


What do Balrogs, Nazguls, Ringwraiths 
and Hobbits have in common? 

. 4 C -  ,.--. .. - - - >  - 
'The answer is that they middL~+-~~th m . l z m  . . can all be encountered in 
MIDDLE-EARTH, the 
fantasy role-playing game 
set in the world of J.R.R. 
Tolkien's The Hobbit and 
The Lord of the Rings. 
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A range of official 
MIDDLE-EA R TH 
figures are also available 
from Citadel Miniatures 
to bring the whole world 
to life. 

A 
JK published WHAT YOU GET: 

A 104 page Middle-Earth rule book which includes an 
introductury adventure in the Trollshawa. 
Two fullalour sheets of stand-up eardbiar q c aracters. 
Three f~li~colour playsbeets based on the popular :; 

Dungeon Flour Plans. - 
A map booklet. 

a Two 20-sided dice. 

Join the Fellowship of the Ring and adventure in the grandest fantasy setting ever devised. 
I 



Grenadier Models UK Ltd. 
25mm Gaming Miniatures 

Dept. W, 29 Grange Road West, Birkenhead L414BY Trade Enquiries Welcome 

Number in () indicates quantity per pack. 
All Fantasy Lords packs. . . di1.25 each. 

1 19 Hill Giant (1) 
120 Wing Folk (3) 
12 1 Knights (3) 
122 Wizards (3) 

105 Were Creatures (3) 123 Lizard Men (3) 
106 Skeleton Cavalry (3) 124 Greenwood 

Adventurers (3) 
125 Armoured 

Dragonmen (3) 
126 Skeleton Cavalry - 

barded horse (3) 
121 Familiars and 

128 St. George and 
the Dragon (3) SET 1: THE FELLOWSHIP SET 2: SAURONS 

129 Undead Orcs (3) Containing: FRODO DARK ONES 
130 Dart Thrower & Containing: SARUMAN 

2 Undead Crew BLACK TROLL 

Haven: The Free City Complete city in super detail (boxed) 6118.95. 
Haven Secrets of the Labyrinth More about the fantastic gaming city 

plus BILL THE PONY 

BOTH SETS ARE BOXED AT 14.50 each 

901 Heroes of Nippon contains Samurai in robe with 
Katana and Wakizashi; Samurai in armour wielding 
Katana 2 handed; Ninja crouching with Naginata. 
902 Ninja Attack contains Ninja with Naginata held 

bank notes. 
ACCESS CARD HOLDERS use your credit card as a convenient 

20 1 Federal Agents 209 Ghouls way of paylng for mail order Grenadier Figures. 

202 Hoodlums 210 Mi - Go and Order in the normal way by post, including your ACCESS number 
or ... 

203 Adventurers ORDER BY PHONE USING ACCESS the quickest and most 
204 Master Criminals 2 1 1 Sand Dwellers convenient method of all. 

Call 051 647 461 1, place your order 205 Investigators 2 12 Deep Ones and have all your questions answered. 

3 Please mention vvhite Dwarfwhen replying to advertisements. 
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Are you coming toGamesDay? If not, you'll missa great opportunity to experienceall that's best in indoor 
games. Now celebrating its 10th year, Games Day regularly attracts many thousands of enthusiastic 
games players to witness and take part in two days of frantic aming. Strongly featured are popular games 
such as Dungeons& Dragons, Travellerand CallofCthulhu. Forthoseof you preferring gamesof strategy 
and tactics to high adventure, they'll be a chance to join in science fiction and fantasy boardtames Ilks 
Talisman, Car Wars and Star Fleet Battles and historical board games such as Diplomacy, ~v~lrsat~on 
and Squad Leader. You can buy games or just browse at the many trade stands, including those of major 
manufacturers, with the chance to look attheir latest releasesand to participate in a number of demonstration 
games. Even if you can'tfind a gametosuit yourtastes, you can bring your own along - there will be plenty 
of willing players and opponents! There'll also be demonstrations of 'real life' role-playing and you can 
find out about it first hand in the 'arena'! Indoor games playing is a fun and expandin,g activjty and Games 
Day '85 will be the largest event of its kind in the world. If you want to find out what IS new in the world of 
games, come to: 

Royal Horticultural Society's New Hall, 
Greycoat Street, London SW1. 

Saturday 28th & Sunday 29th September 1985 

The 1985 Games Day Awards will be presented at Games Day '85. It has been decided by the awarding body that the Awards will be decided 
prior to the event by postal ballot. All you have to do is vote for one item in each category below, writing your choice in the space provided 
and send in the completed Voting Form, duly signed, to: GamesDay Awards.27-29Sunbeam Road,London NWlO6JP. to arrive no laterthan 
1st September 1985. All Voting Forms after the count has been made, will then be entered for a draw, for which the flrst five forms drawn at 
random will entitle their senders to 2 complimentary tickets to Games Day '85. 

Notes: Please vote for proprietary games only, not classical games such as Chess, Go, etc. 

Definitions: New Games are any released on or after Games Day '84. Family Games include any game with general appeal. Contemporary 
Games are any with their background based in the Twentieth Century. A Fan Magazine is any magazine produced by amateurs. 

Games Day is an annual event organised and sponsored by Games Workshop Ltd. 

Please mention White Dwarfwhen replying to advertisements. 4 
/ 

NEW GAMES 
S. Best New Role-Playing Game: 
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T. Best New Boardgame: 
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I hereby declare that I have voted only once in 
the 1985 GAMES DAY AWARDS ballot. 

Signed ............................... ......... .......................... 
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A fter nearly ten years of run- 
ning a poor second to the 
USA in the creation of 

fantasy games, I believe that at 
long last, Britain is quickly 
catching up. First came the solo 
gamebooks pioneered by Steve 
Jackson and myself in 1982. The 
quality of British miniatures is 
outstanding. Take a look at 
Citadel's Lord o f  the Rings 
figures. And wait until you see 
the forthcoming D&Dfigures! As 
for games, Talisman and 
Battlecars have been nominated 
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doubt Golden Heroes will follow 
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Ghosts. a Non-Mythos Adversaryfor Call of Cthulhu. by Graeme Davis 
Ghosts arevariously thought to bethe disembodied life-forces mud, blood, slime, etc. Costs 4 POW; the pools will vanish in 
of dead humans, or entities inadvertently created by eventsof 2-20 rounds. 
great psychic tension. They are non-corporeal beings, nor- 6. Mist. Creates a swirling mist in an enclosed area of not more 
mally solitary and invisible, and generally haunt areas of past than 10' radius. Costs2 POWforthe first 5 rounds, 1 POW per 
evil or violence, attacking intruders by the use of various tele- round thereafter. It will be disrupted by draughts or wind. 
pathic and psychokinetic abilities. 7. Noise. Generates a noise of the ghost's choosing -moan- 

Not all ghosts are malign, and most of the more intelligent .ing, tapping, etc. Costs 1 POW, lasting for up to 5 rounds. 
spiritswill havea reasonfortheiractions.Theghost of a mur- 8. Smell. Produces a foul atmosphere in a 10' radius. Costs 
der victim, for example, may only attack those who remind it 2 POW for the first 5 rounds, 1 POW per round thereafter. The 
of its murderer, or who trespass in the place of its death. This smell may be disrupted by a strong draught or breeze. 
is notto say thatthere do notexist ghostswhich are wholly evil 
and dedicated to the torment ofthe living. Each ghost must be MAJOR MANIFESTATIONS 
treated as an individual, and its actions governed by its per- 7. Communication. Permits the ghost to send a message in 
sonal abilities and past history. the form of telepathic images to one living person. Costs 2 POW 

per message (lasting 1 round), plus 1 POW per 20 SAN of the 
AlTRlBUTES receiver. If the receiver makes his or her SAN roll, the message 
Being a non-corporeal entity, a ghost does not possess physi- will not be received. 
cal attributes of STR, CON or DEX. SIZ may be generated as a 2. Dread. Creates a general feeling of unease and tension 
guideline for describing its Visual Materialisations (see within a 30' radius. Costs 5 POW, and lastsfor 10 rounds. Charac- 
below). The main attribute of a ghost is POW, which governs terswithin the area of effect must makea SAN roll every round, 
the abilities available to it, and also takes the place of Hit losing 1 SAN on every failed roll. Any character losing 
Points. Any damage done to a ghost is deducted from its POW; 4 SAN will turn and flee, losing no more SAN but attempting a 
when this reaches zero the ghost is rendered inactive. INT SAN roll every round in order to throw off the panic. 
should be borne in mind when deciding its actions. 3. Extinguish Light. Costs 1 POW for a candle, oil lamp, etc, 

2 POW for a gas light, and 3 POW for an electric light or battery 
COMBAT lamp. This POW cost will extinguish the light for 5 rounds, and a 
Because oftheir immaterial state, ghosts may not attack or be further similar expenditure will keep it extinguished for another 
attacked by physical means,though they may beattacked with 10 rounds. 
a weapon such as a sword which has been enchanted magi- 4. Illusion. As the Minor Manifestation, Mist, above, but POW 
cally forthatvery purpose (by using the spell enchantitem, for costsaredoubled.Theghost may create imagesof any descrip- 
example). An enchanted weapon does half normal damage, 
which is deducted from the ghost's POW as stated above. GHOST ABILITIES 
Since a ghost is normally A. Minor Manifestations B. Major Manifestations 

invisible, it may only be 1. Cold 1. Communicatton* 
2. Dust Devil 2. Dread 

attacked in this manner when 3. Gust of Wind 3. Extinguish Light* 
it is Visually Materialised. 4. Light* 4. Illusion* 

5. Liquid 5. Move Object 

CHARACTERISTICS 
6. Mist* 6. Shatter 
7. Noise 7. Shifting Form* 

Range Average 8. Smell 8. Visual Materialisation* 
STR - - 
CON - - C. Minor Attacks D. Major Attacks 

1. Control Small Animals 1. Aging* 
SIZ 3d6 10-11 2. Fascination* 2. Blindness* 
INT 3d6 10-1 1 3. Glimpse* 3. Chill Touch* 

BOW 4d6 14 4. Hurl Object 4. Illusory Attack* 

DEX - - 5. Influence* 5. Nightmare* 
6. Laceration 6. Possession* 

Move: 12 7. Push 7. Psychic Violence* 
Weapon: Abilities only 8. Scream* 8. Ride* 
Armour: None 
SAN loss: Unless otherwise * These abilities are only usable at night. 
stated under the individual 
ability description below,SAN The number of abilities which a ghost can use is governed by its initial POW 

(subsequent increases in  POW do not bestow additional abilities). Once the 
point costs are as follows: number of abilities has been calculated on Table 1, they may be diced for ran- 
Witnessing Minor Manifestation domly or selected by the Keeper. Note that some abilities are prerequisites for 

- ld2; others (see the descriptions of the abilities below for full details). 

Witnessing Major Manifestation Table I : Ghost Abilities 
- 1 d4; Minor Major Minor Major 
Suffering Minor Attack - 1d4+2 InitialPOW Manifestation Manifestation Attack Attack 

4 1 Suffering Major Attack- ld6+2 
- - - 

5 1 - - - 

GHOST ABILITY DESCRIPTIONS 
Minor Manifestations 

I .  Cold. Causes intense but harmless cold in a 20' radius. 
Costs 2 POW for the first 5 rounds, 1 POW per round thereafter. 

2. Dust Devil. Enables the ghost to cause an unnatural stir- 
ring among leaves, dust, papers, etc. Costs 1 POW, and can be 
maintained for up to 5 rounds. 

3. Gust of Wind. Can be used to slam doors, extinguish 
candles, raise quantities of dust into a cloud, etc. Costs 1 POW. 

4. Light. Createseither a number of small, winking pointsof 
light in a 3' radius, or one 10" diameter ball of light, similar to 
a Will-o-Wisp. Costs 2 POW for the first 5 rounds, 1 POW per 
round thereafter. 

5. Liquid. Enables the ghost to manifest itself in pools of 
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tion within the mist. If this is donewith the intention of deceiving 
any onlookers (rather than, say, for communication), thevictims 
are permitted an INTx4 roll to penetrate the illusion. 

5. Move Object. A minor form of Psychokinesis, which can 
move any loose object (ie which is not nailed down or otherwise 
secured) at a speed not exceeding 3mph. Costs 1 POW/lOlb of 
weight, lasts for one round. May be used aggressively. 

6. Shatter. Causes one object of glass, ceramic or a similar 
brittle substance to shatter violently, showering shards on any 
within 5' (or below). Anyone caught in the explosion of shards 
must make a Luck roll; if this is failed, they have received a 
number of small cutsand must shake out theircoats, shoes, etc, 
before proceeding. If any character rolls 00, the lacerations are 
more serious, causing 1-2 points of damage and possibly involv- 
ing the loss of an eye. This ability costs 4 POW. 

7. Shifting Form. May only be used in conjunction with Visual 
Materialisation. Enables the form of the materialisation to shift 
continually, confusing viewers and adding an extra Id4 to SAN 
loss (1 point if SAN roll made). Adds 1 POW per 5 rounds to the 
cost of materialisation. 

8. Visual Materialisation. The ghost may become visible in 
one of twoforms: either as in life or as a rotting corpse after 2-3 
months' decomposition. Costs 3 POW for the first 5 rounds, 
1 POW per 5 rounds thereafter. Viewers' SAN loss is ld4+2 if the 
latter form is chosen (1 point if SAN roll is made). 

MINOR AlTACKS 
1. Control SmallAnimals. Enables the ghost to direct the 

actions of up to 100 insects, 50 mice or 20 rats or bats, or similar 
numbers of other small animals. They may be directed to carry 
out any action, including attacking up to two characters at any 
one time. Each attackwill inflict 1 point of damage per round, but 
the ghost must remain within 10' in order to maintain control, 
and the animals will not be able to overcome any natural aver- 
sion such as that of fire. Costs 5 POW, lasts up to 5 rounds. 

2. Fascination. May only be used in conjunction with a visible 
manifestation of some kind, and may be directed against one 
victim per 5 points of the ghost's initial POW. Each victim must 
make a SAN roll or stand transfixed, gazing at the manifesta- 
tion. Costs 3 POW per victim; each round after the first each 
victim isallowed an INTx5 roll to try and breakthe fascination. 
By the expenditure of another 1 POW per victim, the ghost 
may lure them towards the manifestation. As they stumble 
forward, each victim must make a Luck roll each round at a 
cumulative 5% penalty to avoid tripping or walking into an 
obstruction. The ghost may deliberately lead victims into 
dangerous surroundings. The fascination lasts until broken by 
the victim, or until thevictim is attacked,touched or otherwise 
brought backto reality, and when the fascination is broken by 
the first victim the manifestation must also come to an end, 
regardless of its normal duration. Victims who have suc- 
cumbed to the fascination lose 1 SAN if the SAN roll is made. 

3. Glimpse. This is a limited form of Visual Materialisation, 
and may be used to work on the nervesof onevictim. At a cost 
of 2 POW, the ghost can cause its imageto appearfleetingly in 
mirrors, glass panels or any other reflective surface at which 
the chosen victim looks, for a period of 10 rounds. The attack 
may be prolonged for a further 5 rounds only by the expendi- 
ture of an additional POW point, but cannot exceed 15 rounds 
duration. Thevictim must make-a SAN roll each round, losing 
1 SAN for every two failed rolls. 

4. HurlObject. An object upto 101b in weight may be hurled 
at a cost of 1 POW/Ib weight. When used to attack,the missile 
hasa45%chance of hitting the target, and will inflict 1 point of 
damage per pound of weight. 

5. Influence. May only be used in conjunction with a suc- 
cessful Communication. The ghost forces one victim into a 
POW vs POW conflict, and, if successful, may force the victim 
to perform onefairly simple action which takes no longerthan 
two rounds and which is not homicidal or reckless. Once the 
action iscompleted,thevictim will have no recollection ofthe 
Communication or of having performed the task. This ability 
costs 1 POW per 10 points of the victim's current SAN. 

6. Laceration. At a cost of 4 POW, the ghost may cause lacer- 
ations such as small scratches and bitesto appear on one vic- 
tim. Each attack inflicts 1 point of damage. 

7. Push. At a cost of 3 POW, the ghost may attack one target 
with a psychokinetic blow. The blowwill automatically hit the 
target, and will cause damage as a normal fist attack. The 
target must also make a DEXx5 roll to avoid being knocked 
over by the force ofthe blow.Thisability may not be used ifthe 
ghost is Visually Materialised. 

8. Scream. May only be used in conjunction with a Noise 
manifestation. The ghost may produce a shattering scream, 
costing afurther3 POW, atthe sound ofwhich all within earshot 
must make a SAN roll or lose SAN asfor any other Minor Attack. 

MAJOR ATTACKS 
1. Aging. This attack is similar to Chill Touch (qv), except 

that instead of taking physical damage the victim must make 
a POWx5 roll based on current POW or be aged by d3x10 
years. For each 10 years of the aging effect, the victim must 
make a Luck roll or lose 1 point of STR, DEX or CON (deter- 
mined randomly). For each attribute point lost by the victim, 
theghost gains Id3 POWfrom itsvictim's lifeenergy. Thisability 
costs 5 POW, and may only be used once on any one victim. 

2. Blindness. At a cost of 4 POW, the ghost may force one 
victim into a POWvs POW conflict, and if successfuI thevictim 
isstruck blindfora number of hours equal to the ghost's initial 
POW, and must make a SAN roll every hour or lose 1-2 SAN. 

3. Chill Touch. May only be used in conjunction with Visual 
Materialisation. At a further cost of 7 POW, the ghost may 
cause one of its hands to become semi-material in order to 
strike once. Attack percentage is as for normal fist attack, and 
a hit will cause Id4  damage and require the victim to make a 
CONx5 roll or suffer a cardiac arrest (a further CONx5 roll to 
survive, victim is incapacitated for 30-CON days). The semi- 
material hand may be attacked physically, but its small size 
and semi-material nature will impose a -25% penalty on any 
attack rolls against it. Damage is deducted from the ghost's 
POW. This ability may only be used once per night. 

4. IllusoryAttack. May only be used in conjunction withvisual 
Materialisation. At a further cost of 4 POW, the ghost may 
force one victim to make a POW vs POW resistance roll as it 
makes to attack. If the roll is failed, the attack will cause a car- 
diac arrest in the same way as Chill Touch (unless a CONx5 
roll is made). One attack may be made per materialisation. 
5, Nightmares. May only be used in conjunction with Com- 

munication. This ability may be used to intrude upon the 
dreams of one sleeping victim. If the ghost succeeds in a POW 
vs POW struggle the victim must make a SAN roll or lose Id6  
SAN. This ability costs an additional 3 POW. 

6. Possession. In order to possess a victim, a ghost may 
expend any number of POW points, this number being used in 
a POW vs POW struggle with the victim. If successful, the 
ghost occupies thevictim's body, which becomes totally sub- 
jectto itswill.Thevictim may make a POWx5 roll every other 
round in order to initiate another POW vs POW struggle to 
throw off the possession. The ghost may withdrawvoluntarily 
at any time, but ifthe body is killed it must makea POWx5 roll 
to avoid being destroyed; otherwise it returns to ghost form. 
When a ghost is driven or withdraws from a possessed body, 
thevictim must make a CON x5  roll to avoid instant death, and 
a roll against halftheir SAN toavoid the lossof 1dlOSAN. Even 
if this latter roll is successful, the victim will lose Id4  SAN. 

7. Psychic Violence. At a cost of 6 POW, the ghost may force 
onevictim into a POW vs POW conflict. If successful, the victim 
will lose SAN equal to half the ghost's current POW; this loss 
is halved again if a successful SAN roll is made. If the attack 
fails, the victim must still make a SAN roll or lose I d 4  SAN. 

8. Ride. This ability may only be used in conjunction with a 
Visual Manifestation. The ghost may attack one sleeping vic- 
tim, afterthe manner of the succubus of folklore, intruding on 
his or her dreams and 'riding' them until dawn or they are 
interrupted. The ghost may expend any number of POW 
points. These are used to calculate a POW vs POW conflict 
which is diced for every hour of the ride. Each time the ghost 
is successful, the victim loses 1 POW permanently; this is 
taken by the ghost and is added to his POW (increasing his 
maximum POW at the same time). On waking, thevictim must 
make a SAN roll or lose 1 d4+2 SAN; if it is successful they 
must still lose 3 points. If the victim's POW should reach zero 
he or she is dead, drained of all life by the Qhost. 

REGAINING POW 
All ghosts regain POW at the rate of 2 points every 24 hours; if 
a ghost is reduced to zero POW it istemporarily disrupted but 
not destroyed, though an Exorcism performed under these cir- 
cumstances has a 100% chance of success with no POW loss 
for the exorcist. (There will be more on Exorcism, and Clergy- 
men as a profession, in next month's Crawling Chaos.) 

