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FANTASY SPECIALS
Dungeon inmates and artifacts both
for games and dioramas.

CIT/.\DLL
g -
MINIATURES
FIEND FACTORY
A superb range of mythological and
fictitous beasts for the discerning
fantasy gamer
FF1  TheFiend.............. 55p
FF2  Slime Beast with Sword. . 40p
‘ FF3  Hook Horror............ 55
| FF4 Crabman........ .
: FF6  Phantom Stalker ... .
] FF6  Giant Blood Worm. £1.00
: FF7 DeathWorm ...... ..35p
FF8 Volt.......... ..35p
FF9 Carbuncle. .. ..45p
FF10 DevilDog. .. ..22p
FF11 Grell ......... .. 40p
FF12 AssassinBug.. ..30p
FF13 Bonesnapper .. ..35p
‘ FF14 Cyclops................ 35p
‘ FF15  Hill Giant swinging Club . 45p
FF16 Giant Troll attacking with
Spiked Club .......... 1.00
FF17 Minotaur. . .55p
FF18 Wraith. ... ..22p
FF19 Werewolf ............ .. 22p
FF20 Goblins charging with Swords
and Shields (3 figs} 55p
FF21 Goblins attacing with Axes
{3figsh . ...ooviin i aian 55p
FF22 Goblins firing Bow (3 figs) 55p
FF23 Goblins advancing with
Spears {3figs) .......... 55p
FF24 Red Orcs in Chainmail with
Swords (3figs) ......... 5
FF25 Red Orcs attacking with
‘ Swords (3figs) ......... 5p
‘ FF26 Red Orcs in Plate Armour
‘ with Swords (3 figs) ... .. 55p
; FF27 Red Orc with Spear mounted
‘ on Giant Tusker....... 1.00
| FF28 Red . Orc in ~ Chainmail
mounted
on Giant Tusker ....... £1.00
\ FF29 Red Org in Plate Armour
mounted on Giant Tusker
FF30 Zombie
FF31 Satanic Angel
FF32 Golem........
FF33 Great Fire Drag:
.- (4 pics)
FF34  Chimaera (3 pics}). .
FF35 Manticore (3 pics) .
FF36 Medusa............
FF37 Warrior of the Stone.
FF38 Giant Rats{3figs) .......
i FF39 Amazon Berserker with
i Dagger ............o0.n 220
FF40 " Berserker with Sword. ... 22p
FF41 Centaur Chief with Sword 70p
FF42 Salaman Warrior advancing
. withPike,.............. 22p
4 FF43 Salaman Warrior attacking
withPike..............0 22p
i FF44 Salaman Warrior at ready
! with Pike. . ... ... 22p
FF45 Salaman Warrior advancing
withSword ............ 22p
FF46 Salaman Trooper with Lance
mounter on Giant Strider
3pics). .iveein £1.00
: FF47 Elite.Salaman Trooper with
. Lance arid Axe mounted on
Giant Strider (3 pics) ... £1.00
FF48 Desert Raider with Sword 22p
FF49 Giant Spider............ 45
FF50 Giant Scorpion ... ..
FF51 Tentacled Crawler
NEW
EF52 Skeleton Warrior 22p
FANTASY ADVENTURERS )
A -new range of -intrepid heroes
available for fearsome adventures.
Fighter in Plate Mail wlxh
Sword .22p
‘'FA2 Wizard with Staff . ..., .. 22p
FA3  Cleric with Cross and
ace. ... ...
FA4  Sneak Thief with Dagger . 22p
FA5  Druid with Sickle...... .. 22p
FA6 - Bard with Sword and Lute 229
FA7  ‘Monkwith Staff ........
FA8 - Ranger with Sword and
. BOW . .ovyeiveiiiiiinn p
* FA9 Barbarian with Two Handed
Sword.................
FA10 Paladin with Sword.
FA11 lllusionist ..............
FA12 Ninja (Assassin) with
Sword................. 22p

Star Lane Pirate Girl- wnth
Lasef Pistol. . .. ......... 22p
Star Lane Pirate Girt on Jet

FF17 FA0

FA1l

T'Rana (Reptilian} Advanczlgg

FAIS

PERSONALITIES AND THINGS THAT GO
"BUMP” IN THE NIGHT
ES1  Evil Wizard Casting Spell . 22p

FS1 Dungeon Doorway ...... 70p ES2 Super Hero Hwnh Axe sgn
FS2 Magic Mouth Doorway . £1.00 Super Heavy Horse. . ... ..
Egi Dergwon Floor Trap Y €S3 Ba(ljr?/s':\dvancmg with Sgoag
LivingWall. ...... .an iP. v
FS5 gld Wizard on Throne readmg DARK AGES Egg \(’l\llenc glgakecli with Staff ng
ook Lectern (3 pics). .. £1.00 inged Gremlin ........ P
FS6 ES6 Patriarch Casting Spell . . . 22|
a,u r:geonTonuresswnh DA1  ArabCavalry Spearmen(3)55p] ES7 Serpent Cyeepe[g . P szp
FS7 Naked Girld bound Hand DA2 Arab Cavalry Swordsmen (3)| 'ES8 ZaftigMaiden........... p
andFoot............... 22D | man wlianeeee e ES9 Barbarian Hero with Long &
FS8 Naked Girls bound to Post, DA3  Arab Heavy Cavairy ShortSword ...........
Cross and Yoke (3 figs) . £1.00 | DA4  Arab Extra Heavy Cavalry. 459 ES10 Large Hill Trill Attacking wnh
FS9 Naked Girl hanging from DAS5 Arab Horse Archer .. ... 45p CIUD o ieeeinin 35p
Wooden Trestle (3 pics) .. 45p | DA6 Arab Spearmen (3) . ES11 Vallor Warrior of the Gods 3Sp
FS10 Naked Girl roasting on Spit | DA7 ArabJavelinmen (3) ES12 Vallor Captain with Shield: &
over Brazier (4.pics). . .. .. 80p DA8  Arab Slingers(3)........ Standard .............. 50
FS11 Hunchback Beggar on DAS  Arab Camel Archer. .. ... 55p| ES13 Assassin with: Cloak and
Crutch . DA10 Arab ‘Ghazi’ Fanatic Infantry, Dagger ... ...coooeen.. 220
FS12 Ornate Sarcophag 3 55p ] ES14 CountDracula.......... 22p
...................... DA11 Pack Camel ............55p1 ES15 Super Herowith Axe ....22p
FS13 Trapdoor and Floor Grill DA12 Byzantine Heavy Cavalry .55p | Es16 "Beowulf with Sword and
(2 pics) DA13 Byzantine  Heavy Cavalry ‘Shield...........iun... 22p
FS14 Dungeon Debris, Equipment Bowman(2)............ 45p | ES18 Adventuress  with
and Treasure (3 figs) . . . .. 35p | DA4 Byzantine  Extra  Heavy Sword... ... ...
FS15 RobinHood ............ 22p Cavalry ...oooovvvienens 45p | ES19 AngetofDeath:.....
FS16 Wandering Minstrel .. ... DAT5 Byzantine  Extra . Heavy] ES20 Mummy Advancing .
FS17 The White Dwarf........ . Cavalry Bowman........ 45p| ES21 Elf Princess. .- .
FS18 Rasputin the Mad Monk . zzp DA16 Byzantine Cataphract. . 45p ES22 Elflord................ 2p
FS19 Somhsayer _________ .22p DA17 Trapezitae Light Cavalry . 45p ES23 Shield Mauden
FS20 Naked Girl in Stocks . . . .. 55p DA18 Byzantine Heavy Infantry (3) withSword ............ p
FS21 Naked Girl in Pillory . Saon fo o e S P | ES24 Foregum, Barechested Super
FS22 Victim in iron Cage, Hangmg DA1S Byzantine Front Rank Heavy [ 1 A p
from Gibbet ............ 55p Infantry (3)............. 55p | ES25 Super Hero in Plate Armour
FS23 Tavern Table and Bench:. 40p DA20 Archers(3)...... ..56p | on Super Heavy Horse . . . 70p
FS24 Large Tavern Bed. DA21 Crossbowmen (3) ..55p | ES26 AdventuressonHorseback45p
Unmade ........... \...55p" | DA22:Javelinmen(3)..... ..55p | ES27 .Mounted Ranger. ... . ... 45p
FS256 Tavern Accessories (Chest, [ DA23 Staff Slingers(3)........ 55p | ES28 Gremlin War Party (3 figs) BOP
Sacks, Barrel, Ball, etc...40p | DA24 Norman Heavy Cavalry...45p | ES29 Sorceress Casting Spell .. 22p
FS26 A Hero's Armour Hanging on | DA25 Turkish Cavalry ......... 45p | Es30 Wraith................. 22
POSt. . oo, 22p DA26 Petchneg Light Cavalry ..45p | ES31 Dwarf Lord ) .. 22p.
FS27 Large Treasure Chest . 35p DA27 Russ Heavy Infantry {3) . .56p | ES32 Centaur Archer ......... 35p
FS28 Slain Adventurers (2) ....45p - | DA28 Slavinfantry3)......... 55p | ES33 Satyr (Pan) with Spear . .. 22p
DA29 Varangian Guardsman in Full ] ES34 Land Dragon. with Mounted
NEwW Armour (3)............. 55p Captain................ 80p
N £S35 Land .Dragon with Mounted
FS29 Expedition Mule. . . . . 50p COMING SOON - CAROLINGIANS Langer. - g ............. 80
ES36 Witéh..... ...
SPACEFARERS ES37 Monk with Staff 22p
S1. Star Patroiman with Laser . ES38 Sprite War Band (3 figs) . 55p
., Pistol......... ...l 22p ES39 Imp War Party (3 figs). . . . 55p
S2 Star Patrolman on.Jet C\g(:)le Y ES40 Werebear Attacking .. ... 85p
---------------------- P E£S41 Wind Lord with Spear. . .. 22p
S3 Star Marshal with Laser Rifte €S42 Paladin (Dismounr:ed) G 220
---------------------- ES43 Armoured Knight on uard
S4  Star Ranger with Autolaser GALM:TIC GRENADIERS with Sword g .........
...................... GG1 infantry Advancing - with €S44 Roomen War Party (3 flgs)SSD
S5  Bounty Hunter with Bolt Rifle Megawatt Laser. ........ 22p ES45 Earth Demon Hurling Rock 80p
--------------- P GG3 Infantry prone with Semi- ES46 Skeletal Undead War Band (3
S6 ~  Planetary Citizen 22p Portable Laser .......... 22p figsh. oo 55p
gg ;zmale Planetaryr?mzlan h22p GG5 Infantry with  Automatic ES47 Armoured Centaur  with
venturer  wit achine Grenade Launcher. ...... 22p Sword......... e, 45p
. Pistol and Power Glove. . .22p  GG7 Infantry with  Automatic ES48 Demon of Evil Law with
S9 Adventurer with Autolaser Missile Launcher .. ...... 22p Morning Star . .......... 22
. - and Force Sword. ........ 22p  GG10 Power Armour Infantry wnh ES4% TreeMan ........
S$10  Adventurer on Jet Cycle. . SOp SUnGUN. ..o 22p ES50 Enraged Wyvern . .
S11  Adventuress with Laser Pmol GG11 Power Armour infantry with ES51 Griffon, Rearing......... 55p
---------------------- Sun Gun Advancing prone22p ES52 Hill Giant with Club (SOmm)
g}% édveCtU'e;S on Jet Cdee 5OP GG15 Crewman with Laser Pistol, 1.50
tar Lane Pirate with Machine Standing. .............. 22p ES53 Siren, Singing
Pistol......... ... ... 22p G20 Mercenary with Assault Rifle, ESH4. Ghouls, Advancing  with
S14  Star Lane Pirate with Laser Standing. ... oe .o 22p Swords {3 figs) ......... 55p
: Pistol,................. p  GG23 Mercenary with  Grenade ES55 Enchantress............ 22p
$16  Star Lane Pirate with Bolt Launcher Advancing. . . . . 22p ES56 Enchanter, with Staff . ... 22p
Gun....o.ooil GG30 Shoantra with Needle Gun ES57 Frost Giant{70mm) ....£1.
$16  Star Lane Pirate on Jet Cycle Standing............... ES58 Bard, Playing Harp
---------------------- GG40 ESS59 FireGiant..............55

Werewolf .............. 22p

WIZARDS, WARRIORS & WARLOCKS

E111 Halfing Esquire (3 figs) .. . 45p
E112 Wizard with Staff ... .. .. P
E211  Wood Elf in Cloak firing Bow
...................... 22p
E213 Wood Elf in Reserve wnth
E215 }No?d Elf Command Pack, (3
S, ..
E231 Sea Elf in Chainmail and Cloak
..................... 22p
E232 Sea Elf in Chainmail & Cloak
attacking ... .l p
£311 Dwarf of the Anvil in
Chainmail  Attacking with
Mattock ............... 2p
E312 Dwarf of the Anvil, in
Chainmail, with Mattock -. 22p
E313 Dwarf of the Blue Mountains
Swinging an Axe......:.22p
E314 Dwarf of the Blue Mountain
withAxe..........¢.... 22,
E315 Dwarf Command Pack
(3figs). . ......ooiuiiin 55p
E511  Guards of the Citadel ....22p
E512 Southron Heavy Spearman
...................... 22p
E611 Goblin of the North,
Advancing with Spear (3 fig5s)
E612 Goblin of the North, Swmgmg
Spiked Club (3 figs)...... 55p
E613° Goblin of the North with Borw .
(3figs). ..o
E621 Goblin of the N|ght
Advancing ‘with Scimitar (2
figsh. ..o oo,
E622 Goblins - ef the Night,
Advancing with Axe (3 figs})
...................... 55p
E623 Goblin of the Night with aow
(3figs). ..ot 55p
E6256 Goblins = of ' ‘the  ‘Night.
Command Pack{3 figs} ..55p .
E631 Goblin of the South Swinging.
Axe (3figs). . i....... .65p
632 Goblin of the South with
Hollow Scimitar (3 figs) . :55p
E633 Goblins of the South with
. ‘Spears (3figs) .......... 55p.
. ‘E651 - Giant Goblin in Heavy Armour
G owithSword L. p
E652 . Giant Goblin in Heavy Armour
withSpear............. 22p -
Mounted Figures
£541 Lancer: of the March, in
Chainmail, Swinging Sword
Overhead .............. 45p -
E542  Lancer of the March, in

Chainmail with Lance up . 45p
+ Knight of the Dragon Lord 45p
Scuzbek Heavy Cavalry .. 45p
Wolf Rider of the Night, with
Axe, Mounted on Wolf. . . 45p

€591
E711
R641

E642 }Wolf Rider of the Night, with
* Spear and Shield, Mounted

onWolf................

EE91 - Great Wolf of the Night,
withoutRider........... 22p

MISCELLANEOUS

PH1 Light Cavairy Horse. . . ... 30p

MH1 Heavy Cavairy Horse. . ... 30p

1200 AD ’

Medievals and Vikings
AD1101 Vikings, Swinging Axas (3)
AD1108 Vikings Archer (3) .. ...
AD1107 Vikings, Swining

[ ) PN n.
Vikings; Striking with Axes
B) .o 55p
Vikings, Striking with two-
handed Swords (3) . ... 55p
English Longbowmen (3)

AD1108
AD1IN
AD1121
AD1122

AD1123
AD1125

AD1152
AD1153

English Men-at-Arms (3} 55p
English- Knight, Mounted,
with Horsecloth. ... .. 45p

French Men-at-Arms with
Swords(3)........... 55p
French Men-at-Arms with
Spears{3)............ 55

French Knight,
with Horsecloth.. . ... 45p
Spanish Armoured Infantry
with Swords (3)....... 55p
Spanish Armoured Infantry
with Bastard Sword (3). 65p

AD1155-
AD1160
AD1161

AD1165 Catalian Archers (3) .. .55
AD1166 Spanish Cavalry, with lance
................... 45p
AD1168 Spanish  Cavalry, with
Sword...........:... 45p
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You can tellagood company
by the monsters it keeps

Avalon Hill’s range of Sci-Fi and Fantasy games are designed for hobbyist and casual/'
player alike. Simple enough to be fun to play, but also challenging enough to keep

the most experienced player on his toes. Use your imagination — enter our realm of
Fantasy and Science Fiction.

W
L)

The strange planet in a future time where water is more valuable
than anything else — except spice. Spice, the miracle drug which
alone holds together the tenuous threads of intergalactic flight,
communications, trade and conquest. And the only place it is found
is on Dune. Who controls Dune controls the universe. For two to six
players who each assume one of the leading characters attempting to

The world where honour, valour and terrifying monsters walk
hand in hand. Where the terrain can change in a flash. And where
a keen eye will serve you well. You become one of the sixteen
characters, Witch-King, Knight, Viking et al, and endeavour to
survive and conquer. You will face other characters, mighty
monsters, magic spells, in your challenge to defeat the Magic
Realm.

£10.45 +90p P&P P

The phenomenon that
strikes terror and wonder
into the very soul.
Assuming they exist,
what is their nature? What
do they want? Who are
they? UFO is the game
where the aliens are in-
vading the Earth. Or are
they? A simple game that
is also a subtle contest of
bluff and strategy. Easily
learned, it is a good game
for beginners which also
rewards the skillful player
with victory. For two
players, age 10 to adult.
£5.95 + 90p P&P

control the planet. But beware the Sand Worm.
The horrifying gigantic creature that devours
anything that moves. You have never en-
countered anything like the planet Dune.

£10.45 + 90p P&P

STARSHIP TROOPERS

‘The future war where mankind must fight for survival
against a race who resemble only a ghastly travesty of homo
sapiens, and an even more terrifying enemy — the Arachnids.
Anthropods whose appearance is like a madmans concept of
a giant spider, but whose intelligence is highly developed and
who organise themselves like ants or termites. Facing them is
the Starship Trooper who, with his powered armour suit, has
the speed, manoeuvrability and firepower of a whole platoon.
A platoon of such men pack a punch like a panzer division.
Winning will depend totally on skill and players will, using the
programmed instruction technique, find themselves
developing strategies to make optimum use of the features of
each race. Even to making the best use of ‘cell’ and "tunnel’

} complexes. Whether you play the ‘Bugs’, ‘Skinnies’ or
‘Terrans’, you will never forget Starship Troopers.

£8.45 + 90p P&P

from AVALON HILL

All these games are available from your local Avalon Hill games dealer,
or direct from us by mail at: '

Avalon Hill U.K. Ltd., 650 High Road, North Finchley,

London N12 ONL. Tel: 01445 3044

TRADE ENQUIRIES WELCOME OVERSEAS ORDERS WELCOME

St -— iy Ead P
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A multi-player game that recreates MIDDLE SEA

the growth and conflict between ~ By T. Donnelly and W.K. Backhaus

Christian and Moslem empires of

the Middle Ages. Set in the

Mediterranean world of roughly

1200 AD, here is a game which fea-
tures economics, warfare and diplo-
macy. Components include a full
colour, 2 piece playing board, 280
counters, over 380 cards and rules book.

