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@ RUNEQUEST is an easy-to-play game of fantasy role-playing.
@ Participants create imaginary characters to go adventuring through a

O

world of fantasy where magic is real, heroism the accepted norm,
and virtue is rewarded. Characters begin as commoners or young
noblemen and work or fight their way through trouble and
adversity to reach greatness, collecting gold, magic and fame
along the way. They can develop as formidable fighters, clever
magicians, solemn priests, alchemists, thieves, scholars, or all
of them at once! There is no limit to what a character can do!
Humans and non-human characters play side-by-side. You
can play as an elf, dwarf, minotaur, or other humanoid;
if you prefer something more exotic, you can even be a
griffin or a unicorn! Referees are responsible for
running scenarios, though players can go on solo
adventures as well. A scenario is a single adventure
which might be a raid against monsters, a quest for
a magical item, guarding a caravan, or ambushing
a dragon. This boxed set contains everything
needed to set up such adventures:
With the easy rules of Basic Role-Playing, the fun
begins for solo and group play. As games become more
elaborate, Apple Lane and the RuneQuest book expand the rules to
give complete and exciting adventures. Fangs adds ready-to-roam monsters,
With the six special dice, RUNEQUEST is ready to play. Just add a pencil!
As a fantasy role-playing game, RUNEQUEST encourages co-operation between players.
Adventurers will spend many happy hours building characters and exploring the unknown.

In the RUNEQUEST gameworld of Glorantha, you will meet some of the . . .

ugliest . . .
creatures you’d ever want to see! BOXED
FIGURES ONLY
£3.95
CNO. Q

available in better
games shops
everywhere

RuneQuest is Chaosium Inc.’s trademark for its fantasy role-playing game,
Produced under licence in the UK by GAMES WORKSHOP Ltd.
The Official UK RuneQuest figures are manufactured by CITADEL MINIATURES.









Standard Games and Publications Ltd.
RY HAV STARSHIP
c Oc CAPTAIN
Combat between starship fleets in the far future. The clash of
empires or the destruction of rebels, attacks on star - lane convoys

- all can be reproduced! Made with the same attention to detail and
with the playability of our first game “Cry Havoc™”.

2 complete fleets of full colour starships, comprising fighters,
freighters, destroyers and cruisers up to fiveinchesin length.
Asteroids and minefields.

9 Geomorphic maps of deep space. 1. Rule book.

1. Scenario book

£ 12,95 e 1. 20 Sided Die.
-' |cAMPAIGNS IN Focus | %.
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FRATION  SPACE

TASK FORCE GAMES

Federation Space is the operational sister
game to Starfleet Battles. The map shows
the area of space occupied by the Feder-
ation and its surrounding neighbours, the
Kzinti, Klingons, Romulans, Tholians,
Hydrans and the unfortunately named
Gorns. Also included are the despicable
Orion Pirates.

The rules are easy to comprehend but
there are anomalies with the combat pro-
cedure — specifically what happens to a
damaged ship which takes more damage.
A special rule only allows six ships to
stack together in a hex. This is to prevent
a player making a single giant stack and
rumbling around the board flaming all
before him. However there is a side effect
of all this. Six large ships stacked together
cannot be overcome by massed small fry,
as you can’t mass them. Ships pair off in
combat. If one side has ships ‘left over’
they can be used to double up on some
unfortunate. Onlv two results are possible

£11.95
warships.

Simple encounter rules are used to
allow players to repair damaged equipment
and rebuild destroyed ships. Economic
points are obtained by controlling star
systems. Fleet Repair Docks are vital here
as they can repair ships very quickly at no
cost. A wide variety of scenarios is avail-
able for two to eight players. A problem
here is that the races are all of differing
strengths. This is partly got around by
suitable victory conditions and the large
powers having their forces divided into
fleets, and only certain fleets being
available against certain powers. For ex-
ample, the Klingons have seven fleets, but
only three are available against the Feder-
ation. The other fleets are made available
progressively if the tide turns against the
Klingons, eg all fleets become available if
Klingon is captured. Gamesmanship may
dictate that you should not beat an opp-
onent too badly, even if you can, as this

strategically on the Federation Space
board but battles are resolved using the
tactical game. One or two ships in Feder-
ation Space are not covered by Star Fleet
Battles or the first expansion kit. However
| understand this is to be rectified by the
publication of a second expansion kit in
1982.

