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A Druidic Duel for AD&[ 
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€@-CITY ON€/ A VAST 
M€7ROPOL/S OF 7H€ P2nd 

~ r n ~ f i  WH~RE Mom ~ H A N  800 
MILLION CIZIZENS C/V€ ON A 
KAf/F€-EDGE OF ?ENSON. CRIME /a 
A WAY OF LIFE FOR MANY,  BUT 
ONE FACT CAN 6€ RELIED ON- 
3U066 O M 0 0  IS 7HE LAW.' 
HE'S THE 7DffGHESirLAWMAN 
OF 7W&M ALL. WHG'HER THE 
CR/M€ IS CITT€iP/NG OR 
MURDER, NO ONE ESCAPES 
HIS JusncE. NOW YOU CAN 
JOIN 3006e OREDO IN w s  
FASFACTION GAME OF 
CR/M € F/GHir/NG /N 
MEGA - C / N  ONE. YOU 
CAN ARREST ?RE A N 6 a  
GANG, JUDGE DEA Tnl 
ORLOK iWEASSASSIN 
AND OTHER N07i3RIOUS 

LAWBREAKERS -BUT 
LOOK of f7 i  WEY'RE muw, 

AND SOMETIMES YOU MIGHT 
NEED A RO8ODOC R) FIX YOU UP. 

Another Mega- Game fm 
GAMES WORKSHOP 

Available at  Mega-Stores 
Everywhere! 
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GAMES FOR DECEMBER ONLY: Gem- Workshop London WOE:<SHOP is 152 Mamien Way, Arndale Cantre. ManchsRer 

having a special late ni*t owning - Thursdays until 7.30 
1 Dalling Road, Hammmmith, London W6 

TeI: 01-741 3445. Open Mon&y - Smurday 9.30-5.30 

Tel: 081.832 6853. Open Monday-Saturday 9.00-5.30 
41. Broadwalk. %wdmarrh Cantre, Nottingham 

Tel: 0802.585744. Open Monday-Saturday 9.30-5.30 
95 The Moor, Sheffidd Unit37.Birminoh.mShoppingCantn.Birminoham 82 TeI: 0742.75011, Opa Mondly-Saturday 9,30.5.30 Tel: 021632 4804. Open Monday - Saturday 9.30-5.30 

BUI6EBHS & DRd60IS 
Module 64 . Tha Lost City. . . . . . . . . . . . . . . . . . . . .  0 . 9 6  

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

b Modula S4 Cavarns of Tsojanth 5 . 5 0  

NEW ROLE-PLAYING GAMES FROM TSR HOBBIES (UKI: 
GANGBUSTERS: 1920s role-playing adventure game. . . . .  E8.W 
Trouble Brming Campaign Module. . . . . . . . . . . . . . . .  E2.95 

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

STAR FRONTIERS Science Fiction role-playinggame. fs.95 

NEW BOARDGAMES 
. . . . . . . . . . . . .  New DWARFSTAR MINIGAMES E4.5Oeach 

STAR SMUGGLER Doliteire).DRAGONRAGE*GRAV ARMOUR 
- W U W -  + GOBLIN • 

. . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . .  
ESCAPE FROM ALTASSAR CITY STATES OF ARKLYRELL 

. . . . . . . . .  STARFLEET BATTLES EXPANSION KIT 2. ES.95 
The Famary RolePIaying Game . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . .  . . . .  TROLLPAK HAS ARRIVED Naw from GDW using the Hour. Divided game ryrtem. E8.95 
Trollpak is the new RuneOuesr supplement from Chawivm packed Soldier King • Attack on the Ardennes 
full of Troll f k t r .  secrets and adventures. In UZ Lore you will find . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . .  
a complete guide to Trolls and Trolldom. The B w k  of UZrhowr you From FASA: GRAV-BALL The sporting event of the future. E9.95 
how to create and play Troll charkters and provides 7 Troll cults - . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . .  
Aransa, Argan Arger, Gorakiki. Hunter/Foundchild, Kyger Litor, N m  from STEVE JACKSON GAMES 
Xiola Umbar and Zorak Zoran. Into UZdorn provides 6 Troll Illuminati . . . . . . . . . . . . . . . . . . . . . . . . . . . . . .  0 . 9 5  
rcenaripr: The Caravans, Skyfall Lake. Grubfarm. Flying Trollkin, Sunday Drivers . The Car Wars roleplaying game. . . . . . . .  E3.95 
Sazdorf Clan and Munchrooms. You also get a 17x22" map of Car Wars Exparaion Ki t  1 E2.W . . . . . . . . . . . . . . . . . . . . .  
Oagori lnkarth - the Troll lands to the north of Sartar and Prax, and . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . .  
a 17x22" Trollball field and complete rules for this ~nfamous Troll NEW FROM YAQUINTO: 
sport lboxedl . . . . . . . . . . . . . . . . . . . . . . . . . . .  E14.95 Bomber . strategic wargame . . . . . . . . . . . . . . . . . . .  E10.95 
. . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . .  United Nations . . . . . . . . . . . . . . . . . . . . . . . . . .  5 . 9 5  

BORDERLANDS: The latest RuneOuest scenario pack that feature Fwnch Fonign Legion. . . . . . . . . . . . . . . . . . . . . . .  5 . 9 5  
seven linked scenarios set along the River of Cradler in eastern Prax. Scenarios for MAN. MYTH & MAGIC . . . . . . . . . .  .0 .95  each: 
The scenarios are designed for intermediate characters and can be Kingdom of the Sidhe 
run into the Griffin Mountain campaign pack i f  you wish. . E12.95 Nmgwnp. Reactivated 
. . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . .  Death to setante 

CULTS OF PRAX: The main RuneOuarrupplement is nowavailable . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . .  
as a UK edition for only . . . . . . . . . . . . . . . . . . . . . .  fS.95 NEW BOOKS 

. . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . .  WARLOCK OF FIRETOP MOUNTAIN Fantasy AdvenJure 
HARDBACK RUNEOUEST RULEBOOK. . . . . . . . . . . .  E9.95 book . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . .  E1.25 

. . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . .  DICING WITH DRAGONS Solo adventure Eye o f  the Dragon plus 
. . . . . . .  a complete guide t o  the roloplaying game hobby. 

. . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . .  
0 . 9 5  

NEW SPECIALITY SETS FROM CITADEL MINIATURES 
New adventures from FASA. . . . . . . . . . . . . . . . . . . .  0 . 9 5  E3.95 each: 
RESCUE ON GALATEA . THE TRAIL OF THE SKY RAIDERS CHAMPIONS OF CHAOS 

. . . . . . . . . . . .  B a t  of me Travellm Journal Volume 2 .  E2.95 THE DWARF KING'S COURT 
Hardhck Trawller R u l a B w k .  . . . . . . . . . . . . . . . . .  E9.95 NIGHT ELF PATROL 

. . . . . . . . . .  Double Advanturm 5:  Chamu PlegueIHord. E2.50 GOBLIN RAIDING PARTY 
Adventure 7: Broadsword . . . . . . . . . . . . . . . . . . . . .  E2.50 . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . .  
The Solomani Rim . . . . . . . . . . . . . . . . . . . . . . . . .  E2.50 
THIEVES WORLD . new adventures by FASA . . . . . .  E4.95 each 

THE SPIRIT STONES 

lopments in adventure gamin 
. Emry two months you coul 



- 
A l l  

Dare you tread the streets of the City of 
Sorcerers .... 
For magic is a dangerous power, a two-edged 
sword. As you progress through your training as 
a sorcerer, not every spellin thedusty tomes will 
aid you and some experiments may have 
unpleasant side-effects. Truly is it said that no 
man survives the eighteen terms of magical 
training unchanged 

Fate may deal a man strange cards during his 
apprenticeship, but learn he must, for after his 
training he will enter the Arena to decide who 
will rule as Arch-Mage. 
Here it is that spells of conjuration will be 
chanted, the potions drunk and the very earth 
writhe and change its shape. 

A game of skill, low-cunning and 
sorcerous combat for two to  four 
players. Easy t o  play yet marvellous to  
behold: 

I 
CITY O F  SORCERERS 
from Standard Games. 
At the truly miraculous price of: 

-- 

G A M F S  NOW 

4 Please mention WHITE DWARF when replying to advertirementr 



FANTASY GAMERS! SCI-FI GAMERS! 
WAR GAMERS! COMPUTER GAIVLERS! 

Send now or ring for your games 
Dide, price list and details of our 

group visiting service 
-or call in to our showroom 

"CASTLES IN THE AIR" 
Hours 9-30am - 8.00pm. 

Monday- Saturday 
I 

1 Monmauth Road Raglan. Gwent. NP5 2ET W1: (0291) 690 214 

- 
FOR ALL "n"R SF 

r r r r m q  
4 

b A 
CHOOSE IN AIR-CONDITIONED COMFORT 
FROM THE BEST STOCKED DUNGEON IN LONDON 

PLATOON 20 

U.S. ARMY, VIETNAMESE, 

HEAVY WEAPON SETS..  . 

. Platoon 20 

OPEN Mon - Sat 22OXFORD ST. LONDON W1 Basemer~t Dept. 
9.30 am - 9.00 pm and a t  52 WESTERN ROAD, BRIGHTON 

THE LARGEST SELECTION 
OF GAMES IN THE WORLD 

Please mention WHITE DWARF when replying to advertisements 



And now 1.c.E.'~ ROLEMASTER'" SERIES is complete! 
ROLEMASTER is our set of fantasy role-playing guildelines. 

i The series is modular; each component stands on its own and 
has both basic and optional sections. 

CHARACTER LAW A masterful  set of  guide. - 
lines f o r  fantasy role.playins character dev* loe  
ment.  l n e l u d n  I S  character c1as.n w i t h  both  PO 
t en t la l  and  temporary stat.. Unique t r a i t  develop 
ment system al lows JI characters t o l n c m a w  thdr 

absolute restrictions ...................... S10" (U.S.) 

SPELL LAW T h e  magic system designed t o  
improve any fantasy role.playing game. lnc ludm 
over  2000 smell deserimtions. deta l led  alchemv 
rules, magic-items, spr i l  a t tack tables and  much 

........ more. l k a u t l f u l l y  boxed f a  only  SI,'.(U.S.) 

cnecl your local game store, or oraer from us arrecr, see melow. 
IRON CROWN ENTERPRISES / DEPT. W I P.O. BOX 1605 / CHARLOTTESVILLE, VA 22902 

mum 

CITY 
nus11 

SPELL LAW Sir* ARMS LAW 810" CLAW LAW 86" BOXED SET $16" 
CHARACTER LAW 810" ROLEMASTER $36 IRON WIND 91)" 

A l l  non-U.S. orders add 83.00 (U.S.) postage.. .rend s e l f -  
addrerud, s t a m p e d  envelope for more Informrtlon. 

ARMS LAW m e  fast real lr t ic combat system 
emphaslrlng sk i l l  over  luck. The Innovat ive  rules 
include cr i t ica l  hits. parr ies and  extraordinary 
maneuvers. 50  parchment tables comblnr a l l  of  
t h e  v i ta l  character ls t in  of a variety of arms 80 
t h a t a  s lnde  dlr rd l resolvesboth hitsanddamase. 
4 I M S  LAW t h ~ c u t t i n # e d p e  of combat..  StO"(U.S.) 

CLAW LAW The  animals str ike back! The un- 
armed combat supplement for A I M S  LAW. At tack 
lables in tearate  t h e  size. lnst lnct  and  f laht inx  - - - 
pat tern  of a w i d e  i a r l e t y  of animals. monstersand 
mar t l a l  arts experts. Cr i t lca l  r t r l k e  table5 cover 
smal l  a n l m a l  attacks. unbalancins results..en. 
tangllny strikes and  t h e  p r imary  aspects of un. ............................ armed eombat SbV'(U.S.) 

&RMS LAWICLAW LAW BOXED SET A ..~.-- ~~ ~~ ~ 

beaut6fully boxed set edit ion OS A I M S  LAW and i ts  ................... supplrment CLAW LAW SIV.IU.8.) 

Y THE ROLEMASTER SERIES Includes a l i  of  
t h e  components of th is  critically acclaimed srrfer; 
SPELL LAW, A I M S  LAW. CLAW LAW. CHARACTER 
LAW. Boxedto you f o r  ..................... S3W(Ub.)  

... t ~ s o  AVAILABLE THE IRON WIND A 
beautiful campalga module fo r  use w l t h  any tan. 
tasy p m e  sy8t.m. Includes I dungeon*, S olty 
mhns.  wea ther  a n d  hwb charts. d c s c r l r t l ~ ~ 8  .I . 
t h e  various cultures In t h e  r e ~ i o n  and a beant&€ml 
j c o l o r  map.. ................................ S F  WS.1 

I s Pleare mention WHITE DWARF when replying to advertirementr 
I 
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L MINIATURES 
BADGES 
BOOKS 
T-SHIRTS 

'9 - ~ -  CANDLES 
I BOOKS 1 

JUDGE DREDD VOLUME 1: JUDGE 
COLOUR SERIES BOOK DREDD. Ten of Dredd's 
1. Four spectacular stories toughest cases by John 
from the 1981 and 1982 Wa ner and Brian 
Judge Dredd Annuals. ~ o l t n d .  £3.50 
£ 2.95 

VOLUME 2: THE 
CURSED EARTH PART 
1. Dredd's death-defying 
mission across mutant- 
infested wastelands. 
£3.50 

VOLUME 3: THE 
CURSED EARTH PART 
2. The conclusion of this 
grippingly graphic 
adventure. £3.50 

VOLUME 4: JUDGE VOLUME 5: JUDGE 
CALIGULA PART 1. CALIGULA PART 2. 
Dredd fights against an Concluding what is 
evil tyrant who has taken perhaps Dredd's weirdest 
over Mega-City One. adventure. £3.50 
£ 3.50 

T-SHIRTS Please state size reauired - s (small), 

1. JUDGE DREDD on the 2. THE CURSED EARTH. 
Seat of Justice reading the Dramatic scene from the 
Book of the Law. White on cover of 2000 AD Prog 61. 
Black £3.99 Full colour on white. £3.99 

1. From the creator of 
Jud e Dredd comes Sam 
slate- Robo-Hunter! 
£ 3.50 

M (medium) or L (large). 

3. 1 AM THE LAW. . . I Am 
Judge Dredd. Impressive 
white shirt with the 
dynamic Dredd logo in red 
and gold. £3.99 

ROBO-HUNTER BOOK 
2. Conclusion to Slade's 
fi ht for survival on a 
p a anet of robots! £3.50 

4. JUDGE 
DEATH . . .Stare into the 
Face of Death! Horrific 
Judge Death face, white 
on black. £3.99 



MINIATURE FIGURES All the JUDGE DREDD books and merchandise are 
available from our shop FORBIDDEN PLANET or 
throu h our Mail Order Service. If you are ordering 
from t 8. IS advertisement please cut out the Order 
Coupon (or send a reasonable facsimile) and send to 
the sho address: FORBIDDEN PLANET, 
23 DE~PMARK STREET, LONDON WC2H 8LH. 

. . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . .  NAME 
ADDRESS . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . .  

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

. . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . .  1. JUDGE DREDD 
3. ROBO-HUNTER Please sendme the following items I have ticked:- 

BOOKS 
1. Judge Dredd Colour Series Book 1 f2.95 
2. Volume 1 : Judge Dredd £ 3.50 
3. Volume 2: The Cursed Earth Part 1 £3.50 
4. Volume 3: The Cursed Earth Part 2 £3.50 
5. Volume 4: Judge Caligula Part 1 

Set of three, finely crafted, 45mm high figures from 
f 3.50 

6. Volume 5: Judge Caligula Part 2 
2000 AD. Cast in white metal, and blacked, they 

£3.50 
7. Rob-Hunter Book 1 

form the first three in a series of highly collectable 
£3.50 

8. Rob-Hunter Book 2 
2000 AD character miniatures. EACH £ 1.25 

£3.50 
T-SHIRTS (Remember! Circle size required) 

JUDGE DREDD BADGE 

Stunning, gold-plated badge with 
clasp, 35mm high, with the 
inscription DREDD. An exact 
replica of Dredd's own chest 
badge that has to be worn to be 
believed. £2.25 

CANDLES 

4 

I. Judge Dredd s m ~  £3.99 
2. Cursed Earth s m l  £ 3.99 
3. 1 Am the Law s m l  £3.99 
4. Judge Death s m l  £ 3.99 
FIGURES AND BADGE 
1. Judge Dredd. £ 1.25 
2. Judge Death £ 1.25 
3. Robo-Hunter £1.25 
4. Judge Dredd Badge £2.25 
CANDLES 
1. Judge Dredd £4.95 
2. Judge Death £4.95 
POSTAGEAND PACKING should be addedatthe 
following rates: for orders up to £2.50 add .Sop; 
£2.51 tof5add£1.45;£5tof10add£1.75;£10to 
£ 15addf1.95; £15 to £20add£2.30;over£20 
add £2.75. 
Please make all cheques and Postal Orders 
payable to FORBIDDEN PLANET LTD. - 

Fantastic 8 inch high candles, painted in several 
different colours. 
1. JUDGE DREDD £4.95 
2. JUDGE DEATH £4.95 

WHOLESALE ORDERS WELCOME! 
I f  you are interested in stocking any of the 
Judge Dredd items appearing in this 
advertisement for your shop or mail order 
business, please contact: 
TITAN DISTRIBUTORS LTD 
P.O. BOX 250, LONDON E3 4RT 
Titan Distributors Ltd. are the largest 
wholesaler and distributor of Science Fiction, 
Film and TV. Fantasy, Comic Art and Rock 
Music Books and Magazines in Great Britain. 
We offer the following services: * Monthly Catalogue of all New Products * Standing Order Catalogue and Service * Import and British Books, Magazines, 

Comics, Paperbacks, Portfolios, Toys, 
Games * Delivery to anywhere in the World at cost * Free delivery on large orders in Great Britain. 
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STAFF EDIT0RS:Albie Fiore. Jamie Thomson 
CONTRIBUTING EDITORS: Lewis Puisioher. ~~ - -  

Andv Slack. Oliver 0ickin;n. R o ~ e r  E ~ b o r e : .  FEATURES 
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J u d g e  D r e d d  
The Game i r l  the Making 

An I n t r o d u c t i o n  to T r a v e l l e r  Andy Slack 16 
Part I :  Players and Characters 

T h e  D r u i d ' s  G r o v e  Mark Byng 20 
A d r u i d i c  d u e l  for AD&D 

A G u i d e  to D u n g e o n M a s t e r i n g  Lew Pulsipher 29 
Part I l l :  Some Conclusior~s 

S easona l  g r e e t i n g s  from M e g a - C i t y  
O n e . .  In case  a n y b o d y  h a d n ' t  
r e a l i s e d  t h e c o v e r  of WhiteDwarf 

i s  g r a c e d  by J u d g e  D r e d d  p a i n t e d  by 
B r i a n  B o l l a n d .  U s i n g  c o m i c - s t y l e  a r t  
for White Dowarf i s  a r e v o l u t i o n a r y  
s t e p  a l t h o u g h  p l a n s  a r e  now in o p e r -  

DEPARTMENTS 
a t i o n  t h a t  will r e s u l t  in q u i t e  a f e w  
c h a n g e s  in t h e  magaz ine 's  s t y l e  a n d  F i e n d  F a c t o r y  edited by Albie Fiore 14 
c o n t e n t .  The Loculi, a n e w  r e p t i l i a n  r a c e  

H a v i n g  a n a l y s e d  a l l  t h e  r e c e n t  F e e d -  
b a c k  i n f o r m a t i o n ,  it i s  q u i t e  c l e a r  L e t t e r s  18 
that everybody would bequitehappy Readers '  v iews,  q u e s t i o n s  a n d  c o m m e n t s  
to see a f e w  g a m e - r e l a t e d  a d d i t i o n s  
in White Dwarf on c o n d i t i o n  t h a t  M i c r o v i e w  edited by Mike Costello 19 
t h e  e d i t o r i a l  c o n t e n t  did not s u f f e r .  Two ZX81 p r o g r a m s  for Traveller 
E a r l y  in t h e  n e w  y e a r  w e  w i l l  b e  a d -  
d i n g  book a n d  film rev iews,  f i c t i o n ,  O p e n  Box 26 
a strip and boardgame feat. A look a t  s o m e  n e w  g a m e s  by i n d e p e n d e n t  r e v i e w e r s  
u r e s  to a n e w - l o o k  magaz ine .  
K e e p  your scanners  t u n e d  for d e t a i l s  R u n e R i t e s  edited by Oliver Dickir~son 28 
a n d  in t h e  m e a n t i m e  h a v e  s p l u n d i g  R u n i c  R u l e  A d d i t i o n s  
C h r i s t m a s  E a r t h l e t s .  

T r e a s u r e  C h e s t  edited by Jamie Thomsorl 30 
More Necromantic Abilities 

(-,%-J7q %'s h a p p e n i n g  in s c i e n c e  f i c t i o n  a n d  f a n t a s y  g a m i n g  
31 

S m a l l  A d s  32 
Clubs, Help! a n d  Classifieds 

SUBSCRIPTIONS: P l e a s  sendandmakeremitt- nusrcnl?rloNNorlcr 
payable to: Games Works*op Lrd 27/29 P"Y "0" "~"'".'"'I'"~"o"0"""m"'h"""""'"'""~i"P"d""l.b' P''"'Y"'"'"""Y"Ur"U1'"~Y.Lmrr.r.ond.nrr.ig.rd~rmrw.l,,aurr ,.,..I 

Tnlr,ub,r,lalon ""rnUI. ,. h.80 mn 0". EDrnrY," l , i*  Ind i.,l"rr lo it mar rr.ui, ," bl." *hn*.Ing*rh qur," 
Sunbeam Rd, London NWlO 6JP. Tel: 01-965 ov,,,,,,,,,,,,,,, ,; 
3713. White Dwarf is  published monthly. uu: ~ ~ b b ~ ~ . ~ ~ 0 , ~ ~ ~ i h i ~ ~ , 3 2 1 5 ~  L . . ~ . ~ . ~ A . . . C ~ ~ ~ ~ ,  81-1 ~ ~ , e d t ~ :  o . ~ ~ ~  ~ n ~ # ~ ~ l ~  _. 2 creX.~  ~ d .  8.iU11. MZI. wIrUln A ~ . ~ ~ . I ~  
~,,,,,,~l rubscription rater UK . c-&a. i i a r r n c o m ~ a ~ ~  p o s o x s 2 . ~ . r m ~ . o n t a r ~ a . ~ ~ ~ ~ ~ e  wWz.~ndz ~.a-od a*. ~ ~ ~ ~ ~ ~ b v ~ ~ ~ ~ .  p o B-" I B M ,  A ~ ~ ~ ~ M , N ~ Z . . ~ . M  
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In  1977 the British press giantIPClaunch- 
ed a new title ontothesciencefictioncomic 
market previously dominated by Marvel 
and DC. 2000AD was born and i t s  immed- 

v. 
iate success was attributed to one key char- 

, acter - Judge Dredd. Strangely enough. - I Judge Dredd missed issue 1 of 2000AD 
h: I and appeared at the back of issue 2. 

