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Quick, quick, you must listen ... I've 
something very important to tell- oh no! 
He's here! Not so soon, not so soo 
AAAAIIIIlIEEEf;EEEEE!II/!. .. squeeek ... 

Yes, it's that time of the month again. A 
New White Dwarf. A New White Dwarf 
Editor. OK, confession time. Paul was, in 
fact, a Sweep-lookalike glove puppet and 
I have been the editor all along. 

All that aside, in keeping wifh the policy 
of Getting Things Wrong on WD, this issue 
does not contain an extra 8 pages. Sorry. 
We're saving them for something special in 
a couple of months. But to make up for the 
(unavoidable) delay, we have printed some 
maps for a Paranoia adventure. Maybe not 
the rinht maps, but ... 

oh, and by the way, Merry Christmas. 
'*.y 
d : c  
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-. - - 
Mike Brunton 
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The FEAT and combat systems have been ex- 
panded somewhat to giwe more types of action 

I and better Mki t ims  of w b  you can do and the 
results ofdoitag it. Something that caught my eye 
here is the fact that a Marvel character's chance 
of performing special tricks with his powers is I dependant on how many times the comics have 
shown him doing it. If that's not asking for 
arguments with players, I don't know what is. 

Resources aremw an attribute rather than a 
pool of points to be spent, and each power also 
has a rating to determine how strong it is and 
allow power FEATS. Negative popularity is now 
official. Area movement has beenlcept, but there 
is an aLternative 'mnged movement' system as 
well. There are some comprehensive tables 
de&iling stats for weapons and vehicles and somt 
rules for building an HQ. The Universal Table 
has been expanded a bit at the upper end so as to 
distinguish the merely mega-powerful from the 
tega- and gega-powerfwl beings with which the 
Marvel Universe is increasingly becomiag 
populated. The Beyonder's column becomes 
official fdo. 

TITAN 
And that's about it as far as rules go, Jeff Fantasy Campaign Supplement 

Grubb has done a pretty slick job, both in expan- PuPfin Books u.95 
ding the system without over-complicating it (ex- 
cepting the new movement system which seems a 
bit intricate) and in explaining it in an entertain- 

So, do you need it? In his introduction Jeff 
1 Grubb says that the first set is for newcomers 

whereas MSH Advaqced is for people who know 
how to roleplay. Dingoes' kidneys. Very young 
kids will be happy with the original MSH rules 
because they move fast and are uncomplicated. 

\ 
il 

As they get older, they will indeed need all of the 

vanced Judges' Book is little more than a monste 
manual - statistics for all the major Marvel 
c h a r a c t e h o n e  for the new system. All of the 
rules of the game are in the Players' Book. It 
looks Uke we've got another generation of rules 
lawyers in the making. KINGOFCXUMJI 

Whether you need MSH Advanced depends dk l33mmmmmc 
on how you like to Nn your games. If you're star- DC Hero= Adventures 
ting out, provided it is not your first roleplaying 
game, ~ ' d  go for the Advanced game but be Mayfair £4.95 each 
prepared to treat a lot of what it says as - 

guidelines only. 
So m c h  for the system, what about the 

goodies? In the game you get the usual soft - 
Who needs an lUSH Mvanced Set when you've plastic dice andwax crayon, card character 
got an MSH *dc What You -tt" sheets for the Marvel characters and guaranteed- 
is, are they going to do the A m  trick again and to-fall-over card figures. And a map. Yes, New 

both sets going as 'different games'? MY York again. Is that five or six sections now? 
I guess is that they will. MSHMvanced is not just A ~ ~ ~ ~ ~ ,  it*s huge and and, if 

a tevision or second edition. It is 'Advaqd' you've got the lot, a great play aid. 

prehensive. Nevathless, as is the way with such 
things, it is already way out of date, Chris Clark- - 

DELTArORCE:AMERECA j 

, , , I  Role Playing Game ies, something I think most players prefer. 
'hsk Force Games EU0.95 



What's this, then? The august pages of WD turn- 
ed over to a review of another of those contempt- 
ible little kiddy-books? Just because it's written 
by that Marc Gascoigne person. Goes to show 
just how much of a house magazine WD has 
become. 

Well, no, actually. 
Titan is a magazine-size paperback, like its 

predecessor Out of the Pit, and is produced to the 
same high standard. It is a complete guide and 
source book for the Fighting Fantasy world, 
drawing together all the background information 
from the gamebooks and fleshing it out into a 
complete fantasy world. 

Ah, but, I hear roleplaying snobs saying, if 
it's for those silly little gamebooks it's bound to 
be simplistic, trite, full of shopworn ideas and 
condescendingly written. 

Wrong again. 
While Titan will be a sure-fire best-seller 

among FF afficionados, it shouldn't be written 
off as just one more for the kiddies. Fighting Fan- 
tasy is mentioned a few times, as you might ex- 
pect, but what Etan is, when you think about it, 
is a systemless world source book - and an 
remarkably complete one at that - which can be 

used with just about any mainstream RPG. 
The contents are impressive, no matter which 

way you look at it. Thr& continents are mapped 
and described in detail, with notes on the 
undersea realms and an interesting short section 
on the stars and constellations that can be seen 
from the planet. 

There is a wealth of rich background informa- 
tion on history and mythology, tracing Titan's 
development from its creation through the Time 
of Heroes and the Spawning of Chaos to the 'pre- 
sent day' of the New Age. 

The deities and races of Good, Neutrality and 
Chaos each receive a chapter,and the major races 
are lovingly detailed, with notes on their society, 
history, racial traits and some very useful settle- 
ment plans. 

As well as a complete mythology and pan- 
theon, familiar characters from the gamebooks - 
Shareella the Snow Witch, Sukumvit and Lord 
Azzur of Blacksand to name but three - are 
covered in depth, providing several fully-detailed 
powerfulllegendary NPC personalities. 

Finally, there are plans of a tavern and a 
wizard's tower, and a two-page city map of Port 
Blacksand - a shame this couldn't be done as a 

fold-out, since some detail gets lost in the fold, 
but that's about my only quibble with the book. 
The whole thing is beautifully produced, and 
lavishly illustrated to the high standards one 
would expect from Puffin. The only thing it ob- 
viously lacks is an adventure, which would have 
been nice. 

Fighting Fantasy may not be one of the best- 
thought-of RPG svstems among 'serious' 
role&yers, but itdoes have itsts@ points. And , 

in Titan it has iust acauired a few more good 
points. How &ny ot6er RPGs can boa; a 
128-pae world guide, especially for this price? 

The FF logo may put some off, but the 
package itself is systemless and everyone who 
plays a mainstream fantasy rpg should at least 
give it a look. If it were produced by a 'serious' 
games company, boxed and sold at £10.95, Titan 
would be acclaimed as a useful rpg aid. At f4.95, 
it's probably the best value around in fantasy 
RPG source books. 

Gmeme Davis 

The sheer quantity of adventures that Mayfair has 
produced for DC Heroes hasmeant that quite a 
few of them have been reviewed very sk&npily, or 
even missed being covered at all. This is a shame, 
firstly because th& are some plots in amongst 
them that are easilv adavtable to other suver hero 
games, and also, doubtl'ess because of the hectic 
publication schedule, there is some awful tripe as 
well. Knowing which is which before buying can - ., 
be somethingGf a problem. 

For example, I was delighted to be given King 
of Crime because Jeff O'Hare's previous effort, 
Blood Feud, is easily the best super hero adven- 
ture I've ever seen. King of Crime, whilst no 
disaster, isn't in the same league. I've tried cross- 
referencing editors as well. Scott Jenkins was 
responsible for Eternity Inc, which is very 
good, and got a credit on Blood F d ,  but he was 
also part responsible for the abysmal Siege. I give 
up. Just try to read a review before you buy, 
because a fiver for 32 pages and no play aids is 
not good value unless the adventure is really 
good. 

King of Crime, then, is a For Your Own 
HeroesTM (and you thought TSRIMarvel lwed 
trademarks!) adventure. What Jeff O'Hare has 
done here is m a t e  a campaign setting for 
player-generated characters &d peoge it with 
a grouv of villains who can vrovide both an in- 
tr;jdusory adventure and a kgular source of 
enemies. 

The game is cleverly based in Central City 
which, with the demise of the Flash, is devoid 
of super powered protection. The bad guys are 
all well known DC cannon fodder. Unfor- 
tunately the Central City background isn't a 
patch on MSH's New York, and the adventure 
plot is like something out of the Batman TV 
series. I think the problem is that the project 
was beyond the scope of a 32 page package, 
and it wasn't helped by having an editor who 
wouldn't even keep the mayor's name constant 
throughout the booklet. Shame. 

Eternity Znc, in contrast, is a very nice 
package, rhaps something to do with the fact 
that Roy g o m a s  of DC is 11sted in the script- 

writing credits. You can always tell a good 
adventure because when you come to review it 
you find that you daren't say anything about 
the plot least you spoil it for the players. 

Suffice it to say that the bad guys are 
Gorilla Grodd and some Neanderthal 
-sorcerers, and that Grodd is firmly in the Lex 
LuthorIBrainiac league of villains. The heroes 
for which the adventure is written are Infinity 
Inc, one of DC's lesser-known teams, but the 
plot is not in any way dependant on the nature 
of the heroes. It could be run for anyone, 
which is another useful aspect. 
Recommended. 

Pete Tamlyn 

'htalised by the mention in Fmcas recently, 
weren't you? Now, at last - The Review! Delta 
Force, the role-playing game of an elite anti- 
terrorist commando unit, in which you play 
clean-living American bays, ready to defend the 
world against '. . .shadow organisations with 
names such as the PLO, Islamic Jihad and 
KGB.. .' seeking to overthrow the West in 'sneak 
attacks of blood and terror.' Hmm. Classy, eh? 

It's got three books - the Rules of Play (48pp), 
the Warbook (40pp) and the Scenarios (32pp) - a 
referee's screen (an unusual inclusion in games 
nowadays; very "seful it is too), and a of 
miniscule dice. so small that vour vlavers will 
find it remarkr;bly easy to lo& them, ballow 
them, etc. All the printed stuff is plastered with 
pictures of men with big guns, kitted out in sur- 
vival gear and sporting those natty little black 
woolly hats. Just like in the films. 

Actually, the game itself isn't too bad - the 
rules are fairly comprehensive, and don't waste 
space getting their point across. One aspect in 
particular is odd. A player never find out what 
hislher character's stamina is (Delta's version of 
hit points); not a bad idea to keep players 
wondering how faT away they are from death, but 

a bit of a b i d  for the referee who gets lumbered 
with the book-keeping. Daniage is actually taken 
off all statistics except Training and Experience, 
but it's Stamina falling to zero that kills your 
commando. Combat is intricate - realistic, but 
not as playable as I like (there are too many 
modifiers for a start). It can prove deadly too. 
Rules for hand-to-hand combat (again, more 
complicated than I like), strategic movement, 
demolitions (extensive, and well done), airdrops, 
communications and morale round out the book. 

The Warbook contains pages of information 
on weapons, vehicles, combat gear and about 
twenty terrorist organisations -the IRA, PLO, 
Baader-Meinhof, etc - plus eight anti-terrorist 
units - the SAS, Delta Force, Unit 777 and so on. 
Commendably detailed, and all too real. Which 
just leaves us with.. . 

The scenarios. Of which there are three. All 
titled 'Operation.. .', they give our Brave 
American Boys a chance to swing into action, 
freeing hostages, or destroying planning centres 
and making it look like a rocket attack (?). All 
pretty much in the same sort of vein. They all 
have victory conditions, another unusual feature 
in an RPG, belonging more to wargames. Other 

aspects of Delta Force reinforce this similarity - 
the use of overly technical terms and the intricate 
combat system all smack of wargames. 

I suppose I ought to take a shot at criticising 
the background. Like Twilight 2000, the good 01' 
Americans are in the thick of it, protecting life 
and liberty for us civilians, right? Nope. That 
one isn't true as the game also lets you be one of 
the SAS or Isreal's Sayaret Maktal. It's unques- 
tionably tasteless, and the scope of the game is 
narrow. I can't foresee anyone running a long- 
term campaign - the text makes no attempt to 
suggest adventures bwnd the 'beat up the ter- 
rorists' sort given in the game. One page of hints 
sums up about all you need to know as a Delta 
Force referee, and all of that's pretty obvious. 

In all, not a bad game, I suppose, but it's very 
unethical and awfully tasteless. Is it OK to talk 
about ethics and tastein a review? No? Give me a 
chance to hide then.. . 

Phil Fmnces 



Anyway, Our Heroes now have a list of ingre- 
dients, and have to go traipsing round a number 
of different planes to collect them. This is disap- 
pointing, and a waste of the enormous scope of 
Immortal characters. The scenario would have 
been far more interesting and challenging if Our 
Heroes had to deal with the storm themselves, 
rather than being sent out to do the shopping. 

The different planes are imaginative for the 
most part, but a couple of them do stick in the 
throat a little. For example, the plane which con- 
sists entirely of music staves and which is in- 
habited bv sentient musical notes smacks more of 
Dr. ~ e u s s  than D&D, especially when the 
characters are E C ~ i t e d  by a noble breve to help 
rid the plane of the dreaded Rogue Atonal Crot- 
chet. And I'm not sure about the Plane of Earth 
having air-filled tunnels so that its inhabitants can 
mwe about, either. 

After adventuring on many strange planes 
throughout the multiverse, there's only one place 
left for the climax of the adventu~. Yep, you 
guessed it, New York. Well, you see, Our Heroes 
happen to need something from this humble little 
plane of ours, and as everybody knows, if it's 
vital to the survival of the multiverse, well gee 
whiz, it's just gotta be in the USA. I must admit, 
though, having an inter-planar gate on the New 
York subway might explain a thing or two. 

Be that as it may, the adventurers now have 
he opportunity to explore the cities of New York 
nd Chicago, encountering street gangs, leaping 
1 buildings, and so on. I'm not convinced that 
s part of the adventure comes off as it was in- 

nded - the idea of D&D adventurers encounter- 
g our own world is a seductive one from the 

design point of view, but it takes a very good DM 
e world to players as strange and un- 

liar, and very good players to go along with 
d not pass on their world knowledge to their 

I've said that this is the climax of the module - 
it is, but it's not the last part. The final part of the 
story was probably intended as the cliniax, but it 
does fall a bit flat. Having collected the ingred- 
ients. counted the ex~erience ~oints  and Power 
 oink, and so on, o;r heroes hen compete for 
the honour of standing guarding the Hierarch 
who will actually be doing the business of 
destroying the storm. ~ h & e  are some interesting 

IMl THE IMMORTAL STORM ideas for running the Olympics (I wish Frank 

DungeOnS & D~~~~~~ &lventure Mentzer had chosen a more imaginative name) 

TSR £5.50 by which Immortal characters rise through the 
ranks. but after that it iust becomes a coda in 

As its code number suggests, IMl The Immortal 
Storm is the first module for the D&D Immortals 
rules, designed for a party of Novice Temporals, 
the lowest level of Imniortal character. 

A strange, supernatural storm has appeared to 
threaten the multiverse; the Hierarchs of all 
Spheres are powerless to destroy it, and can only 
sit and watch as the strange, supernatural eye at 
the centre of the strange, supernatural storm sits 
and watches them. Then, strangely, the storm 
makes contact. Hands up anybody who 
recognises similarities so far with a certain Star 
Trek: The Motion Picture. 

The storm's message takes the form of a 
verse, which looks dangerously like a puzzle; it 
is a puzzle, in i c t ,  although it is not the type of 
puzzle that it appears to be at first glance. In case 
Our Heroes don't solve the puzzle, the Hierarchs 
have already cracked it, and solving it is all part 
of the test to see if they are fit to undertake The 
Mission. This is fme in principle, but of course 
everybody knows that Our Heroes will get the 
mission no matter how badly they do on this little 
test. The other logical flaw is that the message 
from the storm lists the things which are needed 
to destroy it; quite why it should choose to do this 
is beyond me, but then I'm not an Immortal. 

which one player fighk off the stom's attempts 
to defend itself while the others sit and twiddle 
their thumbs. 

All in all, then, there are a number of logical 
flaws, such as why this indestructible storm 
should tell people the means by which it can be 
destroyed, and then defend itself when they try. A 
lot of the action is out of the characters' hands, 
too - in case they don't solve the puzzle, the 
Hierarchs have already worked it out, and so on - 
and the possiblities of newly-Immortal characters 
are severely wasted by sending them on a trip 
down to the shops. I'm sure that it would have 
been possible to come up with something a little 
more grand in scale for the first Immortals 
module. This gives the impression of having been 
conceived and written in a huny as a 
simultaneous release to suppoi the rules. The 
bulk of the interior artwork is more what you 
would expect from a fanzine than from a '~SR 
module, and I found myself wondering whether 
there just happened to be these Marvel Super 
Heroes maps of New York and Chicago at the 
back of a drawer somewhere.. . Having said all 
that, the module does have its moments, but my 
werall impression was one of disappointment. 

Gmeme Davis 

DARK BLADES - Board 
Wargame - Standard Games 
Ell.50 

It's about time someone made a good, simple 
beginner's fantasy board wargame, and while 
it isn't perfect Dark Blades is a ood move 1 towards that end. Based on the girly popular 
Cry Havoc game system, this game is fast 
and simple to play, but has enough flexibility 
to cope with sophisticated manoeuvers and 
combatants with special powers. The rules 
are presented in Standard's usual simple but 
effective way, though they could probably 
have done with another proofread. The play- 
ing pieces, however, are very pleasant. 
Though a little on the thin side, they are 
well-drawn and very clear. The 2 mapboards, 
too, are very neat, drawn in the same style as 
those in Cry Havoc, though why they only 
feature a watermill and an arena-like depres- 
sion respectively is a mystery to me. I would 
have thought there were far more useful set- 
tings they could have provided. 

In fact, this limitation is part of the major 
flaw behind the game. Everythmg, for a start, 
is tied in to some spurious background which 
seeks to explain the events leading up to the 
particular scenarios included in the game, but 
also drags the rest of the game with it. Dark 
Blades is all about the exploits of the hero of 
that name and his band of friends. All well 
and good, perhaps, but this game would be 
far more universal if the background wasn't 
there. What is needed at the moment isn't 
just a good beginner's fantasy board wargame 
- it's a universally-applicable game in which 
players can set up their own scenarios, free 
from the influence of half-baked backgrounds 
like this one. So, a good try but limited by a 
rather t a c v  background; but if you really 
can't wait or the real thing to come along 
this is for you. RN 



CARSE - Generic Play-aid - 
Chaosium £6.95 

After the disaster that was CYties (reviewed 
last month), it's a relief to note that this com- 

P anion volume is a good deal better. The 
6-page booklet plus fold-out map explores 

the minor city of Carse in some detail, mak- 
ing the book a useful source for any vaguely 
Medieval Europe-influenced fantasy games. I 
say 'minor' because Carse is a rather small 
place, certainly not up to the scale of 
somewhere like that old favourite, the City 
State of the Invincible Overlord (for those 
readers who weren't born when it was 
around, this was an immense city produced 
by the legendary Judges Guild). However, 
real Medieval cities weren't all huge sprawl- 
ing places, and Carse may be small but it's 
leasantly formed. There is enough detail 

Rere to provide even the laziest referee with 
more than enough material to run city adven- 
tures for a few years to come. If this pack has 
a fault it's that there is perhaps too much 
detail spent on individual shop owners and 
tavern-keepers, and not enough prwiding 
proper adventure opportunities for players 
(putting this pack into poor second when 
compared to Blade's useful City Book series, 
for example). Players are never going to get 
around every last shop in the city - they'll 
surely use the ones they need and then head 
off in search of adventure. I would have liked 
this pack to prwide a few more op ortunities 
for such things, but on the whole Parse is 
competently done, neatly-produced and well 
worthy of your attention if a well-detailed city 
is what you are after. RN 

SOLOMANI - Traveller Alien 
Module - GDW £495 

They came blasting out from Terra to wer- 
throw the Vilani First Imperium, but the 
Solomani were unable to hold onto their new 
empire and it collapsed into the Long Night. 
Over 1500 years later, a new power arose - 
the Third Imperium. But around the old 
homeworld of Terra, a mwement began to 
enhance the position of genetically pure Ter- 
rans and the Solomani Movement was born. 
The Solomani Rim war was fought to prwe 
Solomani supremacy and to establish an in- 
dependent Solomani state. The war was in- 
conclusive and to this day many Solomani 
worlds lie outside of Imperial jurisdiction in 
the Solomani Confederation. 

This pack details life in the Confederation 
and provides a good feeling for its society, 
which although human is also wry alien. 
With their doctrine of racial supremacy, 
Solomani think and act differently from Im- 
perial citizens. Life in the Confederation is 
closely monitored, and if you hold different 
views to the accepted norm, you'd better keep 
them to yourself. Players creating characters 
with the Solomani generation system do so in 
secret with the referee, so that other players 
do not know who is a member of SolSec, the 
Solomani Security Force. Even if your are a 
SolSec member, whatever you do is likely to 
be reported by another player to the Party, so 
you better m a k  sure you're a good Party 
member. Like previous alien modules, 
Solomani vividly recreates an alien society; 
it's a must for any campaign set in or near 
the Solomani Confederation. JB 

ALIEN REALMS - Traveller 
Supplement - GDW £4.95 

To Imperial citizens the Zhodani are threaten- 
ing and abhorrent - mind reading 
Machiavellis who are out to take wer the Im- 
perium and impose their rigid society upon 
it. But what if you are a Zhodani - a member 
of a society where everyone's thoughts are 
known and so everyone is extremely honest 
(and those that aren't are soon corrected by 
the Thought hlice)? What muld you do 
when faced with Imperial citizens, everyone 
of them a liar, cheat and a secretive schemer? 
How would you react? Alien Realm features 
eight adventures involving such decisions. On 
the whole they do an admirable job of reflec- 
ting the alien backgrounds and prwide good 
jumping off points for a number of alien 
campaigns. A few are, however, more limited 
in their scope, and one of the Aslan adven- 
tures reads more like a trip through Imperial 
space than a journey set in the Aslan Heirate. 
A couple of the adventures are more or less 
ready to run, but most need a substantial 
amount of referee input to flesh them out and 
bring them to life. Those willing to put in the 
time, will be rewarded with some very en- 
joyable and unusual gaming sessions. This 
module is highly recommended to referees 
and players interested in new roleplaying ex- 
periences. If you are looking for some ideas 
with what can be done with alien characters, 
Alien Realm has plenty of suggestions. JB 

HIVERS - 'Ikaveller Alien 
Module - GDW £495 

Physically the Hivers are unlike the other 
major races resembling starfish more than 
anything else. They are asexual, each Hiver 
capable of giving birth to other Hivers. 
However, it is their society which sets the 
Hivers apart from other alien races. In the 
past the K'Kree invaded Hiver space, easily 
pushing back the Hivers who have an instinc- 
tive dislike of violence. The war was, though, 
won by the Hivers without resort to violence, 
for in Hiver society exist those known as 
Manipulators who dedicate themselves to 
altering Hiver society in subtle but major 
ways. Hiver manipulators were able to 
dramatically alter the K'Kree on a few chosen 
planets. Faced with this power, the K'Kree 
rapidly withdrew, 'cleansed' the affected 
planets and never bothered the Hivers again. 

