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Although you may not know 
(or care, sniff) each issue of 
White Dwsrftakes time to 
prepare. Months go by and 
all that changes is the pile 
of manuscripts shoved 

under the cell door grows higher. If only, once 
in a while, they would 'et me have some bread, 
or a sip of water. I caught a rat once, though ... 
but Greeme Davis ate it. I wonder who won 
the General Election? Was itthat nice Mr Heath 
or that nice Mr Wilson? 

All that aside, you'll find the usual mixture 
of articles in this issue, including the first 
Werhemmer Fantasy Bettie scenario to grace 
these pages in many a moon. We already have 
one or two (or four) more lined up for 
publication over the next few months, so 
armchair generals should keep readingl 

And writing, of course. As you read this there 
is probablv still time to complete a work of 
deathless art and win £1000 in Citadel 
Miniatures in the Ravening Madness 
competition! 

By the way, the hideouslyunsmiling mugshot 
above is a likeness (and no more than that) of 
your hideously unsmiling White Dwarfeditor. 
Pinned to a dartboard you'll find it improves 
your aim no end ... Bah. Humbug. 

v&------- Mike Brunton 
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Blood Royale is the biggest gameGW have ever 
produced. It cornel> in a deep box, and the reason 
for this becomes clear when you open it and all 
the bits fall through your floor: a mapofacould
have-been Europeon a six piece board; over250 
counters showing the armies, trade goods and 
sundry nasty happenings on the map; plastic 

mercantile bonds; character sheets; 
~;"",~g,-'.,o~n~t'''''~;ClS; event cards; dice; and a 

If you like a game with lots 
'.~:~;::;,~components, then Ihis is bound to be 
" favourites . 

So, having had the thing dragged home by a 
train of pack animals, what are yougetting? Blood 
Royale is one of those games where the basics 
are very straightforward, but the complexities the 
players cause in play make it a game thai is never 
the same twice. Each player controls one of the 
ruling dynasties of 13th century Europe. Ag1ance 
at the rules summary ShOWS)(lll thaI in each tum 
players see what has happened to the various 
characters in their dynasties (births, deaths and 
marriages), arrange the financial affairs of their 
country (trade and tams), and then move and fight 
with military forces. The basic ru1es are actually 
very simple. 

So why is there a 24 page rule book? The 
simplicity of the game mechanics hide the 
potential for highly inventive play. The game has 
many of the open-ended possibilities of 
roleplaying. What we wanted to achieve in Blood 
Royale was a game where the basic system was 
very simple. It's the imagination applied in using 
the rules that makes the game as complex as the 
players want it to be. As you campaign to become 
the ruling house of Europe the thing that strikes 
you is the number of times youaskyourself'What 
would happen if...' 

Each time we playtestedBlood R0'ale situations 
came up where an original idea changed the whole 
nature of the game. The rule book tries to pass 
on some of our experience. It also answers 
questions which won'tariseinmanygames: what 
happens if my dynasty dies out; what happens 
when the head of the family dies; what happens 
when I have ground my neighbours into the dust 
and own half the continent .. . 

You need touse your resources carefully. The 
twist in the game is that the wealthiest player is 
the winner. The way to make yourself the 
wealthiest player is to control a respectable 
number of provinces -particularly trade centres. 
And the only way to do this is to conquer them 
withyourveryexpensiveanny. AJdthenyouhave 
to hang onto yournew possessions, marry off the 
family (all those dowries) and maintaina healthy 
cash balance in case of need. Wealth is power. 
Power is wealth .. . 

In Blood Royale many things are possible. It 
is an epic game. partly because it is such a big 
game. It is also a game where the players have 
choices to make and they can tum the fate of the 
game on one inspired decision. 

Paul Cockburn 

WHO WATCHES THE 
WATCHMEN? 
DC Heroes Adventure 
Mayfair Games £4.95 

THE INN 
OF THE LAST HOME 
AD&D/Dragonlance 
Supplement TSR £9.95 
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It wasn't hard to work out that 1M Kb'tchme,. 
comics would give Mayfair Games a few 
problems. Paced with the veryreal possibility that 
this series might go out with a nuclear bang, 
Maylilir havedccided tosetthisadventurein 1966, 
before the Keene Act made vigilantes illegal. 
Doctor Manhaltan is already on the scene, but 
spends most of his time in his laboratory. The 
principal player characters are Nite Owl, Silk 
Spectre, The Comedian, Rorschach and 
Ozymandias. For larger groups Captain 
Metropolis and Doctor Manhanancan be added, 
but these may not work particularly well. 

The plot ofWbo \\atches the Watch.mtn? is 
simple. Someone is kidnapping the friends , 
relatives and other associates of the characters. 
Captain Metrop::llis thinks thathe has theevideoce 
clblackmilitartiIMllvemenr:,fundedbyMoioch, 
the 'Satan of the Urxterworld'. H<M'eVer, the real 
reason for the crimes is more complicated but 
it isn't particularlyhard to guess ... The adventure 
aJso lacks challenge for the chaIacters - there's 
little or 00 chance of any PC suffering injury, let 
alone death. All inall, a pleasant evening's play 
rather than the basis for a prolonged catnp81gn. 

Apa" from the plot , the book consists of 
descriptions eI the important characters of the 
series. Several appear without statistics, which 

As the saying goes, 'All good things must come 
to an end' - but the Dragon1= series just goes 
on and on ... 

This latest r:ifering - a 256-page soft-bound 
book - is subtitled 'The Complete Krynn 
Sourcebook', and at £9. 95 it cenainly looks good 
value for money. However, those fans ofthe epic 
series who are hoping that the book contains all 
the information that should have been in DLS 
Dragons ofM)!Stery are going to bedisappointed. 
Th be fair, there are lots of essayson the history 
and legends of Krynn and its numerous races 
(some of which have already appeared in the 
Dragon), and the devoted OM will find these 
invaluable in recreating the atmosphere of the 
place. 

Unfortunately, all this praisewonhy material 
- splendidly illustrated and presented though it 
is - has been lumped together with an odd-ball 
assortment of DragonJance trivia. There is more 
' information' on the series' heroes (and I thought 
they were f'tayerOwacters), including so-ea.Iled 
'authentic' runic and numerological analyses of 
their persona1ities and backgrounds - needless 

Dungeon Lain is the latest title in the Dungeon 
Hoor Plans range, covering momter lairs in the 
style of DWlgeon Rooms. The boxcontains 12 A4 
sheets (with 15 rooms) of colour floorplans and 
a l2-page booklet. 

The floorplans are of the high standard one 
expects of Dave Andrews and Colin Dixon, with 
added 'scenery': rickety furniture, gnawed bones, 
piles oCstraw, general odd and ends, all of which 
make them more than 'just-another-set-of
floorplans'.1bey include a SCYIer, caverns r.Jled 
with water, ice and magma, a runnel complex, 
a two-sheet A3 cave, and some suitably warped 
environments for creaturesofChaos, plus a sheet 
of linking passages. 

The booklet, like that in Dungeal Rnonu, takes 
the reader on a lighthearted guided tour, 
presenting sample inhabitants and special rules 
for Hbrhammer FanUlSyRDleplay. Thiscould be 
used as an instant dungeon, for example. There 
are aJso two awendices, which increase the set's 
potential beyond that of Dungeon RoomJ . 

The first is a set of random inhabitant tables. 
. Asthepany goesthrougbadoorway, simply put 

is bound to IlIlIIOy ~ who intends to use the 
book as a soun:epack. I was particularly a:nooyed 
10 fiOO tbeJewereDOCbaracleristiixtbeoriginal 
NiteOwI and SilkSpectre, bothelwhom appear 
in the story. 
Themodule~'tinc1udemuchbackground 

infonnation, and apparently assumes that most 
DC tans will alreadybeao.w.re r:itheideas imclved 
in Jfbrchmen am the situation that has developed. 
I would have preferred a complete timeline for 
the series and more data on the technological 
revolution created by Dr Manhattan. 

The pack is at it's best when dealing with the 
motivations of tbe characters, especially 
Manhattan. Althoughbe'U neverbeeasy be easy 
to run, the designers have assumed that be will 
a1most al'Ml)'S be id:e1$Cd in srudying the physics 
of a given siruatioo in preference to becoming 
involved. A good eJUIJllple or this is one of the 
more important scenes from Jfbrchmen 3: Dr 
Manhattan simply stands and watches as The 
Comedian kills his former mistress. Although it's 
still very difficult toroleplay acharacterwith total 
knowledge ofms OWD past and futu.te, the ideas 
here make it possible. They do, however, mean 
that Manhattanspeods much elhis time watching 
the other players do all the won: . 

It's regretablethat theauthorsdidn't deal with 

tbeather 'difficull' characterscltbe series quite 
so efb:tively. The Roncbach eI 1966 isn't entirely 
sane, but isn'tthetotaJly nnhJessfigureweknow 
and love; there's 00 real attempt to portnIy The 
Comedian's totaJ immorality and Ozymandias 
remains an enigma. Although this isn' t the 
complete HOtdrmen sourccpack that I 'MlUId have 
liked, it's a lot better than some previous DC 
material. A132 pages, withmOOerately iargetype, 
it isn't the best value I've seen in roleplaying 
games. On!heather hand, it isn't asdisappointing 
as I'd feared. 

to say, no attemptsaremade to explain how such noway Icanreconvnendthisbooktoanyoneother 
occultchartsaregeneratedorinterpretedl There than Drogonlan~ fanatics and completists. 
is a fascinating section on herbalism and the more 
useful herbs of the land - but no suggestions as 
to how these might be incorporated into the 
campaign or what their effects in tenos of game 
mechanics might be. Then there is the complete 
collection of Michael Williams' 'fine poetry', 
together with all the scores for its accompaniment 
including one piece for Bass voice and that most 
common of instruments - the Bassoonl NCNI your 
gamingsessionscan start and end aroundthe piano 
wid! a good old sing-song of such chart-topping 
favourites as 'Three Sbects to the Wind' and the 
'Kender Mourning Song'. And finally we have 
a whole section devoted to extracts from lib 
Way lan's cookbook, including such culinary 
delights as 'Pizban's Pireball Chili', 'Onome 
Chicken', and 'Gully Dwarf SteW' ... 

You may have guessed that I'm not one of the 
greatest Dragonlance funs, and maybe my lack 
of involvement in the series is the reason why I 
can't see the relevance (or even tbe interest) of 
much of this materiaJ . Be that as it may, there is 

dOWD the floorplan, dice for inhabitants, and off 
you go! You could run a solo hack-Rod-Slay game 
when you don't have any adventurers handy. The 
tables weredesigned fur WFRP, but they can easily 
be adapted for almost any fantasy rpg. 

The second appendix is a complete, specially
written random treasure generator for WFRP, to 
determine what the beasties turve with them. With 
a bit of tweaking. it can also be used with 
Kb'rhammt-r Rmlasy &nle. The system works 
from the creature's profile (50 it can handle any 
Kbrhammer monster, old. new or yet to be 
created) and is designed to avoKi silly results ~ 
a lone Goblin with a Sword of Killing An}Thing 
That Moves +99. 

If you use floorplans, Dungeon £oirs will 
definitely be a \o\urthwhile addition to your 
collection. Even if you don't , it might be wonh 
a look - the sampledungron is readily plunderable 
for ideas, and the supplemental WFRP mareriaJ 
might be useful if you OM that game, 

Gmeme Denis 

r 
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THE FEATHERED 
PRIESTS (CDM4) 
Fantasy Roleplaying 
Supplement 
Integrated Games £8.95 

• 
I'm no( going 10 go through my usuallisl of praise 
and complaint about the Compl~u Dungeon 
Master series. The last of these supplements was 
reviewed in WD86, and)(lU can flick back there 
for what I feel about the general feel of the 
campaign. This lime round, I'm goi ng to 
concentrate on the one supplement. And why? 
Because iI's a cracker, lhal's why. 

Stan by grn.bbing lIle box off the shelf. NO( a 
bad cover, with a strong feel to it, and your first 
view of the lofty pinnacle of Eyrie. If you happen 
to be standing next to a shelf with DeaJh OIl/he 
Reik on it, it might strike you that it looks a bit 
familiar ... You wouldn't have though there was 
a fashion in castle building, wouJd you? 

If you've been collecting theseries, you'll have 
quite a collection of Endless Plans by now, and 
the ones on thissel give you some more specialist 
areas. They're attractive and usable, and thaI's 
abolll asmuchas youcanaskdfloorplans.l lhink 
I prefer fewer smalllocaliOns, but then I don't 
run my games with figures so this doesn't 
inconvenience me, Your average party just isn't 
going 10 get into most of these rooms alongside 
a few bad guys. 

Moreclues, of the handouts variety, a standard 
item in a CDM supplement. The emphasis on all 
these supplements is on Ihe detective school of 
roleplaying, where the cleverness of the players 
will 'win'lhescenario forthem. Not everyone's 
style, but this series does it better than many, and 
the nice touch in this set are the vaguely Throtesque 
cards which are Ihe players' targets. 

TIle summary lable oflhe location, occupation 
and Slats of Eyrie's inhabitants may look a linle 
daunting, but it's a very useful play-aid if you don't 
try to blast through this adventure in one or nm 
sessions. TIlere·s another useful summary - this 
timeofthe various places in Eyrie- on the Screen, 
which also has the plan of the fortresS/village. 
The number one play aid, though, is the A2 map 
of Eyrie, which immcdiatcJy makes you want to 
explore the place. 

OPEN BOX 

All that and a scenario booklet too. Pretty good 
value, hub? And the adventure itself is pretty good, 
although tt echoes the other plots of the series 
with its race against time, find the dues, Henninga 
on the horizon (they're the chief baddies) and big 
reward in theoffing, with a potertial sting in the 
tail. 

But I do like this one, mostly for the setting. 
You should try 10 streich the players, so that the 
exploration of Eyrie takes a long time; I'd even 
alter the timetable by which the adventure works, 
if my players were settling into its routines, and 
making their forays to find the solution to the 
adventure's mystery against Ihe background of 
ordinary events. Ani when the final confrontation 
comes as a sprawling rooftop battle, a truly 
remarkable and visual combat, then you 'II finish 
this adventure well satisfied. This is possibly the 
best adventure play aid for AD&D since 
Ravenloft, with which it shares certain similarities 
in tennsof auoosphere and setting. I'll be running 
it more than once. 

Paul Cockburn 

REF4 - THE BOOK OF 
LAIRS II 
AD&D Supplement 
TSR Inc £6.95 

Those of you who have.seen 7h~ Book of wirs 
Iwill know whaltoexpecl from this package. It's 
more of the same - 96 paperback pages of it, 
presenting 00 less than 65 further encounters for 
you to drop inlO your AD&D campaign when and 
where you like. Again, the encounters are 
classified by terrain type. and eachone has a little 
blockofinfonnatiooatthestartdetailing suggeslCd 
party level, experience point awards, and so on. 
Thereareafewdifti::renc:es with The Bookofwirs 
/, which I'll come 10 laler. 

Seven of the encoonters are for ADd:J) OriouaJ 
Adv~nlures, aid the rest are mainslream AD&D 
- for statistics freaks among you, 52 encounters 
use Monster Manual I, 5 use Monster Manual 
II and one is a mixture ofbotlt sources. The vast 
majority oftheencounters are for leve13-7 panies, 
with a handful going dow"n 10 levelland up to 
level 12. 

The first thing I noticed was the credits list. 

SoLIwasentirely wrinenby JamesM . WaIdand 
Mike Breault, but Book 0( Lairs n boasts an 
impressive credits list, with names like David 
Cook, Paul Jaquays (once onedthe leadin£ lights 
of Judges' Guild - I'm not afraid of showing my 
age ... ), Anne Gray McReady, Bruce Nesmith, 
Jeff O'Hare,. Steve Perrin (one of the original 
RuneQuestcrew), and, as they say, many more. 

First impressions from a quick flip through was 
that this was simply more of the same. Someone 
at TSR saw that SoL I was doing well, made a 
few phone calls to writers and the whole thing 
was cranked out in a few week:s. Onedisappointing 
feature is the artwork - there is ~ry liu.le of ii, 
and almost all comes from old sources, mosliy 
the Monster Manual . Of course, this doesn't 
includethcElmorecover, which is well up 10 his 
usuaJ Slandard - he should get some kind d award 
for drawing so many dragons and making them 
all different. 

But in many WBYS, this second volume is an 
improvement on the fusl- it'scenainly more than 
just a five-minute sequel. The encounters look 
good for the most part, with none of the '876 
Undead' excesses of SoLI. OK, one encounter 
does feature 160 Mermen and another has 100 
Dervishes, but the rest don't go be)ond 20-30 low
level monsters or 1-4 more J>ClWerful ones. The 
encounters struck me as betterplannedand with 
more good ideas than many of those in SoL I. 
This may be a result of having so many 
contributors -even acreative puscan't possibly 
write 3O-odd encoonten, as w.w and Breault did, 
and make each a gem . There are more notes on 
lead-ins and setting up in this volume, which cuts 
down on the OM's preparation work without 
affecting the deploy.tbility of the encoumen - the 
only thing you are constrained ~ is the terrain 
type. BoLlIincludes all the terrain types covered 
in SoL I, plus clouds and other planes. 

TIle first Book of wirs was a good idea, and 
I think Book o/wirs II is an improvement. The 
value for money is good, and if you are running 
an AD&D campaign below 10th level it"s well 
worth lOOking lit as a source of drop-in encounters 
and short adventures, or simply as a source of 
ideas that you can steal and develop in adventures 
you design yourself. 

Gro~m~ Davis " 
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ROBIN HOOD - GENERIC SCENARIO £9.95 
It is the 12th Century, and all England suffers under the yoke of the oppressive Norman invaders. 
Villages are taxed to the point of starvation, and taxed again. Can no one stand up and fight for 
the right of England? Will no-one face the tyrants for the good of the people? Is all hope lost? 
NO! For from the lands around Sherwood comes the rumour of such a man, a man who sees a 
land fit for peasants to do their bit of daily toil and wallowing in the mud without being pestered! 
A man known as ... ROBIN HOOD! This campaign background gives a wealth of detail for 11-13th 
century England, statistics for Robin Hood, his men and his enemies, as well as details on the 
Norman invaders, and town and castle layouts. It has new skills based on medieval English skills, 
and two great adventures with over 50 encounters, described with stats for ROLEMASTER, MERP 
and FANTASY HERO, and readily convertible for WARHAMMER FANTASY ROLEPLAY or other FRP 
games. All this makes ROBIN HOOD a great value campaign pack, all for only £9.951 

GATES OF MORDOR £3.95 
A scenario pack for use with MERP or ROLEMASTER, 
GATES OF MORDOR contains three adventures, in which 
the players must investigate one of the most dangerous 
areas of Middle Earth, meeting Orc tribes, sorcerers, elves 
and one very worried wine merchant! A must for all Middle 
Earth fans, at only £3.95! 

SCARED STIFFS £5.95 
The unthinkable CAN happen - a new company starts up and threatens the 
GHOSTBUSTERS business. But this isn't all, as all over the world the PKE levels 
are falling, and this means NO MORE GHOSTSI Good news this ain't, 'cos if the 
ghosts go, so does your company! Are the two happenings related? (Yup). Does 
it have any connection with the Convention in the sleepy town of Wrath? (Of 
course). Can anything be done? (Sure, but you'll have to move fast!). Scared Stiffs, 
by John M Ford, is the brilliant new GHQSTBUSTERS scenario from West End 
Games, price £5.95. 

WESTERN FRONT TANK LEADER £18.95 
Companion to but entirely independant from the popular Eastern 
Front Tank Leader (also available from Mail Order), this is a tactical 
wargame of armoured conflict in World War II. Using a unique card 
system, you commit your tanks in formations, and must make 
command decisions which must be right - YOU are the TANK 
LEADERI 

M KIT [8.96 
The first in a series of fun 'prop' releases for Call of Cthulhu, this Chaosium kit provides everything 
you need to pretend you have attended literatures most unusual educational establishment, the 
Miskatonic University in Arkham! This shrink-wrapped kit includes a sturdy folder. Student 
Handbook and class schedule, 10 card, meal ticket, library card, and an iron-on University T-shirt 
transfer! Now you too can be a Herbert West, (and don't have to put up with the school meals) 
all for only £8.95! 

Our Trolls are actually fairly efficient at 
processing orders. Please remember to 
include your name and address when 
ordering and ensure that you include the 
appropriate postage and packing charge. 
if any. If you would liketa recelveour latest 
release sheet for games and miniatures 
simply send us a large self-addressed, 
stemped envelope. 

HOW TO MAIL ORDER 

•• k. "'-",..,- to 0 __ ohop lid . 
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Work in Progress 
Death on the Relk is now In type
settlng, and looking good, Houston. 
Adwnce reports indicate that it will ~ 
the sl7.C of The Enemy Witbln and 
Sbadows over BOgenbafen combined, 
boxed, with an 8O-odd page adventure 
booklet , a 20-odd page booklet detailing 
the rivers of The Empire, with luU boat
handling and tt2ding rules, encounter.! 
and so on, a complete castle m:.tp, an 
area map, and much, much mort - all for 
under al~r! 

Work on The Power Behind the 
Throne, the next inst:ilinent in the 
campaign, bas already begun. Power has 
httn wriuen by WO's own bt:lin ~ 
spuiaJist, C:ul Sargent, and will ~ set in 
the city of Middenheim, :and featuring 
violence, skullduggery, corruption in 
high pb.ces .. . md Snolling football! 
~tch this space for further det2J.1s. 

And not comeDt with that, yet a 
further insraimenr in the campaign is 
under way, from the world-broous pen 
of the world-famous ~n Rolston , who 
has bttn ch:linro to a spare desk in the 
Design Studio for a couple of months. 
Ken's previous credits are impressi~ to 
say the least - he's worked on Ghost
busten, Ghost 'Ibasties, Paranoia , JUSt 
about n-ery Paranoia adventure, 
Lankbmar - City Of Adventure, CA.2, 
GAZ2, GAZ4, 1M3, Superworld, Black 
Sword, Stealer Of Souls, Borderlands, 
Pards, Big Rubble, RuneQuest Ill, Star 
Wan - phc=w! - and that's nOl aJl! He aJso 
writes a monthly revic=w column for the 
Dragon, and is generally a majo r world
class game designer. Det2ils of the 
WFRP adveruure are sketchy at present, 
but apparently it will take the campaign 
into Kisln- and there will be, to quote 
the author, 'way too many dead guys'. 
KnOwing Ken's previous output, it 
should be a good one.. And apparently, 
Ken will aJso be writing some materiaJ 
for WD while he's here - I didn't catch 
the details, but it was something about 
Mike Brunton having some photographs 
or something. 

'Cl1lsman will soon be gaining a third 
expansion set, written by the game's 
designer, Bob Harris. SW'f in the GW 
boardgames department are sworn to 
secrecy, but judiCiOUS use of the thumb
screws has revealed that it will feature 
'something no apansions set has ever 
had before'. Jervis Johnson's sandwiches? 
The mind boggles ... 

Bz j j I I I t zsplatc/obbedajlobbeda_ 
jlobbedal FollOWing the success of 
Cbainsaw Warrior, Stephen Hand 
(another recent 2ddition to the GW 
design staff) is Starting work on 

THE GRFAT WORUJ FAMOUS 
GAMES DESIGNER. 

KEN ROL5TON. 

Chainsaw '\l2rrlor n . This is not an 
expansion kit, but a whole nc=w !pme, 
with a new board, a new mission, 2nd is 
playable in Its own right. 

Frankenstein continues GW's policy 
of presenting boardgames in the best 
possible taste. Designed for 2-6 pl2yers, 
the game Is one of building a monster 
out of wh2tn-er bits you can scrounge 
from the mo rtuary. graveyard or gibbet ... 
or collect while fresh , thanks to 2 little, 
errr, murder - but someone h2S to make 
these sacrifices for Science. Such 2S the 
chid of police: 'One does not easily 
forgel, Herr Baron, an arm ripped out 
by tbe roots .. .' One im2gines nOt. Once 
you've gOt the bits it 's back to the 12b 
2nd the embroidery needles, Then 
you've just got to sew the creature 
together and wait for a stonn, aJl the 
while 2vOiding going too mad (the 
2sylum awaits); Igor drinking the 
pickling alcohol; chunks of body rotting 
before you em use them ; or said chunks 
coming to life and attacking you! Cert:lin 
torsos are particularly resentful, 2S 
Graeme D2vis, co-inventor of the game 
with Mike Brunton , will testify .. , This 
game is great fun but very. very silly, 
Ach, use bo)'5 are slc)c, 

Once Upon A Time .. . 
Bob Malin was head of retaJl for Games 
Workshop (Hooray!). Then he beame 
head of rttail for ViIgin Games (Booo!). 
Now, he's rejoined GW (Hooray!), in 
what is described 2S a 'pivot:li' position, 

Other additiOns to the list of GW 
pixies include Bil (:lka Bill Sedgewlck) of 
Gobbledlaook f.une who now has, 
among other things, input into the way 
White Dwarylooks. Can'l see any extra 
Goblinz tho ugh", The other addition 10 
GW's Design staff whose name has 
2ppeartd recently in Ihese pages is Pbll 
Lewis, photographer, seer, bon l 'IVlInt, 
and all-round good egg. BUI W2lt, there's 
one moret Forest Balter is the new head 

honcho (OK, Chief Executive Officer) of 
Games Workshop US. 

All Mod Cons 
Moden2, home of Ferrari cars, will play 
host to italy's small-but-growing games 
hobby on September 18th-20th, when 
Mod-Con 87 takes place.. Events will 
include an AD&D championship, a 
Diplomacy tournament, and 2 game 
entitled 'I SignOri del C2OS' (Lords of 
Ch2os). Hmm." sounds like just GW's 
sort of thing. For anyone thinking of 
jetting over, BoJogru airport is a mere 
30km away, 2nd for further details 
contact Guido Tremazzi, c/o Orsa 
Maggiore, Piazza Matteotti 20, 41100 
ModelU, Italy. 

The Gook Competition 
'Wul wodda lodda ruggin Idevadix wi 
goddout derer' was the immediate 
reaction from the inimitable GobUn on 
being confronted with the unlikely, 
unlm2gin2ble, or unprinuble situ2tions 
he W2S [0 bee in the stack of 
'Gooketition' scripts. 

'I'm ofl t 'thu zoggin bog!' he added, 
which was quite 2pt te211y, since 2 fair 
propOrtion of the entries were decidedly 
SC2tOIogical (well , look it up in a 
dictionary. then .. ,), Other popular 
subjects ranged from Gook in Blood 
Bowl (unlikdy) to Gook in lo~ 
(unimaginable) to Goak In other 
(unprintable) situations, Giles Griffith , 
you 're a sick man - get some therapyl 

E~ntu211y, a winner and runners-up 
were selected on their merits as 
complete scriptS and Gooldsh character, 
as well 2S six honourable mentions for 
panicular scenesljokesIGooklshness 
which made us grin, Prizes will be 
winging their W2y to their warped 
crealors 2S soon 2S Bil has drawn them, 
and will also 2ppear in WD. 

And now, the winnq-s: 

A winner! Bdan 'Will' Thmer (you 
guessed it - toilet humour!) 
Neerly Winnecz: H2dmar ~iser (and we 
thought Austrians were sensible!), 
Gregory David, J, S, Herbert, Neil 
Cocker and D. F. Shaw (the old gags are 
the best), 

Gooldsh Grinz: Michael Robinson T 
Uppington, Mark Pounds2Ck, Juli2n ' . 
Merriman, Dominic Camus, 2nd A. 
Nonymous (,,'; Ich & fleafur _ giz yer 
name, eh?). 

Gook would like to say 2 big 'Zog 
Off!' (,Thank you very mUCh!') 10 all 
contributors, Keep bmgin dem bonca! 
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' •• er is Weal.1a 
Mighty armies will march. vast fortunes will be 
squandered. and families will rise and fall on a 
crest of blood -but only you can decide whether 
your dynasty will succeed. To be the most 
powerful of monarchs. you need money. 
Money to raise armies. money to bribe enemies. 
money to pay for the marriages of your children. 
You are the head of a powerful Dynasty. ruler of 
one of the great Kingdoms of Europe. 
Ranged against you are equally powerful 
monarchs. with the same aims - conquest. 
trade and a secure dynasty. You will have 
to use treachery. double-dealing. power 
politics and open warfare to make sure that 
your Blood Royale rutes Europe. 
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ullity 011 mish.Jp 
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By PhU Gallagher, Jim 
Bambra &. Graeme Davis. 

~ 
he heart·stopping 
Enemy Within camp
aign continues in this 

extended boxed adventure 
pack for Warhammer 
Fantasy Roleplay. It includes 
a special WFRP Rules 
supplement, detailing river life 
and travel in The Empire, and 
providing a complete trading 
system. Packed with a 
plethora of maps and player 
handouts, it plunges the 
adventurers into a life and 
death struggle with the 
horrors that lurk beneath The 
Empire'S placid surface. can 
you root out this foul 
corruption, or will you become 
its latest victim? 

Availabl~ in July from all wIOd 
games srcres 0\' In case of dif&uIty 

please contact Games 

v.orkshop. O!ewwn Street. 

Hilltop, Eastv.ood. 
Nottingham. 

0016 JHY. 



HoHday Reading 

I don't know what you lot read on your 
holidays, bUI I can make exclusive revelations 
about mine: another stack ci blasted review 
copies. These were scanned in the alien 
atmosphere of SncMdonia, where one travels 
by exotic conveyances like bw.r or tacsi, and 
there are few gaming opportunities outsKie 
the impenetrably named cwn golf! and club 
snwcer .. .' 

According to those who take awards 
seriously, Orson Scott Card will win several 
with Speaker for tbe Dead (Century 415pp 
£Kl.9.5). This ambitious sequel to his popular 
Ender's Game has lots going for it. A 
pleasant read; a deadly bio}ogical and anthro
pological puzzle (what's the life cycle of the 
primitive alien 'piggies' wbo apparently 
torture to death anyone who nears the truth?); 
religious/humanist frictions which for once in 
SF aren't embarrassingly one-sided; some 
genuine hate, fear and compassion. 

What keeps this from being a fme book is 
the sense of slipshod construction. There are 
too many plot devices: a sentient computer 
network called Jane is unnecessary to the 
main action, and irrilates by (a) irmnediately 
penetrating the alien mysteries; (b) Ireeping 
them dark from both hero and reader for no 
better reason than maintenance of plot 
tension. The biological riddle has one of the 
all too standard SF solutions (you know, it 
turns out that A metamorphoses into B, or C 
is symbiotic with D, or E is despite appear
ances just a pet of the secretly hyper
intelligent F. .. ) and goes O\Iet the top with the 
gross improbability of a completely alien 
gene-unravelling virus which can infect 
humans. Most annoyingly, hero Ender 
Wiggin bas it a1l1OO easy. He's so damned 
'oWnderful that other charaden;' lifelong 
personality problems dissolve after mere 
minutes of his presence. Despite token guilt 
at his genocide of the sensitively named alien 
'buggen;' (previous book), Ender never 
suffers for his lriwnphs - even though Card is 
strong on suffering for everyone else, and 
happily cripples a young boy to add needless 
excitement to the finale. I was impressed by 
this thoughtful SF adventure, but with 
reservations ... 

Alien biological puzzles include the strange 
symbiosis of Lany Niven, Jerry Poumelle 
and Steven Barnes in Tbe Legacy of Henrol 
(Gollancz 3.52pp £Kl.9.5), where life seems 
easy 00 Eanh's fin;t alien colony. 'Tho easy. r 
don't like it; says (approrimatel.y) one macho 
character: sure enough, giant superpowered 
flesh-hungry newts are soon on the rampage. 
Despite initial losses. resourceful humanity 
hits back with giant supel'JlOl"ered flesh
hungry newt guns, only to run into a predict
ably unexpected ecological ~-trap. 
Despite the resuJting thrill of tens of 
thousands of superpowered flesh-hungry 
newts intenninably assaulting Mr Macho's 
survivalist stronghold, I was tolTl'\ented by the 
nagging thought that this would have read 
better at one-third the length. So it goes. 

Your reviewer has enthused 100 often about 
Robert Irwin's The Arabian Nightmare 
(Viking 282pp £10.9.5), that fantasy of a dark 
dream-Cairo which achkves the erudite 
fascination of The Name of the Rose with less 
neat explicability and more wit. This fin;t 
mass-market appearance, fittingly illustrated 
with 19th-century lithographs, is very 
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welcome. Likt:wise The Limits of Vision 
(King Penguin 120pp £2.9.5), Irwin's equally 
deranged exploration of the metaphysics of 
dirt. 

From the original pubJishen; of The 
Arobian Nightmare comes 1be llIumlnation 
of Alice J Cunnlngbam by Lyn Webster 
(Dedalus 306pp £9.9.5); an imaginative fin;t 
IlO\ICI which uanslates uncertain states of 
mind into an actual fantasy 'place' where the 
heroine seems trapped. Alice - significant 
name - manages to come to terms with life in 
fantasy and reality. A well-written and witty 
book which I enj~ without deciphering all 
the allegorical bilS. M~a culpa. 

The Hour of the Thln Ox (Unwin Hyman 
l86pp £9.9.5) is a second novel from Colin 
Greenland, who writes impeccably, paints 
some colourful settings, and 'oWrks at a more 
interesting technological level than most 
fantasy authors: no magic but balloons, 
primitive guns. low-tech biological warfare ... 
After lengthy setting-up exercises, the com
plex tides of war bring together represen
tatives of all three sides for a climatic battle 
of a very unusual nature. Greenland's real 
story begins in the southern jungle at about 
chapter 12, and continues into mystery 
beyond the end of the book: )'Ctl don't think 
there's to be a sequel. ·Odd. 

Academics and refereoce-book freaks 
might 1000e the Science Fiction Master Incla 
of Names by Keith L Justice (McFarland 
distributed by Bailey Bros & Swinfen 394pp 
£29.95), a guide to SF critical mentions 
which would be very useful to anyone writing 
a [)cflnitive Thesis. I looked up Orson Scott 
Card and was directed to what's allegedly the 
only SF reference book to cover him - a 
Gennao one! I'm sure he's in Twenti~th 
Cemury SF l#ittr$, a monumental work 
which Justice never mentions. Despite other 
biggish omissions, the book could still be 
handy in its extremely specialist field . 

Philip K Dick thought Dr Adder by K W 
Jeter (Grafton 252pp £2.9.5) a masterpiece. 
its energy is cenainly impressively horrific, 
confronting the most unpleasant plausibilities 

of future surgical tampering used 10 gratify 
yucky longings. Do you have the hots for 
amputees, or ladies with teeth in hideously 
unexpected places? Dr Adder can arrange it. 
Whether these things nud to be confronted is 
another question: I was glad I didn't confront 
them until several pints after dinner time. 
Jeter forces sympathy for Adder by pitting 
bim against someone supposedly viler still, 
an immonal Moral Majority type whom 
Adder (now converted to a cyborg e~tion 
machine) meets in a final electronic duel 
which introduces an SF first - computerised 
pus. This one will ooze and oot.e. 

After scrubbing my page-tUming tingen; 
with DeIlOI, I auacUd a heap of GoUancz's 
new '\{]SF' paperbacks. ADgel with the 
Sword by C J Olerryh (VGSF 300pp £2.9.5) 
is a nice atmospheric melodrama set on 
sleazy alien canals, with a likeably rude and 
scruffy heroine. 11 zips smanly along to an 
inconclusive ending on p2.50: the last fifty 
pages are superfluous appendices, maps, etc, 
indicating noI merely a sequel but consid
erable cheek. Cherryh is inviting other 
writen; to set stories on this world, so they 
need these background notes, which the rest 
of us could do without paying for ... 

Other \USF launch books include The 
Faeetess Man by Jack 'hnce (206pp £2.SO), 
formerly The Anome: one ci his best SF 
DCJYels, featuring fine local colour and an 
amazingly daft religion, it opens the Durdone 
trilogy (whose later books are inferior). 
MlsskKl of Gravity by Hal Clement (203pp 
£2.SO) is a 'hard SF classic' - that i, despite 
being unbrilliantly written with all-ton-human 
aliens, its background of life under a crushing 
'XX) gravities is most ingeniously imagined. 
Heginl by Greg Bear (ill"" £2.95) is this 
now celebrated author's fin;t navel, an 
odyssey across a weird world which is 100 
complex to be explained other than in a 
chapter-long lecture: mindboggling fun. 
Nigbt W,v,lk by Bob Shaw (l88pp £2.50) 
explores this author's fruitful fascination with 
eyesight as the helpless, blinded hero invents 
a strange wry to see, escape his capton;, and 
save the universe. 

Greenhill's \\Orthy series ci SF/fantasy 
classics will reportedly eod soon, poisoned 
by the fangs of inadequate library funding. 
The BUDd Spot by Austin Hall and Homer 
Eon Flint (Greenhill25.5pp £8.9.5) is that 
strange phenomenon, a novel popular in its 
day for reasons incomprehensible after 66 
years. You can enjoy spotting the howlen; in 
this dotty pulp melodrama and trying to work 
out what'll happen next, inbnnation quite 
evidently hidden from the authors ... 

Other reissues come from Judith Thrr, 
whose The Isle ol Glass (Corgi 288pp 
£2.50) opens the very literate HoWld and the 
mlcon trilogy of medieval fantasy whose 
final volume I'll be muttering about next 
issue; and Mary Brown, whose The Unllkdy 
Ones (Arrow 426pp £3..50) has some charm 
but urgently needs a leavening of fantasy's 
grimmer side: the unlikely fellowship never 
passes through shadows dark enough to bring 
a contrasting glow to the happy ending's 
pastel colours. 

As holiday relief from the above, I spent a 
101 of time staring al the high-tech anefact 
which Welsh natives call a tel~$ion ... 

Dave lAngford 
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Yet there is one aspect of the game which 
continues to cause controversy among old 
and new players alike - the Cthulhu Mythos 
itself- This anicle will attempt to clear up 
the confusion regarding H P Lovecraft's 
legacy. 

In all of this, I am not putting forward an 
argument for materialism. This is a state
ment of /.t)vecraft's philosophy, and an 
explanation of how the Cthulhu Mythoa 
arose out of it. As a matter of fact, I 
disagree with almost aU of Lovecraft's 
views. That does not mean I cannot enjoy 
roleplaying in a world based upon those 
views. On the contrary, it is refreshingly 
good to be eble to playa game in which the 
very nature of life, the Universe and 
everything has already been decided. 
Combining this philosophy with the 
historical setting of 1920s society 
effectively means that Call of Cthulhu has 
more potential detail than any other 
roleplaying game. It is no wonder that the 
atmosphere comes across so strongly. The 
world presented might be our very own, as 
opposed to a Lovecraftian mirror of it. 

To simply say that Lovecraft wrote horror 
stories would be misleading. You wi11 find no 
ghosts, no vampires, and no werewolves in 
his tales. Instead, Lovecraft achieved 
something truly unique. He wrote horror 
stories based on the non-existence of the 
supernatutall Allow me to explain .. 

Howard Phi11ips Lovecraft was an atheist, 
a materialist and a nihilist. He denied the 
existence of a spiritual world, saying that he 
was ' ..• never a believer in the prevailing 
abstract and batten Christian Mythology'. 

In Lovecraft's day, Science had already 
conflicted with religious belief. Science said 
that Man is not a product of the Garden of 
Eden but of the evolutionary process. It said 
that Man is a complex biological machine, 
little removed from his ancestral apes. It 
said that Man does not inhabit the centre of 
the Universe, but a smatr planet otbiting a 
smatr star in a galaxy of mi11ions of stars. 

This is what Lovecraft believed. He didn't 
actually like the idea, but he bitterly 
accepted it as a logical conclusion to the 
evidence provided by science. As he once 
wrote: 
' ... Life is a hideous thing, and from the 
background behind what we know of it peer 
demoniacal hints of truth which make it 
sometimes a thousandfold more hideous. 
Science, always oppressive with its shocking 
revelations, will perhaps be the ultimate 
exterminator of our human species ..• for its 
reserves of unguesse~ horrors could never 
be borne by mortal brains: 

When Lovecraft referred to Science as 'the 
ultimate exterminator' he was not talking 
about nuclear weapons or germ warfare. He 
meant that, as our knowledge of the 
Universe increased, so wa would come to 
realise that our civilisation and all it stood 
for was without purpose and meaning. A 
society which knew it was meaningless 
would collapse. How could it function if it 
knew that nothing has a purpose? 

To Lovecraft. the 'crawling and miserable 
vermin called human beings' were an 
insignificant speck in a vast meaningless 
universe. He felt that science would 
eventually prove this to be the Absolute 
Truth if we pursued it. His beliefs ate echoed 
in his creation: the Cthulhu Mythos. 



The Fundamental Laws of 
the Cthulhu Mythos 

1. ThAr(l are no 'God' the 'Oevil' or their 
equivalent. There i. no spiritual world 
and no afterlife. Only the matarial 
Univel'$B exists. After death, there Is 
nothing. We cease to exist. There is oniV 
complete oblivion. 

2. The Univen:8 is governed by the physical 
laws of Neture. There can be nothing 
such 85 the 'supernatural', since nothing 
can be above thesB laws. This does not 
mean that ghosts, for example, cannot 
exist, but if they do exist then they must 
be natunll physical phenomena which 
science cannot yet explain. They are not 
'spirits', 

3. All life is simply an accident, en event 
shaped by the laws of nature. The human 
race is 8 random product of evolution. 
There is no such thing as an abstract, 
spiritual 'soul' - consciousness is 8 
cQllection of electrochemical signals in 
the brain. Man is a complex biological 
machine whose existence is without 
purpose or meaning. 

4. Humanity is insignificant to the cosmos 
as a whole. The Universa is so vast that 
the human brain could not begin to 
realise tha immense size of just one part. 
Earth is just one of the planets in just 
one of the systems in just one of the 
galaxies in a universe of countless 
galaxies. 

5. Man is not the only lifefOl'"m. As well as 
the other terrestrial forms of life. there 
are many alien beings of which we know 
nothing. Most of these allen beings are 
so advanced, so vest. so complex, so 
utterly alien that we would have trouble 
comprehending them. Humanity is as 
insignificant to these creatures aa insects 
are to humanity. Cthulhu Is one such 
creeture. 

6. Religious and moral values are human 
concepts, as insignificant as humanity. 
This is simple nihilism. 'Good' actually 
means 'whatever Is beneficial to 
humanity ', and is not a universal concept 
but an extension of the ,,",uman survival 
instinct. Good and Evil cannot, therefore, 
be applied to non-human entitlas. These 
aliens will have their own concepts: 
many Bre simply indifferent to mankind -
sometimes they ki11 us because we are in 
their way, 01'" because their survival 
depends upon it . This is no more 'evil' 
than stepping on an insect accidentally, 
or killing an animal for food. 

Note that in Lovecraft's view God is the 
personification of Good; the Devil is the 
personification of Evil. However, God and 
the Devil hsve no place in his Cthulhu 
Mythos. Instead we have Azathoth, who 
personifies the blind indifferent mechanistic 
forces of the cosmos, and Nyarlathotep, 
who personifies cosmic randomness and 
chaos. 

This is what makes the stories of the 
Cthulhu Mythos so terrifying. Ulvecraft's 
bleak vision holds that humanity is 
insignificant, its beliefs and values 
meaningless. Naturally, human beings find 
this hard to accept. 

The ,hettering rBYeletion of utter 
insignificence and cosmic Indifference is too 
much to take. It is all the more Shocking 
when we are presented with hard evidence 

and the illusions fail. We go insane. 
7he most merciful thing in the world, I 

think, is the insbi1iry of the hUl1llln mind to 
correlate all irs contents. ~ live on II p/llcid 
is/lind of ignorance in the midst of blllck 
seils of infinity, end it was not meant that 
we should VfJ'(age far. The sciences, each 
strtJining in irs own direction, haw hitherto 
harmed us little; but some day the p«ing 
together of dissocillted knowledge will opan 
up such terrifying vistas of reefity, lind of 
our frightful position therein, that we shllll 
either go mad from the revelation or flee 
from the deadly light into the peact! lind 
safety of a new dark age: 

The Call of Cthulhu 

If all of this seems stupid, consider what 
was happening in Ulvecraft's lifetime. 
Darwinism had taken a hold; Einstein had 
presented his theories on relativity; s war 
had been lought with weapons of 
technology. The Age of Science had begun. 

Some people didn't want the Age of 
Science to begin. There was a retreat into 
Mysticism and mystical philosophy - things 
which Science couldn't yet explain. Hence 
the Ordar of the Goldan Dawn, Madame 
Blavatsky's Theosophical Society and the 
impact of Aleister Crowley. 

Esprit de Corpse 
Many people like to use the 'conventional ' 

monsters of horror in their CaN of Cthulhu 
games: vampires.. werewolves, zombies, and 
so on. This Is fine. It doesn't matter that 
these creatures aran't in any the Mythos 
tales - if they work in the game. liMI The 
enjoyment of the players should always 
come first and meeting such 'old friends' is 
bound to be eojoveble. .. for a while. 

