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_ THE SNOWBIRD MYSTERY, ¢
“ A Traveller Scenario »

“FREEWAY DEATHRIDE .
~ ACar Wars Adventure
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- SKILL, HAS GOOD ARTWORK AND PHYSICAL .

COMPONENTSANDIS GOOD VALUE FORMONEY? |

Buying a game can often be something of a
problem. Which one? Nine out of ten robots
recommended the Judge Dredd game. But don’t just
take their word for it, this is what the reviewers
had to say about it:

‘What is for certain is that the package represents a
good fun game which is both physically and themat-
ically excellent” - Charles Vasey, Military Modelling

‘It is admirably successful in its aims’ -
Richard Meadows, White Dwarf

‘. .. there are plenty of suprises and fun in store’-
Ray Rimell, New Voyager

‘.. . this must be the best looking game around’ -
John Conquest, Time Out

‘Zarjaz! | predict this will be the board game of
the Eighties’ - The Mighty Tharg, 2000AD

JUDGE DREDD - TOMORROW'’S GAME TODAY

© 1982 Games Workshop Ltd. Judge Dredd (© 1982 IPC Magazines Ltd.
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2 7; ““Humans, can’t find the adventure
79 (.] you need? Then write to, or call,

Games Workshop Mail Order, they
will have you adventuring in no
time at all. Games Workshop Mail
Order has over 500 games and
play-aids in stock right now, and
aim to deliver the item of your
choice within 7 working days of
receipt of your order.”
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START ADVENTURING WITH GAMES WORKSHOP MAIL ORDER TODAY!!
During May 1983, all the new adventures listed below are post free to UK games players

DUNGEONS & DRAGONS RUNEQUEST

|2 Tomb of the Lizard King, AD&D levels 5-7. £3.95 SoloQuest Il - Scorpion Hall, UK edition ... £4.95
|3 Pharoah - new AD&D Campaign Series, SoloQuest [l - Snow King's Bride, UK edition £4.95
levels 5-10, . . o oo v v i v e cie e £4.50 Pavis- the new RuneQuest City Campaign . £14.95
|4 Qasis of the White Palm, AD&D levels 6-8 £4.50 The RuneQuest Companion - background inform-
MI Blizzard Pass - Invisible Ink Solo Adventure, ation from Wyrm's Claw + new material . . . . £6.95
Basic D&D levels 1-3. . ... .. ... £4.50 The Arkham Evil - Call of Cthulhu Campaign £6.95
NEW GAMES, PLAY-AIDS & MAGAZINES NEW SERVICES

Best of White Dwarf Articles Il . .......... £1.50 Club and Games Groups Discount Scheme

Best of White Dwarf Scenarios Il. .. ....... £1.50 Subscriptions for Traveller’s Journal, Far Traveller,
[luminati Expansion Kit l. .............. £4.95 Different Worlds and The Spacegamer.

[lluminati Expansion Kit Il.............. £4.95 SEND FOR DETAILS

Truck Stop - Car Wars Juggernaut supplement £4.50

NOW AVAILABLE: May/June Newsletter with full GAMES WORKSHOP MAIL ORDER,
details of all the latest releases through Games 27/29 SUNBEAM ROAD,

Workshop, plus hobby news and great special offers,. LONDON NW10 6JP

Supplied free to WHITE DWARF subscribers; mail Telephone: 01-965 3713

\ order customers or readers, please supply a SAE. y

3 Please mention White Dwarfwhen replying to advertisements



"FOR ALL YOUR SF
% FANTASY - WARGAMES

CHOOSE IN AIR-CONDITIONED COMFORT * Expert friendly advice on all aspects of Fantasy/Sci-Fi
FROM THE BEST STOCKED DUNGEON IN LONDON _ and Wargaming. * Free player-contact service

- :
P Erdls LT i Plus 2 floors of general games and kits

Excursions * F.AS.A * Steve Jackson * Paranoia Press
* Arms & Armour  * F.G.U. Games * Platoon 20 ** NEW ADDITIONS' *‘*
*  Asgard * Flying Buffalo *  Judges Guild * Prince August * B I
*  Avalon Hill * G.D.W. *  Kabal * Q.T. Ships *
* Bellana * Gamelords * Koplow * Ral Parth
*  Bifrost * Games Workshop *  Land of Legend E H?durarFa:lasv * l RON CROWN ENTERPRISES *
* Blandford *  Grenadier *  Master Models * W.J. Rawkins * *
*  Broadsword * Grimoire Games * M.A.P, * SR
2 E;tadei ; . E:LUDIOne 5 m:]rshan Eﬂl\éTs . g.slcg o * MIDDLE EARTH Full Colour Nlap & “k
*  Chronicle * He head v aster” * St d Gan H
* Ciose Simulations * Hags Press * Morit aru. co. . Source Materials £7.95 X
* Denizen * Heritage USA * Metagaming * Tabletop
* Dixon * Hinchliffe (Fantasy) * MH‘“Dl‘J( * Task Fprcc * *
: Dragonlords * Humbrol : Naismith * Torchlight * AN G MA R and U M B A R *

Dragon * Indicia Pub. Co. Newbury * T.5.R.
* Eisenwerk * Irregular * Nova * W.R.G, * Source Books £7.95 each

E\%u;\;rius Miniatures . 85Drev ®  Yaquinto *
- .O.N. * lron Crown 'y risek Industries - Z&EM

el & IR * PSL. * Zocehi B o B B S B B B o O O B B O o o e
e eh PEN Mon . S 22 OXFORD STREET LONDON W1 Basement
.30am - 8.00pm * * ept.
MINIATURES also at BIRMINGHAM * BRIGHTON * NOTTINGHAM

mawansox S THE LARGEST SELECTION

OF GAMES IN THE WORLD |

The easy part is finding us,

Choosing your game is harder

SEARCHING for the best selection of F.R.P., Sci-fi, Computer or
Simulation games in the North?
Then a visit to one of our shops would be time well spent.
Complete range of T.S.R. Products: Traveller, Supplements,
adventures and figures; boxed Runequest and figures; New Edition
§ Boxed CHIVALRY and SORCERY: Tunnels and Trolls and Adventures;
Space Opera.
S.P.I. Games now available again — Dragon Quest, Next War, T.S.S.
Hurry while stocks last; many titles disappearing forever.
New Avalon Hill Games in stock now: Wizzard, Napoleon at Bay,
Frederick The Great, Hundred Days Battle and ‘Battle for Italy'.
VICTORY GAMES — an exditing new range of tactical and strategy
games. Titles indude Gulf Strike, Hells Highway and The Civil War.
Computer Software for Sindair Spectrum, ZX81, BBC Micros, VIC 20,
Atari 400 and 800 and Pet.
New titles in Adventure and Strategy on tape and disco from £3.95.
Computer Books and Games Programmes for most MICROS.
Mail order enquiries welcome.

We take your fun seriously!

ﬂe NEW SHOP 132 Lothian Road, Edinburgh
13 Forrest Road, Edinburgh

d M 156 Buchanan Street, Glasgow
103 Grey Street, Newcastle Upon Tyne

30 Market Street, Aberdeen

Please mention White Dwarfwhen replying to advertisements 4



BEST OF WHITE DWARF
AVAILABLE AGAIN!

£1.50

Best of White Dwarf
Scenarios Volume I

12 complete role-playing scenarios in one volume:

DUNGEONS & DRAGONS

Hive of the Hrrr’l, Lower Canon Court, Operation
Counterstrike, Search for the Golden Spire and
Lair of Maldred the Mighty.

TRAVELLER:
Sorry!, Weed War and Amber to Red.

FIEND FACTORY:

The Black Manse, One Eye Canyon, Shadows in
the Swamp and The Desert Light.

Best of White Dwarf
Articles Volume Il

17 articles covering every aspect of role-playing |
games:

DUNGEONS & DRAGONS:
An Introduction to Dungeons & Dragons Parts 1-5;
Conversion - a Clerical ability; Dungeons & Dragoons
sl \ud:‘:h““ - Historical Troops in FRPs; A Spel/ Caster’s Guide
selocte s 3?3 oo geon_ to Arcane Po wer, The Dungeon Architect Parts 1-3;
\ntmguctld onto e ckdrop How to Lose Hit Points and Survive and AD&D
Arc Character Classes.

ARTICLES
vowme!!

TRAVELLER:

Backdrop of Stars - Developing Traveller Campaigns;
The Traveller Campaign and Star Patrol - Traveller
Scouts, The Ship’s Library, Alternative Prior
Experience System and The Mudskipper.

TREASURE CHEST:
Amulets & Talismans, Spells and Magic /tems.
PLUS FIEND FACTORY. The Top Ten Monsters.

AVAILABLE AT YOUR LOCAL GAMES SHOP
NOW AT ONLY £1.50 EACH.
Best of White Dwarf Articles & Scenarios |11 are published

by Games Workshop Ltd., 27/29 Sunbeam Road, London
NW10 6JP.

5 Please mention White Dwarfwhen replying to advertisements



THE POISON DWARF GAMES

Mail Order only

30 LAKE STREET, LEIGHTON BUZZARD, BEDFORDSHIRE
Telephone: 0525 376600

SPECIAL INTRODUCTORY OFFERS

Role-playing Games CHA O TR v mi5e srsiarnnsivsinea e £3.25 Cultsof Terror. .....oooviiiiiiia.. £6.50
Dungeons and Dragons Seaof Mystery oo sumiasoatios eve £2.00 Gateway Bestiary ................ ... £5.00
T £7.50 Blue Frog Tavern ......qvuvvverenens £2.00 Plunder. .....covveiiniiiiinnnnns £4.00
Basic RUlebook . ... ovvrereenenns £3.35 Sewersof Oblivion ..........coo000i £2.50 RuneMasters£4.00 Trollpak......... £12.00
ExpertSet......... B —————— £7.50 Death Trgp Ercgmlisgr.l.. .............. ggg
___________________ £3.35 Catacombs of Bear Gulf. ............. £2. T T
Ea"é’é’ﬂkkﬁ‘ llmek .................... £3.00 Naked DOOM.......ooveerieeneiinns £1.90 Runeqiiest Scenatios
Module B3 oo e e £3.25 Sorcerer Solitaire ......ovvienenns £1.90 Questworld c.ioiiinviivsdianniinis £11.00
Module Bd. ..o, £3.25 Weirdworld .........cooiiiieiiiis £1.90
Wodile X1 ;: cuooisiesamms v siits £3.25 BuMaloCastle ........oovviininennnn £1.90 Runcquest Boxed Figure Sets
Module X2 oo s £3.25 Qverkill cin s cvsvamn sai e wewe £1.90 . ; N ,
Caverns of Thracia . . .. " £4.25 Sword for Hire. . oo s veie e £2.00 Set |: Humanoid Adventurers ... £3.00
Verbosh « oo .. £4.25 LaBYHAItNe .corese sivimmsmec e = sae oai £1.90  Set2: Adventurers ...l £3.00
Tegel MANOT oo £3.25 Arcaof Khazan.......cceviveiiasses £2.00 Setd:Trolls oo £3.00
Spies of Lightelf, ... ..o i oo, £3.25 Beyond the Silver Pane .............. £250  Setd:Broo......o
Mines of Custalon. . .........cooooeen. £2.50 Dargon’s Dungeon ... £2.50 Set 5t Dragonewts =3
P Treasiire : MiSty WOO - o e oo oot va e £2.00 Set 6: Humanoids and Aldr}dml ...... £3.00
Boot ol 'll:n.u:.urt. map.\-—_l’ ........... ggg Misty wood. . .. Set 7: Flying Creatures. £3.00
Book of Treasure Maps—2 ........... £4. - Mk WAy e
Skulls to Scruplcggcup(irucn .......... £3.00 Traveller
MOAIon ....opeeereeneniieinnranns £2.00 Deluxe BoxedSet ......ocoovcvvinnian £7.50 Judge Dredd Game and Books
Gencon X1 Dungeons...... S — £2.00 Book 0: Introto Traveller ............ £2.50 Judge Dredd. . ..o £6.00
Thieves of Badabaskor......... ceeees £1.65 Book 4: Mercenary. .......oceeveeinn £2.50 Judge Dredd Vol 1 +ovvnnenrnnnnnn... £2.80
Citadel of Fire ... cvvvvvviniinninnnn £1.65 Book 5: HighGuard . . ............... £2.50
Frontier Fortsof Kelnore. ............ £1.65 Supplements | to4and 6109 . .. £1.95 . ) L
Under the Storm Giants Castle. ....... £1.65 Adventures | 108 ... ivvniieaniniens £1.95 Other Games, Workshop Games
Swordof Hope: s suwnis e aiis » £1.65 Double Adven. ... lto6 £1.95 APOCAIYPSE © oo £5.50
Towerof Ulussion. ...........coivnis £1.65 Dloctor Who s vsiswiissis eeamsa £5.50
The Dragon Crownl, o« awe s siess s s £1.00 Runequest Valley ?\fthe FourWinds............. f:;g
Boxed Rune Set....... R R £7.50 Warlotle .ves comn mrmmsavsmrasenines 4.
Tunnels and Trolls Runeguest Rulebook .. .............. £5.00 QRS e e B S AT AT £4.00
Tunnels and Trolls—Boxed Set ....... £5.95 Cllts OFPraX . wuuiea cvaiesmieniies v £5.00 Quirks Expansion Kit | . N L. /(||
Tunnels and Trolls—Rule Book....... £3.25 FOBS. . vvveevnannneneamnennnsassssns £8.00 Quirks Expansion Kit2.............. £3.00

Plus lots of other items

Mail Order: Please add 50p. to all orders for p. & p. in the U.K. (30% for overseas)
Cheques: Make payable to Micromail Ltd. Catalogue: For our complete catalogue enclose a large SAE

Here are three adventures from
FASA, setin Chaosium'’s Thieves’
World - the multi-system
adventure pack. In each game
statistics are presented in such a
way that they can easily be trans-
lated for use with your chosen
game system.

TRAITOR: An adventure which
involves players in a race against
time to discover the person who
has betrayed the Hawkmasks and
stolen a valuable document.
Robert L. Asprin, originator of
the Thieves' World concept,
offers a guide to playing Jubal
Lord of the Hawkmasks, as well
as further descriptions and details
of locations in Sanctuary. £6.50

THE SPIRIT STONES: Players
take the part of S'danzo warriors
tracking down the criminal, or
criminals, who have stolen their
sacred relics - the Spirit Stones.

Anprove
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Writer Lynn Abbey, who created
the S'danzo for Thieves’ World,
offers a history and background
for this race, which is amongst
the oldest of the Ranken
Empire. £5.50

DARK ASSASIN: Adventure set
against the background of an
ancient feud between two of the
most powerful families of the
Ranken Empire. A young noble
has become the subject of an
assasination plot, the player-
characters are hired to infilt-
rate the assasins and destroy
their weapon. But the weapon is
a Setmolicht - a magically-
created beast of enormous
power. £5.50

Traitor, The Spirit Stones and
Dark Assasin are part of the
FASA range of games, adventures
and play-aids distributed in the
UK by Games Workshop Ltd.




WHITE DWARF
BACK ISSUES

Remember - back issues of White Dwarf go fast. There are only
limited stocks of the following back issues still available:

Numbers: 27, 30, 31, 32, 34, 35, 36, 37, 38, 39, 40

UK & Ireland: £1.00 each (75p + 25p p&p); Europe (Air) & Else-
where (Surface): £1.50 each ($3.00); USA & Elsewhere (Air):
£2.20 each ($4.00).

Please make your cheque/PO (no cash accepted) to Games Workshop
Ltd., then send them to Games Workshop Ltd., 27/29 Sunbeam Rd.,
London NW10 6JP.

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 the spine
Send £2.95 +55p p&p to Games Workshop Ltd., 27/29 Sunbeam Rd.,
London NW10 6JP. Overseas customers: Europe - please add 20%;
Other Overseas - please add 33%; Airmail - please add 50% for p&p.

DRAGO
BYTE

51a Queen Street, Morley, Leeds 27
Tel: (0532) 522690 Open: Mon. to Sat. 11-5

HOME COMPUTERS
SOFTWARE & BOARD GAMES

¥ The famous ZX81 home computer for less
than £50.

% Software: games, education, adventures for
ZX81, Spectrum, Vic, Atari, etc. Our range
grows daily!

+# Adventure games for all ages including
‘Dungeons and Dragons'.

Order your ZX Spectrum NOW!

For more information, and details of mail order, telephone
Keith Nathan on (0532) 788377 or David Town on (0532) 524543
after 700pm

IN MORLEY TO SERVE

WEST YORKS

‘GAMES WORKSHOP SAID
HEYS D SORT ME OUT

“I wsrced Games Workshop recently. At first |
wasn’t impressed,it was very pleasant, but | prefer
things tough! Then | saw their adventure gaming
range: scenarios and supplements for referees, play-
aids and miniatures for players. When they saw me,
the people who run Games Workshop said they'd
sort me out. | was relieved to find that what they
meant was solve my games problems. They also told
me about the latest developments in adventure
games.

They said that each Games Workshop has its own
contact board through which you can contact
fellow adventurers (Orcs too if you want to suprise
them!). They also showed me their special club
discount scheme which enables club members to
obtain valuable reductions off their games purchas-
es. When | retire from adventuring | think I'll visit
Games Workshop. "

NOW AVAILABLE AT GAMES WORKSHOP IN
BIRMINGHAM, LONDON, MANCHESTER,
NOTTINGHAM and SHEFFIELD:

STAR TREK - The Role Playing Game

THE ARKHAM EVIL - Call of Cthulhu adventure
BEST OF WHITE DWARF ARTICLES Vol. Il
BEST OF WHITE DWARF SCENARIOS Vol. 11
SCORPION HALL - SoloQuest 2

SNOW KING'S BRIDE - SoloQuest 3

7

Please mention White Dwarfwhen replying to advertisements



Wz\mﬁ R

THE MASS COMBAT FANTASY ROLE PLAYING GAME

by Bryan Ansell Rlchard Halliwell and Richard Priestly
WARHAMMER is the complete game system for fantasy adventuring and wargaming. Within the three
volumes of this set, you will find all the information needed to play out fantastic battles and adventures using
miniature figures and dice. Suitable whether you are a handful of adventurers facing unknown perils, or a
great general leading your huge army into battle against hordes of evil monsters.

The WARHAMMER rules feature sections on :
Movement * Psychological Factors % Shooting * Combat * Flying Creatures C [TL\DELI

Fighting Tabletop Battles % Fighting in Dungeons % Creature Lists % Wizards =
Wizard’s Careers % Casting Magic * Duelling and Magical Instincts * Fumble Factor MINIATURES
Level 1 to 4 Spells * Random Generation % Necromancy * The Games Master % The Players
Creating an Adventure * Character Advancement * Injuries * Starting Expeditions
Running Adventure Campaigns * Encounter Charts % plus two special scenarios:

THE ZIGGURAT OF DOOM * THE ADVENTURE OF THE REDWAKE VALLEY

Please mention White Dwarfwhen replying to advertisements 8

10 Victoria Street, Newark,
Notts. Tel: 0636 77495
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collapse of SPI, we now hear

that Heritage have gone into
liquidation. Rumour has it that
other manufacturers are walking
on shaky ground. The question
is why? It seems clear that the
great boom of the |ate seventies
when new companies sprang up
and consumers gobbled up
everything in sight is now over.
Nowadays people are becoming
more selective in their purchases
and poor games are no longer
tolerated. The warning lights are
flashing and any company which
continues to expand, moving
into larger premises, taking on
more staff but continuing to
churn out mediocre games had
better look out.

o Jogng

Following the recent surprise
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The Tactics of Dwarves

‘Give me a year and a hundred of my kin
and | would make this a place that
armies would break upon like water’.
Gimli at Helm's Deep.

Dwarves are by nature strong, resilient
and tenacious. Their passion for gold
and gemstones gives them excellent
memories for the treasures of their past,
and the defence or recovery of ancient
dwarven riches is their main reason for
going to war. Unfortunately these very
riches inspire greed in others and con-
tinual aggression against dwarves has
made them suspicious of other creatures.
They are prickly about their rights and
always prepared to fight for what they
feel to be rightful dwarvish property.

Dwarves have an intimate knowledge
of rock and how to use it. They are excel-
lent engineers and expert builders of
field fortifications and they are quite
capable of creating concealed trenches,
rockfalls and other hazards to trap the
unwary. Dwarves will rarely fight out-
side the hilly or mountainous regions
which provide them with such tremen-
dous advantages.

Their armies, though smaller than the
hordes of their evil enemies, are highly
organised and well-equipped with
weapons of superior manufacture. As
individuals, dwarves are excellent fight-
ers and their clerics provide invaluable
support for them in battle. They do not
normally hire spell casters of other
types, because they prefer to rely on
good dwarven steel. Their clan leaders,
chosen by merit, are sufficiently trusted
by their subordinates that dwarven
armies will hold together in situations

BATTLEPLAN!

Non-human warrior codes for D&D for use with last issue’s article
The Dungeon Master General
by Alan E Paull

Table 1

Typical Dwarf Army

Regiment’s
Numerical Noof Combat
Strength Units Strength Strength Movement

Troop type
Infantry regiment; battle-axes

and hammers 500
2 x Infantry regiments; spears 500 each
Infantry regiment; crosshows 500

Unit  Regiment

Combat

5 7 35 3
5 5 25 3
5 3-4 15-20 4

which would quickly scatter troops of
other races. For example, if a party of
dwarves were cut off from their main
army, they would fight their way back to
itregardless of casualties through vastly
superior number of enemies; surrender
would not occur to them. Human gener-
als, usedtothe indiscipline and outright
desertion of troops of their own race,
are frequently astounded by the granite-
hard morale of dwarven infantry. It has
been said that dwarves know no fear in
battle unless pitted against magical or
supernatural foes, and even against
these opponents dwarves are notas vul-
nerable as other humanoid races.

Dwarven armies, though smaller
than the hordes of their evil
enemies, are highly organized
and well equipped with weapons
of superior manufacture.

Dwarven tactics are based firmly on
their unshakable infantry. In a defensive
position, which would invariably be
entrenched iftime allowed, the centre of
the dwarven line would be occupied by

a few ranks of spear-armed soldiers,
while the flanks would be protected by
dwarves wielding battle axes, hammers
and, occasionally, short halberds. Nar-
row intervals would be left between the
clan-sized companies to allow leather-
armoured dwarves with crossbows to
come forward should the enemy not
deign to attack the position. Though
sometimes as much as a quarter of a
dwarven army may consist of dwarves
with crossbows, they do not favour fir-
ing missiles, but prefer to get to close
quarters, where their skill at hand-to-hand
combat will pay off. i

Dwarves place great trust in the solid
earth beneath their feet. They hate being
up in the air on horse back and will not
ride into battle. The lack of a mounted
arm makes dwarven armies less mobile
and more formal in their tactics than
others, but they are not often passive
defenders in battle. In attack dwarves
move swiftly, act together and take ad-
vantage of the terrain as much as poss-
ible. While dwarves with crossbows
harry the enemy, the main body will
advance, not in a phalanx of spears, but
in a more open line, which gives indi-
viduals room to use axes, hammers and
swords to the greatest effect. Dwarves

10




BATTLEPLAN!

with polearms guard the flanks of the
companies.

It is as difficult to resist the attacks of
dwarven infantry as it is to defeat dwar-
ven defences. They normally fight in
only four or five ranks rather than the
ten or more favoured by humans. Their
individual strength, skill and mass pre-
vents these thinner lines from breaking
up during a melee, and the extra troops
are used to outflank the enemy, to rein-
force vulnerable spots, and to provide
additional shock troops in attack. This
ability to fight in shallower formations
can cause an enemy to underestimate
the power of a dwarven army. Few com-
manders will have the opportunity to
make the same mistake twice.

Dwarven clans will always fight to-
gether in battle. Clan loyalty is very
strong and often will override the con-
siderations of their allies. Unfortunately
this feeling can lead allies to think them
fickle and untrustworthy. The dwarves
just say ‘the dwarves are for the
dwarves’ and go about their business.

The Tactics of Elves
As Elves have lifespans many times
those of other races, their philosophy of
life is radically different. In peace they
have an abundantlove of life, in warthey
have no fear of death. This attitude to
life and death colours the way they fight.
Decades and even centuries of experi-
ence enable a high proportion of elves
to develop cansiderable fighting skill.
Though their expertise does not equal
that of the very best of human fighters,
the average elven soldier can outshoot
and outfight the average human soldier.
Where dwarven tactics stress organisa-
tion, elven tactics bring out the indi-
vidual prowess of their warriors. Elves
have an almost instinctive understand-

Table 2
Typical EIf Army
Regiment'’s
Numerical
Troop type Strength
2 x cavalry ‘regiments’ 500 each
Infantry ‘regiment’,
longswords 1000
Infantry ‘regiment’,
bows and longswords 1000

ing of each other, which has emerged
from scores of years of living closely
together, butthey do not bother with the
trappings of a formal hierarchical com-
mand structure. Elves are closely attuned
to nature and to living things in particu-
lar, which has helped them to develop
superb horse-riding skills, even when
riding bareback. Their intimate know-
ledge of terrain and their natural ability
to conceal themselves, especially in
woods, makes them excellent scouts.
On their own ground whole elven
armies might pass close by without their
enemies’ knowledge.

The elven race has a wide variety
of troop types. Their infantry
fight equally well with bow or
with sword and buckler, chang-
ing weapons as the situation
demands, and the accuracy of
elven archers is legendary.

The elven race has a wide variety of
troop types. Their infantry fight equally
well with bow or with sword and buck-
ler, changing weapons as the situation
demands. The accuracy of elven archers
is legendary, and they are even more
deadly than the feared English longbow-
men of the real world. Some elves use
spears, but bows and longswords,
which they manufacture for themselves,
are favoured. Their individual skill and
natural agility leads elves to disdain the
wearing of heavy plate armour, prefer-
ring at most light mail and small shields.
Most elven infantry would be classified
as 'light infantry’ by human observers,
because they tend to fight in wider-
spaced ranks and with less defensive
armour than human soldiers. However,
this classification is misleading, as it

Unit  Regiment
Noof Combat Combat Movement
Units Rating Rating Rating
8-2 80-20 6
5 25 4
20-60 5

does not take into account the personal
fighting ability of the elves, which makes
them formidable opponents in hand-to-
hand combat, both offensively and
defensively, and, of course, as archers
they are unparalleled.

Elves are the only race who, as a mat-
ter of course, would deploy magic-users
on the battlefield. Most of these magic-
users are also fighters or clerics or both,
so they are less vulnerable than human
magic-users, because they can wear ar-
mour and still cast spells. The extra
power supplied by these magic-users
compensates for the main disadvantage
suffered by elves, which is their lack of
numbers. Though an enemy force fight-
ing elves might feel that it was sur-
rounded and that there was an elf
behind every tree, in reality itis much
more likely that the elves would be few;
they just fight inhumanly well.

Elves tend to take the long-term view
ofthings and are less power-hungry and
less materialistic than other races. They
are always ready to retreat, if attacked,
knowing that they can return at a later
date. Elven tactics are fluid, making
great use of feigned flights and surprise
attacks. Hit and run raids are a favoured
strategy, but elves are unpredictable.
Sometimes a raid will turn into a full-
scale confrontation. Forests provide
elves with the opportunity to conceal
themselves from any invader for a few
days and then to wipe them out by an
overwhelming attack from all sides. In
more open terrain elves commonly use
light cavalry, shooting arrows from hor-
seback rather than indulging in the
grand cavalry charges of human horse-
men. However, as elves are excellent
horse-riders, they can have it both ways
and are quite prepared to meleeifitisto
their advantage.