SPECIAL GHOST TYPES 
The following are a fewcommon typeswhich appear in British 
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folklore, treated in termsofthe above system. The list is by no 
means exhaustive, a,~d Keepers should feel free to add to it. 

THE BANSHEE / 
The Banshee is ekclusively a female spirit, and normally 
haunts a particular building orfamily. In somecasesshe isthe 
ghost of a young woman who died violently in the place that 
is now haunted; in others she may just be the woman of the 
family who died when young. 

For much of the\time a Banshee is inactive. She wails as a 
portent of death for the member of the family to which she is 
attached, and will often be heard rather than seen. Where Visual 
Manifestations have been recorded, she takes the form of a 
young and often beautiful woman, with flowing hair, a pale 
complexion, and eyes red from continual crying. 

A variant form of Banshee is the Bean-Nighe, or 'Little 
Washer By the Ford', believed to be the spirit of a woman who 
died in childbirth and doomed toexist as a ghost until the time 
when she would have passed away from old age had she lived. 
She is invariably visible, seen apparently washing clothes in a 
river- the funeral shroud of someone in the family or village 
she is attached to who is about to die. Her Visual Materialisa- 
tion normally presents a more matronly appearance than that 
of a Banshee. 

While the manifestation of these spirits is often a portent of 
death, most commonly through age or disease, they do not 
seem to be responsible forthe deaths and are seldom aggres- 
sive, though their lament is highly unsettling. The Keeper 
might optionally rule that 
a person for whom a Banshee 
appears must make a 
CONx5 roll on each nightly 
manifestation in order to 
survive to the next dawn. 
Each appearance will re- 
ducethe percentage chance of 
recovery through medicine or 
other means bv an amount 
equal to the ~anshee's 
POW. 

Characteristics 
Range Average 

STR - - 
CON - - 
SIZ 2d6+3 10 
INT 3d6 10-11 
POW ld6+6 9-10 
DEX - - 
Abilities: 
A. Noise 
B. Visual Materialisation 
C. Scream 
SAN loss: By abilities used. 

THE BLACK DOG 
Characteristics 

Range Average 
STR - - 
CON - - 
SIZ 2d6+6 13 
INT 3d6 10-1 1 
POW ld6+10 13-14 
DEX - - 
Abilities: 
A. None 
B. Visual Manifestation 
C. None 
D. Psychic Violence 
SAN loss: 1 point for seeing 
the Black Dog, otherwise none 
unless attacked. In many 
cases Black Dogs are mistaken 
for large, normal dogs. 

Black Dogs appear in several 
parts of the British Isles. The 
origin of some is unexplained, 
whilst others appear to be the 
form taken by certain human 
spirits. All appear as large 
black dogs, about the size of a 

calf,with a shaggy coat and glowing fiery eyes. On most occa- 
sions they will go about their inscrutable business, taking no 
heed of anyone they encounter. Some have been known to 
appear as a death omen in the same way as a Banshee, while 
othersguard churchyards, and afew have been known to help 
people overcome unexpected dangers. One story tells of a 
travellerwhosuddenlyfound himself accompanied by a Black 
Dog whilstwalking through aforest at night,and later learned 
that certain of his enemies were planning to waylay him but 
were deterred by the sight of the beast. Anothertells of a Black 
Dog which prevented thecrew of a fishing-boatfrom reaching 
the harbour as they were about to embark on a night-fishing 
trip. Towards dawn a sudden storm blew up in which the boat 
would certainly have been lost had it sailed. Mostly, however, 
these beings seem content to leave alone and be left alone. 
Anyone who speaks to them, strikes at them, or otherwise tries 
to approach or deter them will be summarily attacked with 
Psychic Violence, and the Black Dog will continue on its way. 

THE POLTERGEIST 
The Poltergeist is normally found indoors, and will generally 
be haunting a particular person (typically an adolescent girl). 
It appears to be mischievous rather than vicious, and uses a 
wide range of psychokinetic powers to hurl objects about in 
any room its victim occupies. 
Some theories maintain that 
many, if not all, Poltergeist 
hauntings are actually uncon- 
trollable bursts of latent tele- 
kinetic energy from the victim 
rather than a true ghostly 
manifestation; nevertheless, 
it is treated as a ghost here. 

Characteristics 
Range Average 

STR - - 
CON - - 
SIZ - - 
INT 2d6 7 
POW 2d4+4 9 
DEX - - 
Abilities: 
A. Dust Devil, Gust of Wind, 

Noise 
B. Move Object, Shatter 
C. Hurl Object, Push 
Note that not all Poltergeists 
will have all these abilities. 
SAN loss: By the abilities used. 

THE WILL-0-WISP 
The Will-o-Wisp invariably haunts wild areas, and shows a 
marked preference for bogs and wetlands. It manifests itself 
as afloating ball of lightand appearstotravellers in an attempt 
to lead them astrav amongst the quicksands and sinkholes. It 
is rumoured that some m G  
feed on the ebbing life force of 
a drowning victim, perhaps 
using a variant on the Ride 
ability. It may be that these 
entities do not regain POW in 
the normal way, but con- 
stantly need to replenish it by 
this other method. This matter 
is left forthe Keeperto decide, 
as he sees fit. 

Characteristics 
Range Average 

STR - - 
CON - - 
SIZ - - 
INT Id6  3-4 
POW 2d4+2 7 
DEX - - 
Abilities: 
A. Light 
B. None 
C. Fascination 
D. Ride (see above) 
SAN loss: By abilities used. 





Wide selwtion of boards;pieces & sets for CHESS, GO, SHOGI, MAH JONG, 
BACKGAMMON, TRI-CHESS, 

Come & see the BIGGEST & BEST 
CITADEL, RAL PARTHA, Q.T., DENIZEN + ASGARD, Fantasy and Science Fiction Selection of Games, Rules & Accessories 
miniatures at manufacturer's prices. P&p 10% (30p min.41.30 max.). 
Overseas p&p 50% (Op min.) 

in the South 
Ysgarth Rule System R f 11.95 

Supplements 1-4 £2.75 ea or E9.95 the set 
Other Role-Playing Games Historical Board 

Arduln Tr~logy £19.95. Lost Arduln £6.95 Wargames Ysgarth Adventures P1.70 Aftermath (FGU) £20.75 
Adventures from the Abyss £2.95 Into the RulnsU.45 * F~repower (AH) £22.95 
MI~I-Systems Weres £1.20 Operat~on Morpheus £6.85 Yellowstone (AH) £18.95 

Character Role Playlng El m Sydney Wilderness Campalgn f5.S Slxth Fleet (Vlc) £30.95 
Uttgafla Wyrdworld Scenarms £1.70 Alma Maler £7.95 * Pax Brlennaa (VIC) £24.95 

Scien Abyss Magazme £1.40 Boot Hill (TSR) S.50 Dark Crusade (WWW) £12.95 
~ e f k  Screen & Modules 1 5 M.95 ea. * Operatlon BADR (WEG) £14.95 

Dune (AH) ~ 6 . 9 ~  Role Playing Aids B U ~ L ~ O  (FGU) £7.95. MO~UI~SC~.~..IS, SP Assaun (GDW) ~21.95 
Splce Harvest elP.95, The Duel £14.95 0 Handbwkd Traps&Tr~cks(DT) £7.95 * Ch111 H6.95 * BWlg & Saddle £21.95 * Judge Drdd f7.95 Monster Flle NO 1 (DT) £4.95 v1+lage of T~ , I , ~M,  Hlghland Terror and other Reinforcements £12.95 
Fteedom m the Galaxy (AH) £20.95 Dungeon Flwrplans 1-4 £2.99 ea. scenarios £6.95, Thtngs £8.95 Kesselrlng (WWW)£4.% 

* SlarllBet Battles [TF) I & H £24.85 ea. Gnmlwth s Traps I. 2 £3.75 ~hfvalry & Sorcery (FGU) £17.76 Bbody Buna (WWW) £4.95 
Captain's Logs 1.2,3 £6.50 Qty Book 1 £5.95 Sourcebwks 1 E6.95,2£5.75 Never Call Reheat (WWW) £15.95 

SSD Books 1 2 3 5 £5.50 en. Drawn Tree Seellbook lDTl U.95 qwnniq n Sareerers £5.6 Aces Hlgh (WWW) £8.95 

ESDEVIUM GAMES 
; 

LOW COST MAIL-ORDER SPECIALISTS - 

- . - - - - - - * SFBCornmanders Rulebwk l , 2  £10.95 en. * Bs& of Artifacts (DT) £595 * m e  Dragon Lord & The Songsmth £4.45 ea. Jena-Auersladt (SPI) £5.95 
t Update 1 £605, Rernforcemenls £8.95 * Book d Plots (DT) £5.95 Champlorn (Hero) £ 13.95 La Belle Alllance (SPI) £2 95 
* Banlems 1GW) £7.95 Desert Plots (DT) £5.95 Champtons 2 £7.95.3 £7.95 Quatre BrasfSPi) £2 95 * Ogre GEVE7.50 w., Ogre Book (SJG) £5,95 aa. AC1£4.50, AC2 £4.95, AC3 £3.95 Enemles 1 8 2 f4.4.95 88. Dreadnaught (SPI) £5.96 
0 starfire l, 2.3 (T9 ~4.95 an. World d Greyhawk (TSR) £9.95 Adventures 1-4 E4.95 ea. Seelowe (SPI) £5.95 * StarF~re (TF) Brd £16.95 Lost World Combat Books (Nova) £1 99ua CmldMETE (Organzn Bk 1) £4.95 Bastwne. Arnhem ($PI) £3.95 en. 

Cmtura Shmygan (SPI) £3.95 Rogues Gallery (TSR) £4.50 Dare Devils (FGU) £13.45. Adv 1-3 E4.45 ea. Patrol (SPI) S.9S 
Stargaie E2.95, Bxd £4.95 Dwarfs Dark Folk Wizards (May) £6.95 ~ r ~ ~ ~ n q u e s l  ~ d v  1,2,3 £3.50, Screen £1.95, Samurai  lades (SG) £8.95 
Eiadorce Alpha Centaur1 £4.95, Bxd £6 95 Elves Fantasbc Treasure. Dragons H.50 ea. Frontiers of AIusla ES95 Gunslinger (AH) £20.95 
8tar Soldler £4.95, BxdC6.95 Cards of PowerE695. Ch~llrng Chambers. Allurlng * Golden Heroes (OW) E8A5 Tactics (AH) £1295 
Dawn dthe Dead (SPI) £ 5 S  Alcoves, Sylvan Senmgs, Fantastic Furnlshlngs £4.85 w. H~~~~~ Unllmlted (Pd) £12.95 Bull Run (AH) n6.95 
Demons Run r(AQ)&.@S Flextlles Sets 1 -5E1.96 en. * IndlanaJones RPG (TSR) £9.95. IJl IJ2. IJ3 Up Front(AH) £26.95 
Marlne p002 (YAQ) Et2.95 Necrmlcan £4.95 £4.95 ea. Banzal Exp £ 12.95 
Rescue from me Hive (SPI) £5.95 Bwty & the Beasts £6.95 * Justlee lnc (Hero) fl3.95 Ambush (Vlc) S £24.85 
Shmng Stars (YAQ) Ell.% Bmk of Swords £4.95 Trail d the Golden Splke f4.w Move Out S £12.95 
Star Quest ( 0 s )  £2.95 AC4--Bwk of Marvellous Maglc (TSR) f4,% Lands of Adventure (Feu) £10 75 Purple Heart £22.95 
Mlllenlum, Idro (IT) £1 5.95 ea DM'S Bookof Mlabt Maglc 1.11 (Trl Tac) £1.75 Lords of Creatlon(AH) £12.95 Hells Hlghway (Vrc) £20.95 
Hammers Slammers (May) £17.95 New DM s Screen (TSR) £4.95 tiom of Roland, Yet1 Sanction. Omegakron Elghth Army Qpem Crusader (GDW) £14.95 
Sword and the Stars (SPI) £745 Pallad~um Booksof Weapons& Armor Weapons WJO eni Normandy Campaen (GDW) £14.95 
Unlverse(SP1) R t12.95 8 Castles, Weapons 8 Assas~lns Waapons d the m e 1  s~pemeroes Game (TSR) El0.80 House Dlv~ded (GDW) £10.96 
Car Wars (SJG) £7.95 Orlent Contemporary Weapons MSw. Modules MHt,23,4,5£2.gbea. 8ddier K~ng (OW)  £10.95 
CW Expansion Kits 1-6 U.50 Spellcasters B~ble (TriTac) U,Q5 Ac-orres MHAC1,2.3,4 ea Blue Max (GDW) L18.95 
CWSundsDrwers (SJG) £7.95 Monster Squash £1.75 Mechannd lnvaslon (Pd) £3.25 Flre tn the East (GDW) EES.95 
CWTruck Stop (SJG) £7.95 The Armoury £9.95 journey mS. Homeworldf6.50 Then Fmest Hour (GDW) £39.95 
CW Qanvoy S PB.95 Men: (FGU) £10.75 SUPPI £4.45 Fall of France (GDW) E48.BS 

* AuloUuel Champems (SJG) n.95 Mercenanes,SpeS & Prlvate EresC9.50 Nawk (GDW) £27.96 
SIar Frontiers (TSR) R £9.9~5 Jade ~aglrar s gb,Stormhaven u.50 Manta-Mwrkur (GDW) £27.95 
~odulssSF1, SFZ, SFa SF4 £4.95 .a. m d o n  ma l l ap r  l650 Near East (GDW) £24.95 
Screen £4.58 Morrow holeBM.B5 Weshtrn Desert (GDW) £27.95 
SF Knrght HawksEg.95 ~ ~ a f ~ ,  weago, swnaman E4.M en. a m  and ~ortugal (GDW £1~.95 
Mdule SFKH1, SFKH2,3 £4.95 ea. palJadiumWQed) S17.Q Thrd World War (GDW) £21.95 
Rlngvvorld [Ch) R f29.S Arms ot NaWashTor E4.95 Southern Fmnt W.95 

Gompanron £10.95 * P e n d r W n ( 4 t m s  Arne  Front (GDW) U9.96 
Star Ace (Pace) £16.95 * sasc sa80.1 D(LD ~ x p e r ~  set ~ 9 9 5  powm dPs rHs  (AH)-Mr1s ulprb~mugh at Blenhsrm (WEG) f5.s 

Adventures 1,2. Screen E6.95ea. 
Cornpanton SetE9.95 P e a o ~ L s R * r f a Q ~  8% on the ~ofga£58.96 

The LasISladlghter £14.95 &okot TablesS%SB WtkkK the Faclones @ Z S  
Starflghter Duel S.95 Players Mndbook Monster Manuak 1 811, Rend , ~xtwteers &CBfSBM EW Anillem Bndge, 8thArmy ( 4 t t ) E U 5 ~ .  

Follo, L w n d s  P UXg !3?Bg@ ea. 
Parama R £19.95 

Dungeon MastemWe£tl.sS 
WdOnK26.8S Fomarrl lo  R~ehmund 0 UI.66 

Screen U.98 Adv Orange= 95 
TSR Adventurs MoOuks aevek) (1-3)B1-7, N%, 

w81an&WEQ& Panzergruppe GudermnfAW ElIM15 
Stellar Conquest IAH) £24.95 ~~fl~~uarWWst(RWt*% MM's War (AH) E16.Jb 

U1 2.3. BSalo.Ti N1 Ul.U2, w * B S ~ $ E *  * ~I-w~(B%~W&EIB,~~ Kingmaker (HPG) W?.9Q SF-Travetler (QDw) E8.95 
E , ? f V l  (Solo) UK5. DL1,2,3,4,5 £4.95=. 

* ~ t l r s ~ ~ d [ + 1 1 T a o l ~ 1 . ~  
Traveller Bwk £1295 
Hlghguard. MeraenaryScoutsf5.B5 (2-4)Lf. (2-5) U, (3-S) U 3 E 4 S w  

~eusnUgMe4.es, w W . =  

All Supplementsf4.%ea., lntroductlon £1.95 XSOLO (4-6) - LaMan s %Id t(.% Supew&d(Gh)W~eB M&dB w, 
Anas of the l~er1umC7.95 (3-14) X1.2.3 (6-9) X4.5(9-12) %,7 8,01,2£4.Sea. 

mass, ckmpm1oa£10.1 

SwWloS (9-12) EXl, 2£4.95W. XLI £4.95 
5to&rqe~(Ch) %SSP )S.QIWWEJIlCm 

(3-5) UK-2. UK3, UK-4P4.Wen. * Timemaster IParx) Me- 
The Adventure BookP12.95 W n a r m  & ScnenE6.95 
Slgnal GK £4.95 TO Chatlengm TomOrPBw t%#'8 S3.S 
Eadler Adventures (s12) and Tr~ad £ a s ,   ond don BY M@ =.% 
DdhMe Adventures 1-6 £3.85 ea. 
Doom Ofthe Smglng Star (JG)@?.95 
D~sawwarance at Aramat U.50 
Tarsus (Module 1) W5.95 * MOdule 2 BeRstnke £15.95 
Allan Mad~Ie ( AslanP K . f i ~ ,  3 varpr 4 mn, 
£7.95 

Traders  Journal £2.95 
Heroes (AH), General (AW) £3.06 M. 

MHlieture Wargamng El .OS 
Players Bsx £20.95 

Cafl of CthuWlu (Ch) f9.& 
tUWhwCompanK)n £ B S  %reen C5.QS 

Redfax 6Sp, Pdantlr 50p en. 

PaWGan Evil. Walh 1mDun~cb£7.W.a. 
Tenpestuous Onfice eOg 

%&WE of YogSothcth, Asylum, Fun91 fmW 

The KDngans£l4Ws Trallshaws rS.95 .e ~ug@h, c u m  d the Cthonlans, Trall d 
T m h u a  E10.9S-ea. 

Vacuous GrtmslreSUp 
Enterprise Sh~p Plaw £1 e.95 
KUnaon Deck Plans e l s s  Rolemaster (EE) f 29-95 pursultlo u w h ,  Whispers from the Abyss £9.85 ~ ~ " p " ~ ~ ~ ~ ~ , ~* Tnwrder £7.95 AWClaw Law£ll35 Monhegan lsland f5.M) 

Spell Law£13.95, Arms Law!27,95 k m k s d  Nyarlafhofep (5 SCen ) £19.95 
Strategy & Tamcs. ArWeS.95 HIes. 

Character taw. Campaen Law £9.95 en. Glerel estAuthemque £7.95 
Doombook of Chaos 70p 

~ m o s :  
Cloud Lords. Slnklng Plans E9.SSea. 

Wargamer (+ game) £7.95 
The Vanished, Wltnessfor the DeMse 
Denlaid Destmy ~6.s5sa. Iron Wind £7.95 James Bond 007 flw (Vie) f 14.95 ~ ~ ~ ~ , " ~ ~ ~ ~ ~ 5 ~ , ~ O l l c r u s h e rsop 
Demand of Honour, Ma+g~n of Profn Manuals Basa, Q Equipment £ 9 3  ea. 

MiddJe Earth Play Aids GM Pack 1 £9.95, GM pack2 EIO.~~ 
Swordplay mp,  Misers Hoard 55p 

' The Onon Ruse ffi.95 
GuldaiMap E8.95 Thnlllng LooatlonsEB.50 

Wyrm s Claw 65p. Warlock £1.00 
Termmnatron 1456, The Outcasts £ 6 . ~  r 

Northern Mlrkwocd, Isengard, Umbar, Ardw, Modules Ocmpussy, %ldfmnger£7.%U M. 
Punt 8 Pass. Dragon Lords 60gm 

SlarTrek Mhl-Games £6.95 
In m h  Of SpOck. Struggle for the Throne, 

Angmar EO.%ea. The Man With the Golden Gun £7 80 

StarTmk Duels I & II Southern Mlrlmwd. Mona I E9.958.. 
Rangers ofthe North £9.95 

0 Specialoffer These are,ustw~e dour games Ourcatalogue contatm d e t h ~  of vrnua~ly all games avarlable m the u K * New Arrival Send 24o in stamps 6 lap s s e (overseas 4 r r c ) for a copy fw im wlth orders over £6 m) ALDERSHOT Hants Gul l  1 JU 

R Role Playing Rules Tel: Aldershot 31 1443 
S PlaysSdo or (evenings) Farnham 722269 

B Boardgame 
M Miniature Rules ~ o u ~ y p h o n e o r d e r s a n d ~ y b y A c ~ E s ~  

SHOP 9.30-1.30.2.30-5.15on Mon, Tues, Thurs, Frl I OPEN 9.15-5.15 on Saturday 
Closed all day Wednesday 

%

5 
Please mention White Dwarfwhen replvinq to advertisements. 10 3 



-9i Axle says: 
$ Axles Armies WHY NOT 

25mm WARHAMMER BA'ITALIONS 
E 19.70 + £1.30 P&P VISIT THE 

8 MEN OF THE ORIENT - MEN OF THE WEST GUARDROOM 4 4 DWARFS - GOBLINS - ORCS - 
HIGH ELVES - UNDEAD - SKELETON 4 PLUS NEW BATTALION BOARFACED ORCS 

AND SEE OUR 4 
,& Each Battalion comes with full points list COMPLETE RANGE OF 4 
4 

15mm FANTASY ARMIES Good and Evil 

E 16.50 + 98p P&P GAMES AND FIGURES. $ 1) 

GRENADIER 
LORDS. 

