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CITADEL MINATURES PRESENTS 

The Firs t National Figure Painting Championships 

IF YOU PAINT flCURES. THIS IS YOUR CHANCE TO PROVE THAT YOUliE 1HE BEST! 

'Itw colJld wfn rh~ counuy', mo:Jt pre,tigioulJ figure plin/lng SV6Ilf, the 
CirlldeJ Min/snnes 

We won' , pretand W, go{ng to b/J "'y to win. It 's /J nlH/onlll 
champlon,hip. with hS8t. ,/1 owr ,he counrry lind II Grand Fln.1 In 
Nottingham. BUI IhB winnBrs Ire going to be the best IJVfJr fan tllsy figure 
pelntsf3. 

And you CQuid be ona of them. ltIu could be Ins winner of /J 

So whal IfIJ \'0(/ wail ing for1 

Ent., OINt 0I".u of ,,,- c.t~I ... 1 _ of th' 9-- and hobby ,hop' 1I.,.cI 
in ,hi, ~m"'h n.. 1M' w/nl)tr. from flM;h "'111 will win II 00 

rtKIHm,ble " Ih, Iln.', '" tlJlClU6Ive 
ToSh/If lind lilt Inviftllforo / 0 ,,,. GrInd Ch,mpJonshlp in NOlr/tlghflml 

The frnBI comper/flon fa d"c/ds Illtl NsrlonB/ ChBmplons In flsch CtJ/6(JOry 
will bel htlld in Norrlnghlm on 27 June 1987. 

The Wlnflflf$ wll/ btl IhB N ltrlon,1 FIQuf8 P8lnrlnQ Chsmplons . Ellflh will ~r 
OIIIJ 01 rhe pm,rlgJou. - lind e Cllih prize. 

Then: ifC ciabl UlcpKs lor alnicr. 
• S/nQIe CMf8cte, ~ 
• S~ ConwtaIon 
• Monfttlr 

: ~ Mounlitd FIgu,.. 
• DioIame /5-26 model. in. -.k _ rinrl ­

mulmum"... IIu 12- J( to-I 
• VIgnotrre (up to .. rtIOtHI. (It! /I _tc be .. 

mulmUffl"".u. 6- J( "-J 
Wetf\Imm ... BlIII<I R/lflfrMnr (J2·2" rnotM/, 01, elnQl<l ,-, 

~ can lind out Iibotn ",. lit,' 01 rN reM. ,rid 1M'" rn. firer n.ge of m. 
.." * ComHbfion ., MY OM of m. foI/ow;tJg Ihop.: -"'-

--. 

Orgofllsod by John Blonch" and Andy Jones 
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The time's they are a'changing ... and so 
is White Dwarf. 

And part of this process is experimen­
tation with what goes in Dwarf and the 
way it is presented. The 16-page adven­
ture format, for example, allows us to 
put more material in than you might sup­
pose - more than two smaller adven­
tures put together, in fact. There's nearly 
as much in a WD 16-pager as in an 
ordinary 'module' you find sitting on a 
game shop shelves! 

The l6-page RuneOuest adventure 
was a big hit - even with people who 
don't play RO. The positive response to 
the RuneOuest adventure (even from 
non-ROers) has persuaded us that this 
size of feature is an idea worth carrying 
forward; not every issue, of course (well, 
not just yet ), but on a regular basis. 

These (and the other extras that 
Dwarf will be including in future) are 
going to make the next year quite in­
teresting . 

And besides aU that, the 10th birth­
day issue is coming up as weUI 

Th is Dwarf, however, is special 
because we welcome a refugee and 
intertoper from Warlock: Derek the Troll. 
I think you'U find this lovable little ... 
erm ... thingie from lew Stringer a more­
than-worthy addition. From now on, he' ll 
alternate with Gobbledigook (see pege 
59 for more details!) . 

Now, I suppose, we need is somebody 
to write a 16-page Derek adventure with 
pull-out extra bits ... 

v '~ 
~ Mike Brunton 
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Fantasy 
Games 

Game 

R uneQuesl is back and at a good price 100. 
OK, so it never really went away. but at 
about £40 for the Deluxe set and £20+ each 
for the Player's and Gamemaster's sets it 
might as well have done. In this new hard­
back format RuTltlQUUI is no longer a game 
for the very rich or the very dedicated. 

So what do you get for your money? Well, 
for a stan, a 96 page book J?!lCked with full 
colour and black-and-white illustrations, 
making it the most 8nractive-looking role­
playing game available. You also get the 

rules to a sophisticated fantasy game which 
has bet:n med, tested and revised over the 
yean. 

The rules in this hardback comprise the 
core elemenlS of the RuneQuest Third 
Edition. RuneQutlSI 11/ has been slri~ 
dawn almost to basics, leaving a deta iled 
and pruven system behind. This is more 
complicated than the S)'litem used for Coff 0/ 
Cthulhu, placing more emphasis on combat 
and character generation. but it is recog­
nisably the same game. 

The game utilises an effective skill system 
making it possible 10 carry out all manner 
of tasks. SKills relating to combat are 
obviously important, bOi there are loIS of 
skills which make possible a wide range of 
non-combat actions. Characters can fast 
talk, Ol"llte, speak other languages and call 
upon aU sons of agility, knowledge and 
manipulation skills. Progression is handled 
in a simple and logical fashion , characten 

gain inCreased proficiency by using their 
skills successfully in stressful situations, 
such as pick.ing a lock while being chased 

by the lown guards or persuading those very 
same guards that you're no! the one they 're 
looking for. After !he adventure is oyer, 
characters get the chance to improve any 
skills successfull y used. Characters who 
dedicare themselves to training can also 
increase !heir proficiency. 

The magic system is easy to use and has 
three t)-pes of magic. spirit, divine and 

The system filS in well and it is 
for any character to learn and use 

Character generation is involved, but it is 
clearly explained and easily gmsped. A 
character's background , whether from a 
Primitive, Nomad, Barbarian or Civilised 
culture affects his or her stanin~ weapon 
skills. Personal characteristics dIrectly affect 
a character's staning skills and are used 
frequen tly in play to determioe a character's 
chance of success. 

This version of RuneQuest, however, lacks a 
p~r GM's section and therefore may not 
be Idea] for anyone who has never played a 
roleplaying game before. Experienced 
garners will have no problem in designing 
and running their own adventures, but 
beginners are left high and dry, which is a 
pity. 

11lere are a few irritations with this edition: 
on a couple of occasions mention is made to 
sections of the rules which are just not in 
this version. The game works well wi thout 
these sections. but being told to look for 
them is annoying and leaves you thinking 
that it is incomplete. A more thorough 
proofreading would have picked up these 
problems and left a much slicker produce . 

RQIII will mean different things to different 
people. Beginners should perhaps leave it 
until th~:y are familiar with a more intro­
ductory system. Owners of Rul1eQuut II 
will find it useful as a cheap means of 
convening to RQIII ru les. Experienced 
players of other games will find much in 
Rul1eQuest to recommeoo it and at £8.95 it 
is superb value and well wonh getting even 
if you meYer intend to actually play it. 

Peler Greefl 

GREEN & PLEASANT 
LAND 
Call of Cthulhu 
Supplement 

Games works;'h;oP~iliil!l' __ 

WIIDS OF MIDDLE­
EARTH VOLUME I: 
THE IMMORTALS 
Roleplaying Supplement 
Iron Crown Enterprises 
£7.95 

19 DAY OF AIJAKBAR 
110 RAVENWFf 11: 
THE HOUSE ON 
GRYPHON HILL 
AD&D Adventures 
TSR £5.50 each 



For quite a few yean Il()\,\I various people al 
GW have been muttering. about the 
rumoured Britigh sourcepack for Call oj 
Cthulhu. Nothing ever seemed to come of 
the idea. though. and the more everyone 
talked about It the less likely it seemed it 
IllQUld ever appear. What a surprise, then, In 
suddenly see an ad for Green & Pleasant 
land in last monm's issue. 

The content of the first half of mis packed 
80-page $ofiback is pretty much what you 'd 
eJ(pect - source material covering just about 
every aspect of life in Britain in the 1920s. 
There arc expansions. to the Cthulhu 
character creation rules covering British 
characters, includmg me innaYlltive new idea 
of war e:q>erience and it.~ resultant effects on 
a person'i SANity! There is a large and 
'Nell-informed piece on occult activities al 
me time, and me expected timeline of 
impot13nt events, mysterioUli happenings and 
the Like, though I did OOIice that one of the 
great disa§lers of the day was apparently 
Brodman scoring some phenomenal amount 
at the Test Match! Other sections cover 
expected things like prices and money 

Lords or Middl~ar1h (LOME) is 
described as a 'Fantasy Character Com­
pendium' In this way it is a bit like book of 
monsters or characters such as TSR put out 
for AD&D or Mayfair for DC Heroes. 

The basic Idea of the LOME volumes is to 
provide. in handy reference fonn , a large 
batch of medium-high (and beyond) level 
characten, The characters are drawn, in the 
ftnt place. from the works of 1RR Thlkien, 
particularly The Hobbit and The Lord oj (he 
Rings. Others lurve been added from the 
campaign supplements which ICE have 
publi~hed 10 date, such as Lorien and Ardor, 

The result is an impressive volume. The 
production standards are very high, with a 
colourful McBride cover and numerous Liz 
Danfonh interior ilIuslt3lions. This is fllSt 
volume of WME includes 'The Irnmonals' -
Elves. Maiar and VaIar, Anyone familiar 
with Tolkien's work will recognise the latter 
as the 'angdic powers' of Middle-earth, 
belnw; of immense natural power who 
shaped the land and history of Thlkien's 
world , A thorough, almost archaeOlogical, 

~ modules for AD&D characten of levels 
8-10, both with a distinctive setting and 
atmOsphere, but of very different quaHty. 

Day or AJ'akbar invik!s the PCs to save 
ArabiC laoos from a red plague by retrieving 
u magical artefact. This involves a few token 
(and both pointless and ~il\y) wilderness 
encounters, dungeon-crawling in a SC'o\'Cr, 
lomb-robbing, detective work in a desen 
IOWn. and the (prob:lble) big shoot-out in 
the Sultan's palace. 

The town map included in the package is 
moderately useful. and the Arabic environ­
ment Is persuasively detailed, but this is an 
uninspired eITon_ Tbere are some niggling 
errors in the game Statistics, NPCs who are 
more noticeable for their numbers than their 
believability, and some really tiresome 
thinw; like an elaborately trapped room with 
the key to getting through it encoded in 
lntenninable doggerel vel'Se!i on the dnor, 
Must 'Ne still suffer this kind of thing'! 

The only noteWOnhy thing about this pedes-

(including excerpts from Harrods' cata ~ 
logue!), vcblcles, weapons, gentleman's 
clubs. train routes, notable personalities of 
the time, and so on . 

Most of the detail in this :section could 
probably be found by a 101 of diligent 
searching through a well-stocked library, but 
it's very useful 10 have it all In one place. I 
couldn't spot any glaring inaccuracies in the 
infonnation, unlike in Cbaosium's Cthulhu 
By Gaslight, and the occasional humorous 
interludes (such as the Mummerset primer 
for keeper's who want to speak like an 
authentic yokel) provide a lively balance to 
the more serious side of things. The writing 
is good, and Dwarf leaden should recognise 
I1llill)' of the names that complier Pete 
Tamlyn bas gathered to assemble the pack. 

The second half of the pack provides three 
first-class adventures which seem designed 
specificall y to tie the illVeStigaloTS all over 
the coontry. Death I" 1h~ PrJst iearures JUS! 
that - a campaign of threateni", letters 10 
prominent people whicb encourages our 
heroes to journey around the country 10 try 

The authors have done a good job of 
interpreting powers and abilities uf the very 
major characlCrs, especially givcn the 
limitations of MERP. Many of them IIppear 
to have been made up ror individual 
characters, such as Ulmo's 'Isle-moving' 
power and Tulka's ability to 'Laugh' and 
cause opponents to die of frightl There is, 
however, a strange pursuit of lJOintless stats: 
who cares that Manwe has a +250 Skiing 
bonus? The book is well structured. It stans 
off with the most powerful group, Ihe Valar, 
then goes on to cover the Maiar and the 
greater Eldar (Elves), detailing each section 
in alphabetical order. follOWing these is a 
section on some 'lesser' elves and then a 
final look at some of the Great Enemies, 
including Sauron . 

The sections each start with an overview of 
things associated with the race CO'Iered. 
These notes are very useful and well 
constructed. The most lIotable characters 
also have extensive notes (Sauron has four 
pages) . And in addition to all this, you also 
get remarks on how to deploy high level 

cover. Note to TSR. sales of soft porn mags 
are In sharp decline, so can we have less of 
this offensiveness please? 

Ravenloft U: The BouSt' on Gryphon Hill 
Is an allogether superior effort, a strong 
seque,1 to 16 &Jwmlojt (and 110 is playable 
alone or as a soquel to 16). Strahd von 
Zarovitch Is back, but he's not qUite the 
same... I can't say much more without 
spoiling the strong plot and numerous 
surprises. 

Structural elements from &\'~nloft are used 
here once again - variable NPC goals, 
variable locations for key obj«ts and the 
like - so that Gryphon Hill will play 
differently each time it is used , But the old 
tricks are given new twists. The old gypsy 
card-reader from 16 is a mesmerist in 110, 
for example. And this is no simple fe-run. 
The plOtline is vcry compleJl, PC/NPC 
interactions are much more imporunt in no. 
and key events are used to keep the action 
going and d ire(.'t the adventure. 

trian effort is Jeff Easley's $Cllploitation There are one or too quibbles: some of the 

to warn their intended recipients before it's 
too late. The Horror of tlu Glen takes the 
cbaracters 10 Scotland for a spine.<hilling 
murder invesfigation, in which anyone 
reaching the conclusion that 'the bucler did 
it' v.un'( live to see the dawn! And finally, 
the adventure I shall be inflicting on my 
poor playen first, Shadows Cfiy:r DarldxmJ;, 
wherein a booting holiday takes a decidedly 
sinister turn in an old canal tunnel. All 
three ~ well-wrinen and imaginative, and 
will prove to be popular with keepers and 
investigators alike. 

Add to this a shon SlOry by British Mytbos 
writer Brian Lumley, whicb serves to 
further set the scene (another good idea, Mr 
Tamlyn). and you've got an incredibly useful 
and imponant package, Although iI's a bit 
of a cliche. it's probably true that no 
Cthulbu referee can afford to be without this 
supplement. 

Rbben Neville 

characters in your game. 

There is no doubt that th is book is very 
useful . It will be of less use if )'Ou've 
already got a lot of the MERP packages, 
since the Valar and the Maiar are unlikely 
10 make many appeanulCcs, but for those 
who are interested in 1bIkien's world and 
are running (or wam 10 run) a campaign 
there. WME is excellcnt source material. 
job has been done 10 find OUt every detail of 
the chantCters noted, and for each there is a 
list of passages in Lord oj ,h~ Rings. The 
S/lmnrilion and Unfinished Ja{~s which you 
can read to find out more about them. Also 
noted are mentions. in ICE supplements. 

Groham Staplehursr 

alledgedly mmor encounters are rather OYet'­
the-top, reminiscent of the inrlll1lous wander­
ing monster I8bles from RIH'enlo/t (2-16 
wights!!) , and it's a lot of \\Ork for the OM 
Forget the ' Read through this and be 
familiar with il berOf~ you run it .. : spiel , 
you'U need 10 go through tllis at lellst three 
limes. But there are useful play · and time­
keeping - aIds (note that no is a lot better 
value than 19 with more pages and a much 
better foid-oul section), and the effort i$ 
weU oonb it , Lots of monSters. plenty of 
roleplaying. lots of offiilage ac tion, items 
and crucial information to be gathered, and 
lOpped off with an excellent ending. What 
more could you ask? Excellenl, highly 
recommended. 

Carl Sargent 



WYRDWORLD 1: 
WlNTERSFARNE 
Generic FRP Adveniure 
Strange At:orn Games 
£5.50 

Wiotcrsfarne is the first in a series of 
fantasy role-playing adventufCS produced 
Independently by Strange Acorn Games of 
Weybridge, Surrey. Physically, it is a 32-
page A4 booklet in a card cover. typeset on 
a oord-processor with computer-drawn 
maps. It is designed 10 be syslemless, but 
there are notes on using Wintef$fom~ with 
AD&:D. RlmeQuest and RoI~masterIMERP. 
An imaginative referee should be able to use 
il with any system. Overall, the production 
quality is good. with the standards that 
might be expected of a quality fanzine: the 
type is legible, the computer-drnwn maps 
are p.lain but functional. and the interior an 
is quite reasonable - indeed, many 'profes­
sional' publications do a 101 worse. 

The plot concerns itself with the prosperous 
island and market town of Wintersfame. 
Canle have been vanishing, and so have the 
people set 10 guard them. 15 it rustlers or 
bandits? Has the long-dead wizard returned 
to haunt his tower? .Actually, the rationale 
behind the evenlS is novel and interesting. 
and the adventure is based on thought and 
role-playing rather than mindless mayhem. 
It needs careful preparation - the more so 
because it is systemless, and the sysrem­
related notes at the back are rather sketchy -
but should be well wonh the effon. 

Winlersfame is an interesting adventure, and 
will be enjoyed by a players who prefer 
thought, investigation and roleplaying to 
hack-and-slay. Other poinlS in its favour 
include the fact that the island and town are 
re-usable as a setting. Points against are the 
dependence on a monster from a very early 
issue of WD (although this can be found in 
The Best of White Dwaif Ankles I and is 
very well-used). the amount of preparation 
required, and the price, which is dictated by 
the size of the operation, On the whole. 
though. this is worth looking al it you .... 'ant 
a change from dungeon-bashing, monster­
pulping adventures. 

Within their limitations Strange Acorn 
Games have done very well , The next tWO 

in the serie.~, I4brdesel~ and ~.ft Haw:n , 
will be worth look.ing out for if tlle)' main· 
tain the standards set by Wil/tersjome. 

Groeme DaI'i5 

TROLLS OF THE MISfY 
MOUNTAINS 
MERP Adventure 
IrOD Crown Enterprises 
£3.95 

Trolls is the third in ICE's series of ready­
to-run lidventure modules for MERP. Like 
the others, it employs a standard (onnat of 
three. adventures linked by area, and of 
increasing difficulty. There is an inlflJ­
duction and a selection of 15 pre.generated 
characten; which can be t1Sed eitller by the 
players or as NPCs and hirelings. The 
Introduction also gives and overview of the 
major settlements in the region, some o( 
which are involved in the (ollowing 
adventures, One big problem immediately 
sprang to my mind here: nowhere ~ it 

say exactly where this area lies, and there 
are no points of reference to other 
adventure/campaign modules as has 
happened before. 

The three adventures are all StatiC, but 
linked by the idea of a group of adventurers 
hired 10 clear a passage through a wood 
ready (or a road-building team 10 follow, so 
that two strategic towns can be linked. For 
each adventure there are descriptions of 
NPCs (quite full , with notes on outlook, 
personality, motivation and so 01")), well­
mapped and specified locations, and finllll)' 
nOtes on the taSk involved and encounters 
which the GM can illtrocluce, The maps, 
although well-dr;r.vn, are lacking In keys and 
labelling, making. it a bit difficult 10 work 
Out where differeD! locations are. 

TIle firsl lidventure is relatively simple 
(aimed at beginning level characters) 
involving the titular trolls. with one or two 
interesting IwiSlS. Thc second adventure is 
somewhat more involved with more meal for 
the players to get their teeth into (erm ... I 
thought thai was what the trollJ were meant 
to do, . . ) and some interesting charneters. 
The third adventure IS the big 'set piece' 
finale. The player characters must be strong 
and lucky enough 10 survive the descent into 
Maes Fao in search of long-lost treasure ; 
there are sinister 1l1fkers in the gorge. 

Although the adventures are quite good, 
there is something miSSing in this pack. 
Occasionally the language and ideas get 
somewhat childish (without the spirit of 
their inspiration, TI,e HobbiT, whose trolls 
are both dangerous and humorous): and 
there is something perhaps less than original 
in its basis. Although useful for a GM 
withoul time 10 produce their own adven­
tures, the module slips a little from the 
excellent standards previously set by ICE. 

Groham Staplehurst 

MEKlON & 
ROADSTRIKER 
Robot WargameIRPC & 
Vehicle Supplement 
Thlsorian Games £9.95 
(Meldon) & £5.95 
CRoadstriker) 

For all you anjme fans in OwarfIand, 
heeere's Mekton! Anime is what the 
Japanese call thei~ giant robot canoons, .ye 
uninitiated. Thpphng skyscrapers under Its 
annourtd feet. It advances across the desk, 
II inches tall and 100 pages of gleaming 
metallic desrruction raIsing deadly weapons, 
ready to obliterate the helpless reviewer .. . 

It's all done in the best possible taste., this 
Meku)fI - nice and easy to read, with a 
streak of humour running all the way 
through. We get straight on to the drawing 
board and a section on Mek design that 
shows' us bow 10 build a Huge Robot. just 
like in the canoons. Nothing complicated 
here - your pilot stans off with a budget of 
40 construction poinlS and a warehouse full 
of interesting bits and can let his imagi­
nation run amok (within certain limits). All 
Meks have a 1brJo, limbs come in pairs ele. 
For you power hungry dictators. the limit of 
constructions points may be set at whalever 
you prefer. 

The game can be used as a means of 
staging Mek-combat if you wish, and it 
provides a simple but adequate co:mbal 
system that reflects the screen acuon "ery 
well . Initiative. my usual gripe, is worked 
out before the fighlillg begins. based on the 
weight of your Mek (Iig~t ones a~t before 
heavier ones), and theres the opuon of 
adding a dlO \0 your side's Reaction speeds. 
Mos! weapons do a set number of Kills in 
damage (Mek:s have some ~ny Hit ~ints 
that it's easier 10 oork in Kills - I Kill = 
10 HilS): exceptions ~ melee combat and 
Grappling, in which respectively ?amage is 
modified or eXira options are avaIlable. 
SmanJy done lJ'.'erall, 

The roleplaying section deals with character 
creation «(or which you can reson 10 a 
s),stem of tables and die rolls if you're lazy 
or plain uninspired) , occupations, a couple 
of handfuls of skills. roleplaying combat 
rules (man-Io-man and expansions of Mek­
to-Mek) personal improvemenl and the like. 
The books rounds oul with a sourcebook (or 
Algol (the authors' own oorld). and a very 
simple scenario. 

Roadstriker expands the rules on multifonn 
Meks, specifically vehicles, and reminds one 
a great deal o( Cor I*.lrs in tlavour .. The 
hislOry of transformables on Algol IS 
studied , and the players gel the chance 10 
join the Mecha Police in a more involved 
scenario, Arcadjan Deothroad - which kicks 
off in an episode enti tled 'My Anjme Vice'. 
Like I said. the best possible taste. 

In all, a most wonhwhile effon - not as 
slick as FASA's Meclrwarrior or &ttlnech. 
but admirably Simple and tlexible. 
Phif Frances 
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unusual ecology ..•....•....•.•...•.•.•.••... £S.95 

SPANISH MAIN; for TWILIGHT 2000. Piracy 
and intrigue in the Caribbean in a souped-up 
replica man·o·waf .......................... £4.95 

BEANSTAlK; for TRAVELLER 2300. Adventvre 
on e fronlier world whose dominant feature 
is a beanstalk. A job for Jack 
maybe? ....................................... . £5.95 
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rules. weapons & Character clas&e&. [8.95 
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ment .. . .•. •..•.•••.• .•... . •.•.•.•.• •.•.•.•.•.•.•. (4.95 

NEW FROM STEVE JACKSON 
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Bad Dreams 
I rolled the dice and looked up IDe Critical 
Hits table, under Spim. 'Your review 
smashes brutally thrnugh the book's spine 
and ploughs on to carve a jagged smoking 
trail of destruction frQm pages 17 to '231. 
The shattered volume lies SUDdercd at your 
feel, its furure salas potential pumping 
uselessly fonh from the severed arteries .. .' 
This cffon to make my prose: more tasteful 
comes courtesy of Paul Cockburn and a 
freebie copy of W£lrhanunt!r. but I don', 
think I've mastered it yet. 

Publishers currently love raw-bolTOr 
novels thick with severed aneries. steaming 
entrai.ls, and mutilall~1 pans of the body 
which your editor woo', let me mention: 
numbinglyover-thc-top SlUff which leaves no 
room for the spider touch of fear . Ramsey 
Campbell's TM Hungry Moon (Cenruey 
293pp £9.95) is very different, full of that 
dim uncertain moonlight where terrors breed, 
II has wmervingly realistic rootS, beginning 
with a moorland village taken over by the 
son of fundamentalists who frighten me: 
authoritarian. intolerant, glib Biblical IlIlliwers 
for everything. and no lime for that soppy 
New T estamenl stuff about love and charity. 
(1besc. are the people who wanl to burn your 
D&D kit, folks.) 

As a few sympathetic characters struggle 
in the tightening web of paranoia, the stage Is 
~ for a different brand of darkness 10 seep 
in from the moors. A particularly unpleasant 
Ancient Evil, with a taste for evangelislS and 
full awareness of the possibilities of the near­
by missile base ... Even at his most ap:x:a1yp­
tic, Campbell understates the horror and 
leaves your imagination 10 work., as in the 
epigraph: ..... to fear the moon, 10 feed her as 
$be must be fed, and never to look. upon her 
feeding, . ." Definitely a book. 10 make you 
draw the curtains and tum up the central 
beating. 

Cheer up with Tefl)' Pralchen 's Equal 
Rites (Gollancz 200pp £9 .9.5). his third 
screwy and dotty (OOt never, the author in­
sists, wacky or :r.any) fantasy from the 
Discworld, about which so much has been 
said in WD . This time, an intennittently 
serious plot underlies the comic exuberance. 
A wizard passes on his staff and talent, Ill> is 
traditional. 10 the (sew" plus orn!)th son of a 
(twicefollr)th son. Unfonunately there's a 
tiny error in selt, and the young heroine fmds 
herself equipped [or a profession which has 
approximately as many vacancies for females 
as the Presidency of the USA. Her quest for 
equaJ rites at Unseen University produces 
plenty of funny one-liners, plus comic­
horrible scenes with the Things from the 
Dungeon Dimensions. as described in the 
hideous N~crou/ecomnicort or /...jlMr 
Paginarwn Fuiwmq,, ; 'The whole thing had 
a /!elf-assembled look, as if the owner had 
heard aboul anatomy but couIdn'l quilC gel to 
grips with the idea.' Good fun . 

Roben Sbeckley reissue5 keep turning up: 
a new DOvel comes as a surprise. Victim 
Prime (Methuen 203pp £9.95) is a slnllgbt 
though sometimes tongue-in-ched. SF adven­
twl: , recycling Sheckley's favourilC satirical 
theme of offICially sanctioned I.:ombat to the 
death. By 2092 the world has fallen apan in 
a depressingly low-key way; our slow slide 
to extinctioo is enlivened only by bread-and· 
circuses spectaCles like the Hunt - 'Killer' 
played for keeps in a holiday reson. It movCll 
well eoough. but despite ingenious ploys and 
couruerploys hall a touch of staleness: 
Shockley inU\.II:ling Sheddey. (' Poor fellow,' 

CRITICAL 

I L'J , I S ~ 
A regular book review column, 

written by Dave Langford 

novelization is IaUt and funny: ultimale 
weapons whicb faocy Ihemselve5 al disco 
dancing are OK by me. 

John Tully's NatFact 7 (Magnet 208pp 
£1 .75) is another with topical things 10 say 
about politics. Its next-century Britain, not 
roo unbelievable or nightmarish, features 
sharper distinctions than ever befure between 
winners (,Qualified Citizens') and losers 
('NaIll' 00 permanenl national service). Dis­
sent bubbles over at Nauset 7, pan open 
prison aDd pan assembly line, with a familiar 
cast of undercover revolutionaries, fanatics, 
infiltrators and one ideologically unsound 
sceptic (about everything) woo's the moSI ap­
pealing character. Following the old 
arguments about the justif13bility of violence 
and u.itimale wonh of revolution, all ends in 
a Slate of realistic confusion with just a tiny 
gain for the forces of good ... and Tully in­
structs you to think of your own moral. Pun­
chy and hard-hitting for 'young adult' SF, 
but a linle 100 slick for its own good. 

Though not keen on TED Klein's inter­
minable horror novel The C~~morriu, llikcd 
his Dark Gods (Pan 259pp £2 . .50) - four 
stories at just the traditional length for nesh­
creeping yarns about the accursed blind 
things which inhabit New York's sewers but 
are never clearly seen, or the something 
which looks like a black man in scuba gear 
and is closing in 00 an old literary acquain­
tance of H P Lovecraffs, The atmosphere of 
urban sleaze works well: as with Ramsey 
Campbell, the supernatural fear gets a leg-up 
from eltisting nervousness about (say) the 

~L~~~~~~~8~~~~-~ pans of town where you wouldn't walk after dark., UJW Pavement, for example. in tenor-
haunted Nottingham, 

Does anyone remember when Roger 
Zelazny was a bot new author who cou1d do 
no wrong? The 1973 collection The. Doors or 

goes the gossip in the Reviewers' Club. 
'Douglas Adams Syndrome, y·know ... ') 

The Greenhill classic reprinls keep com­
ing: Tounnallu's Time Cheques by P 
AnSley (Greenhill 173pp £8.95) Is the most 
Interesting yet. I was boggled to DOte thai this 
light-beaned fantaSy of time-slips and 
paradoltes ftrSlllppeared in 1885, ten years 
before Wells' TIle Time Machi"e. During II 
long sea voyage. Tourmalin gets the chance 
10 deposit his boring shipboard hours in a 
Tune Bank., to earn interesl and. be reclaimed 
when needed. When he cashes his time che­
ques be lives the hours he 'banked' , but not 
in the riglu order; shipboard romances and 
scandals are hopelessly shuffled, and Anstey 
can only resolve things by a hoary literary 
device which appears in large print on this 
page. Otherwise, it's still fun. Planetoid U7 
by Edgar Wallace (Greenhill l48pp £8.95) is 
more for specialist colleclors: a rare SF ven­
ture by the doyen of hack: thrillers. Prof. 
Colson communicates via 'sound-strainer' 
with Earth's sister planet. hidden on the other 
side of the Sun (ob dear), and makes finan­
cial lcillings btcause stock marl:et evenls 
there are 'echoed' here three days lafer. ex­
cept sometimes ... 

Short Circuit (Sphere 186pp £2.50) IS 

the book of the film by 'Colin Wedgelock' 
(said 10 be an SF author whose real name 
you woold know) . The gimmick is an unstop­
pable, Iaser·toting, missile-killing cobol which 
as a resull of the t.raditional Prankensteinian 
lightning bold 'comes alive' and decides that 
disassembling robots, Qr people. is a bad 
thing. Its new. self-programmed response 10 
enemy attack is ' Run away, hide, telephone 
police! ' I haven't sten the film. but the 

His Face, the Lamps of HIs Mouth 
(Methuen 271pp £2 . .50) brings it all back, 
with the famous tiUe Slory and 14 more. 
Some are jokes or trivia, and a few personal 
favourites aR omitted ('The Graveyard 
Heart', 'Por a Breath I Tarry'). but there are 
enough goodies here (0 prove this author had 
magic in his typewriter. for a whiJe ... 

Chris Drumm runs the smallest of small 
presses OUI in Iowa, producing neat and 
cheap booklets which are doomed 10 become 
sought-after collectors' edition: stories, 
essays. memoirs. bibliographies. The lalest is 
a tiny literary autobiography from Nebula· 
winner Richard Wilson: Adventures in the 
Space Trade plus A Rkhard Wilson 
Checklist (Onunm 36pp $2, from Chris 
Drumm Boob, PO Bolt 445, Polk: City, 
Iowa 50226, USA). That's a post-free price 
(the John Sladek booklet Love Among th~ 
Xoids is only SI !) ... if you can locate a cou­
ple of dollar bills in the first place. 

And while I'm at it, don't forget Britain's 
SF magazine Inten.one (£6/year to 124 
Osborne Road, Brighton, BNI 6LU): and 
Compiracy '87. the World SF Convention 
making its once-a-decade visil to these 
unAmerican shores: a week of desperate SF 
fun in BrighlOn on and around the August 
bank boliday (£2.5 to PO Box 43, Cambridge, 
CBI 311.. . or SAE for details). 

I rolled another 16 and consulted the 
table. 'The White Dwarf rejection slip slices 
blurringly through your pitiful ego defences 
to smash with ma.'timum impact on your 
forebrain, spluttering through unprorCCled 
grey matter and coating the surroundings up 
fO a distance of 10' with a thick spray of 
despair.' Oh, I shall never learn the subtleties 
of this. 
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Warhammer Fantasy 
Roleplay 
The View from the Design 
Studio 
warhammer Fantasy Roleplay. Where 10 
Start ... At the beginning, we suppose, wilh a 
set of Wltrhammcf faolllS}' Baltle rules. 
WFRP was originally conceived as a 
supplement for ijbrhammer FantQ$Y &ltrle, 
rather than a game in its awn eight. Ricbard 
Halliwell and Rlck Priestley. two of the 
leading lights of Hbrhammer romosy &ule, 
set to work on it. but it grew and grew until 
it became obvious Uta! WFRP would have 
to be a game in itll own right. 

II was at some time after this thai OW 
IIIO'Ved \0 Nottingham, and events elsewhere 
began 10 affect things. The establishment of 
the Games Workshop Design Studio 
provided Graeme Davis with a ' proper' job 
after four yeal'i of writing for anyone who 
waved a cheque at him, and Phil. Jim and 
Paul Cockburn arrived in quick succession 
from somewhere else TM. Jim. Phil and 
Grseme sel 10 'NOrk on WFRP straight 
1fWlI)'. hacking lumps out, putting new lumps 
in, and generally making sure that iI's own 
machtr wouldn't recognise it by the time 
they fmished . And so it .... '3§ . thai fateful 
November day, when Warhammer Fantasy 
Roleplay first crnwled blinking into the'wan 
aurumn !.lght .. . 

