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The professor and his team of experts work frantically to perfect the “Ad Astra” project
at the university’s science center. Just moments before they are ready to conduct their

final test the outer halls of the building shatter as the radioactive mutants of a devas-
tated Earth attack!

Can you as the Human player hold off the fearsome attack of the Mutants? Can you
as the Mutant player defeat the humans and their brave little robots before they escape?

You'll only know after you have played your FREE copy of

ATTACK orcne MUTANTS

This special introductory version of “Attack of the Mutants” is yours FREE when you send
£1.00 ($2.00) for our catalogue of games.
Our beautiful full colour catalogue has dozens of games from science fiction, history, fantasy and war.

Whether you are new to Adventure gaming or an old hand you’ll find many exciting titles to select from in
this beautiful catalogue.

U.K. Send £1.00 to U.S.A. Send $2.00 to
GAMES WORKSHOP, AYL YAQUINTO PUBLICATIONS
27— 29 Sunbeam Road ¥ P.O. Box 24767
London NW10 ' WAY Dallas, Texas 75224

SPECIAL BONUS OFFER

Order any of these exciting games and we'll send you both the game catalogue and the special version of Attack of
the Mutants absolutely FREE.

Swashbuckler £6.95 ($8.00) Demon’s Run £6.95 ($8.00) Asteroid Pirates £6.95 (38.00)
The Barbarians £6.95 (38.00) Battle £5.50 ($8.00) Time War £9.95(314.00)
Beachhead £4.95 (38.00) Fast Attack Boats £4.95 ($8.00) Shooting Stars  £11.50($16.00)

Check or Money Order must accompany all orders. Sorry no C.0.D's. Allow three to four weeks for delivery.









r25mm.. %?SIII)HORS CRY HAVO

"Cry Havoc™ deals with individuals, single knights, spearmen
and others to simulate medieval combat in a lifelike and
convincing manner.

» 2 fuli colour maps printed on canvas textured
board, that allow for 10 different terrain
configurations to be produced.

* 228 playing pieces. These are also produced
in full colour, giving the characters an
individuality and life so often missing from
other board games. Their movement and
combat values are colour-coded to make in-
play recognition so much easier.

= An easy to follow rule booklet and four
separate handy reference sheets to speed up
play. No more leafing through countless
pages to find the combat results table or the
cover value of a particular type of terrain.

* A booklet that supplies historical back-~
ground and a description of the playing
pieces.

* Eight scenarios that provide a wide range of
combat situations.

| _ _ CRY HAVOC only £9.45
Full colour wargames and fantasy figures printed on high-quality card. Just ._‘:;\}‘{

cut out the front and back of each figure and glue to the base. Run a brush of

black paint round the edge and the figure is finished. Please send me .. capies of Cry Havoc

Please send me. ._...Card Warnor sheet DA 1
Please send me. ... ..Card Warrior sheet F.1
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CITADEL
MINIATURES LTD.

10 Victoria Street, Newark, Notts. Tel:0636 77495

Citadel Miniatures U.S. Inc., PO. Box 12352, Cincinnati, Ohio 45212

RAFM Company, PO Box 62, Paris, Ontario N3L 3E5, Canada g

Each Citadel Master Figure is Individually Hand Sculptured by our own Craftsmen

LR DD TN b b b =

Ox 1 ADVENTURERS

Adventuress in Vace Suit

Adventurer in Vace Suit with Repair Gear

Adventurer in Vacc Suit with Snub Pistol

Adventurer in Vacc Suit with accelerator Rifle
Adventurer in Casual Wear with Advanced Combat Rifle
Adventurer in Casual Wear with Auto Pistol
Adventuress in Casual Wear with Carbine

Adventurer in Casual Wear with RAM Grenade Launcher
Adventurer in Ship Dress with Hand Computer
Adventuress in Ship Dress with Snub Pistol

Adventurer in Ship Oress with Snub Pistol

Adventurer in Survival Dress with Advanced Combat Rifle
Adventurer in Survival Dress with Auto Pistol

