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Each player controls a Genetic 
Infantryman (which is represented on the 
board as a rather nice 25mm plastic figure). 
The object of the game is to be the first 
player to unmask and kill the traitor. At the 
start of the game, each player equips his GI 
and is allocated a number of Bio-chips. 
Helm, Gunnar and Bagman are an important 
part of the strip and equally important in 
the game. Basically, each GI has an 
implanted bio-chip which records his 
memories and personality. If a GI is killed 
the bio-chip can be removed and his 
experience and skills can live again, so the 
bio-chips handed out at the start are 

_ __, ,,,,,.%, effectively 'NPCs' who give assorted combat 
bonuses.  o ow ever,  your-^^ also has his own 

8 bio-chin which. once he's dead. can be 
pickedaip by &other GI and into a 
piece of equipment. You get the chance to % live again - and go for a joint victory as 
someone else's Gunnar or Bagman! Dying 
does prevent you from winning a full 
victory, but i t  makes sure that-all the players 
are involved until the last die roll rattles 
away.. . 

Play starts with each GI in a random 
& drop (start) zone on the map (showing the 

whole of Nu-Earth and Milli-corn), with a w 
mission to complete. Each Mission card 
(only one of the 283 cards in the game) lists 
the type of mission and a location. Getting 
to the right place is half the battle, as 
virtually every area has encounters of one 
sort or another. Players can meet up with 
companions (the gorgeous Venus Bluegenes, 
for example) or find useful equipment, but 
more usually they will end up in a fight. 

Once the mission is over, the player can 
draw a clue to the traitor's identity, and then 
it's off on another mission across Nu-Earth 
after the next piece of information. That 
assumes, of course, that another player 
doesn't play a Rogue card (a kind of joker 
in the pack) and stop you dead in your 
tracks on a i articular mission. Eventually, 
though, pla);ers will have all the clues t i  the 
traitor's identity and then all they have to do 
is track him down and kill him. As the 
traitor is nearly as tough as the GIs, this 
isn't as easy as it sounds. He also has the 
disconcerting habit of escaping certain death 
just as someone catches up to him. 

That, in essence, is the way the game 
works, but there are many more options in 
Rogue Trooper. The mix of encounter, 

Boardgame mission and equipment cards allows the 
comic strip action to be mirrored in the 
game, even down to a player having to track 

Games Workshop a495 down and marry one of another player's 
companions (such as the gorgeous Venus Available End May 1987 Bluegenes). Rogue Trooper is slightly more 
complicated than say, the Judge Dredd 

Rogue Trooper, a boardgame by Richard boardgame, it's fun, can be played to a 
Halliwell, is based on the comic strip in the finish in 2-3 hours and all the players are 
2000AD comic. Set on Nu-Earth, a world involved right up to the end. C'mon Gunnar, 
devastated by the war between the Norts and we've got a traitor to find... 
the Southers, the strip concerns the -- 
struggles of a Genetic Infantryman, the 6 7 

Rogue Trooper of the title. He is trying to 
discover and kill the traitor who sent his 
unit into a trap at the 'Quartz Zone 
Massacre'. As a Genetic Inhntryman, Rogue 
is no ordinary soldier, but a bio-engineered I 

fighter designed to live in the poisoned hell 
of Nu-Earth and win the war for the 
Southers.. . 

Imc 
Jervis Johnsor 
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OPEN BOX 

There's a lot in the Slaughter Margin box. Players are going to have trouble working twice. They also look excellent. Right, I'm 
It's certainly more than just a a single Judge out who is doing what, given some of the off to finish off Block Mania, which makes 
Dredd adventure with a few floor plans. connections that are there to be made. The this look like a Sunday School outing ... 

intention was to get away from the kind of 
linear plot that draws the players along in 

The bulk of the package is the rrither only one direction. And then there's these 
superior floorplans, which are a great vengeance crazed types from Nip-Cit.. . But 
improvement on those in the Judge Dredd perhaps that's a red synthi-herring to throw 
rules. In all, Slaughter Margin has eight you off the trail. There is, however, a lot of 
large sheets of floorplans and overlays which detective legwork for the players: nothing 
allow GMs to create several typical Mega- more than accurate shooting is just going to 
City 1 locations, along with scads get them vaped. 
H-wagons, prowl tanks, ambulances, riot 
foam vehicles - the whole works. Further, There are also lots of player handouts to 
because the plans are geomorphic, they can help the feel of Slaughter Margin: messages 
be used again and again, not just for the from the Sector House and Justice Depart- 
series of adventures in the box. The whole ment records on almost everyone in the 
effect is to make Judge Dredd very case, guilty or innocent - but then, is 
attractive on the tabletop, and it makes anyone really innocent? 
combat easier and quicker too. I wanted Slaughter Margin to be the kind 

of adventure which would capture the comic 
The adventures come in nine progs, strip's movement. The floorplans allow 

showing all the weird goings-on and the players t o  adventure over huge chunks of the 
several major crimes that are in progress. city, never repeating the same location Richard Halliwell 

In the wake of Twilight 2000 comes character's skill modifies the chance of There is very little information on 
Traveller 2300, GDW's new science fiction completing the task and the level of adventures. This was lacking in original 
roleplaying game. Traveller 2300 is not just difficulty combine to show how long the job Tmveller, and ten years later nothing seems 
an updating of the old Traveller system, but will take and whether or not a character to have changed! This is also evident in the 
a continuation of Twilight 2000. The back- succeeds. All in all, the system is neat and provided adventure: vast chunks are left for 
ground explains how humanity has recovered elegant. Unfortunately this is let down by the GM to develop - a daunting task for 
from WW3 and wlonised the stars. It is . the lack of an experience system. Even now most. And then there's the fact that this 
fairly detailed and makes somewhat tedious (and after the experience system in Twilight kind of cross-planetary chase has been done 
reading. 2000), GDW seem intent on characters' before by GDW.. . 

abilities staying the same. This is a great On the plus side, Tr2300, has a lot going 
However, Tr2300 has much to pity as it could have been grafted on to the for it. The basic system is an improvement 

recommend it. The character generation system with no effort. on the old, the animal encounter system is 
system is a great improvement on original good, as are the tinkering with starships 
Tmveller. Characters can now progress Gm~bat is much more complete than in rules. On the other hand, in interstellar 
through their prior service careers without the original rules. It is, however, slow travel the game dives into the murky depths 
getting killed before the game starts; skills compared to the rest of the skill system. of multiple formulae calculator madness. 
are gained in a controllable way, so it is Great emphasis has been placed on hard- 
possible to create a character without ware - there are enough weapons described If you already play Tmveller, there are 
fiddling the dice; and characters may select here to satisfy even the most ardent gun nut. Some good ideas here, but the new game 
services. The primary skills of a service are Aliens also seems to have been an does not sit well with the old system (nor, 
relatively easy - to gain, secondary skills inspiration behind the gun designs, as many to be fair* was it designed to 
more difficult and general skills are very of the illustrations testify. Traveller 2300 is certainly more complete 
expensive. than Traveller and has a realistic flavour, but 

Starship combat is not as good as it I would prefer simpler mechanics and a 
The skill system is well designed and could have been. No doubt GDW decided more exciting background. Still, these are 

works very smoothly. To make their way in they got it wrong in the past, but I prefer early days and further supplements may well 
the universe, characters are called upon to the old system. Space combat does not flow see Traveller 2300 turn into a very full and 
complete various Tasks. These are rated very well and is potentially very fiddly once munded SF system. 
according to various levels of difficulty. The the missiles start flying. Jim Bambra 

Heroes For Wargames feels like a coffee The sections on making figures - the 
table book. The impression is reinforced by concept sketches and production of 
the gentle wander through roleplaying games miniatures - probably hold most interest for 
and fantasy wargaming at the start. Nothing anyone who reads White DwalJ: The other 
startlingly new for White Dwarf readers particularly useful section is probably the 
here, but it does explain the hobby for one where 'Master Painters' talk about how 
beginners, grannies and the like. It has they achieve their results. However, if you 
some utility, but the writer obviously think of this as an extended series of 'Eavy 
expects that many picking up Heroes will be Metals, you've got the right idea about its 
first timers attracted to the idea of miniature subject matter and style. 
figures, and through them roleplaying 
games, by the profusion of photographs and This may not be the ultimate book on 
artwork. figure painting, but it'll do until the ultimate 

book turns up. Heroes For Wargames is 
probably ideal as a way of interesting 

And it is all very attractive. Paper Tiger Someone in figures. A present for a younger 

have done a very sumptuous production job. brother, perhaps? 

The photographs are sharp and clear, the 
artwork (much of it familiar to White Dwarf 
readers) an improving adjunct to the text. 
There are enough words to interest the Mike Brunton 
casual reader and to give some real meat to 
the more knowledgeable: a coffee table 
book, but none the worse for that. 
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WYRDWORLD 2 - 
Wordesley 
Generic Adventure 
Strange Acorn Games 
£4.95 
Wordesley follows on from Wintersfarne, 
reviewed in WD87. Physically, it's about the 
same - a 32-page A4 booklet with a card 
cover. The cover on this one is in colour, 
which is a welcome development, although 
the colour is somewhat wasted on the 
illustration. Inside, the adventure is typeset 
on a word-processor, with hand-drawn 
illuminated-manuscript-style letters at the 
beginning of each paragraph. Interior 
illustrations are sparser than in Wintersfarne 
but maintain the quality-famine level of 
production. 

Wordesley is set in a town of that name, 
which is mapped with key locations 
described in reasonable detail. While not an 
artistic triumph, the town map is perfectly 
adequate, and the same can be said of the 
building plans. There are also two rather 
nice street and alley plans. The main thrust 
of the adventure concerns a stolen idol and 
an evil cult, and like Wintersfarne the 
accent is on thought, investigation and role- 
playing rather than open-the-door-kill-the- 
monster-count-the treasure. And as with 
Wintersfarne, the setting can be re-used in 
future adventures; obviously the GM will 
have to add detail as the players explore the 
town further, but the material in this 
adventure should give you a reasonable 
start. As the adventure is systemless, the 
GM will have to do a certain amount of 
preparation before it can be used, but an 
experienced GM will have no trouble and 
there are notes in the back of the booklet on 
using the adventure with AD&D, RuneQuest 
and Rolemaster. There are no difficult 
monsters to convert to whatever system you 
use, and there should be little fighting if the 
players handle things properly. 

Not one for the hack-and-slay brigade, 
but like Wintersfarne, worth a look if you 
happen to like thoughtful investigative 
adventures with the accent on roleplaying 
and problem solving rather than all-action 
dungeon bashes. It's a shame about the 
price, which will put many people off, and 
the price is the only reservation I would 
have in recommending the Wyrdworld series 
to anyone - although I would think that you 
would get as much game time and 
enjoyment out of this small (but perfectly- 
formed) adventure as you would from many 
professionally-produced adventures on sale 
for the same price or more. If you see it in 
a shop, give it a look and decide for 
yourself. But do give it a look. 

Graeme Davis 

XI1 - SAGA OF THE 
SHADOW LORD 
Expert D&D Adventure 
TSR Inc £7.50 
Saga of the Shadow Lord is an Expert 
D&D adventure for levels 5-9. Physically, it 
is a 64-page booklet in a three-section 
wraparound cover, with maps and monster1 
NPC statistics on the inside of the cover and 
the middle 8 pages given over to more maps 
and eight pregenerated characters. 

XI1 is actually two linked adventures 
rather than one continuous one, making up 
a mini-campaign. The first instalment, 
Elvenstar, has Our Heroes trying to steal a 
magic item from the Shadow Lord in order 
to thwart his invasion of a peaceful neigh- 
bouring kingdom. It is designed in a very 
old-fashioned style, with a series of fixed 
but random-seeming encounters along the 
way to a dungeon where the serious 
business takes place. Without giving too 
much away, there is a village packed with 
adventurer-types (of up to 7th level!), and a 
Cloud Giant in the smallest castle I've ever 
seen (an agoraphobic Cloud Giant?), among 
other things. An interesting encounter with 
the Shadow Lord's army lightens the other- 
wise fairly uninspiring zoo-dungeon journey, 
until the adventurers reach the Shadow 
Lord's lair for the really serious dungeon- 
bashing. The final encounter has some good 
aspects, notably the way that the baddies' 
possible tactics are outlined and the notes 
for the DM on what to do next if the PCs 
win, lose, or miss the object of their quest. 

The Halls of Drax Tallen, the second 
adventure, has the Shadow Lord returning, 
more powerful than ever, after his first 
brush with Our Heroes. His undead minions 
are searching for another magical item, 
which will give him immense power 
(hmmrn, sounds familiar...), and the PCs 
are called upon to find it before he does. A 
re-run of the journey from the first part of 
the adventure then follows, with some 
additional encounters that are no more 
inspired than the first lot, and then it's into 
another dungeon for another final show- 
down. An appendix gives details of four 
new magic items and three new monsters - 
again, nothing staggeringly inventive or 
exciting. 

If you like the style of D&D adventures 
as they were produced five years ago, then 
you will like this one. There is a simple 
plot, lots of encounters and plenty of action, 
all very firmly in the original tradition of 
the game. I was disappointed by it, as it 
gave me the impression that no 
developments had taken place in the hobby 
in the last few years, but it does what it sets 
out to do perfectly adequately, and if an 
action-packed, blood-and-thunder adventure 
without too much emphasis on plot and 
justification is your kind of thing, Saga of 
the Shadow Lord is worth looking at. 
Graeme Davis 

ARMADA 
Fantasy Board Game 
Jeux Descartes 
Now, not a lot of people know this, but 
fantasy gaming is pretty big in France these 
days. They've translated most roleplaying 
games, they have good magazines. Armada 
shows they can publish their own board 
games, and ship them over here. For those 
as linguistically gifted as moi, the rules are 
printed in English-ish.. . and German too.. . 

In the box - standard 'bookcase' format - 
you get a 7-piece jig-cut board (yes, seven), 
zillions of plastic bits in various colours - 
some with holes and some without - and 
twelve metal ships with exceedingly long 
masts onto which you can drop the plastic 
bits with holes. The board is sturdy and 
fairly bright, the bits make up in numbers 
what they lack in character. Reasonable 
value for money on the bits front. 

Each player is boss of one of four 
maritime countries scattered in the corners 
of the board. You have three cities, seven 
provinces, a ship and fifteen armies with 
holes. Right in the middle of the ocean 
there's this big continent, with natives and 
gold. You take your hole-y army across the 
sea on your ship, explore the new world, 
find the gold (which you can take home on 
your ship, 'cause it's got holes as well), and 
shoot the natives (you can't take them back 
because they don't have holes, at least not 
until you arrive). 

OK, you spotted it. It's another game 
about discovering America, disguised by a 
fantasy setting. Ships, armies, natives 
and gold - all the ingredients of the 
Conquistadors. 

After this gushing build-up, you probably 
think I hate the game, right? Wellll.. . I 
thought I was going to, but it moves along 
very smartly, and some of the mechanics are 
very nicely balanced. You have ten actions 
in your turn: moving, fighting, exploring, 
etc. If you charge into a fight from the other 
side of the board, you have fewer turns in 
which to fight, and even fewer in which to 
ship gold back to a safe port. 

This, and variable victory conditions, 
means you have to think about your tactics. 
Your ship is your major asset (you buy 
others with gold), and you need to protect 
it. However, if your troops guard the ship 
all the time, you'll never get any exploring 
done. Also, the natural victory condition to 
chase is one concerning capturing chunks of 
the new world; but don't forget the chance 
of winning by taking over four of the cities 
in other players' countries. Tough choices, 
and it makes the game relatively skilful. 

I think the designers must have been a 
peaceable lot, because the simple tactic of 
jumping your opponent at the start of the 
game and nicking his ship was ignored. The 
advantage is with the attacker in even 
battles. If you lose your ship and you 
haven't any gold, you're 99% finished. You 
either need to play knowing this is a 
possibility (wrap those ships in cotton wool, 
me 'earties), or invent a house rule. Mine 
says reverse the results of the combat table 
so odds are with the defenders, or allow 
players to dice for gold at home. There are 
probably other solutions too. 

Paul Cockburn 
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Use the Force, Luke.. . 
Yes, it's finally happened. Arguably the longest- 
awaited role playing game licence, Star Wars, has 
been obtained by West End Games, producers of 
Pamnoia, Ghostbusters and the controversial The 
Price of Freedom. The Star Wars RPG is 
scheduled for release in the autumn - watch this 
spece for further developments. 
Eeeeeeeyyowwwdakkadakkadakka.. . 
Work in Progress 
nwino tn nvprwhdmino riemnnd the Rlnnrl Rnwl - .- -.r. r. ..-....-.. - -. . .-. .- , -- -- 1 - - - - 1 1 1. - 
Expansion Set is under way, with new teams, 
enough extra counters for a complete Halfling 
team, expanded rules for intercept-ing, rules for 
magic, and a 'completely awesome' campaign 
system allowing you to build up your team 
through the course of a whole season. You get 
money for winning games, and with what you 
have left from paying your players and buying 
new ones, you can bribe the opposition and 
indulge in all manner of dirty tricks. Coach 
Jervis Johnson declined to comment on a release 
date. 

Good Publicity.. . 
It's easy enough to find people willing to write 
gamers off as cranks and devil-worshippers, so it's 
nice to find some good news. After last month's 
mention of an AD&D marathon in support of 
Childline, we hear that on March lst, Heaton 
Role-Playing Club near Newcastle held a games 
auction, raising £100 for a local Mencap project. 
They didn't have to sacrifice a single chicken in 
the process.. . And then there's a D&D marathon 
game in Wolverhampton to benefit the PDSA. If 
you want to know more or help, call Mr I Taylor 
on (0902) 21200, any Sunday between 31 May and 
21 June, 2-7pm. 

. . . And Creeping Respectability? 
Word has reached the WD office that a body 
called the International Simulation and Gaming 
Association is holding a conference on Simulation 
in Education and Training in Venice on September 
15th-18th. It's nice to know that someone realises 
that our hobby can be useful as well as fun, 
although the idea of distinguished academics from 
all over the world jumping up and down yelling 'I 
fireball the b***V' in several languages is still 
somewhat beyond me. Still, I don't suppose it will 
be like that at all. Hmmm - Venice is lovely in the 
autumn; any chance of a couple of complimentary 
tickets? 

Zap! 
Following the item on Lazer Tan last month, we 
have rec2ved a cutting from an~mer i can  local 
paper about Photon, a live-action setting which 
uses this kind of equipment. Thanks to Lt Col 
Lemon for the cutting. There are apparently 18 
such 'facilities' in the US and Canada, and the 
price of the equip-ment being what it is, the only 
sensible way forward seems to be through com- 
mercial set-ups hiring the equipment out and 
providing the arena. How long, I wonder, before 
fantasy live-action games use a similar thing for 
determining spell effects? Or even a portable 
version of the electronic equipment used in 
competition fencing to determine melee hits? It 
must only be a matter of time. 

Hi! This is Eddie, your 
shipboard computer.. . 
GDW have released three computer programs for 
Traveller, for use on the Apple. %der is a 
starship trading and exploration game, the 
Traveller Word Generator can apparently handle 
Aslan, Vargr, Droyne, Vilani, K'kree and Zhodani, 
among others, and the Beastiary (sic) seems to be 
a computerised version of Animal Encounters. 

The Further Adventures of EGG 
Since leaving TSR, Gary Gygax has formed New 
Infinities games with fellow ex-TSRers Frank 
Mentzer and Kim Mohan. Four Gord the Rogue 
books have been announced, continuing the the 
Greyhawk novels, while the Grandmaster series 
of game aids will apparently include four adven- 
tures and four 'Fantasy Role Playing Settings' - a 
town, a castle and so on. Also in the pipeline, 
according to NI Inc's literature, are a new rpg, 
Cyborg Commando, which sounds like Twilight 
2000 meets The Terminator, four boardgames by 
Tom 'Snits Revenge' Wham, and a monthly 
magazinel, Realms of Adventure, 'for the 
Adventure Gamer to support and enhance his total 
gaming experience'. Like, er, yeah.. . 
Ramboland 1 
Out in July, we are told, is the revised Top 
Secret, with t w  adventures and three sourcebooks 
before the end of the year, plus a linked series of 
gamebooks with tasteful titles like Blast Out in 
Lebanon and Viet Rampage. Seems they're trying 
to take the game out of the James Bond mould; 
the question must be whether this revision will be 
any more than the 'revisions' of Boot Hill and 
Gamma World. 

Ramboland 2 
Following the release of The Price of Freedom by 
West End Games, FGU have entered the arena 
with Freedom fighters, in which the US is 
invaded by Russians, aliens, or anyone else you 
fancy. Also new from FGU is Year of the 
Phoenix, in which you are an astronaut plunged 
by a freak accident into a future where the US is 
invaded by the Russians.. . hang on, I'm getting 
deja vu.. . 
Duelmaster Competition Winners 
Not many of you had problems with the questions 
in this competition - first out of the hat were: lsts 
- Richard Lindley, Clacks; Aahm Baker, Chester; 
and Mark Harrison, Northampton and 2nds - 
S Malam, Black-heath, London; G M Swanney, 
Cleethorpes; Alec Morton, Paisley; Steve James, 
Edgbaston, Birmingham; S Caucun, Rayners Lane, 
Mi&; Steve Wlson, Billericay, Essex; and C Jeal 
& A Peek, Derby. 
Thanks to Transworld for providing the prizes. 

