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... Where adventures begin 

"Life just hasn't been the same around our fetid depths sincezlargh 
started redecorating the mail order catacombs. It's hard enough 
getting in eight hours solid whipping without decorators slopping 
ox blood everywhere. Zlargh's warped sense of humour knows no 
bounds, dressing up in tight fitting leotards isn't my idea of fun. 
Imagine the sight of Agaroth 'The Unwashed' prancing madly 
about screaming 'Flame On!', whilst trying desperately t o  ignite 
himself ... Such is the effect of Golden Heroes onour mortifying 
master. I lept for joy on the news that ice was slowly spreading in 
our stagnant pits, only t o  discover the I.C.E. in question was the 
Middle Earth Role-Pla ying Game. Pity, hypothermia seems such a 
pleasant form of death ... Our master's latest attempt at world 
'domination has blossomed, nay spawned, into The Blacksun, an 
expanded newsletter laden with scenarios, reviews and letters, as 
well as the regular quiz. 'Man Things' injured whilst auto-duelling 
have the chance to  reek glorious revenge in Battlechairs,, the 
Black Sun's expansion module for Battlecars. My suggestion of a 
'torture tips' page was flatly refused, much to  my annoyance. It 
appears Zlargh prefers some odious Man Thing called Ian Marsh 
to write about the game world instead -what does he know about 
suffering?" 

Teddy and Gunatha discuss the relative merits of 
GW's new RPG Golden Heroes. w 
, . 

GAMES WORKSHOP CATALOGUE 
A complete 52 page illustrated guide containing over 600 games, play-aids and 

boxed figure sets. Only 50p plus 20p p&p. 
DON'T FORGET! SUBSCRIPTIONS STILL ONLY El0 PER YEAR 

NEW FROM USA THE MIDDLE EARTH SERIES 
TASK FORCE Boxed Middle Earth RPG .. f9.95 

....... Starfire Boxed Set ........... £6.95 
........... SFB Commanders Rlbk 2 ...... f3.95 

Guide & Map ..................... €6.95 
Anamar .............................. €7.95 

' GDW 
............. Third World War £18.95 

TRAVELLER 
.......... Module 2: Beltstrike €8.95 

...... Alien Module 1: Aslan €4.95 
Adventure 12: 

...... Secret of the Ancients €2.95 

CAR WARS 
.......... Car Wars Exp. Set 5 £2.95 

MAYFAIR GAMES ROLE AlDS 
Shadows of Evil ................ €7.95 
Morgaine ........................... £7.95 

- 
Umbar ................................ £7.95 
Ardor .................................. £7.95 
Northern Mirkwood .......... €7.95 
Southern Mirkwood .......... €7.95 
lsengard ............................. £7.95 
Bree and the Barrow Downs. €4.95 

( Dagorlad ............................ €4.95 

ROLEMASTER 
Rolemaster (boxed) ........ €24.95 
Character Law ................... £6.95 
Arms Law .......................... €6.95 
Claw Law ......................... €4.95 
Spell Law ......................... €1 1.95 
ArmsiClaw Law (boxed( . €10.95 

ROLEMASTER SCENARlOSlAlDS 
...... Elf Quest .......................... €6.95 

........................... ........................ Ringworld £5.95 

1 CARS CARS CARS CARS CARS CARS 1 
CAR WARS BATTLECARS 

........................... Car Wars ............................ €4.50 Battlecars €6.95 
......................... Sundav Drivers ................. £4.50 Battlebikes £4.95 

Truck stop ......................... €4.50 
Car Wars Exp. Kit I ........... €2.95 AUTOVENTURES 
Car Wars Exp. Kit 2 ........... €2.95 Suitable for Car Wars and 
Car Wars Exp. Kit 3 ........... €2.95 Battlecars 
Car Wars Exp. Kit 4 ........... £2.95 Module 1 : Turbofire .......... £5.95 
Car Wars Map Sheets ....... €4.50 Module 2: Hell on Wheels 
Car Wars Reference Screen . €4.50 (solo) .................................. €5.95 
Auto Duel Champions ...... £7.95 Module 3: Ultraforce ........ Soon 

I I 

Send your orders to: Games Workshop Mail Order, 
27/29 Sunbeam Road, London NWlO 6JP 
Please make al l  cheques1POs payable to 
Games Workshop Ltd. NO CASH PLEASE! 

"THE BLACK SUN" 
Send us your name and address and upto 6 first or second class stamps; we will 

send you free copies of the Newsletter until the stamps run out. 
FREE TO WHITE DWARF SUBSCRIBERS! 

FIGHTING FANTASY 
Warlock of .......... £15.95 

.............. Firetop Mountain €8.95 
..... ................ Citadel of Chaos €4.95 
.... ................. Forest of Doom €4.95 

............. Starship Traveller 
................... City of Thieves 

............ .......... Deathtrap Dungeon f 10.45 
.................. ... Island of the Lizard King €7.95 

Dicing with Dragons ......... €3.95 
Fighting Fantasy ............... £1.50 

LONEWOLF SERIES 
Flight from the Dark .......... ................... 
Fire on the Water .............. ................................. €7.95 

............................ Dark Folk €7.95 
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Witch Hunt RPG ................ €9.95 
Forever War ..................... £ 16.95 
Forces of Fantasy 

.................... (Warhammer) £5.95 
The Normandy Campaign . €8.95 
Third World War ............. €18.95 

...................... Eighth Army £8.95 

.............................. Wizards €7.95 
The Keep .......................... €4.95 

.............. Towers of Magics €4.95 
.................. Deadly Powers €4.95 

........... Question of Gravity £4.95 
...................... The Contract €4.95 
...................... Swordthrust £4.95 
...................... Shipwrecker €4.95 

...... Dragon of Weng T'sen €4.95 
Evil Ruins .................... .... €4.95 

CALL OF CTHULHU 
Call of Cthulhu boxed set . £9.95 SCENARIOS 

Shadows of Yoa-Sothoth . €7.95 
ACCESSORIES 
The Cthulhu Companion .. €6.95 
Adventurers figures set .... €8.95 
Monsters figures set ......... £8.95 
Glozal est Authentique ..... £7.95 
Look out! - Games Workshop's 
Cthulhu sourcepackfor Britain and 
Euro~e ,  due out later this year! 

The Arkham E V ~  ................ 
Death in  Dunwich .............. 

....................... The Asylum 
.............. Pursuit to  Kadath 

......... Fungi from Yuggoth 
..... Curse of the Cthonians 

Whispers from the Abyss . 
The Horrible Secret 

.......... of Monheqan Island 

Telephone orders using credit cards, or enquiries, phone 
01-965 3713 Mon-Fri 9.30am-5.00prn. 
Orders under f6.00 add 60p post and packing. 
Europe: add 33"/0 carriagelother overseas: add 55Oh carriage 
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GAMESCENTRE 
NOW OPEN AT 

22 OXFORD STREET 
LONDON W l  
Tel: 637 791 1 

We still have the widest range of Role-Playing Games, Miniatures and 
Wargames in the world, plus all the newest items as they are released. 

The name may have changed but the range and service hasn't. 

Basildon 23953 

Sunday 19th August 
Doors Open 9.30 am 

Admission Free 

AD & D'I'M competition 
'fRAI>E SI'ANIIS - (;AMES PEOPLE PLAY - 

RAINBOW GAMES - STANDARD GAMES 

.l'ables ava~lab le  for you to bring your own games  
a n d  play - 

Why not  b r ~ n y  an  Army a n d  give a display! 

VIKING DISPLAY 
BAR SNACKS A WIDE RANGE OF REAL ALE 

BRING & BUY STAND 
I'or fur1ht.r details contact - 

Chr~s Rnyllss or Gordon Scammell 
12 The Frylh Towngate Theatre 
Basildon Basildon 
(0268) 26060 (0268) 23953 

Please mention White Dwarfwhen replying to advertisements 4 

MEDWAY GAMES CENTRE 
1 CHURCH STREET 
CHATHAM, KENT 

Tel: MEDWAY (0634) 814750 
Fantasy Games Board Games 

Computer Games 

Open Mon-Sat 9.30-5.30 

m (Closed Wednesday) m 
B 

25ni1n scale builclin:: 
JCC csso ~rics. 
(1'1-ices from 15p t o  £75) 

DRAGONM EET offer 
10% off al l  orders 
postmarked b c t w c e n  
21st ju l \  - 4th August 
Sencl f l  tot- il lustrated 
catalogue to :  

Otherworld 

/ 



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 

trope, md rdvmrurr. The 
tune is rhc 1930'9 when I a r  
ger-rhm-lmfc heroes srdkcd 
crime mn the streets md r n v -  
.led the &be righting wrong. 
Master villains, myrrcricr. fur- 
ious gun battles snd cliff-han- 
ger escaper are all r part of r 
DARE1)EVIL's life. 

1)AREl)EVILS includes the 
rulcbook, r referee's xrren. 
and DAREDEVIL ADVEN- 

GAMES' ESPIONAGE AND VICE VERSA 

A VERY FAST TURN ROUND 
POST PAID ON ORDERS OVER E6.00 
INFORMATIVE FREE NEWSLETTER 

' SPECIALOFFERS 
TELEPHONE ORDERS 
BY CREDIT CARD 

AMERICAN EXPRESS 

WHY NOT ORDER BY TELEPHONE USING TRADE ENQUIRIES 

THE BEST IN SF 
ALL ITEMS ON THIS PAGE ARE 

AVAILABLE TO THE TRADE 
SEND FOR FULL DETAILS 

5 Please mention White Dwarfwhen replying to advertisements 
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RITZ TOYS FGAMESMASTER 
100 Queensmere 
Slough, Berks. 

Telephone: 753 0678 

I The most comprehensive range of fantasy I 
figures, board games and computer games in 
Scotland and Northern England. 

GLASGOW: 

Open Mon-Sat 9.00-5.30 

Large selection of D&D, RuneQuest, EDINBURGH: 
13 Forrest Road 

Tunnels & Trolls, Traveller, Citadel 
Miniatures, Boxed Fantasy & 

Science Fiction Games ................... .......e........... 
Plymouth Street 

Swansea SA13QQ 

Open Mon-Thurs &Sat 9.00-5.30 
Friday 9.00-6.00 

666 SKELETON FIGHTER 

Available May 1984 

- 
Prices quoted are those prevailing at press date and are subject to alteration due to economic conditions. 

Please mention White Dwarfwhen replying to advertisemehts 6 



The Fantasies 
Have Just NOW FROM THE Begun 

GALAXY OF FANrl'- 
AST. A NEW GAMES 

SHO~' IS BORN. IT B11- 
IINGS A WORTAD OF 

CHOICE 'IY) YOU. EN 
TER OUR WORLD AND 

SEARCH THROUGH CH- 
E S T s m L m m m Y  

GAMES AND FIGURESDI 

STAFF TOHELP AND ADnSl3 

ANDEXCITING REALM OF 
FANl7ASY. COME TO VISIT 

G m S  PEOPLE PLAY... 

GAMES PEOPLE PLAY 
ROLE PLAYING, SCIFI, FANTASY, WARG-, 
MAGAZINES & LITFmCTRLE AND COMPUTERS 

MA1 L ORDERS 
5 Wellington Terrace, Nott ing Hill &te 

WE UOMED 
LondonW2 Tel. 727-9275 m 

VISA OPEN FROM 1 lam to 5.30pm. LATE N IGHT THURSDAY 7.30pm. - 
SATURDAY OPENS AT loam. 

5 Wellington Terrace 

Kensington Palace Gardens 

TUBE: Nottin Hill Gate (200yrds) PC Circle. entral & District Imes. 
M A I N  LINE: Padd~ngtonTerminus 

BUSES: A2.12,28,31,27,4.52A.?88. 
(Wellington Terrace is a parade of shops.) 

Now openis a complete games shop ... Games People Play. 
Come in and you'll find a great selection of games. 

?A vast range of board conflict and computer games. 
eStocksof figuresby Chronicle, EssexJacobite, Tabletop, 

Oracle, Citadel, Skytrex, Denizen, Dixon's Samurai, 
Prince August, Herrics 11300 figures and others. 

*A large selection of rules, reference books, magazines 
and accessories. 

.All major and most minor role playing systems. 

At Games People Play you'll meet a knowledgeable staff 
t o  help and advise you. So come and see us. We're the 
garners games shop. 

7 Please mention White Dwarfwhen replying to advertisements 



JOIN THE WORLD OF 
PLAY-BY-MAIL 

WITH KJC GAMES 
Crasrmoff'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 i t s  secrets, encountering other parties, races and 

"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 

\'>.A X h  d 4 I DX/:\J ;)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. 
European rates: same as UK. 

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

CLYDE MODELS 
Glasgow's City Centre games, 
comics and model emporium! 

Find us at 44 Candleriggs, Glasgow GI ILE. 
Open Monday to Saturday 9.30-5.15 

We stock a1 that's best in games, 
comics and models 

Special offers weekly 
We stock all Citadel plus much more 

Visit us now for your local Dose of Friendly Abuse!! 
Hellow Mum 

- FA29: 
Elf Adventurer 
- . . . . .  35p  

FA37; 
Giant (41mm) 
. . . . . .  75p 

Post & Packing 
Under £2.50: 

2 5 ~  
Over £2.50: 

add 10% 
Send S. A. E. fo r  
il lustrated list 

DENIZEN MINIATURES 
4a Powis Square, Brighton, Sussex BNI 3HH 

I 105 COWLEY ROAD, OXFORD. \ / /I ~ TEL: (0865) 721348 

Turveyors 
of the 
Tan tastic 

1 I BACK ISSUES I I 

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

Numbers: 36,37,38,39,46,48,49, 50.51.52. 53,54 I 
ll Issues 35-51 @ 75p each. 52 onwards 85p. 

UK & Ireland orders under €6 add 60p p&p. Orders over €6 post free. 
Europe add 33% carriage. Other overseas add 55% carriage. 
Please make chequesiP0 (no cash please) payable to Games Workshop 11 
Ltd, 27129 Sunbeam Road, London NW1O 6JP. 
Save money on p&p by ordering WD back issues with your Games order. 
See Games Workshop Mail Order advertisement on page 3 for details. 



PACK I PACK 5 
BASIC DUNGEON FEMALE D E M I  
ADVENTURERS HUMAN ADVENTURERS 
£1 50 £ 1.50 
Two Fighters, Two Each Elves, Dwarves, 
Maglc User, Clerlc, Thle Halflings. 

Flve Different Gobllns. 
M a g ~ c  User, Cler~c, Th~ef  

ADVENTURERS 

Dwarves, Halfllngs 

Two Each Elves, Wralth Rldlng Pterodactyl 
Dwarves, Halfllngs 

PENDANT PENDANT 

BUCKLES 

n~ckel/s~lver .................. £3 95 
R1 SKULL 

P3 HAND OFDEATH 
bered pleces R2 DRAGON 

P4 SERPENT 81 THETEMPTRESS . . f 5  50 R3 EAGLE 
. . . . . . . .  P5 LOVEHUNTER 82 LOVEHUNTER f 5  95 

P6 OVERHILL 
P7 THOR'S HAMMER-repllca of ex 

cavated V~klng pendant 
P8 CELTS CROSS 
W DARKTALISMAN- blankscroll sult- C1 LOVEHUNTER 

ableforengrav~ng Engravedwlth C2 OVERKILL 
upto 3wordsforonlyfl 50extra 

PI0 HEALER'S SNAKE 

Post & Packing: 50p per order. 

GAMES ROOM 
MAIL ORDER and RETAIL SHOP 

Cheques made payable to RIEDER DESIGN please SPECIALISTS FOR THE SERIOUS GAMES PLAYER 
SHOP HOURS 9 30-1 00 & 1 30-5 30 Monday t o  Frlday, 9.30-5 30 Saturday 

CATALOGUE for Wargames Sc~ence Flctlon 'Fantasy Role play~ng Games Ftgures & Models 5, Braunstone Gate, Le~cester LE3 5LH Tel (0533) 549182 
Palnts 5 Accessortes Fam~ly Games * Sports Games Chess Tradltlonal Games " Jrgsaws * 

Magazrnes Puzzles Computer Software TRADE ENQUIRIES WELCOME 
Send an SAE and 25p ~n stamps 
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UTH BEDFORDSHIRE'S 
ENTRE FOR GAMES 

We stock Dungeons 6r Dragons, 
Runequest, Traveller, Space 

* TRADE STANDS: including GAMES WORKSHOP, THE ANNUAL FESTIVAL OF 
CITADEL, STANDARD GAMES, TITAN, PENGUIN FANTASY AND SCIENCE FICTION 
BOOKS, ESSEX and many more. ROLE-PLAYING GAMES. 
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T he adventure gaming 
'hobby' is dying. The US 
market leader had to sack 

about 150 employees during the 
last year and several other com- 
panies have ceased trading. But, 
I ask myself, what does this 
mean? True, several companies 
have gone out of business and 
TSR have got rid of a lot of 
people. But this is npt the end; it 
merely signals change. Adven- 
ture gaming is still popular and 
growing, but in a different for- 
mat. Book companies and com- 
puter games companies are 
entering the market to meet the 
need of changing desires. I 
believe the adventure gamer of 
the 80s is alive and kicking but 
requires convenience and sim- 
plicity in game mechanics due to 
personal time constraints. Fun 
and excitement are not,however, 
to be sacrificed. Successful 
games companies of the future 
must get the balance right to give 
players more play, less delay! 
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e Name o 
A Beginner's Guide to Role-Playing Games 

by Marcus L Rowland 

Part 4 of a series explaining what role-playing games are about and how to get sfarted. 

Previous articles explained the 
mechanics of role-playing, and looked 
at Fantasy and Science Fiction role- 
playing games. This last article I 

examines some ~ t h e r  types of games. 
For conveniencethey are grouped under 
generic headings. 

FASTER THAN A SPEEDING BULLET 
- SUPERHERO GAMES 
Most people dream of having secret 
Dowers, so it isn't sur~risina that some 
; o ~ e - ~ l a ~ i n ~  games are basgd on comics 
which feature superheroes. 

Much of the fun of these games comes 
from effective role-~lavina. No red- 
blooded ~uperherofigl.lts> Supervillain 
without a s~eech on ethics and the futil- - - m - - - -  - - - -  -~ - - -  

ity of crime, and few ~h~erv i l l a i ns  will 
kill a Superhero without constructing an 
elaborate (and usually fallible) death trap, 
and indulging in some heavy gloating. 

Champions - Hero Games 
A point-allocation system makes it pos- 
sible to generate characters without rol- 
ling dice, and the combat system accu- 
rately reflects the earth-shaking duels 
found in many comics. 

Characters have eight prime requis- 
ites, all initially at a normal human rating 
of 10, then improved by paying Power 
Points. There are several figured charac- 
teristics, which can also be adjusted by 
paying the appropriate number of points. 
More points buy skills, powers (such as 
Flight or X-Ray Vision), and equipment. 

Expenditure over 100 points must be 
countered by disadvantages like bad 
luck, personality problems, or depen- 
dent relatives who occasionally get 
involved in adventures. 

The combat system is fairly complex, 
with many different types of attack and 
defence. Characters make a roll to hit, 
modified by values for skill, power rat- 
ings, and characteristics. Some or all of 
the attack is absorbed by the victim's 
defences, with any residue causing 
physical or mental harm. The calcula- 
tions behind this process are moder- 
ately complex, but most ofthe hard work 
is done during the design process. 
Recovery is rapid, and the rules make 
most attacks survivable. 

Champions is the most widely played 
superhero game, and is reasonably easy 
to learn and play. It is compatible with 
Espionage and Autoduel Champions 
(see below), and supported by supple- 
ments and scenarios. Available Material: 
Boxed Set (rules, scenario, dice); 
Champions 2 (rules extensions etc); 
Enemies I, 11 (pregenerated villains); 
Scenarios. 

Superworld - Chaosium Inc 
Generation is by a point-allocation sys- 

tem, in this case derived from randomly 
rolled characteristics resembling those 
of RuneQuest, and characters spend 
points to purchase enhanced character- 
istics, skills, or powers, and must buy off 
excess points by accepting disadvan- 
tages. The rules are more streamlined 
than those of Champions. Available 
Material: Boxed Set (rules, dice); Bad 
Medicine for Dr Drugs (scenario). 

Villains and Vigilantes 
- Fantasy Games Unlimited 
The current edition suggests basing the 
characters' characteristics on those of 
the players, then adding randomly 
selected powers and skills. Players must 
reject one of the powers rolled, and 
accept one randomly-selected disad- 
vantage. The combat system involves 
levels and a table cross-referencing 
powers and defences. 

V&V is moderately complicated, but 
players with a little experience will find 
it reasonably easy to learn and play. 
Available Material: Boxed Set (rules, 
scenario); Rules only; Opponents (pre- 
generated villains); Scenarios. 

Golden Heroes - Burley/Haines 
This British game was originally avail- 
able by mail order only, but it will be re- 
issued by Games Workshop in a profes- 
sional format this month (July). Four 
prime requisites (Ego, Strength, Dexter- 
ity and Vigour) produce figured charac- 
teristics. Hits to kill and concuss are 
rolled separately, using Id6  per point of 
Vigour. Each character has between 5to 
10 powers that are randomly selected. 
However, rather than roll a new power 
the player can choose to upgrade a 

power the player already has, or select 
an advantageous background. 

The current system involves several 
novel ideas of scenario and campaign 
conduct, which will be included in the 
new edition. The rules are fast and easily 
learned. No additional material is avail- 
able, yet. Available Material: Boxed Set 
(rules, scenarios, dice). 

MODERN DAY MYTHS -SPY RPG'S 
Most RPG's involve an esca~ist element. 
and some of the most escapist fiction is 
set firmly in the modern world. Combin- 
ing these elements produces the mod- 
ern-dav s w  RPG. . . .  

TOD Secret - TSR -. - - 

This was the first spy RPG, featuring a 
character generation system resembling 
D&D. Prime requisites are generated 
randomly, then the character is assigned 
to an intelligence agency branch. Each 
branch fosters different skills (theft, 
assassination, etc), and skills improve as 
the character gains levels. 

No rules expansions have been pub- 
lished, but scenarios are available. A 
good game for players wanting to con- 
vert from D&D with the minimum of 
trouble. Available Material: Boxed Set 
(rules, scenario, dice); Scenarios. 

Espionage - Hero Games 
Espionage is a new system, with charac- 
ter generation derived from the Champ- 
ions rules and compatible with Autoduel 
Champions. The rules only cover CIA 
agents, but it seems likely that expan- 
sions will deal with other services, such 
as MI6 and the KGB. 

A good gamefor refereesfamiliarwith 
Champions, and anyone wanting a 
slightly more realistic approach to spy- 
ing. The design is slightly untidy, and 
may put off beginners who aren't famil- 
iar with Champions. Available Material: 
Boxed Set (rules, scenario, dice); Border 
Crossing (scenario). 

James Bond, the Role Playing Game 
- Victory Games 
This new game is a media spinoff, based 
on the 1980's conception of Fleming's 
hero. The emphasis is on gadgetry, girls, 
and guns, but the rules are well- 
designed, flexible and allow the develop- 
ment of characters in a variety of intelli- 
gence agencies. Several supplements 
and scenarios are available. 

James Bondseems likely to dominate 
this RPG area, simply because of its 
name. It works well, and is reasonably 
easy to learn. Available Material: Boxed 
Set (rules, character sheets, dice); Rules 
only; Game Masters pack; Q manual 
(equipment); Scenarios (Dr No, 
Goldfinger etc). 



CHALLENGING THE UNKNOWN 
- FANTASTIC ADVENTURERS 
Several RPG's deal with man's desire to 
explore the unknown and explain the 
inexplicable. Characters like Doc Savage 
and Indiana Jones are popular because 
their adventures begin in a relatively 
normal world, but still contain elements 
of fantasy and ultimate horror. 

Call of Cthulhu - Chaosium Inc 
Set in the 19201s, Callof Cthulhu is prob- 
ably the most horrific RPG available, 
being based on the Cthulhu Mythos of H P 
Lovecraft. Characters are investigators 
(professors, reporters, etc), who gradu- 
ally uncover strange truths which will 
slowly drive them insane. 

Briefly, the stories deal with a race of 
alien deities who ruled the world before 
the evolution of mankind. They still live, 
some exiled to space while others are 
trapped in crypts beneath the sea. Many 
other alien races lurk in the lost corners 
of the world, also bearing dark secrets. 
Various cults and mystics knowthat they 
exist, and try to use potent spells and 
sacrifices to control or worship them. 
Knowledge of these beings brings 
strange powers, and simultaneously 
drives the initiated insane. 

At first characters have no knowledge 
of the Cthulhu Mythos, and are as sane 
as their characteristics will allow. Each 
brush with the forces of darkness adds to 
the character's knowledge of the Cthulhu 
Mythos and simultaneously lowers San- 
ity. If sanity is reduced by more than 20% 
in a single adventure, the character 
becomes insane; if sanity drops to zero 
the character can never be cured, and 
becomes an NPC (and probably a cultist). 

This system is supported by a supple- 
ment and numerous adventures, and 
can be adapted to other eras and situa- 
tions with no supernatural element. The 
rules are clear and suitable for begin- 
ners. Available Material: Boxed Set (2 
rulebooks, sourcebook, etc); The 
Cthulhu Companion (rules expansions); 
ScenariosIScenario collections. 

Daredevils - Fantasy Games Unlimited 
Thisaame is set in the 1930rs, and is based 
on thYe pulp adventures of characters like 
Doc Savage and the Shadow. 

The complications of this game's 
character generation and combat sys- 
tems make it unsuitable for beginners, 
but experienced players may enjoy it. 
Additional Material: Boxed Set (rule- 
book,4scenarios); Scenario collections. 

Mercenaries, Spies, and Private Eyes 
- FBI 
A present-day adventure game with a 
character aeneration svstem derived 
from ~unce l s  and ~ ro l i s ,  incorporating 
modern weapons and psionic powers. It 
is easily learned and run, and may suit 
beainners. Available Material: 
~ujebook, Jade Jaguar (solo scenario), 
Stormhaven (for Espionage as well). 

After The Holocaust - Disaster Games 
Games dealing with Earth after some 
natural or man-made disaster are a sub- 
species of science fiction RPG's. The 
period can be a few decades to several 
thousand years in the future, and the dis- 
aster can range from nuclear war to the 
energy crisis. 

THE NAME OF THE GAME 

Car Wars - Steve Jackson Games 
American civilisation has almost col- 
lapsed as fossil fuel reserves are 
exhausted. Powerful electrical vehicles 
(charged by nuclear reactors and alter- 
native power sources) allow communi- 
cation between towns, which have 
become armed enclaves besieged by 
marauding cycle gangs and outlaws. 
Most vehicles arearmed and armoured, 
equipped with an array of machine 
guns, rocket launchers and flame throw- 
ers which would warm the heart of Mad 
Max. Vehicle combats have become a 
sport and a necessity for survival. 

