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Editorial

The minions are getting restless. | have managed to palm off — sorry, delegate — the
writing of the Editorials in the last two issues and | had hoped to keep this going for
some time but they are revolting!

Issue 7 — gosh doesn't time fly — with the module, Beauty Is But Skin Deep, yet
another splendid scenario from our Features Assistant and Pan Editor, Mike Brunton.
Even more exciting is the new fiction from Graeme Davis, The Gypsy. Good things
are in the pipeline for the future and, in particular, | look forward to the December,
Christmas, issue.

One of our illustrious readers said that | might just as well write Rhubarb, Rhubarb,
Rhubarb... instead of an Editorial because the few who bothered to read it would pay
no attention anyway.

Such is the power of the pen that the ideas expressed by the author may have effects
far beyond their original intention. Take rhubarb for example — a plant of many
properties. itis said to be called after the river Rha, now Volga, in darkest Russia. Itis
a medicinal root stock, purgative and subsequently astringent, and what is more the
leaves are poisonous, — and you can use a stew of it for cleaning saucepans! Perhaps
I should take the idea of rhubarb for my Editorial and be purgative, astringent,
poisonous and generally cleansing — it's a lovely thought!

¥ Keith Thomson
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eatwre °v Fantasy literat-

ure abounds with tales of brave
warriors, devout clerics, mighty
magic-users and cunning
thieves, but these deeds are
not restricted to the novel. Players of
fantasy role-playing games can
experience the thrill of exploration and
combat as they participate in many
different adventures.

'.'l'.'l\'d'.!'.\\\'.\\l\l

The above took place during such a game.
Sue is the referee or Dungeon Master
who has created the setting for the
adventure and runs the game according
to the rules. The other players each take
the role of a fictional character, like an
actor taking on the part of a characterina
play. Pat is playing a cleric, Roy a thief,
Janet a fighter and Tony a magic user.
The players are exploring the crypt of an
ancient temple. They have just opened a
heavy iron bound door....

Sue — ‘The room is dusty, in the middle
you see an intricately carved stone
sarcophagus.’

Pat — ‘I'll take out my Holy Symbol. There
may be undead in here.’

NIC 1S ABOUT TO EXPERIENCE HIS FIRST AWENTURE| . TR |
__ I’ A USER OF l I'M NORVA IRONARMS LEMMY, 1M | [ JOLINDA 1S THE NAME
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Tony — ‘Putting my lantern on the floor |
take out two vials of holy water.’

Roy — "I'll move up for a closer look.’

Sue — 'Roy, you notice a crack, 2" from
the top running all the way round.’

Janet — ‘I'll move the top slab.”

Sue knows from her room description
thatthe slabis very heavy and can only be
moved with the combined strength of two
or more persons.

Sue — 'You soon realise that you won't be
able to move it on your own.’

Roy — “I'll push as well.”

Sue — The slab slides back with a grating
sound and the smell of death and decay
wafts up.’

Roy — ‘Leaning over the top I'm looking

In.

Sue — ’It's dark in there but you see
something moving, a black skeletal hand
reaches towards you.’

HAVE YOU NO.THAT'S
BEEN ONAN jad WHY IM KEEN
ADVENTURE Ji T GET SDMEI

BEFORE..? [ EXPERIENCE
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Roy — 'l step back quickly and draw my
sword.’

Sue — ‘A black arm and body follows the
hand.’

Pat — ‘I'm calling on the power of my
goddess to turn it.’

Tony — ‘And I'm throwing one of my vials
of holy water.’

Sue — "As you two have been waiting to
do so there’'s no need for you to roll
initiative.’

Pat rolls two dice and Sue refers to a
specialtable for clerics which shows their
chances of turning undead. Unfortunately
she fails the required roll. Tony now rolls
and his score is checked on the combat
table. He is more successful, scoring an
easy hit.

Sue — 'Pat, you failtoturnit. Tony, you hit
with the holy water. Roll a die to see how
much damage you do.’

Tony rolls his dice and Sue takes the
score off the wight'’s hit points.

\\W //,//

Tony — ‘I'm throwing the
second one as well.’

Pat — ‘I'll take a flask out of my backpack.”
Roy — I'll hit it with my sword.”
Janet — ‘| will too.”

Before the players carry out their actions
initiative throws are made. Tony throwing
for the players getsa 5, Sue rolling for the
wight throws a 2, giving the players the
first attack.

Roy swings and hits, but lacking a magic
weapon he does no damage to the wight.
Janet's sword is, however, magical, allow-
ing her to hitit. She rolls and hits but does
notdestroy it. Tony throws his second vial
and hits again.

Sue — ‘Tony's damage destroys it.’

Roy — 'I'm climbing in to get its
treasure....’

#s Jim Bambra
From next month in these pages we will
be following Nic Novice through a
fantasy adventure, which begins below.
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DUNGEONS & DRAGONS® ENDLESS QUEST™ Books
have made it to the top of the best-sellers list of
children’s books in the USA. They're priced right and
available now!

™
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To have a bad plan is better than
having no plan at all.... the model should
be the commando raid: short, sweet

and to the point.

What distinguishes the successful
player in the D&D® game from the
unsuccessful? One factor, as |
suggested last month, is the import-
ance of not taking unnecessary risks.
There "is  another, very important
consideration . often' overlooked by
novices, and that s planning.

When you think about it, it is'pretty. much
common sense that a party which wan-
ders around aimlessly is going to do less
well in the long run than a party which
knows what it is doing because it has
thought out its actions in advance. In
chess, there is a maxim that to-have a bad
plan is better than having noplan.at all,
and the same is perhaps alsa true (though
with less force) of role-playing.

| shall now advance my version of the
elements of planning in the D&D game,
One can distinguish three main types-of
activity, and the party should agree in
advance which course of action to pursue.
The three types are: reconnaissance,
attack and reconnaissance in force.

Gather information

The object of a reconnaissance trip is
simply to gather information about the
dungeon and identify likely targets for
future attacks. Accordingly, all action
should be geared to that end, unless
exceptional circumstances arise. The
party will put careful effort into mapping
an area of the dungeon, establishing
routes in and out of the sector. Likely
targets within the dungeon sector being
investigated will be noted — does there
seem to be treasure? How strongly
guarded is it? Are there any means of
getting it other than by a direct frontal
assault? In the course of the expedition,
combat should be avoided — concentrate
onwhat you are there for. Run away from
wandering monsters if at all possible; do
not fight them unless you have to.

Magicians should choose spells of a
defensive nature — ones that can be used
to ward off unwelcome pursuers. Things
like protection from evil, darkness, web
and so on. These will be used to ward off
encounters, so that with luck the party
may eventually emerge without a single
hit point lost. The other sort of spell to be
taken on this sort of expedition is the
detect spell, particularly detect gold and
detect magic. These can be very useful
when it comes to identifying the best
targets in the area being explored.
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The reconnaissance complete, the party
can then pore over their new maps and
decide how to pursue the next mission,
which will be an attack. The model should
be the commando raid: short, sweet and
to the point. Pick one target; work out
exactly how you intend to attack it, equip
yourselves for the task, go straight in, hit
it-hard, and then get out as quickly as
possible, with the treasure. Evidently,
this is the time for magicians to stock up
with spells such as fireball and lightning
bolt—good offensive spells. Alternative-
ly, other more specialised spells may be

suggested by the detail of the attack plan,
Has the treasure chamber two doors? If
so, can a phantasmal force be sentinone
door while the party sneaks in the other?
If the party has.a good choice of potions
and scrolls ‘available, this of course
increases the possible options. Healing
potions are especially useful in restoring
wounded fighters so that they can escort
the party safely out of the dungeon.
Similarly, clerical healing spells are
important here.

Quit while you‘re ahead

Once you have the treasure, get it out as
quickly as you can. Even if the party is still
fairly fresh, it is best to quit while you are
ahead — get out what you have while you
can, you never know what you might
meet if you do not. You can always come
back down later.

In certain circumstances, it becomes
possible or necessary to combine the
above two missions into one: the recon-
naissance in force. The circumstances
are these: it may be that the party is
temporarily stronger than usual (a sudden
influx of visiting players) but no previously
identified targets are available. In this
case it seems a shame to waste the extra
strength on a pacific reconnaissance
mission.

One has to try and strike a balance
between the reconnaissance and attack
elements, dividing spells selected be-
tween both offensive and defensive cate-
gories. When a promising target is found,
you should still give some thought to how
you will attack it, though you have less
time and leisure to make preparations.
Always look for an alternative to wading
inin a frontal attack. Frontal attacks cost
characters.

Alternatively, in some adventure situat-
ions, a party may find it has to penetrate a

A page for the
not-so-experienced
adventurer

by Roger Musson

stronghold that-it.can only get into once
{by-bribery, subterfuge or whatever). In
this case, there is'no alternative but to
make one tripout of it. But be carefull it is
much harder. to 'do well on ‘such an
expedition.

Clear route to the exit

There is one:further-thing to add. Ope
consideration must-always take priority
over any other in the plan; make sure you
have a clear route to the exit. If your line of
retreat becomes impassable for any
reason (falling portcullises, etc) abort the
mission and look for another exit at once.
You may find you have to fight your way
out, inwhich case itis far better todo so at
full strength than when partly mauled
from previous melees. If you find another
way out relatively easily, then you can go
back to the original plan. But never get
into a fight if you are going to have
problems escaping, unless it is absolutely
forced on you. Fighting costs hit points
almost invariably, and hit points are all
that stand between you and a dead
character. ¥ Roger Musson

Stirge Corner will provide more hints for
players next month. If you find this
feature useful, remember that back issues
of IMAGINE™ magazine are available
from TSR for £1.50.
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One of the surest ways to make enemies
among role-players is to take a stand in
favour of one game over another. It
usually leads to scowls, howls, and,
unless the participants agree to disagree,
several contusions and abrasions.

So, when | was asked to write an article
introducing the DRAGONQUEST™ game
to people perhaps more familiar with the
DUNGEONS & DRAGONS® game, | found
myself in something of a dilemma. |
started out in role-playing by getting into
a campaign of the AD&D™ game, but
after some time we became frustrated,
we wanted more than it could offer. After
examining several games, we decided on
the DRAGONQUEST game. We began
playtesting DQ supplements and adven-
tures, and | gradually became involved in
professional designing — I'm afraid | am
not totally impartial!

But even with my professional connect-
ion to the game currently in limbo, | am
still an advocate of the game. The offer of
this article seemed the perfect soap box
for me to proselytize.

My preferences are only that, mine. What
| want of a role-playing game may not be
what others want. So this article has
taken on a different meaning. Both DQ
and the D&D® game have their appeal,
but to different groups. So take this article
in the spirit in which it was meant, and
make the final decision for yourself.

6

The D&D game, it is generally conceded,
is a very simple system to master.
Someone who has never role-played
before can create a character, or run an
NPC, with an existing group and get the
hang of the game fairly quickly. That's
how | started. They handed me a halfling
thief and sent me off with a group of
adventurers. | caught on quickly. In fact,
that first night | introduced the idea of
climbing the wall next to any door we
were about to open. In this way anything
that was behind the door (and our DM
loved to have things pop out of freshly
opened doors) would be off-guard, since
there would be no target at floor level.

The major factor that made the D&D
game easy for me and others is that the
maths is already done for the player. To
find the chance to hit, consult a matrix; to
find the chance to climb a wall, consult a
chart. The maths involved with modifiers
is very rudimentary.

DQ, though, requires a background in
role-playing. The amount of equations
and combat formulae would frighten off
beginners — or at the very least, be
incredibly confusing.

But, | hear you cry, doesn’t that mean that
DQ is a slow-moving game requiring the
constant use of a calculator or abacus.
Happily, the answer is 'no’. The majority
of equations are all worked out before the
actual play session begins. During the
adventure there is very little adding and
subtracting. But still, you cry again, even
though the maths is completed before
playing, why use a system that requires
so much preparation time and work?

The answer is simple. The DRAGON-
QUEST game is a much more flexible
system than that of the D&D game. Most
choicesinthe D&D game are widespread
and irrevocable.

The choice of character classes is one the
player is stuck with, once made, (yes, a
character can change classes, but the
cost is high — I've never metanyone who
has actually done it, except while working
towards becoming a bard). There were
times when | wanted to run a character
with the combined abilities of a ranger
and an assassin or thief. Unfortunately,
the rules were adamant, and the game

bv Robert Kern

was balanced so that such a character
would severely upset the game system.

Consider for a moment, as | did, the
abilities of some of the heroes of fantasy
literature. They cannot exist using the
rules of the D&D game. For example, in
the DEITIES & DEMIGODS™ tome, Elric
goes well outside the rules. Heis a (take a
deep breath and try to get this out all at
once) 10th level cleric, 5th level druid,
15th level fighter, 19th level magic user,
10th level illusionist, and a 10th level
assassin. Thisisn’t exactly a combination
a player character might achieve....

In the terms of the DRAGONQUEST
game, Elric would be a Rank 10 Alchemist,
Rank 6 Beast Master, Rank 6 with a Hand
and a Half sword. He would be at least
Rank 4 in the skills of Assassin, Astro-
loger, Courtesan, Military Scientist, Navi-
gator, Ranger and Thief. He would be an
adept of the College of Lesser Summon-
ings, with at least Rank 15 in all the
General Knowledge Spells and Rituals,
and at least Rank 10 with the Special
Knowledge Spells and Rituals (I should
mention that the College of Lesser
Summonings is not in the basic game, but
was scheduled to be published in the DQ
supplement Arcane Wisdom).

| hope | didn't lose you with all the jargon
in the previous paragraph. There are
many areas where the DQ and D&D
games differ, many in subtle ways. For
the purposes of this article, | shall deal
with four basic areas: Character Creation,
Skills, Combat and Magic.

Character creation

The DQ system for creating characters
gives much control to the player. In the
D&D game, | always felt at the mercy of
the dice rolls. If | had a certain type of
character in mind, | hoped the die would
give him to me. | once rolled up a
character who wound up with a Strength
of 4 — not very formidable, and he didn’t
last long. My first character for DQ, a
slightly larcenous but loveable elf named
Pimm, was designed in my image rather
than according to the vagaries of the dice.

The biggest limitation on charactersis the
number of points the player getsto usein
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creating it. Basically the player rolls 2d10.
The result of this roll gives the player a
number of Character Points between 82
and 98. The player divides these points
among the six Primary Characteristics:
Physical Strength, Manual Dexterity, Agil-
ity, Magical Aptitude, Endurance and
Willpower. There are Secondary Char-
acteristics such as Fatigue, Perception
and Physical Beauty. These Secondary
Characteristics are rolled for, assigned, or
derived from the Primary ones. The GM
may add his own Secondary Character-
istics to suit his own campaign.

Pimm's characteristics were about aver-
age, ranging from 14 to 19. He was a
Ranger and a Thief from the beginning. |
created him using the First Edition of the
DRAGONQUEST game rules, and | gave
him the oriental nunchukus and shuri-
kens as weapons. My GM made things
difficult by not having anyone else in
town who knew how to make, repair or
use these weapons.

They were later deleted from the second
edition of DQ since they did not strictly
belong in the fantasy genre. By popular
demand, though, plans were discussed to
compile a supplement which would in-
clude one skill or a number of skills that
enabled characters to be Martial Artists.
This section would put these weapons
and others into the game.

Characters in DQ have aspects, which
means they are sensitive to the subtle
cosmic forces in the universe. Players roll
to see exactly what their character’'s
aspect is. It can be related to any of the
four seasons, the sun, the moon, life or
death. Pimm was Autumnly Aspected
which meant that he got bonuses at
certain times during that season, especial-
ly at the equinox. And he suffered
negative modifiers during the spring.
Death Aspected characters can be fun in
combat. The fall of one of the combatants
bestows bonuses on that character's
Base Chances....

I wanted Pimm to be an elf. However, this
choice involves a percentile dice roll,
designed to limitthe numbers of the non-
human races. There was a 30% chance
that Pimm would turn out tobe an elf as |
chose — the chance being based on how
powerful the race’s innate abilities will
make the character. To be a giant, for
example, the player must make 06 or less
on percentile dice. Like all games, DQ
needs some restrictive rules to balance a
campaign, although the GM can ignore
these results and allow his players any
race for their characters.

While there are the standard choices of
Halfling, Dwarf, EIf, Human and Orc, DQ
has two character classes not featured in
the D&D game. Giants are what the name
implies. A Shape-changer is a human
with the ability to turn into a specific
animal at will. They are not quite lycan-
thropes, since they retain their human
wits, but they are nearly as invulnerable
while in animal form.
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Well, Pimm was an elf, which made it
easy for him to advance in some skills, let
him see in the dark, move more quietly,
and gave him a chance to see invisible
creatures. When I rolled for his birthright,
he turned out to be the bastard son of poor
trash.... not a very auspicious beginning.
He started out with very little money, but
with more experience points with which |
raised his weapons skills. Once he had
purchased some armour, he was ready to

go.

For those interested, Pimm was a very
busy character; saving women, flouting
authority, getting in and out of scrapes by
using his wits, rather than by fighting. He
met an unfortunate end when, while
climbing a tower, he slipped and fell 100’
to his death. C’est la vie.

Skills

In the D&D game, only one decision is
necessary. If you choose your character
tobe a thief, you know then everything he
will ever be for the rest of his or her
existence. If you ever hanker after a
change, it will be easier to start a new
character than to re-start the old one.

As your desires for your character change,
DQ gives you the chance to make alter-
ations. In the beginning, your character
may have only one or two skills, but you
can add as many as you like, and improve
these skills as you see fit. This system
does require some bookkeeping. There is

the character’'s rank with that skill to
determine the Base Chance for that
ability. It may sound like a lot of work, but
the computations are all done before play
begins.

Combat

The First Edition of the DRAGONQUEST
game contained a complicated combat
system that required a lot of time and
effort to get through. It required keeping
track of Action Points. Every manoeuvre,
attack, or spell casting used up a certain
number of Action Points, and for a GM to
run several adversaries was a staggering
prospect.

When we re-did DQ and came out with
the Second Edition, we threw out the
entire combat system, and particularly
the Action Points. Instead there is a
Tactical Movement Rate which indicates
how many hexes a character can move,
and whether he can attack if he has
moved.

As a player | stuck with DQ despite the
complicated system (even the Second
Edition remained tricky) because of the
variety of manoeuvres one has available
in combat. Characters can attempt to
Knock Out an opponent, Disarm him,
Evade (with the chance of a riposte), or a
number of other choices.

Armour has nothing to do with deter-
mining the chance of one combatant

also the constant decision-making pro-
cess as to how you wish your character to
progress; your thief is never locked into
his profession.

There are sixteen skills outlined in the
basic game, including Alchemist, Astro-
loger, Beast Master, Courtesan, Healer,
Mechanician, Merchant, Military
Scientist, Navigator, Ranger, Spy, Thief
and Troubador — and the skills of Read
and Write Language, and Speak Language
add considerably to the list since each
language would be ranked individually.

Each skill has a set of abilities. Each has
an equation that uses Characteristics and

hitting another. Instead it absorbs a
certain number of damage points. Shields
do not absorb damage, they make a
character harder to hit, depending on
how skilled he or she is with the shield
being used. Weapons do damage based
on the roll of a d10 plus that weapon’s
damage modifier. One of the neater
aspects of DQ is the use of just ten-sided
dice; there are no four-, six-, eight-,
twelve- or twenty-sided dice. This could
upset the Pythagorians in the audience,
but it makes buying and reading dice
much easier....

Hit Point chauvinists — those of you who
prefer the concept that higher level
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characters require more damage to kill
may balk, but DQ does not have such a
system. Instead damage is measured
against a character’s Fatigue, and when
that runs out, against Endurance. This
means that it takes about the same
amount of damage to kill a neophyte
character as it does to slay a veteran. The
veteran is much harder to hit because he
can Evade. This manoeuvre reduces an
opponent’s chance to hit and is based on
the defender’s skill.

And exceptionally low rolls produce better
(or worsel)damage results. If the number
rolled is 15% of the Base Chance, the
damage done directly affects Endurance,
with none being absorbed by armour or
Fatigue. A roll which is less than 5% of
the Base Chance means that a specific
Grievous Injury may have been done to
to the victim. These injuries can range
from a cheek scar to having the heart
punctured. Limbs can be lost.... it can be
very bloody at times.

Karrak, my barbarian character, gotintoa
fight with an orc. The orc got lucky and
struck a Grievous Injury, cutting off
Karrak's left hand. The amount of damage
required me to make a further Willpower
roll to recover from the stun. With his
hand lost, Karrak took further damage
each round from blood loss, and a Healer
in the group wanted him to break off the
fight so that he could staunch the
bleeding. Karrak went on, cauterising the
wound in a torch flame, and he succeeded
in killing the orc.

What happened in the next round illus-
trates another of DQ's refinements.
Karrak was hit for nine points of damage,
but he only had three Fatigue Points left.
Since the rule is that a character cannot
lose Fatigue and Endurance points from
the same blow, he lost just the three
Fatigue points. This idea introduces a
handy buffer zone, that means a character
cannot die from just one shot, unless the
blow was good enough to affect Endur-
ance directly and severely. In the D&D

; 1 2
game | often see beginner characters,
who had the ill-fortune to roll low when
going for hit points, slain just minutes
into their careers.

Magic

Now we come to the most interesting part
of the DRAGONQUEST game.

In the D&D game, a magic-user can use
only so many spells as he can memorize.
When one considers that spells go off,
more or less automatically, it is a necess-
ary balance. It still bothered me, though,
since it severely limited any magic-user |
ran on long treks. They were always
having to run home to memorize spells
from their books, unless they wanted to
drag the weighty tome along and risk
losing it or having :t stolen. It was all very
inconvenient.

DQ’s magic system is much more satis-
factory. The character is considered
always to know the spell, and to be
capable of an attempt to cast it. However,
it costs Fatigue Points to cast spells, so
the number of times a caster can perform
is limited. Fatigue is recovered by rest and
relaxation, so it takes time to cast lots of
spells.

There is more. Each Spell has a Base
Chance to perform properly. This chance
is improved as the character rises in rank
with that spell. If the spell fails the
Fatigue points are used anyway. If the
casting fails badly enough-the spell may
backfire. Spells may be cast either during
combat rounds (within a five second
period) or outside of combat at a leisure
interval of one minute or more. In the
combat attempt, any roll which exceeds
the Base Chance by 30 or more indicates
a backfire. In other circumstances the roll
must exceed the Base Chance by 40 for a
backfire to occur.

A backfire can do anything from using up
more Fatigue Points to strike the caster

with a debilitating disease. Atone time an
Adept who had the spell which was vital
to the mission was struck with amnesia.
Sometimes Fate plays a cruel trick on the
valiant role-player.

Instead of Saving Throws, spells may be
resisted. Active Resistance is a conscious
effort to block out the effects of the spell;
it reduces the caster’s chance. Passive
Resistance is a roll against the victim's
Willpower to resist the effects after the
spell is cast. The kind of resistance which
can be used is outlined in the description
of the spell.

There are thirteen ‘colleges’ of magic in
the DRAGONQUEST game. They deal
with the elements of Earth, Fire, Water
and Air; the Heavens (Celestial Magics);
general magics (Ensorcelments and
Enchantments); lllusions; mental mani-
pulations (Sorceries of the Mind), the
dead (Necromantic Conjurations); Black
Magics; demonology (Greater Summon-
ings); and counterspells (Naming Incan-
tations). Three more colleges, Lesser
Summonings, Rune Magics and Shaping
Magics were scheduled to be published in
the Arcane Wisdom supplement.

A beginning Adept receives all the
General Knowledge Spells and Rituals of
that college. He must find another Adept
(an NPC) to teach him the Special
Knowledge Spells and Rituals. The
number of spells and rituals a character
may know depends upon the Magical
Aptitude and Rank together with the
spells the character possesses.

An Adept is not restricted in the kinds of
weapons he may use, although carrying
cold iron negates his ability to perform
magic. Silvered, gilded and truesilvered
weapons may be used by an Adept with
very little or no effect on his casting
abilities.

The Choice

The comparisons between the D&D and
DRAGONQUEST games systems as |
have shown them are such that | believe
DQ to be more conducive to intense role-
playing. However, the major difference
that makes this so is not mechanical, but
conceptual.

One of the most frustrating aspects of
playing the D&D game was that | never
knew what to expect. When | picked up a
sword, it could just as easily transported
me to the middle of Piccadilly as burst out
into a chorus of 'You Light Up My Life’.
Most magical items featured in the
modules were items to be found, no
character of mine could ever have had
one made to order.

Also, my characters were constantly
being hit with powers or effects | had
never run across before. There was a
constant influx of new monsters and
magics — it felt like | was walking through
a fun house rather than adventuring. My
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character, presumably, had spent his
early life in this world, and therefore
should be as comfortable in it as | am in
mine.

It is one of the tricks of fantasy literature
that the reader may be confused, but the
heroes never are. If | had wanted to be
confounded and ‘ooh’ and ‘aah’” at the
magic, | would read, or see one of the
many special-effects filled movies of late.
When | am playing a character, the
satisfaction is in doing the job, rather
than in being a spectator.

When we were revising the DRAGON-
QUEST game it was decided that nothing
in the published adventures would violate
the rules, nor would they include any-
thing that could not be extrapolated from
the rules. Any magical item would be
invested with spells the players could find
in the book, and traps would be of a
recognisable nature if discovered.

