive 4 Star Player points, but 
instead of roiLing on the normal Sur Player Table you sho uld 
use the spe:cial Skaven Star Player 'litbk below. Skllven mlly 
never choose to have Defensive or Kicking pi2yus, 

Skaven 

MA CS TS ST 
5 3 3 3 

TH WD AT CL 
3 , , 5 

Thanks to their IISsociation with Warpstone, Skaven ;U'e o ften 
t2inted with the mllrk of Chaos - strangI:' mutations which 
show Ihe approval of the gods of Chaos (long suspected of 
being great Blood Bowl £IIns!). In IIddition the Clans use 
Warpstone 10 manufaclure strangI:' magical devices to help 
their play, and the Clan Rigens is no exception . To take:: Ihls 
Into IIccount Sbvc:o learns should use the special Skaven SUr 
Player -ntble; 

Sbvco SlM' Pl2yer Dable 
ScOre .ibiUt)' 

'2 Warpstone Armour, see Ixlow 
3 Vcry Skil£ul. + '2 10 Combllt Skill 
4 Warpstone Charm , S~ below 
5 Skilful , + I to Combat Sklll 
6 Fast , + 1 10 Movement 
7 MUUtion , see below 
8 Fast. + 1 to Movement 
9 Accur.ue, ... I to Tbrowing Skill 
10 Sirong, + 1 to Strength 
11 Cool .... I to Cool 
12 Very CooL, + 2 10 Cool 

W.:rrpsronc Armourl Warpstone Armour is made with vcry 
5pc:c,ial 5pikey bits - they have been imp~gnated with a form 
o f Warpstone that aeu as a deadly poison to no n-Skavcn 
creature.s, Any creature that would normalJy ha,'e to roil on 
the Wound -ntble following an Attack or Tackle by a Skaven 
wearing Warpstone Armour Is considercd to be dead - a slow, 
painful death brought about by the effects of the Warpslone! 
In addition, Skaven with Warps tone Armour arc :lssumed 10 
be Defcnsivc players, and all the rulc5 that normally- apply to 
Defensive players apply (0 them, Nole: This i!; Ihe only way 
Skaven can ha"e a Defensive player In Iheir team . 

chains around Iheir necks, or sewn into brooches to pin 
cloaks up - these pieces arc Iite:':rally hllmmcrcd into the 
Skaven'sskln. often aboUI the head , so they stick out like a 
mw of studs. A Sk:;l\'en with :I Warpstonc Charm is allowed 
to use it once per pmC'. This cn:tblcs him to re-roll any o nt' 
die throw, whether it 's a thmw to hit . a saving throw or 
wbatever, 

MUr.:rtiOllS: Any Ska~n with a Mut:ltion should roll o nce on 
the:': following table; 

Roll Mllialiat' Effect 
2 Roll twice, ignoring rolls of 2 or 12, 

or choose anyone mutalion , 
:\ lWo Heads Gives + I to all auemplS ro catch the 

football. 
" Tbrce l.egs This Skaven is allowed to kick the 

football (and all the normal ruks for 
kicking apply). If t.be Skaven's Cool is 
less than 7, modify il to 7. The 
Skavc:o's Toughness is reduced by -I . as 
fo r kicking players. 

5 Noisome All opponents in adjacent squlln:s (ie, 
SIC'nch thc Skaven's DZ) suffer a -I modifier 

to all Attllck ' to hi!' rolls and 'Jackie 
mils - no maner who they are 
attllcking or taCkling. Skaven are 
completly unaffected by [he awful 
smell this creature gives off! 

6 Thll The Skave:':n has a prehensile tail which 
it can use to hc:lp Irip up opponents, 
and which gives II + 1 bonus to all 
'Thckk die rolls. 

7 Scaly Scaks completly cover the Skaven. 
conferring a + I Saving Throw. 

8 Le:':prous Flesh Skin & flesh hang from the Skaven in 

9 Obese 

10 Canpace 

II 4 Arms 

sickening leprous fo lds. Any opponent 
is so disgusled that they suffer a -I 
modifier to any Anack ' to hit ' rolls 
and 'Jackie die roUs made on thIs 
creature. 
The Skaven is extremly fal . Its 
Movement is rcduced by - 2, but aU Its 
Thckle die mils are modified by + I, 
and Its Toughness is incrcased by + I. 
Horny plates protect Ihe crealure's 
body. All its Saving Throws are 
increased by + 2 bUI ils Movement is 
modified by -I. 
All c:l.lching die rolls arc modified by 
+ 2. and the Skaven gets [WO Attllcks 
per tum inslead of Ihe normal one (il 
can still only makl:' one Tackle per 
turn). 
Roll twice, ignoring rolls of 2 or 12 , 
or choose :lny One mutation . 

CAMPAIGN RULES 
All the normal rules for campaign games 3pply 10 Skaven 
te3ms, except that they roll on the Skaven Sur Player -ntble 
nlher than the stllndard tablC' when they tnde in their 10 
experience points. 

SKAVEN TEAM COUNTERS 
In the centre of this m:lgazinl:' you'll (hopefullyl) find a really 
super little piece of cardboard, on which is printed - in full 
colour, no less + a complete sel of Skaven counters for use 
with your Blood Bowl game. (Please "ole: Those members of 
Ihe White Dwarf readership who do not yet posscss a copy 
of Blood Bowl have obviously got a death wish. We strongly 
suggesl that they rush out 10 their nelln:5t games shop and 
obtain a copy at Ihe earliest opportunity - before we send 
one of the DWllrf Gi:ams around to demonstrate the game to 
them!) 

lQ UK these counters with your game you ' ll need to remove 
Ihe Insert from the magazine and then carefully CUI them OUI 

Warpstonc Ch:um: Warpsmne Chums :are made from pieces (you may need a pllir of scissors to help you with Ibis pan). 
o!Awarpslone. However, I.hey aren't worn on dinky Uule If you look really hard you'll notice thai four of the coumers 

'-J ... ..A ' J , . • _ . _ • .AI. • • . " , '" C. _ ... ,-->A.-_ 
34 ac..:mTi1Gi~ 



r----------------------------~~u 
;olI't:' different from all the others, Th:.l.t 's because these 
represent the four Sur PlayeD of the Sk2vcn SCr..I.mblen. For 
those of you who would Ilkc to play wiJh or against this 
[cam the char:lClcristiC5 and ':abilities -or-these players an: as 
follows: 
Brccet Braingulpcr 
So named for [he particub.rly disgusting W2Y he de.mooslr.lIe5 
:my objection he" may b:ave to :I referC'c's decision ([he referee­
in queStiOn nevcr gets the opporlunity to nuke the s11l1c 
mistake twlee). Br:l.ingulpcr is the Sc~bkr 's best fOOlba11 -

". MA , 
TH 

3 

Magic Item: Warpstone ChOlrm. 

Skrag the Uoclean 

CS 
3 

WD 
1 

TS ST , 3 

fJ CL 
I 6 

Smg h:lS been blessed b}, th.:: Chaos Gods with a horrible 
1Xr50nal problem and smells so badly that most crc:ltures 
(2part from Skll\'Cn. who ew ', evco understand what all the 
fuss is a~out) :tn' inst:mtly revolted . 

m
-

-

. 1 

MA CS TS ST 
S l 3 3 

TH WD AT CL 
3 I I , 

Mutation; Noisome Stench. 5mg's stcnch is so bad It :ufeers 
all crt::uures within 2 squart:s, inste:l.d of the nonn'-l onc. 
MagiC hem : Warpstonc Charm. 

Shisk Four-Arms 
Experts are now comparing Slllsk w/lh the legendary bah 
Sun:hands, which is high p!'".l.ise indeed . The combin2lion of 
Shisk and Brt:eet Bralngulper has pro~d a winning 
combination for the ScrAmblers in game aite, game this 

-vl MA CS TS sT 
5 3 3 3 

TH WD AT CL 
3 1 I 7 

Mul.2tion:. Four Arms 

GlaM Smashrlp 
Smashrlp is so obese he is almost spherical, with huge folds 
of fat Ihal flop about :IS he trys to moye. He has lln imprt:sive 
record of opponents killed dUring malchs, standing af S6 at 
last count_ This figurt: obviously doesn't include those who 
have !>ten crushed to dellth by Smashrip's f:unous flying 
tackle! 

~ 
MA CS TS ST 

2 3 3 4 

TH WD AT CL 
4 1 I 5 

Mutation: Obese 
Mllgic hem : Wllrpstone Armour 

Please note; Tbe Silaven Scramblers are one mean team, 
am/ should only be matched up agal,zst teams wltb at lefUt 
6 Star Player Points. 

OOPS! 
' lfi'II, Jim, loolls like someone out there made a Fumble in 
tbe closing moments of tbe gamel' 

'That's right, Bob. However, tbe of/ending rules have been 
Mmt off, and m't' just about to be substituted by the 
jollow;'lg." ' 

Yes, the unthinkabk has hllppened. Commie ttaitOl'S from 
:mother ... Whoops - wrong game! Errn, anywll)', wboever is 
responsible, thcn: :u-c: II couple of slight mistakes in the firsl 
few coplc:s of BlOOd Bowl. AS you may have ll iready 
discovered , the Kicking Thble has columns for Strengths from 
.{ to 10. This should in fael telld from .3 to 9 (in otber words, 
where it SllYS 4: it should Slly 3, whert: it SllyS it should say 4, 
and so on , aU the way up to wbllt used to be 10 and should 
now be 9), 
Any-prone or standing player Olay hllnd-off the fOOlb:.tl1 to 
another standing player in :m adjllcent squ:ut':. He m:J.Y not 
hand-off to II pro"e pl:J.yer. Guess which word we 
2ccidenl.211y omined? 

An-d finally, a prone pl:.tyer m:J.y DOL auempt to catch the 
football If it is thrown, Or sC2ners, inlo their squart:. All they 
can do, in fact , Is lie there and whimper softly 10 themseh1::5. 
until they art: llble to stand up again . 

Incidentally, some Blood Bowl fans have noticed that you 
only get 6 Halfling coumers with the glltIle, which is nOl 
enough for a full team, We realise that some of you might 
identify with the small, repulsive 1i[[le crearurt:s. but felt thai 
no-one would want 10 play :J. Halfllng learn (because th~ art: 
so naff). The counters we did deign to Include llfe actually 
thert so the rt:Volllng little reptiles can take their rightful 
places in the Heroes of L:J.w special te:.tm (though why 
anyone would ... ). If you're re:llly lucky there might be a full 
Halfling te:.tm in the first Expansion Set . Then llg:J.in, there 
might not be. 

BUCKETS OF BLOOD BOWLII 
'~nd now, jolkJ, it's Competftlon Tfme. we've got all rortJ 
Of Blood Bowl goodies to give away, and It 's real easy. All 
YOU bal!e to do (s look ar tbls replay of tbis classic clasb 
between the Darllsfde Cowboys and tbe Dwarf Giants, and 
tell liS wbo you think the spare head belongs tol" 

"I bate to stop you, Bob, but we did tbat one last week. Tbis 
llifilk, all we want }'ou to do Is make liP a name Jar a "1'11) 
Blood Bowl team, All entries receltled by March 6th 1987 
will be put In a belmet and draw" our, and we'll award tbe 
moSI amusing entries o ne of tbese jabutolls prizes: 

Flr6t Prlze: Tbe Blood Bowl Trophy, 11. specially mountl:d 
Blood Bowl p1.ayer painted by the infamous (well. inhuman at 
any rllte) Colin Dixon of 'Bavy Metal fame plus :I signed 
cop)' of Blood Bowl plus all Ihrel: Blood Bowl badges. 