The basic game deals with vehicle 
design and combat, with character gen- 
eration almost ignored. Two supple- 
ments, Sunday Drivers, and Truck Stop, 
cover character generation in more 
depth, and add rulesfor pedestrians and 
heavy vehicles. A recent innovation is 
AutoduelChampions, a publication con- 
verting the Car Wars vehicle design 
rules for use with Champions and 
Espionage, and adding super powers to 
the Car Wars rules. 

While not a full RPG, Car Wars is an 
enjoyable system which allows limited 
character generation, and is easy to 
learn and play. Available Materials: 
Pocket Box Set (rules, counters, etc); 
Sunday Drivers (rules, counters, etc); 
Truckstop (rules, counters, etc); Expan- 
sion Sets (road, counters, etc); Auroduel 
Champions (A4 Book). 

Gamma World - TSR 
Recently re-issued, Gamma Worldis set 
on Earth centuries after a disastrous 
nuclear war. Civilisation has collapsed, 
and semi-barbaric tribesmen must re- 
conquer a wilderness populated by hos- 
tile tribes, mutants, and a few remaining 
robots. The game is similarto D&D, with 
charactersaccumulating pointsfor level 
increases and collecting technological 
equipment to aid survival. 

Gamma World is easy to learn and 
run. Available Material: Boxed Set 
(rules, map, etc); Scenarios. 

Aftermath - FGU 
Another post-holocaust game, set a few 
years after a nuclear war (or some other 
disaster). Character generation is com- 
plex and heavily orientated towards a 
survivalist ethos, with combat and 
weaponry the main factors in determin- 
ing events. Available Material: Boxed 
Set (rules etc); Scenarios. 

THE PAST IS ANOTHER COUNTRY - 
HISTORICAL GAMES 
Most eras have been the subject of at 
least one RPG. Their number and diver- 
sity make it impossible tocoverthem all, 
but a few of the most popular follow. 

Bushido - Fantasy Games Unlimited 
Set in feudal Japan, Bushido uses a 
design system for character generation 
and attempts a realistic portrayal of the 
period while incorporating some mythi- 
cal and magical elements. 

FGU's usual attention to detail has 
made this game very popular, and the 
rules encourage role-playing instead of 
violence. Most aspects are easily 
learned, and the game is suitable for 
beginners. Available Material: Boxed 
Set (books, maps, charts, etc); Scenarios. 

-- -- 

En Garde! - GDW 
Thisgame isset in the 17th and 18th cen- 
turies, and can be played without a 
referee. Characters are members (or 
potential members) of the French aristo- 
cracy, climbing through society and 
defeating rivals by intrigue or in duels. 

A game which works well as a postal 
game or if all the playersare moderately 
experienced. The absence of scenarios 
and direction by a referee sometimes 
slows play if the players are inexperi- 
enced. Available Material: Rulebook. 

Boot Hill - TSR 
A Western game of cowboys and out- 
laws, using level concepts and combat 
methods similar to D&D. Easily learned, 
and suitable for beginners. Available 
Material: Boxed Set (rules etc); 
Scenarios. 

STARTING TO PLAY 
Beginners sometimes have troublefind- 
ing other players, or learning more 
about the games they are thinking of 
buying. There are several solutions, all 
fairly easy: 

1: Look for a local games club. Most 
magazines and fanzines publish adver- 
tisements, and most games shops have 
a notice board with club announce- 
ments. A reasonably large RPG club 
should have members with an interest 
in most available games, and give you a 
chance to try them before buying. Two 
warnings - don't get involved in cam- 
paigns unless you are sure that you will 
want to continue playing, and don't 
commit yourself to too many activities 
simultaneously. It's a good idea to find 
an introductory scenario or beginners 
campaign, if someone will run one. Most 
Universities have some sort of club, and 
many will admit outsiders. 

2: If no club is available, try the per- 
sonal adverts which are sometimes car- 
ried in magazines and on shop boards. 
Many other players have difficulty find- 
ing opponents. 

3: Find out what the staff of games 
shops recommend - they usually try 
everything available. 

4: Start your own club, or place your 
own advertisements. See if any of your 
friends are interested. 

5: Visit one of the games fairs, like 
Dragonmeet or Games Day. It's usually 
possible to find any game being played 
at these events, though sometimes dif- 
ficult to get a place and join in. Games 
fairs often auction second-hand games, 
which are sometimes real bargains. 

6: f'ake a chance. Buy the game, and 
try it on your own. Roll up a few charac- 
ters, and try out the combat system. See 
if there are any solo scenarios available. 
If you like the game, advertise for other 
players. If you don't, put it up for sale 
and see ifthe person who buys it has any 
games that might interest you. 

Once you have started playing, keep 
an eye on the advertisements and news 
in games magazines. If a game is popu- 
lar it's likely that supplements and 
scenarios will be published by the man- 
ufacturer or by independent groups. It's 
also likely that articles and scenarios will 
be published. Read what's written for 
other systems, since it's likely that you 
can adapt some aspects for your own 
use. Read the letters, and keep a lookout 
for other players in your area.0 



A Scenario for Basic D&D and AD&D for 1st-2nd Level Characters 
by Oliver Johnson 

DUNGEON MASTER ONLY Jungle Encounter Table 
This scenario should be virtually read out to the players as it 0 (roll d20) 
is. Those portions of text that are boxed and labelled DM, 1-5 Natives (I -6 kasha .t 0-2 ushok, see later) 
however, should not be read out and are for your eyes only! 6 Snake (constrictor [rock python], poisonous [pitviper] 
The scenario is presented initially for AD&D. The Basic D&D or spitting [cobra]) 
equivalents of AD&D are given in brackets, where necessary. 7 1-4junglestirges 

' Other information is clearly labelled for Basic. 8-9 1-4giant ticks (robberflies) I t $  

10 Giant lizard -, .- 
- WVERS'  INTRODUCTION 11 -1 3 2-8 large spiders 

You have beten employed by Gorling Grislgum, an ageing 14 Wild boar 
cleric, to explore an ancient tomb complex located some- 15-18 Non-harmfuI/nuisance encounter (monkeys, parrots, 

i: w b r e  in  the tropfcsll forests to the south of your country. For brightly patterned dragonflies, etc) 
19 Jaguar (tiger) 
20 Couatl (sabre-toothed tiger) - The chance of an encounter is usually 2'"'. -'--I- every 
twenty minutes. 

: Roll om-.n the 
onolith. T E ~  

-2ncI 

h&GG 

rom the a - 
K s s  6x~anse:f areen 

i K ~ O I I  
staring 

.-, ,,. . .,, ,f!:,.. ,,,. c. 'The head, he t e k  you, 'is a rep- 
tation of Krakata, who ruled a jungle kingdom here cen- 

: ries ago. According to legend, his final command was that 
pi; head should be carved in rock overthe lair of a giant spider. 

: This spider, weaving a cocoon around the king's body, would ,. r; keep it sleeping until he should one day return to rally his 
?i people in times of trouble. 

'I think we can discount this legend. All that remains of that 
jungle civilisation today is a small tribe of savage cannibals 
who worship the spider-god Hlo-hlo as their totem deity. Like 
many degenerate peoples, they have woven a tangled web of 
superstition and folkiore that harkens back to former, greater 
days. However, since the nativ s of the region"be1ieve that 

: Krakata sleeps within the tombjnd will one day emerge in all 
his regal finery, they are extremely hostile towards any stran- 
gers. Consequently we must.be circumspect.' 

The ship is left anchored in midstream with a smalf crew 
"!I *.. while Gorling and yourselves row to the bank and disembark 
, + on what appearto be the lichen stained stones of an old wharf. 

The jungle is a thick green curtain in front of you. Every step 
31 s forward is impeded by choking creepers and the thick boles of 

trees. You cannot now see the monolith because ofthe canopy 
of foliageoverhead, but an old track leads in the general direc- 
tion you wish to o. Gloriously coloured parrots flutter about 
through shafts ofsunlight above you; you can almost believe 
they mock you with their cries as you set out. The old trail is 
marked every few yards by weather-worn, moss covered idols 
on either side. 

Gorling Grislgum 
5th level Cleric; AC6; HP18; Alignment: Lawful Neutral. 

1 Str: 8; Int: 13; Wis: 13; Con: 6; Dex: 8; Cha: 13. 
Spells: 1st: Bless; cure light wounds x2; sanctuary. 

. 2nd: Hold ~erson;  slow ~oison;  s~iritual hammer. 

Equipment: Studded leather, shield, hammer, holy symbol, I material components, potion of healing. 

*-! " Gorling might have advanced further in his Temple, but he 
has ahays been more interested in hisacademic pursuits 
(history, archaeology, etc) than in the rituals and tenets of his 
faith. He is physically not a-brave man, and prefers to leave '" the business of melee to his hirelings (the PCs) while he _ assists with his magic. Although many think him just a bumbl- 
inn, absent-minded old duffer, he actuallv possessea'a 

. IshTewd intelligence and tremendous moral courag&. I 

sand. 

1chest .Atra~~ed chara6terwiII sinkat 2feet Der round unless I 
thrown a rol;e. It will take a single charact& 1-6 segments to 
pull a sinking colleague to safety. 

Any character sinking in quicksand will be attacked by 1-3 
giant leeches of the 1 hit dice variety [MM Basic: treat as low- 
est dice stirge]. The character will not be aware of this until, 
and if, the leeches wound him and hestarts to lose blood. Thi: 
will then lead to a further, greater threat when the character 
extricates himself from the quicksand, for the smell of fresh 
blood will entice down jungle stirps from the upper 
branches where they bask In the sun. Jungle stirges are 
treated in most respects as normal stirges except for their 
appearance - they are noxious, rag ed beings with mem- 
branous batwings. tinted green by 8 e  lichen which clumps 
their fur. 

The path is dotted with mantraps, of which there are three 
kinds (roll d6): 

1-2 6' pit with wooden stakes at the bottom; a character will 
take d6 damage from thefall and d4from each stakethat 
hits him- 
Character's AC: 10-8 7-5 4-3 2 
No of stakes: 3 2 1 0  

3-4 10' pit with 2-8vipers at the bottom; a characterwill take 
d6damagefrom thefall itself. 

5-6 Snare-a trappedcharacterwill be caught by the foot and \ whipped upto the top of a tree. Hiscomrades will take 1-6 
rounds toget him down, during which time he has a 70% 
chance per round ofattracting theattention of 5 jungle - 
stirges uhldss he specifically states that he is not struggling 
in the snare. 

There is a 25% chance of thecharacter at the front of the 
party stepping intoa trap for everyten minutes they pro- 
ceed along the track, Once thus warned, the chance of set 
tina off furthertraps is onlv 10% evervten minutes. 

Finally you reach the edge of a clearing about 35 yardsacross 
The sheer cliffs of the knoll rise up before you on the othersid 
ofthe clearing. Thecrudely carved face seems massive at thi: 
proximity; the eyeslits 80' above the ground appear to be 
small caves etched into the limestone. It is covered by a thick 
drapery of creepers. Across the clearing you can see a'rougk 
stone altar, and beyond that a large boulder daubed with cur 
ous red and mauve glyphs. This apparently b1ocks.a cave en- 
trance. This cave entrance seems to correspond to the 'mouth' 
of the monolithic stone head. 





SPIDERBITE 

Dtowards you out of the blackness. 

DM: The characters must save vs fear as if cast by a 6th level 
MU (save vs magic or flee for 6 rounds); this saving throw is 
at +5, but even if the save is made the effects are equivalent 
to ascare(faI1 intoafit oftrembling-if forced to,wiIIfight at 
-1) spell. If any characters turn and flee, don't forget the pit 
immediately behind them - they will forget all about this in 
their terror. If any characters run into the jungle don't forget 
that they may blunder into traps, quicksand or random 
encounters! 

The ancestral spirits pose no further threat - once out into 
the daylight they will flit over the treetops, dissipating with a 
thin, faint howl as they make their way to their place on the 
Outer Planes. 

2b: Entrance Tunnel 
A cavern leads from the mouth into the monolithic head. 
Primitive paintings of hunting and battle scenes adorn the 
walls. 

DM: If the boulder (2a) isstill in place-that is, ifthecharacters 
are returning by this route after entering the complex via the 
pittrap (1) -then the spiritswill still be trapped here. A swarm 
of wailing, white figures will surround the party like moths 
around a light; saving throws must be made as detailed in 2a. 
However, the spirits do no physical damage, yearning only 
for egress that they might depart to their ancestral hunting 
grounds. Panicked characters will thus be pursued down the 
tunnel to the boulder and harrassed by the spirits until they 
have pushed it aside. These spirits cannot be turned by a 
cleric because of their fanatical centuries-long desire to 
escape from this place. 

thing brown and shiny with the urn. 

DM: Within thestone urn is a brown onyx amulet in theshape 
of a squatting demon. The amulet functions as a Scarab of 
Protection. (Basic D&D: treat as a Ring of Protection.) 

3: Pool Chamber 
There is a pool in the centre of this large limestone cavern. The 4: Ways Up and Down 
liquid appears to be clear, fresh water. There is a hole in the ceiling of the tunnel. A piece of rope, 

made of loosely plaited creepers, leads up into the darkness. 
A set of steps, hewn from the rock and cluttered with rubble, 
leads down to the north. 

DM: Anyone remaining within 10 feet of the pool for more 
than a minute will be subject to asleepspell (saving throwvs 
spells allowed, however). Whether-the players fall asleep or 
not, thesurfaceof the pool will startto cometo life and begin 
to creep and ooze towards any slumbering characters, even- 
tually enveloping them completely unless they are woken or 
moved by their colleagues. It is in fact a giant amoeba. 

Amoeba: (for AD&D & Basic).AC9; HP14; HD3; Move: 4"; 
No of attacks: 1; Its touch acts an acid causing 2-8 points of 
damage. (Morale: 11 .) Because of its amorphous form the 
amoeba will only take lh damage from edgedlpointed 
weapons. 

(Once the 'liquid'has left the pool:) A stone urn is now vis- 
ible on the dry bed of the pool. You can just make out some- 

DM: The rope is quite safe if used by no more than one persor 
at a time. 

5: Charnel Chamber 
You thrust a torch into the room as you climb up. Even before 
you have seen anything, you notice the horrible stench. The 
room is littered with gory, half eaten remnants of a savage 
feast. In the guttering torchlight you see a rough stairway on 
the farwal'l; a glimmer of daylightfilters through from above! 

DM: Asthecharactersclimb up in turn,there is a 30°/ocumula- 
tivechance per round that the bull ape sleeping behind a slab 
of rock to the north will awaken and attack. It will automati- 
cally surprise the party as it charges out, bellowing insanely. 
Ape: (forBasic&AD&D)AC7; HP9; HD1+1; Move: 9"; Noof 
attacks: 3; Damage: 1-311-311-4. (Morale: 9.) 

If the fight goes on for more than 3 rounds then the rest of 
the ape tribe in 6 will hear the noise and descend the steps 
from their lair to join in. 

6: Ape Lair 
Sunlight streams in through shafts leading to the collosal 
head's eyes. On a granite block in the centre of the room lies a 
large golden facemask studded with shards of coloured vol- 
canic glass. The sunlight falling on this throws extraordinary 
patterns of scintillating colour on the limestone walls. 

DM: This is the lair of the apes, and if they have not already 
descended to battle the party they will be encountered.here. 
Apes: (Basic&AD&D)AC7; HP5,5,4,6,3; HD1+1; Move: 9"; 
No of attacks: 3; Damage: 1-311-311-4. (Morale: 7.) 

The face mask was part of the royal regalia of Krakata. It is 
an object much venerated by the apes, who will fight to the 
death to retain it. The mask is worth about 200gps in a purely 
financial sense, but it may cost the characters their lives if left 
behind (see Getting OutAlive, below). Because of its size and 
shape, it has an effective encumbrance value of 45 (equiva- 
lent to 450gps weight). 

If the characters leave by means of the eyeslits then the 
climb to the ground is an easy one because of the vines cover- 
ing the monolith's face. 



SPIDERBITE 

7: Krakata's Treasure 
The room is strewn with earthenware urns, tribal artifacts, 
animal-skin shields and barbed spears, of superior workman- 
ship to those used by the natives outside. 

DM: The guardian of this treasure is a Necrophidius (Fiend 
Folio) : 

AC2; HP8; HD2; Move: 9"; No of attacks: 1; Damage: 1-8 + 
paralysis. 

For Basic D&D, the guardian is a crystal living statue(see the 
rulebook for further information), set here when the 
monolithic head was built: 

AC4; HP10; HD3; Move: 10"; No of Attacks: 1-611-6. 
(Morale: 11 ; immune to sleep.) 

The main treasure can be found within the urns, and con- 
sists of the following: 

A bone wandwhich, when waved over a surface or bet- 
ween two objects, will cause a layer of cobwebs to appear 
magically. These webs are only as strong as a normal cobweb 
-they will not entrap a being (exceptforflies, of course). The 
usefulness of the item to the characters will lie in its trickery 
value-to deceivean enemy into thinking that a certain chest 
had not been opened for years, perhaps, or in covering an 
archway so that pursuers didn't think anyone had passed 
through it ... 

A jade bust. There is a bowl-shaped depression in the plinth 
of this artifact, and if a character allows 1 hp worth of his blood 
to fall intothe bowl,the bust will open its lipsand speakcryp- 
tically of future events in a manner equivalent to an augury. 
The device will work each time it is given blood, up to a 
maximum of three times a day. 

Numerous items of jewellery worth some 15000 silver 
pieces. 

8: The Web of Hlo-hlo o 

Afrieze of cured animal skins is stretched acrossthe northern 
end of this vast subterranean cavern, which accomodates a . 
thick-stranded web of stupendous proportions. The upper 
moorings of the web are invisible in the darkness, but you are 
able to see some of the pale objects caught in it. To your horror / 
you realizethey are human bones. Enshrouded in a cocoon at 
thecentre of the web, some 30feet above you, is what appears 
to be a purple bundle. Gold gleams dimly from it in the 
torchlight. 

DM: The 'bundle' is in fact the mummified body of King 
Krakata, protected by the giant spider Hlo-hlo which has for 
centuries been worshipped as a god. The purple shroud in 
which Krakata is wrapped is the other item the characters will 
probably need in orderto survive [see Getting OutAlive]. The 
gold ornaments on his body are worth 120gps. 

To dislodge the body, one or more characters will need to 
climb up into the web. Anyone but a thief or assassin has a 
10%chance per round of climbing of becoming enmeshed in 
the web, and will then need 2-10 rounds to cut or burn the 
strands away. Perhaps surprisingly, a character under spider 
climb (AD&D only) cannot become enmeshed. 

As soon as anyone touches the web - it is next to impos- 
sibleto crossthe floor of this chamberwithout doing so-the 
spider will edge down from an upper recess, scuttle across 
the web and drop onto anyone climbing it. Allow 3 rounds 
before anyone notes its presence. 

Hlo-hlo the Spider: AC4; HP14; HD4+4; Move: 3" (12" in 
web); No of attacks: 1; Damage: 2-8. (Morale: 10.) 

9: Spider's Eggs 
The air here is warm.  dam^ and stiflina. There is a cluster of 
pale, translucent spheres lying togeth&on the ground. Bring- 
ing your torches close to one, you can make out a squirming 
spidery form within. 

10: Bones 

DM: Unless characters have climbed down using the creep- 
ers or elsecome here from 9, theywill havefallen 30feet and 
thus taken 3d6 falling damage. This is reduced by Id6  if the 
falling character lands on the neat pile of human bones 
stacked at the bottom of the shaft (85%chance of this), asthe 
bones will break his fall. Some ceremonial robes and 
necklaces on the skeletons seem to suggest that these people 
have been the victims of some kind of ritual sacrifice to the 
'god' Hlo-hlo. 

Gettingout Alive (For the DM only) 
By the time the party come to leave Krakata'stomb complex, 
the rest of the native tribe will have learned of their presencc 
-either directly from surviving guards or by discovering the 
slaughtered bodies around the monolith. A large force will 
come to deal with any who manage to survive the tomb and 
consist of the witchdoctor, eight ushokand twenty kasha: 

Witchdoctor: 7th level cleric with some MU'spells; AC7; 
HP14; Alignment: Neutral; fights as a 2nd level owing to agf 
and consequent infirmity. 
Spells: I st: Cause/cure light wounds; spider climb; cause/ 
remove fear. 2nd : Web; hold person; silence 15' radius. 
3rd : Speak with dead; cause/cure disease. 4th : Poison/ 
neutralize poison. 

For Basic D&D, the Witchdoctor is a 6th level magic-user/ 
cleric, other stats as AD&D. His spells are: 1st level: Cause/ 
cure light wounds; cause/remove fear. 2nd level : Web, hold 
person, silence 75' radius, levitate. 3rd level : Dispel magic. 

Ushokwarriors (for Basic & AD&D) 

Level 
First I st 
Second 2nd 
Third 3rd 
Fourth I st 
Fifth I st 
Sixth I st 
Seventh 2nd 
Eighth 2nd 

Weapon 
spear 
spear 
club & shield 
club &shield 
spear 
spear 
club &shield 
spear 

Kasha warriors (Basic & AD&D) 
AC8; HP6,3,3,1,6,2,1,4,3,3,4,1,6,2,3,5,2,2,5,5; 0th level; 
Move: 12"; No of attacks: 1; Damage: 1-6 (club) or 1-3 plus 
poison (dart). (Morale: 7. Ushok's morale: 9.) 

This probably looks like the end of the party but there is an 
easy way out, if the characters recall what Gorling told them 
about Krakata's prophesied return from the dead. By donning 
the purple robe and golden facemask, a character can step out 

I of the monolith and simply by gesturing can causethe natives 
to ~rostrate themselves in adoration. It will be s i m ~ l e  then for I 
I the party to walk past the natives, who wait patiently to hear 
the commanding voice of their revenant king, and hurriedly 

I return to the ship. Using this strategem to escape should be 
worth atleastas much asactuallvovercomina all the natives I 
in a straightfight- half of the experiencegoiG to thecharac- 
ter(s) who had the idea in the first place, and the other half 
going to thesingle individual who has the courage to actually 
go out and try it. 

After returning to civilisation, Gorling (if alive) will establish 
the intrinsic value of all items and artifacts brouaht out of 
Krakata's tomb and pay the surviving character<l0% of this 
amount to divide between them, as a bonus for the danger 
they encountered. This will be in addition to the regular 
amount he is paying them, of course. If Gorling is dead, 
the division of spoils is up to them, though they will have to 
pay the sailors if they wish to return home. 

Native Warriors. Most of the warriors of the tribe are 0th 
level, primarily hunters whose favoured weapons are clubs 
and dart javelins. (Against human opponents they will coat 
these darts with an aromatic resin; anyone struck by the dark 
will have to save against poison at +3 (Basic: +6) or lose4hp 
per round until they are either dead or else saved by a neut- 
ralize poison spell.) They called in their own tongue kasha. 

The special champions, or ushok, of thetribe are fighters of 
1st level or higher. They are specialised warriors of the tribe 
in its dealings (ie battles) with outsiders. They disdain the use 
of missile weapons and the trapping skills which the hunter- 
warriors develop, preferring to fight their enemies at close 
hand with poison-tipped spear or shield and obsidian-edged 
club. Ushokare readilv distinauished from the lower-status 

I kasha by their hair (which they wear plaited into eight thick 
strands which hana down to their shoulders), the 'spiders I 
eyes' warpaint design and the russet, furry cloaks which are 
designed to spread out into eight sections when the ushok i s  
leaping and running through the jungle towards his prey. 

Special note: The poisoned darts used by the kasha are 
quite effective at a distance (as in clearings, from boats, etc) 
but are almost useless in thick undergrowth. The close pro- 
ximity of the trees makes it difficult to get a clear shot in. 
Apply a'to hit' penalty of -3 at medium and -7 at long ranges. 
A clever party will realize this and use it to tactical advan- 
taae.0 



FORCES OF FANTASY 
Citadel Miniatures f 5.95 

Forces o f  Fantasy is the first Warhammer 
supplement and physically it follow sthe 
same format, being presented in three 
booklets. 

Volume 1 (Forces offantasy) contains 
24 major army lists covering the stan- 
dard races such as men, elves and orcs 
plus a few exotics (chaos and undead). 
Although the introduction includes a 
points value system to give balanced 
forces, I find it superfluous, since one of 
the keys to a successful battle is the 
unbalanced potentials of the opponents. 
Technically it is irritating in two ways: 
firstly it does not use whole numbers 
and resorts to annoying fractions, and 
secondly, it is not exhaustive enough to 
include all variables -especially magic 
and/or artifacts. The lists themselves are 
fine if you don't own many figures; if 
you do then you should ignore the ran- 
dom generation system. The troop types 
are often restrictive and undeveloped, 
also the degree of armour available to 
each troop type is not specifically stated 
and is merely a YESINO. Sections cover- 
ing special rules applicable to troop 
types are included -as are examples of 
appropriate heroes and wizards which, 
although useful are not very detailed. 

The second volume (Fighting Fantasy 
Battles) is really quite good and deals 
with how to set up the wargames table 
and items such as siege engines; in par- 
ticular it covers those irritating parts of 
Warhammerthat didn't make any sense 
at all! A revised turn sequence, a 
weapons differentiation table and 
further notes on leadership, cool ( ! I ,  
intelligence, willpower, mounted troops 
and mercenaries are included. There are 
useful sections on oraanisation and 
painting but the piece"on tactics is fartoo I general to be of any real assistance. The 
chapter, ~egiments of Renown, contains 
interesting potted histories about sam- 
ple regiments and gives statistics for the 
leader and notes on the regiment's arma- 
ments, dress, shield design and battlecry 
(if any!). The last section expands on the 
examples of heroes and wizards given 
in the army lists and offers tables of 
mounts, followers and talismans. 

Volume 3 (Arcane Magicks) enlarges 
on the catalogue of spells, magical 
weapons, enchanted monsters and 
artifacts. The treasure section is well set 
out and covers the contents of poor 
domestic dwellings up to the personal 
treasure of a merchant. The magical 
monster chapter examines in detail cre- 
atures from genies to balrogs in both 
physical and magical aspects. The 
whole spell system is reviewed and 
structured in a much more intelligible 
way and states which magical items are 
required for success. Magical item 
tables replace those in Warhammer and 
are much more developed and inspired. 
Magical weapons are subdivided into 
three major areas - magical, power and 
rune - giving the special attack mode of 
the weapon and their extraordinary 
abilities. 