Details of the Hiver manipulators and other 
aspects of Hiver society are well covered in 
this module, making it possible to use Hivers 
as both NPCs and player characters. Informa- 
tion is also provided on the subject races of 
the Hivers - the races that make up their 
military forces and who are free of the 
Hivers' dislike of personal combat. While 
Hivers deplore personal violence, they are 
masters of long range combat; also, Hiver 
computers are the most advanced available. 
Ventures into Hiver space will be quite unlike 
those set anywhere else, for this is a truly 
alien society, but one easily grasped and used 
by Human characters. Hivers completes the 
survey of the seven major races. Whether this 
will be the last, or whether future modules 
will deal with some of the lesser races re- 
mains to be seen. Nevertheless, Hivers is yet 
another valuable and impressive addition to 
the Tmveller universe. JB 

(Reviews by Jim Barnbm & Robert Neville.) 



The second adventure pack for the 
Ghostbusters RPG. Our heroes are beset 
by strangeness and wierd goings-on 
with a distinctly 1950s feel. Set in 
Manhattan can you discover: Who the 
Gods' of the title are? What are the 'Hot 

Rods'? Where you put your shoes last 
night? 

. . .  
The first in a series of three volumes that 
deal with the maior characters of Middle- 
earth for, you've guessed, The Middle- 
earth RPG. This volume covers the Im- 
mortal races of the Elves, Maiar and 
Valar and is also compatible with 
Rolemaster RPG as we! as being a useful 
reference pack for most fantasy RPGs. 

WILDERNESS SURVIVAL GUIDE RRP £11.95 
The latest hardback book in the AD&D range, a follow-up to the 
Dungeoneer's Survival Guide. A similar treatment of the outdoor 
World of AD&D campaigns. A must for any Fantasy RPG player 
or GM. Includes new and expanded ~ l e s  for terrain, weather and 
mapping. 

v FANTASY GURPS RRP f 6.95 

At last, the Fantasy supplement for GURPS from Steve Jackson 
Games. Orcs, Dragons, Wizards, Warriors and more in this not-to- 
be-missed pack. 

AUTODUEL GURPS RRP £ 6.95 

A Car WarsIGurps crossover supplement, introducing personal com- 
bat rules to Car Wars and which is fully compatible with the GURPS 
system. A must for fans of Car Wars and GURPS alike. 

A ~ & b  ' Expert Game adventure re 
introducing the Blackmoor campaign to 
D&D. Dave Arneson and Dave Ritchie 
have provided 64 pages of fantasy 
adventure in this exciting new module 
from TSR. Includes large colour map of 
the campaign area plus usual GM 
screenlcover. For Character levels 
10-14. 

Awesome, climatic last chapter in the 
Dragonlance AD&D campaign. You get 
three separate booklets; An adventure 
book of 40 pages; a sourcebook of 24 
pages and an epic Battlesystem map of 
Ansalon. This pack really does have 
something for everyone! For Character 
levels 10-14. 

The Mail Order Trolls have n6w been confined to their work cave during Saturdays and will be more than happy to receive 
you telephone orders from 8.30 to 5.00 Monday to Saturday. (PS The odd halfl~ng-burger wouldn't go amiss either') 

HOW TO MAIL ORDER HOW TO TELEPHONE ORDER 

M.L. c h q u n  wbh to 0- VYDI*.hop Ltd. 
O) MRCLA*URDVIM ACCESS DINE= CLUB 

U.K., EIRE BFPO : Add 95p f a  Orders under fl0.00 
6rders over E ~ O  00 are post free 1077317em22 or (07731760Mi2 

OVERSEAS : M d  33% for Carrlage 

OVERSEAS AIR MAIL : Add 55% for Carr~age 

V A R M I E s  OF THE NIGHT RRP f4.95 

Adventure for Twilight 2000 set in New York, the first such module set 
outside Europe. Discover what's befallen the States during the wars and 
come to terms with the new state of affairs. 

AN ELEMENT OF DANGER RRP £4.95 

Adventure module for use with the FIRESTORM supplement of the 
DC Heroes RPG. You are the Nuclear man in this exciting adventure. 

V c o M M A N D  DEclsloNs RRP f 16.95 

World War II board wargame with complete miniatures rules. Sure to 
appeal to wargamers and boardgamers with an interest in this period 
of history. 

V P A w N s  OF TIME RRP f4.95 

Adventure module for the DC Heroes RPG designed for use with the 
LEGION OF SUPER HEROES supplement. 
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They found me twitching and babbling in the 
bar at Games Day. Kindly White Dwarfat- 
tempted to rally me with promises (of beer) 
and threats (of Wrhammer nwelizations), 
but still your reviewer gibbered about robots 
and Lensmen and Kuhn's The Structure of 
Scientific Revolutions, while significant 
fingers were tapped against foreheads. This 
was all because of what I'd been reading on 
the train.. . 

FmwWon uad EuZh (Grafton 4 6 4 ~  
f10.95) is pmber 5 in the trilogy, and my 
seizure was brought on by the thought that 
Isaac Asimov has hit the satne problem on 
his intellectual level that E E Smith met on 
the physical one. Doc Smith's Lensmen were 
forever fi ting more and more galactic- 8" powered oes (no sooner does Boskone invent 
an ultimate weapon than Kim Kinnison 
retorts with a more ultimate one!). Asimov's 
'intellectual Lensmen' are constantly un- 
covering deeper Secrets of the Universe: as 
with Smith's ever-huger megaweapons, the 
great revelations soon pall. They loom 
portenbusly, like Kuhn's paradigm shiils 
which topple whole sciences; they never 
match up to the hype. The strings of the 
Galaxy are pulled by the Foundation.. . no, 
the Second Foundation.. . no, 'Gaia'. . . no, 
Earth.. . no, in fact.. .. The ultimate-for-now 
answer is not a lemon but a robot left aver 
from a novel set 20,000 years earlier, and 
really who cares? 

This isn't as dull as the fearful Founda- 
tion's Edge; there's more movement and col- 
our in its travelogue of ancient, ruined worlds 
(unfortunately d i n g  similar and better 
travelogues by Clarke, who could make you 
feel that 20,000-year gulf as Asimov never 
does - cf %- City and the Stars). Its final 
line throbs with implied sequels, but Asimov 
seemingly intends to backtrack: promised 
next is Prelude to Foundation.. . 

C R I T I C A L  

A regular book review column, 
written bv Dave 1 .nnofnrd 

Foundation and Earth is very 1940s, bar a 
little discreet sex. Heart of the Comet by 
Gregory Benford and David Brin (Bantam 
468pp £9.95) is very 1980s: big, slick, skil- 
led, geared to the Halley's Comet market, 
and moving along painstakingly high-tech 
paths to the already traditional visions of a 
quantum leap in human evolution. On the 
comet's next pass (2060s), Earth plants an ex- 
perimental community to ride the long orbit 
and test exploitation plans: eg could Mars be 
terraformed by comet-ice Impacts? The mis- 
sion is soon in trouble with unsuspected 
Halley life-forms, including - a little joke 
for D&D fans - purple worms. As expected 
from these highly qualified authors, the 
science is elabomte and convincing. Less so 
the characters: women are 'deliciously un- 
predictable' with 'breasts hard and high', 
while the only memorable man is a hyper- 
Jewish super-biologist who almost single- 
handedly copes with every problem Halley 
can offer. 'You know what mitochondria are, 
right' he says confidently, but don't worry - 
the chap he's tallung to gives the answer ('in 
a hollow voice') for your benefit. Whopping 
concepts and evocative descriptions boost the 
navel half-way to excellence, but are defeated 
by the dead weight of the stereotypes and lec- 
turing. Hard SF fans will forgive its flaws. 

In 1973 I bought Brian Aldiss's fine 
history of science ficion. Billion Year Spree; 
the new edition is (with 
David Wigrove: Gvurulu ~upp ~ 7 . 7 ~ ) )  

8 -- 

longer by 200 pages of smaller type. SF 
criticism suffers from clotted academic prose 
and/or ungrammatical enthusiasm: this is a 
worthy updating of the best-written history 
yet seen. Not that it's infallible - I disagree 
with certain judgements, while it can seem 
unjust that author X is dismissed as excellent 
in a line or two while the inferior Y is quoted 
at length to illustrate a point. The editors of 
poor old Interzone (Britain's only current SF 
magazine) are probably committing mass 
hara-kiri at finding themselves merely 'a 
pallid successor of New WorZds'. I was pleas- 
ed and alarmed to learn from the useful index 
that I too have become History.. . Despite 
that, the new Spree is an essential reference 
and a good read. 

A treat for the eye rather than the brain, 
Sirem (Paper Tiger l28pp £7.95) is Chris 
Achillws's secxmd art collection. This col- 
umn has heretical views on fantasy art: I 
suspect Achillws is superior in technique to 
F m t t a  (who U s  too easily into visual 
cliches) and Boris (obsessed with static wer- 
musculature), but am unmoved by most of 
the airbrush hyper-realism here. 'I don't 
know much about Art, but I know what I 
don't like.' Those who think of Achilleos as a 
painter of improbable female breasts will not 
be disappointed (our statistician reports 114 
and a half, 54% of them unclad). For 
fighting fantasy fans there's a chapter of 
favourites, including plugs for Dwarf and its 
Chaos Death Founders. People who like 
books like this will like this book. 

Tbc Lordly Ones by Keith Roberts 
(Gollancz 160pp £8.95) contains 7 more 
stories from one of the finest (if occasionally 
erratic) stylists in SF or fantasy. Breakdown: 
SF 4, fantasy 2, ghost 1. Only Roberts could 
write a movlng and horming post-holocaust 
tale set in a public lavatory. .. and then write 
another. Recommended. 

Here's one you didn't see in hardback: 
don't miss 1s I r 

Michael de Larrabeiti (Pic- 
g1=$95). The Bodley Head hard- 
back was cancelled by its publishers, who got 
cold feet about the Jjad Example set by 
clashes between savage street kids - Bor- 
ribles - and grotesquely a-g police. 
You probably remember the way your first 
reading of Alice in N6nderland compelled 
you to dive dawn holes and take drugs. In 
fact, de Larrabeiti's third epic has worthy 
things to say about honour aud trust.. . in bet- 
ween spurts of adrenalin. Again London's 
underside is the nightmare background for a 
quest, and the tortuous journey from Bat- 
tersea to Neasden has a far higher death toll 
than that relatively cosy toddle through Mor- 
dor. Triumph is bloody (especially in the 
luridly detailed Camden slaughterhouse) and 
expensive. Black comedy also abounds: 
anyone fool enough to confuse the luxurious- 
ly nose-picking Sergeant Hanks ('First class 
that one, looks like a well-fed whelk') with a 
real policeman must have as tenuous a grasp 
of reality as a Dwarfor Bodley Head editor. 

James Stephen's 1912 The Crock of 
(Picador 172pp £2.95) is more in the %. 
tional fantasy vein, though not much. It's an 
Irish whimsy, shot with gods and 1 rechauns 
(it should doubtless be suppressed 9b its 
subversive hints that Irish policeman can't 
handle leprechauns) and dotty philosophy. As 
the Philosopher remarks: 'Finality is death. 
Perfection is finality. Nothing is perfect. 
There are lumps in it.' Bag this for your shelf 
of fantasy classics: it may go out of print for 
further decades. 

The rest of the SF seems to have sunk to 
the bottom of the column T' ge to the City 
d the Dead by Alan Dean m t e r  (NEL 
243pp £2.25) offers pageturning hokum as 
two bickering, married scientists make their 
way by hydrofoil up an alien river, overcom- 
ing with ease such obstacles as the theft of 
their boat by hostile tribes, or attacks by 
ravening abominable s n m e n .  Just to make 
sure, the author has an emergency deus ex 
machina waiting to save them from the final v by Philip J056 Farmer 
(Grafton 3 2pp £2.50): another fast-moving 
example of a far-out social setup within 
which the author merely plays cops and rob- 
bers. To 'solve' overpopulation, everyone 
lives only one day a week, passing the rest in 
suspended animation. High crime consists of 
'daybreaking', living outside your appointed 
weekday. Our hero is an arch-daybreaker 
with seven identities, one being a cop who 
pursues daybreakem, etc, etc. Terry Carr's 
Best SF of the Year 15 ( G o ~ ~ ~ c z  365pp 
£3.95) is as always well chosen, a dozen of 
1985's finest stories which I've no mom to 
list here. 

Also received: Helliclbahr Wbater by 
Brian Aldiss (Granada 393pp £2.95), fine 
gloomy stuff, already reviewed; White '-- 
by- Gordon Kendall (Sphere 308pp £2.95 
soporific militarist SF; in the N 
by Fritz Leiber (Grafto~ --. E2.50), 
FafhrdIMouser reissue; Foa I Larry 
Niven & Jerry Pournelle (Spntae%Opp 
£3.95), exciting SF despite longueurs and 
crassness; 27th PPn Book d B  r Sbories 
ed. Clarence Paget (Fan . _ - r  with a 
token Stephen King reprint; Om M 
l homm~ by Bob Shaw (Grafton 110py 
£2.50), thoughtful SF navel of immortaltty; 
A Blackbird to Drvkaass by Freda W? 
ington (NEL 473pp M.SO), fantasy in whlch 
'the daring quest continues'.. . the bloody 
things always do, don't they? 
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GAMERS IN EXILE 
283 Pentonville Road 

London N1 9NP 
Phone 01-833-4971 

.... LANCHE SIGNED POSTER CWl Thatcheroid Iron Lady* 5Op 
CW2 Capitalist on wage Slavee&l.OO 

............ CW3 Bloated Capitalist * 
...................... CW4 Fascist Pig* 

have warts. His Amazonia Gothique (wots that mean?) picture is the most 
popular White Dwarf cwer, right? So, we had this amazin'idea. Wot if we 
grabbed him, tortured him with Hi-De-Hivideos, and made him sign loads 
and loads of pictures so that everyone would know it was him that did 'em, 
and then sold 'em! 

So here they are, 4 10% x 14%" pictures, signed by the man himself, 
of Amazonia Gothique (spikey Gladys as we calls her), the cuddly Zombie CWl2 Vatman Undead Count ...... 50p 
Dragon, Baron Heinrich von Torichhelm, and Two Geezers Fumping Each CW13 Bomb Throwiilg Anarchist.5Op 
Other (we dunno wot it's called). To get your copies, you have to get them 
from us here at Mail Order. This was our idea, and we don't want no-one 
else nickin' it. ' Open hand to take: Saord, Spear, Mace, Spiky Club, 

Hand Crossbow, Axe or Broken Bottle 
Available from: Games Workshop Mail Order, Chewton Street, Hill Top, Eastwood, Not- 

-YIULLM.r.nm &Fg~n*-t- m-.u-mb-T---~ 
MAIL ORDER 
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13, Forrest Road, Edinburgh. EH1 2QH Tel:031 226 3354 

536, Great Western Road, Glasgow. G12 8EZ Tel:041 334 1583 91 Ballards Lane Telephone: 
Finchley, N3 1XY 01-346 2327 JEUX DE GUERRE - DIFFUSION, 6, Rue Meissonier, 75017 Paris, France. 

oust 3 minutes walk from FINCHLEY CENTRAL UNDERGROUND) 
Send S.A.E. for our SHOPS GUIDE covering our fill range 

OPEN 6 DAYS A WEEK 9.30a.m-6.00pm o f  stockists thmughout the U.K. and the rest o f  the World! 
(SAT - 5.30pm) OR:.- Send f 1 ..SO for our filly illustmted Catalogue! 

We can offer mail order - send SAE for details DIXON MINIATURES. Unit 28, Spring Grove Mills, 
Linth waite, Huddersfield, W. Yorkshire. Tel: (04841 8461 62. 
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SF 10  TERRAN THREE-WHEEL POLICE VEHICLE f 1.98 0 
SF 12 REPTOLOID MARINE FlRlNG LASER RIFLE .52p 
SF 15 REPTOLOID IN BATTLE ARMOUR ADV. WlTH LASER PISTOL .52p 
SF 16  REPTOLOID MARINE WlTH COMMUNICATION GEAR 52p 
SF 18  LASER CANNON WlTH FOUR REPTOLOID CREWS £3.80 
SF 25  WOZEL INFANTRY STANDING FlRlNG SONIC RIFLE .60p 
SF 26  WOZEL INFANTRY KNEELING FlRlNG SONIC RlFLEv.6Op 
SF 27 WOZEL INFANTRY ADV. WlTH SONIC RIFLE .60p 
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SF 42 WOZEL REPAIR ROBOT .60p 
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SF 44 TERRAN 'CRUSHER' WARBOT (BIG & CHUNKY) £2.98 
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SF 45 WORMRIC WlTH BOOSTER TELEPATHIC EQUIPMENT .60p 
SF 47 WORMRIC CATERPILLAR, GROUND HUGGER ATTACK VEHICLE f 2.07 THE '1000 YEAR WAR! 
SF 48 TERRAN SURVIVAL DOME (sontecast) SET OF TWO f 1.59 

SF 49 WORMRIC COLONIAL SHELTER (stonecast) f 2.07 
SF 50 TERRAN COLONIAL FRONTIER FARM HOUSE £2.07 (stonecast) WILL THE HUMAN RACE 
SF 51 ARACHNID WlTH ENERGY WEAPON f 1.00 

SF 52 ARACHNID WORKER CARRYING EQUIPMENT f 1.00' 
SURVIVE! 
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I TOLPITS LAND 
"Metal Miniatures are not toys and are not suitable for children under 12 years of age. They contain lead which may be harmful 
if chewed or swallowed." 

WATFORD, HERTS. 



HOW TO GET THE MESSAGE ACROSS IN RPGS 
BY SIMON NICHOLSON 

Communication is such an integral part of 
our lives that we often forget its 
importance. The impact of telephone, 
radio and television upon society cannot 
be overestimated, yet we ignore and 
accept them without thinking. 

Since most fantasy worlds are set in 
'medieval' milieu, they might appear 
rather limited in the field of 
communication. Technology in the Middle 
Ages was responsible mostly for war 
engines and weaponry, since Man has 
always preferred to resolve arguments 
with violence rather than words. Very few 
people could read or write, so 
information was conveyed by word of 
mouth for the most part. Interaction 
between towns and cities consisted of 
news and tales told by passing merchants 
and travellers. This news was often 
inaccurate (the teller would have heard it 
from someone who heard it from 
someone else who.. .) and sometimes 
completely untrue. Villages were built on 
the roads between towns, and took 
advantage of them by having inns, stables 
and blacksmiths; a weary traveller could 
rest at the inn while his horse was 
reshod. The villagers, eager for news of 
the outside world, would press the 
traveller for information - the offer of a 
drink could loosen the most exhausted 
tongue. I expect that a good storyteller 
would be greatly welcomed by the inn's 
regulars, whether the tales were true or 
not; he might, in return, learn something 
of his destination (the origin of the 
infamous Rumour Table). Travellers were 
not great in number, however. The 
average man was likely to grow up, 
marry, and die within ten miles of his 

birthplace. It is not hard to understand 
why any news was appreciated. 

Written communication was common 
among the educated classes. Since the 
educated were rich, they could afford 
servants to carry messages. Envoys and 
emissaries were often used by the rulers 
to make sure that the laws were upheld in 
every part of the land. Proof of their 
authority consisted of a signed charter 
bearing the ruler's seal. The messages 
that they brought were handwritten; the 
first form of printing appeared in the 
middle of the fifteenth century, however, 
so you might like to include printing 
devices in your game. If you do so, 
however, beware: the printed word carries 
an aura of authority and power that has 
caused revolution and reform. 

So much for history - what about 
fantasy? When you consider the factors 
which actually make it fantasy - the 
abundance of adventurers, the reality of 
magic, the existence of monsters - it 
becomes obvious that a rational fantasy 
world could be far removed from its 
historical foundations. This depends, of 
course, on the extent of the fantastic 
elements in your roleplaying game: the 
existence of unicorns wouldn't drastically 
alter a medieval society, since they were 
believed to exist anyway; religious magic, 
on the other hand, would reinforce the 
people's faith and consequently priests 
would become the most important people 
in the land. 

Let us re-examine communication in 
the light of this. Our fantasy world 
contains many wealthy people, rich from 

their days of adventure, who would 
undoubtedly benefit from being able to 
communicate with distant towns and 
castles. One way to fill this gap would be 
to have a Guild of Messengers and 
Carriers. The Guild would consist of 
trained riders, who would carry letters 
and small items to their destination for a 
fee. If set routes and strict delivery times 
were used the fee could be reduced to a 
reasonable price, since one rider may 
carry many letters. Awkward or 
dangerous destinations could be handled 
by armed riders, although the Guild 
would not undertake a mission whose risk 
was too great. 

The riders themselves would probably 
use horses for mundane deliveries; since 
this is fantasy, however, there is no reason 
why stranger, unnatural beasts should not 
be used. Flying creatures such as the 
gryphon makes excellent steeds if tamed. 

SIGNALS s 

Bonfires have long been used as a means 
of signalling. In the sixteenth century, a 
chain'of pyres was built along the 
southern coastline of England to warn of 
the Spanish A&. Each pyre was 
within sight of the next, and a watch was 
maintained at each. If the Spanish ships 
were sighted, the beacon was to be lit. 
The flames would be seen by the next 
watchman, who would light his beacon, 
and so the signal would pass along the 
chain to Plymouth, alerting the Navy and 
preparing the coast for invasion. 