UK £13.95.

*"“‘%%***

ANTASTIC GREAT UNBELIEVABLE
| games from FGU for 1979

7

UK £7.50

Colony
Delta

By A.L. Gruen

" Available in the USA from

Fantasy Games Unlimited, Inc.
P.O. Box 182, Roslyn, N.Y. 11576
Also available in UK. from

:Games Workshop,

1 Dalling Road, Hammersmlth London W6

TGN -+

GANGSTER

By Nick (Crazy Nico) Marinacci & Peter Petrone.
0K Baby Face, this is where you get yours”
“Freeze Nico — I'd hate to see your suit get spoiled”
“Wait a minute Copper — maybe we can do a deal.”
“No deals Nico, I...”

To find out what happens next play Ganster,

the game where you become one of the

many colourful characters, on both sides of

the law, from history, or even in the present

day. This role playing game covers syndicates,
police and federal agencies, criminal activities,
technology and detection techniques,

criminal skills, in fact, all the elements¥avol-
ved in the ever present battle for law enforce-
ment. Relive the Prohibition, react to
Terrorist attack, build criminal organisa-
tions. All the excitement is here in one box.

The year is 2213AD. Man has expanded from his
humble beginnings to colonise far flung star systems.
The furthest such colony is Delta, the fourth planet
of a sun barely visible from Earth. Man has this rich,
fertile planet to himself. Until that is, the Sigma
Draconians, a giant insect-like race of extremely
intelligent beings decide to colonise the planet too.
But there is only room for one...

Colony Delta is an exciting, fast moving game of
conflict in a science fiction setting. For two players,
each depends upon exploitation of the planet’s
resources through farming and mining for survival,
while keeping the enemy off balance with his "
military forces. Basic and Advanced game rules.
Components include full colour 2 piece mounted
board, over 350 counters, player aid charts and rules
book. UK £11.50.

Please mention WHITE DWARF when replying to advertisements




ow to Lose
Hit Pomts...

...and Survive

by Roger Musson

W ere’s a problem for you; what have the following two
grouses got in common? The first is my own; that little
business of the strange fact that a dragon breathing 30
Wi points of damage at a helpless low-level magician and
dltto high-level fighter frazzles the one but fails to kill the other.
In White Dwarf 6 | queried whether gaining experience ought
really to have this asbestosising effect. The second complaint
comes from no less a person than Gary Gygax himself. His
objection (expressed in White Dwarf 7) refers to the widespread
and unrealistic practice of selling magic items to players. There’s
more than one D&D campaign with a ““Ye Olde Magick Shoppe”’
in it where parties may stock up with scrolls and potions for
very reasonable rates, and this, as Gary Gygax very rightly points
out, is neither credible nor desirable.

The answer: dissimilar as they seem, these two objections
stem ultimately from the same source, as this article will show.

0
4
i

Let's deal with the magic problem first. One question that has

yet to be asked is this — why does such a proliferation of magic

items arise? Is it just a lot of ego-tripping, comparable to.

souping the game up with “vibro-blades’’? No; much of it occurs
because given the D&D game system at present, a large amount
of magic is necessary to make a campaign work properly. Look
at it this way; suppose you have a moderately strong party in-
terested in hauling some decent treasure out of fifth level. The
first problem is getting the treasure; few DMs are goingto let a
party trick a monster out of its goodies, so that means a
fight. And assuming the party is not well-equipped with fireball
wands and the like, a fight means losing hit points, and plenty
of them. So after a tough battle, the party have got the treasure.
Now they have to meet the second problem — getting it out.
And getting back up all those stairs without meeting a wandering
monster is not going to be easy. In most dungeons the chances
of meeting a really dangerous wanderer are high, and in many
dungeons monsters attack automatically. If a party is already
badly damaged from the first fight, they are in extreme danger.

There are two ways round this problem for the party. One
is this — they must have scrolls. Not just any scrolls that they
might have found, but the right scrolls. Sleep, web, protection
from evil 10’ radius and fireball are the usual ones. With these, a
low-level magician or magic-reading sword can stave off at least
one encounter. The other solution is to have potions. Again, not
just any potions that the DM has rolled randomly, but particular
potions: healing and extra-healing. With these a party can get
back sufficent hit points to withstand another fight. Agreed,

8

having a high-level magician «itd cleric in the party will have
much the same effect, but in my experience these characters are
hard to come by unless they can be safely escorted to low levels
in the first place so that they can find sufficent treasure to pro-
gress from adept to something more respectable. Clerics don't
gain experience very rapidly as long as a party sticks to roughing
up kobolds.

So if a party are going to have a chance of (a) doing well,
while (b) surviving, they usually need to be able to select the
magic items they need for a dangerous expedition. But the
problem wouldn’t arise if it were possible for a normal party
{without heavy artillery support) to battle powerful monsters
without getting hacked limbless each time. After all, would you
pick a fight with a minotaur if you knew that you could not
escape getting wounded? The root of the matter is this business
of hit points. The Advanced D&D Player's Handbook clearly
states that hit points do not exclusively reflect physical damage,
but also energy, combat ability, etc. And this is the crux of the

‘problem, for such a definition just doesn't work. It tries to sum

up two totally different things under one concept, and that is
like trying to mix oil and water. They don't go. The party
fighting minotaurs loses “‘abstract’ hit points, but recovers them
at the rate for healing wounds, while the fighter chained up in the
dragon’s cave loses “physical” hit points and survives because he
has so many “abstract” hit points to lose. There lies the
connection between the two complaints.

Now, in my article Combat & Armour Class in White Dwarf 6
| suggested that one way to improve the combat system in D&D
without overly complicating it would be to keep hit points at a
relatively stable figure of around ten, while improving armour
classes as characters go up levels. This involved a tacit redefinition
of hit points as referring exclusively to physical damage. After
some experimentation and discussion since that article was pub-
lished, 1 now rather feel that any redefinition must be made
more explicit, and also that a straight increase of one AC per
experience level is probably not the best answer.

But before introducing my proposals for a new combat system
to eliminate these difficulties, there is another term to define,
and a ghost to lay. How often have you heard this old chestnut?
“Armour doesn’t make you harder to hit — it makes you easier
to hit but it absorbs the damage.” This is often voiced by ex-
ponents of Tunnels & Trolls, | understand. The basis of this
complaint is simply a misunderstanding of the use of the word
“hit”. In D&D a hit is not a blow which makes contact — a hit
is a blow which makes contact and hurts. Here is a breakdown of

the results of a goblin hitting a man in plate mail. (I'm using

the old AC 9—2 table rather than the new 10—2 one chiefly
because | can’t see what earthly good introducing studded
armour does, aside from mucking up everybody’s nice neat
charts). A score of less than 10 indicates a complete miss
{swinging at empty air). A score of 10 to 16 inclusive indicates
that the goblin’s blow has made contact, but that the armour
has absorbed the damage. A score of 17 and up shows that the
blow has pierced the armour, or hit an exposed area, thus doing
real damage. With that out of the way, let me introduce my
suggested revisions.

Definitions

(i) Hit points: these refer to energy and combat resources at a
character’s disposal, and not to physical damage. They are
calculated for each character in the usual way. They are lost
when a character has to exert himself to avoid injury, or when
a character suffers some form of shock. This happens in normal
combat, whenever an opponent scores a hit against a character
in the usual way. Hits in combat are usually deemed to be blows
coming sufficently close to require evasive action, rather than
actually striking and wounding.

(ii) Wounds: when a character actually does suffer physical
damage, he is wounded. The amount of wounding he can take
is limited by his constitution points, which are assessed for each
character in the usual way. Constitution points are lost whenever
a blow is sufficently powerful to penetrate all a character’s
defences. When a character is wounded, the number of con-
stitution points lost is equal to the normal damage roll for the
attack, and at least the same number of hit points are lost at the
same time (see below).




Restorlng Hit Points and Constitution.

Constitution point losses are healed at the normal rate for healing
wounds, i.e. 1 point per day after the first day. Hit points, on
the other hand, are regained much more quickly. All the
character need do is rest. After the first turn’s rest, he regains hit
points at the rate of five per turn rested. Therefore a character
who has been reduced to no hit points in a fight will be able to
bestir himself again {(with one hit point) after 12 melee rounds
'of resting. Healing potions and spells restore both constitution
and hit points simultaneously by the same amount.

Striking Wounds in Combat.

in hand-to-hand combat, a hit usually reduces a character’s hit
points only (just as usual). However, a wound is struck if the
score to hit exceeds the minimum needed to hit by 5. Thus a
goblin would. not be able to wound a man in plate in hand-to-
hand combat. A minotaur could on a roll of 17 {12 to hit AC2
+5 = 17). This figure 5 is modified, however, whenever a charac-
ter goes up in level sufficent to put him in a higher bracket on
the Men Attacking combat table. The rule is that the plus he
gains on hitting is.added to the wound level. Thus, a 4th level
fighter or 5th level cleric in plate could only be wounded by a
minotaur on a roll of 19 {12 + 5 + 2). The breakdown of the
combat score of a minotaur attacking a 5th level cleric in
plate mail is as follows: 1—4, misses completely; 5—11, armour
absorbs all damage; 12—18, accurate blow which the cleric has
to dodge or parry, thus tiring himself (cleric loses hit points);
19—20, blow gets past defences and actually wounds the cleric
(loss of constitution and hit points). Since wounds are struck so
much less often, it now becomes much more practicable (should
one want to) to use a hit location table to see where people are
wounded; when only hit points are lost, this will not, of course,
be used. '

Striking Automatic Wounds

The general rule here is that if a creature has either no know-
ledge of an attack on. it, or no possible way to take defensive
action, all hits automatically wound. This goes for attacks from
the rear, dropping stones on people from above, missiles that
cannot be dodged or deflected in any way, and all attacks upon
the helpless. Thus a goblin archer firing with surprise on a magic
user would need a roll of 10+ to inflict a wound of 1—6 con-
stitution points.

Effects of Loss of Hit Points

If a character is reduced to zero hit points, he is deemed to be
incapable of further action, is exhausted, has certainly dropped
anything he might have been holding, and generally has his back
to the wall, either metaphorically or literally. Excess hit point
damage (e.g. in. the case of a man with 1h.p. receiving six points
of damage) can be deducted from constitution as wounds at the
discretion of the attacker. If the attacker merely wishes to subdue
his opponent he-need not inflict wounds. A monster reduced to
zero hit points may be taken as subdued if the characters so
wish it, but obviously the degree of co-operation they will get
from it when it gets its wind back will vary with the monster
concerned. If a creature is down to zero hit points and is still
being attacked, the attacker will not only hit at +4, but can
deem any hit actually struck to be critical at his discretion. {In
other words, he can go for the vital spots.) But note that he
does have to administer the coup de grace; no-one dies just
through having no hit points.

Effect of Loss of Constitution Points

A character reduced to zero constitution points through
wounding is dead. In addition, special things happen when he
loses points to the extent that he has %, Y% or % of his constitution
points remaining. Firstly, whenever a character loses constitution
points, he loses the same riumber of hit points (minimum). But
when he passes the % level, he can possess a maximum of % of
his hit points until his constitution is restored. Also, he will
fight at —1 on hits, damage and defence, and there is a 5%
chance that he is mortally wounded. (Example: a fighter has 20
hit points and a constitution of 12. He is wounded, and takes 5
points of damage. His constitution goes down to 7, and his hit

Y

points to 15. Having passed the % level he cannot have more
than 15 h.p. but since his loss of 5 h.p. has already brought him
to that level, no further h.p. are deducted. Had ‘the damage been
3 points, his h.p. would have been adjusted first to 17, then to’
15 to take the % mark into account.) When the halfway mark is
passed, hit points are; at the maximum, half their normal total,
the character fights at —2, and there is-a 10% chance of a mortal
wound. (If the fighter had taken a 6 point constitution loss, his
hit points would have gone down to 10.) At the % level, hit
points are down to % of their normal maximum, the combat
handicap is —3, and the chance of fatality 15%. If two critical
levels are passed simultaneously, count only the lower one. In
the case of awkward fractions, round all fractions down.

Mortal Wounds

Ifa percentage check shows a character to be mortally wounded.
he will die in one turn + 1d12 melee rounds if he keeps perfectly
still and rests. If he exerts -himself. moderately, he will die in
1d12 melee rounds, if strenuously (e.g. fighting) then 1d4 melee
rounds. However, a mortal wound may be cured by a cure
serious wounds spell, or equwalent

Fireballs, 'Poison and Similar Nastiness

In the case of magical missile attacks, such as fireballs, and
including dragon breath, the first question to ask is, is there any
possible defensive action? This could be diving out of the way,
hiding behind a shield, or whatever. If the answer is no, as in the
case of the victims chamed up in the dragon s lair, then full
damage must be administered to the constitution {and 30 pomts
worth will char anyone). If some form of evasive action is
possible, then make a saving throw as usual. If the throw is
successful, it indicates the character has managed to avoid
serious damage, and takes half damage in hit points (this is the
cost in energy of the defensive action, plus a certain amount of
shock). If the saving throw is not succesfully made, this shows
that the defence was partially ineffectual; the character takes
full damage from his hit points, plus half damage in constitution
points (but no losses under the excess damage rule). The saving
throw procedure works in the same way for poison; there is no
chance of ‘“‘evading’” poison: from a bite, but nor does poison
wound in the same way as weapons. The saving throw thus
simulates partly actions such as trying to suck the poison out,
and partly the natural resistance of the body to poison.

Monsters

When applying the system to monsters, the general rule is that
sauce for the goose is sauce for the gander. Monsters suffer the
same checks and advantages as player characters. This does entail
rolling a monster’s constitution. This is determined by the size
and build of the monster, taking into account the ease with
which vital organs can be reached. The following table gives a
guideline:

Monster size " Example " Constitution
Very small Spider ‘ 1

Small Kobold 1d6
Sub-human Wolf 2d6
Human Man-types 3d6
Superhuman Ogre 3d6+2
Large Hill Giant 4d6

As you can see, | have tended to extrapolate down rather than
up. | dont think the very large size of monsters such as dragons
should be counted too much for their benefit, since they usually
still have vital spots {especially the head) to reach. Some monsters
are exceptional, for instance the giant slug, which has no vital
spots to speak of — also the redefined hit point does not really
relate to it, since no giant slug ever parried anything in its life.
In such cases, treat the specified hit points as the constitution,
and all hits as wounds. Common sense will usually suggest the
best solution to any individual difficulty. With regard to the
increase in wound level with increase in fighting ability
(additions to the constant 5) this should be applied to
monsters sparingly. It is only really appropriate where the
monster is likely to fight well as a result of skill rather than
brute force — a high-level orc or a bugbear are examples; these
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HOW TO LOSE HIT POINTS AND SURVIVE

creatures might be reasonably adept at avoiding being wounded,
whereas an umber hulk is just an out-and-out slogger.

Spells and Fatigue (Optional)
Since hit points are strongly related to fatigue in this system,
they can very easily double-up for a spell point or fatigue factor
system. | would suggest that casting a magic user spell costs 2
hit points per spell level, while a clerical spell would cost half
that amount. The magitian who casts a spell costing more hit
points than he has ruptures himself with the strain! In fairness,
first level magic users should be given 1d4+1 for hit points,

The two implications of this, that wounded magic users are
impaired in their casting ability, and that the strain of casting
spells has a deleterious effect on fighting ability, both, | think,
stand up to scrutiny. Other fatiguing activities (pushing boulders
aside, etc.) can be reckoned similarly in terms of hit point loss
according to taste. However, be warned that to use this sort of
hit-point/spell-point system is tough on magic users who have
no other line of defence besides their spells, and the system will
fit in better with some campaigns than others. Also it is a matter
of taste whether reading a spell from a scroll should count as
equally fatiguing to casting it from memory. | favour the ruling
that it should, and at the same time to do away with the read
magic spell in favour of treating the reading of magic as an ability
which all magic users receive in their training.

General Remarks .
That concludes the basic system; a few remarks of a quasi-
general kind will do to finish off with, o

Firstly, one of the crucial parameters of the system is the
figure 5 used as the base in the calculating of which hits wound.
This can be altered to taste, according to the effect desired. The
given value is appropriate to my own dungeon, which is pretty
lenient as dungeons go, with really nasty monsters confined
strictly to very low levels, and few of those suicide squads that
attack parties on sight. For heavier dungeons, increasing the
figure may achieve a better balance for that particular dungeon,
Monsters that deal out heavy damage at high hit probability are
really dangerous (and so they should be) — if a stone golem lands
a good blow it will stove anyone’s head in.

Secondly, if any problems crop up, as in any aspect of D&D,
common sense should be the final arbiter, with the DM’s idea of
common sense having the last word. Obviously, peculiar cases
will crop up occasionally, especially when really weird monsters
appear {nilbogs?). It should be possible for the average DM to
play any particular instance by ear; if anything really horrendous
occurs you could in desperation write to me c/o White Dwarf
(if I've overlooked some vital flaw | wouldn’t mind knowing
about it, anyway). _

Thirdly, please note that | don’t believe in universal truth (as
opposed to Universal Truth). There’s no need to take all the
above personally if you don’t agree with the principles behind it;
if you are contented with things as they are, good for you.

Lastly, the effects of the above system are pretty wide-
ranging, but:|l think most of them are to the players’ advantage.
For instance, take the matter of the coup de grace. Suppose three
adventurers are fighting a troll, and one loses all his hit points at
one swipe from the troll. Normally, he would be just dead, but
under this system he is lying on the ground with his head in his
hands muttering “what hit me?’". The tro\Lcould despatch him
then and there, but it would mean taking his eyes off his other
two assailants, and he is unlikely to do that. And if they rout the
troll, they can rescue their companion, who will be much re-
covered after a-short rest. Result: less fatalities but with no loss
of excitement. Dishing out mortal wounds rather than critical
hits is a touch which allows remedial healing, but al\so (for those
with a morbid humour) opportunities for uttering famous last
words. There is an increase in complexity, but | think it is
relatively slight in proportion to the gains in detail and credi-
bility. Any minor section which players find too bother-
some can, of course, be changed or discarded to taste.
And if the desired effect of reducing the need for

. L ) . Y N
players to gain access to magic in order to survive ‘,‘Q@,.y
is attained, then perhaps even Gary Gygax won’t object 's?:’
too strenuously, IS
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by Andy Slack

SUGGESTED ADDITIONS TO TRAVELLER RULES
PART 3 .

CAMPAIGN LOCATION

There are several sorts of region where a campaign is ““plausible”.
These are: ‘

Globular Clusters

These clusters are distributed in a sphere about the Galactic
Nucleus. Usually there are no O, B, or A class stars still radiating,
though they may be present as “’Remnants’’. They are spherical
in form, with a diameter up to about 150 hexes, and contain
1,000 to 100,000 stars. There are about 1-100 stellar systems
per hex. (Thus they are ideal for a huge campaign — but require
great patience.)

