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"'Ere, Cockburn, why don't you - " 
Not now, kid, I've got this editorial to 
write. 
Fresh home in the Chaos-carpeted 
vaults of the WD editorial office, I've 
been thinking about all the "Why don't 
you ..." questions we were asked by 
discerning citizens at Games Day, the 
annual jamboree in  London where 
gamersfrom all overthe country gather 
to meet the famous, the infamous and 
to  find out all about their favourite 
games, and why no-one has brought 
them out yet. It looks likethere is no end 
to the demand for new games, and to 
the potential for new games, and tothe 
new gamesthat someone is working on 
somewhere. .. And that's going to make 
l i fe even harder for we poor, over- 
worked WD slaves, as we try to find 
spaceforthemall. Ho hum. Well, justto 
cut back on the tailback a little, we're 
going to push a small prezzie your way 
next month -a bigger Dwarf! Yep, eight 
extra pagesforthesame price, and not 
just extra advertising either. Amazin'. 
Now then, where did that kid with the 
Dogtanian rpg go?? 

Paul Cockburn 
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And finally.. . the culmination of the D&D game 
stem! The D m  Immortals Rules come in the L oftw booklets, one for playm and one for 

$he DM, and deal with those adventurers who 
have successfully followed the courses laid out in 
the Master Rules br attaining immortality. 

I must admit that I had my doubts when I 
ropened the box. Super-powerful characters have 
never excited me particularly, since there is 
always the threat of grossness leading to a 
Breakdown in game balance. Inunortuls seems 

* "%Ice a diffbrent game when you first look at it - 
professions are replaced by spheres, levels are 

i t  is a di&rent game; it needs to be, and the 
.changes in the I m r t a l s  rules are far pFeferable 
to the super-gross AD&D-style rules stretch that 
could have happemd. 

. On to specifics Much ofthe basic D&D 
- 'mechanics are unchanged, despite the radically 

different feel of the Inunomls rules, but the most 
Important addition is the system of-r Points. 
On achieving immortality, a character trades in 
all hidher Ex ence Points fix Power Points, 
andtheyare&? basic currency underlying all 
Immortal actions. 10,000 Experience Points give 

- -1 Elower Point, and -r Points can be expended 
permanently to enhance the character's at- 
thibutcs, as well as forming a 'magic point' 
system to fuel the cbacter's newfound range of 
special abilities. Players need to be dreful when 
considering attribute boosts, or there won't be 
b:m h Power Po&.left for the abilities. 

dmbat and magic are both expanded to take 
4henuwImnmtdpowers intoaccount, and from 
what I've heard from US playtests combat bet- 
ween Immortals generally comes dawn to pure 
psionic combat using the pawas; a character 

- --- 
who drops hidher Anti-Magic long enough to 
cast a spell will normally get fried by incoming 
magical attacks, and Immortals rarely get close 
enough to slug it out physically. 

Advancement through the d o u s  levels, or 
Ranks, of Immortality is cwered, and is again 
slightly di&rem from d DBdD ccharacter 
advancement. As I mentioned =re, lO@O Ex- 
perience Wi t s  make up 1 h r  Point, and the 
iequirements to advan& in Rank vary from 1,000 
to 10,000 Power hints - 10 million to 100 million 
Experience Points. In order to maintain rank, the 
Immortal must lceep a 'creTt bdauce' d enough 
h r  Points, balaucing this against permanent 
expenditure on attribute boosts and temporary 
expenditure on specid abilities. Proaression 
&m one ~ a n k  6 the next is not au6matic - hav- 
ing accumulated enough Power Points, the Im- 
mortal characta rnus~compete in the Olympics 
(honestly!) pertain& to hislher own sphere in 
order t o p  pmmdon to the next R d c .  

The &D Multiverse system is expanded, 
now that c m m  will be traipsing h i i r  and 
yon through it on a regular basis. As in AD&D, 

a 
the Astral Plane permeates and connects the 
whole ofthe Multiveme, but the m m  of planes 
is much more open and less regulated than-in 
AD8tD. Astral ic, mwement and encounters 
are all covered,% - a nice touch, this -the en- 
counter table ha9 a blank column for your own 
dl00 ranges, alongside those suggested by the 
designer. There is a new selection of jargon to 
deal with conceanin plane s k s  - they can vary 
from the Attoplane f d r d  ofm inch across) 
though the Stimdard Plane (a dinky 0.85 light- 
years across) to the Teraplane (851 billion light- 
years across), and stars and planets vary in size 

taining physical forms 
any number of fonns, 
ing them is yet amther drain on the old cosmic 
bank balance of Power bints. A- are also 
covered - they have a lot of potential, but are cor- 
respomihgly expensive. 

I 
For the DM, there are useful notes on 

Immortal campaigns, cavering the goals of 
Immortal characters, their place within Immortal 4. 

society, and their duties and responsibilities. The 
DM is encouraged to play the roles of the Immor- 

+ A 

tals' superiors -the Hierarchs of each Sphere - [ / . E ~ - ~ . ~ ~ ~ : F ~ * ~ ~ x -  
keeping them m line and maintaining game "a". '. *.<A x e  e\,li -- 
balance. There is a useful section on Immortal 

responsible chamc@rs and avoid grossouts - one 
Ius~e,whichsbDMithebMhavtodealwithir- 1 *spAm OF m m  *h 
of main WO& about Immod characters. . L . ,  . .  

"By,thenaresampleplotsfor~rtal . t ,.* s -\ .> L 

adventures, and22 pages of suitably powerful Y- 

monsters, including a range of demons which 
will look strangely familiar to anyone who has 
read the AD&D Monster Mrmual. They've come 
full circle, really, since most of them first saw the 

%Of 4 in the original D&D supplement 
ntch iwrdry, if my memory serves me cor- 

rectly. 
All in all, I found the Immortals Set inter- 

esting. 1 can't imagine everplaying it, but it pro- 
vides just about evexything necessary for dealing 
with characters who have worked their way up 
through the mortal levels and attained immortali- 
ty. There is a real feeling of hw ' gone on to 
greater things, and the consi-qe powers 
which the Immortal character commands are 
nicely o f k t  by checks and balances which the 
experienced DM can use to avoid critical wer- 
thktop-ism in most circumstances. The expan- 
sion of the D&D cosmology could be useful for 
campaigns at mortal levels as well, and the new 
monsters can also be used (with care!) for mortal 
adventures. ~6 - -5 -.t,w * i 7 M D I ) L E W  - * ,  *<*.&, 

Not an indispensable addition to the D&D Q*. **w, 

ROLEPIAYING :-m; +.. *. -. ~diw*) p l  ,-~z~ 
G-srmeS- 

Iron Crown Enterp- £Wd 



Fantasy Boardgame 
Games Workshop Zl2.95 
All right, hands up how many of you thought 
Fighting Fantasy was for kids, eh? Yes, I 
thought so! Well, FF may be played by plenty 
of young people, but it's also an excellent way 
of introducing new gamers to the sophisticated 
and heady delights of our hobby. And if it 
wasn't for all those fresh young games enthus- 
iasts introduced to roleplaying by the original 
Warlock of Firetop Mountain book, this hobby 
would be much smaller and h r  less interest- 
ing. This game is likely to be snapped up by 
rabid solo-garners in their thousands, but I 
reckon it deserves more than a second look 
from us too. 

The Warlock of Firetop Mountain board- 
game is very roughly based upon the original 
premise of the solo amebook, which I'm sure 
IS owned by more o f  you than wuld care to 
admit. The evil archmage Zagor has secreted 
himself away in his dungeon, and you are a 
brave and fearless warrior who intends 
reclaiming all his loot. However, in the game, 

you are just one of six adventurers exploring the way to the end without losing your 
the subterranean passages and rooms. Whether character. 
you co-operate or fight each other is up to 
you, but it's usually a combination of both that 
wins the game. 

Scattered around this dungeon, guarded by 
the usual array of monsters and traps, are all 
kinds of treasures. The ones you want, though, 
are the bunches of keys which may help you 
open old Zagor's treasure chest. Every time 
you find some keys you are allowed to make 
what's called a Key Challenge, which operates 
very much like the system of clues in Cluedo. 
You say, for example, 'I believe that one of the 
keys to Zagor's chest has the number 6 on it.' 
Everyone shows you one of their own keys - if 
no-one shows you the 6 you can be certain 
that it's the key to the chest! 

Of course, once you know what keys open 
the chest, your adventurer then has to get 
there in one piece, with the relevant keys pick- 
ed up from around the dungeon, negotiate the 
Maze, and knock off Zagor and his guardians! 
There's nothing simple or childish about this 
game! It requires deduction, determination, 
some skill, and quite a bit of luck to get all 

Production quality on the game is up to 
GW's increasingly excellent standards, with 
fairly clear rules and some very pretty pieces. 
The board is very nice, though unclear in 
places (this is sorted out in examples in the 
rulebook, but surely it would have been easier 
to produce a clearer board in the first place?). 
I have very few other niggles about the game: 
it could have done with some zip-lock bags to 
keep the pressed-out pieces in, and I still can't 
see why the six supposedly-identical adven- 
turers include a dwarf, elf, cleric and wizard, 
together with two proper warriors. Still, that's 
nothing to get steamed up about. On the 
whole this game is very neat and stylish, and 
deserves to do well. The slight resemblance to 
Cluedo is actually no bad thing, as it adds a 
degree of depth that most dungeon-bashing 
boardgames have never had. The Warlock of 
Firetop Mountain is the sort of boardgame I'd 
probably buy for my little brother and end up 
playing myself! 

Robert Neville 

Call of Cthulhu Adventure 
Chaosium Sl5.95 
At the centre of the universe dances the blind 
idiot god Azathoth. From its body it casts off 
small starlike objects which hurtle through 
space forever. But not all of its spawn are 
destined to travel endlessly through the void, 
some enter into inhabited solar systems which 
they have the paver to change irrecoverably. 
But in downtown Providence it is life as norm- 
al, or it it? Strange goings take place, a 
headless body makes a surprise midnight visit 
to an unsuspecting investigator and the mystery 
begins. 

Spawn of Azathoth is the latest boxed for 
Call of Cthulhu and gets off to nicely horrific 
start. Following a trail of clues, the intrepid 
investigators journey around the world un- 
covering sanity blasting horrors and trying to 
avert a world threatening disaster. Spawn cer- 
tainly has its fair shair highlights - there is 
more than enough horror here to send even the 
most hardened investigator insane, and lots of 

good detective work is called for to piece the first book doesn't start until page 8, even with 
story together. Apart for the opening and en- 7 pages given over for the contents, title page 
ding adventures the remainder are playable in and the obligatory picture of H.P. Lovecraft, 
any order, allowing the invetigators some there is a lot of empty space before the adven- 
measure of freedom over the course of the ture begins - an awfully big chunk out of a 32 
adventure. As an added bonus, it even includes vage book. 
a couple of excursions into the magical realms 
of the Dreamlands, but it is playable without 
that supplement. 

Spawn of Azathoth also includes a number 
of excerpts from mythos books, rather than 
just notes as to what they contain. This greatly 
adds to the atmosphere and flavour of the 
game. Insane insights are also provided to be 
given out at suitable times - a nice touch these 
as they are directly related to the story and 
also humourous. 

However, unlike the weighty Masks of 
Nyaralathotep, this package seems a little lone- 
ly in its box. On reading through I got the 
definite impression that this was a standard 
booklet size adventure padded out to fit into a 
box - and even then some useful pieces of in- 
formation seem to have been overlooked. 

Presentation of a few of the adventures is 
also very sketchy in places, resembling 
author's notes rather than a polished roleplay- 
ing product. There are NPCs by the score, but 
little advice on how to play them or structure 
their arrival. As for one scene, it is highly 
unlikely the PCs will ever uncover it the way 
it is written - a clue as to its whereabouts 
would have been very useful here. 

Having read Spawn of Azathoth I came 
away feeling that although it had some nice 
ideas in there, it had not been developed as 
much as could have been. While the overall 
plot is good and most of its component adven- 
tures are interesting, it lacks the vital 
'Oommph' which would have made it a classic 
adventure.. . 

There are three books inside the box, but the Peter Green 

First there was the MERP booklet produced 
by ICE which developed the idea of playing 
adventures in JRR Tolkien's world of Middle- 
earth. Games Workshop in the UK improved 
on the 1st Edition by boxing it and including 
cardboard figures, map sheets, and so on. 
Now ICE have improved again on the 1st Edi- 
tion by replacing the dubious 'purple orcs' art- 
work of the GW box and strategically 
re-arranging the rulebook - but most impor- 
tantly by including a proper introduction 
booklet. 

ICE are demonstrating the same determined 
effort to attract newcomers to the hobby as 
Chaosium did with the inclusion of Basic 
Roleplaying in RuneQuest. The 32-page 'In- 
troduction to Fantasy Role-Playing' booklet 
that comes with MERP is exactly that. It starts 
with a simple adaptation of a system already in 
existence: ICE's QuestGame used for their 
solo gamebooks. A short solo adventure is us- 
ed to demonstrate various facets of roleplaying, 
adventures, characters and the 'feel' or 
roleplaying games - particularly in the way 
MERP puts over the flavour of Tolkien's world. 

The use of a solo adventure (which can 
also be run by a GM for a single player) is 
both novel and helpful and, apart from the 
dialo ue, well written. It is followed up with 
an aiditional party adventure using the full 

MERP rules. Six pregenerated characters are 
provided for instant play and the adventure is 
intriguing and well designed. 

Throughout the introductory booklet helpful 
notes and explanatory asides are included to 
tell the novice and inexperienced roleplayer 
what terms mean, how rules can be used and 
why various conventions are adopted to ease 
play. MERP bills itself heavily as a game bas- 
ed on the idea of a 'living novel' and follows 
this philosophy accurately; it is a game which 
despite having a parentage rooted in '70s rpgs 
(D&D et al) still manages to adhere to the nar- 
rative approach. New players will certainly be 
encouraged in this direction by the new starter 
adventure as well as by those included in 
modules for MERP already released by ICE. 
The introductory material will also help GMs 
who wish to design their own adventures and 
create additional in the supplementary cam- 
paign material already available. 

2nd Edition MERP remains the same game, 
just re-edited and rearranged somewhat. Much 
of the old confusion of tables, lists and rules 
has been cleared by a sensible grouping of 
charts onto single pages and into a larger batch 
on the rear of the book. Ho fully new players 
will find the organisation a more satisfac- 
tory than the old. Along with this, there is 
more artwork, including a number of character 

sketches by Angus McBride, ICE's current 
favourite artist. 

The rules, basically unchanged, will (as 
with any system) either appeal or not. Newly 
included are notes on roleplaying in Middle- 
earth using other systems: RoleMaster, the 
game from which MERP was developed; and 
Fantasy Hero, ICE's third roleplaying system 
recently acquired on the demise of Hero 
Games. Other additions to the rules book itself 
include a handy index and extra illustrations 
for the sample adventure. 

There are a few ommisions and less good 
asects of this new package. The two hideous 
twenty side dice and minute and unreadable. 
The cardboard characters are not as well pro- 
duced as in the GW boxed set. The rules also 
fail to incorporate much new information 
devised for supplements written since the 1st 
Edition, which is a pity. 

Overall, ICE have opted not to produce a 
new game, but to upgrade the production 
values of MERP as it existed. This they have 
achieved, and MERP remains (for me) one of 
the more inventive and enjoyable roleplaying 
games currently available. Its background is 
certainly as deep as any other, surpassed only 
by those set in our own world. If you haven't 
yet got MEW, now must be the time to try it! 

Graham Staplehurst 



The contents listing sounds quite im- 
pressive - a 112-page rule book, introductory 
scenario, dice, a map of the Well World, com- 
bat charts, starship blueprints and all in a stur- 
dy box. Wonderful. Except.. . 

For a start, production is adequate - it's 
good quality paper, starightforward narrative, 
and surprisingly free from typos (bigger com- 
panies take note!). The real fun starts when 

GURPS - GENERIC UMVER- you starts when you begin reading - it suggests 
you find 2 to 10 or more players (!?) for one 

SAL ROLEPLAYING SYSTEM thing, which makes me shudder with its im- 
plied chaos. Character generation is simple, 
with five basic and three derived attributes, 
and a Call of Cthulhu-style skills system in 

Roleplaying Game which a character divides a certain number of 
points, determined by his age, amongst 

Steve Jackson Ganies £14.95 whichever skills he wants. These are measured 
in percentage terms. Most (if not all) of the 

Sometimes it's difficult to learn new rules skills seem to have been culled from the pages 
when you buy a game. Several manufacturers of Traveller and Ringworld not direct quotes, 
have tried to avoid this problem by making but close enough to smell strongly of these 
each new system compatible with previous rpgs. Other sections of the text are also 
products. Chaosiurn's Basic RolePlaying is the familiar if you've read either game - the Op- 
most famous example: originally intended for portunity Fire section for example, is similar 
fantasy systems, it's now also used for to that in Ringworld. Nothing surprising here 
superheroes, SF, horror and other genres. then, except some of the skill descriptions 
Palladium and Hero Games have also tried to themselves: 'CHEMISTRY.. represents a 
retain this sort of compatibility. The snag is character's knowledge of the science of 
that this 'add-on' approach tends to add com- chemistry..' etc, etc. Hmrnm. Wouldn't have 
plexity whenever there's a new addition to the guessed that one.. . 
system, with the intended compatibility 
gradually lost as rules drift further and further The box claims this game is fast-paced. I 

hate the initiative system, bulky and slow - a 
first factor (based on DEX), another derived 

GURPS is an ambitious attempt to design from weapon type, and a third on Tactics1 
a system which will be compatible, as Strategy skill all modify a d6 roll to determine 
originally designed, for every genre known. who acts before whom in a combat turn. 
To avoid making the rules 500 pages long, the Yeeuch! Hot on realism, perhaps, but a stinker 
system is sold as the basic game (covering to play. And if you've played RQ2, the combat 
general character creation and game system is familiar.. . 
mechanics) plus a series of specialised 
modules. Each module will devlop rules for The other notable feature of the rules book 
one type of rpg; the first is Man to Man, an is its chapter on character races - 150 of them, 
expansion of the combat system, mainly in- and all ridiculous. Six foot tall bipedal wasps, 
tended for but a successful games: &Sic ~ ~ l ~ p l ~ ~ ~ ~  was 

intelligent sharks and apes with bat wings pro- 
liferate. Funny, until you realise that you're in 'OnLuning for -gic seems likely derived from ZbneQuest and the Hero System i-nent danger of dying laughing If you.ve to be next. from Champions. These systems had a solid not read Chalker9s books, this will certainly The game system resembles a streamlined base of loyal players, who were prepared to put you off. I haven,t, so maybe 

and simplified version of the Champions/Hero follow the rules changes needed for each new rm not getting the joke. There is a joke, 
System rules. The rules are explained in the genre. By comparison, GURPS is trying to right? main body of the text, while side paragraphs begin with a set of generic rules, then develop 
give examples and mention special cases that backgrounds as the game expands. In conse- And if the races don't get you, the 'starship 
change rule effects. Characters spend points to quence, buyers of the basic GURPS rules will blueprints' will. Five computer-produced types, 
modify four characteristics, and buy back- probably find that they need at least one sup- all looking like a 4-year old's Lego models. 
ground, personal abilities and skills. The rules plement before t h q  can run adventures in the 
allow characters to get extra points by taking genre they prefer. The most impressive feature of the game is 
various disadvantages, from W I i a r  the while I can applaud the idea behind the the stellar generation system, used by permis- 
'dependent NPCs' and 'hunted' to 'low status' system, I =ally GURPS at its sion of TriTac, and taken from m : 2 4 4 8 ,  a 
(does anyone really want to start their career present stage of development. the long run, game that appeared in the early '80s. Yup, it 
as a slave?), ugliness, and odious personal GURPS and all its supplements may cover ain't even original - and it takes time too. 
habits. Ail skill use and combat requires a 3d6 more ground than other systems, possibly at Don't try to map the galaxy, warns the rules 
die roll against abilities. Combat is a little less expense, but in the short there isn't book. It seems hazardous to your mental well- 
complicated, involving a lot of skills and enough support material to run a fully rounded being to try. 
manoeuvres, plus many optional rules. It pmb- game of any type, apart from gladiatorial com- I to like this game. Honest. ably won't suit beginners. bat and mediem1 adventures. I looked for nice things to say about it, but I ' In all, there are nearly 200 pages of infor- couldn't really find any. I can see the inten- 
mation in the game, including two rule books, k f a ~ u s  L Rowland tions behind it, and the designer ought to be 
a scenario book and some charts and tables. commended for his perseverance - few people 
Although the rules occasionally mention could ever manage anything like this without 
technology, the scenarios and nearly all the MIDNIGHT AT THE WELL being a professional games company. The box 
examples seem to be in terms of a curiously OF SOULS makes it sound all very wonderful, but it 
colourless fantasy setting, without magic or doesn't seem to amount to much when you've 
monsters. This lack of colour may be GURW read it - a sort of third-rate Ringworld, actual- 
main weakness; in trying to be useful for Roleplaying Game ly. Worth buying if you're a rabid Chalker fan, 
every type of campiagn, it's somehow lost 
much of the believability of other systems. 1t7s TAG Industries £1295 hopelessly rich, or 90% insane. 

worth remembering that the two most suc- 
cessful cross-genre rules systems began with Seems like everywhere you turn nowadays, you Phil Frances 
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A Grim World 
of Perilous Adventure 

The Old World. On the surface, it is avast and 
fertile place, filled with teeming cities, Elf- 
haunted forestsandlofty crags whereDwarfs 
battle withGoblinsandtheir kin. But ashadow 
hangs over the world, cast by thedark, corrupt- 
ing hand of Chaos. From the pirate-ridden 
coast of south Tilea to the fortified villages of 
the barbaric East, a few heroes strive to hold 
back the endless tide of Chaos spilling from the 
north. But Chaos also gnaws from within, its 
hidden senantsconstantly striving to bring the 
world to its knees before the Dark Gods. 

Enter the realms of Warhammer Fantasy 
Roleplay - an exciting world of epic adven- 
ture, matchless treasure and sudden glory! 

Warhammer is all set to become the complete 
fantasy games system you always wanted. 
Already there is the Warhammer Battle rules, 
the complete guide to large-scale fantasy com- 
bat. Now comes Warhammer Fantasy Roleplay, 
a complete roleplay systeminasingle volume, 
packed with detail and completely compat- 
ible with the Battle Game. Warhammer Fantasy 
w ole play offersa unique charaaer system with 
over 100 careers, a fast-moving, realistic com- 
bat system, anda coherent system of clerical 
and individualmagic; all this, set against the 
Warhammer wo;lcl. a dangerous and 
foreboding setting for advenlure, where 
nothing is ever as simple as it seems. 

The one-volume Warhammer Emtasy Roleplay 
game willbeout inNovember- and that is just 
the beginning. Following soonafter will be the 
first i~areguhseriesof>ampaignpacks, sup- 
plementsandadventures, The Euemy Within 
- A Guide to the Empire, the greatest realm in 
the Old World. This is the starting point for a 
sequence of campaignmodules, an epic adven- 
ture which will slowly lead the players into 
confrontation with the Forces of Chaos. 
Shadows Over Bogenhafen, is the first 
episode in that epic adventure, in which the 
players will come to suspect that all is not what 
it seems, and inwhich they will have to learn 
fast - or pay the price! 

This is Warhammer Fantasy Roleplay - 
adventure on agrand scale, andagameproduc- 
ed to the highest standards. Order your copy 
now! 

WARHAMMER PAhTASY ROLEPLAY retails for just 
S14.95 and wiUbeadIableat all~oodhobbyandltvnes . . 

stores from late November. 
The Enemy Witbin and Shadows over Iftigenhlfen 
will be released shortly thereafter and will retail at 

, f4.95 each 

I fyouhavcd~cul tyo~ulyof the~productcon-  
tact: GAMES WORKSHOP. CHEWMN SI11EET. HILL 

TOP, EASTWOOD, N&INGHAM N ~ 1 6 3 k .  -- 
US customers ~ l e a s e  contact: GAMES WORKSHOP US. 

8920 ROUTE 108, COLUMBIA, MD21045 USA. 

Postage & Package; 
UK,BPPO,EIRE:Order Value underSlOp&p 95p. Order 

value over El0 pod fnc 
OVERSEAS: Please add 33% p&p. To guarantee Air Mail 

please add 55% p&p. 



The most science-fictional thing I've read all 
is a travel-agent's placard - Coming 

Soon: Summer 1987! Register Now! So that's 
why I got no perceptible summer this year. I 
should have registered for one in 1985.. . 

There's still less available summer in David 
Brin's The Postman (Bantam 294pp, £9.95, 
paperback to follow in January), set in North 
America after a mini-holocaust and 16 years 
of nuclear near-winter. I've long been ner- 
vous of those peculiarly American "survival- 
ist" types who seem eager for World War III 
and its glorious aftermath of no taxes, no 
liberals, and M o m  to shoot whom they 
like. Clearly they worry Americans too; 
Brin's macho, kill-happy survivalists are the 
chief obstacle to a returning civilization. 

His plot has a mythic simplicity which in 
&ynopsis reads more like mind-numbing 
corniness. Gordon Krantz (a sort of seedy 
jongleur) stumbles on that awesome relic of 
the Old Reckoning, a postman's uniform. As 
a symbol of lost order, this has a certain 
lingering power; trying to capitalize on it as a 
con-trick for safe passage through suspicious 
communities, Krantz finds himself spreading 
a self-fulfilling prophecy of re-established 
mail services.. . At first glance the notion 
panders too much to readers' own wishful 
thinking. Brin carries it off by showing that 
people in that ruined world would themselves 
be ripe for wishful thinking - glad to accept 
the half-believed lie. 