So thaCs about how it happened (certain 
sections of this history have been compiled 
1Inder the regulations governing the State of 
Emergency) - but how did WFRP get to be 
the way it is? Are you sitting comfonably? 
Then we'll begin ... 

The Old World 
We decided from the stan that WFRP had 
10 have a world of its own. Without its own 
bacJcground, it would be just another Fantasy 
rpg. and since the game itself relies so 
much on IItmOSphere (the tenn 'grubby 
fantasy ' has been coined, to contrast with 
the -shiny fantasy' which previously 
dominated roleplaying). the world is highly 
necessary in order to convey thllt 
atmOsphere. The world of WFB bad amady 

been developing. in II general son of way, 
and it seemed only logical to set the two 
games in the same world. So that's the 
broad outline of the world map settled. as 
well as a few placenames. 

The next question to be answered was the 
level of technology. Most fantasy rpgs go fOI· 
.II stock Dark Age to High Medi.lleval 
Mallory-Anhurian type of sctting, but we 
thought that setting a slightly higher level of 
technology - late Mediaeval-eMly 
Renaissance - offered more possibilities. as 
well as a different and more satisfying 
atmosphere. 

Finally, we decided that the culrure - in the 
Old World al least - should have some basic 
similarities with Eanh at the same level of 
technology. This 'NIlS intended to make the 
world more accessible to players. A com­
pletely fantastic world - like the Glorantha 
of RuneQuest. for example - is an inter­
esting setting, but because il is unfamiliar 10 
the neophyte player: the player will not 
know things about the world which the 
character mighl be expected 10 know. We 
turned 10 history for our inspiration SO that 
even novice players will have some idea of 
whBt the world is like. 

A late Mediaeval setting is also well-SUIted 
to what we considered 10 be one of the 
main themes of the game - the rot of Chaos 
spreading from within The Renaissance -
panicularJy in nonh-west Burope - saw the 
first stirrings of the anti-witch hysteria 
which reached Its fullest flowering in the 
following century. The Spanish Inquisi tion 
was in full cry. noblemen and otheR in 
many pans of Europe were experimenting 
with alchemy. and many other things were 
bappening which could be used 10 add to 
the flavour of a fantasy world. Of COlIne. 
these things could theoretically happen al 
any level of technology or stage of history, 
but coupled with the late Mediaeval level of 
technology they make for a particularly 
interesting world. II was for these reasons 
that the Old World 'NIlS the first area to be 
developed as an adventuring bBckgrauoo. 
although in time it is intended to cover most 
if not all pans of the Warhammer v.urld, 
probably starting with Lustria . 

Chaos 
The Moon:ockian concept of Chaos Gods, 
each with their own followers dedicated to 
the overthrow of reason and sanity also 
appealed to us. For one thing. it was an 
established pan of the ~rhammer Iilrltasy 
Bartle background, and it also provided an 
inslBntly identifiable source of opponents for 
player characters. As well as the ravening 
hordes pouring out of the Chaos Wastes, 
there are secret CullS within Human society, 
which can provide the basis for detective­
type adventures, and pockets of Beasonen 

and mutants living as brigands in the 
extensive forests of the Old ~rld, which 
can be used in more traditional hack-lInd­
slay exercises. In addition to Chaos, there is 
the full complement of evil races - pani­
cularly the Goblins and their kin which are 
so popular among Ubrhammer runtasy 
&mle players - allowing a greater choice of 
adventure types and locations . 

Good and EvU 
Some: fuotasy rpgs - notably D&DIAD&.D • 
draw very clear black-and-white distinctions 
between good and evil, and this was 
something we wanted to avoid. Although 
WFRP does use an alignment system. 
which is regarded as an outdated concept by 
many gamet!. it is not an integral pan of 
the game; rather it is there for people who 
want to usc it, and others can ignore it if 
they prefer. We were very conscious of the 
fact that for some people, WFRP would be: 
the first roleplaying game they had bought, 
and the alignmenl system is a useful first 
step for building up the personality of a 
character. We tried, thi'O\.lghout the 
rulebook, to present all the information and 
mechanisms which would be required by the 
most ~cting rules lawyer, whlle making it 
clear throughout that the GM is free to 
expand. change or even ignore. sections of 
the rules whicb he/she doesn' t feel fit 
his/her particular players and style of play_ 

The Careers System 
It was decided from the stan that WFRP 
would have a career SYSIeOl which avoided 
the usual Fighter/ClericiMagic User/Thief 
s tereotypes of D&D1AD&f), but which 
offered more in the way of colour and 
variety than the generalised 'Adventurer' of 
RuneQuest. The careers system was intended 
10 convey the colour and variety of the Old 
World, and kl help personalise characters, 
8VOiding the state of affairs where one /lib 
level Fighter is preny much like another. 
Also, the careers system makes it ea.sier for 
the GM 10 design NPCs - instead of 
everybody being a level 0 Fighter, as in 
AD&:D, tbe GM can genernte an NPC Rat 
Catcher or Grave Robber or whateVer. We 
also tried to include different and interesting 
careers for the nonhuman PC r.ICCS - Elves, 
Dwarfs and Halflings - to give them a little 
mo~ personality tha.n they have in some 
games, without overloading them with 
special abilities which make il a waste of 
urne playing a Human character. For 
reasons of space. it was nol possible to do 
this as thoroughly as we would have liked, 
but we bope in the future to develop this 
concept further. Trappings are included in 
basic careers to make charncter generation 
quicker and Simpler. avoiding Ihc need 10 
spend half an hour poring over an 
equipment price list before the game proper 
can start, and for the same reason 
pregenerated characters are included in The 
Oldenhnller Comract and in each instalment 
of 11,~ En~my Within camp~n, so that play 
can begin immediately if dcslred. 



