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START ADVENTURING WITH GAMES WORKSHOP MAIL ORDER TODAY! 
During June 1983, all the new adventures listed below are post free to UK games players 

DUNGEONS & DRAGONS 
12 Tomb of the Lizard King, AD&D lev. 5-7. f3.95 

. . . . . . . . . . . .  13 Pharoah, AD&D lev. 5-10. f4.50 
14 Oasis of the White Palm, AD&D lev. 6-8. . £4.50 
M I  Blizzard Pass, Basic D&D lev. 1-3 . . . . . .  f4.50 

RUNEQUEST 
SoloQuest I I  - Scorpion Hall . . . . . . . . . . . . .  f4.95 
SoloQuest I I I - Snow King's Bride. . . . . . . . .  f4.95 
Pavis - The RuneQuest City Campaign. . . . .  £ 14.95 
The RuneQuest Companion, background inform- 
ation from Wyrm's Claw + new material . . . .  £6.95 

ROLE-PLAYING ADVENTURE 
FOR TOLKIEN'S MIDDLE EARTH 
Middle Earth Guide & colour map. . . . . . . . .  £6.95 
CampaignIAdventure Guides: 
Angmar - Land of the Witch King. . . . . . . . .  £7.95 

. . . . . . . . . .  . Umbar Heaven of the Corsairs. £7.95 
The Court of Ardor.. . . . . . . . . . . . . . . . . . .  £7.95 

NEW CITADEL MINIATURES BOXED SETS 
Remade Champions of Chaos . . . . . . . . . . . .  £3.95 

. . . . . . . . .  Remade Goodly Knights of Law. £3.95 
New Broo Set 2. . . . . . . . . . . . . . . . . . . . . . .  £3.95 
New Attack of the Broo: 
Five BrooIFive Adventurers . . . . . . . . . . . . .  £3.95 

. . . . . . .  Star Trek The Role-Playing Game. f 19.95 
Auto-Duel Quarterly i s  here!. . . . . . . . . . . . .  f 1.95 

SERVICES 
Club and Games Group Discount Scheme 
Su bscri pti ons for Traveller's Jourrial, Far Traveller, 
Different Worlds, Nexus and Auto-Duel Quarterly 
WRITE OR TELEPHONE FOR FULL DETAILS 
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THE POISON DWARF GAMES 
Mail Order only 

30 LAKE STREET. LEIGHTON BUZZARD. BEDFORDSHIRE 
Telephone: 0525 376600 

SPECIAL INTRODUCTORY OFFERS 
Role-playing Games 

Dungeons and Dragons 
BasicSet . . . . . . . . . . . . . . . . . . . . . . . . . . .  £7.50 
Basic Rulebook . . . . . . . . . . . . . . . . . . . . .  £3.35 
Expert Set . . . . . . . . . . . . . . . . . . . . . . . . . .  £7.50 
Exuert Rulebook . . . . . . . . . . . . . . . . . . . .  £3.35 
Module BI . . . . . . . . . . . . . . . . . . . . . . . . .  £3.00 
Module 8 3  . . . . . . . . . . . . . . . . . . . . . . . . .  £3.25 
Module R4 . . . . . . . . . . . . . . . . . . . . . . . . .  £3.25 
Module XI  . . . . . . . . . . . . . . . . . . . . . . . .  £3.25 
Module X2 . . . . . . . . . . . . . . . . . . . . . . . .  £3.25 
Caverns of Thracia . . . . . . . . . . . .  .. ... £4.25 
Verbosh . . . . . . . . . . . . . . . . . . . . . . . . . . .  £4.25 
Tegel Manor . . . . . . . . . . . . . . . . . . . . . . .  £3.25 
Spies of Lightelf ..................... £3.25 
Mines ofcustalon . . . . . . . . . . . . . . . . . . .  £2.50 
Book of Treasure Maps-l . . . . . . . . . . .  £2.50 
Book of Treasure Maps-2 . . . . . . . . . . .  £4.25 
Skulls to Scrapleggett Green . . . . . . . . . .  £3.00 
Modron . . . . . . . . . . . . . . . . . . . . . . . . . . .  £2.00 
Gencon XI Dungeons . . . . . . . . . . . . . . .  £2.00 
Thieves of Badabaskor . . . . . . . . . . . . . . .  £1.65 
Citadel of Fire . . . . . . . . . . . . . . . . . . . . . .  £ 1.65 
Frontier Forts of Kelnore . . . . . . . . . . . . .  £1.65 
Under the Storm Giants Castle . . . . . . . .  £1.65 
Sword of Hope . . . . . . . . . . . . . . . . . . . . . .  £ 1.65 
Tower of Ulussion . . . . . . . . . . . . . . . . . . .  £ 1.65 
The Dranon Crown . . . . . . . . . . . . . . . . . .  £ 1.00 

. . . . . . . . . . . . . . . . . . . . . . .  City of Terror £3.25 
. . . . . . . . . . . . . . . . . . . . . .  Sea ofMystery £2.00 

. . . . . . . . . . . . . . . . . . .  Blue Frog Tavern £ 2.00 
. . . . . . . . . . . . . . . . . .  Sewers of Oblivion £2.50 

. . . . . . . . . . . . . . . .  Death Trap Equaliser £3.00 
. . . . . . . . . . . . . .  Catacombs of Bear Gulf £2.50 

. . . . . . . . . . . . . . . . . . . . . . .  Naked Doom £ 1.90 
. . . . . . . . . . . . . . . . . . .  Sorcerer Solitaire £1.90 

. . . . . . . . . . . . . . . . . . . . . . . .  Weirdworld £1.90 
. . . . . . . . . . . . . . . . . . . . . .  Buffalo Castle £1.90 

. . . . . . . . . . . . . . . . . . . . . . . . . . .  Overkill £1.90 
. . . . . . . . . . . . . . . . . . . . . .  Sword for Hire £2.00 

. . . . . . . . . . . . . . . . . . . . . . . . .  Labyrinthe £ 1.90 
. . . . . . . . . . . . . . . . . . . . .  Area of Khazan £2.00 

. . . . . . . . . . . . . .  Beyond the Silver Pane £2.50 
. . . . . . . . . . . . . . . . . .  Dargon's Dungeon £ 2.50 

. . . . . . . . . . . . . . . . . . . . . . . .  Misty Wood £2.00 

Traveller 
. . . . . . . . . . . . . . . . . . .  Deluxe Boxed Set £7.50 

. . . . . . . . . . . .  Book 0: Intro to Traveller £2.50 
. . . . . . . . . . . . . . . . . .  Book 4: Mercenary £2.50 
. . . . . . . . . . . . . . . . .  Book 5: High Guard £2.50 

......... Supplements I to 4 and 6 to 9 £1.95 
. . . . . . . . . . . . . . . . . . .  Adventures 1 to 8 £1.95 

. . . . . . . . . . . . . . . . .  Double Adven 1 to 6 £1.95 

Ruuequest 

Cults of Terror . . . . . . . . . . . . . . . . . . . . . .  £6.50 
. . . . . . . . . . . . . . . . . . .  Gateway Bestiary £5.00 

Plunder . . . . . . . . . . . . . . . . . . . . . . . . . . . .  £4.00 
. . . . . . . . .  RuneMastersf4.00 Trollpak £ 12.00 

Runequest Scenarios 
Questworld . . . . . . . . . . . . . . . . . . . . . . .  £11.00 

Runequest Boxed Figure Sets 
Set 1: Humanoid Adventurers ........ £3.00 
Set 2: Adventurers . . . . . . . . . . . . . . . . . .  £3.00 
Set 3: Trolls . . . . . . . . . . . . . . . . . . . . . . . .  £3.00 
Set 4: Broo . . . . . . . . . . . . . . . . . . . . . . . . .  £3.00 
Set 5: Dragonewts . . . . . . . . . . . . . . . . . . .  £3.00 
Set 6 :  Humanoids and Aldryami . . . . . .  £3.00 
Set 7: Flying Creatures . . . . . . . . . . . . . . .  £3.00 

Judge Dredd Game and Books 
. . . . . . . . . . . . . . . . . . . . . . . .  Judge Dredd £6.00 

. . . . . . . . . . . . . . . . . .  Judge Dredd Vol 1 £2.80 

Other Games . Workshoo Games 
Apocalypse . . . . . . . . . . . . . . . . . .  ..t.. . £5.50 

. . . . . . . . . . . . . . . . . . . . . . . .  Doctor Who £5.50 
Vallev of the Four Winds ............. £4.75 

Boxed Rune Set . . . . . . . . . . . . . . . . . . . . .  £7.50 warlock . . . . . . . . . . . . . . . . . . . . . . . . . . .  £4.75 
Tunnels and Trolls Runequest Rulebook . . . . . . . . . . . . . . . .  £5.00 Quirks £4.00 . . . . . . . . . . . . . . . . . . . . . . . . . . . . .  

Tunnels and Trolls-Boxed Set . . . . . . .  £5.95 Cults of Prax . . . . . . . . . . . . . . . . . . . . . . .  £5.00 Ou~rks  Exvansion Kit 1 . . . . . . . . . . . . . .  £3.00 
. . . . . . . . . . . . . . . . . . . . . . . . . . . . . . .  Tunnels and Trolls-Rule Book . . . . . . .  £3.25 Foes £8.00 ~ u ~ r k s  ~ x p a n s ~ o n  Kit 2 . . . . . . . . . . . . . .  £3.00 

Cheques: Make payable to Micromail Ltd . Mail Order: Please add 50p . to all orders for p . & p . in the U.K. (30% for overseas) 
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9.30am-8.00pm also a t  BIRMINGHAM * BRIGHTON * NOTTINGHAM MINIATURES 
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I Brunhild Needs 
Your Protection! 

I Any initiate level characters may accept the challenge of 
SoloQuest I I I - The Snow King's Bride. Your mission - to 
escort Princess Brunhild through trecherous mountains, 
monsters and marvels, and deliver her safe to the Snow King. 

On your journey you will have to face Griffins, the strange 
Cold Cuts, a terrible forest demon, and Brunhild herself. 
I t  i s  a long, cold journey to the land of the Snow King, but 
the rewards for success will make the trip worthwhile. 

SOLOQUEST I: Three beginning adventures for RuneOuest 
solitaire. SoloQuest - journey to the ethereal plane and 
battle for your cult; Phoney Stones - solve the lssaries Cult 
fraud; and Maguffin Hunt - recover treasure from a dwarven 
fortress. 

SOLOQUEST II: SCORPION HALL -journey to an ancient 
citadel and fight the hordes of chaos single-handed - if you 
dare! 

SOLOQUEST - SOLITAIRE ADVENTURES FOR 
RUNEQUEST PLAYERS, AVAILABLE .AT BETTER 
GAMES SHOPS EVERYWHERE FOR ONLY f4.95 EACH 

( "Your mission, should I 
you accept it: 
LIBERATE WHAT'S 
LEFT OF MANKIND" 

It's 150 years after the last nuclear devastation. You 
and your "player-friendly" team awake from 
suspended animation to find the world has become 
an alien environment. Mutant survivors terrorise the 
last remnants of civilisation. 

The Morrow Project is a completely new and very 
playable role-playing system. The detailed combat 
rules incorporate features of most modern weapons 
systems, researched to ensure accuracy, leading to 
realistic situations which you must resolve. 

And you're mankinds last hope 
to rebuild the world 
as you knew it. 

I For further information and for our 
latest FREE catalogue, send s.a.e. to: I 

FLPNG BUFFALO ) 
I P.O. Box 100, Bath Street, 

Walsall, W. Midlands. 
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Aircraft Prints 

corr~dors, p~ts ,  rocks, ~rllls and splral staircases, all ready to cut and Metres of Green I Metres of Sand 

Dungeon Accessory Pad (£2.50 post free). 10 sheets of doors, I - Metres of 

wlndows, furniture and boat. In addltlon to baslc stonework. Prlnted 
on card to cut out and use. 

lnd~v~duallty and lhfe s o  often m~sslng from other board games. Jumbo 1" Square Floor Plan Pads Jumbo 1" square Dungeon 

l enclose - On the 
Combat between starsh~p fleets In the far future. The clash of 

(Each map20"x 15") 1. Rule book, 1.Scenario book. 1.20Sided 
Die. f12.95 postage free. 
SEPARATE GAME COMPONENTS FOR THE ABOVE 

Go Where No Role-Playing Game Has Gone Before 

Star Trek - The Role-Playing Game enables you to  create 
any facet of Star Trek: old episodes can be re-played or 
developed, new situations can be created for the crew of 
the Enterprise, or you can create your own characters - 
alien races too! Star Trek the Role-Playing Game includes: 

BASIC RULE BOOK: 128 pages of rules and background, 
illustrated with pictures from the TV series. That's every- 
thing you need to  create and play Star Trek characters, 
including rules for man to  man combat, 'flyinglStar Ships, 
Aliens, Alien culture, and more. 

DECK PLAN BOOK: An 80 page pull-apart book containing 
the illustrated deck plans of the Enterprise and Klingon 
D7 Battlecruiser. 

ADVENTURE BOOK: 3 introductory scenarios - Ghosts of 
Conscience, Again, Troublesome Tribbles and In the 
Presence of my Enemies. 

PLUS: Starship Combat Hex Grid for starship to  starship 
combat; 1 12 illustrated counters representing characters, 
aliens and starships, plus 2 D20 dice. 

Star Trek the Role-Playing Game is  available from Games 
Workshop stores in London, Birmingham, Manchester, 
Nottingham and Sheffield, or by Mail Order. Price f 19.95 

STAR T R E K  T H E  ROLE-PLAYING G A M E  IS MANUFACTURED 
BY FASA UNDER EXCLUSIVE LICENSE FROM P A R A M O U N T  
P I C T U R E  CORPORATION. 
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The Dragon is stirring ... 

AGONMEET VI 
a day of science fiction and fantasy 

July 16th 1983 

I I Come to  Dragonmeet on Saturday July 16th and 
enjoy a day of role-playing adventure. 

* Competition and participation games for Advanced 
Dungeons & Dragons, RuneQuest, Traveller, Tunnels 
& Trolls and more. . . , * Computer games - adventure, arcade and computer 
moderated role playing games. * Figure Painting Competition - single figure, group 
and dioramas. * Role-playing adventures for beginning level 
players. * Play-your-own games area. * Snack bar, trade stands, and more. . . 

Victoria and Charing Croa 

Dragonmeet Saturday July 16th 
Central Hall, Westminster, London SW1 I 

Doors open 10.00 am till late. I 

ADMISSION f 1 .OO I 

DRAGONMEET i s  organised by GAMES WORKSHOP LTD. 
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C04/1 MALE THIEVES 

C 18 THE UHDEAD 

WOOD ELVES 

UNDEAD ONE 

. Please make 
Citadel Miniatures, 10 Victoria Street, Newark, Notts. 
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H aving had time to sort 
through all my  'hate' mail 
concerning the changes of 

style that have been applied to  
White Dwarf, certain conclusions 
are now evident. After much 
soul-searching ,most readers 
now agree that whilst the old- 
style White Dwarf lettering was 
quaint, they are now used to  (and 
prefer) the new style. Good. I'm 
glad of that. However, one thing 
produced a great outcry- the 
sacrilegious silhouetting of the 
White Dwarf himself. How could 
we do it to him they cried? Well, 
we must admit that it was a little 
drastic and so we have decided 
to  restore him to  his former self 
(see above). It is good to  see him 
again. 

- - - - -. .. . . . - . - .- , 
Please send and make remittance payable to: Games Work- 
shopLtd,27129Sunbeam Rd, London NWlO6JP.Tel: 01 965 
3713. White Dwarf is published monthly. Annual subscrip- 
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Please note your personal subscription number shown on 
the envelope address label. Please quote this number in all 
futurecorrespondence regarding renewals,queries, etc. This 
subscription number is held on our computer files, and fai- 
lure t o  quote it may result in delay when dealing with your 
query. 
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Part 1 : Skills and Weapons 
by Marcus L Rowland 

How to play Call of Cthulhu campaigns set in the 1980fsf including new skills and weapons. 

for lackoffamiliarity. (Example: Compiler BASIC is a subset of 
BASIC and of Machine Code, and can be used with 5% less skill 
proficiency than either - if a character has skills in both these 
languages their skill in Compiler Basic would be 5% less than 
the better of these skills). 

Variants of the same language (Example: PET Basic and 
APPLE Basic) are used without skill penalties provided a few 
minutes are available for familiarisation. Unless otherwise 
stated, it should be assumed that a character'sfirst proficiency 
is with BASIC. 

The ability to extract information from open data bases such 
as Ceefax or Prestel is covered by library research skills, and 
not Computer Programming skill unless some programming 
is required. 

Data gathering (Knowledge). The character is able to make 
effective use of devices such as video cameras, tape recorders, 
electronic 'bugs', and the like, and knows how to perform 
routine servicing if they malfunction. 

Electronics (Knowledge). The character can identify elec- 
tronic parts, trace circuitry, etc and use this knowledge to 
determine the function and probable origin of electronic 
devices, make repairs, etc. 

Nuclear Physics (Knowledge). The character has theoretical 
and/or practical knowledge of this subject, which can be 
applied to problems such as decontaminating irradiated 
Investigators, the defusing (or assembly) of home-made 
weapons, etc. 

Pharmacy (Knowledge). Includes the ability to identify nar- 
cotics and hallucinogens. 