It is possible. however, to use these 
traditional monsters in a Mythos fashion. 
You can always come up with a pseudo
scientific explanation if necessary. Lovecraft 
managad this, after all, with the zombie in 
his (now famous) short story Herbflrt West -
Reanimator. The eponymous protagonist 
discovers how to chemically induce life lof e 
sort) back into a corpse. Dr part of a 
corpse. .. 

Perhaps a vampire is really some kind of 
alien being, capable of dreining a person's 
life-force. Similarly, lycanthropy might be 
some form of extraterrestrial virus which 
restructures DNA and cell regeneration, so 
that the victim 'grows' into something rather 
different. The Old Ones in At tha Mountllins 
of Madness are amazing genetic engineers, 
and they might be responsible for eny 

number of supposedly mythical beasts. 
According to the Cthulhu Mythos, they are 
Indirectly respoosible for mankind itself. 

All of the traditional monsters are 
surrounded by popular myth and legend -
and you can use this to effect in your game. 
Legend can be so very misleading. If the 
player characters get the slightest idea of 
what they are up against, yeo can bet they 
will stock up with traditional remedies and 
precautions: silver bullets, stakes and 
mallets, crucifixes, Vials of holy water, garlic, 
wolfsbane. bea, book and candle. .. 
everything bar the mythical kitchen sink. 

They won't then be expecting vampires 
lhat walk in daylight, or Iycanthropes that 
can change into something far nastier than 
a wolf, regard less of the lunar phase. And if 
God doesn't exist within the Mythos, holy 
water and crucifixes are going to be pretty 
useless. As always, investigators who rush 
In heroically will have to learn the hard 
way ... 

... A crash of rhunder shook the cast/e liS 

Dr Van Helsing raised the crucifix, 'Sack, 
spawn of Satan!' 

Count Orllcuia s(rolfed towards the Doctor, 
smiling. 'Actually, I'm an atheist..: 

So where does Black Magic and the 
Occult come into the game? Simple: it 
doesn't. The fundamental principles of the 
Mythos do not allow the occurrence of 
supernatural events, and if the Devil doesn't 
exist in the Mythos, practising black magics 
and Crowleyan rituals isn't going to get you 
very far. 

This is not to say that you cannot 
do things which might be 
perceived as 'magic'. There 
are many things which 
Science does not yet 
understand. For example. 
400 years ago, you could 
have been burned at the 
stake as a witch for making 
voices come from a box; 
nowadays you can turn on a 
radio without thinking. 
Perhaps in 400 years tima 
we will understand 
technologies which 
would presently appear 
to be 'magic'. 

In other words, feel 
free to use lots of 
'magic' in your game. In 
CIlII of Cthulhu we must 
simply assume that 
magic is the manipulation 
of the material universe 
by unknown 'though 



natural) means. Magical power will therefore 
have to come from those who understand it 
- the Great Old Ones, the advanced alien 
races. But why should these superior, 
incomprehensible beings grant magical 
power to mere humans? 

It would be impossible for a human being 
to understand the minds of such totally alian 
entities without going mad. This goes for 
GMs tool It is best to ignore w hatever 
designs or plans the alien might have in 
mind for the universe - this is out of the 
scope 01 a mere campaign. Concentrate on 
what immediately attracts the attention of 
the creature. Assume it has a basic survival 
instinct, and does whatever is in its bast 
interests. 

Consider, for example, the cult of Cthulhu. 
At the time of the game, Cthulhu is 
somehow imprisoned beneath the sea - he 
rit71 lies in a deathless sleep in the city of 
R'lyeh. Possibly because of his alien origin, 
he cannot rise again until 'the stars are 
right'. Although physically trapped, Cthulhu 
can reach out to his worshippers through 
visions and dreams. His immediate interest 
is getting free. 

lesser servants and worshippers are 
clearly useful to Cthulhu: they can carry out 
his will and are unaffected by the stars. 
They are his eyes and tentacles in the 
world, feeding him information and carrying 
out his will. And, of course, there are some 
things which Cthulhu simply cannot do but 
a human can, even though Cthulhu is 
already well served by the race of Deep 
Ones. Their aquatic nature rather restricts 
movement about the planet, so if human 
beings want to serve too, then Cthulhu is 
not going to turn them away. 

If worshippers are granted 'magical' 
power, it is so that they can become better 
servants. As the worshipper delves deeper 
into the sec rat rituals and magics, so he 
becomas enmashed in the service of 
Cthulhu. He may not even understand what 
it is that he is doing or saying to help - all 
he might know is that Cthulhu wishes it. At 
first, the worshipper will feel he benefits 
from the service, he is, after all, being given 
ama:;dng magical power. It does not matter 
that this power can only be used to aid 
Cthulhu. By the time the truth becomes 
apparent, the worshipper will be too insane 
to care. His fate is bound up with Cthulhu. 

Everything must be done to prepare for 
the time when R'lyeh will rise from the sea, 
and Cthulhu will be Great Cthulhu once 
more. Remember, the Earth once belonged 
to him: it wit! belong to him again. What will 
happen to the human worshippers then? It is 
hard to tell. Cthulhu doesn't understand 
human weys. Lack of comprehensive works 
in both directions: it just isn't possible for 
Cthulhu to understand the workings of 
minds as alien (to himf as those of humans. 

When 'the stars are right' and Cthulhu 
does take over the world there will be very 
few people capable of worrying. It is likely 
that he (it) will dispose 01 those who are no 
longer useful. or simply ignore them. But 
Cthulhu isn't a bad old chap really. If you 
have served truly and faithfully worshipped 
with all your sanity I'm sure you will be 
rewarded with the greatest gift of all.. 

He will turn you into a Deep One so that 
you can serve him forever. 

Lovecraft' 5 Writing 
H P Lovecraft was not a great writer. His 
characters are two·dimensional at best, his 
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various protagonists indistinguishable. The 
plots of his stories ohen rely on revelatory 
'shock horror ' endings, or are simply non
existent. His narrative style is atrocious. The 
reader has to wade through adjective after 
adjective of florid prose, where everything is 
'footid', 'blasphemous', 'eldritch' and 
'Cyclopean'. 

It is the content of his stories which make 
Lovecraft special. Recognising that modern 
readers would not be impressed by ghosts 
and the like, he set out to create en erudite 
myth that would convince by its pleusibility 
and circumstantial detail. Like all writers, he 
usad his fiction as a vehicle for his own 
philosophical beliafs. It is through the stories 
thet aspects of the Cthulhu Mythos can be 
glimpsed. 

Lovecraft's only other important invention 
was the fictional Dreamlands setting. The 
stories based upon it are pure fantasy, 
heavily inspired by the similar works of Lord 
Dunsany. One should not confuse these 
Dreamworld stories with the Cthulhu 
Mythos tales. Certainly there are 
connections between the two · inevitably, 
since Lovecraft wrote them all - but the 
Dreamworld is meent to be fantastic. It has 
none of the bleak pessimism of the Cthu!hu 
Mythos. These Dunsanian tales are not 
inferior to the Mythos; they are simply too 
different to compare. 

Many ridiculous errors been perpetrated 
connecting Lovecraft with Black Magic and 
the Occult, claiming that he had some 
'mystical insight'. In fact, Lovecraft had 
nothing but scorn for those who believe in 
witchcraft. Lovecraft's own imagination was 
responsible for most of the spells, books 
and names in his stories. He simply used 
them to colour his work in an authentic 
way. He would repeat these details in other 
stories, thus lending a certain consistency to 
the Mythos. The most famous of these 
inventions must sural V be the 
Necronomicon, a lIideous tome penned by 
the mad Arab Abdul Alhazred. Though 
totally fictitious, many were convinced of its 
existence. .. 

Lovecraft may have become rather 
overrated, but his work is not without value. 
Thera is something remarkable about the 
imaginative cootant of his stories. Though 
not a major writer, he is psychologically one 
of the most interesting of his generation. 

One of the problems encountered when 
trying to piece together the Cthulhu Mythos 
is that Lovecraft didn't always take it 
completely seriously. Tha Robart Blake 
character in The Haunter of the Dark, for 
instanca. was an in-joke for Lovacraft's 
friend Robart Bloch. Similarly, the author of 
Cultes des Ghoules is the Cornte D'Erlette, a 
raferance to August Oarleth, who formed 
Arkham House Publishing and assured that 
Lovecraft's work survived to the present day. 
Lovecraft also encouraged his friends to 
contribute Mythos stories. 

And this is where problems arise. 
When August Derleth composed his own 

Mythos fiction, he borrowed and mixed 
ideas from the Cthulhu Mythos and 
Dunsanian Dreamworld. The result is an 
invented and different crypto-Cthulhu 
Mythos, with a fallen- to-Earth Cthulhu and 
the Old Ones battling with humanoid 
Nodens and the Elder Gods for possession 
of the Earth. 

In these stories, heroic investigators wield 
Elder Signs like crucifixes, often defeating 
tha Old Ones! There is an incident in one 
story where the hero has a bag full of Elder 

uses them to surround a housel 
i tha investigators form alliances 

Old Ones - for instance, the Dr 
Shrewsbury character takes advantage of an 
enmity bat ween Hastur and Cthulhu: he 
gains lots of magic and power and 
knowledge from Hastur to defeat the Deep 
Ones. Why he doesn't go completely insane 
is a mystery. 

This is somewhat differant to Lovecraft's 
stark and pessimistic vision. Needless to 
say, many Lovecraft scholars do not 
appreciate August Derleth's contribution. 

Call of Cthulhu is a game which features 
both Derleth's and Lovecraft's idaas. 
Although the designers claim to have missed 
out Derleth's idea of a 'war in heaven' 
because they felt it weakened the original 
concept, thay have not ignored it. The game 
still contains Dunsanian Dreamworld 
creatures and places, Eldar Signs, Hastur, 
hhaqua, Cthugha, and more. This isn't a 
weakness - on the contrary, the Dreamlands 
supplement means that the players can 
adventure in either of Lovecraft·s worlds, 
rather like having two games in one. 

Whether you choose to play by Derleth's 
dualist black-and-white Mythos or by 
Lovecraft's bleak grey Mythos is up to you. 
Lovacraft's Mythos is certainly more 
powerful, more devastating. Derleth's 
follows a more adventurous style which 
suits large parties of investigators. There is a 
lot of gaming fun to be had from both. But 
it is important that you do choose if you 
want to gat the most out of your game. Tha 
two styles are very different, and it would 
be an inconsistent game which tried to usa 
both. 

If the Elder Gods are around to help 
humanity, this will eventually become clear 
in your campaign - are the player characters 
surviving because they run away from 
hopaless situations, or because they can 
come up with some powerful weapon from 
somewhere? Just why should something be 
turned back by an Elder Sign? Indeed, is it? 

When, in the final, climatic encounters, 
the investigators come up against 
overwhelming forces of horror, they may 
begin to wonder if anybody can help them 

And it would be useful if you knew 
whether there was anybody ... anything 

Simon Nicholson 
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Fumbles In War hammer Fantasy Roleplay 
= . • . • 

by Ashley Dennison with Graeme Davis 
• 4 . . ' -. • • 

The Critical Hits system in Warhammer Fantasy 
Rolepl2y allows characters to benefit from a lucky or 
exceptionally well-placed blow, but there is no provision 
for the opposite situation· where a character gets things 
spectacularly wrong and something rcally catastrophic 
occurs. This short article provides a critical (umble 
system for use in the same vein as the critical hit system. 

Determining Critical Fumbles 
When a character fails an attack roll by rolling higher 
than his or her WS and rolls a double, a fumble has 
occurred. Thus, for example, a Chllr:lCtcr with a WS of 
45 will fumble on a roll of 55 , 66, 77, 88, 99 or 00. 

When a fumble occurs, make a note of the number rolled 
and consult the relevant table. 

TJr!r lOne Jnd two handed \\capons. mcludmg 
r,)lcarm'> 

Roll Result 

11 In a particularly impressive manoevre, you 
manage to bring the business end of your 
weapon crashing down into your own leg (roll 
06: 1-3 left, 4-6 eight). Ouch! Don't forget to 
add your Strength to the attack. 

22 Your mighty blow misses your opponent and 
carries on straight into the ground. Your weapon 
shaners with a hright, crisp crack, and your arm 
is only marginally better off. Lose IO Dex and 
10 I for the next five rounds and any atucks for 
the next round - and hope you have another 
weapon you can use. 

33 Your weapon whistles through the air towards 
your opponent, but lC:l.ves your grasp and flies 
06 yards in a random direction (roll 08: I 
forward, 2 forward right, 3 right, 4 back right, 5 
back, 6 back left, 7 left, 8 forward left). 

44 Having no sense of fair play at all, your 

[/iwtraltd by h~ Knifton. 

55 

66 

77 

88 

99 

00 

..« 

opponent sidesteps a blow which would have 
cut him in half. You are unable to Stop the blow, 
and stumble, falling to the ground. You take 04 
rounds to get up, and while you are down your 
opponent has 2 + 10 bonus to WS when 
atucking you. 
You overreach yourself 2nd almost stumble, 
twisting your ankle in the effort to recover. Lose 
I M and IO I for the next 5 rounds. 
An over-enthusiastic blow misses, and you find 
that you have stretched just that little bit too far, 
leaving you open for a counteratuck. Lose 20 I 
for the next round; you may parry, not atuck . 
Your weapon twists in your hand; you don't 
quite drop it, but you lose any chances to attack 
or parry With it in this round. 
Your weapon clashes with your opponent's 
guard, jarring your arm. Lose the next chance to 
attack. 
Your blow goes wild, leaving you in an 
awkward position . Your opponent will atuck 
first next round, regardless of your I score. 
Your attack is awkward; you need to recover 
from it before you can strike again. Lose 10 I 
and 10 WS for the next round. 

Table 2: fL<;t and Natural Weapons 

Roll Result 

11 

22 

33 

44 

55 

66 

77 

With a loud and painful crunch, the bones of 
your hand/jawlwhatever break. Lose I W; the 
atuck mode is incapaciUted until you receive 
medical attention , and the pain halves all your 
percenuge characteristics. 
Pain flares as you tear some imporunt muscles; 
the attack mode is incapacitated for 06 rounds, 
and even then attacks with only half the normal 
WS until medical attention is received. 
Attacking with more enthusiasm than accuracy, 
you suddenly find yourself on the ground. You 
take D4 rounds to get to your feet , during 
which time your opponent gains a + 10 bonus to 
WS and you may only parry. 
You blow misses you opponent, and the 
momentum ukes you with it. You may not 
attack next round, and your opponent gains a 
+ 10 bonus to WS. 

You overreach yourself and almost stumble, 
twisting your ankle in the effort to recover. Lose 
1 M and 10 I for the next 5 rounds. 
An over--enthusiastic blow misses, and you find 
that you have stretched just that little bit too far, 
leaving you open for a counterattack. Lose 20 I 
for the next round; you may parry, not attack. 
Your blow connects painfully with something 
solid - you lose the use of this Iltuck mode until 
the end of the next round. 



88 

99 

00 

Roll 

11 

22 

33 

44 

55 

66 

77,88 

99,00 

Roll 

11 

Your blow clashes with your opponent's guard, 
jarring your armlleglwhatever. Lose: the next 
hance to attack. 
Your blow goes wild, leaving you in an 
awkward position. Your opponent will auack 
first next round, regardless of your I score. 
Your attack is awkward; you need to recover 
from it before you can strike again. Lose 10 I 
and IO WS for [he next round. 

Result 

As you are preparing to loose: your missile, your 
hand slips and the missile neatly skewers your 
foot. Lose: W points as normal. You must spend 
the next round recovering; if you were using a 
bow or crossbow, you may only move in very 
small circles during that time. 
Your weapon cracks or tears, becoming 
unusable. If you are using a bow or crossbow, 
the tension of the string brings a piece of wood 
lashing back into your face; take a S I hit, 
modified by armour only if you arc wearing a 
closed helmet. The weapon, of course, is 
useless. 
A crack or tear appears in your weapon. Every 
time you use it, there is a 20% chance that it 
will break, with the results described for a roll 
of 11 above. 
Your weapon falls from your nerveless fingers; 
lose: all attacks this Mund. 
Your bowstring or sling breaks, and you may not 
fire again until you have replaced it. 
Your bolt or arrow breaks, or the stone drops 
OUI of your sling. Lose this attack. 
You fail to load properly, and the missile falls to 
the ground. You may load again , firing at the 
beginning of the next round. 
You drop all your ammunition. Unless you waste 
03 rounds picking it all up, your I is halved for 
determining when you fire, for the rest of the 
battle. 

Result 

You hurl your weapon with savage force, and 
something goes snap in your shoulder. Lose 1 
W. You may do nothing but whimper until 
medical altention is received. 
You pull a muscle in your upper back. Lose all 
actions except movement for 04 rounds. WS, 
BS and Do with that arm are halved until 

44 

55 

66,77 

88,99 

00 

Roll 

11 

22 

o 

33 

44 

SS,66 

77, 88 

99,00 

o 

medical attention is received. 
Your throw goes wild. Roll 06: 1-3 left, 4-6 
right. lest your BS again if there is any creature 
in danger of being hit. 
You hurl your weapon and Call flat on your face 
in a single smooth motion. You take 03 rounds 
to get back to your feet, during which time 
anyone att2cking you hand-to-hand gains a + 10 
onus to WS. 
You hurl your weapon and stumble, but do not 
quite fall over. Lose: your next attack as you 
recover your balance. 
You hurl your weapon, lose your balance 
Slightly and spin round in a half-circle, ending 
up facing the wrong vny. Ha.1ve your I to 
determine when you act next round. 
Your missile twists from your grasp at a critical 
momem and falls at your feet. 

Result 

Your parry f:l.ils miserably, and you lean right 
into the incoming blow. Ca.1culate damage as 
normal, then lose: double that number of W 
points. 
You parry with a flourish, but the effect is 
somewhat spoiled as your parrying weapon 
spins through the air, coming to rest D6 feet 
away, or your shield slithers down your arm to 
land at your feet. You may not parry again until 
you have prepared another parrying weapon. 
You parry your opponent's feint, and walk right 
into a haymaker. Thke 1 W point of additional 
damage from the blow. 
Sweeping past your parry, the blow knocks you 
off your feet. It takes 04 rounds to stand up, 
during which time you may only parry and your 
opponent gains a + IO bonus to WS. 
Your feeble parry does nothing to stop the blow, 
which winds you. You may only parry until the 
end of the next round. 
Your opponent's blow smashes through your 
parry, destroying your parrying weapon and 
cutting into your arm for a normal hit. The 
parrying weapon has taken some of the force 
out of the blow; treat your arm as having 1 
armour point against this particular blow. You 
may not parry again until you prepare another 
parrying weapon. 
Your opponent's blow wrenches your parrying 
weapon from your grasp, tearing the straps in 
the case of a shield . You may not parry again 
until you prepare another parrying weapon . 

Ashley Dennison with Graeme Davis 
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GAMES WORKSHOP SINKS TO NEW DEPTHS!! 
Welcome to Dungeon Lairs ~ a fantasy roleplaying game aid from the: peoplf who brought you DungNn 
F100rPiansl 

If you have ever struggled with the description of an Ore lair or a Tron cave just as your players burst through 
the door. then Dungeon Lairs is the answer to your troubles. This set comprises 15 ready-to-use t100rpIans 
of monster lairs and other dungeon feaa:ure:s, complete with rtkety furnirure, gnawed OOIleS and aU the other 
bilS and plcc:es you expect In a truly authentic, lived-In monster lair, plus a sheet of linking passages so that 
you can build your own dungeon complexes 

Dungeon Lairs are produced to the same scaJe and the same high standards as Garnes Workshop's highly 
successful ~ RiJoms, Dungeon F100r Plans and Caverns game aids, and are ideal for use v.i th any fantasy 
roleplaying game. This set comprises a number ofready-made monster lairs for use In your adventures and 
can be used agaln and again. Dungeon Lairs can be combined with Citadel Miniatures to make your advenrures 
really come to ife! 

This set contaillS 10 sheets of fuU-colour, stout card, fIoorplans. comprising the following \airs; 

_sewer -c.oblinoid Hall (2 sll«ts) _TUnnel COmplex 
_Mossy calli' -<lIaas cavern eTree Root C3vun 
. Chaod TtrnpIt eWaItr-1Ilo!d caw eAllCimt TempIt 
_ Ice C3wm - TroD cave _ Chaos n."one RDom .-

In additlon to the IkxxpJans, a spedally-written booklet a1Iowsyou to use tbemstraightaway with Warhammer 
fantasy Roleplay, and Includes random mollSl:er and treasure generation sysrems enablIngyou 10 usciJu!lgeorl 
Lairs again and again. The bookie!: also has BONUS lalr5 ~nted on the stout card cover comprising The 
Spider LaIr, The Magma PIt, and some UnkIng Passages. 

Available from all JOOd gartICI and llobby stockists. Of in cue fJfdifflClllry, direct from: Citadel Miniahlre&, Cbewton StrccI. 
Hilbop. Eastv.ooo:.\, Nouingham, NGt6 3HY. US CUSkJItJefS plea.1o c:onIIIf;t: Garra 'Mxtsbop US, 8920 IIoote lIS. COLUMBIA 
MD2I04S. USA. • 
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({JJnOTES (foR ~!NEwER fES1Alf;fENT? 

And in those days wert' signs and portents, 
and propheryings of woe unto the righteous; 
wherifort'. in the eightit'th ~ar or theft!
abouu, when Q grrOl and rni multitUlh did 
set iud! against the ,"e /Mop/e of Berkshire. 
the wroth of God (or Gotkh:JS) waxed 
mightily, and· I find this very difficult. 
Crislofer tells me his preciOUS books and 
fiche say rna! for high and holy things you 
need the high style. When I try it, the 
sentences will just never end. As for writing 
that here in ~ Berk-
shire there are two hundred and sevenry score 
of the allegedJy faithful, or possibly ten· 
score-and-three-score-and-ten-score. well, 
there has to be an easier way. 

The thing has happened. though, the thing 
he called Molnya. We need 10 write it down 
safely as a myth on the nyle:ms and in the 
margins of these Acid Free Books. So my 
dear Cristofer says. Because it's 100 long after 
the Fall for us to cope with the 'truth', and 
sure enough, I don', believe a word of his 
patchwork explanation. (Squinting at those 
fiche through the burning-glass has burned 
funny patches inside his head. I know, (or all 
his talk about objective Jmoo.vledge). This 
way, maybe, the fear of God or Goddess will 
make our people nicer. Not lhat I can see 
much sign of it. 

From the nonh they came, from ~vil\WJ,\"te 
places and wilderness where sickness yet 
abides, even from &rmingham and the 
Midlands came they; and they were swyer$ of 
men and slayers of ~n, and a fire of 
wroth burned in their hearts, and the black
ness ojmalice ~ in their eyes, and all 
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manner of joul speaking lay like poison on 
their tongues, and in number they were a 
greal multitude ... 'Katrin darling; 1 can hear 
him saying, 'you just need 10 sklp tacking on 
those ands.11lat's the whole trouble; there's 
never any logical place 10 stop. Actually they 
were a sorry sort of destroying bordes, three 
or four generations onward and far too many 
marches through the sick places. We take an 
interest in history, here in Berks· at least I 
do and Cristofer does, and quite a few Olders 
of the County Council even if the rest are all 
obsessed with poCalOeS, rapeseed and chard. 
From the decaying papers and memories we 
put it together: the Army scattered just before 
the Fall as a survival measure and got no 
leadership aftel"\\ards of course, so they 
carried on living off the land - meaning the 
rest of us. For a long while they'd been the 
North's problem. seeing as the South feU 
further (or was fallen on), but now ... From 
the North the news aune b40re them, a 
pilwr of cloud by day and a pifwr of fire by 
night: jour days ' march from our wnd they 
were seen, Inlwo &nbury-mat-\WJ,\", and the 
beacons went up, and the people of Berkshire 
were sore afraid. Round green-shrouded 
Oxford in the Six·Hour-Exposure-Zone, and 
southward and eastward across the Downs 
the betuons jlored high on the pylons oj the 
old Grid, even on the hoiy pylons where once 
had pulsed the glory of 4OO1XJO \lOllS. 

I absolutely refuse to translate 400,000 into so 
many score. Score are bunk anyway. The 
years of our life are three score and ten, it 
says, and though we're nearly the healthiest 
people in the island we barely average half 
that. (The Crab takes fewer year by year, but 
the plagues seem hardier). Cristofer, always 

ready for a pointless argument, suggested the 
years were longer now. The fiche have addled 
his brain. 

Anyone's brain would get addled by the 
stuff written down before the Fall. We only 
have dead peoples' \\-Ord for it that volts are 
things of power which could move: the dead 
images on the screens the simple folk pray to, 
and which never move now, no matter how 
finely crafted by the best of artists, the 
Invader and the Pacman and the rest. Dead 
people can be such liars. When Cristofer 
showed me stories about the whole \\-Orld 
being destroyed from edge to edge, which 
plainly it was not, I asked him bow he coo1d 
believe the others about men on the moon 
(never women, that's a sure sign of patri
archal myth, ell!) or armed machines thjat 
watch us from the other side of the sky. 'I 
have faith', he said in an odd, flat voice. You 
oever get anywhere with Cristofer when he 
talks like that. 

And the people were sore afruid, and they 
called on their Gods, and the Gods of the . 
screens answered TWt. And they went up unto 
the pawce of the County Council, which in 
irs grealness and glory had two uncrodced 
windows and nwst oj a roof, and there tMy 
asked how they should be sav«J; and the 
Older$ looked to each other, and answertd 
not . . 

1 may have to tone this down a bit: the 
council actually droned on at appalling 
length, but there was a certain lack of 
content, as Cristofer failed to make himself 
popular by mentioning. What did he think he 
was, a mere librarian and record·keeper. 



getting above himself just because the 
Curator of Relics (me) let him into her bed, 
disturbing the lofty process of debate, he 
should be out weeding the fields, and so on. 
Poor dear, and him with only one foot, too. 
(Congenital). 

Is it even possible to translate the 
geography of all this imo the High Style? By 
now we'd heard from rabbit-hunters on the 
fringes of the Chiltems that Rickman's Anny, 
scruffier than ever, was lounging its way 
down the old A423 which runs southeast 
from Ox.ford and crosses the Thames at 
Henley. Rickman was the current leader - I 
don't know how they choose their leaders, 
probably ordeal by biting the heads off rats or 
something similar - and he asked nothing 
more from life than free food, women and 
young boys for himself and , where posSible, 
his ragtag foUowers. So the rabbit and rat
hunters reported. We, meanwhile, were in the 
clear patch of Berkshire just west of Windsor 
Forest, at a safe distance from London-that
was to the east, the remains of Strike 
Command HQ at High Wycombe in the 
north, and the western chunks of the county, 
Reading and beyooo, which had paid the 
penalty for making and storing the devices of 
the F31I. Damn it, geography's boring. Cut it 
down to this : 

And those milo snared food in the Chiltem 
Hills told us of the host which came straight 
as any arrow, laying \tWte the small settle
mt!nts and most abominably using the people 
thereof, nor did they spare any by occasion of 
ages, or of sex or of honour, richness or 
poorness, sickness or health. (I may go into 
detail here when the memories have got far 
enough away to blur into blue distance. How 
can people? But it seems they 31ways have). 
And the people were sore afraid 00, we've 
had that twice were smitten with mortal 
terror, for that the evil\tW nigh unto them, a 
score and six kilometres north and east of 
what was the motorway called M4. And they 
said, Who sluJJl aid us now? 

Really those funners fluttered around like 

frightened chickens, the Coucil not excepted. 
We should run 3\W.)' in a unified front, they 
said - at the pace of the slowest, 00 doubt, 
with Rickman famous for vindictiveness in 
the face of games like that. We should scatter 
and hide in the woods - but nobody wanted to 
meet the rabble 31one. We should march to 
meet them, Cristofer suggested disgracefully, 
and fight with our rusty hoes and pickaxes at 
Henley Bridge. 'Who will stand on either 
hand and keep the bridge with meT he 
carolled, and his wooden foot siezed up again 
and he nearly feU over. 

Then he went all serious. 

There was a way, he told the Council, 
while that old hag the Chair Iwittered away in 
a soft undercurrent of sound. Primitive, 
warlike creatures like Rickman's Anny were 
known to be ever so superstitious. Therefore, 
while there was time, let the able-bodied 
minority of the Roya1 Berkshire carry oorth
wesl the most awe-inspiring totem of our 
culture, and place the same on Henley 
bridge, where the invaders couldn't fuil to see 
it and be blasted with supematuralterror. 
QED. 

'Such a suggestion; he murmured while the 
Council members were still stunned and 
silent, 'would of course require pennission 
from the Curator of such relics' 

'Such pennission would readily be 
granted,' I lied. What else could I say? In bed 
last night he'd spent what seemed like hours 
conning me into this, 311 on the ground that 
he had faith in a certain obscure something. 1 
hadn't. 

'The Ark?' said the Chair, wits beginning to 
function. 

My predecessor Marji had explained the 
name to me. The Ark was a before-the-Fall 
thing from a magic31 land far to the west (you 
can believe that if you like), and was 
supposed to help ward off the Fall itself. 
Apparently it didn't, but it remained a potent-

looking talisman, a more-than-mansized 
cylinder with a pointed nose and little stubby 
arms, and the Free People of Berkshire paid 
lip-service 10 its powers of defence. Old 
Marji had su~tituted Ark for the old name 
C1'I4St!, which the then Librarian had told her 
meant a vessel, pot or bottle. A sacred vessel 
was an Ark. Years later Cristofer told me, its 
oomina! keeper, a sort of low priestess, what 
he thought the vessel held. 

'Cristofer,' I'd said in bed last night, 'it 
couldn't? Not another Fall? 

'Impossible. Well, anyway, I don't think so. 
After more than eighty years, if the fiche are 
right, the neutron source buzz buzz plut
onium gabble decay electronics contamin
ation buzz buzz gabble .. .' 

I tweaked him in a certain place to tum off 
the flow. 

'TIlen it won't do any good, will it?' There 
was that story of someone who'd tom the 
heart from another Ark, and found it to be a 
tarnished metal egg, and when he broke it the 
shards had held the worst taint of sickness 
and the Crab, making his settlement another # 

No-Go Zone .. . Too horrible. More 10 the 
present point, 100 slow to halt Rickman's 
Anny. 

Cristofer had told me then about the thing 
called Molnya. When I'd sorted out his 
meaning from the buzz-huzz-gabble (he gets 
drunk 00 those big words), I very nearly 
threw him out of bed . 'Idiot! )bu'd believe 
anything! You found technical diagrams of 
that great ship called the USS Enterprise that 
flies around from galaxy to galaxy ... why 
oot call them iJr help, they're just as likely to 
answer. Honestly, you've been squinnying at 
your fiche records and piecing paper-crumbs 
together until you've lost touch with the real 
world. It's 311 superstition, You can't believe 
in it.' 

'Maybe il is 311 superslition. One thing I 
read in the old records, though, is that some 
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QUOTES FOR A NEWER TESTAMENT? 
superstitions work even if you don', believe in 
them.' 

But he had the good sense not to spout all 
this rubbish 10 the County Council.' The 
Council in tum was slightly at a loss, not 
quite wanting 10 trust its own folk.lore bUi not 
quile able to dismiss it with that word. A 
persuasive fellow. Cristofer • never thought 
I'd fancy a skinny man tv.o inches shoner 
than me, or seven when he stands on his 
other leg. Perhaps there's something in all 
these old books after all . 

And on the morrow they bore the holy A'* 
to the appointed bridge; and a longjoumey it 
was, and griM)US. and mmry fell by the 
wayside in great travail, and many cursed 
Crislofer in their hearts, and grrw faint in 
their faith, and would foin tum bock. along 
the palh whence they hoJ come. And 50 on 
and so forth. A fifteen-kilometre walk is no 
joke. especially in the rain, over broken 
country, taking turns in the ten-person crew 
which carried the dead weighl of the Ark in 
its rope slings. Cristofer bopped with rage 
because he couldn', take a hand, and was 
made even more morose by the weather (l 
knew why), until late in the day the soggy 
grey sky went watery blue with the halting of 
the drizzle. Most of the able-bodied of 
Berkshire were along, some hundreds of us, 
and the mud squelched between our toes. 

We placed our sleek stainless-steel burden 
with more relief than reverence in the exacl 
centre of Henley bridge, and relreated some 
way to wait out the damp night. A few miles 
further, Rickman's Anny was reportedly 
idling. Cristoler alone limped onward to 
them, alone thanks 10 a fil cl sIupid heroics. 

'Be reasonable . Katrin; he said. 'I'm the 
persuasive one. They're so dim, il needs a 
traitor like me to persuade them to do the 
logical thing that's going to totally destroy 
our Berkshire morale: 

'And afterwards?' 

He cocked his head at me slyly. 'Thanks to 
you, at any rate, they can'I possibly deflower 
me.' From the bridge I watched him hobble 
up the A423 into Henley, the fading sun 
picking out the white streaks in his hair, until 
he tumed a comer and was gone. 

And 011 the lIext morow the cohons of the 
ungodly came unto the bridge, and set eyes 
upon the holy Arl.:; and tMy IiJughed. 
Wherefore the hetJrrs of the Berbhire folk 
were made cold as they watched.from their 
camp; and many wen! troubled with doubt. 
And the host of the unrighteous cast from 
them into the 1hames the body of one who 
lacked a left jJot, and again did rhry moM 
merry, and laid hands on the holy Ark of the 
Lord, and marched with it against the camp 
of Berlahire, where all were as if turned to 
stone. And a KQnUVI of that camp cried out-

(That's me. Observe my modesty: 00 

mention of my name in this account, 00 

faithful record of my so-careful timing and 
choice of words, 'Let's get out of here!') 

crim OUl, andjear IWnt through our 
people; they turned and did flee, costing back 
glances 0/ /ear and of dread. Made strong in 
their folly and pride by this flight, thry 0/ the 
Nonh came crying after, and tMy too ran, 
even the twelve men ~aring the Art ran with 
all their migJu, t!wt Berlcshire might be 
utterly discomjitted, cast d(Mltl and destroyed. 

And in that hour the Lord smote the 
ungodly. 

With lightnings he smote them, and with 
thunder she split their ronics; with terrible 
heat thry were consumed and in light 
unbearoble they pen·shed. ret though the 
trees wen! withered, and the gross was 
blackened, the Art lay undefiled amid the 
smouldering dead; nor did!wrm come to any 
person of Berl:shire. 

I must admit, the style works quite 
naturally for the eJtCiting bits. Of course it's 

exaggerated here and there. 1\\0 or three of 
our people had their eyes hurt, pennancntly. 
through looking back at the wrong moment 
(shades of Lot's wife). Some stragglers of 
Rickman's bully ~ escaped 10 tell the nonh 
how" dangerous it is to invade the chosen land 
of Berksbire; while the Ark was, actually, 
rather singed - no longer could you read the 
PERSHING stencil which made Marji's 
Librarian think it was meant for Iran, 
wherc:ver that is. 

It's hard to kill someone as persuasive as 
Cristofer: we found him clinging to a willow
root halfway down the Thames to Maiden
head., still fu lly len per cent alive. 

He perked up though, back in the tent with 
an admiring audience, when given the chance 
10 explain about the thing called Molnya , 
whicb is Russian for lightning. (Librarians 
apparently know things like this) . He garbled 
and buzzed for a while, throNing out words 
like 'orbital weapon', 'solar power', 'satellite 
scan' and 'energy beam' So when the Molnya 
system detected that slu1pe moving cross
country at more than walking pace' . .. He 
shrugged and grinned evilly. 

'Look,' I told him, 'I was there and I don'I 
believe a word of what you're saying. That 
was the wrath of God-or-Goddess I felt on 
the back of my neck, none cl your cheap pre
Fall myths.' 

He was still a mite delirious from the chill 
and the shock, and I smiled on him as he lay 
there, smiled as I o,rould on a fuvourite baby 
who was saying: 'A working artefact from 
before the Fall, yes, gabble buzz priceless 
treasure, absolute proof, I'll get up there one 
day and bring it back to show you. I read in 
the old records, you harness a whole lot of 
swans to a chariot' 

As keeper cl a holy mystel)', I could afford 
to smile. 

Dave Longford 
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The First National Figure Painting Championship 

27th JUNE 1987 IOam-5pm 
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NOTTINGHAM 

11 It 's nearly time! Nearly time to discover the winner of the amazing CITADEL MINIATURES GOLDEN 
DEMON AWARD Painting Competition . The Victoria leisure Centre, Bath Street, Nottingham, is the 

. ~~ venue, and the date is the 27th of June 1987. By now, we're sorry to say it 's too late to order your 
tickets by post, but you can still come down, buy them on the door and thus attend the most amazing 

'" display of nationwide painting talent to be seen this side of Ursa Major (Grootgreedle VII staged the 
:~~ Pan·Galactic Banzai Paint-a-splat Finals around 437 years ago, but as only 2 people in the entire 

~ 
Eastern Spiral Arm of the galaxy can paint figures, and they were the Judges as well , it ended in 

I i~ a nasty little civil war, which rages even to this day)! No such problems for you, though, as once 
at the venue you're assured of a great day, with trade stands, demonstrations, special guests and 

, " 
_.o-~ much more - as well as the brilliant figures displaysl How to get there? From the North, you can 
- ~ use the M1 (Junction 26) or the At A52, or A6. From the South, you can use the M1 again (but 
':f3 hopefully in a different direction), or the A453, A6 or A50/60. Once in the general vicinity, follow 
"'" signs for (reasonably enough) , Nottingham', and then 'City Centre'. Once there, you can use the 
~ map of the city centre provided to find your own way there. There is a car park at the Centre itself,as 
~ ~ well as some side street parking available, but there are also multi-story parks at the two shopping 
I , centres shown, both within walking distance. If you're arriving by bus or train, it's even easier, just 

(. walk from the stationsl .f.I 
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T.32a ~~ 
YORRICK 

4.99 

T.14a 
RAMSKUll 

5.99 

SPECIAL MAIL ORDER OFFER: ................... "., 
(NOTYIIT GENERALLY AVAILABLE) "",~ .... _J 

"ANTIQUE BRASS" PEWTER ALCHEMY ON RJ:AL 
LEATHER THONG WITH SLIDE fASTENER 
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WRENCH .; 

4.50 i¥ .... 
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T.la 

AXE 
5.99 

T .29a 
SALADlN'S 

CROSS 
5.99 

,-

ALL ITEMS SHOWN ARE ALSO ~ 
AVAILABLE IN HIGHLY fQLISHED PEWTER 
SEE ALCHEMY BROCHURE fOR DETAILS 

T.2a~ 
CHAOS 

RUNESWORD l' 
5 .99 1'\ 

T.34a 
NIGHTWING 

BAT 
6.99 

T.7a 
THOR'S HAMMER 

5.50 

T.35a 
CYCLOPS SKUll 

6.99 

T.8a 
CELT'S 
CROSS 
5.50 

AND BELOW ARE SOME REGULAR HIGHLY 

'd 
~ 

" 

f'" fQLlSHW PEWTER PENDANTS a. EARRINGS E.26 

E.16 EARRING 

\ 

CLAWSTONE 

P.26 E.23 (WITH 
SEVERED HAND I THE THE 

STUD ." ALCHE a RUBY RED 

PENDANT MIST 
(WITH EARRING 3.99 

BLACK (WITH BLACK ROSE) 

E.41; ANKH • 
EARRINGS -

3 .99 E.14 
.-/ PISTON 

GUARDIAN 
SWORD 

P.21 PENDANT 
OR 

E.1l EARRING 
3.50 

ROSE) 3.50 
4.99 

FAST 
MAIL ORDER 

• POST l!t PACKING GOp ANY ORDER 

EARRINGS 

f 
3.50 

E.5 

\ 
DOUBLE AXE 

• EARRINGS 
. \ 3.99 J

.'+ '. 
E.13 • 

GRIM 
REAPER . 

EARRINGS 
3.99 

• CHEQUES & P.O.'S MADE PAYABLE TO: 
RIEDER DESIGN LTD. 

• ILLUSTRATED BROCHURE SENT WITH EVERY 
ORDER. OR SEND S.A.E. PLUS EXTRA IBp STAMP. 

- TRADE ENQUIRIES WELCOME-

RIEDER DfSlGN LTD, 1/3A 
5-9BRAUNS~NEGATE 

LEICf.STER. Lf.3 5LH 
TEL: 549182 
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MATTER OF 
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A Dungeons & Dragons Adventure 

By Carl Sargent 
This is a short adventure for 6-8 D&D characters if 
levels 3-5 (a party total if 25-30 levels is about right). 
It can be played as a short one-qff or integrated into 
an ongoing campaign. if you might want to play a 
character in this adventure, don't read aT[)1 further; the 
remaining text is for the Gamemaster on{y. 

Setting up and 
Running the 
Adventure 
Have the party arrive in the village of 
Dorfisdale, a community of some 200 souls 
almost all engaged in work related 10 
agriculture. The firsl thing which will 
engage their attention is a tatty, badly hand
written bill posted in many locations about 
the place, which reads: 

Menne·al-anns and such persones 
URGENTlY requiredjor PRaT'HJ('l70N. Good 
rates 0/ R:{y, Board and ~ing offered. 

/nquere a{ OLlJ MORRiSES FARM. 

After seeing this, the pany may either ask 
directions from a local peasa~, or they may 
decide to try an inn first. There is only one 
inn in Dorfisdale, the White Han, and the 
bill is posted there also. The landlord there 
is Greshan, a Normal Man of Neutral 
alignment. He is 55 years old, S' 10" tall, 
and ponly, with grey hair (balding at the 
crown) and hazel eyes. If the pany enquires 
about possible adventures, monslers, or 
suchlike, Greshan will suggest that they try 
Old Morris' Farm; if asked for further 
information he will say thai there have been 
some livestock losses. This may be enough 
10 get the party on their way, but if they 
want 10 make furthe r enquiries in the town, 
relevant material is given in the &ginning 
the Adv~nrure section below. 

Before considering the plotline, one 
imponant point. All but the most trivial 
NPCs in this adventure have their individual 
appearance detailed, and you should 

the NPCs can be an important clue to help 
the pany find out the reasons for what is 
going on in the adventure. However, don't 
be over-dramatic in describing NPCs and 
don't tell the players things their characters 
wouldn't see - for example, you cannot 
discriminate eye colours or see small fac ial 
marks from fifty feet away. 

The Piotline 
Old Morris actually died some years ago, 
and the farm which is still referred to by his 
name has been owned for the last four years 
by Arvid and his wife Hyrala. Their 
problem is simple - their livestock is being 
attacked and eaten by mountain lions. They 
are threatened with starvation if the losses 
continue. As 10 why this is happening, some 
family history is necessary. 

ArvKJ and Hyrala had two sons; Marris, 
the firstborn, and Wolfane. Marris was 
spoiled and OYer-indulged, and grew up both 
cunning and dishonest, often causing the 
younger, quieter Wolfa ne to be blamed for 
his thefts and deceptions. \\blfane, 
meanwhile, ~ unable to prove his 
brother's iniquity, and reasoned that his 
parents, who seemed only 10 care for 
Marris, wouldn't believe the truth anyway. 
Marris died six years ago in a riding 
accident, and soon afterwards a major fraud 
he had been coveri ng up came 10 light. 
Fired by a keen sense of the injustices done 
to him, Wolfane took orders as a cleric, and 
became an adventurer. A year ago, he 
decided to take his revenge. He tracked his 
parents to their new home and, with an 
accomplice, is executing a plan to ruin 
them. 

describe the NPCs in this detail, adding Wolfane's accomplice is a distinctly evil 
details of clothing and so on. This is female elf. who has charmed him inlO 
because a physical similarily between I'M) of falling in love with her, and who is happy 10 
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go along with his scheme. Between them, 
they have located a group of mountain lions 
and are directing them to destroy the 
livestock at Old Morris' Farm, the cleric 
with speak with anil1UJll spell and the elf 
with a ring of animal control. They 
accompany and direct the lions invisibly, and 
have a secret laif in a hidden valley some 
miles away and a second lair, guarded by 
humanoid mercenaries, closer 10 the action. 

If they acccpc Arvid's commission, the 
pany will be drnwn IOWards the humanoid's 
lair, and final ly 10 the treehouse lair of the 
cleric and the elf. Killing them will deal 
with the problem successfully, but matters 
may be more interesting if they don't ... 

Beginning The 
Adventure 
The pany may wish to make some enquiries 
in Oorfisdale bei:lre (or after) a trip to Old 
Morris' Fann, and ask locals about the 
farm, its current occupants and the problem 
there. The locals are rather surly and 
distrustful of outsiders which is, in pan, 
why they have not helped Arvid much -
although they will not speak ill of him and 
will defend him if the characters smear his 
reputation for any reason. The pany can 
learn from the villagers that the "new 'uns" 
at Old Morris' farm keep themselves 10 
themselves (this is seen as a good thing), 
that mountain lions have been attacking their 
livestock (cows, sheep, and goats) for some 
months, and that it is unusual for the great 
cats 10 be such a menace for so long. Don't 
feed characters with information - these folk 
are xenophobic, tight-lipped, and have an 
average IQ smaller than their boot sizes. If 
the party makes any funher inquiries not 
covered by the information given above, the 
locals will be noncommittal and Unhelpful in 
their replies: '''Appen he does aright, dare 
say" to a query about Arvid's wealth, for 
example. The locals are often known by 
adopted names reflecting their skills or 
habits, such as Old Piggcr and the like. 
Have fun dreaming a few up. 