Open Clusters

A favourite for a campaign setting, the open clusters are
distributed in the plane of the Galactic Spiral Arms. They have
no consistent shape, but average about 2-20 hexes in “’diameter’’.
Stars of classes O,B,A,F,G,K, and M are present. They have
around 2D6 — 2 stellar systems per hex.

Associations

These compose rough groupings of 24—500 stars, all of similar
spectral type, and have open clusters as nuclei, surrounded by
single star systems. They are up to 200 hexes across.

Spiral Arms

These contain clusters and associations, but also there are single
stellar systems not in any groups. These are found in a hex not
part of a cluster or association on a throw of 9 (exactly) on
2D6.

As the Galactic Nucleus contains about 2000 systems per
hex, and the space not already covered is even more sparsely
populated than the spiral arms, these are in my opinion the only
‘reasonable’” locales, always assuming you want so much detail.

STELLAR SYSTEMS

For each starsystem in the hex, go through the following
procedure:

Determination of Star System Type
Throw 2D6. A throw of 3 indicates a Remnant star; 11 or 12,a
Variable star. A throw of 6 or 7 indicates the “star”’ in question
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see if it is Var/ab/e or a Remnant. Large multlple systems may
occur by repeated sevens.

Determination of Spectral Type
For each star in each system, throw percentile dice:

Dice Spectrum RadiusFactor Teff Colour
01-10 B 4.1 21,750 Blue-White
11-32 A 2.0 9,200 = Blue-White
33-51 F 1.3 6,990 Yellow
52-65 G 1.0 5,775 Yellow
66-96 K 0.8 4,515 Orange
97-99 M 0.4 2,803 Orange-red
00 01-25 0 5.9 40,000 Blue-White
- 2650 N 0.4 2,500 Orange-Red
51-75 R 0.4 2500 Red
76-00 S 04 2500 Red

(Binary and multiple systems have much nicer colours, e.g.
emerald green and purple.)

Variable Stars.
If a variable star is indicated, check below to see what type it is,
depending on its spectrum and the umpire’s whim.

T-Tauri Variables: These are small stars, spinning rapidly |n a
dense gas cloud. They may be G or K types.

Flare Stars: These stars periodically *“flare up”, greatly
increasing their output of radiation. They are marked with big
red splotches on star charts saying ““Don’t bother’” or words to
that effect. They are normally M type.

Magnetic Variables: These are normally A type, and have a
varying magnetic field of great intensity, which would probably
be dangerous to shipping.

| |

RR Lyrae Variables: These are common'in globular clusters —
another reason for not having a campaign there. These are often
A or F class, and for game purposes they count one spectral
class higher when in a bad mood, i.e. A counts as B and F as A.

Cepheid Variables: These are of F or G type, and over a period
of 2-20 days their output of radiation (and their radius)
increases up one spectral class, then back down again (F goes to
A, and G to F).

Mira Ceti Variables: These have a perlod of 50 x 2D6-1 days,
with great variation of radiation output. They are M or S type.

Semi-Regular Variables: These are of type M or N, having a
period of average length 60 x D10 days, during which they vary
their radiation output semi-randomly.

Novae: |f a star doesn’t fit standard variable categories, either
rig them or call it a nova! Then dice the time left until it
explodes -- a D10 x 40,000 years!

In @ more serious vein, stars with a radius factor greater than
1.0 go nova fairly randomly. Each such star is diced for yearly
to see if it will do so; this requires 4 rolls of 00 in succession on
percentile dice followed by a roll of 99 or 00. Should it happen,
all planets in the system are sterilised and the spectral type be-
comes O, ignoring the radius increase {(the new radius could
said to be that of the expanding gas cloud from the explosion
how accurate this would be is another matter).

Supernovae: Supernovae are more difficult to get, but worth
rolling for! However, people usually have enough time to
evacuate as supernovae threaten for a while first. As far as can
be made out, any star of class O, B or A is eligible: to occur, roll
yearly — you need 00 5 times followed by 94-00 on percent
dice. The planets are all sterilised, and 1D6 of them are
destroyed — work outwards from the inmost one. :

Remnant Stars

These are very interesting objects, especially in space combat.
They are the bits left after supernovae have occurred, or stars
that have died in a less violent fashion.

White Dwarfs (Plug!): White Dwarfs are left after some super-
novae, or the death by old age of stars type F,G,K,M,N,R,S,.
They have an A spectrum and a large magnetic field. After a
while, they give up completely and become black dwarfs, which
are the same thing but don’t shine at all. (There is a small
possibility that uninformed players will mistake them for black
holes, probably causing them great concern.)

Neutron Stars: These can be the remains of A, F or G stars or
supernovae. |f they rotate, they have a magnetic field that

' doesn’t bear thinking about.

Black Holes: Remains of supernovae and O,B,AF stars. These
are the best player-worrying devices in the Traveller universe,
and well worth reading up on.

Many Remnants are found in gas clouds.

Densities of Objects for use in Space Combat Templates

Object Type “K* or density

Planets of size 0-20 3D6+10
Planets of size 21+ 2D6+10
““Normal” Stars 10D6+100
Giant Stars (50% chance if G,K,M; 5D6+100
20% chance if A,F}

White Dwarf 2D6X10*
Neutron Star 3D6X 101!
Black Hole 4p6X10™

Radii of Objects for use in Space Combat Templates, etc.

Stars: Radius Factor x 432" x 3D6/10 (If giant, now multiply
by 2D10)

Neutron Stars: 1/48 of an inch
Black Holes: 1/24 of an inch (For game purposes)
White Dwarf: 5D6 inches.

1
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PLANETS
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Planetary Systems
Any star of classes F,G,K or M will have attendant planets
unless there is. a remnant in the stellar system, or a variable star.

Number and Type of Planets.

For each planetary system diced up, there will be 2D6—2
Terrestoid planets and 1D6—1 giant planets. Arrange these in a
semi-random order, note that giant planets tend to congregate
towards the outside. This order is the order of the planets going
outwards from the star.

Size and Moons
Terrestoid planets have a size of 4D6—4 inches, giant ones of
5D6 + (2—12)D6 inches. (Terrestoid planets of size O are
asteroid belts.)

Terrestoid planets have 1D3 moons, and giants 3D6 moons.
Moons have a size of 1-100 x 0.002 times their parent planet’s,
and if big enough can be diced up as worlds in their own right.
Each gas giant moon has a 5% chance of disintegrating into a
ring such as encircles Saturn.

Distance from Primary
The distance of a planet from the sun, or a moon from its
parent body, is estimated by the following formula:

R=200xrx8B

Where r is the radius of the sun or parent body, R is the orbital
radius, and B is a factor defined from the table below.
Planet No. Planet No.
{From inside (From inside
outwards.) B outwards.) B
1 0.4 9 38.8
2 0.7 10 77.2
3 1.0 11 154
4 1.6 12 307.6
5 28 13 614.8
6 5.2 14 1229.2
7 10 15 2458
8 19.6

Determining the Length of the Year
The length of the body’s year, in Earth years, is given by the
| formula:

Year=B x T xr /432
Where B is from the table above, r is the radius of the parent

body or star, and T is taken from the table below. “’Planet No.”
is again the order reading outwards from the primary.

Planet No. T Planet No. T PlanetNo. T
1 05 6 2 11 6
2 1 7 3 12 6
3 1 8 4 13 7
4 1 9 4 14 8
5 2 10 5 15 8

Determining the Length of the Day

Giant planets have a day of 4D6 hours. For terrestoid planets,
throw 2D6 and impose a DM of —n, where n is the number of
planets closer to the star than the one in question. A score of 12
indicates a day of length equal to 1-10% of the year; any other
score indicates a day 6D6 hours long.

Determining the Surface Temperature

This is the nastiest bit. First the albedo factor A must be
calculated. Roll 2D6, add the atmosphere and hydrographic per-
centage numbers, (calculated in the normal way), subtract 12,
divide by 10; finally subtract the whole lot from 1.0, and
quickly amputate any minus signs because they’re going to
cause trouble later on. (It will be noticed that giant planets have
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enormous atmosphere and hydrosphere numbers. Don’t worry
about it as few people will land there and even fewer will lift
off again.)

Now brace yourself — calculator is recommended! Look up
the Teff for the star you're worried about. (And if you're not
worried about it by now you soon will be.) Square it. Square it
again. Multiply it by the square of the star’s radius (in inches).
Divide by 4. Multiply the result by the factor A, and divide the
lot by the square of the planet’s orbital radius (in inches). Then
square root the product, and square root it again. This chops it
down to a reasonable size and provides the planet’s surface-tem-
perature in Kelvin — subtract 273 for Centigrade.

Here is a formula expressing the process more concisely:

Surface Temperature = /% (§)* (Tesf)* A = %’gﬁ%g—jeﬁ!

A little practice reveals short cuts and reduces the horror of
it all. Make a note of the temperature as it shows what the sea’s
made of and whether the planet may be habitable.

Habitable Planets

Habitable planets must have a mass of at least M=0.1, a day of
length not exceeding 96 hours, and a surface temperature of
between 200 and 300 Kelvin. {(Water freezes at 273 K and boils
at 373 K).

Native Life Determination

If a planet counts as “habitable’’, throw 2D6 to determinate the
Earth equivalent of the highest life form yet developed. DM: F
stars —1, K stars +1, M stars +2.

Dice Highest Life-Form

2 DNA molecules

3 Coacervates

4 Bacteria

5 Protozoa

6 Worms

7 Fish

8 Reptiles

9 Avians

Mammals

Intelligent Species, Tech Level 0-2
Civilised Species, Tech Level 3 or higher.

Determination of Orbital Velocity and its Use
The orbital velocity, Vo, is given by:

V, = 0.00012 x R/Year in inches per turn.

Suppose you have some Travellers who are on an interplanetary
trip. They can do this in two ways:

Minimum Fuel Orbit: This is a lengthy process; the time taken
for transfer is equal to, on average, half the difference between
the lengths of the years at the end-points of the trajectory.
However, only as much fuel is expended as is required to
generate a vector equal to the sum of the orbital velocities of
the end-points, plus that required to take off or land (see Escape
Velocity below). While on such an orbit count the ship as if
closed-down in orbit, i.e. minimum detection range.

Constant Acceleration Orbit: This is shorter in time but higher
in fuel cost. Assume the distance travelled is equal to one-
quarter of the destination’s orbit circumference, plus the
difference in orbit radii. And the ship must take off, land, and
match velocities with its destination. Ships on these orbits are
always detectable at maximum range.

Escape Velocity
To take off, land, leave or enter orbit, a ship must generate a
vector equal to the escape velocity of the planet at the relevant
altitude and direction. ,

To take off or land, the vector has a size of:

v=2/2GR
Where G,R have the value derived in Traveller space combat.
To enter or leave orbit, use the formula below to find the
vector size:
2/2GR?

V= H

Y
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Where G and R are as before, and H is the distance from the
ship in orbit to the centre of the template or body in inches.

Ships may opt to enter ““forced orbits’’ where by constant
acceleration they may traverse an orbit either at a different
distance or orbital velocity than normal. Just work out a few
orbits of such.a craft vectorially. Watch out for atmospheric
braking at an inopportune moment though!
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ALIEN LIFE
L __
Basic Type . :
The basic type of life on each planet is determined. Use the
table from Native Life Determination and common sense as
necessary, together with these tables, to determine the basic
type of life. )

Basic Type/Shape of Most Animals:

1 Insectoid 4 Avian
2 Ichythoid 5 Mammalian
3 Reptilian 6 Other (i.e. Ref’s Specials)

Symmetry of Most Animals:
1 Asymmetric 5
2,34 Bilateral. 6

Rotational or order 2—6
Other

Number of limbs: 1D6—1 pairs of limbs, but refer to the
symmetry and use common sense (e.g. you can’t have four legs
and rotational symmetry order 3).

Main Sense of Most Animals:

1,2 Visual 5 Olfactory
3 Audio 6 Other
4 Tactile

Note for vision that it will be most acute at the predominant
colour of the star; i.e, beings from a red star’s planet would see
into the infra red a short way but might wel! be blind to blue,
seeing it perhaps as blackness.

Characteristics:

Determine type, weaponry, size etc. as in
Traveller book 3. :

Intelligent Aliens

These are first diced for as if an ordinary animal, biasing the
results slightly towards the 50 — 200 kg mass range and away
from herbivorous types. Then characteristic DMs are diced for.

All characteristic DMs are generated by 2D6-—7, followed by
applying common sense.

Primary characteric DMs are applied to the UPP of a character,
and -consist of DMs to strength, dexterity, endurance, intelli-
gence, education and social standing, therefore. Secondary and
tertiary DMs are applied to 2D6 rolls for secondary and tertiary
characteristics; however, provided he could have diced it, a
player may always specify his own secondary characteristics.

Secondary characteristics (with apologies for plagiarism to
Tony Bath) are Disposition, Morals, Generosity, Loyalty,
Courage, and Ambition. The way in which they are used is as
follows: The higher the score, the more socially correct and
“nice’” is the character’s behaviour in that area. Thus, should a
police officer be offered a bribe, throw 2D6 in secret; if the
score is less than or equal to his Morals, he has done the socially
correct thing and refused the bribe. If a beggar accosts a
character whose player is not present, dice — a rol! equal to or
under his Generosity indicates he has given alms; and so on.

Tertiary Characteristics are largely individual; they start with
Appearance and Activity, but then the remaining four are
“held’” for use in describing organ-playing ability, shoe size, etc.,
as is required by the individual character.

Quaternary DMs for each species should also be diced. These
are applied to the Population, Government, Law and Tech
Levels of planets inhabited by that species. (An example is the
blanket —2 on human populations.}

[ e ——————y——]
‘ ROBOTS

Dice up robots as if they were a member of the constructing
race, except for the following points:

a) Shape, Symmetry and Main Sense may be altered by the
specific task envisaged for the robot.

b) The robot's skin counts as mesh armour.

c) Strength, Dexterity and Endurance have an additional
DM: +1D6

d) Intelligence has an additional DM: + Home planet tech

level, —18
e) Social statushas an additional DM: + Home planet law level,
—18

f) Robots are not psionic, nor may they as player characters
do anything other than make suggestions and follow orders
literally, unless they are constructed at a high enough tech
level for artificial intelligence.

g) Robots not imbued with artificial intelligence have an
ambition of 2; all other secondary characteristics are 12.

Robots have up to one expertise level (in non-combat skills
only) plus one fanguage point per tech level over 6; these are
programmed in at the owner's choice. Robots may be
reprogrammed as if computers (See Part 2, issue 14). No robot
which has not been reprogrammed can contemplate harming a
living creature unless it has artificial intelligence in which case it
may act with minimum necessary force in self-defence.

The cost of a robot is 20,000 credits per expertise level.

As will be apparent, robots normally have a negative
intelligence; thus on succeeding in using a skill, they lose experi-
ence rather than gain it. Just work the normal experience rules
(See Part 1, Issue 12} backwards. Note that all robots have a
special skill held at level 6 in obeying orders; this is used when-
ever a robot is asked to do something unsavoury or illegal — to
perform the act requested the robot must roll 8+, DM:+ obeying
orders expertise. The point of this is that “killer’” and criminal
robots eventually refuse to obey orders of this type. Killer
robots should also start malfunctioning (try dicing on the C&S
Mental Health charts each time a level of obey orders expertise
is lost).

Androids, that is to say organic as opposed to synthetic
robots, count as needing a base tech level 2 levels higher than
normal robots; however, they are indistinguishable from ‘‘real”’
beings, which they in fact become at tech 19. This is useful in
light of the suggestion that robots or androids, if discovered, on
most planets will be destroyed by the populus with ‘‘Luddite’”
fervour and their owners treated as if they were psionics —
check the robot’s social status against the special levels in Part 4,
next issue, it will almost always be under —5.
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1.00 INTRODUCTION
1.01 History. The world was chaos. Man-

kind was losing: its battle against the
onslaught of mutated beasts and undead
creatures of the night. Civilisation had
long since disappeared, and it was brawn
rather than brain that dictated the actions
of the remnants of mankind. One such
man of might and muscle was known as
Vaarn. For many years now he had been
on a lone quest to recover the lost
magical artefacts of the Old Fathers. With
the sword and shield of the Old Fathers
in his hands, Vaarn intended to bring
about the reunification of mankind. The
task was not easy for the lands outside
the villages were infested with foul beasts,
and the trail behind him was red with
blood. But Vaarn was unafraid and went
on for he was a barbarian, and possibly
the last if he did not succeed . . .

1.02 Object. The Barbarian is a two-
player game representing the conquests of
a lone barbarian, Vaarn, in his attempts
to find the magic sword and shield of the
Old Fathers in the creature-infested
outlands.

1.03 Description. The Barbarian is an
introductory game for the newcomer to
hexagonally-gridded boardgames, but can
be fun for people used to such games.
Whilst strategy does play a significant
part in the game, the outcome of the
game will be affected by the inevitable
luck factor in such a relatively simplistic
game.

2.00 PLAYING PIECES

2.01 General. The mapsheet, counters
and tables are printed on the centre
spread and this should be pulled out,
mounted on card, and cut into individual
components. The game can be visually en-
hanced by replacing the counters with
metal miniatures available from most
games and hobby shops.
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2.02 Mapsheet. The mapsheet represents
regions found in the outlands through
which runs an ancient, but little travelled
road. A hexagonal grid has been super-
imposed on the mapsheet to govern
movement.

2.03 Counters. The counters represent
the barbarian and the individual creatures
found in different outland regions. The
information printed on each pnece is
arranged as follows:

Defence Numbery, «Wound Allowance
7

Creature

Silhouette

tdentification A o Movement
Code “— Allowance

The defence number is the minimum
number which must be rolled with two
six-sided dice in order to wound the
creature represented on the counter.
(This number may be modified in the
case of the barbarian — see 4.02).

The wound allowance is the number of
times the creature must be wounded
before it is killed, e.g. the barbarian must
be injured 20 times before he is killed.

The movement allowance is the
maximum number of hexes a piece may
move in each movement phase. This will
be modified in the case of the barbarian
as he enters different regions. When
moving through more than one region
during his movement phase, the
barbarian’s movement allowance is
dictated by the region through which he
moves slowest.

The identification code is purely for the
identification of creatures of the same
type in order to keep a record of wounds.

3.00 BEGINNING THE GAME

3.01 General. The player in contro! of the
creatures sets up first. The sword, shield,
curse and decoy counters should each be
placed separately, face down, with one in
each of the six regions. Once placed,
these counters cannot be subsequently
moved except when picked up by the
barbarian. These counters should then be
“guarded’”’ by placing the various
creatures in their respective regions (see
Terrain Effects Chart). No stacking of
counters is allowed. Creatures are not
allowed to enter a hex ‘in which the
sword, shield, curse or decoy counters are
placed. The creatures are not allowed to
leave their own regions but may combine
in an attack against the barbarian if he is
in a hex where different regions adjoin.