Blood Bowl Competition Winners 
Well, I hope'you're satisfied. It was only a few 
days ago that coach Jemis 'the Microwave' 
Johnson finally dug his way gibbering from the 
mountain of entries. He's only allowed visitors for 
a few minutes a day now, and he starts screaming 
whenever anyone mentions the competition. You 
can imagine the fun and games we had getting the 
results out of him. 
Some of the entries were very funny indeed, but 
we can't print them, so here are some others: the 
PI..-- O--.Anr- /Fenh.A-- the P-,,a~m..- a~alul I'II~ILI~LV 011111~15 (IG~LUIIII~ LUG UVI~CVUD 

Eunuch Cheerleaders), the Modor Maniacs, the 
Centaur Forwards (groan), the Bad News 
Taxidermis ts... I could go on, but what have you 
done to me. Anyway, without further ado, here are 
the winners, Bob.. . 
Ist - Simon Whiteley, Chafleld, Glos; 2nds - 
N Richardson, h i g h ,  Surrey; S Stamp, Barton- 
Upon-Humber; Gmham Lloyd, Birmingham; Toby 
Dukes, Hebden Bridge; Pete Coombs, Newcastle- 
Under-Lyme; Runners-up: Nic Tall, Kenilworth; 
Karl D'Mello, Baitersea; Sean Harte, Middles- 
borough; Matthew Bowen, Navport; David 
Groves, Sedbury, Gwent; Kain Murphy, Durham; 
Woody Macdonald, Cambridge; J Siegfried, 
Vienna; Neil Landsell, Norwich; Justin Ives, 
London; Syan Tapp, Worthing; Simon Bowen, 
Southport; Matthew Barnes, Plymouth; 
Christopher Bailey, Holt, Norfolk; Simon Halford, 
Kidderminster; Ross Styles, Cambridge; Daniel 
Grant, Harlow; and JP Weston, Reading. 

RuneQuest Takeaways.. . 
Psssst! Yes, you! You look like a RuneQuest player 
to me. You are? Great. Come over here then, into 
the shadows, and listen very carefully. .. 
How would you like a FREE pad of RuneQuest I1 
Character Sheets? You see, the Gnomes of 
Workshop have found some lurking at the back of 
the warehouse. This is very nice for the Gnomes, 
and even nicer for you ... 'Why? I hear you cry. 
Simple. If you want a pad of RuneQuest I1 
Character Sheets you can have one for the price of 
a large SSAE (with 48p postage). Stocks are very 
limited and this giveaway has to be on a first come 
first sewed basis. It's probably a good idea to 
include an extra SSAE so that we can send back 
your 48p envelope if you're not one of the first.. . 

And Finally. .. the 'News' 
D&D: Xl2 Skc;rda's Mirror, IM2 lhe W t h  of 
Olympus, CM8 The Endless Stair, M4 Five Coins 
for a Kingdom, all adventures. AD&D: Ill Needle, 
I12 The Egg of the Phoenix, adventures; C6 The 
OfJicial RPGA Tournament Handbook. 
MERP: Havens of Gondor, campaign module; 
Pirates of Pelargir, Sea-Lords of Gondor, Gates of 
Mordor, adventures; Robin Hood, supplement for 
MERP, Rolemaster and Fantasy Hero. 
Traveller: Darrians, alien module. 
Traveller 2300: Energy Curve, Kafer Dawn, 
Beanstalk, adventures. 
Twilight 2000: Spanish Main adventure (with 
souped-up pirate ship). 
BattleTech: The Successiort Wars, a boardgame 
'mixing elements of such classic games as 
Diplomacy, Risk, Monopoly, and Axis & Allies'; 
BattleForce, robots in mass combat; The Galtor 
Campaign, House Kurita, Dropships and The 
Mercenary's Handbook, sourcepacks. 
Star Trek: revised Klingons and Trader Captains 
and Merchant Princes, sourcepacks; The Strider 
Incident, adventure; Orions, Orion Ship 
Recognition Manual and Star Fleet Intelligence 
Manual, sourcepacks. 





SHOW & TELL 
Sometimes I receive stories from hopeful 
authors who don't realise that my in- 
fluence on Dwarf policy is equivalent to 
King Canute's on the tide. Send fiction to 
Ye Editor instead: he, unlike me, has 
limitless free time to read it [Ha - Ed]. 
Assuming your masterpiece passes the 
space test (wide margins, double-spaced 
lines.. . and remember that not putting 

Scht.iiding&k cat: hence the title, a bit 
twee for a classy and straightforward SF 
thriller. 'Real' people appear: in one, 
America, Reagan is a forgotten actor; in 
another he's First Gentleman alongside 
President Nancy. Militaristic Americas in- 
vade peaceful ones with a view to behind- 
the-wenes assault on parallel Russias. I 
could predict the ending: with an infinity 
of worlds, any required dew cs machina 
just has to be out there somewhere! But 
Pohl, a reliably thoughtful author, goes one 

C R I T I C A L  

A regular book review column, 
written by Dave Langford 

better than his semi-happy finale. As with 
nuclear wea-pons, the crosstime 
technology can't be uninvented, while 
there's an infinity of potential new in- 
ventors.. . 

I'm afraid Jack Williamson's Lifeburst 
(Sphere 271pp S2.95) begins with wodges 
of potted history, explaining how the 22nd 
century's space-dwelling elite have 
sunspots tattooed on their cheeks as badges 
of superiority. Easy to fake, you think? 
Someone tries. The tattoo.. . peels off. 
Williamson has been publishing SF in the 
pulp tradition since 1928: his style has im- 
proved a bit over the decades, but his plots 
still involve utterly invincible threats (here 
a giant, nuclear-powered, ship-eating, 
space insect) countered by incredible last- 
ditch weapons (courtesy of friendly aliens). 
Crazed megalomaniacs command space- 
dreadnoughts and kick-start the plot by 
opening fire on peaceful contact ships. A 
brilliant scientist works alone to develop 
the first fusion reactor, which is carried 
around in a cardboard box. Black holes 
lurch coincidentally towards the Solar 
System, sucking up loose plot threads like a 
cosmic Hoover. No character in this farrago 
comes to life except, briefly, the giant 
space insect herself - who should have 
known that with the odds a billion to one 
in her favour, there was just no way in pulp 
SF that she could win. This book will take 
you right back, probably to before you 
were born. 

One time-honoured solution to the 
background problem is to drop an ignorant 
visitor into your future society: he'll 
naturally ask questions after being told 
'You have slept exactly one hundred and 
thirteen years, three months, and eleven 
days' (Edward Elellamy, Looking Back, 
1888). Sun's End Richard Lupoff (Graf- 
ton 348pp S2.95) adds extra fillips. The 

hero has been rebuilt into a bionic super- 7 
man by the time he wakes in 2089,80 
years after his accident. He's also the 
richest man in the Solar System (cf Wells' ' 
When the Sleeper Wakes, 1899), and for n 
apparent reason develops telepathic 
powers. But though life is good in space . * 
colonies, it's grim and slummy on Earth, 
where the stormy Sun will erase life in - , 
mere centuries. One slim hope is offered by ' 

evidence of super-aliens on Mercury (traces 
only), Titan (traces only, but there's a jolly 
good race to get there before the devilish 
Russkies) and Zimarzla. The last is a new, 
extra-solar planet into which our hero 
plunges in a final ecstatic, cosmic Light- 
show (cf 2001). And, well, that's it. Lupoff 
poses a problem: how to save 26 billion 
people from dying as the Sun overheats? 
He and his hero simply turn their backs on 
the question. Thumbs-down to both of 
them. 

With Princess of Flames by Ru Emer- 
son (Unicorn 327pp S2.95) nonnal fantasy 
service is resumed, right down to the 
routine enthusiastic plug from Anne 
McCaffrey. Decadent King Sedry and his 
vile brother Hyrcan are fighting the 
unspeakable Fegez hordes, little knowing 
that among the allies lurks sister Elfrid, the 
Bastard Princess, waiting to revenge the 
overthrow of their father King Lear ( n ~ t  his 
actual name, but the mad scenes were 
awfully reminiscent). The vfllains come to 
a sticky ends and the princess gets het 
man. References to holograms, nicotine 
and coffee help weigh the story down to 
earth: indeed, it's curiously unfantastic fan- 
tasy. The smelly Fegez do some half- 
hearted shape-shifting, and upper-class 
characters glow with royalist auras or emit 
kingly fire (lending ambiguity to lines like 
'a curse that blistered the air') but none of 
this seems vital to the! @e. It's as though 
Emerson had written a fiovel of semi- 
historical warfare and was advised to 'fan- 
tasy it up a bit'. 

'21 worn-out adventure-fiction cliches in 
the f b t  4 pages!' Ghost Train by Stephen 

Finally, Brute! Classified Pulp 
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'Hideous, slavering tongues, slicking around my legs.. . drooling, 
obscene mouths, gibbering, hot with slime. The snickering of many 

mouths, the dribbling of snake-like tongues. Aiiiieeee!!' 

'Yes, yes, Mr Smith. I understand that 
you have been through some kind of 
traumatic experience. By just what has 
this to do with you being afraid of 
driving gloves?' 

Phobias play an important part in Call 
of Cthulhu, and most intrepid investi- 
gators should develop at least one major 
psychological quirk during their careers. 
Phobias will appear as a result of 
temporary insanity and are frequently 
found even in the permanently insane. 

To make the most of phobias, therefore, 
keepers should be looking to develop 
personality disorders as a result of what 
their investigators experience. It is clear, 
as urged in the CoC rulebook and in 
many of Lovecraft's own tales, that the 
form of phobias should reflect the 
forms andlor principles of the Mythos 
horrors which drove the afflicted 
person insane. In other words, whatever 
it was that the poor investigator 
experienced ought to be a major part in 
the phobia he or she develops. 

The CoC rulebook and Companion 
(recently printed together in a hardback 
format) list many phobias, but keepers 
can always do with more. What is fear 
of slime called, a phobia relevant to 
Cthulhu if ever there was one? What is 
fear of solitude? The Cthulhu 
Companion claims that it is mono- 
phobia, but it's wrong, since this is fear 
of one thing. So, seeing as I know a 
little bit about phobias, and since I have 
developed three or four as a result of 

dealing with White Dwarf editors, this 
article reveals many useful secrets for 
keepers to introduce. If your players 
have read everything in the book about 
phobias, surprise them with a few of 
these. Most of them have been selected 
because of their obvious relevance to 
Call of Cthulhu, but one or two are 
included because they're rather odd, 
and one at least because it's very silly. 
In fact, let's start with the silly one... 

BATRACHOPHOBIA 
Fear of Reptiles 

Cold-blooded creatures seem to have an 
obvious affinity with all sorts of 
creeping, oozing horrors like Serpent 
People and Hunting Horrors and even 
more unimaginable scaly, cold, eldritch 
creatures with huge teeth and forked 
tongues and vast humanophagic 
apvetites. Even garden lizards, stupidly 
d k i s s e d  as hahless by most fools, are 

ALEKTOROPHOBIA watching, watching.. . 
Fear of Chickens 

I kid you not. We all know that 
chickens are Shantak birds hiding inside 
chicken suits, don't we? All that stuff 
with clucking and laying eggs is just a 
front. Chickens are heavy duty. You 
should always blow them away on the 
off-chance. 

AMYCHOPHOBIA 
Fear of Being Scratched 

Things have claws. Things scratch you 
with that nameless, unspeakable inner 
resonance that means your soul is lost 
to the Great Old Ones or one of the 
many clawed, scratching abominations 
of the Mythos. .A scratch is an intimat- 
ion of the nature of damnation. Auto- 
amychophobia means you'd sooner feel 
that itch for the rest of your life than 
scratch it yourself ... But then, what if it 
isn't an itch? 

BLENNOPHOBIA 
Fear of Slime 

Show me a Cthulhu campaign that 
won't benefit from the introduction of 
this one! Everything in the Mythos is 
slimy (well, almost everything). And it 
won't stop with slime; viscous oils. 
jellies, the signs of the passage of 
Mythos creatures are everywhere. To 
make this playable, it might be 
restricted to organic slimes like the 
horrible mess you get in the oven tray 
after roasting a Shantak bird - sorry, I 
mean chicken, of course. 

CARNOPHOBIA 
Fear of Meat 

How can you be certain where this stuff 
comes from? Butchers look at you in 
such an odd way ... they're almost 



certainly cultists, and if meat is what 
you fear it could be, can ghouls be far 
behind? Or worse? The possibilities are 
too horrible to cohtemplate. 

CNIDOPHOBIA 
Fear of Stings 

Stings are ovipositors; they may lay 
eggs. Inside you. You may not even feel 
it, since the stinger may have its own 
local anaesthetic. All you will know is 
the final few seconds of mind-numbing 
shock as the ghastly spawn erupt from 
your innards, uttering a gutteral 
ululation. Watch out for unexpected 
weight gain - the developing larvae are 
absorbing nutrients within you - or 
watch for weight loss as they drain your 
vital fluids away. Be afraid of anything, 
but be especially afraid of stingers, wet 
and barbed and chitinous and 
glistening. Squeeeek. 

CREMNOPHOBIA 
Fear of Precipices 

This is to simple vertigo what malaria is 
to car sickness. The sheer drop below a 
precipice ... it's too potently symbolic. 
It's not a question of wondering what's 
down there, and whether it will come 
for you. You know what's down there, 
and that it will come unless you fall 
down and grab hold of the ledge, hold 
it tight, and no way are you moving 
from here.. . The simple thought of the 
possibility of a precipice is enough to 
paralyze you. 

EISOPTROPHOBIA 
Fear of Mirrors 

The most ghastly thought is not simply 
that mirrors might show you how 
things really are. It is not enough that 
your ageing, and those odd marks of 
foul origin, should be revealed. Nor is it 
only that those around you who 
maintain some illusion of normality to 
cloak their true, monstrous, nature 
might have that nature revealed as you 
take a look at them in the true-seeing 
lens. No, the horror goes deeper than 
this. It is the progressive changes which 
are so terrible. Each day shows the 
horrors of reality more and more 
clearly, and this raises the obvious 
question: are the abominations you see 
degenerate with each.passing day 
actually deteriorating, or is it that the 
brooding mirror chooses only to reveal 
the full horror of things at its own 
chosen rate? 

EREMOPHOBIA 
Fear of Solitude 

Being alone is the most terrifying thing 
in the world. By definition, there is no 
help to be had, no source of comfort, 
no-one to share adversity and fellow- 
feeling with. It is impossible, 
intolerable, to be alone. Because 
something will come, and then you'll 
wish you really were alone. In the quiet 
of solitude there will be a rustling or a 
slithering or the sounds of movement 
of some obscene mass, approaching 

with the implicit promise that you will 
never be alone again. Because you will 
never be anything again.. . 

ERGASIOPHOBIA 
Fear of Surgery 

Doctors are mad; this ought to be 
obvious to anyone. They have many 
years of intensive study which puts 
them under severe stress. And they are 
learned men and they read books. 
Dangerous books, perhaps. Worst of all, 
they are interested in medicine, and that 
means life, life-forces.. . It's obvious 
we're talking serious Mythos involve- 
ment here. So, doctors are sick, 
dangerous fanatics and surgery is the 
worst thing of all because you are 
anaesthetized and helpless as they 
perform their profane operations and 
extract God knows what fluids and 
organs from you or insert some 
slithering, licking obscenity.. . You 
know the feeling, you're helpless but 
not insentient. Everyone knows 
someone who has had out-of-the-body- 
experiences during surgery, who have 
been helpless but aware, railing 
im~otentlv at the dreadful acts of the 
demented' medics. Surgery? Death is 
infinitely preferable. 

HAPHEPHOBIA 
Fear of Being Touched 

If it can touch you, it can eat you, 
infect you, flay your skin away, andlor 
cover you with acidic paralyzing slime 
which will slowly eat your flesh away. 
And those are just the easily-imagined 
possibilities. Of all the senses, touch is 
undoubtedly the most disgusting, 
because it is so primal, so primitive, 
just like the undifferentiated blobs of 
protoplasm, the Spawn of the Deep 
Ones, reaching out with their blind, 
mindless, touch.. . Squ i rmmmmmm.  

HELMINTHOPHOBIA 
Fear of W o m s  

And not just dholes either. The smaller 
ones are their spies, seeking out prey in 

their seemingly mindless way. Worms, 
more than anything, epitomize the most 
foetid Mythos horrors, not least the 
haunters of tombs where worms feed, 
ghouls prowl, and nightmares are 
conjured up. Above all, worms are at 
their most truly disgusting when they 
move; that limbless, squeezing-and- 
squelching, writhing motion.. . Think 
how that feels on sensitive skin; think 
how it will feel when you discover that 
the worms' best-hidden secret is their 
tiny but ultimately fully destructive 
teeth. 

HOMICHLOPHOBIA 
Fear of Fog 

More dreadful by far than darkness. In 
darkness there is at least the mercy of 
surprise and a sudden death. But in the 
fog, terrors loom. They slowly emerge, 
every noisome detail of their membran- 
ous forms forcing itself into an 
atrocious awareness on the victim's 
part. Vaporous blasphemies materialize 
from the mucus gloom and slowly 
enmesh victims, stifling their screams 
with suffocatingly wet embraces. Fog is 
not a pleasant business. 

ICHTHYOPHOBIA 
Fear of Fish 

Enough said. Fish come from the deeps. 
So do many other things, and we know 
exactly what they're like ... don't even 
think about them. Dread, noisome 
things are hauled up in fishing nets. 
And even ordinary, dead fish sometimes 
look at you in a certain way ... they 
know. They have seen your future. 
You'd better start writing your 
autobiography now, because you don't 
have long left. Fish are old, old beyond 
reckoning, and they know abominable 
secrets. 

LYSSOPHOBIA 
Fear of Insanity 

Fear of losing one's mind is to some 
extent universal and fairly rational, but 
there is a difference between a rational 



Fear and a phobia which dominates some gibbering, slime-covered un- you know what 1 mean. And what clue 
much of a person's waking life. The mentionable occludes your nose and did this unholy demon reveal, to show 
lysso hobe is obsessed by insanity, mouth - that is horrible beyond that it was not delivered of any nature 
terri&d of it. Are ou going mad? endurance. You know it is worse than we know of? It cast no shadow. A 
Perhaps you are... l o w  would you anything else you can imagine (and you terrible, unnatural creature with an 
know? And what are you going to do brood on this a lot), because of the equally unnatural lifeless attribute. But, 
about it when it hap ens? 1 don't see arcane knowledge the Horrors have of far more than dreading the creature 
how you can go on t!eing an pneuma. Pneuma, wind and breath, is which casts no shadow, the sciophobe 
Investigator. soul and spirit. By trapping your breath knows that there exist an even more 

A variant problem would be to and your dying shriek inside you, the ultimate horror of gibbering and 
modify this phobia to be a fear of dread nameless ones trap your soul. eldritch illusion - The Shadow Where 
asylums. This is even more rational than They may feast on that for all eternity. There Is No Creature. .. 
a fear of madness today. In the 1930s Smothering is the promise of an endless 
with the prospect of lobotomies, dying, shrieking on and on throughout SIDERODROMOPHOBIA 
primitive shock treatments and real aeons. 
snake-pit conditions. Fear of  Railways 

ODONTOPHOBIA 
And not just BR's Killer Sta h'nlKidney 
pies either This is fairly oad, but 

Fear of Teeth tunnels and embankments add to a 
theme of claustrophobia, and everyone 

Teeth bite and inject venom. There are knows you can't escape from a speeding 
some which are sharp for rending flesh train. However, taking everything into 
and there are some which are blunt for account, the Buffet is still probably the 
chewing flesh. Some are barbed and best bet as the place for some seething, 
snagged and some drip ichorous fluids nameless horror to appear. 
which digest or paralyze or inflict pains 
beyond knowing. Above all, monsters SIDEROPHOBIA 
have teeth and they frequently use them 
even when no provocation is offered. Fear of  Stars 
You cannot ne otiate with teeth Even someone with only nominal 
operating at fufl s eed. Disembodied Mythos knowledge knows where the 
teeth, perhaps stiiattached to some Outer Gods and almost all the Great 
necrotic, gulping gullet, are the worst. Old Ones came from, and the nature 
They can appear at any time, and names of at least a few of the 
anywhere.. . monstrosities which make their way 

between the nightmare worlds in the 
OMMATOPHOBIA firmament. A starlit night is a window 

on the true horror of existence. Stars 
Fear of  Eyes are abomination factories. 

You can be seen. There is nowhere to 
hide. Flee wherever you choose, but the 

TAPHOPHOBIA 
divinational eyes will always seek you Fear of  Graves 
out. At first, you will only notice 
occasional, unusual gazes, eyes which Let's face it, going anywhere near a 
look the other way when you turn, the grave is suicidal. Even assuming that the 
one person in a hundred who gives the grave hasn't got an Undead occupant, 
game away.. . But as you grow to realize you're sure to find a bunch of 
the universality of their sadistic scrut- demented cultists armed to the teeth 
inies, you will see also that what with firearms and summoning spells, or 
appeared at first to be merely physical else a flock of ghouls who are going 
organs, were actually point-projections home from the pub and fancy a quick 
of an idiotic, blasphemous, all-seeing takeaway. If you get really lucky and 
awareness. The eyes have it after all ... avoid all of this, the grave will contain 

some awful item which will blow your 

PHTHIRIOPHOBIA SAN to bits or else a book (which is 
much the same thing). Graves make you 

Fear of  Parasites shiver. Fear is a man's best friend, here. 

Parasites invade the body, so a 
phthiriophobic shares some concerns 

TRISKAIDEKAPHOBIA 
with cnidophobics (see above). But POGONAPHOBIA Fear of  Having Thirteen At Table 
parasites are worse, for they will remain 
with you and sap our stamina, reduc- Fear of  Beards The A ocalypse. Should you ever be 
ing you to a shell but not permitting one of~hi r teen  to table, the storm will 
you the relief of death until they find Men with beards have three outstanding draw in, lightnin will flash and 

a better host. And that will be someone attributes. First, they are fanatics, thunder mar, and the very fabric of the 

close to ou, someone you spend much possibly cultists and almost certainly heavens will be torn asunder as Old 
time wit& someone you love . Your mad. ~ec-and, they are sexual deviants Ones materialize. Numinous chanting 
last image as the Thing forces its' way One Sort Or another. Finally, they will grow to unbearable volumes as the 
up your gagging throat and explodes in read lots of books, generally the sort of Deep Ones surface, and the End of the 
a bloody shower is the frozen scream books which should not be read. This World will definitely be nigh. Your own 

on your loved one's face as the parasite makes them dangerous fate, of course, will be especially 
takes up residence in its' new home, (especially if you're a female investi- appalling.. . 
arcing in a crimson spiral as it closes in gator). Beware of men with beards. 