, Second Prizes: Signed copies of Blood 80wl plus all 
thrt:e Blood Bowl badges. 

20 RUDoer-up Prlus: All three superb Blood Bowl badges. 

"OK jans, notbing to It, eb? Send your entries, wltb J'Our 
name and address, to tbe follOWing address; 

Blood Bowl COmpetition 
c/o White DWllf( 
Enfield Chambers 
14-16 Low Pavement 
Nottinghllm NGI 7DL 

Did you knflw7,.. "Incldemally. sports fmiS, If you can 't waft to see If you 've 

~ 
." that the most famous Skaven Player of all W85 u.lan anything In tbe competltfon, yell ca" ot'der tbe 

" called Tanih Surehands. Tarsh had nvo heads and Of/iclally Francblsed NujJle Armorical F()Otlulil (tbal's 
Blood Bowl to you!) badges for only 50p eacb, plU$ 25p 

four arms, features which made him the leading postaRe, any quantfty. Badges fOr tbe following teams are 
, pass receiver in the league. Sadly, in /I crucial wild currently available: the EvU Gig, tbe C~05 All-SCU'S and 

card game against the SSSchHCf V'ggllUYch tbe Cb:unplons of De2th. Address al/ orders to Gamel 
5nakemen team, a missed pt3SS led to his two beads 1Jbrllsbop Mall Order, Cbewton St, Hill Top, EaJtwood, iVons 

having a vioh:nr argument , and before anyone could stop him he NGl6 3HY. See )'Ot4 same time next week, follis, for another 
, had scrangled himselflo death! '" ,..A. exciti'lg round oj BLOOD BOWL/"' 
• .--J>IL, I - d _ __ .L.. ,_ '--_ " _I..A. . ..! ' ~---"''--'-



There is a wide gulf in roleplaying games 
today: between fantasy games and science 
fiction games - or more generaHy, lhose 
which use magic and those which use 
technology. A few games have attempted to 
bridge the gap, some successfully, some nor. 
Wbilst this gulf is possibly a good thing, 
bringing technology into fantasy games does 
add yet another d imension, another huge 
area for OMs to explore. 

The reverse, bripging magic into techno­
logical games, is probably DOl as good a 
bet. Such games require a normal, ordered 
scientific world where objects fall 10 the 
ground if dropped, oo-ooe can fly and so 
on, Magic would disrupt this background 
and players voooid be less able to tclale to 
ii , Superhero games are the e.xception, but 
as they rely on personal abilities of charac­
lers JlIther than a compie!e magic sys!em 
they can be left alone. 

It is the introduction of technology into a 
magie-based !}'Slem thai is interesting, Here 
there is already an 'illogical' unreal world in 
which technology would only be another 
aspect. The first imponant point is to relate 
the level of technology 10 the general level 
of civilisation. To the primitive people of, 
say. a tribal D&D land. mirroTl or copper 
wires 'M)uld be miracles. To an advanced 
kingdom, or cullivated empire, the level and 
sophistication of technology can be boosted. 
The guideline is that technology must 
appear as magical to the people if affects. 
As Arthur C Clarke once said , 'any suf­
ficiently advanced IeChnology is indisting­
uishable from magic'. 

In general. I would always sec a ' lower 
iimjt" anyway, I think most people voooid 
agree thal bringing cars, slCam engines. 
chain· saws, etc iDlo a fantasy campaign 
'MlI.lld rather spoil the effec!. This low-tech, 
induslrial technology shouJd be avoided, 
unless it particularly suits the setting. It is 
the advanced 'sci-fi' technologies thai are 
interesting - partly because at such levels 
more unusual things can happen, and panJy 
because the players will 001 have !he same 
level of compre-hension as the GM who 
designed it in the firs! place. This lalter idea 
has a funher point: that il is wiser 10 !eli 
the players thai technology exislS and they 
can utilise it than to keep them in the dark. 
There is little point in bringing in such an 
important aspect and 001 letting lhe players 
use it. Of course using it and fully 
comprehending it are two different things. 

The Tower technological limit T \lIQUId sel 
would be that of the last quarter of this 
century - computers (microminiature items 
especiaUy) and the like. I have brought iolO 
my own D&D campaign a very advanced 

technology - perhaps at the Wan level of 
the DUII~ books. It is virtually indistinguish­
able from mag.ic - even though my players 
know full weU what il is. Once players have 
realised they cannot t.reaI such technological 
marvels as they would in rea1life, they will 
unconsciously think of them as magical. and 
interact with them similarly, 