The system could be improved: more 
than one beacom at each point would 
mean more than one possible message, 
for example. The fires are still prone to 
bad weather, however, and a false alarm 
would disable the system for hours. A 
better idea would be to use heliographs 
- signalling mirrors - to convey 
messages in a sort of morse code of 
flashes. Using the sun during the day, 
and lamps or magical illuminations 
during the night, an effective relay 
network could be devised which would 
only be stopped by overclouding or fog. 
The information would travel much faster 
than a messenger, but could be more 
expensive remembering the number of 
trained codesmen involved. Such a system 
is best suited to a dry, sunny environment, 
where weather conditions are unlikely to 
cause problems. A two-mirrored 
heliograph, using one large concave 
mirror focusing the sunlight onto a 
smaller transmitter mirror, would allow 
signalling even when the sun was behind 
the signalman. 

Alternative technology can provide 
many strange and diverse methods of 
communication, some based on existing 
devices. A large kite, for example, could 
be flown as a sign; it might even lift a 
lamp, allowing night signals. A gas or 
hot-air balloon would also work, without 
the dificulties of launch and support. 
Such aerial objects could easily fly 
strings of flags or pennants in the same 
manner as ships. Historically, flag 
messages were the only ship-to-ship 
communications before the introduction of 
radio (unless you include shouting!), and 
were so widely used that an International 
Flag Code was agreed upon. 'England 
expects.. . ' was flown on Nelson's flagship 
Victory using the IFC, and is still flying 
today. 

In his novel Pavane, Keith Roberts 
created a world in which communication 
is controlled by the Guild of Signallers. 
The actual method of communication 
involves large wooden towers like 
windmills; instead of sails, the towers 
have two large semaphore arms. The 
towers are spread across the country in a 
network, each within telescope range of 
the next, and messages were relayed from 

tower to tower until they reach their 
destination. Torchqs or lamps are attached 
to the arms at night or in light fog, and 
the system is only defeated by heavy fog 
or driving snow. The semaphore code is 
meaningless to everyone but the 
Signallers, who are respected by the 
common people. An apprentice signalman 
has to undergo intensive training and pass 
rigorous tests before he becomes a 
Guildsman. 

It is easy to see that a power that 
controls all communication will quickly 
become aware of everything that is going 
on in the country. Such a power will 
come to be relied upon for information; 
imagine what might happen if the power 
found it beneficial to 'alter' certain 
messages before they arrived.. . Consider 
also what might happen if the power 
threatened to st& unless demands were 
met (imagine the effect on our own 
country if telephone, television, radio and 
even the Post Office suddenly ceased to 
function!). The power of communication 
should not be underestimated. 

MAGIC a 

Magic in roleplaylng games is almost 
entirely offensive, or at least geared to 
combat, proving again the preference of 
killing to communication. Using such 
magi: for signalling is possibl< although 
it is seldom advanta~eous when com~ared 
with normal means. 2 fireball could' be 
fired into the air as a signal, but a 
normal arrow dipped in pitch and set 
alight would be just as noticeabte iffired 
into the air, and could be used by 
anybody. Indeed, the Japanese invented 
an arrow Jitted with reeds that whistled as 
it flew - try Jinding a spell to improve 
upon that! 

Admittedly, there are some spells that 
involve seeing into far-away places, or 
linking minds in a son of telepathy: these 
tend to be restricted and hard to obtain, 
however, in relation to battle-spells. Truly 
useful spells, such as Animate Broom and 
Shield @om Rain, are not even 
mentioned. 

We can consider two types of society 
in which magic exists: the first accepts 

magic as true power, and looks upon 
magic-users as wise men and women; the 
second treats magic as a subversive 
influence undermining the law and 
questioning the rule of normal people, 
and therefore magic is banned. In both 
cases, those who use magic would benefit 
from being able to communicate with 
others. In the first society, law and order 
could be upheld through magical means. 
The ruler of the land, whether ad\;ised by 
wizards or wizard himself, would know 
all that went on and would have a fairly 
easy time governing and controlling. The 
people would be able to consult local 
wizards for news and advice, as well as 
matters such as healing. These local 
wizards would be informed by their 
colleagues of approaching danger - a 
renegade wizard, or pillaging 
mercenaries, for example - and would be 
able to prepare for the event; 'forewarned 
is forearmed'. 

It is unlikely that a law will deter 
magicians from pursing arcane 
knowledge; the second type of society 
will probably contain a secret association 
of wizards, performing their rituals 
discreetly. Efficient, independent 
communication would be essential for the 
survival of such an organisation, not only 
for the furtherance of research and 
development but also to warn local 
branches and individuals of 'Wytchfinder' 
types. If magical methods of spying and 
subterfuge were available, the organisation 
could actually become quite powerful and 
influential, perhaps even convincing the 
common people that magic doesn't really 
exist! High-ranking officials would never 
press charges against suspected sorcerers 
- the organisation might have 
'information' on the officials, and could 
threaten to reveal it publicly (blackmail is 
such a nasty word - let us call it 
'coercion'. . .) . 

It is interesting to note that anyone 
able to communicate magi- 
cally with distant places 
could become renow- 
ned for 'predicting' 
major events, simply 
because they could 
see what was happen- 
ing before the 



messenger arrived with the news! 

The method of magical communication 
would vary greatly. The most common 
would probably be some type of 
telepathic conversation, with the 
possibility of 'broadcasts' to all wizards 
within a certain radius. The problem 
would always be one of range, but good 
organisation ought to overcome this by 
appointing Relayers. Crystal balls would 
be excellent for telecommunication, 
allowing sight as well as sound, and most 
are able to probe areas normally 
unreachable. Tolkien created the Palantiri, 
magic stones that showed far-away lands: 
each Palantir allowed its user to converse 
in thought with other stone-keepers, but 
required geat willpower to control. When 
one of them came into the possession of 
Sauron, the Dark Lord, he was able to 
see all of Middle-earth, and the other 
stones corrupted their users or forced 
them to do Sauron's bidding. 

Druids and other Nature-minded spell 
casters would probably have the most 
comprehensive communication system; 
being able to understand the rustling 
whispers of the trees, to converse with 
the beasts of the land, and to know the 
meaning of the song of the birds, must 
surely make them almost omniscient. 
What could go on in such times that isn't 
seen by at least a sparrow? The lowly 
creatures will at least be aware of what is 
happening, even if they don't understand 
it. The sorcerer could even persuade birds 
to fetch and carry messages. Blackbirds, 
for example, are often portrayed as spies 
in myth and fable - perhaps because 
they are common in many countries. 
Pigeons have always been good at 
carrying actual written messages to a 
known location, and could be used for 
communication with non-Druids. Again, 
this is fantasy, and fantastic beasts could 
easily be used as messengers or spies. 
The greatest advantage of a natural 
network is that animals have no reason to 
lie. 

A VOICE FROM ABOVE 

The nature of religious magic, by its own 
definition, is not easy to extrapolate from 
a rational foundation. The jhct that 
priests in roleplaying games are gifted 
with the power to pei$orm nothing less 
than miracles introduces some interesting 
problems: religion is based upon faith, 
and yet the miracles can be considered 
proof of the god's existence. Proof 
destroys such things as faith and belief in 
the unknown; the acquisition of magical 
powers makes priesthood seem a 
material, rather than spiritual, gain. It is 
probable that the god requires the priest 
to carry out some task of faith which 
would not be possible without 
hypernatural ability. 

If the priest is able to obtain magical 
knowledge from that which is worshipped, 

it might also be possible to obtain 
knowledge of more recent matters. The 
god itself might become a pool of the 
knowledge of its followers; a priest could 
acquire knowledge as widespread as the 
religion itself: 

In a more earthly vein, religious 
magic could draw together all the 
worshippers for a common goal. This 
would require communication between 
different places, with the god joining the 
minds of various individuals. On a less 
dramatic scale, communicative devices 
might occur as part of a temple - a 
vision in the flames or the waters of a 
font would work in much the same way as 
a crystal ball, although the exact nature 
of the vision might be ambiguous. Some 
religions might actually value 
telecommunication between worshippers, 
so that each temple would be a place of 
meeting and conversing with followers in 
all places. 

PSIONICS 

Many SF writers have considered 
'practical psi : using psionic powers for 
tasks other than combat. Telepathy, for 
example, could be used as an altemtive 
to radio. Since it has never been proved 
to exist, it is easy to say that telepathic 
messages can travel instantaneously, or 
faster than light at least. The problem 
with radio is that the transmissions travel 
at the speed of light, approximately 3 x 
10" metres/second, which is actually 
rather slow. A spaceship on the other side 
of our galaxy would have to wait a very 
long time for help if it broke down, .as the 
distress signal would take 100,000 years 
to reach Earth.. . 

The extent of pisonic ability and its 
profusion will greatly affect the society in 
which psionic powers exist. A small 
percentage with such powers will 
probably find themselves rejected by 
society, branded 'espers : because the 
people will not really understand them. 
Such espers will quickly become aware of 
others like themselves, and may form an 
organisation of some sort. Greater 
numbers of psionically-gifted people will 
probably result in a social recognition of 
their powers, and they will hold a dejnite 
position in society (such as the Psi-Judges 
in the Mega-Cities of Judge D r e w .  
Things start to get awkward when almost 
evgrybody is gifted - how would a race 
of psionics function? In a world where 
everyone is sensitive to the thoughts of 
others, a world where there could be no 
misunderstanding, only peace and 
compassion could possibly reign. Unless 
there is a small percentage who aren't 
psionic.. . 

Using psionics for communication 
would probably require a Psi Guild of 
some sort, with branches all over the 
land. It would certainly be the easiest to 

use - walk into a local Guild branch, 
hand over the message to be sent and 
indicate the destination, and pay the 
correct money for such a message. The 
'psi-gram' is then telepathically sent to 
the Guild branch nearest the destination, 
where another Guildsman receives and 
writes down the message. The message is 
then delivered by the equivalent of a 
postman. If there is a limiting range to 
the telepathy, the message can be relayed 
from branch to branch. The plausibility of 
such a Guild will depend upon the rarity 
of psionic ability: there should be enough 
telepaths for the talent to be recognised 
and appreciated, but not so many that the 
Guild service would be superficial. 

It might be possible to psionically teleport 
letters and parcels to far-away places, but 
this would be a specialist Guild service 
for emergency situations as a great deal 
of risk and concentration is involved. It 
might be worth the risk, however, if the 
destination was normally unreachable by 
messen- (a lighthouse, for example, or 
a mountain-top observatory) and the client 
was prepared to pay. Such precarious 
deliveries are usually welcomed by 
adventurer-types in any case, especially if 
you tell them that their task is 'vitally 
important'. . . 

Before you round up all the psionics 
you can find and put them to work, 
consider the pressures on a psionic with 
total telepathic and telempathic ability 
constantly active. Every day, he or she 
will read the hates, fears and worries of 
those around them; experience the 
problems and anxieties of anyone who 
walks past; know the emotions and 
feelings towards them felt by friend and 
stranger alike, even those secret feelings 
in the depths of their psyche. Think of 
the stresses and tensions that would build 
up in the psionic's mind. 

Now think of that energy being 
released psionically.. . 
CURSE OR BLESSING? 

The advantages of communication are 
obvious - information becomes available 
at all levels, knowledge becomes common 
fact, warnings and advice are efficient 
and in time, problems are put in 
perspective - but there are also some 
disadvantages that aren't clear at first. By 
opening up the rest of the world, you 
show people how insignificant they 
actually are; certain individuals will react 
to this dangerously, while others won't be 
able to take it at all. Telecommunications 
also breeds a species of culture-shock, 
thrusting together different races and 
forcing them to co-exist. They may be 
able to communicate with each other, but 
will they truly understand the other's 
radically different beliefs? Think about it 
- it will affect your game. The slightest 
misunderstanding can lead to violent war, 
as the history books confirm, so be 
careful - this is supposed to be a game! 
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AU AMW adventure for a 8m - 9th level party 

Shadowmagic can be played as a one-off adventure, or in- 
tegrated into an ongoing campaign, as the GM desires. It would 
be best if the PCs were not predominantly of chaotic 
alignments, although Skadowmagzc can be played with lawful 
or neutral evil PCs. It is primarily an action adventure, but with 
some tactical twists and pure hack-and-slay merchants will have 
no problems in' finding early graves for their characters. Peo- 
ple hoping to run PCs in this adventure should really stop 

For the ~t2~1, B 
Have the PCs trekking along - nowhere in particular, on some 
errand perhaps, but not for any reason that puts time pressure 
on them. They should be in an uncivilized, hilly region. The 
boxed text below is an introduction that you may read to players 
to start the adventure off: 

You may wish to add minor details to this, of course. If the PC8 

Parazaine the dragon will not give his name (unless he really 
has no option) and he is intelligent enough to stay out of range 
of an ESP spell while he talks to the PCs. 
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He will ask the PCs for help. About a mile or s c t h e  east there 
is a nest of bugbears in an old cave system. Vermm, of course, 
but Parazaine has a problem with them. He hopes to become 
a proud father shortly, as he has an egg which is not too far from 
hatching. However, his wife (as it were) has run (flown, actually) 
off with another blue dragon ... Parazaine can't see what she 
sees in 'it'. .. but that's dra~onesses for vou. But the ~roblem 
is the bugbears. They hGsometimes iome close t6 his lair, 
and Parazaine is afraid that they will steal the egg which he in- 
cubating while he is out seeking food. Oh, the &rne  of a male 
dragon doing this sort of work.. . And worse still, the caves are 
too small for him to get into, so he can't wipe out the bugbears 
for himself. This is where the PCs come in. If they will go into 
the caves an'd deal with the bugbears, Parazaine will reward 
them with two diamonds from his hoard. If Parazaine is asked 
where his lair is, he will look reproachfully at the characters 
and mutter about how all 'I want is a quiet life bring up my hat- 
chling so that I has someone to look after me in my dotage and 
carry on the family name.. .' 

This is all complete hogwash. Paraziane's lair is scores of miles 
away, there is no egg and he bullies his poor mate incorrigibly 
and is a philanderer to boot. The truth is that Parazaine has 
learned (from an adventurer hors d'ouevres) that, somewhere 
in the caves, there is an ancient magical - and rather evil -book. 
And he wants it. He also suspects that there is something nastier 
in the caves than a mere bunch of bugbears, but he doesn't 
know anything specific. He hopes that the PCs will go in, find 
the book, get weakened when they fight whatever is in there 
and then emerge and give him the book.. . under the threat of 
a good electrocuting. Once he has the book, he can enjoy the 
PCs as an lightning-grilled barbecue. Paramine is I;rwful, but be- 
ing honest with snivelling (demi-)humans is not part of his 
ethical outlook. 

If the PCs agree, Parazaine will take to the air and circle round 
to observe them entering the caves. If they go elsewhere, he will 
land and 'persuade' them to go back. Eventually he will threaten 
them and eventually he will attack. It should not be too tricky 
to persuade the PCs to enter the caves; a spell-using blue dragon 
is a very dangerous enemy. 

- -- - 
- -  - 

- - -  



The first is Zalisyn, a chaotic evil shade cleric. Some time ago, 
W s y n  fell into disfavour with his deity, got banished to 
shadowstuff, and took refuge in some nearby caverns. Recent- 
ly, his deity rmitted him to have spells again and sent him 
here to find k e book and deliver it to a demon. Success in this 
matter, Zalisyn was told, would ensure a return to favour - in 
the due cotme of time. It took some time and effort, but even- 
tually he found the book. 

The second of the group is the aforementioned demon. 
Rhankana is an almost completely mature nabassu, shortly to 
take up an d t e d  position in the Abyss. He has been sent to 
collect the book and take it with him. He has previously been 
sojuuming on the Prime Material Plane, eating humans to grow 
to maturity, while being 'fostered' in his immature stages by.. . 
... the third member of the trio, an exceptional shadow demon, 
Namanel. Originally a female human magician, long ago she 
attempted to evade the attentions of a hostile demon by 
polymorphing herself into demonic form. It didn't fool the 
demon, of course, who decided to reward her impudence by 
completing the process and imprisoning her in the form of a 
shadow to boot. However, in return for her care of Rhankana, 
she is to be despatched to the Abyss and granted succubus from. 
The good news is that she considers that a lot more fun poten- 
t i dy  than being a shadow demon. The bad news (for the PCs) 
is that even in shadow demon form she can still use some of 
her spells. 

Everything would be fine if the book had lived up to expecta- 
tions. Wsyn  would be human again, Rhankana would be hap- 
pily bullying demon vassals and Namapel would be getting on 
with discovering that kissing was even more fun than she 
remembered. So what went wrong? 

Simply this: the book cap't be transported away from the Prime 
Material plane. The orders were to deliver it to the Abyss. 
@hankana found that he simply couldn't travel with it. So, the 
three are worried senseless. All of them have masters of whim 
and caprice, and failure (or even having to ask for help) could 
have consequences to awful to think about. After a squabble, 
they will be settling down to some serious thinking and that's 
when the PCs will get to them. As to the contents of the book, 
see Concluding the Adventure at the end of the module. 

Of course, the PCs will know none of this, but they will cer- 
tainly know about it when they meet these three. The ensuing 
combat will be very dangerous and highly challenging. 
Statistics for these three monsters are boxed and there are sug- 
gestions for their tactical co-operation and attack sequences 
which should help you get the most out of them. 

The Caverns 
These are limestone caverns of natural origin and are, for the 
most part, unworked in any major way. The 'floors' have been 
smoothed and cleaned, but ceilings (between 11-16 feet high) 
have stalactite formations and stone curtains in places. The 
various locations in the caverns are unlit unless noted 
otherwise. 

By using the cover of rocks and the like it is possible to get 
within 20 feet of the cavern entrance without being seen (a rock 
overhang above the entrance chamber make approach from 
above very hazardous). Closer the 20 feet, there is a 50% 
chance of bein seen by the bugbears in the entrance chamber, # who will fire o crossbow bolts and shout to their fellows. Even 
if invisibility is used there is a 20% chance of being heard 
sneaking up to the entrance. 

1. Entrance Chamber 

There are three bu bears on sentry duty. They have some bone 
dice, a card deck &ith a few cards missing), eating utensils, 
pewter tankards and a barrel of poor ale. Each has 2-20ep and 
4-40sp in their belt pouches. There is a 50% chance that the 
entrance guards are relaxing, giving a 3 in 6 chance of surpris- 
ing them. 

3 bugbears: AC 5; MV 9"; HD 3 + 1; hp 16 each; AT 1; D b 
weapon; Int Low; AL CE; Size L; xp 199 each; armed witH 
crossbows 01-6) and shortswords 01-6); MMpl2. 

2-5. Bugbear Chambers 

These have some bunk beds with straw and lice-ridden furs, 
a pile or two of dirty bugbear clothing, a few s are weapons 
(none of which are magical), foodstuffs, utensi f s and the like. 

All told there are 12 bugbears including a'leader, three to a 
cavern. The bugbears have been recruited (as it were) by Waan 
(see below) to keep inquisitive creatures away, and they report 
to her. They are bored and eager for some action, but if the 
leader and f ~ u r  or more of the others are killed they will not 
fancy any more bloodletting. Of those who remain, half will 
throw down their weapons and surrender and half will fle to 
area 6 to alert Valaan and seek sanctuary. 

11 bugbeam: AC 5; MV 9"; HD 3+1; hp 21 (x4), 16 (x4), 12 
(x3); AT 1; D by weapon; Int Low; AL CE; Size L; xp 224 (x4), 
199 (x4), 183 (x3); five anned with morningstars (D2-a), three 
with hand axes (Dl-6) and three with halberds (Dl-10); MMp12. 



Bugbear Leader: AC 4; MV 9"; HD 4 + 1; hp 25; AT 1; D by 
weapon + 2; Int Low; AL CE; Size L; xp 235 each; armed with 
a bastard sword; MMpl2. 

Each bugbear has 1-lOep, 3-30 sp and 5-50cp. One has a pair 
of lapis lazuli worth lOgp each and the leader has a very solid 
silver bracelet with bloodstone settings worth 390gp. His 
chamber (cavern 5) also contains a crude wooden coffer with 
45gp, 185ep and 300sp and a small trophy - a pair of halfling 
feet mounted on a wooden shield. 

If any captive bugbears are interrogated and asked about any 
other creatures in the caverns they may (50% of the time, 
modifiers depend on 'persuasion' used) tell the PCs any of the 
following: about humans in armour (holding up three fingers) 
and one human not in armour; that Something Else arrived 
yesterday, but they were not allowed to see what it was and they 
were shooed away from the corridors when it (whatever it was) 
arrived; that they were brought to the caverns as guards by a 
human who gave them money and showed them some in- 
teresting variations of torture techniques; that the bugbears 
have been here for a week or so; that they have no idea what 
the humans are doing. 

6. The Juniors Q. 7. The Middle Echelon 

The occupants of chambers 6 and 7 may well be alerted by the 
time the PCs get to them. Escaping bugbears will raise the alarm 
within 1 round, and noise of combat from the bugbears' 
chambers have a 15 % chance per round (cumulative) of rais- 
ing the alarm (judicious use of magical silence could forestall 
this, of course). Statistics for the humans found in the chambers 
are given first, followed by their reasons for being here. These 
reasons may, in part, be divulged if the PCs can interrogate any 
prisoners they take. 

Mysistal: AC 1; MV 9"; Cleric 3; hp 22; AT 1; D by weapon; 
SAISD spells - darkness (x2), endure coldheat, sanctuary, aid, 
resist fire, spiritual hammer; S10 I9 Wl6 Dl8 Cl6 ChlO; AL CE; 
Size M; xp 146; wears chain and is armed with afootman's flail 
(D2-7); Mysistal also has a gold signet ring with a chrysoprase 
(340gp), pearl ear-rings (245gp for the pair), and 32gp in her 
belt pouch. 

Roncanni: AC 1; MV 9"; Fighter 7; hp 52; AT 312; D by weapon; 
S18161 I8 W9 D9 C17 Chll; AL CN; Size M; xp 766; wears 
platemail+ 2 armed with a two-handed sword + 1 (D 5-14); has 
a potion of invulnerability (-2 to AC, + 2 to saves, opponents 
below 9th level need magic weapons to hit, lasts 5-20 rounds); 
he has a gold ingot neck pendant (worth 45gp) and 87gp, 12pp 
and four 50gp gems in his belt pouch. 