They are knowledgeable, dangerous, One last note if you want to go totally 
relentlessly. 

and mad. over the top on phobias. A fear of 
Yeeughh. thing is not, as CoC claims, panto- 

That, of course, is the fear of 
PNIGEROPHOBIA SCIOPHOBIA to attend Areadfully boring 

theatrical events in December or 
Fear of Smothering Fear o f  Shadows January. Pan-, or Pano-, phobia is the 

correct term. 
Few ways of dying are exactly fun, but The vampire, a terrifying thing to many, 
smothering - being unable to breathe as is greatly feared. Quite rightly too, if Carl Sargent 
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l DREAM OF I 

ELECTRIC SHEEP ' 

mystery is solved. Something 
that can tear a robot apart can 
do unspeakably terminal things 
to a High Programmer. He has 
an ordinary (and that means 
very secure) apartment 
elsewhere in Alpha Complex. 

yourselves hadn't you? Why do 
we struggling writers bother ... 2: Someone else can solve 
Back to the plot: the mystery. Guess who ... 

Past-U-RAL is still about, 
and a nature freak to boot. He 
is a former member of the Sierra Brief the team about a mission 
Club whose first step on the lad- to the sewers. Make this sound 
der of success was (naturally) to as disgusting, repellent and con- 
turn in all the members of his fusing as possible. Plumber's 
cell as traitors. He did it with a Helper in Acute Paranoia is con- 
tear in his eye, for he really loves fusing, nauseating and 
the idea of the Great Outdoors. repellent, but that's close 
Any normal High Programmer enough. Equip the Trouble- 
with such a love of nature would shooters with every possible 
probably establish a base Out- device that might be used in a 
side. Not Past-U-RAL, but then, sewer, plus a few that are 
this being Paranoia, that would ludicrously inappropriate: dinner 
be too simple by far. There's jackets and arrnoured spats? Jet 
also the minor problem that boots? Parachutes? Automatic 
Past-U-RAL is allergic to pollen, open-on-scream parachutes? If 
fur, feathers, real sunlight, and (that's an optional 'if') you're 
natural foods. feeling mean some of the last lot 

have been sabotaged by Com- 
Rather than abandon his mie Mutant Traitor' Scum, and 

dream completely, Past-U-RAL are open-on-whisper or open- 
has built his idyllic homestead- on-ppphizzzt (laser shot, stupid) 
away-from-home in a disused parachutes. Neat, eh? Send a 
warehouse under the Alpha few Vultures to intimidate, sorry, 
Complex. Start humming escort, the team to the sewer 
Beethoven's Sixth now. The entrance. Send a few Warbots 
Computer has 'forgotten' this and Blue Int-Sec troopers to 
area. Carefully and traitorously escort the escort. Kill anyone 
misdirected resources have pro- 
duced a landscaped floor sur- 
faced with plastic gryss, a con- As the Troubleshooters are 
vincing hologram sky' and frog-marched down the final 
'landscape', a thatched cottage tunnel towards the sewer, it fills 
with robot servants, and a flock with white mist. Everyone col- 
of 120 robot sheep. He lives lapses: escorts, escorts' 
here whenever possible, escorts, any spare guards who 
sometimes with guests who happen to be about, Trouble- 
generally belong to the Earth shooters, and robots. Mutants 
Mother secret society (See go down as well, no matter 
Acute Paranoia for details). what their brand of pervo- 

While Past-U-RAL would 
love to spend all his time in his Remember The Prisoner? 
cottage, every now and then he The Troubleshooters wake up on 
has to spend a few days work- a grassy lawn near a charming 

thatched cottage, under a clear 
blue sky. The sky and landscape 
seem to stretch out forever. 
Faint baaa-ing noises can be 

However, his tranquil ex- heard from the far side of the 
istence has been shattered. hill. Describe all this in terms 
Stop humming Beethoven's apropriate to Troubleshooters 
Sixth. When Past-U-RAL return- who may have never seen the 
ed from work yesterday he was sky, grass, hills, cottages, or 
horrified to find his servants sheep. Remember that The 
deactivated, and one literally 
torn apart. And five of his sheep 
had been destroyed. None of the 
surviving servants could give a 
coherent (coherent, in this game 
-HA0 account of what had hap- 
pened. All said that they black- 

. ed out. The sheepbots are stan- 
dard petbot mechanisms (pro- 
grams Baaa-1, Pretend to 

Anyone who has never been 



plastic. The Troubleshooters will 
also discover that all weapons 
and equipment, apart from laser 
pistols, melee weapons, and 
open-on-whatever parachutes 
have disappeared. 

While the team are beginn- 
ing to absorb this information, 
the sky is rent in twain. 
Remember, it's a hologram and 
Past-U-RAL is a High Program- 
mer. A huge hand, fifty or so 
metres long, appears through a 
black 'tear' in the sky, swathed 
in clouds that cloak it as a white 
garment. It points down at the 
team. A booming voice says 'Go 
Thou and Guard My Sheep, My 
House, and My Servants. Thou 
Shalt Safeguard Them, Even At 
Risk Of Thine Own Lives, Or 
Thou Shalt Answer Unto Me. 
And Mighty Shalt Be Mine 
Displeasure!'. Anyone who 
answers back, fires weapons, or 
asks any questions is struck by 
lightning. Very traditional, but 
satisfying, all the same, n'est 
pas? Use damage column 15 
and chuckle a lot. Actually, it's 
a plasma pulse from a ceiling 
mounted projector that retracts 
behind a thick steel plate when 
i t  isn't in use, but knowing that 
somehow takes the romance 
away. 

The hand withdraws into the 
sky, which neatly closes again. 
A bot appears over the brow of 
the hill, says 'This way, please', 
and leads the way into the 
cottage. 

The warehouse is 'only' 
30Ox400m, with a 15m high 
ceiling, but it gives the impres- 
sion of having limitless horizons. 
Anyone walking far enough in 
any direction will eventually 
walk through the 'horizon' and 
into a wall. The walls and ceil- 
ing are covered in acoustic tiles 
which deaden echoes and muf- 
fle out the faint sounds of the 
Alpha Complex. A 'lake' in one 
corner seems to  be kilometres 
across, but only a small portion 
actually exists. It is only 15cm 
deep. You might be interested to 
know that you can seriously 
drown (yourself or someone 
else) in 15cm of water. 

Two tunnels leave the 
warehouse behind the holo- 
grams. One leads deeper 
underground, and has been 
blocked by a roof fall, the other 
runs into a maze of tunnels, and 
ultimately leads into the sewers. 
Both tunnels are barred by huge 
blast doors. 

At several points holograms 
conceal roof pillars. Anyone 
looking at a pillar sees a record- 
ed image of the lawn and 
'horizon' beyond it, but won't 
see anything which moves 
behind it, such as a sheepbot. 
It's easy to  spot the pillars 

themselves once you know they 
are there. 

Past-U-RAL has built an im- 
pressive cottage on a low hill in 
the middle of the warehouse. A 
simulated-wood veneer plastic 
sign identifies it as 'Rose Cot- 
tage'. There are master and 
guest bedrooms, with bath- 
rooms, a big lounge and recrea- 
tion area, a gymnasium, a kit- 
chen and servants quarters. 

All the rooms are luxurious- 
ly furnished in white, with 
white-on-white decorations. All 
rooms are fitted with conceal- 
ed cameras and microphones, 
linked to Past-U-RACs desk con- 
sole. Most Troubleshooters will 
have difficulty identifying the 
furnishings, since they are total- 
ly unlike normal Alpha Complex 
fittings. For example, the main 
bedroom has a water bed with 
satin sheets, the recreation area 
has a bar and a jacuzzi, and all 
floors are carpeted. The kitchen 
contains 'real' foods for Past-U- 
RACs occasional guests, and 
treated synthetics which lack 
the normal sex suppressant 
drugs. 

There's nothing of any great 
significance in the cottage, 
apart from the body of a robot 
at the bottom of the jacuzzi pool 
(its brain and left arm have been 
ripped from the torso) and 
various items of contraband. 

If the Troubleshooters ex- 
amine the cottage closely they 
will discover that the chimney 
stack is made of concrete while 
the other walls are made of 
lightweight foamed plastic 
blocks painted to look like bricks 
and timber beams. The thatch- 
ed roof is also fragile plastic. The 
walls can be destroyed by a 
blow, and bullets and laser 
beams won't find them much of 
a barrier. Let the Troubleshooters 
find this out for themselves later 
on. They'll thank you for the 
pleasure that this discovery will 
bring. 

The chimney stack conceals 
a lift (entered through a secret 
door in the lounge) and a 
delivery chute. The lift is Past- 
U-RAL's route to his office. 
Needless to say, (so why I am 
bothering to tell you?) the lift 
has been raised and the shaft is 
guarded by automatic lasers. 
The delivery chute is part of the 
Alpha complex automated 
supply system; if a clone is kill- 
ed a unconcious replacement 
will eventually be delivered to  
the kitchen. 

Right, back to  the plot 
(again). The robot in the pool 
was MELIORS-340, the shep- 
herd and handyman. There are 
three other robot servants, all 
standard humanoid types: 

JEE/V-ES-229 is the butler. 
Its programming includes an Ag- 

ed Retainer personality module: 
'You rang, sir?' and other similar 
phrases are a major part of its 
conversation. JEEIV-ES has im- 
pressive range of domestic 
skills. However, it's an incredi- 
ble snob, and will do its best to 
keep Troubleshooters off the 
furniture, out of the pool, etc. I t  
can generally be found in the 
lounge area or kitchen, or 
recharging in the servants 
quarters. It has a tray of stan- 
dard Alpha Complex foods 
ready to serve to the Trouble- 
shooters in  the servants' 
quarters. 

HUD/S-ON-321 is cook and 
housekeeper. Its personality 
module is a Lovable Rustic 
Cook. It has a strange accent 
and often misuses words. Its 
optical sensors have been 
malfunctioning since the attack 
on MELIO-RS-34, and it will 
assume that anything delivered 
via the service chute is food and 
should be put into the freezer. 
This includes clones. It spends 
its time in the kitchen and ser- 
vants quarters. It won't give the 
Troubleshooters precious 
natural foods, but it believes in 
'proper' helpings of synthetics. 

FIF/l-FI-433 is housemaid 
and bodyguard. It has a French 
Maid personality, w i t h  an 
Amazon Warrior backup. Two 
polychrome ROYGBIV lasers are 
built into its torso. Its program- 
ming includes Laser-6, Melee-6, 
and Cleaning-3. It may be found 
anywhere in the cottage. FIFII- 
FI will throw out anyone steal- 
ing anything from the cottage, 
or kill anyone doing anything 
that might harm Past-U-RAL. 

If the Troubleshooters ques- 
tion the robots they'll be told 
nothing. All of the robots col- 
lapsed, were reactivated by 'The 
Master' and then discovered 
MELIO-RS-340 in the pool. The 
Master noticed that sheep had 
been destroyed, told the robots 
to expect the Troubleshooters 
and left. The robots won't reveal 
any information about The 
Master. Anyone who makes ob- 
vious efforts to discover his 
identity, or does unnecessary 
damage, will be struck by lightn- 
ing (OK, plasma pulse, but it's 
more fun as lightning, isn't i t?) 
the next time they leave the 
cottage. 

By now the 'sky' is getting 
dark, and JEE-V-ES-229 gets 
out some lanterns and strange 
metal poles with hooked ends. 
This is the equipment the 
Troubleshooters need them to  
watch the sheep. If anyone at- 
tacks the sheep or the house- 
hold robots without provocation 
before 'nightfall' the lightning 
yill strike again. During the 
night', however, Past-U-RAL 

can only see what's happening 
in the circle of light around each 
lantern. 

Allow the Troubleshooters to 
spend a few uneventful hours 

watching and counting sheep. 
Make Endurance rolls every so 
often, to avoid falling asleep on 
the job, then start the fun, sorry, 
attacks. After this, you'll never 
trust a lamb chop again. 

By now you should be ready to 
decide what's been happening., 
There are three main options. 

Three killer robots built by a rival 
High Programmer have entered 
the warehouse. The killers are 
cunningly disguised as sheep- 
bots, but are actually fast, ex- 
tremely strong, and well- 
armoured warbots, with elec- 
tronic jammers which affect 
other robots (as ECM shells). 
They aren't particularly clever 
and are programmed to attack 
humans. MELIO-RS-340 was 
sufficiently humanoid to fool 
one. There's only so much brain 
you can stuff into a petbot-sized 
warbot. Grrrrr. 

Make these robots as 
dangerous as you like. They will 
try to lure one Troubleshooter 
away from the others, then at- 
tack. Maintain ignorance and 
fear bv refusing to describe the 
attackers until someone actually 
survives an attack. Since thev'll 
usually go for the throat, a Gc- 
tim won't be able to say very 
much ... One of the robots is 
malfunctioning slightly - it will 
attack sheepbots if it can't find 
a human victim. 

After each attack the killers 
retreat to the lake, to wash off 
blood stains, then return to the 
flock. Their movements are con- 
cealed in the general roaming of 
the flock. Baaa. 

Continue the attacks until 
someone works out what's hap- 
pening. Then attack the clever 
little dicks with all three war- 
bots. Serves them right. 

Something strange has happen- 
ed to the sheepbots. Their 
minds have somehow fused to 
form a group consciousness, 
and they have decided to  
eliminate all disgusting organic 
lifeforms. Mint sauce eaters, the 
lot of 'em. MELIO-RS-340 spot- 
ted that something was up and 
was destroyed as a result. The 
five destroyed sheepbots didn't 
merge with the group mind, and 
were dealt with because the 
flock didn't trust them. 

If this option is used the pet- 
bots will make group attacks. 
For example, one or two would 
manoeuvre behind a Trouble- 
shooter to trip him up, then 
others would jump on top and 
start to tear him apart with their 
little feet and strong teeth, or 
crush him by sheer weight of 



1 numbers. All that bleating and means you can use it anyway. and, for the really ghoulish, large 
looking helpless is just a front. But then they know that the ob- mincing machines. 'Accidents' 
As in the first option, don't vious is never what it seems. with clones are nothing of the 
describe the attackers until so- YOU know that they know. Look, sort, and the optical sensors are 
meone survives, then make just consider this alternative and in perfect condition. 
multiple attacks on the entire damn the logic ... 
group. 

The sheepbots are small, 
unarmoured and as a group they 
have 45% melee skill. If all the 
sheepbots concentrate they can 
generate a strong ECM field. 
The mental link will collapse 
when eighty or more sheep 
have been destroyed. Optional- 
ly, the group mind can increase 
in power to take over the other 
bots, as described below. 

This is a bit  obvious for 
Paranoia, which means that the 
players will think of it first. 
However, because th is is 
Paranoia they will dismiss the 
idea as too obvious which 

One of the domestic robots 
has Gone Frankenstein and is 
responsible for the attacks, 
which were practice for attacks 
on humans. An ECM jammer is 
concealed somewhere in the 
servants quarters. The killer 
robot is shielded and immune 
and has a concealed data car- 
tridge containing Laser Pistol-7 
and Melee-7 programs. 

If the killer is JEEIV-ES-229 
it will use a steel bowler hat as 
a frisbee-like weapon (a la Odd- 
job), plus karate-style melee 
attacks. 

I f  the killer is HUDIS- 
ON-321, the preferred weapons 
are cooking knives and cleavers 

If the killer is FIFII-FI-433 it 
will try to avoid using its lasers, 
preferring a strangling wire 
(stylish, but not terribly French) 
and other melee attacks. 

Optionally, all the robots 
have Gone Frankenstein. One 
altered the circuits of the other 
domestics, and gave them 
copies of its secret programs. 
They killed MELIO-RS-340 
because it didn't want to join 
them. They are lying about the 
deactivation. 

The killer or killers will put 
on human clothing for the at- 
tacks, and should only be 
described when someone has 
survived an attack. 

Keep the identity of the at- 
tacker(~)  secret for as long as 
possible. Start things quietly, 
and build towards a big end with 
clones dropping like flies (or 
even sheep ticks). You'll enjoy it 
more that way. So will the 
players, although you may not 
think it to look at them. Drive 
the Troubleshooters back 
towards the cottage. Let them 
barricade the doors and win- 
dows. Send the attackers in 
through those flimsy plastic 
walls. Reveal that the killer is 
already inside the building. Then 
give the Troubleshooters the bad 
news. 

When Past-U-RAL has ident- 
ified the killer(s1 he'll take 
whatever action seems 
necessary. Necessary means 
sending in a few really big war- 
bots to pacify Rose Cottage. 
These warbots are fairly stupid, 
and will probably account for 
several Troubleshooters during 
the clean-up operations. Why 
bother stuffing a brain into a 
warbot-sized warbot? Don't let 
the Troubleshooters escape 
through the entrance used by 
the warbots. 

As the survivors survey the 
wreckage, the sky is rent in 
twain again. A huge eye stares 
down at the team, and a rumbl- 
ing voice conducts a more or 
less standard debriefing. All 
traitors are given short but 
dramatic missions as lightning 
conductors. When Past-U-RAL 
is sure that he knows exactly 
what happened, the Trouble- 
shooters are given the white- 
mist-and-wake-up treatment. 
This time they have been strip- 
ped naked and are floating gent- 
ly downstream in a rubber raft 
in one of the main Alpha Com- 
plex sewers. The Computer 
demands a mission status 
report (even sewers have ter- 
minals for The Computer). 

Since they won't have ac- 
complished their official mis- 
sion, the Troubleshooters should 
be executed as traitors. Pathetic 
attempts to escape by describ- 
ing an imaginary cottage may 
make The Computer decide that 
the team have been driven in- 
sane and should be sent for rein- 
doctrination and routine therapy 
instead. Any gibbering wrecks 
that survive this ordeal should 
be sent back to the sewers to 
complete the mission as they 
should have done in the first 
place. Thank you for co- 
operation. 

Marcus Rowland 
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Robin Hood is a new development in the 
world of roleplaying games: something 
more than a supplement - a new game 
for which you won't have to learn a book 
full of rules. The book, published by 
ICE, is an attempt to bridge the gap 
between new games with new rules, 
and campaign or adventure supplements 
which are wholly 'systemless' and need a 
good deal of work before they are usable. 

You won't need Robin Hood to use 
this adventure. Part of the idea behind the 
book is that it should be a generic 
(ie universally useful) work of reference 
for gamers interested in the early 
mediaeval period and in the concept of 
a roleplaying game involving a band of 
outlaws. Although restricted in the 
number of roleplaying games it can 
actually mention, Robin Hood is 
conceived to be used with games 
ranging from Warhammer Fantasy 
Roleplay and Middle-earth Roleplaying 
to Advanced Dungeons & Dragons and 
Fantasy Hero. 

Some Conventions 
Robin Hood uses terms and conventions 
with which you may not be familiar. 
Included in the book are various standard 
characters and encounters which may be 
lifted out and used directly in a game. 
These include various types of soldier and 
commoners, along with merchants, 
priests, nobles and the like. Robin Hood 
is set in a version of Cll-13 England, so 
there is no provision for magic-using 
characters. However, the book has an 
optional 'mystical' element, based on the 
premise that any unusual event might 
have two interpretations: it might be the 
work of magic (be it deviltry, the Holy 
Spirit or white magic) or it may have a 
simple and rational explanation. There is 
a very blurred line dividing the natural 
and the super-natural which only you can 
clearly perceive. 

The historical setting is supposed to 
be exactly that. You and the players have 
knowledge of the period concerned to 
help build a realistic atmosphere. 
Historical persons such as King Stephen 
and King Richard move through the land 
and there is a continuous catalogue of 
events outside the characters' influence: 
wars with France and Scotland, Crusades, 
national and inter-national politics, 
changes in the Church and the people in 
power, even changes in laws and social 
life. 