FIGURES. 

RAL PARTHA-IMPORTS 
4 New range unseen in this 
4 country until now 

1 "The Mendly Games Shop" $3 d 

2 miles from Junction 11 on the M1 

The Lost Shriqe of Rasar-Rbaq 

Master  s e r i e s  (unique f a n t a s y  gaming  
modules conta in ing  a l l  t h e  f loorplans 
needed t o  play t h e  scenario,  plus a P 

wide r a n g e  of o t h e r  accessories) .  
S e e  White Dwarf  66  f o r  a review of 
"The Halls of the Dwarven Kings", 
t h e  f i r s t  s e t  in t h e  series .  

Kasar-Khan (£4.95) and Dwarven Kings 
(£7.95) a r e  d is t r ibuted  t o  t r a d e  
exclusively by: 

BEAST ENTERPRISES LTD 
Divinity Road, Oxford, OX4 1 LR. 

(also avai lab le  d i r e c t  by post, PdP: 
UK f r e e  Europe +25% Elsewhere +50%). 

! - with realistic settings from ENDLESS PLANS 
sheets of fullcolour floor plans; four sheets of 

aTtifHts (maps, scrolb, etc.); four sheets of NPC statistia; and a dungeon master's screen) 

for use with all fantasv role-playing games such as AD&D , D&D , RO and Warhammer 

11 Please mention White Dwarfwhen replying to advertisements. 



\ I OPEN BOX 
I 

In Open 86x. science fiction and fantasy games and rulebooks currently in the shops are reviewed by 
independent authorities. Ratings are on a scale from 1 to 10, in several categories, with an overall rating 
based on the reviewer's opinions 

OPEN BOX 

STAR ACE 
Role-Playing Game 
Pacesetter Games f 16.95 

StarAce is a new SFRPG from Pacesetter, 
the breakaway TSR employees who 
have already produced Chill and 
Timemaster. The box contains a 64-page 
Bask Training manual, a 32-page Wil- 
derness Briefing Manual, a 16-page 
scenario, a map of the Wilderness Seq 
tor, a sheet of counters, and three ten- 
sided dice. 

The backgroundto the game is a deca- 
dent interstellar empire, dominated by 
Terran-descended humans. A few 
worlds, the rebel Alliance, are fighting 
the Empire. This alliance now includes, 
and is dominated by, Earth. At present 
there is an uneasy truce between these 
two powers, but both sides are engaged 
in espionage and subversion. The 
Afliance subversion groups are called 
StarTeams, and all player characters are 
assumed to be members of such teams. 
All team members belonq to oneof four 
guilds, called Free orders, which 
roughly correspond to character clas- 
ses. The Free Order of Spades are 
weapons specialists, Hearts are 
technologists, Clubs are psionics, and 
Diamonds specialise in deception and 
stealth. Each order has its own skills and 
limitations, which can only be improved 
by promotion through the ranks or by 
paying fortraining, and tends to attract 
members of one of several player races. 
There is no provision for skill improve- 
ment by experience, or for cross-training 
between orders. It isn't possible to have 
a.multi-classed ClubIDiamond psionic 
thief, for example, but most combat 
skills, apart from unarmed combat and a 
few special weapons, can be 4earned by 
anyone. Skill levels are related to charac- 
teristics, and improvement generally 
gives an increase in the number of uses 
per round, rather than $mimpr~wd 
chance of success. 

All characters s t a ~ w i f h  a s tad~h te r  
spacecraft, three weapons, a spacesuit, 
equipment for two skills, and some 

, .i l 

money. Some other equipment and a 
few spacecraft are described, but almost 
everything is combat-orientated. Some 
of the weapons are extremely gross; I 
one gun is capable of causing hydrogen 
fusion in distant objects, igniting a self- 
sustaining nuclear explosion. This 
device can destroy almost anything. By 
conlparison, all the spacecraft are curi- 
ously weak; a few fighters should be 
able to take out anything, up to and 
including an Imperial Dreadnought. The 
combat rules allow ships to makeviolent 
manoeuvres, such as 180" turns, provided 
the pilot can make a skill roll. As in most 

1
SFRPG's, combat is two-dimensional. 

The scenario included with the game -lC 

is Deuces Wild, an introductory adven- 

1
ture in which a Star Team is sent to find 

9
a missing agent on an lmperia DL27DRAGONS OF FLAME f #A%&- 
Complications include treache DL3 DRAGONS OF HOPE f 4.95 
room brawl, and afinal space comba DL4 DRAGONS OF DESOLATION £4.99 
isn't ~articularlv subtie. buf does a RPG Scenarios 
reasonably godd job of showing most 
facets of the rubs. 

While I tried to 'find sornethina nove aonla 
Ca

or interesting in t h k  game, thm; just ;?k ules, cohceived by Tracy Hickman, has 
isn't anything specis1 to  report. The rule#+-< now developed into something poten- 
tend to explain thir@a badly. and are . --3- tially larger than any other linked ven- 
biased to give player rsharaeters incredk3" ture ever produced by TSR. The mod- 
b4e advantages, alrnast to the extent of ' ules link up with novels, figures, and a 
the famous Space Opera 'player charac- plethora of marketing devices all 
ters may not be killed' doctrine, Related " designed around the concept. Modules 
sections of the rules are scattered in a DL1 (already reviewed here) to DL4form +-
curiously disjointed fashion; for exam- the first stage in a massive quest- ::* 
ple, the guilds afe described on pages adventure using the same set of &am$% -. 
16-19 of the Basic Training Manual, but ters, which presumably will outstrip 
guild-related skills aren't explained untH even the famous Giant-Drow series @# 
page44. The background isa bland mix- modules produced by Gary Gygax. - . 
ture of Star Wars, She Last Starfighter, DL2, Dragons of Flame continues the 
and other space-opera, and just isn't story from DL 1.  And this isthe main idea 
convincing. All in al1,a dull and uninspir- behind the DragonLance series: the 
ing game and I think that Pacesetter characters aretelling and reliving a story- 
should have tried to develop something through predetermined characters.There \ 

completely new, ratherthan re-hashing are various rules changes and hints for 
old themesand producing a disappoint- GMs to show them how to run this style 
ing result. of adventure (information which is 
Production: 6 Value: 6 somewhat redundantly repeated in 
Ease of Use: 6 Complexity: 5 every module), and anyone thinking of ' 
Overall: 5 MarcusLRowland running the whole of the DragonLance '. 

saga should bear in mind the potentially 
confining feeling that is part and parcel - 
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of this series. The players will have to 
adapt to fit the characters ratherthan the 
other way round, and will have some 
challenging moments, but the authors 
have tried to develop the characters in a 
realistic manner. It is debatable how 
close this is to the original concept of 
role-playing: in some ways the charac- 
ters in DragonLance are simply acting 
out roles cast by the background and the 
novels etc; but there should be sufficient 
room for alternative ways of playing. 
GMsshould recognisethattherearetwo 
ways of looking at the adventures. They 
may be used by inexperienced players 
to get involved and experienced in the 
game (despite the fact that it is some- 
what non-standard AD&D), or they rep- 
resent a detailed world for players of 
long-standing to immerse themselves in. 

Eitherway I thinkthatthe modules are 
good enough to provide plenty of thrills 
once players are more settled into their 
roles. In Dragons of Flame the brave 
Innfellows suffer at the hand of the 
Draconians and must find some aid in 
the beleaguered North Lands before set- 
ting off to rescue an enslaved popula- 
tion. I must not tell you too much of the 
plot, but for your money you get around 
24 pages of text, an area map and 
3 detailed location maps, along with 
plenty of good art. You also get some 
repeated information - I don't really see 
that this is necessary as people are 
unlikely to buy an odd scenariofrom the 
middle of a series as big as this one-and 
some odd 'extras', such as a song and a 
poem. These are supposed to be inspira- 
tional l imagine, but l doubt that anyone 
will want to use them. The adventure is 
very channelled and whilst providing 
the players with plenty to contend with, 
does notwant them straying off the path 
the designers envisage. However hon- 
est their intentions, the players are 
treated as idiots if they do anything but 
the stated actions and though this may 
be a useful trick for less experienced 
players, it is extremely frustrating when 
DMing and players come up with a 
potentially intelligent suggestion or plan 
only to have to shoot it down because it 
'doesn't fit the story'. I feel that there 
should have been more options for 
players to choose between. 

DL3, Dragons o f  Hope marked an 
improvement in the design and we 
enjoyed this one more. You get a huge 
map and a smaller version for the DM, 
plus 2 detailed area maps and the usual 
art from Keith Parkinson. There is a lot 
more for the players to contend with 
here, rather than just bands of maraud- 
ing Draconians and other attendant nas- 
ties. However, much of the action turns 
on uncontrollable plot devices, with 
many poorly explained or of dubious 
value as contributions to the game. 
Other minor criticisms we had whilst 
playing were the rather ambiguous 
detailed area maps and events thatwere 
somewhat coerced and did not flow 
naturally from play -these tended to 
stick out like sore thumbs amid the gen- 
erally very high quality of this scenario. 
Fortunately there are very few 'bugs' as 
such, and DMs can of course leave out 
anything that they find anomalous. We 
particularly liked the free-ranging nature 
of the scenario ratherthan the usual con- 
finement of dungeon pathways. 

DL4, Dragons ofDesolation is'perhaps 
one of the most innovative scenarios that 
TSR have recently produced (however, 
TSR UK have been a lot more forward- 
thinking in their ideas of late than their 
parent company). The scenario is very 
taxing on DMs, asthey have a lot to keep 
track of. There is plenty of reward 
though if the scenario can be well-run, 
with some very interesting encounters 
and a mapping system that I'm sure I'll 
want to use elsewhere. Overall I was 
impressed with the design, and this 
scenario has the most actual text of all 
four. However,oneof the most intriguing 
aspects of the scenario is that the main 
part of the action (a tomb) is essentially 
not run by the DM at all! In fact, both 
players and DM are caught up by the 
action at many points in the adventure 
and can do no more than take a backseat 
asthe story unfolds. Whilst 'dominating' 
players might find this a trifle annoying, 
it is in fact a good opportunity to forget 
the gaming aspects and concentrate on 
role-playing. It is a shame that players 
could not have developed their own 
characters for the quest, but those pro- 
vided by now will be familiar enough. 

Overall there is plenty of information 
contained in the modules for DMs to 
grasp the basic background of Krynn. 
The scenarios are well worth the money 
and if you've already finished off some 
of the better modules around (like the I 
series and the new UKones), then take a 
deep breath and plunge into the world of 
Krynn. 

DL2 DL3 DL4 
Production: 8 8 8 
Value: 7 7 8 
Skill: 7 8 8 
Complexity: 7 9 9 
Overall: 7 8 9 

Graham Staplehurst 

MONSTER COLISEUM 
RPG Supplement 
Avalon Hill f 16.95 

The first of the projected RQ3 supple- 
ments continuesAvalon Hill's high price 
policy for RuneQuest; I predict increas- 
ing UK customer resistance, and shud-- 
dertothinkwhat a campaign like Vikings 
will cost at this rate. For the Monster 
Coliseum box, decorated with another 
nice Lisa Free illustration, is not exactly 
overflowing. You get two slimmish 
booklets (38 and 46 pages), some gam- 

ing aids, including examples of the GM's 
Log (a lack noted in the RQ3 box), a coli- 
seum floorplan with hex-gridded centre, 
(big enough for battles with miniature 
figures), two stiff pairs of race track sec- 
tions, one semi-oval and onestraight, on 
which there are also twenty chariot mar- 
kers that can be cut out, and a rangestick 
marked out in various scales. 

The theme of the box is games in the, 
Roman style, essentially gladiatorial and 
other combats and chariot races. The 
Coliseum Bookgives background histor- 
ical detail on the organisation of coli- 
seums and the games in them (reasona- 
bly accurate, to my knowledge), offers 
ideas on staging such games in a RQ 
world, and then moves on to chariot 
racing, the rules for which take up 
almost half the book, with further detail 
about chariots and their use historically. 
The rules areworked out in considerable 
detail and include many innovative fea- 
tures, which could often be applied to 
other types of racing or other situations 
(eg the effects of a crash). Basic to the 
racing are the rules for expenditure of 
extra fatigue points per melee round to 
gain speed overthe ordinary maximum; 
some mathematical abilitywill be needed 
to make proper use of these, but they 
offer scope for individual involvement. 
Also, since this is racing Ben Hurstyle, 
there are rules on howto foul your oppo- 
nents; since much riskto all participants 
is involved, I am not sure how true to 
reality this is, but it offers an extra twist. 
Rules for shooting at targets along the 
course are also provided; forthose seek- 
ing the ultimate test, I recommend read- 
ing the account of the fiendishly com- 
plex Sagare race in Tanith Lee's The 
Birthgrave. The booklet finishes with 
some advice on solo gaming, for which 
a gladiatorial combat is ideal. 

The Monster Book, intended for GM's 
only, first provides stats for historical 
types of gladiator and other combat 
opponents of many RQ races, including 
some individualised master gladiators, 
but nothing that is not in the RQ3 Crea- 
tures Book. It then rather inconsequen- 
tially provides a range of encounters for 
GM's to use, some groups in the Border- 
lands style with individualised leaders 
and standardised followers, and some 
individual or grouped monsters, again 
entirely from the Creatures Book, but 
with specified stats, skills, spells, etc 
rather than averages. The human and 
humanoid groups are particularly useful 
for the indication that they provide of 
what average encountered NPC's may 
be expected to be [note the very low 
spell-casting levels and fatigue points 
(even negative!) for those in good 
armourl, and are generally very reason- 
able, though the leaders and a,group of 
experienced adventurers seem excep- 
tionally good. 

Unlike a scenario, coliseum combats 
and chariot races can be staged many 
times, but despite this, the potential 
interest of the chariot racing, and the 
individual features of general use, I can- 
not see that the high price is fully jus- 
tified by the contents particularly when 
so much of the Monsters Book essentially 
repeats what is already available to GM's. 
Com~lexitv: 7 Production: 8 I 
usefhlness': 5 Value: 
Overall: 6 Oliver Dickinson I 



CRITICAL MASS 

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

ALDISS 

SUNSET 
Today I plotted an alarming graph. 
Extrapolating into 1986 or 1987, the SF/ 
fantasy pouring into this column looks 
like reaching such levels that after I've 
listed titles, authors and publication 
details, there will be approximately one 
(plus or minus 0.5) word left for each 
actual review. Rather than classify 
novels on a standard scale ('brilliant', 
'OK, 'mediocre', 'unreadable', or 
'Hubbard'), I suspect it's time to write 
longer reviews of fewer books.. . 

Wish I could spend a whole column on 
Brian Aldiss' Helliconia Summer 
[Granada 576pp £2.501 and, concluding 
an impressive trilogy, Helliconia Winter 
[Cape 285pp f8.951. Summer's hardback 
was covered here in 1983: it's the richest 
and most lyrical of the set, picturing the 
lush Renaissance which happens every 
2600 years or so as civilisation recovers 
from the ruin of planet Helliconia's mur- 
derous five-century winter. Winter is of 
course more sombre, with autumn 
declining into the Great Winter: human 
society is past its peak, political systems 
are hardening and freezing with the rest 
of the world, and the alien phagors who 
rule thewinter are coming into theirtime 
of power. But although Winterends with 
the powerfully gloomy day of Myrkwyr, 
when sunrise immediately becomes 
sunset, it's not a depressing book. The 
hero Luterin's saga is a tense, exciting 
one which ends in defiant hope; there 
are lovely inventions too, particularly 
the Egyptian-flavoured Great Wheel. In 
the heart of a mountain,thedevout haul 
endlessly on chains to turn the huge 
stone wheel and (by sympathetic magic) 
pull Helliconia through its dark winter 
centuries. 

The Aldiss password is 'enantio- 
dromia', the cycle of things turning into 
their opposites. Winter contains the 
hope of spring; the murderous phagors 
carry the plague which humanity needs 
to survive Helliconia's seasons. In 
Winter, scenes on Earth and the orbiting 
Avernus Station (sketchy and less suc- 
cessful than the main narrative) offer 
two escape routes from cyclic history: 
enlightenment and extinction. All this 
and a gripping story too, of battle, mur- 
der and plague. 

Damon Knight offers The Man in the 
Tree, a quiet, nostalgic novel about a 
sort of superman. The hero is a literal 
giant with an odd superpower from 
Knight's short 'What Rough Beast?': he 
can twist probability worlds, duplicat- 

ing some priceless treasure like (say) 
White Dwarf by borrowing another 
world's copy. He drifts through life from 
the 50s to the 80s, pursued by a homici- 
dal loony; appears in such familiar SF 
settings as carnivals; becomes a low- 
key messiah in an effort to save the 
world. . . Nicely written, but it provokes 
nagging questions. Why giantism and 
psychic power when either alone could 
carry the novel? Why such uninspired 
use of the hero's special talent (which 
tends to boil down to routine healings 
and conjuring)? Why,with an intelligent 
enemy hot on his trail, does he go on 
public view as a giant in a carnival? 
These are deep waters, Watson. 

Deeper and more obscure is the selec- 
tion policy of Venture SF, whose third 
choice has been conveyed to me in a 
tumbril: Hammer's Slammers by David 
Drake [Hamlyn 274pp f 1.951. Venture 
promises only 'novels of action and 
adventure-no short stories, no fantasy, 
no boredom'. Though Slammers is in 
fact an assembly of short stories, the 
word 'boredom' never crossed my 
mind; l favoured 'atrocious' and 'un- 
readable'. The Slammers are gun-happy 
mercenaries, 'the toughest regiment 
that ever killed for a dollar', whose 
exploits are celebrated in prose so lum- 
pish that often you need to backtrack 
and puzzle out what Drake is clumsily 
trying to say.'The body ballooned under 
the cyan impact1- cyan being Drake's 
favourite word. 'Four pongoes were 
jumpered to Two Star1- pretty pellucid, 
eh? Such are the lauded military virtues 
of the Slammers that (fearful that 
chicken-heartedness will prejudice their 
future contracts) they nobly disobey 
their own horrified employers'orders to 
stop slaughtering people and 
detonating irreplaceable shrines. If you 
like chainsaw massacres you'll love this. 

2Gpp £2.501, which opens poorly with an 
all toofamiliar'eldritch unseen horrorf- 
Lovecraftian shoggoths lurking in the 
basement, squishily poised to destroy 
civilisation. There are other familiar 
ingredients: the 'true names' magic is 
very Le Guin, and most Tolkien fans will 
spot something reminiscent about the 
wizard lngold lnglorion. That said, the 
books perk up when the Dark-threatened 
fantasy world interacts with ours: hav- 
ing crossed over, the hard-bitten Ameri- 
can heroine gets into swordplay while 
her shiftless male aquaintance studies 
wizardry, both thus doing better than 

Inglorion, who on his visit to Earth mas- 
ters only the ring-pull can. Cleverly anti- 
romantic touches make this a lot more 
appealing than you might expect from the 
cover orthe chill newsthat it'svolume 1 
of a trilogy. Above average, I suppose. 

Spellbinder by Stephen Bowkett [Gol- 
lancz 120pp £5.951 is a fantasy for'young 
adults', whatever that means. The teen- 
age hero has the usual selection of hang- 
ups; he tries to impress friends with con- 
juring tricks, only to discover that for 
him magic actually works. Bowkett's 
jokey, epigrammatic schoolbook repar- 
tee is effective - just sufficiently more 
polished than the real thing to amuse 
without becoming unbelievable. The 
other point which gets my thumbs-up is 
the way in which magic and fantasy do 
not conveniently depart from the hero's 
life the moment he's been taught some 
cheap moral lesson: here the poor sod 
has to learn to live with a responsibility 
which is his for the next sixty years. 
Right on. 