The story is complicated by Krantz's intersec- 
tion with another m th in the making, and 
then by a muddle orbattle, murder and 
enhanced super-guerrillas, all a bit of a 
needless distraction, but never mind. It's 
nicely written, sometimes moving, and ends 
as it should. %11 worth reading. 

Good old William Gibson is back with ten 
stories in Burning Chrome (Gollancz 200pp, 
£ 8.95). After Gibson's massive success, this 
was a collection which had to appear - even 
if three collaborations and an wer-arty first 
published story are needed to fill it out. 
They're strong, punchy tales with his glitter- 
ing "technosleaze" trademark: some are ob- 
vious precursors of the nwels, and the fine 
title piece's hair-raising cyberspace jaunt is 
echoed all too closely in Neummancer. Still, 
I like the story: it's that one about the young 
punks who get hold of a .45 and try the big 
heist, only Giison's punks are computer 
'ockeys and the .45 is a Russian military h ler program. 

Ian Watson offers his own alternative to 
cyberspace in Queenmagic, Kingmagic 
(Gollancz 205pp, £9.95): a sort of "game- 
space". The idea of modelling a story on a 
chess ame isn't new to fantasy - John Brun- 
nerP h e  Squares of the City 1s the best 
modem treatment and Poul Anderson's The 
Zmmortul Game possibly the worst. Watson's 
approach is exuberant and not wer-concerned 
with detailed mwes: a fantasy war of 
specialist magics, straight-line, crosswise or 
askew. This alone is inventive fun, but these 
chesspeople also go in for original thought 
about space/time. As a result the hero and 
heroine, both lowly pawns, manage to project 
themselves through gamespace as checkmate 
breaks up their world, and discover the alter- 
native physical lam of snakes and ladders, 
Monopoly, go.. . The expected unexpected 
finale is very Watsonesque. 

A regular book review column, 
written by Dave Langford 

Raymond Leonard's Omega (Popular Press 
I m p ,  £9.95) suffers badly fmm the fact that 
its theme is too familiar, one of the great SF 
clichbs, on a par with stories which end "And 
I shall call you.. . Eve!" It's been done and 
werdone by Fredric Brown, Isaac Asimw, 
D.F.Jones and Flank Herbert; it's been sent 
up by Douglas Adams. Humanity unites to 
build an omniscient super-computer, innovat- 
ively called OMEGA, which will solve all 
our problems! Despite Leonard's vaunted 
engineering qualifications, the kchnical 
obstacles are glossed wer, the vast artificial 
intelligence is lashed together with suspicious 
ease, and right from the start people are talk- 
ing in theological terms. Need I go on? It 
takes endless pages of dreadful portentious- 
ness and worse. dialogue to reach the time 
won punchline of Fredric Brown's one- 
pager, which (as every fan know) goes "Yes, 
now there is a God!" 

Eye (Gollancz 328pp, £9.95) is a "definitive" 
collection of Frank Herbert's short SF, with 
the bonus of skilled half-tone illustrations by 
Jim Burns, plus Herbert's c m  mixed feelings 
about the Dune mwie. It's a good anthology, 
free of the grctty potboilers which filled out 
earlier collections. I would have preferred 
another "real" short story or two in place of 
the extract from The Dragon in the Sea 
(which deserves to be read in context): other- 
wise, OK. 

An unknown Arthur Conan Doyle nwel? 
That's what Brian Stableford has dug up for 
the Greenhill fantasy museum: The D o i i  
of Raffiea Haw (256pp. S8.%), which 
reminds me that you must all buy Sidgwick 
& Jackson's lovely softcwer edition of my 
and Brian's The Ihird Millennium.. . oo s. 
Doyle has an old and hmiliar tale to tel?: The 
Well-Meaning (but Mad) Scientist who can 
Make Gold, yet like King Midas finds that 
Wealth Is But A Curse. Fascinating for col- 
lectors and completists. 

At last the backs! Gmff Ryman's The 
~ n c o & x  Cauntry (Unicorn 134pp. 
£2.95) is a remarkably powerful "alternate 
world" fantasy which painfully mirrors the 
recent history of Cambodia. It's difficult to 
M b e :  a vision of an organic civilization 
where even the houses live and move, a sym- 
biosis t ~ p  apart by political upheavals 
which Z e v e r  - can never - b. explain- 
ed to the people of the Unconquered Country. 
It packs a terrific punch. In its shorter Znter- 
zone form, it won two major awards. Sacha 
Ackennan's many line drawings work well 
with the text. 

Aflter being harrowed, it's fun to turn to The 
Light ~~c by Terry Pratchett (Corgi 
21ITpp, fl.95), a direct uel to his wonder- 
fully dotty ihr ~ d o u r ? ~ a & .  Again 
Rincewind the magician cavorts across the 
apparently doomed Discworld, helped and 
hindered the many-legged h a a g e ,  
Druids wi % stone-circle s o h  problems, 
the nonagemian Cohen the Bar-, Death 
(who gets upset when summoned from 
COCW parties) and millions more. Aban- 
doning the cruel fantasy parodies of his 
previous book, Pratchett leans more heavily 
on one-line pgs: the result isn't as pointedly 
funny, but stdl evokes more laughs than 
anything else around. Especially Thrud. 

It's not often that I come in at the second 
reel, but this happened with Peter Morwood's 
The Dragon Lord (Arrow 318pp, £2.95), s e  
uel to Ihe Demcm Lord Its lot involves 

hft ing alliances and bemjd  centred on an 
elaborate Code of Honour whereby (as fau as 
I can make out) even God has lost consider- 
able social standing and would no longer be 
admitted to the best clubs. Morwood works 
up a tense and exciting atmosphere - his 
horse-trap ' weaponry and dragon are . 
partieulsl= - which leftme disap- 
pointed by occasional stylistic letdowns. It's 
bad enough when the inhabitants of a fantasy 
world quote Kipling; when they use words 
like "adrenalin" and "scenario" the spell 
deihitely fades; and even the author realizes 
that "paranoia" is a mistake. "It was an odd, 
cumbersome, unAlban word.. ." Near the 
end, drama is dispelled by the in-joke of a 
cameo appeamnce by Anne ("Aiyyan") 
McCaffrey, reciting from her own books. 
This kind of thing should be left to Terry 
Pratchett. 

In brief: Anne McCaffrey herself returns 
with the aperback Kilhhmdra (Corgi 
3 4 6 p ~  8.95).  a rmhy p*a d romantic SF 
in the great literary tradition of Mills & 
Boon. To paraphrase Star TM, it'll leave 
your crystals drained. Larry Niven's Limb 
(Orbit 240pp, £2.50) includes some good re- 
cent short stories: it's a pleasure to see him 
sweating an interesting idea down to a few 
thousand effective words rather than bloating 
it beyond all endurance (Ringworld 
Engineem, Integral Pees). His "Draco 
Wern'' pieces are particularly ente-. 
% collaborations with others (Pournelle, 
Girard, Barnes) work less wed. So it 
Top bt&y (d Josh Pachta, D W  Eg, 
£3.95) is an abweaverage anthology of two 
dozen authors' hourite stories, which I 
know I needn't describe becaw my faithful 
readers will have committed last year's 
review of the hardback to memory. And 
Dragons of Winter N i i  (Penguin 399pp, 
£2.95), by Margaret Weis and Tlncy 
Hickman, is. .. is.. . er, Rice weather fol the 
time of year, isn't it? $ ~ k  *:.? 
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ped into a campaign or included as part of a single, 
longeradventure. It couldeven bechoppedinto pieces 

and used inother adventurr-' 

by Hugh Wnan = 

SECTOR HOUSE 255, BRIEFING ROOM: 
SHIFT 3- 10.50 HOURS 
+ +ITEM 56+ + 

on the Mo-Pads. Each squad willperforma crime blitzone Mo-Pad. l'II 
give you the target with yourpatrol orders., , .?,. ,= .. . .-a. .p 

$.> **: ::- .::. ~; ,$ SE .? + +ITEM 57+ + . ,? ; ?.:r & ::; g;,,,:: -3 L::Y: ,$ 

WALLY SQUAD OPERATlONSThe Wally Squad are working the sec- 
1 

tor this week, investigating an Umpty-bagging epidemic. All other 
Judges are requested to stayoff the case and allow the Wally Squad a 
shot at infiltrating the group. 
The Wally Squad willalso beorganisinga couple ofbankh&stsandother 

+ +lTEM58++ 
BOPAROUNDAFancy Dress Open Air Boparound is being heldin Marc 
Gascoigne Plaza at 11.00 hours. The Littlehouse Juve Crew are 
demonstratingtheir new dance at 12.00. Largecrowdsareexpectedto 

Station. 

+ +ITEM 60+ + 
H-WAGON SHORTAGE Several H-Wagons were destroyed recently 
inafightwithamutie-hijacked Strat-Bat. Replacements will bedelivered 
next week. 

++lTEM61++ 
LLlTE ATTACKS Co 

for the laser has been takenfrom the Skyrail tracks, as the trains have 
suffered momentary power failures all week. All squads will besupplied 
with special detection equipment that will pinpoint any laser fire. 

++ITEM62++ 
ESCAPING PERPS Someone is going round releasing perps fror 
holding posts. Be on the lookout for anyone hanging around near an aF 
prehended or cuffed perp at a holding post. 
Make a specialeffort on this We've lost 22211) perps in the last three 
days. Thiscreepmaypassonthesecret, copyhismasterkeyor whetevec. 

+ +ITEM 63+ + 
Let's be carefulout there. 

A DAY IN THE LIFE 



Renouf will arrive aftertwo minutes on his Lawmaster, examine the 
arenadeforaboutasecond,andthen pulloutthe pin. If heisasked how 

Judge Jude,theassigningofficer,thenturnstothePCsandgivesthem 
their specific patrol orders: 

'You're on Zippers today -no, hang on, that's Squad Bracken. You're 
on Lawmastersasusual. Thisis yourroute, along the North edgeof the 
Sector on City Bottom and then circle around towards thecentre. You're 
stopping at the Marc Gascoigne Plaza Boparound at 12.00 for 20  
minutes - try tobe on time, huh?At 13.10 you'reblitzinga Citizen Duffy 
in his Mo-Pad 'Around the Bend'- big orange Royale job. Look forall the 
usualstuff, o f  course, but look especially for bomb making, radio and 
remote controlgear. We'vegotnothing on this Du ffy, which is a teeny 
bit suspicious 

This is the laser detector thingv The indicator lights up and beeps if 
anyone firesalaser within 2Ometres. Yw'vegot twominutes to follow 
the trace to where the shot came from. The H-Wagons have these as 
well.' 

Asthe PCs leave, they willoverhear Judeassigning a temporary room 
on floor 17toapushy (butarenlttheyall?)SJSofficer, closetothe SJS 
resident Judge. 

GM'S INTRODUCTORY DATA 
Readthroughtheevents before you run the adventureforyourplayers, 

he knew the grenade was a dud, he will explain that 'Drokk! I didn't. If 
thethething started humming I wasgoingto lobit downthestreet and 
run likespug!'The PCscan and should report him forsuchan irrespons- 
ibleattitude, gaining EPsfordoing so. Control willsend someexperienc- 
ed Judges to pick him up, but Renouf will not offer any resistance. 

Once the pin has been removed a tiny tag reading 'CynfsWarArtifacts' 
can be seen. Any Judgemaking a SSroll will rememberthat Cyn's ison 
the other sideof the block. Failing that, MAC can give the PCs a list of 
possible sources of grenades, and Cyn's is the nearest. 

The front door of the shop is wide open, and behind the counterthe 
back room is also open. A few more Gribligs are playing near the dead 
body of the proprietor, 'Mad' Amme Cyn (there are ID papers on his 
body). His skull has been shattered by a blunt instrument, and he has 
beendead forabouttwo hours. Only one item isobviously missingfrom 
the shop's stores -taken from a broken glass-fronted display case. A 
small card identifiesthecontentsaslAn extremely rareand valuable long 
range flak gun, c1961. Type UIIRR-05.' 

MAC can supply information about Amme Cyn: Livesaloneinapart- 
mentaboveshop, familykilledin Apocalypse War, no known friends or 
associates; and on the flak gun: Range 350metres, area burstradius 8 
metres. Cyn's apartment above the shopcontains nothing unusual. 

so that you know roughly what is going to happen. This issupposed to 
bea moreor lessaverage patrol in theday of a Mega-CityJudge, without Phase 2: 11.31 - 11.59 
a 'main adventure' assuch. You don't have to go to great lengths and 
give subtle warningsthat lead upto a climax. Play it as it would happen 
in MC-1: without apparent logic or connections. 

All in all, the events here are just a few hours work for the player 
characterJudges. Assuming, of course, that they can survivethosefew 
hours ... 

ON PATROL 
Phase 1: 11.00 - 11.30 
The PCs' patrol commences at 11.00 hours, and initiallythe Judges are 
heading Norththrough City Bottom along Memory Lane Thestreet is 
temporarily deserted, apart from a smallcreaturesitting ontopof astreet 
camera -clutching what looks like avery, very powerfulthermalgrenade! 
As the PCs speed towards it, they will seethat its wrist is through the 
pull-ring. If itjerksitsarm, thePCs-andthousandsof citizens-will have 
less than four seconds to live! 

Thecreatureisa Griblig (see2000ADProgs464&465)-asmall, furry, 
unbearably cute and highly intelligent little alien pest. The grenade is 
actually inert,althoughthe PCsarenftgoing to knowthis! Normally, its 
burst area would have a radius of about a kilometre. 

The street camera is simply a pole protruding from the side of a 
building, about 5metresabweground level, with several viewing guns 
mounted attheend. It is slowly swivelling, making it difficultto shoot 
the Griblig -theonly feasible courseof action. Any other plan, such as 
trying to reach the Griblig from a nearby window or using Stumm 
(Gribligs are immuneto Stumm, bythe way- let's not makethistooeasy 
forthe PCs), will simply result in the creature running away down the 
street, wavingthegrenade above its head. The Griblig willsimply dodge 
a cling net and return to its perch. 

Justasthe PCsdrawa bead on the Gribligandshoot, thecreaturewill 
leapthroughanopen windowaboutametreabovethepole. Youdidtell 
the PCsaboutthe window, didn't you? Shame. Thegrenade will fall to 
theground -and not explode. Thegrenade willsimply bounce, and then 
roll around quietly on the pavement, still not exploding. 

Griblig 
S I CS DS TS SS MS PS 

1 99 You must be joking 000 

TheGribligfsattemptto leapthrough the window will beautomatically 
sucessful (well, look at its initiative). The PCs will automatically miss 
theGriblig, althoughthestreet camera isadifferentstory.~heshot will 
hit it if the missed the Griblig (the die roll was a failure); if the shot hits 
one of the moving viewers; or because the Griblig's leap makes the 
cameravibrate Whateverthecause, thestreet camera will explode (this 
is important for the next phase of the patrol) and crash to the street. 

Backtothegrenade. Thisis a real grenade with the explosivecharge 
removed. The only obviousway to discover if it is live isto pull the pin. 
If the PCs ask MAC they will be told thatthere should not be any live 
grenadesin MC-1. ThePCscouldcallforaTech Judge, andifthey dothis 
they will get lucky - one is nearby. 

Judge Renouf 
S I CS DS TS SS MS PS 
1 30 41 24 37 28 32 33 

Special Ability: Crack Shot 

If thestreet camera wasnot destroyed inthe incidentwith the Griblig, 
ignore this incident and adjustthetimeof fiase3accordingly. At 11.38 
a messagecornesthrough forthejudgewhoactually shot attheGriblig 
and destroyed the street camera: 'Judge (name) of Squad (name of 
Squad Leader), return to Sector House 255 and proceed to Room 201, 
Floor 17.' Floor 17 ... The SJS... Remember? The PCs will! 

If the wanted Judgedoesnot leave forthe Sector House immediate- 
Iv, the other PCsshould be encouraged tomakesure that he doesso. If 
he doesn't reach the ~ e c t o r ~ o u s e  within 10 minutes (which he will, if 
he leaves immediately), three more messages will arrive in quick suc- 
cession. Thefirstwill befromthe Sector Chief, thesecondfromthe resi- 
dent SJS Judge and the third from the Chief Judge -a Rogue Judge is 
an important matter! Theseare just warnings, because if it comes to a 
fight, the player might as well roll up a new character now, ratherthan 
deal with the full force of Mega-City Justice. 

When the PCarrives backat the Sector House the resident SJS Judge 
and thevisitorwill bewaitingin Room 201, which isdark, forbidding and 
equipped witha table covered in hugesyringes ... The PC will be hook- 
ed uptoa liedetector, andtheinterview-orinterogation -will start. You 
should make sure that the PCfeels reallv uncomfortable and that the - - ~  - 

SJS Judaes are  laved as nastv, harsh. disbelievina and guthoritarian 
figures, whoare Ibokingforane&usetofindthe ~~~ ; i l t ~o f some th i n  g... 
You might like to use some or all of the followina auestions: 

~ o w > o n ~  have you been on the street? Have you everknown a bent 
Judge? Did youreport him? Have you ever thought o fperforming a crime 
orof breakingregulations? Howmanyperps have you killed? Were the 
deathsnecessary? Why did youshoot the camera? What were youabout 
to do that voudidn't wantus tosee? Whendidvoustartdamaaina Justice " "  
~ e ~ a r t m e n t ~ r o ~ e r t y ,  accidentally or othehse? ~ a v e  you damaged 
anvbodvelse's~ro~erty? Wasitne~essarvtoshootat thecreature? Was 
it a realgrenade? k re  you investigating the matter further? 

And soon... Eventually, thePCshould bereleasedtorejoin hissquad 
at the Boparound in Marc Gascoigne Plaza. 

Meanwhiletheother PCsshould have resumed their patrol. Asthey 
pass the William Holden Block, their progress will be halted by a body 
falling (with appropriate repulsivesound effects) totheground in front 
of theirLawmasters. Totherightofthe PCs isan'up'anti-gravchute (with 
huge arrows painted on the side to indicate the direction) runs up the 
sideof the block-andthe leaper (if that is what it is)seemsto havecome 
from there. If the judges look up at this point, they will see, 105floors 
up, another speck in the sky turn into the frantically screaming figure 
of a falling citizen ... 

If the PCs lookclosely atthechutethey will seethatthereareseveral 
other figures being carried upwards, that allthechuteexitsinto the block 
seem to be closed and that yet another citizen has just popped out of 
a hole inthetopof thechuteand is plummetingdownwards. Calling for 
H-wagons isawasteof time,asthere are noneavailable inthe sector at 
this time. 

There isa control box nexttothe chute (roll Strength orunder on a D4 
to open), witha two positionswitch inside This is currently in the 'up' 
position, and the PCs may leaptotheconclusion that 'down'is literally 
that - butthisis a one wav AG chute, and the down position is actually 
'off'. Turning the switch tb 'off' will result in the sixcitizens in thetube 
dropping towardsthe baseofthechute. The firstonewill hitthe bottom 
after 4 phases and the other six citizens will arrive DIOphases apart. 
All will be killed in the fall. If one of the PCs tries jugglingthe switch, it 
is importantto note that thecitizens will keep the sarnevertical spac- 
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ingasthey fall, soturning off thechute forthree phaseswill mean that 
the lowest citizen will be onlv 1 phase away from death at the bottom 
of the tube.   he topmost citken is ~4+4dhases from the hole at the 
topof thetube sothe'juggling'will havetobecarefullytimed soasnot 
to lose any more lives! 

Inside the reception area of William Holden block, sitting behind a 
desk, is the robot in chargeof the AG chutes. It will not respond to any 
speech oractions. Fortunately, thereisa bankof switcheslabelled 'AGC 
Exit hatches'. Thoseforchute 3are in theclosed position, so it isasim- 
ple matter toopen the exits and allow thecitizens to escape from the 
chute intotheblock. You may deduct EPsif the PCsdonltthinktoopen 
the chute exits from the top downwards - especially if this results in 
another death. 

While the PCs are engaged in trying to sort out the mess, the floor 
managerof the block, Ernest Boon, will arrive. Boon will be horrified by 
what isgoing on, and willtell the PCsthattheexitsshould beopen. Boon 
willfurtherexplainthat, becausethetopofthechutewasshattered by 
vandals, the block's managersdecided toclosethechuteexitsat night 
to prevent anycriminals getting intothe block. Theoretically, the inact- 
ive robot should have opened them first thing in the morning. 

The PCsmaysuspectsomesortof robot malfunction, but iftheyclose- 
ly examine the robot they will realise that it is, in fact, a Botter! Robert 
Smythe has disabled the genuine robot, hidden it in a storeroom, and 
taken itsplaceatthedesk.Then helostfaithin hisabilitytofool people, 
and has simply decided to sit still and do nothing. 

Robert Smythe 
S I CS DS TS SS MS PS 
1 21 17 35 15 31 6 15 

The PCs can charge Robert with almost anything from damaging a 
robotto massmurder, and itshould be interesting to see what charges 
they can come up with! 

Phase 3: 12.00 - 12.25 
The PCs should meet up in the watching bay overlooking the Marc 
Gascoigne Plaza, which is packed with citizens waiting toseethe Little- 
house Juves give a demonstration of their latest dance. A platform 
covered in criss-crossed conveyor beltsexceptfora small section inthe 

middle, is set up in the centre of the plaza. A group of dancers in fancy 
dressappearand leapontothe platform, tryingto worktheir waytothe 
stationery centrearea. At a pinch, thegyrations, contortions andeffort 
of eventwinatostand inone~laceontheconvevormiahtbecaIleddanc- 
ing, and it might catch on -the PCs should be encouraged to decide if 
this is an activity that might need banningat some point in the future. 
Eventually, thecrowd joinsin, leaping onto-and being whiskedoff -the 
platform. Thisgoesonforabout lOminutes,andthenthescenechanges 
to one of complete carnage. 

Around the platform appearsthedome of aforceforce, and asa juve 
topples into it,she screams horribly as sheis consumed. Each combat 
round aftertheforce field goes up, D6 juves are incinerated as they fall 
overonthe beltsandarecarried intothefield, andthedancerspanicas 
they see the fatethat awaits them if theydon't reach the safety of the 
centre section. The PCs will be able todolittle,otherthan move down 
from the watching bay towards the platform. Once the dancers have 
been 'thinned out' (afterthree combat rounds) the PCs will be able to 
see the cause of the havoc 

Standing onthesteady areaof the platform-and pushingoff anybody 
else who reaches it - is a juve (not in fancy dress and wearing a T-shirt 
with 'Roy Hattersley Block Revivalist Dancers' on it). Any PC making 
aTS roll will realisethat he is holding a Remote Activation Unitforaforce 
shield -afarily rare item in MC-1. Destroying this will result in theshield's 
deactivation. 

Kane Lansky 
S I CS DS TS SS MS PS 
I 32 20 23 12 43 9 22 

Special Ability: Sector Knowledge 

IfthePCsthinkof shootingthejuve, bulletswiIIsimplynot penetrate 
theshield. Just keeptellingthem that solidmattercannot penetratethe 
shield until they thinkof using a Lawmaster's Cyclops Laser. Any laser 
shots will suffera-30% ~enaltvthankstotheshield'sdeflectioneffects. 
If the shot hitsthe acti\;ation"nit the shield will drop, although a near 
miss (yourdiscretion)could be ruled tomake Lansky dropthe unit into 
the conveyor belts, where it will be chewed to pieces by the motors. 

Whethertheshot missesor not, two rounds later several H-Wagons 
willcomescreechingdownoutof thesky andspray thewhole plaza (in- 
cludina the PCs) in riot foam. If theshield is still UD, the H-Wagons will 
bringtt;eir lasersto bear~nthe~erp, with somewhat devastating results! 

The H-Wagon crews will dig the PCsoutfirst and if Lansky isstill alive 
therewill belittletroubleindigging himoutaswell. Heissimply asworn 
enemy of the Littlehouse Juves - but this leaves open the question of 
where he found theshieldgenerator. Hisanswer of 'Foundit ...I is perfect- 
ly true, even to a lie detector. 

This answer is also so unlikely, however, that it can't be true -and it 
isn't the whole story. The unit was deliberately left in a spot where it 
would befound by anadultenemy of the Littlehouse Juws, along with 
a note explaining how to useit. Lansky can't read, so he ignored the note 
-and can't even remember it. A Psi Judge will be able to find memories 
of thenotein hisunconciousness. Thereisnoway of tracingtheoriginal 
perp, asallfingerprintsetc have beenobliterated and theunit wasn't in 
his possession for long enough for a Psi to pick up an image from it. 

After this incident, the PCs may resume their patrol, hopefully not 
much later than 12.25. 

Phase 4: 12.26 - 13.00 
As the judgesleave Marc Gascoigne Plaza and head off past Walt Disney 
block, a message comes in from the Sector House: 

Emergency! Judge needs assistance. Allsquads in vicinity of Horst 
Wessel, Walt Disney, andPikBotha blocks proceedimmediately to Tem- 
porary Biological Research Laboratory OA-S23. ArmedFutsie. Judges 
have been wounded. 

The PCsaretwo minutesaway from theLab. MAC hasextensive files 
on the Lab, which was set upto workon the problem of re-evolving the 
residentsof the Charles Darwin Block, after professor E ~orthcote~hbbs 
reversed evolution enzvme leaked into the block (see 2000AD 184 81 
185). Research hascariiedoutinthe hopeof curing the citizensand re- 
evolving Fribbs (nowagiantamoeba)sothathecan serve hissentence. 
Theresearchscientists wereona lunch break when thefutsie arrived. 

Thefrontdoorsofthe buildingarewideopen. JudgeBrackenand his 
squad are undercover behind a jugger (see JDpllZ), butthe futsie has 
a clear view of the doors sothey have beenunable to leave. Only oneof 
Squad Bracken's Zippers is still in one piece; the others have been 
destroyed. 