The package is profusely illustrated 
with almost consistently good artwork- 
in particular the second volume's ban- 
ners and shield drawings. t h e  content 
varies in usefulness and a 'tongue in 

In Open Box, 
fantasy games 
are reviewed. 

umes. I would recommend Forces of Advanced rules. 
Fantasy to those people who enjoyed The Assassin's Knot is not quite in the 
Warhammer but were unhappy with same class as X5, but is nonetheless an 
parts of it - the additions will undoubt- entertaining murder mystery fqr AD&D 
edly improve it and hopefully not just characters of levels 2-5. Although one 
complicate it. The number of additions cannot fault the set-up of the adventure, 
do raise one question: why was this module gives no feeling of being 
Warhammer so jam-packed with part of a real world with a real history - 
glitches in the first place? unlike the evocative background of X5, 
Physical quality: 6 Enjoyment: 9 it is difficult to believe or be interested in 
Playability: 7-9 Complexity: 8 the world of L2. Younger players may 
Skill: 7-9 Rules: 6 enjoy it for the puzzle aspect, however. 
Overall: 7 Jon Sutherland Lost Tomb o f  Martek is the last of the 

Desert o f  Desolation trilogy, an AD&D 
module for 7th-9th level characters. It is 
of the high standard one expects from 
Tracy Hickman,and there is plenty of fun 

DUNGEON MODULES with spacetime distortion, a Mobius 
X5 -Temple of Death f4.50 Tower (guess what that is !) and other 
L2 -The Assassin's Knot f4.50 interesting events as the characters 
15 -Lost Tomb of Martek f4.95 close in on their goal: the tomb of the 
I6 - Ravencroft f4.95 millenium-dead wizard Martek. There is 
TSR Inc the sense throughout this adventure 
The nomad tribes of Sind Desert have that the characters are agents of destiny, 
rallied together under the leadership of heroes fulfilling a chain of events set in 
the enigmaticfigure known asthe Master motion long ages ago - the author has 
and declared war on your country. Your succeeded admirably in creating this 
mission (should you choose to accept it) effect, with touchessuch as the Guilders 
is to neutralize the threatto the Republic. and Maddogs, dimwitted inbred descen- 
The second of two parts, Temple o f  dants of, respectively, thieves and pala- 
Death starts with the characters dinslgood warriors who became trap- 
approaching the Black Mountains-and, ped in the tomb over many centuries. 
beyond them, the strange land of Hule However, it is interesting to compare 
wheretheevil Master has hisstronghold. this to TempleofDeath- both are excel- 

The main body of the adventure, once lent adventures for characters of roughly 
the characters have traversed the Great thesame level, but it iscertainly truethat 
Pass through the mountains, involves after 15the characters would have to 
their undercover operation in Hule and retire (what could follow such a world- 
eventual penetration of the Temple o f  shattering adventure?), whereas X5 
Death. Hule is an oppressive totalitarian could be used without ending the 
state whose social orders are carefully campaign. 
defined-characters will be of 6th to 10th By the same author, with Laura 
level, but the major determinant of suc- Hickman, Ravenloft is a straight Hammer 
cesswill be whetherthe players have the horror yarn-the lands of Barovia are fog 
nous for this kind of adventure. They shrouded and overlooked by the brood- 
must enter this foreign land and make ing Castle Ravenloft. Characters of levels 
theirway to its capital without attracting 5-7 find themselves playing cat-and- 
the attention of the Diviners, Hule's mouse with Count Strahd. But who is the 
'secret police'. cat and who the mice? The adventure 

Frankly, I have not seen a better D&D should be a lot of fun -'light,relief' of a 
scenario than this. The author, David nerve-wracking and deadly sort. My 
Cook, has constructed a logical,continu- only complaint concerns the series of 
ally challenging, imaginative and vividly tedious puns - personally, I prefer 
protrayed adventure, and this single humour in an adventure to come from 
module is perhaps one of the three or the characters themselves rather than 
four best role-playing supplements for being of the sort which works against 
any system. As if this were not enough, the fantasy-reality. It is quite difficult 
there is also some excellent artwork by enough to convince a group of players 
Timothy Truman. Top marks, and my that they are actually adventurers in 
only regret is that the adventure was some weird medieval world some- 
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science fiction/ 
and rulebooks 

where! That being said, /6isfull of clever accurately. One then looks up clues in 
touches, including a variable-outcome the clue book after having found their 
generatorso thatthe module can be dif- location using the directory. When you 
ferent each time it's played, and features are sure you know who did what to 
some first-class illustration and whom and why, you can lookup Holmes' 
graphics. Ah, the children of the night ... solution and grade your performance 

X5 L2 15 16 against his by the number of clues you 
Presentation: 10 7 10 9 looked up. 
Playability: 9 7 8 9  It is possible to play the game with 
Enjoyment: 10 6 9 8 almost any number of players, either co- 
Skill: 9 7 8 6 operating or competing and solitaire 
Complexity: 10 8 8 6 play is particularly enjoyable-ittook me 
Overall: 10 7 9 8 almost a weektosolvethe first case, and 

Dave Morris I even found my sleep was disturbed by 
thinking about possible solutions. 

Although there are only ten cases, 
each one is put together like a Swiss 
Watch -with numerous blind alleys and 

SHERLOCK HOLMES - red herrings to throw you off the scent, 
CONSULTING DETECTIVE f19.95 and the wealth of detail provided is 
THE MANSION MURDERS f9.95 astonishing. 
Sleuth Publications Mansion Murders gives you a 

further five cases to solve - all of which 
Tired of Dragon slaying? Sickof blasting are of the same infuriating baffling stan- 
Aliens? Or hasdread Cthulh~i taken your dard as those in CD- and you are pro- 
last point of SAN? Perhaps a change of vided with detailedfloorplansfora man- 
pace is what you need! If, like me, you sion which plays an important part in 
first read Sir Arthur Conan Doyle's each case (the mansion is located in a 
immortal series about Holmes, Watson, different area in each one, and is in vary- 
Moriarty etalas a small boy, then the ing states from palatial to downright 
world in which these heroes moved will seedy). 
always bea special place for you. Sleuth Both games are profusely illustrated 
Publications have painstakingly with period illustrations by Paget of 
recreated it for you in these offerings. Holmes at work and beautifully 
Although not a role-playing game in the produced. 
accepted sense (no characteristics or die I like this game very much and urge 
rolling for a start), neither is it a you not to be put off by the high price - 
boardgame (there isn't a board). Players it's worth every penny! 
are asked to imagine that they are a Presentation: 9 Complexity - Rules 3 
group of Baker Street Irregulars - street Enjoyment: 9 -Cases 9 
urchins who, though more mature,.pros- Skill: 9 Overall: 9 
perous and clean than those descr~bed Nic Grecas 
in A Study In Scarlet still aid Holmes in 
his constant struggle against crime. 

Consulting Detective consists of a 
brief rule book; a map of the London of 
Holmes' day; a directory to the map, list- COMMANDER'S SSD BOOK 1 f3.95 
ing all the various protagonists and wit- COMMANDER'S SSD BOOK2 f3.95 
nesses in the cases by geographical COMMANDER'S SSD BOOK 3 f 3.95 
location; a newspaper archive - which Task ForceGames 
has a wealth of clues in it; a quiz book 
which enables you to compare your per- These booklets are creations of the 
formancewith that of Holmesandfinally Amarillo Design Bureau and published 
the clue and case books, all in a sturdy by Task Force Games as play aids to the 
3-ring binder. Commanders Edition rules of Starfleet 

The clue and case books are the heart Battles, though they can be used with 
of the game. One first selects a case to the original Designers Edition. 
solve (there are ten provided) and reads Each booklet contains 48 SSD (Ships 
an introduction to it in the case book- System Display) sheets. Book 1 contains 
here the authors have managed to the majority of the Federation, Orion, 
imitate Conan Doyle's prose style very Andromedan and Kzinti Fleets. Book 2 

coversthe Klingon, Wyn, Lyran and Hyd- 
ran Ships, while Book3 includes most of 
the Romulan, Gorn and Tholian Fleets. 
The most notable absentees are all Com- 
merical shipping (including Q-ships and 
Police Ships) and Bases. These will be 
presented in a separate booklet. Pseudo- 
fighters, we are told, will be presented in 
another Supplement. 

The SSD sheets hold all the data 
necessary to fly the ships of your choice; 
this includes the ship itself, the ship's 
Turn Mode, how much it costs (in Warp 
energy) to move your ship, and a rules 
reference so you can find the ship 
description - if you have the Comman- 
der's Rules. The sheets also have the 
Weapons Tables used by each type of 
ship. The main Godsend are the 'check 
off' boxes (or should that be Chekov?) for 
crew, boarding parties, drones, probes, 
anti-drones, shuttles, and mini SSD'sfor 
Fighters. 

The booklets also present a goodly 
few new ships and some modifications 
to some old ships. There'sthe Federation 
Strike Cruiser, designed to do the same 
thing as the Kzinti CV and some Federa- 
tion Destroyer variants - the DDL and 
the DDG -both modified to increase 
PowerIFirepower ratio of the under- 
powered craft. The Federation also gets 
its own Frigate and a modification 
to it, the FFG, which adds to the Frigate 
Firepower. Book 2 adds the D6M, a D6 
variant with Mauler attachment design- 
ed for Fleet fire support, with almost a 
third extra power than the original 
Romulan Falcon Mauler. Book 2 also 
adds the D6D - the Klingon answer to 
the Kzinti Drone Frigate but with more 
firepower, again designed to give Fleet 
Fire Support. The Wyn get modified 
Lyran Destroyers, and Kzinti Frigates to 
add to their Fleets. 

Book 3, the latest of the series, adds 
the KRC, the Romulan Command Cruiser 
-a variant of the Klingon Command 
Cruiser. The Romulans also get some 
Klingon Tugs, suitably modified 'The 
Romulan Way'. We also find that Romu- 
lans modified their War Eagles for 
Scouting and Cargo duties, which nicely 
rounds out the Romulan Fleet. The other 
main ship addition is that of the Tholian 
Web Tender which releases other Tho- 
lian ships for more front line duties. The 
Tholian Web Tender is a modified small 
Freighter with all cargo replaced with 
APR and the addition of two Web units. 
Book3 also adds a somewhat confusing 
Supplement to the Master Ship Chart 
which lists the costs of the Federation 
Improved ships and the new ships in the 
Federation Fleet. It also adds one new 
ship, the 'NMS1- I assume this is the 
new Mine Sweeper modification to the 
new Light Cruiser. It also gives listings 
of several other ships not yet presented 
including Gorn and Hydran Command 
Cruisers. 

In general, all these books are of a very 
high standard. All three bookletsfall into 
the 'very nice to have category'. They are 
not, however, essential to the game, but 
they do speed it up - which is what they 
are intended for. 

SSD SSD SSD 
Book1 Book2 Book3 

Presentation: 10 10 9 
Overall: 9 9 9 

Stuart Aston 



The mighty Critical Mass computers 
have analysed a representative sample 
of three readers' letters, to reveal the 
three questions most often asked: 
I : 'Why did you review grotty old A but 
notthe infinitely wonderful B?'Probably 
because B wasn't sent for review. 
2: 'Why review hardbacks which no one 
can afford?' Because the publishers 
(whom we must humour) send them - 
and l~braries can afford them. 
3: 'Why a column on books in a games 
mag?' I blackmail the editors ... no, 
because countless games have their 
roots in books. Thus CMcoversthe Raw 
Material. 

You want games? Martin Gardner's 
Wheels, Life and Other Mathematical 
Amusements ( W H Freeman 261 pp 
£ 13.95) comprises 22 revised and 
extended 'Mathematical Games' col- 
umns from Scientific American. From 
halma, nim and chesstoto esoteric new 
games like Slither, this is a goldmine of 
tricky ideas for tricky GMs. Want to 
number four 6-sided dice so that 
whichever one a sucker chooses, you 
can pick another which gives you a two- 
to-one chance of rolling higher? Try 
4,4,4,4,0,0; 3,3,3,3,3,3; 2,2,2,2,6,6; 
1,1,1,5,5,5. Two times out of three, each 
will beat the next - andthe last will beat 
the first ... Here too are revisions of the 
three famous pieces on Conway's sol- 
itaire game Life, which has absorbed 
several National Debts'worth of compu- 
ter time since 1970. Fascinating. 

Nearly non-fictional is The Planiverse 
by A K Dewdney [Picador 272pp £2.951, 
which builds on geometrical fantasies to 
invent Arde, a literally two-dimensional 
world with a convincing physics and 
ecology. Arde has no north or south: 
available directions are east, west, up 
and down, which should simplify 
Adventure games. Construction is dif- 
ficult because a nail driven through a 2D 
plank automatically separates it into two; 
but balloons are easy since an airtight 
loop of string will enclose a volume (or 
rather, an area) of 20 gas. Dewdney even 
devises a workable flat steam-engine. 
This delightful book will be inspiring 2D 
game scenarios any second now. 

Two 'mainstream' novels this month 
deal with the ultimate fantasy game of 
solipsism -the one inside your head. 
(NB - both contain naughty bits to 
offend younger readers' parents, and 
Imagineeditors). John Fowles' Mantissa 
[Granada 190pp £ 1.951 is staged within 
the brain of a thinly disguised Fowles in 
no-holes-barred confrontation with his 
version of muse Erato, once in charge of 
love poetry but now stuck with the 
ghastly responsibility of inspiring the 
Modern Novel. Although packed with 
allegory about what creativity1 
inspiration actually is, the book is won- 
derfully, unexpectedly funny. An in-joke 
or so too many, but great stuff. 

Similarly, Alasdair Gray's 1982, Janine 
[Cape 347pp £8.951 happens inside the 
head of 'an ageing, divorced, alcoholic, 
insomniac supervisor of security instal- 
lations who istippling in the bedroom of 
a small Scottish hotel.' Sounds unpro- 
mising; but it's very witty and powerful, 
with the hero continually losing control 
over the rude fantasies he's trying to 
enjoy. 'I have only once had enough self- 
control, enough insomnia to shepherd 

CRITICAL MASS 

Critical Mass is a monthly 
science fiction and fantasy book 
review column, written by Dave 
Langford. 

SOLITAIRE 

all my fantasies up to one point and it 
brought on a very bad attack of hay fever.' 
God and several SF themes make guest 
appearances, and there's a chapter of 
the most boggling typography since 
early Alfred Bester. This one knocked me 
flat. Agentler introduction to Gray isthe 
author-illustrated Unlikely Stories, 
Mostly [Penguin 276pp £4.951, an 
uneven but excellent collection of fan- 
tasies and parables, mostly. Best closing 
lines: 'For two thousand years this con- 
struction gave employment to mankind 
and a purpose to history. But there was 
a sky. We reached it. Everyone knows 
what happened after that.' 

Graham Dunstan Martin's The Soul 
Master [Unwin 292pp £9.951 is nearly a 
fine fantasy novel, with some goodish 
writing and a nifty central idea. Arch- 
baddie Kosmion absorbs other men, 
building an army of puppet extensions 
of himself; but his flaws are multiplied 
with his body, and the Kosmions' per- 
ception of the world has fatal gaps - lit- 
erally. I admired the ingenuity, but less 
so the writing: portentousness, remin- 
ders of the author's presence ('How shall 
I put it?' he wonders in print, breaking 
the narrative spell) and overuse of Sig- 
nificant Understatement. Flawed, but 
definitely worth attention - and far bet- 
terthan Unwin's other offering, Frost by 
Robin W Bailey [Unicorn 209pp £2.951, 
an utterly routineand derivative fantasy. 
'This is Demonfang, and a warning 
comes with it: do not draw it idly from 
its silver sheath; once removed the dag- 
ger must taste blood,' etc. 

Stephen R Donaldson has put away 
his bizarre dictionary for a seven-story 
collection, Daughter of Regals [Collins 
349pp £8.951. The long title story is 
about the best - a Melodrama of 
Monarchs, Mages, Regals, and Capital 
Letters. Its interesting system of magic- 
sorry, Magic - goes thus: only certain 
rare mythic 'Creatures' are Real and thus 
Magic, with common Magery invoking 
images of these. High-class Magic is 
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limited to Regals, shapeshifting human1 
Creatures. The story concerns Chrysalis, 
the plain (but at least not leprous) 
daughter of the late Phoenix-Regal, sur- 
rounded by intrigue on the evening of 
her hoped but unlikely Ascension to 
Regal status. The plots are too neatly 
symmetrical and the denouement (vis- 
ible 40 pages in advance) slightly 
fudged, but it's a Good Rattling Yarn. 
Other stories are less interesting: one 
about a chap in a 1984-ish world turning 
into a unicorn is, in the author's words, 
simple-minded; another falls into the 
trap of fake archaism - 'Mayhap all 
unknowing I ate the mushroom of mad- 
ness,'etc. It's a patchy collection, whose 
strong points are the first story (as 
above) and the last, 'Ser Visal's Tale', 
more gory melodrama with witches and 
an Inquisition, related with ghoulish 
relish. Donaldson's SF is less successful. 

The Book of the River by Ian Watson 
[Gollancz 208pp £7.951 is a surprise: 
from the most fiendishly intellectual SF 
author in Britain comes a story which is 
straightforward, colourful, lighthearted ... 
and thefirstvolumeof atrilogy. Heroine 
Yaleen is one of the riverwomen plying 
up and down the eastern shore of an 
immense river which splits the world in 
two, and can't be crossed owing to the 
sinister, gelatinous Black Current run- 
ning its full length. The current only 
allows women to sail the river; it is in 
fact the vast 'worm of the world', tail in 
the river-source mountains and head far 
out at sea, collecting souls by way of 
rehearsal for being God. Yaleen develops 
an exceedingly odd relationship with the 
Worm. 'Outside, the world was in chaos. 
A giant tadpole wanted to make love to 
me, or something. And the roof was fal- 
ling on my head. In such a moment, what 
could save a girl but a sense of humour?' 
Not exactly major Watson, but good- 
humoured and enormously readable. 

Mute [NEL 441 pp £2.501 is another of 
Piers Anthony's sprawling space 
operas, in which Knot, a mutant who 
makes people forget things, joins sexy 
galactic agent Finesse and numerous 
psychic fauna (including crabs, weasels 
and, so help me, fleas) to combat the 
possibly evil Lobos who want to take 
over the mighty Galactic Co-ordination 
Computer ... Parts are exciting; parts are 
risible; Anthony's~rtuously fair conclu- 
sion may surprise trad space-opera fans. 
His heart's in the right place, but he isn't 
half verbose and didactic. Better, any- 
way, than his fantasies. 

Also: Greybeard by Brian Aldiss 
[Granada 272pp £ 1.951. minor classic of 
universal sterility reissued with a lovely 
cover showing ruined Oxford. The 
Weird of the White Wolfand The Bane of 
the Black Sword [both Granada £ 1.95; 
155pp & 171 pp] are revisions of early 
Moorcock works, now forming volume 
3 and 5 in the definitive saga of Elric, 
proud possessor of the unhealthiest 
complexion in fantasy. 

Award news! Critical Mass's hot tip 
John Sladekwon the BSFAnovel award 
for Tik-Tok [Gollancz], and a special 
European SFAward went to The Science 
in SF by Langford, Nicholls and Stable- 
ford [Michael Joseph/Mermaidl - 
whoopee. I am too modest to tell you 
about my two Hugo nominations this 
year ...a 



rrom JeR. Re TOLKIEN'S 
THE LORD OF THE  RINGS^^ THE 

comes ICE'S first fantasy boardgame F ELII;owsHI 

As Sauron you control the forces 
of darkness including Balrogs, 
Dragons, Nazgul, bands of orcs, 
and other evil servants. You must 
seek and destroy the naive dupes 
of the Valar in their attempt to 
keep THE RING from its rightful 
master. As the Fellowship 
player you must elude and mis- 
direct the minions of Sauron as 
you bear the heavy burden of THE 
RING towards its destruction in 
the land of swelling darkness 
Struggle for the control of the 
greatest focus of power in MIDDLE- :.. 
EARTH, THE ONE TRUE RING. : 

2-player boardgame in- . a 2 1 " x 26" beautifully 
ndered, Eull-color , mounted map 
0 6s plastic playing pieces 

Relive this 
classic 

I adventure as 
the meager 
forces of the 
Fellowship 1 are pitted - 
against 
Sauron9s 
awesome 
might. 

40 die-cut counters 
And over 220 playing cards, 

depicting Balrogs, Dragons, 
Wuards, Dwarves, Elves, Hobbits, 
etc. 
$25.00 (U.S.) E 22.95 (U.K.) 

THE FELLOWSHIP OF THE 
RING" is available at better stores 
everywhere, in the UK contact 
GAMES WORKSHOP of LONDON; 
in AUSTRALIA, JEDKO GAMES. 
Look for our 2 new MIDDLE- 
EARTH BOARDGAMES this 
summer. 
Q all copyrights and trademarks: TOLIUEN ENTERPRISES, 
INC., a divkkm of ELAN M?RCHANDISING. INC.. Berkeley. Ca. 

IRON CROWN ENTERPRISES, INC. 
P.O. BOX 1605 
CHARLO'ITESVILLE, VA 22902 
Creators of MIDDLE-EARTH ROLE PLAY- 
ING, MIDDLE-EARTH ADVENTURE & 
CAMPAIGN MODULES, LOREMASTER 
MODULES & ROLEMASER 











MAN AND BEAST 

Animal Cults in D&D 

amongst other things. If the candidate is considered accept- 
able for membership hewill begiven hisfirst animal talisman 
(qv). However, if rejected there is a possibility that the candi- 
date will be killed, especially if the cult animal is carnivorous. 
Normally the candidatewill not remember anything aboutthe 
cult whatsoever if rejected. The candidate will be refused 
admission into the cult if he possesses some ulterior motive, 
such as joining to gain specific information on a certain item 
or to steal a cult artifact. 

Selected Cults 
Cult Class Individual Cult Cult Requisites Cult Talisman 
Ape Gorilla Strength Tooth 

Constitution 

Bear Brown Strength Tooth 
Constitution 

Polar Strength Tooth 
Constitution 

and other Fantasy Role-Playing Games Bird Eagle Dexterity Talon 

by Tony Parry and Jerry Vaughn Strength 
Vulture Strength Talon 

Dexterity 

Introduction 
A great diversity of religions are covered in the numerous 
worlds of Fantasy Role-Playing Games. However, one area of 
worship which has received little or no attention (except, 
perhaps, RuneQuest) iszoolatry-animal worship.Thefollow- 
ing article is a suggested method for introducing animal cults 
into campaign and if a Referee is prepared to spend some 
time, is easily modified. It has been developed for an 
Advanced Dungeons & Dragons campaign, but it can be con- 
verted to any game system with ease. 

Historically,cultsof animal worship werea natural develop- 
ment within most pre-industrial tribes of humanity. The best 
known form of animal worship is totemism, which has been 
defined as 'an intimate relationship between a group of 
kindred people on one side and a species of natural objects on 
the other side, which are called the totems of the human 
group.' In true totemism this relation represents a more or less 
reverent attitude towards man's animal partner. More often 
than not the relationship with the animal not only takes on a 
religious format, it also becomes a part of the social life of the 
tribe. Usually, a tribe admired an animal for a particular qual- 
ity, gradually leading to worship. After years of devoted wor- 
ship by the tribe, these animals acquired 'spirits'of their own, 
and it is this spirit which bestows knowledge and gives power 
to its worshippers. As civilisation developed and expanded 
many of the cults disappeared as the more refined religions 
arose, but there are still numerous cults in existence. Exam- 
ples of animal worship are still apparent in the world today. 
The Kwena tribe of the Tswana in South Africa has the 
crocodile as its animal, and in Samoa there is a tribe which 
worships the eel. 

Requirements 
Listed alongside each cult in the list of Selected Cults are the 
characteristics needed in order to become a member of that 
cult. Each of these is listed in order of importance, and the 
scores in these characteristics will help to determine the 
initiate's advancement in the cult hierarchy. Alignment also 
plays an important role in the candidate's advancement; the 
nearer the person's alignment is to neutrality, the better his 
chance of successful advancement is. 

Organisation 
Cult organisationis based on much the same lines as a clerical 
order in Advanced Dungeons & Dragons, with only the elite 
reaching the cult's equivalent of high priest. 

Initiation 
Initiation into a cult can be an arduous task. An initiation test 
must be taken by each potential candidate. For this test the 
candidate is left at night, naked, alone and unarmed in an area 
where the cult animal is known to frequent -such as a 
waterhole or gametrail. During this test the candidate will be 
visited by the cult's animal 'spirit'. A circle of protective force 
will surround the candidate's material body, whilst the actual 
test takes place on the Astral Plane. During the test the candi- 
date will be shown the joys of belonging to that particular cult, 

Boar Boar Strength Tusk 
Dexterity 

Warthog Strength Tusk 
Dexterity 

Cat Lion Strength Tooth 
Dexterity 

Panther Dexterity Tooth 
Strength 

Puma Dexterity Tooth 
lntelligence 

Tiger Strength Tooth 
Dexterity 

Deer Deer Dexterity Antler 
lntelligence 

Antelope Dexterity Horn 
lntelligence 

Dog Coyote Dexterity Tooth 
lntelligence 

Fox Intelligence Brush 
Dexterity 

Wolf Strength Tooth 
Constitution 

Reptile Alligator Strength Tooth 
Dexterity 

Crocodile Strength Tooth 
Dexterity 

Snake Dexterity Fang 
Charisma 

Notes: The Cult Requisites are listed in order of primary 
importance. The first is the Prime Requisite Factor, which must 
be above 12for a characterto be eligiblefor membership. The 
second is the Secondary Requisite Factor which must be. 
above 9 for a character to be eligible for membership. These 
two figures arealso used in thecomputation ofthe member's 
chance of advancement and also of initiation. 

Advancement' 
In orderforan initiatetoadvance in thecult hierarchy he must 
amass experience points equal to that of a cleric of equivalent 
level and also undertake a further test of worthiness. The foll- 
woingformula is used in calculating the chance of a candidate 
becoming an initiate, and of advancing a level in the cult. 

Success: Base Chance + (Candidate's Requisite Factor +/- 
Alignment Factor) -Cult Level. 

Base Chance: 30% 
Candidate's Requisite Factor: $5% per point over 12 (Prime 

Requisite Factor), + 1% per point over 15 (Secondary Requisite 
Factor). 

Alignment Factor: -10% (Lawful good, Lawful evil, Chaotic 
good, Chaotic evil), -5% (Neutral good, Neutral evil), +I- 0% 
(Lawful neutral, Chaotic neutral), +5% (True neutral). 

Cult Level: -5% per level after level II 
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THE CASTLE IF LQST SOULS 

A four-part fantasy adventure in which you are the 
or are playing for the first time, you will now need 
If you have successfully: completed last issue's ad\ 

Part Four: The Evil Eye 
by Dave Morris and Yve Newnham 

GElTING STARTED 
This is an adventure like the well-known Fighting Fantasy 
Gamebooks. Your fate will be determined by the decisions you make 
-along with a little luck. Read only those numbered paragraphs you 
aresentto in thetext-reading any out ofturn may ruin the adventure. 
You begin by determining your characteristics. 

1. Roll one die. Add 5 to this number. The total is your Fighting 
Prowess. The higher theseore, the better you are at swordplay etc. 