© Adventuress in Survival Dress with Assault Rifle

15: Utitity Driod with Work Arms
16: Social Oroid {Steward/Library Functions
17: Down-and-out Adventurer with Dagger and Body Pistol
18: Down-and-out Adventurer with Carbine
19: Down-and-out Adventurer with Auta Pistal
20: Barbanan Adventurer with Cutlass
BOX 2: THE MILITARY
1: Low Tech Officier with Revolver
2: Low Tech Trooper with Rifle
3: Low Tech Trooper with Light Machine Gun
4: Low Tech Trooper with Sem Mortar Pack and Carbine
5: Mid Taech Sguad Leader with Advanced Combart Rifle
6: Mid Tech Trooper with Advanced Combat Rifle
7: Mid Tech Trooper with Light Assault Gun

SET 1: ADVENTURERS

Approved for Use With TRAVE L LER,

15mm MINIATURES

Approved For Use With

TRAVELLER.

Each set contains 20 individual

BCIX 4: CITIZENS

Uniformed Official with Communicator
Uniformed Official with &uto Pistal
Uniformed Official with Submachine Gun
Mobleman with Foil

Lady in Evening Wear

Merchant of Substance with Snub Pistol
Young Lady of Good Repute with Dagger
Male Citizen with Blade

Female Citizen with Auto Pistol

Business Man with Hand Computer
Receptionist with Communicator
Colonist with Assault Hifle

Female Colonist with Body Pistol

Con Artist with Suitcase

Thug/Bouncer with Auto Pistol
Thug/Bouncer with Shotgun

Assassin with Grav Belt and Snub Pistol
BeggarfThief with Dagger

Security Robot with Laser Arm

Android Female Companion

BCIK 5: ALIENS
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Vargr Noble/Merchant with Gauss Rifle
Wargr Officer with Auto Pistol

Vargr Officer with Laser Carbine

Wargr Cresvman with Repair Gear
WVargr Crewman with Snub Pistal

Vargr NCO with Gauss Rifle

Vargr Trooper with Gauss Rifle



















P scenarios. Throughout the rest of the
book, each chapter concludes with app-
ropriate scenario ideas to the material
found in it. These allow for the whole
range of player-character ability and give
an insight into the character of the cam-
paign area.

Chapter Three is concerned with the
citadel-towns of Balazar, Principally it
deals with town encounters, giving an en-
counter table for each citadel and details
of personalities encountered. There is a
very good system for tavern encounters
including a small selection of fully person-
alised NPC’s. These are beautiful examples
of what NPC's should be. They all have
personality traits, interests and connect-
ions with other people in the area worked
out. These connections and interactions
with others are what weaves the whole
work into a living, breathing campaign.
There is a section on each of the citadels
giving personalities, its history as the
locals see it, and detailed maps. Principal
buildings are keyed to concise descriptions
in the text.

The following chapter describes in de-
tail the leaders of the many power groups
to be found in Balazar, including the cit-
adel Kings and the mysterious shaman,
Blueface, It also includes a new NPC
record form. The scenarios would suit the
more powerful PC.

The fifth chapter covers caravans — why
they are necessary, schedules, etc. A com-
plete price list of articles for sale is pro-
vided plus details of caravans to be found
in the area. Scenarios given relate to cara-
vans, and proved very useful in playtesting.
You don’t get rich, but you do gain con-
tacts, information and opportunities for
acquiring experience — especially learning
foreign tongues!

The next chapter on information is
liable to revolutionise many campaigns.
Presented here is an extensive catalogue
of information, identified both by source
and subject; its availability, price and acc-
uracy. My players derived a major object-
ive out of the need to raise money to pur-
chase reliable information on subjects,
about which they heard only tantalising
snippets in taverns and streets. A section
covers maps, from carefully drawn charts
available from Llankhor Mhy temples to
travel sketches and verbal descriptions. A
desultory half page covers information-
gathering scenarios, with a nice paragraph
on con men.

Chapter Seven, on encounters, would
need expansion for a long running cam-
paign, but gives you a lot to be going on
with and shows you hAow to expand it.
The chapter opens with descriptions of
terrain and its effects, a movement point
system for the Umpire's hex-gridded maps,
and a reaction table. An encounter table
follows, cross referencing encounters
with terrain, and with individuals sections
for each possible encounter. The chapter
concludes with a section on odd finds
that characters may come across.