Judge Bracken 
S I CS DS TS SS MS PS 
3 30 38 52 32 22 28 26 

Special Ability: Fast Mount, Control Spin 
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thecontentsintothe gun. This will causethegun toexplode, covering 
Sors in Fribb's enzvme - and oossiblv (4%) anvbodv else in the Lab as 

Judge Curry 
S I CS DS TS SS MS PS 
1 14 24 28 30 26 15 18 

Curry has been wounded in the head. 

Judge Folan 
S I CS DS TS SS MS PS 
1 19 14 17 19 22 9 18 

Folan has a chest wound. 

Judge Greene 
S I CS DS TS SS MS PS 
0 9 8 14 12 8 9 12 

Greene has been hit in the head and in theabdomen, andneeds urgent 
medical attention. 

Theperp, Tobin Sors, is hidden behind a setof shelves whichgives him 
50% armour overall, although he wears noother protection. You should 
play Sors as a complete loony, who keeps up a constant monologue 
about how he isgoing totakeoverthewholecity, freeall the Umpty Can- 
dy bars, and kill everybody. He is quite happy to let the PCs into the 
building, so thatthey can talkto Bracken and the other Judges, but he 
will fire hisgun (the flakgun from Cyn's) shouldthe PCstry to leaveor 
if they get tooclose - within 15 metres or so. 

Tobin Sors 
S I CS DS TS SS MS PS 
2 32 44 7 48 17 3 7 

Special Ability: Knock Out and Weapons Knowledge 

well. a hose affected will immediatelistarttode-evolve intolowerforms 
of life. 

There are, however, some problems in dealing with Sors. The cages 
in front of him holdformercitizensfromtheCharlesDarwin bock, now 
de-evolved into monkey-types, lizards, theodd bipedal worm and some 
rodents. Heat-seekers will homeinonthemratherthan Sors, and if the 
PCs don't realise the natureof what is in the cages, Bracken or one of 
hersquad will pointoutthatthecreaturesareinnocentcitizens who have 
a chance of being re-evolved. They are therefore not to be killed out of 
handinthe hopeof getting Sors. Thefutsieis, of course, under nosuch 
obligation to protect the lives of the de-evolved citizens. 

The restof theequipmentin theLabisextremelyvaluable, in particular 
the Med-computer and theprototype Re-Evolving Machine. Youshould 
feel free to set Acc-Div on PCs who damageldestroy the research 
laboratory to any degree. 

Phase 5: 13.0 1 - 13.30 
The next item on the agenda is the crime blitz on Duffy's 'Round the 
Bend' mo-oad. Sector control will remind the PCsof the'aooointment'. 
and directthemto thejunction between Rick Priestley anh'stan Laurel 
Skedways. The big orange mo-pad will sweep past as they sit on their 
Lawmasters, without stopping (obviously, as Citizen Duffy doesn't 
know that he is about to be blitzed). 

Chasingthemo-pad isno problem, asit ison afixed courseandspeed 
(210kph), andthe Lawmasters can be put on automaticto follow and 
match its progress. However, the mo-pad has no porch,so somebody 
must knockonthedoor (a DS roll tosucceed) toaet Duffv'sattention. 

The door will be answered by a small, happy-Goking han, who will 
immediately invitethePCsinto his home, whichis ratherluxuriousand 
comfortablefora mo-pad (Duffyisactuallyquite well-off). He hasa good 
outlook and a happy disposition, and will immediately ask if this is a 
Crime Blitz. When told that it is, he will sigh and say 'Errr. Well, I may as 
well save you the bother. There's a boxof sugar in the cupboard in the 
kitchen - I like it in my synthi-synth-and, ummm, well, Idon'tknow how 
much youcan, errr,findout, but I wasdoingabout 4kph underthe limit 
about an hourago ... Like I say, I don't know what you know, but I'm an 
ummm honest citizen and do my best. Errr ... sorry.' 

Putting a liedetectoron Duffywillshow that heistellingtheabsolute 
truth.  hec confession may well makethe PCssuspicious, but going over 
the mo-oad with a (vervfine) tooth comb will oroduce nothina else at 
all. All ttiat remains is tb sentence Duffy and leave. 

- 
However, the Lawmasters will not bethere whenthe PCstry toleave 

the mo-pad. One can be see in the grabber of a Big Mo mobile service 
station. It is a relativelyy simple mattertoorder the Big Mo to stop via 
a helmet radio, or to board it directly from the mo-pad. Once they are 
aboard, the robot incharge will bevery apologetic, and claim that he had 
ordersfrom 'Judae Glisten'to collectthe bikesfrom the side of the mo- 
pad. ~oudon'tn&d telling thatthere isn't a 'Judge~listenlin Sector 255, 
do youlTherobot willofferthemall aserviceanyway, nowthatthey are 
here ... 

As they are clearing upthisconfusion, the 'laserdetectorthingy' will 
beepand indicatorwill pointintothemidstof a groupof mo-padsgoing 
pastontheothersideof thesked. From here, runthisasanormalchase. 
Each PC will have to mount his or her Lawmaster, let it down from the 
sideof the Big Moandthen they can begin the pursuit. ThePCs haveonly 
two minutes until thetrace is gone. The indicator could have been poin- 
ting atoneof threevehicleswhichare 370metresaheadof the PCs and 
travelling at 200metres perround. Asthe PCsgetcloser,oneof themo- 
pads, a green DonJuan Roadhugger, will slew sideways and decelerate, 
in the hope that a PC will be just a little too close! If there is a PC close 
enough (your discretion), heorsheshouldmakea DSrolltoavoidacol- 
lision. Thedriverofthemo-pad, RussellT'bag, willdriveerratically and 
makelifeasdifficult aspossibleforhispursuers. If hefailsa DS roll and 
endsupcrashingoff theskedway anddowntothecity below,fine! This 
will be a case without any explanation forthe PCs. 

Russell T'bag 
S I CS DS TS SS MS PS 
1 31 20 24 99 12 5 7 

Special Ability: Perfection inanything technical at all -this is not just a 
WeaponsKhowledgeisanew TSabilitythatgivesa thorough work- with a lot of special abilities, this is a genius. 

ing knowledge of most weapons andallows expert alterations and ex- 
pansionstobemadetoa weapon. Sors, forexample, hasmtodifiedsome In the eventthat the mo-pad is boarded, the first PC will be attacked 
spitgunamm~nition fortheflakgun, whichgivesa +Peffectmodifier. by Russell with an electro-prod. He is very scared, but he will reveal 

nothing at all underany circumstancesshortof full torture-and PCs who 
The battle should be fairly straightforward td  run. Sors has only 8 indulge in thisshould be reported immediately! 

roundsfortheflakgun (range350m, burstarea8metres). When hehas Behind a lockeddoorat the backof the mo-pad is asmall room with 
only one round left, he will grabone of thejars in front of him and pour acomputerterminalinit.ThediskdrivesareactiveasfhePCsenter,and 
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then the screen lights upandthere is a Wiffle ... as RusselT'bag'scon- 
cealed lasergms intoaction.You may liketochooseto have Duffy'smo- 
pad blow up a moment later ... This depends on whether or not your 
playersare psycopaths whoappreciate thelittleguy getting it inthe back 
of the neck. 

The disks in thecomputer are labelled as 'Traffic Data'and 'Satellite 
Path& MainPrograrnl.ATSroll (+lo% bonus) willenablea PCtowork 
outthatthe program calculates the position of Communications Satellite 
OD-1551173and firesthe laser at it. AsecondTS roll -andaccessing the 
'TrafficDatal-will showthatthe programactually bouncesthelaseroff 
QD-I551173 and then hits a mo-pad, destroying it utterly. Russell is a 
technologicalshow-off, andonthe few occasions when he has hitthe 
satellite, it was because he meanttodoso. Even more impressive than 
theskill used todestroy hisfellowmo-padders, isthefactthatT1bag is 
abletotake powerfrom theskyrail tracks byradiowaves!T1bag isalso 
responsible for the false message telling the Big Mo to take the 
Lawmasters in for servicing. 

T'bag may beagenius, but is alsoguiltyof the murders of eight Tech 
Judges, the destruction of 67 mo-pads and their occupants, imper- 
sonating a Judge, power theft from the Skyrail tracks and dangerous 
driving. 

Phase 6: 73.3 7 - 74.00 
WhenT'bag has been sentenced, killedorwhatever, thePCsmay realise 
that they are a little off their patrol route. If they report in, they will be 
told to return to their assigned route immediately. 

As they do so, they will hearcoming frorna crowded pedway: 'Callme 
SIR, Punk, or it's knee-popping time! Right! Hold it Creep. ..' BLAM! 
BLAM! 'Sorry forhim are you? Well, you'rescumas weII'BLAM! 'Leav- 
ing the sceneof the crime, huh? OK! RAPID FIREI'BUDDABUDDABUD- 
DABUDDAlas Judge Dredd makesan arrest in hisown inimitablesyle. 
Gradually, however, the PCsmay realisesomething is wrong whenthe 
firing doesn't stop and the crowd begins to panic. 

The PCs will then see Dredd emerge from the crowd, run east, pick 
upacitizen bythescruff oftheneck, shakehim, andshoot himthrough 
the head! If they still don't realise that something is seriously wrong, 
Dredd will gothrough the whole procedureagain withanotherterrified 
and apparently innocent citizen. 

'Judge Dredd' is actually oneof eight 'Call-Me-Sir' androids, unveil- 
ed by the Friendsof Dredd attheir meeting at Marvin Gaye The 'Dredds' 
are exact copies of the FoD's hero, even down to the programming to 
uphold the Law. Unfortunately, theirprogramming isa littlebit tooliteral, 

so anybody andeverybody isa Lawbreakerin thevisual scannersof the 
androids. 

'Call-Me-Sir' Judge I droid 
S I  C TS MS PS 
3 '35 2nd I" 10 t" 5 000 

Dredd An1 
:S DS 
>E in 

Theandroid willnot,listen toreason, and will attackany PCs who try 
to restrain it -claiming thatthey are Rogue Judges in Dredd's loudest 
tones. Further fun (for you) can be added to this incident by having 
anothersquadof Judgesarrive (use the statisticsof Bracken'ssquad, 
but withoutthe wounds) andmisinteroretthe PCs actions as an attack 
on Judge Dredd! 

Calling the Sector House will clear up some of the confusion. They 
will immediately calloff thesecond squadof Judges. Fortunately, five 
of the robots -including thisone - have been traced, butthere are still 
three somewhere outthere ... You may liketoadd extra encounters with 
the mad androids over the next few days of your campaign or to this 
patrol. The PCs might get called in to protect some genuine criminals 
(they have rightsto imprisonment, you know)fromtheCalI-Me-sir an- 
droids, orthey mightget assigned to watchDreddls backwhen the word 
gets out that 'he has gone Rogue ...' 

'AS WE COME TO THE END OF A PERFECT 
DAY.. .' 
This adventureshould reflect the irrelevancies and confusion of a series 
of everyday incidents in MC-1. EP awards depend on how your players 
coped with everything thatwas going on, but an average award of 65 
is probably inorder. 

Theadventuremay also becontinued asanother patrol andlorexpand- 
ed into several full cases. Some of the Call-Me-Sir androids are still on 
thestreet ... Citizen Duffy mightstill becruisingthe roads(slightly under 
the speed limit, of course) and may turn his hand to crime now that he 
has a record and everything ... The Friends of Dredd are all now safely 
tuckedaway inKookcubes, butsupposingthattherearestilloneortwo 
of them outthere, building another set of Call-Me-Sir Dredds- improv- 
ed, tougher, more Law-abiding models ... There is also the mysterious 
characterwholefttheshieldgeneratorforlansky to find ... Atechnical 
genius like Russell T'bag is hardly likely to be confined for long ... And 
thenthere arethe Gribligs; your PCsdidn't catchthem? They're breeding 
even as you read this ... 
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THE GAME OF CRIME- 
FIGHTING IN MEGA-CITY ONE 

Mega-City One, where more than 400 million citizens live on a knife- 
edge of tension. Crime is a way of life for many, but one fact can be relied 
on -Judge Dredd is the Law! Whether the crime is littering or murder, 
no one escapes his justice. Now you can join Judge Dredd in this fast- 
action board game of crime-fighting in Mega-City One. You 
can arrest the Angel Gang, Judge Death, and other notorious 
lawbreakers - but look out, they're tough, and sometimes you 
might need a robodoc to fix you up. 

I nrm i- 
4 n I 

I k r d g c , D n d d - ' T l n m O m o y o u  
become a Judge and strive to uphold the law in a ciQ 
of over 400 million (every one a potential criminal!) 
This is a game playable by upwards of two players 
plus a controlling Game Master who acts as the 
players' guide, taking them from adventure to adven- 
ture in their relentless battle against crime. Special 
game features include: 
w s h # a W c o v e r i n g  all you need to know about 
creating your own Judge character, developing 
special abilities, and using all of the Judges' equip- 
ment such as the Lawgiver, Lawmaster, etc. 
& w o ~ s & &  giving special rules for runn- 
ing the game, detailing the Mega-City, city blocks, 
perps, etc. A unique collection of information about 
Mega-City One culled from the pages of 2000 AD 
and assembled into one package. Includes a guide 
to the crimes, perps and even slang of the 22nd 

1 ) THE FIRST ADVENTURE PACK FOR a,- A J W  r l C l T  JUDGE DREDD THE ROLE-PLAYING GAME 

Judgement Day contains a complete scenario for the Judge 
Dredd game. As a team of Judges temporarily assigned to the 
SJS, the players pursue a trail of mystery to the prison col- 
ony of Titan. There they will learn of the terrors in store for 
the inhabitants of Mega-City One, before they return 
to earth to face one of 2000 AD'S greatest villains 
in a cataclysmic fight to the finish! Look out for future 
Judge Dredd Scenarios. 



Of Mice and Marines 
Aliens (Fox, 18): they're coming out of the 
ventilation shafts on colony planet LW26. 
Only one woman on Earth knm anything 
about them - and the Company doesn't 
believe her. Still, they send in the marines, 
and Ripley (Sigoumey Weaver) tootoo, thank 
goodness. Adrenalin surges. The aliens win 
round one, after which Ripley takes over. 
There ensues the most exhilarating mayhem 
these tired eyes have ever seen. James 
Cameron, who directed The Terminator (and 
co-wrote Rambo), has transposed the concept 
of Ridley Scott's creepy ori@ into a film 
full of menace, conflict, zip and zap. Oh, and 
big machines. There may be only one real 
character in it this time, but she's mm- 
cent, and the others support her perfectly. 

We really should celebrate the number of 
strong and capable heroines there are in fan- 
tastic cinema today. Macho men are having a 
harder time of it. Jake Speed (Entertain- 
ment, U) is actor-producer Wayne 
Crawford's idea of a new adventurer-hero 
after Indiana Jones - a long, long way after. 
Speed, played by Crawford, is supposed to be 
the star of a pulp paperback series, like the 
Saint or Doc Savage. No one hows he's *eal 
until he turns up offering to find an abducted 
teenager, having been persuaded to take the 
case by his sidekick, who reckons it will 
make &od material for the next book. The 
film makers seem to be in some uncertaintv 
whether this is a joke or not. Actually, the' 
film makers seem to be in a great deal of 
uncertainty altogether. Until John Hurt turns 
up, having fun being a sleazy villain, the cast 
hang about, wondering what to say to each 
other. The result is surely the dullest and 
least speedy caper movie ever. 

Elsewhere, Kurt Russell does a good job of 
self-parody in John Carpenter's unexpectedly 
enjoyable Big Trouble in Little China (Fox, 
PG). Russell plays a red-necked, ham-fisted 
trucker who stumbles into an infernal battle 
of ancient wizardry and spends the rest of the 

Canary, The Old Dark Hoqe and Dead of 
Night. Unfortunately the result is (a) just 
another Gene Wilder mavie, and (b) a mess. 
Far too many characters, each trailing abor- 
tive sub-plots, assemble at the spooky Abbot 
family mansion on a stormy night in 1939. 
Amid Wilder's overindulgence in timid, 
repetitive gags, it's hard to sort out who's 
plotting with whom to bump off who else, 
and harder still to care. Only an admirably A Bi-monthly column covering 

fantasy and science fiction moviss, ~ $ ; ~ ~ l z ~ ~ ~ ~ ~ ~ ~  
by Alex Stewart kind of edge on the silliness at all. 

movie trying to catch up. A 2000-year-old 
evil magician has kidnapped his buddy's 
financQ, there's a clueless reporter hanging 
on his arm, and mrst of all, he's lost his 
truck. Carpenter's been watching those cheap 
Chinese movies where the plot has to dodge 
between martial arts and special effects. His 
version is better financed and technically 
slicker, and sensibly uses a lot of Chinese 
talent on and off screen. Amiable nonsense, 
delivered with panache by f m m e  demons 
and flying swordsmen; and the jokes work. 
Wayne Crawford should take notes. 

Another nice surprise is the latest cartoon 
feature from Disney, Basil the G m t  Mouse 
Dehtive (Disney, U). This is a rodent 
Sherlock Holmes with Vincent Price as the 
villainous Professor Ratigan, a singing 
psychotic crimelord rat who feeds unruly 
henchrnice to his enormous pet kitten. The 
irony is turned up, the sentimentality down - 
and there's even a (modestly) sexy bit. After 
their dismal fudge of 7he BIack Cauldron, 
it's good to see the Disney studios taking a 
step, however cautious, towards the world of 
animation as it is today. The style is looser 
and more vi~orous. and. in a climactic fight " 
inside Big &n, eff&tively amalgamates 
computer-drawn clockwork with hand-drawn 
characters. 

Haunted Honeymoon (Orion, PG) is Gene 
Wilder's fond compilation of elements from 
scary old movies like The Cat arad the 

Director Stephen Herek claims that Critters 
(Palace, 15) was originally written years 
before Gremlins. This tale d tiny, toothy 
gonks from outer space chewing up the 
Brown residence in Gravers Bend, Kansas 
('The Jewel of the Sunflower State') certainly 
invites the comparison; but in fact, whereas 
Gremlins left me with a headache, grouching, 
Critters scuttled by quite pleasantly. Nothing 
really stands out, despite M. Emmet Walsh 
as the sweaty sheriff, and a scene wherein a 
couple of Heavy Metal bounty hunters blow 
away a baptist church, but the film a W y  
thinks through how the Browns react, as a 
family, to the anti-social little aliens. 

Haunted Honeymoon and Ch'tters send up 
different a s p  of the geme of horror, 
demonstrating once more haw few horror 
films these days have the courage to take 
themselves seriously. Finest of the few is Day 
of the Dead (Media Releasing, IS), third in 
Gwrge Romero's projected W o g y  about 
the zombie plague. As the brain-eating Dead 
shake the fences overhead, deep in the securi- 
ty bunker scientists work feverishly to 
discaver the cause while soldiers detailed to 
guard them shift mutinously. 0 anized 
around a tough performance b%ri Cardille 
as the determined research leader, the movie 
is as much a study of the several inhumanities 
of science and the military as it is a feast of 
gore and putrefaction. After all, disembowell- 
ing is only one way, the most literal, of taking 
people apart. 
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A TUBE WITH A VIEW: Why are there 
strange noises coming from a sup- 
posedly disused tube station? What 
dread traitors, or biological 
monstrosities could be occupying the 
area? Is it merely part of a Secret 
Society plot, or worse? The action 
could all take place inside a pre-Ruin 
Tube station, escalators and all, pro- 
viding endless opportunity for players 
to let traitorously knowledgeable 
words slip from the mouths of inno- 
cent PCs. 

MlAMl LASER II: Now we have a 
transport system, we're bound to get 
smugglers. Where there are smugglers, 
there are Internal Security Customs 
agents. What if they all fall ill due to a 
citizen-error plague of food-poisoning? 
Quick, get me some Troubleshooters to 
cover for them while they're 
recovering! 

MIAMI LASER Ill: So you want to be a 
smuggler, eh? 

JUST ONE CORNET-0: Say, you 
remember those Customs agents? 
They went sick. It seems to have 
spread to the traffic police too. Now 
then, where did those Troubleshooters 
get to? After all, they have the ex- 
perience. Personally, I want to know 
which one is going to book that Violet 
for speeding ... 

TA-R-MAC-1: A regular epidemic of 
food-poisoning has hit Alpha Complex. 
Now the road maintenance men have 
gone sick. What can happen next? 

Friend Citizen! Having read this far, 
please report to your nearest termina- 
tion station. Thank you for your co- 
operation. 

I PC RUNAROUND CHART (figure 1) I 
AUTHORIZATION OFFICE 
Do they haw the 
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correct form? 
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way, has provided large roads, larger 
signs and suitable traffic directors, pro- 
blems still occur with treasonous 
regularity. 

When GM-ing this sort of journey, think 
snarl-up. Think contraflow. Think of 
crossroads with no lights or 'Give Way' 
signs. Think of your deepest, darkest 
motoring nightmare, magnify it by a 
factor of ten, and apply it with glee. 

Even if the PCs emerge from the tangl- 
ed web of the above, there are always 
the drivers of Alpha Complex to spice 
things up a bit. 

Italian drivers have nothing on the or- 
dinary citizens of Alpha Complex, and 
it is interesting to note that the popular, 
high-speed motoring song 'If you're 
happy and you know it, clap your 
hands ...' has only the one verse and no 
ref rain. 

Besides these everyday events, con- 
sider the regular Death Leopard rallying 
events, once vidscreened under the 
title 'Death Race 2000'. 

Consider the Expressway pirates, such 
as the infamous mechanical traitor 
Captain Botbeard, and his equally 
deranged crew. 

Consider the dangers of Commie at- 
tempts to disrupt traffic. Bot-jacking 
and bomb-planting are old favourites. 

In general, players should be terrified of 
letting their precious PCs be exposed 
to the horrors of this once convenient 
method of transport. Just remember 
this one rule: accidents are obviously 
the fault of the lowest security 
clearance present, even if he has just 
pulled up to help at your request. 

One Way Ticket I 
In the more centralised areas of Alpha 
Complex, a transport system, similar to 
the modern day London Tube is in 
operation. Tickets may be bought with 
the appropriate bureaucratic delays, or 
issued by the Computer, but the above 
can be left to your imagination, as the 
real fun starts when the 
Troubleshooters hit the station 
platform. 

The Tube train of Alpha Complex has 
four rails: two ordinary rails, and two 
electrified ones. The track area is In- 
digo security clearance, for the safety 
of ignorant citizens, who should know 
nothing of the above. Occasionally, 
however, special dispensation can be 
given. 

Perhaps an example is needed. A very 
high level programmer has just drop- 
ped his comm-link onto the track, just 
by the live rail. Who could be sent to 
retrieve it? 

Surely that loyal Troubleshooter over 
there is willing to risk a level 14 roll on 
the damage table for such an august 
personnage? 

No? 

Then perhaps these kind fellows from 
Internal Security can help him or her 
decide. 

Another idea for livening up (if you'll 
excuse the pun) the lives of the 
Troubleshooters is to include stretches 
of trackwhere forbidden places,such as 
the Outside, can be seen from the train. 
Note the reactions of the PCs, you may 
need to execute them! 

Finally, remember that the Computer is 
justly proud of the Tube system, and 
expects appropriate praise from 
passengers: 

COMPUTER: 'Did you enjoy your trip, 
friend citizen? 

PC (in a hurry): 'Yes' 

COMPUTER (offended): Yes, what?' 
PC (still in a hurry):'Yes, 1 enjoyed the 
trip, Friend Computer.' 

COMPUTER (very offended): 'But you 
haven't mentioned the new decor, the 
new buffet car and the extended leg 
room. (switches to concerned voice) 
Your eyesight must be impaired in 
some way, citizen. Kindly report im- 
mediately to the nearest docbot for ap- 
propriate corrective surgery Thank you 
for your co-operation.' 

'Testing. Testing: 1.2.3 ...' 1 
Transportation in Alpha Complex is so 
important that R&D are continually try- 
ing to improve it: loyally striving to at- 
tain even higher levels of perfection. 

Naturally, most items must be tested in 
the field. Who better for the job than 
those Troubleshooters trying to sneak 
un-noticed from that Briefing Room 
over there! 

R&D research falls into three basic 
groups: improvements, experiments, 
and historical research. 

Improvements to the present systems 
can include such things as motorised 
boots, or greasing the Expressways for 
lessened friction. 

Experiments are totally new forms of 
transport, such as teleportation. Do 
you remember all the problems a cer- 
tain enterprising ship used to have with 
its transporter? Try them on your 
Troubleshooter, I'm sure they'll work 
just as well. 

It is, however, in the area of historical 
research that the real gems lie. Issue 
the PCs with a set of Old Reckoning 
oars, and asktheir use to be in- 
vestigated. Solutions such as badly 
made stilts spring to mind! 

Give them a donkey to ride and report 
on. Let it defecate on a Blue level's 
shoes. Let them explain. 

R&D do extensive research, but not all 
of it is from factual sources. Ask them 
to test-fly a broomstick. Ask them to 
hold a feather, put a mouse under their 
hats, and flap their ears. 

For truly, sublimely ridiculous, surgical- 
ly implant light-bulbs into one of their 
fingers, and shoot them across the 
skies of Alpha Complex on rocket- 
powered bicycles. 

Phone home with your report please, 
Friend Citizen. 

I The Magnificent Code 7 I 
For a suitable round-off for this expedi- 
tion into the untamed, wildernesses of 
the transport systems of Alpha Complex, 
I include a few Code 7-ish scenario sug- 
gestions for you to muse over. Pick out 
what you like, and discard the rest: it's 
what they're meant for! 

