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GOLDE 

Ever since rne caracomb crearures saw rne Star 
Trek RPG, they've been moaning about the lack of 
megadeath, but  now  Star Trek Ill Combat Simulator 
has come out they can vaporise a whole starship 
w i th  one dice roll! Last week four lorry loads of 
cardboard boxes, three Ford Cortinas and a post of 
a Klingon Captain disappeared in West London. 
Funnily enough the next day aful l  size cardboard D- 
7 appeared in the catacombs! Frankly i ts a l i t t le 
hairy these days being "beamed" up t o  the office by 
Gunatha every mornins 
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Boxed Set . . . . . . . . . . . . .  . . . . . .  Boxea set . . . . . . . . . . . . . . . . . . . . . . . . . . .  
. . . . . . . . . . . . . . . . . . . . . . . . .  Superheroes Figure Set . . . . .  . . . . . .  Naked Doom 

. . . . . . . . . . . . . . . . . . . .  . . . .  Supervillains Figure Set . . . . . .  Death Trap Equaliser 

NEW*NEWYNEW*NEW*NEW*NEW 

Please phone for availability. PRICE INCREASES I !  Please note that the pricesshown below will 
Star Trek Combat Simulator (FASAIGW) . . 35 increase at the beginning of February. We will honour orders received 
Twilight 2000 RPG (Future War)(GDW) . . . . . . . . . . .  -.-.95 up t o  the end of the first week in  February at these prices; there- 

. . .  Convoy (For CarWars)(SJ) . . . . .  £6.50 after we have to  charge the following extra:- 
Car Wars Expert Set 5 (SJ) . . .  . . . . .  £3.95 AD&D hardback booksand boxed D&D . . . . . . . . . .  E l  extra 

. . . . .  £8.95 Modules . . . . . . . . . . . . . . . . . . . . . . . . . . . . .  add 45p 

DL4 Dragons of Desolation (AD&D) . . .  .95 Dungeon Masters Guide £ 10.95 S3,S4, . . . . . . . . . . .  £5.50 
X7 War Rafts of Kron (Expert). . . . . . .  . . . . . . . . . .  . . .  .95 Monster Manual 1 .  £9.95 15.16.. £4.95 
X8 Drums on Fire Mountain (Expert) . . . . . . . . . . . . . .  tr.95 Monster Manual I I  . . .  £9.95 
CM2 Deaths Ride (Companion) . . . . . . . . . . . . . . . . .  £4.95 Dieties & Demigods . . £9.95 D&D 
MH5 Secret Wars (Marvel Superheroes) : . . . . . . . . . . . .  £2.95 Fiend Folio ; . . . . . .  a.g5 Basic Set . . . . . . . . .  f9.50 
MHAC3 Marvel Cardboard Figures . . . . . . . . . . . . . . . .  £2.95 ~ ~ , ~ ~ , ~ 2 , ~ ~ - 3 , ~ 1 - 2 ,  Expert Set . . . . . . . .  £9.50 
Rangers of the North (ICE) . . . . . . . . . . . . . . . . . . . . .  £4.95 D 3 , 0 1 , ~ 1 , ~ 2 , ~ 3 , ~ 4 ,  Companion Set . . . . .  £9.50 
TheTriangle (FASA) . . . . . . . . . . . . . . . . . . . . . .  f12.95 ~1,~1,~2,11,~2,13,14, allf4.50 Bl,B2,B3,B4,B5,86, 
Operation Armageddon I Fed. v Klingons . . . . . . . . . . . .  £2.95 UK~,UK~,UK,~ ,UK~,  B Solo, Xl,X2,X3,X4, . £4.50 
Outcasts (FASA-Star Trek) . . . . . . . . . . . . . . . . . . . .  £6.50 UK5.UK6,Ul ,U2,U3,WG4, X5,X6,X Solo,XL1 ,CMl, 
Triangle Campaign (FASA) . . . . . . . . . . . . . . . . . . . .  £8.95 N ~ , E x ~ , E x ~ , M " ~  
Battlestar Galactica (FASA) . . . . . . . . . . . . . . . . . .  £ 16.95 . Ml,M2,01 

The Last Starfighter (FASA) . . . . . . . . . . . . . . . . . .  £12.95 
Masters of the Universe (FASA) . . . . . . . . . . . .  r . . .  £1 2.95 
Operation Badr (West End) . . . . . . . . . . . . . . . . . . .  £14.95 

WARHAMMER 

Warhammer'l l (Fully Revised) . . . . . . . . . . . . . .  
Warhammer Poster . . . . . . . . . . . . . . . . . . . . .  

?orders using credit cards, or enquiries, phone 
11-365 3113 Mon-Fri 9.30am-5.00pm. 
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t ADVENTURE SERIES t 

Available by MIOrder (p+p free) 
Send cheques or Postal Orders to: 

Triffid Software Research 
1 2 Cullwood Lane 

' Ashley 
New Milton 
Hampshire 
BH25 5QJ 

Available from good computer 
software stores nationwide 

SPECTRUM 48K. 
ELECTRON and 
COMMODORE 64 
versions coming soon 

Send your software to us. 
If  accepted, 
generous royal ties offered. 
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t the time of writing, I 
am just preparing for a 
trip to Dallas. No, JR is 

not interested in being inter- DEPARTMENTS 
viewed in White Dwarf. The 
Hobby Industry of America's Critical Mass by Dave Langford 9 
annual show is there this year, Science fiction and fantasy book review column 
and all the 1985 releasesfrom the 

openeox games and miniatures com- New products examined by independent reviewers 
panies wil l be on show. 

Will the new year bring any RuneRites edited by Dave Morris 12 
new concepts in role-playing? Struck by Lightning - Celtic spells for RuneQuest 
Will the trend continue towards ThrudtheBarbarian making role-playing games by Carl Critchlow 19 

Snowman's a match for our hero 
based on well-known charac- 
ters? Following the trend of the TheTravellers by Mark Harrison 2 1 
games companies, the In which Felix surprises everyone. . . 
miniaturescompanies are now FiendFactory edited b y Albie Fiore 34 
making licensed ranges of 0 Caber - three spirits for the AD&D system 
character figures. For example, 
Lord of the Rings figures are to Treasurechest 
be made by Grenadier in the USA You'll spend all night haggling with this pair. .  . 
and by Citadel in the UK. There is Crawling Chaos edited by Marc Gascoigne 39 
also a strong rumour that a major A new department enters the slime-light 
miniatures company wil l be 
given the license to manufacture Tabletop Heroes by Gary Chalk and Joe Dever 40 
official D&D figures now that Faces featured in our regular figures column . 

TSR have decided to stop man- Crash~ourse by Steve Jackson 43 
ufacturing white metal m ink -  Titbits from across the water 
tures. Who will the lucky com- 
pany be? Find out next issue after k!!;;s. views, questions and comments edited by Ian Marsh 45 

the show. 
Newsboard by Jon Sutherland 47 
What's new in the games hobby 
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Hobby services, contacts and games for sale 
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Games 
FOR WAR, FANTASY 

AND 
SCIENCE-FICTION GAMING 

MAIL ORDER 
50-54 Manchester St., 

TRADE 
Unit.20, Merrion Centre, 63 Allerton Rd., 85-87 Victoria St., 89 Victoria St.. 

Liverpool L1 6ER. Leeds 2. Liverpool L18 Liverpool L1 6DG. Liverpool L1 6DG 
Tel: 051 236 2605 Tel: 0532 456376 Tel: 051 722 9022 Tel: 051 227 1505 Tel: 051 236 2605 

ROLE-PLAYING GAMES by FGU 
CHIVALRY 8 SORCERY Second Ed' VILLAINS 6 VIGILAN £9.95 
Chivalry 8 Sorcery: 3 volume boxed s 6.75 2nd Edltlon rulebook o E4.95 
The Dragonlords. C8S scenarlo book 4.20 Cnsis atCrusader C £4.20 
C8S Sourcebook: revlsed edltlon ..... 6.50 Death Duel wlth the E4.20 
C8S Sourcebook 2. supplementaly matenal ............................ £5.45 Island of Dr. Apocal E4.20 
Swords 8 Sorcerers: reused edltlon ......................................... £4.95 Force- V 8 V adven ur £4.20 
AFTERMATH- post holocaust rpg, boxed ............................. E18.75 Opponents Unl~m~ted V £4.20 
Into the Rulns Aftermath scenarlo book .................................... £4.95 From The Deeps of Space-V8V advent E4.20 
Operation Morpheus: Aftermath scenario book ......................... E6.50 Counter Set 1 -character and vehfcle w £3.75 
Sydney. The Wilderness Campalgn ditto .............................. £5.85 MERC modem mercenaly rpg, sklnnlsh wargame ...................... £9.95 
DAREDEVILS - rpg set In the 1930's ...................................... E12.55 Merc supplement, more rules 8 skills ......................................... £4.20 
Daredevils Adventures 1, 2 8 3 ........................................ each E4.20 SPACE OPERA complete, compelling SF ................................ '216.75 
BUSHIDO Detalled rpg set ~n the Land of Nippon - Star Atlas's 1. 2. 3. 11 & 12 ...................................................... £5.45 
Valley of the Mlsts (Bushldo) ..................................................... E4.20 -Vault of the NiBr Oueyon ........................................................... £4.20 
OTHER SUNS excellent SF rpg ...................................... £12.95 - Caslno Galactlca .................................................................... E4.20 
LANDS OF ADVENTURE rpg with cunure packs E9.95 -Agentsol Rebellion ............................................................... £4.50 
PRIVATEERS 8 GENTLEMEN naval 1755-1820 ................. E14.25 -Operation Peregnne .............................................................. £4.95 
K~ng Over the Water P8G scenario pack ........................... f4.95 - Rows~on 2, lncedus 3 ..................................................... eachE4.20 
Dec~s~on at Dlerba: P8G scenario pack ................................ £4.20 -Probe NCG 8436 .................................................................. £4.20 
BUNNIES 8 BURROWS- rabblt role playing ......................... E4.95 PSI WORLD: rpg of psych~cs ...................................................... E9.95 
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BOXED SET 
NOW ONLY 

f 7.95 
Yes, it's a 

fantastic price 
reduction but 
don't just sit 

round marvellina 

NEW SCENARIO - 
TAKISHIDO'S DEBT 

, A UK written and 
produced mini- 

adventure, stuffed 
full of the Bushido 

charm and 
atmosphere - and 

only 

GRENADIER MODELS NEW FROM FGU 

SUPERB GAMES SYSTEM - SENSIBLE PRICES 
SF ames £ 8 50 
DR~~ONLORDS Vamp~res, rnummles, ghouls, 

FANTASY LORDS Heres a set to weed out the 
weeds In any party Demons has a select~on of 10 
such terrors from Hell Boxed £8 50 
TRAVELLER There are some odd looking 
sentlents In Allen Mercenar~es but let us 
entertam no raclal prejudice Just because a 
chaps got legs all aver the place and a head l ~ k e  a 

THE HALLS OF THE 
DWARVEN KINGS 

A VERY FAST TURN ROUND 
POST PAID ON ORDERS OVER E6 00 

TS Mln, Module 8 Referees Screen 
INFORMATIVE FREE NEWSLElTER 

' SPECIALOFFERS 
TELEPHONE ORDERS 
BY CREDIT CARD 

Starironl~ers Character Record She 

TRADE ENQUIRIES 

AVAILABLE TO THE TRADE 
SEND FOR FULL DETAILS 

TITAN BOOKS 
Judge Dredd 1 'Judge Dredd 2 ' Block Manla 

- Llve and Let Die 



CRITICAL MASS 
I 

Critical Mass is a regular fantasy and science fiction book review 
column by Dave Langford, another member o f .  . . 

Sequels Anonvmoiic 
Sometimes the strain becomes too 
much for ashen-faced, trembling SF 
authors. The terrible craving seizes 
them; only the strongest try to resist, 
and stumble sweating to phone the 
24-hour hotline. 'Sequels Anonymous? 
For God's sake talk me out of this - my  
will-power's gone, I can feel a sixth Dune 
book coming over m e .  . .' A!as, the SA 
counsellors are rarely persuasive 
enough - and the trouble with 
sequelholism isthat it damages not only 
writers' brains but readers'. 

There are sequels and sequels, as 
shown bythefirstthree books now mov- 
ing down the conveyor belt towards 
Critical Mass's rotating knives. Douglas 
Adams isthe gravest case, with So Long, 
and Thanks for All the Fish [Pan 191 pp 
f 6.951 - 'fourth book in the Hitch-Hiker 
trilogy'. 

They say Adams finds it increasingly 
hard to write Hitcher books; you can see 
why. Book one was a small miracle, 
frothy jokes balancing pessimism in a 
tightrope-dance that needed no actual 
plot. Booktwo: similar but diluted. Book 
three had a plot, showing Adams to be 
hopeless at plots. Book four, even at a 
skimpy 45,000 words, is full of padding. 
'It's guff. It doesn't advance the action'. 
[p131] A few good jokes and clever 
ideas, a shaggy-dog punchline as God's 
Final Message to His Creation is 
revealed -that's it. Sequelholism has 
drained Adams of his high-speed inven- 
tiveness which made him famous. No 
doubt he'll agree with me all the way to 
the bank. 

Anne McCaffrey has unexpectedly 
published a sequel to what even rabid 
fans agree is her worst book, Dinsosaur 
Planet (1978). Billed as part one of a tri- 
logy, DP was devoid of interest and 
passed straight into merciful oblivion. 
The Survivors: Dinosaur Planet I1 [Orbit 
283pp f 1.951 wraps up the story without 
visible need for a third volume, but 
remains half-hearted and dull. 

The problem: this is 'straightlSF 
adventure and McCaffrey never seems 
interested in it, as she is in her romantic 
SFifantasies with their dragons and 
singers. The writing's slipshod and the 
science dodgy. Portentous questions 
about murky plot points (what hap- 
pened to  the missing spaceship, etc) are 
repeated ad nauseam - they not only lack 
narrative interest but prove to have 
singularly banal answers. I'd spent most 
of the book hoping that the question of 
why this planet has Earth-type 
dinosaurs was not going to be answered 
with traditional guff about ancient aliens 
who like zoos.. . 

Our third 'sequel' is the best. The 
Adams novel should probably have 
stayed unwritten, and the McCaffrey 
boiled down with its predecessor into 
one tight story; but I like a preplanned, 
episodic fantasy series when it's done 
right, as in Geraldine Harris's The Dead 

~rtacking 
?d novel. 
say, go tt 

gxtensio~ 
To all 
i ou  and d 

Kingdom lunrcorn ~ t r ~ p p  ~2.501- DOOK 3 
of her 'Seven Citadels'tetralogy. Several 
issues ago I emitted lukewarm praisefor 
book 2, Children of the Wind, only to be 
told by One Who Knew that it was the 
weakest of the four. Pausing to  acquire 
book 1, Prince of the Godborn, I zipped 
through the lo t . .  . yes, good stuff. Book 
3 has quirky humour, high-fantasy 
passages almost on a par with Le Guin, 
and some heartening surprises. It's 
refreshing for any jaded reviewer or 
reader when characters fail to act 
stereotyped, fail to do what one 
yawningly assumes they must. 

Harris's other secret is simple: evi- 
dently she planned the four books as a 
whole rather than writing blindly into 
the unknown c ns onto 
a self-containt 
sequelholics I lo 
likewise. 

Your reviewer IS also a suc~e r  for 
hard-SF novels tackling the complexities 
of how science is really done. The 
Critical Mass seal of approval goes to 
Paul Preuss's Broken Symmetries 
[Penguin 335pp £2.951. In near-future 
Hawaii, scientific and political infighting 
surround the ultra-powerful USIJapanese 
TERAC accelerator and its production of 
'I particles' . . . stable quarks with 
awesome potential. Jaw-breaking 
jargon is kept to a couple of pages. 
Manipulation is the name of the game, 
both political and personal: Preuss will 
scare you rigid with his convincing 
picture of mostly well-meaning people 
and bureaucrats colliding (like particles 
in TERAC) and chain-reacting towards 
disaster. 

Broken Symmetries has its flaws - like 
a spy-novel cliche or two - but it's an 
impressive and unnerving performance. 

t John Grant's The 
Truth about the Flaming Ghoulies 
[Muller244pp £8.951 is in the tradition of 
. . . but since it's dedicated to  my  wife 
and me, you'll understand the 
possibility of bribery and corruption. 
The Flaming.Ghoulies are a chart- 

topping group of the late 1980's who 
establish the book as SF (and 
incidentally cause mild alarm) when a 
final performance features their 
detonation in a multimegaton blast 
which razes Chicago. The writing of the 
Ghoulies' official history is turned over 
to  a crack geomorphologist (since he 
knows all about rock), who trace their 
careerthrough a maze of extremely silty 
letters and clippings making up the 
book. 

Inevitably the ultimate revelation is a 
shaggy-dog joke, but there are plenty of 
laughs en route. Particularly implausible 
is Grant's libellous future slang . . . To 
pick printable examples, 1988 people 
don't say 'he threw up' but 'he 
heseltined everywhere'; they refer not 
to rude diseases but to 'some exoticvar- 
iety of the reagan.' Is the author trying to 
tell us something? 

The Frozen City [Unwin 231 pp £8.951 
comes from new authors David Arscott 
and David J Marl. It's a curious and 
interesting book, accessible to younger 
readers but using the fantasy city as a 
frame for political allegory. The city's 
'frozen' under a cruel regime; move- 
ment is restricted by mazelike streets; 
art and beauty are exiled to a secret, 
buried city which is a literal under- 
ground; the young hero is beset with 
problems of honesty vs practical politics 
(sometimes too didactically expressed); 
the revelation of the regime's leadership 
has a philosophical brutality echoing 
Orwell's 'The object of power is power'. 

Not particularly new or astonishing in 
itself, this gains freshness and force 
from the allegorical presentation. A 
modest success. Fantasy's so 
hidebound that it's still a novelty for 
authors to suggest that even a benign 
dicatorship, or monarchy, may not be a 
good thing. 

Hello? Sequels Anonymous? I've this 
terrible urge to continue m y  comments 
on the Shards Stainless Steel Rat Saves 
the World adventure [Mosaic, for 
CBM64, £9.951 . . . argh, too late to stop. 
Seems m y  investigators last issue failed 
to be sufficiently obvious and simple- 
minded. Having passed the game's ini- 
tial barrier,they say itgetsslightly better 
-but  recommend Harry Harrison's origi- 
nal books, especially the first, as being a 
lot more fun. Ned Ludd lives! 

Next month - can Langford resist 
another sequel to  the Critical Mass 
series? Will the SA hotline beabletotalk 
me out of m y  viscious habit? I doubt it 
somehow.. . 



OPEN ROX 

GOLDEN HEROES 
Games Workshop 

I usually test and review games from a 
position of relative ignorance, seeing 
them forthe firsttimewhen they land on 
my doorstep. Golden Heroes is different. 
I first saw it as an amateur production in 
1981 by Simon Burley and Peter Hains, 
predating almost all other superhero 
RPGs. Even in its early form it stood 
head and shoulders above other super 
games, incorporating ideas on cam- 
paign development and the characters' 
role in society which have been paral- 
leled in later games, but never bettered. 
Unfortunately the earlier version suf- 
fered from poor distribution, and the 
game languished in obscurity until this 
reissue. The new version expands it 
from 60 A5 pages to 140 quarto pages 
(slightly smaller than A4) in two vol- 
umes, adding many rule clarifications, 
expansions, and exam~les of design 
and play, and incorporates some 
extremely good art. 

The box contains a Players Book (56 
pages) and Supervisors Book (84 
pages), plustwo twenty-sided and three 
six-sided dice. The box is deep enough 
to hold most of the normal paper and 
rubbish carried by RPG referees. How- 
ever, its usefulness is limited by the fact 
that it is too short for normal A4file 
paper and photocopies, and too narrow 
for US paper sizes. 

Both rulebooks are printed as pseudo 
comic books, complete with fake comic 
code seals ('Approved by the GW 
Games PlayersAuthorityl) and imitation 
bar code stripes. The Players Book con- 
centrates on character generation, pow- 
ers, and combat, with many detailed 
examples, and also gives an idea of cam- 
paign play. The Supervisors Book adds 
refinements and additional information 
for all parts of the rules, but puts a spe- 
cial emphasis on campaigns. Inciden- 
tally, this game calls the referee the 
Script Supervisor or SS, not the happiest 
abbreviation on record. 

Character generation is based on four 
characterisitics and 5 to 10 randomly 
selected powers. However, the player 
may give up one or more potential pow- 
ers to give the character especially 
advantageous backgrounds. As powers 
are rolled the player chooseswhetherto 
keep them at a minimal grade or 
improve them by spending more pow- 
ers. For example, a player could roll 
eight potential powers, put one aside for 
an advantageous background, then use 
the next two rolls to gain and upgrade a 
power. Magic and Psionics initially cost 
two power rolls; if the player only has 
one power roll left, the power is unavail- 
able. Finally, the player must design a 
background history and power rationale 
which explains all the details of the 
character. The referee examines this 
description, and throws out or modifies 
powers which are incompatible. The 
Players Bookgives a detailed example of 
the generation and background history 
of one cha~racter, plus four pages 
describing seven very different charac- 
ters based on the same group of powers. 
When the referee is satisfied, the player 
can note the powers and make any 
changes in initial or figured characteris- 
tics. Usually the generation svstem 

OPEN BOX 

works well, though I found that approxi- 
mately one character in ten had a combi- 
nation of totally incompatible powers 
which just wasn't interesting or convinc- 
ing. An optional system lets players 
choose powers, which mav be more 
suitable'for experienced 

Golden Heroes uses a moderately 
simple combat system, based on rollsto 
hit, modified by the 'weapon class' of the 
victim. Attacks cause hits to kill (HTK) or 
hits to coma (HTC) damage. Most super 
characters have at least 25-30 HTC and 
HTK, some have much more. Usually 
attacks must do both forms of damage, 
and the user must choose the type which 
predominates. For example, a 10d6 
attack can be split as 6d6 HTW4d6 HTC, 
5d6 HTKl5d6 HTC, or 4d6 HTKJ6d6 HTC. 
Armour lowers defence class, making 
the wearer more difficult to hit, and 
reduces the amount of damage penet- 
rating, but makes it harder to dodge 
attacks. Combat occurs in rounds which 
are split into four 'frames'. Striking a 
blow or a simple movement costs a 
frame, power use or a complex combat 
manoeuvre (such as a martial arts 
attack) costs two frames, a period called 
an 'action'. This is the most confusing 
variation between these rules and the 
original Golden Heroes, which split 
frames intofouractions. Anew round is 
thus equivalent to an old frame, and the 
new frame to an old action. 

There are a variety of special attacks, 
from grappling and other holds to magic 
and psionics. These are handled as 
attacks against one or another charac- 
teristic. Weapons only receive cursory 
treatment, on the assumption that most 
heroes and villains are above using such 

plebeian tools. However, I'm told that a 
supplement will cover many types of 
weapon in some detail. Combat is 
roughly twice as fast as Champions or 
Superworld, and involves far fewer 
complications. Rules lawyers will hate 
the system, since there are very few 
ambiguous areas. 

As already stated, the game is heavily 
orientated towards campaign play. The 
only way of improving powers or skills 
is by campaign development, which 
requires some record keeping by the 
player and referee. Actions such as 
intensive use of detective methods, pat- 
rolling the streets, and spending spare 
time in training and research are likely to 
lead to some advancement, but success 
is the best road to improvement. The 
character sheet records 15 possible 
improvement factors, from public rela- 
tions to conscience. In some cases 
actions which boost one area will harm 
another. Crossfire, the 17-page scenario 
in the Supervisors Book, is designed to 
launch a campaign, introducing the 
players tothree alien races and a power- 
ful international agency. It contains sev- 
eral superheroes, a damsel in distress, 
and many chances to be heroic or 
stupid. I was lucky enough to play in this 
scenario before receiving the review 
copy, and can honestly say that it is a 
memorable (and possibly terminal) 
experience. 