There is vinually no upper limit to be set! 
from own ellperience, I have 

level of technology 

~~~~~~~l from Ilk itself-I allow 

"''''''' 

oologicaJ 
conceived 
reproduce ;;;.,;;;,;,;;;;: complex 
emotions, die and so on. Such beings (or 
machines, depending upon personal 
preference) make excellent 'mysterious' non­
player characters from the point of view of 
motives and typeS. 

But where do all these things come from? 
There are a few possibilities, depending 
upan how free a campaign is, and how 
easily il lakes new concepts. One idea mighl 
be the classic ' lost civilisation', Here, )UU 
set your campai¥.n mall)' many years after 
the previous civilisation collapsed (global 
wars, biological plagues, etC are typical 
causes) leaving all their anefects behind to 
be discovered by the players. or course. the 
technology would have 10 be advanced since 
the machines must be able to look: after 

themselves aver the inervening centuries (or 
wha1eVer). For eumple. there could be 
heuristic (self-improving) programs, cyber­
netics (SYStems that exhibit human 
characteristics) , von Neumann machines 
(those that reproduce themselves) and so on. 
Power sourees would probably be solar, geo­
!henna!, or other long-term types, 

Alternatively, you could use a temporal 
basis for technology : that future advanced 
eras come back into their own paSt for 
whatever reason. HislOrical research, pre­
manipulation of their own time eras, experi­
mentation on 'primitive' stock.. etc are all 
possible reasons. 

A more radical idea is to expand your 
campaign from a single land, or perhaps 
planet. into the galaxy - or even the entire 
universe! Having taken this iitep (and it is 
nor really so difficult) )UU have entire alien 
tedmologies to utilise. This is what J have 
done in my own setting. The limit so far is 
the galaxy. but who knows, even thai might 
change ... Having decided to Invent alien 
technologies, the usual problem is inter­
facing them, if more than one e.tislS in the 
sening. I avoid this by assuming they're so 
adva.nced, the computer con!rol 3Ystems 
shouJd eventually be able to talk II;) each 
other ... a cop-out, bul who care(! It is the 
ideas that matter. Since we are treating ~ 
adwnced machines 85 magic, there is $imply 
no need to explain exactly how they work. I 
use machine/organic interfaces, which are 
probably beyond everything except our 
IDven-tod 'ultnllech', but don'l bother to 
explain exactly how the feat was done.. It 
isn'! necessary. It also brings in such fas· 
cinating things as cyborgs (<<CelleD! NPCs), 
speciaJ bio-eomputeTS thai can talk directly 
to living beings. and lots of other 
possibilities. 

You may lhink thai introducing technology 
into fantasy campaigns Yo{)Uld demean 
magic. Perhaps, but t have not noticed 
myself. My players have simply made room 
for it in their actions, using magic pretty 
mucb as they used 10, It does deperxl on 
haw )UU sel the thing up - Oooding a dty 
with amazing machines will inevitably 
unbalance the setting. More subtle intro­
duction is the way, and panicularly if you 
give the actual machines very specific 
effects. then they won', affect the magic side 
unduly. 

The place to get inspiration is of course sf 
books, an inva..luable source. J could mention 
many but the ones below shaw the variety 
possible. Frank Herbert 's Dunt! sequeoce is 
a good place to find ideas. The wan 
technologists came up with many good 



things, in particular the 'no-rooms', non­
spaces where characters !..'ould hidc from 
prescicnt viewing. This could be cxpand~ 
by allowing no-rooms to shicld peoplc from 
anything - psionics, magical detection, 
detection by other machines, and so on. 
Linking all conceiwbte no-spaccs togcther 
could providc a spacewarp-typ(' method of 
instantancotJs traVel. Tbcy also devcloped 
hugh oo-roollU caUed no-ships. Another 
feature of thc DuM books are the various 
special information storagc deviccs -
Ridulan crystal. for example. Such very 
compact memorics are a useful idea - the 
diamorxi-memory of the film Zardoz (and 
aJso Gene Wolfc's Book of thr New Sun) Is 
another examplc. Lost diamonds have a1ways 
been an interesting an:a of our own history 
and can provide good adventure ideas. The 
Dune cloning ICChniqucS were aJso vel}' 
advanced although provided by another 
group. the Tlciluu. Clones are another 
uscful soun:e of scenario ideas - no cha­
racter wants duplicates of himself wan­
dering about unchecked, be they good or 
evil. 

Newcomer William Gibson has invented a 
fascinating cnrapolation of today's computer 
Icchnology <in NeurrJmancer. COllnt Zero 
and Burning Oirome - required reading!). 
cyberspace. This is thc hallucinatory 
'terrain' of the World Data Network as 
perceived by the bwnan brain . The possi­
bilities of cyberspace art eooless and 
absorbing. Gibson also uses biolmachine 
interfaces which seem vel}' advanced -
chips that can be 'plugged in' to sockets 
built imo humans. for example. In a similar 
vein, thougb with the accent on biology. 
Greg Bear's Blood Music is well worth 
looking into. 

Julian May's Plicoane quartet also bave 
some nice 'magical' technologicaJ ideas, 
especially the various fields that allow time 
traVel (of a son), inemaless flight , genetic 
manipulations, and other goodies. I 
particularly like Marc Remilard's Ccrebro-­
enbancer, a device enabling him to vastly 
amplify and modify bis mental abilities. 
This son of character as an NPC is truly 
fascinating, the arcbetypal man-macbine 
beloved of many stories. A piry about May's 
attcmpfe<1 scientific explanatioDS and plot 
devices, though - still, you can't hllVe 
everything. 

1h~ Book of the Nnt' Sun is an unusually 
inspirational source. Though GMs should 
DeVer Stcal ideas wholesale (modification 00 
suit the OM or the campaign is always 
better) these four volumes are packed with 
irresistable things. There Is a largc range o{ 
items based on mirrors - books with 
mirror-leaves, octagonal space-bending 

mirror<bambcrs, and perfect mirrored 
annour. Even more fascinating an: the 
butterfly-like beinES that inhabit the former 
tWO anefacts. 

For the 'classic' techno-fantasy there is Jack: 
Vance's rich and complex human-aIicn 
settings - the Dying Ei:lI1h series in 
panicular. These are mucb more magic! 
fantasy oricntated, but the interfaces between 
magiC and technology are still there and 
well wonb checking out . A IBfEe dictionary 
is useful when reading Vaoce', books. 

Another useful soun:e of ideas is non-fiction 
books - even New Scientist, Nature and 
Scientific Amrricon! There are plcnty of 
well written books available. 

Then there are thc slnlDge spacesbips that 
affect gravity in their local mao then 
disappear into incooceiwble spaces. There 
an: 'aquastors', beings supponed in realiry, 
usually by machines that search the minds 
and memories of othcrs 10 creaie thcm. 'This 
idea of mental ability or effects in con­
junction with highly advanc:o:;I technologies 
is a particularly rewarding one, going back: 
10 the 'man-machine' again. The House Now, having postulated the cxisU\nCe of 

r-----------,.,.,.,.~ these wonderful technological devices, who 
uses them - and haw did they learn? There 

t~;;:~~~~S~~~~~~~~, are various answers, If the machines are of alien origin, clearly the aliens are the beSI 
users. Incidentally, as you might expect, 
alicns make superb NPCs if handled prop­
erly - ie not as crazed xenophobic 
homicidal laser-wielding hulks. The besl 
kind of alien is nonviolent, perhaps in the 

Absolute, residence of the Autarch, is 
anothcr interesting concept - two houses 
designed 50 that the secret second one co­
exists with the first, and yet is almost 
unfindable. 

The Book of the New Sun illuslnlles another 
imponant point in merging technology with 
magic: weaponry. Experience (and common 
sense) has shown that extnllcITCSlriai or 
highly adwnccd weapons, energy weapons 
in panicular. are far more deadly than 
magical ones, Gene Wolfe's star-pistols, 
energy-lances and suchlike are inevitably 
superior to mag.ica1 weapons or missiles, by 
their very nature. Hence Pes should nevcr 
be all~ 10 get their hands on such items 
as they will wreck: your adventures, ~r 
carefully you planned. it. Similarly, GMs 
sbOl.lld hold back on advanced weaponry or 
use ;t with great caution and under con­
trolled circumstances. Cyborgs with Iaser­
arms might be great NPCs, but nOl if they 
slice up the pany in two seconds. 

I manner of Star Trek't Vuicans; either that or 
smaIl and funy, like Felix from 1M 
ThnoriJen. 

If the users are the ones who designed the 
technology, there is no problem. It is if and 
whcn the machines and devices are found by 
your average pan)' of adventurers that 
thought .is heeded. One way would be to let 
them experiment until they understand the 
basic principles (another reason fur disal­
lowing weapons - th.ings can get messy). 
This is probably the best method, since a 
lot of playcr-GM interaction will resull. An 
alternative might be to allow teaching units 
which automatically invite the players to 
plug in and learn. In my own campaign, 
some of the more advanced computer 
systems are like artificial intelligences, and 
can make decisions themselves as 10 their 
uscrs. One or I'M> can re-form themselves 
into teaching units, or in fact any other 
dedicated system. Once used., they 
restructure lhemselves into the Original 
system, or whatever the player (or Npc) 
desires. 

As a final point. GMs should never hold 
back: on altering player/characters' items or 
discoyeries to change the plot slightly, or 
alter their status. Things do go occasionally 
wrong with machines! If you use Artificial 
Intelligcnces, or self-aware ICChnologies. 
they will of course be able to work with or 
against the uscn, as any other nonnal non~ 
player character would. The imponant thing 
is to let things run smoothly and keep them 
balanced. I 'M>Uld beware IeIting technology 
become the dominant aspect of a fantasy 
scenario, unlcss the GM genuinely wanu to 
change it in this fashion. It is best treated as 
only another aspect of the game. 
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Model 
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Despite their importance in wars and 
polities (the usual focus of roleplaying 
games), few RPGs COVcf mercenaries: 
the ADSD Dungeo" Masters Guide 
includes them In the 'Expect Hitrlings ' 
section, separating them Into 16 cate­
gOries whose pay V1U'ies between £40 
and £120 per month (calculated by the 
Ale Standard), inc,luding food and 
housing, while their officers earn op to 
'£192,000 a year! The RuneQuesl U 
rules, for CX2Illple, list the favoured 
weaponry, armour and spc:Us of five 
types, since charActers may be a­
mercenaries, but they giVC" no guickiines 
on the cost of hiring mc:rcerutries or 
how they can be used . Other games 
Ignore them totally. This article is 
Intmded 10 correct this by giving a 
vkw of mercenary life, :1I.ong with the 
facts and figures n«ded to use them In 
games. 

All rate! of pay listed in this anick 
have b«n worked out In accordance 
with the Ale Staodard (explained in P:l.ul 
Vernon's micJes 10 WD29-33 and Best 
of WD Ill) , and are listed In AD&D 
gold pieces. For conversion purposes, 1 
AD&D GP ., .£20 now - 2 RQ Lunars 
• Cr40 bvd.ler - Sl5 DaredevIls ... 
Obviously, modem and SF mercenaries 
will usr different weapons and t2etlcs, 
but these can be converted too; for elite 
light cavalry read light gnav tanks (Tech 
13), for horse archers te2d dvilian cars 
with Lewis gun mounts ... 

What Are Mercenaries? 
Mercenarie~ arc soUders who fight for 
forces other than their national army. 
Most fight for anyone who will pay 
their price, some for a principk they 
believe 10 . Most tra,'d around the W21'S, 
many work for the same army in 
garrison or troop lnaining work for 
years. There is no such thing :lS :l 
typical me~n:uy. Few people, for 