2. Roll two dice and add 10. This is your Constitution. A high score 
enables you to resist hardship, disease and poison,and gives you the 
strength to fight on even when badly wounded. 

3. Roll one die and add 5. This is your Cleverness- how fast you can 
think and act in an emergency. Your Cleverness helps when you are 
trying to jump clear of a hidden trapdoor, hide from a pursuer and so on. 

4. Roll one die and asW 3. Add 1 more i f  your Fighting Prowess is 7 
or less. Add 1 if your Csnstiturion is 14 OF less. This is your Magical 
Fortitude. The h ighe~ i tk ,  the befter chanee you havesf ~esisting the 
effects of hostile sorcery. 

What you have just done is called rolling up a character. Note down 
your scores in each characteristic on the Adventure Record. 

Adve~ture Record 

Initial Current 
Characteristih- Score Score 
Fighting Prowess .............................. - ........................ 
Constitution ....................................................... 

........................ Cleverness .............................. - 
Magical Fortitude .............................. - ........................ 

........................ Honour .............................. - 

Gold Pieces 

- '. Potions 

hero. If you did not complete last issue's adventure 
o roll up a character - go to Getting Started, below. 
snture go to 1 .  

:ombat 
Nhen you have to fight, you wilt be told the opponent's Fighting 
'rowess, Constitution and armour. Note these down before starting. 

A fight consists of a number of combat rounds. During each round, 
>oth you and your opponent get to strike at one another. The sequence 
breach combat round is as follows: 

ttvtO hitYOur~nem *. Wou~opponent tries to hit you. Rolihvedice. If the y o r e  is 
eqllsitoor less thanyour Fight- -Roll two dice. If the score is equal 
j,,pprowt,Ss,you havehit your tOOrieSSthan your 
.opponent. If greater, you have Fighting Prowess, hetit has hit 
missed. 'you. 

CJkwmenl pr9t.n.d YOU are completely ,+,, by ad-' . - 
Determine the damage done by 
your blow. I 

Roll one die. The score is your - 
' 

L ine the damage done by 
damage roll. If the opponent your opponent's blow. 
has armour, hislitsarmour Roll one die. Sometimes there 

1 points aresubtracted from the will bean addition to this, if your 
1 damage roll. If the final score is opponent isvery strong. The 

0 or less then the armour has - score is your opponent's dam- 
. Subtract your armour I provided complete protection. the dams roll, 

1 If the final score is greaterthan 
1 10, the opponent is wounded. I 
I Opponent 

wounded 1 1  I I You are 
wounded 

Note down the wound you have 
dealt your opponent. Note down the damage your 
Subtract the final woundscore opponent has dealt you. 
(your damage roll minusthe Subtract the final woundscore 
opponent'sarmour) from the from our Constitution. 
opponent's Constitution. i

Next round. 
If both you and your opponent 
arestill alive$ begin another 
combat round. Death results 
when Constitution reacheszero. I

Keeping Track of Your Characteristics 
Keep careful note of your characteristics on your Adventure Record. 
Sometimes these characteristics, especially Constitution will change 

Armour 
The armour you are wearing reduces the damage you take froma 
blow. Your opponents will often have armour as well. In the case of 
monsters, this usually represents their tough skin rather than being 
actual armour. I-point armour is leather (or thick hide); 2-point is 
chainmail (or horny scales, like a dragon's). You start your adventure 
with chainmail armour, which will absorb 2 points from the damage 
of any blowthat strikes you. Notethis down on your Adventure Record. 

Equipment 
Note down your equipment on the Adventure Record. As well as the 
chainmail, you have a sword, a dagger, a bow and six arrows, a 
backpack for holding treasure, a Potion ofHealing (see below), a lantern, 
flint, tinder, 40 gold pieces, magical boots, a little girl's teardrop, a 
fragment of a chivalrous knight's armour, a four leaf clover, a saint's 
ashes, a crystal ball, and a nun's hair. Whenever you pick something 
up during the adventure, note it down on the adventure record. 

The Potion of Healing 
You start with a flask containing one dose of this potion. When you 
drink it (which you can doat any timeexcept during a combat), roll one 
die and add 3. This is the number of Constitution points you recover. 
It cannot, however, increase Constitution above its initial score. 

Honour 
The more chivalrously you behave during the adventure, the more 
Honouryou will acquire. Conversely, you lose Honour by behaving in 
an underhand fashion. You begin with 7 points of Honour. 

The Adventure 
You are the Champion of the Greengosh family, chosen by its head, 
Hogron. He hired you to rescue his father's soul, captured and taken 
to thecastle ofthedemon, Slank. To dothis Hogran told you that you 
needed some magical boots, a teardrop, a fragment of armour from 
the most chivalrous knight,afour leaf clover,theashesof a saint and 
the hair of a nun. All these items you have collected in your journeys 
and have already undergone many hardships to reach the castle of 
Slank. Go to 1. 



1 . You stand atthevery sneertng inhuman face. doors (turn to 491, or proceed up 19: Chuckling humour- . thresholdofthecastle A low whimpering draws your the stairs (turn to 34)? lessly, he closes his 
of Lost Souls. The mists of the attention to the occupant of the rip on you. You cannot move. 
swampseem toshrinkawayfrom room - presumably one of the . You walkalong a short bu i t e  wrong,' he says. 'Clearly 
it. Its presence is awesome- you poor souls Slank torments for his 1 3. tunnel and entera cir- your riddling skills leave much to 
cannot grasp any sense of its size; pleasure. She is a slender woman cular room with a pool in the mid- be desired, but perhaps they will 
it seems endless,.eternal ... The with light brown hair, her wrists dle. There is one other exit from lmprovewhen you've been aguest 
walls tower dlzzytngly above you bound by leather thongs to a the room -a doorto your left. You at niy castle for an eternity or 
into the glowering, dull red sky. wooden beam above her head. can go back and take one of the two!' By his duplicity, the arch- 
Perhaps in the castle's unreal and Her feet rest on a red-hot metal other doors -either the one with fiend Slank hascaptured you. You 
inhuman architecture you glean plate. You can see the sick the copper plaque (turn to 88) or are his prisoner forever, and the 
something of the twisted mind of ingenuity of the arrangement - theone with the bronze plaque adventure ends here. 
its master, Slank. You notice a she is able to lift her legs clear of (turn to 70) -or you can cross the -\ 
twinkling light. A solitary candle the plate, but eventually her arms room (turn to 83). 20 . Do you have the ashes 
burns in one of the windows- to ache so much that she has to . of a saint? If so, you 
the left of the doorway, apparent- stand on it again and get burned. You leavethe newt's scatter these over the demon's 
ly on the first floor. All else is She sees you and starts pleading 14 ' . eye in the eyeslit of the body -turn to 89. If you don'thave 
shrouded in  darkness. for you to release her. If you do, demon mask. There seems to be any ashes, turn to 84. 

The castle is not guarded; none turn to 53. If not, turn to 37. nothing else you can do here, so 
of the tortured souls that enter you cross the icyfloor to the arch- He reaches into a pouch 
ever leaves. With weapon in hand Did you leave eitherthe way and step through.Turn to 18. 21 : at his belt and pro- 
you advance slowly across the 7 : clover orthe teardrop ducesa number of wicked-looking 
drawbridge. You reach out-does on Slank's mask? If so, turn to 75. 15m You gulp backthe - devices. 'Pilliwinks is a game 
your hand tremble just a little If not, turn to 43. . magic potion. Forthe played with the fingers,' he ex- 
now? - and push open the heavy duration of your fight with the plainsas hefixesthethumbscrev\ls 
mahogany door. Turn to 12.' 8 . You could tryto heat Undine, you can strikethree times onto you. Paralysing pain shoots . the knife using your in every combat round.Turn to50. up your arms.Through waves of 

2 . After ashortdistance lantern, which might help to cut agony you see the figure before . thecorridorturnstothe the ice. If you do that, turn to 86. If 16 . Before you can go fur- you dissolve and alter - he is no 
right. At the corner there is a low, you have a jar of salt, go to 55. theryou need a source longer an old man, but a tall figure 
fire-blackened door with a pewter of light. Will you take down the cl?d in black robes. 
handle. If you wish to open the You find a twisting pine torch (turn to 25), or would A generous soul is a lost soul,' 
door, turn to 73. If you wish to 9 : flight of steps leading you prefer to light your lantern !ays Slank with a demonic smile. 
Ignore it and carry on, turn to 6. up out of the dungeon. To your (turn to 67)? Allow me to welcome you as my 

immense relief, the door atthetop castle's latest guest. . You dip your hand into is not locked and you emerge into . You can usethecrystal Your adventure has ended, but 3 . the pool and takethe the candlelit entrance hall. You 1 7 ball (turn to661 orthe the torment is just beginning ... 
stone bottle. Will you remove the decide to try the stairs-turn to34. three strange silver coins (turn to 
stopperfrom it? If so, turn to63. If 24). If you have neither of these, Human torsos dripping 
not, note it down and turn to 44. It is exhausting work, or decide notto use them,turn back 22 . wlth ' gore hang on rust- 1 0 : but you eventually to 37 and open one of the doors. ed meathooks along the larder 

4: Your eyes are off him manageto dig the maskout ofthe walls. You can see maggots 
for only a moment as ice. Turn to 35. 18 You areatthe foot of a crawling on some of them. Slank 

you reach for your backpack, but . rough stonestairway obviously likes game adventur- 
when you look again he is no . The rauchwurm dissi- that winds up around the walls of ers. Ranged on wooden shelves 
longer there. Strange and in- 1 1 . pates intothesmoke a narrow, circular tower. Staring you can see a number of jars and 
explicable things are obviously from which it formed. You reach into the gloom, you discern a bottles. You lean closer to read 
commonplace here - you will out and graspthe golden hilt of crimson glow far above. You the faded labels; they contain all 
have to bevigilant. You turn back; the sword you have fought for. climb up and up - hundreds of manner of ingredients. There is a 
go to 41. Certainly it is a worthy prize: as feet, it seems. At last you reach jar of newt's eyes, another of 

you swing it through the air it fol- the top of the tower. There is only frog's toes,onecontains a pickled 

5 . You double up in sud- lows your intentions with an one door off the landing -a heavy dog's tongue and the next holds . den and intenseagony. almost sentient precision. You iron portal with a glowing, gloat- fillet of fen snake. One bottle has 
For long minutes you crouch add 1 to your Fighting Prowess ing red face inscribed into it. It no label, but its contents are 
there by the fire, incapacitated by while fighting with this weapon. swings back as you approach and unmistakeably lizard legs.Among 
the terrible pain. At last you are Seeing nothing else ofvalue inthe you pass through into what must the more normal ingredients, you 
able to rise, but you have perma- room, you decide to leave - and be the topmost chamber of the notice red pepper, parsley and 
nently lost a pointfrom your Initial you are incidentally saved from tower. Outside you can see mas- salt. You can take up to three jars 
Constitution. You can now open electrocution a second time by sive, ponderous storm clouds if you wish - note them down on 
the larder(turn to22)orgothrough your magic Wristband. Turn to 6. against the starless night sky. your Adventure Record. Feeling 
to the next room (turn to 58). There is a curtained alcove on the your gorge rise at the sight and 

YOU step into a other side of the chamber. Asyou of the demon's awful lar- 
Alittlefurther along the 1 2 : shadowy, cloistered cross over to it, a sibilant voice der yo. continue on your way 6 : corridoryou cometoa hallway that reeks of funeral seems to speak from within you, (turn to 58). 

large oak portal with an iron latch incense. All is bathed in  the gut- extolling th'e virtues of an eternity 
in the shape of a bat. You push it tering, smoky light of myriad in service to the demon. If you . 'Oh. Well, at least you 
open and survey the room beyond. black candles. A wide staircase have any Honour, try to roll equal 23 . must havetheashes of 
Directly opposite is a high arch leads up to the first floor. Over to tODr less than your Honour score a saint'? ~f you do,turnto72. If not, 
leading from the room. Staring one side of the hallway you see on two dice. If you succeed, turn turn to 33. (Gorbran was Rota 
down from above this arch is a double doors carved with arabes- to 46; if YOU fail, turn to 27. If you saint, by the way, if you met him 
rather noxious bas relief of a que designs. Will you open the don't haveany Honour,turn in last issue's adventure.)D 



24 You tossthethree coins . down on the floor in  
front of you. One lands with the 
uni.corn"s head uppermost, the 
other two with the serpent's head. 
Does that give you any ideas? You 
can retrieve the coins if you wish, 
then turn back to 37 and choose 
which door to open. 

*25 . As you takethe torch 
from the bracket, you 

set off a trap! A hatch you had 
carelessly failed to notice opens 
beneath you and you plummet 
some 13 feet onto a cold stone 
floor. Somewhat dazed, you stag- 
ger to your feet and look around. 
In the bleary light and choking 
dust you can just make out a 
figure chained to the wall. As you 
approach with the torch you see 
he is an old man with a clouded, 
sightless right eye. 

I am Vimbol Greengosh,' he 
tells you. 'Are you the champion 
my sons have sent to rescue me? 
If so, help me out of these chains 
and your reward will exceed any- 
thing you can imagine.' 

If you wish todo as heasks,turn 
to 60. If you would rather leave 
him chained up, turn to 9. 

26 . You pull the folds of . the rug around you. It 
is comfortably warm and you are 
glad you had the foresight to 
bring it. Will you now try to get at 
the mask (turn to 77), or leave 
through the archway (turn to 18)? 

Slank is trying tocon- 27. . vlnce - you to serve him. 
You dimly realize that he is prob- 
ably using magic, but you cannot 
resist. You have always been the 
sort of halfheartedly unethical 
person who is easily led by those 
of strongly good or evil character. 
Slankisvery definitely in the latter 
category. He steps from the 
alcove and you feel the last of 
your will desert you as you kneel 
before him. Now and forever, you 
are his cringing thrall ... 

You pound the door 28. . w ~ t h  . your fist, pro- 
ducing a booming echo. After a 

few momentsa small panel isslid 
back and the occupant of the room 
examines you. You see his eyes 
alight on the talisman Hogron 
gave you; immediately he gives a 
cry of delight and starts to clear 
his barricade from the other side 
ofthe door. You wait nervously in 
the passage, praying that all this 
noise won't alert the demon. 
Finally the door opens and the old 
man ushers you in. The place is a 
vast, vaulted library with books 
and pamphlets lining every inch 
of,the walls from floor to ceiling. 

You've come at last!' says the 
old man, crying with joy. 'I knew 
my lads wouldn't let me down - 
I'mVimbol Greengosh,of course.' 
He shows you to a leather armchair 
by the fireplace and thrusts a 
glassoftawny portwine into your 
hand. Obviously, although Slank's 
prisoner, he is not completely 
without creature comforts. He 
takes down a musty tome and 
opens it at a chapter headed Deal- 
ing With Demons. 'Now listen 
carefully,forthere isn't much time. 
You should have a number of 
items, and this book describes 
how each item will affect Slank. 
Firstly, a four leaf clover will have 
much the same effect on him as a 
crucifix has on a vampire - he 
won't want to touch it or go any- 
where near it. Second, if you throw 
my daughter's teardrop into his 
left eye you'll blind him complete- 
ly, as I've already managed to 
destroy his right eye. Now, do you 
have the fragment of knight's 
armour and the hair of a nun? 

If you have both these items 
turn to 64. If not, turn to 23. 

29- Somehow you man- 
ageto drag yourselfthe 

last few yards and slump through 
the archway. The coldness is pre- 
sumably a magical effect restrict- 
ed to the last room, for after a few 
minutes you stop shivering. Rub- 
bing the circulation back into your 
sword-hand, you look around 
you. Turn to 18. 

30 : 'That's right!' he says, 
his tone of surprise 

veiling a slight irritation. 'I didn't 

expect you to get that one. All the 
same, I don't see how you could 
have cheated, so I suppose,l'll 
have to let you go for now... Sud- 
denly he spits in your face! You 
blinkand rub youreyes, and when 
you look again he is nowhere to 
be seen. You go backto thetop of 
the stairs and try the other direc- 
tion. Turn to 41. 

31 . Asslankflails about . blindly, you raise your 
bow and shoot the specially pre- 
pared arrow straight into his evil 
heart. He falls dead at your feet. 
Turn to 20. 

You descend aflightof . stairs into what seems 32 
to be a pillared ballroom with a 
floor of polished white marble. 
There is a shadowed archway 
across on the other side of the 
room. However, as you walk war- 
ily towards this, you make a start- 
ling discovery- the floor under- 
foot is not marble at all, but solid 
ice. Several inches belowyou,fro- 
Zen in the ice, you can see a 
bizarre demonic mask. As you 
peer down at this you suddenly 
realize how cold the room is get- 
ting. Your hands are turning blue 
and your teeth chatter uncontroll- 
ably. Doyou havea bearskin rug? 
If so, turn to 26. If not, turn to 59. 

33: Vimbol shrugs. 'Too 
bad. Still, maybe you 

can finish Slank off anyway - 
you'll just need to be that much 
more careful. Now, I wish you 
good luck.' He shows you to the 
library door and the two of you 
shake hands. As you continue 
along the corridor you can hear 
him replacing the barricadeon the 
other side of the door. Turn to 2. 

34 . You climb uptothe first . floor landing. From 
here you can go left (turn to41) or 
right (turn to 61). 

35 , The mask is of black- . laquered wood decor- 
ated with silver, and could be a 
fanciful representation of a 
demon's face. You have seen its 
like at several masquerade par- 
ties, although never crafted with 
such chilling effectiveness as this. 
Curiously, the mask has only one 
eye - the left - and that has a 
quartz lens set into it. Will you 
touch the mask (turn to 471, take 
out one of your items (turn to 79), 
or depart through the dark arch- 
way (turn to 18)? 

You pour a little of the . o~l f rom your lantern 36. . 
onto the surface of the pool, 
thereby calming the troubled wat- 
ers. The Undine immediately 
becomes quiescent and sinks 
back into the pool. You cautiously 
dip your hand into the still water 
to take the stone bottle. If you 
wish to unstopper this now, turn 
to 63. If not, note it down on your 
Adventure Record and turn to 44. 

37 , After a brief, uneasy . glanceatthe bas relief, 
you pass through the arch and 
make your way along a narrow, 
twisting passage that leads deep 
into the heart of the castle. You 
pass through a succession of 
gloomy chambers and finally 

climb a worn flight of steps to a 
landing where three doors face 
you. Each of the doors bears a 
plaque with an inscription on it: 

Copper plaque - To slay me you 
must pass through this door. 
Bronze plaque - You should not 
pass through this door. 
Lead plaque - The correct path is 
not beyond the copper-plaquered 
door. 

You grit your teeth. The demon is 
obviously toying with you. His 
mistake. You could open one of 
the doors-thedoorwith thecop- 
per plaque (turn to 88), the one 
with the bronze plaque (turn to 70) 
or the one with lead plaque (turn 
to 13). Or you could take an item 
from your backpack (turn to 17). 

38 . You enter a large, low- . ceilinged room with 
no other doorways. In the centre 
of the room stands a tall man in 
voluminous robes. He wears a 
patch over his right eye and 
stands by a pool of blood which is 
flowing from a gash in his arm. If 
you wantto talk to him,turn to82. 
If you want to take an item from 
your backpack, turn to 4. 

39 . You liftthe ladle and . sip a little of the mix- 
ture. Roll five dice- if you score 
equal to or less than your Con- 
stitution, turn to 5. If you score 
greater than your Constitution, 
turn to 68. 

40 . You stand overthe . fallen body for several 
minutes, half expecting Slank to 
rise a second time, and ready to 
renew the battle at once if he 
does. But he uskd the last of his 
sorcerous power against you; this 
time he stays dead. Turn to 89. 

41 : You advance along a 
narrow corridor illum- 

inated by the amber glow of oil 
lamps. Shortly you cometo a door 
in the left-hand wall. You can try 
the door (turn to 51) or continue 
on along the corridor (turn to 2). 

42 : Do you have the Wrist- 
bandof Lightning? If 

so, turn to 62. If not, an electrical 
discharge as you try to step into 
the alcove hurls you back across 
the room. Deduct 4 points from 
you Constitution; if you are still 
alive you decide to leave and con- 
tinue along the corridor - turn to 6. 

43 : Smiling viciously, 
Slankstepsfrom the 

alcove and stands before you, 
huge and awesome and casting 
no shadow. You hear the rumble 
of the approaching storm, 
drowned out by Slank's laughter. 
His surcoat and boots and vam- 
braces are as black as the night 
and trimmed with silver; his pale 
skin has a translucent gleam. At 
first glance the face might almost 
be considered handsome- but 
then you see the clouded, sight- 
less right eye, the face around it 
scarred and mutilated by terrible 
burns. The good eye shines with 
an awful, corrupt light and the 
expression twisting those fine 
features is one of utter evil. 

Slank holds a lacquered mask 
in his left hand,and he bringsthis 
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up now to cover his face. The 
mask has a quartz lens which 
shields his good eye, so even if 
you havethe teardrop you cannot 
use it. Neither is there time to 
draw your bow- you must fight 
him. Turn to 48. 

44 Will you leavethecir- . cular room through the 
door to your left (turn to 581, or 
will you return to the landing and 
open the door with the copper 
plaque (turn to 88) orthe doorwith 
the bronze plaque (turn to 70)? 

Which of thefollowing . w ~ l l  you useagainstthe 45. . 
Undine?The RingofLight(turn to 
80); the Potion o f  Dazzling Speed 
(turn to 15); your lantern (turn to 
36). If you decide not to try any of 
these, turn to 50. 

46 . Slankis using his foul . magicto try and per- 
suade you to serve him, but no 
demon will ever corrupt an hon- 
ourable and undaunting spirit like 
yours. Grimly, you push the cur- 
tain aside. Turn to 7. 

The mask is so cdld 
rn that it burns yourfin- 47. 

gers. You try to wrap it in your 
cloak, but you can still feel the 
unnatural chill of it sapping your 
body heat. You cannottake itwith 
you, then. Will you take an item 
from your backpack (turn to 79). 
or leave the room (turn to 18)? 

Slankadvances on you . w ~ t h  a panther's grace, 48. . 
his robes fluttering in the breeze. 
There is a cold, damp, earthy 
smell like a waiting grave. The 
talonsof his right hand arealmost 
a cubit long; they sparkle like crys- 
tal and are razor-sharp. 

Slank: Fighting Prowess: 12; 
Constitution: 23; 3-pt armour. 

If you manage to defeat him, turn 
to 20. 

Beyond the double . doors you see a dimly 49 rn 
lit room. A pine torch burns in a 

bracket on the wall. The same 
heavy incense you noticed before 
lingers here. At the far end of the 
room you can just make out a dar- 
kened archway. There is blackness 
beyond. Will you return to the 
hallway and go upstairs (turn to 
34), or cross the room to the arch- 
way (turn to 16)? 

50 : You arefighting an 
Undine, or Water 

Elemental. Every time you hit it 
you must roll your Magical For- 
titude or less on two dice -failure 
to do this means you lose 1 point 
from your Fighting Prowess, 
down to a minimum of 4. 

Undine: Fighting Prowess: 6; 
Constitution: 5; No armour. 

If you win, turn to 3. 

51 . The door seems to be . to be barred or bar- 
ricaded shut. Will you knock (turn 
to28), or carry on to the end of the 
corridor (turn to 2)? 

The correct answer is . 'peerless'. If you 52 
answered this, turn to 30. If you 
answered anything else, turn to 19. 

53: You slicethrough her 
bondswith your knife 

and carry her over to a corner of 
the room where you gently set her 
down. Gain 1 point of Honourfor 
your charitable action. The 
woman nurses her blistered feet 
for a while, then looks up at you 
and speaks. 'I was a witch, and I 
sold my soul to the demon in 
return for knowledge and occult 
power. For helping me, I will give 
you what little aid I can.'She puts 
a catskin pouch around your neck 
-increase your Magical Fortitude 
by 1 above its Initial level for as 
long as you wear this. She also 
gives you three silver coins. 
'These may show you the way,' 
she murmurs cryptically. Each 
has a unicorn's head on one face 
and a serpent's head with a forked 
tongue on the other. You are 
about to question her further 
when you see that she has passed 

out. You moisten her lips with a 
little wine, then pocket the coins 
and leave. Turn to 37. 

54 . Curse the luck! Your . knife breaks. If you 
didn't have a sword then you are 
now without any weapon at all, 
and must subtract 2 from your 
damage rolls from now on until 
you find one. If you do have a 
sword, you are certainly not going 
to risk breaking its blade on the 
ice. You decide to leave the 
damned mask where it is and go 
through the archway. Turn to 18. 

55 . By pouring salt over . the ice you lower its 
freezing point; it starts to melt, 
and you now have little difficulty 
in digging down to the mask with 
your knife. Turn to 35. 

56 Before continuing on . yourway, you could 
take either the poleaxe or the 
now-lifeless rug. You cannot take 
both because they are rather 
bulky items. You then proceed to 
the double doors atthe end of the 
room. Turn to 32. 

57 . You leave the teardrop . in the mask's one eye 
and then cross the room to the 
archway. Cross the tear off your 
Adventure Record. Turn to 18. 

58: You enter a long, oak- 
beamed dining hall 

with fading portraits high up on 
the walls. Ignoring two smaller 
doorways, you make your way 
along the table towards the 
double doors at the far end of the 
room. You pass a wide stone 
hearth where a raging log fire 
crackles and spits. Overthe hearth 
hangs a great poleaxe and on the 
floor in front of it there is a fine, 
white bearskin rug. You can either 
go over to the hearth (turn to 76) 
or carry on to the double doors 
(turn to 32). 

59 . You panic and run for . thearchway, but your 
feet slipon the iceand you scram- 
ble frantically on all fours. Roll 
four dice, attempting to score 
equal to or less than your Con- 
stitution. If you succeed, turn to 
29. If you fail, turn to 65. 

60 . You have no trouble in . breaking the rusty 
manaclesfrom his wrists. 'Whata 
generous soul you are!' he 
exclaims, favouring you with a 
rather peculiar smile. 'How about 
a game of pilliwinks?' Will you - 
accept his offer (turn to 211, or 
decline to play (turn to 71)? 

61 . You walkalong a short . corridor and come to a 
low door. If you want to go 
through this door, turn to 38; if 
you want to turn back and go the 
other way, turn to 41. 

62 . An incandescent bolt . arcs across the alcove 
entrance as you step through it, 
but the energy is absorbed by 
your Wristbandand you are 
unharmed. The sword hangs on 
the wall before you. The rubies 
glitter and the metal gleams in the 
wan light of the two braziers to 
either side of the alcove. As you 

reach for the sword, thick smoke 
billows up from these braziers 
and coagulates into a darkserpen- 
tine form in the air above your 
head. With a shock, you realize 
fhis smoke-creature is alive and 
Intent on fighting you! 