Chamber 6, where these two can be found, is lit with three oil- 
burning lanthorns and has two straw beds with wolfskin covers 
(worth, in total 200gps for the skins) and a small sack contain- 
ing waterskins, preserved rations, a pouch with 200sp and 
other, trivial items (hankies, oily rags, iron spikes and the like). 

Valaan: AC 0; MV 9"; Cleric 7 ; hp 41; AT 1; D by weapon; 
SAISD spells - bless, command, cure light wounds, protection 
from good, sanctuary, aid, dust devil, hold person, know 
alignment, silence 15' radius, continual darkness, dispel 
magic, prayer, cure serious wounds, spell immunity (cast 
against holdperson); Sl6 I11 W18 Dl7 C15 Ch15; AL CE; Size 
M; xp 913; wears chainmail+l and uses footman'spail+l; she 
has a matching set of bracelets, necklace and ear-rings (total 
value 1500gp) and 22pp and 43gp in her pouch. 

Korovec: AC 7; MV 12"; Magic User 6 ; hp 29; AT 1; D by 
weapon; SAISD spells - charm person, magic missile, run, 
shield, mirror ima e, stinking cloud, fireball, Mews minute g meteors; S8 I17 W1 Dl7 Cl6 Ch9; AL NE; Size M; xp 574; arm- 
ed with a quarterstaff (Dl-6); has a wandof magic missiles (18 
charges) and three scrolls - polymorph self, sleep plus sepia 
snake sigil and dispel magic. His ermine trimmed robes are 
worth 1300gp (if not fireballed etc). Korovec also has seven 
50gp gems in various pockets and three lOgp gems with con- 
tinual light cast upon them. 

There is a small locked coffer in chamber 7, although other- 
wise its contents are much the same as the previous cavern. 
Valaan has the keys in a secret ocket in her right boot. The key 
must be turned twice in the f ock (once to unlock the coffer, 
once to disarm the trap) to avoid a spring needle in the lid, 
coated with virulent poison (save vs poison at -2 or die). The 
coffer holds two potions of extra-healing, a scroll of cure 
disease, a bag of 215pp and a quiver of 24 arrows. 11 of these 
are arrows + 1 and one is an arrow of direction. 

The tactical actions of these NPCs depend on the amount of 
warning that they get (if any). Their protective actions, prior 
to combat. will be: Mvsistal - aid, endure heat/cold and lastlv 
sanctuary; ~oncanni'- guzzle the potion and emerge into the 
corridor; Valaan - spell immunity,protection fmm good, aid, 
prayer and finally bless; Korovec - shield and mirror image. 
These spell casting sequences may be cut short if the PCs ad- 
vance quickly. In any fighting Valaan and Korovec will keep out 
of melee if possible and use their spells to best effect. Korovec 
likes trapping enemies in a stinking cloud and then using a 
fireball on the helpless victims. This disperses the cloud, but 
"it's fun. He will fire the minute meteors one per round at spell 
casters. 

The group will not flee further into the caverns, but Korovec 
may try to escape. He will offer his surrender if cornered, but 
the others will try to fight to the bitter end; the clerics are 
fanatics while Roncanni will do so because it is a matter of 
honour and he's a bit dim. 

Mysistal is a junior cleric in Valaan's service. Valaan was in- 
structed to come here by her superiors '. . .to assist a senior cleric. 
Here's an arrow of direction, now get going ... Oh, and take a 
magician with you - someone competent but not too power- 
ful.. .' Korovec got the job and brought his bodyguard Roncan- 
ni (who is charmed into service) for protection and a bit more 
bargaining power. Korovec is now prepared to stay here because 
his spell book was appropriated on arrival. Korovec was told 
that a magician might be needed to decode some magical 
writings and that the pay was good. He knows little more than 
that, other than Valaan has some superiors further in the cave 
- and that tomorrow something is happening. Roncanni and 
Mysistal know (if it is possible) even less. 

Valaan knows about Zalisyn and that he has compan although 
she doesn't know what this company might be - tge nabassu 
arrived wrapped in a heavy cloak, and the shadow demon slip- 
ped past her in the shadows. She does know that an argument 



has been raging further into the caverns because she has been 
eavesdropping. She heard Zalisyn roar 'I feel like killing 
something ... We'll think about this tomorrow. I can pray for 
some more divinations I suppose.. .' and sli ped away. The 'I 
feel like killing something.. .' was translated?as Whatever you 
do, don't go down there.. .' for the others. 

Interrogation will reveal to the PCs that there are further 
enemies deeper in the caverns, and that rest, memorizing spells 
and pressing on next day is possible. They should be encourag- 
ed in this, as the creatures that await are very tough. Korovec 
(or even Roncanni) will point out that Valaan was very afraid 
of whatever was down there, offering this in the hope of receiv- 
ing merciful treatment. Korovec will neither fight for nor ac- 
company the PCs further into the caves, but Roncanni could 
be charmed again and relied on in a fight, as he is a man of 
honour. 

8. & 9. Caverns of the Shadows 
These caverns are lit with torches and lanthorns which cast 
flickering shadows everywhere, optimising Zalisyn's and 
Namanel's powers. The caves are smooth-walled and smooth- 
floored - the natural caverns have been worked on here. The 
only crucial item in these caverns is a small coffer in cavern 9 
(see below). 

Initially, Zalisyn will be pacing up and down in area 8, while 
the demons are discussing the probelms of being on the wrong 
end of Abyss politics in the next chamber. If the PCs make their 
move at night Zalysin and Rhankan will be asleep in area 9 while 
Namanel will be lurking at the junction of the two chambers. 
She will awaken the others at once if the PCs do intrude. 

These three are in a desperate mess and will fight to the death. 
Escape means failure and failure means death anyway (or 
worse). The key to this battle is the light level. Bright lights must 
be extinguished if Zalisyn and Namanel are not to be severely 
weakened. All three have light reducing powers: Namanel can 
create darkness 10' radius, Rhankana can create shadows, and 
Zalisyn has darkness, continual dadness and dispel magic 
available (the last for countering light or continual light spells). 
You must keep a careful tmck of changes in AC, hp, to hit rolls 
and the like for Zalisyn and Namanel. For Zalisyn, a light spell 
creates average hp.ting conditions and a continuallight creates 
bright light con ltlons. Lanterns give average light in their im- 
mediate area, while bullseye lanterns create a ray of bright light 
30 feet long. 

Zalisyn, Namanel and Rhankana will collect in area 9 and try 
to buy themselves soem time. Thus, a continual darkness, 
darkness 10' radius or (even better) Namanel's web will be used 
to delay the PCs. Zalisyn will try to cast key defensive spells: 
prayer, protection fromgood 10' radius, resist fire, resist cold 
and spell immunity (cast against magic missile). The first two 
are the most important. If given the luxury of time, true see- 
ing will also be used. He will also wish to coat his mace with 
oil of impact. Zalisyn also has the option of creating a further 
delay with his conjured animak. Narnanel will cast shield and 
mirror image. The nabassu will be the f i t  to get in close, while 
trying to stay within 20 feet of the others. 

Zalisyn will try to use distance attacks Vame strike etc) before 
entering combat with his mace. If in trouble, he will try his 
touch spells - the bestow curse will be used to slow his oppo- 
nent so that he can get away. He will try to get clear of a melee 
before casting his heal spell if this is at all possible. 

Namanel will use aU useful spells (lightning bolt, magic missile 
etc) before melee and prior to that she will cast a fear301 radius 
at the rear of the PC group to catch any straglers before taking 
a flying leap into the fray. 

Rhankana will use his ring charges, trying to kill a strong fighter 
by physical damage, before using his death stealing/bestowing 
stratagem. 

This should be - and is - a dangerous and challenging combat. 
You should rule that stolen death that the PCs don't know about 
will not occur in a later adventure if Rhankana is killed here. 
Assuming the PCs make it, there is the treasure on the three and 
the coffer, hidden behind a loose pile of rocks against the 

or 1 (darkness); MV 12" 

In gloom or darkness she takes half-damage.from attacks, 
in bright light double damage. She is immune to fire, cold, 
and electrical attacks, but a light or continual light spell 
cast at her causes 1-6 points of damage per level of the 

Spell Use: Namanel can use the following spells 
once per day as a 7th level MU - magic missile (x2), read 
magic, shield, miwor image (x2), web, dispel magic, 
lightning bolt and wimrd 

Rhankana the Nabassu 
AC -3; MV 15"115"; HD 5+17; hp 55;AT 3; D 2-812-813-12; 
SAISD see below; MR 40%; Int High; AL CE; Size M; xp 

Special Attacks: Rhankana can, at will, create 
shadows (20 foot radius) and create darkness (5 foot 
radius). 17 times per day (honestly!) he can use death 
stealing. A victim within 20 feet must save vs death magic 
or become a ghast in Rhankana's service when slain, and 
a stolen death can be bestowed on a second victim within 
10 feet who must save vs death magic or be slain at once, 
becoming a shadow in Rhankana's service (exorcism 
prevents this if cast at the corpse). Rhankana may e n e m  
drain, cause paralyzation in a 10 foot radius and use 
silence 10' radius once per day. As if that wasn't enough, 
Rhankana also wears a ring of shocking grasp (33 
charges), usable 3 timesper turn. A successful hit by the 
hand wearing the ring inflicts an additional 7-14 points 
of electrical damage. 

Special Defences: Iron or magic weapons are need- 

neck, Rhankana wears a 
6,500gp) and silver arm 

ts with small emeralds for 



eastern wall of area 9. It is unlocked. However, before giving 
its contents, it is worth noting that the if the PCs flee they won't 
be chased beyond the caverns. The three creatures will remain 
in the caverns for the remainder of the game day, but will be 
gone if the PCs return after this time. And, of course, Parazaine 
will be waiting - but more of him shortly.. . 

The unlocked coffer conatins two books. One, a slim leather- 
bound volume, is Korovec's travelling spell book (which con- 
tains details of all his memorized spells as well as comprehend 
languages and read magic). 

The other is a large tome, some 18" x 12" x 2", which is a 
daemonology - a study and account of daemons. One section, 
written in Common, details certain aspects of life and politics 
in depressing regions like the Glooms of Hades, Taterus and 
Gehenna; another gives the true names of two daemons (your 
choice as to which two); the final section consists of bound- 
in scrolls with amended versions of banishment, binding, 
dolov, ensnament, and torment. These variants affect only 
NE creatures, but all saves by the same will be at -2 exclusive 
of other bonuses or penalties. The demons considered (right- 
ly) that this book would be useful in forcing alliances with 
daemons should this prove to be re uired. The book, however, 
cannot be transported away from #I e Prime Material Plane by 
any means. The book is worth 1 2 , 5 0 0 ~ ~  and 40,000gp. Even 
when the PCs have the book there is one last problem. .. 

The Expectant Dragon 
If the PCs are fleeing in obvious disarray or defeat, Parazaine check them out with ESPand, if he picks up nothing about the 
(who will be some 120 feet away from the cave entrance) will book, will be happy with a single arc-grilled PC (the biggest 

one). 

18 18/10 16 

THACO' I1  

to this number for Zalisyn's required to hit roll. THACO 
includes no magical bonuses, so with mace and magical 
oil THACO=8 (9). Damage is 3-8 with a footman's 
mace+l(4-9 when Strl7, 5-10 whenStrl8, and 6-11 when 
Strl8110; add + 6  to all damage when magical oil is used 

Note + 2 to + 5 wisdom and + 1 to +4 dexterity bonuses 

Magic Items: platemail + I, ring ofprotection + 2, 
footman's mace+I, vial with two applications of oil of 
impact (makes blunt weapons + 3 to hit/+ 6 damage for 
9-12 rounds), potions of extra-healing and bugbear con- 
trol, four scrolls with dispelgood,protection from gas, 
cure critical wounds and continual darkness plus 
bestow curse. 

Spells: command, cure light wounds, darkness 
(x2), protection from good, fear touch, resist cold, aid, 
holdperson, resist fire, silence 15' radius (x2), spiritual 
hammer, wpern watch, continual darkness (x2), dispel 
magic (x2),prayer, bestow cuue (x2), cloak offear, cure 
serious wounds (x2),poison touch,protectim fromgood 
10' radius, spell immunity, dispel good, flame strike, 
true seeing, conjure animals, heal. 

Additional Special Ability: shadow images (in 
shadowy settings only), creating 2-5 shadow duplicates 
with no offensive powers. These can only be dispelled 
by altering the lighting conditions. 

Non-magical Treasure: Zalisyn wears an exquisite 
gold neck chain set with turquoise and an emerald (worth 
5750gp). a snakeskin belt with silver buckles (worth 
150gp). a belt pouch with three aquamarines (value 
500gp each)and 32pp in it and, on one finger, a plain gold 
ring with a single black sapphire worth 5400gp. 

If they emerge intact, he will use ESPand ask them such ques- 
tions such as 'Long time over a few bugbears, weren't you? and 
'Find anything else, did you?'. If his ESPinforrns him as to who 
has the book, he will know who not to breathe on. If he can't 
find out about the book his questions will grow increasingly 
threatening, and eventually he will attack anyway out of sheer 
frustration. He will breathe once, get airborne, cast his defen- 
sive s ells, swoop and breathe twice more, and then - having 
got aR the advantages he can - he will land and fight. 

Pa=azaine, a very old spell-using blue dragon: AC 2; MV 
9"124"; HD 9; hp 63; AT 3; D 1-611-613-24; SA spells - magic 
missile, read magic, shield, ESe mirror image, stiding cloud, 
protection from good 10' radius, breath weapon; SD saves as 
l6HD monster, detects invisible within 70'; MR standard; Int 
Very; AL LE; Size L; 3 , 0 5 6 ~ ~ .  

Give the PCs a chance. Parazaine can be stalled and drawn (in- 
itially) into negotiations. Smart moves like spreading out when 
talking to the dragon will not alert him that anything untoward 
i s  
being considered, but use of defensive and protective spells will 
be frowned upon. Parazaine will give the PCs only one warn- 
ing in a case like that. 

Concluding the Adventure 
The PCs won't be able to find Parazaine's lair. It is more than 
75 miles away, and tracking a flying dragon is less than easy. 
However, sequels and spin-offs are there in profusion. Other 
clerics from Zalisyn's and Valaan's cult (purposefully not nam- 
ed) might come after the PCs. Rhankana's mum, a Ilfrpe V 
demon with a horrible temper, who happens to be a firm 
gastronome of the infant-cookery school, might drop by with 
a casual invitation for the PCs to sample the delights of involun- 
tary disembowelment. Eventually, one or two daemons might 
take an interest in the book and its owners, especially those 
who have read the middle bit with the names.. . If you want to 
set up a longer sequence of adventure pitting your PCs against 
daemons, demons and their earthly servants, then this short 
adventure will set things up nicely.. . though perhaps not so 
nicely for the poor PCs ... 
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E X A M I N A T I O N  
Christmas Silliness by 
Marcus L. Rowland 

At present, roleplaying gaines have a dubious academic reputation. Many teachers con- 
sider them either a waste of time, or an amusing spare-time activity for clubs and societies. 
At one time sciencefiction and fantasy novels had a similar status, but recent years have 
seen works in these genres creep into the examination syllabus. 

Aaivaring our crystal ball, we can dimly see afurure when RPG's are taught in schook, 
and look at the examination papers covering this diflcult and demanding topic. 

Note: The examination papers following are for amusement only. This is not a com- 
petition, and we do not intend to mark any answers that are sent in! 

ssible, the dificulty level is mughly equivalent to an 0-LeveNGCSE ex- 
a m i z f ;  %f&estions in paper I requin either geneml inowedge of RPGs, or some 
detailed knowledge of one or more specific games. Papers 2 and 3 are explained in outline 
form only, and should be &wed by a GM who will need toJill in more detailsfor whatever 
game system is preferred. 

GM's Notes: How to run Paper 2. 
Choose one of the situations outlined below, or develop one more in keeping with the details 
and rules of your campaign. Begin the interrogation fairly gently, then start to interrupt 

Plausibility Rating 0-10 
Deduct 1 point per five seconds wasted from an initial score of 10 

Consistency Deduct 1 point for each contradiction or obvious error from an 
initial score of 10 

Role Playing Are the responses boring or amusing? Does the player assume the 
accents and speech patterns that would be used by the character 
being played? Rating 0-10 

General Up to 10 points are left for anything that seems to be rewarding, 
eg. confusing the GM so much that a question is forgotten, mak- 
ing the GM laugh uncontrollably, etc. 

It may be advisable to prepare a different test for each player, or keep players separated 
during this phase of the examination. 

GM's Notes: How to run Faper 3. 
Choose a roleplaying adventure you have not run, and identify the main objectives of the 
scenario. Adventures which suggest experience point objectives for players are particularly 
suitable for this examination. For example, most D&D/AD&D adventures, most Paranoia 
adventures. Adventures which allow players to use and improve skills (RuneQuest etc) are 
also suitable. f i n  the adventure, grading each player on the following basis: 

Combat Strategy Rating 0 (blunders) to 10 (brilliant manoeuvres). 
PawerslSkills Rating 0 (wastes abilities) to 10 (utilises every aspect of the 

character). 
Deduct 1 point per minute wasted from an initial score of 10 (NB: 
Time spent in 'Time Out' pauses should not be counted). 

Role Playing Does the player assume the accents and speech patters that would 
be used by the character being played? Are all actions 'in character' 
with the personality portrayed? Rating 0-10. 
Rate each character b r  contributions to the main objectives of the 
adventure, from 0 (didn't accomplish anything) to 10 (did 
everythiig, other players did nothing). Deduct marks from players 
who harm or obstruct each other unnecessarily. 

Final Marking 
When all three sections of the examination are complete, add the total marks and divide 
by two to give a final percentage. Results should be graded on the following basis: 

0-26 F Fail 6 
26-40 E Rss  (just) 5 
41-50 D Pass (poor) 4 
51-55 C Pass (adequate) 3 
56-55 C Pass (Good) 2 
7640 A Distinction 1 



M I S K A T O N I C  

E X A M I N A T I O N  

B O A R D  

MUB/RPG/OOl-23 

LEVEL 1 EXAMINATION - ROLE PLAYING GAMES 

This is to certify that has achieved the 

following grades in this examination: 

Paper 1 (Theory) 

Paper 2 (Oral) 

Paper 3 (Pmctical) 

Overall Mark 
Percentage Mark 

Grade 

Signed (Examiner) 

Date 
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Seaborne Adventure in Roleplaying Games 
by Graeme Davis 

The word 'pirate' often conjures up im- Everybody has their own idea of what an amnesty from that government. If any 
ages of Blackbeard, Captain Kidd and constitutes agood pirate or seaborne 'friendly' vessels were attacked by a pirate 
Errol Flynn, but in fact piracy and adven- action story. Here are a few piratical operating under Letters of Marque, the 
ture on the high seas have been around for activities, which might provide ideas for agreement was void and all amnesties 
a long time, both in history and legend. roleplaying campaigns. were repealed. Sometimes pirates or 
The Greek legend of the Odyssey, for privateers could be sent on missions for a 
example, dates back to the time of the Tro- Raiding: On land or sea, this is the activ- government which could not be under- 
jan War (thought to be around 1400 BC), ity most popularly associated with pirates. taken openly by naval forces. 
and the legend of Jason and the They will tend to cluster around trade 
Argonauts, and of Sinbad, may go back routes, where they are assured of a steady Exploration: Sir Francis Drake, who was 
even earlier. supply of merchantmen, and regular by turns a pirate, admiral and national 

shipments of valuable cargoes, like the hero, circumnavigated the globe in 
Pirates ruled the Mediterranean until gold fleets of the Spanish Main, are par- 1577-8, and the legendary Arab merchant 

the expanding Roman Empire suppressed titularly popular. Large pirate fleets may captain Sinbad was also a great explorer. 
them - Julius Caesar himself was cap- evolve as the raiders co-operate in order to Many voyages of exploration and 
tured and ransomed in 78 ac by pirates overcome any escort vessels. Land raiding discovery were undertaken in the effort to 
working the Greek coast, and in 67 BC is less frequent, but not unknown, secure new trade and rare commod- 
Caesar's colleague and rival Pompey was especially if it brings a high return. ities, and wherever the merchants went, 
given the job of clearing the Mediterra- pirates invariably followed. Large mercan- 
nean of pirates. The scale of the problem is Treasure: Legends of buried pirate tile operations like the East India Corn- 
indicated b the size of the force he was treasure have persisted for centuries, and pany sometimes had their own militia and 
given - a L e t  of 270 ships and 100,000 people are still looking even today. A great warships, and acted very much like a col- 
legionary infantry. Despite Pompey, many stories are probably empty legend, onising power in the areas that they open- 
piracy continued throughout Europe's but there seems no doubt that some ed up for trade. They were often the only 
history. Towards the end of the Roman pirates did hide caches of treasure to avoid source of law and order in these areas, far 
period, the first Saxons to arrive in Britain being caught with it, and some un- removed from colonial governments. 
were raiders from the north German doubtedly did not come back to reclaim 
coast. Some decided to settle, and the rest their booty. In any case, treasure maps and 
is history. In their turn, the Saxons were buried hoards form the back- 
troubled by piratical raiders in the form of bone of many apirate story, and have 
the Vikings. become as much the pirate's trademark as 

the Jolly Roger. 
The golden age of piracy, of course, 

was in the 16th and 17th centuries. There War: Many nations have made use of 
are names like Henry Morgan, Francis P irates in war, and indeed many pirates, 
Drake, William Kidd and many others ike brigands on land, started out as 
who preyed upon Spanish (and later, mercenaries who found themselves. 
British) interests in the Caribbean and unemployed. Golden Age pirates could 
elsewhere. sign on as privateers by obtaining Letters 

of Marque from a local governor. These Smuaing: Towards the end of the 
Piracy also exists on many a fantasy documents meant that the pirates were historical Golden Age of Piracy, another 

world. In Middle-earth there are the Cor- allowed to call themselves privateers, and group of seaborne criminals became 
sairs of Umbar, for example, while both were authorised by the power issuing the popular folk heroes. Using light, fast ships 
Conan and Elric sailed with pirates on Letters of Marque to attack and sink or to elude the Revenue cutters, smugglers 
various occasions. Ursula le Guin's world capture any vessels of powers hostile to brought wine, spirits and other valuable 
of Earthsea and the world of Patricia the issuing power. A certain percentage of contraband to England from the Conti- 
MacKillip's Starbearer books are both each prize went to the issuing government nent. Practically any cargo which carries a 
large archipelagos, with extensive seas - this was specified in the document, and high import duty can be smuggled at a 
separating a large number of small islands. was usually about 15 % . Privateers were profit, and in time of war smugglers' ex- 

welcome in any port controlled by the is- perience and overseas contacts can make 
suing power, and in some cases a pirate them very valuable for transporting spies 
who became a privateer may have earned 2nd other covert operations. 