When | read through Beauty Is But Skin
Deep, the DQ mini-adventure that begins
on page 21 of this issue, | was pleasantly
surprised. The designer used an existing
spell in a new and innovative way to
create the mystery (Il can’t say too much
more without giving away the plot. When
you read or take partin the adventure you
will understand what | mean).

We couldn't demand such adherence
from a GM; he may put what he likes in
his campaign. But the group | played with
found the game more interesting and
‘real’ by sticking with this concept. It
elevated the adventures above the usual
hack and slay and forced us to use our
wits. We role-played more and earned
more experience points.

The earning of experience points is
another area where the games differ. In
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the D&D game, the points are earned by
fighting and killing or by grabbing up as
much gold as possible. This makes players
look for fights and forces characters into
solving all problems with their weapons.
The need for gold invariably convinces
one player to have his character try to
short-change the others.

In DQ there is a base experience award
for each character just for playing the
session. The award can be modified by
the GM based on his evaluation of their
role-playing performance and the success
of the adventure. This system afforded
me more freedom as a player. My less-
than-brave elf, Pimm, would, have suf-
fered greatly in the D&D game since he
would be reluctant to enter into combat.
In DQ, though, his penchant for talking
his way out of a situation earned him
bonus experience points when he was
successful at it. Of course, he would
occasionally have to fight, but it was more
stimulating for me as a player to have to
think on my feet rather than rely on
hacking my way through a wall of flesh.

I do not run all my characters in that way:
Karrak would rather maim and settle
differences by proving who is the stronger
or more skilled in combat. But it is nice to
know | have the freedom of choice
without any innate penalties for not going
the way of mauled flesh.

This concept has inspired some excellent
role-playing. Players from campaigns
where their characters were merely
spectators have suddenly found them-
selves incredibly caught up in the game
when they have a chance to think rather
than fight.

A personal decision on the part of our
group was that the Player Characters
would be the prime movers in the fantasy

Gt (

universe they were in. There would be
very few NPCs who would be better than
them. This made them the Conans, Elrics
and Gandalfs in the campaign. Of course,
they also have the responsibility to
succeed because no-one can come
running to their rescue.

For those interested in pursuing the D&D
game | should tell you there is good news
and bad news.

The good news is that TSR now own the
DRAGONQUEST game so that it no
longer directly competes with the D&D
game in the marketplace, and therefore
can be given the full marketing and
creative force that TSR can muster. The
bad news is that there is very little
support material currently out since TSR
has been ironing out the problems of
transfer of ownership. Butthere is further
good news that the supplement Arcane
Wisdom was ready to go when the
takeover occurred. The further bad news
is that TSR has no set date for its release.

If your interest has been piqued by this
article and the adventure in the magazine,
drop TSRaline and let them know there is
a viable market for DQ. Tell them | sent
you.

¥ Robert Kern

Robert Kern is a professional writer and
designer. He co-designed The Camp of
Alla Akaber, the introductory adventure
included in the Second Edition of the
DRAGONQUEST™ game. He also de-
signed alien races and adventures for
Universe, the science fiction role-playing
game, due out this autumn, for Victory
games. He enjoys his work and finds
fantasy helpful when working as a
political speechwriter.
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Jumbo Hex Pad £2.95
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peasants, bowmen.

Starship Captain £12.95

Science fiction game, 9 play boards, realistic
action.

City of Sorcerers £9.95

Fantasy adventure game in two parts.
Siege (New!) £9.95

Companion game for Cry Havoc with
compatible scenarios.
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Card Warriors £2.00 per sheet
Full eolour figures to aid role players and

wargamers.
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The Philosopher’s Stone. Restless,
changeful, it was sought by those who
wisfied to step out of time to
where the Stone splayed out events of
other times, other worlds. Like all
oracles, the meaning of the events dis-
played was often obscure. But an adept,
reading the story, looking deep into the
picture overleaf might see more than
mere scattered images in the facets of the

Can you solve the mysteries
of the Philosopher’s Stone?

The picture of the Stone overleaf is the
second in a series of four pictures which
will appear quarterly, showing events in
the careers of a fighter, magic-user, cleric
and thief. At the foot of this page you will
find the story of the magic-user's search
for the spell book of the mage who taught
her, and the picture illustrates this.

The Magic-user

Since early that morning when she fiad struck
camp and begun to seek an entrance in the
carvings on the cliff wall, it had become obvious
penetrating the walls led any deeper than a few
hundred metres into the solid rock. On to the
next one, the sun down on her back, in
tﬁaﬁopetﬁattfdsmmu[d[eadtotﬁeﬁm}ﬁug
place which fiad to be fiere, somewfiere....

Stranger fear — I see what you look for
None come fere but they come prepared for this
Desire of power makes you seek this book

Nine spells of ancient years plus one makes ten
The one distilled from Knowledge thirough the years
This book will give you strength you dream not of
But you must pay my price before 'tis thine

So give me my demand, or give thy life."

She stared at the inscription above the passage-
way, and felt an uncharacteristic sensation of
fear shiver down fer spine. Pompous ass, she
muttered brusquefy and sniffed. Once they get a
bit of knowledge they always fiave to fave the
Iastwon{'rﬁismwasapparmfyshff
gloating in his grave. But it was good to know
that it was true, the story she'd fieard, that there
was a spell, a unique spell, against which there
could be no automatic defence without equal
research. Anew spell would give its wielder such
power over others.... Her lips curved upwards in
an acquisitive triangular smile. Whatever the
price, it was worth it. And the omens fad been
good....
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However, notall is clearly stated. In order
to enter this month’s prize competition
you must list the answers to as many of
the following puzzles as you are able to
decipher, how you decoded them and
then complete the tie-breaker:

. The name of the mage.

. The name of the magic-user.

. The price set on the book.

. The magic-user’s alignment.

Any other messages you found.

. Describe the mage’s spell and its
effect (in not more than 100
words).

OUPAWN=

The winner will be the person who has
solved all of the first four problems (1-4),
and the greatest number of the other
messages (5). In the event of a tie, the
contestant who offers the most con-
vincing explanation of the nature of the
spell (6) will be awarded the prize. The
decision of the publisher will be final.

‘It’s a Northern method,’ the woman had said.
Tﬁeﬁdeicmpdsaﬁweﬁaﬁeadsmmgjme[—
like coloured shadows sparking across the cards
she field. ‘T, er, bought these from a traveller, The
action of your fuands in sorting them allows the
wﬁswrmafymu'd'aﬂxg; - see/ and she
placed the cards then tumned them. ‘AR — now
this card, the second - the magician —that's an
obvious one, of course — it represents the mage
you seek — although I suppose it could be, er,
yourself —and this one, that represents success,
while the moon, that's mysterious matters,
intuition, magic - so that's good, success in
mysterious matters to do with the one you seek.’

‘And this one? You didn’t mention the skeleton.’

‘Oh, that's er —that's danger, you'(l have to face
danger to find success’ The woman was
perspiring, noticeably.

She smiled, reminiscently. Stupid old
woman. As if she hadn't known Death, the
thirteenth card, when she'd seen it. But the
spread had, after all, told fier something. She
thought of the smooth white cards that lay now
in fier bag and shook her head. At [east it had
given fier a name. At least she now knew who it
was whose spell she sought.

It took three endless days to penetrate to the
inner chamber. Days of trials which had leached
fier of magic and combat that fad bled her of
strength. Her legs felt drained of blood as she
edged past grotesque carvings of ghosts and
deities into the cylindricalshaft of the room. Her

the AD&D™ and D&D® games

by Anne Hamill

A prize competition based on

All entries should reach IMAGINE™
magazine by November 1st 1983.
The results will be published in the
January issue of the magazine, # 10.
Winners will be notified by post.

The winner will receive a voucher
redeemable through TSR UK Ltd for
goods to the value of £40. There
will be three runners-up prizes of
£10 each. These vouchers can be
exchanged for any products in the
TSR or SPI™ range.

In addition to the prizes for each of
the four parts of the competition,
the fighter, the magic-user, the
cleric and the thief, the person who
has solved most clues over all four
pictures will receive an original
picture by Anne Hamill based on
this competition.

flare (it only the centre of the room, leaving the
walls in shadow. Above fier; her light faded into
darfness. Sfie brought it closer to the wall
nearest fier. In the centre a peg ladder ascended
out of sight. It was flanked by gilded paintings
in the customary manner of the fiouses of the
dead, showing servants bearing gifts. She felt a
quiver of excitement, near now, she could feel
that she was very near to the centre of power that
fad been fier Gkea Somewhere
above fer (ay the Book of Spells, up the (adder. If
only she didn't feel so (ethargic...,

It came to fer belatedly that there was danger
fiere. With tired fingers she fumbled for fer pots
and began to make ritual markings on her body
in the white clay. The powders — fier hands
spilled the colowred sands unevenly in an
intricate about her. As the outer circle
closed; two things fappened. Shie felt suddenly
more alert, her body responding swiftly once
moreto fier commands; and just on the fringes of
the light, movement. It seemed almost as if the
carved figures that fad [ain dormant in the wall
were shivering, pulling themselves free of the
rock with a sucking ease that made it seem as
soft as mud. With rapid movements shie poured
sand into symbols to surround her. As the [ast
character was finished, a spark (eapt andignited
aring of flame about fier, and shie reached to her
shoulder sling for the flute. Her eyes slid to a
parchment and she intoned the words on it,
conjuring with fierce concentration theimage of
HIM WHO PROTECTS. Air entered fier (ungs
with a keening sound, and she began, conserving
her breath, to blow.
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COMPETITION RESULTS

The Philosopher’s Stone: Thie Fighter

And now, the part you've all been waiting
for, the results of the first instalment of
the competition.

We received an amazing 150-odd entries,
of which 50% had the four main answers
correct. We clearly made it far too easy!
Around a quarter of those entrants also
solved all of the other puzzles, which
made the tie-breaker crucial. After long
deliberations and discussion we unanim-
ously chose the explanation of the role of
the woman offered by Patrick Brain of
Street in Somerset, who wins a voucher
for £40-worth of TSR products, and as
runners-up, each winning a £ 10 voucher:
Martin Abrahams of Wallington, Surrey
J R Garnett of Harrow in Middlesex, and
C A Nelson, also of Harrow in Middlesex.
Well done to these four, and especially to
all the others who reached the tie-break
stage — better luck next time! And don’t
forget you still stand a chance of winning
the overall prize for solving the most
puzzlesin all four parts of the competition.

4. The alignment of the fighter is Lawful
Neutral, which is revealed in the text —
the first letter of each of the first 13 lines
— and by the runic LN on his helmet.

5. The other messages to be found were
as follows:

a. Whydon‘tyougiveup onthefighter’s
belt

b. Kilroy was here on his right arm
c. What a nice person you are. Maybe
we should give you a clue. On the

other hand, maybe not on the pillar

d. | am a mysterious dragon. Yoohoo, |
can see you on the dragon’s banner

e. BEGONE FOOL! HENCE! on the
fighter's helmet

f. Itis possible to solve this puzzle but
not this way and...

\

And now, the winning answers.

1. The name of the swordis HARDSHIP,
which the fighter worked out by reading
the runic inscription on the sword, and
from aclue in the text, where the fighter's
teacher told him ‘the man who'd wield
that sword must not flinch from hardship’.

2. The message on the obverse of the
sword reads, ‘he who passes through
these knows my nature and my Name'
— the capital giving the clue to the means
by which the name is revealed inthe main
message: ‘through Hunger Appetite;
against Resistance Determination; in
Suffering Humility; from Ignorance
Perception:’.

3. The name of the fighter is Tengakhan;
this is coded in morse on his armour: ‘My
name is Tengakhan now go away'.
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g. It's not as easy as you thought it was
going to be, is it? on the beads
around the skull

h. Look mate, don’t press your luck.
Would we make it that easy? Who do
you think we are, Oxfam? on the
medallion

i. LEAVE NOW from the initial letters
of the book titles

j.- Puzzles can beirritating onthe horse

k. Here's looking at you kid on the
snake.

Several people also noticed that the
fighter had six fingers — or rather, five
fingers and one thumb — on his right
hand. This was unintentional and not a
clue!

For the tie-breaker, we were looking for
an interpretation that did not invent too
much, but rather analysed the woman's
role, accounting for her behaviour in the
fighter's dreams and her non-appearance
in the actual confrontation with the
sword. Patrick’s winning explanation ran
as follows:

The unknown woman represents the
Anima, the centre of all feminine forces
— emotional, intuitive, compassionate
— within a man. Dreams often com-
pensate for lopsided conscious atti-
tudes. Therefore the Anima appears
when a man neglects his femininity,
becoming utterly masculine, cruel,
defiant, and ruthless.

Hardship has caused the fighter to deny
his feminine nature. Thus, in his dreams,
he felt he mustkill the woman. But now,
having completed his quest, he need no
longer deny his compassion, etc, but
rather embrace it, to become whole
again. Hence the Anima no longer
appears separate from him, but is part
of him again.

Of those entrants who did not even get
the main puzzles, the most common
mistake was over the alignment. Most
people seemed to be working it out for
themselves rather than looking at the text
or the picture. In fact, very few of those
who did answer this question correctly
used the textual clue.

The most entertaining wrong answers
from our point of view, as we ploughed
through all the entries, came from the
people who did not discover the fighter's
name. Apart from the inevitable ‘Hero’
and ‘Kilroy’, there were many bewildering
variants — Bevan, Ben Gaul, Bohemian
Sharky, Svjic, Raiko.... (Keep it up! It's so
dull when everyone gets it right!).

Now, if you have not already done so, why
not turn back to the preceding three
pages and start workng on Part Two of the
competition: The Magic-user. It costs
only the price of a stamp to enter, and
(unless you are exceptionally good at this
sort of thing) should provide you with
hours of entertainment.
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Transatlantic Tales

The biggest news of late is, of course,
the release of the new, revised edition of
the Basic D&D® game, which is already
inthe shops, and is reviewed on page 42
of this magazine.

Yet thisis not all. Also reviewed in this
issue is the revision of the GAMMA
WORLD™ game, a greatly improved
version of this game of the future. And
an alternative future is revealed in the
long-awaited and very impressive STAR
FRONTIERS™ KNIGHTHAWKS™game.
Spaceships and intergalactic conflict —
a tremendous package for £8.95.

Lastly in this current crop of arrivals:
X5 - The Temple of Death, M2 - Maze
of the Riddling Minotaur and GB3 -

Death on the Docks — which has been
sitting on the docks for ages, it seems.

Beyond, we enter a time of myths and
mysteries. The WORLD OF GREY-
HAWK™ gazetteer revised edition, the
AD&D™ Metal Miniatures, O1 - Gem
and the Staff and L2 - Assassin’s Knot
are awaited, as are Monster Manual 11
and two SPI™ games, Gleam of
Bayonets and Battle Over Britain.

Later still are scheduled GW3 - The
Cleansing War of Garik Blackhand,
GW4 - Mind Masters, GB4 - The Vanish-
ing Investigator, U3 - The Final Enemy
and B5 - Horror on the Hill. And if all
that happens as we predict, we will be
very surprised.

w
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Jeux de Role

| have recently been sent copies of two
French gaming magazines. Casus Belli
has a glossy cover, 48 pages and
numerous articles of interest to role-
players. There is a Bushido review; a
Japanese scenario which uses a mix-
ture of Bushido and the AD&D game
(Donjons et Dragons), a Space Opera
review and an article on ‘Bzzionikhs’
which translates roughly as Psionics.
The second magazine, Runes, is not so
glossy but concentrates entirely on
des jeux de role. There are reviews of
Traveller, Space Opera, STAR FRONT-
IERS game and Runequest, plus new
rules and scenario suggestions. There
is a new characteristic — Le Sens de
I'Humeur. If only | could read French
I'd know what that meant. As a
testimony to their Gallic good taste,
they also include a brief review of
IMAGINE magazine. They describe it

s "..bien présenté et relativement
intéressant, surtout pour les débutants
(qui comprennent ['anglais!)’. This
seems like a good excuse for a staff
‘fact finding’ weekend in Paris....

IMAGINE™ magazine thanks Doug Cowie
for his assistance with these items.

Scenario News

There are a couple of new scenarios
for SF fans to look out for. The
Vanished is FASA's first supplement
for their Star Trek game. Seems like
the entire crew of Deepspace Research
Station 39 has disappeared. If we can
just prise that blonde away from
Captain Kirk, we’ll go and investigate.
From FGU comes Agents of the
Rebellion. This is a Space Opera
scenario pack set in the CSA sector of
the Korrelian Imperium. The players
find themselves locked into the
struggle of the Underground Alliance.
There are several adventures which
can be played independently or as a
campaign. The goal of the campaign is
to further the cause of the Alliance
rebels by a subtle use of the espionage
skills of the players. Based on the
normal level of subtlety displayed by
most players (‘I'm loading with APDS’),
one trembles with anxiety for the
success of the revolution.

Monumental Endeavour
A New York book dealer, John
Bambach, isin the middle of producing
an index of all magazines, professional
and amateur, that are devoted to role-
playing games. His training in the book
trade made him anxious to establish
some sort of order to his ‘zine collect-
ion, so he made an index covering
such things as weapons, armour,
combat, character classes, magic,
treasure, scenarios, etc. It then occur-
red to him that such a system would be
useful to fellow gamers. Consequently
he is now expanding it to cover every
issue of every ‘zine that he knows
about. The finished article will then be
published. | wish him well in his
monumental endeavour. Just imagine
the convenience of one single index to
cover every issue of every pro and
fanzine. J Bambach, you are a hero sir.
| hope you prosper.

Flagship Launch
News has reached us of a new
professional magazine, Flagship, to be
devoted to postal gaming, the launch
date of which is set at the end of this
month. A quarterly, 36-page public-
ation, it aims to cover the full range of

postal games. The price will probably
be £1.50 per issue initially, though
subscriptions will be cheaper. For
more details, contact Nicky Palmerat 7
Delahay House, 15 Chelsea Embank-
ment, London SW3 4LA.

L%

More details are available of the forth-
coming James Bond 007 RPG from
Victory Games. There will be a boxed set
comprising the Basic Game book, char-
acter records and dice. This is known as
the Basic Kit in the States but, curiously,
the UK importers are calling it the De
Luxe Kit. It will be £11.95. The Basic
book will also be available as a separate
item at £7.95. Also at £7.95 is the Q

From Victory With Love
Manual which is a compendium of details
of the weapons, vehicles and master spy
gimmicks available to the would-be 007s.
A Game Master pack (what are female
refs supposed to use?)including referee’s
screen; plastic based, die-cut card figures
and vehicles; an 11" x 17" gridded sheet
for playing encounters on; and a pad of
character sheets. GM Pack will be £6.95.
Finally, there will be two complete adven-

tures, Octopussy and Goldfinger, at
£5.95 each. This all adds up to quite a
hefty initial release in anyone’s lang-
uage. Victory Games think they're onto
awinner, butof course it all depends on
the quality of the game. Tie-ins with TV
programmes of movies are not enough
ontheir own, as the sad fates of the RPG
of Dallas and the board game of Escape
from New York show all too clearly.
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FROM THE MAKERS

CIVILIZATION T

1829

A GAME OF THE HEROIC AGE DEMOCRACY
- 2 - 0

A war game which you will lose 1 you have ARCHITECTURE
too many wars. A game of trade in which
mere wealth will get you nowhere. A game y
of social, military and economic strategy. A 1ITERACY
game of noble endeavours and unspeakable Ml
disasters. A game without dice but with a PHILOSOPHY
great deal of skill. A game worth learning. "

-----

From all good games shops. @ o ! "'.":' hrds any
a o
About ) = £ '
£19-50 (@%?72 O k| [

Reduces the effects of jwards
ICONOCLASM & HE- |HY

In case of difficulty contact: RESY and modifies
CIVIL WAR
HARTLAND TREFOIL LTD. 240 C

5 Chapel Lane, Blisworth,
NORTHAMPTON NN7 3BU.

GAMES WORKSHOP'S

GAMLES DAY “8.

Come to Games Day on Saturday November 5th
and Sunday November 6th and enjoy two days of adventure,
board, computer and tabletop games

* Dungeons & Dragons Prize Competition

* Over 30 Trade Stands

* Bring & Buy Stall

* Live Action Fantasy Battles with Treasure Trap

*k Refreshments, snacks and licensed bar

* The Great Games Day Auction

* Painting Competition - single and multi-figure classes

* Fantasy and Historical Miniatures Wargaming

* Role-playing adventures for beginners

% Competition and participation events featuring adventure,
board and computer games

* The Fanzine Stand

* Eggocentral, the Games Players’ Register

SATURDAY NOVEMBER 5th 10.30am - 6.00pm

SUNDAY NOVEMBER 6th 10.00am - 5.00pm

THE ROYAL HORTICULTURAL SOCIETY'S NEW HALL,
GREYCOAT STREET, LONDON SwW1

ADMISSION £1.25 per day

16 Please mention IMAGINE™ magazine when replying to advertisements



The Gypsy looked up as | came
through the open doorway into his
dark, incense-filled room. It had been
along time since we had last spoken,
longer still since the placing of his
enchantment, to which | owed my life
more times than | could comfortably
call to mind.

A hundred years. It still disturbed me to
think of it. For nearly twice a natural
lifetime, the magic which he had woven
that day had preserved me against the
attack of swords, of sickness, even of time
itself. Forty years since, and more, | had
watched my beloved Valsana grow old
and die, unable to gain for her the same
protection that kept me helplessly watch-
ing. The Gypsy had said that it was
impossible, and had blinded me with a lot
of double-talk about the nature of his
magics and the nature of the subject and
their importance for the success of any
enchantment. At least, that iswhat | think
he spoke of — all | knew was that it boiled
down to the answer no. We had quarrelled
and | had not seen him since.
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Eventhen, the blight had begun. | noticed
it at first in small things. Sometimes |
would absently pick up a cup which | had
already drained, to find it full, and then it
would somehow become empty when |
remembered drinking. There were other
things, difficult to explain, but somehow
wrong. Small things. But they had worried
me. As | worried, the blight grew worse.
Eventually people seemed to overlook me
at times — occasionally at first, but more
and more as the years went by. | had
spoken to the Gypsy about it, but as usual
he had filled me with words that | did not
understand, saying that it was in the
nature of the enchantment, and that
nothing could be done about it. For my
part, | had supposed that since his charm
was against nature, it strained the natural
laws around me, so that at times they
would break.

At last the blight had spread even to
Valsana. Even she began to ignore me at
times, and for the last ten years of her life
she had never given any acknowledge-
ment of my existence. That was when the
Gypsy and | had quarrelled. It almost

drove me mad. Still the blight spread, in
new and more insidious ways, gnawing
at the edges of my sanity. For the last fifty
years no living thing had acknowledged
me. Nature had rejected me for my
transgression. | had borne itforaslong as
| could, reminding myself that this was
the price of the Gypsy's charm, but now
the price had become too high even foran
eternity of life — if life it may be called,
such an existence.

And so | had come back to the Gypsy. The
bitterness of our quarrel over Valsana
had kept me away for many years, but |
had slowly come to realise that he would
have woven the charm | desired upon her
had he been able, for he had loved her
almost as much as | — indeed, we had
once been rivals for her attention, and it
had come perilously close to destroying
our friendship. Sometimes, in the depths
of despair, | had wondered whether even
the Gypsy would acknowledge me; per-
haps the blight had spread too far, and |
would be left raving impotently to myself.
But finally | had come. | was desperate. |
was lonely.
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The Gypsy — | never did know his name,
for all that we had been friends and
companions for longer than | cared to
think of —smiled his veiled, half-mocking
smile, and waved me to a chair which
faced him across his parchment-littered
desk. He poured two goblets of wine from
the jewelled decanter at his elbow,
passing one to me. We drank for a
moment in silence, and | regarded him.

Time had been kind to the Gypsy. Or more
probably magic had been kind on time's
behalf. He appeared no older now than
when we had first met; his face and hair
were untouched by age, although the
dark, polished stones of his eyes gave
some indication of the years that had
passed over him, but then they had
always been so. His was a fey nature. |
wondered briefly whether he was truly so
ageless, or whether he had merely drawn
on his appearance like a carnival mask for
the eyes of those around him. Then he
spoke.

‘It has been long,” he said, regarding the
dark surface of his wine as if it held the
secrets of life and death.

‘That it has,” | agreed, ‘Too long.” There
was a pause, which became uncomfort-
able. | did not speak, mainly because | felt
that he was trying to force me to do so. He
had always seemed to look on the human
race as a plaything for his obscure
humour. When he eventually broke the
silence, it was for all the world as though
he had merely been lost in recollection.

‘They were good days,’ he said. | nodded. |
could tell from his deliberately roundabout
manner that he had somehow sensed my
desperation, and that he was toying with
me. It was ever his way.

‘Good days,’ he repeated at length, ‘All
but the bad ones, and those we have long
since forgotten.’ He looked up at me with
that unreadable but faintly unsettling

‘I warned you that the price would be
high," he said.

‘Aswas the value,’ I replied, almost trying
to convince myself that this was so.

‘And still you regret,” he said, refilling his
goblet. 'l remember the first time, after
the placing of the charm,” — the faintest
trace of an ironic smile crossed his face
—'The disappointment on your face when
that sword did not wound you. Without
the risk, the game was empty.’

‘There were greater games,’ | reminded
him, ‘That would otherwise have been
impossible.”