The eighth and final chapter covers
nine major adventure scenarios, including
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the one in the title Griffin Mountain.
These all provide at least one full playing
session apiece and range from an interest-
ing non-lethal spot, to a fallen god and a
couple of pretty hairy dungeon-type com-
plexes. They are all presented in a perf-
ectly clear manner with full stats for in-
habitants and some rather interesting
twists in the way of tricks, traps and one-
off monsters.

Fixed ingeniously in the back of the
book, ready for easy removal, is a large
umpire's hex gridded map of Balazar and
the Elder Wilds, printed on stiff paper. |
was rather disappointed with the black-
on-sepia map, with its rather crude shad-
ings and cross-hatching to indicate terrain
types, It would have been nice to see the
more pictorial style of cartography used
in the RQ rulebook.

It would also have been nice if many
of the tables had been collected together
or provided as reference sheets.

This is an exemplary work, full of im-
agination, clear thought and hard work. It
contains much material relevant not only
to itself or for a single use, but to many
situations and for repeated use. In short,
it's a labour of love and a must for all
Glorantha-orientated RuneQuest umpires.
Overall: 9 Murray Writtle

.

STARFLEET BATTLES
Task Force Games — £9.95
Starfleet Battles Expansion Kit — £3.95

Wanted — wargamers, to boldly go where
no player has gone before, boldly. Who
could resist a challenge like that? Certainly
not your intrepid hack, which is how |
landed up reviewing Star Fleet Battles. |
was reluctant to review a science fiction
game based on a famous TV series for
three reasons: (a) sf tactical games have a
depressing tendancy to use the same old
rules as ‘historical’ tactical games, but
with no history to underpin them (b} I
found it difficult to see how the designer
could avoid a game based on a TV show
being a rip off {c) any article on anything
to do with Star Trek is bound to have too
many cliches per line. However, persuaded

by TFG’s solid reputation for good
products | burrowed into the highly de-
tailed rules and emerged convinced that
points (a} and {b) have no relevance to
this game, although | see | have already
fallen foul of point (c).

Star Fleet Battles is a fairly complex
tactical level game which examines ship-
to-ship combat in the fictional universe
of Star Trek. The designer has made a
great effort to recreate this universe and,
in doing so, has given the game a solid
story line with an impressive internal
consistency. Wherever reality is in con-
clict with the TV storyline the designer
has plumped for the story, and quite
rightly. Mercifully the game system only
uses two dimensions as my brain overheats
trying to follow velocities in 3D.

Spiritually, this game is related to WW|
battleship simulations as the spacecraft
involved are ‘Doc” Smith’s mighty vessels
of space rather than Star Wars space
fighters. Each turn every player adds up
the energy available from his ships engines
and then allocates it to various functions,
First energy must be put into essential
equipment such as ‘life support systems’;
dropping dead of cold or lack of oxygen
has a detrimental effect on crew morale.
Next the remaining energy is distributed
between shields (for defence), weapons
{for offence) and drive (to move). Natur-
ally there is never enough energy for all
requirements so you effectively end up
redesigning your ‘battleship’ every turn,
so of course does your opponent. Actually
when you sit there in your swivel chair
powering your shields, putting over the
helm, arming your photon torpedoes etc
it's almost possible to hear this Scots
voice wailing in the distance, ‘Captain —
the engines, they will nae stand it.’

On each ship there is a separate shield
for every hexside. These shields can be
independently boosted to increase their
defensive capabilities, So an important
tactic is to ‘harden’ one of the shields and
then keep this side facing the enemy.
Conversely, you must try to work out your
way round to your opponent’s weak side,
wherever you conceive it to be, and con-
centrate fire on this spot until his shield
is knocked down. Then one can start to
do unpleasant things to his innards; once
a craft’s power sources start to fail the
battle is lost. A game of manoevre needs
a sophisticated movement system and
Stephen Cole {our friendly designer) has
not failed us here. A simultaneous move-
ment technigue has been adopted, starship
commanders plot the movement of their
ships in advance. Then the ships are moved
one hex at a time using a slightly complex
matrix which ensures that they move at
different rates according to their speed
{(Hm, clear as mud that — never mind buy
the game and you will see what | mean).
Ships can fire at any point in the move-
ment sequence — once. Fine skill is there-
fore required to judge just when the
moment of decision has come to ‘let
them have it’ for maximum effect. Fun-
nily enough the last time | saw this type



of movement system used it was on an
ancient galleys naval game, which goes to
show that there is nothing new under the
sun, or any other star.