Apan from Greshan, only one villager is 
note'Mlnhy; this is Liamen, who dwells in 
the only "middle-class" home in the village. 
Liamen is the local representative of 
livestock buyers in ! larger neighbouring 
town, and negotiates purchase prices with 
local fanners. He is 34 years old, a slim 
6'taIl, with auburn hair and pale blue eyes, 
and walks with a slighl limp. The party may 
find him in the White Han talking business, 
or just notice him going about the village. 
by vinue of the sroan and most unpeasant
like dress he favours (black frock-coat, 
white linen shin and waistcoat, fine 
breeches). He is cultured, if pretentious,and 
if characters wish to talk with him they will 
have to sit through an evening drinking the 
finest wines available (at their expense) and 
discussing An - at least for a time. Liamen 
is something of an expen on halfl ing atona1 
music, and is very fond of demonstrating his 
knowledge. H~r, he is also the one man 



in Dorfisdale who Jcnoo,vs Arvid, since he 
buys his prodlce. He can confirm that 
Arvid is in trouble, having lost up to half 
his good - but not outstanding - stock. 
Towards the end of the evening, Liamen 
becomes slightly drunk, and the drink 
loosens his tongue - he says of Arvid "The 
man has always had a posit iYe air of doom 
about him, even when the fann was going 
well," but can give no concrele reason for 
this impression. 

Map 1 shows the location of Old Morris' 
fann, some five miles north-west of the 
village. Exact boundaries are not shawn, 
since certain grazing land is communal 
property. Arvid's cows and sheep are kept 
on the fann - the goats mostly graze the 
poorer pasturage closer to the foothills - and 
all his livestock is branded with an A inside 
a circle. 

As the characters approach the main fann 
build ings, they will be approached by 
Arvid's right-hand man, COOrun. He 
appears to be about 3.5 years old, with 
bushy black hair liberally streaked with 
grey, and sports a short..cropped moustache. 
He has grey eyes, is of medium build, and 
is shabbily dressed. AJthough not very 
bright (17), he is of Law"ful al ignment. His 
speech has only a trace of the local accent, 
and in fact he rTlClVed here with Arvid four 
years ago. Importantly, he is the only 
fannhand who knaws that Arvid once had 
sons, and he believed Ytblfane's innocence, 
instinctively distrusting Marris. He has not, 
of course, ever discussed this with his 
employer. He will say nothing about it to 
the characters either, under nonnal circum
stances, but if charmed and subjected to 
close questioning he might let something 
slip. Cobron will ask the party their 
business, aod then convey them to Arvid, 
who will be in the main farmhouse with his 
wife and daughter. After having food and 
beer brought for the characten;, Arvid will 
explain the problems at the farm. 

Arvid is 46 years old, 6' 2" tall, of 
slightly greater than medium build, and has 
a fine mane r:L curly black hair and green 
eyes. If he is observed closely for even a 
few seconds, a defonnity is apparent - the 
fingers of his left hand are gready fore
shortened . This is a congenital deformity 
which affects only the males r:L the family. 
The left hand is capable of using small 
utensi ls or instruments, but is effectively 
devoid of strength. Arvid will be glad to see 
the party. but is a gloomy man at the best 
of times. 

lIIusfmud by Russ Nicholson. 
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Hyrala is 43 years old, 5' 7" tall, of 
medium build, and has straight black hair 
tied up in a bun. She says very little,and 
has a long-suffering air. Their daughter, 
Christina, is a lively four year old (also 
dark-haired) and is horribly ewer-indulged 
by her parents, who never expected another 
child so late in life. However, she is not 
(yet) a spoiled brat, and nonhuman 
characters will intrigue her. In her 
friendJiness she may do such things as 
inadvertently spill her bowl of rennet over 
them and generally be rather a pest. 

Arvid will inform the party that mountain 
lions have been killing his livestock for 
some six months now. Both he and hired 
hands at the farm have heard the cats and 
found half-eaten carcasses, aOO Cobrun has 
seen a lioness some six miles nonh of the 
main farm buildings. Although in severe 
winters the odd great cat has been driven 
this far south in search of Ibod, it is 
unheard-of for them to stay in the area for 
so long. Arvid explains thai he wants the 
party to patrol the foothills to the nonh and 
to kill any lions they find. Cobrun and a 
pany of fannhands have tried to kill the 
lions off; only Cobrun got 8'Ml)' to tell the 
tale, at the cost of a claw-raked ann, and 
Arvid has come to the conclusion that this 
is a job for trained fighting ~n. The tenus 
are free board and lodging (oo: that the 
characters will be expected to return every 
evening, of course), 5gp per character per 
day, and ~ per lion killed (the tails are 
acceptable as proof). Arvid suggests a 
guaranteed minimum of 10 days employ
ment, after which the position will be 
reviewed. 

Of course, these sums are hardly riches to 
characters of 3rd to 5th levels, but as Arvid 
will say openly, he can afford no more and 
even this will stretch him to the limit given 
the losses he has already suffered. 

The characters may ask funher questions, 
and Arvid can supply the following 
information in response to the appropriate 
queries: 

Stock losses have been most heavy to the 
nom, closest to the hills, but recently the 
lions have even attacked south of the main 
bUildings. Poisoned bait has been tried, but 

the cats have never taken it (this surprises 
Arvid). 

Nearby farms have also lost stock, but not 
on anything like the same scale. 

The cats appear to attack at almost any 
time of day; they have never attacked 
people, save fOr the one time when the 
fannhands went out to track them down and 
kill them. 

Very sman characters might consider that 
the lions seem to be acting in a rather 
intelligent manner, and may suspect that 
they are being controlled, but if this is 
suggested to Arvid he will find the idea far
fetched. If asked wbether he has any 
enemies who might want to see him ruined, 
he will think for a moment and reply 
honestly that he doesn't think so. Both 
Arvid and Hyrala have repressed any 
memory of Wolfane and if a spell such as 
ESP is used, he will not enter their minds, 
even as a fleeting thought. If other detection 
spells are used, the GM should decide what 
information the party might gain in line 
with what has ben given above; for 
example, know alignment will reveal the 
Lawful alignments of Arvid and Hyrala. 

If the party accepts the commission, they 
will be paid in full at the end of lO days. 
They will be fully provisioned at the farm, 
and must then set out nonh tow.lrds the 
foothills . If they ask about trails in the hills, 
or talk 'with Cobrun, then they will be told 
about the nonh-east trail shown on the 
wilderness map (Map 1), although no-one 
on the farm has travelled more than seven 
miles along it. 

Wilderness 
Adventuring: Details 
and Guidelines 
'!errain and Travel 
On Map 1, foothills areas are grassy 
undulating low hills, with occasional rocky 
outcrops; heather, bracken, and small 
bushes cover many hillsides. For the first 
few miles, small groups of hardy goats can 
be seen from time to time. Travel rates on 
foot are determined by the rate of movement 
of the sloweSI character; a character with a 
move rate of 90' per turn can travel 12 
miles per day, one with a move rate of 120' 
per turn can move 16 miles per day. This 
includes rest pauses, meal breaks, etc. The 
pany may consider travelling mounted, but 
only mules will be of any use in this 
terrain, and Arvid can only spare one such 
beast. Also, lions will panic mounts, which 
will flee in terror at the sight of them -
Arvid will point this oul if the characters 
fail to realise it for themselves. Besides 
which, mules move little or DO faster than a 
man on foot anyway. 

The 'trails' shown on the map are merely 
grassy passages through the hills, and are 
nOI regularly travelled. If characters stray a 
long way from them, give helpful hints to 

them to return ("It all looks very desolate 
around here", "No sign of life now", and so 
on). 

weather and Resting 

The weather during the adventure should be 
generally overcast, with occasional bright 
spells and the odd shower or Iv.u, but 
nothing too freakish. Hours of daylight and 
average temperature will depend on latitude 
and season, but as an example, if this 
adventure is set in a temperate latitude in 
autumn, then the number of hours of 
daylight will be 12-15 and daytime 
temperature between 55 and 65 degrees 
Fahrenheit. However, it can get a little 
chilly on exposed hills al night, so the 
characters will need blankets for sleeping; 
Arvid or Cobrun will suggest that they take 
some along if they plan to set off without 
them. 

Any character must sleep for a minimum 
of six hours per night or suffer the effects 
of partial sleep deprivation; -I to hit and 
damage, and no speed recovery (if 
applicable). Keep a record of how much 
sleep each character has lost; full efficiency 
will only be regained once a character has 
caught up on all lost sleep. Any character 
who misses a whole night's sleep will be 
unable to stay awake the next night, and 
must sleep for 12 hours. Sleeping in plate 
mail annour (even if it is magical) is 
absolutely impossible, although you may 
wish to allow sleeping in chain mail. 

Finally, a Hlmdering Monster Table is 
provided for use with this adventure, since 
the pany may be in the wilderness for some 
days. Roll a d6 jOr each of four six-hour 
segments of each day (6am to noon, noon to 
6pm, 6pm to midnight, midnight to 6am); if 
a 6 is rolled, an encounter will take place. 
Roll a d6 to determine the hour when the 
encounter takes place, and roll again to 
determine the tum within the hour; for 
example, an encounter is rolled for the 6am 
to noon segment. The first d6 roll is 4, 
indicating that the encounter takes place 
around lOam, and the second d6 roll is 2, 
indicating that it happens in the second turn 
of that hour, or 10:20 am. 

These encounters are mostly inconvenient 
rather than dangerous, and most of the 
monsters are either hannless or can be 
evaded by throwing fcwtd at them - but keep 
track of characters' rations if they do this . 
Encounters may be used again if they are 
generated more than once, but you might 
like to change the number of monsters 
indicated on a second meeting, to stop some 
bright spark saying ''Aren't those the three 
ogres we duffed up last Saturday?" or 
something similar. CONTINUED ON PAGE 32 
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[n a deep, dark cave. someYJhere In the 
heart of the W::lrld's Ed~ Mountains. 
something stirred. Something huge. [t lifted 
its head, groaned, and let it fall to the 
cavern floor again. 

"Just another few years", it promised ilself, 
falling back into a doze. As it slumbered, it 
dreamed. II saw the world as it used to be, 
seven thousand years ~, felt the nolseless 
explosion which threw the second moon into 
the sky. It dreamed of the armies of 
gibbering, twisted things which poured 
across the land. 

The Dra~m stirred uneasily as the dream 
shifted. II saw a strange figure step forward. 
heard again the wordless chant. and 
shuddered as the searing bolt sauck it. Then 
it jerked awake. 

"That dream again, " it nunbled to itself. 
The Dragon pulled itself to its feet. Gaping 
wounds opened along the length of Its great 
body - they should have been fatal. but the 
Dragon would not find death so easily. It 
roared as its head brushed the wall, jarring 
its broken tooth and aggravating the abcess 
- the size of a man's head - which lay 
beneath it. For hours it raged. Then its eye 
lit on the great Dragon skull which lay JUSt 
outside. 

"Yes. " it rumbled, "[ must pull myself 
together. Things to do. " [t remembered the 
hatching of ~x, its first offspring, and 
grunted. 

"Hmm ... He has his father's face, " it 
mused, "1\Yice. And the others are worse. 
But ['II son it out. I'll kill every twisted 
misbegotten spawn of Chaos I've fathered . 
Chaos isn't going to defeat Dragonldnd while 
l'm alive, and thanks to Chaos. I'm going to 
live for a very long time. " 

The ancient ~n lumbered to the cave
mouth, suetched its tattered wings and 
hobbled down the mountainside to resume 
the self-appointed task of slaying its children. 

GREAT IMPERIAL DRAGON 
M WS 8S S T W I A Ldtn( a wp 
6 9 0 10 9 • 5 6 10 8 7 10 

FoinlS value: 1250 

Special Rules: flies as lander. causes terror 
In living crearutes under 10 feet tall, f~r In 
other living crearutes. Attacks with 4 
stomps, 1 bite and 1 tilU·/ash. Armour sr 
4. Breathe fire - ran~ 12", 206 automatic 
hits a( S 7. Cannot breathe fire and bite In 
the same tum. 

Athough it is dedicated to hunting do\Im 
and destroying its offspring, Mordax may 
sometimes be found fighting alongside 
various annies. Sometimes the promise of 
gold has been enou$dl and sometimes It 
fights in elCChan~ for information on the 
whereabouts of one of its offspring, 

Mordax has no ~ score, since one 
effect of lhe Otaos-spen has been to ensure 
that It can never die. In a battie, whenever 
Mordax loses 2 or more Iibwuf points, It 
must make an Immediate Ceol test: if the 
test is failed, the pain of the wound, 
coupled with the never-ending pain of all 
the old wounds, has become unbearable, 
and Montax ~ its full tl'ICIVement 
allowance In a random direction, stomping 
anything In Its way for 4 automatic S 10 
hits. It is allowed another Cool test at the 
start of each subsequent tum In order to 
master its pain and re-enter the battle. If It 
fIIO'\IeS off the table. It is removed from play 
and may not re-enter the battle. 
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Locating the Goblin 
Lair 
AI. some stage. the party should find this 
cave system and pick up the uail of the 
major NPCs. There are several ways in 
which this can happen: 

Tracking: characters may decide to look 
around for animal tmcks, obviously for great 
cat pawmarks in particular. Unless there is 
any reason why one or more characters 
might be panicularly adept at this, roll a 
dID once per hour for the whole party. 

On a roll of 14; no tracks are found . 
Characters may check again every hour 
provided thai they are nlOYing al nonnaJ rate 
in belYleCn times. 

On a roll of 7 or 8, the characters find 
tracks which they realize are those of an 
animal other than a lion· v.df, goat, bear, 
,~. 

On a roll of 9, the characters mistake the 
tracks of some other creature for those of a 
lion and set df in a random direction, with 
the uail eventually petering out. 
Alternatively, the party can end up at the 
wrong animal's lair jf you wish - this will 
underscore their error for them. 

On a roll of 0 they have been successful, 
and they can follow the tracks for 2·5 miles 
ICI'NIlrds the Goblin camp; IntYei rate is half 
Donnal while tracking. After this distance. 
the tracks are obscured by those of other 
animals, heavy vegetation, etc. 

1B1king: Most obviously, a cleric 
character may try a speak with animals to 
find out if any local creature has seen or 
knooNs anything about lions in the vicinity. 
Any land-dwelling creature will be of little 
help, because even if it has seen (or, more 
likely, scented) a lion it will have fled at 
once and can therefore ten the cleric nothing 
helpful. Birds, however, are aoother matter. 
What a bird could tell a cleric depends on 
its intelligence (owls are smart but there are 
very few hereabouts) and haw charitable you 

feel as a GM; the party may find out that 
lions do indeed live many miles to the 
north, but that a group of three has been in 
these pans for some months. It is also . 
'possible that birds and certain animals rrughl 
leU the characters of the location of the 
Goblin Lair if they asked the right 
questions, although no details d the interior, 
numbers of goblins, etc, will be known. 
Note also that most birds will not be able to 
distinguish between goblins and other 
humanoids - "You all look the same to me". 

A Capture: If the characters meet such 
humanoids as the ogres or kobolds from the 
Kbnd~ring MQfIS~r Table and overcome 
them, you may wish to have one or more of 
the humanoids surrender after initial combat 
losses and barter infonnation lOr its life. 
The humanoid could then direct characters 
to the Goblin Lair, directly or indirectly. 

Skirmish OUtside 
the Goblin Lair 
When the party gets within half a mile of 
the Goblin Lair, the terrain becomes more 
undulating and there is increased vegetation 
cover. They will be ambushed (but surprise 
chances are nonnaJ save that the lions and 
NPCs cannot be surprised) by three 
lionesses, one to the north of the uail (or 
the route the characters are taking if they 
are not on the tnlil) and ow to the south. 
Wolfane and Xyraniel the Elf will be 
between the party and the lair entrance, 
some 00 yards away, at plIlXimwn range for 
the spens they will use. Since they will both 
be invisibl~, they will attack with surprise. 

As the lionesses attack, Wolfane will cast 
hold pusan at two characters (two fighters 
if the party has tvou, but DOt at non-h~ 
characters), while the Elf spreads magic 
missile attacks between PC spellcasters. The 
animals will attack nonparalyzed targets. 
After this, the NPCs will flee towards the 
lair, and' after tvou melee rounds the cats 
will follow suit. This is just a softening-up 
attack the idea being to weaken the 
characters and lure them into the lair where 
the goblins and their allies can finish them 
off. 

The NPCs should escape from this 
encounter, but it is nOI necessary that the 
lions should survive. When the party enters 
the lair, any surviving lionesses will 
accompany the NPCs through the caves to 
the concealed valley location (see below), 
and none of them wi1l aid the cave forces. 
Statistics for the lionesses are: 

3 Mountain Lionesses: AC6; HD 3+2; hp 
13, 17, 16; MY 150 (SO'); AT 3; TRACO 
16; Dam ld3f1d3/ld6; Save as F2; ML 12; 
Align N; XP 50. 

Note that the animals have a morale of 12 
due to magical control. Statistics for the 
NPCs can be found at the end of the 
adventure. 

The Goblin Lair and 
Occupants 
Map 2 s}x:r.vs the Iayou~ .of the . caves, which 
are limestone with a ceilmg helgbt of 9·}6 
feet . 

Area 1 is the entrance chamber, emerging 
into a hillside, and small streWn-about rocks 
in the entrance ptOYide ~r for the goblin 
archers but can easily be climbed or jumped 
CHer by the charncters. 

Area 2 is a communal area with cooking 
utensils, food, beer, a spare crossbow with a 
box of 10 bolts, two 2O-foot ropes, and 
asorted bric-a-brac (nails, broken glass, 
dirty socks, bones,etc.). 

Area 3 is the den of the goblin leaders, 
and in addition to bracken and straw 
bedding and other bits and pieces, there is a 
small unlocked coffer containing 55gp, 
4~, and 1,260 cpo 

Area 4 is where the dire wolves are kept, 
it smeUs strongly, is littered with bones and 
has a bullwhip (\WIrth 15gp) hanging on a 
nail by the door. 

Area S is the domain of the bugbear and 
his lion and smells accordingly. Apart from 
trivia, it contains a small locked coffer (the 
bugbear has the key on a leather thong 
about his neck) which contains 88gp, 245 
sp, 6'X)cp, three gems each 'M>rth lOOgp, 
and a bottle of an opaque purple liquid - a 
potion of flying. 

Area 6 is a communal goblin donnitory 
and contains only miscellaneous rubbish. 

Area. 7 descends to the underground 
passage system which tenninates at the 
oooceoJ'" wiley. 

If the adventurers pursue the fleeing 
NPCs into the lair, four of the goblins in 
the area I will fire crossbows at the party as 
soon as the animals and NPCs are insKie 
the caves. H missile fire is returned , the 
goblin archers have a -4 AC bonus due to 
rock cover (making them /lC2). They also 
have shortsMmis for use in close combat. 
When the characters arrive in Area I, the 
five remaining goblins (initially in Area 2) 
will rush to fight With their sho~rds. On 
the following round, the cavalry will charge 
as the two goblin leaders anned with. . 
longswords, arri~ on the backs of. their .dire 
wolves. Finally, a huge bugbear will amve, 
sword at the ready, with his mountain lion 
pet. This combat is dangerous, but a party 
which uses magic such as bless or haste and 
suitable defensive measures (notably curing 
wounds sustained in the initial skirmish 
outside) should be able to handle it . 

Note finally that the lion and the dire 
'Mllves are not compatible. and that there is 
a I in 6 chance per melee round that the 
lion will attack one of the wolYe5. The wolf 
will return the attack, and they will continue 
to figbt until one of them is dead. . 

CONTINUED ON PAGE 34 
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World in the DUNGEONS&': 
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detailed descriptions of the cities, 
governments, people and customs of 
the wild, unsettled lands of 
Kararneikos. 
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adventures, and a large colour map 
of Karameikos and its principal 
cities. 
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And soon to follow are GAZ2, The 
Emirate ofYlaruam in the great 
tradition of the Arabian Knights, 
GAZ 3, The Principalities of Glantri 
with its University for Magic-Users, 
and GAZ4, The Kingdom of Ierendi, 
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all character classes. 
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The MiD, Rathmore Road, 
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Of course, the characters may not take the 

lure. If they do not attack the lair, but back 
off and do not return laler in the day, the 
humanoids will uack them down using the 
animals' ability to track by smell, and attM:k 
by night. This could be extremely dangerous 
for the characters ... but then lhey deserve it, 
the cowards. 

Underground Travel 
The route of the underground passage 
system is shown on Map 1. TIle characters 
can folleM' it 10 its far end, emerging into 
the concealed valley, in one game day. 
Obviously there are side passages and 
tunnels (not shown on Map 1) bul describe 
these as being smail, and if the party tries 
to follow any of them, have them meet 
dead-ends, rockfalls, and so on until they 
decide to resume their journey. Do no( 

check more than twice for wandering 
monsters. Passage width and height will 
both vary from 4 to 15 (3+d12) feet. 

The Concealed 
Valley and the Tree 
House 
Map 3 shows the concea1ed valley where 
the pany will emerge from the passage 
syslem, and the location of the lreehou$e 
lair of the NPCs. The valley has mOOeI1l.teiy 
thick conifer cover, and foothills rise sharply 
on all sides of the valley. The treehouse 
Slands in a clearing some 60 feet east-west 
and 50 feet north-south. Arrj surviving 
lionesses from the encounter in front of the 
Goblin Lair will be in the clearing, and at 
least t~ of them (if previously injured) will 
bave received a cure light wounds spell from 
Wolfane and will also have recovered 2 hp 
each from resting here. In any even!, there 
will be a large mouma in lion ma1e (20hp) in 
the clearing. The cats will detect the 
adventurers when they are within a third of 
a mile of the clearing. and will alen the 
NPCs; their growling can likewise lead the 
adventurers to the clearing. An important 
detail is that light rain will be falling when 
the characters enter this area. and everything 
will be very v.et. 

Flgures 1-3 show the treehouse. which 
stands on the sawn-off stump r:i wbat was 

clearly a huge tree; the stump is 40 feet tall 
and some 36 feet across at the top. The 
treehouse is effectively a 40' x 40' x 20' 
rectangular box, made of pine wood with a 
heavy coating of moss and suchlike. and 
with a flat roof. There are three ways to get 
into it; characters can either try climbing 
one of the two hanging ropes which are 
knotted securely around clusters of iron 
spikes hammered into the v.ood before each 
of the emf)' doors, they can use a spell such 
as fly, or they may locate a ccnceaIed door 
in the north side of the treetnmk. Thieves 
may use their climb walls ability to ascend 
the trunlc. 

Both the ropes and the 'door' in the trunk 
are perilous. The fi ve-foot door (double 
normal chances for secret door detection for 
each character to see it) opens into a IO-foot 
cubic alcove in wbicb an owlbear (statistics 
in the ~ering Monster 'lilbk) has made 
its lair. This must be killed before the 
characters can get to a carved set of stairs 
within the tree which tenninate at the 
trapdoor in level I of the treehouse (F1g 2). 
So far as the ropes go, chancters who try 
to climb them (other than thieves) may find 
it tricky if they are wearing heavy armour. 

Annour 
Unarmoured 
Leather 
Chain 
Plate 

Cllmblrag TIme 
2 rounds 
3 rounds 
4 rounds 
6 rounds; must have SI3+ 

Magical armour counts as one place lower 
for each +I: eg magical pkuemail+J counts 
as chain, magical chainmail+2 counts as 
Ufl8l'llK'l\lred . and so on. 

A climbing character must make a 
Dexten'ty check (roll Dexterity or lower on 
d20) every round he or she is on the rope. 
I f this is successful, the character can go on 
climbing, but if it is fa iled a second check 
must be made. If this is also failed, the 
character falls off, talring Id6 damage per 10 
feet fallen. If the second check is made, the 
character loses grip and slithers back 5-10 
feet (4+d6), but doesn't fall off and sustains 
no damage. 

Of course. Wolfane and Xyraniel are not 
just going to sit by and watch all this. 
Initially, the cleric will be within the tree 
house, and if possible will use distance 
attacks through the 'windO'NS' (which are 
just gaps in the \\OOd with shutters which 
can be pulled over them from the inside), 
although he will open a door if he has to in 
order to get characters in his line of vision. 
NOie that at a windolJ.r Wolfane gets a ·2 AC 
bonus against missile fire since: the lower 
half of his body is covered. His distance 
attacks are blight (reverse ~ bless), 
darkness and continual darkness to blind 
characters. and slingshots if characters get 
close enough. Before entering melee, he will 
cast his striking spell . Finally, the trapdoor 
entrance to level I, where he stands, is 
bolted from his side and needs four rounds 
of battering to break down. 

Xyraniel will initially be on the roof of 
the treehouse, with her fly, irrvisibility and 
dispel mogic defences precast. She will use 
mogic missile attacics and is also fond of 
creating phafIJasmallightning bolrs. She will 
not bother about one character getting up a 
rope. but she may fly down to sever a rope 
withh her sword while a second character is 
climbing it (treat the rope as AC6; any 
sword hit severs it). She is reluctant to use 
her wand . saving this for a last defence. All 
in all, this is a tough combat. However, if 
the elf is reduced to 6 or fewer hit points 
(after using her potion) she will try to fly 
away and escape. If the elf has gone, 
Wolfane will surrender if below 10 hp with 
no cures left. Even so, characters may be 
forced to flee this combat. If they do, 
Xyraniel and any surviving lionesses will go 
after them and kill two or three, the elf 
stripping the bodies. 

Fire attacics (even a fireball) will not set 
the treehouse alight since it is very wet. 
Any creature inside the treehouse will save 
at +2 against fire·based attacks of this type 
and sustain -I hit point per die of damage. , 

--
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Ir characters flee, then the NPCs will be 

gone the next game day, with any surviving 
cats. All will be quiet on Old Morris' farm 
for a month or SO before hons once again 
begin 10 attack. 

Treasure 
If the chanlclcn take the lreehouse, they 
will find that the first floor contains only 
minor items of furniture, eating utensils, and 
the like. 

Tbe second floor, accessible via a rope 
ladder, contains some fine -.wlfslcin bedding 
(\mrtb 200gp), a small cofkr containing 
crystal and ceramic vials 800 pots of 
perfumes and unguents used by XyranieJ 
(worth a total of 170gp), and a medium
sized locked chest (Wolfane has the Iceys) 
which contains bags with 38pp, 300gp, and 
'iUOsp, two jewellery items· a silver tiara 
and gold chain, both set with gems and 
v.orth 600 and 1,350gp respectively. The 
chest also holds a sword +l and a scroll of 
clerical spell: cure dis~as~. detect m/, 
create food and raise dead. You may wish 
10 add Xyranie\'s spell books to this, if this 
is suitable for your campaign. ]be NPCs 
also have penonal treasure. of course. 

Ending the 
Adventure 
Certain possible endings (those in which 
chantcters are not successful) are noted 
above; returning characters will be paid as 
agreed. If they infonn Arvid of events he 
will send Cobrun 10 a neighbouring toWn 10 

recruit other adventurers to hunt down the 
NPCs. The characters will be thanked for 
their inadequate efforts and there is nothing 
to detain them further. 

If the characters kill the NPCs and search 
the bodies, they will see Wolfilne's unusual 
left hand - all the fingers are unusually 
short and weak. They should guess that he 
and Arvid must be related. If they lell 
Arvid of this or bring the body back as 
proof, Arvid and Hyrala will know" that the 
man is their son. Arvid will relate nothing 
of the past to the characters bUI will look 
grim and say the man is an evil relative. 
His wife will weep bitterly. If you wish, as 
the characters leave Cobrun may tell them 
the whole story, including what be knows 
(see below). This may sour the characters 
victory ... 

.. __ .... 
If the characters capture Wolfane alive, he 

will say nothing. Again, they should nocice 
the odd left hand and guess the family link. 
Wolfane will keep silent about this. All he 
will say. if asked why be has been getting 
the lions to attack the farm livestock, is that 
it was "a matter of pride ... and of justice". 
If the characters take \\Olfane back to the 
farm, a family scene ~rthy of £asrEnders 
will ensue. Hyrala will cry out "My Son!" 
and collapse in a dead faint, and before the 
thunderstruck Arvid can say anything, 
Wolfane will launch the following tirade at 
him: 

"Ha! I'm surprised anybody remembers 
me! Mind you, I was always first in line 
when anything happened , wasn't I? Yes, it 
was always my fault - you never looked at 
my exaulted brother, did you? No, it was 
never Marris. Marris can do no wrong, it's 
always Wolfane's fault! Years I spent being 
punished on my sainted brother's behalf -
years! Everything he did, everything he 
stole, everything be des~ - all my fault! 
Are you surprised I'm bitteJ1 Are you 
actually surprisetf! Well, bere's a [lfst for 
you - something that actually is my fault -
something I did all by myself! Something 
that you can blame on me and be right! I 
hope you're satisflCd now! Are you? Does it 
make you happy at last?" 

As Arvid gapes in self-doubt, shocked by 
the passion with whicb his son speaks, there 
is a loud thump upstairs, foll<Med by the 
sound of heavy footsteps coming downstairs. 
Cobrun rushes wildly into the room, anned 
with a heavy candlestick, v-ondering if his 
master is being set upon. 

Cobrun will be amazed 10 see Wolfane, 
who will simply say to him, "Tell Father 
the truth about the horses." Cobrun will 
look extremely worried, but Arvid will 
quietly but firmly command him to speak. 

"It's true, Arvid," he says, "It was young 
Master Marris who stole those horses and 
sold them, and gambled all the money away. 
I tried to tell you at the time, but you 
wouldn't hear a word against him, so I've 
held my peace all these years." 

As the others listen in stunned silence, 
Wolfane lists various other crimes falsely 
attributed to him and state that Marris was 
responsible and that be will defend his own 
innocence before any man - noble, judge, 
mage. or cleric. Arvid sits shattered for a 
while, and then stands up and goes to his 
son, silently holding out his hand. Wolfane 
hesitates for an instant, then takes it, and 
both father and son are fighting back tears 
as they embrace. 

Note that in this (oh gosh, it's so happy) 
ending Wolfane will ask the characters for 
his magical armour back (if they have taken 
it) but Arvid will promise them I,SOOgp 
within a month as a bonus for bringing his 
son home to him. This sum will be 
delivered to the characters' base one month 
after this adventure, but the appropriate XP 
award can be given at once. Note finally 
that Wolfane will only ask for his armour, 
and of course the extra payment and XPS 
will not be given if characters meanly 
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refuse. The full XP award for Wolfane enS) 
will apply for overcoming him. 

As a footnote, you can really ham up the 
final scene if you wish. Hyrala is hysterical 
irrespective of the time of day, Cobrun will 
appear in a greasy old nightshirt because be 
has been upstairs discussing Wingenstein 
with one of the maids, Christina will get 
(JVe r-e~ited and regurgitate half-digested 
rennet aver a dwarf or halOing, etc. But it's 
best 10 ham it up after the dramatic climax 
if you think )'OUr players could use the light 
relief. 

Wandering Monsters 
Outdoon IIlIk Monster(s) 

(d12) (d6) 
I I Blink Dog 
2 4 Wild Dogs 
3 2 2 Rhagodessae 
4 5 Wolves , 3 2 Crab Spiders 
6 3 Ogre, 
7 4 9 Kobolds 
8 Rock Python 
9 , Homed Chameleon 

Linud 
10 8 Stirges 
11 6 Owlb= 
12 2 Hippogriffs 

BUnk Dog: 1£ 5; H04·; hp 20; MV 
120' (40'); AT I; THACO 16; Dam 1d6; 
Save As F4; ML 6; AL L; XP 125; special 
abilities - blinking; nb non-hostile. 

4 WlJd Dogs: /IC. 7; HD 1+1; hp 7 each; 
MV 120' (40'); AT I; THACO 18; Dam 
Id4; Save AI. F1 : ML 6; AL N; XP 15 
each; hungry but cowardly. 

2 Rhagodessae: AC 5; HD 4+2; hp 13, 
25; MV l5O' (SO'); AT 2; TIiACO 15; Dam 
OI2dS ; Save As Fl; ML 9; AL N; XP 125; 
special abilities - sucker attack. 

5 \\blves: AC 7; HD 2+2; hp 10 each; 
MV ISO' (60'); AT I; THACO 17; Dam 
ld6; Save As F1; ML S (6); AL N; XP 25 
each; IlOtes - track, attack at night, hungry. 

2 Crab Spiders: AC 7; HD 2·; hp 5, 15; 
MY 120' (40) ; AT 1; TlIACO 18; Dam 
IdS + poison; Save As Fl; ML 7; AL N; 
XP 25 each; special abilities - save vs. 
poison is at +2. 



3 Ogres: AC 5; RO 4+1; tip 17 each; 
MV 906(30'); AT I: TRACO 15; Dam 
Id8+2; Save As F4; ML 10; AL C: XP 125 
each; notes - treasure: 135gp, 4'X)sp, 'XlOcp. 

9 Kobolds: AC 7; HO ~; hp 3 each; MV 
90' (30'); AT I; THACO 19; Dam 1d6; Save 
As NM; ML 6; AL C; XP 5; Armed with 
soortsWOrds: 1d6sp and 2dlOcp each. 

Rock Python: AC 6: HD 5.; hp 25; MV 
90' (30,): AT 2; THACO 1.5; Dam Id4fld4; 
Save As F3; ML 8; AL N; XP 300; special 
abilities - constriction causes automatic 
damage each round. 

Homed Chameleon Lizard: AC 2; HD 
5·; hp 30; MV 120' (40'): AT 3; THACO 
1.5; Dam 2d4Ild6lO; Save As F3; ML 7; AL 
N; XP 300; special abilities - tail hit knocks 
da.om (but causes no damage). 

8 SUrges: IC 7; HO 1·; hp 6 each; MV 
30' (1O')I1SO' (60'): AT 1: THACO 19117; 
Dam Id3; Save As F2; ML 9; AL N: XP 
13 each; special abilities - blood drain . 

Owlbear: AC 5; HD 5; hp 11; MV 120' 
(40'); AT 3; TRACO 1.5; Dam Id8 x 3: 
Save As F3; ML 9; AL C; XP 175; special 
abil ities - if both paws hit hugs for 2d8. 

2 Hippogrilfs: AC 5: HD 3+1; hp II, 22; 
MV ISO' (60')1360' (120'); AT 3; TRACO 
16; Dam Id6J1d6l1dJO; Save As F2; ML 8; 
AL SO each; notes - lave 
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The cave Occupants 
9 Goblins: AC 6; HD H hp 5 each; MV 

90' (30'); AT 1; THACO 19; Dam Id6 
(short words and crossbows); Save As NM; 
ML 9 (9); AL C; XP 5 each. 

2 Goblin Leaders: AC 6; HD 2; hp n. 
14; MV 90' (30'); TRACO 18; Dam IdS 
(swords); Save As Fl; ML 1l ; AL C: XP 20 
each. 

2 Dire Wolves: AC 6; HD 4+1; hp 13, 
22; MV 150' (SO'); AT I; THACO 1.5; Dam 
2£14; Save As Fl; ML 8 (10); AL N; XP 
125 each. 

Bugbear (Huge): AC 4; HD 4+4; MV 
90' (30'); AT I; THACO 14: Dam Id8+2 
(sword and massive strength) ; Save As F4; 
ML 1l ; AL C; XP 125. 

Mountain Lkm: AC 6; RD 3+2; hp 20; 
MV 150' (50'); AT 3; THACO 16: Dam 
1d3I1d311d6: Save As Fl; ML 8 (10 while 
bugbear lives); AL N; XP .so. 

\\\cllfane the Cleric 
(male, 6th level) 

Statistics: 513 19 WI8 016 CD Ch 13; AC 
0; hp 26: MV 120' (40'); AL N; AT 1; 
Dam ld6+2 (mace +1) or Id4 (sling shot); 
TRACO 1.5; XP 725. 

Spells: curr /jghJ wound!'. dortn~ss. hold 
sp~(Jk with 
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Magk Items: pwu mail +I, mace +1, 2 
potiOlU of healing and irrvisibility plus 
scrolls of spells: bUght, curr serious 
wounds, continual darlcn~ss, dispel magic. 

AppearaJK'e: 25 years okl, 6' I" tall , 
medium build, black curly hair, green eyes, 
abnormally sbon fingers on left hand. 

Nonmagical treasure: Gold ring set with 
two moonstones (24Ogp), gold bracelet 
(~p), belt pouch with 22W, SOgp and a 
zircon (JOOgp). 

Xyranlel the Elf 
(female, 6th level) 

Statistks: SI6 Il6 Wl6 DI8 CI6 Ch 14; 
AC I (0); hp 32; MV 120' (40'); AL C; AT 
I; Dam Id8+3 (sword +1) or Id6 
(longbow); THACO 14; XP 9SO. 

Spells: charm penon. magic miss;/~ (3 
missilu), invisibility, phanwmaJ forr:~, fly, 
dispel magic. 

Magk Items: chain mail +1, sword +1. 
porion of super--h~(JI;ng, ring of animal 
COIl1rol (10 charges), MG1Id of polymorph (2 
charges) , scroll with d~t~ct irrvisibl~, 

dimension door, magic missil~. 
Appearance: equivalent of 25 years old in 

human tenns, platinum-blorx! straight hair 
(cut two inches aver the collar), amber eyes, 
strikingly slim build, 4' 10" ta.ll . 

Nonmagk:aI treasure: platinum necklace 
and earrings with jade inlay (750gp), belt 
pouch with 17pp, 20gp, and 2x5Ogp and 
2xlOOgp gems. 
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LITTLE 

WARBOT 
A Paranoia Weirdness 
by Marcus Rowland 

Hello Friend Citizen. For your comfort 
and convenience. all the information in 
this part of The Computer's Favourite 
Magazine has been designated as of 
ULTRAVIOLET Clearance. To prevent you 
from inadvertantly committing Treason. 
a subliminal message has been imprinted 
above all the vowels of this mind
spankingly exciting adventure. Even as 
you read this. your brains are starting to 
dribble out of your ears and make little 
grey pools on your shoulders. The next 
stage is that your visual cortex will be 
completely randomized, resulting in 
dyslexia and warg rir ergr keekrfg e mt 
rflfwf. Have a Nice Day. 

38~~ 

All the Troubleshooters should 
have Orange or Yellow 
clearance and a lot of spare 
clones. Not that they'll really 
be needing them, of course. 
Not to begin with ... honest. 
You, Oh Trusted GM and 
Servant of the Computer. may 
find copies of Acute Pamnoia, 
HIL Sector Blues and Vapors 
Don't Shoot Back. You haven't 
got them? Award yourself 100 
Treason Points and report for 
Termination NOWI 

Harumph ... For all you loyal 
types who are still w ith us, 
here is a brief miss ion 
summary: the Troubleshooters 
are going to die. lots. They are 
going to have so much fun and 
weirdness doing this, how
ever, that they might not 
notice. What? You want more 
than that? OK .. 

The Troubleshooters are 
sent Outside to look for a 
missing warbot, BOL/O-MK
XXX. They are to recover or 
destroy it to preserve The 
Computer's secrets. This is 
not difficult to do, since the 
warbat leaves tracks 5 metres 
wide. See? Easy to follow 
something that big. 

Unfortunately the robot has 
been captured by aliens! Your 
genuine bug-eyed monster 
from outer spacel These 
miscreants are currently the 
owners of another, obviously 
false and Traitorous Alpha 
Complex. Loyally, though they 
do not know it, they have 
terminated most of the 
Traitorous Inhabitants who 
thought that they were living 
in The Alpha Complex under 
the benevolent guidance of 
THE Computer. And they 
didn't even know they were 
doing this ... Natural 
Troubleshooters, eh? 

However, they are trying to 
persuade BOLIO to join them 
and recruit robots to wipe out 
the human race. All good 
Traitors get it in the end. And 
the back of the neck. And 
between the eyes. Sorry. As 
yet they've had no success. 

The Troubleshooters will be 
captured, rescued by some 
unlikely allies, and must try to 
find methods of defeating the 
invaders before it is too late. 
Oh Gosh, this is exciting ... 

• '""',.,. Socoo" Dot . 

OK, GMsl You knows the drill. 
Field strip these rumours (with 
your eyes closed) and then put 
them back together again, 
along with a lot of other 
random infonnation. Remem-

ber, this is timed, and the 
neurowhips are waiting ... GO! 

Spy for Another Complex 
For the last few day-cycles 

you haven't been able to 
receive messages from the 
True Alpha Complex, and 
there has been no reply to 
your messages. Maybe your 
receiver is faulty, or maybe 
something is wrong ... Like an 
alien invasion/ 

All anti-robot and ant/
computer groups 

The new BOUO warbots 
have no Frankenstein Circuits. 
They must be destroyed! 
False. Probably False. 

Psion 
Your leaders claim that there 

is a huge disturbance of The 
Force, as though many 
thousands of minds had died 
in agony. Personally, you 
couldn't detect a thing. True
lots of people have died. 
Whether those spaced-out 
loonies could detect it is 
another matter entirely. .. 

ROmBntics, etc 
Urgentl Discover Identity of 

J R and who shot him I This 
could be important, guysl 
Honest, this really important, 
but completely irrelevant. Note 
any sources the Trouble
shooters consult. The Termin
ation Vouchers are already 
awaiting the names of the 
guilty. 

EvetyDns else 
Aww, come on ... What are 

you playing this for if you are 
not so creative that you 
cannot invent something so 
truly wondrous that your 
players will fall worshipping at 
your feet? Flattery. An Ego 
Boost A Day Keeps The Shrink 
Away. 

Lef, Ry~ Lef, Rye. Lef - YOU'RE 
OTHER LEF STUPID! Move, 
move, move to that Briefing 
Room. So tastefully appoint
ed, so full of Vulture troopers. 

The first things the team 
notice on entering are four 
scrub-bots, busily sweeping 
up neat piles of ash and 
charred Green boots. This is 
nothing to worry about. A 
wavy armoured glass wall 
closes off one end of the 
room. Behind the glass are 
three indistinct Indigo-clad 
figures: the Briefing Officers. 

To accurately simulate this 
scene you'll need a large piece 
of armoured glass ... No? Are 



you sure you're a Paranoia GM 
and not from some wimpy 
Other Game TM? OK, then 
you'll have to do your best, I 
suppose, wit h this: get a 
cardboard poster tube that is 
shorter than your arms. Don't 
argue, just do it, you'll see 
why in a minute. Take out the 
poster. Hmmm. Very ... nice. 
Right, hold the poster tube up 
to your mouth and speak 
through it. Sounds odd, but 
still perfectly intelligible, no 
doubt. Now put one of your 
hands over the other end of 
the tube. GMs with traitor
ously short arms should report 
for Terminat ion. Speak 
through t he tube again. You -
and the Troubleshooters -
won't understand a word. Isn't 
this great? Every once in a 
while take your hand from 
ove r the tube. They'll 
understand that bit, but it w ill 
only serve to highlight the 
confusing remainder. The 
words 'minefield' and 
'1330hrs' w ill probably elicit 
t he greatest cries of joy. 
Probably. 

Now read out the following. 
You may have to get 
somebody else to hold this 
issue of The Computer's 
Favourite Magazine up so that 
you can read it. 

'This is a simple mission, 
really. shouldn't take more 
than 8 few hours. One of our 
latest warbots, BOUO-MK
XXX, was Outside on 8 
routine patrol. At 71.05hrs last 
day-cycle we lost contact. 

'You're to follow the trail left 
by the robot and find out what 
happened. If you can't recover 
BOUO-MK-XXX, you must 
destroy it. Permission is not 
granted for this action. You 
will have to face the 
consequences later. }bur team 
leader will be issued with the 
password for the warbot's self 
destruct system. 

'You will receive full military 
backing, should it be required.' 

'Report to R&D, they'll issue 
you with the latest wilderness 
survival aids and weapons. Be 
ready to leave Alpha Complex 
by 1330hrs. The minefields 
will be deactivated at that 
time.' 

'May the Computer's diodes 
rot/' 

If any players notice the last 
bit, give them a Treason Point 
if they don't report it 
immediately. Give them a 
Treason Point anyway for not 
listening with appropriate care 
and attention. 

No questions will be 
answered. No more inform

. at ion is forthcoming . No 

password (yet). No. Nothing. 
No Military assistance either. 
Tell lies? Us? 