Two campaign ideas are detailed in 
Robin Hood: one set in the Forest of 
Dean C1140-1155 and the more traditional 
one of Sherwood Forest in the time of 
King Richard and King John, 1189-1216. 
It is to the latter that you are now invited, 
to pit your wits against Sir Guy of 
Gisburne.. .  str rated by Paul Bonner 



On Ealden Byrgen: Ultimately the characters stand to profit 
from the adventure. This is be cause.^ 
Gisburne's plan has a fatal, is subconscious, 
flaw. His bait for the ambush, the treasure 

The characters in this adventure are on Ealden Byrgen, actually exists, whereas 
assumed to be a known group of outlaws, he thinks it is something only in his own 
acting outside the law, either for their own imagination. His lure, the Lay ofZngelstane, 
ends or to help others whom the law cannot is a half-remembered fragment of an old 
protect. AS such they are a thorn in the side Anglo-Saxon poem adapted immediately 
of the local authority. Hopefully this after the Norman conquest, when the 
adventure will illustrate how YOU Can easily English looked forward to a time when they 
adapt an idea to Your own game. Here the would be freed from the yoke of the new 
authorities are represented by Robert, lords. Some ancient combination of the 
3 ~ r i f f  of Nottingham and his h m ~ h a n  spirits of the repressed people and their 
Sir GUY of (-3~burne. In Your own game You Forest has worked a power and truth into 
may use suitable equivalents for them and the legend. ,. a power that might take 
any other characters (or places) mentioned. expression through the characters and their 

The adventure is set at any time between actions. On the other hand, the events 
1189-1216 and takes place in the southlcentral related below might just be coincidence... 

es them with sanctuary and base from 
to operate. And yet there are areas The adventure starts in daytime. The time of 



in Shenvood, but they are concerned more hide has been roughly stitched together with 
with tending the game than enforcing laws thongs, and is very fresh. It can be easily 
and troubling the people, which is what the cut open with a knife or other blade. The 
Verderers enjoy. Their cruelty is renowned. man inside is obviously in a bad way, 

Suddenly, out of a leafy brake, a group covered in the blood of the stag and beaten 
of Verderers on a path meet the characters and cut about. He is apparently exhausted 
(or those who are visible). These are four of and unable to say much until he has had 
the Sheriffs men, together with two peasant some rest and, hopefully, a refreshing wash. 
woodcutters. The Verderers are not The characters do not have to travel too far 
immediately recognisable, for they do not to find a decent stream or woodland pool 
wear a uniform, but by their airs and suitable for this. Once cleaned up a bit, the 
bearing are obviously Normans or puffed-up man can be seen to have fair hair and a 
Englishmen lording over their less domine- handsome, if somewhat pinched, face. 
ering brethren. Each Verderer carries an When he is able to speak, he gives his 
oakleaf badge as a sign of their authority. name as Robert FitzOoth. His name comes 
They wear leathern jerkins beneath thick from his Norman paternal grandfather, but 
homespun cloaks and leggins. Each also he was brought up in an English village with 
carries a pick-like weapon hanging from a nothing other than his name to support him. 
belt, a sure sign of a man with a position in He spent a little while as a soldier, more 
society. Two of the men have light cross- time wandering as a peddlar and singer on 
bows, the other two had spears. These have the continent, then worked hand-to-mouth in On Ealden Byrgen stond a lonlie stane, 

mil eaht cubites heah. been put to another use - they are he came to a large Hit hydes the [resure q f a  treowe King3 thegn 
supporting a stag slung by its hoofs, carried near Shenvood and started courting a pretty Putrid there hwaenne he did d q  
by the two woodcutters. The peasants are young girl. Her father got drunk and 
dressed very roughly and have no weapons. attacked a guardsman one night and was Nane may finde that bynged golden hord 

Anyone looking carefully at the stag imprisoned, leaving her mother and the girl Save an mann onlie: 
(make an easy Perception/Observe check) herself with no means of support. Rumours He who would be Forest thegn and hlaford 
will see that it is only a stag's skin. A man's spread by a vicious guardsman led to the And who very meahrie be. 
bloody head protrudes from the neck of the family being shunned by the rest of the 
beast and the rest of him is bundled up Soon they had food and were Robert can explain this lay to anyone who is inside the hide. It appears that the Verderers starving, only just able to live on what little interested: it is an old ballad about a stand- have captured some poor man driven to Robert could bring home. In the end he 
poaching to feed his family, and the ing stone (the lonlie stane) on the Old 

decided to go into Shemood and try poach- Barrows (&Iden men) of Shewood. In characters will hopefully attack the Verderers ing. After one successful raid, someone in the barrow beneath the stone is the tresure to rescue him. If they don't the Verderers the village reported his activities to the 
may well challenge the party and/or of a bold and strong supporter (the treowe Verderers who him the second time thegn) of one of the old English Kings from recognise one of them as a wanted outlaw he went into the Forest. After they captured the time before the Normans came. The lay wolfshead and give chase. Statistics for the him, he heard them say that the girl and her tells that the treasure may be claimed by one Verderers are given in Robin Hood and at mother had been taken by the Sheriffs men man only, he who would be the thegn and the end of this adventure. They are moderat- and hung for eating poached venison, and hlaford (thane and lord) of the Forest. The ely competent but overconfident and will at no-one in the village raised a hand to help man who claims the buried golden hoard first rely on their authority to try and make them. 
the characters cower. If any are killed or Hopefully, the characters will take an must also be very mighty.. . 

Robert also says that he heard the lay seriously injured, the others are like to flee. interest in the poor man's story and ask him from an old local man who claimed that he 
The peasants will flee during any fight, back to their camp. He will resist any idea knew where the Ingelstane was. This old having been pressed into service by the that go to the even to man described the stone as a tapering dark Verderers against their will. They play no take revenge, saying that he has no reason to column about 12, high (eaht cubites = eight further part in the adventure. return, and its people are in a bad enough cubits; cubit = 18"). The stone can be The fight with the Verderers should take situation without trouble from other outlaws. seen if one follows a tributary of the stream place in a small woodland glade. There is Whilst they travel or wait to prepare a meal, which flows down from the hills through 
plenty of room for the particiapants, and Robert will sing a few snatches of song Sudwelle to the Trent. The tributary is also the chance to sneak through the trees about grieving lwers and the like. Hopefully marked out by a great clump of overhanging and undergrowth to surprise the opponents. this will encourage the characters to ask him willows at its confluence with the stream, 
A clever party should be able to see the to sing them a proper song later that 
Verqerers off without suffering any loss. and by numerous large reddish-grey boulders evening. He will make every attempt to sing in its bed. for them the Lay of Zngelstane: Robert is of course a rogue, charlatan 
Robert FitzOoth and mischief-maker. Trapped while trying to 

steal from the wily Shefiff, he exchanged a 
dismal prison sentence for an opportunity to 
work and spy for his captor. He is an 



On their way through Sherwood, they How the characters react to the approach 
have to cross or follow a path between Oston of the radmen is up to them. The messenger 
and Farnesfield. The path is a simple track has a small casket bound in sackcloth on his 
linking the two villages, used by peasants saddle. This contains a number of valuables 
and the monks of Gresham Abbey (who taken from the house of Sir Geoffrey 
have estates in both settlements). As the d'Aincourt including three silver collars, a 
characters reach the path, they should make silver cup and a lady's brooch clasp wrought 
a Perception/Observation check to realise from gold and set with small pearls and 
that someone a little up the track is watching turquoises. He also carries a number of 
them. The stranger is cloaked in a dull letters taken from the house, addressed to 
green-brown cloak that blends with the Sir Geoffrey from the Bishop of Lincoln. 
foliage around him. When the characters These suggest he go on Crusade and leave 
notice him, he will lower his enveloping his estates to the Church in the event of his 
hood to reveal a shock of black hair and death. Sheriff Robert is seeking ways to 
intense eyes. If they pass him by, he will claim the estates of the missing Sir Geoffrey 
call out one of their names. The man is for himself, and the letters are strong 
some yards away, and if anyone attempts to evidence to dispute such a claim. 
approach him he holds up his hand with the None of the men will fight to the death. 
palm towards them. He then addresses them They each have a small amount of money (a 

accomplished liar and trickster with a silver in a loud, roughly accented voice: total of 24 silver pennies), along with their 
tongue. If offered a chance to join the equipment: the messenger has a leather 
group, he will readily accept, and shows jerkin, a smallish sword and neat, if plain, 
himself to be familiar with a sword, though Men of the wood beware! clothes; the guards have chainmail, 
not bows. Robert's statistics are given at the - Step not in the shadow of the stone broadswords and tabards showing their 
end of the adventure. - Walk not in the teeth of the gale; allegiance. 

If Robert is not invited to join the Cunning bow and sharp sword 
characters, he will ask. If they refuse him, old opponent seeks your wyrd; 
he will depart after bidding them farewell - Climb not on the barrowmound alone 
and saying he will go north and see if his - Hark not on the teller but the tale; On Ealden Bygen 
luck will change. If he does leave, he will Men of the wood take care! 

actually stay in the area and try to spy. on 
The landmarks related by Robert FizOoth 
are not too difficult to find. Once the brook 

the characters so that he can warn Gisburne joining the Sudwelle stream is found, there 
.of their movements. Hopefully they will be These are the only words that the man is a change in the weather. A cold wind 
tempted to leave for the Ealden Byrgen. speaks. During the last few words, the noticeably springs up, blowing clouds from 

characters be asked to make a hard the northeast. Soon the sun is obscured by 
A Warning Perception/Observe check. Anyone suceed- the dirty white clouds and the landscape 

ing hears hoofbeats coming along the path assumes a dull, bitter hue. The hills of the 
This section deals with the journey to the from the north. Ealden Byrgen loom up all around. There is 
Ealden Byrgen. Much of the hills are open little birdsong or other sign of animal life 
and bleak, cut with narrow streams and Three Radechenistres and even the gurgle of the brook seems 
interspersed with stretches of dangerous muted. 
bogs. Some valleys are filled with stunted Although barrows can be spotted on the 
trees and sprawling clumps of gorse, The sound is that of three radechenistres or broad backs of the upland here, there are no 
heather, broom and bramble. It is very easy landsmen are partly free but stones to be seen. The wind whips at the 
to lose ones way as low cloud can descend Owe certain services to their lord, straggling, dark clumps of plants, shrubs and 
suddenly onto the hills - this will riding duties, hence their name. They are trees. If it is autumn there will be flurries of 
necessitate a very difficult Navigation/ obliged to keep a horse and riding gear, and damp brown leaves whisked about as well. 
Orientation check. Characters seeking a to use them for a number of days each Year. All the characters should make a medium 
sensible approach to the Byrgen may One of these men is Sheriffs messenger Perception/Observe check. Those succeeding 
therefore follow the advice of Robert's old Farnesfield, the are guardsmen. glimpse (or think they glimpse) a group of 
man and find the brook flowing into The appearance of the riding men shadowy figures the brow of a hill, between 
Sudwelle's stream. be sufficient to distract the player character's two outcrops of stone. l-he figures do not 

You may wish to have some chance away from the figure reappear, and if the char-acters investivate 
encounters on the characters' path to the having uttered the disappears the place, they will find nothing. If they 
Ealden Byrgen. If they keep to the woods, into the Forest. Any attempt to search for a search hard, they can discover some old 
they will avoid contact with other people for trace of the figure is doomed to failure. bones in a niche in the bare, split rocks. 
the most part, but might have some difficult You should pick one or two of the 
moments, such as crossing a fast stream. successful characters and inform them of 
There are also other hazards, such as the 
odd wild animal or hunters' snares to trap 



guardsmen per character and have the rest 
rush around to surround them. 

The Stane Falls 

In the midst of the fighting there is a terrific 
clap of thunder almost directly overhead. All 
those fighting pause momentarily, then a 
strong gust of wind rushes past. At this 
point it is necessa that someone is fighting 
at the top of the h x  by the stone, for there 
is a terrible grinding sound that trembles 
through the earth. If anyone looks up at the 
Ingelstane, they will see it gradually tilt to 
one side and then, gathering momentum, 
fall. As it rushes to meet the earth, it traps a 
guardsman who is crushed to death. 

things which have been awaken- 
ed to guard the characters. 
With victory slipping from his grasp, the 

ung knight decides to withdraw and rides 
off at a gallop, quickly outdistancing the 

The Ingelstane characters. It is important to have an 
opponent who returns again and again to 

By this time the wind has risen to a gale cross swords with the characters. 
against which the characters have to battle in After the stone falls, the storm begins to 
addition to all their other problems. die down. By the time all the men-at-arms 
However, they are unlikely to wish to spend have fled, there is no more lightning and the 
the night on the Old Barrows, and will in all wind and rain has lessened. However, 
likelihood press on. It is OK for you to darkness is rapidly approaching and if the 
casually remind them of the many tales - characters are to do any more investigating 
all of them gory - of what happens to they should do so immediately. If they wish 
anyone on the Ealden Byrgen at night. to seek cover, there is shelter to be found 

Then, as the characters round a twist in amongst the trees where Gisburne laid his 
the valley, they see the narrow tooth-like ambush, as well as wood for a fire if they 
stone protruding from a mound atop the next should desire it. 
hill. If any character asks to make a Anyone mounting the barrow mound 
Perception/Observe check, there is a small after the fight should make a Perception/ 
chance that they spot a couple of figures Observe check. The last rays of the sun 
dodging out of sight. These may be put 
down to the same source as the shapes seen 
earlier, but they are a good deal more solid. 

The hill of the Ingelstane is unremark- 
able, but its far side is covered in scrubby 

lightning and its huge wound reflects 
whitely, the wet, fresh wood pointing like an 
arrow down into the earth. 

If the characters look at the base of the 
high, and obviously raised by the han Ingelstane, they will find only the six stones 
of man. Wiry grass covers the hump set deep into the earth. They cannot be 
which stands out from the heather and uncovered or moved without a major digging 
bracken. operation. There is no treasure to be found 

The stone itself is over twelve feet tall, here - not surprisingly, since Gisburne 
invented the lay. 

other markings. Its base is firmly embedded shed a thick red light across the scene before "IhleSmne 
in the mound, but if the plant growth there it sets. It glints off the soldiers' polished 
is removed and some of the earth scraped steel helms and casts bloody shadows before If the characters did not see the tree 

away, it can be seen that the stone is them. There are more than twenty men-at- the chance night to before, s t it if they travel be back given towards the 
supported by a ring of stones within the arms, well armed and armoured, cloaked the eaves ,Ehemood in the morning. 
mound, the tops of which can be discerned. against the cold rain and eager to have at the they will have missed it entirely. 
Unfortunately, the characters will not have outlaws. Gisburne shouts encouragement to The tree is not difficult to find. About a 
.the chance to investigate any further at this his men and mocks the player characters. quarter of its branches have been struck 
point. If they heeded the warning, they may The men-at-arms engage the characters down and the gash, where the wood split 
have prepared themselves, but they are as soon as they can and will not worry and fell away, is about four feet wide and ten 
suddenly faced with a column of men about casualties initially. If the characters feet high making it easily noticeable. The 
coming up the west side of the hill from the look in disarray, Gisburne may chase after blast has'also caused the tree to be 
gloomy woods. At their head is the mounted one or two himself. He is not afraid to cross wrenched somewhat from the earth, as the 
figure of Sir Guy of Gisburne. swords with them, being a skilled fighter characters discover when they arrive. On 

The precautions (if any) taken by the and the veteran of many tourna-ments. The one side a number of roots have been 
group dictate when the soldiers are spotted. top of the hill is slowly encircled and the dragged into the air. Beneath is a curious 
At about this time, the sun breaks out from player characters forced to retreat towards pale stone, with the glitter of quartz 
beneath the sullen, grey bands of cloud to the barrow and the Ingelstane. Allow two scattered in it. 



On closer inspection, it is obvious that 
the stone has been laid here purposefully. It 
is carefgly carved into an oval shape, and 
there is an inscription on its surface, easily 
discernible if the earth is brushed away. The 
stone cannot be moved, nor can anyone see 
how thick it is. 

The inscription on the stone is in old 
Anglo-Saxon runes. It reads: 

The Helm of the Geats, 
HI3 ZfeYfull of po&n paid out, said 
Bid men of battle build me a tomb. 

So did h13 well-laved shieldrman, 
whose cour e did not crumble 

When called to de en%& bold-tempered chi'ain. 
ThI3 s aughter-bed raked for 

Wglaf Mostan 3 son 
H k  Ire3 journey wtre andfull ofyeam 

It requires special knowledge to be able 
to read the runes as they are no longer used 
for writing. A character skilled in English or 
Norse may have some chance to read them. 
Other language skills might also be of use. 
If the words 'Helm of the Geats' are 
pronounced over the stone, it can be easily 
lifted at any point thereafter by anyone 
present when the words were s oken. 

Anyone with knowledge of folklore, 
legends, lays and so on may have a chance 
to know something about the inscription 
once revealed. The Helm of the Geats is the 
title borne by Beowulf. Wiglaf was the only 
thane of his brave enough to join Beowulf in 
the king's last fight, against a Dragon. 
Beowulf ruled the Geats (or Weather-Geats) 
for many years, bringing them great 
prosperity, but left no son. Soon after his 
death in fighting the Dragon, Beowulfs 
kingdom was overrun and its people fled. 
Some, led by Wiglaf, are said to have come 
to England where many other Germanic 
tribes already dwelt. 

In the tomb are Wiglafs charred bones, 
now turned to dust, along with three items: 
a helm, a shirt of ring-mail and a large 
sword. All these pieces of war-gear were 
taken by Weoxtan from Eanmund, Ohthere's 
son and may some special attributes. The 
war-helmet could protect agains fire and heat 
and protect the head from blows. The 
corselet or mail-shirt will turn blades and 
warn against an attacker coming from 
behind. The ancient sword, for such is the 
provenance of blades once embedded in a 
Dragon's neck, needs great strength and 
courage to wield, but cuts deeply and will 
not break. 

Non-Player Characters 

The Verderers are given as standard 
character types in Robin Hood, for Fantasy 
Hero, MERP and RoleMaster. Statistics are 
given here for: 

WARHAMMER ROLEPLAY 

Skills Careers 
Concealment Rural Gamekeeper 
Dodge Blow Militiamen 
Game Hunting Set Trap 
Follow Trail Silent Move Rural 
Marksmanship Spot Traps 

M 
4 

Verderers are armed with small picks and 
some have light crossbows or spears (see 
text). They wear reinforced leather jerkins 
for protection. 

ROBERT FITZOOTH 

FitzOoth is a standard Zhief character type 
from Robin Hood, with the following 
amendments: 
Fantasy Hero - +5 PRE, +6 COM, Fw 
Swords & Thrown weapons, +1 level 
Swords, Concealment (l2-), KS: Contacts 
(l2-), KS: Nottinghamshire (11-), Run 7", 
Swim 1". 
MERP - PR 75, AP 80, l-handed Edged 
Weapons +45, Missile Weapons +35, KS: 
Notts (4), Contacts (4). 

WS 
42 

Dex 
34 

Skills Careers 
Blather Thief 
Concealment Rural Racketeer 
Concealment Urban Outlaw 
Dodge Blow 
Fleet Footed 
SL: Thieves' Tongue 
SS: Thieves' Signs 
SS: Woodsman's Signs 
Silent Move Rural 
Silent Move Urban 
Set Trap 
SpW: Fist Weapons 
Street Fighting 
Strike to Stun 

B S I S  
5 0 1 5  

Robert FitzOoth has no possessions other 
than his ragged clothing when he is rescued. 

C ,  ~ 

I 
1 

MESSENGER 

37 
M 

5+2 

T ] w I I  
3 1 8  144 

The messenger is a standard Household 
Servant character type with the Messenger 
and Radman options. For WFRP use the 
Footpad character from the sample adventure 
included in the rulebook, 7he Oldenhaller 
Contract, adding the skill Ride - Horse. 

VOSBS 
53 

Dex 
46 

A 
2 

Ld 
28 

MESSENGER'S GUARDS 

These men are standard Town Guardsman 
characters from Robin Hood. 

S 
4 

Int / C1 
33 1 38 

Skills 
Ride - Horse 

I 
45 

T 1 W  
4 1 8  

I 
1 

WP I Fel 
28 1 25 

The guards have average horses, mail shirts, 
a light crossbow, a sword, and a helmeet and 
shield to round out their gear. They are not 
very good fighters and will flee rather than 
protect their charge. Neither has much in the 
way of valuables. 

A 
2 

M 
41 

M 
4 

MEN-AT-ARMS 

Int 
33 

35 
W S B S  
41 

- -- - 

The men-at-arms are standard character 
types from Robin Hood. 

WP 
30 

C1 
40 

Skills Careers 
Disarm Soldier 
Dodge Blow 
Ride-Horse 
SL: Battle Tongue 
SpW: Bastard Sword 
Street Fighting 
Strike Mighty Blow 

Fel 
35 

S 
3 

Dex 
29 

Men-at-arms have mail coats, shields and 
bastard swords; they may also be optionally 
equipped with light crossbows or spears. 
Men-at-arms also suffer from Non-luck 
which works like the Luck skill but affects 
the man's opponent in a battle. 

SIR GUY OF GISBURNE 

Gisburne may be found in the Robin i ' the 
Hood campaign section of Robin Hood. he 
is one of the principal characters in the 
Nottingham area as far as outlaws are 
concerned. Sir Guy comes from Lancashire 
originally and is a young knight with no 
land, but quite a bit of power under the 
Sheriff of Nottingham. He enjoys 
tournaments and women, but gets on very 
poorly with common folk. 

T 
3 

I 
1 

Xnt 
29 

Dex ( I I Ld I Int ( CI I WP I Fel 

WP 
29 

Ld 
29 

C1 
29 

Skills Careers 
Blather Noble 
Charm Free Lance 
Disarm 
Dodge Blow 
Etiquette 
Gamble 
Heraldry 
Hunt Game 
Luck 
ReadIWrite 
Ride - Horse 
SL: Battle Tongue 
SpW: Lance 
SpW: Parrying Weapon 
Strike Mighty Blow 
Strike to Injure 
Strike to Stun 
Wit 

W 
7 

Fel 
29 

Sir Guy has a fine horse and an excellent 
suit of mail which cwer all areas even his 
handsd. He also wears a steel casque helm 
and bears a metal and wood shield 
emblazoned with his own device. He will 
have a number of valuable objects with him, 
including some money, a handsome sword, 
buckles and clasps etc. 

I ] A  
3 0 1 1  

Znspimtion for this adventure must be 
credited to the W series Robin of Sherwood, 
a HW/Goldcrest production; and also to 
Beowulf, in the verse translation by Michael 
Alexander for Penguin Classics. 

Graham Staplehurst 
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b y  Simon Nicholson 
7%~.  ~roblc~ lar/)l u ~ b o  urar3cJ.s lies 6,s i f t h e j ~  ztlerc. silk.. . The curzrtitzg priest u ~ h f ~  
.schetrrcs hetrerrth his sitrile.. The tr~.acheru)rrs dorlf>lt.-r/ealittgs (qhigh-ranking 
c?fj*i'cirlls, strz~gglit~g to strij! a t  the to*. . . TI3eJ)lots ~ i t l d  counterplots of ar~zbitious 
Corlrtiers. ~:)litzg,fr)r the Kitzg kfcffirl~orrr:. . 