Rauchwurm: Fighting Prowess: 5; 
Constitution: 8; No armour. 

If you win, turn to 11. 

63 ~n imerald vapour 
lssuesfrom the open 

neck of the bottle. When it clears 
you find a tall figure with green 
skin standing before you. Arms 
folded across his barrel-like chest,, 
he bows low. 'Greetings, master! 
he booms. 'I am Ghilbee, and for 
releasing me I can grant you skill, 
stamina or knowledge.' If you 
choose skill, he will restore your 
Fighting Prowess to its Initial 
level. If you choose stamina, he 
will restore 4 points of your Con- 
stitution. If you choose know- 
ledge, he gives you a clue to 
defeating Slank (turn to 69 to find 
out what it is). After performing 
whichever of these services you 
request, he vanishes. Turn to 44. 

Following instructions 64.. . ~n hls . book,Vimbol 
affixes the sliver of armour to the 
point of one of your arrows. He 
then restrings your bow using the 
nun's hair. 'This will kill Slank at 
once if you shoot him through the 
heart,' he explains. 'Lastly, then, 
do you have the ashes of a saint?' 

If you do, turn to 72. If not, turn 
to 33. (Incidentally, if you did last 
issue's adventure and burnt Gor- 
bran thinking he was a saint, you 
were wrong.) 

You are only afew . yards from the arch- 65 - 
way, but the terrible cold numbs 
your limbs and you slump down 
on the icy floor. You cannot feel 
any pain, but you realize you are 
dying. You note with dispassion- 
ate wonder the curious sighing 
sound your breath makes as it 
freezeson theair. Strangely calm, 
you surrender to the eternal dark ... 

The doors do not look . any differentwhen 66. 
viewed through the crystal ball. 
Turn back to 37 and think again. 

67 . Holding up your lan- . tern, you cross over to 
the archway -only to find thatthe 
passage beyond ends in a blank 
wall after only a few yards. You 
search in vain for a secret panel, 
but you are finally forced to accept 
that it is a dead end. Puzzled, you 
return to the hallway and try the 
stairs. Turn to 34. 

68 . The effect of the brew . hits you like a poleaxe 
and you fall tothefloor.This isthe 
favourite soup of the demon, but 
to any mortal it is a virulent 
poison. The life ebbsfrom your 
pain-wracked body. Your quest 
has ended in failure. 

Before he disappeared, . the genie told you 69 
cryptically that 'the eyes have it' 
and suggested that you go back 
to the landing and try another of 
the doors. Turn to 44.D 



As you step forwards, . You notice a bottle of 

look in the larder (turn to 22), look If you defeat it, turn to 56. 
in the cauldron (turn to 85) or go 
to the next room (turn to 58). 

the ashes over his body. Now, I turn to 18. night and the howling wind. with theirs now. 
wish you good luck.' You shake Something stirs behind you. Share silence ... 
hands before taking your leave of Slankcan scent your You freeze at the sound, then 
him andcontinuing along thecor- 78 : fear and almost hear slowly turn ... Slank has risen , From an upperwind 
ridor. Behind you. you hear push- your racing heartbeat - although again, but altered now to his true 89 . you watch the exodu 
ingzhe library furniture back blind, he is yet dangerous. He form - he is much smaller than of the thousands of souls Slank 
against the door. Turn to 2. lungesat you with the long, spark- before, stooped, almost frail. His had kept imprisoned here, some 

ling talons of his right hand, using face is grey and lined, twisted and of them for aeons. They file from 

73 . The room consists of a them as a fencer uses a sword. misshapen such that the hollow the castle and out across the . hexagonal main cham- sockets of his eyes are not level. swamps, where they fade from 
ber with a large alcove off the far Slank: Fighting Prowess: 7; The effect is even more horrible your mortal sight as they pass into 
end. Hanging on the wall in the Constitution: 23; 3-pt armour. th?n his previous appearance. the afterlife. You scan the milling 
alcove you can see a gilded I still have one life left,' he throng for Vimbol Greengosh, 
longsword decorated with rubies. If you defeat him, turn to 20. snarls. The voice is a strangled, and finally catch sight of him - 
As you step closer, you notice an halting croak. His power is greatly capering merrily, he dances away 
acrid smell in the room and a blue- . If you have them, you diminished, but you will have to from the castle towards whatever 
white flickering across the alcove 79 . can-use: thefour leaf fight hard to prevail against him. fate the afterlife reserves for 
entrance. Will you step into the clover (turn to 81); the daughter's merchants ... 
alcove (turn to42), or continue teardrop (turn to57); a newt'seye Slank: Fighting Prowess: 7; At last you are alone in the 
along the corridor (turn to 6)? (turn to 14). Constitution: 18; 2-pt armour. castle. You descend through the 

If you do not have any of these, empty halls and stride away . You areoneofthe most or do not wish to use them, you If you beat him, turn to 40. 74. across the marshes. You do not 
disreptuableand un- now leave the room (turn to 18). look back until you reach the 

principied degenerates ofall time. You get a whiff of the Mungo Hills, and by then there is 
Slank is trying to convince you to Your ring emits a blind- 85 . ' stuff in thecauldron no sign of thecastle. 
become his servant, but no way 80 : ing pulseof light, but when you are only halfway across As you make your way back 
are you going'to take orders from this has no effect whatsoever on the room, and it almost puts you towards the town, you find that 
a wimp like him! You sneer and the creature. It strikes you with a off taking a look. When you do seers and wizards have already 
rip down the curtain. Turn to 7. watery fist as you fumble for your look, you wish you hadn't - it is a learned of your success. Bal- 

weapon- roll one die to deter- green, slimy broth full of unmen- ladeers roam the villages singing 

75: Smil~ngviciously, mine the damage from this blow, tionable ingredients. If by any epic songs which tell of the 
Slankstepsfrom the then turn to 50. chance you want to drinkthis foul archfiend'sdestruction and which 

d m v e  and towers over you in his brew, turn to 39. Otherwise you refer to you as Demonslayer, or 
robes as black as night. At first , You leavetheclover in could continue on into the next Knight of Souls, or several other 
glance his facemight almost be 8 1 . the mouth of the demon ro& (turn to 58) or investigate rather flattering titles. 
considered handsome- but then mask. That should prevent Slank the larder (turn to 22). Hogron and his brothers have 
you see the clouded, sightless from touching it. You trudgeacros invited the whole town to an 
right eye, the face around it scar- the icy floor to the archway and 86 . Roll one die. If you alfresco party in your honour. You 
red and mutilated by terrible step through. Turn to 18. . score4or less, turn to are carried shoulder-high through 

der, and Slank answers it with cold iron. He fixes you with his Greengosh explain to you the pur- Your quest is ended. But keep - 
onggood eye and says, 'I have a pose of the armour fragment and your Adventure Record some- 

gosh's teardrop, you can cast it my last is infer~ority, and my not, turn to 78. 

n m 
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LETTERS 

I 
Dear WD, Dear WD, 

I've not GM'ed RuneQuest, though I Snap out of it you Dwarfsters! Issue 53 
have played in several campaigns for puts your magazine well into middle 
some years; and like many others I've age, and already it seems to show signs 
met, the major fault I find with the sys- of failing health. Firstly, it is looking 
tem is that magic is too common. When somewhat overweight, with articles 
every random monster and peasant you such as the brilliantly repetitive Fiend 
meet has several thousand Lunars Factory and the first resort of the un- 
worth of spells ready for use, magic is no imaginative DM, a scene from Lord o f  
longer the rare and wonderful thing of the Rings. The sense of humour seems 
fantasy; and even in an ancient rather to be wearing thin as well, Thrudand 
than a medieval setting, that should be Gobbledigookfell almost as flat as the 
the case. Further, cults are selling their imfamous Travellers this month, and 
major assets- the spells - rather than only Critical Mass managed to maintain 
trying to keep them secret. its acidic reputation. In the words of your 

I suggest the following two modifica- reviewer, the Fighting Fantasy 
tions to avoid this; first, cults should not. Gamebooks on which the Castle o f  Lost 
teach battle magic spells to laymen, but Souls is based, are aimed at 'nine to 
only tocharactersof at least Initiate rank twelve year olds'. Why on earth do you 
in their own or allied cults. Second, to waste paper on things like this when 
become an Initiate, in addition to all your own survey showed the average 
other requirements, a character should readers' age to be fifteen? 
have INT, POW and CHA each of 12 or Only Tabletop Heroes proved useful; 
more. It is better to use the alternate it was instrumental in soaking up most 
character generation methods of of the coffee I spilt while still in shock 
Appendix A, so that PCs who want to, after reading the rest of issue 53. 
have a reasonable chance of meeting I urge you to reconsider both the for- 
this requirement. mat and content of the next issues, or I 

Magicwill then, as in most fantasy and and several other people will have to 
mythological literature, be available to give up on what certainly used to be the 
the heroes and villains- but not to the best RPG magazine around, and turn to 
beggars, peasants and minions sur- something else - ImagineTM that! 
rounding them. The cults also retain Yours hopefully, 
slightly more power, mystery and awe. Robert Waite, Leicester. 

I congratulate Robert Dale on produc- 
ing one of the few items in RuneRites Dear WD, 
that have interested me, and also Mark I would just like to congratulate you on 
Harrison for capturing so well the your highly entertaining, and most use- 
flavour of Traveller adventuring in his ful, seriesof articleson that most deadly 
cartoon. I'm sure most Traveller GMs of assassins the ninja (WD56-59). 
have read it and saidto themselves,'Yes Messrs Elliot and Edwards did a superb 
-that's so-and-so's character exactly.' job of a rather difficult subject and I am 

Yours, looking forward to many more fine arti- 
Andy Slack, Hampshire. cles from this entertaining pair. 

Yours, 
Dear WD, Claire Voyant, Cambridge. 

I'am disturbed about the reduction in 
the number of articles on Traveller, and !!!!!!!!!!!!!!!!!!! -Ed. 
the corresponding increase in the 
number of RQ articles. In issues 45-52, Dear WD, 
RQ articles outnumbered Traveller ones Having bought WDsince issue9,I wel- 
by 3 to 2 and, as a Traveller referee, I come any innovations. It has cer- 
must protest. Surely RQ is notthat much tainly improved in content, but I feel I 
more popular than Traveller? must put pen to paper over the latest RQ 

Yours gamefully, additions. 
Paul Cray, Preston. ' Recently, many additions have seen 

the light of day in your RuneRites col- 

umn, such as the RQ character classes 
( WD49), Runeblades ( WD39) and now 
Rings (WD52). It is not that I am comp- 
laining about the quality of these arti- 
cles, they are a colourful and welcome 
addition, but their relevant position in 
any RQ campaign is questionable. 

RQ character classes may well be jus- 
tified by helping younger players adjust 
to the game, but to me they seem like an 
attempt to bridge the gap between RQ 
and D&D, producing a system hybrid. 
Surely the point of the RQ system was 
that it prevented putting characters into 
classes which created restrictive 
stereotypes? 

The argument against the rings isone 
of proliferation; the artifacts are 
extremely powerful, some of the rings 
having Rune spell qualities, and they 
would not be found in the backpack of 
any beginning adventurer. These items 
could easily overbalance the game if 
they are ten-a-penny. 

Yours, 
Richard Ashdown, Stroud. 

Dear WD, 
When I open my copy of White Dwarf, 

thefirstthina I turn to is the letters Daae. 
To my mindythis is the best part of t6e 
magazine as it offers arguments, helpful 
comments and optional rules. To this I 
am sure many agree. I don't see letters 
as bitchy, but a valuable addition to the 
quality of role-playing aid that you 
produce. - -  

I think that a certain Mr Pulsipher gets 
enough space in the letters page as it is, 
without you meriting him with his own 
column, which, to my mind, leaves the 
unfortunate beginner with more 
unanswered questions after having read 
Lew's Views than helshe had before! To 
put a pessimistictone overthings, I have 
tosavthat WDwill start to beain a down- 1 
hill shde if it continuesto prinrsuch dirge 
as The Travellers. Not only is it 
extremely unfunny, but three cartoons 
in one publication isa bit much to expect. 
Please, please, please scrap either Lew's 
Views or The Travellers, or even both 
and add another page of letters. 

Yours, 
B P Stevens, Writtle, Essex. 

To be fair, The Travellers appeals to 
many o f  our 'elder' readers, who seem to 
appreciate its more subtle humour -Ed. 

Dear WD, 
After reading a preview about RQ3 I 

recently, it appears as if the rule changes 
will be so great, that it will be a totally 
new FRPsystem. Do I understand that all 
the ~revious RQsu~~ lemen ts  will not be 
compatible with the'new system, and 
more importantly, that the new supple- 
ments to be released by Avalon Hill will 
be incompatible with the old? It seems 
to methatAvalon Hillisabandoning pre- 
sent RQers in favour of its new system. 
Also could you please enlighten RQers 
about the future of the game in the UK. 

Yours, 
David Robb, Edinburgh. 

RQ3 is still a m ystery as far as the UK 
market is concerned! However, i t  does 
look like the game has essentially the 
same framework, with many new ideas 
and improvements -Ed. 
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TABLETOP HEROES 
I 

This month we've included a brief sec- 
tion on how to make model flags. We 
hope to include more practical model- 
ling hints in future articles. If you have 
any useful or unusual tipsfor painting or 
modelling, do drop usa line. We'd like to 
start a Fantasy Figure Forum where 
readers, whether beginners or seasoned 
veterans, can share their ideas and tech- 
niques. Send your ideas to FFF, c/o 
White Dwarf, 27/29 Sunbeam Road, 
London, NWlO 6JP, and we will publish 
the name of any reader whose hints we 
feature. 

Fig 7 shows the beautifully detailed 
Ral Partha 'Frost Giant' (P131ld) on his 
holidays (...a walk in the Black Forest?). 
This specimen has been painted to 
depict a native of a more temperate 
clime, but it is particularly stunning 
when painted in shadesof blue and high- 
lighted in white. This'noble'giantwould 
make an interesting and perhaps teetotal 
adversary to some of Citadel's latest 
Giants range (C28). If the 'Warhammer 
view' of alcoholic giants [see WD481 
hoJds true, then this character should 
have no difficulty in beating his more 
inebriate kinfolk. 

Fig 2: This Citadel Night Goblin Stan- 
dard Bearer (C131lf) comes with the 
standard moulded onto the figure, and 
bears the 'lidless eye' emblem that has 
become a widely used 'evil' symbol 
amongst fantasy garners. It is part of 
Citadel's large Night Goblin range; a 
tribe of lesser nasties that are equally 
suited to the dungeon as to the fantasy 
battlefield. 

Fig 3: Sir Cedric Heartthrobb 
in the company of Corbitt Shortstuff, 
famous dwarf jester of the Citadel 
Dwarf Kings Court set. The mount- 
ed knight is from the Essex range 
of Feudal Knights, which also features 
dismounted versions of their 'horsed' 
figures. The setting of a tournament pro- 
vides an excellent 'raison d'etre' for 
many fantasy scenarios; the training 
ground of the great warrior, an oppor- 
tunity forthe unknown and fortuneless, 
the career of the NPC and the favourite 
spectacle of any fantasy populace. 

In Fig4we happen tochance upon the 
beginning of a bar-room brawl, started 
no doubt by an argument over the divi- 
sion of the pile of gold on the tavern 
table. The scene features most of 
Citadel's Diorama Set Two (C3412a) and 
Townsfolk (C32/2), who provide the non- 
player character background to the four 
polemical adventurers. The bar-room 
brawl is an ideal scenario for a large 
group of players, especially where the 
Dungeon Master has limited prepara- 
tion time. The basic idea is to bring 
together player characters with oppos- 
ing or inflicting roles, within the confines 
of a fantasy tavern. As each player 
attempts to fulfil their 'objective', usually 
at the expense of another player, so 
chaos ensues and the fun begins. Best 
o f  White Dwarf Scenarios 1 has an excel- 
lent bar-room brawl scenario that comes 
complete with floorplans and character 
details. 

The decrepid wizard in Fig5is an early 
Citadelcasting from their old Fantasy 
Specials range, which has since been 
superceded by a new seated occupant 
who is younger and less sinister. He is 
reading a bookon an accompanying lec- 

turn and is now part of Citadel's ~ i o r a m a  
set C34/2e, the rest of which features a 
necromancer with altar and victim; all 
very useful accessories for an evil tem- 
ple or lich chamber. Talking of useful 
accessories, many readers have expres- 
sed their irritation at the lackof 'smaller' 
accessories that are currently available. 
Items like candlesticks, plates of food, 
stacks of books, wine goblets etc can 
really enhance a dungeon setting, and 
often inspire scenarios in their own 
right, but just do not appear in manufac- 
turers' lists. Well, good news for all you 
sticklers for detail, for Rick Priestly of 
Citadel Miniatures informs us that they 
can supply small accessories to indi- 
vidual customer's requirements. Send a 
SAE to Rick at Citadel, and he'll be 
pleased to assist your quest for dungeon 
perfection. The warrior escort depicted 
around the seated wizard are Great Gob- 
linsfrom the CitadelC12 range (C12/ld). 

Fig 6 shows two new Ral Partha 
figures, both elves, from their PO1 
range. The elf shown holding a two- 
handed axe is their Elf Hero, whilst the 
standard bearer is in fact a converted 
High Elf; theflag staff and the shield hav- 
ing been added to the original figure. 
The elven flag is made of paper and was 
constructed as shown below in the Flags 
and Banners feature. The device of ship 
and stars has been painted in white but 
shaded with pale blue as opposed to 
grey. This helps to enhance the ultra- 
clean look, and it is a useful tip to use 
when painting paladin's cloaks or 
cleric's surcoats. Conversely, when you 
wish to use white on an 'evil' figure, a 
touch of green can bring out a very 'un- 
natural' look. 

Next month, we hope to be featuring 
sci-fi figures, both in 15mm and 25mm 
scales, and we'll be setting our phasers 
to stun! 

Flags and Banners 
The method detailed below is one that recommended, rather than attempting 
we usually use to construct banners, to paint the banner once it has been 
pennons or any other type of miniature stuck in place. Note that the following 
flags. Painting both sides of the flag method is identical for all flags, regard- 
while it is flat and opened out, is strongly less of their shape. 

1 : Use a piece of thin paper (no greater 3: Fold the flag in the middle and wrap 
than 70g/m2 substance). Using a ruler it around the flagpoleso thatthe'sleeve' 
and set square, draw the basic shape of becomes moulded to the shape of the 
your flag, taking care to leave sufficient staff. Now carefully spread a contact 
'sleeve' where the flag will wrap around adhesive (Uhu, Bostik, Evo-stick etc) to 
the flagpole. Now draw your motif on one side of the inner surface of the flag, 
each side of the flag with a sharp pencil. and press the two sides together around 

the flagpole. It is essential to use as little 
glue as possible when sticking the two 
halves together.. 

2: Paint your design with enamel, 
acrylic or poster paint. Do not forget to 
include the 'sleeve', which is often best 
painted in the same colour as the flag- 
pole. Small details, lettering and outlin- 
ing can be added once the paint has 
dried. A rapidograph pen is ideal for this 
sort of embellishment, but excellent 
results can be obtained from a much 
cheaper 'dipping pen' and indian ink. 

4: Shape the paper so that it appears 
to be blowing in the wind. Flat flags are 
most unconvincing. All that remains to 
do now is to paint along the edge where 
the two flags meet (this will help to hide 
any seepage of glue), and varnish the 
entire flag and staff once the paint has 
thoroughly dried.0 



MAIL ORDER CHARGES: Please add 65p p&p t o  all 
orders under £10. Over £10 post f ree in the UK. 

' o f f e r s  post f ree t o  overseas customers. All overseas 
orders a re  despatched by surface. 

' 
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Mystic Tr 
This issue we have a trio of ideas for en- 
livening your campaign - a new Rune 
spell, a weird new monster and a new 
magic item. lparticularly like the Ring of 
Holding, as it should provide an enter- 
taining rble-play exchange between 
Referee andplayer when the ringwearer 
bargains with his captive. 

NIGHT SHRIEKERS 
by Oliver Johnson 

These monstersare bizarre, bipedal pre- 
dators which have evolved from large 
bats. The legs have developed from the 
bat's wings while the grasping hind 
limbs grow forward along the creature's 
body to hang below its fanged jaws. 
Night shriekers have retained the sonic 
'sight' of their bat ancestors, and their 
eerie screeching can be heard by night 
as packs of them run through the forest 
in search of prey. 

STR: 2d6+2 Right leg (01-04) 014 
CON: 3d6 Left leg (05-08) 014 
SIZ: ld6+4 Body (09-1 1 ) 016 
POW: 2d6+5 Right'arm' (12-14) 013 
DEX: 246+14 Left'arm' (15-17) 013 
Move: 10 Head (18-20) 013 
Hit Points: 9-10 average 
Defence: 15% average 
Armour: none 
Bite: (I d6+1), SR6,50%. 
Claws: (I d4 each), SR6,60%. 
Skills: ListenlSpot Hidden 100%. 

(This nocturnal horror has been taken 
from Dougal Dixon's excellent book 
After Man, where it is one of many crea- 
tures that inhabit a chain of subtro~ical 
islands where bats or their descendants 

dominate most ecological niches. The 
discovery of such islands on Glorantha, 
Questworld, or wherever could provide 
a few Darkness cults with an intriguing 
array of familiars. But remember that the 
theory of evolution would be unknown 
in these worlds, and the night shriekers' 
resemblance to bats would remain but a 
curious mystery. -DM) 

THE RED DEATH 
by Steve Foster 

Cost: 3 POW 
Range: 16Okm 
Duration: 1 lunar month 

This non-Stackable, non-Reusable spell 
requires about half a wineglass of the 
intended victim's blood. This is pre- 
pared by casting matrix creation on it. 
Then, on the night of the full moon, the 
red death spell itself is cast on the blood. 
The caster makes an immediate attempt 
to overcome his victim's POW - and, 
because of the spell's virulent intensity, 
his chance is increased by 10%. If he 
fails, the victim is not affected and will 
be unaware that any attack has been 
made on him. 

If the caster's attack is successful, the 
victim is afflicted with the red death and 
can only be saved by the death of the 
caster before the night of the next full 
moon. The symptoms of the death are: 

1st week - painless red blotches 
appear on the victim's face. 

2nd week - the blotches spread; the 
victim temporarily loses 1 point of CON 
owing to illness. 

3rd week - the blotches cover the 
whole body; they become slightly pain- 
ful, reducing thevictim by 5% in all skills 
except languages, owing to loss of 
concentration. 

4th week- the blotches become lep- 
rous red sores oozing a red ichor; 
another point of CON is lost. 

The Final Night - eight hours before 
he is to die, the victim experiences hal- 
lucinations which (if he can decipher 
them) provide clues to the identity and 
current location of the spell's caster; this 
gives him a last chance to save himself, 
since the coming of dawn will see him 
reduced to a purulent slime ... 

With the demise of the caster, all symp- 
toms of the death will reverse within a 
few melee rounds. No other healing 

spells will be effective, though divina- 
tion and the like can be used to give 
information about the caster, of course. 

(Although this spell sounds just right 
for Red Goddess worshippers, Steve 
designed it fora non-Gloranthan setting. 
Note, therefore, that ' I  lunar month' 
means 28 days, not the 7-day cycle of the 
Red Moon. Steve adds that the spell is 
available only to High Priests of certain 
Death cults - Mallia and Thanatar, I sus- 
pect. The Black Fang Brotherhood 
should not have it. Their cult is not really 
that tough, and with their special power 
to block divinations it would make them 
unbeatable! -DM) 

THE RING OF HOLDING 
by Yvonne Newnham 

This is a pale yellow stone in a setting of 
red gold. If looked into, the character 
must roll POWx5 or less on dl00 or be 
drawn within the stone. He then van- 
ishesfrom the physical world and can be 
seen as a tiny wraith-like figure within 
the ring by whoever wears it. The ring- 
wearer can converse with the trapped 
character and can free him if the charac- 
ter agrees to perform some service on 
his release- the character will\be magi- 
cally bound to perform this servlce as 
soon as he can. For example, the wearer 
might require a trapped character to go 
on a questto obtain a legendary item for 
him; if the character agreed, he would 
be freed from the Ring and would be 
constrained to set out on the quest 
immediately. For every month spent in 
the Ring, there is a cumulative 1% 
chance that a character will go mad. If 

this happens, he may insanely refuse to 
agreeto perform any serviceat all, mak- 
ing it impossible for the wearer to get 
him out of the ring. Since the ring can 
hold only one person at a time, a recalcit- 
rant victim can make it unusable, so the 
wearer must attempt to come to some 
agreement with his captive before the 
latter goes mad from his confinement.0 



FIEND FACTORY 

The Gods of the Shapelings 
1 by Fred Lee Cain 

The invisible people covered in last 
issue's Fiend Factory worship a vast 
pantheon of Neutral (or at times, Good- 
inclined) deities who are known as The 
Procreators of Eternity! Only a few have 
the vaguest personification - presented 
below are some of them. 

THE PRIME TECHNICIAN 
- Greater god (god of knowledge, 
science and craftwork) 
Armour Class: -2 
Move: 14"/24" 
Hit Points: 340 . 
No of Attacks: 1 
Special Attacks: Can bring forces of 
nature to bear (lightning, tornado etc). 
Also can raise wisdom and intelligence 
of a character temporarily. 
Special Defences: See above. Can tele- 
port from danger. 
Magic Resistance: 80% 
Size: M (6') 
Alignment: Neutral 
Worshipper's Align: All alignments 
Symbol: The balance and chemical retort. 
Plane: Limbo 
Cleric/Druid: 20th level clericl 
14th level druid. 
Fighter: 5th level fighter. 
Magic-Userllllusionist: 30th level each. 
ThiefIAssassin : Nil 
Monk/Bard: Nil 
Psionic Ability: II 
S: 20 (+3, +8); 1: 24; W: 24; D: 21; C: 21; 
CH: 20. 

The Prime Technician is a robed and 
cowled figure clad in light-grey; embod- 
iment of the blind and dedicated, dispas- 
sionate and amoral search for know- 
ledge. A true Neutral. 

The Technician is second in com- 
mand of their conclave. Like his fellows 
in 'appearance'; he is depicted as a 
humanoid figure dressed in robes, 
gloves and vacant cowl, of dark blue, 

Fiend Factory is a regular depart- 
ment for readers' monsters in 
Dungeons & Dragons, edited by 
Albie Fiore. This issue, the gods 
of last issue's creatures. 

with a I.ong staff of dark wood entwined 
with a brazen serpent clutched in one 
hand. (Treat as a Staff of Magi/Power). 