So to sum up; a reasonable buy for
megalomaniacs who like to rule the uni-
verse, a good buy for Star Trek fans, and
an essential buy for Star Fleet Battles
enthusiasts.

Overall: 8 John Lambshead
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ORDEAL BY ESHAAR

FASA £3.95
ACTION ABOARD
FASA £3.95

URAGYAD'N OF THE SEVEN

PILLARS FASA £3.95
THE LEGEND OF THE SKY
RAIDERS FASA £3.95
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being Action Aboard) take place in the
Far Frontiers sector,beyondthe Imperium.
As far as | am aware, FASA have not in-
troduced a mapping supplement for this
sector, which makes getting to these
locations a little difficult if your campaign
is set in the official GDW ‘universe’'.

Ordeal by Eshaar pits the playersagainst
a combination of hostile Zhodani, myster-
ious aliens and a dangerous world environ-
ment against the background of the Fifth
Frontier War. The mission is to discover
and secure control of affas, a mineral
compound vital to the war effort.

Action Aboard is the odd man out. It
deals with background and potential sit-
uations aboard the King Richard, a 5000
ton luxury liner (the subject of a previous
FASA release in their 15 mm deck plans
range). Included are many character des-
criptions of some of the crew and pass-
engers, together with a sort of shorthand
of the King Richard's decks as a pull-out
sheet. It is just about possible to play the
situations with the sheet, but FASA are
hoping you will buy the 15 mm plans
for more playability.

Uragyad'n of the Seven Pillars — T E
Lawrence in space — involves the players
in a struggle for control of a desert planet.
Attempt to free the people from the iron
grip of a cruel invader: Includes pull-out
mapsheet and a great deal of background
information and character description.

Legend of the Sky Raiders — Indiana
Jones in space — leads the band of adven-
turers deep into the jungles and swamps
of the planet Mirayn, on the track of
archaeological remains. Also includes pull-
out mapsheet, background and biographies.

| liked these adventures. Well produced
and with plenty going on, the designers
have provided referees with as much help
as can be fitted in booklets of this size,
gone into detail at points in the adventure
where it's necessary and not filled out with
‘chrome’. These comments apply particul-
arly to the last two booklets — being so
involved with Traveffer on a day-to-day
basis, it takes something above the aver-
age to get you interested, and these two
certainly did that.

Novice ratings reflect my impressions of
the ability of new referees to translate the
information into actual playing sessions.

Overall: . Novice Expert
Ordeal by Eshaar 6 7
Action Aboard 5 6
Uragyad’n of the Seven Pillars 8 8
Legend of the Sky Raiders 8 8

Bob McWilliams

out of the Common
Room and down a hallway, At the end of it, he §
lifts a torch out of a torch holder and a small

The doorway is barely 3 feet by 2 feet — a tight §
fit even for your host. |f you wish to enter first, i
go to 270;if you tell him to go in and bring the
treasure back out, go to 19B.

THIEVES GUILD
1-£7.95;11 - £4.95; 11l - £4.95; 1V -£3.95
Gamelords Inc
FREE CITY OF HAVEN
Gamelords Inc

£10.95

8 B Each dwarf female gets 2 dice + 20 adds in
combat, They have Constitutions of 18 each, If
you kill all three of them, you will get 100 ad-
M) venture points. Exploring below the trapdoor
vou find the harem, There are no more dwarves,

worth 3000 gold pieces. In the marning you T
secret door swings open. ‘It's in there!" he snarls. g} collect all your loot and continue your journey,
In 8 few days you reach Khazan, The adventure

< Thicwes’
&uild

In most FRP campaigns, thieves act as
scouts rather than as crooks, for lack of
an appropriate adventuring milieu. The
big city is where a thief can really excel,
but most referees haven’t the time to con-
struct a big city, few city modules are
available, and most of those that are were
not made with thieves in mind.

An exception to this generalization is
the work of Gamelords Inc, publisher of
Thieves Guild. Each of their continuing
series of Thieves Guild modules offer
scenarios for a party consisting principally,
if not entirely, of thieves. Descriptionsare
thorough, with numerous realistic and be-
lievable non-player characters with whom
player characters can react in a variety of

\

There are 2-7 of them (1d6+1), Each dire wolf

has a monster rating of 80 (9 dice + 40 adds).
They all attack at once, Do regular T&T com-
has bean worth 1000 adventure points, and you l bat to the death, but subtract 10 points from
have 5000 gold pieces worth of treasure, Go tof§ you combat total each combat round for the i
effects of frostbite and exhaustion. |f youwould
k| normally use magic instead of weapons, write
down the first three spells you intend to throw

ways, sometimes over a long period of
time. There are virtually no monsters in
the scenarios and the city; humans and
other humanoids provide as much oppo-
sition as any thief is likely to want, Players
must use traditional thiefly skills —includ-
ing stealth, savvy, and discretion. — in
order to survive. They cannot rely on
hack-and-slash or on superior character-
istics of their characters. In fact, the
player thieves are expected to be people
who would rather not kill, but will kill
if there is no alternative. This is a refresh-
ing change from typical FRP bloodlust.

