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I Have you ever pressed the imaginary 
button on the dashboard of your car to 

I vaporise the idiot driver in front? 
W L E C A R S  is a game in which 
'dangerous driving' takes on a whole 
new meaning. vent your frustrations I onotherplayenbyahingyourcar 
with machine guns and rock~ts. Watch 
with glee as cars explode into fireballs. 

I Driveonandsmileasthenextvictim 
comes into range. Set the gunnery I computer and squeeze the trigger - 
than BOOM! 

How long can y w  survive in the 
deadly arena of the future? Do you ' have what it takes to be a highway 
warrior? 

Only by playing BATTLECARS, with 
its unique simulation of driving skill 

I and combat, will you ever find out. 

BAlTLECARS is the latest title from Games Workshop, developed 
by Ian Livingstone and Gary Chalk over a period of three years. 
But this is just the beginning; Expansion Sets, Role-Playing 
Supplements and Miniatures are yet to come. 
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GAMES WORKSHOP'S 

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

board, computer and tabletop games 

* Dungeons & Dragons Prize Competition * Over 30 Trade Stands * Bring & Buy Stall * Live Action Fantasy Battles with Treasure Trap * Refreshments, snacks and licensed bar * The Great Games Day Auction * Painting Competition - single and multi-figure classes * Fantasy and Historical Miniatures Wargaming * Role-playing adventures for beginners * Competition and participation events featuring adventure, 
board and computer games * The Fanzine Stand * Eggocentral, the Games Players' Register 

SATURDAY NOVEMBER 5th 10.30am - 6.00pm 
SUNDAY NOVEMBER 6th 10.00am - 5.00pm 
THE ROYAL HORTICULTURAL SOCIETY'S NEW HALL, 
GREYCOAT STREET, LONDON SW1 

ADMISSION f 1.25 per dav 

Dial- A-Game 
on 01 - 965 3713 
Can't find the adventure you 
require? Then try us, Games 
Workshop Mail Order - the games 
shop a t  the end of your phone. 
We have over 500 games and 
play-aids in stock right now, and 
it is our aim to deliver the game 
of your choice within seven 
working days of the receipt of 
your order. 

GAMES WORKSHOP 
MAIL ORDER, 

27/29 SUNBEAM ROAD, 
LONDON NWlO 6JP 

Telephone: 01-965 3713 
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( PLAY IT FOR REAL 

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

RETURN THIS FORM (or a 

EASURE TRAP 
Bring your characters to life at our enchanting 
castle in Cheshire or in one of our wilderness 
adventures set anywhere in Britain. 

All you would-be Fighters, Clerics, Magic Users and Thieves 
etc, can now act out your favourite characters for real. 

Treasure Trap will equip you with realistic but safe weapons, 
armour and other vital equipment to adventure in our castle 
dungeons and towers or through murky forests and arcadian vales. 

We invite you and your friends to pit your wits and skills against 
our puzzles, traps and 'real' monsters, whilst searching for hidden 
treasure. 

What do you get for your membership? * Weapons * Armour * Facilities to make your own 
Personalised Weapons * Organised Adventures on Fridays, 
Saturdays, Sundays and Bank Holidays and other times by 
arrangement * Bar Room Brawls, Manhunts and Defender 
Games during the Week * Court and Guild Intrigue * 
Monstering * Refereeing * Dungeon Design * Treasure Trove 
Shop * Coffee Bar * Metal Weapons Combat Course * 
Archery Club * Overnight Stays * Club Membership Discounts 
and Transport * 
What do you get in an adventure? 

A three hour real life fantasy experience, passing through 
specially designed scenarios comprising Monsters, Tricks, Traps 
and Special Effects, co-ordinated by our team of experts. 

How much does all this cost? 
£ 46 Membership per year 
(Plus a small fee for each adventure) 

Basic Adventure Offer 
If you are not fully convinced that Treasure Trap is for you why 

not come and enjoy our 'basic' adventure. Send £10 now and ring 
to make a booking. The £10 will be deducted from your 
membership should you decide to join. 
Telephone Bunbury (0829) 260876 

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

C O D ~ )  with a SAE 
Please find enclosed f l0'for theldasic adventure ................ ( >  
Please send me further details ....................................... 
I'm not .interested in medieval fantasy, but would like to 

( >  

participate in: .................................................. scenarios. 
Name: ......................................................................... 
Address: ...................................................................... 
.................................................................................... 
Age: ...... Sex: ........ Preferred Class: Fighter ( ) 
Magic User ( ) Cleric ( ) Thief ( ) Other: ......................... 
Favourite F.R.P. Game: .................................................. 

Post to: Treasure Trap, P.O. Box 130, Chester CHI 1TD. 
Please make cheques payable to Carey & Donaldson. 
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IN THE HEART 
OF LONDON 

You've waited a long time for this: The London Games Club is 
open loam-5pm on two Saturdays every month atthe Conway 
Hall, Red Lion Square, Holborn-that'sjustthree minutesfrom 
Holborn tube or a short walk from Oxford Street! 

ONLY THE LONDON GAMES CLUB OFFERS YOU: 
Organised events including: AD&D, RuneQuest, Traveller, 

Warhammer and more. 
A Club shop with discounts, for members only, o f  10%-60% 

on certain lines. (Access and Barclaycard welcome). 
A snack bar, open all day, offering food and drink at sensible 

prices. 
A games library. 
The chance to meet Britain's leading adventure games 

inventors, players and writers. 

I THE LONDON GAMES CLUB I 
Meeting at: The Conway Hall, Red Lion Square, Holborn, 
London WC2. 
Open I Oam-5pm. Entrance: Members 50p. Non-members f 1.30. 

Future meetings on: October 
8th and 15th. November 12th 
and 19th. 
Current Membership rates: 
12 Months f12,6 Months 
£7.50. ChequesIPO's only 
payable to  "LONDON 
GAMES CLUB". 

All enquiries to: 

Clive Bailey, LGC C/O 62 Tannsfeld Road, 
Sydent ta,  London S.26 5DG. 1 
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HIGH Standard Games 
and Publications Ltd 
Arlon House,  Statton Road,  
Klngs Langley, Her t s  WD4 8LF 
Telephone 092/77 68328 

STANDARDS 
Dungeon Accessory Pack I. £2.95. 
Boxed with full colour illustration. Contains 12 sheets of illustrated cardof flooring, store, bare 
ground, wood, steps, corridors, pits, grills, 1 sheet of graph paper for mapping. 

Dungeon Accessory Pack 11. £2.95 
Boxed with full colour illustration. This pack is designed to expand your adventure, includes, 
boats, rafts, trees, doors, windows, table, chairs, beds, treasure, skulls, swords and many more 
items in this pack. 

Jumbo Hex Pad f2.95 
Slze 17" x 25" of large consecutively numbered hexes suitable for campaign mapping and 
expanding on commercially produced board games, contains 10 sheets. 

Felt Hex £ 12.95 
Playing surface for role playing andthe wargamer. One inch hexes printed on high quality felt, 
6' x 4' colours green, blue, sand, black. 
Plain Felt £5.25 per metre, 72 inch wide, colours green, blue, sand and black. 

Hex Paper Pad f1.95 
For all mapping needsalsouseful for role playingadventures. SizeA4Padcontatning50sheets. 

Macro Hex Pad f 1.95 
A hex paper with a large hex overprinted, enabling an area from a campaign map to be blown 
up and drawn in detail. 

Jumbo Hex Clear Plastic C1.80 
This is a sheet of clear plastic for use as an overlay. 
Size 17" x 25" can be used over and over again. Hexes are numbered consecutively. 

Jumbo 1" Square €2.95 
10 sheets 17" x 25", 1" grids printed on parchment paper with air brush terrain 

Campaigns in Focus £9.95 per set 
40 pictures, full explanation on rear Vol I The Crimean War, Vol 11 The 2nd Afghan War 1879 

Role Playing Character Pads £1.95 Thunde-rin-guns (New!) £9.95 
50 A4 sheets of oaoer suitable for Dunaeon Role olavin~ Qame set In the wild west. Full . . . . - -  
Adventure. Saves hours of wr~ting. colour illustrated characters. 
Cry Havoc £9.95 Speed and Steel (New!) £10.95 
Medieval skirmish game of knights, Set m Europe in late 1930's early 1940's. 
peasants, bowmen. 

Card Warriors £2.00 per sheet 
Starship Captain E12.95 Full colour figures to a ~ d  role players and 
Sc~ence fiction game, 9 play boards, realistic wargamers. 
action. DAl Saxon Army. DA2 Norman Army, 

City of Sorcerers f9.95 F1 Dungeon Adventure, FZ Savages and 

Fantasy adventure game ~n two parts Swordsmen, US1 Union Infantry, 
US2 Confederated Infantry, US3 Union 

Siege (New!) £9.95 Cavalw. US4 Confederate Cavalw. 
Companion game for Cry Havoc with US5 civil War Artillery. 
compatible scenartos. 

I enclosed cheque/P.O. ......................................................... 
Please send me .................................................................. 

................................................................................ 
Send to the above address. Postage and package f1eeU.K. only. Overseasadd 15% to the total 
cost. For free brochure pleasesend s.a.e. ACCESS taken. Tradeenquiries welcome both U.K. 
and abroad 

Pssst! 

Come 

close r... 
Goody-goodies got you down? 
Bored by the same, routine games? 
Wish you didn't have to share the loot? 

Do you want something more challenging than 
filling out a form or blackening a circle on a 
computer-read card? 

Tired of restricting deadlines, high fees, and 
little or no personal attention to what you want 
to do? 

THEN 

Let DEVIL'S ADVOCATE GAMES take you away 
from it all! We offer three new-and unique- 
alternatives to the plethora of existing, ho-hum 
PBM's: 

WHODUNIT?-A game of mystery and sus- 
pense, set against the backdrop of a major U.S. 
metropolis. As a fledgling private detective, 
can you make a name for yourself by solving 
crimes in the crime-ridden '20's and '30's? 

Room 4 is an internationally famous (and in- 
famous) spy bureau, working for its own ends. 
You are its newest agent. Are your skills up to 
the challenge of international espionage? 

REVENGE! is a totally new approach to fantasy 
PBM role-playing gaming. Instead of being 
bound to the usual goals of rescuing maidens 
and chasing the Bad Guys, YOU can be the evil 
wizard, fiery dragon, or black knight. The only 
limitation on your character is your own imag- 
ination. . . .  

Set-up is $6 per game; turns are $3 each. All of 
our games have been designed to allow max- 
imum player input throughout play. To enter, 
send check or money order to: 

DEVIL'S ADVOCATE GAMES 
P.O. Box 11 17 
Beltsville, Md. 20705 U.S.A. 

I (Foreign orders, please add $1) 
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BACK ISSUES 

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

Numbers: 30, 31, 32, 33, 34, 35, 36, 37,38,39,40,41, 42,43,44 

U K  & Ireland: fl.OO each (75p + 25p p&p); Europe (Air) and 
, Elsewhere (Surface): f1.50 each ($3.00); USA and Elsewhere (Air): 
I f2.20 each ($4.00). 

Please make your cheques/PO (no cash accepted) payable to Games 
Workshop Ltd., and send them to Games Workshop Ltd., 27/29 
Sunbeam Road, London NW10 6JP. 

f GAMESROOM 

AVAILABLE NOW, OUR SUPERB NEW RANGE OF FIGURES FOR 
FANTASY ROLE PLAYING 1 

Bungeon Bwellers 
Each set comprisesa packof5or6different 25mm flgures. 1 SET 1 BASIC DUNGEON ApVENTURERS; f1.50 

2 x  Fighters 1 x Mag~cUser. I xClerlc. 1 xThief. 
SET2 BASIC DUNGEON ADVENTURERS: $3.50 

2 x  Fighters. 1 x MagicUser. 1 xCleric. 1 xThief. 
SET3 DEMI-HUMANADVENTURERS: f1.50 

2 ~ ~ l v e ~ 2 x D w a r v e s . 2 x H a l f l i n g s .  
SET4 FEMALEADVENTURERS: f1.50 

2xElves. 1 x MagicUser. 1 xCleric. 1 xThief. 
SET5 FEMALE DEMI-HUMAN ADVENTURERS: f1.50 

2 x E l v e s . 2 ~  Dwarves. 2xHalflings. 
SET6 GOBLIN TERRORISTS: 

5 x  Different Goblins with Assorted Weaoonrv 
Post & Packing: 50p per order (anisizef 

TRADE ENQUIRIES WELCOME 
CHEQUES payable t o  RIEDER DESIGN please. 
CATALOGUE for Wargames * Science Fiction * Fantasy Role-playing Games 
Figures & Models Paints &Accessories Family Games Sports Games Chess 

Traditional Games * Jiasaws * Maoazines * Puzzles * Com~ute r  Software 
Send an SAE and 20p in stamps 

DISCOUNTS: Mail Oider and visitors receive a discount card worth 7'h%. Clubs & 
schools on application, may have a discount cardworth upto 15% on bulkpurchases. 

MINIATURES 
UNIT 14, ENGINEER PARK, FACTORY ROAD, SANDYCROFT, 
NR. CHESTER CH5 2QD. Tel: (0244) 537012 

NEW AND REDESIGNED 

. . . . . . . . . . . . . . . . . . . . . . . . .  CM7 W i g h t . .  .35p 
. . . . . . . . . . . . . . . . . . . . . . . . . .  CF lO Thief.. .35p 

CF19 Half Orc . . . . . . . . . . . . . . . . . . . . . . . . .  .35p 
KEW HOBGOBLIN UNIT SET 

Orc War Chariot: 2 wolf power . . . . . . . . . . . . . .  .f3.50 
Orc War Chariot: 4 wolf power . . . . . . . . . . . . . .  .f5.00 
31 Figs: All types and variants. . . . . . .  f 10.00: Save 85p! 
11 Figs: All types . . . . . . . . . . . . . . . .  .f3.50:Save 35p! 
ORC ARMIES: For full details send SAE 
KOBOLD SET: 10 figs. a l l  types &variantsf2.30: Save25p! 
RuffianIThief Set: 5 figs. al l  types . . . . .  f 1.30: Save 20p! 

details and ne 
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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. 

@ 
.. 

RAGNAROK ENTERPRISES. As their UK agents we now stock all their products ... 
The new RPG system, justly praised for emphasls on role-playing development and 
realistic world design. For more experienced garners ... 
YSGARTH RULE SYSTEM: Set of 6 books: Fantasy Character, Battlecraft, Arts Arcane, 

.................................... Holy Orders, Fantasy World, Last Song of Hergest (Adv): f7.95 
.............................. SUPPLEMENTS: (Wine of the Moon, Creatures Fair and Fell) f1.70 

YRS RECORD SHEETS: .......................................................................................... f 1.95 
......................................... BOXED YSGARTH: (Rules set, Char Sheets, 2 Suppl) : f10.95 

MINI-SYSTEMS: Ideal for any FRP system. 1 : WERES 75p; 2: Character RP f1.45. 
RAGNAROK have produced three series of adventuresiscenarios suitable for YRS or 
D&D. All self-contained at budget prices. 
YSGARTH ADVENTURERS: on the low-entropy world of Ysgarth 3: Baelnok and 
4: Cynfeln ............................ .. .......................................................................... each 99p 
JAHANNAMIWYRDWORLD: Set in a medium entropy world parallel in background to 
the Middle East of the Middle Ages. 1-5 each E1.45; 6.7 99peach. 
UlTGART: Set on this high entropy world 3 titles .................... ... .............. each 99p 
ABYSS: is one of the leading small US 'zines. Iss 15-24 .................................. 99p each 

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

................................................................................. variety and type of complex~ty f5.95 
DRAGON TREE SPELL BOOK: Some 225 spells, zero t o  10th levels, wide in range 

............................................................................................. ................... and use .. f4.95 
BOOK OF ARTIFACTS: ZOO+ treasuretartifacts with users, use, misuse, prices 

............................................................................................ powers and occurrence f4.95 
MONSTER FILE Vol 1: Full of instructions to show your players and descriptions 

........................................................................................................................ for you f4.25 

These are just some of  our games. Our 
catalogue contains details o f  virtually all 
games available i n  the UK. Send 16p i n  
stamps & 17p SAE /overseas 4 IRC) for a 
copy (free with orders over f51. 

Telephone Order with ACCESS 
Payment in f Sterling please. 

ESDEVIUM GAMES (W6) 
185 Victoria Road, Aldershot, 
Han tsGUl l  1JU 
Tel: Aldershot 311443 
(Shop hours1 
Farnharn 722269 (other times) 
NO POSTAGE ON MANY GAMES FOR 
REGULAR CUSTOMERS. 
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Blisters 80p each 
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anst thou pick that lock, good 
elf?'said the young priest t o  
the leather-clad figure w h o  
was fiddling w i th  the lock o n  
the stout iron-clad door. 'Else 

stand back so Grimfist Fellhand may 
smite it down  w i th  his mighty axe. ' 

'Patience, holy one,'said the thief tes- 
tily. 'Wizardess! Bring the lantern nearer 
so I might  better see what  I'm about'. 

The cloaked f igure stooped; 'Have a 
care', for  'tis the third move, and thy idle 
chatter w i l l  bring a wandering monster. ' 

Sure enough the D M  rol led his dice 
and the players could tell immediately 
that some perambulating peril was 

about t o  disturb the elf's labours. 
'It's 2 t o  8- er, 6-goblinsf said the D M  

hurriedly consulting the DM's guide. 
'They are wearing ... leather armour and 
carrying short swords, and. ..are 60ft 
away f rom you and their attitude t o  you 
seems t o  be  ... unfriendly. ' 

'Good'said the young cleric. 'Grim fist 
wil lmake ready wi th his axe and I wi th m y  
mace, and w e  wi l l  have at  them. 'Tis no t  
wor th  using Phantastica's sleep spell ...' 

'Nay nay'said the elf, w h o  by  n o w  had 
successfully picked the lock 'they are but  
wanderers w h o  wi l l  have n o  treasure. 
Offer them three score o f  go ld  and tell 
them to  hence.' 

'01' sneakyfingers is r ightr said the 
f ighting man, idly thumbing the edge o f  
h is mighty battleaxe. 'Tis no t  wor th  
f ighting such puny little worms. A n d  i f  
they d o  not  accept our offer, then b y  
Angorth I w i l l  take them o n  alone, for  
they are 1-7 monsters and I have 4 
attacks against such as thky.' 

'They take the money.'said the D M  
after rolling a dice. He had considered 
having the goblins change their minds 
o n  being called "puny little worms" but  
he  decided i t  was not  wor th  the trouble. 
They were only wandering monsters 
after all, and he had something much 
more interesting behind the door. .. 

Wandering Monsters in D&D by Phil Palmer 

The  D M  is full of advice on setting up  a 
campaign but is strangely reticent on  the 
subject of wandering monsters. The 
basic purpose of the wandering monster 
seemsto be t o  penalise the  slow or over- 
cautious party but their existence is not 
hard t o  justify on other grounds as wel l .  
It would be strange indeed if the  adven- 
turers were the only creatures wander- 
ing round the dungeon - some wil l  be 
looking for  a house, some wil l  be looking 
forfood ortreasure and somewil l  be look- 
ing for a f ight. They wil l  be attracted by 
light, noise and the  sound of movement 
or f ighting, and wil l  generally be ready 
t o  f ight if necessary - if they were not, 
they would not have survived this long. 

From the gaming point of v iew wan- 
dering monsters can be very useful. 
Apart f rom penalising the  slow or noisy 
party, the  wandering monster can be 
used t o  give a hint t o  the party, wear 
down a party that is t oo  strong, bolster 
u p  a weak party, or simply liven up  a 
rather boring section of the  dungeon. I 
know one DM w h o  uses wandering mon- 
sters (WMs)  mainly as a method of 
punishing players w h o  are not paying 
attention t o  the game! Unfortunately, 
W M s  are not as well thought out as the 
rest of the  dungeon. The  classic DM's 
error is t o  have a party of 4 orcs, say, 
coming upon a party down a corridor 
that leads only t o  a black dragon which 
they could not possibly have got past. 
Whi le  it is true t o  say that you can always 
produce an explanation if you t ry hard 
enough th is is hardly fair t o  your 
adventurers. A common method used 
by DM's is a purpose-built W M  table for 
each level or section of a dungeon, and 
onlyfal l ing backon thetable in the DMG 
in case of emergency. There are still 
problems of this method, however, as I 
hope the little episode at the  beginning 
of this article showed. For example, 
there was the frenzied dice-rolling t o  
find outwhat ,  when, how many and how 
strong the  monsters were. Then there 
was the fact that (apart f r om the ogres 
and gelatinous cubes) WM's  are known 
not t o  carry treasure. The f ighting man 
knew exactly what  level the  goblins 
were  (and thus how many attacks he 

would have against t hem)  because he 
knew they would be straightforward 
standard monsters. Finally and most 
importantly, players and DM alike 
regarded the  W M s  as a nuisance t o  be 
disposed of as quickly as possible, rather 
than as an interesting problem t o  be 
tackled like any other in the dungeon. 
Howthen isa DM t o g o  about beefing u p  
his WM's? 

Selecting a Monster 
First, wandering skeletons. The M M  
says that skeletons are created by an evil 
cleric or magic-user and are set some 
task which can be described in a dozen 
or so words.  They are typically used as 
guards for their creator or his treasure. 
As such, it is highly unlikely that one 
would be encountered as a W M  except 
in some room or corridor that their 
creatorwanted them t o  guard. I suppose 
an evil cleric might command a skeleton 
t o  'Go round the dungeon killing every- 
thing you meet' but this is not very likely 
-after all he might meet them again 
himself!  The  choice of WM's  in a particu- 
lar part of the dungeon wil l  reflect that 
part of the dungeon t o  a certain extent. 
Admittedly many o f the  monsterswiI1 be 
universal such as goblins or ochre jelly 
but there wouldn't be many gelatinous 
cubes meandering about if the  dungeon 
is full of pit traps! If the  DM wanted t o  
give a hint that there was a powerful 
druid, say, in a particular area, then the  
party might f ind themselves meeting 
spiders, rats and insects almost every 
other turn.  This still leaves the  problem 
of all that dice-rolling. One solution is t o  
plan out  the entire table in advance but 
personally I prefer t o  let the players 
knowwhat's going on- i t  reminds them 
t o  be careful! Rolling u p  half-a-dozen or 
so of each type of monster works well 
but there is a limit t o  the  amount of t ime 
you can spend creating monsters that 
the party may never meet. Don't spend 
t o o  long making monsters- there is no 
point in having a choice of 30 monsters 
in an area where  the party is not going t o  
spend more than about 8 moves. 

When a dungeon is inhabited by one 
particular type of monster, say a tr ibe of 

orcs, one idea is t o  roll up  a long list of 
monsters and simply run through them 
in order, whenever they turn u p  in a 
room or as W M s  (certain personalised 
individuals may have set places, of 
course). This is very convenient if, for 
example, there are only 40 orcs in the 
who le  dungeon as it enables you t o  keep 
trackof the number you have'used'and 
it's easierto equip them. If 5% of the orcs 
are armed w i th  short swords then sim- 
ply th row Id20 t o  decide which of the  
first 20 it is. The  same goes for the  next 
weapon and so o n  until all are fitted up. 