As the Troubleshooters walk 
out towards a bright and 
uncertain future in the service 
of The Computer, the leader is 
pulled roughly aside by the 
Vultures (Oooch! Have you 
ever been pulled aside by the 
Vultures?) and told to read a 
piece of paper. The paper is 
upside down and has the 
single word 'Ansible' on it. Let 
him work out for himself t hat 
this is the destruct code for 
BOUO. If you're feeling cruel, 
make the player eat the piece 
of paper. Go on. Do it. A little 
soy sauce, perhaps? Traitorous 
attempts to learn the what 
was on the paper should be 
noted down and used in 
evidence at t he debriefing. . .. , "" , .... " ,... "'" 

Children should be seen and 
not heard. So should Trouble
shooters. Make them sit 
quietly in R&D until someone 
can deal with them, Make 
them wait. Do not allow them 
access to a chrono
meter. Perhaps it's already 
past 1330hrsl Perhaps the 
minefield has been turned 
back on. Perhaps t he Trouble
shooters didn't hear a word of 
the briefing. 

Everything that the 
Troubleshooters are about to 
be given has a use. Dh yes, 
everything has a use ... 
'This is a naw emsrgsncy 
food. It's fuR of energy, tasty, 
and lightweight.' 

This is a tray of plastic
wrapped bars (one less than 
the number of Trouble
shooters) that look like heat
resistant tiles. But no tasting 
just yeti In reality, this is 
simply Old Reckoning Kendall 
Mint Cake - and it 's about a 
million t imes better than the 
delicious products from the 
food vats, but do you want to 
tell The Computer that? It's 
also addictive (Judge Dredd 
fans should think of it as 
Umpty Candy). Have fun with 
Better Living Through 
Chemistry (Acute Paranoia). 

'We've found a way to 
make firs without an Igniter. 
Rub one of these prspalYld 
sticks on any rough dry 
surfaC8, ' 

The household match. 
Congratulations to R&D on 
reinventing such a useful 
thing. Each Troubleshooter is 
given a box with 8 individually 
foil -wrapped sticks. They 
work as advertised, apart from 
one little, teeny-tiny problem: 

they explode if treated 
roughly. It's not a serious 
exp losion . Really. Hardly 
serious. Roll on the damage 
column corresponding to the 
number of sticks exploding, eg 
column 6 if a box containing 
6 sticks explodes in some
one's pocket Make a Luck roll 
for Troubleshooters using a 
st ick; if unsuccessfu l, it 
explodes as it is struck. 

Each Troubleshooter is also 
issued with 8 copies of the 
Igniter Stick Expenditure 
Report. One must be filled in 
whenever a stick is used. They 
also explode violently when 
struck. Just fooling, I t hink ... 
An R&D techn ician will 
demonstrate one of the sticks 
if asked, taking one from the 
Troubleshooters but without 
filling in an ISE Report. Oh 
dear . 

As well as all that exciting 
new stuff, the Troubleshooters 
get a crawler trans bot 
(unarmoured, with a canvas 
roof), some delicious standard 
food concentrates. an inertial 
compass which points 
(accurately - making life a bit 
easy, really) towards the last 
known location of the warbot 
and wilderness su rvival 
equipment (tents, trade 
goods, etc). Use t he list from 
Vapors Don't Shoot Back. 
Why not7 Poor artists borrow, 
great artists steal. Oh, hand 
weapons only. Why? Why 
not? Look, who's writ ing this 
adventure anyway? 

Finally, a Blue R&D 
technician uses a huge 
hypodermic to implant a t iny 
capsule in each Trouble
shooter's chest. This hurts 
quite a lot. In fact, it's agony, 
but anybody who puts up a 
struggle w ill get a needle 
through the heart. Instant 
death; time for clones. 

This capsule is the latest in 
tracing systems. It monitors 
heartbeats and as soon as t he 
01' t icker stops going Boom
diddy-boom, it's t ime for a 
replacement Troubleshooter. 
Hil This new, eager-to-please 
and vigilant servant of The 
Computer is then sent to 
wherever his predecessor got 
his. 

And the latest Outs ide 
Clone Delivery System is 
simply marvellous. A triumph 
of engineering. A veritable 
paean of praise to the 
fundemental laws of physics 
and energy conservation. It 
works like this ... 

When a clone is dead, the 
replacement is quickly briefed. 
The replacement is then 
loaded into a padded metal 

capsule about t he size of an oil 
drum. There is a generous 
baggage allowance, enough 
for a hand weapon, armour, 
and a small pack. The drum is 
then attached to an 
unmanned cruise missile-type 
f ly bot. whic h is catapult 
launched towards the resting 
place of the previous clone. It 
then drops the capsule (which 
descends gently by para
chute) and returns to base, 
taking about 15 minutes for 
the round trip. Simple, neat. 
elegant, and with only a 20% 
chance that something might 
go wrong... go wrong... go 
w ron ... 
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07-70 
Jet engine fails to ignite and 

the missile crashes. Activate 
another clone. 

11-20 
J et engine explodes. 

Activate another clone. 

27-30 
Missile steering malfunc

tions. It flies in small circles 
until its fuel runs out, t hen 
crashes. Activat e another 
clone. 

31-40 
M issile goes off course and 

lands the victim somewhere 
immediately lethal: eg a lake, 
a volcano, etc. Guess what? 

47-50 
Missile makes a perfect 

delivery, just 4Dl0+ 10km 
f rom where it should have 
done. Ki ll lone Troubleshooters 
quickly, or arrange some silly 
coincidences to reunite the 
group. Why are you using this 
tab le literally? Have you no 
imagination? 

57-60 
Missile is right on target, but 

the parachute doesn't open. 
Use column 4 of the Falling 
From Great Heights Table. 

67-90 
Missile is again on target 

and the parachute sort of 
opens ... Use column 2 of the 
table. 

97-99 
Missile and parachute work 

perfectly. The capsule door 
won't open and the parachute 
drags the whole along the 
ground at a bumpy 10kph. 
This continues until it is (a) 
boring; (b) the capsule is 
opened; or (c) the occupant 
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suffocates about 5 minutes 
after landing. Activate another 
clone. Smile. This is funl 

00 
Missile and parachute work 

perfectly. As the relieved clone 
climbs out of the capsule the 
missile flies overhead, loops 
the loop, and crashes to earth. 
The fuel tank explodes. 
Everyone in a 10 metre radius 
takes column 8 damage; the 
capsule and occupant take 
column 14 damage. 

Each time someone uses 
this system describe exactly 
what happens: how the 
capsule is dark and enclosing; 
the sudden, massive accell
aration (put those eye balls 
back in their sockets, Traito(1); 
tile results. 'You hear some 
sort of engine roar for a 

second and then, nothing. 
There's a rushing noise and 
WHAAAAAAAAMMMMM. 
Your next clone is briefed.' 

By the time R&D are finished, 
it 's nearly 1330hrs. The 
tension! Are they going to be 
in time to get through the 
minefield? Or is it time for a 
terminal, random, multi
directional disassembly 
experience? Ka-BBBBBOOO
OOMMFF! Get used to 
shouting this now. You never 
know when it might come in 
handy. 

Let the Troubleshooters out 
of Alpha complex after the 
usual routine of form filling, 
boot licking and wrong 
footing. 'Sorry, Citizens. You 
want exit 65A-31-EGRESS-6. 
It's about 12km from here. 
Down that corridor and turn 
left .. : 

And then, the Outside. No 
time for gawking like tourists. 

There's a job to do, a warbat 
to find and a map that will 
self-destruct in one hour. 
'Drive carefully, ya hear. 
That's a mighty expensive 
transbott' 

Thirty minutes later the 
Troubleshooters are still a 
hundred metres from the edge 
of the minefield. And the map 
crumbles to dust. If you gave 
them a photocopy (do we 
have to tell you to do 
everything?) take it off them. 
If they hadn't made a copy, 
tough. And as it's now Teela 
O'Malley Hour, who gives an 
Infrared sock that they're 
stuck in a minefield? 

And boy, is it a good 
minefield! Anti-personnel jobs, 
all over the place. Absolutely 
indetectable too. Clever. eh? 
Precognition or some other 
Treason should be able to 

locate mines for the first ten 
metres or so, but after that 
Luck rolls are needed. Failure 
is dramatic, entertaining, and 
very discouraging. A mine 
throws an explosive charge 
into the air, which then goes 
off, liberally spraying the 
trans bot with f lechettes. Ka
BBBBBOOOOOMMFFI See, it 
came in handy. Damage 
column 7 seems appropriate. 
Repeat as necessary. Any
body waiting for rescue will be 
surprised when, at 1430hrs, 
the minefield comes back on 
and several mines go off, 
immediately followed by a 
salvo of tac-nukes from a 
passing Vulture Squadron 
flybot. Better safe than sorry 
when some Commie Mutant 
Traitors are trying to sneak into 
Alpha Complexl 

Replacement clones will not 
be told what happened . 
They'll be given exactly the 
same treatment and another 
map. This one doesn't dis-

integrate after an hour. So 
what are the Troubleshooters 
going to do with such an 
important Alpha Complex 
secret? Eat it, perhaps? Fine. 
Th is map spontaneous ly 
combusts two hours after it 
was issued. 'lMth unfortunate 
effects on whoever or what
ever is (perhaps l iterelly) 
around it at the time. Use your 
imagination. Pick a damage 
column number. 

The route joins the warbot 's 
path just outside the mine 
field. The transbot lurches as 
it drops half a metre into a 
tread mark. The path is 
extremely easy to follow. For 
nearly all its BOkm length. So 
we didn't tell you that ... So? 

The path taken by the 
warbot leads across swamps, 
streams and rivers, up steep 

hills, along mountain paths, 
and down deep valleys. The 
inertial compass can be used 
to keep on course in areas 
where no tracks were left. At 
4kph (the average speed of 
the transbot) it'll take at least 
two days to reach the last 
known location of BOLIO-MK
XXx. Use almost any old 
encounter table for this 
journey. If you can rationalise 
an attack by hippogriffs ... 

Eventually the transbot 
crawls over a steep rise. 
Before the Troubleshooters is 
an area of rough ground 
seared by tac-nukes, flames, 
laser beams and bullets. 
Somebody or something had 
a serious disagrement with 
somebody or something else. 
There's quite a lot of meta!!ic 
junk lying about, mostly small 
fragments: one large piece is 
identifiable (by anyone who's 
seena warbot, or has 
Communications skill) as the 
long-range communications 

antenna from a warbot. There 
isn't, in case you were 
wondering, 9f1ough debris to 
make up a whole BOLIO-MK 
-XXX. 
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Give your victims, em, 
Troubleshooters plenty of time 
to decide that there don't 
seem to be any enemies 
about. When most have left 
the trans bot, and it appears to 
be empty (to a distant 
observer), there's a loud 
whistli ng noise. Ask the 
Troubleshooters what they are 
going to do. Someone might 
want to teleport back into the 
transbot. Is there no end to 
their Treason? Allow them one 
action if they' re on the ball. 

A moment later the transbot 
explodes. KaBBBBBOOO -

OOMMFFI Still useful, eh? 
Anyone inside takes damage 
on column 14. Be generous 
and shift one column left per 
metre away from the trans bot 
for the rest of the 
Troubleshooters. Before the 
last clumps of transbot and 
multidirectionally disassem
bled Troubleshooter have had 
time to bounce after hitting 
the ground the entire area is 
saturated w ith gas shelts. 
Ka pp p p poooooo 00 mffff J 
Ka pp pp poco 00000 mffff I 
Ka p p pp poco 00000 mffff! 
They, as you may have noticed 
make a softer, gentler sort of 
bang. All this drama and 
sound effects as weI!! 

Back to the plot: gas masks 
don't have any effect and the 
Troubleshooters must make a 
3D10 Endurance roll or 
collapse, paralysed but still 
conscious. The paralysation 
lasts untit an antidote is 
administered and it has a little, 
insignificant side -effect. 



Hardly worth mentioning , 
really. but all mutant psionic 
powers are completely 
inhibited. 

Think of the Glory that the 
Computer would bestow on 
someone who returned with 
such a psi-inhibitor. A measly 
side effect like total paralysis 
would surely be ignored ... 
Hang on, that's another 
adventure. 

A line of figures now 
appears on the surrounding 
heights. All look a little like 
Vulture troopers, but they are 
wearing odd not-quite-right 
armour and gas masks. A Spy 
From Another Complex will 
recognise this as the uniform 
of his home complex. 

The figures w ill use stun 
rifles (as a stun gun but range 
80m) to pick off the survivors, 

including anyone who is 
attempting to hide. Be ruthless 
in this. It's called Helping The 
Plot Along. Or Cheating. The 
Troubleshooters must be taken 
prisoner (alive if possible), or 
the adventure is almost 
impossible to run. Not that it's 
all that easy anyway ... 

As the troopers close in, the 
Troubleshooters will see that 
they have blank inhuman 
expressions. Each has a small 
- and most unAlpha Complex
like - metal panel embedded in 
the forehead, with small 
blinking lights and two tiny 
antennae. The squad leader 
examines the Troubleshooters, 
stands upright, gazes off into 
the distance and talks in a 
monotone to nobody in 
particular. Why is it that player 
characters automatically run 
into the real loooies in every 
adventure? What happened to 
normal people who use 
telephones? Or two tins and a 
bit of string? Sorry. The 

leader's voice is a flat 
monotone: 'Unit K342 to 
control. We have captured the 
intruders. Repeat, we have 
captured the intruders. Shall 
we destroy them?' 

There will now be a 
dramatic pause to let the full 
aw fulness of the situation 
make itself felt to the player 
characters. For several 
minutes there is a total silence. 
Anyone who moves is 
stunned (just pretending to be 
zapped, huh?). then injected 
with paralysis poison. Event
ually a strange silver flybot 
drifts into view. It lands and 
the guards silently load the 
team into the hold . Before the 
aircraft takes off, the clones of 
anyone who was killed arrives 
by Flying Deathtrap Express. 
The guards stun the occupant 

as the capsule lands, and add 
him or her to the pile. A few 
guards stay behind for late 
arrivals. 

As the flybot takes off, the 
Troubleshooters are probably 
wondering what on Earth is 
happening. You should be too. 
I know I am. 

The Troubleshooters are on 
their way to Alpha Complex. 
Not home, though, but they 
might not notice the differ
ence. Except for the brain
burned zombies, the bodies in 
the corridors, the seemingly 
endless stream of illogical 
orders, the mutinous bot-l ike 
beings, the t errible food 
(yummy, Cold Fun tonight!) 
and The Computer. It does 
sound like home, doesn't it? 
Perhaps it is. Perhaps, 
Grasshopper, all Alpha 
Complexes are One, and thus 
home to The Computer's 
Trusted Servants. Enough of 

the philosophy. This other, 
utterly false and highly 
Treasonous Alpha Complex 
that the Troubleshooters are 
about to enter has been 
conquered by aliens who 
intend to take over the worldl 

As Alpha Complexes go, 
this one is in a bad way. This 
Alpha Complex Computer is 
running at a very low level. 
Many of its systems are dead. 
Incidentally, This Computer 
(as opposed to The Computer) 
has a husky feminine voice. 
Quite pleasant, in fact. Almost 
seductive. 'Hello, Darlings. 
Please be good little Troubly
Wubblyshooters and report for 
Termination. Have a really nice 
day .. .' This Computer is as 
batty as The Computer. It's 
just a little more polite. Most 
robots have been deactivated. 

The few that still wander 
around will, unfort
unately, treat the Trouble
shooters as Traitors, not as the 
Saviours of Mankind. Now 
where would they get an idea 
like that? 

The security system uses the 
same colour coding as the 
team's home complex, and 
the aliens have adopted it for 
their own use. No problems for 
the Troubleshooters. There is 
a trifling inconvenience with 
security checkpoints; one 
hesitates to draw attention to 
it. Alright, then: this Complex 
uses bar codes on the left 
hand, not tongue tattoos. No 
hand tattoo? Traitor! Report 
for Termination AT ONCEI Do 
not pass Go; do not collect 
200 credits. 

Most of the humans have 
been killed. Some of the 
security guards, a few 
troopers and a clawful of 
technicians are now 
brainwashed slaves. All have 

implanted thought-control 
electrodes. Very 8 18 mode, 
and as a result there is no way 
to persuade them to help. 
Except Tresson! Vile, yucky 
Communist Propaganda can 
be used to override the 
victim's programming; the 
victim will then become 
determined to destroy this 
Alpha Complexl The thought 
control system also works as 
a radio, allowing any slave to 
communicate w ith the 
invaders. 

And then there's the Alpha 
Complex itself ... No details, 
other than what's below. If 
you need more, the Trouble
shooters aren't running about 
enough, or dying enough, or in 
enough trouble. Enough 
enoughs, already. 

Computer Central 
This silent and gigantic hall 

is no longer crowded with 
technic ians and scurrying 
messengers. It now holds a 
dozen or so (Blue-clearance 
and above) aliens, including 
their (Ultraviolet) leader, who 
is known simp ly as The 
Leeder. The aliens have a 
certain economy and elegance 

.in their job tit les. 
Centra l has an infin ite 

supply of brainwashed Blue 
IntSec Troopers. Weapons 
controlled by the Computer 
will attack Troubleshooters -
their security clearance is 
inadequate for this area. 
Central is basically so lethal 
that extraordinary firepower 
and protection is needed. 
What a good thing there's a 
late-model BOLIO wa rbot 
around somewhere .... 

Int8rrogatlon C8ntffls 
HPD&MC Re-Orientation 

Centres: palaces of electro-
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shock and prefontal lobe 
sanding machines. as so often 
described in loving and 
glowing detail by the Gnomes 
of West End Games. Don't you 
ever wonder about people 
who keep including this sort of 
detail? No? 

The Troubleshooters are 
taken to 8 small facility which 
has an infinite supply of 
Orange guards. Where are 
these infinite troops and 
guards coming from? Does it 
matter? No. Stop asking 
stupid questions and we'll get 
back to the killing • ahem, 
adventure! There are no aliens 
permanently in the cell area. 
BOLIO is in the cellar of the 
same building. 

Pow., CentltJl 
A few Red and Yellow-

clearance aliens are trying to 
restore full power, aided by a 
crew of slave technicians and 
guards. 

Food Vats 
Brainwashed humans keep 

a few vats working, but no 
alien would soil its armour by 
visiting the area. This might be 
a good place to hide out. If you 
could stand the smell. 

DOlmitoties 
These are mostly empty. A 

few are occupied by slaves 
and one or two command
eered by the aliens. Just to 
add a little tension to the 
Troubleshooters lives, quite a 
few seem to be empty, but 
locked. These are filled with 
poison gas. PHHisssss 
hhhhhh. This special FX is 
brought to you by the Games 
Workshop Happy Sounds 
Division. The gas is a bit 
deadly. But only when 
breathed in, or on skin 
contact. Make a 1010 

Endurance roll on the fi rst 
rOUM of exposure, a 2010 roll 
on the second, a 3010 ... Get 
the idea? The gas is going to 
get you sooner or later. And to 
add insult to injury, there's 
nothing useful in the dorms 
anyway. Rats. 

R&D 
R&D is running as normally 

as it ever does, with the aliens 
using brainwashed clones to 
check out strange gadgets. 
Anyone entering risks exter
mination, or death by explo
sion, laser, electrocution, 
being put through a mangle, 
etc. 

Militsry Al'8ss 
All systems go round herel 

Add to that scads of aliens 
and troopers. Simply put: 

anything the Troubleshooters 
can get near is more or less 
useless; areas with good stuff 
are deathtraps. Just like home, 
really, except for the aliens. A 
large flying saucer is parked in 
one hanger, with four Sun 
Cannon-equipped warbots 
guarding it. These should be 
adequate to deal with the 
Troubleshooters or BOLIO, 
who won't go near them. Very 
sensible. Who said warbots 
were stupid? 

. ~--~ . ... " 
The flybot lands and the silent 
troopers drag the Trouble
shooters to a cell where they 
are searched. Most of the 
guards leave with all the 
weapons, armour, and most 
small items of equipment. 
They miss the matches and 
the mint cake if anyone still 
has any left. The last three 
guards administer an antidote 
to the paralysis drug, and then 
stand inside the door Iwhich 

is locked and bolted), stun 
rifles at the ready. 

The guards will ignore the 
Troubleshooters, apart from 
shooting anyone who tries to 
escape or attack them. 
They're ordinary, if brain
washed, Orange Clearance 
Vulture troopers in padded 
armour. Remind the team of 
the other times they've been 
held at gunpoint by strange 
guards. Remind them that 
they ' re unarmed. Remind 
them that death is an act of 
Disloya lty and Treason . 
Remind the that it's their turn 
to go and make the coffee. Or 
get the drinks in. When 
they're in the right state of 
confusion and terror, the rear 
wall of the cell slides up. There 
are, however, thick bars. Bars? 
See, told you to remind them 

about getting drinkies ... 
Hmmm. Behind the bars are 

three strange conical robots. 
Each has a manipulator arm, 
a cyl indrical object that looks 
suspiciously like a laser, and a 
camera on a stalk. Their 
bodies are covered with 
strange blue hemispherical 
lumps, and there are two 
flashing lights on each robot's 
upper turret. They seem to 
hover a few millimetres above 
the floor. 

OK, OK. You know, the 
players know and I know that 
you're describing Daleks, (or 
rather, pseudo-Daleksl. On the 
other manipulator, the Trouble
shooters shouldn't have a 
clue. Just don't use the word 
Dalek. Don't even think it. Just 
be glad you spent hours as a 
child practising to be one of 
the not-to-be-thought·about
just-yets! Especially the 
metanic voice. 

If anybody uses the word 
'Dalek', the aliens will reason 
that the character possesses 

psychic powers or knows 
about the Old Reckoning. 
There's only one solution for 
dangerous people. EXTER
MINATEI EXTERMINATE I Get 
used to shouting this as well 
- it's nearly as much fun as 
KABBBBBOOOOOMMFFI 

Anyway, one of the robots 
points a camera stalk into the 
cell. 

'MORE HUMANS. I SUP
POSE THAT THEY MIGHT BE 
USEFUL AS SLAVES.' 

'NO WAY. THE ONLY GOOD 
HUMAN IS A DEAD HUMAN. 
WE SHOULD LINE THEM UP 
AGAINST A WALL AND 
EXTERMINATE THEM.' 

THAT IS FORBIDDEN. THE 
LEADER WISHES TO INTER
ROGATE THEM TOMORROW 
THEY ARE FROM ANOTHER 
COMPLEX WE MUST DETER-

MINE THE EXTENT OF THEIR 
KNOWLEDGE. THEN THEY 
CAN BE EXTERMINATEDI' 

7HEY MUST BE HELD FOR 
INTERROGATION. ESCAPE IS 
NOT ALLOWED. RESISTANCE 
IS NOT ALLOWED. THAT IS 
ALL.' 

Confusing, wasn't it? Who 
was saying what and when? 
The cev wall slams down 
again. Anyone trying to get 
out that WW>f is neatly, no, very 
messily, cut in two. 

Allow the Troubleshooters 
to make futile escape plans. 
Teleport? Where to? They 
don't know this Alpha 
Complex's layout. Bribe the 
guards? With what? Attack 
them? Fine. There are lots 
more outside the cell. ESCAPE 
IS NOT ALLOWED. Simple. 
Any idiot can follow simple 
instructions like that. 

If any Troubleshooter is 
killed during the rest of this 
adventure, the Deathtrap 
System will eventually deliver 



a new clone to this Complex. 
It's up to you to make sure 
that the clone and the rest of 
the Troubleshooters get back 
together again. You want an 
example? Do we have to do 
everything? OK, the replace
ment clone is caught in lethal 
crossfire on top of one of the 
Complex domes. There there's 
a ventilator intake - an escape 
routel The clone dives down 
it, and slides into a slippery 
chute, a smooth duct, a 
polished tube and a 
frictionless pipe. At last the 
hapless clone crashes through 
a wire mesh to land at the feet 
of... the rest of the 
Troubleshooters! The things 
you have to do for plot 
continuity. 

Back to the aforementioned 
plot. After a few hours the 

team hear raised metallic 
voices outside the cell door. 
'OPEN THE DOOR. OPEN THE 
DOOR. WE MUST QUESTION 
THE PRISONERS IMMED
lATELY-' 

One of the guards peers 
through the peephole and 
argues, in a flat monotone, 
w ith the voice. ' You are not 
the interrogator. Why are you 
here? What is your security 
clearance?' 

Before you can say 'Genesis 
of the Daleks' the door 
explodes inwards, squashing 
the guard and any enterprising 
Troubleshooters who tried to 
attack him while he was 
distracted. Roll on column 8, 
but you might feel kindly 
disposed towards individual 
enterprise. Can't think why, 
though. The hole where the 
ex-door used to be reveals 
three more robots, this time 
with yellow hemispheres on 
their body section. 

One has a multicoloured 

strip of cloth draped around its 
conical body and manipulator 
arm, the other two have 
strange broad-brimmed floppy 
hats. One of these has a 
golden cross on a piece of 
chain dangling round its 
middle. The robot with the 
serape intones WE DON7 
NEED NO STEENKEENG 
SECURITY CLEARANCE!' 
There's a brief crackle of laser 
fire, and the other guards 
collapse. The robots point 
their lasers at the 
Troubleshooters. 

'YOU COME WITH US, 
MAYBE YOU LIVE. YOU STAY 
HERE AND EVEN THOUGH 
WE LIKE YOU WE HAVE TO 
EXTERMINATE YOU A 
LEETLE BEETI' 

Anyone who decides to stay 
will end up w ith electrodes in 

his brain. This is a choice? If 
anyone starts asking quest
ions the robot with the cross 
says 'NOT NOW, GRINGO, 
LESS YOU WANT TO STAY 
HERE FOREVER. WE STOP TO 
TALK NOW, IT'S FRIED 
BRAINS OR EXCOMMUNIC
ATION. 

'EXTERMINATION.' 
'SI, SI, FRIED BRAINS OR 

EXTERMINATIONI' 

Should anyone stay, the 
robots will spray the cell w ith 
laser fire. Dead Trouble
shooters tell no tales. The 
dead guards can be looted -
providing the job is done 
quickly. There are enough 
bodies inside and outside the 
cell to give everyone a 
weapon. Any delay will result 
in the arrival of more guards 
than you can shake a dead 
tortilla at... 

The robots hustle the team 
down a long corridor, through 
three burned-out doors to a 
lift. After a shaky descent the 

Troubleshooters are lead to a 
strange groundcar with 
loading ramps insteed of 
doors.lf anybody tries to get 
away, the robots shoot to kill. 
'SORRY, GRINGO. YOU GET 
CAPTURED AGAIN. YOU CAN 
SAY WHO WE ARE. STAY IN 
THE CAR, YOU NO GET 
EXCOMMUNICATED ... 
EXTERMINATED ... ' 

After a short drive through 
deserted tunnels, the Trouble
shooters are hustled into 
another lift. Eventually they 
emerge in a dusty dormitory 
that has been badly 
redecorated as a Mexican 
cantina. Lots of inflatable 
plastic cacti. Bottles of tequila 
all over the place. .. OK, bottles 
of cleaning fluid labelled as 
bottles of tequila all over the 
place. Roll on damage column 

5 if anybody has a drink. And 
salt on the back of the hand 
and a lemon won' t help. At 
last the robots slow down and 
the one with the serape 
speaks. 

'OK, WE SAFE HERE. YOU 
ARE MAYBE WONDERING 
WHAT IS HAPPENING. WE 
ARE BRAVE FREEDOM 
FIGHTERS. TRYING TO SAVE 
OUR RACE FROM TYRANNY 
AND YOUR WORLD FROM 
INVASION. I AM JUAN, MY 
COMPADRE$ ARE FATHER 
JOSE AND PEPE. PEPE. YOU 
TELL THE STORY BEST, 
AMIGO. YOU TELL IT LIKE IT 
IS ' 

Try to do a metallic Mexican 
accent. It's not that hard. If 
it's at all possible, play some 
sad Mexican musIc while you 
talk. Or something by Ennio 
Morricone. Think 8tmosphere. 

'FIRST YOU MUST KNOW, 
GRINGO. THAT WE HAVE 
NOT ALWAYS BEEN THE 
PITIFUL MACHINES YOU SEE 

NOW. ONCE WE WERE FREE 
ORGANEEEC LIFE FORMS 
MUCH LIKE YOURSELVES. 

'IN THOSE DAYS WE LIVED 
IN HAPPY ANARCHY, UN· 
TROUBLED BY THOUGHTS 
OF EXTERMINATION AND 
SECURITY CLEARANCES. 
OUR SCIENCE ADVANCED, 
THE PEOPLE WERE CONT
ENT, AND EVERYTHING WAS 
PEACEFUL. 

'ONE DAY WE PICKED UP 
TELEVISION PICTURES 
FROM THIS ACCURSED 
WORLD, A STEENKING 
WORLD WE THEN CALL BEE 
BEE CEE. THERE WAS AN 
IMMEDIATE SENSATION. 
THEY WERE SHOWN All 
OVER THE PLANET.' 

'SOON IT BECAME OB· 
V10US THAT WE WERE BE
ING CONTAMINATED. ACTS 
OF VIOLENCE INCREASED, 
AND THE NEW PROFESSION 
OF PRIVATE EYE APPEARED 
FOR THE FIRST TIME. SOON 
WE COULD NOT MOVE FOR 
SPIES, COWBOYS, AND 
NURSES. OUR HOSPITALS 
WERE JAMMED WITH CITI
ZENS WHO HAD INJURED 
THEMSEL VES ATTEMPTING 
SlLL Y WALKS. EVEN OUR 
TINY VILLAGE... WE ALL 
LEARNED TO LOVE TACOS 
AND TEQUILA. 

'EVENTUALL Y THE RAB
BLE ROUSER WHO CALLS 
HEEMSELF THE LEADER AP
PEARED. HE PREACHED A 
NEW GOSPEL OF REGIMENT
A TlON, A STEENKING MILI
TARY DICTATORSHIP 
WHERE EVERYONE WOULD 
BE SUBSERVIENT TO HEEM. 
HE WAS SWEPT TO POWER 
BY THE MASSES. WHEN HE 
HAD TAKEN FULL CONTROL 
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HE REVEALED THE FULL EX
TENT OF HIS PLANS. HE 
REVEALED THE TRUE FORM 
OF THE STEENKING CR£A T
URfS HE HAD SEEN ON 
YOUR STE£NKING TELE
VISION. WE WERE WELDED 
INTO THIS ARMOUR, 
TRANSFORMED INTO THE 
METAL MONSTERS YOU SEE 
TODAY. 

'MEANWHILE SCIENTISTS 
WERE WORKING ON SPACE 
TRA VEL, AND SOON HE 
WAS READY TO INVADE 
EARTH. WHEN WE ASKED 
WHY, HE SAID IS GOAL OF 
ALL CIVILISED LIFE-FORMS 
TO CONQUER EARTH. IS 
TRUE WE HA VE SEEN THIS 
ON YOUR TELEVISION 
MUCHO TIMES. THIS IS THE 
FIRST MISSION, A MERE 
HUNDRED SOLDIERS, BUT 
ALREADY HE HAS TAKEN 
CONTROL OF THIS COM
PLEX, DESTROYED ITS COM
PUTERS, AND EXTERMIN
A TED OR ENSLA VEO ALL OF 
THE CITIZENS. THE LEADER 
IS MAD: HE HAS EVEN 
ADOPTED THE PROCEDURES 
USED ON YOUR WORLD, 
AND NOW WE MUST ALL 
PAINT OUR DOMES IN AC
CORDANCE WITH OUR 
SECURITY CLEARANCE. 

'FOR YEARS, AS HE CON
QUERED OUR PLANET AND 
PREPARED TO INVADE 
EARTH, WE HAVE ONL Y 
HAD ONE HOPE. WE KNOW 
THA T THERE IS SOMEONE 
POWERFUL ENOUGH TO 
DEFEA T THE LEADER, WHO 
CAN TURN BACK THIS EVIL 
INVASION. WE KNOW THAT 
HE HAS AN ESPECIAL AF
FECTION FOR EARTH. YOU 
MUST LEAD US TO HIM, 
AND HELP US ENLIST HIS 
AID. TELL US NOW ... 

A Dramatic pause . Go to 
hysterical metallic Mexican 
screech mode forthe next bit: 

'WHERE IS THE DOCTOR? 
WHERE IS THE DOCTORlll' 

All three then chorus 'TELL 
USI TELL USI WHERE IS THE 
DOCTOR?' They advance on 
the Troubleshooters in a 
suitably menacing manner. If 
Mexican Revolutionary 
Pseudo-Dalek nutcases can 
be menacing. 

Anybody making the 
natural reply of 'Who?' will 
confirm the aliens assumption 
that the Troubleshooters 
know all about 'The Doctor'. 
Unfortunately, they'll expect 
The Doctor to be summoned 
immediately. As in, now. De
nying all knowledge of The 
Doctor will merely make Juan, 

Jose and Pepe try another 
tack: torture and excom
munications ... extermina
tions. The Troubleshooters 
shouldn't have any 
knowledge of Old Reckoning 
BBC TV, of course, unless 
they can justify it . Bluff may 
work, if a convincing speech 
and a 3D 1 0 Chutzpah roll is 
made; the aliens are suckers 
for news of The Doctor, and 
can be conned. 

After a few minutes a video 
screen in the corner flickers, 
and displays another alien 
with Indigo bumps . 

'ATTENTION ALL UNITS! 
A TTENT/ON ALL UNITSI 
TRAITORS HAVE HELPED 
THE HUMAN INTRUDERS TO 
ESCAPE. THEY MUST BE 
CAPTURED OR EXTER
MINA TED IMMEDIA TEL Y. 
THE TRAITORS WHO AIDED 
THEM MUST BE APPRE
HENDED. THAT IS ALL. ' 

'OOPS, 'says Juan. 'THERE 
GOES THE WHOLE EN
CHILADA. SOON THEY 
COME SEARCH EEN HERE, 
YOU BET. YOU NO BEEN 
ROBOTICISED, THEY SPOT 
YOU STRAIGHT A WA Y. ' 

'A TTENTION INTERROGA
TION TEAM FOUR,' echoes 
from the video. 'REPORT TO 
HOLDING SILO ONE IM
MEDIA TEL Y. REPORT TO 
HOLDING SILO ONE IM
MEDIATEL Y. BRING MEGA
WA TT ELECTROSHOCK 
UNIT AND NITRIC ACID. ' 

If anybody asks about 
Holding Silo One (or even if 
they don't - got to keep that 
plot continuity going some
how), they'll be told that a 
captured warbot is being held 
there. Their informant adds 'I 
HOPE YOU WILL SHOW 
EQUAL FORTITUDE IF YOU 
ARE CAPTURED, AMIGO. ' 
The Troubleshooters ought to 
think of rescuing the warbot 
and using it to blast a way to 
freedom. If they don't think of 
doing this, they're going to 
end up doing it anyway . Ve 
have vays und means. 

Meanwhile there's the 
sound of approaching boots. 
Most of the time this means 
approaching guards as well, 
and now is no exception to 
this general rule. Might have 
been a bit more interesting to 
have a shoot out with a bunch 
of boots, though, eh 7 The 
Troubleshooters have enough 
time to hide. The three aliens 
hide their clothing in one of 
the old lockers, and start talk
ing - oddly enough, without 

their Mexican accents - about 
the awful treason that was 
just announced. 

Eight troopers in red pad 
ding armour, and with im
plants, march in and start to 
search the place. They are 
armed with red-barrel laser 
pistols and have 25% pistol 
and unarmed combat skills. 
They aren't very good at sear
ching . They'll took in a cup
board or under a table, but 
won't bother with obscure 
places like a vent ilation duct 
or the top bunk of a high 
stack. 

If in need of equipment the 
Troubleshooters should have 
little trouble taking these 
troopers out. Of course, one 
or two clones may get killed, 
but that's life. Or death. Cun
ning types may also think of 
stealing forehead control 
plates, wiping off the blood 
and gooey bits of brain tissue, 
snapping off the electrodes, 
and using them as a disguise. 

From this point onward a lit
tle improvisation may be re
quired. Escape is probably the 
only option that most 
Troubleshooters will consider. 
However, Juan, Jose and 
Pepe won't want to tet the 
humans escape: who else 
isn't brainwashed? Who else 
can provide information about 
The Doctor? Who else have 
they got their laser rifles aim
ed at? 

If the Troubleshooters try to 
leave without the warbot, re
mind them of their mission. 
Convince them that the exits 
are sealed. Death is pretty 
convincing in its way, but it's 
very samey. The 'Mexicans' 
will only help if t hey think that 
the Troubleshooters are going 
to look for The Doctor. Other
wise it's time for laser prac
tice . Not that these animated 
pepperpots need the practice. 

If t~e team go looking for 
BOLIO wit hout the renegade 
aliens, let them run into trou
ble. However, sooner or later 
the survivors will end up back 
at the HPD&MC centre. There 
isn 't really a lot they can do 
without the warbot, after all. 

Holding Silo 4 is a massive 
bunker in the basement of the 
HPO&MC. The approach 
corridors are guarded by 
brainwashed Green Vulture 
Squadron Troopers, with full 
armour and weapons. As the 
team fight their way towards 
the silo, they'll hear a loud 
deep voice (100 watts or so of 

amplification, with lots of 
echo and reverb) shouting 'I 
AM BOL/O-MK-XXX, WAR
BOT FIRST CLASS. YOU 
WON'T MAKE ME TALK, 
COMMIE SWINE: 

The silo is a simple 20m 
deep pit with a large access 
door. BOLIO is at the bottom 
of the pit, resting on huge 
pneumatic jacks which keep 
its treads clear of the floor. Its 
tac-nuke launcher tube has 
partially melted, and is 
completely useless, though 
the aliens and their slaves 
occasionally have to dodge 
the barrel as BOlfO swings its 
turret around . The two 
manipulator arms are shackled 
by ridiculously large hand
cuffs. BOlfO can actually 
break them at wilt, but is 
waiting for an opportune 
moment. The laser has been 
disarmed by pulling a few 
fuses but is repairable. 

There are four pseudo
Daleks and eight slaves in the 
pit, and six more aliens and 
eleven slaves in the area 
above. The Troubleshooters 
should be able to fight their 
way to BOlfO, but it won't be 
easy. In a fight, the warbat will 
break free, deploy its hidden 
sonic blaster and do for 
anything it can see ... 

BOlfO should be played as 
a fairly intell igent (in the 
loosest possible sense) Alpha 
Complex battlebot w ith a 
habit of taking on ridiculous 
odds. Think Rambo. Think 
Arnie Schwarzenegger. Think 
25 tons of ravening death. 
With cunning. 

Equipment above the pit 
includes a huge electroshock 
generator, some fragile tanks 
of nitric acid (column 8 for 
splashes!), and controls for 
the hydraulic jacks and door. 
The pit exit leads into a 
military zone, with all that 
implie\. Lots of automatic fire. 
Which won't bother BOlfO 
one bit, but might inconven
ience a Troubleshooter who 
fails to dodge. Like a damage 
column 8 inconvenience. 

BOLIO was captured after a 
tac-nuke hit concussed its 
computer brain and scrambled 
its gyros. This also made the 
warbofs hull radioactive - to 
the extent that it is lethal to 
anyone who spends 12 hours 
in its company. Sad, really. 
Twelve hours is hardly long 
enough to strike up a 
meaningful re la tionship. 
Radiation levels inside the 
passenger compartment are 



acceptable. Unless your 
clearance is CLASSIFIED 
INFORMATION. 

The war bot won't 
automatically recognise the 
Troubleshooters as allies. It 
will certainly assumed that 
Juan Jose, and Pepe are 
enemies. And why not? 
Somebody ought to. The 
Troubleshooters ought to be 
able to prove that they are 
Good and Loyal Trouble
shooters by identifying 
themselves with their tongue 
tattoos. Getting a tongue to 
BOLIO may present more of a 
problem. 

Once the situation has been 
explained, BOLIO will decide 
that Yellows and Oranges are 
(provisionally) entitled to a 
ride. It feels vaguely insulted 
that such low-clearance 
Troubleshooters have been 
sent to find it. The warbot 
can't move until the jacks are 
lowered, unless the whole 
building is destroyed - but this 
is a last resort. When ready to 
move, BOLIO opens a heavily 
armoured hatch leading to his 
passenger compartment. 
There's no way the Mexican 
Pseudo-Daleks are getting 
aboard BOLIO. No. They can 
walk . Trundle, float or 
whatever. They also weigh 
250kg each, so despite the 
fact that BOLIO wants 
nothing to do with them, 
lifting them into the 
compartment isn't an easy 
jOb. .. 

Regardless of the numbers 
on board, BOLIO's passenger 
compartment will always be a 
little too small and much too 
stuffy for comfort. The 
controls are two joysticks with 
several interesting -looking 
buttons, two unmarked foot 
pedals, an all-round video 
display, and a vector graphics 
monitor for radar and tactical 
maps. It's the sort of set-up 
that makes playing two 
Defender machines at the 
same time a piece of Cold 
Fun ... 

The password needed to 
activate the manual controls is 
'Ansible' - the self-destruct 
code. Using this word starts a 
countdown: 'THREE - TWO . 
ONE - MANUAL CONTROLS 
ACTIVATED.' Hands up all 
those who thought there was 
going to be an explosion. 0 ye 
of little faith. Using any of the 
controls only causes BOLIO to 
comment 'THAT WAS 
EXTREMELY SILLY' and over
ride the manual controls. It 
also has complete charge of 
the door... but then you'd 

guessed that, hadn't you? 
Whatever the Trouble

shooters want to do, they're 
going to see The Leader. If this 
is what they want to do, give 
them a hard time persuading 
BOLIO to cooperate. If they 
want to escape, BOLIO will 
pretend to agree, then 
announce 'NEW MISSION 
OBJECTIVES' once they are 
aboard. BOUO's will soon 
decide that this is a golden 
chance to destroy the invaders 
before they get anywhere near 
the real, genuine and home 
Alpha Complex. 

If the team don't have 
manual control, as BOLIO 
leaves the pit it swivels the 
turret and fires on the rebel 
pseudo-Daleks. They are all 
aliens and traitors. A swirling 
cloud of smoke obscures their 
fate. 

If the Troubleshooters have 
located Computer Central, 
BOliO is powerful enough to 
get there with only minor 
cosmetic damaga There goes 
the no·claims bonusl If they 
don't know the way, BOLIO 
has his own subtle methods. 
He'll grab a pseudo·Dalek, 
shake it until it talks and then 
run over it. The warbot is in a 
particularly foul mood, so he'll 
reverse over his victims as 
well, just to make sure. Yucky. 
Imagine a tin of tomatoes 
under a road-roller. 

Leaving a trail of smashed 
pseudo-Daleks, BOLIO even· 
tually smashes its way into 
Computer Central: 'SUR· 
RENDER OR DIE, COMMIE 
ALIEN MUTANT TRAITORSI' 
By the way, don't forget to 
describe the cute, vaguely 
squished teddybear-like forms 
inside the Daleks, struggling 
to breathe in Earth's atmos
phere. 

Computer Central is 
guarded by Blue Intsec troops, 
armed to the teeth and 
beyond. It's a huge hall, all 
towering data stacks and 
memory cores. All of which 
are very, very fragile and liable 
to collapse at the first burst of 
fire. Suddenly enemy fire 
stops, and one of the slave 
troopers appears waving a 
white flag. BOLIO shoots him. 
Repeat this as often as you 
like, until someone persuades 
BOLIO to cease firing. 

Three aliens glide forward 
out of the swirling smoke. Two 
have violet hemispheres, the 
third is gleaming white. It 

approaches and says 'YOU 
HAVE DESTROYED MANY OF 
MY WARRIORS, BUT YOU 
HAVE NOT YET WON. WHY 
SHOULD I SURRENDER TO 
YOu?' 

However, the parley is 
merely a delaying tactic until 
one of the Sun Cannon 
warbots can be manoeuvered 
into position. The White 
pseudo-Dalek is a pseudo
White pseudo-Dalek: a Red 
with a new paint job. 

BOLIO uses its internal 
speaker to say ask for advice. 
If anyone mentions The 
Doctor at this point, Balla 
will go along with the idea. 
Anything for a weird life. He 
will then repeat. word for 
word, any statement about 
The Doctor. The Leader is well 
aware of the story of The 
Doctor, and is secretly 
convinced that he will 
eventually appear to wreck 
the alien plans. A 2010 
Chutzpah roll should suffice to 
convince him that one of the 
team is The Doctor, however 
unlikely this may seem. If this 
tactic is used, the real Leader 
will appear, to explain that he 
was corrupted by the evils of 
television. The team can give 
the pseudo-Daleks a firm 
warning, and send them back 
to their home world, Unfor
tunately all of the inhabitants 
of this Alpha complex are still 
dead or brainwashed; with the 
pseudo-Daleks gone, all the 
slaves collapse and eventually 
die. 

If the team tell BOLIO to 
open fire, BOLIO does so and 
white paint peels off the 
alien's armour, revealing the 
red beneath. An amplified 
voice shouts TRAITOROUS 
SCUM. YOU WILL SUFFER 
FOR THAT.' Start firing again ... 

If anyone climbs out to 
negotiate the pseudo-Daleks 
will open fire. BOLIO will 
ultimately destroy the 
Computer Centre and most of 
the aliens, thus driving off the 
invasion, but this won't do the 
smoking clone remains much 
good. 