‘Ah, yes,” he said, almost with a chuckle,
‘As you tried to recapture the thrill of the
gambler. Chasing demons instead of
brigands, always searching for something
strong enough to break the charm. There
were times when | wondered if you would
even brook at the annihilation of the gods.
Strange it is, that once immune to death,
you should seek it with such passion.
Stranger still, the time you nearly found
it

| must have stiffened slightly, for he
stopped in his reminiscences. That was
one time | had not wished to remember.
When | thought | had recaptured the old
thrill of battle, in that obscene temple, the
exultation had turned to cold fear in my
stomach. Invulnerability had made me a
coward.

‘It was not long after, as | recall, that you
retired,” the Gypsy went on.

‘Loaded dice become tedious when the
stake loses its value,’ | conceded, un-
comfortable that he should find me so
easy to read. ‘But | suppose it was no
more than | should have expected.’

‘And you, my poor young friend, played
always for the love of the game, but only

‘Strange it is, that once immune to death,
vou should seek it with such passion.’

expression that he used in place of a
smile. We drank a silent toast to the old
days, good and bad.

‘One, though,’ he said after a while, ‘You
would have undone.’

| paused. He had done it again. Whether
his powers allowed him to read my mind |
did not know, but he did have the most
unnerving habit of bringing out a person’s
innermost thoughts as casual pieces of
conversation. On the other hand, |
reminded myself, why else was it that |
had visited him after so long. He was
probably just trying to set me off balance. |
remained silent, that seeming the best
way to appear unperturbed.
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realised once the game was spoiled.” He
smiled the indulgent, faintly irritating
smile of one watching a small child
realise its error.

‘And can the game be righted?’ | asked,
trying desperately to appear unconcerned.
His voice told me that | had failed.

‘So, the price is too high, then?’ he almost
purred. '| had warned you from the start.’ |
nodded; he had indeed warned me, but |
had thought only of the prize of im-
mortality. Any price would have been a
bargain. Or so | had thought.

‘After so long with Death grinning over
your shoulder, you mourn the loss of his

company?’ the Gypsy continued, almost
as if he were trying to provoke me. "Will
you surrender immortality because of
mere tedium, or will you be back for more
enchantments as soon as you begin to
grow old?’

‘You warned me of the price,’ | countered,
‘But not of its nature. Eternity is of little
use to a madman.’

For the briefest instant | saw a chink in
the catlike mask of the Gypsy's com-
posure. He leaned forward slightly.

‘Tell me," he said, almost earnestly, 'You
have been experiencing — so to speak —
things out of the ordinary? The lesser
effects of the charm are little known; it
has not been cast for several centuries.’

He was clearly interested. | was almost
tempted to repay him in his own coin for
the times he had toyed with me when |
had needed his help or advice. The way he
had reacted, as if | were no more than the
result of an interesting experiment, galled
me; but | needed his help now, and | could
not afford to offend him.

| explained as best | could about the
manifestations of the blight, and tenta-
tively mentioned my theory that the
charm was sundering the laws of nature
around me. The Gypsy listened, leaning
back in his chair with his long fingers
steepled and his eyes staring sightlessly
into the wisps of blue-grey smoke which
rose from his incense-burner.

Occasionally he would stop me, and
question me more closely about some
particular event or phenomenon; he
seemed to be most concerned with what |
had been thinking immediately before-
hand or what | had expected to happen,
but it was difficult to divine his purpose
from his questioning. | answered him as
well as | was able, and he would nod to
himself in an abstracted manner before
bidding me continue.

When | had finished, he sat for a short
time in contemplation. Although he
offered me no explanations, something in
his manner told me that he understood
the nature of the blight when at last his
attention returned to me. In a way, | had
expected no explanations; he had a way
of explaining magic which denied all
understanding, and the words would
have been wasted.

‘I warned you that the price would be
high,” he repeated, ‘But | must warn you
that the price of the unbinding will be
higher still. It is always easier to break
than to mend. | do have the ability to
revoke the charm, but you must consider
carefully before you ask me to use it.’

‘If it is worse than watching your own
sanity trickle away like sand through an
hourglass, it must be dire indeed,’ | said.
After his reaction to my mention of the
blight, | more than half-doubted that he
had known the price of his charm. That
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being so, it worried me that he might not
be aware of the full consequences of its
unbinding. Having regretted one decision
for more than a century, | was loath to
pitch myself blindly into another.

‘The price is definite,” he assured me,
‘And | am fully aware of the effects.’
Clearly he had sensed my doubts. ‘But to
explain them to you would almost certain-
ly bring the unbinding upon you of itself.
And that must be your decision.” His black
eyes bored into the depths of my soul, and
| could see that he wanted me to believe
in his sincerity. | had long given up trying
to establish whether this sincerity was
genuine — you could never tell with the
Gypsy.

In any case, | knew that he would tell me
no more; | would have to decide on my
own. | thought for along time — it was an
agonising choice to make, between the
madness which threatened to engulf me
and some unknown torment which he
had assured me would be worse. But |
knew that | could not go on as | was. At
length | made my decision.

‘What this terrible price mightbe, thatitis
worse than encroaching madness, | know
not. | think that | must take the risk rather
than add an eternity of recrimination to
the slow insanity which already confronts
me. You are the only person to speak to
me for these many years, and the solitude
is becoming more than | can bear. If the
price of the unbinding be my very death,
so be it; | am practically dead already.’

The Gypsy looked at me sharply. His gaze
was uncomfortable, but | held it. At length
he spoke, apparently satisfied of my
resolve.

‘Do you remember the words of my
charm?’ he asked.

‘Their gist only. That no weapon or foe
might harm me, that their blows should
pass through my body as if it were mist. |
sometimes wonder if you did not turn me
to mist, and | somehow failed to notice.’
My weak attempt at a jest fell dead on the
velvet draperies.

‘Perhaps the worst,” | continued, 'was
that Valsana came to ignore me like all
the others. Would that you could have
done something for her, so that at least
we could have been together.’

‘And visit on her the same blight of which
you now complain?’ responded the Gypsy,
his words as smooth as ariposte in tierce.
| could not answer.

‘But no matter,” he wenton, ‘Thatisin the
past, and no amount of longing may
change it. Your mention of Valsana
reminds me that it was shortly after
your.... happy union that | placed the
charm. A powerful charm. Immortality
and invulnerability, all men’s desire; a
protection to rival the sanctity of the gods
themselves. The price, as you have
discovered....”
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‘But what of the unbinding?’ | demanded,
momentarily losing control of my im-
patience. But | knew there was no pointin
trying to hurry him; he would tell me, or
not, as he wished, and in his own time.

‘Patience,” he said. You will understand
in good time. At the time of which | speak,
we had lately been rivals, as | remember.
Butyour shoulders were the broader. You
brought back gold and gems, | merely
dusty old parchments. The result of our
rivalry was a foregone conclusion, but |
was angry. Love makes fools even of the
wisest.’

| was beginning to understand. | had not
realised the extent of his bitterness.

‘So you wove the blight into your enchant-
ment, to make me an outcast, ignored
even by those | loved?” When | thought of
what a jealous magician might do to
those who had offended him, my blood
turnedtoice. His vengeance upon me had
been light. But he shook his head, almost
sadly.

‘No,” he said, ‘that was merely an in-
evitable side-effect. The charm | worked
was on your mind rather than on your
body.’ | began to speak, but he held up a
hand to stop me.

Your experiences were real enough,
never fear,” he continued, ‘but they
proceed from the nature of the illusion.
Yes, my handsome, muscular friend, the
charm | placed upon you was illusion —a
powerfulillusion, butanillusion none the
less. You believed yourself invulnerable,
just as you believed yourself to speak with
others and live as men live. But that first
sword killed you, and your body is now
dustin some nameless crypt. And yet you
thought yourself alive, so that your
deluded spirit saw itself eating, walking,
and talking with others, just as it expected
to see these things. But from time to time,
when you did not know what to expect,

the illusion could provide you with no-
thing. And so nothing happened. Or
sometimes the background noise of your
own mind, your random subconscious
thoughts, were taken as the basis for the
reality which the charm gave you. That is
the root of your affliction, and from there
it has spread to your present unhappy
condition, as uncertainties and anomalies
have given rise to more uncertainties,
just as ripples on a pond spread and
multiply and interfere with each other.

‘So now you know why | could not name
the price of the unbinding without bring-
ing the unbinding upon you; for the
unbinding is the oblivion of death — the
long-due quietus of your deluded soul,
which only | am able to see through the
exercise of my modest skills.’

| was not sure how much of this explan-
ation | understood, but his talk of my long-
distantdeath irritated me. | was becoming
tired of his games.

‘Can a formless spirit drink wine?’ |
demanded, draining my goblet and hold-
ing it before his eyes.

‘Look again,” he said quietly. My hand
was empty; the goblet stood untouched
on the desk where he had left it.

He was tricking me again, | thought,
toying with me when | sat before him
helpless and desperate. | became angry,
moved to strike him for his mockery, but
even in that instant, his words reformed
themselves in my mind, as if of their own
volition, and they hung there, turning and
glittering like torchlit sword blades caught
inthe frozen instant of striking. lllusion....
reality.... death.... spirit.... they forced
themselves in upon my mind.

The last thing | saw was the unholy,
malevolent triumph on his face. Then
darkness took me.

¥ Graeme Davis
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ESDEVIUM GAMES

LOW COST MAIL-ORDER SPECIALISTS —

OPEN

@® Come & see the BIGGEST & BEST
Selection of Games, Rules & Accessories

in the South

Sclence Fiction

Vi Legion (IT) R 16.95
* The Morrow Project (TL) R £6.95
Freadom in the Galaxy (AH) £14.95
Starfleet Battles (TF) £14.95
Exp Kit 1 £4.95, Kits 2, 3£5.95
Federation Space (TF) £13.95
Battle Damage: Code Red (TF) £4.50
Battlecars (GW) £7.50
Cosmic Encounter (EON) £12.95
CE Expansion Kits 1-8 £4.95 each
Quirks (EON) £4.95, Expansion Kits £3.95
Outpost Gamma, Star Viking (Her) £4.50 each
Grav Armor, Star Smuggler (DS) £4.50 sach
Ogre, GEV, Ogre Book (SJG) £3.95 each
Dimension Demons (MGC) £2.50
Millenium, Idro (IT) £15.95 each
Battlesuit (SJG) £3.95
Bersarker (FB) £5.95

* %

ok OX%

Attack Force (TSR) £2.95

Intersteliar Wars (Att) £7.95

Kroll & Prumni (1T) £13.95

CarWars (SJG) £3.95

CarWars ExpKit 1 &2£2.75 each
Sunday Drivers (SJG) £3.95 (CW Suppl.)
Truck Stop (R) (CW Suppl) £3.95
Invasion Easrth (GDW) £9.95

Star Frontiers (TSR) A £8.95

Star Frontiers Modules 1, 2£3.95

*% A

Alassar (TF) £4.50 each
Timeship (Yaq) £9.95

SF-Space OperaR, S (FGU)
Basic Boxed Sot£9.90

Ground & Air Equipment £3.25

Cutworlds, Star Sector Atlas 1,2, 11 £3.95 each

Alien Base, Martigan Beit £3.25 each
Proba NGC B436£3.25
Seldon's Starcraft Compendium £3.75
Vault of the Nier Queyon £3.25

% Rowsion2, Incedus 3 £3.25each

4 [Fasoltin Peril E2.75

SF-Traveller R, S (GDW) £8.95

+ Starter Edn £7.95, Traveller Book £10.95
Mercenary, Highguard £2.95 each

1001 Characters, Animal Encounters, Citizens,

Spinward Marches, 76 Patrons, Traders &
Gunboats, Library Data A-M & N-Z, Fighting
Ships, Solumumﬁjm £2.50 each

Lo Scouts & A

Warriors of Batak, Boarding Party, Escape from

s.o.m.e.. Bayond 99p each
% Freedonian Consumer Report £4.50
Ship Plans:
Tethys, Leander £2.95 each. Fenris £4.95
Fasa Adventure Class £8.95
+ Aslan Cruisers. s Merchants £8.95 each
Scenarios
Twilight's Peak, Laviathian, Kinunir, Res. Stn
Gamma, Trill Cr Squad
MaroonedMarooned Alone
Argon Gambit/Death Station
Chamax Plaga/Horde, Expedition to Zhodane
Broadsword, Prison Planet,
Divine Right, Night Conquest,
Shadows/Annic Nova £2.50 each
Doom of the Singing Star (JG) £8.95
+ Legend, Trail, Fate of the Sky Raiders £4.50
each (3 books)
% Rescueof Galatea (FASA) £4.50 each
Ordeal by E Shaar, Action Aboard,
7 Pillars, (FASA) £4.50 each
Alien Star B0p, Dark Star 25p
Far Traveller £2.85
+ Striker M RE10.95

Thieves Guild Scenarios
1£7.985, 2,3, 7 £4.95each, 4-6 £3.95 each
Prince of Thieves £3.50
Free City of Haven £10.95

% Haven |l— Secrets of the Labyrinth £8.50

% Mines of Keridav, Demon Pits of Caeldo £4.00

each

<> Special Offer
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% New Arrival

R RolePlaying Rules
S PlaysSolo

B Boardgame

M Miniature Rules

Fantasy — Role Playin

Dungeons & Dragons (TSR)R
Basic Set £8.95. Rule Book £3.95
D& D Expert Set £8.95, Rulebook £3.95
Fiend Folio, Monster Manual, Players
Handbock, Deities & Demi-Gods £8.95 sach
Dungeon Masters Guide £9.95
TSR Adventure Modules (Levels):
(1-3)B1,T13.50 each, B2, B3, BAN1, U1, U2
£3.95each, kM154.50
(2-4) L1 £3.95, (3-14) X1, X2, X3 £3.95 each
(4-7)A1,A3£3.50 sach, A2, A4, L1 £3.95each
#{5-7) 1,12 £3.95 each, I3, 14 £4.50 each
(5-7)C1£4.50, C2£3.50, (5-10) S2£2.95
(6-10) 54 5.50, %WG4 £4.50
(6-14) 51 £3.50, (8-12) S3£5.50
(6-9) G1-2-3£4.50, (+) D1-2£4.50
(10-14) D3£3.50, 01 £4.50

% (4-7)UK1,(6-9) X4, (9-12) EX1, EX2£3.95 each

Role Playing Scenarios
Tulanof the Isles (MP) £3.95

City State of the World Emparor (JG) £8.95
Glory Hole Dwarven Mine (JG) £2.99
Jonril, City of Carse (MK) £5.50 each
Heart of the Sunken Lands (MK) £7.95
Starstone (NS) £2.99

Thieves World £14.95

Amazon Mutual Wants You (DT) £3.95
Bestof White Dwarl Scenarios.
Articles |, 11 £1.50 each

ole Playing Aids
Handbook of Traps & Tricks (DT) £5.95
Monster File No, 1 (DT) £3.95
Dungeon Floorplans |, |1 £2.99 each
Grimtooth's Traps 1,2 £3.75
Dragon Tree Spellbook £4.95
Book of Artifacts £4.95
Dungeon Floorplans 11| £2.99
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¥ Middle Earth (ICE) R£6.95

# Angmar, Umbar, Ardor £7.95

* Chivalry & Sorcery (FGU) £12.95

* Sourcebook 2£4.50

Swords & Sorcerers £4.95

Runequest (Ch) R £8.95 Bxd
Rulebook £5.95, Hardback £10.95
Runemasters, Plunder £4.95 each
Cults of Prax £5.95, of Terror £7.95
Foes £9.95, Gateway Bestiary £5.95
Trolipak £14.95

Scanarlos

The Big Aubble £14.95, Pavis £14.95

Griffin Mountain £9.95

Apple Lane £2.95

Duck Pond £3.95 each

Trolipak £14.95

Questworid £12.95

Borderiands (Ch) £12.85

Solo Quest £4.95

Scorpion Hall {(Solo 11) £4.95

Snow Queen (Solo lll) £4.95

Cardboard Heroes £2.95
Sets of 1-10 Travedller Set 1-3
V+V Set 1, Cops, Crooks & Civilians

Tunnels & Trolis (FBI) £6.95
Rulebook £3.95
Solo Dungeons
Deathtrap Equalizer Dgn £3.50
Butfalo Castie, Cverkill, Labyrinth,
Sorceror Solitaire. Naked Doom,
Weird World £2.25 each
Arena of Khazan, Sword for Hire
Sea of Mystery, Misty Wood,
Blue Frog Tavern £2.50 each
Saewers of Oblivion, Beyond the Silvered
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[Pane, Dargon’s Dungeon, Gamesmen of Kasar

£3.00 each

City of Terror £3.95

Abyss, Circle of Ice T5p each

For Dungeon Masters:

Uncle Ugly’s Underground Level 1 £1.50

Dgnol the Bear Levels |, 1| & 11| £1.50 each

Catacombe of the Bear Cult £3.00

D f the Bear Complete B
Tritang (3 Scenarios) 55p

k £3.50

Dark Assassin, Traitor, Spirit Stones £5.50 each

These are jus! i

SHOP 9.30-1.30. 2.30-5.15 on Mon, Tues, Thurs, Fri

9.15-5.15 on Saturday
Closed all day Wednesday

Wide selection of boards, pieces & sets for CHESS, GO, SHOGI, MAH JONG,
BACKGAMMON, TRI-CHESS, RUBIK'S CUBES, OCTAGONS, PYRAMIDS, SNAKES..

CITADEL, RAL PARTHA, Q.T. & T.S.R. Fantasy and Science Fiction miniatures at
manufacturer's prices p&p 10% (30p min.—£1.30 max.). Overseas p&p 30% (80p min.)

Other Role-Playing Games
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Arduin Adventure (Bxd) £7.95
Ardun Trilogy £13.95
Adventuresin Fantasy (AGI) £7.50
Behind Enemy Lines (FASA) £16.95
Guns of Navarone (Scen.) £4.95
British Commandos (scen) £4.95
Boot Hill (TSR) £8.50
Rel’s Screen, Modules £2.95 each
Bushido (FGU) £9.95
Callof Othulhu £18.95
Arkham Evil £6.95, Yog-Sothoth £7.95
Death in Dunwich £86.
Daredevils (FGU) £9.50
Dragon Quest {SP1) £8.50
Dragon Quest Book (SPI) £7.50
Champions (HG) £12.95, 1| £6.95
Enemies |, || £4.50 each
Espionage (HG) £10.85
Gamma Word | TSR) £8.50
Ref's Screen, Modules £2.95 each
Heroes of Olympus (TF) £13.95
Man, Myth & Magic (Yag) £14.95
Death o Setanta and other adventures £3.95
The Egyptian Trilogy £8.95
Privateers & Gentlemen (FGL) £10.85
Stormbringer (Ch) £18.95
Supervillains (TF) £5.95
Top Secret (TSR) £8.50
Ref's Screen, Modules £2.85 each
Wild West (FGU) £8.85
Trouble on Widows Peak (Scen) E2.76
Waorlds of Wonder (Ch) £14.95
Warhammer (Citadel) £5.95

Ysgarth Rule System RE£7.95

¥

Supplements 1, 2£1.70 each
Boxed Set (Rules, Supplement,

Record Sheets) £10.95
Mini-Systems: Weres £0.70

Character Role Playing £1.45
Uttgart & Wyrdworld Scenarios £1.00 & £1.45
Abyss Magazine £1.00

Fantasy Games
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Dragonslayer (SPI) £6.90
Barbarian Kings (SPI) £3.95
Mystic Wood (PH1) £7.95
Demons (SPI) Boxed £5.75
Sorcerer's Cave (HPG) £7.95
liad, Odyssey (IT) £9.85 each
Zargo's Lords, Wohrom {IT) £15.95 each
City of Sorcerers (SGF) £9.95
Hluminati (SJG) £4.35

liuminati Exp Kits 1, 2 (SJG) £4.35
Necromancer (SJG) £3.95
Sanctuary £12.95

Power Politics/Diplomacy/
Economic Games

<o

*

Diplomacy (Phi) £10.95
Samural (AH) £10.45
Machiavelli (AH) £10.45
Apocalypse (GW) £6.95
Empire (IT) £13.95

Down with the King (AH) £8.95
Medici (IT) £7.50

Sples (SPI)£8.50

Kingmaker (HPG) £10.85
Kamakura (WEG)£11.95

Other Games

*
*
*

*

2218 Baker 51, (HPG) £7.95
ExtraCase Set£2.75
Pro-Tennis (AH) £11.85
Civilisation (HT) £18.00, (AH) £15.95
Interplay £8.95 & Grass£6.95

Business Games

games. Our

(i £1). Air Mail o, add 75%

Bureaucracy (AH) £14.95
Acquire (AH) £13.45

1829 (HT) £19.00

1829 Northern Bd. (HT) £20.00
Emgpire Builder (May) £16.95
Railway Rivals (RG) £4.75
Capital Power (IT) £9.95

taing details of vidually all games available in the U.K. Send
16pin stamps & 17p 5.8.8. (overseas 41, rc)!ou copy (or free with ordars over £6.00)

MAIL ORDER CHARGES: UK/BFPO/Under £6 - Add 35p. £6 and over—post free
Overseas Surface Mail— Add 30% (Minimum B0p). Europe Air Mail - Add 40%

Paymant in £ Sterling please

You may phone orders and pay by ACCESS

£1.50) excapt Yag. AH & Ph, IT, games —add 100%

Historical Board

Wargames

Forward to Richmond (WWW) £11.45
Gettysburg—High Tide (Phoenix Ent) £16.95
Close Assault (Yaq) £9.95
HefnemuerGorﬂoniF‘mem: Ent) £13.95
1)£11.95

* o o

Yorktown (IT) £11.95
Jena (IT)£12.95
Attila (IT) £13.50, Austeriitz (IT) £16.95
Victory at Waterloo (At} £7.95

DAK, % Scourge of God, % Napoleon's Last
Triumph {SimCan)} £12.85

1815 (GDW) £9.95

French Foreign Legion (Yaq) £7.95
Gunslinger (AH) £14.95

Bull Run (AH) £11.85

Tactics (AH) 8.95

Up Front(AH) £18.95

B-17 Queen of the Skies (AH) SE11.95
Ambush (Vict) S£18.95

NATO, Next War in Europe (Vict) £13.45
Nato Divisional Commander (SP1) 23.95
Ace of Aces, Powerhouse £10.85each
Stalin's Tanks (MGC) £2.50

Squad Leader (AH) £13.45

Cross of Iron (AH) £11.95

Crescendo of Doom (AH) £11.95
Anvilof Victory (AH) £21.95

Their Finest Hour (GDW) £18.95
Battle for ltaly (AH) £4.95

Hundred Days Battle (AH) £4.85
Fredrick ihe Great (AH) £8.95

Napoleon at Bay (AH) £15.95
Canquistador (AH) £13.45

Gulf Strike (Victory) £23.95

Hell's Highway (Victory) £15.95

The Civil War (Victory) E14.95

L 8 2 8 I & S o o
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Magazines
* Iimagine £1.05

Tempestuous Orifice 55p
‘* MNexus £2.00
The Space Gamer (SJG) £1.95
The Dragon, Bestof TD 1, 2 £2.70 each
White Dwarf 80p
Thunderstruck 65p
Travellers Journal £1.55
Pegasus, Adventure Gaming £2.10 each
Different Worlds £2.00
Sorcerer's Apprentice £1.80
Fire & Movement £2.00
Strategy & Tactics, Ares £3.95 each
Doombock of Chaos 65p
‘Wargamer (+game) £4.00
Autoduel Quarterly £1.75
Hounds of Avatar 55p
Swordplay, Miser's Hoard 55p each
Moves 95p, Phoenix £1.25
Wyrm's Claw 70p, General (AH) £1.85
Punt & Pass, Dragon Lords 60p each
Red Giant 55p, S.E.W.A R.S. 65p

* 4% 4%

Computer Games
AH Cassettes
Acquire, Forgign Exchange, Galaxy, Guns of
Fort Defiance, Lords of Karma, Shootout at OK
Galaxy, Space Station Zulu. Stocks & Bonds,
VC, Voyager £14.95
B1 Nuclear Bomber, Conflict 2500, Bomber
Attack, Midway Campaign, North Atlantic
Convoy Raider, Nukewar, Planet Miners, Road
Racer£11.95¢a
Andromeda Conquest £13.95
Flying Ace, Moon Patrol, Vorrak, Major League
Baseball, Telengard £18.95ea.
Dnieper River £18.95, Tanktics £17.95
Empire of the Overmind £21.95
GFS Sorceress, Close Assault £21.95
Legionaire, Fredencksburg £25.95
ZX81: Breakout £1.95, Defender, 30 Monster
Maze £4.95ea.
Spectrum: Escape £4.95
30 Tunnel, Knotin 3D £5.85

ESDEVIUM GAMES 17y
185 Victoria Road
ALDERSHOT Hants GU11 1JU
Tel: Aldershot 311443

or (evenings) Farnham 722269

—NO POSTAGE ON MANY GAMES FOR REGULAR CUSTOMERS
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RAGONQUEST™

A. INTRODUCTION

This is a DRAGONQUEST™ adventure designed to be played in
about two or three hours by a Games Master (GM) plus one
player with one character. Although it is a single adventure, but
it can be incorporated into an existing campaign, and some
notes are provided to aid in doing so.