BOTBEARD BUSTING: The PCs are sent 
to round up this fearless scourge of the 
Expressways. They might encounter 
other pirates: Captain Botwash, Long Bot 
Silver or Henrym-0-RGN-5 for example. 
They might turn to piracy themselves, or 
be forced to walk the plank (reputedly an 
R&D Boarding Device) into SEA sector. 
See 'Vapours Don't Shoot Back!' for 
technical details. 



Alpha Complex is, as you know Friend Citizen, a 
big, big, BIG place. In fact, it's so big, that if all the 
citizens were laid end to end they would all be ex- 
ecuted for desertion of duty, leaving their posts, 
and the like. 

Knowing how big the Computer, in its infinite 
wisdom, has made Alpha Complex, don't you, the 
fun-loving, enterprising GM, find it a teensy- 
weensy bit annoying when bunches of ignorant 
Trouble- shooters dismiss a journey from the heart 
of MID sector to the far, far reaches of FAR sector 
with a simple 'We go there, then we ...' 
Don't they know that the Computer, the ubi- 
quitous friend of all citizens, has provided a whole 
network of Citizen Transport Systems: each one 
geared to each citizen's particular requirements in 
terms of speed, security clearance, safety and per- 
sonal hygiene? 

Shouldn't they, as loyal citizens, use these 
systems to the full? 

Perhaps they aren't fully aware of the various 
means of transport around Alpha Complex. 
Perhaps you aren't fully aware of them either. 
Award yourself five treason points and, where 
necessary, please report to your nearest termina- 
tion station. 

You're still here? Well, Friend Citizen, read on, and 
learn more of the Computer's munificent 
benevolence 

I Equus Shankos Minimus I 
The most lowly of Troubleshooters may be forced 
to travel on foot. This can be difficult, but all 
Troubleshooters thrive on difficulty for, as the 
Computer says: 

No test, no zest, no citizen! 

Corridors in Alpha Complex are all colour-coded by 
security clearance. This can be fun forthe GM. 
Situations such as '100 yards of Blue corridor, or 5 
miles of Red to reach Briefing Room 101 - and 
you're treasonously late already' can make the 
Troubleshooters examine the personal motives of 
both themselves and fellow party members: 
something that is bound to lead to bloodshed (or 
do lasers cauterize ... but I digress). 

Walking does have its advantages: few 
breakdowns, good reliability, low fuel consump- 
tion and it's fairly safe too. Not much can happen 
to a pedestrian, can it, Friend Citizen? Just 
imagine ... 
COMPUTER (concerned):'Citizen, are you aware 
that you just stepped on a crack in the pavement?' 

PC (confused): 'I'm sorry?' 

COMPUTER: 'Why are you sorry, citizen, have you 
done something wrong?' 

PC (still confused): 'What?' 

COMPUTER: Citizen, you obviously have an at- 
titude problem. These men from Internal Security 
will help you with it. Thank you for your co- 
o~eration.' 
t 

UP, 
) Goingocoming -Illt DOWN 

But Alpha Complex is not just two dimensional. No 
siree, citizen. Just because the Computer has 
knowledge of dimensions beyond your belief, it 
doesn't mean it has neglected the third. 
The computer never, ever neglects anything, DOES 
I T CITIZEN? 

Stairs can cause your average Troubleshooter no end 
of difficulty. How does one get a five tonne bot on 
wheels up eight flights of steps? What does one do 
(or not do) when one sees an out-of-control ten 
tonne Thermal Generation Plant coming down the 
stairs towards one (or more)? 

The answers to these questions, and many more, are 
generously provided, on request, from your friend 
and mine, the Computer. Unfortunately, giving the 
PCs time to ask is, regrettably, not always possible. 

Lifts in Alpha Complex are, of course, wonderously 
efficient. It is only through the efforts of Commies 
and traitors that breakdowns occur. 

Gosh, there must be an awful lot of traitors and Corn- 
mies in Alpha Complex, because there sure are a lot 
of breakdowns! 

The old stuck-in-the-lift ploy is distinctly 
unimaginative, even when seasoned with a sprinkling 
of amusing NPCs such as JACKTHE-R-IPPER-3, the 
odd Commie, or even an R&D specialist in elevator 
repair and maintenance. 

Far more fun to have the PCs hurtling downwards at 
incredible speeds, not knowing if the lift cable has 
snapped, or this is merely a fast elevator. In the 
former case, survivors may be quizzed as to why the 
breakage was not reported on the way down. This is 
surely the immediate act of any loyal citizen. 

I The Autocar Of Your Dreams 
The workhorse of Alpha Complex is the autocar. 
Every citizen dreams of being assigned one for his 
own personal use: to modify and decorate as he 
wishes. Oh, the furry dice of the Romantics, those 
Trekkie stick-on warp engines - all freely available 
from your local Free Enterprise dealer. 

This privilege is usually only granted at Blue level 
or above, but more lowly Troubleshooters may 
may occasionally be loaned a suitably decrepit 
autocar for short periods of time. 

It is here that the bureaucracy of Alpha Complex 
reaches forth, with its clutching tentacles of red 
tape, and infernal din of clacking scribebots and 
scratching pens. To aid the GM in properly enforc- 
ing this bureaucracy have two examples of the 
kind of fun that can await the mobile 
Troubleshooter: a simplified and shortened PC 
Runaround Chart (figure I) for you to build on, and 
a sample autocar requisition form. 

Progress around the flowchart can be halted by 
such things such as 
death from old age, 
but escape from the 2-& forms is well nigh im- 
possible Let the 
forms of the clone- 
fathers be vested on 
the clones. 

Once out of the 
aaraae areas, the 
Trou6le- 
shooters will be free 
to drive their 
treasured autocars 
along the Ex- 
pressways of Alpha 
Complex. 

Traffic difficulties are 
paramount in 
Paranoia. Although 
the Computer, in its 
own kindly 

I thought not. 
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MIDST all the rule revisions and A players?), our thief needing an extra 
proliferations in Unearthed 1,2 5 lxps for second, and again for 
Arcana, one element of Ad- third level, would have to pay training 

vanced Dungeons & Dragons which costs of 4,500gp for the second level 
badly needed revising got overlooked - and a staggering 9,000gp for the third. 
the issue of how characters gain ex- It's pretty clear that the official system 
perience levels. The system as it stands is unplayable. Before trying to correct 
is that characters must train for 1-4 the problems, one central question 
weeks to gain a level (the better the needs considering; just what is a 
character is played, the shorter the character learning anyway? Answering 
time) at a base cost of 1,500gp per cur- that gives us the building blocks for 
rent experience level per week. This constructing a superior system for 
usually involves a trainer, but for determining training costs. 
characters who have been played in an 
'excellent' or 'superior' manner, self- Broadly, there are five major 
tuition (which takes double the time characteristics which change as level 
and is therefore double the cost) is does. These are: hit points; mastery of 
possible. At 'name' level, characters no magic; special abilities (notably for 
longer need a trainer, and the cost of monks and druids); new weapon profi- 
training varies as a function of the ciencies; and improvements in hit rolls 
character class. and saving throws (which change in 

parallel). Cavaliers and paladins also 
This system has a large number of change ability scores, and barbarians 

shortcomings. First, it makes gaining have a rather dubious easing of restric- 
experience levels impossibly expensive tions with respect to use of magic and 
for low-level characters. A first-level the like. 
thief requires 1 , 2 5 1 ~ ~ ~  to qualify for 
second level, and even if the thief has Some of these (eg gaining a new 
been played excellently the gp cost ex- weapon proficiency) seem to be more 
ceeds the xp award. If the thief was obviously linked with the idea of 
merely played in a 'superior' manner, training than others (eg gaining 
that's 3,000gp to cough up. Unless the another hit die). Yet all of them in- 
GM gives a low xp-for-gp ratio in awar- volve improvements in the character's 
ding experience, and is pretty generous powers and can plausibly be linked 
with the monster's treasure hordes, the with training. Consider the matter of 
thief simply won't be able to afford the hit points: a 10th-level fighter with a 
training. Poor reward for a vulnerable decent Con score will have more hit 
first-level character who has been points than the average rhino, but ob- 
played excellently or in a superior viously this doesn't mean that the 
manner, it seems to me. Other classes fighter can literally take more physical 
don't get off lightly, either; the cleric, damage than a rhino before falling 
needing 1 , 5 0 1 ~ ~ ~  for second level, may down. The abstraction of 'hit point 
also struggle, and the fighter, needing total' includes such things as luckily 
2,00lxps, can forget the 400gp he was dodging blows, taking a graze where 
hoping to put by for a suit of plate mail the same blow might kill at a lower 
to replace the chain mail he (probably) level and so on. This could have a lot 
started out with. to do with training - learning how to 

avoid blows and the like. The point I'm 
Where it gets positively ridiculous, making is that a rational system for 

of course, is when characters qualify determining training costs should be 
for third level; because, in the case of developed by deciding what characters 
every major character class, the xp in- learn and how they change and im- 
crement needed to gain third level is prove as they gain levels, and exactly 
exactly t ~ e  same as that needed to gain what it is that training does for them - 
second level while the training cost this isn't necessarily obvious. Each GM 
doubles. The thief again needs 1,250 should consider these issues for 
more xps to reach third level, but the himself - the system I'm about to sug- 
(absolute minimum) training cost has gest is just my idea, other GMs are en- 
jumped from 1,500gp to 3,00Ogp! If couraged to develop their own 
GMs played training costs by the rules mm systems. 
in the Dungeon 
Master's Guide, In this system, 
it's likely that I discard two 
no character elements of the 
would be able to DMG scheme 

COUNTING THE COST 
afford training for the third level until 
long after the xp total qualifies him or 
her for it. And this assumes that the 
GM is being reasonable about how well 
characters have been role-played. If the 
GM rates a player's running of a 
character as 'Gr ,  more no-m than 
deviations' (and isn't that an accurate 
description of many first-level 
characters played by inexperienced 

entirely. First, self-tuition is not possi- 
ble (it's so costly as to be virtually im- 
possible for lower-level characters in 
the official system anyway). This is 
largely because I like to use training as 
a way of developing PC/NPC contacts, 
a point I'll come back to later. Second, 
training costs do not vary as a function 
of how well-played I perceive 
characters to have been. For the life of 



me, I cannot see why a fighter whose 
alignment has strayed a little from time 
to time should have more trouble lear- 
ning to use a longsword in training 
than a paragon of virtue. I prefer 
subtler ways of rewarding well-played 
characters and providing incentive for 
others to improve. 

The system considers six elements. 
The first is the current experience level 
of the character (any system will use 
this). The second is base cost, which is 
tied to the first element. The third is 
spell gains, applicable to spellcaster 
character classes. The fourth is special 
abilitygains, which can be very tricky 
to formulate, for reasons we'll discuss 
later. The fifth is weapon proficiencies 
gained, and the last î s what we may 
term matrix jumps, level gains where 
the hit rolls and saving throws of the 
character change. My system (like any 
other) makes arbitary assumptions, and 
is empirically derived to be affordable 

level characters while making higher- 
level ones pay for gaining increasingly 
powerful magic. The second part is 
that a spellcaster may (also) gain an 
extra spell or two of a level which is 
already used (eg a second-level cleric 
gains an additional first-level spell), 
and the cost for this is cheaper (in gp, 
50 x (character level) x (spell level)). 
The charges given apply for clerics and 
druids (and ranger use of druidic 
magic); magic-users' and illusionists' 
spells (and ranger use of MU spells) are 
charged at double these rates. There is 
both logic and balance in this. The 
logic is7hat clerics and druids master 
spells at least in part by the power of 
faith and the aid of their deities, 
assistances which the MU and illu- 
sionist don't have. The balance factor is 
that MUs and illusionists don't have to 
pay so much for other elements in 
training (ie, proficiency gains and 
matrix jumps), so that a balance is 
struck across character classes. 

for characters - but still a stiff clout in 

powerful than other. A fighter gaining 
an extra melee strike every two rounds 
has gained rather more than a monk 
who can induce catalepsy in hislher 
body, in my view. But to fix different 
charges for all the different SA gains 
above would have been to introduce 
too many personal and arbitrary opi- 
nions, and different GMs can make 
their own decisions on this and adjust 
the SA charges in Table 1 accordingly. , 

For Weapon proficiency gains (WP) I 
charge a flat rate 1,000gp; more than 
this is not affordable by lower-level 
characters. I can't see any justification 
for increasing this as level increases; 
there seems to be no reason why a 
seventh-level MU should have any 
more trouble mastering the use of a 
quarterstaff than a first-level one. So a 
flat charge it is, and, as it has to be af- 
fordable for low-level characters, 
1,000gp fits the bill. 

Finally,matrix jumps (MJ). The cost 
here is 100 x (current level)2 in gps. 

gained, and the last î s what we may Finally,matrix jumps (MJ). The cost 
term matrix jumps, level gains where here is 100 x (current level)2 in gps. 
the hit rolls and saving throws of the This could well be higher, but again 
character change. My system (like any the problem for low-level characters 
other) makes arbitary assumptions, and precludes an increase. One specific od- 
is empirically derived to be affordable dity is the monk, the only character 
for characters - but still a stiff clout in class for whom hit rolls (every three 
the swagbag for many. The main dif- 
ference from the official system is 
twofold. First, low-level characters can 
afford training. Second, training costs 
do not increase in a regular manher as 
the level to be gained increases; 
sometimes, it can actually be cheaper 
to gain a higher level than a lower one. 
As we'll now see, there are excellent 
reasons for this. 

The base cost (B) I built into the 
system was 500gp + 150 x (current 
l e ~ e l ) ~ .  It looks ugly, but it works; 
Table 1 shows that B keeps pace with 
the xp gain characters need for gaining 
levels, and the use of the square keeps 
B reasonably low for low-level 
characters whle increasing it sharply 
for higher-level characters who can af- 
ford it. B is a factor which covers ex- 
penses for all nonspecific aspects of 
training, and clearly to justify the in- 
creases training must take longer at 
higher levels - another point to come 
back to. But now the extras come in. 

Special ability gains (SA7) are tricky. 
The special abilities gained by the 
druid at third and seventh levels are 
not charged for, because the PHB 
states that they are innate and the druid 
has to pay heavy charges (as a percen- 
tage of his total treasure) anyway. 
Likewise, charging for thief backstab 
gains would ruin a fourth-level thief 
trying to pay for training to gain fifth 
level (see Table 1). Further, continuous 
developments of talents like the 
cavalierlpaladin gaining of dexterity, 
strength and constitution, and the 
ranger's increased damage bonus 
against giant-class enemies, don't seem 
to me to be discrete SA gains. What 
does qualify, though, is the gaining of 
multiple attacks per melee round by 
fighters and fighter subclasses, which is 
a hefty increase in offensive potential 
and seems linked training-derived 
skills. The paladin's acquired ability to 
turn Undead, gained at third level, also 
seems a discrete and powerful ability 
gain and is likewise charged for. Many 

levels gained) and saving throws (every 
four levels gained) improve at different 
rates; if half an MJ is involved, just 
charge half the normal amount. Easy. 

Looking over Table 1, there are prob- 
lems which remain. Clerics and druids 
are going to stay poor at low levels, but 
this seems inevitable in almost any 
system which fixes training costs as a 
function of what characters gain. For 
the cleric the problem is caused by the 
relatively low xp gains needed to gain 
second and third levels, whereas for 
the druid the problem is caused by the 
tremendous gains in spell power this 
class makes when the third experience 
level is achieved. Obviously some 
character classes have to pay a much 
higher percentage of their treasure for 
training than others - but that's reflec- 
tive of the fact that, in AD&D, certain 
classes (most strikingly the druid and, 
to a lesser extent, the thief) need many 
fewer xps to gain levels than other 
classes (the monk and barbarian). 

of the abilities gained by barbarians 
(being able to strike enemies only nor- 
mally hit by magic weapons, etc) also 
seem fair candidates for a hefty charge. 
The real problem is the monk, of 
course: AC improvements, faster move- 
ment rates, multiple open-hand attacks, 

The first of these is spellgains (SG). 
There are two parts to this. The first is 
to consider whether the spellcasting 
character is gaining any spells of higher 
level than helshe could previously cast. 
The cost for this is high, reflecting the 
greater training necessary for master- 
ing this new skill; the cost is, in gp, 150 
x (level of spell gained)2. Again, use of 
the square keeps costs down for low- 

and  the special abilities listed A-K in 
the PHB . To avoid hammering lower- 
level monks with excessive training 
costs, only the A-K abilities are charged 
in the final system. The charge for 
gaining any SA is steep, fixed at gp cost 
of 500 + 100 x (current l e ~ e l ) ~ .  One 
arguable weakness is that I have 
counted all the diverse SA gains above 
as equal, but obviously some are more 

What looks odd is the fact that train- 
ing costs can fall sometimes as the ex- 
perience level to be gained increases. 
Well, why not? A sixth-level cleric 
training to be seventh level finds that 
his hit rolls and saving throws improve 
and he can now master a fourth level 
spell (two with 18 wisdom; note that 
the system does not charge extra for 
bonus spells gained through high 



wisdom since this is a function of the 
individual and not hisher training). A 
seventh-level cleric trainhg to be 
eighth level gains four spell levels (a 
first and third level spell) but no new 
level of spell, and no improvements to 
hit rolls or saving throws. Why 
shouldn't the sixth-level cleric pay 
more? We gets a lot more for his 
money, after all. 

A final word of warning: it is still the 
case in Tabk I that the cost of training 
can sometimes exceed the xp gain 
needed to qualify for an extra ex- 
perience level when the character is ac- 
quiring many new skillslspellslprofici- 
encies etc, altbugh this problem is 
nowhere near a$ bad as in the official 
system. However, it is possible for 
characters facing this prospect to salt 
away monies @ned at lower levels to 
save up for the later, expensive, train- 
ing. Still, two cautions follow for a 
GM. First, if you award xps-for-gps on 
a 1:l basis the charges in a b l e  I will 
be too high at low l m l s  and you will 
have to lower them. Second, certain 
character classes (paladins, monks, 
rangers, etc) are supposed to give away 
lots of their monetary gains and you 
should permit them to pay training 
costs before extracting the golden 
readies for donation to those 
mysterious worthy institutions the 
PHB is always going on about. 

I must stress again that the formulas 
used in Table I are arbitrary and com- 
prise a system which I find works; the 
key thing for other GMs is not to adopt 
this system, but to think about a logical 
system for determining training costs 
based on what characters get for their 
money, and to try it out. Some of my 
assumptions other GMs won't agree 
with, and many may feel there are 
things I've overlooked. Fine! Just be 
sure your own system is consistent 
within itself. 

But is it all really worth it? Why not 
do what the D&D game does and just 
ignore the entire problem? I don't 
think this works too well, especially 
when one considers weapon proficien- 
cy gains and, above all, spellcasting 
classes. They need training to master 
more complex magics, a source of the 

spells they want for their master and 
travelling spellbooks (MUs and illu- 
sionists) and, at least in the case of 
most clerics, they will be affdiated to a 
temple which will be keenly interested 
in their progress and they will have 
responsibilities to that temple. It could 
be argued they should want to seek 
tuition from a highly-respected senior 
cleric. And a scheme f < _ ~  training is an 
opportuniry, not a boring detail to be 
avoided. NPC trainers can be ssurces 
of gossip, treasure maps, adventures, 
informants, friends.. . using such NPCs 
helps to reinforce the campaign world 
as a social world. What's more, NPC 
trainers give extra flexibility to deter- 
mining training costs. If a PC really 
can't pay the cost, an NPC may agree 
to train himlher in return for part- 
payment in the form of some service 
or other. You can't do this kind of 
thing if you permit PCs to train 
themselves, for in this case costs must 
be inflexible (unless you charge 
nothing at all, which is really rather 
ridiculous considering everything 
characters gain when an extra level 
comes along). There are other advan- 
tages to creating NPC trainers who 
form relationships with PCs: I'll give 
just two examples. First, you may at 
some time find that certain PCs are not 
available for adventuring at some time 
during the campaign (maybe they have 
something else to do, or the player@) 
involved are not available so you can 
have a minority of your PCs act as hen- 
chmen for trainer NPCs who have 
some small-scale adventure on their 
hands. Second, in higher-level cam- 
paigns there often comes a time when 
an Unfortunate Death threatens to ruin 
an adventure. The PCs are stuck in the 
depths of the Underdark when the big 
front man takes one blow too many 
and then fails his resurrection roll. The 
adventure is now badly unbalanced; 
matters can be remedied (perhaps) by 
an MU teleporting back to base and 
recruiting an appropriate NPC fighter 
who has trained one or more of the PC 
party and knows them and trusts them 
to come and help out. Of course, a DM 
can remedy the situation in other ways 
(the Drow have a high-level ranger 
prisoner, he suddenly decides, and 
aren't the PCs fortunate to find him?) 
but bringing in a known and trusted 
NPC, a trainer, is a lot less contrived 
and is also something the PCs can 
think up and do themselves. 

Considering higher-level play brings 
in another point; PCs, at some stage, 
can become trainers themselves, thus 
adding even more PCINPC interaction 
and maybe providing a little extra in- 



come for those expensive higher-level 
spell components. This can also slow 
down the campaign to a more realistic 
time-scale, and brings home to players 
that even friendly NPCs don't just exist 
for their benefit. For example, in my 
own campaign it is a condition of 
training by members of temples and of- 
ficial guilds that, on attaining seventh 
level, the PC must make himself 
avialable to act as a trainer for a 
minimum period of six weeks per year 
- this helps to reinforce the picture of 
NPCs as independent characters with 
their own goals and motives, and when 
you have to undertake the same 
responsibilities that they do! 

Finally, all this isn't to say that self- 
tuition isn't possible. Indeed, in Table 

I I've only computed charges up to 
'name' level (I'm not certain where this 
is for druids and monks, so levels 14/17 
have been used as cutoffs there), 
because it seems reasonable that self- 
tuition should be a major possibility at 
this point. Indeed, although I don't 
usually allow self-tuition at lower 
levels (because this suits my campaign), 
if you're going to run an epic adven- 
ture such as the Temple of Elemental 
EvU, you will have to allow it. 'Alright, 
brave Lymeswold, that's the first level 
done, enough xps for another level so 
let's travel fifty leagues home, get train- 
ed, and come back 'n' give 'em some 
more welly' - hmmm. Not really on, 
is it? And what's more, when you do 
allow self-tuition you cannot use the 
official system for determining the 

duration needed for completing train- 
ing, because then Lymeswold and his 
mates will need lengthy holidays bet- 
ween the Temple levels, allowing the 
occupants ages to regroup and get rein- 
forcements and the like. Now that pro- 
blem - duration - I'm going to duck, 
because every GM has to determine 
this depending on the circumstances of 
hislher campaign. 

One last hint. My own players were 
required, when their PCs were needing 
training to gain second level, to fill in 
forms from official guilds which 
(amongst other things) required them 
to state in 100 words or less why they 
felt they were suitable candidates for 
training. Now that was fun, and I com- 
mend it to any GM! 

Note for Table 1 
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and thief-acrobats chief* 
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he battle wasovm Corpseslay 
broken on the field where an 
army had died, and the last 
survivors on the losing side 

werenow rapidly-diminishingdotson 
the horizon. 
On theedgeof the battlefieldstoodSkrag 
theS1aught.q breathingheavily. Piles 
of dead jittered theground abouthim, 
andhisstamzetalaxedrippedcrimson 
tears for their souls. For once, he was 
tired of killing - eve y bone in his body 
achedwitha terrible weariness, andhe 
bled from a dozen small wounds. 
Perhaps it was because of this battle- 
weariness that the renegade Ogre did 
not notice the movement in the bushes 
behind him, didnot hear the whispers, 
orthesoft footfalls. Whateverthecause, 
he was taken completely by surprise by 
what happened next. .. 

This short two-player battlegame uses 
the Warhammer Fantasy Battle rules, 
and is based round the legend of Skrag 
theslaughterer (see WD79, p. 50). When 
Skrag made his pact with the renegade 
Chaos god Malal, he was led to a Chaos 
Dwarf hold where he forced the smiths 
toforgeagreat suit ofplatearmour. Once 
it was fitted, Skrag massacred the 
Dwarfs, using theirblood to consecrate 
his armour to Malal's service. 
Unknown to the Slaughterer, there was 
one survivor. Ever since that day, the 
Chaos Dwarf Spikes Harvey-Wotan has 

shadowed the renegade Ogre, awaiting 
the chance to avenge his comrades. He 
has sworn an oath to his master Khorne 
the Blood-God that he will strike the 
blow that will end Skrag's life. Now, he 
believes that his waiting may be over. 

In his travels, Wotan encountered the 
mad Dwarven engineer Oxy 
O'Cetylene, andwas allowed to borrow 
one of his latest inventions - a steam- 
powered fighting robot. He knows that 
Skrag is weak after the battle, andis hop- 
ing that the Tin Man will be able to 
weaken the Ogre further. Then he can 
step in and deal the fatal blow, 
according tohis oath. TheDwarfhas also 
gained the services of two fellow- 
worshippers of Khorne, a pair of Chaos 
Goblin Fanatics calling themselves 
Blood and Gore. If they candistract the 
Ogre long enough to allow the Tin Man 
to close for combat, his plan might just 
work. 

Setting Up 
A full-colour board is provided for use 
with thisgame -you canuse thecounters 
provided to represent the participants, 
or the appropriate Citadel miniatures. 

One player plays Skrag the Slaughterer, 
and the other plays Spikes Harvey- 
Wotan, the TinMan and Blood and Gore. 
Skragstarts thegame on thesquaremark- 
edS, and theothercharactersstart inthe 
dottedareaattheother sideoftheboard. 
The Wotanplayer moves first; after the 
first round, the characters move in 
desending order of Initiative scores. 