Friendly Monsters 
When placing monsters in a dungeon 
always consider what  they are doing 
there. In the case of W M s  the usual 
reason is a search for something t o  eat, 
steal or kill; but if you roll u p  a good 
monster it's better t o  give them some- 
thing more interesting t o  do. W h y  not 
have the  occasional friendly W M .  Per- 
haps w i th  their o w n  reasonsfor being in 
the  dungeon such as a dwarf searching 
for his lost w i fe  and children. He may 
need some help ... The  important thing is 
t o  vary your W M s .  

A Different Approach - 
The Random Incident 
This is an idea that has been used by 
some DM's and deserves a wider audi- 
ence. Instead of introducing new 
monsters as W M s ,  you simply use the  
monster you already have. Set out below 
are a list of examples. These incidents 
d o  not relate t o  any particular dungeon 
and if you like you could design one 
round them:  

1. The elves in room A decide t o  attack 
the  magic-user in room C. They move 
quietly through room B, then split into 
t w o  groups and attack f rom room B and 
the  corridor outside room C. The  signal 
t o  attackwill be when  the leader outside 
in the  corridor sounds his magic horn. 

The  leader wi l l  have his + I  Sabre and 
the  cleric has a scroll of cure l ight 
wounds, but the  rest of their treasure 
will be hidden undera flagstone in room 
A. During the  f ight the  horn will be bro- 
ken and the  clericwil l  use his scroll. If the 



adventurers arrive during the fight each 
side will be down to 3/4 of their usual hit 
dice and if an offer of assistance is given 
to either side it will be gratefully accepted. 

2. The party meet a figure in a dark 
monk's robe, who is apparently unarm- 
ed. His face is deeply shadowed by his 
hood. He asks the adventurers in a deep 
melodiousvoice whetherthey knowthe 
whereabouts of the Chalice of Utmost 
Evil. In fact he is Godley Fairhand, a 4th 
level paladin who is on a quest to destroy 
the Chalice, and is wearing a captured 
robe to conceal his +2 Plate and Holy 
Sword. He will expect the party t o  help 
him in his quest. He is known for his 
hasty temper. 

3. The party meet Mad Magre, the 6th 
level magic-user from room C. He is a 
servant of the lawful neutral god Gol- 
tazar and is going to attackthe renegade 
priests of Goltazar in thetemple at room 
K, who have turned from the True Faith. 
He will try and persuade you to join him 
and if that fails will use his charm person 
on whoever appears to be the leader. He 
has his scroll of monster summoning 7 
tucked up his sleeve and is wearing his 
Ring of Water-Walking but the key to the 
Chalice of Utmost Evil is still hidden in 
the secret compartment of his chest in 
room C. 

If the adventurers arrive during the 
fight in room K they will find that Mad 
Magre has used all his 3rd level spells 
and his scroll and will only have the 
spells of a 4th level MU. The clerics will 
have used half their spells and both sides 
will be at Y4 strength. If the party move 
into the temple both sides will forget 
their differences and set upon the party, 
as they will be violating holy ground. 

If they are undisturbed the clerics will 

kill the MU in 3full moves. They will strip 
his body of all treasure and throw his 
decapitated body outside room K where 
it will remain until the end of the incident. 

4. The female dragon in room D lays 
another egg. She will be weakened (-5 
hit points and -2 strength and dexterity) 
but will be very sore and touchy. 

5. One of the dragon's eggs hatches. 
The baby dragon will have minimum hit 
points, strength and dexterity and its 
mother will be very, very protective. 

6.4 spectres materialize in the 
Chamber of the Chalice of Utmost Evil 
and perform a strange ritual dance 
before it and the sound of their wailing 
echoes throughout the dungeon level. 
This happens quite regularly and the 
local residents are all used to it. They say 
you can spot an outsider by the way he 
reacts to the noise ... 

7. One of the passageways near the 
adventurers cave in (dice forwhich one). 
In case the party is trapped the DM 
should have prepared rules forthe party 
to dig themselves out! 

8. There is an earthquake. Every crea- 
ture in the dungeon takes 1-2 points of 
damage. 

9. A giant mole digs a tunnel from 
room E to one of the corridors F, G or H. 

10. A gust of wind blows from the trap- 
door at I all the way to the entrance, 
blowing all the doors in between open 
and shut (as the case may be), and any 
torch in any affected room will be blown 
out. If a scroll is held in the hand a saving 
throw against magic will have to be 
made or the scroll will be blown away. 

11. A wandering bandit touches the 
bowl of flowers in corridor J and there is 
a scream as the glyph trap goes off. The 
glyph is self-recharging and will take 1 

to 4 hours to do so during which time it 
will not operate. The bandit is killed and 
his body lies there until the next WM 
throw is made, when the evil clerics in 
room K will take the body in and try to 
turn him into a zombie. 

12. The adventurers meet a zombie 
made by the clerics in room K. Thezom- 
bie is out of control (the clerics are 
undergoing an alignment change thus 
Mad Magre's wrath) and will attackany- 
thing on sight. Because it is not properly 
under control it cannot be turned. 

13. The female dragon at D goes to the 
well at Zfor a drinkofwater. She is nerv- 
ous about leaving her eggs and will rush 
backat once if she hears anything going 
on behind her. 

14. An Ankheg digs a tunnel between 
two rooms. 

15. Afreak of magic gates a type one 
demon into the dungeon at I. It wanders 
round the dungeon corridors for 1-4 
hours before entering the Chamber of the 
Chalice of Utmost Evil (attracted by the 
latent malice) and is transported back to 
Hell by touching the teleport stone. 

16. The occupants of one room have a 
feast and get roaring drunk. Dex, Wis- 
dom and Intelligence will be halved for 
5-8 hours. 

Apportion the wandering incidents to 
the main areas of the level and once an 
incident is rolled it continues (unless 
otherwise specified) until the next WM 
is thrown. The previous incident then 
finishes and the participants return to 
their rooms if the adventurers have not 
stumbled across them. If an incident is 
rolled again that wasn't dealt with by the 
party before there is no point why it 
should not occur again; the party are not 
to know that the same orcs tortured the 
same kobold behind the same door 1% 
hours ago. Not all the WMs should be 
replaced by incidents, because this 
makes things a little difficult to run but 
also the entire dungeon level can get 
decimated if you throw a lot of sixes! 
Most dungeon populations will be con- 
stantly changing - a party of orcs, say, 
arrives in the dungeon as wandering 
monsters, kills one of the weaker 
inhabitantsand takesover its lair. Ifthey 
are successful they will move on down 
in search of more treasure, but if they are 
not so lucky they will move up or out (if 
they are still alive). 

This explains why the monsters in a 
particular area or level tend to be of 
approximately the same power. If any 
dungeon dweller is killed or seriously 
injured it won't be long before some- 
thing comes along and takes its room 
and its treasure, and if it happens to be 
the adventurers then it's their good for- 
tune, but they will have to be quick or 
someone will beat them to it! All the 
dungeons which have odd items lying 
around forthe party to pick up just aren't 
realistic, and if there is a monster with a 
magic weapon about, when he's attack- 
ed he won't be afraid to use it; after all it 
got him where he is in the dungeon. 

Hopefully, this has started you think- 
ing about WMs and will help to make 
them more of an integral part of the dun- 
geon, rather than being the DMG's list 
grafted on. Remember as far as the 
inhabitants of the dungeon are con- 
cerned the adventurers are just a bunch 
of wandering monsters!O 
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RUNEQUEST COMPANION 
Chaosium Inc f 6.95 

This is the first in a projected series, 
intended to appear at irregular intervals 
when there is enough material to war- 
rant it, and designed to alleviate the 
withdrawal symptoms caused by the 
disappearance of Wyrms Footnotes. 
Articles from issues of that magazine 
that still have relevance, fragments of 
projects that never got completed, new 
material from Chaosium authors and 
outside contributions will all appear, 
and the Companion is intended to 
respond to RQenthusiasts' interests. For 
this reason I would urge everyone who 
can to tick off a few of the categories 
listed on the back and send the result to 
Chaosium - the more views you can get 
into one letter, the better. 

The first issue of the Companion con- 
tains some seventy pages, with a nice 
cover by Becker. What do we get? The 
material which I knowto have been cho- 
sen for republication from Wyrms Foot- 
notes consists of illustrations, scraps of 
imaginative fiction and poetry, and the 
like, including a segment from Sir Ethil- 
rist's History of My Black Horse Troop 
describing how he killed the monster 
Hungry Jack. All is entertaining stuff, but 
not as interesting or useful to newer 
players as reprints of the articles on the 
elemental pantheons would have been, 
for instance, or the thought-provoking 
articles on aspects of the rules by vari- 
ous authors in the last four issues, which 
I'm sure many will not have seen over 
here, where I doubt if there's a back 
number of WF left unsold. Some of the 
material that appears to be new is also a 
bit lightweight though interesting: 
accounts of unicorns and 'skullbush', 
one of the useful plants to grow in Prax, 
a little more on trolls, how to cook the 
non-human parts of walktapus (it is not 
at all clear to me how one gets these 
parts to stop regenerating unless by dis- 
rupting all HPs,which I suppose will per- 
manently 'kill' a walktapus part). More 
generally useful are the reprint of the I corrections and additions to 2nd edition 
RQ, also issued with the boxed version, 
and the latest cult compatibility table, 
which includes all Glorathan cults pub- 
lished so far and takes note of some criti- 
cisms made (an index of the publication- 
place of all RQ cults, Gloranthan or not, 
is also provided). Many fascinating frag- 
ments have been excerpted by Greg 
Stafford from the Jonstown Compen- 
dium, a collection of scrapbooks of lore 
maintained by the Lhankor Mhy cult 
there; these shed more light on Kralorela, 
the mysterious empire in the east of 
Genertela, and related matters such as 
the BlackSun [of Trollpak], in particular, 
but also include such items as a list of 
the great gods, the elimination of any 
one of whom would seriously strain the 
whole fabricof the Gloranthan universe, 
and of the heroquests of Harmast Bare- 
foot, one of the Orlanthi heroes briefly 
described in WF13, which sheds a little 
more light on what heroquests are. But 
Greg's contributions on illusion magic, 
the history and makeup of the Holy 
Country south of Sartar, and the related 
matter of the re-opening of the seas by 
Dormal the Sailor, illustrated with good 
maps, will probably strike most readers 

Open 
Box.. . 
In Open Box, science fiction and 
fantasy games and rulebooks 
currently in the shops are review- 
ed by independent authorities. 
Ratings are on a scale from I to 
10, in several categories, or as a 
single overall mark for role-play 
accessories. 

as the most important new contributions 
to our knowledge. 

Finally, Alan LaVergne contributes a 
solitaire maze, for players of any level, 
and a RQ detective story, The Smell o f  a 
Rat, featuring Zero, the greatest living 
Gloranthan detective (remember him? 
Soloquest pg25). This is at once one of 
the funniest fantasy stories I have ever 
read and an extremely good illustration 
of how to make clever use of fairly ordi- 
nary spells. Among its appealing fea- 
tures are a reluctant werewolf, an Orlan- 
thi who can't remember his poetry, a 
new medium for gambling (on Rubble 
Runner fights), and probably the most 
unlikely familiar you will ever come 
across. His people initiates and priests 
as they are, behave like people, in a 
pleasantly down-to-earth manner. Let's 
hope for more like this. 

In general I feel this starts off the Com- 
panionwell -a high proportion of useful 
or entertaining material and little that is 
totally peripheral. Production quality 
is good overall, with a few errors or 
misprints. 
Overall: 8 Oliver Dickinson 

CHIVALRY & SORCERY: 
Fantasy Games Unlimited f 14.95 

This is a re-issue of FGU's Middle Ages 
fantasy role-playing game. The new pro- 
duct is a great improvement on the old, 
and will probably attract moreattention. 
The set consists of three A4 volumes, 
with a sample character sheet for 
photocopying. The type in all three vol- 
umes is small but e.asily read. 

The f~rst  volume IS concerned with 
character generation, derived from nine 
prime characteristics via a point alloca- 
tion system. Social and religious status 
and race are determined early in the pro- 
cess, and are the most important factors 
in defining a new character. C&S 
assumes that all adventurers are not 
created equal, a fortunate few belong to 
the,chivalric classes, and get to ride 

horses, rescue maidens, and joust, while 
the vast majority are peasants, guilds- 
men, and other common riff-raff, and 
get to grovel a lot. 

Use of the character generation rules 
is rather difficult, since it's often hard to 
work out what should be done next. A 
character generation checklist would be 
a real advantage in using this section. A 
typical character's record would also be 
helpful. Another point insufficiently 
stressed is that it is important to note 
every number produced since some are 
needed in later parts of the generation 
process without being noted on the 
character sheet. Overall, character gen- 
eration in C&S is still extremely compli- 
cated and might take inexperienced 
players several hours, especially if they 
make the fatal mistake of working in the 
wrong order. 

Skill acquisition in C&Sisalmost inde- 
scribably complex, and involves at least 
three distinct systems, governing a com- 
bination of automatically and voluntar- 
ily acquired skills. Automatically learned 
skills are things like hiding, counting 
(not too easy if the character has skill 
level O), and estimating distance. Voca- 
tional skills are restricted to a few clas- 
ses but are acquired automatically with 
level rises. Finally, acquired experience 
skills are things like a thief's skill, or the 
acquisition of weapon skills outside 
those normally available to a class. They 
can be purchased with experience points 
(normally used to increase level), thus 
giving the character a better chance of 
success at the expense of his or her 
future advancement. 

Characters earn experience for all the 
usual actions, plus things like champion- 
ing fair maidens and deeds of valour. 
Each class has extra experience points 
available for proper use of available skills 
and talents. Magicians,for example, get 
points for simply being a magician, or 
for enchanting objects or learning spells. 
An extremely important point in this 
procedure is the final stage, known as 
'pro-rating', which determines the skill 
level at which a character actually begins 
his or her career. It's just possible for a 



OPEN BOX 
I 

but a successful plot in fiction does not I 

character to start at the equivalent of 
eleventh level, although more advisable 
to trade off some of the initial experience 
points for extra skills and knowledge. 
Similarly, characters may begin their 
careers with fairly substantial wealth. 
Once again, a checklist which made it 
clear that this is part of the character 
generation processwould be a real help. 

Volume 2 covers the chivalric way of 
life, economics and the purchase of 
equipment, the church (Christian), and 
the formal and informal conduct of com- 
bat. The latter section uses a system 
alternating two combat turns in each 
five minute game turn. The method is 
similar to  RuneQuest, with skill rolls 
used to strike blows and armour absorb- 
ing damage without making a hit less 
likely. Referees with old rulebooks 
should note that the armour rules have 
been changed and thatthe mass combat 
system for large scale battles has been 
omitted since it has no role-playing 
application. Anyone who needs mass 
combat rules can find them in the new 
C&S So-urcebook, available sepayately. 

The third volume covers magic (spelt 
Magick), summoned and natural mon- 
sters, the undead, and NPCs. Magicians 
use magic to gain magical skill and 
knowledge - all other uses are secon- 
dary. The C&S Magic user is thus a sort 
of scholar cum sage, dedicating his life 
to the pursuit of arcane lore. 

The monsters range from sheep (no 
attacks), through four pages of normal 
and giant sized animals, to demons and 
the monsters of legend and folklore. 
Arthurians will find both the Blatant and 
Questing Beast, while Arabian cam- 
paigns might use Rocs. There's also the 
usual assortment of Hippogriffs, Manti- 
cores, and of course Dragons. Several of 
the monsters may be used as player 
characters, at the referees' discretion, 
including Trolls, Giants, and even Vam- 
pires. Nearly all the legendary monsters 
are much tougherthan their equivalents 
in other role-playing games, and can 
only really be tackled by a fairly large 
party or an extremely powerful character. 
Dragons are probably the toughest mon- 

sters of all, but most follow the chivalric 
code and can possibly be persuaded that 
their actions are dishonourable. This 
tactic won't always work and is not for 
the faint hearted. 

Probably the best feature of these 
rules is their attention to detail, expres- 
sed in such minutiae as the tables used 
to develop the exact culinary skills of 
player characters (which give Vampires 
an extremely good chance of being Cor- 
don Bleu chefs), tables for Eye and Hair 
colour, and the detailed descriptions of 
all the Demon Lords. At the same time, 
thisgivesa set of ruleswhich iscomplex 
and occasionally excessively confusing. 

I cannot recommend this game to in- 
experienced referees or players, but 
anyong with some knowledge of role- 
playing games who is looking for a com- 
plex system for a prolonged campaign 
will probably find Chivalry and Sorcery 
ideal. It'salso an extremely good source 
of ideas for other games. If the rules 
were slightly better organised and the 
set gave more aid in character genera- 
tion and setting up campaigns I would 
not have these reservations. 

The size of the box suggests that the 
manufacturers,may have originally plan- 
ned to include more material, such as a 
sample sce'nario or the C&S Sourcebook. 
If they had, m y  ratings would probably 
be higher. 
Presentation: 10 Enjoyment: 8 
Rules: 7 Skill: 10 
Playability: 6 Complexity: 10 
Overall: 8 

Marcus L Rowland 

SANCTUARY 
Mayfair Games Inc f 12.95 

The Thieves' World series of fantasy 
stories supply the characters and the 
setting for Sanctuary, and the game has 
'been designed in consultation with 
Robert Asprin. Boardgames drawn dir- 
ectly from fantasy and science fiction 
stories are becoming more common, 

tastical beasts of  the same name!) Up to 
six may play the game, five as thieves 
and if there are six players, the sixth as 
the governor. The thieves move around 
the city in response to rumours of poten- 
tial robberies outlined on Rumour cards. 
Having avoided the guards and reached 
the location specified on the card, the 
thief acquires a greater or lesser number 
of silver pieces depending upon the 
prosperity of the lawful owner. The first 
playerto steal 300 silver pieces and hide 
them in his or her secret cache, wins. 
The city locations include, amongst 
other, the Maze, where the mass of law- 
breakers live, the Fisherman's Row 
Wharf, the Bazaar and the Avenue of 
Temples. Event cards drawn each turn 
may whisk players away to far flung 
parts of the city, give useful magic items, 
supply maps of the sewers (who wants 
to  be lost in the sewers?), or cause 
players to miss a turn while listening to 
Hakiem telling a story! 

The Basic Game is simple and lasts 
only about one hour. A slightly more 
complicated Advanced Game intro- 
duces rules for hiring thugs, different 
types of theft - burglary, mugging and 
picking pockets, and 'casing the joint'. 
In the solitaire version the player is the 
governor, Prince Kadakithis. He controls 
the Hell Hound guards and aims to see 
the triumph of Law and Order over the 
nefarious power of the thieves. 

Sanctuarywill appeal to those seeking 
an uncomplicated game for all age 
ranges from twelve years old upwards. 
The rules are not long, and neither are 
they difficult to understand. There are 
one or two minor ambiguities, which 
should have been ironed out, but com- 
mon sense can solve these small prob- 
lems. The artwork is of a good standard, 
though the backs of the cards, as in all 
Mayfair games, are plain except for the 
Mayfair logo, which means that the 
players can only tell the packs apart by 
colour. Overall, Sanctuary is a good buy 
for the family. 
Presentation: 8 Enjoyment: 7 
Rules: 6 Skill: 3 
Playability: 7 Complexity: 3 
Overall: 7 Alan E Paull 



CRITICAL MASS 
I 
I Critical Mass is a r e a ~ / a r  book again in unex~ected facets of sexualitv, 

review column, wriften by Dave efhics or priodties. ~ n d  becausethe seci 
Langford. This issue kicks off rets of Orthe aren't given a huge build-up 

as riddles of the universe, the revelations with praise for a new author, don't (as in lesser books) fall flat. 
Mary Gentle.. Golden Witchbreed is not for those 

who demand slambang action and 
exploding suns. Its leisurely opening will 
irritate some: Gentle is almost arrogant 
in her refusal to do anything quick and 
obvious by way of narrative hook. Event- 
ually, though, you wish the book were 
longer. The author writes with enviable 
calmness and assurance, and has pro- 
duced a remarkably good novel. 

From the sublime to ... well, let's not be 
snide. The Nighthunter horror series by 
Robert P Faulcon is published by Arrow, 
three volumes to date: The Stalking 
[199pp f 1.501, The Talisman [200pp 
f 1.501, The Ghost Dance [192pp f 1.601. 
After ccllecting his royalties Faulcon 
vanishes into a telephone booth to 
emerae in his secret identitv of Robert P 

Langfordcowerspitifully behind his own  olds sock, promising SF t3IJhor also 
rernainderedwork, hoping toescapeidentifi- known to the Review Police as film 
cation by murderous Robert P Faulcon fans. novelizer Robert P Black, Berserkerseries 

From Gentle to Gorey 
What I'd liketo pickup in a dungeon is a 
Ring o f  Unfailing Literary Judgement, 
enabling me to merely lay one hand on 
a book's cover before writing the usual 
flawless and perceptive review. As it is, 
each month I'm strapped down in the 
torture chambers far beneath the Dark 
Tower of Sunbeam Road, my eyes are 
cruelly wired open as seen in A 
Clockwork Orange, and page by 
remorseless page the evilly grinning 
editors force me to read the latest 
accumulation of review books. Luckily 
there are compensations ... 

Here's one. Golden Witchbreed by 
Mary Gentle [Gollancz479pp £8.951 is 
the SF debut of a young British author 
who Gollancz plainly think will go far: 
not everyone gets such a nicely pro- 
duced book and jacket. (Don't read the 
blurb, which crudely reveals points Gen- 
tle prefers to keep up her auctorial 
sleeve until past page 100.) 

Despite two pages of characters' 
names atthe front and twenty maps and 
appendices at the back, this isn't the 
usual fantasy quest epic. Christie, the 
narrator, is Earth's envoy to the planet 
Orthe, and spends most of the book 
among the disconcertingly humanlike 
natives. Their social and political structure 
has been carefully worked out; there's a 
suitable amount of intrigue in a bewil- 
dering complication of factions, with the 
power-play mirrored illuminatingly in 
the native game ochmir, a vague relative 
of reversi which sounds quite playable. 

But this isn't a high-tension political 
thriller; it's a low-key (indeed, a gentle) 
account of Christie's submersion in Ort- 
hean culture, with generous helpings of 
the sort of telling detail which makes a 
world real. Orthe feels real. Its surprises 
aren't brain-warping science fiction bog- 
glements; they creep up on you in a slow 
cumulative way, as Orthe lulls Christie 
into thinking she understands morethan 
she does, until its aliennesss breaks out 

author Chris P Carlsen and other aliases. 
Because Holdstock chose not to write 

these under his own name, I expected 
hack rubbish; and The Stalking is a bit 
routine, with major atrocities or super- 
natural outbreaks appearing regularly 
every 9 or 10 pages, people's gorges 
constantly rising at foetid stenches, and 
a peak of fine writing when someone's 
head 'suddenly began to peel, the flesh 
tearing away from the bone in ragged 
strips, Iikea pink banana'. Yuk. But even 
here Holdstock is getting involved 
despite himself, and there's much inven- 
tive material on psychic defences which 
makes Dennis Wheatley's pentacles 
look likethethin stuff thatthey are. Book 
2 is better, with old Norse nasties 
deployed to useful effect, plus original 
twists; Book 3 seems better again, with 
American Indian dark forces this time. 

The continuing plot? Oh, the hero's 
family is abducted by evil cultists in 
Book 1, and he spends the rest of the 

seiies in not-too-close pursuit. Horror 
fans could do worse than these books. 
(The third has a cross-reference to 
Holdstock's Necromancer, published 
under his own name and a superior 
example of the genre.) 