The player in.control of the barbarian
then rolls two six-sided dice té decide on
which hex of those numbered on the
Great West Road the barbarian starts his
movement phase.
3.02 Sequence of Play. A turn is divided
into a number of phases, as follows:

Barbarian movement phase

Barbarian attack phase

Creature defence phase

Creature movement phase

Creature attack phase

Barbarian defence phase
3.03 Movement. The barbarian player
moves first, and should consult the
Terrain Effects Chart prior to each sub-

sequent movement phase. The barbarian
may move up to his maximum movement
allowance. He must be in the same hex as
the inverted sword, ' shield, curse or
decoy counter to examine it, This actior
prevents any further movement or
combat during the barbarian’s turn.

The player in control of the creatures
may move some or all of his pieces up to
their maximum movement allowance, but
Js not required to move any.

3.04 Combat. After a creature movement
phase is completed, each counter which is
adjacent to the barbarian may attack
once. However, the barbarian may only
defend himself, i.e. make an attack,
against one attacking creature. After the
barbarian movement phase, only one
creature may be attacked even:if more
than one creature is adjacent to the bar-
barian. However, only the creature
attacked may defend itself, ie. make an
attack on the barbarian. To attack, the
person attacking should roll two six-
sided dice. If the number rolled is equal
to or greater than the defence number of
the piece under attack, a wound is
inflicted. A record of these can be kept
on the Wound Record Charts. In the case
of Wild Hill Men and Goblins, immediate
death will occur if a wound .is inflicted.
Combat is simultaneous, and a creature
even if “killed” by the barbarian may
carry out its defence phase.

4.00 COUNTERS
4.01 Heroes and Villains. The barbarian
and creature counters are identified as

RAA

Werewolf Barbarian Wild Hill Man
Wraith Zombie Goblin Giant

4.02 Treasure and Trouble. It is the role
of Vaarn the barbarian to roam around
the outlands in search of the sword and
shield of the Old Fathers. These together
with the other special counters affects his
abilities as follows:

DECOY

+2
Adds +2 to the barbarian
attacking die roll

No effect

+1
Adds +1 to the Barbarian movement
barbarian reduced to 2 hexes in all

regions and on the road.
No modifications further apply.
These ability modifications take effect
immediately they are discovered, and are
permanent,
5.00 WINNING
5.01 The Winner. The barbarian wins if
he leaves the mapsheet at either end of
the Great West Road in possession of the
sword and the shield. The creature player

defence number

| wins if he kills the barbarian.
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® BOARD WARGAMES, SIMULATIONS  Fantasy — Role Playing

[ Rojle-playmg Rules

@ Miniatures
® Ral Partha

Science Fiction

Rules
Miniatures

* Invasion of the Air Eatels (MGC) s £2.20

* Holy War (MGC}) £

* Creature that ate Sheboygan (SP1} £1.95
* Stargate, Titan Strike £1.95 each

* Vector 3 £1.95

1001 Characters

* Snapshot £6.95

* Starships & Spacecraft £4.25
Traveller Logbook £2.00

* Traveller Shield

* New Boxed

Players Handook £790, Softcover £4.90

Monster Manual

JG) €1 .85

.95, Revised Boo!
£7.90, Softcover £4 90

* Introductory Dungeon Module B1 £2.70
Dungeon Modules G1, G2, £2.00 each;
G3,D1,02, £2.20 each; D3 £2.75
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Tunnels & Trolls R £1.8
Solo T&T Dungeons:
Buffalo Castle (FB) S £1
Labyrinth (FB).£1.80
Deathtrap Equalizer Du
City of Terrors £3.70
Weird World, Dragon’s Dt
* Sorcerer Soiitaire, Ove
Silvered Pane all at £2.

Runequest £4.95

Militia & Mercenaries £1
Trolls & Troltkin £1.60
Balastors Barracks £2.00
Apple Lane £3.15

Chivalry and Sorcery (F
Source Book, Swords &
* Destrier £3.80

Fantasy Games

Swords & Sorcery B £9.25
* Sticks & Stones (MGC) £2.20
* Stomp {CH) £2.25
* Source of the Nile $,B,R. £8.60
* Elementary-Watson B,R £7.60

* Spellmaker, Quest{GTG) B £8.90 each

Melee, Dsath Test S, R £2.20

Wizard (MGC} R £2.90

Sorcerer’s Cave (PHI) §,B. £6.36

Do. Spare packs large cards £2.20
* 8nit's Revenge (TSR) £5.35

These were just some of our games.
“ *Our catalogue contains details on

virtually all games available in the
U.K. Send 14p in stamps & s.a.e.
(O’seas 3i.r.c.) for a copy. (Or free
with orders over £4)

¢y New Arrival
+ Role Playing Rules

on, Naked Doom;
Beyond the

Prlce.gé@g/ude UK/BFPO p&p

) 0@:’&“’@@%25% @g {@é -

Constantini

Rudis £1.02
Tercio {16th ¢
Lance £1.0

Napoleonjg't1.02

* Dark*Téwer (JG) £4 00
* Character Codex (JG) £3 .6

* Under the Storm Giant's Castle (JG) £2 .00

* Referee's Guide £9.95

.

Plays Solo
Boardgame

M Miniature Rules

ESDEVIUM GAMES (s}
‘ SD &V MSTEEL

2 Morley Road
FARNHAM Surrey GU9 8LY
Tel: Farnham 722269

Board Wargames — Pre XXth Century

* Imperial Govenor/Strategos (PHI) £6.60

* Reich £8.50
* Raider & Traders £8.50
Machiavelli £9.50

the Bruce £7.00

Kingmaker {AH
Expansion Kit

dowa (FUS) £2.18

;rd Wargames - X

¥ Expanslon Kit £6.75

* Atlantic Wall“(SP1) £17.00
*'Next War (SP1) £17.00

* Verdun (CG) £9.35

* Desert Rats (WW) £5.95

* Kesselring {(WW) £5.95

and Imperalism (GTG) £8.90

ad (SP1) £8.00
1.50 .
(SP1} £8.45

Century on

(SPI) £8.75
5

ent on Crete (SP1):£10.00
lach Osten (G ) £10.65
Pl) £14.00

We stock many SF, Fantasy
8 General gaming magazines

—NO POSTAGE ON MANY GAMES FOR REGULAR CUSTOMERS

NOT TINGHAM MODEL SOLDIER SHOD

7 WQLLATON STREET, NOTTINGHAM. Telephone: Nottm. 43457

SS1 Barbarian Hero

$S2 White Magician

583 Shimite Guard

SS4 Northman with mace

SSs Troll

SS6S Irost Giant

87 Northman Archer

588 Northman with spear

SS9 Northman with axe

SS10 Northman with
standard

SS11S  Snow ape

5S12 Demon

SS13S°  Winged demon

SS14S  Dragon

SS15S  Hawkman

§S16S  Giant Two Headed
Troll .

SS17S  Eastern Giant

5818 Winged Serpent

SS19 Aquiland Archer

8820 Aquiland Pikeman

SS21 Aquiland Spearman

S$S822 Aquiland Standard

5823 Aquiland Dark
Legion

S8M24 - Aquiland Mounted
Knight

SSM25 - Aquiland Mounted
Guard

$827 Niminian Archer

$S828 Niminian Spearman

$S29 Niminian Guard

S$S30 Niminian Standard

SSM31  Niminian Mtd.
Knight

SSM32  Niminian Mtd.
Guard

SSM33  Niminian Mtd.
Standard

SS34 Corinthian Hoplite

SSM35 . Hykanian Horse
Archer

SS36 Pictish Warrior

SS37 Amazon Archer

. S838

8839
5S40
5841
SSS1
5542
5543
S544
5845
SSM46

SSM47
SSM438

5549
SS50
8851
5852
8882

S853
SS54

8855
§856
8857
SSM58

S$S598
SSM60

SS61
5562
SS63
SS64
§865S
S$S66S
SSMé67

SSM68

SS869S
SS70S

Shimite Archer
Stygian Spearman
Stygian Archer
Stygian Standard
Stygian War Chariot
Tarunjan Spearman
Tarunian Immortal
Tarunian Archer
Tarunian Standard
Tarunian Heavy
Cavalry

Tarunian Horse
Archer (one piece)
Tarunian Mtd.
Standard

Vanha Spearman
Vanha Archer

Vanha Guard

Vanha Standard
Vanha War Mammoth
and Crew of 3
Wizard of the Pale
Hand

Wizard of the Dark
Ring

Druid

Priest of Matri
Follower of Set
Mounted Barbarian
(rearing hse.) (1 pce)
Queen with Pet Tiger
Western King on
armoured horse (1 pce)
Enchantress

Slave Girl

Slave Girl

Dancing Girl

Griffon

Centaur with Club
Hykan Cavalry with
spear (one piece)
Tarunian Sultan (one
piece)

Enchantress riding tu,er
Tree Demon

SS71 Goblin Chief with skull §896S  Winged Warrior with
standard axe (bat wings)
5872 Goblin with glaive SS97S  Winged Warrior with
SS73 Goblin with mace firing bow (bat wings)
88748 Armoured frost giant 5898 Goblin with spear
SS758  Minotaur S$899S  Wolfman
887658 Female Centaur firing SS100  Winged Demon with
bow sword of fire
SS77 Man-Goblin with axe SS8101S  Winged Warrior with
SS78 Man-goblin with spear (feathered wings)
halberd SS102S  Winged Warrior with
$879 EIf firing bow sword (feathered wings)
SS80 High EIf with spear SS103S  Winged Warrior with
Ss81 Dwarf wielding axe bow (feathered wings)
SS82 Dwarf King with horn $5104S  Giant Wolf
$S83S  Four armed giant S8105  Mountain Dwarf with
SS84S  Giant Lizard hammer
§S85S  Two headed Serpent SS106  Mountain Dwarf sword
SS86 Man-Goblin with sword and shield
and shield S§S8107  Mountain Dwarf axe
$S87 Man-Goblin with bow and shield
and spear SS108 Mountain Dwarf with
SSMS88 Man-Goblin in armour standard
with bow and lance S§8109  Mountain Dwarf Chief
riding giant lizard SS110  Adventurer; longbow
beast and mail shirt
SS89 Zangiran Archer SS111  Adventurer; armoured,
5590 Zangiran Spearman 2 hand axe and thrown
SS91S8 - Armoured Centaur axes
SSMS92  Wraith Riding Winged S§58112  Adventurer; armoured,
Reptile 2 hand sword and
55893 Goblin firing bow throwing knives.
SSS3 Thoth-Amon on throne SSI13  Wizard casting spell
borne by 8 slaves SS114 Paladin, fully armoured,
5894 Rock Giant sword and shield
$S95S  Winged warrior with SS8115  Armoured Cleric with
spear (bat wings) club
CAVALRY 32p SS SPECIALS
ELEPHANTS £2.00 Ss13 60p SSM8g 69p
FOOT FIGURES 16p SS1S 69p SS14 £2.50
CHARIOTS £2.00 SS65 69p SSM92 £1.29
CAMELS 43p SS18 69p SS100 £1.38
$S70 40p SS94 £1.12
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TERRAIN EFFECTS CHART

EFFECT ON EFFECT ON
CREATURES REGION BARBARIAN CREATURES REGION BARBARIAN
MOVEMENT MOVEMENT
Wild Hill Men Hills -1 Giant Swamps Al |
Goblins Forest 0 Wraiths Desert —1
Zombies Steppes 0 Barbarian Great West Road +1
Werewolves Mountains —1 ¢
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HIPS LTD. Gamfs Specialists 45 Summorol;t:;:;n;l;g;am B3 IJJ-Y

Dungeons & STARSK

TSR HOBBIES INC,

Dungeons & Dragons — revised rules + poly dice + Module 81~
Dungeons & Dragons — revised rule book only {2nd edition)

£7.E">0 SIMULATIONS PUBLICATIONS INC. (SP1). All SPI games listed, are Zpack bar
£2.95 those marked * or **. *games are in new bookcase boxed format, **games are the

Advanced D&D — The Monster Manual ~
Advanced D&D — The Monster Manual —

A-Z of monsters, HARDCOVER = £6.95
Paperback of above {.o....... £4.50

larger games in 1 or more old style counter trays, new larger games are marked *.

Individual FOLIO games {where applicable} are listed under their quad.

Advanced D&D — The Player's Handbook — Full details, HARDCOVER £6.95 *AFTER THE HOLOCAUST £8.50 *AGINCOURT £6.50
Advanced D&D — The Player’s Handbook — Paperback of above £4.50 *AIRWAR £9.25 AMERICAN CIVIL WAR £5.99
ADVANCED D&D — THE DM'S GUIDE HARDCOVER . £9.95 THE ARDENNES OFFENSIVE  £5.99 *BATTLES FOR THE ARDENNESF8.50
Dungeons & Dragons - Original 3 book boxed set £6.95 *ART OF SIEGE WARFARE £16.50 SEDAN - 1940 £2.75
Greyhawk - 15t supplement to original D&D . .... £3.50 TYRE £5.99 ST.VITH £2.75
Blackmoor — 2nd suppl., Eldritch Wizardry — 3rd supp., each £3.50 ACRE £5.00 CLERVAUX £2.75
Gods, Demi-Gods & Heroes — 4th supplement, Gods etc. as NPC’s . £3.50 LILLE £5.09 CELLES - 1944 £2.75
Swords & Spelis — Miniature rules for use with D&D ........ . £3.50 SEVASTOPOL £5.99 *ATLANTIC WALL £17.256
Dungeon Geomorphs — Set 1, Set 2, Set 3, each available at . . £1.60 BARBAROSSA - 1941-1945 £5.09 BATTLEFLEET MARS £7.99
Qutdoor Geomorphs — Set 1, Walled City ..........cucurinnrencacns £2.50 BATTLE FOR GERMANY £2.75 BLUE & GREY QUAD £7.99
Dungeon Modules — Complete dungeon packages, usable separate!y BLUE & GREY QUAD II £7.99 ANTIETAM £2.75
or together for detailed campaign:- BATTLE OF THE WILDERNESS £2.75 CEMETARY HILL £2.75
G1 — Steading of The Hill Giant Chief ... ... .caintesnceianeieava, £1.95 CHATTANOOGA £2.76 CHICKAMAUGA £2.75
(G2 — The Glacia!l Rift of The Frost Giant Jarl £1.95 FREDERICKSBURG £2.75 SHILOH £2.75
G3 — Hall of The Fire Giant King .. £2.25 HOOKER & LEE £2.75 BORODINO £5.99
D1 — Descent into The Depths of The Earth £2.25 8REITENFELD £2.75 COBRA £5.99
D2 — Shrine of The Kuo-Toa  «........ . £2.26 CONQUERORS - 2 in 1 package  £9.25 CONQUISTADOR - 1-4 play. £5.99
D3 — Vault of The Drow - £2.75 CRIMEAN WAR QUAD £7.99 DESCENT ON CRETE £9.25
S1 — Separate from above, set in wor!d of GREYHAWK .. £4.25 ALMA £2.75 DESERT WAR - N. Africa £5.99
B1 — In Search of The Unknown, for 1st/2nd level, beginners £2.50 BALAKLAVA £2.75 *DREADNOQUGHT £5.99
Polyhedral Dice Set — 1 each of i 4, 6,8, 12, 20 sided dice . £1.50 TCHERNAYA £2.75 DRIVE ON STALINGRAD £7.99
Percentage Dice — Two 20 sided dice to give No's01—-100 ............ £0.50 INKERMAN £2.75 FAST CARRIERS £7.99
BOXED GAMES FIREFIGHT £7.99 15t WORLD WAR MODULE - Exp
FOXBAT & PHANTOM £5.99  for use with War In Eur. £8.76
GAMMA WORLD — complete £7.50 FIGHT IN THE SKIES - WWI £7.50 **EIRST WORLD WAR £19.40 FRIGATE' £5.99
GAMMA WORLD — without dice £6.25 WILLIAM THE CONQUEROR - FULDA GAP £5.99 GREAT WAR IN THE EAST
DUNGEON! — D&D on a board £7.50 1066 £8.50 GLOBAL WAR - 1939 - 1945 £7.99 QUAD £8.50
WAR OF WIZARDS - inc. figures £6.95 LITTLE B!G HORN - Custer £7.50 *GREEN FIELDS BEYOND £6.50 AUSTRO-HUNGARY 1914 £2.75
LANKHMAR - Fritz Leiber’s £7.50 THE AFRICAN CAMPAIGN - **HIGHWAY TO THE REICH £14.25 DRIVE ON WARSAW £2.75
WARLOCKS & WARRIORS - basic £4.50 wwil _ £7.50 INVASION: AMERICA -1998 £7.99 BRUSILOV OFFENSIVE £2.75
SUSPICION - Detection £8.50 ISLAND WAR QUAD £7.99 CAPORETTO - 1917 £2.75
FOLIO GAMES {in zip-lock bags) BLOODY RIDGE £a.15 KRS oo
STAR PROBE - SF, very detailed £4.25 STAR EMPIRES - SF, complex ~ £4.95 OKINAWA £2.75 MECHWAR '77 f5.78
STAR EMPIRES - rule book only {for those owning STAR PROBE} £3.70 SAIPAN £2.75 *MIDDLE EARTH - inc alt 3 £11.25
ROLE-PLAYING RULE BOOKS MIGHTY FORTRESS - 3-6 play.  £5.99 *WAR OF THE RING £6.95
METAMORPHOSIS ALPHA £3.50 BOOT HILL - Man-to-man £3.50 MODERN BATTLES QUAD £7.99 *SAURON £4.75
CHINESE FARM £2.75 *GONDOR £4.76
HISTORICAL WARGAMES RULESBOOK GOLAN £2.75 MODERN BATTLES QUAD Il £7.99
BIO ONE - Man-man detailed £1.50 AIR POWER - 1-1 WWII zerial £2.25 MUKDEN - Sino-Soviet???? £2.76 BUNDESWEHR - NATO - Soviet £2.75
CHAINMAIL - 1:1 & 1:20, Med;  £3.50 CLASSIC WARFARE - Ancients £5.50 WURZBURG - US-Soviet???? £2.75 DMZ - Korea '70's7?7? £2.76
CORDITE & STEEL - Naval 1890 £4.95 DON'T GIVE UP THE SHIP - Nap.£2.95 NAPOLEON AT WAR QUAD £6.50 JERUSALEM £2.75
FIELD REGULATIONS - 1800, MODERN ARMOUR - 1970's £2.50 *NAPOLEON AT BAY £9.95 YUGOSLAVIA - Theoretical £2.75
1-16 £1.76 TRACTICS - WWII combined *NAPOLEON AT LEIPZIG £7.95 NAPOLEON'S LLAST BATTLES
PANZER WARFARE-WWII armour£2.26 arms detailed, boxed set £9.95 *PANZERKRIEG £7.95 QUAD £7.50
TRICOLOR - Napoleonics 1:20 £2.95 VALLEY FORGE - US War of Ind£2.95 *ROMMEL & TUNISIA £9.95 LA BELLE ALLIANCE £2.50
N NATO £5.25 LIGNY £2.50
Jl.JDGES GUILD (pla.y allds for D&D, Traveller & Miniatures gaming) “NEXT WAR £17.25 QUATRE BRAS £2.50
City State of The Invincible Overlord — Full city, ready stocked NORTH AFRICA QUAD £7.99 WAVRE £2.50
containing maps, booklets & charts for DM & player £6.50 CAULDRON - May 1942 £2.75 NORMANDY £6.50
First Fantasy Campaign — The original BLACKMOOR campaign £6.50 CRUSADER - November 1941 £2.75 **OBJECTIVE: MOSCOW - 1999 £13.25
TEGEL MANOR- inc. village X FORTRESS OF BADABASKOR £1.95 KASSERINE - February 1943 £2.75 OCTOBER WAR £5.99
CITADEL OF FIRE - compiete £1.95 WILDERLANDS OF HIGH SUPERCHARGE - 1942 £2.75 *OPERATION TYPHOON £12.50
FANTAST'C WILDERLANDS FANTASY £6.50 PANZERARMEE AFRIKA £5.99 OUTREACH - SF £5.50
BEYON £6.50 CAMPAIGN HEXAGON PATROL £5.75 PANZER '44 £6.50
CASTLES Book 1,48castles  £1.95 SYSTEM . £1.95 RAID - Commando ops £5:99 PANZERGRUPPE GUDERIAN = £5.99
VILLAGES, Book 1, 48 villages £1.95 ISLANDS, Book 1, 48 islands £1.95 RUSSIAN CIVIL WAR £3.50 PUNIC WARS £2.75
READY REFERENCE SHEETS £1.95 GENCON IX DUNGEONS - Two £2.50 *SEIGE OF CONSTANTINOPLE  £6.50 RED SUN RISING £6.99
CHARACTER CHRONICLE DUNGEON TAC CARDS - SIXTH FLEET 55‘99 SEELOWE 4 £5.25
CARDS £1.50  weapons . £2.95 SORCEROR £5.75 *SINAI £5.75
SEA STEEDS & WAVE RIDERS £5.25 JUDGES SHIELD - Ref's screen £1.75 SPITEIRE £5.99 SNIPER £5.75
THE DRAGON CROWN - dungeon £1.25 FRONTIER FORTS OF SPARTAN £6.99 STARFORCE - SF (€550
War Cry & Battle Lust - Ancients  £2.50 KELNORE £1.95 STARFORCE TRILOGY - 3 in one, STARFORCE, STARSOLIDIER &
Of Skulls & Scrapfaggot Green £2.95 OUTREACH £11.99
OGN PRODUCTS TRAVELLER. Ref's screen £1.75 STARSOLIDER £6.75 *STONEWALL £6.50
COSMIC ENCOUNTER — Be 1 of 15 aliens, unique power, original game £7.95 _SI.:’?\I?(TEGY ! gggg ,?-VXREESSU%OGRCERY gggg
EXPANSION KIT 1 & 2 - each with 10new aliens & parts for extra player @ £2.99 “*TERRIBLE SWIFT SWORD £13.50 THIRTY YEARS WAR QUAD  £7.99
EXPANSION KIT 3 - 15 aliens + new Edict & Challenge cards £2.99 UP SCOPE ) £7.25 FREIBURG £2.75
EXPANSION KIT 4 — complete pack of cards, new & some duplicates £2.99 US.N £5.00 LUTZEN £2.75
GAMES PUBLICATIONS VERA CRUZ £5.99 NORDLINGEN £2.75
KANDROC KEEP - Solitaire dungeon in B.K. Asbury's ARYXIA £2.75 VIKING £5.99 ROCROI £2.75