Skrag's Wounds 
At the beginnin of thegame, the Skrag 
player rolls a D( halving the result and 
roundingfractions up, andadds 2. This 
is Skrag's initial Woundsscore, takingin- 
to account anywounds that hemay have 
suffered during the recently-finished 
battle. 

Powering the Tin Man 
At thebeginning of thegame, the Wotan 
player must decide how much fuel to 
give the Tin Man. The Tin Man can be 
loaded withup to six units of fuel. Each 
unit allows the robot to function for one 
round. When the Tin Man runs out of 
fuel, it may keep on going for a little 
while before finally grinding to a halt. 
Every round after the fuel has run out, 
roll a D6: 

First round on no fuel - stops on a 6; 
secondroundonno fuel-stopsona5 or 
6; 
thirdroundonno fuel-stopsona4,5 or 
6; 
fourthroundonno fuel-stopsona3,4, 
5 or 6; 
Fifthroundonno fuel- stopsona2,3,4, 
5 or 6; 
Sixth round on no fuel - stops 
automatically. 

lhrn Sequence 
1. Move - each figure may move anumber 
of squares up to its M score, in any 

direction. Figures moving over piles of 
corpses move at half speed (i.e. each 
square withpiled corpses init counts as 
2 squares for movementpurposes). The 
Tin Man cannot move over piled 
corpses. 
2. Attack - a figure that is in base-to-base 
contact with another figuremay attack. 
3. MaGfunction - if the Tin Man loses 
Wound points in a round, roll a D10. If 
the result is more than it's Initiative 
score, aspecialeffecthas occurred. Roll 
again and consult the following table: 

Dl0 
roll 
1-2 

3 

4-5 

6-7 

8-9 

10 

Result 
Shutdown. The Tin Man 
ceases to function. 
Explosion. The TinManex- 
plodes; every figure in an 
adjoining square takes one 
Strength 6 hit. 
Berserk. The Tin Man's A 
score is doubled, and it at- 
tacks the nearest figure to it. 
Arm falls off. Equal chance 
of left or right arm. A is 
halved. 
Leg falls off. Equal chance 
of left or right leg. M is 
halved. 
Head falls off. WS is halved, 
and the TinManmoves in a 
random direction; roll a D8 
at the beginning of each 
round to determine the 
direction: 
1 2 3 
4 x 5 
6 7 8 

The TinManwillattackany 
figurewith whichit comes , 
into base-to-base contact. 

Winning 
The Skragplayer wins the game if Skrag 
survives, or if Wotan does not survive. 

The Wotanplayerwins thegame ifWotan 
deals the blow which kills Skrag. 
The game is a stalemate if Skrag is killed 
by any figure other than Wotan. 

Hints on Play 
ThebesttacticforWotanistousethetwo 
Goblins to distract Skrag until the Tin 
Man can close for combat. Wotan must 
thenwait untiltheTinManis destroyed 
or until he judges that Skragissufficient- 
ly weakened for Wotan to stand a good 
chance of killing him. 
The best tactic for Skrag is to kee clear 
oftheTinManuntilitruns out of uel, at- 
tacking Wotan if possible. 

P 

The Cast 
Spikes Harvey-Wotan 

M WS BS S T W I A Ld Int C1 WP 
3 7 6 4 4 2 5 2 1 0 1 0 1 0 1 0  

Special Rules 
As a Chaos Dwarf, Wotan does not hate 
goblinoids, nor does he suffer animosi 
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ASSEMBLING THE CARDBOARD CHARAC 





FULLTIME STAFF REQUIRED 
Games Workshop is expanding its chain of Retail 
outlets, and requires trainee managers and sales 
assistants for branches all over the country. 

Suitable candidates should preferably have Retail 
experience, and be aged eighteen years or over. 
Applicantsare expected t o  be proficient in Maths 
and English, or have the minimum qualifications 
of five 0 and t w o  A level passes. Knowledge of 
hobby games an advantage, but not essential. 

Successful applicants will be committed t o  pursu- 
ing a career in Retail, and have a strong desire t o  
succeed. They will enjoy the benefits ofworking 
for adynamicand professional Company, which 
can offer excellent promotional prospects and an 
on-job training scheme. 

Salary negotiable upon age and experience. 

Please write for an application form t o  the follow- 

Lindsey D le Doux Paton, Retail Administration, 

I 

TOY & HOBBY 
INTERNATIONAL LTD. 

Now stocking a full range 
of fantasy games 

and Citadel Miniatures 
TOY & HOBBY STORES 

2301240 Grange Road Lowthian House 
Birkenhead Market Street 
Merseyside L41 6EB Preston 

48/50 Foregate Street The Hardshaw Centre 
Chester CHl IAE Church Street, St Helens, 

Merseyside WAlO 1EB 
Sprin Gardens f Manc ester 12/16 Princes Street 

Stockport SKI 1SE 
Unit 33 
'Ibwn S uare Shopping Centre Unit 1, Bryan House 
Ashno1 Street Standishgate, 
Oldham OL1 1XP Wigan WN1 1UP 



ty against elves. He is subject to frenzy 
when fighting Skrag the Slaughterer. 
Wotan's armour gives him an armour 
saving throw of 5 or 6. 
Skrag the Slaughterer - Ogre Major 
Hero 

M WS BS S T W I A Ld Int CI W P  
6 7 5 5 6 5 6 4 7 6 5 9  

Special Rules 
Skrag'sstamzetalaxeisnotmagical, but 
it behaves as if inscribed with an 
everlasting rune of cutting and 
smashing. His amour has aruneofpro- 
tection and an amourrune, giving him 
anamoursavingthrowof4,5 orb. As he 
is becoming symbiotic with his armour, 
it no longer encumbers him, so that his 
move is not reduced. Skragis subject to 
frenzy. 
The Tin Man 
M WS BS S T W I A Ld Int C1 WP 
6 7 0 5 5 5 3 2 0 0 0 0  

Special Rules 
The Tin Man's metal skin gives it an ar- 
mour saving throw of 5 or 6. Other 
special rules are given above. 

Blood and Gore - Chaos Goblin 
Fanatics 

M WS BS S T W I A Ld Int C1 WP 
4 2 3 3 3 1 2 1 5 5 5 5  

Special Rules 
BloodandGorearesubject to frenzy, and 
are both armed with the ball-and-chain 
- see the Warhammer Fantasy Battle 
rules, Vol. 1 p. 41. They are unamoured. 

I SPECIAL OFFER I 
The miniatures needed to fight outthis special scenario are 
available from Citadel. 

SKRAG is a C23 Ogre f 1.50 
SPIKES HARVEY WOTAN is a D4 Chaos Dwarf £0.60~ 
THE TINMAN is available for a limited period of time only 
as part of the LE14Tinman & Oxy 0,cetylene £1.50 
BLOOD & GORE are from the C27 Goblin Fanatics Range. 4 
Figures for f 1.95. 

W e  are offering SKRAG, SPIKES HARVEY 
WOTAN, BLOOD & GORE and the TINMAN & 

for the special price of just 

SKRAG 

"e" 

I BL~"OD GORE 
P&P 95p Orders under €10. Over El0 Post Free 

WcrrAN CITL~DEI. I 
Write to: CITADEL MINIATURES. CHEWON ST.. HILL TOP. EASTWOOD. NOTTINGHAM. NG16 3HY jtuxlKr'nn'S 

Now with a wide selection of 
Fantasy Board Games, Rolepla ying Games 

and Citadel Miniatures 
Debenhams Debenhams Debenhams Debenhams Debenhams 
Rockingham Way Bridgewater Place Mercury Gardens Frith Road Station Road 
Off Charter Row Manchester Romford Croydon Harrow 
Sheffield Essex Surrey Middlesex 
S Yorks 

Debenhams Debenhams Debenhams Debenhams Debenhams 
Millbrook Oxford Street 22 The Quadrant Queens Buildings 26/28 New George Street 
Guildford London Swansea East Street Plymouth 
Surrey Southampton Devon 



v RDF SOURCE BOOK f 4.95 RRP 

This supplement for Twilight 2000 tells you everything you need to know 
about America's Rapid Depoloyment Force - or whats left of it! Full 
details of the units that make up the force are included, and details of 
all special equipment and vehicles the RDF has available. 

TROLLS OF THE MISTY MOUNTAINS f 3.95 RRP 

Contains three complete adventures for MERP set in the dark & rugged 
East-wood, which lies in the shadow of the brooding Misty Mountains. 
Lord Elasander plans to build a great road through the East-wood, but 
he will need help to defeat the Trolls of the Misty Mountain. 

v ROLEMASTER COMPANION f 8.95 RRP 

A fantastic new supplement for the Rolemaster game system that no 
Rolemaster player or gamesmaster will want to  be without! Jam pack- 
ed full of brand new material to expand and improve any Rolemaster 
campaign. 

This manual contains over 6Ofully developed adventures that can easily 
be inserted intoany DM'S campaign. The intriguing encounters are ready 
to play and will challenge player characters of all levels. DMs are sure to 
find The Book of Lairs convenient, innovative play-aid for any wilderness 
campaign. 

The first scenario fo ainst a menace 
that threatens the very era of Immortal rule - a vast swirling grey storm 
of incalculablesize, beyond Immortal control. And in its centre, an eye. A 
humanoid eye. The growing maelstrom emits a message which, if they 
can understand it, will allow the players to save this realm of existance 

v UNDEAD f 7.95 RRP 

A brand new Role-Aid from the talented Mayfair team, suitable for use 
with AD&D or any fantasy role play game system. Undead contains not 
only valuable reference material for use in any campaign, but also acom- 
plete scenario for 4-6 experienced characters. 

ROADHOGS f 4.95 RRP 

Calling all Teenage Mutant Ninja Turtles fans! Here is the latest and 
greatest supplement for cult TMNT RPG game. Set on the West Coast 
of a post-holocaust America. Roadhogs provides a new background and 
rules for games based on the TMNT game system. 

v 19 DAY OF AL'AKABAR f 5.50 RRP 

A deadly plague sweeps your land. The holy men say that if only they 
had the Talisman, they could create cures for this dread disease. Many 
adventurers have tried and failed to find the Talisman of AI'Akbar. Now 
it is your turn. Find these treasures, and save your people! 

Are you ready to fa gruesome Geonid or 
the dread Dusanu? These and many other baleful beasts lurk within the 
pages of the Creature Catalogue. Whether your players' are 1st. 21st, or 
31st level the Creature Catalogue contains many fantastic creatures with 
which to confront even the most foolhardy adventurer. 

Pr 
city of Carse. This is the second of Chaosiums'City' series of supplements, 
and it provides invaluable information for any gamesmaster wishing to run 
city based adventures. 

HOW TO MAIL ORDER 

Mmkm chaquaa papble to O m  Workahop Ltd. 
Includa coat of postaw I packing 

Orders over C1O.OO are post free 

OVERSEAS : Add 33% for Carriage 

OVERSEAS AIR MAIL : Add 55% for Carriage 

HOW TO TELEPHONE ORDER 

BARCLAVCARDVISA ACCESS DINERS CLUB = 
Simply k Qul&iy Tmhphom Vour O r d m  

D l n d  to ua on Motll-a 

(0773)789622 or (0773)760402 

bhn8.10.mmdS.Wv1 

A 



An optional rule for Call of 
Cthulhu. 
by Marcus L. Rowland 1 2  4 5 1 5 3 0  willstart screaming ifhe lets the 

stay conscious, and signals his 
hile the flavour of Call of Cthulhu is thugs to knock them unconsciou 

WmainlYderivedfromthewrtingof ( 3 )  I t  the blow produces a knockout under 
Lovecraft andassociated authors, the way these special rules the victim revives with 
the game tends to be played owes quite a lot a splitting headache, but will only take 1 Lady Amanda Prentiss is s 
to the pulp detective stories of the twenties. point of damage. 
Most investigators carry guns, associate with 
criminals, and live in a world of violence. As 
Philip Marlowe said 'Down these mean 
streets a man must go'; investigators tend 
travel streets evenmore sinister than thos 
which Marlowe encountered. 

alistic, since blows to theskull powerful 

Despite appearances this isn't a b p d e s s  
situation, and Inspector Fosdyke and the 
police will arrive to free the investigators 
after Wo Fat has revived them and explained 

investigators' Mythos knowledge will be 

Example: The sinister Doctor 
Fat anda dozen thugs have co 
nered three investigators in his 



A Short Adventure for Pendragon, Warhammer 

T his adventure should be su id le  for a single high level character, or a mid- 
level party. You will have todecide for yourselves whether this short adven- 

ture will present a sufficient challenge for your daver(s). Statistics for creatures 
and NPCS are presented in a separa& sec6on aithk end of the adventure. Notes 
to such items as 'gold nieces' should be translated into whatever coinage is an- 
propriate. For A ~ & D  y~~ might like to inflate the amounts of money i&olvid 
to take account of that game's abundance of gold. 

BACKGROUND 
Oakhelm is a village, built within the walls of alarger town, set on the southern 
side of Lowbough forest, surrounded by farmlands. The nearest large town lies 
somedistance tothenorth throughthe forestalthoughthe path was, until recently, 
well-travelled. 

Oakhelm was onceaprosperous and thriving town, until 125 years ago when, 
on Midwinter's Eve, a group of trolls descended upon the town, killing, eating 
and despoiling everything and everybody that they found. The town guards put 
up a short fight, then fled with the rest of the townsfolk. By dawn, the surviving 
townspeople had summoned enough courage to return, but the trolls had vanished 
into the night. 

By chance, abandofsix Knightsoftheorderofthe Silver Moon rodein from 
the north. Whenthe trollsreturned, theKnightsrodeoutand harriedthemback 
into the forest, where the trolls were surrouided and utterly destroyed. Return- 
ing to Oakhelm, the Knights, threeof whom had beenmortally wounded, were 
horrified to find that the townspeople turned their backs on them. Furthermore, 
it appeared that the townsfolk had also stolen the fallen knights' swords, although 
these had actually been taken by Alunal the Mage, the indirect controller of the 
trolls. The people of Oakhelm now feared the violence of the Knights as much 
as they had feared the trolls. TheKnights rode away, vowing that they would make 
Oakhelm and its people pay for their ingratitude, discourtesy and theft. 

Oakhelm went into its long decline, with less and less tradewith the towns 
to the north, and smaller acreages being put under the plough. Now the final 

making straw for Oakhelm's survival seems to have appeared. 

the pi 
in Lo 
c-- - 

)r the past two months a mysterious knight inblackarmou~has beenblocking 
3th north from Oakhelm. The knight resides in a pavilion bv the only ford 
wbough forest. ~t all other points :he river is too swift or its6anks todsteep 

IUI ZI cart even if another path wuld be found through the forest. All who have 
wished to cross the ford have been challenged, or a toll of 10 gold pieces or 'the 
swords' has been demanded. 

Obviously, none oftheknight's conditions can bemet by thesimple peasants 
of Oakheltn, who cannot fight, are desperately poor and don't know what is meant 
bv 'the swords', so thev can no longer travel 
north to trade. Thevillagers can just &ut raise 
5 goldpieces between them, andthev are will- 
ing tobffer this sum to anybody who will rid 
them of the knight. They know that this is not 
much, even when it is all they have.. . 

It islikelv thatthePCs will havetodeal with 
the 0akheim7s 'Mayor', Bardolph Fletcher, 
who will explain the village's medicament, ar- 
range for a~comodation~al tho~~h it is likely 
that the PCs wuld have to pay the miserly 
villagers), and pay the PCs (butonly when the 
job is done). 

Oakhelm is amiserable collection of huts, 
but the villagers will be happy to talk to the PCs 
about their sad historv. but thev will not men- 
tionthe factthatthey <urnedag&nstthose who 
helpedthem. Thenumberoftmllswill varyac- 
coiding to the speaker, but everybody l&ows 
that the trolls' cave, which has never been 
found, must be full of 'jools and preshus 
fings.. .' 

THE KNIGHT 
Thereare, in fact, seven knights who wear iden- 
tical suits of armour and take turns to watch and 
wait at the pavilion by the ford. Theknights are 
the descendants of the original Knights of the 
Silver Moon, who have continued ;he vow of 
their forefathers. Honour prevents them from 
simply slaughtering the~aichelmvillagers, and 
they have settledon thisschemeofblocking the 
way to and from the village - and stranglGg it 
by cutting all connections with the outside 
world -as themeans of makingthevillagepay. 
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Fantasy Role-Play and AD&D by Bryan Sturdy 
The knights will remain wherethey are until the onset of winter; the bitter cold 
ofwinter shouldcompletethevillagers' downfall. Only whenthevillage is finally 
abandoned, or if they ever the swords that were taken from the fallen knights 
will they auietlv ride away and leave Oakhelm in peace. The toll(s) of 10 gold 
pieces wiil be h e n ,  but bnly so that they can be given to the order as a con- 
tribution to the upkeep of the knights' tombs). 

Offering the kbighis any or allcbf the threeswords that were taken from the 
fallen knights (and are now in Alunal's treasurechamber - see below) will also 
result in tfieir departure. The knights assume that thevillagers have the swords, 
and do not know that Alunal took the swords after the fight with the trolls was 
over. They will be willing to leave Oakhelm in peace if the swords are 
returned. 

Each of the knights guards the ford for one day, while another awaits within 
ear-shot should the first one fall in combat. Even if these two knights are 
killed. another two will take up the watch on the following day, until all aredead. 

a he waiting knight at the f& will usually beencounte& outside his pavilion, 
mounted on his large, black warhorse, with another similar horse tied a short 
distance away. He will answer no questions, but will demand the toll to use the 
ford. or challellge one of the PCs to a fight. He will dismount and fight on foot 
if required to doso. ~n~ of the knights w2l fight as long as he can hold-a weapon, 
and will refuse any offer of surrender (although they will allow opponents to 
withdraw). If captured, aknight will kill himself at the first opportunity, rather 
than give his companions or purpose away. 

Within the pavilion are food, drink and weaponry suitable for a knight - 
greatswords, maces, lances and the like. The knight will offer the use of any 
weanons he has to the PC who fights him. although not the use of a horse. 

fheknight'scave (where they spend thdir time when not at the ford) is well- 
stocked with food, and quitecomfortable. Theknight's have yetto discwerthat, 
at the back of their cave, is a concealed tunnel leading tothe trolls' old lair. Allow 
the PCs a 50% chance of discwering this entrance. 

THE OUTLAWS 
Within the confines of the forest are a small band of outlaws , lead by self-styled 
'Defender of thePoor'. Hu~hoflowbou~h.  Heand his menarecomvletethugs 
who would willingly but tEe throats of tGeir own mothers were there profits yo 
be made. Thev know of the 'Black Knieht' at the ford and of the other knights 
in the cave, bit they have not made any ionnection between the two. ~ l t h & ~ h  
they are scared ofthe Black Knight and what hemight represent, they will make 
no deals with the PCs, preferring to stick with the 'old methods' of ambushing 
anvone who comes within their woods. Hugh knows the location of the aban- 

doned troll: lair, andthat thereare further tun- 
nels beyond it, although he is too scared to enter. 
He will trade this information for his life. 

THE ABANDONED TROLL HOLE 
This hole, hiddenbehind a boulder, has lainun- 
touched wer thelast century, and contains quite 
a s d  amount oftreasure considering the raid 
the trolls carried out on a then-wealthy town. 
Among the rotted clothing, bones, mildewed 
casks and other worthless items are scattered 
200 gold coins, and a gold chain of office. This 
was the mayoral chain when Oakhelm was a 
prosperous town, and has the effect of increas- 
ing the wearer's impact on followers (increase 
charisma related abilities by up to 20 %). 

Inscribed onone wall of thetroll hole are a 
set of magical runes, which areunintelligible 
to any form of magic at most times. During 
times of changein the moon's phase (new, full, 
and the two waxing and waning phases when 
only half themoon is visible) the runes can be 
read, and their nature is such thatthey will cause 
any reader to be filled with a terrible fury (sub- 
ject to whatever resistance to magic checks are 
appropriate to the game system). The reader 
will airresistable desire to despoil and destroy 
the nearest evidence of civilization - it was the 
effect of these runes that made the trolls des- 
cend upon Oakhelm in the first place. If an of 
the PCs are in the trolls' lair at the appropriate 
time they will feel a similar urgeto fall uponthe 
village and destroy it. 

At the back ofthe cave, hiddenbeneatha par- 
ticularly smelly pile of rubbish is a trapdoor, 



which will collapse if any greatweight is placed upon it. Beneath the trapdoor 
is a shaft leading down to a passage that leads into the tunnels and passageways 
of Alunal the Mage. 

ALUNAL THE MAGE 
It was Alunal who was responsible for placing the runes on the wall of the trolls' 
lair and subseouentlv it was heand his familiar that removed much of the wealth 
that the trolls had a6cumulated. Alunal was a corrupt and dishonest man, and 
felt no sympathy for the townsfolk whose livelihoods he was wrecking. However, 
shortly after thetrolls weredestroyed, and Alunal hadtakentheknights' swords, 
he was killed in a com~le te l~  unrelated accident, when a port- ion of the tunnel 
roof fell on his head &d l d k e  his neck. His idy ing  g;eed and petty malice 
have kevt his s~ i r i t  alive through the years, and he now roams the passages as 
a ghost-~ikec&re. There is ~cumuiative~hanceof5 % per hour that AlGnal's 
spirit, a tall, W s i n g  figure. that will cause unease in anyone seeing it, will be 

? - -  
encountered. 

His mouldering bones now lie beneath a small heap of stones and rock. The 
tattered robes on the body were once fine, and the skeleton still has a gold ring 
on one finger (the key to his treasure chamber), and a staff beside it. Should this 
c o m e  be destroved or removed from the tunnel. Alunal would be freed after 
his 'century of wahdering within his passages. &ever, the ghost is too greedy 
to allow anything to be taken away without a fight. 

THE PASSAGES 
1. After the site of Alunal's death, the passage continues onwands, and becomes 

dank, cold and wry unpleasant. Being a cautious man, Alunal tookprecautions 
against the trolls, and on one wall of the passage is carved a stylised and savage 
face. while beath is a faded and semi-legible inscri~tion: -- --t -e under~r--s--e 
d d b -  yo-rdo-n&l- ( ~ o ~ u t  me~nde~~ressurewbuld be yourdown611). The 
face was intended to make the trolls reluctant t o w  any further. while the inscriv- 
tion is a reference to the pit trap that awaits ahkd. - 

2. The pit trap is old and no longer functions properly, so that even if it is stood 
on it will drop only an inch before becoming wedged in the hole below. However, 
the problem-with-the trap is that a troll became-trapped down it a century ago. 
Since then, it has been - for want of a better term - alternately 'hibernatin and 
working its way back up to the top of the hole. Should anyone step onto e pit 
trap, it will sense this and attack through the 'lid! 

3. This chamber is wmpletelv mty. The secret door in the west wall is 
relatively easy to detect as i6 hingks ha& kstedand slipped, but this also means 
that the door is verv hard to oven (half n o d  chance of doing so). 

4. The room is 6are of all dm-ntation, except for a murG l&king pool 
in the centre of the floor. At thebottom of the pool can be seen the gleam of gold 
and jewelry.. . 

The water itelf is fairlv harmless. althoughit is ereen. slimvand smells decayed 
and faintly acidic. ~ e d w o r k d i ~ p e d  in6 the water will show signs of c o k -  
sionalmost immediately and ifthe water wmesinto contact withtheskin, there 
is a 50% chancethat some formof disease (your discretion) will be contracted. 
The 'gold and iewelry' at the bottom ofthe pool isiIlusionary, althwghthecreature 
that 'Eves' thire- aiqeundead fishmodvatedby ~lunai 's power- will not take 
kindly to anybody who pokes and prods in the water.. . 

5. -Theendlessseries of caves, chambers andcaverns, all heavily coated with 
stalactites and curtains of stone, run miles beneath the hills. Unless the PCP mark 
thecaves as they pass through, they will rapidly become lost in the never-ending 
series of similar and confusing chambers. You may make the cave systemas lame 
as you like, inhabited by whatever creatures areappropriate to campaigi. 
Only by taking the right hand pathat all times fromthe door out ofthe first chamber 
in k u - d ' s  c&nvlek can the treasure room be found. 

6. This iron door is very rusty, and apparently without a key. Carved onto 
its outer face is alaree, hidwusface with a protruding tongue. Placine: Alunal's 
ring on the tongue kill open the door (and a slight,iircdar depression in the 
tongue can be seen where the ring should go). Any other object placed on the 
tongue - or attempting to open the door will cause the door to r e v e d i  true self 
as a (now rather rusty) iron construct. Although it cannot move, anyone within 
10' is vulnerable to ~ t s  attacks. 

7. This is Alunal's treasure chamber, and it is herethat Alunal's sdrit will 
be encountered, along with the undead corpse ofhis familiar.  he spirii will use 
all its powers to prevent the PCs removing any obiect from the chamber, even 
those b a t  are illbsionary treasures (see bel&). " 

The three swords are clearly momisable as such, as they rest in a rack and 
have been carefully wrapped ininoiled doth and protected frkthe worst excesses 
of years ofdarnpinthe passages. The blades arestill inexcellent condition, and 
the knights wiB be happy to-receive the swords in this state. 

The rest of the treasure within the room is ina sorry state. Much of the cloth 
was once quite valuable and f i l y  decorated, but it has rotted over the years. 
There are several mildewed bags of coins scattered about, eachapparently con- 
taining some Wgold wins invarious denominations. However, there is a 50 % 
chance that eachb is actually an illusion and, should it be exposed to sunlight, 
its true nature as 8 a g  of earth and stones will be revealed. 