Staying Alive: A Writer's Guide by 
Norman Spinrad [Donning Company, 
162pp, $5.951 isn't a textbook on writing 
SFIfantasy, nor is it likely to help writers 
stay alive, but it provides appropriately 
gloomy insights into the workings of the 
industry. Spinrad reveals incredibly 
sleazy details of the economic forces 
behind SF publishing, making you won- 
der how you could ever have been so 
naive astothinka good bookwill do well 
or even sell at all. Spinrad's good on 
punchy facts, but writes with remarkable 
sloppiness considering he's a profes- 
sional and leader of the SF Writers of 
America. In his Bug Jack Barron one 
used to wait cringing for the next, far to 
frequent, appearance of the term 'the 
nitty-gritty'; here he seems unable to 
stop saying 'the bottom line' or calling 
publishing bosses 'mavens'. Part of the 
reason for reptition and bad style is that 
Staying Alive is hastily assembled from 
columns written for a fanzine; though 
he's added new material, Spinrad has 
explicitly chosen not to revise the old 
stuff. In addition, even as he denounces 
the hideous effects of corporate politics 
and accountancy on SF publishing, he 
plainly relishes and can't stop using the 
soulless jargon of Big Money and Big 
Hype with all its horrid incantatory value 
Illuminating, but a pain to read. 

Two issues ago, I mentioned J G Bal- 
lard's Hello America [Granada 236pp 
f I .50]. As I suspected, this isthe book for 
those who think they don't like Ballard: 
set in an America being rediscovered 
after its collapse, it's full of marvellous 
things, from New York choked with gol- 
den sand to Los Angeles in a rain forest. 
It satirizes Ballard's own surreal version 
of the American Dream - I mean, a pla- 
toon of 44 robot US Presidents charging 
into action! -and ends with absurd 
optimism. Excellent. 

Something completely different: Met- 
huen have produced Edward Lear's The 
Jumblies and The Dong with a Lumin- 
ous Nose in one volume [88pp f2.501, 
with drawings by the strange and 
macabre Edward Gorey. W H Auden 
with particular reference to the Dong, 
once observed that Lear was the only 
poet to have been visibly influenced by 
Poe- so grab this one, fantasy fans. 
Meanwhile, Gorey is something of a cult 
figure whose works, when available at 
all over here, are usually absurdly 
expensive-this paperback is a bargain. 
Hey, Methuen, how about affordable 
editionsof eldritch Goreybooks like The 
Vinepr Works or Amphigorey? 

To readers who answered last issue's 
questionnaire and managed to feign 
enthusiasm for the book reviews, this 
column says: thank you, thank you both. 
To those who demanded that Langford 
be cast without further ado into a radio- 
active furnace, this column says: aha, 
subliminal messages tuned to warp 
your psyche have been included in this 
page, programming you with a deep 
subconscious compulsion to lose any 
future game you may play. (Rush me a 
fiver for the antidote.10 



COUNTERPOINT 

Counterpoint is a bi-monthly defenders and burning villagesto not however bear any real affinity with 
boardgame column, edited by wounded Brimstone. You may also get the rest of the game's story-line. 

Charles Vasey. This issue, to draw a dragon card. These can lead to Donner's Fantastic Beings look depres- 
a much wider range of results for singly like an identification parade for 

takes a look at two fan- Brimstone which makefor such events D&D characters. 
tasy boardgames. being worrisome for all the players. Dragonhunt is not, you wil l  by now 

After the temper tantrum Brimstone have guessed, one of my  favourite 

Titan tendsto naff off to the mountain to sleep games. Neither is it quite so cretinous as 
the sleep of the unjust. I may have implied, it can be fun but 

Naturally wherever fear and desola- does not really impress. Titan also by 
tion dwell a number of brave men wil l  Avalon Hill does impress, however. It 

Hunts rise up to  prove that playing football comes with rules as concise as Dragon- 
without a helmet can lead to terminal hunt is verbose, and with counters that 
heroism. Set out around the board are rival Chaosium. 

Dragon six castles each of which is ruled by a Titan has no real story-line worthy of 
hero. The heroes'domainseach contain the name. You play on Titan, a series of 
(sign for them) one castle, one village differing terrain typetriangles. You con- 
and one cottage. A cottage I hear you trol legions of creatures and sundry 
ejaculate,what of moment occursthere. angels and Titans (that's you Jack) 
It is here that units go to be healed I which trog around either fighting or 
reply, making it (and I am sure no such musteringfresh units. Movement is reg- 
wit  was intended by Donner) a cottage ulated into a series of circuits by a very 
hospital.These are run by the Red Cross innovative system of triangle-edge 
and no other army would be so naughty movement keys. You muster fresh units 
as to enter the sacred bounds (although once per legion on the basis of the ter- 
one or two have been 'known to hang rain. Certain kinds of units can be 
about outside while dusting their knuck- recruited in certain types of terrain. If 
les). These edifices contain the hero's you possess two of one kind it may also 
army of knights, men-at-arms and snip- be possible to recruit one 'higher' being 
ers. With them he can engage in two using a sort of evolutionary tree. Com- 
strategies; he can be an empire-builder bat involves the concepts of power and 
capturing villages and castles so as to skill. Power determines the number of 
increase the size of his army, or he can dice you throw (and hits you take) and 
attack the dragon. It is noticeable that skill, howfast you move and how easy it 
players tend to  go for empire-building, is for you to score hits. You fight on tacti- 
but the victory conditions involve get- cal boards according to the terrain type 
tin-g Brimstone-and slaying him. of triangle. That rather short summary 

To do this you either attack with the contains a great deal of the facts you 
hero alone (he needs room to swing his need to know. Titan games are fought 

Dragonhunt by Avalon Hill is never enormous engorged sword) or with his against the opposing players, not the 
going to  rouse the yearning masses rough and spotted soldiery. This pre Dyslexic Designer. 
hungry for the gaming sensation that's vents the dragon being roughed up too Thegame is not only tightly designed, 
sweeping the nation; its designer might easily,although howthis issupposedto it is pretty vicious. If you go into a fight, 
reasonably objectthat a) it's making him work in real-life I do not know (Sorry, then only onesidecan survive, and if the 
money, and b) it will probably be played chaps, it'sgot to beeitherthe hero orthe attacker does not win within a certain 
more times by more people than the sort rest of you, I simply cannot countenance time-frame in each battle he is defeated. 
of high-brow rubbish I am likely to go death at the,hands of both). The first The more you win the more powerful 
into ecstasies over. He might also write wound is bad enough but getting the your Titan becomes and any wounds 
an incredibly banal and long-winded second and third is worse, as the pesky taken in battle are healed once you win. 
reply, because that is exactly how he worm clearly remembers you. Once you This folks is monetarist boardgaming! If 
writes his rules. have racked upthree wounds (and reco- you do not mash the others then they 

Dragonhunt proceedsfrom thesort of vered from the losses Brimstone has will sure as hell mash you. For this very 
formula fiction that used to louse up SF inflicted upon you, the recovery rates reason I would not recommend that you 
and has now moved to afflict fantasy are pretty generous bythe way which is play Titan against playerswho are much 
writing, Tolkien without the grandeur, why empire-building is less effective) more experienced than you. As a chan- 
Moorcockwithoutthe orig-inality, it's not then you receive free, one guaranteed nel for conflict Titan is greatly to be pre- 
pretty. The game's hook is a big dragon Magesword. Mageswords were clearly ferred to Dragonhunt and (with a time- 
called Brimstone (presumably because the Exocet of their day because only a limit on turns) could become a multi- 
a dragon called Treacle would rate low Magesword can kill. The final battle player classic. 
on the Scareometer) which is not actu- involves the use of a multi-bit dragon There is one last feature to consider - 
ally controlled by any one player (hey counter set. You throw a dice. If that which game is the truest to the concept 
guys we could call him a 'non player number bit of the dragon survives, it of fantasy gaming. Titan's counters cer- 
character', NPC - great huh?) but man- gets 'kills'. If i t  does not, then you lose a tainly are splendidly evocative and re- 
oeuvres randomly according to sundry magical defence counter. The latter mind us how much Chaosium has in- 
charts and die rolling. The dragon lives come from sundry game functions, but creased standards sincethe first Dragon 
on top of a mountain from which he mainly from a die-roll plus strength Pass period. The system however is so 
issues forth to move around on a series when you acquire the Magesword. You clean and abstracted that its connec- 
of die-rolls each turn. Hang on though, wil l  swiftly guess that after maybe two tions to fantasy literature appear only 
maybe I am misleading you there be- hours of play you will be sitting there slightly better than chess' connection to 
cause each hand is divided into four trying to throw the number of the last ancientwarfare. Dragonhunt, to be sure, 
turns of three rounds each, and of dragon 'bit'. has all the props of fantasy literature but 
course a growth phase. This may sound A final fantasy element to really grab it is the worst kind of Iiterature written 
odd, that is because it readsoddly, but is you fantasy buffsand make you sit up is by people who have read too many TSR 
not quite as strange when you play the Fantastic Beings. Thesesundry wierdies press releases before eating a cheese 
gamevery carefuIly.Anyway upthedra- also troll around the map in varying sandwich. The answer is doubtless that 
gon moves in the first round of each stages of player control doing magical i t  depends on you and your approach to 
turn, each player moving him once. If the things. Attimesthey appearvery boring, gaming and fantasy. For those of you 
dragon happens upon other units, vil- at others they add an element of anar- who are in reality peaceable fellows I 
lages, castles etc he tends to close for chic fun among the battle-lines of fear it's Dragonhunt but for all the little 
action with both dice blazing. At this empires. Only two Fantastic Beings are Darth Vaders out there grab your copy 
point heconsultsthe'Brimstoneattacks' in play at any one time and each has a of Titan. The latter is certainly the most 
table! The results range through dead good rangeof different abilities. They do impressive of the two.0 



Part 3: The Demonic Nobility by Dave Morris 

This is the final part in our three part series on Demons in RuneQuest. This issue we present the Greater I 
Demons,in all their terrifying power. I 

The demon lords and princes are indi- 
vidual beings of immense power who 
rule the demon planes. They have, of 
course, been summoned far less fre- 
quently than the lesser demons, so no 
exact canon of knowledge is available as 
with the latter. A summoner who does 
some research may find suggestions 
and theories as to how to deal with the 
demon lords ( "  ... Rokash the Pious 
records that the powers of the Lord Eldyr 
are diminished by bright light ..." etc), 
but exact wards-if any -area matter of 
conjecture. 

Similarly there is some uncertainty as 
to the precise levels of power of the 
demon lords. Tsienra's stats are given 
here as a guideline, but Referees must 
design these creatures to suit their own 
campaigns. They should be virtually 
impossible to overcome with raw power 
alone, and it your campaign abounds 
with 150%-plus Rune Lord-Priests then 
the abilities of Tsienra and the others 
should be increased accordingly. When 

the demon lords have suffered defeats 
in the past it has been through the sum- 
moner's quick wit and daring, rather 
than from spells and swords. 

As a general rule demon lords will 
have personal POW between 80and 100, 
and can draw on unlimited POW re- 
serves from their home dimension for 
casting battle magic. They are hostile 
about 20% of the time and otherwise 
neutral. They will only be friendly if there 
is a very good reason why they should 
react favourably to the summoner - 
Umalu prefers Chaotic berserkers, and 
SO on. 

The Gifts 
While not precluding the possibility of 
striking completely unique bargains 
with a summoned demon lord, there are 
two types of deal which are 'commonly' 
made. These are the Lesser Gifts- minor 
exertions from the demon's point of 
view, made in exchange for characteris- 
tic POW from the summoner - and the 

Greater Gifts - permanent abilities bes- 
towed on the summoner in exchange for 
a soul-pledge. A soul-pledge means the 
summoner gives the demon 1 POW 
point to seal the bargain and promises 
him a further 3d10 POW points later. 
These further points are intended to be 
collected on the summoner's death, but 
there is a 2% chance the demon will 
arrive if it feels the summoner's life- 
forceris burning low - in game terms, 
whenever the character's hit points or 
POW reach 2 or less. Once the demon 
arrives nothing can stop it from devour- 
ing the POW promised to it. These POW 
points are permanently lost to the 
character, at which point the soul- 
pledge is ended and he losesthe Greater 
Gift. If he survives the POW loss he can 
later bargain again for a Greater Gift, 
either with the sameor with a different 
demon lord. A character can buy any 
number of Lesser Gifts from demon 
lords (if he can spare the POW), but it is 
only possible to have one Greater Gift at 



DEALING WITH DEMONS 

a time. Note that to receive any gift, at 
least 200 wheels or equivalent must also 
be offered. 

The Demons 
There are a number of others which 
could not be listed here - among them, 
Pazuzu, Lord of Fevers, ruler of the lesser 
demonswhich bear hisname; Bakshuro 
the Screamer, who inhabits a dimension 
so hostile that only he can live there; Val- 
ladolyn of the Emerald Eye, who sees all, 
and Lady Kleshkala of the Pit, whose 
face is so terrible that merely to summon 
her is to court insanity. 

The three important parameters for 
each demon lord are his or her Resis- 
tance to Summoning, Resistance to 
Binding and Cross Pentacle ability. The 
last is applied as a negative modifier to 
the summoner's chance of correctly 
drawing the Pentacle of Protection. 

Adelmar 100% 
Akresh 85% 
Eldyr 80% 
Engala 80% 
Hragahl 75% 
Kesh 80% 
Kojuro 85% 
Kyrax 90% 
Sarasathsa 90% 
Tsienra 85% 
Umalu 80% 

The Lord Tsienra, Screaming Metal 
Spirit, Demon of Ferocity. 
Tsienra usually appears as a metallic 
figure, something like a huge tiger 
armoured in intricately patterned plates 
of tarnished silver and with a violet light 
burning behind his eyes and gaping 
maw. He embodies the lightning attack, 
the unrelenting ferocity of battle, the 
prowling spirit of savage death. Posses- 
sion by the spirit of Tsienra gives great 
speed and grace to the recipient's fight- 
ing prowess. 

Greater Gift: Tsienra can give the 
power of ferocity. When a character with 
this power uses it, his STR and DEX are 
effectively increased to species max- 
imum for combat purposes, 35% is 
added to his Attack chance and 10% is 
subtracted from his Parry. The character 
expendstwo points of battle magic POW 
to go into ferocity and then another 
point forevery full turn he keeps it going. 

Lesser Gifts: For the sacrifice of one 
POW point, Tsienra will teach his sum- 
moner the battle magic spell the talons 
of tsienra (see below). For two POW 
points hewill use hisskill at stalking bet- 
ween the planes to take the summoner 
within a few miles of any location he 
specifies, now matter how great the dis- 
tance. For three points of POW he will 
enchant any sword with a permanent 
bladesharp2 Adelmar can also add to a 
character's lifespan -five years for one 
POW, then years for two POW, fifteen 
yearsforfour POWandsoon.Acharac- 
ter can only petition for this gift once. 
During the added years the character 
does not age, but the deal must be 

phrased with exceptional caution or 
Adelmar will surely twist things to the 
summoner's detriment. 

Lord Tsienra 
STR: 44 Right hind leg (01-02) 14/15 
CON: 21 Left hind leg (03-04) 14/15 
SIZ: 34 Hindquarters (05-07) 14/16 
INT: 25 Forequarters (08-10) 14/16 
POW: 85 Right foreleg (1 1-13) 14/15 
DEX: 28 Leftforeleg (14-16) 14/15 
CHA: 30 Head (1 7-20) 1411 5 
Move: 12 
Hit Points: 45 
Defence: 160% 
Attacks: Bite (I d10+ 1 +4d6) SR4,150°h. 
Claw (ld8+4d6) SR4,180%. 
(Count as severblades.) 
Spells: Any (variable spells to 8 points). 
Rune Magic-concealment; dismiss ele- 
mental 3; extension 3; multispell2; 
spirit block 3; shield 4; vision; teleport. 
Skills: Stealth 120%; Perception 180%; 
Leaping (20m) 100%. 

Tsienra can make one bite attack and 
two claw attacks in the same round. 
These do not all have to be against a 
single opponent. By splitting his attacks 
he can make even more strikes in one 
round, of course. Like most demon lords 
he can cast any standard battle magic 
spell by drawing POW from his home 
plane. When he casts a Rune spell he 
pays for it using his own POW, just as a 
normal being would pay for battle 
magic. Like all demon lords, Tsienra is 
immune to non-Runic weapons. 

The Talons of Tsienra 
POW used: 4 points 
Type: passive, unfocused, temporal 

This battle manic spell causes 30cm 
talons of red l i ih t  to spring from the cas- 
ter'swrists. He can fightwith these using 
either Fist or dagger skill-the talonsdo 
only 1 d4 damage (no STRISIZ bonuses 
apply), but the only effective defence 
against this is the Rune spell shield, 
which absorbs one point from the talons' 
damage for each point of shield. The 
talons are immaterial, so parrying a 
weapon with them will damage but not 
deflect it. The spell can only be learned 
from Tsienra himself, and if the charac- 
tertries to teach it to someone else then 
Tsienra will materialize unbidden and 
kill him. 

His Fell Highness Eldyr, Prince of Deceit, 
Demon of Persuasion. 
Eldyr is overlord of Incubi, Succubi and 
Gremlins. He may pass in any guise he 
chooses, the betterto advance his wiles, 
but will always eventually cast images 
aside to reveal his true (perhaps true) 
self. In the Chronicles of the Conjunction, 
Eldyr's own description of himself is 
recorded: 'My hair is like black silk, my 
skin is burnished copper in the moon- 
light, my eyes are sapphires and my 
robe embraces the starry night ...' This 
description was for the benefit of the 
elven sorceress Cordelia, who had 
wisely blindfolded herself before the 
summonina. Without defences such as 

Greater Gift: Eldyrcan give the power 
of harmonicspirit. This is a combination 
of charm and blind luck. It costs nothing 
to activatethis power, but each morning 
the character must roll POWx5 or less on 
percentile dice to see if the powerworks 
for that day; this chance is increased by 
15% ifthe powerwasworking the previ- 
ous day, and decreased by 5% if it was 
not. Any luck roll the character has to 
make has a 50% chance of working auto- 
matically without him having to roll for 
it; on a roll of 05 or less he may have 
quite incredible luck- a 20m fall broken 
by some bushes, for instance. He gets a 
CHA bonus of +4 and can use his CHA 
as an Incubus or Succubus does. Finally, 
he gets an Oratory bonus of +35%. 

Lesser Gifts: For one POW point, he 
will aid a character in an attempt to per- 
suade others of something. He gives the 
character a 45% bonus to hispersuasion 
chancesfor one use only-and this must 
be some matter where the character's 
chance of persuasion was at least 10% 
in the first place. The bonus is reduced 
to 10%-30% in attemptsto bargain with 
demon lords because Eldyr's powers 
work only erratically against his peers. 
For two points of POW Eldyr will give a 
luckring. This silver ring has 100 charges 
and each charge can be used to change 
the chance of something happening by 
1%. The event to be influenced must 
occur within 100m of the wearer and 
have at least a 10% chance of happening 
in the first place; you can't make a heal- 
thy warrior suddenly die of a heart attack, 
for example. The wearer must declare 
how many charges he is committing 
before the roll is made. When all charges 
are expended the ring permanently tar- 
nishes and is powerless thereafter. 

this, all in t h e  succumb to Eldyr's 
- 

The Lord Umalu, the Whip of Chaos, 
charms; the evocator must attempt to Demon of Pain. 
banish him at once, therefore, if he The spirit of Umalu is that of glorying in 
begins to use his powers in a hostile the inflicting of pain. He is afierce, power- 
fashion. ful demon who hates Lawful creaturesa 
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Dwith an intense passion and is little 
better disposed towards being of Chaos. 
Umalu manifests himself as a 3m tall 
muscular black giant with a long mane 
of white hair,face perpetually contorted 
in hatred. He wields a glittering whip 
which can bestow Reverse Chaos fea- 
tures and an envenomed shortsword 
which inflicts terrible wounds. 

Greater Gifts: Umalu can bestow 
Chaos on a character, giving him or her 
a Chaotic feature. He can also give the 
power of excruciation, so that any 
wound the character inflicts has a 20% 
chance of dealing an extra Id8  damage 
to the victim's hit point total owing to 
extreme pain. 

Lesser Gifts: In exchange for one point 
of POW he will teach a character an extra 
20% in the Torture skill. For two points 
he grants the Rune spell curse ofanguish 
(see below). For three points of POW he 
will personally torture a captive to obtain 
information on the summoner's behalf. 

Curse of Anguish 
Range: 160m 
POW used: 2 points 
Duration: Permanent, Non-reusable, 
Not stackable 

The caster of the Rune spell is able to 
inflict wracking pain on a victim if he can 
overcome his POW. He can alter the vic- 
tim's hit point total at will to represent 
the pain, and can thus force the victim 
into unconsciousness, vary the pain so 
that he must fight at a disadvantage, or 
merely threaten him with the effects. 
The curse o f  anguish cannot kill - its vic- 
tim will merely lapse into a coma if the 
pain level is increased too far. This spell 
does not affect undead, elementals or 
other creatures which do not actually 
experience pain. 

Torture 
Torture is a manipulation skill with a 
base score of 15% and is learned at the 
rates 200/400/800/EXP. Normally a char- 
acter must join the Guild of Torturers to 
learn the skill. A successful Torture roll 
meansthat the torturer has extracted all 
or part (40%+ ld6x10°/o) of the truth 
from his captive, failure means that he 
has got false information. A fumble 
means that the captive has died. Torture 
can usually be used only once a day ona 
given captive - each extra use in the 
same day doubles the chance of a fum- 
ble. Captives can use their CON+POW 
as a 'Defence'against the Torture'Attack' 
if they wish. 

His Demonic Majesty Adelmar, 
Lord of the Vaults of Eternity, 
Monarch of Demons. 
Summon the terrible Adelmar only 
when you plan such grand designs of 
mayhem and destruction aswould make 
lesser demons quail, for he is a proud 
and potent force and should not be sum- 
moned lightly. Standing about 2'hm tall, 
he is ebony-blackwith the lower body of 
a serpent, a human torso and an armour- 
ed, horned head likethat of a triceratops. 
He wields enchanted scimitars in each 
hand-one of which feeds on the blood of 
victims, the other on their souls. Adelmar 
issaid to dwell in a labyrinthinecastleon 
an island in an unknown lake; when 
Adelmar is summoned, the evocator and 

his party (up to six others) are carried to 
this castle to petition the demon. 

Greater Gifts: Adelmar has a limited 
power over time itself, and can give the 
ability of temporal navigation. This en- 
ables a characterto cross up to ten years 
either into the past or future, arriving 
within 1-12 weeks either side of the 
required date. Each use of temporal 
navigation costs the character 1 d4 from 
characteristic POW. 

Lesser Gifts: For one point of POW 
Adelmar will open the veils of Time to 
uncover some secret at the summoner's 
behest. For three points he will send an 
army of demonic warriors - equivalent 
to five thousand elite cavalry-to fight in 
one battle beside the army of the sum- 
moner (or his employer). 

The Lord Akresh, Spirit of Thunder in 
the Mountains, Demon of Invincibility. 
Akresh represents steadfast strength of 
purpose, the glowering took that intimi- 
dates a foe, the essence of power that 
cannot be assailed. Possession by the 
spirit of Akresh is called waiting-within- 
a-fortress; it hardens the will, shieldsthe 
body from harm and augments the reci- 
pient's physical might. Akresh himself 
can only beevoked in mountains,where 
he may appear as a shadow against the 
sky and a booming echo between the 
peaks. 