CallofCthulhu is set in the cosy world of the 19201s, and much Treat Poison (Knowledge). Includes the ability to deal with 
of the game's charm lies in its period setting. However, it is those suffering from drug overdoses, 'bad trips', etc. 
possible to run adventures or campaigns set in the present Drive Automobile/Motorcycle (Manipulation). Characters 
day, and still produce situations as horrific as any that might may preferto specialise in Drive Motorcycle ratherthan Drive 
arise in the heyday of the Cthulhu mythos. The power of the Automobile. Both skills are used in the same way. Possession 
beingsof the Cthulhu mythos may not be a match forthe more of one skill does not imply possession of the other. A 
violent examples of modern weaponry, but it has never been minimum of 20% skill is required for safe road operation of 
suggested thatthey would wish to begin any open confronta- either vehicle under normal conditions, and is available for 
tion. Their evil hasalways been exerted by carefully concealed one of the two forms of vehicle without point cost in the 
routes, traps for the occasionally unwary individual or a slow character generation process. Characters may, of course, 
gathering of strength for a rare and secretive use of power. choose both skills, but the full point cost must be paid for the 

One problem of a modern campaign is the possibility that second skill. 
players will not take the games events seriously. Their first Parachute (Manipulation). Possession if this skill allows the 
exposure to a Cthulhu-inspired mass murderer, or to a cult's Investigator to make landings under normal conditions with- 
random terrorism, should change their minds ... out injury,and givesa roll against injury in difficult or unusual 

conditions. If characters do not have parachute skill they must 
Character Generation make a roll under 2 x DEX to avoid injury in any use of a 
The standard methods used in Call of Cthulhu produce a parachute. Characters with parachute skill make a skill roll to 
characterwell-equippedforthe 1920's but lesssuitableforthe avoid any chance of injury in adverse conditions, then a DEX 
1980's.Thefollowing additional and modified skillsshould be roll if the skill roll fails (Example: John Castle has 20% 
made availableto players-some areessential, most are useful: parachute skill and 12 DEX, and has to make a freefall jump 

into a moutainous area. The referees rules that these are 
Computer Programming (Knowledge). The player character unusual conditions. Castle rolls 25 for skill, a failure, but then 

is familiar with the use of one or more computer languages. rolls 22, under DEX x 2, to avoid injury). If skill and DEX rolls 
Since there are a vast range of languages it is essential that fail the usertakes 3d6 injury. If skill rolls or DEX rollsareabove 
one specific type be selected initially, with further languages 95 a luck roll should also be made to avoid a parachute mal- 
addedforeach 10%skiII attained. If a previously unknown Ian- function for an additional 6d6 injury. 
guage isto be used the attempt is made at 5%. (Example: Eric Pilot Aircraft (Manipulation). Normal skill applies only to 
Potter has30°hcomputerskill, in the form of BASIC30, FORTH20, propellor driven craft. If skill with helicopters or jets is desired 
COBOL 10. He wishes to attempt to gain access to a system a prerequisite is a minimum of 30% normal skill. A minimum 
operating FORTRAN, rolls02, and succeeds). Obviously, those of 20% skill is required to use any form of modern aircraft, 
languages which are either subsets or simplified forms of a regardless of type (Example: Joe Meades decides to become 
parent language can be used as the parent language, less 5% a pilot and selects 50% normal aircraft skill, 20% jet aircraft, and 

> 



CTHULHU NOW! 

30% helicopter). Wholly unfamiliar forms of aircraft are piloted 2. Modified military designs. A competent gunsmith can con- 
with 20%of the total of all forms of aircraftskills (Example: Joe vert them to full automatic operation. 
Meades is trapped aboard a hovercraft by cultists, and decides It should be remembered that it is extremely difficultto buy 
toescape by piloting thevessel outto sea. He hasa total of 100 firearms without various official permits in most modern 
pointsaircraftskill,giving a 20%chanceof masteringthecon- countries, and that full auto machine guns are illegal almost 
trols, but rolls 87 and is still trying to start the engines as the everywhere. Prices have not been listed since there are a wide 
cultists break in. Sorry, Joe...). It should be remembered that it variety of weapons in each specification. 
may be physically or technically impossible to perform some 3. Disposable launcher, no guidance system. Uses shaped 
aircraft skills single handed -for example, some modern airlin- chargesfor impaling explosive penetration. Weapon is carried 
ers require a ground crews' help to start their engines. in a pack, unfolded, fired, launcher discarded. Wire or laser , 

Referees will probably find that players wish to gain other guided, usable by trained personnel only. Launcher can be 
skills (eg Scuba Diving). Such ingenuity should not be discour- reused (after several rounds). 
aged, but the referees should not allow characters extra skill Even the least powerful heavy military weapons of today 
points for the acquisition of other abilities. Some skills may, could probably destroy any creature of the Cthulhu mythos 
however, be incorporated into existing skills (Example: Hang- with relative ease. A single anti-tank missile, for example, 
gliding into parachute skill, Truck Driving into Drive would probably inflict over a hundred points of damage on 
Automobile) with some loss of proficiency. If a Prior Experi- any creature it struck at a range of several miles. Since such 
ence skill generation procedure is used the referees will need weapons could seriously upset a campaign's balance it is 
to control the options available to players with great care. suggested that they be kept in the background for mopping-up 
While it may seem like a good idea to allow a characterto serve operations afterthe main action hasended. However, it is poss- 
with the SAS or Green Berets, in practice lnvestigators with ible that some of the events of a campaign may be motivated 
the skills likely to result would seriously unbalance the game. by factors relating to such weaponry. 
As a general guideline, the increase in technical training in he- The most 'advanced' weapons, such as atomic bombs, cause 
rent in almost all modern jobsand professionsshould give an extreme damage over a large area. The following (simplified) 
additional 20% skill for each five years in an occupation. table gives the ranges for various results of their use. 
(Example: To Enlisted Man add a second skill from the alterna- 
tives Drive Auto, Electrical Repair or Operate Heavy Machine, Nuc'earWeapons 

double the level of these skills to 10% and add another 5% to 
Radius o f  damage 

Power Total Blast Secondary Fallout 
one combat skill). Some new prior careers follow: I ~t 100 yards 500 yards I mile 5 miles 

Engineer: Chemistry or  Geology (lo), Computer Program- I O K ~  5Kt 1000yards 500 yards 2 I miles mile lomiles 5 miles 40 miles 
25 miles 

ming (15), Electronics or  Electrical Repair or  Mechanical 50Kt 5 miles lomiles 20 miles 75miles 

Repair (15), Operate Heavy Machinery (20), 30% chance of IOOK~ 8miles 20 miles 35 miles loomiles 

Nuclear Physics or  Pilot Aircraft (30), players choice. 1 M t  IZmiles 40 miles 75 miles 200 miles 

Rock Musician (Only available to characters of CHA 11 +): Kt = Kilotonnes Mt  = ~ e ~ a t o n n e s  

Electronics (20), Pharmacy (lo), Drive Automobile (101, Credit 
Rating (lo), Bargain (lo), Fast Talk (lo), Sing (5), 10% chance Totalreferstothe radiuswithin which it is impossibleto sur- 
of Pilot Aircraft (30). It is not usually practical to allow player vive regardless of a character's skills or physical characteris- 
characters to be active in this profession during a campaign. tics. Objects within this radius will either be vaporised, burnt, 

Criminal (White Collar): Readwrite English (5), Accounting or reduced to pulverised rubble. 
orcomputer Programming (20), Law (15), Listen (5), Psychology Blast refers to the radius within which all structures are sub- 
(5). Bargain (lo), Fast Talk (10). For each period in this occupa- jected to severe damage, and all living creatures take 1Od100 
tion a luck roll should be made, if unsuccessful the character damage. Any investigator within this radius will almost cer- 
spends the next 5 years in prison. tainly receive a lethal radiation dose. 

Convict: Any two knowledge skills except Cthulhu mythos Secondary is the radius within which structures and people 
(20), Library Use (lo), Hide (lo), Move Quietly (lo), Pick Pockets takesignificant damage (from shockwaves,falling rubble,fly- 
( lo), Credit Rating (-lo), 15% chance of any one weapon skill ing splinters of glass, etc.) and within which most electronic 
(10) o r two  hand-to-hand skills (5). equipment will become useless, due to magnetic erasure of 

data (in computers), radiation damage to transistors, etc. Any 
Income living creaturewithin this radius will take 5d20damage,which 
Since income can vary considerably in different countries it is may be halved by a su_ccessful luck,roll. 
almost impossible to produce a single standard formula for Fallout indicates the radius within which characters will 
the calculation of lnvestigators wealth. For British characters need to take precautions against drifting radioactive dust and 
in the 1980's a roll of d4+3 multiplied by a thousand pounds gas, for a period of several months after a nuclear explosion. 
should give a useful range, assuming that this is income after It should be remembered that some conventional weapons 
taxesand other deductions have been made, with profession- are nearly as powerful astactical atomicweapons. Undercer- 
als earning £1000 x d6+2 and authors f 1000 x d8. These tain circumstances (eg the player characters are a mile under- 
figures should not be considered to be especially close to the ground in a lead-liner bunker) the referee may wish to modify 
true income of these groups - they are simply convenient val- these results. 
ues for accounting purposes. An additional possibility referees should consider is thatthe 

unannounced use of atomic weapons may trigger a 
Firearms worldwide nuclear conflict. This might, of course, be the 
In order to simplify conversion to modern conditions it is reason for their use by cultist groups. 
assumed that all types covered by the original rules retain Other weapons which might enter a campaign on a similar 
their power, range, etc - in effect, these designs are still made basis are miIitarygases,toxins, and beam weapons, but there 
because they are suitable for the uses for which they were is too little data available to  allow a hard and fast description 
originally produced. However, there are also several new of their effects. 
designsand typeswhich are not covered by the original rules: 

Bibliography 
Weapons Table for the 80's 

p a p o n  Shots Damage Base Range Break Notes 
John Brunner - TheAtlanticAbomination 

Light SMG 1 id i0+3(~1d3) 12% 30yards 7 impales Dr Christopher Evans - Cults o f  Unreason 
9mm Machine Pistol' 1 ld8+3(xld3) 10% 15yards 7 Impales James Gunn 
Heavy SMG' 1 2d8(xld3) 15% 30yards 10 Impales - The Magicians 
Revolver, .357 Magnum 2 2d8 15% 20yards 12 Impales Dave Langford (and others) - The Necronomicon 
Automatic 357Magnum 2 2d8 15% 20yards 10 Impales Fritz Leiber 
~uto load i&t  Rifle 22' 2 2d4 10% 25yards 8 Impales 

- Our Lady o f  Darkness 
~ u t o l o a d i n ~  ~ h o i i u n ,  .222 2 2d4 30% loyards 8 Eric Frank Russell - Sinister Barrier 

2 ld4 30% 20yards 8 
Autoloading Rifle,9mm2 2 2d8 10% 75yards 12 Impales 

Bob Shaw - A n  Uncomic Comic Book Story 
Light ~ n t i - ~ a n k  1 5d6(1 yardradius) 5% 300yards 5 impales John Sladek - The NewApocrypha 
Rocket3 
Heavy Anti-Tank 1 8d6(3yards radius) 0% 600yards 5 Impales 

Referees may also find episodes of then/ series The Prisoner 
Rocket3 and The Avengers helpful in suggesting plot ideas for their 

own campaigns.0 
Notes 
1. Fired as automatic weapons (see Sourcebook for the Next Issue, Part I1 wi l l  be scenario and campaign outlines 
1920's). utilising some o f  the skill and weaponry mentioned above. 



ANTI-INTRUDER ALARMS 

Wire. TL5. Windows and doors may be LIST. TL9. LIST is an acronym for Light- 
'wired's0 that an alarm goes off if they Intensifier Scannernracker. It works in 
are broken or opened and a f low of cur- complete darkness on any material's nat- 
rent interrupted. Alarm, control boxes ural (if very low) luminescence. These 
and wires are easily bypassed. devices either function as alarms (scan- 

ner) or direct fire from stun-beams or 
Statel Screens.TL8. This isa screen of other weapons (tracker). Usually several 
static electricity programmed either to will be mounted to give a fully covered 
give an alarm if the screen is broken (ie area. Specially treated totally-enclosing 
pierced) or to give stunning shocks to suitswill protect an intruder, and special 
anyone or anthing touching it. These aerosols are obtainable which confuse 
two rypes are low-current and high cur- LISTS but do not interrupt lasercells, 
rent respectively. They may be bypas- photocells or heat sensors. 
sed with an expanding microfilament 
mesh and static electricity generator Photo-Electric Cell. TL6. The photocell 
(hand-held models available). At higher produces current while light shines on it, 
tech levels, screens get larger and more the alarm issounded i f the light beam is 
finely tuned. At TLI 1, a cyclic screen is interrupted. These are easily tampered 
developed, needing careful use of a with, or a different light source may be 
magnetic quasi-material projector as used to keep the current flowing in the 
well as a statel generator to be able to alarm system whilst the main beam is 
pierce the screen without interrupting it. broken. At higher tech levels, non-visible 

beams (eg ultra-violet) are used as well 
Pressureplate. TL6. A pressure plate is as narrow-frequency colour coding. 
an electronic resistance pad which alters Some may change colour accord~ng to 
a f low of current when pressure is present complex patterns, but even 
applied. They are usually well camou- these are overcome with rapid computer 

Voiceprint. TL8. The locking device 

flaged. Highertech level pressure plates analysis of the pattern-code. matches the user's pronunciation of the 
current password with a pre-recorded 

are more sensitive and harder to elec- 
tronically tamper with. Anti-gravity is Heat Sensors. TL9. Heat sensors are sound Pattern. Obviously, these can be 

sensitive to heat output from ani- tricked by very good mimics or tape- the best way around them! 
mals of Mkg weight or more and sophis- recorded speech of a user. Some devices 

SonarlRadar.TL7. Short-ranged indoor ticated enough to  distinguish draughts 
are sophisticated enough to be able to 
'hear' tape-recorders however. 

sonar and radartraps work in a fan shape etc. The various heat-camouflage suits 
of up to 180" of arc and 80cm thick. Any- , 

used for evading IR detection listed in 
thing moving in this field wil l  triggerthe Book4 will also be effective against 
alarm. Sonar absorption fields are devel- these heat sensors. 
oped aroundTL819 and material capable 
of being worn and absorbing sonar and Varigrav Plates. TLI 1. These plates 
radarcan beobtained (very expensively) generally surround the protected area 
from TLI 0. and continually alter the force and direc- 

tion of gravity (0-6G). Grav belts etc are 
Particle-Count Detectors. TL12. Any no protection against these plates nor- 
person or large piece of material gives mally, as they are limited to about3G 
off some radiation and these detectors maximum and are uni-directional. Spe- 
can pickthis up and analyse it, giving the cial anti-gravity modules can be 

obtained to hold steady under fluctuat- alarm. Totally-enclosed suits lined 
with certain heavy metals and proces- ing conditions such as these, providing 
sed ih a polarising chamber can channel the changes are predictable - this may 

mean computer analysis. this extraneous radiation away. 

Radio-Link. TL7. General alarm devices 

rnav h e l ~  in interfering with these 
devices.' 

- 



Armour. TL7. Personal 
detailed in Books 7 &4. A 
be worn less obtrusively 
clothing, and at higherte 
progressively less bulky 

- - - - - - - - - - -  

Pocket Chimes. TL8. This device fits 
into the lining of a pocket with a packet 
of electronicsabout as big as a cigarette 
packet. It is controlled by a concealed 
switch that looks like a button or buckle. 
When a hand intrudes into a protected 
pocket, it chimes (as loudly as wanted), 
unless the control switch deactivates it 
first. The control switch is necessary so 
that the wearer can use hislher own poc- 
kets. An  observant pickpocket wil l  be on 
the lookout for people fumbling with 
controls when they take their wallet out 
and will unobtrusively switch it off 
before picking a pocket! 

Stun Jacket. TL9. This jacket wil l  give 
protection equal to jack-I (unless this +I 
makes it better than mesh). Additionally, 
when a control (placed somewhere 
handy eg on a cuff) is activated, several 
thousand volts are instantaneously put 
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I t is really quite surprising brother, and can be good company when 
how many persons there are she is in the mood, most guys continue 
in Pavis who wish to have a amus to treat her with some reserve, because 
reputation for being tough. her reputation for being tough, and her 
There are certain advantages way of looking at people, are apt to make 
to having a reputation for the average guy nervous, and moreover 

being tough, such as that other persons nobody can figure out what she will do 
will treat you with respect, and listen next, and what her angle is. Furthermore, 
when you wish to gab, and maybe buy Wolfhead is believed to thinkvery highly 
you drinks, and this is all very good for gets a of her,and nobody buta ranksuckerwill 
the old pride, but getting such a reputa- think of cutting in on Wolfhead. But 
tion is likely to involve a considerable Shamus just goes right ahead, and Wolf- 
amount of risk. There are some who run head does not seem to object to his pre- 
risks because they have to, such as sol- sence around Griselda, so the odds on 
diers, or members of tough cults, or per- his getting somewhere shorten some- 
sons who aim to make themselves rich what, but not by so very much, at that, 
by methods that are not legitimate, and because Griselda does not seem to take 
if these survive for a long time they tend JZiase much notice of him, except to include 
to accumulate a reputation without mak- him in a round of drinks now and then. 
ing any special effort. Then there are Now Shamus is by no means accustom- 
Adventurers, of course, who in my view ed to such treatment, but he is no quitter, 
are crazy, one and all, because they and so he hangs in there and steps up 
seem to enjoy taking risks, and these the pressure. He gets to where Griselda 
too, if they survive, will get a reputation. will talk to him, and smile at him, and 
There is no other good way to do it, even let him kiss her hand every once in 
though plenty of person thinkthey know A Pavian tale of passion, a while, but she makes it plain that she 
one. Such persons go around talking love and fear takes it all in fun. 
tough, and acting tough, and hang Well, if I am Shamus I will drop the 
weapons all over themselves, and they by Oliver Dickinson whole thing and mark it up to experi- 
clearly hope to impress everyone else ence, but he does not do this. Instead, he 
into believing they are tough, but sooner becomes really stuck on Griselda, and 
or later someone will refuseto be impres- begins to look pale and go off his feed, 
sed, and then they generally wind up the and lose sleep, and all that. In fact, he 
wrong end of something painful, so this gets so stuck on her that he becomes 
is not reckoned to be a smart way to very boring, for he can scarcely talk of 
behave in Pavis, where there are so anything else, and his talk is by no 
many persons who actually are tough, means interesting but very repetitive, 
even if they do not always look it. being concerned with what a fine doll 