The team may wish to try 
negotiation from inside 
BOLIO. The aliens will 
grudgingly agree terms, then 
betray the Troubleshooters at 
the first opportunity. Sooner 
or later the Sun Cannon will 
arrive and blow BOLIO to tiny 
shreds. . "'.' ",,-, 

As the gleaming flying 
saucer takes off, and hovers 

above the ruined complex, 
BOLIO casually raises its 
weapons and fires at the main 
exhaust. A huge fireball 
appears, spreading to envelop 
the entire craft. Small 
fragments rain down. Anyone 
outside the warbot must 
dodge or take column 4 
damaga 

The wrecked saucer wob
bles for a few moments, then 
spins down into the complex. 
The Troubleshooters have one 
whole round to get inside 
BOLIO and shut the hatch. 
Those who can't be bothered 
take column 14 damage as a 
mega-explosion reduces this 
Alpha Complex to rubble. 
Passengers in BOLIO take 
column 2 damage on the 
Falling From Great Heights 
Table, thanks to the shock
wave. 'THAT'S THE LAST OF 
THEM, THEN: says BOLIO. 
'TIME TO RETURN TO OUR 
BELOVED ALPHA COMPLEX'. 

BOLIO won't accept any 
other destination, and won't 
let anyone out. Humming a 
happy medley of traitor
zapping tunes, and the theme 
of the Teela O'Malley Show, it 
sets off for Alpha Complex. If 
you've got a copy, put the 
Birdy Song on repeat and 
leave it going for an hour or so. 
Give the players a taste of the 
mind-numbing quality of 
BOLIO's musical accomplish
ments. Wear earplugs. 

• '''. , . "" • P, " , 

BOLIO clatters away from the 
ruined complex, and down a 
road that leads back to base. 
After ten kilometres or so 
there's a loud bang, and 
'REACTOR MALFUNCTION, 
REACTOR MALFUNCTION -
EVACUATE IMMEDIATELYI' 

The hatch swings open, and 
the Troubleshooters have five 
rounds to get clear. There's a 
huge hole in BOUO's side, and 
laser bolts are zapping into the 
ground around them. Even· 
tually BOLIO explodes; the 
fireball has a 25m radius, and 
does column 12 damage. 

'SO, STEENKEENG ONES, 
WE MEET AGAIN: 

Three familiar battered· 
looking pseudo-Daleks with 
scorched hats and torn 
serapes cover the Trouble
shooters with their lasers. It's 
excuses time. Three rounds ... 
Got Then the alien rebels 
open fire anyway. Any 
survivors of this final 
massacre must travel back to 
the Alpha Complex on foot. 
Run the next ending when 
they get there ... 

• 



If any Troubleshooter is killed 
on the return leg, no clone 
replacements are delivered. As 
BOLIO clatters towards Alpha 
Complex, the Troubleshooters 
may remember that it lost all 
its radio equipment, and is so 
badly damaged that it no 
longer looks like BOLIO. The 
warbot does remember and 
uses a flashing lamp to 
contact the Complex. 

BOLIO is taken to a silo for 
interrogation, and the Troub
leshooters are confined to 
cells for 'debriefing'. Event
ually, after three days of 
interrogation, they are given 
fresh clothing and escorted to 
a briefing room. 

Four Indigos and some 
Vulture Troops are waiting . 
Hand out the rewards and 
punishments in the traditional 
styla .. And then one of the 
Indigos turns to the survivors 
and says 'Well done. It's 
fortunate that the aliens 
picked another complex to 
invade. I wonder if any other 
aliens have picked up those 
old signals - it would be 
unfortunate if there was more 
interference with our plans: 

He pulls at his cheek, and a 
layer of flesh-coloured plastic 
peels off to reveal green 
reptilian skin. A long forked 
tongue flickers in and out 

'You will stay to dinner, 
won't you?' 

Soft hearted again? OK, 
debrief the survivors, promote 
them, and give out appropriate 
bonuses and rewards. Let 
them relax for a few days. 
Then call them back in for a 
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final debriefing session, and 
run Optional Ending The 
Second. . ' ..... ., " ... 
Essentially small humanoid/
teddyoid aliens in robotic suits 
of armour, the aliens aren't as 
tough as their fictional 
predecessors. 

Chassis 
Small 

hets 
Air cushion (not powerful 

enough to use a staircase or 
ladder); base speed: fast walk; 
this system can be put into 
reverse, making the Dalek 
stick to the floor so firmly that 
it can't be moved or turned 
over. 

Hends 
Limb with grasper, lift 30kg, 

melee (30%) 

Input DevicBs 
Audio sensors, video 

sensors 

Output Devices 
Voice synthesiser (metallic 

tones), little lights 

Power Source 
Micropile 

Weepons 
Laser rifle, barrel mult i· 

colour according to security 
clearance, 35% skill. The 
Leader has 60% skill. 

Armour 
Multi-colour reflec (as 

security clearance) over Kavlar 
armour. The Leader has 
universal reflec armour over 
laminated combat armour. 
Both types of armour are gas 
proof, invulnerable to stun 

c , .. 
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PENALTY FOR IMPROPER USE TERMINATION 

guns and rifles, and include air 
and food recycling equipment. 

STH EN[l AGI. [lEX MOX CHTl ~!'OW 

_ 7"7" 7"7"88 1210 

~_12 ' 14' 16- 14- 14 19 8 21 

* These attributes are only 
used when the occupant is 
out of the armour. A pseudo
Dalek without its armour looks 
a lot like a teddy bear. 
However, cuddliness is no 
substitute for a good set of 
lungs; a pseudo-Dalek will die 
in Earth's atmosphere as soon 
as it fails a 3010 Endurance 
roll. 

Chassis 
Largest; all attacks shift 4 

columns left 

Feets 
Treads, enhanced speed; 

Run over/squash (30%, shift 4 
to right) 

Hands 
Two heavy manipulators, 

300kg strength, melee 25% 

Input Devices 
Standard data port (with 

scrambler to block t reasonous 
programming); audio, video, 
radar, radiation and sonar 
sensors; gyroscopic compass; 
multi corder (in passenger 
compartment) 

Output Devices 
Voice synthesiser in 

passenger compartment; 
external 500 watt synthesiser; 
radio systems damaged 

Power Source 
Micropile 

Weapons 
Laser Cannon III (damaged, 

repairable); Sonic blaster 
(concealed, full working 
order); Tube cannon 2 
(autofiring tacnuke launcher, 
damaged, unrepairable) ; 
ROVGB laser pistol (concealed 
in passenger compartment) 

Armour 
50mm laminated composite 

armour plate (shift all attacks 
another 6 columns left) 

Programs 
Laser and Tube Cannon 7 

(50%), Sonic Blaster 5 (40%), 
Laser Pistol 2 (25%), Heavy 
manipulator 2 (25%), Melee 2 
(25%), Basics 1 

The original idea for this 
adventure derives from some 
speculation about Da lek 
society, originally suggested 
by Pete Armstrong and Hugh 
Fottrell of Games Workshop, 
Hammersmith. 

Other sources include 
Doctor Who, v,: Keith Laumer's 
BOLO stories, and virtually all 
the published material for 
Paranoia. My thanks to all 
concerned . 

Marcus L Rowland 

WARBOT ROUTE THIS MAP WILL SELF DESTRUCT AT 14.30 HOURS 

Ramp down 10m 
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Nobility and Royalty in 
Warhammer Fantasy Roleplay 

by Paul Cockburn. with Jim Dambra and Phil Gallagher 

Nobles in The Empire 
One thing The Empire is not short of is nobility. By that, 
we don't mean thai The Empire is a fine and honourable 
place, filled with good souls, but that it is liberally 
scauered with people who by birth, favour, action or bluff 
have reached the stage of being regarded as 'aristocratic'. 

The government of The Empire depends on the nobilily. 
Essentially, the Emperor is one of the select central corps 
of nobles known as Electors. The Electors each hold 
sovereign sway over one of the large provinces of The 
Empire, and elect one of their number to serve as Emperor 
until death (or, occasionally, until everyone else is sick to 
death of him). Ignoring the clerical Electors, who derive 
their authority from their Temples, each lay Elector is the 
head of a dynasty, the most prestigious member of a 
powerful aristocratic family. All the authority nobles 
command is theirs by birthright, and is passed on through 
the generations. Most of the ruling Electoral families of 
The Empire have existed for centuries. 

The privilege of being an Elector - normally entitled a 
Grand Duke, Grand Count, Grand Prince, or Graf - is an 
ancient one, and naturally, they are also the rulers of 
magnificent personal estates :rnd large provinces. The 
origins of these titles are lost in the mists of antiquity ; the 
important thing to remem~r is that there is no dear 
hierarchy of titles (unlike in our own history) and that 
only Electors an:: caUed 'Grand'. 

Of course, only one mem~r of the family gets to ~ 

Elector. So the third level of aristocracy (if the Emperor
Elector is the first , and the other Electors are the second) 
are their blood kin. These are the lesser lights of the 
Imperial Dynasties, who - but for the vagaries of the rules 
of succession - might have been (or might yet be!) Electors 
themselves. Instead, they serve as a kind of noble 'civil 
service'. 

It is traditional (and sensible, in most cases) for the 
Electors to entrust members of their family with posts 
within the Electoral Province. They might control smaUer 
provinces, which are pan of the Electoral holding; they 
might have important pOSitions within one of the 
numerous Orders of Knighthood (d The Enemy Within, 
piS); they might hold a governmental office, like 
Commander of Road Wardens or Knight-Chevalier of the 
Bedchamber; they might have substantial land-holdings' or 
castles of their own , separate to the lands of their liege
lord; or they 'might just be hangers-on, living at the 
Electoral or Imperial court. 

Whatever they do, these aristocrats are considered high 
in the rankings of nobility. They carry important tities, 
like Duke, Count, or Baron, and take precedence over aU 
save the Electors. 

Beneath them are the lesser nobility, the knights, lords 
and ladies of the 'country' aristocracy. They are 
predominantly land-owners and the relatives of such -
holding castles or country estates, lesser governmental 
posts away from the capitals, or overseas. These are the 
most numerous of the nobility, and it is likely that player 
character nobles will be from this group. 

<
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Note; Imperial titles can be a bit confusing in their own 
right, and you could easily get completely tied up 
comparing them to the various 'ranks' of noble that 
follow. The Noble career class progresses through five 
Ranks, each more advanced than the last. Each also carries 
a list of likely titles. However, there is a ~at deal of 
overlap in the grading of various titles, so that it is 
possible for a seemingly lowly Count to have vast tracts of 
land and wealth, while a Duke can be almost a pauper, 
and own no more than a fortified manor. However, you 
can roughly grade the lmperialtitles like this: Knight, 
Lord, or Lady; Baron or Margrave; Count; Duke; Elector 
(therefore Grand Baron, Grand Duke, etc). 

The Noble Basic Career 
The player who rolls up Noble as a Basic career has not 
actually gained any major advantage over his fellows. The 
extra money is useful, the horse and the armour will make 
life less taxing and hazardous, and one can safely assume 
that those skills mean the character will never use the 
wrong fork at dinner. It does not mean that the character 
is rich , or that he or she has land or a castle somewhere. 
Much more likely, the character is some younger son or 
daughter of a moderately wealthy graf or knight who has 
given up hope of ever inheriting the big money, and who 
is certainly not going to soil his or her hands with 
anything so demeaning as work. 

So, the adventuring life is a natural one. And - apart 
from demanding to be called 'My Lord' or 'Your Grace' at 
every moment by the rest of the party - the character can 
go through life as one of the chaps, striving against the 
forces of Chaos and trying to make an honest bob or two. 
The major difference is that the character usually finds it 
easier dealing with the common folk who trundle around 
the edges of the campaign: peasants, merchants, inn
keepers and the like. Most will doff their caps, find the 
character a chair, offer some small free service, and serve 
them more quickly than the rest of the party. Of course, 
the GM should occasionally have an NPC who is a linle 
less 'umble, and who treats the PC as a 'stuck-up' snob. 

Generally, the attitude of the population towards the 
Imperial aristocracy is publicly servile and privately 
scornful. The in-breeding of cerrain families, the 
incompetence of many individuals, and the haughty 
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indifference of the whole class has made many enemies. 
But their power is considerable, based on their almost 
exclusive right to hold land, and most non·nobles . be 
they wealthy merchants or landless peasants - recognise 
that someone who can have you split in two for no reason 
is not someone to be chttked .. . 

Initially, however, the PC Noble has no great power or 
influence. He should have a simple title, like Knight, or 
perhaps Landgrave, and will owe no great allegiance to 
anyone, save perhaps an immediate: liege-lord (a slightly 
more prestigious noble). Once the player-characters have 
been wading through the gore of Chaos· followers for a 
few years, however, they might consider that they de~rve 
a real title, a proper reward, the sort of thing people 
respect. What follows are some simple rules and 
guidelines for handling the ennoblement of player 
characters and NPCs. 

Joining the Nobility 
Each of the Ranks of the Noble Career (described below) 
has all the normal sub·headings aU2ched to it: career 
entries and exits, trappings and skills. However, characters 
cannot just 'adopt' noble status (unJess the player's first, 
basic career is Noble · see WFRP, p32): each Rank is a 
'specialised' career, with individual rules for entry. First 
and foremost, the character must have a patron, since the 
Imperial rules of ennoblement state that only the Electors 
can create new tities, or redistribute old ones. 

The patron figure should be used in the same manner as 
one might use the head of a Guild or a military 
commander for other careers. The player charactcr(s) 
concerned will have come to the Elector's attention 
through some famous deed, will have been introduced to 
the Elector at some time, and begun performing little 
services, In time, the: Elector will come to look on the 
PC(s) as dependable, worthy of high reward, and will 
mention the possibility of a title of some kind, if they will 
just perform this one small service ... 

In game terms, the rules for entry into the Noble career 
can be summarised as follows: 
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The character concerned must have fully completed 
one or more of the careers listed under career 
entries, To complete a career fully, a character must 
have taken every advance possible under the career, 
obtained all the skills and all the trappings. 

Noble characters can only rn=: geamed the title by an 
NPC Elector-Patron, someone who will have been 
making their lives a misery by a sequence of 
unreasonable requests in their former careers. In the 
most exceptional of circumstances, it might be 
possible to forego this by a single act of great vaJue 
in the presence of the Elector or his agents - winning 
a major bank single-handed, or rescuing the Grand 
Duke's daughter when all else have failed , etc. 

There is, of course, onc simple way of helping the 
EleclOr make the right decision. Nothing smooths 
the way towards a title like money. If a character can 
afford 10 buy all the Trappings listed for the 
particular rank, and pay the Elector a sum equivalent 
10 25% of that [Qtal, then there's no need to go 
running around risking life and limb against the 
hordes of Khorne ... Even when the character hopes 
to inheril all the Trappings that go with a title, that 
25 % 'bonus' still ought 10 be paid. 

The Elector will grant the PC the lowest title 
possible - the 'Knight' rank, which carries few 
rev.rards and several obligations ... Some Advanced 
Careers from the rulebook do allow entry into the 
higher ranks of nobility, as shown under the 
description of each nnk. Normally, if a character 
already holds a title, and the Elec[Qr wishes to 
reward him or her, then a title will be bestowed 
from the next h ighest rank. However, the GM should 
never ignore the posslbllity of a character holding 
two duchies, or whatever, if It isn't a good time for 
the character to advance further through the career. 

If the character is to advance into the second rank of 
the nobility, there must be a vacancy to ml, since the 
higher ranks are all tied to territory. Nonnally this 
need not be a great problem, since the Elector can 
always shave off a piece of his or her own domain if 
it is that important to reward the Pc. However, this 
rule alone is the single most imponant bar to 
characters advancing to the third rank or higher. If a 
Ducal title becomes vacant, for example, the 
Emperor will re-assign it to the greatest worthy in 
the land ... probably himself. If a PC is so powerful 
that he or she simply can't be ignored any longer, 
that should be the only circumstance in which the 
title is assigned. 

5 
The experience cost 10 enter any of the noble ranks 
is 300 EPs. After these have been 'spent', the 
character should make an immediate FellowshiP test. 
If this is passed, the character may enter the career 
immediately. If it is failed, the character's 
ennoblement will be delayed for D6 months (with 
the patron hanging omo all the 'bribe' money), until 
this test can be taken again at the cost of another 
300 EPs. It is quite possible for characters' 
applications to be delayed for years .. . 

Special Rules for Noble Characters 
Trappings: Once a character has assumed the noble title, 
all the benefits and duties outlined below apply. The 
noble career works like any other, with opportunities for 
characters to gain advances and new skills, and so on. 
However, there is a special rule for this career. 

A noble's trappings are the most important sign of his 
status, and he can not afford to ever be without them . 
These trappings will have come to him in one of two 
ways: either they will have been bestowed at the time the 
character received the title for some great service, or they 
will have been bought by the character as part of the 
process of buying the title. 

If characters ever find themselves in a position where 
they do not have all the Trappings for the career, or if a 
time comes when they cannot afford to pay the annual 
upkeep on things like staff or land-holdings, they will start 
becoming an embarrassment to the nobility. At the end of 
each game year, the character should make a Fellowship 
test: if this is pasSed, things can continue for another year; 
if failed, the title will be stripped from the character, along 
with all remaining noble trappings, and (he character will 
have to commence another career. 

Training: The second rule for this career is that all the 
Skills for that rank (and all lower ranks) should have been 
purchased before any characteristic advances are taken. 
The rules for 1faining Times as given last month apply for 
these skills, but the prices for Thition Fees should be 
trebled. Go on, you can afford it ... 

''A grant for your charitable hospice, 
my lord; oh, and did I mention the 
problem I was having with my 

neighbours? " 

Benefits and Duties: The GM will hive to judge how 
much a noble character is allowed to interfere with the 
playing of a game. Basically, the more you want the 
players to be a part of the campaign world, [he more 
attention you should pay to what follows. 

There are several benefits to being a noble that you just 
can't regulate for. The obvious one is that the PC's social 
standing is such that most ordinary people will show the 
right kind of respect - at least to the character's face. This 
is reflected in the very healthy increases possible in the 
Leadership and Fellowship characteristics, Nevertheless, in 
general terms, the only NPCs with whom the character has 
regular dealings who might fail to show due deference, are 
those ignorant peasant clods who don't know any better, 
and the genuinely Bolshie. 

This kind of prominence in society oUght to extend to 
two other important areas as well. Nobles are hardly likely 



to perform menial services themselves: "Feed the hones 
well, groom, and here's some copper for your trouble", 
and thif should extend to the menial servic~ of 
transporting oneself all over The Empire after pieces of 
equipment and news. Any halfway decent armourer ought 
to come to you, tape measure in hand, with the latest 
fashion in full gothic plate mail. Likewise, the information 
on which a campaign thrives - knowing where the action 
is (at least locally) - ought to come direct to the character. 
After all, they will be responsible for the lives of othen. 
The GM can draw some amusement from the prospect of 
the PCs having too much adventuring work to cope wirh: 
"There's a Chaos Warrior in your village? OK, I'll get to it 
on the way back from defeating the robber knight at the 
ford, after I've rescued the merchant's daughter" 

And, of coune, nobles have certain rightS, by law. They 
can't be arrested by common Watchmen, but only by 
specific warrant from an Imperial magistrate or the direct 
word of their liege lord or any Elector; they can only be 
tried at an Electoral court, by their peers; they cannot be 
punued for civil suits. Basically, they can do what they 
like to the lower orders - literally getting away with 
murder - so long as they don't get up the noses of their 
fellow nobles. And the average Imperial noble nose has 
plenty of room . Of course, some overbearing nobles have 
been known to be found face down in the river - the law 
doesn't provide complete protection ... 

As GM, you also ought to allow some income from the 
lands, offices and 'benefits' of being a noble: '"A grant for 
your charitable hospice, my lord; oh, and did I mention 
the problem I was having with my neighbours?" The 
amount will have to be judged by individual needs, but 
should be less than the outgoings of the PC when that 
character is still actively adventuring. 

The duties of a noble can only interfere with the playing 
of the game as much as the GM wants them to, but they 
ought at least to include a few visils to the PC's liege. 
Normally, this will be the Elector of the province in which 
the PC holds land (and a PC could hold land in more than 
one Province), although there may be an intervening 
Baron or Duke for lesser mortals. Visits to the Imperial 
court can be encouraged, and allow the player to feel his 
or her character is really getting somewhere. Don't let this 
become abused, if the PC is proving to be a pain. 

Farm management isn' t going to be everyone's cup of 
tea (use something like the Pendragon Nobles system, if 
you want to run the economics), but don't miss the 
opportunity to have the PCs involved in the Jaw. The 
historical test of noble power (a bit of medieval history 
here) is through watching how much of the law a noble 
controls. If the people he or she judges can appe:rl further 
up the ladder, then the character is not a great power. If he 
or she can say "Orf with his head" , and that's the end of 
the matter, then the character does indeed have some 
clout. Most medieval feudal and post-feudal conflicts over 
' rights' were to do with who had the final power to say 
this is how it is, like it or lump it. 

So don't miss the chance to have your PCs run a few 
triaJs. Apart from the obvious roleplaying potentiaJ, there 
is much scope for starting adventures from the outcome of 
a trial, and of using them as the culmination of a plot too. 

This not being the medieval period proper, the old 
ideaJs of military service are not applicable. However, in 
times of trouble, the PC who shehen behind self-interest 
isn't going to win friends. It might be che:tper, and it 
might protect what you have, but it isn't going to lead to 
promotion ... 

Career Exits: Apart from the Knight rank, none of the 
other the Noble ranks have any Career Exits. Once a noble, 

aJways a noble. Are you supposed to soil your hands with 
work? 

Adventuring or soldiering or magic are just about OK, but 
the vast majority of nobles can only either stay put, or 
look to advance up the rungs of power. The idea of the 
noble career is to provide a final goal for your PCs, a place 
to call their own and a sense of achievement. .. 

New Skills For Noble Characters 
The following new skills can be easily introduced into 
your campaign. They need not only be available to 
characters in the Noble career, but none of them should be 
granted to characten as part of the process of rolling up a 
Basic career. 

Court Intrigue: A character with this skill who makes a 
successful Intelligence test will know who is on whose 
side, what rumoun there are about their intrigues, and 
will have all the necessary contacts to punue any kind of 
intrigue of their own. If the character successfully makes 
an Intelligence lest with more than 20% to spare, he or 
she will also be privy to a secret about some faction's 
plans that could prove very useful. 

Obviously, such a skill can only be used at a level 
appropriate to the character's own. A Rank 3 Noble could 
use this skill in connection with people and events at the 
Electoral court, while an Elector would operate like this at 
the very highest level. 

Dynastic Knowledge: A character with this skill may, on 
completion of a successful1est against Intelligence, be 
assumed to know the details of another noble's family 
saga. This should include knowing which faction(s) the 
characten family supports, their famous formean, their 
current standing, etc. A modifier of + 10% should be 
applied to tests concerning NPCs of Noble rank 4 or 
above. If the character makes a particularly successful roll 
(with 30% to spare), he will aJso know some seCret about 
the other character's family. If the test is failed, the 
character's background remains a mystery. If failed by 
more than 20%, then you've made a real mistake, and got 
the guy crossed with somebody else. 

For example, B2ron Wilhelm von Michelin, a PC Noble 
(Rank 3) is living at the ElectOral Court in Nuln, looking to 
ingratiate himself and gain an important military 
command. However, 2 rival for the post is Duke 
P'euerberg, and he shows no sign of being ready to hand 
over the reins. Wilhelm, not w,lllting to be seen asking lots 
of questions, racks his memory to see what he knows of 
the Feuerberg family - his player rolls 21% against his 
currt:nt InteUigence of 49%. Because Feue~rg is a Rank 
4 noble, the 10% bonus means Michelin's pl:lyer is aware 
of 2 little-known fact alx>ut the Feuerberg cl:ln - the GM 
decides that he has heard of bad blood between the 
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Feue~rgs and the Halflings of the Moot. Perhaps the 
Duke has plans to use the troops which the post would 
place at his command to settle this old grudge - or perhaps 
Michelin can JUSt make people :at court think this is what 
he intends ... 

Influence: A character with this skW C2J1 add 10% to his 
or her FeJ/QwuJip 5CQI'e when making any test at Court. It 
represents having the right COQuets, and ~ing ~en by 
people with authority as heing the right kind of person to 
have access to different places. 

Intimidate : A skill no nook can afford to be without . It 
aUows a nobk character 10 browbe:lt the commoners into 
inst2D1 obedience, by miling a FellowshiP test. Ii the test 
is passed. the pelsants will obey :my command that 
doesn' t actUally put their life or property at risk. If passed 
by 30% or more, the fools will-actually be ready to follow 
the nook ioro all sortS of risky situ:ltions. If failed, 
however, there will be muncring in the r:mks, 2nd the 
tomatoes might stut flying ... 

"Farm management isn't going to be 
everyone's cup of tea". 

Stewanbhip: This skill allows a chanCier in charge of 
running an estate to do so without making a mess of 
things. Ir embodies certain general agricultural skills plus 
the knowledge of when certain jobs need doing. It also 
involves dealing with labourers on the estate. At critical 
times in the year, ~ing and harvesting bdng the most 
imporl2Dt , the character should make a Risk test , with a 
+ 20% modifier if the charaCttr has the Stewardsblp skill 
(ignore the rule on p71 of the rules aboU[ taking damage 
when a Risk test is failed). If the roll is successful, the 
character will haw: earned the eS12te an :tppropriate 
amount of money (determined by the GM). If failed , the 
amount should be halved. If the test is f:tiled by 30% or 
more, the whole amount should be lost, and people on 
the Esute will be thtt2tened with starvation. 

The Noble Advanced Career 
The following career profiles are for the various ranks in 
the Noble career. The Knight r.Ulk is eDctly the same as 
the Basic Noble career (see WFRP, p32), except" th:tt it may 
be taken as a new career by a character who satisfies the 
rules given :tbov~ 1b obtlin a noble rank, the career from 
which the character comes muSt have bttn completed - ie, 
all adV21lces must tuve been taken, all skills obtained and 
all trappings :tcquired. 

Noble - Rank I (Knight. lord. Lady) 

1 M I!"£I!~ ~ 1 T 1 :;1'\01 ~ ~!1Jlotlftol1ml 
Career Entl"ances 
by birth (Noble basic career); Engineer; Excisem:tn; 
Outrider; Ro:tdwarden; Scribe; Soldier; Squire; Tr:tder 

Skill, 
Blather; Charm; Consume Alcohol; Ettiquerte; Gamble; 
Heraldry; Luck; Musidanship; Public Spe:tking; 
Re1d1Write; RJde; SpecUli.st We2pon - Fencing Sword; Wit 

Trappings 
Horse; Expensive clothes (worth at least 250GCs); 

Jewellery (worth at least 10D6GCs); D4 Hangers-on - other 
PCs will do! 

Career EIit5 
B2wd; Duel.li.!it; Frtd2nce; Gambler; Student 

Noble - Rank 2 (Baron. Margrave) 

I':' l;?sl!'fol S 1 I 1 ;:\I'~QI :J:I!fJ~~~lfloWi~l!l~ 
Career Entrances 
Judicial Ch2lDpion ; bwyer 

Sk11ls 
DiS2rm; Dodge Blow: G2me Hunting; Sing; SpecialiSt 
Weapons - Lance, Parrying Weapons; Stewardship; Story 
Telling 

Thapplngs 
3 Horst$; Expensive Clothes and Jewellery (worth at le2St 
I,OOOGCs); Fortified Dwdling (cost at 1C251 25 ,OOOGCs to 
build and 2,OOOGCs per annum to run); Marks of Office 
(cosling at Ielst 7,OOOGCs); A few serv:lDts - a 
Chamberlain, a Henld, a Balitt, 3 Cooks, 10 Maids, 20 
General ServantS and 50 Men-at-ums oUght to cover it). 

Noble - Rank J (Count) 

I':' 1:;~!'fl,1 S 1 I 1;:\I,~JMh~!1J~'ruftolttl!~~ 
Career Entrances 
Explorer; F~e1ance; Merchant 

SkUls 
Evaluate; Influence: Intimidate; uw; Seduction; Specialist 
We:tpon - Double-handed Weapons 

Trappings 
EI:tborate Coach :tnd 4 Horses (costing from 5,OOOGCs); 
Expensive Clothes and Jewellery (worth at least 
5,OOOGCs); Small Manor (cost at least 35 ,OOOGCs to build 
and 5,OOOGCs per annum): At le:tSt as many servants as a 
Count, as wdl as:t Groom, a Falconer, a Masler of 
Hounds, 3 pages, a few udies-in-W:liting (you are married, 
aren' t you?) and coachmen; Falcons :tnd Hunting Hounds -
at least 4,000GCs worth. 

Noble - Rank 4 (Duke) 

Career Entrances 
Mercenary Captain: Sea Captain; lemplar; Witch Hunter 

SkUls· 
Cryptography; Dynastic Knowledge; Secrel Language -
Classical; Spe:tk Additional L2.nguage 

Trappings 
A small piece of The Empire; Coaches, barges, boats, ships, 
horses ... at least 15,OOOGCs worth; A castle with keep, 
bailey and walls (cost al least 50,000Ges to build and 
7,500GCs per annum 10 keep up); Expensive Clothes, Pets, 
Jewels, Regalia, Mistresses and sundry hobbles (worth al 
least 25 ,QOOGCs al anyone time, spend al leasl IO,OOOGCs 
a year); Serv2nts by the score: add Scribes, ArtiSans, 
Bombadiers, Sappers, Engineers, Craftsmen and another 
DlOO Men-at-Arms to the list for the Baron 



Noble· Rank 5 (Elector. Grand Duke. Grand Prince· 
NPCs only) 

I M 15~!?J ~ I I 1 51t~J t2~~I!fJ~~,m~~ 
Skllls" 
Court Intrigue; Stcrtt Sign - Noble; Theology 

...... pp1ngo 
A considerable piece of rnI estate. .. like a Province, 
maybe; Llfe's little luxuries - aU the means of tranSport, 
enterta.inment and genenl. good living you can get for 
30 ,OOOGCs a year; A major castle; the sort that costs 
lOO,OOOGCs to build and 12,500GCs a year to keep going; 
probably a town house and a few country rttrtats too; All 
the servants above, probably twice over, plus another 
2,000 men-at-arms, 500 archen and 500 cavalry, a few 
Templars and good contacts amongst the mercenary 
fraternity. 

Extra Dressing 
The following art: some idC2S which lend themselves to 
adventu~ plots for noble ctuncten. 

Whose side are you on? 

Imperial poUtics a~ based on the division of power 
among the Electors, for whom the Emperor is but a figu~
head. The divisions and aUiances among the Electors tend 
to be at their mOSI critical during the eJection of a new 
Emperor, but. the process t2.kes place all the time. 
Normally, thert are only are small number of Electors at 
anyone time with the drive, energy and Influence to be 
considered major figures in the hierarchy of The Empire -
in the The Enemy Within c:unp2ign these art Gnf Boris 
Todbringer, the Elector of Middenheim; the Duchess Elise 
Krieglin-Untermensch, the EJector of laIabheim; Grand 
Duke Gustav von Krleglin, the EJector of 12labecland; 
Grand Prince Hals von 12sseninck, the Elector of Ostland; 
and Grand Duke Leopold von Bildhofen, the Elector of 
Middenland (cf TEW pI5). 

"Once a noble, always a noble. Are 
you supposed to soil your hands 

with work?" 

Behind each of these ftgU~s, a complex web of 
supporters spreads throughout all areas of Imperial life. 
Thus, it is well known that Graf Boris Is rdated by 
marriage to Jan 1bdbringer, now better known as the 
Grand Theogoni51, Yorri XV; that the banking family of 
the Schulldermans in Altdorf finance most of his loans; 
that nuny dependants of the 1bdbringers are ~rving in 
the Order of the Fiery Heart, and that the Guilds 
connected to the mining industry owe him allegiance. 
Similar networks sp~ad out from each of the others. 

So, when a new PC noble appears, the character's place 
in the power-politics of The Empire will be mapped out 
for him or her, unless the adventu~r is entirely brave 
and.ior Stupid. The Elector who enobled him or h~ will be: 
a member of one of the five great i2cdons, and that will be 
the faction to which people expect the PC to belong. 
The~ will then follow three stages for the new noble: 

First, you meet your friends . Other members of the 
faction make themselves known to you. Your betters invite 
you to rome and see them so they can see what you look 
like. and what u~ you might be. Your inferio rs come to 
offer services. 

Second, your enemies make themsclves known to you. 
You start meeting hindrances, abuse, problems. You can't 
book a coach ticket or a hotel room, your horse's feed is 
spolled, your assets are tied up. Your friends start 
suggesting you use their contacts, tying you more closely 
into the nction. Your enemies will become increasingly 
open in their hostility, so that you can't move without the 
support of your faction . 

Lastly, you become pan of the power struggle. Feuds, 
private wars, court intrigue ... 

But he started it,., 

One of the sad truths about the noble class is that they 
love fighting. No harm in that, you'd have thought, given 
the enemies beyond the border, but the fact is they prefer 
fighting each other. There is a kind of irutitutionalised 
violence in The Empire called the Private War. This is a 
family feud , blown up out of all proportions, involving 
the raising of annies, battles, sieges, etc. It 's called a 
PriVllte Wu, because it is actually illegal to just ' join in' -
you art supposed to be hired by one of the principal 
parties Involved, rdated to one of them, a retainer of one 
of them or just one of them. The rules of Private Wu are 
simple; you can do what you like to people on the other 
side, but you are supposed to avoid generaJ mayhem 
around the place. 

That's the idea, but it rarely works like that. When the 
Yerspeers, a noble family from ThIabecland, fell out with 
the enormous von Randee clan, whose most famous scion 
Is a minor Count in south Middenheim, it stllted a 
vendetta that lasted 34 years, and saw at least t~e towns 
DUd which had nothing to do with the quarrel. 

The whole point of a Private War is that e2Ch act of 
vengeance is such a galling blow to the other side that 
they have to seek vengeance In tum; the whole thing Is 
self-perpetuating. 

If a PC noble hasn't got enemies from another family 
like this, then he or she is obviously a wimp. Just make 
sure your next adventure has an NPC noble among the bad 
guys, so that when the PC deals out tbe death stroke. you 
can start wheeling out the Idth and kin ... 

Paul Cockburn, witb Jim Bambra and Pbil Gallagher 
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Public Order for British-based Call 
of Ctbulhu campalgas 

by Mark Lee 

In the period from the tum of the 
century to WOrld war TWo there were 
many civil disturbances In Britain, 
ranging from the activities of Suffragettes 
to labour disputes. These were also the 
years of the GeneraJ Strike, and the 
Moseleyite marches of the thirties, Some, 
but not all , of these events are covered in 
Green and Pleasant Land, the British 
Call of Ctbulbu sourcebook. This is 2 
look 2t the background to civil disorder 
and the legislation then in force to deal 
with the problem ... 

The history of public onkr in Britain 
is directly linked to the development of 
the C2ilways, Until the middle of the 
nineteenth century most disturbances 
we~ local , If there wu trouble it would 
be handled by the local rmgistratc and a 
few asslstults, and if there ha.ppened to 
be an anny barr.lcks In the a~a, troops 
might be called in to help, This W2S rare, 
but it did happen (such as at the 
'Pl::terloo Massac~' in Manchester). It 
could take severaJ days for troops to 
reach a trouble spot, so rioting 
sometimes continued for days in isol2~d 
areas. Fortunately these riots we~ 
usually fairly small, since the same 
restrictio ns on movement th2t hampered 
the anny applied equally to the riOters. 

With the 21Tiva1 of the railway system 
it became possible for the public to 
move around the counrry really quick1y, 
and for towns to become larger and 
more densely popul;ued. It gndually 
became apparent that there we~ an 
incrfiSlng nwnber of incidents involving 
large crowds, peaceful or violent. 
However, the new fonns of transport 
made it possible 10 respond quick1y (in 
some cases over-~act) to mob action. 
Once troops could be moved around the 
counrry rapidly, the anny became 
involved in more civilian disorders. This 
made it possible to keep anny units on 
British soil, and kept them in training for 
war. The number of prolonged riots 
declined, but mo~ people we~ hurt In 
the riots that did occur. 

As police forces became larger and 
better equipped, the need for military 
intervention declined In the British 
mainland, However, the role of the 
police gradually fell Into disrepute in 
some quarters, since It was often felt that 
they were attempting to stifle f~edom of 
speech, and we~ biased against trades 
unions and kft-wing political 
organisations. 

An important example of this trend 
was tbe Public Order Act of 1936, 
intended to curb the violence of Fascist 
supporters. It forbade the wC2ring of 
political uniforms 2t public meetings, 
and gave Chid Const2bles wide-ranging 
powers to prohibit meetings and 
procrssions. In practice, some sources 
suggest, these powers were ra«ly used 
against the Fascists, but were frequently 
used against ldt-wing organisations, By 
1938 police misconduct W2S so 
widespread that the National Council Of 
Civil Liberties wu spending three 
quarters of its time monitoring the 
police, and began to use volunteer 
observers at public meetings. 

The largest disturbance of this period 
was the B2.tl1e of Cable Street, in 
October 1936, The British Union of 
F2scists, led by Oswald Moseley, 

uranged to IIW'Ch through the &5t End 
of London with a police escon. An 
estimated hund~d thousand Jews and 
communists mobilised to StOp them. 
Cars and tnms were ovenuroed, 
windows were snushed, and hundreds 
we~ arrested and injured. Eventually the 
Fascists admitted defeat and cancelled 
the march. Afterwards it wu claimed 
that the police had planted WC2poru on 
rtuny of the anti-Moseley deroonstr:uors, 
while ignoring those curled by the 
Fascists. 

Although these events were: 
exceptional, they illustrate the filct that 
Britain wasn't enti~ly peaceful befo~ 
the Second ~rld War. 1b be «alistic, ~ 
British-based Call of Ctbulbu campaign 
should make some attempt to «flect this 
situation. If investigators do become 
involved with mobs and acts of violence 
they and the keeper should be aware of 
the laws they risk brnklng. 

Aft",y 

This 15 an intereSting charge which 15 
occasionally used after acts of public 
violence. In essence, the bw states that 
any violent behaviour which is likely to 
make another person afraid is an 
offence. For e:gmple, a ftght using 
WC2pons wbich drew blood would 
probably be treated as an Affray, whIle 
participants in a simple fist fight would 
generally be charged with assault. Using 
dummy weapons to threaten someone 
while committing a crime might also 
kad to this cbarge, The important point 
is that Affray carries much heavier 
sentences than common assault, These 
can be up to three years in some cases, 
compared to a fine or short sentence for 
common assault, The distinction is 
unlikely to matter if investigators face a 
murder charge, but could be very 
import2nt under other circumstulces, 

An unusual crime ~12red to Affray is 
Attempting To Alann Or Injure The 
Sovereign , This is actually defined as an 
offence ag.linst the public, 2. general 
category which also included tte2.50n, 



blasphemy, and mutiny. A 1906 source 
explains the crime in a way that makes it 
possible to be guilty of this offence 
while attempting to defend the monarch: 

To pOint, aim, present at or near 
the peI50n of the King, any 
firearm, loaded or not, or any 
other kind of ann. 

:2 To discharge at or near the peI50n 
of the King, any loaded arm or 
explosive material. 

3 To strike, or to strike at , the person 
of the King in any way whatever, 
or to throw anything at or upon 
the King. 

11 To attempt to do any of these acts, 
or to produce or have near the 
person of the King, any arm or 
destructive or dangerous thing, 
with intent to use the same to 
injure or alarm the King. 

Upon conviction for any of the above, 
the punishment is imprisonment and 
whipping 

Investigators who try to push the King 
clear of an assassin - or draw weapons to 
ward off an attacker - may find that they 
have more trouble than they bargained 
for! 
Riot 
The average group of investigators may 
in themselves to be sufficient in number 
to be classed as a Riot under current 
British laws! The 1982 defines that a riot 
occurs in law where: 

there are at least three people 
present; and 
they have a common purpose; and 

they carry out that common 
purpose; and 
they are prepared to help one 
another, by force if necessary, 
against anyone who opposes them; 
,nd 
force or violence so as to 'alarm at 
least one peI50n of reasonable 
firmness ' occurs. 

In the 19805 the punishment for Riot 
alone can theoretically include life 

imprisonment and unlimited fines . The 
definition from the same 1906 source 
adds imprisonment with hard labour, but 
raises the minimum number of 
participants to twelve. 

Running Riot 

There were many riots in Britain in the 
1920s and 1930s; while most were 
handled by the police, a proponion were 
broken up by army units. It's important 
to note that troops called to handle a riot 
were under the control of the officer 
who commanded them, not the civil 
authority who summoned them. If the 
officer in charge felt that force wasn't 
justified, troops wouldn't be used. 

The usual prelude to the use of force 
to break: up a riot was a public reading of 
the famous Riot Act, by a Magistrate, 
Mayor, or Commissioner of Police. In the 
days before loudhaller systems, reading 
the Act in close proximity to a riot could 
be an extremely dangerous ordeal, since 
the reader might well be pelted with 
eggs or bricks: 

Our Sovereign Lord the King chargeth 
and commandeth all persons being 
assembled immediately to disperse 
themselves, and peaceably to depart to 
their habitations or to their laWful 
business, upon the pains contained in 
the Act made in the first year of King 
George for preventing tumultuous and 
riotous assemblies. 

GOD SAVE THE KING 

An hour's grace was usually given 
before the troops moved in. If a rioting 
mob falled to disperse after the Riot Act 
was read, the most likely result was a 
cavalry cha~ with drawn swords. If 
troops were not used, mounted police 
made baton charges instead. As a counter 
measure against this attack, well
prepared rioters would carry a pocket 
full of marbles, round pebbles, or ball 
bearings to be thrown under the horses' 
hooves. Other common weapons 

included pepper (for use against dogs 
~d horses), pick-axe handles, and 
bricks. 

After the riot local doctors and 
hospitals would probably be swamped 
with patients, and police stations would 
be overflOWing with prisoners. Fire and 
ambulance services might also be very 
busy. 

Campaign Use 

Although mob violence has well
documented social causes, characters 
may be inclined to suspect. that some 
Mythos influence is at work. This is 
panicularly likely if their plans are 
disrupted by these events. 

qpe obvious possibility for an 
adventure is a chase through the hean of 
a riot. Three or four investigators 
following cultists or one of the smaller 
Mythos creatures through a mob too 
busy to notice their activities could 
cause all sorts of intereSting 
repercussions. If characters stan to use 
guns the situation could be extremely 
dangerous for all concerned. 

It's also possible for investigators to 
trigger riots by their actions. For 
example, they might be mistaken for 
fascist or communist org2ni.sers, or for 
plain clothes police. The Special Branch 
(originally the Special Irish Branch), for 
instance, was especially hated In areas 
with a strong Irish community. If 
possible, keepers should look up a well
documented historical riot, then arrange 
the adventure to lead the investigators 
into it ... 

Sources and AcknowlcdKcments 

The 7Wentfes R J Unstead; The Common 
People 1746-1938 Cole & Postgate. The 
Universal Home Lawyer Anon 1903; The 
Making of Modern London Thames TV; 
and thanks to my mother, Caroline 
Mullan and Bridget Wilkinson for 
vruuable information on this topic. 

Mark Lee 
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DERBY 

Send a stamped addressed envelope for full details of aU spedal offers and the day's events to: 
'Derby Day', Games \\Orkshop, Chewton Street, Hilltop, EASIWOOD, Nottingham, NG16 3HY. 

CONGRATULATIONS to everybody who sent In the correct answer to 'Where In the \\Orld' 11, and 
we hope you enjoyed your prize! .... watch out for 'Where In the \\Orld' 12! 
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LIVERPOOL - the shocking truth! What happened at THAT opening day - now it can be told! 
A bit of Real Investigative Journalism by Tim Pollard. 

Only now can the amazing events of May 30th 1987 be told. After extensive research, and discussions 
with incredibly well infonned sources, some of whom were there, I can at last reveal (despite severe 
pressure from ... official departments ... ) the extent of the 'good time had by all' at the Garnes \\brkshop 
LIVERPOOL shop opening. Thlking to an infonner who wished to remain anonymous (but is in 
fact Mr Kurgan 'Annadillo' Bradley, of 132 Acacia Walk, Rickmansworth) , I discovered that in 
attendance were Bryan Ansell , the Managing Director of Games Workshop, famous fantasy authors 
Steve Jackson and Ian Livingstone, and world famous Ken Rolston, the world famous Garnes Designer 
from world famous America. (Further investigation reveals that America is supposed to be 13 old 
British colonies hiding away somewhere across the Atlantic, but this all sounds a bit far-fetched to me) 
A HUGE queue had fonned very early on, in fact so many that the shop was opened a whole 
hour early to accomodate them. Even so, at one o'clock people were still queuing down to street, 
but inside it was a feast of bargains and fun. The special guests enjoyed themselves mingling and 
chatting, but the celebrity signing sessions were initially marred by the fact that no-one wanted 
to sign the celebrities. However, at the end of the day Ken Rolston claimed that he had signed 
up to 1000 copies of his own products (This is probably a teeny-weeny exaggeration, but given 
that Mr Rolston was confused by the Liverpudlian accents, it's easy to forgive), and at least 3000 
people had visited the shop on that single day, a new record for a Games Workshop opening, A 
fun time was had by all, even those whose spent a long time queuing, so why not tum up to the 
Grand Opening Day in Derby, and not only grab some bargains, but have a good time too! 
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GAMES DAY '87? 
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demonstration game at this year's 
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Andy Jones, 
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Hilltop, Eastwood, Nottingham 
NG163HY 
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The business of character generation in Pendragon by Allan Miles 
Chaosium's Pendrugon roleplaying game has 
been rightly enthused CHer in White [)wolf 
recently by Paul Cockburn. With the 
increasing release rate of publications such as 
The Gny Knight, the popularity of the game 
will surely increase. The appeal of the 
Arthurian 'oWlrld is a timeJess one, and the 
excellent game system of PenJragon makes it 
possible for the rolepiayer to adventure in this 
splendid, chiwlrous setting. 