Kobolds at War
Ancient saying: Where do kobolds live?
In barracks.
Early in their evolution kobolds learned
that in fair fights with other humanoids
the little guys end up the losers. Their
evil nature and aggressive instincts were
not blunted by this setback, and they
quickly found the solution to the prob-
lem: dontfight fair. A mistaken sense of
racial superiority leads kobolds to hate
all other intelligent life forms, and the
feeling is entirely mutual. This koboldish
inability to get along with other races
combines with their small size to give the
kobold military an appearance of weak-
ness. Unfortunately for their neigh-
bours, kobolds also have twin strengths
to counteract this apparent inferiority.
Forced to co-operate with each other,
they have developed the best organisa-
tion of any of the evil races, and in addi-
tion they are skilled in the breeding and
training of dangerous animals, who will
then do a lot of their fighting for them.
Kobold tribes have a strong hierarchy
which provides leadership in battle. As
kobolds consider themselves to be per-
petually at war, the whole of kobold
social organisation is given over to pro-
viding for war and every kobold is first
and foremost a fighter. If there exists a
convenient non-kobold enemy, kobolds
will refrain from in-fighting amongst
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themselves and will strictly obey their
commanders. However, after a battle
the long knives will settle the scores and
the new hierarchy will be chosen. Unfor-
tunately, this process means that
kobolds leaders are often inexperi-
enced, and only a very few will have the
opportunity of a long career as an
officer.

Kobold armies are divided into squads,
companies and war bands, with officers
(with 3 or even 4 hit points!) leading
each unit. It is not uncommon for a
number of kobold armies to combine to
form a group several thousands strong.
As kobolds do tend to lose battles in all
but the most favourable circumstances,
morale tends to be brittle, so in an
attempt to convince the troops of their
might, kobold chiefs give their units large
and extravagant numerical designations,
for example, ‘the 138th Southern Army’
or '‘63rd Company, Eastern Command.’

Goblins may train wolves for battle,
but koboldish skill far outstrips the
efforts of goblins. Kobolds commonly
breed and train wild boars as defensive
guards for their lairs, and giant weasels
as war-animals. A line of giant weasels
leaping and bounding to the attack is a
very unnerving experience for any sol-
dier, but this beast is only one of many
types of war-animal used by kobolds,

Kobold tribes have a strong
hierarchy which provides leader-
ship in battle. As kobolds con-
sider themselves to be perpetu-
ally at war, the whole of kobold
social organization is given over
to war; every kobold is first and
foremost a fighter.

though admittedly one of the most suc-
cessful. Crocodiles and lizards of all
sizes are also trained for battle, both for
carrying kobolds as a form of slow
cavalry, and for straightforward steam-
roller tactics on their own. Giant insects
find favour amongst some war bands,
but these tend to be difficult to control
and a wise kobold chief will play this
card last. Finally, there are legends
which tell of a kobold air corps, contain-
ing those few beastmasters skilful
enough to train and fly pterodactyls.

Koboldish battle tactics naturally play
to their strengths. As they do not fight
well in daylight or against a numerous
foe, they prefer surprise night attacks on
enemy detachments. Kobolds have skil-
ful scout units whose job it is to report
onthe whereabouts of weaker enemies.
Onthe other hand, they are not afraid of
fighting full-scale, pitched battles, in
which they will invariably attack rather
than defend, throwing waves of club-
wielding infantry at enemy position and
supporting them with strong contin-
gents of massed javelin-throwers. After
a short ‘softening up’ period, the war-
animals and the best fighting units
armed with axes and spears will advance
rapidly to exploit any weakening of the
enemy line. The animals are sometimes
held back as a ‘secret weapon’, and are
usually rather more effective than their
masters.

Table 3
Typical Kobold Army
Regiment’s
Numerical
Strength
3xWarbands; clubs 2000 each
Warband; javelins 1000
Warband; axes & spears 2000

Warband; giantweasels 300 weasels +

600 kobolds
Warband; giant lizards 100 lizards +

300 kobolds
Company; scouts 100

Unit Regiment
Noof Combat Combat Movement
Units Rating Rating Rating
b 3 i5 3
6 6-18 3
5 4 20 3
10 5 50 3
(5charge)
5 4 20 4
1 1 1 4

The Tactics of Orcs

Orcs dislike working and enjoy fighting.
They do not much care who the enemy
is, but the weaker the better, for an easy
victory results in the taking of many
slaves. An abundant supply of slaves
allows orcs the time to get on with one
of their favourite pastimes, namely
squabbling with other orcs. Stronger
rivals, such as ogres, or local humanoid
tribes more numerous than the orcs,
may find orcs co-operative, but orcs will
double-cross their ‘allies’ as a matter of
instinct, unless led by a powerful, non-
orcish leader, such as an evil wizard or
cleric.

Compared with humans, orcs are indi-
vidually strong and tough. They have a
lot of stamina, so they can march fast
and far. With a bitmore training and con-
siderably more care for their weapons
and armour, orcs could become quite
respectable fighters (from a military, not
social point of view). Fortunately for
their enemies, orcs are slothful, unless
forced to improve their ways by some-
body large with a long whip. Their tribal
organisation is typical of a lawful evil
social order with the stronger individ-
uals forcing the weaker to obey. The
order of superiority amongst rival tribes
is worked out in similar bloody fashion,
with the chief of the top tribe in a group
commanding all the tribes.

Though some orcs are brave, they are
usually cowardly like most bullies, so
morale is a problem. Strong leadership
helps, though disciplinary measures are
of the crudest sort. Orcs will fight well if
they are well-led and the troops are kept
on a tight rein, but their formations will
quickly disintegrate if their leaders make
mistakes or fail to control the persis-
tently active rebellious elements. All
orcish chiefs and sub-chiefs have body-
guards to help them enforce their deci-
sions, but revolts among the body-
guards are common. So, although some
chiefs have sufficient prestige and repu-
tation to lead from the back, most will

Table 4
Typical Orc Army
Regiment’s
Numerical
Strength
Infantry; mixed weapons 1200
Infantry; mixed weapons 1400
Infantry; mixed weapons 1000
Infantry; spears 800
Infantry; halberds 600
Skirmishers; crosshows 500
Ballistas 10+500rcs

have to do some fighting to prevent their
troops from selecting a new leader, with
fatal consequences forthe previous one.

Orcs always fight on foot, as they are
too cruel to living things to have any
desire to ride horses. The chiefs of well-
organised tribes, which are quite rare,
will sort out their troops so that those
with similar weapons will fight along-
side each other and gain some advan-
tage from uniformity. Units of orcs with
spears, or polearms or axes would be
formed, and even, occasionally, skir-
mishing units with crossbows. Lines are
usually deep, as a protection against
cavalry charges and so that losses can
be quickly replaced from rear ranks.

Orcish tribal organization is typi-
cal of a lawful evil social order
with the stronger individuals
forcing the weaker to obey. The
order of superiority amongst
rival tribes is worked out in a
similar fashion, with the chief of
the top tribe in a group com-
manding all the tribes.

Orcs are not subtle in their tactics,
unless led by non-orcs. Lacking mount-
ed troops, they manoeuvre slowly and
rely on strength more than skill. If
attacked by superior forces they will
adopt square formations to cover their
flanks and rear. Their chiefs are fond of
outflanking manoeuvres, even when
such efforts are predictable, and frontal
assaults are common, because it is so
difficult to train the troops to perform
more intricate manoeuvres, and also
because at least orcs can be relied upon
to attack. Orcs are clever miners, if they
can be persuaded to work, and in defen-
sive positions they will dig inif at all poss-
ible. Orc settlements are always fortified.
In addition, orc armies will build ballis-
tas to support their troops.[]

Unit's Regiment'’s

Noof Combat Combat Movement
Units Rating Rating Rating

6 4 24 4

7 4 28 4

5 4 20 4

4 5 20 4

3 6 18 4

5 2-4 10-20 4

1 1-10 1-10 1
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The time for SF awards is coming
around again. The British SF Association
award is for stuff published herein 1982,
and the novel finalists are Helliconia
Spring by Brian Aldiss (Cape), No
Enemy But Time by Michael Bishop
(Gollancz), Little, Big by John Crowley
(Gollancz), The Divine Invasion by Philip
Dick (Corgi) and The Sword of the Lictor
by Gene Wolfe (Sidgwick & Jackson,
Arrow). All are fine books; my first-place
vote went to Little, Big if anyone’s inter-
ested. Incidentally, those wanting inform-
ation on the BSFA need only write to 18
Gordon Terrace, Blantyre, G72 SNA, en-
closing a stamped addressed envelope.

The Nebula awards are for works first
published in the USA during 1982, the
voters being the SF Writers of America—
filthy professionals who've published
lots and paid lots of membership fees.
Finalists: Helliconia Spring, Foundation’s
Edge by Isaac Asimov (Granada), No
Enemy But Time, The Transmigration of
Timothy Archer by Philip Dick (Gollancz),
Friday by Robert Heinlein (NEL) and The
Sword of the Lictor. The Asimov and
Heinlein aren’t such fine books; the Dick
is excellent but not SF; my UK-chauvinist
vote went to Aldiss, who's just delivered
the sequel Helliconia Summer for publica-
tion in — you guessed it — Autumn.

Fattest book to hand is Frank Herbert's
The White Plague (Gollancz 445pp £8.95),
a remarkably effective version of that
good old SF theme the world-ravaging
epidemic. Scientist O'Neill’s family is kil-
led in an IRA outrage; he vows to do to
the murderers what they did to him, and
take away their wives. Being a molecular
biologist working at genetic engineering,
he's the first SF supervillain to be credibly
capable of doing the dirty deed. Chemi-
cals and processes are relatively cheap
(Herbert argues powerfully) once the
genetic knowledge is loose in the world;
in no time he's brewed in the bathtub a
fiendish disease which is 100% fatal to
women, only women. Loosed in Ireland,
the infection is out of control over halfthe
world before anyone quite believes
what's going on...

There's plenty of edge-of-the-seat sus-
pense and good thumping melodrama in
the race to crack the gene-structure of the
plague while a few women are still left
alive. Herbert leaps about from character
to character, giving dozens of viewpoints
on disaster, like a horrific kaleidoscope.
And O’Neill the ‘Madman’ wanders Ire-
land, no crude baddie but a near-
sympathetic schizoid whose mind has
blotted out the memory of his crimes —
while Herbert bravely and compassion-
ately tackles the old issue of Irish fanati-
cism as mirrored in O'Neill. So far, so
good.

When the book’s over, though, there
are pangs of doubt. The crackling tension
almost stops you noticing there’s only
one female viewpoint in a cast of
thousands; the relief when the plague is
licked fails to cover a lack of credibility
when this scatterbrain cheerfully accepts
that from now on she and the other 0.01%
of surviving women are going to be multi-
husbanded baby factories and bye-bye to
silly old ideas like feminism. There's even
asuggestion that, because O'Neill’s gene-
tic breakthroughs are the key to immortal-
ity and a perfect complexion, the White
Plague was really, on the whole, a pretty

Critical Mass is a regular column
reviewing sf and fantasy books,
edited by Dave Langford. This
issue...

The SF Awards

Rudy Rucker
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good thing. Oh dear.

Man and the Planets by Duncan Lunan
(Ashgrove Press 306pp £9.50) is the non-
fiction book for gamers who want cred-
ible space scenarios. It analyzes the
Solar System'’s resources planet by
planet, plugging the benefits of space
colonization and human expansionto the
planets and beyond. Want to know why
it might be worth visiting Mercury
(enormous energy flux from the Sun
means free power for future history on
Mercury) or Jupiter (Helium-3 ‘mined’
from its atmosphere is a likely nuclear
fuel for starships)? Lunan’s enthusiasm
is infectious, his research exhaustive;
he's absolutely committed to the Dream
of Space and has no time for the many
equally learned people who fearthat the
expense of opening up this new frontier
would wreck our world economy long
before producing tangible benefits.
Read it and decide for yourself while
pinching countless ideas for Traveller
universes.

A few American books to look for in
the importshops. Aurelia by R A Lafferty
(Starblaze 185pp $5.95) has what

sounds like a simple story, hardly a story
atall: 14-yearold Aurelia is from a world
which routinely sends out schoolkids to
do fieldwork in World Government by
ruling an unknown planet awhile. She
lands on Earth (or is it?), causes huge
controversy, goes on a three-day walk-
aboutmaking speeches, and comesto a
prophesied sticky end. Only this is Laf-
ferty, pushing 70 but still a bizarre and
original author whao's an acquired taste,
and the book bulges with jokes and phil-
osophy (hard to spot which is which),
talltales and weird people: horned men,
sinister yo-yos, doppelgangers, the
extra prime number between 5 and 7,
and a worm with a gun. Indescribable. |
loved it.

People who like Star Trek immensely
will no doubt enjoy Bjo Trimble’s book
of anecdotes and trivia, On The Good
Ship Enterprise (Starblaze 286pp $5.95).
It's uncensored and unauthorised, the
cover boasts, but you could have fooled
me. Certainly there are references to Kirk-
Spocking (which is what naughty fans
imagine the Captain and First Officer
getting up to in their spare time) and
how Harlan Ellison says uncensored
things like—| quote —'@#$%O&**', but
the book froths with too much uncritical
enthusiasm and too much exclamation
marks for comfortable reading.

Finally, let me recommend one newish
American author, Rudy Rucker. If you're
lucky you may find a remaindered Virgin
Books edition of his White Light; if not,
grab the Ace paperback of this remark-
able mathematical SF novel. It does the
sort of things with infinite set theory
which Through The Looking Glass did
with chess. Another odd Rucker book is
Software (Ace 212pp $2.25), about what
it's like to become a robot operated by
the software of your own personality-
program, which program is stored in a
computer disguised for excellent plot
reasons as a Mr Frostee ice-cream van,
leading to such dialogue as: I think you
should kill him and eat his brain,” Mr
Frostie said quickly. ‘That’s not the an-
swer to every problem in interpersonal
relations, Cobb said...” Lastly, Rucker is
a real-life mathematician specializing in
infinity and has published a nonfiction
work whaose knobbly ideas and boggling
paradoxes should stimulate the more
numerate GMs into devising fiendish
new riddles and traps. Thettitle is Infinity
and the Mind (Harvester Press 342pp
£12.95), a must foranyone whao enjoyed
Hofstadter’'s Godel, Escher, Bach or the
works of Martin Gardner. (Speaking of
Gardner leads me to plug his Science
Good Bad and Bogus, just out in paper-
back from Oxford University Press at
£4.95 — putting the boot into numerous
pseudoscientists, the great spoon-
bending nonsense, and more.)

| have room for a spare senténce here:
being interested in feedback, |'d
appreciate letters c/o White Dwarfabout
the content of this page. Would you like
to see more or less on books/awards/fic-
tion/nonfiction/rude gossip about easily
embarrassed SF authors? Let me know.
Requests for ‘much less Langford’ may
not be treated with entire sympathy.

Next month, the BSFA and Nebula
award winners! Oh, the nerve-rackin
suspense, | can hardly wait (he said, gal-
ling asleep over the typewriter).CJ
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OPEN BOX

In Open Box, science fiction and fantasy games and rulebooks currently in the shops are reviewed by

independent authorities.

Solomani Rim Chartered

TRAVELLER SUPPLEMENT 10:
The Solomani Rim
GDW

£2.95

The Solomani Rim is a kind of souped-
up Spinward Marches; itis a pregenerat-
ed campaign background and map for a
Traveller campaign, comprising 16 sub-
sectors - each delineated in the standard
Traveller format, with a double-page
spread devoted to each subsector, com-
prising a subsector map and statistics
for each planet thereon, together with a
short descriptive paragraph - some
explanatory material, an essay on the
history of the region, an index, and an
overall map of the subsector.

Hindsight is always 20/20 - but this is
how Spinward Marches should have
been done. The descriptive material
gives one a background which will easily
generate adventures, and details of a
humanoid race to leaven the usual
homogeneous mixture of humans. The
centre pages are given overto a
reduced-scale map of the sector -
superior to the pull-out map of the
Paranoia Press sectors, and a concept |
first saw in a now-aborted Games
Workshop project. This makes it much
easier to relate the subsectors to each
other, and so regulate travel between
them. The subsector maps themselves
have the much-improved symbology of
Twilight's Peak, whereby bases and
travel zones can be read directly from
the map. Population levels are now
roughly indicated by typeface size, with
extremely high levels denoted by large
capital letters - a further refinement.

Part of the map is a distorted form of
the old Imperium board, and there are
also occasional mentions of real stars
such as Sirius.

For those without the time or inclina-
tion to design their own campaign

/1-’19

background, this is the best pregenerat-
ed background currently on the market;
itis already supported, further, with sev-
eral adventures - Marooned/Marooned
Alone, and Argon Gambit/Death Station
for example. Though | must say, | don't
feel it has broken any new ground; and
as GDWhave said themselves, there are

already enough subsector maps around.

Overall: Novice Expert
9 2

Andy Slack
MAN, MYTH & MAGIC £14.95
Adventure 1, Episode5
- Death to Setanta £3.95
Adventure 1, Episode 6
-The Kingdom of the Sidhe £3.95
Yaquinto

Man, Myth & Magic is a loosely historical
role playing game set in the ancient world,
especially in and around the Roman
Empire, in the first century A.D.. The
boxed set consists of basicand advanced
rules, ascenario book holding one basic
adventure and the first four parts of ad-
venture 1, a pad of character sheets, two
miniscule percentile dice, and a folded
sheet of maps and plans. The two rule
books and the scenarios total 116 pages
including several more maps.

The 24-page basic rules are supposed
to be learned by experience, in a gradual
process of character generation, train-
ing, and fairly simplistic adventuring.
While this might seem a good way to
learnthe game, in practice itmeans that
much more text must be read to find
each new rule or modifier of existing
rules. For example, pages 4 and 5 of the
first book cover basic character genera-
tion and eight simplistic unarmed com-
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batrules, and are followed by a six page
episode in which the player characters
cross partof Rome to find the Gallicus, a
gladiator training school (all basic
characters are trainee gladiators). By
carefully reading this section it is just
possible to extract rules (for a simple
gambling game and arm wrestling), from
the surrounding descriptions of build-
ings and their occupants. Unfortunately,
to find this vital information it is first
necessary to read a half page ‘atmos-
pheric’ description of the area and a
dramatic commentary on a typical arm
wrestling match, the result being pre-
determined by the characteristics of the
opponents-thereis no chance of a lucky
dice roll to overcome a stronger oppo-
nent. These turgid passages illustrate
this games fatal flaw, the fact that its
authors are so determined to be enter-
taining that they waste the referees time

© with inane and almost certainly annoy-

ing jokes and comments, lengthy descrip-
tions of fairly simple objects or places,
and silly names for NPCs. Experienced
players and referees will probably use
the basic rules for about half an hour be-
fore moving onto the advanced section.
Book 2, at40 pages, is more coherent-
ly organised and covers a more complex
character generation, combat, and magic
system which incidentally supersedes
or modifies virtually every point covered
in the basic rules. Player characters are
randomly produced from several poss-
ible races and professions, by a process
called ‘reincarnation’ which the charac-
ter must undergo at the end of each ad-
venture. Characteristics are retained but
may be modified by the new form or pro-
fession. This rule is probably the reason
thata full pad of character sheetsis pro-
vided, since virtually every facet of a
character may be changed by each rein-
carnation and must be rewritten, all mag-

14



OPENBOX

ical equipmentand money is lost, and the
character is born anew with a randomly
generated inheritance which may include
money, magic or other useful items.
The combat system used is reminis-
cent of that in RuneQuest, although
greatly simplified, with armour protect-
ing specific areas and capable of absorb-
ing a proportion of each blow, and
characters able to attempt to hit any
desired part of the body. The type of
weapon used modifies damage but not
strike probability, and it is assumed that
any character of a given race and profes-
sion can automatically use weapons of
one or more specified types. As charac-
ters progress they gain skill which is
applied to all weapons used. A surpris-
ing omission from this section is the lack
of any rule regarding the possibility of
infection following wounding, and itis
possible for combats to continue for
many turns before characters die. How-
ever, the rules do allow for permanent
injury if the damage to any given part of
the body exceeds an arbitrary maximum.
As well as affecting combat, race and
profession determine the characters
abilities to learn spells or use magical
artifacts, and add a Prime ability which
may be combat, skill in potion manufac-
ture, predicting the future, or a knack of
making money. Secondary abilities and
psychic powers may also be added, and
possibly one or more disadvantages.
The magic system works by strangely
familiar PgWER points, and includes a
few extremely silly spells - one which all
magic-using characters can cast makes
any gold within 50 yards mumble ‘Here |
am’, while Leprechauns have a spell
allowing themto turn any willing person
into a Shamrock. | suspect that this abil-
ity is used extremely rarely. Most of the
spells are reminiscent of those in AD&D,
a game which is somehow never men-
tioned in the potted history of fantasy
role playing at the start of the basic rules.
The ‘adventures’ book included with
the boxed set contains an extremely
simple basic scenario in which charac-
ters must kill Livia the Poisoner, who
lives near the Gallicus, and four
episodes of the first Man, Myth & Magic
adventure. Episode 1 sends characters
dragon hunting, and is supposed to
introduce players to the difference bet-
ween the games setting and historical
reality. This scenario runs to four pages
and could be reasonably entertaining
with sufficiently ingenious players, even
more so if they tended towards stupidity.
In episode 2 Caligula ‘hires’ the
players to find out the true nature of a
‘Temple of Apollo’ (which is known as
Stonehenge), and investigate the
strange phenomena which have been
seen in Britain in the past few months.
There are afew encounters en route plus
a set-piece battle at Stonehenge itself,
before the true nature of the site is re-
vealed and the players are introduced to
the next stage of the adventure. Episode
3takes the adventurers to Hibernia (alias
Ireland) for some fairly routine dungeon
bashing, then on to Egypt for Part4 in
which they discover the secret of the
Great Pyramid, and in a cliffhanging
ending unleash a chain of events leading
into the separately published scenarios.
The book also holds some reasonably
obvious notes on refereeing methods.

Adventure 1, episode b, is a 24 page
booklet containing a brief introduction
and another dungeon, this time of the
'Halls of Testing” variety. It is essentially
aninitiationto allow the players entry to
the world of the Sidhe, magical beings
of Hibernia, and does not solve many of
the adventures mysteries. There are sev-
eral major anachronisms which cannot
be described without revealing details
of the module. It is almos impossible to
run the rest of the adventure without
information in this module.

Episode 6 continues the adventure,
and is mostly set in the world of the
Sidhe. A few of the story’s enigmas are
resolved but the ending is yet another
crisis for the players. This was the most
enjoyable scenario of those | saw.

By now it is probably apparent that |
did not like Man, Myth & Magic. The
rules are too derivative, simplistic and
ambiguous, and do not give a realistic
feeling of the ancient world, and the
adventures allow the players too little
free will, although the detailed explana-
tions and descriptions may help novice
referees. If the authors had focussed
their attention on a more accurate simu-
lation, or on a more coherent system,
my opinion might be different. As it
stands, | doubt that | will play this game
very frequently.

Positive points are reasonably good
presentation, with each book and
scenario having an identical glossy
cover illustration, the large pad of
character sheets, and some useful maps
which might be adaptable for other sys-
tems. The dice, though small, seem well
made and accurate.

Set Episode5 Episode6
6

Playability 5 5

Enjoyment 5 3 6

Skill 4 6 7

Complexity 5 4 6

Overall 5 4 6
Marcus L Rowland

STAREXPLORER

Fantasy Games Unlimited £9.95
Fantasy Games Unlimited boldly pro-
claims that players can now ‘adventure
on the final frontier’ by playing Star
Explorer. The scene is set, and players
going where no man has gone before will
find unending opportunities for com-
ments such as ‘the engines will nae
stand it, Captain.” Corny it may be, but
this game is well-constructed and im-
mensely playable.

Before play commences, the Star Ex-
plorers design their starships. Compon-
ents are engines, teleporters, shields,
missiles, beams, armour, energy and
crew teams. A given number of each
component must be included in any
ship, so players are really selecting
options, which will allow a more effec-
tive response to some of the events dur-
ing play. For instance, if a player wants
to fight enemy starships, he or she will
opt for more weaponry, shields and
armour. As the number of optional
extras is limited, players have to decide
which type of events to favour. Our cap-
tain in the above example would prob-
ably have fewer crew teams for planet-

ary exploration than a captain who de-
cided to run for itif he metenemy ships.

The players’ objective is to explore
the handful of randomly placed planets
on the stellar map within a time limit of
twenty turns. Each player is pitted
againstthe game system ratherthanthe
other players, and the one who returns
to Starbase with the most victory points
wins. The system is excellent for sol-
itaire play, and an optional rule allows
captainsto gain ‘experience’ inthe form
of die roll modifiers.

Play is divided into two sections: inter-
stellar movement and planetary explor-
ation. While sailing between the stars,
ships may encounter asteroid belts, dust
clouds, radiation storms and other
hazards, or other starships, namely trad-
ers, who buy and sell ship components
and crew teamsin exchange forenergy,
enemy vessels, who might be persuaded
to agreeto a local truce, and pirates, who
will not agree to a truce.

At each planet all the starships beam
down crew teams and resolve three plan-
etary encouters, scoring victory points
for every success. In addition, captains
worried about their energy stores can
send the men out fuel prospecting.
Planetary environments range from
aquatic to desert, from radiated to
glaciated. Types of encounter are many
and varied, including man-eating plants,
rich mineral deposits, psionic super-
beings, rare diseases and planetary dis-
asters, such as avalanches, droughts
and for the very unfortunate, orbiting
enemy dreadnoughts.

Star Explorer is not a game for those
who dislike dice, because all these en-
counters are resolved by consulting
tables and rolling dice (six-sided and
twenty-sided). However, the procedure
is swift and mostly painless for the
players, if not for the crew teams. Each
type of encounter has its own specialist
teams, botanists for plant encounters,
geologists for mineral finds, sentient
contact teams for intelligent life forms
andso on, while the more numerous mili-
tary teams can have a crack at anything.
Specialist teams gain die roll modifiers,
butthe military do not, and the latter are
also the obvious target for the various
carnivores, aggressive sentients, vol-
canic eruptions and so on. As always,
security teams are expendable. i

The game is very well balanced. ltis
not possible towin just be selecting one
or two particular encounter types and
betting everything on them. Though
chance is an integral part of virtually
every aspect of the game, there is ample
opportunity for players to twist Dame
Fortune's arm. No game of Star Explorer
will be decided by a couple of lucky dice
rolls, because good luck in one part of
the game is usually cancelled out by bad
luck in another. The only major flaw in
this game is the rather unimaginative art-
work, which unfortunately does detract
slightly from the quality of the product.
Above all, the game plays smoothly and
swiftly and rarely gets bogged down in
inactivity. You've watched the television
series, you've seen the movies, now
play the game!

Rules: 9 Enjoyment: 9
Playability: 10 Complexity: 5
Skill: 7 Overall: 9

Alan E Paull
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A THSTY JRORIEL

by Oliver Dickinson

A tale of Griselda’s exploits in Pavis, Glorantha.

ersonally, | always consider it
smart to take a good look
around you, or be facing the
door, when you are speaking
of someone else, in case that
someone else may appear unexpected-
ly and take exception to what you are
saying. Which is what this blowhard
who is holding forth on Trolls in Loud
Lilina's neglects to do, for he is lean-
ing back in a chair, so that his top-
knot hangs over the edge, and he is by
no means looking at the door, but at us,
to see how impressed we are. For, to
hear him tell it, he knows more about
Trolls, or Uz as he calls them, than

they do. He is a big guy and he is clearly

very proud of his topknot, which he is
always running a hand over; | judge he
may be fromthe Llama Riders originally,
since they favour long topknots. Any-
way, he takes to speaking of real high
shots among the Trolls that he knows
of, and he mentions Pikat Yaraboom,
and someone else says that Griselda
knows him. He asks whois this Griselda,
and when we describe her he laughs
very loud.

‘A red-head’ he cries. 'Why, the only
use Pikat Yaraboom has for such is to
eatthem! Itis my guess that this
Griselda does not know him any more
than she knows Zorak Zoran.'

Well, itis most unfortunate for the guy
that Griselda is entering just then. She
certainly moves fast, and before anyone
can draw breath there isawhoosh anda
snick, and she has her sword in one hand
and his topknot in the other. She tosses
it on the table in front of him and says,
‘Mind your manners!’ The guy goes all
red and starts grabbing for his own
sword, yelling, ‘Butit'strue! He does eat
them!”

‘That muchistrue,’ says Griselda, duck-
ing under his swing and putting her
sword-point to his throat, ‘and that is
why | do not kill you,” and she grins at
him. There is no pleasantness in the
grin, and the guy gives a kind of shud-
der, and drops back in his chair with all
the fight gone out of him; he just says,
sounding puzzled, ‘Then how come he
doesn’teatyou?’ Griselda contemplates
him for a moment as she sheathes her
sword, and says, ‘Buy me adrinkand l'll
tell you.’