; I He was conceived by Pat Mills and dev- 
eloped by John Wagner who had been 

on an idea for a story about 
a lawman of the future whowould 

be a judge, jury and executioner 
one. John Wagner 

then go on to write 

connurbation which 
covers most of America's ear- 
tern seaboard. A Spanish artist 
named Carlos Ezquerra was 
brought in  t o  visualise Dredd 
and draw the first episode. 
Ezquerra is  currently illustrat- 
ing Dredd for 2000AD, but 
it was the combined talents of 

and Mad Max. He's a loner and he's tough. 
Everybody in Mega-City One is  a poten- 
tial criminal in  the eyes of Judge Dredd. 
Whether it's littering or murder, no-one 
escapes his justice. 

Over the years, strange events and char- 
acters have appeared in  Mega-City One. 
Some have been amusing and others satir- 
ical of people and events of the 1980's. 
The story's constant development, hum- 
our and social comment has been central 
t o  Judge Dredd's appeal and the main reas- 
on for his cult following. 

Most of the perps (criminals) havesome 
bizarre trait. Don Uggie Apelino and his 
henchmen were a gang of speaking apes; 
Judge Death came from Deathworld in an- 
other dimension t o  destroy all life; Rex 
Peters transformed into a fearsome man- 
beast with a lust for blood; Kleggs were 
alien mercenaries; and The Angel Gang 
were just natural born killers. 

The buildings of Mega-City One were 
equally strange. The Ugly Clinic owned 
by Ono Sump was opened t o  start a city- 
wide craze for ugliness and sold products 
like Flabbon, Wart-On. Scum and Fuzz. 

IJUDGE DREDD 
I Brian Bolland, Mike McMahon and Ron Devil's Island was a huge traffic island 

The Game in the Making Smith who really brought Dredd to life which became a prison for lawbreakers. 
artistically. The Palais de Boing was the only official 

by Ian Livingstone ~udge  Dredd,for the uninitiated resem- place in the city where people could en- 
bles a cross between 'Dirtv'Harrv Callahan case themselves in  a orotective bubble of 

Boing to bounce safeiy from great heights. 
The Dream Palace was the ultimate plea- 
sure centre where, for a small fee, any de- 
sired dream could be experienced. The 
Aggro Dome opened i t s  doors to paying 
customers wanting t o  work out their pent- 
up aggression. 

Then there were the crimes that were 
committed in Mega-City One. Besides the 
usual muggings, kidnappings and murders. 
there were others.more relevant to thelife 
and times of the city. Stookie Glanding 
was the illegal factory farming of thealien 
species Stookie, whose adifax gland pre- 
vented aging in humans. Body Sharking 
was the illegal dealing in  the bodies of hu- 
mans in  suspended animation; the bodies 
used as collateral for cash loans. Perp Run- 
ning was the transportation af wanted cri- 
minals t o  a place of safety, usually off- 
planet. Umpty Bagging was the illegal man- 
ufacture and sale of Umpty Candy, an ad- 
dictive sweet for which there is  no cure. 

The stories progressed through various 
long-running series as well as single epis- 
odes. Judge Dredd spent many issues as 
Judge-Marshal of Luna 1. He then spent 
iwenty-five episodes crossing the hostile 
wasteland of the Cursed Earth t o  take 
plague vaccine t o  Mega-City Two. Then 
followed the tyrannical rule of Mega-City 

@Judgg Dredd copyright /PC Magazines Ltd. 
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One by Judge Cal who governed by fear game. I decided that cards were the only t o  make an arrest yourself or 'Barney' an- 
aided by alien mercenaries. Recently, answer, as their various interactionswould other Judge t o  that location and 'Tip Off' 
Mega-City One has been locked in the result in amusing situations. The cards a perp who you feel will beat that Judge 
Apocalypse War with East-Meg One of evolved during early play-tests, and play- on t o  the same location. 
the Sov Bloc. With the war finally won ers began t o  speak 'Dreddese' during the Once the game reached final play-test. 
(thanks for you-know-who) Mega-City game. the monumental task of artwork began. 
One is  currently being rebuilt and life i s  The object of the game isforplayers,as The most popular artist ever connected 
returning t o  as normal as such a city can Judges, t o  roam the streets of Mega-City with Dredd i s  undoubtedly Brian Bolland. 
ever be. One, arresting perps at the scene of their and he, despite his other major committ- 

Being a Dredd fan myself, the thought crimes. Six crimes occur at once invarious ments, very kindly agreed to paintthe box 
crossed my mind that Dredd would make parts of the city which can range from lit- art. Ian Gibson. 2000AD's Robo-Hunter 
an ideal subjectforagame.buthow?Should tering to murder. The perp is  not revealed illustrator also agreed t o  paint the compli- 
it be a role-playing game or a board game? until a Judge reaches the scene ofthecrime. cated board. The cards were then design- 
goth were ideal, but I decided on a board Random placement of crimes and theirper- ed using original artwork from the Dredd 
game to be followed (next year) by an petrators ensures crazy events, eg Judge comic strip itself. The overall production 
RPG supplement. But Mega-City One is  Death might be caught Driving Too Slow programme was masterminded by Albie 
BIG, yet most of theevents and buildings or The Angel Gang might be caught Lit- Fiore. As background information for 
appeared t o  take place in and around tering. The game works in  two phases: people unfamiliar with Dredd, itwas dec- 
New York City, particularly Manhattan mOVe-inent, during which Judges move t o  ided t o  include Jack Caldwell's OldFash. 
Island. Another problem was that most of the scenes of the crimes, and arrest, where ioned Umpty Candy Album in  the game. 
the interesting criminals had been killed Judges use various meansof combatequip- This is meant t o  resemble a cigarette type 
off in the comic. And should the game merit t o  make their arrests. Combat is  car- card album and give illustrated descrip- 
concern events pre or post Apocalypse ried out by adding the value of the crime tions of all the crimes, perps and buildings 
War? This was a job for artistic licence! and PerP to a d6 die roll and comparing of Mega-City One featured in the game. It 

I decided that Mega-City One would, it with a Judge's combat value plus com- wascertainly a nice little extra to the game. 
as far as the game was concerned, be re- bat cards added t o  a d6 die roll. A Judge The game itself took nearly two years 
stricted t o  New York City and divided in- either makes the arrest or goes t o  Justice t o  complete. Itevolved with thecomicand 
to sectors, each named by a well-known Hospital in bloody defeat. The winner is was finally released at Games Day '82 on 
building. All the notoriouscriminals would the player with the most points after all 25th September. I hope people think it 
be featured and the time would be set prior possible perps have been arrested. 
to the Apocalypse War. All thetactics (and humour)derivefrom 

The research beganwithreadingthrough the Action Cards. There aresix basictypes 
over 200 episodes of Judge Dredd (not an of cards: Combat, Tip Off, Robodoc, Spec- 
unpleasant task) to extract crimes, crimin- ial, Movement and Barney. Cards can be 
als, events and geographical locations. No played either t o  assist a player or hinder 
map of Mega-City One existed and s6 I had other players, ega player is excited because 
to locate the buildings in the city going he has arrested Judge Death for Murder, a 
on the few snippets of information found total of 16 points. However, another play- 
in the comic strip. Having decided on the er quietly lays down the'parsey'card with 
lay-out of Mega-City One I started to work the resulting anguish. 
on ideas for an objective for the game, a Once a player is  familiar with the pack 
combat system and complexity level. The of Action Cards, various strategies may be 
one ingredient that I thoughtwasessential planned ahead. It will soon be found that 
t o  the game was humour. The Judge Dredd cards can be used in a variety of ways, eg 
comic strip i s  very funny and there had t o  'Barney' yourself t o  a location and 'Tip 
be a way of bringing the humour into the Off' a nearby perp onto the same location 
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FIEND FACTORY 

Fiend Factory is a regular department featuririg readers'moristers, edited 
by Albie Fiore. This issue, as Aesop said, 'only one, but a liorr!' 

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

Alignment: 
Intelligence: 
Psionic Ability: 

1-12 (9-38 in lair1 
Varies 
9-15"  
4d8+1 andup 
See below; migrants 0,T.S 
2 claws, bite and tail lash; 
or by weapon Npe, bite 
and tail lash; or 2 rear 
claws and tail lash. 
Damage varies. 
Lawful neutral 
Average and above 
See below 

These rare creatures, known by mountaln 
tribes as the 'tail-killers', are intelligent 

1 reptilian creatures which dwell deep in 

11 the earth, particularly in volcanic regions. 

1 
They have a well-developed community 

structure, often a group holding will have 
I specially delved caverns for the youngand 

each member will have its own lava pool. 
The entire complex is  controlled by the 
eldest whether male or female, and these 
use their psionic powers to protect the 
community while the elder, middle aged, 
and young do the fighting. They are 
seclusive, and only journey from their 
homes in migrant groups when the 
community has outgrown i t s  present 
complex. In such cases the community is 
halved - one half remains, the other leaves 
for new caverns. 

They are good delvers and have been 
known to attack dwarf mines and gnome 
stores. They are tolerant of humans and 
half-orcs and may be friendly with elves 
and halflings, selling them magic items 
which the loculi themselves are unable to 
use quite cheaply. However, they view all 
who associate with dwarfs and gnomes as 
evilly as they regard these two races 
themselves. 

Their complex will have many passages 
which are rough-hewn and travel directly 
to the laval caverns, bending only toavoid 
intrusions of resistant rock. The passages 
often contain narrow rock bridges across 
chasms which the loculi can cross easily 
due to their six-limbed nature. 

As a community, they are lawful neutral 
but individuals may differ by one point. 

A typical groupcomprises 6 2 4  young; 
2-10 middle-aged; and 1-4 ancients. 
Migrant groups usually consist of 3-12 
young; 2-5 middle; and 1-2 ancients. If 
only one ancient is  indicated, it will be 
male. All other ancients and two thirds of 
the middle-aged will be females. Very 
rarely, there will be oneextremely ancient 
female known as the Grand-Mother. 

They are large creatures with good 
hearing, their azure ears being centrally 
placed. Their small red eyes provide them 
with no better than poor eyesight, but it - 

INDIVIDUAL STATISTICS DETERMINATION TABLE 
% Die Age Age Height (to Magic 
Roll (years) Group Hit Dice shoulder) A C Move Intelligence Resistance Languages Sleeping 

1-10 1-20 Y (1 )  ld8+2 0'6" 719 9" Low (7) Standard None 50% 
11-25 21-50 Y (2) 2d8 1'6" 518 10" Average (8) Standard Loculi 62% 
26-37 51-120 Y (3) 2d8+4 2' 6" 417 12" Average (9) Standard None 48% 
38-50 121-185 Y(4)  3d8+3 3'6" 316 14" Average (10) 1% Common 34% 
51-68 186-250 Y (5) 4d8+1 4'0" 316 15" Very (11) 2% Lizard Man 26% 
69-77 251-321 M (6) 5d8+2 4'8" 315 15" Very (1 1) 7% Dwarf 19% 
78-85 322-387 M (7) 6d8t3 5'4" 215 15" Very (12) 10% Gnome 27% 
86-91 388426  M (8) 7d8+4 6'0" 214 13" Highly (13) 15% Elf . 38% 
92-96 427-510 A (9) 8d8+6 6'8" 214 11" Highly (13) 20% Halfling 45% 
97-99 511-800+A(10) 9d8t8 7'4" 113 10" Highly (14) 25% Burrowers*' 50% 

100 Unknown GM (1 1) 12d8+10 10' 0" 012 9" Exceptional (1 6) 50% All*'* 75% 

Notes: 
Each loculi has a '/z psionicstrength point for each percentile point in the determination roll. * *  Burrowers are those that delve rock (eg umber hulks) not those that delve earth (eg badgers). Communication is  by semi- 
telepathic empathy of great range but no actual sounds would be heard. 

"'This i s  by improved telepathic means and allows empathy for creatures without intelligence and suggestion with saving 
throws at t3.  

Armour Class is  presented in the form head, tail and limbslunderside. Females have the AC of the age group below their own. 
Languages are cumulative. The first indication shows rudimentary knowledge only. Ability increases with age. 



FIEND FACTORY 

i s  rumoured that the greatest of the loculi peculiar skin pigmentation on their under- will only be held by those that can speak 
no longer uses ordinary senses, but relies side which can convert the high temper- magic. Middle-aged and ancient loculi are 
purely upon psionic means. The loculi atures of their homes into energy so that 50% likely to have 1-4 scrolls pertaining 
themselves believe that she bathes in 'the they need neither food nor water. In their to magic usersand illusionists;ancients are 
Great Fire at the Centre of the Earth', lair, they will often be found 'feeding on also 60% likely to have 2-5 potions. 
and that she was the product of a conjunc- the heat', as it is  known. They 'bathe' The main treasure i s  usually kept in a 
tion betweenan Elemental Princeof Earth suspended from in a net made by the lava bath and consists of gems found 
and a Princess of Fire. female from the gland in her tail. When a during the excavation of new laval basins. 

The underside ispinkin malesandsepia loculi has been 'feeding' for more than 6 Hence the amount is dependent on the 
for females. Both sexes have dark brown turns, it i s  able to act at double speed, as rock type of the complex. The treasure is 
legs and tail while the upper hide is of i f  hasted, for 2 melee rounds. Loculi are usually: 1 (gems only); Q (x3); S (jewels 
tough, light-brown scaleswhich grow from also impervious to heatattacks, 1 hit point only); and magic items not usable by the 
head to tail. The scales are as effective as of damage being recovered for every 3 loculi or other community members (eg, 
banded armour when made into cloaks that would normally have been caused. Girdle of Giant Strength; +2 Spear, etc) 
and the hides are prized by dwarfs and The females' nets are also used to On average there are 1-3 such items 
gnomes to make ceremonial robes. This defend the community, having the effect depending on the size of the community, 
upper hide i s  heavy and bulky, weighing of blocking Passageways and areasa treble number of invading adventurers killed,etc. 
31bs for every hit dice of the animal. strength web, but without the adhesive or Migrant groups will have only I and G 
Dwarflgnomes will pay 1000-4000gp for suffocation properties. and no non-usable magic items, which 
a skin, depending on the size and quality. Middle-aged andancientssaveas double will have been left in the former complex. 

They move on four taloned feet but level magic users against mental attacks Gems will be half normal value as they 
also have a pair of arms terminating in (ie, those involving wisdom - see Player's will be uncut. 
wicked claws which are supple enough to Handbook). Cold attacks inflict normal Loculi are often found with lava child- 
grasp most weapons under 6' in length damage except when they strike the ren andlor xorn (FiendFolio).They freely 
that have a long haft. (The chance of one vulnerable underside, in which case they feed xorn upon any metal or money found 
using a weapon i s  shown on the Damage do double damage and the creature hit including rock lodes. Loculi often dig 
Determination Table.) They attack front- i s  slowed. This will cause the loculi to flee mines from their complex to find metal 
ally with their two front claws and a bite to the communal leader'scavern to recover ores to hire xorn. When under sustained 
or by weapon type and a bite. Totherear, while the leader will attempt to baffleand or persistent attacks, the elder of the 
they can deliver a raking attack with each lead the attackers astray. They are well complex will summon xorntoaidwith the 
of their two rear feet. To do this they rear equipped to do this. For every percentile fight. When first attacked there will be 
onto their arms and forelegs, thus preclud- point rolled for original age determination, only 1-2 xorn (10%) close by. Each loculi 
ing a frontal attackthat round. In addition the loculi will have a '/2 psionic strength above age group 7 can summon 1 xorn per 
to the front or rear attack they can also point. They are unable to attack psionic- day and loculi can pay well.Thereis a75% 
lash with their tail which is long, boney ally but when attacked psionically are chance of anassociated lavachilddwelling, 
and ends with a solid mass of bone in the considered to have a Thought Shield at having 1 lava child for every 2 loculi. H 
male and a bone encased, web producing no strength point cost. Middle-aged fe- 
gland in the female. The tail can be swung males verging on ancient (age group 8) ANCIENT PSIONIC ABILITY AND 
in an arc of 10'-15' radius. (Damage from and all ancients have psionic abilities SPELL TABLE 
the attacks varies and i s  shown on the and spells determined from the Ancient (Abilities are performed at the levelof 
Damage Determination Table.) Captured Psionic Ability Table. The Grand-Mother the creature's age group, females 
individuals have frequently been known automatically has the maximum abilities perform at the level above their own.) 
to kill themselves with their tail to avoid and spells. 
the slow death from cold which they If any usable magic items are owned % Die No of No/level of Spells 
particularly fear. by a community, they will be held by the Roll Abilities 1st 2nd3rd 

Although they gratefully eat animal middle and ancients, and most certainly 1-15 1 3 1 2  1 0 
flesh whenever they can, favouring dwarf used in combat, etc. Loculi cannot always 16-35 2 3 1 1  2 0  
and gnome in particular, they have a speak magic, but usually (70%) can. Scrolls 36-70 3 4 1 2  2 0 

71-85 3 5 / 2 2  1 
DAMAGE DE?ERMINATION TABLE 86-98 3 6 1 2  2 2 
(Females fight as though of the age group below their own and as a creature o f  that 99-100 4 7 / 3 2  2 
agegroup's h i t  dice. They can only doamaximum of8pointsdamage with theirtail.) 

Abilities: 
Age Weapon % with %o f  Magic Cell Adjustment: Detect GoodIEvil; 
Group Claw Bite Damage Rake Tail Weapon Weapons Detect Magic; ESP; Body Control;Mass 

1 %d6+1 ld4  Normal (N) l d 6  l&+1 0 0 Domination; Telepathic Projection; 
2 1 d6 l d 6  Normal (N) 2d4 ld6+2 2 0 Energy Control. 
3 1 dB 2d4 N+l 2d4+1 2d4+1 4 1 
4 2d4 2d4+1 N+l ld10+1 ld lO+l  7 2 Spells: 
5 .  2d4+1 ld lO+l  N+l 2d6 2d6 11 4 1st: hypnotism; dancing lights; phan- 
6 ld10+1 2d6 N+2 2d&l 2d6+2 15 7 tasmal force; wall o f  fog; darkness;blur; 
7 2d6 3d4 N+2 2d6+2 2d6+3 20 10 light (30'r); colourspray;holdportal*; 
8 3d4 3d4+1 N+3 2d6+1 5d4 29 15 message *. 
9 3d4+1 3d6 N+4 2d6 6d4 44 20 2nd: blindnes (10' range); deafness 

10 3d4+2 2d10 N+5 nla' 2D12+2 62 25 (1O'range);fog;cloud;hypnoticpattern; 
11 6d4 3d12 N+6 n /a 5d6 95 50 misdirection; ventriloquism; improved 

phantasmal force; paralyzation; fool's 
yotes: gold *. 

Back rake pecomes impossible due to the size of the more ancient loculi. 3rd: confusion; continual darkness; 
Weapon Damage: Determine weapon type randomly from list in Player'sHandbook, continual light; hallucinatory terrain; 
remembering restrictions due to claws. non-detection (doors, etc); spectral 
% of Magic Weapons: This is the % of weapons that are magical (eg, at age group 7, force;suggestion;minorcreation;major 
20% of loculi will use weapons, of this 20%. 10% are magical). Determine magical creation;holdpersonf. 
character from l i s t s  in the Dungeon Masters Guide. magic user spell. 
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An Introduction to Traveller 
PART 1: PLAYERS AND CHARACTERS BY ANDY SLACK 

Traveller i s  a game in which each player takes the role of a single 
adventurer in a science fiction setting.This'character'has certain 
skills and characteristics predetermined by dice and decisions tak- 
en by the player creating him, representing prior experience. He 
then, in the company of a group of heroes and heroines controlled 
by other players, sets out t o  achieve his goals by acquiring money 
and power. The game referee describes t o  the players the beings 
and environments their characters encounter, and based on their 
descriptions of their responses and the rules booklets he adjudic- 
ates what happens to the characters. 

The game seems t o  run best with a referee and two t o  four 
players, but more are possible. There is no real winner or loser 
in the conventional sense; the referee's job is  to mediate and 
maintain fair play, and t o  create and describe the game universe; 
the players choose their own aims, but regardless of whether they 
achieve them or not, or whether their aims are conflicting and 
thus result in competition between characters, the point of the 
game is  t o  enjoy playing. 

There are two terms which should be defined with regard t o  
the game; scenario and campaign. Ascenario isa single adventure, 
spread over one or more gaming sessions, in which thecharacters 
strive to attain a given objective. Typically, a powerful character 
controlled by the referee will approach the player-characters and 
offer them a reward i f  they will perform a task or obtain an item 
for him. The band or party of adventurers then attempts this, 
and must overcome difficulties t o  succeed. Success brings a re- 

I! ward, typically money, with which the characters can improve 
their game lives in whatever way appeals t o  them. 

However, as the players grow attached t o  their characters, 
and the referee rrles to mln mlse n,s own ~ o r k  by retaln~ngcoln 
mon e ernents from scenarlo to scendrlo. a resLlt.ng sequence of 
linked scenarios develop which is referred to as a campaign. 

Basically, there are three main ways of getting involved in a 
game 

First, ask the staff in your local gaming shop i f  they know of 
a club or any other players; they may havea notice-board for this 
very purpose. If not, try asking t o  put up your own notice. 

Second, try the nearest university. Most universities have either 
a D&D or wargames club, frequently with some Traveller gamers 
attached. There are also scattered arOUDS of  lavers sun connected .~~.- ~~ - .  
to any club, or connected t o  SF or fantasy club;. Watch the not- 1 ice- boards and the universitv ~ a ~ e r  or diarv orthe students' union 

~ ~ . .  . 
handbook. Many secondary schools now have groups of role- 
playing gamers too, so you may prefer to try them instead. 

Third, t ry the magazines. These often have a small ads page 
where gamers are trying t o  get in touch with each other; you may 
find a fellow player this way, or you may decideto run yourown 
ad. Try asking around among your friends, or at school or work, 
and sooner or later you will find someone else who plays. Attend 
a convention and try t o  find someone there who lives reasonably 
near t o  you - Dragonmeet seems t o  be the best for this. 