METAGAMING CONCEPTS (we have all,

new micro’s within 2.3 wks US

**WACHT AM RHEIN

£14.25 **WAR BETWEEN THE STATES £13.50

release) **WAR IN THE EAST £15.25 **WAR IN EUROPE £24.75
THE YTHRI £5.75 MICROQUEST 1-DEATH **WAR IN THE PACIFIC £24.75 **WAR IN THE WEST £19.50
Micro-games TEST - Solitaire for MELEE WAR IN THE WEST EXP. KIT - contains link to give WAR {N EUROPE £6.99
OGRE - Monstrous, cybernetic £2.25 or MELEE & WIZARD £2.25 TWESTWALL QUAD £7.99 **WELLINGTON'S VICTORY  £14.75
WARPWAR - Tactical space war £2.25 MONSTERS! MONSTERS! £3.95 ARNHEM £2.50 WORLD WAR I £2.75
WIZARD - Magical combat, can CHITIN™ - The Harvest Wars £2.25 BASTOGNE £2.50 WORLD WAR II . £5.50

also be combined with MELEE  £2.95 MELEE - Physical combat £2.25 HURTGEN FOREST £2.50 WORLD WAR |1 - Theoretic £5.99
OLYMPICA - Tactical Mars raid £2.25 RIVETS - Robotic warfare £2.26 RAMAGEN £2.50 .STRATEGY & TACTICS . £2.25
GEV - 21st century tactical war- ICE WAR - 21st century war £2.25 All new SP) games will be stocked as soon as available in the UK. All games listed

fare, can be combined with OGREE2.96
BLACK HOLE - Unique play brd. £2.25

STICKS & STONES - Stone-age  £2.25

AVALON HILL GAMES. We have all AH games listed in stock always.

Leisure Time Bookcase Games:- -
ACQUIRE - 2-6 players £8.45

BUSINESS STRATEGY - 2.4 plrs. £8.45

CONTIGO - 2 or 4 players £8 45 PLOY - Pure skill, 2-4 players £8.45

RAIL BARON - 3-6 players 45
THE STOCKMARKET GAME 1-6 ES 45
Sports lllustrated Games:-

BASKETBALL STRATEGY -for 2 £8.45
CHALLENGE GOLF - 1 or more £8,45

STOCKS & BONDS - 2-8 players  £8.45
UFQO - Strategy, 2-4 players £5.95
BASEBALL STRATEGY - 2play £8.45
CHALLENGE FOOTBALL -2 £8.45
FOOTBALL STRATEGY - 10r 2 £8.45

NBA BASKETBALL -1 0r 2 £10.45 PAYDIRT - 2 player £8.45
REGATTA - 2-6 players £6.95 SPEED CIRCUIT - 2-6 players £8.45
THINKING MAN’S GOLF - 1+ £4.50 WIN, PLACE & SHOW for 2-6 £8.45
BOWL BOUND £8.45 SUPERSTAR BASEBALL £8.45
WARGAMES:- includes all general conflict games. Bismarck £8.465 (new)

AFRIKA CORPS £8.45 ALEXANDER THE GREAT £8.45
ARAB/ISRAELI WARS £8.45 BATTLE OF THE BULGE £8.45
BLITZKRIEG £8.46 CAESAR AT ALESIA £8.45
CAESAR'S LEGIONS £8.45 AIR ASSAULT ON CRETE £8.45
CHANCELLORSVILLE £8.45 D-DAY £8.45
DIPLOMACY - -US version £8.45 FEUDAL - 2-6 players £8.45
FRANCE 1940 £8.45 GETTYSBURG '77 £8.45
KINGMAKER - expanded US ed. £8.45 Kingmaker expansion kit, US £2.15
JUTLAND £8.45 LUFTWAFFE £8.45
MIDWAY £8.45 NAPOLEON - Former Gamma 2 £8.45
ORIGINS OF WORLD WAR I £8.45 OUTDOOR SURVIVAL £8.45
PANZERBLITZ £8.45 Panzerblitz Manual £8.45
PANZERLEADER £8.45 RICHTHOFEN'SWAR £8.45
Richthofen's War Expansion £2.15 RUSSIAN CAMPAIGN £8.45
776" £8.45 STARSHIP TROOPERS - SF £8.45
STALINGRAD £8.45 SQUAD LEADER - Tactical WWIil £8.45
CROSS OF IRON - Detailed expansion for E. Front for SQUAD LEADER £8.45
SUBMARINE £8.45 TACTICS |l - for beginners £5.95
THIRD REICH £8.45 TOBRUK £8.45
VICTORY IN THE PACIFIC £8.45 WAR AT SEA £6.95
WATERLOQ £8.45 WOODEN SHIPS & IRON MEN  £8.45
MAGIC REALM £10.45 DUNE ) £8.45

above, both SP!| and others, are available from stock, subject to availability from

manufacturers.

MARSHALL ENTERPRISES

La Bataille d’Espagnol — Talavera £9.95

La Bataille de Preussich — Eylan £10.95

LEE GOLD

Alarums & Excursions from No 47 £0,95p

This list is only part of our entire range of games, play-aids & magazines. We also

carry a full range of:-
SIMULATIONS CANADA - GAME DESIGNER’S WORKSHOP (GDW) -
BATTLELINE - GAMETIME GAMES (GG) - LOU ZOCCH! - DIMENSION SIX -
PHOENIX GAMES - WEST COAST GAMES - WITHERS - RW GAMES -
HAYES - FLYING BUFFALO - FAN TAC GAMES - URSINE ENGINEERING -
PHILMAR (ARIEL} LTD. - FANTASY GAMES UNLIMITED (FGU) - THE
CHAOSIUM - DISCOVERY GAMES - CREATIVE WARGAMES WORKSHOP -

NOW IN STOCK

YAQUNTO & TASK
FORCE

IMPERIUM - RAJ PUBLICATIONS - DISCOVERY GAMES -(available late Aprii/early May)
Why not write for a catalogue (please send stamped, addressed envelope!} or call in and see us.

OPENING HOURS : MONDAY - SATURDAY 1000 — 1730 (6.30 PM)

If you wish to order by mail : UK please add 10% post & packing.
Overseas pléase add 33% post & packing.

On most items we charge P&P at cost and you wilt be credited with any difference.

For single magazines please enclose a large stamped, self-addressed envelope.

Why not order with ACCESS or BARCLAYCARD, either write details as shown

below or telephone your order, giving your Card Number, Name (as shown on

your card}, Address and order.

Written ACCESS/BARCLAYCARD order:—

To ACCESS/BARCLAYCARD: | authorise you to debit my ACCESS/BARCLAY-

CARD Account with the amountof £ o
My ACCESS/BARCLAYCARD Numberis
Name (as on ACCESS/BARCLAYCARD) . .

Cardholder’s Address

{Block Caps)

SIGNATURE (as on card).
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DESCENT INTO THE DEPTHS OF THE EARTH

wonder just how many of those

who have purchased the new TSR

Dungeon Modules will actually run

them? | say this, not accusing my
fellow Dungeon-Masters of faint-hearted-
ness, but because the modules are
admittedly only suitable for a group of
high-level characters such as DMs who run
‘Gygax’ campaigns are hardly likely to
have available among their regular
players, and because anyone looking into
the modules would quickly realise that
they were not capable of being tackled in
a single evening or even a succession of
evenings. Frankly, even if the majority of
copies of the modules are purchased for
the excellent design advice they contain, |
would not be surprised and | don’t think
the designer would be unduly disap-
pointed (and 1 don’t just mean because he
gets some income from sales!).

| have. however been fortunate
enough to be able to run D1 and D2, and
shortly may even get the chance to run
D3. It occurred to me that it might be
helpful to others to pass on some hints —
mainly gathered from my own errors —
which would enable them to run the
modules better than | did. Some of these
will be specific to the modules, but others
will perhaps be useful in simpler settings.

First, if you don’t use figures or
counters to represent the characters and
the monsters, you would be wise to adopt
such a habit for the D Modules. Some of
the melees you will have to run will be
rather larger than you are probably used
to in normal circumstances — there are
twenty-six drow in the first encounter
area, which probably makes for three
dozen in melee including the characters,
for a start. Choose your own -drow
figures well in advance and try to ensure
you can distinguish the low-level fighters
(both male and female, with different
melee characteristics) from the higher-
level fighters (again ~both male and
female), the fighter/magic-user and the
clerics (of different levels}). As usual in
the case when there will be more than
one of the same type of figure in melee at
the same time, label them so you can tell
which is which at a glance.

Prior to the party setting off, |
suggest you draw up a roster of each
character in play, showing certain basic
items of information about that charac-
ter — AC, the weapon normally -used,
the roll required to hit AC2 (or any
other convenient base of reference), saving
rolls, any ‘detects’, spells, etc. Try to
identify each figure the players are using
so you can tell which figure is which
character at a glance.

If you don’t normally use a ‘ground
plan’ or a grid to regularise melee, | suggest
you seriously consider introducing one,
again principally because you will be in-
volved in large melees and it will be im-
portant to see exactly who is where at any
given time. Either a ready made playing
aid or a home made version will do.

Roll everything up in advance.

RUNNING THE NEW TSR D
MODULES

by Don Turnbull

Prepare a schedule of the various routes
a party could take on their journey and
roll up the wandering monsters they meet
in advance. Additionally, roll the hits of
those wandering monsters. Inevitably this
means that some of this preparatory work
will be wasted, since the party can’t go in
all directions at once, but it will be worth
the effort. Similarily, prepare figures for
the wandering parties (though keep them
out of sight of your players until the
moment arrives!).

| also suggest you spend some time
beforehand planning out the sort of tac-
tics the various groups encountered
would use in the given situation. The
drow outpost at D3 (in Module D1} is a
good case in point. They are there to
defend the main route to the Drow Vault
so would. have a pretty good idea of what
their actions would be in the event of an
attack by an approaching party. How
would they and their female compan-
ions use their innate powers? What spells
would the fighter/magic-user employ?
At what point would Vlondril attempt
her escape?

Similarly, if the party happen to en-
counter Asberdies in the cavern, how
would he cope with the situation? | was
fortunate enough to recognise that |
would never -be able to handle his
particular abilities in an ad hoc fashion on
the spot and spent many happy hours
working out what he would do in
different circumstances. If you think, it's

‘not necessary to prepare beforehand,

have a look at what he can do — and, |
suggest, think again!.

Similar  considerations apply to
Module D2, though the two minor en-
counter ‘areas probably require little

preparation. You should decide, however,
just how much the svirfnebli in A231
know about the Shrine, and particularly
how much they know about the

' ceremony which should be performed, or

should not be performed (depending on
your point of view) with Blibdoolpoolp.

The Shrine needs preparation,
however, and not just in the physical
sense. In particular, the reactions of Va-
Guuigh to an intrusion will have to be
worked out in advance — how he will
employ his spells and how the cleric/
assassins in the throne room and the
guards will deal with intruders.

Turning the clock back a good deal,
there’s the question of psionics to con-
sider in case the party penetrate M12 in
Module D1. If you don’t normally use
psionics, or allow player-characters to use
them, you still need to decide how to
handle the initial attacks by the principal
occupants of that area. The Players Hand-
book isn’t enough to decide — you'll have
to check in the newly available Dungeon
Master’s Guide or Eldritch Wizardry.

To ban psionics completely wouid be to
unbalance that section of the module
very considerably in favour of the
players. Better not say more or | will
give too many hints to players . . .

If you ever get as far as D3 you
will have to pre-plan all the encounter
areas in that module, though perhaps
you could just about get away with the
main and final encounter area in the
Vauit itself without extensive prepara-
tion. Just thinking about pre-planning
one of those areas (no secrets, now)
brings me out in perspiration.

A few notes, finally, about the strength
of the party. None of us in the group |
D&D with has a character above 9th leve!
and there are precious few above 6th. So
running the modules with normal charac-
ters was ‘out’ unless we waited years for
the characters to become sufficiently ex-
perienced. | therefore decided to ‘invent’
new characters for the players, rolling
their characteristics myself and equipping
them with a reasonable array of weapons
and magical items. The average level was
9th, with the most powerful character a
12th level cleric and the weakest a 6th
level fighter. | think, in retrospect, |
rather overdid the magical equipment
these characters were given — two /ron
Horns of Valhalla should really have been
one, one character emerged with an AC
of around —8 because of the goodies he
had, the Staff of Healing had something
like 150 charges, and so on. However it's
even more important not to give too little
— even with the strength of their
equipment and their basic strength, four
characters out of the twelve created were
slain by the end of their excursion into
D1. Each character should be well
protected — give the magic-users a Ring
of Protection and a Displacer Cloak each.
perhaps — and should have at least one
decent magical item. | advise plenty of
healing potions, clerical healing scrolls or
whatever.

That's one way of preparing characters
for the modules if your players don't
have characters strong enough to tackle
them, but others will occur to you.

All in all, | think the modules ‘played’
well. There is no fault at all | can find in
the design and despite the errors | made,
and my failure properly to prepare for
certain sections, | think the players en-
joyed the experience (even the player
who lost all three of his characters). | can
give no higher praise to these designs than
to say they are as good as anyone is likely
to meet, and better than almost
everything else | have seen.

| hope the amount of preparation, the
general ‘toughness’ of the modules for
DM and player alike, the physical require-

‘ments of play and the length of time

taken will not deter others from running
the D Modules (or indeed the G Modules
— | have yet to _try these). It should,
unless something goes very badly wrong,
be one of the most memorable D&D
experiences you have.
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OPEN BOX examines Science Fiction and Fantasy games and rulebooks
currently in the shops. The reviews have been written by either
independent authorities or members of the White Dwarf Test Panel.
The summaries are the Test Panel’s opinion of good and bad points of
the game reviewed. The OVERALL figure, on a 1—10 scale, rates the
game itself taking all factors into consideration.

Please note that reviews carried out by people not on the Test Panel do
not receive a rating.

METAGAMING MICROGAMES

ICE WAR — £2.25
BLACK HOLE — £2.25

The Microgames have gained
an impressive.reputation since
the appearance of Ogre by
their  compact format, low
unit count, easy-to-learn rules
and swiftness of play. ldeal
for the odd spare hour, as a
relaxation from more com-
plex (and expensive) games.
All appear to have been play-
tested properly and | have
rarely found more than the
slightest ambiguity in the
rules.

Ice War simulates the Eurasian Socialist Alliance raid on
Arctic oilfields held by the US and vital to her war economy.
The attackers are equipped with sleds and hovercraft carrying
missiles, while the defenders have infantry, tanks, recon sleds
and hovercraft. The terrain is (though not for long) mostly ice,
with a small proportion of northern Alaskan tundra.

By far the most interesting concept in the game is summed
up by a phrase from the rules — ‘terrain does not affect combat,
but combat may effect terrain’. This is a reflection of the effects
of exploding small nuclear warheads on ice (which turns to
water, thereby sinking any unit sitting on it which isn't capable
of moving over water, like a sled or infantry unit) or on tundra
(which converts to mud on which sleds can’t survive). The
combat isn‘t therefore so much concerned with the direct killing
of enemy units, though that is important of course, as with in-
direct killing, by rendering the terrain incompatible with the
unit sitting on it. This is a most interesting and novel feature
and takes some famifiarisation.

Actually the game is quite a complex one because of recon-
naissance — the E.S.A. command sled and other units stacked
with it are invisible until found by US reconnaissance (satellite)
or unless it happens to end up next to a US ‘ground’ unit {which
would be careless on the ESA part). For the early part of the
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game, therefore, the US are working more or less in the dark
and must not be diverted from their main objective {location
and destruction of the command sled) by picking off tempting
targets elsewhere.