~ple, rea1Jse th1t the British Army 
still employs mercenaries; they're called 
the Gurkh:lS! 

Some mercenaries a~ experienced, 
professional troops trying to better their 
101, hut they He usuauy outnumbered 
by the bravocs who an: in the job 
because It offers them the opportunity 
10 sw:l.gger and look tough in front of 
the civilians when they 're out of work, 
and when they're In work they can 
rape, pillage, and plunder. The latter arc 
despised by the former as they give 
mercenaries their bad ~utation, and 
the br:woes fear the good mercenaries 
as they do have enough service to 
recognJse the hard tlelf-assurance which 
n!ally lOugh men have - an o:perienced 
mercenary bas real charisma. and can 
often control a crowd of rowdy young 
roughs with a few hard words. 

A 800d mercenary has been In 
:lelion several times, usuaUy over at 
least five years, and has become a good 
soldier. He owns his own equipment 
(experie.nced mercenaries will never be 
light foot troops since they always have 
reasonable armour in games where 
armour is used), and 75% of mercenary 
cavalry will hlilve they own warhorses 
(but high-tecb vchicular trOOps rarely 
have their own vehicles uoless they're 
hired as a unit), As experienced [!'OOps, 
they have learned the value of self-

Mercenaries in roleplaylng games 
Cbrb Felton 

'''Tis a great day, General," tbe young 
King pipet!. "7bday we shall bmlg tbe 
usurper from tbe nearest yew." 

' :04J'E!, sire. we sball.·' replie(lliJe 
Gener"l. 

"HI seem to doubt )'Our own UJQrtis, 
my Lord," tloted the King. 

"His army was blooded in the 
frontier battle, whlfe ours Is untried. 
And now be bas tbe lff)1J Pack .. :' 

"Six blmdred meramar(es uJ/1i 
make little difference to bls ten 
tbo,lsarJd men. And we b(UJe oller eigbt 
thousand mercenaries in our twenty 
thousand." 

"He btu four thousand mercenaries 
woo signed on st"gly - good men. His 
other troops are all volu"teers, and 
bavb'g the lWJ/f Pacll 0" your side Is 
1I)0rtb a Ibollstmd men (n morale 
alone - they arP the best, Dlirs are tbe 
dregs: scum like !evlce's Horde atld the 
Black Dragons, a load Of swaggering 
braVQes, backed up by tOl/ln guards· 
men and conscripts," 

"General, everl if we do win today, 
we sbolild barJe your head for fucb 
talk. But we sball be merciful, for we 
sball win - tbe Gods are on 0'" side. .. 

''J"d feel bappier 11 tbe lWJlf Pack 
knew that " muffered the General as tbe 
King strode away. 

discipline and the need to follow orders 
bul they don' t like the restticdons 
placed on them by an oath of fealty to 
a big Army, so they prefer to travel. 
This makes them comparatively know· 
ledgeable, often speaking several 
languages and wcll·verscd in the 
customs and geography of many lands, 
evm those they'vc nevet been to (il'lI 
nice (0 know such things, just in case). 
This doesn't exclude self-disciplined 
and efficient mercenaries from a 
Chaotic :l.iignment in AD&D - the}' 
don't neces~arily disobey orders thei r 
molto is 'The only worthWbile 
discipline is seU-discipline'_ 

A poor mercenary has usuaUy been 
in lbe profession less than five years 
(aftet whlch be's dther dead or he's 
become a good mercenary), and is the 
son (lbe few fcm:l.ie mercenaries are aU 
in it for reasons of their own, so they 
rarely fall into the macho image­
building of the bnvocs) of :I large, 
middle-class family. Lower-class families 
cannot buy their sons the son of 
traIning which will qu~ify them for 
olercenary units. Upper-cl:l,ss sons 
wouldn' t demean themselves with the 
hard life of profession:l.i soldier unless 
the family Is broken, dishonoured, or 
wh:w~ver, in which case he will tx 
striving for ~ut2tlon, classing bim 
with the professionals, Their equlpmem 
is rarely well-maintained, and they 
rarcJy tnin urness 1n officer Is standing 
nearby to ensure that they do. MoS[ of 
their time is speDt g:lIDbllng, drinking, 
wenching and, nalUl'2l1y, swaggering. In 
battle, t.hey tend [0 dk a lOt. 

What Do They Do? 
A mercenary is supposed to kIU people, 
right? Wrong - ~r establlshlng their 
reputation many good ones never draw 
steel In :tnget again. When they decide 
that the time for them to ride around 
seeldng out wars is over, most mer· 
cenarics settle down to marry and sign 
a long-teno contract to train regular 
trOOps, City guardsmen or militiamen . 
Few are still riding around in battle 
after the age of 30: by that time they've 
survived 12-16 yeus of war :lnd can 
command good money as an instructor. 
Only veterans of ove:~ five years ' 
experience can normally gain training 
contl"J.cts - no-one wants a brdvo in 
cbarge of their delicate young recruits, 

Apan from long-term contnCts, 
mercenary work is seasonaL Wars (until 
the 19th-century advent of total war) 
were :1I.ways foug~t in early summer, 
between plmting md harvest. Mer­
cenaries don't worry about agriculture, 
but if war is mopnted in planting or 
harvesting time tbe crops will not be 
tended and conqueror and conquered 
alike starve. In late summer and autumn 
the mercenarie! move OntO garrison 
duties to replace those released to tend 
the crops (troops in rural regions are 
usuaUy made up of such part-timers), 
and in winter they art' unemployed 
unless they nun ... gc: to galo :I temporary 
instructorship. (r:alning the troops kept 
in barrncks by the bad weather. This 
assumes a European style. dimare, of 
course, adjust it if your campaign is set 
In Egypt or the: Congo! Garrison work 
is :1I.ways available in late summer and 



autumn, hut WlU'S are difficult 10 roch 
in time and there are few winter 
instructorships available. 

Since lhis me:ms that merceruuies 
may be out o f wod[ for up to dghl 
months of the year (and because they 're 
being paid to risk thdr lives) mer­
cenaries are expensive, and they 
dem:rnd fIxed-term contracts, which 
me:rns thllt if they sign on for a four­
month W2r and win it within a month 
they can sit around for the nat three 
months' pay (or collect c:.lSh in !Jeu and 
sign up for lUIother war somewhere 
else). Normally, though, fIXed-term 
conU2ets are usuallr timed to end with 
the campaign, so a four-month contract 
may well specify that the troops will 
train together for thrtt months to get 
used to working as a unit and improve 
their efficiency in the field before 
starting out for a war they think they 
can win withIn three weeks (but they 
allow 30% overtime in case It's tougher 
than they thought). l\'-iliting usually 
stans al the beginning of April, most 
invasions occur to mid-June, and peace 
treaties are signed by the md of July. 

h is thls training period which 
determines a mercenary's place in the 
army. They usually sign on singly o r in 
stru.ll groups, and the officers must 
weld these mobs Into and efficient army 
within a couple of months. Slackers 
wUl be spotted :md either weeded out 
(rarely - an army usually Deeds all the 
cannon-fodder it can get) or consol­
idated into bravo units, which consist 
entirely of toughs who think they're the 
best "''lltriors since 12.lp:m Empireb:me. 
These uolts are then put intO the thick 
of the <lction as a W2ve of expendabk 
but tough warriors (as opposed to 
consCript troops, who are equally 
ccpendable but unlikely 10 do the job): 
the fits! through a breach in the waU . 
the decoy units to spring a U2p, the 
fint across a ford to cbeck for. 
ambushes ~fore the main body enters 
the river, and so on. If someone 
survives their wars In the point units 
they will e"I'cnlUaUy learn one thing: 
they're mugs. Flnt through the breach 
iii heroic, certainly; first into the ciry 
usually me:ms the best of the looting, 
yes, but there do seem an awful lot of 
gaps In the r.rnkll after each mission, A 
mercenary in this first year in the point 
units has a 20% chance of survival , 
40% in his second year, 50%, 60% and 
65% in the next three yean. Beyond 
this. mercenaries have a 70% chance of 
living through a campaign as a member 
of a point unit , as opposed to tbe 90% 
chance of a Six-year veteran in another 
unit. Overall, point uoJts have 75% 
casualties, good unilS 2'7 ~ % (a mer­
cenary who takes his training seriously 
has hili the chance of dying of:m 
equivalent m2n in the point units). 
Conscripts, if used to support the better 
troops, also ba~ 75% losscs. or 100% 
if used as point unils. ~gular ~y 
troops' lo~ses are 59%n5% . 

(Appl ylog these figures to the forces 
in the opening story, the usurper stands 
10 win easily: he can eliminate the 
King's forces - if they stllld and fighl -
and still have over 2000 mercmaries 
left!) 

Cost? 
Mercenaries are expensive. The longer 
the COOlr:.l.ct, the cheaper they come 
(due to their employment insecurity), 
but combat pay is $till extortionate and 
they also have booty rights which can 
reduce the value of the property their 
employer can seize, Units can waive 
booty-tights in return for a guar.mteed 
bonus, wbich would generally be 
offered to :my group assaulting the 
palace or tax office of your target, but 
it can cost a considerable amount. 

Mercenary Wages 

1tooPl)/>< """"', .,,'" w'" "''''', 
_At<bm 
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"my fool 46 JI 92 , 
"",fool '6 '" 12 '" HCZI'}' HobIIzt' 63 10 126 • Ugbt HobUu ., 
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HOI'S( Ardxr <9 51 9! 3 
HOI'f CMlry 110 III 220 7 

"'" "''''1 
60 66 IlO , 

Medhtm CMIty 87 96 III 6 
S,.,..t 16 51 92 , 
, M~ troops whO flgtII 00 foot 
t /lllIiury mginm 

Most mercenuies sign up individ­
ually. and many of them need 
equipping. Elite mercenaries (the 
professional ones) wUl need about 10% 
of their and 25% of their 

ones 50 % of 
(or 90% of 

2I1d all mounts for a Spring 
This equipment becomes 

unless they are thrown 
By U2dition, a mer-

'",._" .- on receives a bonus of 
V2lue of the equipment he 
bim, pa~le at the end of 

contract. For the employer, this means 
bis units cost blm less :md there is :m 
incentive to Stay around till the end of 
[he contract; for the mercenuy It is a 
reason not to waJk off with your last 
employer's equipment and seUll before 
getting a new contract. It is still more 
profitable 10 do 50 (bence the lack of 
equipment on bravoes), but issued 
equipment is rarely u good as :m hem 
you've been using for years· a favoured 
sword Is a good aample, as It's almOSt 
impossible to get one with the same 
weight, reach 2I1d bal:mce. .. If a unit 
signs on together they will all be fuUy­
equipped, but generally mucenary units 
have altt:ady weeded out the bravoes 
and thus cost more. 

All Wiges an:: listed In AD&D gold 
pieces per month for one trooper, 
acept 'Combat ', which 15 the bonus 
payable far each day in which the 
troops see action, The figures have 
already bem adjusted to allow for the 
higher pay of officers and &el:Eeants 
being avcr:.I.ged out throUghOUI the unit. 

If hiring on as a unit . a platoon of 
30 men COSt 36 times the individual 
man's W2ges (as staled above), a com­
pany of 60 men COSt 70 times the basiC, 
a banaUon of 240 me:n cost 300 men's 
W2ges, and ~ regiment of 720 men earn 
900 times a single man's W2ges. 

Mercenary 
Recruitment 
Hiring mercenaries is easy as long as 
you have the money. Merely send 
couriers out to aU the TJl2jor cities to 
aet as recruiting agents (they COSt the 
same to hire as scribes but demand a 
bonus for each mercenary recruited), 
and sign up anyone who arrives, 
Mercenary offiCers will arrive. and t2.ke 
over the training for you, and organise 
the troops in the mercenary W2y, Eighty 
per cent of the troops you hire like this 
in the Spring will be bravoes, twenry 
per cmt elite. In this :tn.icle, 'Elite' 
men::cnaries :uc the professionals, :.lS 
opposed to the bully-boys. E.Iite mer­
cenaries with four or more yeatl of 
service will be called ultra-clites. By the 
time of the Summer hiring the propor· 
tion of bravoes has dropped to 40% 
(one-third of the survivors of tbe point 
units having gone on 10 less savoury 
professions until next summer), and 