As a late contender in the super RPG 
field, Golden Heroes faces severe 
opposition from established games. 
However, its quality, scope, and the fact 
that is is orientated towards British 
players are bound to  make it successful, 
if there is a steady flow of supplements 
and scenarios. There are a few minor 
flaws, but far fewer than in the first 
release of Champions or Superworld. I 
know that several of my friends have 
already bought the game, and look for- 
ward to experiencing some memorable 
adventures. 
Presentation: 10 Playability: 10 
Enjoyment: 10 Skill: 8 
Complexity: 7 Value for Money10 
Overall: 10 Marcus L Rowland 

MARVEL EROES RF 

Bombs 

I 
creen 

TSR f 10.50 
MH 1 The Breeder f2.95 
MH 2 Tme Trap f2.95 
MH 3 Murderworlc f2.95 
MH AC 1 Judges S f 2.95 
MH AC 2 Avengers Assembled f2.95 

This new game joins the current boom 
in Superhero RPGs, bearing the names 
oftwo mighty empires- Marveland TSR. 
It features simple combat and power 
rules, good reasons for superheroes to 
spend time in their secret identities, and 
artwork based on the original comics. 

The box holds a 16-page Battle Book, 
48-page Campaign Book, 16-page adven- 
ture, eight cut-out character records for 
the Fantastic Four and four other 
supoerheroes, a double-sided map sheet, 
25 counters representing characters, veh- 
icles, and police, two ten-sided dice, and a 
wax crayon. 

The Battle Book covers the basic rules 
of the game (characteristics, and how to 
perform feats an~d fight), while the Cam- 



OPEN BOX 

paign Book deals with character genera- 
tion, the nature and use of powers, equip- 
ment design and use, and how to run 
campaigns. Most of the combat rules are 
in the Battle Book, which is primarily 
intended as a simplified introduction to 
the game. 

There are 7 main characteristics (Fight- 
ing, Agility, Strength, Endurance, Reason, 
Intuition, and Psyche) plus four variables 
(Health [hit points], Karma, Resources 
[money etc], and Popularity, which alter 
as the game progresses. The value of 
each characteristic is rated on a scale of 11 
grades ranging from Feeble (subhuman) 
through Good and Amazing to Class 1000 
(incomprehensibly powerful, and unat- 
tainable by players). The Campaign Book 
gives several examples for each charac- 
teristic and rank. For example, Professor 
X has Feeble strength, while the Mighty 
Thor's strength is Unearthly. Powers and 
skills are rated on the same scale, and 
their use is regulated by a single percen- 
tile dice roll table, which is repeated on 
the back cover of both game books. Dice 
rolls can be altered by expending Karma, 
which is recovered by performing good 
deeds, fulfulling obligations, and gener- 
ally living up to the superhero code. How- 
ever, Karma can be lost by misdeeds, 
crimes, and other mistakes. The ultimate 
error for a hero is the death of an oppo- 
nent or bystander, forfeiting all Karma. 
Super-villains, of course, earn Karma by 
committing crimes, but can lose it for 
similar reasons. Super-villains who kill 
innocent bystanders or superheroes for- 
feit 30 Karma points, but those who man- 
age to  defeat and humiliate opponents 
reap rich rewards. Super-villains can 
eliminate NPC underlings and henchmen 
without penalty, however, since that's 
just good worker management relations. 
Both superheroes and villains gain Kar- 
mas by being confident and a peace with 
themselves and their fellows, and useof a 
secret identity offers a good route to such 
inner tranquility. 

The Campaign Book suggests two 
methods for character generation - a 
purely random system, and a free- 
choice system in which the player 
selects characteristic levels, powers and 
skills, then submits them to  the referee 
for approval and modification to 
appropriate levels for the campaign or 
scenario. Both methods are fast, easy, 
and work well, although the free-choice 
system wil l  probably cause a few argu- 
ments. As the game progresses Karma 
points may be saved in 'pools' to  buy or 
improve characteristics and powers. 
However, the points must be allocated 
to  a specific purpose before they are 
saved, and bad Karma losses can wipe 
out accumulated pools before they can 
be spent. New powers cost 3200 to  
18000 Karma points (and must be 
justified in the context of the campaign), 
improvements can cost up to 15000 
points. Incidentally, the character record 
sheet in the campaign book doesn't 
have any spaces for recording such 
pools - an annoying omission which 
should be remedied. 

The scenario, Day of the Octopus, pits 
Captain America, Spider-Man, Captain 
Marvel, and the Thing against several 
supervillains led by Doctor Octopus. 
There are six chapters, each consisting 
of campaign developments and a 

description of the setting, characters, 
and weapons involved in any combat. 
Most requirethe useofthe large map in 
the game box. 

The other game components are aids 
to the players or referee. The character 
records coverthe Fantastic Four, Spider- 
man (the'host'who explains most of the 
rules), Wolverine, Captain Marvel, and 
Captain America. Each card has a colour 
picture of the character on the glossy 
side, and personal and game details 
overleaf. The counters are large and 
marked with an arrow to  indicate the 
location of the character or object they 
representwhen placed on the game map. 
All the superhero and supervillain counters 
illustrate the characters secret ID on one 
side, and the super ID on the other. The 
map shows a few blocks of a generic city 
on one side, and interior details of a few 
buildings on the other. The city map 
seems to  be in 5mm scale, the building 
maps are approximately 25mm scale. 
side, and the super ID on the other. The 
map shows afew blocks of a genericcity 
on one side, and interior details of  a few 
buildings on the other. The city map 
seems to be in 5mm scale, the building 
maps are approximately 25mm scale. 

Overall, the game rules and 
mechanics are simple and work reason- 
ably well. Experienced referees may find 
the rules a little simplistic (for example, 
characters don't get tired or lose points 
while using powers, unless they expend 
Karma), but they certainly reflect the 
slamming action in most comics. Com- 
bat is resolved quickly, and the rules 
encourage role-playing as well as 
heroics. The scenario is amusing, and 
does a good job of showing how the 
rules work. All the game components 
are well-printed, and the artwork varies 
from adequate to excellent. 

My  main reservations about this game 
are the way in which it has been 
restricted to  the Marvel universe. The 
Marveltrademarkappears several times 
on most pages, and there are frequent 
warnings about violation of copyright. 
It's extremely unlikely that there wil l  
ever be any 'official' scenarios featuring 
non-Marvelcharacters; in fact, TSR are 
rumoured to have been forced to with- 
draw one magazine adventure which 
was designed for several game systems, 
and included Marvel stats for non-Mar- 
vel characters. It's easy to convert 
superheroes and scenarios from other 
systemsto thjese rules, so referees who 
don't mind some effort can still use 
scenarios i~ntended for other games. 

All in all, a useful system which is suit- 
able for beginning players and referees, 
but should still suit experienced garners. 

All three scenarios have 16 pages, and 
are packed with a cover folder contain- 
ing character details and a double-sided 
22"x17" map. 

The Breeder Bombs pits the X-men 
against Magneto and other super-villains 
in the X-men's headquarters, and sites 
in the USA, USSR, Australia, and Chile. 
Seven chapters lead the characters 
through a search to destroy four 
'breeder' bombs, 'dirty' nuclear 
weapons designed to increase radiation 
levels and cause millions of mutations. 
There are several tricks and twists, Which 
lead to an amusing and apocalyptic con- 
clusion. 

11 

In the Time Trap six of the Avengers 
fight Kang, a time-travelling super-vil- 
lain who wants to trick them into 
destroying their own past. Three of 
seven chapters are encounters designed 
to weaken the Averngers'position in the 
present, by making it less likely that the 
Avengers will be formed or survive the 
stormy events of the group's early his- 
tory. The remainder are encounterswith 
Kang and attempts to thwart his plans. 
Players and referees with extensive 
knowledge of the Avengers' history wil l  
have a considerable advantage in this 
adventure. 

Murderworld involves the Fantastic 
Four with the super-villain Arcade, who 
attempts to  lure them out of their head- 
quarters and into various traps. Mean- 
while,two super-villain groups enterthe 
Baxter Building and fight, turning on the 
Fantastic Four when they return. Other 
subplots lead to  a final confrontation in  
another dimension. The scenario is 
designed for the current Fantastic Four, 
with the She-Hulk replacing the Thing, 
but includes theThingls statisticsfor his 
fans. 

All three adventures work reasonably 
well, but stress combat above role-play 
or campaign development. None give 
any opportunity forthe characters to use 
their secret identities (an important fea- 
ture of the game rules), all are extremely 
violent. 

The Judges Screen is a fairly standard 
triple cardboard sheet. The referee's 
side has a representative selection of 
tables, including the 'un~versal' table 
which is used to resolve most actions. 
The player's side shows the same 'univ- 
ersal'table, and a map ofthe Marvelver- 
sion of Manhatten. There is also an 
eight-page booklet to accompany the 
map, describing the city and giving 
rough details of major criminal power 
blocs and SHIELD. This pack doesn't add 
much to the game (the 'universal'table 
appears twice on the covers of the origi- 
nal rule books, for example), and will 
probably only appeal to completists. 

Avengers Assembled is a 32-page 
book, with a loose cover containing a 
detailed map of theAvengersl mansion. 
The text gives details o t  the manslon, 
SHIELD, and Nick Fury, 30 superheroes 
(although two characters have multiple 
secret identities, and there are really 
only 26 separate heroes), two associates 
of the Avengers, and 22 of theirenemies. 
Each character is illustrated, and there 
are also pictures of some SHlELDequip- 
ment and personnel. This is an invalu 
able reference for any MSH referee, and 
may appeal to  many comic collectors 
and fans. 

These products show a uniformly high 
standard of presentation, and are suit 
able for the roles they fill. Hopefully 
future productionswill be equally enjoy- 
able. 
Marvel Superheroes 
Presentation: 8 Enjoyment: 8 
Playability: 9 Complexity: 5 
Skill: 5 Rules: 7 
Overall: 8 
MH The Breeder Bombs Overall:7 
MH 2 Time Trap Overall :6 
MH 3 Murderworld Overall :6 
MH AC 1 Judaes Screen Overall:4 
MH AC 2 ~ v e n ~ e r s  Assembled Overall:8 

Marcus L Rowland 
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RuneRites is a regular column for 
RuneQuest players, edited by 
Dave Morris. 

STRUCK BY 
LIGHTNING 
by Dave Morris and Robert Dale 
Robert's previous selection of Celtic 
mythos Rune Spells IWD531 proved so 
popular that this month we have some 
more from his campaign - along with a 
few of my own devising. I have not said 
which spells are mine and which are 
Robert's, because we are holding the 
first RuneRites competition! The first 
person to write correctly distinguishing 
my spells from Robert's will win a copy 
of SoloQuest 1. Okay, so it's not a big 
competition. . . -DM - 
THE BREATH OF LLYR 
Range: 160m Non-stackable 
Duration: 15 minutes Reuseable 
Cost : 2 POW 

This spell raises a dense mist which 
reduces visibility to only two metres. 
The volume of effect may be approxi- 
mated as a disc 25m across and 5m high. 
Strange shapes are to be glimpsed 
through the mist, and these may lure a 
character from his path, cause him to 
unleash an arrow or spell in alarm, etc. 
The mist can either be conjured to 
appear at a particular spot remaining 
there until it disperses or is dispelled -or  
it can be cast upon an individual. In the 
former case, it provides ideal coverfor a 
retreat. In the latter, the target's POW 
must be overcome in the usual way. The 
mistwil l  then centre itself upon him and 
follow his movements (which are apt to  
become somewhat random). Note that 
a fierce gale, such as that provided by a 
sylph, is ineffective in dispersing the 
breath of Llyr; dispelmagic4 is required. 

BALOR'S EYE 
Range: (self) Non-stackable 
Duration: 15 minutes Reuseable 
Cost: 2 POW 

The caster ofthisspell istouched by the 
spirit of the Fomori lord, Balor. His left 
eye shines with a baleful blue-white 
glare. Anyone meleeing the character 
must make a luck roll each round to 
avoid meeting the awful gaze of this eye. 
Ifthe luck roll failsthen thevictim issub- 
ject to a fearshock attack (ie the spell- 
caster's PO Wis matched against the vic- 
tim's CON; see rules for Darkness ele- 
menta l~ - DM). 

Balor's eye has some disadvantages 
to the caster. First, he temporarily loses 
his sight in the affected eye. Deprived of 
binocular vision, he subtracts 10% from 
Attack in melee, 25% from Parry and 
10% from Defence (if any); Attack 
chances with missile weapons are 
halved. For each victim slain as a result 
of the fearshock, the caster must sacri- 
fice 2d6 points of battle magic POW to 
Balor immediately. Each time this spell 
is used, there is a 1% chance that the 
caster wil l  acquire a Chaotic (20%) or a 
Reverse Chaos (80%) feature. 

THE KEY OF ANNWN 
Range: 160m Non-stackable 
Duration: 15 minutes Reusea ble 
Cost: 2 POW 

With this spell, the caster can gain con- 
trol over a creature of the undead. Vam- 
pires, however, are immune. If the caster 
overcomes the POW of the undead 
being then it becomes his slave for the 
spell's duration. All orders will be 
obeyed - even a command for the crea- 
ture to  destroy itself. When the spell 
wears off (or is dispelled), the being 
loses all volition and reverts to a state of 
true death. The key ofAnnwn cannot be 
used in conjunction with extension. 

THE CAULDRON OF ANNWN 
Range: touch Non-stackable 
Duration: one hour to Reuseable 

complete the spell 
Cost: 3 POW 

This spell restores life and spirit to a 
character who died by wounds or 
poison. The body must be placed in pure 
spring water and sprinkled with dried 
apple blossom. Every five minutes for 
one hour, the caster expends 1 point of  
battle magic POW to sustain the ritual. If 
the spell is interrupted before comple- 
tion, the ritual is abrogated and no sec- 
ond attempt can ever be made. 

A character resurrected by this spell 
wil l  arise exhausted and in need of rest, 
but with all his abilities fully restored. 
The spell wil l  not, however, recall a 
character who has been dead for more 
than seven days.Those in the land of the 
dead quickly forget their past existence 
and after a certain t ime cannot be per- 
suaded to take mortality upon them- 
selves once again. 

NUADA'S HAND 
Range: 2m Non-stackable 
Duration: 15 minutes Reuseable 
Cost: 3 POW 

A shining silver hand wielding a magni- 
ficent longsword appears in the air 
besides the caster. It will continue to 
hover within 2m of him and fight his 
enemies until the spell expires. The 
hand Attacks and Parries at 90%, strikes 

for 1 d8+5+ I d 6  and has a Defence of 
35%. The hand and sword show no out- 
ward sign of damage when struck, but 
any blows upon them (count hand and 
blade as one entity) are rolledfor as nor- 
mal, and when a total of 40 hit points 
have been sustained Nuada's handvan- 
ishes. I twi l l  also be banished by a dispel 
magic4, of course. Other spells (includ- 
ing bladesharp, invisibility, dullblade, 
etc) have no effect on it. 

FIMB~JLWINTER 
Range: 5m Non-stackable 
Duration: 2 minutes Reuseable 
Cost : 1 POW 

This spell can be used in either of two 
ways - as an instantaneous attack, or as 
a passive enchantment of 10 MR dura- 
tion. The attack mode of the spell pro- 
jects a wave of intense cold towards the 
victim. The caster matches his POW 
against the victim's CON on the 
Resistance Table; i f  the attack is suc- 
cessful, the victim loses 2d6 from his 
CON. CON points lost in this way recover 
at the rate of 1 point per hour. The 
chance of a successful POW attack is 
reduced by 10% if the victim is wearing 
leather armourlpadding or warm 
clothes, and by 5%for metal armour. 

In its passive form, the spell encloses 
the caster in a 2m zone of icy coldness 
(to which he, of course, is immune! - 
DM). This can be detected by the appear- 
ance of frost on the ground, water vap- 
our on the air as the caster breathes out, 
and so on. Anyone entering the zone is 
subject to a POW vs CON attack as 
detailed above, except that the damage 
to CON in this case is only 2 points. A 
character continues to  be subject to this 
'chillshock' attack every round that he 
lingers in the zone. The projection value 
of lagging is negated after 2 MR. 

KARACH 
Range: touch Non-stackable 
Duration: instantaneous Reuseable 
Cost: 3 POW 

A souless duplicate of a person known to 
the caster can be created. Before half-life 
can be breathed into the Karach, a simul- 
carum ofthe individual in question must 
be fashioned using Illusion magic [see 
RQCompanion - DM]. Thiswill require a 
frame spell,motion (and harmonize), 1 
point of sightforevery 3 SIZ and 1 point 
of substance for every 1 SIZ. Sound may 
optionally be used, though the Karach 
will only be able to snarl, hiss and 
produce other meaningless noises. 
After all this, the karach spell itself is cast 
onto the illusionary being. A real and 
permanent duplicate of the original is 
then created. This duplicate, the Karach, 
has the physical characteristics and 
Manipulation (including Combat), 
Perception and Stealth skills of the 
person it resembles. It has no volition, 
and will simply obey its creator's 
commands without question. Also, 
because it has no POW, it cannot use or 
be affected by magic. 

To create a Karach, one must acquire 
some item often used or worn by the 
original -,a sword, perhaps, or a favourite 
robe. A character can sacrifice for this 
spell only once in his life, for reasons 
divine rather than rational.0 





THE DARK USURPER, 
Part 2 of a Fighting Fantasy Solo Adventure by Jon Sutherland and Gareth Hill 

in order to play this Fight ing 
Fantasy solo game, you will 
need to either know the rules 
or have access to a Fight ing 
Fantasy game book. Also you 
require a pencil, rubber and 
two six-sided dice. 

INTRODUCTION 
You are Corwin Calbraith, rightful 
heir to the Duchy of Skeln. You 
have returned home after three 
years fighting for the King, to  find 
that Evald Senskell, your friend 
and regent, has been tricked by 
Barnak. the Dark Usuroer, and 
now languishes in pr is 'on.~ou too 
weretaken prisoner but managed 
to escape. The story begins again 
after your first night of freedom 
hidden in the forest near your 
castle. Now turn to 1. 

1 . There is a silence- deep, . solemn, silence- 
reigning in the depths of the 
forest. The sun shines in that full 
flood of glory that heralds the 
spring. Weary, hungry and cold 
you stretch slowly and deliber- 
ately, seemingly unaware of your 
reclained freedom. Your horse, 
A ~ I ,  has gone, lost in  the night; 
you realise that you will probably 
never find him. Yesterday's 
events flood back into your mind: 
sooner or later Barnak's men will 
be combing the countryside for 
you. Will you head north, further 
into theforest,go to81,orwill you 
head west and make for the road 
and thevillage beyond, turn to88. 

2- Theold man offersyou . a seat, and pours a glass 
of cider. Passing it to you, he 
bepins to speak. 

I know of the creature Barnak, 
no doubt those creatures who 
treated me to their hospitality 
were in his pay. Fool that I am l fel l  
asleepwaiting for you. I knewthat 
you would come, sooner or later.' 

'How?' You interject. 
'Stayyourquestionsfor a while, 

impetuousone', he replies. 'There 
is much I can teach you, Corwin, 
but sadly m y  strength is not what 
it was. I see that you have your 
father's blade, Stroma. I will trade 
you some of my  skills for the 
green gem set in its pommel.' 

Do you agree, go to 49, or not, 
turn to  6. 

3 . Two are armed with . spears, one with afoot- 
man's mace. 
1st Spearman: Skill:5; Stamina:4. 
2nd Soearman: Skill:6; Stamina:3. 

If you win go to  27, if you lose 
turn to 82. 

Thevillage is deserted, 4..  . . ~ t s  entlre population 
gone; Jorkell explains their 
a b,sence. 

Barnaktook most of the people 
from here as slaves as part of his 
tribute. Somesay that hissoldiers 
favour human flesh. They're gone 
anyway, the few that escaped are 

- ---  - 

now In Karl.' 
The sight of a trooper galloping 

towards you stops Jorkell con- 
tinuing. 'Sire, the enemy are tothe 
north-east, they havecut our lines 
of retreat to Kari.'Turn to 61. 

5 . Bored, you search the 
woods, go to  28. 

6 . 'I understand your . reluctance but let me 
explain. Once most people of 
power held stones such as these, 
they are a symbol and a key, 
unlocking the subsconscious and 
allowing the inner powerto flow. I 
have such a stone but its power is 
gony; if I have yours I can help 
you. Do you chanqeyourmind, 

14 . Crossing the road . all seems silent, the 
village appears to be deserted. 
Test your luck, if you succeed go 
to 21, if you fail turn to 50. 

15 . Sauntering uptothe . gatethe four guards 
scrabble for their weapons. 
Dumbfounded they are seem- 
ingly powerless to act as you walk 
straight past them and into the 
town, the pumas following. Walk- 
ing along the main street people 
stop and stare. Suddenly they 
burst into cheers and the crowd 
surges towards you. Do you 
addressthem, goto 59, or search 
for Jorkell, turn to 72. 

The squadron divides 23. . . lnto two; you lead the 
left, Jorkell the right, each of you 
has twenty-five troopers. Spur- 
ring the horses you swing out and 
around the enemy, turn to 44. 

24 . The sentry turns as you 
creep up behind him, 

there is no other choice but to  
silence him yourself. 
Sentry: Skill:5; Stamina:5. 
If you win go to 67, if you lose go 
to 82. 

25 . 'What are you?'You . demand. 
'I am Asmund. I j  seems I am 

in your debt, Corwin. 
Do vou wish to ask him how he 

go to  49, or walk out, turn to  90. . Ouickly jorkell knows your name, go to 64. DO 1 6, mandsthemen toform you wish to  tell of your troubles, 7 . Striding along behind up into two lines, a tacticfavoured turn to 42. Or do you ask him for . thecats you heara sanctuary, go to  86. 
muffled scream directly in front of 

by the King, YOU recall, the first 

you. The cats quicken their pace, 
line hits the enemy, then the set- 
ond impacts breaking them up. As 26 : You enclose a faerie 

The trees open out into a clearing lightwith your fist, and 
where you can see three figures the "Idiers raise a cheer and tighten your grip; lookingthrough 
standing over a fourth. The crea- hurtle towards the enemy at your fingers you find it has gone. 
tures are goblins and they are break-neck pacer go to 62. Do you try the same method 
prodding a crouching man with again, go to 83, or hold out your 
their spears. The cats stop at the = The scout reports little hand and concentrate, turn to  12. 
the clearing and turn to face you. 1 7 . enemy activity, he is stdl 

You understand they want you to f ~ ~ ~ ~ ~ { ~ ~ ~ ~ ~  ~ ~ , " { ~ ~  an::$": 27 . Stepping overthe 
help, go to 60. to  see Jorkell, turn to 95. corpse, you see a man 

surrounded bv bodies, w i ~ i n a  his 

8 . You decide to seek out 
the old man. Walking to 

the forest you recall his name. . . 
Asmund, that's it. Struggling 
through the undergrowth you 
desperately try to keep track ofthe 
direction, go to 19. 

9 . As you pass the over- . thrown roadblocka 
scout rushes back, waving his 
hands wildly. His horse skids to a 
halt in front of you; half shouting 
he exclaims, 'The enemy is bet- 
ween us and Kari, they are mov- 
ing faster now.' Turn to 61. 

The cats guide you l o m  . swiftly . to Asmund's 
butthe place is deserted. Will you 
wait, go to 68, or search the sur- 
rounding forest for him, go to  28. 

1 1 . As the boar gets clqser . you shout, 'Attack! 
Instantly the cats spring at the 
boar, one seizing it by the leg, the 
other by thethroat. Squealing and 
kicking the beasttumbles over- in 
a second it lies dead on the 
ground. Thecatstear busily atthe 
creature's flesh. Stooping you 
takeout your knife and cuta chunk 
of meat off for later, turn to 71. 

12. A multitude of lights fall . on your hand, a warm 
tingling sensation makes you 
smile as you turn to Asmund who 
is nodding his approval. 'This 
shows the power of patience, you 
now have the gif i  of Asmund's 
Floating Spheres: cast them at a 
foe, and stand well back. You havy 
only enoughfortwo such attacks. 
Turn to  93. 

13- As you cutthe man free . from his bonds, thetwo 
pumas re-emerge and sit ten 
yards away, watching. Turn to 25. 