David Harvey, author of The Song o f  
Middle-Earth [Unwin 143pp f 10.951, won 
International Mastermind with Tolkien 
as his special subject: sure enough, he 
shows a terrifying command of factoids 
in this, the 5,271,009th book about 
Middle-Earth. The thesis, according to 
the foreword, is twofold: firstly, thatTol- 
kien's work is much more original and 
less derivative than critics say, and that 
critical comparisons are to be dis- 
trusted; secondly, that Tolkien was 
creating a 'Mythology for England', 
which can be proved by critical compari- 
sons showing how millions of themes 
from past mythology crop up in Tolkien 
. . . From this dodgy start, Harvey woffles 
on to recount large chunks of Tolkien, 
with sporadic mentions of mythic paral- 
lels. His pudding of fact and paraphrase 
lacks argumentative thrust and doesn't 
reach any real conclusion. (For criticism 
that does, try Tom Shippey's excellent 
Road to Middle-Earth - also from 
Unwin.) This stodge should appeal to 
hobbits, who you'll remember 'liked to 
have books filled with things that they 
already knew, set out fair and square 
with no contradictions.' 

In brief: Top Fantasy ed Josh Pachter 
[Dent31 1 pp f 9.501 comprises two dozen 
'author's choice' stories: most are good, 
a few are rotten, a couple aren't fantasy. 
Authors range in fame from Ballard, 
Bradbury, Disch and Le Guin to obscure 
folks who presumably had Influence, 
such as for example Josh Pachter . . . 
Bob Shaw's Orbitsville Departure 
[Granada 192pp f 1.951 is a taut, compel- 
ling sequel to the nifty Orbitsville, which 
appeals despite my utter inability to 
believe in all-potent alien 'Ultans' who 
farm universes.. . I have no intention 
whatever of reading V: East Coast Crisis 
by Howard Weinstein and A C Crispin 
[NEL 305pp f 2.501, novelization of a cer- 
tai n TV sequel . . . Storm Season ed 
Robert Asprin [Penguin 220pp f 1.951 is 
more from Thieves' World, the usual 
mixed bag of fantasy. . . A  Pictorial His- 
tory o f  SFFilrns by David Shipman 
[Hamlyn 172pp £8.951: lots of stills and 
erudition, just like other recent pictorial 
historiesof SFfiIms.. .Vitally important 
erratum: in my WD65column,for'1976' 
please read '1971' throughout - you 
know it makes sense. 
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RUNERITES 

RuneRites is a bi-monthly column 
for Ru neQuest players, edited by 
Dave Morris. 

LOAM 
' WOLVES 

Barbarian Magic 
by Barry Atkins 

This month we have an alternative to 
battle magic among the barbarian 
tribes. Barry originally designed this 
system for Glorantha, but points out that 
i t  is all the more appropriate now that RQ 
has 'gone European'. 

Also, Oliver Dickinson has kindly 
obtained some clarifications for RQ3 
which are included this issue. 
I can also announce a winner for our 

'Rites competition that ran way back in 
February. The copy o f  Soloquest goes to 
Peter Lloyd o f  Nottingham, who cor- 
rectly identified Robert Dale's spells as 
the Breath of Llyr, the Key of Annwn, the 
Cauldron of Annwn and Fimbulwinter. 
Commiserations to everyone else who 
entered. -DM. 

The possession of standard battle magic 
spells by barbarians is in fact highly 
unlikely. The priesthood of a primitive 
tribe is rarely as idle as their more 
civilised counterparts-with all the other 
duties they must perform, the priest 
could not afford to waste weeks training 
their lay membership to use spells. 
Initiates may be worth the effort owing 
to their guaranteed loyalty to priest and 
faith. 

The following system is designed to 
add campaign flavour to the barbarian 
hordes. It even gives you a chance to be 
macho and go around without a shirt on. 
(Liberated rather than macho, in the 
case of lady players! -DM. ) It is not a 
radical departure from the essential RQ 
rules, replacing as it does both the know- 
ledge and focus of battle magic with a 
Rune drawn in magic earth-loam. 

Use of Barbarian Magic 
In order to use the ten Power Runes in 
this way, a lengthy (1 hour) ritual is 
needed. This ritual, the Song of Earth- 
power, summons up the pdwer of the 
local Earth Goddess (actually, I would 
make i t  the tribe's ruling deity rather 
than worry about the element involved 
-DM) to enchant the magic loam, which 1 
is then used to paint the particular runic 
symbol involved on the character's 
body. When the character wishes to use 
the spell, he utters a short prayer to the 
Goddess and makes a POWx5 roll. If he 
is successful, the spell activates and he 
loses POW as per normal battle magic. 
Noclothing may beworn overthe battle 
Runes, and no more than three may 

overlap in a given area. One point of 
earth-loam must be applied for each 
Rune needed. 

The Song of Earthpower 
The Song is a Knowledge skill learnt at a 
cost of 200/400/800 from the tribal 
elders. Barbarians born and bred havea 
basic 30% ability; others begin at 0%. A 
fumble roll causes a spirit of reprisal to 
embody (normally as an earth elemen- 
tal) and attack- the Goddess has been 
offended by a slip-up in the ritual. Asuc- 
cessful skill roll means thatthe character 
may sacrifice 2 POW points to obtain a 
point of earth-loam; this sacrifice is only 
temporary, but the character must over- 
come a POW of 10 to'persuade'the God- 
dess to enchantthe loam. If this roll fails, 
he has expended his POW for nothing. 

The loam, once gained, must be 
applied within one hour. Its magical 
potency lasts for 24 hours. It may be 
applied as any of the ten Power Runes, 
with these effects: 

Harmony Rune (drawn on chest). This 
provides the battle magic spell co- 
ordination. Normal POW cost. 

Disorder Rune (drawn on chest). This 
gives the effect of a fanaticism spell. 
Normal POW cost. 

Fertility Rune (drawn on chest above 
heart). This provides a healing spell - up 
to a maximum of healing 4. 

Death Rune (drawn on both forearms). 
For a POW cost of 5, this gives a spell 
which adds 2d4damage to all successful 
blows but reduces Parry skill by 40%. 

Stasis Rune (drawn on chest). This 
can be stacked up to four points of loam 
to act as a protection spell. However, the 
caster must choose between theprotec- 
tion being effective against either cut- 
ting or smashing weapons, as the skin 
takesthe characteristics of either granite 
or malleable clay. 

Movement Rune (drawn on arms and 
legs). For each point of earthloam (up to 
a maximum of 4), this gives a variable 
spell which adds +5% to Manipulation, 
Parry and Defence for each POW point 
used in casting. 

Truth Rune (drawn on forehead above 
eyes and down nose). Once the Rune is 
drawn it can be used as a detectspell by 
sprinkling a powdered form of the object 
to be detected (bones of a deceased 
enemy, metal filings, powdered gems, 
etc) onto the moist loam. It will only 
function for one type of detect spell 
unless a second Rune is applied overthe 
first. 

Illusion Rune (drawn on face). This 
useful Rune, when combined with 
bloodcurdling battle cry, waving of 
bloodied axe, etc, provides the effects of 
a demoralize spell - but with a +1O0h 
chance of overcoming the enemy's POW. 

Luck Rune (drawn on chest). This 
supplies a 2 point spell which replaces 
the user's Attack and Parry rolls with a 
(current) POWx5 ro1l.A missed roll isan 
automatic fumble, but a successful roll 
always counts as a slash/crush/impale. 

Fate Rune (drawn on chest). This Rune 
leaves a character calm and co!lected 
about any fate, unperturbed by fear 
whether of magical or normal origin, 
and able to withstand pain and injury to 
the extent of remaining conscious down 
to -2HP. The spell costs 2 POW. 

(Some o f  these seem very useful, but I 
don't think the system is unbalanced. 
Remember that spells must be paid for 
twice under these rules - once to 
enchant the loam, and once when the 
spell is activated. I t  cuts down on the use 
o f  armour, and I would also apply the 
restriction that loam can only be enchan- 
tedon one's home territory, where one's 
ruling deity is powerful. -DM. ) 

RUNEQUEST 3 CLARIFICATIONS 
by Oliver Dickinson 
Thanks to a prompt response from Greg 
Stafford and Sandy Petersen, I am able 
to clear up some points raised in my 
review (WD64) or in letters to Chaosium. 

1. Encumbrance. A list of ENCs for 
common objects will be published, with 
other errata; meanwhile, remember the 
rule that 1 ENC=l kg, roughly. Pennies 
are 100 to an ENC, like Lunars before. 
Cormac's PC sheet [Players Book p131 
shows ENCsfor pack, waterskin, and fire- 
lighter, though is unreliable otherwise. 

2. The p66 definition of the effect of 
ENC on Sneak ability is to be preferred; 
even leather padding might creak, 
according to Sandy. 

3. The cost of cult spirit magic. You 
could either work out the charge the 
priest would make to cast spell teaching 
[Gamesmaster Book p301, or name an 
arbitrary price, perhaps treating the cost 
charged by afriendly shaman as a base. 
Cult magic given free to initiates or paid 
in reward for services ought to be obtain- 
able in a more reliable fashion than 
through the chances of spirit combat. 
Perhaps cult spirits will teach spells on 
command. Cultscan supply foci needed 
to cast spirit magic. 

3. All rituals take 1 hour per magic 
point used, unless otherwise specified. 

4. Warding should be listed everywhere 
as a Common spell (it is not in the rules 
for converting RQ2 characters). 

5. Cultural weapons should be omit- 
ted from Civilised Farmers' equipment, 
contrary to my expectation. 

6. Language. With one's own language, 
the comments on the chart, that you can 
say anything you wish at3l%+,ought to 
apply; those at 30% or less are likely to 
be pretty dumb or (through lack of POW 
or APP) totally insignificant, and as a 
result ignored! 

7. Sandy suggests substituting sec- 
ondsight for detect life in the scenario; 
this is a 3-point spell, which it would take 
15 years to get the entitlement to learn 
free, but it is available from the Esrola 
cult, which detect enemy is not. 





.. . - . , .  , . . .+ -.; ,: 7 .  
.%, . .  *.:.- : ... ).- C.. " .  .. .- . ,_.. 

% ;.. ,,>*,,1 ,-iy , , " <  ;,.**;.: . , .* &IT$ >,,&*i.R 

* % BAMBOO TABLE. DESK A CURTAIN" -- 
%X x x CURTAIN or COUNTER "?I~-.+& - WOODEN ..-.---_.---..PADDED m i  BRICK WALL 

BARRIER OR BENCH 
PARTITION (attached to Character N4c 

wall) 

18 Permission granted to photocopy as needed for personal use 



!i 
! 

Ilk. 

4; 

A Champions and Golden Heroes 
Scenario for 3-6 Characters 
by Phil Masters 

INTRODUCTION 
Peking Duck is a mini-scenario for a small group of moderately able 
characters. All organisations and groups mentioned can be changed 
as appropriate for your campaign, and different supervillains can be 
deployed if desired. Agroup of three superheroes ('The Outside Line') 
is given to save time forthosewho do not wish to use their own crea- 
tions, but self-designed characterscan certainly be used. A number of 
supervillains are also detailed; the full list should only be used if the 
superhero group is exceptionally strong. 

BACKGROUND (PLAYERS AND GM) 
Our heroes have recently established a contact-a 'normal'with shady 
connections who has provided them with a certain amount of useful 
~nformation, partly for payoffs and partly, he claims, out of hatred for 
the evil effects of certain categories of crime. Now he has come 
through to them with an urgent tip-off. His story runs as follows. 

Certain of the Tongs operating in London's Soho have a 'business 
centre', through which a fair amount of dubious merchandise passes. 
This is an eminently respectable high-class Chinese restaurapt, the Fo 
Yen Wok. Normally, this 'drop' is used with such care and discretion 
thata raid would find nothing, buttonight, a largequantitiy of refined 
heroin will be on the premisesfor some hours. There is only one prob- 
lem; the Tongs have boughtthemselves a contact in the Metropolitan 
Police Drugs Squad-identity unknown-and any tip-offs reaching the 
authorities will almost certainly cause this individual to warn his 
paymasters to cancel the operation . . . 

The Fo Yen Wok is easily located; it is sited on a street not far from 
Soho Square. It is a high-class establishment, specialising in Peking 
cuisine. and it does not ~ rov ide  takeawavs. Reconnaissance will also 
discover its opening hoirs (6pm to midnight), the fact that it haseating 
areas on twofloors,and the factthat it backs on to a narrow alleyway; 
fire exits from both Woors lead outthat way, via an openwrought iron 
staircase in the case of the upper floor. 

GM'S NOTES 
The players know littlewhen they begin this scenario; whatthey have 
to discover is thatmost of what they do know is lies. The truth is 
complicated. 

The Fo Yen Wok is a perfectly respectable establishment, notewor- 
thy only in that the owner pays his protection money tardily if at all. 
Because of this, theTongs have decided to use the restaurant in a devi- 
ous plan. The heroes' 'contact' is a Tong double agent, set up to dis- 
tract the superheroes; he will be found to have vanished when the 
characters next seek him out. While hesets upthe heroes, his bosses 
have quietly informed Antonio (Tony) Rigatoni, a Mafia boss with 
whom they are having difficult negotiations, thatthey wish to discuss 
business over a meal, and they have named the Fo Yen Wok as the 
place. The idea is to getthe restaurant smashed up in a fight, Rigatoni 
scared and perhaps arrested, and the heroes humiliated - all with no 
risk to Tong agents. 

Two things have gone wrong with this elegant plan. Firstly, and tri- 
vially,Tony Rigatoni isa suspicious man, and always has a bodyguard 
in tow. Secondlv. the Northinahouse Cor~oration. an outwardlv 
respectable muidnational co6bine with some dubious sidelines, has 
Tong headquarters bugged. They also want to talk toTony Rigatoni - 
rather more seriously-and they have decided thatthe only Gay to get 
hold of him is to send a team of supervillains into the confusion and 
grab him. Whatthey don't know-their bug being rather badly placed 
-is that the Tongs have now decided to make sure of the heroes' 
humiliation by tipping off Scotland Yard thata bunch of criminals are 
demanding protection money in various areas of London, and are 
about to smash up the Fo Yen Wok as an example. The police are 
naturally careful about anonymous information, but have a couple of 
men watching the place, just in case. 

Once the action starts, the GM will have to role-play all the various 
factions involved, with proper regard for their objectives. Just 
remember that, to a normal person, costumed superheroes are very 
hard to tell apart. 

THE FO YEN WOK 
The layout of the Fo Yen Wok is shown in Fig 1 ; the properties of some 
ofthefixtures and fittings are given on Table 1. Thegeneral style ofthe 
decor is austerely elegant, with much use of pine, bamboo, and indi- 
rect lighting. Note that bamboo curtains provide no obstacleto move- 
ment, orto attacks, butthat characters must make a perception roll to 
notice events happening beyond them. The thin wooden 'fixed 
screens' can be broken free (for freedom of movement, use of mis- 
siles, etc) by an attack that is declared to be for that specific purpose 
that exceeds their DEF by 2 or better. (Golden Heroes: Tear Off.) 

The restaurant staff and customers are detailed in Table2. These are 
essentially normals (apart from the Mafiosi), butthey havea variety of 
skills and talents. All will becurious about supercharacters and averse 
to combat, although most will fight back if hacked. The proprietor 

I (Mr Chong) will beveryunhappy if people start smashing his restaurant 
t 

interesting is Kang, thecook, who 

become slightly interested i f  stran 

daughter, Kang Se. He may well 

(GH; 2-hand 

certainly attack anyone harming .., 
cook's cleaver [ ld6 killin attack + 

A. Restaurant Front. The buildin 
dow, but there is a full, opaque cu 
small, discreet menu card is on dis 
through a small porch with two set 
glass window panels. 

B. Reception Area. On the right a 
wooden reception counter, with 
takestelephone calls and looks afte 
curtained alcove. This area is lit by 
number of small wall units. 

D. Stairs. These are constructed 

C. Bar. This is not a full pub-type s 
and glasses are kept, and from which 
pensed. The stock is on wooden she 

alne 
t teni  
~ats, coats, et 
central ceilir 

design; any person on them can be 
of both floors. 

E. Lower Dining Area. Note, the u 
corner. 

F. Waiters' Cubicle. A small area 
orders passed to the kitchens via th 
tableware also move UD and down I 
accommodate a normal-sized pers ¶ four seconds to move the lift betwe 

G. Fire Escape. Theseare discreet 
push-bar mechanism and leading o 
clearly labelled as an emergency en 
the outside (as opposed to being br 
a 'fine work' roll), Security Systems 
the mechanism by picking itsauxilia 
be firmly bolted when the restaurar 

H. Upper Landing. A discreet not 
the presence of the toilets beyond. 

I. Upper Dining Area. The only wi 
immovable frosted glass planes. E 
only a character with at least one I 
even hope to squeeze through. 

J. Outer Office. This is where m 
kept, in one large and ill-organisec 

1 
for suspicious documents, and will 
a number of minutes equal to 45 

in, s 
YP 

minutes.) 
K. Inner Office. Business negot 

usually conducted in here. There i 
of it in various dialects of Chinesc 
form of this language will conclu 
after (25-INT) minutes. (GH: 10+ 

L. Kitchen. The unquestioned c 
and somewhat crazy cook. All is i 
standards -totally disorganised. 
cupboards are packed with  foods^ 
wonderful Chinese oddities. 

M. Upper Fire Exit. This emerg 
the eating area - has a similar ope 
(see G). It leads out to a wrought 

THE SUPERVILLAINS 

American-based multinational co 
electronics, computer hardware, 

The Notthinghouse Corporation: 

much is all that the world - includir 
employees - knows. If anyone ad& 
house executives add to companh 
exploiting the Corporation's huge r 
dis~ersion in ~u rsu i t  of dealinas in 
jecis to disrupt 'unco-operative' go! 
the company's friends, and in granc 
tion, then the result would be a libel 
the additional statements untrue. 

The key to Northinghouse's illicit 
unit' - AKA the dirty tricks departm 
well-armed mercenaries is paid anc 
number of supervillain types are en 
'contracts '. For this scenario, a smz 
will be sent in to grabTony Rigaton 
superheroes, and get out fast. 

The supervillains available t o t  
the fullgroup should only employe 
ful indeed; in general, it is recom 
total about 100 less than the hero p 
enough confusing factors to make u 
generally involve Torpedo and Ven 
mental powers are desired; MR Sk 
hero group is particularly strong. 



brother,and his refor revenge- revenge that was 
ained when Ma umed the black and grey body 

. Annihilating dozens of his 
g in  personal combat; it also 
FBI investigator. Now Vendetta 

, never breaking his word, and 

The Shadow Dancer (Champions) 13 15"Telepot-t; canconcen- 3(12) 
Value CHA Cost tratefor up to 2 phases to 

8 STR - 2 get4x ranget 
23 DEX 39 13 Radarsense**+ 
23 CON 26 6 +4Sight Perception, - 
10 BODY - - 1,6fr**~ 
14 INT 4 7 Stealth, 150r less - 
20 EGO 20 5 +I Skillwith Multipower - 
15 PRE 5 
16 COM 3 Disadvantages Value 
8 PD 6 Hunted by extradimensional 'demons', 
7 ED 2 8 or less 30 
6 SPD 27 Hunted by Interpol, 11 or less 25 

125 REC 7 Nauseated by sunlight 15 
38 END -4 Fear of 'demons' 10 
26 STUN - Hatred of daylight (irrational actions)- 

LU 
Total 133 3d6 Stun from Flash Attacks 15 
+ Powers Cost 122 ld6 Stun from fire and heat 10 

255 2x All damage from lasers 20 
11/zx Stun from blasters 10 

OCV=8 
DCV=8 Total 155 
ECV=7 

Powers *Do not work in strong light (+I%) 
Pts Power End **Must be shadows around (+'%), 

Elemental Control- Humanoidformsonly produced (+M) 
Negative Energy ***Must be strong shadows in area 

20 1. 2" Radius Darkness, 6 surveyed (+l/2) 
blocks UVand IR* *Must be strong shadows near both 

10 2. Force Field-20ED 1 characters 
atlhEND* tBoth points must be linked by deep 

10 3. 4d6ENDDrain. Usableat 6 shadows (+2) 
Range* §Becomes 7 In strong light 

Psionic Multipower 
20 30 Point Reserve- All slotsat 

% Limit (orworse). 
2 3Opt Ultra: 3d6 Ego Attack* 6 
1 30pt Ultra: 6d6 Mental 6 

Illusions** 
2 30pt Ultra: 6d6 Mind 6 

ScanningX** 
2 3Opt Ultra: 6d6TelepathyS 6 

Other Powers 
11 EgoDefence(-14) - 

History: Natasha Mallory was a low-power mutant telepath with no 
great interest in  using her powersfor good or evil, but an immense 
streak of nosiness. This did her no harm whatsoever until the day she 
realised to  her horror that the innocuous passer-by she was probing 
was actually a malevolent extra-dimensional being of phenomenal 
strength whowas not only aware of the intrusion, but resented it. The 
demon'attacked and captured Natasha, and had dragged her halfway 

to  i tsown dark plane beforeshesomehow found thestrength to break 
free. She almost made it home- but not quite; she was not recap- 
tured, but a part of her body and much of her mind remains in a 
shadowy realm of 'negative energy'. This is not a total disadvantage, 
however; Natasha now finds that she can tap strange forces, eitherto 
reinforce her mental abilities or for use 'raw' in  a variety of ways. This 
power is available to  her as long as she avoids strong light (daylight 
or powerful searchlights can almost cripple her), but she also seems 
to  have been infected with a little of the amorality of the 'shadow 
realm', and now Natasha Mallory is the Shadow Dancer, ready to  sell 
her powers to  the highest bidder. 