Well, the guy is at the counter spilling
clacks all over the place as he pays for
the drink, and someone else politely of-
fers Griselda his seat, and we all gather
round, for this promises to be such a

Did you ever hear the one about
how Griselda was captured by
Dark Trolls and how she got out
of it? Read on and discover the
awful truth!

g} e ".& $

story asis seldom heardinLilina's. Even
Lilina is there bending an ear, for this is
aslacktime of day for her. Griselda takes
a good swallow of her drink and begins
to speak.

‘When |l am younger,’ she says, ‘l am not
dumb the way some dolls are, but | take
risks. Itis because | take risks that | wind
up in the hands of Trolls, but | am better
offthan the guys | travel with, for | know
something of Trolls. My father says to
me and my brothers, “You need never
meet Mostali if you don’t go under-
ground, or Aldryami if you stay out of
their forests, or Dragonewts if you keep
clear of their cities, but there are Trolls
everywhere, so get to know something
about them if you wish to improve your
chances of survival.” | figure he knows
what he is speaking of, for he adventures
quite some in his youth, so | pay him
what | can afford to learn some Darkton-
gue, and what he knows about Troll cus-
toms, for my old dad seldom does any-
thing for nothing. And so, when the
party | am with is jumped one night by
Trolls, | knowwhatto do. | huddle down
to dodge the slingstones as best | can,
and | take out this piece of meat which |
carry for justthis purpose, and | throw it
out and call in Darktongue, “Come and
eat, and let’s talk!” This impresses the
Trolls enough that they spare my life,
and in fact they do not lay a finger on
me, exceptthat one touches my hairand
says something to the others which | fail
to catch. | am still a prisoner, with arope
round my neck, but this is better than
being dead like the others. After the
Trolls finish going through my camp,
we head across country, and after they
stop at a Troll village and leave a lot of
stuff some take me on. | do plenty of
walking in the next few days, and itis a
good thing that the days are sunny and
the Trolls take cover during the day, so
that | get some rest, or | will probably
croak. As itis, | am not in very good
shape when we get wherever we are
headed, butlwill notleta Troll carry me,
for | am determined to show that | am
not weak the way they like to think
humans are.

‘| can tell that we are visiting some
very important Troll from the way that
those bringing me behave, so | keep
bent as they do, and when | am brought
into his presence | lie flat, as my father
tells me to do, until | am told to get up.
One of those bringing me makes a
speech in which he offers me as a pre-
sent, and while he does so | sneak a peek
at Pikat Yaraboom, for this is who it is.
He is surely unusual even for a Troll, for
he has this great big left hand, and his
eyes seem very odd and faraway, and
when he smiles | can seethat all his teeth

@ Qliver Dickinson 1983.
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A TASTY MORSEL

are sharp. He seems quite pleased, and
one of his aides addresses me in good
Tradetalk and tells me that| am now be-
longing to him and will be well-treated if
| behave myself. | thank him in my best
Darktongue, and | can see that this goes
down quite well with the Trolls. | stay
with them for weeks and get to talking
Darktongue much better and learn much
more about Trolls, and all the while | do
not have to do any work and am offered
alll can eat of good human food, though
of course none of it is hot as Trolls are
very leery of fire. The Trollkin looking
after me seem eager to press food on
me and | find myself getting somewhat
plump in places, so | start taking some
exercise. For some reason this interests
many of the Trolls no little, and they
encourage me to show what | can do
and even pit me against their tougher
Trollkin, and since, though | say it
myself, | am better than a raw hand at
fighting and such even then, | do well
and make quite an impression, and even
Pikat Yaraboom comes to watch occa-
sionally. In fact, the Trolls seem to treat
me the way you will a cute puppy or
even a smart-talking slave, and | know
enough to play along with this.

‘Naturally,  am not at all popular with
the tougher Trollkin, in factthey give me
plenty of the back of their necks, but the
ordinary workers seem all pleasured-up
at my defeating the tougher ones, be-
cause these just naturally love to push
the rest around. Any Troll will tell you
that just about all Trollkin are dumb and
useless, butl am here to say that plenty
are not so dumb as they act, but they fig-
ure it best to appear that way, for Trolls
are apttokill Trollkin who act too smart.
| get to know some Trollkin quite well,
and will chat with them when they have
the time, which is not often, and they
treat me very friendly. Well, one day |
happen to comment to one of my friends,
and she looks at me a little strangely.
“For now, yes,” she says, “but you may
preferto be an Enlo* soon, forlifeis bet-
ter than death. Even we know that.”

"“You are saying | am to die?” | say,
somewhat horrified. “What do | do
wrong?”

““Why, nothing,” she says. “Butitwill
be Dark Season soon, and that is when
the great lord will have his special
feast.” “He will eat me?” | say. She rolls
her eyes, and looks all around, and then
almostin a whisper, “You mean they
don‘ttell you? Why else do you suppose
they feed you so well? The lord thinks
you copperheads are extra good to eat.
But never say | am the one to tell you or
they will eat me, too, before my time,”
and off she goes in a great hurry.

‘This gives me plenty to think about,
allright, and for surelamin avery tough
spot. We are deep in Troll country, so
that even if | can escape from the camp
the chances of getting clear away are a
zillion to one. The only plan | think of is
to edge Pikat Yaraboom into guarantee-
ing my life some way, and | do plenty of
studying on that theme, and stop taking
exercise, and make as if | am going off
my food. Naturally the Trollkin who are
looking after me are greatly perturbed,
though they do not try to force-feed me,
and by and by the news must get to Pikat
Yaraboom himself, for | am summoned
to him. Itisthe first night of Dark Season,

and allthe Trolls are celebrating, butitis

not his special feast yet. He asks through

his aide why | am not eating, and | say
that | am not feeling too good and may
be sickening for something. They all
seem alarmed, and he has his best Xiola
Umbar* priestess look me over, but she
states that as far as she can tell | am in
good condition. So he has the best
human food available brought, and |
make like | am tempted to eat, and pretty
soon | am acting cheerful, and they all
seem relieved and the party takes off
again. The Trolls are passing around big
mugs of liquids of all kinds, and getting
a charge from them by what | can see,
and finally | ask to try one. This causes
much merriment, and Pikat Yaraboom
so far forgets himself as to speak to me
direct. "Why, little copperhead,” he

Finally he grates out, ‘I can still
chop off your legs, and maybe |
will for cheating me of the rest of
you.’
I play my last card and say, ‘|
don’t mind losing a little bit here
andthere, but! hope that just this
once you will be satisfied with an
appetiser.’

says, “these drinks are fine for Trolls,
but no human can take them!”

'Here is my chance, so | say very clear-
ly, in Darktongue, “| bet my life | can
drink three and live through it.”

‘This causes quite a silence, and some
of them look rather uncomfortable. Then
the Xiola Umbar priestess says, “Give
her the chance,” and some others mur-
mur approvingly. Pikat Yaraboom looks
thoughtful, and finally he says to one of
his aides, "Tell her she has a bet, but she
cannot bet her life, or her freedom, or a
trip out of here.” Now this may seem a
setback, butlam prepared forit, and say
| will choose my prize later, if | win. This
is a form of Troll contest, and the rules
arethat!| gettochoose adrink, andthen
someone else does, and finally he does;
I must drink a good mug of each, and
none can be beer, which they drink and
is just like human beer, and | can use
Healing or be Healed if| am knocked out,
aslongas|amstill alive. | choose a drink
which they seem to like: it is brown and
thick, with lumps in it, and the smell
reminds me very stongly of a pisshouse,
but | get it down, though the first taste
needs an effort, and nothing seems to
happen. After this there is some discus-
sion, and | figure they are not wised-up
on how their drinks affect us. One of his
aides gets to pick, and chooses a pretty
liquid which is dark purple with blue
bubbles. Ittastes as good as it looks, but
when | finish itis like a flaming dagger
hits right through my vitals and | am
knocked flat, which gets plenty of
laughs. It takes me two goes of all the
Healing | know to get me up again, and
still my stomach is sending out regular
distress signals, but | cannot afford to
use up too much Power and let it go. |
have to take my pants off, which gets
more laughs, but | do not care as now |
only have one to go.

‘Pikat Yaraboom studies quite some
before he picksit, and the Trolls seem to
think he picks alily. | have to say that itis
the worst | ever see, for it looks and
smells like what gets cleaned off the
floor after a real eat-it-up and spew-it-
out feast. | cannot help showing distaste,
and the Trolls howl with laughter and
start tossing around encouraging re-
marks like, “This one will do the trick,”
and “Are you sure you don't want to
stop?” But | say to myself, it's now or
never, and so | take a deep pull. This is
not so rough as you will expect, and in
five more swallows | finish the mug,
though the last two especially take a bit
of keeping down, and when | am done |
am still standing. They all watch intently,
but nothing seems to happen, and finally
to break the silence | ask for some beerto
take the taste away. Then most of them
laugh like crazy, and some cheer, but
Pikat Yaraboom is not laughing, and he
fixes his odd eyes on me and asks what |

want.

‘I take a deep breath, forthisiswhere |
find out whether it is all worth it, and |
say that | wish him to guarantee that |
will keep the use of all my senses, no
matter what. There is dead silence, and
he keeps those odd eyes on me and
opens his mouth a little, and itis all [ can
do to look back. He clearly realises that |
know what will happen to me if | cannot
save myself. Finally he grates out, “I can
still chop off your legs, and maybe | will
for cheating me of the rest of you.” The
Xiola Umbar priestess looks ready to
buttin,so quickly | play my lastcard and
say, "l don't mind losing a little bit here
and there, but | hope that just this once
you will be satisfied with an appetiser.”

‘There is silence while you can count
six, and then he lets out the biggest bel-
low of laughter | ever hear, and slaps his
thigh, and all the rest join in, even the
priestess and the Trollkin who are pre-
sent. Then he wipes his eyes, and says,
still talking right to me, “Copperhead, it
will be a crime to kill you off, when there
are so many dummies who will do just
as well. You shall have your wish, but
tellme how you learn what | intend, and
I will nottouch a finger of you, | swear by
my father’'s name!”’

At this point Griselda pauses to
refresh herself, and she grins at us aswe
hang on her words. Finally, Lilina says,
‘Well - do you do it?’

Griselda shakes her head. ‘Thatisone
thing | do that | am proud of; | refuse to
tell. None of them understand this, not
eventhe Trollkin, butl believe they hon-
our me for it. Even Pikat Yaraboom may
be impressed, for he takes very little
advantage of my offer, and soon after he
has me escorted back to human territory
and passes the word thatlam hisfriend.’

‘What do you mean, takes advantage
of your offer?’ say the guy who once has
a topknot.

Griselda smiles. ‘It is nothing really; |
am just shy a little padding here and
there. It is all very carefully done; that
Xiola Umbar priestess surely knows her
stuff. He won’t take any fingers or toes,
because there is no meat on them. So
you see, when he gives Javis Gan the
word that | am a tasty morsel, he knows
what he is talking about.'c]

*Enloisthe native namefor Trollkin; Xiolais
a Troll goddess of Healing and compassion.
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SORCEROUS SYMBOLS

by Phil Hine

Sigils — magical marks — can be used as useful variants on the more usual amulets and talismans.
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Sigils are a special kind of magical rune,
first developed by a Neutral sarceror-
sage and passed on by him to his numer-
ous disciples. They are a specialized
form of picture-glyph, engraved on a
silver plate, and worn like an amulet.
The power of Sigils lies in the vast, un-
tapped resources of the subconscious
mind. The particular form of a Sigil is
attuned to a specific, wished-for desire.
When the Sigil is consciously concen-
trated upon, energy is released from the
user’s subconscious, causing the effect

the Sigil is created for.

Sigils can only be made by Neutral
magic-users, as the necessary skills have
been imparted from master to appren-
tice, only down this particular branch of
MU's (includes NG and NE).

Proficiency to make the basic type of
Sigil is gained at the 6th level. More
complex Sigils can be made when the
MU progresses to LvI8, and later LvI10.
To be taught the necessary silver crafting
and design skills the MU must have Int
and Dex Prime requisites of 12 or great-
er. Those MUs who have received instruc-
tioninthis arcane science, will also pos-
sess the spell hypnotism [see below].

Dr Arcos the Arcane: ‘Go forth and slay
me a cyclops. Bring to me its eye and [
shall reward you with a Sigil of Strength.
Deal?’

Munchskull Bloodaxe: ‘Deal!’

Any characteris potentially capable of
using Sigils, providing they have a
minimum Int of 10. There are, however,
class restrictions. Paladins, forexample,
view sigils as devices of sorcery, and
do not trust them. As for clerics, it de-
pends on how individual DMs handle
the relationship between cleric and
deity. The more lawful deities may insist
that their clerics should only gain pow-
ers from that deity and its supernatural
agents alone, while Neutral and Chaotic
deities may be less concerned about this.

A proficient MU can make Sigils, either
for his or her own use or for the use of
another specific person. This means that
a Sigil can only be designed to work for
one person only and if another attemp-
ted to use it, it simply wouldn’t work for
them. Thus Sigils cannot be ‘found’.
They must be obtained commercially
or,asis morecommonly the case, given
as a reward for some service.

Construction

There are three types of Sigil:

a) Those that bring about a physical
change to the user,

b) Those that bring about a magical
effect upon the user,

c) Those that affect parties other than
the user.

Construction Time

This is the number of days that the MU
must spend devising and preparing the
Sigil, before the final session [see below]

Minimum Level of Creator

Thisisthe minimum experience level an
MU must be to create a particular type of
Sigil.

Minimum Int of User
Thisisthe minimum Intelligence score a
character must have to use the Sigil type.

Concentration Time

This is equivalent to casting time for
spells. The user must concentrate intense-
Iy on the Sigil, visualing its form and not
performing any other activity. This acti-
vates the Sigil to release its energy.

Final Session
Afterthe MU has finished engraving the
Sigil onto its silver plate, a final session
must be held, where the future owner of
the Sigil is present. The MU then pro-
ceeds to put the character into a hypno-
tic trance. No Saving Throw is made as
the recipient of the plateis a willing sub-
ject. Sometimes the character might in-
dependently hire a witness, the vouch-
safe that nothing of an underhand nature
takes place. Once the character is in the
trance, the MU ‘suggests’ that whenever
the Sigilis concentrated upon, the desir-
ed result will manifest itself.

Example: A character who wishes to
increase his physical strength when nec-
essary, is put into a hypnotic trance. In

Type Construction Time MinLvlofCreator MinntofUser Concentration Time

A 1d4+1days 6
B 1d4+2days 8
& 1d4+3days 10

10 1segment
12 2 segments
14 3segments
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that trance, he is given the suggestion
thatwhenever he concentrates upon the
Sigil he will become very strong, for a
brief period. This suggestion lasts for
sometime, as whenever the Sigil is acti-
vated, the conviction is further impress-
ed on the subconscious. By concentrat-
ing on the Sigil, the necessary subcon-
scious energy is released.

If however, the MU is constructing a
Sigil for his own use, the final session is
differentin thatthe MU hypnotises him-
self in front of a mirror, and is able to
implant the Sigil’s use into his own sub-
conscious, coming out of the trance dir-
ectly afterthe suggestion has been made.

Examples of Type A Sigils

Sigil of Fire Resistance

This Sigil, when activated, renders the
user immune to the effects of normal
fire and gives +2 on Saving Throws vs
magical fire. If a save is made, no damage
is sustained from magical fire attacks
and if it fails, only half damage is taken.
Duration: Permanent.

Sigil of Healing

When activated, this Sigil allows its user
to heal 2-7 hit points of damage on his or
her body.

Duration: Permanent.

Sigil of Strength

Asmall Tiger's Eye gem mustbe setinto
the design of this Sigil. Its use increases
the user’s physical strength by 1-4 points
(to a max of 18/50).

Duration: 1 round.

Sigil of Curing

This Sigil works in a fashion similar to the
Lvi3 clerical spell, cure disease. It will cure
completely any such afflictions within 1-6
days. The owner must use the Sigil once
a day until the disease lessens gradually
until at the end of a given period the dis-
ease has disappeared completely.

Examples of Type B Sigils

Sigil of Light

This Sigil produces an effect similar to
the Lvl1 clerical spell, light, but only the
user benefits - no other creature can see
the light.

Duration: 1 round/level of creator.

Sigil of Alignment Sensing

When activated this Sigil enables the
user to sense the alignment of any crea-
ture within 1” in front of him. Confuse
alignment and similar devices foil the
use of this Sigil.

Duration: 1 round.

Sigil of Protection

This Sigil causes a similar effect to the
Lvl1 clerical spell protection from evil.
Duration: 1 round/level of character.

Examples of Type C Sigils

Sigil of Holding

When activated the Sigil enables the
user to hold (as hold person) one
humanoid creature immobile. After con-
centrating upon the Sigil, the user will
be able, within the next turn, to deliver
a verbal command ie ‘Stay where you
are’, with such command and authority
that the target must save vs spells at -2
or be effected for 1 round/level of Sigil’s
creator.

Sigil of Fear

When activated this Sigil causes its user
to appear so fearful and terrible that all

creatures below 6th level/HD must save
vs spells or retreat from him (range: 2"

circle). While the effects last the ‘feared’
creatures will not approach closer than

4" from the wielder of the Sigil and will

not attack.

Duration: 1 round/level of creator.

Sigil Restrictions

A particular Sigil can be used only twice
a day, and there must be a period of 6
hours between users. Those who attempt
using Sigils outside of these strictures
will find that the strain on the subcon-
scious mind causes a blackout lasting
1-6 hours, followed by severe headaches
for a further 1-4 hours. Similarly, a char-
acter may not possess more than 1 Sigil
at any time, as attempting to use diffe-
rent Sigils causes a similar subcon-
scious strain. Each Sigil has 10-40 char-
ges after which it ceases to be an effec-
tive trigger. As each Sigil is unique, it
cannot be recharged, except by return-
ing for another session with its ariginal
maker. Ifthis is not possible, the charac-
ter must find another MU willing to

make another for the same purpose.

Sigils cannot be used while their own-
ers are under the effect of any mental
type spell, ie hold person, fear etc, nor
can they be used if the owner is under
psionic attack. DMs should note that
though mind-related, Sigils are not all
related to psionics and do not register as
such when used near psionic detecting
creatures.

DMs should formulate their own
Sigils, tailored for use in their own cam-
paigns. The Sigil should not have too
powerful an effect, keeping within the
1st-3rd level spell range. Sigils cannot
be used to manifest material or semi-
material thingsie they cannot reproduce
the effects of web or fireball, for
instance.

As for buying the services of a Sigil
making MU - again this really depends
onindividual campaigns and how much
money there is flying about. Still, if the
opportunity arises, the MU’s bill could
read something like this:

7 days at: 500gp each (basictime)
Material: 1000gp

Hypnotherapy: 2000gp

Sigil Type: Cost4000gp (type A)
VAT: 1500gp

Total: 12000gp (cash orsim-

ilar goods equivalent.)

HYPNOTISM (Enchantment/Charm)
Usable by: MU (Neutral)

Level: 3

Range: %"

Duration: 5-10 rounds (trance)

Area of Effect: 1 person
Components: V,S

Casting Time: 1 segment

Saving Throw: None

This is a variant of the LvI1 illusionist
spell of the same name. It can be used
for willing participants and produces
the necessary trance state for suggest-
ing a message to the targets subcon-
scious mind. Apart from its use in the
charging of Sigils it can, at the DMs dis-
cretion, have other uses, such as curing
phobias and other ‘mind alterations’. It
is not as powerful as the illusionist's
spell, suggestion.C]
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LETTERS

Dear WD,

Issues 38 and 39 contain a variety of
comments about my letter in WD37
which refers to Lew Pulsipher’s article
about the Necromancer in edition 35.

First let us clarify Lew's intentions.
The article itself is sub-headed ‘An
AD&D Character Class’. The editor’s
contention - that it was intended as an
NPC —is disabused both by this and by
Lew's own comment in /ssue 38.

Next | turn to the impalement gentle-
man who writes in /ssue 38 to ‘put me
straight’. Perhaps he would like to pro-
duce evidence in support of his thesis
that the AD&D system advocates evil
clerics, assassination and so forth. |
grantthat the system includes reference
to these elements but that is a far cry
from it advocating them. In any case my
original contention was about the intro-
duction of acharacter class which is evil;
| must accept the presence of assassins
in the original work though | have never
seen a player successfully sustaining
the running of an assassin character for
long inthe presence of sensible players.
Trevor Graver's second point —some-
thing he alleges | forget — is something
to which | entirely subscribe and indeed
said so at the beginning of my letter in
Issue 37.

Impalement is almost by definition a
pretty lonely business. Perhaps Mr
Graver should stick to it.

| make no comment about Lew
Pulsipher’s letter in Issue 38 beyond say-
ing that | entirely respect his viewpoint.
Lew is an experienced player and DM
and his observations on the way the
gameisplayedin practice do not greatly
differ from my own though | have never
vet seen the “totally evil’ campaign
which he has obviously experienced.

Then there is the ‘good over evil’ con-
tention which two letters in Issue 39
mention. Of course this contention is
not specifically mentioned in the rules
but it can reasonably be inferred from a
number of strands of evidence. For
instance, what gives a cleric the power
to turn undead? Why does this power
not extend to the Revenant, which is an
undead creature? Further, to change
gear a bit, every single module pro-
duced by TSR has as its theme the con-
frontation between the good guys (the

player characters) and the bad guys (the
NPCs). Whether the adventure actually
turns out as a triumph for the former
over the latter is of course a matter of
the players and the DM, but the basic
structure itself is obvious enough. And
so forth — | am sure readers can find
other pieces of supporting evidence.
Finally | have to admit that | know not
what is an anti-paladin (or even an Anti-
Paladin). The githyanki knight is ‘a form
of anti-paladin’ butthatis the only refer-
ence of which | am sure.
Yours sincerely,
Don Turnbull,
Managing Director, TSR (UK).

Dear WD,

Although | can’t believe that many
readers have the use of an Apple and
printer, Nelson Cunnington’s GAP for
Microview [WD40] neatly eliminates the
tedium of generating RuneQuest char-
acters. The latest line from Chaosium is
that INT and SIZ for humans should be
based on 2d6+6 rather than 3d6, so line
700 of the program should read:

700 DATA HUMAN,3+00,3+00,2+06,2+06,3+00,3+00,3+00

Recent letters seem to be focussing
on alignment as a bone of contention
yet again. My own feeling is that the
whole question of ethical choicesin an
adventure game must derive from the
games master’s handling of his cam-
paign, not (as Don Turnbull claims is the
case with D&D) from some arbitrary
moral stance built into the rules. | have
seen conflict, soul-searching and moral
dilemmas among my player-characters
which would never have been possible
ifwe still used ‘alignment’. | suggest that
the concept of alignment is simplistic
and outmoded, and thus urge games
mastersto discard itinthe cause of good
role-play. The view of Mr Turnbull and
others might be that this is ‘interfering’
with true D&D—but rules are madeto be
broken...

Chaotically,

Dave Morris, Woking.

Dear WD,

| have recently bought a copy of
Striker and an inconsistency about the
vehicle design rules has cropped up.

Surely, as well as affecting aircraft (in
the form of drag point and G efficiency),
lack of streamlining should affect the
speeds of other vehicles. Assuming that
the speeds are already worked out for
vehicles with radically sloped fronts,
drag points for moderate slopes and ver-
tical faces, taking into account the height
and width of the vehicle, would be very
helpful (Isuggest 2 fora moderate slope
and 4 for a vertical face multiplied by the
average of the height and width).

Secondly, the rules for the use of ter-
rain following radar and avionics for
VTOL aircraft on page 30 of the advanced
rules should apply for grav vehicles.

Meanwhile | will take this opportunity
to say that | am impressed with the new
look White Dwarf. How can you put so
much extra into it withoutincreasing the
price? Anyway, enough buttering up. Now
that you have expanded your games
coverage how about printing something
for Top Secret or Stormbringer?

Yours,

Stephan English, Bucks.

Dear WD,

| was interested in an advertisement
for an adventure pack gracing your
pages. It was unique in bragging com-
patibility with eight different RPG sys-
tems. What are you waiting for? Writing
scenarios simultaneously for 2 or 3 sys-
tems would please a good many gamers
and inject sincerity into the idea of a
‘new look" WD. Are we then to look for-
ward to developments in this field,
breaking the D&D monopoly on
scenarios without upsetting its follower?

Yours hopefully,

Gary Sugden, Humberside.

— Now that we have 4 extra pages we
shall be giving a lot of coverage to other
systems anyway, whilst still retaining
the amount of D&D and Traveller. This
should keep everyone happy. We will be
publishing a few multi-system
scenarios, as well—itis, after all, a pretty
good idea. —-Ed.

Dear WD,

Issue 39 was excellent, especially now
that you have realized that other RPGs
exist apart from Dungeons & Dragons
and Traveller. Although Slayground was
not brilliant, it's a start. | am in total
agreement with Gary Saul, White Dwarf
is the best value magazine on the mar-
ket, for 75 pence the only other periodi-
cals are a lot of badly printed, third rate
fanzines. One problem though, I find
that other people’s opinions of White
Dwarfshould be read but noton the Let-
ters page, we can form our own opinions
can't we? | like other people’s useful
comments though... whoops!

Yours,

Paul Rolles, Southampton.

Dear WD,

In my recent AD&D scenario, the Eagle
Hunt, the description of room 68, the
Temple of Kali, is incomplete.
Immediately after the sentence, ‘This is
a trap for intruders’ should be, ‘There is
a gilded statue of Kali on the west wall,
30" above thefloor, inset with false gems
for eyes. Total value 5gp.’

Yours,

Marcus L Rowland, London.
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This is a Traveller scenario for 2-4 players, who are
agents of the elite Covert Survey Bureau [see Star-
base this issue], and should all be run through one
year's training before the scenario commences. In
this, each has a one-third chance of acquiring a skill

levelin each of the following skills: Forgery, Bribery,
Interrogation, Streetwise, Admin, Recon, Combat
Engineering, and the weapon skill of their choice.
Mercenary, Book4 will be adistinct advantage as
will ‘The Best of the Journal of the Traveller’s Aid
Society, issues 1-4', though a capable referee could
manage without them, If Book 4 is not available,

ignore all Recon or Combat Engineering skills, and
refer to Module 12 for the use of Interrogation skill.
In addition, the following materials (while not nec-
essary) will save the referee’s time: Supplement 2,
Animal Encounters; Supplement 1, 1007 Characters.
The players should have access to Modules 3-6
inclusive both before and during play.

The main problem facing an interstellar Emperor is
that of revolt in the more distant of his provinces.
There are several measures which can be taken to
counteractthis; splitting up the provinces into small
units to ensure that it is as difficult as possible for a
rebel lord to control the whole sectar, keeping the
masses happy so that they don't feel like revolting,
separating military and civil rule, and so on. The
Terran Empire does all these, and amongst other
measures, the Emperor has control of the Imperial
Inspectorate, a body of picked high-ranking officials
who travel widely with their own armed forces and
pay periodic surprise visits to the provinces to check
up on the sector dukes and sector admirals.
Ofcourse, ‘surprise’ is a loose term when applied

to a visit by several thousand tons of shipping with
a half-dozen marine battalions on board; the alert

- sector duke keeps his eyes open, and can spot such
an unexpected audit several weeks away by means

of high-Jump couriers and intelligence estimates.
Similar methods inform maost of the other officials
with their hands in the cookie jar in time for their
activities to be covered up, unless they are plotting
something really major, like a revolt, in which case
the mobilisation of troops and ships would be diff-
icultto conceal, and the only hope would be to des-
troy the visiting Inspector and his men.