18 . Jorkellshakes his head . andsays,'As you 
command, sire.' He gestures to  
the men to  make way for thecrea- 
tures. The goblinssteptentatively 
out into the sunlight; they barely 
get a few yards before the crowd 
has torn them to pieces. 'It is the 
way, sire, the people have long 
endured their tyranny. Death or 
freedom, our resolve will deter- 
mine that.' You nod and follow 
him to his quarters. Turn to 91. 

a9 , The undergrowth is . getting thicker, you 
swing Stroma back and forth to 
make progress. Tiredness and 
hunger begin to slow you down. 
Afamiliarface catches your atten- 
tion, it is Asmund, go to 70. 

20 . Stroma flashes in the . light of morning, the 
creatures do not stir, simply look- 
ing at you unafraid and without 
malice. Instinctively you realise 
thatthey mean you no harm. Your 
warrior sense does not allow you 
to sheathe your sword. The crea- 
tures sit up and turn heading 
north-east. Do you follow them, 
turn to  7, or ignore them and go 
your own way, 69. 

21 . Your sixth-sensetells . you that you are not 
alone. From nowhere a crossbow 
bolt slamsinto theground by your 
foot and you dive instinctively for 
cover. A voice booms out, 'Sur- 
render or we will cut you down, 
dog!' Do you surrender, turn to  
75, or remain hidden, go to  40. 

Thetwo pumas begin . chewing on the boar's 22 
corpse. Taking out a knife you 
stoop and cut a hunk of meat for 
later, turn to 71. 

axe on a dead'man's tunic. ~ > l k -  
ing overto him, hegreetsyou and 
says, 'Well fought. I am Berwin. 
These men once fought for 
Corwin, and now for Barnak.' He 
spits on the nearest corpse and 
looks at you with mad eyes. 'Who 
arf, you!' He demands. 

I am Corwin.' You reply. 
'Adamnablemessyou'vecome 

home to; that fool Senskell let 
Ba,rnak in so easily. 

Senskell is a prisoner of 
Barnak. I will do what I must to 
save my people', you say 
c0,nfidently. 

One man is not enough - get 
yourself an army, then I'll fight for 
you. Farewell, Corwin.' With that 
he runs off. You decide that it 
would be safer now to head back 
to the forest, turn to 8. 

28 , The thicket has been . recently crushed to  
form a track, heading due east; 
you sense that Barnak must have 
captured Asmund. Cursing, you 
wish that you had taken Asmund 
with you. You mount your horse 
and ride back to  Kari. Turn to  31. 

29 . Riding westward along . the road you could be 
forgiven for thinking that any- 
thing is wrong. As the Kari spur 
road meets the one leading to the 
castle the scouts rush back shout- 
ing 'Sire, there are creatures 
ahead, perhaps two hundred. 
They are moving slowly.'Jorkell 
turns to you for orders. Will you 
engage the enemy (you have fifty 
men with you), go to 61, or wil l 
you head for the castle, go to  78. 

30- Producing the spheres . you cast them at the 
uncoming boar. A huge detona- 
tion flashes on its head, the beast 
crashes to the floor, turn to  22. 



31 . Kari issoon insight,the . pumas loping alongside 
your horse. As you enterthe town, 
there is a feverish atmosphere in 
the air - people rushing about 
buildings defences, sharpening 
weapons and preparing for war. 
Do you ridestraightfor Jorkell,go 
to95, or find a scoutto give you an 
updateon the situation, turn to 17. 

32 , Kicking the bodiesover . onto their backs is a 
grim business. Nevertheless you 
search the bodies: a handful of 
coins, and poor quality weapons 
is all you find. Will you head 
towardsthevillage, goto90,or go 
deeper into the forest, 19. 

33 . With the pressofwilling . swords eagerto 
slaughter the foe, you cannot even 
get a single blow in before it's all 
over. Jorkell holds aloft a head 
and says, 'Sire this will be our 
way, death or freedom, our 
swords will decide that.'You nod, 
and follow him to his quarters. 
Turn to 91. 

34 . Pulling Stroma cleanly . out ofthescabbard you 
rush headlong into the clearing 
catching the goblins unawares. 
You must fight them: 
1st Goblin: Skill:5; Stamina:4. 
2nd Goblin: Skill:4; Stamina:5. 
3rd Goblin: Skill:5; Stamina:3. 
If you win, go to 65, if you loseturn 
to  82. 

35 . Walking a few steps you . realise thatthe scene 
you have just witnessed is an 
anathema. Without further 
thought you draw Stroma and 
rush back into the clearing sur- 
prising the three goblins who you 
must now fight. 
I st Goblin: Skill:5; Stamina:4. 
2nd Goblin: Skill:4; Stamina:5. 
3rd Goblin: Skill:5; Stamina:3. 
If you win, go to 65, if you loseturn 
to 82. 

36 . Thevillage is in sight off . to thesouth-west, the 
road runs northisouth, you must 
cross it. Test your luck, if you suc- 
ceed goto21,if you fail turn to50. 

37 . A lone sentry stands by . a watch tower over- 
looking the town. Test your luck, 
if you succeed go to  67, i f  you fail 
turn to 24. 

As your force shows . itself on thecrest of the 38.. 
hill, the enemy scurry about to 
deploy. They form up shield to 
shield and begin their advance, 
turn to 52. 

The weight and force of . the enemy wastoo 39 
much for your small force. Out- 
numbered you are dragged from 
your horse and killed. Hopefully 
some of your men escaped the 
slaughter but you will never 
know, your adventure is now 
over. 

40 . Rolling over you see a . ditch a few yards away. 
Scrambling towards it you take 
cover. As you reach the ditch a 
man looms up, spear poised, 
ready to strike: you must fight. 

Soldier: Skill:6; Stamina:3. 
If you win go to 56, if you loseturn 
to 82. 

41 . Despite the fact that . they still outnumber 
you, virtually as one they throw 
done their weapons and surren- 
der. Will you slaughter them, go 
to 85, or spare them, turn to  63. 

42. 'I know much of the past . and l can see your 
future. Follow me now to my  
home, perhaps I can teach you 
things to  help you survive.' Do 
you follow him, turn to 70, or go 
your own way, turn to 89. 

43 . From the mass offaces . familiarfeaturesspring 
into focus, at least a dozen men 
from your old retinue are here. 
Clasping them one by one you 
then stride over to see Jor 
to 51. PIg0 

44. ~ o t  knowing which way . to turn the goblins 
scuttle back and forth as your men 
cut intothem from all sides. There 
are two hundred of the enemy. 
For each five of your troopers 
throw two dice, if any 1 IS thrown 
it means a casualty for your side. 
Then timesthe first dice roll by the 
second and this is how many 
enemy are killed. Do the same for 
you and Jorkell. 'Continue this 
until you have either, been killed 
or wiped out, go to 39, or the 
enemy has been reduced to  125, 
turn to  41 . 

45 : In the dim light of the 
hut, you notice scuff 

marks on the floor, and the study 
shows signs of a struggle. You 
realisethat Barnak must havecap- 
tured Asmund. Storming outside 
and mounting your horse you gal- 
lop back to Kari, turn to 31. 

46 . You wake, the cats . spring up ready forthe 
off. Gathering your belongings 
and covering the ashes of your 
fire you head off towards the 
town. You walk for an hour or so, 
then the town is in sight, spread 
along the winding road in the dis- 
tance. There are guards in familiar 
black uniforms standing at the 
gate - from here you can see at 
least four. Will you head straight 
for the gate, go to 15, or scout 
around for another entrance, turn 
to 37. 

The two cats stare at . you for a moment and 47 
then turn, walking side-by-side, 
north-east. Do you follow them, 
turn to 7, or do you ignore them, 
go to 74. 

48 . Riding on towardsthe . castle,the road isstill 
clear, ahead is an unmanned 
roadblock. Jorkell orders a 
detachment of men to clear the 
obstacle, and then you ride on. 
One last turn in the road and the 
castle is in  sight sitting loftily on 
the base of the rising moutain 
range, the snow capped peaksstill 
white with snow. Dismounting 
you survey the scene. You will 
need a great many more soldiers 
to take the castle than you have 
now. Will you head on back to  
Kari, go to  9, or wil l you go and 

have a look at Skalah turn to to 4. 

49. You hand him the . sword. Taking it and 
giving the jewel an expert twist he 
pulls the gem from its socket. 
Holding the crystal aloft light 
seems to  spring to and from it. He 
takes his stick and attaches the 
gem to one end. 'Now,' he says, 
his voice strangely bolder, 
stronger and more firm, 'we can 
prepare for the business at hand. 
Sleep now and we will begin on 
the morrow.' He shows you to a 
bed and then ambles off. Lying 
down, you drift contentedly off to 
sleep. Turn to 58. 

A terrific force slams 50.. . ~ n t o  your shoulder, 
knocking you down. A crossbow 
bolt is imbedded there up  to its 
flight, lose 4 stamina. A voice 
booms out, 'Surrender now or we 
will cut you down, dog!' Do'you 
surrender, go to75, or do you stay 
down, turn to  40. 

51 . With the crowd close . on your heels, you 
approach the block where a tall 
thin man with an unkempt wiry 
beard stands. He bows, saying, 'I 
am Jorkell, yourservant, Corwin.' 
You hand him the fragment of 
Asmund's gem, he takesout a cir- 
cular metal device, and placesthe 
stone in  it, light flashes, and the 
people cheer again. 'At least here 
Barnak's sorcery is gone. Now we 
must destroy his creatures in the 
barracks. Will you accompany 
me?' Do you go, turn to 77, or 
leave it to  him, go to 94. 

52 . Theenemy isquickly . upon you. For every five 
of your men, throw 1 die. Each 1 
or 2 that is thrown means a casu- 
alty for your side, multiply the die 
roll by 4 and this is how many 
goblins have been killed. There 
are two hundred of them. Repeat 
the same procedure for yourself 
and Jorkell, a throw of a 1 means 
death, multiply yours or Jorkell's 
roll by 5 for enemy casualties. 
Continue until eitherofthefollow- 
ing has happened: you are killed 
or your force has been wiped out, 
go to  39, or the enemy has been 
reduced to 100, turn to 41. 

53 . Riding atthe head of . your depleted force, 
with prisoners saved for interro- 
gation, you decide that you must 
go to see Asmund for further 
advice. Bidding farewell to  Jorkell 
and the soldiers you promise to 
be back within a couple of days, 
turn to 10. 

Walking for some 54. . mlnutes . you sense a 
change in the cats - their ears are 
pricked up and they keep turning 
constantly to the north-east. Sud- 
denly a wi ld boar crashesfrom the 
undergrowth, head down, and 
hurtling straighttowards you. Will 
you setthe catson it, goto 11. Use 
Asmund's Floating Spheres, turn 
to 30, or face it yourself, go to 92. 

55 . Presently you happen . upon a clearing. In the 
centre stand three goblins prod- 
ding a bound man with the tips of 
their spears. Will you draw 
Stroma and charge, go to  34, or 

wil l you circle around to  get a bet- 
ter view, turn to 87. 

56 , As three scramble . down to meet you, a 
'blood curdling scream rings out 
beyond them.Taking yourchance 
you rush them, go to 3. 

57. Asoldier rushes over . to you and says, 'Sire; it 
is Jorkell - he lives!' You run over 
to a group of soldiers helping the 
battered man stand, 

'You've not forgotten the les- 
sonsthe king taught you then,' he 
crpaks. 

No', you say with a smile. 
Rounding up the horses you ride 
off back towards Kari, turn to 53. 

58 . Awakening, i twould . seem that sleep has 
recovered many of your ills: if you 
were injured before return all your 
abilitiesto normal.Theold man is 
busy preparing a meal. After a 
wash and something to eat, you 
see lying on your bed a newset of 
clothes. A thin but strong surcoat, 
a long red cloak and a striped 
wolf-skin stole with two oddly 
fashioned shoulder guards. One 
bears the mythical war beast of 
Skeln, whilst the other bears the 
eye of fortune. Propped against 
the wall is an eight foot hunting 
lance and a shield with the mask 
ofdeath emblazoned upon it. 

They have been crafted for 
you; they will be both your 
guardians and your mark. Come, I 
have a test for you', says Asmund. 

Following him outside you find 
the air full of many shimmering 
lights. 'Take the lights from the 
air,' he says. Do you make a grab 
forthe nearest one, go to26, or do 
you hold out your hand and con- 
centrate, turn to 12. 

59 : Half climbing, half 
hoisted onto a cart you 

stand erect and begin to  address 
the crowd: 'I am Corwin, son of 
Cormac, rightful Duke of Skeln. 
The throne has been usurped, 
stolen by Barnak, the Dark 
Usuper! I need warriors who are 
willing to fight for freedom, but 
life can never be as it was. I pledge 
a new tomorrow, a new future for 
all, but we must act swiftly to 
destroy the creature that has 
destroyed so much that we love.' 

The crowd raise a cheer as you 
step down. Do you look amongst 
the crowd for old comrades, go to 
43, or do you go to  find Jorkell at 
the barracks, turn to 51. 

60 . Thegoblins swing . around to face you as 
you draw Stroma at the half run. 
You must now fight them. 
1st Goblin: Skill:5; Stamina:4. 
2nd Goblin: Skill:4; Stamina: 5. 
3rd Goblin: Skill:5; Stamina:3. 
If you win go to 13, if you loseturn 
to 82. 

61 . Riding up to the crest of . a hill you can see the 
oncoming mass of goblins. There 
are at least two hundred of them. 
You have fifty men, plus Jorkell. 
Which tactic will you employ? 
Headlong frontal charge, go to 16, 
ride around and encircle the 
enemy, turn to  23, or stand your 
ground and let them come to you 
go to  38. 





Terrified, the goblins . realise if they stand they 62- 
at least have a chance. The flrst 
line of horsemen hits buckling 
thelr Ilne, the second Impacts and 
drlves deep into them. There are 
two hundred of them, for every 
five troopers throw two dice: for 
each 1 or2 thrown you lose 1 man, 
then multiply the two d~ce scores 
by each other and that is how 
many goblins are killed; do the 
same thlng for you and Jorkell, a 
1 only means death. If you are 
killed or your force wiped out go 
to 39, if the enemy are reduced to 
100 or less go to 41. Continue the 
action until you have a result 

63 : Rounding them up you 
head backtowards Kari, 

triumphant, the dln of battle still 
ringing in yourears. If Jorkell was 
a casualty, test your luck, ~f you 
succeed go to 79, if you fail turn to 
57. If he was not hit go to 53. 

64 . 'I know manythings . Corwin, of your prob- 
lems and how you may settle 
them. Will you come with me to 
my home.' Do you follow him, go 
to 70, or do you decide to go your 
own way, turn to 89. 

The man crouches . motionless, his eyes 65. 
wlde wlth appleclatlon. Bending 
down tocut himfree,you seethat 
h~sface is old and wrinkled. When 
the last knot is cut he staggers to 
his feet and walksoverto his scat- 
tered possessions. Applying a 
small plnch of herbstoa bleedrng 
wound, he emits a high pitched 
whistle, turn to 84. 

66 . Your hunch was right, . thevillage is now in 
sight. Do you continue straight 
towards it, go to 14, or do you 
scout around to the north-west, 
turn to 36. 

67 . The man sinkstothe . ground, your knockout 
blow has stunned him. The walls 
ofthecityaretoo hightoclimbso 
you must make yourway through 
the city gate, go to 15. 

68 . You sit atthe table, . slpplng c~der, you are 
content to Walt for some hours. 
Test your luck, if you succeed go 
to 45, if you fail turn to 5. 

You are quite lost, your 6 9 . .  . a~mless wanderings 
compounding your situation. 
Stopping for a moment you hear 
a scream off to the north. Do you 
go to investigate, 55, or continue 
wandering around, turn to 88. 

70 . 'Come,'saysAsmund, . turning about. The two 
cats spring up and follow him. He 
walksinsilence,thepumas loping 
along beside him. It is an almost 
comlcal sight - a hunched man 
and two large feline predators. 
Still unsure you tag along, at a 
respectabled~stance.The old man 
leads you along paths known only 
to him, penetrating what looks 
like dead-ends. After a while you 
finally enter a small clearing with 
a solidly built wooden house 
dominating it. The old man 
enters, and you follow him in, go 
to 2. 

71 . Very quickly you find . that you are used to the 
pumas walking along beside you. 
Soon it is evening, a still, oppres- 
siveevening -thesun dying in the 
west, a succession of black thun- 
der clouds rising higher and 
higher across the intense blue of 
the sky. Your resolve is strong. In 
thedistance isa glow illuminating 
the scenery, it must be Kari. You 
decide to campthe night and con- 
tinue in the morning, turn to 46. 

72 : Asking a man for 
Jorkell, he points to- 

wards the barrack block beyond 
the low dwellings. Do you go 
there now, turn to 51, or do you 
look amongst the crowd for some 
of your old warriors, turn to43. 

73 . Wishing you still had . Aryl you mount a sturdy 
yet placid bay mare. You turn to 
survey the troop of soldiers that 
Jorkell has summoned. 'Sire 
would you like to investigate the 
situation to the west (29) or sha,ll . 
we ride towards the castle (78). 
asks Jorkell. 

74- The cats stop in their . tracks, and stare at you. 
It is obvious that they will not 
leave you. You turn towardsthem 
and they leap up and run off with 
you in pursuit. As you crash 
through the undergrowth you see 
three figures standing over a 
fourth; you realise that you must 
save the man, go to 60. 

75 . Standing up you cast . Stroma to the floor. A 
dozen blackclad men rush at you. 
Test your luck, if you fail turn to 
76, if you succeed go to 80. 

76 . Asmall unshaven man . levels his crossbow at 
you, squints and fires. You hit the 
ground with a thud, turn to 82. 

77 : Stepping into the 
barracks you find afew 

frightened goblins ready to 
defend themselves. Do you 
choose to attackthem, go to 33, or 
spare them, turn to 18. 

78 The road ahead is clear, . the scouts report the 
sighting of a large body of the 
enemy to the north-west. After 
fifteen minutes or so you reach 
the track leading to Skalah. Will 
you continue on towards the cas- 
tle, go to 48, or will you turn off 
and go to Skalah, turn to 4. 

79 . Picking yourway . through thecorpses, 
you stumble upon Jorkell. He 
appears to be dead, blood 
smeared across his face. Several 
goblins lie dead around him. 
Bending over him you detect 
slight breathing; propping him 
up, he splutters, wheezes then 
exhales: 'Sire, you arealive! All is 
stilt well.' Helping him on to a 
horse, you head backto Kari.Turn 
to 53. 

80 . A blood curdling . scream ringsout be- 
yond the men, they turn, and you 
grab your chance and Stroma, lift- 
ing the blade on high you scream 
backlFor Skeln!' and rush at the 
three nearest men, go to 3. 

81 . Walking north nothing . seems to disruptthe 
tranquility and atmosphere of the 
forest. Your slow progress belies 
the urgency and growing concern 
you have. Make a luck roll, if you 
succeed go to 55, fail turn to 69. 

82 . You die, struggling even . as your life blood drains 
away. Your adventure is at an end. 

83 . The same thing hap- . pens, obviously there 
must be another way; holding 
your hand out and concentrating 
you turn to 12. 

84 . Thetwo pumas emerge . from thethicket. You . 
place your hand on Stroma, about 
to draw when a sharp command 
rings out from the man and the 
cats sit down some ten yards 
away. Turn to 25. 

85: The men do not have to 
be ordered twice and 

fall upon the helpless goblins and 
massacre them. If Jorkell was a 
casualty test your luck, if you suc- 
ceed go to 79, if you fail turn to 57. 
If he was not hit go to 53. 

Karl and your servant, Corwin. 
The situation is grave; I can barely 
keep control here. Some may see 
my limited co-operation as 
treasonable, but I swear that I 
have only worked for him to pre- 
vent there being a permanent gar- 
rison of Barnak's men stationed 
here. Will you ride with me and I 
will show you the extent of 
Barnak's control.' Go to 73. 

92 . The creature is almost . on you as you swing 
Stroma to face it. 
Wild Boar: Skill:5; Stamina:5. 
If you win go to22, if you lose turn 
to 82. 

'Good, you learn . qu~ckly. There is more 93. . 
but we have no time. I must tell 
you what you have to do. To the 
north is a town, go there and f ~ n d  
a man called Jorkell, he will help 
you to defeat Barnak. Take with 
you this fragment of my own gem 
stone and my pumas, Melar and 
Thorkell; theywill protectyou and 
act as a sign for people to know 
thattheirfreedom is near. For it is 
written: 

When the fair headed man 
comes forth, 

86 . 'I have a safe place, His garments red as blood, . and mavbesome His devices strange and wild cats 
guidance for you . "~o  you follow 
him, turn to 70. Or do you decide 
to go your own way, go to 89. 

87 Creeping around the . edgeoftheclearing, 
you can see that the man IS 

wounded.Although he must be in 
great pain he only crles out when 
the goblins stab him again. He 
looks old with his grey beard, and 
non-descript clothes. The goblins 
chatter to each other in between 
stabbing the man. A pouch lies 
strewn on the forest floor, its con- 
tents scattered and discarded. Do 
you decide to attack now, go to 34, 
or decide to leave the man to his 
fate, turn to 35. 

for kin, 
- 

Smite shall he the beast, and we 
shall be free. 

'That my friend is you, or what 
you will be when you have don- 
ned your new garb.' You put on 
the equipment and walk out with 
Asmund who leads you to the 
edge of the forest. He stops and 
points the way for you. Walking 
on for a hundred yards or so you 
turn, Melar and Thorkell by your 
side, your spear aloft. He signals 
back, raising hlsstick in the air, the 
green gem glowing. Sternly you 
turn again and walk on. Will you 
head due north, go to 71, or will 
you go north-west, turn to 54. 

94 Jorkell shrugs,'So be it,' 

88: The calmness of the . and gestures to a few 
forest IS broken bva men in the crowd to follow him, 

padding sound behind you. there is a brief clatter of weapons 
Swinging around you find two and Jorkell re-emerges holdlng a 
large pumas starlng at you, creature's head in his hand. 
poised as if in mid-step. Do you Throwlng the head down he asks 
draw your sword, go to 20, or you to follow him to his quarters, 
decide to wait. turn to 47. turn to 91. 

With reluctance in his 89- . volce, . he says, 'Try to , 95 . ofthearea,studying it 
. Jorkell stands by a map 

keep to the forest as far as you Intently, spinning around he 
can, do not trust anyone, your greets you, 'Sire I did not expect 
destiny IS In your own hands.' He yo? back so soon. 
turns andvanishes intothe under- Barnak has Asmund,' you exp- 
growth, the cats have also gone. lain. Jorkells face darkens, 'He 
You are alone again with only the moves very fast, Barnak mus? be 
corpsesof the goblinsto keep you frightened to take such risks. 
company. Will you head towards Who is Asmund?' 
the village, go to 90. Search the 'He is the last of his kin, a true 
corpses, go to 32. Or walk deeper wizard, if you like. I myself do not 
into the forest, turn to 19. undyrstand how he did not forsee 

this. 

90: Walking vaguely west, 'We must free him; to do that 
the forest beginsto thin, we must prepare for war. Do we 

lengthening your strides you can haye any allies left?' 
see trees beyond the rolling hills. Yes,sire. Berwin hasagroupof 
Thevillageof Skalah is near. Rack- plainsmen to the west; with volun- 
Ing your brains you remember teers and mercenaries we can 
that one of your old retinue lives rayse nearly a thousand men.' 
there. Hopefully he will not have Go?d, we must make our 
been taken yet. Do you head west, plans. 
goto66, or north-west, turn to36. Decide yourstrategy in the final 

part of Dark Usurper, to free 

91 'I am Jorkell, garrison Asmund and regain the throne of . commander hereat Skeln.0 
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Blades - Boxed £2.95 
Counter Sheet for Cry Havoc Dungeon Accessory Pack 2 
Counter Sheet for Siege - Boxed £2.95 
Map Deep ace Star.Capt. Felt Hex - 6ftx4ft. Available in 
Map 1 The &lag; 
Map 2 The Crossroads green, blue, sand, black £12.95, 
Map 3 The Forest Plain Felt 72" Wide. Colours as 
Map 4 The Castle (of Siege) per metre. 
Map 5 The Camp (of Siege) 
Map 6 The Temple 
Map 7 The White Dragon & PUBUWONS I.MnED 

SW.l .  Superior quality casting, better quality 
metal, one of the most considerate and 

I Qi. 
efficient mail order services and figures 
with more character than ever before! I 

NEW 
R :  SAMURAI WOMEN! 