The Combat System 
This was developed from the combal system 
in I#!,lwmmer Rmtasy Battle. with a greater 
level of detail as befits a roleplaying game. 
One thing we wnlCd to iIVOid was rurning 
WFRP into a hack-and-slay game; while 
this ,is possible if you like that kind of 
game, we have designed most of oW" 
adventures so that combat takes a back seal 
to thought. investigation and role-playing. 
Not that combat isn't important - mere are 
some tituationl where it is the only choice -

~~~;eth:J: ~ ~F~~~= ~~:s 
rules with a f~ skills and II v.urld ~tting 
attached. We weren't afraid 10 make combat 
dangerous - it is in ruJ life, after all, and 
the possibility of death or serious injury 
should make player:s think about non-violent 
solutions to p'roblems. Hence, also, the 
graphic dewl of the critical hit system -
Wounds or hi! points can be recoverro in 
time, but replacing ~'ered arms and legs is 
another matter. 

AI the same lime. we wanted combat to be 
fast and easy to play, without the need 10 
spend several minutes of each comba! round 
feverishly looking for tables and chans, and 
the combat rules are intended 10 reflect this. 

The Magic System 
At an early stage, we decided that the magic 
system, lilcc other main systems in WFRP 
had to be compatible with the librhammer 
Fanrasy &utle rules. This created problems 
in some cases - the Magic Bridge speU, [or 
example. staned OUt producing something 
thaI )'Ou could march a regiment over - but 
with a bit of development here and a bit of 
tweaking there we produced something 
which we ~ is adequate for roleplaying 
while remairung compatible with the hanle 
rules. Again for reasons of time and space, 
it was not possible 10 add very many new 
ideas OD the magjcal side, but we hope to 
expand !.he magic system in the &alm of 
Sorcery supplement, which should be 
released sometime in '88. Walch this space. 

Having seen some fantasy rpgs where magic 
dominates everything, we wanted to make 
sure thai magic in WFRP 'N3S balanced and 
low-key, aVQiding situations where characters 
gel into an arms race with spells and magic 
items, which can detract from roleplaying. 
Also, we decided that evU magicians -
Necromancers and Demonologisl5 in 
paniculsr - should have a price to pay for 
their power; like the followers of Chaos 
which are described in the fonhcoming 
Realm of Choos, these are easy roads to 

OPEN BOX EXTRA 
power, but they change and corrupt those 
who follow them. 

Character Advancement 
A common situation in career-based 
roleplaying games is me abstraction of 
training and skill increases; we tried to 
handle this in WFRP in such a way that it 
can be handled on an abstract level by those 
who wanl to - a character comes to a new 
adventure slighdy better tban before, having 
spent me time since the last advemure 
uaining - or played in full by those woo 
want more detail - this approach is used in 
Death orr the Rli1c and other insl8lmenl5 of 
The Enemy Within campaign . 

Abo, we favourr.d the idea of gradual 
improvement rather than gaining a wbole 
balCh of increases on crossing an arbitrary 
experience threshold. hence the notion of 
gaining skills aoo characteristic advances 
one al a time while pursuing a career. The 
career system also means thai most 
characfers have some way of earning a 
living between adventures. and may even 
use their careers 10 infihrate guilds and 
other organisations during the course of an 
investigative adventure. 

Skills 
From an early stage, we were pre$Cnted 
with the choice of a percentage-based skill 
system, as in the RuneQuest family of 
games. or once-aod-for-alJ skills, which was 
the system we chose. We made this choice 
for the sake of simplicity and ease of play; 
rather than keeping uacle of individual 
scores in dozens of sleills, a player needs 
only to list the skills and tell the GM when 
the character has a slcill which will modify 
one of the characteristic tests on which the 
game is based . The characteristic test is the 
prime mechanic of the game, underlying 
everything else. and hopefully malcing play 
fast and simple while allowing great 
Oexibility. 

The Bestiary 
Obviously. we had to include all me races 
and motl5ters which are listed in 
Rbrhommer Fanta5Y &ttle as being present 
in the Old World, and we added a few more 
- most notably Carrion (for which we have 
10 mank Cirodd Journal reader Ian 
Haroing) , Firoir and Zoals - to give the 
game a little extra. We hope to add a few 
more in time, but we want to avoid the 
aver-proliferation of monslers as bas 
happened with D&D and AD&D. 

The Oldenballer Contract 
It was decided from the first that the 
rulebook should cOntain an adventure. 
allowing play to Stan almost immediately. 
The first section of the adventure was 
written in numbered yaragmpbs, like a 
gamebook. 10 malee It easier for an 
inexperienced GM to run, and once me GM 
had got the hang of things, the second part 
was set OUt in the more lraditional area 
description sly Ie, We felt it was important to 
make the iiI'S! adventure as easy as possible 

for an inexperienced GM to run successfuJ1y 
- after all. if a GM bas trouble with the 
flfSt advelllute, whal's the mocivation to 
bother with any more? 

The Enemy Within 
Having decided what we wanted in the 
game. we then turned to the first few 
adventure packs. We decided to run a 
campaign rather than a series of ooe-off 
adventures, since this would give us the 
opportunity to develop 8. strong, 'M:lrld· 
sbaking storyline and do full justice to the 
background. We decided that the adventure 
packs would be more than adventures -

each one WOul~:~~.~~~~~~;:~~' to expand the 
ensure that the 

would outlive its I time. Thus, The 
Enemy Withi,. has expanded baelcground 
infonnation on the history and political 
structure of The Empire, Shadows over 
&gcnhaJen has a complete medium-sized 
town which can be re-used ItS an adventure 
setting, and Death 0/1 the Rei1c has a section 
of e~pancled rules dealing with boats and 
river travel. 

The Enemy Within campaign is set in The 
Empire, an area wIth many similarities to 
late Mediaeval Gennany, because this is the 
area which excited us most when we were 
developing the v.orld background for the 
rulebook, and because it best suited me !rind 
of storyline we wanled to write - what better 
place for gothic adventures than a gothic 
nalion. The storyline is consuucted so that 
me advenlures can be played on their own, 
although mey will be more enjoyable if 
played as a sequence, and builds from traces 
of isolated nests of Chaos cultists to a 
shattering cl illUlll: as the adventurers figbt to 
save The Empire itself. All the time, mings 
are happening in other places which may 
affect the adventurers laler on - there's a 
'real' world out mere, and life goes on and 
cvents take place even when the adventurers 
aren't there. 

A!;, with The Oldenholler Controa. we 
included pregenerated characters to CUI dawn 
the set-up time, and. we will be pulling these 
characters in all the adventures in the 
campaign - suitably developed as the 
campaign goes on, of course. But that 
doesn't mean that )'Ou can't use your own 
charcters - they are only !here for 
convenience. 

We also intend 10 include a poster-size map 
in every adventure paclc - The Enemy Within 
has a map of the we5km half of 1be 
Empire. ShDduws over Bogenhnfen has a 
colour map of the toWn, and Death on the 
Reik has a map of the castle where the 
clima~ of (be. adventure takes place. We 
kD<JW mat people like colour maps, and we 
reeJ that they add something 10 the 
advenlure pack as a whole, helping to bring 
the world 10 life. 

Jim Bambm. Gmeme Dovi5, Phil Gallagher, 
Rick Priestley. and Richard Halliwdl 
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THE SOI.UTION 
TANTALON'S TASKS UNRAVElLED! 

In response to the requests c)f thousands of frustrated 
readers, Steve Jackson finally reveals all in TANT ALON·S 
SECRET. a solution to The Tasks 0/ Tanlalon. In this 16-
page booklet. Steve runs rhrolJgh each of the 13 Tasks 
giving hints and clues for each. Xf this doesn't help, all solu-

~
~;~~~;~~ lions are given in lull on the back page. Tamalon's Secret 

~1IijiI also tells the story of how this beautifully illustrated puzzle c=== book came to be. 
For your copy of TANTALON'S SECRET, send a stamped, addressed A5-size envelope 
(ie. the size of half a page of White Dwarf) plus a cheque or Postal Order fo r £1 (UK 
only) payable to 'Workshop Productions', to: 

T ANT ALON'S SECRET, 
Workshop Produclions. c/ o Games Workshop. J Datling Road. London W60JD 

TRE FIRST 250 ORDERS WILL RECEIVE TIiEIR COPY NUMBERED AND SIGNED 
BY STEVE JACKSON 

".!':!' ..... ~ - '1>1.",. allow 28 days for delivery. Overseas orders please send £2 in international money 
orders (Please, no cheques drawn on foreign banks). 

THE TASKS OF TANTALON is p..blished by Oxford (hardback-£S.95) and Puffin Books (softbeck·£2 .95). 

In the far funITe, two mighty nations battle for 
world domination! Their weapon--MEKTON: 
gigantic robot warriors with the power to destroy 
entire cities! Now you can be the hero of your 
favorite animated SF show--or create your own 
awesome robot creations--with MEKTON! 
MEKl'ON SIS.OO 

RoadstriJur: Trtlns/ormtJbIL Yehide Module $8.00 

MEKTON Advo.nwl Combat System $8.50 

Space Teenyboppers! Alien 
Plutonian PunJ,ers! Normal People! 
invading your hometown in our new RPG, 
Teenagers Froml Outer Space. T_F.OS. is 
filled with gonzo humans, Near-Humans, and 
Real Weirdies who conquer your local high school 
looking for a Gexxi Time and new MTV videos. 
It's like all the "summer fun" flicks you ever saw 
crammed into one--with a game system so simple, 
your mother could play it.Teenagers From 
Ouler Space. Are you ready for it? [('s ready for 
YOU,$10JJO 
A nd coming Soo(.l: 
FkJdtrip: The T.F.O.s. Mom 
And 
Son of Teenagers F,.om Outer Space 

Box 1188, Aptos, California, USA 95001-1288. 
Or distributed in the U.K. Games 
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Ttoll .. btat TroUt it tmatt, Trolls don' t h:lV.: 10 tak.: no 
m.:ssin ' aboul from nobody, And Trolls don' t Uk.: bl:in' Ignofl:d, 
So now you know that th':fI: art fOUf br:lOd new miniatures in 
the shops NOYVIII - wl:\l , you bellcf rush off an' buy 
'em fast. H~dn't you? 

TroUt 
B2Sh: Profllt 

lot 11'5 BS S T'" I "1>eJ< IAI la! CI"'P I'd 
~rh"mmer 

Roleplay 6 B 9 , 
W<>rhan,n,e. 

4 18 10 3 I~ 14 14 24 14 6 

Banlc 63I' . , , 
Tht:5e awc:,somt:md horfl:ndous Cfl:lIlul"Csll\"e only for eating · 
lind their diet inducks JUSt lIbout lInything. With their uncanny 
sense of smdl, Trolls can pick out the odour of blood from 
mUt:5 :;Iway, lind 1If1: infllmou5 for arriving ~I Ihe end of the blIUlt 
lind dn-ouring corpses, wounded flghtel"5, hotK5. siege 
engi0t:5 ... 

MJrsh Trolls f::~; ~~:'J;E:':~:i~~::,~£~:~~';~:~;~4 ring for fl$h with 
can walk. Thq- hll\'e bttn known 
Ihrough tht side of the hulL. 

Cave Trolls can be distingulshtd by their horned htads. Thdr 
chmtn ""'lIy of life is 10 fI:·;trnnge Iht mounuins of Iht Old 
"\ll)rld by lobbing boulders 1I1 passcl"5·by. 

Hill Trolls 1II"C Ihe dimm.:sl of crnturcs · even by Troll SllIn· 
dlll"d5. They nrely Ii,·t in ont pbce for :;Iny h:ngth of time, 
pn::f.:rring 10 wander through the hills lind forcslS, Juvlnglllnil 
of dt:5lrucrion. fucking .... Hili Troll Is hardly lricky. 

W.urior Trolls .... re the most fc::rr.some of .... m Cen aln evil 
Wizards h:I.YC bl:en known 10 te:;lch thern Ihe lIt15 of W2t. Fully 
lItmoufl:d, in hugh suilS of chain mail, a W:urior Troll Is .... n 
almOSI ullSlOpplible killing nuchlne. But for the r .... cl th .... t they 
normally SlOp 10 c .... lth.: l:;Istthing they killed. they would pro· 
b:;lbly decimale an ltmy in 1I d:;ly. 

Special Rules; Trolls lre subject tQstupldlty: a !:.l.lIed'lhl 
lIgalnSI Inleiligence means Ihl!)' SlOp to eal the neaI"CSlthlng, 
whatt\·.:r II I~. If they dinbJe an opponent and do not h .... ve 
another one In ne .... ch , Trolls should makt a COOlleSI; llihey tai l 
they e .... 1 the Cfl:alUn::. If :;Itucked while fe.:ding , Trolls h~yc dou· 
bleAIt:;lcks. Trolls Cau~/,.arin crcatunes IeM than 10 feet high. 
Trolls regenerate I Wound per minute, acepl for (WFRP}/O 
Wounds (WFB) cannot .... Iuck. If:a crilical hil te5ult shows:a 
Troll 's lower body ill pitrced(WHB, 25 % chanceon:;l hit 
which causes Iht Troll 10 flI.lllo 0 Wounds), lIcld spnys OUI 
from 115 body ovtr a scmi·drck three )",rds in fronl 0111, 
uusing a 10 Sirenglh hie on C\"Crylhing in Ihe lIrca. 

£1.95 each 

A ... iUblc rrom .1I1Jood ........ SlOC"Ct.nd hobbr ...,.,kb!t. 
In ....... Dr difficulty. plc_ CDnI2CI 
GU'U 1I'OaUHOP MAILORDfJ., CKf'll'TON STHfT, JUU TOP, 
I!..-\.ST1I'OOO, NOTTINGHAM NG16 J HT. USA CUlIOIIKII pJeUe roNKI. G.U!U 
'I'OIUUIHOP US. 8920 Route 10. , COI ...... bb, "'D210'~ U5.-\. 
Poot>gc'" Pockl"l' UK, BfPO ond EtllE odd 9'p. 0""' .. """ .10 POST FIlER 
OYEI5EAS, odd )3'" (m'" U). OVUSEA$ AIKlAAIL. odd ,, '" (onin Jil ). 
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the no.1 choice 

Off Either 
BAmmeH (A Game 01 
ArmOll'8d COmbat) 
(usual [f,P £12.95) 

OR 
BAmmeH BLUEPRINTS 
(usual rIp, £8.95) 

for gam e s 
A8ERIIIJW 40 Union Strret . BaRMINGItAM 98 Corporation Street . BRIGHTON 157/161 'Mlstem Road . BRISTOl. Merchant StrreI 

BMM.fY 104/144 High Street (in Burton Menswear) . DI.a.IN 14/16 Aston Ouay . DllUtAM 20 Milburn Gate Centre 
,~131 Princes Street . GlAISOW 28/32 Union Street lffDI94!96 Briggate • NO'T'IMHAM 6-8 Wheelergale 

IIXRIIIIJ Unit t3, v..stgale Centre _ PlYMOUTH tOS Armada 'II8i _ ~ 100 Oxford Street 
• All oilers SlIbjed 10 Milallilit,' • Irish (uswI HP.) prices will diller tmlll!hose!pJlt'(l iIIxM!. 00MMt all dilmUlllS olIered will be accepIlII in oor DWlin brardt 

• 
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IlllllJciellt 
T i lllCS 

GREEN AND 
PLEASANT LAND 

The BriUsh 1920-308 Ct.hulhu Source pack 

This is what you've bt"cn wailing filr -the Cnmpaniunlo the ~nJ F'dilion 
Call a/Olru/hu rule~. which allows the full horrors of lhe Clhulhu MYlhos to 
be enacted in g.ood old 1920s-305 Britain . Now )'OU can pillet you r chawclcrs 

in fantastic lind truly Briti~h settings. ) bur ch:l raclcr could be an English 
aristocrat. II retired Scotland ):1fd dell'clive IIr the lef. hal:k tcH Arseu .. l! Ami 

Ih(' drt.u.l creature uf the Cthulhu MYlhn~ cnuh! nnw he found in ~1!lItIllY 
cnnal tunnels, in mysterious fullies. or in tiH,' ccllllr~ of cuunlry mansions 

Also included - Ihr('(' ne" nlhcntllr('~l 

Th(' IInrrllr nf Ihl' (:11' 11 - a hru\,,1111111111'1 in tht' Sn'lIi~h 
highlalKls is 1111' "lllh;l1 it ~ccm\. Ill "" n'lItd:l h;111 ,\ nk'(l 

agricultural "\lrkcr h;wc cnl11miUcU ~uth ICrritJlc nuUilatit>rts 
upon Ihe bOOy of Dl.lnald McColl"! When the in~'e~l igahm. 

arri .. e, lhey 111:1)' rind Ih:llllle le:ll :ln~llrr In the que~litln lir~ 
within haunlcd ~kMnrn ~1:lIIt1r - :lrM! Ihal ot(:t; rcl III"Y he 

nM.re Ihan their Sanily can beal! 

Unth In 1 h~ ~! - a strange papyrl1~, an IMrrrHic murdcr 
and a plea for help fmlll a respected F;ent1el11an. Wh:ll IIII'll' 

incenlil'e ('{lUll! any investigator wanl? nut ean Ihe rt:l~e r~ 
501 .. e Ihe mplcry in lime 10 p,elenl IIIt' ,e (i:l} iug(, ;1IM,./ til 

find Ihe evil bchiud the myslcriou~ canWaign of death ' 

The Sluuh)lu Iller lJarkhank - el'en on holiday, Iherr'~ nil 
re~1 for ~n ill1rC"pid inl·e~ligator. When ~trongt thinl! ~ ( I:.'t 
happening in Ihe lJarkhJllk Caual Tunucl. iI might he a 

sequence of Ir~p.ic aceidcnl~ - or it mighl be st.me.hius f(lf 
more sini(ler . 

______ ~."". '£5.9511',,"'" hilt 

lUu •• niCd by 'Ibn)' Al:kland. and by aJlIlOIt I ICOI'e of perio6 phooltrap/lJ. Ih~ I, one. of 11M: IlMII 
,upplementl for this ucilinl pm: 0( horror and tu.tpenoe. No ttiitacled denizen of !lle foI!)c:it 

depths can .fford.., be without ill 

~lP -_ ....... _- .. _"'-,. ..... -
CAMU WOaKBHOp. c:tIEW'I'ON n.DT, HIU.. 'fOP. ILU'TWOOOr, N01"TtNGHAM NG" JKY. -roa ACCDlfI .. VISA OItDEllS, lUNG ntE MAlL ORDER HQn.lNES OS 1077l) ut5llf76G4Q -=-



WITH A 
PINeH 
eF 
Zombies in Calt ofCt,bll ,lhiC~ 
by Marcus L. Rowla.nd 

On~ of the horrors being anyone who 
InvC:Slig:l(I!S the Ct bulhu Mylhos 15 tb e 
discovery thai many -apparent ly absurd 
legends are truc. One Q:unplC' is the taIe o f 
me: zombie. an undead hum:m obeying the 
will of the: conjurer who resurrected it. 
Zombies feature in th(' legends o f m:.tny 
cultures, but 2rt'shmudc:d insomanymYlhs 
thatlhc truth 15c:xtremcly hard lofind. This 
problem is compliClitC'dbythe Cact th:u there 
a re scvu:al distinct types of zombie, c:lch 
showing diffcren! features and possessing 
diffcrem st rengt hs;rnd vulnerabilities, and 
furthermo re that (bet'(' Isa (orm of insanity 
which induces zombie-like behaviour. 

'DEATH' IN LIFE - THE 
HISTORICAL ZOMBIE 

There:.art: m:my t:l.les of men and women 
becomingzomble5 by enchantment, p:l.SSing 
from lifC' to living death with little warning, 
Such creatur~s ar~ SI2ck·fe:u ured, 
emotionless , mov~ s lowly, :l:Od seem 
incapabkofunderswuiingmythingbeyond 
the mostslmpk instructions. Their masters 
(usually powerful medicine men) use them 
fOr £arming and Slmplr labouring tasks 
whue their slow rcactioru and d umsiness 
wiIJ not be a h2ndicap, and may become 
Immensdy rich on the p ro fits of 'Zombie 
labour, Somctimc:s, but oolyvery rardy. such 
7.ombies will apparently recoverandescape 
from their m:l.'lters, though their recovery 
may never be complete. 

This form of zombie Isn' t dangerous in 
juel!, but is a frig hten ing warning of the 
power of the controlli ng soretrer, T h e 
popubtion of the surrounding :area know 
th:lI they cm also be tUfiled InlC zombies, 
and will nrely d ream of defying th e 
magician . Some isolated areas may be 
compJeldy dominated by sucb zombie lords, 
though most of the popuJatlon will rt"main 
normal since they ~ better able to serve 
lIleirtrulStcr in lIlis form. For ex:unple, agmg 
of ten or so zombies would probabl}' be led 
by a nonnal human . Human fo llowers ofa 
zombie lord ~ much more dangerous than 
the zombies themselves; many gain weaJth 
md sUtus from thdr master 's power over 
zombies, and will fight to protect their 
position. 

Keeper's Notes 

This fOrm of 'Zombie is well·documente-d, 
with several real cases scientificltUy 
explained. Natural poisons are capable of 
induci ng a prolonged s tate in which rhe 
victim effectivdy h as no will G iven a 
sufficiently large dose the victim will never 
recO\'Cr. Synthetic drugs with similardfects, 
a nd rherapie-s to cou ote-r some of these 
poisons, were discovered In the 1970s and 
1980s. bur some of these drugs are s till 
extremely obscure.!n a 1920s C'..unp;a,ign the 
cause and treatment o hhis conditlon wiIJ be 
a complete mystery; in ltny campaign the­
cause may be something very different , a 
ge- nuin e manife.nation of magi C or rhe 
Cthulh u Mythos. 

The mechanism of this form of 'Zombie 
'recruitment ' is f.tirlysimp\e. ServantS of the 
%Omblemasterf1ndasuitabtevlCtfmandslip 
ltn Initial dose of the polson Into food or 
drink . It may al50 bedelive.red by poisoned 
arrow or dart. as a cloud of Inhaled dust , or 
by more conventional Injection. This initial 
dOSC' leaves the victim dodleand suggestible, 
ready to foUow the recru! [t~I'!i to their master. 
Later lhe victim is glven a larger dose under 
conditions designed to heighten 
suggestibility. Forcxamplc, the victim might 
be taken 10 a prolonged rdlgiou~ ceremonYI 
and fed the drug at intervals during the ritual. 
By participating in chants and rhythmic 
movements the victim f.tlls deeperunderlhe 
control of the magician 

If the process is primarily chemical this 
ce-tt'-moniai element is not m essentjal part 
of the process,l t simply helps to 'progr..l.m' 
the- zombie for its role as a living automaton. 
'Scientific' zombie masters may simply use 
hypnotism or o ther forms of conditioning 
instead. if cOOlroi is enforced JlliIglcally the 
ceremony is vital, used to gather power to 
suppress the victim's will , The initial drug 
dose is simply used to keq> the victim in a 
trance state until the spe.!! can be cast. In 
dthercltSt'occasional reinforcement of the 
t reatment may be needed to keep th e 
victims' will suppressed, bUI this will be at 
intervals of wttks o r monilis, Sometimes the 
effect will be- truly pe rmanent, o nl )' 
reversible by powerful drugs or magic.. 

living ' 7.\IOlbies' have no initiative, and 
will continue actions (eg, filling a tub from 
~ well) until directed to perfo rm a new 
activity. They won't try to obey orders In 
ways that lea\'e them at an advanl2ge, o rrwiSt 
the-m to find loopholcsin instructions. They 
can't explain their conditions: usually they 
can't u lk at all . 

Game Mechanics 

EaCh form of LiviogzomblCiation takes 
place in two stages, the first being a dOSe of 
poison. ThisinitiaJ doseLsa 2d6 +2potency 
poison against CON. It takes effect afier Id4 
rounds. If the poison nvercomesCON then 
POW is effectively ITduced to I: the victim 
has no free will, 2nd wJlI obey any 
instruction. OEX is also reduced by ld6 . U 
the- poison fails to overcome CON, POW is 
reduced by half the potency of the poison: 
the victim becomes mOlT suggestible, and 
muSt roll against5xPOW to resist o rders. 
again losing Id6 DEX . BOlh effects last 
Id3'" 1 hOUfS: when the poison wears off the 
victim regains a point of POW pt'r 2d4 
minutes, but reels ill and sluggish fOratle2St 
20·Coo hours after it wears off, DEX wan', 
be ~cove~d without sever;l! hours' 5leep. 
An immediate and successful anempt to 1reat 
Poison hah'es POW and DEX losses. 

Occasionally recruitment begins with a 
Jrulglcal 2ltack, which drJ.in.~ POW:mdleaves 
the vict im vulnerable to suggestion, rather 
than poisoning. Ln such cast'.S the magician 
should match magi c points against the 
victim, If the victim isovercomcorders will 
be obeyed until the magician releases the 
spell , at the COSt of a magic point an hour. 
This is comparatiYely rare, since it brings thC' 
magician lntodireet contlct with the victim 
and has no effect if the spell fails, 

If zombiflcation is prlm:uUy chemical , 
the ritual which rollows involves repeated 
doses of a more powerful drug, onccn't'ry 
5 ... Id6 minutes. The dnlS Is a potency IU 
poisoo.eachdosereducingPOWby Id4and 
DEX by Id4, halved if the poison is resisted . 
Zombie mltSIers who are experienced wllh 
these drugs C2n continue t he ri t ual until the 
victim's personality is comp letel y 
suppressed (POW drops to I), and won' t be 
fooled by lit tempts to fake zombificafion.As 
a by-product or the IOS5 of POw all m:tgic 
poinu~re lost . 

For t be equlv~lem magical ritual [he 
magician must use- personal magic pointS to 
overcome the victim's magic pOints. Once 
successful, the magician and accomplices 
can pool magic points against the victim . 
During a 3d6 minute period of preparation 
each participant in the ritual is required to 
donate up to three tn2gic points to the spdl 
caster. Each tlrne the victim's magic points 
areovercome thC'Yictim lose~ Id4-PQWand 
Id2 DEX . T he procedure is repeated at 
intervals of 3d6 minutes undl the victim is 
reduced to I POW. Again, all magk poims arc 
lost . Maglcians usingspe.lls of this type lose 
Id4 SA.N on thefU'Stc:u:tlng, nooethereafter. 

Onceeither treatment Is complete there 
is a period of2dlO'" 10 days in whicb no 
POW can be regained . After this there is a 
cu mulative 1 % pC't day chance (10 a 
maximum of 20%) of player characters 
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regaining I POW; NPCs will rarely recover 
unaided . Ooce POW begins (0 return the 
victim can attempt to disobey orders or 
escape; only one attempt can be made per 
day, on a roll ag2lnst 5xPQW. Naturally 
zombie maSIC~_rs are :t lert for signs of 
returning willpowet. and wjJl repeat the 
lfOlmenl as oftt':o as5ttffiS nettS.Sary. Magic­
using zombie masters may even be able to 
cast tbe 'fell :It long range, though the 
number 0 magic points used to suppress 
POW should be doubled . 

OptIonal Rule: lhhe vlctlm isn't fe$cued 
anddoeso't escape there isacumulativ(" 1 % 
chance per week (after [he finit month) of 
perm:ment brain damage. removing a point 
of POW and Id2 INT. Doce this OCCUI'li the 
keeper should continue 10 roll for damage 
each week , but should nOI increase the 
chance of d:unagc. Damagecontinues uOIII 
POW and INT arc reduced 10 1. 

Ifl iving zombies:tre rescued they c;tn be 
tTe;tted medically or by psychotherapy; 
either approach requires difficult rese1rch 
;tod library work to have ~ny effect. 
especially in a 1920s camp;t igo . Usc the 
normal rules for psychotberapy and 
institutional disasters. 

Victims of either form of 1"'lng 
zomblfication lOse 2d6 SAN during the 
zombifica.tion ritu;tl (or 1d3 SAN ifaSAN roll 
is made), and will remember evcrything 
c.xpcrienced during the period wit bout 
willpower, This means that any encounters 
with Cthuhloid creatures and other horrors 
haVe their cumulative SAN effecI when 
zombific:uion ends! However, the delay will 
do something to cushion the blow of such 
experiences, and allsuch SAN 10sse~should 
be halved. 

Unexpected encounters with this type of 
zombie may cause the loss of Id2 SAN, no 
loss if a SAN roll Is made. Thceffect ofsc:eing 
a loved oneor friend in this form may cause 
t.he los~ of Id6 SAN (I point if a SAN roll is 
successful), recovered if the victim c;tn be 
re$cued and cured . St2tistlcs for such 
zombies are the same as those for any normal 
hum2n, with the eJ(ception th2t POW IS 
effecth'ely reduced to ze,ro, tNT and EDU 
can't be used, :and DEX is gre:atly reduced, 
Such zombies can 't fight , and are more to be 
pitied than fe:lred in themselves, lfattlcked 
they l3.ke normal daJrulge, and can't dodge 
or parry. 

'LIFE ' IN DEATH - THE 
TRADITIONAL ZOMBIE 
1'he tntdition.al zombie is a genuine manJ­
festltion ofthesupemarural, a de:ldman o r 
woman brought back 10 a st:mbbnce of Ufe 
by sorcery_ It', often :lssumed that the 
sorcerer responsible for such effects must 
always be eVil: however, some neut r-.d or 
benign magicl:lns m:ly also have mastef'«l 
this process, though it 's unlikely that this can 
beaccomplished without somelossofSAN , 
M.agicians who try to m2Ster this ability will 
probably drift tow2rds evil, becoming 
involvcd in_more and more dangerous speUs 
and the terrifying horrors of the Cthulhu 
Mythos. The most damaging aspect M this 
spell is that iI is apparently most successful 

with recently decea5ed co rpses; the 
m:lgician is thus drawn to become involved 
in Sf:lverobbing and other ghoulish 
:lcth'ities, and ultimately to ritual murder. 

SupcrficiaUy the tr2ditional zombie 
resembles the living 'zombies' described 
above, and it's e:lSY to con fus e the two. 
However, Ihe tf:lditional zombie Is 
perm:lnently dead ; if the spell which 
reanimatesll i ~ n::moved it will insantly 'die', 
and cannot be animated again . There are 
m:lny \'ari:lnl forms, some h;trdly 
recognisable as zombies; ifsufflcient power 
is put imo the spell the zombie will seem 
most normal, and casual observers may 
think that it is StJlJ alive, 

Although the prepantion of a zomhle 
usually begins witha corpse, it's possible 10 
begin with a Ijvinghuman who Is murdered 
in the course of the zombifieation process. 
Such ritual murders aresaid to aid the magic, 
and magicians controlllng many zombies of 
this type will almost certainl y use this fonn 
of'recruitment '_ 

M:ln)" legends suggeSI means of killing 
zombies orlhis type, the most common 
illvol ves the use of salt, but there is link real 
evidence to supporllhiS Story, Lnvestigators 
will probably need to(kaJ with thecreatures 
on:m Individual hasls, experimenting to find 
the beSt answer, 

Keeper 's Notes 
Zombies of this type will prob:lbly be found 
under much the same circumstances as the 
living 'zombies' described above, :.md both 
types may occasionally be found together, 
If the zombieS:lre reanim:lled natural deaths 
there's a slim chance tbat they may be ruled 
by a neulral orbenignmaglclan j howev~ it 'S 
more likely that those encountered in the 
course of Call o/Clbulbu will have been 
created violentiy, 

Zombie ' recruitment ' for this Iype- of 
ritual foUows much the same procedure ~s 
described above. Usually it's more 
convenknt to commit murderal a prepared 
site, rather than 10 kiU victims during:ln 
abduction , so the same techniques of 
pOisoning and abduction 2re used . The 
(ollow-up ceremon )', though, 15 very 
different. The victim is rituaJly prepared 
then mu rdered (usuall y b)" slashing an 
artery), drained of blood, and converted to 
azombie before rigor mOrtis setS in, Usually 
some form of embalming or prcservath'e 
lreatmcnt is used to keep tbe corpse from 
deteriorating; in more primitive cultures this 
Step m:aybe:omined, and such lomhicS will 
soon decar, rotting :lnd crawling with 
m;tggots and releasing a c.hoking odour of 
death. 

Zombies of this cbss :.are perm:mently 
dead, :lnd require liltleor no 'maintenance', 
though the magician may occasionally need 
to cast a spell to maJnt::lln anImation, Some 
magicians may become quite :ltuched to 
tbelr t.o mbie servants, buying them new 
clothing and sewing back :lny parts that fall 
off. Such magici:lns ate usuall)" insane. 

Zombies may :lisa be cre2ted by a fonn 
orresurrcctlon, bUI this is moredifficull:lIld 

rarely produces a satisfaclOry serv:Ult , Jt 's 
generally carri ed out only by 'while' 
magicians:lnd those who areo'l prepared to 
commit murder 

Game Mechanics 
The mos t common form of traditional 
zombie i5 described In the Call o/Ctbulbu 
SOurcebook for the 1920s (P30 in fitst and 
sccondedltJoncopics, pl21 in the hardcover 
edition), The distinctive features of these: 
c rea tures are enh:lnced strength and 
l'eIIistance to damage. 

Prc:liminarJ recruitmeOl follows the 
same pattern described above, with the 
victim's POW and free will suppressed, 

Thc zombifica.tion ceremony COruiSlS Qf 
three stages, the first being summoning of 
magical energy a.~ described llbove. Once the 
magician has some m:lgic poinlll in h;tnd the 
riW:I\ murder begins; the magician o r an 
acol yte cuts an artery, and the viCtim begins 
to bleed todc:ath ,loslngahit poim C'\o1!ry Id3 
minutes. Asblood is lost, the magician makes 
successive attempts to pit magiC pOintS 
:lgaiost the victim's POW, 21 intervaisof Id6 
minutes, If this attempt is un5uccessful the 
victim dies without becoming a zombie. If 
the auemptsuccccds a point of POW rern;dn~ 
In the body :lfter death, keeping it alive. 

At this stage the maSlcian must establish 
contro l. The zombie will still havc lNT, 
though the last traces of eonscfousnes~ will 
fade in INT x Id6 minutes. The magician 
must esClbllsh that he (or she) is the master, 
pitting magic points against the victim's 
singlepoinl of POW, This 15:1 compat:ltlvely 
easy process, but may require several 
2uempts (at Intervals of2d3 minutes) to 
succeed. Victims ' rescued' during this part 
of the ceremony will believe that they:tre stlJl 
.alive, and may jOin in 10 figlu the magician , 
If the magician is killed or driven off without 
establishing control tne zombie will 
eventually lose alllNT and run amok. 

Once cont rol is completc the zombie can 
be treated to prevent decay : usually Ihis 
involves steeping In a chemical bath or the 
lISc of a minor spell to keep the body fresh . 
Generally this procedure i1i left to underlings 
while the magician recovers from Iherilual . 
Tflhe magician "' .... nts Ibe zombie to look 
more human , additional magic points must 
be expended; for c:xample, an addition:ll 5 
points might give the 20mhie some vaguely 
hum;tn expression in its bce, though not 
much, 

The o ol y :llternativc 1'0 "iolenl 
zombiOcatJon is the use of a variant of the 
Resurrection speU described in the Call of 
Ctbulbu rules. For thiS spell the body need 
nOl be destroyed, bUI will be re;tC(i\f':lted in 
the sette in whJch It died, and can 1lC'\"Crbe 
anyth.ingmon:thanamindlesszomblc, The 
spclicosts IdlOSAN 00 firsr e:tsting, Id3 SAN 
perc:lsting tb~ter, and Id6 magic points 
per caSling, plu.s a point for each day lhe 
body has been delld. 

Altbough omitted from the Call of 
Ctbulbu rules, eocounters with this Iype of 
zombie should affect SAN: ld2 on first 
encounter with an obvious zombie (unless 
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aSAN roll is made). a Id2SAN loss (SAN roU 
neg:l.tcs) if an apparent human is positively 
Identified as a zombie. Finding a friend or 
Joved Onc convened to a Zombie should cost 
Id6sAN. 

REANIMATION 

In this scientific ct!uivakm of7.ombificalion, 
I.hc scient ist uses llrC:l. n e chemical and 
clectrical pro«sses to reslore asembl:mce of 
IlfctOacorpsc.-. and may evcnasscmbkparts 
of seve raj corpses 10 form:.l. body which [,5 
then reanimated. Often thecre21utt formed 
will be vcry like tbe wldition:!1 zombie 
described ;lbovc, and SCientists may feel that 
they have successfull )' created o r res tored 
life. However, it seems mOre likely thai such 
scientists:lJ'C unconsciously using magic 10 
susuio life after dealh . whh many of the 
trappings of SCientific resurrection (lOwering 
mac hines wilh flas hing Ughls. dabor:lIe 
cbemical bathS, and powerful e lectrical 
discharges) simply acting to focus the 
scientiu 's will and magic points . The 
behaviour tr.tdit1on:lllYllSSOCiated with such 
experimem:u io n cons istS o( a p eriod of 
research , followed by frenzied labor'.l.lor)' 
work , building u p to a c lim ax which 
evcmually leaves tbe scient ist t ired 2nd 
drained, it's possible that the scientist feels 
drJ.ined because he or she has uncoru;ciously 
performed a powerful fe:lt of magic. 

Ronlm.:uorsareofteo forced roassod:l.le 
w ith grave robbers or reson to murde-r 10 
ensure a supply of fresh corpses, and their 
research will often lead tomorcinl.irm.tcand 
eventually seif-deslructiveconCl.ct with the 
Cthulhu MYlhos. 11 often seem~ 1I.S though 
some d eSlructive creature (possibly 
Ny-ar la thotep ) delights in gra.nt.ing these 
reanimators enough knowledge to ensure 
partial success, whicb leads Ihem to dabble 
o n the fringes o f the Mytbos. Thecrcatures 
Ihey create are r',udy comrullable, and an: 
frequently the !.'aUSe of t b e scient ISIS ' 
deslruct!on. 

Keeper 's Informatlon 

st udy. Sc ientists wish ing to perfect the 
proce~s should have a minimum total of 
200% ski ll in three o r m o re relevant 
sciences; Cor example. Chcmistry, Pharmacy, 
and Zoo logy. Given theSe m inImum 
qua.lificat ions, such scientists must spend at 
least fifty percent of tht:ir """,,king lime in 
studies and resc:nch work. For eacb six· 
month period in which [his eourse of srudy 
is foUowed , th e scientist should make a 
Library Use roll . If successful the sclentisl 
gai ns Id6% know le dge i.n a new skill , 
Reanimation, and must makeaSAN roll or 
lose Id2 SAN. Cern!n t".uebooksmaybe used 
to enhance this ability, in the same way tb~t 
M ytbos books can improve Cthulhu M )'thos 
knowledge., withan increasedchanceof SAN 
loss. For example, Herben West'S research 
notes might g ive 15 % Reanimation 
know ledge, if a successful Reanimation skill 
roll was made, butthereadc:rwould lose2dG 
SAN (ld3 SAN ifa SAN roll was made). Often 
books comaining Reanimation lore will also 
to uch UpOD the Cthulhu M)'th os, with 
consequent additional SAN loss. "he CX2Ct 

nature of such works is left to Ihe keeper. 

Reanimation researcb also tends 10 be 
extremely expensivc; asSl.'lcntlsts learn more 
Ihe), will try to assemblt: mOre eJ:lbor:l.le 
labol'lltory equipmem, and junk old and 
discredited technology. Scient ists involved 
in this re5earch should expeci to spend 
approximately 1500(£100 at °20s rale!J) for 
each I % of Reanimation knowledge, in 
equipmem and materials, plus aminimumof 
S 500 plus (50 x Reanimation r.l.ting)doU.:us 
per year in supplies, maintenana:, andothe.r 
expenses. For example, a professor with 
50% reanimation knowledge would have 
spent 125,Ooo(£5,000)on equipment-and 
other permanem facilities, over the course 
of several yeUS, and wo uld have running 
expensesohround 13.000 (£600)per)'ear. 
On a professor's wages this could easily be 
a severe problem; devising a suitable grant 
application and cover Stor y may be the 
hardest parr of the reanimation research. 

Reanimation exper imems may be 
,Htcmptcd at any stage ora reanim:no r 's 
career. with thechanccof succcsscquivalcllt 
to Rea n imati o n skill. o nl y onc 
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attempts to get hold of Ihe components(Such 
as freshly-deceased human corpses) needed 
for tbe wo rk . Successful relm im:l tion 
experiments don't necessarily lead to the 
crr:llion of a complete zombie. In the early 
stages they are mo~ likely to produce useful 
info rmation whichad.ds Id4 to Ronimadon 
knowledge for the next round of research 
and experimentalion, and costs Id6 Magic 
Points and Id3 SAN ( I SAN if a SAN ro il Is 
made). 

T he keeper s h o uld decide if these 
experiments will ever be allowed to succeed, 
:and determine the consequences of success. 
Usually a re:lnimated corpse will rrsemble 
tbe ' traditional' zombie described above, 
though in some cases it will seem to ha\'e a 
genuine personality. Sucb c ases may, 
howeve.r, be ca used by posseSSion , as 
descri~d below. In either case removal of 
the magic o r possessing spirit which keeps 
thebody animated will result in inS12nt and 
permanem death . SAN effects arc as the 
'tl'llditional ' zombie. 

POSSESSION 

Sometimes2corpsemay be animated by the­
spiel I ofanotberbclng. The motivesofsuch 
interlopers can vary from malevolence til' 
curiosi ty ; Often they are tOtally alien . The 
sophistication of thc:.ir imitation of human 
life varies with tbe intelligence and pov.'er of 
the invading spirit. In some cases tbe 
result ing c reature is litt le more than a 
wmbie, In othetli tbeinvadlngpresence is m 
powerful that there is no easy WlI.y of spotting 
the deception . Powerful sorcerers (and 
possibly scienlHic re:l.nimators) may be able 
10 capmre such entities an d use them to 
animate.theirzombies; if so, tbey will usually 
be programmed to obey th ('i r 'c re:ltors ' 
commands. 

In some cases these creatu res may be 
responsible fo r th e deaths Of Iht"ir hosl 
bodies, a.~ of some 
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personality remains present but is dormant 
until the intruder is driven out, 

Keep er 's Inf ormation 

Possession ofa corpse will occur if ;I. human 
is killed under circumstances favourable to 
the invading entity iovolved , fo r example, 
someone ltilJed io a temple sacred to 
Cthugh2 might be invaded by a Fire Vampire. 
Ingener.ll, possession is only possible when: 
theinV'Jding person;l. lhy isn' t fimlly tied to 
a physical body. In thcabm·cexamplc. a Fire 
Vampire is essentially a sh ifting formless 
doud of g.:ls whose composition will 
cOnlinually change, 2nd the controlling 
essence will be.:l very snl!oLll pan of the doud, 
The Gre.:lt Race ofYilh mlly occasionally use 
this method , when their telepathic ti me 
Ir.lvei 'tuncsin' tosomeonea~ they are killed: 
Ihis would be.:l very rare occurrence, since 
then: I:; evidence that the Great R2ce have 
serV201S who research the lifeline of their 
human hosts before invading them . 

Directed possession (summoning a 
MYlho~ creature and directing it 10 occupy 
a corpse) requires knowledge of the 
appropriate Summoning and Binding spells, 
and a rilUaJcomparJ.bleto thecreatioll orthe 
tt',lditionalzombledeSte'ribcdabove. In this 
case: there is no need to drain blood or 
suppress the "!ctlm's POW, the victim is 
simply killed as soon as the summoning Is 
successful , :I.nd the summoned spirit takes 
COntrol of the fresh corpse. For this 
technique the body needs 10 bellS fresh and 
intact as possible, and the masters of this 
technique have perfected qu ick and p;(i nless 
;utacks which Jea"eeasily rep:.lirable damage. 
In m.my Ca5eS thCSC'{nvolveuSt' of the Manial 
Arts sk fll des<:ribed in Masks 0/ 
Nyarl(lrbo l ep. Other possible methods 
include drowning, freezing, or suffocation, 
though lh e firSl tWO would be very 
inappropri:ue ror a Fire Vampire! 

Although the invading spirit is bound 10 
the host corpse, it isn' t nITC'ssarily under the 
control of the magici:w or scienlist who 
summons it ; it may be necessary to perform 
another binding ril ualto keep the zombie 
under control. 

spirit, and the STR, CON, and SlZofthe host 
corpse. T h e invading spirit bas fuil 
knowledge of all spells . and may have 
powers rel:uc:d to those ohhe invading spirit. 
for exampl~ a human corpse possessed by 
a Fire Vampire spirit might have the power 
of pyrokinesis , causi ng fires without 
physical contact . 

Zombies cre~lIed by possession are 
prob:l.bly the most dangerous type. Lucidly 
they rarely make IO}".d servants, though it's 
possible that$uch azombie mightbecreated 
at the instigatiOn of the inV2ding spirit, ;tS 

part of some complex plan of desuuction . 

Another fo rm of possession is mind 
swapping, used by the Great RaceofYith :l.nd 
some other cre:llures. In t h Is fo rm the 
personalitics from twO bodies uuwapped. 
Usually thh Is permallC'ot , though 
sometimes it's possible to swap back Some 
powerful magiciallS can transfer their OWIl 

personalities this Wlly, ~'Wapping bodieswilh 
It younger host to achieve a form of 
immortaliry. Usually'll prerequisite is a ritual 
or drug to su ppress the victim's POW; exact 
details are beyond the scope of this article. 

PARASITISM 

Sometimes a corpse may be reanimated by 
an invading dhease or par.lsitc which is 
capabiC' of reactivating tbe body. Such 
reanimated corpses are usually 
'programmed ' for stereotyped behaviour 
which will help spre2d the infection, such 
as the murder of uninfected humans. This 
type of infection may also be controlled by 
a sufficiently resourceful magician or 
scientist, and the disease might thush<: used 
to kill victims and convert themdirectlv inlO 
zombies. . 

Keep er's Information 

Infection is mOSt effective In Isol:ned areas 
with poor communication: in such 'are;t$ the 
disease I :l. firm hold before anyone 

The disease will 
natural Or 

J~ cured 

the patient dies, sinc.e t.he infection only 
affects dead tissues. InJectioo maycauscrhe 
host body to become unnaturally strong, 
much like the t.r.ldltional zombie described 
above. 

AUTOMATISM 

One final C:l.use ofzombie·Hkebehaviour is 
:.r;ut()marlsm, a forro ofiru2nityin which the 
mind 'swilcbes Off', lea\'ing the body 
repetlrive1yperformingsomesimpleaction. 
Usually theseactions h:l.vesome relevance to 
the events whicb c:l.used the insanity; a 
vict im might go through the morions of 
dr.lwing 2nd fldng a gun, raising the hands 
to ward off an attacker, and so on . Such 
'aulOm;lIons ' can often be made [0 perform 
different acth1ties, such assweepingafloor 
or polishing '1 table. Once a pauern of 
movement is esublished it will be continued 
indefinitely, even if circumstances Ch:lOgC; 
for example, swcepiog movements would be 
continued even if the broom was uken away. 
Sometimes automatism is 2Ssocl2ted with 
phobias and other forms of insanity. 

Keeper 's Infor mation 

'Automatons' can be made to perform 
actions by moving their lunds and pushing 
them througb the correct sequence. After a 
few repetitions the movements will continue 
spontaneously. Victims of automatism C2n 
sometimabe cured by psychotherapy, using 
the normal rules for treatment and 
inst itutional dis:me:rs, 

In genernl, 
effect of insanity: i ' 



It stalks the Island al nig/u, its translucent blade leaving destruction and havoc in its wake. 
Frightened villagers hide from its ghostly form. Those who have contested its power have 
been destroyed. It is death. It is madness incarnate. It is ... 

oeMI 0 
t ~ spirit warrior 

OAJ OCmMO: The Spirit 
Warrior is the third adventure 
module for the ADVANCED 
DUNGEONS & DRAGONSTM game 
Oriental Adventures Hardback. 
An unearthly spirit haunts a colony 
in Far Eastern lands. The heroes 
must find the spirit and defeat this 
dangerous warrior from battles past. 

Make sure your family honour is 
satisfied - OA3 OCmMO: The 
Spirit Warrior is available from 
better games and hobby shops, or in 
case of difficulty contact: 

TSR UK Limited 
The Mill 

Rathmore Road 
CAMBRIDGE 

CBI4AD 

BOHEMIAN EAR SPOON issue 32 is now available. BOHEMIAN EAR SPOON is TSR's 
bi-monthly newsletter featuring news and reviews of all TSR's latest releases for the 

DUNGEONS&DRAGONS®,ADVANCEDDUNGEONS&DRAGONSTM,MARVELSUPER 
HEROESTM and STAR FRONTIERS® games. BOHEMIAN EAR SPOON 32 is absolutely 
FREE like all previous issues of BOHEMIAN EAR SPOON. !fyou would like issue 32 of 

BOHEMIAN EAR SPOON, send a large Stamped Self-Addressed Envelope to: 

BES32, TSR UK Limited, The Mill, Rathmore Road, CAMBRIDGE, CBI 4AD. 

DUNGEONS &; DRAGONS aDd STAR FRONllERS we rcsi~ Indc:mcb otTSR lDe. MARVEL SUPER HEROES i,. uwkmIrt of die Marvel Cornia 
Group. a divilioa 0( CIdeDee lJWarieL 'Ibe JymboI'" ~ • tndem&tt d TSR IDe. All RigtU Racrvcd. Cl1987 TSR UK Limited. 



An A,h'c:nturc for Watlummcr fantuy Rolc:play 
by Jim Bambra 
IUlln"IIATED lI)' 1l1!S! M CHOUON 

Night of Blood Is .fer ;" The Empire mId cml easily be 
used as part of The Enemy Within campal/PI , It can 
also be used as part Of ally other campa/.gll or for d 
one·off game. 

This :adventure c:an Ukt pl:a~ :al :any roadside or riverliide 
location :aw:.lY from the l:arge ehles, It can be ustd to add 
colour to dther a road o r river journey. Tht Journey 
should h .. \,c: been unevtntrul, bUI as dusk approaCht5, a 
storm suddmly breaks. Soon thc ad"cnturers are wcl 
through and their CO:llch or b:argc is bdng buffeted by 
slrong winc.ls, m:aking it very hazardous 10 continue. Un· 
fort unatdy, this being The Empire, if is nOI .safe simply 
to StOP and w:alt for the .Slorm 10 pas5, Mmy str:mgt 
creuurcs live in the forest. and few of lhtst :a.re likely to 
Ix shdtering (rom tht storm. 

T he !"J.in WI5 In tOlTCl1tS from thc d:u1t , roiling douds. 
O\~rhad , lightning n:a.shes 2CroSS tht sky. In tht 
distance tht n r:mgled cry' of somt Stnnge: crc2tUre can 
Ix he:ard. It is ~ night 10 Ix indoors, fo r who knows 
Wb21 lurks undcr dark trt't"! In The Empire's forestS. 

·THE HUNT· 

Audible' bl!lw~n tbe rumbles of thunde:r is 2 str:angled 
baying. At nrst this seems to be: In the d istance, but soon 
II becomts llpp:l.rent thoU tht SOund is hCllding towards 
the advc::nluters. A group o f bt:l.stmen and mutants :.Il"(' 

hunting:l. stag in this put o r the ron:st. 

If the OIdveniurers dtclde to hOllt thcir journey, the crics 
(Jf thc be2lltmcn ' wing SIr:lfght towards them aftcr about 
h:.llI:ln hour :l.nd :lpproach at a fast I':iI.tt. Tht cries srop 
s udde:nly bc.fore they re-..Ich thc advc:nruter,s :.IS tbt 
bc:astmen pu ll down tbdr prey, :and tht forest falls silent 
but for the sound of the: storm. II is o nly a m:altrt of 
lime before Ihc beastmen become: aware of tbe ad\·tn· 
turer 's presenct ... 

Stmiblc :tdvnuurers will continue: thdr journey :al this 
point Thost who SCI)' notice strangt shapes lurking :at 
tbe edge' or thdr vision, Tbe beastmtn and muuolS 
observe: the chlU2cter5 for a few mJnutt$ :and takt the op· 
ponunhy to surround (he:m if this 15 pos.sibk. They thm 
rush Into thc :ltClck. If the ad,'cmurers decide: to rrttellit 
h:lVC' them m:lkC' Rldt', Drille Cart or RifJ(>r Lore te:SIS (as 
:.tppropri2tC') to aC2pe F':lliure of th~ tests result.!! in 'a 
battlt with tht bc:asts of ChllOS. Unless the :.tdvmntrets 
move on slml lOlr art.aeu occur throughout the night. 

The Ch:aos hunters (twO be:l5"tmen and four mUl2nts) at· 
tempt to overpower the: 2dventurers :and tbtn dispose o f 
them in tllcir uwn inimlt:.lblt' fashion . The muta.nts nce if 
both tbe be:.tSlmtn :lfC sl:ain or incapadt~ued unless tht'}' 
succ~d in a successful lA test. 

2 CHAOS 8EASTMEN 

Mlws 
.(1 " 
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Tht fint Ek:astm:an has a l:arge bovint had 2nd toogh 
sca.ly skin (2 AP on each part of its body), It Is :also mb· 
Jeet to frrtrzy It :adds 1 to a.l1 damagt 11 innicu :and sub­
tr:aa& I from each wound it receives, When tht atlllck 
begins II lets Out ~ bellowing shrie'k and chargt$ inlO 
comb:at , oblivious for It.!! own safety, It is armed with 
~ sword :.tnd fights until slaln o r iOC:lp2cit:,ued. 

The: othcr Be:a.slm:ln b:a.s long, dog.U.kt kgs (M 6). It 
prr:smtS ~ mackay o f hum:an form. with a tlll em:.tci:lted 
body surmounted by lln O'Itnizc dog's Mad. The' creature 
U5C5 no waponll, 'attack.lng with lis sharp teeth, 

4 CHAOS MUTANTS 
"'YSB,,.TWIADes-Ld tat a ... hi 
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'fWo of the mutants 2ft :lfmed with d2ggtrs, and the 
other two with cJub~ . 

The four mut2nts t'Csemble no mlal hum:ms, but each 
be.us some m:ark of Chaos. One: has eyc:sta.lks which bob 
around its ht2d r:ather th:an cyt5, :another h:as two tC.n· 
I2cJe:5 which sprout from its hands, The remaining two 
mut:mts :a.re covered In thick. fur wbich provldts tbem 
with I AP on thefr bodies and arms, 

·MOVING ON· 
Whcthtr they art" 2tl2ckc.d o r not , tht ad\'enrurttS are 
a.ble to make reason2blt': progres5 for :!.bout ha.lf :ln hour. 
After th.:l.t t ht ro2d is so b2dly waterlogged o r the river 
so dangerously 5wolltn Ih21 tl'2vel is reductd to 2 crawl. 
On tht rheer strong cros.s winds and no:.tting dc:bris nuke 
il vcry h:wlI'dous to contloue. Ride, Drive Cart or Rlwr 
Lore teslS art required to 3,'Old :a mishap of some 5Ort. 
R02d tr:avellers nnd Iheir hOfSC:S slippIng in the mud 2nd 
going lamt or vehicles becoming bogged down in the 
mire. River vnsels are s~pt OUI of control ::md Ct'll5h 
into tht b:ank Wit h the huvy rain and tht thJ'C2f of 
mutant :attacks, it !hould be obvious to th:al they tht 
2dvcnturers are in a bad situatio n . 

·THE HOODED MAN INN • 
Slldde:nly lightning lIIumin2tes a building in the middle 
distanct. Oncc tht lightning h:a5 pinpointed it~ po$ition , 
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lights can be sten burnlng in the windows. This is the 
Hooded Man , a coaching/rlv~rsidc= inn, a welcome sight 
to any wt:atherwom u:tveller, espc=ci.ally on such a foul 
night , 

The main gates are closed and securdy locked. Knocklng 
:11 the gates brings no ~sponse, leaving the adven(U~rs 
th~ choice of climbing over the W211 or findIng another 
mean.~ of entry. Fortunately, access i.!I possible from the 
nearby ferry where -a pathway leads to the inn hself. 

-THE FERRY · 
This is a smill building next to the river bank. The ferry 
itself consists of a raft which can be winched across the 
river by means of ropes. When the fcrry is not in use, 
these ropes lie below the surbce of the water, Thc= (".lit Is 
on the adventurers' side of the rlvc=r, bUI :my altempts to 
winch il across to we other side ue futile as the ropes 
have been CUL 

If they check out the ferry building, Ihe adventurers find 
that the door is open and th~ a~ signs of a struggle 
inside. The buildlng's furniture is overturned and there is 
no sign of a ferry keeper. A dose search turns up a bag 
conuining 12 GC, 42 .shillings and 15 pennies. A trail of 
fresh blood le:l.ds from the dOOr; any character ex:uninlng 
this who succeeds in an Int test real .l~ that a body bas 
been dragged out of the building, Howevcr, no sign of a 
trail can be fo und outside thanks to the heavy [2in and 
the mUd, 

'THE INN. 
The Hooded Man is a sm:lll inn a.long a road that crosses 
the river here at the ferry. It is similar 10 the one in the 
WarhWlmer Rule book , but is not 25 grand, See WPRP 
p328 for basic deuils regarding inns. 

At ont; time che ion's site was a meeting place for 
cultists, but they were driven from we area o\'er ooe 
hundred yeus ::ego. However, Ihe authorities failed to find 
a secret shrine to the ChaoI' God Theentch which was 
hidden under the cellar. Since then the inn's history has 
been forgotten by ill bUI the Writhers In the Dark, :. 
Chaos cult worshipping T.teentch. Unknown to the 
currenl landlord, the ruins of the Chaos shrine aIT still 
Ihere ... 

lbnight the Hooded M2.D bas been successfully atucked 
by a group of mutants working in concert with Hans 
Jinketsl , a Chaos cultist . He has been sent to the are:l by 
the Writhers in the Dark to reconseC[2te the shrine. 
Disguised as :l Roadwarden, H:ms entered the inn and at 
:lO opportune moment Slipped kuru (a sleep-inducing 
d rug, see below) into the evening's food . Once the inn's 
Maff and visitors fell asleep · o r were tOO drowsy 10 resist 
- he opened the m:lin g:ltes for the mutants. 

All has gone well for the mutants, The Inn and the 
:.tdlacent ft!rry were quickly captured and we defenders 
were overcome. The survivors :lre now locked in the 
cellar, awaiting we rooment when they wUl be sacrificed 
{O 1Zeentcb. HaM and the mutants are now celebratJng 
their victory and preparing for a. ceremony to summon 
the shrine's guardi:m. The mutants are, however, 
unprepared for any vlsitol'!l, and they aft surprised by the 
adventurers ' appea.rance.. Their Initial reaction is to 
masquerade as the inn's inhabiUntS and wah for an 
opponuruty [0 offer the the :l.dvcnturers a drugged meal. 

HANS IINKERST • CULTISTS 

H:lOS is a Charlaun and a master of deception. He can 
easily carry off his part of a Roadwarden. Unfortunate­
ly for him, howe\'er, his uniform has a bloodstain at the 

base of his back wbere the original own<."r was stabb· 
ed. If Ihls Is noticed by the adventurers (a successful 
Observe lest is required b)· someone- in :lo position to 
nOlict il) Hans ffiaint:l.illS that il h:loppened earlier 
this evening when he W2S :luacked by rwo bandits. 
On no :loCCount will he- allow anyone to examine his 
'wound' beneath. 

MW$8SS T W 1 A l.d lid CI Fel 

Skllls 
Acting 
Blather 
Charm 
Disguise 
EvalUate 
Mimic. 
Palm Object 
Public Speaking 
ReadIWrile 

THE MUTANTS 

Equipment 
Dagger 
Sword 

116 48 32 ,.1 

Mail Shin (1 AP on body) 
34 GC 
A glass phial cont.a.ining 
18 doses of kuns (see below) 

All o f me muunts have the fO llowing profile, :llthough 
they h:t\'e individual mUt:.ilions. Should:lo fight Start they 
have access to swords and clubs, or Ihey carry them at 
ill times. 
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Grat is Initially in the s13bles eating the remains of the 
stable boy. U he is still :&live, he joins the other mutants 
during Ibe ceremony to summon the shrine's guardian. 
He has suckers on the ends of his spider-like legs which 
allow him to cling to any surface with ease. 

OUo the 'landlord' is fat to such an extreme dtgree that 
he is as wide :lS he is la11. Ht; seems to roll along rAther 
than walk, bUI he is pass:lble as a human being. Because 
he bas no other noticeable muution . and all landlords 
are a bit on the portiy side· OtiO adopts the role of 
landlord when Ihe :ldvenlurer'5 arrive. 

Fagor can pass for a nonn:tl hum:tn, as his bulging eyes 
are unusual, but not unknown, among men . He is in the 
cellar or the bar room when the adventurcn arrive at the 
Hooded Man. 

Wflbem is the most repulsive and grotesque of all the 
mutams. He doesn't h:tve a proper face, merely a skull. 
As a result. anyone viewing Wilhem for the firsl time must 
make a Cool teSI or become subject to fear (see WrRP 
p68). 

Outer Wall - The inn is surrounded by a 12·fool high 
wooden wall. The maln gate is locked and barred frum 
the inside, the smallu gate leading to Ihe ferry is, 
however, open . 

The 5tlbles • ApproachJng the subles. the adventurers 
will be aware thai the horses are restless. l oud neighs 
and kfcks can be heard coming from the subles. 

Grat , one of the muunts (see below for SUtlstics), IS in 
the hayloft . He is feasting on the body of one of the 
stable boys and will not hear the advenlurers approach. 
He notices their presence as 500n as the door IS opened, 

The six horses In the stables are terrified by G[2l's 
presence and flee from the subles as soon as Ihe door IS 
opened. A character ~g a successful Animal Care 
tesl will be :tble 10 prevent this happening, but any other 
character tuns the risk of being trampled by the leading 
borse . . A successrul 1 tesl allows the cha[2cter to leap out 
o f the way. Anyone who is tr.lmpled ukes one S 3 hil in 





the leg (modified by 7bugbness and armour) as dIe 
horses escape into Ibe. yw. The horses can only be 
persuaded or forced to ~-<nter the ,st2bies if they are 
calmed and lead by :I. dJar.lCler with Animal Care skill 

As soon as he is aware thai somebody else is in the 
:1I2blt:$, Gr.n clirnbs OntO the roof 2nd hides on the Olh('r 
side of the roof ridge. CharolCters Climbing infO the 
hayloft find the damp corpse of lhc stable boy. He has 
been k1Ikd by II sword blow to the head and his right 
arm bears the markS of Gr:lt 's teeth . 

Water is dripping from the lrapdoor leading up to the 
roof, 2nd thc ladder beneath is wet and smeanod with 
blood. Once the trapdoor is open the adventu~rs are 
greeted by torrential rain . This has made Ihe roof ~ry 
Slippery and anyone venturirlg onlo It must make a 
successful Dc. test or slip. A successful 1 lest allows a 
character who has slipped 10 catch hold of tbe edge of 
the lrapdoor and not slide off tbe roof (wbich ~sults in 
failing 5 yards) to the ground below. 

If Grat is discove:red up on the roof (by a successful 
Obserue. test), he will fight until 512in . His suckers allow 
him to move about on the roof wilh no danger of falling 
off. U the adventurers leave the stlbles without 
discovering him, Gr:u returns to hls feast until 
summoned by OttO (see belOW). 

The CO:Jcb House + The door to t.his buUding is locked 
(CR 30). lnside then: is a coach belonging to Cartd: 
Lint's of Altdorf. This coach arrived before the mutants 
attacked , Its passengers and crew were drugged and are 
now either dod Or tied up in the cellar. 

Tbe Inn & Bu Room - The main door to the Hooded 
Man is boited and the curtains are drawn. Sounds of 
merrimenl can be heard coming from Inside, giving the 
impresSion tbat aU is well. As soon as the~ is ;I knock at 
the door, however, the laughter dies aw.lY and there arc 
sound5 of movement (scraping chairs and the like). Af~r 
a minute or so the oolts are df2wn and the door opened 
by a horrendously fal character. This is Otto, one of the 
mutants, who is masquerading as the landlord . 

Otto is surprised to 5«. the adventurers, as he believed 
the inn to be secure agalnst outsiders. Making an HI­
concealed alttmpt to hick his surprise, Duo invites the 
adventu~rs into the bar room. A fire burns In the 

fircpl:lce and Sitting next 10 it is Hans, dressed in hiS 
(slOlt':n) Roadwarden's uniform. 

A loud thump directs aU eyes 10 the back of the bar 
where a man with protUbel"olnl eyes appeans and begins 
to mop up something on the floor. This is Fagor, who 
b:ts come up from the cellar 10 mop up the blood from 
the floor. Unless the advenrurers go 10 have a look af 
WhlU he is doing. he finishes after a few minutes 2nd 
then t2kes his bloodstained mop and buckel into tht' 
kitchen. 

Ono the ' landlord' is nervous aboul the adventurers ' 
presence (given what is to happen later) and thili shows 
in his m.annerisms. He- consundy fmgers the bemom of 
his apron, twisting :lOd tuming it with suppressed 
tension. He attempts 10 send the adventurers on th~ir 
wa)' as quickly as possible by c1aimJng that the Inn is 
full . Ono makes no effo" to make the adventurers feel 
welcome. He has a coacll party in residence, who have 
JUSl retired for the nighl, 2nd he "wanlS no 'gentlemen' 
of the adventurers' kind tonight , thank you". 

;~:~r~g:·:;:;;!~(~·,~~\\~:·{.:~~,,::~;:, .~;,. :J;;J·~~·~~~/~~tfD~~~~~f@; 
If the adventurers inllillt on st2ying (unlC:lIl1 they wish to 
die :11 the hands of whalevet' lurks In the [oresl), Ouo 
eventually (and grudgingly) allows them to do so, Re 
cominues to behave ungraciously' any drinks, for 
c:xa.mple, are served in unwashed I2nkards 

E''eIltually Duo heads InlO Ihe kitchen With a mutl~d 
" I suppose you want feeding all well ... " He Is acruaHy 
leaving 10 organist" the teSt of the mut2nts, while Hans 
keeps the :adventurers occupied, 

lians, in his guise as a RoadW'J.l'den, questions the 
advent'urers in an attempt to find out who and what Ihey 
are. Hans asks his questions in his 'official' capacity, 
using the: t'XCuse that be beJj~'t"s the advemurers w be 
bandits. If the adventurers mention tbe ferry, Hans claim!! 
It was atl2ckcd (and the ferryman carried off) b)' bandits· 
This, he aplains is why the Inn is sO secutdy locked. 

He: also marutges to Imply that the advenlurers ~ in 
league wilh Ihese same (non.existe:nt) bandilS: "I mink 
}'our sudden appearance has unnerve:d Ihe b.ndlord 
Mind )'OU, he could be flgh!. ., Who else would be out 
on a nighl such as this?" Hans is c1e\'er e:nough nOl to 
press this line of argumelll tOO far, 2nd he seems to be: 
S2lisfkd by any reasonable story the advennll~rs care: to 
teU him. 

If the ;ad"'enrurers mention the mut2nt in the stables, 
H.ans Is surprised. He believes :ill me mut2ntS to be 
hiding in the inn. He appears surprised whe:n told of the 
body: "The landlord 2ssurcd me that the stable ooy bad 
run off. No one bothered checking fot him up there. 
Well , he can Wail till morning to be buried," 

If the 2d\'eiuurers mention either the body or Gnt to 
01t0 be looks very worried and shockedj His real fear. 
however, is that the ad\'enturers have uncovered the 
mutants' business here. He changes the subject :lIld looks 
[0 Hans to b2il him our, 

~>f-'~ : '}~<:'~~ ~~;: :' .~ :.{\r;:::;.::·"~·;~' It '.'i< ::;, ~ ::~:, ~~·~·:J~9··';)?AfJ~:~ 
Once Hans is sure. thaI the adventurers have no official 
connections, be excuses himself and goes into the 
kitchen. Adventurers who state they are watching Hans a.'I 
he leaves wiIJ notice his 'wound' and the bloodstaln with 
a succesdul Observe tCSt . 

By DOW the advemurers should be suspldous 2nd be 
trying to find out what is going on . A character stood at 
the bar can overhear Hans and 0110 In the: kitchen. 
"Don', panic, Ono. They:itt only travellers, 1lr:eetllch 
wlil be pleased 10 have their souls as well. Use the \runs 
In their food 2nd we'll deal with them b.ter.H Hans theo 



passes Dno the phial containing the kuns. After this Otoo 
has Ihe phiaJ in his possession. 

If Hans hc:ant anyone atlempting to sneak imo the 
kjtchen he comes back into the bar. He closes the door 
into the kitchen with :m air of finality, making it vety 
awkw:ud for ':m}"oOl': to push pa..~t without a very good 
reason . 

A short while later Duo returns beuing bowls of hOI 
Stew. Each bowl contains twO doses of kurts. Char:lclers 
have a base 10% Chance of nOticing the dru~ in the 
food. This 10 % is a\'er:lged with a character s lot to .sec 
if they norice its wle in Ihe food , Characten with Cook 
sklll have a 10% bonus 10 their chance of noticing the 
drug. 

KURTS 
Kurts is a drug made from the Gortsietc planl. It begins 
to take effect :uter half an ho ur. One dose induces 
drowsiness; two doses causes unconsciousness (WFRP 
p82), Char.tcttr!l may overcome its effects by makJng suc­
cessful rougbness tests (at + 2) for each dose they 
consume. 

' GOOD NIGHT. LADIES AND GENTLEMEN' 

After the adventuren have finished e.ttlng, but before the 
kurts takes effecl, Duo offen to show the adventurers to 
the common room upstairs. He claims thai the other 
rooms are occupied by thc coach party, 

The hallW2y is wet and uncarpeted , a.!though a dose 
inspection reveals that there u.sed to be 2 carpet in heft: -
blls of cloth still cling to the t:lcks in the floor. The 
c2rpet has been removed and the floor mopped by Fagor 
to rem()'.'e blooc15C1ins. 

(i:i)~~~ ;g}ii':~~;~~:"t'):;;~ ~·1:·~:t i \W~:i;~ ;~~\:'~:;~'?:'-:' ,f f; \ :r ::: : 
The common room is dirty and the beddin& is soiled . If 
the adve-:nturers comment on ritts, Otto is unsympathetic 
as this is " the beSI he can do". He then aits, looking 
like 2 man as keen to get away as soon as possible The 
sound of Qno turning the kcy in the door lock (CR 20) 
i!i de2rly audibl~. 

From the common room the "advcnturers can he2r the 
horses in the st:.lble if Gr.u is still present ... 

The Bedrooms - There are only four bedrooms upst2lrs 
-and all the doors are locked (CR 20), The landlord 's 
room and twO of the bedrooms 2re empty and 
unremarbble. However, the two beds in one room arc 
bloodstained and t.he bedclothes are scattered about the 
room . The beds' occupants wcre obviously stabbed and 
then dragged from their beds. Trailing suins lead OU l 
through the door, but disappear at the silL 

The KJtchcn - The kltchen is obviously deSigned for the 
inn's haLfling cook. Fagot is in here unless the ceremony 
(see bclow) is in progress. The bucket uscd by him when 
mopping up the "arious bJoodst2ins Is 21so in here, The 
bucket Is sUU full of blood-tainted \Voller. 

TIlC door leading to the yard is unlocked, 

The Cell;".' - The cellar conuins b2rrels of beer and 
bonks of wines and spirits, There is a trail of blood 
stains on the floor (unless Fagor has had the wit to mop 
them up as well - this depends on how much help the 
players are gOing to need in worklng o ut whal is going 
on) w hich 1e2ds to the loose paving slab, This has been 
lifted to give 2cce5S to the bidden shrine built bclow the 
In'cl of the ccllar. Depending on the Circumstances, the 
slab is either ralsed or lowered . When lhe -adventurers 
first arrive, it Is closed, but it will be opened during the 
ceremony. The dosed slab m2y be. discovered with a 
successful Observe test or by (ollowing thc bloodstains, 

Thc Shrine · The real I2ndlotd, his wife, two scn"Ults 
and one of the coachmen are still alive, although Ihey 
-ate tightly bound in the shrine. They 3R still surcering 
from the effects of the do~ of kurts they were given 
cartier in the evening The bodies of the mucUlu' other 
victims are. heaped in one comer: a coachman, his three 
artis2n Da..~senj!ers lind the Inn's h:lIfii1tJt cook. 