It is a fast-moving game but one which doesn’t lend itself
too well to microgame format. The action tends to crowd in
one small area of the map, and this makes play a trifle incon-
venient, given the very thin unit counters. Additionally there are
‘conversion’ markers which indicate when terrain has been con-
verted (from ice to water or tundra to mud) which quickly litter
the map and tend to get in the way. Finally the rules are more
complex than those of any other micrograme. Excellent though
the idea is, | can’t help feeling that this subject would be better
handled in a larger, more expansive (and expensive) format.

In contrast, Black Hole is the ideal microgame and may well
become the most popular. it deals with tactical warfare on an
asteroid which is shaped like a doughnut, and this results in all
sorts of surprising and unfamiliar things. Missiles launched
across one edge of the map reappear at the other; on the ‘inside’
of the torus, units can ‘jump-move’ from one side to the other
across the black hole in between (and risk falling into that hole,
with disastrous consequences); laser weapons are virtually in-
effective on the ‘outer’ surface but devastating on the ‘inner’;
combat units arriving on the asteroid to take part in the action
risk falling into the black hole, and the risk is greater the nearer
they try to land to the inner surface which contains the all-
important bases on whose capture victory depends.

The rules are unusual but simple to learn, the game has low
unit-density and the action rarely takés more than an hour.
An optional rule commends the use of an egg-timer to speed |

up the action :(when the timer runs out, your move is over,

even if you are still thinking about it).

Black Hole is a unique little game — fascinating and
appealing, which lives up to all the characteristics of the micro-
game. It deserves to be very popular indeed.
Ice War 5 Don Turnbull
Black Hole 9

Overall:

KING ARTHUR'S KNIGHTS
The Chaosium — £7.50

The object of this game is
quite simple. Each player is
represented by either a
Knight Errant, Knight at
Arms or a Great Knight, and
by killing monsters and
taking their treasure the
Knight receives Chivalry
Points (CPs). The game is
won by the first player to
reach Camelot with his (or
her} required number of CPs
and treasure (in Bezants).
The Great Knight is big
and beefy, has a combat
factor of 6 and must fight everything that stands in his way
(except Knight Errants). The Knight at Arms has a combat
factor of 4 and must fight everyone but magicians. The Knight
Errant is the weakest Knight with a combat factor of 2 and can
avoid fighting the Great Knight, magicians and having “‘active
encounters’’ with women. He also needs 35 CPs to win, while
the Knight at Arms and Great Knight need 50 CPs plus 1500
Bezants and 100 CPs plus 3000 Bezants respectively. .
Knights are represented by black & white counters which
have to be cut out, but look so horrible that | would obey The
Chaosium’s recommendation to use metal figures instead. The
Knights wander about a brightly coloured map of medieval
England (22" x 34”), with a bit or lreland, Scotland and
N. France thrown in. England is divided into four different
coloured areas while the rest of the map counts as a fifth. Each
area is made up from provinces through which the Knights move
(one province at a time, unless on raids). When a Knight moves




e e

into a province he takes an encounter card. If he kills the
guardian, he may take the treasure.

Surprisingly, the only time King Arthur enters the game is
when a player Knight stumbles upon him guarding a magical
treasure. Merlin also appears as a magical guardian and a
wandering monster as do Sirs Lancelot, Galahad and Morgan
le Fay.

Adventure cards sometimes have to be taken by a player as
directed by the Romantic Combat Results Table. These cards
give the player some little errand to do with a prize of a few
Chivalry Points if he succeeds.

On the whole the game is simple to understand. The rules are
printed clearly in easy-to-read steps in a 16 page booklet with
the three combat tables printed on the back cover. The physical
quality of the game is quite good, the map especially. The only
drawbacks are that no dice or reasonable counters are provided
and the combat system depends too much on luck for a good
result.

Overall: 7 Jacek Gabrielczyk

TRAVELLER AIDS FROM JUDGES GUILD

Traveller Screen — £1.75
The Traveller Logbook — £1.99
Starships and Spacecraft — £4.25

168 (3uild REFEREE

This trio of items numbered
75, 78 and 89 in the now well
established Judges Guild range
are the first to deal with
aspects of GDW's Traveller
SF role-playing rules and
many of the features of JG
material that D&D players
have come to expect are con-
tinued ‘in this new departure
- well printed with few typo-
graphical errors, new tables
and background material, and
instantly forgettable artwork.

Traveller Shield consists of four bright green stiff cards of
foolscap size {will printers abandon metric sizes in the Far
Future?) covered on both sides with tables and procedures
extracted from the four published Traveller rulebooks. The
cards are intended to be assembled (by the purchaser) into a
screen, behind which the Referee conducts secret die rolls and
other' machinations.

JG have by and large abstracted all the relevant information
from the rules concerning combat on the ground and in space
— Although one side purports to be for the Referee, he will
need to refer to the other side if Psionics are a factor in your
campaign. If a space battle is in prospect, he will have to turn
the whole thing round, since the tables for this are all on the
‘Players’ side.

In order to save space JG have combined the Armour and
Range Tables for weapons and expressed these as scores
required to hit rather than the DMs of the original rules. The
only disagreement | had with the content was that the
Surprise and Escape/Avoidance procedures are missing, as are
the Character Strength/Dexterity weapon DMs, which would
seem to negate the basic concept of not needing to refer to the
rulebooks for combat tables. Overall, however, this is a useful
though not essential purchase.

Once past the, er, cover, the Traveller Logbook text starts
by running through the character generation and career pro-
cedures. A very welcome feature is the grouping of all relevant
tables for each particular stage of these procedures on one
double page spread, which will considerably speed up this
aspect of Traveller — | have already nearly demolished my
copy of Traveller Book 1 by having to continually turn pages
to generate characters. JG include a couple of new tables

varying the UPP dependent on home world characteristics, and
a whole series to ‘flesh out’ the character’s ‘appearance and
parental and societal background = all very useful. There then
follows a section dealing with starship operation and trade as
per the Traveller rulebooks, followed by a far more detailed
hit location ‘method for ship combat than is provided in the
basic rules. We then arrive at pages 19 to 38, which contain
very comprehensive character record sheets, and pages 39 to
62, which contain the equivalent for ships {ships records take
up four pages including some nicely done Title Papers, thus
there are only 6 sets, compared to 10 character sheets).

This is the best of the three items — the first section alone
is probably worth the price.

The last item — Starships and Spacecraft — consists of three
large foldout 22 x 34" sheets containing 26 mm scale deck
plans of -all the standard Traveller ship types, and technical
data couched in. advertising terms; ostensibly these ‘brochures’
are put out by the M C & S Engineering of Sternplatz,
Gruenweldt, Epsilon Cetus. The original Buck Rodgers will be
a satisfied customer of the firm: Chris Foss would probably be
horrified — perhaps this is the firm’'s Austerity range. Also
included is a blank construction grid and reprints of some of
the ship record sheets from the Logbook. If you feel you
really cannot design and draw your own starship layouts
(surely one of the pleasures of being a Traveller Referee), this
is for you.
Overall: Traveller Shield - 7
Traveller Logbook 9
Starshlps and Spacecraft 5

Bob McWilliams

ANIMAL ENCOUNTERS
Game Designers’ Workshop — £1.95

The sixth booklet to be
published in the Traveller
system is a ‘Referee Aid’
covering pre-generated animal
encounters for 11 terrain
types on 9 world classes —
Small, Medium and Large,
each with Thin, Standard and
Dense atmospheres — thus
subsuming into general
categories the range of 100
combinations of diameter and
atmosphere possible under
the Traveller world
generation procedure.
Appended to this standard format are encounters for maritime
locations {11 terrain types), and arctic and vacuum situations (2
tables each — those for vacuum are mainly events), for a grand
total of 114 encounter tables.

How useful this booklet will be depends on the Referee’s
approach to his campaign. Those who lack sufficient time or
inclination to compile suitable encounter tables will welcome
this publication with open arms; even those who normally do
all their own preparation could find that the tables allow time
saved for other, perhaps more critical, phases of play. As the
introduction suggests, they will be invaluable when an im-
promptu game is arranged.

The only minor irritation | found was that in each table only
one ‘event’ is possible — | would have preferred these grouping
in separate tables by terrain type, to be rolled for when ‘event’
comes up, which would prevent play from becoming too
stereotyped. .

All in all though, the format is simple to use and lucidly
explained and indexed in the brief introductory section, and the
overall standard is well up to that expected from GDW,

Overall: 9 Bob McWilliams
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TREASURE CHEST

TREASURE CHEST is open for contributions relating to D&D
additional rules, character classes, magic systems, objects, tricks and
traps etc.

J DETERMINING HEIGHT AND WEIGHT

by Lew Pulsipher

| The referee’s work is easier when he knows the height and

weight of player characters, since this can affect how magic
armour fits, how hard it is to carry someone, or whether one
character can shoot a bow over the head of another. The
method described below has been designed for D&D characters,
but may be adapted to many other role-playing games.

To determine a character’s height roll three six-sided dice, as
for any other D&D characteristic. If a 3 or 18 results, roll per-
centile dice (as you would for a fighter with 18 strength).
Cross-reference the result with the charactei’s race on the Height
Table.

To determine weight, average thecharacter’s constitution and
strength—add together and divide by two—and then cross-
reference the result with the character’'s race and height, as
shown on the Weight Table.

For example, a player rolls a 16 for his elf character—he is
5'6". His constitution is 12 and strength 9, an average of 10%.
Consequently. his weight is 130 pounds. Those who want more
variety can further sub-divide: the height and constitution-
_strength ranges. One could also roll to determine how much the
character is inclined to be over- or underweight, a hardened ad-
venturer will be neither, however small or large his bone structure
may be.

Height Table

Dice Roll Man Woman EIf Dwarf/Gnome
3 (01-10) 50" 4'8" 4'5" 34"
3 (11-40} 51" 49" 4'6" 3’5"
3 (41—-00) 52" 410" 47" 36"
4 5'3” 4’1 1 ” 4'8" 3’7"
5 5'4” 4'0” 4’9[’ 3’8"
6 5’5" 5'1 n” 4'1,0" 3’9”
7 5’6" 5’2" 4'11"” 310"
8 5’7" 5’3" 4'1 1 ” 3’1 1"
9 5’8" 5'4" 5'0'1 4’0”
10 5'9" 5’4" 5'0" 4/0” -
1 1 5'10" 5’5" 5’1" 4’1 ”
12 511" Y 52" 4'2"
13 6’0" 5'7" 5'31' 4[3"
14 6'2" 5’8" 5'4" 4'4"
15 64" 59" 5’5"’ 4'5"”
16 6’6" 5'10" 5’6" 4’6,’
17 6'8” 6'0” 5'7" 4’7"
18 (01—60) 6°10" 62" 5’8" 4'8"
18 (61—90) 70" 66" 510" 4'9"
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Halflings are one foot shorter than dwarves. Man-orcs are
human size. Half-elves are four inches shorter than humans,
Halfling Stouts are three inches shorter than normal, and Tall-
f%lklows three inches taller. For medieval sizes, subtract roughly
téa inches from human height.

Weight Table

Height Average of Constitution and Strength
Men 3-5% 6-8% 9-12% 13—-15% 16-18
Up to 5' 4" 100 115 130 140 160
5" 5" to 5 8" 110 125 13% 155 180
5' 9”to 5 10" 125 135 150 180 210
5 11" t0 6" 2" 135 150 175 205 230
6’ 4"to6" 8 155 180 200 230 260
6’ 10" or more 170 200 230 260 300
Women

4" 8"to4’ 10" 80 920 105 120 130
4" 11" to b 3" 90 100 115 130 145
5" 4"to5 5”7 100 110 125 140 160
5" 6"to5 8" 110 120 135 150 170
5"9"to6" 0" 120 135 150 165 180
6’ 2” ormore 130 150 170 185 200
EIf

4" 5" to4’ 8" 85 20 100 115 130
4" 9" t0d’ 11" 90 100 110 120 140
5" 0" to 5" 2" 95 105 120 126 150
5" 3"tob" 7" 100 115 130 140 160
5 8 ormore 110 125 1356 155 175
Dwarf/Gnome

Up to 3’ 8~ - 150 150 150 150
39to 3 11" — 150 160 160 160
4 0" tod’ 1”7 — 150 160 170 170
4' 2"tod 4" — 150 160 170 180
4' 5" tod" 7" — 150 170 180 190
4’ 8" or more - 150 170 190 200
Halfling

Upto 2’ 8" — 70 80 90 100
2"9"t02" 11" — 80 90 100 110
30"to3 1" -— 20 100 110 120
3" 2"to 3 4" — 95 105 115 125
3 5"to3 7" — 100 110 120 130
3’ 8" or more - 110 120 130 140

ENERGY DRAINERS
by Simon Shaw

Characters gain additional Hit Points and skills when they rise in
experience levels, not because they are physically bigger or that
their flesh is tougher, but because they are faster at evading an
opponent’s attacks and more skilful overall. A blow that would
normally kill a less experienced character could be the cause of
only a slight wound to a higher level type.

Because of this, it is totally unrealistic to be able to lose
whole experience levels; do people affected by wights and such
forget all they have learnt in years of fighting? Is the energy
drain meant to be a form of amnesia? As that is the only way
that it seems possible to lose experience. It is more likely that
the energy drain is a loss in strength points (as the shadow) or
even constitution points.

Consequently | devised the following tables for combat
whenever “Energy Drainers’ are concerned.

Monster 1st hit by monster 2nd hit by monster
str. pts. lost | con. pts. lost | str. pts. lost | con. pts. lost
Vampire 1 1 2 1
Wraith 1 0 1 1
Wight 1 0 1 1
Spectre 1 1 2 1
Shadow 1 0 1 0

3rd hit by monster is as 1st hit.
4th hit by monster is as 2nd hit.
5th hit by monster is as 1st hit, (and so on)

‘The points lost are just a substitute for the energy level drain,

18(91-00) 7°2” 6’8" 60" 410" i.e. a vampire would do 5-10 pts of damage and reduce its




victim by one strength point and one constitution point.
Whereas normally on the first hit, a vampire would do 5-10 pts
of damage and drain two levels of experience.

The points lost should not be permanent, though the points
regained should be in ratio with new experience levels gained.
The first level of experience gained after being attacked by, say
a wight, one strength point should be regained, the second level
afterwards one strength point and one constitution point would
be regained. The 3rd level of experience would be as the 1st and
the 4th as the 2nd etc. This may seem rather lenient but | really
believe this method to be far more realistic.

Note: a player can never regain more than his original quota
of strength or constitution points.
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WHO GOES TO SLEEP?
by Lew Pulsipher

A vexing problem every D&D referee soon faces is to determine
who is affected by a sleep spell cast on a party with mixed hit
dice values. Since mules have 3 dice while novice adventurers
have only 1, mixed parties are usually the rule from the beginning.
Those with a mathematical bent soon devise an adequate
method, but this article is for those who lack confidence when
numbers are involved.

The sleep spell description gives a variable effect depending
on the level of the creatures affected. When they are all orcs or
all gnolls, etc. there is no problem. When mixed hit dice values
are involved it is necessary to convert all the hit dice possibi-
Jities to a single scale and roll dice once for that scale. Then each
potential victim can be numbered, and an appropriate die can be
rolled to generate numbers to identify affected creatures, up to
the total effect of the sleep spell.

It is easier to use the Advanced D&D sleep spell for conversion,
and in any case this specification gives a less powerful sleep spell
which is more desireable from the referee’s point of view. The
values are:

Hit Dice Number Affected Average Number “One Dice Equivalent’’
10 1

up to 1 4-16

1~ 2 2-8 5 2
2+1 - 3 1-4 2% 4
3+1 -4 1-2 1% 7
441 — 4+4 0-—-1 % 20

The third column shows the average number of creatures of the
given hit dice value which are affected. Using this number all
creatures can be given a value in terms of up-to-1-die creatures,
as shown in the fourth column. For example, a 3 dice creature
is equal to four 1 die creatures. Now 4d4 are rolled whenever a
sleep spell hits a mixed hit dice party, and when a creature of
more than 1 hit die is affected its “one dice equivalent” is
subtracted from the sleep total. When the value of the last
creature affected amounts to more than the number remaining
to be affected, there is‘a fractional chance that it will fall asleep.
For example, the spell caster rolls'a 12, and two 3 dice creatures
{value 8) have been affected. Next a 4 dice creature is the target.
its value is 7, but only 4 is left of the original 12, Consequently
there are 4 chances in 7 that this creature will fall asleep (roll a
d8, ignoring 8: 1—4 the creature falls asleep, 5—7 it stays awake).
Note that if the first creature affected has a high one dice

equivalent the sleep spell might not put anyone to sleep,

depending on the fractional roll!

Example: A party of seven adventurers and two mules is
surprised and hit by a sleep spell centered at E. (The numbers in
parentheses indicate the characters’ hit dice—mules have 3).

C2| E@ | Fiy | Gia)

,@(3)

Bi2) | Di1) {Mule{Mule

The caster rolls 11 on 4d4. The spell covers the entire party in its
15’ radius. The referee numbers the possible victims from top to
bottom and left to right, that is Ais 1, Bis 2, Cis 3, D is 4,
E is 5, a mule is 6, etc. to 9. He rolls a d10. A 3 means C is
affected and sleeps. An 8 means a mule sleeps. Another 3 is
ignored since 3 has already been affected. A 0 (10) is ignored

because there are only 9 potential victims. A 1 means A sleeps.
The value of sleeping creatures is now 2+4+4=10, Next the
referee rolls a 2. B is-a 2 dice character but only 1 is left of the
sleep total, so there is a 50% chance that he will sleep. The
referee rolls and finds that he stays awake. Thus the total effect
of the spell is C, A, and a mule asleep.

New Magic Items

The Helping Hand
by Anders Blixt

This item looks exactly like a human hand, ready to be
shaken. It is made of ebony and is highly polished. If the finder
shakes the hand, it will help him out of various uncomfortable
positions once a day for a year, after which it will lose its
shine and, therefore, its magical properties. A helping hand can
be used, for example, to lift its owner from the bottom of a pit,
This is done by shaking the hand and making a simple verbal
instruction.

The hand is useable by all classes, but will only obey the
instructions of the finder.

Fenway’s Silver Slippers
by Fred Kendall

These are a pair of velvet-lined slippers once owned by a wizard
called Fenway who dedicated his lifef to the study of water. His
slippers were one of his last triumphs. They are intricately
woven with silver thread, and are pointed at the toes. Fenway
managed to create a spell which he cast on the slippers to enable
him to walk on water. However, he did not reveal the spell to
anybody and died before he revised his spell book. His slippers
are the only known pair with water-walking properties. They
have an intrinsic value of 2,000g.p.