instructors an:: all ultta-dlle. Any dite 
mercenary can advise you how m:my 
recruiting agents to send out, and 
wbere to send them, for the right 
number of mercenaries. M a guideline. 
In the Spring citl" generally have one 
mercenary for hire per 200 inhabitants • 
don't bother recruiting in tbe runl ...... 



[n some cases the r:ltios will be 
different from those quoted above, An 
lU'my with a reputation for lax- disci­
pllne will :mract more th:m its ~hare of 
thugs (it seems the !Gng's force at the 
beginning has that reputation), while 
the apparently inferior force tttlds to 
anract elites looking for reputation or 
siding with them beC2Use they' re the 
'good guys' - obviously the usurper is 
worthy, otherwise the famous Wolf 
P:lek wouldn't join him , 

Codes of Behaviour 
In most culrurcs the mercenaries share a 
(usually unwritten) Mercenaries' Code 
which governs the way they are hlred , 
employed, and disciplined, Elich cul­
ture 's Code is different, but they usually 
have the following In common: 

Hiring, Any mercenary emplo)'ed to 
recruit and command others ha~ (be 
ultlm:ate comm:and over their use and 
personnel: they may refuse missions or 
veto the :addition of people to their 
unit , The first p:art of this cl:ause is to 
prmect good mercenaries from being 
used on suicide mi5,sions (although the 
comm:ander will use his expend:able 
mercenaries on high-risk missions, :.IS 

nOled above), the rest to protect the 
unit ag.a.ints incompetentS - the Duke's 
.son may hllV'C commanded a regiment 
of the Regular Anny in their barr:lcks 
duties, but the Major comm:anding the 
Wolf Pack wouldn't let him take one of 
his ellte platoons, p:anly beCllUse of his 
lack of re:l.l experience and partly 
because of the effect on that platoon of 
their regul:ar SergeaDl being replaced b)' 
a fop, Less esteemed commanders wUl. 
of course. usually give WlIy to such 
tkmands from their employers, 

Abuse of Contract: No unit can be 
used for a nything outside the scope of 
tbeir Contract, A troop bired for border 
patrols annm be broughr into the cities 
to quell rioting , for ownple.. The usual 
procedure: In such cases Is hurried 
renegotiation of the contract and 
addition of generous combat-duty 
bonus, 

Dl8clpline: Mercenllries are subject 
only [0 the discipline of the metttnary 
commander, This Is to free mercenaries 
of ruch demand as regular prayer in the 
local 'Jhnple even If they are not of the 
appropriate faith , loe:al curfews, not 
smiling at a{tr:lctive ladies in the street, 
and 50 o n , Mercenary commanders will 
make It dear lO their emplo)'eD what 
restrlctJons bis men will agree to and 
lD2ke the men aware of what they have: 
promised on their behalf, which 
become the rules for that unil , Mer­
cenaries not on contract are subject to 
the local laws, 

Generally, mercenary punishments 
will be lighter than those of civilians or 
regular armies, They have no use for 
prisoners at hard labour or mutilated 
men, so their punishments :are extra 
duties, los5 of prlviliges, and transfer 
out of the eille units Into the apen­
dabla (the latter is nOt officially a 
punishmenl, or eo.-cn connected with 

the offence, since the expendables :lore: 
alWllYs glorified to stop people noticing 
how they're being used), SeriOus crimes 
- r:lpe, theft , and so on - ate punished 
by discharge from the rnercen:tries and 
h:anding over to the local authorities, If 
the unit is in the field there: is usually 
only one pe1l2.ity for any serious crime: 
death , It i5 ::I universal rule that anyone 
endangering bis comrades -also dies, and 
desertion is usually also fatal. In many 
cases, less reputable mercenaries ignore 
the custom of handlng offenders over to 
\00\ justice. which lldds fa their bad 
repur.ulon (and their recruiting appeal 
:unong the bully-boys), but even they 
apply the death penalty for the heinous 
crimes of desertion or endangering, 

Vengeance, If a mercenary or unit is 
wronged by anyone they, o r their 
friends , will take revenge, Read 
'Srornel'5' in 'The Spirit 0/ Dorsa" by 
Gordon R Dickson for the tale of the 
destruction of the entire cit}' of Roeh­
mont in repdsal for the murder of one 
mercenary, 

If the wrong is non-payment ..,f 
Wllges, watch OUI! The offended mer­
cenaries wiU often respond by turning 
outlaw :and taking plunder rights from 
the people they were hired fO protect , 
Only the br:lvoes will do [his, but the 
good mercenaries won't stop them 

wblle they' re unpaid. And ex-mercenary 
b:andits are a tougher proposition than 
nonnal ones" , 

Mercenary Statistics 

/,n'fiQ{ ul}ti of /.tt"f/ of 
1'JJ> .. """pm ""''''''' Lfeu/f1uJnlJ 

ReguJar Army I 3 6 
8ra\IU Merttnary , • 7 
Elirc Men:e1Ury 2 , 8 
Ultra-Elirc " 7 9 

• very t:tl't! 

Warhammer Battle 
Like ChampiOns :and Heroes, Mer­
cenaries can be described by a SCl'ies of 
modifiers to the basic creature. profile, 
Crearurcs subject to stupidity wUl never 
be treated as mercenaries In the normal 
sense (as their nature makes mercenary 
work toully foreign to them), 

MW58SST WI , ., ., 
.. } .. \ ., 
+5 +'2 +1 .. 6 +1 

ld 1m CI WP py 
+1 I' .1 .1 ' 
+1 +2 +1 +3' ., .1 .3 ., t llYl 

Percentile Systems 
In systems like RuneQuest and 
Stonnbringer the skills of mercenaries 
are as follows: 

Bravo: Well.pon I 50%, Weapon '2 
40 %, Weapon 3 30%, Weapon" 20 %, 
Riding 20 %, Survival 35% 

Elite .. We2pon I 70 %, Weapon '2 
50%, Weapons 3 &" 30%, Weapons 5 
& 6 20 %, Ride 65 %, Survh'al 50% 

Ultra Elfie: Skills as Elite plus: 
Search 25% , Hide 40%bListen 50 %, 
Move Quietly 50 %, Am usb 50%. 
Climb 35 %, Conceal 35 %, 

Other Reading 
The title of this ardde is, of course, 
stolen from Frederick Forsyth's book 
The Dogs Of Wa,. (which he, in turn, 
stole from Shakespeare), wbleh covers 
the organising of a (probably fictional, 
but some claim otherwise) '70s mer­
cenary operation in detail. Mike Hoare's 
Mercetlary Ukewise covers his real-life 
organising of the Congo mercenaries 
who are fictionalised in Wilbur Smith 's 
The Dark 0/ the Sun , 

Any Dol'5a.i Story gives a good image 
of a future-tech mercenary, espedally in 
relation w tbe Mercenaries' Code, 
which the Dorsai have formalised , Tim 
Powers' 'Tbe Drawl1lg 0/ tbe Dark ' 
features a 16th-century mercenary 
although for much of the story he is 
not employed as such, Those parts 
where he is reflects the contempt of the 
professional warrior for the heroics of 
amateurs, 
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SETTING 

NEVV STANDARDS 
RuneQuest Third Edition is available now from all good games 
stores and hobby stockists. The 96 page hardback book is packed 
with colour and black and white illustrations and is the perfect 
introduction into a fantastic realm of magic and heroic adventures. 

Available Irom all good games lIores end hobby siockllll, In cne of 
dlfficultv contact: Games Workshop. Chaw Ion Street, HIli Top. Eastwood, 

Nottingham. NG16 3HY, 
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DIXON MINI ATURES. Unit 28. Spring Grove Mills, 
Linthwai re. Hudderslield, W. Yorkshire. Tel: (0484) 846'62. 

Instead we've managed 10 cram EVEN MORE 

fantasy. SF and wargoming supplies into our shop at 

Croydon Indoor Market Park St. Croydon Surrey 
01 760 0078 
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COMING SOON 10 
A WHITE DWARF 

NEAR YOU! 

NORTH 
WNDON'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. 

l§.ISURE GAMES 
91 Ballards Lane 
Finchley, N3 lXY 

Telephone: 
01-3462327 

OWiI 3 mlnutesw:aLk from PINCHLEY CENTRAL UNDERGROUND) 

OPEN 6 DAYS A WEEK9.30am-6.00pm 
(SAT - S.30pm) 

We can offer mail order - send SAE for details 



·1 T'S , 
HERE 

A T A l o G u E 

The complete guide to Gamet Workshop'. fantas tic 1987 range of 
roleplaving and board games, lIIu$treted throughout In full colour. 

Avlilable horn.1t gOOd g.mt.ll0' .... ln tiM 01 dinlc.~IIV. ~ .... com..,l: 
GAMES WORKSHOP MAil ORDER. CHEWTON STAen. HIIJ. TOP. EASTWOOD, 

NOTIINGHAM N01S 3HV 

• FOR ACCESS &: VISA ORDERS RING THE MAIL-ORDER HOTLINES ON (0773)789522/760462 -=-



FOR THE FINEST IN FANTASY 
-Special offers always a\lailable -

Citadel, Essex , Denizen , Grenadier Miniatures 
-thousands in stock, Prince August, Hovels, 
Torchlight, Playing Aids &. Accessories etc. 

95 Newark Road, Bracebridge, Lincoln. 
Tel: 0522 42566 

CANTERBURY 
SOFfW ARE & GAMES 

9 THE . ' RlARS 
CANTERBURY 
KENT eTl lAS 

(0227) 453531 

LARGE STOCKS OF: 
DUNGEONS & DRAGONS . RUNEQUES"f. 
TRAVELLER MIDDLE EARTH. DR WHO 
STAR TREK. CHAMPIONS. TALISMAN 

JUDGE DREDD 

MODULES FOR ABOVE MINIATURES 
BY CITADEL. GRENADIER PAINTS 

&: BRUSHES. PLUS A LARGE RANGE 
OF SERIOUS BOARD GAMES 

AND LOTS MORE 

A complete science fiction role playing syatcm 
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A complete science ficHon role playing syslem 

" 

NOT JUST STAMPS 
17 CRENDON ST, 
HIGH WYCOMBE, 
BUCKS. 
Tel: (0494) 41717 
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Time Travel for the Judge 
DreddRPG. 

SECURITY RECORDS 
COMPUTER ON UNE 
ENTER YOUR NAME 

,JUDGE TURLOW 
VOICEPRINT tD CONFIRMED -

GOOD AFTERNOON, JUDGE 
TURLDW YOU HAVE BEEN 
CLEARED FOR ACCESS TO 

SECURITY FILES AT PRIORITY 
AA1. ANTI·SURVEILLANCE 

SYSTEMS HAVE BEEN 
ACTIVATED. 

WHicH FILE DO YOU 
REQUIRE? 

:SPECIAL BRIEFING Tl 
ENTER AUTHORISATION CODE 
:BV7-231: ON AUTHORITY OF 

CHIEF JUDGE CONFIRM. 
ACCESSING BRIEFING T1 

Good afternoon, Judge Turlow. You have 
requested permission to use the Proteus 
Time Displacement Module in your 
current investigation. Accordingly, you 
must be briefed on some of the 
problems that are lik,ely to arise in any 
use of this technology. Please note that 
all information related to Proteus is 
seclet; citizens must not be informed of 
its existence and implications. 

The Justice Department first learned 
that time travel was possible several 
years ago, when a criminal from the 
future murdered several Judges. Judge 
Dredd identified him as a perp who was, 
and is, frozen in The Vaults. Dredd 
arranged 10 have a bomb implanted In 
the criminal 's abdomen. The murderer 
attacked Dredd, but Dredd detonated 
the bomb and executed the criminal. 
Unfortunately the time travel harness 
used in the attacks was destroyed by 
the explosion. This incident showed that 
time travel would be feasible in the near 
future, and also demonstrated a simple 
paradox: Dredd arranged to have the 
bomb Implanted while the criminal was 
still frozen. before he had even begun to 
plan his crime. 

In 2103 Judge Feyy 's final prediction 
warned of a terrible disaster that would 
occur in 2120. This incident led to the 
Krysler case, which is best known as 
the Judge Child case. Please look at the 
chart of this case on your monitor 
screen, 

The Krysler case is a frightening 
example of a t ime paradox. Feyy warned 
of disaster in 2120, and said that Owen 
Krysler would rule the city in its hour of 
need. Judge Dredd followed Krysler's 
trail across space to Xanadu, confronted 
him, and decided that he was innately 
evil, unworthy to serve as Chief Judge. 

Without the prediction, what would 
have happened to Krysler? Oredd first 

B~E 

encountered him III MemphiS, Filmore 
Faro's stronghold . If Dredd had not 
intervened, Krysler would have been 
retained as Faro's slave and prophet, 
until Faro was eventually assassinated 
or died of old age. Judge Dredd 
wouldn' t have killed Faro, so the series 
of events stemming from his death 
wouldn' t have occurred as they did. 
Krysler would probably have never met 
the Angel Gang, reached Xanadu, or 
formed his hatred of Judge Dredd and 
Mega-City One. Every event between 
Feyy's death and Dredd 's rejection of 
Krysler was shaped by precognition, 
first by Feyy's initial vision, later by 
Krysler 's talents and the use of Oracle 
Spice. 

Although Dredd rejected Krysler, the 
paradox continued. Krysler used his 
powefs to attack Mega-CIty One, but 