AD&D 
TheSevenBlackKnights: AC2; MV9"; Fighter4; hp30each; AT 1 weapon; 
Int Ave; AL LN, Size M; xp 240 each; armed with lances, broadswords and 
maces; all have heavy warhorses (AC 4; MV 15"; HD 3+3; hp20each; AT 
3 ; D 1-811-811-3). 

HughofLowbough: AC 6; MV 12"; Fighter 5; hp 19; AT 1 weapon; Int Ave; 
AL CN; Size M; xp264; armed withlongbow, shortwordand 3 daggers; 4 1% 
gems. 

17Outlaws: AC7; MV 12"; Fighter 1; hp6each; AT 1 weapon; M A W - L k ;  
ALCN(E); SizeM; xp32 each; armedwithlongbaws, clubsandlor shortswords. 
ld6gp each. 

AlmdTheMaee: AC 6: MV 12": HD3+3: h ~ 2 8 :  AT k D2-Jdusstreneth 
drain; SA spells~magic~issile (xi), shield, b&, hbldperh ;  Int h e ;  ALEE; 
Size M: XD 567: cf shadow MMv86: Alunal also has the use of his staffofstrik- "" " 
ing (1 c h k e )  which is still by &is hdY. 

Hibefnating %Il: AC 4; MV 12"; HD 6+6; hp 40; AT 3; D 5-815-812-12; 
SD Regeneration; Int Low; AL CE; Size L; xp 845. 

UatleadFish: AC 8; MV/l6"; HD2; hp 16; AT 1; D 1-8;IntNon; ALW; Size 
S; xp 52; cf zombie MMpl03. 

The Icon Dmr: AC 1; MV 0"; hp 40; AT 1 tongue (10' range); D 1-12; SD 
immune to all mind influencing, electrical, heat and cold based attacks, +1 or 
better weapons to hit; Int Non; AL N; Size L; xp 1080. 

UndeadFamiUar: AC 6; MV 12"; HD 1; hp6; AT 1; D 1-4; Int Non; AL CE; 
Size S; xp 12; damage done to the familiar is also done to Alunal. 

The h n  Ma& Knights 
M WB BS S T W I A Dex M Int CI WPM 
4 63 35 6 4 11 50 1 29 59 39 59 29 39 

fld3ls , 'Ikgppmgs 
Dodge Blow Plate Armour and c h e d  helmet 
M e  - Horse Lance 
S p d s t  Weapon - Lance Shield 
Strike Mighty Blow Sword 
Strike to Stun Mace 
Strike to Injure 



M- WS BS T W I A Dex Ld Int CI WP Fel 
4 53 55 4 5 1 50 2 39 59 39 39 29 39 

Skills m ~ p i n g s  
Concealment Rural Bow and Ammunition 
Disarm Sword 
Dodge Blow Leather Jerkin 
Follow Trail 3 Crowns, 14 Shillings 
Marksmanship 
Ride - Horse 
Scale Sheer Surface 
Secret Language - Battle Tongue 
Set Trap *?&.dl&... 

Silent Mwe Rural 
Spot Trap . Strike Mighty Blow 
Strike to Stun 
17 Outlaws 
M WS BS S T W I A Dex M Int CI 
4 43 35 3 3 9 40 1 29 29 29 39 

WP Fel 
29 29 

Skills 
Concealment Rural 

mmiags 
Bow and Ammunition 

Disarm Sword or axe 
Dodge Blow Shield 
Scale Sheer Surface 50% chance of Leather Jerkin 
Set Trap Dl0 shillings 
Silent Move Rural 
Spot Trap 
Strike M~ghty Blow 
Strike to Stun 
Alunal the Mage (now a Wight) 
M WS BS S T W I A Dex M Int CI WPFel 

Alunal has 3 Strength and 3 Magic Points when first encounteml. He must ex- 
pend Magic Points to remain active, at the rate of 2 points per round of combat. 
If he manages toaccumulate enough Magic Points, he is still able to cast spells; 
the available spells are Aura of Resistance, Fire Ball and Steal Mind. 
The components for the spells are still on Alunal's body, and retrieving the com- 
ponents for each spell counts as a rake-up action. 
As a Wight, Alunal causes Fear in all living creatures. He is not subject to In- 
stability while in the passages. 
Alunal also has a magical staff; it stores 9 Magic Points in the same way as an 

Energy Jewel. Alunal may use the Magic Points to maintain his physical form, 
or to cast spells, as the GM desires. The staff is capable of wound'i  creatures 
which a r e - b n e  to normal weapons, even when drained of Magic Points. 
Hibernating Troll 

M W S B S  S T W I A D m L d I n t  CIWPFel  
4 33 25 4 4 10 10 2 14 89 14 89 89 10 

The Troll is subject to all the special rules given in the U6r-r Wntasy 
Roleplay rulebook. 
undsad Fish 
M WS BS S T W I A Dex Ld Int CI WPFel 
4 25 0 3 3 5 10 1 - 43 14 14 1 4 -  

The M score shown is for movement in water; the fish cannot leave the pool. 
Any wounds causedby the fish have a20% chance of causing T d  Rot; wounds 
that donot cause Tomb Rot havea50% chance ofcausin Infected M u d .  The 
fish is controlledby the spirit ofAlunal, andbecomes sufject to Imtability once 
Alunal is destroyed or when it is out of water. 
The Iron Door 

M WS BS S T W I A Dex Ld Int CI WPFel 
0 7 3 0 6 6 2 9 1 0 1  - - - - - . -  

Thedoor is immune to all attach based on heat, cold and electricity, to magical 
attacks affecting the mind, and to normal weapons. 
Undead Familiar 

M WS BS S T W I A Dez Ld h t  C1 WPFel 
4 25 0 1 3 3 20 1 - 18 18 18 1 8 -  

Because of themagical relationship between Alunal and his familiar, damage 
done to the h i l i a r  is also subtracted from Alunal's Wmds  score. It becomes 
subject to Instability if Alunal is destroyed. 

Pendragon 
The Seven Black Knights 
Heavy Chain h o u r  10 pts 
Total Hit Points 24 
Major Wound 12 
Unwncious 6 
Knockdown 12 
Move 3 
Damage 4d6 
Healing 2 
Hugh of Lowbough 
Cuirboulli Armour 
Total Hit Points 
Major Wound 10 
Unconcious 6 
Knockdown 14 
Mwe 2 
17 Bandits 
None 
Total Hit Points 
Major Wound 

;r 
10 

Unwncious 5 
Knockdown 10 
Move 2 
Alunal The Mage 
Armour (Ethereal) 8 pts 
Total Hit Points 20 
Major Wounds 10 
Unconcious 5 
Knockdown NIA 

Battle 
Lance 
Ride 
Sword 
Joust 
Horse type 
Horse move 
Horse damage 

Battle 
Sword 
Bow 
Dagger 
Damage 
Healing 

Battle 
spear 
Bow 
Damage 
Healing 

Hands 
Mwe 
Damage 
Healing 

14 
14 
14 
14 
14 
Charger 
8 
6d6 

8 
13 
12 
10 
4d6 
2 

5 
12 
10 
3d6 
2 

10 
4 
4 
NIA 

Armour is based on the fact that Alunal is insubstantial. Magical powers are as 
assigned by the GM from Curse, Glamour and Summoning. 
Hibernating %ll (Giant) 
Armour 
Total Hit Points 

6g 
Major Wound 20 
Unconcious 10 
Knockdown 20 
Move 6 

The Iron Door 
Amour 30 
Total Hit Points 100 
Undead Familiar 
No Armour 
Total Hit Points 
Major Wounds 

P 
8 

Unconcious 4 
Knockdown NIA 
Undead Fish 
No Armour 
Total Hit Points 
Major Wounds 

2,'" 
8 

Club 
Grapple 
(does 3d6 damage) 
Damage 
Healing 

Tongue 
Damage 

Hands 
Move 
Damage 
Healing 

Bite 
Damage 
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by Steve Palmer 
This article is the sequel to All in the 
Mind, which appeared in WW9. It 
deals mostly with a new psionic com- 
bat system, but also touches on other 
areas of mental ability. It is meant to 
be used in conjunction with the 
previous article. While references are 
made to AD&D psionics, these rules 
will work with any games system. 

Psionic Combat 

To my mind the problem with psionic 
combat in the past has been its un- 
necessary complexity. There are far 
too many different tables, extenuating 
circumstances, etc most of which I in- 
tend replacing with a much simpler 
system, but one which still has poten- 
tial for interest and some strategy. 

The idea behind this new system is 
either to overload your opponent's 
mind with psychic energy, or to 
remove all his defence shields. Every 
natural psionic has a Psionic Strength 
(PS) of ldlOO plus one for every point 
of INT, WIS or CHA above 12 (giving 
a maximum PS of 118). The doubling 
and quadrupling factor for two or three 
17+ abilities is scrapped - every 
psionic will therefore have a PS range 
of 5 - 118 (since a minimum score of 
16 is still required in one of the above 
three abilities). PS is used when using 
abilities and in psionic combat. Latent 
psionics can never engage in combat, 
but use up their (limited) PS when 
their abilities are active. The numbers 
given in WD70 for ability costs can be 
switched straight from old-style STR 
to PS. 

Compulsors get ld6 added to their 
PS, whilst soliptors add ld6 to PT (see 
below), commensurate with these par- 
ticular two classes. 

Every psionic also has the use of the 
seven defence shields. These absorb 
psychic energy, but are lost if their 
energy handling capability is equalled 
or exceeded. Every psionic can use 
these shields in any order, one at a 

Type Cost to deploy (PS) EHC 

time, providing the energy handling There is also the possibility of a 
capability (EHC) has not been equall- draw or stalemate. This happens when 
ed or exceeded. A shield is used both opponents have any of shields 
against one discrete psychic energy at- alpha to delta, but no PS. In this case 
tack (see Table I). there is simply no final result. Also, it 

is not compulsory to throw PS every 
round, though a defence shield must be 
put up. However, if both combatants 
throw no points on three consecutive 
rounds the combat is considered to be 
at an end - this is a stalemate. Note 
that providing one psionic throws at 
least one PS point, the other can throw 
none for as many rounds as he likes. 
Only when both throw nothing is it a 
stalemate. After a stalemate, psionic 
combat can only restart on the next 
melee round, should this be possible. 
Note also that if a person's current PS 
is 0 the mu, theta and pi shields are 
considered automatically lost, though 
he can defend until the other four have 

As can be seen, the four lowest EHC 
shields cost nothing to use, but the 
most powerful three do, draining 
points from the individual's PS. In 
each combat round, the opponents 
throw a bolt of psychic energy at each 
other, ie PS. The bolt may be absorbed 
by a shield, in which case the amount 
is knocked off the shield's EHC. If it 
equals or exceeds the shield's current 
(or initial) EHC, it is temporarily 
blown away, and in the latter case, the 
excess points have to be contained by 
the psionic. If he takes too much 
energy his mind will overload and he 
will be tempararily inactive. This is 
one of the ways of defeating your op- 
ponent. 

Each psionic has a Psionic 
Threshold (PT) which, if equalled or 
exceeded, means his mind has 'gone 
nova'. The PT is one third of the per- 
son's PS (fractions are rounded to the 
nearest whole number), plus a random 
factor. Psionics add a d6 to their PT, 
master psionics add 2d6, and the upper 
two types add 3d6. If the opponent 
loses all his shields, the same system 
is applied and he is temporarily inac- 
tive (see Table 2) - this is the other 
way to defeat your opponent. 

gone. Indeed the opponent cannot win 
until the defender's lower four shields 
are gone (or the PT is exceeded). 

PS Result if PT equalled or ex- 
ceeded or all shields lost 

5-50 Dazed 10 - 40 minutes (d4x10) 

51-80 Stunned 30 - 60 minutes 

81 - 99 Unconscious 2 - 5 hours 

100+ Coma 11 - 

The difference between un- 
consciousness and coma is that un- 
conscious persons can be brought 
round (though with great difficulty), 
whereas persons in coma are com- 
pletely out. Dazed psionics can do 
easy or non-intellectual things, such as 
running away; stunned persons are 
pretty much able to help themselves. 
After the effect has run its course, the 



psionic is at 0 PS, with all defense 
shields on full EHC. 

So, how does combat work? I sug- 
gest that the following chart is drawn 
up: 

throw psychic energy throw, in 

PS current total 

up currently used shield 

PT starts at 0 

On round one (each round lasts 1/60 
of a melee round), the character fills 
in how much PS he wants to throw at 
his opponent, up to the limit of 22; 
one psionic can never throw more than 
22 points. Then he fills in which 
shield he wants to use, and his new PS 
total. The opponent does the same. 
Then they compare defences with 
points thrown, and determine the 
results. Then round two begins. Below 
is a sample combat between two op- 
ponents, Nodonn and Abadon. A star 
indicates the shield is lost, its EHC 
equalled or exceeded; the numbers in- 
dicate the EHC left to that shield - 
how much PS the opponent needs to 
throw for it to be lost. 
1 

Abadon(PS 102, PT 45) 

1 2 3 4 5 6 7 8 9  
point throw 15 12 2 7 6 10 8 6 19 
PS 82 65 60 50 43 33 25 59 0 
shield up pi pi th th mu de ga be a1 

alpha * 
beta * 
gamma * 
delta * 
mu * 
theta 7 * 
pi 12 * 

PT - - - 1 1 7 14 14 14 

point throw 10 12 8 8 10 12 10 2 1 
88 76 65 54 43 29 19 12 6 

shield up mu de th th th ga be pi pi 

5 11 ll 11 ll 18 24 24 27 

In this combat, Abadon decides to 
use his biggest shields first, even 
though it will be expensive, whilst 
Nodonn decides to chop and change to 
try and outwit his opponent. In round 
one, Abadon's pi shield is hit for 10, so 
it drops to 12 from 22. He throws 15 at 
Nodonn, who, because he chose his 

mu shield, has it blown away and has 
to contain the extra five points. In 
round two, Nodonn guesses that 
Abadon's pi will stay, so throws 12 
points at it - it blows, but no extra 
points need to be contained by 
Abadon. Nodonn's delta gets 12 points 
thrown at it, so it collapses and he has 
to contain a further 12-6=6 points, 
making his PT score 11. He decides to 
use a theta on round three, knocking 
off the extra 3 points. This carries on 
as shown'. On round six, Nodonn 
forget that he needn't have thrown 12 
points; Abadon's best shield available 
is a six-point delta. All Nodonn needs 
to do is blow it away, and conserve his 
points. On round seven he makes this 
mistake again. On round nine, Abadon 
guesses his alpha will go, and he'll be 
subject to coma, so he throws all his 
remaining PS at Nodonn's pi, hoping 
this will be blown away, and his 
enemy's PT equalled or exceeded. The 
pi goes, but Nodonn manages to stay 
under his I T  of 35. However he blows 
away Abadon's alpha, and wins the 
combat by virtue of removing all 
Abadon's shields. He is left with 6 PS, 



which could be used for his abilities. 

There is no range as such for psionic 
combat, but the opponents must be 
within sight of each other - however 
far away this is (this assumes one or 
both know the other is psionic). Note 
that certain perceptors can initiate 
combat at practically infinite distances, 
making them very dangerous! If a 
combatant tries to get out of sight (by 
hiding behind a tree for example), this 
will never work since the other w i l L  
mentally know where he is. Once com- 
bat is in progress, sight isn't required. 

Note that if a psidnic tries to initiate 
combat with a non-psionic, the PS he 
would have thrown on round one is 
simply lost, and the other person's 
type is then known. In this case, non- 
psionic includes latents, since they 
cannot engage in psionic combat. 

Withdrawal From Combat 

It is possible to withdraw from com- 
bat, but the combatant who does this 
will be at quite a disadvantage. If this 
course is chosen, the person cannot 
throw any PS at his opponent, but he 
must defend using one shield of alpha 
to delta. The opponent can attack as 
normal but need only put up a non- 
costing shield (alpha-delta), he knows 

,,,do energy is coming his way. The 
withdrawer must declare his intention 
at the very beginning of the round that 
he intends to do so. Almost the only 
thing the withdrawing character can do 
is try to offput his opponent, but he 
may only use a psionic ability since 
each round is so short - there is no 
chance of him doing anything in 'real 
time'. Possible abilities might be 
domination (providing the victim is 
within range), telempathic projection, 
etc. Alternatively, the withdrawer can 
try to escape via a psionic ability - eg 
teleportation. If offputting is chosen, 
the opponent makes a save, and if he 
fails. the usionic combat is ended for 
that melee round (see Table 3). If one 
of the two combatants wants to restart 
it on the next melee round however, 
this must happen, providing the two 
opponents are in sight of each other. If 
the opponent makes his save, combat 
must continue as normal on the next 
psionic round. 

1 

Multiplexing 

Multiplexing is the melding together of 
two or more minds to gain strength 
and organisation, the result of this ac- 
tion being greater than the sum of its 
parts. However, it is a very difficult 
and occasionally hazardous operation, 

and may only be attempted by a group 
that contains at least one member of 
master psionic status or above. It is not 
limited to psionic combat however - it 
is quite possible to increase range, 
duration or power of abilities by 
multiplexing, though in these cases the 
psionics must all have the ability in 
question. I 

First, abilities. All four levels of 
ability can be changed dramatically by 
multiplexing. Ranges, durations, 
relative powers or strengths can all be 
vastly increased, depending on the 
number of units in the multiplex, their 
degrees, and a random factor. The 
result is in terms of a percentage in- 
crease. The starting number is the ran- 
dom element, thrown as ldlOO (see 
Table 4). 

Example - Three master psionics 
need to scry a group of revolutionaries 
on the other side of a sea. Normally one 
master psionic could do this as the abili- 
ty has almost unlimited range. However, 
the need is urgent, so they want to 
reduce the time taken as much as possi- 
ble. They go into the multiplex, and the 
DM rolls the dice - 70. This is multiplied 
by three, the number in the multiplex, 
and by the average of their degrees - 6, 8 
and 9 means an average of 7.7 or 8 to the 
nearest whole number. Thus the time 
needed to scry is reduced by (70 x 3 
x8) % or 1680 % ; quite a difference! The 
PS cost is shared equally by the psionics, 
though when one PS runs out (at this 
reduced rate), the multiplex will col- 
lapse. In this case, each master con- 
tributes a third of the normal PS cost of 
scrying. 

An alternative way of looking at this 
example is to say that the distance men- 
tally traversable is a given time is in- 
creased by 1680% - it amounts to the 
same thing. Note that it is at the GM's 
discretion as to whether a particular 



aspect of an ability may be increased by 
this method. For example, you might not 
want the range of Possession increased, 
since this might unbalance the game - 
as usual, it is up to individual GMs to 
decide. a 

If there are three or more in the 
multiplex, one of the characters can take 
the role of organiser of the others (as 
long as they trust him to do this). If this 
is attempted, the most powerful type 
takes the role (if more than one, either 
will be able to do this). The person 
counts neither his presence nor his 
degree of multiplex. Instead the final 
percentage result of the others is multipl- 
ed by half his degree (round up but take 
a minimum factor of two). The role has 
certain dangers; since the organiser is 
taking most of the responsibility of the 
multiplex, the psychic energy goes 
through him. At the end of the event, he 

I unir 
number max.PS-t- 

h m  shield EHC's upper shield 
costs 

(alpha-pi) mu theta pi 

2 44 1,3,4,9,15,22, 
33 2 6 10 

3 66 2,4,6,12,20,3 
444 3 9 1 5  

4 88 3,6,9,18,30,45, 
66 4 12 20 

5 UO 4,8,12,24,40,6 
0,88 5 15 25 

For multiplexes o i  three and above, 
one member can try to organise the 
others, much as with abilities (above). 
He adds neither PS, PT, nor his extra 
dl0 and d6. The remaining sums are 
both multiplied by a factor from Table 

start on the next melee round. As before, 
if the organiser makes his save against 
being offput, the combat continues as 
normal. 

Multiplexing may also be used to com- 
bine PSs so the result exceeds 100; then 
the multiplex can strike at non-psionics 
as if they each normally had the ability. 
Again, to do this there must be at least 
one Master psionic in the group. The 
results and PS-throws are exactly as 
before. When entering the multiplex, ld6 
is added per member, and as before PS 
must be at least 100 before and after the 
throw. The barrier of 118 cannot be ex- 
ceeded. The members of the multiplex 
must all be in sight of each other to in- 
itiate the event. When complete, the re- 
maining PS points are shred equally 
amongst the members, up to their in- 
dividual maximums. One member 
should be designated as the act- 
ual aggressor - a multiplex cannot chop 
and change with respect to this. 

must roll under his degree on ld12, and 6 , which will make quite a difference 
if this is failed he loses 4d10 PS for 9-12 to the final PS and PT. As such a large 
davs. ~ l u s  3d4 CON for the same time. amount of energy is going through - I 
~ i e  Gganiser is entirely in control of the 
operation, and the other psionic units 
cannot change what he does with his 
power - thus a certain amount of trust is 
required. 

In combat, multiplexing will ensure 
that the final result is greater than the 
sum of the parts. The psionics, including 
at least one Master, multiplex their 
minds and their PSs are added. To this is 
added ldlO per unit in the multiplex; the 
barrier of 118 can be exceeded in this 
situation. The seven shields are still 
available, but their capabilities are 
multiplied by the unit number minus 1 
- eg three masters in a multiplex would 
use a pi with capability (22x(3-1)) or 44. 
The maximum points throw is the unit 
number times 22 - ie. 66 for a three 
unit multiplex, 88 for a four and so on. 
Upper level shield costs are also 
multiplied by the number in the 
multiplex; ie. a pi would cost 15 PS to 
use for a three-psionic multiplex, etc. 
PT's are also added, plus ld6 per 
member. At the end of the event, the re- 
maining PS is shared out equally bet- 
ween the members of the multiplex, 
subject to their personal maximums. All 
the above statistics are enumerated in 
Table 5. 

him, he must roll under his degree on 
a d20 in order not to lose 6d10 PS and 
4d4 CON for 21-30 days, at the end of 
the combat. Note that 0 or less CON 
means death, though 0 or less PS can 
be survived. 

Note than an organiser can be offput 
according to the withdrawal rules above. 
If he fails to make his save, the multiplex 
collapses. The opponent who offput the / 
organiser must himself be the organiser 1 

of another multiplex, or a solo psionic 
himself - the individual multiplexed 
members play no part in this, being the 
raw material shaped by the organiser. If 
an organiser uses a psionic discipline to 
escape, the multiplex collapses. In both 
of these cases psionic combat may re- 
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LB300 lmper~al Trooper wlth LBlO2a Patrol B~ke only £ 0 . 9 5 ~  
bolt gun 60p LB1 Law Off~cer set 

LB310 lmper~al Trooper with ~ncludes LB100, LB102 
Dreadnought Armour70p f 1.75 

LB102 Law Offlcer on b~kef 1 . 4 5 ~  LB600 pohe-ned COP 

25mm Range 
UR.LUHU 

40mm new releases 

The Master SOP Brigadier ~ O P  
Tom Baker 5 0 ~  Unlt Troopers 
Leela 5 0 ~  (choice of 3) 80p each 
Cyberman SOP Tom Baker 8 0 ~  

Sensor~te ~ O P  

NEW Yeti f 1 . 3 0 ~  

AMERICAN FOOTBALLERS 30p each 
PAF1. K~cker 
PAF2. Quaterback 
PAF3. Runn~ng backlw~de 20mm Infantry suitable for 

Rece~ver Twil ight 2 0 0 0  game 
PAF4. Center 
PAF5. L~nesrnan 
PAF6. Outs~de Linebacker SEND SAE for l ist 
PAF7. lns~de Llnebackerlcornerback 
'Metal M~n~atures are not toys and are not su~table for ch~ldren under 12 years of age 

They contaln lead whlch may be harmful tf chewed or swallowed 
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NORTH I 
LONDON'S 
GAMES 
SPECIALIST 

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

I 91 Ballards Lane Telephone: 
Finchley, N3 1XY 01-346 2 32 7 

1 (lust 3 minutes walk from FINCHLEY CENTRAL UNDERGROUND) I 

I OPEN 6 DAYS A WEEK 9.30arn-6.00pm 
(SAT - 5.30pm) 

I We can offer mail order - send SAE for details I 

N Send S.A. E. for list o f  
NEW RELEASES only 

or ask at your local stockist 
- -- - - --- - - - - 

IF YOU WANT THE FULL CA TOLOGUE SEND Ll .50p  
( Price includes Post & Packaging) 

NINJA POSTER - Superbly eyecatching! ONL Y £1.50 
including Post and Packing 

\- 

OUR USA 81 Canadian distributor is: 
Mr. J.B. Hood. 
Area Code : - 304 547 0000. 
Wargarnes Box 278, 
Route 40 East, 
Triedelphia. W.V. 26059. 
USA TEL :- 304 845 7215. 

DIXON MINIATURES. Unit 28, Spring Grove Mills, 
Linth waite, Huddersfield, W. Yorkshire. Tel: (0484) 8461 62. 