Wrecking: While not directly connected 
with piracy, wreckers preyed on much the 
same victims. Along many stretches of 
coast line where there were dangerous 
rocks and shoals, groups of wreckers 
operated in foul weather, lighting false 
beacons to lure ships to their doom. Once 
the ship had struck the rocks and the crew 
had abandoned ship, the wreckers moved 
in to plunder its cargo. 

Danger Afloat 

As well as providing the referee with a 
range of new possibilities for adventure 
plots, the sea also has its own unique 
hazards: 

Battle: Battles at sea are quite different 
from those on land. It is more difficult for 
individual combatants to run away, for 
one thing, and casualties tend to be higher. 
When a ship is sunk, a high proportion of 
the crew is usually killed - those who 
don't go down with the ship have a good 
chance of drowning or being eaten by 
sharks, and survivors are usually at the 
mercy of the victors. In addition to enemy 
missiles and boarding parties, there were- 
dangers from falling timbers and rigging, 
and armour was hardly ever worn in sea 
battles -the risk of being dragged under- 
water and drowned by the weight of one's 
armour did not justify the extra protection 
it may have given - those Rings of Water 
Walking can come in handy here! Com- 
paratively few of those who died in sea 
battles were killed by enemy snipers or 
boarding parties. 

Disease: On long voyages, it was imprac- 
tical for ships to carry adequate supplies 
of fresh fruit andvegetables, and the 
resulting vitamin C deficiency made 
scurvy a common condition among ships' 

serious failure indicating that they suffer 
acutely from seasickness and will not be 
working (or fighting) at maximum effi- 
ciency during the voyage. 

Fire: Fire on board a wooden ship was the 
danger most feared by seafarers anywhere. 
Smoking apipe not fitted with a spark- 
preventing cap, or any other conduct like- 
iy to consFituie a fire risk, was often 
punishable by death, and if a ship caught 
fire in battle it was usually out of the fight. 
Some naval commanders used fire-ships 
- uncrewed vessels set alight and sent 
towards the enemy - to upset opposing 
navel formations. 

Weather: Nearly every adventure-at-sea 
film features one reallv bie storm. with 
timbers crashing to the dGk and crewmen 
being washed overboard. The weather 
was probably the greatest enemy of the 
sailing ships and their crews -a severe 
storm or gale could destroy a ship and its 
crew, while a becalmed sailing ship could 
not move, and its crew could only ray 
that a wind would pick up before tEe sup- 
plies ran out and they starved. 

Hazards to Navigation: Weather is not 
the only natural hazard to shipping, 
especially in shallow coastal waters. Rocks 
and shoals can rip the bottom out of a 
ship, and sandbanks can leave her strand- 
ed. Unforseen strong currents or rip-tides 
can force a ship off-course and onto rocks 
or reefs. Wreckers frequently make use of 
an area full of natural hazards. 

Fantastic Hazards: In afantasy rpg, even 
more hazards can be added to the dangers 
of long sea voyages. Aquatic monstersare 
the most obvious - eiant sauid or similar 
monsters can destrofwhol6 vessels in a 
single encounter, while smaller marine be- 
ings can be just as dangerous, possibly 
boarding a ship and overpowering the 
watch at night, or holing aship below the 
waterline ti; drag it and its c e  down to 
their lair. Other fantastic hazards mieht in- 
clude the clashing rocks encounterevd by 
Jason and the Argonauts, or the deadly 
rock/monster/whirlpool combination of 
Scylla and Charybdis from Homer's 
Odyssey. 

One of the most famous mysteries of 
the sea is that of the Mary Celeste. She was 
found drifting off the Azores in 1868, a 
month after leaving New York, and the 
crew had apparently vanished into thin 
air. Although several theories have been 
put forward to explain the disappearance 
of the crew, the whole affair remains a 
mystery. 

More recently, attention has been 
focussed on a seiies of disappearances 
within the area known as the Bermuda 
Triangle. Again, numerous theories have 
been offered, including kidnapping by an 
alien intelligence, but the mystery will 
probably never be solved and referees can 
come up with any 'solutions' they like. 

As well as mysterious disappearances, 
several mysterious appearances at sea 
have been reported:These can range from 
the occasional ghost ship to full-scale un- 
charted islands. Ghost ships are to the sea 
what haunted houses are to adventure on 
land, and although they may be dis- 
counted as mirages or other optical illu- 
sions caused by fog or tricks of the light, 
they will always remain a favourite 
attribute of maritime horror stories. 

Within the Bermuda Triangle lies the 
Sargasso Sea, a roughly elliptical area of 
comparatively still water bounded by 
what might be described as a rotating ring 
of currents and strewn with a dense mass 
of floating seaweek. Columbus is general- 
Iv credited with its discoverv. althoueh it 
has been claimed that his journal hints at 
evidence of its discovery by earlier 
voyagers, possibly the Carthaginians. 
Various legends exist of ships floating 
hel~lesslv for centuries in the Sareasso 

I crews. Tropical diseases were more sea: trapped by the weed and calm air, and 
dangerous, however - with the science of Another source of inspiration for it is even claimed in some quarters that the 
medicine still in its infancy in the 16th and seaborne adventures is provided the weed bank marks the site of Atlantis. An 
17th centuries, European sailors were easy numerous 'mysteries the sea' that can oceanographic expedition in 1910 

I victims to diseases like malaria, yellow be found in many books about the surveyed the Sargasso Sea, establishing its 
I fever and smallpox, which could wipe Out parnormal and the unar~lained. I have boundaries as about 20" and 35"N and 30" 

an entire crew in the cramped shipboard already the legendary and 70°W. 
living conditions. On a more trivial level, phenomena SCY1la and and 
a cmel referee might require landlubbers the clashing rocks, and the rulebooks of 
to make a constitution check or some most FRPGs can provide sea serpents and 
other saving roll on their first sea voyage, a a whole host of other marine monsters. 



Atlantis is not the only lost world in 
maritime leeend: several cultures have 
traditions $2 lost country in the west. 
The Greek Hyperborea, the Land Beyond 
the North Wind, is one example, and 
others include the Welsh and Arthurian 
Avalon, the lost Breton city of Is, and the 
legendary 'green island' (Ile Verte or Ilha 
Verde) of France and Portugal. Some 
mysterious islands are said to rise from the 
sea occasionally, either at random or on 
s ecific days of the year, sinking back into 
tRe sea after a few hours or days. 

Sea Battles 
Most of these ideas will be fairly easy to 
deal with according to the rules of which- 
ever rpg system you use, but covering bat- 
tles at sea can be a little more difficult. The 
D&D and AD&D game rules have short 
sections covering water-borne adventures 
(Expert Rulebook p42 and Dungeon 
Master's Guide p53 respectively), which 
should be adequate for most situations; 
players of other FRP games might be able 
to improvise their own rules, possibly bas- 
ed on rules for mass combat on land, or 
they could invest in a simple set of naval 
wargame rules. The rules given in All The 
Nice Dwarves Luu a Sailor in White 
Dwarf 82, although for Warhammer Bat- 
tle, can be easily modi- 
fied for use with Warhammer Fantasy 
Role-Play. For a more complex set of age- 
of-sail naval wargame rules, FGUs Heart of 
Oak is available on its own or as part of 
Privateers G Gentlemen. With most age- 
of-sail games, the referee will have to 
substitute catapults for cannon in the ship 
specifications, but this should not be too 
much of a problem. 

The next step is to interface the 
wargame-level combat of the ship-to-ship 
actions with the individual-level action of 
your RPG. Whenever a ship carrying one 
or more player characters takes a hit in bat- 
tle, determine the location of the hit 
(many naval wargames have hit location 
systems of one kind or another) and its 
likely consequences - a hit in the sails 
may bring rigging crashing down onto the 
deck, for example. Next, determine the in- 
dividual effects for the chapcters, accor- 
ding to the game system being used. If any 

characters are in an area where a ship takes 
a hit, have each of them make a luck check 
or some other suitable saving throw in 
order to avoid incidental damage from fly- 
ing splinters or falling tackle. Damage 
taken should be in proportion to the dice 
roll, and if any character fails particularly 
badly, the results could be fatal. 

In addition to these hazards, enemy 
vessels may well have archers or other 
snipers posted in crow's-nests and along 
the rails, and their activities should be 
dealt with according to the normal com- 
bat rules. 

You may find it useful to have ready- 
prepared deck plans for ship-to-ship com- 
bat, boarding and so on. Games Work- 
show's Dunpeon Floor Plans 3 includes a 
varikty of &all vessels at 2 5mm scale. 
Skull & Crossbones has deck plans for a 
variety of craft from a dugout canoe to a 
small ship-of-the-line, and the old Judges 
Guild D&D supplement Sea Steeds and 
Wave Ridersmight also be useful, but both 
of these might be difficult to get hold of. 

Seaborne Adventures 
The next time you design an evil wizard's 
castle or whatever, instead of setting it up 
a on a mountain or in a wasteland, put it 
on an island, surrounded by deadly reefs 
and treacherous currents. There might 
even be an aquatic monster guarding the 
only safe passage through the reefs. The 
evil wizard will probably have a ship of his 
own, possibly crewed by human or 
nonhuman slaves or undead, and he might 
come out to do battle at sea, aided by any 
aquatic or elemental nasties he can sum- 
mon, before retreating to the island for a 
final showdown. 

Pirates at sea are just as dangerous as 
bandits on land, so seaborne merchants 
will need mercenaries just as badly as 
overland traders. Some powerful mer- 
chants may have their own warships and 
militia, like the East India Company men- 
tioned above. Characters might be hired as 
irregular mercenaries to protect an 
unusually l a se  or valuable shipment. This 
might even be a dummy shipment to at- 
tract attention away from the genuine arti- 
cle which is being sent quietly over- 
land. Alternatively, a powerful merchant 
body with a private warfleet and militia 
may well be a cause for concern, and the 
government might hire spies to enlist in 
the merchants' forces and report on 
anything suspicious. 

Merchants and robbers are not the only 
trades to operate at sea as well as on land. 

Sea battles can form a major part of some 
wars, and many states will have powerful 
navies. As well as signing on as privateers 
(or being press-ganged) in time of war, 
characters might be recruited for covert 
operations such as spying and sabotage in 
enemy ports. 

Many of the more common plots for 
adventures - quests, manhunts, sabotage, 
punitive raids, and so on - can take on a 
new dimension if you just add water. Try- 
ing to run down a fugitive in an archi- 
pelago of thirty or forty small islands can 
be a real challenge, especially if some or 
all of the islanders are on the fugitive's 
side, and the quest for a holy relic at the 
edge of the world can be considerably 
enhanced if the relic is on an island close 
to the point where the oceans fall off the 
edge of the world and into the void. 

The next time your players have to get 
from one place to another, put some water 
in the way - you'll be surprised at the dif- 
ference it makes. 

Bibliography 
Referees might find the following useful 
or inspiring when thinking about 
seaborne adventures. 

The Odyssq - Penguin Classics 
Orkneyinga Saga - Penguin Classics (and 

other Norse sagas) 
Jason and the Argonauts - in The Greek 

Myths by Robert Graves (Pelican) 
Oueen o f  the Black Coast bv Robert E - 

~ o w i r d  (other Conan stories, by 
Howard and other authors, also feature 

seaborne adventures) 
The Solomon Kane stories by Robert E 

Howard. ~ublished in a number of col- 
lections.' A 

The Sailor on the Seas ofFate by Michael 
Moorcock (Granada) 

Pirates and Buccaneek by John Gilbert 
(Piccolo) 

Ancient Mysteries by Peter Haining 
(especially the chapter on mysteries of 
the sea) 

The Ocean Leech by Frank Belknap Long 
(published in some collections) 

Boats of the Glen Carrig & The Ghost 
Pirates by William Hope Hodgson 

The Narrative of Arthur Gordon Pym by 
Edgar Allan Poe 

Treasure Island by Robert Louis 
Stevenson 



...................... 
H a s  anything really 

It all starts with Games Workshop Baltimom. The 
first retail outlet in the United States for - you guessed 
it - Games Workshop. 

Games Mrkshop Baltimore is stocking the best that 
Britain and America can provide for the discerning 
gamer: Chaosium, West End, iTR, ICE, FASA, 
Palladium, Avalon Hill, GDW and, of course, Games 
Worhhop. 

Add to this a unique selection of British games 
specially imported for the American gamer, the choice 
of thousands of Citadel Miniatures and an amazing 
display of painted miniatures. 

don't even have to c 

Baltimore n 

Why not phone Tim Olsen on (301) 752 1493 for mole information. 
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HaS$al? &e W ~ O  h o * y  i 
gomgto corneffom eld. ,you 

read t t bit. Err, sorry, no Shefie . Instead, 
all we can ofir  is Dioramas (a small town in 
Arizona), explained by Colin Dixon, GW's 
jigare painter.. . 

T b  Bash I 
After painting up urn ty thousand figures for 
games, what mt? ~ p e i  must be something 
more than just putting them on separate bases. 
One of the next stages is to consider a diorama - a: scene created with figures, some scenery, 
usually showing some sort ofdramatic incident. 
It's a lot easier than it looks too, because many 
of the techniques and ideas used in painting 
figures are used when buildkg dimamas -just 
on a bigger scale. I 
It's best to have an idea of what the finished 
display is going to look like before you start. 1 
A sketch of some sort is very helpful (even if 
it's only a diagramhap of where everything 
stands). Work out what figures you are going 
to use and paint them before thinking about 
building the rest of thr: diorama. There's nothing 
worse than M i n g  that you can't quite reach a 
bit on a model when the whole thing is put - .  

together! 

The landscapes are built up from polystyrene 
foam (a good, light and relatively cheap 
material), plaster and stiff card. I use a mix- 
ture of sand and PVA glue to fill in any gaps ¤ 

and give the ground a rough-cast appearance. 

L 

The grass, stone and soil textures were all 3% 
created using sand sprinkled wer PVA glue as 

Areas of open water - like ponds, pools,. and well - useful mixture, eh? This stage, once 
streams - are easy enough to do. You can either everything is dry, is the best time to paint the 
paint a gloss varnish over the whole area bulk of the diorama. 





f 3 for f 1.95 

models supplied-with 
random heed w a n t s .  

ADD16 ELF MAGIC-USER 

I ( B ~ o d e l  supplied with ~ntegral. cast-on bass g Circular, 25mm diameter, plastic base - Zp 

a ~ q ~ a r 4  20mm x 20mm plastoc base - 2p Square, 40mm x 40mm plastic base - 5p 

m ~ q u a r e ,  25- x 25mm plastic base - 20 ,Rectangular. 25mm x 50mm prasttc base - 5p ADD41 LAWFUL FIGHTERS 
a ~ t * a g o n a i ,  25- plastic base - 2p Fiying Stand I2  pieces, - 5p 3 for £1.95 
The above are included in the advertised priceof the model. Additional plastic bases cost the indicated 

a ~ e t a l ,  oval slottabase - 3p 

Metal slonabases are only available at an additional cost of 3p each base 

In the future all adverts, mailorder sheets and catalogues will contain these symbols toindicate which 
bases are suitaMe for each model or group of models. Note that only 1 base lif plastic1 is actually 
supplied with any single model. Additional bases can be supplied at an additional cost as indicated 
above. Some models are designed to share a common base leg. C14 SNOTLINGSI, in these cases 
the number of bases suoolied deoends on the multiole ordered. 
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 b

ee
n 

is
su

e
d
 w

it
h

 in
- 

st
ru

ct
io

n
s 

te
lli

n
g
 th
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 d
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t b
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 p
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 t
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 C
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: t
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 p
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 b
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r b
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 c
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u
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pr
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 c
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 m
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r b
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 re
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ll c
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u
st

 th
ro

w
 th

e
ir
 ~

n
d

u
ra

n
c
e

 
o

r l
es

s 
o

n
 3

d
1
0
o
r 

st
a

rt
 c
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 c
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b
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r t
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 p
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t d
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 c
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p
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s d
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 d
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ee
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m

e
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in
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d
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b
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 c
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 b
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 c
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 m
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 f
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 o
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h
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 t
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 p
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 C
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 s
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 m
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h
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ir 
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e
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ig
h

tly
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u
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a

 th
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 o
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u
st

 c
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s 
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e
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o

o
r.
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d

o
o

r 
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e
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a

ll 
in
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o

n
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o
f t

h
e
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e
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et
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r c
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n
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n
 o
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il 
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h

a
t l
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e

) f
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o
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 d
o
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n
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e
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h
t c
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 d
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 p
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b
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 C
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 p
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 C
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f c
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 c
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 c
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 p
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 b
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r e
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f c
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p
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e
 f

or
ce

s 
o
f 

tr
u

th
 a

nd
 ju

st
ic

e
 

al
w

ay
s 

st
o
p
 to

 re
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 c
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 b

o
t i

s 
to

 s
ho

w
 p
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 b
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r p
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 o
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f c
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 b
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 d
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 d
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a
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 p
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b
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r c
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 b
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 d
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 m
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 c
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u
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h
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u
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 o
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d
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 c
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u
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h
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 b
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a
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o
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 o

f t
h
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g

 - 
an
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le
d 
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u
g
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n
n
e
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 c
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w
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 c
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 d
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RIVERS 
OF . d magic, which was considered to be due at least in E gbert Gulliver Throgbottle MacFarquaharson 

' 
part to his complete lack of anything resembling 
intelligence or imagination. In turn this suggested 

never could quite get the hang of his name. Neither the lack of anything more complex than lhe 
could any of the other inhabitants of Scumbridge; rudimentary neural apparatus necessary for sup- 
some of them tried calling him 'Egg' for short but porting a basic system of reflexes, and learned 
this turned out to be a very bad move. The young demons discussed whether magic depended on an 
lad did not much care for beiig named after small, intact brain for its effects. After many hours 
easily squashed objects and made this abundantly philosophizing their conclusions were summariz- 
clear. Those who survived his objections, however, ed by one of their number leaping to its hooves 
fortuitously discwered an alter~lative appellation with a shriek of 'Stuff this, let's get the bugger!' 
to the one so unkindly bequeathed by his travell- 
ing salesman father. When Egbert was a very young 
lad, and still possessed the vestiges of decent man- A flock of chasmes, wicked fly-demons with 
ners, he was in the habit of knocking on doors glowing red eyes and diseased probosci trembl- 

when he wished to enter one of the verminous ing with the anticipated pleasure of inflicted lethal 

hovels which comprised his native village. From infections, flew from the Abyss. In pulled their 

the frequent reply of 'Come in' (for the folk of wings off. Things took a turn for the worse when 

Scumbridge had not at this time developed the the succubi came back with their wings pulled off, 

highly rational paranoid fear of the young fellow crying b d  with their mascara running down their 

which led to their doors beiig permanently lock- hces. They looked ayW.  The demon lords con- 
ferred and sent out eight of their great champions, ed and bolted) his miniscule brain constructed the racist, sexist upbringings have given th pro- and brutish creatures sl,od with great iron notion that he must be called 'In', interpolating a blems of social integration and they hav qform- and bronze bracers and girdles, wielding cruelly nonexisent comma between the two words. In; ed broad inter-relational competences. Y could barbed and snagged weapons which acid, short and to the point: Egbert Gulliver Throgbot- be an emissary for optimized race relations. IL was 

tle MacFaquaharson liked this, because he could one of the minor tragedies in Scumbridge like that ,"zky;k$$!E zti~?,"; remember it; words of one syllable were one of In had not killed his social worker. 
his few .real pleasures in life. The remaining young hero. In fact, In was pretty glad to see them, 
population of 1 . i  it too, because they In thought about this for a while, insok  as he because he was getting bored and hungry and he 

got to stay alive by using the name. could think, fbr he did not,understand much of the rather liked roast demon; and protein levels and 

dumbness was m e d  only be a capacity for ex- social worker's polysyllabic utterances. After a with a high fibre content if YOU ate the right bits. 

treme violence at the slightest provocation. while he came to consider that the gist of her sug- 
gestions was that he should go out and murder the The insult to the demonic realms was taken to 
bastards by the score so, taking an ox for food and heart. The great Overlord'of all demons summoned 

As he grew UP, inc rd lb l~  strong and muscular one of the massive stone axes his father has sold his demon lords and informed them in no uncer- 
from a high-protein, high-fibre did, In L ~ ~ a m e  a his gullible mother for chopping firewood, he set tain terms that despatching champions and 
notable figure in Scumbridge. BY the age of 10 he out for the has. The inhabitants of Scumbridge underage girls (for it had been discovered that -the 
had won the annual ox-wresfling context in Sam- were dead drunk for a week in celebration. succubi were a bit short in the fang) was no way 
bridge.and the next year he was champion at this for them to acf They would have to go and deal 
ancient Sport for the of Plookford. Stories of exploits soon filtered back to with the upstart young human themselves. This was 

grew Preffy wary of In. So did almost allegedly c i v i l a  pa-. In had slain scores, bun- exactly what the demon lords had expected to hear 
everything else, fOr h twice the size of any dreds, nay thousands ofghnts, trolls, and related and they did not care for it one bit. Grumbliqg, 
other h ~ m a n  b* ever seen and while not exact- creatures with inter-relational competence dif- they gathered up their armour, shields, weapons, 
1~ PW~OP&C had a and ficulties. nngible evidence fl& back to sup- rings, wands, rods, Staves, and experimental-stage 
permissive mother, a rotten temper, and was so port these stories. Rivers of blood cascad down tactical nuclear weapons (the fruits of some S M -  
stupid that he might (and frequently did) kill or v e r h t  hillsides in the autumnal sunsh ing advances in the Abyss in recent millennia) and 
disable people purely by accident. Thus the invas- distressed doing their washing. set out for the Trookford hills. 
ions, when they came, were not wholly q a r d e d  ,sions began to off and the rivers remained 
with total in Scumb*. Young men , scarlet the people of Plooktbrd began to fhink more The battle raged for hour after hour. Every con- 
were king t"jain the Am - the invasions might kindly of In and returned to drinking, gambling, ceivable variety of demonic body tissue s p h W  
mean the end of In's residence in the village.. . whoring and visiting their social workers. the rocks and the rivers contained the lowest act- 

ual wter content in the history ofthe world. Final- 
The invasions were just incursions hq the hills The giants, however, were pretty fed up with life ly, as the sun was setting in the north (for this was 

at first; by late summer, though, the mdhg forces and struck a deal with the evil Baron Sidebottom a strange world) the arc of the whirring chainsaw 
got bigger and nastier, includii giants, whole of Honknorton, a mercenary and vicious brute in w e r e d ,  halted, and then the glinting steel of the 