BAKEMONO (GOBLINS) 
Send £1.50 for beautifully flustrated cata- 
logue OR two 1st class stamps for list of 
NEW releases only! 

Our sole distributor for the U.S.A. & Canada 
is Mr. J.B. Hood 'Wargames', 1410 Promenade 
Bank Centre, Richardson, Texas 75080. 
TEL: 214 696 6790 

1 D 8 . 2  PL +- 1 T.A. Dixon - Unit 28, Colne Valley Workshop, Spring Grove Mills, 
Linthwaite, Huddersfield, W. Yorks, England. 
Tel: (0484) 846162. 
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So far Androx has got 
himself signed up in The 
Extmordimry Register, al- 
beit rather painfully, and 
we find him just about to 
leave Largaktyll for The 
Academy of Elite ....... 

. A dewy dampnesscooled 
the air as the West Gate 
creaked open and the car- 
avan of  merchantsand pros- 
pective scholars moved out 
of the city. I was on my 
greatest adventure .... up to 
that time. 

The sun peered over the 
horizon and I peered back. 
A thrill ran through my 
body, what a heady exper- 
ience for one so used to 
routine and ennui ! 

Our party comprised of 
four pack-mules, a p a r d  
dog and eight people, two 
on horseback, oneofwhom 
was our guide, a swarthy 
well-muscled fighter whose 
name was Freda Peepal. 

With their attendant 
guards, drivers and servants 
the fifteen merchants pe- 
rused one another's wares 
that ranged from pelts to 
gems. Obviously not every- 
thing was on display, there- 
fore much of the first few 
miles was spent by themer. 
chant's lackeys racing from 
camage to carriage, wirh 
bids, exchanges and mess 
ages. Everything quietened 
down after one of themgot 
squashed under the wheels 
of the wine trader'svehicle. 

Up to this timeourparty 
had been looking on with 
wild amusement. The other 
mounted member of our 
party, a rather portly chap 
of medium height with 
heavy features, thought the 
crunch of bone and squish- 
ing ,I flesh inordinately 
funny, and hislaughter bell- 
owed approval. 

A voicc uttered behind 
me, 

"Laugh again, Fatso, and 
I'll bum vou to a crisp !" 
It sounded familiar. ' 

Looking round, thegrimy 

"I'm not cross-eyed so I 
must be !" 

The rider turned away 
disdainfullv. but with an air , . 
of uncertainty. 

I turned to the victor of 
this banter and was treated 
once again to the decaying 
clamour of his teeth. It was 
a wonder his breath wasn't 
rancid. 

"Never fails, eh !" This 
was directed at me with 
anothcr wink. 

"I'm sure I've never 
tried." 

"Cor ! You're a sport, 
aintcha ?" and he cackled 
oncc again, slapped me on 
the back and carried on 
walking. So did I. Catching 
him up I said quietly 
individual that I had last 
seengroaning overupturned 
benches winked at me, then 
he concentlated on the ro- 
tund creep. who said. 

"Are ybu addressing 
me ?" 

"There's more t o  vou 
than meets the eye." 

Looking to see if anyone 
was listening, he said 

"Wot d'ycr mean ?" 
"Your breath doesn't 

smell." 
A pause, then, 
"'erbs." 
"Urbs ?" 
"No, 'erbs." 
"Oh ..... Herbs." 
"Yeh, that's it, 'erbs." 

"But you don't smell of 
them either." 

"They sortta cancel one 
anowa ou'." He looked un- 
comfortable, so I tried a 
feint ...... 

"I thought you handled 
that situation back there 
very well. I was very im- 
pressed." f sounded really 
friendly. 

"Oh ! Fanks a lot." I-Ie 
smiled at me. I looked at  his 
teeth, and he turned away ..... now a lunge ....... 

"Let's see the herbs." 
What he said next made 

me forget how to walk and 
I stumbled. It wasn't so 
much what he said as how 
he said it. The voicc was a 
resonant, educated, well- 
bred intonation, almost 
musical. 

"My dcar fellow, youarc 
a most astute observer, I 
must comp!imcnt you, but 
could we possibly keep this 
between ourselves ?" 

It was likc talking to a 
ventriloquist's dummy. I 
was about to stammersome- 
thing when he eruditely 
explained 

"I am s o w  that I find 
myself inapos~tionofwhich 
I can give no account, but 
t ~ s t  your good nature will 
intercced on my behalf." 

"Oh yeh .... sure" wasall 
I managed. 

The shadows shortened 
as the pale gold disc burned 
into morning and chascdthe 
hues of dawn from the sky. 

Bv the time lunchtime 
camc around it was getting 
quite hot, so we camped for 
two hours while the sunwas 
most brilliant. It was an 
opportunity to talk to some 
of my fellow travellers. I 
approached a genial looking 
guy, who was smiling at 
everyone. His garb was 
about as rich as mine, so I 
felt some empathy. Our 
conversation was not en- 
hanced by his affliction, 
and went something likc 
this:- 

"Hello there, my name's 
Androx, what's your's ?" 

"Derek. 
"Well hello there Derek, 

good to meet you." 
"Mease toplcetyou too." 
"Pardon." 
"I pled, measc to  seat 

you too." 
"Oh .... nice weather. 

though." 
"Bun's a hit sot." 
'7 expect so." 
I gazed round wondering 

how to get away from this 
weirdo, when the chap 
standing next to us leaned 
ovcr to me and said, 

"You'll have to excuse 
'im, matcy, 'e gets 'iswords 
all muddled up, dontcha 
Derek ? 'Bloater breath 
wafted sickeningly overme, 

"Yes its trite queue. I 
hent calp it." 

"Oh I see I Goodness me, 
I thought you were a f o r  
eigner" I blythly explained. 

For a moment a shadow 
passed ovcr his features, 
then he smiled again and 
said, 

"Am I." 

By the time we broke 
camp I had found out that 
our party consisted of the 
man of naval persuation, a 
retired doctor who could 
communucate with corpses; 
an aspiring singer who real- 
iscd she could walk on 
water (what a finale that. 
would make I); a banker 
could turn lead in to gold; 
a butcher who could talk to 
animals (It was he that 
found the mangled mcss- 
enger so amusing. In fact 
his horse had said "One 
down, 89,768,479 togo!"); 
our word-juggling friend 
who could "Gittoldsherds'; 
whatever that may mean; 
Mr. Mystery with the pain- 
ted teeth, who kept himself 
dctachcd;Fredaandmyself. 

The merchants made 
separate camps and startcd 
roaminearoundtradinewith 
each o&cr, obsiously';t was 
how they passed their time. 

Theafternoon was pretty 
uneventful as we moved 
steadily westwards. Every- 
body seemed to exhaust 
conversation with the pass 
ing of miles. It was appro- 
aching evening and wc set 
up camp, we were at the 
start of the Great Savannah 

of Wundcrlict. 
After a meal we all re- 

tired, with the exception 
of Freda and Mr. Mystery, 
and I was soon asleep. 

A gentle shake prompted 
the rapid awakening p r e  
cccsscs and as I propped 
myself up on my elbow, I 
stared at the lightening sky 
whilst slowly peeling hack 
the layers of slumber. 

The grasslands stretched 
ahead and the mountains 
gradually fell behind, the 
sun continued to  shine, I 
learnt a ncw dice game and 
lost three silver pieces to 
the banker, apart from that 
not a lot happened. 

The merchants left us on. 
the third day,takingasouth- 
erly track not dissimilar to 
ours. The strange silence 
after the bartering faded 
away ..... only eight of us ! 

We preceeded westwards 
for another six days (Mr. 
Mystery kept darting into 
the wilds, sometimes re- 
turning looking decidedly 
dishevelled). The final three 
featured ariother impressive 
range of mountains to our 
fore. 

I couldn't get over the 
ease of our pasaagc. I had 
heard horrific tales of d i s  
appearing parties, carnage, 
slavcryand whatnot, but we 
seemed to be charmed in 
some way.1 feltMr.Mystery 
had something to do with 
it, so I followed him, or at 
least tried to. He moved so 
fast oncc he'd left the trail 
that I lost him .... and m y  
self. Thinking of those terr- 
ifying stories oncc again, I 
was suddenly thrown into 
a blind panic, I startcd to  
run and ran straight back 
on the track, just ahead of 
the party ! So profuse was 
I with cxdaimations of re- 
lief and thanks that every- 
one told me what a wally I 
was. Suitably embarrassed 
I fell to walking in silence 
at the rear. It wasn't just 
landings I had problems 
with, what I needed was 
confidence. 

On the twelfth day the 
grass suddenly stopped and 
we approachedthe dustbowl 
in which lay the Academy. 

The backdrop of moun- 
tains wasim~ressiveenoueh. .. . 
but the unposing column 
of rock, with the Academy 

on top, was truly ranark- 
able (WD 59). As wenearcd 
the base of  that column we 
could see a lone fimrcstan- 
ding by the drawb>dgc. His 
features gradually became 
distinct. hc looked familiar. 
We were within twenty feet 
when we all pointed at him 
and said, "That's me !" in 
unison, whereupon the fig- 
ure blurred and there stood 
a thick-set, middle-aged 
man, with a fierce express 
ion, who said 

"So this is the bunch of 
whining whimps I've got to 
make something of, is it ? 
Well let me tell you ..." he 
started to  walk towards us ".. .. I'm not going to stand 
for it a moment longer !" 
He broke into a mn, 1 
broke wind and confusion 
reigned as the madman 
 shed at us ! 

If I hadn't been para- 
lysed with fear I would not 
have noticed Frcda and Mr. 
Mystery trying not to laugh. 
However, fear turned to 
astonishment when the 
charging loony stopped 
two feet in front of me and 
blurred into yet anothcr 
person. 

Standing well over six 
feet, robes hanging off his 
almost skeletal frame, bald 
patch and hooked nose 
glistening in the the set- 
tin sun, his beady eyes 
seemed to glow redly as his 
gash of a mouth said, 

"Welcome .... to The 
Academy of Elite, my dcar 
friends." His chuckle soun- 
ded like a badly spnrng bed. 
"Here you shall learn much 
or forget all !" and with a 
flash oflighthedbappeared! 

We sheepishly followed 
Freda and Mr. hlystcryinto 
the open maw of a strange 
nenr world. All at oncc I 
could feel a tight knot of 
dread rise to my throat as 
we pasrd through that pop 
tal. In a thin hushed voice, 
the singer echoed all our 
thoughts, 

"Let's hope I live long 
enoueh to find out ho\\.un- 
forgettable thk experience 
really is !" 

Phew ! I4'hat a thrilling 
installment ! I trust you'll 
tune in next month and 
catch the next mind-reeling 
episode of "The Androx 
Diaries'! 

P&P on orders £10.00 or less is 75p over £20.00 no charge £ 10.00-£20.00 IS t1.00 
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AN ALIEN WEREWOLF IN LONDON 

The passports are gun-like devices [see 
diagram] which create a protective field 
around the wearer and anything or anyone 
he or she is holding and proceeds to phase 
them into the Tau energy field where, 
assuming they have a destination com-clip, 
the passport interprets the direction and 
force of the storm and uses the knowledge 
to ride out of the storm at the approximate 
temporallspatial co-ordinates. Without a 
destination com-clip, the passports will 
phase the wearer into the storm and protect 
the wearer from the buffeting of the storm. 
But it cannot control where the wearer will 
come out - this is exactly the same function 
that the emergency activate buttons per- 
form with the advantage that it will phase 
out within one combat round unlike the 
activate button for the psychic tracer which 
takes 1-6 combat rounds. In order for the 
unit to work the passport has to be attached 
to a living creature so that its telemetry sen- 
sors are in contact with the body, if the unit 
is not deactivated (this is done by removing 
the 'activate button' circuit before remov- 
ing the unit), then 1-6 combat rounds after 
the sensors are removed from the wearer 
the passport will create a shield around 
itself and automatically activate its 
emergency circuits and phase out, (if the 
unit is being held when it phases out the unit 
will take the person's fingers with it while 
leaving the rest of the body behind) that 
unit is now considered lost and may turn up 
anywhere and anywhen in a deactivated 
form. At the base of the unit is a tracer sig- 
nal unit which leaves a psychic trail for the 
T-Matt to trace. The passports weigh about 
0.5kg. It should be noted that nexus do 
appear naturally throughout the 
Multiverse. 

Note that the tracer can be used as a loca- 
tion of other activated passports in the same 
space-time location. 

TIME TRAVEL Referees Only 
The arrival of a person from another time 
period results in the introduction of a poten- 
tial catalyst in world history that is capable 
either consciously or unconsciously, of 
changing the flow of history. History is 
changeable and the arrival of someone into 
a time period does not mean that the person 
was required to be there to complete histor- 
ical reality. Nature automatically protects 
itself and so minor changes to history are 
like plucking at a rubberband, in that the 
'natural' flow of history will reassert itself 
the further in ,time you go. As a general 
rule, the effect of any one person on history 
is minor and will usually be fulfilled by 
someone else if that person's influence is 
removed . . .  This means, in general, that 
the removal of an individual (unless that 
person was of a major impact on that 

period) will not affect history too much as 
individuals who would have come through 
that line will, because of the racial gene 
pool, still be born although to someone else 
and perhaps later than in the previous 
'reality'. This does not mean that the 
removal of major historical characters or 
their direct family or any sort of interfer- 
ence with the same will not result in major 
changes in historv. it generallv will. Joe 
~mithv of no part~c~la;impor~nce may be 
influenced or removed by travellers with lit- 
tle or no effect but even minor interferance 
with a character like Lincoln or Hitler or 
their parents and family could result in 
major upheaval. It should also be noted that 
the introduction of advanced technology 
into the past may also affect the flow of h i -  
tory and so should be avoided even to the 
extent of limiting the playe 
any equipment bar the pas 
not be normally found in tl 

VICTORIAN LONDON Re~eree-s rnscrenon 
Note; it is up to each referee to decide just 
how much information on Victorian 
London and the style of living would still 
exist on record. 

:rs from ta 
sports tha 
hat period 
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.king 
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The Victorian era was an essential period 
>f history in that it was a transition period 
leading to the early technological advances 
upon which we rely so heavily. The British 
Empire was at its height and the average 
Briton knew this was not only the proper 
way of things but also that it would go on 
[orever. The suffering of the poor and the 
:xcesses of the rich would eventually be 
:urbed and the British way would continue 
to progress towards the inevitable conclu- 
;ion of Victorian thinking - Utopia built 
upon a foundation of British ideals. 

The Empire was, with a few rare intru- 
;ions by royalty, in the hands of the 
Government and the politicians. Victoria 
had been on the throne for almost fifty 
years, and was revered and loved because 
to many she was Britain. God and science, 
In the minds of the people, had yet to come 
In conflict with each other, electric light had 
Iegun to be installed in London streets, the 
First tube of underground railway had 
~pened,  radio had been invented and the 
first automobiles were making their 
lesitant advance into society. Life for most 
was good yet within the city itself was a dark 

cancer. 
In the d im-lit, fog-strewn streets of 

London the poor lived in cramped filthy 
living conditions, thousands were forced to 
live rough in the streets, dying of disease or 
malnutrition, their only 'pleasures' were 
drink, violence and sex - all of which they 
did to excess. All that was left for many was 
to seH their bodies just to live. The other 
classes were dimly aware of the plight of the 
poor under them but dismissed it as their 
own fault, their lack of virtues, lack of 
desire to work etc . . .  Transport through 
London was by railway or Hansom cab a 
fast, uncomfortable two seater carriage of 
which 7,000 roamed London. Four seaters 
known as 'growlers' or 'Clarences' also 
frequented the city and telephones were 
becoming quite common among the higher 
classes. Telegrams like letters had 11 
deliveries a day (they cost 6d for first 12 
words and '/id per additional word) and 
solved the Victorian need for world-wide 
communications. Clothes for the men were 
sombre black or grey with white shirts and 
ties, hats were frequently worn. Women's 
clothing was much more colourful with long 
skirts (with the occasional, scandalous 
glimpse of ankle), bustles were starting to 
become less popular. Hats of all shapes and 
sizes were universal. The poor of 
Whitechapel had to make do with whatever 
they could make, beg, steal, or borrow 
although dress lengths remained 
conservative. The police or 'bobby' was 
very much in evidence throughout London 
and the use of a firearm openly would 
automatically result in police presence, 
though due to their low pay and bad work 
conditions they were frequently bribable. 

Price List 
meal . . . . . . . . . . . . . . .  1 s - 3 s  
mug of beer . . . . . . . . . . . .  2%d 
glass of whiskey . . . . . . . . . . .  3d 
suit of clothes . . . . . . . . . . .  25s+ 
boots . . . . . . . . . . . . . . . .  21s 
Hotel lodging . . . . . . . . .  5s - 20s 
hostel . . . . . . . . . .  (double bed] 86 
hostel . . . . . . . . . . . .  (single 4d 
rope lean-to . . . . . . . . . . . . .  2d 
hansom cab fare (1 hr, 4 mile radius) 

Is -2s6d . . . . . . . . . . . . . . . . .  
omnibus fare . . . . . . . .  3d ( ld  -6d) 
London guidebook . . . . . . . . .  2s 
Underground fare . . . . . . . . .  2d 
postage . . . . . . . . . . . . . . .  Id 
revolver . . . . . . . . . . . .  £5 10s 
100 bullets . . . . . . . . . . .  11s 6d 
rapier . . . . . . . . . . . . . .  £1 2s 

"To Boldly Go .  .. " 
The characters, dressed in period clothing, 
armed with whatever knowledge of 
Victorian London that the referee hasgiven 
them are handed passports and shown how 
they work, they are fitted with destination 
clips and handed return clips and 
hypo-guns. 

Hypo Gunlwrist Hypo 
Gas powered needle gun (body pistol skill) 
that is attached to the wrist and resembles a 
fine steel bracelet except it fires a lOmm 
needle at high velocity using a small canister 
of compressed gas (10 shots) and uses dis- 
solvable needles to inject a sleep drug - the 
trigger is found on the side and the whole 
operation is completely silent. There is a 
chance (12 on 2D6) that a victim will be 
allergic to the drug and die. Drug does 2d-6d) 
stun damage. 
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As you activate the passport attached to 
your wrist you feel numb all over your body 
then a few seconds later the sight of the 
scientists and laboratory start to fade to be 
replaced by a whirling claustrophic 
kaleidoscope of colour and sound. A gentle 
buffeting echoes through your body which 
itself begins to fade and before your eyes 
you start to see a vague outline of a large 
building which clarifies into a street. 

You are standing in a doorway of a ter- 
raced house, it is a moonless night, pitch 
black except for a single gas light at the end 
of the street and the light of a lantern over 
by the warehouse wall opposite, beside a 
stable gate where a small crowd has col- 
lected. The Vargr is nowhere in sight so you 
and the rest of the team cross the road to the 
crowd where you see a police officer bend- 
ing over a corpse of a girl that has had her 
throat cut right back to the spine and she has 
obviously been stabbed many times in the 
stomach. Blood is everwhere and the 
people are busy speculating as to who could 
have done such a monstrous deed when vou 
spot a small amulet lying in the gutter which 
you manage to pick up. One of the team 
recognises as a symbol of the Vargr 
Goddess, KnithnGheu, protector of purity 
. . . A vague memory enters your mind 
unbidden as you look back at the corpse - 
could this Vargr be . . . Jack the Ripper? 

(Referees Only) THE VARGR'S AND 
COL SIR WILLIAM DAVID-ASTOR'S 
STORY 
The Vargr-Gvoudzie, age 42 UPP 6B5899 
Unarmed Cbt 3. Blade. 2. Medic 4. 
computer 3, bribe 1, forgery 1 

Gvoudzie, an ex-scout who was cashiered 
a month previously for theft had become 
addicted to Yag (Hyperdexamine) while in 
the service and had been unable to locate 
any since has been forced to go through a 
painful and mind-distorting withdrawal 
made worse by the communication barrier 
that he only speaks Knithnour, Gvegh-Aek, 
and high Vilani. 

Always religious, his mind as it became 
more and more unbalanced began to dwell 
on the more unsavoury side of his Goddess, 
KnithnGheu and particularly the old 
worship of female sacrifice and 
preparation. He used up his last dose of Yag 
and used his drug-reinforced ego to plan his 
break-in of the nearest Government 
installation - the Tempera1 Research 
Foundation, intending to steal anything he 
could sell on the blackmarket. He managed 
to get into the building but succeeded i: 
activating an alarm that alerted the guards. 
The frustration of being caught finally sent 
him over the edge and he savagely attacked 
the guards activating the T-Matt accidently 
in the process, as the guards lie, bleeding 
and torn, he grabbed a passport and 
pushing it into his pocket for safe keeping he 
accidently pressed the activate button and to 
his mind's final horror he was catapulted back 
to Victorian London, early Friday morning, 

AN ALIEN WEREWOLF IN LONDON - 
the 3 His only possession 
apart rrom nis jacKer 01 cloth amour and the 
passport which he has accidently jar  

- 

long 
past. 

thin blade. , He is trap ped in an u 

r merely sc 
of the per . .  . . - 

eal to 
e and 
i. The 
ith 
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PLOT DEVELOPMENT 
Is Gvoudzie the Ripper o ~meone 
caught up in the hysteria iod? If 
the referee doesn't want nim to De the 
Ripper then he would be forced to st 
live and would have to avoid the polic 
the street patrols, living in the sewer: 
adventurers may then have to deal w 
both the real Ripper and the Vargr. If he is 
the Ripper then he will be sacrificing female 
'animals' to the Goddess and 'preparing' 
the bodies so that they are acceptable to 
her. He may also be killing males but 
removing the bodies of his hideaway where 
he will devour their bodies. A combination 
of any of these possible scenarios may be 
used if desired as there is a theory tha t  the  
Ripper was actually two different p 

Facts on the Ripper 
Male, left handed, believed to be SI 

frustrated, was responsible for the murder 
of at least six prostitutes over the period of 
August to November 1888. He was never 
apprehended by the police. He obviously 
had some medical knowledge, it is 

' 

possible that he was a Mason and tl 
ritualistic killings was to cover-up a 
indescretion on the part of Victoria 
the Duke of Clarence which ma hhvG 
resulted in an illegitimate child. h e a d  'Jack 
the Rimer: the Anal Solution' bv S te~hen  

exuallv 

also 
lat the 
n 
.'s son, 
-.,- 

. . 
~ n i ~ h t : ]  
Col Sir William David-Astor 
38 UPP CBB7AA ex-Ber :rs 
(medical discharge - d a h  eg when 
his horse fell on him) 
Tactics 1, Admin 2, Swora L ,  Leaaer 3, 
Rifle 2, Brawling 2, Gambling 1 

2AM Monday the 3rd of September - While 
returning from the opera to his house on the 
edge of Whitechapel he noticed that his 
window had been broken and fearing a rob- 
bery he rushed to the door. As he entered 
the hall he heard his brother Philip (18) cry 
out in pain and rushed up to his brother's 
room grabbing his revolver as he went, he 
battered the door open and saw a wolf-like 
creature, dressed in a black cloak and stand- 
ing on its hind legs savaging the mutilated 
remains of his brother. Horrified, he fired 
his revolver again and again at this sinister 
being with apparently no effect (the bullets 
were fired at the torso which was protected 
by the Cloth armour) and in shock he saw 
the werewolf (for what else could it be?) 
wrap the bloody sheets around the remains 
of his brother and escape through the win- 
dow. After Sir William had stopped being 
violently sick he rushed out and got a police- 
man but after examining the room (minute 
blood traces only), and hearing his story which 
sounded like the ravings of a deranged mind 
they dismissed it and went back to working 
on the horrific murder of Annie Chapman 
by what the press were beginning to call 
Jack the Ripper. Sir William swore ven- 
geance on the werewolf and next morning 
had his sword stick's blade coated in silver 
as well as getting silver bullets made for his 
revolver. Each night he hunts through 
Whitechapel searching for the supernatural 
creature, his dark, suntanned face, bristling 
black beard and wild eyes, dressed as he is 

urderer. 

in a dark cloak and deerstalker will, over 
the next couple of months, become a famil- 
iar sight in the fog-filled streets as he 
searches for his br 

The 'Peelers' 
From the 10th of Sep~erriuer a rewaru of 
£500 will be offered by the MP Samuel 
Montague for the capture of the Ripper but 
throughout October the police will be . 

searching for (and eventually apprehend- 
ing) a John Pizer, nick-named 'Leather 
Apron' who they believe to the Ripper but 
who will prove to be innocent. Lt Col Sir 
Henry Smith of the City police has since 
August sent a third of his force in plain 
clothes into the city and from the 30th of 
September Inspector Abberline, a soft-spo- 
ken, rather portly bank manager-like per- 
son, will be scouring the East End with his 
unparalleled knowledge of Whitechapel 
searching for anything out of the ordinary, 
anything that could give a clue as to the 
identity of the Ripper. Assisting him are 
three inspectors, Reid, Moore and Nairn 
and four sergeants, Thicke (called 'Johnny 
Upright' because of his walk and his method 
of working), Godley, McCathy and Pearce 
who can all be brought into play with our 
mysterious team and with Sir William. . . 
THE RIPPER'S VICTIMS 
Polly Nichols, 45(?) 4AM Friday the 31st of 
August. Buck's Row. Throat cut, abdomen 
stabbed several times. 