Greater Gift: The power that Akresh 
can grant is indomitability. A character 
with this power must roll POWx5 or less 
on d l  00 whenever he wants to use it; 
once activated, the power costs two 
points of battle magic POW for each full 
turn the characterwishes to use it. While 
indominable the character remains fixed 
in position waiting for attacks. He can 
automatically sweep aside all attacks 
made at 25% or lower, including missile 
attacks; his STR increases to species 
maximum; he gets a +20% Parry bonus 
and any parries he makes do an extra 
Id4  damage to the parried weapon. 

Finally, he gets an extra point of armour 
protection. 

Lesser Gifts: For one point of POW . 

Akresh will teach two points of the battle 
magicspell parry(usually available only 
to Humakti). For two points he can en- 
chant any shield so that whoever carries 
it has a permanent protection 7. For three 
points hewill summon mountain storms 
that can throw whole armies into confu- 
sion, or block a pass with landslides. 

Her Eldritch Highness Sarasathsa, 
Princess of Mystery, Demon of Paradox. 
Sarasathsa has sovereignty over things 
impenetrable or unknowable. Posses- 
sion with her spirit-essence renders the 
recipient immune to spirit combat, as 
spirits will recoil from her terrible mys- 
teries, but is double-edged in that the 
recipient could become sunk into 
lethargy and pensive introspection (roll 
POWx5 or less when coming out of pos- 
session to avoid this). Sarasathsa may 
have many forms, but is often described 
as a very tall (2lhm), slender, graceful 
woman in blue and green robes. Her skin 
is pale and mottled in a serpentine pat- 
tern, and the right side of her face is con- 
cealed behind a fantastical mask in the 
form of an embryonic dragon. All sum- 
moners describe her as cold and disdain- 
ful and rather draconic in temprament. 

Greater Gift: Sarasathsa can grant 
morphetic counsel. Whenever the 
character has some problem to solve or 
mystery to uncover she will whisper 
clues to him in his dreams. This acts as 
though the character had 80% in the 
General Knowledge skill, and also allows 
him important visionary dreams at the 
Referee's discretion. 
Lesser Gifts: For one point of POW she 
will answer any three yeslno questions 
about the past or present with 99% accu- 
racy. For two points she will convert any 
powered crystal into anothertype which 
the summoner specifies (the.crystalls 
POW is diminished by 1 by t h ~ s  process). 
Forthree pointsshe grants a character a 
permanent 5% bonus on POW gain rolls. 

The Lord Kojuro, Who is One with the 
Sword, Demon of Fighting Skill. 
Kojuro appears as a slender man with 
greyish skin and sharp white shark's 
teeth. He wears white and grey cotton 
robes and carries a number of swords 
and throwing knives. His province isskill 
in combat, particularly swordplay. 

Greater Gift: Kojuro can immediately 
raise a character's skill with swords to 
80% or by 15%, whichever is greater. 

Lesser Gifts: For one POW point Koj- 
uro will increase a character's score in 
any fighting skill by 5%, to a maximum 
of 75%. Fortwo POW points hewill place 
a single-use trueswordspell on a blade; 
this spell can be activated at any later 
time by whoever wields the sword. For 
three POW points he will increase the 
skill of an entire army by 5% for a single 
battle. 

The Lord Kesh, Jewelled Serpent, 
Demon of Confusion and Terror. 
Kesh embodies the transfixing gaze of a 
snake. He causes awe by his presence 
alone, a massive bejewelled, serpentine 
shape coiling about the Pentacle and 
rearing upto the roof ofthesummoning 
chamber-the summoner must roll 



r 
DEALING WITH DEMONS 

POWx5 or less on d l  00 or lose all power Greater Gift: Engala can make a quickly. Scenarios could involve a 
to bargain with thedemon. Looking into character into a vampire or mummy. The demon lord's influence without requir- 
Kesh's eyes causes demoralization. customary pledge of POW is useless to ing him to make a personal appearance 

GreaterGift: Kesh grants the power of Engala because he is an undead being, - player characters could battle a small 
intimidation. Given two rounds in which so instead of that pledge he imposes a cult worshipping one of these entities, 
to talk to foes before he fights them, a peculiar condition on his Gift. Every ten or inadvertantly break a chain of events 
character with this power can threaten years the character must find a champ- set in motion by a demon lord long ago. 
with such unholy force that those hear- ion to play Engala's representative at a Bear in mind that even the Lesser Gifts 
ing him must roll POWx5 or less on per- game not unlike chess. If the champion of a demon lord are powerful and hard 
centile dice or be demoralized. In com- loses, Engala drains him of POW and to come by. There is (or should be, if 
bat, the character's gaze can transfix like destroys him. If the character cannot refereed properly) a high risk factor in 
a vampire's. find a champion he must play Engala's any summoning, and the demon lord 

Lesser Gifts: For one POW point Kesh representative himself - in this case, if must have a favourable reaction to the 
will reveal the location of an ancient tre- he loses, Engala will come and take the summoner if any deal isto bestruck. Few 
asure hoard of at least 90 treasure fac- character as one of his personal servants. generals would care to swell their army's 
tors. For two points he will set a giant Lesser Gifts: In exchange for a pow- ranks with demon warriors, even if they 
demonic serpent to guard your treasure ered crystal Engala will give a lead can seek out one of the demonologists 
for you. For three points he will teach amulet which grants the wearer some powerful enoughto makesuch a bargain. 
you how to brew any venom or acid up protection from undead -hostile undead Only three cases of military use of demon- 
to potency 15. act neutrally and neutral undead will be ic powers are recorded in Questworld's 

friendly, as perthe RuneQuestresponse history - each time by the extravagant, 
Demonic serpent (Servant of Kesh) table. Occasionally he may give favour- whimsical Ancients, for whom normal 
STR: 4d6+12 ed summoners a zombie or skeleton caution and logic seem meaningless. 
CON: ld6+12 guard to serve them. Lastly, words of thanks to everyone 
SIZ: 2d6+15 who might have inspired or actively fed 
POW: 2d6+6 The Lord Kyrax, Blizzard Flame, me with demonic ideas - in particular, 
DEX: 2d6+10 the White Lord, He Who Descends from Steve Ditko, Richard Lupoff, Miyamoto 
Move: 8 the Storm. Musashi, Yvonne Newnham, Mike Pol- 
Hit Points: 19 average Kyrax is one of the oldest demons. He ling, Jack Vance, Oliver Johnson and 
Armour: 6-point skin has the form of a giant white wolf, or William Burroughs. Vance's short story 
Attacks: Bite (3d6 + potency 4 blade sometimes a man of feral aspect. He is The Miracle Workers directly supplied 
venom) SRI, 75%. the master of stealth and guile, can the idea of possessions, and gives a vivid 
Crush (3d6 [like a python] SR6,60°h. cause invisibility, blizzards and darkness account of their effects. For a host of. 
Skills: Move Quietly 90%; Hide in and particularly aids those who were furtherdemons, Prof M A R Barker's Book 
Treasure 80%. once mighty,for he is the demon lord of of Ebon Bindings is recommended. It 

regathering old powers. details, with many colourful anecdotes, 
Greater Gifts: Kyrax can grant a creatures for Barker's Petal Throne 

character7O0A in all Stealth skillsor raise game, but usable in any setting.0 
these by 20%. Or he may personally aid 
a character in a single master plan. Possession Table 

Lesser Gifts: For one POW point he Demon POW 
will increase a single Stealth orTracking Invoked cost Effects 
skill by 10%. For two POW he will give a Akresh 12 +20%to Parry (to a 
one use Rune spell to summon thick 

. 
minimum of 50%); +I 

mist in a 160m radius; the caster can see to armour points; 
up to 30m in this mist but for others the CON rises to species 
visibility is under I Om. Forthree POW he maximum. 
will summon a blizzard or turn a charac- Eldyr 10 +20°hto Oratory 
ter invisible for eight hours. (minimum 35%); 

CHA rises to species 
His Excellency Hragahl, Minister of maximum. 
Lightning, Demon of Intellect. Engala 13 STR &CON rise to nor- 
This bizarre and ancient demon lord is ma1 maximum ~ 1 % .  
master of all matters connected with Hragahl 13 INTrises by 5 points 
logic and philosophy, and if he is impres- (to an upper limit of 
sed by a summoner's ability in these species maximum. 
areas he will have a friendly reaction to Kesh 10 + 10% Defence; DEX 
him. Hragahl materializesasa giant ( Im)  rises to species max- 
bald,fanged head with silvery-blue skin, imum+4. 
incandescent white eyes and giant Kojuro 11 +10%to Attack and 
wings springing from his temples. He Parry (minimum 50%); 
has a tongue of flickering lightning +I d3 melee damage. 
which can snake out up to 20m. Kyrax 14 +20%to Stealth 

Greater Gift: Hragahl can transform a and Perception 
staff or weapon of the summoner's so (minimum 60%). 
that it has powers of a Stormblade Sarasathsa 13 Immunity to spirit 
[ WD39, Runeblades]. combat; effective +2 

Lesser Gifts: For one POW point he POW for resisting 
will summon up a Storm Demon and spells; +lo% General 

The Lord Engala, Gatherer of place it under the summoner's control Knowledge. 
Darkness, Demon of the Undead. for fifteeen minutes. For two points of Tsienra 11 +20°/otoAttack(min- 
Engala is usually characterized as the POW he will givea 5% bonus in General imum 50%); +05% 
zombie spirit, embodiment of unrelent- Knowledge (to a maximum of 45%). For Defence; DEX rises to 
ing attack, but in fact he is the lord of all thre'e POW he can increase a being's INT species maximum. 
undead creatures. Engala appears as a by one point or summon storms to con- Umalu 14 70%chance of Chaotic 
dull-eyed, expressionless man with dead found an enemy. feature, 30%chance of 
whiteskin, robed in grave-soiled black rai- Reverse Chaosfeature. 
ment. His movements are slow and lan- Final Notes Two different possessions cannot be 
quid, like a corpse underwater, and when A word of warning: campaigns where combined. Possessed characters are 
he speaks his lips hardly moveto his hol- demon lords get summoned up every unaffected by demoralize or fanaticism. 
low, emotionless tones. Those posses- weekend and every other character has [Possession spells were detailed in part 
sed by his ~p i r i t ~w i l l  fight until cut apart. a Greater Gift are going to get dull very, one of the series.] 



Worldly Power 
Additional Government Types for Traveller by Phil Masters 

Asanyonewith a nodding acquaintance make their rulers restrictive about actually has commercial access to 
with political theory will be aware, the weaponry, except in 'proper' (ie loyal) interstellartechnology,~~ much the bet- 
standard Travellergovernment determi- hands. In particular, missile weaponry is ter for them. Although the rulers will 
nation system is rather simplistic and often carefully controlled, as it can be keepa careful eye on the populous, they 
onedimensional. Nonetheless,thestan- too much of an equaliser between the will tend to feel that they have little to 
dard system works, despite a few wealthy, well-armed lord and the fear, and so governmenttdivine inter- 
peculiarities - why should only high- unloved peasant. This is related to a cer- vention will be limited - except when 
population worlds be lumbered with tain dislike of technological develop- technological change is threatened. 
religious dictatorships? - and I'm not ment generally. Example: Although priests have, on 
offering any functioning alternatives occasion, used technical tricks to 
(yet). What is worth doing, however, is Demarchy: Code R, BL 1, LM l,TM +2.A impress gullible worshippers, this form 
looking at a few variant government variant form of participant democracy, of government has never actually 
types, from both history and the pages with many of the traits of an anarchy. In occured in human history. It is, however, 
of SF, and using them in Traveller, if only fact, Demarchy may be the only form of quite commonly depicted in the pages 
for the odd 'ref's special'. participant democracy possible to some of science fiction; Harry Harrison has 

For these purposes, a system of gov- very populous, or geographically dis- used it more than once. The classic 
ernment has three important charac- persed, cultures. Instead of the usual novels using the theme are Fritz Leiber's 
teristics, each with a numerical value. participant system of meetings in a par- Gather, Darkness!, and - more or less 
The Bureaucracy Level(BL) is a measure ticular place, a Demarchy uses the most definitively - Roger Zelazny's Lord o f  
of the extentto which government agen- sophisticated two-way communications Light, which introduces the interesting 
cies intervene in day-to-day affairs, and media available to allow mass discus- twist that the pseudo-divinities are also 
is also the saving throw against official- sion and voting on almost every issue. master psionicists. Other Zelazny works 
dom taking an intrusive interest in Because of the speed and frequency of are also relevant here, notably Creatures 
characters' affairs. The Law Modifier debates, the result is virtually mob rule, of Light and Darkness. 
(LM) is the DM applied (in place of the with skilled speakers and self-publicists 
usual government number) to a random given a considerable advantage. Such a Abstract Supreme Authority: Code S, 
throw detemining the society's Law system can only survive if bureaucrats BL 8, LM 10, TM + I .  A world governed 
Level. The Technological Modifier (TM) and officials, who will always seek to by an Abstract Supreme Authority will 
is the DM applied to the random throw centralise political power, are severely generally appear to be Balkanized, 
that determines a society's Tech Level. restrained, and this may only be possible although other structures might be vis- 

~f such individuals are generally held in ible instead. Actually, supreme power 
Non-Technological Feudalism: Code N, very low esteem. A Demarchy can repre- resides in the hands of a small, rather 
BL5, LM 7,TM -5. Probably the standard sent a very dangerous society for outsid- detached elite, who permit the morevis- 
for many tech-I worlds. Under Non- ers, and especially forthose who oppose ible structure to persist as a convenient 
Technological Feudalism, areas of land popular sentiment. Laws tend to be means of detailed minor administration. 
are ruled by a small elite, almost cer- vague, but penalties for infringement ration. Selection for the elite is subtle 
tainly hereditary, and the population may be heavy. and discrete, usually based on the rut- 
owes allegiance to the ruler of their area. Example: The name and idea of a ers' determination to maintain power. 
The demands made by feudal lords on Demarchy seemsto have been invented The elitetakecareto remain dispassion- 
their subjects are for services or goods by SFwriter Joan Vinge in her novel, The ate; although they may enjoy their posi- 
more often than they are for cash - Outcasts of Heaven Belt. Although the tion, they claim - quite sincerely for the 
indeed, cash may be quite rare, or even mechanisms of the system have often most part- that their detachment, ex- 
unknown. Central authority tends to be been discussed in SF, I know of no other perience, and intellectual ability allows 
weak, as lords can always demand milit- workwhich examines thesubjectsofully. them to enforce the genuine greatest 
ary service of their subjects and attack good forthe greatest number. They may 
anyone trying to assert authority. Laws Technological Theocracy: Code T, BL 6, have access to more sophisticated tech- 
are determined by the area's ruler, and LM 4, TM +2. A rare and exotic system, nology than the mass of the population. 
by agreements between such lords; Technological Theocracy is charac- Example: Despite all claims to the 
thus, the main characteristic of such terised by a rather simplistic division contrary, no government in human his- 
laws is that they defend the interests of between rulers and ruled. The latter are tory has actually functioned as an 
the aristocracy, and favour the status deliberately kept in ignorance by the Abstract Supreme Authority. Science 
quo. Because relationships centre on former, and the apparent tech level for Fiction writers have frequently toyed 
control and use of land, merchants and much of the world involved is rarely with similar ideas; there is a hint of such 
city dwellers are in an ambiguous, and more than 1 or 2. However, the aristoc- ideas in Larry Niven's Beowulf Shaeffer 
often difficult, position. This is why this racylpriesthood has access to technol- stories, and Ursula LeGuin's Ekumen is 
typeof government isvirtually unknown' ogy several levels beyond that of their a highly relevant concept. It isalso argu- 
at tech levels beyond 3, except on a very subjects, and uses it to awe and cowthe able that the Traveller lmperium repre- 
few highly mechanised worlds, where masses. Such rulers may assume the sents exactly this sort of government. 
industry can be left to the robots. role of priests, granted miraculous The classic example, however, is 

Although feudal worldstend to bevio- power by the gods, or even of actual Cordwainer Smith's Instrumentality, 
lent, the fear of peasant revolt tends to gods and demi-gods. If the aristocra_~~y which appears in nearly all of Smith's 

108: THE SURVEY MISSION RETURNED 

FROM 
SELECTED  INTER^^^^^^^ TOUR. CERTAIN EX- 

TRACTS FROM THE EXPEDITIONIS JOURNAL REVEAL SOME 
NEW DISCOVER~D ON THE SURVEY. 

works, which are highly recommended. 

Governments. Scenarios Three Using scenarios Non-Standard are pre- 
sented here, each centred on a world 
government of one of the des- 

cribed is in the in 76 the Patrons first format, this with article' patron, Each 
required skills (if any) for the job, and 
alternative backgrounds for the referee 
to choose or roll for. 
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of interesting commissions from rivals. must be obtained in the face of attitudes rang- 
Noth was inhabited by a small farming ing from affable but businesslike neutrality to 

community that has grown fabulously rich on outright hostility. 
its automated farms' output of Nothi Cumin, 4,5: As 2-3, but the general attitude is hos- 
a superb spice that wil l only grow success- tile, and I d + l  actsof disruption (petty sabot- 
fully in the soil and solar radiation pattern of age, assault, etc) wil l occur in the course of 
Noth. The farmers control their government by the mission. 

to perform a quick but careful survey of the factors. fo fa chance to cause trouble. 

1 2 HIGH LORDS 0. PATRON: NOBLE, UPP 8599AC, AGE 40 0. REQUIRED SKILLS: NONE 1 

~eferee's Notes: The party is approached 
by a well-dressed man who explains that he 
represents the Councll of Lords of the planet 
Molnarax. The non-human peasantry of that 
planet has always been contented and docile, 
but recently there have been insurrections 
and other difficulties. The Council suspects 
/ 

that some off-world Interference is involved, 
and wantsto hirea small group oftough lndi- 
vlduals to locate and remove the trouble- 
makers. Cr150,OOO plus reasonable expenses 
are offered for the job 

Molnarax (D5444T2-A) has a population of 
humanoid primitives who are dominated by 
a small group of humans - the High Lords - 
who have set themselves up as deitles. The 
natives are small (I-I1/4m), slender belngs (-2 
on strength, + I  on dexterity, education O), 
limited to  tech level 0-1; the only weapons 
they possess are clubs, spears, and short 
bows. However, they produce remarkably 
fine jewellery and abstract artworks, which 
the High Lords sell off-planet at high prices. 
The world is way off the normal trade lanes; 
the nearest populated world is a jump-4 trip 
away, although there are systems wlth fuel- 
bearing gas giants nearer. 

I : There is no outside interference A 
small group of junior Molnaraxi nobles is 
seeking to bring down certain of their seniors, 
and has spread rumours of 'false gods' 
among the natives to cause disruption. Estab- 
lishing and proving this is the party's prob- 
lem. 

2: The 'troublemaker' is a lone ex-scout 
who stumbled across Molnarax, and took a 

dlslike to the political system. He is dwelling 
in  a well-hidden cave in a mountain area, act- 
ing asa 'sage'to the natives (natives and ani- 
mal encounters In the area must be deter- 
mined by the referee). He has cloth armour 
and an automatic rifle. 

3: The trouble comes from a far trader, 
whose captain manaqed to trace the source 
of certain valuable traded artworks The crew 
have set themselves up as 'The True Gods', 
and are dwelling in  a forest region. 

4: As 3, but the trader has a small group 
of well-armed mercenarles along as a body- 
guard. 

5: The Imperial Secret Service, whlch 
regardsthe Molnaraxsituation as intolerable 
exploitation of primitives, has established a 
projectto disrupt the High Lords'system and 
educate the natives. Their detachment on the 
planet, which includes a squad of marines, is 
small but well-equipped. 

6: There is no outside Intervention at all 
The natives, who are qulte intelligent and not 
particularly prone to superstition in  the 
human sense, have begun to deduce the 
nature of their situation from a multitude of 
trivlal clues. Being so intelligent, they may set 
some remarkably ingenious traps and 
ambushes for the party. 

1 

1 / 3  TRADING PERMIT 0. PATRON: MERCHANT, UPP 567896, AGE 47 0. REQUIRED SKILLS: ADMINISTRATION U 
investigations have suggested that Vo IS really to optlmise the running of Vo's economy. The 
run by an Abstract Supreme Authority; cer- trade application proved, when analysed by 
tainly, many members of the bureaucracy, at this machine, to imply a posslblede-stabilising 
different levels, are members of a mysterious effect on the Voan system - local machine 
organization calIediThe BlueCrystal Brother- tool manufacturers would have difficulty 
hood'.The jobon offer isto obtain thetrading adapting to such competition fast enough, 
permit, if necessary by penetrating the Brother- and dependency on off-world suppl~eswould 
hood; Cr2,500 to cover expenses, plus return makethevoan economy excessively vulnera- 
tickets, high passage, to Vo, are available. ble. Thisdeclslon could be reversed, but only 

1,Z:There has been an error of Intelligence if the party can gain access to the innermost 
on the patron's part The BlueCrystal Brother- clrcles of the Brotherhood, and then 
hood is an innocent social club with achildish negotiate from a posltion of strength. (The 
taste for secrecy; the permit was refused threat of reporting the existence of the com- 
because the negotiators neglected to place puter to all and sundry might suffice) 
bribes in the right places. Careful application 5: As 4, but the computer is-unbeknownst 
of cash should facilitate the party's work, as to the Brotherhood - subtly controlled by 
and when they identify the problem. agents of a neighbouring world's government, 

3: The Blue Crystal Brotherhood certainly who have ensured that the long-term result of 
thinksof itself as ruling Vo, although its Influ- ~ t s  advice will be to create a strong trade bond 
ence is partial at best. It IS a quasi-religious between the two planets, wlth Vo generally 
body, with a complex policy partly dictated subservient. 
by a divination method resembling the tarot. 6: The Blue Crystal Brotherhood is a pow- 
This is what caused refusal of the permit erful and very secretive organization; the most 
application -the cards demanded that the secretfact Isthat ~t isa Zhodanifront. The long- 

head on a success-only move be blocked. The problem may be sol- term aim of the consulate's manipulation of 
lves a planet named Vo, ved by either bribing or threatening senior Voan society is complex, but essentially 
a democracy, and usually members of the Brotherhood, o r  simply by involves preventing the development of unify- '. 
service bureaucracy working through non-members within the ing trade links in thls subsector by the encour- 

s C666889-8).The patron's civil service (who regard the Brotherhood as agement of social isolationism - hence the 
sought permission to a nuisance). trade permit refusal, Extensive investigation of 
on Vo t o  trade high-tech 4: The Brotherhood is an old, devious the organization may eventually lead to Zho- 

body, whose greatest asset is an ancient (First dani Intelligence network operating on  the 
Imperium) 'super-computer', programmed planet. 



LEW'S VIEWS 

Good fantasy role-playing GMs should I alwavs be looking for ideas of exotic I societies, organi~ations, and cultures to 
add to their adventures. becausethe GM 
who relies wholly on commercial adven- 
ture modules can never give his players 
thefull potential of FRPgaming. Legend 
and fiction can stimulate many ideas, 
though more often some part of legend 
or story is borrowed without alteration. 
But non-fiction can also contribute 
stimulating ideas for the fantasy world. 
History is the primary source, but 
archaeology, architecture, and simple 
word-play can be useful. 