TheShadow Dancerwearsa simplecream-colouredcostume anda 
short black cape; the observant may also notice that much of her 
body, and especially her face, appears to be in deeper shadow than 
can be explained by the ambient illumination. 

Note: In thisscenario, both the restaurant andthestreet outside can 
be considered to  have shadows present, but deep shadow will only 
become available if most of the restaurant lights are smashed or 
switched off. Later in  the evening,the level of illumination outsidethe 
restaurant may fall enough to  generate the same effects outside. 

The Pirate (Champions) 
Value CHA Cost 

20 STR 10 
24 DEX 42 
18 CON 16 
18 BODY 16 
7 INT -3 

1: E,$P 8 
- 

14 COM 2 
8 PD 4 
7 ED 3 
4 SPD 16 
8 REC - 

36 END - 
41 STUN 4 

Total 118 
+ Powers Cost 67 

185 

OCV=8 
DCV=8 
ECV=5 
Powers 
pts Power 

5 Climbing (l30r less) 
End - 

7 Swinging (7") - 
10 Blast Pistol: 8d6 Energy - 

Blast. 1 Use. OAF 
4 4"swimming 1 
4 Throwing Knife: ld6 Ranged - 

Killing Attack, 1 Use, OAF 
20 Cutlass: 2d6H-t-H Killing 6(9) 

Attack, (+ 1 d6+ 1 for STR), 
OIF 

7 Missile deflection with - 
cutlass; thrown objectsonly, 
14or less, 01F 

10 Two levels with cutlass - 
(combat and missile 
deflection) 

Disadvantages Value 
Berserks if mocked about anachronism 
(8 or less, recovers on 11 or less) 10 
Hunted by CIA, 8 or less 20 
Only one eye 5 
Overconfidence 20 
Hatred of authority figures 10 
Unlucky (ld6) 5 
11/2x Stun from Energy Attacks 15 

Total 85 



Mandala (Champions) 
Value CHA cost 

13 STR 3 

History: Like Northinghouse, the United States Standard Oil Corpora- 
tion (USSO Corp) maintains a clandestine special projects depart- 
ment, which often exploits the workof USSO's medical products divi- 
sion. One project developed from the ideas of a company 
psychologist who suggested that many supposedly 'super-powered' 
individuals merely had the self-confidence and drive to exploita wide- 
spread latent human potential. His employers challenged the 
researcher to prove this, and found an experimental volunteer one 
Larry Van Halen, an embittered ex-US navy man who had been 
invalided out after an accident cost him one eye. The result of an inten- 
sive course of hypnosis, chemically-induced psychosis and brain- 
washing was moderately successfuI; Van Halen's personality has now 
been warped into line with hisfavourite imageof a hero-derivedfrom 
theold Hollywood pirate movies. USSO have fitted him outwith three 
appropriate weapons; a lightweight, one-shot hand blaster (disguised 
as a flintlock), a titanium alloy throwing dagger, and a superbly 
balanced titaniumisteel cutlass, which Van Halen carries attached to 
his wrist by a near-unbreakable metal cable. The Pirate now serves 
USSO when they need him, and the highest bidder at other times. 

24 DEX 42 
20 CON 20 
14 BODY 8 
15 INT 5 
21 EGO 22 
14 PRE 4 201% Reserve 
14 COM 
10 PD 
10 ED 

'-2 20bt Eao Defence (-23). - 

5 SPD 16 
13 REC 12 
30 END - 5 
31 STUN - 

Total 142 
+ Powers Cost 93 

235 Disadvantaoes Value " 

OCV=8 
DCV=8 
ECV=7 

Powers 
Pts Power End 
10 Acrobatics, I 4  or less - 
5 Luck(ld6) - 

MR SMASH (Champions) 
Value CHA Cost 

28 STR 3 
15 DEX 15 
33 CON 16 
20 BODY 14 
5 INT - 5 

18 EGO 16 
7 PRE - 3 
4 COM -3 

15 PD - 
15 ED -1 
4 SPD 15 

10 Armour (included in PDIED) 
13 4" Climbing on 17 or less 
12 Ego Defence (-13) 
15 ParabolicHearing (x5 range 

effect) 
5 Infra-red vision 

17 50pt (5d6.5Def) Entangle- 
One Use 

15 15pt Life Support 
5 5pt Flash Defence 

20 Increased Running-Net 
Effect is 8" Move 

19 Martial Arts (5d6Punch. (3) l lhx Stun from poison, chemical, 
6%d6 Kick) and anaesthetic druo attacks 10 

5 Stealth, 140r less - 
12 Passivesonar-works on 1 I - Total 135 

History: Back in 1967, a very large ndmber of hippi t, look- 
ing for gurus to  tell them the meaning of life. And was as 

18 REC 22 
36 END - Disadvantaoes Value naive as any, but he was lucky; his guru was really unusual. In addi- 

tion, Mellish had the determination and commitment to last out a Berserks if h;'t by electrical or magnetic 
attack (8 or less, recover 8 or less) 15 
Hunted by Green Dragon, 8 or less 20 
Hunted by the CIA, 8 or less 20 
Colour Blind 10 
No Smellrraste senses 10 
No concept of discretion 15 
Singleminded pursuitof programmed 
objective 15 
Public Identity 10 
ld6Stunfrom sub-zero temperatures 5 

End 2d6 Stun from Sonics & Vibration 10 

rigorous and comprehensive course-of training for mind and body. 
Andrew might have spent the rest of his life in  a tiny monastery in 

the foothills of the Himalayas, but after 
him from an old schoolfrlend who need 
Andrew was shocked to find how the o l  
and died; the worst symptom he enco 
property company that was seeking to  
town. His old friend had stumbled acro 
figthing that plan, including a complex 
VIPER. Taking on these entrenched pow 
powers took Andrew outside the law, even when he eventually won; 
the strength of his opponents led him to believe tl-rat.hesho~ll&con- 
tinue this kind of work in other areas preferably with assistance. hl&p,, 
as Mandala. Andrew Mellish leads the Outside Llne 

Total 90 + Powers Cost 185 
275 

Powers 
Pts Power 
12 One level of Shrinking, 

alwayson + 
41 Three levelsof Densitv 

- Unusual Looks (14or less) 15 
2x Stun from Electrical and Magnetic 

- attacks 20 
2x Stun from Sonics 10 Increase, always on 

(Most of the effects of these 
two powersare already 
included in thecharacteris- 
ticsandcombat values. 

Total 175 Mandala wears shoulder-length hair, 
He also wears a saffron-yellow cape, g 
dals, but always goes bare-chested to  
dala' design tattooed on his chest in a Othersare: -2on others' 

Sight PER, % normal size, 
normal mass). 

20 Two Extra Limbs 
(OCV increase included) 

other'ornamentation'is a pair of hardened steel bracelets, with whldh 
he can deflect bulletsand other missiles. In general, his training makes 
him fast, agile, and dextrous, although itwas far from completewhen 
he left India; it also gives him more exotic powers. He can attempt to  
'read' his surroundings from tiny variations in patterns of sound, and 
his mental training gives him abiliti 
of 'disbelieving'the power of non-physi 
addition, an ascetic, monastical style of 
robust and healthy. 

Skylight 
Value CHA cost 

10 STR - 
30 DEX 60 
13 CON 6 Flash 6 u s ~ s  

History: Northinghouse has a robotics division, which once 
embarked on a project, part funded by the CIA, to produce a Mobile 
Remote Self-Motivated AutomaticSpecialist Hunter-MR SMASHfor 
short. The result was not considered a success, being clumsy, inflexi- 
ble, and vulnerable to  various attack modes, and the CIA cancelled 
their funding. The Special Projects Unit, however, willingly 'approp- 
riated'the prototype, and sent it on a series of missions. In the first, it 
inflicted a humilitating defeat on the mercenary martial artist known 
as Green Dragon; in the second, it was photographed in  action by a 
newspaperman, which obliged Northinghouse to tell the CIA that the 
machine had been stolen.. . 

MR SMASH is a three-foot tall robot, very heavily built, with four 
arms fitted with fairly sensitive triple claws and a variety of special 
sensor devices in its head unit. Its experimental robotic brain is 
mounted within the chest space. 

10 BODY 
15 INT 
13 EGO 
10 PRE 
14 COM 
6 PD 
6 ED 
8 SPD The Villains: Final Notes 

These, or any other appropriate super-baddies may be used in  this 
scenario; if othersare used, bear in mind that much ofthecombatwill 
be indoors, so avoid powers that only work in  large open space. For 
simplicity, Hunters should notgenerally appear in  the scenario; obvi- 
ously, the heroes should receive the same privilege. 

The Northinghouse Corporation was originated by Tony Green. The 
Shadow Dancer is based on an idea by Steve Gilham. To both these 
two, m y  thanks. 

5 REC 
24 END 
22 STUN 

3 1 Level in Flight 

Total 
+ Powers Cost 

~ lways  breaks under torture 15 
Will always accept challenges to aerial 
combat ( A  '17) 5 THE OUTSIDE LINE 

The Outside Line is an informal association of superheroes, gathered 
together by Mandala to deal with opponents stronger than its indi- 
vidual members canhandle alone. If the group has a particular charac- 
ter, it is anarchic, unconventional, and anti-establishment; two of its 
members are hunted by the authorities. However, the three individu- 
als get on well together, and make a useful fighting team. 

This group is about the smallest in size that can be used effectively 
in  this scenario; if it alone is to be used by the players, the villains 
deployed should be Vendetta, Torpedo, and either Pirate or, if the 
players are fairly capable, Shadow Dancer. 

Secret Identity 15 
Powers 

Pts Power 
12 Acrobatics, 16 or less 
6 MagneticGrips, IIF; Cling- 2 

lng, 20STR, only works on 

History: When UNTIL decid 
of their first recruits was an 
nast named Janice Lucenzi 
unanimous on two things; 



o, however, Janice 
wing her experimental Note: All Torpedo's powers derive from the armour he wears, which 
articularl~ complicated also incorporates a radio receiver. It is powered by a super-compact bat- 
terroristical bunch of ten/with a rather short life (Torpedo may lose his super strength after a 

few attacks, at the SS's discretion). Weapon Ski l l  applies to 4 suit- 
e mounted 'mini-missiles'; these act as Light Projectiles (ld6+3 HTC, 

2d6+3 HTK), but are explosive and can attack up to 4 opponents within 

HTC: 64 . 
Defence Class: 5 
Costume: Padded 
Movement: 6m 
Powers 
Intuition 1, Martial Arts (Pugilism 2 plus 
Judo Throw), Skills 1 (Hide ~n Shadows), 
Vigour 1. 

Note: All Vendetta's powers derive from long experience and hard train- 
th ing, plus fanatical drive. 

The Shadow Dancer 
(alias Natasha Mallory) HTK: 37 
Weight: l l l l b  HTC: 41 
Height: 5'4" Defence Class: 6 

End Handedness:Left Movement: 6m 
50 Multipower, 50pt reserve - Strength: 4 Powers 

(Mudiflock Powers) Ego: 14 Energy lmmunity 3 (coldlice, nuclear, 
5 -50pt Fixed Slot; 4 Levels, 4 Dexterity: 14 cosmic), Heightened Senses 1 (radar), 

Density Increase at %END. Vigour: 12 Psi Powers 1 (Hallucinations, Psi Blast, 
(Rock Hardness) Damage Bonus: -2 Telepathy), Skills (Hide in Shadows), 

1 -20pt Fixed Slot; Darkness, 6 Dodge Bonus: + I  Stunner 1, Teleport 1. 
2" radius, partially obscures, 
11hxENDcost. (Mud Spray) Note: Shadow Dancer's powers are a mixture of natural psionic talents 

enhanced by her mystical experience, and mystical power of 'negative 
energy' and shadow. Energy I m m u n i t y  requires her to be conscious in 

2 deliberately deflecting damaging energies, her 'radar' is awareness of 

15 she loses her powers in strong illumination. 

Movement: 7 m  
Powers 
Advantageous Background 2, 
(Training already included in STR and 
DEX), Weapon Ski l l2 (Lightweight 
Sword, either 1H or 2H penetrat~ve), 
Special2 (Psychoconditioning and 
minor weapons). 

Defence Class: 4 
Movement: 4m 
Powers 
Advantageous Background 2 (Special 
x 2 ;  four-armed, three foot tall robot), 
Cybernetics 1 (computer brain), Health 3 
(diseaselradiation immunity, environ- 
mental survival anywhere a sealed 
machine can function, toxin immunity), 
Heightened Senses 2 (Enhanced hear- 
ing, infra-red vision), Strength 1, 
Tough Skin 1 .  

the normal physica1,weakn 
tpreVents him using Note: This robot's small sire and multiple well-co-ordinated limbs rm is also strikingly quick, give itthe Dodge and Strike modifiersabove, and allow itto climb very 

easily. Since it is only a simple-minded machine it has some severe 
sensory limitations (colour blindness, no chemosensors); if it suffers 

ifferwidely, the statistics given a Scramble Powers hit, it will run amok. 

Defence Class: 6 
Movement: 6m 
Powers 
Advantageous Background2 (Previous 
Training x 2 ;  increases already . 
included in DEX and EGO), Agrlrty 1, 
Energy lmmunity I (heatiflame), Mar- 
tial Arts 1 (Oriental Grade 1 plus Judo 
Throw), PSI Powers (Telernpathy as 
Speciality, Telekinesis, Telepathy), 
Skills 1 (Hide in Shadows). 

22 



N o t e :  All Mandala's powers derive from his physical and mystical 
training. His immunity to fire is achieved by reminding himself of the 
illusory natureof such ephemeral forces-an act of wil l precluding the 
simultaneous use of his psionic talents. 

Skylight (alias Janice Luce~ 
Weight: 1151b 
Height: 5'1" 
Handedness: Right 
Strength: 5 
Ego: 7 
Dexterity: 18 
Vigour: 7 
Damage Bonus: -1 
Strike Bonus: +3 
Dodge Bonus: +3 
HTK: 28 
HTC: 17 
Defence Class: 6 
Movement: 5m 

nzi) 
Powers 
Advantageous background 1 (Previous 
Training; increases included in DEX), 
Cybernetics 2 (2 Specials: Force 
Deflector and Flash Grenades - see 
Notes), Flight 1 ; Reactions 1, Skills 1 
(Gymnastics), Wallcrawling 1, 
Weapons Skill 1 (Laser). 

N o t e :  Skylight's natural dexterity and gymnastic skill are pheno- 
menal. Her Force Deflector (a small gadget worn beneath the sleeve 
of her costume) generates a field effect that can be used against 
ranged attacks only as if the wielder had Weapon Skill: Shield (used 
defensively), while her Flash Grenades (6 carried) 'detonate' with a 
dazzling flash - anyone within 4m may be blinded unless their eyes 
are protected; a character may attempt to  protect his eyes (requires 
successful Dodge vs Weapon Class 3) otherwise blinded for I d 6  
Frames. Skylight also uses a short-range flying belt, a set of magnetic 
'grippers' providing Wallcrawling ability on metal surfaces, and an 
eight-shot laser (as rules, but used with Weapon Skill). She is quick, 
clever, and a useful ally, but rathertoo excitable and unused to real pain. 

Shale (alias James Vernon) 
Weight: 1331b 
Height: 6'0" 
Handedness: Right 
Strength: 4+17=21 
Ego: 6 
Dexterity: 13 
Viaour: 15 
~ h a g e  Bonus: -2/+16 
Dodge Bonus: +310 
HTK: 53 

HTC: 56 
Defence Class: 514 
Movement: 10-1515m 
Powers 
Mass Variation 1, Self 1, Solidify 1, 
Speed I ,  Strength I ,  Stretch 1, Tough 
Skin 1. 

Table One: Objects and Fittings 
Champions GoldenHeroes 

Item 
Tumbler 
Plate 
Bottle 
Cutlery 
Telephone* 
Stool 
Chair 
Table or Desk 
Wooden Partition 
Counter 
CurtainX* 
Bamboo Curtain 
Padded Wall Bench 
Door - Interior 

Exterior 
Washbasin 
Toilet 
Light FittingX** 
FridgeIFreezerl 
Cooker*** 

Brick Wall 

Weight (kg) 
0.25 
0.4 
0.6 
0.2 
1 

10 
14 
50 
20-50 
30-100 

1 
nla 
60 
25 
30 
15 
25 

nla 
120 

nla 

DEF BODY SIZE HTK 
1 1 0 1 
1 2 0 1 
1 1 0 1 

4 4 2 4 
4 6 3 6 
4 2 3 2 
5 5 3 5 
1 1 1 1 

-obstructsvision only- 
6 4 3 6 
2 5 2 4 
4 5 3 5 
5 3 2 4 
5 4 2 4 
1 1 1 1 
5 6 4 8 

*If damaged, remains 'live' on 5+ on ld6; inflicts %d6 killing damage on 
contact. 

**Only damaged by killing attacks (GH: Penetrative attacks). 

Table 2a 'Normals' Appearing w CI 0 
(Champions) E % E r f g g p f i k ;  
NolNamelRole 

1. M i  (Receptionist) 6 12 9 11 10 12 20 1 2 3 5 
2. Waiter 1 11 10 10 10 10 8 9 2 ,2 2 4 
3. Waiter2 10 9 12 11 11 10 10 2 2 2 5 
4. Mr  Chong (Owner) 2 1 2 1 2 . 7  2 2 2 3 
5. Kang (Cook) 1: 1: 179'8-9,- 1 5 6 3 6 3 7  
6. Kang Se (Cook's daughter) 5 1 4  8 1 1  7 6 1 6  1 2  3 3 
7. Fred (Customer) 11 10 10 10 10 10 10 2 2 2 4 
8. Bill (Customer) 10 10 10 10 10 10 10 2 2 2 4 
9. Jane (Customer) 10 12 10 10 10 10 10 2 2 2 4 

10. Stewart (Customer) 10 10 10 5 12 11 10 3 3 3 4 
11. Myra (Customer) 9 10 10 10 16 10 8 3 3 2 4 
1 2 . ~ o n ~ ~ i ~ a t o n i ( ~ u s t & ~ a f i o s i )  12 12 12 14 14 15 10 3 3 3 4 
13. MarcoVenecci(Bodyguard) 15 14 15 8 8 15 6 5 5 4 6 
14.lnspKennethDalhousie(Police) 10 10 10 12 12 16 10 3 4 4 4 
15. Con Plodd (Policeman) 1 0 1 5  9 9 9 9 1 5  3 3 3 6 
16. Con Parkins (Policeman) 13 10 12 8 14 11 10 3 2 2 7 

No te :  Shale can only use his Strength and Tough Skin powers when 
his Mass Variation isactive, and hecan only use the latterto increase 
his mass; furthermore, he can onlv use his S ~ e e d a n d  Stretch Dowers 
when not usina his increased mass. When two n re aive 
above, the f i r~y re~resen ts  the character with Speed and ~ t r e ' i c h i n ~  
active, the second, Shale's Strength and Tough Skin functional. 

R U N N I N G  THE SCENARIO 
Peking Duck is quite easy to set u 
staff and customers in appropriat 
(with roughly equal numbers upst 
the Mafiosi upstairs), and then askt 
to  go about their invesigation. Fro 
tially reacting to events, although 
this. The villains have the the buil 
wil l strike the moment that the 
within oneturn and making stra 
have the restaurant watched, a 
violence starts, but unfortunately f 
ing the building. These are a junior 
and two constables who work bv t 
arrest anyone who seems to be breaking the law; being policeme 
they have mixedfeelingsabout people ~ n f u n n y  costumesclaiming 
fight crime. 