Yelov Salash, Sector Head of the Covert Survey
Bureau for Sector Antares, has read the computer
compilations and siftings of reports from detached
duty scouts and other sources, and realises that an
Imperial Inspector is on the way to audit the sector
and can be expected to arrive in a few weeks. This
gives him some cause for despair, as he has been
augmenting his private fortune by the somewhat
illegal method of using CSB shipping to smuggle
the contraband narcotic hyperdexamine, popularly

drug. This would be bad enough, but could be
covered up in the normal way of things. However,
the latest shipment of yag has gone missing; the
ship carrying it had filed a flight plan in accordance
with normal procedures, and by collating the var-
ious sources of data at his disposal, Salash esti-
mates that the ship disappeared in the Shangrila
system. He realises to his horror that Shangrila is
one of the stops for the Inspector, according to his
computer’s predictions from earlier checks. Quickly
he transmits the necessary orders; a group of
a?‘ents areto be assembled from nearby systems at
Shangrila and search for the missing vessel and its
load of yag, using the cover of asteroid miners
searching for a strike in the system'’s outer moons
and planets. The agents won't, of course, be aware
of the fact they are searching for yag.
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ions of

o 12 weeks between refuelling under normal cir-
gumstances. One ton of St‘:pphes will cost Cr50,000
nd last for 285 man-weeks.
? The mining module is second-hand and obsoles-
cent, asis the cutter; this is perfectly in character for
a group of penurious asteroid miners.

for skimming fuel from gas giants or ather wilder-
ness sources, a 10-ton hold for samples ofore,a
small laboratory for analysing the ores, and an addi-
tional 4 tons of fuel tankage, allowing the cutter to

Bureau's agent-in-place on Shangrila has man-
:ggd t% acquirega set of papers allowing theteamto
prospect in the system, and in his cover identity ?s
afactor for a large trading concern he has been able
to hire a modified cutter for the team’s use. He 1sl
responsible for its upkeep, and will pay the renta

for the team.
fE’.?l"?le cutter is a 50-ton small craft capable of 4(.‘}
acceleration, with two tons of fuel, and a crew 0
two, pilotand rider. [t mountsa pulse laser (firing at
-1 to hit in combat) for mining purposes, and its
30-ton playload space, normally committed to one
of a variety of detachable modules, now holds 36100
asteroid mining module worth perhaps Cr2,000,000,
while the cutter itself is worth Cr28,000,000. It has
1.5 tons of space available for carrying whatever
supplies the team feel are necessary, while within
the module are six rather cramped cabins, facilities
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Shangrila (C668547-6, Agricultural, Non-Industrial;
greentravel zone, Imperial alignment) is a planet of
little importance. Taxes are paid to the Empire in re-
turn for protection of an unobtrusive nature, since
Shangrila is near the frontier of Imperial space. As
part of the price for this, the Empire maintains a
small port facility to service its naval and scout ships,
which is also available to civilians for normal fees.

The port facility has reasonable repair workshops,
butrefined fuel is hard to come by and costs double
the normal rates to civilian buyers.

The world has an equatorial diameter of slightly

over 9,650km and being of normal density, a surface
gravity of approximately 0.8 standard G. The atmos-
phere is normal in composition and pressure, and
breathable by humans without assistance, Some
80% of the world’s surface is covered with oceans,
dotted with chains of islands supporting fishing
communities and a thriving light industry producing
excellent mid-tech speedboats with which the locals
are often adept. Despite the law level of 7, it is rela-
tively easy to obtain licences for tech 6 weapons.
There is a general ban on all items of tech level 7+
outside the starport, except for medical gear.

Shangrila is the second world out from its G7
primary, and the climate is temperate at best,
becoming quite cold in winter or at high latitudes.
There are four other worlds of a terrestrial size and
two gas giants; the gas giants are the fourth and
seventh worlds from the star, the fourth being the
larger at approximately jovian size, with 14 known
moons and occasional claims for more. This is the
main site for the asteroid mining which occurs on
an irregular basis, usually by offworlders who
believe that without local competition there is more
chance of a lucky strike.




mportant Note: eck locations and description
(A2, B8, Dorsal Turret etc) are references to the deck
plans listed in the article Assignment: Survey! in
WD40 which gives Explorer Class (the Snowbird )
ship specifications. Referees must have WDA40 to
play the scenario. ]

Having arrived at Shangrila, equipped, and set off
after the missing ship, the players will take several
weeks to find it. While no maps of the system are en-
closed, the characters do have a navigational analysis
of the Snowbird’s probable path, which allows
themto start looking in roughly the right place - the
region of the secondary gas giant’s moons, which
will take about a week to reach; the cutter could do
thetrip in less time, but excessive speed would look
suspicious. o

Once per week of searching in the region indicated
by their navigational analysis, the referee should
roll 2d6 and add the highest level of Navigation skill
available to the party. In addition, DMs may be
allowed for exceptionally bright or stupid ideas on
the part of the band. A modified score of 12+ indi-
cates that weak distress signals have been picked
up. During the search, the referee should also roll
weekly on the encounter table of Module 8.

The distress signal mentions only the name and
registry of the missing vessel, and the fact that the
ship has suffered a major manoeuvre drive failure,
thus rendering it unable to move. The voice is anxi-
ous, but controlled.

Approaching the source of the signals, the players
observe the ship slowly tumbling end to end. Lack-
ing manoeuvre capability, the crew have not been
able to restabilise their craft, or aim their laser accu-
rately enough to send a message by itto Shangrila;
hence their resorting to the comparatively ineffi-
cient method of radio signals. There is the merest
glow of navigation lights on the vessel, and no inter-
nal lighting; instruments aboard the player’scraft, if
they use them to check, will reveal that the ship’s

power plant is still functioning but at the lowes’
possible level. There is no sign of life.

The players will probably decide to board the
stricken vessel. This requires an approach using
vacc suits and backpack thrusters; characters must
make the usual roll to avoid mishaps. The main air-
lock (A9) does not respond to attempts to open itin
the normal way; a character of Electronics-3 can
bypass the circuits after removing the maintenance
panels. Failing that, a character of Mechanical-3
may be able to gain access via the emergency air-
lock (B6) by fiddling with the handcrank mechanism
after removing maintenance panels. The players
may decide to make an external survey of the vessel
before entering; all seems in order on the outside of
the ship. The interior can be seen attwo points; first,
through the windows ofthe bridge (A1), and second
through the port of the dorsal turret.

A character clambering to these locations must
make an additional Vacc Suit skill roll to avoid mis-
hap (probably losing his grip and falling off). Once
there, he may shine a torch into them. The dorsal
turretis empty, and unlit- noteven instrumem lights
are lit up. On the bridge, the figures of the pilot and
navigator can be seen strapped into their accelera-
tion couches. They look perfectly at peace, having
removed their headsets, and very dead. There is no
evidence of decomposition if the players think to
ask. They should be allowed to confer since they
will undoubtedly be in radio contact. Anyone with
experience of working as part of a ship’s crew -
naval, marine, scout or merchant characters, for
example -may, if he asks, be told the function of the
half-dozen instruments which are lit up, providing
the only illumination on the bridge. They show that
the power plant and life support systems are active;
everything else is shut down, and the activity of
these two systems is minimal.

If the players have taken more than 15 weeks to
find the ship, then the lights will be dimly red; other-

wise,

ey will be green and tairly bright.

Players who specify making an unusually close
scrutiny of the crewmen should be told that they
appear to be wearing cold weather clothing, their
eyes are closed, and on the console between them
is an empty pill-bottle, with a plastic bottle of the
kind used to hold water. From the way things are
floating around, it will be clear to anyone looking in
that the ship’s internal gravity has been turned off.

Once aboard, the players will search the ship.
Below follows a descriptior. of what they will find;
each location is taken iii turn. Descriptions have two
parts; the first paragraph, in italics, should be read
to the players as they enter the area, and the second
paragraph, in normal type, is for the referee.
Aboard, all lights except for those stated are off, as
is the cabin gravity. The air is cold, but breathable;
not quite cold enough to show condensation from the
plaver’s breathing. If anyone tries it though, the lights
and gravity can be switched on; the lights by the
usual studs, in the area concerned, and the gravity
from the bridge or engineering by anyone with ship’s
crew experience, iethose who have served on ships
before. The heating can also be restored from these
two locations (A1 or A12). However, if by chance the
players have taken more than 15 weeks to find the
ship no systems can be activated - the power plant
will have run out of fuel and stopped working.

If the adventurers have not found the ship by the
time the power plant runs out of fuel, then the fol-
lowing modifications apply: First, the crew will all
be dead of cold. Second, the air on board, while not
actually liquefied, will be far too cold to breathe (say
about -150° C) and slightly tainted with waste pro-
ducts from the crew’s breathing. Third, there will be
no power to run the lights, grav plates etc and only
the bridge lights and the distress call will be function-
ing - batteries and solar cells provide enough power
to run these. Fourth, because of the extreme cold
there will be very little decomposition of the bodies.

A1: Bridge

Two human males in cold weather clothing are seat-
ed in the acceleration couches. They look dead, but
perfectly composed, and relaxed, as ifthey'd died in
their sleep. Some lights are glowing on the low con-
sole between these couches, and on it are an empty
pill-bottle and a water bottle of flexible plastic. All
the otherconsoles are apparently dead. Floating near
the crewmen in the left-hand couch is a notepad with
a pencil attached. Neither man is wearing his headset.

Obviously, if the gravity is turned back on the
notepad will fall. It is covered with deliberate calcu-
lations in a firm hand, which are clearly estimates of
how long the crew can survive under various reg-
imes of emergency measures. Near the bottom, the
answer to the final calculation is "20 weeks’; this is
underlined several times, heavily. If other pages of
the notebook are examined, they contain the identifi-
cation of the man in the left seat; he is the pilot. Also
presentare his will, a brieflog of the time since they
were marooned by drive failure, and instructions for
the finder to deliver two letters which are to be found
in his pockets. The log is fairly straightforward, and
will tell the players little that they don't already
know, but near the front in large letters is an
announcementthatthe crew have taken fastdrugto
eke out their supplies of oxygen and food, and that
provided they are found by such-and-such a date
(given as 15 weeks after the players started their
search) they can be revived. The crew will actually
be awake and active for a few hours halfway
through the 6th week, but don't let the players find
them moving about! The whole log only covers
about four days.

The pill-bottle bears numerous formulae, trade
names, and so on which will allow any character
with Medical skill to deduce that it contained fast
drug.

The letters in the pilot’s pockets are addressed to
his girlfriend (content fairly predictable and harrow-
ing) and to the Manager of Transtellar Lines Courier
Division. This second letter is a report of circumstan-
ces leading up to the crew'’s death and the cause of
the disaster, namely unexpected and irreparable man-
oeuvre drive failure. Recommendations as to how
to prevent the recurrence of the mishap are given,
as are details of everything the crew tried to repair
the motor.

Characters examining the bodies should realise
that something is wrong; they are in no way decom-
posed, and are even slightly warm. They are the
pilot and navigator.

A2: Pilot’s Stateroom
This is a fairly normal-looking stateroom. It’s been
left neatandtidy, and the only things that stand out
arealarge 3-D hologram of a young girl and a metal
strongbox on the desk.
The stateroom contains about what you'd expect;

a remote terminal for the ship’s computer, a rack of
technical manuals describing pilot’s procedures for
the ship, spare uniforms, and an emergency vacc
suit on a wall frame in case the ship is decompres-
sed while the occupant is asleep (all staterooms
have this). In the desk drawers is a bundle of love-
letters from the pilot’s girlfriend, and a collection of
excellent quality tapes for the entertainment sys-
tem. The hologram is in the form of a cube about
10cm on a side, with a stud near the bottom at the
back. If pressed, this causes the image of the girl to

o through a short period of movement and action

always the same loop) in which she smiles and

says endearing things, obviously meant to cheer
the pilot up and assure him of her affection.

The strongbox bears the crest of the Covert Sur-
vey Bureau and contains course tapes different from
those presented to the players in several major
aspects. A character of Electronics-3 or better may
attempt to open it; on a roll of 9+ on 2d6 he suc-
ceeds, otherewise he fails. If he fails, or anyone else
tries to open it without the proper key, acid spills
onto the tapes inside, destroying them and causing
a foul grey smoke to spurt from the box. If opened,
the box's tapes present an opportunity for the
referee to continue the scenario into other adven-
tures; they detail the location and characteristics of
the unexplored and deserted world where the
Bureau's resources are being diverted to manufac-
turing hyperdexamine {see Module 10) for Yelov
Salash, together with reports from his manager at
the plant which make it clear what Salash’s under-
hand schemeis. The two CSB agentsin the crew are
unaware of the contents and have no key to open
the strongbox.

A3: Navigator’'s Stateroom

Anunremarkable stateroom. There is a sealed letter
plainly visible on the desk, but all else has been
packed away neatly.

The contents of the stateroom are fairly standard
except for the letter. It has been handwritten, and is
addressed to a family which the players will know
from their briefing includes the navigator's parents.
If opened, its contents are again predictable, except
for one passage in which the navigator urges his
parents notto digtoo deeply into the circumstances
of his death, for their own good; he advises them
patriotically that he died in the service of the Empire,
but no-one can ever tell them exactly why for sec-
urity reasons. He staters that he was aware of the
risks, and considered the tasks worthwhile.

A4: Chief Engineer’s Stateroom

This stateroom is the worst pigsty you've ever seen
aboard a ship - things are carelessly strewn about,
which is rare on a ship, where a sudden acceleration
could hurl loose objects dangerously about. There
are erotic posters on the walls and numerous empty
beer cans dumped hastily on the unmade bed. The
desk, as well as the papers on it, are very much the
worse for wear and covered in hastily-scrawled cal-
culations. Drawers and cupboards hang open reveal-
ing clothing carelessly stuffed inside them, and in
one corner a mysterious apparatus is half-built,
surrounded by tools, parts and bits of what appears
to be charcoal, among other things.

The calculations are useless to the players - the
engineer has been using his desk as a scratch-pad
for years, and the figures refer to everything from
his losses at diamondback to the ship’s maximum
power output to his beer expenses.

The mysterious apparatus will be recognised as a
makeshift air purifier by anyone with Medical-2 or
Engineering-2; the CE has been spending his brief
periods of activity building it to give the crew a few
extra hours when all other sources of oxygen have
been exhausted.

A5: Second Engineer’s Stateroom

A neat and orderly stateroom which has been tidied

as if its occupants were leaving it for a long period.

There s a dartboard opposite the door at head height,

and below it a box of six darts securely fastened in.
There is nothing of special noteworthiness here.

A6: Sick Bay

This room can obviously serve as a stateroom or sick

bay to taste. At the moment it is set up as a sick bay.
There is only normal medical equipment to be

found, though obviously stateroom facilities are

present in a stowed form - bed folded up into the

wall, and so on.

A7: Crew Common Area
A deserted common area with all the cooking and
recreational facilities stowed away. There are
numerous posters of emergency and safety proced-
ures on the walls in prominent places.

A careful search of this room will reveal nothing,
except for about two Credits in loose change which
have fallen down behind the seat cushions.

AB8: Medic's Stateroom

A spotlessly clean stateroom with a large rack of
journals and text tapes along one wall, and a tape
viewer on the desk. Posters cover the far wall, and
are concerned with first-aid procedures for the most
part, although there are some pictures of high per-
formance small water craft.

The journals and texts are mostly concerned with
medicine, but about one-quarter of them have titles
such as 'Antarean Power Boat News’, or ‘Handling
Speedboats on Low Gravity Worlds'. It should be
obvious that the medic’s hobby is powerboating. A
search of the desk drawers will reveal several certifi-
cates attesting to her skill, and membership cards
for several boat clubs, some of which could conceiv-
ably be used by the players to gain access to the
club premises in future adventures. A character
collecting and studying the instructional manuals
for six months, provided he has some practice as
well, will acquire one level of expertise in Small
Water Craft skill, provided he saves vs intelligence
on 2d6 at the end of that time. A further attempt is
permitted, but the manuals are of a simplified
nature, and a character of Small Water Craft-2 or
better can gain no benefit from them.




A9: Main Airlock
This is an ordinary airlock, containing safety lines
and umbilicals, facilities for their attachment, and
other EVA stores such as lights, overshoes, and so
on. There are half-a-dozen vacc suits present.
Athorough check of the airlock will reveal that all
the air tanks on the vacc suits have been emptied
and are exhausted of air. The crew have used them
to eke out the shipboard lifesupport by bleeding
their contents into the atmosphere aboard.

A10: Ship's Locker

This room is about half-full of survival stores. There
are a few blades and rifles, preserved rations, water
cans, life rafts, and similar items.

_ The referee should feel free to add appropriate
items to the above list as the characters search;
however, note that all types of filter mask or
respirator are missing (the chief engineer has can-
nibalised them for the mysterious apparatus in A4),
as are the suits of cold weather clothing, which the
crew are wearing, having turned down the heating
to conserve power. Some of the packs of rations
have been broken into, and some individuals pack-
ets are missing, having been eaten by the crew.

A11: Port Drive Access Crawlway

This passage obviously allows access to the drive
machinery for repairs. All the internal plates for
access to the drives have been removed, and there
are clear attempts to jury-rig some kind of emer-

gency system to the drives. An open tool kitis in the
crawlway, as are several maintenance manuals and
an empty beer can.

All this should be self-evident as to purpose. A
character with Engineer skill can determine from a
brief inspection that the manoeuvre drives are
hopelessly damaged by some sort ofinternal explo-
sion, possibly a component failure of an unusual
type, and can only be replaced.

A12: Drive Room
This room contains controls for the engines of the
ship, and instruments to meonitor them. There are
two couches before the consoles, both occupied;
the people in them are both human, one male and
one female, and are holding hands across one of the
monitors between them. They seem to have diedin
their sleep, and on the control board before them
are a small empty pill-bottle and a flexible plastic
water bottle. Pinned against the rear wall by the
ship’s rotation is one of the scruffiest individuals
you have ever seen, with his hands in his pockets
and a baseball cap pulled down over his eyes. All
three are wearing cold weather clothing, and there is
a box in one corner of the room. The floor iris valve
has been disabled, there are wires protruding from
an open panel near it which have clearly been cut.
The people here are in much the same condition
as those on the bridge; the same notes apply to it,
and tothe pill-bottle. The girlis the ship’s medic, the
seated man its second engineer; the pinned figure

is the chief engineer. A check of the controls and
instruments by someone with Engineering skill will
reveal that the power plant is operating (if less than
15weeks were required to find the ship, otherwise it
is not - and side effects will be that nothing in the
ship works and the air is unbreathable.) at the
minimum possible level, to conserve fuel, but both
itand the jump drive are in perfect condition. If the
searchers think to check the fuel gauges, they will
seethatthetanks are practically dry, with no fuel left
for another jump, which can mean one of two
things; either the ship jumped a lot further than its
flight plan indiestes (this is in fact the truth), or it
was in a great hutry and had to make two or three
jumps without stopping to refuel.

The chief engineer wrecked the iris valve in the
floor to seal off the cargo hold. More of this later...

A13: Starboard Drive Access Crawlway
This crawlway allows access to the drives for
maintenance. All the inspection panels have been
removed, and there are signs of attempts at repairs.
The only thing worthy of note here, which a
thorough check against their deck plans and a
search will reveal, is that the flight recorder has
been disconnected, apparently accidentally and
some years ago. This instrument’s normal purpose
is to log the ship’s movements and ‘vital signs’ so
that if it crashes, the flight recorder may give some
clue as to what went wrong. The fact thatitis discon-
nected may raise some suspicions.

B1: Payload Bay

This room is occupied by racks of extremely complex
looking electronic equipment, whose control boards
have been locked shut. Mostly sensors and recorders.

If the characters were not already CSB men, this

would make them suspicious; no normal courier vessel
would have such expensive arrays of high-powered
sensors and recording gear. These instruments are
usedto gather intelligence during ‘innocent’ courier
runs. Due to their training by the Bureau, the charac-
ters can quickly find the hidden keys to the covers of
the control boards, hidden in one of the inspection
plates. However, following Bureau doctrine, the crew
have wiped clean the electronic memories as soon
as it became obvious that their position was desper-
ate, to avoid the information contained in them be-
coming public - or worse, falling into enemy hands.

B2: Circulation Space
An empty corridor. To either side are small alcoves
with couches in them, obviously control positions
for the two ventral turrets.

The ventral turrets are remotely controlled from
here, and are currently fitted with sensors of various
kinds.

B3; B4: Air Raft Bays

Both these rooms contain a standard air/raft and

facilities for their launch and maintenance.
There is nothing of particular interest here.

B5: Circulation Space

An empty corridor. The nearby inspection plates

have been removed and someone has obviously

been modifying the life-support gear behind them.
The engineers and medic have been working here

to stretch out their oxygen supplies by tampering

with the recycler.

B6: Emergency Air Lock

A cramped chamber contai

and a small first aid kit.
The air bottles of the suit are empty - see A9 for

the reason.

ning a single vacc suit

B7: Fresher

A small room containing sanitary and washing

facilities, apparently adaptable for zero-gravity use.
Nothing of interest,

B8: Cargo Hold

The iris valve leading into the hold seems to have
been deliberately wrecked, and quite thoroughly. A
notice attached to the door on headed notepaper of
Transtellar Lines announces that the contents are
confidential personnel records of the company, and
under Imperial law the crew are within their rights
to maintain its confidentiality by any means availa-
ble to them. The finders are requested to inform
Transtellar of the ship’s location.

The players will doubtless eventually find a way
to burn or blow their way in; an Electronics-3
character could jury-rig a bypass circuit to allow the
door to be opened, and energy weapons or explo-
sives could also be used. As a last resort, entry
might be gained by vandalising the cargo lift from
the outside.

When they do enter the hold, they will find half-a-
dozen small crates labelled Transtellar Lines: Con-
fidential Personnel Records: Fragile and well-
braced by assorted packing materials and ropes
against accidental movement. Nonetheless,
perhaps as a result of violence by the players in
entering the area, perhaps due to a sudden lurch
when the manoeuvre drives failed, one crate has
come loose and burst open, spilling recording mod-
ules everywhere; small oblong objects about the
size and shape of tape cassettes. And something
.else; a couple of larger containers marked Erasable
Recording Modules: Do Not Expose to Light and
with a notice explaining that the most confidential
records are kept on modules which, as a security
precaution, are erased if exposed to light unless
certain measures are taken to prevent this. Investi-
gation of the other crates reveals two similar con-
tainersin each. Players being a curious lot, they will
likely open one to see if there is any profit to be
made:; they will find, not recording modules, but
carefully-packed plastic bags of small white pills.
These are hyperdexamine or ‘yag’; see Module 10
for further details. Note only a Streetwise-2 charac-
ter can recognise this substance. However, it will
now be clear to the players that all is not what it
seems. The recording modules are blank.

Dorsal Turret

This turret has controls for the beam laser and missile
rack fitted to the ship. All its systems are turned off.
There is also an octant in a glass case for usein
emergency navigationin the case thatthe computer
malfunctions; itis possible to plot jumps manually,

but exceedingly difficult and time-consuming and
with a great chance of error. The octant and its
accompanying manual are there more for reasons
of morale than practicality.

(5un combat skills will most likely be in Auto Pisto
or Body Pistol, but other weapons are possible.Ina
firefight a typical NCI tactic is for one agent to feign
a serious wound or death atan early stage, and lie
doggo until such time as his sudden recovery may
help his comrades, for example by attacking the
players from the rear after they have passed by him,
carrying back a report if all the others are slain, and
so on. To use this tactic, NCl men must outnumber
their opponents and there must be at least three of
them to start with.

NCI who find that the players are (a) CSB menand
(b) in possession of yag will offer amnesty and re-
wards to those who will betray their organisation in
this affair. ' BN el

The NCI in general is a fairly efficient and gentle-
manly organisation, and the players have little to
fear in terms of torture or doublecross.

There is a chance (roll 10+ on 2d6) that a patrol
vessel carrying an NCI team will find the Snowbird
while the players are aboard. Subsequent events
must be adjudicated by the referee using Modules

world which is the source ot the 'vag’ and the
method oftransferring itto Fodor are unknown, but
they have a rough idea of which areas to search.
Hence the potential for encountering them.

NCI agents are all naval officers who have been
assigned to Intelligence School. Any naval officer
~haracter is usable in this role if the referee has any
at hand; in the case that they have not actually been
assigned to Intelligence School at any stage, the
referee should roll 1d6 for each of the following
skills: Forgery, Bribery, Streetwise, Gun Combat,
Interrogation, with 1-2signifyingone level of exper-
tise in the skill, 3-4 two levels and 5-6 no experlise.
Interrogation skill is defined in Books 4 and 5; if
these are notavailable, use the following sim plifica-
tion to represent their use. Once each week, the
character interrogated rolls two dice and the inter-
rogators add the sum of their skill levelsto the result;
a score greater than the victim’'s intelligence shows
that he has ‘broken’ and revealed his kn_owiedge.
Victims with Interrogation skill may use its levelasa
DM in their favour, subtracting it from the roll.

Naval Counter-Intelligence, or NCl as itis usually
called, is responsible for security and counter-
espionage within the Imperial borders. This in-
cludes counter-terrorist work and occasional simple
police tasks; where crime is of a scale too large for
individual worlds to combat effectively, yet too

) small in scope to attract the attention of the Inspec-
torate, it falls to NCI to track down and apprehend its
perpetrators. In practice, this usually means piracy
and smuggling fall into NCI's province.

NCl is a great rival of the CSB, and the two agen-
cieswill do anything short of actual violence to dam-
age each other’s operations and reputations. Inthis
case, while tracking down large-scale hyper-
dexamine smuggling in the Fodor subsector, NCI
have come across clues to CSB involvement.
Nothing that will stand up in court; but the higher-
level agents in each organisation know how each
other's ‘handwriting’ - subtle differences in the
tradecraft, ways of doing things peculiar to certain
agents - and are suspicious; they have recognised
typical CSB techniques in the smuggling. The exact
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If the containers in the hold are opened, against
orders, by the players, any character with Street-
wise-2 or better will recognise the contents as
hyperdexamine, and should be allowed access to
this module - in private if possible, since he may not
want to tell the others. Each container holds 200
pills of hyperdexamine.

Hyperdexamine is a fairly new drug, an addictive
variant of normal combat drug. Like combat drug,
when ingested (it comes in pill form) it increases the
swallower’s strength and endurance by two each.
The effect phases in over the 30 seconds after inges-
tion, and lasts for about an hour - much longerthan
normal combat drug. It also provides in the user a
feeling of euphoria, and he becomes convinced that
he has become invincibly strong and powerful -
anyone taking it without recognising it for what it is
should be to/dthat his strength and endurance have
increased by four each to simulate this, although all
attacks etc are resolved as if he was but two points

1. Instruments of Destruction .
The players are all too likely to overequip them-
selves with weapons and armour. The referee
should remind them that vastamounts of arms and
armour will arouse suspicion; they are supposed to
be asteroid miners, not mercenaries. If they go
ahead and outfit themselves for the Third Interstellar
War, well, they were warned. Interstellar and
interplanetary space within the Terran Empire is.
considered to be at Law Level 3 for purposes of decid-
ing which weapons are legal; while there is no need
to roll for police harassment on a daily basis in
space, any boarding party which finds weapons
contravening the limits of Law Level 3 will automat-
ically suspect the group of foul play. Specifically,
combat armour, battle dress, explosives, poisons,
lasers, energy weapons, and body pistols will be
sufficient grounds for imprisonment. Clearly non-
military explosives will be allowable, since the
group are supposed to be miners, -
Referees should bear in mind that even with the
power off, iris valves can still be forced open (or
closed) on a throw of 8+ on 2d6, with DMs of +1 if
character has strength 10+, + 2 if dexterity 10+, -3 if
wearing vacc suit, It may be necessary to drop gentle

stronger and more enduring. When the effect wears
off, the user takes 1d in wounds.

Hyperdexamine has an insidious effect, however,
in that a habitual user develops a tolerance to the
drug, as well as a craving for it. How the referee
simulates the craving isup to him - players will prob-
ably take it for use in combat, and if the referee is
subtle they will not discover that they have inflated
view of its worth. To simulate the tolerance, for each
five uses of the drug the number of pills needed to
obtain the effect is increased by ane, Thus, for the
first five uses the effect is obtained by taking one
pill; the sixth through tenth uses require two pills,
andsoon. Each pill, of course, causes 1d of wounds
-s0 on his 12th use of yag (the slang name for the
drug) an addict is taking three pills, and will take 3d

of damage when the effect wears off.

Itis suggested that each week after starting to
takethedrug, a character must make a saving roll to
avoid having to take more yag: roll 2d6, and if the

result is over the character's intelligence, he must

hints about this possibility to the party.