The DRAGONQUEST game is very different from the D&D® and
AD&D™ games. Many of the assumptions which players of the
latter type of game would take as read in a fantasy world are not
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relevant in a DRAGONQUEST adventure. Players more used to
the D&D and AD&D games would be well advised to read the
article which appears on p.6 of this issue.

Before play begins the GM should read the module and become
familiar with the general situation and specific details presented
below. If you are a DRAGONQUEST player please stop reading
here, as the remainder of the information in this pull-out is for
the GM alone.
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Beauty Is But Skin Deep
B. BRIEFING FOR THE GAMES MASTER
1. The City

Throughout this mini-module there are references to ‘the city’
and ‘the Merchants' Quarter’. These are deliberately vague.
Other references to groups such as the City Watch are more
specific. The adventure has been designed to fit into most city
backgrounds that the GM could have without too much extra
work. Information such as the location of the buildings
described below, and the social organisation of the city, are left
to the GM s discretion. Other information, such as the locality of
the adventure, is provided, but the GM should feel free to
change any of these details.

The adventure can be inserted in whole or in part into a city
setting of the GM’s own design, or into a commercially available
city — such as Sanctuary in the Chaosium’s ‘Thieves World'. If
the GM does not have a whole city setting available, or does not
wish to create one, the following information will sketch in a
general background for the adventure.

The city lies on ariver crossing where several major trade routes
intersect. Although not large with 5,000 inhabitants, the city is
prosperous enough to be independent of the nobility, a charter
having been granted some 75 years ago. The City Guilds now
administrate for the town, usually with justice, but always with
an eye towards profit. At present the Guild of Wool Merchants is
the most powerful, although it has only risen to pre-eminence in
the last five years.

The other Guilds include the Navigators, Goldsmiths, Mercantile
Adventurers (merchants, not adventurers as such), Slavers,
Bards, Mercenaries, Vintners, Armourers, Coopers, Turners,
Weavers, Dyers, Slubbers, Architects, etc. The trades such as
butcher, baker and candlestick-maker also have small and non-
influential Guilds. The Thieves’ Guild and the Slayers’ Brother-
hood (Assassins’ Guild) have small memberships, but these are
naturally kept secret and have no official stake in the running of
the city. The Adventurers’ Guild has a similarly low status, but it
is not illegal. Law and order, although patchy, are enforced by
the City Watch, an organisation paid for by the Guilds. The
Watch therefore concentrates on protecting property, but also
performs the standard policing functions of protecting life and
limb. Members of the Watch also act as customs officials, tax
gatherers (when required), and militia cadre.

The Watch is also charged with ensuring that laws related to the
use of magic — particularly the banned Colleges of Black
Magics, Necromancy and Greater Summonings — are obeyed.
The law states that Adepts licenced by the Guildmasters are
entitled to practise within the city limits, but that they are totally
liable for their spell results and must offer compensation to any
who suffer as a result. This is a powerful incentive to excellence
on the part of all Adepts. Black Magicians, Necromancers and
Summoners cannot practise their arcane arts at all. The penalty
for doing so is death and the confiscation of all property.

Hence, if the player character produces proof of Khaana's
wrong-doings, he or she can avenge the ghost of Victoria, and
rid the city of a malefactor.

2. Incorporation into an existing campaign

The GM may wish to insert this adventure into an existing
DragonQuest campaign. Ideally, this should be done gradually,
with the players possibly having dealings with the various Non-
Player Characters for some time. The players could frequent the
Five Elements Inn, using it as a place where they rest between
adventures and wait to be approached by patrons. The players
could use the moneychanger, Josep Vedla, as a moneyer and
banker, or consult Khaana as a fortune teller and wise woman.

The GM should feel free to make any changes necessary to
make the module fit into the existing background.
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3. The Plot

About a year ago an old woman bought a house near the
Merchants’ Quarter of the city. She apparently moved away
about a fortnight later, leaving the young woman who had
arrived on the night of the old woman's disappearance.

The younger woman, Khaana, refused to say where the old
woman had gone, and although foul play was suspected, the
authorities could not investigate. Khaana had valid documents
granting her trusteeship of the old woman’s property.

Once the controversy had died down, Khaana set herself up in
business as a fortune teller and maker of herbal potions.
Whether or not it was Khaana's claimed gypsy blood, her
predictions and readings seemed more accurate than most, and
her business flourished. Her secondary and much more discreet
occupation — that of Courtesan — also prospered.

However, not all is as it appears. At the same time as the old
woman vanished there were a number of other disappearances.
All of those who disappeared were young women, and no trace
of them has ever been found.

The old woman and Khaana are one person. By murder and use
of forbidden magic — a Skin Change Spell — Khaana was ak
to transform herself into her present youthful and beautiful
form. Khaana poisoned the young women, and used their skins
in her attempts to cast the Skin Change Spell and make herself
youthful again. Only the last attempt worked, and Khaana was
transformed. She now protects this dark secret from everybody,
including her lover, Huskylour. He knows that Khaana practises
magic, but not of the murder. They both realise that investigation
would result in Khaana's execution.

Unfortunately for her, Khaana's murderous spell-casting had an
unexpected side effect. Victoria, the young woman whose skin
was used, perished in traumatic circumstances, and so did not
find rest. She became a ghost, tied to her bodily remains. These
are now buried, along with the remains of the other missing
girls, in the cellar of Khaana's house. Victoria's ghost can only
wander within 50 yards or so of her resting place, seeking help
from anyone who will avenge her death on Khaana and re-bury
her mortal remains in hallowed ground.

The adventure begins as the player character arrives at the Five
Elements Inn, just round the corner from Khaana's house.
Despite the Inn’s good reputation and well stocked cellar, trad~
is at a low ebb. Many guests have left after only one nigt.
claiming that they have been persistently disturbed by
something or somebody. Midzer, the owner of the Inn, is
growing increasingly concerned over the loss of trade, and is
looking for someone to find out why this is happening.

The answer is, of course, Victoria’'s ghost, who has been
haunting the Inn in an attempt to get help. The GM may use
either or both of the Player’s Briefings to provide clues about the
above information.

Disposing of Khaana, and thus helping Victoria, could prove a
risky task for a single individual. There are sources of help
available: the city watch could be contacted once evidence of
Khaana's murders or spell casting is discovered, or Huskylour
might be persuaded to act against Khaana if presented with
information about her true nature. (See the section on Non-
Player Characters for details of Huskylour and a Watch Patrol).

C. BRIEFING FOR THE PLAYER

There are two briefings provided in this section. The GM may
use either or both of them. It should be noted that the two do not
give the same amount of information. The sources of this
information are Midzer and Victoria, and these individuals do
not know all of what has occurred.
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1. Midzer's Tale

Midzer, a 37 year old human, is the owner and barman of the
Five Elements Inn. His physical characterstics are:

PS: 21 MD: 18 AG: 15 MA: 7
PB: 12 EN: 16 FT: 20 WP; 23
PC: 12

He is a Rank 2 Merchant, a Rank 1 Troubador, and speaks
Common and Elvish at Rank 9. He uses a Sabre at Rank 3 and a
Dagger at Rank 1.

The Inn is well known in the city for its good beer, wines and
hospitality, but despite this trade has declined recently, and
Midzer is becoming increasingly concerned.

Thedrop in trade started a year ago — more people were staying
in at night when some young girls disappeared and were never
found. Trade picked up once girls stopped vanishing, but the Five
Elements never seemed to attract as many people as it had
before. Something about the Inn, or the neighbourhood, made
the customers uneasy. Then, to add insult to injury, some six
months ago, guests who were staying in the Inn complained
that they were being harrassed while they slept — clothes were

ing scattered, the beds were being moved, and curious noises
could be heard. The word ‘poltergeist’ was mentioned, and
business took a further downturn.

Midzer decided to sleep elsewhere after several nights of this
activity, and all the residential customers left as well. The Inn is
still used during the day, but once the last customer departs
Midzer locks up and heads for a quieter part of the city.

Midzer now wants someone to find out what is happening. He is
not happy at the thought of having to pay to do so, but is willing
to offer a compromise solution — whoever finds out what has
been going on can stay at the Inn for one month without paying,
and have a drink on the house as well!

If given the opportunity Midzer will suggest that the player
character should spend the night at the Five Elements and find
outwhatis going on in the place. Midzer doesn’t really expectan
immediate solution, just an explanation.

Midzer has his own thoughts on what has been going on, but
they are vague and nowhere near the truth. He is firmly of the

sinion that he is the victim of somebody’s malice, and that this
. <zrson must have had some imagined wrong done to them in
the past. Midzer doesn't really know who this person could be,
because although he is always hard in his business dealings he
is always fair. Midzer is also of the opinion that some of his
initial troubles can be traced back to the arrival, about one year
ago, of Khaana who ‘lowered the tone of the area’.

2. Victoria's Tale

Midzer’'s troubles can indeed be traced back to Khaana,
although not as directly or as simply as Midzer would like to
believe. The Inn has been regularly visited by the ghost of
Victoria, Khaana's last victim. Her characteristics are:

PS: None MD: None AG: None MA: 10
PB: 23 EN: None FT: None WP: 24
PC: 6

As a ghost Victoria has no skills, abilities or Magical powers.

Victoria was one of the unfortunate girls who disappeared about
a year ago. In fact, she is the most unfortunate, because the
others all died cleanly and did not become ghosts. Victoria’s skin
was used by Khaana in the casting of a Skin Change Spell, so
Khaana looks a great deal like Victoria — anyone who has seen
the ghost of Victoria might well mistake Khaana for Victoria at
first glance.
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Victoria did not start her haunting immediately. The shock of
dying — and having her mortal remains used for foul witcheries
—tied her closely to her body, but she has gradually moved out
into the immediate neighbourhood, seeking someone to avenge
her. She is a basically gentle soul, but she is filled with a deep
loathing for Khaana and Huskylour. Her sole aim in unlife is the
total destruction of the ‘wicked old woman'.

If anyone manages to contain their fear long enough to listen to
the ghost they will be told what has happened — the killings, the
illegal use of Black Magic, the wanderings of the ghost, and the
truth about Khaana. Victoria is desperate to tell someone what
has been done to her. She remembers how Khaana (as an old
woman) hypnotised her, and then killed her with a brew of
poisonous herbs. Unfortunately, she does not know why
Khaana killed her, or what occurred immediately after she was
dead. She is aware that some Black Magical act has taken place,
and that her body played a major partin it, but she does not know
what happened.

Victoria does not realise that Khaana's appearance has totally
changed, because she still sees Khaana in her original form.
Victoria therefore refers to Khaana as ‘the old woman’ and ‘the
old witch’. This might confuse the player unless he or she
realises why Khaana killed Victoria.

The ghost is now rather disheartened at the lack of response
that she has had. Victoria does not realise that because she is a
ghost she frightens those she tries to contact.

She now wants only to die fully. Before she can do so she must
have revenge upon Khaana the Black Magician — Victoria
would prefer to use the process of law against Khaana, so that
justice is seen to be done. Victoria will mention that evidence
might exist in Khaana's house, especially the cellar, which
would condemn the woman as a poisoner and user of forbidden
magic.

Victoria also wishes to be reburied in hallowed ground.
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D. DESCRIPTION OF
NON-PLAYER CHARACTERS

Khaana

Khaana, the wise woman and fortune teller, appears to be an
attractive woman in her late twenties. Outwardly she is always
charming and courteous, though not without a solid core of
commercial good sense. Her most striking features, her eyes,
seem, at times, to have someone far older looking out of them,
which can lead some to feel uneasy in her presence. Khaana is
Moon aspected, and her physical characteristics are:

PS: 11 MD: 11 AG: 11 MA: 21
PB: 20-22 EN: 20 FT: 23 WP: 18
PC: 10

Khaana is a Rank 5 Courtesan and a Rank 2 Thief, with Rank 2
Stealth and Rank 1 Horsemanship. She uses a Dagger at Rank 4,
and habitually carries a truesilver dagger (value 1800sp) hidden
in her bodice.

Despite her benign facade, Khaana is an Adept of the College of
Black Magics who has the following spells and ranks (spell
code/ rank achieved): T-1/2, T-2/1, T-3/6, G-3/6, G-4/1, G-
8/1,G-11/6,G-12/3,Q-1/4,5-7/3,5-11/6,5-12/7,5-16/3,
S-18/1, S-21/2. Khaana knows all the other General Know-
ledge spells of the College at Rank O, and has also sworn the
Lesser and Greater Pacts of the College, though at present does
not have a familiar (as defined on p60 of the rulebook). She does,
however, have a large siamese cat, Jasper, as a surrogate:

PS: 4 MD: 21 AG: 22 MA: None
PB: 14 EN: 5 FT: 10 WP: 10
PC: 20 NA: Fur absorbs 1 DP

Khaana is 58, much older than she appears to be. Her
remarkably youthful and attractive appearance is the result of
her casting a Skin Change Spell {S-21) on herself using the skin
of a beautiful young woman instead of an animal pelt.
Unfortunately for Khaana, there were side effects. The
transformation is not entirely stable — her Physical Beauty
varies over the course of a lunar month being at its highest (22)
when the Moon is full, and at its lowest (20) when the Moon is
new. This new physical appearance is similar to that of the
young woman, Victoria, whose skin was used. Khaana is not
identical to Victoria, but could have been taken for an older
sister. Thirdly, if Khaana is killed the Skin Change Spell will fail,
and, in death, she will revert to her former appearance.

There was another side effect in casting the spell. Khaana
poisoned the young woman whose skin she used, and kept the
unfortunate girl's body for experimental purposes. The young
girl, Victoria, having died in traumatic circumstances, became a
ghost, tied to her bodily remains. She now wanders the
immediate area hoping for revenge.

Khaana has adopted the pose of a gypsy fortune teller and wise
woman to make her living in the city, telling fortunes, reading
the Tarot, brewing minor love and virility potions, blessing
children, and giving advice to the gullible and simple. She also
practises her trade as a Courtesan, and does not shirk from a
little pickpocketing of clients to supplement her income.
Although she continues to use the magic of her College, and
occasionally offers shelter to fellow Adepts, no-one in the town
suspects that she is guilty of witchcraft, or murder.

Only Huskylour, Khaana’'s current lover and protector, knows
that not all is as it appears.

2. Huskylour

Everybody who deals with Khaana has first to deal with
Huskylour. This silent (and not very bright) ex-mercenary
handles all of the money aspects of Khaana's various activities,
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although he is never knowingly allowed to retain the money
after any customer has left. Huskylour knows of Khaana's
magical affiliations, but Khaana does not worry about this
because she is regularly administering doses of a love potion to
him.

Huskylour is Sun aspected, and his physical characteristics are:

PS: 20 MD: 20 AG: 20/18 MA: b
PB: 14 EN: 21 FT: 23 WP: 12
PC: 9

Huskylour uses a Broadsword and Main Gauche at Rank 5, and
a Cestus at Rank 6. He is a Rank 1 Military Scientist, Rank 2
Ranger (specialising in Woods), has Rank 4 Horsemanship and
can speak Hobgoblin at Rank 4.

Huskylour normally wears leather armour (hence the reduced
Agility) and carries a Main Gauche at his belt. He habitually
wears a Cestus on his right hand, and rarely restrains himself
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from using it. Unless forewarned of trouble, Huskylour does not

not bother to carry his broadsword, preferring to leave it safely
tucked in the back room of Khaana’s shop.

Huskylour does not know that Khaana is not as young as she
appears, or that she killed a young girl to achieve her current
physical state. He believes that she is basically well intentioned
but misguided. If her true nature is revealed to him, and the
nature of her crimes, he will attempt to kill her in a fit of
revulsion which he will later regret — until the effects of the love
philtres wear off. Huskylour, despite his association and
enforced infatuation with Khaana, is basically an honourable
man.

3. Josep Vedla

Despite Josep Vedla's profession of moneychanger and shylock,
he is a kind and considerate person — for a Dwarf. In any
business dealings Vedla is an extremely shrewd and talented
bargainer, and usually gets the best of any transaction. By virtue
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of this skill he has managed to rise to a position of moderate
seniority in the Merchant Adventurers Guild, and as a result is
well respected in the city at large.

On a personal level, Vedla is a good friend to Midzer, and
regularly dines (and drinks) at the Five Elements Inn. He is as
concerned as Midzer at the loss of trade at the Inn, because
Midzer owes him four truesilver guineas, although Vedla would
never demand that the money be returned.

Vedla has not had many dealings with Khaana. He has,
occasionally, visited Khaana in her capacity as a Courtesan, but
regards her fortune telling and potion brewing as mumbo-
jumbo. Vedla also regards Huskylour as a fool, but is willing to
bank quietly the small amounts of money that Huskylour
manages to scrape together from time to time.

He has no knowledge whatsoever of Khaana's true magical
activities, but has actually seen the ghost of Victoria, without
realising what he was seeing. He remembers seeing a sad
young woman near his house on several occasions, but has
never talked with her.

Vedla is Moon aspected, and his physical characteristics are:

PS: 18 MD: 14 AG: 14 MA: 3
PB: 12 EN: 15 FT: 20 WP: 10
PC: 8

He is a Rank 6 Merchant (specialising in jewelry and precious
metals), a Rank 1 Navigator, and a Rank 3 Ranger (specialising
in mountains). He reads, writes and speaks Common at Rank 8,
and speaks Dwarvish and Gnome at Rank 9. He can also speak
Kobold at Rank 5, Halfling at Rank 3, and Elvish at Rank 2. He
uses a Crossbow at Rank 2.

4. Frieda Vedlana

Frieda Vedlana is Josep's wife and chief financial backer. Her
money originally started the business and, despite Josep’s
success, he has never been allowed to forget it. Goodwife
Vedlana is the main reason why Josep eats, drinks and spends a
great deal of time at the Five Elements Inn. Josep is her third
husband, the first two dying of food poisoning. Frieda never tires
of comparing Joesip with her first two husbands.

She does not confine her criticism solely to Josep, but has
strong opinions about her neighbours — and most of the city’s
other inhabitants. She does not like, trust or respect Khaana,
regarding the ‘fortune teller’ as little better than a strumpet.
Likewise Huskylour is treated with contempt because he
associates with Khaana. Midzer is treated with a degree of
civility, but only because he owes Josep money.

Frieda, at 79, (middle-aged for a Dwarf) is much older than
Josep, and her age is beginning to show. Her physical
characteristics are:
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PS:12 MD: 17 AG: 14 MA: 14
PB: 10 EN: 9 FT: 17 WP: 25
PC: 5

She speaks Dwarf and Common at Rank 8, and reads and writes
Common at Rank 3. She is still a member of the College of Earth
Magics, but has not practised the arcane art for several years,
and can now only cast Spell G-9 (Spell of Lesser Enchantment)
at Rank 4. If pressed, she can use a Dagger at Rank 1.

Frieda is not sensitive enough to have seen Victoria's ghost, let
alone realise anything is going on. The GM should make no
attempt to dissuade the player from thinking that Frieda is ‘the
old woman' of whom Victoria speaks.

5. The Watch Patrol

The City Watch enforces the Guilds’ laws within the city limits.
As such they have wide ranging and poorly defined powers,
many actions that they take being made legal by retrospective
legislation by the Guilds' Council. However, they usually treat
most city inhabitants with justice, the wealth of minor offenders
always being taken into account. In serious cases, such as
murder, the City Watch is largely incorruptible.

A group is usually given a beat to patrol on a semi-regular basi
The Watch Patrol below is a typical group of street patrollers,
whose job is to ensure good order at all times, act as a fire watch,
and assist those in distress.

The beat in the area of the Five Elements Inn is patrolled by a
Sergeant-at-Arms and three Armsmen. They wander aimlessly
through their beat area, and so have a 5% + 2% chance per
minute (cumulative) of passing. Once they have appeared the
chance of their appearance again drops to a base of 5%. At any
time the Watch Patrol may be hailed, and they will appear 10d10
seconds later. If Khaana hails the Watch (she is regarded as a
semi-respectable citizen), or the Patrol spots the player
character doing something obviously illegal, they will arrest him
or her on the spot. Claiming to have been sent on a quest by a
ghost will cut little ice with the Watch unless concrete evidence
of Khaana's wrong doing can be produced.

The player character is quite entitled to go to the Watch once he
or she has evidence of Khaana's murderous activities. The
Watch will arrest Khaana and Huskylour, and justice will follow.

The Watch Patrol is led by Sergeant Rumboyle:

PS: 20 MD: 18 AG: 15/14 MA: 6
PB: 12 EN: 16 FT: 23 WP: 15
PC: 11

He is a Rank 3 Thief, Rank 1 Assassin, and uses a Broadsword at
Rank 3 and a Sap at Rank 1. He carries these weapons on duty
and wears leather armour.

His three Armsmen are Thomas, Henry and Felix:

PS: 19 MD: 17 AG: 14/13 MA: 5
PB: 11 EN: 15 FT: 22 WP: 13
PC.9

They also wear leather armour, and use Broadswords at Rank 2
and Saps at Rank 1.

E. THE BUILDINGS

The three buildings detailed here are timber framed. Some
stone has been used for corners, lintels and the like, but
because itis an expensive material it has been used as sparingly
as possible. All the floors are wood, and the roofs are wooden
shingles. As a result, fire is a grave risk, and any intentional act
of arson will easily start a major fire.
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1. THE FIVE ELEMENTS INN

1a. The Bar-room

This is the largest room in the Inn. There is no ceiling; the
roof-trees and rafters are easily visible. The furniture (there are
nine tables and three dozen chairs) is utilitarian, but comfortable.
Behind the bar are seven bottles of wine (worth 3cf — 2sp each),
a three gallon barrel of ale, sixty pewter tankards, and fifteen
pewter goblets. While the Inn is open, the cash float (7d10
copper farthings, 3d10 silver pennies and 1d5 gold shillings) is
kept in a strong box under the bar next to Midzer's sabre.

Normally this room is the busiest in the Inn, with 2d5 customers
present at any one time while the Inn is open for business.
Midzer employs a pot-boy, Scullion, and a serving wench,
Maggie. Neither the customers nor the staff know what has

occurred, although many will be willing to offer an opinion. The.,

GM should feel free to invent any rumours. Lighting, when
required, is provided by lanterns hung from wall brackets and
the rafters.

Midzer normally calls last orders before midnight, and the bar-
room empties soon after.

1b. The Kitchen

This contains only a cooking range and a bench-like table. From
.+ ceiling hang bunches of herbs, and along the walls hang

cooking pots and utensils. In one corner stands a stone trough

full of water, and in the opposite corner is a trapdoor (with a

ladder) leading into the main cellar (1i) below.

During opening hours a cook, Goodwife Fletcher, is employedin
here, producing meals for the customers.

1c. The Snuggery

This is a small parlour for customers who do not wish to conduct
their business in the public bar-room. The chairs and table are of
much higher quality. Midzer charges no direct fee for its use, but
doubles the cost of all drinks and food taken in here.

1d-1h. The Bedrooms

All these rooms are largely the same. All contain a bed, a chair,
and a large chest. All the chests are locked, with the keys to each
chest in the relevant lock, and all, except the one in 1g, are
empty. The chest in that room contains 3cf.

While all the rooms are neat and tidy, they have not been used
for several weeks, so dust has settled onto all the flat surfaces,

.iidzer normally charges 3 silver pennies per night for a room.

1i. The Main Cellar

This cellar is used for storage of the Inn’s stock of beers and ales,
in eight hogsheads. Two have been tapped, but the others are
full. In the ceiling are two trapdoors. The smaller of the two has a
ladder below it and leads to the kitchen. The larger has a wooden
ramp and cover, and leads to the small yard between the Inn and
Khaana's house. All deliveries are made through this hatch.

Several lanterns hang from the ceiling.

1j. Foodstuffs Store

Hanging from the ceiling are hams, joints of salt beef and pork,
rabbits, hares, game birds, and haunches of venison. On
shelves are sacks of meal, grain and the like. A single
candlestick stands on the floor by the door.

1k. The Wine Cellar

Against all the walls are racks containing stoneware bottles.
The bottles contain wine, fortified wine, and spirits. A lantern
hangs from the ceiling.

The chance of noticing the secret door is (Perception x 2.5)%, if
the character is specifically searching for something out of the
ordinary. The secret door is easily visible from the other side, as
is the secret door at the other end of the short tunnel.
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2. KHAANA’'S HOUSE

2a. The Front Parlour

This is where Khaana and Huskylour wait for customers during
the day. The room is decorated with hangings and rugs covered
in seemingly arcane (and totally meaningless) symbols. The only
furniture, two high-backed wooden chairs and a circular table,
is likewise inscribed and inlaid with false magical symbols.
Heavy curtains can be drawn across the windows when a
‘magical process’ requires it. The furnishings are intended to
add verisimilitude to Khaana's pose as a gypsy fortune teller.

Khaana carries out all her fortune-telling activites in here,
either reading of palms (at which she has no skill whatsoever),
or her reading of the Tarot (Ritual Q-1 of her College).

2b. The Back Parlour

This room is furnished in a much more comfortable and homely
style, and is the main living area of the building. The fireplace
also includes a small cooking range, and a store cupboard for
food stands beneath the window. Jasper, Khaana's cat, spends
most of his days sleeping on top of this cupboard.

Hanging on the wall, in a scabbard, is Huskylour's broadsword.

Next to one of the chairs is a half-completed piece of
embroidery.

2c. The Salon

This bedroom is furnished in apparently luxurious style, but is
actually rather cheap and gaudy. The room is only used when
Khaana is practising her trade as a Courtesan.