/ 
flocks of trolls, and numerous huge two-headed the final stages of a particularly rare and ravaging saw was raised vertically to the heavens and final- 
humanoid things with bad breath, huge clubs and brain disease. His army set out to deal with In; ly *led and fell. The young hero of Scumbridge 
unkind attitudes towards humanity. At first the peo- a legion of evil cavaliers, a flock of anti-paladins, Was dead, but there Were few demons left to 
ple of Plookfond thought they were just another even a vampire-mage. In shredded the lot. What celebrate, and those still alive weren't in much of 
bunch of tax wUectom but they were soon disabus- the Baron didn't know wag that In had acqukl ,  a state to celebrate anyway. 
ed of this notion. k collectors generally killed from the tower of a princess he had mistaken for 
people ajier extractbg their money from them, for a troll and cut to dogsmeat, a magical vorpal chain- The Demonic Overlord arrived at dusk, short- 
one thing. Like most men, In did the decent thing saw. There was no stopping the young hero now; ly before his habitual evening pedicure, to survey 
and went to join up. The terrified inhabitants of the rivers were redder than ever. the scene. Crawling towards him came one of his 
Scumbridge prayed for an end to the oppression, most powerful lieutenants. The bloodied, lacerated 

Sidebottom was enraged cashed debt figure looked up at him with bloodshot eyes, but he came back; while stupidity was generally with friends in low places. A flock of regarded a pitive a'ribuk in the Imprial demons sa forth for the hills. In shd&z forlorn and haggard. 
Guard, In was so sta ringly thick that not even 
the could bhgTelf to his too. At this point certain infernal entities took a 'It's all true, what we were told. First I lost my 
services. It seemed likely that In would kill more direct interest in and a flock of 

medium-size demons urils despatched, In had a fiends, then my health was ruined forever, I've 
of his fellow soldiers than he would enemies. His 
delicate ego crushed by the cruel rejection, In w d & l  time with them. The chainsaw didn't lost 

looks... I have done a n M k  lied, 
cheated, stolen, to get away.. . it's true, I swear it. 

returned home and did what any young in his need any and just on going, and while 
pition dd done; he Hnent to see his Social sometimes bits of bone and flesh splattered in In's Hero In screws you up" 

worker. face and his vision got a bit impaired he d imered  
that simply continuing to whirl the thing around by Gary Holland 
in a wide semi-circle had gratifying eff-' 

'Perhaps this is something of a blessing in 
disguise, In', cooed said person on her way back Some rather more important demons w v  
from the multiracial gay creche. 'You can be act- informed about In. He appear- - 
ive in a quasi-missionary role. The problem with ed to be quite 
the giants and trolls and superficially unattractive immune to 
two-headed persons is that they never has a de- 
cent social worker when they were young. Their 



JUST GOT EVEN BETTER! 

The MARVEL SUPER 
HEROESmADVANCED 
SET is not a new game. 

It is not a "second 
edition". 

It doesn't need to be. 

It does have new heroes, 
new powers, a new 
character generation 
system, new combat 
options, a new Universal 
table, new campaign 
rules and.. . 

. . . more of what you 
expect and want from the 
best heroic role-playing 
game available. 

Which means a complete 
expansion of all the great 
ideas that make the 
MARVEL SUPER 
HEROES game so good 
-there's more than 
twice as much in this set 

Available from better games and hobby shops or, in case 
of diff icultv. contact: 

I. 

than in the Basic 
package. TSR UK Umited TSR Inc 

The Mil1 POB 756 

But then, did you expect Rathmore Road Lake Geneva 
CAMBRIDGE, CB1 4AD WISCONSIN 

any less from TSR? United Kingdom* WI 53147, USA 
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Before I start another two pages of blatant 
rudeness, I have been asked to point out 
that the views expressed on this page bear 
absolutely no relation to those held by the 
editor o this magazine, and even if they did 
he wou f d never admit to it anywy. Thanks. 

Cpt Mark Deathsloth, Cloud Cuckoo 

& Land: As a committed live action 
roleplayer (like all LRPGers, I'm clut- 

ching my pen wc& both hands and admiring 
my new-fouad skill of joined up writin ) I 
feel that I must protest strongly (read: %itch 
at) David Rawlins' pompous assertion regar- 
ding my part-time infatuation. Live roleplay- 
ing is in no way respectable. I cheerfully 
confess to being a 'loony who dresses up in 
silly costumes and bashes about with a rub- 
ber sword.' I ask you, what is so incredibly 
worthwile about bashing hell out of spotty 
schoolkids decked out as orcs? Nothing, 
sirrah! If Mr Rawlins continues to enforce 
these senseless pretensions upon a hobby 
made up, in the main, of complete fools 
(and I know, I'm in it) I shall be forced to 
poke him in the ribs with a carrymat-foam- 
and-gaffer-tape sabre. 

More incontrovertable evidence that I'm 
an LRPGer - I'm still using notepaper that I 
had when I was seven. 

Ian Marsh (Who he? - Ed.], London: I 

k may, of course, be biased, but I must 
disagree with David Rawlins' veiled 

comments (WD83) about the last Dwarf 
team's attitude m d s  live roleplaying. 

David appears to have forgotten the state 
live roleplaying was in then. I was a far 
from honourable part of the hobby. Treasure 
Trap had collapsed, and man of its 
organisers had mysteriously Bsappeared. 
The press and the fraud squad were in- 
vestigating its affairs. Timescape, a live 
roleplaying holiday purporting to take place 
in the Leicester area failed to get off the 
ground - and also failed to refund those who 
had sent in money. 

Small wonder, therefore, that White 
Dwarf needed to be carefur about live 
roleplaying. Snide remarks, rather than be- 
ing aimed at live roleplaying were deserved 
directed at the ineptness of its organisers. 

Now the fume has died down, live 
roleplaying is coming into the public eye, 
but it has to be welcomed with some cau- 
tion. Live roleplaying is as much a part of 
the games hobby as D&D and Fighting Fan- 
tasy; if it is not to discredit the hobby, then 
it must prove itself as reliable and honest as 
these parts. 

None of this means I approve of Marc 
Gascoigne's unwarranted attack on live 
roleplaying. It shows rather too much of a 
closed mind than is desirable in the hobby 
media towards a related pastime. 

Let's continue with the fan-club notiies: 

Ian Marsh (again): The 'new' Dwarf, in- 

&? cidentally, looks splendid and 'old' 
one is quite dowdy in comparison. It 

is reassuring to notice that the typographical 
goofs are at least grander to go with the 
new image. 

Virginia lbpson, Lustleigh, Devon: I love * the serial on page 3 - what position on 
the WD staff will Marc Gascoigne 

(hiss, boo, get back to Warlock!) hold next 
month, I wondef? Does it depend on how big 
a nuisance he is? Proofing, sub-editing, con- 
sulting editor, letters editing, reviews 
editing.. . why not give him Assistant Tea-Boy 
and be done with it? 

Karl Sargent, Cambridge: Readers may 

% have noticed that my article on Narks 
in WD82 wasn't about narks at all, but 

was actually about informers. The erroneous 
heading Ws due to the same Commie mutant 
traitor who spelled my name incorrectly on 
the contents page, and who also forgot such 
trivial considerations as including the maps 
for the Pamnoia adventure in WD81. Dwarf 
reader/investigators are urged to locate and 
terminate the said Commie. His name pro- 
bably begins with 'Cock: Thank-you for your 
co-operation. 

Simon Jones, Grangetown, Cardiff: I'm 

b glad to see WD ever improving, ever 
more glossy. It's also good to see how 

very aware you axe of hobby 'fashions' (no 

hardware, in-depth speculations upon the 
meanings of maps, that sort of thing). How 
clever of you to realize that it's much more 
fun for us to sit around talking about 
rol laying games than to actually play them. 

%f course, there is a lot more money in 
the hobby nowadays, especially for a 
magazine with the honesty and integrity to 
become an advertising medium for its parent 
company. I most strongly admire your deci- 
sion not to reduce the price or, like most suc- 
cessful magazines do, lower the cost of a 
year's subscription to below the cost of 
twelve copies. I have only praise for this 
policy without which, who knows, the hobby 
might suffer the deleterious effect of having 
people without money enjoying it. 

Ooh, do I detect an attempt at sarcasm? And 
I bet you still avidly buy this magazine every 
single month, and will continue to do so 
when we put the price up ncxt.. . whoops. 
Forget that bit. 

Graeme Bishko, Ealing, London: Plenty of 

b people go to lots of trouble to publish 
scenarios for game systems but one of 

the consistently bad parts of many modules in 
the introduction. Traveller modules tend 
towards the Patron (with 'patron' sign around 
neck) approaching players in the starport 
lounge; AD&D (and many other fantasy 
games) have the standard sit-in-bar routine 
until.. . IT'S TIRED!! How can it be that one 
of the most important parts of an adventure, 
and certainly that part that sets the tone of the 
rest of the adventure, can be so stereotyped? 

It's true that a hobby noted for its reliance on 
the ower o the imagination can occasional- 
ly s k  a Ltinct lack of it. Mind you, one of 
the reasons White Dwarf is here is to pass on 
imaginitive ideasfir those lacking them, I 
guess, and we shall endeavour to continue 
doing just that. Of course, there are always 
going to be people who just haven't got a 
clue.. . 
Jonathan lhmer, no address: So what's * wrong with Twilight 2000? A minority 

game I grant you, but surely a game 
can't become well-known unless such great 
roleplaying institutions as yourself (slurp 
slurp fawn fawn) print some stuff about it. 
After all, I did see an article on Doctor Who 
(a good game, I'm sure), so if you can do 
that do something to improve milight's 
reputation. I'd also like to say that if blowing 
up Communists doesn't appeal to you, the 
game allows you to be Russian and blow up 
Americans instead. 

Laurielle Miller, Baton Rouge, Louisiana: 

A I'd like to remind all those people 
who've criticised Twilight 2000 and 

Judge Dredd that Western literature opens in 
a burst of violence. From Odysseus and 
Agamemnon before the walls of Troy to Clint 
Eastwood on the streets of San Francisco to 
Sigourney Weaver facing the Aliens, it has 
been the sword that has shaped our world. 
All societies are built on a barbarian base, all 
nations must guard against the neighbours. 
The barbarian at home and the foreigner 
abroad must be ruthlessly subdued. The 
streets at home and the empire abroad must 
be reduced to order.. . 
Er, yes, urn, wlcorne to ourplanet. I think 
you'lljnd we do things a linle d i f f e ~ n t 1 ~  
here.. . On the other hand, I do find it funny 
that many people criticise Twilight 2000 and 



all those other tacky games, and then con- 
tinue to play out their own xenophobic fan- 
tasies against innocent communities of orcs 
or trolls. Incidentally, in case our readers are 
wondering, yes, Laurielle did send a photo, 
and, no, we aren't going to print it, just as I 
refue to print her comments about 
underwear. 

Michael S Dobson, TSR, Inc., Lake 

& Geneva: The July issue of White 
Dwarfjust made it to my desk. 

Imagine my surprise when I turned to the 
'Fracas!' column to learn that "just about 
everyone who has written scenario material 
for the D&D/AD&D games in the last year is 
no longer with the company". 

It's true, of course, that Paul Cockburn, 
Tom Kirby, Phil Gallagher and Jim Bambra 
(what about Mike Bnmton? - Ed.] are now 
working for Games Workshop, and it's true 
that Tracy Hickman has mwed from a staff 
position at TSR, Inc., into the exciting life of 
a freelance writer. (Tracy is, however, conti- 
nuing to do w r k  for us; the sequel to 
Ravenlofr will be in your local stores before 
Christmas.) 

But that's not "just about everyone". Doug 
Niles, Jeff Grubb, David 'Zeb' Cook, Frank 
Mentzer, Anne Gray McCready, Mike 
Breault, Harold Johnson, Bruce Heard, 
Roger Moore and myself are still hard at 
work at TSR, Inc., and Graeme Moms is 
holding the fort at TSR UK Ltd. Several 
other designers have moved into the freelance 
arena, but are still working almost exclusive- 
ly for TSR, including Jim Ward, Bruce 
Nesmith, Kim Eastland and others. 

What's really going on is that we're mw- 
ing away from a completely in-house design 
staff, and toward a greater reliance on 
freelance designers. That's good for the D&D 
and AD&D games, because many different 
talents can have an opportunity to share their 
imaginations with you. Such talented people 
as Aaron ('Lands of Mystery') Allston, Allan 
('Globbo') Vamey, Dave ('Blackmoor') 
Arneson, Ken ('F'aranoia') Rolston and Greg 
('DC Heroes') Gorden are or will be publish- 
ed by us in the upcoming months. 

That also means that we at TSR are more 
open to freelance game and module submis- 
sions than was once the case. If you are a 
published writer, and you're interested in ex- 
ploring the possibility of freelancing for the 
biggest and best adventure game company in 
the world, drop a line to Bruce Heard, 
Games uisitions Coordinator, TSR, Inc., 
POB 7 5 L e  Geneva, WI 53147 USA, and 
ask for a copy of our submissions guidelines. 
Be sure to tell Bruce in your letter where and 
when your work has been professionally 
published. 

l3mh-s for the letter, Mike; we were at a loss 
for who to sack or have executed this month 
when your note arrived to solve our problem. 
Paul's w'dow has, however, asked me to point 
out in his deface that his comment concern- 
ed only the UK side of TSR's operation, 
where it is true that all but one of the creative 
staff have left to join us here at GW It's in- 
teresting to see good old Dave Arneson back 
on the team; I trust this has nothing to do 
with Gary not being around any more? No, I 
thought not.. . 
Sandy Douglas, Aberdeen: I would like to 

thank - through our magazine - all & those d o  attendled or donated to the 
Dragon Aid event held in Aberdeen. The 
event took the form of 36 hours of marathon 

playing, followd (after a night's rest) by a 
weekend Games Con. Because of the speed 
and short notice at which the event was 
organised and took lace, the attendance was 
not as good as was Roped, but we still 
managed to raise £600 for Band Aid. 

I would like to thank Aberdeen University 
for the use of the Hall and Games Workshop, 
TSR UK, Dixons Miniatures and Virgin 
Games (Aberdeen) for donations of prizes, 
etc. Thanks to all others who donated or 
helped keep the event going. It has been sug- 
gested that an annual event should be held in 
Aberdeen, and I would like to appeal to all 
your northern readers to let me know if they 
are interested so I can gauge the support such 
a fund-raising event of this kind would 
receive. Please write to Sandy Douglas, 
Dragon Aid Local Organiser, 13 Springbank 
Terrace, Aberdeen. 

Paul Johnson, Maidenhead, Berks: I've a 

& complaint about the otherwise very 
good article on the Dismrld in 

WD82. Mr Shepherd states quite plainly that 
Disc dragons can't breathe fire. Well, on 
p146, Twoflmr is stuck in a cell and thinks 
up a dragon who bums the door down and 
frightens off a dozen guards by breathing fire. 
I'd say that Disc dragons should be given a 
breath weapon appropriate to their HD. 

The Double-Damage Brothers, Hamp- 

k stead, London: In your article 'A 
Stroll Across The Discworld' (WD82) 

you claim that Elves do not exist. But accor- 
ding to Terry Pratchett himself, and I quote: 
"Only elves and trolls survived the coming of- 
man to the Dismrld': So you, or rather 
Ashley Shepherd, are wrong. 

%nks, folks. Ashley is actually a Miss, but 
rest assured that we have assailed various 
tender parts o f  her anatomy and banished her 
to the desolate wildernesses of %rlock 
magazine to serve her penance or not d reading every last word in the lscworld 
books like you guys obviously have. 

b i n  Cannon, Sutton, Dublin: Yo, Whitey! 

C)I Just writing to tell you that I bought 
the Thrud miniature and balanced 18 

snotlings, an inconvenienced dwarf and his 
toilet on top of him. Is this a record? 

Sob sob sob! Do we have to suffer these 
people? 

Douglas Thomson, Upper Smiddyseat, 

CC Aberdeenshire: Whydo you rist in printing envelopes on pages o the 
magazine? This means that readers have to 
sacrifice a whole page of their favourite 
magazine in order to enter competitions or 
send away any of the other things you offer 
(eg the Readers' Poll). 

I think we all know by now that Games 
Workshop have taken wer White Dwad so 
why do you keep rubbing it in by printing 
page after page of Games Mrkshop adverts? 
Surely other companies should be given more 
space to advertise their products too - or are 
you scared of losing business?!! The Warham- 
mer Fantasy Roleplay pull-out was a good 
idea, but why don't you do it for other games 
too? I personally think it is an excellent way 
of introducing new games to the people who 
will be most likely to buy it. 

Douglas, old c h q ,  you have a wonde&l ad- 
dress, but ou are a bit dense sometimes! We 
print enve$ppa in the magazine so you dar 't 

have to pay to enter our competitions or reply 
to the Poll. Ifyou would rather photocopy the 
relevant pages and spend 1@ on a stamp to 
send them in that's jine with us. 

And what do you mean "now that GW 
have taken m r  WD': you idiot??! Games 
Workshop have owed the Dwarf since Issue 
One, and have n m r  been away! It's always 
been a house-magazine - whatmr that means 
- and it alwpys will be. We advertise in our 
own magazine because we make games that 
we think are good and want people to buy. 
Why does a one advertise, a w e r  me that if 
you%ill? &?er companies are at liberty to 
take just about as much or as little advertis- 
ing in White hvarfas they wish - and most of 
the major companies do so all the time. It's 
only the cost, I think, that stops them from 
doing 8-page pull-outs, but if they wanted to 
do something like that we'd be only too ha py 
to publish it for them! Lust issue we had &st 
End's glossy flyer, for example, and no doubt 
we will continue to include many more for 
other companies with products to sell. Not 
t h t  this is any sort of excuse, but I personal- 
ly jind that some ofthe adverts are more in- 
teresting than some of the articles. 

Alastair Brown, Hellesdon, Norwich: How 

h about some praise for the Dwarf? I t  
continues to get fatter, better, and yet 

doesn't increase in price! And who dares 
criticise the reviews? Let's take the review 
page in WD82. Ah, Dungeoneer S Survival 
Guide. Stop, let's think this one out. TSR 
make D&D, so Dwarf under Games 
Workshop will stamp on it, yes? NO! It gets 
an excellent review, so good that I feel it 
deserves a closer look from me. It duly gets 
this, and shock horror WD's review was cor- 
rect! Then Skyrealms of Jorune, again, not 
GW, but another fair review! How can they 
do this? Surely they should hate them all! 

I agree totally I f  a product is good, no mat- 
ter who makes it, it gets a good review. At 
least, that's the way it should work. Person- 
ally, I'm a bit worried at the sudden msh of 
good rmeMews o f  lSR products now almost all 
their UK creative staff work for GU: but I'm 
sure there's no connection. 

Steven Hoare, Grouville, Jersey: I agree 

& with Kenneth Lea's letter (WD82) con- 
cerning hav Psionics cause headaches 

at low levels, but I feel it is unnecessary to 
discontinue them. There are a number of 
remedies that a DM can adopt: make certain 
activities more expensive as Kenneth sug- 
gested, give creatures natural psionic 
defences, make certain rock nullify psionics 
or, as my previous DM lwed to do, switch 
planes - which can cause severe problems, 
especially when you're caught in the shape of 
a sparrow. 

Lastly, I believe that a psionic character 
would try to keep his abilities secret from his 
fellow adventurers, especially as he would 
not know how they would react. Characters 
who are more efficient than the rest of the 
party are often looked on with fear and suspi- 
cion by paranoid players! 

And that's it fir another month. Send your 
letters fo the usual address, etc etc. (Marc, 
are you feeling alright? I mean, you didn't 
insult the rubber sword mob, or list the 
names of Those Who Have Gibbered About 
Laurielle Miller. Next time.. . Ed ] Er, yes 
boss. You mean there'll be a next time? 