The modules are written for Gamefords”
own rules, which are not yet separately
published. However, Thieves Guild f {and
/1) provide most of the information needed
to allow referees to convert the module
to their own system. Basically, Gamefords”
game is a D&D variant with considerable
expansion of the thiefly skills and rules for
such details as tailing and eluding a tail.
Although there are some magic-users in the
scenarios, few guidelines for magicare pro-
vided. Levels, and especially treasure sizes,
tend to get a little out of hand at times. |
recommend reducing treasure sizes to one
tenth for AD&D, even more for some
other games.

There are now five numbered Thieves
Guild {TG) modules, plus one ‘Special’.
The contents of the first four, briefly, are:
!/ — TG rules, highway encounters, two
shops to burgle;// — additional rules, tomb-
robbing, highway; /// — the Duke's Grand
Ball and mansion, wizard’s tower: /V —
Thieves Guildhall, thief vs thief in adocks/
seaside area.

City of Haven differs from the TG
series insofar as it describes one third of a
city of 80,000 people, complete with lists
of street encounters and dozens of plot
suggestions, a large map on slick paper, and
eleven sub-maps. While 7G modules aver-
age 50-60 pages, Haven is 126 pages of
small print, There are few maps of indiv-
idual buildings, and many buildings are
unaccounted for, not surprisingly in acity
of this size. The place is designed for hard-
core role-players, fans of improvisational
theatre who enjoy a long chat with an
NPC as much as they enjoy a fight, because
there’ll be more talking than fighting in
Haven if player characters intend to stay
in one piece. To run Haven the referee
should be experienced and patient.

Gamelords’ products are not for every-
one, but a boon to the minority of FRPers
at whom they are aimed.

Overall:
TGI1-9; TGN -7; TG Il -7;TGIV -8
Haven - 9 Lewis Pulsipher

26A; if they kill you think about how warm
and safe you could have been inside that inn
vou passed, The End.

level saving roll on Constitution [25-COMNL. If
you miss it, you will become rather sick and |3

] the rest of this advenwre. If you make the

| saving roll, the muck is actually good for you,
Add 1 Strength and 1 Constitution paint to
i you attributes permanently. Go back to 24C
and make another choice,
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C The tavern is quickly hidden from sight by

the increased fury of the storm, As you stagger

on down the mountain you lose track of time,

Consciousness fades into a stupor of taking one

step and then the next, Eventually you stagger

lose 3 Strength and 3 Constitution points for |- 7




Dear WD,

In re- sponse to Andy Jarvis’
request for a good interpretation of
the one-minute melee round, here is the
way | understand it.

If one may be allowed to quote the
DMG for a moment, | notice that it states:
‘During a one-minute melee round many
attacks are made . .. One, or possibly sev-
eral, have the chance to score damage.’
And so on. So during the amorphous blob
that forms one minute, a lot of combat is
carried out, and at the end of that minute,
the hits and damage are totalled up and
marked off the hit points of both com-
batants. Crude, but it works, and well
enough for the purposes of D&D. After all,
it is the role-playing which is important
in any FRP, not the details of who-does-
what-to-whom-and-did-I-give-him-a-nose-
bleed. Admittedly, one round is a little
long — RuneQuest melee rounds last only
twelve seconds — but then again, it is split
up into segments, when shorter periods
are needed. The blessing of the D&D melee
system is that it is so very simple and
quickly resolved, er, I'll take that last
comment back — have you ever bothered
to pit two 20th level fighters with ordinary
longswords and plate armour against each

am writing to you about
gument that occured
ng a campaign. The
argument was about a
2nd level fighter who
killed a type Il
“demon with psionics.
" His psionic ability was
206. When he said he was
going to attack with psionics
| laughed, but the demon had a
psionic ability of 100 and what's
more a type |l demon has one more
defence mode than a type Ill. He att-
acked with a Psychic Crush and | de-
fended with a Mind Blank. But he then
showed me the PHR., It said the only de-
fence was a Thought Shield. | looked in
the OMG. It gave a percentage chance of
death on all defence modes but it also
said on p78 that the only defence was a
Thought Shield. We took it as no defence
at all and looked at the psionic attack
upon defenceless psionic table. The demon
died and the player was victorious. Could
you please tell me why.
Yours sincerely,
Gregory Coleman, Devon.