The last resort i s  t o  buy the game and recruit your family and 
friends. This i s  not the best way, obviously, as you have to start 
as the referee, and therefore you don't really know what it's like 
to be a olaver: vour aames may suffer because of that. If you al- . . . .  - 
ready play another role-playing game, that's good enough. Much 
ex~erience of ~ lav ins  and refereeing is  transferable from game 
to game. 

Notes t o  the Player 
The referee puts a lot of work into setting the game up, so be nice 

I to him. Don't expect him t o  know everything or haveeverything 
already worked out; if you know better than he in a specific in- 
stance, ask him t o  take that into consideration, but remember I always that he has the final word in terms of how the game is 
played. I f  you don't like the way he plays, go somewhere else or ! start your own game. 

Bear in mind that the referee may well not be telling you 

I everything that's going on. If he says something that sounds un- 
reasonable, he may be taking something else into account that 

your character couldn't observe or wouldn't know. 
I t 's  not necessary t o  know the rules t o  enjoy the game; that's 

what the referee is  for. However, the more you know the better. 
You should be familiar with the effectsand abilitiesof yourskills 
above all, and secondly with the capabilities of yourweapons and 
equipment. There are two main reasons for this; t o  know your 
character's limitations, so that you won't put him needlessly at 
risk and t o  know what he can do, which may save your game life 
or give you ideas as t o  his personality, or goals, and will certain- 
ly help you t o  plan your approach t o  problems. 

You should be familiar with the combat rules, but that comes 
with practice; you ought t o  bring or borrow a pair of six-sided 
dice (d6) as whatever you do, in  combat or otherwise, will require 
d6, usually in  pairs (2d6). If indoubt,dowhatever you feelwould 
be reasonable for a person in that situation; a good referee wil l  
allow such things even in  the areas where the rules seem to  dis- 
allow them. Remember that the rules are not the important thing; 
they are a tool, a means t o  an end, a way of ensuring that every- 
one agrees on what i s  possible and what the chances of given ac- 
tions succeeding are. 

It is worth learning hexadecimal notation as suggested and 
keeping them in the standard order of the Universal Personality 
Profile, firstly because it makes the information instantly access- 
ible t o  you and secondly because almost everyone else playing 
does it that way. Then there are skills; note each, with the char- 
acter's level of expertise. Until you learn yourway around it keep 
notes of what they allow you t o  do and what modifiers they al- 
low on your dice rolls. 

Weapons and armour - the best combination for armour i s  
s t i l l  cloth armour worn over a suit of reflec. Battle dress or com- 
bat armour are better defences, but you may not have the Vacc 
Suit skill required t o  operate them, or be abletoafford themand 
in any case they are frequently illegal. Further, think in harac- 
ter; would you really go out for a pint a t  the starport bar dress- 
ed like an Imperial Stormtrooper from Star Wars? Would you 
expect t o  be treated like a normal human being? What about the 
smell and the sweaty heat inside? Cloth and reflecyou can usually 
pass off as normal outdoor clothing for the wilderness if you 
have a kind referee. It may be worth buying several different 
kinds and writing some standing orders on your character record 
about what you are wearing under which circumstances. 

Be organised about yourweapons. Take into accountthe likely 
law and tech levels you will operate under -askthe referee while 
equipping yourself what limits these cause. Choose your weapon 
skills, and yourweapons,afterthinking carefully about your char- 
acter's personality, and try t o  pick ones for which your strength 
or dexterity give you a bonus as well as the one which wil l  deal 
the most damage. Three dice of damage i s  all you need, because 
if you time it right you will only need one shot or blow that 
connects t o  disable an opponent. It is-best t o  pick a longarm 
such as a rifle, submachinegun or shotgun, a pistol, and a blade 
weapon of some sort. Favourites vary from player t o  player - if 
Mercenary, Book 4 i s  available people favour gauss rifles and snub 
pistols heavily; SMGs and shotguns are often favoured for their 
high hit probability and usefulness in close-quarter fighting such 
as board actions; the blade and the cutlass are probably the best 
blade weapons for the average character. 

Once you have the weapons, note down your bonuses or pen- 
alties t o  hit in  normal and weakened attacks. Note what type of 
ammo they have, how much of it there is, how much you use in 
each attack mode, what damage it does,and whatelse you cando 
with them - are there telescopic sights, can it fire grenades, can 
you use it as a club? Note also your effectiveness in brawlingand 
with clubs, daggers and cudgels, since these are almost always t o  
hand. Being organised saves your time and the referee's, so that 
you can all get on with the game. 

Equipment - if you can afford it, buy tool kits, medical kits 
and so on for whatever-skills you have, eg if your character has 
Electronics, get him electronic tools. Note down what the tools 
let you do. what they cost and weigh, and so on. Keep track of 



how much weight your character is carrying, and have some idea 
about which order you'll abandon it in if you need t o  move fast. 
I f  YOU expect t o  be travellins in space. set a vaccsuit. Even with- - . . -  
out the skill, it vastly improves your chances of survival. 

You must also keep track of your character's finances and his 
current health. Successful attacks will reduce, temporarily, your 
character'sstrength.dexteritv and endurance. Leave room tonote 
these reductions, find out about the wounding rules so that you 
can allocate damage sensibly, and keep track of what state your 
character is in. 

Characterisation 
F~rst we nee0 to generate the cnaracter There are SIX character- 
Istlcs.each 1s ro led for wltn 2d6 (invar'ablv wrltten~nrheTraveller 
rulesas 2 0  since Traveller only usessixsiders, and therefore need 
not specifv how manv sides there are). What do thev mean? 

Strength. How much physical power you can exert - how 
much weight you can lift, how hard you can push;things like that. 
A hish strensth allows vou t o  wield blade weapons easilv. and . . 
batter down ;n enemy'sdefences with them; thus'you get bonuses 
with blade weapons for  a aood strenuth roll. It i s  also sometimes 
used as a very rough measire of size and weight for the character. 
High strength is  advantageous if you want your character's prior 
experience t o  be in space marines or space scouts. A very low 
strength will reduce your ability in blade or hand-to-hand com- 
bat, since you find it harder to overpower your opponent, and 
some of the larger weapons are just too heavy for you. 

Dexterity. Covers hand-eye co-ordination, ability t o  throwac- 
curately, agility, reaction speed,and general quickness and clever- 
ness of hand. A high dexterity allows you t o  point guns accurately 
and follow moving targets smoothly, so it gains you bonuses on 
attacks with guns. Converselv. a low dexteritv aive penalties on 
such attacks - perhaps your hand shakes too much o;z/ou cannot 
react quickly enough t o  shoot a t  a brieflv-exposed and evading 
target. A good dexierity is useful for those characters intending 
t o  serve in the army, but is by no means essential for any char- 
acter - until the bullets start flying. 

Endurance. Combines physical fitness and will power. Broad- 
ly speaking, if strength governs how hard you can h i t  someone, 
endurance governs how long you can keep hitting him for. Or 
how long you can keep running, hangingon t o t h e c ~ u m b ~ i n ~ c l i f f  
ledge, and so on. The main purpose of endurance i s  in determin- 
ins how manv blows vour character mav make in each melee: 
oie per point o f  endurance, after which ybu are winded and con: 
sequentl~ attack at a penaltv. A hiah endurance is  su~remelvim- 
portant for a would-be space sco;t, and is useful tb the ;pace 
marine or the army man. 

Intelligence. While officially intelligence corresponds to lQ - 
itself in a very shaky position as a measuring-stick - I tend t o  
interpret it as a measure of abilitv t o  learn. which makes it a 
combination of w;llpower and memory. I t 's  easier t o  play achar- 
acter who is  simply more determined and with a better memorv 
than yourself than it is  t o  play a genius. Intelligence is  useful in 
every career except the army, and i s  of supreme importance t o  
the budding interstellar trader. 

Education. lndicates the highest level of schooling reached by 
a character. I t s  main function in game terms is  t o  define whether 
or not a haracter can acquire skills of a basically academic nat- 
ure, but it is often used as a way of deciding whether or not a 
character has previously encountered some important fact or 
rumour. It is  most useful t o  the space navy man, but careers in 
the army or marines can also be furthered by it. 

Social Standing. lndicates your character's position in society; 
very high rolls indicate nobility, while lower rolls show a lower 
status. I f  high, it is  useful for thoseaspiring t o  officer ranks within 
the navy or marines. 

The most important aspect of your character is  his personality. 
The best advice I can give here i s  t o  refer you t o  thesample char- 
acter, Jamieson, in Book 1 of Traveller. In essence, the dice rolls 
are used to write a short story showing who the character is, what 
his service history has been, and why he is adventuring. 

Suppose your merchant rolls a natural 2 for oromition in one 
term of service. Perhaps he was blamed for a major crashin which 
many people died. Perhaps it was really the captain's fault, and 

your character was only a scapegoat. Perhaps the wreck wasnever 
salvaged, and there are quantities of gems aboard, and your mer- 
chant seeks t o  recover them and revenge himself on the captain, 
clearing his name. Perhaps he acquired several levels of Navigation 
skill in later terms. Obviously, he is  applying himself with a will 
t o  locating the lost ship. How did he escape, and why doesn't he 
know where the ship is? He was found drifting in a lifeboat hav- 
ing lost his memory. . . or was he drugged by pirates? Who can 
tell? You see, you can get quite a lot out of the dice rolls you 
made in generating a character. Of course, in this case or many 
others, you'd have t o  clear it with the referee; i f  you have been 
involved in great events, others will know. In the case above, the 
captain may s t i l l  be alive. He may want to shut the character up 
for good. People encountered in starports may recognise this mer- 
chant as the one who ate 110 passengers while waiting for rescue 
(although he claims he only ate one foot), and reactaccordingly. 
I f  you have a good story t o  tell about your character, it makes 
vour gamins more fun and the referee's task is  easier too. because 
i o u  sipply iiim with non-player characters and plots thathemight 
use, or at least ideas for them. Most importantly, it may supply 
you with an objective. 

The crucial thing for any Traveller character i s  an objective. 
A character must have a goal t o  direct himself towards, or the I 
game will quickly become boring. He must have a reason for ad- 
venturing. There are many such, for example: 

Power. People desire power for many reasons - some just for 
i t s  own sake. Perhaps vou must Drove vourself worthv of a pot- 
ential spouse. perhaps ;ou just like ordiring people around. ' 

Monev. Perhaps vou have huse debts from samblins. Perhaps 
you like the good life, and can'tiive in the style towhich youaie 
accustomed on a normal wage. Or you have an expensive thionite 
habit. Perhaps you just like money for i t s  own sake. Maybe you 
are desperately afraid of growing old.and need piles of filthy lucre 
to pay for the anagathic drugs that will prevent it. 

Revenge. You need money/power/status t o  revenge yourself 
on the people who. . . railroaded you out of theservice;wrongly 
accused you of a foul crime; killed your parents/loverlbegoniasl 
best friend or anv of a number of dark deeds. 

Wanoerl~st. YOJ like to see strange new worlns, pernaps,  yo^ 

iust can't settle oown to a 9 to 5 job after a l l  that cnarq nqaround 
the Galaxy shooting people; you crave excitement, ma&. Per- 
haps you are pursued by nefarious forces because you know too 
much about someone. Your Aunt Minnie is dying of Foulsham's 
Disease, and you've heard that the cure is  known to tribal shamans 
somewhere in  this subsector. 

Helpful Hints 
First, whether you are the player or referee it is useful t o  have a 
couple of pregenerated characters handy in  case you, or someone 
else, wants to join in quickly. People are sometimes put of f  by 
the time taken t o  generate characters. and certainlv it's no fun 
for everyone else ,;st waiting aroundas the eighth icout you've 
tried todice up getseaten bya RavenousBug-Blatter BeastonTraal. 

Characters should choose their morals, depending on their life 
history so far; but they should stick to them. A black-hearted vill- 
ain who has been eating the low passengers to save on life-support 
costs i s  unlikely t o  be kind t o  small children, animals or begin- 
ning characters. Good guys don't mercilessly shoot opponentsfor 
no apparent reason. Be consistent, be believable. Don't give up 
your life of evil to become a scout-master just because ii's con- 
venient for the next half-hour or so. Pirateswill notsuddenly take 
a liking to player-characters just because they are players; cap- 
tured merchants will not throw in a steady job to follow a band 
of footloose adventurers. 

A major goal for every Traveller is  improvement of his skills 
For this reason, among others, Book 4 is popular - it has the 
Instruction skill allowing characters t o  teach each other skills 
they know. However, people do not adventure because taking 
risks will improve their skills - they adventure to achieve their 
goals, whatever those may be, and improvetheirskills in between 
adventures by training, in order to adventure more safely and ef- 
fectively. 

Next issue - Pan 11: Refereeing Traveller. 



Dear WD, 
I feel sure there must be a misprint in 

Don Turnbull's letter of WD34. Surely he 
meant that the Ken St Andre sentence 
should read. 'Since I am the kind of Derson 
whocan easilyimpmvesomeoneelse;sover- 
complex, unimaginative rules. . . .?'. 

Yours, 
Janet Horton, Birmingham. 

Dear WD, 
I t  appears that we must don our robes 

of eyes to be sure our fellow gamers do 
not stab us in the back. I refer to Don 
Turnbull's bitchy comment directed to- 
wards Ken St Andre in WD34. I feel that 
it would be pistols at dawn for these two 
if they could only decide upon which rule 
system to use in duelling. Really guys, in- 
fighting among the ranks is  not promoting 
the 'happy gamers together' front - bury 
the hatchet, and not in each other's heads I ./+he. -, . . . - . . 

I' Richard Thorpe'sfatiguefamrin WD34 
deserves expansion although I disagree 

1 with his view~oint on levels. Surelv a foo- 
pish, dandy 10th level fighter wohd fekl 
more tired thana lstlevel barbarianhillman 
after adays adventuring. Thefatigue factor 
should be based on Constitution alone.The 
mostskilful fighterwould feelfatigueddur- 
ing a longfight if his Constitution was only 
6, even if he had not taken any damage. 

I havea minor quibbleabout OpenBox. 
The number grading system used needs to 
be revised or ditched. Andy Slack said of 
Invasion Earth. 'I can't sav I enioved it'. 
while Oliver ~ickinsonsaidbf ~ u i t s b f ~ e r :  1 ror. 'overall tremendous stuff': both of the 

k subjects reviewed were given'a 6 on the 

! grading system. 
Yours, 
David Sutton. Bagshot. 

- Actually, Oliver's grading of Cults of 
1 Terror should have been 9 not 6. Sorry! 

In  fact, we will be changing the rating sys- I tem soon to incorooratea number o f  other 
factors in  reviewing. -Ed. 

Dear WD, 
Havina iust read Lew Pulsioher'sarticle 

A Guide id Dungeon ~astering, I felt that 
I had to make a few comments. 

Firstly, I would like to stress that the 
article is  verv useful for the beainnina 
~ungeonmasthr. l twi l l  save new ~ ~ s f r o m  
making elementary mistakes, which are 
very easy to make i f  you havenotthought 
through the actual mechanics of running 
an AD&D game. 

I disagree with part ofthe section about 
'~ationaies', in which an attempt i s  made 
to explain why dungeonsexist. TheAD&D 
universe contains plenty of rock-delving 
creatures, who would rarely even think of 
living on the surface, so it is  hardly nec- 
essary to suggest that 'in a magic-rich uni- 
verse. . . . the only effective defences will 
be underground defences'. In fact Lewdoes 
go on tosuggest other quite reasonableset- 
t i ns  for dungeon complexes, but he seems 
to have written off the medieval castle in 
the process. 

I believe that castlesstill havean impw- 
tant role to play, besides being rather more 
romantic than holes in the ground! Things 
are not all that easy for a magic-user at- 
tempting to take a castle. Admittedly he 
could get incomparatively easily, but once 
he has attacked the defenders, he becomes 
incredibly vulnerable, becausehissupport- 
erswill have to fighttheirwaytohim.There 
are architectural defences to  a dimension 
door spell, such as split levels and rooms 
with irregular pillars andsmall open spaces 
- MUs will hardly risk attempting to mat- 
erialise in rock and thus being trapped on 
the Astral Plane. In addition i t  is not easy 
to blow down a castle unless you are very 
high level. Remember too, that the def- 
enders will also use magic. 

Castles have a number of advantages 
over underground fortifications. The most 
obvious one i s  height. If you are higher 
up than your enemy you can see what he 
i s  doing without necessarily using magic- 
al means, which will usually have a restrict- 
ed duration anyway. You can also shoot 
at him easily if he attacks, whereas the 
attacker has the advantage in height over 
an underground fortification. I t  is  also 
notoriously difficult t o  bottle-up castle 
defenders, who can easily cause problems 
with sorties. Underground fortresseswould 
be simple to besiege, because theattackers 
can look down on the enemy and see his 
counter-attacks coming. Castles would also 
be much cheaper to build. 

The best form of defence in a magic- 
rich worldwould probably beastrongcon- 
centric castle, which gives the defenders 
plenty of opportunity toabsorb magicalat- 
tacksand gives time andspace for counter- 
attacks; plus an underground defence be- 
neath the castle, as a rallying point, final 
line of defenceand guard for vital supplies; 
i t  will also act as a base for counter-attack 
i f  the main castle falls to a surpriseattack. 

Letthe Herostill defend hiscastlerather 
than his underground fortification. 

Yours. r 

Dear WD, 
As a member of SADRE (Sapients 

Against Dangerous Robotic Equipment, 
MoraIMora) I must take strong offence at 
the continual promotion of robots andslm- 
ilar as machines capable of mass slaughter 
and wanton destruction. Articles in white 
Dwarf by Roger Moore and Andy Slack 
as weil as articles in other Journals and 
supplements all seem to placidly agree with 
equipping machines with murderous weap- 
ons. This has not yet occurred, thanks to 
the efforts of our founder, Dr SusanCalvin, 
and we hope to prevent if for ever. MrSlack 
talks glibly of 'droids. . . . not program- 
med with the First Law' as i f  the enor- 
mous complexities of a platinum-iridium 
brain were comparable to a ZX811 One 
only has to review the 20th century's op- 
position to non-intelligent nuclear weap- 
ons to understand the pressure which has 
prevented the arming of robots in the35th 
century. 

I ask you: were there mechanical war- 
riors in Star Wars? No! In the histories of 
the Lensman? No! Did Deckart like what 
the androids were capable of in Blade 
Runner? No! And there are many more 
examples (eg Dark Star. . . .). 

I say to you: stop the insidious intro- 
duction of independent intelligent infan- 
try l 

Yours sincerely, 
(Mrs) Hairy Whitemouse. 

Alan E Paull, Luton, Beds. 

? 

so much time to run that there would be 
none to play the games! In  a nuts 
Fingers the thief finds 5000gp in the chest 
of Shylock the moneylender he isn't going 
to know that thesameamountwould have 
been there if the robbery had taken place 
two weeks sooner or later, but i f  he found 
5000gp under the bed of a scullion some- 
thing would be wrong. 

Nevertheless it was an auspicious start 
to Microview, and I'II look forward to 
other articles in the series in the hope . .  ~~ ~~~~ 

that one day I'll be able to replace my \ 
calculator! , 

Yours. 
Paul Vernon. 



Microview is a regular department for computer games, edited 
by  Mike Costello. 

Sector and Starburst 
Two 2x81 Programs for Traveller by Marcus L Rowland 

The programs are both game-assistance programs for 
setting up a scenario. The Starburst routine is a 
stripped-downprogram intended to fit into a 1KZXB1, 
whereas Sector is much more ambitious and give de- 
tailed specifications for all the systems in a sector; it 

runs in l6K. 
It's such a good idea to write charactergenerators for Rune- 

Quest and AD&D, or combat resolution routines forany o f  the 
RPG's, that a lot of people have sent them in  to us In the future 
we hope to pring a summary of these programs available. In  the 
meantime, if you are thinking of computerising parts o f  a role- 
playing game, try something that's not obvious and probably 
not been tried by anyone else. -MC 

Sector 
This program generates and displays a sector map, as an aid to  
referees. I t  first shows a s im~le introduction and asks for a oer- 

~ ~. 
centage to be entered, which'sets the likelihood of asystem being 
in  each hex of the sector. Recommended answers are 40.60% in 
normally-populated areas of space. 

Once this percentage is entered, a sector map is displayed with 
the number of systems in the sector, then stops to  allow copy- 
ing. Pressing a key will then start the main part of the program, 
which produces specifications for each system in the sector in 
the usual Traveller format [see Supplement 3, The Spinward 
Marches] . Fiuures disolaved indicate staroort tvoe. size. atmos- - . , ,. .~ .~~ ~~ 

phere, hydrographic, percentage, population, government, law 
level. technolosical index. and the Dresenceof anv Naval or Scout 
base; and gas giants in the system.' 

Systems are listed in blocks of up to 20, with the display halt- 
ing every 20 systems or when the sector i s  complete. The screen 
a n  be copied by pressing Break then Copy, for hardcopy;alter- 
natively, the display halts until any key is  pressed. Once the run 
is  complete, the program returns to the introduction. 

In order toallow maximum flexibility,systemsare only shown 
as asterisks on the sector chart and are not numbered, and jump 
routes are not plotted. This program should be used in conjunc- 
tion with Traveller, Book 3, and Supplement 3. Traveller Book2 
will also be of use. 