A number of ship types are offered in
the game from seven fleets, including the
Federation, Klingons, Romulansand Kzinti
{and does Larry Niven know). The com-
ponents of the game allow a single ship
duel to be fought, if more ships are to be
used (eg for more players) recourse must
be made to a photocopier. One or two
solo scenarios are provided but to get the
best from this game you need an opponent.

At first sight the expansion kit might
seem a little expensive but it includes a
fair number of components, more ships,
two new races and new scenarios. | was
impressed by the designer’s ability to
include only genuinely new ships and
weapons; too often expansion Kkits are
merely more of the same. This is the sort
of game that gets under your skin so an
expansion kit is a welcome extra. Appar-
ently more kits are to follow. | also under-
stand that a strategic game Federation
Space is ready for release which will link
into Star Fleet Battles. Now there is an
idea for a club campaign game.

I have no hesitation in recommending
this game. The only word of warning |
would give is that it may be a little com-
plex for beginners or younger gamers
{who might usefully look at TFG ‘s simpler
game on a similar subject Starfire). Now
if you will excuse me | have to go and
split infinitives with a Klingon — beam
me up Spock!
Overall: 8 John Lambshead

1SS SHIP FILES

Games Workshop — £1.95
TRADERS AND GUNBOATS
(Traveller Supplement 7)

Games Designers” Workshop — £1.95

Two booklets have recently been released
for Traveller dealing with starships, Traders
and Gunboats is an official GDIW supple-
ment covering eight starships and four
spacecraft in common use throughout the
Imperium. //SS Ship Fifes is an ‘approved
for use with" Traveller booklet from
Games Workshop presenting six starships
from both sides of the Imperial borders.

Presentation is good for both booklets.
Traders and Gunboats is in standard GDW
style, starships are grouped into four sect-
ions: scouts, traders, gunboats and small
craft. Full deck plans and specifications
are provided along with some illustrations.
In addition there is a summary of High
Guard statistics for the vessels and an
alternative starship encounter system. This
system gives over sixty possibilities and is
a useful expansion that would be helpful
to a campaign such as Twilight's Peak
where there is much interstellar travel.
Ship Files is presented as a photographic
file, the same size as Traders and Gunboats.
Each starship is described separately in
detail with an exterior illustration for

each vessel and full High Guard stats.

The ship plans are where //SS Files
scores a major advantage over T7Traders
and Gunboats. The whole purpose of pro-
ducing a book like Traders and Gunboats
or /1SS Ship Files is to provide some deck
plans upon which adventures can be run.

Although the type of adventure —
hijack, "the Beast’, mutiny, boarding, etc.
— can vary, the need for an interesting ship
plan does not. If a scenario is to hold the
players’ interest then a plan must offer
some sort of challenge.

Appfoved For Use With

= —
; . GAMES WORKSHOP
.'. -

In Traders and Gunboats the plans are
reasonable but nothing special whereas
the plans in Ship Files are outstanding,
probably the best available for Traveller.
The plans are well-designed and the three
times so far that | have used them they
proved their worth, producing enjoyable
shipboard actions even if casualties were
rather high (especially amongst NPC's!)

The ships covered by each booklet do
not significantly overlap — so people who
buy both books will have a good assort-
ment of ships to use in their campaigns.
The starships featured in Traders and
Gunboats are: an x-boat, an x-boat
tender, a type S scout, a type J seeker,
a far trader, a type R subsidized merchant,
a system defence boat and a Gaze/fe class
close escort. The starships of Ship Fifes are
freight carrier, a company x-boat, a
Zhodani frigate, an Imperial troop carrier,
an interdiction satellite and a Vargr trade-
boat. //SS5 Ship Files gives far more inform-
ation on each vessel than Traders and
Gunboats which is a little too brief, some
of the latter's deck plans are not fully
keyed and full specifications are not al-
ways presented. //SS Ship Files, on the
other hand, gives a full history, specifi-
cations, plans and key, crew roster and
referee’s notes.