'l'hcse ide;ls are common in literature: \vould be to plot against his enemies, 
the reader hecomes involved with the hoping to destroy them first. And he  

' 

s l~ould  plot against his superiors too, just 

Although the nobleman will treat the 
P<:s with politeness and dignity, he  will 

Game kvorlds cat1 differ greatly. but :llniost certainly consider theni 
there is :11\v:1ys a ruling cl;tss o r  group. expendable. Rewards of money o r  power 
Most fnnt;~s!. worlds use the medieval are small: the ~ i o h l e  does not want the 
feudal system. kvith all pow8rr originating P<:s getting any ideas above their station. 
from :I monarch or  1;nlperor. Inventive However, while in his employ they live 
G;~memasters can albvays create their well, eat well and dress lvell. He will 
ohvn strange govcrnn~ent;~l  forms, o r  give them temporary positions of power 
steal from fantasy novels. It is :unlongst ;IS serv:lnts o r  minor officials, perhaps 
the most pou.erfu1 people in the land even pretend they are 'distant relatives' 
that intrigue :lnd conspiracies are o r  'long lost cousins', so  that they may 
common: dis:~grecments c:ln ca t~se  infiltrate the Court ; ~ n d  carry out his 
revolution>, ;~ncl Lvords can stop armies. instr~~ct iot is .  Clever PCs may use this 

Not everyone at <;ourt is a paranoid 
I High Society megalomaniac. ~ o o d ,  loyal n o b ~ e s  may 

~tsk the P<:a to undo the damage of an 
Ho\\ .  your pl;~!.ers become involved witli e\,il courtier o r  foil the plans of 21 

such eminent people depencts upon your usurper. The archetypal and eponymous 
g;imc. ;md c;lmpaign. It is ~ ~ n l i k e l y  that s\vashl>~~cklers The Three :Musketeers 
the pl;lyer characters are noble. l ~ t  the! became entangled in the intrigue of the 
1i1:1y I~ ; IL ' c  performed some service o r  French (:ourt in  this way. 
di~t!. \\ llich cIeser\.es re\v;ird. 1.owly adventurers may be a little out 

ticquiring power is one  thing: o f  pl;lcc amongst the aristocracy. For a 
holding o n  to it is ;cnotIier. Consicier the st;lrt, they are probably unfmil iar  with 
position of :I nohlem;ln at (:ourt. 'I'hcrc social etiquette o r  diplonlatic protocol. 
are ;llw;tys inferiors. rivals : ~ n d  soci:~l 'l'his could be embarrassing and 
climl)ers \\.lie \vould love to be in his potcnti;~lly dangerous. It's all very well 
shoes. He kno\vs th;~t  someone I ~ I L I S ~  be being ;iblq to decapitate a dragon witli 
~llottillg llis 1111 - 110~v will it i>e? ti one  blo\v, but what about dancing a 
sc;lnd;ll? U'ill they inlplicnc llini in a)tiie minuet? The PCs may find themselves 
reill o r  imaginary act of treason against expelled, demoted, imprisoned o r  
the King? Or will the). conspire ~ v i t h  executed simply because they did not 
other. more po~verful courtiers? If the b o ~ v  correctly to ;I foreign ambassador. If 
noblem;m is actually involved in some they are insulting, they may be 
secret intrigue - an a fk~i r  \\.it11 the ,. challenged to :I duel. It should not take 
Queen,  for ex:unplc - then he has all the them long to discover that a Cpurt cxn 

I more to lvorry about. A natural re;~ction be deadlier than a dungeon ... 
I 

~ 
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) Yes, Minister.. . 
ed to be of noble birth to 

which are considered too 

minister is Grima 

similar structures of 
Just as courtiers 
truggle for love and 

d this can lead to 
as internal, intrigue. 

glike these can be 

Mot iva t ion  deceive the King in some manner, saying 
that her life devended on it? Whilst their 

How do you get the players interested in 
the affairs of Kings and Ministers? Rather 
than making them feel obliged to take 
part in your intrigue scenario, you can 
motivate them through the use of 
character ties and loyalties. Some typical 
devices are: 

Zndivjdual Aims - All characters 
wish to achieve something, even if this is 
only the acquisition of wealth, love and 
knowledge. They may also have a 
personal code which governs how those 
aims are achieved. A knight, for example, 
would seek fame and recognition 
through his personal code of chivalry 
and valour. Regular White Dwarf readers 
will already know how to create 
character backgrounds and goals. Use the 
PCs' aims to involve them more deeply 
in a situation. 

Allegiance - The character obeys the 
commands of a king, noble, ruler or 
superior. This can be interesting when 
the character is ordered to do some- 
thing against his personal moral code 
and a crisis of conscience arises as a 
result. Or the PCs are given opposing 
orders by different superiors, with heavy 
punishment for failing to obey either. 
They should have a tough time deciding 

Not everybody at court is a 
paranoid Megalomania. 

whose orders are most important, and it 
may be necessary for them to pretend 
they have obeyed.. . 

Achilles Heel - The character has a 
weakness. Anything from a fear of 
spiders to excessive alcoholism may be 
used as a weapon by an enemy or rival. 
Again, weaknesses will depend on the 
character's background, and the GM can 
design certain situations around a 
weakness. 

Loyalty - The characters are loyal 
towards certain persons, and may obey 
unofficial or unsanctioned orders from 
that person. If the person is threatened 
or endangered, the characters will help 
of their own accord. This can present 
some interesting problems - what if the 
King's mistress were to ask the PCs to 

allegiances wohd be to the mon-arch 
first and foremost, they may feel a 
greater loyalty towards his mistress. 
Surely it won't hurt to.. .? And besides, 
anyone who tells the King that they 
think his mistress is a traitor deserves to 
be executed. 

Rivalry - The characters have a rival 
in some task or mission, or they 
compete for love, attention or 
responsibility. Rivals needn't be enemies 
- they probably have the same goals and 
morals - but that doesn't stop them 
trying to outdo each other. 

Enmjty - The character has a sworn 
enemy. Arch enemies have become very 
popular in roleplaying games, but don't 
ignore the other possibilities. A close 
friend may really be plotting the char- 
acter's downfall, or feeding him false 
information. Simply by supporting 
somebody, the PCs will make enemies 
and allies. Allies may quickly become 
enemies if the PCs lose power or 
influence. Supporting the underdog is 
laudable but only if you can afford to do 
SO. 

The best enemies are clever and 
resourceful. They use subtlety and 
intrigue to achieve their ends. Morgana 
in Arthurian legend is magically 
powerful, but doesn't blast her enemies 
with fireballs. All that wasted energy! A 
word here, an untruth there, and 
enemies are too busy fighting each other 
to worry about her next move.. . 

Responsibility - The character 
holds a position of power which 
requires certain actions and beliefs. In 
RuneQuest, for example, characters can 
join one of a number of cults. They are 
expected to uphold the aims and beliefs 
of the cult, even if this means personal 
risk. Members of rival cults are 
automatically enemies. 

Personal aims can conflict with 
responsibilities. In Gene Wolfe's Book of 
the New Sun, Severian the Torturer falls 
in love with a 'client' and lets her die. He 
is exiled by his guild because the woman 
was supposed to die slowly and 
painfully. The honour of the Torturers' 
Guild is stained by his actions. 
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Love - This is a difficult one to run, 
as it depends heavily on the roleplaying 
ability of your players. The love affair of 
two NPCs can have interesting 
repercussions, however, as in Romeo and 
Juliet. Perhaps a noble, desperate to 
impress a young lady, hires adventurers 
to fake kidnappings and holdups. The 
noble naturally 'comes to the rescue' 
every time.. . 

Tradition - Its own raison d'etre, 
tradition continues because it is 
traditional. Strange laws and customs 
may be invoked for no reason other than 
that they have always been invoked. 
Mervyn Peake's Titus Groan, 
Gbrmengbast and Titus Alone describe a 
vast castle-realm so steeped in tradition 
that it crumbles under the weight: the 
young ruler inevitably rebels. 

If somebody were to break with a 
strong tradition they would be blamed 
for all subsequent evils and disasters that 
befell the kingdom, regardless of the real 
reasons. Michael Moorcock's Elric is 
accused for the downfall of Melnibon? 
in this way. 

Tradition is a useful tool for the 
clever. Reviving old forgotten customs 
may allow you to manipulate people 
normally beyond your control. Perhaps 
there is a custom which requires a 
pilgrimage by a noble through dangerous 
wilderness. Maybe 'it is written that' one 
of the King's High Counsellors must be a 
commoner, or &at the King must spend 
one day of every year amongst his 
people. The possibilities are truly 
endless, and can be used to great effect. 

What A Tangled 
Web We Weave 

It is important that you treat the PCs as 
individuals rather than 'the party' when 
running games of intrigue. Many 
adventures regard the party as a single- 
minded, single-purpose creature with 
many abilities, and while this is suitable 
in most cases it doesn't really work 
when the PCs have different motives and 
aims. They may even turn against each 
other, so try to get the players interacting 
as characters rather than as players. 

Remember, intrigue depends heavily 

on NPCs. Graeme Davis' article A Cast 
of Thousands (WD77) detailed some 
good techniques for using NPCs. You 
should aim to make NPCs as important 
as PCs. Don't try to create an entire 
court; just choose and detail a few 
important characters. You don't need to 
be a good actor (or even a bad actor) to 
roleplay them convincingly. Simply 
calculate what they would do in the 
situation and, like the characters in 
books, they will become real through 
their actions. 

Obviously, there are some games 
more suitable for intrigue than others. 
RuneQuest has its cults and guilds, and 
there is a chance for PCs to be nobles. 
Pendragon is about King Arthur's court, 
and naturally lends itself to intrigue. 
Paranoia has the characters belonging to 
service groups and secret societies while 
trying to serve the Computer and please 
High Programmers! Considering it is 
only a 'fun' game, Paranoia has a lot 
more going for it than some serious 
games. 

So, you have managed to involve 
your players with the plots and 
counterplots. Now they have to start 
dealing with important matters - staying 
alive, for example. If the matter is of an 
'intimate' nature then a noble with con- 
tacts can ask the Thieves' or Assassins' 

You don't need to be of 
Noble Birth to enjoy wealth 

and power.- 

Guilds to undertake a mission. For a 
percentage, the Guilds will accept 
missions on behalf of members. And 
then there are always these ways of 
dealing with 'important matters': 

Spying - The PC must discover and 
report on the actions of another. Nobles 
will pay good money for rumours and 
secret information.. . that is, unless they 
can hire some adventurer for a pittance. 
Usually, the spy will be expected to find 
some evidence that leads to blackmail or 
imprisonment. The spy will spend time 

Reviving old customs may 
allow you to manipulate 
people normally beyond 

your control. 

gaining the victim's confidence, but it 
may be necessary to trick the victim to 
obtain information. Perhaps a foreign 
envoy is passing through Court, carrying 
important documents of negotiation. 
The spy might try to drug the envoy's 
drink, in which case he will have to 
beware the tables are not turned - 
perhaps literally, as a clever envoy might 
switch the drinks.. . 

Rulers will have their own secret 
police organisations, watching out for 
spies. Very insecure rulers may call in 
adventurers to spy on moles in the secret 
police. 

There is no limit to what spies must 
endure. The Chevalier D'Eon, Louis XV's 
favourite spy and an expert swordsman, 
was required to spend much of his life 
dressed as a woman! In the course of 
duty he was tricked, ridiculed, betrayed, 
poisoned with opium, and accused of 
insanity. He found it necessary to keep 
eight pistols, four muskets and two 
sabres in his room.. . 

Impersonation - The PC must 
impersonate somebody important and 
use the attendant power to someone 
else's ends. A disguise might be 
necessary, but the PC could still be 
unmasked by proof of the deception, a 
close friend, or the PC's lack of 
knowledge. In the 18th century a man 
turned up in Moscow calling himself 
Montmorency, the French King's 
minister. He lived well for several days 
before it was discovered he was 
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really a wig-maker from Saint- Honore. 
Many stories have been based on the 

idea of a doppelganger, a person who 
looks exactly like somebody else. Maybe 
Wilmost Croak, a thief, bears a remark- 
able resemblance to Prince Edgar - and 
Edgar's arch-enemy has found out. 
Something along the lines of The 
Prisoner of Zenda might follow. Of 
course, if Prince Edgar found out first 
then Wilmost might not be so lucky. The 
Dumas classic The Man in the Iron Mask 
is based on fact.. . 

even be fought in somebody's name - 
to uphold the honour of a lady, for 
example. 

First a challenge is issued by the 
injured party and to turn this down is a 
certain way of losing honour and 
respect. The injured party also has 
choice of weapons. Each duellist 
appoints a second, who fights if the 
duellist is taken ill. The authorities are 
informed - duelling was legal for a long 
time - the place and time arranged, and 
qualified referee and witnesses agreed 
upon to ensure fair play. 

accused of treason and chased by the 
King's Guard. There just isn't any justice 
in the world. 

Intrigue And Magic 

Magical divination and detection spells 
take on a new importance if you 
consider how they might be used at 
Court. Aristocrats would carry charms of 
protection and resistance, and all 
important business would have to be 
conducted in 'magic proof' chambers. If 
magic was very common then magic- 

SO YOU have managed to ~t is likely that a PC could be tricked US& might be  employed specificdly to 

involve your players with into duelling with an expert swords- protect the nobility. The King would 
man. perhaps a nobleman will appoint a have to be resistant to magic to defend 

the plots and ~O~llter-~lOtS. caoable PC as his second. then feign against an attack from afar. 

Niw they have to illness! Remember that the more 
' 

powerful ministers and aristocrats are Religious magic is another problem. 
dealing with important above the suspicion of dishonour, and Kings are said to be chosen by the Gods, 

anyone who challenged them would be so perhaps the nobility are naturally 
laughed out of Court. magic-resistant. The Churches would 

certainly support this claim - if the King 
Framing - It's all Very well Spying On Violence - Assassination, robbery, is a mortal chosen by the he must 

somebody, but what if they are torture, abduction: all of those things at be made head of the Churches. with a 
innocent? The PC will just have to which adventurers excel. might be King at their head, Churches would gain 
perform some foul deed, leaving enough fighting to help somebody, of course, or more power over the land, of 
incriminating evidence of someone else's performing the routine rescue missions. course ,in,, the would be subject 
misdeeds. A noble might hire If, like DIArtagnan, they are trying to put to church rules... 
adventurers to attack him, making it look right some evil perpetrated by a High 
like the work of an enemy. Counsellor, they might find them-selves Conflict 

Slander - Though not as drastic as 
falsely implicating someone, slander can 
just as easily destroy a person's 

In the course of he was For a game to be challenging, there must 

reputation. Spreading rumours is the best tricked, ridiculed, betrayed, be conflict. m e  most common form of 
way to start. No matter how petty or poisoned with opium, and roleplaying conflict is combat, where the 

ridicul-ous they may sound, they will possibility of character death provides 

sow the seeds of doubt. A lie or three in the thrills. Although exciting, combat 

the rieht ears will ensure that the doubt can become boring if used repeatedly. 

spreadYs. People will always believe what 
they like to hear. With a little 
Machiavellian precision, the victim will 
lose so many friends and allies that he 
will no longer pose a threat. The extent 
of a such a campaign of whispers will 
depend on the ruthlessness of the 
perpetrator(s). 

Duelling - As a method of settling 
arguments duels do not require 
strenuous logic or reason. Depending on 
the mood, courage and stupidity of the 
participants, duels can be fought to the 
death or to first blood. In the latter, the 
winner was the first to inflict a wound 
on his opponent. Duels are serious 
matters, and have to be carried out with 
strict observance of the rules. The 
original duel was of course the joust, 
which had its own rules. Jousts could 

This article should have given you 
some ideas for non-violent conflict. If 
their characters become involved in 
intrigue and make (and carry out) 
decisions, the players are encouraged to 
roleplay. Let them acquire fancy titles, 
and get them to write letters of intrigue 
to other characters. Don't, on the other 
hand try to come up with the game 
equivalent of Graves' I, Claudius or 
Peake's Titus Groan, or your game will 
collapse under a pile of sub-plots. And 
don't try anything unless you think it's 
going to be fun! 

I know you'll agree with me. You see, I 
know all about you and - oh please, call 
it persuasion.. . Blackmail is such an 

Simon Nicholson 
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From the pages of DRAGON" Magazine, SNARFQUEST" The Book is the epic comic- 
strip tale of a quest for wealth, power and all that other good stuff, written, conceived and 

illustrated by Larry Elmore. This mighty volume follows the adventures of Snarf as he 
embarks upon 'The Quest for the Crown' - a quest that takes him from his quiet home 

village of Zeetville and through a strange fantasy world populated by time-jumping mages, 
gagglezoomers, vegetarian death leeches and polymorphed princes. 

SNARFQUEST is a trademark owned b Lany Elmore and used under licence. 
DRAGON is a trademark of TSR Inc. All hghts Resewed. a1987 TSR UK Limited. 
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HAS PERFORMED Z E  MOST HEROIC 
DEEDS VlLL BECOME - 

Snarfenja De'Gottago (Snarf) 

AC by armour type; MV 12"; 4th-level fighter; hp 
23; #AT 1; Drng by weapon type; SA revolver; SD 
+2 on all saving throws from extraordinary luck, 
surprised on 1 in 6 due to keen hearing and sense of 
smell; S 12, I 14, W 10, D 13, C 12, Ch 12; AL N. 

Snarf is a particularly clever Zeetvah, one of a 
unique race of demi-humans with large ears shaped 
like bat wings and a long snout. His basic goals in 
life are to get wealth and power. Snarf has a 
backpack of holding that functions as a bag of 
holding of the largest size. His usual adventuring 
gear consists of scale mail armour and a long 
sword. He also has a six shot revolver which he 
acquired from the castle of Suthaze. Snarf uses the 
revolver in desperation only. Finally Snarf owns a 
small interstellar spaceship of undefined power. 

1 

SNARFQUESTTM The Book 
is available from better book 
and hobby shops, or in case 
of difficulty contact: 

TSR UK Limited 

Rathrnore Road 
CAMBRIDGE 
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Worlds of adventure and 
excitement in the role-playing 
system of the future. 

Even before the night had fallen, they came back; hordes of 
mutated creatures, demons and ghosts, armed with rifles and gre- 
nades by their master, the insane sorcerer Black Wolf. Teinquerion 
watched his friend ready another arrow and take aim at the closest 
mutant; for nearly two days now, they had fought back attack after 
attack on this lonely crag of rock, and the elf still did not show any 
signs of fatigue. Teinquerion, human by birth and fighter by trade, 
thought back on all the fiends he had vanquished in his life. He 
remembered the giants that had raided his homeland, smashing 
entire houses with their bare hands, the wars between the Free 
States, the soldiers who fought with steel and the merchants who 
fought with gold, the witch-king he had defeated in single combat, 
and so many others. He had fought all his life, against swords and 
against spells ... and now against machines. An elf screamed to his 
left, flung off the crag by machine gun fire, dead before he hit the 
ground; hiddeous creatures threw themselves on him, swinging 
blood encrusted axes and maces. Teinquerion blocked the first 
one's blow, and riposted with his longsword, slashing deep in the 
mutated flesh; the creature howled, falling on his comerades who 
were still scaling up the crag. As the elves fought on and the 
mutants fell back, Teinquerion began to hope that he might live to 
see another day, in the grim world of %irplnnb. . . 

The gigantic worm shaped creature drunkenly slithered forward, 

dripping toxic slime as it reared its tentacled head towards Father 
Vicente. A deep throbbing sound came from it, followed by the 

translator's metallic voice: "Explain to me again exactly what it is 

you mean by immaculate conception, priest-human." Father 

Vicente stepped back, trying to avoid the noxious amonia vapours 

the thing was releasing; he had been given poor assignments by 

the New Vatican cardinals, but never quite so bad. Nevertheless, 

alliance with these creatures would give the Holy Empire enough 
power to defeat the imperial cities of earth, and free thousands of 

star systems. He somehow had to convince this alien monster that 

Pope Catherine represents God in the universe, and siding with her 

would mean glory not only in this world but in heaven; Father 

Vicente struggled to find the right words. "It's something like that, 

the Holy Spirit is ..." Father Vicente never finished his sentence, as 

the salvoof nuclear missiles hit his shipvaporiz~ng him and the Out- 

worlder ambassador. Thousands of miles away, aboard a strike 

cruiser of the imperial city of Tucsan, an officer grinned as the sen- 

sors reported a direct hit. There would be no negotiations this time; 

New Vatican would have to fight alone against the might of 

IMPERIAL EARTH... 

K Society, Games Division, PO. Box 702554, Tulsa, OK 741 70, or call (91 8) 663-4854. 



CHARACTER ADVANCEMENT IN WARHAMMER FANTASY 
ROLEPLAY 

"Y 

GRAEME DAVIS 

Along with Fate Points (discussed last issue), character 
advancement seems to be the area of the Warhammer 
Fantasy Roleplay rules which people have some trouble 
coming to grips with - at any rate, we've had more letters 
about character advancement than any other rules query. This 
is an attempt to clarify matters. 

Characters collect experience points, which they trade in 
(normally in blocks of 100 EPs at a time) to buy skills and 
characteristic advances from the advance schemes of their 
current career, or to change from their current scheme to a 

, new career. I'll go through this bit by bit, covering the most 
common questions that we've had. 

A 
-EXPERIENCE POINTS 
Awarding Experience Points 
Experience Points are the basic currency which makes the 
character advance system work. A number of people who 
have had trouble working out how many experience points 
to award in any given situation, in the absence of any hard- 
and-fast mechanical system like the xp values in DCDADCD 
When we were designing the game, we deliberately steered 
away from this kind of mechanism for two reasons: 

First, we wanted to allow the GM the freedom to reward 
good roleplaying and bright ideas, rather than having 
experience tied inextricably to combat; 

Second, we wanted to avoid the kind of situation which we 
had all seen in other games, where a character thinks 'Hmm. 
I need 10 experience points to reach the next level. Those 
two peasants over there are worth 7 xp each. Where's my 
sword?' If experience is too firmly linked to combat, then 
people will tend to prefer violent options because they don't 
get experience - or not as much experience - for anything 
else. 

Following the notes on pp90-91 of the WFRP rule book and 
using published adventures such as The Enemy Within, 
Shadows Over Bogenhafen and Night of Blood (WD 87) as 
examples, you should have little trouble in breaking your 
own adventures down into major and minor objectives, and 
from here it is fairly straightforward to decide how many EPs 
to award for each objective. In addition to experience award- 
ed for achieving objectives, you should never be afraid to 
award a few extra points for good roleplaying and good ideas 
along the way, or to deduct a few for acting out of character 
or making idiotic mistakes. After a couple of games, you will 
soon develop a 'feel' for how much experience to award in a 
particular situation. 