2. The Crew
If rescued, the crew will be properly grateful and the

players will have several people who owe them a
favour-amore subtle rewardthan cash, but always
useful. The pilot and chief engineer, being CSB men,
will be anxious to get their cargo moved on to_the
proper hands -there are of course certain code intro-
ductions by which the players can assure them of
their true identities if they so wish, and it would be
wise for at least one to do so since otherwise the
rescued agents are likely to try a doublecross to
speed their cargo on its way. The rescued agents
are unaware of the true nature of their cargo, believ-
ing the same cover story as that told to the players,
Once they discover that there are CSB agents in the
rescuing party they will confide in them, saying that
they are somewhat suspicious of their orders; these
specify disconnecting the flight recorders and filing
false flight plans with both traffic control and the
CSB. Thisis highly irregular, and they believe some-
thing underhand is going on - possibly one of the
high-ranking administrators is a double agent, so
that he must be fed false data.
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go on a hyperdexamine binge. A DM is applied to
the dice of +1 per pill required to bring on the
effects; +3 for our 12-time user above. Any friends
with Medic skill may use their skill level asa + and -
DM on this roll, at their discretion. If a character can
avoid taking yag for six months, he has kicked the
habit. Most users, of course, are eventually slain by
the after-effects.

Characters with Streetwise-2 or better can sell
yag in the right quarters for Cr100 x law level of the
world where the sale is made per pill, thus higher
law level planets yield a higher return - the supplies
of yag are harder to come by. Contrariwise, on low
law level worlds no-one makes a particular effort to
stop yag smuggling, and it is more plentiful and
prices are lower. Characters of Streetwise-1, if they
are told that the stuff is yag, can get half this price
forit-they get burned because they are not familiar
with the market.

Anyane caught selling yag is in serious trouble;
2-12 years imprisonment.

3. Timing =
When the players arrive on Shangrila, it is three
weeks since the Snowbird was expected to report
in. They will have 1-2 weeks cooling their heels in.
Port Royal befare the cutter is ready, an indetermi-
nate time before they find the ship; it will then take
them 1-3 weeks to return and await the arrival of a
ship out of the system. Normal encounters should
be rolled using Book 3 on the ground and Module 11

for incoming ships.

4. After the Adventure =
Once the scenario has been played through, it still
provides some useful things for the referee. The
CSB, the NCl and their rivalry can provide future plots
and employment - apart from the obvious ones,
the referee may like to consider that in the case of
total success by the group, Salash may decide they
know too much and try to remove them. There are
several new ship types and a planet to use in later
games. i 1
articular was designed

The Explorer class ship indp
to be loaned to a group of adventures by a powerful

patron for along-term commission, much in the man-
ner of Adventure 4, Leviathan.[]




RUNERITES

RuneRites is a regular department devoted to RuneQuest, edited by
Oliver Dickinson. This issue, we take another look at Unarmed Combat.

Unarmed
Combatli

Unlucky Eddie (Varley)! Setting him up
in the first RuneRites column [WD30]
drew some flak, but also extracted valu-
able responses from Dave Morris,
Andrew Roberts and Oliver Macdonald
among others; even our own Jamie
Thomson was moved to comment that
the training costs should be higher for
the damage done. To judge from the var-
iety of approaches, there is no obvious
way to model unarmed combat, let alone
special skills, in RuneQuest terms, and so
| do notwish to endorse a particular sys-
tem, but single out some points made.

Toughening up

Andrew Roberts made the very impor-
tant pointthatarms and legs would have
to be toughened to be able to parry weap-
ons or deliver damage through armour
without taking unacceptable damage.
Thistoughening would produce a ‘shield’
effect, which would only operate for a de-
liberate attack or attempt at parrying, not
as ordinary armour, and would be de-
tectable, inthe form of hard callouses etc,
by any other practitioner of unarmed
combat at Spot Hidden ability 4+ 5% for
each point of ‘shield’. The maximum
number of ‘shield’ points on any limb is
1 per 10% attack/parry ability with that
limb; the cost is cumulative, starting at
200L foran arm, 300L for aleg (going up
to 400/600, 600/900, etc). One effect will
be to slow down DEX-based skills; for
each ‘shield’ point take 1 from DEX for
the purposes of the Manipulation bonus
(Itakeitthatonly 1is subtracted as long
asthereis no more than 1 anywhere -0OD)
and 5% from highly manipulative skills
like Lock Picking (but only if that hand
has been toughened, obviously). The rele-
vant results will then be, in the case of
Arm Parry (for which a 300-500-1000L
progression in training is suggested):

Attacker Defender Effect

Hits Parries Parrying limb takes dam-
age, minus 'shield’ paints
(but not from hafted
weapons of any sort,
Iwould suggest-0OD).
Attacker's weapon takes
damage, up tothe max-
imum of ‘shield’ points
(only long-hafted weap-
ons, | suggest -0D).

Misses Parries

Damage

It seemed generally felt that this should
depend on the level of skill or be partly
temporary or non-lethal. Some provided
complextables to model this, butl won-
der if GMs are ready to cope with yet an-

other table! In Oliver Macdonald's sys-
tem, damage caused in the ordinary way
by fist, foot or head is normally tempor-
ary, regained at a rate of 1 point per hit
location per 2MR, but a special hit (20%
or less) will do proper damage as well
(ie same as temporary, or roll separate-
ly?), and a critical will ignore armour or
do double damage. But Dave Morris's
system of stun damage, done in Brawl-
ing (of which more below) if no weapon
is used, and accounting for most of the
damage in Fisticuffs, may seem prefer-
able. This damage is temporary, but an
area reduced to 0 points or lower will
not function until the character’'s Recov-
ery Rate has brough it back to THP. This
Rate depends on CON, which governs
how many 6 second periods (2MR's)
are required to regain 1 pointin all loca-
tions. Thus:

CON 01-04 05-08 09-12 13+
Recovery Rate 4 3 2 1

Healing can also repair stun damage, at
a rate of 2 points per 1 of healing, but will
affectany ordinary damage first. This will
involve some extra bookkeeping during
a MR, but despite whatis said in RQ this
is necessary anyway to keep track of
POW lost, effect of spells, incapacita-
tions (which take place as soon as deli-
vered) etc. Dave's system for doing real
damage as well as stun damage [see
below| might seem cumbersome; |
would suggest that GMs use their
brains, bearing in mind that criticals and
specials should have the effect of knock-
ing unconscious, breaking a bone or simi-
lar. A highly skilled boxer or martial
artist could always announce the inten-
tion of not doing lethal damage, for
great skill allows judging one's blows (a
similarsystem could be used with weap-
onsif you wished to knock someone un-
conscious and not kill, something for
which present rules make no allowance
specifically.)

Skills

A distinction clearly needs to be made
between martial arts proper and ordi-
nary fighting, such as might be neces-
sary in emergency in battle or be
appropriate in a barroom brawl. Dave
Morris separates Fisticuffs (which
includes kicks and blocks), in which
training is possible, from Brawling,
which can only be improved by experi-
ence. | like his Brawling, and his descrip-
tion follows.

Brawling covers the full range of
brutal fighting techniques - gouging,
throttling, butting, pummelling, etc. It is
primarily dependent on the character’'s
characteristics rather than on training.

071-04 05-08 09-12 13-16 17-20 Each +4

STR -10% -5% +5% +10% +5%
POW -5% +5% +5%
DEX -5% +5% +5%

The basic chance in Brawling is 25%;
ability can be increased only by experi-
ence, to a maximum of 75%. A brawling
character cannot parry, but if he or she
has a Defence bonus this still applies; an
exceptionisinthe firstroundthatacom-
batant tries to initiate Brawling - if the
other combatant can parry the tackle, us-
ing Fisticuffs ability if he has no weapon,
then Brawling does not take place. A
Brawling character has the option of us-
ing ability in Fisticuffs or with a dagger,
athalf normal value, ifthisis higherthan
his or her Brawling ability.

In Brawling, attacks are rolled every 6
seconds (2MR). Roll 1-6 for strike rank,
with the following modifiers:

STR 16+ -1, STR5- +1, DEX 16+ -1

Brawling Damage Table

Unarmed 1d4+ 1 Roll for stun damage

Dagger 1d4+2 All potentially lethal damage
Claw 1d4+1 All potentially lethal damage
Heavy Cestus 1d3+2 All potentially lethal damage
Light Cestus 1d3+1 All potentially lethal damage
Larger weapons like a short sword are too
unwieldy for use in a brawl proper.

Fisticuffs, in Dave's system, begins at
15% basic and is trained for at the rate
400-800-1600L; damageisrolled ona 1d8
table, scaling up from 1 point at 5-25%
skill and 1 rolled, to 6 at 95%+ skill and 8
rolled, and whatever figure is rolled
should be rolled again (d2, 3, 4 etc) to see
how much is stun damage.

Die Skill Level(%)
Roll 05-256 30-50 55-75 80-90 95+

BWWWNN =
CObhbWWNON
U bbWWN

ONOOBWN =
AWNN Do
OB WWNN = =

The resultant number is the damage done.

As he notes, if these rules are used, Head
Butt, Kick and Fist no longer apply, but
Grappling may still be learnt; any damage
taken from a throw should be rolled in the
same way, for stun damage. GMs might
want to develop their own system.

| hope this is enough to give people
ideas; | have not been able to incorporate
everything sent in for lack of space, but
thanks for it all, contributors! The topic is
still open for comments; | can’t believe
everything's been covered. Contemplate
the marvellous illustration to Rumble in
the Tin Inn [WD33], for instance...[J
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Sometime before the legaliza-
tion of Autoduelling most road
vehicles were still unarmed, al-
though a few manufacturers had
begun limited production of stock
vehicles with combat capability.

Introduction

In an effort to gain legislative support in
making road duelling legal, the Ameri-
can Pro-Am Autoduellists Association
(APAAA) has set up an illegal ‘policing’
organisation nicknamed the ‘killers’ by
the press and TV which is intended to_
stamp out the worst excesses of road
violence - the predators who rob or kill
defenceless civilians. The policing organ-
isation is divided into independent reg-

L

A Car Wars mini-scenario by Marcus L Rowland

Referees will need normal materials only

ulatory units (or cells), receiving their
orders by scrambled telephone, telex or
courier. Regulatory unit 7 is the latest
addition to this force, a mixed group of
veteran arena fighters and novices
based in Tucson, Arizona.

Regulatory Unit 7

This group can be set up with any de-
sired number of personnel and vehicles,
but with the following resource limits:

Total budget = $50000

Driver Skill = 35 Gunner Skill = 20
Cyclist Skill = 10

Group Prestige = 25, but there must be
no more than one double ace or

two single aces in the group.

Within these limits any desired alloca-
tion of money and skills may be made,
but the budget must be used for all pur-
chases, including personal weapons and
armour.

Equipment. All normal methods of
vehicular construction are available. A
few stock vehicles are also available, but
no-thing like the range in later years:

Mini Sherman: Standard Model, $8350
(no design options).

Hotshot: Standard Model, $15320
(no design options).
Intimidator: Standard Model, $17640

Optional Model, $17800

The slightly high prices of these vehicles
reflect the fact that they are built for the
arena market, not for mass sales. An
early model of armed cycle is also avail-
able, the Ninja (later discontinued):

Ninja: Medium cycle, super power
plant, heavy suspension, PR Tyres.
Armour: Front 10, Back 10, Left 3, Right
3, Under 4. Mounts one rear spikedrop-
per. Handling class 2, Acceleration
15mph, Weight 1000lb, Cost $4230.

Designed as a road courier bike. The
manufacturer also produces a sidecar,
with the combination called a Ninja
Assassin.

Assassin Sidecar: Light sidecar,
improved suspension, PR Tyres,
Armour: Front5, Back 5, Right 3. Mounts
one rocket launcher forward. Weight
560lb, combination handling class 3,
acceleration 10mph, Cost $2215.
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ASSIGNMENT: FREEWAY DEATHRIDE!

Option: Sidecar armament can be re-
placed with a machine gun and extra
magazine for an extra $700, characteris-
tics remaining unchanged.

In addition to normal combat equip-
ment players may wish to purchase
items from the following list, most of
which are only obtainable illegally:

Police radio transmitter/receiver -

$450 (1 available)

Police uniforms (Arizona state police) -
$200 (2 available)

Used police car (unarmed, unarmoured) -
$1200 (1 available)

CB rigs $115 (unlimited supply)

Radio jammmer $600 (1 available)

Flare pistol & 5 flares $95 -

(unlimited supply)

Once the team have prepared their
equipmentand allocated skills and pres-
tige the referee should check thatall isin
order then brief the group for their first
mission.

Mission 1:

E
APAA TELEX CA58 ++ CLEART
RAL
. APARA CENT
PT‘%Q!;EGULATORY UNIT
| FIED
MESSAGE BEGINS: UNIDENTI
CIVILIANS ONL

7, TUCSON,

If the team make enquiries they will
learnthatthis stretch of Californian free-
way runs through hilly ground near the
coast. It has been the scene of several
vicious motorcycle gangraids. Alltowns
in the area maintain strong defences,
but the road is relatively undefended,
with State Police presence limited to car
convoys or single armoured cars. The
team will also learn that Arizona and
California use the same brand of police
car and radio transmitter, but entirely
different uniforms. Prolonged enquiries
will eventually let the team discover that
all attacks have taken place at dusk, on
weekends, and between Santa Ana and
Oceanside. )

Whatever plan the team adopt should
reflect these circumstances. Other
important factors are traffic density,
which is only one vehicle for several
miles of road; communications, with
the effective ranges of CB rigs and Police
radios 10 miles and 30 miles respec-
tively; visibility, which is restricted to 1
mile in twilight conditions (flares are vis-
ible at 5 miles range, and increase visi-
bility to a 2 mile range from the flare);
and the real or apparent sex of team
members - female team members or dis-
guised males are more likely to attract
the killer’s attention.

The killer is Jerome Partick, an
autoduellist who was run down by a
woman driver and severely injured in
hislastarena combat. He was paralysed
from the waist down but has built and

XT OF SCAMBLED M

G, FRE
CLEARIN ARIZONA-

ARM
ELES - SAN DIEGO FREEWAY.

Referees Information
Prestige as allocated above can be used
for the purchase of personal vehicles
only - an ace or double ace cannot buy
vehicles or equipment for the entire
team. The referee may allow the team to
reserve up to $500 for contingency pur-
chases once the briefing is complete,
but such funds must be spent before the
commission begins. It is possible that
players may wish to buy equipment other
than that listed; if so the referee should
set the price by doubling the current
British price and using the result as the
dollar price. This is a rough guide only.
Each mission assumes the use of at
leastthree vehicles, and carries a bounty
for successful completion which should
cover normal expenses, plus the purch-
ase of additional or replacement vehi-
cles and/or upgrading weapons. Re-
placement or additional personnel can
be recruited before each mission, butno
re-allocation of skills may be made, and
all recruits will be inexperienced.

ESSAGE ++ SECRET *
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BOUNTY $20000.

armed a specially modified van with
hand controls for all systems. Partick
knows that the woman who injured him
lives in California, but does not know
her real name since she fights masked
as the ‘San Diego Angel’. Partick cannot
persuade any legitimate arenatolet him
fight her, due to his physical condition,
and has resorted to random attacks on
women drivers at weekends since he
believes (mistakenly) that she must use
the freeways to return home after arena
combats. Partick’s home is in Laguna
Beach and he generally travels South to
the outskirts of San Diego then North as
far as Santa Ana, attacking the first lone
women driver he encounters. Partick is
extremely wary of traps and will be alert
for any obvious ambush or decoy vehi-
cle. Partick’s vanis a unique vehicle, and
any other driver using it would suffer a
-5 modifier on combat skill:

Partick’s Vehicle

Van: Heavy Chassis; heavy suspension;
super power plant; 6 puncture-resistant
tyres. Armour: Front 10, Back 10, Left 10,
Right 10, Under 5, Top 5. Mounts 2 for-
ward linked machine guns, rear mine
dropper, rear oil sprayer. Accessories
fire extinguisher, target computer.
Weight 56195Ib (including driver and
150lb wheelchair loaded via rear door
ramp) with six empty cargo spaces and
one empty equipment space (wheel-
chair occupying 2 spaces). Any signific-
ant cargo or equipment increase will re-

duce acceleration; normal characteris-
tics are weight 5195Ib, handling class 2,
acceleration 10mph, cost $14650.

Wheelchair: Custom built from motor-
cycle parts; 2 standard tyres (+2 small
castors), small cycle power plant;
mounts smokescreen unit and two con-
cealed submachine guns under the chair
arms. Weight: 150Ib. Handling class 0,
acceleration 5mph, maximum speed
35mph, cost $2,700 (mostly for
specialised metalwork and labour).

Partick himself is armed with a loaded
heavy pistol and two concealed gre-
nades, and carries $340 in a wallet (also
holding his California driving licence,
credit cards, etc) with a further $2100
concealed in asafein hishome (keyson
van bunch). His home garage holds a
super power plant, a rocket launcher,
and two machine guns, plus an assort-
ment of useful tools.

Ifinexperienced players use this scen-
ario the referee should avoid any com-
plications. However, an experienced
party should be given additional prob-
lems such as police intervention or an-
other group of manhunters, led by the
San Diego Angel herself (Double ace,
skills: Driver 22, Gunner 16, Cycle 7,
drives a Hotshot) out to catch the freeway
killer for the glory of Womens Liberation.

Mission 2
Motorcycle gang kidnaps the governor
of Texas and holds him for $10,000,000
ransom. The team must find and elimi-
nate them (without harming the gover-
nor) before the police reach them. Sug-
ggsted equipment budget for cycle gang
5,000. Possible complications are
police action, National Guard action,
and rival gang action. Bounty: $75,000
plus possible legalization in Texas.

Mission 3

Armed hijackers (probably experienced
autoduellists) steal a tactical atomic
bomb and threaten Las Vegas. Theteam
must catch them (without detonating
the bomb) and return it to Vandenburg
Air Force Base without being arrested.
Suggested equipment budget for the
hijackers is $80,000. Possible complica-
tions are CIA and/or military activity,
desert conditions, and subversion - one
or more members of the hijack gang
could infiltrate the team as new mem-
bers, and thus be in a perfect position to
arrange ‘accidents’. Mission bounty is
$60,000 plus possibly swinging the milit-
ary lobby towards autoduellists.

Mission 4

A lone assassin, apparently a very ex-
perienced autoduellist with military skill,
is attacking members of the Mafia and
Mafia-owned businesses. The Mafia have
offered a $100,000 reward for his or her
death and wield enormous political in-
fluence. The team must either kill or fake
the death of the assassin. Suggested
equipment budget for the assassin is
$75,000, to be spent on one vehicle only.
The referee may optionally allocate nor-
mal passenger space to weapons sys-
tems at a cost of $1300 and 501b per space,
orallow multiple power unitsin asingle
vehicle, when designing the assassins
machine. Possible complications are
police action and/or Mafia hit teams.[J
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FROSTMEN

Kraada, Demigod

Armour Class: -2

Movement: 22"

Hit Points: 160

No of Attacks: Nil

Damage/Attack: Nil

Special Attacks: Gaze, fear, earthquakes

Special Defences: See below

Magic Resistance: 60%

Size: L (10’ diameter)

Alignment: Lawful Evil

Worshipper’s Align: Lawful Evil
(Frost Men)

Symbol: Black Disc

Plane: Negative Material

Cleric/Druid: 8th level cleric

Fighter: Nil

Magic User/lllusionist: 7th level MU

Thief/Assassin: Nil

Monk/Bard: Nil

Psionic Ability: IV

S$:191:22 W:21D:12 C:22 CH:-2

The history of this god is obscure; some
suggest that he is a renegade son of
Cryonax, Prince of Evil Cold Creatures
[see the Fiend Folio]. It is thought that
Kraada was once worshipped by a sect
of humans, who were driven out by soc-
iety because of their evil ways; to aid
them, and as a reward for their fidelity,
Kraada lent them the dreadful power of
his one-eyed gaze. Certainly, frost man
clerics refer to him as ‘the giver’, ‘the
first eye’, or 'he who rewards truth’.

In form, Kraada appears as a low, hulk-
ing, dark, somewhat crab-like being,
with a single, large eye on his frontedge.
This eye has an innate true seeing
power, and can see in any conditions -
even magical darkness; itcan also,up to
six times per day, project a blast of cold

Fiend Factory is a regulardepart-
ment for readers’ D&D monsters.
This issue sees the continuation
of the series...

INHUMAN

GODS

More Divinities for
Psuedo-Men: Part il
by Phil Masters

In this serialized study of the
divinities of the Fiend Folio and
past WD Fiend Factory monsters
once again we use the format of
Deities & Demigods. We begin
with an icy and vaguely
humanoid race...

in a 60" long cone, 5' wide at the point
and 20" wide at the base, doing 6-60
points of damage to all caught within
(halved by a save vs breath weapon).
Kraada has no weapon or body attack
ability, but this gaze is but one of his
deadly powers; he can also cast two
earthquake spells per day as a 30th
level cleric, cause fearto all in a 20’
radius as the spell thrice per day (save
vs spells negates), create darkness (5
radius) with the power of a tenth level
cleric at will, cast a magic missile at
seventh level power at will, and sum-
mons 1-4 ice toads once per day.

Kraada radiates (non-harmful) cold,
detectable up to 50’ away; his body is
socoldthatany being touching ittakes
2-12 points of damage, and any object
touching it must save vs destruction by
cold - weapons which harm the god
save at -1 due to force of contact. The
deity is immune to cold, petrifaction,
level draining, and all the effects of earth-
quakes; poison, lightning, and gas do
him half normal damage.

Clerics of Kraada have never been
known to attain more than second level
abilities. They sacrifice by cold or crush-
ing at small, well-hidden shrines.

MOUNTAIN GIANTS

Zrunta Mountainheart - Lesser God

Armour Class: 0

Move: 18"

Hit Points: 320

No of Attacks: 2

Damage/Attack: 5-50

Specizal Attacks: Thrown Boulders for
4-3

Special Defences: +2 or better weapon
to hit, spell reflection.

Magic Resistance: 45%

Size: L (28" tall)

Alignment: Chaotic Neutral

Worshipper’s Align: Chaotic Neutral
(Mountain Giants)

Symbol: Mountain

Plane: Limbo

Cleric/Druid: 8th level cleric

Fighter: As 16+ hit dice monster

Magic User/lllusionist: 6th level MU

Thief/Assassin: Nil

Monk/Bard: Nil

Psionic Ability: VI

S:25(+7,+14)1:20W:16 D:19C:23 CH:15

Somewhere in Limbo there lies a great
mountain range, at the centre of which
is a vast peak; at the heart of this moun-
tain is a cavern, in which broods Zrunta,
fatherto all Mountain Giants - usually, it
is said, picking his teeth with Slaad
weapons...

Zrunta only intervenes occasionally in
the universe of men and giants, for heis
essentially a libertarian; his creed is that
all beings - especially mountain giants -
should make their own way in freedom
and independence. However, if lesser
races are too weak and silly to avoid
enslavement by his offspring, that is
their problem. On the other hand, any
lesser being with insolence to enslave a
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mountain giant is looking for trouble
(and has a 3% chance of being punished
by the god). Incidentally, Zrunta is un-
likely to be warried if his descendants
break nominally sacred vows to lesser
beings.

Zruntafights with a great stoneclubin
each hand, doing 5-50 points of damage
on a hit, but he can also tear great boul-
ders from any rock surface and toss
them up to 30" with devastating effect.
In general, however, he prefers to sum-
monsone or more of his four elder sons
(asrequired); these are mountain giants
of great size, with maximum hit points,
+2 to hit, and +2 on all saving throws.
Zruntacan gate in any of the four at will;
once per day he can also summons cer-
tain monsters, who take 1-3 rounds to ap-
pear; these will be 2-5 mountain giants
(45%), 3-8 hill giants (10%), 6-36 ogres
(30%), or 4-16trolls (15%). Also once per
day, Zrunta can speak a holy word.

Powerword, earthquake and chaos or
confusion spells are 55% likely to be
reflected back on the caster if cast at
Zrunta, and he retains his magic resis-
tance and saving throw even when this
power fails him. He is immune to charm
and hypnosis in all forms.

Mountain giant shamans are curious-
ly weaker than those of most giants,
probably because the race has little incli-
nationtoreligion; they are limited to 5th
level advancement. However, a few
witch-doctors with abilities of up to
fourth level of magic-use have been
reported.

GREENMEN [See White Dwarf 27]

Carratriatuh - Demigod

Armour Class: -2

Movement: 32"

Hit Points: 175

No of Attacks: 2 (sword) or 5/2
(open hand)

Damage/Attack: Sword; 4-10 (+12);
Hand; 4-16.

Special Attacks: Lightning Bolts

Special Defences: Nil

Magic Resistance: 80%

Size: L (71%')

Alignment: Neutral

Worshipper’s Align: Varies (Greenmen)

Symbol: Sword

Plane: Ethereal

Cleric/Druid: 4th level cleric

Fighter: 18th level ranger

Magic User/lllusionist: Nil

Thief/Assassin: Nil

Monk/Bard: 12th level Monk

Psionic Ability: VI

S:24(+6,+12)1:12W:17D:24C:22CH:19

Greenmen have a somewhat under-
developed concept of mythology, but
one being whom they generally respect
highly is Carratriatuh, who appears to
represent all their ideals of sophistica-
tion and power. This being is remarkably
manlike, possessing two arms and a
human face, but accounts vary as to his
other characteristics and composition.
Carratriatuh seems to be a wandering
warrior of considerable talent; he will
remain with one tribe of greenmen, orin
one locale, for an unpredictable period
before vanishing into the ethereal plane,
to appear elsewhere just as mysterious-
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ly. If necessary, he can summons his
bodyguard - ten large greenmen, each
with at least five hit points per die, ar-
moured to AC3, and wielding two hal-
berds each. The deity himself usually
attacks with a +2 broadsword, butifheis
disarmed, or if he wishes to take an op-
ponent alive for questioning, he will
employ his monkish open-hand combat
ability. He also carries a wand which will
project a bolt of lightning, 1” wide and 6"
long, doing 3d6 damage, once per turn.
Greenmen priests are few and far bet-
ween, only appearing in the largest
greenman communities; such limited re-
ports suggest that they are shamans of
no more than third level clerical ability.

GRIMLOCKS

Klagg - Demigod

Armour Class: -1

Move: 18"

Hit Points: 125

No of Attacks: 2

Damage/Attack: 2-20/2-20

Special Attacks: Rending, Magic

Special Defences: +2 or better weapon
to hit, never surprised, immunities.

Magic Resistance: See below

Size: L (12')

Alignment: Neutral Evil

Worshippers’ Align: Neutral Evil
(Grimlocks)

Symbol: Taloned Hand

Plane: Hades

Cleric Druid: See below

Fighter: as 16+ hit dice monster

Magic User/lllusionist: See below

Thief/Assassin: 6th level assassin

Monk/Bard: Nil

Psionic Ability: VI

S:22 (+4,4+10) 1:16 W:10 D:14 C:23 CH:-3

Grimlocks will worship virtually any
being of exceptionally evil inclinations,
but they have a special regard for a loath-
some Daemon called Klagg, probably
because he rather resembles them-
selves. Klaggis a huge, slightly hunched
humanoid with white, staring eyes,
whaose body is covered with patches of
loose, dead skin, and who emits an un-
pleasant, decaying stench. Klagg can
see ultra-violet and infra-red radiations
only - nothing in the visible spectrum -
but his sense of smell allows him to tell
the type, approximate numbers, direc-
tion and distance of any being within
half a mile, and his hearing is so good
that he is never surprised (magical
silence alerting him by a simple absence
of sound). He fights with two talons,
each doing 2-20 points of damage from
this rending. Klagg can only be harmed
by +2 or better weapons, and paralysis
or poison in any form is useless against
him, as are fear-based attacks, disin-
tegration, death magic, and visual illu-
sions. This demigod is also quite
immuneto all firstlevel spells, and has a
99% resistance to all second level; this
resistance is reduced by 5% for each
level above second of the spell, making
Klagg 84% resistant to fifth level magic,
for example, and 64% to ninth level.
Klagg also regenerates any damage not
caused by fire, acid, or holy water, atthe
rate of 4 points per melee round. The
latter attack form does him 4-9 points of
damage on a full hit, 1-3 with a

splash.