THE CHAMPION 
-Greater god (god of courage, battle, 
and martial skill) 
Armour Class: -5 (plus +4 plate armour) 
Move: 20"/30"/20"/18" 
Hit Points: 380 
No of Attacks: 2-3 
Damage/Attack: By weapon type and 
5-50 (+12) 
Special Attacks: Gaze will act as a fear, 
death, spiritwrack, dispel evil, flame strike 
or disintegrate spell (eyes appear and 
glow red when gaze is used as a weapon). 
Touch of hand can act as a lightning bolt 
and if The Champion strikeswith hisfists, 
there is no Save against this (a Save may 
be possible if the blow is a kick). 
Special Defences: Can teleport, regener- 
ation in 3 rounds of any damage. Also, 
gaze has powers of know alignment, dis- 
pel evil; and confusion (no Save on any 
of these). 
Magic Resistance: 80% 
Size: M (7' tall) 
Alignment: Lawful neutral 
Worshipper's Align: Lawful neutral (can 
be inclined toward Good or Evil; but 
must be dedicated to 'martial virtues' of 
'order' and 'honour'). 
Symbol: An empty, crested, blue-black 
helmet with raised visor. 
Plane: Limbo (The Halls of Eternity) 

Cleric/Druid: 20th level cleric1 
13th level druid. 
Fighter: 20th level 
Magic-User/lllusionist: 28th level 
magic-userl25th illusionist 
Thief/Assassin: Nil 
Monk/Bard: 17th level monW 
12th level bard. 
Psionic Ability: II 
S: 23 (+5, +11); 1: 24; W: 24; D: 21; 
C: 23; CH: 22. 

The Champion, Marshall of all the armed 
hosts of the Procreators, is an armour- 
clad figure armed with a +3 Vorpal 
Sword; Wand of Fear/Fire and Illumina- 
tion; Spell Projector (pistol; multiple 
options of spells of: holdperson, flame 
strike, explosive runes, lightning bolt 
and cone of cold). Clad in blue-black +4 
plate armour with a silver Belt of Levita- 
tion, he is the ultimate, personification 
incarnate of the blindly obedient profes- 
sional soldier. His battles against such 
foes as Orcus, Tiamat, Belial and Nyar- 
lathotep have been epic encounters, 
from which the Procreator and his num- 
berless legions have always emerged 
unvanquished. 

THE HIGH OVERLORD 
-Greater God (arbitrator of Destiny, 
First among the Procreators) 
Armour Class: -1 
Move: 2OU/36" 
Hit Points: 400 
No of Attacks: 2 (+ spells) 
DamagdAttack: 10-100 (+16) 
Special Attacks: Gaze of eyes can pro- 
ject a temporal stasis spell or (against 
any devils, demons etc of the nether 
planes) spiritwrack (no save). A touch 
from either hand will act as a l~ghtning 
bolt, cone of cold, or disintegrate spell. 
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Special Defences: Teleport, regenera- 
tion in 3 roundsof any damage. Immune 
to any weapons less than +4. 
Magic Resistance: 95% 
Size: M (6') 
Alignment: Lawful neutral 
Worshipper's Align: Any alignment 
(though evil worshipper's are usually 
only Neutral evil). 
Symbol: A circle divided vertically into 
two halves; half black, half white. 
Plane: Limbo 
Cleric/Druid: 29th level clericll4th level 
druid. 
Fighter: I l t h  level fighter 
Maaic-User/lllusionist: 29th level MU/ 
26tF level illusionist. 
Thief/Assassin: Nil 
Monk/Bard: Nil 
Psionic Ability: II 
S: 23 (+5, +11); 1: 24; W: 25; D: 22; C: 
23; CH: 23. 

The High Overlord is an unseen figure, 
apparently clad in armour beneath a 
cowled and belted jumpsuit, with a 
circlet-band of small, linked, square 
plates of gold encircling the brow of his 
hood (like an Arab burnoose). His garb 
is a neutral shade of russet-brown, worn 
over banded gauntlets and armour of sil- 
vered steel. The High Overlord is recog- 
nised as chief administrator over the 
Procreators and is a figure of impartial 
authority, who makes decisions based 
on pure necessity, unbiased by emotion, 
hardship or gain. 

It is rumoured that on rare occasions, 
the High Overlord will manifest himself 
(secretly), in the guise of a tall smiling 
handsome man of middle years, with 
slender youthful frame and features, 
silvery-grey hair; charming gracious 
and educated speech. He is always clad 
in white apparel appropriate to the cul- 
ture and setting to intervene when Fate 
requires it - always to restore the 
balance of order. 

THE ALL-LOVING 
- Greater goddess 
(goddess of benevolence) 
Armour Class: -2 
Move: 20"/25"118"115" 
Hit Points: 360 
No of Attacks: 2 
Damage/Attack: 20-50 I S~eciaI  Attacks: See text 
~ b e c i a l  Defences: See text 
Magic Resistance: 76% 
Size: M (51/z1)  
Alignment: Neutral good 
Worshipper's Align: All alignments 
Symbol: Silver halo and wand 
Plane: Limbo/Elysium 
Cleric/Druid: 20th level cleric1 
16th level druid. 
Fighter: 15th level fighter 
Magic-User/lllusionist: 23rd level 
magic-user/illusionist. 
Thief/Assassin: Nil 
Monk/Bard: Nil 
Psionic Ability: II 
S: 19 (+3, +7); 1: 21; W: 23; D: 23; CH: 24. 

The All-Loving is a youthful (and 
shapely) feminine figure seen only in a 
close-fitting, yellow-and-dun-hued 
jumpsuit; with golden belt; fur-trimmed 

boots and gauntlets; and a shadowy, 
fur-lined cowl; with a silver, circlet-band 
hovering motionless over her head as a 
halo and sometimes, a brown cape that 
functions as a Robe of Blending. An 
apotheosis of all that is loving and pro- 
tective, she is one of the more actively 
benevolent figures among the Proc- 
reatorsof Eternity; bestowing a particular 
watchfulness over those in love or those 
especially dedicated to an ideal; or to 
those who are lost, lonely, or bereaved. 
Though preferring to act unseen, she 
will, iftaking an active role (in particular, 
in defence of the young and/or inno- 
cent);be able to provide one or more of 
the following spells: blessat +3; protec- 
tion from evil; create food and water; 
find the path or to answer 1-3 questions 
or grant 1-3 wishes. If involved in battle, 
shewill strikewith a silverwand that can 
inflict 20-50 points damage on a hit, or 
serve as a Rod of Thunderbolts. 

General Notes 
The realm of the Procreators is a 
shadowy nether-domain, forming a 
labyrinthine complex of palaces and 
laboratories, located between Limbo 
and the Plane of Concordant Opposi- 
tion; ..neither overlv cheerful nor 
unpleasant. A placeof mystery and lore; 
waitina and makina: seekina and find- 
ing. se an^ beingsYdf ~ o o d  &d Neutral 
alignment, it is quiet and shadowy - a 
peacetul and pleasant place of wonders 
unveiled; where dream-like waking 
merges with happy but lifelike dreams. 
For beings of Evil alignment, unbeing 
alternates with a shadowy dream-life, 
where nightmares threaten to become 
reality. 

Visitors to their realm - mortal or 
otherwise - are received with gracious 
indifference. Although not directly or 
openly allied with any pantheon of 
Good, the Procreators are no friends to 
Evil and have, on more than one occa- 
sion, launched highly feared and suc- 
cessful incursions into the realms of the 
Lords of Evil, for reasons known only to 
themselves. 

Altbough they cannot be invoked, 
sometimes-during threats of great Evil 
-they will respond to a plea for aid (3%), 
appearing in great, armed hosts-often 
in eagle or swallow-shaped, flying bird- 
ships, or (if at sea) in hugefleetsof shark 
or crocodile-shaped war-vessels; to a 

great, majestic fanfare of trumpets and 
drums (the Procreators herald only their 
arrival; never their victory). On such 
occasions, if battle is the order of the 
day, they will fight relentlessly and with- 
out yielding or regard for odds; but 
sometimes, some of their 'help' may be 
of 'questionable'value, as they will (10% 
of the time) not hesitate to employ 
weapons of highly destructive enchant- 
mentthatwould threaten Good as well as 
Evil. Such weapons usually result in a 
manifestation of power drawn from one 
of the Elemental Planes, creating some 
local form of natural upheaval or cata- 
clysm (such as a tidal wave, hurricane; 
earthquake, meteor strike etc). Since 
such tactics may obliterate any and all 
combatan .s for an area covering any- 
where fror i  50' square to 10 square 
miles, sur~ival may depend on precau- 
tions and quick thinking. It's not certain 
whether the Procreators don't realise 
the magnitude of some of their attacks 
or in a true Neutral point of view, see life 
and death as only twin parts of nature. 

There seems to be some evidence 
that, at least sometimes, this neglect is 
something of an oversight, as (45% of 
the time), if an individual can catch the 
attention (in time) of a specific Procreator 
(or group) and throw themselves on its/ 
their mercy and beseech rescue, the Pro- 
creator(~) will provide some means of 
protection or escape. 

Very rarely (1%) a specific Procreator 
will elect to answer a prayer of a Neutrally 
inclined character. The High Overlord is 
something of an oracular figure and may 
appear (usually enthroned) to bestow 
information or advice (50% chance the 
help of a Seer, Sage or Scribe is needed 
to fully translate or interpret the infor- 
mation so it can be helpful [the Procrea- 
tors will never give false or deliberately 
harmful advice]. The Prime Technician 
may provide information, technical 
advice and inspiration for a specific 
problem. The All-Loving can provide a 
wide range of aid if her help is specifi- 
cally requested. (The DM may wish to 
provide identities for other Procreators 
covering other fields, or clear sugges- . 
tions for others suggested by Players). 

Procreators will only respond person- 
ally to one plea from a character (if at all), 
and may demand a service in return; but 
they do not demand offerings or answer 
for sacrifices (or even insist that one 
requesting their aid be one of their wor- 
shippers)! They cannot be summoned 
or gated. 

Their mannerwhen perceived is lofty, 
dispassionate and detached; with more 
of a emotionless zeal of self-absorbtion 
for their own ends. Their eyes will some- 
times be seen in the shadows of their 
helms or cowls; pale, glowing and (usu- 
ally) blank, their voices are purported to 
sound rather calm, sepulchral and sol- 
emn, but not really unpleasant or fright- 
ening (or sad, angry, or hinting much of 
any emotion). 

Final Note: Inspiration for Surrogate- 
Forms comes from art and stories of 
Steve Ditko, The Iron Warrior; Jack Kirby 
and from the Walt Disney movie Bed- 
knobs and Broomsticks. The Procreators 
of Eternity were taken from a two-part 
story in the B&W comic-magazine Weird 
Tales of the Macabre.0 
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ORGANISERS NEEDED 
Events organisers are required for D&D, 
RuneQuest, Traveller, Call of Cthulhu, Car Wars, 
Warhammer etc. Help needed to run official 
competitions, demonstrations and participation 
games. Anything visual particularly welcome. 
Send your credentials and proposed event to 
Susan Davies, Games Day Organiser, Games 
Workshop, 27/29 Sunbeam Road, London NW10. 

Games Day '84.- September 1-2,1984. 
Royal Horticultural Society's New Hall, 
Greycoat Street, London SW1 . 

, Q Q ~ B U  BQQBB 
161 Linthorpe Road, 

Middlesbrough, Cleveland, 
Tel:(0642) 247553 

We stock: 
DUNGEONS & DRAGONS, RUNEQUEST, 
TRAVELLER' TUNNELS & TROLLS ETC. 

AVALON HILL - FULL RANG6 
SOFTWARE - SPECTRUM, CBMM, 

VIC 20, BBC. 

MAIL ORDER ACCEPTED 
OPEN MON - SAT 9.%m - 5.SOprn 

GAMES WORKSHOP US 
91 10F RED BRANCH ROADI COLUMBIAI MD 21 045 

Telephone: (301) 964 0262 

PRESENT - 
\i@~<~H+~$$b: 

AT 
HISTORICON - 27-29 JULY 
ALANTICON - 3-5 AUGUST 
GEN CON - 16-19 AUGUST 

In association with Cpt Robert Jones 

The massing of the armies: over 
3,000 miniatures on show in 
demonstration games at each eve 

J 



The 1984 Games Day Awards wil l  be presented at Gomes Day '84 on 1st and 2nd September at 
the Royal Horticultural Society's New Hall in London. It has been decided by the awarding body I that the Awards wil l  be decided prior t o  the event by postal ballot. A l l  you have t o  do is write 

I down your three choices i n  each of the.categories below and send in the completed Voting Form, 
duly signed, to: Games Day Awards, 27-29 Sunbeam Road, London NWW 6JP to  arrive no  later 
than 1st August 1984. Al l  Voting Forms, after the count has been made, will then be entered for a 
draw, for  which the first five forms drawn at random wil l  enitle their senders t o  2 complimentary I tickets t o  Gomes Dav '84. 

I Notes: Please vote for propriety games only, 

I A Best Role-Playing Game 
1. 
1 . . . . . . . . . . . . . . . . . . . . . . . .  1 2: . . . . . . . . . . . . . . . . . . . . . . .  
3: . . . . . . . . . . . . . . . . . . . . .  I B Best Role-Playing Adventure 
1: . . . . . . . . . . . . . . . . . . . . . . . . .  

1 2: . . . . . . . . . . . . . . . . . . . . . . . . .  
3: . . . . . . . . . . . . . . . . . . . . . . . . .  I C Best Solo Adventure I 1: . . . . . . . . . . . . . . . . . . . . . . . . .  
2: . . . . . . . . . . . . . . . . . . . . . . .  

1 3: . . . . . . . . . . . . . . . . . . . . . . . . .  
D Best Fantasy Boardgame 

. . . . . . . . . . . . . . . . . . . . . . . . .  .4nybody who is the least bit inter- I 1: 

. . . . . . . . . . . . . . . . . . . . . . . . .  ested in playing games will know 2: 
about Games Day. First established 3:. . . . . . . . . . . . . . . . . . . . . . . . .  
in 1 975, Gamer Day attracted nearly I E Best Sciellce Fiction Boardgame 

. . . . . . . . . . . . . . . . . . . . . . .  10,000 visitors last year to  witneqs 1 :  
and participate in two days of 1 2:- . . . . . . . . . . . . . . . . . . - .  . . . . . . . . . . . . . . . . . . . . . . .  frantic playing. Games Day does 3: 

no<, however, centre i t s  demon- I Best Boardgame . . . . . . . . . . . . . . . . . . . . . . .  strationsaround 'classic' games such 1: . . . . . . . . . . . . . . . . . . . . . . . . .  as Chess or Monopoly. Titles that 1 2: 
. . . . . . . . . . . . . . . . . . . . . . . . .  are featured strongly form part of I 

3: 
the new generation o f  adventure Best General Boardgame 

games. These include role-playing 1 l : . . . - .  . . . . . . . . . . . . . . . . . . . .  
. . . . . . . . . . . . . . . . . . . . . . . . .  games such as Dungeons & Dragons, 2: 

Traveller and RuneQuest; science 1 3:- . . . . . . . . . . . . . . . . . . . . . . . .  
fiction and fantasy boardgames Best Abstract Game 

such as Talisman, Car Wars and I I .  . . . . . . . . . . . . . . . . . . . . . . .  . . . . . . . . . . . . . . . . . . . . . . . . .  Starfleet Battles; historical games 2: 
suchasDiplomacy,Kingmakerand 1 3. . . . . . . . . . . . . . . . . . . . . . . . . .  
Squad Leader; and computer gapes. I Best Game 

. . . . . . . . . . . . . . . . . . . . . . . . .  All these games can be seen and I 1: . . . . . . . . . . . . . . . . . . . . . . . . .  played whilst,some 40 manufact- 2: . . . . . .  . . . . . . . . . . . . . . . . .  urers and representatives will be 1 3: 1. 
there to show and explain new and 1 Best Fantasy Figures 

. . . . . . . . . . . . . . . . . . . . . . . .  existing ti t les. Indoor games playing I: .  
is a fun and expanding activity and 1 2:. . . . . . . . . . . . . . . . . . . . . . . . .  

. . . . . . . . . . . . . . . . . . . . . . . . .  Games Day '84 will be the largest 3: 

event of i t s  kind in the world. If ( K Best SF Figures Manufacturer 

you want to  find out what is  new in 1 :. . . . . . . . . . . . . . . . . . . . . . . . .  
. . . . . . . . . . . . . . . . . . . . . . . .  the world o f  games, come to: 1 2:. - 

not classical games such as Chess, Go, etc.. 

L Best Historical Figures Manufacturer 
1: . . . . . . . . . . . . . . . . . . . . . . . . .  
2: . . . . . . . . . . . . . . . . . . . . . . . . .  
3: . . . . . . . . . . . . . . . . . . . . . . . . .  

M Best Games Magazine 
1 :  . . . . . . . . . . . . . . . . . . . . . . . . .  
2:. .................... ; . . . .  
3: . . . . . . . . . . . . . . . . . . . . . . . . .  

N Best Games Fanzine 
1 :  . . . . . . . . . . . . . . . . . . . . . . . . .  

3: . . . . . . . . . . . . . . . . . . . . . . . . . .  
0 Best New Role-Playing Game 

1: . . . . . . . . . . . . . . . . . . . . . . . . .  
2: . . . . . . . . . . . . . . . . . . . . . . . . .  
3: . . . . . . . . . . . . . . . . . . . . . . . . .  

P Best.New Boardgame 

3: . . . . . . . . . . . . . . . . . . . . . . . . .  
Q Best Games Manufacturer 

3: . . . . . . . . . . . . . . . . . . . . . . . . .  
R Best Figures Manufacturer 

2: . . . . . . . . . . . . . . . . . . . . . . . . .  
3: . . . . . . . . . . . . . . . . . . . . . . . . .  

S Best Software Manufacturer 
1 :  . . . . . . . . . . . . . . . . . . . . . .  
2:. . . . . . . . . . . . . . . . . . . . . . . . .  
3: . . . .  : . . . . . . . . . . . . . . . . . . . .  

T Best Games Inventor 

3: . . . . . . . . . . . . . . . . . . . . . . . . .  
U Best Games Personality 

. . . . . . . . . . .  . . .  
. . . . . . . . . . . . . . . . . . . . .  . . . . . . . . . . . . . . . . . . . . . . .  Sender's Name 

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

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

/ I 

Day is an annual event organised and I hereby declare that I have voted only once in the 1984 GAMES DAY AWARDS ballot. 
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L- Phone: (0268j682309 

1 chqn 7 ,  ,HAPMAN GOUP-, ZPAR 'II-E7? Pen?, CUARFLEE-9 !&DUSTRIAL ESTATE, CANVEY ISLAND, ESSEX.1 
Shop now open at above address Mon. - Fri. 9 - 5prn. Sat. by appointment. SEND S.A.E. FOR OUR FRE 1984 CATALOGUE. I 

GREA - 

Australian Agent: 
G.N. + C.A. Wells, 
C/O Harkers Bookshop, 
74 Glebe Point Road, 
Glebe, N.S.W. 2037, 
All our ranges stocked. 

Sole United States Distributor 
'Wargames' 
141 0 Promenade Bank Centre, 
Richardson, Texas, 75080 
All enquiries call 2141387 - 0360 
Huge stocks of all our ranges 
plus all our new releases. 

T SCALEY ORC TRIBE 
Executioner with head of victim, 
Orc with Axe & shield (2  var.) 
Orc with club & shield (2  var.) 
Orc firing crossbow (2  var.) 
Orc Armoured thrusting spear (3 
Orc firing bow (2 var.) 
Orc with Death Banner 
Orc beating Battle Drum 
Trumpeter 
Chieftain with axe 
Guard - Armoured Halberdier 
Champion in  Plate Armour 
Orc with sword and dader 
Orc rabble attacking with spear 
Orc rabble with axe & dagger 
Orc rabble with sword & shield 
Orc rabble with club & shield 
Great Orc leader ridina - 
armoured War Pia! 

German Agent: 
Model Ibauspezialversand, 
Fal kensteinstr. 31 1, 
4200 Oberhausen, 1, 
West Germany. 
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THE ROLE-PLAYING GAMES MONTHLY 

ARMOUR CLASS 10 
T-SHIRTS 

AVAILABLE NOW! ! 
Wrap your mightily thewed barbarian 
torso in a figure-hugging new-style 
White Dwarf T-shirt. Impress your 
hirelings this summer! 
AvaiIa ble in SMALLIMEDIUMILARGE 
at only f4.95 plus 75p p&p. 
Cheques made payable to Games 
Workshop and address to T-shirt 
Offer, Games Workshop, 27/29 Sun- 
beam Road, London NWIO 6JP or 
phone Games Workshop Mail Order 
on 01-965 3713. 

i 
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NEW 

GHOST 
HILL GIANT 
GNOLLS 
GNOMES 
LIZARDMEN 
GOBLINS 

Rye - Stamp + Hobby Shop 
190 Rye Lane, 
Peckham SE15 
Phone: 01-639 5097 
Our complete range in  stock 
plus all new releases. 
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POISON DWARF GAMES 
Micromail Ltd., P.O. Box 34, 
Leighton Buzzard LU7 8SJ 

MAILORPER 
DUNGEONS & DRAGONS 

..................................... Baslc Set [revised) £8.40 OTHER TRAVELLER ADVENTURES 
.................................... .............................................. Expert Set £8.40 Ordeal by E'shaar £3.80 

............................................ ........,.,........ ..................... Module B1 .. £3.80 Action Aboard £3.80 
.... ...................... ...................... ................. Module B2 .. £3.80 The Seven Pillars .... £3.80 ................... ........ ................................................ Module 63 £3.80 Rescue on Galatea ... £3.80 

......................... ............................................. Module B4 £3.80 Legend of the Sky Raiders £3.80 
.............................. ................................................ Module65 £3.80 Trail ofthe Sky Ra~ders £3.80 

.................... ........................ ModuleX1 .. £3.80 
.................................................. Module X2 €3.80 THIEVES WORLD 

........................ ............................................... Module X3 £3.80 Thieves World Boxed Set €12.70 
............................................... Module X4 £3.80 
.................................................. Module X5 €3.80 MIDDLE EARTH PLAYING AIDS 

£3.80 Middle Earth Role-Play~ng Game Book .... £5.90 
£3.80 Bree & the Barrow Downs ......................... £4.20 

M~ddle  Earth Guide& Map ........................ £5.90 
.............. Tunnels &Trolls £6.25 Angmar- Land of the W~tch King £6.75 

Tunnels &Trolls £3.50 Ardor - Realm of Southern Middle Earth .. £6.75 
.................. €3.50 Umbar- Haven of the Corsairs £6.75 . ....................................... Sea of Mystery £2.30 Northern Mirkwood-WoodElvesRealm £6.75 

........................................ ...................................................... Blue Frog Tavern €2.30 lsengard £6.95 
.................................... Sewersof Oblivion £2.50 

...................... Death Trap Equalizer ..... £3.20 RUNEQUEST 
............................. ................... ......................... Catacombsof Bear Cult £2.50 Boxed Set .. £7.90 

..................... ................................................... Naked Doom .. ............... £2.00 Rulebook €5.25 
...................... ........... ............................ . . .  Sorcerer Solitaire .. £2.00 Cults of Prax ... €5.2$ 

................... ........................................... ................... Weirdworld £2.00 Cults of Terror .. £6.90 
................... ............................. ............................................. Buffalocastle £2.00 Plunder .. £4.20 

............................................... ........ Overkill €2.00 Questworld £11.60 
........................ ............. Sword for Hire .. £2.20 RUNEQUEST 

Labyrinth ................... .. .......................... £2.20 1: Humanoid €3.50 
Arena of Khazan ..................... ... ........... £2.20 2: Adventurer £3.50 
Beyond the Silvered Pane ....................... £2.50 3: Attack o f t  £3.50 

................................... ......................... ................... Dargon's Dungeon £2.50 4: Broo II .. £3.50 ................... .............. ................................................ Misty Wood £2.20 5: Dragonewts .... £3.50 
....................... Uncle Ugly's Underground £1.35 RUNEQUEST ADVENTURES 

......... ............................ ...................... The Complete Dungeon of the Bear £3.00 Pavis .. £12.70 
Beyond thewall  ofTears €2.50 Big Rubble €12.70 ......................... 

...................... Gamesmen of Kasar ...... £2.50 
TRAVELLER OTHER GAMES 
Traveller.Starter Editi €6.95 Talisman ................................................... £5.75 ............................................. Book 0: Introduction £2.40 Warhammer £5.00 
Book4: Mercenary .................... .. ........... £2.40 Dr. Who .............................. .. ................... £5.75 

.................................................... ................... ........ Book5: High Guard .. £2.40 Warlock £5.00 
.......................... ................. ......................................... Book6: Scouts £2.40 Quirks ............. £4.20 

.............................. .................................. Supplements 1-13 £2.40 Quirks Expansion Kit 1 £3.20 

............................. ......................... Traveller Adventures 1-1 1 £2.40 Quirks Expansion Kit 2 £3.20 
Traveller Double Adventures 1-6 .............. €2.40 Judge Dredd ............................................. €6.50 

Cheques - Made payable to Micromail Ltd. 
BCJ Access welcome Please add 50p to dl ordersfor p&p in the UK. 30% for overseas. 

Discount on orders over f20for  schools and colleges. 
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TREASURE CHEST 

Treasure Chest is a regular department for readers'D&D ideas. forthe character, and hence a challenge. 
For this reason, an NPC arch enemv is 
also the easiest to DM, and the besi 

ArchS E e m i es i n FR P ch%E2?%Z~:~~t  don't increase 
in ability, and therefore become less of a 
challenge, three options are open to you: 

1. You can allow the failing arch 
by J H Dickson enemy to retire gracefully, and intro- 

duce another. 
2. You can have a momentous 'last 

'Oh no, notthatfilthy umber hulkagain!' players made exactly that mistake, and stand' in which the arch enemy upholds 
came the unanimous cry. he is no more. his honour in a final fight, while he still 

This umber hulk, which started as a Also remember that on the Prime poses a threat, almost always resulting 
wandering monster, had somehowturn- Material planes the greater devils and in hisdeath. This alwaysgoes down well. 
ed into an arch enemy. It had outwitted, arch-devilscan be killed and re-killed as 3. The arch enemy neither retires nor 
escaped from, robbed blind and even many times as they have points of con- admits his defeat, but simply becomes 
murdered members of the party, and stitution, which makes them excellent more devious. He uses all his abilitiesto 
now it was here again. It had stolen afol- arch enemies. the full. HF relies more and more on his 
der - a very important folder, which it Arch enemies should appear reason- cunning tc outwit his foe than on his 
used as an inanimate hostage if things ably regularly, if only to test their power sword arrr. 
got rough. against that of the character, which is Finally, the rival's dungeon; this can 

'Kill me and you'll never get it,' was ever increasing. Don't make the mistake bea special dungeon hired outto wealthy 
the umber hulk's standard reply to a . characters, or their arch enemies, or 
threat. 'YOU! I should have known, YOU both, or can be just a highly entertaining 

The'ransom'forthisfolderwas grate- swine.' scenario-it amounts to the same thing. 
fully received by the fiend many times, The character and arch enemy enter 
though each time he found some new 

it is Imdo 
the dungeon at opposite ends, and must 

way of getting out of delivering. He was this O ~ ~ O r t u n i t y  to you ' l ip  search out and kill each other. Make a 
the arch enemy. out of my hands? Take that, record at all times of where the arch 

But all good things must one day come you dog!' enemy is, but don'ttell the player unless 
to an end. When he assaulted Zimone, they meet. 
the high priestess, in front of the rest of of making them appear too often, how- The two rivals use their ingenuity to 
the party, it was the final straw. ever; it gets a little monotonous, and you lower their opponents HP as much as 

Battle took place and the umber hulk know from real life that you get tired of possible first by setting traps, while 
died; the folder was found on the hulk's even your favourite things if sampled avoiding those set by the opponent. 
person, and so came about the end of a continuously. Monsters should be scarce in this dun- 
fearful arch enemy. It was almost a NPCarch enemiescan bethe mostfun geon; powerful monsters could kill one 
shame to kill him. to DM, and are the most long running. or the other of the rivals and that would 

Every party should have an arch The reason for this is that they advance defeat the object of the dungeon, but 
enemy. People who spend the majority in levels like the characters they are the should be present in small numbers. 
of their lives hacking and slashing and 
doing their best to slay and maim mon- 
sters can hardly help it. Those sort of 
people tend to be rather unpopular with 
monsters. They make enemies easily. 