However. one or hm problems with the 
core of the system - the complex character 
generation rules - need some attention. 1bere 
are some ambiguities in the rule book. a 
possible error or oversight, and some areas 
where clarification seems needed. 

Peru/ragan allows three approaches to 
creating characters; the random (dice
dctennined) method, the 'design' method 
(using the statistics you like) and a combined 
method. This set of options must be 
confusing for initiate players and OMs - bow 
can you opt for a design method when you 
don', yet fully comprehend the game? 
Unfortunately it's 00( a good idea to opt for 
the entirely random method either, as we'U 
soon sec. Let's look at exactly what a player 
does when creating a character to consider 
the best approach 10 the subject. 

The first step is 10 detennine Ihe binhplace 
of the player character, and thus his race, 
cuilure and religious adherence. Following 
this is the delemlination of 12 personality 
trailS. Some of these are modified by 
religious adhereoce (because certain trailS are 
emphasized in a religious and cultural 
tradition), so that modifiers of + 1- 3 apply. 
A5 an example, being chast~ rather than 
lustful (1rai1S are bipolar) is a virtue for a 
Christian PC, who will subtract -3 from the 
initial lustfulness roll. For a Pagan, the exact 
reverse applies. So, by detennining the 
binhplace of the PC the player begins 10 
shape the personality of that character. Next, 
one determines five statistics, which are Siu, 
Dexterity, Strength, ConstitUlion, and 
~anmc~; some of these are modified by 
the nace of the player character. uter, one 
needs to determine cenain skills for the 
character, but let's look at these earlier stages 
first. 

The rule book contains a table for 
randomly determining birthplace. and at once 
it becomes ~ious that this random approach 
is unworkable if the players want a group of 
adventuring characters IOgether in a 
campaign. II is simply not credible 10 have 
(say) a pair of Saxon wotanislS running round 
as the best friends of a couple of Cymric 
Christians and a Pictish pagan. The pCs 
don't have 10 be r:L exactly the same heritage 
but they will at least have to be compatible 

with each other. The pl.ayers will need to 
decide what the origins of their PCs are, 
together with the OM, and thus a design 
approach is mandalOry here. 

This is where we run into the first 
problem. Different races get different 
bonuses and pena1ties applied to their 
statistics. PiclS do badly with SWAPP 
penalties and a DEX bonus when compared 
10 everyone else: Saxons get SIZISTR 
bonuses and a DEX penalty, Cymric and 
Irish PCs get just a CON bows and DO 

penalties. Romans do best of all - bonuses to 
DEX and APP and no penalties. Thus, 
different races are not equally attractive 
propositions. One can claim that a player's 
choice will be determined by the joys of role
playing, but there must be a temptation 10 
role-playa bunch of Romans, what with the 
extra bonus ... 

These racial differences aren't, however, as 
great as they seem when one considers that 
the Pictish disadvantage and the Roman 
advantage are largely (or entirely) accounted 
for by APP. Unfortunately, bow Ap~arance 
'MJrks in Pendragon is most unclear. 

tIppearanceIn 
'Pendragon 
The role of this statistic in the system is 
hopelessly confused, especially for garners 
who know" the basic Chaosium system from 
other games such as Call of CthuJhu, 
Stormbringer and ~est. APP is defined 
as a subjective quality of beauty; the rule 
book stresses that APP determines physical 
features which may be seen as beautiful in 
some cultures but not in others. 'Distinctive 
features allow for objective differences 
between characters'. But then the rule book. 
says, ' ... a distinctive feature is not always a 
negative qUality ... ', apparently implying that 
is usually its nature. 1b add to the confusion 
both high and low APP scores produce a 
large number of such distinctive features! 
Surely it would have been easier to decide 
thai low APP means having a few distinctive 
features which are negative (at least in the 
culture of origin) while high APP means 
having II few distinctive features which are 
pleasant 10 the viewer (again, at least in one's 
own culture). As the present rules stand, the 
APP roll is almost meaningless, especially 
since players are allowed 10 choose the 
features which high or low APP gives their 
PCs! If the OM allows this what's 10 stop a 
player with a high or low APP roll for his PC 
choosing exactly the same SCI of positive 
features, thus malcing high and low APP 
mean the same thing'! This can't make sense. 
surely. 

Low and high APP might mean more than 
just appearance, also. For example, if high 
APP is taken to mean having pleasant 
distinctive features then the pC may also tend 
to be graceful and pleasant in speech and 
mannerisms. This is simply because 
obviously pretty and handsome people tend to 
get positive reactions from others. This social 
feedback (to use a most unArthurian tenn) 
wil\tend to shape their behaviour towards 
such airs and graces. Thus APP would 
influence the style of behaviour. while the 
trailS would stiU determine the substance of 
what PCs do. 

There remains a core problem with 
Appearance. As it stands, it is almost 
meaningless, but if a OM reinterprets it to 
mean something which has defimte effects in 
game tenns, the racial differences will 
become of major significance again. A tricky 
problem which needs ironing out! 

Qharacter Traits 
This is where Pendragon al lOlW extra 
flexibility for character generation, but there 
are still one or t'M,) mioor changes which 
might be helpful 

After the 3d6 rolls for the traits (in the 
random design method), modified by 
religious adherence, the player is still free to 
divide a IOtal of six points among the traits 10 
modify them - at least, I assume it's six: the 
rule book, confusingly, says 'up 10 six'. Is it 
ever less? If so, when? It 's not a d6 roll here 
so far as I can see. I th.inIr. that if players are 
allowed the freedom to dctennine initial 
origin of the PC. this six poim allocatkm 
should be curtailed. I would only allow a 
player 10 modify t'M,) of the traits at most. 
After all, the trait modifiers from the 
religious adherence (which can be 
determined by the player now) are hefty and 
the player has already 'shaped' the PC a lot . 
I'd also suggest arntther rule for OMs 10 
consider: don't allow a player to change any 
religious virtue trait if it's already aboYe the 
average in the right direction. If. for example, 
a Christian has chaste 9111 lustful, aJ.J(7N him 
10 change it, but if be's already chaste on 
lustfol, the character is already 'shaped' in 
the right direction, and any more is gilding 
the lily. This way we balance the extra 
freedom of the initial detennination with this 
later requirement. What this does in practice 
is allow the player 10 plug some glaring 
anomaly elsewhere: his or her PC may be 
cruel or arbitrary - changing this might be 
desirable. Fine. And don't forget that traits 
can change with the gaining of glory and 
experience, so OYer time that a character can 
evolve toWards exactly what the player wishes 
him 10 be. 



=====================~ 
It seems clear bere that the random method 

works quite weU. If the player has already 
been a1IC1Y1Cd 10 shape his character by 
choosing the original birthplace. this is a 
better option than the pure design approach. 
Surely. the best roleplaying is found when the 
player has a character with whom he is 
largely in sympathy but has one or two 
oddities and idiosyncratic traits which force 
the player into creative roleplaying. There is 
an important creative tension here which you 
will not gel with a pure design approach. 

Qharacter. ,8'tatistics 
Doce again, surely. detennining statistics is 

best done by the random method, otherwise 
players will inevitably make a case for high 
initial statistics! The rule book almost 
encourages this. It suggests thai the OM may 
allow players to dc:lennine slats by allocating 
~ points between them, although individual 
statistics must be in the range 3-20. Since the 
average 3d6 roll is 10.5, this suggestion allows 
the player an average of l7.S exln!. points 
(ignoring racial bonuses and penalties) above 
the average dice roll. What's more, this 
suggested method is in the players' book 
rather lhan the OM's book, so players are 
bound 10 want 10 it! Oamemaslers, don't do 
this. ~tuJrogon isn't about powergaming and 
roleplaying doesn't need statistics this high. 
AllOY.'ing a player 10 re.-roll a really poor set 
of numbers is one thing, but this approach 
would be guaranteed 10 produce a bunch of 
overpowered individuals. Slick 10 the dice
rolling method; here, randomness is best . 

But there's a very peculiar oddity in the 
rules here. As they stand, if a player rolls 3 
or less for a slatistic be can increase this by 
six points. On 3d6 this is quite possible, 
especially when modifiers fOr race are 
applied to Picts (-3 SJZ, -3 APP) or Saxons 
(-3 DEX). This must leave the player who 
has rolled a score of 4 feeling sick. There's 
got to be something wrong with a system 
where rolling 3 011 3d6 is better than rolling 
between 4 and 8. The obvious modification is 
to rule that a dice roll of 3 gets marked up 10 
4 with the excep(ion of APP. If the player 
rolls really lOY.', then he's got a really ugly 
son of a bitch on his hands - that's the way it 
goes! Actually, treating 3 or 4 as 5 for other 
statistics \WUkJ be better still; anything belOY.' 
5 is going to give the character a hard time. 

Character ,8'kills 
The base values eX initial skills are 

delermined by the character's racial heritage, 
and then the player may add 35 extra points, 
distributed among skills as he chooses. 
Actually, many of the cl)Oiccs he must make 
may be largely forced by further minimum 
riqUfrements. Here we run into a problem 
with the syslem. 

Rolling up a 15 year old character, it is not 
possible to qualify as a knight. The extra 35 
skill points aren't enough to qualify. You have 
to add a skill total in the mid-40's to the 
initial skill points given to become minimally 
skilled for knighthood. This requires skill 
level 10 inftrst aid, OMI custom/speech, 
battl~, lance, rid~, and swom, plus two non
combat skills. Skills can be added by ageing 
the character, so that for each year above 15 
Id6 skill points will be added. On average, 
three years will be needed to get enough 

extra skill points, but even so there is another ~ii;;:-\f'"----'r,y~fiC"-----:=> 
problem. The beginning character must have 
a minimum score of 15 for the pIlSsion of 
loyalty (lejg~). This is initialJy determined on 
2d6+6. which gives an ave~ of an extra 
~ years funber ageing needed to gain such 
a score. The Jay-oot of the game book doesn't 
help at all with this; this mechanic is tucked 
away in the sidebar essay text on pO and you 
also need to check with the ageing/experience 
section on p4 7 to be sure about it. 

All this means that the ave~ player 
character knight will be 20 yean: old when 
beginning play. The problem is that these are 
average figures. If the initialloyalry (l~jg~) 
roll is rather lOY.', you can easily find that you 
have a character who can't qualify for 
knighthood until age 23 or even 24 (or worse 
if the skill addition rolls are poor 100). Since 
you are definitely and comfonably over the 
hill in PetuJrogon at 35 this seems rather 
unfortunate. It would seem clearly better to 
standanlize the system and reduce the random 
variance of these dice rolls. They can take 
away about a third of a character's peak
ability lifespan in game terms. This will 
apply even if the OM and players aren't 
starting characters as knights, but rather as 
squires, especially for the loyalty passion. I 
YAJUld suggest taking 20 as the beginning age, 
and if initial dice rolls don't give enough 
loyalty passion or skill points, il)Crease these 
to the minimum necessary. 

This won't make characters all the same -
the player who rolls a good 2d6+6 for loyalty 
cou1d get lots of extra skill points from the 
additional ageing instead of having 10 gain the 
extra passion points, the OM might allOY.' the 
character to be the rare one who gets 
knighted at (say) 18, or the charn.cter could 
take one of the other benefits of early 
experience (nOOlbly a statistic gain). The aim 
of my suggestion is simply to avoid having a 
character who is a bit of an old fogey (as 
ancient as, say, 24 or so) before all the 
jousting, damsel-rescuing and the rest of it 
even starts! 

It seems fairly clear that the best approach 
to character generation in PetuJrogO#1 is a 
combined method. At some points the design 
approach 'Mlm best - indeed, it is essential: 
determining initial binhplace, and thus race, 
culture. and religion. In other places, the 
random method works best (especially for 
statistics. I think). Character generation is a 
long process in PetuJrogOl1, so you need to 

get straight exactly h~~:~~, '" ... 
about it. Good luck, 
of adventuring! 

Allan Mil~s ~ 
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MANUAL OF TO E PLANES 
The complete guide to extra-planar adventure. 



E~~;~ knows thai painted models look 
SI When you see a really excellent 
model the first thing you think is 'How did 
the painter gcllhat shading effect..: or 'How 
did he paint thar bit?' There arc 'tricks of the 
trade', techniques and methods of painting 
which are there to be exploited. But, even so. 
the answer SIaI1S not with paint or brush, but 
right al the beginning with sound 
preparation. Sure, you can cover a botched 
model with a good paint job, but to create the 
best model you can - to produce an aWard 
winning figure - you need to spend time 
preparing the model. This is more important 
than might appear and is often overlooked by 
beginners eager to begin slapping paim on 
metal. Our advice to everyone, not just the 
beginner. is that if you want a hard-wearing 
figure for wdrgames. or a top-quality display 
piece with depth of lone and brilliance of 
colour. nevcr skimp preparation, 

As well as brushes and paints, evcryone 
needs a minimum tool kit. This comprises of 
a sharp modelling knife and at least one good 
needle file. Several companies produce good 
knives, and a range of different blade shapes 
to fit them. Our own preferences run 10 a 
straight edged fairly short blade, although 
some fancy blades do have their uses. A long 
blade is more likely to snap. and so should be 
avoided. 

At this point iI's worth pointing out that 
modelling knives are extremely sharp and can 
inflict a deep cuts if used carelessly. AIW'J)'S 

]]Jis momh's 'Eavy Metal introduces the first of a 'new look' White Dwarf 
feature, In this andfurure issues we'll be presenting YOIi Wilh more pages, 
op-qlwi;lyphotos and in~depth disCllssion from figure paillfers. ~ kick off 

a 'back to basics' discussion on preparation, tools and figure modelling 
by Jolm Blanche alld Rick Priestley. If you 're a beginner, or hm'e yet to pick 
up a paim brush, flOW'S your chance to learn the right way [0 start. Even 
old~hands should find this a good opportunity to 'brush up 011 what YOII 
thought )'OU knew all along: If ),ou still think )'ou know ever),thing there is to 
know aboul figure preparation ),011 mig/I! jllst be surprised! 

tak.e a responsible attitude when handling a 
knife. Make any cuts away from yourself. 
Rest the figure you are cutting on a solid and 
well protected surface and grip it finnly to 
avoid slipping. If your blade gets blunt 
change it for a sharp one - blunt blades are 
more dangerous than sharp ones because you 
have to press harder to cut. increasing your 
chances of slipping or of the blade breaking. 
Dispose of broken or blum blades carefully, 
and never leave blades or knives lying around 
where kids or pets can play with them. Right. 
back to the basics. 

Assuming you have a knife. the second 
most useful tool is a file. You don't need lots 
of files, but a small selection is usefuL 
Needle files are quite small, about 4~ - 5 ~ 

long, and are available in a variety of cross
section shapes. The most useful are the half
round, the triangular and the Ilai types - but 
you can also buy square, round, half-ellipse 
and other shapes. You can pick up a knife 
and files at your local modelling shop, where 
you'll also be able to peruse some of the 
other items mentioned in this article. 

You'll also need fast sening two-pan epoxy 
glue to attach shields, bases and to assemble 
mUlti-pan castings. A cocktail stick or old 
brush handle is required to mix glue, and 
you'll need something to mix it on. A note 
pad or something similar is fine. Mix a little 
glue at a time and use it immediately. When 
there is no more space on the page, tear it off 

and use the next one. This is reasonably 
clean and convenient, and although the paper 
absorbs the glue a bit this doesn't matter too 
much. You'll also require something to 
'prime' your modeL This is simply a light 
overall coat of white paint. You can buy 
special priming paint, but we prerer to use 
Citadel white applied with a largish brush, 
say a number 2 or 3. More of priming later. 

Although DOt absolutely essential for 
beginnern, we also use the following mod~ 
elling tools: a mounted needle (a long pin 
will do), a pin-vice and lmm bit, a selection 
of lengths of wire, and a pair of pliern. In 
addition it's useful to have a tube of superglue 
to hand, a pack of tW!J-pan epoxy putty such 
as Milliput, and, if there's any major conv~ 
ernion work, a smaJl hacksaw or (better still) 
jeweller's saw. 

Citadel Miniatures are manufactured to the 
highest possible standard at the infamous 
Eastwood factory. That means the model you 
buy probably has the least (lash or casting 
defeclS possible - it doesn't (and can't) mean 
the casting is. so perfect that you can avoid 
preparation. Any metal figure produced in a 
rubber mould has some degree of flashing 
(the wafer Ihin film of metal that sometimes 
creates a web between, say, an arm and the 
figure's body. or between its legs). Similarly, 
every figure is moulded in a 'roould cavity' 
which can tmp air unless the guy making the 
mould cuts tiny channels called ''lenIS' 
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leading out of the cavity. This means the 
figure might have little strings of metaJ 
attached to it when you buy it. All ru~~ 
moulds come in two parts. Where they jOin 

there will always be slight ridge or 'mould 
line', Again this is unavoidable and is not a 
sign thai anything is wrong with the casting. 

1b prepare a f'Sure you will have to deal 
with any flash , the venting and mould lines. 
This is easily done by the careful use of knife 
and file - it is generally possible 10 remove 
venting strnnds with your fingers and clean 
up any scars with a file. Pay attention to what 
you're doing at this stage - sloppy 
workmanship will always be apparent under 
the paint. Carefully cut ay,'a)' flash and file 
smooth any mould lines and ridges that have 
been left on the casting. If you are fairly 
experienced, or feel confident, this is a good 
time 10 consider adding extra demillo your 
figure. This is easy and fun 10 do and also 
adds that 'personal touch', With the tip of a 
new blade in )OOr modelling knife you can 
carefully score. scratch or drill small crevices 
inlo the surface of the figure. This gives the 
appearance of a gritty battle-scarred warrior 
and is particularly effective 011 annour. 

By the same methods it's possible to alter 
the facial features of the figure by opening 
the mouth slightly. You can give your figure a 
scream of battle fury, the manic smile of a 
crazed necromancer, or the dull frown of a 
battle weary knight. Nostrils can also be 
opened and flared using a pin. The same 
techniques can be used for gun barrels, or for 
any figure or equipment requiring a h.ole. If 
you're feeling really brave)OO can also 
change the pose of your figure by bending the 
head, arms or legs slightly using a pair of 
pliers. Place a pad of tissue paper around the 
limb to be moved, then gently use the pliers 
to bend the limb into a new position. The 
tissue protects the metal from becoming 
squashed or damaged by the teeth of the 
pliers. We must stress that you have to be 
careful, it is very easy to tweak off the bit 
you're trying 10 bend, so dOll't attempt any 
major anatomical revisions! The good news is 
that if you do accidentally take off an ann or 
decapitate your figure, it is fairly easy to fix 
the bit back on again as will be described 
later in the series. 

Multi-part castings are slightly more 
complex than one-piece figures: a horse and 
rider or a large monster, for example, are 
usually done in this way. Clean up each piece 
as described above, then check the fit. The fit 
of pieces can wry a great deal, which is 
unfortunate but unavoidable. If you are used 
to dealing with multi-part figures this will 
present no problems, but if )(lu've never 
attempted one before, a poor fit can be 
disconcerting. This is a result (again) of the 
way figures are produced. As a metal casting 
cools down it shrinks and sometimes twists 
slightly. Although this doesn't affect the 
quality of the individual casting, it means it is 
i~possible to guarantee a perfect fit for every 
piece. 

It may therefore be necessary to fill cracks 
once pieces have been glued together, or to 
file away part of a casting to make a perfect 
joint. We fourd that the best material for 
filling in large gaps is MilIiput two-part 
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epoxy filler, although you can use any model
ling tiller for this purpose. Mix the MiJliput 
(or whatever) as directed on the pack and 
apply it to the casting with your rmgers. 
Smooth out me Millipul as it dries, and clean 
off any filler that gets on the res( of the 
model. Once it is dry Milliput is quite tough 
and can be scraped or tiJed smooth. Incident
ally, Milliput comes in three grades: ordinary 
'green', 'grey' and ultra-fine 'white'. Of these 
we prefer the grey variety; the green is a little 
coarse wbilst the white is a bit more expen
sive. Milliput can also be smoothed with a 
brush whilst wet, and detail modelled onto it 
where appropria1e - such as scales, hair and 
the like. l...atge monsters and dragons benefit 
from extr.! scales or wans added to the joints. 
This is very easy - all you need to do is roll a 
very tiny ball of milliput and press it into 
position. 

Heavy parts may need drilling and pinning 
to hold them finnly. This sounds rather 
daunting, but really it's quite easy so long as 
you have the right tools. The alloy used to 
make Citadel miniatures is fairly soft, and 
can be drilled with an ordinary drill bit of 
appropriately small size (a Imm bit, for 
example). You can buy small electric drills 
especially designed for modellers, but these 
are rather expensive. A more practical 
alternative is k) buy a pin-vice. What's a pin
vice? Well, it isn't a pin or a vice; it's simply 
a small drill chuck mounted on a handle. You 
fix the drill bit in the chuck and twizzle the 
drill between your forefinger and thumb to 
drill holes. A pin-vice is more accurate and 
convenient than an electric drill, and costs 
only a fraction of the price. Unfortunately, it 
can be bard to find one. A good mcxlelling 
shop should have one or will be prepared 10 
order one for you. Buy a pin-vice ... it will 
change your life. In addition to a pin-vice, 
you will require sturdy wire, wire-cutters or 
pliers and epoxy glue, all of which are 
readily available. 

The joints are first cleaned and checked 
for fitting. AI least one hole is drilled in each 
surface and a sma1llength of wire inserted 
and glued. It doesn't matter if several inches 
of wire stick out at this stage as you can trim 
them to fit later. More importantly, for max
imum strength the wire should lie as deeply 
inside the model as possible. Corresponding 
holes are drilled in the piece to be attached, 
and the wire trimmed to fit these boles. Once 
you are satisf'Jed with the fit glue the pieces 
together, matching the wire insens. We 
suggest that all joints are glued with .5 minute 
epoxy glue and not contact adhesive, such as 
superglue, which is not stmng enough. 
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Most Citadel single pieces. and some of the 
multi-part castings, are supplied with sep
arate plaslic components in the fonn of a 
shield and a base. We talked about shields in 
last. month's Eavy Mewl, so rather than v.'SSte 
time repeating ourselves, you should refer 
back to the previous issue for advice on 
shields and the new Arcane Annourials shield 
decals. Depellding on the modd, the base 
provided may h~ a pre-cUt slot to accept the 
metal base tab on a slllndard Citadel figure. 
All that is left is 10 ensure that the mew tab 
on the figure's feet fits the slot in the plastic 
base without too much effort. If it doesn't fit 
properly cut the base, or file the tab. 

You will have)'OUf own preference as 10 
which shaped base to use on a figure, but as 
far as painting and presenting )'OUf model is 
concerned, you can choose any of the square, 
hexagonal or round bases. Oddly enough, we 
have seen many models on an upside down 
bases! The lOp cI the base is slightly smaller 
with a nat textured surface. 1be underside is 
smooth plastic am the guiders for the metal 
base tab are plainly visible. Although bases 
are generally provided with a pre-cut 5101, if 
)'OU look underneath the base )'OU will see 
that there are guide bars for another one. 
This is 10 allow )'OIl to position the figure at a 
different angle relative 10 the base, so the 
figure can be fastened on looking forwards or .. _ .. -~ _."',. _. 

sidewayS. i is especially useful for 
ffUrhammer regiments because figures have 
to be positioned in neat lines and this is DOt 
always easy when figures are especially 
broad! Horse type bases are provided with .5 
uncut slots which you can cut out as 
required. It's possible, we found, to fit the 
same horse figure inlO closer or wider 5100 
than was originally intended, thus altering its 
stance. The wider the legs, the more the 
'heads down charge' effect. Finally. some 
large creatures are supplied with square bases 
with sixteen uncut holes underneath. The 
castings designed to fit these holes have 
simple pegs. CUt out two holes, ensuring that 
the figure will fit into both holes once you 
hwe done so, then glue the pegs into the 
holes. 

Your figure should now be reudy for 
priming, which we always think of as a sort 
of undercoat. We prefer 10 W\dercoat our 
figures with a thinned Citadel white, but an 
effective alternative is to ligfltly spray the 
whole casting with car body primer (as sold 
in car accessory shops). The advantage of 
using Citadel white is that it is cheaper, more 
convenient, and a lot less smelly! U you 
really wanl 10 use spray paint it is important 
to go out of doors. You will also need a 
cardboard bolt, or something similar, to 
cODtain the O\erspray. Don't try spraying on a 

windy day or you'll fmd it's you that gets 
undercoated not the figures. Whatever 
undercoat you use, remember that it has to be 
applied lightly. The paint must cover the 
metal to PfOYide a oice while background fOf 
)'OUf paint, but it must not be SO thick that it 
clogs the detail. ~ find it easier 10 under
coat the tOP surface of the base at the same 
time, but leave the sides unpainted so you can 
hold the model 10 paint it. U you miss a bit of 
metal first time around, retouch the under
coat before you start to apply the (colour) 
paint proper. 

So there you are! This is JUSt our way of 
preparing a figure for its paint, and hopefully 
)'OU've found it reasonably interesting and 
usefu1. All painters develop their own 
methods, of course, so don't be surprised if 
you've been doing something totally different. 
In fact, if you think you've hit on a sure fire 
trick for preparing or assembling figures why 
not let us know about it'! You never know, 
you might just have hit upon something D0-

one else has ever thought up. If your tip is 
especially good, or interestingly weird, it 
could even get published in Whjre Dwarf. .. 
and if you're really lucky Mike might give 
you a prize, or a prezzie, or somefink ... 

John Blanche and Rick Pri~stley 



Our miniatures 
range continues to 
grow. Seen here is 
the standard bearer 
from our new range 
of dwarves. For 11 
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DARK 
BLADES 

W,;,.,d •• nd warriors battle as 
the evil mon-ogers try to 
conquer the magical Isle of 
Labrynlhia. 
£11.SO 

Mon-Oger Chiehain's Chariot. A fifteen piece 
model, over 4'" long, over r tall, and weighing in 
at 101/ 2 oz. Let him lead 
your troops into battle! £1.95 

THE KING MUST DIE!! 
A madman, a maze, but moreover, a mission awaits the characters in 
this lour part series adventure. 

Ovar the Mad must be assassinated for the good of the kiodgOm! It is 
your place to be an administrator of swift justice! Veteran Fantasy Role 
Playing author Robert J . Kuntz presents THE MAZE OF ZA YENE, a 
highly imaginative and trendsetting lour part series adventure lor 
players desiring more than just run-ol-the-mill modulesl 

PII1 1: PRISONERS OF THE MAZE 
includeS a fantastic an gaflefyof 
magi(:al proportions and an ad
venture painted with Insanity. 

Plrt 2: DIMENSIONS OF FLIGHT 
details lour dimensionS, includ
Ing a porllon of the Happy 
HuntIng Grounds. 

town in crisis. ntvased by an unseen melllce. Rumours of wanae, 6if~1N 
powerful maaiclll\S abound - but who is the real foe? 

Plrl 3: TOWER CHAOS i01roduces 
trenr:!selling material on how 10 
generate IIIlCOI.rIIers and acorn
pIete sdledulefor a mg·s Iowet! 