~~~. f~~~;i~\t':~;i;:~~~t:: ~ ~;:j/~;'~i :~~}·::~: ?~:'~ ~{:;;'.':;.;:'~ :~;;;~~~.:;':::~\. 
A m2gical , two-fOOt-high statue of 'TiCC'ntch stands in the 
middle of the shrine in the ccnm of :a stnnge moving 
p:lttcm. The partcm constantly shifu between a symbol 
Qf Chaos and an oaagOI] , 

The statue is made from a greenish slone which seems 10 
flow and mo\1t': when observed . Any character Observing 
Ihi~ and the shifting noor pattern must make "ii WP tc:st 
or receive 06 Insanity palms. The image or Theemch can 
be ~mashed (it bas T 5 -and W 5). Howev~ unless it is 
desuoyed in a single round thc shrine's guardian demon 
appear.; to dcfemJ the ST2tue. Once Ihc d~on is 
destroyed , tbe st2tue can b<' broken easLly and Ihe lines 
on the floor will fade and vanish. 

Agairt~t the w.tll is a locked (CR 30) wooden box 
containing 212 (;C, 365 shillings a.nd 26 pennies. A 
successful search of the room reveals a loose SfOnc 
bchind which Is hidden 2 pouch COntaining 2 potiot! of 
strerlgtb (WFRP, pI86). 

Th~ mut:lnt Wilhcm will be In here either participating 
in the ceremony or lurking at tlle fom of the sta.irs, 

'THE CEREMONY, . 
Shortly after the-: Duo has shown tlie 2dvenrure'rs to Iheir 
room the doses of kurts begin 10 Lake effect , Half 3n 
hour :dler the drug should h3\'t': lakeo effeo (!.he mUllUltS 
know whcn this should be) Ouo coUeCts Groll from thc 
st2bIC$, Anyone looking OUI of the common room 
window at t.his time sces Otto going OUI to stable and 
returrung with a mutant (if Gmt 15 stiU alive). 

Hans "and the mutantS as.semble in the cdlu to conduct a 
('eremony using the magiCa.! energy of Ihe statue to 
~ummon 2 demon. Shortly 2fterw.ud:o the ceremony 
begins, and faint , discordant chanting nus the ion. This 
cominues for half an hour, whjle H:105 ritually sacrifices 
two humans as the summoning requires. 

'C' 



As the ceremony begins Fagor sneaks up to the 
adventurers ' room :md listens :11 the door. CharActers 001 
suffering from the effec[S of kurts who make a successful 
Listen test hear him approach the door. J£ Fagor becomes 
suspicious that the adventurers arc not unconscious or, 
for example, the common room door is open, he returns 
to the cellar and warns the other mutants, who close the 
trapdoor and continue the ceremony. If given the 
opportunity, Fagor hides somewhere in the inn and 
attempts to attack a lone advenrurer from behind . 

If all appears well. he immediately returns to the cellar 
;md joins the other mUl:ll1ts in the chant . 

Unless the ad\'enturers intervene in the ceremony the 
statue transforms InlO :.I demon. It appears as a nine-foot­
lall , green , spindly human with a long neck and a 
hideous, oversized head. Any crc:alUre under LO' tall 
viewing it must tesl against Cool or become rooted to 
the spot with fear (see W PRP p68). Unfortunately for 
lians, he is unaware of the ritual to bind the demon and 
it immediately attacks him and the mutants. The demon 
Is set upon slaying aU it sees and pursues any lJedng 
char:lcters after first sl:lying :lnybody near it. 

GUARDIAN DEMON 
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Bar Room 

The demon attacks by biting and raking with its 
claws. Once it leaves the shrine it becomes subject 
to instabflity (see W FRP p215), although it is entire­
ly stable within the sh rine, For C\'ery 100 yards that 
the demon moves away from the shrine, subtract 1 
from the insClbility die roll (treat rolls of less than 
as I). 

·THE ROADWARDENS · 

As dawn breaks, a party of four Roadwardens approach 
the Hooded Man. Their reaction to the adventurers or 
anyone else depends on putting the worst possible inter­
pretation on the scene they find . Unless, fo r eumplc, the 
ad"enrurers can produce mutant bodies or capth·es ~ or 
so me other proof of what really happened . the Road­
wardens choose to believe that the advenrurt"rs were mbl"­
ed up in whatever has been going on , At the \lery least, 
charges of murdering the landlord and the others are 
likely to be preferred , a long with any other charges that 
solve open c:lses in the Roadwardens ' palrol are:l. 

Even if they arc convinced of the advenrurers ' innocence. 
the maner of what has occurred :II Ihe inn still has to be 
cleared up. The Roadward~ns expect and insist (hat the 
adventurers accompany (hent to the nearest town so that 
the whole aff2iI can be deale w ith a in proper manner . 

- ~ . . , , 
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4 ROADWARDENS 

Sldlls 
Ride - Ho~ 

·REWARDS· 

Possessions 
Crossbow and ammunition 
Sword 
Mall Shirt (1 Ap on body) 
Sh ield (1 AP on all) 
Helmel (I AP on head) 
Ho rse 
Saddle and Harness 
Rope - 10 yards 

The follOwing experience poims should be awarded 21 
the end of the ad venlUre: 

40-70 pOims each for good roleplaying; 
30 points C'.::.Jch fo r daling with the mut:ants; 
SO points each for destroying the statueldemon; 
20 points each for dealing with the Roadw-:udens' 
suspicions. 
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fot:~onactroo 
This lwh'efltuIe is suilable fOr intermediate or higbu level characters. It IS 
set in the IIlC8 ~ by ICE's Sou,hmr Mirtwood c8lTplign suppiemem. 
or alternatively thelkJgorlad and tM Deod Monlus adventure pack. 1b 
plqy this advmlUre 5lrnighl off you wiU require the MERP rulebook. aDd 
Sourht!f7I Mirkwoodor Dagorlnd; otherwlseyou will need IOspend a linJe 
while adapting ir IOr)OUr awn campaIgn. 

The adventure js organised iDIO two &eclions. The ftrsl includes this 
introduction and DOtes, along with ~ Plot. II selection of hcJpful and 
misleading events undt!r lhc: beading /?wno4Jn, and thesatistics lOr principal 
NPCs and creatures 10 be encwntemd (this is to be found lit the end ohbe 
adventure). Thesecond section comprises five essays giving background 
infomuuion on thedifkrcnt elements of the plotline. You may also fuxllhese 
useful in their own right RS additions 10 the MERP supplements if ~u 
regularly play MERP. Owing 10 its freefonn nature, you are advised 10 be 
\'elY Iiuniliar with the plOI before attempting 10 run this adventuR'. 

QUOTATIONS 

QuowJons in the texlarc from 'l7u! Lord oftN Rin8.t(\bI:.U. Book3, 01.4: 
and \bI .rn , A~ndix F)and 71reSilmariliion (Quenu Silmarillion, Ch.J 
and 2). The onginaJ inspmuion for the scenario came from the we of 
Aldarionand Erendis in UnjinishM 7hle.r. Alilhesc v.orks~ by J R R and 
C J R Tolkien. 

t:he pLot: 
7hu~ does not tollQW a stnight course of actJOD. Events lake place. 
but IllS up 10 the charac1cl'110 met m them and inlluencelhtC0UJ5Cof funue 
cvent:'l. lD the f"ollowingscction there arc guKlelines fur suggested activities 
at each Slage, but you are at libeny to adapt these as)'OU see fillO suit ~ 
style of advetuure you and )OOr p~n prder. 

OUTLINE 
A groupofEnrwives (the N61I!noro/yor) . from the lost female branch of the 
ancient race of Ooodrim, have returned to lheir fanner home In oorm-st 
Middle-carth in a great land-going ship called the TaIl~lt(), They have 
with them a 'magicilem' which !hey hope will cute their blighted. gardens 
0( the cur;e that Sauron laid on them, but they need to have rime to traru;fer 
it into !he ground, AssisllUlCe from thedescendanlSofthe wild men 10 whom 
IbeyUlughl the an of agriculture should be able 10 give them the time !hey 

""". 

1. Th t Arri.'(l/ Of 7bwi/ant/} 
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The gmlt vessel may arrive 'befOre' the adventure proper stans. The 
chantcteri get 10 hearofit from gossip in. village or wwn they are resting 
in, Of hom some NPCs they encouruu during or after their lasl advenrure, 
Such a wonder WIll surely be a Ulilcing point for many miles around. 
A1lCl1\1ltively, )IOU may have theadYentureSUlrt with the cbaractm themselves 
witnessing the amV',,", of the ~ssellate one afternoon. 

The wurl!faro() settles somewhere on the lhlath Hamx:h in Dor RhOnen. 
8OllthofMirlcwood and east oftbe Emyn Muil, Theexactsiteis left 1O)'OLl. 
but it will be in a rather de.solatearea at theedgeoftheBrown Lards. This 
is !he limit for ea5)' travel with the Yavannen (the spirits lIlOYing the vessel); 
10 push them further might harm them. Settlements in the area (but not close: 
by - the N61!!norolw.r have deliberately kept out of the way of human 
habitation) include Gondorean outposts, Asdriagcamp sites and outlying 
Ot"dmuz villages and farms. 

2. Initial Reactions 
The Thutffant6 111)'5 quiet for some days. Characters in the area may pick 
up Iales concerning the vessel: these ate covered in tbeRwnourJ section. 
Select theIie randomly or choose them 10 suit appropriate actions of the 
characters. This is a good time for the characters 10 irrvestigale the vessel. 
seek advice elsewhere. make plans and 50 on. Hopefully. they will end up 
very confused and none the wiser. unles~ they have been c::cceedingly clever 
or luck)'. 

During Ihis time. some oftbe Nlilenorolvar leave tbe..-essd secretly 10 seck: 
out the leaders of the Uerdakyn cults in the vicinity: around this timeSauron 
leami something of the nature of the vessel and if the player characters an; 

being noticeably interested in it, Thendri.k: is sern 10 tty 10 recruit them. 

AI the end of this period :I council of the Uerdakyn priests is held, Although 
not secrcc, it is strictly guarded and very hard to inflltrate. AI the council, 
a Unad.a called SiDf1l6cC addresses the prieslSand seeks their aid in planting 
the RuneofPower"tnthe Brown Lands tomakelhem f1ourishagain. All the 
priests 8Ie U'CmendousJy excited about the meeting with one of!.he ancient 
Mistresses and her scheme, but then start bidering aboUl where the 
Vlllquena-i.ol var should be planted . Many desire it for the benefit of their 
own regions, and no ea~y compromise can be found. The debarc goes on 
for a few days, and ends with perhaps half of the priests w.tIking OUt. The 
rest IIgrtCto assist in the tr.msferml of the Word off\lwertoa spcJ( in thecentre 
of 1he Brown Lands. 

~' 

1. 1buriifalllo'li..asr Joumey 
SingaJ6lE instructs the Uerdakyo priests to wganisc somecc.remonies to hdp 

./blcss the Rune, and a process.ion 10 lead the vessel 10 the designated site, 
The laner is I ' 

YaV'd.Dnen, 



the Morgon-i-Ancalagon. After a brief toIiloqu)' in typical arch­
villain style, they speak the wotdJ of commaDd and the power of 
the Morxon bI&sIs the 'hlquetta-i.()lvar. There ill rxKhlng that ..... ,0"" 
the dwac1ers can do aoepl save lhcmselves (unIess)'Ol,l \Ir1I.m to ~ 
be \leT)' generous and the players m exuemely sharp); the Enadai 
will sed: to save the Ru~ by cushioning the blast and expending 
their own life-bee. This results in their inevitable~, but 
may save. ponion rLthe Vtbn:l of R:Jwer aDdIor the cbaracten. 
The perpetIvtor is either destroyed in the conflagntion unltsS you 
wish them to escape 10 be pursued by the player dJanlcters. 
WhateYer power remains in the Valquena-i-Otvar is insufflCieOl 
counlCrad !he irumkal effectJ of the curse laid by Sauroo aeons 
earlier. The Rune fDdeI and is ~ OYer !he !ale of )'C8t$. and 
1hurtlind~llr/miwJjonr6rr:InIIm'(""tmbar crumbles into 
OOlhingness, !he secret ofits construction gone. 

Any of these 'random events' may be used at any poinl in stage 2 
the plOl: . They can also be used 10 introduce Thendrik to the playu 
chantcters; he might hear the slory Rt the same time, or may ~ 
be the teller of the tale. He will alVo1I)'5 seek 10 PUilhe blackest ~ 
inte.rpretation on any cvelU, and exhibilS great concern fOr the 
~ltlm of the adjacent iIOCieties, trying to enlw the sympathy 
and active suppon 0( the chanK:ters. The encounters are presented 
the basis for a tale 10 be relalCd 10 the characten by someone 
(this might be second-, third· oreven founh·hand, of 
course) , with additional and more accumte infQnnation 
Milable 10 adventurers at the scene. 

A. Singing 
Faint singina IS heard emanatmg from the unearthly vessel, gentle and 
rbythmica1 )'tC ~ weird and my5II:riou&. Dil1i:ring iuo:pietaiooos roold 
bepw on !he rwsic. sinlxno\Wl'dscao bedisringuished. AI. times. the repnXive 
sounds oou.Id even be said 10 be siniscer · perhaps they form pan rL.some 
unJmoo,o.rn ritual ... 

Ifrhl' PCsarepm~N: Closer 10. the singing resembles ~ the sounds rA 
nature in the open atr; 111)t,S somewhere bet>M:en birdsong, the humming rL 
busy insca5 and the rustleofleaves in tneI on I windy day. If aD)'OnClistening 
knowsQucnya 10 rank 4 orbet\er. they might "~" thatthesound is 0( 
a strange choir. singing in some exotic dialect ofQuenya from)utl past: 
i:1<M'eYCT 00 5CIltiC mil)' be made of il. 

8. The Mbb 
Small sprit18S Mvcstarttd welling in the p8tha(the vessel and in thearea wnere 
it now restS. Plantsare flourishing there- some might say qWIe unnaturally. 
However, this strnnge wake demonstrates quite plainly thai the vessel came 
out of the East, 

If th~ PCs on pmenl ' Closer investigation cL the plams and springs shows 
that the water 15 very pure bul bach poisonous planlll and berbs are growing 
amongst the moreusuaJ plamso(the tegjoo! IDrexample: BrightBluc Eyes. 
Splayfoot Good~, Muilfana and Silmaana (see Sowfurn Mirtwood pS3 
"'" MERP p85). 

C EYiI Corps~s 
The bodies ofhalr.dozcn ores and a ll"OJI are foundclose 10 the vessel. The 
bodies are ~rely mUlilated. eYt:n 10 the ex~t ofbeing 'shreddtd'. Their 
~-earms are splintered and broken. their armour 10m and useless. There are 
no stgnS of the "il onea' opponents. Some may interpret this as a sign thai 
the vessel is the home: of good creatures who have defended themselves 
successfully; others milthlll1 that theores came from the vessel and, having 
been severely punisbecf, their bodies were throv.-n from it. 

Vlhe PCsanpmenl; A Vety Hard (-30) Trac:kin& RoU will revcaJ thai the 
arcs came fmmthesouth , went right uplOtbevesscf, and then ~rcreturning 
south befure being set upon and Jrilled. Five surxcssful Tmckin& Rolls are 
necessary 10 trail theorc:s bac:ktothe secret enlrdnCe to Dol Guklur in the Emyn 
Muil . 1bere are no signs of opponents, even With Absolute Success on the 
mil. AU the corpses m perhaps slighLly dirtier than usual (even for orcs and 
t.rolJs). This is because they ~rekilled in II 'churning' (seeN6Itnoro/l;ur). 

n OddO>upU 
TWo corpses are found close to the nearest human habitation, appare.nLly 
dumped there. Oneis a middle--agcd man, theother. younaef woman. Bod! 
are moderately well dressed , although tbeclotbes are ruined, Both died from 
crushing blOWlor perhaps a bad £aU . Neither is Itno>.rm 10 anyonebereaboulS. 

Iflhe ffi (Ire prt!Yni; The chamccers cannot identify them either. CIlIT.:fuI 
examil1l000 of their pos.sessions may suggest thai they were thievai. 

GM: These are Indeed. pairofGondorean t/Ue>.oes who inYestigaIcd the YCII5d 
100 closely and were slain after attacking the Enadai. 

E. Flying To'",hI 
A aiant crearun: IS secn In the VICinity 0( the vessel, flying ac:rou the face 0( 
the moon. II is vaguely bal.-like, being black wilhrnc:rnbnmous flapping wing). 
Any of lhe following attributes may be given 10 il by Ihe !ale--teller: it was 
rnounkd by. rider clad in swathesofblack; it was a fearsome beast but. withoul 
arider: II had Biowinared eyes; it had a haloof guttering flame: itborel man 
clad in white wielding a ~ of gold: it was really a black ~Ie wiUl the 
sign of the Eye OIl the underside d ill wings. 

Ift~ PO an p~Sf!."': Succcssful Perception Rolls IIlII)' give additional 
information as appropriate br either Faroth Morchalnl or VUagaur: note Ihat 
if you repeat this encounter (perha~ ooce as a slOfy and another time IS a 
WItnessed event),}'OU should confuse the char1lCflCrs by using tbeothet-OeI­
DUrimbi! the second time. Any Perception RDU will be at a significant penaIry 
due 10 the darkness and distance involved. 
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F. Cr'tIUd Priest 
One of the Ucrdakyo priests performs II blood sacrifice near the vessel, to 
honour the Earth Mothers' return. Some leillng this story will ~ 011 to ~ 
how the sky turned black and thunder rolled in from the hills as If they were 
in agony: odtc:rs might also maliciously add lhat the priest was aided br; an 
invisible ~ from tlw: vessel (though bcMr!his w.IS divined is oot m'C3fcd). 

/ftM PO Qrr! presmt: TheP!iCSl is gripped in a violent passion, arxI sacrifices 
a pairof' goalS on a makeshift altar. He is obviously mad if approacbod. After 
his riwal, be Iilints but there i! tittlec:ffcct; that night. however, there is IIlenific. 
thunderstorm. MagK:aJ. divination or weather-reading skills will detennine 
!hat the 5tonn is natural. It will not be possible for the charncters to reach the 
priest before be completes tho ritual. The priest is scrufflly dressed and one 
oftbe itinerant Uerdakyn priests occasionally met. 

G. ShtuJows aI Night 
Onenighl, theside of the vessel opens and 'something· comesout. A number 
ofshadowy forms arc seen: theseareofindetenninatehc:ight, s.ize and even 
shape. Some will maintain !hat they arc wighlsor wraidui orsome other malefic 
undead crearurecomc to poison the land and slay !heir children; others think. 
they must be ancient spirit! from Aman lost on II YCJY3ge through Ihe Three 
Worlds. 

ljthe pes are. prrunr: Even the best Perception Roll yields no more 
infurmation. The fomlS glideO'Jer the eanb and, since the night is so dark, 
they !lOOn disappear from view. They do leave tnlcks which can be seen in the 
morning, bul bali II mile from the vessel they diverge and can no longer be 
fOllowed . The trncks are unlike anything flIl)UDe in the party has seen before. 

When the vesseJ rJ'IO\IeS it seems to glide through the earth, propelled by nothing 
more than the urgeoflbesoil. The great furraw it dntgs closes aver behind 
it, \eavingonly a wake of rapidly groYling wild plants which flower cbenext 
day. creating a narrow swathe ofblue and red across the green grasslands of 
the Plain of Rbownion. 

The ship has been built by the Enadai Icnov.tn as the N6lenorolvar. Its 
construction and method of propulsion are beyond the divination of mortals, 
and even the Elves. Within the vessel is a ma.rveJ to march any currently in 
northwest Middl~: the 'Wlquetta-i-Qlvar. Myriad beamsoflight spill 
dCMtll from concealed ponals in the sides of the hull onto a rich bed of soil 
spread across the Be1owdeck. Here thrives a complex community which, 
through its inner bonding and ~ with the \\brdof}\)wer invoked 
by Yavanna. channels the power of the Song of Creation itself. There are !all 
shrubs and spreading bushes, grasses and creepers, lofty, slender reeds and 
Dalms, vibrant undergl'CM'th and layer upon layer of leafy vegetation. Birds 
fly and sing amongst thcplant life, small mammals push through the fallen 
leaves and chewon roots, insectsdan from tl<7o\'CtlO flower, wonns and tr:rmitcs 
tum the soil. even microbes flourish in the humus. 

As well as light, thematrix ofplants Deeds waler, and this is supplied by !he 
canopy oyer the Upperdcck. An integral part ofthc Vkmi ofl\wlcr is a prolific 
speciesof silkY.orm(S: mlWif"rilrltJ), and the Enadai collect lhesilk from these 
silkwonns tomaintain thccanopy, Every dawn dew fonns on the underside 
of the canopy and rivulets triclde and run oo.vn to vats ao::I pools 00 !he 
Belov.dcck. In this Wfrj only purified and benign walers feed the 'WlqUetTa­
i-Olval', 

Ifthc BeICMdedt is an appan:ntly chaotic jungleof plants and wildlife, dappled 
+aro .... e··lfr-07''>eLe .. t:r '~T 'va ra~ withgoldcn beamsandmistyvapours, the Upperdeckisamoreorderlyplace. 
L. LAK. U'-' LAK.LA r U TheN6"""roh",,_the~H,mg"""'''''''._''''''l'''''''''''''YI_ 
t:or<anbovenemBaR "''''' W;'" del",~ .""'ringpl",". Only ."""'ow Iaye"",,,il """'" tim 
~=,:...:=:.:.:::..:::..::::.:=,=:.::=::...:.::=-=:..:..=--____ ~ deck, but it has been 'landscaped' with boulders and shrubs. An even light 
7Durtli.ndeJltunivajuu!Jmndu.'rnbnbar, an Entisb Quenya ~ which loosely permeates the canopy, which is occasionally rolled righl back. Round holes 
means v.ood.singing-great-~-whale-wandering-'MXld-bome, is a huge lead down to the Belawdeck, living ladders of WOYCn ivy stretching over one 
\\QOCIen vessel built by the N61eoorolvar {o ItanSJlO" their own version of the hundred feet into the greenery. 
IhIquena-i-QlvarlO thcBrown Lands and beal themofthecwse with which 
Sauron affJit,.ied them. It is known as the 7hurtfontii for brevity's sake. A community ct'some twenty-eight N61enorolvar, ofwidclydifferiogtypes. 

dwell on the vessel. AD have some IoKJ,o,rledge of the Ya1quetta-i-Olvar and 

The vessel vaguely resembles a vasl ship like theAn:. II has 00 masts as such, 
altboughl'o\Opostssupponamassive~ofsomesortwhichentirelydrapes 
the top of the vessel. When first sighted. it will probably appcarmuch closer 
than it really is, since it is built on such a huge scale. From prow to stem it 
is at least 300 yards long, and its bulk toWers more than 200 !eel intothe air. 
Close to it bas a wrecked appearance, covered in living plants which may be 
seaweed orvincs, enc.rusud with algae, mosses and lichens. ThehuIl is dark 
grey and brown, built of an unidenrifmble ~. or possibly 
SUJne, whilethc~ issalbv. ringed withgreenandbrown 

can use its Power on the vessel or in the vicinity. When they venrure further 
abroad. h()lllolC\ler, they will be without the protection of the Yavannen while 
in lheBrown Lands, until the \\lqUCWt-i-QIvar has been transplanlcd and given 
time to work against Sauron's mortal curse. 