was killed by Dredd. Grunwalder 
attempted to c lone Krysler, but created 
a hideous mutant with unimaginably 
strong psychic powers, In 2120 this 
creature would have attacked Mega -City 
One and assumed absolute power, thus 
brlllging about the disaster predicted in 
2103. 

By an apparent stroke of luck. the 
Justice Department perfected the 
Proteus time travel module In 2106, and 
Chief Judge McGruder sent Judge 
Dredd and Psi..Judge Anderson to 
investigate events in 2120. Through a 
computer record of the disaster, and a 
confrontation with The Mutant, Dredd 
learned enough to forestall Krysler 's 
triumph; the Judges travelled back to 
2106, then to Xanadu, and killed The 
Mutant a few moments after it was 
born. This death seems to have ended 
the threat of disaster in 2120. 

At first sight It would appear that 
use of the Proteus module had saved 
Mega-City One~ however, the case 
involved so many apparent coincidences 
that Tek-Oiv theoreticians became 
suspicious. Recent work has proved that 
the entire incident was a self-cancelling 

Although Dredd rejected Krysler, the 
paradox continued . Krysler used his 
powers to attack Mega-City One, but 
was killed by Dredd, Grunwalder 
attempted to clone Krysler, but created 
a hideous mutant with unimaginably 
strong psychic powers. In 2120 this 
creature would have attacked Mega-City 
One and assumed absolute power, thus 
bringing about the disaster predicted in 
2103. 

By an apparent stroke of luck, the 
Justice Department perfected the 
Proteus time travel module in 2106, and 
Chief Judge McGruder sent Judge 
Dredd and Psi..Judge Anderson to 
Investigate events in 2120. Through a 
computet record of the disaster, and a 
confrontation with Tne Mutant, Oredd 
learned enough to forestall Krysler 's 
triumph; the Judges travelled back to 
2106, then to Xanadu, and killed The 
Mutant a few moments after it was 

born. This death seems to have ended 
the threat of disaster in 2120. 

At first sight it would appear that 
use of the Proteus module had saved 
Mega-City One; however, the case 
involved so many apparent coincidences 
that Tek-Div theoreticians became 
suspicious. Recent work has proved that 
the entire incident was a self-cancelling 
time loop, affecting the years 2106 to 
2120; the prediction was caused by the 
attack of The Mutant, which in turn was 
caused by the prediction. The Proteus 
module warped time sufficiently to 
allow such a complex paradox to form. 
When Dredd killed The Mutant in 2106 
this section of looped time ceased to 
exist; in a sense Dredd destroyed the 
universe by his actions, substituting a 
new timeline. 

This was not entirely unprecedented; 
there have been many incidents of 
precognition actually causing the 
incidents that were predicted. For 
example, citizens sometimes panic and 
commit crimes when Judges arrive to 
check out a precog vision, Fortunately 
most prediction takes place over a 
relatively short time period. and the 
paradoxes which occur are minor. 

Department psychologists suspect 
that the information bought back by 
Dredd and Anderson has caused 
additional problems. For example, 
Anderson learned that she would 
apparently be head of Psi-Div by 2120, 
SOOn afterwards she was partially 
responsible for the return of the Dark 
Judges; it seems likely that knowledge 
of her future may have been one cause 
of her carelessness. The reprimand she 
earned is likely to prevent her 
promotion. Similarly, Judge Dredd's 
report mentioned that McGruder was 
still Chief Judge when The Mutant 
appeared; it's possible that this 
Influenced her judgement in the case 
that led to the death of Judge Omsr and 
her resignation. Dredd learned that he 
would apparently be alive, and serving 
as a Judge. in 2120; as yet there has 
been no noticeable change In his 
behaviour, apart from a continued 
tendency to take suicidal risks. 

The Proteus expedition may have 
created rifts in time. Soon afterwards 
Mega-City One was attacked by a 
squadron of World War Two German 
aircraft which mistook the city for 
Stalingrad. Fortunately few citizens 
were killed. More rifts may occur in the 
future. 

At present attempts to use time 
travel to obtain knowledge of the future 
are banned, to prevent turther 
paradoxes. Travel Into the past is also 
forbidden, since there is too much risk 
of upsetting the balance of history. For 
example, one bullet could prevent the 
Apocalypse War, but the technology 
which created Proteus was in part 
derived from advances made as a result 
of the war. 

Hopefully further research w ill 
suggest ways ot preventing these 
paradoxes, and thus permit the personal 
time machines that are ultimately 
expected to appear. 

For these reasons your request is 
refused . You may appeal, if you feel that 
the urgency 01 your investigation ;s 
suHicient to risk upsetting the space­
time continuum, 



GM's Notes 
The Judge Dredd universe includes time 
travel and precognition. Both have been 
important plot elements in several 
adventures; the Krvsler case is the most 
complex, but there have been other 
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examples. Fortunatelv these adventures 
have been remarkably consistent. 

Precog visions are notoriously 
Inaccurate; one possible ratJonale is the 
assumption that precogs select between 
a number of possible futures, and 
sometimes tune in to unr6alised time 
lines. When a precog vision comes true 
it is often a self-fulfilling prophecy; for 
example, Judge Anderson's confused 
precog vision in the ABC murders case 
was in part responsible for the strain 
which led to Judge Monk's breakdown. 

Precog visions which lead to judges 
preventing a crime are inherently 
paradoxical. Fortunately accuracy seems 
to be limited over long time periods; for 
example, a precog might be able to send 
Judges to an approximate area ten 
minutes before a crime was committed, 
but would only be able to describe the 
criminal a few secollds before the crime. 
Owen Krysler once said " I can predict 
all futures but my ownH

; this seems to 
be true of all precogs, and is a IJseful 
limitation on their powers. Some 
interesting plot ideas could derive from 
this limitation; for example, all the 
precogs in a sector house might 
suddenly say that they can' t see the 
future, because someone had planted a 
nerve gas cartridge in the sector house 
air conditioning system I 

Although precog visions imply a 
degree of paradox, the problems they 
cause afe relatively short-lived. Time 
travel is likely to lead to major 
paradoxes. The I(rysler case is the 
definitive example. and seems to 
establish most of the rules; 

1. The future isn't fi xed. Time travel 
takes you Into a potential future, a 
possible timeline which mayor may 
not come to fruition . 

2 . Time travel into the past can alter the 
past and your own present. A new 
timeline forms at the moment you 
first arrive in the past, It may be 
superfiCially identical to the original 
timeline, but there will still be subtle 
changes. Information taken into the 
past can change the present. 

3. There seems to be an 'ooserver' 
effect, possibly a manifestation of 
the uncertainty principle. Any 
knowledge bought back from the 
future is likely to change it. 

4, Although there's no definite 
connection with the Proteus system, 

something does seem to have 
damaged the space·time continuum 
In tha vicinity of Mega-City One. The 
idea that time travel is responsible 
seems reasonable. 

If thesa problams cen ba solved, it 
seems odd that more time travellers 
haven' t arrived from tha future. The 
most likely answer is that time travel is 
so inherently dangerous that it will 
never be de-restricted, The Judge 
murders described above remein a 
problem; the most plausible explanation 
is that the attacks, and subsequent 
events, changed the future so much that 
time technology will never be released 
to the publiC. An alternative but 
remarkably cold-blooded explanation is 
that Judges in the future might preserve 
the time line by allowing the killer to 
steal a time travel harness, possibly 
even brainwashing him to ensure that 
the murders will occur exactly as they 
were supposed to. Both explanations 
lead to many additional complications. 

Nothing said so far prevents the use 
of time technology to observe the past. 
For exalflple. there's nothing to stop the 
Justice Department using Proteus, or a 
more advanced machine. to send small 
spy robots back to observe crime. as 
they were committed. A spy in the sky 
camera is already small enough to pass 
unnoticed; with the miniaturisation 
techniques available by 21m or 2120, 
equivalent machines could be as small 
as flies. Some would probably be used 
to study important historical figures (is 
it a coincidence that Fergee. the saviour 
of Mega·City One, was continually 
pestered by flies1). others would be 
used to track suspected criminals and 
their vict ims. What would happen if the 
Justice Department learned that 
apparently innocent citizens were under 
such surveillance7 

TIme travel offers so many easy 
solutions to problems that it's essential 
to keep it under fi rm control. Although 
players may have read about the Krysler 
case, there' s no reason to assume that 
all the facts have ever been revealed. 
even within the Justice Department, 
Proteus could stili be a closely.guarded 
secret, known only to a handful of 
senior Judges and Tek-Div personnel. 
Player characters wouldn' t necessarily 
know anything about the machille; 
those who did would still have to make 
a very good case before they were 
allowed to use it. and risk memory 
erasure or exlte to Titan 11 they discuss it 
publicly. 

If you do feel obliged to run time 
travelling adventures, try to avoid really 
gross situations; it might be nice for the 
team to prevent the Apocalypse War. 
but doing so would certainly take your 
campaign away from the main-stream of 
adventures published for the game, and 
would leave the GM all the work of 
designing background events. It 's more 
tun to embroil the team in an adventure 
in which they must try to maintain the 
status quo, even if it means allowing 
some form of disaster to occur. 

Unless you are prepared to deal with 
all the paradoxes that can be caused by 
t ime travelling player characters. it 's 
better to limit your campaign to the 
secondary aspects of this technologv; 
cases in which there is evidence of 

tampering from the future. suppression 
of civi lian time experiments, and the 
problems of precognition. Even these 
limitations can st1lliead to some 
interesting and peculiar adventures. 
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Is a Postal Role-playing Game of the American West. 
As Outlaw or Lawman, Cardsharp or Cowboy, you Uve or die 
by your Gun. Move from town to town as you try to live up to 
your Reputation or stay one step ahead of Judge Lynch and 

his Midnight Court. 
Colt is fast and violent with four turns per month. Start up is £5, 
including2 turns. further t urns costing £1. Or send as.a.e. foJ' info 

sheet. 
Have You got what it takes to become a legend? 

isa game of mercenary combat set in the 
27st Century. Recruit, train and employ 
a fighting force. 
Set up is £10 for rules, 2 turns and 
technical information. further turns 
costing £2orsenda s.a.e. for 
information sheet. 
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247a Greasby Road , Greasby. 
Wirral . Merseyside L49 2PG . 
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Thomas Brewer, Ft'lb:stowe: Did I miss 
some sort of competition. something along 
the lines of 'Beeome Guest Editor of Dwarf 
For a Month'? I think I must have done 
bec;:ause there have been an Olwfullot of 
winners recently. If its nOi a competition 
thcn mOlybc therc's a waiting list. if so could 
you put me down . It's getting so bad Ihal ils 
more ofa talking point when the ediOlril the 
same as in Ihe laSI issue when he's changed . 