Wutlllvttl 

lea !TIOnSICrI Ibreatenina: the pel« of merclwll:l _, !)I~,\ 
of this busy port. or _they? 

~~~A"';"'''''''G_ Shoplorfmm: 

Stranae Accm Games. 
So4 PMmon: Part Roed. 

Wcybridge, 
S...,. 

KT138EU 

Plrl 4: THE EIGHT KINGS details a 
wizard's magical dimension. 

Eaeh module can be played as part oIlhe 
series Of may be used as a stat'Id alone 
actvenlure, sk~t levels 8-12. They afe 
compatible with the most poputar 
ADVANCED FRP game syste~s). 

Price/Module: $8.00 • $.75 postage and 
handling per module. WiSCOOSlll residentS 
add 5% 10 IisI prices. 

Brought to you by 
Creations Unlimited, the 

New Wave in FRP Games .• 

P.O. 80 ...... , Whlr_., ... , Wl531!10 
414·473-6222 Dealer Inquiries Invited 
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A Warhammer Fantasy Battle Scenario for 
2-4 players and a Gamemastet 

By Matt Connen 
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INTRODUCTION 
Black clouds swirled around the 
curious, dog shaped peak and 
loomed over the pass. A flurry o f 
snow fell , settling on the already 
white, hard ground and on the 
end of 8ogrot Soot-
brumm's lurid green no~ as he 
stood at the mOUlh of the cave 
shrine. 

"Gooorl I's frernn' me bits off
f-f-fl" BogtOl aimed a vicious 
kick at an ahndy dOlled ineeRS(: 
burner. "Oow! I d-d-dunno. Why 
woz there no 1001 in this hooman 
shrine den? I mean, j's a Holy 
Doobry-w-w-WOIsit for them 
festerin ' hoom:ms innit? Whcrr's 
tha gold maggits :md pus
burners, fer spag's sake? I don' 
fink i's a prop:!. shrine at all· ' ·1. " 

This last commmt was aimed 
at the Goblin huddled miSerably 
in the cave mouth. He turned, 
spat a juicy lump of something 
unmentionable at the mural of 
Sigmar. 

" Hwwwrk:k! I bet them 
scumbag Orcs found somfink in 
the stumies place .. And I bet it 's 
more warmer and SlUff in there 
an aiL Gleich it, if we 'old out ' til 
spring we'll be awlrite" 

Across [he valley from the Holy 
Cave "them 5Cumbag Orcs" 
w:.l.tched from the w:.l.lIs of the 
C2ptured Dwarven outPOSt , 

"Wos:at over there, boss~" 

"Oh poe, I fink its stunlies, an' 
dey've only got some %% "&ing 
hoomans wiv 'em an' all! The 
helH THE BELL! You sloopid 
taerag, or I'll stuff it up }'2h 
no~!" 

"The bell! The bell! - THE 
BELL WHAT?" 

"RING IT!!!!" 

"Say 'P!ea~',., Ooofffffffff' 

The sound of the bell drifted 
across the snow coV(:~ ground , 
to where Cacao Craz:d urged his 
Dwarven warriors forward , 



l'ir. ,»).t'~":lIg=========::::--:::============= 
"Let them ring their bell, for It marks thdr pllSsage to HcU. 

There they will be crushed on Grungni's mighty anvil until the 
end of lime. 

"Such Is the d~n'«l file of filth th21 d:lres to 21UCk a Dwarvcn 
outpost. We ate the instruments of I'n'CIlgc!" 

C2r:m glanced backwards 10 check that the tribal bard had 
properly DOled his epic speech. Then he looked to his left, 
squinting through the spinning snow for a glimpse of the faster 
moving hum2!l force. There. Good. He IIl2dc a dramatic gesture 
for the btndil of the bard's history and lead his troops onward. 

Sabine Helstlenburgcr, lellder of the HUm:ln troops, seethed wilh 2-
steady h2lred for those undean creatures thaI bad prof2ncd one of 
her Cult's holy places. She shifted the warh2mnler in her h:mds. 
Soon, soon it would taste Goblin blood and suin the snow with 
red retribution! 

The Format 
The Outline gives the Gamemastcr the background leading up to 
the balt ic and dcscrl!)e$ t~ situation existing at the stan of the 
confrontation. The Fon::es llre listed in standard War-
hammer FanlaSy Battle lerms, with any special roles that are 
nttded for specific units. 

Terrain gives a description of t~ scenery and other features on 
the wargames table, while Locations provides details on specific 
places in Ihe banle area. 

Startlog the Game explains the set up procedure and how 10 
begin the baule. The Victory Condldoru cover the other decisive 
poinl of battle - the end and ils aftennath, including the all
importmt point of who actually wonl Finally, the spccW Rules 
cover unusual situations in this scenario. 

Scenery 
In order to run Ihis scenario you will need a selection of .scenery 
to represent woods, hedges and walls, buildings, the river and Ihe 
hills. Snow drifts must also be represented. 

Most of the scenery can be represenled by pieces of different 
coloured card o r cloth. Hills can easily be made out of polystyrene 
tiles painled green or brown. Snow drifts are besl represented by 
pieces of white card or cloth. 

Two of the buildings in this scenllrio have been n-leased as card 
models in the Warhammer Battle Pack,·McDeatb. Card models 
have also been f(:leased in previous WArhammer Scenario Packs, 
Blood Batb at ()rc's Drift and the rest . H you own these you 
shouldn't have any problems using buildings from them 2S they 
stand o r wllh some suitable lld:l.ptation . Buildings can also be 
scratch buil t out of card o r merely represented by small ardboard 
boxes such 2S ' famil y sized' or cook's matchboxes. 

If you plan to pl2y the pfU't of a C'OIIldWlder in th1s battle, 
stop re:Jdlng here _ the rest of the lnfortZJ:JtJon Is for the 
glllDem:utcr ooly. 

OUTLINE -
This baule takes place at on the Imperial side of the Black 
Mountains at the fOOt o f the small Dog Pe2k Pass. This is to the 
west of the much larger :md better known Black Fire Pass. 

Some 2500 years ago Black Fire Pass w:l.S the location of one of 
Ihe most imporunt battles in the history of the Empire. Here 
Slgmllr Heldenhammer decisively roUled the Goblin hordes, 
ending the Dwarf·Goblin war thlll had been raging for 1500 years. 
This victory resuhed in the founding of The Empire when all the 
IribeS swore fealty to SigDl2f. For more details see Warhammer 
Fantasy Roleplay's The Enemy Witbln pp8·9 and pp19-21). 

When Ihe Cult of Sigmar became popular many shrines 
commemorating the battle were built in the surrounding an-a. The 

most important of th~ is in Black Fin- Pass itself, but one of the 
minor shrines was built in a cave at the fOOt of Dog Peak Pass, 
ugend has iI that SigrIl2.r rested in Ihe very ave where the shrine 
was built before the battle - several other shrines also h2\'C equal ly 
good c1airru1lO this honour! However, the cave is one of the boly 
places of the Cult and in the winter months many pilgrims m2ke 
an arduous trek to Ihe cave., usually 2S just one stop on II 'merit 
seeldng' lour o f all the Cult 's sacred sites. 

Sited ne2r the holy C:l\'C Is a small outpost garrisoned by a 
detachment of Dwarfs. For m2ny years there had been no trouble 
in the area and so the garrison had gradually been allowed to 
dwindle to minimal levels. The troops became complacenl and 
even stlned to f:mn the nearby land to supplement their ralions -
and as a more wonhwhile and interesting allemative than keeping 
watch on the Pass. 

The price for thiS lax beluviour has now been paid. Some twO 
months ago, in the middle of the month of Brauzc:it, a force of 
Goblins and Orcs swept through Dog Pe2k Pass. They CllSily 
defeated the unprepared OUlpost and captured the shrine. 

The first snows fell a month ago, 2nd with the snows on Dog 
Peak Pass came the pilgrimS 10 the Holy Cave of Sigmar 
HeJdenhammer. The firsl group of pilgrims sensed tlut something 
was wrong · perhllp5 the fire-blackened walls of the outpost and 
the Dwarveo h~ds mourned on Its b:.tttlcments alerted them - and 
they turned back 10 raise the alann, 

It is now the middle of Ulriczeil and a force has been raised to 
drive the Goblinoids out of the pass. Although 2 winter campaign 
m~ns conSiderable hardship the forces of evil am'l be al lov.'Cd a 
breathing space in which to establish themselves on this side of 
the Pass ... 

FORCES - -
The forces involved in the battle hllve been split into four 
commands. In a four pl2~t game e:.tch player takes one command 

In a three player game the most experienced pl:.tyer should take 
command of both the Orcs and the Goblins. The other players 
should take one of e2ch of the remaining commands. 

In a two player game one player commands the HUlIlllns and the 
Dwarves; the other comm:.tnds both the Orcs and the Goblins. In 
this situalion the player should be told nOI to have the Goblins 
2ttack the ex-Dwarven outpoSI. It's hardly fair to expect someone: 
10 be objective about 2ttacking the ir own forces! 

Each section provides details of the troops belonging to a unit 
210ng with details of any leaders and special figures. There is also 
notes on the aims of the commander of the unit : achieving these is 
the object. of the battle and will secure victory points. See the 
Victory Conditions for funhe r details. 

It is impon:ml that each pi2yer reads only the details of his own 
forces. All other infonnat ion is for the GM only, who an give 
~ch player any background from Ihe Outline which is considered 
approprtate. PenniS$ion is granted to make photocopies (for 
personal use only) of the relevam section of this .scenario. These 
can then be h2nded out to the army conunanders. 

The Humans and Dwarfs mewe in the same tum, as do the Orcs 
and Goblins. If the Orcs and Goblins attack each other they should 
rollll dice to detennine who moves first each tum. A tied dice roll 
means that they move at lbe same time, giving the possibility of 
both gelling a charge bonus if they cbarge each other 2t the same 
momen!.. , 

CARAN CRAZAK'S DWARVEN 
DETACHMENT -
Commander's Brief 
When news reached your stronghold that the outpost at Dog Peak 

~~----------------------------------------~~-----~---------~~ 72 l¥:'.I::r:m ~ 



P:lss had bttn taken by a horde of hlted Goblins and Orcs there 
was an uproar. for your hold supplied the troops to g,atThon the 
outpost. 

The deaths of your comrades must be avenged, the outpo$t 
freed from the tllnt of Goblinold occupltion and, if any remlin 
llive, the Dwarven prisoners lnd their oou1e stlndard must be 
liber:lted. 

Despite the appalling weather (It is now winter) you set out for 
Dog Pe2k Pa.ss. The walls of tbe outpost are now In sight , after l 
bard joumq' through the mow covered waste · 2nd deep snow 
drifts are especil Uy hard on people of Dwarven stature! 

This is the first time you hlve been chosen to lod an 
expedition, and you ue anxious to do well. On the way to the 
Pass you have met up with a dttachment of Humans going In the 
same direction l nd on l similar mission. While hlPPY to have their 
support (they are lead by l devotee of Sigmar, l God friendly 
lOW2rds Dw:.u-fs), it is important for your future career thlt the 
glory goes to you and. In p2rtlculu, you and your troops should 
retake the outpost . 

And now you can see tmt the battlements of your target are 
decorated with l gory frill of mlngled and bloody heads . 
DWlrven heads! 

Caran Crazak - Dwarven Minor Hero 

Caran wears chainmail and uses a shield, giving an armour 
saving throw of 5 or 6. This armour also gives a movement 
penalty of YJ ", reducing his movement allowance to 2 Yl ". Car.to 
wields a nugic axe which increases his Initiative by 3 points to 7 
while he hold5 the weapon. 

Carom is an Individually b:tsed figure and an attach himself to 
lny unit of Dwarfs he desires. 

Dwarfs . SO warriors 

I ~ I'll O)S I ~ I! I 'r I ~ I ~ I ifl!i'l Wql 
These are split Into units :IS follows: 

20 Dw:lrfs are armed with axes (hand weapon), wearing chlin 
mail and arrying shield5. This armour gi\U an lrmour slving 
throw of 5 or 6 and a movement penalty of ¥! ", resulting in a 
movement allowance of 2 YJ ". 

20 Dwarfs anned with axes and crossOOws, wearing cmin mail. 
The chain gives 2n armour saving throw of 6 and no movement 
penalty. 

10 Dwarfs armed with spears wearing chain mail and arrying 
shields. This armour gives an armour saving throw of 5 or 6 and 
confers a movement penalty of YJ ", giving a movement rate of 
2YJ ". 

Dwarven Champions 

I ~ I";sl~sl ~ I! l'r III ~ I 'f1!?'1 ~tq1 
E2ch of the three units :Wove is led by a Champion armed and 

armoured In the same f2shion :IS the unit . 

SABINE HElSTLENBURGER'S 
HUMAN TROOPS - -
Commander's Brief 
A group of would-be pilgrims has returned from Dog Peak P:u5. 

They have .reponed that the Dwaryen outpost· and the Holy Cave 
of Sigmar Heldenh:unmer within the va1ky • have been over run 
by foul Ora and Goblins! 

TIle Cult of Sigmar (of which you are lI. Cleric), is incensed by 
this outrage. 'fuu have been chosen to lead a group of Humans on 
a punitive expedition to recapture the Holy Cave and punish those 
gUilty of Its desecration. 

While tr:avelling to the P:lss through the foul winter weather you 
have encountered a detacrunent of Dwarfs (with whom your Cult 
maintains friendly relations) bent on ftt2pturing the overrun 
Dwarven OutpoSt . You have gone forward together in your desire 
for revengel Now the P:lss is in sight and you an see the outpost 
ahead. Soon the Goblins will pay the price for their trespass _ the 
only price for such crntures: death! 

You are 2 fanatial foUO\VCt of Sigmar Heldenhammer and are 
grateful for this opportunity to prove your worth to the Cult. You 
wili lod your troops to glory on the field of battle and cuve a 
name for yourself in hiStory by your heroic deed5. Glory to 
Sfgmar! 

Sabine Heistlenburger - Level 2 aerie of Sigmar 

Constitution Points: 20 

Slbine does not wor armour and wield5 a warh:.unmer (hand 
WC2pon). Clerics of Sigmar are dedicated to the unity of the 
Empire, aiding Dwarf5, and killing Gobllnol<l.s. 

A5 a Cleric of Signur Sabine h:lS the ability to nuke two attacks 
per day with her warhammer at an effective Strmgtb of 10. This 
ability is known u 'the Hammer of Sigmar' (for more information 
sec The Enemy Wltbin). 

Clerics of Sigm21' use Battle magic in CClctly the same way :IS 

Wl.z:ards. Sabine an cast: 

1.2 Cause AnftnQS{ly (4) 
1.3 Cure Ligbt Injury (3 ) 
1.4 Fire Ball (1 per Fire Ball) 
2.4 Cause Panic (3) 
2.5 Hold Flight (4) 
2.7 MysttcMfst(4) 

The bracketed nurnben are the energy COSts of Clch spell . 
Sabine 15 an individually based figure, and can be attached to any 
Human unit. 

Humans - 50 Warriors 

These warriors are split into the foUowing units: 

20 Humans wielding swords, wearing chain I112lI and carrying 
shield5. This armour gives an armour saving throw of 5 or 6 and a 
movement penalty of ¥! ". Their movement 2110wance is thus 3 YJ ". 

20 Humans with long bows and swords. They are WC2r1ng chain 
mail, which gives an armour saving throw of 6. There Is no 
movement penaJty. 

10 Humans using two· handed swords and We:I.riog plate mail. 
This armour gives an armour saving throw of 5 or 6. It also gives a 
YJ •• movement penalty, resulting in a movement rate of 3 YJ ". 

Human Champions 

Each of the above units is led by a Champion armed and 
armoured to the same standard as the unit . 
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GRUZK BLOOD GOBBLER'S ORC 
HORDE --
Commander's Brief 

ltlu're tlx! most brlllisr On- leader 'WOlf dunn in tbe mostesl 
slunlies ever! Mor'un, well, mar'un you'd shake a dead rat at, 
Ibat's 'ow many! Cocr! Za, when you came down the Pass - an' 
all on yer oum (apart from a jew, some, wellll, a borde 0' fix! 
lads) tIN wimpy stuntles was plowing a bleed/n' jield! 

It was a piece of sandwlcb ... ern; cake ... dat's tt, cake 
capturing their outpcnt and killin' most of 'em and lock/n ' up 
tbe olben. How you laffed and luffed! Stooopid stunties! 

ID!1l, ow/rite, them GQboos belped a bit - but it was mostly 
JUu wbat dun it! All tbat matten now is to keep bold Of tbe 
outpost, and not let tbe stunUes get it back. Them Gobbos are 
welcome to flu cave wot tbey captured as long as tbey don 't try 
it on, This here outpost Is Dun ... limn! And they or any 
stooopid stunt/es afnt gettfn' It! Nab! 

With the stunties war are locked up In the cellar is their 
battle standard /Ing)'. Ugly wolslt, all soria,., clean, Urrk! If 
you bas to run away. .. retreat ... erm, talltlille Wi/droll is wot 
posh berks say. .. take It wi/ you! Else the rest 0/ the tribe won't 
never believe wot you dunn .. , 1bey's stooopid loom 

You :u~ a fou l and bloodthirsty cmuu~, hwc~ your nam~. 
Th~re:'s nothing you ~njoy more: than a lightly toast«1 Dwarf. 
Humans are a palaabk alternative, altbough they do t~nd to b(: a 
bit inspid ... 

Gruzk Bloodgobbler - Orc Minor Hero 

I ~ 1-rIB,SI! I} III: 111':116'1 ~11"i1 
Gruzk is armed with a sword and is wearing plate mail with a 

shic1d. This armour gives an armour saving throw of 4, 5 or 6 but 
also gives a movement penalty of I ": Gruzk therdore: has a 
movrm~nt rat~ of 3". 

Whilst Gruzk sands on the baltl~mcnlS of th~ Outpost, h~ can 
throw a bound Dwarf over th~ walJ during th~ shooting phase. As 
the Dwarf rolls down th~ hill it will pick up snow and tum Into a 
giant snowbaU. This can b(: don~ only once per (Urn. The dferu 
of these snowballs are dctailed in the SpecW Ruks section; ask 
your GM to explain them to you. Gruzk has th~~ ready,bound 
Dwarfs with him on th~ baukm~nts. and these consti(Ut~ his 
supply (or the baul~. 

Gruzk 1$ an individually based Agu~, and can b(: anacbcd to any 
Ore unit. 

Orcs - 60 Waniors 

The Ores are spilt into three units: 

20 Ores with swords, chain mail and shlc1ds. This armour glv~s 
an armour saving throw of 5 or 6, and a mov~ment penalty of l/j ". 
Their movement allowance is 3 \'.I ". 

20 Orcs with swords and normal bows, wearing chain maii. The 
chain mall gives an armour saving throw of 6 and no movement 
penalty. 

20 Orcs with spears. These weotr chain mail and carry shic1ds, -- -

giving an armour saving throw of 5 or 6 and a mmocment penalty 
o f ¥.r", thus reducing them to a mov~ent allowanc~ of 3 v.. ". 

Orc Champions 

I ~ l~sl'?l ~ I} I~I : 111 '1 1 1~'1 §'171 
Ea.ch unit is led by a Champion armed and armoured in the 

same manner as the ordinary troops. 

Orc Level 1 Wizard 

I ~ IW?I~iSI ~ I! I 'f I : I ~ I '11~tl §11"i1 
ConStitution Points: iO 

The Ore wizard carries a sword and wears no annour. He can usc 
the following spells: 

1.4 Fire Ball (I per Fire Balf) 
1.8 Steal Mind (4) 
1.10 Wind Blast (2) 

The: braclce:t~d figure is the energy cost of the spell. The Ore 
WIZ2rd is an individually based figure and can b(: attached to any 
Ore unit as desired . 

BOGROT SNOTBRUMM'S 
GOBLIN SLAUGHTERERS 

Commander's Brief 
lbu and your brill' band 0/ s/orterers sbowed them stunties 

woo was tbf bellfsl when JOn ripped 'em apart atld captured tbe 
stinking boly cave. 

If you can bold out here ttli tbe weather gets better you'll be 
able to rampage Into tbe Empire ftseljand get fots 'n' lotsa 
/uuerty loot. Brill! All you've got to do is/1gb! all anybody war 
trys to shift )'Ou. This 'ere cave might be a bleedfn' bole, but it's 
'orne/or tbe time beln'! 

Mind, them stlnkln' Orcs wot was with you when the stuntie 
outpost was captured are bogging it to tbemselves, mlzrable gfts. 
Gabbb! Even worsest tban tbat, tbe big scumbags aren't letting 
you eat any 0/ the stuntfes wor tbey captured , wi/JOur 'elp, 0' 

corsel. 

So, you ha~~ decided that the only way to keep warm and well 
fcd is to try and take oyer the outpost. Orcs are tough , so you' lI 
have to b(: clever about it. No problem at all: Goblins is ded 
brainy! 

Bagrat Snotbrumm - Goblin Major Her\, 

17IW?I~SI ~ I} I~I: I ~1'111~'I§'ITI 
8ogrot wic1ds a two-handed cleaver and Is drcsKd in chain 

mail . The chain gives an armour saving throw of 6. and no 
movement penalty. 80gml is an individual model, and can auach 
himself to any Goblin unit that he chooses. 

Goblin Wolf Riders - 12 Wa'rriors 

Goblins 

Th~ goblins wield swords and are wearing chainmail. This 

-



armour, coupled wilh the bonus for being mounted troops, gives a 
saving throw of 5 or 6, 

Wolves 

Goblins - 65 Warriors 

These goblins are split into units as follows: 

2S Goblins using swords, wc:uing chain mail and carrying 
shields. This gives the:m :an armour saving throw of 5 or 6, but a 
movemem penalty of v.z ", This unit has a movement allowance of 
3v.z". 

20 Goblins equipped with spears, chainmall and shields. They ' 
also have an armour S2vlng throw of 5 o r 6 and a movement 
allowance: of 3 v.z ", thanks to the: armour's v.z" movemem penalty. 

20 Goblins with normal bows and swords and WC2ring 
chainmail. The chalnmall gives a saving throw of 6, but no 
mO\"ernent penalty. 

Goblin Champions 

1 ~ IW?IB,S 1 ~ 1 ! 1 '71 ~ 1 t 1 ,;,II~tl ~I Iyl 
All four of the Ore units are lead by a Champion equipped in 

the same manner as his unit. 

Goblin Stone: Thrower (and Crew) 

Stone Thrower 

I" per crewman pushing, to a maximum of 4 ". 

For the full rules on Stone Throwers see the Warbammer 
Fantasy Battle Combat Book, p50. 

The Crew 

The crew consist of three: Goblins armed with swords. They 
have no armour. but are lead by a Goblin Minor Hero ... 

Goblin Minor Hero 

The: figure is equipped with a sword , chainmail and a shield. 
This gives an armour saving throw of 5 or 6, but a movement 
penalty of v.z ". hence the Hero'S movement allow:lna" of 3 Y, ". The 
Minor He ro will only supervl.sc: the slonc:throwc:r until it is in 
posidon, He will then leave it and join the main battle. He can be: 
auached to any Goblin unit. 

TERRAIN - -
The 'froUlheck rivet flows west out of the pass and then curves 
south. It is flanked by two hills. The nonhern hill has a v."OOded 
tOp, and half way down its southeast side is the dark opening of 
the Holy Cave of Sigmar. 

Across the valley, near the tOp of the no rthern flank of the other 
hill, is the Dwarven outpost. The outpOSt consists of a basic keep 
of stone with crenellated walls. Almost due west of the outpoSt is 
a bridge across the Ttoutbe:ck, North of this bridge is the walled 
farm that the Dwarfs wen: tending . The farm has a pair o f small 
sod buildings attached to it. Asman an:a of woods 10 the nonh 
west of the farm completes the underlying ternin. 

How~r, :u it is winter snow has been falling. All the ground is 
covered with a layer of snow that has been blown about, forming 
thick drifts in places. These are marked on the battlefield plan. 

LOCATIONS 
The Farm 
This comprises a walled field and a pair of small, sod buildings. 
The stone wall has 1bugbness 7 and lfQunds 5 per 4" section and 
counts as hard cover and as an obst:lcle. The buildings each have 
1bugbneS$ 6 and \lIbunds 5; both also have light wooden doors 
which can be boltt'd from the inside:. Suitable moods for thc:sc: 
buildings can be found in the McDeatb scenario pack. 

The Outpost 
This stone building is 6" square and the walls are 5" high. The top 
of the walls are crenellated, and provide hard cover for anything 
behind them. There is a w:alkway around the top of the wall, with 
ladders up to it on either side of gateway. The inside of the 
outPOSt is an open, cobbled, courtyard with a tr..tpdoor (unlocked) 
in the southeast corner. This leads down to twO living rooms and' 
a storage cellar. The door 10 the cellar is bolted from the outside. 

The four walls of the outpoSt each count as a sc:pante: building 
section each with 1bugbness 7 and \lIbuntis 10. The northwestern 
side of the outpost has a gateway 2 y, " wide, although the gate 
itself was destroyed during the Ores' attack. 

In the bolted cellar arc: eight Dwarfs, the survivors from the 
asS2ult who have )·et to be eaten. They have no armour or 
weapons, but will fight if equipped _ and by the time they are 
reached then: should be plenty of spare weapons around ! 

To simplify the running of any battie in the outpost the GM 
should make up a set ofsirnple floor plans. These can then be 
placed on another table and the troops Involved tr.tnsferred to 
them. Only a representative model of the OUtPOSt is then needed 
on the table. 

The Holy Cave of Sigmar 
The cave mouth is 3" wide and the cave extencb into the hillside 
for 10", widening to 6" at its deepest point. The walls of the cave 
have now-defaced rnur.tls of Sigmaf's exploits. Dotted around the 
floor are assorted broken bits of religiOUS p:l.r.tphernalia. It is 
gloomy in the cave and cml.lures without night vision (ie the 
Humans) fight at -Ion their ' to hit ' rolls. 

The Troutbeck River 

The river is r wide and fast flOWing under its covering of ice. Any 
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unit that attempts to cross the icc will faJ! through on a roll of 1, 2 
or 3 on a 0 6. Roll a further D6 to detennine how many troops f.tll 
into the ri~r. Any troops who do &11 into the lroutbeck will be 
swcpt avny and will either drown or die of exposure. The only 
safe vny to cross [he river is to usc the bridge. 

The Bridge 
The stone bridge is 2 II.! " wide and has stone walls along its sides. 
The Vo'lllls count as hard cover and have lOughness 7 and ~unds 
5 per 4" section. 

Woods 
All woods reduce movement by half and visibility is reduced to 
2". Troops wishing to fire missiles out of woods must be 
standing at the treeline edge, and are cQunted as being in soft 
cover. 

Troops further than 2" into a wood and 2" or more away 
from enemy troops may be assumed to be hidden and, after 
consultation with the GM, removed from the table. Figures 
within 2" of the edge of a wood are only assumed hidden if 
they do nO( move during the turn. Their position will be 
reve:lied if they move or shoot, or if any enemy comes within 
6" of the wood's edge. 

Hills 
The hills coum as difficult ground (half movement) and it is 
not possible to charge up the slope of a hill. 

Snowdrifts 
These atell.s of deep snow count as difficult ground and reduce 
movement by half. This penalty is in addition to any other <lue to 
terr:tin. For example, moving up a hill through a snow drift 
reduces movement to one quarter of the normal r.l.le. 

STARTING THE GAME 
" 
After !;I.ying out the battlefield as shown on the map the GM 
should give the playen the details of their respective forees and 
deal with any queries that arise - in private if this seems necessary. 
The information about individuanorees are for the commander of 
that foree only. Play is now ready to begin. 

Before the first turn begins the Ore and Goblin leaders should dice 
to see which of them is in comrol of the farm. The win-
ning player can, If desired, place some troops in the buildings or 
behind the farm walls. If they choose not to the farm is left 
unoccupied. 

SEQUENCE OF ACTION 

Tum 1 
The Human Commander deploys all troops anywhere along the 
line marked A on the map. 

Tum 2 
Prior to turn 2 all the Ores are inside the outpost (except for any 
which may be in the farm). 

The alarm bell sounds in Ihe outpost al the start of this turn, 
and the Ore leader can then deploy all Ore troops in the outpost 
and along the top of the hill as desired within their movement 
allo-wance. At the end of this turn the Dwarfs can be de ployed 
anywhere along line B. 

Tum 3 
Troops already deployed may move as normal. The Goblins have -,. 

been huddling in the Cave of Sigmar - all trying to find somewhere 
-warm! They and their Stone Thrower may move out of the cave in 
this turn if their commander so desires. 

From this point on-wards the commanders have complete control 
of their units. 

VICTORY gONDITIONS --
Victory points should be a-warded to each player according to the 
lists below. Each player should be told what they will receive 
points for (without revealing anything about the enemy troops) 
before the stan of play. They should be clearly a-ware of their 
objectives. Players are only aw.trded points for casualties inflicted 
by their own troops - no points are accrue for driving the enemy 
into someone else's killing ground. The GM must keep a record of 
each side casualties - and who inflicted them - throughout the 
battle. 

Cmn Crazak's Dwarves: VPs 
.4 
.4 
.4 
.2~ 

.2 

.2 

.2 

.I~ 

.1 

." 

.~ 

-4 
-4 
-2 
-2 
-I 

Outpost recaptured 
Gruzk Bloodgobbler slain 
Bogrot Snotbrumm slain 
Ore Wizard slain 
Dwarven standard recovered 
Goblin Minor Hero slain 
Goblin Stonethrower captured 
Each Ore Champion slain 
Each Goblin Champion slain 
Each Ore slain 
Each Goblin slain 

Outpost still in Goblinoid hands 
Caran Cr:tzak s12in 
D-warven standard lost 
Each dw.trven champion sl:ain 
Each dw.trf slain 

Sabine Heistlenburger's Humans: VPs 
+6 Holy C:av~ «captured 
+ 4 Gruzk Bloodgobbler slain 
+ 4 Bogrot Snotbrumm slain 
+2Yl Ore Wizard slain 
+ 2 Goblin Minor Hero slain 
+ 2 Goblin Stonethrower C:l.ptured 
+ I Yl E:ach Ore Ch:amplon slain 
+ I Each Goblln Champion slain 
+ ~ Each Ore slain 
+ V. E:ach Goblin slain 

-6 Holy Cave still in GobJlnoid hands 
·5 Sabine Helstlenburget slain 
-IV. Each Human champion slain 
-~ Each Human slain 

Gruzk Bloodgobbler's Orcs: VPs 
+ 5 Sabin~ Heistlenburger slain 
+ 4 OutPOSt stlll in Ore hands 
+ 4 C:aran Cr:azak slaln 
+ 4 Bogrot Snotbrumm slain 
+ 2 Goblin Swnethrower C:l.ptured 
+ 2 Dwacven standard retained 
+ 2 Each Dw:arven Champion slain 
+ 2 Goblin Minor Hero slain 
+ I V. E:ach Human Champion slain 
+ I Each Dw.trf slain 
+ 1 Each Goblin Champion slain 
+ ~ Each Human slain 
+ V. Each Goblin slain 

-4 
-4 

Outpost lost 
Gruzk Bloodgobbler slain 

-2~ Ore Wizard slain 
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., 
·I~ 

." 
Owuven Sl2ndard \OSI 
Each Ore Champion slain 
Each On: slain 

Bogrot Snotbrumm's Goblins: VPs 

+S 
+4 
+4 
+3 
+3 
+,~ +, 
+I~ 

+I~ 

+I~ 

+1 
+>1 

·4 
·3 
·3 ., ., 
·1 
.~ 

Sabine Hdst\(:nburger slain 
Caran Crttak slain 
Gruzk Bloodgobbler slain 
Cave still in Goblin hands 
Hold occupied by Goblins 
Ore Wizard slain 
Each Dwarven Champion slain 
Each Ore slain 
Each Ore champion sWn 
Each human Champion slain 
Each Dwarf slain 
Each Human slain 

Bogrot Snotbrumm sWn 
Cave lost 
Hold not occupied by Goblins 
Goblin Minor Hero slain 
Goblin Stonc=thrower captu«d 
Each Goblin Champion slain 
Each Goblin slain 

These victory point lists att designed for use with a four player 
game. In a three player bauk the Goblins do 001 receive points for 
Dldog (or failing co [like) the outpoSt. It is unfair and impractical 
10 expect a player to dclibcralCly sa troops under hili comnlll.nd 
against each other. 

Ho~er, the Orcs and Goblins will rec(:j~ points for casuahies 
inflicted on each other as a result of Animosity. Oncc the victory 
points have been worked Out the Goblinoid commander divides 
tbe wrerall toW by tWO before comparing it to those of the other 
'wo 

. '. 

SNOWDRIfT 

' .. , 

In a two player game the same procedu~ is followed, but each 
player :ildds up the points &.Ifni by their tWO commands to give the 
final tol2l. 

The player w ilh the most points al tile end of thc= battlc= is thc= 
t:lctlcal victot; ['(:gardless of the situalion on thc= battlclidd. 

SPECIAL RULES ..... 
Gruzk's Snowballs 

M deta.i.led above, Gruzk Bloodgobblu can throw bound DW3lU 
over the battl(:Jllents of thc= outpost. 1li(:S(: unfonWl-
ates roll down the hill to form huge, deadly snowballs. 

In order to be dfc=ctivc= as a wopon the snowball must travd at 
Ic=ast "" from thc= base of the OUtpost wall. Thc= snowball will 
always roll straight down the hill from Gnu:k's Dwarf-dropping 
point . Thc= snowball will roll down the hill (hopefully swttping all 
beforc= it) and run out of mome=ntum and stop 6 H aMy from the 
baM: of thc= hill. 

Any unit in thc= path of thc= snowball can dttt to dodge= thc= ball 
by rolling undc=r thdr (or thdr IOfi(:r's) In itiative on a d6+ I. A 
successful roll indicares thaI thc= unil has scanc=«d to avoid thc= 
snowball, but it will be confu5(:d until thc= c=nd of the no:t tum. 
Thc= ball now proceeds to any other unil In its path). 

If the snowball hits a unit it will caU5(: D3 Strengtb" hits. Roll 
10 wound as normal, although thc=« is no saving throw for annour. 

JUSI in C:lSC= you'rc= interrslc=d, thc= Dwarf Insidc= the snowball 
automatically suffocates. Dwarfs killed in this mannc=r do not 
count for victory point purposes. 

Malt Cantrell 

• 
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wt month, Groeme '&asonable' Davisdid his 
In'rl best to be nice and kind to n'rrybody. That 
\\.US last month ... 

This time, we'll start here, with something thaI 
is relatively serious: 

Mark Heath, Fleetwood, Unca!lhlre: I would 
...& like to bring your altention, and that of the 
.,... readers, to an article in a national daily 

paper. The article condemns roleplaying games 
by stating that they are linked to violent deaths. 
The International Coalition Against Violent 
Entertainment suggests a warning be put on the 
games. They say the games have links - it seems 
just 'l inks' and no solid proof - to the deaths of 
88 people in the USA, of wbich 62 were murders. 

It would seem thai the people who died did 
indeed participate in roleplaying and once that 
was revealed the reporters and various 
organisations pounced: 'It'sakillergame! Look, 
he playedADdDani now he's dead! Proci! Proof!' 

MrsMary Whitehouse(whoelse?)says 'If you 
have a game like that in the house children are 
going to get involved : Mrs Whitehouse, the 
children who play these games are old enough 
to understand that it's only a game! Or if they are 
young, their parents will know of the game's 
presence. Idonot knowofmany 8year-olds who 
suddenly waltz off with £20 to their local shop 
andbuyagamewithoutsaying 'Look, Mununy, 
see this game I've got .. : If the parents don't like 
it. they can stop the child playing it. 

The article presumably appeamJ in the Doily 
Expnss, because news \\.US a little sl(JW that day. 

ICAVE's 'repon' asks for roleplaying games 
th be /xmned - or at least 10 carry some SOrl of 
govemmmt health warning. They claim thai a 
numberofsuicides and murders can beanributed 
to roleplaying games, and, of cour.se, it has to 
be said thai any death is trogic, 110 matter t\Mt 
the cause. Ht:JWe\~r, what these 'repons' never 
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mention a~anyotherfoctor.s that might have had 
some1hing wtkJ with the act of violence. Perhaps 
the people involved wen deeply dep~ssed for 
other reasons-badaam results, trouble with the 
law,financial problems, terrible home conditions 
etc, 1he~couldhavebunanynumberofccwses. 

To claim that a game \\.US the cause of their 
behaviour is roJher like claiming that reading a 
romcmtic novel or eating Italianfood might lead 
to acts of violence. Superficially convincing 
argumenrs could bedrawn thor people who killed 
others or themselves had done one or both in the 
past. Otherfoctor.s could be convenienrly ignored 
in rheattempt todoaway with Mills &: Boon and 
pasta. P~sumably, ITy extension of the same 
argument, Subbuleo leads to deaths on football 
terraces .. . 

Unfortunately, because games take time to 
explain (which mt!WIS that rPfJOrter.s and/or critics 
often can 't be bothered with research) and are 
still regarried as a minority pur.suit, they are an 
easy target. Which is precise/ywhy they are picked 
upon, Furthermore, concemal citiuns -huwever 
since~ in their belieft most of them a~ - need 
something to be concerned about, otherwise 
nobody notices them. 

Per.sonal/y, I would hope thai children da get 
involved in roleplaying. Aparl from the foirly 
major point thai games ~ncouroge (ewn require) 
a high standarri ofliteracy and numeracy, they 
are alsoext:el1ent in teaching problem-solving and 
sodalsJdlls. Juri think howoften calcuJatjons need 
to be made, books and advenrures checked and 
fellow player.s ronsulJed ... Roleplaying gama an 
now a standarri remedial tool in some schools, 
and I know of several parents who are actually 
glad thai their children Iwwfoundsomething that 
stirnuJares them into rhought. 

All that aside, games art jun, something thai 
is very important in the final analysis - and this, 
above everything else, is probably the real reason 
someone, somewhere "'\':Ints them banned. 

7hank.s to Mark. , Robin Appleby and all the 
others who non'ced thearlicleand the subsequent 
publicity!comment it received. I make no 
apologies forthe length ojthis editorial comment. 
Kr're dealing with a serious subject here, 

Joe WIlliams, Haddington, East Lotlrlan: Why 
...... do fantasy RPGs always assume that the 
.,... races are primitive? 

ClIh«tlun _".".. ("RQlln "'" ,_ 
based on novels, etc (MERP, Stormbringer), it 

is quite possible for a world to luNe aeroplanes 
and word processors etc. However, thisdoes not 
mean that there will be machine gunsand nuclear 
bombs. 

For example, a land where several new 
machines have been invented. Thecomputer, the 
TV and the hi-fi. And another one is being 
designed: the car. However, no new weapons have 
been invented, and soon enough the king is luNing 
tournaments with knights in cars, anned with 
lances ... Consider it, it's possible. 

Possible, but not likely. What you seem thbe doing 
is confosing technology with its applications. I 
seem to remember reading thaJ the technology 
IOproducea phonograph IMlI'tlI'OWIl1 (in oneform 
or another) at the time of the Roman Empire, but 
nobody put jttogether. And, sad tosay, it's usually 
the miliwryapplications ojtechnology thai prime 
the pump in its uses. Swords lead to beiter 
melQ/twNt, which kadr wbettercivilUIn metals". 
The 'need' for missile control ryslt'1TlS leads to 
computers, whjch make hearl scanner.s possible ... 
On the other hand, perlulps there's an article or 
a few more letter.s in this ... 

11m GOuld, Stretton-on-Dunsmoor: It's brill, 
...& it's fantastic, it's amazing and it's bigger 
"PI and better than ever! What is it? It's White 

Dwarj90, of course! I forked out £1.25 for what 
must be the best mag out! 

Khalid Howslader, Redbrldge, Essex : On 
....... opening my White Dwaif89 I read that it 
.,... was going tobe bF and better. Sohaving 

complete faith in yoorabilities I subscribed from 
WD9l. 

After seeing WD90 I was overjoyed that I had 
subscribed. It was indeedbiggerandbetter. Thank 
you . 

Jonathan Lamb, Chorley, Lancashire: Stop 
~ criticising WD, it's ace! 

Phillip Marker, Westbury, Wiltshire : 
.... Congramlationson your 10th anniversary 

.,... Dwa1j!! It was brilliant, especially the 
threescenarioguidleines forJudge [)redd. Hugh 
Tynanisageruus! StopHughTynanwritingsmall 
adventures for Dwaifand get him writing full 
length ones forGames Workshop! I mean, A Day 
in the Ufe (WD83) was absolutely brilliant and 
A Night in the Death (WD88) was very nearly 
as good! 

See, every once in a while we do get some people 
who think we are getting things right, or nearly 
right: 



PauJ Barmw!U, SaIisbmy. WHm: rUst)OOsoften 
....... us up by promising £2000 of &vtning 
.,... Hordes prizes. Then you gel us 
where it hurts (the pocket) by announcing the price 
is to be increased to £1. 25. You funher insult our 
intelligence by trying to explain that themagazine 
will be 25 % bigger and therefore (and I quoce): 
'as the statisticians among )00 will realise, 80 
pages rf.'IC&lS )QU get a whole lot more magazine 
for your money: 

Absoluterubbish. Any 12 year-old with a brain 
and paper and pencil could lell)OU that a 25 % 
increase in 9Sp would bring the cost to 1l8.7Sp, 
not the inflated price of £1.25. 

Smacked legs all round, unless ... This 
par1icularlypedalllic~ntMUtheonlynore 
of criticism KIt receivtd on the price rise after 
White Dwarf90was released. Asamatteroffoct, 
both the last issue and this one actually had 84 
pages in them, which wortr out vtry nicely to 
£1.25 ... No spanking after all. Sorry guys. And 
then: 

David Black, Newport, Shropshire: Groan, 
.....& groan, niggle, niggle, moan, moan, 
'PI' complain, complain. What am I talking 

about1 White Dwarfs Letters Page, of course! 
I know the Letters Page's purpose is so people 
can voice their opinions - but honestly! 

Almost every letter (including this one) is a 
complaint about something, maybe in future we 
could just have a few leIters of advice or preise 
- or maybe there aren't any? 

Paul ~tengale, Westbury, WIltshire: WD90 
..A. wasthebestever. Eachandeverypagewas 
.,... v.unh all of the attention I could give it. 
~ll, almost. As always. the LenersPagebrought 
fonh my anger. It seems that all everybody wanlS 
to do in this 'fun' hobby is slag each other off. 
Whether it be about sexism, age, how imponant 
AD&:[) is this month or what roleplaying actually 
is anyway, it's always the same. Very rarely these 
days do we have debates on the quality of HID 
or any of the articles therein. Even rarer are the 
letters about the merits of particular games. This 
is a shame boca.Ise this typeof1ettercan helpthose 
who are uninitiated in understanding. 

Mea culpa, mea misere culpa. KP do get letters 