You've misread the rules, here. In the
DMG and the PHB it says that the user of
the Psychic Crush can only use a Thought
Shield in defence. So, the Crush used
against a Mind Bfank would give only a
20% chance of killing the demon, remem-
bering that the fighter’s psionic attack
would be 103, half of 206. No doubt the
demon would then (if he survived) have
used a Crush of its own which your 2nd
level fighter could defend against onfy
with a Thought Shield — if he knew how
to use one! —£&d

Dear WD,

| have a number of questions concern-
ing AD&D. They are mainly to do with the
spell phantasmal force and its derivatives.
1. If phantasmal force is used to recreate
a firebal{ can material objects be damaged

4. Exactly how do you determine the hit
points of a multi-class character; if you
always average the hit dice they are cheat-
ed of hit points and how do you then
deal with a 4th/3rd level?

Sincerely,

Nigel Cole, Herts.

— The phantasmal force spell is a visual
illusion (without audial iflusion} of a spell,
object or being and will only affect those
who belfieve it. It cannot be a fireball, only
appear as one, so it won't affect material
objects. An iflusion can only be created
effectively if the object or spell has been
seen or cast by the MU or iflusionist, other-
wise it’lf be a very poor itlusion indeed.
Note also that it’s only the physical effects
of a spelf that can be created, not the spelf
itself. Of course, the illusion of burnt
objects could be created along with the
fireball. You couldn’t create an iflusion of
a lock spell, for instance. Phantasmal force
can be used to depict a storm giant (re-
membering the above restrictions). The
spell lasts until disbelieved or until it is
struck, unless the caster makes it react
appropriately, or until the caster ceases
to concentrate on it, either by choice or
by taking some kind of action like moving
or being hit in combat.

As to the determining of hit points the
rules say that you throw the hit dice and
divide by number of levels, ie a Ist fevel
fighter/MU would throw 1d10 and 1d4
and divide the result by two. Say the same
character fs at 3rd level in both classes.
He goes to 4th as a fighter, so he throws
1d10 and divides by two and adds the
result, doing the same with 1d4 when he
rises to fourth as an MU, —Ed

Dear WD,

| disagree with R J Leedham’s letter
about a computer department. You do
not need to own a computer to play com-
puter games — many schools and colleges
have suitable computers, which in my ex-
perience are used for games more than
anything else In addmon there are many
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A Review by
lan Livingstone

There | was, one of six, walking sfowly
down a dark corridor wearing an old cloak
with a shield on my arm and sword at the
ready. The cand/eflickered, Nobody spoke.
At the end of the corridor fight shane from
beneath a door. We stopped to whisper a
plan, The scout, wrapped but for his eyes
in bilack robes, slipped into the shadows
ahead to listen at the door. Moments later

he returned to tell us that there were

probably six orecs inside a room on the
other side of the door playing dice and
drinking. We tiptoed towards the door
and prepared for battle. The elf drew his
bow, the wizard conjured up a magic
missile, the cleric held his mace, the scout
drew his daggers and | gripped the reasstir-
ing steel hift of my sword. Suddenly the
secout kicked open the door and we charged
screaming, into the room. The battle was
soon over, the orcs were sfain. We exam-
ined their bhodies and found a few coins
and a key. The key opened the door to an
adjacent room wherein we found an elven
maid sitting silently in the corner. She
would not speak. We also found three
colourless liguids in glass jars. Neobody
volunteered to drink any of them. This
was real role-play. Then the referee came
over to examine our wounds . . .

Readers may have read with interest re-
cently advertisements in White Dwarf
regarding Treasure Trap which offers the
chance to experience live adventures in

Peckforton Castle, Cheshire. Additional
facilities such as a games room, shop,
coffee bar, etc are also offered as part of
the membership benefits.