Survivors from a monster massacre 
are the obvious candidates. Their 
friends and possibly family have been 
slaughtered, they have been injured, 
their dwellings ransacked and posses- 
sions stolen. Revenge is strong in their 
hearts. 

Only the most powerful or stupid 
monsterswill run yelling afterthe party, 
sword flailing. If the characters have 
defeated them once, why shouldn't they 
again, now the monsters' numbers are 
fewer? 

Put yourself in'the place of the 
vengeful monster. It would not only 
plan the attackverycarefully, but would 
usually rally support first, too. Othersur- 
vivors and nearby bands of monsters 
might help, the other bands not neces- 
sarily of thesame race; elves might help 
against dwarves, anyone might help if 
they might be next on the party's hit list. 
Mercenaries may be hired. 

As characters become more powerful, 
so should their arch enemies. A magic- 
user with only write, shield and magic 
missile spells, and 5HP, may well have 
nothing more deadly than an orc for an 
arch enemy, but even a member of Uruk- 
hai is nothing to a mage flinging light- 
ning bolts around, as he may well 
become. Eventually, nothing is left but 
to use demons and devils. 

Don't go too far - Geryon can defeat 
any character - or should be able to if 
your campaign is well run. One of my 
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STARBASE 

Since Traveller is a game of science fic- Starbase is an alternate-monthly ations of normal probability, with con- 
tion rather than scientific fact referees column for readersf ideas for sequent chemical and physical instab- 
should consider the.possibility of design- Traveller, edited by ~~b ilities, peculiar coincidences (everyone 

-ing a universe with an unusual structure. dials the same wrong number simul- 
Mc This some- taneously), and a general breakdown of 

C U N ~ ~  Space thing on varying universal 'laws: cause and effect. See Thelnfinite Man by 
The normal Traveller universe is appa- Daniel F Galouye for one slightly 
rently infinite, with each sector joining extreme description of this process. 
another in a flat plane spreading across Th e Ed g e Dimensionless NumberAnomak:  
the universe. An enterprising referee an effect which causes strange dis- 
could consider 'folding' a single sector, of crepancies between the normal results 
by having the 'top' join the 'bottom' and of measurement and calculation and the 
the 'left' the 'right'. This is illustrated in results of actual work. A typical effect 
figure I ,  showing a normal sector sur- might be that two metre long girders are 
rounded by four others, and a 'folded' welded together to produce one a hun- 
sector surrounded by itself. The bound- 
aries between the 'top' and 'bottom', 

I n f i n it y dred and sixty centimetres long. See 
Getaway From Getahwei by Colin Kapp. 

and between the 'sides', are of course Artificial Universes: some sort of arti- 
undetectable- in fact non-existent-and Variant Universes ficial structure, as small as a single system 
are crossed by jump routes like the in Traveller or as large as the'real'universe. It might 
boundaries between normal sectors. even be a wholly imaginary creation, a 
Advantages for a referee are compact- by Marcus L Rowland figment of the'mind' of a suitably power- 
ness, with a finite number of systems ful computer. This concept embraces a 
necessary to fill the universe, and the duplicated in both surrounding areas hugevariety of possiblestructures,with 
fact that short cuts are available which when it jumped out. Players could be many strange phenomena for playersto 
limitthe longest possible journey to half aware of the duplication, and of their encounter. For variations on this theme 
a sector. This can have dramatic effects 'dopplegangers' fate -they might be see The Maker Of Universes by Philip 
on the resolution of events. However, it psionically linked so that if onedied,the Jose Farmer, Counterfeit World by 
does mean that large political organisa- otherwould die-orcould remain ignor- Daniel F Galouye, and The Hitchhikers 
tions such as the lmperium are unlikely. ant until the referee chooses to let the Guide To The Galaxy by Douglas Adams. 
Referees wishing to add more systems 'two' ships meet. Worlds in the middle Velikovsky Mechanics: in this peculiar 
can add another 'folded' sector parallel of a space warp would probably have a system, planets can suddenly develop 
to the first, linked by a few long jump lot of peculiar features- twice the nor- orbital instabilitiesandfall towardstheir 
routes (Fig 2). For more unusual effects ma1 number of stars in the sky, a sun sun, approaching other planets but being 
it is possible to link the 'top' of a sector abnormally rich in heavy elements (it repelled by enormous electrostatic 
to one 'side' and the 'bottom' to the absorbs twice the usual amount of inter- charges. Other effects of these close 
other, as in figure 3. stellar dust), and very high gas and encounters are the formation of hydro- 

micrometeorite counts throughout the carbons in the atmosphere, with some 
Space Warps, Wormholes, etc system and so on. being converted to edible carbohydrates 
These anomalies in the normal structure Wormholes are similar to space (eg manna), odd orbital effects such as 
ofthe universecan beof any size,from a warps, but involve travel at the speed of temporary halts in a planet's rotation, 
fewcentimetres in diameterto the width light rather than an instantaneous pas- and the like. Interested referees should 
of a solar system. Objects entering them sage between one location and another. read Worlds In Collision by I Velikovsky, 
are instantaneously connected to another However, it would be impossible to tell but turn off their critical faculties while 
area of the universe. Small warps have the difference unless players actually doing so. 
value as transport and communications travelled through such a hole, for they Referees must make every effort to be 
facilities, although they will rarely be in would experience no passage of time fair and consistent. Once a particular 
convenient locations, while a really while the universe aged by yearsorcen- anomaly is realised the players should 
large warp might surround a solar sys- turies. If referees use either warps or be given every possible opportunity to 
tem, which would in effect be in two wormholes they should be extremely exploit it, if they can think of suitable 
locations simultaneously. Ships jump- rare, with only one ortwo per campaign. methods. Above all, the referee should 
ing into the system in one location They should not be'combined with any exercise as much restraint as possible - 
would have an exactly equal chance of form of closed universe. a universe in which every second system 
jumping out into the area surrounding holds a black hole, a space warp, or 
either of the locations. If there isn't a sys- Unnatural Laws some other peculiar manifestation will 
tem in the corresponding destination In this section are all the odder sugges- soon become boring for players and 
hex it might be a little unfortunate, so a tions of science, science fiction and referee alike. Outside whatever varia- 
kind referee should have an identical pseudo-science, from Velikovsky's tions are used, the referee should stick 
pattern of systems within a four-parsec unusual version of celestial mechanics as closely as possible to orthodox play. 
range of each location (Fig4). The two (based on the 1920s idea of atomic When a suitable balance between con- 
linked locations could be a few parsecs physics) tothe more outlandish ideasof ventional play and unusual physics is 
apart, as illustrated, or at opposite sides speculative physics and mathematics. achieved, both,the referee and players 
of a sector. Another possibility is that a Breakdown of Probability: an area of should find an added interest in the 
ship entering such a system would be the universe experiences localised alter- game.[? 

Fig 1 :  Normal sector compared to a Fig 2: Sector A has four edges 1-4 
closed folded universe. Sector A is linked as shown. Two jump routes are 
surrounded by sectors B-E with the illustrated, one linking the 'Top' to the 
borders crossed by several jump 'Boitom', a, andone 1inki"g 'sides', b. 
routes a-d. The jump routes follow drrectrons of 

the arrows. 
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SMALL ADS 

CLASSIFIED Fight Galactic Oppression! RQ in ~e rse i s ide  
Join The ClusterRebellion, a com- 15-yr old RuneOuest player seeks 

CLUBS 

I classified ads must be prepaid 
the rate o f  lop per word, display 
Is £3.00 per scc. Please send 
pyandpayment to White Dwarf, 

z/-29 Sunbeam Rd, Park Royal, 
London NWIO, making chequed 
POspayable to Games Workshop 
Ltd. 

SLOUGH 
Games: Traveller, RuneQuest, 
Call of Cthulhu and others. 
Time: Wednesday 7.30-10.00pm. 
Comments: Limited members but 
all ages welcome. 
Contact: Stephen Saunders on: 
Slough 20867. 

puter-moderated postal game set 
in a future interstellar society. For 
£ I per turn you can help to over- 
throw the tyranny of a hereditary 
dictatorship spread over 40 star 
systems. 

Played on a two-weekly cycle, 
Cluster, also offers intermediate 
objectives, with a free turn for 
10% of the players in each turn of 
the game. 

For a free booklet on the 
background of the game and 
details of how to join, write to the 
address shown below-no obliga- 
tion, no SAE needed. 
Emjay, 17 Langbank Avenue, Rise 
Park, Nottingham NG5 5BU. 

club or players in local area. 
Willing to learn other FRP games. 
Write to: Robert Yates, 5 St James 
Drive, Bootle, Merseyside L20 4EL. 

En Garde PBM 
Competent players, enthusiastic 
beginners needed for postal En 
Garde! game. Established group 
of players, 4 week turnaround. 
Further details: SSAE to S R 
Wells, 4 Grange Close, Great 
Glenn, Leicester, or tel: Gt Glenn 
2791. 

Traveller For Sale 
Books 0-5 + first edition High 
Guard, Supplements 1-73, Adven- 
tures 1-9, Double Adventures 1-6, 
Striker (boxed), Vanguard 
Reaches, Beyond, SORAG, Mer- 
chants and Merchandise, Scouts 
and Assassins, IlSS Ship Files, 
Action Aboard, FCI Consumer 
Guide. Good condition, worth 
over £1 10, £75 ono. Also 2000AD 
86-346, £60 ono. Write to: 
A Sheppard, 89 Gordon Road, 
Corringham, Essex SS17 7QZ. 

Still Going Strong ... 
SEWARS (bi-monthly) fanzine, 12 
The Fryth, Basildon, Essex. Two 
different back issues for£ 1 .OO incl 
p&p. Yearly subscriptions £4.00. 

Wereman 9, Not Down, Not Out 
SAGA'S defeat of J Wallis has left 
him unemployed - Wereman 
goes on - RO, AD&D, Traveller 
and more, 44 pages. 50p to: 
R Barb, Spring Wood, Hedgerley 
Lane, Gerrards Cross, Bucks. 

BLACKPOOL 
Cleveleys Gamesclub 
Games: RPGs; mostly AD&D, but 
will try others and wargames. 
Time: Every Wednesday 7.30pm. 
Place: Darleigh Hotel, 16 Clegg 
Ave, Cleveleys but please ring 
Kevin to confirm. 
:omments: We are a new club, no 
experience necessary, all ages 
! velcome. 
Contact: Kevin Cropper on: 
(0253) 85551 1. 

LONDON, HAMMERSMITH 
Shadow Warriors 
Games: Any FRP. 
Time: Saturday 12-6pm, every 
week. 
Place: Hand in Flower Hotel (1st 
floor), 1 Hammersmith Road, 
London W14 (80ydsfrom Olympia). 
Contact: Trevor - just turn up at 
club. 

Mercy! 
17-yr old maleAD&Dplayerseeks 
group of players anywhere in the 
area of Birmingham of any sex, 
age, race, alignment or football 
team. Write to: Steve Allsop, 
282 Witton Lodge Road, Perry 
Common, Birmingham B23 5LT. 

The Pink Pearl 
48KSpectrum. Explore the ruined 
temple. Journey through slimy 
tunnel systems. Battle againstthe 
forces of evil, appearing in the 
form of goblins, dragons, hob- 
goblins, snakes, serpents, etc. 
Disarm traps, solve numerous rid- 
dles. Reclaim the mysterious Pink 
Pearl from the murky depths of 
the deadly lagoon, located in the 
bowels of an erupting volcano, and 
return to a hero's welcome. This 
mystic adventure contains well 
over 200 locations,with a massive 
vocabulary of 155 words, com- 
plete with over 90 messages to 
amuse and enchant you! At £4.95 
incl p&p, it's a must for any true 
adventurer! Astrosoft (W), 101 
Church Rd, Ferndown, Dorset 
BH22 9ET. Order today for 
immediate despatch! 

Challenge! 
Ogawa Yatsuburo, a great silver 
petal bushi of lajima Province and 
son of 0 Yoshimura, scourge of 
the mongo1 fiends, desires 
revenge upon the miscreant 
inhabitants of the barbarian 
ronin's mansion. 

Essex Player 
Young player looking for club in 
my vicinity. Enjoys fantasy war- 
gaming and all RPG. Experience 
in D&D, T&T, RO and willing to 
learn. Contact Simon: Brentwood 
21 2086. 

WITHAM, ESSEX 
Witham Waraamers 
Games: Boas wargames and 
RPGs. Bring your own games as 
well. 
Time: Most Saturday afternoons. 
Place: Members' houses. 
Contact: D Ezra on Witham 5131 57. 

DM Aid 
A game assistance program for 
the world's most popular FRP 
game. Generatescharacters and 
monsters, handles encounters 
and combat, saves on paper- 
work. For the 48K Spectrum; 
only £6.95 (+45p p&p) from: 
TNTSoftware, 4 Marchmont 
Street, Edinburgh EH9 IEJ. 

Eastbourne, East Sussex 
Wargames club. New members 
welcome for wargames in all 
periods from Ancient to Modern, 
AD&D, general boardgames. Club 
nights Mondays and Wednesdays, 
but clubrooms available through- 
out the week if required. Phone: 
0323 59546 or 24416 for details. 

For Sale 
New Gamma Worldwith GWI, 
GW3, screen -£ 10. Fiend Folio £6. 
Will split or negotiate. Phone Nick 
on: (02357) 2489. 

GARSTANG, LANCS 
Golden Sword of Garstang 
Games: AD&D and Traveller. 
Time: Mainly Thursday evenings 
and some specials at weekends. 
Place: Members' houses. 
Comments: Minimum age 18+ 
Contact: Mike Bullock, Pepper 
House, Old Lancaster Road, 
Catterall, Garstang, Lancs, or 
ring: Garstang 5246. 

For Sale 
Dragonquest, Quirks, Illuminati, 
Valley o f  the Four Winds, Valken- 
burg Castle, Dragon Rage, Survival + Barbarian. Phone: (0733) 75539. 

Never Seen A Fanzine? 
Try Shadowfire as an introduc- 
tion; multi-system scenario, reli- 
gion in FRPs, fiction, reviews and 
excellent art. 60p to: Richard Lee, 
226Graham Rd,Sheffield SlO3GS. 

Starfleet Battles PBM 
Opponent wanted for SFB PBM 
system described in Nexus 6. 
Must have access to Commander's 
Rulebookand Ex~ansions 1.2 and For Sale 

Every existing T&Tadventure. 
Also, Solos 1,6, 10,16. £ 1.75 per 
item. Rule book £3. Tony Ellis, 
8 Hillcrest, Mayland, Chelmsford, 
Essex CM3 6AZ. Tel: (0621 ) 740608. 

HOLDERNESS 
3, or ~ommand&'s ~ulebook vol- 
ume II. Please write to: Mike Scott, 
10 Hough Green, ChesterCH48JG 
enclosing SSAE. 

The Rheinrhehm Travellers 
Games: AD&D, RO, SFplusothers For Sale 

As new; boxed RuneOuest £6.00, 
boxed Traveller £4.00. Morrow 

-willing to try others orwargames. 
Time: Fri, Sat and Sun evenings. 
Place: Members' houses. 
Comments: Ages 14-17 welcome. 
Contact: Simon Miles, North- 

Project £4.50, T&T rulebook, 
Catacombs o f  the Bear Cult, Com- 
plete Dungeon of the Bear, Sewers 
of Oblivion, Blue Frog Tavern 
Gamesmen o f  Kazar f 12.00, Cry 
Havocf5.00. Will pay postage. 
G Hughes, Camelot, East Twthill, 
Caernarfon, Gwynedd LL55 1 PF. 

Penpal 
AD&D Lendor the half-orc, or SF 
Marzii the Yazirian, requests a 
penpal. AD&D or SF. Please write 
to: Kevin Smith, Block28,12 Floor, 
Baguio Villas, Pok-Fu-Lam, 
Hong Kong. 

Holiday Cottage 
Self cater 5, on farm, quiet, good, 
£50-£ 125 pw. SAE to: Thomas, 
Esgergraig, Beulah, Newcastle 
Emlyn, Dyfed. Tel: (0239) 75671. 

lands, Westwood Ave, Hornsea, 
E Yorks HU18 IEE. 
Tel: (04012) 2296. 

CHEPSTOW 
Morgdens Fantasy Club 
Games: AD&D/Basic D&D. 
Time: To be arranged. 
Place: To be arranged. 
Comments: New club; all wel- 
come (novices and experienced 
players). Also good artist wanted 
for club magazine! 
Contact: Morgden, 2 Sycamore 
Ave, Chepstow, Gwent NP6 5JU. 

HELP! 
For Sale 
AD&D set plus dice, 4 books: 
DM'S Guide, Players Handbook, 
Fiend Folio, Monster Manual, £35. 
Tel: Cleethorpes 696902. 

Hell Hounds 
Play-by-mail RPG club. Free mem- 
bership. Features AD&D, Call o f  
Cthulhu, Traveller, RuneOuest 
and even Car Wars games. 
Interested? Contact: Hell Hounds, 
116 Shaggy Calf Lane, Slough, 
Berks SL2 5HQ. 

Is there life in  Milton Keynes? 
Are there any clubs or persons in 
the Bletchley or Milton Keynes 
area (16+) who could show me 
how to GM or play RuneOuest, as 
I have no experience at either. 
Contact: P Keary, 43 Frensham 
Drive, Bletchley, Milton Keynes. 
Tel: 642281. 

For Sale 
Wizards f 10, Gangbusters + 
modules £ 12. Tel: Stoke-on-Trent 
818248. Milford Haven 

19-yr old wants to join club or 
form one with players of similar 
age in the Milford Haven area (or 
nearby). Plays RQ, AD&D. Con- 
tact: Mark Hughes, 71 Pill Road, 
Milford Haven, Dyfed. 

RUTLAND 
The Berserkers 
Games: D&D, AD&D, will try 

A4 Adventures 
For all you downtrodden Tunnels 
& Trollsplayers. Send 40p + large 
SAE to: Geraint Davies, 2 Dochdivy 
Road, Llandough, S Glamorgan 
CF6 1 PB. 

Medieval Combat - Live! 
The Medieval Combat Society 
requires more members - knights, 
ladies, squires, men-at-arms, 
longbowmen, etc, for their re- 
enactments of 14th century foot 
combat. Plus banquets! Wargam- 
ers, FRPers and historiansequally 
welcome. Contact: Nick Gale, 
10 Edgell Rd, Staiines, Middx. 

others. 
Time: To be arranged. 
Place: Players' homes in Oakham. 
Comments: Small group of fana- 
tics require morevictims. No kids! 
Contact: G Haynes, 7 Wreake 
Walk, Oakham, Leics. 

Wanted 
WD42 and WD44 in good condi- 
tion. I am desperate! 
Phone: 050 784 771. 

SIFRPG Sale 
Send SAE to: Zunder, Ranmoor 
House, Shore Lane, Sheffield. 



SAMURAI BLADES Latest 
Release £ 9.95 Full Colour Maps/Counters 
Fuedal Nippon with bushi, monks  
and  ninja. Man-to-man fighting t o  Cry Havoc Counters e2A5 
be shogun, companion to cry , 

Superb full colour counters ideal for 
H ~ ~ ~ ~ ,  M~~~ and counters sold NPC's or Medieval skirmishes. 

separately £2.45. Siege Counters £2.45 
SIEGE £9.95 For use as  NPC's or Medieval battles, 

S to rm the  castle o r  hold out  
contains Ballista, Ram, Mangonel 
Trebuchet. 

staunchly. Treachery, siege 
engines a n d  mining. Companion t o  The Village Map E2.45 
C r y  Havoc. Excellent base for a role playing 

adventure or for skirmishes. 
CRY HAVOC £9.95 Size 22L/2x16". 
Original game of mediaeval man-to- The Crossroads Map 

Dungeon Accessory Pack 1 £2.95 Hex Paper Pad E1.g5 
Stone floors, bare ground, steps, pits Handy A4 size for mapping role playing 

man combat .  Knight against Open terrain for skirmishes. and grilles. All you need to start your 0' wargames. 50 sheets. 
knight, judged by t h e  sword. Size 22L/2"x16". adventures. 12 sheets boxed, 1 sheet Macro Hex Pad £ 1.95 
Peasants  battle for liberty. Cry  mapping paper. A hex paper with a large hex over- 
Havoc a n d  let slip t h e  dogs  of war. The Forest Map £2.45 Dungeon Accessory Pack 2 £2.95 printed, enabling an area from a 

Ambush country for role playing and ~~~~~d your adventures with boats, campaign to be blown up and drawn in 
OF E9.95 small unit tactics. Size 221/2"x16. 

Magical research a n d  combat  in t h e  trees, furniture, skulls, swords and detail. 50 sheets. 

arcane city. Novices struggle by The Castle Map f2.45 much,more. 12 sheets boxed, 1 sheet J U ~ ~ O  Hex Clear Plastic £1.80 

courage and to join the Border castle for those of a modest mapplng paper. This is a sheet of clear plastic for use as  
devirse, all fixtures included, draw- ~~l~ playing character pads £ 1.95 an overlay. 25 or 15mm no'd. 17"x25". 

ranks  of t he  wizards. bridge, tower and battlements. A A timesaving permanent character Jumbo 1 Square  £2.95 
SPEED AND STEEL £9.00 desirable residence for any lord. record. Pad of 50. 10 sheets 17" x 25", 1" grids printed on 
Europe-late 1930's. Arms  build-up, Size 221/2"xlfj". Jumbo  Hex Pad  £2.95 parchment paper. For mapping or pre- 
blitzkrieg and  terror  bombing. The Camp Map £2.45 Map your campaign professionally. Each planned adventures. Blue Or sand. 

THUNDE-RIN GUNS £6.99 Useful for many roleplayingorwargame pad 10 sheets, 17" x 25" with 15mm Card Warriors £1.50 per  sheet  
~h~ old west, when men were men. campaigns, features include, marquees, hexes. Hexes consecutively numbered. Full colour figures toaid role player sand 

tent lines and defensive ditches. Felt Hex £ 12.95 wargamers. F1 Dungeon Adventure, 
T h e  sound  of the  .45's a s  thesheriff Size 221/2"x1g, 
heads  off the  outlaws a t  t he  pass. Battlefield sized gamescloth 6' x 4'with monsters, drag0n and F2 

Map of Deep Space £2.45 1" hexed side and plain side, F~~~ Savages and Swordsmen. DAI Saxon ' 12'95 Black map overprinted with a white colours for grass, sea, sand and space. Army. Infantry. DA2 US2 Confederate Army. Infantry. hion 
Stardate  2401, Invaders sighted but 25mm hex. Ideal for all space campaigns Plain Felt £6.25 per  metre US3 Union Cavalry. US4 Confederate 
megamissiles leave the  galaxy f ree  and adventure skirmishes. 72" wide, any length may be ordered. cavalry. u s 5  Civil War Artillery. 
for humanity. Size 221/2"x16. For grass, sea, sand and space. 