If the players choose to be s 
action, things will start happen 
will decide that his contacts are 
The villains wi l l  therefore be fo  
action will shift outsidethe nice.clu 
will in  turn force some responsefr 

Afinal note; hunters, dep 
either side in this scenario, 
catedfight scenes. Of course, 
who have a particular hatred 
whole thing, and any who ar 
to  Inspector Dalhousie and h 
and Physical Limitations, and 
(in Golden Heroes terms - co 
Ratings). 

If the players are using their o 
to  have the Outside Line appear 
their own leads on Tong plans and 
known heroesforvillains. In any ca 
wish the players luck! 



dny & m a  mppens-tw mtmn 
k r n s  out-to be Ihc Pn'sbrlck d m g h ~ f  who 
f inancur tw matt& to e w e  wthtwer. k i t e d  



STARBASE 

Starbase is an alternate monthly column for Traveller enthusiasts, edited by Bob McWilliams. 

WORDLY WILES 
Social Customs in Traveller by Anna Prince 

There is one rather glaring omission in game. Starports may be alike, but the discuss your ideas. 
the Traveller rules. They tell you how to worlds on which they are set will not be. Each important world must have a solid 
generate planets, and the animals which Where are GMs to find all these foundation, but it would take hours of 
live on them, but nothing is said about societies, though? On Earth, of course, worktocreatea self-consistent,functional 
the society of the human inhabitants. since this is the only planet we know. society. Fortunately, there is no need to 

True,the characters' most basicques- It will not be necessary to create every do so. History is littered with examples. 
tions are answered: Can I carry my gun? world in great detail. If the players will You will probably want to read up on 
Do the inhabitants have anything more only be passing through, then a brief society before you base a world on it. 
powerful? phrase or even a word may be enough. Children's books are best for basic 

In the planetarystats, only the govern- 'Xenophobic', Chinese-type bureau- groundwork, and should be available 
ment type givessomeflavour, but it is so cracy', 'Duelling common', 'Native from the library. But rememberthatthey 
vague that it needs much fleshing out. sophonts kept as slaves', 'Consider it generally avoid discussing sex: an omis- 
For instance, a company-owned planet rude to pay compliments'. And so on. sion which gives a distorted idea of any 
could be a completely open society, You may get ideas here from the society. 
where slavers come to trade,and any- planet's stats, as you start asking your- An example would help. 
thing is permitted; or a closed one, with self how certain apparent inconsisten- Let us imagine a world based on clas- 
unlicenced trading forbidden and people cies happened. sical Athens. It is slave-owning, philo- 
arrested for not having green hair. On the other hand, you could reverse sophical, Imperialist, inhabited by 

I fear, though, that the unwritten what the stats seem to be indicating. warrior-citizens who denigrate women, 
assumption behind most Traveller There is no reason why a high-tech, high laud homosexuality, expose unwanted 
material is that every society is identical law level world should not also have a children and have brought art to a high 
to twentieth century America. (An hon- religion which requiresthem toeattheir peak. They are mildly contemptuous of 
ourable exception is Adventure 9, leaders. Or even visitors. . . foreigners, are polytheistic and live in a 
Nomads of the World-Ocean, but that, As you read this, you may already democracy. 
unfortunately, will give harried GMs no have had some ideas. But over a whole Add to that list a custom which forbids 
clueabout howto produce un-American subsector, even the most fertile imagi- people to name or refer to the recently 
societies for themselves.) However, nation begins to feel arid. For a sector, dead; imaginethatthey are rudetotheir 
society changes radically even in a few you will certainly need help. friends while being polite only to 
centuries: read a Jane Austen novel to Fortunately, help is available. SF enemies, and you already have several 
see how much it has altered in the last books will be useful. For instance, scenarios suggesting themselves. 
couple. Despite this, it is easiest to civilised cannibalism was used in The slaves could be a native life-form 
assume that the lmperium matches our Stranger In a Strange Land. But disap- an Imperial charity istrying to protect,or 
society. (A convenience which gives pointingly, far too many SF books pre- might be rebellious androids buying 
play a recognisable background.) But sent people who, when the technologi- imported guns. Either way, it would be 
the lmperium is an abstraction: the cal gloss is stripped off, are just like us. easy to involve the player characters. 
worlds within it will vary widely. Anthropology and history books are Perhaps they have arrived to seek the 

Worlds many months'travel apartwill much better sources. Of course, it is not Only Man Who Knows The Answer. If 
inevitably differ from each other more good enough just to transport medieval everyone on the planetthinks he is dead, 
than any two nations do on Earth today. Japan into space and hope for the best. the players could take a long time to 

At this point, the harried GMs I men- The trick is to mix and match. realise why people are uninformative, 
tioned beforewill probably be groaning, The range and variety of the solutions always polite, and keep attacking them. 
'Not another load of irrelevant details to humans have found to the problem of So the small effort of drawing the out- 
work out before my players get down living together in groups, is staggering. line of a society has, in return, given rise 
there and start shooting people!' But to make an alien world seem as to a plot and a couple of potential sub- 

Yes and no. strange as it should be, try joining cus- plots. Clearly then, creating a social 
Before going anyfurther, I must make toms which have never, on Earth, been background is more than icing the cake: 

it clearthat if you play Travellerwith a lot found together. it is, or should be, a vital part of produc- 
of Mercenary or Snapshot, and little This can be done even in the short ing a subsector. 
else, then this article may contain little of descriptions. 'Exchange gifts before Players should spend more time think- 
interest to you, since neither type of trading. Discuss money only in church'. ing than rolling dice. Who can I trust? 
game depends on plotting. Such customs are almost guaranteed to How do they manage that? What hap- 

Otherwise, yes, I am suggesting GMs have Travellers offending the locals, pened to the last ship which landed 
spend timeworking out moredetails: but resulting in many chances for mayhem. here? Where do the Bilg go in the sum- 
n0,theyarefarfrom irrelevant. Theywill Presented with such challenges, sen- mer? Each scenario should present its 
make creating scenarios easier, as well sible partieswill soon begin questioning players with several problems like 
as giving your players more pleasure. the starport staff before they meet any those. If it does not, the designer is not 

People enjoy interacting with other nativesof the planet, orwill seekout lib- making full use of the infinite variety of 
people. And that, from the first request rary data. Such information will be avail- worlds available in Traveller. 
for landing permission to the last back- able, but need not be complete. It might One final thought to worry players. 
ward shot, is what Travellers will be even bedeliberately misleading. It is best, Some worlds, outside the lmperium or 
doing. though, to give the players enough true on its fringes, may have quite highly 

Presumably one of the reasons you information to make them feel confident, developed psionic powers. An insult to 
are all role-playing is that you enjoy the while withholding a couple of key facts. the wrong person might have any 
otherness such games make possible; Setting up the worlds on which you number of painful results. Imagine a 
and another is the chance to live-out a intend to place a scenario will be more cursed shipwhich,though mechanically 
novel. A science fiction novel makes difficult. The more details you must sound, has a high chance of misjumping. 
possible a special kind of otherness, so place on a world, the harder it becomes It could be a long task even reaching a 
that players who move from one bland to keep them consistent. It isvery helpful world where the curse might be lifted. 
intergalactic Hilton to another are mis- if you can find someone, who does not Survivors would, if nothing else, have 
sing a most enjoyable element of the play in your group, with whom you can learned to be polite to witchdoctors. I3 
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After 18 months of preparation, Steve Jackson's new venture is now complete! 

The Tasks of Tantalon is a full-colour large format adventure quest book. Like the 
Trials of Hercules, the reader must solve Tantalon's 12 tasks to reach the 13th and 
most difficult. This involves the book's ingenious secret known only to the author, 
illustrator and editor and involves a cunning device never before used in publishing! 

Each Task is a puzzle which is solved by studying the beautiful full-colour 
illustrations by Stephen Lavis. Will you be able to solve Tantalon's Task's and 
unlock the secret of the book? 
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these joke scenarios often do. was had by all. -Ed. 
Finally, Fiend Factory should be stop- 

ped or hanged immediately. Official and Dear WD, rately the excitement of the Conan and 
unofficial sources have created thou- Please reprint Phil Masters' article on EIric stories, giving more of a purpose to 
sands of D&D monsters, few of which NPCs in Superhero RPGs. I'm sure it is the development of the characters and 
improve the quality of the game. Too very interesting, but I have no intention the campaign world. 
many different creatures ruins the'inner of spending several hours ruining my Continental greetings, 
reality' of a world. Present monsters in eyesight trying to work outwhat the text Wout Thielemans, Bruges. 
detail and don't restrict FFto AD&D. is. You may claim that all of those red 

Yours faithfully, spots before the eyes are the result of Dear WD, 
Paul Weatherly, Ramsgate. too many late nights watching the I have been reading this magazine 

snooker, but I know better. since issue 25 and have finally been dri- 
Yours irritably, ven to despair by some of the letters in 

I am 14 years of-age and I have been Pete Tamlyn, Aylesbury. issue 65. Firstly there was Chris 
reading WDfor the past year and a half, Maltman complaining that 9th level 
and I really must confess that I've And ruin our first Magic Viewer article? characters have more experience than 
noticed several changes to your Never. . . !-Ed. 8th level ones. This, though being true, 
magazine which I do not feel are all for is nothing to do with the point that 
the better. Your SmallAds and News- Dear WD, Michael Watkinson brought up in WD63. 
board have increased dramatically and Instead of having scenarios for one or 9th level characters have more experi- 
are much more helpful and interesting. two game systems, why not have ence at killing and pillaging than 8th 
Thrud gets more side-splitting by the scenario ideas, 'fleshed out' cameos, or level ones, not architecture. It doesn't 
month. However, these are the only scenarios without any stats at all? You take a great deal of fighting experience 
improvements that have been made, in could have scenarios for all fantasy, to hire an architect and some builders. 

Superhero or science fiction games. Yours sincerely, 
RuneQuest has been voted Best RPG Another form of this'generalisation'can Bruno Giordan, Blackmore, Essex. 

at Games Day, yet what does it get from be used in the 'departmentsf- forget 
WDfor its achievement? Less than Treasure Chest, Starbase etc, have fan- Dear WD, 
AD&D, and often less than Traveller. I tasy, SFetc. This will make articles more I am writing to back up-both Nigel 
even noticed the absence of RuneRites interesting for everyone, thus giving you Espley (WD61) and Christopher Leishman 
in WD64. Surely the best game of the a larger readership. (WD63). I read both letters and joined in 
year should be treated better? The You said that Fiend Factory will open the universal hatred of the Dungeons & 
Superhero games seem to begetting all its mildewed doors to any game system. Dragonscartoon et al. Then I went to my 
the credit for the success of RQ. Must Have I gone blind . . . ? local games shop and saw.. . The Quest 
you remove a good departmentto make I liked The Dawn o f  Unlight - good for the Dungeon Master game with the 
way for every single role-playing game enough to read without playing it. The self-same characters that star in the 
that is released? Next, you'll be scrap- plot was very bold if you used MERP. aforementioned cartoon. Then, looking 
ping Fiend Factory to make way for a Another Letters Page is definitely at the scenarios to console myself, my 
column devoted to Toon ! needed, and people should be encour- eyes rested on a package entitled Quest 

That's not all. To sum it up in three aged to talk about the hobby, and not fortheHeartstoneand,could that be, no 
words: Wot no Microview! Most of my just about your magazine. surely not, it is Strongheart the Paladin. 
friends who role-play own home com- (Almost) yours, Crom preserve us. Fleeing from the 
puters (including myself). It issupposed Phillip Bacon, Oxford. shop, WD63 under my arm, I ran all the 
to be bi-monthly but seems to have way home, sat down and armed myself 
turned bi-yearly! WD62 and WD64 Dear WD, with a cuppa and my favourite 
should have included a portion of Micro- The April issue was to my mind the magazine. Then, as my weary eyes 
view. They did not. I should very much best yet. Two excellent scenarios and alighted on Open Box, there it was 
like to know the reason for this. two thorough and thought-provoking again, Quest for the Heartstone. I then 

With hope for the future, general interest articles and the start of fled upstairs, turned on theTVand,with- 
James Badcock, London. a SHRPG column. I feel that Marcus out any warning the Dungeons & Dra- 

Rowland has really surpassed himself gons cartoon was'back. Aargh! 
Our last survey, now completed, has this time, and Graham Staplehurst's 
shown a remarkable change in  trends. Dawn o f  Unlight had that rare thing for Adam Gillogley, Doncaster. 
Both Microview and Counterpoint d~ AD&D plot: Drama and Suspense. 
received far from favourable responses Great stuff. Adam wins all four D&D Cartoon Show 
and have been discontinued (hence their I do think that in recent scenarios, Books for his sob-story! -Ed. 
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PARLOUR GAME 

A mode of locomotion which retains to glide down the silk strand with ease, PAR LO U R this stability on the move. and enable almost instantaneous brak- 
Up to 4 spare legs when at rest! ing.The silkcan be trailed or gathered in 
Legs highly sensitive to vibration, the legs and used to parcel prey. Most 

GAME 
touch and taste. strands are not sticky; the sticky strands 

Mulitiple eyes giving wide angle of are formed by a separatespinarette, and 
vision, and near perfect range-finding. woven into the strand of silk. The gum 

A specialist technological ability oozes out of the centre of these fila- 
which does not have to be learnt by the ments rather like oil in a wire cable, and 
young spider. (Most are orphansat birth.) thus remains effective for a considerable 

An Examination of the An automatic safety rope, combined time. The spider does not stickto its own 
with a climbing ability to which there is gum because of an oily secretion, with Arachnid Assassin no natural obstacle. which it covers its legs. Characters 

in AD&D 
Immunity to charm and command might be allowed to discover this for 

spells - does anyone speak 'spiderish'? themselves, and avail themselves of a 

by Stephen Dudley Venom which would make an assas- similar organic, fatty coating as a defen- 
sin green with envy. sive measure when embarking on a 

Last, and certainly not least, some- spider hunt.  . . 
thing to make magic-users sick with 
frustration: a completely controllable, The Certain Trap 
permanent multi-form web which The construction of webs with their 
requires but 1 segment to  cast, and amazing silk, is the distinctive trademark 
needs to be anchored only to the spider. of most spiders. Most DMs, rightly 
Thespider isvirtually immuneto i tsown enough, discard the idea of using the 

Deep in the coolest andmost inaccessi- web, and has what amounts to an unli- conventional orb-web on the grounds 
ble of reaches of the caves, hang ranks mited supply. that i t is only effective against aerial crea- 
ofneatly-wrappedbodies, whosedeath- When we considerthatthis is true of a tures, but then forget the many highly 
blue faces belie the faint life that still non-magical, fellow inhabitant of the serviceable variations which have been 
throbs in their hearts. Gems and gold, planet, it is remarkable that the FRP pos- sufficiently successful to  ensure the sur- 
bright shields and keen axes, glitter in si bilities of this beast are usually so vival of the species which developed 
faint glow of the lichens, where they grossly overlooked. Here follows some them. 
have been built into the tunnel walls. examples of the awesome capabilities of Achaeranea Riparia spins a web solely 
With the faintest of whispers, the hun- the spider which DMs, and possibly for crawling morsels, mostly ants, by 
Fig 7 Fig 2 Fig 3 

tress returns, dragging hershapeless referees of other RPGs, might like to joining a very scrappy scaffold web to 
prize beneath her. Her armour glints in bear in mind. the ground with highly elastic, tautly 
the pale light, and her eight eyes shine stretched wires. These are only weakly 
more brightly than the inedible jewels Spider Silk attached to the ground, and are coated 
lining her lair. . . This is an incredibly tough protein with an extremely sticky gum. When an 

polymer ejected in liquid form from the insect blunders into this vertical 
From Shelob to the loathsome monstro- spider's spinarettes. This hardens minefield, i t  becomesstuck fast. Further 
sity lurking in the bath, spiders are the immediately on contact with the air to struggling breaksthe weakanchorage of 
very stuff of nightmares, but how often form the distinctive gossamer strands. the strands, and the tension whisks the 
are these fearsome creatures consi- The silk itself has an incredible tensile unfortunate tidbit up to the waiting 
dered 'boring' in game terms, and how strength, and, indeed, this is not merely spider (Figure 7 ) .  
rarely dothey inspire theaweduetothe dependent on the size of the spider: the Atypus, the purse-web spider, spins a 
second most successfuI creature on the Asian species, Nephilaspins a silkthat is silken tube which hangsoutof theend of 
planet? Like man the spider can use and sotough that natives use i t to  make fish- its vertical burrow. The tube (vaguely 
change its habitat to its best advantage ing nets, yet the female who spins up to resembling a purse) is then camouflaged 
- unlike man, the spider has felt little 984' of it per day, is only 0.86" in total with detritus, and Atypus hangs inside 
need for major evolutionary change for length, on average. In a millieu of fire- from the ceiling in wait (Figure2). The 
hundreds of thousands of years. It is, breathing dragons, how much tougher unwary meal, walking on top of this tube 
quite simply, a miracle of design. Let us might such silk be? is stabbed through the silk by the long- 
consider its advantages: The varied nozzles on the spinarettes fanged spider, whose saw-edged fangs 

Speed for size it can rival, at the sprint, (spigots and spools) regulate the size of are used to slit a hole in the silk, through 
a horse. each strand produced; from a single which the meal is drawn, to be con- 

Plate armour (unlike mail, providing strong cable to a f i lm of fine strands. To sumed at leisure in the burrow. The sil- 
complete protection) which would make use this varied armoury to best effect, ken 'purse' is speedily repaired, ready 
a lord proud to wear. the spider has a claw at the t ip of each for the next course. 

Completecombatstability, due to low leg with hairs to guide the silk into it. Deinopis, better-known as the 
centre of gravity, and multiple legs (try These hooks allow the silk to be spread 'Gladiator spider', has distilled the use of 
tripping or overbearing a spider!) out orwoven. They also allowthe spider a sticky net to entrap prey, to a fine art. It 
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hangssuspendedfrom a minimal web by in a safe place. When the spiderlings pended safely away from marauding 
four legs, holding in theotherfoura net of eventually hatch, they are exactly like predators. . . 
highly elastic, and extremely sticky their parents in all but size. From A neutralise poison spell, followed by 
threads. Motionless and unseen, it hatchling to adult may require up to six a cure light wounds will usually be 
hangs until a likely target walks under- total moultings of the carapace, the required to help any character formerly 
neath, and then straightens out all eight spider's armour-like outer casing. A belonging to a spider's larder overcome 
legs, extending the net to several times sharp rise in blood pressure splits the their feelings of cramp and nausea. 
its original size, and pinning the casing just below the eyes, and the The web is clearly the spider's poten- 
helplessly trapped prey to the ground, spider embarkson the long and danger- tially most powerful weapon. Some 
where a swift 'coup de grace' may be ous process of climbing out of its old guidelines for bringing it into play with 
administered (Figure3). skin. It is during this time, when the its proper effectiveness follow - these 

Some African specles work together spider is completely helpless, sus- will help makethe humblespidera more 
in huge communal webs, hunting in pended in a safe place, that the most formidable opponent. 
packs and sharing the proceeds. Groups hardy alchemist and assassin suppliers Allowthe spider a base of 50% chance 
of spiders barely a third of an inch in engage in the extremely perilous, but to web a target and modify this as follows: 
length have been known to cover sev- highly lucrative process of 'tappingf- 
era1 miles of jungle with sheet webs . . . milking the live spiders of their venom. Spider is smaller than 

The daddy longlegs, Pholcus, con- To be obtained in high concentrations, 1/4 size of target -25% 
tents itself with a scant set of almost and in the purest possible state, this Spider is 1/4 size of target - 15% 
invisible triplwarning lines, while the venom must be drawn from still living Spider is 1/3 size of target - 5% 
fearsome Drassolesdoes not spin a web creatures. Just after moulting the spider Spider is 1/2 size of target +15% 
at all, but trails a sticky straightjacket of is at its most vulnerable, and this is the Spider is equal in size to target +15% 
strands over the legs of its prey. The stage where the suppliers attempt to kill Spider is greater in size 
enemy thus impeded, one quick the spiders causing the least possible than target +25% 
envenomed stab, and 'bon appetit!' damage in order to obtain not only the Target is also target of 

Two spiders put their silk and gum to whole organs, but also to get at the silk bite attack + 1 5% 
even stranger use; the bolas spider and glands. Parts of spiders are used in the Per point oftarget's DEXabove 14 -5% 
the spitting spider. The bolas or 'angler' enchantment of all items of climbing, Target 'held' +20% 
spider swings a short length of gum- and those to do with poison. Spider silk Target already webbed in thrown silk 
coated silk. Anything which touches it is used in the construction of magical (per cast) +lo% 
immediately becomes stuck fast, and rope, and woven into such raretapestries Target ensnared in full web +45% 
the spider reels it in (Figure 4). Particu- as are destined to become enchanted as Target encumbered or in narrow area 
larly large or strong catches are 'played flying carpets (because of its relative +15% 
Fig 4 lightness for its strength). Spider's eggs Target hasted or high movement rate 

are much prized as narcotic bases for -15% 
philtres and charms, while phase spider 
silk is used in the weaving of Bags o f  If a spider's cast misses then nearby 
Holding and similar items. Only the characters must roll less than their DEX 
most perfect organs and strands of silk on 4d6to avoid being caught in the over- 
may be usedforthe purposeof enchant- shooting silk. 
ment. (Some spider eggs may be sold To break out of a web, compare the 
for hatching -spiders make excellent Strength of the victim with the type of 
area guards if properly contained.) web ensnaring him on Table 1 to find the 

Spider venom may of two kinds; time in rounds to break free. 
paralysing, or lethal. Since spiders have 
no chewing mouthparts they can injest Table 1 refers only to individuals 
only liquid food - which they prefer breaking free alone. With help and 
warm and pumped by a beating heart. weapons the time to cut free is consider- 
They will thus store living creatures for ably lessened. It is nextto impossible for 
later consumption ifthey can't deal with the webbed individual to bring his own 
them immediately. When hunting for weapons to bear and therefore escape is 
food they will tend to paralyse and wrap based on pure strength. 
their prey, but if threatened, or greatly Spiders may cast once per round, but 
outclassed by their prospective supper, their silk casting attack should always 

in' to exhaustion before the spider will will not hesitate to kill outright. Charac- have initiative, unless they are com- 
tackle them. ters save vs paralysis at +I, and once pletely surprised. 