Now among those who have the repu- Griselda is, and how he cannot live with- 
tation, or are trying to get it, there are out her, and so forth. There is much 
many dolls, and while you may figure speculation about Griselda at this time 
that this is no way for a doll to behave, in Pavis, and you can hear all kinds of 
and such dolls must have no other op- stories about her past, but Shamus will 
portunities in life, this is by no means the take violent exception to anything that 
case. Though they include big hefty he considers critical of her, and since 
dolls such as may seem natural mates anything that will cause some holy per- 
for Cave Trolls, many of them are fairly son to raise even an eyebrow in mild 
easy on the eye, and it is hard to under- reproof will be considered critical by 
stand why they will bother with Adven- Shamus, this covers just about anything 
turing or belonging to some cult which you can say about Griselda. It gets to 
send them out on tough assignments, any guy hasa rightto-be, and as you will where no onedastto mention her name 
when they can have a home, and a hus- guess from his name he has a great line without looking round for Shamus, and 
band, and little children running about, in talk, though his talk sometimes it is all very tedious. 
and all thisand that. But this isa subject sounds a bit funny, as he comes from Now I will say this for Griselda, that 
on which few of them are ready to be way awayfrom Pavis. He is alwaysto be she shows no sign of encouraging him. 
questioned; in fact, thechancesare they seen in the company of some tough doll, In fact she starts trying to play the chill 
will bust you one in the snoot if you and while it may not be true, as some for him, but he is very difficult to shake 
suggest that is not a traditional way of malicious characters insist, that he is off and sheseldom managesto get away 
life for good-looking dolls, and as I do never sincere in what he says to them, for long. I come upon herone day in a lit- 
not care to be busted on the snoot I but makes his living this way, it is cer- tle dive where I never see her before, 
never find out why they do it. Indeed, I tainly true that they are dolls who are because the liquor there is the next best 
long ago give up wondering about it, as successful in their chosen career and thing to a low-potency acid, and I only' 
I have plenty of more important things have a fair bit of dough, and always are gothere myself becausetheowner is my 
to figure out, such as who will win the staking him to meals, and drinks, and cousin and will give mecredit. She looks 
next Troll Ball game. But many guys are sharing their accommodation with him. up very fast when I come in, but seems 
fascinated by tough dolls, and find them Indeed, if they do not do this it is hard to to relax when she sees it is only me, and 
very romantic, though personally I will see how Shamus will make out, as he is offers me a drink. Naturally I will not 
prefer my romance without the sharp generally broke. But he is well-liked by refuse such an offer, even if it is my 
stuff around. But this does not seem to many, and quite handy with his fists, so cousin's booze, and it turns out to be 
bother such guys, and plenty will do few will bad-mouth him, and certainly quite drinkable, as when Griselda comes 
some pitching to these dolls, and as long the tough dolls never seem to complain in he dast not offer her his usual poison, 
as they do not mention husbands and thatthey are not gettingvaluefor money. but gets out some stuff I never know he 
children and such-like they may do all Well, one time Shamus's current doll has. It seems that Griselda is not on her 
right, for tough dolls are also interested takesoff,as his dolls are apt to do, to go first drink, or even her second, but she 
in romance now and then. on a mission or Adventuring or some- just sits there looking at nothing, and I 

Far and away the most successfuI of thing, and what does he do but take it do not speak, as she may not wish to 
such guys is one by the name of Sweet- into his head to makea play for Griselda. be disturbed. Finally she turns to me and 
Talking Shamus, but then he has a lot There is some criticism of Shamus over says, 'You know this guy Shamus?' and 
going for him. He is tall, and well-built, this, not for his taste, because Griselda I admit that I do somewhat. 
and has blue eyes, and curly black hair, is certainly a looker, but for his sense. 'Well, maybe you can tell mewhat ails 
and shiny white teeth that he is always For while Griselda loosens up somewhat him,' she says, 'I know his game; I see 
flashing, in fact he is as handsome as after she gets through avenging her that type before. Can't he see that I'm not 
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smiles and says, "Surely you're not early forTrolls, and I am a fine one to be 
Atthisshe looksat mevery piercingly. scared?" Naturally, I am not scared,sim- thinking of running out on her,so I have 

'This is straight stuff?' she says. 'He ply cautious, but I can see that she will to stay. When we get there I wish I am 
really has a case?' I nod, and she seems not believe me if I say so, so in we go. back in Rowdy Djoh Lo's, for almost 
to slump. 'That is even worse. It will be There is a big dirty guy leaning against everyone there is a Trollkin, except the 
seven years'bad luck if I even injure him. one side of the door, at first shows no guy who runs it, and I can barely see to 
Well,itisnouseasking you whstodo, be- inclination to move aside and give us drink my liquor, though maybe this is 
cause I hear you are such a guy as will not room to get by easily, but when we are just as well, as I am probably better off 
get heated up over a doll if you are freez- close he does a double-take and then not knowing what dies in it. But Griselda 
ing todeath. If only Shamus is likethat!' steps aside very fast and gives Griselda seems perfectly happy with the joint, 

I ignore this crack, and decide to take a a big smile,and she marchesstraight in. and it is plain she isvery popular among 
chance and offer her advice,for Griselda When we get in, Ifeel even more uneasy, theTrollkin,and soon everyone istelling 
is certainly a doll that you will rather for everyone looks up at us, and there DarkTroll jokes and oneand all are hav- 
have friendly towards you than not. are people there whom I know of that I ing a good time except me, though she 
'What I do not see, Griselda,' I say actually do not wish to meet anywhere. translates a joke for me now and then. 
politely, 'is why you cannot think of There are Wulf the Warg, and Carver But just as she is telling a really long and 
some way of frightening him off without Donan, and Snakefang, and many other complicated joke, who walks into the 
doing him permanent damage. I always such hard casesand I can seethatthis is joint but two big Dark Trolls!' . ,UIIS! 
hear that dolls are good at getting rid of no placefora peace-loving guy like me. At this point Shamus pauses to refresh 
guys they do not want, even if they are I figure we will be about as welcome as himself, and it is clear that the memory 
not as smart as you.' a hungry Dragon Snail, but some nod, is by no means pleasant. 'Does she stop 

At this I get the old look again for a and somesmile,and one groupscallsto at once? She does not, but carries on in 
moment, and then a glint comes into her Griselda with great enthusiasm. I am a loud voice which makes quite sure she 
eye and sheclaps me on the back just as hoping she will not go, as this includes can be heard, as everyone else quietens 
I am taking a drinkto relieve the tension. the worst-looking guysof the lot, but she down, and when she reaches the punch- 
While I am still choking,shesays,'Good givesthem a big helloand walksstraight line she laughs like anything, though 
thinking. Here, keep theflask,'and she is over,so I have to tag along. I do not care none of the rest do, and most are edging 
off out the door before I can say thanks. for the way they look at me, and I feel awayfrom her. Well, the DarkTrolls look 

I am not there when it happens, but it very thankful that after Griselda intro- all burned up at the joke, and they start 
seems that the same night Griselda duces me they ignore me completely. for us. I am swearing to myself that if I 
announces that she needs some action 'Snakefang heads this group, and they get out of this alive I will never associate 

in Pavisite, "Javis Gan will have my hide 
if I do anything to you," and she replies 
that Javis Gan tells herthat joke person- 

en ally, and then everyone has a good laugh, 
including the DarkTrolls, and she offers 

e, them a drink. They get to chattering away 
in Dark Tongue again, and I am edging 

er towards the door, as I figure I have 
t enough of Griselda to last me a long, long 
, time and that I will be safer anywhere 
g else but where she is. But she turns to 

me just as1 think I can makea break, and 
says, "You aren't going? Why, surely you 
will set the drinks up for my friends." 

ny Well, this is the last straw, and I am out 
of there and halfway up the hill in 
nothing flat, and if I never see Griselda 

n again it will be soon enough. 



OPEN BOX 

SOLOQUEST 3 , 
The Snow King's Bride 
Chaosium Inc f4.95 . 
Alan LaVergne certainly keeps them 
coming: this is the sixth solo adventure 
of his to be published in as many months. 
Like the earlier publications, it scores 
highly for inventiveness, attention to de- 
tail, and general playability and enjoy- 
ment, presented with a relaxed, often 
humorous mannerthat I find refreshing. 
The job is to escort Brunhild the Boister- 
ous to her husband-to-be Snorkil Her- 
ringsbane across the snow-covered 
mountains; the employer, her father, wants 
an Initiate, but is otherwise unprejud- 
iced, except against lawyers (now there's 
a cult yet to be developed!). A 70-90% 
skill range and some stored Power are re- 
commended; a novice Rune level might 
even run it, but in that case the NPC's 
should be beefed up slightly. The poss- 
ible encounters are many, vary from the 
serious to the whimsical, and include 
some new monsters appropriate to the 
frozen north. Essentially, the escort 
must cope on hislherlits (?)own, though 
Brunhild will provide back-up in magic 
and skills and may occasionally fight; 
since she is an independent type, her 
activities can affect the development of 
the expedition, to the extent of a poten- 
tial romance with the escort if a male of 
her preferred type (she is not sold on the 
marriage). Perhaps if a male escort does 
successfully romance her, she should 
give him more help afterwards (there is 
one occasion on which she will, but 
there could be others). The basic fee is 
800 oles (the local silver coin), half paid 
in advance and half on arrival; there are 
various potential bonuses and several 
possibilities of loot along the way. 

From the time when the escort must 
decide whether to take the narrow 
bridge across a massive gorge, descend 
into it, or pay for a griffin-ride (the prob- 
lem being that there are, two griffins, 
one good and the other one a bad lot 
who will ditch you if possible, and they 
are virtually indistinguishable), there is 
plenty of opportunity for the use of 
brains, exercise of skills, and display of 
the ability to keep your mind on the job 
or not, as you prefer. The only possibility 
not obviously allowed for is that the es- 
cort is carrying a bow or sling, which 
could come in very handy in some en- 
counters, especially that with Snurmible. 
I cannot help feeling that Snurmible 
would not allow himself to be caught in 
melee and would not fight to the bitter 
end if he were, but try to flee (he should 
be able to outfly pursuit, but no Move is 
quoted for him or Shivertwig), and that 
even if neutral to her escort Brunhild 
might provide a little more assistance 
than suggested, but GM's must make up 
their own minds on this. Other points are 
minor: Brunhild's chest HPs should be 
7, not 8, even if she is buxom; under 159, 
if you set off on a 2-mile journey around 
noon, it will be considerably after noon 
by the time you have gotthis far; the re- 
sults suggested for various special hits 
might perhaps be reduced to the more 
realistic levels suggested by Tom Hol- 
singer in WF 14; and should even a hard- 
packed iceball do as much damage as a 
stone? But otherwise I found this an ex- 
tremely varied and enjoyable scenario, 

which could well Drovide an e~isode in 
the career of some favourite character. 
Overall : 8 Oliver Dickinson 

THE CITADEL OF CHAOS f1.25 
THE FOREST OF DOOM f 1.25 
Puffin 

These are successors to The Warlock Of 
Firetop Mountain, using a simple gam- 
ing system for solo adventures. Both are 
intended for a juvenile audience but will 
give an adult enjoyment, and require two 
dice, a pencil, rubber, and paper for effec- 
tive play. The game system is based on 
threecharacteristics- Skill, Stamina, and 
Luck - which are generated by dice rolls 
then altered by combat, potions, etc. 
They cannot be raised above their initial 
values, making superheavy characters 
impossible. 

The Citadel of Chaos written by Steve 
Jackson, pits its hero (or heroine) against 
the castle of Balthus Dire, a powerful 
magician who wants to Rule The World. 
It introduces an extra characteristic, 
Magic, which determinesthe number of 
spells the character can memorise, to a 
maximum of eighteen. Twelve different 
spells are available, and the character 
can learn one spell several times. 
Unwisespell choicewill probably kill the 
character but the availability of magic 
adds a new range of decisions to en- 
counters. As might be expected, this 
castle is not the best place to get sword 
happy, and hack and slay merchants will 
probably dieat an early stage.There are 
numerous traps forthe unwary, unfortu- 
nately many are of the choice of three 
variety with nothing to show the correct 
decision. However, these minor draw- 
backs do not spoil an exciting adventure. 

The Forest Of Doom, written by Ian 
Livingstone, is a wilderness adventure 
set in an area with an incredibly dense 
monster population. The hero finds a 
dying Dwarf who was seeking a missing 
war hammer, vital for a forthcoming bat- 
tle. Since there might be a reward the 
body is quickly looted, the dwarf's 
money and a sketch map of the area are 
taken, then it's off to the forest via the 
local magician's shoppe. In this adven- 
ture magic can be purchased as items, 
the choice available exceeding the 
hero's budget. Really stupid players 
might try to loot the mages home, but 
will not like the consequences. The 
forest itself is fairly lethal, someencoun- 
ters being survivable only by luck or 
remarkably good combat rotk, while 
others can be settled without any conflict. 
The correct choice of magic items is 
essential, since many creatures and 
traps are only survivable with their aid. 

Both books have 400 numbered sec- 
tions, most having at least two choices 
available. The use of characteristics 
makes it possible for the reader to sal- 
vage a bad choice by combat or by a sav- 
ing roll under luck. The latter is a peril- 
ous procedure since luck is reduced 
each time the roll is made, and a failure 
frequently makes a bad situation worse. 
They are organised to allow the reader 
to experience most of the book in a single 
adventure, and suggest mapping to 
reduce the chance of repeating a mis- 
take. The books are illustrated by Russ 
Nicholson and Malcolm Barter, both of 

SoloQuest 3: Var 

-~ - 

In Open Box, science fiction and fantasy 
shops are viewed by independent auth 

whom have the'house style'seen in The 
Warlock Of Firetop Mountain and the 
adventure in Dicing with Dragons. 

At present the only other solo adven- 
turesfor younger readers are TSR's End- 
less Quest series, which lack a combat 
and mapping system and make it impos- 
sible for all options to be experienced in 
a single adventure. By contrast the Puffin 
series offer a much more enjoyable sys- 
tem which will probably have a consid- 
erable influence on the coming genera- 
tion of garners. I look forward to seeing 
more in this series, perhaps with the sys- 
tem extending to include a widervariety 
of environments representing the choice 
of role-playing games available - an SF 
variant, superheroes, or even detective 
and espionage scenarios. 
Overall: Marcus L Rowland 
The Citadel Of Chaos 9 
The Forest Of Doom 10 

GRAV-BALL 
FASA 

In the nottoo distant future, there will be 
no wargames. The games world -con- 
trolled by the massive corporations - will 
be at peace. There will be no violence ... 
but there will be Grav-ball, the spectator 
sport of the future. 

Grav-ball is a mixture of handball and 
Rollerball. The two teams or armoured 
athletes tear across a zero-gravity court in 
an attempt to outscore the opposition by 
any means available, be they fair or foul. 

In the boardgame, each player takes 



OPEN BOX 

ied and Enjoyable 

games and rulebooks currently in the 
orities. 

charge of a six-man side and strives to 
outwit and outmanoeuvre his opponent 
by selecting the best combinations of 
attacking and defensive actions. Every 
member ofthe team has an agility points 
rating (Id6 + 6) which is expended 
whenever an act is performed. With 
movement costing a single agility point 
but assault costing six points, it soon 
becomes obvious that a twelve-point 
player has a huge advantage over the 
weedy seven pointer in the number and 
types of act that he can carry out. Keep- 
ing trackof these agility ratings is labori- 
ous and finicky and when coupled with ' 
ambiguous rules, masses of charts, and 
endless die-rolling creates exhaustion 
rather than excitement. 

The presentation is adequate if unin- 
spired. Drab artwork and a board that 
does not open (presumably due to the 
weird effects of transit on a zero-gravity 
volume) detract from the nice touches 
like the finely detailed miniatures that 
come w ~ t h  the game and may be used in 
place of the counters. 

Much hasto be deduced from the awk- 
ward rules if the game is to become play- 
able. There is also some weird logic. 
Heartless Huey is a robot who patrols 
the void in order to deter excess vio- 
lence. He achieves this by assaulting the 
nearest player whenever someone is in- 
capacitated. It is quite possiblefor a law- 
abiding player to watch the oppositjon 
and then have Huey, the Metal 
Machiavelli, kill his two best players. 
There's justice for you! 

Grav-ball is a huge blob of a game. 

The players face a constant struggle to 
impose some shape and form on it at the 
cost of fun and playability. Having said 
that, there is enough potential there for 
any aspiring gamer who accepts the 
challenge to rewrite the rules. For a 
game that promises so much, it is a 
shame it delivers so little. It simple does 
not do itself justice. The best recommen- 
dation is to forget world peace and bring 
back the wargames. 
Presentation: 5 Enjoyment: 4 
Rules: 4 Skill: 5 
Playability: 4 Complexity: 4 
Overall: 4 Ian Waddelow 

THE MORROW PROJECT f7.50 
LIBERATION AT RIVERTON f4.95 
Timeline/Flying Buffalo 

The Morrow Projecr is a post-holocaust 
role-playing system with a highly 
specific American background, some 
excellent mechanisms, and a number of 
gaps. Liberation at Riverton is the first 
published scenario for the game, and 
looks like a labour of love forthe design- 
ers. The overwhelming impression is 
that all this is one group's long-tested 
game, reflecting its originators' tastes 
and personalities. 

The game background is an ingenious 
solution to the old ref's problem; how 
come player characters are at once tough, 
free of ties, and ignorant of their sur- 
roundings? In 1962, a mysterious indi- 
vidual (possibly a super psionic) named 
Bruce Morrow, organised a group of lead- 
ing industrialiststofund a projectto pre- 
serve civilisation after a nuclear war. The 
Morrow Project developed a system of 
suspended animation capsules, and set 
up a vast number of 'bolt holes', in which 
small teams of volunteers were placed, 
to awake when the time came for 
rebuilding to begin. Players take the 
roles of team members, who emerge to 
find that the Project 'Prime Base' cannot 
be contacted; not all of Morrow's plans 
have worked out, and things are worse 
than epected ... 