Annie Chapman (Siffey) 45, , ,,,,, ,,nail 
woman with dark brown, wavy hair, blue 
eyes, large nose and with 2 teeth missing 
from lower jaw - she had obviously seen bet- 
ter days. 6AM Saturday the 6th of Sep- 
tember. The back of a lodging house at 
Hanbury Street (No 29) in a yard which has 
an unlocked passage leading to it. 

When found she was face up, palms out- 
stretched with both face and hands covered 
in blood. As Annie Chapman, but more 
violently. Her personal belongings such as 
money had been laid at both the feet and 
above the head. 

Elizabeth (Long Liz) Stride 40(?) 1AM 
Sunday the 30th of of September. In a nar- 
row court off Berner Street beside an 
occupied Working Man's Club (where 
people were still partying it up) behind 
some wicker gates. She was lying on the 
ground with a blood covered right hand 
covering her chest, her face was quite placid 
with the mouth slightly open, her throat had 
been severed but there had been no 
abdominal wounding. 

Catherine Eddowes (?) 1.30AM Sunday 
the 30th of September, in Mitre Square in 
the city proper surrounded on 2 sides by 
warehouses belonging to 'Kearley & Tonge' 
(watchman in attendance), on the 3rd side 
by three empty houses and on the last 
before the corpse were 2 houses one 
occupied by a policeman and the other was 
empty. A policeman patrolled the Square 
every quarter of an hour and discovered the 
body at 1.45. 

Her throat had been cut in the now famil- 
iar pattern and had been badly mutilated. 
Part of her blood-stained apron had been 
cut away and was later found at Goulston 
Street where a message was written in chalk 
on the wall 'the juwes are not the men that 
will be blamed for nothing' (this was the 
middle of the Jewish sector of London and 
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ESSEX MINIATURES FANTASY 
UNIT 7 CHAPMAN COURT, CHARFLEETS ROAD, CH ARFLEET S INDUST 

. A "  

RIAL ESTATE, CANVEY ISLAl 

10.82 GOB - 

lasgow's First Fantasy Adventure Sh 
For All That's Best in Fantasy Gamin 
Vast Stock of Citadel Miniatures, Games and Model 
Soldiers. Find us in the basement of 

VlRGlNIA ANllQUE E CRAFT WUERY 
Unlt 21.31/33 0l.rgaW 01 I D 1  

NEW DRAGON CAVE MINIATURES - 1 Smm FANTASY NWES 
only E7.95 each plus E1.OO m. Each Anny  appnx 150 pi- 

A Real Delight - Send a SAE for list 

-AnnydGood 2 - k m y  

RANGE OF MlNlA TURES 
13 Rue Polrer de Narcay 

Tel: 545.45.8: 
Metro pte D =p 

CAT 

T D l  DDZ 

'ARES - 

I ~ O N  MUTU 

ESt llUM C llES 
LOW c'usl MAIL-ORDER SP~L'IALISIS - 

Come to Esdevium Games and see the best 
display of games in the country. 

Open 5 dew a week (closed all day Wednesday). @ Fastest telephone mail order service. 

Some of our special lines 

@ 
........... 

RAGNAROK ENTERPRISES. As their UK agents we now stock all their products ... 
The new RPG system, justly praised for emphasis on role-playing development and 
realistic world design. For more experienced game rs... 
YSGARTH RULE SYSTEM: Set of 6 books: Fantasy Character, Battlecraft, Arts Arcane, 
Holy Orders, Fantasy World, Last Song of Hergest (Adv): ................... .. ........ i8.95 
SUPPLEMENTS: (Wine of the Moon, Creatures Fair and Fell) ............................. f1.95 

............................................................................................ YRS RECORD SHEETS: f 1.95 
BOXED YSGARTH: (Rules set, Char Sheets, 3 Suppl) ......................................... f14.95 
MINI-SYSTEMS: Ideal for any FRP system. 1: WERES 95p; 2: Character RP f1.60. 
RAGNAROK have produced three series of adventures/scenarios suitable for YRS or 
D&D. All self-contained at budget prices. 
YSGARTH ADVENTURES: on the low-entropy world of Ysganh 3: Baelnok and 
4: Cynfeln .............................. .. ...................................................................... each L1.20 
JAHANNAMMIYRDWORLD: Set in a medium entropy world parallel in background to 
the Middle East of the Middle Ages. 1-5 each f1.50; 6.7 f1.20 each. 
UlTGART: Set on this high entropy world 3 titles ................................ ..... each f1.20 
ABYSS: is one of the leading small US 'lines. Iss 15-28 ............................... f1.20 each 
EIGHT ADVENTURES FROM THE ABYSS ................................................................ C2.95 

THE DRAGON TREE 
Especially for all DMs who want to make their adventures interesting and intelligent. 
HANDBOOKOFTRAPS& TRICKS: Over 100 ready-to-play traps & tricks of a wide 

.............................. .............................................. variety and type of complexity .. E7.50 
DRAGON TREE SPELL BOOK: Some 225 spells, zero to 10th levels, wide in range 
and use ....................................................................................................................... f5.95 
BOOK OFARTIFACTS: ZOO+ treasurelartifacts with users, use, misuse, prices 

............................................................................................. powers and occurrence f5.95 
MONSTER FILE Vol 1 : Let your players see the beast ....................... .. ............. f4.95 
AN AL& DESERT PLOTS: new adventures and scenarios ...... each f5.95 - 
These are just some of  our games. Our 
catalogue contains details of virtually all 
games available i n  the UK. Send 16p i n  
stamps & 17p SAE (overseas 4 IRC) for a 
copy (free with orders over f51. 

Telephone Order with ACCESS 
Payment in f Sterling please. 

ESDEVIUM GAMES (8W) 
185 Victoria Road. Aldershot, 
HantsGUll 1JU 
Tel: Aldemhot 311443 
(Shop hours) 
Farnham 722269 (other times) 
NO POSTAGE ON MANY GAMES FOR 
REGULAR CUSTOMERS. 
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EYE OF NEWT.. . 

Note that Flame Tongue and Frost Brand 

Eve of N~K*  avd are not Baneswords; their enhanced 
effectiveness against certain targets 
arises from their spell-like elemental 
powers. 

The first requirement for the creation 

Wing of Bat of a banesword is a battlesword with the 
requisite 'base'value shown below. The 
battlesword is manufactured largely as 
set down above, but because of the 
specific nature of the banesword there 

The Manufacture of Magic Items in AD&D will be some slight complication of the 

Part 4: Swords and Other Weapons process. Firstly, a special mixture will be 
needed for quenching the newly-forged 

by Graeme Davis and Anthony R  all^ blade, and secondly, it may be neces- 
sary to incorporate certain materials 

Swords present a unique problem in a Table I :  Ma1 ! of Blades with latent magical virtue into the 
work such as this, since they can, in Blad Blade weapon - commonly as adornments to 
some cases, effectively be three different % Roll Qual % Roll Quality the hilt, guard and pommel. 
magic items at the same time. Firstly the 0-5 Infer 76-95 Superior 
weapon itself, with its combat bonuses; 6-75 Avel 96-00 Master A. Sword +I, +2 vs Magic-using 
secondly, any further abilities; and and Enchanted Creatures 
finally, in the case of an intelligent A blade of exceptlona~ quality, worked in Quench: Should include 202 ichor 
sword, there are special abilities to be fine steel and honed to perfection, will from a demon,type Ill or higher; 6grains 
considered, quite apart from the prob- accrue combat bonuses without any powdered lich skull; 1 pint criosphinx 
lems presented by a sentient magic enchantment at this stage of the pro- urine. 
item, per se. ceedings -weapons worked in metals Materials: Star sapphire, chrysolite, 

Accordingly, the approach to this such as mithril and adamantite will have malachite, olivine and peridot; gems 
class of magic item is slightly different a combat bonus even when the blade is and workmanship to a minimum value 
from that used in the other parts of this only of average quality, and this bonus of 250,000gp. 
series. Magic swords are considered in will naturally increase with blade qual- 
four basic categories, as follows: ity. The practical effects of material and B. Sword +I, +3 vs Lycanthropes 

blade quality are shown below. and Shapechangers 
1. Battleswords. The simplest form of Quench: Should include 1 dram of 
magic sword, with the straight-forward Table 2: Blade Quality and Material blood from each type of lycanthrope and 
bonus to hit and damage. Blade Material shapechanger, drawn from the heart 

Quality Steel Mithril Adamantite with a silver knife; 3 grains belladonna; 
2. Baneswords. in addition to basic Inferior -1 9 grains wolfsbane; 5 grains powdered 
combat bonuses, these have a particular Average - +I +2 silver; 1 pint of urine from any lycan- 
'enemy' against which their effective- Superior +I + 2 +3 thrope in human form. 
ness is enhanced. Master +2 +3  + 4 Materials: The pommel-stone should 

consist of a moonstone, minimum value 
3. Spellswords. Swords which have Weapons with a bonus of +5 or better 500gp, which has been steeped in an 
some form of talismatic ability in addi- can only be made by craftsmen of divine infusion of-wolfsbane for the passing of 
tion to combat modifiers. or semi-divine status, e.g. Giobhnie, nine full moons, and then coated in pure 

Ptah, Hephaestus and possibly silver. The whole should have a 
4. Spiritswords. Weaponswhose manu- Ilmarinen. minimum value, in materials and work- 
facture has ~nvolved the conjuration of a The weapon is now ready for manship, of 150,000 gp, and the blade 
summoned being into the metal of the enchantment; for a simple battlesword, itself should be inlaid with fine silver. 
weapon ih order to provide it with cer- all that is required is a casting of 
tain abilities, and in some cases, with enchanted weapon and limited wish C. Sword +I, +3 vs Regenerating 
intelligence; it will be seen, however, once each forevery 'plus'on the weapon Creatures 
that while intelligent swords are (since onecasting of enchantedweapon Quench: Should include the whole 
spiritswords, not all spiritswords are will makethesword the equivalent of +I blood of one lemure; Mpt ichor of any 
intelligent. with regard to magically-protected greaterdevil; finely diced liver of 1 troll; 

monsters, the spell must be repeated as bone marrow of 1 lernaean hydra. 
required, each time with a limited wish Materials: The hilt of the weapon 
to gain the cumulative effect), followed should becarvedfrom pitfiend horn and 

BATTLESWORDS by a permanency spell to finish the set with coral, the whole having a 
The first requirement for the creation of enchantment. minimum value of 175,000 gp for mate- 
a battlesword, or indeed any other type rials and workmanship. 
of magic sword, is the manufacture of a BANESWORDS 
non-magical weapon of high quality and As explained above, a banesword is D. Sword +I, +4 vs Reptiles 
fine workmanship. This will normally essentially a battlesword with enhanced Quench: Should include 2 pints 
have to be undertaken by an NPC master effectiveness against a particular type of mixed blood of a gecko, a lizardman and 
swordsmith in the employment of the target. Those listed in the DMG can be a hugeancient red or gold dragon, main- 
character undertaking the project. The divided into two classes, according to taining the appropriate proportions; 3 
cost of this stage of the operation is left the battlesword from which they are gills venom from any 12 species of 
to the individual DM, but a master derived: poisonous snake; the brains and sinews 
craftsman will be extremely costly to of a mongoose and a snake-eating 
employ for the length of time required; +I Baneswords eagle, steeped in this mixture for at least 
the base time for the production of an A. +2 vs magic-usinglenchanted I week. 
especially fine sword will be at least one creatures Materials: The hilt of the weapon 
month, and as explained below there is B. +3 vs lycanthropes or shapechangers should be carved from the bone of an 
no guarantee that the first attempt will C. +3 vs regenerating creatures adult or older dragon of any type. 
produce a weapon of sufficiently high D. +4 vs reptiles 
quality for enchantment. +2 Baneswords E. Sword +2, Giant Slayer 

The chance of producing a blade of E .  Giant Slayer. +3 vs giants, ettin, Quench: Should include 1 pint of 
exceptional quality depends on the skill ogre magi or titan, 2x damage vs any blood and 2 drams of brain fluid from 
of the craftsman involved; this can mod- true giant. each giant type against which the sword 
ify the % roll for blade quality in Table 1 F. Dragon Slayer. +4 vs any true isto have virtue, in which the diced heart 
at the DM'S discretion. dragon, 3x damage vs specific type. of any true giant has been simmered for 
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at least 24 hours. 
Material: The hilt should be carved 

from the shin-bone of any true giant, 
minimum value 150,000gp. 

Other: After quenching, the sword 
should be treated with the essence of 
each true giant type in turn (ie earth, 
stone, ice, fire, steam and lightning) and 
then annealed over a fire of true giant's 
bones and viscera. 

F. Sword +2 Dragon Slayer 
A +2 battlesword should be treated as 
described above for a Sword +4 vs 
Reptiles; this is then treated with the 
essence of the named dragon type and 
the essence of its weakness (see MM 
p30 - eg for a bronze dragon treat with 
lightning and magical fire, for a red 
dragon treatwith magical fire and earth1 
water or magical ice, etc). The weapon is 
then annealed over a fire of dragon 
bone, and quenched a second time in a 
fertile egg of the particular 'enemy' 
dragon type. 

Spellcasting 
Once the baneswords have been pre- 
pared asoutlined above,they should be 
treated with the necessary spells to pro- 
duce the 'base' battlesword, plus an 
extra limited wish to activate the magi- 
cal potential resulting from the sword's 
special preparation. 

SPELLSWORDS 
These swords listed in the DMG which 
fall into the category of spellswords are 
as follows: 
Sword + 1, Flame Tongue; Sword + I ,  
Luck Blade (1 ); Sword +2, Nine Lives 
Stealer (2); Sword +3, Frost Brand; 
Sword +4, Defender (1); Sword +5, 
Defender ( I )  Sword +5, HolyAvenger (I ); 
Sword of Dancing (2); Sword of 
Wounding (1); Sword of Life Stealing (2); 
Sword of Sharpness (1 ); Sword, 
Vorpal Weapon (1 ); Sword + I, 
Cursed (2); Sword -2, Cursed (2); 
Sword, Cursed Berserking (1 ). 

(1) The manufactureoftheseweapons 
is considered to be beyond the 
capabilities of player characters, mostly 
for reasons of game balance. 
(2) The manufacture of these weapons 
can only be undertaken by spirit magic, 
as detailed under spiritswords (qv). 

' 

Sword +I, Flame Tongue 
This sword can be manufactured by 
spirit magic involving the harnessing of 
a minor elemental (see spiritswords), 
but an unintelligent Flame Tongue can 
be manfactured from a +I battlesword 
'base' as follows: 

The hilt should be set with a jacinth or 
fire opal of at least 1,000gp value, and 
worked in gold and platinum to a total 
value of materials and workmanship of 
at least 200,000gp. 

When the enchantments come to be 
laid upon the sword, the following 
additional spells should be cast: 
produce fire, limited wish (x2), geas. The 
need forproduce fire will necessitate the 
co-operation of a Druid, and although 
one of the additional limited wishes is 
soley directed towards meshing the two 
types of magic effectively, there is a 5% 
chance per level difference between the 
two spellcasters that the two magics will 

disrupt each other, with effects to be whose abilities included levitation or 
determined by the individual DM. telekinesis could be bound to a weapon 

It is assumed in this rationalisation to produce a Dancing Sword. 
that the bonuses accrued by a Flame The nature of a successfully com- 
Tongue against various types of oppo- pleted spiritsword will depend, obvi- 
nent are due entirely to the magical fire ously, on the nature of the spirit bound 
which is its main effect; if i t  is preferred to the sword and upon the degree of 
to account for each bonus separately, control with which it is bound; too 
the magical operations will become con- severe control could lead tothe swamp- 
siderably more complexand hazardous. ing of the spirit's own intelligence and 

abilities, while too little control would 
leavethe spiritwith very much a mind of 
its own, resulting in capricious use or 
misuse of the spiritsword's powers, or in 
extreme cases to a cursed sword, as the 
spirit seeks to hinder any who who 
would take advantage of its imprison- 
ment in the sword. 

There are two main methods of 
summoning extra-planar beings availa- 
ble to the average AD&D cha.racter; 
through spells such as conjure 
elemental, cacodemon, monster 
summoning Vlland gate, orthrough the 
operation of various magic items, most 
of which are cursed. Conjure elemental, 
of course, allows absolute precision as 
to the nature of the summoned being, 
but the other methods are far less pre- 
dictable. A cacodemon spell can conjure 
a demon of type IV-VI, provided the crea- 
ture's name is known, and there isa high 
probability that i t will not be friendly 
when it arrives. Also, at these levels 

Sword +3, Frost Brand there are limited numbers of each 
Most of the comments made above with demon type, so that any prolonged 
respect to the Flame Tongue apply to the operations, even is they were success- 
Frost Brand in a predictable mannner. ful, could hardly escape the notice of 
An unintelligent Frost Brand can be some demon lord, who might feel com- 
manufactured from a +3 battlesword pelled to investigate. Monster 
'base' as follows: The hilt should be set summoning VII has a 20°/~chance of pro- 
with a diamond of at least 2,50Ogpvalue, viding the caster with a random low- 
and worked in silver and platinum to a medium power demon or devil, while 
minimum overall value for workman- gate may or may not supply anything at 
ship and materials of 300,000 gp. all, and the possibilities, in theory at 

The following additional spells should least, range from a single type I to  
be used; resist cold, cone ofcold, limited Asmodeus himself. 
wish (x3). Because of the necessity for However the individual DM resolves 
clerical spell use in the form ofthe resist the problem of summoning low-power 
coldspell, there is a chance of interfer- spirits and minor elementals, judicious 
ence as set out above for the Flame use of Appendix D of the DMG can pro- 
Tongue. Again it is assumed here that vide an almost endless supply of such 
the extra bonus and fire-extinguishing beings, each with its own unique powers 
ability proceed from the cold-using and characteristics, which will ensure 
nature of the sword rather than from that every sp~r~ tsword  created by hlgh- 
specific separate enchantments. level PCs or NPCs is practically unique. 

The characteristics of the weapon will 
SPIRITSWORDS not be known until the spirit has been 
This fourth category of magical swords successfully bound to it, and there is at 
is the most difficult to define in precise least an even chance that these charac- 
terms, but also has a great deal of poten- teristics wi l  be the exact opposite of the 
tial for the individual DM to develop. desired effect. This unpredictability 

The term spiritsword is given to any should appeal to the gambler in any 
sword whose manufacture involves the archmage. 
summoning of some extra-planar crea- Having summoned the spirit, of 
ture such as a demon, devil or elemen- course, the problem of gaining its co- 
tal, and its conjuration into the weapon operation and binding it to the weapon 
in order to bestow it with intelligence, has still to be resolved; possible 
personality and special abilities. methods include a powerful geas or 

Asstated above, the manufacture of a suggestion, ora slightvariant of the trap 
Flame Tongue or Frost Brand sword the soulspell. This is left to the indi- 
could be accomplished by binding a vidual DM to decide in detail; a treatise 
fairly minor elemental to the prepared in practical demonology is beyond the 
weapon, and in the case of intelligent scope of this article. 
weapons this is the only way in which It must be stressed, however, that 
they could be created. Similarly, an once the spirit has been summoned and 
extra-planar being of some sort whose successfully bound the sword, the 
powers included energy drain could be degreeof freedom of action it is allowed 
bound to a sword in order to produce a is crucial to determining the extent of its 
Sword of Life Stealing - or a Nine Lives intelligence and powers which may be 
Stealer if there was a fixed agreement as manifested through the weapon. There- 
to length of service-and perhaps a spirit fore, the following simple system is 
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suggested. Once it has been determined 
that the summoned spirit has been con- 
trolled sufficiently to allow its binding to 
a sword, a roll should be made on the 
following 'double-chance' matrix to 
reflect the tightness of control and its 
effects on the spirits'sfreedom of action. 

Table 3: Spirit Freedom 

Ls-Le None Slight Partial Total 

Where 'Ls' is the level of the summoner; 
'Le' is the level of the summoned entity 
-treat as equivalent to HD, with +I for 
every 2 extraordinary powers. 

Degrees of control 
None: lndicates that the summoned 

entity has succeeded on the 'double 
chance', and is not co-operating. The 
summoner could have a fight on his 
hands. 

Slight: lndicates that while the sum- 
moned entity has been bound to the 
weapon successfully, it still has a mind 
of its own to a great extent. (100-2d20)0/~ 
of its intelligence will still be useable, as 
well as a like number of its abilities. The 
sword may well be wilful and/or difficult 
in the hands of a character whom it 
decides not to like, and may act as a 
cursed sword of some kind, using its 
abilities to interfere with its wielder's 
actions. 

Partial: lndicates that the entity has 
been successfuIly bound to the weapon, 
retaining (30+2d20)% of its intelligence 
and abilities. While it is more or less 
reconciled to the idea of being a sword, 
it may behave erratically from time to 
time, and it will have a discernable 
personality. 

Total: Again, a successful conjura- 
tion and binding is indicated, but the 
entity is under very restrictive control, 
which may sometimes be counter-pro- 
ductive. 
It retains only 2d10% of its intelligence 
and abilities, and manifests very little in 
the way of its own personality. If the 
diced percentage is not sufficient to per- 
mit the use of one ability, the entity is 
assumed to be so tightly bound that it is 
helpless, and the sword is an ordinary 
non-intelligent type. 

Notes: The retained intelligence of 
the spirit will be the net intelligence of 
the sword for the purposes of determin- 
ing abilities (DMG p166, Table I). The 

abilities will, of course, be selected from 
the spirit's own repertoire. As intelli- 
gence decreases with tighter control, the 
more powerful abilities will become 
unusable first. The alignment of the 
sword will, of course be the alignment of 
the spirit. In those cases where the spirit 
has retained less than 12 intelligence, 
the sword will function exactly as if no 
spirit were bound to it, and will be pos- 
sessed of no special abilities. There is a 
IO%/HD chance that the magical nature 
of the spirit will be reflected in an addi- 
tional + 1 to the sword, but otherwise the 
spirit will be helplessly bound within the 
weapon. 

TYPES OF SPIRITSWORDS 
Battleswords 
A battlesword may be enhanced by the 
incorporation of a spirit, as described 
above. There is a chance thatthe binding 
of the spirit to a previously enchanted 
spellsword will create sufficient magical 
interference to break all the enchant- 
ments upon it, leaving a non-magical 
sword and a free spirit which will proba- 
bly be none to well disposed towards its 
summoner. The chance of this interfer- 
ence occurring will vary according to cir- 
cumstance, but for most purposes it can 
be equated with the magic resistance of 
the spirit concerned. 

It may be possible to use a previously 
found non-intelligent battlesword rather 
than creating one specially, but the DM 
must take into account the danger of 
there being a totally-controlled spirit 
already in there -the chances of a 
shattered sword and two aggressive 
free spirits are high under such 
circumstances. 