Mail Orde r  - Please send your cheque/postal o rde r  to ,  S t anda rd  G a m e s  a n d  Publications, Arlon House,  Station Road, Kings Langley, Her t s  W D 4  8LF. 
Post  & Package free U.K. only. Overseas  a d d  15% t o  the  total cost.  For  free brochure  s e n d  s.a.e. ACCESS taken. T rade  enquiries welcome worldwide. 
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ESDEVIUM GAMES 
LOW COST MAIL-ORDER SPECIALISTS - 

SHOP 9.30-1.30.2.30-5.15on Mon, Tues, Thurs, Fri 
OPEN 9.15-5.15 on Saturday 

Closed all day Wednesday 

Wide selection of boards, pieces & sets for CHESS, GO, SHOGI, MAHJONG, 
BACKGAMMON, TRI-CHESS, 

Come &see the BIGGEST & BEST 
CITADEL, CHRONICLE, Q.T., DENIZEN + WARBAND, Fantasy and Science Fiction Selection of Games, Rules &Accessories 
miniatures at manufacturer's prices. P&p 10% (30p min.-f 1.30 max.). 
Overseas p&p 30% (80p min.) 

in the South 
Historical Board 

69. 
Fantasy - Role Playing Other Role-Plaving Games Wargames 
Dungeons & Dragons (TSR) R A:Er:i: ~ S m U s ) ~ ~ . ~ ~  YorMown(lT)£ll.95 * Baslc Set £9.50 D&D Expert Set £9.50 * Operation Morpheus £5.04 Jena(lT)£12.95 * Monster Manual 11 £9.95 * Sydney: Wilderness Campaign £4.95 Anlla (IT) £13.50, ~usteriitr (IT)£16.95 

Flend Folio. Monster Manual. Playen Boot Hill (TSR) £9.50 * Vlctory at Waterloo (At) £7.95 
Handbook. Dellless Deml-Gods £9.95 eseh Refs Screen, Modules £3.95 ea. * DAK. * Scourgeof God. * Napoleon's Last 

Science Fiction DungeonMastersGulde M0.95 Bushldo(FGU) £12.95 Triumph (SlmCan) £12.95 

* Company War (Downbelow Stn) (May) £16.95 
TSR AdventureModulesILevelsl: CallofOthulhuE18.95 * S~eqe fSGPlP9.95 

Vll Legton (IT) R £13.95 
(I-3)B1,2,3.4.5.Nl,U1,2£4.50~. * Arkham Evil £6.95, Yog-Sothoth £7.95 

Samural Blades (SG) £9.95 

* Other Suns R £11.95 
MI ,  2 (Solo) E4.50each * Death ln DunwlchE6.95, Asylum £7.95 Gunslinger (AH) £16.95 

Freedom tn the Galaxy (AH) £16.95 
(2-4) LI. (2-5) * 12. (3-5) U3 £4.50 00. * Othlhu Companlon£6.95 Tactics (AH) £10.45 * Starfleet Battles (TF) £17.95 
13-14) XI. 2.3 (6-9) X4.5 £4.5088. * Pursu!tto Kadath £7.95 Bull Run (AH) £13.45 

SFB Expansion Klts I ,  2. 3 £5.95 ea. 
(9.12) EXt.2 £4.50 88. * Daredevils(FGU) £10.95 Up Front (AH) £21.45 

Federation Space (TF) E13.95 
(4-7) At. 2.3.4, UKI £4.50 ea. Lords of Creatlon (AH) £10.45 017- Queen of the Skles (AH) S £13.45 

* Banle Damage: Code Red (TF) £4.50 
(5-7) H, 2.3.4. Ct. C2£4,50sa. 16c4.95 Horn of Roland (Exp) £7.95 Ambush (V!n) £19.95 * SFBCommandenRulebookE7.95 
(5-1 0) S2 £3.50 (6-1 0) 54  £5.50 DOModuler £2.95, £3.95, £6.95 * NATO, NedWarln Europe(Vict) £13.45 

* BaniecarslGW) £6.95 
(6-1 0) WG4 (6-14) St E4.50 ea. * Champlons(HG)£I2.95, lle6.95 * Nato Dtvtslonai Commander(SPl) £23.95 

* Banlebikes (Exp) (GW) E4.95 
* (7-9) 15 £4.95 (8-12) 53 £5.50 h Enemles I. ll M.5Oeach Aceof Aces. Powerhouse El0.95each 

BanlecaWCar Wars Expanslon: 
(6-9) G I  -2-3 £4.50, (+) D l  -2 £4.50 Espionage (HG) E12.95 * Ace of Aces- Flylng Machdnesfl0.95 

* Turboflre, Hell on Wheels (GW) £5.50 ea (10-14) D3, Q1 E4.50ea. Gangbusters (TSR) £9.50 Squad Leader (AH) £14.95 

* Ogre, GEV. OgreBook(SJG) C4.50each 
* World of GreyhawkE9.50 Refs Screen Modules £3.95 ea. Cross of Imn (AH) £13.45 

0 Dimension Demons (MGC) £1.95 Runequest (Ch) R £8.95 Bxd * GB4-Vanish~ng Invest~gator £3.95 
Crescendo d Doom (AH) £13.45 

Millenium, ldro(IT)£l5.95 each RulebookE5.95, Hardback £10.95 Gamma World (TSR) £9.50 
G.I. Anvll of Victory (AH) £24.95 

* BanlesuR (SJG) £3.95 Cultsof PraxE5.95, of Terror £7.95 RefsScreen, Modules C3.95ea. 
* Their Finest HouriGDW) £19.95 

Berserker (FBI £5.50 Man, Myth 8 Maglc (Yaq) £16.95 Col, COD, Roque, WWW Scenarios £4.25 each 
RunequestCompanlon £6.95 

Sword and the Stan (SPI) £6.95 Death to Setanla and other Adventures £4.95 Banle for Italy (AH) £5.95 
Scenarios 

Unkverse (SPI) R £12.95 Eqyptian, Norse. Trlloglesf8.95 
Hundred Days Banle (AH) £5.95 * TheBig RubbleCl4.95 Pavis£l4.95 

Kroll8 Prumn~(lT) £13.95 * Mlddle Passaqe (RagN) £3.95 
Frederick the Great (AH) £10.45 

Car Wars (SJG) £4.50 
* Grifl1nMountaln£9.95 * Powers and Perlls (AH) £19.95 

Conqutstadar (AH) E14.95 

cw Expanslon K is  I. 2.3.4 £2.95ea. 
Apple LaneC2.95 Gulf Strlke (Vlct) £24.95 
Duck Pond £3.95 * Privateers R Gentlemen (FGU) £12,50 

CW Sunday Ddvers (SJG) £4.50 
Hell's Hlghway (Vlct) £15.95 * QuestworldE12.95 * JamesBond 007(Vlc) 

CW Truck Stop (SJG) $4.50 Bas~c Rulebk, Q Manual £7.95 each 
* The Civil War(Vlctorv)fl4.95 

* AutoDuelChamp~ons (SIG) ff.95 
Solo QuestE4.95 * Panrergruppe Guderlan (AH) M4.95 * Scorpion Hall (Solo 11)£4.95 GM Pack £7.95. Dr NO £6.95 * CW Refs Screen £4.50 

* Vlelnam 1965-75 (VIC) E16.95 * SnowQueen (Sololll) £4.95 Octopussy, Goldfinger C5.95each 
Star Frontiers (TSR) R £9.50 

* 1809 Napoleon's Danube Campalgn (Vic) £14.95 
Duck Tower £3.95 DeLuxeGameE11.9 Modules SFt. SF2. SF3 £4.50 ea. Far Your lnformat1on%7.95 * Lawrence of Arabia. Ktrovgrad (3W) £lZ.gSeach 

SF_Knlqht HawksW.50 
Broken Tree Inn £2.95 * Mercenanes. Sples8 Prlvate Eyes £5.50 

Armles of the Potomac. Tennessee (3W) C12.95 eaa 

@ 
Jade Jaguar £3.95 

* Tothe WolfsLalr (PWG) £12.95 

* Superworld (ch) £18.95 
* Gazaia 1942,Aachen(PWG) £17.95 

SF-Traveller I?, S (GDW) £7.95 StormbringerjCh)£!8.95 
Korsun Pocket£l9.95, Kanev £8.95 

Traveller Book £6.95 Stormbrlnger Companion £7.95 Near East (GDw) £11.95 
Hlghguard. MemenaryE2.95each Thunderon' Guns (SGP) £6.99 

Assault (GDW) £14.95 

Scouts £3.95 * TO ChallengeTomorrow (Rag) £5.50 Normandy Campalgn (GDW) £8.95 

Forms 8 Charts. Veterans and Top Secret (TSR) £9.50 
Red Storm (Yaq) £14.95 

all earlier supplements £2.95 each Ref's Screen, Modules £3.95 ea. Western Desert (GDW) £13.95 
Scenarios Wild West(FGU) £7.95 Blue Max (GDW) ~16.95 * Nomadsd Worldocean £2.95 Ysgarth Rule System R £7.95 Trouble on Widows Peak (Scen) £295 

The Brotherhood (GDW) £8.95 

Earlier Adventures (14)and supplements 1.2.3 fl.75ea. * Victorian Adventure (SKSI r3.50 
% Marlboroughat Blenhelm (WEG) £5.50 

Do~bleAdventures 1-6 U.95each Boxed set (Rules, ~upplemenfs) £11.95 * Warhammer (Citadel) f5.95 
* Flreonthe VolgaE19.95 

* Tarsus(M0dule l)£8.95 Ysgarth Adventures £1.20 * Battle forthe Faclones £22.95 

Doom of the Slnglng Star(JG) £8.95 * ~dventuresfrom the Abyss £2.95 * Amhem Bridge, 8th Armv(nn) E8.95each * Legend,Tra~l, Fate of the Sky RaidersE4.50each MI~I-Systems: WeresE0.70 * Middle Earth [ICE) R £6.95 * Forward to R1chmond(WWW)£9.95 * Rescueof Galatea (FASA) E4.50each Character Role Playing £1.45 * ~ ~ ~ £ 3 . 9 5  * lsengardff.95 Close Assault (Yaq) £10.95 
Ordeal by E Shaar, Actlon Aboard. ungartawyrdworld Scenarlos£I.M) fiEl.45 * NorthernMlrkwwdC7.95 * RememberGordonfPhoentx EntlE13.95 
7 Pillan IFASAl f4.50each AbyssMagazlne £1.00 * Angmar. Umbar.Ardor£7.95 
~ ~ ~ t o f  JTAS 11.1il E2.95each * SouthernMirkwwdE7.95 
StrlkerMRflO.95 * Fellowshipof the Rlng B £21.95 
Azhantl Hiqh L~ohtnina £19.95 Role Playing Aids @ SF-Space Opera R, 3FGU) g ~ S ~ ~ ~ , ~ ~ ~ ~ ~ ~ ~ $ k ~ ~ n £ 6 ' 9 5  Rolemaster (ICE) £ 29.95 
Ground 8 Alr Eau~oment £+ Arms Law £6.95, Spell Law £14.95 * Outworlds, Star Sector ~ t l ~ b ~  I, 2.11.12 c4;15ea. 

0ung~nFloorplanst~2,3E2.99each * Gnmtwth'STrapS I. 2 £3.75 
Claw Law £4.95 

Allen Base. Martlgan Ben £3.:&ach * castno Galactlca, lncedus Ill ~ 3 . b b a c h  
* ~ r a g o n  Tree Spellbook (DT) £5.50 

Seidon'sStarcraflCompend~um 1 8 11 £4.35 each * BwkofArtifacts(DT) E5'50 * BookofPlotsfDT1£4.S5 @ Computer Games 
VaunoftheN~erQueyon £ 3 . 6  * shady Dragon Inn (TSR) £3.95 

Large range of computer games by AH, SSI, and 

* ~owslon 2. Probe NGC 6436 £3.&ch * LOSI world combat ~ w k s  (Nova) ~1.95 ea. 
many others-on Cassenes8 Dlscs-for 

* Fasonln PerllE2.95 Atan, Apples. Pets. Spectrum, BBC. Dragon. * Operation Peregrine £4;35 
* Desert Plots (DT) £5.50 

Dwarves, Dark Folk. wizards WaYt E7.95 each 
2x81 . . . s.a.e. for lists State machme. 

* AgentsRebelllon£3.'l5 

~ o ~ y r , P w ~ ~  p f a r i o s  * Chivalry & Sorcery (FGU) £14.55 Magazines 
Sourcebook 1 £w. 2 £490 * Imag~ne£l.Ol 

@ 
* Brotherhood of Bolt. Streets of Gems * Swords8 Sorcerers £ 4-35 * TempestuousOrifice55p 

£7.95 00. 
* NexusC2.50 

Harn ~15,gs. CII~ of Harn £8.95 Tunnels &Trolls (FBI) £6.95 The Space Gamer ISJGl £1.95 

i HeartdtheSunken Lands(MK)E8.95 Rulebook£3.95 
The Fantasv GamerlSJG) £1.95 

t Starstone INS) £2.99 Solo Dungeons£2.M, £2.75, £3.00, U.50 
* The Dragon. Best of TD I ,  2, 3 £2.70 ea. 

* Swordthrust. Shlpwrecker (May) £4.95 ea. Whie Dwarf 90p 

* Dark Assasson, Traitor. Sp1ntStones£5.50each ofher Games Traveller's Journal £1.95 

Fantasy Games %Amazon Mutual WantsYou (DT) £3.95 
Different WuridsF.50 

* Best of Whiie Dwarf Scenarios, 
* 221BBakerSt. (HPG)£7.95 Heroes (AH), General (AW) £2.60 each * Sanctuary £16.95 

Articles I. I1 £1 .50 each 
* EnraCase Set £2.75 * BarbananK#ngs(SPI)£3.95 

Mlnlature Wargamlng 80p 
Pro-Tennls (AH) £13.45 

Myst!cWwd(PHl)£7.95 Tortured Souls 1.2.3 £1.95 ea. 
Demonsdrawl 45p 

* NO Honourm Sathporte ICIP) U.95 
C1v111sat!on(HT)£l8.00, (AH) H7.95 

Demons (SPI) Boxed £5.75 
Vacuous Grlmolre 50p 

Quest~on of Grav~ty (2-5th) £4.95 
* Interplay £8.95 *Grass £6.95 

Sorcerer'sCave (HPG) C7.i.3 
Sorcerer's Apprentlce £3.95 

* werewoM£4.95 d Tower of Maglcks (3rd-6thl £4.95 
1829(HT)£l9.W F1re8 MovementE1.95 

* Elrzc (AH) £13.45 The Conbact (3rd-8th) £4.95 
* 1829NoflhernBd.(HT)£20.00 * strategy 8Tactlcs. Ares E3.95each 

Illad. Odyssey (IT) £9.95each Draqons of Weno Tsen [ttfh-~lh £4.95 Rally (IT) £10.95 * DwmbookofChaos65~ 

0 Zargo's Lords. Wohrom (IT) E13.95 each 
* The Garden Game £15.95 Wargamer(+game) £4.00 

* c ~ t y  of Sorcerers (SGP) £9.95 Thieves Guild Scenarios * GI-The Galaxy Game £8.99 * Autoduel Quarterly £2.00 
1 £8.95,2,3 £5.95 each, 4-7 £4.95 each * fliangle £8.95 * ~oundsof Avatar55p, Trollcrusher 75P 

lllumtnati (SJG) 8 Exp Kits 1.2 C4.95ea. 
Pnnceof Thieves £3.50 * Taliestn £12.50 * Swordplay, Miser's Hoard 55peach 

Necromancer (SJG) £4.50 FreeC~lyof Haven £11.95 Campaign Tra~l (GDw) £13.95 * Dragon Pass(AH) £13.45 
* Moves95p, Phoenix£l.25 * Shocksand Scares (HPG) £8.50 Wyrm'sClaw 65p. Warlock £1.00 

Maglc Realm, Dragon Hunt (AH) £13.45 ea. ~ ~ , " , " ~ ~ ~ ~ ~ ~ ~ , " ~ ~ ~  ~ ~ ! ~ , " " E 4 4 g 5 e a C h  * westmmster (HPG) no.95 
Titan £13.45 Wizards (AH) £16.95 

punt8 Pass. Dragon Lords6CQ each 
Scotland Yard (Raven) £10.95 

mesearejusfsome ofourgames. Ourcatdoguecontainsderails ofv~rtudfyallgamesavdlablein the UK. ESDEVl U M GAMES (5W) Send 16pinstamps 8 17ps.a.e. (overseas4i.r.c.) fora copy (orfree with ordersoverf6.W) 
0 Special Offer MAILORDERCHARGES: UKIBFPOIU~~~~E~-~dd35p. ~6aando~er-postfree 185 Victoria Road * New Arrival overseas surface Marl- ndd 30% (Minimum eopj. Europe ~ i r ~ a i l - ~ d d 4 0 %  

(minimum f 1). /\rr Miulelsewhere-add 75% minimum f 1.50) except Yaq. AH& Phl, IT, games-add l W %  
ALDERSHOT Hants G u l l  1 JU 

R Role Playing Rules Tel: Aldershot 31 1443 
S PlaysSolo Payment in£ Sterling please or (evenings) Farnham 722269 

Hug it with .LIc\\ 
B Boardgame IF7 
M Miniature Rules youmayphoneordersand pay b y ~ c c ~ s s  -NO POSTAGE ON MANY GAMES FOR REGULAR CUSTOMERS 



GALAXY FOR FANTASY. WAR & 
SCIENCE FICTION GAMING 

60 Hiah Street Maidstone Kent me14 IsY shop hours: 9.30 am to 5 pm . 
Telephone: (0622)682575 or 679265 Monday to Saturday . Browsers welcome . 

TSR UK AVALON HILL 

D&D Basic Set. rules. dice . . . . . . . . .  £9.50 
D&D Expert Set. rules. dice . . . . . . . .  £9.50 
D&D Players Handbook . . . . . . . . . .  £9.95 
D&D Dungeon Masters Guide . . . . . .  £10.95 
D&D Monster Manual I . . . . . . . . . .  £9.95 
D&D Monster Manual 11 . . . . . . . . . .  £9.95 
D&D Deities and Demigods . . . . . . . .  £9.95 
D&D Fiend Folio . . . . . . . . . . . . . .  £9.95 

Full range of D&D Scenarios all at . . . .  £4.50 
. . .  Full range of AD&D Scenariosfrom £3.50 

World of Greyhawk (revised) . . . . . . .  £9.50 
Due soon . Module X6 (solo) . . . . . . .  £4.50 

Basic D&D Combat Shield . . £4.50 
. Module UK2 . . . . . . . . . .  £4.50 

Module UK3 . . . . . . . . . .  £4.50 

ROLE AIDS AD&D SCENARIOS 

. . . . . . . . . . . . . . . . . .  The Keep £4.95 
Deadly Powers . . . . . . . . . . . . . . .  £4.95 
Swordthrust . . . . . . . . . . . . . . . . .  £4.95 
Dragons of Wen T'seng . . . . . . . . . .  £4.95 

. . . . . . . . . . . . . . .  Squad Leader £14.95 

. . . . . . . . . . . . . . .  Cross of Iron £ 13.45 
Crescendo of Doom . . . . . . . . . . .  £ 13.45 
. G I Anvil of Victory . . . . . . . . . . .  £24.95 

Airforce . . . . . . . . . . . . . . . . . .  £ 13.45 
Anzio . . . . . . . . . . . . . . . . . . .  £13.45 

. . . . . . . . . . . .  Battle of the Bulge £13.45 
Flat Top . . . . . . . . . . . . . . . . . .  £17.95 
France 1940 . . . . . . . . . . . . . . .  £ 1 1.95 
Luftwaffe . . . . . . . . . . . . . . . . .  £ 13.45 
Napoleon . . . . . . . . . . . . . . . . .  £1 1.95 
Panzer Blitz . . . . . . . . . . . . . . . .  £ 13.45 
Panzer Leader . . . . . . . . . . . . . . .  £ 13.45 

. . . . . . . . . . .  Storm Over Arnhem £ 13.46 
Waterloo . . . . . . . . . . . . . . . . . .  £ 11.95 
Plus full range . 

TSRISPI WARGAMES 

. . . . . . . . . . . . . . . . . .  Air War £24.95 
. . . . . . . . . . .  Battles Over Britain £24.95 

. . . . . . . . .  Battle for the Ardennes f24.95 
. . . . . . . . . . .  Wellington's Victory £24.95 

Plus full range . 
Full range available at . . . . . . . . . . .  £4.95 

SHERLOCK HOLMES 
JUDGE DREDD GAMES 81 BOOKS 

Judge Dredd Game . . . . . . . . . . . . .  £7.50 
Judge Dredd 1 . . . . . . . . . . . . . . .  £3.50 
Judge Dredd 2 . . . . . . . . . . . . . . .  £3.50 
Judge Dredd 3 . . . . . . . . . . . . . . .  £3.95 
Full range available . 

GAMES WORKSHOP GAMES 

Battlecars . . . . .  ; . . . . . . . . . . . .  £6.95 
. . . . . . . . . . . . . . . . .  Battlebikes £4.95 

. . . . . . . . . . . . . . . . . . .  Talisman £7.95 
Calamity . . . . . . . . . . . . . . . . . . .  £7.50 
Doctor Who . . . . . . . . . . . . . . . . .  £6.95 

IRON CROWN 

Middle Earth Role Playing Book . . . . .  £6.95 
Bree and Barrow Downs . . . . . . . . . .  £4.95 
Dagorlad . . . . . . . . . . . . . . . . . . .  £4.95 
Plus Rolemaster and Middle Earth Role Aids 

LARGE BOXED GAMES 

The Fellowship of the Ring . . . . . . .  £22.95 
Dune . . . . . . . . . . . . . . . . . . . .  £13.45 
Titan . . . . . . . . . . . . . . . . . . . .  £13.45 

Sherlock Holmes . Consulting Detective £ 19.95 
Mansion Murders . . . . . . . . . . . . . .  £9.95 
East End Adventures . . . . . . . . . . . .  £9.95 

OTHER RPGs 
Witch Hunt . . . . . . . . . . . . . . . . .  £9.95 

. . . . . . . . . . . . .  Pirates & Plunder £ 17.95 

CAR WARS 

. . . . . . . . . . . . . . . . . . .  Car Wars £4.50 
. . . . . . . . . . . . . . .  Sunday Drivers £4.50 

. . . . . . . . . . . . . . . . .  Truck Stop £4.50 
. . . . . . . . . . . .  Car Wars Map Sheets £4.50 

. . . . . . . .  Car Wars Reference Screen £4.50 
. . . . . . . . . . . . . . .  Expansion Kits £2.95 

CALL OF CTHULHU 

Call of Cthulhu . . . . .  : . . . . . . . . .  £9.95 
. . . . . . . . .  The Cthulhu Companion £6.95 
. . . . . . . .  . Shadows of Yog Sothoth £7.95 

Glozal est Authentique . . . . . . . . . .  £7.95 
Full range available . 
BOOKS 

Endless Quest Books . . . . . . . . . . . .  £0.95 
. . . . . . . . . . . . . . . .  Zork 1.2 or 3 f1.25 

Island of the Lizard Kinn . . . . . . . . .  £1.50 
Elric . . . . . . . . . . . . . . . . . . . .  £13.45 Deathtrap Dungeon . . . . . . . . . . . .  £ 1.50 
The Keep . . . . . . . . . . . . . . . . .  £ 16.95 Full range available . 
Starfire (boxed edition) . . . . . . . . .  £ 11.95 Middle Earth, Rolemaster.Warhammer.Traveller. 
Plus large range not listed . 

A 
Dice. Figures etc., etc . 

WE OFFER: 
Same day despatch of all in . stock items . If you don't.see what you want listed. 
Telephone orders by credit card . I please ask . We probably have it . 

Helpful and considerate service - Why not try us! 

Please mention White Dwarfwhen replying to advertisements 52 

* 
Post 81 Packing: 
UK & BFPO over £5: Free 
Up to £5 : add25p 
Overseas: add 30% ' 

Discount on orders over £20 

send your orders to: 
Galaxy. 60 High Street. 
Maidstone. Kent. ME14 1SY 
(0622)682575 or 679265 

for schools. colleges and clubs . 

Please make ChequesIPOs 
payable to: Galaxy . Or for 
even quicker response use 
your Access or Barclaycard 

over the phone 



THE BEST IN GAMES 
AND SOFTWARE: 

Games-Workshop 
Unit 37, Birmingham Shopping Centre 
Birmingham B2. Tel: (021) 632 4804 

Open Mon-Sat 9.30am-5.50pm 

Games Workshop 
1 Dalling Road, Hammersmith, W6 

Tel: 01-741 3445 
Open Mon-Sat 9.30am-5.30pm 

Late night opening Thurs till 7.30pm 

Games Workshop, 
162 Marsden Way, Arndale Centre, 

Manchester. Tel: (061) 832 6863 
Open Mon-Sat 9.00am-5.30pm 

Games Workshop 
41a Broadwalk, Broadmarsh Centre, 

Nottingham. Tel: (0602) 585744 
Open Mon-Sat 9.30am-5.30pm 

Games Woi-kshop, 
95 The Moor, Sheffield 

Tel: (0742) 7501 14. 
Open Mon-Sat 9.30am-5.30pm 

53 Please mention White Dwarfwhen replying to advertisements 



combat rules) ................... ........ 

STARSHIP CREWS 

IMPERIAL TROOPERS 
300 W~thBaltRifle 

15mm LASERBURN FIGURES i:: ~ ~ ~ , , " ~ ~ ~ ,  415 Redemptlon~stScoutSk~rnmei 
wlth2-mancrewlE1.001 

303 BlackGuardOffl 416 Redemption~stScoutAnack 
F12 FernaieThief Chaos ........................... 35p IlOpEACH UNLESS STATED) 304 Officer vehicle+ 2-mancrewif1.151 
F13 FemaleFighterin MountedKnightof ADVENTURERS & STAR SOLDIERS 305 Senior Officer 

IMPERIAL 15mm VEHICLES! 
109 Thugw~thPistol 315 InPowerArrnour t Plasma ScytheClassSquadTranrpon 
110 Civilian (Standing) Gunll2pi Jetcopiers ................................... f1.95 
l lOA CivillanWalking 316 Imperial Combat Scout t Heavy Glaive Class Squad A.P.C.S. 
111 Civilianess BoltGun V301a Hover-Glaive ..................... f1.50 
112 AdventurerinLt.Armour 317 lmperialFastScoutBikel35pl V30b Antigrav-Glaive ................. €1.50 
113 Adventurerwith2PistoIs 318 ScoutB1keonlyl3Op) V30c Wheeled-Glaive ................ f1.50 
114 Adventurerwith LaserRifle 319 Scout + Converslon Beam V30d Tracked-Glaive .................. f1.50 
115 Adventurer + Miss~leLauncher V302 Scorpion 12-manAir 

................ AssaultVehiclk P.25 
V303 Partizan Scout Vehicle ...... 75p 

................... V304 Imperial Scout f l .20 
ROB0 TURRETS 

dlextra wesponvfor allvehiclarl 

405 WlthAuto-Laser 

Anaeking +Axe ............ 15p 417 DISCIPLE IN POWER ARMOUR ......... .. lzp 122 Adventurerw~thSupporfBelt 407 WarriorLordwithPowerAxe VOW ConvenlonBeamTurret 

ROBOTS (3types) each ...................... lop 

Rifle 
Dper 
cer 

"THE WIZARD'S DEN" 
62 Bridge Street 

Berwick-upon-Tweed Open Monday - Saturday 10.00 am - 5.30 pm 

The Borders Stockist. As well as role-playing games, rule books, Citadel Min- 
atures etc. our two floors stock a wide range of U.K. & 

For D&D Games and Accessories U.S.A. Magazines, books, comics, posters, paperbacks, 

Painted Figures at and t-shirts on subjects as varied as - martial arts, body 
building, mercenaries, sci-f ic, fantasy, films, rock, boxing. 
. . .  excellent prices always available For directions see our full page advert in WD43, or 

BOOK ONE 
25 Market Place 

Whitburn West Lothian 
0501 -41 792 

Open Mon-Sat 9.30am-5.30pm 

Now stocking large range of 
D&D, Traveller, White Dwarf 

also large selection of computer software 
and Sci-Fi/Fantasy books . 

THE 

GAMES SHOP 
We now stock 

l RREGULAR MINIATURES SIEGE 
EQUIPMENT * INTEGRAL TERRAIN 

PLATOON 20 FIGURES 
GALLlA 25mm BUILDINGS 

as well as 
Dungeons & Dragons * Traveller and most 

RPGs and supplements * War Games 
Science Fiction Games * Citadel Figures 

Torchlight Fantasy Products * Rule Books 
Davco Microtanks * S.E.W.A.R.S. 

Avalon Hill Games 
81 8 LONDON ROAD, LEIGH-ON-SEA 

Tel: S O U T H E N D  73308 
Open 9.30-1 30 and 2 30-5 30 Closed Mondays 

Please mention White Dwarfwhen replying to advertisements 54 
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I w, oo nthe other- side of fybm:.~  
I. 

*. 7 
I t .  

. . . ., a world where magic really works, werewolves lurk in lonely 
forests, fell magicians plot in ruined towers, dragons roam the skies ;

, 

mpty graveyards. You have your wits and a sword-i>,, : and gh@s,. sl@k e. 
T, . - -  -. .,* .: , . 1 .  . 1  
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