Team types include Recon (light- 
weight scouts - probably the best for 
beginning players), Scientific (versatile, 
well-armed, but stuckwith the most com- 
plex assignments), MARS (Mobile, 
Assault, Rescue and Strike -the military 
heavyweights), and Specialty (mostly 
supposed to assist the civilian popula- 
tion in rebuilding). Team members are 
defined by seven characteristics; 
Strenath. Constitution. Dexteritv. Accu- 
racy, charisma, Psi and Luck. ~ a c h  is rol- 
led on 4d6-4. There are no skills as such; 
the referee (alias PD - Project Director) 
determines what devices characters 
may or may not know how to use, and 
weapons skill is determined by charac- 
teristics, with a vast range of possibilities 
(Accuracy 1 cannot generally hit with a 
pistol, except on a 'Luck Roll'; Accuracy 
20 almost always does). Psi is optional, 
little referred to, and poorly covered; 
Luck is a useful all-purpose 'saving 
throw', but if it is applied as an extra 
chance for gunfire to hit, as suggested, 
the casualty rate could go from bad to 
appalling. Experience is limited to small 
characteristic increases after weeks in 
thefield; no rulesfortraining in off-beat 
areasare provided. A'Role-Playing Sup- 

plement' to cover such things is prom- 
ised, but not soon. 

Players emerge with lasers, flashy 
fusion-powered ATVs and standard con- 
temporary US army gear, covered in 
enough detail to make this a useful 
sourcebook for any 'realistic' game. 

The basic system is good despite 
some inelegancies, with one excellent 
idea. Hit points are divided equally bet- 
ween 'Structure' (distributed round the 
anatomy) and 'Blood' (all in one lump). 
Blood Points are lost at a faster rate, but 
only a few Structure Points may have to 
go before an arm or leg becomes use- 
less; further, a head or chest hit can kill 
or stun immediately. Blunt instruments 
don't shed blood, but do disregard 
armour. Combat play moves quite 
quickly, despite the dreadful layout of 
the rules, butthefull system can only be 
used if the Structure Pointsfor each part 
of each combatant's body have been cal- 
culated; as this takes some time, PDs 
will often have to resort to the over- 
simplified 'NPC Quick Kill' table. 

Next are some notes on conditions in 
the game world, from weather to tech- 
nology; these are brief but sound, and 
lead neatly into the encounters section. 
This includes natural animals, oddities, 
and mutants; the last are handled 'real- 
istically', and so are mostly psychopathic 
regressed humans and some outsize car- 
nivores - less interesting overall than the 
weird and wonderful human cults and 
cultures that have emerged since the 
war (including some with hibernation 
technology akin to the Project's). The 
whole is topped off with a bibliography 
composed mostly of military hand- 
books, plus some novels. 

Liberation at Riverton is intended as 
an introductory module, and it has a lot 
going for it. Clear, direct and obviously 
well tested, if oddly structured, it 
includes data on yet more contemporary 
military gear, and a full set of pre-rolled 
characters with full equipment. Unfortun- 
ately, it also hasflaws. The reproduction 
of the game maps is a little blotchy, mak- 
ing the supply dumps hard to identify, 
and there isa shortage of ground scales. 
Worse, the outer cover - supposedly to 
be used as a PD's screen - has a lot of the 
game secrets splurged all over it. The 
major question, however, is that of 
game balance. The PD's notes freely 
admit that this is a dangerous situation; 
in fact, the players need luck, judge- 
ment, and decisixeness, and if they fail, 
the party will probably get wiped out. 
How vou feel about this is a matter of 
taste ... 

The Morrow Project is a game with a 
verv s~ecificstvle. a lot of strenaths. and 
a lo't of weaknesses. Like any post-' 
holocaust game, it may be a little depres- 
sing; it is certainly quite violent. It is, by 
current standards, simple and playable, 
and could be worse at the price. 

The Morrow Project Liberation at 
Riverton 

Presentation: 4 7 
Rules: 5 n/a 
Playability: . 6 8 
Enjoyment: 6 6 
Skill: 7 8 
Complexity: 7 4 
Overall: 5 6 

Phil Masters 



CRITICAL MASS 
I 

Critical Mass is a regular book shortlists, apart from some obscure 
review column edited by Dave hack called Langford (Who he? -ED) in 
Langford. the category 'best fanwriter'. 

To dismiss all children's titles as 
immature or 'just for kids' is to be in 
danger of missing good books. The H u g os a n d Gruesome BOO* [P~,IO; n .OOI is 

- - edited by Ramsey Campbell, who com- 

Horrors plains that junior ghost-story collections 
are too tame. 'I want those kids tremb- 
ling with fear and lying awake scream- 
ingall night,' he said, or words to that 
effect, and the book's nine stories 
should achieve approximately this. 
Seven are loathsome oldies, classics of 
grue; two are nasty but new, one by the 
editor and one by Modesty Forbids. The 
blurb explains that the book ends with 
"the ultimate horror of 'The Graveyard 
Rats'!" (by Henry Kuttner); presumably 
even the blurb writer couldn't summon 
thecourageto read thefinal story which 
follows Kuttner's. 

The Borribles by Michael de Larrabeiti 
[Piccolo; 286pp; £ 1.50 -why are chil- 
dren's books always so cheap?] was pub- 
lished in hardback some time ago, in 
1976. It and its sequel The Borribles Go 
ForBrokedid well in the USA, but editor- 
ial cowardice or something precluded a 
British paperback until this year. Bor- 
ribles, you see, are souped-up juvenile 
delinquents with pointy ears - street kids 
who never grow up but go in for much 
squalor, swearing and gratuitous vio- 
lence. After far too many sanitized plas- 
tic'children'whose alleged naughtiness 

Once again it's the award season; each never gets beyond the apple-pie-bed 
year the SFIfantasy field presents and banana-skin level, it's refreshing to 
enough awards that it seems extraordi- read about these likeable toughs mur- 
nary that any book should escape. The dering their way across London and 
British SF Association award for best even coming to sticky ends themselves. 
novel of 1982 went to Brian Aldiss's The book is a kind of fantasy quest 
Helliconia Spring, about which I've pre- epic, with a trained gang of Borrible 
viously said nice things. It's the first assassins trekking from Battersea to 
book of a colossal trilogy covering thou- 'Rumbledom' (Wimbledon) on a nefari- 
sands of years on the alien world ous errand. Descriptions of the Thames 
Helliconia; the paperback is out from at Wandsworth make the desolation be- 
Granada in June and volume 2, fore the Black Gate of Mordor sound 
Helliconia Summer, from Cape in quite cosy and homelike ... The aim is to 
Autumn. Meanwhile the SF Writers of slaughter the leaders of the Rumbles, 
America have voted Michael Bishop's allegedly vile creatures like huge rats 
No Enemy But Time [Gollancz] the who live on Wimbledon Common and 
Nebula Award as best novel of 1982; have this tewwible pwoblem of speech 
Bishop is a fine writer who improves impediments, not to mention names lik 
with each book, and this time-travel Vulgarian and Orococco. Yes, quite. I 
story is his best yet, say numerous critics don't knowwhat the Americans made of 
who unlike me have been able to get . all this, but I gather that Womble fans 
hold of review copies and read the thing. were unamused, especially by scenesof 
Gnash, gnash. wholesale carnage in which countless 

Next comes the shortlist for the Hugo Rumbles have their stuffing knocked 
award, thought of by publishers as the out, or worse, and your reviewer failed 
important one: according to the voters to contain his chortles. 
(members of the coming 1983 World SF The book isn't merely rowdy anarchy. 
Convention to be held in Baltimore), The Borribles' underground society is 
1982's best novels were Asimov's Foun- nicely imagined, and the heroisms, 
dation's Edge, Cherryh's The Pride o f  treacheries and callousness follow logi- 
Chanur, Clarke's2010, Heinlein's Friday, cally from the way Borribles are. With- 
Kingsbury's Courtship Rite and Wolfe's out going all preachy, the author makes 
Theswordofthe Lictor. It would be base it clear that this kind of fun adventure is 
and evil to suggest that three of these liable to get you killed: half the main 
are by authors past their prime, whose characters are nastily betrayed and die 
inferior work gets award nominations futilely. As well as considerable imagin- 
largely on the basis of past successes - ative flair, The Borribles has the ring of 
and anyway, I suggested that a couple truth. Expect a game version any day. 
of issues ago. More later about the Back in the good old universe of 'hard' 
others; for now, note that - as usual -the SF, we have Stanislaw Lem's More Tales 
books thought best by Britons and o f  Pirx the Pilot [Secker & Warburg; 
American SF professionals aren't even 220pp; £7.951. Robots run amok, space- 
shortlisted by the American fans who ships shudder and clank, computers go 
vote on the Hugo. Indeed, no British neurotic: it's old-fashioned stuff with a 
items at all appear on the various Hugo modern twist, since underneath the ap- 

paratus of lasers and fusion drives Lem 
is thinking hard about people's relations 
with machine intelligence. The perfect 
thinking machine is never perfect 
because it's been built by fallible us. 'A 
robot that can match man mentally and 
not be capable of lying or cheating is a 
fantasy.' So much for Asimov's Three 
Laws of Robotics! 

Another American book deserving a 
mention is Nifft the Lean by Michael 
Shea [DAW; 304pp; $2.95 - see your 
friendly import bookshop]. Shea's previ- 
ous book, A Quest for Simbilis, was 
remarkable as an authorised continua- 
tion of Jack Vance's The Eyes o f  the 
Overworld, written in an almost perfect 
pastiche of Vance's gorgeously ornate 
style. Traces of Vance are still visible in 
the adventures of master-thief Nifft, but 
Shea has developed a personal line in 
ghoulish inventiveness which makes his 
cosmos lurid and unforgettable. 

There are four stories. One is an ade- 
quate fantasy caper about an ingenious 
theft; another rehashes the old theme of 
the Ancient Slumbering Doom Which 
Comes To The Sinful City, and lumbers 
massively on like a Vance short injected 
with too many anabolic steroids. The re- 
maining two are why you should buy the 
book: both deal splendidly with trips to 
hell. First comes a gruesome journey to 
thelPlace of the Raging Deadl,featuring 
a great deal of the sort of thing H P 
Lovecraft used to call unspeakable, inde- 
scribable and unnameable; Shea speaks, 
describes and names each vile detail, 
and tells a good story. But the heart of 
the book is the other hell-trip, 'The Fish- 
ing ofthe Demon-Seal,a 125-page mini- 
novel wherein Nifft unwillingly descends 
to the demonic subworld in a hopeless 
attempt to retrieve some snotty kid who 
conjured a demon and suffered the usual 
fate of those who mispronounce spells. In 
this garish hell, people suffer grotesque 
transformations and torments, described 
with vast relish and elaboration; the vis- 
ceral variety of Shea's unpleasantness 
never flags, and the gaudy landscapes 
infect your dreams. I enjoyed this one. 

A word about SF conventions. The 
34th British Easter Convention was held 
in Glasgow this year, guests of honour 
being James White (best known for his 
Hospital Station books of medical SF), 
Marion Zimmer Bradley of Darkover 
fame,and USfan Avedon Carol -famous 
as the only female Armenian SF fan to 
have been bitten in the ankle by Jim 
Morrison. As Toastmaster, your reviewer 
was able to shower hideous insults on 
them all ... The 1984 convention is being 
combined with the biennial European SF 
Convention ('Eurocon'), and will be held 
in Brighton over the Easter weekend. 
Guests include Isaac Asimov (I'm al- 
ready training myself to be tactfully 
silent about Foundation's Edge) and 
Christopher Priest (don't neglect to buy 
his The Affirmation -Arena 213pp £2.50 
- if you haven't already). Like to attend? 
Send a 9"x4" stamped addressed envel- 
ope for details, to Seacon 84,321 Sare- 
hole Road (careful with that road name, 
printers), Hall Green, Birmingham 
B28 OAL. 

Next month I'll be writing scathing killer 
reviewsof all the books by Ian Livingstone 
and Steve Jackson now infesting the 
shops. (Oh no you won't -Ed.)O 





MICROVIEW 
I 1 

Microview is a bi-monthly department for computer gaming edited by Mike Costello. This issue, 
a Traveller character program. 

Careers In Traveller 
lar cus L Rowland 

E . I ~ ~ ~ H Y P * T  

This ZX81 listing will generate 
player characters for you inde- 
finitely, a fairly lengthy pro- 
cess which requires a long 
oroaram. We onlv have soace 

for a briej explanation o f  ihe program 
but it's of a straighforward nature -MC. 

The program uses the computer to gen- 
erate player characters for Traveller by 
Book 1 rules. It incorporates all automat- 
ically acquired and earned skills, the 
effects of aging, and all mustering out 
benefits, and can compress the normally 
lengthy generation procedure dramati- 
cally. My biggest surprise when testing 
the program was to discover how many 
characters are killed during the genera- 
tion process. Whiletrying to producean 
experienced scout (admittedly the least 
viable career) I ran through at least 30 
characters who died in the first or sec- 
ond term of service, another 15 who 
were mustered out involuntarily in the 

1st or 2nd term, and 10 who failed their 
recruitment rolls and were drafted to 
other services. The Marines and Army 
fared only slightly better, with Mer- 
chants a clearwinner in terms of survival. 

The program is operated by pressing 
single keys to select options presented 
by the computer. The procedure is other- 
wise entirely automatic. To avoid errors 
keys should be held down for at least a 
second on each selection. When the char- 
acter is generated it can either be printed 
out on paper (with extra space for notes 
included) or summarised on the screen. 

Technical data 
This program avoids the problems of 
memory capacity involved in large DIM 
statements by storing data such as career 
types, skills, etc in long strings (D$), in 
which each item isseparated by a/ sign. 
A separate subroutine (lines 1170-1330) 
finds the desired data. This method is 
slightly slower than conventional DIM 

I B  REM 
30 REM I ... 
3 Q  DIP 
413 LET 

;. %. 

56 LET I :.. 68 LET 

70 LET 

60 LET 

90 LET 

118 ERNC 
120 REM 
130 P E M  
1 4 0  REH 

CRREERS FOR 
BY NFtQCUS L. 
R O  I C . ,  17, 
ns i I:, =-srn~fXBtn -------- 
A 9 1 2 )  ="DEXTERITY-- - - - - -  

R S ( 3 1  ="EWDURRNCE------- 

RC ( 4 1  ="INTELLIGEXC:E---- 

e $ ( 5 )  ="EDUCFtTION------- 

CIS !6i ="500IRL ~ T & P ~ D I N O -  

Q ( C )  
GOSUB 0988 
GOS'JE 1078 
:-=-? 4 = P C  
GG5UE 2900 
GOSUS 1158 
PRINT  FtT 8 ,  22.; hc$ 

storage, and accordingly incorporates a 
FASTcommand which blanks the screen 
for a few seconds during each sorting 
operation. Another advantage of this 
method is that all the data can be seen in 
the program listing, and errors easily 
found. 

Lines 10to 110set upthe main charac- 
teristic (UPP) types forthe character and 
randomise the computer. 

Lines 120 to 420 generate the UPP 
data, operate the enlistment procedure, 
and insert any automatically acquired 
skills. They also set upthe main variables 
such as RNK (Traveller rank) and AGE. 

The term cycle runs from 430 to 900 
but uses many subroutines in other 
partsofthe program. Skills are acquired 
in a loop 580-730, or in the promotion 
subroutine. 

The mustering-out procedure is held 
in lines 1920-2290. To facilitate renum- 
bering routines all GOTO's and 
GOSUB's have 4-figure numbers.0 

P C C = ~  TnErJ LET 

LET er$n:i = s c ~ u ~  
LET VB l i> ="RIF -- 

4 0 0  IF PC=& THEM LET S S l S . >  ="Pit 
n-r - .  

410 IF PC > 1 RP4D PC t 5 THEtf COSUB 
1550 
420 LET S K L = Q  
430 REM a i F r i + * + ? ~ C t + + + t t r * r ~ ~ +  
d4Q REM TERM CYCLF 
a 5 0  REM + * * i * * * + * + r + + + ~ r * r r , w ,  
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Dear WD, 
It strikes me, as I'm sure it does your 

other regular readers, that there is a 
never ending argument about the con- 
tents of your magazine. Primarily in the 
area ofwhich gamesystem(s) you should 
concentrate on. Now, the only commer- 
cially available system I have experi- 
enced is D&D. This was a few months 
ago and I was, to say the least, very un- 
impressed by it and terminated my 
membership of the associated club two 
weeks later. 

Since 1978 1 have bsen using my own 
FRPG system and still do. I try to run a 
high standard of adventure with cohe- 
rent, logical storylines, a realistic world 
and a fast specific combat system to 
name but a few of its features. My small 
group shun D&D and will not play it. 
Because of this I would Iike to thinkthat 
I am not biased towards any particular 
system. 

My view is this. WD, indeed no 
magazine, will ever be able to please all 
its readers in every issue. D&D is still the 
most popular FRPsystem so by concen- 
trating mainly on it you will please a 
majority of your readership which must 
be your aim. But also it should be 
realised that D&Dis not the only system 
and the occasional RQ, T&Tetcscenario 
would not go amiss. 

I have been subscribing to WDfor over 
three years now and as an independent 
gamer it is very rare that I can use any- 
thing from the magazine without convert- 
ing it to my own system first. Role-playing 
depends on imagination and all RPers 
should have the imagination to convert 
material to whatever system is required. 

Providing the magazine presents inter- 
esting ideasand material of high quality 
the majority ofthe readershipwill be con- 
tent; I'm sure this was your policy before 
and it should not be changed. WDis run- 
ning along the right lines - don't let the 
few discontents derail the magazine. 

Yours, 
M W Welch, Basildon, Essex. 

Dear WD, 
Julian Avis (Letters, WD40) wondered 

whv characters in AD&D aain ex~er i -  
enc'e points for finding gdd.   here are 
two ways of looking at this: the player's, 
and the character's. From the charac- 
ter's point of view, accumulation (or 
squandering) of a fortune will buy 
friends and influence people. Since 
'levels' are, among other things, repre- 
sentive of divine favour, the Gods will 
give extra assistance to those of their 
worshipper who have more influence 
among mortals: and the richer you are 
(or the more money you squander) the 
more influence you have. 