Zailin’s Sleeping Suit
by Fred Kendall

This is a beautifully inscribed suit of .armour with a dragon's
head inlaid with gold on the breastplate. Most fighters would
dearly like to own such a magnificent suit of armour. Un-
fortunately, the suit was once in the ownership of an evil
wizard known as Zailin who cast a terrible spell on the suit. One
hour after the owner has put on the suit, he will fall asleep for
15 turns with no saving throw allowed. Assuming the finder
does not fall asleep in the middle of combat and re-awakes, he
will find the armour will protect him thereafter: at +2. It has
intrinsic value of 2,500 g.p.

Mindel’s Glass of Seeing
by Fred Kendall

This is a 6" diameter oval glass housed in a golden clamp looking
something like a magnifying glass. However, the finder will
discover that the glass does not have any magnifying properties.
When looked through, it allows the viewer to see any invisible
object or creature as a distinct outline only.

Key of Welcome

by Neil Gulati

This is an inch-long silver key and has the letter W inscribed on
its circular head. When used by thieves, the key will expand to
fit any keyhole, and will open locks as a 9th level thief (62%
base chance of success).

We have had several requests from readers for us to continue
featuring special topics in 7reasure Chest, e.g. spells, magic
items, special rooms, etc. We think this is a good idea and hope
readers will send in contributions to the featured topics whilst
also suggesting new topics. Next issue we will feature Potions
as suggested by Kathryn George whose dragon breath potion will

vlead us off,



A regular feature introducing mew and inferesting monsters,
edited by Don Turnbull.

]

» here has been a fair amount of correspondence in
the Letters column about the Fiend Factory lately.
| hope the standard hasn’t dropped, as is Michael
Stoner’s contention, but his admonition serves to

remind me that | should heed more closely the parameters |

set up at the beginning. So ! regard his comments as con-

structive and will do my best . .. ,

David Bell asks which combat tables | now use to calculate
Monstermarks. Well, | use the new ones, though | am bound to
say it doesn’t appear to make any significant difference. Nor do
| stoutly aver that my original calculations were free from
error — but checking them is another long and arduocus process
and | had rather hoped others would point out errors when
discovered.

As for the Spook, which is rapidly becoming a cause celebre,
| agree entirely with David Bell that a be-Spooked victim who
subsequently returns to normal does undergo a System Shock
and a roll should be made on the constitution-related table.

We have a mixed bag this issue and | hope you enjoy them.

by Brian Henstock

No. appearing: 14

Armour class: 2

Movement: 8"

Hit Dice: 8D8 or greater

Treasure: nil

Attack: 2-20 fireball, 4-40
touch plus strength
drain

Alignment: Neutral

Inteligence: low

These creatures are essentially metal spheres 4' in diameter with no
visible external organs. They move by a form of levitation at heights
between 2" and 6’ above ground level. They constantly radiate intense
heat.

Touching a Heat Monster will deliver 4-40 points of damage and the
victim will also suffer a strength drain (treat as a Shadow's attack in this
respect}). For every strength point so drained, the Heat Monster adds 1D8
to its hit dice.

Every four melee rounds the Heat Monster can emit a fireball with a
burst radius of 5’ and a range of 50°; the fireball delivers 2-20 points of
dame)xge to a victim (halved if a saving roll is made as against the magical
spell). ’

The Heat Monster can only be harmed-by cooling it down. Water does
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1-8 damage on it, an Ice Storm does 2-20 damage and a bolt from a Wand
of Coid 4-40 damage. i

Commients:’ Biologically rather improbably, | grant you, but an
interesting ‘creature’ all the same. Any magical spell which has a cooling
effect will harm it and DMs will have to judge the damage of spells not
listed above. Other effective weapons against the Heat Monster seem to
me to include create water, chill metal (the reverse of the 2nd level Druid
spell), wall of ice, Otiluke’s freezing sphere and perhaps affect normal

fires.
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All characteristics variable. e Syl

This beast comes in a variety of
forms, but each shares one charac-
teristic. Thisis its ability to change
form in sequence, through recog- -
nisable shapes, . in an order such
that each succeeding form is strong
where that preceding it had its
weakness. The creature is forced
to undergo a change of form when-
ever it is hit, a spell is successfully
cast on it, or it receives any other d
‘adverse action’ unless that action kills it in the form it then possesses.

It has special magic resistance, saving against all magical attacks as a
6th level cleric and having a saving roll against any spell {whether a saving
roll normally applies or not). It can also regenerate entirely once per day,
this being an instantaneous process (roll to determine how long since its
last regeneration when it is encountered). .

At each shape change the party in melee against the creature may be

surprised; on the first change, there is a 50% chance of surprise, in which
case the creature gets a ‘free hit’; on the second change, reduce the
chance of surprise to 40% and on the third and subsequent changes
reduce the chance of surprise to 25%.
Comments: plenty of scope for manoeuvre here in this creation. John
and Deirdre gave a sample creature in their submission, but on balance |
think | will omit this and leave things more open to an individual DM.
One or two general ‘rules’ may be in order: all the creatures generated
would have to be roughly the same size {no ducks changing into
elephants) and of the same general type (e.g. humanoid, quadruped etc);
broad characteristics cannot change (e.g. if the creature is vulnerable to
attack by normal weapons in one form, it should be in another)} though
details could alter (in one form the creature could have charm person
ability, for instance, while in another it could have an. innate affect
normal fires ability); magic resistance would vary little, if at all, between
the forms.

I stress that these are my suggestions and hope that John and Deirdre
will approve.

No. appearing: 2D4 Vd

Armour class: 4

Movement: 12"

Hit Dice: 4-6D8

Treasure: D

Attack: Bite 1-6 plus
special breath
weapon.

Alignment: Lawful evil

Intelligence: average

Monstermark: 41,51.3 and

61.5 (all level
IV in 12 levels).

The Dragon Dog is intelligent enough to work in packs; their great stealth
allows them to surprise parties 75% of the time. Additionally, their keen
senses allow them to detect even invisible persons close by, and they are
often kept as watchdogs by Fire Giants or Red Dragons, to whom they
are intensely loyal.

The Dog’s breath weapon produces a cone of fire 3’ long and with a
base of 1", doing 4D4, 5D4, or 6D4 damage {according to hit dice) to
victims who fail to save against Dragon Breath (half damage to those who
do save). The breath weapon can be used a number of times per day
equal to the Dog’s hit dice, but a period of 10 melee rounds must elapse
between successive uses.

The Dragon Dog is immune to natural fire and to dragon (and their
own) breath weapons, and take half damage from magical fire. However
they take double damage from cold-based attacks.

The Dragon Dog is related to the Hell Hound and may occasionally be
found in mixed packs with Hell Hounds.




Their hard, wiry red fur and their high dexterity account for their
high armour class. They have black paws, ears and faces.
Comments: There isn’t a great deal of difference between this beast and
its Hell Hound cousin. However the breath weapon is more powerful and
has a longer range than that of the Hound (the latter factor isn't included
in the Monstermark calculations, of course, the Monstermark being rather
a blunt tool in this and other respects) and the beast is rather more
sensitive.

by Mike Ferguson

All characteristics — see below.

When first sighted, the Russian
Doll-Monster will have the appear-
ance of a Stone Giant and all the
characteristics, hit probability and
so on, of that creature. However &
when it has taken 10 hit points,
the skin will peel back, disinte-
grating as it does so, to reveal a Hill
Giant inside. This will fight as a
standard Hill Giant until it has
taken a further 10 hits, where ;
upon the skin peels back and an Ogre appears. This process continues
on the following lines:

10 hit points later, a Bugbear;

9 hit points later, a Gnoll;

8 hit points later, a Hobgoblin;

7 hit points later, an Orc;

6 hit points later, a Goblin;

5 hit points later, a Kobold with 4 hit points.

Here, one would think is the logical end to the sequence, but no!
Springing from the dying remains of the Kobold, like a bullet from a gun,
comes the Leprechaun which has been operating the whole Doll. It will
immediately turn invisible, grab the nearest item of value (preferably a
magical one) and do its best to escape with it.

Needless to say, these creatures will only be found as wandering

monsters and will attack on sight.
Comments: 1 like to include an ‘oddball’ monster from time to time, and
this is a good laugh. Mike calculates the Monstermark as 219.3 which
makes it pretty tough — level VIIl in 12 levels, and a whole level higher
than the initial Stone Giant. Which only goes to show that, inside every
Giant, there's a Leprechaun trying to getout . . .

by Guy Shearer

No. Appearing: 1
Armour Class: 0

Movement: 12"

Hit Dice: ' 2+2

Treasure: Nil

Attack: 2 claws for 1—
6 damage each
plus touch
{special)

Alignment: Neutral

Intelligence: Low

Monstermark:  359.3 (level IX

in 12 levels).

The time freezer is a shaggy humanoid about 7' in height, of low
intelligence and unable to communicate verbally. It is light brown in
colour, though very few specimens have been encountered and it may
be that creatures of other colours exist. Time freezers are highly dex-
trous, which accounts for their very low armour class.

The time freezer is a shy creature and will only fight in self-
defence or if it is seriously threatened. It is a wanderer, having no
known lair, and feeds on fruit and vegetation.

It attacks with two claws, each of which inflicts 1—6 hit points of
damage. In addition, the touch of the time freezer places the victim
{no saving throw) into a state of temporal stasis for 1—10 full turns.
During this time the victim appears to be dead — no pulse or
breathing, no mental activity. |f raise dead or another similar spell is
cast on the victim while he is in this cataleptic state, he will be per-
manently frozen in time.

Comments: This is the first creature in the Fiend Factory, | think,
with temporal control, or a form of it. Since it has no treasure, it is
hardly worth attacking — but that assumes adventurers know what it is
when they meet it. Shrewdly placed by the GM, this monster could cause
parties no end of trouble.

PEBBLE GRNOM

by William Maddox

No. Appearing: 1
Armour Class: 6

Movement: 6"
Hit Dice: 1—4 hit points
Treasure: 1—6 gold pieces
{per individual)
Attack: by weapon type
Alignment: Neutral
Intelligence: Very
Monstermark: 1.8 (level 1in
12 levels)

These weak and timid cousins of normal gnomes are completely
immune to all forms of magic — even monsters summoned by magical
means will usually be unable to harm them. Magical weapons used
against them will be treated as non-magical for hit probability and
damage purposes. Equally, beneficial magic, such as cure spells, will
have no effect on them.

They will rarely fight unless attacked, but if forced to do so, they
will use weapons and favour short swords for 1—6 hit points of
damage.

Unlike normal gnomes, pebble gnomes cannot become illusionists
and have no clerics. Pebble gnome thieves cannot read scrolls.

Their mining abilities are the same as those of normal gnomes.

Due to their small size, timidity and general dour view of the

world, pebble gnomes will not participate in adventures of any sort
and are not suitable for use as player characters.
Comments: On the face of it, there seems to be no place for pebble
gnomes in D&D — they won't fight, have little treasure and won't go
on adventures. Yet it is only reasonable that, in the course of ad-
venturing, player characters will come across ‘monsters’ which have
no particular function from time to time.

.|

We have now had ten issues-worth of the Fiend Factory and
quite a number of new monsters have passed under our gaze.
Which are the best? | should like to take an opinion poll on this;
who knows — | may be able to persuade the editor to present a
small prize to the person who has created the monster which, in
the opinion of the readership, has been the ‘best’.

Goodness knows how you are going to evaluate ‘best’ in
these circumstances, but could | ask all readers to have a look
at all the monsters which have appeared since issue 6 when the
Factory first opened its doors and send their votes for their
Top Five Creatures to White Dwarf, 1 Dalling Road, London
W6, by January 1st 1980. We will announce the results of the
poll in a subsequent issue.

Next Issue:

The Paths of the Lil — a complete Gamma World scenario

Chronicle Monsters — the Thomas Covenant trilogy applied to D&D
Expanding Universe — Part IV

Fiend Factory — more monsters

Treasure Chest — potions

* ok K * %

White
Dwarf

Binders

Make sure you keep the coffee stains off your White Dwarf collection
by protecting them in your own White Dwarf binder.

* Holds 12 issues
* '‘Red Leather’ finish
* White Dwarf embossed in silver on spine

Send £2.50 + 40p p&p to White Dwarf, 1 Dalling Road, London, W6.
{US customers send $12.00 (airmail) or $8.00 [surface])
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Get-to-Gether at the GAMES GALLERY

..........

visit us at
GLASGOW

Come along to our NEW Glasgow Games Shop and bring your friends. Browse among our magical selection of
Fantasy, Sci-fi and Wargames, meet and chat with other gamers. We are open Monday to Saturday, 9-30a.m.
to 6-00p.m. and will do our best to stock the games you want, when you want them. We look forward to
seeing you at

536 GT. WESTERN ROAD, GLASGOW
(also at 13 Forrest Road, Edinburgh)
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GRAMES DNLIMITED

2 CASTLE STREET,
RINGSTON-UPDN-THOMES
SURRBED.

TEL: D)-S&3 B4BE

Your new supplier of all games.

Large variety in stock

and special requests handled immediately

Please mention WHITE DWARF when replying to advertisements



**************g******* ook

The muiti-player, strategic Space game. Computer moderated
for over three years by Flying Buffalo Inc.

Send SSAE for details or $1/80p for rules. Other games, Battle
Plan, Nuclear Destruction, etc. available.

FLYING BUFFALO INC. CHRIS HARVEY

POB 1467, 11 Woodside Way,
Scottsdale, Aldridge,

Arizona Walsall,

85252, West Midlands,
USA UK.

E***********i*i**********

LEICEST }% S

GAMES 8 FANTASY SHOP
Dungeons & Dragons

RAL PARTHA, ASGARD, CITADEL, MINIFIGS, AVALON HILL,
BATTLELINE, JUDGES GUILD, GAMETIME, TSR, FGU, TABLE-
TOP, PHILMAR METAGAMING GDW, CHAOS|UM GAME-
SCIENCE PARKER WADDINGTONS ETC. JIGSAWS.

WE SELL SPI GAMES AT 10% OFF LIST PRICE. RULES
ACCESSORIES PLAKA PAINTS, MAGAZINES MAIL ORDER
ADD 10% P &

EX?EEEONS & DRAGONS BASIC SET £6.50 TO PERSONAL

Reider Delig

5,BRAUNSTONE Gv
LL‘ICF STER.549182

If you want all the latest imports (DC, Marvel, and Warren), American and British sci-fi books, posters,
D&D, masses of underground comix, games and mags, French magazines and books, badges, posters.

C. . .this is the place to get them

i;‘OREVF.R
PEOPLE

the largest sci-fi and
comics shop outside London

59 Park Street, Bristol 1
tel. 0272 25454

[GREENWOOD

| ¢&”BALL i

- We’ve moved! Our old premises
were bursting at the seams.
We are now at

UNIT 27
BON LEE TRADING ESTATE,
THORNABY-ON-TEES,
CLEVELAND
Telephone: 68059

5598

SS108
SS109

SS111

SS112

including a separate comics room wnth
thousands of back issues,

0
UK distributor

for list send SAE for Metal Hurlant

— Goblin with spear

SS100 — Winged Demon with sword of fire

SS101s — Winged Warrior (feather wings) with spear -
$S102s — Winged Warrior (feather wings) with sword -
SS103s — Winged Warrior (feather wings) with bow
SS899s — Wolfman

SS91s — Armoured Centaur with lance

SS104s — Giant Wolf

SS110 — Adventurer with longbow, sword and shield in mail shirt . .
— Adventurer with two handed axe and throwing axes in
mail shirt and helmet

SANDERSON
80mm FANTASY
£3.65

SANBSOF3 Warrior with Axe and Shield
SANBOF4 Warrior with Sword and Shield

- Two action and detail packed warriors from
-Cliff. The two bases will interlock to form a

vignette."More to come!

Please mention WHITE DWARF when replying to advertisements

— Adventurer with two handed sword and throwing knives
in mail shirt and helmet
— Wizard casting spell, with spell scroll, sword and buckler . .
— Adventurer with sword and shield wearing full mail
armour and helmet

SS113
SS114

These Sword and Sorcery items are the finest yet by John; the Mountain
Dwarves are the stocky bearded types of legend. Superb! |

New catalogue in preparation, ready soon — watch our ads.
Retail orders up to £5 add 10% p&p, over £5 post free
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50-54 MANCHESTER ST., LIVERPOOL L16ER  Tel: 051-236 2605
OPEN: Mon.-SAT. 9am to 6pm.

1z e
FOR WAR FANTASY AND SCIENCE-FICTION GAMING

players £5.00.

THREE FINE NEW FANTASY/SCI-
FI GAMES FROM AVALON HILL

Magic Realm — Role Playing Board Game
Wizards Quest — Fun and Quick to Play

Dune — From the Award Winning Book

SORCERORS CAVE Fantasy Role-Playing Games are
fun but need much preparation. If you wish for the
realms of magic, monsters and treasure without too
much effort, this is your game. Easily understood and
every game different. Rules for one, two or many

Rack of sixty duplicate area cards for the above
making it an even larger game ideal for playing on the
g £1.75

£9.95

£8.45

£9.95

War in the Ice

(P oY O SO Y Stargate .............
Pack of duplicate Hazard, Treasure and Creature Titan Strike. .
CANAS ..o £0.95 Vector3................

ADVANCED DUNGEONS &
DRAGONS

DUNGEON MASTERS GUIDE
...£9.95
in HARDBACK

The most complete, informative and chalienging
D&D publication. An essential item for any
serious D.M. and strongly recommended for the
player who requires to be well- informed.

SPI NEW RELEASES
Sci-Fi/Fantasy

MINIGAMES
Creature: Sheboygan . ..

TUNNELS & TROLLS

NEW, REVISED RULES £2.50
PLUS!

AN UNEQUALLED SELECTION OF SOLO
DUNGEON ADVENTURES:
SORCERER SOLITAIRE £1.80
NAKED DOOM £1.80
BUFFALO CASTLE £1.80
LABYRINTH £1.80
DEATHTRAP EQUALIZER £1.80
BEYOND THE SILVERED PANE £2.40
CITY OF TERROR £3.50
DARGON’S DUNGEON £2.40
OVERKILL £2.40
WEIRDWORLD £2.40
REFEREES DUNGEONS:

£6.85 (boxed) | UNCLE UGLY’S UNDERGROUND £1.256
DUNGEON OF THE BEAR (LEVEL 1} £1.256
SORCERER'S APPRENTICE £1.00

A PROFESSIONAL, QUARTERLY MAG. DE-
VOTED TO F.R.P. GAMES AND FANTASY
TOPICS. ISSUE 1. AVAILABLE NOW.

DUNGEONS AND DRAGONS

D&D BasicRules .................... £2.95
D&D Advanced Players Handbook —more
details on Characters, Levels New Classes,
Spellsetc Softback .................. £4.50
Hardback. . ........cooovviianannans £6.95
D&D Advanced Monster Manual — over 350
Monsters and their Charactensucs

SOfback . ... £4.50
Hardback. ................oi il £6.95
“D&D Boxed Set — Basic Rules, Dice Set and
B1{Complete Adventure) . ............ £7.50

Ready ref. sheets— Extensive Charts & Tables
inc. Combat, Hirelings, Poisons Magic ltems,
.99

Campaign Encounters................ £1
“Dungeon Tac Cards—show weapon use,
.action and effectiveness . ............. £2.75

Character Chronicle Cards—D.M.’s Detaited
ReferenceCards. .................... £1.50
Judges Shield-screen for concealmg Maps
‘withChartsand Tables ............... £1.50
Monster and Treasure Assortment:-

takes the work out of preparing the contents
of your own dungeon.