I 
- - 

'Maal Min~atum ee not toya end ere not suitable for chlldren under 12 veprs of age 
They contam lead whlch may be harmful if chewed or swallowed 



l-44 
.L/ 

n 2 f n f ~ C ~ ~ e s  Orders over 3-35 m s ~  FHEL 

BOX 134, wernsLe~l, OVEWE*S: 

x hao 3720 Please add 30% (min. 61) 
A i m a l l  add 60% (min. El ) 

- ..... THE MARINES ARE HERE.. ................................ 
SFMI Marine i n  power a m o u r  with l a s e r  and jetpack 50p 
SFM2 Marine i n  power a m o u r  f i r i n g  l a s e r  r i f l e  5 0 ~  
SFM3 Marine i n  power a m o u r  running 5 0 ~  
SFM4 Marine i n  power a m o u r  with t a c t i c a l  combat I 

pack 7 0 ~  

" 1 V '  
SFM5 Marine commander with b l a s t e r  5 0 ~  
SFM6 Marine i n  power a m o u r  with comm.pack 501, 
SFM7 Marine i n  power a m o u r  with heavy l a s e r  and 

powerpack 5 0 ~  
SFM8 Marine i n  power a m o u r  with TAC. m i s s i l e  pod 50p 
SFM9 Marine i n  power a m o u r  with twin heavy l a s e r s  

mohted  on t r i p o d  ?OP 

sen0 sop - -  

FOR OUR 
~ ~ L u s ~ R Q I ~ ~ T ,  
cataLogue ' 

... SO ARE THE ALIENS.. ................................... 
SFAI Tic ro t  mercenary i n  p a r t i a l  a m o u r  with twin 

auto cannon &I 
SFA2 Tic ro t  mercenary i n  p a r t i a l  a m o u r  with 

heavy p a r t i c l e  weapon &I 
SPA5 'i'lcrot mercenalj. in f u l l  a r m c u r  with TAC. 

m i s s i l e  pods &I 
SFAIO C r e l l  i n  p a r t i a l  a m o u r  with l a s e r  r i f l e  5 0 ~  
SPA11 C r e l l  i n  p a r t i a l  a m o u r  with auto cannon on 

cyborgl izard &I 
SFA12 C r e l l  i n  l i g h t  a m o u r  with TAC. m i s s i l e  on 

mechnoid l i z a r d  El 

..... AND THE VMICLES..................................... 
'SFVI Military/TAC-TRUC ( l i g h t  g.p. ) 

"Metal Mmlatures are not toys and ace not suatabls 
~ 3 . 5 0  

for Chlldren under 12 years of egs They contam 
SFV2 M i l i t a r y / l i g h t  a s s a u l t  veh ic le  e?. 50 

lead whch may be harmful ~f chewed or swallowedm SFV3 Civi l /personal  ant i -grav s l e d  S. 50 

SOFTWARE & GAMES 
9 THE FRIARS 
CANTERBURY 
KENT CT12AS 

(0227) 453531 

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

JUDGE DREDD 

MODULES FOR ABOVE MINIATURES 
BY CITADEL. GRENADIER PAINTS 

f I A ~ 2 3 - 0  Ounoeon Svstem from 
- 

1 A fully cornprehensrve range of both slngle 
and double wrdth corrrdors,rooms,and accessories for 
role playrng games Rooms srze and shape flexrb~lrty 
wrth each new adventure due to our unlque var~able 
rndependant wall and slab concept Each prece IS hand 
cast In durable resln havrng frne detarl .strength and 
orrgrnal~ty The range has been desrgned and 
manufactured to glve the opt~mum play~ng space to 
cater for 25mm scale frgures r 

RREN HILL ROAD. KINGSUNDING.BIRMINGHAM B L L 0  E X  *JI . - 
54 wm~mm~~\ i :~  

I 

13 Rue Po~rier de Narcay 

D & G GAMES ................................ 
10% DISCOUNT ON ALL GAMES & FIGURES. 

GAMES FROM GAMES WORKSHOP, TSR, 
AVALON HILL, WEST END, GDW, FASA and more 

FIGURES FROM CITADEL, MINIFIGS & GRENADIER ................................ 
66 CREW RD., 

ALSAGER, 
Nr. STOKE ON TRENT, 

CHESHIRE 
Telephone: 093 634091 



THE CREATURE CATALOGUE Ill 
96-page, large paperback volume 
UK Design 
Over1 80 fiendish monsters from the feverish 111 
imaginations of the TSR design teams 
Profusely illustrated, with drawings of every 

listing 
Complete index to all D&Dm monsters & 
complete encounter tables 

For the AD&DW Game.. . 

THE BOOK OF LAIRS 

96-page, large paperback volume 
Pre-generated scenarios to liven up those 

tedious wilderness treks 
61 Detailed lairs, each with its own deadly 

denizens 
Maps and illustrations 

Full monster stats 

ALSO AVAILABLE ... 
NEW AD&D PLAYER CHARACTER RECORD SHEETS - revised and up-to-date with 

the latest AD&D character classes, spells, abilities, etc. Ill 
GDQ1-7 QUEEN OF THE SPIDERS - a 128-page AD&D Supermodule! The sequel to 

Scourge of the Slavelords, situated in the WORLD OF GREYHAWKTM fantasy setting. 

I9 Day of AllAkbar - a spicy AD&D module set in, around and under an oasis town. You 
must find the sacred relics to avert the dread plague. 

IM1 The Immortal Storm - the first module for the D&D Immortals rules. Mighty Immotals 
from the five spheres of power meet in a desperate battle to obtain the Key to Eternity. 

TSR UK Limited 
The Mill 
Rathmore Road 
Cambridge 
CB 1 4AD 

f & c x l m J W  55 



Life an Titan 
Life on Titan 





--~m le people who brought you 1 R A P .  3 I A :  
db 

The Roleplaying Game 
vv-cur - Skilted p ~ k r l m a l ~  on call 24 nu= ta 

s c m  all y ~ u r  supenmural diminntion &! 
Wisdom, Science, and U n l i c d  Nueltar Acrrlemtors in tht service of hmmity. 

Look at all the neat stuff' you get for only El295: 
Ghostbusters Training Manual Equipment Cards 

Ghostbusters Operations Manual five Mundane Randomizers (dice) 
One Ghostly Randomher (nifty die) 

D NOW! 

BU!TlXW. A 24 page romp rhmugh Be 
~ r l d  of the supernatural and breavas~ 
c e d s  (!?!!I. A major ethereal menace 
threatens the world's junk food eaters. 

I hey. thatZ us! Who we gonna call? 
Includes 3 pane1 GM's Scmn. 

and spectral crazies. Actually a close en- 
counter of the 1950s kind. son of. HOT 
RODS features a card stock map of 
Manhatten. The Mostly All New & Im- 
proved Super-Mega E c r d i l e  and full 
colaur Hot Rod counters. 
Available in December 1986. 

l:HMX€iL~BR~ lop and hsp d* 1% LWunWa Wmna I- Inr. Al l  W#m 



If Games Days can be likened to films, then 
this year's was Aliens. Action-packed, with 
thrills and horroxs aplenty, it certainly drew 

GAMES DAY '$6 
the crowds. Directed by Ian Livingstone and As a bemused Mason 

Petersen (designer of Call of Cthulhu) as 
beleaguered victim of the eldritch tentacl 
horrors. Sandy was repeatedly forced to 
confront a motley collection of slimy alien 
nasties during the weekend, but delivered 
his lines impeccably. A sample of the great 
man's wisdom: 'Using dynamite is a sign of 
failure - unless you're using it properly.' 

As ever, the hall contained a large com- 
plement of heavily armed warriors. This 
year, Labyrinthe Live Role-Players had pro- 
duced a book to explain to a bemused 
public just what it is that Live Role-Players 
get up to. Very necessary it was, too, as 
upstairs, in the mazy networks of Seminar 
Rooms, Mother Alien Marc Gascoigne was 
to be found defending his comments about 
LRPGs in this very magazine. It was all in 
vain, unfortunately, for some wily young 
adventurer had found his way to the very 
top of the building, where the Fanzine 
Editors were spending the weekend plotting 
ruin and destruction for all. Askin these 
vile creatures for aid he was told Be Two 
Arcane Middle Names of Man: Gascoigne, 
and was able to escape and make his way 
downstairs in order to Roast the embarrass- 
ed Warlock editor on Sunday, along with the 
various other celebrities. 

Biggest crowd-pullers were, of course, Ian 
Livingstone and Steve Jackson, who caused 
a mass stampede when their signing sessioxl 
was announced. Punters were busy during 
the whole weekend, though, using the space 
for autographs thoughtfully included in the 
programme booklet.. . More studious types 
could use the space to make notes in the 
erudite seminars given by famous game 
designers like David 'Railway Rivals' Watts 
and Derek 'Warrior Knights' Carver. Or 
they could make sketches if the went to the 
Fantasy Art seminars .with the likes of Chris 
Achilleos. 

'Smart guns' of the weekend were A casual word of warning. If some foreign again over Easter 1987 in London. This 
definitely Messrs Cockburn and Brunton 
White Dwarf (bias? surely not?) who were 
able to take pa* in an of eve 
without having their middle names expo 

These On 'The 
Future of the Hobby: The wrdict? 'Yes, 
has one: 

New Products. Well, the boardgame master castings. Of course, if you want to 
Warlock of Firetop Mountain was unleas 

catch on right away. Also new was 
and Things*. If Games Days can b 

rors aplenty. .. no, wait, I've done that. 
And, and, and.. . the Games Day Quiz, 

the Warhammer demonstration (complete 
with stunning balloon!), the Auction and 
many other events made this Cert. (18) spec- 
tacular the best yet. Look forward to the se- 
quel next year! 



I) DISCOUNT I 6  Rear Mercia of W.H. Square Smiths 

0 %  MAIL Chester CH 1 3JZ 
Tel: (0244) 28802 

k 3 2 1  ORDER M a i l  O r d e r  C h a r g e s  
U K  O r d e r s  u n d e r  f 10 a d d  65p 
U K  O r d e r s  o v e r  f 10 p o s t  f r e e  
EEC - a d d  3 0 %  
O t h e r  O v e r s e a s  add 60% 
A l l  c h e q u e s l r n o n e y  o r d e r s  t o  
b e  in p o u n d s  s t e r l i n g  
O v e r s e a s  o r d e r s  w e l c o m e  

DUNGEONS & DRAGONS 
Basic Set £8.95 
B3,B7.88,89.B Solo ea. f5.50 
Expert Set £9.95 
- 61x1, XlOea. £6.95 
- X6, X7, X8 ea. f5.50 
- X Solo, XS2 ea. f5.50 
- X I 1  £7.50 
- 02 £4.95 
Companion Set £9.95 
- CM1, CM2, CM3 ea. £5.50 
- CM4, CM5, CM6, CM7 ea. £5.50 
Master Set £9.95 
- M I ,  M2 ea. £5.50 
Accessories for D&D 
AC1 -Shady Dragon Inn £4.95 
AC2 - Combat Sh~eld £3.95 
AC3 - Dragon T~les £3.95 
AC3 - Dragon Tiles 11 f3.95 
AC4 - Book of Ma~ellous 

Magic £5.95 
AC5 - Player Character 

Records [revised) f3.50 
AC7 - Master Player Screen f3.95 
ADVANCED DUNGEONS & 
DRAGONS 
Dungeons Master Guide f 12.95 
Players Handbook f 11.95 
Monster Manual f 10.95 
Monster Manual II 10.95 
Fiend Folio £ 10.95 

Legends & Lore f 10.95 
Unearthed Arcana £11.95 
OrientaL Adventurers f 11.95 
UK4, UK5, UK6, UK7 ea. £5.50 
Dragonlance Source 

Book DL5 £5.50 
DL!, DL2, DL3, DL4 ea. £5.50 
DL6, DL7, DL10 ea. £5.50 
DL8, DL9 ea. £5.95 
DL1 1 Dragons of Glory £8.95 
DL12 Dragons of Faith £7.95 
DL13 Dragons of Truth £6.50 
OAl Swords of the Diamyo 6.50 
Lankmar Cay of Adventure £8.95 
CAI Swords of the 

Undercity f5.50 
CA2 Swords of Deceit f5.50 
World of Greyhawk 

Boxed Set £9.95 

MSH Advanced W £9.95 
MA1 Children of the Atom £7.50 
MH1, MH2, MH3, MH4ea. £3.50 
MH5, MH6, MH7, MH8 ea. f3.50 
MHAC1:2:3:4:5 ea. £3.50 
MHAC6 £3.95 
MHAC9 £7.50 
MHAC7:B MHSPl ea. £3.50 
MHSP2 £4.95 
Star Frontiers Boxed Set f8.95 
Zebulons Guide to Space f9.95 
SF!, SF2, SF3, SF4 ea, f4.95 
SFAD5, SFAD6 ea. £4.95 
Kniaht Hawks Boxed Set £8.95 
S F ~ H  1:2:3:4 ea. £4.95 
Indiana Jones Boxed Set f8.95 
N 1:2:3:4:5:6 ea. f3.95 
Conan Boxed Set £8.95 
CN1. CN2. CN3 ea. £4.95 

Kings and Things 
Warlock of Firetop 
Call of Cthulhu Ihardba&) 
Cthulhu by Gaslight 
Dreamlands 
Super Power 
Cosmic Encounter 
Warrior Knights 
Railway R~vals 
Battle Can 
Dr. Who Board Game 
Golden Heroes . 
G.H. Supervisors Pack 
Legacy of Eagles 
Queen Victorii/Holy Grail 
Gothic Floor Rans 
Monster Paint Set 

T I  -4 Temple of 
Elemental Evil 

WG6 Isle of the Ape 
Battlesystem Wargame 

Rules 
H 1 Bloodstone Pass 
AD & D l  Dungeon 

Masters Screen 
AD & 02 Player 
Character Records 
TSR INC. 
Marvel Super Heroes Set 

ACCESS ORDERS 
Credit card ordel 

GAMES WORKSHOP GRENADIER MODELS (dl 25mm) 
f9.95 
€5.95 

Judge Dredd RPG £ 12.95 War Mammoth Masterpiece f5.95 
Judgement Day £3.95 Dragonlords - 

f 16.95 
Judge Dredd Board Game £9.95 Dragonlisk 
Talisman 2nd Edition f 12.95 

f3.95 
£6.95 Talisman Expansion Set £4.95 

Sea Dragon £3.95 

Talisman the Adventure £4.95 Iron Dragon £3.95 
£4.50 Warhammer (Revised1 £9.95 Lord of the Rings - 

Bloodbath at Orcs Drift £5.95 Fellowship of the Rings £4.50 
£4.50 Terror of the Lichemaster £6.95 Saurons Dark Ones f 4.50 

Blood on the Streets £6.95 Shelabs Lair £4.50 
£9.95 McDeath f6.95 Hillmen of Trdlshaw £4.50 

RING ROD ON TELESALES HOTLINE (0244) 28802. 
*s des~atched same dav subiect to  availabilitv. 

25mm FANTAS 

MEN OF THE ORIENT 
6 Caval~y 15 Samurai, 20 
Ashigaru 

MEN OF THE WEST 
12 Cavalry, 40 Infantry 

GOBLIN 
9 WolfRiders, 57 Infantry 

DWARFS 
7 Cavalry, 48 lnfantry 

ORCS 
41 lnfantry 

16 Cavalry, 31 lnfantry 
UNDEAD 
9 Cavalry, 58 Infantry 
SKELETON 
18 Cavalry. 37 Infantry 
BOAR FACE ORCS 
60 lnfantry 
MEN OF THE EAST 
6 Cavalry 30 lnfantry 
AMAZON 
9 Cavalry, 57 Infantry 

38 WEST ST., DUN 

MEDWAY GAMES CENTRE 
1 CHURCH STREET 
CHATHAM, KENT 

Tel: MEDWAY (0634) 814750 
Fantasy Games Board Games 
Figures: CITADEL, GRENADIER, 

BRlNZ AUGUST, MINIFIGS 

Open Mon-Sat 9.30-5.30 
(Closed Wednesday) vm - -I 

60 LCCI:\I:~ 3 Please mention White Dwarfwhen replying to advertisements. 



I - For the most popular computers ie. C64, C16, 
Spectrum, Atari, BBC, Amstrad and MSX etc. 

Mail  order (+12% %) P 8: P. 

EGAMES 
MASTER 

SCOTLAND'S 
, PREMIERE HOBBY 

STORES 

EDINBURGH 
13 Forrest Road, 

Edinburgh E H I  2QH 
Tel: 031 226 3354 

GLASGOW 
536 Great Western Road, 

Glasgow G I 2  8E2 
Tel: 041 334 1583 Burnage, Manchester, MI9 2BT 

Please mention White Dwarfwhen replying to advertisements. &WKER EL'/i\J:;I 3 61 



Quality figure painting service. SSAE plus ex- 
tra 17p stamp for detalls and small sample, 5 
Trentham Row, Beeston, Leeds. LSll 6HU. 

D&D. Basac. Expert and Master r.. es - 86 as nen 
cond t on, Anyarw vvalt ern' Yes' sv.ap pan or 
v.nole Contact M c n s  on ,09351 813858 

NEWARK. NOTTINGWMSHIRE 
Magically Unstable Swsnded Heroes 
Games Uost RPGs m. r \ l ,  Pfarnammer JD. AO&D 
Tome S~noav l lam b r n  bat varles All classified ads m m  be prepaidat the me o f f  1.40 

+ VATl@15%l per he, orparf thereof, display ads 
E2 + VAT oar line. On everaoe there are six words 

Batlegmup Opsn D q :  30 November 1986. Roleplay- 
ing, wargaming, ooardgamnng, reenactment Come 
to St Nlcnolas Commln~ty Centre. Canterbury Way, 
Stevenage. Hens. 10.00-17.00. Admission free1 

Rugby. Experienced RPGer I191 seeks local 
cluotgroup. Have knodedge of AD&D, JD. CoC. RQ. 
MERP - others. Contact Mark, RugDy 62508. 

Place: Player&' homes' 
Comments: New games, players, GMs welcome 
l13+) 
Contact: Ashleigh 106361 703572 

Swap: MERP. Starship Troopers, Space Opera, Top 
Secret, Gangbusters, Wdnts Anything. Ring Rlchard 
107331 54408. 

~,";pw"~gZ$g~~~FG"~gfSvd orkshop pay- 

Deslgn Studlo, Enfreld Chambers, 14-16 Low Pave- 
ment, NOTTINGHAM NGl 7DL Make cheques/POs EAST GRINSTEAD 

Brothers of Adventure 
Games:Anythingl 
Time: Sunday 2.305.30pm 
Place: Neal House, Moat Road 
Comments: Beginners welcome, 11 + 
Contact: Garen 312097 

PBM Nuclear Domlnacion -strategy, politics, wars. 
threats, lies and good dd-fashioned nuclear dwasta- 
tlon. £1.50 Imaps, rules +2 moves1 to S Wyatt, 60 
St Andrews Rd. Shoehryness. Essex SS3 9JJ. All 
moves 75p. 

payable ro Games Workshop Ltd 
WhiteDwadregrers thartr cannot be heldrespon- 

s~ble for f~nanc!al rransacrronsar~srng fmm smallads 
Readem are advoed to rake appmpr#afe precaut!ons 
before oartrno w ~ t h  anv mom" 

Wanted - Back lssues of Dragon or WD Wrlfe quotlng 
pr ces and conaltlon to Davod Wrlght. 2 The Rowans. 
Saucn~e ClacKs. FKlO 3EU 

Lookl Sale VGC WD 15. 16, 17, 22-65 + Best of + 
RQ books + D&D gem + RPGs. 10473) 44538. 

Characta Classes swapped. All plsytested and well 
thought out. Weapon pro etc ncluded + DMs notes. 
For detalls phone Mark 102561 781013 after 4pm. 

Wamd Paranoia or D&D Basic Sets 11n good condl- 
toonl for Star Trek or Warnor Unights lvery good con- 
dltlonl. Phone Paul after 5pm I099421 875411. Byel 

Edinburgh - Referee lor player) new to area seeks 
others to play Stormbringer Jorune lor any othersl. 
Contact Dave Basford. 7 Marchmont Street iTFRI. 

ing out SFIfantasy at half price (new review 
copies, mostly). Strike a blow against your brain 
cells: send SAEfor current 1st. 94 London Road, 

--- . -. . 
blcestershlre AD&D Club 
Games. AD&D + any suggestlone 
Tlme to be arranmd. once a fortnight 

Palmed and boxed Citadel figures inc Chaos. £170 
will split. Also Lone WdfIGrevstar books and jigsaws 
+ boardgames. Phone Paul. Luton 593442. Place: arranged, possible transportu 

Comments: anyone Interested 
Contact: Nicko, Leicester (05331 717003 FaSde 30Citadel Goblins llnpaintedl £10. Tel Barry 

107341 868437. 
Fantasy Flgure Palntlng service Send £1 + 17p 
stamp for sampleand prices. RRees, 62 Dickens Ave, 
Corsham, Wilts. 

SALISBURY & WILTON 
New Club 
Games: D&D/AD&D 
Time: Anytime weekends 
Place: To be arranged 
Commants: Aae 14+. d l  welcome, noexoerience re- 

Figurea Painted. Cheap rates. Send an SAE to JS 
Doolan, 21 Southfield Road, Waltham Cross, Herts 
EN8 7HD for details. 

Edlnburgh. 

Swap Warhammer 11. Star Trek, MERP for CoC 
scenario modules (except Yog-Sothothl. Steven Rit- 
chie. 73 Chapelle Crescent, Tillicoultry, Clacks, FK13 
6NJ. 

Helpl RPGer desperateto join Dr Who RPG club - will 
play anythin Hagle !Stourbridge area lother loca- 
tions possibyil. Tel inthony, Hagley 886158 after 
5pm - Hurry1 

Sale AD&D Books PHB, DMG, L&L, OA, MM2, UA. 
Dungeoneer's Survival Gu~de, Battlesystem, 
Lankhmar + WD 59.63, 69-81 f50oroffer. Phone 
Lea Valley 719338. 

The glltterlng Halls of Dolg await you. Over 2000 - .  
quired 
Contact: Adrian 10722 7441301 after 6pm 

caverns. cnambers and rooms mmeo by Dwarves are 
there to be explored. Dragons. Gobllns and Dwarves 
Ise dormant YOU can bran9 them to Ihfe In tne 

Manal The plan begins, a world to make! (But not 
called Fred11 Contact the Hawke ... WIMBORNE. DORSET 

Glory or Death Roleplwrs 
Games: Al games welcome, ma~nly AD&D 
Time: Sunoavs 2.50111 

ultimate dungeon. Corrplete Gaps and descriptions 
for only £2.95 IP&P free) from - Dreamworlds. 
Freepost, 17 Wals~ngham Road, Enfield, Middlesex, 
EN2 7BR. D8awnding Darkness 3: The Horror zina It's not just 

the November weatter that's chilling. 6Op from 
Stephen Scott, 7 L~nwln Road, Guildford, Surrey, 
GU2 6TJ. 

Thanet area - exper~enced mleplayer, 1201 new to 
area, lootong for seriouslishl players. Plays RQ. 
AD&D CW etc, etc. Please contact ChrisonThanet 

Place: ~tl lage Hall ' 
Comments: Age 13+ 
Contact: John 072 54 520 

For Sale WD 16-79, Imagine 1-30, AD&D modules 
XI-X6, Al-A4, 13, WG4. WG5, 54, G1-G3, Ll, XLl & 
Dungeon Floorplans, offers Tel I042521 71822. For Sale: Assorted AD&O, Elfquest, RuneQuest II, 

Cults of TerrorIPrax, Griffin Mts, Apple Lane, WDIIM- 
AGlNE mags. Phone AJ - 105091 216062. 

NEW MILTON, HANTS 
New Milton RPG Club 
Games: Mainly AD&D, CoC, but anything 

Wanted Roll supplements Ike Pavls. Big Rubble. 
Trollpak. I pay well and I naveCoC materlal to swap 
Sam, ~(osk~nen. PL51. 34801 Virrat, FINLAND 

Quallty Flgure Pdmlng. Send El lor palnted smaple 
and pnces. M Lyons, 75 Belwdere Road. Asnton In 
Makerfleld. Wtgan WN4 8RX (wargames, boardgames etc) 

Hil I'm looklng for a male l15+l anterested In 
everything l~nclud~ng AD&DI. Cathryn. 'Orrlsdale'. 
Mann Road. Colby. lsleof Man PS I love snot ngsl 

Tim& Tuesday Evenings 6-l0pm 
Place: New Milton Institute. Room 5 
~;;g;:~,m~;vl~dn$~fii&h~ ;;T~aiens just 

Contact: Rob Lunn 104251 610086 or Mark Ryan 

packs. Extended booklist includes Tarot, 
astrology, astral projection, divination, hyp- 
nosis, psychic development and mental 
awareness, magic and mysticism, earth 
mysteries etc. See our neu range of pendulums 
and books on dowsing. Ley lines etc. Many 
specialoffers for Christmas1 Colour Catalogue 
£1 (refundable wlth f is t  order). The Tarot 
Workshop, IOept WD10l. 17 Kiln Lane, Hadfield, 
Hyde. Cheshire. SK14 7AU. 

TRADE ENQUIRIES WELCOME 

FaSd.: Traveller + M v s  + Supplements - figures. 
RQ3 - supplements. CoC + Companaon + Masks 
of Nyarlethotep. Spaceopera Bushndo. RQ2 + AP- 
ple Lane. Morrow Project. Annou Vol 1. Car Wars. 
G~mshoe. Star Frontiets & Knignt ;Yaw-, Topsecret. 
Harn. T&T. WD 30-80. Phd 107341 481150 

Helpl Recently stranded 17 year old RPGer needs 
clublgamers to play AD&D, MERP. RQII. COG Will- 
ing to play other games. Phone Jeff. Canterbury 
711740 - .- . - - - . . 

Basildon Universal Rde Plsysrs IBURPI 
Games: AD&O, Traveller. Golden Heroes. JD, CoC. 
Pendraoon or "our o m e  

Warrington Does D&D exist here? 24 year old 
seasoned campaigner ir suffering. John Godbart 051 
424 55121 x 2091~) .  

RQll & Glorantha material wanted desperately, 
especially Borderlands. Best prices paid. Phone Philip 
10247) 466081 or write 19 Killeen Park. BANGOR, 
Co Down, BT19 1LY. 