2d. The Bedroom

The room is furnished in homely and comfortable style. In the
two chests that the room contains are clothes belonging to
Khaana and Huskylour. Against one wall stands a full-length
mirror of polished bronze.

In the chest containing Khaana's clothes is a strongbox, with a
Rank 4 lock. The key is hidden under one of the pillows on the
bed. In the box are 157 copper farthings, 204 silver pennies, 43
silver threepences, 27 silver sixpences, 40 gold shillings and 1
true silver guinea.
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2e. Workroom

This is Khaana's working area for brewing the potions that she
sells to gullible customers. Many are little more than coloured
water with a few foul herbs floating about in them. However,
Khaana does brew potions and philtres in accordance with
Special Alchemy Talent (T-3) of her College.

The room contains a workbench, distilling equipment, glass-
ware, small stoneware bottles containing the ‘potions’ that
Khaana has brewed, bunches of herbs, and other spell
components.

The concealed door to 2g can only be spotted if the player
character is looking for a concealed entrance. The chance of
doing so is (Perception x 3.5)%.

2f. Storage Cellar
This earth floored cellar is almost completely empty. In one
corner stand a shovel and a mattock.

Buried under the floor, in shallow graves, are the mortal
remains of four young girls, one of whom was Victoria. If
threatened, and given the opportunity, Khaana will attempt to
animate the skeletons (Spell S-18), and cause them to emerge
from their graves and assault the player character. The four
skeletons are:

PS: 10 MD: 14 AG: 12 MA: None
PB: 1 EN: 8 FT: 10 WP: 20
PC:14

They all attack using unarmed combat.

Finding these bodies would provide sufficient evidence to
convict Khaana of murder. Forcing Khaana to activate the
skeletons would be sufficient evidence to convict her of using
Black Magic.

2g. The Cellar

This vaulted chamber is decorated by black hangings covered in
arcane symbols. Behind the hangings are two concealed doors,
which can only be detected by specifically looking for them. The
chance of spotting them is (Perception x 2.5)%.

The room contents are equally arcane. In the centre of the room
is inscribed a circle, and at each point of the compass stands a
single black candle in an ornately carved candlestick. In the
centre of the circle is a silver bowl (worth 100sp) and a small
wooden box.

In the box are two carefully wrapped parcels. One is a Hand of
Glory (Ritual R-5, p64), the other is a Dead Man's Candle (Ritual
R-6, p64). Either of these would be sufficient evidence to convict
Khaana of practising Black Magic.

3. THE MONEYCHANGER’S HOUSE

3a. The Front Office

This room goes all the way to the top of the house, and is used for
all Josep Vedla's business transactions. The room contents are
spartan, being a table, a large chest, and several chairs.
Strapped to the underside of the table is a loaded crossbow and
a dagger. On the gallery which runs along one wall are stored
three crossbows, and 60 crossbow bolts.

In the chest, which has a Rank 6 lock are coins of the following
denominations: copper farthings (50), copper ha'pennies (50),
silver pennies (50), silver threepences (50), silver sixpences
(30), gold shillings (30), platinum shillings (15) and truesilver
guineas (15). They are stored in leather bags.

Vedla normally charges 5% of the value of the coins to change
from any denomination to any other, and 10% per month
compound interest on loans.
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3b. The Living Room

Furnished in very comfortable, but diminutive, style — including
one chair designed for human proportions — this is Josep and
Frieda Vedla's living room. Few people are ever invited in here.

Beneath the stairs is a closed off panel which once led down to
the cellar. It has not been opened for five years.

3c. The Solar

This room is little used. On one wall hang a pair of battle axes,
one of which is enchanted to Rank 2. The rest of the room is
plain, and contains only a Dwarf-sized bed, and a small sea-
chest containing the Vedlas’ clothes.

3d. The Strong Room

Vedla's strong room is where the money is kept at night. The
door has a Rank 6 lock. The room contains three chests, all with
Rank 7 locks (Vedla carries the all the keys at all times). In the
chests is the cash and other valuables that Vedla is banking for
his clients. In one of the chests is a ledger which contains the
records of Vedla's dealings. The cash in the chests is: 203
copper farthings, 116 silver pennies, 35 gold shillings, 10
platinum shillings and 12 truesilver guineas.

4. THE STABLES

In here are only such items as would be expected about a stable:
ropes, halters, tack, hay, oats, old horseshoes, etc.

F. AND FINALLY....

Regardless of the final outcome, the GM should award
experience points at the end of the module as though for a full
five-hour session of play. A bonus for Khaana's arrest would be
appropriate.

¥

DESIGNER’'S NOTES

One of the advantages of writing designer’'s notes a month after
finishing the module is 20/20 hindsight. Having had the playtesters
report back, and a letter full of helpful comments from Terry Devereux, |
had the opportunity to make one or two alterations, change the
emphasis in one or two places, and hopefully tighten things up.

This module is experimental in two ways. Firstly, the one player plus GM
format. To a large extent, whether or not this works is going to depend on
the people who play this module — you! As GM in this adventure you
must be prepared to drop broad hints to the player — but only if s/he
needs them. Subtle misdirection is also an important part of the
adventure — Frieda Vedlana was added solely for that reason, as an
alternative candidate for Victoria's ‘old woman'.

Secondly, this is intended to be the first in a number of city modules,
each introducing a few buildings, a character or two, and being a
stand-alone adventure. All will use the same background, roughly link
together, and gradually give GMs an entire city (well, the interesting bits
anyway) to play with. The next one should appear in a few months' time.

Finally, this is potentially an extremely gruesome situation. The module
has been written in a rather neutral style, but the elements of horror are
there. Enjoy it!

s Mike Brunton

CREDITS
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Cartography Paul Ruiz

Art Jeremy Goodwin

Thanks to Rob Drury, David Eastwood, Alan

McNamara and Terry Devereux.
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Quiworlds: Star Sector & scenario ideas ...
Ground Air Equipment: Sp Op heavy weapons
Selden's Compendium of Starcrafl: ship-plans
Space Marines: expanded ground combat rules ..
Latest Space Opera adventure is Agents of the Rebellion. It's a
scenario pack of mystery and inirigue that sees the characters
operating in the clandestine world of espionage and infiltration . £3.50

*Both are £1.75 each per issue
*Six issue sub (inc. p&p) £10.50
*Back issues available.

WHY NOT ORDER BY TELEPHONE USING
ACCESS OR BARCLAYCARD

save the trouble of sending a letter and
cheque.

WE PREFER THIS METHOD, We can try 1o
anwswer any quenes and you will also be sure you
are getting "exactly what you want and sooner
normally be return of post.
P&P Order value over £6,00 Free

Order value up to £6.00 Add 25p

OVERSEAS TRADE ORDERS WELCOME

ﬁDDIe Lane

Boxed Set with introductory module
Death to Setanta .......
Kingdom of the Sidhe

beginner to start playing literally within minutes of first .. £8.95
FGU BOARDGAMES BG & RULES R TSR UK Ltd.
F-I.;leJ'IN':.lSE'LGSA&E‘gnsels-'Il'-ESH Diadem: Science Fiction BG ( ) s } D & D Basic Setrules, dice, ... ... £8.95 Am'g::gl:ﬂ?“mm boardgames
Rulebook (2nd edition) Lords & Wizards: Fantasy BG .. i D & D Expert Set, rules dice. adv . 95
Tunnals & Trolls. Boxed. Colony Delta: Science Fiction BG D & D Basic Rules only
Naked Doom Salo Dungeon Oregon Trail: BG. Good solo ........ D & D Expert Rules only . e :
Sorcerer Solitaire Solo Dungeon Star Explorer: BG Excellent solo Eg E S'B"a‘-"e’ F‘z“”“’s 5255‘;5 - -
Sword lor Hire Solo Dungeon Archworld: Rules for fantasy batlles ADED Oengean. ““”Sk uide :
EabyretiSoib Diifisetn Galactic Conquest: SF RPG rules .. D el D Ma""b:f :
Butfalo Castle Solo Dungeon Ddvssets: esion used fantasy g AD & D Deites + Demigod ¥
City of Terror Solo Mv:glu(e e grclya:”ﬁrméegnr 1h;szg?aRr;}ﬂga AD&D F.i'..:gspm,oe_ |g. 5
il il Co ADE D Craser e ey '
Vi Ul r r E
Weirdworld Selo"Dungeon STANDARD GAMES A D & D Player Character Folder ¥
Overkill Solo Dungeon .. & PUBLICATIONS A D & D NPC Character Record sheels £3.50 i
Dungeon of the Bear Levels 1.2.3 - Cry Havoc - medieval skirmish game ... £9.95 AD& D DM's Adventure Log 3.50 B adialor .............
Uncle Uglies Underground .......... City of Sorcerers - fantasy boardgame ......... £9.95 %@UGS‘GB"EW Nf:c stats . E:-gg Gg::h:““ the King
gg;;asosf‘ilcuef;m:nlma ‘?;als\ﬁlp Cantalr; ~8F b?a,?:gane ________ X __Ac':::lng_rfx:;;iné ...... . Gunslinger ........... &
e Village - extra map for avoc :
Goblin Lake Solo Adventure . e Sl S MODULES — BASIC D & D COMPUTER GAMES FROM AVALON HILL
Catacombs of the Bear Cult 1 The Forest - new map for Cry Havec ... E285 | BUBA each £3.50 Shoatout {at OK Galaxy):” A32P8ANETIETC16
Seaof My§tery Solo Adventure Dungeon Floor Plan — role playing aid Bﬂ 33 each £3.95 B ot - £14.95
Grimtooth's Traps Game aid ... . £3. Dungeon Accessory Pad as above ....... M1 SaloModule .. each £4.50 :::" atrol:’ At16 ... . £18.95
Deathirap Equalizer Solo Dungeon £3.30 Fell hex — cloth playing surface: blue, sand MODULES - EXPERTD & D romeda Conquest:” T16A16P16A132
Blue Frog Tavern Solo Adventure ... . £2.50 or green. All with printed hex gnd . 2.95 X1:X2: X3, X4 SRR e each £3.95 o £13.
Misty Wood Solo Adventure ... £2.50 Clear Plastic Hex Sheet - overlay ... £1.80 MODULES -AD &D Lords of Karma:® T48 A32P32 .. i
City Book Aid for all FRP systems £7.50 52 : £2.95 Conflict 2500:* T16 A16 P16 At32 . E11.
Sorcerer's Apprentice Magazine : TRAVELLER A1, A3;C2.D3: 51, T1 each£3.50 | Empire of the Overmind:® T48 A48 At40 . £21 95
Grimtooth's Too Game and Vol 2 A2 A4 12 N1, i each£395 | Voyager1:” TCI6T16A32 At32 P32 ...
é K Starter Edition Traveller ............cocooiciinnnne £7.95 U2 L1 UKT EX1 EX2 each £4.95 Galaxy:" T16A16 P16 Al6
amesmen of Kasar .......... ; Boxed Sel . ? DBLLL EXLERE e AR i
De Luxe Boxed Set .. . £ SOLRE fine each £5.50
! Bock 4: Mercenary ... -2 5] MAGgAZINE ......ooooooiiect s £2.
NICE Ik pcel 40 | Books: Figh Guard . L6295 | GammaWeda - o Ees0
el et z : Official Traveller Supplements ... each £2.50 G W Modules: GW1, GW2 ... each £2.95 GFS Sorceress:* A0 A48 T48 £21.95
Deluxe polyset with inked numerals Official Traveller Adventures .. A G W Mini Module & Referee’s Screen ..., £295 | KEY- ‘= oncassele: += ondisc; P~ Pel A= Apple
Fireball pol{fsﬂ 3 2 Official Traveller Double Advs. Boot Hill - £8.50 11; Al= Atari; T= TRS 80; TC= TRS Colour:
"""""" . “ BH BHI:BHE.BHB ... sach £2.95 mbe
SIS oo e 155 | TRAVELLER COMPATIBLE GAMES | BHiin Moduied Rearoos Sreen g3g5 | "UTROrS= memaryrequiredinkc
¥ Mayday .. 2 op Secret (including Module 1) ... £8.50
Or with inked numerals £2.25
Snapshot ... T 5 Modules: TS2, TS3, 754 each £2.95
;g;;:god?gg COIOVIG e it ;’g: Azhanti High nghmlng és M.l:“ Module & Referee's Screen Egg ************
......... \rrvasion Eanth ...... angbusters ... ...
30 sided dice INKed ...........comimmsumsmsiinrrries 80p 1
COMING SOON — NICKEL & COPPER P eie ., gfmo",ﬁ:ﬂ;‘[“ﬁ%‘,ﬁﬁé o eachi2%: | MAIL ORDER SERVICE
PLATED DICE SFI SF1SF2 v each£39s |  HERE'S WHAT WE OFFER
RUNEQU EST S F Mini Module & Relerees Screen £2.95
Fire & Movement Issue 35: Cossacks Are Coming; Dawn Patrol .. it E * AVERY FAST TURN ROUND
playing giant games; Ace of Aces/Bounty Hunler; ngs cnl Fantasy Forest .., * POST PAID ON ORDERS OVER £6.00
;!ri'r:a;ures; Computer Games;r.levfs; reviews Cults of F'yra: i Endless Quest Books . : INFORMATIVE FREE NEWSLETTER
antasy Gamer Issue 1: Firsl issue of The Trollpack . Ares (S F/Fantasy mag + game) SPECIAL OFFERS
Space Gamer's stablemate includes FREE GAME Runeques1 Character Sheets . * TELEPHONE ORDERS
MAN, MYTH & MAGIC BY CREDIT CARD

Details of how 1o order are given elsewhere on
this page. Why not give us a try — you probably
deserve a pleasant surprise.

The Glastonbury Labyrinth .

Pavis Esce:u Io;-l$ll

gyplian 1 progy
ko ke e 0.8.0.0.0.0.0.0.0.8 8.8 (
Eig Rutble irom JUDGES GUILD
STEVE JACKSON GAMES o Bl o RSO Doond e on TRADE ENQUIRIES
Car Wars: motorised murder and \ £8.95 MOST ITEMS ON THIS PAGE ARE

............. g £2.99 AVAILABLE TO THE TRADE
Car Wars Exp Kit 1: more mm & m h
CW Exp Kit 2: more & more mm & m : <2830 SEND FOR FULL LISTS
Sunﬁaglwmgs CW rp adventure .. . " £6.50
Truck W big rig supplement . .. E3. Ty
Autoduel Quarterly Issue 1: Car wars mag ... £1.75 :::::I:;:I i) Magu: HERRTIE o0
re: classic game of super tanks ... £3.95 BATTLES

GEV: expands upon the Ogre idea . £3.95 | BoxedGame ... 08 | AN ROLE PTG SYTEN
Battlesuil: power armoured infantry . . £3.95 Expansion Module 1 . £4.95 Hardback Book ﬂg
Illuminati: the stealihy alternative . £4.25 Expansion Module 2 . £5.95 Enchanted Wood e
llluminati Expansions 1 & 2; each £4.25 Expensmrl Module 3 . £5.95 Frn:ntar: of Alusi £3.95
Mecromancer: wizard combat . £3.95 n Space 13.95 P, ng s[omus\c? B £2.95
CB Heroes: lates! releases £1.99 Balﬂe Damage Code Red ......c.................... £4.50 A0S I INIONGE: .. - £2.85
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Please note that the following offers
are available only to members of the
D&D® Players Association. Details of
the PA are on p33 of this magazine.

BARGAIN BASEMENT

The Bargain Basement (lair of the infamous Karen) is
the place where we consign all the stock which, for some
reason or other, can no longer be sold as ‘perfect’. The
degree of imperfection varies from a missing shrink-wrap
tothe lack of a page in a module, for example. The items all
have two things in common, however, they are all on sale
atamazingly reduced prices and none of them is rubbish,

PA members can obtain an up-to-date list of available
Bargain Basement items by sending an SAE to Bargain
Basement at the address given below. Don't forget 1o
quote your PA membership number

RPGA™ Module 1 — RAHASIA

A 16-page D&D module designed for 5-8 characters of
levels 1-2. Price £2.00, post free.

Rahasia the elven maid faces a fate worse than death at
the hands of an evil human, Rahib, who has taken over the
Temple of the Sacred Black Rock, cursed its elven
servants, and lured Rahasia’s father and her betrothed
into his clutches. You are Rahasia's last hope, Can you
brave the Temple's perils and mete out justice to Rahib?

‘R SERIES' MODULES

The ‘R series’ AD&D™ adventure modules are produced
by the RPGA™ organisation in the USA and are available
inthe UK only to PA members. Each module was designed
for use in a GEN CON® tournament and is suitable for
normal campaign play as well as including extra details
and pre-rolled characters for tournament-style use.

R1 — TO THE AID OF FALX

A 16-page module designed for 6 characters of levels
5.9, Price £1.50, post free

Falx the silver dragon, much to his chagrin, needs some
human aid. The dark powers that control a nearby set of
tunnels have stolen five potions of silver dragon control!
Can the adventurers find the potions before nightfall?

R2 — THE INVESTIGATION OF HYDELL

A 32-page module designed for 5 characters of 5th
level, Price £2.00, post free.

Slinks are obedient, semi-human slaves and are
apparently content with their lot. They are protected by
law, owned by the wealthy and approved of by the church
authorities. Can you sneak into the old ruins to find out
who or what slinks really are and where they come from?

R3 — EGG OF THE PHOENIX

A 32-page module designed for 5-8 characters of level
5-9. Price £2.00, post free.

Inthe lonely town of Northending, the council has called
paladin Athelstan to their aid, The fabulous artifact known
as the Egg of the Phoenix has been stolen by evil beings.

‘MILL DAYS’

The next Mill Day is on Saturday, 22nd October, Two
more dates have been provisionally booked for 3rd
December and 8th January 1984. We will confirm these
dates in the next issue of IMAGINE magazine.

Mill Days are open to PA members only. There is no fee
but places must be booked in advance. For details, write to
‘Players Association Mill Days’ at the address below,
enclosing an SAE.

PA PINS

These are half-inch diameter brushed steel badges
carrying our Dragon’s-Head logo. They will double as a
lapel badge or tie-pin and will discreetly identify youasa
player and PA member. Price £0.95 each, post free.

PA T-SHIRTS
White cotton T-shirts with full-eolour design of a dragon

towering over the D&D symbol. Available in S, M and L
(please state size when ordering). £3.50 each, post free

PAN BACK ISSUES

It always happens. No sooner does a magazine come to
an end than its back issues become collector's items. PA
members can obtain back issues of PANs 1-12 for £0.50
each or £5.00 for a set of 12, post free.

Offers are open to PA members only. Orders to:
PA Special Offers, TSR UK Ltd, The Mill,
Rathmore Road, CAMBRIDGE CB1 4AD.

Remember to include your PA membership
number when ordering. All offers subject to
availability

-
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onea, ID&D'PLAYERS
ASSOCIATION

NEWS

THE NEWSLETTER

OF THE BRITISH
DUNGEONS & DRAGONS®
PLAYERS ASSOCIATION

PAN PIPINGS

This issue of Pipings is going to be as
inoffensive as possible — bland if you
prefer that term. This is because the
magazine staff have threatened to ‘bash
my brains out’. They wouldnt know
where to hit me.

At about the same time as this issue of
IMAGINE™ magazine is published, TSR
UK will be moving out of the Mill (NO, we
are not doing a midnight flit to avoid the
bailiffs! We are moving in broad daylight
actually). Gone will be the dangers of
wandering through the Sales office to get
to the photocopier, the semi-clandestine
meetings and ambushes on the spiral
staircase, the culinary delights of the
local Chinese take-away, the rot-infested
brickwork next to my desk.... Already | can
feel a heady attack of nostalgia approach-
ing — "When | joined the company there
were fourteen of us working in a shoebox
in t'‘middle o' Rathmore Road, lad. You
young uns don’'t know you've been
born.... "

Now we are moving to real offices with
real companies as neighbours. Exactly
what Royal Assurance will make of us is
somewhat open to question.... ‘Good
Lord, Nigel. Those chappies down the hall
don’tbelieve in mutually assured policies,
and threatened to set their pet dragon on
mel’

TSR are, at last, leaving The Mill. It has
been home for the company for more than
three years now, and in thattime we have
expanded (some would say spread like
the plague) into most of the office space in
the building. And now there justisn't any
more room. Unless the management
introduce a system similar to slave ships
("Pack ‘em sideways, Mr Mainbrace’) we
have reached Mill saturation point.

So, where are we going? Hopes of
relocating to the Cayman lIsles were
rapidly quashed. No exotic palm-covered
offices with dusky maidens soothing the

creative brow for us (dusky men for the
female staff of course). All these delightful
images faded before the truth. TSR are
staying in Cambridge, but we are going up
in the world, to the top of just about the
only hill in the place. The new (to us)
offices are in Mount Pleasant House,
Mount Pleasant, Cambridge.

Mount Pleasant House. It has the ring of
an insane asylum about it. Hmm. Is there
something that someone hasn't told me?
Perhaps not, but even paranoids have
enemies.

This relocation, of course, brings a prob-
lem for all PA members who were hoping
to attend Mill Days. We will not be at the
Mill any more. There will still be Saturdays
of game playing under the auspices of
TSR, but what are we going to call them?
‘Pleasant Days’ is decidedly twee, and
sounds like some gratuitous American TV
serial. ‘Games Days’ has already been
used by.... somebody else. You see the
problem: ‘Mount ...." — perhaps we had
better not go into that one, | still haven't
recovered from the last beating.

So, there we have it. What are we going to
call the Mill Days? Answers on a postcard
please.

And so on to a different subject. By now
Players Association members should
have received a copy of the new Broad-
sheet. If you have a burning desire to
appear in print before an audience of the
cognoscenti of the D&D® game with,
well, almost anything, then feel free to
submit material for the Broadsheet.
Ideally, it will turn into a clearing house
for new ideas for and of PA members. If
you don’t write anything you’'ll only have
to put up with more of MY ramblings....

| still haven't got control of the editorial

column at the front of the magazine

either. Ah well, back to the grindstone.
¥ Mike Brunton
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DISPEL CONFUSION @

Dispel Confusion is a question and
answer column intended to help hobby
gamers overcome problems they have
had with game rules.

At present, we can in general only help
with games produced by TSR, while our
answers may not be fully ‘official’, we
have contact with the designers them-
selves. In future, we hope to get answers
from those who design other games.

For good answers we first need good
questions — so send your queries to:
Players Association (Dispel Confusion),
TSR UK Ltd, The Mill, Rathmore Road,
CAMBRIDGE CB1 4AD.

DUNGEONS & DRAGONS®
and ADVANCED DUNGEONS
& DRAGONS® games

Q. What happens to cursed armour
and/or weaponry when hitin combat
by a rust monster or disenchanter?
(Basic/Advanced)

A. We suggest that when any cursed
metal magical item is hit by a rust
monster it should be treated like any
other magic item attacked in this
fashion. The cursed object will have a
10% chance that it will not rust per
‘minus’ of the object. A rust monster
is not interested in the magical
nature of the metal object, merely its
food value as rust.

We think the disenchanter will prob-

ably have a disinclination for draining
the magic from a cursed item. It lives

TURNBULL

on the energy inherent in magic
items, and the energy in cursed items
might be expected to come well down
on its gourmet preference list. But
Don Turnbull thinks otherwise, and
he wrote the thing. Take your pick.

Q. What do the various code letters on
TSR modules mean?

A. Code letters were originally intended
to relate to the subject matter of the
module, thus the ‘G’ series about
giants, the ‘D’ series — ‘Descent into
the Depths of the Earth’, and the
solitary ‘Q" module — "‘Queen of the
Demonweb Pits’. The other early
module to follow this convention was
T1 — part of the ‘Temple of Elemental
Evil’' series.

In future, module codes should relate
to their use. Therefore we should get:
‘B’ — Basic D&D® modules, ‘X' —
Expert D&D modules, ‘K’ — Com-
panion D&D modules (when the
Companion Set is finally published),
‘N° — AD&D™ modules for novice
players, ‘L' — AD&D modules for low
level characters, ‘I'— AD&D modules
for intermediate characters, 'C’ —
AD&D competition modules (origin-
ally used as tournament modules),
‘S’ — AD&D special modules (gen-
erally high level and deadly), 'WG’
— WORLD OF GREWHAWK™ Cam-
paign material, and 'EX' — AD&D
modules designed to be dropped into
the DM’'s own dungeon.

‘A’ series modules were coded that
way for noreadily discernible reason.

‘U" and ‘UK’ coded modules are
designed in the United Kingdom. The
code is therefore a method of indicat-
ing their source.

Other TSR game systems are much
simpler: ‘GB° — GANGBUSTERS™
modules, ‘BH" — BOOT HILL™
modules, 'GW' — GAMMA WORLD™
modules and 'SF’ — STAR FRONT-
IERS™ modules.

Q. Ifatrollisreducedto -8 hp by normal
combat (not by being burnt), and then
a cleric casts an animate dead spell
on the body, what happens? Is the
result a zombie with regenerative
power, a normal zombie or a troll
which regenerates and negates the
spell? (Advanced)

A. This is a tricky one. If the troll were
left alone it would regenerate intoan
active, very much alive, troll. If burnt
it would be permanently dead; the
regenerative power would have been
interrupted. Therefore, casting an
animate dead spell upon the hapless
body of a troll will also interfere with
its regeneration, ‘killing” it, and
resulting in a zombie — without the
power to regenerate because this
had been ruined by the casting of the
spell. This, of course, leaves the party
with a zombie as a faithful porter. On
the whole, this is not a bad way of
dealing with a troll.