Spending Experience Points 
Experience Points in WFRP can be used for four things: 
characteristic advances, acquiring skills, changing careers, and 
- in the case of spellcasters - acquiring spells. 

. THE ADVANCE SCHEME 
One of the things a character can do with experience points 
is increase a characteristic on his current advance scheme. An 
advance costs 100 EPs, and the scale of the advance depends 
on the characteristic involved. 

Characteristics which are on a percentile scale - Weapon Skill 
(WS), Ballistic Skill (BS), Initiative (I), Dexterity (Dex), 
Leadership (Ld), Intelligence (Int), Cool (Cl), Will Power 
(WP) and Fellowship (Fel) - are increased 10 points at a time; 
100 EPs buys a 10-point increase. 

Other characteristics - Movement (M), Strength (S), Toughness 
(T), Wounds (W) and Attacks (A) are increased 1 point at a 
time; 100 EPs buys a 1-point increase. 

A characteristic must be on the advance scheme for the 
character's current career before it can be increased. 

Problems arise with multiple advances for a single character- 
istic in more than one career. Clem Shirestock (the sample 
character used all the way through the rule book) gets +10 
WS as an Outrider. If he becomes, say, a Scout later on, the 
advance scheme has +20 WS. Does he have to pay 100 EPs 
again for the +10 before he can take the +20? The answer to 
this is no. A character only pays for advances which actually 
increase a characteristic. Similarly, if a character moves into a 
career whose advance scheme includes an advance which has 
already been taken (for example, the + 1 S in the advance 
schemes for both Outrider and Scout), the characteristic 
cannot be advanced further in this career, and the character 
does not spend any EPs on that characteristic. 

Having got + 10 WS from his Outrider career (taking his WS 
score from 28 to 38), Clem becomes a Scout, which has +20 
WS on the advance scheme. Does this mean that he can 
increase his WS by 20 points in this career? Again, the 
answer is no. The figures on the advance scheme represent 
the maximum increase over the starting score which can be 
gained by following that career. So, as a Scout, Clem can 
increase his WS to a maximum of 48. 

SKILLS 
A character starts the game with all the skills listed for the 
first career. Like the free advance, this reflects the fact that 
the character has been in this career for a while, and has 
already gained some of the benefits from it. 

Skills from the second and subsequent careers must be 
bought with EPs, at the cost of 100 EPs per skill. The time 
spent training to acquire a skill is up to your campaign. 
According to your style of play, you may decide that a 
character can learn a skill between adventures, or that he 
must spend several weeks of game time learning and training. 
Choose whichever suits you and your players best. 

A character doesn't have to obtain the skills for a career 
before he moves into it. The trappings are another matter. 
Skills are acquired during the career in the same way as 
characteristic advances. They are not obtained beforehand 
like trappings. It's a matter of common sense really - you 
need blacksmithing tools in order to become a blacksmith for 
example, and you can't work as a blacksmith without them. 
On the other hand, you will only pick up the relevant skills 
as you work at the job. 

TRAPPINGS 
In order to move to a second or subsequent career, a 
character always has to acquire the necessary trappings. In 
some cases, the listed trappings can take quite a bit of effort 
to obtain - a ship and crew for the Sea Captain, for example, 
or trading capital of 2500 Gold Crowns for the Merchant. In 
these cases, you may (as the GM) rule that it is not necessary 
to obtain all the trappings, although a character may have 
trouble making a living as a Sea Captain without a ship! As 

Illustrated by John Blanche 
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always, you can alter or ignore any rules you like to make the 
game fit with the group's style of play. 

CAREER CHANGES 
You always pay 100 EPs to change a career. The only 
exception to this is in the case of spellcasters, who are 
covered later on. 

In some cases, you have to complete the career (ie take every 
advance from the advance scheme and acquire all the listed 
skills) before you move on to another career. In others you 
don't have to stay in a career any longer than it takes you to 
earn the 100 EPs necessary to move on. As a rule of thumb, 
where the second career is a logical extension of the first (eg 
Artisan from Artisan's Apprentice, Sergeant from Soldier or 
Mercenary, Physician from Physician's Student), it is necessary 
to complete the first career before moving on to the second. 
In other cases, such as moving from Boatman to Outlaw, it is 
not necessary to complete the first career; the character can 
move on as soon as he has acquired as many skills and 
advances as he wants and accumulated the 100 EPs necessary 
to change careers. 

There are four options open to a character who wishes to 
change careers: 

1. Take one of the listed Career Exits for the current career 
(this may involve completing the old career first); 

2. Move to a basic career of the player's choice within the 
same career class (Warrior, Ranger, Rogue, Academic); 

3. Make one roll on the Career Chart (WFRP p18) for another 
career class of the player's choice. 

4 Choose a basic career from another career class - this 
costs 200 EP. 

.NOBLES - A SPECIAL CASEo 
The inclusion of the Noble in the list of basic careers has led 
to a couple of problems. In theory, it should be a basic 
career, since it is possible for a character to be born into a 
noble family. However some special rules are needed to cover 
non-noble characters becoming Nobles. At present, any 
Warrior may become a Noble at a cost of 100 EPs - even a 
Labourer or a Pit Fighter - and it seems more reasonable to 
suggest that Nobles should be an exception to options 2 and 
3 above. Using option 2, a Warrior character may not choose 
to become a Noble, and in option 3, a result which indicates 
that a character has moved to the Noble career should be 
rerolled. 

I would suggest that characters who are not born into thk 
nobility (ie those who don't have Noble as their first career) 
cannot later become Nobles unless they are elevated to the 
nobility by the Emperor, the local Grand Duke or someone in 
a comparable position of authority. This should happen only 
rarely, and only in recognition of great deeds. 

SPELLCASTERS . 
Spellcasters are also a special case, and pay more to ascend 
the various levels of their profession (see the tables on WFRP 
pp1361149). In addition to skills and career changes, spell- 
casters also spend EPs on learning spells, as explained on 
pp136-71149. The notes on acquiring spells are fairly self- 
explanatory, and do not need expanding on here. In all other 
respects, character advancement for spellcasters is the same as 
for other careers. 

Career advances are just a matter of common sense. And, as 
with all the rules for Warhammer Fantasy Roleplay, you are 
free to come up with any amendments or additions to the 
rules you like. If you end up with a system that you're happy 
with, and that your players are happy with, that's all that 
matters at the end of the day. 
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The changes made to Advanced 
Dungeons C Dragons in the Unearthed 
Arcana volume are now definitely 
affecting the way the game is played. 
Even though most reactions to UA are 
negative and critical, the rules changes 
are altering game play - thus, one of my 
own GMs thinks the book is a real 
stinker, but he still allows players to use 
new spells in the book. My experience 
is that bits and pieces of UA rules are 
affecting almost all AD&D campaigns 
these days. Add to this the fact that 
TSR's modules and game accessories 
will now be tailored to fit UA rules 
changes and it's plain that the book 
cannot be ignored any longer. 

Without doubt some UA revisions 
are badly thought-out and obviously 
destructive to game balance. So, on the 
reasonable assumption that no-one plays 
AD&D by all the rules in the books (for 
example, I've never seen any group use 
the rules for adjusting different weapon 
'to hit' rolls as a function of opponent 
AC), I'm going to try to isolate the key 
areas of UA which cause problems for 
AD&D game logic and balance. Before 
doing this, however, I'd like to get one 
thing straight: I greatly prefer AD&D to 
other RPGs. I'm trying to signpost the 
major problems and give suggestions for 
dealing with them. 

Listing the UA elements which are 
mostly OK helps us to see the key 
problem areas more easily. The new 
spells, new magic items, new weapons 
and the like are mostly fine. If there is 
a problems, it's surely with the intro- 
duction of the new field plate and full 
plate armour types. It's now possible 
for a character without any magic items 
to have an AC of -4, and that is surely 
far too good an AC - quite a bit better 
than your average major devil, in fact. 
The GM's Section of UA tries to wriggle 
off this hook by stating that such stuff 
is rare and usually used by cavaliers and 
paladins, and that it is 'only rarely 
donned by adventuring rangers, 
barbarians and clerics'. Why? These 
armour types weigh little more than 
ordinary plate mail, are actually less 
bulky and, while very expensive, they 
are affordable. Ideal for a dungeon 
bash, and clerics in particular should 
fancy protection this good and strive to 
get it. Cavaliers and paladins notwith- 
standing, GMs would be well advised 
not permit field or full plate in 
campaigns. Without question, GMs 
should never allow PCs to get their 
gauntleted paws on any magical armour 
of this type. 

However, balancing the odd glitch 
like this are related rules revisions 
which make sense. Thieves can now 
wear any armour type; armour better 
than leather will incur penalities to 

thieving functions. Still, the new system 
makes good sense, and if you can get it, 
the superior AC protection afforded by 
elfin chain is probably worth the 
penalties to some thief abilities. I'm 
concentrating on UA problems here, but 
this shouldn't get too one-sided. UA 
lifts an illogical restriction on thieves 
and gives clear rules for their use of 
diverse armour types. 

Progressing beyond this kind of fine 
tuning of AD&D, where there is 
nothing which significantly alters game 
balance (save for the armour problem), 
we find that almost everything worry- 
ing in UA concerns characters, and it 
starts at the very beginning, when you 
grab those six-siders. 

Roll Up! Roll Up! 
Arcana lists a new method for 
generating human PCs (the notorious 
'Method V') in which you just select 
the PC class you fancy, roll lots of dice, 
and if you somehow don't get any 
minimum statistics you need, don't 
worry! You can have them anyway! So, 
goodbye to being delighted that you 
finally made the dice rolls for that 
ranger (or monk, or paladin, or 
whatever) you always wanted, because 
they'll be ten a penny in future. And 
you can be guaranteed of having a 
string of high numbers; a fighter, is it? 
Choose the best three of 9d6 for 
Strength, 8d6 for Constitution, and 7d6 
for Dexterity! You even get the best 
three of 6d6 for Charisma, for heaven's 
sake. In the long run this is going to be 
very destructive to the game; when 
every human PC has a string of 17/18 
scores, no-one is special. Or perhaps 
they might be.. . 

... because very close to the 
beginning, UA tabulates demi-human PC 
class level limits as a function of prime 
requisite scores - in the tables these 
scores are listed up to 22! But don't feel 
inhibited by that. The book says that 
under exceptional circumstances, they 
can go higher than this. This will 
unquestionably stimulate certain players 
into pressurizing their GMs to let their 
PCs have outrageous ability scores - and 
don't forget that, as Legen& and Lore 
makes clear, scores of 19 + mean 
immunity to certain spells, regeneration 
of hit points, and similar over-powered 
consequences. What UA has done is to 
incite the equivalent of Monty Haul 
gaming in the realm of ability scores. 
This is a disaster. GMs should not allow 
19+ ability scores - characters who 
achieve the same may attract the 
attention of demigods or worse who 
may be very offended by such hubris. 
Perhaps just one 19 should be allowed 

for a very high-level PC who has 
performed some great service for a 
deity at great personal risk. Let's face it, 
if 18 is no longer a clear limit and can 
be exceeded by mortal magic, then the 
only possible limit now is 25. We'll 
have PCs with the ability scores of 
gods. Arcana is positively inviting this. 

Yet UA also introduced the 
'minimum starting hit points' rule, so . 
that a first-level PC has at least the 
average (rounded up) hit points for the 
first hit dice. Many GMs have done this 
sort of thing before, of course, but it's 
good that it's official. It bewilders me 
that one can find this sensible rule right 
after the gross Method V. On the latter, 
surely GMs should stick with best-three- 
of-4d6 and allow players to rearrange 
scores as desired, which is common. 

And finally, we now have some 
extra dice to roll, for the pointless new 
attribute of Comeliness. This ultra- 
superficial attribute is only of real 
significance with regard to the rules 
pertaining to the fascinate-like effect of 
high or even mediocre (14 +) Comeli- 
ness scores. The rules for applying this 
are too vague (for deciding how long 
the effect lasts), the threshold for the 
effect is too low, and the rules ignore 
the fact that beauty is in the eye of the 
beholder and that exceptionally 
handsome people can arouse reactions 
of jealousy and dislike in others rather 
than fascination. Comeliness only 
confuses the issue of Charisma further - 
this has always been an amalgam of 
beauty, charm, and forcefulness of 
character. Warhammer Fantasy Role 
Play surely got matters right here with 
the distinction between Leadership and 
Fellowship (general social skills) scores, 
and something like this is surely what 
AD&D needed. GMs should really 
ignore Comeliness, and base initial NPC 
reactions to PCs on Charisma and even 
more on what PCs say, how they say it, 
and the circumstances of the encounter. 

Cavaliers and 
their Chums 
Having dealt with the new races in an 
earlier piece (WD85) I'll only deal with 
the new character classes here. There 
are many problems with them, some of 
which are by no means obvious. 
Although the barbarian has attracted 
most criticism, the cavalier class 
arguably creates more problems. 

The general description of the 
cavalier class appears sound (if over- 
specialized) save that the minimum 
statistics needed are rather excessive - 
for the paladin, now a sub-class of the 
cavalier, they are very high indeed. And 



they will get higher, because alone of 
all classes the cavalier can improve 
ability scores. As each level is gained 
there are fractional improvements to 
Strength, Dexterity and Constitution 
which eventually accumulate to integral 
improvements. I think it's a shame that 
only cavaliers got this bonus, and it 
would have made sense to allow all 
characters to improve key statistics like 
this. Admittedly, the cavalier has to 
exercise, drill, etc, to get this benefit 
but surely the poor old fighter might 
have been allowed to do this as well. 
Why can't other fighter-types learn 
these exercises? Anyway, be that as it 
may, where this system completely falls 
down is in allowing ability scores to 
rise to 18/00 - even is this violates race 
and sex limits. A female elf as a fighter 
is very restricted in maximum level 
attain-able and can have only a 
maximum Strength of 16. As a cavalier 
the same female elf can reach any 
experience level and attain a Strength of 
18/00. This is ridiculous and offends 
'fantasy logic' as well as any sense of 
realism. How come using a lance and 
espousing the code of the cavalier 
suddenly gives our lady elf this 
unlimited expansion over her potential 
as a fighter? Is it reasonable that this 
willowy five-stone elf can attain the 
physical strength of a Schwartzenegger? 
Daft, isn't it? 

The cavalier also comes equipped 
with a range of special abilities and 
protections which seem very arbitary, 
for which no kind of justifying 
explanation is offered, and which seem 
overpowered. The first of these is the 
unique ability of cavaliers of good 
alignments to stay conscious, treat their 
wounds, etc, at negative hit point totals 
when other characters would be out for 
the count. The many problems raised 
by this one ability suggest that the 
implications of this were never thought 
through. first, why only good cavaliers? 
Why should alignment affect what 
looks, on the face of it, to be a clearly 
physical factor of toughness and if it 
isn't, why doesn't UA explain this 
talent? Second, UA states that the 
negative hit point limit at which the 
cavalier can stay conscious corresponds 
to hit point total at first level, and states 
that this is 4-13. Actually, it's 4-17 if one 
takes possible Constitution bonus into 
account. In any case, this goes beyond 
the normal limit at which characters die 
- at -10 hit points! Now this really is 
rather extraordinary, and UA doesn't 
discuss it. I'd hazard a guess that the 
authors simply overlooked this, but it 
really does give the cavalier a 
phenomenal defensive edge. Why? 

Cavaliers get other benefits too. 
They radiate protection from fear 10' 
radius and are themselves immune to 
fear if of good alignment. I think that is 
rather overdoing it and that the effect 
on those around them might well have 
been restricted to certain battle 
situations. They save at + 2 vs illusions 
(now this really is pulling a rabbit out 
of a game designer's hat) and have an 
over-powered 90% resistance to many 
forms of mental magic (surely 50% 
would have been generous). Balancing 
all this is the cavalier's code of conduct 
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- death before dishonour, be a male 
chauvinist pig, that sort of thing. Some 
of the strictures are disadvantageous, 
like armour being a sign of rank and 
forcing the cavalier to stick with his 
plate mail in preference to the + 5 chain 
mail he finds. The GM is rightly urged 
to debit xps if this code of conduct 
isn't adhered to. It seems clear the idea 
is to balance the class' benefits against 
chivalric restrictions. Sadly, it often 
doesn't work like this; players bend the 
rules and the code only gets lip service. 
And since some of the cavalier's 
commandments verge on the suicidal - 
all the stuff about charging the most 

I owerful monsters on sight - it's hard to 
e harsh on a player who doesn't 

observe all the strictures. After all, he 
might fancy gaining a level or two and 
developing the character.. . 

Warhammer Fantasy Roleplay 
surely got matters right ... 

with the distinction between 
Leadership and Fellowship ... 

What we see with the cavalier is a 
largely needless class, pered with 
piecemeal abilities ad cP"3 e on with little 
apparent concern for game logic or 
balance, some of which have implica- 
tions for the whole AD&D game 
system. Some of these are not discussed 
at all, and threaten to make a pig's ear 
of the game. In the unlikely event that I 
would permit a cavalier in a campaign, 
I'd not permit ability advancement, 
functioning at negative hit point totals, 
and I'd have to rethink the saving throw 
bonuses, etc. Other GMs can decide for 
themselves, but one point is worth 
keeping in mind. If you introduce the 
cavalier into a campaign, when the 
special abilities are explained any 
thinking player will ask, 'Why?' And all 
you're going to be able to say is 
'Because the book says so' there 
certainly isn't any game logic involved 
here. 

Pass the Quiche 
The barbarian class has attracted a lot 
of criticism, much of it based on the 
prototype version published in Dragon 
and Imagine. The consensus was that 
the class was too powerful, although 
because of the very, slow level advance- 
ment this point may have been over- 
stated. Checking the statistic bonuses 
again shows that the doubled-up 
Dexterity bonus isn't really so bad since 
it only applies if non-bulky armour is 
worn, which effectively means leather 
(I don't think elfin chain comes in the 
barbarian size). What is too much, 
though, is the monstrous doubled-up 
Constitution bonus, on top of the 
uniquely high base dl2 for hit points. A 
better compromise would have been + 2 
points per die for 15 Con, +4 for 16, 
+ 5 for 17, and + 6 for 18. GMs might 
consider this modification for their own 
campaigns. 

The aligment restrictions on 
barbarians - no Lawful alignments - 
seem to betray only the prejudices of 
the AD&D authors, with their apparent 
predilictions for applying a largefy 
romaticized 'American frontiersman' 
psychology to the game. In point of 
fact, most cultures like those of 
barbarians as described in UA and the 
World of Greyhawk tend to be highly 
cohesive, with strong leaders, powerful 
taboos, and rigid systems of tribal rules, 
rituals, and regulations. Chaos is a 
luxury of self-indulgence unaffordable 
by folk living in harsh and hostile 
environments, even if individuals are 
self-reliant, hunter-gatherer types. 
Barbarians should be of a non-Chaotic 
alignment or, perhaps, unrestricted. 

Rather like the cavalier, the 
barbarian has a range of special abilities 
and talents, but at least in this case one 
can see why. Not that some of them 
aren't distinctly unbalanced - like being 
able to hit creatures which can usually 
be hit only by + 5 or better weapons. 
This does seem to be going too far. But 
the major problems are actually to do 
with NPC barbarians. First, a PC 
barbarian when dealing with other 
barbarians has an effective Charisma 
equal to his normal Charisma plus his 
level of experience. This is highly 
implausible and unbalanced. 

It's unbalanced because there 
appears to be no upper limited to this 
effective Charisma, and indeed UA 
discusses an example where this is 23 
or more. God-like statistics again. 

It's implausible that this effect 
should influence any NPC barbarians, 
especially if they've never heard of the 
PC and are wholly indifferent, or even 
hostile, to the PC's tribe. 

This problem is exacerbated when 
one adds the awesome Charisma of the 
barbarian to the ability, gained at eighth 
level, of summoning an enormous 
barbarian horde to help him out whh 
quests: at least 275 of them for at least 
two months - and many more for a 
longer time at higher levels. It appears 

first level, although the rules on this 
\ that the large bulk of this horde is just 

aren't explicit, and UA forgets to state \ 
just how often the barbarian can do 
this. But the whole idea is preposterous 
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this. But the whole idea is preposterous a definite townie and potentially a nifty the point-blank range could mean that 
in any case. Got a tiresome adventure? cat-burgler - should be unable to the fighter can loose off two arrows at 
Don't bother, just send out for Rent-A- progress in his open locks skill (pretty targets in this range category for an 
Mob and use the Battlesystem. useful for a cat-burglar). And when it average damage of a monstrous 10.8 hp, 
Pointless, isn't it? comes to dungeoneering time, an 441% of the old average damage figure. 