Traders and Gunboats is a useful add-
ition to the Traveller library, providing
plans for ‘official” ships. //{SS Ship Files
on the other hand covers unofficial star-
ships but the deck plans are excellent,
providing very useful material that all

referees could benefit from. These two
books are both very good, but //SS Ship
Files deserves full marks for giving the
best ship plans for Travelfer yet.

Overall: Robert McMahon
1188 Ship Files, 10

Traders and Gunboats, 9

ASTEROID
Games Designers’ Workshop — £4.50

It is difficult to remain serious when
playing Asteroid. GDW/ have a reputation
for producing space opera; this is their
first attempt at the earlier art of science
fiction melodrama. One is tempted to
facetiously depart from the rules.

For Asteroid draws its substance from
pulp sf; all the old characters are there.
We have the mad {but deceased) scientist
who has programmed an automatic mining
asteroid to plunge into the Earth, causing
the end of life as we know it. This poss-
ibly laudable project is about to bhe inter-
fered with by a shipload of typical goodies:
Professor Delacroix and his daughter,
Scoop Phillips the ace reporter, Lucky
and Muscles McGhee, Sasha the dog and
others, who must shut down the computer
and activate a self-destruct sequence, brav-
ing the computer’s robotic aides to do so.
To go through the tricks and character int-
eractions would spoil your enjoyment; this
is essentially a game of fun and diversion.

A bonus is that it is simplicity itself to
turn the game into a Travefler or Snapshot
adventure by merely altering the charac-
ters to the format of the chosen game.

Asterojd contains a 24 page rule and
background booklet, one die, and eight
geomorphic maps representing the interior
of the asteroid. It is harder than it appears
to distil all the elements included into
such a concise and playable format, and
Asteroid offers a lot of fun to those will-
ing to play their parts to the hilt.

Overall: 8 Bob McWilliams
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paladmns/clergy/vitlagers capturing anda
torturing them to find out the vampire's
hideout?

No-one in such a party can claim to be
Good for long. They'll have trouble with
holy symbols, the there is no reason why
other undead should like them just be-
cause they have a vampire on their side
for is he?). Monsters who have magic
weapons in their hoards use them, and if
someone argues, you can always remove
the magic items.

The most fogical thing is for NPCs
(probably high-fevel) to attack the vam-
pire as soon as they find out what and
where he is. They need not succeed, but
they will keep trying. Whether vampire
servants kill the NPC or not doesn’t
matter — there are plenty more where he
came from. And why should said servants
be foyal? They can’t all want to be vam-
pires. They can be awkward without dis-
obeying him. Afso, peint out to the rest
of the party — a word of advice from an

16

JUMP-£, ONe JUmp-3 anu uile Juiip-t, wur
four Jump-1.

In your example, the ‘100 days’ refers
to the endurance of the ship — it must re-
supply every 100 days. This is based most-
ly on the amount of power plant fuel
avaitable in most ships, for whereas a Jump
takes one week, a full load of power fuel

UVUlUII, [ L AWIVELY] ady LiaL Winsas e 1o
dealing with a group of complete novices,
the players in aregular group will tend to
get the dungeon they deserve, or else a
new DM,

Yours sincerely,

N F White, Hong Kong.

—PS Please
nate that
we have
moved.
—Ed
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Midgard’s Brightest Daily

Still only 5sp

LIVINGSTONE

¢

LASHES

OUT AT
ALIEN

FROM OUR
BIRMINGHAM REPORTER

‘I honestly thought earth was being
invaded’, said a shocked lan Living-
stone, editor of White Dwarf. lan
was in Birmingham to open the
new Games Workshop shop when
the group of ‘aliens’ appeared.
They turned out to be the Tame-
side SF Modelling Society, who
were also there to celebrate the
opening. Gearge Barnes, their lead-
er, suffered no injury in lan’s
attack and said that he would still
continue to read White Dwarf,