Q. Whathappensifamagic userlosesa
spell book? Are the spells lost/
forgotten, and, if so, how may they be
retrieved? (Advanced)

Let's deal with this trademark business.

It will not have escaped the attention of
even the most laid-back reader that the
pages of this learned journal are liberally
sprinkled with odd little symbols, as
though we chose to do the printing in an
ants’ nest and some drunken ants had
wandered suicidally into the works. The
main ones are "™ and ®, though every so
often there might be a © (which since it
isn't a trade mark | will ignore anyway).
Why clutter up the magazine with these
things, you may ask — they certainly mar
the appearance and tidiness of the text.

Well, let’s say you come up with a Bright
Idea — for the sake of example, you
discover a method whereby the leaves of
the pituri plant, if suitably doctored and
then swallowed, give the swallower
perfect musical harmony. You make pills
out of the concoction and called them
Armpits ((h)arm(ony).... pit{uri)s —right?).
They sell like hot cakes. Soon vast
sections of the population are singing
such dulcet harmonies as to make the

angels weep with joy, while others are
indulging in harmonies so speculative as
to divorce them utterly from the adjacent
proceedings.

Unfortunately there are bad people out
there; soon they become jealous of your
success and greedy for a share. Suddenly
you notice sales are dropping and on
investigation find the reason: people are
now ignoring your pills and instead
buying Armpit toothpaste, Armpit loz-
enges, Armpit throat sprays and Armpit
best gin. And you find you can’t stop them
— they are using your invention and the
name you invented for it, but legally they
have every right to do so.

You have omitted to protect your property
and others can burgle it freely.

The answer, had you thought of it early
enough, lies in the legal trade mark and
patent arena. But itisn’t sufficient just to
obtain registration of a trade mark — if
the mark is to be effective, the owners
have to demonstrate that is a trade mark
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A. The magic user has effectively lost
one of his or her recipe books for
spells. Unless he or she kept a copy of
the book then the spells in the book
cannot be re-memorised once used.

The only option in a case like this is
for the magic user to construct a new
copy of the book, by trading for/
stealing/copying the spells that were
contained within it. This time,
however, because the spells had
already been in a spell book (and had
been understood), the magic user in
question would not have to check to
see if he or she could know the spell
(Players Handbook p10, Intelligence
Table ).

The new spell book would still cost
the same amount in raw material to
make, and would take just as long as
the original.

Q. Domonks need magic weapons to hit
creatures harmed only by +1 or better
enchanted weapons — or can they
use open hand attacks? (Advanced)

A. There are only two cases in which
the pre-requisite of a magic weapon
to hit something is relaxed. The first
of these is the case of a massively
strong monster hitting a creature
that would normally only be hit by a
magic weapon (Dungeon Masters
Guide p75 ‘Creatures struck only by
magical weapons’). This applies only
to monsters. The second is the
special ruling in the case of the
barbarian class, which allows them,
and them alone, a similar ability.

Monks do therefore require magical
weaponry to hit creatures that can
only be struck by such weaponry,
despite their bare-handed combat
ability.

RUNEQUEST

Q. Would the possession of pure iron or
other metal prevent the wearer from
being affected by magic as well as
preventing him or her casting it?
(RuneQuest)

A. Although not specifically stated in
the game, the effect of iron and other
pure metals seems to be ‘earthing’
the charge of power that a character
has built up to cast a spell (similar to
an electrical charge being earthed).
In this case, only the caster would be
affected by the pure metal, because
the victim of a spell is suffering the
effect of the magical discharge
anyway.
¥ Graeme Morris & Mike Brunton

pretty well wherever and whenever it is
used. Even more complex — in the USA
the mark has to be used in a particular
way so that the mark and the word it
modifies becomes an adjective. Armpit™
or Armpit® is inadequate and incorrect —
it should be “The ARMPIT™ pills’ or some
such.

Now Brian Blume and Gary Gygax were
wise enough to trade mark TSR's top-
selling game right from the outset — in
order to prevent greedy and lazy outsiders
grabbing their property. Obviously this
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could not prevent greedy and lazy out-
siders from copying the ideas and calling
the result by a different name; but it's
better than nothing.

Anyway, that is why we use trade marks
in these pages — to protect TSR’s
property against thieves. It may look
untidy at times, but it can’t be helped.
Wouldn't you, given similar circum-
stances, do your best to protect your own
property too?

¥ Don Turnbull

T
MEMBERSHIP

The PA is a club for all players of role
playing games, particularly the D&D®
and AD&D™ games. Since it was
founded in 1981, the PA has become
the country’s largest D&D club, and now
has this 4-page section in IMAGINE™
magazine. The benefits of membership
include:

* Free quarterly broadsheet featuring
hobby articles and news, competit-
ions and new product information.

Free badge, sticker and personalised
‘credit-card style’ membership card.

*

Special offers available only to PA
members, including the 'R’ series of
modules and Bargain Basement —
your chance to buy damaged-but-
usable stock at greatly reduced
prices. Fuller details of the special
offers are given on page 31.

Free postage and packing on mail
orders from TSR UK Ltd for UK and
BFPO members.

Discounts on tickets for GamesFair
hobby conventions.

Listings of PA members in your area
(send SAE).

Membership of the PA costs £2.50 per
year for new UK or BFPO members
(£2.00 for renewals) and £5.00 (or US
$10) for overseas members. All you
have to do is fill in this coupon and send
It to:

PA Memberships, TSR UK Ltd, The Mill,

Rathmore Rd, Cambridge CB1 4AD,
England

together with a cheque or postal order
made payable to TSR UK Ltd.

[0 Please enrol me as a new member of
the Players Association. | enclose a
cheque/PO for £2.50 (overseas
£5.00 or US $10).

O Please renew my membership of the
PA.lenclose a cheque/PO for £2.00
(overseas £5.00 or US $10).

My PAnumberis...............

Name (Mr/Mrs/Miss/Ms) .........

F o [ T e

Ido/do not* wish my name and address
to be available to other members.
(* delete as appropriate) 17

v
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THE |SLE OF MOGGEDON WAS GIRT ABOUT WI(TH
SEA-CUFFS, AND HAD BUT ONE HARBOUR .

A SINGLE ROAP LED TO THE GREAT CITY
BUILDED BY THE TAX - INSPECTORS...
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8 GENTLEMEN! WE HAVE AGQUIRED
| THE OLYMPIAN ACCOUNT !

HISTORJCAL FDOTNOTE THE SECOND

i BUT EVEN INTHE GOLDEN AGE OF THE anYPRcan
| EMPIRE ONE SMALL SEED OF DISSATISFACTIONGREW AND 7%
' AQLRISHED, HATED BY ALL, THE IMPERIAL TRX-INSPETRS STRWE
“TOMANTAINTHER RIGHTS OF LARCENY, THEFT AND EMBEZZLEMENT IN
| THE FACECF SOUNDFISCAL AOLICY. MANY WERE CAUGHT, BUTTHE (i
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COMING SOON...

Things move fastin the micro community,
and since | started this series of articles,
prices of computer hardware have
dropped around 20% in the shops. But
many of the people interested in getting
into computer gaming seem to be reacting
to this by buying a machine that is more
powerful, for the same price that they
would have paid for a less impressive
microcomputer a few months ago. There
is no doubt that home computers will
continue to get more powerful over the
next few years; what capabilities can we
expect from them in future, and what sort
of games will become possible that are
not feasible now?

More memory

There is little point in looking more than
two years ahead; accurate predictions
cannot be made into the far future, and in
any case the events likely in the next
twelve months or so are interesting
enough. A lot of discussion has been
stirred up by the forthcoming release of a
256K, 16-bit computer for £400; after all,
this is no more than the price of a BBC
Micro. But it is not as simple as that.
Although the new machine has much
more memory than is usually available,
most of it is taken up with an overblown
operating system, leaving little space for
programs. This is necessary because an
operating system has to be very sophist-
icated to take full advantage of the
abilities of such a computer. In practice,
512K will shortly be regarded as the
acceptable minimum for such machines.

This should not add too much to the price
and will allow games taking up 200K or
more; gigantic games, rather like some of
the Adventures for the Apple that have
appeared recently in the States. The
difference is that they will not rely on
constantdisc access, as separate sections
of the program are loaded into and out of
memory. Everything will be in RAM at the
same time; this sounds simple enough
until you contemplate waiting 30 minutes
for such a program to load from cassette.

This obviously is not acceptable, and disc
storage will have to be provided as
standard with such computers. The new
microfloppy discs are capable of providing
mass storage to cope with the demands of
16-bit machines, but inevitably the price
goes up. So a usable 16-bit machine will
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not be within the budget of the average
home user by the end of 1983, but in a
year's time, prices will have dropped
considerably.

We may also see an end to the familiar

guessing game: am | buying the right,

micro, or should | have chosen a different
one, which features the kind of software |
am interested in? The tendency now is for
manufacturers to buy a licence to use an
existing operating system, such as MS-
DOS or CP/M-86, rather than developing
their own, which never did make much
sense anyway. As a result, it becomes
easier to ‘port’ software from one make to
another, and new programs can be
released simultaneously in versions for
four or five machines. It could be that
there will still be a multiplicity of operating
systems, but even so, the manufacturers
are forced in practice to support all the
popular ones, and make sure they intro-
duce no eccentricities into their designs
which would make their machines in-
compatible with one of the systems.

It is significant that the 16-bit machine
referred to earlier is British; there seems
no likelihood that American computers,
or indeed software, will regain the
dominance they once held in this country,
inthe foreseeable future. Patriotic fervour
aside, this is really a pity; the danger is
that software authors in the two countries
will go their separate ways and there will
be no intermingling of experience to
improve the overall quality of games
software.

Concealed benefits

At the same time, there are some
concealed benefits to the British gaming
hobby in this situation. Sections of the
hobby such as board wargaming and
conventional role-playing have been
dominated by American products for
many years; after all, how many British
role-playing systems are there? This has
not happened in the computer gaming
hobby, partly because of the relative
unpopularity of American computers
among home users and partly because
US software houses have not bothered to
rewrite their successful titles for com-
puters such as Spectrum and Dragon. So
it is possible that computer gamers in the
UK will, out of necessity, produce their
own home micro software and even

Machine

by Mike Costello

market it on a commercial basis, which
can be a rewarding experience, although
full of pitfalls. But right now it is too early
to tell how things will go.

It looks as if computer games software
will become more complex (well, much
longer), but will it become more sophist-
icated? In terms of sound and graphics
facilities, the limit has probably already
been reached. The sound capabilities of
some of the micros already available are
under-exploited as it is, due to the
programming effort and amount of
specialised knowledge needed to use
them fully (music theory is not a simple
discipline and mastery of it requires
around two years of full-time study). The
degree of resolution of screen displays
already exceeds the ability of an un-
modified TV to cope with; a purpose-built
monitor can provide about double this
amount of resolution, but the price is
prohibitive for most buyers. On the other
hand, higher operating speeds on the
newer micros permit the use of multi-
tasking techniques, to provide simultan-
eous visual and sound output while
processing of a program text continues.
And a compiler is generally provided for
any high-level language supplied with a
16-bit machine; these features, taken
together, should in future make it possible
for the home programmer to achieve
effects in BASIC which would previously
have required a machine-code program.

Finally, a word about Micronet 800. This
is at the moment the only commercial
organisation. in this country providing a
service similar to those available from a
number of sources in the States. Briefly, it
allows any micro owner with a telephone
to communicate with the Micronet ser-
vices or with any other user possessing
the same equipment. A number of pro-
jects are being investigated at the
moment; solo games dialled up by Micro-
net subscribers, rather like a visually-
oriented version of a solo adventure in
book form; multi-player games moderated
either centrally or by another Micronet
user, with Turn moves and results being
transmitted back and forth between
micros at the terminals. No new tech-
nological advances are needed to achieve
this, as it is really an application of
existing technology, but the potential is
very great and we may be hearing a lot
more about Micronet in future. o
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ameskFair 84

THE CONVENTION WHERE GAMING COMES FIRST

On FRIDAY, SATURDAY & SUNDAY
6th, 7th & 8th APRIL 1984 at READING UNIVERSITY

Special guest E. GARY GYGAX

Starting at 12 noon on Friday, and continuing until 6.00 pm on Sunday,
GamesFair ‘84 features:-

* Seminar with Gary Gygax on Friday evening.

* THE AD&D™ OPEN CHAMPIONSHIP — An individual, knockout
competition to find the British AD&D Champion of 1984. Held over
Saturday and Sunday, this limited entry event must be booked in
advance.

* AD&DTEAM COMPETITION — A fun, single-round competition for
teams of 5 players on Friday afternoon. Team leaders: send an sae
for more information.

~) * ALL THE ESTABLISHED FAVOURITES — Including DRAGON-
5 QUEST™ game, STAR FRONTIERS™ game, Traveller, Apocalypse,
RuneQuest, 1829, Railway Rivals and many more.

@i’ * RESIDENTIAL OR NON-RESIDENTIAL PLACES — Non-residential
bookings entitle you to full use of all the convention facilities
including inexpensive hot and cold food, extended bar (adults only),
ideal gaming areas and an impressive array of arcade computer
games. Residential bookings entitle you to all these plus two nights
in a private bedroom and full breakfast on Saturday and Sunday.
Booking in advance is essential. There will be no tickets for sale on
the door.

WE NEED YOUR HELP. Reliable, careful, experienced DMs are needed to help run the AD&D
competitions. Please mark your application form accordingly if you would like to help us.

Successful bookings will be confirmed by post. Full details and confirmation of events will be given in the GamesFair programme,
which will be mailed to attendees in March.

Only those who book in advance can be admitted.

Refunds (minus a £2.00 administration charge) will only be possible on cancellations made before 31st January 1984,

Persons under 14 years of age cannot be admitted.

Bookings accompanied by an incomplete list of names or the incorrect money will be returned unprocessed

BOOK EARLY TO AVOID DISAPPOINTMENT.
TICKETS WILL NOT BE AVAILABLE AT THE DOOR.

PA Discount applies to member’s ticket only. If booking for more than one person please include ALL names and addresses.

The symbols ® and ™ denote trade marks owned by TSR Hobbies Inc, Wisconsin USA.

e e R R e e T

BOOKING FORM

Please make cheques/POs payable to TSR UK Ltd, and send to the organisers at: GamesFair,
TSR UK Ltd, The Mill, Rathmore Road, CAMBRIDGE CB1 4AD. Telephone (0223)212517.

1900 TN Shntn i [rpp—

Please send me .... residential ticket(s) for | am/am not a member of the PA.
GamesFair ‘84 at £28.50 (£26.50 for PA My membership numberis ......vovereinernnennennns
members) each. £ coisan
| do/do not wish to help DM one of the competitions.
Please send me ... non-residential ticket(s) (Please give brief details of your experience - including
for GamesFair ‘84 at £7.50 (£6.50 for PA age - on a separate sheet).
members) each. ;
My name:
| do/do not wish to enter the AD&D
Open. Fee £1.50 E sivnng My address:
TOTAL £ Svrass
P e
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Book Review

Dave Pringle, editor of Foundation:
The Review of Science Fiction, looks
at recent releases and re-releases in
the world of adventure fiction, and
some interesting non-fiction.

Helliconia Spring (Granada, £1.95) is
Brian Aldiss’s most ambitious SF novel to
date. Some 550 pages long and the first of
a trilogy, it is conceived on a vast scale, a
scale which allows for a leisurely pace —
perhaps too leisurely.

Helliconia is a world with two suns and an
immensely long year: the ‘spring’ of the
title lasts for many of our centuries.
Battling against this hostile environment
is a colony of human beings who share
the planet with intelligent creatures
known as Phagors. Aldiss has fun building
up the ecology of his teeming world. In a
style which is at times reminiscent of his
early masterpiece Hothouse (1962), he
invokes a profuse flora and fauna, not to
mention entire societies of persons with
such jaw-breaking names as Hrr-Brahl
Yprt and Kzahhn Hrr-Tryhk Hrast. Often
the prose is almost incantatory with
neologisms: ‘They raided the migratory
herds of yelk and gunnadu.... down the
isthmus of Chalce into Campannlat’.
Great stuff for readers who like to lose
themselves in a whole sub-world of
invention.

Clearly Aldiss is aiming for the big time
with this book and its projected sequels:
heis hoping to capture the J R R Tolkien/
Frank Herbert market, no less. In all
fairness one must say that Helliconia is a
better-realized world than ever Dune
was, but one cannot help wondering
what became of the ideal of economy of
means which was well exemplified in the
honed short stories and slim but telling
novels of Aldiss’s heyday. It seems the
hour of the blockbuster has arrived and
there is little we can do but submit.

For some years now, Gregory Benford
has enjoyed a growing reputation as the
best ‘hard” SF writer in America. He
consolidates that reputation with his new
novel Against Infinity (Gollancz, £7.95).
This is science fiction in the old style,
although written in contemporary lang-
uage. Set on Ganymede, a moon of
Jupiter, the book is full of scrupulous
scientific detail. Benford outdoes the
Heinlein of the 1950s in his ability to
speculate realistically from a solid scient-
ific base: he is that rare mixture, a real
scientist and a real writer.

Basically it is a good old American
hunting story, about a boy, Manuel, and
his crusty companion, Old Matt, who are
in pursuit of an enigmatic alien machine,
The Aleph. The narrative conveys a fine
sense of mystery and awe. As in such
earlier novels as In the Ocean of the
Night (1977), Benford is tackling his
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favourite theme of Humanity confronting
the Other. There is no theme more
fundamental to science fiction.

I mentioned Robert Heinlein in passing:
two re-issues of his work have just come
to hand. They are a novel, Farnham’s
Freehold (Corgi, £1.95), and a collection,
The Menace from Earth (Corgi, £1.75),
and they are representative of both the
worst and the best of Heinlein. Avoid the
novel, which shows the author at his
most crassly opinionated, and savour

Gregory Benford

such short stories as ‘The Year of the
Jackpot’, a manic end-of-the-world take,
and ‘By His Bootstraps’, simply the best
time-travel yarn since Wells. The early
Heinlein was a Natural.

More re-issues: Harry Harrison’s Captive
Universe (Granada, £1.50) is one of his
best novels. An ‘enclosed world’ story,
about a young man who seeks to break
through to the truth, it is full of familiar
twists and turns — but skilfully. handled.
Alsoby Harry Harrison are the short-story
collections Two Tales and Eight To-
morrows and Prime Number (Sphere,
£1.50 each). These early stories are
mostly light and bright, although ‘The
Streets of Ashkelon’ is a memorable alien
melodrama on a religious theme.

Cellars by John Shirley (Sphere, £1.95)is
an urban horror story of the type invented
by veteran fantasist Fritz Leiber. John
Shirley (a sometime rock musician) writes
vividly enough, though not quite as well
as the old master. The city is New York,
the hero a journalist who dabbles in the
occult; he is attracted to a young woman
who appears to have extra-sensory

powers; various gruesome murders take
place in underground locations; the
mystery and the violence build up.... Itisa
good read, and the ending is nasty. John
Shirley also has an excellent story in the
latest issue of Interzone. Although entire-
ly different in tone, it shows the same
obsession with things lurking beneath
our feet, unnameable terrors in the
forgotten ‘cellars’ of modern civilisation.

Finally, a book we have all been waiting
for: The Steven Spielberg Story by Tony

¥ THIAD
GRANADA

Crawley (Zomba, £4.50). Written in
breathless journalese, this is no bio-
graphical masterpiece but it serves to
remind us how irrelevant the written
word has become in an age when clever,
confident lads like Spielberg are the ones
who are really setting the pace in terms of
conveying science-fiction dreams to the
masses. How can one argue with a
success story like Spielberg’s? He and his
mate George Lucas have already directed
or produced most of the top ten money-
making movies Of (as they say) A/l Time.
And what is more, what is truly astonish-
ing, the majority of those films are SF.
Come to think of it, there is only one
person who has been more successful
than even Spielberg and Lucas: the
composer John Williams, who has
written the music for virtually all their
films, not to mention a little thing called

Bapey. - ¥ Dave Pringle

Dave Pringle will be back with more book
reviews to whet your appetite in issue 9.
Next month, however, Colin Greenland
will be here once again, looking at the
work of some of Spielberg’s contempor-
aries in the film world.
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A thousand curses on their heads! Eh?
Who? Games Workshop, who else? Here
am |, all eager to use my new-found
publicity outlet to launch a massive ballot
stuffing campaign for the Games Day '83
Awards, and what do they do? They bring
the closing date for votes forward, so that
it will be past by the time you read this.
Bah! Mind you, | was a bit puzzled as to
why they needed two months to sort out
the results. Then | noticed that Charles
Vasey was in charge of the count. My
theory was that perhaps Charles was
having difficulty with his "hand calculator’
and might have to use his toes as well, but
a GW spokesman said that it would take
two months to lure him out of the pub.

I've had a couple of rather disappointing
letters recently, from members of fanzine
editorial teams who were quitting their
current projects and starting up on their
own because fellow editors couldn’t be
bothered to get the zine out on time. Lack
of reliability is probably the major problem
with FRP fanzines, and while some have
very real difficulties with printers, there is
no excuse for just not bothering. Fanzines
can be long-lived and regular, as Dragon-
lords, Wyrms Claw and any number of
postal games zines bear witness. Let's
have a bit more responsibility, please
folks.

One of the more interesting things about
having a fiancée who is a teacher is that
every summer you get treated to tales of
all the strange things that people have
written in their exams. My favourite this
year comes from Paul Davison who was
writing about his favourite hobby. ‘In
order to play D&D' he says, ‘| need a slide
rule...."Hmm, | think I'll stick to writing my
own rules, these commercial games
sound a bit too complicated.

And so to Dragonmeet whereat the
assembled multitudes of FRPers, declin-
ing the twin attractions of a Test Match
and the British Grand Prix, descended
upon the unsuspecting city of West-
minster, an area of London fortunately
well used to the presence of loud-
mouthed lunatics. Central Hall is owned
by Methodists and hence has no bar —
which, on such a sweltering day, was
near disastrous. Even the fur-clad
Treasure Trap types were seen to doff
their armour at times!

Fortunately the nearby Westminster Arms
provided a suitable haven for the rapidly
dehydrating fanzine hacks who, as usual,
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were wearing confusing badges in order
to prove that they were far too famous to
need any sort of identification. Paul
Mason was appearing as ‘Fergus O'Con-
nor’ and Mike Lewis, without his X-Men
T-shirt, read ‘Me? Mike Lewis? How dare
youl’. lan Marsh’s badge warned every-
one, ‘lf you are Trevor Mendham, go
away’, while Alex Zbyslaw claimed to be
Paul Mason which is just as well as no-
one can pronounce his real name. Matt
Williams was reported to have bought a
round of drinks but most experts dis-
missed this as a heat-induced hallucin-
ation.

The Games Workshop chappies were
being extremely helpful, especially Ivan
Livinghell who was persuaded to part
with a free copy of White Dwarf 41 to
replace the one that they forgot to send
me. lvan also tried hard to prove to me
that people do get paid for writing for WD,
but the only contributors that he could
find were GW employees and every
single one, when asked if he had been
paid for his last contribution, said 'no’. |
picked up a copy of the Avalon Hill version
of Kingmaker on the GW stand which
quite pleased me, as everywhere else I'd
tried told me that Philmar weren't allow-
ing it to be imported any more. But this
time Ivan had the last laugh for, when |
got home, | discovered that it didn't have
anyrulesinit. As he said, 'We’'ll sell you
anything’. Yeah, probably ‘down the
river’,

The main event of the day, however
(excluding the Williams round which is
patently unbelievable), was when ace
reporter Pete Tamlyn, revealed to a
shocked circle of fanzine editors that
Marc Gascoigne was currently employed
in the fantasy section at Games Centre.
Messrs Lewis and Marsh were suitably
aghast at the nature of the news though
not at the means of its arrival. As Mike
said, ‘| didn't know he'd left Dragonlords
until he announced it in Acolyte’.

And finally for this issue, Ye Tavern is
moving. Only about half a mile down the
road, but at least this time the house is
mine. All gossip, fan mail and letter
bombs should henceforth be directed to:
2 Poplar Road, The Coppice, Aylesbury.
Next month’s column will come live from
the shores of Loch Ness where Kat and |
are spending our honeymoon and will
include the inside story of the "Zine Poll
results. Order your copy now.

s Pete Tamlyn
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Letters

IMAGINE™ magazine invites its readers
to write on any subject that might be of
interest to other adventure gamers.
Correspondence should be addressed to
IMAGINE magazine (Letters), The Mill,
Rathmore Road, Cambridge CB1 4AD.
Letters appearing in this column are
edited for length.

John A English, Bristol: Why do you
print micro computer, book and film
reviews? Surely these topics are covered
by other magazines. | would also prefer to
see the end of fiction in IMAGINE
magazine; okay, perhaps it is inspir-
ational, but it takes up room which could
be filled by articles of a more direct
nature.

I'm in favour of a lot more articles on
the AD&D™ game, but don't just listen to
me, why not have a questionnaire asking
people what sort of game balance they'd
like to see?

Maybe we will, although experience tells
me that the response is not always worth
the effort. Would readers be interested?
Should we print a questionnaire to find
out?