Treasure Trap is run by Peter Carey and
Robert Donaldson who had enterprisingly
leased the whole of Peckforton Castle from
the Tollemache Estate. They invited me to
participate in a preview adventure. When |
arrived, | was met by castle guards wearing
chainmail armour. Peter Carey explained
that | was to accompany a party of ad-
venturers, including Robert Donaldson, on
a mission to rescue a prince and princess.
| was somewhat dubious as to how | would
take to what | considered could only be
an adult’s version of ‘cowboys andindians’.
| was to be pleasantly surprised.

The six of us descended some stairs and
it wasn't long before we couldn’t see our
hands before our eyes. Somebody lit a
candle, The referee followed at a discreet
distance behind. The game system, devised
by Peter Carey, his son John, and Robert
Donaldson with revisions and develop-
ment by Stephen Duke, worked well. The
individuals playing the monsters had a
predetermined set of instructions, eg the
orcs would attack any adventurers enter-
ing their room. They would also fall down
‘dead’ if they felt a weapon hitany critical
part of their bodies. When a battle was
over the referee would count the advent-
urers” wounds. This was quite ingenious.
All monsters had dye on their weapons or
claws which would mark their opponents
in battle. The referee would simply count
the marks and might declare some limbs
out of action. The use of ashield orweapon
arm could be lost. The adventure would
continue until the objective was reached
or the party died in the attempt.

There were lots of tricks and trapson the
adventure, and many interesting monsters.

Without spoiling it for others, beware res-
cued adventurers who may not turn out to
be who (or what} they say they are, and
check the walls carefully. I'll never forget
the ghoul that burst from a secret panel!

The game system worked well enough,
but familiarity with the castle could prove
a long term problem for both scenario de-
signers and adventurers. However, plans
are in hand to install movable tunnels and
secret doors. Spells are created by using
harmless special effects and more are being
designed such as fireball wandswhichwork.

The whole project relies heavily on the
enthusiasm and effort of Carey and Donald-
son together with the members of Treasure
Trap. Indeed, it is incumbent on the mem-
bers to develop the system themselves.

Membership costs £30 per year to join
plus a charge of £1 per adventure. Mem:-
bers willing to act as monsters for a day
do not pay for adventures. {Not surprising,
considering you might have to wait around
a couple of hours in a dirty dungeon room
waiting for the odd party to appear!) |
would have thought it better to have a
lower membership fee but a higher adven-
ture fee. It seems to me that only locals
will commit themselves to such an outlay.

Although | was there on a preview,
there was little evidence of the proposed
shop, games room, coffee har and club
room. No doubt these will appear later.
Also, the castle itself is in a pretty bad
state of repair, but then that adds atmos-
phere to the adventures. But accepting
these [imitations, I must admit that |
thoroughly enjoyed myself on my three
hour adventure which | managed tosurvive.
I"'m sure others will too, and | hope Messrs
Carey and Donaldson manage to realise
the full potential of Treasure Trap. Who
knows, package holidays of the future
might include it in their brochures! |
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A During the night someone came and stole | TFES

| your backpack. When you wake up in the morn-
ing you can't find it anywhere, Also your
‘weapons and the weapons that were laying }
around theinn here and there aré gone. Although
F wou search, you are unable to locate anyone or

al anything worth finding. Finally you leave. In
the snow outside you find the dead dwarf and
4 take his jewelled eye-patch. [t will have 2d6
.4 waorth of small gems on it, Roll them up an the

(

B BONGG!! As the echoes of the gong die §
away, the trapdoor pops open and out hop 3
dwarven maidens clad only in filmy veils and

gap-toothed smiles. There are two aray-heads
| and a blond, and only the blond has a beard.
fl Seeing you with a weapon in your hand they )

]
L3

C The dwarf is dead. A guick search of his §
body finds nothing of value. If you wish to
search the inn, go to 24C. If you decide 10 sleep

! If it makes you mad enough to attack this crazy ¢
by the fire without doing any searching, 0o tod dwarf, go to 19C. If you can overlook this racial {©
16A. Y ou get 50 adventure points for killing him,

o random jewel generator in the 7& T rules, A few |} lose their silly grins and turn into shrieking

‘1 days later you reach Khazan sately, Take 300 M furies. They attack you with tooth and nails, j
- adventure points for the whole outing, Go to I} literally, If you wish to fight them, go 1o 17B;
if you don't kill women, they will drive you out [J)
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s 3 UKL VSRHEtUTE Figures
supplied to the Blackpoo!l branch
of Beatties of London. The gold-
plated figures were produced by
Grenadier and placed in boxes at
random as part of a promotion in
the USA and the Blackpool find is
the first to be announced in the UK,