Letters seen to by Man: Gascoigne 



TOPPERS 
DUNGEONS&DRAGDNS 
Basic Set 
B3,87,B8,89.8 Solo ea. 
Expert Set 
- 91x1, XlO ea. 
- X6, X7, X8 ea. 
- X Solo, XS2 ea. 
- 02 
- X I 1  
- 02 
Companion Set 
- CM1, CM2, CM3 ea. 
- CM4. CM5. CM6. CM7 ea. . . 
Master Set 
- M I ,  M2ea. 
Immortals Set 
- IM l  
Accessories for D&D 
ACl - Shady Dragon Inn 
AC2 - Combat Shield 
AC3 - Dragon Tiles 
AC3 - Dragon Tiles II 
AC4 - Book of Marvellous 

Magic 
AC5 - Player Character 

Records (revised) 
AC7 - Master Player Screen 
AC9 - Creature Catalogue 
ADVANCED DUNGEONS & 
DRAGONS 
Dungeons Master Guide 
Players Handbook 
Monster Manual 
Monster Manual II 10.95 

FOR 

DISCOUNT 
MAIL ORDER 
D I S C O U N T  
ORDERS OVER f 1 0  - 5% 
ORDERS OVER f 20 - 10% 

Fiend Folio £10.95 
Legends & Lore f 10.95 
Unearthed Arcana £11.95 
OrientaL Adventurers f 11.95 
Dungeoneers Survival Guidef 11.95 
Wilderness Survival Guide f 11.95 
UK4, UK5, UK6, UK7 ea, £5.50 
Dragonlance Source Bk DL5 £5.50 
DL!, DL2, DL3, DL4 ea. f 5.50 
DL6, DL7, DL10 ea. £5.50 
DL8, DL9 ea. £5.95 
DL1 1 Dragons of Glory f8.95 
DL1 2 Dragons of Faith f 7.95 
DL13 Dragons of Truth £6.50 
OAl Swords of the Diamyo 6.50 
Lankmar City of Adventure £8.95 
CAI Swords of the 

Undercity f5.50 
CA2 Swords of Deceit f 5.50 
World of Greyhawk 

Boxed Set £9.95 
TI-4 Temple of 

Elemental Evil £9.95 
WG6 Isle of the Ape £5.95 
A1-4 Scourge of the Slave 

Lords £9.95 
GDQ1-7 Queen of Spiders f9.95 
19 Day of AI'Akbar f5.50 
Banlesystem Wargame 

Rules f 16.95 
H1 Bloodstone Pass £6.95 
AD & D l  Dungeon 

Masters Screen £4.50 
AD & D2 Aayer 
Character Records f4.50 

ACCESS ORDERS RING 
Credit card orders des~  

ROD 
~ a t c h  

The Book of Liars £6.95 
TSR INC. 
Marvel Super Heroes Set f9.95 
MSH Advanced Set £9.95 
MA1 Children of the Atom £7.50 
MHl. MH2. MH3. MH4 ea. £3.50 
M H ~ ;  M H ~ ;  M H ~ ;  MHB ea. E3.50 
MHAC1:2:3:4:5 ea. f3.50 
MHAC6 £3.95 
MHAC9 £7.50 
MHAC7:8 MHSPl ea, £3.50 
MHSP2 £4.95 
Star Frontiers Boxed Set £8.95 
Zebulons Guide to Space f9.95 
SFl, SF2, SF3, SF4 ea. £4.95 
SFAD5, SFAD6 ea, £4.95 
Knight Hawks Boxed Set £8.95 
SFKH 1:2:3:4 ea. £4.95 
Indiana Jones Boxed Set £8.95 
IJ 1:2:3:4:5:6 ea. £3.95 
Conan Boxed Set f8.95 
CN1, CN2, CN3 ea. £4.95 
GAMES WORKSHOP 
Warhammer Fantasy Rff i  £14.95 
Enemy Within £4.95 
Paranoia RPG £9.95 
Double Paranoia 
Call of Cthulhu RPG 
Judge Dredd RPG 
Judgement Day 
Judge Dredd Board Game 
Tal~sman 2nd Edition 
Talisman Expans~on Set 
Talisman the Adveaure 
Warhammec (Revised) 

ON TELESALES 
ed  same dav sul 

16 Mercia Square 
Rear of W.H. Smiths 

Chester CHI  3JZ 
Tel: (0244) 28802 

Mail Order Charges 
UK Orders under f 1 0  add 65p  
UK Orders over f 1 0  post free 

EEC - add 30% 
Other Overseas add 60% 
All  cheques/money orders t o  be in 
pounds sterling 
Overseas orders welcome 
Bloodbath at Orcs Drift £5.95 
Terror of the Lichemaster £6.95 
Blood on the Streets £6.95 
McDeath f6.95 
Kings and Things f 12.95 
Warlock of Firetop f 12.95 
Call of Cthulhu (hardback) £12.95 
Cthulhu by Gaslight f 14.95 
Dreamlands f18.95 
Super Power £12.95 
Cosmic Encounter f 12.95 
Warrior Knights £16.95 
Railway Rivals £12.95 
Banle Cars £8.95 
Dr. Who Board Game f9.95 
Golden Heroes £9.95 
G.H. Supervisors Pack £3.95 
Legacy of Eagles £4.95 
Queen VictorialHoly Grail £2.95 
Gothic Floor Plans £3.95 
Monster Paint Set f5.95 
GRENADIER MODELS (all 25mm) 
War Mammoth Masterpiece £5.95 
Dragonlords - 
Dragonlisk £3.95 
Sea Dragon f3.95 
Iron Dragon £3.95 
Lord of the Rings - 
Fellowship of the Rings £4.50 
Saurons Dark Ones f4.50 
Shelabs Lair f4.50 
Hillmen of Trollshaw £4.50 

-LINE (0244) 28802. 
tn availahilitv. 

844888 
Axles 

Armies- 
25mm FANTASY - 

ARMIES 1 

f 19.70 + ~1.30 P&P 4 MEN OF THE ORIENT HIGH 
6 Cavalry, 15 Samurar, 20 16 Cavalry, 31 Infantry 
Ashrgaru ' MEN OF THE WEST 

UNDE AD 
9 Cavalry, 58 lnfantry 

12 Cavalry 40 Infantry SKELETON ' GOBLIN 18 Cavalry, 37 Infantry 
9 WolfRrders, 571nfantry BOAR FACE ORCS 

60 lnfantry 4 DWARFS 
7 Cavalry, 48 lnfantry 

MEN OF THE EAST 
6 Cavalry 30 lnfantry 4 ORCS AMAZON 4 
9 Cavalry, 57 lnfantry 

Q u a n t i t i e s  c o r r e c t  a t  t i m e  o f  p r i n t i n g  2 

ESDEVIUM GAMES 
LOW COST MAIL-ORDER SPECIALISTS 

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

Open 5 days a week. Fastest telephone mail order service 

... Some of our special lines 
From COLUMBIA GAMES we have the excellent FRP World Series. 
HARN (Master Module) & IVlNlA ..................... ... .... ............ ....... £12.95 each 
CITIES OF HARN & GODS OF HARN ............................................. £8.95 each 
EVAEL- the Elves; AZADMERE- the Dwarves .............................. £7.95 each 
RETHEM, LYTHIA & ORBAAL .................................................... £8.95 each 
KANDAY & CHYBSIA ............................................................... £8.95 each 
MAPS OF HARN ................................................... Folded £4.95; Flat £5.95 
Plus the Boxed Games ROMMEL I N  THE DESERT .................................. £18.95 
QUEBEC 1759, WAR OF 1812 .................................................... £14.95 each 
GRASS-a great card game,the on ly  lega l  way  t o  p lay  ........................... £6.95 
RAGNAROK ENTERPRISES. As their UK  agents we now stock all their products. The 
new RPG system, justly praised for  emphasis on role-playing development and realistic 
world design. For more experienced garners. 
YSGARTH RULE SYSTEM: Set of 6 books: Fantasy Character, Battlecraft, Arts Arcane, 
Holy Orders, Fantasy World, Last Song of Hergest (Adv) ............................ £9.95 
For details of the many supplements and adventures suitable f o r  use with YRS and 
most  other FRPGs, all a t  very low prices, send SAE. 
ABYSS is  one of  the leading small  US gamezines. Why not subscribe for  6 issues. Uk 
sub £6 (Europe £7.50, Overseas Air £10) o r  12 issues £11 UK (Europe £14, Air 
Overseas £18). 
TO CHALLENGE TOMORROW is  one of  their newest RPGs designed t o  be played in all 
sorts of SF o r  Historical Backgrounds. Simple, realistic and flexible ................ £5.95 
PASSAGE TO CATHAY. A multiplayer game of Indian Ocean Trades ................ £5.95 
THE DRAGON TREE. New in f rom Dragon Tree: the Arduin Grimoire resurfaces. 
Arduin IV-Lost Grimoire, £6.95 Arduin V: Dark Dreams, £5.95 
Arduin VI .................................................................................... £6.95 
DELIAN BOOK OFTHE DEAD, £6.95 BEYOND THE SACRED TABLE, £6.95 
Especially for all DMs who want t o  make their adventures interesting and intelligent. 
HANDBOOK OF TRAPS & TRICKS. Wide variety and complexity .................... £6.95 
DRAGON TREE SPELL BOOK. Some 225 spells ...................................... £5.50 
THE BOOK OF ARTEFACTS ............................................................... £5.50 
NUCLEAR WAR, NUCLEAR ESCALATION (FBI) ............................... £13.50 each 
These are lust some of our games. Our catalogue contains details ESDEV~UM GAMES ( 4 ~ )  
01 v~rtually all games available ~n the UK. Send 20p in stamps 185 Victoria Road, Aldershot 
h 20p SAE (overseas 4 lRC1 for a copy (FREE with orders over £61. ~~~t~ ~ ~ 1 1  1 JU 
Telephone Order wRh AccesrNisa. E Aidershot 311443 (Shop Hours) 
Payment ~n fs Sterling please. Farnham 722269 (Other Times) 

No postage on many games for regular customers 
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TABLETOP GAMES 
53 MANSFIELD ROAD, 
DAYBROOK, 
NOTTINGHAM NG5 588. 
Send S.A.E. for catalogue. 
UK Mail Order 10% 
fm~n. l 6 p )  Overseas' 
Sudace 15% Atrmail 60% 

25mm FANTASY FIGURES PROM WEST GERMANY 
d 

'IGHTERS 45p QKELETONS 45p en. 
l a  Paladin in Plate l b  in Scale + Mace 11s in Chainmail + Sword 
l c  Swinging Axe 11 b Hooded Skeleton 
1,j in Chainmall + Sword l l c  With Scimitar 
l e  with Axe & Square Shield :it ~ ~ \ ~ p ~ ~ ~ o r d .  
P m A L E  FIGHTERS 45p ea MONSTER SET 1 4511 en. 
2a with Axe 
2b 2 Swords & Buckler 8ptf$EF 2c Defendin + shield 
2d drawlng #word 12c Gargoyle 
2e in Plate + Sword 12d Har y 

12e ~ e g s a  
WIZARDS 45p ea. IINDRAD 4 5 ~  en. - . - -. - - 
3a Reading S ell from Book 13a Lithe 3b with s t a f f  
3c Enchanter Summoning :!k z&i 
3d w ~ t h  Scroll 
3e Bearded-+ Pointed Hat i?jz EzeBeast 
CLERICS 45p ea. GOBLINS 45p en. 
4a vith Staff 14a Chieftain + Mace 
4b Bearded + Mace 14b Warrlor + Sp~ked Mace 
4c in Chainmail + Rd. Shield 14c Warrior + Spear 
4d Portle Frier 14d Slinger 
4e in  airw with Hood &Shield 14e Warrlor + Sword 

NEW ADDITIONS TO OUR 
EXPANDING RANGE 
TREASURE ITEMS 35pea. 
21a Chest closed) 
21b Chest {open 
21c Stron Box [closed) 
21d Pile 05 weapons 
21e Pile of Treasure 
DUNGEON EQUIPMENT 

35p ea. 
22a 'Wishin Well 
22b Floor &ill (2) 
22c Stone Trap Door (2) 
22d Pair of Wooden Trap 

Doors 
MONSTER SET 2 45p ea. 
23a Were Wolf 
23b Mummy , 
23c Frankenstlens Monstel 
23d Male Vampire, 
23e Female Vamplre 

- - -  

BARBARIANS 45p ea. CHAOS FIGHTERS 45p e s  I CHAOS FIGHTERS 2 45peal 

I MORE SOON I 

the award-winning 
Lone Wolf adventures comes 

FOR 1 or 2 PLAYERS 

CAN BE PLAYED SOLO 
OR W'M wo PLAYERS 

A DIFFERENT SOLO ADVENTURE 1N 
EACH BOOK 

SlMPLE NO-DICE 
COMBAT AND MOVEMENT SYSTEM 

EVERYCH~NG NEEDED FORPLAY INCLUDED 
1N EACH BOOK 

FROM THE BEST SOLO GAMEBOOK OF 
THEYEARAUTHOR 

CAN BE PLAYED -ERE AND M M E  
EVERY MOVE 1s lLLU!iXRATED - 

OVER 270 PlCTUREVlEWS 
lNFlNrCE MOVE POSSlBlLtTY - 

NO W O  GAMES EVER 1DENnCAL 
PLAYER HAS COMPLETE CONTROL OVER 

H E  CHARACTER 

CHOOSE YOUR MOVE- 
CALL Y OUR NUMBER - CHECK YOUR PAGE I 

4t every stage ofthegame, you are in total control. 
The COMBAT HEROES picture view system is 

2n innovative step forward in gamebook design. 
h e  simple movement and combat rules are easy 
o learn, ensuring a fast-paced adventure every 
ime you play - either alone or with a friend. 

"Averitable 

WARLOCK MAGAZ1NE 

BEAVER BOOKS 
1 

A DIVISION OF CFNTl IRY HI KCHINSON ITD 
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If you don't like it 
vou're a brainless troll 
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The Readers' Revenge - The Poll Results 
Over the couple of months, we'll spend 
some time looking over the results of the 
biggest ever White Dwarf Readers Survey. It 
will take that long for two simple reasons; 
there is a lot of information to be passed 
on, and there are still some permutations 
the computer o tors at Eastwood haven't 
tried out yet! ardly surprising, when you 
consider that they have dealt with some 
5,500 responses and are still going.. . 

Still, here are a few interesting snippets, 
dragged from the heaps of info we have thus 
far collated: 

Question One - Ihe Departments: Much as 
was featured in last issue's letter column, it's 
'Gook and Thrud which are the most 
popular of the regular departments, and 
2020 Vision which gets the largest 'no' vote. 

Question nYo - Best Issue to Lkte/Question 
Five - Best Issue from the last 12 Months: 
There wasn't much to choose between these 
two; the overall category saw the votes 
building up gradually from about 50 votes 
on average for each issue in the 50s to 
about 200 for the 70s. Three issues stand 
out: 76 (589 wtes), 79 (593 votes) and 80 
(576 votes). 

Question Three - Best Cover: 817 votes for 
John Blanche's Amamnia Gothique from 
issue 79 and 506 for issue 78 were the two 
outstanding returns. Again, the votes were 
piled up towards the more recent issues, 
which makes the 119 recorded for issue 54 
and the 330 for WD67 all the more im- 
pressive. 

Question Four - Earliest Issue Purchased: 
616 voters have purchased an issue of WD 
from the 1-30 ran e, and 2054 have an issue 
earlier than Sl! gat 's  long time loyalty for 
you; and 50-100 of the 5,000+ respondents 
have joined us each issue since WW1. A 
healthy mix of new readers and old. 

Question Six - Best Scenario/@estion Seven 
- Best Feature: 'Ihese haven't come out of 
the computer yet; there were too many can- 
didates! We'll try to get these answers by 
next month. . . 

Question Eight - More Feahrres/Scenarios: 
One of the questions designed to shape the 
wa WD goes in future - and it's effectively 
a &aw. For more features - 1,339. For more 
scenarios - 1,481. Those who feel the 
balance is about right - 2,461. It looks like 
we're hitting the right mark here, more or 
less.. . 

Questions Nine & Ten - l%e Departments: 
One of the more controversial decisions we 
made in the last year was the phasing out of 
the individual, regular departments for cer- 
tain games. Q9 asked if people went along 
with this: and the result was Approve - 
1,213, Disappmve - 441, No Opinion - 1,019 
and those who felt they missed a articular 
department 2,586. Support for ingvidual 
departments broke down as follows: Star- 
base - 911, Treanre Chest - 1,705, Crawling 
Chaos - 1,007, Fiend Factory - 1,224, Rune 
Rites - 802, Heroes & Villains - 427. It 
looks like there might have been life in the 
old hardware machines, after all. Treasure 
Chest was alwys the most popular of them. 

Question Eleven - Scenario Stats: A nice 
simple guideline to us. The answers we got 
were: 1 system scenarios - 2,387, Multi- 
system - 2,115, no system - 759. Not too 
much to choose between single-system and 
multi-system stars for most people then, and 
we'll experiment with these two formats over 
the next few issues. In the last Poll, 68% 
wanted more multi-stat scenarios. 

Question Twelve - How Many Other People 
Read Your White Dwarf?: 1,826 of you don't 
let anybody else get their grubby hands on 
your mag (and quite right too). After that, it 
works out like this: 1 - 1,408, 2 - 997, 3 - 
495, 4 - 254, 5 - 151, 6 - 58, 7 - 35, 8+ - 
123. Interestingly, this means about 2.58 
people read each copy of White Dwarf on 
average - which means that there are 
over lotl,ooo readers out there. Quite x w  
of us these days, eh guys.. . 

Quegion Thirteen - Other Magazines (hiss, 
boo): This question broke down into five 
sub-sections, which asked if p u  bought 
every issue, bought some issues, read a 
friend's copy, preferred the magazine to 
White Dwarf, or found less interesting than 
WD. The results were: 

Dragon 
Tortured Souls 
Different 
Worlds 
Heroes 
Challenge 
Warlock 
GMPubs 
Adventurer 

Buy Buy Read Prefer Not so 
every some Friends good 

57 590 703 74 587 
55 358 312 65 460 

Make of that what you will; it looks like 
WD is the only magazine for an awful lot of 
readers. Leaving modesty aside, I think even 
we would take the last column with a pinch 
of salt - according to this wer 500 people 
prefer WD to mags (Heroes and Challenge) 
300+ of them haven't read.. . 

Question Fourteen - Do You Read Fanzines?: 
748 do, 4,504 don't. 

Question Fijieen - Which Fanzine is Your 
Favourite?: Results to follow. 

That's it this time round. In next month's 
Fracas we get to the really meaty questions 
- and one or two surprises! 

I Bits & Pieces I 
For anyone interested in miniature 
figures, Stewart Parkinson's Heroes For 
Wargames is worth considering. Despite 
the title, the book isn't about wargames 
as such, but has a lot of standard 
material about how to make fantasy 
models - a kind of extended 'Eavy Metal, 
really. Very coffee table, very much a 
Christmas present for somebody who 
wants to make a start on painting figures. 
Heroes for Wargames is a Fa r Tiger 
book, and costs fl2.95 (hardEck) or 
£7.95 (paperback). 

If you play Warrior Knights, you might 
be interested to know that we now have a 
sheet of Warrior Knights Questions and 
Answers. This has been produced by 
Derek Carver, the game s inventor, and 
includes all the questions that he has 
been asked most often about rules inter- 
pretations and possible ambiguities. If 
you would like a copy, send a large 
SSAE to Warrior Knights Q&As, c/o 
White Dwad En eld Chambers, 14-16 Nf Low Pavement, ottinghmn, NGl 7DL. 



I MASTER 
EDINBURGH 

13 Forrest Rwd, 
Edinburgh EH1 2QH 
Tel: 031 226 3354 

I GLASGOW 
536 Grwt Western Road. 

Glagow GI2  8E2 
Tcl: 041 334 1583 

1 SEND SAE FOR ILLUSIRATED LlST I I 

13 Rue Potrier dm Narcay 

- 
f ' I A ~ 2 3 - 0  Dunoeon Svstem from 

1 

1 A fully comprehensive range of both single 
and double width corridors,rooms,and accessories for 
role playing games. Rooms size and shape flexibility 

.wi th each new adventure due to our unique variabte 
independant wall and slab concept. Each plece is hand 
cast in durable resin having fine detail ,strength and 
originality. The cange has been des~gned and 
manufactured to give the optimum playing space to 
cater for 25mm. scale figures. 

4.WARREN HILL ROAD. KINGSTANDING.BlRMlNGHAM. B 1  

100 Queensmere 
Slough, Berks. 

Tel: SLOUGH 30678 
Large selection of D&D, 

RuneQuest, Traveller, Citadel 
Miniatures, Boxed Fantasy & 

Science Fiction Games. 

I [-THE MODEL SHOP--[ 

R. E. Williams Limited 
34 Crayford High Street, 
Crayford, Kent. DA14HG 

Telephone: CRAYFORD 524388 

IL For All The Best In Fantasy And 
Science-Fiction Games and Miniatures A 

D & G GAMES ................................ 
10% DISCOUNT ON ALL GAMES & FIGURES. 

GAMES FROM GAMES WORKSHOP, TSR, 
AVALON HILL, WEST END, GDW, FASA and more 

FIGURES FROM CITADEL, MINIFIGS & GRENADIER 
- - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - -  

66 CREWE RD., 
ALSAGER, 

Nr. STOKE ON TRENT, 
CHESHIRE 

Telephone: 093 634091 



It's time to book your ticket for 

GamesFair '87 
THE GAMING CONVENTION pq 

rnAX -IM 

Friday, Saturday and Sunday, 
" loth, 1 lth, 12th April 1987 

at Reading University. 
Tickets for GamesFair '86 were sold out by the end of January. Make sure that you don't miss out in '87 - 

You will have to book early to avoid disappointment. Booking in advance is essential. 
There will be NO tickets for sale on the door. 

Don't miss out on the best weekend of gaming in the year, book your ticket now! 

The AD&DTM Open Championship - an individual, The AD&D Team Competition - a not too serious single 
knockout competition to find the British AD&D Champion round competition for teams of 5 players held on Friday 
of 1987. Held over Saturday and Sunday, places in this event afternoon. If you want to enter a team send an SAE for- more 
must be booked in advance. information. 

Non-stop action-packed gaming fun with all the old Residential or Non-Residential places - Non-Residential 
favourites - the MARVEL SUPER HEROESTM game, En Garde, bookings entitle you to full use of all the convention 
Paranoia, Runequest, 1829, Railway Rivals, Call of Cthulhu, facilities throughout the weekend including inexpensive hot 
Illuminati and many, many mo re... and, of course, the and cold food, the bar during extended hours (adults only), 
DUNGEONS & DRAGONS@ game might get played a bit as several gaming areas and an array of computer arcade games. 
well! Residential bookings entitle you to all that plus two nights 

in a private bedroom and a full breakfast on Saturday and 
Sunday, unless you are too busy playing games to bother 
with boring stuff like food.. . 

I 
---------- 

1 
1 Booking Form - Please read ALL the small print 
1 before booking 

I 
I 

I Persons under 14 years of age cannot be admitted. 

I If booking for more than one person please include ALL names. 
Bookings accompanied by an incomplete list of names or the 
incorrect money will be returned unpmsed .  

Please make chequedPOs payable to TSR UK Ltd, and send to the 
organisers at: 
GamesFair '87, TSR UK Limited, ?he Mill, Rathmore Road, 
CAMBRIDGE CB 1 4AD. 
Telephone (0223) 2125 17 

My Name: 

Please send me . . . . . . . . . residential ticket@) for GamesFair '87 at 
£35.00 each. 

Please send me . . . . . . . . . non-residential ticket(s) for GamesFair '87 at 
£10.50 each. 

I doklo not wish to enter the AD&D Open Competition. Fee f 1.75. 