Starburst 
This shows empty hexes as0 and systemsasasterisks until the sec- Be FOn x - 1  ,c* = 

gp '+;&.:a:g,;$" ,,* 
tor is generated. It fits comfortably into the l K  2x81, and will 
of course run on the 16K version. However, it relies on a minimal 
Display File in order t o  run in lK ,  so remember this i f  saving it 
from a 16K machine for re-use on a 1K configuration. 
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Conveision 
Generally, both programs are written in a subset of BASIC toease 
conversion to other machines, but here are some notes aboutthe 
main differences between 2x81 BASIC and Microsoft BASICS: 
RND: This takes no argument, and returns a value between 0 
and 1, which therefore has to be multiplied for other number 
ranges. 
PAUSE 4E4: A PAUSE with this value will actually suspend ex- 
ecution indefinitely, until a key is hit. 
CHRS: There is no correspondence between Sinclair character 
codes and standard ASCII. All values for CHR5representations 
will have to be recalculated to producea meaningful screendisplay. 
PRINT AT: This moves the cursor t o  a screen location specified 
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by the Row, Column argument, where Row rangesfrom821 and 
Column from 031, starting top left. All values referring to PRINT 
AT co-ordinates will have to be recalculated to suit the display 
format of the computer being used. The comma in some PRINT 
AT statements is  a zoning device that moves the cursor on tothe 
beginning of the next print-zone; there are two 16-character zones 
per line. 2x81 characters can be displayed in inverse video;if this 
facility is not available, some other convention can be used to 
make the appropriate characters stand out clearly. 
FAST, SLOW: Replace these lines with REM tokens. 
IFTTHEN: Remember that some dialects will require extra pairs 
of brackets around certain expressions; it depends on the arith- 
metic priority rules, which vary from onecomputer toanother. . 
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I An AD&D Druid's Duel for Druids of Level 11+ by Mark Byng I 
1 .  NTRODUCTION other undisputed possession then victory goes to  the druid who kills or I 

Due ,ng, enlnrr t o  gal" or retaln I I ear a Druid. Archdru o 
or egen as Tne Great Druld 8 1  a outy occar ons l y  required 
of a nlgn level prnertr ol  nature .I .r n a t ~ r a l  t n r  tnereduelr 
r n o ~ l d  ta*e dace n l h r  wlloernerr an0 the Drurd'r Grow or 

*r- -an area of woodland hemmed in by cliffs designed ar a 
combat arena for two  druids who are Initiates of the 9th Circle or abave. 
Both players should be given a blank sheet of hex paper at least 19 x 24 
hexes in size on which to  map their progress and plan their movements. 

EOUENCE OF PLAY 
Muen of the grove or covered in la1 . drnre vegetal on urh ch 
orevents al out short ranoe reconnalrrancr Both Dlaversw~l M 1 7 ~ ~ ~ ~  ~~ - ~~~~ ~ 

often f ind it im~ars ib le  togomore than 1 or 2 hexerat a time 
and wnen rhos oec,rr the b ~ r h o v l d  descr~ue !he terra n as 
seen from each hex ar t r enlerso $0 that each player may 

demde w n  r h  wav to move on a nex ov hex bvrlr .nIll hlr orulo r move .. .... ~- ~~-~~ - - 
~ ~ -. ~ ~ 

ment allowance is used UD. To avoid t h e ~ m r i b i l i t v  o f  ane~laveraverhear- 
ing the description of the opposing cha;acter'r rurroundhg; and gaining 
clue% t o  the location of his opponent, the playerrshould be keptwell apart 
unti l  their characters actually meet. An alternating requenee of play (if 
necesrarv rationalized ar cart of  the ritual o f  duelling) is used in  the 

captures his opponent). 
As well as searching for each other and the Haven, bath druidr willalso 

f ind it necessary t o  seek out  the material components required for their 
rpellrarwellarthearmour.weaponrandotherequipmenthiddeninthegrove. 

The contestants are given a total of 50mir in  which to  resolve their con- 
flict. if, at the end o f  this time. neither o f  the victory conditions have been 
ruccesrfullv ComDleted then both druids wi l l  have 'lost' the contest and ~~~~ ~ 

wi l l  lose thkir claim t o  the contested level and their experience paints wil l  I 
drop to  the beginning of the level below. Exception: I f  at theendof 50mlr 
the contestants are in  the midst o f  battling it out face-toface then a funher 
1OmIr o f  'injury time' is allowed. 

LAYER'S INFORMATION 
Before the duel commencer the  players should read the 
druidical tenets and abilities listed in the Piavers Handbook 
ar certain actions expected o f  their druid5 depend on their 
knowledge of there things. Both players should alro have 
access t o  the following infarmstion: 

7. Althouoh druidr have the Dower t o  Darr through overgrown areas at 
normal movement rater, i f  they wish to  move quietly they m u n  move 
slowly; normal movement through magically created overgrown areas is 1 

~ ~~~ 

grave. T& druid entering ihe grove by  gateway A mov& first, thereafter not possible. 
moving only on odd-numbered rounds. During the rounds he cannot 2. High level druids can shapechange but there are certain limitations 
travel, s druid can perform any action which doesn't take him out o f  the t o  this pawer;rhapechanging taker 1 ful l  roundduringwhich thedruidcan 
hex he occuoies~ perform no other actions and unless the assumed form is humanoid the .~. ~ -...- - ~ ~ . .  

druid cannot cart rpells whilst shapechanged. 
HE RULES OF COMBAT 3. A movemenrrystem whereeach hex ofterraincostsmovementpoints 
Since the purpose o f  the duel is t o  determine which is the t o  crass is used instead o f  the usual AD&D system. The number of move- 
best druid and not t o  f ind  out who has the best array of ment points available t o  a druid i n  his mobileroundequalsthe druid's nor- 
magic items, neither druid wil l  enter thegrovewithanything mal movement rate i n  inches. Initially this is 12"l12movementpointsper 
more than an ordinary white linen robe and all spells pre- round) but this may vary according t o  what form thedruidassumes and 
viourly cart on the druid's person wil l  be removed in a his encumbrance. Each time a druid encauntersa new type of terrain the 

magical Ritual of Cleansing. D M  should inform the player of the paints cost for parsing through 1 hex 
10 win the duel, one ot the druids must either: of that terrain type. Often a second higher points cost wil l  also be given 
1. Defeat the other druid (either force his ~ ~ r r e n d e r ,  make him tor .cautlour movement'; this reducer i he  noise made in  travelling across 

captive or kil l  h im outright) or that particular hex of terrain. NB: Points are paidto leavea hex rather than 
2. Find the Haven and be in  undisputed porrerrian of it when thet ime enter it, when a druid no longer has sufficient pointr left t o  leave a hex it 

l imit is reached (the Haven irdeemed ~ n d i r p u t e d ~ n l y i f  theopposing druid is the end o f  his go. Unused movement pointr are not carried over from 
is atsent; i f  both druidr locate the Haven and neither leaves t o  allow the one round to  tne next. 
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Finally, there are same actions which. because they don't take whole 
rounds to perform, are best 'timed' by their points cost: 

Observing into an adjacent hex: Cost 1 pt. Gives knowledge of adjacent 
terrain without entering into it: obviouslv only necessary in terrain which 
doesn't aut0mat;cally permot sight into aaiacent hexes. 

$oellcasthg: Cost varier. For rpe lrwhich do not take whole rounals) 
to cart the cost is  ioruld'r Movement RateIlOi x Number of Seamentr 
Casting time = Points (Round upl. 

4. Any dru:aics spell requiring a material component user mirtletae 
in addition to any other materla. components whicn may be mentioned 
in tne soell dercriotlan. I t  ir anamed tnat such soells consume the r ~ r i a  
of mist~ktoe used ia invoke it. thus both druids m;st carefully pick which 
spells to cast as their supply.of these components is limited. i h e  spell's 
effectiveneso depends an the type of mistletoe used and for the purposes 
of this contest the original 3 categories of mistletoe have been subdivided 
into 4. Hallv.ar oak leaves may be used as a less Potent substitute for 
mistletoe. 

TABLE 1 
TYPE Spell Range Spell Duration Area o f  Effect 

1. Greater Mistletoe 100% 100% 100% 
2. Common Mistletoe 100% 75% la) 100% 
3. Lesser Mistletoe 75% Is) 75% (a1 100% 
4. Borrowed Mistletoe 75% (a) 50% (b) 100% 
5. Holly 75% (el 50% (b) 75% (a) 
6. Oak leaves 50% (b) 50% (bl 50% (bl 
(a) Or +1 to Saving Throw, if any, i f  category not applicable. 
Ibl Or +2 to Saving Throw, i f  any. i f  category not applicable. 

The definitions of Types 1.4, 5 & 6 can be found in the PHB but the old 
definition of Leaer Mistletoe has been Subdivided intotwonewcatesaries 
whore definitions are as followr. 
Type 2. Mistletoe which has either been incorrectly harvested on Midsum- 
mer's Eve or correctly harvested (cut with egoldorrilver sickleandcaught 
in a bowl before i t  touched the ground1 on some day other than Midrum- 

Flying movement through the grove is always 'quiet' and mwement 
over all terrain is l p t  per hex except when flying up stairs when i t  i s  3pts 
per hex. Unfortunatelv. for those druidr wishing to do anaerial reconnair- 
snce of the grove. t i i r e  is  a blanket of mist e~mmsncina about 8'above 
the ground. conforming to the contours of the land and-covering the en- 
tire grove except for the Haven. This mist is perfectly clear from below 
and permits normal virion upwards but it quickly blinds and disorientates 
anyone entering it. Any flying druids will be forced to flv at little more 
th in head height so the Gghfing dirtanees lined earlier iunder Virion) 
remain the sme. The mist is, of course, magical; i t  is  a sophisticated 
illusion against which there is noraving throwand itcannot be dispelled. b 

TABLE 2 
Mererial Component Harvesting Time (lusntity Gathered 

Mistletoe I Pt 1 sprig 
Minletoe (harvested with 

sickle and bo i l )  3Dtr 1 rorio 
Holly 
Holly berries 
Oak leaves 
Dead oak leaves 
Acorns 
Oak bark from a live oak 
Oak bark from the dead oak 
Tree Twiar 
Mud andclay 
Bluebells or marigolds 
Shamrock (Clover) 
Stinging nettles 
Ivy 

Sticks (a), 3'+suitablefor 
sticks tosnakes or trip r~e l l s  

1 pt  
1 pt per 

3' length 

1 i p r i i  
2 berries 
1 sprig 
1 handful 
2 Acorns 
1 handful 
1 handful 
1 twig 
1 handful 
1 flower 
1 handful 
1 nettle 

UP to 6' lengths 
from tree Ivy. up 
to1 2'lengthsfram 

cliff-Ivy 
1pt per failen branch gathered 
4 ~ t 6  Der branch broken off a tree . . 

mer'r Eve. 
Typ~3 .  Mistletoe which has beenincorrectly harvested onadayotherthan (a1 2-8 fallen branches can be found in each tree hex (search a hex action 
Midsummer's Eve. is  not required), dead trees (the lightningltruck ash and the withered 

Since the dual of druidr i s  rarely. i f  ever, run on Midsummer's Eve it birch) will each provide 4-16 fallen branches. I f  there are not enough 
is likely that the mistletoe usedforspell casting in thegrovewill beof Type fallen branches. liveones may begathered from the tree. 
3 unless a gold or silver sickle and bowl can be found so thatType2could 
be harvested and used instead. TABLE 3 

5. There actions may be performed by e druid during his 'stationary' Movemant 
rounds; other actions are permissable but only i f  they do not cause the Terrain Type Movement Pohts cost Description snd/orany special 
druid to leave his hex. Normal Cautious specialnotes 

Cast or begin casting a spell. Grass 1 (a1 Close cropped. lawn-like 
Continue thecarting of any rpeil begun earlier. growth. 
Continue to fight any monster previourly encountered. (a1 Packed earth 1 la) This is only found inridecaver. 
Commence combat with any creature entering the hex. la1 Bracken 1 2 Huge (8') ferns growing fairly 
Observe into all adjacent hexes. (b) close together. 
Remain s t i l l  and quiet to avoid detection by monsters andlor oppan- Tree 1 2 Tree hexer alvl contain a 
ent. (cI 
Search the hex occupied. 
Shaoechanae. 

Gorse 

(a) In "eitherif these cases can he flea or otherwise mwe  out of the hex Broken around 2 - 
in any way until i t  is his turn to move again. 
(bl Only necessary in terrain whichdaesn'tautomatically permit sight into Marsh 3 
adiacent hexes. Water 

- ~ ~- ~~~ 

bracken-like undergrowth. 
3 Tall (8') &me, prickly under- 

nr,,,urh -. - . . . . . . 
3 Mostly rvbole with scattered 

bouldwr no larger tnan3' n:gh. 
9 See written description. 

(ci Normally, if a mobile druid entered or looked into the hex containing (stream or pool) 6 (3) (bl 16)Water movement is  swimming 
his opponent, the 'stationary' druid would beseenautometicelly but if the since i t  i s  too deep to wade. 
hex's terrain irrough and the'stationery'druidchose thiraction that round Mud bank (cl Borders marsh, stream and 
then only e 'search a hex' action will find him. This concealment also pre. Pool. see written description. 
vents location by monsters. Steooino stoner 2 la) 

M'S INFORMATION 
Virion. The creatures in the grove can only see into and 

beyond hexer containing shallow or flat terrain: hexes con- 
taining solid or rough terrain (cliff, giant blackthorn hedge, 
gorse. bracken or tree) cannot be seen through or into from 
outside (though the terrain causing the obstruction can be 

identified). When a creature is actualiv in a mrre. bracken or tree hex i t s  
vision is limited to the hex occupiedthbugh 6oint;mey bepaidto'observe 
into an adjacent hex' (this observation may extend further i f  the adjacent 
hex doesn't contain solid or rough terrainl. 

Searching a Hex. Only necessary in gorse, bracken, tree and broken 
ground hexer (although broken ground permits vision into and across it. 
there are many hidingplacer amongst th; boulders). 

Harvesting. Unless otherwise stated these harvesting movement paint 
costs are for a druid who i s  picking up there materials by hand. 

Maooino Whenever a druid i s  tranr~orted toe new location in the orave 
I by pa;; plant or transport via plants.' he must (unless he has know~nglv 

transported into territory alread; mapbedlcontinue his mepona newsh&t 
of hex-paper because although the druid will quickly regain his sense of 
direction (by noting the angle of the sun, which side the moss i s  growing 
an the trees etc) he cannot be sure of his exact Dosition in thegrove. The 
player can still refer to his previous map(s1 and may even combinethem 
should they match up. NB: A dead tree cannot be used as a focus farpara 
plant or any similar spell. 

If the druid attempts to enter an impanable hex (possible if the druid 
or mavlng bl noly odt of a garre, brac~en or tree hexi a movement palnt 
8s warted, tne druno remanns in hqs nex iro the potntr for movnng out of it 
are not urea1 the Dlaver ,s ~nformed of the obstacleand 81 the orulo has 

I enough points remaining. he mav move on in a different direction 

-~ - ~- - 
staiA UP 3 la) 

Down 1 la) 
Giant blackthorn 

hedge Impassable 16' high, thorny hedge magic- 
ally enhanced byplantgrowth 
to make it impassble. (dl 

Cliffs Impassable . Two sorts. one t v ~ e  stands 90' 
ebove ground l e d .  the other 
rises only 60'. 

Standing stoner 1 la1 Standing nones are found in 
grasryclearings,noextrapointo 
are required for movement bet- 
standing stones. 

la1 Cautious mwement over this terrain i s  not necesoary since normal 
movement is  already quiet. 
(bl Cautious swimming in humanoid farm i s  not possible. The figure in 
parenthesis is  the points cort for the movement of an aquatic creature. 
Ic) Movement down a mud bank (from high to low around) has no added 

~ - - - ~ -  

cost, movement from low to high ground i; notpossii~le by climbing amud 
bank, either a gap in the bank. broken ground or some special powerlrpell 
must be used t o  leave low ground. Any attempt t o  climb a mud bank i s  
treated as i f  the druid anemoted to enter an imoassable hex lsee below1 
unless he has some special advantage which is likely to help him overcome 
the mud's slippery steepness. 
(dl If a giant blackthorn hedge i s  reduced to normal sire 18' high) by di* 
pelline it's p l a n t p w t h  (which wescast by an 8th level druid1,movement 
through it i s  possible at a cost of: normal movernent 3pts. cautious 6pts. 
Normal (Fast1 movement through the hedge is not possible (derp~te the 
druid's special ability) sinceit isaeultintedand nota natural undergrowth. 
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SCALE: Each hex is 1" (30') across (from ....... ....... 
hexside to hexside). EARTI 

ISH POOL ............ 
GROUND STONES MUD BANKS HEDGE STONES TREE 



The creatures in thegroveareimmune totheeffects of thiomirt-illusion them to the players - it i s  their task to recall (with the aidof aPHB)what 
thus the dragon and the giant hornet in the grovecan pursueany fleeing material components are required for their wells. 
prey from theairandcanattack whenevertheirquarry enterranopenspace The spells in Table 5 are either altered from the norm or requirerspec- 
(the dragon has the option of breathing on anything moving in the under- ial attention i f  used in the grove. 
growth but the target's Saving Throw would beat +3 duetoconcsalment). Lastly, in an effort to promote the contestant's reliance on their own 
If anaerial pursuit doer occur, the flying creature will easily track themove- strength and wits, neither druid will be allowed to memorize any of the 
mentr of it'r prey through the undergrowth, and the prey. in turn, can following spells:commune with nature. call woodlandbein~,animalsum- 
track i t  when i t  i s  close. by the sound of it'r wingbeatr. There are few moning I, I1 and 111. Certain lobviousl spellsmay endanger thegroveif used 
ways of losing an aerial pursuer without resorting tocombat, hereare two: carelessly - thoughtless damage to the treeswill forfeittheoffendingdruid's 
Magical transport which cannot be followed from the air (iepsrrplant or claim to  the disputed level but the removal of bark. branches, leaves. ber- 
similar) and each consecutive roundof 'Remain still and quiet to avoiddet- ries and nus  is permitted lo long as no irrsparable damage is dons. 
ection by monsters' spent in rough terrain. has a cumulative 116 chance 
of the flier lasing interest and leaving IN.?: The dragon. being intelligent. AZARDOUSTERRAIN 
may feign withdrawal in an attempt t o  lure the druid out of cover). Manh. Sunk several feet below the surrounding ground 

Hearing. After each character's 'stationary"round but before hemoves, level and bordered by a steep, slippery mud bank, it i s  gen- 
the DM should inform the player of any noises heard in the previousround erally flat with a few hummocks of reed covered earth rising 
and of any noises which occur during his move (unless they occurred in above the lank grass and black pools of stagnant water. There 
the same or an adjacent hex; if so they should be reported t o  the player are many patches of quicksand beneath the grass and any 
immediately). Each noise is identified by Type. Distance and Direction. creature attempting to cross the marsh may be caught unlen it is adapted 

Type: As with listening at doors in dungeons, noises mustn't be SPEC- to movement across swamp (such as a make, toad or lizard) or the 
ifically identified but described in general terms lalthough it will befound quicksand in an area is nullified by spells (such as aanrmutemudrorock). 
that some noises cannot be generalized). If a creature has neither of these advantages then i t  has a 25% chance of 

Distance: Given in hexes, any noise made in the same hex i s  described becoming caught in the quicksand in each hex of marsh passed through. 
as being st 0 hex range. The distance a noise will carry depends an its If a victim of quicksandmakes a Dex saving throw (roll under Dex on 1 d2O) 
magnitude at source. Magnitude is divided into 4 categories. then it will have one chance equal t o  i t 's  Bend BarsILift Gates percentage 

of pulling itself free. If thir fails the quicksand pulls it'r victims under at 
TABLE 4 the rate of 1' per segment. 2 giant toads inhabit this swamp; due to their 

Noire Dismncs natural camouflage they are effectively invisibleuntil they move. Theywill 
Category Audible Example of Noise Source attack any creature that enters their marsh but although hungry they will 

Quiet 1 Hex Cautious movement over any terrain. Normal not pursue further than 1 hex from the mash. Giant toad, UdM). HTK 15 
movement overgrasr,packedearth,steppingstones each, 4 movement pointslround or one 2 hex hop. There are also giant 
andstairs. Speech IineiudingSpell Carting). Flying. leeches inhabiting themurky waters ofthe marsh -any warmblooded crea- 

Moderate 4 Hex- Normal rnovement through any terrain except ture crossing the mamh wiil be attacked by 0-4 dd6-2) giant leeches in 
thore listed above. Falling in a Pit. Swimming. each hex they pars through. Thereattackrare unlikely to be noticed 11% 
Rack thrown through undergrowth ldecoyl. chance, check eachround) until the victim emerges from theswampwhen 

Loud 8 Hexes Shrieker's wail. Combat. Screaming. the victim will be able to see the leeches attached to his skin. Since noralt 
Very Loud 12 Hexer Dragon's roar. Lightning bolt. is available each leech will have to be attacked and killed before if can be 

removed. Giant leech, IMMI, Hit Dice 1, HTK 6 each. Damage: l p t  Per 
Direction: The areaarounda litt- round commencing the round after penetration. 

ener is  divided into 6 Ssctors: The Stream and Crescent Pool. The strsam flows from south to north. I t  is 
direction of each noise i s  given a- devoid of aquatic plant life with murky water. silt laden and unfit for 
carding to which Sector it is in. human canrumptian. Despite i t s  sluggish flow and narrow width 110') 
Should the noise source be in a hex fording by normal means i s  not possible along most of its length due to 
which ir bisected by the border bet- its depth and the steep, slippery mud banks on both rider. Fording is 
ween two Sectors then it's direction only possible where there are stepping stoner or in broken ground hexes 
is given as 'borderline between. . . .' where stoner from a nearby rockfall provide a path across. Small 13") green 
naming both Sectors involved. If a fish can be seen swimming in the stream and pool. These are quipperr and 
druid is engaged in combat then all if any creature other than a quipper enters the water thereira 75%chance 
exterior noises will be drowned out during the first round of intrusion land a 40% chance each round there- 
by the sound of his own exertions. after) tthat I d 4  wiil attack. I f  any attacks penetrate and draw blood then 
Whilst a 'stationary' druid is engap all quippers in the vicinity 12d4+2 if the victim is in the stream, 4d4+4 if 
ed in combat, the mobile druid will in the crescent pool) will go into a frenzy and attack the bleedingcreature 
receive a hex-by-hex report on the on the following round. Quipper*. IFF), Hit Dice H. HTK3each. 1 Attack 
direction and distance of the naire 12 when frenzied). Damage: 1-2.6 movement pointslround. 
coming from such a combat if he i s  Mud and clay material componentr - the banks of the stream, pool 
within hearing range. and marsh are entirely of mud except in broken ground hexes where the 

Monsters. All monsters are hostile $0 players will find It impasible impact of the rock-fall has revealed a lower strata of clay. 
(without resorting to magic) to employ animal scouts or troops. All crea- 
tures will remain in their stated positions until disturbed. Once disturbed LORA AND FAUNA FOUND IN THE DRUID'S GROVE 
they will attack and pursue if possible but i f  a pursuing creature loser its 1. Ceve inhabited by a young adult blue dragon. IMM). Hit 
quarry i t  will return to its starting point by the most direct route. The Dice 8. HTK 32. cannot speak, doer not sleep during the 
movements of such creatures may be heard and mistaken for the move- duel. 6 movement pointslround (16 if flying). At the back 
mentr of a druid. Other than those creatures chasing druids there are na of the cave is the body of an earlier duellist - and the only 
wandering monsters in the grove. To offset the druid's disadvantages of things that can be salvaged from this corpse are a scimitar, 
having to halt every other round andto reflectthedifficulty ordinary erea- dagger and a pouch containing a sprig of mistletoe (Type 4 if used). 
tures have in penetrating dense undergrowth the creatures populating the 2. Here lies an ash tree felled by lightning. Charcoal laf a sort) can be gath- 
grove have had their movement rater reduced. ered from the stump of this tree [harvesting time. Zpts per 'stick'). 