Ambitious Project from Dave

David Nalle of Ragnarok Enter-
prises is the publisher of one of the
leading US zines, Abyss. He has
now completed his most ambitious
project to date with the public-
ation of the Ysgarth Rufe System,
a six booklet fantasy role-playing
game amounting to 168 pages of
reduced type. It features over 300
skills, 29 character types, 300
spells and a short adventure. How-
ever, it will probably aonly have a
limited distribution in the UK.

ey s garnie snould be avail-
able this summer,

Conflicting Scenario

Chaosium have also announced
a forthcoming release entitled
Borderlands; however, this will be
a boxed RuneQuest scenario pack.
It is set along the River of Cradles
in Prax and includes information

o wuviws, o WO-player game
of the US/Soviet Lunar War of
1996 ; Boarding Party, 8 1{2-player
game of a boarding skirmish
between two disabled starships,
The Warriors of Batak, a two-
player game of the battle for
control of an alien planet with a
variety of weapons and units;
Star Fleet Battles Expansion H,
includes errata and new revisions
to the Star Fieet Battles rules plus

- cws waw uw pl@yed as a conven-

tional board game; and Sgwyrm, a
game with triangular cards in
which players race to be the first
wizard to conjure a complete
dragon. Players can curse each
other’s dragons causing them to
fork in two, send knights to battle
opponents’ dragons plus jousting,
damsels in distress, treasure and
dragon’s eggs. All these games
should be available some time
during the sumrmer.

ALIENS RIOT IN
MANCHESTER

MNew riots flared in Manchester as
aliens fought for the bargains to

L
W

be had at the opening of the new
Games  Workshop  shop  in
Manchester, The new shop is at
162 Marsden Way in the Arndale
Centre. It replaces the old ane in
St. James's Square which has now

i Crowd con-
AT traffers in
JE] :
action.,

been closed down. The aliens were
members of the Tameside Pre-
Enactment Society who kindly
volunteered their services to add
colour to the official opening by
lan Livingstone,

GARY THE FINAL DM

Gary Gygax, inventor of D&D and
AD&D, DM'ed the final of the
second AD&D Open Champion-
ship at GamesFair ‘82 which was
staged at Reading University in

Wersna et

April, The championship was won
by Richard Whiteside.

GamesFair ‘83 will again be at
Reading University on 25th — 27th
March, 1983,

Above Left —

Gary Gygax -——
unfolds the "

adventure. a

Below Left — -

lan Marsh and
Mike Lewis of
Dragonlords
provipng that

actions speak

fouder than o L
words. o -

Below Right — 08
Gary Gygax, Don i °
Turnbull, lan
Livingstane and
Steve Jackson
enjoying all the

fun at the Fair.

HERE COMES
THE JUDGE

Everybody will soon have the
chance to stalk the streets of Mega-
City One with the release of
Games Workshop's official Judge
Dredd game. Designed by lan
Livingstone and based on the
famous 2000 AD comic book hero,
the game will enable players to be
judges fighting Dredd’s favourite
enemies including Judge Death,
the Angel Gang and Don 'Uggie’
Apelino,

SP| Take-Over Shock

TSR {Hobbies} Inc. have recently
acquired SP{in a surprise take-over
bid, Whilst it was generally ac-
knowledged that SP/ had for some

time been trimming the number |

of their titles in order to reduce
their inventory, such an acquisition
took the games world by surprise.
It is not known at this time why
TSA wish to increase their range
of historical titles.

NEXT ISSUE

Coming up in the next issue of
White Dwarf will be:

Lore of the Ring — Tolkien's rings
in O&D by Stephen Bland,

A World of Your Own — Evolving
your own style of play in T&7T
by Ken St. Andre,

STL — Slower Than Light ships in
Travelfer by Marcus Rowland.

The Town Planner: Part Two —
Designing towns and cities,

Chaos from Mt, Dorren — a D&D
mini-scenario by Phil Masters,

Together with all the regular de-

partments featuring monsters,

games reviews and more,







DUNGEONS & DPRAGONS

COMPUTER LABYRINTH GAME
from Mattel Toys

FLYING —
BUFFALO &

with the latest in

TUNNELS AND TROLLS

(and other good games)

For readers of WHITE DWARF only, and for only
one month we present THE TUNNELS & TROLLS
SPECIAL OFFER. ..

Buy the Boxed Set of T&T {£6.95) and a copy of
GRIMTOOTH'S TRAPS (£3.75) for a post free
price of £9.00.