The N61eooroiwr arecareful to hide their presence on boan:i liumany prying 
eyes. They are especially watchful fur Sauron's agents; they know they cannot 
hope to escape his attention but realise that caution and discretion will make 
the success of their mission much more probable. Their leader, a SIml. dark 
green hued Unada with flares ofbright golden eyebrows and tresses like a 
fiowerin8 broom. is the commanding CtnirQ!h. She is the guiding spirit of 
the expedition, and inspires some of the more diffident Enadai. 



DcspLte Ihc:ir prccauoons. careful obsuYers will beab1elOsee ~ shapes 
moving behind the canopy with a successful Pe~on RoU. However, even 
&Offit.OOCcapabte dOyingcio5e 10 the vessel's Uppen:lock will see no more 
than this. Anyone coming dose to the vessel will be discouraged: the 
N6I!norohv will swmnon the Yao.'allOefI by singing and seek IOdistwb tho!ie 
pR:5eDl. FltII they simply cause the ground 10 shake and shudder, IhcJ seck 
10 drive the intruders back. If this &i.ls, two or thne Enadai Silently come 
through sc:cm. portal't inthesidc:ctlhc YCSSd ami CIIll!le the~dIbeSoil. 

If )UU wish to have Iltemaiiveexplanatioos for the provenance of the vessel, 
local sources may offer any of the b Uawing: 

I. The vessel is a Ship of the Dead, Pan d' AI· Pbarazlm's 'Golden Aeel' 
sem 10 UTvade \Yeslemnesae al the end oftheSeoond Age, theship ~ 
doomed I1lther than sunk in thecatacJysm thai swall<M'Od Ndmenor. 
Si~ thaI dmKifui day, the ship has sail«llhc seas and lands of the 
world. manned by an uncaring and undead crew, cursed to wander 
eternally thai men should never Ii)rgCl the folly oflhc King. 

2. The vessel is a ship of elven design, manufactured from magical wood 
that can fly or flOOI or lrdverse !he land. It has come from be)und 
Rhuncn, passing undetected through uninhabited wastes on a secret 
mission to cbaUengc the Nccl'OllUlIlCU in Dol Guldur. The ship has 
weapons of great strength to blast the tower to rubble and destroy me 
evillurlring therein. 

1 The YCSScl is a Conak mrver ~ by a c)'dooeand whirled Ihrougb 
the atmosphere high a~ the &ced Arda until iI came crashing down 
bere. clismastej and beacbod miles from thesca. It has been possessed 
by on;s or sorneothcr raced evil creatures who ~PIanniOg to lawx::h 
an attack from il at the berest of their foul Master. 

4. The vessel is the crealion of the Wainnden, home 10 thousands of a 
new tribed sorcerers from the fur EasI:, out 10 dominarethe regioo and 
claim it br their own. 1be&e barbaric IWJrshippers of the Dark Lord 
hlM perverted the trees and meks and all omer aspects of Natllf'C', 
tlcoding them 10 theirwill and purpose 10 creaJC this Art IOcanythem 
so many leagues. Soon a hellish borde will bunil forth in a black tide 
and sweep all before !hem. 

1be N611noro/lIClrare a sel(C\ brunch oflhe Erodoi, known to Common Men 
as the Entwives. lt is wilh them that thisscoryhasgrtl'l'{n; it istheir ideas thai 
have been nunured and blossomed. and the 
TallrtlindellturUvq!aJlIArandowmlmbar is the fruit of their labours. We will 
start by recounting their history. such as it is known co us, 

Professor lblkien described the Ents as being "the most ancient people 
sul'\living in the Third AgeM, In his translation o£the. Rr.d Book~. 
he relates a conversation shmd by the Hobbits Meriadoc and Peregrine with 
F~m the En! wluch gave us, until recently. all the extant information 
regarding the Enlwives. 

"1M EnJs save their Im'f! 10 things tlrm they mn ill the 
world .. , Imoed the grrar trees, aN1 the "dd WDOdr, ONI the slcpes 
of/he hJgh hills; twl tilly drrmJc of the mowlJtJin SlI'f'.Ol7lS, tJIId are 
OfIly swchfruit as the trees le,/OIIIII their parlr. .. Bur the ElIlwivu 
gaw their minds 10 lhe lesstr trees, and 10 Ihe meads in the 
sunshine beyond thefon ojthejorr..JIS; and thLysaw the sloe in the 
thicker, tJIId the ... 'ild apple and the cherry blossoming in spring. 
and the green herbs in the lmJerUmd in sutnnlf'r, and the seedJiryJ 
grosses in Ihe lJWIImIIfields ... 111t £nrwil't's ordered thLm ro grow 
acconiinglo lheir ,,"SMS, and INar leaf ondfruit 10 their liking ... 
So dIe £nro,.;~'U made gorckns 10 five in ..• 

"When lhe Do.riuJess C'CWIt the En("l\1ves crossed the GIWU 
River. and mode new guniens, and lillLd nt!W fields. After the 
Do.rluless l\W OI'f!nh","TI the land o/the ~;ves blossomed 
ridUy, and their fields werefoll of com. Many men learned the 
crafts of the Entwil'f!S and hOfloured them gmllfy,' but _ were 
OIIlya legend to them, a seem in the hean ojlhefol?st. 

"Long ago. .. we crossed the Anduin and came to thefr Umd; 
but ... v>fowuladesel'1: It ~aJl burneJand wproowJ,for warlrod 
posseJ oo;er if. &t the Entw;V('! were not the~. Umg H.-e called, 
and long "'f! searched. .. " 

The Ents never discovered whence the Entwives had departed after the 
desccnlion of the Brown Lands by Sauroo , and there are none surviving in 
Middle-earth s.avt theoldest EnIS who can silll remember wbatthe Eruwivea 
looked like. Pangom ~bed a UnodtJ thus: 

"runbrethif - ~ryjiJirsht ~ in my~~, though finle fi~ 
the Enfmaiden ofold. .. Hair porchttf by the SUII to the hue ufripe 
corn and chnks fih red apples. " 

An ancient veUwn wrinc:o mold Qucnya by We Nofupoct Ki!zorickscr:ibe& 
an encounter with a small group of Enadai during his ~ls k) the EasI . 

"One nood NO)'ing /iu a stond ri' /uJr.'Uted 1>IkaJ. with a 
jUJred golden head and a slentkr body which bent groaifuIl)' "ith 
the rustling .,..ind: anothenv(J.s green and sturdy o.nd somehott' 
kafy. like a I\OItr p/anJain, her pink-cvl/red boughs and 
variegaud veillS like a delicate lrocrry 0/10('£, and swrroundlng 
her ~a hazyclowlojsanJ; the Ihiniandfounh werr.qllite 
similor -wi and eft-ct, Q deep Sft-m with rnagnijiUflt plumes oJ 
cmmry white OfIIMir CTtm. These sis/en resembled the gmll 
grosses of lire savannah and the pampas ... 

"Their motion lOW swift andfluid, liu the ,,;nd rippling 
across Q field in May. And yel something seemed to nwve ,,;tll 
them below lhe growrd; there ImS a trrmor. like standins upon the 
skill ufa taJP d1U11l, and a thrillptssed OfIt bj: Did lhe eanh crest 
wui mOl'!!' them, as the I4(.IV('S of/he .... ;de oawr m.OI't'! banks of 
$tlIwud? I do 1IOt know. Only · IjJncied that perhaps they are fikL 
UIIJO the islands ojice ThaV(' sttn in Northern Seas and 
Helauaxl, whase bulk Jjes hiddenfrom sight heneQlh the lmter. .. 

Helalel'~: 

''The EnadaJ haw: 6"'"'ff mud! kss like tilt Onodrim "I." know 
in Middlt-<Mt1h. 1My hal'!!' become closer to the planJs tMy love: 
the planrs oj the water mtlrgifU and the hedgeruws, and most of all 
the adrivated plallls of the field and the orchard, Too, th~ have 
8fV11.TI closer to the soil and tM creoJUTU that mm'f! tJIId dwdl in 
iI, 

"Just Q.! Ihe Onodrim are SMphe.rrls and Mastersufthe 1ius, 
so their departed and estranged spouses may be t~ght rormer:s 
and Mistresses of the Soil. 1M Onbdrim on OCCtlS;on ron speak to 
the Huoms, t~ spirits of the ,"-es, wakening them and musing the 
wood to 17IOI-'f!. The £nodal sing to the Jfnannen, th~ quiescent 
spirits of the eanh. Whe" the }f]\\'1IIIltn hear the song of 1M 
Enadai, they rise up and obey their bidding. The l'hvannen can 
inhabit the earth and tM soil, or Ihe myriad pIanu that STOW c-IOSt 
to it, orn'f!n the creatures and animnls lhat /i~'f! in Iht soil. Som4 
Yavannen have an affinity for l<\2teranJ slip through streams and 
pools, UJUee" andfolt OfIly as u p(ming uldy or cummt. II is ,,;/h 
the aid of the JfJI'OIInm tMt th~ Enodal M.l,t their mD.gic green 
touch upDIl the land. .. 



The rest of the stOry we must piece together for ourselves. '¥It 'know Sauron 
'MM:l terrible necromancies of drought and dcssicarion and poisoood the 1ands 
used by the Enada.i south of me GreeIJ\loOOd. No mere mCUniion ofwarring 
bands coukI have madetbe land so desolate that the Entwivescould not resIDre 
it. Being unable to heal their gardens, they chosee.xile in the East, where an 
untamed continent stretched before them unl ike the lroUbled northwest of 
Endor, 

Before !.hey departed, bowever, their interaction with the men of the re~ion 
Mi deep enough to becol!le a pennanemlegacy, Today there are Iltill pnests 
oflhc U~~ in Rhovanion, men and women who worship in theCull of 
lheEanb and Gl"{M'ingThings.ln themindofman, thememoryofthebenign 
Mistresses who taught them the skills of tilling. sowing and reaping has been 
much altered. SO lhallhe Enada.i are remembered as goddesses with vast and 
wondrous powers, who still live hidden amongst the plants and rocks, in the 
soil and the warers; spirits who bring cJo,m the rain and clear the skies thai 
the sun might shine. 

Most of the FJwdtJi s powcrscome from their association with the llilWmen, 
The latter were spiril creatures who existed partially in this world and also 
in ~r, in thesarne mannerastheulairi or undead. 'They were forced 10 
depart the BItM'II Lands because Sauron's magic caused any Yavannen tmying 
there toexpire. NrNI the N61eoorolvar feel that thc'y can return and counteract 
the Dark Lord's essence with the ffifqut!lUl.j.Ofl'Ur, 

Like ElIts, the Entwives vary greatly in appearance and many other aspectS. 
Statistics for theseereatUres are therefore given in generaJ terms only. 

A Unada is typically 15lh to 25th level, wilb around 100 hits. Their smaller 
size and less robust stature makes them more vulnerable 10 anacks and they 
similarly fear fire. Their defeoce is roughly equiv.tlent to Chain, with a DB 
0{ 40 to 60. They can employ (but will only do so indirecircumstances) either 
aGrappleorCrush IIttack, wilh an DB of90+. They areeit.herlargeor buge 
creamres. many being able to physically dmw lhemse1ves lip toll greater height 
(and reach) than at fint perceiVed. 

A Unada can useber song to call on the YlMlnnen when in trouble. A gentle 
hununing will set the grooOO ma.ring fix30 feet around her, or i:Ir lOleet around 
II pointUfIO myanisdistant. TheseIlJOl>'CmeDls will befell ssan Unbalaoclog 
attack With an OB ofup to 50. AJItm:ltively. the Yavannencan 'infest' plants 
making them move and gnlb opponents in the same arm. SmaU crearures will 
be held filst,largerones having theirmoo.'ernent reduced by25 Il. 50% or 7S %. 
HugecreafUttS will be unaffetted. Thesesongsncrd at least 1 minUlttotake 
d:1i:ct, and theJonger they goon for, thegrearerthc possible effect . OtherfOrms 
of attack are possible, such as Tripping or Snaring. 

However, the most fearsome pcM'tr of the \avannen under the power of the 
Enadai is thatof' o.uming ih~ Soil. All animal and planllifeis suckd down 
bell'M' the soil by the spirits and buried there while hemg ground and shredded 
by stoots. tiny animals RDd unyielding roots. All motionless crearurcs sint 
12" each round while in tbe~ area (up to the maximum depthoftbe 
soil). If acreature can [])(We, it sinks 1" less foreacb 10' of movement it has. 
Being attacked in this way is terrifying. and anyone witnessing it will also be 
amicted with Fear. Deal.b shortly follO'l'o'S burial, and even if rescued those 
who havebeen submerged may have earth blocking their nostrils and mouth. 
Anyooe surviving burial must make a 10th level 1m. with a penalty equal 

10 the amount of damage they IOO~ those falling are afflicted with a mortal 
fearofbareeanh. roots and so on. This phobia will stay with them for 3d6x1O 
years unless cured (needs Menial Cures spell). 

The Enadai hBve a +25 to 5aYes against speUs of Channelling and have 1·2 
x level ~ Points &om that realm 10 use in plant-affecting, weather-affecting 
and protection spelli. A Unada is Extremely Hard (-SO) to spo( if there are 
any reasonable size plants in the area. They leavelinle or no trail RDd ma.'e 
Very Fast . 

Individual Yavannen may beanything from 1st through to 10th level, and are 
onl.y affected by magic. They will have 55-100 hits, with no 'annoor', They 
are mvisible and mostly undeteCtable: if attacked with a magic weapon they 
will have an effective DB of 6O-7's. 

Notable £nodai: 
There are ~ notable Enadai on the vessel with whom the chal'1lCltl1l IIl3)' 
come inw contaCt during the course ofltit: adventure. These are C'aninilh. 
the leade.rcl the N61enorolvar, and Singaldrl, a Unada who addresses the 
~ilofUe~Dp~. 

Cdnirli,h (Q: CommaJUiing Anger) is a stern and delennined EDtwifc who 
ocvertheJess ~ deeply abouI the &ted the Free Pe:JpIes in ool'li"Mest ErkIor. 
Shesecs ~misslon as benefiting not only the Enadai butalso all the inhabitants 
of the region. But mOlit importantly fur her is the possibility of' rejoining the 
Onodrim, and seeking OUt her long 1051 kM:. Although very F at organising 
her fellrrrN Enadai . C8nirOth is not very adept al speaking WIth men or similar 
mces. Shedoes havea beautiful singing volce.1llld generally leads the chants 
10 call the Yavannen. Canirilth appears as dark green and somewhat prickly 
at first , but when she sings she reveals a lighter and softer side. 

S;ngal6rl(Q: Many F7f.11Wrs) issomewhat younger than her leader. and had 
greater dealings wilh men in the time beforethe Enadai left the Brown Lands. 
Sbe ismuch t\appier than any of the other N6Ienorolvaralspeal:ing to men, 
and therefore she has YOlurueered to risk visiting the priest's council. SiJ)gal6ci 
looks rather leafy and bushy, and s~ in a rather joUy lone. In colouring 
.she is \'eined with pink striations gIving her a delicate appearance; however 
she is still excet'.dmgly strong and very tough. Herappealing voice gives her 
a +25 bonus for Influ~ncin8 men. 

voLQoeLto-l-oVOR 
In theBeginn.ingofDays, Yavanna KementarioftheAratar wascharged with 
theordering of things that grow upon the face of Arda . She it was that caused 
plants and trees to sprout and flourish and blossom when lint the Two Lamps 
were lit and shone upon lhesoil. And when lhedark came. so ~ are told, 
"Yavanna ... was unwilling to forsake the Lands: fur all things thai grow- are 
dear U'I het .... Therefore .. . she would come at times and heal the hurts of 
Meikor," 

Later, when 'dtvanna leamtofnuvatar's plan that theof~'(l", the whole realm 
ofpJants. shoukI be open to any abuse from his Children. she grieved forthcm 
and went to Manwe. "Kingof Ania; she said. 'all my ~rks aredeat 10 me. 
Shall nothing that I havedevised be free from thedaminion of others?' Manwe 
answered her, saying, 'When the Children awal:e, then the Ihougbt ofYavanna 
will awakealso, and it will summon spirits from afar, and they will go among 
!heul\>Qr and the olvar, and some will d"-''et1 therein. and theirjust anger shall 
be l"earc(:t'" 

Yavanna's protection of the plant ~rld led her 10 establish a number of 
sanctuaries where there would reside great prJWelll for l:Iealing harm inl1icled 
by evil upon her creation.~. She took ttemeodous pains 10 devise a way of 
concealing both the power and its SOUIt:e, so that it could be neithcrdiscOYered 
nor afflicted by Mclkor or any other who llhould take his side in the etemal 
struggle. Her solution was thecreation d a Iivmg \\brd ofRJwer: an herbaceous 
manifestation of one of the phrases of the Song Ainufindoll. 

Deep in the hean of the vastcontinent ofEndor. also known as Middle-eanh, 
"6Muma KetnenWi, spouse" Aule, once rested ~ st:rili! with Morgotb. 
In !lieU battles, the Anllar had discovered just how monstrously Morgoth had 
been able to pervert their cremions, turning them into hideous mutations. To 
~~inlerii:rencewithherbcJotmlplanlsben; '\2vannamadeagarden, 
seuing the Word ofPl:Jwero/lCe Itl()re into !be ground ItS a matrix oflivlng and 
growing litings. both of ufmr and o/l'Or. 



This matrix v.as virrually indt.structibIe aOO even capabJcd repmduciDg itself 
in smaller and modirled versions.. It preserved the ~t of'Yavanna's purpose 
and berenergy in order to ensure Morph and hIS minions could noc taint 
the beauty she had env~ and helped 10 fushlon. This was ODe of the 
safeguards EnI-nl1vatar hadaIJ~ heralong wid! the Onodrim.. When the 
Enadai migndt.d eastWa!ds they ~ the Wqucua-i .. Ohv, chis garden 
d v.oodcrful beauty and power. 

Naturally enough, the rune c:lplanrs held grnllDscinalion fOr some of tlr 
Enadai and they stayed 10 hdp tend and sDJdy the garden. 1be"e dedicalcd 
creatures grew even w~r in the IW}'S of YlMlIlIlII and became known as the: 
N61&loro1var. AJlhough with time lheirnumbersdwindled. in much thesamc 
way as those of the Enyd they left behind, the)' each grew in stalUl'C. All 
remembemd the ttrribledes0t8tion and harsh taint d the liOil thaI had driveD 
them outc:lthe1r homeland, and they ycamod to return. Some eventually came 
10 understand.tOmClhing of the nature 0( the \\brd thaI grew about them, and 
percei~ that they might be able 10 usc its power 10 c:ombaI S3won's lingering 
malignancy thai blighted the plaifl8 of Soulhem Rhovnnlon .. 

The Valquctta-i-Olvar has thus been duplicated 00 [he 
lluuiiindeli!turUvafantOrandoYenembar and trnnsported to the site Qf the 
Enada1's ancient dwelling pl:ICes in the Brown Lands. 

(Q: Dread Host of Night.) There are.seveml overt and C(I\I'ert opponents sent 
by Sauroo (me N«TOf1lIll'iCCr) 10 investigate the vessel and then to rhwar1 the 
Nlilenomlvar's aim. Use them at theappropriate times. ignoring any that are 
unsuitable (too weak: or too powerful) for the advenruring party. 

&bbod" Granor 
These two area pairofOlog-tJai from Dol Guldur. vicious black trolls armed 
with spiked clubs. They birvebeen sent to try tocaprure ooeoftbe inhabltanls 
of the vessel , something whIch they ihould surely be large enough and 
dangerous enough to do. unless the <knizens are powcrfu1 indeed. Babbad 
is the brightcrofthc tv.o, whileGranar is keen·sighted fi:>r a rroI1 and somewhat 
11lrJU. They will seek 10 kill a.nyooc associating thcmselycs with the vessel 
ifthe)' CannoI: capture fhcm easily. Each carries a quantity of rope and (wine. 
and a net set with liU1emctal hooks.1bc:y also have a flaskcachoftheort'tsh 
revivative cordial . scvcrallarge sacks, a small quantity or treaSure (gold 
jeweller')'. carved bone and ivory. chunks of serru-prrcioos crystal etc) carried 
in bell pouches. and a selection of iron mives, wickedly barbed and honed 
10 II; fine edge. 

Foroth Morchaint (S: Shadow Hunlres.,) 

Faroth is a half-clven scout wilh a peruliar upbringingandbackground. Her 
mother was a SLndarin enchantress seduced by oneof theevil Mannish kings 
Saul'Ofl had chosen to become his servants of the Ring. The product of this 
unholy alliance was broughl up by an amoral mothcrand a father dwindling 
into undead servitude as a Ring-wraith. She now serves the Dark Lord as wcJl. 
as a spy and agent , and IIIi an assassin, 

Faroth has many peculiar skills and abilities, including a ~U-dcveloped 
empathy with her 'pel' GreatBat.l:>turoml(S: DarkWmgs)_She istalerucd 
in the rnagicaI realm of Essence, and has been CllUUSled withan Eye Amulet 
10 boost her powers. 1'his amulet isof a stnmgc.aUoy metal and prCICkIus scone 
Iiketigcr'5eyewluch gloM IwrunoosIy wben its paNel" isdraYIJI on; to be used 
it has to be plactd to the forehead. Its use also allows the Dark Lord acceu 
to ber thoughts and perceptions. Shealso (naturally) kDc:J,I.Is the.use of poison 
and carries Asgurath. Blade: Hemlock and Jegga. Other offensive abilities 
include her Morgul-mife, the dread blade which can send a victim inJo the 
shadow 'oW('id of wraiths, and a magIcal gold ring shaped like the body and 
head of a black dragon which can 5hooI: a DartboII thme timesa day.'JYpicalJy, 
Faroth likes 10 fly silemJy and SYotlOp upon a viCtml. using poisoned blO'o'odans 
from I distance (or sometimes a composite bcM') , and either a scimitar orthe 
MorguJ·knife close fQ. Dacrarne can attack with her when comm.a.oded. 

Vllagaur (S: Sky-werewolf) 

This 5ervant ofSlluron ill a kindred spirit ofFarotb Morcbaint. and yet a tar 
more deadly originaL For Vnagaur is a lrue vampircss, a fcanome creature 
with legendary magical abilities, a being shrouded in hercwn nice's secreq 
and nlghl-umelife. UnJe is knowncivampires, andall ofitbad . Whencethey 
came, only Morgoth and his chief servants might guess. 

VDagaur has infUlte magical skills owing 10 her supernatural Origin, The5C 
include talons capable of lea ring through even melal armour, 

greal speed and agiJity, powe!'oYerdartDess and in dark places, and resistaJn 
to oonnaI weapons. Most importandy. sheeaa assume a giant bat-like Ibrm 
and 8y through the night with IOta.! silenceand deadliness. AdditionaUy, she 
owns a magic cloak which leads morernagic fOWCrI including CODCdlment, 
prorectioo and~. 

Farodl Mon::hailll and Vllagaurdo not OJl'CflIIefOllJethrr; the pwposeofhaviDg 
[v.osimilaropponcDl'l in this adventure is 10 con1usetbe players. Should they 
learn the JdeJxiI)' of one. have them encounter the other oat time 10 throw 
them off and ruin an)' plans they might have prepand. 80th h8\0esimilar Un&. 
d coun;e. One orother appears whenever tJv::rc's an opportUnity br ~ 
the Entwhu' plans. or any activities that the playcrc:h3nctmam WKienakiD& 
on their behalf. Both take extreme pains never 10 be cauglu or slain, thouBh 
they doo'! mind risking I linJe hann. TIEr arc abo sensible in their used ITIIIgic 
and woo't oYeIStrelCh themselves. Both these foes are dange.ro\ls and should 
be used with careful resuaint against lower I~l parties. 

The/1dn'k 

Thendrik is another agent of the Dark, but docs not serve Sauron directly. He 
is emplO)'td by Olle of the cullS of dark. priests who ~rship the iatagell of 
MOrgotb and Sauron as theblack Lonts of Night. He is a Rangerofthe plains, 
a Gramoz Northman from central RhCMU\ion. Heappears filir and pleasant 
of chanK'tl:r, only revealing his darkcrside in I1ninIcntiona.ililips - and these 
very infrequently. He is Icnown to many of the vi1lage5 in the area as I tough 
man, somctirnesdislar1 and cool, but ~ Sttangdy eoough, if!Ul)OOC 
is pressed, no-onecan ascribe 10 him any oobIeorevmuscful deed, bulnci1ber 
mthe:re any evil tales ofhim. 

Hedresses 111 traditional dull brawn and ~ !men c10mes and~.a steel 
and brass scalemail shin, He has hair of'a saMy colour and the healthy )cok 
cilhewrd00r5; biseyes arebkJe ard hespons a trimmed beardand moostacbe. 
He wears a well-worn broadsv.ord and canies a bundle of four ligbt spc:an. 
suitable fur throwing or using in the hand. He also has an unuwa1 i'toOl)' knili: 
in a stained bone sheath, and around his neck is a silvercbaia pendant set wilh 
a small ruby. All thesethrte iteml are magical: thesbea!h can cast TnlCling 
rwicc perday and the rut, is a xl PP multiplier. Thendrik lrimsetfkna,r.>s JOUJe 
magic: spells. 

Thendrik Will soek. theaid of tbedwactcn, pruf'essing TO beconccrned abou! 
the subomingdsomeofthe local religions by the: ful'CQl ol evil, The arrival 
of the Dark Ship (as he insists on calling it) is a sign thalSOl1lC great evil iJ 
.soon 10 be released, a spell or rirual that might permaoemly blight all the lands 
and forestll east of the Anduin. He will attempt to persuade thecharaclers to 
launch an attack on tbeDark Ship, or, falling that, 10 attack the N61i:!nomlvar 
when they smn the transplanting oflhe \hlquetta-i-Olvar. 

Morgon-i-AncaJogon (S: The Black Stone of AncaIagon) 

The BlackStone is a very potcllt magical item dating back to the days oflhe 
First Age when Morgoth foughl the Elves ill BeJeriand, The Stone is a 
magically-bound breath of fire from the ateh-Dr:agon Ancalagon the Black, 
themightiesl Dragoo everto roam Midd1e-earth. It resembles a rough chUllk 
rJ coal or volcanic rock, pined and scarred. By ~ a cenain ven;e, the 
power Ioc:ked wlthill the Stone bursts fonh. unleashing a torrent of alI­
comuming fire which 5pewI b-15O yards in every direction, Anything ocher 
than IJCrVIIRoftheSecrel: FJl'eora widderritheflameof Anorwill be rCduced 
10 ashes inslancancously on COOlaCI with the blast: abcrnalively )UU could ~ 
it as a +300 F~ Ball attBck, ..... ith repeated heat criticals every J'OUDd Ulltil 
the area is lcfi. 



One of theDeI·DUrimbe possesses the Morxon · the one surviving at lheend 
rithcad\-enrure. so that itcan be released and destn:l'j the Valquetta-i-OIVllf, 
even if this means death or destruction IOrthc carrieJ: Only if alIlhe opponents 
hlNebecn rerncMd will the \\btd ofP\:lwer beset in place. This is necessary 
&lr tbchistorical coolinuily oftbe ~ of1blDen, since the Brown Lands 
do DOl ~ bdo~ the Founh Age (if thea). 

Other Encountel"$ 

'\tlu may wish 10 mstigateother encounters which will causeproblems lOr the 
characters: lOr wild beasl.s see 1lIble&42 in Soothu7I Mirlc.wood: IDrbuman 
encounters use Brigands and Bandits. Gondorean patrols and 50 on hom the 
samesowce. Rtmember that the arrival «the ~ is a rather frightening 
occurrence, and many animals and people will have Oed the area in mona! 
fear. This means that a law level party bas a good chaoceof getting inmlvcd 
without having 10 'NOO)' about dangerous WLlderiand el1COl1IlieB. 

The UtrrJm,:yn is the Cult of the Earth, a Northman religioo established by 
the elders of certain Nonhman tribes after the departure of the Enadai from 
their homelands. to explain the ori~ of agricultural techniques. TheCult 
is loosely organiseLl, IOIeratilli irxlividuaJ priests lOestlIblish themselves mther 
than haviD£ a fonnal hierarchy, Precedence is only established by the 
vcnc:rability dlhe priest (or priestess) and their popular aoclaim. Since both 
men and v.omen v.orIc the fields., orchards and ~, both take boIy orders. 

Communities where the Uerdakyn is observed rely on the rirual blessings of 
crops am festivals through the yearlO support them. They belieYe in a general 
deity rL Nature, an aspect: ofYavanna KcmentAri. More panicularly, they 
believe WI she is served by an unspcciflCd number of Eanh Mothers (thcir 
concepc of the Bnadai) who will look after· ill a spirirual sense - the fields, 
hed&crows, homes and pasturt:lands of the 'Mlrshippers. 1bese spirits are 
revem:l with prayer (ritual chancs at daybreak and IMfIlide, ic. before.and after 
the day's work) and offerings of produce and orhc:r gifts. 

Although the spirits are not actually present, of oourse, priest<; and pr1cs1C5SeS 
an: abletDcbarmcll\lwer from the Valar. Theconcentratioo a~m oenam 
places over the years has instilkd them with. I\Jwer of their own, resulting 
in boIy springs, .... 'Clls, stones. groves and CYeIl individual tmes. Most priests 
~!lCtdcdand IIl!aCbed lOone such si1Ie; othman: itinenut indICt as\\1lDdering 
preachers. Somespecillise in ICtivilie$ such as healing (nm:). helping crops 
and Iivesux:k, and tbert: are a fi:w 5O()(hsayers, sages, bermitll and 50 00. 

stO{;fst:fcs 
NAME 

/YAR NOLlNORO 
Enadoi 

Canirilth 

!lERIJAKYN 

CaJdbcir 

I.\-lj 

" 
" 

, 

pp 

1.\-50 

l' 

38 

S 

HITS AT 

<,100 CH 

I2J CH 

9. CH 

,46 SL 

Uerdakyn arumists have access to spclliists specific 10 lheirprxticc. namely 
intheareaof~and agriculture. You rn.ty wisbtainvent new listsforthem 
in addition 10 those listed below from the MBRP rulebook: 

AntlnoI ......", 
Nature's Lore 

""""'"""' Spell Defence 

Direct Channelling 
Plant Mastery 
Purifx:ations 

"""'" """ The priests and pries&csSCi are recognisable boy their yellow and green garb, 
typically long cloaks and undc:Iprments, uimmcd with Oawers and leaves 
appropriate 10 the time of year, or (for the more established prie.~) jewelled 
imitations. They usually JO b&JdJcaded, wiIKJing plants mID their ba1r and 
even braiding and plaiting flowering creepers liU. ground elder Of' gokIbine 
amongst their tresses.. They wield quanerstaVeS and spears, and some USC: 

ihortba.llS. They do nothlUll, mainly surviving ondooatioos o(food, fir'ev.uxI 
and skins from the Cult members. Their strength is greatest when close 10 
theirchosen placeolPower: theexact Il8tUJe a any special abilities associated 
with such places is up 10 you 10 decide. 

1\vo Uerdakyn Prit~·ts 

Cnldhdris a pleasanl man from a small OIllIIlUZ villageassociated with the 
holy spring named Ao!rrlics~m (Rh: Spring ofLighl Willer). The .... 'lUeT from 
the spring is high in mineral content and slight1y effervescell1. Caldhcir serves 
his community dutifully and is Doth respccted and liked. He is now.52 and 
will JOIO attend the council ofUerdakyn addressed by the Unada. Initially, 
he will be in CaYour of the VaJquetta-I.()lvar being plantM in currenl Gmmuz 
territory, but will eventually JOin the group iBYouriog the restJtRCtion of' the 
Bmwn Lands. 

Caldheir owns a magic: Itaff and bas special powers connected with 
Aetdksbern. In lhevicirutyatbespring, hebasx2 PP andaoaddioonal48PP 
which can be used 10 cast spells from the Spring Ubtm spclliist: 

L Water Production I 
2. Water Production V 
3. Area Protect jon D 
4. Wa~rwzill 
S. W:lIer Boh (100'), 

Hecanalsocasl these: spells WIllY from thespring by paying IWfthe oormal 
PP COSI and using a quaner-pint of At:rdicsbem WlIIef per PP u!led. Caldbeir 
IDjO ha5 the s!riU c:J h~rblorr. which aru a bonus 10 ftnding and using herbs 
in the wild . 

Estrig~1l is a more eccentric pries!. He is an aged (67), 'ttinerant Uerdakyn 
animist given avemluch 10 preaching and berating the Gramm villagt:rs he 
comes across. At times, his ~ligious fmoourgets!he better ofhim and be goes 
ruther mad. You can have the ChRr8r..'ters eOCOUlller Estrigell as the teller of 
ODe of the rumours, or as the crazed priest or Rumour F. He hils a special 
resislllnCe ability giving him +10 RR Vi Bssence magic. He possesses two 
magic items: a belt c:f v.a.ua lealherthongs dyed green and stilCbcd with gameu 
whicb gives +~ bonus to Ba.o;;eSpell. aDd Directed Spells. and adds ~PP 10 
the wearer's total; and II gold ring carved with the symbol of II. bammcr which 
can cast a spell of stunning twice per day. 