Baneswords 
The question of spirit baneswords may 
be approached in two ways: a 
banesword may be prepared as detailed 
previously, and a spirit bound to it in the 
same way as outlined for battleswords, 
or a spirit may be selected, if possible, 
for its elemental nature or known 
antipathies, and bound to a sword to 
produce a banesword after its own incli- 
nations. In both cases, the risks are the 
same as for producing spirit battles- 
words. 

Spellswords 
All spellswords are, of necessity, 
spiritswords, and their abilities depend 
entirely on the spirit in question. Again, 
a non-intelligent battlesword should be 
produced, and the binding carries the 
usual risks. 

Miscellaneous Weapons 
The same treatment used above for 
swords can be applied to other weapons 
successfully, and opens up another 
range of possibilities with regard to 
spirit magic - after all, why should 
swords have the monopoly on intelli- 
gence? An intelligent mace, flail or axe 
is just as reasonable, although the DM 
must be careful over the range of 
weapons which may possess intelli- 
gence - intelligent sling bullets of Life 
Stealing, for example, lack credibility, 
and asa rule of thumbwe suggestthat a 
weapon should have a minimum of 
IOgpweight of metal, plus IgplHDofthe 
spirit to be cast into it. 

The weapons in the miscellaneous 
weapons table of the DMGare dealt with 
below; 

Battleweapons 
Arrow, + 1; Arrow, +2; Arrow +3; 
Axe, + I ;  Axe, +2; Axe, +3; 
Axe, throwing, +2; Battleaxe, + I ;  
Bolt, +2; Bow, + I (3); Crossbow of , 

Accuracy; Crossbow of Distance; 
Dagger, + 1; Dagger, +2; Flail, + I ;  
Hammer, + I ;  Hammer, +2; Javelin, +2; 
Mace, + 1; Mace, +2; Mace, +4; Military 
Pick, + I Morning Star, + 1; Scimitar, +2; 
Sling, +2; Spear, + I ;  Spear, +2; 
Spear, +3. 

Spellweapons/Spiritweapons 
Crossbow of S~eed ;  Hammer +3; 
Dwarven ~hrower  ( I  1; Hammer i f  
Thunderbolts (1 ); Mace of Disruption 
(1 ); Spear, Cursed Backbiter (2); Javelin 
of Lightning; Javelin of Piercing (1 ) ; 
Trident of Fish Command (1 ); Trident of 
Submission (2); Trident of Yearning (2); 
Trident of Warning. 

(1) These weapons are beyond PC 
capabilities. 
(2) These weapons can only be 
manufactured by spirit magic. 
(3) This weapon is manufactured in a 
slightly different way from the others, 
but the principles should be clear. 

Description of Spellweapons 
Crossbow of Speed 
This is essentially a + I  battleweapon, 
upon which the following additional 
spells have been cast; animate object, 
geas, limitedwish (x2). The normal risks 
of mixing clerical and magical spell use 
apply. 

Javelin of Lightning 
This has not been prepared in theway of 
normal battleweapons, as it has no 
attackor damage bonus. The shaft of the 
weapon is made from the trunk of a 
lightning-struck ash tree, and the head 
of a volt stinger coated in pure copper. 
Upon this the following spells are cast: 
enchant an item, enchanted weapon 
(x2), limited wish (x3), lightning bolt, 
geas. 

Trident of Warning 
This trident is a +2 battleweapon, a sec- 
tion of whose shaft is prepared in the 
same way as a Wand of Enemy 
Detection (qv); in addition to the spells 
for both items, an additional full wish is 
necessary to prevent the two magics 
interfering once the item is assembled. 

Other Weapons 
Dagger of Venom 
There seems to be no reason to believe 
that this item is anything other than 
mechanical; it seemsto be on the magic 
tables purely to restrict its availablity. 

Trident (Military Fork) +3 
This would be a standard +3 
battleweapon if it were not for the 
apparent mechanical device which 
changes its form. While such a 
combination of magic and mechanics is 
uncommon, there is no reason to 
discuss the magical side of its 
preparation any further.0 

Next issue: Miscellaneous Magic and 
Conclusions. 











Another time ... another place ... 
Out of the heavens a new kingdom is born 
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Extending a scaly hand in greeting, I 
would like to welcome you to Crawling 
Chaos, a column devoted to Call of 
Cthulhu, the role-playing game inspired 
by the horror stories of H P Lovecraft. 
The few scenarios White Dwarf has pub- 
Iishedforthe game in recent issues have 
proved immensely popular, and public 
demand for more has produced this 
column. 

Call of Cthulhu is quite different to 
write for, though, when compared to the 
average Fantasy or SF rolegame. In a 
typical CoCadventure, the players go 
through a set of very creepy investiga- 
tions, never quite sure what is waiting 
forthem atthe end of it all, only knowing 
they must solve the mystery they have 
been presented with, before it leaps out 
and massacres them. This sense of 
anticipation, and of the dreadful 
inevitable ending common to many 
adventures lends the game a quite 
extraordinary atmosphere. As a result, 
much moreeffortthan usual needs to be 
put into the creation of a plausible 
background. 

The 'Sourcebook Forthe 1920s1which 
comes with the game is adequate as far 
it goes, but there is more that could be 
useful, for different time periods. The 
forthcoming British sourcepack, Green 
and Pleasant Land, will cover many 
areas, and I will hopefully be previewing 
some of it in this column. Historical 
aspects, including famous archaeologi- 
cal sites, haunted houses, and more 
mundane aspects like modes of travel, 
or British firearms, and so on are obvi- 
ous choices. But what about the wealth 
of British legends and folk tales that 
have never been explained? There are 
many famous people and organisations 
from the Victorian and Edwardian 
periods, from scientists and authors to 
mystics and political groups - was 
Cthulhu behind any of these? Tell us. 

This does not mean, of course, that we 
will be neglecting, in any way 
whatsoever, the central aspect of the 
game - the nasties! I would think there 
are probably enough Greater Gods 
(prove me wrong!), but there is plenty of 
room for more lesser beings - the inde- 
pendant and servitor races. Even more 
deadly sometimes are the human 
cultists; with their weird rituals, secret 
initiation rites, and cult artifacts, they 
can be very interesting, and useful too. 

To whet your appetite for what is to 
come, here are two emminently usable 
new minor races. Both will only be 
encountered on the British mainland. 
They have been adapted by Peter 
Gilham, from Brian Lumley's Cthulhu 
mythos novel Beneath The Moors. 

BOKRUG (Lesser lndependant Race) 

STR : 3d6+6 
CON: 3d6 
SIZ: 3d6+6 
INT: 3d6+6 
POW: 2d6+6 
DEX: 3d6 
Hit Points: 13-14 average 
Move: 7 
Claw: (2d6), 55% 
Touch: Paralysis (see below), 75% 
Arrnour: 3 point scaled hide. 
Spells: Bokrug who roll under POWx3 
know I d3 spells. 
SAN: Seeing a Bokrug costs I d 6  SAN 
points. A successfuI SAN roll indicates 
that there is no loss. 

Description: 'They walked upright but 
they were almost like, well - crocodiles! 
- but with humanish faces! They had 
shorttails and they were green.' 
- Beneath The Moors, by Brian Lumley. 

Notes: The Bokrug are an alien race 
who migrated to ourworld thousands of 
years ago with the Thuun'ha, their ser- 
vants and worshippers, when their own 
planet was dying. Together they built 
the city of Ib in the ancient land of Muar, 
and its sister city Ih'yib, beneath what 
are nowthe Yorkshire Moors in northern 
England. Ib and its inhabitants were 
destroyed by the men of Sarnath the 
Doomed centuries ago, but Ih'yib still 
exists, hidden from mankind. 

When the Bokrug first arrived on 
Earth, they possessed an advanced 
technology. This has decayed, but they 
have discovered some of the Old Ones' 
shoggoth-matter. They have developed 
this for their own obscure purposes, 
using it mostly to create microscopic 
light-emitting organisms, which are 
trained to follow creatures like a halo of 
fire-flies. 

The Bokrug's life cycle is quite compli- 
cated. At two points in it, they pass 
through a stage in their development 
when they resemble humans. When 
born, Bokrug can pass for human 
babies, and are left in the surface world, 
to be reared as orphans. At twenty-one 
however, they begin to revertto reptilian 
form, and develop a longing to return to 
Ih'yib. Many, however, do not makethis 
return journey. Some are confined to 
institutions by thisstage; othersare out- 
casts, living a hermit-like life far away 
from civilisation; and a few, believing 
themselves perhaps to be Deep Ones, 
go to live with these creatures in their 
undersea cities. The second change to 
human form occurs much later in their 
lives, around theage offorty. Bokrug do 
not retain the hair they lost when they 
first changed into their true form, and 

are completely bald and hairless. 
Adult Bokrug attack with their claws, 

or by inducing paralysis in their victims. 
This is triggered by touch, but seems to 
be generated .by the mind. Anyone 
attacked in this manner must roll under. 
POWx2 or be unable to move or even 
speak. Only automatic functions like 
breathing are retained. Every sub- 
sequent ten minutes, the victim may 
attempt to regain their senses, by rglling 
under POW as a percentage. Each 
attempted use of this power costs the 
Bokrug 2 magic points. 

THUUN'HA (Lesser Servitor Race) 

STR : 2d6 
CON : 3d6 
SIZ: I d6+3 
INT: 2d6+3 
POW: 3d6 
DEX: 2d6+6 
Hit Points: 8-9 average 
Move: 8 
Armour: none 
Claw: ( I  d4), 35% 
Spells: none 
SAN: Failing a SAN roll results in the 
loss of I d 6  points,Asuccessful roll indi- 
cates that there is no loss. 

Description: 'The Thuun'ha were 
hideous, and no other word could 
adequately fit them. Perhaps four and 
one half feet tall, green as Yorkshire beer 
bottles, bulge-eyed with flabbily hang- 
ing, wattled and strangely tapering, 
furred ears.. .hideous!'- Beneath The 
Moors, by Brian Lumley 

Notes: The Thuun'ha worship the 
image of Bokrug the Water Lizard. They 
came to Earth with their gods, and built 
Ib and Ih'yib for them. Because of the 
destruction of the former by the men of 
Sarnath, they hate all humankind, and 
wil l  kill them unless countermanded by 
a Bokrug. The only living Thuun'ha live 
in Ih'yib under the Yorkshire Moors. 

The life cycle of these creatures is 
similarto that ofthefrog, with the young 
being born inside a frogspawn-like jelly. 
Once born, they grow swiftly to  adult- 
hood, under the very protective care of 
the older creatures. Thuun'ha are mute, 
communicating via a limited form of 
telepathy. Even thespawning young can 
transmit emotions by this method. 

Because of the nature of their home 
planet, these creatures must breathe a 
peculiar gas for a short while each day. 
The gas is poisonous to humans (having 
a potency of 2d6), but if denied it the 
Thuun'ha lose I d 3  points of CON per 
day until they die. Thuun'ha attack with 
two claws per round.0 



TABLETOP HEROES 
I 

Tabletop Heroes is a regular department covering figures and 
painting b y  Joe Dever and Gary Chalk. 

FACING 
Run chestnut brown 
rnto the eye sockets 
and down the s~des of 

A Irttle shadrng colour 
run Into the ear w11l 
prck out Its shape 

These areas can be 
shaded Irghtly rf 

If the frgure 
1s oriental, deep shadow H~ghlrght 

cheeks 
very hrgh cheekbones 

There is one specific part of a miniature 
where, if you spend a relatively small 
amount of time on shading and high- 
lighting, you can bestow upon it a dis- 
tinctive 'character'. That specific part is 
the face. 

The art of painting faces is a simple 
skill which can, with a little practice, be 
mastered very quickly. Basic flesh 'pink' 
colour is obtained by mixing red, yellow 
and white. Commercially available flesh 
colour tends to be far too pale. To test a 
flesh-coloured paint, try a small dab on 
the back of your hand: the paint should 
appear orangy in comparison to your 
skin; if not, add red and yellow to suit. 
The face of a figure is so small that the 
colouring has to be exaggerated to 
appear healthy. Pale flesh colour makes 
a figure look decidely ill, and therefore, 
flesh 'straight-from-the-tin' should only 
be used if anaemia is the desired effect. 
The diagrams below showthe areas of a 
face that need shading and highlighting 
in order to produce 'character'. Shading 
is performed first, enabling you to hide 
any overspill that may occur when you 
come to apply the hightlights later. 
Shade using chestnut brown thinned 
down to a runny transparent wash. This 
transparency is important; for the best 
results we suggest you use acrylics 
(Tamiya Hull Red XF-9 is ideal), although 
satisfactory results can be obtained with 
enamels (Humbrol MC22 or HN5 in par- 
ticular). Using a double 0 ortreble 0 size 
brush, charge the bristles with thinned 
chestnut brown and apply it to the 
shaded areas, as shown in the diagram. 
On a well-cast miniature, the oaint will 
run into the recesses to form its own 
shading; on a less detailed figure, paint 
in the shade lines where the recesses 
should be. Once the shading has dried, 
shadows can be deepened by repeating 
the process. The highlighting colourcan 
be made by adding white to your basic 

flesh mix. Ready-mixed flesh colour is 
often ideal as a highlighter and in this 
instance it can be used straight from the 
tin. This highlight should not be thinned, 
as the more opaque it is, the more effec- 
tive and striking will be the result. Apply 
the highlight to the areas shown in the 
diagram and you will see a marked 
change. 

Eyes are best added as a thin line of 
dark brown; in many cases the chestnut 
brown wash should be sufficient to 
define the eye, but if you want to have a 
stab at painting white eyeballs with dot 
pupils -take care! The bigger the 
eyeball, the more surprised orterrified a 
figurewill appear. In most instancesthis 
detail is unnecessary. Take at look at 
some photographs of people where 
their bodies are no larger than 25mm 
high. It is unlikely that any of the eyewill 
be discernible. 

Complexion can be enhanced with a 
little thinned red, washed over the 
cheeks, but again -take care! Afacewith 
bright red cheeks can look apoplectic or 
comical. Lips can be tinted red 
(especially effective on female 
characters) but lavender is a more 
authentic shade to use. 

The techniques of shading and high- 
lighting faces can be applied with equal 
success to other areas of the body. For 
the faces of 'non-white' characters, sub- 
stitute the basic 'flesh pink' for the equi- 
valent basic skin tone of the appropriate 
race you wish to depict, as follows: 
NEGROID: Deep Brown (Humbrol 
MC6 mixed with a little matt black) 
ASIAN: Olive Brown (Humbrol MC24 
with MC21) 
ORIENTAL: 'European' flesh mixed 
with a little pale yellow 

This Month's Photographs 
The Oriental Heroes [Citadel C05j 
shown in Figs I to 4, showcase the 

considerable talents of their designer Ali 
Morrison, and the artist John Blanche. 
The figures are a Female Bushi (Fig I ) ,  a 
Chaos Samurai (Fig 2), a Ronin (Fig 31, 
and a Daimyo: afeudal samurai lord (Fig 
4). Over the last three years, adventures 
in Nippon have steadily grown in 
popularity. Much of this growth can be 
credited to the popularization of 
Japanese history. Films such as 'The 
Seven Samurai' and 'Kagemusha', the 
TV series of 'Shogun', and the 
enchanting 'Monkey' stories, have all 
helped to capture the imaginations of 
western role-players. If you'd like to try 
rolegaming in the colourful milieu of 
feudal Japan, then checkout Bushido, 
easily the best RPG rules for this period 
currently available. Dixon Miniatures 
also produce an exhaustive range of 
25mm Samurai. 

Fig 5 shows a Platoon 20 door gunner 
glued into a Tamiya 'Huey' chopper. 
Platoon 20 produce a large catalogue of 
20mm 'modern scenario' figures, ideal 
for use in RPG's such as Recon 
(Vietnam), Merc (modern mercenary), 
James Bond 007, Top Secret and 
Aftermath. 
Fig 6 shows a Platoon 20 MI3  troop 
carrier deploying a patrol of US marines. 
The bamboo hut and shanty are part of 
an extensive range of AfricanIAsian 
dwellings by Akheton Fortifications. The 
palm trees shown in the background 
were made by winding string around 
pieces of coat-hanger wire. The palm 
leaves were cut from green silk, the 
centres being strengthened with 5 amp 
fuse wire. 

Fig 7shows a few of our figures 
engaged in a practical playtest of the 
new WarhammerZrules, The part of the 
evil horde was played by a wide and var- 
ied cast of goblinoids and reptilians. 
Figures by Chronicle, Citadel, Asgard 
and Essexmake upthe bulkofthe attac- 
kers, with many conversions and older 
(and sadly defunct) ranges sprinkled 
among them. The Chronicle shaman 
(stage centre) is making quite an impres- 
sion on the luckless defenders with the 
aid of a simple card cone, painted to 
depict the effect of a flame spell. Markers 
such as this can be a practical aid to any 
games master - templates for spell 
effects speed up play, reduce arguments 
and, if prepared with a little care, look 
very impressive. Convincing flame 
effects can be obtained by dying cotton 
wool with concentrated water colours. 
The explosion on the fortress steps is 
cotton wool dyed red, yellow and black 
and teased out to stimulate a blast; it 
adds a new dimension to destructive 
magic. The fortress itself was con- 
structed from polystyrene ceiling tiles 
and cork, as outlined in our article Under 
Siege [WD53]. This photograph, 
together with a print of John Blanche's 
Warhammer 2 artwork, is available as a 
full colour wall poster (420mm x 
600mm) from Citadel Miniatures (£2.95 
for both inc p&p!). 

Useful Addresses 
Platoon 20, Model Figures & Hobbies, 
Lower Balloo Road, Groomsport, 
Co Down, Nth Ireland BT19 2LU 
Dixon Miniatures, Unit 28, Colne Valley 
Workshops, Spring Grove Mills, 
Linthwaite, Huddersfield, HD7 5QGO 
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22 OXFORD ST LONDON W1 N9LS 

PHONE 637-791 1 
94/96 THE BRIGGATE 

LEEDS LS1 
PHONE 0532-432606 
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GAMES SHOP 
We now stock 

IRREGULAR MINIATURES SIEGE 
EQUIPMENT * INTEGRAL TERRAIN 

PLATOON 20 FIGURES 
GALLIA 25mm BUILDINGS 

as well as 
Dungeons & Dragons * Traveller and most 

RPGs and supplements * War Games 
Science Fiction Games * Citadel Figures 

'Torchlight Fantasy Products * Rule Books 
Davco Microtanks * S.E.W.A.R.S. 

Avalon Hill Games * As ard Miniatures 
81 8 LONDON ROAD,~EIGH-ON-SEA 

Tel: S O U T H E N D  73308 
Open 9.30-1.30 and 2.30-5.30. Closed Mondays 

GREEN MACHINE GAMES 

19 EAST STREET THE WARGAMES STALL 
TOWER HAMLETS INDOOR MARKET 

DOVER, KENT. 20 ST. PETERS STREET 
TEL: 0304-203372 CANTERBU RY 

Mon-Fri: 9-5.30 TEL: 0227-68844 
Sat: 9-5 Mon-Fri: 10-5 

Sat: 9.30-5.30 

Stockists of most Roleplaying, Wargame, 
Fantasy and Sci-Fi Games. 

Also Fantasy and Sci-Fi posters in stock. 

For probably the widest range of role-playing, 
war and sports games in the southwest. Also 
metal figures, robot models, posters, Judge 
Dredd magazines, +T. Shirts, + Video Arcade - al l  
can be found at: 

The Joke Shop, 158-159 East Reach, Taunton 
Tel: Taunton 85630 

Opening hours 10.00-5.30 (Closed Thursdays) 

NOT JUST STAMPS 
1711 9 Crendon Street, 
High Wycombe, Bucks. 

Tel: (0494) 41717 
Open Mon-Sat 9.30am-5.30pm 

Closed all day Wednesday 

Stockists of all Fantasy & War Games, Citadel, 
Ral Partha & Grenadier Miniatures. 

Discounts for Clubs. Player Contact Board. 
THE SPECIALIST GAMES SHOP' 



CRASH COURSE 

Crash Course is an alternate including a motorcross arena and rules miles, using one of the speeds on the 
monthly department for Car for autoduellist deer-hunting in 2035. Elapsed Time chart. If you are running a 

Work progresses on Autoduel, the convoy, all vehicles must go on the Wars written by Car Apple II computer game based on Car speed; thiswil l  be your beginning speed Wars creator, Steve Jackson. Wars. It will be marketed by Origin in case of a road encounter. 

THE Systems, the games-software company As a rule, you should keep to  55 rnph 
that did Ultimaand will be out sometime most of the time. Travelling slowly is 
in early 1985 (we hope). I've seen a Pre- only worthwhile if you need to  stretch 
liminary version, and I think it will be out the last few miles in your power 

SCRAP 
worth the wait. plant; travelling at high speed can be ' 

Adventure Systems, the company that dangerous and is not advisable unless 
does PBM Illuminati, has started you're pressed fortime. Keep to  55 when 
development on a PBM version of Car you can, and avoid the bookeeping. 
Wars. It will not be up and running in the Laser fire also uses up your power. 

PILE 
US until mid-1985, and I have no idea Each time you fire a laser, i t  uses 2 units 
when or how it will be broughtto the UK of power. A heavy laser uses 3 units of 
- but I'm sure we will work out some- power. 
thing. 

Finally, the big SJ Games role-playing Recharges 
This month I'm going to the spare parts release (GURPS, the Generic Universal An ordinary truck stop can recharge 2 
bin. .  . instead of one regular article, you Role Playing System), set for July 1985, vehicles at once; this takes 10 minutes 
get a grab-bag of notes, comments, and will be followed in late 1985 by a supple- and costs$20fora cycle,$50fora regular 
short subjects. Without further ado: ment that covers the Car Wars world in vehicle, and $100 for a truck or bus. 

GURPS terms. Rechargecost isthe same, regardless of 
MILE MARKER 100,000 how many power units you had left 
Sometime in October 1984, we shipped EXPANDED POWER RULES when you got the recharge. 
the 100,000th copy of Car Wars! Who- (This material is adapted from the new In an emergency, you can use your 
ever gets it will find a surprise inside - a soloadventure, Convoy. Itallowsa more jumper cables to  transfer power from 
gold-foil-wrappped certificate (sound detailed and realistic treatment of one vehicle to  another. However, this is 
familiar)?entitling the holderto all sorts vehicles'power use - which can be far less efficient than recharging at a 
of goodies, including lifetime subscrip- important in an open-road adventure, truck stop. It takes t ime. . . 5 minutes to 
tions to Space Gamer and ADO. Should with a long time between recharges!) stopand makethe hookup, plus 1 minute 
be interesting to see who gets it! Each power plant recharge is good for for every unit of power transferred. 