Klagg has a number of magical powers,
of which he can use any one on any round
in which he is not otherwise engaged.
He can cast curse on up five beings atup
to 6" range, or bestow curse on a single
individual within 2”; detect or dispel
magic as a 16th level magic user, and [>

29




FIEND FACTORY

[>cause fear (by touch), all at will; he
has full divine powers, and if he wishes,
may clasp any opponentwhom he strikes
with both hands simultaneously, and
then teleport with that being still in his
grasp; thrice per day each, he may cast
blindness, cause disease, produce dark-
ness, 10" radius, and hold person, and
once per day each, he can speak an
unholy word and cast destruction. He
can summoaons 6-60 grimlocks to his aid
in any day; they will arrive 2-5 rounds
later. Finally, Klagg has an 85% chance,
once per day, of opening a magical por-
tal to bring in a mezzodaemon or
nycadaemon [see FF] (60% the former,
40% the latter), who will aid him in return
for future favours; Klagg is clever
enough to keep such promises, as this
guarantees that such summonsed crea-
tures will co-operate in future.

This being speaks only his alignment
tongue, that of grimlocks, and the vari-
ous dialects of daemonkind, but he can
communicate with any intelligent being
by a limited form of telepathy.

Grimlock priests are shamans of up to
3rd level clerical ability; the race has no
witch-doctors. Worship invariably takes
the form of cannibalistic blood-orgiesin
underground temples. Clerics usually
fight with their bare hands.
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LAVA CHILDREN
Halnass Fire-Father and Quorggg Stone-Mother - Demigods
Halnass Quorggg
Armour Class: 1 -3
Move: 24" 10"
Hit Points: 110 110
No of Attacks: 3 1
Damage/Attack: 2-12/2-12/3-18 4-40
Special Attacks: See below Nil
Special Defences: See below See below
Magic Resistance: 40% 55%
Size: {12 L(10%)
Alignment: Neutral Neutral
Worshipper's Align: Neutral (Lava Children) Neutral (Lava Children)
Symbol: Burning Stone Burning Stone
Plane: Elemental Plane of Fire Elemental Plane of Earth
Cleric/Druid: 3rd level cleric 15th level cleric
Fighter: 16th level ranger As 16+ hitdice monster
Magic User/lllusionist:  9th level MU Nil
Thief/Assassin: Nil Nil
Monk/Bard: Nil Nil
Psionic Ability: IV

S:19(+3,+7)1:21
W:17D:22C:16 CH:16

The lords of the four elements are often
rivals, who prohibit co-operation bet-
ween their underlings; some of them,
and many of the higher powers of the
universe, fear what might follow, should
the order of things be flouted. Yet
despite such rules, Halnass, a prince of
the element of fire courted and bred with
Quorggg, high countess of the ores and
stones.

Higher powers soon intervened, and
the two were hunted down, ensnared,

v
S:22(+4,+10)1:21
W:18D:15C:20CH:16

and returned to their respective planes,
where cages of sorcerous strength were
created to hold them. However, the off-
spring of this strange mating escaped,
and found refuge in lairs on the Prime
Material Plane; these are the lava chil-
dren, who inherited powers from both
of their parents; they are loyal children,
and many of their number - especially
the priests - seek unceasingly for ways
to re-unite their parents, and to avenge
their captivity.

On occasion, one of the two demigods
breaks free from captivity, or is sum-
monsedby magicthat can penetrate his
or her prison; on such occasions, the
escaper tends to wander the planes,
battling those who try to re-capture him
or her, while seeking some way to free
the other partner. Neither has ever suc-
ceeded, and in fact it seems certain that
divine forces of immense power would
intervene were any being ever so foolish
as to attempt to bring the two together
(by, for example, two gate spells). How-
ever, lava child clerics often seek some
way to bring theirtwo great ancestorsto
the same point in space and time, such
as use of scrolls or devices bearing or
projecting wish or gate spells.

Halnass is immune to all fire and heat
attacks, all death magic and gas attacks,
and the blows of weapons of less than
+2 enchantment. Cold-based attacks,
on the other hand, do him 25% extra
damage, and even cold water does him
injury (1-4 points from a pint thrown
over him, one point from a splash). He
can produce flame at will, cause any-
thing burnable he touches to ignite, and
thrice per day can summons a 12-dice
fire elemental [see the Monster Manual]
or phantom stalker [see FF]to serve him
freely. On the Prime Material Plane, he is
50% likely to be encountered in the com-
pany of 5-20 lava children, including 1-2
clerics and sometimes (50%) a magic-
user; if he is alone, he can summons
such a bodyguard if he desires, although
they will take 3-6 rounds to arrive.

Quorggg, the Stone Mother, is natur-
ally immune to all earth magic, petrifac-
tion, poison and death magic; she is
treated as always making her saving
throw vs paralysis and hold spells, and
she has the same immunity to metal as
a lava child - weapons made of any
metal simply pass through her body
without doing damage. Even wooden or
stone weapons must be enchanted to at
least +1 to harm the demigoddess, but
lightning does her 25% extra damage.
She can pass through rock or stone at
will, but a passwall or phase door cast
on her while she is doing so does her
4-24 points of damage. Quorggg can
summons two eight-dice earth elemen-
tals [see the Monster Manual] per day to
do her willing service, and can cast
charm monster ance at any Xorn [MM]
or Khargra [FF] she encounters; she has
the same chance of a lava child escort
on the race's home plane as Halnass,
and the same ability to summons such,
but the group in her case will be 5-30
strong, and will include 1-3 clerics, but
no magic-users.

The powers of lava child spell casters
are detailed in full in the Fiend Folio.
Clerics of the race are more inclined than
their brethren to contact with other
races, mainly because they seek magical
devices to use in the quest to free their
deities..d

Deity Sphere of Animal Clerics Raiment Colour(s) Holy Days Sacrifice Place of

Control M FNH Head Body Frequency Form Worship
Carratriatuh Greenmen n/a X Bare Splint Mail n/a n/a n/a Weapons, Animals Ruins
Kraada Frostmen Ice Toad X Bare ThinHides Black, White New Moon Monthly  Anything Hidden Shrine
Zrunta Mountainheart Mountain Giants n/a X Bare Skins Brown n/a n/a nia Mountain Caverns
Klagg Grimlocks Medusa X Bare Rags Black Moonless Nights Varies Blood Underground
Halnass Lava Children n/a X Bare Bronze Necklace Crimson n/a Varies Magic ltems Caves
Quorggg LavaChildren  n/a X Bare Bronze Belt Black-Brown n/a Varies Magic ltems Caves
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STARBASE

Starbase is a bi-monthly department devoted to readers’ ideas for
Traveller, edited by Bob McWilliams. This issue, a new Imperial
organization, also for use with this issue’s scenario.

f

The Covert Survey
Bureau

An Imperial Intelligence Agency by Andy Slack

There are certain tasks which any govern-
ment must perform, but to which it can
never publicly admit; the secret and
darker side of diplomacy, also called
espionage. The Terran Empire is no
exception, andit, too, has aninstrument
which performs distasteful tasks for the
good of the state. Thisis the Covert Sur-
vey Bureau, usually referred to as the
CSB; an obscure corner of the Imperial
Terran Scout Service whose openly-
acknowledged brief is the survey of a

newly-discovered cultures to assess the
desirability and likely results of more
formal contact, and the optimum
methods of contacting the culture.

In addition to its stated task, the
Bureau also sifts reports by serving and
detached scout personnel; monitors and
intercepts messages within and beyond
the Imperial borders; creates and breaks
codes and ciphers; prevents espionage
by foreign powers against the Imperium;
supports revolutionary, terrorist and

pirate organisations whose actions fur-
ther the state's ends; and conducts es-
pionage operations beyond the Imperium
borders. The CSB has a controlling inter-
estinseveral medium-sized companies,
including a merchant shipping line, to
aid its operations.

Actual structure is fluid, but in four
layers. At the top of the pyramid are ad-
ministrators, responsible for overall
strategy and policy.

The second layeris composed of case
officers or directors, local commanders
who control and pay agents on a day-to-
day basis. These are rarely involved in
any dirty work, and normally have a leg-
itimate cover as, for example, an
embassy official.

The third layer is that of the agents or
operatives, who perform actual opera-
tions as directed by a case officer. Their
main activity is developing contacts who
can pass them useful information, typi-
cally by bribery, blackmail, seduction or
threats. If sabotage or assassinations
are required, these persons carry it out.
Agents are normally native to the world
of theiremployment, and frequently be-
lieve themselves to be working for some-
one other than their true employer.
Agents are at the full mercy of the local
authorities if caught, unlike the case of-
ficer, who will either have diplomatic
immunity orwork fromthe relative safety
of the starport’s extraterritoriality. There-
fore, agents are told anly whatthey need
to know.

The lowest layer consists of contacts,
couriers and cut-outs who obtain and
transfer information, orders and so on
for agents. These are invariably natives
and often innocent of any treasonous
intent, believing their tasks are legal and
for respected citizens; either that, or
they don’t care who they work for, or
think they are working for someone sup-
porting their own ideological position.

Player character agents of the CSB
will be to two kinds; the potential case
officer and the roving paramilitary
troubleshooter. Normally recruited from
Imperial service in their thirties, player
agents are trained for one year at the
Covert Survey School [see Star Patrol,
White Dwarf 20]; each year thereafter,
there is a 1in 6 chance that they will be
recalled for further training, being
groomed for promotion. Agents are paid
a monthly retainer according to ability -
Cr250 for each point that the sum of their
intelligence and education exceeds 16,
plus a further Cr1,000 for each assign-
ment to Covert Survey, Covert Survey
School, or Intelligence School.

The CSB only hires freelance adven-
turers in the following cases: Where a
sacrificial decoy is needed, if risks are
too great for their own men, ifthereis no
suitable CSB agent available, or if the
Bureau cannot afford to be linked to the
operation in question.

Inter-service rivalry between the CSB
and the naval intelligence units is great,
leading to much intrigue as the services
try to discredit each other - thisis mainly
because they compete for appropria-
tions for a limited budget.

Because of the sheer size of the
Empire and the Bureau, different depart-
ments often work at cross-purposes;
the secretive nature of their work com-
pounds this.[J
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TREASURE CHEST

Treasure Chest is a regular department featuring readers’ ideas for

D&D.

Discs as Weapons
in AD&D

by Paul McCree

No doubt many of you will have seen, or
at least heard of, Walt Disney's film,
TRON. The weapons used in the film
(‘Frisbee’-like discs hurled at the oppo-
nent) lend themselves well as additions
to the existing AD&D stock of
weapons.

Touse adisc, a character must be both
strong and dextrous; he/she must have
STR13+ and DEX 14+ to employ the
disc effectively. Non-proficiency penal-
ties apply.

Discs are made from lightweight
wood or metal, or from bone such as
that found in dragon skulls or sections
of dragon vertebrae. Damage caused by
abone orwooden disc hurled in combat
is 1-4 and 2-5 from a metal disc. Also the
disc has a certain chance of stunning the
opponent as follows:-

Base 25% chance, modifiers as applic-

able:

-2%forevery HD over 5 up to max of

-20% (15HD)

+5% for every HD under 5 up to max

of +20% (1HD)

Other modifiers:

+5% if creature is flesh,

+10% if creature has AC7-10,

-10% if creature has AC3-0, crea-
tures with ACOto -10 cannot be stunned.
Once thrown, the disc must be retrieved
before it can be cast again, with the
exception of magical discs which always
return to the caster whether they hit the
intended target or not. Some magical
discs are listed below.

Vorpal Disc

The disc behaves as the vorpal sword in
DMG in all respects except damage
which is 2-7.

Disc of Shock

This disc is a +2 weapon inflicting 2-7
damage and a further 1d6 electrical
damageiftheto hitroll is exceeded by 3
or more. The disc owner receives a
bonus of +2 to all saving throws versus
electrical attack.

Torus

This disc is doughnut-shaped. When
thrown, the disc floats high in the air,
positioning itself over the adversary's
head. When this condition is reached,
the disc expands and then drops on the
opponent, trapping him/her/itas the disc
constricts again to a diameter just large
enough to allow the victim to breathe.
This inflicts 1-6 damage and holds the
poor unfortunate until the releasing
command word is given. The disc can
be thrown at the opponent at the

owner's discretion, in which case it is at
+1 to hit and causes 1-6 damage.

Crystal Disc

This is a glassteeled disc, +1 to hit and
inflicting 2-7 damage in combat. When
placed againstawall ordoorand a com-
mand word spoken, the disc causes part
of the surface to become transparent.
This tranparency functions only one
way; the discusercanseein, butoccup-
ants cannot see the disc user. This trans-
parency functions on doors and walls of
up to one foot thick. A second command
word cancels this function. Also, when
the disc is held up and peered through
by the owner, it functions as a true
seeing spell.

Disc of Eyes

A +3 disc on which has been cast three
spells: enchant an item, wizard eye and
permanency.|n combat, the disc always
position itself to strike the adversary's
eyes. If the adversary has no eyes, the
disc will strike the torso for 2-7 damage.
The ‘modified score to sever’ table of
the vorpal sword must be consulted to
determine whether the opponent is
blinded or not. Note that blindness is
permanent. Although Great Helms ne-
gate the possibility of blindness, the vic-
tim is stunned if a roll of blind is indicat-
ed. If cast at an umber hulk, the disc will
automatically return to the owner’s hand
and will remain useless for 1d4 weeks.

When a command word is given, the
disc will float away from the owner and
will function as a wizard eye cast by a
10th level MU. This property can be used
but once perday. The discreturns to the
user on command or when the power's
duration expires.

The disc bears an eye design on one
side and this can be used to hypnotise
opponents as the spell twice per day.
Only three of these discs are known to
exist.

Disc of Dismissal

Thisdiscisfound in two forms; the reus-
able type (20%), and the once-only use
type (80%). The disc’s main poweris the
ability to dispel creatures from planes
other than the Prime Material back to
their plane of origin. Elementals struck
by the disc lose 1THD for each successful
hit on them until the number of HD falls
below the minimum required to main-
tain the elemental, eg a 12HD elemental
needs 4 hits to dispel, while an 8HD ele-
mental requires only 1 hitto dispel. Once
back onitsown plane, the elemental can
regenerate lost hit dice.

Creatures from the outer planes
require hits equal to half their HD (frac-
tions rounded up) to dispel. Creatures
from the Ethereal and Astral Planes are
not dispelled by the disc, but they do
suffer 2-16 damage from a successful
cast. Likewise, creatures existing in two
or more planes (eg vampires) or whose
awareness extends into two or more
planes (eg most monsters using gaze
weapons) are not dispelled by the disc
but take damage from a hit (3-18). Also,
when the disc owner has the disc in his/
herhand, he/sheis rendered immuneto
gaze attacks.

Ifthe discis hurled at a high order crea-
ture (eg a god, demigod or demon prince)
the disc, be it single use or reusable,
instantly explodes causing 3-30 damage
to all within 40 feet (except the deity).
Obviously, the deity will not be amused!

The 80% of these discs with one-use
lifetime explode as the targetcreature is
struck sufficient times to dispel it, and
although this explosion causes no dam-
age, it temporarily blinds all creatures
that view it. Note - this disc can dispel
Astral and Ethereal creatures also, but
are still destroyed in the process.

If cast at a Prime Material creature,
these discs behave as non-magical
metal discs.

Anti-Magic Disc

A disc constructed from a magically
inert lightweight metal on which has
been cast enchant an item, anti-magic
shell, and permanency. The disc
behaves as the 6th level MU spell men-
tioned above in that it can be used as a
shield against magical spells and attack
forms if it is held out as a barrier bet-
ween the disc owner and the potential
magical threat. In addition to this, the
disc has a 25% chance of reflecting any
spell cast at the disc owner back at the
spell caster. The disc can dispel illusion
as a 10th level illusionist twice per day.

When thrown in combat, this discis
+1, +2 vs magic using creatures, +3 and
double damage vs enchanted creatures;
the disc’s normal damage is 2-7.

If hurled at a prismatic sphere, the disc
will pass through it and strike whatever
iscontained therein without actually dis-
pelling the sphere itself. However, the
disc canonly perform this function once
on any particular sphere, subsequent
attempts causing the disc to become
useless as a weapon for 1-6 days after-
wards. The Anti-Magic Disc is the only
weapon known that is capable of this
action. Very few of these discs exist.

Sonic Disc

This disc has been specifically designed
for high-velocity flightand its rim is per-
forated by many small holes, the effect
of which is to produce a high-pitched
screamwhen the discis in flight. Itis this
scream that gives the disc its name and
power. The sonic whine stuns all hear-
ing beings in a direct 100ft line from the
disc thrower (save vs magic allowed at
-2 onthedie) for 1-4 rounds and deafens
them for a further 1-6 turns.

Although this discis notactually mag-
ical, it strikes at +2 to hit because of its
high speed and inflicts 3-12 damage for
the same reason. Note - because the disc
is non-magical, it will not return to the
caster’s hand.OJ
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SPECIAL BROO
From the people

who brought you the

best Vargr in the world

CONVENTIONAL S

After the winter hibernation, con-
vention season started again with
Games Fair and the first Northern
Games Day. Games Fair was held
again at Reading University with
Gary Gygax as guest of honour.
Apart from AD&D, RuneQuest
and Traveller games, there was also
an impromptu pinball challc?fc
between Don Turnbull of TSR UK
and White Dwarf cditor, lan
Livingstone. Sadly lan lost the
challenge but had an excellent
excuse in that he was playing witha

bandaged wrist, suffering from
squash injuries of a dislocated bone
and torn ligaments.

Northern Games Day was held in
Manchester at UMIST. Role-play-
ing games, computer games and
Treasure Trap dominated the
weekend. Amazingly enough it did
not rain on the Saturday and the
members of Treasure Trap werce
able to stage spectacular pitched
battles (pictured above) and also
issue individual challenges to mem-
bers of the public. In the photo-

TART TO THE YEAR

graph above, left, White Dwarf’s
own Jamie Thomson managed to
defeat the Treasure Trap cha mpion
(the one with the hairy legs) to win
a free expedition at the Treasure
Trap castle. Other Successes were
Michael Brunton and Lindsey Le
Doux Paton who won the painting
competitions on Saturday and Sun-
day respectively. Adam Novak
won the AD&D competition,
Charles Prossman the RuneQuest
competition, and Raymond Pullar
the Traveller competition.

INCREASE IN TRADE FIGURES LIKELY

m&;i

HERITAGE LOST

The US company Heritage, at one
time in the lEick of the US hobby
»ames industry, has gone into liqui-
dation. Their most po\'aular games
will in all probability be available
through olracr companies. Already
Barbarian Prince, the most popu-
lar of their Dwarfstar Games has

:

been taken by Avalon Hill.

There has been an increase in the
trade figures for this month. A
spokesperson for the
remained unenthusiastic, pointing
out that this was due to the fact that
more figures were released. Exam-
ples cited were four sets of 15mm
adventurers, from Games of Liver-
pool, designed for use with Fantasy
Games Unlimited's Space Opera.
Pictured above are the five Human
Adventurers of SOHI.

Other figures quoted included
the new releases from Chronicle
Miniatures pictured here. They are
(from left to right): CM5: Mummy:
CM?7: Wight and CT7: Evil Dwarf.

The spokesperson also stated
that the increase was not as large as
the government would wish us to
think because of Citadel Miniatures
revolutionary new casting tech-
niques which meant that virtually
cach figure produced was a new
creation, citing the newly revamped
Dungeon Adventurer and Dungeon
Monster Starter Sets as an example.
Two of the new monster set (Van-
damar, Warrior of Chaos, and

Zombie) are pictured below, right.

In a written statement last night,
the government replied that they
thought the figures for the month
were very promising.

MOTORWAY
MADNESS SPREADS

The success of Car Wars continues
to grow. Steve Jackson Games
plans to release no less than six Car
Wars expansion sets this year.
They will include an Autoduel
Arena, a Sunday Drivers €xpan-
sion, a sulpplcmem entitled Con-
voy, a Referee's Screen, and,
believe it or not, a Champions and
Car Wars tie-in book.

Don't let BO spoil

your social lite - use

EVIL AURA

WHAT’S IN ANAME?

Avalon Hill have entered the fan-
tasy role-playing field with their
new game Powers & Perils. How-
ever. the game has already earned
the unfortunate nickname of
PeePee in the American trade.

MAKE IT A DATE

Dates have now been fixed for the
two major games conventions this
year. Dragonmeel will be on Satur-
day, 16th July at the Central Hall,
Westminster, London.

Games Day will be later in the
year on the weekend November
5th/6th at the newly refurbished
Royal Horticultural New Hall,
Victoria, London.

SOLO
TRANSATLANTIC
CROSSING
PLANNED

lan Livingstone and Steve
Jackson's series of solo adventures
published in the UK by Penguin as
the Fighting Fantasy Gamebook
serics are to cross the Atlantic. The
Warlock of Firetop Mountain,
Citadel of Chaos and Forest of
Doom are scheduled to be pub-
liushed in the US by DEL in
October.

lan Livingstone's Dicing with
Dragons, which also contains a
solo adventure, will be published in
the US by the New American Lib-
rary in November. The American
revisions will be done by White
Dwarfs US contributing editor,
Lew Pulsipher.

INVISIBLE FIGURES
SEEN IN BLIZZARD
PASS

The shadowy figures that lurk in
Blizzard Pass can now be secn in
TSR’s new module M1, Itisa Basic
D&D solo adventure for thieves
and is the first in a planned series of
Invisible Ink Modules. Certain sec-
tions of the module are printed in
an invisible ink. When you choose
an action, you must rub the
appro")riale section with a special
pen which makes the invisible print
appear.

Other new TSR modules which
should now be available are:
AD&D Modules 12: Tomb of the
Lizard King; 13: Pharaoh; and [4: -
Oasis of the White Palm and the
new Star Frontiers Module SF2:
Starspawn of Volturnus.

=
NEXT ISSUE
Irilian is Coming! The first in our six
part serialization of a full AD&D city;
Cthulhu Now, how to hunt the minions of
Cthulhu in the 1980's; Shamus gets a case
~ further tales of Griselda from Pavis;
Castles in the Air - Castle theoryin D&D:
the final part in the Inhuman Gods
series; Microview; RuneRites; all the
other regular departments and much more.
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SMA

LLADS

CLASSIFIED

All classified ads must be prepaid
at the rate of 10p per word, display
ads £3.00 per scc. Please send
copy and payment to White Dwarf
27-29 Sunbeam Rd, Park Royal,
London NW10, making cheques/
POs payable to Games Workshop
Ltd.

For Sale

White Dwarf 1-40 (all of 'em).
Enquiries and offers in writing to:
A D Olsen, 35 Norton Avenue,
Birchgrove, Cardiff CF4 4AJ.

For Sale

Gamma World, Modules,
Referee’s Screen and mini-
maodule, Character Sheets. £13;
phone Terry on Brentwood
214153, Sundays.

The Forbidden Keep

Can you solve the Keeps hidden
secrets. Twenty adventurers
needed to explore the Forbidden
Keep. A play-by-mail adventure
game with real treasure. SAE for
more details to P J Sutton, Holm-
wood, Channells Hill, Westbury-
on-Trym, Bristol BS9 3HY.

Games Day ‘83 - Events

Games Day is the largest event of
its kind in the world. We require
experienced Games Group or
Clubs to create and run Competi-
tion events or participation games
of AD&D, Traveller and
RuneQuest; Participation events
of the most popular FRPs — for
beginners and experienced play-
ers; Demonstrations of Fantasy or
Historical miniatures wargaming;
and participation games of classic
boardgames like Starfleet Battles
and Car Wars. You supply the
event and referees. | supply
advice, play aids, figures, electri-
cal requirements (If computers
are to be used) and certain ex-
penses. For further details con-
tact: Clive Bailey, Games
Workshop, 27/29 Sunbeam Road,
London NW10 6JP.

A Chance Not To Be Missed
Miser’s Hoard, a different FRP
magazine with ideas. Fora review
see Dragonlords. Send 35p for
Issue 1, 50p for Issue 2 (+15p p&p)
to lan Mckeown, 22 Hall Lane,
Upminster, Essex.

For Sale
FRPitems and games. Cherry Lea,
Wells Road, Dundry, Bristal.

Postal Chess

Play chess against a computer by
post. Send in your first move or
ask for computers move. State if
beginner, average or good. Only
25p aturnand SAE to: Ross Clark,
45 Wintringham Rd, Grimsby,
South Humberside DN32 OPD.

Ragnorak Books

New and second-hand role-playing
equipment bought and sold. Also
large selection of sci-fi, chess and
popular fiction. Stall 10, Antique
Market, Kingswalk, Winchester.
Club discount available.

Urgent Message...

Have obtained copy of Quasits &
Quasars by sending 60p to D Hulks,
54 Slimmaons Drive, St Albans,
Herts... contains AD&D scenarios,
solo adventure, Traveller, reviews
and... Aaaaagh!... Send help!...
This could mean the end of med-
iocre fanzines...

Enochian Chess

Genuine magical board game -
Egyptian Godforms battle across
Watchtower Tablet - flashing col-
ours - ‘fore-telling’ - occult opera-
tions. Complete with dice, book-
let, chessboards of the four
worlds - 2, 3, 4 players - £23 com-
plete or single board ASTRAL
CHESS £8.70 including postage.
Details: Biophysical Research,
126 Bevan St, Lowestoft, Suffolk.
(0602) 611707.

Man, Myth & Magic,
Wimbledon/Putney

Imaginative and sensible players
wanted to join a fresh M, M&M
campaign. Novices more than
welcome. Ages 15-16. Phone:
Gary on 789 8916.

Postal Campaign

An AD&D postal campaign. Fea-
tures: Newsletter, cash prize for
winner using scoring system.
Send SAE to: Mike Cunningham,
104 Blenheim Rd, Reading, Berks
RG4 7RR.

Azaghal

Lord of Belegost, skilled engineer/
miner, has retired at Iast to design
for adventurers any complex want-
ed. Send SAE to: Rodrick Steven-
son, The Flat, M&B Research Sta-
tion, Fyfield Rd, Ongar, Essex
CM5 OHW.

T&T Players Wanted

Canvyou play T&T, RuneQuest and
do you live near Halifax and are
you looking for a club to join,
then... contact: Simon Humphreys
at weekends or evenings. Tel:
Halifax 822837.

RPG Brentwood

A challenge to all adventurers in
the Chelmsford/Brentwood area!
Do you exist? Ages 16+ welcome
for AD&D/Traveller/Aftermath.
Novices, especially welcome as
well as experienced RPGers. Con-
tact: Steven Ingatestone,
Chelmsford 4302,

AD&D Ox/Bucks

Two aged players (21-26) in need
of haven in Oxford, Bicester or
Thame, or players/DM able to get
to 49 Brill Rd, Oakley, Bucks. Write
or phone: Brill 237243, Phil/Chris
Watson. Experience limited but
quick to learn.

Dragonmeet VI Competitions
Wanted, experienced Games
Groups or Clubs willing to create
and run Competition adventures
of AD&D, RQ and Traveller at
Dragonmeet VI, July 16th, Central
Hall, Westminster, London. You
supply the concept and referees. |
supply the advice, play aids, fig-
ures, electrical requirements (if
computers are involved) and cer-
tain expenses. For further details
contact me: Clive Bailey,

Games Workshop, 27/29 Sunbeam
Road, London NW10 6JP.

Dragonmeet VI Participation/
Demonstration Games

Wanted, exciting events for
Dragonmeet VI, July 16th, Central
Hall, Westminster, London. If you
would like to create and run a par-
ticipation adventure using your
favourite FRP — AD&D, RQ, Trav,
T&T, Bushido, etc or a demonstra-
tion of fantasy or SF miniatures
wargaming, then contact me:
Clive Bailey, Games Workshop,
27/29 Sunbeam Road, London

NW10 6JP.

Help!

17-yr old hopeful FRPGer wishes
to contact any players in the Cork
area. Will play any, preferably
AD&D or Traveller. Contact:
Thomas F O'Neill, Denisfield,
Knockgriffin, Co Cork, Eire.

Help

Lonely RPGer, 22, wishes to start
gaming — no preference to type.
Absolutely no experience. Anyone
in same situation or with patience
to teach a total idiot please con-
tact: Martin Ford, 82 Southfield

Would you like to work at
GAMES CENTRE
We are looking for Managers
and Staff for our specialist
games and toys shops
throughout England.
Warehouse staff also required.
Write with details of your inter-
ests, background and expertise.
(Please include your telephone
number if possible).
The Managing Director,
Games Centre
22 Oxford ST, London W1A 2LS

HELP!