Tell us where you saw this advertisement (which
won't be repeated) and we'll send you either a free

TOT mmenll s ma Leeea TOT lhnden m s mnanlf .













NEW!

from the makers of
COSMIC ENCOUNTER...QUIRKS...
HOAX...RUNES...DARKOVER

EON
is gaming
with a
difference!

* Action-
packed

* Innovative
play

* Eye-
catching
graphics

* Quality
componems

* Wide
appeal

Ask for EON games at your local
hobby and game store.
Eon products are distributed in the UK by Games Workshop Ltd.

EON PRODUCTS, Inc.
96 Stockton Street, Dorchester, Massachusetts 02124

DONALDS

GAME SHOP

3 WAVERLY PLACE
ABERDEEN

Aberdeen 23740

THE MOST COMPREHENSIVE STOCK
OF FANTASY FIGURES AND BOARD
GAMES THE OTHER SIDE OF
SOMEWHERE -OR -OTHER

I NOW OPEN IN SOUTHEND I

WARLORD

GAMES SHOP
Stockists of
Games Workshop * Avalon Hill
Tabletop Micro Games
SPlI * Yaquinto * GDW
A wide selection of Rules i.e,
WRG * Newbury * Skytrex
Plus a large range of 15mm Figures
by Mikes Models & Tabletop
Wargaming Accessories * Magazines
And much more for the games enthusiast
818 London Road, Leigh-on-Sea,
Tel: Southend (0702) 73308
Open 9.30-1.30 & 2.30-5.30. Closed Monday

@ South Bedfordshire's
' Games Shop

We stock Dungeons & Dragons, Kunequest,
Traveller, Space Opera, figures by Citadel and
Chronicle, and much, much more.

38 West Street, Dunstable. Telephone: (0'58'3) 606041

The Free City of Haven is a complete adventure pack for
inclusion in your favourite role-playing game. Game Master’s
will find descriptions of some 100 buildings, 60 random
encounters and over 300 non-player characters. Players

will also find excitement participating in any of the 2b
scenarios included inthepack . . ... .......... £10.95

Free City of Haven is only one of the adventure gaming
products produced by Gamelords Ltd., see their other
products including Thieves Guild I-1V and The Comp/ete
Tavern at your local games store now.

Gamelords Ltd. products are distributed exclusively in the
UK by Games Workshop Ltd., 27-29 Sunbeam Road,

London NW10 6JP. Telephone: 01-965 3713,













FUTURE PASTIMES -TODAY

From EON PRODUCTS Inc.
COSM'C In Cosmic Encounter you become one of 15 Aliens — challenged to think like an
R & Alien and respond to other Aliens, each with a unique power. You start on a home

- 17 _ planet system and expand toward universal dominance.
E~rc OUN TER Other alien intelligences stand in the way. Some might become your allies, and with
i ST T o others you can make beneficial deals. But some will oppose you with all the strength
Fad . 2 ; ) of their mysterious powers.

0 : ] < . ;
: , ; To aid you in this quest, you will have your own unique, special power. How cleverly
i you use it in each encounter will shape your cosmic destiny.

The countless Alien combination make each game an entirely new experience.
Shifting alliances and fast-paced action keeps everyone intently involved.

Be warned: This is a highly social game. You won’t want to put it back in the box.

Expansion Set 1: Contains pieces for a fifth player and 10 new Aliens.
Expansion Set 2: Contains pieces for a sixth player and 10 new Aliens.
Expansion Set 3: Contains nine new cards and 15 new Aliens.

Expansion Set 4: Contains 50 Flares and rules for 7 and 8-player games.
Expansion Set 5: Contains 100 Moons (especially enhancing 2-player games).

o

_ % B = _
: the"ufornu fiction game for eyeryone,

Expansion Set 6: Contains 10 new Aliens and the Cosmic Economy — Lucre!
Expansion Set 7: Contains 14 new Aliens

® For2,3,or4 players. e Short,clearrules e Average game, 45 minutes

"DARKOVER

On a beautiful alien world, a race of telepathic humans control elemental energies The Ages of Chaos
which can destroy their planet in this game based on the best-selling novels of
Marion Zimmer Bradley.

In Darkover, players compete in fierce psychic struggles, and seek revenge by hurl-
ing deadly forces from the Overworld to destroy their enemies.

Daring strategies and unique psychic gifts lead to quick reversals of fortune, and
players conceal their own feelings while luring their opponents into dangerous emo-
tional outbursts.