You guessed if. allOflrer Lellers Page ill fh e 
makirlg. Sorry, I'm slillilere, alld $lifI 
rt!c~i1'iIl8 Ihe fallom from mlrer Lellers Pallt' 
editors . .. 

Duncan Heanland. Leeds: Eoin (what sort of 
name is thai ?) Cannon holds no record for I 
have balanced I hObgoblin. 5 orCS , 3 wolves. 
18 snotlings, 2 kobolds . and 19 goblins on 
Thrud . If anyone beats this 1'11. .. I 'll cry! 

Soml'body or Other. Millon Keyn~: ... 8 
snollings. 4 chaos warriors. lore (the 
regular thing) and.t mulant goblin~ 
(including my brother) on Ihe magnificent 
Thrud the tap d:mc:cr and mass murderer, 

Eddie Enghmd, l'ortadflwll: On my Thrud 
miniOlture I managed to balance: winged 
beast. bugbear. wolf. ore, goblin. lesser 
goblin, Judge Dredd, Lawmaster. Gandal!. 
Bm the Pony. dwurf. thief ogre. cleric . 
Shadowfax. ranger. Sauron. Saruman, 
hobgoblin. assassin. treasure chest. J 
memhcn; of the Ape Gang and an 
mconvenienccd dwurfplus his wilet This is 
a record . BEAT THAT!! ! 

Please ... don 't. A"d Man: Gascoigl1t~ shoilld 
also hal'f~ knOwl/ betler fhan to /IIenlioll 
LRPGs i1l While Dwarf 84. 

Andy Webster, Greasby, Wirral : I feel I 
must write todcfend MarcGaseoigne, whcn 
said person e .. '<pressed his views on Livc 
AClion RPGs hesUited quite clearly that the 
views were his own . Mr Gascoigne is quite 
entitled fO his views, which indeed served to 
give us something to argue about , 

Furthermore. one JUSt has to look at a 
live·action game; people dress up in silly 
costumes and hit each other WIth padded 
weapons. Jt is silly, however it is also fun . 
Before I started doing live action I professed 
much the same views as Marc, yet now 1 am 
a very kcen LRPGer. I still describe it and 
look on it as a ~il lyand inane pastime. I do it 
for the same reason I play RPGs. because I 
like it. 

I find it strange that a hobby which gets 
generally looked dowll upon and 
maltreated. generally due to i$norance , cnn 
gel so upset by om:: pcrson'~ view of a 
subdivision of Ihe hobby . I don't go up in 
Ilnns every time someOIlC refers to 
roleplaying as 'Advanced Let's Pn::telld' or 
'FlIiry Killing' . We ignore them and carry on 
because we enjoy it. 

Whil~t RPGs have been recently viewed 
in a better light. due to an lIeccptance that 
they require a modicum of intelligence , Ihc 
same is not true of LRPGs. The enjoyment 
c;:omes f.rom the action . Most Live aClion 
adventures are nothing bUI a series of 
encounters with monsters, every now and 
then one may parley, but the fun Siems from 
the action, not the satisfaction of succ;:essful 
mental activity , 

Ooogle Robertson , Glasgow: Who said 
LRPGsllreall about rubberswordsandsilly 
COStumes? 

Have none of you donned your dark 
gloves. 10llded your spud ~uns with raw 
carrot and set out 10 termtnate other 

like·minded psychopaths? 
Killer is alive and kicking, so chuck your 

rubberswordsout. and get some spud guns! 

Martin Wylde, lincoln: Unless people have 
actually tried LRP they should nOI make 
unt::ducOlted comments. David Rawlins 
commenls in WD83 were justified . I only 
Wish the hobby was more widespread. At 
thc moment itravei to the Labyrinth Club, 
over a hundred miles from my home every 
lime I want some 'real' roleplaying. 
Meanwhile why don't you send a team down 
10 ChisJehurst caves and do a report on this 
hobby after ac;:tually participating. Maybe 
you would get a more realistic idea of what it 
IS all about. 

P AJackson, Edgbaston. Hirmingham: Why 
does being a live roleplayer immediately 
qualify a person for the complete and uller 
loony bracket? What makes roleplayin~ 
round a tllble any more sane than fleshmg 
oUllhe idea imo a three·dimensional 
pastime? Much of the roleplaying I hllve 
witnessed. as a player and a referee. has 
outstripped the table version by several light 
years as the players have the extra medium 
of their bodIes and a coslume 10 complele 
tbe parL 

Clogging or~ to death with a fake 
weapon IS an integral part of the adventure, 
but most of the remintscences which are 
bandied about in the pub later are of true 
roleplayins in terms ofphyl>ical and verbal 
action. This requires intelhgcnceand wil, an 
ingredient conveniently forgotten by the 
hobhy's critics. I would dearly like to see 
someoflhese peopleshow theirroleplaying 
colours in a live environment before Ihey 
dismiss it Olltogether and see if they can 
stand the pace . 

Christopher Blunt, Brighton: All the Live 
rolepJayers I've ever met have been (fairly) 
norm81 people who have found a great way 
of escape, or otherwise a way to jusl have 
run in LR P. Noneofthem have been loonies 
(although one or two were quite eccentric) . 
Is it possible th:lt Moue Gascoigne is a 
relative of Edwina Curne? 

Marc Gascoignt' is 1101 now. 'IUr IlUs he ever 
bet'lI, a ,elmire of Edwina Currie. /-low 
could YOlllhi"k I'l/ch a Ihillg? Shdhr (ddere 
as applicable) LS flOII/WI bad, 

LR PGs hal'e (lrad} a bad repllla/1011 
bemuse Ihere Wa.\' a cuwi" '('owbOl" demenl 
;I1I'O{I'ed which glll'<' tile whole bllsiness a 
rer)' bad name. A ddedlO thiS, fhere. IS II 
ct'rtIJin rl'/l/emnce 10 m/mil that pe.ople do 
dress Ill' whell tlley play games, espedl/I/)' 
alter years of e,'plaming 'Of couru I/uf! 
Nobody dresses Ill' 10 play 0&0 .... 

tR PGs ~eelll 10 lIave Ihe Sllllle 
rdatiol/ship to roleplaying as Ihe Sealed 
Kllol hm'e /0 wargllmes. While sOllie hl/v/, 1111 

imeresl ill both, Ihe fll'o hobbies sholiid be 
$('1.'11 us separaleenriries. Mind )'011, i/we t'1'(!r 
do fed like £endillg al/ (Ice illl'e$ligalil'l' 
reporler affto do /lfeatllre 011 LRPGs, I 
rhblk we'l'(' gOI justllle mati/or the job , 

0'1/0 something else. Olle arlicle in 
WD85 pro\!oked comment: 

Will Fmc, Swindall : .. .four Paranoia moots. 
;J young dragon, a Judge Dredd motorbike 
and Ihe entire ratman flamethrower c;:rew on 
top of n single snelling. Ilhillk I huve 
broken his record . 



Nigel Cole. Perth: ' Half·elves deslToy game 
ba lance.' What a load of absolute rubbish l 
Allan Miles evidently d islikes ha lf-elves (J 
suspect he is a fa na tical Tolkien fa n), but in 
trymg tl) fin d raull with them he misses the 
wood for the trees, Mr Miles, all racc~ arc 
superior to humans when it comes to 
tlllcving. The y get mOTC plusscs tha n 
minuses 10 their thieving abilit ies. and they 
get infravision. 

Whilst I agree Ihu\ the level limits on 
half-e lves are ridiculous . Mr Miles seems to 
have missed the obvious solu tion of 
replacing ha lf-elf limits with the level limits 
of the e lf pa rent. 

' Why 3ren '! there any quarter elves?' 
The answer is simple heredity. A half-elf 
would breed as fo llows: 
Half-elfJhalf-clf: 25 % chance of a human 
child. 50% half-elf, 25% e lf. 
Half-e lf/human: 50% hum an, 50% half-elf. 
Half-elflelf: 50% chance ha lf-elL SO'Yo e lf. 

(Takcn fm m a book on breeding 
hudgerigars!) 

This situa tion can be needlessly 
complicated by allowing ccrta in elf 
characte ristics to breed independently. 

The mll in reilson gnomel; were given 
illusionist ahilit ies was to make them 
different fro m dwarves! If they a rc used , 
then scrap Ihe illusionist 0rtion (as AHan 
Miles suggests) but give al gnomes D Cree 
reversed cantnp per level (which deals wit h 
their mischievous nature fai rly nea tly). 

Mr Miles comments on ha lf·orcs were 
stupid and unnecessary. Half-orcs make 
qui te good thieves (especially wilh the 
revised Icvel limi ts he suggcsts) and 
excellent fi ghte r· thieves and assass.ins . 
There is certainly no thing 's lUpid' abou t 
playing one . A nd as for 'perve rse ', whilst 
that can bc :Ipplied to anything CE or NE. 
since when has a half-orc had !O be of those 
a lignments? In the campllign I'm in. we had 
a CG half-orc cle ric· fighte r that had 
frustrlltcd paladin tendenciesl 

Chris Felton, Sheffield: All II n Miles' More 
Ill an Skin Deep is the best article J 'veseen in 
the Dwarf in mMy moons, as irs the sort of 
ar ticle which encourages people to think 
about the logic behind Lhe ga me and 
Increases their understanding of the sort of 
socie ty the ir charncte r grew up in, which in 
turn leads to their thinking of character as 
members of a society ra ther Ihan as 
experience pOint gathering machines, 

I'd like to make a couple of suggestio ns 
on points a ris ing f.rom it. I agree that 
half-e lves arc unbalanced. and the only way 
thai I have thought oflimltin g them is by 
socia l stigma, Because o if the d iffe rences 
be tween humans and e lves (especia lly in 
lonegity) human/elf marriages lire very ra re . 
Therefore it is generally assumed that any 
hal f-elf is illegitima te . and has no stams. 
This applies regardless ofwhclhye r the PC 
is legit ima te o r no t: people expect them to 
be illegitimate and therefore act as if they 
a re . In the ' Let's bash somefi ng! ' 
campaigns. of course , socia l stigmas won' t 
have any effec t , but vcry lit tlc will . 

Half-orcs a re officia lly a llowed to be 
unlim iled· b ·e l ass.1Ssins (lnd are restric ted 
to 8th level as Iheive~ . Rather than jus t open 
up the thief class as A llan $uggc.~ 1. I think 
that the level limit should be transferred to 
assassins , partly because the thief class is 
unlimi ted to every other race , but mostly 
because inte llilence is a requirement of the 
assassin . an ha r·orcs liTe the d immest race 
in the game. 

Shan Shawe. 8rainlret: After reading you 
article More tlum Skin Deep I think you 
abscnt·mindedly forgot to a very important 
racia l group . I , oLcoufSC. mean the fe male 
species. 

As a species they can be extremely 
devious , stu bborn . wil~ and charming whils( 
they quietly stick a kmfe betwec n 
someone's (male, of course) shoulde r 
blades - and {hey are onl¥ a few of their good 
poi nts! The only main d isadva ntage in 
playing a fema le are the a lt itudes d isplayed 
by mcn. Women a re portrayed as buxom 
hann .. ids, hags, women of ill-repute or 
creatures who wear practically no thing. 
Nowhere do you fin d the male equivalents. 
apart from the male coun terpart of the hag. 
I h ave found to my dismay that players tend 
to ' fo rget' tha i the re arc female players and 
!.rca t them asone o f the boys - the one thing 
I know I am certa inly nOL Generally gemalc 
characte rs a rcn·t a llowed to develop. Do 
G R plavers (male) know tha t females exist 
o utslde'the world of inlls and such places? 
A rc they embarrassed by' the fact th:u 
women players are no d iffe rent (a part from 
the obvious) than male playe rs and have the 
same needs as their male counlerparu ? I 
can put up with being tTeated asone of the 
boys (i t can be extremely entertaining) as 
long as lhey remember tha t I am a fully 
clo thed , buxom female who wouldn't think 
twice about rubbing them out when the 
mood takes me. 

Part of the argument jl surely abOul the 
applicalion 0/ game ru les· and Ihe reasoning 
behind ,hem · 10 produce a roleplaying 
effecI, As to 'he laSI I('lter, no commellt, 
{,;stead: 

Simon Richmond. Durhan,: , .. the giant 
spide r and balanced Kaleb Daark . his 
warhorse , 8 snotlings. II chaos harpy, a 
va mpire, a werebear. a mummy, a wight , a 
gianl beetle, a t rOll. 5 lesser goblins, Corbitt 
Sho rtstuff and an annoured duck on top of 
it. 

No. No. Not that pa rticular in5lead. 
Advertlsing in D,,'BM IlUs always been a so re 
poim with some readers, brll ... 

Jllnathon Farmer. Dirley Dale, Ot<rbyshire: 
I rea lly must compla in about some of the 
d rive l I've seen in the Christmas edition of 
you o rgan. To think that in the season of 
peace and goodwill you must resort 10 
advert ising TII~ Price of Freedom , which is 
no thing mo re than nco-fascist ant i·socialist 
pa'oInoia ., Better dead than red? Well , if 
America'S; the only a lte rnative then I'd be 
more than willing to be overrun by the 
Sovie t U nion. 

Please, tin end to thIS gung-ho 
imperia lism and a ret urn to god old 
fantasy/sci-fi rol e playin~ or a t least let 's 
have another point of vIew ... Gallant 
Spelznatzcommandos defeating the 