Total Balance: 

I would/would not like to DM a game in one d the ADBD 
competitions (Please give brief details of your experience on a 
separate sheet of paper, including your age - a mugh estimate will 
do). - 

My Address: I 
I 
I 
I 

Successful bookings will be oontivmed by post Full details of the events will be given in the GamesFair '87 pmgramme, which will be mailed to I attendee8 in March. Refunds (minus a f2.00 administration durge) will only be possible on cancellations made before 316t January 1987. I 
I 

DUNOEDNS &DRAGONS it 8 ngiataed w k  of TSR Iac. The Symbol  dmaa 8 mdemuk of 'ISR I~c. An Rlghb Retavcd. 01986TSR UK Ltd. 
. I I I I I I I I I I I I I I I I I I I I I I I I I I I I I I I I I I I I I O I J  



Players Wanted: 141, play any game (CoC, C&SI. Wanted - Whlte Dwarf 1-69. Will swap for FF 1-20, 
Contact Ronan Mullally, Dublin 325241. Lone Wolf 1~4.  Sorcery 1-3 and others. 050567 

2234, Graham. CLASSIFIED 
from RS Games 

Send a large SAE for our latest pricel~st of 
guarentead cheap new and secondhand games. 
magazlrms, etc. We also buy games, anyth~ng 
cons~deredl RS Games. 74 Tarvln Road, Lit- 
tleton. Chester CH3 7DF. 

Frome: New garners clubstarting. First meeting 7.30, 

ANclassified ads must be prepaid at the rare o f  E1.40 Christchurch Hall, 6th November. Bring your own Wantsd: various-minded roleplayers (esp GMsl20+ 
+ VAT/%t5%lperfine, orpat? thereof, displayads games ~wargamesIRPGs1. Beginners welCOme,f~rin- in Salisbury area to revive cold turkeys. We prefer 
EZ + VATper line. On average there are six words formation phone D Spring, Frome 64868. IAID&D and T&T, but will blossom. Phone CJ on 

140 characters1 per line. Please send copy and pay- 107221 336082. 

ment to White DwoIfSmsll Ads, Games Workshop 18YemOld requires 15+ American malelfemale pen- 
Design Studio, Enfield Chambers. 74-16 Low Pave- 
ment, NOTTINGHAMNGl 7DL. Make cheques/POs 

pal prepared to write about just anything. Contact wanted: imagine 22 and white owarf 1-27, 

payable to Games Workshop Ltd. 
David. 44 Roseway, StokeGolding. Nuneaton. Warks, preferably with bindersand in good condition. Con- 

W,,,+aDwaIfregrets it be heldreSpon. For Sale - Skyrealms of Jorune & Burdoth Campaign England. tact Simon Vickers, 3 Jawbones Hill, Dartmouth, 
sjble for financialtransactionsarising fmmsmallads Supplement. Mint Condition. worth £28 - f 17 one. Devon. TO6 9RN. TRI 3366. 

Readers are advised to take appropriateprecautions Tel 10926) 22085 after 9pm. Want& Chill Supplements, also FGU's Other Suns. 
before parting with any money: Please write, quoting price to S Oliver, 1 Mill View, Hslpl I moved into the geriatric centreof Britain: 

Complete Spacemasts RPG & ArrnsIClaw Law, vgc, Abbe+'town, CA5 4RE BEXHlLLl Need contact with roleplayers in E Sussex 
Book Sale Most SFlfantasy. Tel Mark 0386 792733 f15 ono. Bristol 47471 eveslweekends. desperately. Contact D Wilton, 7 Windsor Road. 
2-8pm. Available until end Feb - very cheap prices. Froody Zlne wants almost intelligent contribu- Bexhill. 

tions/artwork. Statis-Pm Footbal PBM starting. Write 
Character Drawing in full colour send £1 + address to Andrew Meek, 33 St John Avenue, Burgess Hill, DM and DBD play.n in Selby area, We + character details to TFisher, 3Alpine Rise, Thorn- Sussex, RH15 8HJ. 
ton. Bradford 8013 3NA. somewhere to play. Please contact Andrew 0757 

630127. packs. Extended booklist includes Tarot, 
astrology, astral projection, divination, hyp- 
nosis, psychic development and mental 
awareness, magic and mysticism, earth 
mysteries etc. See our new rangeof pendulums 
and books on dowsing, Ley lines etc. Many 
specialoffers for Christmas1 Colour Catalogue 
£1 (refundable with first order). The Tarot 
Workshop, (Dept WD11). 17 Kiln Lana Hadfield, 
Hyde, Cheshire, SKI4 7AU. 

TRADE ENQUIRIES WELCOME 

Swap: D&D rules; Dungeon planners 1, 2; FF 1-18; 
Sorcery 1-4 for 2000AD albums, back progs, 
annuals, figures. magazinesetc. Terence (93) 651630 
( e v e n i n g s )  with standard price of 25p each. For our free 

catalogue write to: Capr~corn Figures. 186 
Botley Road, Chesham. Bucks. HP5 1XT. 

Wanted: articles, artwork, scenarios, cartoons, 
stories, paper, ink, for new fanzine. Free copy if 
published. Send to MCDHM, 23 Elm Close. 
Amersham. Bucks HP6 5DD. 

CLUBS 

Notices are free up to nine lines length, If drawn up 
to standard format /locarion, name, games, time, 
place, comments, contactl. Extra lines cost £ 1.40 + 
VATper line. 

For Sale D&D f 5, T&T £ 5. FF 1-16 £20, Battlecars & 
Bikes f10, Warhammer f10, Apple Lane f 5, Scorpion 
Hall £5, SoloQuest 1 f5 .  Mansfield 557392. HELP 

Urgently Required. Any Cthulhu supplements in- 
cluding scenarios, campiagns and figures. Will pay 
reasonable price for good con items. Tel Mark 101) 
546 3495 evenings. 

is now here. The first issueof a new RQfanzlne 
is ready for distribution from: Neil Smith, 64 
John Kennedy Avenue. Bilston. West Midlands, 

Contacts, messages, non-commercial adver- D&D Starwd Maniac seeks club in the Bracknell, 
Berks area willing to learn new fantasy RPGs. Con- 
tact Neil Smith on (03441 775232. Early teens 
preferably 

tisements /for free 2 e m  onlyl, wanteds andswaps 
may be advemsed free up to 25 words Longer ads 
w111 be chargedin rhex ennrety at £7 4 0  T VATper 
/me If m u  are under ldand w,rh to nlnre nnnd whwh 

. . . . . . . 
Time: Sunday loam onwards 
Place:NFU Bulldinas. ODD Sow Hill Bus Station 

i i G ~ ~ L i i k O o L  GnraCrinO vdu. ;b; &S obmin t i e  Comments: ~ e e d i e w  members since many have 

Puzzle Calender with cash prize: Purple Rgasus 
Hunt 1987, £5. Also full costume service to make 
your character come alive. Stamp for list to: Party 
Packages, 160 Hearsall Lana Coventry, CV5 6HH. 

conseniof a parent or ginrdiih. A signature is re- 
quired as proof of consent. 

Bournemouth: GM seeks reliable serlous-ish people 
for AD&D campaign. No bellyblasters or 
powergamen. Experience not strtctly necessary. 
Phone 102021 527620. 

gone off to university etc 
Contact: Dave Pashby04012 5941 or Mark Hilditch 
0462860769 

NWAG 11 7-8 March 1987: Northern Virginia Adven- 
ture Gamers announcetheir Second Annual Adven- 
ture Gaming Convention. To be held at the Tyson 
Westpark Hotel, Mclean, Virginia. Events include 
AD&D. Traveller. ICE. other Roleolavina adventures. 

STREATHAM, SOUTH LONDON 
Streaham Sorcerers' Society 
Games AD&D. CoC. Wargames. others 

Cdling all homlddd psychopaths! Players wanted for 
Killer. If you have maniacal murdering tendencies 
then contact Kris. 34 Yaldina Drive. Wollaton. 

Sale: Star Frontiers. Knight Hawks. Greyhawk. Ex- 
pert D&D, Warhammer I Good q ~ a l ~ t y  ana prlces 
Pnone Rebecca 0732 459697. 

Time: Sundays 1-6 
Place: to be arranged 
Comments: New club, players desperately wanted. 
No expertise required. 
Contact: David (01) 674 9289 (evenings) 

boardgames, mlnlatures, and h stor~cal games For 
further ~nformat~on contact NOVAG. 101 East Holly 
Aven~e. Sterl~ng, V~rgmta. 22170 

Nottingham NG8 20A. 

I THUNDERWIND: The MEGAzine I Swap MERP for CoC. Phone Noningham 106021 
726529. 

LITTLEBOROUGH, LANCASHIRE 
Littleborough Xenophobics 
Games: Paranoia. Dredd, MERP, RCl. 
Time: When enough players about lusually Sundays1 
Place: Anywhere possible (players' houses - your 
hnmaca>l 

nwr COIIBCTIOII. let SN14 OLY, ~nngind. W O K  0. C0"TlDUTIOI 
son. 527 Gleadles! 

Warhammer Fans: an army of 3001200/100 25mm Tameside: Wanted GMslplayers to Create from Wanted Penpal (keeper for CoCl to exchange iaeas 
mlnqatures IS yours for £50135118 + f 2.76 P&P Tel scratch an exciting, believable fantaw campaign. All an0 scenarios. Wmte to L~am Thompson. 81 Sutton 
(04031 710750 between 5-6pm. welcome Enthusiasm and BIG ldeas essential Phone park. Dubl n 13. Irelana. 

Idayt~mesl Mrke 061-330-8817. 

..u""". , 
Comments: 16-16 years, no Mutant Commie Scum 
Contact: LX. 46 Labernum Way. L~ttleborough, 
Lancs, OL15 8LS lseno SSAEl 

Flra And Water Issue 3 now out. Contains T&T, 0.50, Skyrealms of Jorune & Burdoth -DL 13 + 14 - Pen- 
PBMs, chat (ie waffle1 and lots morel Only 60p for Swap OA, Basic and Expert D&D (with modules) + dragon Campaign and players for a group in SW 
86 pages! Available fmm Andrew Hill. 'Brambles' 5a RQII for Battletech, Star Trek supplements. GH or London needed: fordetailson swapsetc. Ring Damon 
Echo Barn Lane. Farnham. Surrey, GUlO 4NL. Paranoia, Ring Michael. Belfast 712907 after 6pm. 01 947 4766. 

FARNHAM, SURREY 
The Fanham Wargames Club 
Games: 99% BoardNYargames. 1% Anyfhing 
Time: Every Sunday, 2-7pm lishl 
Place: Players' Homes 
Comments: No fee. Average age 16, but all welcome, 
both MIF. 
Contact: Alan Grimes. 25 Penfold Croft, 102521 
711076. 

For Sale - miniature lead figures. Send SAE for 
complete price list to: Malvern Miniatures. 7 
Church Road, Malvern, Worcs. 

Swap: D&D Basic. Expert, Companion, JD, GH + Magic User 1121, seeks Penpal. Any race, alignment 
modules, MEupfor cot,  ti^^ lnc, D~~~~~ inter. or Sex. Please write soon to The Tower of Calios 
national. Phone Peter 0292 70792 after 7 ~ ~ .  (Arch-Magel. 191 Templeville Road, Templeogue, 

Dublin 12, Ireland. 

Fantasy Figure Painting Service. Send £1 and 17p Tom Tyler! I have lost your address. Please AD&D Plsy.r (16) seeks club in Norwich area willing 
stamp for sample and prices to R Rees, 62 Dickens Send it to A 61 Unzee N8 7RG to learn other games Contact Steven Bell, 102 
Avenue. Corsham, Wilts. for your free issue. Ormesby Road, RAF Coltishall. Norfolk, NRlO 5AJ. 

BOSCOMBEIBOURNEMOUTH 
Bournemouth Berserkers 
Games: A large AD&D campaign is run, plus bring 
and play, also a live RP subclub. 
Time: Friday 7.00 - 9.00pm 
Place: Boscombe Community Centre A n  Room 1 
Comments: New club, all welcome, especially 
females 
Contact: Paul Ellis (DM) Bransgore 73062 or Chris 
(Organiserl Bournemouth 431612. 

For Sa*: Hex paper in pads of 50 sheets in sizes 5. WantedlewapAD&Dor buy, the following: Roll sup- Dr Who PBM. Anyone interested) Send ideas com- 
10mm. Also charactersheets in pads of 50suitable plements, CoC supplements, Stormbr~nger, Lands of ments, or lust name and address to Murray  wing. 
for use with all aspects of AD&D. Price is f 1.50 Per Adventure, Thieves World. C&SII. FH. Phone John 93 Sackvilie Gardens. East Grinstead, West Sussex, 
pad. Send each with order to Mr A J Mathews. 438 (evenings) Cromer 511559. 
London Road. West Thurrock, Grays, Essex RMl6 

RH19 2AR. 

1AR 
Fight for the Glory of England. Relive the reign of Helpl RPGer seeks club in  Korkcaloy, 
Eowara II. We need soldiers and lad;es. Golden Lions G enrotheslDunferml~ne area. Contact Derek 105921 
of England. Chapel Farm. Sancton. York YO4 3QP 267739. Wil play anvihlng. Play Vesuvlan, Land of Jade PBM 

Fast return rate, detailed returns, vast magical 
land to explore with a party of 6 characters. 
Future turns: f 1.20. Special offer: start up on- 
ly £3 including first 3 turns, a saving of £2 on 
normal. Chequeslwrite to V Napolitano, Vesu- 
vian, 48 Ledgers Road. Slough. Berkshire SLl 

SOUTH LONDON 
Dragons on the Hlll 
Games: We'll try anything 
Time: Wednesdav nights 

Gamer in the wilderness (20) seeks anyone near Wanted: Mint 'Comics Feature' Nos 1-38 and 40. 
Elgin, Lossiemouth, into Car Wars, RQ, Traveller, but HW 400r 5O'Heaw Metals'or will pay cash. Moon, 
will learn anything. Andy bwrey, EES, RAF 4Addison Road. Haverfordwest. Rmbs, SA61 1UEl 
Lossiemouth. Morayshire. 

Place: New Cross SEi4 
Comments: For the more mature Roleplayer 
Contact: 101) 732 7092 

Psnpal Wantedl GM would l~ke to exchange 
scenarios. odeas, new rules.etc on MERP. Contact 
Rlchard Smith 'Prestburv' U ~ o e r  Craob~ck Lane. 

Attantion Cardlff! Haw just moved here. Would like 
to run RQ3 or CoC campaign. Also ~nterested in play- 
ing anything. Phone Simon Jones. Card~ff 398957. 

NORTH LONDON 
Slayers Gulld (New RPG Club) 
Games: MERP, Warhammer, AD&D etc 

White Dwart 39-42 £20. AD&D rule books MM, 
MMII, FF, PHB, DMG. DD, f 3 0  may split. Write to 
Mike Phillips. 81 Bishop Manor Road, \Manor Farm, 
Bristol BSlO 588. 

Time: to be arranged 
Place: Members' Houses, not too far from 
Crouch End 

Swap D&D Expert rule book, module and World of 
Greyhawk for any qualny Citadel mlnlatures. Contact 
Lee on 061 790 8162 

Denemad. Hants PO7 e ~ h .  ' 

- ... - . 
Comments Non-sexetl But stnctly 15+, sostuff the 

AD&D Player seeks clubslplayers In Wok- 
~ng,Gulldforo. Phone Paul IWoklngI 21789. Will GM 
or form Club 11 necessarv. W~lllno to trv almost 

klddlesl 
Contact: Jon 101) 348 0442 after 6pm Omeng Opaations for Alchemy and Astronomy. bar- 

rels and oarges, barbers amd bodyguards, puppets 
and perfumes. roofs and rope, saddles and salls. 

Tlmellnkofter a huge range of MarvelIDC titles - Dr 
Who. D+D. 2000AD. Mad. Star Trek. 007. Blakes 7, 
Avenaers. Praoner. Anderson + Fantasv material. All 

. - .  
anything new1 

RENFREW ARE4 
Renfrew Roleplayers 
Games: MERP, D&D (expanding to others1 
Time: will be discussed 
Place: will be discussed 
Comments: New club, beginners welcome, Age 15+ 
Contact: James 886-6224 

wagons and wine 
K of hos t  dealers' prices. Write for caialogue to 29 
The Downings, Herne Bay, Kent, CT6 7EJ. Stockportl Are there any RPG clubs in the area? Play 

AD&D, woll learn others, please contact Clint Red- 
mod .  5b Barlow Fold. Rom~ley, Stockport. Went& mature penpals by American RPGer, 23, into 

horror, fantasy, superheroes, pulp Contact Carolyn 
Cason, 17201 King James Wy 201. Gaithersburg, 
MD 20877, USA. 

ing out SFIfantasy at half price (new review 
copies mostly). Strike a blow against your brain 
cells: send SAE forcurrent list. 94 London Road, 

Wanted: WFl-10 DWl. 18. 21-23. 25. 27, 28. 
Reasonable prices offered. Contact Simon Ph~pp 23 
Milner Road. Finedon. korthants. NEWTOWNARDS, NORTHERN IRELAND 

Newtownards RPG Club 
Games: AD&D. RQ, JD, GH, GB, Stormbringer, 

Cambridge: Players and GMs wanted urgently for 
regular midweek sessions IAD&D, RQ). Venue in 
North Cambridge. Phone Kevin Middleton now 
(02231 323581. AD&D In Ipswkh. Group (aged 15-171 needs more 

players to play at least once a week. Contact Philip 
on lpswich 721711. RPGs, figs, etc -phone Bangor (NII 462302. 

--- -.- 
Time: tba (at least once a week) 
Place: tba 
Comments: New players needed. 16+ malelfemale 
Must have sense of humour 
Contact: Mark (02471 817388 Mon or Wed after 

Wanted Desperately: Female AD&Ders for small, but 
fun, gamlng group Contact Kayen Telva, 210Magee 
Ave. Rochester. NY 14613-1115. USA. Sense of For Sala - Wargames. SAE P Ball, 9 Wimbarley Way, 

S Witham, Lincs NG33 5PU or Tel057283 758. 
Want& The Fantasy Trip RPG booklets and also 
Aftermath RPG. Phone 105631 32760. humour needed. 



Soviet troops a ing In your bomb) .,- ' ,  

town. In this, its darkest hour,) ' . 
America needs heroesj 

-. lay ' le rble x~f an American 
'rn fighter, desperately 
~trugglzng to free your 

crud mden of k OF FREEDOM :' 
Soviet 

%e fate of 
rnerica L in 
your- hands, 

ROLEPLAYING IN 
a 2CUPIED AMERICA 

"Waging Guerrilla War" - how to 
fight the Soviet occupation: the 
methods and objectives of the 

American Resistance. 
round Material on 

ca fell, the organization 
iet society, and 'how the - 

Soviets plan to 
remold America. 

bles of Organization 
and Equipment for 

' the American 
Strategic Direction 
- the Soviet dc- 

h cupation forces. 
H Campaign 

development - 
creating a setting, 

charaqer 

For 2-6 Players 
td Gc nemaster 

- .  . 
exclu&ely.byGaAhrlES WQRKSHOP. 4vi@hble.4mm all gwd 
dl-&- ~kMEsjWQRKSH0P'MAI , WEWFQM 
M, NGlfkSW, poart free h tAeU.K. 



8 NEW LEGION 

FOR THE COMPLETE 
Weapons choice: SELECTION OF GAMES & 

METAL FIGURES 

over f 2.50 add 10% 

Open 9.30-1.30 and 2.30-5.30 
Closed on Mondays 

Stockists of 
DUNGEONS&DRAGONS 

Most RPGs and Supplements * 
* Wargames * Fantasy Games 

* Science Fiction Games * 

Send Stamped Addressed Envelope for details to:. 

GAMES SHOP 

HEROES 
Miniatures 

7, Waverley Place POST & PACKING RATES 

Worksop, Notts. 30p minimum, 10% over f3.00,  
post free over f 2 0  unless stated. 

Tet (0909) 4761 28 Overseas 60% air mail, 15% surface. 
Games Workshop, Citadel, Games 

(of Liverpool), Tabletop, Skytrex, 
TM Games, Denizen, Torchlight, 
Flying Buffalo, Standard Games, 

and many more. 

Dreadnought Armour70p f 1.75 
161 0 2  Law Officer on bikef 1 . 4 5 ~  LB600 pohe-ned ~ O P  

The Master ~ O P  Brigadier BOP 
Unit Troopers 
(choice of 3) 80p each 

NEW Yeti f 1 . 3 0 ~  

ONLY E 2.20 (+  30p postage) AMERICAN FOOTBALLERS 30p each 

20mm Infantry suitable for 
Twilight 2000 game 

PAF4. Center 
PAF5. Linesman 
PAF6. Outside Linebacker SEND SAE for list 
PAF7. Inside Linebackerlcornerback 
"Metal Miniatures are not toys and are not suitable for children under 12 years of age. 



A Grim World of Perilous Adventure , 

Enter the realms of Warhammer Fantasy Roleplay - an exciting world of 
epic adventure, matchless treasure and sudden glory! 

Warhammer is all set to become the complete fantas games system you Y alwavs wanted. Alreadvthere is the Whammer Batt e rules. the complete 1 
gui& to %-scale fan& combat.  hammer ~antasy~oleplayis a bm- 
plete rolep ysystemin asingle volume, offering aunique character system 

combat system, and a 
coherent system of all this, set against the 

setting for adventure, 

Whammer Fantasy Roleplay is adventure on a grand scale, andagame 
produced to the highest standards. Get p u r  copy now! 

Available from all good games stores or, in case of dif~culty, please contact: 
GAMES WORKSHOP MAIL ORDER, CHEWTON STREET, HILL TOP, EASTWOOD, 

NOlTINGHAM NG16 3HY. 

ONLY 

POSI FREE IN THE U.K. 

FOR & VISA R M  THE IIIIAtLOMWR H4DTLIIES OM ~07781799Q2Uf08462 
, 



Discover the true power of the elements and you 
will find nature as deadly a foe as any monster. 

: Companion 
volume to the 
Dungeoneer 's 
Survival Guide, 
the new AD&D@ 
Wilderness 
Survival Guide 
is the complete 
reference work 
for the realms I 
beneath the sun. 

. . 
' ' With new and 

' expanded rules i 
-1 covering terrain, I 

weather and a . - 
C campaign - 

mapping, the 
wilderness 
Survival Guide 
adds a whole 

'; new dimension 
to the wilderness 
adventure. 

"-7  .a Tm 

I .  * 
TSR, lnc. 
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