200 miles'worth of power, assuming 
IMPROVING YOUR GARAGE you travel at normal speeds. However, Elapsed Time 
A few strips of double-sided tape on the this 200 "power units" can get you After every ten miles of travel, make a 
edge of your gaming table make a great farther if you drive slowly, or vanish note of the elapsed time. You can then 
holder for counters. Actually, this will quickly if you fire your lasers or drive at changeyourvehicle'sspeed if you need 
work just as well for any game using high speed. Each vehicle record sheet to. (It will make bookeeping horribly 
cardboard counters. (Thanks to Draper should include a section where tally complex if you change average speed 
Kauffman.) marks are kept to show that vehicle's too often!) The time (rounded off for 

If your Car Wars helicopter counters power usage. game purposes) required to travel 10 
irritate you by obscuring the units below Travelling at very high speed uses up miles at different speeds is given below: 
then, you can cut them out with an your powerfaster. Likewise, travelling at 
artist's knife or razor blade and mount very low speeds uses up your power 40 mph: (energy-conserving speed): 
them on a square of acetate. Instant 3-D. more slowly. A chart relating time and 15 minutes, 9 power units 
(Thanks to Mike Davis.) power consumption is given below 55 mph: (normal cruising speed): 

If you like the two-sided counters in under Expanded Time. Not every possi- 11 minutes, 10 power units 
Car Wars Expansion 6, you can get the ble speed is listed, of course, but the use- 60 mph: 10 minutes, 11 power units 
same effect with your other counters by ful ones are. 70 mph: 9 minutes, 13 power units 
gluing each numbered carto its wrecked Every 10 miles, after recording the 80 mph: 8 minutes, 15 power units 
version. This cuts down on your total time and your power usage, you should 90 mph: 7 minutes, 17 power units 
counter supply, but if you have a lot of set your convoy's speed for the next 10 100 mph: 6minutes,20 power units 
counters anyway, you may want to do 
this, just so you can alwaysfind the right TAKE THIS JOB AND SHOVE IT 
wreck instantly. The Car Wars world is rough . . . but 

some jobs would be especially bad 
NEW AND UPCOMING news. Here are a few of the worst ones 
Car Wars Expansion 6 and Convoy are we could thinkof. Every one of these has 
just out. CWX6is a counterset: 4sheets' the makings of a great scenario orthree. 
worth of counters (153 in total). It was One of these days, maybe I'll do some of 
inspired by the AADA Vehicle Guide, them! In the meantime, take them your- 
and has at least one counter for each selves and have fun. 
vehicle in the Guide (including trikes and Traffic magistrate; Repo man (vehicle 
helicopters!) Unlike most earlier Car repossessor); Insurance claims 
Wars counters, these are black-and- investigator or adjuster; Taxi driver; Air 
white rather than colour. They're traffic controller; Travelling salesman; 
intended to be coloured by the buyer, so Wrecker operator; Duel promoter; 
you can set up colour-coordinated I'd be interested in hearing reader 
racing teams, cycle gangs, etc. suggestions for other tough jobs of 

Convoy is a the long-promised Car 2035. 
Wars solo adventure; it uses the 
numbered-paragraph system all you ERRATUM 
Fighting Fantasy fans know and love. It's The "Double-Decker" Bus article in the 
based on the adventure that appeared in November '84 issue referred to "white" 
the very first issue of Autoduel and "shaded" squares, but the diagram 
Quarterly, but lots of things have been was actually printed in shades of red. If 
changed and added. It'll challenge you you read "red"forwhite" in the descrip- 
until you learn the way, but the rewards tion, i t  wil l  all make sense. (I'm sure you 

all figured this out, but i t was a great 
Coming in 1985isCars Wars opportunity to plague the WD staff. . . ) 

Expansion 7 an "off-road" expansion, Until next time - drive offensively! 



- - . . 
Please mention White Dwadwhen replylng to advenrbernents U 
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The garners games shop. I 

tt6 
TABLETOP GAMES a e t a l a a g i c  LASERBURN 

SUPERB NEW RANGE OF 25mm FANTASY FIGURES BY GERMANY'S LEADING NOW A COMPLETE SCI-FI COMBAT & 
53 MANSFIELD ROAD, I DESIGNER,FROMTG. I &ROLE-PLAYING SYSTEM 

.... 
DAYBROOK, 

FIGHTERS FEMALE FIGHTERS LASERBURN RULESlbasicl £1.95 
l a  Paladin lo Plate 45p 2a Female Flghter with Axe ............... 45p FORCES OF THE IMPERIUM ........ €1.75 

... 
NOTTINGHAM ................. 

1 b Fighter ~n Scale 45p 2b Fem Flght, 2 Swords & Buckler 45p IMPERIALCOMMA 
45p 2c Defending with Shield 45p Imllitary combat r 

P&P: 10% Imin l 6 p l  i n  UK. 1d Fighter in Chn~nmaflwi th Sword 45p 2d Female Fighter dmwnng S w o r d .  45p / AD" LASERB 
OVERSEAS: Surface Mai l  15% (min 15p); l e  Fighter wlth Axe & Square Shield ... 45p 2e Female Fighter in Plate with Sword . 45p ROBOT BOOK 

SEND SAE FOR24PAGECATALOGUE AirmailGO%. 
CLERICS LASERBURN SCENARIOS , 

WE DON'T CLAIM TO HA VE EVERY GAME IN 
THE UNIVERSE BUT YOU'LL BE SURPRISED 

JUST HOW MUCH WE HA VE ! 

REAPER 15mm FANTASY 
CHARACTERS MONSTERS 
12peach Ape . . .  15p 
Fl MaglcUserw Staff Ogre 125mml 30p 

... F2Mag UsetwWand Troll l25mml 30p 
FSClerlclnCharnma#l Ghoul ....... 120 
FdClericrn Plate Lel lon Warrior .... 12p 
F5Thlef Llche .......... 15p 
F6Assassm Ln'man w.Club .. 20p 
F7 Bard Li2'manwSw'd . . 2Op 
F8FlghterlnChainmall Naga ........ 20p 
F9Fem~le8nPlate Gargwle .......... 20p 
FlOFemaleMU Wyvern . . . . . . .  C1.95 
F11 FemaleCler~c 7-head Hydra .... El 75 
F12 FemaleThlef Mounted Lord 
F13FemaleF~ghfer of Chaos .......... 35p 
tnChannma31 MountedKnighI 

FldFemaleF~ghter of Chaos . . . . . .  35p 
tnPlate Lord of Chaos ... 15p 

MAIL ORDER WELCOME. 
BARCLA YCARD &ACCESS ACCPETED. 

We carry all major and most minor role-playing systems with a full supporting cast of scenarios 
and back-up material. 

reading 45p Clerlcwith Staff ........................ .. .... 45p Bunker 17 
REAPER 3b Wizard with Sta 45p 4b Bearded Cleric atlacking with Mace. 45p Tarkm Tow 
Revised Edition of the most popular 3c Enchanter Summ 451 4. C lew Cha~nmailw~thRoundSh~eId . 450 Sewernlle Shoot-0 
Fantasy Wargame Rules .............. £2.95 j 3d W~zard wlth Sc 45p 4d Portly Friar ....................... .. ....... 45p Sea Prlson 
Attackof the FungoidTrolls ......... ......... 

i I 

We stock almost every conflict boardgame currently available in the UK. 
Our 2nd hand games section offers out of print games. 

.................. 

F15DwarfinChaioma81 Knlghtof Cham . . 15p 
25mm ASGARD FIGURES I 1 ELVES ORCS DWARFS (SUPERB RANGE OFDWARFS. 

wtth Axe Minotaur . . . . . . .  l5p ORCS 9a Elf standing with Spear ................. 45p 10a Ore Ch~efta~n wlth Sword .......... 45p 
Fl6OwarfinPlate Orc with Axe .................................... 12p 9b Elf advancing with Spear .............. 45p l o b  Orc with Spear ............................ 45p 
w8lhA~e GIANTS 

w8thSword 

MONSTERS SET 1 
Fl9ElfMagicUser Enl .............. 850 
F20EIfFlghler 

FLYINGREPTILE 

BlackDragon . f1.95 lor Chaos Knight Riderl 

DEMONS 

GOBUNS 
Goblln Standard Bearer ................. 25p 

CHARIOTS 

We offer an extensive choice of historical and fantasy figures by: 
ASGARD, CHRONICLE, DENIZEN, CORVUS, ESSEX, GRENADIER and others. 

............ 

2-Horse. Scythed Chariot with Rider . 60p 

In 15mm you'll find JACOBITE and TABLETOP FANTASY, SF and HISTORICAL MODELS. 

Encounter (Space Actbonl .............. E l  75 BP12 Maxx the Ragged .................. 75p 

PLUS 
SKYTREX 11300 MODERN. ROS and HEROICS 11300 figures. 

3e Bearded, with Polnted Hat 45p 4e Cleric, Shield & mail Hood 45p 

All this with a full logistic support of acrylic and enamel paints, 50  plus different rules sets, 
25 plus different magazine titles, dice, Gallia buildings, Prince August cast your own, 

Integral Terrain, Torchlight, Dungeons and .............. 

(first Reaper scenanol 75p 
Reaper Starter Pack ................ f14.50 BARBARIANS THIEVES 

I ",I,""..*" T-n 

*.ttkSiil" G.,. .V.r.,.. l0.4 
5 Wellington Terrace, Bayswater Road, Notting Hill Gate, London W2. 

Telephone: 01-727 9275 
K.*w "=a r-2 -*,- 

N*. I(YI (I.* WOYdSl 
Open 11.00-5.30. Late Night Thursday 7.30. 

CYII.. C.N..I d a*m M." 
.w. A,. I~.~..II.II. U. IS*. I. Saturday 10.00-6.00. Closed Sundays. 

STARTER PACK E7.95 (inc pap)  
(Rules. Bunkerl7. 15mm Figures&dlceI 

IBas!c Rules, dlce & two small 5a With Sword & Dagger ................... 45p 6a Rogue: Studded Arm'rwiSword ... 45p 
15mm fantasy forces) 1 5b Orlental Barbarian ...................... 45p 6b Assassin S t r ~ k ~ n g  ........................... 45p Full range o f  Figures & Vehrcles 

5c Viking Barbarian .......................... 45p 6c Thief with Loot & Spiked Club ........ 45p availableforLASERBURN. 
5d Barbarian in Scale wlth Axe ........... 45p 6d Female Thief with Lamp ............... 45p 

NEW 15mm REAPER I 5 r  Barbarian with 2 h e  w o r d  . 45p 6e Female Thiefdemamng Cash . 45p 1 1 NEW! 

1 FIGURES 'SCAVENGER' 
DWARFS SLIME MONSTERS j A Solo Laserburn Scenario .......... m.50 1 

Lizardman with Sp 7a Dwarf with Poleaxe ....................... 45p 8a Fungold Scr :: , Become an brgan-legger and p b  
Lizardman with Ax 7b Dwarfwi th Warhammer ............... 45p 8b Bloodworm universe in thls 'endless'solo book based 
Goblin with Spear ............................. 45p 8c Fungus Spo 5p on the LASERBURN system. 
Wizard on Throne ............................ .......... 45p 8d Paving Mould ................................ 45p 

I Centaur with Bow ............................ 25p j 7e Dwarf i n  Scale with Sword ......... 45p 8e Amoebord Blob .......................... 45p I 

Centaur with Spear ....................... 25p 
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CLASSIFIED The Diabolist. A new evil AD&D clerical sub- 
class with summoning and binding abilities. 
Send SSAE + chequeIP0 for €1 to: C Spc 
45 Roseacre Lane, Bearsted, Maidstone. 
ME144JG. 

MERP Sells AD&D. 5 books, 4 modules. 
90 character sheets. All unused birthday 
sents. €60 the lot. Offers? Jason: (04747) 6573. 

Make l g FlSFgames. Upto 50% 
profit, ,,, ,,,uired. Detailsfrom: 

I Games, 132 RamnothRoad,Wisbech, 
s PE13 2JD. 

Money. sellin 
^^^..till. .̂  ̂

Players Wanted. For AD&D & Car Wars in 
Wandsworth area. Phone Mark ~ h i t t o c i  on: 
(01) 788 4849 (after 5pm). All classifiedads must be prepaid at the rate 

o f  lop per word, display ads E3.00per scc. 
Please send copy and payment to White 
Dwarf 27-29 Sunbeam Rd, Park Royal, Lon- 
don NWIO, making cheques/POs payable to 
Games Workshoo Ltd. 

iln. Drake1 
Kent Camb! 

Swap. Unused Star Frontiers and Time Ship 
for Space Opera or Enterprise Floor Plans. 
Contact: Mark Sheridan, 14 Chesham Court, 
Brighton Road, Surbiton, Surrey KT6 5PS. 

HELF 
RG, - 
P!?- PI,,,, ,.,,,, -..-'events can be advertised 

once at no charge to a maximum of25 words. 
Further insertions at the rate of 5p per word. 

White Dwarf rearets that i t  cannot be held 
Swap. Chill& Village of Twilight for Lands of 
Adventure or any Rolemaster material. Con- 
tact. McLellan. 16 JeHrey Bank, Bo'ness. 

responsrble for frhancral transactrons result 
Inq from small ads Readers are advtsea to 
take appropr~ate precauttons before partrnq 

Bargain Offer. Excellently painted figs (855) 
for sale. Average quoted pricesfor palnted 
figs are: 25mm foot Q fl.25mm mounted Ci 
€1.50. I am offering over £1000 worth of flgs 
for only €400.257 mounted figs and 598 foot 
(290 Romansand 565allies) makesafanti 
matched battle. Phone: (0325) 469582. 

Hail Worthy Paladins, HonourableCavaliers. 
If thou be in dire need of a goodly quill com- 
patriot, why not scribe to Tancred the 
Templar at: Tancred's Tower, 17 Durban . Patchway, Bristol BS12 5HI 

with any money. W. Lothian 

Ye RuneQuestors! Dost any of thee reside 
within the walls of Milton Kevnes. the Citv of D&D. 

for Dl 
send 
FKlO 

New Traveller style rolling up system 
%D. Phone Peter on (0259JZl2764. or 
40p to. 26 Greygoran, Sauchte, Clacks 
3EW. 

'SIIc Road, 
the Dead? 1 7 ~ .  e~ther sex, novices welcome. 
GM'swithredcarpet Mainly non-Gloranthan 
camoalans. MK668007 fMon Tuesfrhurs Frl. 

Help! 
tance 
fighte 
Road. 

Is there D&D wlth~n reasor 
of Hayle, Cornwdll that nee 
'r7 Replies to. Bashem. 5 Na 

 able dis- 
ds a mighty 
~npusker 

Oy!!! RuneQuestandSoloQuestforsale 
for both. Also Judge Dreddf6. Contact: 
R I Jess, 42 Drumeil Road, Aghadowey, 
Co Derry, N Ireland. 

For Sale. One set of AD&D books, many 
adventures (vgc) going very cheap (half- 
price), phone Richard on: Weybridge 53183. 

Hayle, Cornwall 
Articles and Reviews Urgently requlred on 
play-by-marl games for new PBM zlne.Aoout 
fl patd for all published mater~al. PBM only 
please Send contr~but~ons to Br~an Elllston, 
5 Hutcllffe Wood Road. Sheff~eld 58 OEX 

mg - Underwi 
r seeks new fa 

ater? Primaril) 
ces, must be i 
?d for experim 
,. Phone Peter, 

fAD&DDMI 
3ble to role- 
~ental 
on: Woking 

Play It ForReal. Real I~ fe  medieval fanta: 
adventure located In London. Role-play v ForSale. Largeselection ofRQand Traveller 

scenarios and game aids such as Pavis and 
Traveller Books 1-5 .n goo0 condition. Phone 

~ n d  be prepan 
xal. No wallies 
2) 73747. 

a real character. Use your own courage a 
sword skillstofight'real'monsters. Use y 
wits to solve puzzles and traps in search 8 

hidden treasures land vour true character). It 
RPG Telford. DMIPlayer, interested in all 
oames seeks others in Telford area to t~ and 

Charles on: 10628) 35715 

Conn, 
incluc 
detail 
sun0 
Land( 

Help! 16 year old noviceAD&D player seeks 
others in llfracombe & Barnstable area. Tele- 
phone: llfracombe 62493. 

Did. New AD&D clerical sub-class, 
jing some new spells. For complete 
s send €1.50 (incl P&P) to: Michael 
n, 27 Falmouth Avenue, Highams Park, 
,n E4 9QN. 

youwould ~tketo~an~c;pate~nafutureset-up 
such as th~s, please help by dropplng a llne to 
Smon at 16 Montague Road. Hornsey, 
London N8 9PJ 

form a club group of gamers to meet reiu- 
larly. Contact C Morr~s 51 Regent Street. 
Wellington. Telford. Shropshire. Tel: Telford 
56538 wanted Articles, scenarios or artwork for 

new fanz~ne, stanlnq Irl January, free lssuefor 
prlnteo work Wr~te to Neck Edwards, Cherry 
Lea. Wells Road. Dundry, Brlstol. Avon 

Help! Snakepipe Hollow RQ adventurers 
urgently wanted. You name prlce. Contact 
Simon on: Bradford-on Avon 6386 

Ninja Prints. Details: Gaw Edwards, 
50 Paradlse Road. Te~gnmouth, Devon The C 

winnf 
Flat 1, 
BS9 1 

Stard 

hallenge. New,fast PBM RPG. Prizefor 
?r. For informationsend SAE to: R John, 
.University Close, Parry's Lane, Bristol 
AR. 

Quality Painting. SF and fantasy figures 
painted at quality standards. 15 mm and 25 mm 
catered for. Send sample and SAE to: R A 
Clarke, 116 Cavendish Court, Friargate, 
Derby, DEl 1 UB. 

Gravesend. 18 year old player GM trylng to 
join club in Gravesend area. Plays RQ, SO, 
Traveller, D&D and others. Phone Pete on: 

Northwood AD&D. A few places are now 
openfor adult (20~)playersinor near Nonh- 
wood. Mndox, who wlsh to play Sundays. Call 
Harry. Northwood 24743 (evenings). 

ate. New magazine for the active Star 
Yattlesplayer.Thismonth, history of D6 
Sha'. Send 50p to: 17 Dale View, 
;by DN33 IRE. 

Southfleet 3337. 
fleet I 
Keer 

Grim: 
Oxfor 

3 playel 
reat Cthull 

on: 0 

d. 2 14-yearold RPers looking forother 
rs in the Oxford area. We haveAD&D, 
bu and Star Frontiers. Contact James 
xford 513723. 

Free Stormbringer PBM. F 
SAE to: Steven BlyTh. 38 La 
Lever. Bolton BL3 2HY 

Loegre. Callburn Klng of A. ...- .--,... 
manoed to announce Dundalin Tournament. 
Chivalrv olease attend. Sir Donaud le Dense. 

or details sen( 
~keside Ave, G 

Warrington. Small groupseeksother players 
age 187. Currently playlng AD&D. will try 
others Experience~mmaterial Contact Derek 
on. 574731. (evenings weekendl. 

Stevenage. Battlegroup now meet on Sun- 
oays at tlie St Nicholas Commun~ty Centre, 
Stevenaoe. Contact P Wheeler 11 Elv Close 

Leather Goods. Leather armour handmade 
to your design, boots made to measure, 
leather goblets and tankards decorated with 
coats of arms, etc. Send SAE for details to: 
Hide Everything Leathergoods, Winyates 
Craft Centre, Winyates, Redditch, Worcs. Tel: 
(0527) 23180. 

rme i. m m .  rrusrrated. Small group of mixed experience 
D&D players who wish to meet experienced 
gamers in the Stratford area. Will consider 
other RPGs. Contact Steven on: (061 I865 
9468. 

bring your varlet 
stevenage. Tel: 69513. 

For Swap Or Sale. Excellent condition AD&D 
DMG Phone Alan on, (0563) 27685 (Sat-Thurs. Fantasy Figures. 25mm for sale from 14p 

each. Send SSAE for your free pr~cellst to: 
G & K Models. 27 High Street. Deanshanger, 
M~lton Keynes MK19 6HD. 

Wanted. Modules G1-3. Dl-2andQl in oood Ahoy Anybody. Do any RPGer's in Harrow 
wish to further their contacts? A blighted 
group of threeAD&Dplayers ITFT& Traveller 
mechanics understood) of ages 16.17 & 18. 
Ring 427 1858, ask for James R Mackenzie, I 
am waiting. 

after 6pm) order Also wanted 1s a copy of lmagrne> 
Contact Glyn Slmpson, 3 Pool Drlve. 
Br~ognorth, Shropshlre WV16 5DL Bargains! DMG €6, vgc Basic and Ex? 

€1.50. magazines = modules. Rlng N~all on: 
(01 ) 340 3355. Dead Elf II. It's better, so buy it! 45p post free! 

AFisher, 2The Limes, Hitchin, HertsSG52AY. 
Swap. Warlock, Battlecars or T&Tplus two 
dungeons for ExpertD&D rulebook. Will sell 
all three for €14 ono, or separately. Tel: (01) 
607 6309 after 7pm. 

Are You Fed Up w ~ t h  painting your lead 
f gures? If so, seno an SAE to IBlack Art. 
2 Foster Grove. Sandv. Beds SG19 lHP to 

Wanted. Another group of D&D levels 16-20 
for scenarlo swapplng etc Contact: Lee 
(0757) 703870 (5.30 - 6 00) 

SUPERHEROUK. Could Ron Roy Ken Clarke, 
subscr~ber, pleasesend hlsaddress to S~mon 
Burlev, 17 Hollow Croft. Nonhf~eld. 

Corathia. A colossal PBM campaign world 
based around the the RuneQuest rules. For 
information send an SAE to: Runeworld, 
119 Hale Drive, Mill Hill. London NW7 3EJ. 

receive your free cata'logue. Announcement. Due to financial difficulites 
the Hit Points postal club has now officially 
closed. Those requiring refunds should write 
to the usual address. 

For Sale. Chivalry and Sorcery (2nd edition) 
€10. Also Strikerf7.50. Both in superb 
condition. Ph, 

DAGON 4, Call of Cthulhu Fanzine. Includes 
scenario, new investigator class, monsters, 
Cthulhu Mythos story, comicstrip adaptation 
of 'Return of the Sorcerer', plus more. Costs 
85p (including P&P), from: Carl Ford, 11 
Warwick Road, Twickenham, Middlesex. 

one: Orpingta 
-- 

west! 
, Travel 
me Gates, 

10.451 
-.~ - 

montt 

Birmingham; 'The idiot's lo 

tasy mags, fig 
~arlton, 17 Poi1 

st it! 
kycombe. Players wanted for AD&D, 
'ler, Vietnam etc. Assembly Rooms, 
green Road, West Wycombe. 6.45pm 
~ m ,  second and fourth Mondays each 
I. Phone Norman on: (01) 462 6976. 

For Sale. Wh 
21-22,25-46. 
Jason Grey o 

ite Dwarfs 5- 1 
Good conditi~ 
n: 101) 72348! 

2, 14-16, 18-l! 
3n. Offers. Ph( 
58. 

Wanted. Fan 
Contact: TCh 
Tetbury. 

IS. 

ing. 
lures and gem 
nt Road, Aven 

For Sale. Vast quantities of AD&D material 
for cheap prices. I need a quick sale. Phone: 
(0604) 410003. 

Daredevils. boxea, as new, tf. rrgnr r o r  rne 
Sky, Diplomacy, €5. Tel: (0705) 737319. 

Cord D&D/RuneQuest. players1D.M.'~ 
Interested informing groupin Corkarea. Age 
limit 18+. Contact: Tom Wilkinson, Reanaree, 
Macroom. Co Cork 

Bolton. 10 year old player D&D seeks other 
playersand DMs. Rlng Matthew on: 10204) 
32893 lafter 4pm). Any response would make Sale. Traveller books and supplements, 

AD&D books, White Dwarfs. Send SSAE for 
listto: A Mcllwrick.8 Netherhill Ave, Glasgow 
G44 3XG. 

IT. Amazing new zine produced by THEM. 
Features a newAD&D character ~ l u s  007 

, a keen adventurer very happy 
CLUBS 

Swap. Car Wars Sets. 4 months old, for 
Laserburn rules and aliens or T&Tsecond edi- 
tion rulebook. Ring Peter on: (0527) 29596 
(after 6pm). 

game scenario. Produced by gamers, for 
samers. Get IT regutarly. 50p plus SSAE to: 
IT, 116 Shaggy Calf Lane. Slough, Berks SL2 
5HQ. 

'For Shle. DMG, PH, MM, DDGf5each. Mod- 
ules Cl, C2, 13, 14, 15, €2 each. Deluxe Travel- 
ler + Books4,5, £6. Rogues Gallery, Treasury 
ofArchaic Names, Citadel Lizard Warriors, 
Night ElfPatrol£l.50 each. WD31-59 offers. 
Dave: (0902) 761 105. 

EAST GRINSTEAD 
Games: You bring it, we'll play it. 
Time: Sundays. 2-5.30pm. 
Place: Neal House. Moat Road. Skullcrusher. The new AD&D fanzine. 

Scenarios, monsters and campaigns. 
January issue now available. Sen 
Offchurch Vicarage, Leamington ! 
Warwickshire CV33 9AL 

Bushido. Will swap D&D modules and play- 
aids, all in perfect condition, for Bushido 
boxed set andlor RQ material. Write for infor- 

Comments: Everyone welcome, 40p subs, 
first week free! 
Contact: Rick, East Grinstead 25377 (after 
6pml. 

mation to: M F ~ i l l i a m s , ~ ~ a r ~ e r d ~ a l ~ 3 3 ,  
2553PD, The Hague, Netherlands. More Bargains, especially for Cthulhoids. 