Spells and Material Components. The complete description of any spell 3. Any creature entering this hex will set be'drained of heat for 4-32ptr 
ured in the grove rhould be carefully read by the DM to avoid any misin- of damage each round by the brown mold IMM) which grows here. 
terpretation. Although material componentsfrequently occur in thegrove. 4. Anyone entering this hex will set off 4 shriekerr IMM) IHTK 14 each), 
the urefulnerr of these items rhould not be indicated when mentioning which live in thir clearing. 

5. Waiting in this clearingisascreamingdevilkin, IFF), Hit Oice3. HTK 13. 
TABLE 5 1 A n  for 16, 12 movement paintrlround (flying). 

Notes Special attack - Scream (which is continuous during combat). victims 
3rd Summon insmts Only summons crawling insects when ured within 60' (2 hexer) must Save vs Petrification each round, failure results 

in the grove. in inability to attack lwith weapons or spells) that round (though defense 
' ~ r u i d  must specify species of tree he is mim- with shield andlor any Oex adjustments to Armour Class i s  ?ill permitted). 

The devilkin's scream i s  audible up t o  8 hexer away. Should the druid 
5th Sticks tosnakes Ash and oak sticks will became full hit point elude pursuit the devilkin will return to settle down quietly and await the 

rnakes;ywvrtickswillalwayrbecomepairon- nextintruder. 
our maker. The statistics for there created 6. Growing in the centre of this hex is a 10' diameter mound of yellow 
snakesare as follows: mold IMM). under which i s  a virtually visible iron chert llidclared but not 

Poironaus Constrictor locked) with a silver bowl and golden sickle inside. 
Armour Class 5 6 7. Anyone entering this hex has a 5 in 6chanceoffallingina20'diameter. 
Movement points 81round 6lround 30' deep. circular concealed pit, taking 3d6 damage from the fall. The Pit 
Hit Dice 1 3 is too deep and it's walls are too sheer and slippery for any druid to escape 
NO of Attacks 1 1 by normal means once he has fallen in. Some outside force. special power 
DamageIAttack l h p  2-5 or spell must be used to get out. Druids with detect snaresandpits run- - 
Special Attacks Pairon None ning can pars around the pit  without falling in. 
Special Defences None None 8. These standing stones are 15'high.wlthan 18"gapbetweenthertoner. 

6th Transport via plants Should the transporting druid be flung 1-100 Inside this 'cage' ir a huge minotaur:on an altar against the cliff-face and 
miles from the grove, he isdeemed to have clearly visible from outside the cage is a small wwden shield. an oaken 
fled and loser the contest. club. a tinderbox and a reed torch lburning time 2 turns). Not visible but 



easily noticed if the minotaur is searched is a rmall pouch which contains platform iaa sheer 60' drop to  the floor of the Haven below.Theplatform 
a r p ~ i g  of mistletoe (Type 4 if used). Minotaur, IMMI. Hit Dice 6+3, HTK is guarded by a cave bear, IMM), Hit Dice 6 6 ,  HTK 36. 6 movement 
45, 2 Atts; flail for ld6+3, butt for 2-8, bite for 1 4 . 6  movement points1 paintslround. 
round but can't leave the 'cage'. Minotaurs are not affected by invisibility 19. The Haven. A grassy border surrounds a roughly circular p w l  which 
to animals, charm person or mammal nor holdanimal. is fed by a waterfall. In thecentre of the pool iran islet with scrystal bowl 
9. Amongst thegorse.waitinginambush isa needleman IFF). Hit  Dice3+4, filled with an oily liquid on it. i f  this is lit (ignition requires a magical fire 
HTK 19, 1 6  Atts per round (range 1 hexl, 1-2 damage per needle, 9 move- of same sort) then a combined protection vr evil and a minor globe o f  in- 
ment pointrlround. Whilst in undergrowth a needleman is 75% undetect- vulnerability wil l shield the islet for as long as the fire burns l45mlrl. The 
able and will surprise an 5 chancesout of 6. pool is inhabited by a water weird IMMI. Hit  Dice 3+3. HTK 15.12move- 
10. In the centre of thir clearing is an iron chert l l id closed but not lack- ment pointslround which wil l attempt to prevent anyone getting to  the 
edl, with a silver bawl and galden sickle inside. Growing on and around isle. The protection from evil will keep out ail summoned, eonjuredand 
thir chest is a yellow murk creeper IFF), Hit Dice 3. HTK 14. It has 2 enchanted creatures such as summoned insects, insect plague, creeping 
flowers (2 Attitround. range 10'1. 'damage' per attack, rave vr magic or dom,sticks tosnakes,elementalr (including thewaterweird if i t r t i l l  liverl, 
become entranced Ithe druid's resistance to  woodland charms is not ef- any animal under the effects of animalgrowth and even the druid i f  he is 
fective against this attack as it is a biochemical and not a magical attrac- i n  shapechanged form lbecaure that counts as an enchanted creature). At  
tionl. Once entranced the piant wil l devour it'r victim's brain until he is the -me time theminorgiobeofinvulnerabilitywill keepoutall l s t to3 rd  
either killed or converted inta a yellow murk zombie. Thir plant doesn't level spells whilrt allowing the druid inside to  cast there spells outwards. 
have any zombies to  protect it (yet). The plant itself cannot move. To negate these the oil fire must be extinguished. Quench fire (reverse 
11. Concealed under a thin layer of turf,ira25'diametercircularnet,con- of produce flame) and firequench Ireverseof firestorm1 will out the flamer 
nected to a supple branehof T20 byasnarerpell 13rdlevel druidical) which instantly, control weather, weather summoning and contra1 winds used 
has been modifiedto draw the net up and tightly aroundanyonestepping to  either blow out the flames or douse them with rain wili havevarying 
on it - due to  the dweamer of the spell and the camouflage of the net effects to be decided by the DM. Remember 1st to  3rd level spetls cannot 
there is only a 1 in 6chanceof noticing thistrap (checkoncethefirsttime reach the bowl, so create water will, for instance, fail. The bowl cannot 
the creature comes within 1 hex of the net. Druids with detectsoaresand be overturned as it is firmly anchored to  the rock. 
pits running will notice thir trap and may pars through this hex at normal 
movement rate without becoming caught). Creatures unaware of the trap 
will be snared automatically and the victim will take 2d4ptr of damage PI. Bluebells grow amongst the grass in this clearing. 
from the barbed hooks sewn into the net and will end up suspended from P2. Clover (shamrock) grows amongst the grass. 
a branch of T20. Once caught escape by normal means is not porsible - P3. Stinging nettles grow amongst the gorse here. 
some outside farce, special power or spell must be used to gain freedom P4. Ivy grows upon thecliff-faceat thispaint;if theinterven- 
(there is just enough roam in the net for the druid to  perform any romat- ing terrain is clear, it can be seen from up to 5 hexer away. 
ic movements required. Shapechanging into the rmallert creature possible P5. Marigolds grow amongst the grass in this clearing. 
will allow the druid to  pars through the net, a ruccer~fui dispel magic cart 
on the snare wili cause it t o  releare the net but the resulting fall will cause T I .  Silver birch. 
Id8ptr of damage - thesnare spell war cart by an 8th level druid). T2. Silver birch. 
12. There standing stoner are 15'high.withan 18"gap betweenthestones. T3. Common yew. 
lnride thir 'cage' is a huge ogre guarding an altar against the cliff-face and T4. Common ash. I f  the hex is searched ivy will be found growing on 
upon which is a rmall wooden shield, an oaken club. a tinderbox and a this tree. 
reed torch (burning time 2 turnrl. Not visible at a glance but easily notic- T5. Common lime (linden). I f  this hex issearched mistletoewill be found 
ed if the ogre is searched is a small pouch which contains a sprig of mis- growing on this tree. Up to  10 sprigs may be gathered. 
tletoe (Type4 if used). Ogrecheiftain, IMMI. Armour Clarr 3, Hit Dice 7, T6. Common lime llindenl. 
HTK 37, A t t  at +1 prob due tostrength. (halberd 1-10,+3 due tostrength). T7. Holly. 
5 movement pointrlround but can't leave the 'cage'. TB. English oak. 
Ogres are not affected by druidical holdanimal or charmperson/mammai T9. Deadsilver birch.still firmly rooted but witheredand black, apparent- 

ly a victim of a hard frost. 
13. Hidden in the undergrowth is a huge wolf spider which will pounce T10. Common yew. 
on any pasring creature with a 5  in6chanceof surprise. Hugarpider, IMMI. T11. Weeping willow. 
Hit Dice 2tZ. HTK 13, At t :  bite 1 6  +pairon (Save at +I). if a druid fails T12. English elm. 
any Save vr Poison then he wil l take 15pts of damage 2-5 rounds after the T13. Silver birch. 
venom war injected (zero poison damage if the Save war successful). 12 T14. Holly. 
movement pointslraund lover as well ar through the undergrowth) plus a T15. English oak. 
1 hex leap each round. T16. Scots pine. 
14. In the centre of this clearing 'grows' a whipweed which will attack T17. Scots pine. 
anything that enters it's hex. Next to  it is a wooden chert / l id closed but T18. Common lime (linden). If thir hex irrearchedmistletoewiil befound 
not locked) with 2 ruitr of leather armour (one suit to f i t  each druid), a growing an thir tree. Up to 10 rprigr may be gathered. 
scimitar andadagger inride.Whipweed, IFF), HTK -stalks 15, base 12. Hit T19. Common ash. If thir hex is searched, ivy wiil be found growing on 
Dice - stalks 2+4, base 1 4 ,  probability to  hi t  as a 3 Hit Dice monster. 2 thir tree. 
Attr per round for 1-10 damage each. Movement negligible. T20. English elm. 
15. This cave is illuminated by the brilliant glow emanating from a rilver T21. Englirh oak. 
rcimiter embedded in the north-west cave wall. The following words are T22. Weeping willow. 
inrcribed in Common. on the rock beneath the rcimitar: If thisswordcan T23. Weeping willow. 2 giant tickr wiil leap from thir willow onto any 
be removed from thestone, then a blow may bestruck toendthecontest. creature entering thir hex. If the hex is searched mistletoe will be found 
Toremovetheswordfrom thertonethedruidmuneitherpullitout(chanee growing on thir tree. Up to 10 sprigs may be gathered. Giant tick IMMI, 
equal todruid's Bend BarslLift Gatespercentagelordertroytherockaround Hit Dice 4, HTK 18 each, Movement - negligible (they only attack crea- 
it luring rock to mud or similar). When the sword is freed fram the stone tures which entar their hexl. 
it's glow will be extinguished land the cave will be plunged into darkness T24. Common ash. 
unless the druid has an alternative light source prepared), and a wraith, T25. Holly. 
which had been trapped in the rock, wiil attack the druid. surprising an a T26. Common yew. 
1-3. If the wraith hits the druid the duel wil l end because thedruid will T27. Sycamore. 
no longer have sufficient experience points to  contert the level. The rilver T28. Common lime (linden). 
scimitar is just that w r a i t h s  can be hit by silver weapons but only for T29. Englirh elm. 2 giant tickr will leap from thir elm onto any creature 
K damage. Wraith. (MMI. Hit Dice 5+3, HTK 26, Att  for 1-6 plus energy entering this hex. Giant tick IMMI, Hit Dice 4, HTK 18 each. Movement 
level drain. 12 movement pointslraund I24 if flying) butcannot leavecave. negl ig ib le  (they only attack creatures which enter the hexl. 
16. In thecentre of this hexrtandramanalith inrcribedwithrunerwritten T30. Holly. 
in a form of Druid's Cant that can be read by any druidtakingafull round T31. Sycamore. 
to decipher them. They ray: I n  cliff-boundenclave beyond the high pars, T32. Hollow oak. Long dead but still standing (no acorns nor any usable 
rock, waveandsky awaitPramerheur, whorhalirule theHavenand,shield- leaves, twigs or branches but bark still remains). This tree is the lair of a 
ed from unearthly danger, shallstrike his foes with impunity. giant hornet. It intelligent enough to allow intruders into it's glade to  
17. All that now remains of a truly giant elm tree is this length of hollow comecompletely into the open beforeattacking them. Giant hornet IFF), 
trunk which lies across the marsh forming a bridge from one ride to  the Hit Dice 5. HTK 25. 12 movement pointrlround. lnride the oak (which 
other. Thir 'tunnel' is inhabited by a giant boring beetle.Thecort of move- can be entered through a split in it's trunk 5' up it'r north-east ride) is a 
ment inride the trunk is the same a9 for 'Packed Earth' and movement suit of magical +I leather armour which expands or contracts to  f i t  any 
aiong the top of the trunk is porrible a t  a cart of normal movernent:4ptr, wearer (this armour must be returned at the end of the contest). 
cautious movement: not necessary since normal movement is already quiet, T33. Scots pine. 
but the tree trunk is coated with morr and slime ro anyone trying to  walk T34. Sycamore. 
along it murt make a Dex saving throw (roll under Dex on ld201 for each T35. Englirh oak. I f  this hex is searched mistletoe will be found growing 
hex traversed. Failure results in falling off and a 50% chance of becoming on thir tree. UP to  15 rprigr may be gathered. 
caught in quicksand ar well as attack by the giant leeches of the marrh. A T36. Rowan. Magical guardian of the cave, any creature entering this hex 
druid cannot use any Dex bonuses t o  Armour Class whilst walking aiong will be 'attacked' by thir tree, it has 8 Attrlround and 'to hit' probab- 
the top of the trunk. i l i ty of a 1 Hit Dice monster. Each hit drains 1 spell (victim chores which 
18. Thertairs ciimb60' from ground level t o a  viewingpiatfarmatthetop spells are lost). The rowan is not a physical barrier barring entry intothe 
of the gorge from which the Haven can be seen but not the rest of the cave but unless it is incapacitated any druid passing through must suffer 
grove due to  the higher cliffs blacking the view. The southern edge of the the consequences of  its attacks (going in and coming out). 

I.. _ 
hr - . .. 



OPEN BOX I- 
THE WARLOCK OF 
FIRETOP MOUNTAIN 
Puffin Books f1.25 

The Warlock of  Firetoo Mountain. is. in 1 & 
gaming terms, a fairly simple programmed 
solo dunwon. Its uniqueness, however, as 

journey deep into the labyrinths of Fire- 
tor, Mountain. there to do battle with all 
menner of evil creatures, and loot from 
them the keys to the evil warlock's trea- 
sure. Then he must locate the great man 
himself. destroy him, and steal his trea- 
sure. On the way the character may find 
several artifacts, magic weapons and other 
items that may, or may not help him on 
his quest. Obviously, the scenario is  a lit- 
t l e  unrealistic - what with the Warlock's 
keys scattered around the dungeon, for 
example. But that shouldn't stop anyone 
enjoying it. 

The rules and combat are explained in 
ten quick pages;they aresimple but effect- 
ive, and are enlivened where necessary in  
the dungeon by special rules in the text. 
The Hero has three characteristics - skill, 
stamina and luck - which are generated 
initially by rolling dice, and all of which 
will vary according to the warrior's for- 
tunes during theadventure. Obviously, the 
scope for role playing in any solodungeon 
i s  somewhat limited, but the game is not 
wholly hack and slash, and talking to den- 
izens is  frequently more effective than s l i c  
ing them up. The book is  most attractively 
produced, the most striking feature being 
the 34 full-page illustrations by Russ 
Nicholson which effectively illustrate the 
textforthemostimportantencounters.and 
which a games master might want to use 
later as illustrations for his owndungeons. 

Of course, one of the major problems 
with solo dungeons crops up when the 
first adventurer dies, and a second must 
somehow take over in his stead, theoret- 
ically knowing no more of the dungeon 
than his forerunner did when he began. 
The player i s  advised to make a map - the 
implication being that a second hero can 
quickly move through the area cleared by 
the first, and thus effectively take over 
where he left off. Thesolution i s  not ideal, 
but it i s  probably the best available with- 
in the limits of the game system. 

The book would make an ideal present 
for anyone who has expressed an interest 
in role-playing games,or indeedany young 
brother (or sister!). I imaginethatthe min- 
imum age would be about ten, but I would 
recommend it to novice and veteran play- 
ers alike for quite a few hours of enter- 
tainment. The authors, Steve Jackson (UK 
not USA) and Ian Livingstone (there's only 
one), are to be congratulated on the succ- 
essful development of an original idea that 
should benefit the whole hobby. 
Overall: 10 Nicholas J R Douqan 

TROLLPAK 
Chaosium Inc 

" 'UZ', n (in Genertelan history) one of a 
race o f  ancient beings who includedgigan- 
tic and dwarfed forms, inhabiting caves, 
subterranean dwellings and waste places; 
noted for their voracious appetites. (Old 
Trollish 'uz: 'the folk: their name for 
themselves)" 

The box describes Trollpak as being Troll 
facts, secrets and adventures for Rune- 
Quest. What i t  doesn't say is that it's one 
of the most well thought-out and interest- 
ing of all their role-playing aids to  date. 

The box contains three books, player 
handouts, an extra scenario and a map. 
There are fairlv few errors in anv of the 
books, those thet are being inaccuiatechar- 
acter stats. Hopefully, Chaosium will, one 
day, produce a pla;-aid which has none 
of these small, but annoying, inaccuracies. 
It might be worth checking the stats be- 
fore playing some of the scenarios. 

The first book, UZ Lore: Troll Legends 
and Natural Histoty, contains the troll 
mythos, much of troll history - before 
and after time -a samplesocial structure1 
hierarchy, a political and social descrip- 
tion of the Dagori lnkarth area (Uzdom), 
an example of a troll cavern-complex, troll 
evolution information, artides on troll an- 
atomy and digestion (given time they can 
eat through rock) and an insect study. 
There are also many shorter essays and 
notes in the margins givingfurther insights 
into troll life. On the whole, this seems to 
have beena labour of IoveforGresStafford 
and friends. As you can see, thereisan im- 
pressive amount of information packed in- 
to 64 pages, much of it putting trolls into 
a totally new perspective. 

The second book.Book of Uz: Creating 
andplaying Troll ~haracters;not only does 
this have a comprehensive troll-character 
generation system, including a 'prior ex- 
perience' section, but also has articles on 
troll familv life. childhood. matins habits, 
hospital~t; and'housing. ~ollowingthisare 
descr!ptions of the seven major troll Cults. 
three of which have been oublished before 

Cragspiders' Goddess), Gorakiki (the god- 
dess of Insects). Argan Argar (god of the 

Our intreoid hero. sword in hand. must I ""-*,, 

surface darkness a d  civilised trolls), Xiola 
Umbar (as previously stated the 'not-so- 
gentle' goddess of healing -actually very 
powerful), the Hunter cult (troll Found- 
child - from Griffin Mountain). Kyger 
Litor and Zorak Zoran, both from Cults 
of Prax. In the back is a slossarv and a 
few pages of statistics for the giant insects 
which the trolls use. This excellent book 
should provide NPT'sandplayer-trollswith 
many motives -whether it's a trollkin at- 
tempting to incite a trollkin revolution or 
a mistress-race troll getting caught up in 
interclan politics. Something else which 
they suggest i s  a general upgrade in INT 
for intelligent beings, humans and dark 
trolls now having 2d6+6 INT -apparent- 
ly part of a general rethink of intelligent 
creatures. 

The third book of the set Into Uzdom: 
Adventures in TroN Lands, contains des- 
criptions of five basic scenarios relating to 
trolls. most of which can be played from 
two Or three separate angles, both troll or 
human biased. All. of course, are based in 
the Dagori lnkarth area, bar the CrabTown 
scenario which is beside Skyfall Lake in 
Dragon Pass. Details of the Sazdorf's Lair 
i s  provided, to use either asa base for play- 
er-character trolls or asa separate scenario. 
Also included are rules for 'Trollball', the 
popular (at leastamongsttrolls)teamgame. 
These have been revised since Wyrm's 
Footnotes 7, giving a faster game*. 

The extra scenario The Munchrooms 
mmes in two booklets for olavers and ref- 
erees use. It deals with ashall trollkin reb- 
ellion and is  playable from a human stand- 
point (aiding or repressing the rebellion) 
or a troll standpoint ('Let's putthose "** 
Enlo (trollkin) in their plaq!). 

The map is  of an area to the east of 
Dragon Pass, Shadows Dance or Dagori 
Inkarth. I t s  half-pictorial style can easily 
be tightened up in areas to suit individual 
campaigns. It shows all the major centres 
of troll population as well as major roads, 
paths and settlements. On the back is a 
Trollball pitch at a scale of one 15mm hex 
to one meter. 

The first two books easilv iustifv buv- - 
but have been revised and amended. The ing Trollpak on their own. The adbition 
cults are Aranea (goddess of spiders - of the scenario book makes it an invaluable 



addition to the campaign. Many details 
are easily adapted tonon-Gloranthan cam- 
paigns, resulting in an excellent product. 
Overall: 9 Tim Moyse 

* In the Trollball rules the Agility bonus is  
mentioned, but details are omitted. Far those 
who do not have Wym's Footnotes 8: 
Agility Bonus Chon 

Characteristic Roll 
Char. 1 4  5-8 9-12 13-16 17-20 Ea +4 
STR -10% -5% 0 +5% +lo% +5% 
SIZ +lo% +5% 0 -5% -lWb -5% 

DEX -10% -5% 0 +5% +lo% +5% 

PIRATES AND PLUNDER 
Yaquinto £ 12.95 

This is an excellent new role-playing game 
from Yaquinto,acompany previously not- 
ed for good boardgames. The game comes 
in an attractively illustrated box, contain- 
ing a basic rules book, an advanced rules 
book, a book covering further adventures, 
a set of eight double-sided map sheets, a 
pad of over fifty character sheets and two 
dice. 