Estrigell is intended 10 be a nuisance 10 the plllyer characters. a source of 
misinformation and annoyance. He is loud and I1IICO-OPCrative III all times, 
and arxues with them, clUding them if they are non-bel~rs and render little 
help. He may be usefuJ ifthechamcrers beg him lOr assistance and put up with 
his peroratKms lOr a linle while. He scorru giflll other than food or useful 
c10ching and ~, 

DB 

4(4) 

" 
50 

0 

MELEE 
DB 

9O+GtICt 

IOOHOr 
IIOHCr 

95HGr 
90LCr 

4Oq" 

30. p 

~USSILE 
DB 

-

-

-

IIhb 

" p 

NOTES 

Entwives: Large-Huge 

Entwife; Huge 

Entwife: Large 

Rural Man Animist: St76, 
Ag49{:..o75 
j 8. It9O, Pr91. Ap63: 



NAME 

Esuigell 

LEVEL pp HITS AT DB MELEE 
DB 

MISSILE 
DB 

Protectioru (5). NaJu~'s Lore (5). Plant Mastery (5), Purifications (S). Spring Hbtm (5)-; Westron (5), Gramuik (5), F..othrik (3), 
Bemteur (2). Logathig (2): MM +0, Herblore +SO, Perception +45, Public Speaking +45, Usc Items +40. Swim + ]5, Stalk/Hide 
+30. Ride +30, Read Runes +25, LeadershipfInflllelU +20. Directed Spells + 15. Base Spells +10; Quartl!'/'l'wff +10 08 and detea 
water within ISO', 

4 8+5· 45 SL 10 ,,"p 25sp Rural Man AnimisI. Sl79, 
Ag78. C043, 

lSd, 19S6, It%. Pr8O. Ap26; 
Protections (4), Surfo~ Kbys (4), Animal Mastery (4). Direcr Ch(ll1fle/lirrg (4): Weslron (5). Gramuik (5), Logathig (3); MM +15, 
PublicSpeaking +49, Ride +44, Perception +44, Use Items +29, Stalk/Hide +25, Disann 1i'aps +20. Directed Spells +23+, 
Base Spells +13*: Magic Bell and Ring of Stunning. 

D£I..,.DURlMB£ 

s.bbod 16 - 173 CH 25 111k1 - Olog-hai; Large 
Gr.uuu-

Faroth 
Morchaint 

Om,,""" 
MOlfnJft! 

Unmomued 

vnagaur 

Thendrik 

14 - "" CH 25 162c\ - Olog-hai: Latge 

, 9+12 50 SL 15 J9kn' ,9da" '"Morgul-Icnife: -Rnsoned .. '" 5'kp Half-clf SCout; St66, Ag96, 
COSO, Ig9O, 11.59, Pr78. 
Ap96; 

Essence Hand (5), Spirit Mastery (5), Spell I-Ibys (5): Sindarin (5), Westron (5). Morbeth (5), Qucnya (2); Empathy with Great Bats; 
MM +15, Perception +81, Stalk/Hide +75, Use Poison +65, Ride +49, Trnci. +44, Flying +40 (+65 wilh Daerame), Leadersillpl 
Influence +5. 

, - 61 SL Great Bat, Spd VF 
JO 5OM8i -
60 75MBil60MCI 

15 ]() 150 NO 6'- lOOHCl - Vamp~: LaJxe, Spd V?', 
5 Spell Lists (% 10): · 
without magjc cloak she is 
DB 40 and Spd FA . 

6 12- 67 SV+S 25/<10 77_ "'p • xl PP multi .. +10 iW'lry 
knife; 

67 .. Gramm Ranger; St9Q, Ag9I, 
<:092, 

67", Ig39. It83, Pr32, Ap35; 

Natllre's Guises (6), Surface Hbys (5). Spell DqenN!s (5): Westron (5). Gmmuik (5), Morbeth (4), Eothnlt: (3). Sindarin (3); MM +5, 
Stalk/Hide +62, Ride +58, Perception +52. Truck +48 ~ Climb +48. Swim +38. Acting +25. Ambush +15. 
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STOCKING A COMPLETE RANGE OF GAMES WORKSHOP PRODUCTS 

RUNEQUEST 
THIRD EDITION 

£7,95 ' 

WARHAMMER 
FANTASY ROLEPLAY 

£14,95 

AND CITADel MINIATURES 

THE WARLOCK 
OF FIRETOP MOUNTAIN 

£12.95 

ALL THE LATEST LINES AS SOON AS THEY ARE RELEASED 
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Y FLOOR PLANS 
"Wait"! said Imrahl, the Elf Lord stooped; bringing the flickering torchlight 

closer to the flagstone floor and the freshly carved runes. 
"Then it was as we thought" said Aviolan, "Her heart 

pounding with anticipation," "They do exist." 
"YES" said Imrahl hardly daring to believe "for here it is 

written, a new age is now upon us. Floor plans that will fire the 
imagination of Dungeon Masters everywhere and role-play will 
never be the same again forthose who dare enter their domain." 

And dropping to his knees Imrahl uncovered the final rune and 
with a look of astonishment tumed to Aviolan. 

Y £2 50 
"What does it say" she implored. 

• plus P & P" replied Imrahl. 
YES IT'S TRUEI A new age in Role-Play flOOf plans! Inspirational 

and designed to offer the most versatile system yet. 
Choice of two sets interior or exterior floor plans, both feature 
exciting new ooncept in floor plan design. 
Each pack contains 12 cards 18cm x 27cm printed in full colour onto 

high quality board. 

What plans have you got for your next adventure! 

-------- -------------------Please seod me ............ interior floor plan sets PL£ASE ALLOW21 DAYS FOR oa..JVERY [F{] 
ext ............ ""'" plan sels I enclose chequelP.O. tor £ .. ................. made D 

......... .. ..., ..... ""'" payable 10 Playtwice Uc1 WD1,PO Box 15, 
Totalnumbefofsets .......................... @ £2.50 WESTPDO,NOTTINGHAMNG72GE • 
+49p pap each. Please print your name and address clearty on .~'JlJ:::D;i[cDdj:: 
(lor orders over 6 sets enclose Ct .OO total for P&P) the reverse of your cheque Of P.O. .:::! LIM IT ED · 







UTOKH VlU:SPIKE XARYTUS DEIITHFL\ll. 

MONSTER 

C29 Hippogriff £1.95 ~ 

vv 
NOW AVALABLE • METAL SHIELDS 
o.aigned for u.e In piKe of plastic 
shield. tor thoM who prefer the hett of 
met'" on the bettlefl8ld. De.ignl1'8f'lg8 
from eheo. demon feee. to lawful 
.ymbol •. Gre.t for .11 me"","" of 
monst.r •• nd hefoe •• 
SH1 : 12 Random As.orted Metal 

Shield, for 60p. 

STRO'KNOR MACEKlUER 

AVAJLA9U NOW fROM YOUR lOCAL R£TAILER 
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3 for £ 1.95 
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ESDEVIUM GAMES • Come & see the BIGGEST & BEST 

LOW COST MAIL-ORDER SPECIAUSTS -
Selection of Games. Rules & Accessories 

I" the South 

Wide Mledlon 01 bMrdl, pIeoIol ... I. for CHESS, GO, SHOOI. MAH JONG, 
BACKGAMMON, TRI-CHESS, ~ CITADf.L., GRENADIER, PRINCE AUGUST -+ ASGARD Fanta.y and Sdenc:e FlctIon 
mltllatUrH 8t rnanutKfurw'. poricn. Ph 10% (65p mln..f:1.ao mn.l. 
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Why pay through the nose for inferior qUilliry FIgUres when 
you can GET THE BEST FOR LESS? 

NEW:- GlAOS SAMURAI 

CS.9 
CS.JO 
CS.ll 
CS.J2 

Chaos Samurai with bow. 
Chaos Samurai stabbing dowllwards with Yari. 
awos Samurai kneeling with sword. 
DIQOs Samurai in Surcoat with Mallet. 

CHAOS NINJA 

CN.5 DlQos Ninia with Chijiriki (ball &chain weapon). 

All Chaos Samurai & Chaos Ninja 55p each + 1 0% Post &. 
Packing. 

Send S.A.E. Jar list of NEW RELEASES OR £J.50for 
our fully illustrated eatalogUe including· 
SAMURAi, NINJA , GOBLINS, DWAR VES erc., 

NINJA POSTER .£/ .50 illc. P & P. 

THE BEST ORIENTAL 
ROLE PLAYING FIGURES IN THE WORLD! 

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

WordMley 

1\01"" idol Ilw mUll be _cml fn)m • myJlerioUl cull 

W~hnm 

ami sea mQIlS\m Ihrealening !he peace of men;lw!1I ... !Jj1b'~ 
I por1. C>I' are !hey 1 

'U 0- ShopI at from: 

SlNIl~ Ae<Im Qamrs, 
54 Poruncn Part. Ro.d, 

Weybridge, 
Surrey, 

KT\3 lEU 

ST. VALENTINE'S DAY 
MASSACRE! 

is a unique play· by-mail game set in the violent and 
often bloody era known as the 

'Roaring Twenties' and 'Troubled Thirties', 
Each player enters this dramatic game as a leader of a 
gang of potential 'Bootleggers', whose aim Is simply to 
head the sale criminal syndicate in Chicago, although 
this is not simply achieved. 

An average of 26 player-controlled bootlegging 
gangs will begin In each game, no more than threeshall 
survive to the end. 

St. Vals is a frantic 'race' against time, the cops, the 
fellow gangs, in a desperate bid to be the first to 
originate new rackets, enter politics, and boost booze 
sales and Income. Every possible racket ever originated 
may be entered to increase your chance of survival , but 
be warned; You will be up against some of the most 
bloodthirsty, violent and treacherous players in PBM, 
and only the devious survive, 

Do you have what it takes? Could you order the 
ST. VALENTINE'S DAY MASSACRE I? 

The complete set-up for St. Vals is priced at £5.00 
which Includes FOUR free turns. Further turns are only 
£1.75. 

RAMPAGE GAMES 
37 BEECHWOOD, WOODLESFORD, LEEDS LS2e 8PQ, 
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An adventure for Paranoia, committed 
by citizen 'Pete' TAML-Y·NNN 

THE TREASON OF SBR 
SECTOR 

• Everyone In Alpha Complex Is Happy. 
The Computer say!!! so. C8n you doubt 
The Computer? 

• Besides, The Computer kindly ensures 
that aU dtJzens' food is carefu~v laced 
with chemk:~J additive!'< to keep them 
Happy. This Is an example of the kindness 
and wisdom o f The Computer. 

• Ha.Never. the evQ Commies OInt for-ever 
seeking ways In which to make citizens of 
Alpha Complex Unhappy. &ing Unhappy is 
"lteason. It Is a sign that you hiJve 
suc:cumbad to Communist Propaganda. 

• The whole of SBR Sector ;s currently 
Vnhi!ppY. Our ~ubjoshootQf"'!l;' mission is 
to root out the Commie 1taltOl'"S 
responsible for- this sabotage and 
term;r".tlJ them. 

• The dtlzens of SBR Sector are aware 
that thW Ur'\happinoss Is ihlason, but 
many of them are so UnhaPD'/ that they 
,"",va presented themselves for Voluntary 
tQrmination. The Computer rnaU ...... s that 
so many citizens cannot have becO<Tle 
Unhappy by coincidence. Commie sabotage 
must be responsible . The Computer has 
merdfully granted a stay of execution for 
the citlums of SBR Sactor. 

• The citizens of SBR Sector should not 
be Unhappy. If ti"Iey are it must bE! 
because the Commies have put 
Unhappiness drug .. In their food, 
Interest~ly, thro ... citizens in SBR Sector 
are completely unaffected by the 
Unhappiness. They are the. Director of the 
Food Vats. dtizen Maj·B·ING·3, and hi5 t\O\lO 
chief technicians. DI-G·ES"f.2 and BoItan-G. 
ULp..5. One of thesa must be the traitor. 

• SectOf" SBR has been sealed off for" 
Security Reasons . 

....... OU.L.U.RH .. RDTnll'YOun ... U ' H .. "OYIIII.....,UR • 

• NOTHING IS EVER SO 
OBVIOUS 

The Computer's conclusions are Quite 
logical given the data it has, but they could 
not be further from the truth. Well, what 
did you expect? 

What has actually happened is that the 
R&D unit in neighbouring NTM Sector has 
been testing a strange antiQue weapon 
found on a recent expedition to the 
Outside. This 'Emotional Control Ray' is 
designed to demoralise enemy troops, The 
R&D men, in accordance with established 
Alpha Complex safety procedures con­
cerning horrifically dangerous arcane 

i~;~~~';u~'~n~'f:d~;I~o;n~S~8~R~;s;ector to see it succeeded 
and proved 
of affecting 

a small group of Infrared workers as was 
intended, it actually caused severe 
depression in almost everyone in t he 
sector. The three Food Vat technicians 
escaped because they happened to be out 
of the sector at a meeting when the ray 
was fired, 

The R&D men on the project . are well 
aware of what they have done and are 
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desperately trying to cover up and 
(unusually for them) make amends. They 
are working on adapting the machine to 
fire a Happiness Ray. the effects of which 
will be felt by the Troubleshooters during 
their Investigation, though they probably 
won't be very Happy about the results. 
Doesn't this sound fun already? 

Meanwhile there is considerable 
consternation in SSA Sector. Mal-B, Oi-G 
and Boltan-G know that they are likely to 
be made scapegoats and are doing 
everything they can to rectify matters. 
Unfortunately, this isn't very much. The 
only thing they can think of is to massively 
Increase the dosage of the Happiness 
drugs in the food of the people of SBA 
Sector. (For the benefit of Acute Paranoia 
junkies who are sticklers for rules and 
other such useless items, they are 
increasing Vlsomorpain doses and adding 
lots of Gelgernine. The rest of us, of 
course, will make up the effects as we go 
along, as usual.) Mal & Co are wise 
enough to keep some undoctored food 
back for themselves, but everyone else in 
SBR Sector will get the new doses shortly, 

But there's one of those really wonderful 
complications that makes the life of the 
average Troubleshooter such fun. Can you 
guess? Yes, that's right - there are quite 
a few other people around who missed out 
on the ray. The Computer hasn't ldentlf1ed 
them as possible traitors yet because they 
haven't come to its attention. However, 
because of the new drugs they are about 
to become DElERIQUSLY HAPPY. 

Of course, as the sector is sealed off, the 
Troubleshooters will be unable to get out 
without good reason. Unless they can find 
a safe source of food, they too will become 
DELERIOUSLY HAPPY. This may hamper 
their investigations a little, though 
probably no more than usual. This will be 
fun, But not for them. 

• A PAIR OF BRIEFINGS 
As usual, the Troubleshooters will be 
summoned individually to their mission via 
messages from their friend and yours, The 
Computer, The general alert message is 
reproduced in the player handouts, 
together with an extra message for the 
team leader and briefings for the 
Troubleshooters from their Secret 
Societies and Service Groups, Internal 
Security have asked us to remind all GMs 
that the damaging of The Computer's 
property (to wit, valuable copies of Whire 
Dwarf! in any way is Treason and will be 
punished In the usual horrendously painful 
way. Those wishing to photocopy such 
Items should first present form 
ISFOD·1221·sgx/fc-SEM!COM·s, repro­
duced elsewhere in this publication, to the 
appropriate authorities. 

The Troubleshooters will need to be briefed 
about their mission be someone of high 
security clearance. The character Peter-! 
from the introductory adventure in the 
Paranoia rule book will do for this role, 
although yoU are welcome to create yoLtr 
own briefing group if you wish. Peter-I will, 
as usual, be assisted by Ness·Y, the 
Internal Security man. For the purposes of 
this adventure it is also necessary to have 

a technical expert on food production and 
a witness to the current state of SSR 
Sector. The recommended characters are 
85 follows: 

Aoyd-O is the food technology expert from 
PL&C. He is very enthusiastic about the 
quality of Alpha Complex food, but he 
can't tell the Troubleshooters anything 
about what goes into it because they don't 
have high enough security clearances. 
Floyd is a real, gen·u-ine maniac; that 
much should already have been obvious 
to anyone who has experienced Alpha 
Complex food. 

Nail·R is a Pl.&C technician from SSR 
sector. Like most of his colleagues he is 
Deeply Depressed. Like, a real bummer, 
man. We mean, really the pits. Oh wow, 
is he unhappyl He doesn't really want to 
be stuck some tedious briefing answering 
boring questions when he could be being 
terminated instead. Yes, he's ther unhappy. 

Peter-I explains the basic situation to the 
Troubleshooters, adding little to the 
information th8t The Computer has 
already given them in the Mission Alert. 
He says that the trouble began about an 
hour after the breakfast cycle !it is now 
two hours after breakfast) and shows no 
sign of imProving. He does not pass on 
The Computer's suspicions about Mal-B 
and his colleagues; this information is 
cleared for the Troubleshooter leader only. 
Peter-I can, of course. take the leader aside 
and discuss this with him. That will give 
the rest of the team something to worry 
about, which should be encouraged 8t 
every opportunity Ino point calling the 
game Paranoia if everyone has a really 
good time. now is there?l. 

Once the Troubleshooters have satisfied 
themselves that they can get nO more out 
of Nell·R lor Peter-I has got bored with the 
pointless interrogation and ordered them 
to get a move on or he'll terminate them 
so fast their boots won't have time to 
smoke) they can head off to their local 
Pl&C depot for some equipment. As 
usual, the depot staff are anything but 
helpful. Aher the manner of sales 
assistants on the fresh food counter of any 
supermarket, they shuffle around slowly 
but determinedly preparing things, 
cleaning things, fililng in fOlms and 
rearranging shelves, seemingly oblivious 
to the fect that someone is trying to get 
served. When the team do finally force one 
of them to pay attention he immediately 
says that he is not qualiffed to deal with 
their enquiry and disappears off to ' fetch 
the boss', This takes et least 15 minutes 
as the staH have to stop for a cup of coffee 
before returning to the counter under the 
new regulations imposed by the Computer 
not fi ve minutes previously. 

Eventually, however, the Troubleshooters 
will get issued with their equipment, They 
may start to feel , at last, that they are 
getting somewhere. How wrong could 
they be? Here's what they get: 

1 Multlcorder I With the following 
programs: Recorder. Bot Damage 

Analysis, Ue detector 
1 Com I communicator per 

Troubleshooter 

1 Model V Docbot (ie, a Docbot 
with Medical Skill 7) 

, Jackobot 350 with the following 
skills: Tech 0), Robotics [21, Robot 
Operation 131, Operate Doc bot IS), 

Robot Maintenance (3), Maintain 
Docbot (61, Maintain Jackobot (6), 

Engineering (2), Industrial 
Engineering (5), Chemical 

Engineering (5), Vehicles (1), Vehicle 
Operation and Repair (2), Autocar 

Operation & Aepair (5!. 

All requests for extra weaponry will be 
denied. After all, the Troubleshooters are 
hardly going anywt"lere dangerous, afe 
they? Also no food will be supplied, no 
matter how much the Troubleshooters 
beg. Aegulations say that food can only be 
supplied to Troubleshooters who are going 
to be outside Alpha Complex during 
normal meal times. 

The Troubleshooters are then directed to 
R&D where they are to collect an 
experimental Pocket Assay system. This 
Is for use In analysing the food being 
prepared in SeR Sector. Sadistic GMs may 
like to devise some additional, fearsomely 
bizarre experimental equlpment with 
which to hinder the Troubleshooters. Go 
on, do it. You know your players will love 
you for it. 

Thus equipped, the Troubleshooters are 
ferried by autocar to the entrance of SBR 
Sector and unceremoniously shoved 
inside. There is no immediate danger 
(surpriseO, as the inhabitants of SBA 
Sector are all far too Depressed to do 
anything much. All of the citizens 
encountered in SSR will be similar In 
attitude to Neil-A, They will have names 
like Art-R-DNT and say things like, 
'Troubleshooters, eh? This is it then, we're 
all going to be terminated: The bats have 
also been affected by the Unhappiness 
Ray, but the symptoms are less obvious 
(eg, they WOtry constantly about their 
parts being about to wear out). The fact 
that the bots are unhappy should alert the 
Troubleshooters to the fect that The 
Computer' s theory has a few holes in It, 
so it should not be made too obvious, 
although it can be great fun watching 
Troubleshooters tryIng to prove to bots 
that their parts are OK: ' OK Transbot JUG­
A-NCAT-5, let's see you try those faulty 
brakes .. : 

After a good deal of frustrating 
interrogation, during the course of which 
you get to do lots of reatly impressive 
impersonations of people who have 
completely lost the will to live (just 
remember the state your players were in 
at the end of your last session), the 
Troubleshooters should be allowed to find 
someone sufficiently alive to guide them 
to the office of the Food Vat controllers. 

• THE PRIME SUSPECTS 

The three senior technicians mentioned in 
the team leader's briefing are high on The 
Computer's list of possible suspects. 
Furthermore, they know far more about 
how the Food Vats are run than anyone 
else in the sector. 
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Mal·B·ING is a very competent politician. 
As 8 Programs Group member he has 
quickly risen through the ranks to this 
prestigious office. He knows nothing 
whatsoever about food technology, of 
course, and his technicians can often fun 
rings round him on this score. 
Nevertheless, he is quite capable of playing 
them off against each other and causing 
them to get the blame for his mistakes. DI· 
G and Boltan-G can't quite understand 
how this happens. 

Mal-S is nervous of the presence of the 
Troubleshooters and would prefer to delay 
them until the heavy doses of Happiness 
drugs take effect. whereupon he hopes 
they will go away. If they prove too clever 
he will try to get rid of them, but he Is fairly 
sure that they will be typically 
incompetent and, if left to their own 
devices, will get rid of themselves. You 
agree? We somehow thought you might... 

O/·G-EST is a devout member of Corpore 
Metal and as such is firmly of the opinion 
that the job of food preparation could be 
done mud., beUer by robots. In fact she 
Is dead right, but if robots did all the work 
what would there be lett for all those 
dumb Infrareds to do? Di-G would be Quite 
happy to see the entire sector terminated 
and replaced by robot workers and is not 
very good at hiding this fact. She is too 
naive to realise that this is making her the 
most likely scapegoat. 

If the Troubleshooters humour her ideas 
she will be quite happy to assist them. 
Because of this, she is the best potential 
aUy that the Troubleshooters have. She is 
also the person they are most likely to 
shoot first. 

8oltsn-G-ULP is a Humanist. He has his 
suspicions concerning DJ-G's allegiance 
but cannot prove them. He sees the crisis 
as an ideal opportunity to get rid of her. 
To this end he will make use of the 
Troubleshooters, but the more they play 
the role of loyal servants of The Computer, 
the more he will come to regard them with 
contempt. He certainly won't !'Ialp them 
get safe food, no matter what. 

TMI(;OIol"UtlRI.YOVR~"'""DTMI(;O"'VTlRI.YOUII'R'IIOD 

.AT THE VATS 
In order to get the Troubleshooters busily 
occupied, Mal-B suggests thet they go the 
the Food Vats and Interv iew the 

technicians responsible for the monitoring 
of levels of biochemical supplements in the 
food. These are Fanny-O and her assistant, 
.lonny-A. The other two think this is a great 
idea too, so the Troubleshooters are bound 
to get really suspicious at this point, but 
it really would be a good idea if they went, 
if only because that 's the next bit of the 
adventure, Linear plots? Us? How dare 
you! 

The Food Vats are, as you might have 
imagined, giant metal tubs full of squishy 
and sloshy grean and yellow gunk that 
leaps and plops about with disgusting 
abandon. Every so often a harrassed­
looking Infrared in heavily stained and 
singed overalls rushes up to one of the vats 
and slaps an overactive bit back with a 
large stick. This stuff is, 9rm, lively. 

Fanny-O-COK is overbearingly proud of her 
skill at food preparation and will make sure 
that she misses no opportunity to inform 
the Troubleshooters of this, usTng her 
accomplished (and highly convenient) 
Oratory skills (65%) if necessary, 
Nevertheless she is obviously Depressed 
as she moans ceaselessly about how her 
efforts are not appreciated by the culinary 
philistines of Alpha Complex, This is 
always the case, and she knows it, but at 
the moment it seems to be affecting her 
even more than usual. This moaning may 
cause her to give away clues as to her 
Romantics membership (the odd reference 
to the legendary master-chefs, Aonald 
MacDonald and J Wellington Wimpy, for 
example). However, you should do his best 
to keep Fanny-O alive for the moment as 
you may need her to point the 
Troubleshooters in the right direction later 
in the adventure. 

Jonrty-R-COKis very quiet and submissive, 
like a sad-eyed spaniel who knows the 
meatY chunks have run out. He gets 
ordered around by Fanny-O as If he were 
an Infrared, spending most of his time 
stirring beakers of chemicals and cleaning 
spoons for Fsnny-O who is very fastidious 
about kitchen hygiena Jonny·A is probably 
the only person in SBR Sector whose 
personalitY has not changed In the 
slightest as a result of the Unhappiness 
Ray. 

Needless to say, Fanny-O will be deeply 
insulted by any suggestion that she has 
been lax or incompetent at her job. Indeed, 
she takes this as further evidence of the 

lack of taste of the typical Alpha Complex 
citizen and redoubles her Oratory efforts, 
harranguing passing groups of Infra reds if 
the Troubleshooters seem unaffected. This 
will undoubtedly make a few people's 
trigger lingers very itchy, but they can't 
vape her there and then, because 
suddenly ... 

W ... TCMOUTfORCOM .. ,I.W ... '(;HOU'"OR(;O .... 'UW ... T(;HOU 

• THE END IS NIGH 
Just when the TrOUbleshooters start to 
think that if they want to see any shooting 
they'd better start it themselves, beginning 
with Fanny-O, a little light entertainment 
bursts onto the scene. A group of Purgists 
from SBA, being Very Depressed Indeed, 
have come to the inevitable conclusion 
that The Computer has decided to 
terminate their entire sector (which may 
not be too far from the truth). Knowing 
that they are even more doomed than 
usual, they have decided to go out in a 
blaze of glory. destroying as much as they 
can on the way. As obvious servants of 
The Computer. the Troubleshooters are 
prime targets for early elimination. Hehl 
Heh l HehllOh, sorry, but we like this bit,) 

The Purgists are identified only by their 
nicknames. Their real names are not 
important, and in any case they will not 
answer to them even if the Trouble­
shooters could find out what they were 
(also we got bored with thinking up yet 
more silly names for 8 bunch of ~urkeys 
who are only going to be so much dead 
algae before the end of the next 
paragraph). Their tactics are not parti-

cularly Intelligent, even for cannon-fodder: 
they will shoot back at whoever shot at 
them last. and will happily smash up 
machinery If no suitable target presents 
itself in any particular round. However, 
although few in number, they are much 
better armed than the Troubleshooters, 
who will need their wits about them. Any 
weaponry they manage to capture intact 
will serve them in good stead later in the 
adventure, 

The area in which the fight takes place is 
the Food Vats production line. This takes 
the form of a giant conveyer belt taking 
huge vats of glutinous-looking tie, squidgyJ 
gunge from one end of a very long room 
to the other. At various stages along the 
route there are large tanks of ingredients 
hung from the ceiling which pump 



additional slop into the moving vats, and 
enormous whisks which plunge into the 
revolting material and mix it all together, 
AU this sticky, gooey stuff is likely to get 
spread everywhere by the effects of 
sporadic laser fire. The overall atmosphere 
of the battle should be something like a 
cl./stard pie fight where the pies are 20 feet 
across and the worst shade of pinky· 
greeny·bleaaaghhh imaginable. When they 
are finished the vats should look like 
someone inflated and burst a two·tonne 
octopus in a confined space. {If you are 
using miniatures for your game you may 
care to simulate this for the enjoyment of 
your players. All you need is a good size 
octopus and a bicycle pump, Simply insert 
the, oh, what1 You want us to get back to 
the storyline? Oh, alright then, but it's your 
loss,,, ) 

Captain CTtlsh: Yellow laser rifle (39%); 10 
grenades (45% ), yellow reflec armour; 
hand·to·hand (25%). 

Crazy Axe: Battle axe (53% ); hand·to· 
hand (48%); no armour; damage bonus 
+ 1; macho bonus -2. 

Napalm Nick: Orange laser pistol (47% ); 
Slugthrower with 10 Napalm rounds 
(47%); hand-to·hand (28% 1; orange/red 
feflec armour. 

• MEANWHILE, BACK 
AT THE OFFICE 

While the Troubleshooters have been busy 
'interrogating ' Fanny-O and JonnY-A (If 
that's what you call it), Mal-B and his 

assistants have been busy finalising the 
details of the Happiness drugs that they 
are going to add to the food . They now 
need to get the Troubleshooters away from 
the vats so their plan can be put into 
operation. Mal-B is counting on the fact 
that, having interviewed Fanny-O when 
she was ignorant of what was going on, 
they won' t want to come back for a 
second dose when there is a danger of her 
revealing his scheme to them, 

Fanny-O also wants to get the 
Troubleshooters out of her hair, and out of 
her ruined vats. She is livid about the mess 
that the fight with the Purgists has caused 
(and about the state of the poor un­
fortunate octopusl and will take out her 
frustration on anyone lett alive. This should 
(hopefully) mean (at least some of) the 
Troubleshooters whom she immediately 
reports to Mal-B via a comlink. Mal-B 

grasps the opportunity and demands that 
the (remaining) Troubleshooters return to 
his office to axplain themselves. If by some 
mischance Fanny-O has suffered 
premature termination you will have to 
work.out your own scheme tor getting the 
Troubleshooters back to the office. No, 
we're sorry, stop snivelling. If you can' t 
even do that we' ve no sympathy for you, 

The interview with Mal-B is fairly short and 
not nearly 8S difficult as he made out over 
the comlink.. After all, Mal ·B knows he is 
a prime suspect and doesn' t want to upset 
the Troubleshooters tOo much. and Oi-G 
and Boltan-G are far too busy sniping at 
each other (not literally I Well, if you 
Insist...) . Futhermore, the meeting is 
interrupted before he can much more than 
sn eer, ' So, we meet again, frIend 

Troubleshooters ', by a worker who insists 
on talking to the team. 

Alun-R-MRT-6 is 8 Tech Services worker 
who was in SBA Sector fetching a broken­
down Transbot when the Unhappiness Ray 
was fired. Furthermore, he hasn' t eaten 
anything in the sector for the simple 
reason that his mutant power is Matter­
Eating and he prefers the taste of metal to 
organic food. He has demanded to see the 
Troubleshooters because, in his Depressed 
state, he has decided to confess his power 
in the hope of being terminated. Although 
he has very useful Information, the 
Troubleshooters will have to work out the 
implications of his confession for 
themselves. 

Mal·B is happy to let the Troubleshooters 
go off with this crackpot before finding out 
what he actually has to say. He wants to 
keep them occupied for a while so he can 
get some drugged food prepared ready for 
them to eat. Alun-A providas an ideal and 
lengthy d istraction, not least because he 
has 8 peculiar way of.. , talking that •.. 
demands he. .. leave an inexplicable three 
second silence before,,, using any varb. 
Once they have finished he directs Di-G 
and Boltan-G to arrange some lunch for 
the hardworking Troubleshooters. It is then 
up to them to play the two technicIans off 
against each other in the hope of getting 
a safe meal. You shouldn' t deliberately 
force the Troubleshooters to accept 
drugged food, of course. but if they ate 
foolish enough to accept it when offered ... 

• JERRY'S PRIVATE 
ARMY 

Just 8S the Troubleshooters are finishing 
their lunch The Computer demands their 
ettention. Ilf they are about to eat drugged 
food and you want to terminate them in 
a seemingly fairer manner you may like to 
have this happen just before the meal. 
However, it will be much more fun if they 
get to go Into the next fight Deleriously 
Happy, Why? Don't ask stupid Questions. 
Just do it and watch the results If you 
really want to know. ' 

• Attention 'Tfoubleshooters. A 
dangerous mutant with the highly 
treasonousabillty of Machine 
Empathy has confessed his power at 
a booth in the residential area of 58R 
Secto r. Unfortunately the traitor has 
refused to report for termination. It is 
Imperativ e that this highly dangerous 
Traitor is Eliminated, You will proceed 
with this task AT ONCE. and wtthout 
futher delay. Frulure to comply with 
this order wiD result in Immediate 
Termination. 

Bright Troubleshooters will quickly realise 
that The Computer is very frightened of 
citizens with Machine Empathy powers 
(whatever they arel, You should read the 
above in a panicky tone which gradually 
gets more high·pitched and more 
hysterical towards the end. GMs who 
enjoy ham acting may wish to put on a 
tinny voice and scream 'Ex-terminate 
Himl ' while wildly waving their extendable 
plungers at the end of the message. 

Citizen Jerry-B-ULT-1 has been very 
unlucky. He has managed to keep his 
dangerous power 8 secret for a long time 
and has risen high in both the CPU and 
Corpore Metal, Thanks to his robot friends 
he was even aware of the fact that SBR 
Sector was bathed In mysterious radiation 
earlier in the day. However. in his newly 
Depressed state he has taken thi s 8S an 
Indication that he and his robots are out 
of favour with The Computer. In an 
attempt to get back into The Computer 's 
good books he confessed his power. Of 
course, since The Computer is his friend, 
he was ordered to present himself for 
termination, the result of which was that 
he stormed off in a sulk muttering, 'The 
Computer doesn't love me anymore'. He 
has since convinced several robots of The 
Computer' s infidelity and they are now 
preparing to make a final stand. 
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Jerry-S has at his disposal 2 Guardbots. 
8 Model III Doc bot and 4 Scrubots. He also 
has a Mk It Multicorder programmed with 
Recorder. Bot Damage Analysis. 
Radioactivity, Infrared and Radiol Radar. 