Joe’s home

IS his
castle

Joe Dever spent hours defending
his castle against a horde of orcs.
‘Mo orc is moving in here’, said
Joe, ‘It"ll lower the whole tone of
the neighbourhood. The siege took
place in Joe's 25mm fantasy war-
game demonstration at this year's
Dragonmeet, which again attract-
ed arecord attendance, Elsewhere
at the event Michael Brunton and
Martin Harrison took Tst prizes in
the Figures Painting Competition
with Commendations going to P,
McHale, Brian Cameron, P, Tread-
away and N. Chandler, C. J. Wee,
Mark Humphreys and Andy Daw-
son won the Computer Games
Competitions. Andrew Trapnefl
won the Apocalypse Competition
and 1st, 2nd and 3rd in the D&D
Competition were C. Alexander,
I. Perera and C. Ingham.

Later, an orc spokesman said
that they would not refer the
incident to the Race Relations
Board.

ANOTHER
*EXCLUSIVE
IN YOUR
WHITE=-HOT STAR

GRIM FUTURE FOR

WAR SURVIVORS

A radiation ravaged world is the
inheritance for the survivors of
World War [l in FGU's new
role-playing game, Aftermath. At
the moment, the only chance for
the survivors is to go {nto the
Ruins, the first scenario for the
game. Other new releases from
FGU are: Martigan Belt —a Space
Opera scenario; !st Star Sector
Atias —a GM'said for Space Opera;
Witd West —a role-playing game set

. well, 3 guesses; Diadem — an
SF boardgame; Oregon Trail — a
role-playing boardgame of western
wagon trail operations;and Ground
Air Eguipment — a Space Opera
supplement.

SEE PAGE 94

UNIVERSITY DON

EXPOSES CULT SHOCK

‘You may begin to believe
that magic might really work’,
says Bruce.

University lecturer Bruce Gallo-
way has just edited a book ‘lift-
ing the 1lid® off the current
Dungeons & Dragons cult. The
book, published by Patricl: Ste-
phens Ltd, explains how it orig-
inated, how the newcomer can get
started and how the experienced
player can make his games more
enjoyable, History, culture, society,
economy, myths, magical and rel-
igious beliefs, armour, weapons,
military organisation and magic
and combat systems are all covered
in this comprehensive work.

The book Fantasy Wargaming
is not without humour as the sub-
titles to the chapters — A Poinard
in your Codpiece — show,

BEYOND
—THE FRINGE

The fringes of the Imperium have
now been charted by Paranoia
Press in Bevand, ane of two new
sectors approved for use with
Traveller. The other, The Vanguard
Reaches, covers an adjoining sector,
Other new releases from Paranoia
Press, all approved for use with
Traveller are: Sorag — a play-aid
covering secret-services of the
Imperium: Merchants & Merchan-
dise and Scouts & Assassing — two
self-descriptive play-aids; Ship’s
Papers — a pad of data sheets for
recording space vessels:and Planet-
ary Data Sheets — a pad for re-
cording the details of individual
worlds. All these products are to
be published in the UK under
licence by Games Workshop and
should be available for the first
time at Games Day .

'STAR PIN-UP

Chunky Anvar comes from the
cold MNorth, but when he has to
hot-foot it through the snows, we
bet he prefers to use a hack and
sleigh. Anvar plays the barbarian
adventurer in Citadel Miniatures
latest release — the Ral Partha
Maonsters & Adventurers range,
Also starring in this guality pro-
duction are magic-users, goblins,
knights and clerics {some of them
are shown below) and we bet
every one cuts a dashing figure.
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Mow on general release are the
new figures in Chronicle Miniatures
Adventurers and Creatures & Mon-
sters ranges, starring CF22: Femnale
Wizard and CM9a: Hobgoblin with
Two-handed Weapon.

MORE FUN
% "IN Your
NEXT ISSUE!

Coming up in your next fun-
filled issue of White Dwarf:

Expedition Counterstrike —
An AD&D scenario featuring
the space travel methods dis-
cussed in WD 25 & 27;

The Majic Jar — A character
CONVErsion system.