Clubs, contacts and events can be
advertised once at no charge up
to @ maximum of 40 words.
Furtherinsertions at the rate of 5p
per word.

AD&D NW London

Help! 21-yr old D&D player needs
contactwith groupsinthe London
area. Speciality: maniac dwarves.
Contact: Chris on 01-485 66396
evenings.

Adults!

In deepest Dorset something is
stirring, Me. Wargame 1-300
Striker. WRG Ancient and Renais-
sance 25mm. Dixons Samurai
army. Role-play AD&D, Traveller.
Medieval re-enactment with BPAS.
Dark Ages with NFPS. D Barnes,
81 Bridport Rd, Dorchester, Dor-
set DT11 2NN.

Avenue, Watford WD2 4DU.

Help!

Inexperienced adventurer trap-
ped by big green thing with
sword+2. Need contact with
clubs/players in High Peak area
age 12-15, playing D&D. Mes-
sages received by Dave Seel at
New Mills 42917.

Hong Kong

Adult D&D players of modest
experience would like to meet
others, individuals or group. Also
interested in other games. Con-
tact: Paul 5 - 97001 (evenings).

AD&D/DragonQuest USA
American student seeks contact
with all AD&D and DQ
enthusiasts. All ideas wanted, all
letters answered: John Dwyer, 6
Heather Lane, Walpole, MA
02081, USA.
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Wanted

In Salford/Manchester area. First
level Magic-user requires DM and
any other Basic D&D participants
who would like to form a group.
Send SAE to Andrew Devine, 75
Doveleys Rd, Salford 6, Lancs.
First seven accepted.

Wanted

AD&D, Car Wars, SFB players in
Willenhall area. Willing to play
other games. Contact: John Aston,
50 Stubbington Close, Willenhall,
Staff, WV13 2QF. Tel: 636410.

Superhero Design Contest
Design a hero/villain for any
superhero system and you could
win £10. All entries must be origi-
nal. Will be judged on character
conception and originality. Send
entries to Supercomp, 2 Essex
Court, Hammersmith Grove, Lon-
don WE. All entries become the
property of Adventure Guild. Clos-
ing date: 1st September 1983.

Postal Campaign

Anyone whao is interested in tak-
ing partin an AD&D postal cam-
paign please send and SAE to:
Richard Downes, 2 Brisbane Ave,
Sittingbourne, Kent ME10 1XZ.

D&D En France

Young French boy — DM in Paris
but simple player in England,
nearly 14-years old is looking for
an English friend to introduce him
intoa D&D club—and a nice family
to stay with as a paying guest in
the meantime so as to improve his
English. Anytime from June 20th
to July 28th. Thanks and write to:
Bruno Cailloux, 21 Quai
Alphouse, le Gallo, 92100
Boulogne, France.

CLUBS

STEVENAGE, HERTS
Battlegroup

Games: AD&D, wargames, board-
games, D&D, ‘re-enactment’,
modern outdoor exercises. Other
suggestions and games welcome.
Time: Thursday evenings, Sundays.
Place: Variable

Comments: Members must be
14+,

Contact: P Bone, 35 St Margarets,
Stevenage, Herts. Tel: 51741.

BATH

Bath University D&D Club
Games: AD&D, some Starfire and
a little RuneQuest.

Time: 2.30 to late Wednesdays,
2.30 to late Friday during term.
Place: University main campus.
Contact: The Secretary (John
Kirkpatrick) D&D Soc, Univ. Bath,
Claverton, Bath, Avon. Phone the
university, ask for the Students
Union general office and leave a
message.

DERBYSHIRE

FRP & Wargames Group

Games: AD&D, Traveller, Rune-
Quest, Stormbringer, Call of
Cthulhu, Bushido, Gammaworld,
Top Secret, Merc, Wild West, and
other wargames and some board-
gaming.

Time: 6.30-10.15pm on Thursdays.
Place: llkeston Institute, (to the
side of llkeston library).
Comments: Willing to try other
games to please members, any age.
Contact: P Straw, 270 Heanor Rd,
llkeston, Derbyshire DE7 8TG.




THE SCIENCE FICTION,
COMIC AND GAMES SHOP : a

‘.oreve.. People THE ROLE-PLAYING GAMES MONTHLY

59, PARK ST, BRISTOL, ENGLAND.

OPEN SIX DAYS A WEEK 10-6

HAVE YOU READ THE Subscribe to

e the monthly voice

gIM@ of British adventure gamers
R ORI B |

POSTAL GAME '

UK B lreland £10.00. & ¢ o o v o v sram wn sv s 6 mmimn & s o

O
Europe (Air)/USA & Elsewhere (Surface) £17.00 ($31.00). . .. O
]

USA & Elsewhere (Air) £25.00 ($45.00) . . .. ... ... ....

6 MONTHS SUBSCRIPTION RATES:
UK & Ireland £56.50. . . . . . .0 o i vt vt e e e e e e ne e
If you have, and would like to be involved, fill in the form
below and return with cheque/P.O. for £6.00 payable to

|
Europe (Air)/USA & Elsewhere (Surface) £9.00 ($16.50). . . . . a
USA & Elsewhere (Air) £13.00 ($23.50) . ... .......... 1
SAMPLE ISSUE:
UK & Ireland £1.00 (75p +25p p&pP) . . . . v v v v v v v e o e s
Europe (Air) & Elsewhere (Surface) £1.50 ($3.00). . . ... ...
USA & Elsewhere (Air) £2.20(84.00). . . . ... .. ... ....

ooao

| wish to begin my subscription with the current issue.

Please make your cheques/POs payable to (no cash accepted) Games

K.J.C. Games

s e i . Workshop Ltd., then send them to GAMES WORKSHOP LTD. I
f i " ’

Q’C‘gp:es of White Dwarf review available free on request 27.29 SUNBEAM ROAD, LONDON NW10 6JP.

o VISA (Barclaycard) & ACCESS holders can subscribe by telephone I

on 01-965 3713.

Please enrol me in Crasimoff's World. Enclosed is £5.00 for which | | I
PLEASE PRINT CLEARLY IN BLOCK CAPITALS

receive the rulebook, set up material and the first four rounds.
Future rounds are £1.25 each. I
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Return to: I
K.J.C. Games, 5 Vicarage Ave., Cleveleys, Lancashire FY5 2BD
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Man, Mythl @Magid"

— \ ! v W

It is summer, 41 A.D. Your journey has been long and arduous but at
last you and the rest of your party camp within thePreat stone ring of
Salisbury plain and spend an anxious night waiting for the golden
glow of the midsummer day's dawn. Your thought's are not of the
mad emperor, Caligula, who sent you on this maniacal quest, nor do
they dwell upon the evil clans of Black Druids who stood between you
and this night; but rather of the unknown, mystical dangers that lurk
within these very stone megaliths, dangers and powers that will be
unleashed as sure as the sun will rise. Obsessed with this premonition
of danger you have nat the slightest inkling that when that same sun
rises you will be irresistibly pulled into a series of events of such
magnitude that they not only dwarf Caligula and Rome itself, but
form the greatest adventure in human history. You have not the
slightest suspicion that tomorrow’s dawn will throw you into danger
and intrigue that will lead you to discover . . . The riddle of
Stonehenge! ... The secrets of the pyramids! ... The mysteries
of the ancient world! as you play Man, Myth & Magic.

Man, Myth & Magic is a fantasy role playing game set in the ancient
world. A world seen not from our modern historical perception; but
rather through the eyes of the people who lived it. A world filled with
magic and sorcery, demons and monsters, and incredible powers and
forces that hold the key to the domination of all mankind

Learn role playing faster, easier than ever before possible as a
seasoned gladiator fighting for your very life on the bloody sands of a
Roman arena!

Reincarnate as an Eqyptian sarcerer, a British Druid, even, perhaps an
Irish Leprechaun to face the might and mysteries of the ancient
world!

There has never been a role playing system like Man, Myth & Magic
The Basic game is so simple to learn and presented in such a manner
that you actually play as you read through it for the very first time
The Advanced game is so rich and varied that it will bring you literally
years of breath taking magic, mystery and adventure. The scenarios
are written in such a full flavored, spirited style that it makes it easy to
become the best game master players have ever seen

Man, Myth & Magic comes complete with three booklets
containing: all of the rules, six adventures (three for the basic game
and three for the advanced), and a game master's guide containing
various charts, tables and maps, along with two percentile dice, a
pad of character sheets and player aid information and a large folded
sheet of tear out maps

MAN, MYTH& MAGIC . ... ... ... .. ...

ADVENTURE MODULES FOR MAN, MYTH & MAGIC
CAMPAIGN ADVENTURE 1

(The first four episodes of this adventure are included in the
boxed set) '

Episode 5 Death to Setanta £3.95

Episode 6 Kingdom of the Sidhe £3.95

Episode 7 Newgrange Reactivated £3.95

Episode 8 The Glastonbury Labyrinth £3.95

Episode 9 Ascent to Hell £3.95

NEW - Man, Myth & Magic Character Sheets £2.95

Man, Myth & Magic and Yaquinto's other role-playing game
Pirates & Plunder are distributed in the UK by Games Workshop
Ltd. If you experience any difficulty in obtaining these games
simply send an SAE to:

Games Workshop, 27/29 Sunbeam Road, London NW10 6JP
for a price list and mail order form.

AYA
VAY.

Yaquinto Publications

DON'T LOSE YOUR
HEAD! USE YOUR
HEAD AND COME
TO US FOR ALL
YOUR GAMING
NEEDS.

105 Cowley Road Oxford Tel: (0865) 721348

Here at last - the fantasy playing aid you've been waiting for
since Arioch knows when! A finely detailed range of dungeon
chambers, passages and accessories cast in sturdy resin to
bring your games one step closer to reality.

Send SAE for details to:- TORCHLIGHT (DEPT'W),
23, Clifftown Road, Southend-on-Sea, Essex.
TRADE ENQUIR|ES WELCOME.

THE

GAMES SHOP

11 LOOK OUT FOR
THE BIG GREEN DRAGON !!
We now stock
AVALON HILL COMPUTER GAMES
as well as
Dungeons & Dragons * Traveller and most
RPGs and supplements. War Games *
Science Fiction Games * Figures * Bellona
Scenery * Rulebooks
818 LONDON ROAD, LEIGH-ON-SEA
A Tel: SOUTHEND 73308
Open 9.30-1.30 and 2.30-5.30. Closed Mondays

', Sl
s GURG A)
TR IR
7 ,/,l !

a new range of
25mm fantasy

denizen

NEW RELEASES

FA20 Legion of the Damned with Sword . 35p
FA21 Legion of the Damned with Standard 35p
FA22 Rune Heroine with Cloak & Sword. 30p
FA23 Rune Hero with Sword & Shield . . 30p
FA24 Paladin brandishing Sword, . . . . . 30p

(FA20 & 21 are companions to FA13)

Sci-Fi Range
SE1  Future ity Cop:i « « i s svew wva e 30p
SF2 Future City Female Cop. . ... .. 30p
SF3 Future City Villain . . . ... .. .. 30p
SF4 Space Adventurer Advancing . . .. 30p
SF5 Space Adventurer cocking Gun . . . 35p

P&P 10% (min. 25p) * SAE for full list
DENIZEN MINIATURES
1 Laurel Cottages, Keymer, Hassocks, Sussex BN6 8QT
Trade Enquiries Welcome

Please mention White Dwarfwhen replying to advertisements
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LEARN TO DRIVE...

The dangerous wa

pnc:

STEVE JACKSON CAMES

Car Wars is the game of car-to-car duels set on
the motorways of the twenty-first century.
Players turn ordinary cars into heavily-armed
and armoured fighting vehicles, substituting
soft seats and fancy paintwork for machine
guns and smoke dispensers. Then they blast
away to join the deadly craze of auto-duelling
- battles to the death.

If a player character survives the motorway
mayhem, his abilities will improve and he can
become a Car Wars ‘Ace’. Experienced auto-
duellists accumulate money, too, with which
to aquire new and more powerful vehicles.
The advanced rules even'allow players to
design their own cars, trucks and motor-cycles.
Car Wars - look out for the game in the
pocket-size box. £4.50

THERE ARE CAR WARS

SUPPLEMENTS TQO:

SUNDAY DRIVERS:

A Car Wars role-playing supplement. Midville
is a crazy town, the sidewalks are patrolled by
trigger-happy pedestrian vigilantes, while the
streets are the scene of clashes between Hells
Angels, the local auto-duellists and the heavily
armed police force.

Two scenarios are provided, playable with
three to six duellists. Game componants
include 160 full-colour counters rules

and a large grid-map of Midville. (You will need
the Car Wars rules to play.) £4.50

TRUCK STOP:

The role-playing supplement for Car Wars that
provides the leng-awaited movement and
combat rules for the massive 18 wheeler trucks
of the twenty-first century. A grid map of a
fortified Truck Stop is also included along
with thirty-seven full-colour counters repres-
enting the trucks and their wrecks. (You will
need the Car Wars games rules to play.)

NOW AVAILABLE £4.50

CAR WARS EXPANSION SET 1:
New rules, counters, road sections and a mini-
scenario set on an auto-duel race track. £2.95

AUTO-DUEL QUARTERLY:

The Journal of the American Auto-duel
Association, features scenarios, design strategy
and articles by the designers of the Car Wars
game. See this magazine at your local games
shop, COMING SOON!

Car Wars is published by Steve Jackson Games
and distributed in the UK by Games Workshop
Ltd. The game and its supplements are
available from better games shops everywhere,
but in case of difficulty contact Games
Workshop's fast mail order service at 27/29
Sunbeam Road, London NW10 6JP.
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Out Now:

ISSUETE6

OTHERWORLD ARTIFACTS
SET 4: STONEWORK STRUCTURES
(Designed by C.]. Bulis B.A. [ Architecture] )

A set of 3 dimensional 25mm scale accessories containing 58
pieces including 6 columns, 2 archways, a large flight of steps, a set
of decorative pots and jars, stone slabs and cubes, hexagonal discs
and blocks and more.

A selection can be used by itself or in conjunction with our

55 pence
OR FROM: M.LEWIS,
DRAGONLORDS,

5 YEW TREE CLOSE,
BROADSTAIRS,

KENT. (ADD 5p P&P).

DISTRIBUTED IN THE
UK BY:
GAMES WORKSHOP LTD

27/29 SUNBEAM RD
LONDON, NW10.

previous sets (as already advertised) to provide a large variety of new

settings for 25mm scale miniatures for fantasy gaming and modelling.
Boxed Set 4 costs £8.75 inc. P&P.

If any two or more boxed sets are ordered, deduct £1.00 from the
total cost.

For fully painted sets add £1.50 per set.

ORDERS TO: Otherworld Artifacts, Westmount House,

49 Kingston Lane, Southwick W. Sussex. (Tel: Brighton 595353)
Please allow 28 days for delivery.
Overseas Orders: Please add 50% for postage and packing.

SAE for individual lists. Barclaycard orders accepted.

TRADE ENQUIRIES WELCOME

cbhronicle

MINIATURES

UNIT 14, ENGINEER PARK, FACTORY ROAD, SANDYCROFT,
NR. CHESTER CH5 2QD. Tel: (0244) 537012/380226

NEW AND REDESIGNED FIGURES

CVB MNUMTMY: cs s on oe 255w s 5 6 Sreieis s s s 35p
CM7 Wight . ... i e e e s 35p
GREND TR covessnammus v a5 8o % SeEI 5 5 o 35p
CF19 HalfOrc .. ... it 35p
CF24 Fighter w. Two Handed Sword. . ... ... .. .. 35p
CF9 EIf Fighter/Wizard. . .. ... ............. 35p

ALL AVAILABLE NOW

NEW HOBGOBLIN UNIT SET

25 Figs. Set: All types and variants. .
13 Figs. Set: All types
ORC SETS

31 Figs: All types and variants
11 Figs: All types
ORC ARMIES: For full details send SAE

KOBOLD SET: 10 figs. all types & variants £2.30: Save 25p!
Ruffian/Thief Set: 5 figs. all types £1.30: Save 20p!

. .£9.15: Save £1.00!
............. £4.85: Save 50p!
£10.00: Save 85p!
£3.50: Save 35p!

MAIL ORDER: Please add 10% (minimum 30p); 50% Air-
mail; 33% for Surface and Europe.
Post free over £15.00 (UK only)

For full lists of Adventurers, Monsters, Anti-Types, Odds
and Bods + Orc Army details and news of new and forth-
coming releases send 25p + SAE.

.

TRADE ENQUIRIES WELCOME

J

Keep up
to date
with the
GAMES WORKSHOP
MAILING CLUB
NEWSLETTER

Every two months you could receive a comprehensive guide
to the latest game releases through Games Workshop, plus
feature articles on your favourite games systems and special
offers that will only be available to club members. All for
the price of a stamp.

For your free sample newsletter, plus details of how to join
the Mailing Club, send an SAE to me, Malcolm Luff at
Games Workshop Ltd., 27/29 Sunbeam Road,

London NW10 6JP.

GAMES WORKSHOP MAILING CLUB NEWSLETTER
Number 7 - May/June 1983
* The latest news on developments in adventure gaming.
* A guide to new games, play-aids and figure sets released
in May/June through Games Workshop.

FREE to White Dwarf
subscribers

Please mention White Dwarfwhen replying to advertisements
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A GUIDE TO BUILDING

YOUR TRAVELLER ADVENTURE

Each of the tables below consists of a general
category, with each item placed in suggested
order of purchase. In general terms, items at
the top of each list may be required to make
full use of the items further down for role-
playing adventure with TRAVELLER.

TRAVELLER

Science-Fiction Adventure in
the Far Future

s

Adventure Class Ships Vol. Ii

GENERAL RULES

(boxed) £5.95

adventure The /mperial Fringe
(boxed) £8.95

1001 Characters £2.50

Animal Encounters £2.50

FCI Consumer Guide (FASA) £4.50
Citizens of the Imperium £2.50

Merchants & Merchandise
(Paranoia Press) 99p
SORAG (Paranoia Press) 99p

OFFICIAL CAMPAIGN
BACKGROUND

Library Data A-M £2.50
Library Data N-Z £2.50

The Spinward Marches £2.50
The Solomani Rim £2.50
Beyond (Paranoia Press) 99p
Vanguard Reaches 99p
Journals of the

Traveller's Aid Society £1.50
Best of the Journal Vol. Il £2.95

DETAILED ADVENTURES IN THE
SPINWARD MARCHES
Shadows/Annic Nova £2.50
Research Station Gamma £2.50
Twilight's Peak £2.50

Expedition to Zhodane £2.50
Chamax Plague/Horde £2.50

Bk.0: AnIntroductiontoTraveller£2.95
BASIC TRAVELLER Rule Books 1-3

DELUXE TRAVELLER Rule books 1-3,
chart of the Spinward Marches and the

Scouts & Assasins (Paranoia Press) 99p

GUIDELINE ADVENTURES IN THE
SPINWARD MARCHES

Across the Bright Face/Mission to
Mithril £2.50

The Kinunir £2.50

Leviathan £2.50

76 Patrons £2.50

Divine Intervention/

Night of Conquest £2.50

ADVENTURES IN

THE SOLOMANI RIM
Marooned/Marooned Alone £2.50
Argon Gambit/Death Station £2.50
Prison Planet £2.50

ADVENTURES

BEYOND THE IMPERIUM
Legend of the Sky Raiders £4.50
Trail of the Sky Raiders £4.50
Fate of the Sky Raiders £4.50
Uragyd’n of the Seven Pillars £4.50
Ordeal by Eshaar £4.50

Rescue on Galatea £4.50

Far Traveller Magazine £2.95

STARSHIPS

Mayday (boxed) £6.95

Traders & Gunboats £2.50

Broadsword £2.50

11SS Ship Files (Games Workshop) £1.95
Action Aboard (FASA) £4.50
Adventure Class Ships |

(FASA, boxed) £8.95

Adventure Class Ships 11

(FASA, boxed) £8.95
Aslan Mercenary Cruisers
(FASA, boxed) £8.95
Merchant Class Ships
(FASA, boxed) £8.95

ADVANCED SPACE COMBAT
High Guard £2.50

Trillion Credit Squadron £2.50
Fighting Ships £2.50

Fifth Frontier War (boxed) £11.95
Invasion Earth (boxed) £9.95

ADVANCED GROUND COMBAT
Mercenary £2.50

Snapshot (boxed) £6.95

Striker (boxed) £10.95

Azhanti High Lightning (boxed) £17.95

PLAY AIDS

System Data Sheets £1.50
Ship’s Papers £1.50

Starship Layout Sheets £1.99

BOXED 15mm FIGURE SETS

Set 2 - The Military £3.95

Set 3 - Ship’s Crew £3.95

Set 4 - Citizens £3.95

Set 5 - Aliens £3.95

N.B. As Boxed Figure Sets sellout,
they will be replaced by blister packed
groups.

TRAVELLER HARDBACK SERIES
The Traveller Book (rules) £10.95
The Traveller Adventure £10.95

Traveller is published by Games Designers’ Workshop and distributed in the United Kingdom by Games Workshop Ltd.

See the range at your local games shop today. _I
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DRAGONMEET Ul

A day of Science Fiction & Fantasy Games

* Competition and participation games for ADVANCED
DUNGEONS & DRAGONS, RUNEQUEST, TRAVELLER,
TUNNELS & TROLLS, and MORE

Computer games - adventure, arcade and computer
moderated role-playing games

Figure painting competition - single figure, group and
dioramas

Role-playing for beginners

Play-your-own-games area

* Snack bar, trade stands, and more

SATURDAY JULY 16th

Central Hall, Westminster, London SW1
Doors open 10.00am until late
ADMISSION £1.00

If individuals or clubs wish to present participation
or competition events, see this issue’s Classified

Advertisements section on page 34 for details.
L

r [ ]
Adventure Campaigns
s orvossomor - fOF Call of Cthulhu

adventure in the dark fantasy world of H.P. Lovecraft.

The seventy page booklet contains a major campaign adventure,
two introductory scenarios and errata for the first edition of
Call of Cthulhu rules.

SHADOWS OF YOG-SOTHOTH, a campaign in seven parts for a
group of level-headed, experienced investigators. Discover the
truth behind the hermetic order of the Silver Twilight, face the
bizzare wrath of a twentieth century wizard, uncover the secrets
of Easter Island, and face the ghastly vista of R’lyeh, home of
Great Cthulhu, rising from the ocean depths.

THE WARREN is an intermediate adventure for the foolish and
unwary, set in the ruins of a deserted mansion and featuring a
new Call of Cthulhu monster.

PEOPLE OF THE MONOLITH is an introductory scenario for
the novice investigator. Players travel across the wild countryside
of pre-war Hungry, scarching for a promising poet who wrote one
beautiful, but haunting poem.

SHADOWS OF YOG-SOTHOTH £7.95

THE ARKHAM EVIL

In a sinister mining town high in America’s Appalachian
mountains a ghastly plot unfolds as Nyarlathotep prepares to
consumate the ritual which will allow him permanent entry to
our world. The Arkham Evil is a three part adventure campaign
from Theatre of the Mind Enterprises. £6.95

Call of Cthulhu is published by Chaosium Inc. and distributed in
the UK by Games Workshop Ltd., 27/29 Sunbeam Road,
London NW10 6]JP.

.
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ESDEVIUM GAMES

LOW COST MAIL-ORDER SPECIALISTS —

OPEN

@ Come & see the BIGGEST & BEST
Selection of Games, Rules & Accessories

in the South

Science Fiction

* VilLegion(IT)R16.95

% The Morrow Project (TL) RE7.50
Freedom inthe Galaxy (AH) £14.95
Starfleet Battles (TF) £14.95
ExpKit1£4.95, Kits 2, 3£5.95

Federation Space (TF) £13.95

Awlul Green Things Cuter Space £7.95
Cosmic Encounter (EON) £12.95

CE Expansion Kits 1 - £4.95 each

Quirks (EON) £4.95, Expansion Kits £3.95
QOutpost Gamma, Star Viking (Her) £4.50 each
Grav Armor, Star Smuggler (DS) £4.50 sach
Ogre, GEV, Ogre Book (SJG) £3.95 each
Dimension Demons (MGC) £2.50
Millenium, Idro {IT) £15.95 each

The Air Eaters Strike Back (MGC) £4.95
Revolt on Antares (TSR) £2.95

DrWho (GW) £6.85

Attack Force (TSR) £2.95

Instellear Wars (Att) £7.95

Kroll & Prumni (IT) £13.95

CarWars (SJG) £3.95

Car Wars Exp Kit £2.75

Sunday Drivers (SJG) £3.95 (CW Suppl.}
Fifth Frontier War (GDW) £11.95

Invasion Earth (GDW) £9.95

Star Frontiers (TSR) R £8.95

GravBall £12.85

‘Warnors of Batak, Boarding Party, Escape from
Altassar (TF) £4.50 each

Moon Base Clavius (TF) £4.50

A% O O

* %

* %

SF-Space Opera R, S(FGU)
Basic Boxod Set £9.
Ground & Air Equupmenl £3.25
Outworlds, Star Sector Atlases £3.95
Alien Base, Martigan Belt £3.25 each
Probe NGC 8436 £3.25
Seldon’s Starcraft Compendium £3.75
Vaultof the Nier Queyon £3.25

% FRowsion 2, Incedus 3 £3.25 each

+* FasoltinPenl£2.76

. SF-Traveller R, S (GDW) £8.95
% Travelier Book £10,95
Mercenary, Highguard £2.85 each
1001 Characters, Animal Encounters, Citizens,
Spinward Marches, 76 Patrons, Traders &
Gunboats, Library Data, Fighting Ships,
Solomani Rim £2.50 each
<> Maerchants & March
S.0.RA.G., Beyond 89p each
¥ Freedonian Consumer Report £4.50
Stip Plans:
Tethys, Leander £2.95 each. Fennis £4.85
Fasa Adventure Class £8.95
% AslanCruisers. % Merchants £8 95 each
Scenarlos
Twilight's Peak, Leviathian, Kinunir, Res. Stn
Gamma, Trill Cr Squad
Marooned/Marooned Alone
Argon Gambit'Death Station
Chamax Plage/Horde, Expedition to Zhodane
Broadsword, Prison Planet,
Divina Right, Night Conquest,
Shadows/Annic Nova £2.50 each
Doomof the Singing Star (JG) £8.95
Legend, Trail, Fate of the Sky Raiders £4.50
each (3 books)
Rescue of Galatea (FASA) £4.50 cach
Ordeal by E Shaar, Action Aboard,
7 Pillars, (FASA) £4.50 each
Alien Star 80p, Dark Star 25p
Far Traveller £2,95
% Strnker MAR£10.95

* % %

Thieves Guild Scenarios
1£8.95,2-3, 6£5.950ach, 4,5, 7£4.95 each
Prince of Thieves £3.50
Free City of Haven £11.95

Special Offer
New Arrival

Plays Solo

dise, Scouts 8 A 5

SHOP 9.30-1.30. 2.30-5.15 on Mon, Tues, Thurs, Fri

9.15-5.15 on Saturday
Closed all day Wednesday

Wide selection of boards, pieces & sets for CHESS, GO, SHOGI, MAH JONG,
BACKGAMMON, TRI-CHESS, RUBIK'S CUBES, OCTAGONS, PYRAMIDS, SNAKES. .

CITADEL, RAL PARTHA, Q.T. & T.S.R. Fantasy and Science Fiction miniatures at
manufacturer’s prices p&p 10% (30p min.—£1.30 max.). Overseas p&p 30% (80p min.)