GUBtdbot: 2 sonic pistols (50%); 2 stun 
guns l50%1; a tangier (50%); Kevlar 
armour. 

Scrubo': 4 brooms which act as 
truncheons (40%1; plate armour. 

Jerry-B: Laser rifle (50%) with a ROYGB 
barrel and matching reflec armour; 10 
grenades 140% I. 

Docbot will tend 10 Jerry-B while he is stili 
alive, after which it will try to operate on 
anyone who attacked him - treat as force 
sword attack (45%). It has no armour. 

All of the bots will need reprogramming to 
,emove Ihe eHects of Jerry-B's power. 

Following the Guerdbots' advice, Jerry-B 
has holed up In his apartment. The only 
entrances are through the front door or via 
a window 15 storeys up. Access to the 
door is via a corridor which is long enough 
to ensure that Jerry and the Guardbots get 
two good shots from cover at anyone 
olatantly rushing up it. There are no 
doorways in which to shelter for 50m, and 
the corridor is painted bright blue. You 
should remind the Troubleshooters that 
simply stepping into that corridor is a 
treasonous offence, and if they delay give 
them a sharp verbal prod from the ever­
vigilant and somewhat hysterical 
Computer. 

Anyone entering tile apartment will 
immediately be mobbed by the Scrubots 
while .Jerry-B and the Guardbots retreat to 
the doorways to the kitchen ~ 1 Guardbot) 
and bedroom (Jerry-B and second 
Guardbot) and continue to pepper the 
invaders from cover. The Docbot stays in 
the bedroom. 

If the Troubleshooters survive this, erm, 
encounter they will be able to examine 
Jerry-B's Multicorder which is running 
Radioactivity as a permllnent background 
task in case of further bombardments. 
Troubleshooters who have had the braIns 
to talk to their enemy may even have 
discovered why this is beil')g done. or they 
may get the information from surviving 
bats. Assuming that they are neither dead 
nor fast asleep the team should be getting 
an inkling of what is going on. It is 

therefore necessary to provide some mOI'e 
distractions for them. Well, we can't 1m 
them think they're getting somewher,e, 
can we now? The next thing you know 
they 'll be wanting to run their ow'n 
adventures with you as a Troubleshooter, 
and then where will you be? 
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• LET'S KILL EVERY­
BODY!! I 

Having finished dealing with Jerry-B, the 
Troubleshooters will doubtless to be keen 
to get back on the job. Unfortunately the 
eHects of the new drugs in SBR Sector' S 
lunch are now beginning to be felt ... 

There are some citizens of SBR Sector 
who missed out on the Unhappiness Ra,y 
and are therefore getting DELERIOUSlY 
HAPPY. As luck would have it, most of 
them seem to be Death Leopard member:i, 
yeahl Now they are pretty Happy folk.s 
most of the time, and being more Happy 
just makes them more happy-go-lucky, 
yeahl Anyone for a quick spot of random 
destruction? Yeahl Let 's start with that 
group of Troubleshooters. YEAHII 

As the Troubleshooters leave the remains 
of the apartment block where Jerry Jived 
and make their way across a crowded 
plaza full of nervous Infrare'ds, a wllrning 
explosion sounds above their heads. The 
infamous Capitol Hill Mob are about to go 
out with a BANG, a CRUMP and a BUDD,I:~­
BUODA-8UDDAI 

The Mob JUSt happened (isn' t it funny the 
way things elways 'just happen' in Alpha 
Complex ) to be having a group meeting 
this morning In their secret lair inside a 
transbot's container. This shielded them 
from the effects of the Unhappiness Ra'f. 
Now they are high on Happiness and 
determined to kill everything that moves, 
as well as quite a few things that don"t 
move too. They've dragged out every 
weapon they can lay their hands on and 
are not going to waste a single piece of 
ammunition , 

The leaders of the gang, Tricky Dick\(, 
Henry, Spiro and AI, are perched on 
balconies around the Plaza where they can 
get a good field of fire. Tricky Dicky is the 
Mob's leader, Henry is the brains of the 
group, and Spiro and AI are high grade 
thugs, All four will try their best to outdo 
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the others in spectacular acts of 
destruction. like the Purgists, they will 
answer only to their society nicknames. 

The more lowly members, 8 'worms' and 
5 'persons', are about to mix it on the floor 
of the plaza. They don' t really care who 
they shoot at, but are likely to give 
preference to anyone who shoots back. 

The plaza Is, as mentioned above, packed 
with Inffareds. These meandering plot 
devices are here to serve a number of 
important dramatic functions: a) they get 
in the way of everything the Trouble­
shooters try to do; b) they ensure that 
every time a shot is fired someone, 
somewhere gets killed; c) some of them 
are needed for the next section; and d) 
they make life impossible lor those boring 
stick-in-the-muds who insist on trying to 
run Par8noia combat with figures and 
floorplans. Gah! We 'ates 'em, don't we my 
preshus? Ahem. 

Tricky Dicky: Green laser pistol (38%); 
Cone rifle (43%) With 20 HE slugs; 10 
grenades (35%): hand-to-hand (35%); 
ROYG reflee armour. 

Henry: Yellow laser pistol (26%); Energy 
Pistol (26%); Tangier (26%); hand-to-hand 
(31%); yellow reflec armour; weapon 
maintenance (47%). 

Spiro: Red laser pistol /55%); hand-to­
hand /23%); red reflec armour; 
Electroshock mutant power. 

AI; Red laser pistol (42%); Flemethrower 
(42%); hand-to-hand (25%1: ted reflec 
armour. 

'Person ': Red laser pistol (30%1: knife 
(35%); hand-to-hand (30%). 

'Worm ': Truncheon (30%): knife (30%); 
hand-to·hand (25%). 
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• HAPPINESS RAINS 

Eventually R&D in NTM Sector manage to 
get their Happiness Ray working and fire 
it at SBR Sector. As luck would have it, this 
happens just as the Troubleshooters finish 
dealing with the Capitol Hill Mob. The 
result Is yet more of that truly wonderful 
stuff - chaos. Everyone who fails an 
Insanity Check suddenly becomes 
DElERIOUSLY HAPPY (if they weren't that 
far gone already, in which case they'll 
probably die of Happiness, smiling 
themselves to death). 

Now then, remember all those Infra reds 
wandering around the plaza? Did any of 
them survive? What are they going to do 
now? Use your warped imaginationl Have 
them dash up to Troubleshooters, drag 
them out of their seats and try to get them 
to dance. How about having a huge conga 
round the plaza? If you're into sound 
effects and background music in your 
game, play them a few of those awful 
songs written for use in discos in 
Torremolinos at a mind-wiping volume. All 
the Infrareds love to join in with 'Y Viva 
Alpha Complex' and 'Hold a Commie in 
the air, stick a Tac-nuke up your nose, buy 
a Jumbobot and then .. : Be insistently, 
grindingly, excruciatingly cheerful. Yes, 
even mote cheerful than you'll be when 



you order everyone's termination at the 
end of the adventure (If not sooner). 

Of course, everyone else in SBA Sector is 
DELEAIOUSLY HAPPY 8S well, They're not 
going to stand by and let the Infrareds and 
Troubleshooters have all the fun. They 
come rushing out of their factories, shops 
and oHices to join in. Everyone wants to 
have a really wonderful party. They have 
names like Steve·A·ITE, Mike-R-EED and 
Ken-Y-EVT, and behave accordingly (pass 
the sick·bag freely amongst your ailing 
players). Some of them might have 
weapons. Some of them might even let a 
few off by accident, or mistake them for 
firecrackers and make lots of pretty lights 
for everyone to enjoy. 

And we mustn't forget the bots, must we? 
Yes, it's time to put on your silly voice 
again and to roll out a whole collection of 
really cranky personality modules. Would 
you believe a barbot called Brul-4-SYTH? 
Or a scrubot called Grouch·O Mk X? The 
Troubleshooters should have just made 
Insanlty Checks. It's up to you to make 
sure the players know what their 
characters are going through, so let your 
hair down and be really nauseating just for 
once. 

Unfortunately for the R&D men. the 
Happiness Ray also causes a lot of 
vibration, and those Troubleshooters who 
are stili sane (you mean there are some? 
Surely not?! will have little trouble pin· 
pointing the source. All they have to do 
now is get safely out of SBA Sector Inot 
an easy job with all those loonies about). 
get into the NTM Sector R&D section and 
prove their point (without getting killed by 
the R&D men I. A nice, routine little job. 
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• THE NIGHT THEY 
RAIDED PL&C 

By now the Troubleshooters should heve 
quite an impressive collection of hardware 
looted from the various maniacs they have 
disposed of along the way. (If they haven't 
had enough brains to collect better 
weaponry as they cama across it they are 
probably all dead by now. However, if they 
are going to get into NTM R&D (and out 
again) alive they will need a lot more than 
they have got.) 

Fortunately, everyone in SBR Sector is now 
totally whacko and happy to give out all 
sorts of pretty pressles to people who ask 
for them. Is there a PL&C depot about? 
Does 1t have any weapons in stock? You 
betchall 

Of course. novice Par8noi8 players are 
unlikely to think of anything subtle like this 
and will probably be .happy to get out of 
SBR Sector with their lives. Novice GMs 
who still haven't learnt how to be properly 
sadistic may like to have some PL&C guy 
wander into the plaza giving out free drugs 
llike Thymoglandin, Benetridin and 
Dynomorphin) as a hint. If your pals don't 
get that one we suggest you let them get 
back to something more their level. lika 
trying to lick their ears or glueing dogs to 
ceilings or something. 

In PL&C the Troubleshooters can find the 
following goodies: 

2 Cone Rifles with 30 ECM and 10 dum­
dum slugs apiece 
1 hand flamer 
Some laser barrels - 4 red, 2 yellow 1 blue 
1 Slugthrower with 10 HE slugs 
, Force Sword 
1 Gauss Gun 
1 Plasma Generator 

Of course, faced w ith all this super 
weaponry, they couldn't perhaps be 
persuaded to turn it on each other, could 
they? After all, only one person can have 
the Plasma Generator at once. Also. if the 
R&D representative in the group is still 
alive he'd better do something pratty 
quickly: it's unlikely that his colleagues will 
be so trusting as to take him with them. 
(OK, OK, we know that an avaraga 
Troubleshooter group will hava wiped itself 
out twice over by now, but we World 
Famous Game Designers have our 
delusions of artistic grandeur, and it 
seemed somehow appropriate that this 
should be the point in the plot where all 
the in-fighting started in earnest. That it 
actually happened ninety seconds into the 
adventure is neither here not there, so stOP 
moaning and get on with the game. 
Sometimes we don't know why we 
bothet ... 1 
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.R&D'S GUILTY SECRE 
Gatting out of SBA Sector might prove 
slightly problematical because The 
Computer is well aware of what is going 
on and has stationed five Vulture 
Squadron goons (Green laser rifles, 75%; 
combat armour) at the door to keep the 
happy loonies safaly inside. Experienced 
Troubleshooters will either be able to 
convince The Computer of the urgency of 
their mission, or will simply set the Plasma 
Generator up behind tha closad door and 
fire away. Inexperianced Troubleshooters 
will just yelp a little and turn black at the 
edges. 

Getting into NTM Sector's R&D 
department is another matter antirely. The 
tachnicians have the approaches to their 
offices well under surveillance and are 
expecting trouble. At the first sign of 
anything looking like Troubleshooters (or 
Vulture Squadrofl goons) they throw 
caution to the wind and roll out everything 
they've got. Either The Computer is on to 

them, in which case what the heck, or the 
foolish Troublashootars haven't vat told 
The Computer what is going on, in which 
case tne sooner they fall foul of an 
experimental accident of the violent kind 
tha benar. 

When the Troubleshooters first arrive at 
the door and damand entrance the R&O 
men aren't quite ready. There will be a 
small delay while the Troubleshooters 
argue over the com link with tha men on 
the other side of the door. Unfortunately 
all R&D departmants era, by order of The 
Computer, surrounded by very, very thick 
blest-proof shielding Ito stop explosions 
from getting out rather than enemies from 
getting in) and it would take the 
Troubleshooters many hours to burn thair 
way through. However, after a few 

minutes the man on the other side of the 
door suddenly chenges his mind and says 
he's opening the door straight away. Any 
Troubleshooters stupid enough to be stood 
directly in front of it when it does open 
deserve all they get. 

On the other SIde of the door IS an 
exparimental plasma cannon. It is big . It 
is so big that it just cannot miss, unless 
the Troubleshooters happen to be hiding 
behind the door. in which case they are out 
of the cone of fire. It also has a + 2 
damage modifier. Fortunately, as Is the 
way with experimental plot devices of this 
nature, it fires once. overloads. and 
promptly melts down into a heap of red­
hot metal. 

Did they survive that one? Yes? Well, let's 
try again, shall we? Behind the plasma 
cannon Is a 100m long passage, the sort 
of building structura known in Alpha 
Complex as a 'shooting gallery ', After their 
experiences with Jerry-B the Trouble­
shooters should have more sense than to 
rush this ana. If they just sit it out for a 
few minutes the five Icount 'eml warbots 
hiding behind a door at the other end 
wander down to see what is happaning. 
That way the Troubleshooters gat the fun 
instead. Well. it makes a change. 

Wsrbots; 2 semi-automatic slugthrowers 
with HEAT rounds (70%1; 2 sonic rifles 
(70%); laminated combat armour. 

Once the warbots are out of the way the 
passage is quite safe, though you 
shouldn't give the taam that impression. 
It leads, as might be expected, to the 



eQuipment Issue office. This is a largish 
room with a clear area at the front for 
demonstrating new devices and several 
racks of assorted junk towa,ds the back. 
Right at the back ale two doors. one 
leading to the director's oHice and the 
other to Ihe research lab. Several R&D 
technicians armed with the latest in bizarre 
weaponry are hiding behind the racks 
ready to ambush anyone who makes it 
that far. They sre assisted by 3 experimen­
tal combots. 

SpflCt·O·MTR carries a semi·automatlc 
slugthrower (55%) for which he has 5 
rounds of a new halluCinogenic gas. 
Anyone caught in the gas cloud must 
make a 2d10 Endurance check. Failure 
means the victim starts seeing everyone 
as demons and must roll at random to see 
who he fires at for each of the next 5 
rounds. When the gas shells are used up 
Spect reverts to AP rounds. He wears 
orange rellec armour. 

Sunssn·B-RNR has 3 Dirt Gas grenades 
(40%). These are rust like normal grenades 
except that whoever they hit gets coated 
in concentrated black slime which halves 
the effect of any reflee armour. ICkyl Once 
he has used these he resorts to a blue laser 
rifle (55%). He wears ROYGB reUec 
armour. 

Umn·Y-UMM is wearing a variant of the 
Waldo/Mechano exo-skeleton. This gives 
him a damage bonus of + 3 and acts as 
combat armour. He fights hand-to-hand 
147%) with a giant bench top as a club (2 
shifts rIght on the damage table compared 
to an ordinary club). The exo-skeleton has 
a 10% malfunction chance. When it goes 
wrong it really goes w rong. though, and 
in accordance with the basic rule of 
Paranoia the silliest most dangerous thing 
you can think of happens immediately. 

GIJMIrIII-R-AYE uses a highly experimen ­
tal Model HPL Aadflamer (35%). This acts 
like a traditional fire thrower except that the 
target is bathed in a mysterious green ra­
diance which turns whatever it touches in-

to a hideous. putrescent ooze (use the hit 
location table to find which part of the 
targe, 's body melts away). Yes, this is a 
nasty one. Gamma-R has been entrusted 
with this awesome device because It has 
a 20% malfunction rate and is likely to 
blow up in his face, whereupon ;t catches 
everyone within 5m in its 'unearthly glow'. 

Combot: 2 Energy 
Neurowhips (75%); 
armour. 

Blasters (65%); 2 
laminated combat 

And so to the labs where our intrepid 
heroes' (well, lucky survivors) come face 
to face with the director of R&D for NTM 
sector. Brian-I-ACK. He has only one 
weapon, but It is huge. No, make that 
gigantic. There is lots of it, too. and it has 
all sorts of vicious looking barrels and 
antennae poking out of it. It is, in fact. the 
machine that fires the Emotion Control 
Ray, but the Troubleshooters aren' t to 
know that (they'd only worry if they did). 
You should explain this terrifylng·looking 
machine to the players in graphic detail, 
ending with the simple statement that it 
is pOillting straight at them, that there is 
nowhere to run, and that Brian-I has his 
finger on a big, led button. 

Brian-lis bluffing, of course. The Emotion 
Control Ray Generator takes hours to set 
up and fire, and without his colleagues 
(who are presumably all dead by now) he 
couldn' t fire it anyway. However, if the 
Troubleshooters show any sign of hesita­
tion he will launch Into an explanation as 
to how he is standing behind a mighty Fan­
thorpe Field Generator, a machine capable 
of destroying the whole of Alpha Complex 
if fired. Now, he doesn' t want to destroy 
the whole place any more than the 
Troubleshooters do, but they do seem to 
be out to get him, so if they'll just take a 
seat over there perhaps they can talk 
terms. 

If the Troubleshooters are daft enough to 
comply with this ridiculous reQuest Brian-I 
will kick a button and send them all fall ­
Ing into a vat of concentrated add. Finis. 

Pregenerated Troubleshooters 

Bottel-O-BEA-2 (Mission 
Leaderl 

Primary Anributas: STR 9; END 16; AGI 9; 
DEX 5; MOX 9 ; CHU 18; MEC 13; POW 13 
S.condary Attributes: Cllr 25; Dam 0; Mac 
-1; Mal -2%; AW -10%; Com -2%; Bel 
+ 17%; Rap + 4% 
S.""ice Group: HPD&MC 
Secret Society: Mystics !rank 2) 
Mutal"lf PoWlll: Mental Block 
Skills: Beslcs 1 120%), Aimad Weapons 2 
(15%1. lasers 3 120%), Melee 2 123%1. 
Knife 3 {28%); Personal Development 1 
(20'*"1, 188dership 2 125%), Motivation 3 
(30%); Hostile Environmants 1 120%), Old 
Reckoning 2 (23 %1, Primitive Warfare 2 
123%1. Primitive Melee 3 128%1 
Extra EquIpment: Reflec lIrmour and laser 
barrel lire Red/Orange 

Secret Society Mission Information 
Understandably the Mystics are very in­

terested In the possibility of a mind·altering 
drug that can affect an entire sector. If The 
Computer's theory is correct, you must 
identIfy this drug and bring sample of it 
beck fOf the Society to study. 

The Society also has evidence of intense 
AImed Forcell interest in the goings on In 
SBR Sector. High level pressure has resulted 
in an Armed Forces operative being assigned 
to your group. Keep a close eye on him. 
Service Group Mission Information 

001"1'\ be ridiculous; since when did 
HPD&MC know anything about whllt is .eal­
Iy going on7 

Unda-R-EST-1 
Primary AttrIbute.: STR 13; END 18: AGI 9: 
DEX 10; MOX 4; CHU 14; MEC 20; POW 6 
Secondary Attribut.lI: Car 30; Dam 0; Mac 
-I; Mel -2%; AW -I'll.; Com -20%; 8el + 7%; 
Rep +20% 
Service Group: Technical Services 
Sacret Society; Corpore Melal /rank 11 
Mutant Power: Advanced Touch 
Skllls: Basics 1 (20%), Aimed Weapons 2 
(24%), Weapon Maintenance 2 (50'*' ); 
Technical Services 1 120'*'), Robotics 2 
(45 %), Robot Maintenance 3 155%) 
Seeret Society MinIon Information 

Corpore Metal has discovered thet The 
Computer suspects the source of the 
treason In SBR to be a seniOI technician In 

End of Troubleshooters, You may now be 
saying to yourself, 'Gosh guys, that's a bit 
suddenl', and you'd be right. but so what? 
You want happy endings you can write 
your own adventures. Good Trouble­
shooters (ie, Jive ones) should have learnt 
to shoot first and ask questions later. Or 
at least never to believe anything anyone 
tells them - and then shoot them. 
Tllua"HICO ..... UTlltTllunTHICOM .. UUItT~U"" .. ECO ..... 

• EPILOGUE 
In which we come to the famous debrief­
ing session. What have the Trouble­
shooters done that might conceivably get 
them into hot water? Wrecked II valuable 
food production line? Invaded a blue level 
accommodation corridor? Destroyed large 
numbers of valuable bots? (Did they 
retrieve the brains of any bots they sliced 
up?) Raided a Pl&C depot and stole 
several high-clearance weapons? 
Murdered five valuable Vulture SQuadron 
troopers] Caused severe damage to an 
R&D installation, including the massacre 
of several technicians and the director? 
Destroyed a number of irreplaceable ex­
perimental weapons? Stopped lots of 
oitlzens from being DELERIOUSLY HAP· 
PY? Any GM who can' t think up a way to 
have the whole bunch of them terminated 
on the spot is just not trying. Besides 
which, it saves having to explain it all. 

This advenrurs has been beaten into shape with 
a large stick by Marc Gascoigne. who WfJuld lika 
to apologise for the gratuitous octopus 
referencas. Games Workshop has always been 
a champion of cephalopod equality and such jol­
ly pranks as described in the t8Jlt a18 not intend­
ed to cause offence or distress to our 
underwater friends, even if they are allsquigg­
/y and rubbery and have evil liNk eye.:s and wrig­
gle about and make people (eel ill end have ... 

~ 

the sector's Food Vats. Corpore Mlltal has a 
valued operative amongst these technicians. 
She Is working hard to promote the furthllr 
mechanisation of food production. Your mis­
sion is to make sure that this valueble col­
league Is not convicted of treason during 
the investigation. 
Sarvice Group MIssion Information 

Swiz-R..()ll-I claims to be from Technical 
Services but you've never heard 01 him. 
Therefore it seems likely that he is a spy of 
some sort, probably from Internal Security. 
Be very wary of him. 

Styko-R-OCK-1 
Primary Attributes: STR 16; END 13; AGI 15; 
DEX (8) 14; MOX 15; CHU 8; MEC 16; POW • Secondary Attributes: Car 45; Dam +1; Mac 
0; Mel +10,*,; AW +7%; Com +7%; 8el 
-5%; Rep + 10% 
Service Group: Armed Services 
Secret Society; Death lBopard Irank I ) 
Mutant Power: Superior De~terity 
Skills: 8asics 1 (20%). Melee 2 135%), 
Unarmed Combat 3 (45%), Aimed Weapons 
2 (32%), lasers 3 (37%1. Leser Pistol 4 
(42%1 



111111111111111111111111. 

Note: Styko has confessed his mutant 
power. He knew that Armed Forces would 
be happy to keep him. Besides, it gives him 
a good excuse to kill people w hen they 
pick on him for being a mutle and having 
a yellow streak down his 

Secret Society Mission Information 
Heyl A mission, and traitors to 

execute! GREATI! let's go kill peoplel 
WOUldn't it be funny if we executed all the 
wrong people (heel heel), Then the 
Commies might pull this stunt again and 
we could get to ki ll more people! Yeah II 

By the way, look out fo r the famous 
Capitol Hill Mob. They're based in SBR and 
they may take the opportunity of aU this 
trouble to pull something spectacular. 

Service Group Mission Informedon 
Armed Forces has received information 

that almost the entire population of SBR 
Sector has committed treasonous acts, 
This seems like a marvellous opportunity 
to launch a punltive expedition and test 
out a tew new crowd control tactics. You 
must make sure that the Troubleshooters' 
report recommends such a solution to the 
problem. 

Interestingly R&D have been very keen 
to block such a move on Armed Forces' 
part. There will be a R&O operative in your 
group. Watch him closely. 

Swiz-R-OLL-1 

Primary Attributes: STR 12; END 17; AGI 13; 
DEX 10: MOX 10; CHU 8; MEC 13; POW 15 
Secondary Attribute.: Car 25; Dam 0; Mac ·1; 
Mel +5%; AW -1%; Com -1%; 8el -5%; Rep 
+ 4%. 
Service Group: Intelllal Sacurity jcover 
Technical Satllicas) 
Sacrat Society: First Church of Christ Computer 
Programmar frank 11 
Mutant Power: Talepathic Projaction 
Skill.: Basics 1 (20%), Melee 2130%1, Aimed 
Weapons 2 (24%), Ulsers 3 129%), Special 
Satllicas 2 124%) 

HAND-OUTS& CHARACTERS 

~ , 

Secret Soclaty Mission Information 
A lot of high level politicking has been going 

on with regard to this mission, It s~ms likely 
that various self-interested groups are trying to 
exploit the situation In SBR Sector for their own 
ends, You must make sura. that the Interests of 
The Computar are correctly served. 

Servlc:. Group Mission Information 
As the Internal Security plant on this mis~on 

you ars responsible for making sura that 
everything goes according to plan. Your major 
responsibility Is detection of trai tors in the 
Troubleshooter group. Internsl Security has 
reason to believe that the mission leader 15 a 
traitor working for the Mystics secrat society. 
These people ara all drug addicts. Interestingly 
The Computer suspects that drugs may have 
been used to perform the sebotage In SBR 
Sector. 

Your cover is that of a Tech Services 
operative. Unfortunately Internel Security was 
unable to prevent another member of Tech 
Services being assigned to the group. He may 
be sus'plclous of you. This fsllule wes due to 
concentrating on attempts to combat the 
suspiciously keen interest that both Armed 
Forces and R&D have been showing in the 
mission. Both heve operatives In the 
Troubleshooter group, 

Primary Atttlbutes: STR 15; END 10; AGI 12; 
DE>< 12; MOX 17; CHU 14; MEC 9; POW 9 
Secondary Attribute.: Car 40; Oem + 1; Mac 0; 
Mel +3%; AW +3%; Com +12%; Bel + 7%; 
Rep -2% 
Satllice Group: Production, logistics and 
Commissary 
Sacret Society: Sierrs Club Irank 1) 
Mutant Power: Advanced Small 
Skill, : Basics 1 [20%1, Aimed Weapons 2 
12B%I, Special Services 2 137%1; H08tile 
Environments 1 (20%), Sutllival 2 137%); 
Technical Services 1 (20%), Engineering 2 
(37%) 

SeClet Society MISSion Information 
We have reason to believe that one of the 

Tech Services operetives on the mission is 8 

Corpore Metel member. The Sierra Club would 
like you 10 uncover him and arrange for hl1 
termination. 

Setllice Group Mlsllon Information 

The Computer believes that the strange 
behaviour in SBR Is due to drugs placed In tha 
sector's food supply. Food production Is one of 
Pl&C's mejor responsibilities. It would be 
woc:eedingly emb8fras~ng for tha Service Group 
If It were proved that badly prepered or 
treesonously doctored food il responlible for 
the goings on In SBR. You must do your best 
to ensure that the blame is firmly laid elsewhere. 

Terra-R-ISM-1 

Prlmary Attribute.: STR 9; END (10) 14; AGI 20; 
OEX 4; MOX 11; CHU 14; MEC 1B: POW 13 

Secondary Attribute.: Car 25; Dam 0; Mac -1; 
Mel +22%: AW -1 5%: Com + 1%: Bel +7%; 
Rep + 15% 

Service Group: Research & Development 

Seeret Society: Pro-Tech Irank 1) 

Mutent Powar: Superior Endurance 

Skills: Basics 1 (20%1, Aimed Weapons 2 
110%1. Weapon Maintenance 2 (40%); 
Technical Services 1 120%), engineerIng 2 
126%1. Chemical 3 131%) 

SeClat Sociaty MI"lon Information 

Sorry, we haven't got a clue what is going 
on. Keep your eyes end eers open and report 
back. In panicular find out whatever technology, 
if any, W8S responsible for all this trouble and 
get us the specifications. 

Other Information 
You have a very important minion to 

perform for your Services Group. You cannot be 
told why, but it is absolutely imperative that this 
mstter be pleyed down. Everything will ba put 
right wIthin a day. Stell and delay the group until 
then. Once everyone In SBR Sector is happy 
again you can find some scapegoat to pin the 
trouble on. At all cost!! don't let Armed Services 
move Into the area In force. 
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T.32a ~'l YORRICK 
4.99 

T.14a 
RAM SKULL 

5 .99 

SPECIAL MAlL ORDER OFFER· ................... ..,. 
(NOT YET GENERALLY AVAIlABLE) 

"ANTIQUE BRASS" PEWTER ALCHEMY ON REAL 
LEATHER THONG WITH SLIDE fASTENER 

T.19a J, 
MONKEY 
WRENCH ... ' 

4.50 .,... 

ALL ITEMS SHOWN ARE ALSO \ 
AVAILABLE IN I1IGHLY POLISHED PEWTER 
SEE ALCHEMY BROCHURE fOR DETAILS ~ 

~ 

r 
T. la 

AXE 
5.99 

T.2a 
CHAOS 

RUNESWORD "{ 

}-.-

.""" 

T.34a 
NIGHTWING 

BAT 
6.99 

5.99 l' 
'd 
'11-
1. 

T.35a 
CYCLOP'S SKULL 

T.29a 
SALADIN'S 

CROSS 
5.99 

~ T.8a 
CELT'S 
CROSS 
5.50 

T.7a 
THOR'S HAMMER 

5.50 

E.16 
SEVERED HAND 

~
STUD 

2.99 

~ " 

AND BELOW ARE SOME REGULAR HIGHLY 
,,, POLISHED PEWTER PENDANTS Il< EARRINGS E,26 

.\ CLAWSTONE 
. EARRlNG J 

P.26 E.
23 .i (WITH I 

I THE " THE , 
" J ALCHE ,,_ RUBY RED 

PENDANT MIST CRYSTAL) ~ 
(WITH . EARRING 3.99 • 

BLACK (WITH BLACK ROSE) 

• 

~ .. 
ANKH E'4 '~t EA~~~GS'> \ 

E.14 
PISTON 

EARRINGS 
3.50 

GUARDIAN 
SWORD 

P.21 PENDANT 
OR 

E. II EARRING 
3.50 

ROSE) 3.50 
4,99 

FAST 
MAlL ORDER 

3.99 GRIM , 
REAPER • 

EARRINGS 

• POST & PACKING 60p ANY ORDER 
• CHEQUES&. P,O, 'S MADE PAYABLE TO: 

RIf~DER DESIGN L TO. 
• ILLUSTRATED BROCHURE SENT WITH EVERY 

ORDER. OR SEND S.A.E. PLUS EXTRA IBp STAMP. 
- TRADE ENQUIRIES WELCOME -

ruEOERDESIGN LTD.1/3A 
5-9 BRAUNSTONE GATf 

LEICESTER. Lt:3 5LH 
TEL, (0533) 549182 



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

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

With new and 
expanded rules 
covering terrain, 
weather and a 
guide to 
campaIgn 
mapping, the 
Wilderness 
Survival Guide 
adds a whole 
new dimension 
to the wilderness 
adventure. 
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WELCOME TO SUNNY 
eOGENHAFEN 

Letters Page. 
Whit. Dwarf. 
Enfield C1'4arnbers, 
16118 low Pavement, 
Nottingham NGl 7DL 

Heffo folkJ. Lim of fetten ,his mf.)nrh, but 
tnlm qf them seem to be on much the same 
thing, I think wej:{ /utter get this Price 0/ 
Frudom debate OUI of/he wayfirsl. 

Alan Reid, Searord: While very few would 
~ expect the scenario of !hI! Price 0/ 
Jill" Freedom to be utcraU), about to come 

true (Open &X, WD86), thIS does not mean 
the game is 'sheer fantaSy' or 'tongue in 
cheek' and therefore as unremarkable and 
hannless as D&D, Traveller or RuneQuest. 
Not only does the game's 'fanta~"Y' make 
judF,ments about real societies and real 
politics, bul these judgements fonn the 
whole basis of the game. 

Your reviewer cheerfully mentions thai the 
game mainly involvel!I killing 'commies'; 
these might be members of an aiien species 
fil only to be killed in this game, but in 
realit), the millions of people who might call 
themselves, or might be called, communists 
are human beings. The game promotes a 
casual disregard for human life and leDds 
itself to the JUStifiCation of all manner of 
repression. tonuro and massacre in the real 
'M:Irld, by c:ffective1y branding anyone: who 
mighl come within a certain range of 
political views as sub-hwnan. 

You may reply that the game is really 
tongue-in-cheek; if so. it is Dot very 
derectable from the advcnising. 

11m Child, Merton Park. London : N. a 
.&.. roleplayer I find leiter.; of complaint 
~ about the ethics of games such as .Th~ 

Pric~ oj Fh:~dom and 7'wUighJ 2000 incom­
prehensible. Surely a great deal of the fun 
of roleplaying is playing a character 
diffc.Rnt from your own. Noc all PCs 
possess the morals of lheir player. 

Having both read Pn'u ond talked 10 irs 
author, Greg Cosnky(.ln. I still find mys~1f 
rather disturlNd by its premis~s and 
assumptioflS. Sure, it's a gamt .... here people 
rok Of! ~rSOlliu, like actors, but I don't 
hop~n to fik~ the characters th~ are forced 
/0 adopt. I per10n0lJy Jetl it is a jumasy 
game, but a very unp/~asam ont. Obviously, 
so~ of our correspotUl~nJs disag1Y!e. 1J~'ve 
Iwd quit~ a fl!W indignam fettus dejtnding 
both sides oDhe a'8umeflt. bUI 'hut: is one 
I'f'ry inurt'sting common point .... hich thf!Y 01/ 
seem to shart', and it is this: regardless of 
wh~th~r th~ game is fantasy or a disguised 
politic(ll stalemenl, )'Ou'd /uJVe /0 be very, 
very slupid to spend )'Our money actUlJlly 
buying The Price oj Fretdom. The duigner 
of fh~ game has admitted tlw.t he wrote the 
game purely and simply (0 mokt money, (0 

Prt'Y on the gullibility of righi-thinking 
American gamers, and I say good luck to 
Mm, If people really I1IWU to buy the game 
thot's their lom:-out. Those oj you who now 
\rom to wrilt' Vl!ry long leiters on th~ ethics 
oj exploinng srupitJ gamers COIl send them to 
Ste Dillon. clo Atn'Olturer mogaz. .. 