27






CF.26 Gnome Fighter/lllusiomst  20p  CT5  Brigand with sword & shield 26p
B CTE Insane lllusionist 25p
ALL THE ABOVE AT 25 PENCE 617 Ewl Dwarl Fighter 25p
cTa Dark EIf Fighter Thief 26p
ODDS & BODS CT Ewil Human Fighter 28p
Tubie with two benches 350 S1900 Ewil Clenc 25p
Treasure chest 25p CT 11 Armoured Evil Fighter 26p
See us at ARMAGEDDON, RDERS TO:
Reading, October 16th & 17th. ORDE )
Chronicle Miniatures
Please add 10% p&p Unit 22,
Minimum 25p Orders ovar £10.00
post froe PBIaednt;tu Gc;Nal'\?t Worikshops
Overseas please add 33% on oad, Nantyglo,
Ainmal please add 50% Brynmawr, Gwent.
TRADE ENQUIRIES WELCOME Tel. 0495 3128510495 308748

New book-outsoon

_—

QU x 6%
224 pages
IHustrated;
£7.50

& Arms & Armour Press,

2—6 Hampstead High Street,
London NW3 10Q0.

a
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BOUN TesSIaential UCKELs andg NOonN-resiuental UCcKers will aamic
holders to the convention complex throughout the weekend,
Residential tickets include two nights in your own university study-
bedroom and full English breakfast on Saturday and Sunday.
Inexpensive meals will be available to a/f ticket holders throughout
the weekend in the convention area.

Entry to the two-day AD&D Open Competition is limited and
must be registered in advance. The competition is only open to
those booking tickets and a £1.00 fee is payable, Sudccessful
bookings will be confirmed by post and programmes sent before
the event. Tickets will be issued at the convention complex, and
will be needed to gain access to convention facilities. We regret
that non ticket holders will not be allowed entry and that refunds
{minus a £2.00 administration charge) will only be possible on
cancellations made before 31st January 1982. Persons under 14
years of age cannot be admitted.

We need yvour help
*Reliable, careful, experienced DMs are needed to help run the
AD&D Open. Please mark your application accordingly if you
would like to be a part of this greal event,
*Would you like to run your own game? Let us know in good time
and we will advertise it in the GamesF air programme,

S N NN DR BN GEN NN BN EEE EEE .

BOOKING FORM: To TSR Hobbies {UK) Ltd.

Please send me . . . residential ticket(s) for GamesFair '82
@ £26 (£25 for PA members)
(Please add £2.50 if you require a
superior room with a sink}

Please send me . . . non-residential tickets for GamesFair
'82 @ £6 (£5 for PA members)

I wish/{do not wish to enter the AD&D Open. Fee £1.

TOTAL

I amfam not a member of the PA.

My membership numberis. . . . ... ... ...
I dofdo not wish to help DM the Open.

{On a separate piece of paper, please

give some details of your experience.)

I would/would not like to run a game

of my own. Please specify:

My name: My address:

Please make cheques/PO’s payable to TSR Hobbies (UK) Ltd., and
send to the organizers at GamesFair, TSR Hobbies (UK) Ltd.,
The Mill, Rathmore Road, Cambridge, CB1 4AD. Telephone:
Cambridge 0223 212517/8.

S O I D N EEN M G B B
BOOK EARLY TO AVOID DISAPPOINTMENT
BOOKINGS MADE BEFORE 1st DECEMBER 1981 MAY CLAIM
A L2,00 DISCOUNT,

It booking for more than one person please include all names and
addresses.

If you do not want to deface your WHITE DWARF send the
information on a piece of paper.

Please mention WHITE DWARF when replying to advertisements
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GAMES USED TO BE JUST FOR KIDS; BUT NOW THERE ARE A NEW GENERATION OF GAMES.

GAMES WORKSHOP'S GAMES ARE SPECIALLY DESIGNED FOR ADULTS AND OLDER CHILDREN.

THE RULES MAY BE A BIT LONGER THAN IN YOUR AVERAGE GAME — BUT THESE ARE NOT

AVERAGE GAMES. THEY DEMAND SKILL, STRATEGIC PLANNING, AND DIPLOMACY, YET THEY
ARE EASY TO PLAY AND ARE GREAT FUN!