The game i s  presented by a programmed 
instruction technique that lets y w  get to 
grips with i t  a step at a time, an improve- 
ment on the previous 'read-it-all-at-once' 
approach. You can literally start playing 
this game within twenty minutes of open- 
ing the box. The game master i s  provided 
with text, which lays down a background 
to successive situations. As each situation 
arises sufficient rules are provided to play 
i t  through. Once the basic rules of combat 
are understood, you can stay with them or 
implement the more advanced rules at 

b whatever pace you choose. 
Briefly, the story begins with a large 

pirate raid into Central America, during 
which the players are captured. Players 
now work o ~ t  tneir characters. In iail otner 
prisoners start a fight over the food ratlon. 
Brawling rules are supplied. Depraved 
Spanish captors want a l i t t l e  gladiatorial 
amusement. Sword fighting is  introduced. 
The game continues in this vein, with the 
characters getting a chance to break out. 
liberate supplies for the three-day march 
(through jungle) to the port, during which 
they must also liberate more fellow pir- 
ates if they hope to crew a stolen ship. 

The combat system is  elegant in its 
simplicity, while retaining plenty of at- 
mosphere and realism, appropriate to the 
film-style swashbuckling that the game is 
trying to recreate. Combat i s  broken down 
into the principal areas of brawling,sword 
fighting, firearms and throwing weapons, 
and is based on 2d10 and a couple of un- 
iversal tables. The advanced rules allow 
you todistinguish between different weap- 
ons in the broad categories, eg boarding- 
pike, cutlass, rapier, chair leg, blowgun, 
pistol, etc. 

Pirates and Plunder presents a unique 
fusion of three styles of gaming.Thegame 
as a whole is  a role-player, the character 
sheets and combat system have fairly ob- 
vious roots in boardgames, and someone 
in the design team was a table-topper, be- 
cause mass combat rules are included, for 
squad to section level actions featuring 
player characters. A sensible move when 
you consider pirate crews ranged from 
twenty-five toabove two hundred andfifty 
in size. The next game in the P&Pseries is 
to be eagerly awaited, as i t  covers ship to 
ship actions and further scenarios. 

This is  a good game, because it is  full 
of atmosphere and the rules can be assim- 
ple or complex as you want. Therulescover 
tactical and strategic situations and also 
pirate amusements like gambling, target 
shooting, arm wrestling, Irish Standown 
and drinking contests. Not to be missed. 
is  the superbly euphemistic section on tea. 
crumpets and professional conversational- 
ists. This game could also recreate the 
Three Musketeers milieu and some of R E 
Howard's later stories. 
Overall: 10 Murray Writtle 

MERCHANT CLASS SHIPS f 8.95 
ASLAN 
MERCENARY CRUISERS £8.95 
THE FCI 
CONSUMER GUIDE £3.95 
F ASA 

Three more 'approved for Traveller' pro- 
ducts in FASAS expanding range have 
been released recently; twoship plan pack- 
ages and one booklet of essential and 'nice 

i f  you can afford it' equipment. 
Each ship plan package comes in a large 

and somewhat flimsy card box - the sort 
that really needs to be full to avoid being 
damaged. This, however, is  the only real 
criticism, as the plans themselves and the 
supporting material show continuing im- 
provement over past efforts from the com- 
pany. The plansareclearly printedandloca- 
tions labelled where necessary, standard 
rooms such as staterooms being readily ap- 
parent from the furniture arrangement: 
though I know that some referees prefer 
keyed dedc plansso that playersaren't sure 
where they are on a ship - it's a matter of 
taste. Other material in the box is  a sheet 
of 112 counters representing crew, pass- 
engers, boarders etc. in different colours, 
including one counter depicting each ship 
for space movement and combat purposes, 
one 16-page booklet giving class statistics 
and descriptions, and another 16-page 
booklet of background and suggestions 
for adventures. 

As for the ships themselves. Merchant 
Class Ships contains six 1,000-ton mer- 
chant designs with variations in the cargo1 
passenger ratio, armour and weaponrv. 
~ s l a n  ~e rcena i~ ru i se rs  hastwo 3,000-ton 
Aslan designs, an lntrllder Transport and 
a Battle ~eader. The background and de- 
signs in the Aslan set are probably more 
interesting to the Traveller afficionado, 
but the merchants have a more general 
usefulness. 

The FCI Consumer Guide is  quite sirn- 
ply descriptions and statistics of over one 
hundred items of Traveller equipment, to- 
gether with a system for the referee's use 
to determine availability and reliability. 
Not all the items are new - some arestan- 
dard Traveller fare (such as VaccSuits) and 
some have appeared as one-offs in GDW 
adventures. The lists are divided into Cam- 
ping Gear, Personal Gear, Life Support 
Devices. Tools. Vision Aids. Communica- 
tion ~ k a r ,  ~kaponry  and Accessories. 
Clothins. This booklet collects tosether a 
great deal of useful information iuitable 
for any type of Traveller campaign. 
Overall : Novice Expert 
Merchant Class Ships 8 7 
Aslan Mercenary Cruisers 6 8 
The FCI Consumer Guide 9 8 

Bob McWilliams 



normal, with the following additions: RuneRites is a regular department for RuneQuesteditedby Oliver 
Dickinson. This issue some. . . . 

RULES 
ADDITIONS 

by Simon Early 

Many new players find i t  difficult to devise simple introductory I scenarios for starting adventures. The trick is t o  use as many of 
the characters' skills as possible, and outdoor scenarios are us- 
ually more suitable than dungeon-delving into vast labyrinths - 
especially in RQ. Here are a few ideas, with some new rules (in- 
terpretations and extrapolations of the basic rules). 

As the party are travelling upriver, they hear a sound in the I bushes (a Listen roll i s  reauired to hear above the background 
no~ses). Wheeling around, they at first see nothing, unlessa Spot I Hidden roll reveals tne dark forms of oeasts. As tuskersburstolrt 
of the undergrowth, panicensuesamong the party. The morealert 
members (Alertness roll = INT x 5%, or INT x 3% for more diff- 
icult tasks) will notice that although the Tuskers are riderlessthey 
are wearing saddles and other riding equipment. 

The oartv have various options open to them: 
1. climb ahandy tree (luckily.there~reseveralabout). For climb- 
ins onlv half the possible ENC may be carried without penalty, 
a& each ENC point over this sub&acts 5% from the chance of 
success. 

Once a character is up a tree or whatever, he/she may aid com- 
panions: this will either add 25% to  their chance of success or 
double it (after encumbrance modifications) - whichever gives 
the higher chance. [If aroll is missed, thedamage for fallingshould 
not exceed the eouivalent of a 2d6 metre fall.] Aid mav be in ~~ .~~~ ~ 

the form of a hand, or a ropeover longerdistances. ~ssisted char- 
acters would not normally get an experience roll, unless the GM 
is kind or the climb s t i l l  very hazardous. For climbing cliffs or 
other large distances, several successful rolls would be required 
to complete the climb. However, if a roll is missed it should not 
result in instant death as you fall 200 metres to thevalley below. 
A character should be given a luck roll to catch onto a handy 
branch or rock (this system can also be used for jumping over 
pits etc). The luck roll i s  dependent on how badly the climbing 
roll was failed, as follows: 
If climbino roll is missed bv 5%. luck roll = POW x 5% or less 
If climbing roll is  missed b; 10%; luck roll = POW x 4% or less 
I f  climbing roll 1s missed by 15%, luck roll = POW x 3% or less 
If climbing roll i s  missed by 2096, luck roll = POW x 2% or less 
I f  climb~na roll is missed bv 25%. or more, luck roll = POW as " 

percentage or less. 
Holls of 96+ should betreated normally (100%or better in climb- 
inn should be counted as 95% onlvl: characters who fumble will -~ ~~ ~ ~~ 

get no luck roll. For damage asshe (where appropriate) tne 
eq~ivalent of a ld6  metre fall, and then another luck roll can be 
attempteo (note that, although the distance fallen will be far 
more than 6 metres, slidingdown aslope will reducethedamage). 

If a character must pull hlmlherself up after afall whenon tne 
edge of a pit, hanging from a tree limb etc lor in any similar cir- 
cumstance. such as scalina a wall unaided) use the followinqroll: 
SIR vs SIZ + 113 ENC on the standard Resistance Table. i f  this 
roll i s  failed three times in a row, the character loses hislher grip 
and falls. 
2. Swim the river (as it is  too wide to jump). Swimming is as 
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a. A drownina character d n  be saved bv friends throwina a rooe 
to hlmlher ( r i l l  DEX x current CON mbd~f~er as a %: this.when 
a character must roll CON x 3% to hold breath. helshe must roll 
DEX x 3 to  catch the rope). Once the rope isgrasped the char- 
acter i s  allowed another swimming roll at +25 or double the nor- 
mal chance, whichever i s  greater. 
b. Another character can swim to  the aid of a drowning comrade 
(assume maximum swimming speed =normal walkingspeed, with 
modification if a mobility spell is cast). When thedrowningchar- 
acter i s  reached the rescuer attempts a life-saving roll, equal to 
the average of the characters' swimming percentages. If this roll 
i s  missed, the rescuer must make a normal swimming roll or be 
pulled under. . . . The rescue may be attempted any number of 
times, to a maximum of once a MR, until there are no more People 
to  save because they have drowned or been successfully rescued. 
c. When swimming across a strong current a character must take 
care not to be swept downstream. Reduce the swimming chance 
by 5% for each of the current's STR in excess of <he char- 
acter's. Most currents have a STR of 3d6, but raging torrents of 
40+ STR are not unknown. 
3. Fight. The partv members who chose to stay or failed toclimb 
to safety will now fightthe tuskers. If a character sets hislherspear 
to receive a charge, a hit will inflict the normal weapon damage 
plus the damage bonus of the charging beast, rather than the char- 
acter's own damage bonus. A spear so set can be used to attack 
the charaina beast or i t s  rider: when fiahtina oDDonents on laroe - - . .  
mounts.;se ld lO for hit location - t o  reflect the fact that low- 
er hits are likelv - and the rider should roll ldlO+lO to  reflect 
the probability bf  a high hit. 

After defeatinslevadinq the tuskers the party decide to find . ~ 

out where they came from (Tracking roll required). They arrive 
too late to save one of the combatants, a centaur, who has bled 
to death. (Although they would need to  know xenohealing to 
do so which must be used on any other race but your own. A 
centaur would similarly have to  use xenohealing on a human.) 
They search the bodies of both the centaurs and their foes, the 
tuskers and their riders. Hidden between layers of clothing on 
one of the tusk riders (a Spot Hidden roll required) they find 
a map. Unfortunately, none of the party can read the notes in 
Dark Tongue on the map, but Drucilla luckily recognises some 
of the landmarks (a successful Mapmaking roll is needed, plus a 
prerequisite of some knowledge of the area!). The party travel 
to the caves on the map and set about exploring them. 

Deeper into the caves the Dartv are under attack bv s~iders: 
they retreat down another exit, only to find it cut off by a 3& 
wide pit. Herman and Razorbeak holdoffthes~iderswhileDrucilla 
and the rest of the party attempt to rig a robe to aid them (For- 
tunately. the presence of a stone 'bridge' makes this easy - onlv 
a DEX x5% roll and a few melee roundsarerequired).   or jump- 
ins use the same ENC rules as for swimming and the following 
additions: 7. For each O.lm attempted above normal allowance 
-5% from ability. 2. Jumping 112 or less of maximum distance, 
double chance (after ENC modification). 3. Jumping from a 
standing start, halve distance that can be jumped and double 
ENC and distance penalties. 4. If rope-assisted, add 25% or 
double chance of success, whichever is  greater. 5. Four-legged 
animals (and possibly characters with mobility) double the dis- 
tance that can be jumped and halve the distance penalties, due 
to the greater speed they attain in their run-up. Obviously, from 
a standing start they are as badly off as anyone. 

Example: Herman is SIZ 10, capable of a 3rn iump at 90% 
(he's done this beforel. r l e  is already carrying all hb 112 normal 
ENC (after tossing h's sword over to Drucillal; unfonunatelv, he 
also has to carry the unconscious body of Razorbeak, who has 
been overcome by poison. Razorbeak is  only SIZ 4, which con- 
verts. in the normal wav. t o  12 ENC (rather than 20. as the oria- 
inal printings of the 0;lenthi telekinesis spell would have us be- 
lieve): (see WF12, ~ 2 0 ) .  12 ENC gives -60% to his chanceofsuc- 
cess; using the rope set up earlie;doubles the remaining 30% to 
60% (if Herman had retained his two-handed sword he would' 
have had 20% chance, + 25% for the rope). Herman would like 
to dispose of more of his items to increase his chance, but has 
no time as the spiders rush towards him. 



Don't run a double standard. Whatever you allow the players to 
do, the human 'monsters' should be abletodo. Thiswillalso help 
you if players complain about your rulings (as they surely will). 
Just remind them that whatever advantages you give to them you 
must give t o  the enemy as well. 

~ l w a y s  assume thatfhe adventurers will get through, regardless 
of how difficult you make it, and you'll not be in danger of giving 
away too much treasure or magic. Remember that for every self 
restrained player there's one whose aim is  toaccumulateasmany 
advantages as he can. Don't let this sort push you around. 

Every DM makes a mistake sooner or later, allowing a player 
character t o  gain some magic item or ability which unbalances 
the game. When one character is so powerful that the others be- 
come onlookers or minions. somethinu must be done. Tv~ica l lv .  
an inexperienced DM wil l  begin a vendetta against the characte;; 
usually resulting in theft of the item or death. This is reasonable 
only if the vendetta arised from the game situation, for example 
when the former non-player owner of the item pursues the char- 
acter. Otherwise it i s  at the least unfair, at the worst likely todes- 
troy your campaign. The players can usually notice that the DM 
is out t o  get a particular character; they will probably, and the 
player involved wil l  certainly, think that you are cheating,trying 
to take back a fair gain. Your personal relations with the player 
involved can deteriorate, and he may begin a vendetta against 
your characters in other games, particularly if he is DM. 

There are w o  better ways t o  repair the damage. First, reason 

with the player, showing him how he i s  unbalancing the campaign 
regardless of how much he enjoys lording it. Try t o  persuade him 
to give up the item or ability, perhaps in return for less power- 
ful items or magicwhich cannotbeusedindefinitely. Ifthatdoesn't 
work, ask the player t o  retire his character until other player 
characters have become as powerful. In the meantime he canrun 
another character, enjoying the thrill of possessing the'great man' 
(or woman) without ruining the adventures for the rest of the 
players. I f  neither of these methods work you can finally resort 
t o  the vendetta, but in a mature group of players such desperate 
action should never be required. 

If you DM AD&D long enough you'll see characters rising t o  
levels and powers too great for the game mechanics t o  handle. 
and too powerful t o  adventure with newer characters. A t  higher 
levels luck begins t o  dominate the game, because the first strike 
is so powerful and because all participants have so many t o  choose 
from. The best way t o  cope with this is  t o  move the character(s1 
out of the adventuring part of the game. This can be accomplished 
in several ways. The worst i s  t o  arbitrarily start a vendetta against 
the characters until they're dead. A better alternative i s  t o  per- 
suade the character t o  retire permanently t o  his castle where he 
can collect taxes, make magic items, gather information, and en- 
joy himself. If a player refuses t o  retire, persuade him to become 
involved in the politics of your world. While he concerns him- 
self with dynasties, colonisation, economics, wars, court intrigue, 
he won't be gaining many experience points and he won't be ruin- 
ing the adventures of other characters. The politico must work 
behind the scenes, which largely neutralizes his great powers and 
magic items. It's a challenge t o  the player, as well, and he can use 
other characters for normal adventuring. 

If the player is recalcitrant, consider these possibilities. The 
more powerful a character becomes, the more well-known he 
becomes. Lower level characters wil l  be out t o  ki l l  the famous 
characters t o  show how tough the young ones are. The'gunslinger 
effect', as some have called it, may force characters into retire- 
ment t o  avoid death in an ambush (Jesse James was shot in the 
back. . . t .  And if that doesn't work, remember that eighteenth 
level magic-users can cast the wish spell. Really powerful char- 
acters are going t o  be caught up in  the wish wars, in the affairs 
of the gods and the representatives of the gods. They'll spend all 
their time staying alive, avoiding the effects of enemy wishes, 
dodging the demons which appear in  their sanctum sanctori, etc. 
They'll have no time for mere adventuring! But don't t ry toac- 
tually conduct the wish wars unless you want a permanent head- 
ache. Just let the player concerned know what's happening, and 
if he really wants to play it out, he'll probably die before he gets 
the hang of it. 

DMing i s  not a one-person activity, nor can it be pursued as 
though there was an absolute right way t o  do things. The point 
of the game is t o  have fun; if your players aren't having fun, per- 
haps it's panly your fault. You can't let players take advantage 
of your better nature t o  gain unfair or unearned advantages, but 
on the other hand you should not be dogmatic or sadistic. 

The simple everyday rule, 'not everything you read is true', 
must beapplied (in modifiedform) toD&D. Noteverything print- 
ed in magazines or even in 'official' rules is  useful for your cam- 
paign. In  fact, some of it isn't useful t o  anyone with any intelli- 
gence and good sense. No one is  obligated t o  use every addition- 
al rule or monster, nor can you let your players push youaround 
merely because whatever foolishness they want to perpetrate is 
backed up in print. There are so many different ways to play 
D&D that no one can possibly use every rule suggestion printed 
-there would be too many inconsistencies, if nothing else. That 
goes for what I have said in this series, as well. Use your head - 
there's nothing sacred about the written word, and both authors 
and editors are fallible. Your campaign is what you make it, your 
responsibility alone. Anyone can run a good D&D campaign, but 
only if he's willing t o  work at it. 
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What's happening in science fiction and fantasy gaming 

SOLO CLEAN-UP DREADFUL IAN RECEIVES CALL 

Ian Livingstone, editor of White 
Dwarf and inventor of the Judge 
Dredd game, was shocked to  

singer, well, that is, he sings blue 
songs, and apparently since the 

'BIG ADVANTAGE IN CAST 
SYSTEM' CLAIM CITADEL PRISON RELEASE 

Citadel Miniatures wil l  be intro- which buyers can ehoore.Thirwil l  This month Jeer the releare of two ducinga revolutionarvnewcarting rimplify storage in rhapr while new Traveller scenarios from System within a short time. BY allowing curtornerr a wider choice Games Designers'Workshop in the mixing arms, shields, heads. and of individualised characters and UK. Adventure 8: Prison Planet weapons at the casting stage. monsters. The system should be in 
Citadel wil l  be able t o  create operation within a few months. details a penal colony &signed 
dozens of different variations of Shown here are, top row lef t  t o  far  law-breaking adventurers and 
each figure. Thus. under the code right. Fighfing ~ d ~ ~ ~ t u ~ ~ ~  and D w b l e  Adventure 6: Divine Infer- 
fa, say, fighting man. there wil l  Hobgoblin, and battom row. Orc 

vention/Night of Conquest which 
be many different figures from warlord and ~ o b l i n  Commander. 

CONTACT PRINTS 

n by Gary Gvgax. The module 

Look for these exciting new titles 
in our next fab-fiNedWhite Dwarf. 

! Name: . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . .  

( . . . . . . . . . . . . . . . . . . . . . . . . .  . . . . . . . . . . . . .  
. . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . .  

I (Photocopied entries are acceptable.) 



SMALL ADS 

CLASSIFIED 

A l l  clasn'fied ads must be prepaid 
at  the rare of lop per word, display 
ads f3.00 per scc. PImse send copy 
andpayment to White Dwarf. 27/ 
29  Sunbeam Rd, Park Royal, Lon- 
don NWlO, making cheques/PDs 
payable to Games Workshop Ltd. 

For Sale 
AD&D Player's Handbook, 
Dungeon Mmter's Guide, Monster 
Manual, Gods and Demi-Gods. 
Goodcondition:fl8ono.Cantact: 
Chris Morris, Belfast 640728. 

The Temple of  Khaa 
TFH one. 60p Sun Reach Pub 
lications. 44 Candleriaas. 

Heck & Slay 
Folkenone wargames club; we 
play Starfleet Battler. D&D, Rune 
Quest, Aces High, Traveller, En- 
counter and many others. Meeting 
every fortnight. Write to  M Bond, 
29 Highridge, Hythe, Kent or 
phone 103031 38853 for further 
details. 

CLUBS 

BIRMINGHAM 
Ladywood Heroes F w  Hire 
Game.: Any RPG, boardgames. 
Time: 7-10pm Thursdays. 

Who was that marked man? 
TFH two. 60p. Sun Reach Pub 
licarions, 44 Candleriggs. 
Glasgow. PI.-: Ladywood Community 

Centre. St Vincent St.W Birming- 
ham. Crarirnoff's World get rich quick For Sale 

Fantaryfigurer,microtankr.Philip 
Ol- 642 8037, after 6. 

HELP1 

%hemel 
Would you like to  take part in the 
sacking of a town? A castle? Want 
to  get rich quick? Send details of 

Comments: More FRPerr wanted. 
Willing to  try any system. More 
ladies. 
Contact: T Deeming on 021 454 
9942 or Ted at Games Workshop, yo& party Isire, spells, position 

etcl to  Morlack's Marauders with 
your next turn. 

Clubs, contaca and events can be Birmingham 
Figurer 
Detailed hand painted metal fan- 
tasy figures. Suitable for gamer, 
dioramas etc. From 25mm scale. 

advertised once s t  no char* up to 
a meximum of 40 .words Further 
tnremonsar the rare of5pper word 

EXETER 
Exeter University Gaming Society 
Games: Everything, butparticular- 
ly  AD&D. 
Time: Sunday 2pm to  1 lpm. 
Place: Cornwall Hause,St Germans 
Rd, Exeter. 
Commantr: Age 18+. 
Contact: Richard Case, Exeter 
Hall. Pennsylvania, Exeter. 

DED Noningham 
New D&D player. 21, wishes to  
contact others in Nottinoham. In- FRP Cheltenham 

AD&D, DO, experienced. new to  
area. Please contact: G Parton, 
Room 2, Battledown Hospital, 
Battledown. Cheltenham. 

Game Exchange 
American gamer wisher to ex- 
change gamer (will also buy or 
sell). I have wargames, sports 
games, 'family' gamer, abstracts 
etc a l l  kinds, all companies, old 
and new. Huge list available on 
request. H M Levy, Box 197, 
Eastmeadow. NY 11554, USA. 

Game Faire '83 
The Game Faire is a two-day ev- 
ent taking place on February 26th 
and 27th at Spokane Fails Com- 
munity College. There are dorm 
rooms available and the school's 
cafeteria will be serving food. 
Snacks will alro be available at a 
eoncerrion booth. The c o n  of 
the Game Faire is $6 for a two- 
day pan or $4 a day. All profits 
go to  the Spokane Guild Schools. 
For information please contact: 
Shannon Ahern, Book and Game 
Company, West 621 Mallon. 
Spokane. WA 99201, CANADA, 
(5091-325-3358. 

Dioramarmade to order. Price list 
or 50p sample. lpwich 622461. 