The spitting spiderstalkswithin range paralysed and stored in the larder may The table is for spiders which are 
and then sprays a stream of gum checkagain every six turns, but at -1 per about half the size of the target - adjust 
through its fangs, the oscillation of failure (cumulative). Even if such charac- strength class up or down by one place 
which throws the gum in a zig-zag pat- ters do wake up, they will find them- per class difference as appropriate. 
tern over the hapless entree, and the selves firmly wrapped up, and sus- The DM has an incredibly frightening 
slow-limbed spider ambles overto dine. weapon in the varied capabilities and 

Then there is Ummidia Nidicoleus: tactics of the spiders. He should not 
imagine, if you will, a party of hardy and Table 1 merely use spiders for stamping on to 
avaricious adventurers; imagine too Time to  Break Free (Rounds) make up a level! 
their elation at the discovery of a well- Victim's Full Thrown Parcelling 
concealed subterranean entrance lead- Strength Web Silk* Silk 

*I 
Further Reading 

ing to a smooth and well-constructed 1-6 ** Id20 ** The World o f  Spiders - W S Bristowe. 
tunnel which continues for some dis- 7-1 1 ** Id10 An invaluable, seminal workon the sub- 
tance before turning a corner. On turn- 12-1 5 ** I d8 3d20 ject, particularly habits. 
ing that corner, imagine their surprise at 16-17 3d20 Id6 2d20 Killers of the Wild - Michael Chinery. 
seeing a large trapdoor spider scrabbling 18 2d20 Id4  I d20 The best general work on all manner of 
out of a concealed niche, and blocking 18(01-75) Id20 1-3 Id10 predators and predation, from piracy of 
their exit! 18(76-99) Id1 0 1-2 I d6 the vulture to wolfpack or pride of lions. 

18(00) Id6  I-6segments Id4  Invaluable for the DM wishing to give 
Of Love and Death . . . 19+ Id4  I-2segments 1 supposedly mundane encounters some 
It is a myth thatthe female eatsthe male realism and spice. Sensationalist and 
after mating; if the male is not careful, *Forthe firstthree successful casts,the superb. 
the female simply eats him . . . target moves to the next lowest Web - John Wyndham. Brilliant, less 

Out of this stormy relationship are Strength category. After this, the famous novel of the Kraken and Triffid 
born a multitude of tiny eggs, which the target is considered parcelled. master, some ecological hints for dun- 
female carefully wraps in silk, and hangs **Not possible. geon designers. 
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I Vivimancers are created from high level 
characters at thetime of their death by a 
patron deity on the NG plane of Elysium. 
Their prime object is to aid goodly 
characters in their struggle against evil. 
They can operate on all planes except 
the Prime Material Plane, which is 
forever barred to them. The nature of the 
Vivimancer ensures an inimical attitude 
to undead, devils and demons, but espe- 
cially Necromancers. Vivimancers are 
spiritual forms but retain physical 
appearance, characteristic scores (of 
which INT must be 17+ and WIS 15+) 
and weapon proficiency from their origi- 
nal incarnation, but start at first level. For 

every fifty years of existence they 
increase one level, to a maximum of fif- 
teen. After750 years, or if they are killed, 
the spirit leaves the body and goes to the 
plane it would have when the original 
incarnation died. Each patron deity may 
only have one Vivimancer at a time. 

In combat and for saving throws,Vivi- 
mancers are equivalent to Clerics. They 
are NG, have eleven hit dice, a natural 
armour class of two (DEX can modify) 
and may only be hit by + I  or better 
weapons. Additionally, they have a 50% 
magic resistance and a detect invisibility 
chance of 50% + I% per level. The only 
magic items they may use are weapons 

and Roses (qv). The moon is of special 
significance; Vivimancer abilities are 
tied in to its phase and the crescent 
moon is their personal symbol. 

Most Vivimancers undertake their 
work as discreetly as possible. Favoured 
characters (especially those worship- 
ping the patron deity) may receive a 
Rose. In the Elysium home of a Vivi- 
mancer it is usual to find a well-stocked 
Iibrary,forthey are hoarders of informa- 
tion. These homes are typically large, 
temple-like structures, surrounded by 
gardens full of the scent of roses. Within 
the boundaries of the garden, it will 
always appear be summer, and the 



FIEND FACTORY 

therapeutic properties triple the usual 
rate of healing of characters staying 
there. 

Abilities 
All Vivimancers have the following 
innate abilities: 

1. Immunity to all the powers of 
undead creatures. 

2. Telepathic communication with the 
patron deity. 

3. Automatic recognition of other 
Vivimancers. 

4. Knowledge of a creature's or object's 
alignment unless masked by magic, 
etc. 

5. Turn undead as thefollowing table: 
Level of Equivalent 

Vivimancer Clerical Level 
1-3 6 
4-6 7 
7-9 8 

10-1 2 9-1 3 
13-15 14+ 

6. Morphetic Counsel. The ability to 
give a prophetic or advisory dream to 
any character on the Prime Material 
Plane during the period of a crescent 
moon. The dream is typically accom- 
panied by an overpowering fragrance of 
roses. 

7 .  Manufacture Rose. A Rose is a spe- 
cial magical gem, roseate in shape and 
about three centimetres in diameter. It 
glows with a strong lightwhich varies in 
colour according to the moon's phase- 
pinkatthe newmoon,through to yellow 
at the full moon. A Rose is usually 
implanted into the upper arm of the cho- I sen ~ e r s o n  so that the glow isfaintlyvis- 
ible,'although especiany favoured 
characters may be allowed to wear a 
Rose on their forehead - this increases 
CHA by 1 d4 (to 18 maximum). A Vivi- 
mancer may make one Rosefor every fifty 
years of his existence. There are six types: 

Rose of Reincarnation. Automatically 
reincarnates its wearer three times 
before losing its magic. Once the initial 
reincarnation has been made (as 
acquired ability), the subsequent ones 
will be exactly the same. 

Rose of Raising. Automatically raises 
its owner up to threetimes before losing 
its magic. One point of CON is lost after 
the first raising. 

Rose of Plane Locking. The bearer can 
resist any non-deitic plane shifting upto 
five times. Voluntary plane travelling is 
still permitted. 

Rose of Healing. This will healits-pos- 
sessorfive times, as desired, before los- 
ing its potency. 

Rose of Mind Reading. Duplicates the 
Vivimancer ability of Mind Reading for 
five one-hour periods, at the owner's 
wish. 

Rose of Restoration. Restores energy 
levels lost by its owner. The level returns 
1-4 hours later and protection is given 
for five such attacks. 

A Rose used to its full extent becomes 
a gem of 4-7000gp value. 

Acquired Abilities 
The following abilities can be selected 
by a Vivimancer each time he attains a 
new level. Each one is usable once per 
day and can be selected only once. They 
require the patron deity's holy symbol 
and a crescent moon symbol on the Vivi- 
mancer's person in orderto be performed. 

Table 1: Number of Abilities per Level 
Level Of Ability Level 

Vivimancer 1 2 3 4 
1 1 - - - 
2 2 - - - 
3 3 - - - 
4 3 1 - - 
5 3 2 -  - 
6 4 2 -  - 
7 4 2 1 -  
8 5 3 1 -  
9 5 3 2 -  

10 5 3 2 1  
11 6 4 2 1  
12 6 4 3 2  
13 6 5 4 2  
14 7 6 4 3  
15 7 7 5 3  

Level 1 Abilities 
Charm Undead. Allows the Vivi- 

mancer to charm undead (as charmper- 
son)for2-12 turns (1-4turns if avampire 
or ghost, 1-8 rounds if a lich). 

Communication. Enables the Vivi- 
mancer to speak and understand any 
language, no matter how obscure, for 
one turn per level. 

Cure Disease. The Vivimancer can 
cure any form of disease, even leprosy. 
The patient can resume normal activities 
after one hour's rest. 

Curing Touch. By laying his hands on 
the injured person, 3-12 points of dam- 
age can be cured by the Vivimancer. 

Mind Reading. Similar to ESP, but 
allows deeper, hidden thoughts to 
become available to the Vivimancer. 
Communication must also be used to 
understand unknown languages. 
Psionics with mind bar can avoid this, 
and the inherent alignment knowledge 
of the Vivimancer. 

Return to Adjacent Plane. Enables one 
person per level of the Vivimancer, plus 
the Vivimancer, to travel instantane- 
ously to any adjacent plane bar the Ast- 
ral, Ethereal and Prime Material planes. 
The point of arrival can be chosen by the 
Vivimancer. 

Return to Elysium. Allows the Vivi- 
mancer (onlv) to return to anv ~ o i n t  on . . , . 
Elysium. 

Teleport Self. The Vivimancer may 
te le~ort  himself. no error. to anv ~ o i n t  , . 
on the plane he is currently on. 

Level 2 At;ilties 
Charm Dead. Enables dead spirits, 

animated bodies, etc, to be charmed as 
the charm person spell. From 1-10 such 
dead can be charmed, although each is 
entitled to a save vs magic. 

Cure Blindness. By touching the vic- 
tim's eyes, the Vivimancer can cure any 
blindness, however caused. 

Neutralise Poison. At a touch, the Vivi- 
mancer can neutralise all forms of 
poison or remove harmful or addictive 
drugs from a victim's system. 

Polymorph Self. As the MU spell, 
except that the form is still spiritual and 
the Vivimancer keeps special abilities. 

Renewing Touch. Cures 4-24 points of 
damage when the Vivimancer lays his 
hands on the victim. 

Return to Inner Plane. The Vivi- 
mancer, plus one person per level, may 
travel instantaneously to any of the 
inner planes, except the Astral, Ethereal 
and Prime Material planes, from any 
other plane. The arr~val point is at the 

DM'S discretion. 
Return to Outer Plane. As for the 

above ability, except any outer plane can 
be the destination. 

Teleport Other. As Teleport Self except 
others may be teleported. One extra per- 
son can beteleportedfor each additional 
level of the Vivimancer above fourth. 

Level 3 Abilities 
Cure Insanity. The Vivimancer may 

cure any form of insanity, but cannot 
alter personality traits (greed, ruthless- 
ness, etc). Psionically induced insanity is 
only cured temporarily. 

Healing Touch. Touching the 
wounded person restores all but Id6  hit 
points in 3-6 rounds. 

Polvmor~h Others. As the 4th level 
MU spell. ' 

Raise Undead. Similar to the Clerical 
spell; the recipient can have been dead 
for a number of days equal to twice the 
Vivimancer's level. 1-2 days complete 
rest are required of the raised person. 

Return to Astral Plane. One recipient 
plus the Vivimancer can enter the Astral 
plane from any other at a selected point. 
Each level above seventh allows the Vivi- 
mancer to take one extra person. 

Return to Ethereal Plane. As above, 
except that the Ethereal plane can be 
entered. The Ether Cyclone is always 
avoided by this method. 

Level 4 Abilities 
Deitic Word. On uttering this word, the 

Vivimancer day  cause one of four effects: 
(a) Waves of pain, preventing thevictim 

from performing anything arduous for 
1-1 0 turns, or 

(b) Slow (as spell) for 1-8 turns, or 
(c) Paralysis for 1-4 turns, or 
(dl Unconsciousness for 1-2 turns. 

There is no save against Deitic Word, and 
it affects everyone within hearing range: 
Vivimancers and deities are immune. 

Reincarnate. As the spell of the same 
name, but the following table is used to 
determine the outcome (roll d100): 

Gnome 
Dwarf 
Halfling 
Raven 
Owl (25% giant owl) 
Eagle 
Human 
Half elf 
Elf 
Centaur 
Horse 
Fox 
Good Dragon (4HD) 
Patron deity's animal 
(if none, roll again) 

Resurrection. As the Clerical spell, 
except there is an additional 10% survival 
chance. The subject can have been dead 
for a number of years equal to the Vivi- 
mancer's level x20. 

Return to Prime Material Plane. 
Enables the Vivimancer to send one per- 
son per level to any desired place on the 
Prime Material Plane, although the Vivi- 
mancer may never himself venture onto 
this plane. 

Note. The scent of roses typically accom- 
panies the curative and healing powers 
outlined above. 
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TABLETOP HEROES 

Tabletop Heroes is a regular feature covering aspects of figure modelling, by  Joe Dever. 

THE MAGIC FRAME 
The Low-Down on Close-Up Photography Part One: Equipment 

Many readers have asked for advice on 
howtotake photographsoftheirfigures 
without the need for expensive equip- 
ment.This issue, therefore, I will be cov- 
ering the basic equipment you need for 
the job and in next month's TTH I shall 
be showing you how to use it and how 
to avoid the many pitfalls of close-up 
photography. 

The Camera 
The 35mm single lens reflex camera 
(SLR) is ideally suited for the task. Start- 
ing at around £40 second-hand, they 
have useful features such as inter- 
changeable lenses and a built-in light 
meter [typically through-the-lens (TTL)]. 
Understanding how to use your camera 
is important and will only comethrough 
practice. The features we require are 
slow shutter speeds (2 seconds or 
longer) and small lens apertures (f16 or 
f22) as opposed to the fast shutter 
speeds and maximum apertures vaunted 
by manufacturers. 

The standard 50mm lens supplied 
with the camera is quite adequate for 
model photography and, when used 
with extension tubes, gives a perfor- 
mance comparable to purpose-made 
close-up lenses. Extension tubes don't 
suffer from the same problems as add- 
on close-up lenses which generally soften 
detail and have optical imperfections. 

Accessories 
The long exposure times used in model 
photography require the camera to be 
well supported to prevent a blurred pic- 
ture due to 'camera shake'. A tripod and 
cable shutter release are good invest- 
ments here and a medium-weight tripod 
with adjustable legs and centre column 
makes an ideal all-purpose support. 
Cheaper, light-weight tripods are much 
more subject to vibration. 
A selecnon of the latest releases in Citadel's 1 

1 

Lighting 
Effective lighting is suprisingly cheap: 
two angle-poise lamps (Habitat work- 
lamps are ideal), some photographic 
bulbs (photofloods) and some white 
cards to use as reflectors are all you 
need. Flash has its limitations if used as 
the sole source of illumination, although 
there are two methods of avoiding the 
problems which I shall cover in Part Two. 

Direct lighting can produce unwanted 
glare but this can be easily overcome by 
diffusing the light through a screen of 
greaseproof paper. 

Film 
The type of film that you load into your 
camera will have a marked effect on the 
quality of your photographs. In model 
photography we require a film that will 
capture fine detail and 'slow' films are 
ideal for this purpose. The speed of a 
film is denoted by its ASA number and 
the films we require have an ASA of, 
between 20 and 75. Into this bracket fall 
the following: Colour Print -Agfacolor 
CNS-P(ASA801, Kodak VRl00 (ASAI OO), 
Vericolour I1 Tungsten (ASA80); Col our 
Transparencies -Agfachrome 64 
(ASA64), Kodal Ectachrome 64 (ASA64), 
Kodachrome I1 Type A Tungsten 
(ASA40); Black and White Prints - llford 
Pan F (ASA50), Kodak Panatomic X 
(ASA32), all of which are recommended. 

Daylight colour films are designed for 
use in natural lighting and under artifi- 
cial light (photofloods) you will need a 
correction filter (Blue 80A) to compen- 
sateforthe'yellow cast'of artificial light-. 
ing. Tungsten films are specifically 
designed for use in artificial light. 

Props 
Finally, you need some scenic acces- 
sories to make the background of your 
photographs more appealing. Coloured 

.ord of the Rings range. Photos by Richard Harcoc 

background papers are effective, cheap 
and~readilvavailable. but avoid Iiaht col- 
ours or white since they will g i ~ e a  false 
reading to cameras with TTL metering. 
The most suitable colours are dark blue, 
sky blue, light green or black. Good qual- 
ity photographs of landscapes provide 
an alternative to one-colour backgrounds 
but require some foreground dressing 
to make the scene convincing. Coloured 
scenic flock, as used by railway model- 
lers, can be used to cover a figure's base 
and link the foreground with the photo- 
graphic background. Lichen, twigs, 
small stones and pebbles, sand and 
even salt (for snow) can form the basic 
ingredients of your 'props box' with 
which you can make attractive settings 
for your models. 

Equipment Checklist 
35mm SLR Camera (preferably with TTL 
metering) 

50mm Lens (smallest aperturefl6 tof22) 
Extension Tube Set 
Tripod (preferably with tiltlpan head) 
Flashgun 
Cable Sllutter Release 
2x Angle-Poise Lamps 
2x Photoflood Bulbs (trv 75W Phi l i~s  . . 
E27s) 

A4 size White Cards (as reflectors) 
Greaseproof Paper (for diffusing light) 
ColourIBlack and White Film (slow to 
medium speed) 

Conversion Filter (Blue 80A for daylight 
film) 

Coloured Backing Papers 
Frame (to support backing papers) 
Scenic Background Photographs (from 
brochures, books, etc) 

Scenic Flock (fine grain grey, brown and 
green) 

Set Dressing (lichen, twigs, pebbles etc) 
Brush and Tweezers (for dustina fiaures - "  
and removing fluff) 
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Tel: MEDWAY (0634) 814750 
@ Fantasy Games, Board Games, @ 

Computer Games, Figures Micro to Maxi @ . 9 
0 Open Mon-Sat 9.30-5.30 

(Closed Wednesday) 
m a 

We stock:- 
DUNGEONS & DRAGONS, RUNEQUEST, 

TRAVELLER, TUNNELS & TROLLS ETC. 
AVALON HILL - FULL RANGE 

SOFTWARE - SPECTRUM, CBIM 64, 
VIC 20, BBC. 

100 Queensmere 
Slough, Berks. 

Telephone: 753 0678 

Open Mon-Sat 9.00-5.30 

Large selection of D&D, RuneQuest, 
Tunnels & Trolls, Traveller, Citadel 

Miniatures, Boxed Fantasy & 
Science Fiction Games ....................................... 

66 GEORGE STREET, 
HULL. NORTH HUMBERSIDE. I TELEPHONE: (0482) 2491 0 I I DAILY OPENING HOURS:  loam till 5pm I 

I FANTASY GAMES 
BOARD GAMES, CITADEL MINIATURES, 

CEREMONIAL STUDIOS FIGURES, MAGAZINES. I 

I 201 Milton Road (opposite Renault Garage), Southsea, 
Hampshire. Tel: 0705 755459 

I We stock:- 
DUNGEONS & DRAGONS, CITADEL MINIATURES 

& PAINTS, TRAVELLER, WARHAMMER ETC 

I Open 9am-6pm MONDAY-SATU RDAY 
Early Closing WEDNESDAY Ipm 

Discounts on Group Purchases. 

Please mention White Dwarfwhen replying to advertisements. 46 
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TREASURE CHEST 

Treasure Chest is a regular column for readers' ideas on AD&D. 