DOCTOR WHO — Daleks, Cyber-
men and other aliens will be met
and must be overcome by strength
or cunning as players search the
galaxy for the Key of Chronos. K-9
and others who can give help will
be found. Most importantly, items
will be discovered that have strange
powers. These must be used judic-
iously and with forethought, The
great variety of items ensures that
each game is different and builds
to anexciting and hilarious climax.
For 2-6 players, aged 10 and over.

VALLEY OF THE FOUR WINDS

is designed as an introduction to -

the hobby of fantasy board war-
gaming. In a world of magic and
monsters, the forces of good and
evil are locked in an epic struggle.
Each must seek the help of power-
ful independent beings in a quest
linked to the main battle where the
undead hordes are besieging the
city. The discovery of the indepen-
dents ensures variety and demands
quick-witted changes in tactics.
For 2 players, aged 11 to adult.

WARLOCK is a card-playing duel
between wizards, each with a sel-
ection of beautifully illustrated
spells to cast. They must be chosen
skilfully, as they may be reflected,
or wander off target, and they use
power, the exhaustion of which
eliminates the wizard. The novel
play-system involves all the players
continually in a fast, flowing game.
‘one of the most promising games
to come our way for a long time.’
Games & Puzzles — Spring 1981,
For 2-6 players, aged 12 to adult.

APOCALYPSE requires diplomatic
skills and a poker face as players
attempt to build nuclear empires.
The die is not used as a random
element, butas the medium for out
thinking your enemy in a totally
unique combat system. Powerful
nuclear weaponry adds the spice
to a game that combines simple
rules with high skill and great fun.
{(Formerly published as Warlord.)
‘a work of genius’, Military Mod-
elfinrg magazine, August 1980.
For 2-4 players, aged 10 to adult.

EACH GAME COMES IN A FULL-COLOUR, 11%"'x 8%2"x 2%" BOOKCASE BOX, WITH FULL-COLOUR MOUNTED PLAYING BOARD.

Ga
I Please send me:

Qty . . . Doctor Who
. . . Warlock

EACH GAME COSTS £6.95, INCLUDING POSTAGE AND PACKAGING.

r.nes Workshop Ltd, Dept M6, 27-29 Sunbeam Road, London NW10,

Oty . . . Valley of the Four Winds

Discover these and more at top
games shops, including our own in:
London: 1 Dalling Road, Hammer-
smith, W6. Tel: 01-741 3445,

Manchester: 6 St. James's Square,
Manchester M2, Tel: 061-832 6863.

AL | GAMES WORKSHOP

Birmingham: Unit 37, Birmingham

| enclose a cheque/postal order for €. ...... Shopping Centre, Birmingham B2.

Or debit m o Tel: 021-632 4804,

' S a A O Or by sending a cheque/PO for 70p
My Card MNO. IS . . . o vt s e e et e e e e e e e e e e I {inc P&P) for our 64 page catalogue.
Signature, . . . . e Games Workshop Ltd., Head Office and Mail Order Departments:
Name {Block Capitals) . . . . .. ... ... . ... ............ I 27-29 Sunbeam Road, London NW10. Telephone: 01-965 3713.
AdAress. . . . . . L e e e e e e e e e e e e e e e e e TELEPHONE ORDERING

------------------------------------- FOR ACCESS AND BARCLAYCARD HOLDERS:

I_&iames Workshop Ltd. Registered No. 1467092

TELEPHONE: 01-965 3713




The Official AD & D"
Flgures Collection is here

Now you can add a fantastic, new dimension to your AD&D game | |

with the first ever collection of AD&D figures recognised and

approved by the game originators. These 23mm high white metal

stand-up figures, each moulded with intricate detail of fighting

stance, clothing, weapeonry, armour and accessories enables you

to achieve a new level of imaginative involvementin AD&D and in

your. particular adventures. :
L, . N r oy

~ With this you can col
__your own design. The Action Art pack costs around £6.50.
* All prices include VAT. |

These characters are available in packs of 10 and 20, costing
around £3.50 and £6.50 respectively. There is also a special
AD&D “Action Art” pack which contains12 different figures plus