- --- , - ,-- -- - 
~ i m e :  Mondays, 8pm 
Place: Ghyllgrove IBumeysl 
Contact: Gaggle of Games, L~berty Hall. Town Centre Sale: WD 19-60. Imagine 1-13, 10 Dragons, DMG, 

MM1&2, FF, modules, taveller 1-5 &suplements. Ap- 
ple Lane. RQ Compen&um, Trollpak & more. Offers: 
SAE to Nick Gray. Upper Flat, 11 Junct~on Road, Bath. 
Avon. 

Painted FigureslStata to order for most big RPGs - 
Tel 109331 674978 after 5.30. 

S m p  Star Trek Klingons and bmulans supplements 
for Enterprlse Deck plans. Contact P Rob~nson. 23 
Ullswater Road. Ferryhlll, Co Durham. 0 ~ 1 7  BHH 

Experlencethe Wonder of Modern Technology. Use 
the Pnona If ~ O L  are 10 Glasgow. 17- an0 want to 
play AD&D. Phone Neo 041 631 2533 

Mad Salel WD 57-80, Ell. Imagine 18-30. £6. 
Traveller Starter Pack + Supplements 1 2 7 8 + 
Adventures 1 + 9, £8 PH, DMG, MM, €5 each + 
CB2, £2. 2000ADs 324-474 £ 5. I pay P&P. Phone 
Mark 103051 779913. 

TEDDINGTDN, M lWX 
Hack and Maim Society 
Games: CoC. MERP, AD&D, Space Opera 
Tima Strndavr ? l i d \  . . . . . . . - -. . - , . - , . . , 
Place: Players' houses 
Comments: 12+, any sex. 
Contact: Jon 101) 977 6090 

New PBM nwds playss. Set up £2.50 + 3 turns 
free; turns £1 each. Contactp Jones. 5Beaqconsfield 
Ave, Lowfell, Gateshead, NE9 5XT. Tel 1091) 
4870349. 

AD&D DM 1191 needs players 115+). Can travel. Con- 
tact John on Bourne ILincs) 423777. SE LONDON 

Hlther Green Runglwkers Inc 
Games: RuneQuest 11, D&D 
Time: At members' convenience 
Place: Members' homes 
Comments: Age 16+ 
Contact: John. 01-463 Dl65 

DERWENTSIDE 
Derwentside Warhamner Club 
Games: Warhammer. Middle-earth. D&D 
Time: When arranged 
Place: Players' home 
Comments: Chaos! Want to kill Elvesl 
Contact: Martin IConsett 506047) 1 Baker St, 
Leadgate, Consett, Co Durham, DH8 7PL. 

UPMINSTER. ESSEX 
Upminster RPG Club 
Games: Warhammer. D&D, JD, (will learn others) 
Time: SatISun 11.00am 
Place: Players' houses 
Comments: Age 10-14 beginners welcome 
Contact: Gavln, Upminster 25694 

The New Rsvbw: Get wur original games and books 
rev~ewed on our maganne. For detalls wrrte to TNR. 
15/16 Brunsw~ck Pace Hove. Sussex. Bh5 INA. THUNDERWIND: The MEGAzlne. Issues 2-4 75 

each for 80-96 pages. Free PBMs. lots of ~ Y P {  
oossio. scenarios. fiction. reviews. discussion. Stuff 

Contacts, messages, non-commercial adver- 
tisements lfor free items onlvl. wanteds andswam Swap Month old Spectrum+ with accessories for 
mav be advenlsed free UD to 25 words. Longer i d s  MlNT condition RPGs +.equipment of equivalent 

p ice to Spectrum If 150). Must be MlNT condition. 
Contact Scott 108731 5305. 

---. ?, --. . - ~ .  , - .. . - 
for most svstemslll Professional cartoon! From John w,N be chargedm then enfrref at f 140 s V~Tper 

/me N muare under l6and w s l  toplacean ad whch 
~nvolves people contact~ng yw, you musf obtain rhe 
consent of s osrenr or ousrdan A stonarure ,s re 

'Peanut butter' Dalzlel. 27 Forwe Terrace, Aberdeen. 

Wanted PBM contactsm Crane. WLTP. OR. Mdgard. 
CW and WOV Wrlte to D Hare. 2 Belmont Road. II- 
fracomoe. Devon. EX34 BDR issues of magazines and scensios bought and 

sold. Mmy games for sale at reduced prices - 
your oldgames bought. For o u  latest newsiet- 
ter send a large SAE to: RS Games, 74 Tarvin 

Channel Islands 16 year old ewerienced gamer thirs- 
ty for adventure seeksother D&D, AD&D. RQ. JD etc 
garners In the Guernsq area. Contact Jonny, Guern- 
sey 27893. 

AD&D Nuneaton OM settangup lhopefullyl longrun- 
nlng campalgn IS look~ng for adult psayers. Begonnen 
welcome Rlna Rlchara on 0203 372 178 after 

Playsn with lmaginatlm required for non-profit fan- 
tasy battles by post. Contact Ian Crease, Mill Farm 
Cottage, Barton Road, Thurston. Bury St Edmunds. 
Suffolk, IP31 3PQ. 

Flgure Mael. Easy Melt. Good detail. Makes 300 
25mmf1gures. f 7.00plus £2.50 posatge G Vicary. 
4 Barton Green. Barton Hill. Br~stol BS5 OAS Tel 
557165 

Wantsd: Intell~gent, w~ t t y  person look~ng for penpal 
115-1 Interested In MERP, TBT. ORD. and RO. En- 
borne Lodge. Essex Street. kwbury. Berks. RG14 
6RL. 

Fantasy Modelling US magazine wanted No 4 on- 
wards, details to William Demr, 1415 Granton Place, 
Edinburgh, EH5 IAN. 

Novice AD&Das 1231 Male & Female seek adven. 
ture on Epsom and Sutton area. Contact Adam on 
Burgh Heath 61682 aher 6.30pm. 

Particpate in a real Quest. Fa details send SAE to: 
The Quest, PO Box 32, Woodford Green, Essex IG7 
4HR. 

FOLKSTONE. SE KENT 
Folkstone RPG Society 
Games All RPGs Wanted: High quality Ofquest r JD scenarioslcam- 

palgns. Will pay reasonable prlces. Contact Granam 
Cowe. 25 Brunsw ck Gdns. Corbv Nonhants, hN18 
9ER. 

SwapTraveller rules + adventures. Aftermath. T&T - aoventures, many wl-of-prlnt SPI wargames. all 
as new. Offers1 Contact Gareth. Radletr 7597 

Own an Amstrad CPC & Usc Drives? Then why 
haven't you got HEROES, the AD&D character 
generator. HEROES features 14 character classes 
from cavalier to bard, all spells & magic items, thiev- 
ing & acrobatic abilities, weapons & armour, per- 
sonality trams, max level 35and much more. Send 
chequeIP0 for £7 made paydble to Sorcerer Soft- 
ware, 11 Wyndham Road, Chatham. Kent ME4 60s. 

Tims. Every Sunda 2 6pm 
Placi: St ~ a r t i n ' s ~ l u i h  Hall, Horne St, Shomcliffe 
Comments: 25plweeC Transport arranged. Begin- 
ners and ages welcome. 
Contact: Jenny 10303) 59750 

SwepFF 3, 6-12, 16. 21 + Sorcery 1-4 
for MM. Contact Chris 0926 59934. 

- - vgc. Any 7 Stalnes Area. Dedicated players required. 18+. 
malelfemale, to join group playing new games 
system. Blg campaign. Phone Geoff. Staines 64997 
after 7pm. 

DUNFERMLINE 
S.W.O.R.D. 
Games: Any RPGs 
Time: Thursday 7-10pn 
Place: Abbeyview Comnunity Centre 
Comments: Any age 
Contact: Neil 103831 722308 after 8pm. 

SwapOrlantalMwntures (brand new condition) for 
Warhammer revised. Contact L Wong, 11 Broadway, 
S Woodford, El8 2DL. Wanted in fairly good con- 
dit~on. 

RPGs and boardgames to swap for MERP and sup- 
plements. Send SAE f a  list to lain Glen, 71 Lochin- 
var Close, Longtown. Cumbria, CA6 5XU. 

For Sale RPGs, scenarios, magazines, most % price 
or less. Wanted V&V supplements. Contact James, 
telephone 0474 68150. J u d g e M d  RPG. brilliant mdi t ion with dice, maps 

etc. WII swap lor Toon In slrnlar condlr~on. Conract 
Sunon. Boston 102051 63096 

Swap: D&D Basoc Set & Dungeon Floor Plans for 
Paranoia boxed set. Phone after 5pm 505 2111. 

Swap: D&D CompanionlMaster level modules CM3 
lunusedl. M1 lunusedl. M2 for ICE Mor~a. Contact: 
Danlel Coffey. Brasenose Cologe, Oxford. 

For Sale Dungeons & Dragons and Advanced 
0u.romns & Dragons materd. Send SSAE to Fraser. 
l a d  r axander Street, W~SMW. Strathclyde. ML2 
OV :.. 

NORTH LONDON 
The Hacknev Hobbits b p d  D&D, AD&D player 1191 urgently needs club 

to join beforeinsnaity sets in. Any RPG considered. 
CroydonlEast Grinstead area. Phone 103421 25422 
levenings). 

Games: ~ n i  
Time: Wednesdays 7-9pm 
Place: Oaktree Centre, Bethune Road, N16 
Comments: Under 14s preferred, either sex 
Contact: Ben 101) 226-1732 

Durln's Bane 1: RPG scenarios1 65p+20p P&P to 21 
Wallingford Ave. London WlO 6QA. 

M a s i b  Sde. WD 75-80 fgO/offers, sq bader €12, W n t d  WD 58.61.63.65-68.72; Dagon 1-12; JD: 

MERP t5. G'Buners €7. Battlecars £5. ~ ~ d d  books Dr Who: HPUB LumlevlF biber boolabssays. Phone 
£2 each. Also RPG rules + scens eg AD&D MM2, 977 6090. 
FF, DMG, ODG IL&LI £25. CoC rules with l2books 
(inc c th  camp and M ~ ~ ~ ~ / N ~ ~ ~  etc) £60, ~ 1 -  star Hew Lawmastar. Can Trmb Rookie Judge needs 

jree UP It) nine lines length, up 

-rrek,  hid^, ~ ~ l d ~ ~  neroes all at half price as assistmce in crime control in North Manchester. All ~ a ~ ~ " , $ $ m ~ ~ ~ z , " , " , ~ ~ ; ~ ~ ~ S ~ ~ ~ , ~ ~ ~  
above. Ring Martin 10865) 724007 (ask for TC) for Judges in Sector please respond1 TeI: Rob. 061  VAT^^^ line. 
details, after 6pm. 7208873. 

MILTON KEYNES 
Modukstor Sala DL 1.2, €2.50. DL 3.4,5,7,9,10, Swap JDRPG for Paranoia. and MERP land sup- Milton Keynes Wargamas Soclety 
£4. DL 12 £7. MM2 fa.  L&L £8. Tel Naphill 2867. plememsl for Godsof Gloramha. Phone Phil. Brierly Games AD&D, Paranoia, Aftermath, etc. 

Hill 263909 after 6pm. Beg, beg, grovel, grovel ... Time: Every second Sunday loam-5pm, every Tues- 
The National Gamlng Club requires new members1 day 6.30-10.30pm 
A postal club cwering all aspects of gaming. Free Wamad: AnyTraveller material.WllswapAD&D, lm- Place: York House (Stony Stratford), Stantonbury 
membership. Free newsletters. Bi-monthly club agines. WDs or will pay for stuff, especially Scouts. Leisure Centre 
magazina Tobin, write toThe National Gaming Uub Robin Appleton. 9 Lime Avenue, Swinton. Man- Contact: Dean Bass, 14 Skeats Wharf, Pennyland, 
PO Box 54, Southsea, Hants PO4 ONA. chester M27 3FJ. Milton Keynes, MK15 BAY 

PORCHESTER, NR PORTSMOUTH. HANTS 
PDrchert.rr FRPG & Wmmanas Club . - . - . . - - . - . . . . . - - . . -. --. . - - - . - - 
Games: AD&D, CoC, TMNT, JD. Car Wars + others 
Tlme: 10.30am-9. m 1st &3rd Sundays in month 
Place: Church Ha3es t le  St, OPP Whlte Hart 
Comments: Any age. More females 
Contact: Hugh, Tel 107051 321150 

please 

GODALMING, SURREY 
Goddmlng Rdaplsyen Soclety 
Games: AD&D, MERP, all considered 
Time: Weekends It0 be decided) 
Place: To be arranged 
Comments: Age 17+, any sex, new games tried 
Contact: Sean Dillon, 74 Aaron's Hill, Godalming. 
Surrey, GU7 3LJ 



d i m  of Cad of 
I1 of the information 
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mrer a &rld af Oarhie horror in the 
true, W r a f t  tradition, as weit as 
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sheets of f u l l ~ l o u r  A4 sized card inctude 

TO n u P H O N l  
Make chquas m b l a  to Qrnr Wwkd8op- Ltd. 

lnduk cost of wstag & packing 
MRC&M)VIU ~ I H  DINE= CLUB 

U.K., EIRE, BFPO : Add 95p for Orders under E1O.OO 
Simply k Qulc*lv l&phona Bur Ordon 

Orders over E10.00 am post free 
Dimc to us on Hoclho8 

WERSEAS : Add 33% for Carriage 
{0773)7t3M22 or *77a)7-2 

karrn 8.3osm nlI.oopm 

GAMES WORKSHOP, MAIL ORDER, CHEWTON ST, HILL 7XlR 
? EASTWOOD, NOTTS NG 76 3HY 



tt6 
TABLETOP GAMES HELP!! 

I 
53 MANSFIELD ROAD, 
DAYBROOK, 
NOTTINGHAM NG5 588 
Send S A E for catalogue 
UK Ma4 O r d e r  10% 
h ~ n .  16p) O v e r s e a s .  
S u r f a c e  15% Alrrnail 60% 

25mm FANTASY FIGURES FROM WEST GERMANY , 
FIGHTERS 45p ea. 
l a  Paladin in P l a t e  
I b  in Scale  Armour  + Mace 
I c  Swinging Axe 
I d  in Chainmai l  + Sword 
l e  wi th  Axe & Square  Shield 
FEMALE FIGHTERS 45p e a  
2 a  wi th  Axe 
2b 2 Swords & Buckler 
2 c  Defendin + shield 
2d drawing #word 
2 e  in P l a t e  + Sword 
WIZARDS 45p ea. 
3a  Reading S e l l  f rom Book 
3 b  wi th  s t s f ?  
3 c  Enchanter  Summoning 
3d wi th  Scroll 
3 e  Bearded + Pointed Hat  
CLERICS 45p ea. 

SKELETONS 45p ea. 
l l a  in Chainmai l  + Sword 
I l b  Hooded Skeleton 
1 1 c  with Scimi tar  
l l d  wi th  Dag e r  
I l e  Drawing gword. 
MONSTER SET 1 45p ea. 
1 2 a  Doppel anger  
1 2 b  Giant  Frog 
1 2 c  Gargoyle  
1 2 d  Har y 
1 2 e  Mecksa 
UNDEAD 45p ea. 
13a  Liche 
1 3 b  Ghost 
1 3 c  Ghoul 
13d Zombie 
1 3 e  Grave  Beast 
GORI.INS 4 5 ~  ea .  - - - -. . - 

4a xvith Staf f  
4b  Bearded + Mace 

1 4 s  Chief ta in  + Mace 
4 c  in Chainmai l  + Rd. Shield ::: $:F:iE: : gr;sd Mace 
4d Por t le  Fr ier  
4 e  in ~ a i q w i t h  HoodkShie ld  ::: FGFrJr + sword 
BARBARIANS 45P ea. CHAOS FIGHTERS 45P e a  
5 a  with Sword & Dagger 
5 b  Orienta l  Barbarian 
5 c  Viking Barbarian + Axe 
5d in Scale  Armour  + Axe 
5 e  with 2 Handed Sword. 
THIEVES 45p ea. 
6 a  Rouee in Studded a r m o u r  

Sword 
6 b  Assasin s t r ~ k i n g  
6 c  wl th  Loot & S p ~ k e d  Club 
6d F e m a l e  wi th  Lamp 
6 e  F e m a l e  demanding cash  
DWARVES 45P e a -  
7a  wi th  Poleaxe  
7b with Warhammer  
7c  with Axe 
7d with Sword & Shield 
7 e  in Scale  Armour  + Sword 
SLIME MONSTERS 45p ea. 
8a Fungoid S c r e a m e r  
8b Bloodworm 
8 c  Fungold Spores 2)  
8d Pavin Mould (2\ 
Be ~ m o e % o i d  Blob 
ELVES 45p ea. 
9a Standing with Spear  
9b Advancing wlth Spear  
9c  Firin Bow 
9d ~ e m s e  Elf + Bow 
9e F e m a l e  Elf + Sword 

and Shield. 

ORCS 4 5 ~  ea .  
10a  Chief ta in  + Sword 
l o b  wlth Spear 
1 0 c  with Axe 
10d with Short Sword 
1 0 e  with Mace 

1 5 s  Bowman 
1 5 b  Fanat ic  + Horned Helm. 
1 5 c  in P l a t e  + Lar e Axe 
15d with Scull C l u t  
1 5 e  in Chainmail + Scimi tar  I 
FEMALE PRIESTS 45p ea. I 
1 6 a  Pr ies tess  + Cross  
1 6 b  in P l a t e  wi th  Mace 
1 6 c  with Staf f  
1 6 d  Pr ies tess  Worshipping 
1 6 e  wlth Bag of Herbs  I 
FEMALE MAGIC USERS 1 
1 7 a  Sorceress  ,with Book 
1 7 b  Wicked Wltch 
1 7 c  Naked Sorceress  wi th  

Snake Famil iar  
17d Evil Sorceresss  
1 7 e  Good Sorceress  

wavlng wand. 

HALFLINGS 35p ea. 1 
18a with Sword & Shield 
1 8 b  wi th  Slin 
1 8 c  F e m a l e  A i e f  
18d Pullin Large Sword 
1 8 e  with #ow I 
PALADINS 45D ea .  I 
20a Full P l a t e  + 2 Handed 

Sword 
20b Full P l a t e  + Sword 
2 0 c  Full P l a t e  + Sword & 

Shield 
20d Chainmail + 2 Handed 

S1Y0I.d 
2 0 e  chainmai l  + Mace 
'mcs 121 
1% wglh r.0 hmded axe . . . . . . 45. 1 1% ~ 0 t h  two handed ooieaxe 450 
1% F#r#ng Bow 4511 1 
19d Loading Bow 
19e wlfh CiuL 

45P 
45P 

THE FIRST IN OUR SERIES 
O F  LARGE FIGURE SETS 

I ELEMENTALS £1.50 ea. 
33a Ear th  
33b Wind 

/ TROLLS £1.99 ea .  

I 34a wi th  Bone Club (50mm: 
34b wi th  l a r  e 2 Handed 

Axe 6 5 m m )  
34c  wi th  La  e Hammer  

& m m )  
1 DEMONS 

35a Demonic Kin 
(70rnm) f2 .50  

35b (55mm) £1.99 
3 5 c  Reptillan Demon 

(50mm). £1.99 ' 
35d Demonlc Servant  

(25111111) 45p 

NEW ADDITIONS TO OUR 
EXPANDING RANGE 
TREASURE ITEMS 35pea. I 
21a C h e s t  c losed)  
21b C h e s t  {open 
21c  St ron Box k l o s e d )  
21d P ~ l e  0% weapons 
21e  Pile of T r e a s u r e  
DUNGEON EQUIPMENT 

35p ea. 
22a  'Wishin Well 
22b Floor g r i l l  (2) 
22c  Stone  T r a p  Door (2) 
22d Pai r  of Wooden T r a ~  

Doors ' 

MONSTER SET 2 45. ea. I 
23a Were Wolf 
23b blummy , 

2 3 c  Frankenst lens  Monster 
23d Male Vampire. 
23e  F e m a l e  Vamplre I 
24a in Scale  Armour + 

2 Handed Sword 
24b in Chainmal l  + 

Morning S t a r  
24c  Eas tern  Flghter  + 

Sword a n d  Axe 
24d Nor thern  Fighter  + 

2 Handed Sword 
24e  In Mall + Sawtooth  

Naginata. 
FIGHTERS 2 45p ea. 
25a in Scale  Armour  + 

Sword & S h ~ e l d  
25b Eas tern  Fi h t e r  +Mac 
25c  Noble Figh$er + 

Sword and S h ~ e l d  
25d Longbow Man 
25e  in Breas t  P l a t e  + 

Morning S t a r  
CHAOS LORDS 45p ea. 

268 in Full P l a t e  + Axe. 
26b in Mail & P l a t e  

Drawing Sw,ord 
2 6 c  In Chammal l  + Spikec 

Mace 
26d in Chainmai l  + 

Sword and Shield 
26e  In Surcoat  + Sword 
CHAOS KNIGHTS 45p ea. 
27a Northern Knight + 

1 Handed Axe 
27b BarbarIan K n ~ g h t  + 

S iked Mace 
27c  &+tern Knight + 

Splked Pole  Arm 
27d wi th  O r n a t e  Shield 

and Sword 
27e  Royal  Guardsman + 

Sword 
ELVES 2 45p ea. 
28a Unarmoured + Sword 
28b High Elf + Spear 
2 8 c  Loading Bow 
28d wi th  Sword & Shield 
28e  Wood Elf firing Bow 
ROYAL ELVES 45p ea. 
29a  Royal Ranger  
29b Pr ince  + Sword 
2 9 c  Pr ince  +. 2 Handed 

Sword 
29d Royal Guard  + Spear  
29e  Champion + Sword 

WARRIOR MAIDENS 35p 
30a Warrior Queen 
30b Warrior + Bow. 
3 0 c  Warr ior+Morn~ng S t a r  
30d Warrior + Spear  
30e  Warrior + Sword & 

Buckler. 
ARMOURED SKELETONS 

45p ea. 
31a Firin Bow 
31b w i t h s p i k e d  Mace 
31c  wi th  Scythe  
31d Spearman 

t31e wi th  Crossbow. 

SKELETONS 2 45p ea. 
THE m W R E  CHAMBER IBV T.TB.1 32a in Studded Armour 
hmo~s V M ~ ,  whiprnw (I f Dagger  . 

Cl.75 32b In C h a ~ n m a ~ l  + .......................... 
TURlA Whipmaster only ................ 2 Handed Sword 
TURlB Vinim only 45p 32c Robed + S c ~ m i t a r  ....................... 32d wi th  Sword and 
in W m a o n  on Lar  e S h ~ e l d  
NRl 

e m %  
...................... f2.W 32e in F!aEged Robes. 

~ R U  mnirn only ............ 
TURa Th. Rr(L Rack vmim 
Nrmrsr & iwiator ................... 
TORS Iwisitor only ................... 

We all know how utterlybrilliant White Dwarf is, 
but believe us or not we'd like to make it even 

better! And we'd like you to help us! 

What we are looking for is a young, literate and 
enthusiastic man or woman to join us as a 

Publications Assistant in our Design Studio in 
Nottineham. The ideal candidate will ho~efullv 
know 6ow to hold a pen, type and spell 2 a few 
A-level passes would be most helpful too. A good 
knowledge of the games world is essential, and 

previous magazine experience would obviously be 
an asset. Job duties will initially involve assisting 
the editor of this very magazine, and helping with 
the preparation of ourvast range of new games. 

The salary isn't quite up to Chairman of ICI 
standards (it isn't up to Cleaner of ICI standards, to 

be quite honest), but the job does offer 
interesting and varied work, alongside nice people 

in very pleasant surroundings. 

If this seems just what you've been waitingfor all 
your life, send your CVand a covering letter to: I 

Jervis Johnson 
Games Workshop Design Studio 

Enfield Chambers 
t . 5  

14-16 Low Pavement 
I NottinghamNG17DL 

I ESSEX FANTASY I 
I UNIT 1, SHANNON CENTRE, SHANNON SQUARE 

THAMES ESTATE, CANVEY ISLAND, ESSEX. I 
SPECIAL OFFER! 
10 Fearless Orcs led by their 
Herp 'Haley Tosis' (pictured 
here) -ONLY f 5.25 POST FR 

SEND S.A.E. 
FOR FREE 
CATALOGUE 

TELEPHONE ORDERS 0268 682309 ACCESS - VISA - AMERICAN EXPRESS 

"Metal Mln~atures  are not toys and are  not  s u ~ t a b l e  for children under 12 years of age. 
They contaln lead whlch may be harmful ~f chewed or swallowed." 

fhen replying to advertisements. *<. 



THE BEST 

JUSTGOT EVEN BETTER! 

I SUPER HERWS 
'he MARVEL SUPER 
iER0ES"ADVANCED < 

SET is not a new game. 

It is not a "second 
- dition". 

It doesn't need to be. 

It does have new heroes, 
new powers, a new 
character generation 
"ystem, new combat 
iptions, a new Universal 
able, new campaign 
rules and.. . 

. . .more of what you 
expect and want from the ' 

best heroic role-playing 
aame available. 

Which means a complete 
expansion of all the great , ideas that make the 
MARVEL SUPER * 

HEROES game so good 
-there's more than. 
twice as much in this set 

Available from better games and hobby shops or, in case 
of difficulty, contact: 

w - 
than in the Basic 

; package. TSR UK Umited TSR Inc The Mill PO6 756 
Rathmore Road But then, did you expect Lake Geneva 
CAMBRIDGE, CB1 4AD WISCONSIN 

any less from TSR? t United Kingdom 
4 -.. 

WI 53147, USA 
. - WFIVELWPER~b~lndomarkdMarvslCorriar ,aWdCndPrwrehdum**~lOBBfSRUKUW - L I 