Simon Watts, Standish, Wlgan: In WD8:5, 
.&.... Allan Miles discussed we logic (or 
Jill!' rather the illogic) behind races and 

classes in AD&D. This reminded me of a 
theory which I evolved during the height ({ 
AD&D playing in Ihese lands, which 
seemed to explain eJvcn MUs. The main 
benefit of the elf (and half-clf) <:1ass-wise i.s 
that they can operate as Fighler/Magic-users. 
which combine magic with armour. Iu )'OItl 
know. normal spells cannot be cast by 
someone wearing armour. Therefore. we can 
assume that elves have their own type of 
magic, usable by those with elf blood. 
which allows the wearing of armour and die 
casting of MU spells. bul which is limited 
in power - the level limit. Naturally Ihis 
magic is usually favoured by half-elves al5'J, 
If this theory is adopted. then it ftatutally 
implies that single classed MU elves should 
be permitted to wear armour. This addition 
probably would make lillie difference al 
higher levels, where a cunning mage will 
!lave acquiR".d enough magicaJ proleCtions 
not 10 need aonour. but \Wuld aid the 
survival of elven MUs at lower levels. 

I must admit the idea of giving the 
various races dijJert.nt opes oj mogic hns 
al1lt'Clys appeakJ to me, though I would be 
inclined to take things on a slage by gMng 
each race access to unique magical powers 
appropriate to their narurol htJbitat (elver 
have lots of druidic-type spells, dwarves 
gain direction finding &; rock-working 
powen, o"d so on). I find lhar I get bort.u 
with the similarities beM.-een so many 
CMroettrs in game' like D&D: IIthy slwuld 
t'l.'f!ry MU hove the SanuJ spell {Jnd t'l.'t!ry 
fighter use the same Ope of sword - people 
are jar more iMjviIJual tholl thai. 

}bur second point. though, seems to 
benl!fir the e.il'('n MU while imTn{!diatt./y 
disadwln-taging every othe.r ypell-casler. 
Why would Qtry<)lil! bother pla>ing a human 
MU if an efwn 0fIt! ctIII reuive the same 
powers· and wear an/wur too? Ke~pjng 
MUt aljve through rhe luwer levels is inde,~d 
W!ry difficul1. but I'm not sa sure your 
suggestion is lht right one. How do other 
people kup their wiwrds alive? 

Gosh - (f serious Ie.tter abolll a game eh? 
~'II SOOtI put a stop to that, lIith the reTUrn 
of rhis letters page's juvouri(e lIubject-
itself! 

Ricbard Bourke, Eating. London! I write" 
.&... with some trepidation. Both the 
Pr reason for this fear and the subject II 

write on is your prnctiu of adding com­
ments after your lertel1i. 

These letters result from (mostly) con­
sidernble effort and WD staffers. more used 
to seeing themselves in prinl, IDlI)' not 
realise just hOW" hard it IS to air your 
opinions (or public reaction. It is mucb 
harder wilen there is the likelihood of il 
being appended by an editorial joke. 

This has made the letters column QUIte 
painful reading. It's nm the letters, which 
you select quite well - whether it is old­
timers vs. newcomers, sexism, or the 
perfidy of the Games Workshop manage­
ment. Of course you have to select letters, 
but that is the end of a periodical's 
responsibility. Just PUI a nOlice saying 
"Opinions expressed in this column are not 
uc:cessarily ... n _ for the rest, leave the page 
10 your readers. 

To finish. a personal nole 10 whoever il is 
adds these commenlS. Please. resisl the 
temptation 10 fire off a one.-liner after this 
one. 

I hope you don 't find this commetll 
offensive. "The reastms such comments aist 
art monijold. Firstly, some fetters ask 
questions, and )lit' are happy to answer them 
in prim if we feel that they are of inrert'Sl (0 

other rt'Odus 100. Secondly, the editorial 
team do hm-e opinion: of Iheir own, not all 
of them IftgQtive, and we beJ{eve they are 
interesting enough to pass on. Funhumore, 
on the rore occasion when we art! jokry or 
insulting there is usuolly a "try good 
muon. Humour Is a good inlerlud~ between 
mort' seriol/s subjects, and gives a nice 
bal(wce ro 0 column. which is why we 
include trivial letters about figure Ixlitmcing 
and al/ the rest, Besides, negative comments 
and plll-dmvn.f often come as rt'sponses from 
readers , as well asfrom Ihe editorial staff, 
so stopping our comm~nrs wouldn 't StOP the 
criticism you claim is keeping some people 
from writing 10 us, if indeed it is. Need/t'ss 
to ,I'Q», we do M'tInt everyone .... no hns som~· 
thing to say abeul Ihis Ihrilling hobby I<'e 
enjoy to wrile to us. 

Tony Hough, Luton, Beds: Has anyone 
.&.... else nociced that there appear.; to be 
fill' an anomaly in lhe vehicle spffils 

given in the Judge Dredd rpg? lei me give 
you an example: 

Tbe uwmllllter bike 
Full speed: 5~ kph 
Mox speed: 480 metres/Round 
Accldec rote: 80 mlR 
Stop speed: 120 mIR 

One round equals about 10 seconds, 
Thererfore 6 rounds is I minute; 6:«iO 
rounds is I hour. So the maximum speed 
should be 480 x 360 metres per hour, which 
is 172.800 mph, or 172.8 kph. You may 
agree thai 172.8 kph ;s acturuly not very 
fasi . It 's oowbere near the full speed of 570 
kph. Is lhis the fasleSt a 22nd Century bike 
can do? Of course, a skilled Judge can lake 
thls up to 5~ kph. Where does this figure 
come from? Have 1 cocked it up, or have 
you? 

Neither, reall)~ The maximum llpeed oj 
57V kph comes from lhe comic strip. and is 
uplained in the rules as Ihe maximum 
attainable llpeed given a dear, straight, 
It!I'el road and lars oj nIM. In the mayhem 
of combat then is no way thai anyone cooid 
control a bike goj"g at tMt speed and fin a 
gun or kick a fleejng perp. Therefon Max 
Speed Is only used in the roUlIli sequence, 
which is only ever used in r0mb01, and 
representS the maximum soJe spud a Judge 
can dri~-e at while taking pan in th~ fight. 
OK? However. I must admit thor bits oJ the 
driving stcti(m in Judge Dndd are a bjt oj 
a mess, and should reaffy haw been soned 
OUI a bit bmer than lhey wtre before tile 
game we"t 10 print, To rectify Ihis matter 



lligluly there is a set D/ odwmud ddvill8 
f14Jes DmotIg the articles in The Judgl 
~dd Rolepl4';"B eomJHUfUm , k'hich .... ilI 
Jwpqully ", released tlu's summu. ANI 
... +tiJe wtO:'re 0fI Drrdd ... 

Lain Aitkm. Clyd£bank, GlasaOW': I would 
like to know what all of this Dredd 
fuss 15 about • 100 much being pub­

lished for the game in WD? Who do these 
people think they arc? 1 seriously doubt that 
me)' would complain about more being 
published about II game thai the)' own 
themselves! They'd all be too bloody 
pleased. 

I feel thai I must also congratulate you on 
A Day [n The Ufo by Hugh Tynan. 
Fabulous, brilliant and amazing don', sum it 
up.. II was the best JO adventure I've seen, 
even better than the hailed Judgt'mem Day. 

LiDtOD Alrteous, By MulMlf-Ord, R0ss­
.&.... hin: I think I can offer aD explana­
JIIf' lion 10 Gaham Broadstreet's gripe 

(WD85) about too much 10 material . The 
10 game is a Games Workshop product and 
as such the White Dwarf team muS! have 
been very concerned with illl sales. So, after 
waiting until quite a klC of ptoplc had 
bought it in the months followmg its ~Ieasc, 
they began to promou: sales by producing 
month after month 0{ JD articles. or COUIX 
I could be wrong and !be real rea50n roT 
such II large input of 10 material could just 
be the fact thai. they realised what an abso­
flipping.lutely brilliant and well·produced 
game it u1 

Paul H~khllon, ThOle Foid. 8olton: Jon 
~. Quaife's RuneQu~.st adventure (W085) 
PI' was well presented, interesting and 

quite almosphenc. t don't acruall)' play the 
game, but A Tale 10 'nil could persuade me 
to. The length of the adventure. I thoughl, 
was not excessive., as any reduction in size 
may huvc detracted from the overall quality, 

As to the magazine looking like a 'Rune­
Quest Issue' or a 'Judge Oredd Issue', only 
so much can fit into a magazine, and 
concentrating on ma.inly one or t~ games 
an issue perhaps does mort for the ~s, 
than auempting 10 squeeze in too many. Of 
course some variety is essential , and WD 
seems 'to me 10 get the right balance pretty 
consistently. This funnat probably does 
more for )QUr magazjne 100, as each is!rue 
has its own 'crw.cter' ~ther than just 
another usorted coUectton or themes, 

Ifiofl, I'm glad SOffl«)M tius something 
Wt' prim! The uquel to Hugh 's Dredd 
odl'm-lUrr, A Niglrt In 771, Dtllllt . y,iff be 
in the nut iSSl"e. hrsonaJly, I can', miJkt' 
out what all tM fusl is either. I meQn, therr has,,', bun (III adventure for the ga~ for 
at feWI two issuer now; Parannin and 
Ohulhu material QPfUQrs wilh aboul ,lte 
sam~ rrgulari,,; and now ,hat IIr, game is 
aluilable again at a sensible priu I expeCT 

IlJmeQuest will start rrap{mlring at aboul 
Ihe sam, rule too. LintQn is right - sules 
how delermined Ihe jnl'lusiOtl of JD 
material - Ihe game is the second but· 
ulfing rpg In Ihe UK lWr, so th,rr are 
oIniously one or two p~oplt! .... ho possess 
copies, 

As far as tht! mix of gom(,s goes, well, the 
last five issut!s ka\'t had aniclrs on bl'twe.en 
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fil'~ ond eighr different gatnl'1 in every lUlU, 
including ollihose glJrlUs we apparently 
never, norr cuver lib »owUer, Star 1)ori' 
and BIUIUdD, Hi-'n wry glad 'he giant· 
.ri:fti adw!mwre I\.W' papular with SOfM of 
our rra.t1l'n, and I'm cenaill wc'UIH doing 
adwntu"s of this ,iu agaill.. There an also 
some tnllaliYf! plaJu to DCtiMJUy include tI 
complne gamt!, in st!'orrol paTU, to pullout 
and colleCf.. Add to these all tM cekbration 
coming for issu.t! !XJ (01U' 16Ilh tUIIItWr.Mry, 
>"" .brow) and 'he !ufllre's gotIIIQ IH fun. 

David Knott, Rayleigh, EAa: I got 
.&..... Part1lWia for Christmas Oucky me!) 
ft' and found that. as weU liS being one 

hell of a good game, it produced some 
thou,ghts about roleplaying in general , J 
think Parrutoio will be regarded in thru 
different ways: as pun:: fun (farce, satire, 
bang-)QU're-dead, what~r), with contempc 
(trivial , juvenile, malting a mockery of 
rules, anarchy, blasphemy, hemy), and 
liberation, That last one may sound a bit 
melodramatic, but 10 a certain extent it's 
true. I can'l speak fur everyone, but I enjoy 
roleplaying for the imagination, escapism, 
humour and the magic it brings out in 
people. 

J agree that some sort of rules fmmework 
ill necessary to bang an the abcm qualities 
00. Howevtt. I can't bear it when the ru1el 
take aver, wrning it all into some small· 
scale combat simulation-cu.m·maths 
problem, A shon distance into a game 0( 
Porrmoio lind the message starts to get 
through. (f)'Ou expect )'OUr ideal to be 
handed 10 )QU, if you refuse 10 cope with 
situation not covered by the ru1es. if you 
don't use your imagination - you're going 10 
die. Fre-quenl1y. 

It's a strange lesson to learn from 
Purorwia. but it', a valid one • trust the OM 
(the OM is your friend1). If they're good al 
what they're doing )'Ou'U enjoy yourselr. live 
or die, win or Jose. If the Situation', a bit 
strange. rejoice in your OM's imagination 
and don't freeze up because the latest Plane 
Shifter's Guide doesn't cover it! One of the 
)QUnger players I originally saw with the 
game played with my group recently. 
Everyone else let themsel\-e5 go and had 
fun , but be .kept on procesting, "You can't 
do that! This is ParollO/t.!!" and quoting 
rules. I can't stand 10 see roleplaying 
shackled like thai . 

I ogl'te mmple:eJy, and I WOJdd ~CI 
more tJUJfI a frw follgw gtlrlWn do tao. The 
rules-lawyer is tM son of~nOfl who can 
comple:ely ruin el-'t!noone's fim. IHctlJlS, they 
ha\'OJ 't folly grruped what a rolq1loying 
game is. Sure, in Monopoly you foIluw fht! 
""I,s, because if)'Oll did anythillg drastic 
the game )4:oulJn", wort - but ,ven jn IIlat 
game peoplt! NJlor their varitlJl/l with 
lort,ries, mulliple hotels and so on. In a 
roleplaying gQl1l(' the ""Its shollid only ~ 
thue to add a frameworl: to Ihe simulation 
of lifo, and tlris j'rameworlc can be modifiNi 
quite a bil with absolwely no qJeCf on the 
game. In JUSt about ('!leT)' roleplaying game 
Ihere's ever been there has bun a note 
Jom("I.,'here which says 'You are or libl'rty to 
chonNt! or ignore arry single ptJn of thes, 
rules if you foellhey can be done IHller 
another WIl)I' Ye: srill we see the spu:tocle 
of these boring killjoys dragging du .... n and 

ruining games ' .... hh their pedanrty. I'm surr 
you will write in and tell U$ wIt.aJ )'011 dUnft. 
about rules /tr.vyt!n; perlwps some self 
proclaimed rules fawyen willl'Wn ...mIt' in 
and aplain wiry 'hey do it! 

Howard KdI, Suffofk: I thought the .-.,cent 
....... AD&D adven~ Shadow Magic 
JIll' (WD84) was an entertaining and 
orilinal pitte of M>fk, It had a good 
beginning, and 1 useful ending, with plenty 
of room for lengthening into I small cam­
paign. But. as with all WO'1i adventures. I 
won't use il. Because WO·s so popuJar, both 
players' and OMs' eyes scan its hallowed 
pales. Imagine: 

GM: " Parazaine asks you 10 kill off some 
bugbears, because he's afraid they will steal 
his eggs, .. 

SmanaleC' pla~r; "Aha! I've read this 
adventure in White Dwarfl Parazaine really 
WIllIts II book thaI's in those caves. There's 1 
nabasJu 'and a cleric, and a charmed fighter, 
and I ... " 

The OM groans as a wbole carefully­
planned gaming session goes out the win­
dow. and pulh all his hair out, 

I !now whOI you fMQI/ , for this iI one tJu 
basic problems wilh pubW/ling atiwnturrs, 
_ miNISters. and the IlU. y,ilhin the 
hallUtWd pages of t/Us greatest of gamer 
magaVnes. How do you slOp playen reading 
,h, advenrurrs INforr you play 'em? Oumge 
tM tJOIneS and Mtlp layouts a bill Run them 
'hrough 'he dsmgt!Ofl bar:twords? Try and 
maU them roIeploy properly - if lhey am 
pre'Md a dlUl/Jeon tht!)""W ~morist!d from 
'M /)wQif is completely new 10 thtir 
chamaer rh~ dt!serve all lhe EP.fI for 
roltplaying )'Ou can gil't! 'em! I don 't think 
1M"'" otry rrml4-tJy of swpping players 
reading ,ht! mngatifll' ar'd be disastroll.1 W 
our sales!) • unless you know different, of 
course! 

And fintJUy, herr's some prerenlious 
person showing off hillcnowledge vf an: 

Vincent Trewartha. Wlndsow: White 
.&... Dwarfs reputation for being the 
"-' epitome ~ originality suddenly 

plummetted in my eyes, when I yw the 
November cover, This is entitled 'Baron 
Heinrich von Thrlichhelm. Master of the 
Imperial Order of Knigill 's Panther', I would 
say that this was heavily Influenced (to put 
it kindly) by Gericault's 'Officer or the 
Chaueurs 11 Cheval ', Anyway, J can honestly 
say lhas I much prefer Gencault'll painting! 

Hi!1I spDned, Vine"., (he inclwkd a 
phOtocopy of GeriCtUt/J s original bw space 
prt!Vtnls .•• elc). What VIncent d1dn'1 /XIint 
0111 ~ thtu Gericault acrunlJy njd.ed ,he 
p(m 0/ the hone from a ptJinling by Gron, 
.... ho stole it from a sculpture /J:)t .. It's a 
tradition in painring 10 borrow classic: poses. 
and John Blanche (Ihe artist of O/,ff COIorr) 
was simply ptl};ng homa~ 10 the fine 
orginal painting. It 's something ht! tkJu a 
{ot, actually . )'Ou shollJd see his Yf!rsion tlf 
Jacques Louis David's '&pe of tire Sobine 
Tfbmtn'! 

Alld on thaI !l'holesome nofe let's clo:". 
Ihe page for another monlh. Thert!, ot/d I 
wasn't even rude to /hose plankers in 1M 
tights with the rubbu swords, was I? 

lAIUn ed: M~ Gtucoign~ 
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TBE PRICE OF FREEDOM? 
THE PRICE OF FREEDOM Basic Game 
A complete roleplaying system for 2·6 players and gamemaster Including: 
• A realistic modem-weapons combat system using full -color maps and 
counters . • Extensive game master tips and background material. • A 
complete adventure and many mini-adventures. 
Components: four 4-page Freedom Files, 32-page Player Book, 64-page 
Gamemasler Book, 100 counters, two 11 N by 17 N rull-color battle maps. 
2O-slcled die, and counter tray. 

THE PRICE OF FREEDOM IS: "6.95 

YOUR OWN PRIVATE IDAHO 
- Adve ntu re a6.95 

A division or yeteran troops rrom 
Mghanistan is dispatched to crush 
iI Resistance group in Idaho's 
Challis National Fercs!. The "First 
Idaho Brigade" Is threatened whh 
dest ruct ion - unless the players 
can halt the Soviet ad\'ancc. SiX 
men and \\Iomen - agaInst 
I.woo. Indudes: a fu ll ·color II' 
by 17· map. a cards tock scrccn 
with GM charts. and helicopter 
rules fo r use in THE PRICE OF 
FREEDOM. 

West End Games, Inc. 
251 West 30th strelilt 
New York, NY 10001 

GAME MASTER PACK ~.95 
• A 16·page booklet containing a 
system for generating S<w iet 
soldiers and a typica l S<wit'l 
garrison complete \\Iilh maps and 
pregenerated characters. 
• A full·color 11· by 17· baltIc 
map depicting a suburban area . 
• A full·color 8·panel screen 
primed wilh the most Important 
charts u~d in play. 

THE PRICE OF FREEDOM I.dlflributed In the UK exclu.lvely by GAMES WORKSHOP, Avllhbl. from " good 
hobby game.stockJst. or. In c .. e of difficulty. direct from GAMES WORKSHOP MAIL ORDER. CHEWTON 
STREET. Hill TOP. EASTWOO~. NOTTINGHAM. NGle 3HY. post fr .. 1n the U.K. 

tit FOR ACCESS & VISA ORDERS RING THE MAIL ORDER HOnlNES ON (07731 7695221760462 • 



Work in Progress 

'roll might tI()( blOW If, bUI Uie' GN Daign 
Studio i$ cLlmmtly jusl about the biggest and 
busiewl place in the glUlleIr; v.orld. There"s more 
bring planned alld designed Inside the rour Mills 
when: Whiff Dwaif ~-omes from than &1 any other 
games company. Coo, So all tho6e desJgner chap­
pies who lloCCl4sionally clutter up the the WD (1(­
fic~ ha~e 10 be doing !!Ometbing.. Well , maybe. 

What fuUOW!I b; II 5Qrt of sneak. preview of 
Whal !he OW design studio is 110m!!. We'll Iry to 
updlltc reportS on ..... hat 'S ''l:ry new and lht '00..­
and whY' (If delilgn in every isg\l(' W,lIcb thls 
space._. 

Wamammfr Ann.)' LillIS ' After II frell1.ied, 
~upe(-buman January Slog. the Army US!S lire 
nearing meir first edit. 'I looks like the packag.: 
will feaulf~ 1(,)1, of new rules for Warhammer Bat­
tle games: new types of fontllltiollll, IWlDOeUV,," 
and Ihe roles of heroes and magi .. ians. 

1'1Iere's going 10 be II IIsl for each of llu,o moSt 
popular Warhammer annies. Thil will break dQwn 
into II S«tion det:lilillg profiles. new troops IllId 
any ~Ial rules they ug, along with an easy-fO­
use list from which pI~ycrs can !lC1~1 armies of 
1·2000 po,nts, Th~ usually IWrb 01,11 HI about 
tOO fu:= Of so IQr a typical fort'~. 

AlT this means 1 !leW depU! of detail fur each 
army, ll~ill8 the numben of troops which can be 
used, Ihelr arms, their armour 100 theIr leaden 
as _II u all)' aJliu or ,n.:rccnanes. 
Ricluml Ha/liowll 

Rugue Troo~ - YEEEHAAAJ!! SlKk 011 Ihi., 
Nony' DakkadaJWulaJil;tI .. , 

y~, the &8'"' T~r buardg;um: 's COiIling 
alon,s nicely, This, me 5«'000 of GW's boar­
dgames based 011 CharucteB from 200GtD Is due 
OIIt in April, and is bang un 5Chcdule. Each 
Player oontroiJ; a Rogue Genetic Infantryman on 
the ba1tle~rrtd \\(Irld ur Nu-Eanh, CtlWlll1!er­
ing Non forces aDd inleresllng eomJl:'lnions while 
searclllll& for clues 10 me TrailOr's Identity Once 
,lie TlllJtOf is ulU11asUd. the Gb chase him from 
Milli-oom IICIOS8 Nu-Eanh until he is lcillcd, 

Among the uniqUe featutu of this game an: 
the Bio-Chip rules, whereby a player 01 ""bo i$ 
kiUed end~ up as a Bio-Chip sllling in aoothet 
pJayc:r's rifle, helmet or backpack:, and the tWO 
form ~ team for the rest of tbo: g!UllC'. This IS go­
Ing to be " mWl fur all fam or the Rogue Trooper 
comk strip, and also (we hope!) an en.Mtahle and 
highly pls)'IIhle SF boardgaroe in its QWn righl. 
Grot'mt! DmiT 

Death on tlMo Relit ' Tbe epIc campaign begun in 
1M £tle,"y ~ilhin and de'<elopc:d in Shadtrws 
Ol'f'r Bogl'1lhaftn III now gathering pace.. fha/It un 
Iltt' &ii will foUow a similllr fom1llt In itJ 
p1'edc:eaSOr5. in thw the idea is 10 provide both 
adventure material and genuine liupplc:mcnlal')' in­
formation mat GMs will WIllII 10 hang ORin Ions 
after me campaign itself hu reached its con­
clusion , 

The aim iI; 10 allow the players a great dcal of 
freedon1 u! tTlOY'Cmenl, and sa there are boot­
Iwwlling rules, encounter tables, and lou of small 
'cameo' adventures which the GM can use a~ and 
when he or ahe IWflU. Of COlIne, mere's abo g0-
Ing 10 be a majQr thread running through the 
whole Ihing - and a really exciting, gtXhic-horror 
climax in the Hammer House of Hormr tradition 

Work; progresses as ~1I as anytJlI!'Ig can 
around hert': whal wilh people interrupting )'QU to 
write bits for While Dwarf", 
Phil Gailaplt~, 

Wilrilammtr 40.000/R0gue Tradu - Ima.gine a 
darken.ed ce ll whose spam: fumi:lhing an: omrm, 
ed and dusty, whose une\'enJr "aged floor is 
sucky with linle pool~ or Y,liVII, whollC !IOle CK'C'U­

panl slUll1pli indttorOusl)' upon 8 cJutlered ddl.:, 
E1cape is aD impossible dream, food a IUllury 
earned only by fuUillin& quow; other men ~ld 
think Impossihle, 

Uke IIIJ'IV, 11le. fullll vmrd of 11 huge tome IS 

cl7lDpletc:. and its bulk lies u!l(listUrbed Upon the 
gnarled cksk top. 1 spe:a1: of If6rluunmu 4(Jj)()() 
(WH40Kl a1ilS &gu~ 7rnd .. r which some may 
m:aJ1 as Citadel's proposed Futuristic baule game 
blued Ground the Warlwnmer systc'lIl", once 
advertised oever forgotU;n. Ah, well. WH4()K iii 
indeed the long 1t\01tited futuristic vtf1lion of Ihe 
HoarhalnPlt'r FimlaZy Bani .. !)'Iitem. and sha1es 
many of its m«hani,ms and much of its fi:eJ. 

WH4()K is IiOmething of a new approach 10 
futun: gaming. it's not '$Cience fiction' fOr 
miters, but pure fanwy set in the far future 
(about forty thoIwInd )'e1tl1 in the future \0 be ap­
proximate) , Technology il important, but not the 
mainsuty of civilisation - the pInG is !leI in a dir­
ty, meaD. bJoodthlnily universe. 

AIM", much e1se. the background feartms an 
Emperor at old as the human nce whose psychic 
energiC6 arc all that stands be!;wee.n humanity and 
atinetion. Unronllrutlely the ooIy '\1011)' In keep the 
Emperor alive is by the eonunuaJ sacrifice of 
lesser pi)'~n (psionin, Ielel;'lms and the like) 
and by the rigorolJ5 suppresSIon of those wh= 
nUJ)(h have been taken over by unworldly 
creatures, 

Although tho game shatu "'flrlw_r Balti .. 
mechanisms., they have been suitably modified 10 
allow for tbc: ~ry different wtapoDS and eqwp­
menl. Statistics rollOYo' the san\e lOrm, !Of exam­
ple. and many of the creature, cm" 0IIfi. In foCi, 
the Warhammcr Fanwy -..orld and WH4QK slucre 
the wme universe: the SIano, as Warhammer 
playen will already know. an: UtrB-lttreSliab 
anyway, and as for Ihe place of QuIo, . .. aU "ill 
be revealed. 
Rid: Priestil')' 

Blood Royal - the game of dynastic conflict, If 
~uin& dose 10 release. Invented by Derek 
CllJ"Ytr, ;J. man IIlready with ROni.,,- KRi,hl$ to his 
credit, it features many new and innoYauve 
feature~, 

1be oontep( of the Same: is vel)' 'imple: 
playeB control dynasties of myaI duuaru,1'lI and a 
OOUOU)' in 14th Century Western Europe, and 
mUltI lIy 10 WIt these f'eSOI.ll'Cti ID !I'UlR their 
dyD.lSty the riches! III the end of the game. Rather 
like mpifltMq or MnchinwUi, the key In winning 
the game is the SUCCtSfi players have in 
nq;ot.iatin/i: deals WIth one llfIIXher. The difference 
i5 that these deab are Ibmlldised through ton­
traru which the playen maR witb each olher 
when they many their royal cnaMlClttS, These 
deals CIUUlOl be broken until one of the chBnwten 
in the marriage dies, and 50 the playcr.l are ac­
tuaUy writill8 &ddJdonai rules into the game liS 
the)' pl,,1 

uYen with these rollUllCDi. there II plel1ty of 
~~ ror treacher)" ckJuble-dealing, ~r­
pollllcs. d)'JUIsUc aggrandisemeot IJ1d OJICIn war-
1iIn:.. It is possible 10 play BWod 1Wya/ " II 
warpme, lind thc.re win be times when more sub­
tle playel'll re50lt 10 armed fur;:c It) seal an advan· 
ltlge, The rea.! kq 10 the game. however, is the 
malting or dellls, "nd using these 10 p~ 
)'Oursc:lf froro the machinations or /tlO5\ of the 
plll)'ers while}QU 1l'IUYt" in on a $ingle victim, 
erm, • aUy, Iltat'. the word ... 
Imti Cockb!4rn 

COMPETITION 
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Axles 
Armies 

2Smm FANTASY -­
ARMIES 

£19.70 + £1.30 P&P 

MEN OF THE ORIENT 
6 Cavalry, IS Samurai, 20 

• Ashigaru II MEN OF THE WEST 
J 12 Cavalry. 401n/antry 

II" GOBLIN 
I"; 9 WoJ{ Riders. 57 Infantry 

"\ OWARFS UI 7 Cavalry, 481nJamry I 

'il ORCS 
I I 41 Infanuy I ) Quantities correct OJ! time of prlntlng 

d "~~ 

IMPERIAL EARTH 
A complete science fiction role playing system 

""""IW ,APT" • a <=-~ Ie"", _-<"<>I¥'O gano '''''' .... -"""""""_....-.---",,,,,,--­da"" .... "'- ....,.., __ """'-__ ~ __ ... ""'o< 

~.-

A complete fantasy role playing system 

, IM PER IAL 
"_. I .. ,.,. 

NORTH 
WNDON'S 
GAMES 
SPECIALIST 

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

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

Telephone: 
01-3462327 

Uust .i minutes walk from FINCHl EY CENTRAL UNDERGROUND) 

OPEN 6 DAYS A WEEK 9 .30am·6.00pm 
(SAT - 5.30pm) 

We can offer mail order - send SAE for details 

==6, 



~ 1 flJ1 =31 DA77.~J ~~ ~ 

BACK-' UES 
We now have only extremely limited supplies of the following back numbers 
of White Dwarf. available at £1.95 copy. 

42 44 45 46 47 50 51 53 54 55 
61 64 65 66 67 68 69 70 71 72 

We also have stocks of the following recent back numbers, available at 9Sp 
copy. 

73 74 75 76 77 78 79 
80 81 82 83 84 85 86 

Stocks of most numbers are limited so please state alternatives if possible 
when ordering. 





GAMERS IN EXILE 
283 PentoovlUe Ro:ad 

LondOD Nl 9NP 
Pbone 01-833-4971 

Openk>g Hours: 
Monday 1.OOpm-6.30pm Tuel~Sa( lO.OOarn-6.30pm 

CWI Tlutcbcrold Iron Lady' .... SOp 
CW2 Capll:llbl on Wage Sbvc'il.OO 
CW3 Blo:.ucd Capicalist· .•..•...•.•• 50p 
CW4 Fascist Pig · ........ .............. 5Op 
CW5 Peril BourgWU~' ............ SOp 
CW6 Sc:ttgloid Pmnm ...... SOp 
CW7 Peoples Commlsur ..... SOp 
CW8 Proletman' .... ..... . .. SOp 
CW9 Rc:tganold' ..... .. , .............. SOp 
CWIO Gada-ffoid Tc:rrorist •... .... ... 5Op 
CWI! Radical Frnlln15t· ........ .. ... 5Op 
CWl2 VallIWl Unde2d Counl. ..... SOp 
CWn 80mb TIrowing Anarchist .5Op 

CW l2 

. epa._ co .. b" 5-.1, Spcsr . ....... Spik'f Club. 

lUnd Croosbow, AJr or """"" Aor1I< 

ClT.Q)n 
DIXONS 
STAl'fDdD 
.01l[8HOI' 

GUl'fMlIEa 
"V.UOl'f RILL 

._--:=':'l",=:;o--"-_____ .. _T ___ · '" "''' 
MAIL ORDER U.K. ONLY + 10% pAp 

t;:)$ 

Linthorpe Road, Middlesbrough, 
Cleve"lnd. Telephone: (064212475531. 

Stock ists of;. 
Games Workshop, Citadel, Games 

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

and many more. 

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

Mail order (+12'h %1 P 8: P. 

THEWALL 
A GAME OF ESPIONAGE & INTRIGUE 

The two Superpowers of the World meet in one city, only one 
thing keeps them apart - THE WALL 

THE NEW EXCITING SPY BOARD GAME 

RRP£12.50 OFFER PRICE £5.95inc.p&p 
PLEASE AlLOW)4 DAYS DELIVERY. MAKE CHEQUES OR POSTAl. ORDERS P"YABlE TO ' 

DAVIS GAMES 
UNiT 3,32 HIDSON ROAD. BIRMINGHAM 823 70'1. TEL: 021-3828223. 

a: 
::;) 

o 
>-

SCOTLAND'S 
PAEMIERE HOBBY 

STORES 

EDINBURGH 
13 Forrest Road, 

Edinburgh EHl 2QH 
Tel : 031 2263354 

!GAMES 
MASTER 

GL ASGOW 
536 Great Western Road, 

Glasgow G12 8E2 
Tel : 041 334 1583 

FOR THE COMPLETE 
SELECTION OF GAMES & 

METAL FIGURES 

TH. 
''WltlUml1' 

GAMES .HOtl' 

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

Open 9.30·1.3O.rId 2.30-5.30 
Closed on Monda.,1 

Stocki.ts of 
DUNGEONS & DRAGONS 

MOlt RPGI and Supplements 
• Werg.me •• Fantlly Gamel· 

• Selenee Action Gemel • 

MINIATURE DESIGNER 
WANTED 

The world'S kading metal miniatures company h:.J.5 a 
vac:a.ncy for a minialures designer 10 work in plC2Sanl 
surroundings 1I.! their Nouinghllffi Studio. II is essen­
tilll WI the su(:ces~fu l appli(::.J.llt h:.J.5 professional ex­
perience of working on 2Smm Kale ligures. 

Apply In writing with fuU C.V. to: 
R. N A.lSMITH. 

CITADEL MINIATURES 
CHEWTON STREET 

HILL TOP, EASTWOOD. 
NOTTINGHAM NGI6 3HY 

\ 