From the player's point of view, the 
standard experience point system (be- 
fore modification: I use the Asbury sys- 
tem for the early WDs) awards experi- 
ence only for killing things and finding 
treasure. If the characters gained nothing 
for finding treasure the only way to go 
up levels would be the mass slaughter 
which most peopleeventually get bored 
with. Acharacterwho used his brains to 
circumvent traps, fool monsters, sneak 
past guards, and bluff chiefs would be a 
millionaire but still only first level, while 
the boneheaded hacking post would be 
tenth level but poor, as the last few 
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monsters escape with their lootevery 
time he's hacking his way through the 
last line of guards. But who wants to be 
first level? Characters must be rewarded 
for 'acquiring'treasure, and I g p  = I xp  
is a system which works well when the 
standard treasures from modules are 
divided by 10, which stops characters 
getting vast wealth. 

One other thing in WD40 needs com- 
ment: Dungeonmaster General claims 
thattheeffect of magicshould beexagg- 
erated in battles. I think exactly the op- 
posite. Suppose the defending army com- 
mander has 150 men plus a Ring o f  
DjinniSummoning, against 25,000 attack- 
ing orcs. Who wins? Obviously, the good 
guys, as he sends a djinn whirlwind 
through the orcs. Any large gathering of 
troops attracts the attention of the Gods 
of War, who rely on troops fortheir power 
base. Any offensive magic use will 
attract the attention of the Gods of the 
opposing troops, and the unfortunate 
djinni-summoner will find himself in 
single combat with Gruumsh while his 
djinn fights pitfiends. If troops are wiped 
out by magic the Gods of War will be 
abandoned by their worshippers, who 
will go overto the Gods of Magic, leav- 
ing the Wargods powerless. They will 
not interfere in a battle,sincewinning or 
losing naturally is what their worship is 
all about, but they will interfere with 
magic use. Gods will not protect their 
own MUs if they offend Gods of War in 
this manner. MUs in wartime will be 
limited to casting non-aggressive spells: 
clairvoyance, hallucinatory terrain etc 
while clerics rush around curing, bles- 
sing and chanting. This means that 
Army Commanders (ie Player Charac- 
ters) must rely on their own tactical abil- 
ity, bluff, and double-bluff, far more 
exciting than Alan Paull's idea of fantasy 
battles, which will degenerate into a 
contest to get the most MUs lined up 
with scrolls of fireball and cloudkill. 

Get physical! 
Chris Felton, Sheffield. 

means 'the way of the bow and the 
horse', ie the whole samurai way of life. 

Also, some suggestions: why not al- 
low the use of ju-jitsu's striking tech- 
niques or atemi-waza, very similar 
indeed to the Okinawan technique we 
know as karate? Initial ability and train- 
ing as for kumi-uchi, and damage: for 
STR 01-08 d4+, for STR 09-15 d6+l, for 
STR 16-18 d8+1, STR 18+ d10+1. NO 

, 

strength bonus, since SIZ affects this. 
This leads onto another point. Japanese 
were, and still are to some extent, smal- 
ler and stockier than Westerners - so 
why not change the SIZ roll for them to 
2d6+2 - not a great change, since stocki- 
ness would to some extent counteract 
thechange in height. GMs mightwish to 
add 2 to STR to compensate for this. 

Most importantly, however, Dave 
Morris has failed to emphasize suffi- 
ciently the duties and lack of freedom of 
the samurai. I can easily see a campaign 
where the players follow the 'free train- 
ing' rule and then protest if they are not 
allowed the same opportunities and 
booty as any other RQ characters. The 
result: enormously rich and powerful 
characters, undeservedly so. l suggest a 
means of correcting this. Basically, there 
are two extreme (perfectly correct and 
good fun, but extreme) forms that a 
campaign can take. 

1. A character as a samurai, in service 
to a lord (daimyo), receiving free train- 
ing (and free equipment too, I would 
think), but little money and certainly not 
free to go wandering off, slaughtering 
dragons and walking off with huge 
hoards. His adventures would be mis- 
sions ordered by his lord, with any major 
treasure to be handed over to him. 

2. Acharacter as a ronin or masterless 
warrior. He would have complete free- 
dom, but would have to buy his equip- 
ment and pay for his training at a martial 
arts school. He would be more like the 
normal adventurer type. 
Campaigns can be run at anything bet- 
ween these two extremes. The impor- 

Dear WD, 
About Dave Morris's article Zen and 

the Art of Adventure Gaming; first, two 
small points of detaii. Kwannon or Kuan- 
yin is not a Buddha: she is a Bosatsu or 
Bodhisattva, basically a type of lesser 
Buddhist spirit. Secondly, kyuba no michi 
does not refer to archery from horse- 
back(thiswou1d be called kyubajutsu or 
something similar, though I have never 
heard of a specific name for that art). It 

tant thing is to make sure that if the 
players want free training and/or equip- 
ment, make sure their freedom and 
above alI,the amountofwealth they can 
gain, is reduced. Conversely, if they 
want their characters to be Iike other 
adventurers, they can't expect giftsfrom 
the GM. Afinal point: what about the 
Fine Arts: Haiku, Tea Ceremony etc? 

Yours honourably, 
Daniel Oppenhiemer. 
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Fiend Factory is a regular department featuring readers'monsters, edited b y Albie Fiore. This issue sees 
the final part in our In human Gods series. 

INHUMAN GODS 
Deities for Un-Men: Part IV 

by Phil Masters 

In this final study of the religions 
and divinities of the races intro- 
duced to D&D by the Fiend Folio 
(FF) and White Dwarf's 
Fiend Factory we again use the 
format of Deities & Demigods. 
Our first subject is a race related 
to hobgoblins ... 

Hl'nnb, 
i 

Demigod 

-8)/2-12 
low 

NORKERS Firfful 
Arrnour Class: -2 
Move: 15" 
Hit Points: 93 
No of Attacks: 2 
DamageIAttack: 3-24 ( i  
Special Attacks: See be 
Special Defences: +I or better weapon 

to hit 
Magic Resistance: 60% 
Size: L (9') 
Alignment: Chaotic Evil 
Worshipper's Align: Chaotic Evil 

(Norkers) 
Symbol: Spiked Club 
Plane: Abyss 
ClericIDruid: See below 
Fighter: as 16+ hit dice monster 
Magic Userllllusionist: See below 
Thief/Assassin: Nil 
MonkIBard: Nil 
Psionic Ability: V 
S:20 1:15 W:13 D:12 C:24CH:7 

Norkers worship a rather minor demdp 
prince called Firffuffl'nnb, a hulking 
being of relatively limited power on the 
plane of the Abyss. This demi-deity 
should not be thought of lightly, how- 
ever; he is a resilient monster of consid- 
erable strength and some low cunning. 
Firffuffl'nnb is humanoid in form, 
hunched, with glowing eyes beneath 
heavy brows; he is covered in a thick, 
leathery hide, plates and chunks of 
which alwaysseem to beaboutto shred , 
away, and he carries a huge, shabby 
shield and a vast spiked club. The shield 
is in fact enchanted to +3, and any mor- 
tal who picked it up when the god was 
not using it would suffer 5-30 rounds of 
stunning due to the supernatural evil 
embodied in it; the demigod can strike 
with the club for 3-24 points of damage 
(plus strength bonus), while biting the 
same or a different opponent for 2-12 
damage. The saliva that drips from this 



demon's horribly fanged mouth is slight- 
ly poisonous; any victim who is bitten 
and fails to make a save vs poison will 
be paralysed for 4-1 6 rounds. 

This god of the norkers has the follow- 
ing powers at 13th level effectiveness; 
at will, to read magic, read languages, 
detect magic, good, or invisibility, ESP, 
hold person, teleport, telekinesis 
(13,000gp weight), produce darkness, 
15'radius, and dispelmagic; thrice each 
per day, to cause disease, suggest, 
cause fear in all within 3", warp wood 
and magic missile; once each per day, 
dispelgood, use a symbolofpain, cast a 
phantasmal force, become invisible, 
produce a stinking cloud, disintegrate 
(by touch), cast wizard lock, and gate in 
1-4 type I demons (65% chance of the 
portal opening). 

As a demon, Firffuffl'nnb takes only 
half damage from cold, lightning, fire, 
and gas attacks. He has superior (120') 
infravision, and can communicate with 
any being via a limited form of telepathy. 
On the Prime Material Plane, he is 40% 
likely to be in the company of 4-32 nor- 
kers; his charisma in the eyes of that 
race is 18. 

Norker clerics are shamans of up to 
third level power, who dress and appear 
much like others of the race; no witch 
doctors have ever been noted. These 
priests preach cunning and armed 
strength, and tell norkers that no mercy 
or honour need be shown to other races, 
so long as the cult of Firffuffl'nnb is 
furthered and enriched. 

OGRILLONS 
As both their parent races can become 
shamans, it is not surprising to find that 
ogrillons also include clerical spell- 
casters in their number. However, they 
take after their ogrish parents in this as 
in other ways, being limited to third level 
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advancement as shamans, and being in- 
capable of operating as witch-doctors. 
Most ogrillon shamans follow Vaprak 
the Destroyer, god of ogres and trolls, 
but a few are of more lawful inclinations, 
and worship Gruumsh, often serving as 
assistants in orchish temples. The wor- 
ship demanded by these two deities is 
fully detailed in DDG. 

PEBBLE GNOMES [WD15] 
Naturally, pebble gnomes are quite in- 
capable of becoming clerics of any sort, 
and their immunity to all mystical and 
magical forces means that their level of 
religious behaviour is low. However, 
they do respect Garl Glittergold [see 
DDG] and the other gnomish deities, 
especially Hallasdia Heathfire, goddess 
of burrows, cooking and home life. 

SHADOW GOBLINS [WD26] 
Curiously, no cases of shadow goblin 
possession of clerical abilities have ever 
been noted; it is thought that these 
beings are in some way too committed 
to their use of illusion and confusion to 
make the psychiccommitment demand- 
ed by clericism. However, there are re- 
ports of shadow goblin lairs with small 
shrines, and of these creatures bearing 
unholy symbols; the subjects of this 
respect appearto include Lloth and Kur- 
tulmak [see DDGI. 

SKULKS Ullathimon The Hidden, 
Demigod 

Armour Class: 4 
Move: 22" 
Hit Points: 73 
No of Attacks: 312 or 1 
DarnagelAttack: 2-12 or by weapon (+I) 
Special Attacks: See below 
Special Defences: Invisibility, 

Never surprised 
Magic Resistance: 60% 
Size: M 
Alignment: Chaotic Evil 
Worshippers' Align: Chaotic Evil (Skulks) 
Symbol: Dagger 
Plane: Ethereal 
ClericIDruid: 9th level cleric1 

4th level druid 
Fighter: Nil 
Magic Userllllusionist: 13th level 

illusionist 
ThieflAssassin: 10th level assassin 
MonklBard: 8th level monk 
Psionic Ability: VI 
S:16 (0,+1) 1:22 W:18 D:25 C:17 CH:14 

When the skulks were first driven out 
from the dwellings of men, one of their 
number emerged as a leader of sorts, 
and a master of the skills that the race 
would need to survive. This great teacher 
was skilful, cowardly, conscienceless, 
and clever; he studied any art that might 
enable him to kill before another killed 
him, and he used what he learned well. 
In time, some great and evil being grant- 
ed thisteacher, Ullathimon,certain pow- 
ersthat he sought, and raised him to the 

demi-divine status that his people al- 
ready credited him with. 

In return, Ullathimon swore that the 
Skulks, under his guidance, would con- 
tinue to harass and oppose the race of 
men. He transferred his dwelling to the 
Ethereal Plane, whence he now journeys 
only to waylay and assassinate any of his 
enemies that seem dangerous but vulner- 
able,andfrom that time on, he hassubtly 
directed and channelled the evil ways of 
the Skulks. 
accompanied by 9-12 skulks (80%); other- 
wise, he can summons such a body- 
guard to arrive in 2-5 turns. He will only 
assassinate, never entering into protract- 
ed melees, but he is deadly at this, as he 
has the innate power of permanent 
invisibility (ie opponents who cannot 
see invisible objects attacks at -4, and 
their attacks are saved against at +4); 
this cannot be dispelled, and it combines 
with the demigod's great stealth to allow 
him tosurpriseon 1-7 on d8. Ullathimon 
can always see other invisible objects, 
or those which have been transferred to 
the Ethereal Plane, and his great sen- 
sitivity ensures that is never himself sur- 
prised. His other powers include the 
ability to project a wallof force once per 
day, to dispelgoodtwice per day, and to 
neutralisethe magical powersof any de- 
vice he can touch (other than an artifact 
or relic) for one day, if he chooses; the 
device has a save vs disintegration. 

This demigod carries a +2 dagger, a 
light crossbow with a case of + 7 quarrels, 
and a Staff of the Serpent of the Adder 
type. His clerics, who can be shamans of 
up to the third level or witch-doctors 
with up to second level magic userskills, 
lead worship at small, secret, often move- 
able, shrines; they.teach the creed of 
Ullathimon, which is death to mankind, 
and also to elves and halflings; they are 
less vehemently hostile to other races, 
but they certainly do not like any other 
species.[> 



FIEND FACTORY 

SVlRFNEBLlN 
It is generally reckoned that the deep 
gnomes revere the 'conventional' 
gnomish pantheon, albeit in a different 
form, and with variant emphases and as- 
pects; however, no Svirfneblin with cler- 
ical ability has ever been encountered - 
it is thought that they tend to remain in 
the deep gnomes' home caverns, to 
which other races never penetrate. It 
seems plausible to assume that they 
range up to the sixth or seventh level of 
clerical ability, and that their chief deities 
must surely be aspects of Garl Glittergold 
[see DDG] and Ranssass Rockshaper, 
gnomish god of mines, caves, and 
underground exploration. 

TROLLS 
Normal trolls worship Vaprak the 
Destroyer [see DDG]. However, variant 
and crossbreed types may have different 
tastes. Giant trolls and gianttwo-headed 
trolls tend to revere both Vaprak and 
Grollantor, god of hill giants and ettins 
[see DDG]; no consistent bias is detect- 
able, particularly as no clerical members 
of either of these two sub-species have 
yet been encountered; it isthought that, 
if such exist, they must be shamans of 
no more than third level. Clerical ice 
trolls have been noted occasionally; 
these have been shamans of up to third 
level (no witch-doctors). Ice trolls tend 
to respect both Vaprak and Crionax, 
prince of evil cold creatures [see FF]; 
racial alignment bias means that their 
shamans tend to favour Vaprak. 

WINTER KOBOLDS 
Various minor Winter Kobold shrines 
have been discovered, tended by sha- 
mans of up to third level ability; no 
actual witch-doctors have been reported, 
although a very small proportion of the 
shamans noted have also possessed the 
powers of the race's magic-user class. 
Most of the shrines have been dedicated 
to a deity named Kr'tollomc, who is usual- 
ly thought to be a variant aspect of Kur- 
tulmak [see DDG]; however, this deity 
appears to resemble a giant Winter 
Kobold, complete with a coat of white 
fur, while his alignment appears to be 
neutral evil; some sages have deduced 
from this that Kr'tollomc may be a dis- 
tinct deity, perhaps a spawn of Kurtul- 
mak, dwelling in all probability in some 
cold waste on the plane of Hades. To 
further complicate issues, a few winter 
kobold tribes actually worship Crionax, 
elemental prince of evil cold beings 

XVARTS A'Gallamiull, Lesser God 
Armour Class: 0 
Move: 15"130" 
Hit Points: 183 
No of Attacks: 312 
DamageIAttack: 8-18 (+8) 
Special Attacks: Net, Spells 
Special Defences: +2 or better weapon 

to hit, Immunities 
Magic Resistance: 65% 
Size: M 
Alignment: Chaotic Evil 
Worshippers' Align: Chaotic Evil (Xvarts) 
Symbol: Net and Sword 
Plane: Pandemonium 
Cleric/Druid: 10th level cleric 
Fighter: 13th level ranger 
Magic User/lllusionist: 12th level MU 
Thief/Assassin: Nil 
Monk/Bard: Nil 
Psionic Ability: Nil 
S:20(+3,+8) 1:19W:15D:22C:18CH:15 

Appearing as a gigantic (6') xvart with 
great blue bat-like wings and eyes that 
flash weird colours, A'Gallamiull is a 
mischievious, not to say malicious, 
being who is credited in xvartish myth 
with aiding that species in many suc- 
cessful forays against other races. His 
weapons are a +3 short sword with ego 
and intelligence both 9, aligned tochaotic 
evil, which does double damage in the 
god's hands, and which can detect and 
read magic at will (10th level power), 
and a magical net which the god can cast 
up to 3" to entrap any being within a 10' 
diameter circle (centred on the target 
point). A save vs wands allows evasion 
of the net, which will otherwise hold vic- 
tims immobile until the god orders it to 
return to his hand. A'Gallamiull's net 
cannot be cut or torn, but agile charac- 
ters or beings caught in it have a percen- 
tage chance to work free in any round 
equal to the amount by which their 

dexterity exceeds 15. This deity can use 
swords and net simultaneously, or he 
may use either one or the two devices 
while employing his innate powers. 
These, any one of which he may use in a 
round, include darkness 70'radius, 
magic missile (3 missiles), improved 
phantasmal force, telekinesis (1 0,000gp 
weight), shatter, dispel magic, and mir- 
ror image, all at will; hold person, hold 
monster, dancing lights and glyph of 
warding thrice each per day; charm 
monstertwice per day; and chaos and 
power word, stun once each per day. 

A'Gallamiull is immune to magic mis- 
siles, and cold,fire, lightning and gas all 
do him only half normal damage, but 
holy water does him 1-6 points of injury 
if he is struck by a full vial's worth, 1-2 
points if he is simply splashed. He is able 
to summons 6-36 xvarts to his aid 
whenever he fights on the astral, ether- 
eal, or prime material planes, and once 
per day he has a chance (75%) of success- 
fully opening a gateto bring in a demon 
of type 1 (25%), type IV (5%). type V (5%), 
type VI (45%), or a Succubus (20%) -Yor 
this deity has, at least in part, the status 
of a demon prince. 