Set1forlevels1-3 ...
Set 2 for levels 4-6 .
Set 3 for levels 7-9
D&D Geomorphs-— variable Dungeon plans

Set1 — BasicDungeon .............. £1.50
Set2 — Caves and Caverns ..£1.50
Set3 — towerDungeons. ............ £1.50

Qutdoor Geomorphs —Walled City . . ... £2.35

D&D ADVENTURES

City-State of the Invincible Overlord Complete

City with Maps and Booklets for Campaigns
£5.95

+"Tegel Manor — Detailed Manor House and

nearby Village. ... ................ ... £3.50
Thieves of Fortress Badabaskor . ..£1.85
Citadelof Fire .. ..................... £1.95

Gen Con Dungeons — two complete Dungeons
asused incompetition. ............... £2.35
Wilderlands - of High Fantasy— Outdoor
Campaign with Players and Referees Maps
and Guide Booklet . .................. £6.25
Fantastic Wilderlands Beyond —more maps
and Guide Material for Above. ......... £5.95
DragonCrown . ............ .
‘G1 Module {TSR)— Hill Giants La
G2 Adventure in the Glacial Rift of the Frost
GiantJarl. . ...l £1.

G3 Hall of the Fire Giant King . . ..
D1.Into the Depths of the World
D2 Shrine of the Kuo-Toa...... ..
D3 VaultoftheDrow.................

B1 In Search of the Unknown- complet
beginners Dungeon .................. £2.50
S1 A Testing Trip with. the Emphasis on
Thinking "out Problems rather than just
Bashing Things. . .................... £2.50
OTHER F.R.P. GAMES AND A{DS

Frontier forts of Kelnor—Framework for
Fantasy Adventures. ................. £1.99
Scrapfaggot  Green—Town,  Wilderness
Bungeons, Competitions Rules .. ...... £2.95

Runequest—Based on White Bear and Red
Moon with Excelient Character Rolling,
Combatand MagicRules ............. £4.95
Ballastors Barracks — Runquest Game. .

Apple Lane--Two Runequest Scenarios with
£2.95

Extra Rules and Characters............
Trolis and Trollkkin—Over 150 Pre-Rolied
Characters for Runequest with Details and
Sample Hit— Poirit Distribution Diagram £1.50
Scorpion Men and Broos (Runequest) 99 Pre-
RolledMonsters. .................... £1.50
Militia and mercenaries (Runequest) More Pre-
Rolled Characters. ................... £1.50
All The Worlds Monsters | —

250 Monsters for Fantasy Games. . ... .. £4.95
All The Worlds Monsters li—

Another 250 Monsters. . .............. £4.95
Authentic

Thaumaturgy — Explanation  of
MedievalMagic ... .................. £2.95
Chivalry and Sorcery —Fantasy and Medieval
Rules of Huge Scope from F.R.P. to Large
Scale Table-Top Historical Battles. . .. .. £6.50
C&S Source Book — Adds to Above . . .. £4.50
C&S Swords and Sorcerors—More Details of
Primitive Peoples . ................... £4.50
C&S Castle Plans—Plan Views of Castles in
25mm.Scale..............ooiaans £2.95
Destrier — More Material for C&S....... £3.50
Bunnies and Burrows—Game Based on
Watership Down .. .. £3.75
Book of Shamans— Pr

Guardian Spirts . .................... £3.95
Book of Treasure—Fantasy and Sci-Fi ltems
of Treasure . ..............coovennn. £3.95

FANTASY BOARD GAMES

Lords and Wizards—Mutlti-Player Game of
Conquest, Medieval Setting........... £7.95
Citadel — Quest in a Wizards Tower . . ... £2.50
White Bear and Red Moon— Struggle in
Dragon Pass. Very Detailed ........... £6.95
Nomad Gods—Can be Played Separately or
with the AboveGame ................ £6.95
Elric— Impressive Game Based on Michael
Moorcocks Character ................ £7.95
Stomp — Giant vs. Elves, Mini-Game. .. .£1.956
King Arthurs Knights— Multi-Player Game of
Arthurian Britain. You Could Go Mad or
BecomeaHermit.................... £6.95
SCI-Fi ROLE-PLAYING GAMES AND AIDS
Traveller— The Game that did for Sci-Fi what
D&D did for Fantasy. Three Book Boxed Set
to Enable you to Plan the Umverse of your
ChoiCe . ..o iiiii e £5.95
Mercenary {Traveller Book 4)—More Rules,
Informationandideas ................ £2.95
1001 Characters (Traveller) . .
Animal Encounters (Travellerb .
Starships and Spacecraft ... .. .
TravellerLogBook. ..................
Traveller Shield — Folding Screen for Referees
Secrets with Details on Both Sides ... .. £1.50
Metamorphosis Alpha— Adrift in a Huge
Starship {and not Realising it} Players Explore
theirFate..............cvieinonnnn. £3.40
Gamma World — Post Holocaust Americaf6.95

Galactic Conquest—Can be used with
Starships and Spacemen ............. £2.50
Starships and Spacemen—A Game of
Universal Dimensions ................ £3.95

SCi-FI BOARD GAMES
Star Probe — Expansion and Conflict in Quter
SPACE .ottt £4.25

_ Battlefield Mars:

Star Empires — Playable with Star Probe or as

aSeparateGame .................... £4.95
Cosmic Encounter—Easy to Learn but
Challenging for2-4Players . ........... £6.95

C.E. Expansion Kit 1—for a Fifth Player
includingnew Aliens . ................ £2.95
C.E. Expansion Kit H—for a Sixth Player and
MoreAliens. ..............ooivuiinnn £2.95
C.E. Expansion Kit HWi—Extra Edict and
Challenge Cards. More Aliens ......... £2.95
FANTASY & SCI-FI FROM S.P.I.

21st Century Tactical/

Strategic Combat................:. £8.45
Gondor*: Siege of Minas Tirith ........ £5.00
Middle Earth*: War of the Ring, Gondor

and SauroninoneBox ......... ... £12.00
Qutreach: 30th Century Space War,

Colonization and Exploration ........ £5.2
Sauron*: Battle fortheRing........... £6.00
Starforce Interstellar War 25th Century.

Strategic/Tactical ................. £5.00

Starforce Trilogy: Starforce, Starsoldier and
Outreach £11.50

Starsoldier: Individual Combat in the 25th
Century ..o £5.25
Swords and Sorcery*: A Detailed Muiti-
Player Fantasy Game............... £9.75

War of the Ring*: Large Campaign Game from
Tolkien'sBook ..............c.. ... £8.50
MICRO-GAMES FROM METAGAMING
Ogre—A Super Tank of the future Battles
Against More Numerous but inferior
Opponents. BestSeller. ........... ... £1.99
Chitin 1—Two Races of Insects Fight the
HarvestWars ....................... £1.99
Melee — This Complete Game also has THE

FANTASY TRiP Combat System ...... £1.99
Wizard - Complete Game. Also has THE
FANTASY TRIP Magic System ........ £2.75

Deathtest {the Fantasy Trip 1}—Uses the
Wizard and/or Melee Rules, also Can be a

SoloDungeon .................... £1.99
Warp War—Use Self-Designed Space Ships
to Fight inter-StellarWar ............. £1.99
Rivets — Robots Wipe Out the Humans and
Continue the OriginatWar. . ........... £1.99
Olympica— U.N. Forces Invade Mars .. .£1.99
G.E.V.—21st Century Combat Including
infantry, Hovercraftand Tanks ........ £2.75
lce-War— Attack on OQilfields in the Arctic
fromoverthelce-cap................. £1.99

8lack Hole - Two-Player Tactical Game . £1.99
Sticks and Stones—Stone-Age Combat
Between Warriors, Dogs @nd Beasts. . . .£1.99
OTHER BOARD GAMES

Warlord — Easy to Learn Multi Piayer Game of
nuclear War in Europe and the Near East £9.95
The Warlord Game--Feudali Warfare and
Economics. Multi-Playér.............. £8.95
PHILMAR GAMES

Diplomacy. ......c..ooooviiinn £5.50
Kingmaker. . .. £6.50
Decline and Fall £5.50
Seastrike. ....... ..£5.50
EnglishCivilWar .................... £5.50

GAMES

RECOMMENDED GENERAL
FROM OUR HUGE STOCK

1829 — The Railway Game. .
Electronic Mastermind. . . ..
Creature Castle. .
Skirrid .........
Game of Great Bri .
L'Attaque .........
Dover Patrol . .
Tri-Tactics. . ..
Cul-de-Sac .
Penalty .. ..
Scrabble .......
Scrabble de tuxe.
Wembley.........

Fortune (Pholmar) ................
The Administrative Waltz (Phllmar)
4000 AD

ENQUIRES WELCOME
FOR ANY OTHER
GAMES NOT LISTED

On display in our figures showroom:

Minifigs 15mm
ACW, ECW, Ancients & Tricome
Minifigs 26mm . ... .. .. Napoleonic

RalPartha25mm ................ Fantasy
Lamming 25mm. . . “An ients & Medieval
Lamming20mm . ................ W.wW.ll
Asgard 25mm . . . . Ancients, Fantasy, Sci-Fi
Dixons 35mm. Oriemal, Dark Ages, Flodden
Jacobite 15mm. . .......... ... Napoleonic

Leicester 1/300th. ............... AFVs
Revo 1/300th. . ... . Buﬂdlngs
Calder Craft 25mm CWWT
Leviathan 256mm. . . . Fantasy
Citadel25mm . .................. Fantasy

WHY NOT ORDER BY TELEPHONE
USING ACCESS OR BARCLAYCARD
save the trouble of sending a letter
and cheque.
WE PREFER THIS METHOD — We can
try to answer any queries and you will
also be sure you are getting exactly
what you want and sooner — normally
by return of post.
ALL ORDERS POST FREE (UK —
BFPO) MINIMUM ORDER £2.50.
WE REGRET THAT WE CANNOT
PROCESS ORDERS FOR FIGURES OR
OVERSEAS ORDERS.
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Ravenscourt Park tube

Bames %onksbop

1 DALLING RD, HAMMERSMITH, LONDON W6

Tel: 01-741 3445 Ravenscourt Park tube
Open: Mondays-Fridays, 10.30-6.00; Saturdays, 10.00-5.30
MAIL ORDER CHARGES: UK; Please add 10% p&p. Overseas: Please add 33% p&p.

DALLING ROAD

Ravenscourt Rd

ANNOUNCING
TWO NEW U.S. GAMES
COMPANIES DISTRIBUTED

IN THE U.K. BY
GAMES WORKSHOP

YAQUINTO PUBLICATIONS

PANZER
A realistic tacticat tevel game of ground combat on the Eastern
Front in World War Il. Armoured fighting vehicles clash in the
Russian Steppes in this game which comes complete with
data cards, map board, counters, command pads and mor
Boxed ... ... ... .. ... £11

BATTLE: THE GAME OF GENERALS
A fast-moving introductory game for novices, which is su
for experts as well, as it provides a challenging cox
shorter time than the fuli-size games. Movable terrain t
an infinite variety of situations and the game is all skill There
are nocombatdice. Boxed . ............. ... ... .£5.50

C.v.
The five minutes that changed history at the Battle of Midway
covered with style, detail and accuracy. Can you as the
American admiral hold Midw. i
admiral change history? Large
log pads etc. Boxed .. ........

Tactical level, simultaneous m
combat in the American Civil
covering tides, sand bars, s e and sighting, forts
ensure great detail and accuracy for many action-packed
scenarios. Boxed .. ... . .. ... L £11.50

ULTIMATUM
Strategic level two-player game set in the atomic age that
focuses on diplomacy, the arms race, nuclear brinkmanshi
and if all else fails, all-out nuclear £8.

THE BEAST!
Fantasy game. involving near hi
bluffing and threats. Combat is
spies gather information and pj
wizards strive 1o protect their ow
map-boards, over 600 counter: forts,
harems, scrolls, monsters and more. Boxed

STARFALL
Exciting game of universal exploration and conquest that pits
players as Galactic Emperors against each other and the
mysteries of the universe. Black holes, ion storms
clusters, resources and development all feature in t
paced game of stellar warfare. Map-board and over
counters, Boxed. ................ ... L

TIME WAR
An exciting tactical level game that begins in the futuh
the powers that be send their troops back into the pas’
attempt to usurp power from their foes by changing history at
a focal point. You may find yourself killing off all ancestors of

- the horse or attempting to forestall World War 1l. Large
playboard, over 400 counters and Time Mission cards.
Boxed ... ... £9.95

TASK FOR

{Minigames

STA
A fast-moving game with 10 ex
suspense and terror of battles
Warships range from the mas:
corvettes

ASTEROID ZERO-FOUR
Both players command an asteroid base, armed with missiles,
laser towers and spacecraft in this exciting space battle game.
Woarheads blast installations on the asteroid providing each
player with a unique challenge. How to keep the civilian mines

.. £2.95

operating in the midst of nuclear war

CERBERUS
Cerberus, the first planet of another star that man reached. But
it was already a Cetian colony and the Cetians wanted no,
intruders. Man would not be denied. The game covers the
resulting war that raged across the entire planet surface . £2.95

STAR FLEET BATTLES
The challenge of starship command! Qut-think, out-shoot and
out-manoeuvre your opponent in a warp speed dog-fight. Your
opponent could be another starship, a massive robot berserker
or an alien being that dwarfs your ship. For 2 or more
Players. . ... £2.95

S.S.A.E. for full games lists
TRADE ENQUIRIES WELCOME

3rd EDITION CATALOGUE

Our new 52-page illustrated games cata-
logue is now available, describing over
300 games with over 130 illustrations.
For your copy, plus introductory lit-
erature, please send a large stamped
(9%p) addressed envelope plus 30p.

FANTASY
Board Games

DIVINE RIGHT (TSR}
A multi-player fantasy game featuring elements of diplomacy,
role- plavmg and combat Players are powerful monarchs

bookcase box . . . £13.95

RAIDERS & TRADERS {Chaosium)
Crisis and grandeur comes to life in Bronze Age Greece as
players manage marriages and alliances, diplomacy and
treachery whilst praying for aid from the Gods. Piracy, warfare
. h fe

BELTER (GDW)
Political/economic game as players attempt to manipulate the
populus while prospecting for the wealth buried in the
asteroids. Features individuals as well as groups, supply and
demand, supervised elections and violence! Boxed. ... .. £8.95

W) ’
Snapshot is a game of close combat aboard starships. Various
scenarios atlow for hijacking, mutiny, piracy and more. All
manner of weaponry and individuals are detailed along with
detailed starship plan boards. Fast moving and exciting game
which can be used for resolving Traveller combat. Boxed £5.95

factions battle, one threatens to destroy Amtlk the othev 10
sustain him. Stars are hurled and destroyed in this 3D war. And
Amtik may even get bored and switch off the universe. No. 13
in the Microgame Series .. .............. ... ... ...... £2.25

WAR OF THE SKY CITIES (FGU)
Played on table top with counters, with movement as in
miniatures rules. Orbiting cities attempt to conquer or destroy
their enemies as they seek to control the narrow habitable belt
of here above a radiation riddel £3.50

rules for
Powers

Wargames

MARITA MERKUR (GDW)
Part of the Europa Series, along with Drang Nach Osten,
Unentschieden, Narvik and Case White, this game covers the
invasion of the Balkans, 1941. Boxed ................ £11.95

KING STREET

ROLE-PLAYING GAMES

GANGSTER! (FGU)
Setin the Roaring Twenties, players role-play gangsters, molls
and gang busters as they claw their way to the top via power,
bribery, rackets and murder. Complete rules for character
generation plus a law book for the good guy on the laws and
correct procedure of the time, Powerfully packed in a box£7.50

VILLAINS AND VIGILANTES (FGU)
Role-playing in the world of comic-book super-heroes, players
generate characters complete with superpowers and secret
identity. Then they are off to right wrongs, or maybe do
wrongs. Rulebook . FE PN €3.95

BOOT HILL{TSR)
established western role-playing game now in a full colour
ith expanded rules plus al! the stats on the fastest guns
ever lived (and died} in the west, plus a town map-board
mpaign adventures. .. ... .. ... £€7.50

ROLE-PLAYING SCENARIOS

SURVIVAL OF THE FITTEST (Judges Guild)
Solitaire dungeon designed to test 1-4 characters to the limit!
ForusewithD&D ................. ... ... 235

DARK TOWER (Judges Guild}
&D a re featuring new monsters and
UAYS. ... £3.95

on set beneath a castle in the
£1.99

THE DRAGON CROWN (Judges Guild)
Well detailed dungeon for D&D from the Pacific Encounters
TOUIN@MEMT . L L Lottt £1.25

OF SKULLS & SCRAPFAGGOT GREEN

Judges Guild)

n for D&D. Ranges from town to
.................. ....£2.95

etc. ... £6.

THE LOST ABBEY OF CALTHONWEY (Phoenix)
Specially designed scenario to be compatible with all role-
playingfantasygames. ....... ... oo £3.50

SNAKE PIPE HOLLOW (Chaosium}
multi-form intermediate level Runequest scenarios;
king sections and wilderness . . ... ............. £3.50

KINUNIR (GDW)
& first T/avel/e/ adventure con(almng all the |nformat|on ior

o is open-ended to allow for multiple play throughs of
esetting. . ....... ... £2.50

ROLE-PLAYING PLAY AIDS

ANIMAL ENCOUNTERS (GDW}
Alien beasts to populate the alien worlds of the travelfler
e to give life forms suited to their
eristics. There are also tables for
meteor showers and other
conditions .. ................. £1.95

DE TO THE PLANETS —SECTOR 2

obular cluster of 130 stars—is fully
deta|led wnh alien life, political and economical structures all
provided to give a setting for SF adventures. Compatible with
all SFrole-playinggames . ............. ... ... ...... £4.95

TRAVELLER LOGBOOK (Judges Guild)
Designed to aid players and referees in the generation of
characters and design of starships, For use with Travefler but
can be used with other SF role-playing systems. . ..... .. £1.99

STARSHIPS & SPACECRAFT (Judges Guild)
Three large detaited plans of spacecraft for use with figures in
Traveller adventures plus specs and room to design your
OWR L f4.25

CHARACTER CODEX {Judges Guild)

54 perforated character record sheets for AD&D . . . .. £3.50

TREASURY OF ARCHAIC NAMES (Judges Guild}
A fantasy name generator which lists 5,000 heroic names
giving over 50 million combinations. . . ................ £3.50,

Please mention WHITE DWARF when replying to advertisements
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