- -  ~ - - ~  -~ ~ ~ - 
terested in learning other gsmer. 
Contact: M Butcher, 24 Forest 
Road West, Notts. For Sale 

DMG, PHB, MM, FF, D&DG, 
WD15-35, Best o f  WD Articles + 
Scenarios, Dragons 5466.50.42, 
38 and Bert of Dragon Vol 11, 
World o f  Grevhawk, Character 

Novice D&D b~ayer. 16. would 
lake tocontact playerr i n  Sal:roury 
area. oreferablv of similar exoer- FAVERSHAM 

The Favsrrham Wargamer 
Association 
Game.: AD&D, RuneOuest and 

tene*.' AIW plays ~ r a v e ~ e r  and 
collecting AD&D volumes. Con- 
tact: Christopher Hill, 2 Nine Mile 
Cross Cottages. Nether Wallop. 
Stockbridge, Hants. 

sheers, Basic D&D, Hex sheen 
(A3 & 41. Top Seeret,Ap\pocaIvpse, 
Warlock DM% Screen. Adventure 
~ig,-40'figurer and   lo or Plans, 
Modules Ol/A4, Boxed Traraveller, 
Traveller Screen, Village Book 2, 
assorted dice. All worth E170. 
will acceot ClW. Everything in  

any other gamer ore-gnt a ong. 
T1me:945amtol2noonSunoayr 
Place: Faverrham Youth Clho. 

Help 
DM exiled to fens reeks AD&D 
players in  surrounding area. Will- 
ingtoatart/joincampaign.Contact: 
Phil Hine. 25 Hix'r Lane, Tydd St 
Mary, Wirbech. Cambr. 

Comments: All welcome. 
Contact: Dominic Norrir. Tel: 
Canterbury 69089. superb condition. Contact Rob 

Steggleo. 018500604, evenings 
0"l". WlGAN 

The Mficial  RPG Club 
Games: Mainly Traveller, D&D, 
but would like to play others. 
Tims: Alternate Sundays loam to 

~ k - l d s a  
Lend any of the T&T equipment 
at our low cost of 75p for 14 days 
at our library. £3 membership. For 
further details write 236 Kingsway, 

D&D/Traveller Alton 
Experlencea player,DM stuck in 
rne wi wrnerr reeks aodonentsl 3pm. 

Place: The Miners Lamo. Psmber- 
. . 

fellow players in area. aged 15-30. 
Contact: Alistair Whitford, 31 
Highridge, Alton, Hants. Tel: 
Alton 82825. 

RunsRuest London 
Is there a RuneQuesr campaign 
starting that needs a player in  
London. Will pay for any good 
RQ scenario (your own design) 
and Balastor's Barracks. Send 
copy with price to  A Whitfield. 
Alliane Club, Newingtan Green. 
London N16 9QH. 

Huny! 
I f  interested in  joininga new fan- 
tasy campaign in the Canterbury 
area, send complete details of 
your age, sex, traits and exper- 
ience to  Tim Hopper. Mayburn, 
38 The Street, Adisham. Nr 
Canterbury, Kent. 

Postal Fantaw Campaign 
Orcen kings, slven princes, barbar- 
ian chieftains. dwarven lords, 
ur-vile loremarten, necromancers. 
emperan, draganmasters and lots 
more. Only 50p a turn. Contact: 
Richard John. Churchill Hall, 
Stoke Park Rd, Bristol. Tel: 
Bristol68 3280. 

Huyton, Liverpool . . 
ton. 
Comments: Over 16s. 
Contact: Andrew Humphreys, 53 
Hallbridge Gdnr, Uphalland, Lancs 
(Upholland 622698). 

New! Nswll N w l ! !  
It's BIG, it's BOUNCEY, i t ' s  
Tempestuous Orifice!! Just waiting 
to put the Dung into Dungeons & 
Drarons A new A5 RPG 'rine 

EAST GRINSTEAD 
East Grinstead RolbPIaving and 

which tells you all you ever wanted 
to know about roleplaying but 
were too afraid to ark. Just rend 
50p lp&p is included) to  Steve 
Norledge. 75 Hawkhunt Way, 
W Wickham. Kent. 

Laaminston Sea 
. . 

Boardgames Club 
Grnes: RuneQusrt, D&D, etc. 
Tims: Slnoav afternoons. 

At tar t i  For 'informat~on on a 
fantal tcAD&D campaign ring or 
contact' Alex Beoo on  earni in at an 
%a 23822. I t  i s  i;r l e a k s  a i d  Race: heale Horrre, Moat Road. 

Commatr:  P,eare nole new time 
and olacs. 6eo:nnerr ure come. 

Tootha 
'Possibly the best new FRP mag- 
azine: (Baby Chrirtopher.19011. 
80p for 20 A4 pages of high qual- 
itv,good art. Somethinga bit diff- 

experts, Basic, expert and Advan- 
ced 12-14 year o l h .  Ring me now 
for details. contact: TO< Owen, Norlington, 

Lewes Road, East Grinstead. Tel: 
East Grinstead 25228. 

er&. The limited fir$ edition 
contains T&T, fiction, cartoons, 
a soto aame and much more. 

CANTERBURY. KENT 
University of Kent Wargames 

chequ&/~Ch to S Sarginson. 92 
Church Lane. West Dean. Cnicher 
ter. Weol Susex. P01800Y. 

~ ~~~ ~ 

Rd. Arhington, ~ e r t ' s u n e i .  Society. 
Games: D&D, Traveller, RD, C&S, 

WD Wanted 
Goad pricer paid for any of these 
back issuer of  WDl-15, 17.20-23. 

etc. 
Time: 2pm Sunaayr during term. 
Place: Rutnerforo CollegeSeminar 
roams. 4 & 5. Univerritv of Kent. 

Tho Fantasy Herald 
lrrue three now available. Free 
TFH arc with every copyl Sixty 
pence or U.60 per annum. Art- 
icles, essays. adventurer and re- 
views. Numbers one and two 
still available. Sun Reach Pub- 
lications, 44 Candleriggs, 
Glaogow. 

For Sale 
'her  £18 worth of T&Tequipment 
- £10. Quirks, Sorcerers Gve, 
Mvrtic Wood, Warlock, Kenrington, 
Mortal Combat, Doctor Who, D&D, 
Elementrry Watrm and more RPGs 
worth over £70, asking £40 or near- 
est offer. Superb condition also, 60 
metal WWI and WWll ships un- 
painted £15. Richard. 106 High 
Street. Liverpool. L15 8JS. 
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Contact: Guy Orborn, 25 Regents 
Park Rd. London NWl or tel: 01 
485 7960. 

~ o m k s n t s :  ~ s k  at pwiers lodge 
for dirstions. 
Contact: Stephen R Wells, Keynes 

.Collwe. The Univerritv. Canter- Wyrms Footnotsr 
Rebel leader desperately needs 
WF 1-11 (to buy or borrow). 
Fellow RuneQuesrers do not ig- 
nore this plea. Contact: David 
(Stone Axe) Walkden at 37 Grove 
Crexent, Adlington, Nr Chorley, 
LancrorphoneAdlington480066. 

FRP Derby 
15-vr old interested in  RuneQuest 
and D&D, seeks contacts in  Derby 
area of  similar interests. Please 
write toStephen Rayle.62 Uttox- 
etsr Rd. Mickleover, Derby or 
phone Derby 515861. 

- ~ - .  
bury, Kent. 

Wanted 
WD17-27 and 29-30 inclusive. 
Good prices paid. Please write to  
Saan Kellcher, Heathfieid Farm, 
Plains Road. Little Totham, 
Maldon, Errex. Would alro like 
ideas an AD&D and Traveller. 

BATH 
Bath University D&D Club 
Games: AD&D, some Swrfire and 
a little RuneOuest. 
Time: 2.30 to  late Wednesdays, 
2.30 t o  late Friday durlng term 
Place: University main campus. 
Contact: The Secretary (John 
Kirkpatrick) D&DSoc. Univ. Bath, 
Cla~erton. Bath, Avon. Phone the 
universitv ask for the Students 

WD14, 21 & 23, goad prlcer pald 
or porr~bleexchange for WD8&9. 
Contact D m  an 08494 32430 Union ge'neral office and leave a 

message. 



by Paul Vernon 
TWO complete scenarios for beginning 

characters, each consisting of Dungeon, 

Wilderness and Urban Adventures . . .  

Only f 2.95 inc. p. 

sanakfnk - A Gnomic Village under 
seige . . .  

a0LOOf-D - A  Border Outpost totters 
the brink of civil war . . .  

US an ideal introductory adventure 

K €t EUROPE £2.95 

USA $5.95 includes 

CANADA $6.95 postage b 

AUSTRALIA $7.95 packing 

amesFair '83 
ON FRIDAY,  SATURDAY &SUNDAY 25th. 
26th & 27th March 1983 at Reading University 

special guest E. GARY GYGAX 
* NEW EARLY START - Opening at 12 noon on 

Friday. GamesFair '83 offers a longer weekend of hobby 
gaming than ever before. * THE AD&D7" OPEN CHAMPIONSHIP - An 
individual, knockout competition to find the British AD&D 
Champion of 1983. Held over Saturday and Sunday this 
limited entry event must be booked in advance. * NEWAD&DTEAMCOMPETITION-Afun,single- 
round competition for teams of 5 players on Friday 
afternoon. Team leaders: send an sae for information. * DEMONSTRATIONS - Experience the new 
STARFRONTIERS" and GANGBUSTERST' role-playing 
games at first hand. * ALLTHE ESTABLISHED FAVOURITES-Including 
T r a v e l l e r ,  A p o c a l y p s e ,  R u n e c l u e s t ,  1 8 2 9 ,  
Railway Rivals and many more. * R E S I D E N T I A L  OR N O N - R E S I D E N T I A L  
PLACES - Non-residential bookingsentitle you tofull use 
of all the convention facilities including inexpensive hot 
and cold fod, extended bar (adults only), ideal gaming 
areasand an impressivearray of arcade computergames. 
Residential bookings entitle you to all these plus two 
nights in  a private bedroom and full breakfaston Saturday 
and Sunday. Booking in  advance is essential, no-one can 
be admitted at the door. * WE NEED YOUR HELP. Reliable, careful .  
experienced DMs are needed to help run the AD&D 
competitions. Please mark your application form accord- 
ingly if you would like to help us. 

I Successful booklngr will beconffrmed bypost ~ulldsta~lsandconfrrmar~onofevents 
wlll be QlMn in the GamerFslr programme 
Only those who book ~n advance can beadmtttsd 

I n e I ~ n u r ( m  n.cn cz  w adm n waxsun r ~ ~ g s  *I 00, ocuusr D eoncan." a1 ons 
nlddr hefar 335, .anrdr+ 1983 Pvr, nr mocr I4  laarrul  ape cannot ur a o n  ,led 
Tnervm(lomr'.ano* danolelladu m4r.r vnlludov 1SR nunn es nc ~r rcons n USA 

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

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

BOOKING FORM 

Please make cheaues/POs ~avab le  to TSR Hobbies 
(UK) Ltd . and sendto the organl;ers at GamesFa~r. TSR 
Hobbles1UK)Ltd .TheMlII. RathmoreRoad. CAMBRIDGE 
CBl 4AD. Telephone 21 251 7. 

Please send me .... residential ticket(s) for 
GamesFair '83 at f27 (f 25 for PA 
members) each. f . . . . . .  
Please send me ... non-residentla1 ticket($ 
for GamesFair '83 at £7 (£6 for PA 
members) each. f ...... 
I wish/do not wtsh to enter the ADED 
Open. 
TOTAL 

I ......................... 
I am/am not a member of the PA. 
My membership number i s . .  
I do/do not wish to help DM one of the competitions. 
(Please givedetailsof your experience on separatesheet). I 

I My name: 
My address: 
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GAMES SHO 

Aberdeen AB11XH 
Tel. 0224-643740 
FOR GAMERS 

CHRISTMAS OFFER - 
DELUXE VELVET DICE BAG 

AND PAINTED HAGGIS MONSTER 
ONLY £1.95 INCLUDING P&P 

OPEN SIX DAYS A W F F K  in- 
& 

CHRISTMAS SUBSCRIPTION OFFER 
a White Dwarf subscription as a Christmas present 

for your fantasy gaming buddies. 

SUBSCRIPTION RATES: 
UK & Ireland 

12 months - £ 10.00 
6 months - £5.50 

GAMES ROOMI a 

MAIL ORDER and RETAIL SHOP I 
5 BRAUNSTONEGATE 
(Off Narborough Road Tel: (05331 549182 
North) Open 9.30 - 6.00 Mon-Fri 

'- LEICESTER LE3 5LH 9.30 - 5.30 Sat 

SOME EXTRACTS FROM OUR CATALOGUE 
BUSH100 TRAVELLER 

. . . . . . . . .  . . . . . . . . . . . . . .  Boxed Set w .50  Deluxe Boxed Set. m .50  

. . . . . . . . .  . . . . .  Valiey of the Mists lSEenl £325 Book4 Mercenary £2.95 
. . . . . . . .  AFTERMATH Book 5 High Guard. £2.95 

. . . . . . . . . . . . .  Boxed Set £11.95 Supplements 1 to 4 & 6 to 9. each £1.95 
. . . . . . . . .  . . . . . . .  lnfo the Rusnr IScenl. £3.75 Advenrurir 1 ro 7 £2.50 

RUNEQUEST Double Advenlurer 1 t o  5 . . each fZ.50 
. . . . .  . . . . . . .  ~ u n e a ~ e ~ t  waxed set m.50 Azhanfi High Lightning £17.50 ~ ~ 

Ruoeauerr Rulebook. . £595 Invasion ~ a i f h .  . . . . . . . . . . .  f8.95 
Cuitr of Prax. . . . . . . . . . . . .  €595 Fifth Frontier War . . . .  £11.50 

. . . . . . . . . . .  . . . . . . . . . . . . . . . .  Cuitr of  Terror £7.50 Striker f8.50 
. . . . . . . . . . . .  RuneMarferr. £3.95 TRAVELLER BOXED FIGURE SETS 

. . . . . . . . . . . . . .  Trollpsk £14.50 Set 1 :  Adventurers ' Set 2: Military 

. . . . . . . . . . . . . . .  Plunder. £3.95 Set 3 :  Ship's.Crew Set 4: Clllzenr ' 
. . . . . . . . . . . . . . . . .  . . .  Foer £8.50 Set 5: Alien3 Al l  U .50 pa Box 

. . . . . . . . . . . .  Borderlands £12.50 TUNNELS&TRDLLS 
. . . . . . . . .  . . . . . . . . . . . . . .  Griff in Mountain t11.50 Boxed Set ffi.50 

. . . . . . . . . . .  RUNEOUEST BOXED FIGURE SETS T & T Rulebook. 0 . 5 0  
. . . . . . . .  Se? 1: Humanoid Adventurers ' Set 2 :  Grimtoothr Traps. £350  

~dventurerr  ' Set 3 :  Trallr ' Set 4 :  City of Terror.  . . . . . . . . . . .  a 5 0  
. . . . . . . . . . .  Beart Men ' Set 5 :  Draponewtr ' Set 6 :  Sea of Mystery £250 

Humanoids & Aldrvsmi ' Set 7: Flvina Blue Fros Tavern . . .  fZ.50 
. . . . . . . . .  . . . . . .  cr..tur.. : AII 5 . 5 0  pr 60; sewerr 07 oblivion a .50 . . . . . . . .  . . . . . . . . . . . .  ~ u d g e  orsdd. m.95 Deathtrap Equalirer. £2.95 

. . . . . .  . . . . . . . . . . . . . . . . .  Msre t3.50 SpacsOpwa Boxed Set. W.50 . .  . . . . . . . . . . . . . . .  Q~ warr £3.50 ~ungsons & Drwons Basic Set m.25 
DO I I C  Y I INnmFnE OF OTUFm ITFMS .. - .......... - ... - ...-....-...- 

MAIL  ORDER: Pleare add 50p to  all orders for p&p in the UK. 130% for overrearl. 
orders are normaliv desoafched within 3 &vr. but oleare allow "0 to 28 days 
C H E O U E S ~ ~ ~ .  &hie to RIEDER DESIGN. 
CATALOGUE:   or our complefe catalogue. send a stamped sddrerred envelope. 
and 20p in stamps. 
DISCOUNTS: Mail Order & Visitors receive a dlwovni card worth 7%%. C l u b  & 

, school3 an applicarion. may haveadi%countcsrdworth upto 15%an bulkpurchaser 

Pleare mention WHITE DWARF when replying to advertisements 
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WHITE DWARF 
CHRISTMAS COMPETITION 

Dungeons &Dragons has come a long way since 1975 when it first appeared 
as three mlebooks in a box. Now there existsExpert andAduanced editions 
and, more recently, licenced use of the game title by several companies. 

The most recent licenced product is an Advanced Dungeons §'Dragons 
cartridge for the Matte1 Electronics Intellivision home video game system. 

Now White Dwarf in conjunction with Mattel Electronics (UK) have 
created a special Christmas Competition in which the first six correct entries 
opened after the closing date will each receive an Advanced Dungeons t3 
Dragons Intellivision cartridge. All you have to do is consider the questions 
and send your answers on a postcard, or the entry form, to: 

White Dwarf Intellivision Competition, 27/29 Sunbeam Rd., London NWlO 

All entries must be receivcd by 15th December 1982. 

Advanced Dungruns & Dragonsa is a trademark of TSR Ilobbics, Inc. 

Mattel Elrchonics" and lntrllivision~ are tradcmarkr of Mattel, lnc. 

I I :  When was thc first issuc of White  1 
Dwarf published? . . . . . . . . . . . . .  

2 :  Which issue of White  Dwarf featured I the interview with Gary Gygax?. . . .  I 
I 3: On what film is a new MnttelElecbr-  I 
I onics InteNivision cartridge based? 1 

. . . . . . . . . . . . . . . . . . . . . . . . .  1 4: Haw many Matte1 Electronics Intelli- I 
uision Major 1.eague Sports Network I cartridgcsarccurrently available? . . .  I 

. . . . . . . . . . . . . . . . . . . . . . .  Name: I Address: . . . . . . . . . . . . . . . . . . . . .  I 
I 

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

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

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

L.-.- . . . . . . . . . . . . . . . . .  3 
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, S.P.I. All current ly  available titles in s t a k  now! 
Hurry wh i l c  r tocks las t  - many  t i t les m a y  disappear for 

' evcr! Some already havc. 

Piece together an endusivc jigsaw 
f r o m  our extensive rangc. 

Puczles. Chess, Backgammon, Mah Jong, 
Or ienta l  Go, magazines, books, counters, dicc, 
accessories and m u c h  m u c h  morc  at: 

13 Forest Rd., Edinburgh. Tcl:  031-226 3354 
156 Buchvlnn St., Ghsgow. Tcl: 041-332 1518 
103 Grey St., Ncwcastle upon Tyne. Tel: 0632 612999 

A STUNNING NEW 75mm 
SCALE FIGURE SERIES 

Long ago on Ephaxis. twe l l h  planet o f  Striur. dwel l  r h r  
Yprok. Intelligent and civilized. they peopled the 
fertile p l a n  o f  S h o o d  Artrofanrasla tells their s tory .  
A$ the range increarer, their culture. their 
technology. their ruperrt i t ionr and their 
barbarity wi l l  unfo ld  a framework o l  
characters around which your 
#magination can conlure a 
whole civi l isat~an. 

T l l i i  t h ~  firs, release rhowr G e s k  the Mangadon Slayer. His 
task war t o  reek ou t  and destroy these v ~ c i o u r  carnivores w h o  
raided the villager o f  Shood in b loody forays f rom the swamps. Here 
G e c k  has came upon a mangadon lair and i s  about to  destroy i t s  Fgga p y  Artisan 
whl-n the te r rh le  crcature returns enraged. 

The concepf of this series i s  unique, the standards u f  r c u p t u r e  and detailing are 'T 
h g h .  The imagery is m a r v e ~ ~ o u i .  The k i t  comes ar a set of whi te  metal castings far 

6 OVERSTONE COURT 
each figure, a detailed rest" bare and a hardwood display stand. 

ESTWOOD PETERBOROUGH 
Future releases include Skey the Assassin; Yohra Lord of the Dark 
Forest; Djarot - Guardian of the Eastern Shore. Telephone: Peterborough 268182 
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Mr Steven Johnson is  pleased t o  announce that he is  
now in  a position t o  offer the first in a series of Dungeon 
Floor-Plans. The first dungeon comprises approximately 
300 rooms and one mile of passages on six levels. 

This dungeon is  suitable for use in any fantasy role- 
playing game, is capable of expansionand comecomplete 
with notes. 

Your copy will be dispatched on receipt of cheque or 
P.O. t o  the value of f2.00 made payable to:  

S. N. Johnson. 12 Mulgrave Road, Worsley, 
Manchester M28 4RW 

THE &'-. 
GAMES SHOP 

Pat and Bill Forster would like t o  
wish all customers and friends a 

Merry Christmas 
and a Happy New Year ! 

818 LONDON ROAD. LEIGH-ON-SEA 
Tel: SOUTHEND 7 3 3 0 8  

Open 9.30-1.30 and 2.30-5.30 

. 

GAMES- FIGURES- RULES- DICE 

GAMES WORKSHOP, AVALON HILL, TABLETOP, SPI, 
GDW, FGU. SPACE OPERA, NEWBURY. MAGAZINES, 

T&T, D&D, TRAVELLER. WRG. RUNEQUEST, 
CITADEL, MINIFIGS, HINCHLIFFE, ETC. 

MAIL  ORDER ADD 10%. MIN. 50p. FREE OVER f 2 0  

D. HEWINS MODELS & HOBBIES. 
7 EAST SAINT MARY'S GATE, GRIMSBY, j(C SOUTH HUMBERSIDE. 0472-47088 * - 

Are you . .  . 
. . . Lost in  uncharted space? 

' . . . Marooned on a desert island? 
. . . Alone in  a godforsaken wilderness? 

Do you.. . 
. . . Want t o  find out about local games clubs? 
. . . Want t o  contact other gamer5 i n  your area ? 
. . .Want t o  exchange ideas with other referees? 

I f  the answer to any o f  there questions i s  yes, then QUEST can help 
you. QUEST is a contact service for role-players in  thc UK. QUEST 
offers an easy method o f  finding new playcrr, DMs, pen-pals and Gamcr 
Clubs. Whether you'rc looking for Wizards or Warriors, Space Pirates or 
Spier, Aliens or Mutants, QUEST can f ind them for you. 