1 TRAVELLING LIGHT 
Useful Backpacks for AD&D 
BARANTHUM'S BACKPACKS 
by Russell May 
Baranthum was a powerful Magic-User 
whose quest for knowledge took him on 
many an interesting and dangerous 
adventure. On his travels, he liked to 
keep in touch with his friends, and also 
found a need to return the many invalu- 
able items he collected to a safe place. In 
the later part of his life he fabricated 
three sets of backpacks to help solve 
these problems. Although Baranthum 
has long since passed away, the 
backpacks still exist and appear from 
time to time carried by various owners. 

Common Features 
There are two backpacks in each set. 
They are made from tough brown 
leather and on each there is a silver 'B' 
stitched onto the top of the backpack 
flap. Although the same size as a normal 
backpack, they are heavier (25gp encum- 
brance). Each pack is lined with a soft, 
sparkling black material, the special 
property of which is to teleport items 
placed within the pack. The magical 
nature of each pack causes it to save as 
leather +3. 

Messenaer Packs 
lndistin&ishablefrom each other, these 
two packs can be identified by platinum 
buckles and a small pouch on one side. 
Inside there are two compartments of 
equal size, separated by a central divi- 
sion. Any item placed in the front com- 
partment will disappear atthe rate of 1-4 
items per hour: these items reappear in 
the front compartment of the compan- 
ion pack wherever it may be. If a pack is 
bought, it will be empty on purchase, but 
iffound, the front compartmentwill con- 
tain 1-10 random items. Used primarily 

for sending written messages, the side 
pouch is 50% likely to contain quill, ink 
and parchment. 

Transfer and Receiver Packs 
The Transfer Pack is indentified by a 'T' 
embroidered by the 'B' on the top flap: 
the Receiver Pack by an 'R'. Both have 
silver buckles. Items placed in the Trans- 
fer Packdisappear at a rate of 1-4 per 
hour, reappearing in the Receiver Pack: 
if found, the Receiver Packwill contain 
from 1-10 random items. Baranthum 
typically left the Receiver Packat home 
so that large, valuable items could be 
returned safely. The Transfer Packwill 
always be empty when found. 

Switch Packs 
Distinguished from the others by their 
electrum buckles, these were used by 
Baranthum for the speedy transfer of 
items between people whilst adventur- 
ing. When found they will contain 1-10 
items 50% of the time. Any item placed 
within either of the packswill remain for 
at least two hours. Thereafter, every- 
thing in the pack will disappear, causing 
the pack to become noticeably lighter 
and limp. These items will rematerialise 
in the other Switch Pack (but will obvi- 
ously return again, unless removed!). 

Notes 
The DM should decide where to place 
the packs and whether or not the com- 
panion pack is currently owned by 
someone else. Correspondence with an 
unknown person or creature could 
prove interesting and there are a 
number of adventures to be developed 
out of ownership of a pack. What if a 
merchant innocently sells the Transfer 

I 

I I 

~ 

Packwhilst retaining the Receiverpack? 
Or perhaps a party needs a specific item 
from their pack and find, at the crucial 
moment, that it is no longer there! 

STARTING EQUIPMENT 
by Stephen Bland 
Newcomers to AD&D may be rather 
bewildered when faced with the exten- 
sive equipment lists in the Players Hand- 
book. The following 'standard issue' 
equipment should prove useful for any- 
one still in a quandry over what they 
should spend their starting money on. 

Containers 
Backpack; small iron box - in backpack 
(this is useful for small but valuable 
objects, for important scrolls that will 
not be needed in a hurry and such items 
as a Scarab o f  Death - see DMG); Belt - 
around waist; 4flasks-attached to belt; 
and 2 pouchbelts - attached to belt. 

Flasks. 2 of oil; 1 of water and 1 of 
good wine (for bribery). 

Small lron Box. As well as the uses 
outlined above this should contain pen 
and paper for writing down inscriptions 
and a sharpening stone and sand in case 
your nasty DM decides that attackon the 
iron golem blunted your sword. 

Pouchbelt A. 2 buds of garlic - one of 
the anti-vampire materials; 2 sprigs of 
belladonna - useful against lycan- 
thropy; a bag of flour - thrown over an 
invisible opponent it will negate invisi- 
bility; '/4lb of salt - useful against giant 
leeches; 2 holy wafers-must be put in a 
vampire's cut-off head to insure perma- 
nent death (together with a stake 
through the heart), and various worth- 
less but gaudy gems and trinkets-to 
bribe low intelligence monsters. 

Pouchbelt B. 20 spikes - can be used 
to climb upwalls and asa distraction for 
rust monsters while armour is frantically 
removed; 1 grapnel -to be used not only 
in order to get a rope over to the other 
side of an obstacle but also as a method 
of pulling tripwires at a safe distance; 
and a tinderbox with flints and steel. 

Belt. Padded gloves - can be used to 
negate poison and electrical attacks but 
their bulk makes it impossible to do 
fiddly jobs like opening locks or remov- 
ing traps with them; and a club -for 
beating rust monsters to death! 

Backpack (Outside). Attached to the 
left side are three torches and a 1' long 
hollow tube which can be used to 
breathe underwater. Attached to the 
riahtside is50'of ro~e-thiscan be fixed I 
o i t o  more rope andiorthe grapple; also 
on the outside of the backpack will be 
rods, staves and wands, so placed as to 
be reached easily from over the shoul- 
der like an arrow from a quiver. 

Backpack (Inside). lron rationsfor one 
week; most magic items (unless other- 
wise stated on the character sheet or 
obviously in a different location). 

Other standard items. High, hard 
boots -on feet; robe/cassock - torso; 
noseplugs-on string around neck-use- 
ful against poison gas; earplugs - on 
string around neck-useful against ban- 
shee wails. 

The total cost of the standard equip- 
ment list is 25gp and its approximate 
weight is 75gp. Added to this, each 
character must buy a weapon and 
appropriate armour and shield. 



The Generic Universal Roleplaying System 

For every era 

For every character .$ i/."21ri' 
, * . ....:* ... % L C .  (.. 

I 

- 

I- 

ti' . L 





KJC Games, Britains leading Play By Mail company, introduces to you our new Play By Mail 
game of Xenophobia, Conquest, and Space Warfare called ... 

CAPITOL 
BRITAIN'S MOST ADVANCED COMPUTER MODERATED PLAY BY MAIL GAME! / 

CAPITOL Features - 
- A strategic space warfare game, completely computer moderated. "CAPITOL is fast harnminn tho 
- Approximately 35 players per game. 
- Players design their own race's characteristics and description. 

standard aga;"-+ 14fh; 

- Design your own starships and build them at your star bases. warfare gamc 

I 
- Expand your empire and conquer other races. - With each rulebook you receivea set of 
- An 'advanced stage' of the game introduces new technologies of overlays to use in mapping the game 

stargates and improved ship movement capabilities. and moving ships. 
- CAPITOL'S simplified order formats are easy to remember. No coding - Mapping CAPITOL is extremely 

Y""" , a , ,  "3 . . I "  

,,,,, ..,,,ch other space 
?s are compared" 

your orders onto computer cards or other gimmicks. 
- CAPITOL has an easv to understand rulebook. complete with 

interesting, using the computer 
printed maps vou receive with your 

numerous examples. iurn results: - - CAPITOL was subjected to the largest playtest of ANY commercial 

- 
I - No due dates.CAPITOL allows you 

PBM game. Over 100 players played over 1500 turns of CAPITOL prior four turns per month. Most other 
to release. computer moderated games have the - Runs on an IBM PC. usinn 512K. usual one turn everv two weeks. 

KJC Games has been running Play By Mail games for about 5 years now and our 
reputation for giving good, exciting games and a first class service is second to 
none. Our team of professional Gamesmasters will usually reply to yourturn with 

I

Please mention White Dwarfwhen replying to advertisements. 50 
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Euston El 
RALLY "0 

/ 

283 Pentonville Road GAMERS IN EXILE 
Irregular-Feudals We stock an excellent range of wargames, 

plus seige equipment role-playing games and figures. 

Pax Britannica 20mm; 
COMING SOON American Civil War 30mm; 

Campaign Miniatures 7yrs War and 20mm Colonials. 
Napoleonics 

and Renaissance Imperial T.S.R. Standard 
Avalon Hill Dixons 

Opening Hours: 
Monday 1.00pm-7.00pm 
Tues-Sat 10.00am-7.00pm 

Citadel Games Workshop 
Platoon 20 HeroicsIRos 

MIKES MODELS (Renaissance and 7yrs WAR) 

OLE-PLAYING GAMES, 
LEVEL CHARACTERS 

OVERED AN AMAZING 

THE SOUTH'S 

GAMES SHOP 
All the latest in games 

. books,modules,figur 
dice, accessories etc. 

PASTIMES I I  

Tel: (0703) 221789 
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Legacy of Eagles, Masks of Nyarlathotep, 
Call of Cthulhu Screen, The Outcasts 

(for Star Trek) and Zhodani (for Traveller). 
PLUS ALL OTHER MAJOR RELEASES \ 

Slr Isaac's Walk l a  Back of the Inns 
COLCHESTER NORWICH 

1 EGAMESMASTER 
SCOTLAND'S PREMIERE HOBBY I 

ChequeslPO's payable t o  Orion. Prices inc: P&P fo r  UK & BFPO Germany. 11 Conifer Gdns., Vilkge Rd, Middx., EN1 2EU. 

DUNGEONS & DRAGONS 
Basic Set .  . . . . . . . . . .  29.95 

GRENADIER FANTASY LORDS 
BLISTER PACKS 
25mm Figures - 61.25 per pack 
Numbers m brackets shows 
quantity per pack. 
101 Adventures (31 

Aachen . . . . . . . . . .  £15.95 
. Panzcrkricg . . . . . . . .  El 8.95 
AirWar . . . . . . . . . .  E24.95 . . .  Struggle of Nations. $10.95 
Samurai Blades . . . . . . .  E9.95 
Power & Resolution . . .  E14.95 
War at Sea.  . . . . . . . .  E10.95 
Storm Over Arnhem . . .  $16.95 
Airforce . . . . . . . . . .  E16.95 
Victor on the Pacific . . E14.95 
Third geich : . . . . . . .  $18.95 
1 8 0 9 .  . . . . . . . . . . .  218.95 
Victnam . . . . . . . . . .  E20.95 

Expert Se t .  . . . . . . . . .  E9.95 
Companion Set . . . . . . .  E 9.95 * 

Mail Order Only. 
ADVANCED DUNGEONS 102 Females (3) ' ' 

103 Frost Giant (1) 
104 Clerics (31 

& DRAGONS 
Dungeon Masters Guide 
Players Handbook . . .  
hlonster Manual . . . .  . . .  Monster Manual I1 
Fiend Folio . . . . . . .  

105 Were ~ iea tu res  ( 3  
106 Skeleton Cavalry 13) 
107 Halflings 4) 
108 Goblins (1) 
109 Orcs (3) 
110 Dwarves (41 

Battlecars . . . . . . . . . .  E7.95 
Battlebikes . . . . . . . . .  £4.95 
Starsoldier . . . . . . . . . .  E 7.95 
Gamma World . . . . .  
Judge Dredd . . . . . .  
Star Trek . . . . . . . .  
Ringworld . . . . . . . .  
Ringworld Companion. 
Alpha Dawn. . . . . . .  
Knighthawks . . . . . .  
IndianaJones . . . . . .  
Talisman . . . . . . . . .  

Deities & Demigods . . .  E10.95 . . . . .  Legends & Lore. E10.95 BOOKS 
Fantasy Wargaming 

B. Gallowav . . . . . . .  E7.95' 
11 1 Monks (3) ' 
112 Elves (3) 
113 S ecialists (3) 
1 14 &dead ( 3  
1 15  Bu bears ( 5 )  
116 Gofems (2) 
11 7 Dragon Men (3) 
118 Sco ions 2 
119 ~ i l l%ian t  [d 
120 Wing Folk ( ) 
121 Knights 3 
122 Wizards 3 
123 Lizard der! (3) 

ADVANCED D&D MODULES 
L1 Secret of Bone Hill . . E4.95 . . . . .  L2 AssassinsKnot 54.95 
.C1 Hidden Shrine of 

Tamoachan . . . . . .  24.95 
C2 Ghost Tower of 

Invcrness . . . . . . . .  £4.95 
I1 Dwellers of the 

Badges &,Insi'nia of 
the Thlrd Ifeich (208pp . . .  64 colour plates) 210.95 

Astrolo & the ' . . . . . . .  ~ h i r f k e i c h  55.95 . . . . . . . . .  The Knights E6.95 . . . . . . . .  The Invaden $6.95 . . . . . . . .  Hollow Earth 24.50 

Bug-Eyed Monsters. . .  
James Bond 007 . . . . . .  Boxed Set 
Warhammer (revised rule 

. Forbidden Cfy . . . . .  
12 Tomb of the L~zard Kina Runes & Maaical 
I3 Pharoah . . . . . . . . .  
I4 Oasis of the White Palm 
I5 Lost Tomb of  Martck . 
I6 Ravenloft . . . . . . . .  

Bushido . . . . . . . . .  
Traveller Starter Set . . 
Traveller Book (Vol 1) . 
Traveller Adventure 

Book ( V o l 2 ) .  . . . .  

. . . . . . . .  Alphabets £3.95 
Vampire in Europe (Illus.) £6.95 
Subterranean Kingdoms 

GRENADIER CALL OF 
CTHULHU BLISTER PACKS 
25mm Figures - £1.25 per pack 
All acks contain three f i i e s .   ells Award a t  Origins '84. 
20 1 Federal Agents 
202 Hoodlums 
203 Adventurers 
204 Master Criminals 
205 Investigators 
206 Cops 
207 Ghost and Horrible 

Companions 
208 Undead 
209 Ghouls 
210 Mi-God and the Serpentmen 
21 1 Sand Dwellers 
2 12 Deep Ones 

. . .  . . . . .  (Illus.) .-. E4.95 . . . . . . . .  Lost Atlantis 23.45 UK1 Beyond the 
the Crystal Cave . . 

UK2 Thr Sentinel . . .  . .  UK3 Thr Gauntlet. 
UK4 Whrn a Star Falls 
UK5 E e ot the Scrpen 
UK6 A{ That Glitters . 
U1 Sinister Secret of 

CALL OF CTHULHU 
Call of Cthulhu . . . . .  Boxed Set 

MAGAZINES 
Fire Movement 
Issues 10,20,21,22,23 each 33.50 
The Dra on . . . .  Issues 87.88.89 each 22.00 

Cthulhu Companion . 
Horrible Secret of 

Monheean Island . Wargamer . . . . . .  Issue 32 Lutzen) £4.95 
Issue 33 [Holy Roman 

Empire) . . . . . . . . . .  £6.95 

;;i',":"lir 
& Tactics 
(Trail of the Fox) 23.50 

The Grenadier . . . . . . . . . . .  Issue 22 E2.00 

yog-soth;th . . . . .  
Death in Dunwich . . Saltmarsh . . . . .  
The Asylum . . . . . .  
Gloze1 est Authentiquc 
Fungi from Yuggoth . 
Whispers from the 

Abyss . . . . . . . .  
Curse of the Cthonians 
Pursuit of Kadath . . 
Trail of Tsathagoa . . 

Advvnturc . . . . .  
EX1 Duneonland . . .  
EX2 Land Beyond 

the Magic Mirror . 
MVl Midn~ght in 

Dagger Alley . . . .  
CB 1 Conan Unchained 
CB2 Conan Against 

Darkness . . . . . .  

OTHER ITEMS 
Golden Dawn Tarot . . . .  
Rider Waite Tarot . . . . .  . . . .  Tarot of the Witches 

WARGAMES 
Ambush . . . . . . . . . .  224.95 
Battle Over Britain . . . .  E24.95 
Normandy Campaign . . E14.95 
Civil War. . . . . . . . . .  E20.95 
Druid . . . . . . . . . . .  $16.95 
Cold War . . . . . . . . .  524.95 
Panzer Command. . . . .  820.95 
NATO . . . . . . . . . . .  E16.95 
Pax Britannica . . . . . .  E24.95 
Battle Stations . . . . . .  212.95 
Gazala,1942 . . . . . . . .  E15.95 

OTHER GAMES 
Worlds of Boris Vallejo . 223.95 . . . . . . . . . .  Mandala E 11.95 

I Ching Cards . : . . . . . .  
Dungeon Accessory Pack 1 
Dungeon Accessor Pack 2 
Polv Set ( 6  cols1 &rked . 

ROLE AIDS AD&D SCENARIOS Civilization . . . . . . . .  224.95 . . . .  Source of the Nile 216.95 . . .  World Class Football 2 10.95 . . .  Escaue from Colditz £12.95 

Final Challenge . . . . . . .  E5.95 . . . . . . .  Throne of Evll E5.95 
Shiowrccker. . . . . . . . .  55.95 

~ o 4 e t  Rgd Amiy . . . . .  Ca Star Badge E3.50 
SS 0Fficer.s Rune Rim Gunslinger . . . . . . . . .  E 20.9 5 

Samura~ . . . . . . . . . .  E14.99 
Machiavelli . . . . . . . .  214.95 
Junta .  . . . . . . . . . . .  520.95 

~ r i ~ o n s  of Wen T Seng . . $5.95 
Clockwork Mage . . . . . .  E5.95 
AD&D Plav Aid World 

(Black enamel & silver . . . . . . . . . .  colour) 27:50 
SAS Metal Stickpin . . . .  22.95 
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POST & PACKING RATES THE MUTANT ZONE 
30p minimum, 10% over f3.00, post free over SET 1 FUTURE COP 
f 2 0  unless stated. Overseas 60% air mail, 15% 

7, Waverley  P lace  surf ace. 
Worksop,  Notts.  MZ1 Cop, battle torn lawman 

Tel: (080s) 476128 MZ2 Female android companion 
NEW. The mercenary (A6) i s  now availble 

THE NIGHTMARE WORLD OF riding our war Mammoth. Code AM1 SET 2 ERADICATOR 
MONSTROUS EVIL Price f 4.00 

GOTHIC HORROR & ADVENTURE MZ3 Eradicator w12 auto-rifles 
FIGURES. 45p each unless stated. (329 Tenticled Terror. ~3 .00  MZ4 Female Adventurer 

GH30 The Transformation. 50p 
GHI Adventurer with holstere SET 3 N.B.C. UNIT 
GH2 Adventurer in hat & leat 
GH3 Adventurer in suit 
GH4 Professor 
GH5 Female Adventurer GH35 Male Adv., in Jumper 
GHG Henchman GH36 Female Adv., in Long Dress MZ8 Trooper wlflame thrower 
GH7 German stormtrooper GH37 Man Made Monster. 50p MZ9 Trooper w/Auto-rifle 
GH8 Animated Corpse GH38 Masked Henchman Firing Pistol 
GH9 Cloaked Figure GH39 Masked Henchman with Rifle 
GHIO Nude Female GH40 Heroic Aviator SET 4 MUTANT OUTLAWS 

GH41 Evil Master 
GH42 Anti-Hero 
GH43 High Priest 
GH44 Female Follower Dancin MZ12 Punk wlaxe 
GH45 Follower MZ13 Female wlblades 

GH16 Werewolf GH46 Sacrificial Slab 
GH47 Victim 

MZ14 Dwarf wlpistol 

GH48 Alien Take-over MZ15 Tiny wldagger 

GH19 Deamon 
SET 5 DWELLERS OF THE ZONE 

MZ16 Vampire 
MZ17 Female Mutant 
MZ18 Male Mutant 

,2,5. . . . . . . . .  f 
. . . . . . . . . . . .  

10 Skerry Hill 
Mansfield, Notts 

Open Monday I pm-6pm 
Wednesday 2pm-7pm 
Remainder I Oam-6pm 

- -- 
Stockist of Citadel, Asgard, 

- = - - - - - 
Essex Miniatures; Torchlight - - - - - - - - 
and Gallia products and more - - - - - - 

3- TUQQERS 
0 - I rm OF CHESTER 

- 

THE LAND OF FANTASY 
FOR ALL YOUR GAMING NEEDS 

Dungeons & Dragons, RuneQuest and 
most RPGs plus aids and supplements 

Avalon Hill-Citadel-Grenadier 
Prince August-Paints and magazines. 

Mail Order accepted 
Upper Level, 16 mercia Square, 
off Frodsham Street, Chester. 

T Tel: Chester 28802 

7- 

NOT JUST STAMPS 
17/19 Crendon Street, 
High Wycombe, Bucks. 

Tel: (0494) 41717 
Open Mon-Sat 9.30am-5.30pm 

Closed all day Wednesday 

STOCKISTS OFALL FANTASY & 
WAR GAMES. MAIL ORDER (lists 
on request). Discounts for clubs, 

and player contact board. 
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