Callof Cthulhu €6.50; Cthulhu Companion E4; 
Shadows o f  Yog-Sothoth, Fungi from 
Yuggoth, Curse o f  Cthonians, Trail o f  
Tsathogghua €6 each; two mini-scenarios 
(Wailofthe Witch, CrystalofChaos) from DW 
50p each; Horror issue of DW(no 35) €1.50. 
Also the following: Duck Pond (annotated) 
€2; Stormbringer Companion €6. = mini- 
scenario (Bastions o f  Balos) from DW5Op; 
Elfquest € 14; Ringworld € 16, Ringworld 
Companion €6; Trouble for HAVOC 
(Superworld scenarios) €6; Chaosium 
version of Elric f6; Raiders & Traders 
(boxless) €5; HeroesofOlympus (boxless) £5. 
Almost all in mintcondition. Sendchequelpo 
or enquiry with SAE to: Oliver Dickinson. 67 
Eastfield Avenue, Haxby. York YO3 8EZ. 
Lower offers will be considered; everything 
must go! 

~lvesbane, 
ishforonly 
CL..,..- 

Poultry Enterprises Presents. Wc 
AD&Dzine. W~thalltheusual rubb 
55 penies (incl p+p). From: Space Lnlcnen. 

dswood, Panshanger, Welwyn Garden 
lerts. 

Wanted. WD 13.50 and 51. Good nick 
expected but good prices paid, Contact: Neil 

CHORLEY LANCS 
Games- D&D, Fighting Fantasy. 
Time: To be arranged. 
Place: To be arranged 
Comments: Under 15's. 1st-3rd level only. 
Contact: Paul Oswell, 11 St Hilda's Close, 

Gulati, Flat 5, Wolfson Court, University of 
Essex, Wivenhoe Park, Colchester, Essex. 90 Lor 

City, I- 
Helo. I need maoic items and monsters. Send 

Super 
60p (ir 
Crnh 

heroUK. Issues2 &3available now for 
ic P&PI from: S~mon Burley, 17 Hollow 
Nofinfield. Birmingham 831 3AL. 
s, v~llains, aoventures and more for all 

me'detafls of tw6 and I will send you four 
back Contact. Col~n Caner, 8 Woodland 

Chorley, Lancs. PR7 3NU 

CHESTERFIELD 
Games: RPGs AD&D, CoC, Car Wars, most other 

Road, Hinckley, Leics 
Heroe 
major Old D&D Books. I'm interested in buying 

these items at low prices. C Buchholz, North- 
bourne Park, Betteshanger, Nr Deal, 
Kent CT14 ONW. 

superhero RPGs. 
T~G Mondays, 6.3Opm. 
Place: Upstairs at the Barley Mow, Saltergate. 
Comments: Everyone aged 16+ welcome. 
Contact: Mike, Chesterfield 36906. 

Marke 
model 
game 

*Madness. A new computer 
rated financial strategy play by mail 
for all aaes. €3.50 covers entrv to the 
whlch lasts 15 turns (working out at23p 
rn!). Detailsfrom. Simon Wade, 236 
Nay. Huyton, Llverpool. L36 9UF 

AD&D Brighton. Keen player1DM seeks 
otherslsimilar. Phone Ross on: (0273) 726896 
(after 7pm). 

game 
per t u ~  
Kings 

D&D I 
CIG2 ( 

SWANSEA (UNIVERSITY) 
Games: Di~lomacv. D&D. RQ. C&C etc 
Time: ~ u e s d a y 7 - i i ~ m .  ' . 
Place: Union house bar. 
Comments: Boardgames and RPG society, 
term timeonly,all welcome. Games played at 
other times. 
Contact: 305Neuadd Silbly (on campus) 

FELTHAM, ASHFORD AND BEDFONT 
Games: AD&D, Traveller. 
Time: TBA 
Place: Members' houses. 
Comments: Experienced FRPers preferred, 
all ages welcome. 
Contact: Martin on 751-0959. 

25mm Fantasv Fiaures. Mounted 3 0 ~  - 4 0 ~ .  'layers. Why not buy the D&Dfanzine 
55p)? Crowded with articles, reviews, 
ters. classes and a scenario. Plus lots 

Swan. £48 worth of miscellaneous FRP 
-. ...... - -~ - 

Foot 15p -20~ :~~? fo r l i s t  andsamplefigure. 
White House. Saughall Massie. booc, magaz~nes. AD&DmodulesandAD&D 

accessorlesfor Stormbrrnger boxedset lmust 
be brand new an0 ~ntact) Phone 109051 52875 

monsi 
more, 
53 Pal 

lncludlng an excellent contents page 
olles Road, Archway. London N19 

Merseyside L46 5ND. 

TWO FOR f 1. ~uas i t s  and Quasars 9 & 10 
are still available. FRP discussion, scenarios, 
solo adventures, sci-fi, and no 10 is a 
Christmas double-issue with Dragonlords. 
Send €1 to David Hulks, 54 Slimmons Drive, 
St. Albans, Hens. Also available, limited 
copies of Q&Q6 bumper issue (with massive 
solo adventure) for 75p. 

for details. 
For SI 
Dl-2,l 
79.7~ 

ale. D&D - FF,WG,Gl-2-3, 
33,Ql,Sl.S4,EXl, WG4,C2, and extras. 

-rules, allsolitaires(except 15,18),all DM 
adventures. 11 WD. all 4 Best of WD. 

Books Wanted. Will pay any price for books 
bv Auoust Derleth. Clark Ashton Smith. Frank 
%elknap Long, ~ o b e r t  Bloch, Ramsey 
Camobell or anv other Lovecraft-insoired 11 ~o rce re r ' s~~~ ren t i ce .  Excellent condition. 

Worthoverf165 -accept €90. Phone: lpswich 
51395, Sundays. 

authors ~ e t a l l i t o  Peter Gllham, 65 K~rby 
Road, North End, Portsmouth, Hants 







iY  GAI MES 

program ti 
ILL D+D 

~d character 

choose from 

presen 

,r 

8 ALL RIGHTS RESERVED 

character, including all these features: 

9. STR, INT, WIS, DEX, CON, 
CIR. and A L L  relevent tables 

10. Hit points 
4. 14 levels (only i f  race a1 permits) I I. Armour class 

12. Languages (52 different types) 
6. 8 armour types 

14. All thiefs. monk's abilities, etc. 
8. Weapons (a fighter can 15. All race bonuses 

49 dit'rerent types) 16. Age. and all age bonuses 

Also option to dump all characteristics to the ZX-PRIK 

ONLY 54-9 5 (All inclusive) 

12 Cullwood Lane, 

I el 
I 

Con 

................... 
MEDWAY GAMES CENTRE : . iURCH STREET 

ATHAM, KENT . 
HI " ' 'IORTH HUMBERS 

. . 
--': M~OWAY (0634)814750 

'HONE: (0482) 249 Fantasy Games, Board Games 

Y ovtnllNG HOURS: loam t1115~n  
iputer Games, Citadel Miniatures 

' Yovereign Miniatures. 

Sat 9.30-5.30 
IARD GAMES, CITADEL MlNlATI - -1-0 

I IIONlAL STUDIOS FIGURES, MA I ' . 
.~ . . . .mrr r r r r r~ t r?*  

BRING YOUR GAMES INTO 
THE THIRD DIMENSION NOW ! 
*WINTER CATALOGUE NOW OUT f w * DUNGEON STARTER OACK (Mail Order on ly )  Worth 
£12.50 - Yours for  just £1 1.25+80p. P&P. Includes items 
A3, A4, A6, A7, 1\11. 83, C4, C7, ClO. El w *TORTURED SOULS ADVENTURE PACK (Mail  Order on ly )  LE] 
Worth £25.00 - Yours f o r  just £21.50. P&P FREE. As featured a i n  Tortured Souls 5, Crypt  o f  the Damned Scenario. Includes w 

H A3, A4, A6x2, A7, A 1  1, 62, 63x2, C3, C4, C5, C7, C9, C10, 
C15, C18. Plus S2 o r  S4. I f  S2 is chosen, C4 replaced b y  C14. El 
For more details, plus Free Sample Dungeon Doorway, send 
SAE n o w  to :  Torchlight Fantasy Products (Dept. WI, 23 w Cliftown Road, Southend-on-Sea, Eaex SS1 !AB. 
WINTER CATALOGUE OUT NOW ! 

LE] Main London stockists: Virgin Gamer Centre, 22 Oxford Street. 
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<INGS OF STEEL 
In an age of long past, in a time long forgotten, a Great War 
swept through the land. The powerful yet cruel and decadent 
Blackstar Empire was under attack. 

Each player takes the role of an important leader in the struggle 
against the imperial legions. As a King or Lord, an Archmage or 
Sorcerer, you will wield both men and magic in a race to 
recapture the lands and cities of your forefathers. 

Each game will have 1 5 players and will run for one year, at the 
end of which the players performances will be rated and a 
winner declared. 

'he game includes spies, generals, diplomacy, neutral I 
nagic, naval warfare and much more. 

;end f 1.75 for your rulebook, set up material, map a 
urn. Future 5. 

.., .. NOW to: 
GAMES 
versity Close 

rarrys Lane 
Bristol BS9 1 AR 

I I 

u need 
qe dev 

THE CHALLENGE 
In this new, fast professional, play by 
of a party of brave heroes competing 
players throughout Britain, in a quest 
G O ~ S .  

Will you overcome the many obstacles, will you outwit the othl 
will you be the first to reach the lost Golden Ring of the God: 

I t 's f  1.75 to start(inc1uding 1 stturn 
hidden extras). 

I Micro 
oted tc 

I 

ren yo1 Adventurer - the new monthly 
iagazi~ ) all microcomputer 

adventures, war games and simulations. 
Each issue offers a wide range of stimulating features, including: . Helpline and Contact columns . Reviews of the latest adventures . Cornwetitions with excitina wrizes . War aamina advice P 

Adventures to type in and-play . profilesof famous adventurers [ 
E Advice on how to write your own adventures 

If all this sounds too good to b e  true then fill In the form below to make sure 
you receive your copy of Micro Adventurer. 

r b I I I I I I I I I I I I I I I I I I - W  
SUBSCRIPTION ORDER FORM 1 
Please send me 12 lssues (a year's subscription) of Micro Adventurer. This order should be accompanied by a cheque made 
beginn~ng with the _ issue payable to Micro Adventurer. 

UK subscribers 
Name A year's subscription is 510.00 - please send'this form with 

payment to Micro Adventurer. Subscriptions Department. 
Address Oakfield House. Perrymount Rd. Haywards Heath. Sussex. 

US/Canadian subscribers 
_ A year's subscr~pt~on at a~r-speeded rates is USS33.95 - please 

send thls form wtth payment to Micro Adventurer. c/o Business 
Signature Date Press International. 205 East 42nd St.. New York. NY 1001 7. 

r A 



............... CALL OF CTHULtlU BOXED SET 9.95 REGIMENTS OF RENOWN ................... ....................... . 2SD CThULhU COMPANION 6.95 BUGMANS DWARF RANGERS 4.50 ...... ........................ HORRIBLE SECRET OF MONNEGAN ISLAND 4.95 KNIGHTS OF ORIGO 4.50 ...................... .................. SHAmlWS OF YOG-SWTH 8.95 GROMS GOBLIN GUARD 4.50 .............. ..................... CHEQUESIPO's PAYABLE TO UNICORN GAMES TRAIL OF TSATHOGGUA 8.95 MENCIL MANHIDES DARK ELVES 4.50 . .. ... RETURNED TO YOU BY F I R ~ ~  CLASS POST "FREE" GLOZEL EST AUTHENTIQUE .................. 6.95 HARBOTH AND THE BLACK bW BOYS .ORCS 4.50 ............. ...................... 
EUROPE: ADD 33%CARRIAGE 

FUNGI FROM YUGGOTH 8.95 MULLAH A'S COMMANDOS ARABS.. 4.50 .......... ........................ ..... DEATH IN DUNWICH 6.95 BOWMEN OF OREON WOOD ELVES 4.50 .............................. .............. OTHER 0VERSEAS:ADD 55% CARRIAGE THE ASYLUM 8.95 GOLGFAGS'S MERCENARY OGRES 4.50 
CTHULHU ADVENTURERS 25HM MINIATURES ..... 8.50 MUDAT'S MERCENARY MANIACS ... HALF-ORCS... 4.50 ........ SEND FOR A "FREE" GAMES LEAFLET ........ CTHULHU MONSTERS 25MM MINIATURES 8.50 

CITADEL BOXED SETS 
WARHAMMER STARTER SET.ADVENTURERS ................. 3.95 
WARHMR BAlTLE .... revised r u l e s  ....... 9.95 STARTER SET.MONSTERS .................... 3.95 
FORCES OF FANTASY ....................... 6.95 CHAOS MARAURDERS ........................ 3.95 
CITADEL DICE SET ........................ 1.25 HEROIC ADVENTURERS ...................... 3.95 ............................. DUNGEONS 6 DRAGONS ADVANCED DUNGEONS L DRAGONS TROGLODYTES 3.95 ......................... BASIC SET 9.50 DUNGEON MASTERS GUIDE .................. 1 0.95 INDIANA JONES RPG LIZARD WARRIORS 3.95 ............................... 

EXPERT SET .............................. 9.50 PLAYERS HANDBOOK ........................ 9.95 INDIANA JONES ........................... 9.50 DWARF CANNON ............................ 4.50 ............. COMPANIUX SET ........................... 9.50 MONSTER MANUAL .......................... 9.95 131 RAIDERS OF THE LOST ARK 3.95 DUNGEON EQUIPMENT SET ................... 4.50 
D6D CHARAmER SHEETS .................... 2.95 MONSTER MANUAL I 1  ....................... 9.95 132 TEMPLE OF DOOM ...................... 3.95 GRAVE YARD SCENE ........................ 4.50 
SHADY DRAGON INN ........................ 3.95 FIEND FOLIO ............................. 9.95 WARRIORS OF MAOS ....................... 3.95 
MSIC DLD COMBAT SHIELD ................. 4.50 DUNGEON MASTERS SCREEN .................. 4.95 GOLDEN HEROS RPG KNIGHTS OF CHAOS ........................ 3.95 

ADLD CHARACTER SHEETS ................... 3.95 GOLDEN HEROS ............................ 8.95 GOBLIN RAIDING PARTY .................... 3.95 
DUNGEONS fi DRAGONS MODULES WORLD OF GREYHAWK ....................... 9.50 SUPERHEROS ... 25MM MINIATURES ............ 5.50 WARRIOR KNIGHTS OF LAW .................. 3.95 
81 IN SEARCH OF THE UNKNOWN ............. 4.50 SUPERVILLAINS ... 25MM MINIATURES ......... 5.50 WHITE DWARF CHARACTERS .................. 3.95 ............................. 8 2  KEEP OF THE BORDERLANDS .............. 4.50 ADVANCED DLD MODULES GIAK ATTACK 5.50 
113 PALACE OF THE SILVER PRINCESS ........ 4.50 I1  DWELLeRS OF THE FORBIDDEN CITY ....... 4.50 PLAY BY MAIL GAMES SMURAI ORIENTAL HEROS .................. 5.95 
84 THE LOST CITY ........................ 4.50 I 2  TOMB OF THE LIZARD KING .............. 4.50 TRIBES OF CRANE ......................... 9.95 HOBGOBLIN WARRIORS ...................... 5.95 
B5 HORROR ON THE HILL ................... 4.50 I 3  PHAROAH .............................. 4.50 STAR MASTER ............................. 9.95 
86 THE VEILED SOCIETY ................... 4.50 1 4  OASIS OF THE WHITE PALM .............. 4.50 PAINTS 
B7 W H I A  ............................. 4.50 I 5  THE LOST TOMB OF MARTEK .............. 4.95 JAMES BOND RPG CITADEL C0WUR:PAINT SET 1 .............. 4.95 
BS GHOST OF LION CASTLE .......... ..SOLO. 4.50 I 6  RAVENLOFT ............................ 4.95 BASIC RULEBOOK .......................... 8.95 CITADEL COL0UR:PAINT SET 2 .............. 4.95 
01 THE GEM AND THE STAFF ..... lanl....... 4.50 UZ DANGER AT WWATER .................... 4.50 Q MANUAL ................................ 7.95 . XI THL ISLE OF DREAD .................... 3.00 U3 THE FINAL ENEMY ...................... 4.50 OCTOPUSSY .............................. BOXED MINIATURES BY GENADIER 
X2 CASTLE ANBER ......................... 4.50 NI AGAINST THE CULT OF THE REPTILE COD .. 4.50 GOWFINGER .............................. 5.95 SKELETONS RAIDERS OF THE UNDEAD ......... 8.50 
X3 CURSE OF XANTHON ..................... 4.50 S2 WHITE PLW MOUNTAIN .................. 3.00 MONSTERS OF MYTHOLOGY ................... 8.50 
X4 MASTER OF THE DESERT NCHAOS .......... 4.50 54 THE LOST CAVERNS OF TSOJCANTH ........ 5.50 STAR FRONTIERS KNIGHTS. FIGHTERS AND MEN-AT-ABMS ........ 8.50 
X5 TEMPLE OF DEATH ...................... 4.50 LZ THE ASSASINS KNOT .................... 4.50 ALPHA DAWN .............................. 9.50 DEMONS .................................. 8.50 
X6 WANIRE ............................. 4.50 EX1 DUNGEONWLND ......................... 4.50 KNIGHT HAWKS ............................ 9.50 DWARVES TROOP ........................... 5.95 
XS LANTHANS GOLD SOLO. 4.50 EX2 LAND BEYOND THE MAGIC MIRROR 4.50 HIRELING CREW 5.95 ................... ........ ........................... 
XLI VEST FOR THE HEARTSTONE ............ 4.50 llKl BEYOND THE CRYSTAL CAVE ............. 4.50 TRAVELLER FIGHTING MEN ............................ 5.95 
CM1 TEST OF THE WARLORDS ................ 4.50 UKZ THE SENTINEL ........................ 4.50 STARTER EDITION TRAVELLER ............... 7.95 SPECIALISTS ............................. 5.95 ......................... CM2 DEATHS RIDE ......................... 1.5U UK3 THE GAUNTLET ........................ 4.50 MODULE I .TARSUS 9.95 THIEVES DEN ............................. 5.95 
M 3  SAW(E RIVER ......................... 4.50 UK4 IaEN A STAR FALLS ................... 4.50 MODULE 2.BELTSTRIKE ..................... 9.95 WIZARD'S CHAMBER ........................ 5.95 ................... If1 BLIZZARD PASS SOLO. 4.50 UKI, EYE OF SERPENT ...................... 4.50 ALIEN MODULE I .ASLAN .................... 5.95 HORRORS OF THE MARSH .................... 5.95 
MZ MAZE OF THE RIDDLING MINOTAUR ... SOLO. 4.50 UK6 ALL THAT GLITTEKS ................... 4.50 ALIEN NODULE 2.K'KREE ................... 5.95 ORCS OF THE SEVERED HAND ................ 5.95 

WG4 THE FORGOTTEN TEMPLE OF THAUZUUN ... 4.50 SUBTERRANEAN TERRORS .................... 5.95 ............ ......... MARVEL SUPERHEROS RPG WG5 MORDENKAINEN'S ADVENTURE 4.50 RUNEQUEST 111 ADVENTURERS OF THE GOLDEN QUEST 5.95 ............................. MARVEL SUPERHEROS ...................... 1 0.50 DL1 DRAGONS OF DESPAIR .................. 4.50 DELUXE SET 3 9.95 FOLKLORE CREATURES ...................... 5.95 ........................ UHI BRKEDER BCMBS ....................... 2.95 DL2 DRAGONS OF FLAME .................... 4.50 GAMEMASTERS SET 2 4.95 DRAGON KILLERS .......................... 5.95 ............................ MH2 TME TRAF'. .......................... 2.95 DL3 DRAGONS OF HOPE ..................... 4.50 PLAYERS SET 1 9.95 
MH3 MURDER WORLD ........................ 2.95 CBl CONAN UNCHAINED ..................... 4.50 TRAVELLER 25Mn MINIATURES 
MHACl AVENGERS ASSEMBLED ................ 2.95 OTHER ROLE PLAYING GMES IMPERIAL MARINES ........................ 8.50 
HHAC2 JUDGES SCREEN ..................... 2.95 SPECTRUM SOTTUARE (48K) TOON .................................... 7.95 ADVENTURERS ............................. 8.50 ........................... BATTLECA RS .............................. 7.95 DRAGONROAR 1 0 . 9  ALIEN ANIMALS ........................... 8.50 .............. STAR TREK RPG D DAY ................................... 7.95 MIDDLE EARTH ROLE PLAYIlIG 1 1.95 ALIEN MERCENARIES ....................... 8.50 

CE MODELS BY CITADEL .............. STERWS ORC WAR MACHINE 6.95 ................... MEIERS RED DRAGON 6.50 

THE ( 

EGAMESMASTER 
IES IN SCOTLAND 

RTHERN ENGLAND 

GAMES WORKSHOP 
'JS 

GLASGOM 
536 Great Western 

Glasgow GI2  t 
Tel: 041-334-11 

EDlNBURGl 
13 Forrest Roi 

Edinburnh EHI I 
Tel 

'1EWCASTL 
Pilgrim Stre 

~ewcastle-upon- I yne 
1: 0632-32241 8 

AND NOW: 
YORK 

26 Goodramgate. 
York YO1 2LG 

Tel : 0904-53575 

q110F RED BRANGH KOAD 
IA. MI 

L: (301) 964 026: 
FOR 

GOLDEN HEROES 
HITE DWARF. WA RHA MMER. 

TALISMAN. Dr . WHO- 
9. :CARS. JUDGE DI 

;EON FLOOR PLA 
DUNGEON PLANNER. 

plus all the best from the UK 

Please write for full details 

Orders under $25 add $1.50 post and handling . 
Maryland state residents. please add 5% sales tax . 

CLUB DISCOUNTS-QUANTITY DISCOUNTS 

TRI UlRlES WELCOME 



' '"nthe year EG34) the right ' 63 
of w a y  will go to the 
biggest guns: 5 L 

1 - 
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Get the respect you deserve I&. ,R 
I onthehighwayswithoneof 
1 our stock models. Better yet; 

design your own killer car 
an TAKE the ri ht of wav. 

W erenas are peaceful in 
Midwille. el pt f o ~  . . . 

When a motorcycle gang 
decides t o  have fun in a 
small town, they get more,--% 
than thay bargained f o r d  ,J 
This game enlarges the 

I 
CAR WARS system into a 
roleplaying game. 

Brsekar on&& Billy Jw, the. m'm w m  
dmbri~ jumt Of p u  in ths outeWe + 
lams. Ywh, i t  used to  be a statinn wagx 
:Meet wetths... ire- J =. *.. . --1,1- 

eighteen-wheelers for those who ' 
, , want LOTS of firepower. Includes the . . . -- ..-- .- - economics of trucking. 

F - Ths most fun you'll -bver- ham bn the highway! - . , 

JACKSON 
bdmnWYllO6dP,-- 



" P m m e m m  
and I begin the 
game with tw~ 
Spells< 

In TALISMAN each player chooses to be orre 
of fourteen characters, each with their own 

" abilities. 
,.'! 

Moving mrough the dangerous regions, 
!'> . I  *:: . . 

, .  players must contend with monsters, traps 
- . .  . - spells, curses, and even the elements an a . r .  : .  . ' , '  - 

. I  . quest to find the Crown of Command. And - 
:. 2- unless you have the right allies and a magi- ! .: . 

. ;?-. cal weapon or two, that is pretty unlikely, 
, m ,r, - *$ z= TALISMAN is a game that combines a visu- 

1 
:+ ally exciting board game with the thrills of 
=d.- role-playing adventure. In a game loaded 

with nasty surprises, a determined chsrac- 
tars may battle through to finish the quest in 
two hours, On the other hand, the Pitflends 
may claim yet another life. 

A>- * r 