What's in a Name? 
The Ever Victorious Army. The Cult of 
the White Lotus. The Immortals. The Red 
Eyebrows. Think about these names a 
moment, imagine what organization in 
a FRP world might bear the name ... The 
names are all historical, but most read- 
ers probably recognized none of them, 
or only one. However, it is not necessary 
to knowwhatthe historical organization 
was, butto use picturesque namesfrom 
unfamiliar (usually non-western) history 
as a stimulus to your imagination, to 
create entities which can be used in the 
fantasy world. 

For example, although the Ever Vic- 
torious Army was the military arm of a 
nineteenth century Chinese rebellion, it 
isn't necessary to know the details. You 
must ask yourself, what might the EVA 
be in myworld, regardlessof what itwas 
in China? In my campaign, for example, 
it is a famous mercenary group which 
can never be completely destroyed, 
thanks to a secret, widespread reserve 
structure. 

The Cult ofthe White Lotus was a sec- 
ret society which proclaimed the 
appearance of an 'Enlightened One' in 
the years preceding the end of Mongol 
rule in China. But yourcult may be a ring 
of drug smugglers, a fifth column for 
neighbouring nations bent on conquest, 
or even a group of magicianswith pecul- 
iar tastes. If you keep a list of such pic- 
turesque names in a notebook, and look 
at it occasionally, sooner or later you'll 
think of something interesting to fit 
some of them. If you're like most people, 
your imagination needs a reference 
point ta work from. The names provide 
the references. 

Some reading in ancient and eastern 
history, especially Chinese and Indian 
but also Persian (the Immortals), 
Islamic, and south Asian, will supply you 
with names. Start with encyclopaedias 
(especially Brittanica) or popular his- 
tories; historical atlases and outlines of 
world history are also good. If you enjoy 
historical reading you can delve into 
scholarly work more likely to refer to 
obscure groups.ActuaIly, we tend to use 
European history in this way without 
thinking about it, with thedrawbackthat 
too many players recognize the names. 
This leadsto a second method of acquir- 
ing interesting entities from history for 
fantasy worlds. 
In this case, you adopt 75-90% of an his- 
torical organization's characteristics 
while changing the name. There aretwo 
reasons for the latter. First, a player 
might recognize the name, no matter 
how obscure, look upthe real thing, and 
thereby gain an unfair or unrealistic 

This issue sees the start of a new 
regular column for fantasy role- 
playing beginners, called Lew's 
Views and written by Lew 
Pulispher. It will deal with advice, 
suggestions and tips for DMs. 

The Wizard's 
Library 
Non-fiction Sources for 
Fantasy Role-Playing Ideas 
advantage. Second, well-known histori- 
cal names intrude on thefantasy atmos- 
phere of the imaginary world. I cringe 
when someone says his character is 
Japanese or French, or any other histor- 
ical 'race'. Similarly, the use of familiar 
historical names of organizations can 
destroy the illusion of reality by remind- 
ing you of the real world. 

For example, you might wish to adopt 
the pre-Alexandrian Persian Empire as a 
model for a major part of your world. 
This produces some interesting pos- 
sibilities for scenarios, such as opppor- 
tunities for intrigue in the semi- 
autonomous satrapies, and rebellions 
against the emperor. It provides a struc- 
ture for an empire which can resist 
almost any outside attack, but which can 
do little to interfere with affairs outside 
theempire-exceptwith bribesand sub- 
sidies. The more you learn about this 
empire, the more interesting it can be. 

But don't call it the ~ers ian Empire, and 
so be sure to vary the details enough 
that a player cannot gain much from his 
knowledge if he recognizesthe historical 
model. 

Similarly, such famous historical 
edifices asthe Great Wall of China, Had- 
rian's Wall, and Offa's Dyke can be intro- 
duced into your world. Or at the other 
end of the spectrum, you might ponder 
the Chinese emperor who was buried 
with an army of 6,000 life-size soldiers 
and horses, sculpted of terra cotta. 
Facets of Roman or Greek government 
might also be adopted. 

Notethat you can also plunder science 
fiction in this manner. Although most 
aspects of an SF (as opposed to fantasy) 
story are not adaptable to a fantasy 
world, races and their cultures can be 
used without modification. Think about 
the pre-space flight Merseian culture 
described in Poul Anderson's tales of the 
Polesotechnic League. Try putting some 
Merseians on a large island somewhere 
in yourworld. Few GMsare ableto man- 
ufacture entire 'new' societies; borrow- 
ing from history or science fiction is 
often the only practical means of intro- 
ducing variation into theculturesof your 
world. 

Archaeology and Architecture 
Primitive tribes, or at least those which 
are closeto nature, exist in most fantasy 
worlds. There is no reason why all 
should be based on traditions about 
elves or American Indians. A little read- 
ing in archaeology and anthropology 
will show you a broader range of 
activities and cultures which might be 
useful. How did the Hottentots, the 
Zulus, or the Yanamomo of South 
America live? An archaeology text may 
include diagrams of primitive dwellings, 
villages, even fortresses. 

Architecture, of course, supplies diag- 
rams of less primitive structures: tem- 
ples, monasteries, cathedrals, castles, 
palaces. The text describing such build- 
ings can stimulate useful trains of 
thought. In either case, a city or univer- 
sity library should have books contain- 
ing many diagrams, though a good 
encyclopaedia is the place to start. 

Word-Play 
Combinations of adjectives and nouns, 
or nouns and nouns, can create names 
for races, cults, or what have you. Think 
of some promising nouns, say 'dancers', 
'seekers', 'riders', 'sky', 'star', 'wave', 
and combine some. [Note that generally 
you'll want to combine a standard noun 
with a noun derived from a verb, such as 
the first three above.] So who are the 
skyseekers, the wavedancers, the star- 
riders? Not all combinations will work - 
I don't see much hopefor star-riders in a 
fantasy game, for example - but some 
will sound interesting. For example, the 
skyseekers might be a brotherhood of 
magicians who seek a permanent flying 
spell, or a means to travel to one of the 
moons. The wavedancers might be a 
frivolous but intelligent aquatic race 
who communicate through intricate 
swimming routines..Keep adding to 
your word lists, and combine the words 
in new ways; if even one in ten is good 
you'll be ahead in thegame,and in your 
campaign.0 



Dickinson, York. 
ness-a goodness soiled by other beliefs. 

of Anyone who bothers to read the sec- Dear WD, 
ne tions on alignment in the DM'S Guide It has been some time since the great 

to Chaotic Good. success for a single priest working alone 
Edmund Hopkins, London. 

mands of their temples priests but are 
not bound to do so. They will never fol- 

First, magic is as natural a part of the Dear WD, low the orders of a non-chaotic. 
D&D world as air. Many creatures and I really must protest, in the strongest 4. Theytake no interest in personal trea- 
humans have the ability to use it and do possibleterms, atthe appalling coverof sure but have been known to loot their 
so daily. In war all abilities are used to issue 44. When are we going to see the victims for their temple. 
achieve victory and a wizard will use his end of these chainmail bikinis, for 5. Golems have never been known to 

aid sent by one side will be prevented istically vigorous. She says it's ridicul- Dear WD, 
from arriving, or will be balanced by ous the way artists draw such characters Keep up the good workon WD-so far 
equal aid from the other side. If a battle as ifthey are about to go on forthe floor- I have been very disappointed with the 
is of such importance that a god comes show of some hot joint; if the practice standard of your only UK competitor, 
down personally, he will be met almost continues, she may be dropping round Imagine. The only advantage they have 
immediately by an opposing god. Thus to see some of these artists one time, over you is in the postal games hobby 
is the balance of power between the and it won't just be to ruffle their hair. field - perhaps you could do something 
alignments maintained. Seriously, isn't it about time White for them in the same way as you have 

Finally a suggestion for new monsters Dwarf gave a lead in discouraging this with computer addicts. 
-the neutral and good alignments need kind of illustration - still far too common, Yours, 
powerful creaturessimilar in function to eg on the cover of Elizabeth Lynn's Graham Staplehurst, Dover. 
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MICROVIEW 
I 
I Microview is a regular computer column, edited by Mike Costello. 

This issue, ~icroc iew looks at some computer play-by-  ail games. 

Play-by-Mail Games 
by A D Young 

Computer-moderated PBM is 
an area of computer gaming 
not previously covered in 
Microview. The computer 
oroaram that 'drives' the 

game remains with the moderator and 
the output it produces is sent to the 
player, usually in the form of a line- 
printer dump. Until recentlv most of 
'rhese games were run only>n the States, 
although they were generally available 
to overseas players and some are 'post- 
boxed' in the UK. Now there are many 
newgames springing up in this country, 
which we hope to review in future 
Microviews. The games reviewed here 
are American games available on an air- 
mail basis to UK olavers. and anvone 
interested should wiite directly io the 
States for up-to-date Registration and 
Turn costs. Addresses: Empyrean Chal- 
lenge, Superior Simulations, P 0 Box 
505, Fairfield, ID 83327, USA. (f3 per 
Turn and up); Heroic Fantasy, FBI, PO 
Box 1467, Scottsdale, AZ 85252, USA. 
(£1 or more per Turn). -MC. 

Empyrean Challenge 
This is a computer-moderated, multi- 
player grand strategic space game. It 
accommodates 150 players, each of 
whom is the Ruler of one of fifteen ' 
nation states on a single planet, belong- 
ing to oneto ten races each with its sepa- 
rate planet. There are 100 systems with 
from 1 to 10 planets. Victory is gained by 
an individual if hecontrolsabout 100 (or 
more) planetsfor fourturns and no other 
player has half as much, or by a race if 
they collectively control 5O0I0 or more of 
all habitableworlds. 

If you thinkthat task might prove ardu- 
ous just keep reading, for you have not 
seen anything yet! Each planet may 
have open colonies, closed colonies and 
orbital colonies. There may be any 
number of ships which are treated exact- 
ly like colonies except that they can 
move between planets and star systems. 
The real crunch comes when you under- 
stand that each player must rule every 
one of his colonies in detail. 

First of all consider the population. 
That is, the Unemployable, Unskilled, 
Professionals, Trainees, Soldiers, Con- 
struction Workers and Spies. There are 
millions of them. They must be fed, 
housed and paid for their work. It is nec- 
essary to set pay rates, provide sufficient 
farms and peopleto run them, sufficient 
structural material and CW to build 
them, and so forth. This will of course 
determine the birth rate, standard of liv- 
ing and death rate. Do a rotten job and 
you have a rebellion on your hands and 
fourteen other Rulers just waiting to 
move in. Now comes the hard part. 

Each of the 25 items used in the game 
(such as missiles, space drives, factories, 
consumer goods, farms, hyper engines, 
energy shields, sensors etc etc) must be 
manufactured. Each requires a certain 
amount of metalsand non-metals which 
must be mined from limited deposits. All 
movement, manufacture and use of 
materials and items requires transports, 
people and fuel (which of course is also 
mined). There is also a market and gold 
(mined) with which to buy and sell items. 
Some nations are richer in some raw 
materials than others, so barter and 
trade (or war) are necessary for the 
survival of the nation. 

Inter-racial co-operation is very 
important, for those that cannot com- 
bine in a joint effortwi!l rapidly go under 
to those that have. Thls IS because the 
races are aiming to become space-faring 
and to compete successfully they require 
a high technological level.TL beginsat 1 
but may be boosted to the maximum of 
10 by research. Increased TL is essential 
in warfare since several weapons effects 
are exponential in TL. In addition, high 
TL means more efficient use of resources. 
To become space-faring you require a 
space ship. This means manufacturing 
each item, building the structure to 
house them, the fuel, crew, cargo etc. 
That is, you design the ship yourself. 
Each design is put together by the 
player; there are no blueprints available. 
Thus every scout ship, battlewagon, col- 
oniser or super freighter is custom 
made, and if the design is inferiorthat is 
just too bad. 

Maxi-Challenge is a simpler variation 
of Empyrean Challenge. There are only 
20 players and each controls the entire 
planet! A Ruler wins when he controls 
all non ship colonies. That may be hun- 
dreds but some relief from this burden 
can be achieved by appointing Regents. 
Even so, these are not games to be 
entered into lightly. They are obviously 
only for those space gamers who wish 
to immerse themselves totally in the role 
of Ruler of the galaxy. 

Heroic Fantasy 
This one is a fantasy role-playing game. 
It is entirely computer-moderated and 
represents the most advanced develop- 
ment of PBM FRP games using this mod- 
eration method. The game consists of a 
romp through a mazeldungeon in order 
to gain experience and treasure. Suc- 
cess on one level leadsto a greater chal- 
lenge on the next. 

A dungeon party is put together from 
the 11 available races, which range from 
fairies through humans to giants. Only 
two character types (fighter and mage) 
may be chosen, with the latter costing 

more than fighters. Humans represent 
the best value but a close reading of the 
rules indicatesthat a well balanced party 
is best, since certain prizes and potions 
are more easily used by some races than 
others. The party (of no more than 15) 
begins at one of the Entrance rooms of 
the dungeon, fully equipped and raring 
to go. 

Heroic Fantasy is non-sexist and, just 
as with the racial blend, a balance of 
sexes is advised. The maze is multi-level 
with rooms leading off one another. Only 
a bare description of any location is 
given, usually consisting of no more 
than the room name, eg 'Hot Room'and 
an equally exciting monster if present - 
Black Panther, or whatever. There may 
also be a prize such as a potion or some 
simple trinket. This is rather poor fare for 
adventurers used to richly endowed 
human DM-run games, but you must re- 
member the limitations of the comput- 
ing system. However, the emphasis is 
on player interaction and this is Heroic 
Fantasy's forte. Here you can have a 
dungeon adventure with many other 
players. No more trying to get a group 
together for that too brief RP session; 
the PBM nature ofthegameensuresthat 
fellow dungeoneers are laid on. 

Player-characters have a name and in 
each turn may perform one 'take' (po- 
tion or prize), one major action (move- 
ment, combat, jimmy door, major 
magic), one minor action (use a prize or 
minor magic) and one speech. When the 
number of characters which may interact 
is considered, this range of actions is 
quite sufficient to provide a fairly com- 
plex set of encounters. Characters may 
be attacked, defended or shielded, with 
combat consisting of either an attack, 
ambush, guard (object) or defend 
(character) order for each character. 

The usual Strength and Constitution 
are a character's only attributes. 
Strength is used in fighting, defending, 
moving, jimmying doors and casting 
blast spells. To stay alive, a Constitution 
greater than zero is necessary and of 
course it decreases when hits are taken. 
Mages have a choice of several minor 
spells each turn and three major spells 
(sleep, blast and fireball) which require 
a turn of preparation before casting. The 
'speech' which each character may 
make perturn is quite sufficient for com- 
municating name and address and even 
longer messages if necessary. 

The computer printout shows the 
'speech' in the room in which thecharac- 
ter ends the turn, allowing any other 
player who can see that room to read it. 
A distance of up to two rooms may be 
moved per turn and the printout includes 
all rooms that a player's characters have 
left, passed throuah or arrived at. With 
this system, even a minimal dispersion 
will result in a lengthy printout and 
many player interactions occurring. 

Heroic Fantasy does have a problem 
with the simplicity of the game system 
and lack of detailed description. Many 
FRP gamers may not find this to their 
taste. The game is a well thought out 
hack and slash adventure which does 
provide some light-hearted fun, mostly 
through player interaction. It also demon- 
strates that fully computerised FRPGs 
are possible and will very likely be the 
forerunner of more detailed games.0 





HURRUMPH! SHIP'S COMPUTER HERE. HATE TO BREAK INTO YOUR VIGOROUS WORK 
PERIOD GUYS, BUT I'VE JUST DETECTED AN ATARl DEATH SQUADRON. SENSORS INDICATE 
THEY HAVE A STRONG DISLIKE FOR HAYES. TOUGH LUCK HAYES ... 

adron, the words of 
ir leader ringing in 



Outline for DM 
The party are headed towards Yelloton, a 
remote settlement in the outlands. Once 
a gold town, it turned to agriculture 
when the gold ran out. Lately, some 
trappers moved in and some fine quality 
chamois leathers, deer antlers, etc have 
been coming back down the trade routes: 
but supplies have ceased recently. 
Rumours on the trail are that there is 
trouble in Yelloton, but none know what 
as links with the distant settlement are 
tenuous. The group can just stumble on 
the place, be hired by merchants to  dis- 
cover why trade has ceased or be 'visited' 
by the Dame Verte when in the vicinity. 
She will try to persuade them to purge 
'her'woods of the evil, even resorting to 
'seducing' the leader if necessary. 

The Situation 
West of Yelloton is an area of woodland 
that had remained undisturbed until the 
trappers came. Their activities angered 
the Vily who then nurtured evil plants to 
wage a successful attack on the humans. 
Whether or not the players were enlisted 
by the Dame Verte, shewil l  offer unseen 
help if possible and materialise to thank 
them should they destroy the Vily who 
have taken over her patch. 

As the players approach Yelloton, they 
wil l  see that the settlement is curiously 
green. All the buildings are overgrown 
with plants. Weeds fill the streets. The 
surrounding fields arefull of cropsgone 
to seed. Beyond the western fields, in the 
distance, are some thick woods nestling 
at the foot of bare rocky hills. A stream 
runs from the woods through the village. 
The stream has been poisoned by the 
Vily. The buildings are overgrown with 
poison ivy in which lurk the 

IVYlX 
by Dale Hueber 

No Appearing: 
Armour Class: 
Movement: 
Hit Dice: 
Treasure: 
Attack: 

Alignment: 
Intelligence: 

2-5 
6 
12" 
2d8 
v 
Two clawsfor 1-2 each 
plus special 
Neutral evil 
Low 

These intelligent plant creatures inhabit 
areas infested with poison ivy. lvyix hate 
animal life, especially humanoids, and 
seek to destroy small farms and com- 
munities. They are vine-thin, halfling- 
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FIEND FACTORY 
I 

Fiend Factory is a regular department featuring readersr monsters 
for D&D/AD&D edited by Albie Fiore. This issue ... 

Death in Green 
A D&D/AD&D Mini-Scena 
party of 4-8 adventurers 
sized humanoids with leafy heads and 
bark-like skin. Their thornv claws do 1-2 
damage each and cause a poison ivy rash 
if a save versus ~ o i s o n  at -2 is not made. 

They are 85q0 undetectable while in 
their poison ivy lairs and can affect this 
growth as an entangle once per day or 
plant growth (not as attack) at will. They 
are susceptible to  fire, saving at -2 and 
taking +I point of damage per die 
inflicted. However, if they are burned, 
the smoke causes a burning, itching 
cough for a range of (15') for 2-5 rounds 
and there is a 15% chance of poison ivy 
infecting the lungs, causing them to fill 
with fluid which results in death in 1-7 
days unless cure disease is used. 

Once a week the ivyix can commun- 
ally attack a psionically aware individual 
with a Mind Thrust of 75 points. They are 
immune to psionic attack. 

As they are plants, certain spells wil l  
not affect them, eg charm person, etc. 

The buildings are derelict. In some of the 
darker rooms and cellars wil l  be found 

CRIMSON CARPET 
by Mark Byng 
This deep red moss, also known as the 
'scarlet death plant', grows in patches 
from 5-20' square, in dark or under- 
ground locations. A careful search will 
nearly always find bones nearby. For 
each round that any creature is exposed 
to the plant, there is a 1% cumulative 
chance that the creature will suffer from 
a hideous and deadly illusion, treat as a 
phantasmal ki l lerwith disbelief attempt 
allowed, except that the creature, once 
touched must make a System Shocksave 
-success means that thevictim has fallen 
unconscious for 3 turns; failure means 
that thevictim has died from heart failure. 

The exposure range is 15'. Anyone 
eating the moss will certainly suffer the 
delusion 5-20 rounds after eating. 

Among the overgrown crops lurk many 

ACROPHIDS 
by John Gordon 

No Appearing: 
Armour Class: 

Movement: 
Hit Dice: 

Treasure: 
Attack: 
Alignment: 
Intelligence: 

1-20 
Stem: 6; Lash: 0; 
Bole: 3 
3" 
2d8 (Bole: ld8; Lash: 
I hp; Stem: remainder) 
None 
Lash for 1 d4 plus poison 
Neutral 
Animal (approx) 

These man-sized, carnivorous plants 
have small, tough boles topped by long, 
swaying Stemswhich end in a sickly, pale 
and fleshy flower. Concealed in the flower 

io  for a medium high level 

isa 1O'long lashtipped with a poisonous 
sting. Attached to the bole are several 
small sticks which rattle allowing the 
plants to transmit rudimentary messages 
to each other (eg, 'food', 'danger', etc). 
They can move slowly on their tough 
fibrous roots but dislike moving across 
stone or wooden surfaces. 

If the lash or stem is 'killed', the bole 
will flee. If the bole is killed, the plant dies. 

Acrophids feed on decaying flesh, pick- 
ing morsels off with their sting and drop- 
ping them into the f lowerto be digested. 
They kill to keep up the supply, usually 
by lurking unseen (75% chance) in the 
undergrowth by paths or tracks, attack- 
ing anything man-sized or smaller that 
comes into the range of the 10' sting. 
Thesting hasa limited supply ofvenom. 
The first hit does an additional 2d8 poison 
damage (if save fails); the second, ld8;  
the third, ld4; and the fourth, 1-2 after 
which the poison sac is empty. Ittakes 1 
week to be ready to fight again but the 
lash can still do I d 4  points of damage 
without the poison. The sting leaves an 
ugly red weal on itsvictims. Ifthe lash is 
'killed', i t  will regenerate in 1-6 months. 

Acrophids occasionally wipe out 
small hamlets if there are sufficient 
numbers to do so. They reproduce both 
vegetatively and by wind pollination, 
although 90% of the seeds are sterile. 
(Based on the triffid from John Wyn- 
dham's Day of the Triffidsl 

In the woods, some ivyix and acrophids 
will still be encountered. All routes into 
the lair of the vily, deep in the darkest 
recess of the woods, near a cascading 
waterfall, are protected. There are many 
'boulders' on and around all access 
points. These are really 

THE PUFFBALL PLANT , 

by  Mark Byng . 
Puffballs are spherical hollow fungi, 
usually found growing on recently dis- 
turbed soil and easily mistaken for boul- 
ders due to theircolouring. Each is from 



FIEND FACTORY 

6" to 2'in diameter and from 4-24will be 
found growing in any one spot. 1 in 4 of 
the puffballs will be 'ripe' - size giving no 
clue as to ripeness. If a ripe puffball is 
disturbed, itwil l burst, releasing a cloud 
of spores over a 15' radius. All creatures 
in this area must save versus poison or 
become slightly intoxicated (as DMG, 
pp82-83 for effects). Slightly intoxicated 
creatures become moderately intoxicated 
if they fail a save versus the effects of a 
second puffball; moderately intoxicated 
creatures become greatly intoxicated if 
they fail against a third; any further inha- 
lation of spores will result in a comotose 
slumber lasting 7-10 hours. Recovery 
time from intoxication is as DMG. They 
can clrow in subterranean locations. 