Xvarts worship their god in temples 
deep in their lairs. They can becomesha- 
mans or witch-doctors; their clerical 
powers may be as high as fifth level, and 
their witch-doctors may attain fourth 
level magic-user ability. Xvart priests 
favour maces, but many opt to use nets 
against their foes, in imitation of 
A'Gallamiull. These Xvarts frequently . 
display exceptional cunning, often acting 
as advisors to tribal chiefs, although they 
rarely venture out of their home lairs.0 

-- 
Deity Sphere of Animal Clerics Raiment Colour(s) Holy Days Sacrifice Place of 

Control M FNH Head Body Frequency Form Worship 
Crionax Cold Beasts yeti X nla nla White nla Often Mammals Icecaves 
Kr'tollomc Winter Kobolds W~nterWol f  X Helm Scale Mall White Crescent Moon Monthly Humans Mounta~n Caves 
Ullath~mon Skulks V~per X Bare Loincloth Grey nla Var~es Stolen Items Anywhere 
A'Gallam~ull Xvarts Bat, Rat X Bare Doublet Blue NewMoon Monthly Plunder Lairs 
Firffuffl'nnb Norkers nla X nla nla Dtrty Brown nla Often Flesh La~rs 



I RuneRites is a regular RuneQuest 3n. This issue we examine horses 

Have you ever worriedabout how much 
you are loading on your horse, if you 
apply the ENCrule? I certainly: have, and 
welcome Graham Cobley's suggestions 
as a quick method of determining what 
is reasonable, though no doubt others 
could be produced. Warhorses undoubt- 
edly did carry armoured knights with 
shieldand weapons, so they ought to be 
able to in RQ terms. The principle 
applies equally to pack animals; in this 
connection, a recent correspondence in 
The Times yielded the interesting infor- 
mation that army mules could carry a 
maximum of 21 stone (= a little over 
133Ekg) and travel 20-25 miles (32-40km) 
a day, There is no agreed figure for con- 
version from ENCpoints to kg (as origin- 
ally devised, ENC was applied to objects' 
adkwardness as well as their weight, 
and was devised for Adventurers, not 
pack-animals), but the suggestion in 
Trading [WD40] that IENC = 2kg is not 
unreasonable. Applying the lSlZ = 
3ENC rule quoted for the telekinesis 
spell, an average SIZ (1 I )  person would 
weigh 66kg going on for 10 M stone; but 
the objects listed as'lENC, including 
several different sizes of sword, could 
not all weigh 4.41b! -OD. 

I wonder if anyone whose character owns 
a warhorse has bothered to work out its 
maximum encumbrance; I did and found 
thatthe poor creature had been crawling 
about on its belly because of the weight 
on it. As an example here is what a heavy 
cavalry rider [RQ pp1061 weighs: an 
average person is SIZI 1 = 33ENC; 
armour (heavy scale hauberk, plate on 
limbs, closed helm) weighs 8ENC; weap- 
ons may add up to  4-6ENC, say 5; and 
the horse may wear leather barding, 
about 2ENCfor I-point leather. All this 
adds up to 48ENC; but an average horse 
can only manage 21 (29+13/2) and the 
strongest possible 31 (40+21/2), at racial 
maximums. As I don't like rewriting the 
rules, I make the following suggestions 
for what a warhorse should be able to 
carry; they may not be a 'realistic' solu- 
tion, but will at least enable GM's to stop 
horses looking like mountains of equip- 
ment galloping over the plains. Also 
offered is a list of horse breeds for Dragon 
Pass and Prax, with other data; some 
stats are higherthan in the RQ rules, but 
none exceed the maximums set. (Itmust 
be stressed that this list is not an official 
Gloranthan supplement -OD). 

1. A horse may carry any human in the 
normal SIZ range; each point over this 
limit will count as 3ENC points against 
what the horse can carry. 

2. If the rider is carrying equipment 
which exceeds hislher own ENC total, i t  
counts against the horse's ENC too. 

3. Any barding that the horse is wear- 
ing will count against its ENC,as will any 
equipment with which its owner cares 
to lumber it, such as a tent. 

ADARI (Far Point, Adari, and human- 
occupied areas between). Cost: 4000L. 
STR: 3d6+18; CON: 2d4+10; 
SIZ: 3d6+ 12; POW: 3d6; DEX: 2d6+6. 
Highly favoured by dwarf adventurers, 
due to their low height (most of their SIZ 
is bulk) and ability to adapt to  harsh 
climates. 

department edited by Oliver Dickinsc 
and encumbrance in RQ. 

HORSES 
by Graham Cobley 

BREVAN (Native to Grazelands, also 
bred in Sartar). Cost: 4500L. 
STR: 3d6+ 18; CON: 2d4+10; 
SIZ: 2d6+24; POW: 3d6; DEX: 2d8+2. 
Grazelanders must buy this horse, if 
they want a warhorse. 

CHURIAN (Far Point). Cost: 3500L. 
STR: 3d6+18; CON: 2d6+6; 
SIZ: 3d6+12; POW: 3d6; DEX: 2d6+3. 
Short, stubby-legged horse, not very 
fast; charging rate 21. 

DUNSTOP (Lunar Empire). 
As in RQ rules; the Lunar equivalent of  
the standard-bred. 

GRAZELANDER (Grazelands). 
STR: 4d6+12; CON: 2d6+6; 
SIZ: 4d6+6; POW: 3d6; DEX: 3d6. 
Small hardy horse, given to barbarians 
only; charging rate 10. 

JALDON'S HORSE (No Man's March, 
Better Place). Cost: 3500L. 
(free to barbarians) 
STR: 3d6+18; CON: 2d6+6; 
SIZ: 4d4+10; POW: 3d6; DEX: 2d6+2. 
Charging rate 10. 

KlANG DONKEY (Barbarian Town and 
area, eg Sounders River). Cost 3000L. 
(free to barbarians). 
STR: 4d6+12; CON: 2d6+6; 
SIZ: 2d6+12; POW: 3d6; DEX: 2d6+6. 
Larger than modern donkey, fast for its 
size (Move 12), exceptional swimmer. 

KLEPPER (any major city). Cost: 10,000L. 
STR: I d6+30; CON: 2d6+6; 
SIZ: 2d6+24; POW: 3d6; DEX: 2d6+6. 
Riders must be SIZ 14+ and have 50%+ 
Riding ability to get on! After a charge, 
the Klepper must carry on for 20m 
before stopping. A veritable tank. 

ROCKWOOD MOUNTAIN PONY 
(Rockwood Mountains). Cost: 3750L. 
STR: 3d4+18; CON: 2d4+10; 
SIZ: 4d4+10; POW: 3d6; DEX: 3d6. 
Ridden by dwarf adventurers of these 
mountains, also by many ducks; charg- 
ing rate 10. 

SARTARITE (Sartar, Dargon Pass gener- 
ally). Cost: 6000L. 
STR: 2d6+24: CON: 2d4+10: 
SIZ: 3 d 6 + 1 8 ; ' ~ 0 ~ :  3d6; DEX: 3d6. 
A very good fighting horse. 

STANDARD-BRED (any city). 
As in RQ rules; the result of much cross- 
breeding. 

TARPAN or KONlK (Defenders Shore, 
Head Acres. River of Cradles). 
STR: 2d6+i8; CON: 3d4+6;' 
SIZ: 2d6+12: POW: 3d6: DEX: 3d6. 
Barbarians only; same breed called by 
different names; charging rate 10. 

WINGANNA (any large city). Cost: 8000L. 
STR: 2d6+24; CON: 2d4+10; 
SIZ: 2d6+24; POW: 3d6; DEX: 2d4+10. 
Riders must be SIZ 10+ and have 60+ 
Riding ability. An exceptional fighter, 
much sought-after. 

Horse Breeds 
Notes 

1. Where a horse or pony is specified as 
barbarian only, this means that any bar- 
barian from thearea concerned will ride 
one (if not an animal nomad, obviously). 

2. All theanimalscited move at 12, but 
their charging rate varies as show (to 
model the obvious pointthat a Winganna 
can easily beat a donkey in a race). 

3. The prices cited are for warhorses; 
the Klepper, Sartarite and Winganna can 
only be bought as Warhorses, but the 
other breeds will provide cavalry and rid- 
ing animals, at respectively 30% and 2% 
of the price of the warhorse; Cults some- 
times give Rune Lords money for a war- 
horse; I suggest this is 5000L, the price 
of a standard-bred, and that the Rune 
Lord finds the extra cost for eg a Klepper. 

4. Areas and places where available 
are cited after each breed name. 

5. For the excellent fighting breeds 
(Klepper, Sartarite, Winganna), their 
attacking chance with all modes will be 
natural bonus + 5%, or 25%, whichever 
is higher; all other breeds are purchased 
with attacks at 25%. [Graham asked 
whether warhorses could make experi- 
ence rolls for their attacks; 1 think that all 
creaturesshould be able to, with or with- 
out INT (very low or high POW might 
affect their chance), but that warhorses 
can only learn by experience once they 
have had some training in fighting with 
a rider up - of course, if fighting on their 
own they can improve normally. Note 
that their 25%+ chance will be fighting 
on their own; with rider up, all warhorses 
start at 5% before training -0Dl.O 



TREASURE CHEST 

Treasure Chest is a regular SILVER WEB (Evocation) 
department devoted 6 readers' Usable by: M u  
ideas for D&D. This issue, some k ~ $ ~ ~  ,,llevel 
new spells. Duration: 1 turnllevel 

The 

Area of Effect: Special 
Components: V, S, M. 
Casting Time: 4 segments 
Saving Throw: Negates or 11'2 

The area of effect of this spell are as for 
a normal web spell. However, the web 
here formed is non-flammable and com- 
posed of silver. The web will hold any- SO rce ro r 's thing with lessthan l8strength rigid. 18 
strength may break through l'lturn; 
180°, l ' iround and 19+, l'isegment. Any S p e 1 1 B 0 0 k corporeal creature will be trapped but in 
addition any non-corporeal creature 
affected by silver weapons will also be 
enmeshed (eg ghosts). The material 
components are 1 silver piece plus a bit 
of spiders web. 

GREEN DEATH (Alteration) 
Usable by: MU, Druid. by Gary and Terry Saul Level:4, 
Range: 1/z"/level 
Duration: Permanent 
Area of Effect: 1 creature 
Components: V, S, M. 
Casting Tim'e: 4 segments 
Saving Throw: Negates 

0 

The victim of this spell finds his flesh 
transformed into green slime in 1-4 
rounds unless he makes his Saving 
Throw. The material component for the 
spell is a small vial of algae. 

SHIELD OF DISINTEGRATION 
(Evocation-Alteration) 
Usable by: MU 
Level: 7 

Area of Effect: Personal 
Components: V, S, M. 
Casting Time: 7 segments 
Saving Throw: See text 

a successful phys- 
caster must save 

ctim will take 2-24 
shield is normally 

DISRUPTION 

on: 1 roundllevel 

GUARD (Evocation) 
Usable by: MU 
Level: 1 
Range: 0 
Duration: 2 roundsllevel 
Area of Effect: Personal 
Components: V, S. 
Casting Time: 1 segment 
Saving Throw: None 

This spell will 'block' one physical attack 
per round directed against the caster. 
The caster must elect which attack he1 
she chooses to block before the round 
commences. 

Area of Effect: Personal 
Components: V, S, M. 
Casting Time: 1 round 
Saving Throw: See text 

Upon casting, the cleric becomes immo- 
lated in a pale, ghastly flame. This pre- 
vents draining or physical contact by 
undead. Any undead (or creature from a 
lower plane) striking the caster must roll 
on matrix Ill [p75 DMG] asthough being 
turned by a cleric of the appropriate level 
- if such a turning would be successful 
then the creature is disrupted. The shield 
has no effect on othertypes of creatures. 
The spells.material components are the 
clerics holy symbol plus a vial of holy 
water. 

PAINBLAST (Conjuration/Summoning) 
Usable by: M U  
Level: 6 
Range: 0 
Duration: 1 roundllevel 
Area of Effect: 3" x 3" 
Components: V, S. 
Casting Time: 6 segments 
Saving Throw: See text 

Creatures within the area of effect, 
unless they save versus spells success- 
fully, will bewracked by pain and unable 
to move. If they save they may attack at 
-4. The spell will only affect creatures of 
up to 8 Hit Dice. Note: The caster is 
immune to the spells effects even 
though the area of effect centres on him. 

LIGHT SHIELD (Evocation-Alteration) 
Usable by: Cleric 
Level: 6 
Range: 0 
Duration: 3 roundsllevel 
Area of Effect: Personal 
Components: V, S, M. 
Casting Time: 2 rounds 
Saving Throw: See text 

Upon completion the cleric is sur- 
rounded by an aura of dazzling light. All 
opponents are at -2 to hit due to its blind- 
ing effect. Undead orcreaturesfrom the 
lower planes striking the caster must 
save versus spells or be destroyed. All 
material objects striking the caster, 
unless magical, are burnt or melted. 
Note: Even should undead fail to  save 
against the shields effects it does not 
prevent the cleric taking physical dam- 
age or having an energy level drained by 
such a touch. The material component 
of the spell is the cleric's holy symbol. 

VALIN'S TOTAL INVERSION 
(Necromantic) 
Usable by: MU 
Level: 7 
Range: I "/level 
Duration: Permanent 
Area of Effect: 1 creature 
Components: V, S. 
Casting Time: 7 segments 
Saving Throw: Negates 

During casting the spell's victim is 
held helpless, wracked with violent pain. 
On completion of casting the inversion 
occurs, that is death by being turned ,< 
inside out. The result is gruesome and 
very messy. The spell effects may only 
be reversed by a limited wish, wish or 
alter reality. 

RING OF BINDING (Evocation) 
Usable by: MU 
Level: 4 
Range: 5" 
Duration: 1 roundllevel 
Area of Effect: 1 creature 
Components: V, S, M. 
Casting Time: 4 segments 
Saving Throw: Negates 

Upon casting, a steel loop forms in the 
air over the designated victim. It then 
closes round the creature. Once in place 
the ring cannot be broken, nor can the 
victim move, fly, become gaseous, 
shapechange, cast spells etc. 
The material component of the spell is a 
small iron ring. 



NEWS 
1 

NEWS ~EE WORLDS 

Fresh 
Start For 
Travellers 

This month sees the release of a 
package that promises a new 
ideal for Travellers. Attractively 
packaged in a full-colour box 
comes the Traveller Starter Set 
designed especially for less 
experienced 'players. The set 
contains all necessary rules and 
tables as well as two adventure 
scenarios: Mission on Mithr i l  
and Shadows. It is naturally 
compatible with all the other 
Traveller material. The set is 
published in the UK by Games 
Workshop under licence from 
Game Designers' Workshop. 

Other new Traveller items to 
be expected in the near future 
are Forms and Charts, Traveller 
Supplement 12 which contains 
worksheets and forms for 
players and referees, and Bestof 
the Journal, Vol. 3. 

Game Designers' Workshop 
also have some other games in 
the pipeline. The Brotherhood 
will be a game of organised 

.crime, while Campaign Trail wil l 
be a game of presidential elec- 
tions. Dark Nebula, the SF 
interstellar war game, is also to  
be re-released in a new edition. 

I AUTHORITIES WELCOME 
VIGILANTES 

I I I I CTHULHU CTHALLING 

L 
The news that certain of the 
more lawless areas of the city 
were being policed by self- 
styled groups of vigilantes was 
welcomed by the authorities. 
Last night an official spokesman 
said that it was about time that 
the ordinary adventurer-in-the- 
street did something to  help 
with the current crimewave. The 
adventurers in the vigilante 
groups come from ~ s ~ a r d M i n i -  
ature's Dunaeon Adventurers 

WHERE DO THEY DO IT? 
A Special Competition 

Steve Wright does it in the after- 
noon, the Beatles did it in  the 
road, but where do RPG charac- 
ters do it? Frank Baker of Leices- 
ter has already come up with 
some suggestions, for example: 

Dungeon Masters d o i t  behind 
a screen, and 
lllusionists do i t  with mirrors 

We are taking his letter as the 
first entry in a competition. What 
you have to  do is send in some 
more along these lines relating 
to SF and fantasy RPG's. Send 
your entries to White Dwarf, 
Competition Entry, 27129 Sun- 
beam Road, London NWlO to  
arrive not later than 1st July 
1983. The winner will receive a 
set of the Puffin Fighting Fantasy 
Gamebooks (Warlock o f  Firetop 
Mountain, Citadel o f  Chaos and 
ForestofDoom) autographed by 
the authors. In the event of a lot 
of high quality entries, we will 
try to rustle up some more 
wrizes. 

Cthulhu has summoned new 
evil to stalk our world. A new US 
company, Theatre o f  the Mind 
has released two soft-back Call 
of Cthulhu adventures. They are 
The Arkham Evil and Death i n  
Dunwich. Both are very detailed 
and are currentlvavailable in the 

range. In the picture above, a 
Witch (DA57, left) is challenged 
by a vigilante group comprising 
(left to  right) a Halfling Adven- 
turer, Dwarf Adventurer, and a 
Warrior Priest (DA27, 8, and 48). 
Another group photographed in  

welcome, but were still subject 
to the law of the land. He also 
declined to give figures for the I OGREANDOUT 

-1 DRAGONRIDERS 
the old quarter and shown ! 
below was a mixed ethnic group 

ON WAY 
made up of (left to right) a Wood- I The famous Dragonriders from 

number of street-crimes in 
which the assailant was iden- 
tified as a half-orc stating that 
the information was irrelevant 
and could only be used for 
~nflamatory purposes. 

elf Adventuress, Dwarf Adven- 
turess, Halfling Adventuress 
and a High-elf Adventurer 
(DA16, 9,28, and 18). 

The head of the town guard 
stated at yesterday's council 
meeting that the vigilantes were 

SMOKE WITHOUT 
FIRE 

Anne McCaffrey's novels could 
well be winging their way into 
the fantasy gaming world soon. 
Mayfair Games are rumoured to 
be in  the final stages of negotia- 
tions for the rights to produce a 
game based on the books. 

There has been neither confir- 
mation nor denials of the 
rumours currently circulating 
that RuneQuest may soon be 
joining the Avalon Hi l l  stable. 
Whether or not Chaosium 
decide to sell the rights to the 
game remains to be seen. 