Fantasy — Role Playing
Dungeons & Dragons (TSR) R
Basic Set £8.95. Rule Book £3.95
D & D Expert Sel £8.95, Rulebook £3.95
Fiend Folio, Monster Manual, Players
Handbook, Deities & Demi-Gods £8.95 each
Dungean Masters Guide £9.95
TSR Adventure Modules (Levels)
(1-3) B1.T1 3.50 each, B2, B3, B4 £3.95 each
(1-3) U1, "U2,N1,£3.95 each,
(2-4)L1£3.95, (3-14) X1, X2, X3£3.95each
(4-7) A1, A3 £3.50 each, A2, A4, L1 £3.95 each
(5-7)C1£4.50,C2£3.50, (5-10) S2£2.95
(6-10) 5S4 5.50, A WG4 £4,50
(6-14) §1£3.50, (8-12) S3£5.50
(6-9) G1-2-3£4.50, (+) D1-2£4.50
(10-14) D3£3.50,01 £4.50
% MonsterCards 1-4 £1.50 each
Official D80 Miniatures £4.95 & £7.95

Role Playing Scenarios
Tulanol the Isles (MP) £3.85

City State of the World Emperor (JG) £8.95
Glory Hole Dwarven Mine (JG) £2.89

Jon ril, City of Carse {MK) £5.50 each
Thieves World £14.95

Traitor & The Spirit Stones £4.95 each
Amazon Mutual Wants You (DT) £3.95
Best of White Dwarf Scenarios,

Articles £1.50 each | & 1|

L b S

Flole Playing Aids

Handbook of Traps & Tricks (DT) £5.95
Monster File No. 1 (DT) £5.95
Dungeon Floorplans |, 11 £2.99 each
Dungeon Floorplans 1, 2, 3£2.99 each
Dragon Tree Spelibook £4.95

Book ol Antifacts £4.95

Dgn & Wilderness Mapping Sheets
(GW)£1.99ea

The Fantasy Trip (MGC) R
Inthe Labyrinth (for Referees) £3.50
Wizard, Melee, Death Test |, 11 £2.95 each
Advanced Melee, Adv Wizard £3.50 each
Grail Quest, Silver Dragon £2.95
% Unicorn Gold, Security Stn (MGC) £2.95 each
% OrbQuest£2.95
Master of the Amulets £2.95
% CHIVALRY & SORCERY (FGU) BOXED £13.95

Runequest (Ch) R £8.95 Bxd
Rule Book £5.95
Runemasters, Plunder £4.95 each
% Cultsof Prax £5.95
Foes£9.95
Gateway Bestiary £5.95
Scenarios
Snake Pipe Hollow £4.95
Apple Lane £2.95
Broken Tree Inn (JG) £2.95
Duck Pond £3.95 each
Trollpak £14.95
Questworld £12.95
Borderlands (Ch) £12.95
Solo Quest | & 11 £5.95 cach

Cardboard Heroes £1.95
Setsof 1-10 Traveller Set 1-3
V4V Set1,Cops, Crocks & Civillans

Tunnels & Trolls (FBI) £6.95
Rulebook £3.95
Salo Dungeons
Deathtrap Equalizer Dgn £3.50
Butfalo Castle, Overkill, Labyrinth,
Sorceror Solitaire, Naked Doom,
Weird World £2.25 each
Arena of Khazan, Sword for Hire
Seaof Mystary, Misty Wood,
Blue Frog Tavern £2.50 each
Sewers of Oblivion, Beyond the Silvered
Pane, Dargon’s Dungeon, Gamesmen of Kasar
£3.00 each
City ol Terror £3.95
Abyss, Circle of lce 75p each
For Dungecn Masters
Uncle Ugly's Underground Level 1 £1.50
Dgno! the Bear Levels |, 11 & 11| £1.50 each
Catacombe of the Boar Cult £3,00
Dungeon of the Bear Complete Book £3.50

* 4ok ok % O

* ok

These are just some of our games. Our catalogue contains detalls of virtually all games avalabie inthe UK. Send

Other Role-Playing Games
Arduin Adventure (Bxd) £7.95
Ardun Trilogy £13.95
Adventures in Fantasy (AGI) £7.50
Behind Enemy Lines (FASA) £16.95
Guns of Navarone (Scen ) £4.85
British Commandas (scen) £4.95
BootHill{TSR) £8.50
Mad Mesa (Module) £2.95
Ref's Screen & Mini-Module £2.95
Bushido (FGU) £9.95
Call of Othulhu £18.95
Dare Devils (FGU) £9.50
Dawn Patrol (TSR) £8.50
Champions (Bxd)£12.95
Gamme World (TSR) £8.50
Legion of Goid (Module) £2.85
Ret's Screen & Mini-Module £2.95
Heroes ol Olympus (TF) £13.95
Man, Myth & Magic (Yag)£14.95
% Deathto Setanta and other adventures £3.95
Pirates & Plunder (Yag) £14.95
Merc (FGU) £9.50
Stormbringer (Ch) £18.95
< Supervillains (TF) £5.95
Top Secret (TSR) £8.50
Rapidstrike (Module) £2.95
Ref's Screen & Mini-Module £2.95
Wild West (FGLU) £8.95
Trouble on Widows Peak (Scen) £2.75
Worlds ol Wonder (Ch) £14.95
<> Ysgarth Rule System (Rag) £9.95
Baelnok, Holy City £1.28

* %% O

* % %

Fantasy Games

% Dragonslayer (SPI) £6.90
Saga(TSR)£2.95

Mystic Wood (PH1) £7.50

Demons (SPI) Boxed £5.75

Sorcerer's Cave (HPG) £7.50

Waraol the Ring (SPI) £9.85

lliad, Odyssey (IT) £9.95 each

Magic Wood (IT) £4.95

Zargo's Lords, Wohrom (IT) £15.95 each
Demonlords (DS) £4.50

Illuminati (SJG) £4.25

City States of the Akyirell (TF) £4.50
Warlock, Valley of the 4 Winds (GW) £5.95
Undead (SJG) £3.95

Dragonhurt (AH) £11.95

Viking Gods (TSR) £2.95

Wizard (AH) £14.95

Goblin, % Dragonrage (DS) £4.50 each
Wizard's Quest, Titan (AH) £11.95 each

Power Politics/Diplomacy/

Economic Games
Diplomacy (Phl) £10.85
Samurai (AH) £10.45
Machiavelli (AH) £10.45
Apocalypse (GW) £6.95
Empire (IT)£13.95
Downwith the King (AH) £8.95

& Medic (IT) £7.50
Spies (SPI) £10.50
Kingmaker (HPG) £10.95
Junta (CWW) £11.95

* Family Business (May) £4.95

Other Games
% 221BBaker 5t (HPG)£7.95
% ExtraCase Sel£2.75
Jolly Roger (1T) £6.90
Civilisation (HT) £18.00, (AH) £15.95

Business Games
Bureaucracy (AH) £14.95
Acqguire (AH) £13.45
1829 (HT) £19,00

% 1829 Northern Bd, (HT) £20.00
Fortune (Ph) B£12.90
Rail Baron (AH) B£11.95
Business (Wadd) £9.95
Foreign Exchange (AH) £11.85
Railway Rivals (RG) £4.75
Capital Power (IT) £9.95

% OO

* Okt

16p instamps & 16Vap s.a.e. (overseas4ir.c.) fora copy (or free with arders over £6.00)

MAIL ORDERCHARGES: UK/BFPO/Under £6 - Add 35p. £6 and over- past free

Overseas Surface Ma/l - Add 30% (Minimum 80p). Europe Air Mail - Add 40%

(minimum £1]. Air Mail elsewhere - add 75% minimurn £1.50) except Yaq. AH& Phi, IT, games —add 100%

Payment in € Sterling please

Historical Board

Wargames

War and Peace (AH) £11.85

Ram Speed (MGC) £2.50
Yorktown (IT) £11,95
Jena(IT)£12.85

House Divided (GDW) £7.95

Little Big Horn (1 T) £16.50
Atula{IT) £13.50, Austerlitz (IT) £16.85
Victory at Waterloo (Att) £7.95
DAK, % Scourge of God, % Napoleon's Last
Tnumph(SimCan) £12.95
1815(G0OW) £9.95

French Foreign Legion (Yag) £7.95
Gunslinger (AH) £14.95

Bounty Hunter (Nova) £11.95
Battle for Normandy (Att) £7.95
Fight for the Sky (Att) £7.95
Okinawa, Sicily '43(IT) £9.95ea
Rommel (IT)£13.85

East & West (IT)£15.95

Fallof France (GDW) £18.95
Norge (IT)£14.95

Ace of Aces, Powerhouse £10.95 each
Stalin's Tanks (MGC) £2.50
Squad Leader (AH) £13.45
Crossof Iron (AH) £11.95
Crescendo ol Doom (AH) £11.95
Anvil of Victory (AH) £21.95

Their Finest Hour (GDW) £18.95
Battle for italy (A) £4.95

Hundred Days Battie (A) £4.95
Fredrick the Great (AH) £8.95
Napoleon at Bay (AH) £15.95
Canquistador (AH) £13.45

Gull Strike (Victory) £23.95

Hell's Highway (Victory) £15.95
The Civil War (Victory) £14.95

OAA Ak

A

o

ok ok ok o % %

Magazines

% Imagine£1.05

% Tempestuous Onfice 55p

* Nexus£2.00

The Space Gamer (SJG) £1.95

The Dragon, Bestof TD 11 £2.60 each
White Dwarf 80p

Thunderstruck 65p

War Games 70p

Travellers Journal £1.55

Pegasus, Adventure Gaming £2.10 each
New Beholder 80p

Different Worlds £2.00

Sorcerer's Apprentice £1.80

Fire & Movement £2.00

Strategy & Tactics, Ares £3.95 cach
Doombook of Chaos 45p
Wargamer (+game) £4.00

Palantir, Storm Lord 70p each

Red Giant Biack Rider 55p each
Wyrm's Claw 70p each

The General (AH) £1.85

Punt & Pass, Dragon Lords 60p
SEWARS 65p

** ot

Computer Games
AH Cassettes.
Acquire, Foreign Exchange, Galaxy, Guns of
Fort Defiance, Lords of Karma, Shootout at OK
Galaxy, Stocks & Bonds, VC, Voyager £14.85
B1 Nuclear Bomber, Conflict 2500, Bomber
Anack, Midway Campaign, North Atlantic
Convoy Raider, Nukewar, Planet Miners, Road
Racer£11.85ea
Andromeda Conquest £13.95
Major League Baseball, Telengard £18.95 ea
Dnieper River £18.95, Tanktics £17.95
Empire of the Overmind £21.95
Many of the above available on disc—please
enquire
Speedway Scene (Apple 1) £9.95
{cassette only) £5.00
Baris Diplomat || Chess Computer £65.00
Conflict, Galaxy Conflict (2 plyrs & Spectrum/
ZXB1)£10.95 cach

ESDEVIUM GAMES (FO)
185 Victoria Road
ALDERSHOT Hants GU11 1JU
Tel: Aldershot 311443

or (evenings) Farnham 722269

<

*

R RolePlaying Rules
s

B

M Miniature Rules You may phone orders and pay by ACCESS

—NOPOSTAGE ON MANY GAMES FOR REGULAR CUSTOMERS
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ames

SHOPS: Open 9.30 to 5.30 — Monday to Saturday.

50-54 Manchester St.,  Unit 20, Merrion Centre, 63 Allerton Rd.,
Liverpool L1 6ER. Leeds 2. Liverpool L18.

Tel: 061 236 2605 Tel: 0532 456376 Tel: 051 722 9022

Tel:

VILLAINS & VIGILANTES 2ND EDITION
One of the original Superhero rpg’s, V&V is back in a new edition
and better than ever! V&V 2 features Super-powers, Super-
heroic combat, character creation, secret identities, encounter
possibilities, how to run campaigns, etc. Boxed Set: £7.95,
Rulebaok anly: £3.95,

Crisis at Crusader Citadel — V&V intro adventure: £3,25
Death Duel with the Destroyers — V&V adventure: £3.25
Island of Dr. Apocalypse — V&V adventure: £3.25

AFTERMATH

Role-playing in a world of post-holocaust devastation. A
grim subject, but an excellent game. Boxed set contains: 3
rulebooks, referee’s screen, master copy of character sheet,
introductory adventure in separate bookletand sheetof card
counters: £12.50.

Into the Ruins — a complete Aftermath scenario: £3.25

FANTASY GAMES UNLIMITED inc.

FOR WAR, FANTASY

AND

SCIENCE-FICTION GAMING

MAIL ORDER

85-87 Victoria St.,
Liverpool L1 6DG.
051 227 1505

TRADE

89 Victoria St.,
Liverpool L1 6DG.
Tel: 051 236 2605.

TRADE ENQUIRIES
WELCOME

BUSHIDO

The World of Nippon; part fact, part legend, is skulfullv re-
created in this superb rpg. Recently awarded 10710 in a "White
Dwart” review, Bushido is a masterpiece of practical game de-
sign. Boxed, with rule books, referee’s screen and campaign
map: £9.95.

Valley of the Mists — A gem of an adventure, as lovingly
created as the original game, “Valley" is a varied and challen-
ging Bushido scenario: £3,25

—_—

ROLE-PLAYING GAMES s o =nA O LELAYING SYSTEN
pace Uper oxed set, with rules, charts, etc .
CHIVALRY & SORCERY: medieval/fantasy role-playing VILLAINS & VIGILANTES 2nd Edition — Boxed set £7.95 Martigan Belt; Scenario pack L £3.26
Chivalry & Sorcery rulebook ............. . Under revision 2nd Edition rulebook only ... verirerenierenss £3.95 Alien Base; Scenario pack .. £3.25
C&S Sourcebook 2; supplementary mamnal ....£4.50 Crisis at Crusader Citadel — intro advamure .. £3.25 Probe NCG 8436, Scenario pack : s £3.25
Swords & Sorcerers; supplementary material ... £4.95 Death Duel with the Destroyers — V&V adventure £3.25 Vault of the Ni'er Queyon; Scenario pﬂck £3.25
Saurians; prehistoric society and beasts ., ..£6.95 Island of Dr. Apocalypse — V&V adventure .......... £3.25 Incedus 3; Scenario pack X £3.25
Arden; C&S scenario pack . s £4.95 AFTERMATH — post holocaust role-playing Rowsion II: Scenario pack .. £3.25
glre?-nep% Gallzeg C&s nlzwal cc;mbat ol £7.45 Boxed set; 3 rule-books, charts, tables, etc £12.50 || Star Sector Atlas 1. planets in the Terran Sector . £3.95
astle Plans; 26mm scale castle floor plans £2.95 Into the Ruins; Aftermath scenario pack £3.75 || Quiworlds; Star Sector and scenario ideas .. . £3.95
Fortif Pl
o e PG i 298 WD WEST el oy o e e 11 i Colnd Sy il £3.58
T S m ieval buildings Boxed set; rules, maps, charts, etc £8.95 || 2 f“ Ir Equipment; SO heavy wepons . £3.15
St:(wers ;r‘:n‘"aglsa mm cut-out medieval keep . £3.95 Trouble on Widows Peak, Wild West scenario pack £2.75 eldon’s Compendium of Starcraft; ship plans £3.75
s UIELs OSSBONES — piratical rale-playing BUSHIDO — Detailed rpg set in the Land of Nippan Space Marines; ground combat rules £3.95
Bows ;zé rluleg&neap charts, ei;: s .. £7.95 Boxed set; rule-books, map, charts, tables, etc. ... £9.95 RULE BOOKS
G';ﬁég.‘.é%" scerll‘irlodpnc ships, boats, etc. £2.45 Valley of the Mists; Bushido scenario pack ... £3.25 Archworld; {fantasy battles ; £3.25
Boyed Sat: IA cn?mlr:a underworld role-playing LAND OF THE RISING SUN — Samurai period J')pan g Blue Light Manual: ACW 1abletop rules . £3.25
xe rules, ¢ 13;; elC, ...... £6.75 Boxed set; rules, charts, etc ; £9.95 Fire, Hack & Run; pre-1880 skirmish £2.25
FI-A'SHHG(:RDON & THE WARRIORS OF MONGO — MERC — modern mercenary rpg/skirmish wargame Frederick the Great: 7 Years War £2.75
ruln hoo £3.25 Boxed set; rules, plastic overlay, charts, etc £8.50 || Giac My; war in Vietnam £2.95
TUNNELS & TROLLS OFFICIAL AD&D 25mm TSR HOBBIES (UK) Lid. AVALON HILL
FANTASY GAMES SYSTEM FIGURES DA&D Basic Set; rules, dice, adventure £8,50 Squad Leader £11.95
Rulebook (2nd edition) . by Grenadier Models D&D Expert Set; rules, dice, adv. ... £8.60 Cross of Iron £10.95
Tunnels & Trolls, Boxed Set. Small Box Sets of 10 figures or equivalent | D&D Basic Rules only .. .£3.95 Crescendo of Doom .. ..£10,95
Naked D S5 D Wizards : 4.50 D&D Expert Rules only ez £305 Panzer Blitz £10.95
Sa @ °s°"? olo Sul 93”“ €300 | Halflings £4.50 | D&D Character Records sheets ....... £1.95 Panzer Leader £10.95
s&'ﬁfﬁgr Elll't:"g ID‘B’ n““g(‘]"’“ "~ £550 | Dwarves £4.50 AD&D Dungeon Master's Guide ... £9.95 Russian Campaign £9.95
Labyrinth, Solo Dﬁr\qec.:ngl?0 £2.00 | Hirelings . £4.50 :ggg ::avers H&ndbo?k £8. wa'd& Pesa:ce N f}ggg
x . 5 Fighting Men £4.50 onster Manual ... . £8. ooden Ships & Iron Men i
g::"‘::{“T%':?;LQSSO‘I’L"A%‘;"E‘?Dr . Spgec“ahg[s y £4.50 AD&D Deities & Demigods .. £8.50 Airforce £10.95
Beyond Al el Pa?\ ure. . £2 58 | Female Characters £4.50 AD&D Fiend Folio ... £8.60 Dauntless £10.95
Aryn CKharns e .. £2.98 | Thieves £4.50 AD&D Dungeon Master” s Screen . £4.50 Flat Top £13.95
W;rgv\?orld Sglo B £2.00 | Wizard's Raom ... £4.50 AD&D Character Record sheets ... £2.95 Dune £10.95
Overkill, Solo Dungeog 2.00 | Denizens of the Swamp £4.50 ﬁBES Z‘:E%Chmmé Fﬂlﬂ;r i g gg gﬂﬂglc’ "0,?'"1 £10.95
: ™ Ores’ Lair £4.50 haracter Record sheets tarship Troopers £10.95
S:E&eanI°f;'benggf'm|-:r“"§!5 123 f] gg Dwellers Below £4.50 AD&D DM's Adventure Log ... £2 The Longest Day £38,75
Circle ofﬂl:e Salo 8 99p Large Box Sets of 20 hgures or equivalent SSGT:S 'Géllef: N*:C stats. gggg g'lrf-:!i Maximus £7.95
y Dungeon Explorers ... £7.50 arld of Greyhaw . adiator £7.95
S DdloavSnTeL 592 | pungeon Monsters £7.80 | B1 D&D Basic Module £2.96 | Caesar Alesia £9.95
> € - 99D | \Woodland Adventurers £7.50 B2 D&D Basic Module ............... £3.50 Guns of August : £11.95
Cotgcombe of e BRBrCUIL ) wri ELBY |- Tombiot:Spelle £7.60 | B3 D&D Basic Module ....................£3.50 | Down With The King. £8.95
2a ol Mystery, Solojdventiine:..... £3.75 Dragon’s Lair ... £7.50 X1 D&D Expert Module .£3.60 Gunslinger £12.956
. = Large box painting sets 12 figures + paints D&D Expert Module...... g torm Over Arnhem
Grimtooth’s Traps, Game aid g P 9 9 P X E Modul £3.50 3 Over Arnt £10.956
Deathtrap Equalizer, Solo Dungeon £3.30 | Action Art Dungeoneers £7.50 | G1-G3 Combined AD&D Module .....£3.95 | Stuggle of the Nations £12.95
Blue Frog Tavern, Solo Adventure .. £2.60 | ‘acrion Art Mansters £7.50 | D1-D2 Combined AD&D Module .....£3.95 COMPUTER GAMES
Sorcerers Apprentice Magazine 12 £1.50 OFFICIAL GAMMA WORLD 25mm D3 AD&D Module... L 5 44 Midway Campaign £10.95
Misty Wood, Solo Adventure £2.50 | FIGURES S1 AD&D Module ..o, g Nukewar £10.95
TRADE ENQUIRIES WELCOME® by Grenadier Models g% ADSD mogu:e- e RIEREL MineEs £10- gg
Adventurers £7.50 odule......... ; Orps RBrMA
1 Denizens £7.50 | T1 AD&D Module . < Conilict 2500 £10.95
NICE DICE PRICE! Note: These figures are also saitable for | C1 AD&D Module ... : Tanktics ... £15.95
HUGE PRICE REDUCTIONS FOR mes such as FGU’s Af h C2 AD&D Module i River Dnieper — £15.95
POLYHEDRAL DICE s o e Q1 AD&D Modul E f the Overmind. £17.95
odule i mpire o he ver min A
Polyset of 6 Hi-Impact dice £1.10 f £12.95
Or with inked numerals. £1.20 | COMMAND PERSPECTIVES A2 ADED Modtle. ; s;y?ggf e mcc £12.95
De Luxe Polyset with inked numerals£1,30 Beat to VQuarl:ars: Recentrrewews in the A3 AD&D Module 2 Galaxy ... £12.95
o edee Saime”| Chaenc pmmsee st Mt owe! | 43 fone Mitde «
r with inked numerals . U e be g 1A dule 5
Transparent “Gem"' Polyset . £1.95 | lent Naval Wargames system covering the | & AD&D Module QUARTERDECK GAMES
P \d 11 AD&D Module A
Or with inked numerals £2.25 period 1775-1815. The game can be played U1 AD&D Module. Ironbottom Sound: Tactical naval. Surface
lour Polysets available in standard with the ship counters provided or with g & night actions off Guadalcanal. Boxed £8.95
One colour Polys Dragon Magazine :
dice or gem dice al no extra cost models. There are OB's for over 20 Gamma World. 2 Norway 1840: Strategic/operational. In-
nationalities, fleet action rules, detailed ship [ oo v g i vasion of Norway. Coastal batteries, paras
MAGAZINES to ship rules, basic and advanceddgame and BOOt Hillouns oo £7i95 Boxed A £9.95
Fire & Movement: Issue 27 ... £1.75 14 scenarios as well as unlimited potential Boat Hill Madule 1. ) ¢ [
Fire & Movement: Issue 28 .._...... £1.76 | to design your own games £7.95 | T, Sacret.. 2 TRADE EN_O.UIRlES
The Space Gamer: Issue 53 ......... £1.76 | Road lo Washingion (boxed) £12.95 | 1op Secret Module 1. All items on this page (apart
gr\rpnonf ISSUi :1! ilgg TRADE ENQUI Boot Hill Mini-Module & Refs Screen £2.50 from Avalon Hill) are available
ryp! on: iSSU . PLE'S WARGAMES Gamma World Mini-Module & Refs to the trade — send for full lists.
Gryphon: issue 3 £1.95 | PEOPLE'S G Sereen £2.50

Subscriptions available for all these mags

e

BLACK SEA*BLACK DEATH: An exciting
tactical /operational game of an Eastern
Front amphibious landing. Boxed

KANEV: Largest WW2 Soviet airborne oper-
ation: £8.95 baxed.
KORSUN POCKET:
Dniepr” Boxed: £19.95

"Stalingrad on the

Top Secret Mini- Moﬂum & Rr—\!s
Screen £2.50
TRADE ENQUIRIES WELCOME

WHY NOT ORDER BY TELEPHONE
USING ACCESS OR BARCLAYCARD

STEVE JACKSON GAMES
*now in handy plastic boxes

ARCHAERON GAMES SYSTEM

MAGE: An frp magic system for use on its
own for magical combat games; in conjunc-
tion with "Warrior™ as an independent rpg or
as an alternative magic system for any other

g
WARRIOR: The hand-to-hand combat equi-

GORGET AND SASH: amagazine covering

warfare from 1500 to 1789.

Issues 2 & 3 available at £1.96 each.

Issue 4 now out: Features Luetzen, Gen-

darmes in combat, Austrian Imp. Army,

Tallard’'s Army at Blindheim and much mare
£1.95

SEND SAE FOR LATEST LISTS

SWEDISH GAMES

ve the trouble of sending a letter | Car Wars® £3.50 | valent of ‘Mage’
::d cheque. 4 Ogre* £3.50 In book form at £2.50 each or £4.75 for NOW 25% LOWER PRICES!
GEV* £3.50 | both Ostkrieg: 1944-5, E. front tactical ~ £2.95
WE PREFER THIS METHOD — Wecantryto | Killer £2.93 Dark Passage. Soviets in Pakistan . £2.95
answer any queries and you will alsobe sure | Cardboard Heroes — Traveller £1.99 MARSHAL ENTERPRISES Defiance: Vietnam battle £2.95
you are getting exactly what you want and Cardboard Heroes — Vill. & AL oV . A 7400 Holowezyn: 18th century battle £2.95
sooner — normally by return_of post. Vigilantes £1.99 La Bataille de Deutsch-Wagram Southern Flank: Turkey invaded! £2.95
PRP: Order value over £6.00 — Free Game Design Book 1 £2.99 | counter, 34" x 88" map game of the huge | Tay Ceti: SF tactical ground combat £2.95
Order value up to £6.00 — Add 25p The Ogre Book Vol. 1 £2.99 battle which marked the climax of the 1809 38th Parallel: Strategic Korean War £2.85
Cardboard Heroes Plastic Bases £1.99 campaign . £24.45 | These games, which are all boxed (apart from
OVERSEAS TRADE ORDERS WELCOME the last 2) represent great value
Please mention White Dwarfwhen replying to advertisements 42




RUNEQUEST

A World of Adventure

RUNEQUEST is the fantasy role-playing game which gives
you a whole world of adventure. The RuneQuest game
world is Glorantha, a place inhabited by warring men and
gruesome non-human races such as the Broo, Dragonewts
and Trolls. In RuneQuest, heroes, like you, are in demand.

Kk RUNEQUEST combat offers you blow-by-blow
realism.

*K RUNEQUEST magic requires skill to use. Battle Magic
enhances personal abilities, while Rune Magic gives trained
adventurers real power.

*k RUNEQUEST player-characters don’t have to be of

the human kind. You could face the challenge of acting

and thinking like a wily Dwarf or mighty Troll.

,\\"A“]{hl" ".“).n‘ P -

‘\u-‘n'ﬂ‘ gases <5 K RUNEQUEST evolves and develops with players’
! P piay

owhere
. pveTYW ‘ e . =
shops Ve : needs providing adventures, supplements and miniatures.

A RuneQuest Campaign in Seven Scenarios

Boyle « Chodak « Ficeito » Free « Harmon » Hoffman « Kirby
Hralt - Krank « Perrin. Petersen . Stafford - Willis - Wolcott

5

TROLLPAK THE VILE BROO BORDERLANDS
Troll secrets, cults and Nine cross-bred Broo, based on the ghastly Intermediate level, seven
adventures descriptions given in RuneQuest Borderlands. part campaign adventure

This boxed set includes twelve chaos-spawned
heads for you to assemble

RuneQuest - For People Who Prefer Role-Play To Hack-And-Slay

RuneQuest is Chaosium Inc.’s trademark for its fantasy role-playing game.
Produced under licence in the UK by GAMES WORKSHOP Ltd. The Official UK RuneQuest figures are manufactured by CITADEL MINIATURES



Defend The Galaxy...

Join The Galactic Task Force.

STAR FRONTIERS ™ Game...from the makers Play the role of a Dralasite, Vrusk, Human or
of DUNGEONS & DRAGONS® Games and Yazirian. By playing any one of these, you
other popular role-playing adventures. Sharpen become a member of the Galactic Task Force.
your role-playing skills with the science fiction Your mission is to defend the galaxy against
game that’s taken years to develop. ruthless adversaries. It's a tough job, but
you're equipped for just about anything!

Game includes basic rulebook, expanded rulebook, first module (SF-0), maps, counters and dice.

™
TSR Hobbies, (UK) Lid.
The Mill, Rathmore Rd.
Cambridge, England
CB14AD

TSR Hobbies, Inc.
POB 756, Dept. 170-121
Lake Geneva, Wl 53147

‘The _(juerizard‘s
(C)1980 TSR Hobbies, Inc. Al Rights Reserved.

DUNGEONS & DRAGONS and STAR FRONTIERS are trademarks owned by TSR Hobbies, Inc. ©1982 TSR Hobbies, Inc. All Rights Reserved.