The special talents of the barbarian ordinary thief is going to be preferred And if the fighter has exceptional 
(running, animal handling, etc) seem by any adventuring party that knows strength, this rises to over 500% - that's 
OK, although they could do with being what it's doing, since the thief-acrobat right, a five-fold increase in offensive 
integrated into the proficiency system of makes no progress with the find/ power. And with missile weapons, these 
the Survival Guides in the long- remove traps skills either. Arguably an problems get worse with increasing 
discussed rewrite of the AD&D rule- over-specialized class. experience levels, because weapon 
books. What isn't alright is the way in specialists alone get extra, increased fire 
which restrictions on the barbarian rates. 
have been relaxed in the UA version of Weapon Specialization Of course, a fighter (or ranger) can 
this character class: the use of magic 
and associating with characters who use ' Overkill only be specialized in the use of one 

weapon, but then how many fighters 
it. These restrictions originally gave the use more than one melee and one barbarian class a meaningful cultural Dragon 66 introduced the weapon missile weapon regularly? Any rules identity and balanced the major advan- specialization system which remained revision which doubles, triples, even tages barbarians had over ordinary virtually unchanged in UA. However, in quintuples (or worse) the offensive fighters. The piecemeal, fudged way in Dragon only fighters were allowed 
which these restrictions are lifted is weapon specialization. 'Fighters have powers of fighters must be greatly 
testimony to the failure of the original too long been the last-choice class...'; altering game balance - so either it's too 
conception of the class, which was undeniably so - who would prefer an for PCs now Or it was much 
pretty obvious anyway - what future is ordinary fighter to a ranger, for tof~gh before. The most intriguing thing 
there for a character class suspicious of example? 'Therefore, weapon special- that some designers have 
clerics and openly hostile to magic- ization applies only to fighters, how disastrous weapon specialization is 
users? Even the revisions are badly excluding all sub-classes'. very quickly. In Dragon 66 Gygax 
thought-out: at loth level, barbarians ~f weapon specialization hadn't been informs the reader how the concept 
can use 'most magic items available to so over-the-top, this would have been originated in discussions between 
fighters'. Presumably this means usable good for game balance and a tolerable himself and Len Lakofka, but in issue 
by fighters. What does 'most' mean? rationale could have been given. 104 - probably before the ink had dried 
Which ones can't be used? Slack Cavaliers, rangers and barbarians all on the 'Additions and Corrections' 
attention to relevant detail - we deserve have diverse secondary abilities and pages for UA - Lakofka was penning his 
better than this. skills which need practice, leaving the suggestions for watering down the 

The barbarian class is a stinker, a fighter more time for the intensive weapon specialization rules. One of 
real disaster. Barbarians make good training which weapon specialization these is that if you are going to 
NPCs for sadistic GMs setting up fights obviously requires. So, the whole point experiment with weapon specialization, 
because you can give them ridiculous about weapon specialization was that it introduce the changes a little at a time. 
hit point totals, but that's about the was for fighters only. The UA rules But really, GMs would be much better 
limit of their usefulness. Mind you, GMs promptly permitted cavaliers and not allowing them at all. Because if you 
are going to need this sort of 'monster', paladins weapons of choice (a weak do, you will have to increase the 
when we see what weapon specializ- version of weapon specialization) and number of enemies facing the P C ~  to 
tion has done to the game. gave the full benefits of weapon preserve game balance, and your 

specialization to fighters and rangers. SO carefully-learned intuitive feeling for 
Thieves 2nd Acrobats much for logic and consistency. F ~ ~ M Y ,  what is fair combat will be worthless. 

if there was a character class which The specialization rules - particularly 
Without any comment on the change, hardly needed any more advantages, it those pertaining to bows, which are 
UA slipped in a radical rules change for was the ranger. now much more dangerous than 
thieves. Their alignment requirement is But how much difference does anything so puny as a two-handed 
altered from any neutral to any non- weapon specialization actually make? sword - are very dangerously 
good. You missed this? See page 7. This Lots. To show how much, we need a unbalanced and, if a more sensible 
is psychologically implausible and bad simple example - a first-level fighter version of them is developed, it should 
for the game. The system still permits trying to hit one enemy of AC5. We'll be for fighters only. After all, thieves to be Lawful Neutral (the least assume that the fighter has 17 Strength this originally the whole point of credible alignment imaginable) whilst and 16 Dexterity (these assumptions 
eliminating the last possibility for a don't affect the logic, only the specifics, W e a ~ ~ ~ ~ ~ ~ ~ $ ~ ~ ~ a ? i s  surely a 
'steal from the rich, give to the poor' of the examples here). Further, let's 
type, ie Neutral Good. It's bad for the assume that a nonmagical longsword is for 
game because thieves have always been being used against a non-large enemy. discriminating AD&D garners. What was 
objects of suspicion in many parties In the old system, the fighter got one wasn't needed, and 
anyway and this will only make matters attack per round, needed 14 or better the new races and and so much 
worse, making co-operative role-playing (on a d20) to hit, and the damage on a are unnecessary but very 
that much more difficult. A common successful hit was d8 + 1. The average destructive to game very 
(and much better) convention used by damage per round our fighter metes out good to see that most players and GMs 
many garners, which UA would have is 1.925 hp. With specialization, the reject the bulk of UA rules and we 
done well to make official, is that fighter gets 3 attacks per 2 rounds, hits don't have to suffer too many characters 
thieves can be of any non-Lawful on 13 or better, and successful hits do prepared by Method V, with ability 
alignment. That would leave Neutral d8+ 3. The average dama e per round scores of 18 and UP, using weapon 
Good and the obvious Chaotic Good now is 4.50 hp, fully 2348% of the old specialization to dump on everything in 
options available. Result: more co- figure. sight. In the end to use an analogy, 
operative gaming. Now let's consider the same fighter English is not what's in a dictionary but 

There's relatively little to say about using a longbow against enemies rather the living language of most 
thief-acrobats, other than to suggest that closing to melee, so that one short- people. Writers of dictionaries are 
the abilities of the thief-acrobat hardly range and one point-blank shot are eventually forced to accept this and 
warranted the creation of a new sub- possible. By simple calculations like rewrite their books. If they won't, that's 
class. They could surely have been those for the longsword, we find that their problem - but gamers shouldn't be 
added on as extra thief skills; they're previously the average damage per playing bad, unbalanced, rules revisions. 
not special and the thief class isn't round was 2.45 hp but with weapon 
over-powered as it stands. It seems odd specialization it is now 6.80 hp, 278% 
to me that the thief-acrobat - who looks of the old value! W o  enemies within 4 Allan Miles 
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LETTERS . 
1 

Robin Newton, Cambridge (again): It said 
in the Open Box review of Open Box 
(WD88) - an editorial in disguise - that 
quote): 'By definition, if GW publish a 

game or an adventure, or produce a figure 
(or three), it's because we think it's a good 
quality item.' Does this mean that if GW had 
been advertising a game for sale before it was 

1611 8 Low Pavement, ready or had paid IPC a large sum of money 
Nottingham NG17DL to produce some game, GW would just drop 

the game because they felt it was not of high 
enough quality? I think not, somehow. OB 
reviews of GW products are so obviously 
biased that I doubt if anyone would buy the 
products as a result. GW products may be 
good, but the reviews make them out to be 
perfect in every way, suitable for every gamer 
in the country. 

d m ,  Carterton, Oxon: HA, HA, 
HA. You're joking, right? Well, it's 
still funny. You don't honestly expect 

believe, that because a game designer 
feels his game is the best thing since 
Narcissus that it must be true. If this is what 

As always, things went wrong last month. miniatures that could only be used in you believe then why not ask other 

Help start an innocent discussion about companies' designers to review their own roleplaying as the product of some perverse products in the name of elves, budgerigars and their respective and overactive imagination. Wargames 
heredity patterns, and.. . Of course you wouldn't be making games roleplaying at The aims if you didn't think they were profitable.. . er, of the games are 'laughter and sorry, 'worthwhile' - but then neither would Cole (the real one), Perth: This must mass genocide. Roleplaying games have been anyone else! Rather than self-congratulatory be a new achievement: getting a letter criticised for involving gratuitous violence slobberings, shouldn,t a game review enable in WD that I didn't even write! The but a blind eye has been turned to 

n WD88, supposedly from me, is a wargaming. potential buyers to gain an impression of the 
game's themelmechanics or adventure plot? fake.. . Why not have a second opinion from main fear is that decent people be someone who is adversely disposed to the Alex Whittaker, apprentice geneticist: Oh turned away from roleplaying by this and that product. If both reasons for liking and 

,$+ + horridness. an undesirable element will be drawn to 
" Not only do YOU wmpletely fail to roleplaying by the mindless violence, thus disliking a product are 

put my name on my letter, you go the whole killing off any hope of making the hobby biased they are, then the potential buyer 

hog and put the name of the person with acceptable to the British public. would benefit - ever heard of informed 

whom I was disagreeing. choice? Scarey, huh? But then if your goodies 

Ha. Would that you were a man that I are as fab as you think they are then there is 

might take you into the street and mete out Tegrversatory, eh? Hmmm. hshing off to the n O t ~ f l ~ ~ ~ U s t  reviewed my letter I 
your deserts. Chambers 20th Century Dictionary was 

enljghtjng. White Dwarfhas always think it's of high quality, but then 

S, Hucknall, Notts: Stuff genetics. carried the occasional feature about board- I'm biased.. . in favour of quality, of course. 

his game is fantasy! games: even WDl had a feature about a 
boardgame called Warlord, (later to reappear I detect a note of sarcasm there. 

t I mean? Reduced to a 'horridness' as Apocalypse). I don't think White Dwarf The whole purpose of the 'editorial ' was 
for a simple not-so-little mistake. The letter has turned its back on roleplaying. We still to explain the policy behind White Dwarf's 
in WD88from Nigel Cole of Perth was, in publish the odd piece on the topic, you know. reviews. The point was that reviews of GW 
fact, from Alex Whittaker. Apologies to all Not too many, of course, but then that might products would no longer be seen as 
concerned for the error. Seppuku is the only upset the people who read White Dwarf for 'reviews ' in the traditional sense, but as 
way out. all the features about motorbikes, designer's and developer's notes on the 

windsu$ng, photography and hi-fi.. . product. They obviously think that their work 
e: Should White I have to admit that I don't subscribe to is good, and usually they have something 
to do with the distinctions made between boardgames, interesting to say about it. The Chainsaw 
mind if GW churn wargames and roleplaying games. They are Wam'or (WD88), Rogue Trooper and 
the manner of all games, and all can be enjoyable in Slaughter Margin reviews (this issue) all try 

Waddingtons, but WD is a roleplay- different ways. It depends on whether I'm to make validpoints. H m e r ,  they do so 
ing magazine, and one of the original ideas of winning or not. You 've obviously never played without the hpocrisy of trying to appear 
roleplaying was to escape form the Junta and had attacks of 'OK, Gringo.. . ' 'independent ' (whatever that means in this 
restrictions of traditional boardgames. accents ifyou believe that boardgames and context). The intent was to say, in effect, 

wargames don't bring out some serious 'This is our product, here's what we think 
I can't see what the 'formula ' of such diverse roleplaying. However, to castigate wargamers makes it good, this is what's diSferent about 
games as Railway Rivals, Judge Dredd, for mass genocide sounds suspiciously like it.. . ; which is surely the purpose of a rm'ew. 
Kings & Things*, Warrior Kaights, Blood castigating roleplayers for devil worship - a We can't make independent quality judge- 
Bowl and Chainsaw Warrior might be. prejudice getting the better of an argument. ments about our own work, so why bother? 
Unless having boards counts.. . But wait, If you pick up a wargames magazine after Reviewers usually get paid for their work, 
there's more in a similar vein: it has included anything to do with fantasy or so by accepting money do they lose their 

roleplaying you get a feeling of deja vu. independence? 'Independent' rm'ews still 
Hannen, Swinton, Manchester: A Similar arguments are trotted out against the come under the editorial blue pencil at one 
quick glance at the front of your 'undesirable element' that is seen to be stage or another. Surely it's better for us to 
tergiversatory periodical informs me creeping up on decent historical wargamers - actually stand up and say that we're biased, 

that White Dwarfis a 'roleplaying' magazine. the dreaded roleplayers! rather than pretend otherwise? Or maybe 
This is a foul and misleading lie. As to being acceptable, roleplaying has honesty isn't the best policy after all.. . 

Looking through the pages I see adverts made it. Another perjectly good way to be As to the other point, GW - and all other 
for boardgames (roleplaying?) and wargames nonconformist blown, I'm afraid. sensible game companies - do abandon and 
(roleplaying?). There are also adverts for lead And then: rework projects that don't come up to 



LETTERS 

scratch. One badproduct can ruin Sheenagh Antonis, Larne, Northern elicited from your readers in WD86. None of 
reputations, while it takes several good ones Ireland: Why? the people who wrote in to complain seem to 
to make a reputation. Why are men in fantasy art allowed have played the game. Most seem to be 

But sometimes we please some of the to wear plate armour, chainmail, etc, when horrified that such a game should simply 
people some of the time. The rest of the time: women are only allowed the most improbable exist. The question I ask is 'Why?' 

of metal plates which are too miniscule to I myself am an American conservative. I 
make a tin tack? never would have considerd buying Price if it 

Niall Chetwood, Tewkesbury, I can suffer their totally exaggerated wasn't for all your anti-American balderdash 
Gloucestershire: In recent issues of anatomy (after all, look at the men's disguised as distaste for a single game. 
the magazine (ie, 84-88) there have muscles), but the armour is totally illogical. I would like all you Brits to know that we. 

two articles on AD&D and one Yanks are all alike. We believe everything our 
adventure. This is despite the fact that it was government tells us. We are very stupid. We 
the most played adventure system in the Voice of Doom, Glasgow: I'd just like all sit around drinking moonshine whiskey 
recent Readers' Poll. I can't believe that there to say that the main reason many and picking our toes. We believe that the 
is a lack of adventures -for AD&D (or is females don't take up roleplaying is the Rooskies are going to invade tomorrow 
there?), so I can only assume that it is an image which you present. Imagine you were (maybe the day after). We all follow every- 
oversight on the part of the editorial team. a female and you saw an enormous nude thing our President tells us. We are very 
Could anything in the line of an AD&D woman carrying a giant sword plastered stupid. We are all political reactionaries and 
adventure be put in the Dwarf soon? across the front of a scenariolRPG magazine. religious fundamentalists. We are very, very 

You would probably be disgusted and put off stupid. 
by this image of women as the pawns of men. We are all buying The Price of Freedom. 

See the next issue. Is this really up to date with modem ideals? We are playing it until the Rooskies invade 
and we can play it for real. Yes, being an 
American is like playing Paranoia with real Nichol, Thornton Heath, Surrey: I bullets. am pleased to see the cover of WD88 

is graced by the presence of a lady 
totally covered in metal armour. Now Now, please, having balanced the books by 
id White Dwarfdidn't cater for printing these letters, no more on this 

have the mass combat rules. I feared the minority tastes? subject.. . 
roleplaying system would be far too simple And almost to finish: 
and thus leave out far too much detail which, 
in the past, I have found a good thing. One of the problems with overseas distn- 

After purchasing the game I was bution is that it is often a month or two Lewis, Luton, Beds: Keep up the 
impressed by the contents. The background to before the rest of the worldfinds out what has wittyloffensive comments after the 
the world was more than sufficient for my been annoying/provoking the British readers: letters - it makes the Letters Page more 
needs. Overall when I bought the game I was ting to read, and people who make 
satisfied that, at last, I had got value for stupid comments that can only do bad things 
money from Games Workshop. Saudi On for deserve to be slagged off. 

reading the Letters Page of WD86, I 
was slightly disturbed to note that a 

Waddyamean 'at last'? er of English gamers take the view that , Upper Smiddyseat, 
a Spetsnaz platoon parachuting into my back Aberdeenshire: In WD87 the Letters 
yard would be poetic justice. I understand aises the point of your comments 

Then came the nasty surprise when I and share their disgust with games such as a I think Richard Bourke must be 
purchased The I found that The Price of Freedom, Delta Force, etc, but among the minority of your readers. I for one 
this pack yet more background info the backlash is going a bit far. These games sometimes enjoy reading your comments 
rather than adventure material, about ten (and they are only games) were not produced more than the letters. If I had any say in the 
times more. Because of the I by the American people to propagate alarmist matter, then I would rather have more of your 
still rated it overall as quite good, so yet political views among RPG players; they comments and get rid of the totally stupid 
again I Put where my is were produced by companies that believed letters which babble on about balancing 
and bought Shadows over B8genhfen. This that the games would sell. If everyone figures and such like. If you think letters like 
One being from the first pack left ignores them, these games will quietly go these are humourous and provide a good 
me feeling happ  and content, and hoping away, and we Americans can stop booby- interlude, then you must have a pretty weird 
that the standard of Death on the Reik will be trapping our lawns, hiding our V C R ~  and sense of humour. Surely it would be more 
better still anxiously watching the sky. worth your while printing decent comments 

Then came WD's own attempts at about the hobby that people could argue 
scenario aids for WFRP, the first of which I over.. . 
immediately called mediocre. But yet again, dhazi, 'Igylors, South 
the second time an attempt was made I was na: I must express a degree of 
left feeling satisfied to say the least. Night of s wer certain opinions your Unfortunately, there's no real skill in being 
Blood (WD87) was a simple idea that could re been shown to hold by their offensive. Anybody can do it - as the mailbag 
be expanded beyond the normal encounter. A vitriolic tirades not only against certain role- proves every month. As to the general point 
huge thanks to UTD, a neat little idea. playing games but against the peoples of the of comments, letters are chosen so that there 

In future I would like to see a fully US. I must now state for the record that I am is something that needs a reply. That S the 
planned adventure from WD and a an American of mainly HungarianlGermanl sum total of editing the Letters Page each 
reformatting of adventure production from Polish decent, that I am not a deep-South month. 
Games Workshop. redneck, and that I am proud to be a member I think we've had this next bit before, 

of my much maligned society. about Judge Dredd. 
I am also proud to be an Anglophile. 

Among other things, there are a couple of There is much to admire in many nations, but 
large WFRP adventures going through the our allies of two world wars enjoy a special ael Dever, Brentwood, Essex: Lately 
system as this Letters Page is being collated. admiration. ~ h ~ ~ ~ f ~ ~ ~  it saddens me to hear ite Dwarf has been like a scratched 
The boost in the size of the magazine to 80 and read the currently fashionable anti- cord, the same old thing almost 
Pages (haven't You read the editorial yet? I Americanisms from both the UK and France, onth. 'What is it?' you may well ask. 
don't know why I bother) also means extm and it is ironic that G~~~~~ and J ~ ~ ~ ~ ,  our It's Call of Cthulhu! 
flexibility in the pattern of contents. Larger erstwhile foes, seem to hold us in higher 
adventures are just one of the possibilities, regard. 
and Jim Bambra and Phil Gallagher (two- Why do I get the feeling that you can't please 

thirds of the W W  team) are already some of the people some of the time, let alone 

working on a 16page something or other. as Es~osito, Norristown, anything more ambitious.. . 
They won't tell me what it is, though. Pennsylvania: I was quite surprised by 
Hmmm. the uproar that The Price of Freedom Arguments manipulated by Mike Brunton 



Swap MERP, CoC, Runequest and 
supplementslscenariosforanyf~gureslAD&D/Wh~te 
Dwarfs (1-391. ContactCarl, Farnham Common 4105 
after 6pm. 

17YearOldseeksotherFRPGersinSouthamptonarea. 
Contact Shaun 0703 778080after 6pm. 

Experlenced GM seeks players in  the east of 
Southampton. Many games are available. Ring 
Southampton 438649. Given address and/or 
telephonenumber. Serious Roleplayers only. 

HdpGamer (151seeksAD&DplayersinNWCheshire. 
Ring Justin on Kingsley 86549. 

R~leplayersWantedfortheWarhammercampaign~the 
Enemy Within. No experience of the game needed. 
Contact Robert. 99 Lilyhill Rd, Bracknell, Berks. 

AYRSHIRE, KlLWlNNlNG 
Followersof Chaos RPG Club 
Games: WFRP, D&D. 6loodbowl.You bring it-we'llplay 
It 
Time: Elther Tuesdays (7.111 and/or Saturdays 
Place: tba 
Comments: Players & GM's. Novice or Experienced 
14+ 
Contact: Paul 0294 53488 

PETERBOROUGH 

CLASSIFIED 
Ailciassrl~edadsmustbe~re~a,dat the r a t e o f f  40 

The Northern GamersConvention. Sunday 26th 
July. Open 10.30am-5pm. Old Swan Hotel, off 
Ripon Rd, Harrogate. Greatvariety of tradestands 
including Figures, Board & Role Play and 
Computers. Tradeenq. k h n  Elwen0937 842313 

+ VATi15%)perliner orpartthereof, displayadsf2 + 
VAT per /me. On average there are six words 140 
charncleroper1,ne Plea~esendcopyandpaymenrto 
Wh~te Dwerf Small Ads. Games Workshop Oeagn 
Srudm Enf~eld Chnmherc 14 16 Low Pavement 

to Games Worksho~ Ltd. 
White Dwarf ;egrets that i t  cannot be held 

responsible for financial transactions arising from 
small ads. Readers are advised to take appropriate 
precautions beforeparting withanymoney 

BretlonBarbarians 
Games: MERP, Bushido. WFRP& Battle. anything 
Time: Saturdays 9.3Oonwards 
Place: Bretlon Llbrary 
Comments: GM's & femalesplease, All welcome 
Contact: Jason 0773 330804 

encounters etc. BBC tape f 3.95. BBc 40T disc 
€4.95. Chaos Computer Systems, 3 Warren 
Drive, Ifield, Crawley, W Sussex, RHll ODs. AD&Dscenario 10,000 words, f 2.00& large SSAE. 

B P Davies. 1017High Road. London N20OQA. 

SaffmnDreamshadav:tapenowavailable'The Dance 
of Chaos' only €2.50 from N M Groom, 
31 Warnborough Road. Oxford, OX2 6JA. 

BROTHERS IN ARMS 

Tel 54759. 
. 

New Clubstarting 
Games: AD&O, MERP, Dr Who, GH, CoC 
Time: Thursdavs 7-10.30, Fridavs 7-11 Swapconan, MSHRPGand MSHscenaroosfor D&D. 

Paranolaandscenar~osforJDRPG. Parano~aandD&D 
respecttvely Contact S~mon on 01 800 3862 after 
5pm 

Orcs. ogres, humans, demi-humans etc. All 
painted and based to the higheststandard. Send 
£2.50 for sample figure and full details to: 
Brothers in Arms. 70 Northland Carrickfergus, 

Place: Our own clubhouse 
Comments: Would like to contact other groups, 
anybody 13+ welcome 
Contact:Tommy (Wakefield) 271923 

FigureAlloyEasy melt.gooddetall. 10Ibsmakes300 
25mm. C 7 plus £2.80 postage. G V~cary. 4 Barton 
Green, Barton HIII. Brlstol. BS5OAS. Tel557165. Wanted WD 1-15. 21. 23  and all Dragonlance 

merchand~se.ContactPaulJefferson. 13St Nncholas 
St. Norton. Malton, hr Yorkshfre, Y0179AQ. 