The mysterious Ghost Wind unleashes bizarre human behavior and threatens to re-
veal players’ secret desires. But mounting tensions are suddenly resolved in out-
bursts of laughter.

Darkover is both true to the spirit and text of Ms. Bradley's novels, and a new, excit-
ing game on its own merits.

® For 2, 3, or 4 players e Short, clear rules * Average game, 1 hour

QUIRKS are hilarious-looking plants and animals you will create in this game of un-
natural selection. Can you adapt yours to prevail in the rapidly shifting environ-
ments?

Icy forests, dry plains, sweltering deserts, steaming jungles, and oceans will test
your QUIRKS’ ability to survive. Traits valuable in one setting may be useless in
another. New creatures constantly threaten to displace older, dominant ones.

Versality, bluff, luck and thoughtful strategy are required for your QUiRKS to thrive
(and to force your opponents’ into extinction).

Based on simple evolutionary principles, this game of humor and sudden upset
appeals to young and old alike. Full color graphics on the 108 traits provide
thousands of possible creations — making it interesting and fun for everyone. The
strategic timing and balance make it a challenge for the most dedicated gamer.

Special solitaire rules provide an exciting 1-player game.

Simplified children’s rules (7 to 11 years) provide a quick but stimulating intro-
duction.

Expansion Set 1: Contains 36 new plant and animal traits and new climate ratings.
Expansion Set 2: Contains 36 new plant and animal traits and new climate ratings.

e For1,2,3, or4dplayers e Short, clearrules e Average game, 45 minutes

Cosmic Encounter, Darkover and Quirks are distributed in the UK by Games Workshop Ltd and are available in all good games and hobby shops.



DUNGEONS
DRAGONS

NEWS

Dungeon Module Ul
The Sinister Secret of Saltmarsh

For character levels 1-3

Desolate and abandoned, the evil
alchemist’s mansion stands alone on the
cliff, looking out towards the sea. Myster-
ious lights and ghostly hauntings have
kept away the people of Saltmarsh,
despite rumours of a fabulous forgotten
treasure. What is it's sinister secret?

. The Sinister Secret of Saltmarsh is the

first installment in a series of three mod-
ules designed and developed in the
United Kingdom, for beginning adven-
tures with the AD&D™ rules. The adven-
ture can be played by 5-10 characters.
This module contains large-scale maps,
full background information and detailed
encounter descriptions for the players
and DM.

Dungeon Module U1
The Sinister Secret of Saltmarsh
PREMIERE ADVENTURE FROM THE UNITED KINGDOM
by Dave J. Brawna wish Den Turebull
AN ADVENTURE FOR CHARAGTER LEVELS 1.3

i

Screens & Mini-
modules

GAMMA WORLD" Science Fantasy Role-
playing game — Referee’s Screen and Mini-
Module
Included in this package are a durable referee’s
screen and an eight-page Mini-Module. The
- Albuquerque Starport. The screen con-
tains the combat, hazard, and reference tables
used most often by referees and players,
arranged to make this vital information easy to
use. The Mini-Module is a complete GAMMA
WORLD adventure, in which players discover
and explore an ancient starport buried in the
desert sands.

BOOT HILL" Wild West Adventure Role-
playing game — Referee’s Screen and Mini-
Module

Fast paced gunslinging action will never bog
down in a search for missing tables with the
BOOT HILL Referee's Screen handy. Fourteen
of the most-used tables from the BOOT HILL
rulebook, are arranged on this durable playing
aid. A special BOOT HILL adventure,

Dungeon Module X2

Castle Amber

For character levels 3-6

Trapped in the mysterious Castle Amber,
you find vourselves cut off from the
world you know. The castle is fraught
with peril. Members of the strange Amber
family, some insane, some merely deadly
lurk around every corner. Somewhere
in the castle is the key to your escape, but
can you survive long enough to find it?

This module contains referee notes,
background information, maps and
exploration keys intended for use with
the D&D® Expert rules.

Shootout in Northfield and Other
Famous Gunfights lets players

recreate the famous gun battle that

destroyed the Jesse James—Cole

Younger gang, plus six other famous
showdowns.

TOP SECRET” Role-playing ad-
venture game — Administrator
screen with all necessary game
charts and tables, plus one mini
adventure module.

OPERATION: Executive One,
Agents must rescue the President of
the United States from a squad of
corporate mercenaries.

v
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