Other rumours concern the 
comic book hero Judge Dredd. 
Apparently he may soon be 
appearing in his own comic, 
both in the UK and the USA. The 
American version is presumed 
to  consist of reprints of the 
Judge's adventures in 2000AD 
which formed the basis of 
Games Workshop's Judge 
Dredd game. Both comics are 
rumoured to be appearing later 
in the year. 

NEW GUIDE A GREAT 
BOON SAYS AA 

The AA (Adventurers Associa- 
tion) greeted the publication of 
guidebooks to Tolkien's Middle 
Earth with great enthusiasm. A 
representative at their city head- 
quarters said 'This is just what 
adventurers have been looking 
for. We've all wanted to  explore 
Middle Earth, but until now 
there was no decent guide to the 
place. I suspect many adventur- 
ers will now be holidaying 
there.' The books are published 
by Iron Crown Enterprises as 
role-playing game aids set in 
Middle Earth. They are: Middle 
Earth Guide Book; Angmar; 
Umbar; and Ardor. Each has a 
colour cover and contains many 
maps and details. 

Not so long ago Metagaming 
lost the rights of the game Ogre 
to Steve Jackson. Now, hard on 
the heels of the prediction in 
White Dwarf's last editorial, 
comes the news that Metagam- 
ing have gone out of business. 
Their remaining stocks of games 
were sold off to Hobby Games 
Distributors of the US. 

GOBBLEDIGOOK IN 
NEXT WHITE DWARF 
Next issue sees the introduction 
of Gobbledigook, a new 'comic 
strip. 

In addition there will also be 
Part 2 of Irilian, the complete 
D&Dcity; Part 2 of Cthulhu Now! 
with scenarios in  the '80's; 
Hanufa's Little Sister, more 
RuneQuest fiction and some- 
thing on starport design in 
Traveller plus all your usual 
favourites. 



SMALL ADS 

CLASSIFIED 

A l l  classified ads must be prepaid 
at the rate o f  lop per word, display 
ads £3.00 per scc. Please send 
copy andpayment to White Dwarf 
27-29 Sunbeam Rd, Park Royal, 
London NWIO, making cheques/ 
POs payable to Games Workshop 
Ltd. 

Would you like t o  work at 
GAMES CENTRE? 

We are looking for Managers 
and Staff for our specialist 

games and toys shops 
throughout England. 

Warehouse staff also required. 
Write with details of your inter- 
ests and background. Salesabil- 
ity essential. (Please include 
your telephone number if poss- 
ible). 

The Managing Director, 
Games Centre 

22 Oxford St, London W I A  2LS 

Games Day '83 - Events 
Games Day is the largest event 
of its kind in the world. We re- 
quire experienced Games Group 
or Clubs to create and run Com- 
petition events or participation 
games of AD&D, Traveller and 
RuneQuest; Participation events 
of the most popular FRPs -for 
beginners and experienced play- 
ers; Demonstrations of Fantasy 
and Historical miniatures war- 
gaming; and participation games 
of classic boardgames like 
Starfleet Battles and Car Wars. 
You supply the event and ref- 
erees. l supply advice, play aids, 
figures, electrical requirements 
(If computersare to be used) and 
certain expenses. For further 
details contact: Clive Bailey, 
Games Workshop, 27/29 Sun- 
beam Rd, London NWlO 6JP 

Dragonmeet VI Competitions 
Wanted, experienced Games 
Groups or Clubswilling tocreate 
and run Competition adventures 
of AD&D, RQ and Traveller at 
Dragonmeet Vl, July 16th, Cen- 
tral Hall, Westminster, London. 
You supply the concept and 
referees. I supply the advice, 
play aids, figures, electrical 
requirements (if computers are 
involved) and certain expenses. 
For further details contact me: 
Clive Bailey, Games Workshop, 
27/29 Sunbeam Road, London 
NWlO 6JP. 

Dragonmeet VI Participation1 
Demonstration Games 
Wanted, exciting events for 
Dragonmeet VI, July 16th, Cen- 
tral Hall, Westminster, London. 
I f  you would like to create and 
run a participation adventure 
using your favourite FRP- 
AD&D, RQ, Trav, T&T, Bushido 
etc or a demonstration of fan- 
tasy or SF miniatures wargam- 
Ing, then contact me: Clive 
Bailey, Games Workshop, 
27/29 Sunbeam Road, London 
NWlO 6JP. 

Scenarios? Swordplay! 
lssue 1: A3 pullout starship plan1 
city map; Kuma, a fantasy city; 
Barbarian Gems, a Traveller 
scenario. lssue 2: FelixSicarius 
for Traveller/Space Opera; The 
Northgate Tavern (set in Kuma); 
Mugshots. Each 70p + l o p  p&p or 
£3.00 for 4 issues. Swordplay, 8 
Whitefriars Way, Sandwich, Kent. 

For Sale 
Wargames, AD&D books and 
figures, perfect condition, low 
prices. Send SSAE for details to  G 
Parsons, 13 Sancroft Road, 
Eastbourne, E Sussex BN20 8HA. 

Lead t o  Flesh 
Bring your favourite character or 
monsters to life by sending them 
to us for painting. Send an SAEfor 
an illustrated leaflet or send a 
chequeor POforf2.00along with 
your 25mm figure for a sample of 
our artwork and a leaflet. Write: 
John Hatfield, 6 Woodham Road, 
Catford SE6 2SD. 

Painting Service 
Expert painting service for fantasy 
armies, adventurers, monsters, 
dungeon equipment. Send SAE 
and 50p for Citadel sample and 
rates. To: I Davis, 177 Downs Rd, 
Belmont, Sutton, Surrey. Also, 
fantasy figures wanted. 

Play-testers Wanted 
Living Space Games needs play- 
testers. Successful applicants get 
to play a fairly polished, 'nearly 
final', version of the game con- 
cerned. LSG pays for postage 
both ways, and testers play for 
free. For further details send a 
SAE to: Living Space Games, 68 
Ebrington St, Plymouth, Devon. 

Fantastic Literature 
SF,fantasy and horror fiction, reg. 
ular lists for collectors and read- 
erswriteforfree sam~le .  Gosden. 

HELP! 

Clubs, contacts and events can be 
advertised once at no charge up 
to a maximum o f  40 words. 
Further insertions at the rate o f  5p 
per word. 

Fantasy PBM 
Anyone interested in taking part 
in a postal fantasy campaign? 
Please send a SSAE to Stephen 
Brunt, Hall Cottage, Rectory Rd, 
Abberton, Colchester, Essex. 

D&D Portsmouth 
24-yr old novice requires contact 
with D&D players of any age or 
experience. Write of call: Trevor 
Carter, 1 Stanley Rd, Stamshaw, 
Portmouth PO2 8EL. 

Wanted 
Any copies of Wyrm's Footnotes 
and also any RuneQuest informa- 
tion not included in RQ handbook. 
Contact: M Horrocks, 385 Haw- 
thorn Crescent, Cosham, 
Portsmouth PO6 2TN or phone 
0705 373357. 

Gangbusters 
Are you 12-14yrs old? Would you 
like to play in a 6 player Gangbus- 
tercampaign in the Sutton Cold- 
field area? If so please contact: 
Rob after 6pm on 021 329 2305. 

Wanted 
WDI-17,20,21,24,26,29. Good 
prices paid. Ring 062 183219 or 
write: T Farlam, The Limes, 10 
Kelvedon Rd, Tolleshurst D'Arcy, 
Maldon, Essex. 

AD&D Liphook 
Tense nervous headache? Try 
AD&D in the comfort of your own 
home. If you live in Liphook or 
nearby, why not contact David 
Strong, 76 Headley Rd, Liphook, 
Hants GU30 7PR or ring Liphook 
722940 (eveninas). 

Wanted 
Pen-pal for US. D&D player, 
wanted to exchange ideas, notes 
and anything else. Likes a British 
point of view. Into figures and 
painting. Write: Jeff Goldsmith, 
6.Clubhouse Rd, Brick, NJ 08723, 
USA. 

Wanted 
WD12 in good condition. Please 
contact: Colin Reynolds, c/o 
White Dwarf, 27/29 Sunbeam Rd, 
London NWlO 6JP. 

Help 
Young DM needsAD&D players 
in Reading area. I am willing to 
start (or join) a campaign. Or 
RuneQuest etc. Anybody? Con- 
tact: Mike Cunningham, 104 
Blenheim Rd, Caversham, 
Reading or tel: Reading 476225 in 
evenings. 

Free 
Any material onAD&D, RQ and 
other FRP games will be given in 
return for your own scenariosand 
ideas. Send SAE and your FRP 
material with a list of the kind of 
article wanted in return to Robert 
Lawson, 20 The Ridgeway, Lon- 
don N3 2PH. 

Dragons on the Hill 
The new South East London war- 
gaming club. Membership, 50p, 
manual comes free. We meet at: 
170 New Cross Road, London 
SE145AA. We meet regularly, and 
play D&D, Aftermath, AD&D, 
RuneQuest, Morrow and strategic 
games and other RPGs. 

Champions 
Adventure Guildwill be running a 

'participation game of Champions 
at Dragonmeet VI on July 16th. 
Anybody wanting to participate 
should bring charactersfor 
scrutiny. See you there. 

25 Avondale Road, ~ a ~ l e i ~ h ,  
- 

Essex. Wanted CLUBS 
Any fanzines: TC, Q&Q, DL, WF, 

Clawsoft TBH, etc and WD. Exceptional FRP Preston 
Best in BBC Micro software. Now prices paid. Also any FRP players The Dark Crypt Gaming Club 
available Games 1. Bar-room in SW London area to olavAD&D. Games: AD&D. RQ. Traveller, Car 
Brawl(refs aid as seen at Northern 
Games Day). Send SSAE for lists 
to: Clawsoft, 9 Victoria Ave, 
Didsbury, Manchester M20 8GY. 

Guild of Dungeon Masters, 
Yorkshire Branch 
Would anyone interested in form- 
ing a branch of this organisation 
in the York area to support down- 
trodden D&D referees and to 
exchange ideas please write to: 
Bruce Walton, Goodricke college, 
University of York, Heslington, 
York. 

T&T, RQ, SOet al?.   in^ wos on 
947 3986 after 5.00pm. 

For Sale 
Large AD&D collection of mod- 

Help! 
Lonelv 14-vr old. Plavs AD&D/ 

Tempestuous Orifice Ill 
Ph'nglui mglw'nafh Cthulu R'lyeh 
wgah'nagl fhtagn. The time of 
waiting is over, TO3 has come! 
Crammed into 32 photo-reduced 
pages are reviews, comment, and 
articles on RuneQuest, AD&.Dand 
C o f  C. Send 55p + 5p (p&p) to: 
Steve Norledge, 75 Hawkhurst 
Way, W Wickham, Kent. 

Desperately Wanted 

~ravei ler.  seeks clubjplayers in 
Barnstaple area. Unfortunately, 
relatively new to both. Contact: 
Andrew on 74468 after 5pm Mon- 
Fri or write to Orchard House, 
Rumsam Rd, Barnstaple. 

NANCON 88-VI 
July 29,30 and 31,1983 at the 
Greenway Plaza Hotel, 6 Green- 
way Plaza East, Southwest Free- 
way at Edloe Street, Houston, 
Texas 77046, USA. Featuring 
Role-Playing-Games, Board- 
games, Miniatures plus a large 
dealers room and open gaming. 
For further information forward 
SSAE to NAN'S Game Headquar- 
ters, 118 Briargrove Center, 61 00 
Westheiner, Houston, Texas 
77057, USA or tel: 713 783 4055. 

ules, figures and Traveller Minifigs, Valley o f  the Four Winds 
rulebooks, perfect condition, send figures wanted desperately. 
SAE for details. Peter Warner, Please contact: K Adams, 
36 Green Lane, Rainbow Hill, 18 Somerset Close, Cambridge 
Worcester WR3 8NY. CB4 2HW. 

Postal Campaign 
AD&Dcampaign on Gorlus. An 
entire world to  explore and pil- 
lage, i f  you can. Send large SAE to 
G Squibb, 108 Teddington Park 
Rd, Teddington, Middx. 

Wars (plus other RPG's and 
boardgames). 
Time: 2.00-7.00pm on Saturdays. 
Place: Member's houses. 
Comments: All welcome, ages 
13+. No experience necessary. 
Contact: Peter Thompson, 
60 Beechwood Ave, Fulwood, 
Preston, Lancs PR2 3SE. 
Tel: 0772 729647. 

MAIDSTONE, KENT 
Maidstone Gamers 
Games: Boardgames, RPG, war- 
games and drinking. 
Time: 6-1 1 pm Wednesdays. 
Place: Rose and Crown, High 
Street, West Malling. 
Comments: New club, open to 
new ideas; over 18's, please. 
Contact: Ken Hay, Maidstone 
2651 2. 

BANGOR, N WALES 
UCNW Wargames and RPGs 
Society 
Games: Anything. 
Time: Friday and Sunday. 
Place: Members rooms, Univer- 
sity, Bangor. 
Contact: Dave Baynham, The Stu- 
dents Union, Deiniol Rd, Bangor, 
Gwynedd LL57 2TH. 



GALACTIC CONFLICT 
Salactic Conflict is a brand new computer moderated game 
slayed by up to 15 people through the post. It 's run on a 
JK computer with fast turnarounds between turns. GC pits 
~p to 15 players against each other in a race and war to 
conquer the known galaxy. It runs to a set, but secret 
number of turns, and a t  the end there is  only one winner. 
GC rules costs .50p, a turn costs f 1.50 plus an SSAE. 

TERRA II 
Terra I I i s  a brand new computer moderated game of tribal 
migration and conflict. It is entirely computer run with no 
human moderator to mis-interpret your instructions. T I I is  
run in the USA and played via ICBM's postboxing service. 
T II i s  a continuing game for any number of people, the 
rules cost f 1.50 and a turn is  f 1.75 plus an SSAE. Be 
warned though, T I I is  NOT a simple game. 

Two brand new games from ICBM, the people who bring 
you STARWEB and UNIVERSE 11, the people who started 
the computer moderated hobby in the UK over 10 years ago. 

COMING SOON ... CONQUEST I I i s  a fixed deadline set 
piece game of tribal battle. 

ICBM PO Box 94 Bath St., Walsall West ~ i d l b d s  

ICBM, THE FIRST, THE BIGGEST, THE BEST. 
CATCH US I F  YOU CAN 
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REVIEW FOR 

POSTAL GAME 
12 MONTHS SUBSCRIPTION RATES: 

. . . . . . . . . . . . . . . . . . . . . . . . .  I UK & Ireland £10.00. I .Europe (Alr)/USA & Elsewhere (Surface) £17.00 ($31.00). 
I 

. . .  
USA & Elsewhere (Air) £25.00 ($45.00) . . . . . . . . . . . . . .  1 6 MONTHS SUBSCRIPTION RATES: 

I 
IN 

UK & Ireland £5.50. . . . . . . . . . . . . . . . . . . . . . . . . . .  
Europe (Alr)/USA & Elsewhere (Surface) £9.00 (8 16.50). 

I 
. . . .  I USA 8, Elsewhere (Air) £13.00 (823.50) . . . . . . . . . . . . . .  I 

UK & Ireland £1.00 (75p +25p p&p) I 

37 
I f  you have, and would like to be involved, fill in the form 
below and return with chequeIP.0. for f5.00 payable to 
K.J.C. Games. 
Copies of White Dwarf review available free on request. *------------ 

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

. . . . . . . . . . . . . . .  
1 Europe (Air) & Elsewhere (Surface) £1.50 ($3.00). 

USA & Elsewhere 1A1r) £2.20 ($4.00). 

I 
I wish to begin my subscript~on with the current issue. 

I 
I 

Please make your cheques/POs payable to (no cash accepted) Games 
I 

1 Workshop Ltd., then send them to GAMES WORKSHOP LTD., ( 
27-29 SUNBEAM ROAD, LONDON NWlO 6JP. I VISA (Barclaycard) 81 ACCESS holders can subscribe by telephone ( 

Please enrol me in Crasimoff's World. Enclosed is £5.00 for which I I I on 01-965 3713. I receive the rulebook, set up material and the furst four rounds. PLEASE PRINT CLEARLY IN BLOCK CAPITALS 
Future rounds are £1.25 each. 

I 
. . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . .  I N A M E . .  . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . .  

ADDRESS 
1 

. . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . .  . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . .  I ADDRESS 

. . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . .  . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . .  
I 

I . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . .  I . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . .  
. . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . .  1 ::j.:.n gimes, 5 Vicarage Ave., Cleveleys, Lancashire F'f5 280 

WD42 

I - - - -  
- I I I ) I I I W I I I I I  - I 



OTHERWORLD ART1 FACTS 
SET 4: STONEWORK STRUCTURES 

(Designed by C. J. Bulis B.A. [Architecture] ) 

A set of  3 dimensional 25mm scale accessories containing 48 
pieces including 16 columns, 2 archways, a large flight o f  steps, a set 
o f  decorative pots and jars, stone slabs and cubes, hexagonal discs 
and blocks and more. 

The selction can be used by itself or i n  conjunction with our 
previous sets (as already advertised) t o  provide a large variety o f  new 
settings for 25mm scale miniatures for fantasy gamingand modelling. 

Boxed Set 4 costs £8.75 inc. P&P. 
I f  any two or more boxed sets are ordered, deduct £ 1.00 from the 

total cost. 
For fully painted sets add £2.00 per set. 
ORDERS TO: Otherworld Artifacts, Westmount House, 

49 Kingston Lane, Southwick W.'Sussex. (Tel: Brighton 595353) 
Please allow 28 days for delivery. 
Overseas Orders: Please add 50% for postage and packing. 
SAE for individual lists. Barclaycard/Access orders accepted. 

TRADE ENQUIRIES WELCOME 

Please mention White Dwar fwhen replying to  advertisements 36 

SPECIALIST GAMES CENTRE 

STLES IN THE AIRv 

Send now or ring for your games guide, price l is t  
and details of our group visitingservice - orcall in 
to our showroom on Monmouth Road, Raglan, 
Gwent NP5 2ET. Tel: (0291) 690 214. 
Hours 9.30am - 8.00pm. Monday to  Saturday. 