VlLY 
by Dale Bartlett 

No Appearing: 
Armour Class: 
Movement: 
Hit Dice: 
Treasure: 

Attack: 

Alignment: 
Intelligence: 

1-12 
6 (0) 
12"/24" 
3d8or better 
A (4'-5'also have G; 
5'/z1-6' also U) 
By weapon type or bite 
for 2d4 plus two claws 
for 1-3 each 
Chaotic neutral 
Genius (15-18) 

31-61 in height. They like to live nei t  to ' 

streams or in beautiful groves wherethey 
are encountered 80% of thetime. Thetal- 
ler, more powerful ones dwell in dense 
forests often in a fabulous white fortress 
or mountaintop watch-tower. The smaller, 
less powerful ones, inhabit scrubland or 
woods. They have fair complexion, long, 
curly brown hair hanging down to their 
feet and invisible (but fully functional) 
white feathered wings which can be 
seen by detect invisible or similar. They 
are very beautiful, but have sharp claws 
and iron teeth with which they can 
attack, in desperate cases. They go to 
great lengths to protect their charges - 
usually their woods and the animals 
within it: even to doctoring streams with 
a poison affecting only humansand demi- 
humans and lethal in tiny quantities. 
They will also use long or short bows, 
according to their height,tofire poisoned 
arrows (save at -2) to repel intruders 
but prefer to use their formidable magic 
powers. Their bows are often magical. 

All vily can shout loudly, causing fearto 
all in hearing (normal save applies). They 
can also cure or causethefollowing,twice 

each per day: blindness; light wounds; 
serious wounds; disease; dumbness; 
insanity. (Note: each type may only be 
cast twice ie they can cause light wounds 
twice or cure light wounds twice or do 
each once per day but not cause and 
cure light wounds twice each in a day. 
Once per day, they can also raise dead 
and use fingerof death (no save). All vily 
save as a 7th level cleric minimum. 

Those living deep in forests gain 1 hit 
die, and 1 level of magic user and 1 level 
of clerical ability for each 6" of height. 
Thusa 6'vila has 12th level MU and cler- 
ical powers on top of her normal ones. 

Those with additional magic ability 
obtain icestorm as a 3rd level spell. They 
may cause the loss of one eye rather 
than blindness, and can also, once per 
week, curse a human or demi-human to 
die ravaged by fever in 3 days. The curse 
may be lifted at will by the vily or by 
remove curse followed by cure disease. 

All have a limited shape-change ability, 
preferring the form of a powerful white 
horse (equal to heavy warhorse), silver 
wolf (as dire wolf but with a hoar fox's 
[ F f l  frost breath weapon and immunity 
to cold), or falcon to most others. 

They are immensely jealous of other 
beautiful women. Any with 17+ charisma 
will be instantly attacked (20% chance 
per point below 17 of no attack). However, 
they are often well disposed to brave and 
handsome men and will, occasionally, 
even change into horses so that their 
favourite hero need not walk. 

Anyone (male or female) aiding a vila 
in extreme danger is likely to be made a 
blood-sister (vileniki). Such people van- 
ish to some unknown place (possibly 
another Plane, or deep in the vily's 
forest) for 3(50%), 7(25%), 13(20%), or 
21(5%) years and upon return will have 
magic userlcleric powers of level equal to 
the number of years they were away and 
which may not be advanced unlessthey 
were originally of either of those classes. 
Any preious classlpowers are retained. 
These Dowers are obtained (at DM'S dis- 
cretion) even if not normally obtainable 
by that alignment or race (so druids 
could gain clerical abilities). Judging by 
the arts taught to vileniki, vily may well 
attain 21st level in each. Only one such 
vila probably exists on this or any other 
Plane, and would be of divine status. 

The life of a vila is tied to her particular 
plant (fruit, nut, beech and firtrees being 
favoured) much as a dryad is tied to her 
oak. A vila, however, can travel any dis- 
tance from hertree and need not visit it for 
years. If it is cut down or killed, she will 
die. but if killed in this wav. will invariablv 
be avenged by her sisteis (both vily a i d  
vileniki). Vila-trees are indistinguishable 
from nqrmal ones. 

Although chaotic and often violent, 
malicious and cruel, vily can be helpful if 
in a good mood. Strangely, they never 
break their word having once given it. 

Their natural armour class is 6, but they 
wear shimmering white gowns which 
convey ACO. The gowns, if taken, retain 
this propertyfor 1 year, and may be used 
by any of suitable height (attempts to cut 
them to size will ruin them completely). 

Only high level vily are likely to be met 
alone. Others are commonly found in 
threes and sometimes greater numbers. 

DAME VERTE 
by Ed Dovey 

No Appearing: 1 or 1-3 
Armour Class: 7 
Movement: 12" 
Hit Dice: 5d8 
Treasure: 1, s, v 
Attack: By weapon type 

(usuallv + 1 daaaer) "" 
Alignment: ~ e u t r a i  
Intelligence: Exceptional to 

Supra-genius 
Psionic Ability 176; AttackIDefence 

Modes: A,CIF,G 

Dame vertes were a sisterhood of wise 
elven women devoted to the care and 
protection of primeval woodland and 
the study of the ethereal. Eons ago, they 
became ethereal in nature, now dwelling 
almost exclusively on the Ethereal Plane. 
Each cares for a forest on the Prime 
Material Plane where they can travel 
invisibly, being able to become ethereal 
and invisible at will. 

They can use both illusionist and magic 
user spells at I l t h  level of ability, have 
50% magic resistance, and have excep- 
tional intelligence and charisma (15-20) 
in both. Although strictly neutral, they 
will covertly aid those combatting evil 
creatures invading or bringing harm to 
theirwoods. However, they may seekto 
lead travellers astray, or to seduce male 
characters (as 5th level houri ,WD13 or 
Best o f  WD: Articles 1 )  after which the 
character may be afflicted by love sick- 
ness (as 4th level houri spell). The 
chance of this is 60°hfor a dameverte of 
20 charisma, 5OoA for 19, etc. They will 
punish or humiliate overbearing parties 
or those full of their own importance. 

If a group does clear a dame verte's 
forest of some evil, on a positive reac- 
tion (normal reaction throw +lo%), she 
will appear in a shimmering green irrid- 
escence preceeded by a strong breeze 
carrying the smell of freshly turned 
earth. She will greet them by name and 
thank them for their service. She will 
offer either to answer three questions, 
or, if pressed for a reward, one of her 
magic items (including any malevolent 
ones, the true nature of which she will 
reveal). If a reward is chosen, she will 
never aid any of that group again. She will 
be greatly angered by any ingratitude. 

Adame verte's minor psionic devotions 
are: Sensitivity to Psychic Impressions, 
Invisibility and Animal Telepathy; and 
her major science is Etherealness.0 



RUNERITES 
I i 

Swashbuckler! 
Combat Related Ideas 

For Panash cultists, some of Oliver Mac- 
donalds suggestions on non-standard 
weaponiattack modes are a must. 

1. Use of a cloak, blanket, or any simi- 
lar piece of cloth ruled to be big enough 
by the GM. The basic abilities are 25% 
parry, 5% attack, with training costs on 
the 50011 00012000L system. A successfuI 
parry with a cloak does not cause it dam- 
age; instead it functions as a shield, 
absorbing a maximum 8 points of dam- 
age, and is destroyed if it takes more 
than 12 in a single blow. The effects of a 
successfuI attack depends on the loca- 
tion hit. A l imb will be bound, and 
another successful attack the following 
MR will disarm or trip the defender; a 
head hit will blind the defender for the 
next MR; a chest hitwil l  bind an arm, but 
will not allow a disarm attempt next MR; 
an abdomen hit will allowthe attacker an 
attempt to knock down the defender 
next MR in a STR v STR roll on the resis- 
tance table. This assumes a fairly 
humanoid opponent. 

2. Jumping onto other characters. A 
successfuI Jump roll has to be made. A 
hit will do damage to the defender as if 
heishe had fallen, + half the attacker's 
damage bonus; but if the attacker does 
more damage than hislher Jumping skill 
divided by 5, any damage over that 
figure wil l  be taken by the attacker. 
Example: Gnasher the baboon jumps 
3m onto the back of an adventurer and 
does I d6  + half his damage bonus 
('/2d6), in fact doing the maximum 9 
points; however, heonly has40% Jump- 
ing skill, which divided by 5 gives 8; he 
therefore does9 points of damageto the 
adventurer and 1 to himself. After a suc- 
cessful attack, the attacker may attempt 
to grapple with the defender or roll his1 
her Jumping skill again; success wil l  
mean that the attacker has landed on his/ 
her feet and can perform normally the 
following MR. A successful attack may 
also knock the defender over; roll 
attacker's SIZ v defender's STR to knock 
down. Add 1 to attacker's SIZ for every 
metre jumped, and halve defender's 
STR if attack is a surprise. 

If ajumping attack mlsses, the attacker 
must make a second Jumping roll, or 
will take damage as if from a fall. 

3. Swinging from ropesichandeliers. 
To attack in this way a character must 
make a roll of DEXx 5 to swing as desired, 
followed by a KicklJumpiGrapple, de- 
pending on how heishe wishes to attack. 

4. Biting. A characterthat successfully 
grapples an opponent may try to bite 
next MR for I d3  points' damage [ i f  
human; if, say, baboon, as in  RQ -OD]. 
The base chance is 25%, increased by 
experience only. At the GM's discretion, 
a character grappled by another may 
bite the attacker. 

5. Catching. Thechanceof catching an 
objectthrown at you is 25%+ Manipula- 

RuneRites is a regular 
RuneOuest column, edited by 
Oliver Dickinson. This issue, a 
discussion of additions to the 
melee rules. 

tion bonus, and can be learned on the 
scale 2001400/10001EXP. Thrown weap- 
ons require a special hit (20% of basic 
chance) to catch. The chance to catch is 
reduced by half if anything larger than a 
dagger is held in either hand, and it is not 
possible to catch something if you are 
holding things in both hands. If a critical 
hit is rolled when using the catching 
skill, the item caught may be thrown 
back at the attacker in the same MR. 
Next, some comments on surprise from 
Dave Morris; but note thatto judge from 
RQ a successful surprise attack should 
add 20% to the attackers' percentage. I 
feel it might be unfair to apply this as 
well as the penalties below, but it could 
be added under 9-1 0. 

The effect of being caught unawares on 
a party is likely to be a lot more serious 
than just a couple of lost Strike Ranks. In 
orderto makethe use of scoutsand anti- 
ambush precautions worthwhile, and 
thus encourage better role-play, I prop- 
ose the use of the following table. When 
surprise is indicated, roll ld10. 

1-3: Complete surprise. Characters 
parry and defend at half value, 
and get no attackthis MR; they 
can attack next MR at half value 
and +3to Strike Rank. Thereafter 
they can fight normally. 

4-6: Extremesurprise. Characters 
parry at half value and get no 
attackthis MR. 

7-8: Surprise. Characters parry at 
-1 0% or half value, whichever is 
higher; they may attackthis MR, 
but at +4to Strike Rank. 

9-1 0: Partialsurprise. Characters 
attackat +2to Strike Rank; no 
other penalty. 

Finally, a moredetailed way of modelling 
an aimed blow, from Ashley Holloway. 
During the Statement of Intent, players 
should state that they intend to aim a 
blow at a particular location. They must 
roll ld6-1 and add this to their PC's nor- 
mal Strike Rank to find the SR at which 
the blow can be delivered; if the result is 
over 12, the PC has failed to find an 
opening that MR, can make no other 
attack, and parries during the MR at half 
ability (rounded down). If a blow may be 
aimed, the attack is rolled and the actual 
roll subtracted from the normal chance 
to hit; the special hit (20%) chance with 
the weapon is added to the result, and to 
have successfully hit the location aimed 
at, the player must roll the total or less 
on d100. If this roll fails, d20 is rolled as 
usual to find the actual location hit, but if 
this produces the location originally 
aimed at, the PC has missed completely! 
Whether the aimed blow succeeds or 
fails, the defender has a chance to parry 
it. If the attack is successfull, INT x 3 
(POW x 3 if not INT) must be rolled, or 
the parry wil l  be at half ability (rounded 
up), but if it fails, only INT x 5 is needed. 

To discover if the PC has made a spe- 
cial or critical aimed blow, or has fum- 
bled, calculate from the percentage 
chance of making the blow, rounded 
down to the nearest 5%. The 1 d6-1 addi- 
tion to Strike Rank accounts not only for 
the time taken for the location to be 
opened up to  the attacker, but also for 
any distraction that heishe might besub- 
ject to while concentrating on the blow, 
which would include being hit buttaking 
no damage. If any damage is done before 
the aimed blow is executed, I suggest 
that (i) if the damage is less than the total 
HPs of the location, the attacker must roll 
CON x 5to make theaimed blow, (ii) i f  i t  
is equal to or exceeds the HPs in the arm 
not holding the weapon, the attacker 
must roll CON x 3  or less, and add 1d4-1 
more to SR, to make the blow. Any other 
location wounded in this way would af- 
fect as detailed on RQwhich would most 
certainly prevent the blow. 

Example: Altoch Greystorm confronts 
a Scorpion Man, having ignorantly 
entered its nest; he decides that he must 
immediately lop its head from its shoul- 
ders. He is 65% with Pole Axe and nor- 
mally attacks on SR4; rolling ld6-1 he 
gets 3, so can attack on SR7. Altoch fails 
his parry at half ability rounded down 
(30%) and takes 9 points of damage in 
the abdomen; 2 get through to wound 
him, and he must roll %ON x 5 to  make 
his attack. He succeeds, and then rolls 22 
for his attack; subtracting this from 65 
leaves43, to which the special hit chance 
of 13 is added, making the chance to hit 
the desired location 56. He rolls 09, a 
special hit; the Scorpion Man fails INT x 
3and its parry at half value, and off goes 
its head!O 



TREASURE CHEST 
I I 

I Saving throws-the hellwalk last monster dies. is incaoaci- I 

The Hellwalk Spell is reallyparty-oriented. If each tated, or disappears, the Lic- 
victim saves individually, tims return to their origin, in 
those saving not going, then exactly the location each 
an unfortunate character occupied when they left. 
could f ind himself alone on Components and castina 

by Lew Pulsipher the hellwalk because only he time f& the spell should vary 
failed to save. Conseauentlv, with the nature of the s ~ e l l -  , . 
each character involved caster. An ordinary magic- 
should save against magic, userwould have to use a com- 

Treasure Chest isa regulardepartment devoted to with the effects of the hellwalk plicated procedure, while a 

readers'ideas for D&D/AD&D. This issue Lew reduced by successful saves 'loner' might merely say one 
as follows: word. The hellrivalk is obvi- 

Pulsipher writes about a new and powerful spell Percentageof Reduction in ously a powerful spell. 
that should make an interesting surprise for victimswhosave hellwalkgrade Although it does not actually 
obstreperous players! 0-49 50.75 one none remove the victims from the 

two main battle,they return (appa- 
three rently instantaneously) much 

This spell is more or less worn down, spells cast etc, 
derived from Roger Zelazny's perhaps actually incapacitated, 
Amber series. The spell from the Walk. (Return is 
causes victim(s) to be trans- instantaneous-otherwise the 
ported to 'another dimension', Hellwalk-caster's party would 
a 'pocket universe', where have time to prepare to  attack 
they must defeat a series of the victims when they re- 
monsters. When the last turned.) The higher grade 
monster has been defeated o hellwalks could slaughter an 
disappears after a lapse of entire party. Consequently, I 
time, the victim(s) return to don't recommend it as an 
their placeof origin, in exactly ordinary spell a magic-user 
the positions in which they left, can learn. But if you do allow 
ordinarily with no lapse of time MU characters to learn it, 
on the planeof the origin. hellwalklshould be a third (or 

The kind and number of fourth) level spell, with other 
monsters which appear are as grades progressively higher. 
per monster summoning Instead of treating it as a 
spells. The relevant monster normal spell, the hellwalkcan 
summoning delay also be treated as an innate magi- 
applies. The number of sum- cal ability possessed by a 
monings the victims must small, otherwise harmless 
endure depends on the grade creature, by a hermit, by a 
of the hellwalk spell, from I to  'wild talent' magician -by  
VII. For example, hellwalk I1 -- someone who is unable to 
throws a monstersummoning teach the spell to anyone and 
I result at the victims, then a 7 -- - - - -1 who is a loner. A minor 
m s  11. Hellwalk VII pits the - Hellwalk would be a salutary 
seven monster summonings experience for adventurers 
against the victims in succes- away will merely find himself For example, i f  three out of who won't quit bothering a 
sion, from m s l t o  m s  VII. If the approaching the monsters five victims save (60°/0), a creature of the woods such as 
victims cannot dispose of one from behind. Similarly, the hellwalk Vlwould be reduced a brownie or dryad. In the 
set of monsters before the monsters can turn 'away' to  hellwalk V. If the spell is loner's case, a delay before 
next set appears, they must from the adventurers in order reduced below grade I, i t  has the victims return to  their ori- 
fight all monsters present. All to come up behind them. no effect. An alternative is gin would be appropriate to 
monsters attackthevictims of Monsters appear within one simply to disallow saving give the caster time to get 
the spell, never one another. melee round's movement throws completely. away. There are many pos- 

Here's an example of a ' from the victims, but cannot Time does elapsewithin the sibilities, but in any case an 
hellwalkIV: On round X, 2-8 move or attack in that round, hellwalk pocket universe, individual should be able to 
giant rats appear. On round so the victims have initiative even though it ordinarily cast hellwalk no more than 
X + l  +ld4,1-6gnollsfrom the in the round of appearance. doesn't atthe placewherethe once per day. As an example, 
msllappear. Let's say the I d 4  Each group of monsters dis- spell was cast. Hence spells of here are four fyl l  sequences. 
resulted in a 3. On round appears, dead or alive, 12 + limited duration may expire Now if you really want to 
X+4+ld4, 1-4 giant lizards monster summoning level within the pocket universe, make this spell hellish, have 
appear (ms 111). In each case, 1 rounds after appearance, at and others (such as cures) can monsters appears in succes- 
plus the monster summoning the end of the designated be cast. But immediately the sive rounds without delay!O 
spell delay time is added to round. In the above example, 
the previous total of rounds. the giant rats would disappear 
Let'ssay thatthe d4 result is 2. at the end of round X+13. 
Then on round X+8+1d3 the When hellwalk is cast it 
next monsters, from monster affects an area. This will vary MSSpell Delay Firsf Second Third ~ o u r t h  
summoning IV, appear - say with the nature of th5caster, (rounds) Sequence Sequence Sequence Sequence 
1'3 owlbears. You can see why SO the best guidelirre IS to say II 1-4 1-4 7giant 1 gnoll rats 5goblins 6orcs 5goblins 
hellwalk VIIwouId be a terrify- that an entire adventuring 3 troglodytes 5 gianttoads 6 troglodytes 

Ill 1-4 3giant lizards 2 ochre jellies 3 bugbears 4 large spiders 
ing spell to be caught in. party, if in reasonably close IV 1-3 2 owlbears 3 gargoyles 1 5-headed 3 werewolves 

There is no way to avoid formation, would be affected hydra 
monsters in hellwalk. Telepor- by the spell. The spell cannot 1-3 2displacer 1 sub. lizard 2 displacer 2 amphisbaena 

beasts beasts 
tation, dimension door, and be concentrated on one per- vl  1-3 2 wights 2 jackalwere 2 wights 28-headed 
flying are of no avail in the son, or a small area, in order hydra 
pocket universe. The monsters to send just one or two charac- V1l 1 I lo-headed 2 Type Ill 2frostgiants I giantslug 
can still reach the characters ters on the hellwalk nor can hydra demons 

as though all were standing the caster choose to send 
on a flat, featureless plain. some creatures but not others 
Anyone who attempts to run in the area. 



NEWS 
I 

tter survlvlng for so long wrth 
just one profess~onal SF and tan- 

taay gamlng magazine, dear old 
Bl~ghty now has three on the Street of 
Shame. This month sees the first Issue 
of the newest, Tortured Souls from 

- - L Y  - 

GLENDA SLUG 1 1  hear that my friends at  Games 
Workshop are finally releasing 

Battlecars this month. Three years in 
1 the making, this game of deadly driv- 

ing was deGgned by our old chums Ian 
'funboy' Livingstone and Gary 'white 
dwarf' Chalk. Rumours that it was 
playtested by Neil Kinnochio are 

CLlVE Bailey!!! Dontcha just 
love himmmm!?!! Mmmmm!! 
After bustin' a gut over Dragon- 
meet he's now busy organisin' 
GAMES DAY '83. He can 'organise' 
me any day! ! (Geddit??) 

DONTCHA just know it!!!  ' There'll be Official comps for 
AD&D, RuneQuest, Traveller, Gol- 
den  Heroes and a Battlecars shin- 
dig called Dirt-Diggers Derby. 
Right up my alley!!! Geddit?? 

JOE Dever!?!? King ofAD&D!?! 
He'll be running a Warhammer 
battlegame - Prince Tristram 
Sacrificed at t he  Altar o f  Foul Lord 
Srularum!! Nothing to do with 
Willie Whitelaw and Norman!! 
(Tebbit geddit??) 

SUNDAY will see Ian 
L~vingstone, Steve Jackson and 
Don Turnbull (well just imagine!!! 
Geddit??) geta roasting as hobby- 
ists get a g o  to ask searching 
questions on RPGs. Yer better 
swot up fellers!?!! 

Beast Enterprises Ltd. The 'beasts' 
are survivors of the original fanzine 
personnel. Basil Beast tells me that 
the publication will be a collection of 
scenarios in magazine format. 

F or those among you who are so 
absorbed in role-playing games 

that ybu don't even know what day it 
is, helpis at hand. TSR have released 
Realms of Wonder, a D&D calendar 
for 1984. For those of you who don't 
care what day it is, they have also 
come up with a revised edition of 
Gamma World and Death on the 
Docks, a Gangbusters module. 

S tarfleet Battles, the game for 
Captain Kirk look-alikes, has 

also been revised. The new edition is 
currently available along with 
Starfleet Battles Commanders 
Rulebook, an expansion kit with new 
rules and revisions. Task Force 
Games also have many additional 
supplements planned for the near 
future. 

G DW have gone nap with five 
new Traveller items on the UK 

market this month: Tarsus, a boxed 
scenario cum play aid; Supplement 
12: Forms & Charts; Supplement 13: 
Veterans; Adventure 9: Nomads of 
the World Ocean; and Best of the 
Journal Volume 111. Also available 
is The Brotherhood, GDW's game of 
organized crime. 

C A R  WARS  of not-this-steve- 
Jackson fame is further 

expanded this month with the 
release of Auto-Duel Champions, a 
set of rules for combining Car Wars 
with Champions, and a Car Wars 
Referee's Screen. 

F O R  those of you who wish to risk 
your sanlty, Chaosium have 

released The Asvlum. a Call o f  - - - -  ~ ~ 

WORLD OF BOOKS Cthulhu scenario. superworld: 
Chaosium's new boxed super-hero I 

N estling in the corner of Red Lion 
Square, Lon'don WCI, not a 

truncheon's swing from the tomb of 
the unknown demonstrator, sits 
Conway Hall. Once described by Sir 
Huge Cashin as a fine example of the 
Sorethumbian style of Victorian 
architecture, the hall hassince fallen 
on hard times and has become a reg- 
ular venue for religious meetings, 
organ recitals and other top crowd- , 

pulling events. Now, however, its 
fortunes would seem to have been 
reversed. 

THE LONDON GAMES CLUB 

Clive Bailey and Joe Dever have 
chosen it for the location of their new 

W HICH best-selling author has 
recently switched publishers? 

Yes, it's Steve Jackson of not-the- 
Car-Wars-inventor fame. 