Nick Payne, Nottingham:| found it
strange that Dave Pringle’s ‘Book Review’
should criticise Sharra’s Exile for having
‘little to do with science fiction’ while
praising Moorcock’s The Retreat From
Liberty, which, as he says, is a political
pamphlet.

It occurred to me that it might be useful
for Dave to write an article aimed at those
readers new to SF & Fantasy. Everyone
has heard of Asimov and Tolkien, but
what about Fritz Leiber, Piers Anthony,
Jack Vance, Roger Zelzany and all the
other great writers?

James Manktelow, Bramley, Surrey:
You should think seriously about your
reviews of such events as Sol Ill, which
are really too far removed from the hobby
to be relevant. Your reviews of SF &
Fantasy books are just close enough to be
of interest; though your computer section
is a waste of space. Articles written in an
RPG magazine cannot hope to cover the
field in enough depth to be useful.

| enjoyed ‘The Philosopher’s Stone’ in
issue 4, which was worth £1 alone. |
found issue 5's emphasis on Celts and
druids very good; | derived a lot of
inspiration from them. The concentration
of four pieces on a subject allowed it to be
covered in tremendous depth.

Lee Owers, Chairman Sol lll ‘83, Luton:
I would like to thank you for the witty and
informative convention report which
appeared in your August issue.

Being an SF/Trek enthusiast of long
standing, and a keen RP gamer of some
four years, | heartily agree that inside
most SF fans there lies a potential gamer.
It was for this reason that at Sol Ill we set
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up the first Games Room to be seen at a
British Star Trek Convention. It was very
well received, and if we are successful in
our bid to run another convention, we
shall certainly repeat the exercise.

And | certainly hope you get the chance,
Lee, since Sol Il was an admirable
convention which | enjoyed. Interesting,
though, isn't it, that a ‘very experienced
gamer’ like James can’t see the overlap
between our hobby and an event such as
this, while Lee clearly can. The reason
IMAGINE magazine covers these events
is because this isn’t just an introverted
little hobby, with its own adherents, it's
part of something bigger. I'm glad to say
that most of our correspondants find our
fiction, film, micro and convention cover-
age worthwhile.

lowe Lee a small apology. In our article,
Kim and | implied that the Guests of
Honour were rather invisible except dur-
ing their programmed appearances. It
seems we just weren't looking in the right
places. I've got to confess, it was never
difficult to find Bob Shaw.... just find the
bar, and you've found the man!

Carl Sargeant, Cambridge: | wanted to
draw attention tothe errorsinissue 5. On
pages 2/3, the flying, invisible MU
should, of course, become visible as soon
as he casts his shield spell, not after.
Then on page 7 — a seventh level druid
could not cast 49 7d8 lightning bolts. He
could actually cast up to 7 9d8 bolts, over
a period of seven turns. All very un-
fortunate....

J P Hampson, Birmingham: | fear thatin
Chris Black's appraisal of druid characters
(/issue 5)there is aboo-boo in reference to
magic user spells.

‘Now I've used up my magic missile
spell, what do | do for the rest of the
adventure?’ Really! The first level magic
user is given four spells in Advanced.
Perhaps, in his enthusiasm he reverted
back to the Basic rules.

Perhaps, in his wisdom, he realised that a
first level magic user may be able to jot
down four spells on the back of an
envelope, but can only remember one.
Score one to our side.

Robert Scott, Belfast: The Celtic Special
was very enjoyable, and | thought that
your readers might be interested in some
further information. The 12th century
Leabhar Gabhaéla Eireann (the Book of
Invasions) mentions one occasion when a
Druid shows quite awesome power.
Before one of the great battles between
mythical peoples for the mastery of
Ireland, one side sends a curse against
the other, causing blood to rain on their
camp. This demoralising phenomenon
lasts for three days and nights, until the
Druid of the afflicted side can raise a
power that dispels the curse.
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Afurther function of the druids appears
to have been that of divination. In one
version of the tale of Cu Chulainn,
Cathbad the druid predicts that Chulainn
will win great fame at the cost of a short
life, when told that the boy has chosen to
take arms on a certain significant day.

Finally, some good sources of Celtic
legend are presently available. Michael
Moorcock has a tendency to borrow from
Celtic mythology for background to his
fantasy novels — particularly in the later
books in the Corum series — and Julian
May, in the Many Coloured Land series,
presents an imaginative interpretation of
the origins of the Celtic gods. Slightly less
‘authentic’ sources are also available in
paperback, in particular The History and
Topography of Ireland by Gerald of
Wales, translated by Thomas Kinsella,
and a Penguin Celtic Miscellany.

Meanwhile, back to the realism debate....

James Manktelow, (again): As | see it,
the problem of realism vs rules does not
exist. If players don‘t like a campaign,
they can find another. Some play an easy
system, like Tunnels & Trolls, which does
not get in the way of role-playing, while
others, the sort who play Chivalry &
Sorcery, love rules for the sake of rules.
Nothing is incorrect, it is all a matter of
the balance a group prefers.

Paul B Mason, West Midlands: The most
important feature of rules is their ‘obtru-
siveness’, and this includes such things
as 'believability’, which is the subjective
assessment of realism. What gamers
such as myself are after is a set of rules
that imposes no arbitrary restrictions on
play, and which enables the GM to
consistently produce results which ‘seem’
correct or realistic.

I found Kim’s editorial in # 5 interesting
and well argued until | came to the
closing paragraph. The comments there
only propagate the notion that RPGs are
games played for competition.

Nice one, Paul. An editorial concentrating
upon the scarcity of women in gaming,
and you pick that up. Such dedication to
the hobby.... Kim will probably take up
karate again for when you finally meet.

Steve Norledge, W. Wickham, Kent: |
don’tthink most male gamers consciously
exclude females from gaming; | think
most assume that they will not be
interested and therefore don‘t even bother
to introduce them to games. This is a
shame, as women would add significantly
to gaming — as shown by the excellent
article ‘Lore, Lay & Legend’ by Carole
Morris. How does Ms Daniel propose that
we get more females into the hobby?

Try telling women about RPGs instead of
assuming they won't be interested, of
course. Anybody have any other ideas?

Realism vs Rules, Part Three....

Patrick Fama, Morden, Surrey: Playabil-
ity is of as great a concern as enjoyability.
Rather than dismiss these requirements,
realism enhances them, because believ-
ability aids consistent role-playing. It all
stems from the logic of a game which
must be both internal and external. In the
case of magic systems, such as those in
the AD&D or Runequest games, external
logic is simply not possible. Thus magic
systems have torely on their own internal
logic to be playable.

Playing the D&D game was not enjoy-
able for me because of the lack of external
logic in the combat system. Runequest
may have been slower, but | could really
identify with what is happening.

If you can suspend logicin a game, then
presumably you will enjoy it however
lackinginrealismitis. | need mygamesto
be as realisticand logical as theycanbein
areas that relate to the real world.

Why pick on combat? No FRPG that | know
has presented a very realistic simulation
of eating. Each gamer must decide just
what they want from a role-playing
system, and if one particular system
offers a more interesting simulation of
your dream than another, then of course
you must play it. But realism? What kind
of external logic can possibly cover all the
subtleties of real combat. All rules are a
compromise in the end.

For more on this subject, see Pete
Tamlyn’s article on p45.

And finally, having had a tip from one
reader that involved raiding classrooms
for old roller blackboards, | now find
myself with another tipster who could
cause even greater chaos.

H McDougall, Wigan: When | found a
need to create large melees, the problem
arose as to how to identify the various
sub-fights within the general combat.
Figures could not be identified closely
enough. So, | use bingo numbers. |
bought a child’s lotto set, which had
plastic discs with numbers on.

| then tell the party what assails them,
by description or name, and which num-
bers are ‘on’ which party member. On a
sheet of paper | organise the hit points
and other data for ticking off, and the
cross relation later with the piayer’'s
record creates the basis for the awarding
of experience points. | feel this control
frees me from the wrangling that genuine
mistakes can cause, and leaves me free to
handle the incidents that make this such
an enjoyable game.

Can you imagine it? Instead of some TV
personality calling out the numbers at the
local Mecca, ‘H* wants Bingo players to
kill things for that all important House.
‘Right then, off we go, and it's Legs
Eleven!” ‘Great - | hit it wiv me mace!’
Letters edited by Paul Cockburn
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Fanzines

Another ook through our monthly collect-
ion of assorted publications from the
amateur end of the fiobby. Other editors

should note that the only thing stopping
their zine being similarly exposedis the

MZ<0OPr DO P

Chimaera 102 marks the end of an era.
Clive Booth has decided to call it a day and
has transferred his games to Boojam, a
new zine to be run by Richard Morris, 1
Highland Ville, Lightcliffe, Halifax,
W Yorks, HX5 8AC. Everyone here at
IMAGINE™ magazine and TSR UK Ltd
wish Clive all the best for the future.

And what do we get in its place? Oink
1&2. This offering came from Dave
Messenger, 3 The Leasow, Aldridge,
Walsall, W Midlands WS9 OEF, who
declared himself independent from Pole-
axed Patriarchs. Dave supplied them
with a brief note, which was designed to
show how tough he is for a 16 year old.
I'm afraid the zine gets like that too.

Cut & Thrust 15 is our first glimpse of a
good En Garde zine by Derek Wilson (321
Headley Road East, Woodley, Reading,
Berks RGb 4SE) and Glyn Roberts. The
coverage of the latest goings-on in this
game is superb. Recommended.

John Dodds (Moberley Towers, Burlington
Street, Manchester 15) and Bart Huby
were responsible for Perspiring Dreams
33 & 34. Good support for United and
Diplomacy players and just £1 for three
issues. The letters pages are spicing up
too. Another enjoyable read.

Richard Walkerdine (144 Stoughton Rd,
Guildford, Surrey GU2 6PG) seems to be
one of those who surrounds himself with
less-than-keen admirers. Mad Policy 86
has a healthy debate in the letter column
about the Zine Poll; Richard suffers from
the brand of hobby dictator. Still, his
Diplomacy games get good coverage.

Psychopath 8, with El Nabisco and En
Garde, is available from Mike Dean, Rm
37, Culduthel Hospital, Inverness. | notice
that his entire El Nabisco gang has been
wiped out. This, presumably, was to
convince us of the impartiality of his GM.

In Hopscotch 33 Alan Parr (6 Longfield
Gardens, Tring, Herts HP23 4DN) has
added still more games to his impressive
list — 221B Baker St, Out for the Count
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and a cricket game. There is no better
starting point for someone who wants to
look into postal gaming.

Another first viewing: The Journal of the
Senseless Carnage Society is a new
F/SF gaming zine from Simon Hartley, 5
Burgh Heath Road, Epsom, Surrey. Itisto
appear four times a year and promises
scenarios, new monsters and other RPG
paraphernalia.

Greatest Hits 109 justified its existence
with another thrilling letters section (15
pages!) including a truly incisive missive
from some journalist chappie who works
for I'M A GENI. Pete and | might not
agree on sex 'n’ violence in professional
magazines, but he gets my vote on how to
run a lettercol. Rock, politics, philosophy
and IMAGINE magazine the full
spectrum of human endeavour....

....except for football. Astradyne 61 fills
the gap there, with cricketboss as well. |
know some zine editors hate it when | go
on about how a zine looks (instead of
concentrating solely on the games or
content), but this zine manages to show
that care has been taken in the present-
ation. lan Lee, 49 Fleet Ave, Upminster,
Essex RM14 1PZ, wields a fine tube of
cow gum.

The cover of NMR 41 from our own Brian
Creese (256 Canbury Park Rd, Kingston-
upon-Thames, Surrey KT2 6LG) endeared
this issue to our typesetting genius, Ms
Daniel. He isn’t flavour of the month with
some of his colleagues, either, for signing
up with us. Letters, chat and Diplomacy
— and the Rusty Bolt awards.

Yet another new arrival is Corrosive
Comix Un-Ltd 1 from Marc Lamming, 75
Briars Lane, Hatfield, Herts. This is a
mixture of comic strips and fantasy
gaming for 50p, and will appear every
four weeks. It's not a bad effort either,
though very ‘young’ in style. Good luck to
Marc and his mates.

Wargame News 7 and The War Machine
20 maintained their high standards of

news and reviews. WM keeps micro-
gamers informed of worthwhile games
on a wide variety of machines. WN
maintains a similar service for board
wargames. Mike Costello (who writes
our own Imagination Machine) 17
Langbank Ave, Rise Park, Notts NG5 5BU
is the contact.

SEWARS 13 from Chris Baylis (12 The
Fryth, Basildon, Essex) makes a little
mention of the hostile reception this zine
gets from other editors. Chris usually
doesn’tjoinin. Infact, SEWARS, aided by
Chris’s undoubted energy, is a successful
RPG zine, at least in terms of sales, so it
must be pleasing somebody! The AD&D
game gets lots of input here.

Dragonlords 17 couldn’t show a greater
contrast. The AD&D game is not this
zine's favourite, and it is prepared to be
hostile about anything. Good art, lots of
features (including one on Torture that
we rejected....) and if you understand all
of it, drop Mike Lewis (Avalon, Grams Rd,
Walmer, Deal, Kent CT14 7PU) a line and
he’ll try harder next time.

So much stuff arrived from the BSFA that
a list would fill up this space. Sub-
scriptions (£7 pa) from Sally Brown, 18
Gordon Terrace, Blantyre, Lanarkshire
G72 9NA. They didn't like IMAGINE
magazine's art in Matrix 48, but then its
cover was the worst garbage |'ve seen.
They have a lot to offer, but this isn’t
worth the postage.

Walamalaysia Gazette 33 keeps its
Diplomacy players up to date, but offers
little else. You can get it from Dave
Thorby, 200 Lavender Hill, Enfield, Middx
EN2 8NJ.

Lastly, Acolyte 49. More of the best from
Pete Tamlyn (new address 2 Poplar Road,
The Coppice, Aylesbury). Everyone here
hopes he and Kat are over the shock'of the
Wedding of the Year, and that issue 50
turns out even better than usual!

W Paul Cockburn
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Clubs

Clive Bailey and Joe Dever of Games
Workshop are starting up a new games
club which is to meet in the Conway Hall,
Red Lion Square, London WC2, on at
least two Saturdays in each month, from
10am to 5pm. Dates to hand are October
8th and 15th, and November 12th and
19th. There will be an AD&D game mini-
tournament, fantasy and SF tabletop
battles, a Runequest Tavern Tussle, a
Traveller game and much more. Details
from Joe at London Games Club, c/o
27/29 Sunbeam Road, LONDON NW10
6JP.

In Oxfordshire they've got an even
greater attraction. Steve Chicken, of the
Carteron Wargames Club, tells me they
play all RPGs and wargames every Sun-
day, from 2pm onwards in the Brize
Norton Community Centre, Carteron, near
Witney. | understand that there is parking
space available for those who arrive by
plane at a nearby airstrip (mind the
Phantoms). Steve, on Carteron 843729,
can confirm if | got this last bit right.

Finally, details of a club for players of the
AD&D game in Hockley, Essex. It meets
on Monday and Tuesday nights, from
7pm to 10pm, at the Hockley Youth
Centre. Membership is free. Contact Rick
Auger, 11 Foxfield Close, Hockley.

cLNext Issue..next 1ssue.. . next 1ssue....nexl issue... next 1ssue.

Next issue

, MAGIC!

* Thelong-awaited Cantrips:
O-level spells for

apprentice magic-users

by Gary Gygax.

* The Sorceror’s Apprentice;
life before experience points.

* Green Shadows,
sinister fiction byAlan Burt Akers.

plus

our film page, Chain Mail, letters,
fanzines, PAN, Stirge Corner and
a complete, intermediate level
scenario:

GUARDIAN OF
THE KEY TO TIME
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Events

The 3bth British Easter Science Fiction
Convention (Seacon '84) will take place
20th-23rd April 1984 at the Metropole
Hotel, Brighton, and promises to be the
biggest SF con this decade. 1500-2000
people are expected! Guests are to
include, Philip José Farmer, Christopher
Priest, Brian Aldiss, Bob Shaw, John
Brunner, Harry Harrison, Frederick Pohi
and Pierre Barbet. Book before November
30th and the price is just £7. More details
will follow in this space, but meantime
you can contact Pauline Morgan, 321
Sarehole Road, Hall Green, BIRMING-
HAM, B28 OAL for details.

Fantasycon Vlll is expecting Gene Wolfe
toattend the Imperial Hotel, Birmingham,
over 14th-16th October, as part of the
Venture Into Science Fiction promotion
of 20 SF books including Wolfe's latest,
Citadel of the Autarch which is to be
released then.

Just to confirm what we hope was
evident last issue, Dragcon has been
cancelled. We apologise for our rather
crude warning last issue, but we did find
out rather late.

Games Day ‘83, Northern Militaire,
Tameside Science Fiction Modelling
Society’'s show and Novacon 13 are all

1

=

i

on the weekend of 5th-6th November.
Details of all these events appeared last
issue.

If you have the stamina, you could spend
the weekend 11th-13th November at
Midcon ‘83, back in the Royal Angus
Hotel, Birmingham. Thists the host event
for the National Diplomacy Champion-
ship, and details can be obtained from
Chris Tringham, 204 Beulah Hill,
LONDON SE19 3UX.

Lastly, the land of our fathers hosts
Cymrucon Il in Cardiff, November 26th-
27th November. Guest of Honour is John
Brunner. It will cost £8 to attend, and
details can be obtained from The Bower,
High Street, Llanwit Major, S Glamorgan.

¢
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POSTAL GAME

Crasimoff’s World is a fantasy game of exploration and adventure. Asa player you assume the

role of chieftain in a band of brave adventurers set on gaining knowledge and power. You must

create a party of nine fellow travellers, from three character classes (fighter, mage and priest) to
assist your chieftain.

Your party will set out from a small town, knowing nothing about the world apart from a few rumours. As

you travel you will learn more about the land and its secrets, encountering other parties, races and

creatures. There are tokens detailing magic items, spells, creatures, gods, money and many more things
that you will discover later in the game.

‘KJC Games has been running Crasimoff’s World for over a year now,

and the effort the gamesmaster puts into each turn never ceases to amaze

me. Most players find themselves offered a different scenario each turn, or
find that a new twist has happened to an existing adventure.’

as reviewed in

P 44 N° 37
If you wish to enrol in Crasimoff’s world send a £5 cheque/P.O. payable to K.J.C.
ames. For this you will receive a rulebook, set up material, and the first four rounds.
Future rounds are £1.25 each. Copies of the White Dwarf review are available free of
charge from K.J.C. Games.

Send to: K.J.C. Games, 5 Vicarage Avenue, Cleveleys, LANCASHIRE FY5 2BD.
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DUNGEONS & f)RAG NS® Basic Rules Set.l

It is tempting for the the Basic game through playing jt and to which could usefully be porrowed from

manufacturer of a highly do so solo. The rules are |earned step by the AD&D game is that which states that
successful product 10 keep on step rather than all at once, making the a character on zero hit points is not dead
bringing out new ‘improved’ initial playing of the game SO much more but UNCONSCIOUS. First level characters

\rersionstogenerate extrasales. congenial. Anyo gressed are reduced to zero all too easily and
It happens all the time with through the PM will have experienced beginning players can lose interest ina
cameras, hi-fi and the like. Let's two solo adventures and some Town game which kills off their laboriously
face it, if Henry Ford had not business. They will have learnt about created characters in short order.
followedsuchacourse,Wewouid character classes, combat, alignment,
all still be driving round in model weapons, equipment etc.

\t is possible that such refinements will
T come in the other sets which will
eventually make up the DUNGEONS &
DRAGONS® game:. Following on from the
Basicisthe Expertwhichtakes characters
to 14th level. After that will come the
Companion (15th to 25th levels) and
finally the Masters which will go to 36t
level.

predictab!e that some will seek 10
impute such commercially minded
motives 10 TSR to explain the
release of another revision of Basic

Rules.

However, evena cursory glance will
dispel such unworthy thoughts. The

game system is essentially unalter- For the moment, however, theré is just

of the old version can the Basic Set and it must be said that
x — their set is not made there are one Of two minor mistakes in
hat is different is the - - the rules which are annoying since the
fthe rules. Atlong last, fact that they escaped attention is at
the producers ofa role-playing game variance with the very thoughtful and

i profess'lona\ presentation of the rules.

have really thought about what itis Next they can try their hand at -the
like to be 2@ new player. someone Dungeon Masters Rulebook, if they fancy These errors are little niggles such as

without the first idea of what an RPG running a game with others as players. In mistakesinthe index; instructions 10 turn
till less, how to play one. this volume they will find details on apage when in factoné merely proceeds
monsters, treasure, creating dungeons, to the next paragraph; small (but import-

heard from first ime purchasers of the procedures used in running games i

ant) differences in the Combat Sequence
these games IS ‘Yes, I've read the rules and a complete introductory scenario asgivenin the PM (page 36)andthe DMR

and more less understand them but which has 2 little outdoor adventuring (page 3) and confusion over how much

th do you actually start @ followed by the exploraﬁon of a castle. can be done in a round (the Combat

fundamemal put hitherto There is NO separate module in this set, Round Checklist suggestsac‘naracter can

largely ignored problem has at last been unlike its predecessor. pbutthe adventure in t

addressed and resolved in the latest provided in the book is more than ade- whereas on page 5 of the DMR the DMis

version of the p&D® game. quate to start a new party in and it is instructed to tell piayersthat
intended to be expanded by the DM. My shoot because they have moved).

gefore going into more detail, let us play-testers were a group of very exper- )
quickly examine the set's components. It ienced role players and even they found None of these little irritants should hide :
isina similarly sized box 10 the previous the search of the castle entertaining. the factthat this edition of the Basic Rules |

is a major improvement. As an intro- |

edition, but the cover art, along with the
ween the new duction to role-playing it is head and |

illustrations throughout the rules, is The maijor differences bet
vastly improved (not pefore time) inside Basic and previous editions are all in the shoulders above any other system.
the box, there is a set of the dreadful TSR explanatory material, and they are with-
There is also plenty here for those who

dice and two booklets: 8 63-page ‘Players out exception improvements. The actual
Manual’ anda50—page‘Dungeon Masters game system is hardly changed at allsoif have gone on to greater things such as
Rulebook’ (in poth cases the apostrophe you did not like the old rules (as opposed Advanced of Runequest. | found that

is mvsteriously omitted). to the way they were presented) you will reading the rules and then running play-
not like these. test adventures, took me pack to the

excitement of those early days of playing
n the mid '70s. It seems to me

The Players Manual is clearly headed
READ THIS BOOK FIRST! Little room for Everyone hastheirfavourite moans about the game i
doubt there SO, obediently, oné opens it the D&D game.most of which seem tobe thatBasicisa lot closer to the spirit of the
up and finds a page of so of standard against the combat system. | can accept original game than is the rambling
introductory chat about RPGs. This is the system. with all its lack of realism, unwieldy and sometimes pompous’ Ad:
| hardly different from the previous edition. pecause | think it is right for the game. vanced. For one-off dungeor type games
:| What comes nextis, however. instead of However, | would have liked to see | would recommend Basic to anyone
ng into the complexities of Char- provision for modifiers 10 the To Hitscore, beginner and veteran alike.
acter Generation, 2 solo adventure is pased on the effectiveness of each

hat the reader can take part in

weapon type against different armour. Onethinglfoundrather strange. On pa
3 immediately, without any preparation. This is not terribly comp!icated

and it 52 of the PM it says “your character m
Within five minutes of opening the box, could have been included as an option. It havea normal name like Gary' — natura
the player is actually piaying.Thisis an would certainly have made the choice of —'or candace....’ candace? Normal? A
excellent idea and sets the tone for weapons by the player

more interesting they ioking? _
the rest of the Players Manual. and exciting. Rules are provided for ¥ Doug Cowi

different weapons to do varying amounts The new Basic Set is available from
heir particu'nar good hobby and game shops or

This book is designed 10 of damage, SO why is t
allow a person to learn hitting effectiveness not included? A rule from TSR. and costs £8:95. :
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The main limitation of fantasy board-
games, in my experience, has always
been the lack of any sense of the
fantastic. The mapboard consists of a
forest, a few hills, a sea, and a city, with
invented names and wholly expected
effects upon movement and combat; the
whole exercise is just a wargame in
different clothing. Avalon Hill's own
recent release Dragonhunt, reviewed in
#6, suffered from this fault and there
have been plenty of others.

Titan, on the other hand, makes a
considerable effort to be different. The
mapboard shows 96 triangles of varying
terrain types, about which the forces of
the players patrol. Movement is very
limited; most spaces allow a variety of
routes only if they are the starting point
for a move. It is as if the force begins the
round able to perceive all the exits from
the area, but as they travel through
further areas, their perceptions are limit-
ed. Certain spaces offer only one route
from the beginning of the move. This neat
abstraction is easy to get the hang of, and
provides a challenge for players attempt-
ing to

This is a wargame, and the aim of each
player is the elimination of the others,
although the points system does make it
possible for the last survivor not to be the
winner. The ‘armies’ are collections of
mythical and natural beings, from Ogres
and Centaurs, through Gorgons and
Warbears, to Hydras and Colossii. As
each legion, individualised by a separate
marker and with its components conceal-
ed, moves about the board, it may recruit
new creatures, limited by the terrain type,
to increase numbers and quality. Legions
may be split, and more creatures recruit-
ed. The balance between having lots of
smaller legions with individually smaller,
but collectively greater chances of recruit-
ing, and having fewer, stronger legions
with greater power in combat needs to be
carefully weighed.