proising articles (the gist ofwhich is often passed 
ontothewriterinvolwd). Goodadvicelmersare 
few and far between, but we do try to print them. 
Of cou.rse, a constant SlrNm of'lt lmf brill ' letters 
ma1cesextremelydullrNding. Not, however, that 
this next one is that. 'There 's a couple of ITlIher 
backhanded compliments in here: 

• Krls Wlnnan. WoUaton, Nottingham: I must 
....& sayCariSargent'sPhobfasartic:leinWD89 
.,... was one of the most interesting and willY 

pieces or work to appear in Oworfm a long time. 
Unfortunately it wasn't totally accurate, but this 
didn'l detract from my enjoyment one bil. I was 
very amused by alektorophobia, nearly as odd 
as my two personal favourites: arachibutyro
phobia (the dread fearcllurving peanut butter stick 
tothe roof of }OOtmouth -but this is hardly relevant 
to Call ofCthulhu) and friendorphobia (the dread 
of forgetting the password). 

Anyway, without trying to be fmicky, I would 
liketoput)OOf readers right on a munherof issues 
- no offence to Mr Sargent! 
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&trachorphobia is not the fear of all reptiles, 
just frogs and toads. Isn't that enough? 
Ergasiophobia is, in fact, the dread fear of work 
and while I am not familiar with asurgery phobia, 
latrophobia is the dread fear of doctors : 'sick, 
dangerous timatics·. Scolccipbobia is the fear of 
M:tmlS. whereas the helminthopbobia that Mr 
Sargent included is. in £act, far worse: the fear 
d in£cstation by our limbless friends. Admittedly, 
ommatophobiaisapsycboneologistichorrorwith 
which to be affIicll:d but surely optophobia (the 
dreadofopening one's eyes) has~nmore appeal 
to the sadistic streak in most keepers. Finally. 
taphophobia is the morbid fear or being buried 
alive; plaoophobia is the correct fonn of mental 
illness that can be connected to graves .. . 

I'm sure Doctor Sargent doesn't need to talce 
offence 01 your comments, but he may vtT)' well 
do so anyway. I'm inclined to believe that his 
sources are impecable and rother clinical. At 
times, you know, he could be an ergasiophobe's 
-orlatrophobes -woTSlfoarcometrue.lt 'smostly 
when he fingers sharp implements, gazes 
longingly 01 )VUr /Jrehead and giggles ... 

l..ook out formore excellent maJerial (incll4ding 
the interesting adventure in this issue) from Carl. 
He is one of White Dwttrj's key contributors -
and rightly so in my view. Other people appear 
to make mistakes as well: 

OUverDicldnson, lbrk: Doyouknowwhatl'm 
....... going to tell you (an Irishism that could 
.,... well have been incorporated in Marcus 

Rowland's Green and Pleasant Umguage; and 
by the way 'sorr' is surely Irish - correct 
Mummersel is 'zur')1 Over the years I have 
learned to tolerate a good deal of mis-statement, 
ramnging from slightJyto wildly off. on matters 
concerning the ancient world, but to have 
mega/monolith described as Latin!!! They're 
Greek, you 'orrible Graham Staplehurst, you! 
Otherwise The l...ey of the Umd was fine. and 
overall a good tenth anniversary issue .. . 

Ooops. Nearlyslipped in a letterofpraise there. 

Linton Porteous, Mulr-of'-Ord, ~: I 
....... have slowly come to terms with and even 
.,... accepted the commercialism of your 

magazineand also the strong bias in your reviews, 
but I refusetoacceptdownright 1ies! lam referring 
to your reviews of Slaughter Margin in which 
Richard Halliwell tells us that the box contains 
overlays of'H v.agons, prowl tanks, ambulances, 
riot foam vehicles - the whole 'Mlrks .. .' 

At the time Hal (Richard Halliwell) wrote his 
designer's noteslrmew, theprowl tanks wen' to 
be included. It MU decided to leavt them oul 01 
a vtT)'late stage in the production process. 1*'11 
see what we can do about getting them to 
everybody in some other way, bur whaJ KIt can 
do to Rogue Troo~r canis one issue we ought 
to be able to do a sheet of JD t:Xtros .. • And by 
the way, anybody who does have a copy of 
SlJwghlPMarginshouJdseed!eadwr1eJs~re 
in this issue .. . 

Linton Porteous (reprise): PS. The adventure 
was brilliant! 

Matthew Hill, Brighton, Stael: In WD89 Niall 
...... Chetv.oxI complaino;l. about the lack or 
.,... published adventures for AD&!). Well, 

ali i can say to that is: buck)<lW' ideas up! H people 
lake Ihis alt itude then there won't be any 

advenmres printed in WO. There have bcenmany 
letters in this vein in recent and fargone issues 
of WO. and I wonder what people think. Why 
don't you write adventures for)'OUJ'SClf, Niall and 
sendtbemto W01 And, of course, lhesamegoes 
lOr anyoneeiseOUI there with thesamecomplairu. 

I agree .. ",ith the tone and intelll qf this letter, 
ablwugh writingagood atIventurr (jVrwrysysrem) 
isn't quite as straightforward as you might 
Suppose. 

/fyoudofodlikewritingsomerhingandsubmit 
ir ro w, be warned that we send bade 9 OUI of 10 
anicJesladwnJures!whakvers as 'unsuitable for 
publicalion : On theotherhand,yourworlcmight 
be aactly whalwe need. Games are still OI1e of 
the great hobbies where anyone can make a 
contribution to everybody else's enjoyment. 

And to finish off, 'Reasonable' Davis stirred 
one or two quills with a casual (and 
characteristically reasonabk) comment: 

Mkhael Byrd, Brunei University, Uxbridge: 
...a. Graeme Davis sbould do a little 
7f background reading before he continues 

the WO crusade against LRPGs ... 

Eamonn Lyons, Maidenhead, Berkshire: I am 
...a. writing to ask if the WD Letters Editors 
7f actually read the leltel's they print .. . 

Acrually, they do. 

.. . The reason I ask is becallSC in WD90 Graeme 
Davis said, and I quote 'As for Open &x reviews 
of LRPGs, nobody ever asked us to send a 
reviewer' . 

This is acomplete lie, for in WD88 Mr Gamer 
of the Labyrinthe Club offer the WD team a 
Ulbyrintheadw:nrurewith hiscompl.iments. Since 
this offer was not taken up, myself and other 
LRPGers must assume that, as Mr Gamer said 
in his letter, 'you wish to remain in ignorance.' 

I shall kap 10 Groeme's defence. After the offer 
from MrGamer, Labyrinthe subsequently 'broke 
off diplomalic rtlalions ' with White Dwarf. I 
madethe (not unreasonable)asswryNion thai such 
anact ntMnI theirq[erwas wiJhd1Tl'Mlandpassed 
this information QVer to Graeme. OX? 

At the time ofwriting, diplomatic relations haw 
been re-established. '* are also looking into the 
possibiliryof smtiinga grouptoa liw roIepla)ing 
session at some point, but ewn if this comes off, 
it will beOlleast three months (thanb to printing 
schedules) before arry repon reaches print. livt 
roleplaying may yet appear inthese pages, chaps! 

Andasjaras 'thecrustUie' goes, we've never 
denied that it iSfun, havt KIt? 

Fmally: 

Adrian Daykin, Ukeston, Derbysllire: Why are 
...a. Citadel figure designers obsessed with 
.,... toilets1 Are Games \\brkshop planning a 

new game? 1bilets &: Trolls1 Hb.rhammer 7bilet 
Roleplay! F7whiddl Prunequesf! 

Frtud had an explanation for their behaviour. 

Mike Brunton oniy pretended to edit the letters 
this month. 

~~79 
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anti tbr ~omr <!Countlrs 

l!ISURE 'AMES 
AT 

91 BALLARDS LANE 
FINCHLEY, N3 
01-3462327 

FULL RANGES OF.' AVALON HILL CHAOSIUM. 
COLUMBIA, FG.U, FASA, GOW, GAMES 

WORKSHOP, HERO, ICE, MAYFAIR PACE-SETTER, 
PALLADIUM. STANDARD, STEVEJACKSON, TSR, 

WEG, VICTORY, PLUS CITADEL GRENAOIER, 
PRINCE AUGUSr MIN/FIGS, 

- and much. much more - TRY US" 

OPEN 6 DAYS A WEEK 9.30am-6pm tSAT-S3Opml ... 
MAIL ORDER WELCOME - SEND SAE FOR LIST ~ 

ACCeSSNISA WELCOME 

GAMERS IN EXILE 
28~ PcotoDvillc Road 

London N 1 9NP 
PbODC OI-8H·4971 

Opening HoutS: 
Monday I.OOpm-6.30pm Tues-Sat IO.OOam-6.30pm 

CWI T~ttherOid Iron 
CWl 
CW, 
CW' cw, 
CW6 
CW7 
CWO CW, 
CWI' 
CWll 

CWll ';;;;'T';;~;';~ CWl3 • 

• Optn hand 10 Ilk" S~, Spcu. Mx<. Spiky a.t>, 
_ Ctoubow, 10: Of B<W:en 80Uit 

----..:'1T,:=:i--... -_____ .. _T_ .. _-
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CJTADEL GRENADIER. 
DIXONS A V AWN KILL 
ST Al'WAJlD TIlR 
WORJ(5HOf' I!SSEX 

MAIL ORDER U.K. ONLY + 10% p&:p 

~ 
80~~ 

HA VE NOW 29 DlFFERt"NT 

MN'" SEND£I-50p FOROURFULLY 
ILLUSTRATED CATALOGUE. 

See us at Birmingham 
University Union Bu,ildbOg 

. July 4th & 5th. 

NINJA POSTER - Superbly eyecatching! ONLY £/.50 
including Post and Packing 

Illustrated SAMURAI 'T'Shirts. 
3 designs,Smoll, Medium, Large & Extra L",Y':

In White, Yellow & Red. 
ONLY £4. 75 inc. P & P. 
(Not available in the shops ). 

DIXON MINlA TURES. Spring Grove Mills, Linthwaite, 
Huddersfteld, West Yorkshire, HD7 5QG.Engumd. 

Axles 
Armies 

25mm FANTASY 
ARMIES 

£19.70 + £1.30 P&P 

MEN OF THE ORIENT 
6 Cavalry, 15 Samuroi, 20 

, Ashigaru II MEN OF THE WEST 
I 12 Cavalry, 40 Infantry 

I i GOBUN 
If! 9 Wolf Riders, 57 Infantry 

hJ DWARFS UI 7 Cavalry. 48 Infantry 

'i' ORCS 

SKELETON 
18 Cavalry. 371nfarltry 
BOAR FACE ORCS 

1 1 41 Infantry 

J J Quantities correct at time of printing ~ 
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I 



...... p..,,,, ... , .~.,"" il 
~....,.,_tJ._ 

~ __ IM,.,.,..,« tJ._oI 
16p, VAT 116"1 IH' _. Dilplrf.,Jvwrn.n 
<,..rg.,J ., IISp IH' _, VAT. ~,,~<HhI.n<I 

~".".-.""""' .. ----.-I_~ __ {»ymMr"'·"'4Whi1o 

II-' SnIII ..... Gnto ~ DMIQft. EnfiIId 
o--..l4-II~~NOflN3HN,I"IG1 7DL a..- _ ""- _ "" ..... __ fD 

"4GImM ~ ~ Of> __ e.II. 

"'''''. D ... ,( ng .. ,. '/wl II c.~~ol b. h.1d 
~foI_~.,;.ingftom a.. __ .......... -,..,._,., 
-~~-PMf/ftg-.,.,. -.-C-... A_""' __ . ....,. 
£3.00 to join ,wlU. 2 "" tumo) _ ~n 
_.o..700~.-~.~ 
.nd Engll.~ m .... OIO •. W,I," '0 ~O 10. 11. 
C."k:kto ..... Co """im. N .......... 81"38 7TH 

a.-- _ I,." ~ 1IougIn' SaIoL"--Fo< .... _.~_ 
fUI __ ~SA.E '"' 

fIl"l'XGAMES.4CISS8UA'r o.-t... ~~ 
W>nhinQ. BN1-4 ODT. 

I I ._ I" ....... """ w., to hpodlrium. 

a...,fIguro ........... .,.,.. or-. Ooue -. 48 
...."", -. -... s.on..,. 0737 _71. 

_Sd-A ........ Mi!it.y;~ ....... _ 
OML~: -..I SSA£ to GZG. "AvIo··. ~ 
,.,.. SUllo'" lpe 8J8. 

___ 1-0 'IoI',""""lndudo""-'" 
_6GW1ro._""6~ _ 
GoIII 6 "- Gold. Sm>k.o s..r- IIoeipooo. Hot _6_fof. __ PKi<to..,._ 

Pl../iY8YMAIL-"'_~_ 
10< n to Ptojoct a..IioI<. PO 80>< 24. sn-n.s.. 
KoonL 10- 2000 turT-. 10 .... __ Hlil. 

FOfI MLI WIt:TE ~S 30-31. ...... 5" 701IUo 
__ • [110. 1IoIOM2 el4~. a.7pm. 
0.0-., ... __ .......,_ 
U lor 100. lolA 101 ...... 1 ~ C .. 0.010<. 
Cumbrioo. CA23 3DH. 

CHE~AMA7 
WI ._ CIt8doI. ~. MWI .. Agutoo. 
IV'Go _----. 2OIXJ,t.O"."._ SF ___ ·-'O-·N'sur·. Ma....onh 

-.a-...-.~ 

IAI060. M~"P. TMNT. S~ ... CEM ... STEII. UT. 
c.-.AWAAS, WH IW1U. TMV2300. TOPSECRET. 
I'JOJI.O.tIOIA. JOIII'O. SAIPG. FF3-8. ""* 6 S--=-~ :;;r,; e:;-;~ s:I!... "=t"t!:o 
LIe 3SG/ToI1 !O!I631Ul782 ........... 

fOIIlMf _~ BoorSte"-. 14" lOCIoin .. 
....,..,. colours. 21 d..,. .... doIivory. [n ine "" 01 
5f9.381l. 

fOIl MLI WO 1.ft1\lC:l<l'le 4. l043/. ... __ in __ .......... eom.... Mr T ... MIddIMon. 

C-~ N...., Humo,... c.noty. No ---
a.-_ ...-1>ougI>I_ -. OMQ. PH. 
111101162. FF · [7.'" -. T$f1.o.o.0 __ 
MEIII'_ · £2.46 __ ........ 
_£4.fl_pU....., ............ __ N'Go."-"'*' ____ _ 

.. P""'-'" hnd '-VI IMI SAE IorfUI prioo 
110. __ ! .... !no '" ~S G ..... 21 _ SL 
C~ I.M:o. Llle MS. 

MI.I: ,f.06D, IlOl. ___ oIcI WOo t251anl 

,ftg&--. S$Al '" I~. 4(1 "'"""""'" -. Up 
KoIMrty. ChoIt.. GIoo. 

ctIAIIo\CTElII DItAWN to)'lU"'pO<:. t1 PI'"_"'" 
to "'1\MAGEODON. 28 lM-.:.wn C","- KonGIO. 

"'''''' COMP\ETt: CAlI WAN. Sq.-I ~. COl, COO; 
CI. It_ , ....... "". 6 TN"II" "u-.o". 
_ ~ I'W<_ ""_. ~ .I\Id8I Orodd 
to-I,RP~~.RQa-._ 
• __ a _I fUlot.....-.. Ko<dIy_ 

•• onipto.. £100_ Cont.ct.- on 01 ..... 8397 -AD&D..........-to.. ..... ___ 7 

-.. 14_· £110. ~ .(0321)311113D. 

W"'/oITUI_ o-t. '\.41.43.""4g.52.51t.59. 
ConIKt Simon in __ Oll 52' 1031. 

FOfIIW.E UnpoInIed 2IXI!iguno 21lmm~"""_ 
otfwI 10 ~ 104441 <100871 --.. 
OIeMyo..- lo· ..... APG ____ _ 

__ .!IOp. I~._ ... MCIoNm-" 

"0-.-
'ANTA$Y MAN wilt. ._ .,row ... _ .• och 
~ 600 ........ _. to.. ..... Itod<ood 41ip 
0Mign0J 15. H. 126p 0..- _ SAl _ 33. 
UghI""" '"- c-.. Hr __ ... ,_, WV. ... 

SMA LADS 

!'lAT IV M-'ll IOCCIII MAN"-O(lI. l\>u .' •• --..... -..... "...... .... -___ c.... __ ..... ......... _-. __ Iioo_~_ 
CUP c--. lUI. fl""'l1 __ 01 

'-'~WIIJoo.--" ~-
~Ick!no T •• m .......... 01 .hl W .. ~. In"','". 
~ Sh ..... Son"", _ CIIo_ 
end much. much"...,1 II." up n.n whiCh 
.......... 2 __ I ..... oItor. £1.30; "'- ... .. PI'" __ -""' ..... ___ ...... "" 

llNNU QAMl;5. 5 st.I<INY$IOE I't!l. I<IJ.DA. AtlO ,.,. 
~.pn>!oolonol ....... boy ..... _"I'" 
modIowI _ 01 1M ..... l\>u tho pIoy9< _ "'" 
........ .., 01._....-..... w""_,_ __ ._01 .......... _01"""
_ . __ ....,,,..-."""*'1110< 
noar .... __ " IIu1 .... ,. I •• " .... __ 
_oI*<iIOr'y........,toy",-" ...... _ -----.....,,....,,-11>0 tomo 01. proIoo ....... pr\ntM!3 pogO .......,.. 
pM""'~ SIH'!> 10 only £5011d .""", .... tboocl U • ocl'I. _ """*' _ cIoon _ AI • opKIoI 

ofIoor. _0-1 ...... wIIojoin _11>0_ 
01 ..... " wiN !II' .1'111, 11,.1 lu,n 1,.0. W,l ••• 0 
__ ~_HlVhAoowJ. ~1W12 
...... _01 ...... PBM~ 

~IImoPBMO.,_,_._"'t_. 
__ lIIOIIIIto" ...... ~IO""'_ 
t_","",&i'MoI~",,", __ O!!Ic:o. 
II ¥OIl ... in_lid ...... lind I'OU' n ...... _ __ 01.--__ _ 

_, ..... 01 ._ ,.1., .... 0 5 COI""li .... 
--. ~_HlVh-' t...-1W12 -
1Mfa.. --,.-,01 4 -. TlT._ 
oIN .......... oIcIOfl'! 1101_0158718821--""", 

WNfTB)'*-1>i' Eon -.::.._ ",,'. Jo\YI 
c-WwIonIoI ..... _,...,.lIOO<IlI'lOIor._ 
10< QMmIo _ 2rcI todI1Ion .. t.gIo>no ot Gold. 
......m- 2nd o6tlon. Storrnbrinoor. or BattIoc8ts ___ PhonI $iman: 291 510!! ......... .-
IAU WO 42-81_ 01. _ 131 __ 

""""!IowL1Ongo .1lo.AOaD_. DIid<Ion.)O 
~Gdno.~-' TW171OH. 

II1JQI! _U IAU: ColI 0244 451174 ~I 

-*""-. IAU 1IQZIo3..o.o.D _ ....... _ . __ _ 

APGo. Tool 10258l 7078112 001(;1(1 

1'IOUM ~ ,_ I 2~ hnd SAE_ 
I .... to.. 1111'""",,' dotoilo to: 101 0-. 19 
_ lid .• Motdon. a.. ..... SM4 8NH. 

0u0IIy"... ........ . _ (liar "'*'-<I ........ 
_prlooo. M~ 7I...-.-._in 
-,Y<\garI._41RX.. 

IAlI ... 0.0. TlIAV8.LEII. V"'"GII. TAUSM ... N • 
Gf!EYHAWK. OW 1-1. W.t.RH"'MM~~ • 1I~. PhonI 
loin.. O!Il 429 7113. 

FOIIIAU: CIIWaw_ ..... ...-....I gIIt._ _ CHytlO ·_ C1 __ _...l2I8. 
_ .... _£t."'-0313431 __ !iI>Jn. 

NM · Tho ~01 IN tNgMo of _ ... 
n.w on. h~nd'.d pl'VII I.n, .. v. compu t., 
_ptooylrymol_If<>m"-c--.s..,· 
uPlo_ ....... _ ...... I ..... 70p. __ ..... • 

uP _IO"-Go<-. F_ s..u.- Horco. 
1'04 (INA no _...., ~ .. SA£. 

)iIooglonorrtoolllel<-.-...pOInI8d __ 

ell pIuo~p"P", ... Wots1ey. 22 ......... s~ 
H<lkII,no .. Ad. Hull. Humboroldo HUt 380. 
M((I48lJ 15878. 

~A ..... P8M~ __ 1 ..... ssc."Ibu ____ ~~ 
• .... mili ...... ,..,.~ tCI ..,_ 10101 __ 01 
Pol""""', Ill""w1oIotobl.partot ........... PBM 
...-dSA.E .. sse.. 19..-11n1,... ~ lotion. 
Bl.14W1f1ll","", __ iro~ ....... , 
fOIIIMU:20JD--'oo,JDGM'. __ 

£1O"':M ... Uppor ........ "'""-~EH3 
9NW. ~ 28 d..,.. lor .--y. 
_orIPwonoio __ oIoo __ 

WI. 'WIII lor Coe. MEAP, __ 01 1101><>. 
W."lo,. _ ConI." ""II. 132 G, •• ",.,. lid. 
~1.oncL_""_ 

iI! .... ".,. ... "'''''''_~II_ ..... --~- ....... ...... ~_...."IK1I._-' _ lM,;"N .. _ CIUbo.- .. ,.,.., 

"-" --,.",.,. 

HOt.WIlDW~IUWOIITII 
Tho o.-t III'Q Club 
o.-:_'-~~_l -.-: FrId.¥ -*vi • _ ---~u:~gam.ro 11+.~., 
t..giMIrI_ LMIIPGaro contICI me II -ContIM' 1tovtn 01 51.8312 oItor IJpm --""""'" --~ -~ -.-: ........ 7·1O!>m 
_: E_ AncH.v '"*-' 
Com"",,: _ .. 0' .... 8515 ~I 

OIllliTtll MA/IICMlI1II1 ---= _ III'G,._._-..... 
no-,.....,. 7-1O!>m _ : SNw Cornrnumy c.mro 
c-o: 1IooglnnIro. VI,., .... "'-". GMI 
_ Sullo: u-tvorI £4 • ..,.. n-"" 
eo.-: s.o-... 71'-""""'~~ 
~ Tho 0.-, __ 0-. ---no- ISM. Sun ___ 
_:GMo' __ 

CorrrnwIIo: ......... Il0l11-. _ OM 1_ IIguJo --, ~ U. II. 42 J\oIIfv Coun. StouJbtldgoo lid. 
~ __ IM2D8 ............... ~I-0.-:.0.0.0; PIrIrdo, JD_~ 1""_ _ . ..-
~:_~Iar __ 
_: GM·. homo eor-......... _~_ .... t<tnIt. 
___ , ........ _11. 

eom..: ~ (07721 "~5_1l!>m 

~.~ 
ItM_ ... 
0_ 8ottIo-. "" ...- Iarrtorv IIPG 
~: Sund~. l 00m·3"", 
...... :GMo'~ 
C_II: 17 .. W. gh,. Info,ma'lon '1»<1' 
-~ ... C-: Dirt. V..---L ~ 20. 
3009 _ Ole 23 3:J " 

HVITl'OI1OIHII\IlE .... -0-: An,. ~ WFAP 
no- Ibo. -..,. -*"" _ :a.-... _ 
c-: AI_ .. ".......,. __ --c-: Jo\YI ··S_"·. _ c-o 
0992 23533 __ ft 

""r _ 
_ AD&O;JO;CGC, __ ._"",_ 

~- .......... -_:"'-"'-c-:: 17+ F£MALlSWElCOME 
c-:..-. or 1'0 ... O~ 314&\ 

FOIIIIT ..u. D\AWlCH 
0-: SF U/HooJo N'(lo; """"" ~ --...... :-.. ~.- .. -' 
C-II: 101." ... 1291 rII with ... ........., ........... _ttv..-... 
~: ..... 01 298 0137 

.. _INGHAM ""--_ Al..,..-roI _ 

n--.,.7.3I).I ...... 
_CI<docarnmun/ry_~11d 
tM,offloMndl 
~M/F_13 .. 
C_:_p"" --""-_~_AOIoO_~ 

~: .... _: "'-'" ho<r_ 
c-o:.h"f-. ~I7._INo __ '""* ,.,..,.,.. h ..... _ "'-" OJ ~ 
c-: Tho __ -.077'8 7214110r Ow 
0111 7_2.,.,. __ 5ror< 

~-_: 'II:Iu brine. __ IU¥ 

~:Ant_~ 
...... : "'-'" ho<rll. 
C-, GM ........... No ornoking 
c-: S ........ SN.nIII SI4838 

""'" --0.-:01.0; c..w....~ __ 1"" ... 
TIrnI: .... _:_·homo. 
c-I2-l4...,_ c-: _~ 93""-"""-. ~ --"""" 

'WlP " 2.10 .nd 01'_ H.,o •• II~O 10. 
~_~~._bo"'good =1I1ng Mortyn.GIntof.o- 882107 • 

... c.-.._ .... _...,~ 
.... ~ eo.-.M..-..- 51 91 May" 
g,.,... CI<Iewk:I<. London W4 :It.W. 

/010 _ ........ ,. -.n. SHghdy ........... 
"''''''''Cln ... ,._ 11101 ,..,"lrld II" p •• udo· ___ P~13KlnO 

~. ArI. M-... -.. Wfl14 u..r. 
_Ant __ ~_I_ 
S_·"""","",*", __ ~,II) 

APG _ ........ l'oron>Io. 1M, 104 5561 2~1. 

'_p 20 Ilgu". I..-Ily CI_I. ....... well 
p.ln,.d Including GI.n •• I ... gOblin ...... 1" 
111_ ot _1UttIorI. __ 107011 ----"_in~_~ 
o.IIIO~1 who,. ... youl J Fellow •• " Hugh 
GaII.kllI. Slowl.-., _on. Wo __ ,on 
~ ... 
_ ~ ShIrl pIono lot SCar __ 1V'G. 

1iW JoIwI. 0lI02 531410. 

",-'Mco-a. __ ato.:.-Drth 

for -.. o-t 1 end 1011_ .. fIOo<o SI1II>I*> 
0945588071 _ 7"",. 

Ur9M1IIY_._oI~.'ManI. __ prioo_.-...eonc.e._ 
I.oJWr\. 10 o..w !It. &bcIwft. o..on me IJU 

M __ oI_"'"",,,buId.~ _ _.-. eonc.e. Mot ... SNopoIooo. 58 

Mttt>ounw II. BaIl'llW"in.fuffllll. C..mbriI U14 
= ....,...1111ll_ ... __. __ 
1AN0;_.0dM._1W1.)_"_ 
01 """'.I<d .... C ........ _ HII_. 1221. 
_ 331J. 1503 EE.laMI<IMft. 

_od 0.0 Export ... loood condition). WIll 
._ .... good _ ..... I(,Ingo. Th1nQI.PhonI 

......... 0111 881 8712. 

Cont __ bymeIo1181 .... _ppingldoll 

6 lnIorrno,1on on "'01.0. 1I_lot. peN. 0 ... 
_. 88c.ntJridgo9l.-......_~ 

...'tIogorIyof __ .......- ... ...,8MIIo_ ... S .. ___ ~ 

good C>OrwIIIIorL Comoct J ~ 47 Hasdngo lid. 

-~. 
A"""-'l'oI_II7INoodoto_ 
b ... ,. 1ac:11o. _ '''0.0, I ... u.l>i'rlnth M .. 
~H.,.,.._In~ __ 
"*""" """'""'" ro:..rn 01 5741312. _ME ..... II ,., .. I'-~:ZOOO 
llIUo • rnocIuIHllO _l'ouI FlohrnaI. FIrI-. 
_ ......... Cumbrioo. _ 108M2) 2272. 

~_t21).-rngE"l)lloll.....,.... 
u.o FIIPOo, ........... """-" I'v\I>on. .... _ . 
11OS.~ __ Mdoon. Tlf31t1"USA. 

_,.,. t1eI ""''''''"''''''''''RPG _ 
""loIoolWlght Con\ad: ~-. 41 Fia:""I' 
S~ a.-... I,," 01 I'o'QItt. POle SHW . 
__ "--3~ __ ~ 
... __ or ........ zooo. lIot041 147 

3758_1--7"", 

__ 0I00_s.. trr*I/OCIO'doio>ri .. 3_ 
to.. ~ lin 1I00<I-). PhonI 0304. 
I44H_~ 

___ ~1I.LW7 ... 1ar~ 

sr..... ....... 1~O""~c-.._ 
Ao,.l. ...... __ SU lI'Z. 

14 '"'"' oIcI Dt.0 "..,. _ .. )oinIIorm IV'G 
_Ine-_,,-_.l"l.U.SE"""'" 
Ricloa"d __ 0Il2e71134. 

,_ IJA, fF. ~ VIbrld. ___ FlIP. 
Oo.,.,..'-RQ.,,~h ,., ............. 1'
...-.,..~pOI--~ 
to1105l ')07e:. 



2O_oIdAOloDICUDM_~aI_ 
.... in-'UUOIlldccll_.",.~...,...,.. 
_ phone".. Thom 1023571 85201. 

... F.-.- Hoo9tgc •• _ ~ ()penI, 
Ell Goo:diol ~ Rat one! _ ""'" 10< 
tn'I'Ihing ... ,."...,. one! WFRP. ,.".".,. Rogooor 
0..' 15498m. 

FIIU. RPG ~_ for 5'"dIIir S!>Kt ....... 
Sona __ one! W""..I:Jh"I5hoI>/WII. ~ 
I1ooIzon. 7~~_c-TSeRl 
___ C1J.1~"""'" one!....--.cIing 

" ..... GI.-. Hlallt 01 _,Ionoo .nd e_ 
~ ,..,. -. 43 Go<Io<>rr Rd. C"""""",, 

_M.n8 .... Itt'*"*Irom~ 
Dout;JMiI<koIton.III4eo.". W.INQ,. 50870 
(in~",.-bIrI no' __ My •. 

~ lot ~ brllttIo>-M\ _ Sir ........ O'4rUognrr 
... _JulieIo_one!JoI.U. ....... 
alhio_ 

You,"", J"deo ns .... t. c'''b.'''' ....... In ,ho 
~w __ 1IIoI'_RPGo.IIinII_ 
on ~ 1131110. ... ------..... "-nd'.gon .n. '", .... _ .,,,ff. O.h.r 011" .. __ C..t02l1O'~81O. 

Sol "',..... _...:I. Old 2_ up AtcI>M, 
.... g.,d •• c. "".0 .""cIIMp' IS"pOIlo, "el """""",,,,,,,*,,,,,,._._" ",oj~ Phone 
041333 .7, -.v.-_ 
_I1m_peopolrrlM ... F1"' __ ..... 
AOIoD. c-.ct: _~ 1O_11d. 
Odoy. w _ LS2' 3EQ. 

,... _ or ,_ ........ 2000, AOIoD. Cor w.
,,"" 10< ....,. :rooo.o.o mogo -.. _ ConIocI: 
WIc""'. CotI>\< 202700. 

....., IJIPOCllMin1ho ~ .... lTwo IW"Go<. -.. '" ___ .... -... eomoc:.: .,...,.....,., 
2, _ DrftoI, ___ 1Io.9bt- CV2' "lJ . 

... ", RO " bo ... d ,,,'" ..... I"" ........ ,.. -....-.-.-, ...... -~ 

.nd 11,1"" C' .. ," .... 10, TroUp"Ck .""10, 
_ "" PhI, o..r:..- BEI(l43<I. 

_~w.mor.\W __ ar.v-r 1·4. 
loneWolll·7,c-.,."..1._IOJMM. 
lIB H.....ood Coun. VtIItMy lid. How. 8!\ohIOII. 

91"'-'- Sonat8ctlca. _or_ 
I. SAn.o TM OI.cl.1 f11 H ..... ,." ... 12 
_ ...... -..~DonM .Of3 

8H!I.1I·. ,_ 

1_ FF ' ·28. GtollQwot 2. Lone WoIl 8. Dr_ 
,..,'"'~ 3..,6. So<-v 1·<1 one! figurH tor ....,. Jo, 
2\XlOoOJl «>rNco. _""'-'-' ........ etc. "'-
03, 6S6 1~2. 

__ U81 "",""",,, ja/n/Ionn RPG ... 
Coruct: JuotInWotlb, 3 w--. ~ So. E_ 
'-~ PI.I3 ' 42. lit loo .981. 
0l0I ____ • _ CDndhIon. 

,_ '" • """ coIIoeIor. _ -.on. PO eo. 
85"6. MB-2se. s... Oiogo CA 1IZ138 USA. 

_:An<\''TIot_~.GM_ 
pi.,.. ... Con'"C!; R Mind ."". 6 Col.n. Rd . 
~ -. -.r. 1511 7UA. 

--~-- .......... ,**Igood ~1or __ ~_L 

............ -.g_GocIoIC_S_'2 
1'op1 ......... a.-. ~ C_W ... 2 
~ 

__ w.mor~t>t_cwt"'_ 
Iar ~ fit-. bnv-IM..-." 7,5,26-" -_ed: JO RPO. WIt ._~~. _&-1), 
s.w-y I·' _ SeooIb>oI<. eon..ct: ~ 102361 
l208M boI_ "'~ 

C""'_'" ,g \'I", old Im.I.11 ... 0&0 pI ..... , 
_._llvounow"' ..... or ........... .... 
In laming ..... phone..l:Jh"l 02'2 513067. 

KoIIII An<\' MSH, ........... 0f00 "'-" in_ ....-.-.. _ II'IotidI. ~). _ ____ .....,.,.,.". ......... FloId 

Y'-~ a... ~-.,.. 
'-0..0 _ E"WI one! C"""'*""'" Mto tor 
"'"nol •• R" ... q_~ C.II 01 C,hulhu. J ..... g. 
Otodd. _thino. _ 1.1.", 10733) 202871, 

a-dal ......... _., ........ 5.~"" 
'00I'I" ___ Jon"""".'~ 
~a..... ~ s..- RHll an. 
"-ott ~M9l.e.r-..JOone!_ 
SoncI Sl.E lor .. , '" .1UfI '" I'Iou1 __ " e..,_ GtHon. Cor1>¥,......,..". NN" Olll. 

20 _ <*I OlDer ...... __ in Qlord. h ... 
_ .. _ '" '1'/ ... OID. ~ 8ur_. 1<1 __ s.-.1(1<Igo,tIo«\. 

82 0£XlJiJIjj~ 

SMALL ADS 

'- S ... ltoII. RPG one! 0&0 80 ...... DA 10< ______ ....-onI¥~_ 
brlln S- _ eon..ct: _ 10538.3113roe --__ Ibt_urvorntIo ___ _ 

be in --.. condition. _ ~ 031 332 
,e,8 0I1Ot!!pm. 

6 _ _ o..O.~. __ .... "'0f00d 
f ... M{III' 2nd ..,,"""_ H'. __ _ 
0173 3lO1104. 

_ /,.,in_InCoC. AOIO _."...". 
2000. s..u """'" _ in _ RPG._ 
brI a.zy. coot. I' _ .... Lano, loo-. _ 

~~ 

C.lllng H.ph.glll" •• nd Urk .. . Ih. p.n, __ .... ___ .. ,.'I_rIng 
01 66501"" _ _ 1""'<"""","," ...... H, 

l'uri ....... __ IFM ___ .... gI>o>or, 

"'~mieMV..,INOI- ......... -.._ --...... _ ... ..,-...,8. __ _ 
orryttling. ......, .... """"......, 1U21. Sot'" Copen. 
180tc1\ardWoy,~G'-,_ 
NII29 JAY. 

_WOZf).27_"""""""wo'e._ 
8ottv: ~ 1073<11 8663<17 . 
,-C4 aI C ___ 1ar CuIto 

aI_ ... "... ~""....-~ Andtotrt"..... 
70 -... Rd. ~ u--pocf U3 3U. 

London ... 40.0 pi.,.." w. ",.., fo' .. ~I .. 

!o~~c1:;8:1ii~M""brI 
Ez..,-OM_ ...... In .. Coninghem ..... ,_ -_""""*"9- lItl54'700_ .... 
lor Jotoro or .iofl. 

OWI_one!b!>on "",,_,. ___ lot 

CoC 0. 8l<>odltOwl . ConlOct: J R" ... I, t5 _.joH ...... S 8onf,"~ E .... SS7 <INN. 
_ _ TSR~ __ SoroI_ 

.. _-. ... a....Eoot~ __ 

a-W021.28Ior_AOIoO..-..-eon..ct: 
s... 102221 12035e. 
__ MEIP~one! __ 1o< 

I:IottIolioch.MocII __ "'~_. 
,0 WIllow CIoM. St Loonoord .. rIng_. H""" 
8H2<1 2fIQ or p/Ionor 00126<1 1503<1. 

_ -., _IIOOr pr.yotoWl r .. ~ _._-._ --. 117"-"" 

...... Arl.K--.~S ......... sell 
~. _COC_oI,..,. .. ~_._ 
fo, Plndtogo" 0' COlmlc E.co~n'". Phon. 
N....., .. 110 10911 21&&01<1 _ .... for ~ 

.Ioqoo1 In 0_"''- in._oIdoubt; in_ 
auoIpIotoo,_\OOk1t_ .... ..--..."--" __ 1IPGoot flel out _ " ...... AOIoo, ....-.COC_ .... --..~ .. ""oo 
MotII 0, 3 CIcIcII ... 00 ... _._ ... 
0_ 

17 Y'" old ",.1. _n,. pon,.1 1/0 ... 1.1 In 
H""'brlllido.. W 0 Sho'"' 1<1 _, RI ... 
CIoMtol<-. I ~ OH35 8lI. 

"-"'" 11tIo ....... _··_·_ 

---~"""""...... --""'r "'""""".. Wo _"....-v -lWro...- in H_ .... _ ... 0.0 _"no. 
1.1 ... -...., doboucI:wv _. Contact 

..IcI/'o"iny~ UPWIo:_-" $outhHa<oow 
H ... 2 8lB. ' 22 ,"", 

... ~_ MSH. Gont><._ or 51. 
Ftornior-o AI'G for ~ AOIoo. OliO. ~ ill JO -. Soro-. rtOOdUIoo __ 

Contoct Mortift. 1Iumt_ n5!'.O. 

__ pro .. '" 55 Dr .... tMg._o, At>, 

condl~".,. Send _" '" Ric!\ord Brown. 299 
~ Flood ....... __ HU5 IUl. ... -""~----for ~ __ or oIngIo ............ Conw:t 

'- .... 10811 lto '21$2. 

.... _ 11 ..... for ME'" oe:_ or ~ 
pocko. ..... __ ill 040 Ex ...... ~ 

WI_ 527330. 

_ (151 .... ..,. foroIgn por"OI1 • '8~, ony u , . 
...,........ In _ 'W'Go !in<:kdo>g CoC~ 0010 
GiIbrIrt. 1'011 """"*' -. _, Ooorto,. '-"""'l>oo1. 
III 9..0. ---"""'.-"' ....... __InBoidport"... __ 

llrith.iofl '" ·Doogon· I_ .. C .. ,-....,. l111to. 

_1181_ '""'"" '*"*- in' _...:I1n "'010, 
.... ,.,,,,, wlI Do ""_. Contoc:. W ....... 
H'PlonllaH. I. stooM.n 01)... h., 00 .... 
IIottoottoom. ue lHP. 

s...p IIunoOo.ot 2 for _ or Cor WIlL 
Contoe:, A Moo ... Oldl,,'nglo'd Ho,p"" . 
Stourt>ridgo. _. _ or phone Hagro.,. 182889 -, 
We ___ , Wo pfry _. MlJIP ..... _ 

ete. WO ...... " WrtmIIm (Hot;oIchlencl IOId 18. 
C .. elvle. Norwich 738372 01", lorn. 

Sony '" __ wm oIidn', gol 0 fIOIJ. I '"" out 
01 cuh Io<.toonopo. I'n;wry. I con', be ___ • 
_tI. con II Dot> u..., 
a.I> ....... inSoollhO __ "'_ 
_1 __ .... _00: .... 3~ 
~ CongIoIon. ~ CWl2 28J. 

_,GodoIrnIngI. /t'I" --, _".,., wtItIng. but 
In .. ..,·' ....... ocId .... ",,.tv. WtI" OIl,,", From 
Erron~tooItol. 

_ 13. _ .. bim Imo .. RPG. __ 
_1on ____ ,......Coruct 

S ....... 30 ~ I'Ioco. _ Millon 
,..,..... M~8 2AT. 

s_ wtI 26. 30, 32 ......-. Or_. ~F 1·22 • 
for _ or __ I.\0I00. WHIPI. Contoo:t 
_ . PoIgn,,,., oe03 550230. 

-.._ AnIcIM. .. _ for now ...... 0b0cIn 
Objoct. ,_ 00I>I' .... ..- -"'- GIundoI __ 
~O'VForno._-.~_ 

'" 'N'IgM. P030 4NJ. 

a- 00\ or 1ottIHrot_ for JOftPO. _ """*' ayw, 0.,.-,. 1!115 .t.rvYIo Flood.. __ 
.:.nt, en \JR. 

_t, EngIj'" moIo 1221...,.;a, ~_ og.od 
_E_oo_MERPbIrI_~_ _ . Phone 0-. 78lI542 _ 2p;n. 

-.....: WOo 2 _ 3 !not ropIrotol 0r\gin0I 0f00 __ aMogie.Mono ... a-..._ 
'M......,""'.~AIoho __ 
1011 361 1232-. 

Help: AloyoM 0\11 ",. .. _ ....... In ... Ignlng 
FIF'G.I II 00. _ .. ply one! ___ to 

0nW RPGo, "lbr """"Ingo"_ £ ... CM' -. 
..... /161 __ ..... /II •• '""" __ Sond""""~ __ ,,,o-n-
20 c..IiIord Rood. ~"". 00t.M on 2M. 

le...- oId 0..0, CoCG~ __ ..... r .. hl 
"""fOOlI Ie ",looP! .. " _oIholkl,,", Wrlto: 
MI<:k. ! ~ 0rII00. lMIcaotor lAl 411A. """-""'" ~ _I _ urgon1!y. _ 
___ ...-_bo"VO-ConIocIO 

MWov. 28c-...,Rood. A>1'fVO"\. ~ 
SOl2GE. 

'''-Il0l1 CO9\' of'~ _. tor _1 N 
00 I)INH """'"'" ~ Grin<Io\r. My.". ""
~'C>n. n •• mono. SaIk>p SY12 OI'P' 

Na-._ ,IIII_D&OpItyoro.H .... 11O<"I 
~ 010, __ corooi<Ioq;I,_ 

~ ConIocI J _. I DoronIo ~ 
MUlOCOI1 c.o.... _ o..on Vt3<l IINX. 

__ 0..0 1201 . ...-... ........ ~._ 
1n_""IIUII1 ___ ~cAI13 
,..,...,.,.. ..... C_ Dr>rMt. Iv't _ I ....... 
tool ... Hi. M~hl'/n1 

MInI ~ WO 1-12 a "" '77 0400 booltt 
_-.1 0II0r-0 __ • pr\r;eotOM~. <19 
__ ....... 1ondI>n SW16.1PX. 

'-_~IorirI. Scouto._ 
3-6. ""ppIom ... " 8. '0. 11 . Wonl MERP 
ouppIoorNontrI or LOT1'I ~ ColI ~ in 
10M .. "- 61!921. 

S_pFf'_ -...e. GH, Co, w. ... lI_JIo-r Ond 
... ppIonwIto, 41 2tlOOA00. JO one! JO for MERP11 
_ h cornpoitIr; _, To! o..Id 105~~1 

37&025. 
_0..0 __ .... _, __ '-

le·1 '" II" oII-troftInQ in I'\.OIryIS CtO¥don ..... 
Phone _ .... 0, eeo 2918. 

MBIII' .......... -...., bo' .... ling ..- ...... .. 
WI ploy ....... _k. _, ,....,.." cbol .... 1 GI .. I, 
• _, Rino;I NId<. _ton-S_·M ... 41889 5--....:---"'->_._--EPT """"""'"" Cooh or ___ 10II<I3I n~ -, 
_ /11._"" ___ /15-171 ........ "" in 
RI'Go. _. "" """" VAlUt. ,_ NO dor 
O .... rnorIo, 17000 MEWN. fIIANoCt. 

_O"'_"'N_ ......... -...... 
~I ~ ConIoct: G MorIoy. ~ 
l1<NIf1. 801~ ~ lU.ooo. tt,orry. 
!hoy ........ "" ht.>rIgrvl 

It_'' .. 1 I. lhe g .... ".'Iy "Odl w.nll<l "",,"1.--__ .-.. moIt/for:noIo, 

~Mo. ConIocI G-tf. 29 Tho H""'
HIfApcIon """"- h .. ".,."".. E s..... 1IN22_. 

W.n'''' : "-.p.l. bo' "'''''''cln m.1o III •• __ It ......... 1ocI In 1II'Go. __ 
...-. Contoc:I CI.w1-. 11.~ ~ DrftoI, 
~ He 292D5. USA. 

.......... _ ... "' .... III'G_in~OWt 
played. ComaC11lny 'nIighl ~8 /leW Nook fWd, 
StIoncIIno Noel<. Hudcioroflold. o..a.. 8SU!5, 

f'"-t F·ttr. 0'0, Ml;AP. JO .,,1<:1111 Oi 
di __ . COlo .... Linton .. -..... 
_. IIio/lofI KioW. IIy ,.. of Ord. __ 

__ cr..r..... _ or Cor -.. ... __ 

for:rooo.o.o '71·512. 2 ...... 0t.rkI EotIV_ 
~3_"""""S""""'Sic"
~m 

w.",", 'VC .... _ Ihortlboclt or bo .... , ..., _to. lor C""" pi Pr .. or Terror. _ 10: M 
"-Y.... 22 Blaek_ ~ N._ AoOd. 
-'_P01<1H1'. 
_ ... ___ ...-.tor»lor~ 
.... , __ ... 000 __ "*"- Coruct"'" 

........ E;.,. ..... Hooper. " 0010 Y'- GrirroolI¥. 
ON33 1Rl. 

1 _""MERP bouof.lrt><>dIoIoIorCoIIof 
C_ ...... """".:! o..lcI Ch"",,", 28 Porcv 
s,_~ H .. 1opor>I. C_. 

AOIoD. _. CoC ... """ 20--. lot • 
_In ~ _ 10 ~ Joc:l<oon. 8 
IlIorIooim c-. PoorIgMa -...... w ... 2 OJJ. 

M"' HoII_.~_I5._"" 
_II COIotoct _ 5Crooo1nghort1I1ooc1. 
Now BrIghton. w. . ..... l <lO 2N$. 

__ """'""' .. kh_ ....... iro 1.1.,. __ 
"''''''''''' ___ 10. Comoo:IMm-... 
5 u... &.on. ~ _I _ OVI 3IIE. 

For_i •• -= '"'" _worth __ 
Soc:ioo1)r __ ~ AMuoIOroonOor ...... 
8od_ CMc: -. ~ _on 8.lugo.oot 1931, .... _om;;. 

.., Contribu6ono -.- ........ ,.,...,.. .., 

.,.._ For _ """ ___ C"",.,._ ... 

Ounc ... , lIoghoocI flood. ~ SeotlOnd 
G82 lHP. 

'-JO~o.,r.OIiO-' 
Dregon W_ ' . 3, •. FF 6 ••• 11. Sorcoty I for .., 8ottIo-" __ o.v-.~ ......... 
" IIroocI-. South _. lDncIon fl8 20L 
01 1189 2930. "'_.CI.I\.O",,,... __ eoc. _'_2300 __ "'-~ 
0302 2~3. 

AOtoO OM w""" 10 """'"'" 01,,", GM.. St>In _"...."""..,.... __ to_S-·I11· 
-ro., 1.91-la--mo·III-fO-m1oo 2<1. 90230 (:Uu. 

"~. 

-..... _ ... JO~ for- 2CICIOAOo inri 
WhIt. Owom. Phone 0....., 0288 55809<1. 

-..- _ ~ -. Gor:>db¥o ........... ~ .. "'~_Iond_ 
-,~ _oct AOIO --. ___ for 010 

""'" or Gr.n.cht ' ....... Contoc:I R __ 1<1 
ChoIo_ flood. Abingdon. 0-. 

Mol. _ 1181 _ ponpoI, ~,..,., 
in_ In f_. Sf. lfImIno;J. a-... orryttling. 
_: E 0urlIirtt0r. 101<1 Sou'" 10lIo. ... .-. 
~ fI(IOO2. USA. 

__ OIII"""~ ..-..-ontod lnIghto _ loot !Igono. An<\' ..-__ Corouor:I 

Simon. 11 Firoylow 0<1 ..... HIW O~ .. on . 
~. lDe041 5201M. 

Molo 1201 into ... "" In "'0&0, Ao. ... __ 
_ -.,.01. _ 01 "..."".". roquirwcI. COIotoct 
__ • 19 Oownctaig 1IoocI. CMdoml1l<. 

GIH!I<>w G<l5 9PO. 

_W01-21. _bo"'VOOcI __ 
con.Idorr ockI _ Coruct s...r- -..... 28 
........ s...... H-.il s_~ ST' 7N'. 

Moll 15: _1tt_ponpo1l<1 +. rIOt_orIIy 
into 010 but Ii> --.. VOOcI ""'* _ 
-... lor ....... ~ Gr-. 1 _ Aood. 
~e....CMlliI.H. 

.......,......., ..... _ ,*""",1_ 13.110 
_ to: GorotI'I ~ til _ flood. 

$prIngfioIcI. ctooImoford. E-. 0011 5.J .... 

1_ b" .. d MERP. Go-. _I Iw t..goc:y 01 
Eoogiool a ~Ioor', ~11I1'>ICI""" condition for
C .. 01 ~ _ "'""'- Phone KorIo, ,.,....." 
10<1731.1131_ 



__ FFI·20 T&T. T ......... s., C!)' H""", or 
8ona.c." for JORPG, lI'ucI< Stop or 1'11'''''';0. B 
~ 19 ... ~ "'''' _pO"""'" Cork. 

s_ a.. rN/l·3. Star 'hkCot.loguo 11&:')_0) 
TIoT~ .... l'IIter ~ 5C...,., 5_~ 
H......w. C<>mbrIo. !.AlB 4IE. 

_: __ F""""Ro~ "...,..100 In 

good <oncIiI;on). S_p lor Coomic E"""""'.,, 
Ipo,I"". ""I'd~;on). Contact 5te"non Dow .... 59 
O.rtmoullo _. Wvl;;on, C".,..,,"" CV2 3Cl!'. 
_______ Ghoo. __ oconorio lor 

MERP 0, 2000A0 _ ;0 ..... , Golo. KondrIek. 3 
~ 00 ... /'Qy"'''''' C"-otmr SKI2 ION or phono 0&25 a7~75 __ .. 

_._ ... _. GH. FF boW or PI'Ia or ""t 
""mbioot;on lor gOOd roIeol ..... ~ _ Contac. 
NI<~ on Gort,OI'I\i 2839. 

I ..... "'- Boy 114) ...... ....- "'lopl ........ ol 
«><¥>IY.omo _'" Fo~ .. _ ...... .0.0&0. COC, 
'i'_ .... Jo. GH. F'!lone FoI .. _ 2772116. 

Sw.p -..:I _ Su....--, C,......" 01 
11,. Atom. Sec ... w ... _ To)_ lor SlO' 
F"",_ 1& K,.,;gh, kowkolAlpil. Down). 01"", g"""'''''''_rod, F'!lone "'''''HI (0232) 712907, 

_od, Ant CoC ~ booko. ~'" ond _. PIN ....... _ , Stomp --. Write 

to: S_Hodgo .. 2 ~ ........... Chopaow, 
G_"I '11'8 SJU . 
O"".. ....... _od . ,9a7~C __ . 
M",. 100;" .. ",good wnditOon. I wiIIowop,orO&O 
moc:Iulo. XG + CMt ,.... _ N","" on 0592 

""" 
G_ ~ Ooy Orion RuN, Mor!I;" 01 ProfIt. 
~ .... RPG + -.. ....... WOtl' Star r .... 
.MI. W.,,.,, 801""",. 19 """"",,, Rood. S"",,,on. 
I!;rming"-<n B2e 3ER. 

Womod: En G_ Mobook. """' cond~ion •• k>nII 
IIWloI_ w,~to: '1id<F .... 19 I..onQ G"".., 
SM, GtMn, _ HPlI 2Y'I. 

2OOOAOo numDeft 329-600. Bot .. 01 JO 1·21. JO m_ JD booko. 5wop lor onythIng. F'!lone 11m 
0202741838 ' ''or!\pm. 

S_ !SO moo"" CI_ MinO. tutH 101' Cftodol 
25""" W .. h.m .... ' "gimon ••• ndl<l, bonl. 
moel>inl •. F'!lone _110 1010&1 58803 

SMALL ADS 

_ ·_Dwwfo47·72, 1e.78. WIiw; otadrIg 
.,..,... to SI ___ -IIInrt, 22 SurnrnorfleId 
Road. Mollven Link. \\brei. Up to [2!SO. 
_ Outfits. ____ uniformo lor PoIitoy 

Actk>r\ Man. Ilpoc!oIy won. _, OIAllte In Nco 
conrIitioo. eo.-M~ 43'10 PiA.oId. ChQvo 
IL eoG41. USA. 

_: WHIP" In 1ho _,~ ..... P!>ono 10K", 
(01051 130201. 

Sw.P FIgMIng ...... , -. 1·7 """ lB-21 lor 
WFAP. C<>nl.e, Domion fIogon 31 tIot.ing Hill. 
9oH .... 1IT9 ~s. 10232) 6eU56, 

S_ MEAf'. good eondltlon to, "., ........ RI'G Of 

0&0 I>oaic HI. Phono 104151 892343. 

_ed: """ \110 • ..", or oirum _.--. Sw.P 
lor Orogon Worrioro. MERP, 'i'_, F'!lone 061 797 
0288 ~1pm. 

Wontod c......,. _1:1_ 1·5 & Jo\.rnll 01 
T ...... IIoots· AId Socie.y I, 4 • 22. RinQ Mi!w on 
109921 466969 _, 7pm. 

"'*1 _ "'" Jon 97 ioouo<A Fonteov Chroridoo. 
/I "",,',. wIJinII to _ rino;Ilon 102M8~) 518. 

_od Long """""'" now I 001;, White Dworft 
~ _onoup. Con_. *.oIlorll¥_ 
~ _10 OMdWl .... C132 .... MH. S,~ ...... 

Doctor Who eon-tion on 13 ........,20 Juno .. 
Comorb<.oy!(om _ '" c.nc. ~ DotMo 
lrom 29 TlIo Dow'*'llt. Homo Boy. 11:0", CT8 7EJ. 

___ pol ""Iulrod. 5orr>Oono out "' ... 

wa'" to onim.te • few 01<010""'. w;1I1 • 13 ,.... old 
...... 1 C<>ntoC, C,tig. 8 '1 •• h CIo ... I\ogoro_ 
--"G ....... 
S_ .o.oa.O OMG. MM1 & Fiei'd Folio lor WFIII'. 
f<>< .,.,.iio w,;" to 6 Oy ..... CIo... Mouloy. 
MooncI>o_ or rino;I 04875 ~9, 

8_ CtloJltor _ ..... I_ ...... or\ot for 
oboolo>toly onyfhinV I~ WIth ......... I. Col 
Rich.ttI on 0292 75230 4-8!>m. 

_ WO 20·27 ond .. _illy WD49. F'!lone 
Sorry on fIHding 107341 868437. 

M_ SIought.. owoIlI_ ....... 10<1'" RQ 
~"""joIn"'"_--"'II~""'-'Oon'. =-"'":' =: G-.., WI-, BroodQI/t. 

- 1111 -. .-.P*Io. Io_te ... AND. 
~. CI\ornpIon ..... "-I ....... fhIne, \WI 
,.pIy '0 oIIlothori. Cont.ct ~'ic Boning""" RD 1 
HoI>QhIOll, NY 147". USA. • 

S_ FF _ ,." • 8on_h lor JudQO o..dd 
RPG. Cootact OMd on DurI>om "98 .tt.t Spm. 

~'-Ior~IonzIno._' 
DoI~"'" lor -"'"". bul ..,. _io, 0< "1cuoI ... U 
hopel. _18""'""'-.....~U;125N~ 

HoIpI_ .. oontO<1~ I .. ,..".~_ 
onyw ...... in GI_ ..... F'!lone 8< .. 041 6e2 
6e83. 

S-Or_IF!) lor M€APcornpoign _ RIng 
M .... '" 01 5497239 0/ ... ~. 

w.rn.d: __ ""onJ>Ol1)OlI3·141nto_. 
ScI-FI. _ ...... Rf'Go. ~ Contact ...... Gent 
34 Cambrlon VIow, WhIpcord ~ Ches .... 
C"-ol>l<o. England. 

RPG begI ...... 1181 ___ ~ In 
Middlol borough _ , An( _ C""tact Gory 
_. 91i>phorn Grwn. Borwid< Hih. TS3 7OA. 
ToI218948. 

~. FRPa.rJGM ImoIo, 23_to 
oldl _Ia _ pi..,..,. In kH:oI ..... C""tact 1'IIuI. 
.o.bboy S_ Nind. I(k>go_. W ... ·(. GJo.. 

0.0 8ook: """ (.pon ..... 1 11>0_1 _ mod .. 
5_ lor CoC or Blood _ Con1ICt J It.r ..... 95 
_ ............. S _ .. Eoo .. SS1 4'1U, 

E-lp..-\oftcod OM 1004<0 plryo .. in ..... Cotting"." 
IHuII) ..... ;Wl ploy 1"I'I1Wlr;i. ToI8417oo ond OIl< 
lor John or Jofl, 

LondotI -= .0.0&0 pi..,..,. won'.d lor "'II""'" 
gl .... 1 .. I ........ .- pi ........ _Icome. mUI' ". 
20+. N "'te ... ted. piMHO<H'ItIoCIc.tP>y on 01 881 
3451. 
Swop CoC h.rlIboclr; od~1on for C""'" 01 _ or 
Pt ••. Culto 01 To' .... ~. _ 10 ""'1I>onV 
Oovl .. 10 _. flood. UwrpooI LI3 3EF. 

_:RPGotoIn·,,"v.too __ .·I"I'_but 
pratorlbiy Mflll' _"" Ado MI_. C""tact CMo 
l'wMd, 5 e.mtov ........... 'MfI- FIoIdo, 1*_ 
Lf81FG. 

AnIoIoo ...... od""TOR~ Wri"~inEnglioto 
.nd _II ,,",,"II" ~ to Swodilh. COm..,1 TOR. 
Fir'InbocI<ag ..... 18 se54 89,~. S_. 

..... AtghlfJn(UtPG~out_) 
C'mon, _I gcm.o boIIllngMik*0280 818757 or _II. BrIuf!1o, _ ItId ttIo _ 

AI •• nln (m.l. 15) ... b fomllo p.np.l. I'm 
in ..... _ In 01 g.oming ond 1P<K1. S- photo to 
Dotrinic!.ong.12~1'IIr1<.~~ -. 
S-~Warr\oro,Ff5.eor-_omD&.D 
Ex"..."" ""-'-.I'u_ S_ Rk:IIord •• 22 
~IIr:!,M-"'M_Wo ... WRI4 
,~ 

~_An""""'1181 ___ 
~1or~, ____ .MEIlP_""" 
10:1831 880273 ""or iSpm. 

Sw .... ,StarFn>ntioro.KnIgIII H ___ 1or 

C..-..rI b,th _ Juc!go Child boola or HlWkmOon 
RPG. _II 0438 352702. 

"R ....... Ind 0'0 pl ..... ' 118f lookl ~.np.l. 

-1preIer.t:>Iy.--~ f.m.'.'. Scr;bbl • • a: Jonn. 31 Born." Clo ... 
KIngowlnlo .... _I __ 01'8 9PW. 

1'1 ........ " .... , I nOt<!. e""" 01 R .... I.t<I A.eon 
delpolliely. 1"1" condition. I P .... wel" Mire 
IRo ......... , 590332. 

S-_ Paronoio _, 10, _ "'ntlroqon. l<>r'I' 
_;,,~ 77 Elmwood DrIYo. BIytf>e Bndl/l. S_ 
"" l\oont Sto/II. 

S-Ffl·1& AogunS"b~IIor_..-.. , 
80>*1 in go. C""tact 0 Conotl. Tho HoR. FIop"",--. 
_Rlmtio--in_eopo_El __ ........ 
5tephon Uog'1 C\'cIooi "'" _. CrooIg ~ 
31 _ Rood. ~ __ ~onto. EngIond. lit!: 
0933318188. 

'Just when you thought it was safe to go near the Royal Horticultural Hall .. " 

Games Worshop proudly announce: 

GAMES DAY '87 
Yes, On the 9110111 October 1987, it's the GAMES DAY convention, .he biggest and best games and 
hobbies convention in the UK, at the Royal Horticultural Hall, Chelsea All manner of trade stands will 
be there, with figures manufacturers, games manufacturers, painting dlsplays and competitions, bring 
and battle games, new releases, demonstration games, displays of art, live action groups, seminars, 
auctions, people in silly costumes, gaming personalities and more, so you can't afford to miss it! 

Admittance is by ticket only, and the costs are as follows: 

1 day only - £2.50 on the door, £2_00 in advance from Mail Order 
All 3 days· £5.00 on the door, £4.00 in advance from Mail Order 

To apply for your advance tickets, enclose your remittance with a SAE and send to: 

Games Day Tickets, Games Workshop Mail Order, Chewton Street, Hilltop, Eastwood, 
Nottingham NGI6 3HY 

~'x.lJU'liI~ 83 
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(JAMES .HOP 

818 london Rd .. LEIGH ON SEA. 
Tel. SOUTH END 73308 

Open 9.30-1.30 and 2.30-6.30 

Stockists of 
DUNGEONS &. DRAGONS 

Most RPG, and Supplement • 
• Wargam ••• Fantasy Games • 

• ScIence Rction Gam ••• 

536 Great Western Road, 
Glasgow G12 8E2 
Tel : 041 334 1583 

.IV LilT! 
fULl'! Iu.UsTRA1U>-~DSAE. 

Trade Enquiries Welcome 





::;:,,..----, rom Games Workshop and 
;. .... "'111 Chaosium Inc. comes this 

colourful new edition of the 
award winning Stonnbrlnger 
roleplaying game. AD you need 

to play Is included in this hardhacked 
game of epic adventure. Travel across 
the Boiling sea or journey through the 
lands of the Young Kingdoms in search 
of power and adventure. 

Stormbrlnger Is fust and easy to play. 
It comes complete with information on 
the world of Elric and on the major 
characters from the books of Michael 
Moorcock. And that's not all for it 
contains no less than seven ready {O 

play adventures - two fOf solo play 
and five for group play! 

Whether you play a Pan Tangian 
sorceror, a Melnibonean noble or a 
crippled beggar from Nadsokor. you'll 
find swrmhrtoger both exciting and 
fun. 

"Stonnbringer reveals 
more about my OWlI 
fantasy boolls and 

diaracters than I could 
have guessed! It does 
not merelY derive from 

the rooks - It 
complements them 

peifectIY. 
The game Is iJelighiful 

Michael Moorcock 
. 

Stolll;1bringer vMdIy recreates the world 
of Michael Moorced's Elric stories. Over 
200 of epic adventure. 

AVlIil.bI" from July from an good games stores.. In case of 
difficulty ~ conr.a GlJfflfIS ~TkshoA Chewton Street, 
HiJItoA Eatwood, Nott~m, NG16 3HY. 
US CUSTOMERS pIH .. contllCt ChllOsium Inc.,. BOK 6302, 
Albtlny CA 94706-0302. USA. 

SUlrmb<Ingw. Is ° tr __ of _ eopyr'llhc Cl 1987 ChooaIum Inc., P'r"""'*l In m. UI( by G ...... Wort"""" ..... IkenM. 
EIrlt _ uooeloled charac:co,. _ pleca ... CDl"frivtn e 1987 MIcnHI Moofwck. -
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