Steve, flushed with crisp green bits 
of paper from his Fighting Fantasy 
Gamebooks for Puffin, has now 
switched to Penguin who will release 
his Sorcery! in November. It will be 
a two book set - The Sorcery! Spell 
Book and The Shamutanti Hills, a 
solo adventure for a wizard. Volume 
two of the adventure, KharC - 
Cityport of Traps will be out in Feb- 
ruary1March 1984. Steve is currently 
working on the final two volumes of 
this epic four-part adventure. 

'Bookworm' 

London Games Club which will meet 
there on at least two Saturdays every 
month. The club will feature events 
organised by leading hobby games 
personalities, reduced rate trips to 
events. films and museums, a games 
'library', a clubshop and asnack bar. 
Initial events will cater primarily for 
fantasy and SF gamers but it should 
be emphasised that the club is open 
to all adventure and tabletop gam- 
ers. The first meeting was held in 
September, with future meetings 
planned for October 8th & 15th, and 
November 12th & 19th, from loam 
to 5pm. Conway Hall is in Red Lion 
Square, London WC2, near Holborn 
tube station. 

'Piloti' 

u NEMPLOYED adventurers 
can soon find themselves some 

gainful employment by getting on 
their bike and paying a visit to the 
City Stateof Tarantis. This, the latest 
in Judges Guild's Wilderness Cam- 
paign, includes a city map, wilderness 
maps and two books of descriptions. 

N EXT month in White Dwarf, 
those sunbeam dwarfsterspre- 

sent: Irilian, the final instalment of 
theAD&'D city; Kwaidan, a Bushido 
scenario, The Demonist, a new 
AD&D character class; Goblins in 
RuneQuest; plus Open Box and all , the other regular features. 

Pip Pip! 



SMALL ADS 

AD&D llford 
15-year old player looking for 
players or campaign in the llford 
area. Willing to learn other 
games. Phone Jon on 599 8174. 

CLASSIFIED For Sale 
8 Traveller aids; just 50% of nor- 
mal price. Selling as a set. Andrew 
Ketchin, 20 Glenlee Gardens, 
Edinburgh EH8 7HG. 

Wanted . 
Original 4-mapversion of Warlord 
boardgame. Map must include 
Turkey and Eastern Russia. Wil- 
ling to offer very good price. 
Please contact Richard Alun, 36 
Marchbank Gardens, Balerno, 
Edinburgh, EH14 7ET (Tel: 031- 
449 5634). 

Al l  classified ads must be prepaid 
at the rate o f  lop per word, display 
ads £3.00 per scc. PleaSe send 
copy and payment to White Dwarf 
27-29 Sunbeam Rd, Park Royal, 
London NW70, making cheques/ 
POspayable to Games Workshop 
Ltd. 

staff Required 
Games Workshop require 
enthusiastic and hardworking 
staff to workatthe London Head 
Officeand Warehouse. If you are 
seeking a career in hobby games, 
please send personal details to 
the Personnel Manager, Games 
Workshop Ltd, 27-29 Sunbeam 
Road. London NWlO 6JP. 

Wanted 
Painted/unpainted D&Dfigures, 
modules, rules, etc. Phone Glos 
(0452) 410996 after 6pm. 

AD&D Medway 
18-year old AD&D player 
(female!) seeks fellow adventur- 
ers for quests, missions, kobold- 
thumping sessions, etc in the 
Medway towns area. Contact 
Caroline Bourne, 9 Barleycorn 
Drive, Rainham,Kent ME8 9NA. 
Will DM if put in thumbscrews. 

Wanted 
White Dwarf 12, good price paid. 
Contact: Jon Sutherland, 63 Pem- 
bury Close, Pembury Road, Clap- 
ton, London E5. Tel: 01-986 3752. 

AD&D Milton Keynes 
Young couple (22 & 261, wish to 
meet other players, beginners or 
otherwise, for AD&D and other 
role-playing games. Please con- 
tact Paul or Jean on 0908 644018 
evenings. 

For Sale 
White Dwarf 1-24 and Beholder 1- 
22. Contact Rich on 031-449 5634. 

For Sale 
Assorted AD&D goods. Phone 
Gravesend (0474) 67728 for 
details; ask for Martin. Rift Sector 

Traveller, Rift Sector. If anyone 
Humble Hobbits 
We paintfantasy and sci-fifigures 
of almost any scale to an expert 
standard. For sample figure and 
price list, send a cheque or PO for 
f 1.30 to G Pritchard, 56 York Rd, 
Torpoint, Cornwall PL11 2LG. 

has a legible copy for sale, please 
ring John English, 0272 837030, 
6pm-7pm weekdays. Fair price 
offered. 

Wanted 
People to releave me of dun- 
geons, figures and T~aveller 
boxed set. Write to Richard, 
1 Wordsworth Road, Harpenden, 
Herts. 

Would you like to 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. Sales abil- 
ity essential. (Please include 
your telephone number if poss- 

Swap 
I have the RPG Pirates & Plunder 
that Iwould liketoswapfor Callof 
Cthulhu or RuneQuest material 
(eg Trollpak). Other items consi- 
dered. If interested, write to E 
Whittaker, Lincoln College, Oxford. 

Troll Illustrations 
Your own characters, monsters, 
etc drawn (and more!) to order in 
black and white by experienced 
illustrator. Very low cost! More 
info? Send SAE to Troll Illustra- 
tion, 35 Tilstone Avenue, Eton 
Wick, Windsor, Berkshire. 

Help! 
2 DMs/Playerswish to form a club. 
We ~ l a v  most RPGs. No sex Dre- 
ferehce. Age 12-1 5. Write to ' 
G Lambourne,24Grovehall Drive, 
Leeds I I 7LL. 

Urgent 
3 desperate D&D/AD&D players/ 
DMs living in Skelmersdale. Age 
12. Phone Jeremy, Skelmersdale 
(0695) 28937. or write 384 

ible). 
The Managing Director 

Games Centre 
22 Oxford St, London WIA 2LS Help! 

I'm new here. Any RPG players or 
clubs in Williton or Taunton area? 
I play RuneQuest, AD&D and will 
referee Traveller. Like to try other 
games. Age 19-20+. Write to 
R Downing, Holly Cottage, Half 
Acre Road, Williton, Somerset. 

CLUBS 

LEEDS 
Dragon Slayers Inc 
Games: AD&D, D&D, Starfire, 
Spacefarers. 
Time: Negotiable. 
Place: Members homes. 
Comments: 16-22 year olds, all 
races welcome. 
Contact: Dave 'Dungeon-Builder' 
Hudson,485Coal Road, Leeds 14; 
or Ian 'Dungeon-Wrecker' Cor- 
nick, 437 Coal Road, Leeds 14. 

HELP!  lakeh hall, ~kelmersdale, Lancs 
WN8 9BH. Computer Games Players? 

I am looking for Games Groups 
or individuals who design their 
own adventure games or who 
play commercially designed 
games, to present this aspect oi 
games playing to the public at 
Games Day '83, November 5th 
& 6th. I can provide tabling, frec 
electricity, equipment insurance 
and if necessary make a con- 
tribution to your expenses. You 
provide the spectacle at agreed 
times of the day. Interested? 
Then contact me, Clive Bailey, 
Games Workshop Ltd, 27/29 
Sunbeam Road, London NWlO 
6JP. 

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

Grantham Adventure 
Recently moved 16-year old player 
of AD&D, Car Wars, and Traveller 
wishesto meet others in the Gran- 
tham area. Ref's Champions and 
Call of Cthulhu. Please phone Gary 
Wilkinson on Grantham 77820 or 
call at 17 Elliot Close, Grantham. 

D&D Gloucester 
I I-year old boy D&D player new 
to the ame seeks a club to join 
and ~ i ~ ~ l a ~ e r s  in the ~loucester 
area. Contact: Matthew Collins, 50 
Ermin Street, Brockworth, Glos 
GL3 4HW (Tel: Witcom be 2503). 

Pen Pal Wanted 
Experienced English gamerwishes 
to find US pen pal, must be heav- 
ily into RQ-Glorantha. Also any 
RQ players/GMs in the area, 
please contact Simon Basham, 13 
St Anthony's Avenue, Eastbourne, 
Sussex, England, BN23 6LA. 

Champions/Traveller 
Wanted in Rotherham area, 
experienced Champions GM and 
Traveller players aged 16 plus. 
Write to Paul Fleran, Room 2, 
Rochedene, Muglet Lane, Maltby, 
Rotherham. 

For Sale 
Large collection of gaming items. 
Very good condition. Send SAE for 
details. Mr D Balaam, 16 Chantry 
Home Farm, Lavenham Road; 
Ipswich, Suffolk lP2 OAY. 

Wanted 
White Dwarf 1,2,3,21 to buy or 
trade as I have spares of issues 
5,6,7,8,11,23,29 to trade plus 
some later issues. Write to F 
Streeton, 9/14 Liddiard St, Glen- 
ferrie, 3122, Victoria, Australia. 

CENTRAL LONDON 
The London Games Club 
Games: RPGItabletop games. 
Time: loam-5pm. 
Dates: October 8th & 15th. 
Place:'Conway Hall, Red Lion 
Square, Holborn, London WC2. 
Comments: Everyone is welcome. 
Contact: Clive Bailev. 62 

FRP Bolton 
Our small Bolton based club is in 
need of players and GMs for 
RuneQuest, Traveller, D&D, T&T, 
and others. No experience 
needed, just imagination. 13-18 
vear olds. Please contact 38 

Wanted 
AD&D players to join new, long- 
term non-sexist campaign. 
Interested? Contact, Geof or 
Cathy Tel: 01-346 8707. (Finchley, 
London). 

D&D London 
East london D&D group 
(Leytonstone). Phone Paul on 539 
8651 or Rob on 555 6844. 

Lakeside Ave, Great Lever, Bol- 
ton, BL3 2HY. 

Tannsfeld Road, ~ydenham, 
London SE26 5DG. 

GOBBLEDIGOOK by Bil 
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GAMES CENTRE 
22 Oxford Street, 
London W1 

Open Mon-Sat 9.30am-8.30pm I 
plus player contact board. 

Dal ling Road, 
iammersmith, London W6 

Open Mon-Sat 9.30am-5.30pm 

iPEClAL LATE NIGHT OPENING TI1 
'.30 ON THURSDAYS. discount schen 

:ontact board. 

AANCHESTER Tel : (06 1 ) 273 66C 
IDYSSEY 7 

:'omits & related items: FGU ~ames. Chro 

41 New Street, 
3irmingham 

Open Mon-Sat 9.30am-6.15pm 

ll RMINGHAM Tel:1021) 632 48C 
;AMES WORKSHOP 

Open Mon-Sat 9.30-5.30 

:OVENTRY Tel : 10203) 246' m D.W. GAMES FANTASY WORLD THE STAMP SHOP 
ihambles Arcade (inside) 

m 
! I  Hales Street, Coventry 

Open 9.00am-5.00pm. Closed Thursdays 

'9A Elm Hill 

Open 9.30am-5.30pm 
Monday-Saturday 

East Anglia's Favourite Games Shop 
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During October 1983 
UK Subcribers 
Re-su bscri be 

for only f 9-00! 
- 

- I I I I n m I I I I I I -  

I 12 MONTHS SUBSCRIPTION RATES: 
UK & Ireland £10.00. . . . . . . . . . . . . . . . . . . . . . . . . .  
Europe (Air)/USA & Elsewhere (Surface) £17.00 ($31.00). 

1 
. . .  I USA & Elsewhere (Air) £25.00 (845.00l . . . . . . . . . . . . . .  1 6 MONTHS SUBSCRIPTION RATES: 

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

I 
. . . .  

USA & Elsewhere (Air) £13.00 ($23.50) I . . . . . . . . . . . . . .  I SAMPLE ISSUE: 
UK & Ireland £1 .OO (75p + 25p p&p) I . . . . . . . . . . . . . . . .  

1 Europe (Air) & Elsewhere (Surface) £1.50 ($3.00). . . . . . . . .  1 
USA & Elsewhere (Air) £2.20 (84.00). . . . . . . . . . . . . . . .  

' 
Please make your cheques1POs payable to (no cash accepted) Games ' 

I Workshop Lrd., then send them to GAMES WORKSHOP LTD., I 
27-29 SUNBEAM ROAD, LONDON NWlO 6JP. 

I VISA (Barclaycard) & ACCESS holders can subscribe by telephone ( 
on 01 -965 371 3. 

1 PLEASE PRINT CLEARLY IN BLOCK CAPITALS 

,I, NAME. . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . .  I 
. . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . .  ADDRESS I . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . .  

I . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . .  
( . . . . . . . . . . . . . . .  Postcode . . . . . . . . . . . .  ': . .  WD46 
h I I I I I I I I I * C . I I  - J 

- - - -  

GAMES SHOP 
We r10 w stock 

PLATOON 20 FIGURES 
as well as 

Dungeons & Dragons * Traveller and most 
RPGs and supplements * War Games * 

Science Fiction Games * Figures * Bellona 
Scenary * Rulebooks * Torchlight Fantasy 
Products * Naismith & Mikes Models 15mm 

Figures * Davco Microtanks * Sewars Magazine 

818 LONDON ROAD, LEIGH-ON-SEA -- .... 
Tel: SOUTHEND 73308 

Opan 9.30-130 and 2.30-5 30. Closed Mondays 1-1 I 

From the grandest of Wizard's Chambersdown to the 
barest of dark cells. Many different rooms, passages, 
steps and junctions, plus a great range of finely 
detailed accessories, all hand-cast in stone-coloured 
resin at a reasonable price. 
*Send SAE for free catalogue and sample dungeon 
doorway to: TORCHLIGHT (DEPT. W), 
23 Clifftown Road. Southend-on-Sea. Essex 

LONDON STOCKISTS: Rye Stamps & Hobbies. Peckham, 
and ~dventure worlds 
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TOWN NATHAN 

Dragon 
Byte 

Home Computers, 
Software and Games 
51a Queen Street, 

Morley, 
Leeds 

tel. 0532 522690 
ZXSPECTRUM 

now under f 100 
R ~ n g  for morein formation 

Last 

Chance lo Ash Road 
Yead~ngley, 

Leeds 6 
Tel 744235 

Home computers, software, 
board games, role-playing 

games and books 

At Last's place we make 
you offers you can't 

refuse 

We're worth a visit because :- 

"We've the biggest range of Citadel figures for 
leagues around. 

"We've board and adventure games for a l l  ages 
from TSR, Games Workshop, Avalon Hill, 
Victory Games, GDW, Yanquinto etc. etc. 

"We've probably the best range of software in 
the North - and we're improving'all the time. 

"We've a growing range of computers, pe r i ph -  

erals, upgrades and books. 



NEXT MONTH: 
TOWER BUILDING 

stellated walkway sections 
lines of walling with outer 

blocks are also included to add to  those from Set 5 to support a 
maximum length o f  walkway. 
There are also two 20 scale ft. archways that can be glued to  a walk- 
way section to  "carry" it over the Set 5 gateway and extension 
steps-to the staircase from Set 5 to  allow access to the walkway level. 
Boxed Set 6 costs £9.75 inc. p&p. 
I f  two or more 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, 

SCIENCE FICTION BOOKS 

FANTASY GAMES & COMICS 

DUNGEONS & DRAGONS 

MINIATURE FIGURES 

POSTERS T-SHIRTS 

OPEN:- TUES - SAT 

I0 AM-6 PM 

16 AVENUE ROAD 

the Gameskeeper 105 COWLI,Y ROAD 

OXFORD 
TEL: (0865) 721348 

Greetings! 
Yes I know it 's not Christmas or anything, in fact it's 
August here but you'll not get to  read this until October. 
My calender with the Taj Mahal on i t  does say it will be 
Navratri Beej on the seventh, but perhaps you're not supp- 
osed to be happy then. Anyway we haven't got a picture to  
use this month and our favourite calligrapher doesn't feel to 
well after ill-advisedly eating an ethnic dinner the other day 
- not I would hasten to add, at the place that gave me the 
calendar - so it seems that I should take this ideal opportun- 
ity to announce our GRAND FIGURE PAINTING 
COMPETITION. Fame, Glory and even Prizes. Do pop in 
for an entry form. 

John Benny 
P.S. We sell games. 

POISON DWARF GAMES 
Mail Order Only 

PO BOX 34, LEIGHTON BUZZARD, LU7 8SJ 

Role-Playing Games 
Dungeons & Dragons 
. . . . . . . . . . . . . . .  Basic Set £7.90 

. . . . . . . . . . .  Basic Rulebook £3.50 
Expert Set . . . . . . . . . . . . . .  £7.90 

. . . . . . . . . .  Expert Rulebook £3.50 
. . . . . . . . . . . . .  Module B 1 .  £3.20 

Module B2. . . . . . . .  - . . . . .  £3.50 
Module 83.  . . . . . . . . . . . . .  £3.50 
Module B4. . . . . . . . . . . . . .  £3.50 
Module X I .  . . . . . . . . . . . . .  £3.50 

. . . . . . . . . . . . .  Module X2. £3.50 
. . . . . . . . .  Caverns of Thracia £4.50 

. . . . . . . . . . . . . . .  Verbosh £4.50 
. . . . . . . . . . . . .  Tegel Manor £3.50 

. . . . . . . . . .  Spies of Lightelf. £3.50 
Mines of Custalon . . . . . . . . . .  £ 2.70 

- . . . . .  Book of Treasure Maps 1 £3.20 
. . . .  . Book of Treasure Maps 2 .  £2.20 
. . . .  Skulls + Scrapfaggott Green £2.20 

Modron. . . . . . . . . . . . . . . .  £1.80 
Gencon X l Dungeons. . . . . . . .  £ 1.80 

. . . . . . .  Thieves of Badabaskor £ 1.80 
. . . . . . . . . . .  Citadel of Fire. £1.80 

. . . . .  Frontier Forts of Kelnore £ 1.80 
Under the Storm Giants Castle . . £1.80 
Sword of Hope . . . . . . . . . . .  £ 1.80 
Tower of Ulission . . . . . . . . . .  f 1.80 
The Dragon Crown . . . . . . . . .  £1.05 

City of Terror. . . . . . . . . . . .  £3.50 
Sea of Mystery . . . . . . . . . . .  £2.20 
Blue Frog Tavern . . . . . . . . . .  £2.20 

. . . . . . . . .  Sewers of Oblivion £2.70 
Death Trap Equaliser. . . . . . . .  £3.20 

. . . . . .  Catacombs of Bear Cult £2.70 
Naked Doom . . . . . . . . . . . .  £2.00 
Sorcerer Solitaire . . . . . . . . . .  £2.00 
Weirdworld . . . . . . . . . . . . .  £ 2.00 
Buffalo Castle. . . . . . . . . . . .  £2.00 
Overkill. . . . . . . . . . . . . . . .  £2.00 
Sword for Hire . . . . . . . . . . .  £2.20 

. . . . . . . . . . . . .  Labyrinthe. £2.00 
. . . . . . . . . . .  Area of Khazan £ 2.20 

. . . . . .  Beyond the Silver Pane. £2.70 
. . . . . . . . .  Dargon's Dungeon £2.70 

. . . . . . . . . . . . .  Misty Wood £2.20 
. . . .  Uncle Ugly's Underground. £1.35 

Dungeon of the Bear Book. . . . .  £3.20 

Traveller 
. . . . . . . .  Starter Editon. 

. . . . . .  Deluxe Boxed Set. 
Book 0: Intro to  Traveller. . 

. . . . .  Book 4: Mercenary. 

. . . . .  Book 5: High Guard 
Supplements 1 to  4 & 6 to 9. 

. . . . . .  Adventures 1 to 8. 
Double Adventures 1 t o  6 . . 

Cults of Prax. . . . . . . . . . . . .  £5.25 
. . . . . . . . . . .  Cults of Terror £6.90 

RuneMasters. . . . . . . . . . . . .  £4.20 
Plunder. . . . . . . . . . . . . . . .  £4.20 
Trollpak . . . . . . . . . . . . . .  £12.60 

RuneQuest Scenarios 
Questworld . . . . . . . . . . . .  £1 1.60 

RuneQuest Boxed Figure Sets 
Set 1 : Humanoid Adventurers. . .  £3.20 
Set 2: Adventurers . . . . . . . . .  £3.20 
Set 3: Attack of the Broo . . . . .  £3.20 
Set 4: Broo I I  . . . . . . . . . . . .  £3.20 
Set 6: Humanoids & Aldryami . . £3.20 
Set 7: Flying Creatures. . . . . . .  £3.20 

Judge Dredd Game and Books 
Judge Dredd. . . . . . . . . . . . .  £6.30 
Judge Dredd Vol 1 . . . . . . . . .  £2.95 

Other Games, Workshop Games 
Apocalypse . . . . . . . . . . . . .  £5.75 

. . . . . . . . . . . . .  Doctor Who £5.75 
Valley of the Four Winds . . . . .  £5.00 
Warlock . . . . . . . . . . . . . . .  £5.00 
Quirks . . . . . . . . . . . . . . . .  £4.20 
Quirks Expansion Kit 1 . . . . . .  £3.20 
Quirks Expansion Kit 2 . . . . . .  £3.20 

Tunnels & Trolls RuneQuest 
. . . . . . . . . .  Tunnels & Trolls - Boxed Set . . .  £6.25 Boxed Rune Set. £7.90 

. . . . . . .  Tunnels & Trolls Rule Book. . . .  £3.50 RuneQuest Rulebook. £5.25 

Cheques: Make payable t o  Micromail Ltd. 
Barclaycard & Access welcome Mail Order: Please add 50p to all orders for p&p in the UK (30%) for overseas) 
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PLAY- BY-MAIL GAME 

I * FULL TIME GAMESMASTER I 
I * OVER 200 DIFFERENT PLAYERS I 1 * FULLY DESIGNED FANTASY WORLD I I * BI-MONTHLY PLAYERS NEWSLETTER I 
I * FLEXIBLE GAME SYSTEM GIVING 

FREEDOM OF CHOICE AND ACTIONS 

I * RUNNING FOR OVER TWO YEARS 

Crasimoff's World is  a PBM game of exploration and 
adventure. As a player you assume the role of chieftain 
in a band of brave adventurers set on gaining knowledge 
and power. Your party will set out from a small town, 
knowing nothing about the world apart from a few 
rumours. As you travel you will learn more about the 
land and its secrets, encountering other parties, races and 
creatures. 

"There are tokens detailing magic, spells, creatures, 
parties met, artifacts, treasure, money, and many 
other items which you discover as you play the game. 
KJC Games has been running Crasimoff's World for 
over a year now, and the effort the gamesmaster puts 
into each turn never ceases to amaze me. Most players 
find themselves offered a different scenario each turn, 
or find that a new twist has happened to an existing 
adventure." 

As reviewed in 

ErLm 1 DA';/.\~ :J 3 
37 

If you wish to enrol in Crasimoff.'s World, send a £5.00 
chequeIP.0. payable to K.J.C. Games. For this you will 
receive a rulebook, set up material, the latest newsletter, 
and the first four rounds. Future rounds are f 1.25 each. 
Copies of the White Dwarf review are available free of 
charge from K.J.C. Games. 

Return to: 
K.J.C. Games, 5 Vicarage Avenue, 
Cleveleys, LANCASHI RE FY5 2BD 

Please enrol me in Crasimoff's World. Enclosed is £5.00 for which I I 
I receive the rulebook, set up material and the first four rounds. 