merciless forces of the decadent West or 
those brave Sandinis tas fight ing off the 
wicked expansionis t tyranny o f the USA. .. 
J USI a thoughL 

Ann Broomfield. London: What are you 
doing. dis tribut ing such jingOIstic nonsense 
as T{j~ Pdc~ af r r('edom ? If the A mericans 
want to play at commie-bashing then le t 
Ihem but I for o ne am sick of Reaganism. 
The ..... orld of 'goodies and baddies ', and 
black and white mora lity should be confi ned 
10 fa ntasy games where it belongs. 

David White, 8asingstoke: Being an ardent 
A D&Der I nicked to More Ihan Skin Del!p 
straight away and .. . shock, horror , gasp . 
Allan Mi les totally tears apart the beloved 
half·eh'en Ihievcs. claiming Ih3t they 
'destroy game balance'. 

If Mr M iles would care to glance at Ihe 
PHB p28 he will notice tha t half-elves get 2 
bonuses and no penalties. bill , and (his is the 
nu b and gist of the whole brouhaha in a 
nutshe ll . a ll other races bar dw(nves have .. , 
least 2 more bonuses thall pena lties. 

So the whole edifice of his a rgument 
collapses. 

Chris Knight , Torquay, Ot<ven: How on 
earth can WD (and G W genera l) advertise , 
let a lone d ist ribute that la test piece of tripe 
from across the Atlant ic - Tile Price of 
Freedom ? I just hope that , in o rde r to 
balance the game marke l . an RPG with the 
specifi c goals of kill ing Americans comes 
a long. 1 wonder how our so-called 
American 'cousins' would like tha t!!? 

Tom 8uchanan, Gighl, Aberdet'nshil't' : 
Some oftbe newer games coming onto the 
market seem particula rly distasteful in the ir 
subject matter· Bames such as Della Force 
and The Price Of Freet/om , which promo te 
xenophobia 1n an a tmosphere where 
everyone seems to want WOrld peace . 

Most contemporary games a rc instantly 
reco$nisable as pure fa ntasy, but these morc 
' rea listic' games give a warped and 
disturbing view of society, It has been said 
tha t RPGs ca n be educationa l · is th is the 
kind of da ngerous nonsense we want 
child ren to grow up wit h? 

Perhaps the industry, both creative and 
rew il branches , should exercise some 
degree of responsibili ty in wha t it produces. 
WD can help wit h th is - it docs not just 
renect the state of thc hobby, it ca n he lp to 
shape it. I'm nOI su&ltcsting censorship, 
mere l), a Ijttle rcstramt, 

Jonathon T urner, Randalsto ..... n. N Irt'land : 
It pams me to have to write toyou about thaI 
mOSl scorned of RPGs, Twi/ighI2000. Why 
do you call it ' tacky' and then I? rint an ad for 
some sort of ' Red Dawn II Stnkcs Back Part 
I V' kind of game? 

{ susp ect thaI the same people - and a few 
mOre besides - are gOlllg to be Ilpse' OI'er Illf! 
rev jew of 11fe Price Qf Freedom in this isslle. 
Having S(/( down arId read the game before 
scnding it 0111 for review, J have '0 say ,hm, 
personally, I find elemellis o[ Price 
offensive. It is tllso sheerest fantasy. J don', 
agree wi,h ~'ome oJtlr 1! views i l l tile lelfa s 
above. After all, olle m OIl '.f ' l1iarped anti 
dislurbillg view' is aI/oilier's visioll of rru llt . 

So far DtI'8rfhas 1101 carried Sllpport 
IIl1J.tl!rial [or games such as lJt'1'n Force, Prit'e 
al1d 1'wilight 2000. Should if? 

Jason Gammon. St Austell , Cornwall: In 
your lis t of credits I not iced that one Bryo/l 
A II$ell hild the job of being BRYA N 
A NS ELL. Hm m. Well , it must be a very 
important occupation to gel his name 
printed in red between the covers of Wh,te 
Dwarf. Can anyone bca BRYAN A NS EL L 
or do you need to possess II certai n name '! 

HUlling Ihe name h('{ps. 

Lertl'r·Opefl('r: Mike Hranton 
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Axles 
Armies 

25rnrn FANTASY -­
ARMIES 

£19.70 + £1.30 POP 
MEN OF THE ORIENT 
6 Cavalry. IS Somurol. 20 
Ash/gaw 

MEN OF THE WEST 
12 cavalry. 401n{anuy 

Infantry GOBLIN 
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7 Cavalry. 48 Infantry 
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6 Cavalry. 30 Infantry 
AMAZON 
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Our mintatures 
range continues to 
grow. Seen here is 
the standard bearf!T 

from our new range 
of dwarvt'S. For iI 
FUllY 
IllUSTRATED 
catalogue of ilil ow 
products, just send 
us /I cheque or postal 
order far 50 pence, 
;md ill s.a.:!. to:­
Standard Games 
Arion House 
Station Road 
Kings langley, Herts. 
Tel: (09277) 68328 
FaK: (092n) 6074{) 

TRADE ENQUIRIES 
WELCOME 

DIStributed in USA by: 
The AI"ITIOfY, 4!45 Amos Avmue, 8aItirt"OOa, MD 21215. 

100 Queensmere 
Slough, Berks. 

Tel: SLOUGH 30678 
Large selection of 0&0. 

RuneQuest. Traveller, Citadel 
Miniatures. Boxed Fantasy & 

Science Fiction Games. 

DARK 
BLADES 

W;za,d, and warriors battle as 
the evil mon--ogers try to 
conquer the magical Isle of 
Labrynlhia. 
£11.50 

Mon-Oger Chieftain's Chariot. A fifteen piece 
model, over 4'" long, over 3" tall, and weighing in 
at 10!/2 oz. Let him lead 
your troops into battle! £7 ,95 
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WIN A 

DUEL 
('\ASTE~ 

D uc lm.aste r Is a br-.md new ~ries of two­
player (aow)' gamebooks by Mark Smith 
and)amic: Thomsoo, publlshcd by Armad2. 
This serks has a 'crything )'OU couJd 
possibly wish for to cha.llenge you 2nd 
your opponent and to test your skill to the 
limit. Th~ Is more inlcnctJon, more com-

petllion and 5usJ>('nse, :l huge variety 01' 
chancters, and :I new and original ' s~lI 
system' - aU of which makes them more 0: .. 
citing th2n any other gamc:baok to date. 
Here's your chance to win the firs! rwo 
titles Cballenge of tbe Magi and Vallfry 0/ 
Blood as prizes. JUSt ~d th~ questions 

I. Name the: life-long comp:mion o f 
Elrie the Doomed Prince of 
Mdnibont. 

2 . On which bnus)' planel would you 
fmd the £mpi~ of the Pttai Throne? 

3 . In which fanw)' ciry would you ~ 
most Iikdy 10 mttt FUhrd and the 
Gray MOUM:r? 

4 . What is the R2lJlC of the famous 
bvem in the cit')' o f S:mctmlry in 
TbletJf's' 'ofb rld? 

5 . In th~ Cbronlcles of Thomas Cove· 
nam, Bann~r Is a m~mber of a u:IeCI 
group of warriors. What arc they 
called? 

... and send the :1n5wers to 

D ucltn;l$te r CompethJ.on 
cm W'bUe Dwarf 
Games Wbrksbop Design Studio 
14-16 Enfield Cbambers 
Loll) Pavement 
Nomngbam NGI 7DL 

Entries should "1JTi\'e no later th:rn 6 March 
1986. The first thr« correct eDtries will 
each win copies of Cballet18e of tht! Magi 
and Valley of Blood 2.!i pritts. Seven 
runners·up will rccd\"e copies of Valfeyof 
Blood. 
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SCOTL AND'S 
PREMIER E HOBBY 

STORES 

EDINBUR GH 
13 Forrest Road, 

Edinburgh EH l 20H 
Tel : 03 1 226 3354 

!GAMES 
MASTER 

GL ASGOW 
536 Great Western Road. 

Glasgow G12 BE2 
Tel : 041 334 1583 

FOR THE COMPLETE 
SELECTION OF GAMES & 

METAL FIGURES 

161 , Linthorpe Road, Middlesbrough, 
Clevehlnd .. Telephone: (064212475531. 

Stockists of:-
Games Workshop, Citade l, Games 

(of Liverpool), Tabletop, Skytrex, 
TM Games. Denizen. Torchlight. 
Flying Buffalo, Standard Games. 

and many more. 

Computer software: 
For the most popular computers ie. C64, C1S, 
Spectrum. Atari, BBC, Amstrad and MSX etc. 

Mail order (+12Y.. %) P &: P. 

THE 
' 'WHR..1.inU)'' 

GAMES SHOP 

818 London Rd., LEIGH ON SEA. 
Tel. SOUTH END 73308 

Open 9 .3O·1.30.nd 2 .30·5 .30 
Clo.ed on Monday. 

Stodd.ta of 
DUNGEONS" DRAGONS 

Most RPG. and Supplemant. 
• Warsama • • Fanta.y Games • 

• Science Action Oam ... 

THE 

' 'WHR..1.inU) II 
QAMI!8 SHOP 

362 , SOUTHEND 

ESDEVIUM GAMES 
LOW COST MAIL-ORDER SPECIALISTS 

Come to E.devlum Game. and see the beat 
display of games In the country 

Open 5 days a week. Fastest telephone mall order service 

Some of OUt special lines •.• 
from COLUMSIA GAMES we nave tM uCGlleni FRP WorlO Strles 
MRN (Mllter MOIIule) " 1Y1N1A _ tl2.95 l1cft 
cmn OF MRN' GODS Of HARN £8.95 elcft 
EVAEl- tII. £I .. s: AZADM£R£ _ lhl Dw . ... 11 .. £1.95 .. c~ 
RmtEM, LYllHA ' ORBMl . ..... ...... . ... . ...• £B.SSelch 
KANOAH CHYBSIA • ..... • .. ...... £B.95 "ch 
MAPS Of HARN .•. FillillCI £US: Fill Eli.95 
PlYS the IClxd Glm .. ROMMEL'''' THE OES[IIT tlI.95 
QlJEJlEC 1159, WAR Of 1812 . ... .... . £14.95 .. eft 
GRA SS _1 111"'" a ni glme,lIll onl1 1lgllwl,to pll, .... ,., ............ £6.95 
RAGIlAROk ENTERPRISES. As their UK agents we now sloek ,lIlIleir products. The 
JleW flPG systam, justly Pfi1 5~ for emp/lJsis on roJl-playlng d8velopmenl and rea~511c 
IIIOfkI desilln FOf mort uperienced garners 
'($GARllI RULE SyruM: Sel 016 books. fanliSY CharaCllr. Batuetralt. Ans Arcane, 
HoI'1 Orders, FamasyWor1d. USI Song oIHergm(Adv) .. ... [US 
For daWts of me mlny 5uppjements and ildventuru surtab~ for use with YRS and 
most other fRPGs . all al wry Jaw prices, send SAE 
ABYSS is ooe 01 the !eiiling small US g.3mezine5 Why nolsubsClibilor 6 Issues. Uk 
wb £6 (Europe £1.50, Oversen Air ti D) Dr 12 Issues til UK (furop. [ 14, Air 
Overseas til). 
TO CHAllENGE TOMORROW Is one 01 th~r newest APGs designell to be played In ail 
sorts 01 SF or HlslOlical B.aCkgfOUndS. Slmplll, reallstk: II\d fleXJble ............ £5.95 
PASSAGHO CATHAy .... muJllpla~ game olilldian Ocaan Trades •. ..... . £5.95 
TIlE ORAGON TREE. New In from Dragoo Tree: tna Arduln GrI~re resurfaces 
.\rIIyln IV-l.Il1 Grlmol re, £1.50 Anluln V: Ollt Orllms, £1.50 
Ard~ln VI ... ... ........ . ..... ... .. ..... E1.5O 
OELIAN lOOK OF THE DEAD, £1.50 BEYOND THE SAtRn TABLE, £1.50 
Especially lor all OMs w!Io wam to make thelr adveolures Interesling and intelll~t. 
HANDBOOK OF TRAPS' T11ICkS. WldeViIlety 100 complexity £1.50 
DRAGON mEE SPEU BOOl. Some 225 ~Is ... £5.50 
TH£ BOOK OF ARTEFACTS .... ...... . .................... £5.511 
"'UClEAR WAR, NUCLEAR fSCALATlON JAIl) Back ' , lln . •. . . ... tl3.50 I.eb 
n- ................ _ DIll ~...- - UOMUIII GAMU lew) 
.~._""""ln"uc._ ZIIIo"_ 1I$VictoM ...... 1dII111IHII 
'1l1li Wl_. 1/1:) 1IIt • .,,- (FlU ""'II 11M _00· 1II1ItI6Ull IJU '.,...0nIIr __ . • A/dIrJIIo1 l11 •• 1 \Shop ......... ) 
~ .. to .... _ F1m11im 72226& [OIJII! TImes) 

No postage on many games for regular customers 

GAMERS IN EXILE 
Z8 3 PentonvUk Road 

Lorutoo Nt 9NP 
Phone 01 -833·4971 

OJ)C'nlng HQun: 
Mo n day I .OOprn~6.30prn T u <e$·S:n l o.OOam -6.30pm 

CWI ThatclKrold Iron l.3dy · .... 5Op 
CW2 Caplu.ll.l! 011 Wagt SL1vc'.I.OO 
CW3 81o:uni Capltdlst' ............ 50p 
ew-4 Fucin Plg· ................... , .. 5Op 
CW5 Ptt!t 8ourgeouisC" ' .......... .. 5Op 
CW6 Scatgloid Pttmlo ............... 5Op 
CW1 Propla Comminar ........... SOp 
eW8 ProkWI:lD · .. _ .................. SOp 
CW9 RoganoW' ......... ............. SOp 
CWIO Gadaffoid Tmorl.u ........... SDp 
CWl 1 Radiol FcminJ5I · ............. 5Dp 
CW12 Vatman lbdnd Count... •.. SOp 
CWI3 Bomb TIrol'dng Anarchi5l.SOp 

• Opm.bmd 10 ~~, Spror. 101-. SpiIIrCllob. 
_~, .u. ... _1ortk 

---:'::':7"':::-""'-"­_ _ ___ .. _T_ .. _ . 

MAIL ORDER U.K. ONLY + 10% p a p 

~ 



FOR ACC~SS • VISA ORDERS RING THE MAil-ORDER HOTLINES ON 1077317885221760462 



Enter the realms ofwarhammer Fantasy Roleplay -an exciting world of 
epic adventure. matchless treasure and sudden glory! 

Warhammer is aU set to become the complete fantasy gamessystem you 
always wanted. Alreadylhere is the Wirhammer Battle rules, the complete 
guide ro ~-scale fan~combat. WlrhammerRunasyRoleplayis acom­
p\ere rolepfaysystem in asingle volwne, olferinga uniquecbaracter system 
with over 100 careers, a fast-moving, realistic combat system. and a 
cohereqt system of clerical and individual magic; an this, set against [he 
\\Whammer world. a dan~rous and foreboding setting for advenrure. 
where nothing is ever as simple as it seems. 

Warhammer Fantasy Roleplay is advenwre on a grand scale, anda game 
produced to the highest standards. Get jUur copy now! 

Available from all ~games stores or, In case of difficulty, pl~ contact: 
GAMES WORKSHOP MAIL ORDER, CHEWTON STREf.T, HILL TOP, EASTWOOD, 

N01TlNGHAMNG163HY. 

0",-' 

£14.95 
POSI' f1lEI!lN THe U.K. 