Swap Worldof Greyhawk, ExpeR Rulesana Modules 
forany Cftadelboxed setsor songlemontatures. RlngLee 
on061 7908162 

23  Year Old Male, experienced DMiPlayer in  
D&D,AD&Dneeas tojo~nacluborgroun Contact Kev. 
0225 708511.9CanonS~uare. Merksham. Wolts. 

Southportsameoldstory -RPGer (16, ~ntell~gent role- 
plaverljust moved here, looklng for RPGcluborpeople 
tostan one. PhoneJeremy 65597 PLeasel 

MARKET HARBOROUGH 
MHRPG Club . . . . . . . . - - . - - 
Games. Almost all RPGs 
Time. saturdayor Sunday 2-5pm 
Place: P avers homes 

East Kent's Blggest Selection of Games 
Wor~shop & C~taaef proaucts. Computer 

games from f1.99 
Don't belleve us? Come and See1 

Canterbury Software ana Games. 9The Fr~ars. 
Canterourv. 0227 453531 -Closed Mondavs. 

I Secondhandgamesboughtandsold. DMG. PH. 
MM 1&2, FF - t7.45each. TSRAD&D modules, 
MERPscenarios - f2.45eacn. MERPcamoa8qn 

cornmenis: 14+, beginners & girls welcome 
Contact: Matthew, MH33226after 5pm 

LINGFIELD, SURREY 
The Athlau Aliens 
Games: Paranoia, AD&D. Warhammmer, etc 

books - £4.95 each, plus many more new aiid 
used RPG's, magazines, famines, etc. Your 
games taken in part exchange. send Large (A41 
SAE for ful l  pricelist and free fanzlne to: 

Runequest Fanzine Articles, scenarios, etc. Send 1Bp 
stamp and 60p to Pavic Tales, 24  Mullins Close. 
Oakridge, Basingstoke. Hants. RG21 20U. 

Time: at players convenience 
Place P ayers homes 
Comments 12 15years. MIF 
Contact Stuart, Smallfle o 3549 

EverVthingewrpoducedforRQ2forsale, plusmore 
RPGmater~a~.SendlargeSAEforf~llltstto~RGollham, 
21 Moss St. Stoke-onTrent, ST68JL. 

SHREWSBURY 
Shrewsbury's 1st RPG Club 
Games: Any RPG - Suggestions? 
Time: Friday 7-9pm Icanchangel 
Place: 34Sunon Lane. Shrewsbury 
Comments: Subs- 25pnon-member, 15p members, 
£1 mem (12+1 
Contact: Richard Morcombe, SHREW 66923 

Spells, potions, relics,quests,gods, demonsand 
much, much more At last swords and sorcery 
withthatextrasomething.ThehottestnewPBM 
of 1987?Speciallimitedoffer-stanuppackage 
- Instruction booklet, primitive map and three 
turns, € 5lnormally f7.501.Turns €1.60(overseas 
adventurers wrlte for details). Cheque or PO 
payable to Newty Games. Railway Cottage, 

31 Year Old (venerable or senile?) seeks 'local' 
intel lgenr AD&D or MERP campaign to play at 
weekends. PhoneJeff01 4279658fN NWLondonl. ForSaleOver350pa1ntedf1guressu1tableformostFRP 

games E75lotono R#ngCra1g0226757412wen1ngs. 

s 
Not~cesarefreeup fonmel~neslength, tfdrawnup to 
standardformatllocat~on, name, games, tlme, place, 
comments, contact) Extral1nescostE140 + VATper 
Irne 

BoredWnhHack&KnackDungeons?Originalideasfor 
Fantasy role playtng games. sen0 SAE to PO Box 59. 
Kldderm~nster. Worcs. DYlO lL,. 

-.. ----- 
The 2-Players NeededClub 
Games: MERP, Paranoia. RQ. JD, NO D&D! 
Time:Sat 12-4pm. TueorThu 6-9pm 
Place: isa tvoeaf fish 

C.L.0.N.EisHereIfyouplayWLTPandaretired ofthe 
Emperor youare welcome topin the new empire. All 
member houses wil l  remain anonymous. Nick 
Johnston, 117 Farm View Road. Rotherham, South 
Yorkshire. 

~&k&ts':&k 13~6.eithersex,dedicatedexisting 
camoaions. No ooweraamers. hackslavers. rules 
lawjers'br conse;vativ& 
Contact: Karl 0532 56655orAdey 572789 

SUFFOLK 
Fantasy Rolers 
Games: Warhammer, AD&D, etc 
Time: Depends,(Saturdays/Sundays) 

SCRlBEM~n~aturepaintingservicel Nowchoosefrom 
2 levelsof excellence' Amalong prices' Sena SAE to 
SCRIBE. 4CredltonClose. Nortnampton. NN33AJ. 

Placs. Usk Aault Eaucation Centre 
Comments: Al we come, especlally GM's 
Contact: Gareth Lsk 2347: Russell Usk 3126: Chrls 

Warks. 

ForSaleRQ2 IBoxedlvgc&Culaof Praxvgc OffersTel 
Steve 051 339 5354. 

Quality figure painting to your spec Doug Wailes. 
48NorthMead. Redhill.073764677. Opus Quarterly 1 Literary SFiF magazine includes 

fiction by Gary Kilworth. 85por £3.25 yearly sub to 
MichaelHearn,House2,Broxbournebury,Broxbourne, 
Herts, ENlO7PY. 

HARLOW. ESSEX 
Place MemoersHouses 
Comments Anyone welcome MIF. 11 T 

Contact Kev n. Lowestoft 3069after 6pm Dragonclaw RPG Club 
Games: CoC. Battletech, any others 
~ i - ~  ~,irl~., R-?nnm NEWQUAY, CORNWALL 

Oragonbolts Arena 
Games: D&D. Expert, AD&Dall in one 
Time: Mondays and Fridays evenings from 7pm 
ISept-May) 
Place: DM'S House 
Comments: Malesonly, 18-21,mustbematureandlike 

I wish I was in ESPADlRlUM 
. . . .--, - . -". .. 
Place. Pav~~lion. Nr Bush Fa81 Playbarn 
Comments' All welcome, GM's especlally 
Contact Anthony0279418177.Tom0279417774 

Trolls Bottom Play By Mall IS a mlxture of Tolk~en 
Fantasy. P~ers Anthony maglc & The Fllntstones 
Featur~ng Trolls & Vu tures. Hot lava. Eagles & 
Wizzards. Magc rlngs. OragonsBones Frutt& Wooa. 
Gfant Holes 8 lona tunnels maa c mushrooms 

TheNatlonalGamlngCluboffersyousixmagazines, 
six newsletters, competitions, special bargains & Club 
games meet. All for f 5, open to ALL garners, 
anywhere! Chequespayable to National Gam~ng Club, 
PO Box 54, Southsea. Hampshire. P040NA. 

OVERPELT, BELGIUM 
Desperately Seeking Experiance (New Club) 
Games: AD&D. MERP, Rolemaster, etc 
Time. thn 

Monty Python 
Contact: Dragonbolt. The Bungalow, Carisbrooke 
Hotel. 5 Alexandra Rd, Porth, Newquay, Cornwall, 
TR73NI) 

M o o n ~ ~ ~ h t a ~ ~ ~ i h G o i l  ~h i i tar i~rpackcostson/ ;  
f3. Send E3 to Prolect Bas Ifsk. The Plav Bv Mall 

. . . . . . . . . - 
Place: tba 
Comments: GMs&olavers welcome. oreferablv 16+. Company, PO Box 24. Sheerness, Kent 

volumes from Arkham House, the definttive 
CthulhuMythos publishers. Wealso stocka wide 
rangeofbooksdealing with Wierd Fiction. Magic 
& TheOccult. 
Send 50p for our catalogue to, Kadath Press, 
The Hermitage, East Morton, Keighley, WYorks. 

- - 

Runerltes Issue 3 now ready1 
any sex 
Contact Bob Debl~er, Bergeykseweg 12, 83583 NEWCASTLE 
Overpelt, 011 642435 Games: Anything realistic 

T~me anytlme 
LUTTERWORTH Place 'Wh~te Kn~ghts', Sptttal Tongues, Newcastle 
Githyanki Annihilators RPG dub Comments teenagersonly 
Games AD&D. Traveller. R~ngworld. JD &others Contact JThornton, 'Wh~teKn~gha:Sp~nalTongues, 

Contacts, messages,non-commerciaiadvertisemenfs 
(for free items only), wanfeds and swaps may be 
advertised free up to 25 words. Longer ads will be 
charoedintheirentirervatEl.40 + VAToeriine. 'Swao 

Time: 7-llpm Fridays 
Place: Players houses 
Comments: All welcome (any females?) 
Contact: Lee Walker. 4 9  Greenacres Drive, 
Lutterwonh, Leics, LE17 4TN 04555 2947 

ISLEOFMAN 

Newcastle. Tyne & Wear 

NEWCASTLE (again) 
Heaton Role Playing Society 
Games: Almost anything, bring i t  along! 
Time: Sundays 2lOpm. Mondays 6-10pm 
Place: The Heaton Centre. Trewhitt Rd, Newcastle, 
Tyne & Wear 
Comments: 50p per year subs, ladies welcome, no 
moremunchkins! 
Contact: DaveThompson IHRPSI, at aboveaddress. 

LOWESTOFT. SUFFOLK 
PrimalChaos RPGClub 

Sale FF 1-3. Grail Quest 1-3. Fantasy Board Game - 
Dragon Pass vgc. €25 the lot. Phone Simon 0747 
811913. 

o r ~ i l e ~ a n d  'Swap fo;~ash'adverts&e commerc~;?l 
advertsandmustbepaid forassuch. 

Please note that onlvoneitemiDeroerson can be . - - - - . . . . . .. . 
Northern Roleplaying Club 
Games: MERP, CoC, StarTrek, Warhammer 
Time: Fridavs & Saturdavs 6-llom 

placedin the Helpsection. 
Sale of the Century: Ring 07372 47307 and ask for 
Alexis. 

I f  youareunder 16andwjsh toplaceanadwh,ch 
~ n v ~ I v e ~ p e ~ p l e ~ ~ n t a ~ t ~ n g  you, youmustoblam the 
consenrolaparenrorgua~~an Aagnarure,srequ!red Place: G M ' S O ~ P I ~ ~ ~ ~ S  houses ' 

Comments: Any sex, 14-17, Free 
Contact: Edward. Ramsey 615921 (after 6pml ForSaleGH& FigsSf Bothsets. DC& AdvStarTrek & 

Tr~angle&AdvSpaceCombat.lmagines 1-30orswap 
TW2000orWH. PhoneAaam0271870826 

asproofofconsent. 

21 Year Old AD&D PlayerIDM wishes to joiniform 
RPG club in WorthingIBrighton area. Please contact 
Barry Stevens, 18Hammy Close, Shoreham-By-Sea. 
Sussex. 

ALSAGER, CHESHIRE 
Alsager Gamers 
Games: D&D. AD&D, MERP, CoC. Warhammer. 
anything else 
Time: 7-10pm.Thursdays 
Place: Alsager Library 
Comments: All welcome 
Contact: Paul. 09363 5333or John, 09363 5880, 
after6pm 

SURREY. SUSSEX, KENT, HANTS 
South Coast Area Role-Players Asc 
Games: All types. RPG, Board & Wargames 
Time: Bi-annually, others as advertised 
Place: Varies, as advertised 
Comments: We run non-profit-making meets to 
oromote aamlna. Yearlv membershio €2. six 

Games. Absolutely anyth~ng 
Time. Probab,y on Saturdaysbetween 2.6pm 
Place,tba lwnenenoughpeop eapplyl 
Comments: Playersdesperate y neeaedl 15- 
Contact. A Wara. 29 Beresford Ro. awestoft or rlng 
Roo. 518340 

Games &Figuresfor SaleTel057 283 758 

AftwSound &FurvcomeslNSTANTKARMAa manic SwapOA, WarhammerandOrc's Drift, Toon, Warrior 
Knights, D&D BasiclExpert, moduleBBforanyAD&D 
bookslmodules, CoC modules. Phone Chris 0527 
64392. 

magazineofcom~dyandcreativityforanyonewitha 
slightly warped perspeniveonlife. Definitelydifferent 
andonly80pfromJamesWallis. Flat 5, 139Hainault DORCHESTER 

Dream Warriors 
Games: Too long to list 
Time: 7-10pm Wednesdayevenings 
Place: GM's or players houses 
Comments: 16+, any sex, must beconsistant 
Contact: EitherJason030565153orKwin 9320371 

Rd. London, E l l  
Beginner MERP player seeks group In Sol~hull area 
14 years old w ~ t h  past experience Phone Knowle 
79860 

14YearOld wants penpals from Cal~forn~a USA w ~ t h  
poss bllty of exchange Contact, StephenFearon 25 
Llnghope Place GowUthrapple. Woshaw, Scotland. 
ML2 0-J 

city's worst nightmare coming out to play. A 
- seriesof 10 linked scenarios suitable for Judge 
DreddRPG. Only €2.501ncp&p.Cheques/Postal 

orders to M Spence, 83 Bushland Rd. Weston 
GREATER MANCHESTER 
CellarClub 
Games: AD&D, Traveller, CoC, Ringworld. Jorune. 
WFRPetc 

newsletre&. reduced admission. 
Contact. SCARPA, Elm Lodge, Sylvan Way. Bognor 
Reg s. W Sussex, phone - 0243823006 SwapMERP, campaigns, scenarios, sourcebook, map. 

Car Wars. Crash City. Prince August moulds for 
Warhammer Supplememsor Regnmentsof Renown. 

Hate Reality? Wanted penpals from anywhere. Into 
RPGs, fantasy ftctlon and good music. Contact Ned 
Addlson. 14 Sefton gardens. Aughton. Ormskrrk. 
Lancash~re, England. L39 6RZ. 

Time: SaturdayiSunday 
Place: GM's homes 
Comments: Facilities and willingness to play most 
~ual~tvRPGs.Nofrothers, walliesort~mewasters. 16+ 

BOLLINGTON 
TheRPG Group 
Games: CurrentBushidocampaign,canplayanything 
Time: Thursdays 7pm 

ForSale WDl-74fexcept 121. MM, FF, 100+ figures 
etc. Contact N M Baker, Gonville & Caius College. 
Cambridge. only. 

Contact: Sean Masterson. 33 Park Rd, Stretford, 
manchester, M32 8FE (please send SAEI. Be seeing 

Place: Members homes 
Comments: Any age, any sex. No hack&slayers 
Contact: Simon 0625 74931 

Bubonic Plagiarist 3 60p. AD&D, Trav, Para. CoC 
42 ParkHill, Ampthill, Beds, MK45 2LP. you. 

Sky,ealmsof Jorune Doesanyone play itoutthere, If ArticleaNeededforfantasy Rffizine See your name WOLVERHAMPTON HORNCHURCH, ESSEX 

SO, ideas, etc, Write to Mike, 25 Ashley Rd, 
ln Letraset and get afreeissue. Gosh. Mark Wilsher. PennPyromaniacs Hornchurch RPG Club 

Epsom, Surrey, KT18 5BN. 
56 Croham Valley Rd, Croydon, Surrey. Games: AD&D, batletech, Traveller, anyothers Games: Almost all major RPGs 

Time: tba Time: SatlSun l l am 
WentedBloodBowl.WillswapD&DBasicset&FF4+5 Place:GMs'&players'houses Place: Playersor GM's houses . 

StarFmnHers.AlphaDawn, KnightHawks,Zebulon's for it. Contact Ste, 19 Hill Rd, Barrow, LA14 4EZ. Tel Comments: 20pper week. Bring gamesalong Comments: 14+ agegroup 
Guide. Hardlyused. E2Oono. 073664675after6pm. 0229 22338. Contact: Leon. PENN 3324244.30-7pm Contact: PaulonHornchurch0402445183after 5pm 



U#WIC AN 'W ms~ " ;szAq.t~:m~i~w v lol~ wv ~1mlspm3 ~w3.i~ , .I&~~ qm biZ pue fhSoloisoq8 *uopmaua% pup umequetr 30 dm -e~ ,Lr Aq ,TT uo %mead 
ramqEoq3 'uopwa~~S ISO~ fueilquew 30 nm atp 1- t@q ,qq~ wnowap 
qqa 'su~y> jo galma Moos qsw e ul Stqwwqtl3 - sa(dduA ppmA-z~ passassod 

:uaams ~a~serulsoy~ put 'pq vlunf ~nw~ot~~ etbw-ladrl~ 3 no~l IIV 
91 'a und s;a?r Apsow ayl 'qqa w uaw 'qund WSnqp SISIRI gp qda uv 

w~rr(lm W- 'UW~ ~UJ~L iaU WUFM 
@ti v 'uap~~qs 100yx apd %uI3cuaw suue pa~mwwp aSn~ ibyl pue - gseq u.Aay~ AWN p- ~awo my =&wwp 
.Wqm umu~ -@ax?;r mjqeaq pJluneH :,armuW 3qL awa~nfmm Ag c& spqp palaas ss~ au 

'3UI '--Ids plCP %@OpwP WPAOA 
-YWP UOP~~~~SSPP Aweaun-lsPnb w :m,nCI 4 W=J~S 
~~pur~qw~ax3(~e3ep~m~Ay3~~ f' 
%uollr?llsnn! Am 2Wimlrz;y arnlua~pe ded-ZE r s! paws~ 

l8U~lhaM pup -aaArun aql I 
'quw -1 -,PUP 'Phlrl PSIURPY Ul I* .Lp w 'm -Aayo~ ayl'mq 01 weal 'sujrp ~lpcplp qwq m01gule3 8111 
-1apum mwnosua 'q wlpuw~ mq ammo[ maw UIQUI~ 
I@U W mlq aql UJpaI Qmq atll Vrti VWH 
'aaql aq w JLPlfllpul mauuwnm PUP UOI@WAW ~~nl~uadns 
aql u! saureu do1 aql IIV 'luouuan 'yler~ jo qlfq s!uass aql ly 
pal~w '~aro~ ~IUM ploatll le puqw ~ued 13s pur ampua3 
[wn~muains lenuuv ISJU aql puaur 01 pappq 4- ae nw A 

56'63 amSuWW. I d 

map wgo-t put 'a~p auepurmr 
. 'spm ar rr %pm 1uau4nZM lnp61w 8~ 'sa~~ a~uaaja 

8 
4pllurnu suoppladw m-p9 ']muleu 8ulul~~1 a8ed-g~ 

jsalnujw ual 
qqq~ slodeh snoprotr pve !spnds Wwqs 8uwg- u@+ 

pm 'a a.q~ dn ias 'x~ aqi @o um ndA - luawr!miw3 
-UP q 10 Y Jeldajpr a~IAdtfq WM* --I=w 

*Bupumqqm 10 '%upuqaja-salm '%ulrl~w~-raqusnu 
mu 'W111Alppiap qdwa W~S sap url?a[-ol-ma 'aldwls 
sanigl 'at& mAqciqm NU 8uppm up wwn-9 

-. 



- 

CON 
Coventry (Lanchester) Poly, 31st July - 2nd August 1987 

The games convention f o r  WERS! Talks, quiz, 
f i l m  show, events and, o f  course ... GAMES! 

Registration plus 2 nights acconslodation: 5.22 
Registration alone: f 7 

To register,  o r  f o r  fur ther  detai ls,  wr i te  to: 

Koancon '87, c/o Paul Mason. 19 Rusholme Road, 
Putney. London SW15 3JX. 

Please make a l l  cheques payable t o  Koancon. 

. NOT JUST S T M P S  
17 CRENDON ST, 
HIGH U'WCOMBE, 
BUCKS. 
Tel: (0494) 41717 
OPEN MON-SAT 9.30-5.30 
CLOSED ALL DAY WEDNESDAY ,a 

Stockists of all Fantasy & War Games, 
B 

Citadel & Grenadier Miniatures, Torchlight 
Dungeon & Sci Fi Buildings. Paints and Magazines. 

THE SPECIALIST GAMES SHOP 

Large selection of D&D, 
RuneQuest, Traveller, Citadel 
Miniatures, Boxed Fantasy & . 

Science Fiction Games. 

161, Linthorpe Road, Middlesbrough, 
veland. Telephone: (0042) 247553). 

Stockists of:- 
Games Workshop, Citadel, Games 

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

, and many more. 

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

Mail order (+12'/2 %) P 8: P. 

536 G r r t  W6sf.m F i d .  
C l a w  GI2 8EZ 
TeI: M1 334 1683 

13 Forrnc R o d .  
Edmhrrgh E H l  ZOH 

r.1: 031 226 3354 

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

Open 9.30-1.30 and 2.30-5.30 

Stockists of 
DUNGEONS & DRAGONS 

Most RPGs and Supplements * 
* Wargames * Fantasy Games 

* Science Fiction Games * 

OVERED AN AMAZING 
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~ i r s t  rkised t he  standard.. 7 

1 

L N ~ ~ Y ~ ~ ' l l  Want ToAdvance! 

RUNEQUEST is the 
second volume in the 

I 
series of RuneQuest 
hardback books. It is a 
160 page expansion 
volume, packed with 
colour illustrations. 
presenting even more 
detail and information 
about the RuneQuest 
Fantasy Roleplay 
Adventure game. For 
players, there are 
more speIIs, more 
weapons, more 
background for your 
adventurers and more 
options in the many 
magical careers. For 
GMs, there is lengthy 
advice about running 
an RQ campaign. 
tables for generating 
basic encounters and 
settings, and a ready- 
to-play introductory 
adventure, plus ready- 
ref-erence game-aids. 
Add even more depth 
to your gaming. Buy 
Advanced RuneQuest 
at the special intro- 
ductory price d 

good games sto- 
In - of difficulty &art: 

Games workshop 
Chewton St&. 

Htll Top, Eastw~md 
Nottfngttam, EJGlG 3HY 

Flu- ThW Edieiar KuneQuest -- - -. - -. 
Qamm S t o w  and h0bbY --- mmcklrta The 96 page 