Future rounds are £1.25 each. 

I N A M E  

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

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

I Return to: I 
I K.J.C. Games, 5 Vicarage Ave., Cleveleys, Lancashire FY5 2BD I 
- - - - - - - - 
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JOIN THE 

eDuN@EoNg 
&Q&J@@HG 

I 

PLAYERS ASSOCIATION I 
The PA is a club for all playersof role playing games, 
particularly the D&D@ and AD&DTM games. Since it 
was founded i n  1981, the PA has become the 
country's largest D&D club, and now has its own 
4-page section in IMAGINETM magazine. The bene- 
fits of membership include: 

* Free quarterly broadsheet featuring hobby 
articles and news, competitions and new 
product information. 

* Free badge, sticker and personalised 'credit- 
card style' membership card. I 

* Special offers available only to PA members, 
including the 'R' series of modules and 
Bargain Basement - your chance to buy 
damaged-but-usable stock at greatly re- 
duced prices. 

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

* Discounts on tickets for GamesFair hobby 
conventions. 

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

Membership of the PA costs £ 2.50 per year for new 
UK or BFPO members (£2.00 for renewals) and 
f 5.00 (or US $1 0) for overseas members. Al l  you 
have to do is f i l l  in  this coupon and send it to: 

PA Memberships, TSR UK Ltd, The Mill, Rathmore 
Rd, Cambridge CB1 4AD, England 

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

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

Please renew my membership of the PA. I 
enclose a cheque/PO for f 2.00 (overseas f 5.00 
or US $10). 

. . . . . . . . . . . . . . . . . . . . . . .  My PA number is..  

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

. . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . .  Address 

I do/do not* wish my name and address to be available to 
other members. 
(* delete as appropriate) WD 1 



FLPNG BUFFALO 

I ADVENTURE GAMES by MAIL / 

FLYING BUFFALO PRODUCTS (T & T RANGE) 
. . . . .  T & T Boxed Edition. . . . . . . . . . . . . . . . . .  .6.95 
. . . . .  T & T Rules only . . . . . . . . . . . . . . . . . . . .  .3.95 

SOLO T & T ADVENTURES 
Buffalo Castle. . . . . . . . . . . . . . . . . . . . .  .2.50 . . . . .  

. . . . .  Deathtrap Equaliser. . . . . . . . . . . . . . . . . . .  .3.50 
Labyrinth . . . . . . . . . . . . . . . . . . . . . . . .  .2.50 . . . . .  
Naked Doom . . . . . . . . . . . . . . . . . . . . . .  .2.50 . . . . .  
Dargons Dungeon . . . . . . . . . . . . . . . . . . .  .3.00 . . . . .  
Weird World . . . . . . . . . . . . . . . . . . . . . . .  .2.50 . . . . .  
Overkill. . . . . . . . . . . . . . . . . . . . . . . . . .  .2.50 . . . . .  
Beyond the Silvered Pane . . . . . . . . . . . . . . .  .3.00 . . . . .  
City of Terrors . . . . . . . . . . . . . . . . . . . . . .  3.95 . . . . .  
Sorcerer Solitaire . . . . . . . . . . . . . . . . . . . . .  2.50 . . . . .  
Sword for Hire . . . . . . . . . . . . . . . . . . . . .  .2.75 . . . . .  
Arena of Khazan . . . . . . . . . . . . . . . . . . . .  .2.75 . . . . .  
Sewers of Oblivion . . . . . . . . . . . . . . . . . . .  .3.00 . . . . .  
Sea of Mystery . . . . . . . . . . . . . . . . . . . . .  .2.75 . . . . .  
Blue Frog Tavern . . . . . . . . . . . . . . . . . . . . .  2.75 . . . . .  
Misty Wood . . . . . . . . . . . . . . . . . . . . . . .  .2.75 . . . . .  
Gamesmen of Kasar. . . . . . . . . . . . . . . . . . .  .3.00 . . . . .  
POCKET SOLOS 

. . . . . . . . . . . . . . . . . . . . . . . . . .  . . . . .  Abyss. .0.75 
Circle of Ice . . . . . . . . . . . . . . . . . . . . . . .  .0.75 . . . . .  
Goblin Lake. . . . . . . . . . . . . . . . . . . . . . .  .0.75 . . . . .  
G.M. ADVENTURES 
Uncle Uglies Underground. . . . . . . . . . . . . . . .  1.95 . . . . .  
Catacombs of Bearcult. . . . . . . . . . . . . . . . .  .3.00 . . . . .  
Complete Dungeon of the Bear . . . . . . . . . . . .  .3.50 . . . . .  
Castle Ward . . . . . . . . . . . . . . . . . . . . . . .  .0.50 . . . . .  
T&T GAME AIDS 
Grimtooths Traps I . . . . . . . . . . . . . . . . . . .  .3.75 . . . . .  
Grimtooths Traps II . . . . . . . . . . . . . . . . . .  .3.75 . . . . .  

. . . . .  . . . . . . . . . . . . . . . . . . . . . . . .  City Book .5.95 
Death Dice (per 10) . . . . . . . . . . . . . . . . . .  .4.50 . . . . .  
T 81 T Character Sheets . . . . . . . . . . . . . . . . .  1.95 . . . . .  
MAGAZINE 
Sorcerers Apprentice (current issue) . . . . . . . . . .  1.85 . . . . .  
(Some back issues available - 
please ring for details) 
OTHE" ' " ""*""̂ '" 

CARDBOARD HEROES SALE ADVENTURE GAMES INC. 
PRICE Northwest Frontier (Maps) . 2.50 

Set 1 Heroes. . . . . . . . .  .2.20 Yan Koriani Alliance. . . . .  1.99 
. . . . . . .  . . . . . . . .  Set 2 Brigands. 2.20 Tsolyani (2 vols) 5.95 

. . .  . . . . . . . .  Set 3 Half Orcs 2.20 Book of Ebon Bindings. 2.75 
. . . . . . . .  . . . . . . . . . . .  Set 4 Animals .2.20 Harpoon .3.15 

. . . .  . . . . . . . .  Set 5 Undead .2.20 Adventures in Fantasy 650 
Set 6 Monsters 1. . . . . . . .  2.20 Resolution 502 (Falklands) . 2.95 
Set 7 Monsters 11 . . . . . . .  2.20 Deeds of the Ever Glorious . 2.95 

. . . . . . . . .  Set 8 Giants .2.20 SWEDISH GAMES 
. . .  . . . . . . . .  Set 9 Dungeon Dangers 2.20 Dark Passage .2.50 

. . . . . . .  . .  Set 10 Traps &Treasures. 2.20 Southern Flank 2.50 
. . . . . .  I Set 11 More Player Characters 2.20 Tau Ceti 2015 AD 2.20 

Set 12 Japenese Characters . 2.20 Defiance . . . . . . . . . . .  2.50 
Set 13 Samaurai . . . . . . .  2.20 Ostkrieg . . . . . . . . . . .  .2.50 

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

Villains & Vigilantes Heroes. 2.20 Holowczyn 2.50 
Cops, Crooks & Civilians. 2.20 T & T TEE-SHIRTS 

. . . . . . . . . . .  . . . . . . . . . .  
Traveller Heroes I Soldiers of Nyaah, Missed my Vital 
Fortune .2.20 Spots (S) .2.50 
Traveller Heroes 2 Imperial Ditto (MI. . . . . . . . . . . .  2.50 
Marines. . . . . . . . . . . . .  2.20 Stomach Upset? (S) . . . . .  2.50 
Traveller ~eroes 3 Zhodani . 2.20 Ditto (M) . . . . . . . . . . .  2.50 

STEVE JACKSON GAMES Undead. . . . . . . .  .3.95 . . .  
. . .  . . . .  . . .  . . . . . . . .  I Car Wars 3.95 Raid on Iran. .3.95 
. . .  . . .  . . .  . Car Wars Exp. Kit 1 .  2.50 Kung Fu 2100. .3.95 

. . .  . . .  . . . .  Car Wars Exp. Kit 2 2.50 One Page Bulge .3.95 I 
. . . . .  . . .  . . . .  I Truck Stop .3.95 ~utoduel  Quarterly. I .75 

Sundav Drivers . . .  .3.95 . . .  Fire & Movement . . .  1.75 . . .  1 

. . .  . . . . . . . . .  1 Ogre .3.95 (PLASTBC) 
. .  . . . . . . . . .  , . .  . . . . . . . .  GEV .3.95 Black. .2.50. 

. . .  . . . . . . . .  . . .  . . . . .  1 Necromancer 3.95 White. .2.50 

n r.m. rnvuub I a ... - - -  I TIMELINE ................ . . . . . . . . . . . . . . . . . . . . . .  . . . . .  I . . .  . . . .  . .  Nuclear War .7.50 The Morrow Project .6.95 ~ u n e ~ " & t  (Boxed) 8.95 
Nuclear Escalation . . . . . . . . . . . . . . . . . . .  .7.50 . . . . .  . . .  . . .  . . .  . Liberation at Riverton 4,95 RuneQuest (Rules) 5.95 
Berserker . . . . . . . . . . . . . . . . . . . . . . . .  .5.50 . . . . .  . . . . . . . . .  . . .  I Shield .3.50 MlDKEMlA PRESS 1 

M.S.P.E. ADVENTURES CENTURION GAMES The Black Tower . . .  .3.95 . . .  

. . . . .  . . .  . . . . . .  . . .  Jade Jaguar . . . . . . . . . . . . . . . . . . . . . . .  .3.95 . . . . .  Alien Armada 12.95 City of Carse. 5.50 . . .  ADVENTURE GAMES INC. Towns of the Outlands. 4.50 
Empireof PetalThronel7.95 . . .  Tulan of the Isles . . .  .3.95 . . .  

. . .  . . . . . . . . . . .  Junril 5.50 

. . .  . . . .  P.B.M. RULES Thieves Guild 1 7.95 IRON CROWN Heart of Sunken Lands. 7.95 
. .  Starweb . . . . . . . . . . . .  1 .OO . . .  Thieves Guild l I. .4.95 ENTERPRISES 

. . . . . .  . .  Universe l I. 1.00 Thieves Guild 111 .4.95 Arms Law .7.95 . . . . . . . . . .  . . .  . . . . . .  . . .  Galactic Conflict ..50 Thieves Guild IV 3.95 Spell Law 13.95 . . . . . . .  . . .  . . .  . . . . . . .  Terra 11. 1.75 Thieves Guild V. 3.95 Claw Law 4.75 HERO GAMES . . . . . . . . . . . .  . . .  Thieves Guild V1 . . .  3.95 BoxedArms/ClawLawl2.50 Champions . . . . .  12.95 
Conquest 11 . . . . . . . . . .  1.75 . . .  . . . .  . . . . . .  Thieves Guild VII.  . .  3.95 Character Law. 7.95 Espionage 10.95 

. . . . .  . . . . .  Prince of Thieves . . .  3.50 Rolemaster. 29.95 Champions 11 6.95 
. . . . . . .  Free City of Haven . 10.95 TOLKIEN PRODUCTS Enemies .4.50 

. .  . . . . . . .  The Complete Tavern. 2.95 Middle Earth Map. 3.95 Enemies 1 1  4.50 
Phantastic Phantasmagoric- Middle Earth Guidebk 6.95 Island of Dr. Destroyer 3.95 

. . . . . . .  al Montie HaulDungeon2.95 Angmar. .7.95 EscapefromStronghold4.50 
. . . . . . . .  . . .  Haven 1 1  . . . . . . .  .8.50 Umbar .7.95 Border Crossing. 3.95 

all payments (chequeIP.0.) t o  Flying Buffalo 
Add 10% p&p t o  all orders and allow 14 days for delivery 

Send your order NOW to :  
FLY ING BUFFALO, PO Box 100, Bath Street, Walsall, W. Midlands 

1 
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TABLETOP GAMES 
53 MANSFIELD ROAD, 
DAYBROOK, NOTTlNGHAM 
1 0 %  P&P 
Min. 1611 ~n U.K. 5 0 p  S u r f a c e  Mail 
Ove rseas :  

60e/o for Air Mail 

LASERBURN 
NOW A COMPLETE SCI.FI COMBAT 

ROBOT 
& ROLE PLAYING SYSTEM. 
LASERBURN RULES (baslc LASERBURN SUPPLE- 

rules) ............ : . . . . . . . . . . . . . .  £1.85 
FORCES.OF THE IMPERIUM. f 1.60 

MENT COVERING ROBOT, 
IMPERIAL COMMANDER lrntlitary CYBORGS &ANDROIDS ETC 

combat rules1 .. E l  . 8 5  f1.85 
BRYAN ANSELL 
MINIATURES (25mm) 

(49p unless stated) 
qllo WEAPONSANDBlTSPACK(71TEMS) 

2 GOBLIN WITH 2-HANDEDSPIKED MACE 
3 CLERIC WlTH CROSS AND MACE 
4 EVlL WARRIOR IN CHAINMAIL 
5 EVIL WARRIOR IN PLATE 
6 PALLADIN IN PLATE 
7 HERO WITH 2-HANDEDAXE 
8 WIZARDWITHSPELLBOOKANDSTAFF 
9 DWARF HERO WlTH 2-HANDEDHAMMER 

10 OGRE MERCENARY WITH SPIKED 
MACE ( 8 5 ~ )  

fantasy forces. 
Reaper Armies £9.60 ( inc. P&P) 
Good 
(1 ) Schonestadt Mil i t ia 
(2) The Army of the South 
E v i l  
(1) Horde of G'NA 
(2) The Summonations of K e n l ~ n  

REAPER 
408 Redempt~onlst Trlke wltn 2-man 

................... crew 15001 
Rev~sed ed~t ion of the most 408A Trrke dnly (3- 

.................. tasy wargarne rules 409 Tr~ke Gunner only 

At tack o f  the Fungoid  Trol ls ..... 410 Redemptionist Command Trike 

~B:::t$,",~~:l~~ Reape!,, 2,50 201 Merchant 
( 5 0 ~ )  

SCENARIOS E1.50 EACH ;:: ~ ~ ~ ~ l c s e , , " , u $ ~ ~ ~ g  412 Redemptiontst crewman. 
BUNKER 17 standing 
TARlM TOWERS HIEST '05 Space Suited F1g.+ laser Pistol 413 As above but sinlng 
SEWERVILLE SHOOT O U T  206 Space Suited F1g + laser Rifle 414 Seated Redemptiontst Trooper 
SEA PRISON SIEGE 

IMPERIAL TROOPERS 415 Redemptlonist Scout Skimmer 

15mm LASERBURN 300 with Bolt R~fle w~th 2.man crew (fl.OO) 

FIGURES 301 Wtth ~eay$ol t  Rtfle 
416 Redemptionist Scout Attack 

302 Black Guard Trooper 
veh~cle + 2-man crew ( f l  . I  5) 

(1Op EACH UNLESS STATED) 303 Black Guard Off~cer MERCENARIES 

ADVENTURERS & STAR SOLDIERS i:2 ~ ~ , ~ ~ ~ o f f l c e r  
500 Officer w~th Pistol 

100 L~~ offlcar + pistol 
501 With Assault Rtfle 

101 Law Officer+ R~ot gun 306 Wtth Launcher 502 W~th Mach~ne Gun 
102 Law Off~cer on Patrol B~ke (30p 307 'Ith Converston Beam Proiector 503 With M'G' 

102A Patrol B~ke only (25p) 308 W'th Rap'd 'ire B"ltGun 504 W~th Auto-Laser and Jet Pack 

103 Adventurer w~th P~stol 309 In Power Armour (l2p) 505 In Dreadnought Armour (20p) 

104 Heroine wlth Pistol 310 In Dreadnought Armour (1 5p) 506 In Power Armour (15p) 

105 Hero wlth Sword & Pistol :il ~ ~ ~ $ ~ ~ $ ~ ~ ~106 Adventurer w~th R~fle 
107 Thug wtth Club 313 Trooper Crewman. s~tttng . IMPERIAL 15mm VEHICLES! 
108 Thug w~th Kn~fe 314 In Power Armour+ support Scyfhe Class SqurdTranspoRJatcopters 
109 Thug with Pistol Bolter (12p) 

315 In Power Armour + Plasma f 1 .95  
110 Clv111an (Stand~ng) 
llOA Clvlllan Walk~ng Gun(l2p) Glaive Class Squad A.P.C.S. 

316 lmper~al Combat Scout + Heavy V301a Hover-Gla~ve f1.25 Civtltaness 
Bolt Gun V301 b Ant~grav-Glalve f 1.25 112 Adventurer in lt Armour 

113 Adventurer wtth 2 Pistols 317 lmpertal Fast Bike-(35p) V301c Wheeled-G1a've f1'25 

114 Adventurer with Laser R~fle 318 Scout 'Ike Only 130p) V3Old Tracked-Glalve . . f1.25 

/ j i  t";t..'rt :b",s;",;:,,,her 
converston Beam V302 :Scorp~on' 12.man Air Assault 

. . . . . . . .  
REDEMPTIONIST REBELS 

Veh~cle f2.25 

11 7 Law Offlcer Dog Handler with 400 W~th Force Sword & Ptstol V303 ScoutVehlcle ''759 

Grenade Launcher 401 W~th Laser R~fle 
402 Warr~or Lord ROB0 TURRETS 118 Guard Oog 

119 LadOff~cerveh~cle crewman/ 403 Wllh Flame Thrower 
(extra weaponry for all vehicles) 

Gunner stand~ng 404 ,W~th M~ss~le Launcher VOOl Heavy Laser Turret ......... 8p 
... 120 As above but slttlng 405 Wlth Auto.Laser V002 Miss~le Launcher Turret 8p 

121 Adventurer In Mesh Armour 406 Wlth Heavy Laser V003 Plasma Gun Turret ........ 8p 
122 Adventurer wlth Suppon Bolter 407 Warr~or Lordwlth Power Axe .... 8p Conversion Beam 

Bas~c  rules, d ~ c e  and t w o  small  15mm 

i i GREATHOBGOBLIN CHAMPION W I ~ H  
AXE AND SWORD (6Op) 

EVILWARRlORINPLATE+GREATHELM FANTASY & ROLEPLAYING RULES 
13 EVILWARRIOR WlTH AXE 
14 EVILWARRIORSWINGINGHALBERD Manster Combat (T.T.G.) f 1.251 .............. 

... 15 DWARFHERO WlTH AXE Once Upon a T ~ m e  i n  the West £3.30 

16 HIGHWIZARDOFCHAOSCASTINGSPELL Volumn 4 of above ... f 1.25 .................... 
Rudis (Gladiatorial) f 1 .05  ....................... 

17 CHAOSCLERICIN FULLARMOUR Retinue (Med:Skirmish) £1 . 80 ,  ............... 
SWINGING GREATMACE Heroes (Dark Ages) ...................... f 2.75 

18 PALLADIN IN PLATEWITH CLOSED ............. Pony Wars ( I nd~an  fights) f 1 .80 
HELMETSKELETON WARRIOR 

19 SAMURAI HERO S.F. RULES (TTG) 
Combat 3000  i 1 . 8 0  ............................... 

............. ANCIENTS Combat 3 0 0 t j f o r  above) f 1 . 60  
Starforce 300 f1 .80  ................................ BLEYME ARMY 
Starguard ....................................... f1.05 

BL1 HIC WITH JAV. 18p Starhound (Fighter Combat) .......... £1.50 / . 
~~~~~~t~~ one (space  ti^,,) ....... ~ 1 . 6 0  EL2 HIC WITH JAV. 

202 Space Scout 
41 1 Warrior Lord with Power Sword 

and Sun Gun (12p) 

BL3 HIC WITH BOW & JAV. :$ BL4 EHC WITH BOW &JAV. 
BL5 FOOTARCHER . 
BL6 FOOTARCHER 

9p 

BL7 ELEPHANT&RIDER 
BLB CAV STANDARD 25p 
BL9 CAVOFFICER I8P 

For full list or 15mm Reaper figures and 
monsters send SAE. - 

' NEW USERBURN WGURES!! : 
................... 123 SENTINEL LAW OFFICER lop 

124 FEMALE SENTINEL LAW OFFICER .... l op  
320 SCOUT WlTH GRENADE LAUNCHER . l op  
321 IMPERIAL ASSAULT SCOUT ............. 1 2 ~  
322 IMPERIALGUARDIN POWER 

ARMOUR 1 2 ~  
417 DISCIPLE IN POWER ARMOUR ......... 12p 



I THE CONVENTION WHERE GAMING COMES FIRST 

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

Special guest E. GARY GYGAX 

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

* Seminar with Gary Gygax on Friday evening. 

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

* AD&D TEAM COMPETITION -Afun, single-round competition for 
teams of 5 players on Friday afternoon. Team leaders: send an sae 
for more information. 

* ALL THE ESTAB~ISHED FAVOURITES - Including DRAGON- 
QUESTTM game, STAR FRONTIERSTM game, Traveller, Apocalypse, 
RuneQuest, 1829, Railway Rivals and many more. 

* RESIDENTIAL OR NON-RESIDE~JTIAL PLACES LNon-residential 
bookings entitle you to full use of all the convention facilities 
including inexpensive hot and cold food, extended bar (adults only), 
ideal gaming areas and an impressive array of arcade computer 

> games. Residential bookingsentitle you toal l  these plus two nights 
in a private bedroom and full breakfast on Saturday and Sunday. 
Booking in  advance isessential. There wil l  be no tickets for sale on 
the door. 

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

Successful booklngs wall be conf~rmed by post Full deta~ ls  and conftrmatlon of events will be glven In the GamesFa~r programme, 
wh~ch w ~ l l  be ma~led to attendees In March 
Only those who book In advance can be adm~tted 
Refunds [m~nus a f2 00 adm~n~strat~on charge) will only be poss~ble on cancel lat~ons made before 31st January 1984 
Persons under 14 years of age cannot be adm~lted 
Book~ngs accompan~ed by an oncomplete l ~ s t  of names or the Incorrect money w ~ l l  bo returned unprocessed 

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

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

The symbols " and lM denote trade marks owned by TSR Hobbies Inc, W~sconsin USA . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . .  

BOOKING FORM 

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

Qm o".,.m-1.. U I*.- 

.... Please send me res~dent~al  tlcket(s) for I am/am not a member of the PA 
GamesFa~r '84 at f 28.50 (£26.50 for PA My membersh~p number IS . . . . . . . . . . . . . . . . . . . . . . . . . . .  
members) each f ...... 

I do/do not wlsh to help DM one of the competlt~ons 
. . .  Please send me non-res~dentlal tlcket(s) (Please glve brlef detalls of your experience - lncludlng 

for GamesFa~r '84 at £7.50 (f 6.50 for PA age - on a separate sheet) 
members) each f .. . . . .  

My name 
I do/do not w ~ s h  to enter the AD&D 
Open Fee f 1.50 f ...... My address 

TOTAL - f ....... 
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Games 
FOR WAR, FANTASY- 

AND 
SCIENCE-FICTION GAMING 

MAIL ORDER 
50-54 Manchester St., Unit 20, Merrion Centre, 63 Allerton Rd., 85-87 Victoria St., 
Liverpool L1 6ER. Leeds 2. Liverpool L18 Liverpool L1 6DG. 
Tel: 051 236 2605 Tel: 0532 456376 Tel: 051 722 9022 Tel: 051 227 1505 

TRADE 
89 Victoria St., 
Liverpool L1 6DG 
Tel: 051 236 2605 
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