Al l  you have to  do is rend your name & address, a list of the role- 
playing games you play, and a cheque/PO ior £1.50, payable toQUEST. 
We will rend you a quarterly listing of gamcrs and game clubs. 

So act now, join QUEST and open up a gateway t o  adventure! 

Send immediately, or sooner, to: QUEST, 2 Errex Court, Hammerrmith 
Grave, Hammerrmith London W6. 

TUNNELS &TROLLS 
L&de bCuvill~l as i t s  

ter wo;lds of hero~c lantasy. rn 
enture Tunnels & Trolls w~l l  t 

unexplored planes of exlstenc 
q expertences awalt you - ett 
lvldual as Dart of a arouo And 

I don't get in the way  So c&e: brave warrior. a 
whole new world awaits you ... I 

I Tunnels & Trolls Boxed set .............. . . . .  .. . C6.95 
Tunnels & Trolls Rules only ........................ . C3.95 
A SELECTION OF OUR SOLO ADVENTURES I 
Naked Dmm C2 25 City ot Terror C3 9'1 
Sorcerer Sallalre C775 Sewers ol Obl8vton f 3  00 
Swrd For Hlre f2 50 SeaotMyslery C? 50 
Arena of Khalan C7 50 Blue Froq Tavern r7 50 
~ewnd me slivered pane r3 00 ~ i i t y  wood ( 2  io  

GM CONTROLLED DUNGEONS 1-1 Castle Wardr - GMI ~ntroductory 
ADVENTURES xenario t o  Dungeon of the Bear 50p 1 A b v s  

Uncle Uglier Underground. . . E1.50 
Catacombs o f  the Bear Cult . . £3.00 

I Goblin Lake I T &  T Character Sheetr. . . . . £1.50 
circleof lee Grimtooths Traps. . . . . . . . E3.75 

NOW ONLY /NEW FROM FLYING BUFFALO I 
I 75PEACH I BERSERKER 

A completely new, exciting and colourful board game for two 
players. Become the armed forces of mankind in a struggle 
against the fearsome robotic dreadnoughts from space 
whore sole intention ir t o  destroy Earth. Become the aven- 
ging Berserkers, planning their attempt t o  wipe out this 
source of conflict. Components include playing map, space 
Tracking Sheets, ful l  colaur die-cut counters. rules, book 
and die. Complexity level: Fairly easy to  intermediate. 

AVAILABLE NOW. only £7.95 

P 

THE MORROW PROJECT 
The role playing game of mankind's last fight for  survival in 
the aftermath o f  nuclear holocaust. An all new, exciting game 
svstem desianed t o  test vou t o  the l imi t  - CAN YOU 
SLRVIVE? on ly  ffi.95 
LIBERATION AT  RIVERTON- ftrrt o farer~era fcompete lv  
r e f  conta neo scenerlor for theMorror* Project Canbeplayea 
as a s n o e  sass on fwe-fmht or ar Dart of  vour on~onno - - 
camoalgh Ava,lable N O W I ? ~ . ~ ~  
MORROW PROJECT - GMr screen uno charts. U.50 
Availble now. 

SPECIAL OFFER 
When replying, if you will kindly tell us where you 

saw this ad., we'll send you a TUNNELS &TROLLS 
Pencil with your order. ABSOLUTELY FREE 

I We are also U K d~str~butors lor the complete ranqes of games lrom 
CHAOSIUM PRODUCTS STEVE JACKSON GAMES 

MIOKEMIA PRESS ADVENTURE GAMES INC I 
Send SAk tar calalogue and prlce ltst 

Please make all p.?ymenls {cheque P 0 I lo 

- - 
PO Box 100,. Bath Street. 
Walsall, W. Midlands 
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0 Special Offer 
,"r~sa,e,"b,lmeaio",gamcr 0" ,c* ~ng,,~co,,,alnioe,allrol"ln"aiiy*i,yimrs."a,ladiP,nr"."* Send * New Arrival ~e',,,rtmpra 161msBa M ~ ~ ~ ~ ~ ~ ~ , ,  rc)roraioi iylOr,rPLw,t~OroersOICr~~oo~ ESDEVIUM GAMES (6W) 
M I , L O R D E R C H A R ~ L S . " X I B B B O , " " ~ O , C ~ ~ A ~ ~ ~ ~ "  rba,ina"er-porll,ee 185 Victoria Road 

R Role Playing Rules o ~ , ~ ~ ~ ~ s ~ ~ . ~ ~ M ~ ~ - A ~ o , ~ Y .  ,M,M,MM~MMMOPJ L ~ ~ ~ ~ ~ A ~ M ~ ~ ~  A O d l F ' .  ALDERSHOT Hants GU11 1JU 

W 
(m,n ,mum~i~  ~ , ~ ~ ~ i ~ ~ ~ ~ ~ n ~ ~ ~ ~ d ~ r ~ ~ , ~ ~ ~ ~ ~ ~ ~ ~ ~ c ~  5 o ~ ~ r r r p t i a o  iln8 PO* ii yarnex dnd rowl Tel: Aldershot 311443 

S PlaysSol0 P ~ ~ ~ ~ ~ ~ ~ ~ c s ~ ~ ~ ~ ~  piease or (evenings) Farnharn 722269 

8 Boardaame " b%,,..h L.7.. r - - 
M Miniature Rules yournay phoneordersand pay by ACCESS -NO POSTAGE ON MANY GAMES FOR 
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T rnoows 

10 QUEEN STREET 
BRIDLINGTON 

SHOP OPEN 7 DAYS THROUGHOUT SUMMER MONTHS 

GA1 HOPOLITE Bell Cuirass DUNGEONADVENTURERS 
GA2 HOPOLITE Linen Corselet .?Pnntne!J 25mm DAI CLERIC staf f l~antern 

DA2 WIZARD StaffITorch 
Separate Helmets Shields DA3 HERO Halbard 
Corinthian Plain Shield DA4 DWARF Axelshield 
lllyrian Shield with Canopy DA5 HEROINE SwordIShield 
Thracian DA6 BARBARIAN Sword 
Attic DA7 SWORDSMAN Great Sword 
FOOT FIGURES 20p each, 18p when buying 10 or more DA8 BARBAR IAN Two Axes 
HORSES 30p each, 27p when buying 10 or more 

ARABIAN KNIGHTS 
GHCl Hopolite Cavalry AK1 SINBAD 
TPI Thracian Peltast AK2 MERCHANT Simitar 
SA1 Scythian Bowman AK3 CABIN BOY Knife 
TC1 Thessazian Cavalry AK4 WIZARD 
GA1 Greek Archer with Lion Skin Head Cover 
GS1 Greek Slinger with Pelte (Shield) JASON & THE ARGONAUTS 
The Start of a New Range of Greek 25mm Figures JA1 JASON SwordIShield 
SEND S.A.E. FOR FULL LISTS 
TRADE ENQUIRIES WELCOME A L L  25p EACH 

DRAGONTOWER! 
FIGURE CARRYING CASES 
A convenient and safe way t o  carry and protect 
your painted figures - 

DRAGONTOWER! carrying cases feature: 
* Individual foam compartments for 30 figures. 
* Small, compact, shockproof case. 
* Carrying handle and snap clip locks. 
* Safely holds most figures up t o  60mm high! 

QQ ,: -*!.:- % 

DRAGONTOWER! figure carrying cases £4.95, 
post free. 
From Peacock Games & Leisure Ltd., 
16 Abbotts Walk, Neath, SAlO 7DB 

TRADE 
ENQUIRIES 
WELCOME n 
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OTHER WORLD ARTIFACTS \ 
Designed by C.J. Bulis B.A. (Architecture) 

Doorway as included 
in  boxed set 1 

Cavern archway 
over 20  rcale ft. high) 
on individual item l i r t  

Just for you: A 25mm scale construction system of  highly detailed 
cart stone pieces that can be arranged to form almost any dungeon 
layout three dimensionally, complimenting the quality of your 
miniatures for  maximum realism. Al l  pieces come ready tinted, but 
can be easily over-painted to  suit your own colour scheme. 

SET 1: 220 scale feet of polygonal rtone walling sections (1 0 scale 
feet high), 3opening doorr,onertraightand onespiralstone rtair- 
care & 2,975 scale rq. ft. o f  rough slab flooring pieces. 
This boxed set far £7.25 inc. p&p. 
SET2: 145rcalefeetof cavernrock walling(av. ht. lorcalcfeet), 
80 it. ofwhich hasledges (miniaturescan actually stand on them), 
3 free standing rock pieces & 2.975 scale sq. ft. of flooring pieces 
(a diiferent selection than set 1). Only £5.30 inc. p&p. 
A l l  flooring piecer have 5 sa le  ft. reference grid. 

BOTH sets together for £11.99 inc. p&p (Mail Order Only) 
Orders to:  OTHER WORLD ARTIFACTS, Westmount House, 
49 Kingston Lane, Southwick, W. Sussex. 
Send S.A.E. for list of individual items 

\Please allow 21 days for delivery. TRADE ENQUIRIES WELCOMEJ 



- 

GAMES GALORE 
AT THE MODEL SHOP 190-194 STATION ROAD, HARROW. Phone 863 - 9788 

NORTH WEST LONDONS 
LARGEST SELECTION OF GAMES 

VISIT US FOR YOUR SF - FANTASY WARGAMES NEEDS 

* Avalon Hill * Marshall Ents. W.R.G. 
Chaosiurn * Paranoia Press T.S. R. 
Citadel * Orisek Industries * Standard Games 

* Osprey Steve Jackson * S.P.I. 
* Nova Hurnbrol * Ral Partha 
" Judges Guild Bellona * Milliput 
* Newbury * Yaquinto * Metagaming 
* Games Workshop * G.D.W. * Quarterdeck Games 
* People's Wargames * Command Perspectives 

Shop Open 9.30 - 6.00. Wednesday 9.30 - 5.00. 
Mail Order Cost: Under £3.00 : 80p;£3.00 - £6.00 : E 1.00, £6.00 f10.00 : £1.50; 
£ 10.00 - £20.00 : £2.00. Over £20.00 Post Free. - 
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mntrolr the srtsn of  l b M  A 
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P A I  mi . f  painting ~ , \ ~ l ~ i ~ h t ~ ~ / z  ~="d.d sword 
FA2 Headsman with arc PAl5Enrhnntrcsa 
FA3 LIIMaidcn PAl6Cohlin with nxr  
PA4 Uwnrfcmyingsack FAl7Wrmith 
FA5 O I c  with bOlhoak PAl8Chc Chisffun with marc 
FA6 O I c  with club PAl9Armourcd Keptilc 
FA7 Hero charg?mgwith sword P6 'Beagle Adventurer‘ 
PA8 Hero with mace Hitrhhlkra 
PA9 ~ n g e  casting rpdl PI Arthur ~ c n t  
F A I O C I ~ ~ C  ~ i t h  nrll P2 Yurd Prcfcc~ 
FA11 Prmdr Armaain PS b p h o d  Berhlcbrox 
PAl2Duarfwith hsmmrr P4 Marvin 
PAl3i\nti-hem P5 Trlllian 

30p each - p&p 10% (minimum 25p) 
Send SAE for illustrated l i s t s  

DENIZEN MINIATURES 
1 Laurel Cottages, Kcymer, Hassocks, Sussex BN6 8QT 

Trade Enquiries Welcome 

MINIATURES 
UNlT 14, ENGINEER PARK, FACTORY ROAD, SANOYCROFT, 
CLWYO CH5 200. Tel: 102441 W701tI380226 

ORCS 
. . . . . . . . . . . . . . . . . . . . . . .  CM21 Orc 14 variants 28p 

CMZlA Orcwith Two-Handed Weapon 14variants . . . . . . .  28p 
. . . . . . . . . . . . . . . . . . . . . . . . .  CMZl B Orc Leader. 3 3 ~  

. . . . . . . . . . . . . . . .  CM21C Orc Witch DactorIShaman. 28p 
. . . . . . . . . . . . . . . . . . . .  CM21 D Orc Standard Bearer 33p . . . . . . . . . . . . . . . . . . . . . . . . .  CM21 E Orc Archer. 28p 

CM21 F Orc with Crossbow . . . . . . . . . . . . . . . . . . . . .  28p 
. . . . . . . . .  . CMZlG Giant On: seperate weapons & sh'ields. 55p 

CM22 Ore on Giant War Wolf: 2 variant figr: 2 variant Wolves 
and seperate weapons. . . . . . . . . . . . . . . . . . . .  80p 

NEW ORCS NEW ORCS NEW ORCS NEW ORCS NEW ORCS 
CM21 H Orc Bodyguard 4 variants . . . . . . . . . . . . . . . . .  30p 
CM21 I OrcStandardBearerw.sepe~tenandard.6v~iantstds 33p 

. . . . . . . . . . .  CM22A Orc General mounted on War Wolf. 85p 
COMING SOON: PHONE FOR RELEASE DATES & PRICES 
CM2ZB Orc War Chariot pulled by 2 Warwolves with 3 Orc crew 

THE DUNGEON PLAN SYSTEM WHICH YOU CM22C Orc Generals' War Chariot AIA but crew of General1 
Std. Bearer & Driver 

CM21 J Orc Champions . . .  .Set o f  four individual Orc Champions 
FOR RELEASE EARLY '83 
CM21 K War Drum & Drummers CM210 Orc King on Skull Throne 
CM21 L Catapult & Crew &Attendants 
CM21 M Bsllista & Crew CM21Y Weapon Packs 
CM21 N Battering Ram & Crew CM21 Z Battle Standards 
ORC SETS 11 figs: 4 x  CM21: 4 x 2 1 A  & CM21B. CM21C. CMZlD 
. . . . . . . . . . . . . . . . . . . . . . . . . . . . .  £2.88: Save 30p 

ORC UNlT SET 31 figr.All variants of CM21 & CMZlA& CM2lB: 
C & D. . . . . . . . . . . . . . . . . . . . . . . . . . .  £7.91 : Save 87p 
ORC ARMIES - From small groups to gigantic hordes. Flexible syn- 
em allows custombuilt armies to bearrembledstgreat discounts tool 
Please send SAE for details. 250 for our full l i s ts  

MAIL ORDER: 10% P & P (mi". 25pl. Orderroverfl5.00post freel 
Overseas: 33% Surface Mail: 50% Air Mail lfl.OO minimum) 

J 

"' Gameskeeper 105 COWLEY ROAD 
OXFORD 

TEL: (0865) 721348 U-mw bZJ \=-1 
I was thinking the other day i t  might be an idea for December to  

have one of those informative advertisements - you know what I 
mean, columns of tiny print with the names of gamesand accessories 
and prices and so on. But they're not very interesting are they? So 
i f  you care to, look at other people's ads, and you can take i t  that 
we've  got those things too - and some more, most probably - and 
that the prices are the same or even a bit less. 

Having raid which i t  only remains for Carol and me to wish 
everyone who reads this- and, come to  think o f  it, those who don't: 
a very 

7 
FIRST FLOOR. 

OXFORD ROAD, MANCHESTER. 
JOHN BENNEY 

DUNGEONS & DRAGONS, 

38 WESI STREET. DUNSTABLE. BUM. Id: (0582) 606041 ENGLISH & AMERICAN SCIENCE 
STOCKISTS OF DUNGEONS & DRAGONS - FICTION BOOKS, MAGAZINES, 

T R A m  - RUNEQUEST - SPACE 0- - POSTERS, CAPS, T-SHIRTS, ROCK 
BUSHW) - AFIERMATH - TUNNELS & TROLLS - BOOKS & POSTERS. 

CHAMPIONS - PIRATES & PLUNDER - 
MAN, MYrH & MAGIC The Precinct Centre is located s half mile down 

ALSO: AVALON HILL GAMES AND OTHER 
Oxford Road at the junction of Booth St. Walk 
under the Phoenix and up the escalator. We are 

FANTASY & SCI-FI BOARD GAMES. on the right. 

25mm FIGURES BY CITADEL & CHRONICLE 
15mm FANTASY ARMIES - COOD OR EVIL MONSAT. 9.30 A.M. TO 5.30 P.M. 

STARTER PACK INUUDES MIDDLE EARTH 
RULES, JACOBFIE FIGURES AND DICE 

E8.50 INC. POSTAGE 



NOW ONLY NOW ONLY NOW ONLY 1 $6.95 I $4.95 I $5.95 I f5.95 

See t he  Games Workshop range o f  games a t  y o u r  l o ca l  store now :  
Apocalypse, D o c t o r  Who, Judge Dredd,  Quirks, RuneQuest, Traveller, 

Val ley o f  t he  F o u r  Winds and  Warlock. 

TRAVELLER DELUXE SET NOW ONLY £8.95 
Now you can begin your own adventure on alien worlds or 
aboard the starships o f  the far future with Traveller the 
classic science fiction role-playing game. 
The Deluxe set contains everything that you will need t o  
begin your adventure: an easy-to-follow guide to adventure 

TRAVELLER 
Science- Fic tion Adventure in 

with Traveller, a full colour starchart o f  the Spinward 
Marches space sector, and a special introductory adventure the far future 
The Imperial Fringe. The Traveller rules are contained in 
three easy-to-read, programmed booklets that describe 
player-characters, personal combat, starshipsand space travel Solomani Rim: Supplement 10 (GDW): 16 pre-generated 
aswell as the alien worldsof theuniverse-all foronly £8.95 subsectors + world data and background for Earth and the 
NEW FOR TRAVELLER Solomani Sphere including the Fifth Frontier War. £1.95 
AVAILABLE NOW - at last the Traveller Basic Set is back Rescue on Galatea (FASA): The rescue of a kidnapped Mer- 
in print - £5.95 chant Prince i s  hampered by the climate on Planet Galatea 
Chamax Plague/Horde: Double Adventure 5 (GDW): In  and i t s  strange indigenous race - the Jessa. £3.95 
which the adventurers encounter a startling and rapacious Trail o f  the Sky Raiders (FASA): The second adventure in 
alien life form. Chamax Plague requires role-playing skill to the Sky Raiders Campaign involves the adventurers in a 
survive. Horde offers the relief o f  blast-and-slay adventure. kidnapping, scientific mystery and ancient secrets. £3.95 
For 2-8 adventurers. f2.50 The Traveller Book: A t  last, the Traveller game system 
Divine Intervention/Night of Conquest: Double Adventure between hard covers! Includes Traveller rules booklets 0-3, 
6 (GDW): A planet ruled by a religious dictator i s  one plus appendices and two adventures. £9.95 
scenario. Adventurers attempt t o  fake a message from a Best o f  the Journal Vol. 2 (GDW): Selected articles from 
deity to help exploit the world. In  the other adventure, Journals 5-8 including profiles o f  the Aslan and Vargar, 
players get caught up in  an invasion of a friendly planet adventure situations and feature situations and feature 
by hostile aliens . articles. £2.95 
Broadsword: Adventure 7 (GDW): Action aboard the Broad- Traveller i s  published by Games Designers' Workshop and 
sword class of Mercenary cruisers during the Fifth Frontier printed under licence in the UK by Games Workshop Ltd. 
War. For use with Mercenary, High GuardandStriker.f.2.50 I f  you experience any difficulty in obtaining the Traveller 
Prison Planet: Adventure 8 (GDW): A completely detailed adventure or play-aid of your choice, simply send an SAE 
penal colony on a remote planet from which law-breaking for a price list and mail order form to: Games Workshop 
adventurer, can plan dramatic escapes. Ltd., 27-29 Sunbeam Road, London NWlO 6JP. . 

Please rnentlon WHITE DWARF when replying to advert~sernents 

-- 2 - -- - - - 



. . . . . .  . . . .  - ,  . .  - 
noWni@'+$d:&& fight .&&.wry -through trouble .and 
advdty'tb: r+xh ~~, coUectiw gdd, magic and fatme 

dona the way. "$hey. can develop u-formidable fighters, clever 
nqi&&,,&lc'nn prier&, dchqmists, thieves, scholars, or d . , . o f  ~cm.~.m~e$~h~tujro~ittowhatacharncter can do! .. !. . . . . . .  .; 

Hunians and non-human charrrcters play side-by-side. You - i . . ~, 
 play an an elf, dwarf, mbrataur, or other humanoid; :,::.)~ :; 

" .Be 
L 8 y d  prefe somethingmare exotic, you c&n wen be a is =..;;> i@m or a unimrnt Referees are responsible for *: 

i l e g  scenarios, thougb players can go on solo :$j++33 
'adktures an.weU. A scenario is a aingle adventure .~':?i# 

which might be a raid against monsters, a quest for :- . ah.lt &.:& 
~ o ( n i a g i & e , .  a caravan, or ambushing s ,. 3% . ...+ 
a dragon. This boxcd set contains everything ' f"S 

p': '. aegied ta set up s&&h adventures: .. J: $$$ L-'" 
-$it& &e:casy piel, of Basic Role-PIaying, the fun .... 1 :  .~ : : 

* . I )  : '> . ~ ,group play. & games become more ' ,. ,.. .. ; ..? 7 

jh@.RuneQwsf book expand the rules to '&; ., :! 
c o m $ ~ t e a n & ~ p d ; ~ n t U p c a  Fatlgs adds ready-to-roam monsters. 8; ~. :; 

with six special %kS, R ~ N E Q U W T - ~  rrady to play, Just add a pencil! . . .  

- .  - As a fantby role-pIayinegaui4 RUNEQWST tncsurcrger ca-operation hctwcen p1a)irn. , :! 
: Adventuren will spend many h&py h b ~ , b u i l d & c b t e n  and exploring the unknown. . ~.. . . %, - 



4- - .  5%-+ & yi i  '-4 b . 

TSR's STAR FRONTIERSTMgame 
-the 'playable' one - - 

~ . ,  . . . . . .. 
The new STAR FRONTIERS'" science fiction role play 
ing game from TSR is a real breakthrough. We've 
deliberately kept the basic rules and character estab- 
lishing stages as short as possible, so you get into the 
game faster. Then, STAR FRONTIERS" game offers 
almost unlimited adventure development with a giant 
60 page expanded games rule book coverinq character 
progression, skills, movement. exoanded combat 
vehicles and vehicle combat. creatlng creatures. 
equipment, frontier societies, and w ~ t h  guidelines for 
refereeing and creating an adventure. Don'tsettlefor 
anything less than STAR FRONTIERS' game - it'll 
changeyour opinion of science fiction role playing 
games. 

Available from better games shops now, or write to: 

STAR FRONTIERS 15 .I lrdd 

- 

TSR Hobbies (UK) Ltd, 
The Mill, Rathmore Road, 
Cambridge CB1 4AD 

cm;lrh owned by TSR Hobbles lnc 
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