STOP PRESS: 
WATCH THIS SPACE FOR DETAILS OF 
FUTURE GAMES WEEKENDS 

v 

Vorcon Wars 
A Computer Moderated Play-by-Mail Game for 

both Stratergists and Sci-Fi Buffs 

The game is built up around many aspects but with 
the main themes of exploration, trading and con- 
flict. The playing area is  the surface of the inhabited 
planet 'VORCON' where your spacecraft has land- 
ed. The varied terrain, laid out in hex format, can be 
fully circumnavigated in your search for mineral and 
industrial wealth. Excellent facilities for alliances 
but should battle commence the game excells with 
all aspects such as fortifications, minefields, r e  
treats, surrender and finally death, portrayed in 
depth. The attentive player can use rocket and sat- 
ellite technology t o  move men and ultimately 
launch a nuclear offensive. 
Each turn you receive a map, status reports, your 
previous battle results and a new orders sheet. I f  
you would like to enter the eighth game f 1.50 pays 
for your first three printouts, the rule book, a blank 
map sheet and postage. Or just write to  me for more 
information at:- 

J, NICHOLSON. 71 JUNIPER, BIRCH HILL, 
BRACKNELL, BERKS. 



Adventure in TolkienS 

Now you can adventure in the Middle Earth of Tolkien's 
Hobbit and Lord of the Rings with this new range of 
campaign guide books from lron Crown Enterprises. 
MIDDLE EARTH: A sourcebook containing an introduction 
to Middle Earth and a full colour 24 x 36" map detailing 
the continent and its lands. f6.95 
ANGMAR, LAND OF THE WITCH KING: A 48 page guide 
to  the lands, peoples and politics of Angmar, places of note 
including Carn Dun, Trolls, Giants, Dragons, Wargs and, of 
course, Orcs, plus a double sided full colour map of the Land 

of Angmar and the City of Carn Dun. f7.95 
UMBAR, HAVEN OF THE CORSAIRS: A 52 page guide 
to  the city, its people and politics, Wizards, Merchants, 
Smugglers, Thieves and Armourers, plus a double sided, full 
colour map of the Land of Umbar and the city itself. £7.95 
NEW! THE COURT OF ARDOR f7.95 

The Middle Earth Series is published by lron Crown 
Enterprises and distributed in the UK by Games Workshop 
Ltd., 27/29 Sunbeam Road, London NWlO 6JP. 
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BE PREPARED FOR THE NEW SEASON OF ADVENTURE 
During June 1983 you can gather the equipment you will need 

for the coming months of adventure using this special offer on the 
new Games Workshop Top Thirty Range of Games & Play-aids 

1 
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?d Set 
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FREE D u ~ u u c u ~ v  DOORWAY SENT WITH EACH ENQUIRY 

Here at last - the fantasy playing aid you've been waiting for 
since Arioch knows when I A finely detailed range of dungeon 
chambers, passages and accessories cast in sturdy resin to 
bring your games one step closer to reality. 

Send SAE for details to:- TORCHLIGHT (DEPT'WI, 
23, Cliffmwn Road. Southend-orrSea, Essex. 
TRADE ENQUIRIES WELCOME. 

Local Stockists: WARLORDS, 818 LONDON ROAD, HADLEIGH 

For protection from evil sorcery! 
This powerful talisman, liberated 
from the fabled temples of a secret 
ophidian cult, i s  now available to  
delvers and questers! 
f4.50 inc. p&p (width 5.5 ems) 

Eastbourne, E. Sussex BN22 

LAST CHANCE, 
10 ASH ROAD, HEADINGLY, LEEDS 6 

Telephone 0532 744235 
Open Monday - Saturday 9.30 - 6.00 

ESDEVIUM GAMES 
LOW COST MAIL-ORDER SPECIALISTS - 

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

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

Some of our special lines. 

@ 
.. 

The INTERNATIONAL TEAM games. Large mounted mapboards, 
die-cut counters, beautiful artwork. Generally simple or simple1 
moderate complexity. (Number of players in brackets.) 
KROLL & PRUMNI: Exploitation and colonisation among the stars 
(2) . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . .  f13.00 
IDRO: Revolt of the Tritons in the undersea world of Moog (2) .El4 
WOHROM: Contenders for the throne must battle with swords and 

. . . . . . . . . . . . . . . . . . . . . . . . . . . . .  magic (2). f16.00 
V I I  LEGIO: Simple RPG of galactic exploration (3-7). . . .  f16.00 
MILLENIUM: Strategicltactical game of interstellar combat and 
invasion (2) . . . . . . . . . . . . . . . . . . . . . . . . . . . .  f16.00 
ZARGO'S LORDS: Magic duelling for power in the fantasy world 
of Zargo (2-4) . . . . . . . . . . . . . . . . . . . . . . . . . . .  f16.00 
THE DRAGON TREE 
Especially for all DMs who want to  make their adventures interest- 
ing and intelligent. 
HANDBOOK OF TRAPS & TRICKS: Over 100 ready-to-play traps 

. . . . . . . .  &tricks of a w~de variety of type and cornplxity f5.95 
DRAGON TREE SPELL BOOK: Some 225 spells, zero to 10th 
levels, wide in range and use. . . . . . . . . . . . . . . . . . . .  f4.95 
BOOK OF ARTIFACTS: 200+ treasurelartifacts with users, use, 
misuse, prices powers and occurence . . . . . . . . . . . . . . .  f4.95 
MONSTER FILE Vol. 1: Full of instructions to show your players 
and descriptions for you . . . . . . . . . . . . . . . . . . . . . .  f4.25 
YSGARTH RULE SYSTEM (Ragn): A new RPGsystem, widely accl- 
aimed for emphasis on RPdevelopment & realisticworld design f7.95 

HOME COMPUTERS 
SOFTWARE & BOARD GAMES 

These are justsome of ourgames. 
Our catalogue contains details of 
virtually all games available in 
the UK. Send 16p in stamps & 
16Y5 SAE (overseas 4 IRC) for 
a copy (free with orders overf5). 

Telephone Orders with ACCESS 
Payment in f Sterling please. 

* Board games from SPI, TSR, 
Games Workshop etc., etc. 

8 Software: games, education, adventures for 

ESDEVIUM GAMES (2W) 
185 Victoria Road, Aldershot, 
Hants GUl  I 1JU 
Tel: Aldershot 31 1443 
(Shop hours) 
Farnham 722269 (other times) 
NO POSTAGE ON MANY 
GAMES FOR REGULAR 
CUSTOMERS 

2x81, Spectrum, Vic, BBC, Dragon etc. 
Our range grows daily! * Adventure games for al l  ages including 
'Dungeons & Dragons', 'Star Frontiersf, 
'Traveller', 'Cthulhu' . . .  

I I 
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The Fantasy Role-Play ing (:a rne 

Pavis is the long-awaited RuneQuest city THE CITY GUIDE: A complete background to 
campaign which brings to life the fabled city the city lands, politics and neighbourhoods. Plus 
mentioned in the rulesbook and Cults of Prax. rumours and a gui ing in Pavis. 
This pack contains a map of the city, a chart of 
the great Zola Fel River, a background book for PAVIS EPISODES. V V L A L U ~ ~  to the City - street 
players, a city reference book for referees, and a encounters, Burglary at Raus's House, and the 
range of Pavis adventure opportunities: epic adventure The Cradle, set along the River 

of Cradles (Zola Fel). 
COMMON KNOWLEDGE: presents Pavis past 
and present for both players and referees, A MAP OF THE NEW PAVIS AND THE 
descriptions of the people and rulers of Pavis, RIVER OF CRADLES: Campaign maps for the 
the city cults - Flintnail, I layers. The latter allows New Pavis to be used 
Zola Fel, and introduces Gii I a regional base, perhaps linked to the nearby 
from which to explore the c ORDERLANDS campaign. 

PAVIS FROM : GAMES SHOPS EVERYWHERE 
"PICE f 14.95 

Lanbril, 
mpys a s 
:ity. 

Pavis an 
uitable 1: 

BETTEF 

de to liv 

:. ' ( A T P I , ,  
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Tel: (0865) 721348 

iAMES SHOP 
We now stock 

TORCHLIGHT 
FANTASY 

as LI 

Dungeons & Dragons .I am,u I I I -~ 

RPGs and supplements. War Games * 
Science Fiction Games * Figures * Bellona 

Scenery * Rulebooks 

818 LONDON ROAD, LEIGH-ON-SEA 
Tel: SOUTHEND 73308  c!?!! Open 9.30-1.30 and 2.30-5.30. Closed Mondays 

JCTS 

..- ..--I .-.-. 

NEW RELEASES 
FA20 Legion of the Damned with Sword. 35p 
FA21 Legion of the Damned with Standard35p 
FA22 Rune Heroine with Cloak & Sword. 30p 
FA23 Rune Hero with Sword & Shield . . 30p 
FA24 Paladin drawing Sword. . . . . . . .  30p 

(FA20 & 21 are companions to FA131 
SCI-FI RANGE 

. . . . . . . . . . .  SF1 Future City Cop. 30p 
. . . . . .  SF2 Future City Female Cop. 30p 

. . . . . . . . . .  SF3 Future City Villain 35p 
. . . .  SF4 Space Adventurer Advancing 3511 
. . .  SF5 Space Adventurer cocking Gun 35p 

P&P 10% (min. 25p) * SAE for full l i s t  
DENIZEN MINIATURES 

1 Laurel Cottages, Keymer, Hassocks, Sussex BN6 8QT 
Trade Enquiries Welcome 

Remember - back issues of White Dwarf go fast. There are only 
limited stocks of the following back issues still available: 

que/PO (nocash accepted) to Games Workshop 
to  Games Workshop Ltd., 27/29 Sunbeam Rd., 

MINIATURES 
UNIT 14, ENGINEER PARK, FACTORY R DYCROFT, 
NR. CHESTER CH5 2QD. Tel: (0244) 53701 

CM5: Mummy; CM7: Wight; CT7: Evil Dwarf 

NEW AND REDESIGNED FIGURES 
. . . . . . . . . . . . . . . . . . . . . . . .  CM5 Mummy.. .35p 

CM7 Wight . . . . . . .  1 5 ~  
CFlO Thief . . . . . . . .  5 P 
CF19 Half ( . . . . . . . .  5~ 
CF24 Fight1 Two Handel 5~ 

. . . . . . . . . . . . . . . . . . .  CF9 Elf Fignrer~v\lizafd. a5p 
NEW HOBGOBLIN UNlT SET 
25 Figs. Set: All types and variants. . . .  £9.15: Save f 1.00! 
13 Figs. Set: All types . . . . . . . . . . . . .  £4.85: Save 50p! 
ORC SETS 
31 Figs: Al d variants ! 
11 Figs: Al . . . . . . .  ! 
ORC ARMleb: to r  full details sena ~ A I  

KOBOLD SET: 10 figs. all types &variants f 2.30: Save 25p! 
RuffianIThief Set: 5 figs. all types . . . . .  f 1.30: Save 20p! 
MAIL ORDER: Please add 10% (minimum 30p); 50% Airmail; 
33% for Surface and Europe. Post free over £15.00 (UK only). 
For full l i s t s  of Adventurers, Monsters, Anti-Types, Odds & Bods, 
plus Orc Army details and news of new and forthcoming releases, 

\send 25p + SAE. TRADE ENQUIRIES WELCOME 

I types an 
I types . . 
m-.. - , 

OAD, SAN 
12 

. . . . . . .  
I . . . . . .  
. . . . . . .  

Save 85p 
Save 35p 
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A GUIDE TO BUILDING / YOUR TRAVELLER ADVENTURE T ' A  
1 Each o f  the  tables below consists o f  a general 

category, w i t h  each i tem placed i n  suggested 
order  o f  purchase. I n  general terms, items at  
the t o p  o f  each l is t  may be required t o  make Science-Fiction Adventure in 
fu l l  use o f  the items fur ther  down  f o r  role- 
p lay ing adventure w i t h  TRAVELLER. the Far Future I 

I 

GENERAL RULES 
NEW: Traveller the game o f  the future. 
Revised presentation Traveller rules 
compatible with the whole range and 
ideal for beginning players £7.95 

1001 Characters £2.50 
Animal Encounters £2.50 
FCI Consumer Guide (FASA) £4.50 
Citizens o f  the lmperium £2.50 
Scouts & Assasins (Paranoia Press) 99p 
Merchants & Merchandise 
(Paranoia Press) 99p 
SORAG (Paranoia Press) 99p 

OFFICIAL CAMPAIGN 
BACKGROUND 
Library Data A-M £2.50 
Library Data N-Z £2.50 
The Spinward Marches £2.50 
The Solomani Rim £2.50 
Beyond (Paranoia Press) 99p 
Vanguard Reaches 99p 
Journals of the 
Traveller's Aid Society £ 1.50 
Best o f  the Journal Vol. I1 £2.95 

DETAILED ADVENTURES IN  THE 
SPINWARD MARCHES 
ShadowsIAnnic Nova £2.50 
Research Station Gamma £2.50 
Twilight's Peak £2.50 
€xpe;lit 
Chamax 

ion to Zhs 
PlagueIH 

odane £2. 
orde £2.5 

Trave ller is  pub 

GUIDELINE ADVENTURES I N  THE 
SPINWARD MARCHES 
Across the Bright FaceIMission to  
Mithril £2.50 
The Kinunir £2.50 
Leviathan £2.50 
76 Patrons £2.50 
Divine Intervention1 
Night o f  Conquest £2.50 

ADVENTURES IN  
THE SOLOMANI RIM 
Marooned/Marooned Alone £2.50 
Argon GambitIDeath Station £2.50 
Prison Planet £2.50 

ADVENTURES 
BEYOND THE IMPERIUM 
Legend o f  the Sky Raiders £4.50 
Trail of the Sky Raiders £4.50 
Fate o f  the Sky Raiders £4.50 
Uragyd'n o f  the Seven Pillars £4.50 
Ordeal by Eshaar £4.50 
Rescue on Galatea £ 4.50 
Far Traveller Magazine £2.95 

STA RSH I PS 
Mayday (boxed) £6.95 
Traders & Gunboats £2.50 
Broadsword £2.50 
IlSS Ship Files (Games Workshop) £1.95 
Action Aboard (FASA) £4.50 
Adventure Class Ships I 
(FASA, boxed) £8.95 

i s s  Ships I I kdv enture CIi 

(FASA, boxed) £ 8.95 
Aslan Mercenary Cruisers 
(FASA, boxed) £8.95 
Merchant Class Ships 
(FASA, boxed) £8.95 

ADVANCED SPACE COMBAT 
High Guard £2.50 
Trillion Credit Squadron £2.50 
Fighting Ships £2.50 
Fifth Frontier War (boxed) £ 11.95 
Invasion Earth (boxed) £9.95 

ADVANCED GROUND COMBAT 
Mercenary £2.50 
Snapshot (boxed) £6.95 
Striker (boxed) £ 10.95 
Azhanti High Lightning (boxed) £ 17.95 

PLAY AIDS 
System Data Sheets £ 1.50 
Ship's Papers £ 1.50 
Starship Layout Sheets £ 1.99 

BOXED 15mm FIGURE SETS 
Set 2 - The Military £3.95 
Set 3 - Ship's Crew £3.95 
Set 4 - Citizens £3.95 
Set 5 - Aliens £3.95 
N. B. As Boxed Figure Sets sellout, 
they will be replaced by blister packed 
groups. 

TRAVELLER HARDBACK SERIES 
The Traveller Book (rules) £ 10.95 
The Traveller Adventure £ 10.95 

~y Games Designers' Workshop and distributed in the United Kingdom by Games Workshop Ltd. 
See the range at your local games shop today. 
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E h  yaw imagination and r&-eying ski l l  olutpwm your 
current adventure pme? Are you looking for the system on 
which to h e  your own adventure wmld? Then consider 
RUNEQIEST - rde-playing adventure without frontiers: 

I * RUNEQUEST eanht is rexitic, but the rystcrn used is 
playable and wm't  dsw down ahventures. 

4 RUNEQUEST magic krnaruls player-character skill. 
Battle Ma&, which is avdahle to dl adventurers, enchances 
p e n d  dilitks. The more powerful Rune Magics require 
cdt training d experience far full effect. 

* RUNEQUEST gives you an adventure w d d .  This world 
is Glorankha, a rn y t k i d  continent, which is fully mapped and 
described in the RuaeQuest rules md supplements. 

* RUNEQUEST advmtms are now avdabk in solo 
format. See SoLuQuest - three introductory scenarios; 
Sco~pion Hail - a tau& citadel adventure; and The Snow 
King's Bride - a complete solo campaign. 

* RUNEQUEST evolves aad develops with player's needs 
providing scenarios, figures and facts. 

I 

C 
SOLOQUEST THE YEW BRUU PAWS 

SloQueot, Scorpion Hall Nine cross-bred Brm, b d  m the ghastly A complete RuneQuest 
and Snow King's Bride descriptions given in RmeQuwt BofdaImdr. City Campaign 

This boxed set includes twdvc chaos-qmmd 
heads far you to assemble 

People Who Prefer Role-Play To Hack-And-Slay 



fend The Gala 

.?I 
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Join The Galactic Task Force.
STAR FRONTIERS" bam@;..trom the mrkerr Play the rokr of r Drslasb, Vrua,  Human or 
of DUNGEONS Ch DRAGONS@ Qam8 and YanTrbn. By playing any one of these, you 
otherpop~ro~pl~gadurmturear.Sharpen becomeamemberofthsGalacticT#kF~rce I

your role-playing skills with the science fiction Your mission is to defend the galaxy against ;- - 
game thaps taken years to d e v e l ~ & ~ ~ -  - ,  - - . , ruthless adversaries. ~ t ' s  a tough -job, but

f, : .-> ! I .  . . you're equipped for just about anything! 
; $2 +<i i.3; b 

Game includes basic rulebook, expanded rulebook, first module (SF-0)' maps, counters and dice. 

TSR Hobbtss, (UK) r la. 
The MIW, bUmum Rd. 