Combat occurs when two legions occupy
the same terrain. In the end, only one may
continue to do so; a player may bargain or
surrender to reduce the points gain to the
opposition, but one legion must be elim-
inated. If battle is fought, play transfers to
one of the Battlelands, eleven small,
hexed areas, each representing one of

the terrain types on the

main board. Terrain effects

are important, doubly so since

some creatures can ignore or

draw greater benefit from different
terrain types. Battles are quite short,
with the stronger Legion rarely overcome;

the combat system is designed to speed |:
play along, not to simulate a Wyvern and |:

a Giant actually in conflict.

So, in the end, you have an abstracted |:
wargame, attractively packaged, in which |
the pieces do represent something, just}:
as in chess, but where this has nol:

importance to the playing of the game,

just to its feel. And Titan has a very good |-

feel toitindeed. Itis the best boardgame |
have come across for a while.

¥ Paul Cockburn

Titan, a boxed fantasy wargame, with

Masterboard, Battlelands, 621 chits, 4d6

and rulebook, is published in the USA by

Avalon Hill. Available at all good hobby

shops, details can also be obtained from

Avalon Hill, 650 High Road, N. Finchley,
95
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When Asgard began producing figures
:lthey were nothing special — adequate
might have been a better term. Their
products were, for the most part, cleanly
cast and well designed, but the sculpting
tended to let things down a bit. They
weren't bad figures or unoriginal (|
think that it was Asgard who first put
backpacks and other appropriate
:lequipment on adventurer figures),
:|they just lacked, for want of a better
%:|term, ‘Oomph’.

Things have changed at Asgard
Miniatures. The latest samples that
\:|we have received definitely show a

|vast improvement in quality in all
i|areas of production.

The new figures are all orcs, a
i[small part of a new range.
i|Physically, the new figures are
attractively designed, well
sculpted, and very cleanly cast,
as you would expect with pre-
production samples; but if the
production models can be
kept as clean as this, Asgard are
onto a winner. The level of detail achieved
is remarkable, and rivals that found on
Ral Partha castings.

This detail reproduction has been used to
good effect. All the figures show that
considerable thought and, most import-
™ lantly, imagination, has gone into the
“i|design. All the orcs are thoroughly dis-
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befanged,

snarling, squint-eyed and their knuckles
dragging on the ground, they are notcrea-
tures you would want to meet down a
well-lit alley, let alone a dark one.

The care and attention to detail applies
equally to the way that they are dressed.

Gone are the ranks of identically dressed

9

and equipped sword-fodder that we have
been presented 'with in the past: these

remnants of the Golden Horde.

as good as it could have been.

some good guys of the same standard?

This range will eventually consist of 40y

different figures ranging in price &
from 30p to 80p. If it is not J.
available at your local hobby

shop, contact Asgard at 36

High Pavement, Notting-

ham NG1 1 MN.

Included in the samples was one that let|:
the rest down a bit, a lancer on a wolf. In|:
any other group of castings it would have|:
been good, butin this company it was not :

These figures are not easy to paint. They|:
cry out for a comprehensive paint job that|:
will bring out all the detail that has been|:
lavished upon them. There they stand, all|:
snarls and warpaint. When do we get}:

%5 Mike Bruntonl|:

5

-.
-

orcs are individualists. So far, | havej:
not been able to spot two of thesel:
figures that are dressed in the samej:
way. They seem to have been given|:
whatever armour and equipment was|:
left over after everybody else had had aj::
choicel This, if anything, only makesj:
them seem more realistic. With thel:
addition of a couple of feathers, these|:
figures would look like a cross between|:
North American Plains Indians and the




Immediately noticeable is the splendidly
vivid, colourful design of the box which is
both thought-provoking and graphically
visual in relation to the game contained
within.

The actual game contents have been
vastly improved from the original 1978
version, with brightly coloured maps —
three instead of just one; more inform-
ative Rules Booklets — two; and a playing
system that is almost immediately
playable by experienced and new gamers
alike.

One of the mostdrawn-out and confusing
areas of role-playing games is character
creation, with it sometimes taking an
hour for new players to have the
beginnings of an understanding of what
they are doing, why they are doing it, and
exactly what the numerous dice results
have conceived. Here TSR have certainly
done their homework, because the system
has been altered to allow the creation of
all types of interesting characters, with
exciting qualities (mutations) in the
quickest possible time.

| could list a great number of progressive
differences since the original Gamma
World was first marketed, but that could
only serve to make you discard your
earlier purchase for this 1983 model —
actually not a bad idea — however |
believe that certain points should be
raised both for and against this revision.

The maps are interesting to observe and
on strong paper, but unfortunately many
of the significant areas (eg Grover Village,
onthe Area Map of Allegheny, and areas |
and L on the map of Pitz Burke) are very
difficult to locate for the first time. The
two Rules (one marked as Rules, the
other as Adventure) booklets cover all
aspects of the game in strong detail with
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each section fully clarified. The notes on
encounters are far more concise, with
good artwork to enable the GM (Games
Master) to keep his or her players clearly
informed, and all charts, tables and
matrices are collected together for quick
and easy reference, with thoughtful ‘user
descriptions’ nextto each one. Once GMs
get used to referring to the tables in one
book, and then reading the full descript-
ions in the other, this idea works far
better than having these necessary items
spread throughout one large rules book.

Movement and Combat, two bug-bears (if
you will excuse the phrase) of many role-
playing yames, are written in understand-
able and believable terms, but | found that
there wasn’t enough detail concerning
unarmed combat of any type, a fault
common to most systems for games of
this ilk.

Pure Strained Humans (which always
conjures up the thought of people being
put through a sieve of gigantic pro-
portions) which were originally regarded
as the weakest of the player-character
types, have been ‘upgraded’ by the
strengthening of their Constitution,
Charisma, Intelligence and Hit Points —
an attempt by the authors to get more
players to be PSHs rather than mutants, |
wonder?

Hit Points, a term most players are by now
familiar with as a means of explaining the
amount of life left in a character, are
recouped at a rate thatdoesn’t correspond
to the speed, ferocity, possible damage
and regularity of combat during any one
adventure, and Monster/Encounter Hit
Dice are ridiculously numerous, causing
a large amount of time-wasting as the
GM (who has rolled a random encounter)
throws dozens — literally in some cases
— of dice to determine the encountered’s

Hit Points, thus detracting from the
generally quick and efficient rules of
combat found within the pages of the
well-written booklets.

During play, characters newly created
depend quite heavily on finding and using
many of the ‘artifacts’, described quite
fully in most cases. Originally one die roll
decided whether such a find was usable
or broken, but now the player-character
has to discover for himself exactly what
he has found, and how it works. This
gives for far better role-playing, making
characters liable for the condition of
found ‘artifacts’ after attempting to dis-
cover the correct way to use them.

A planned scenario is offered as an
introduction into the GAMMA WORLD®
game, and it is advisable that new players
use it as it covers most aspects of the
game’s intentions, getting to a large
town, sorting out the evil creatures
therein or thereabouts, meeting and
negotiating different mutations, life forms
and problems, and finally rescuing long-
lost comrades from more of the ‘new
worlds’ creations. There are also 26
mapped areas available for the inventive
GM to expand upon, either during the first
scenario, or for future campaigns.

For a post nuclear holocaust role-playing
game, GAMMA WORLD® game has just
about all the right ingredients, in the
correct proportions. It is a very good
introduction into the fantasy world: of
role-playing, and should seriously rival all
other RPGs.

¥ Chris Baylis

The new, revised GAMMA WORLD®
game is available from your local game
and hobby shops, or from TSR at the Mill,
and costs £8.50.
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RULES? WHO NEEDS THEM?

Pete Tamlbyn attacks rule-playing techniques in gaming

There have been different styles of
playing RPGs for almost as long as there
have been RPGs to play. This is all very
well and good; diversity is healthy and
one style should be as valid as any other.
However, every once in a while someone
whose view of role-playing is greatly
different from my own says something
which | feel requires a reply lest a single
view comes to dominate attitudes. One
such pronouncement appeared in # 3 of
IMAGINE™ magazine, in which Noel
Williams claimed that the AD&D™ game
promotes better role-playing because of
its comprehensive set of rules. | believe
the philosophy that says the more
thorough the rules, the better the role-
playing, is wrong. This article presents an
alternative view.

Before | go any further | had better make
clear what | mean by role-playing. Here |
concur happily with Noel when he says
that role-playing means you feel less like
you are playing a game and more like you
are taking part in a fantasy novel. Well,
perhaps novelis not quite the right word. |
more usually describe it as improvised,
free-form theatre. The GM, as scriptwriter
and director, provides the outline of the
plot; and the players, as actors, add their
own characters and take it from there.
The sort of buzz-words | would look for to
identify someone who is really interested
in role-playing are atmosphere and (for
people who have read all the right
articles) suspension of disbelief.

My disagreement with Noel rests on
three points. Two are specific to the
AD&D game, namely that it is too
comprehensive and that its rules are
presented as overt attempts to force role-
playing rather than covert attempts to
encourage it. The third point is more
general in that | believe large volumes of
published rules actively encourage rule-
play as opposed to role-play.

Let us elaborate these points. | believe
that the AD&D game is too compre-
hensive. By this | mean that so many
different cultures and mythologies have
gone into its vast melting pot that any
campaign using the whole spectrum of
published material is almost impossible
to make believable. The tactic of con-
tinually introducing new monsters to
keep players interested rather than doing
imaginative things with what you have is
partly to blame for this and is symptomatic
of GMs who are incapable of sustaining
atmosphere. While attempting to produce
a general set of rules is certainly a
laudable objective, it is my opinion that
the game design should reflect a culture
in which the adventures are set. Careful
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selection from the range of Advanced
material can still produce a good, culture-
specific game, but in practice this tends
not to happen; people are discouraged
from messing with the rules.

A more serious problem is the somewhat
heavy-handed manner in which the
AD&D game tries to encourage role-
playing. Such mechanisms as character
classes and alignment are often quoted
as means by which players are persuaded
to develop well-defined, believable char-
acters in contrast to the bland, uniform
supermen that can arise in, say, Rune-
quest, where such mechanisms are ab-
sent. This is all very well, but in doing so
the rules impose many artificial restrict-
ions which can serve only to destroy the
atmosphere of the game. A good maxim
for those designing role-playing games
might well be “Never say ‘Thou shalt
not" . A GM can get away with saying
‘'you're unlikely to succeed’ or ‘well, you
can, but you might get thrown out of your
Guild/Temple if you do’; but nothing is
quite as certain to destroy the atmosphere
of a game as saying ‘sorry, it's against the
rules’.

What is wanted here is a covert approach.
Players need to be encouraged to role-
play by subtle means, not to be pushed
into itby rule restrictions. A good example
of the sort of thing | mean is provided by
character classes. | gave up using them
years ago, and yet players in my game
have not become the sneaky, spell-
casting fighter/clerics that advocates of
character classes say they must. Far from
it, the bulk of them are still instantly
recognisable as the same character
classes that | got out of the original D&D®
game books. Why? Because | have a
class-based experience system. The
players have never seen it, but they soon
find out that those who specialise in one
area progress well, whereas the Jack of
All Trades is usually master of none.

More specialist character classes are
produced by the nature of the world. An
MU becomes an illusionist, not because
of the restraints of the class, but because,
having started out on that path, itis much
easier to learn more of the same type of
spell than to diversify. A cleric becomes a
healer because that sort of miracle comes
far more easily to a priest of the god of
medicine than to those favoured by the
god of war. You may argue that this
largely window-dressing, but that is
exactly the point. The object is that
players should gravitate naturally into the
various roles because of the way the
game system is balanced, not because
they are told to do so.

Now it follows from the above that, as
players will be constrained through per-
ceiving the results of their actions rather
than by the actual rules, they will not
really know what the rules are. They can
guess at what the built-in constraints
might be, but the only possible reason for
wanting to know what the probabilities
are is so they can work out in advance
what actions are best for their characters
rather than finding out by trial and error.
Thatis notrole-playing as | understand it.

Now that does not mean to say itis nota
valid approach to the game. A fair number
of people, on being introduced to my
game, have left in disgust because, for
example, | would not tell them how many
hit points an orc has. ‘Where is the skill’
they would say, ‘if | can't work out my
chances?’ The more obnoxious of them
tended to assume | was keeping the rules
secret so as to cover up any GMing
mistakes, which was not that far from the
truth, because | firmly believe the GM’'s
ruling should be made bearing the game
situation in mind rather than by making a
literal interpretation of the rulebook.
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Rules Lawyers get short shrift from me,
and one of the most encouraging things |
have seen in IMAGINE™ magazine is the
way so many writers have come out
against rules-minded play.

It must be said that there are some very
good reasons for having a standard set of
rules. It means, for example, that you can
go anywhere to join a game and im-
mediately know what is required. You can
have competitions. But the simple fact of
the matter is that players will want to do
well, and while most will refrain from
open loophole hunting and cheating,
everyone is going to be tempted to browse
through the rulebook to see what is best
for their characters, and therein are the
seeds of rule-play sown.

A salutory lesson is provided by the
experience of figure wargamers in this
area. When | first started wargaming,
writing your own rules was all the rage.
Don Featherstone's books actively en-
couraged itand it was felt to be ‘partof the
hobby’. But as things got more organised
on a national scale, people started looking
for a generally accepted set of rules, so
that competitions could be held. The
Society of Ancients was one of the best
organised national clubs and, thanks to
them, the Wargames Research Group
Ancients rules soon became a widely
accepted standard. What was the result?
Gamers all over the country started
quibbling about rule interpretations, and
knowledge of the rules became as
important as good generalship. Since
then there has been a reaction against
this, but wargames magazines now often
contain letters bemoaning the fact that
the hobby is stagnating because nobody
writes their own rules any more.

The AD&D game is going the same way,
and if anyone does not believe me then
they should get hold of DRAGONE®
magazine #70 and read Ken Rolston's
article on tournament play. His recom-
mendations include memorising large
sections of the rulebooks and working out
how to manipulate the GM to your
advantage. This is all very well for
Fantasy Rule Players, but it has nothing to
do with the spirit of role-playing.

So there we have it. In my view, copious
published rules, and especially rules
designed to force role-playing, are
actually detrimental to the role-playing
approach. Please note that this is not a
purely philosophical argument. | have
been running RPGs for many years now
and in my experience it is players of the
AD&D game who are the most rules-
minded people in the hobby. | had also
better point out that | am not opposed to
complex rules per se, only those rules
which impinge on the players and thus
destroy the atmosphere of the game and
encourage rule-playing. It all comes down
to what | said in the title. Who needs
rules? The GM? Sure (though | know
some GMs who can run good games
without rules), but the players? No way!

This begs one fairly obvious question. If
the players do not know any rules, how do
they know how to play? Well, there are
bound to be a few things that you have to
tell them, such as what to do when
combat arises; but for the most part a
role-playing game is about playing out the
life of a character in an imaginary world.
Thus all the player really needs to know is
how to live. Most of us can manage that
fairly well, but the task can be made
easier by the provision of background.

Whatever sort of game you are running,
be it a one-off scenario or a grand-scale
campaign, the players will role-play better
if they are given a good idea of the sort of
world in which their characters live. That,
to my mind, is far more important than
any set of rules.

In conclusion, I'd like to outline briefly
what | think TSR can do to promote role-
playing among its customers. Obviously
there is no pointin asking for the game to
be re-written, for there are many people
who like it the way it is and beginners
who will need things doing for them.
However, the points raised here could be
borne in mind in designing future games
(the STARFRONTIERS™ game is quite
encouraging in this respect) and there are
other things that can be done without
resorting to such drastic methods. | read
recently that Lee Gold is working on a
new game which will comprise a central
core of rules and a series of ‘culture
packs’ with which the game can be
tailored to a specific culture. There is no
reason why the same could not be done
for the AD&D game — indeed the WORLD
OF GREYHAWK™ gazetteer is a very
similar idea. Magazine articles are also
very important in creating ideas of
‘approved’ styles of play. New players
coming into the hobby will tend to look to
commercial rules to begin with, and they
need to be shown that they don't have to
stick rigidly to them forever. If IMAGINE
magazine were to carry material on how
to encourage role-playing rather than
printing new rules additions then | would
be very pleased indeed.

s Pete Tamlyn

What do you think? Why not write to the
letters page and let us know your opinion.
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FLEYING BUFFALO

FLYING BUFFALO PRODUCTS (T&T RANGE)

T&T Boxed Edition
T&T Rules only

SOLO T&T ADVENTURES
Buffalo Castle .. .....covivviiaiianss £2.50
Deathtrap Equalizer ................ £3.50
Labyrinth: o, isiiammasiinia doe £2.50
Naked Doom .....ovvvvinnvnnnnnnns £2.50
Dargons Dungeon .........cccuueu.. £3.00
Weird World . . . .coovvvivnnvnninnnns £2.50
Overkill . oo cuasaeimanvi s £2.50
Beyond the Silvered Pane............ £3.00
City of Terrors couvuvvivisansiivaves £3.95
Sorceror Solitaire. . ....vvvenennann.. £2.50
SwordforHire .........oooviina... £2.75
Arena of Khazan ................... £2.75
Sewers of Oblivion. ................. £3.00
Seaof Mystery . ......oovvnvnennn.. £2.75
Blue Frog Tavern................... £2.75
Misty Wood ........cvvvvennnnenn.. £2.75
Gamesmenof Kasar ................ £3.00
POCKET SOLOS
BBUSE ovn v i s s s £0.75
Civcle of lee) . vumin vowessnmaamssion s £0.75
Goblin Lake: . ciuvcvvmmaissianvis £0.75
G.M. ADVENTURES
Uncle Uglies Underground........... £1.95
Catacombs of Bearcult .............. £3.00
Complete Dungeon of Bear .......... £3.50
Cagile Ward | i vaisinainmmne £0.50
T&T GAME AIDS
Grimtooths Traps1 ....c.ovvivinn... £3.75
Grimtooths TrapsIl............c0ut. £3.75
CHWBOOK: 5. mivmvascmsvannmsi s £5.95
Death Dice (per 10) . oo vvvvevvnnnnn. £4.50
T&T Character Sheets.............. £1.95
MAGAZINE
Sorcerers Apprentice (current issue) ... E£1.85
{some back issues available —
please ring for details)
OTHER F.B. PRODUCTS
Nuclear Wk ooy msaiimie £7.50
Nuclear Escalation.................. £7.50
Berserker .......ooiiiiiiiiiiiiia..

SOLO M.S.P.E. ADVENTURES

Mercenaries Spies & Private Eyes ....
Jade Jaguar

THIEVES GUILD
Thieves Guild [ ....
Thieves G'ld I .....
Thieves G'ld Il .. ..

P.B.M. RULES

Oniverseli -2 121200 F1 Thieves G1dIV ...
Galactic Conflict ...... £0.50 Thieves (:||d W auasws
i o | R £1.75. Thieves Cglld LY .
ConquestIl........... £1.75 Thieves G'ld VII. . ..

Prince of Th'vs
City of Haven. ....
C'pleat Tavern
Montie haul dan. ...
Havenll ..........
Keriday Mines
Pits of Caeldo

Please make all payments (cheque/PO) to Flying Buffalo. Add 10% p&p to all orders and allow 14 days for delivery
Send your order now to: FLYING BUFFALO, PO Box 100, Bath Street, Walsall, W. Midlands

STEVE JACKSON GAMES
CarWars............

TIMELINE PRODUCTS CHAOSIUM
The Morrow Project .... £695.... Runequest, boxed.... £895....
Liberation at Riverton ... £495.... Runequest, rules ... .. £595....
Shield................. £3.50.... MIDKEMIA PRESS
CENTURION GAMES Z"‘.’,S'“k TOWER v (BB 0B cene
SoTTA Ganiine e ias £6.95.... e e B4 e
Alien: Abads £12.95 Cityof Carse........ £550....
""""" . Towns of Qutlands ... £4.50.,..
ADVENTURE GAMES INC Tulan of the [sles..... 23195, . .
Empire Petal Throne ... £17.95.... dunnl; v, v iiss £5.50....
Heart S'nken Lands .. £795....
HERO GAMES
ET95 Champions....... £1295.... ClawLaw ......,.. £4.75....
E495.... Espionage........ £1095.... Bxd Arms/Claw... £1250....
£495.... Champions 1l ...... £695.... Character Law. . ... Ly R
23950000 Enemies .......... 4500 Rolemaster ....... E29.95 .. ..
£3.95. .04 EnemiesIl......... £4.50....
£3.95. ... Island Dr Dstroyr .. £395.... TOLKIEN PRODUCTS
£3.95... .. Escape Shold ..... £4.50.... Middle Earth map .. £395....
£3.50.... Border Crossing ... £3.95.... ME Guidebook .... £695....
£1095.... Deathstroke....... £4.50 ... ANGIMAY wosipan o B7.95 004
£2.95 Privateer . ......... £995 .. Umbar.....coovuues £7.95 .
£2.95 O v sty £7.95
£8.50 IRON CROWNENTERPRISES  N. Mirkwood .. .... £7.95.
£4.00 Arms Law......... £795....
£4.00 Spell Law ........ £1395. ...

ADVENTURE GAMES by MAIL

SALE
CARDBOARD HEROES FRICE
Setl Heroes.............. £2.20
Set2 Brigands ............ £2.20
Set3Half Orcs............ £2.20
Set4 Animals ............. £2.20
Set5 Undead ............. £2.20
Setb Monsters1........... £2.20
Set7 Monsters Il .......... £2.20
Set8 Giants :
Set9 Dung'n Dangers ...... £2.20
Set10 Traps / Treasures .,. £2.20
Setl]l More Plyer Ch'etrs .. £2.20
Set12 Japanese Ch'cters ... £2.20
Setld Samurai............ £2.20
Villains Vigilantes Heroes .. £2.20
Cops, Crooks & Civilians .. £2.20
Traveller Heroes 1
Soldiers of Fortune . ... .. £2.20
Traveller Heroes 2
Imperial Marines ........ £2.20
Traveller Heroes 3
Zhodani ...vveevinann.. £2.20

WHILE STOCKS LAST

£395....

CarWarsExpkitl ... £250,...
Car Wars Exp kit2 ... £€250....
Car Wars Screen ... .. £3.50....
Autoduel Champ'ns... £350....
Truck Stop .......... £395....
Sunday Drivers....... £3.95.. ...
Muminati ............ £4.35....
Muminati Exp 1....... E4.35 .0
Muminati Exp 2....... £435....
Battlesuit ............ £3.95....
QOre s v £395....
B e sy e arsmn £3.95

Necromancer ........ £3.95

MAIL SALE

SALE
ADVENTURE GAMES INC PRICE

N'west Frontier (maps) .... £2.50
Yan Koriani Alliance....... £1.99
Tsolyani (2 vols) .......... £5.95
Book of Ebon Bindings..... £2.75
HBrpOOn o s cuiivmwsiii v £3.15
Adventures in Fantasy . .... £4.50
Resol'n. 502 (Falklands) .... £2.95
Deeds Ever Glorious ...... £2.95
SWEDISH GAMES
Dark Passage............. £2.50
Southern Flank ........... £2.50
Tau Ceti 2015AD ......... £2.20
Defiance ......oovvvnnnnn. £2.50
Osthrieg | o v iss i £2.50
Holowezyn . .............. £2.50
T&T TEE-SHIRTS

Missed vital spots (s) ...... £2.50

e 1{io R ||| | R £2.50
Stomach upset (s)......... £2.50

GO o vinsriiviins £2.50

Undead ............. £3.95
Raidonlran.......... £3.95.
Kung Fu2100 ........ £395

One Page Bulge ..
Killer
The Ogre Book
Autoduel Quarterly . ..
Fire & Movement. ....
The Space Gamer . ...
Game Designwvol 1....
The Fantasy Gamer. ..

£3.50....
£1.75....

CARDBOARD HERO plastic bases
Black or White E2.50 s
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DUNGEONS & DRAGONS®

POPULAR
EDITION

COMPLETELY
REVISED

BASIC SET

The Original Fantasy Role Playing Game

“Your first steponthe
road to Adventure!”

This is a game that helps you imagine.

“As you whirl around, your sword ready, the huge red fire-
breathing dragon swoops TOWARDS you with a ROAR!”

See? Your imagination woke up already. Now imagine:
this game will probably be more FUN than any other
game you've ever played!

The DUNGEONS & DRAGONS® game is a way for us to
imagine together—like reading the same book, or
dreaming the same dream. But it's a book that YOU can
write, without putting a word on paper — just by playing
a D&D® game.

This New Popular Edition has been completely revised to
include ONE-PLAYER GAMES as well as group games
for Players and Dungeon Masters.YOU can start playing
RIGHT AWAY!

® Progammed adventures for easy learning and HOURS
of FUN

® The PLAYER'S GUIDE for beginning characters—
with simple and expert combat rules, magic spells, and
role playing tips

® The DUNGEON MASTER'S HANDBOOK —{ull of
treasures, monsters, and dungeons

® All the Dice you need — Six different kinds included,
with marker crayon

TSR UK Limited
The Mill Rathmore Road
Cambridge CB4 1AD
Telephone Cambridge 0223 212517

© BRT THR Hobdeas bt AR Figfrtn Rasarvad

DUNGEONS & DRAGONS is a registered trademark owned by TSR Hobbies, Inc.



